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NMpeaucnoBue

Unity — HEBepOSTHO MOIIHBIN UTPOBOM JBUKOK, MOMYJISIPHBIN cpesu pa3paboTdu-

KOB UT'p KaK MPodeCCHOHATBHOTO, TaK U JTIOOUTETHCKOTO YPOBHA. JTa KHUTa IIPU-
3BaHa YCKOPHUTb 0Oy4eHHe YUTaTeNd U JaTh eMy BO3MOXKHOCTBb KaK MOXKHO ObICTpee
HauaTh paboTty ¢ Unity (B TeueHHEe IPUMEPHO 24 YPOKOB, €CIN OBITh TOUHBIM) U OCBO-
WUTb OCHOBHBIE IIPUHIIUIIBI UTPOBOT'O IIPOIrPAMMUPOBaHUA. B oT/in4me OT pyrux KHUT,
3aTparvBalolIUX TOJBKO OIlpe/ie/IeHHbIe TeMbl UM OIMCBIBAIOIIUX CO3/laHue OZHOMN
KOHKPETHOU WUTPHI, 3TA OXBATHIBAET MIMPOKUI CIIEKTP TEM, U, KDOME TOT'0, B HeH OIu-
caHa Ipoljeiypa Co3ZlaHuA YeThIpex Urp. Beiroza Hamuio! 3aKOHYMB YUTATh KHUTY, BBl
He TOJIbKO IPHOobpeTeTe TeopeTHYeCcKre 3HaHUA 00 UTPOBOM JBIDKKe Unity, HO 1 co3za-
auTe HeboIbIIoe MOPTHOINO UTP, KOTOPOE IPUTOAUTCA BaM B OyAyIIieM.

ANA KOro npeapHa3HaYeHa 3Ta KHMra

OTa KHUTa [IpefHa3HaveHa AJIfd TeX, KTO jKeJlaeT Hay4UThCA UCII0Ab30BaTh UTPOBOM IBU-
»KOK Unity. ByZb BBI CTYZEHT WIM KCIIEPT IO pa3paboTKe — BBl HalZleTe Ha 3THX CTpa-
HUIaX YTO-HUOYIb UHTEpecHOe /i ceOs. Kuura He TpebyeT OT Bac IpeABapUTEIbHO-
T'0 HaJIM4MsA KaKUX-TN00 3HAHUH WK OTIbITA B pa3paboTKe UTp, TaK UTO, AaXKe €CITH

9TO Ballla IIepBas IOIBITKA I03HATh UCKYCCTBO CO3JaHUA UI'D, BOJIHOBATHCA HE O YEM.
He ToponuTech 1 noy4aiTe yZ0BOJAbCTBHE. BBl U caMu He 3aMeTUTe, KaK HauHeTe
YUUTBCA.

Kak opranM3oBaHa 3Ta KHMra

Kak u fipyrue caMoy4dnTenu U3 3TOU Cepyuy, KHUTa pasZiesieHa Ha 24 I1aBbl, ¥ Ha IIpopa-
6OTKY Ka)XJO! U3 HUX MOTpebyeTcs IPUMEPHO OAUH Yac. B KHUTe Mpe/icTaBIeHb Clie-
AyIOlliyie ITIaBhl.

» Yac 1. «Bezenue B Unity». B 3ToM yace MbI HayIrMCcsi OCHOBaM paboThI € pas-
JINYHBIMUA KOMIIOHEHTaMU UI'poBoro ABmxka Unity.

» Yac 2. «<MrpoBbie 00BEKThI». B yace 2 BBl y3HAeTe, KaK UCIIOIb30BATh [JIABHBIE
2JIEMEHTHI UTPOBOTO ABIKKA Unity — UrpoBble 0OBEKTHL. MBI TaKXKe U3YIUM
CHCTEMBI KOOPAMHAT U TPpeobpa3oBaHuUsI KOOPAUHAT.

» Yac 3. «Mozenu, MaTepuabl U TEKCTYPEI». B 3TOM Yace MbI Hay4uMcs pabo-
TaTh ¢ TpadudeckuMu pecypcamu Unity ¥ IpUMeHATh K MaTepHaaM Ieiizeprt
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" TEKCTYPBhI. BrI Takke y3HaeTe, KaK BIIOC/IEACTBUU IIPUMEHATL 3TU MaTepUaJibl
K pa3JIMYHbIM TPEXMEPHBIM 00bEKTaM.

Yac 4. «JlangmadT 1 a7IeMeHThl OKpY’Kalolell cpesl». B dace 4 BBl HayuuTeCh
JleJIaTh UI'POBBIE MUPHI, HCIIOIb3ys BCTPOEHHYIOo cucTeMy jaHzmadra Unity. [1as-
HOe He 60AThCA 3alavyKaTh PYKU U YIIIyOUTHCS B paboTy, CO3ZlaBas YHUKAIbHbIE

Y HEBEpPOATHBIE TIEH3aKU.

Yac 5. «VICTOYHUKHU CBeTa U KaMephl». B yace 5 MbI HOAPOGHO TOTOBOPUM
006 MCTOYHMKAX CBeTa U KaMepax.

Yac 6. «Mrpa nepBas: «BernKoIemHbIN TOHIINK»». [IpUIIIo BpeMs co3/aTh Iep-
Byto urpy! B dace 6 BbI cziesaeTe Urpy «BelnKosenHbIi FOHIINK, ITYCTUB B XOZ,
BCe NIPUOOpETEHHbIE 3HAHUA.

Yac 7. «CKpunTel, 4acThb 1». B yace 7 MbI nepeizieM K CO3jaHUIO0 CKPUNTOB B Unity.
Ecsiy BBI HUKOT/IA HE 3aHUMAaJIMCh IPOrPaMMUPOBAHUEM — He BOJHYHTeCh. Mel
paccMOTpUM MaTepHas MeJIeHHO U TOAPOGHO, YTOOB! BB MOIVIM HayaThb U3yde-
HUeE C OCHOB.

Yac 8. «CKpHUITHI, YacTb 2». MBI IpoO/DKAaEM U3ydaTh TEMY, HA4aTyIo B 4ace 7,
HO Tellepb COCPEZOTOYNMCA Ha boJiee CIOKHBIX 3a/1a4ax.

Yac 9. «CTONKHOBEHUST». Mbl TOTOBOPUM O B3aUMOAEUCTBUU U CTOIKHOBEHUH
MIPeZIMETOB, KOTOPbIE B COBPEMEHHBIX BU/IEOUTPAX BCTPEUAIOTCS MOBCEMECTHO.
Bl y3HaeTe 0 GU3MIECKUX U TPUTTEPHBIX CTONKHOBEHUAK. KpoMme Toro, Mbl
co3gazauM GpU3NYecKue MaTepUasbl, YTOOBI IPUAATh 0OBEKTAM HOBBIE CBOMCTBA.

Yac 10. «Mrpa BTopas: ,,[llap xaoca“». [Topa co3zaats emfe ogHy urpy! B aTom
yace MHI cienaeM urpy «lllap xaoca». HazBaHue roBopsiiee, Tak KaK Mbl OyzeM
WICIIOJIb30BATh PA3IMYHbIE CTOJTKHOBEHMs, GU3NIeCKHe MaTepUabl U ueiu. [t
UTPBI IOTPeOyeTCs U CTpaTerndecKoe MbIILIEHNe, U OBICTpas peakuus!

Yac 11. «[Ipedaber». [Ipedabbl MO3BOMAIOT MHOTOKPATHO MTIOBTOPSATH OUHAKOBbIE
UTr'POBBIE 0OBbEKTHI. B yace 11 BbI HAyYUTECh CO3/]aBaTh U PeJAaKTUPOBATD Ipedabsbl.

Yac 12. «MHCTpyMeHTH co3zanus 2D-urp». B gace 12 MbI 0CBOMM BCTPOEHHBIN
B Unity uHCTpyMeHTapuii A1 co3zanusa 2D-urp, a Takke HayInMcs paboTaTh
co crpaiitamu u puzrKoit Box2D.

Yac 13. «Taiiimans! B 2D-urpax». B gyace 13 BbI y3HaeTe, Kak CO3aBaTh CIOKHBIE
JIByXMepHbIe MUPHI C IOMOIIIbIO IIPOCTHIX CIIPAUTOBBIX TANJIOB.

Yac 14. «Ilomp3oBaTebckre HHTepdeiick». B aToM yace BB y3HaeTe, KaK HUCIIOIb-
30BaTh BCTPOeHHYIO B Unity cucTeMy I0OJIb30BaTENbCKUX UHTEPdEHCOB, U B Kade-
CTBe IIpUMepa MbI CO3/]aZIUM MEHIO /11 OJHOU M3 Urp.
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» Yac 15. «Mrpa TpeTbs: ,Kanutan Biactep“». IIpunuio BpeMs TpeTbeil Urphi!
B sTOM 9ace MBI co3gazum urpy «Kanuran biactep» — apkasiHyio peTpOCTpesIAl-
Ky ¢ KOCMUYeCKUMH KOpabIAMHU, acTeporgaMU ¥ TOMY ITOZ06HBIM.

» Yac 16. «Cuctemsl yactuil». Hacrana mopa usydutb 3¢GeKThl YacTuil. B 3Toi
[JIaBe MBI IO3KCIIEPUMEHTUPYEM C CUCTEMOU YacTull ABrkKa Unity, mo3Bo-
JIIOMIEN CO3/jaBaTh HEPEATbHO KPyThie dGeKTH, 1 TOnpobyeM MIPUMEHUTD UX
K CBOUM TIPOEKTaM.

» Yac 17. «<AHuMaIusa». B yace 17 Bbl y3HaeTe 06 aHUMAaILUAX U CUCTEMax aHUMa-
uuwu Unity. Mer nopa6ortaem ¢ 2D- u 3D-aHUManyei 1 HEKOTOPBIMU UHCTPYMEH-
TaMU JJIs1 CO3aHus aHUMAaIiu.

» Yac 18. «<AHnmaropsr». HYac 18 mocssiieH Mecanim — crucreMe aHUMAIUU
B Unity. Bbl y3HaeTe, Kak UCIOIb30BATh NHCTPYMEHTHI pabOTHI C COCTOSTHUAMU
¥ KaK CMeIIMBaTh aHUMaIl1H.

» Yac 19. «Cucrema Timeline». B aToM 4ace BbI y3HaeTe, Kak cobpaTb BOeJHO MHO-
JKECTBO aHUMAIMH UTPOBBIX 0OBEKTOB C MOMOIIIbIO cucTeMbl Timeline.

» Yac 20. «Mrpa yeTBepras: ,ber c npenarcTBuaMu‘». Haiia yeTBepras urpa Hasbl-
Baetcs «ber ¢ npenaTcTBUAMU». Ha ee mpuMepe MBI pacCMOTPHUM HOBBIH CIIOCO6
TIPOKPYTKHU GOHOB U MOKaXKEM, KaK MOXKHO PeaIM30BaTh €ro ¥ TEM CaMBIM pac-
LIAPUTH BO3MOXXHOCTU UT'PHL.

» Yac 21. «PaboTa co 3ByKOM». B uace 21 MbI miepetiZieM K CO3/aHUIO 3BYKOBBIX
3¢ddeKTOB OKpyKatoleit cpeasl. Mbl u3yunm 2D- 1 3D-3BYK U y3HAEM, YEM OHU
OT/INYAIOTCA.

» Yac 22. «PaszpaboTka Ajisi MOOGWIBHBIX YCTPOUCTB». B 3TOM 4ace MBI pacCMOTPUM
CO3/IaHUE UTP AJIsI MOOWIBHBIX YCTPOUCTB. MBI HAYIMMCSI UCIIOIBb30BATh BCTPOEH-
HBIM B MOOWIBHOE YCTPOMCTBO aKCETEPOMETP U CEHCOPHBIM JUCILIEH.

» Yac 23. «/lopaboTKa 1 pasBepTKa». [lopa y3HaTb, KaK C/leJlaTh UTPY MHOTOYPOB-
HEBOMU U KaK IIepeHOCUTD JaHHbIe MeXJy YPOBHAMU-cLieHamMu! MBI Takke IT0OT0BO-
PHUM O HACTPOMKaxX pa3BEPThIBAHUA UI'D U 00 UTPOBOM IIpoLiecce.

» Yac 24. «duHanbHBIE IITPUXU». Ilopa BCIOMHUTH BeCh IIPOY/IEeHHBIN HAaMU ITyTh
B n3yueHnu Unity. B 3ToM yace MBI IOTOBOPUM O TOM, Y€ro MBI y)Ke YCIIeIn
JIOCTUYb U KyZla MOXKHO JIBUTAThCA JajIbIlle.

biarozapio 3a To, 4TO IPOYUTAIM peucaoBue! f HaZer0Ch, BB MOMYyIUTE YAOBOIb-
CTBUE OT 3TOM KHUTHY ¥ y3HaeTe N3 Hee MHOTO HOBOTO. Y/IayH B BallleM ITyTeIleCTBUN
C UI'POBBIM ABIKKOM Unity!



danAbl npuMmepos

B daiinax npumepoB cozepKaTcsa JUCTUHIY IPOTPaMM U3 KaKAOH IVIaBBL C aBTOPCKU-
MU KOMMEHTapUsAMH, BCce CTOPOHHUeE I'padrdecKre acceThl (TEKCTYPEL, HIPUTHL, MOJe-
JIN), a TaKXKe ayAroMarepuasl. [ 0CTya K COPOBOAUTENbHBIM daiiiaM nepeigure
o agpecy http://addons.eksmo.ru/it/Unity.zip.
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Maiik ['efir — pyKOBOAUTENb HaMPaBIeHNs HHGOPMAIIMOHHO-PAa3bICHUTEIHLHON PaboThI
B kommanuu Unity Technologies. OH coeiicTByeT mpolieccy AeMOKpaTU3aliiu pa3paboT-
KM WD IIyTeM CO3ZIaHus U BHeApeHus 3pHEeKTUBHBIX yIeOHbIX MaTepUaioB. MaiK nMeeT
OTIBIT pa3paboTYMKa UHAN-UTD, TIPEMOAAET B YHUBEPCUTETE, a TaKKe MUIIeT KHUTH. OH
reiiMep B /IyIile ¥ CTapaeTcs celaTh pa3paboTKy NHTePAaKTUBHBIX pa3BieueHuil Beceree
U IOCTYITHEE JIJIs JIFOZIel ¢ JIF0ObIMU criocobHocTsaMU. Mama, niepeziato Tebe npuser!

NMocBAwleHHune

Kapa, 1 pelu JoKAaTbCA TPETHETO U3AAaHUsA, YTOOBI, HAKOHELL, TOCBATUTD 3Ty KHUTY
Tebe. Teneps, Korza ThI CKaKelllb: « Bl HUKOTZa He MOCBAIIAI MHEe KHUTY>», 1 MOTY ITapH-
poBarthb: «THl B 3TOM yBepeHa?» Criacubo 3a To, 4TO GbLIA ¥ OCTAELIbCA MOel OIIOPOH.

BbraropapHocTM

[TpemHoro 61arozapeH BceM, KTO IIOMOT MHe HaIucaTh 3Ty KHUTY.

B nepByto ouepess, criacu6o tebe, Kapa, 3a TBOIO [TOAZEPKKY Ha MOeM IIyTH. §1 He 3HAO,
9TO MBI GyZIeM TOBOPHUTD, KOTZ[a KHUT'A BEIAZET B I€YATH, HO, CKOPEE BCETO, THI B TIOOOM
cTydae OKaKelbes mpasa. JIrobito Tebs, neTka.

JIuuk u JItok! MBI IO/DKHBI C/IerKa OTCTaTh OT MAaMOYKHU Ha HEKOTOPOE BpeMH. OHa BOT-
BOT BBIOBETCS U3 CHJL.

Brarozapio Moux pozpuresnel. Terepb, Korja s ¥ caM OTell, f [IOHUMAl0, KaK TKeI0 BaM
6BUIO He IPUAYLINTD WIN He IpUOUTh MeHA. Cracn60, YTO OCTaBWIN MEHS B XKUBBIX.

Criacubo AumxenuHe /[>xomu. Biarogaps ee poiu B 3axBaThIBAIOIIEM GHIbMe «XaKephl»
(1995 ron) s pemvs OCBOUTH KOMITbIOTEP. BBI ja)ke He TIpe/icTaBiAeTe, KaKoe BIUAHUE
BBI IMEJIU Ha JIECATHWIETHUX JleTel B Te BpeMeHa. Bel — HeuTo!

VI3o6peTaTestio BAJIEHOTO MsACA: UCTOPHA, MOXKET, U 3a0blIa Ballle UMs, HO TOYHO
He 3a0bUIa Ball MPOAYKT — U 51 ero oboxkato. Cracubo!

Crracu6o Matikity By — 3a coryiacue cTaTh He TOJBKO TEXHUYECKUM PEIAKTOPOM 3TOM
KHUTH, HO U ApyruM Maiikom B Hamiem nogkacte Mikes’ Video Game Podcast (MHe
HEeOoOXOZAMMO OBLIO 3aCBETUTHCS TaAM).



Cracu60, Jlopa, 3a TO, 4TO YyroBOpIIA MeH: HallMCcaTh 3Ty KHUTY. Takke 61arogapio
Teb6s1 3a TO, UTO yrocTuia MeHs 06ezom B GDC. f 4yBCTBYIO, YTO 3TOT 00/, JTYIIIHit
13 BCEX TpeX NIPUEeMOB IUINY, B HeMasIOl CTelleHW IOMOI' MHE 3aKOHUYUTDb KHUTY.

U HaKoHell, ciefyeT nobmarogaputh Kommanuio Unity Technologies. Eciu 651 Bb
He co3zanu UrpoBou Aok Unity, 3Ta KHura 6puta 65 OYEHb CTPAHHOW ¥ BBOAWIIA
B HeZJOyMeHHe.



1-N YAC
Beeaenue B Unity

YT1o Bbl y3HaeTe B 3TOM yace

» Kak yctaHoBMTb Unity

» KaK co3aaTb HOBbIM MPOEKT UM OTKPbITh CYLLECTBYIOLLINI
» Kak ucnonb3dosatb pegakrop Unity

» Kak nepemeluatbes no cueHe B Unity

ODTOT ypOK IIOATOTOBUT BacC K MOJHOLIEHHOW paboTe B cpezie Unity. Mel mpuBezeM 0630p
Pa3IMYHBIX TUIOB JuleH3ul Unity, a 3aTeM IIOMOXXeM YCTaHOBUTH TOT, KOTOPHIN BbI
BeIOepeTe. Tak)Ke B 9TOM YPOKE BHI y3HaeTe, KaK CO3/laBaTh HOBBIE ITPOEKTHI U OTKPbI-
BaTh cyllecTBytomye. /lasee BB 3allyCTUTe MOIIHeNINH pezakTop Unity u uccienyere
ero KOMIOHEHTHI. V1 HaKOHell, BBl HAyYHUTeCh OPUEHTUPOBATHCA Ha CLIEHE C TOMOIIBIO
MBIIIY ¥ KJIaBUATYPhl. DTOT YPOK IMIPAKTUYECKUH, TaK yTo 3arpy3ute Unity, moka Oyzere
YUTaTh, U IPUCTYIaliTe Kk pabore.

YcranoBka Unity

INepes HaYaIOM UCIIONIb30BaHUA cpeabl Unity HEO6XOAUMO 3arpy3UTh U yCTAHOBUTH
ee. Ha cerogus npoiieypa yCTaHOBKH ITPOrPaMMHOTO 06ecIieueH s I0BOJIBHO IPO-
cTa ¥ MoHATHA, ¥ Unity B 3TOM CMBIC/IE He UCKIoYeHue. [lepes] HauaaoM yCTaHOBKU
obpaTrTe BHUMaHMe Ha TPH JOCTYITHBIX BapuaHTa jaulieH3un Unity: Unity Personal,
Unity Plus u Unity Pro. Unity Personal — aTo 6ecriaTHast TULI€H3UsA, B KOTOPOH €CTh
Bce He0OX0ANMOe, UTOOBI BHITIONHUTH BCE IPUMEPHI U IPOEKTHI U3 JaHHOM KHUTH.

Ha camom zente Unity Personal ocTaTOYHO /7151 CO3ZaHUA UTP HA KOMMEPYECKOU OCHO-
Be, BIUIOTH /10 fioxoza 100 Teic. gosutapos CIIIA B roz! Ecu BeI cMokeTe 3apabaThiBaTh
6OJIbIIIE VT XOTHUTE TIONYYUTh JOCTYI K PACHIMPEHHBIM Bo3MOKHOCTAM Unity Plus miu
Unity Pro (B 0CHOBHOM KacaromuMcs paboThl B KOMaH/E), BBl BCETZIa MOXKETE BBIITOJI-
HUTh OOHOBJIEHHE B OYAYIIEM.
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NMPUMEYAHUE

Unity Hub

Ha MOMeHT nybnuKaumm aTo KHUIMM MOMHBLIM XO040M UAET pa3paboTKa HOBOro crnocoba
[ocTyna K yctaHoBKe Unity 1 co3ganuto npoeKtoB. Unity Hub — 310 ueHTpann3oBaHHbIN
nayHyep Ans pasnuyHbixX Balmx padoT. K coxaneHuto, OH NoKa He roToB HaCTONbKO, YTOObI
BK/IOYaTb €r0 B JAHHYIO KHUTY, HO 3TO BOBCE HE O3HaYaeT, YTO Hall NepBbIM YPOK He nme-
€T cmbicna. Bbl MoXeTe ycTaHoBMTb Unity n co3gaBaTth Urpbl TaK, Kak ONMMcaHo 34eCb, Cu
xoTuTe. Ecnu e Bbl pewmnTe ucnonb3osats Unity Hub, To o6wune MoMeHThI, Kacatowmecs
YCTaHOBKM M NPOEKTOB, BCe elle 6yayT B cune. Kak roBopuTcs, «ynakoBKa HOBasi, a BKYC
BCE TaK e Be/NMKoneneH!»

3arpy3ka u yctaHoBka Unity

B [aHHOM YpOKe Ipe/IoIaraeTcs, YTo Bbl UCHOJb3yeTe aulieH3uto Unity Personal. Eciu
BHI BhIOepeTe Bepcuto Plus wiu Pro, To mpoliesiypa ycTaHOBKY OyZIeT 0O4eHb ITOX0XKa,

3a UCKJII0YeHreM MOMEHTa, KOTZIa Hy»KHO BhIOpaTh TvIl yutieH3uu. Korza 6yzere roro-
BBl HAYaTh 3arpy3Ky U yCTaHOBKY Unity, BHIIIOJHUTE CJIEAYIOUINE eHCTBUA.

1. 3arpyswure auctpubyTtus Unity co cTpaHuUIb 3arpy3ku unity3d.com/ru/get-
unity /download u ciiefyiiTe HHCTPYKIMAM, YTOOBI 3arpy3UTh IPOrPaMMy yCTa-
HOBKH.

2. 3amycTuTe IporpaMMy YCTaHOBKU U cleyiTe MHCTPYKLIUAM Ha d9KpaHe, TOYHO
TaK )Ke, KaK U IIPU YCTAaHOBKe JII0O60TO APYyroro IporpaMMHOI0O obecriedeHus.

3. IIpu moABIEHUH TTOKA3aHHOT'O Ha pHc. 1.1 okHa He 3a0yZbTe YCTAHOBUTD QIIAKKU
Unity 2018 u Standard Assets. M0HO Takke yCTaHOBUTD ZIleMOHCTPAIIMOHHBIN
IPOEKT U MOAJEPIKKY JIFOOBIX JPYTHX IUIATPOPM, KOTOPBIE BaM HyXKHBI, €CIIU Y BacC
ZIOCTaTOYHO MeCTa Ha XKeCTKOM Zincke. Ha paboTy ¢ JaHHO# KHUTOM 3TO HUKAK
He TIOBJIMAET.

4. BribepurTe KaTasor ycTaHOBKY Unity. Eciiu BBl He 3HaeTe, 4TO cieyeT BEIOpATh,
MBI PeKOMEH/[yeM OCTaBUTh ITapaMeTphl o yMordaHuio. Unity moTpebyeTcs
HEKOTOPOE BpeMsi, YTOOBI 3arpy3uTh HeoOxXoAMble daiiibl. Bo BpeMs 3arpysku
BBI OyZieTe BUZIETh MHAUKATOP BBINOMHeHUA (puc. 1.2).

5. Ecnu y Bac ye ecTb yueTHas 3anuch Unity, BaM MOXKeT OBITb IIPEZJIOKEHO aBTO-
pU30BaThCA MO CBOEU yuyeTHOH 3anuchio. Eciu y Bac HeT yueTHOU 3anucu Unity,
cyefyfiTe MHCTPYKLIUAM, YTOOBI CO3JaTh ee. YOeAUTeCh, UTO ¥ BaC eCThb JOCTYII
K 2JIEKTPOHHOM MOYTe, TaK KaK BaM NMOTpeOyeTcs MOATBEPAUTD ee aapec. Bot
u Bce! YcranoBka Unity 3aBepliieHa.



YctanoBKa Unity

€} Unity 2018.1.0b4 Download Assistant
Choose Components

Choose which Unity components you want to download and install.

X

[] Example Project

[] Microsoft Visual Studio Community 2017
[] Android Build Support

[[1i0S Build Support

[[]tvOS Build Support

[ Linux Build Support

[[] Mac Mono Scripting Backend

[[] Windows Store .NET Scripting Backend
[[] Windows Store IL2CPP Scripting Backend
[] Viforia Augmented Reality Support

Mt 1/ n a1 e .

Unity 2018.1.0b4 Download Assistant

Description

Unty 2018.1.0b4 A g

[] Documentation Paosition your mouse over a
component to see |t

[V] Standard Assets il et

Install space required: 2.0GB

scription

< Back

[Cnext> | | cancel

Puc. 1.1. Bbi60p KOMMOHEHTOB ANS YCTaHOBKM

& Unity 2012.1.0b4 Download Assistant

Downloading and Installing
Please wait while Unity is being downloaded and installed.

Checking Unity 2018.1.0b4...

Show details

Unity 2018.1.0b4 Download Assistant

< Back

Next >

Cancel

Puc. 1.2. MNogoxante, noka Unity 3arpy3autcsa Ha Ball KOMMblOTEP
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NMPUMEYAHUE

Moaaep)xuBaemblie onepauoHHble CUCTEeMbl U CUCTeMHbIe TpeboBanusa

Y106bI ncnosib3oBath Unity, Bam Hy>KeH KOMMNbOTEP NOJ ynpaB/ieHUEM OnepaLMoOHHON
cuctembl Windows nnu macOS. XoTsa ecTb Bepcusa peflaktopa, KoTopas paboTaeT B cpe-

fe Linux, oHa He BXoauT B CNMUCOK noaaepxkmeaemblx OC. Balw KOMMbloTep TaKKe LOMKEH
COOTBETCTBOBaTb MPUBEAEHHbIM HUXKE MUHUMASIbHBIM CUCTEMHBIM TpeboBaHUsaM (TpeboBa-
HUs B3ATbl ¢ calTa Unity Ha MOMEHT nNyeanKaLmn KHUMK).

» Windows 7 SP1+, Windows 8 nnan Windows 10 (TofibKo 64-pa3psiiHble BEPCUK);
mac0S10.9+.

» O6paTuTe BHMUMaHKe, 4To Unity He TecTMpoBanack Ha cepBepHbIx Bepcuax Windows
1 macOS.

> Bwupeokapta ¢ nogaep:kon DirectX 10 (Bepcus wengepos 4.0).

LleHTpanbHbIM Npoueccop, NoaaepunBatoLLmMii Habop MHCTPYKLMIM SSE2 (Kak 60/1b-
LUMHCTBO COBPEMEHHbIX MPOLECCOPOB).

O6paTnte BHUMaAHUE, YTO 3TO MUHUMasbHblE TPebOBaHMUS.

NMPUMEYHAHUE

Ccbinku B UHTepHere

Bce URL-agpeca, npuBeAeHHble B JaHHOW KHUMe, akTyalbHbl HA MOMEHT ee ny6nuKaumun. OgHa-
KO MHTEPHET-aapeca nHoraa MeHsoTcs. ECnun oKaxeTes, 4To NpuUBeAEHHbIE CChINIKK 60blue
He paboTaloT, Bbl MOXETE NOAbICKaTb NOAXOAALME UCTOHHUKM MHPOPMaLIMKM CaMOCTOATENbHO.

3HakomcTBO ¢ peaakTopom Unity

Temeps, Korga Bbl ycTaHoBWIK Unity, MOXXHO HayaTh u3y4daTh pegakTop Unity. Pexak-
Top Unity AB1AeTCA BU3yaJIbHBIM KOMIOHEHTOM, KOTOPBIH ITO3BOJIAET CO3/laBaTh

urpsl o npunnuny What You See Is What You Get — «YTO BUAMIIb, TO U MTOJYIHUIIb».
[TockosbKy 66bIIas YacTb paboTH TOApa3yMeBaeT UMEHHO B3aUMO/IEHCTBUE C PeJaK-
TopoM, MHOrHe roBopaT Unity, uMes B Buzy «pegaktop Unity». B aToM paszese MbI pac-
CMOTPUM BCe 3/IeMeHTHI pegakTopa Unity U To, KaKk OHHM COUETAIOTCSA APYT C APYTOM

B IIpoliecce CO3/jaHuUsA UTp.

Ananoroeoe okHo Project

[Tpu nepBowm 3amycke Unity BBl yBUAUTE fUanoroBoe okHo Project (puc. 1.3). Ber Mmoxe-
T€ UCIOIb30BaTh €T0, YTOOH OTKPHITh MOC/IEIHUE IPOEKTHI, IPOCMOTPETh CO3Z[aHHbIE
IIPOEKTHI WIN HAa4aTh HOBBIE.
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€ Unity 2018.1.064 X

Projects  Learn Honew  [Nopen (@) MyAccount

New Unity Project @300 2D
C:\Users\Mike\Desktop 4 on @) Enable Unity Analytics (2)

Mike Geig v

=

Puc. 1.3. nanorosoe okHo Project (npuBeneHa Bepcua ans Windows, Bepcust ana macOS
BbIMNAAMT @aHaNOrM4HO)

Ecu BB y2ke co3ganu poekT B Unity, TO OH GyZET OTKPBIBATHCS Cpasy MPpU KaXXJOM 3alTy-
cKe pezakTopa. YTo6bl BEpHYTHCS K [UATOTOBOMY OKHY Project, BbibeprTe KOMaHAY
MmeHto File = New Project, 4ToObI OTKpHITh uanoroBoe okHo Create New Project, wiu
komaHnzy MeHio File = Open Project, 4To6bI OTKPHITH ArianioroBoe okHO Open Project.

COBET

OTKpbITHE AManorosoro okHa Project

Bbl MoxeTe Bbl6paThb gencTBue ans Unity npu 3anycke: OTKPbITUE AWanoroBoro okHa Project
WY nocnegHero npoekta. [Ang atoro BbibepuTe NyHKT MeHio Edit = Preferences (B macOS:
Unity — Preferences) 1 namexute nonoxeHue ¢pnaxka Load Previous Project on Startup.

MPAKTUKYM
Co3paHHe nepBoro npoekTa

Tenepb Bbl rOTOBbLI CO3AaTb NEPBbIV NPOEKT. 06593aTelbHO 3aMOMHUTE PacmnosioKeHue dan-
JI0OB, KOTOPOE 3adaguTe A4J19 NpoeKTa, YTo6bl MOTOM JIerko Hantu ero. Ha puc. 1.4 nokasaHo
OManoroBoe OKHO CO34aHusa NpoeKTa. BoinonHuTe cneayolime 4eNCTBuS.

3anyctuTe pepakTop Unity u HanguTe gnanoroBoe okHo New Project (ecnv Unity oTKpbiBa-
€T KaKOW-TO NPOEKT, BbibepuTe KomaHay MeHto File = New Project).

Bbi6epuTe pacnosioXKeHne Ans Ballero npoekra. PekomeHayercs co3aatb nanky Unity
Projects n xpaHuTb BCe paboTbl B 0O4HOM MecTe. Ecnn Bbl He 3HaeTe, Kyaa NPUCTPOUTL Mpo-
€KT, OCTaBbTe PacnosioXeHne Mo yMON4aHuio.
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HazoBuTe Baw npoeKT Hour 1 TIY. Unity co3gacT nanky ¢ Takum e UMEHEM B TOM KaTaslo-
re, KOTOpbIN Bbl BbIGPasK.

YctaHoBuUTe nepekntoyatesnb B nonoxeHune 3D, a kHonky Add Asset Package v Enable
Unity Analytics noka He Tporante.

Haxkmute KHonKy Create Project.

€ Unity 2012.1.064 X

PI’OJECTS Learn D ﬁ Open @ My Account

Hour 1 TIY ®3D0 2D

C:\Unity Projects @ orr) Enable Unity Analyiics (2)

Puc. 1.4. HacTporKK NepBoro npoekKTa

NMPUMEYAHUE

UYro Takoe 2D, 3D, nakeTbl U aHaAUTUKa?

BaMm, BO3MOXXHO, NtOGONBITHO, A5 HEro HYXHbl OCTa/lbHble 3/1IEMEHTbI ypaBneHus B Ava-
norosom okHe New Project. MNepekntovatens 2D/3D no3BonseT Bbi6GpaTb TUM UIPbl, KOTO-
pyto Bbl NaaHUpyeTe co3aaTtb. He 6ecnokonTech, ecnun caenaete HenpaBuibHbIA BbIGOP UK
He yBepeHbl B HEM. 3TV OMLMK BAUSIOT Wb HA HACTPOMKKW pefaKTopa U MOryT ObiTb n3me-
HeHbl B 1to6on MoMeHT. KHornka Add Asset Package nossonsietr aBToMaTM4ecku 106aBuTb
B HOBbIM MPOEKT dannbl, KOTOPblE Bbl 06bIYHO UCMOJIb3YETE B CBOMX NpoeKTax. M, HaKkoHel,
Enable Unity Analytics — o4eHb MOLHbIV MHCTPYMEHT, KOTOPbIM NOAK/IOYAET Bac K cep-
Bucy Unity Analytics. C ero nomolbio Bbl MOXKETE reHepMpoBaTh AaHHble 06 ayauTopumn
Ballen Urpbl. ITO HEBEPOSATHO KPYTOM CEPBUC AN pa3paboT4MKOB UIP, HO HaM OH MoKa

He TpebyeTcs.

Unutepdenc Unity

Ceifyac MBI BCero JuIb ycTaHoBWIM Unity 1 03HAKOMUJIHUCH C AUATOTOBBIM OKHOM
Project. Terepb HacTauo BpeMsi KOTIHYThb IIyOxKe. [Ipy IepBOM OTKPBHITHH HOBOTO
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mpoekTa Unity BB YBHAWTE HA60P CEPHIX OKOH (Ha3bIBaeMbIX NaHensmu), U uHTepdeiic
OyZieT BEIVIAZETH JOBOJIBHO ackeTn4HO (puc. 1.5). He BosHyi#iTeCh — CKOPO 371€Ch BCe
GyzieT ropaszio Kpyde. B cieayroiieM paszeie Mbl paCCMOTPUM KaXX/y0 U3 OTHUX IIaHe-
Jieli mocsiezioBaTenbHO. Ho cHavasa jaBaiiTe MoroBOpUM O CTPYKTYpe uHTepdetica

B 1[€JIOM.

Edit Assets Component Project Window Help

ra
Directional Light

- 2 [EYCIES
¥ Favorites Assets
L All Materials [ B
(LAl Models This folder is empty
(C_All prefabs
(C Al Scripts
|~ Assets |

Puc. 1.5. NHTepdenc cpeapbl Unity

B nepByto ouepens cpeza Unity I03BOJIAET TOYHO OIIPeZeIUTh, KaK BbI XOTUTE paboTaTh.
Bce maHesny MOXXHO IlepeMelnaTh, COeAUHATD, yOInpoBaTh Wi U3MeHATh. Hamnpu-
Mep, Ha)XXaB U yZiep)K1Basi KHOIIKY MBIIIY Ha cioBe Hierarchy, Bbl BbIOMpaeTe maHemb
Hierarchy u, meperamus ee k na"enu Inspector (cripaBa), MOXeTe COeAUHUTD UX

B OJHY ITaHeJb C IByMdA BKJIaZKaMu. Bl MoXeTe Takke YyCTaHOBUTb Kypcop Ha IpaHUIly
MeX/ly TaHeJAMU U, Ha)KaB U yAep:KUBasd KHOIIKY MBIIIH, lepeTacKUBaHWeM U3MeHUThb
ux pasmep. [loueMy ObI BaM He BOCIIOJIBb30BAThCA CIyIaeM U He IT09KCIIEPUMEHTHPO-
BaTh C IaHeJAMHU, pa3MeCcTHB Bce Ha CBOM BKyC?

Eciu B uTore y Bac moy4uTcs pabodas cpezia, KOTopas BaM He HPaBUTCS, BB MOXKe-

Te GBICTPO U JIETKO MTEPEKTIOUUTHCS Ha BUZ TI0 YMOTIaHUIO, BEIOPAaB KOMaH/y MEHIO
Window = Layouts = Default Layout. DxcriepuMeHTHUPYsI C TAHETAMHU, TTOIPOOyiiTe
HECKOJIbKO JIPYTUX CTaHAAPTHBIX pabounx cpes. (S dpanaT cpeast Wide.) Eciu BbI co3za-
JuTe pabodyro cpezy, KOTopas BaM IIPUIILIACE IT0 BKYCY, MOXXeTe COXPaHUTh ee, BbIOpaB
nyHkT MeHio Window = Layouts = Save Layout (17151 5TO KHUTHY 3aJieliCTBOBaHa
oJIb30BaTeIbcKasd paboyas cpeZia Moz HaszBaHueM Pearson). [Tociie TOro Kak BbI COXpa-
HWJIM TIOJIb30BaTENbCKYI0 pab0ouyto cpesy, BBl BCETZa MOXKeTe BEPHYTHCS K Hell, ecin
CJIy4aifHO YTO-TO U3MEHUTe.
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NMPUMEYAHUE

Bbi6op npaBUAbLHOM pabouel cpeabl

HeT ABYx 0AIMHAKOBbIX JIOAEN, M TOYHO TaK Xe HEeT [IBYX OAMHAKOBbIX paboynx cped. Xopo-
Wwas cpefila NMOMOXET BaM co34aBaTb MPOEKTbI U CUJIbHO YNPOCTUT BaM XU3Hb. He 3abyab-
Te BblAENWTb BPEMS, YTOObI MOIKCNEPMMEHTMPOBATL C HAaCTPOMKaMu paboyen cpeabl

1 Bbl6paTh Ty, KOTopas nydle nogonaet. Bam npegctont mHoroe caenathb ¢ Unity, Tak yto
CTOMUT HACTPOUTb Cpeay TaK, 4Tobbl 6b110 YA06HO.

JlybivpoBaHue IaHesel — ToXe IOBOJIBHO IIpocTas NpoleAypa. JJocTaTouHO IeIKHYTh
MpaBOi KHOIIKOW MBIIIU Ha 8Ka0ke 000 maHenu (Hanpumep, Bkiazake Inspector
Ha puc. 1.6), ycTaHOBUTD yKasaTesb Mblli Ha KHONIKY Add Tab, u Bbl yBUAUTE CITHCOK
naHenel (puc. 1.6). Bel cipocuTe — a 3a4eM HY»KHO AyOaupoBath naHeas? [Ipezamnoso-
JKUM, YTO B IIpoLiecce pabOoThI BbI CJIUIIKOM YBJIEKJIUCH U 3aKPBUIN MaHesb. [[0BTOpHOE
nobaBiieHre BKJIAZKU TIO3BOJIUT BEPHYTH ee. Kpome Toro, o6paTuTe BHUMaHNe Ha BO3-
MOXXHOCTb CO3/JaHUA HECKOIBbKUX KON aHenu Scene. KaxAblil BUZ CIIEHBI MOXKET
COBIIAZIATh C KOHKPETHBIM 2JIeMEHTOM WM OChIO B IIpeZiesiax Ballero poeKTa. Eciu BbI
XOTHTe YBUZETD, KaK 3TO paboraer, nonpobyiite mabaoH 4 Split, BEIOpaB IIyHKT MEHIO
Window = Layouts = 4 Split. (Ecsiu BBl co37aIi HACTPOIKY CpeZbl, KOTOpas BaM
HpaBUTCsA, He 3a0yZbTe COXPAHUTH ee, IIpex/e YeM Ipo6OBaTh BApUAHT

4 Split.)

T om| O Insmoote- - — =
) v Normal

Debug

Lock

Maximize

Close Tab

Add Tab > Scene
Game
Inspector
Hierarchy
Project
Profiler
Animation

Puc. 1.6. [lJo6aBneHne HOBOWN BKIaAKu

Tenepb Z[aBaI‘/'ITe 6e3 JIMIIHUX CJIOB B3IVITHEM ITOOJIMKE Ha HEKOTOPbIE ITaHEIN.

Manenb Project

Bce, 4TO CO3/1aHO B paMKax MpoeKTa (haiibl, CKDUIITHI, TEKCTYPHI, MOZEIHN U TaK
Jajee), MOXXHO HalTH Ha maHenu Project (puc. 1.7). 9To maHesb, Ha KOTOPO 0To6pa-
JKaIOTCA BCE aCCETHI M CTPYKTYypa MpoeKTa. [Ipu co3aaHuu HOBOTO MPOEKTA BBl YBUUTE
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OJHYy TaINKy ¢ UMeHeM Assets. Eciiu BBl 3aI/IAHeTe B IIAIIKy Ha XKECTKOM JUCKe, T7e
COXPaHWJIM MIPOEKT, TO HalZieTe TaM manky Assets. Jleso B ToM, yto Unity oTo6pakaer
Ha na"esnu Project peasbHBIe TANTKY Ha JKECTKOM A¥icKe. Ecn co3zath daiin miv nanky
B Unity, cooTBeTCTByOUMI daiil WK Manka MOsSBUTCSA B IPOBOAHUKE (1M HA060POT).
BrI MOXXeTe nepeMelaTh 3JIeMEHTHI Ha ITaHenu Project ImyTeM repeTacKuBaHuA. OTO
[I03BOJIAET Pa3MelaTh 3JIEMEHTHl BHYTPH MTallOK WIX PEOPTaHU30BbIBATh CBOW ITPOEKT
«Ha JIeTy».

Boictpoe co3gaHne  CTpoka noucka

@ Project
| Create '| (Q
V{:?Favnrites Assets

All Materials
@AII Models This folder is empty
@AII Prefabs
©LAll Seripts |

)[4 * |

OTob6paxeHne acceToB

T
Mankun ¢ accetamn

Puc. 1.7. NaHenb Project

MPUMEYHAHUE

AcceTtbl U 06bEKTbI

AcceT — aT0 N06OM 3NEMEHT, KOTOPbIV cyllecTByeT B nanke Assets. Bce TeKCTypbl, MeLLU,
3BYKOBble daisibl, CKPUNTbI U T. A. CHUTAKOTCA acceTamu. B NpOTMBOMONOKHOCTL 3TOMY
UrPOBOW 06BEKT — 3TO OGBLEKT, KOTOPLIN SBASETCA YacCTbio CLEHbI UM YPOBHS. Bbl MOXeTe
c03/1aBaTb acCeTbl U3 UrPOBbLIX 0GHLEKTOB, @ TAKXE UrPOBblE OGHLEKTLI N3 aCCETOB.

BHUMAHWE!

NMepemeweHue accetToB

Unity noaaepuBaeT CBA3K MEX/y pas3inyHbIMKU acceTamMu, 3a1eMCTBOBaHHbLIMU B NPO-
eKTax. [loaToMy nepemelleH1e WK yaaneHue aNeMeHTos 3a npegenamu Unity MoxeTt
Bbl3BaTb NPOGAEMbI. KaK npaBuio, NyyLiero BCero ynpasasTb accetamu BHyTpM Unity.

ITpu BBIOOpE Manky Ha aHe H Project cozepKuMoe Ianky 0ToOpasuTcs B paszese
Assets cripaBa. Kak nokasaHno Ha puc. 1.7, nanka Assets ceifuac 1mycra, 103TOMy clipaBa
HUYero He oTobpakaeTcs. ECIM XOTHUTE cO34aTh acCeT, BB MOXKETE JIETKO CAeaTh 3TO,
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OTKPBIB paCKpLIBaIOU.[HI)’ICH crnucok Create. OH 103BoJIsAET ,Z[O6aB]IHTB B IIPOEKT BCEBO3-
MOXHBIE aCCEThI U IaITKH.

COBET

CTpykTypa npoekra

CTpYKTypa Ypes3Bbli4aiHO BaHa Mnpwu ynpasaeHuu npoektamu. Mo mepe Toro Kak Ballu
NPOEKTbI 6YyT CTAaHOBUTLCA 06bEMHEE, KOJIMYECTBO acCeTOB CTaHET PacTu, U HaxoanTb
YTO-TO KOHKPETHOE OKaXKETCS BCE TPyAHEE U TpyaHee. Bbl MoXeTe U3bexaTb MHOXKecTBa
paso4yapoBaHm1it, UCNOJb3Ys HECKObKO MPOCTLIX NMPaBW CTPYKTYPUPOBaHMS.

> [1N5 KaXA0ro TMna o6beKTa (CLeHbI, CKPUMTLI, TEKCTYPbI U TaK fasnee) crneayet
€03AaTb OTAE/bHYIO NankKy.

> Bce acceTbl JOMKHbI HAXOAWTLCA B MarnKax.

» Ecnu Bbl UCNONb3yeTe BAOXKEHHbIE NaNKK, y6eauTech, YTO B TaKOW CTPYKTYpPE eCTb
CcMbICh. [anku JOMKHbI UMETb KOHKPETHbIE, 8 HEe HEONpeaeSiEHHbIE UMW 0606LLEHHbIE
nMeHa.

CobntofieHne aTUX MPOCTbIX NPaBUI CYLLECTBEHHO CKaXXETCH Ha Ballen paboTe.

Knomku Favorites mo3BoJiloT BaM GBICTPO BEIOpATh BCE aCCETHI ONPEENEHHOTO TUIIA,
4TOOBI MPOCMOTPETD UX. [Ipy Ha)kaTUU Ha OAHY U3 KHOMOK Favorites (Hampumep,

All Models) vy moucka mo UMEHU BBl MOXKETE CY3UTh KPYT OTOOpakaeMbIX acce-

TOB B pazzenax Assets u Assets Store. Bri6paB nyHKT Asset Store, BbI MOXXETe TIPO-
CMaTpPUBATh ACCETHI, KOTOPBIE COOTBETCTBYIOT BAIllM KPUTEPHAM IIOMCKA, B Mara-
3une Unity Asset Store (puc. 1.8). Brl MOXXeTe elile 60JIbllle OTPAHUYIUTD PE3YIbTATHI,
BHIOpAB IUIaTHBIE WK OeCIUIaTHbIE acCeThl. DTO GpaHTaCTUYECKas BO3MOXKHOCTb,
MTOCKOJIbKY OHA TI03BOJISIET MOAKIIOUUTD B IPOEKT HYKHBIE BAM acCeThI, HE BBIXO/S

u3 uHTepderica Unity.

Krnonku Favorites Mouck no Bcem mogenam  [Mowck B marasuHe Unity Asset Store
Projeft B console &=
| Create - (E tModel a) \f-l\‘* |
V{_f}favorims I Search: Assets Selected folder Asset Store: 999+ [ 0994 —

©LAll Materials| ¥ Free Assets 7224 Total | &
QA e
@AII Prefabs P
© All Scripts o 5
%Assﬂs . > ,, —~N 3 ) - 5 5
free bandana  GunO1 FEX L., Arablan-Hou...  Santa-Hat Snawflake Present-01
Candv-Cane 7-Tin-Star SteelFrame L. StealFrame P, SteelFrame M. Free Steslla. F fres handa X

Puc. 1.8. MNownck B mara3unHe Unity Asset Store
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Manenb Hierarchy

[Manens Hierarchy (puc. 1.9) Bo MHOTHX OTHOILIEHHSAX [TOX0XKa Ha aHenb Project. Pas-
HUIIa 3aKJII0YaeTcs B TOM, 9TO Ha aHenu Hierarchy oto6paxaroTcs Bce a/ieMEeHTBI
TeKyllel ClieHEl, HO He Bcero IpoekTa. [1pu co3ganuu npoekra B Unity BB I10 yMoOT4Ya-
HUIO YBUZUTE HOBYIO CLIEHY, B KOTOPOH eCThb TOJIBKO /B 3JIEMEeHTa: UI'POBbIe OOBEKTHI
Main Camera u Directional Light. Korga Bel 6yzieTe 106aBIATb 3IEMEHTHI Ha CLIEHY,
OHM TosABATCA Ha naHenu Hierarchy. Kak u Ha manenu Project, BBl MOXXeTe HCIOIb30-
BaTh MeHIo Create, YTOOBI GBICTPO 10OABIATD 2JIEMEHTHI Ha CIIEHY, UCKaTh UX C TIOMO-
IO CTPOKM MTOUCKA U TEPETACKUBATD, YTOOBI OPraHU30BBIBATh U BKJIAZAbIBATh UX

B JIpyTHe.

BbICTpOE co3faHune

|
= Hlerllrchy =

|creae*| @an — ——— CTpoOKa noucka

Main Camera
Directional Light
¥ House NrpoBoit 06beKT

BnoeHHbIll 06beKT

Puc. 1.9. NaHenb Hierarchy

COBET

Bno)keHHble 00beKTbl

BnoxeHne — 310 onpeaeneHne OTHOLWEHUA MeXAay AByMS (M 6onee) anemeHTamu. Ha naHe-
v Hierarchy Bbl MOXeTe WENKHYTb U NepeTawunTb OAWH 3/1IEMEHT Ha APYrow, YTOObI «BfO-
*WTb» ero. Npounsonaet GopMnpoBaHUE T. H. OTHOLIEHUI poanTeNb/pPeBEHOK (MW NpeaoK/
NOTOMOK). B 3TOM cryyae 06beKT CBepXy ABASETCH POAUTENBCKMM, a Nto6ble 06bEKTbI MOA,
HUM — AoYepHUMU. Bu3yanbHO BNOXEHHOCTb O6bEKTa OTOOparkaeTcs B BMae oTcTyna. Kak
Bbl y3HaeTe No3Xe, BIOXEHHOCTb 06bEKTOB Ha NaHenu Hierarchy MoxeT BNMATL Ha KX
noseaeHve.
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COBET

CueHbl

CueHon B Unity Ha3bIBaeTcs TO, YTO BaM MOXET OblTb YK€ U3BECTHO KaK «yPOBEHb» UK
«KapTa». [lo Mepe pa3paboTKu NpoeKTa Unity y Kaxaon Koanekumm o6beKToB U noseje-
HUWS [OIKHA NOSBUTbCS CBOS cLeHa. [103ToMy, ecnv Bbl CO3[1aeTe UIPYy CO CHEXHbIM YPOB-
HEM M YPOBHEM [AXYHIIEN, 3TO AO/MKHbI OblTb OTAENbHbIE CLEHbI. Bbl yBUAMTE, HTO TEPMUHDI
«CLieHa» U «ypOBeHb» B3aMM0O3aMeHSIeMbl, ECMIM NMouLLEeTe OTBETbI B MIHTEpPHETE.

COBET

OpraHu3sauma cueHbl

MepBoe, YTO Bbl 4O/MKHbI cAenaTb Npu paboTe ¢ HOBbIM NpoeKTom B Unity, aTo co3aatb
nanky Scenes noa nankor Assets Ha naHenun Project. Takum 06pa3om, BCe BallM CLIEHbI
(Mnv ypoBHM) ByayT XpaHWUTbCA B 04HOM MecTe. O653aTelbHO NpUcBanBanTe CLeHam onv-
caTtefibHble UMeHa. «CueHal» — 370, 6€3yCNOBHO, KPYTO, HO, KOrAa y Bac ux yxxe 30, Takoe
HeonpeaeneHHoe MMs MOXET 3anyTaTb.

Manennb Inspector

Ha nanenu Inspector oTo6paxaroTcst Bce CBOMCTBA BLIGPAHHOTO djIeMeHTa. Bribepu-
Te 000# acceT Wi 06BeKT Ha maHenu Project wiu Hierarchy, u Ha manenu Inspector
aBTOMAaTHUYECKU OTOOPA3UTCSA COOTBETCTBYIOIAA HHPOPMALIKA.

Ha puc. 1.10 BrI BuguTe naHenb Inspector mnocje Toro, kak Ha nasenu Hierarchy
BbIOpaH 06bekT Main Camera.

JlaBaiiTe pazbepeM HEKOTOpbIe QYHKIIHH.

» Eciu cOpocuthb GpaskoK psAAOM C UMeHeM 0ObeKTa, OH CTAHOBUTCS OTKIIOYEHHBIM
U He 0TOOpaKaeTcs B IIPOEKTe.

» PackpriBarolnuecs cucku (Hampumep, Tag u Layer, 0 KOTOPBIX MBI ITOAPOGHee
IIOTOBOPUM TIO3Ke) UCIOJIb3YIOTCA JIs1 BRIOOpA OMIMI U3 3apaHee OIpese/IeHHO-
ro Habopa.

» IlosnA BBoZQ, pacKphIBAIOLIMECH CIIUCKU U IIOJI3YHKU II03BOJIAIOT U3MEHATh 3Hayue-
HUSA, ¥ 3TU U3MEHEHNA MI'HOBEHHO aBTOMAaTHYeCKU OTPa)KaloTCA Ha ClLieHe, Jaxe
ec/Iy urpa 3amnyiieHa!

> Kaxzaplil UTPOBOI OOBEKT ABJAETCA KOHTEHHEPOM /I Pa3IMYHBIX KOMIIOHEH-
ToB (Hanpumep, Transform, Camera u Audio Listener Ha puc. 1.10). Bsl MoxeTe
OTKJIIOYUTh 3TU KOMIIOHEHTHI, COPOCHB COOTBETCTBYOMmNE GIaxKKU, WK YAaTIUTh
UX, IIEJTKHYB ITPaBOM KHOIIKOW MBIIIU ¥ BRIOpAB MMyHKT Remove component.

» Bbl MOXXeTe 106aBUTh KOMITOHEHTHI, HaskaB KHONKY Add Component.
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Nma
® inspector] | e
‘\"i [ [Main Camera []static «
¥ Tad(MainCamera__ ¢ Layer  Default l_ PackpbliBatowmecs Crnmckm

¥ .~ Transform

Position X [0 Y1 |z[-10
Rotation X [0 Y0 z]o
Scale x[1 v/ |z]1
¥ & M Camera £,
Clear Flags T E—
mogoind | ¥
Culling Mask EETTr—
Projection [Perspective 4|
Field of View e — [ECI_
Clipping Planes Near @
Far /1000
Viewport Rect
X0 [¥[o |
w1 [H[1 |
Depth S
Rendering Path Use Player Settings 4

Target Texture None (Render Texturg @

Occlusion Culling

HDR ()
IV E M GUI Layer W
¥ M Flare Layer # L KomnoHeHTb
\4 @Andio Listener 2,
[ Add Component J

Puc. 1.10. MaHenb Inspector

BHUMAHWE!

U3meHeHHe CBOMCTB NpH 3anyLeHHON ClieHe

B03MOXHOCTb M3MEHATb CBOMCTBA 0O6bEKTa M Cpa3y BUAETb MBMEHEHHWS Ha 3aMnyLEeHHON
CLeHe — O4YeHb MOLLleIVI MHCTPYMEHT. OH no3BonseT «Ha NneTy» HacTpanBaTb TaKNe MOMEH-
Tbl, K&K CKOPOCTb ABMXEHWS, BbiCOTa MPbIXKKOB, CU/1a CTONIKHOBEHUSA U T. ., U BCe 3TO 6e3
OCTaHOBKM ¥ NMOBTOPHOrO 3arnycKa urpbl. OaHaKo Nto6ble UBMEHEHWS, BHECEHHbIE B CBOM-
CTBa 06beKTa BO BpeMs pabGoThbl CLiEHbI, 6YAyT OTMEHEHbI, KOorja cLeHa 3aKkoH4YuTcs. Ecnm
Bbl BHEC/IM UBMEHEHUS, U OHM BaM NMOHPaBUINUCL, 0693aTeNlbHO MOMHUTE, YTO NOTPeGyeTcs
YCTAHOBWTb MX CHOBA, KOTAa CLEeHa 3aBepLImnTCS.

Manenb Scene

[Tanenb Scene — Haubosiee BaXXHBINT KOMIIOHEHT HHTepdelica, ¢ KOTOPHIM BbI pabo-
TaeTe, TaK Kak OHa II03BOJIAET HEIlOCPeACTBEHHO yBU/ETh CO3/jaBaeMylo Urpy (cm.
puc. 1.11). C noMOIIbI0 MBIIIY U KJIaBUATYPHl Bl MOXKETe Iepe/JBUraThCsA BHYTPU
CIIeHBI U [TIOMEIATh 0OBEKTHl TaM, IZle XOTUTe. DTO JaeT BEICOYANHIINI YPOBEHb KOH-
TpOJIA.



38

1-W YAC. BeeaeHue B Unity

2D-/3D-pexum
Wrposble cnon

Pexxnm OcgelyeHne
oTobparkeHua CLieHbI [n3mo

= Persp

Puc. 1.11. NMaHenb Scene

B CKOpPOM BPEMEHMU BBl Y3HAETE, KaK II€pEMENIAThCA B IIpeeiaxX CliEeHbl, HO celyac ,Z[aBafI-
T€ COCPEAOTOYMMCA Ha 3JIEMEHTaX yIIpaBJ/IEHNVA, BXOAAIINX B COCTaB ITaHEe/JIn Scene.

>

PexxuM oTOOpakeHUs. DTa OMILKSA YIIPABJSET TEM, KaK OTPUCOBBIBAETCS CLiEHA.
3HaueHwue 1Mo ymoryanuio — Shaded npezmosnaraert, 4To 06beKTH 6YyT OTPHCO-
BaHBI C TOJHOI[BETHEIMU TEKCTYPaMH.

2D/3D. DTOT a71eMeHT yTpaBjeHusA T03BOJIAeT ePeKIIoUaThCs C TPEXMEpPHOIo
BH/Ia Ha IBYXMepHbIi. O6paTuTe BHUMaHUe, 9TO B IBYXMEPHOM BH7Ile He 0TobOpa-
’KaeTcsa TM3Mo (BBI y3HaeTe 0 HeM II03)Ke B 3TOM YPOKe).

OcBellleHUE CLIEHBI. DTOT 3JIEMEHT YIIPaBJIEHUS ONPeJEeNseT, KaK OCBEI[AlTCs
06bEKTHI Ha MTaHe U Scene — OOLTUM OCBEIeHUEM 110 YMOTYAHUIO WU TOJbKO
WCTOYHUKAMU, KOTOPHIE pa3MeIeHbI B IpeJesax CiieHbl. [10 yMomI4aHuIo BKIOYa-
eTcsl BCTPOEHHOe oblilee OCBeleHHe.

PexxuM 3Byka. JTa KHOIIKA BKJIIOYaeT/BBIK/II0YaeT NCTOYHUK 3ByKa Ha MMaHelIu
Scene.

HrpoBble c10u. DTOT 3JIEMEHT YIIPABIEHUS OIIPEAEAeT, OyAyT I 0TOOpaKaThCs
TaKue 3JIEMEeHTHI, KaK He60, TyMaH U Apyrue 3¢deKTrl, Ha aHeau Scene.

PaCKprBalOH.IPIfICH crrcok Gizmos. DTOT 2/1IeMeHT YIpaBJI€EHHUA II0O3BOJIAET
BbI6paTb, KaKue rm3MO — MHANKATOPbI, KOTOPBIE IIOMOT'al0T IIpU BI/I3ya]IbH0ﬁ
OoT/IajKe U HaCTpOfIKe — 0T06pa>1<a}0Tc;1 Ha naHeju Scene. JJIeMeHT TaKXe o1Ipe-
JEJIAET, 6yZ[ET JIn OTO6pa)KaTbCH CeTKa pa3MeIleHUA.
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» I'm3mo. OTOT 371eMeHT YyIipaBJIEHUA IIOKa3bIBA€T, B KAKOM HallpaBJI€HNU BbI ceit-
qac CMOTPUTE, U ITO3BOJIAET PaCIIOJIOKUTD CIIEHY IO OCAM.

MPUMEYHAHUE

amo

'M3MO cLeHbl NpeaocTaBNSeT MHOMO BO3MOXHOCTEN Ha NaHenn Scene. Kak Bbl BUANUTE,
rM3mMo nmeeTt nHankatopbl X, Y 1 Z, KoTopble coBnaaatoT ¢ TpeMs ocsimu. bnarogaps atomy
Bbl MOXXETE NIErKo ONpeaenvTb, B KaKyto CTOPOHY CMOTpUTE Ha cueHe. Bbl yaHaeTe 6onblie
06 oCsIX U TPEXMEPHOM MPOCTPAHCTBE B Yace 2. [M3MO TaKKe AaeT BO3MOXHOCTb KOHTPO-
NIMpoBaTh BblpaBHUBaHME cLUeHbl. ECnW HaxkaTb Ha OAHY M3 OCeW TM3Mo, BMA CLIEHbI Cpasy
NMPUBSXKETCH K 3TOM OCU U PACMONOXKNUTCA B HANPaB/IEHWUM, HANPUMEP, «CBEPXY» UMK «Cle-
Ba». [pKn HaxKaTnKn Ha Kyb6 B LIEHTPEe r’M3MO NO3BOSET MEPEKIIYATLCA MEXKIY PEXMMaMMU
Iso v Persp (M3omeTpus u MNepcneKtuea).

Pexxnm Iso — 310 TpexmepHbin BUA 6€3 NpuMeEHEHNUs NepcneKkTnBbl. Pexxum Persp — a1o
TPEXMEPHbIN BUA C NPUMEHEHNEM NePCNeKTMBbI. [TonpobynTe N3MEeHUTb PEKMM U MOCMO-
TpUTE, KaK 3TO BAIMSIET Ha OTOOpaxeHue cueHbl. Bbl 3aMeTuTe, HTO 3HAYOK BbIMAAUT Kak
napannefibHble IMHUKU B PEKMME U3OMETPUM U KaK PACXOASLLMECH IMHUKN B PEXUME nep-
CMEKTUBbI.

Manenb Game

[TocnenHee, YTO HaM HY»KHO pacCMOTpPeThb, — 3TO ITaHenb Game. [To cyTu, maHenb
Game 103BOJIAIET BaM «HCIBITBIBATb» UTPY BHYTPU peZlaKToOpa U BBIIIOJHUTh TEM CAMBIM
TIOJIHOE MOZle/IpOBaHMe TeKyllle! ClieHbl. Bce aeMeHThl U MeXaHuKa UTPhl Ha JaHHOU
IIaHeIN BBIBOJATCA TaK JKe, Kak ecyu Obl urpa 6su1a cobpana moiHoleHHo. Ha puc. 1.12
npuBe/ZieH npuMep naHeau Game. O6parure BHUMaHUe, YTO, XOTA KHONKU Play, Pause
u Step He OTHOCATCA K IaHeau Game, OHU MCIIONb3YIOTCA /1A YIIpaBaeHUA 3TON IaHe-
JIbIO, TIOSTOMY TOXKE TIPHBE/IeHbI HAa PUCYHKE.

COBET

Ecau nanenbr Game ckpbiTta

Ecnu naHenb Game ckpbiTa 3a NaHenblo Scene 1nn Bknagka Game BoBCe OTCYTCTBYET,
He 6ecrnoKonTeckb. KaK ToNbKO Bbl HaXKMeTe KHoMnKy Play, Bknagka Game TyT e nosBUTCA
B peflakTope U BbIBEAET BaM 3anyLEHHYIO UTpy.
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PackpbiBatowuiica cnucok Aspect

KHonka KHonka KHonka
Play Pause  Step

Maximize on Play | Mute audio | Stats | Gizmos |~

Puc. 1.12. MNaxHen> Game

Ha manesnu Game ecTb psJ 3JIeMEHTOB yIIpaBaeHHUA, KOTOPbIE UCIIOAb3YIOTCA /I TeCTH-
POBaHUA UTPBHIL.

» Play. KHonka Play mo3BosisieT BOCIIPOM3BECTH TEKYIIYIO CLieHY. Bce ajieMeHThI
yTIpaBJIeHUsA, aHUMalYsA, 3ByKH U 3G deKTHl OyyT aKTUBUPOBAHHL. 37ieCh Urpa
6yzeT paboTaTh IPUMEPHO TaK e, KaK eCcyIu Obl OHa ObUIa 3allylleHa aBTOHOMHO
3a npezenamu Unity (HarpuMep, Ha KOMITBIOTEPE WM MOOGHIBHOM YCTPOMCTBE).
YToObl OCTAHOBUTD UTPY, €Ille pa3 HAXKMHUTE KHOTIKY Play.

» Pause. KHomka Pause npruocTaHaB/IUBaeT BBHIIIOJTHEHUE UTPHL, 3aITyIIEHHOU
Ha naHesu Game. Mrpa coxpaHseT CBOe COCTOSHHeE U [ocJie BO30OHOBJIEHUA TIPO-
ZIOJDKUATCA C TOTO )K€ MOMEHTa, Ha KOTOPOM OCTaHOBWJIACh BO BpeM: nay3bl. [1pu
TOBTOPHOM Ha’KaTHX KHOIKY Pause Urpa BO306HOBUTCA.

» Step. Knomka Step Ha nmaHes Game MOXKeT ObITh UCIIONIb30BaHa, KOTla Urpa MpH-
ocTaHoB/ieHa. HaxaTue KHONKY Step BOCIIPOU3BOAUT OAUH KaJp UTPbL. DTO MO3BOJIA-
€T BaM IOIIaroBO BHITOIHATD UIPY Y OTIAXKUBATE JIOOBIE BO3HUKAIOIIHE TPOOJIEMBL
[pu Ha)KaTHUM KHOTIKY Step BO BpeMs BBITIOJIHEHUA UTPa IPUOCTaHABINBAETCA.

> Aspect. B aTom PaCKphIBarOUIeMCA CIIMCKE Bbl MOXKETE BLI6paTI> COOTHOIIE-
HH€ CTOPOH JJId IIaHeJan Game BO BpeMsA BBIIIOJIHEHUA UT'DHI. ITo YMO/TYaHUIO
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ycTaHoBieHa onnua Free Aspect (CBo60ZHOe COOTHOIIEHHE), HO BBl MOXKETE
M3MEHUTD 3TY HACTPOHKY, BBIOpaB popMaT NUMEHHO TO¥ I1aTGpOPMBI, A1 KOTO-
poii pa3pabaThiBaeTe Urpy.

» Maximize on Play. 9Ta KHOIKa onpezesieT, Oyzet v naHenb Game pa3Bopa-
YMBATHCS HA BECh Pa3Mep OKHA PeAaKTOopa P 3aIyCKe UrpHl. [10 yMoI4aHuio
OTILIMSA BBIKJIIOUEHA, ¥ UTPa BOCIPOU3BOAUTCS TOJBKO B Ipejeiax maHenu Game.

» Mute Audio. DTa KHOITIKa OTKJIIOYaeT 3BYK BO BpeMs UTPHL. BecbMa yz06HasA
OIILIYA, €CIM CUJAIIMHI PAZOM C BAMM 4eJIOBEK YCTal CJIyIIAaTh OJHU U Te XKe
3BYKH, [IOKa Bbl TECTUPYyETE UrpPy!

> Stats. DTa KHOIIKA olpeZiesiAeT, OyZeT JI BEIBOAUTHCA Ha DKPAH CTATUCTHKA PEH-
JlepYHTa BO BPEM BBIIIOJIHEHUA UTPHI. JJaHHBIE CTATUCTUKYA MOTYT OBITh IIOJI€3HBI
Zuis1 uaMepeHus 3GpPpeKTUBHOCTU BBIIOTHEHUS ClIeHbl. OMINA [0 YMOTIaHUIO
OTKJIIOYEHa.

» Gizmos. DTo ofHOBpEeMeHHO U KHOIIKA, ¥ PACKPBIBAOMINIICA cIIUCcOK. KHoIka
[I03BOJIAET BBIOPATh, OyAyT I OTOOPAXKAThCA I'M3MO BO BPEMA BBIIIOJHEHUA UT'PHL.
[To yMOI9aHNIO OHU He 0TOOpaKaloTcsA. PacKprIBAIOMINIICA CIMCOK (OTKPBIBAETCS
HaXaTHeM Ha MaJIEHbKYIO CTPEJIKY) T03BOJIET BKIIOYUTD WU BEIKJIIOUYUTH KOH-
KPETHBIE TU3MO.

MPUMEYAHUE

3anyck, nay3a U OCTAHOBKa

MoHavany Bam, BO3MOXHO, 6YAET TPYAHO MOHATL, YTO 03HAYAIOT TEPMUHbI «3anycK», «[lay-
3a» u «OcTaHoBKa». Korga urpa He BbIMonHAETC Ha NaHenu Game, oHa cYnTaeTcs ocTa-
HOBJIEHHOM. B 9TOM COCTOSIHUM UTPOBOE yNpaB/ieHWe He paboTaeT U Urpa He MOXKeT
BOCMNPOMU3BOAUTLCA. [pK HaXKaTUK KHOMKK Play nrpa HauyuMHaeT BbIMOAHATLCS, TO €CTh
3anycKkaetca. Cnosa «Mrpa», «BbiNofHeHWE» 1 «3anycK» B 3TOM KOHTEKCTE 03HaYaloT 0HO
1 To e. Ecnu urpa 3anyuieHa 1 HaxkaTta KHomnka Pause, To Urpa npMoctaHaBanBaeTcs,
COXPaHsisi CBOE TEKylllee COCTOIHME, TO €CTb OHa HAXOAMTCS B pexxumMe naysbl. PasHuua
MEKy Nay30# (MPUOCTaHOBKOM) U OCTAHOBKOM UIPbl COCTOMUT B TOM, YTO MOC/e nay3bl Urpa
BO306HOB/IAET BbIMO/IHEHWE C TOrO MOMEHTA, Ha KOTOPOM Gbifla NPUOCTaHOBEHa, a Nnoce
OCTaHOBKM Ha4YMHAET BbINOJHATLCA C CAMOro Havana.

Ba)xHana AeTanb: naHeAb UHCTPYMEHTOB

[TaHenb MHCTPYMEHTOB KpaiiHe BaxkHa B pefakTope Unity. Ha puc. 1.13 mokasaHsl ee
KOMIIOHEHTBHI.

» VIHCTpYMeHTHI TpeoOpa3oBaHusA 0OBEKTOB: STU KHOIIKY IT03BOJIAIOT YIIPABJIATH
WUI'POBEIMU 00beKTaMHU. B fanbHelIeM MBI pacCCMOTPUM KX HazHadeHUe Oojee
noApo6Ho. O6paTHUTe 0cO60E BHUMAaHKE Ha KHOIKY C IMKTOIPAaMMOM B BUZE
pyku. OTo nHCcTpyMeHT Hand, u ero omucaHue OyeT MpUBeJEHO B 9TOM dace.



42

1-U YAC. Beegenue B Unity

HepeKJIIO‘-IaTeJII/I THU3MO: IIEPEKIIYATENN ITO3BOJIAIOT YIIPaBJIATH OTO6pa)KeHI/IeM
rusMo Ha cirieHe. [Toka MbI He 6y,ueM UX Tporarb.

DJyleMeHTH! yIIpaByieHus naHeay Game: KHOIIKY, UCIIOIb3yeMble /I YIIpaBAeHUs
rnmaHesnbo Game.

anaBneHHe YYE€THBIMU 3allICAMU U CEPBUCAMU: 3TU KHOIIKU ITO3BOJIAIOT YIIpAB-
JIATDb y‘leTHOﬁ 3aIIiuCbIO Unity, KOTOPYIO BbI HCIIOJIB3YETE, a TAKXKE IMOJKJIIOYE€HHDbI-
MU K BallleMy IIPOEKTY CEPBHUCaMMU.

PacKpbIBarOMIUICA CIIUCOK HACTPOHKY CIOEB: C €ro IIOMOIIbIO BB MOXKeTe
BBIOpaTh, KaKue CJIou OyZyT oToOpakaThCs Ha MmaHesu Scene. [10 yMOT4YaHUIO
oTobpakarTcs Bee nMeromipecs ciou. [loka He GyZeM Tporath 3TOT PaCKpPhIBAIO-
IIUICS CITUCOK. PaGoTy o ciosimu Mbl 6os1ee MoAPOOHO PACCMOTPUM B dace 5.

PaCKprBaIOH.IHfICH CIIMCOK HaCTpOﬁKH MakeTa: 3TOT paCKprBaIOLHHfICH CIIMCOK
IIO3BOJIAET 6I)ICTp0 HN3MEHUTDb MAaKeT peJaKTopa.

I '!’ | 'S | & | B ‘@" | e Pivot | ®Local ]—Iii ] l} TR )Il I —ITOCoIIabv] [& ] [Account - || [Layers vT!Eefault ‘TI

Puc. 1.13. [NaHenb MHCTPYMEHTOB

HaBurauua Ha naneam Scene B Unity

[TaHesmb Scene MO3BOJIAET BaM MOAPOOHO KOHTPOIUPOBATH IPOLIECC CO3/JaHUA UTPHI.

Bo3MoXHOCTB pasMenmaTh 1 USMEHATDH 00BEKTHI C BU3yaJIbHbIM OTO6pa){(eHI/IeM, 6ec-

CIIOpPHO, KpyTa, HO, €CJIN Bbl HE MOXXETE IE€PEIBUTIaTbCA BHYTPU CLI€HBI, I10JIb3bI 6yz|;eT

Masio. B aTom paszesie onnrcaHO HECKOJIBKO pa3nYHbIX C110c060B U3MEHUTH CBOIO TTO3U-

LIUIO TIPY HABUTALIMH TIO CIIeHe.

COBET

U3ameHeHue macwTtaba

HezaBMCKHMO OT TOro, KaKoM MeTo[ HaBHUraLuu Bbl UCMONb3YETE, KONECUKO MbILIK BCe-
rAa CNyXKUT Anst MI3MeHeHns macluTaba B npefenax cueHsbl. 1o ymonyaHuio cueHa macluta-
61pyeT n306paxeHne OTHOCUTENbHO LieHTpa NaHenn Scene. Ecnu Bbl 3aXKMeTe KnaBuuly
Alt BO Bpems NpOKPYTKK, TO MaclwtabnupoBaHue 6yaeT BbiMOMHATLCS OTHOCUTENBHO TOYKM,
B KOTOPOW B JaHHbI MOMEHT HaxoAMTCs yKkasaTtenb Mbiwn. Camoe Bpemsa nonpobosaThb!

UnctpymenT Hand

I/IHCprMEHT Hand (KJ’[aBI/IH.Ia Q) AA€T BOSMOXXHOCTD JIETKOT'O II€EPEABUIXKEHNA I10 TTaHEe-

JIY C TIOMOIIBIO MBITH (purc. 1.14). DTOT UHCTPYMEHT 0COGEHHO TOJIE3€H, €CTU BB

HICITOJIb3yeTe MBIIIb C OFHOM KHOMKO# (Tak Kak Apyrue MeToAbl TPeOYIOT HaTUINA ABYX
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KHOIOK MbIIn). B Tabmutie 1.1 KpaTKo onvcaH KaXKAbIM 2IeMEHT YIpaBaeHUs UHCTPY-
MeHTa Hand. O gpyrux KHONKax pAzoM ¢ HHcTpyMeHToM Hand MBI TOroBopuM Ho3xe,
UX IIOKa TPOTaTh He Hy>KHO.

TABA. 1.1. 9nemMeHTbl ynpaBneHusa nuictpymeHta Hand

OenctBue Pesynbrart

MepeTackusaHue MNepemelleHne Kamepsbl No cLeHe
[NepeTackMBaHuWe ¢ 3axkatomn BpauieHne Kamepbl BOKPYr yKa3aHHOM
Knasuwen Alt TOYKMU

lNepeTackMBaHWe NpaBon KHOMKOM MaclwTtabupoBaHue Kamepbl

MbIWW C 3axkaTon Knasuwwen Ctrl

(Mnu knaBuiwen & B macOS)

Criricok covetanwuii kinasui Unity MoxxHO HaliTu 1o azpecy docs.unity3d.com/ru/
current/Manual /UnityHotkeys.html.

BHUMAHWE!

Pa3nnuHble Kamepbl

Pa6otas B Unity, Bbl 6yaeTe ncnonb3oBaTh ABa TMMNa Kamep. lNepBas — cTaHAapTHbIN UTpo-
BOW 06BEKT «kaMepar. 06paTnTe BHUMaHKE, 4TO TaKas Ha Ballel CLIEHE YKe eCTb Mo yMOoJI-
YaHuto. BTopas Kamepa cKkopee BMpTyanbHas, OHa onpeaenseT Bal 0630p Ha NaHeu
Scene. B jaHHOM pyKOBO/CTBE, FOBOPS «Kamepar, Mbl 6yaemM UMETb B BMAY UMEHHO BTOPOW
TMn. UrpoBbIM 06BLEKTOM «KaMepa» Bbl HE yNpaBiseTe TaK, Kak Bawnm 0630pomMm.

Pe>xum Flythrough

Pexxum Flythrough mosBosisieT mepeMeIarhest 1Mo CLEeHe, UCIOMb3Ysl TPaAUIUOH-

HYIO CHCTEMY YIIPABJIEHUS «OT [IEPBOTO JiKIa». OH IIPEKPACHO 3HAKOM TEM, KTO Urpa-
€T B UT'PhI C BUOM «OT [IEPBOTO JIMIa» (HalpyuMep, IyTepbl). ECiu BbI He U3 MX YKC-
J1a, TO K 9TOMY PEXUMY IIPUAETCA CIerKa IPUBBIKHYTh. HO, KOIZa OCBOMTECH C HUM, BbI
IOJIFOOUTE €ero.

Yro6r! nepeiitul B peskuM Flythrough, yaep:xuaiite HaxxaTol IpaByro KHOIIKY MBIIIH,
KoI7la yKa3aTesb MBIIIN HaXOAUTCA HaJ aHesbio Scene. Bee geiicTBusA, mepevyncieH-
Hble B Tabsuile 1.2, BHIOTHAIOTCA € 3aKAaTOW MPaBOM KHOIIKOW MBIIIIH.
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TABA. 1.2. YnpaBneHue B pexume Flythrough

DencTtBue Pe3ynbtar

[MepemelleHne Mblln MoBOpOT KaMepbl, AatoLMi OLLyLLEHWE, CIOBHO Bbl
«OCMaTpMBaeTe» CLEHY

Haxatne knaBuw W, A, Sn D 3TN KNaBULLM UCNONbIYIOTCA NS NepeMELLEHUS
no cLieHe B HamnpaB/eHUsX «BNepea», «BNeBo»,
«Ha3a/l» 1 «BNpaBo» COOTBETCTBEHHO

Haxkatne knasmw QU E 3TN KNaBULLM UCNONbIYIOTCA NS NepeMeELLEHUS
o cLieHe B HamnpaB/IeHUsIX «<BBEPX», «BHU3» COOTBET-
CTBEHHO

YnepxuBaHue knasuium Shift | [laet 10T ke addPEKT, 4TO M BYKBEHHbIE KNaBULLM,
C Haxatnem knasuw W, A, S HO ABWXKEHUWE BbINONHAETCS 6blcTpee. CunTanTe ato
mDuMQUE KHOMKou «ber»

COBET

BbICTpble KOMaHADI

EcTb MHOro cnoco60oB, MNO3BONSAOWMX TOYHO YNPaBAATb BalWMM NepemelleHmem no cue-
He. Ho nHorga Bam npocTo Hafo 6bICTPO NepeMecTUTbes Kyaa-to. B atom cnydae Bam 6yayT
Nnofie3Hbl Tak Ha3blBaeMble GbICTpble KOMaHAbl. ECM Bbl XOTUTE MOMEHTaNbHO NepenTn

K OGBEKTY Ha CLIeHe WK YBENMYUTb €ro, MOXETe caenaTb 3T0, BbIAENNB HYXKHbI OObEKT

Ha naHenu Hierarchy n HaxxaB knaBuuy F (cokpalleHHo oT Frame Select — BbiGop Kagpa).
CueHa TyT e NpUBSKEeTCS K BbiIOpaHHOMY 06bEKTY. Bbl MOXKeTe J0CTUYb TOT0 e addeK-
Ta ABOMHbBIM LWEYKOM MbIWK MO Nto6oMy 06beKTy Ha naHenu Hierarchy. EcTb v gpyras
6bICTpas KoMaHAa, KOTOPYIO Bbl YXKe 3HaeTe: rM3MO CLUEeHbl MO3BOJISET MOMEHTANIbHO NPU-
BAi3aTb KaMepy K 1to60n ocu. Takmum 06pa3oM, Bbl MOXKETE PAaCcCMOTPETb OOBEKT NOA HYX-
HbIM YrIoM 6€3 He06X0AMMOCTH BPYHHYIO KPYTUTb Kamepy cLeHbl. MonpaKkTUKyWTeCh C 3T-
MU KOMaHAaM#, 1 nepemMeLlatbCs No CLeHe CTaHeT npoLle NpocToro!

COBET

JlonosTHUTEIBHBIE CPeACTBA 00yYeHUs

Mpu oTKpbITUK ananorosoro okHa New Project unn Open Project Bbl HaBepHsika o6paTtu-
/11 BHUMaHKe Ha KHornky Learn (puc. 1.15). HaxaB ee, Bbl yBUAUTE HOBbIE y4eOHble MaTe-
puanbl Unity. OHM NpeKpacHO AOMOMHAT BallKn 3HAHMA M ONPEAENEHHO CTOST Ballero Bpe-
MEHM, eCnv Bbl XOTUTE MO6OJIbLIE NONPaKTUKOBATLCA B OCHOBax paboTbl ¢ Unity (xoTa 310
HECKONIbKO NPeAB3ATOe CYXKAeHWe, MOTOMY HTO 5 caM y4acTBOBan B pa3paboTke MaTepua-
N0B).
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€0 Unity 2012.1.064 X

PI’OjECtS Learn B New [3) open (@ My Account

101 01 : Play & Edit Mode

e
F V Take your first steps inside the Unily editor, as you learn the difference between the 2 main

Basic Tutorials

Tutorial Projects modes in Unity - Edit mode for working on your project, and Play mode for testing
Resources 02 : Game Objects & Components - Rigidbodies to the rescue

We build games in Unity using Game Objects and components. Leam about how adding a
Links ! Rigidbody component to your game objects adds Physics behaviour.

gameplay. Can you slow down the polygon-eating zombie in time to escape?

04 : Prefab power - Ramping up

Prefabs are the secret sauce behind all Unity games, in this lesson you'lllearn about building
them as you ramp up your knowledge and escape another laser death trap!

\ 03 : Tweaking Components - Values vs Zombies
Develop your component knowledge further as you learn about values and how they affect

Puc. 1.15. Pa3gen Learn gnanorosoro okHa Project

Pe3iome

B 3TOM Yace BBl MO3HAKOMILUTUCDH C UTPOBBIM ABIKKOM Unity. Bbl Hauasu ¢ 3arpys-

KM U YCTaHOBKU cpeZibl Unity. 3aTeM BbI HAYUIWINCh OTKPHIBATh U CO37IaBaTh IIPOEKTHI.
[Tocste 3TOrO BBI y3HAIM 060 BCEX MAHEJIAX, U3 KOTOPBIX COCTOUT pegakTop Unity. Be
TaK)Ke y3HaIH, KaK IlepeMelaThCs 110 IaHeu Scene.

Bonpocbl U oTBEeThbI

Bonpoc: AcceTbl U UTPOBbl€ 0GbEKTbl — 3TO OJHO U TO XKe?

OtBeT: He coBceMm. PazHuua COCTOUT B TOM, YTO aCcCET UMEET COOTBETCTBYIOLMUNM
dann nnu rpynny GannoB Ha KECTKOM AUCKe, a UTPOBON 06bEKT — HET. AcceT
MOXET cofepraTb UrPOBON OOBEKT, @ MOXKET U HE cofepaTb.

Bonpoc: B cpeae MHOro pas/iiMyHbIX 3/IEMEHTOB yrpaBiaeHUs U onuun. S JomkeH
cpa3y 3arnoMHUTb UX Bce?

OTBeT: BoBcCe HeT. dneMeHTbl ynpaBieHns U napaMeTpbl, HACTPOEHHbIE MO YMOn4ya-
HWI0, OXBATbIBAIOT GO/bLUYIO YAaCTb BO3MOXHbIX CUTyaLMIA. Mo Mepe Toro Kak
Bbl 6yeTe ocBavBath Unity, Bbl y3HaeTe 60/iblle 0 pasfiniHbIX AOCTYMHbIX 3/1e-
MeHTax ynpasfeHus. 10T YPOK NpeaHa3HayeH ans Toro, 4Tobbl NoKasaTtb Bam
06y KapTUHY M 03HAaKOMUTL Bac ¢ Unity.
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Cemuuap

YrenuTe HEKOTOPOe BpeMs IPopabOTKe NMPUBeAEHHBIX HIKE BOIIPOCOB, YTOObI YOEANUTh-
Csl, YTO BBl XOPOIIIO YCBOWIN MaTepHaJl.

KoHTpoAbHBbIE BONPOCHI

1. BepHO mwiu HeT: BbI JO/DKHEL Tpro6pectr Unity Pro, 4To6bI cO37aBaTh KOMMED-
YecKue UrpHl.

2. Kakas maHeJb MO3BOJISET BU3yaJlbHO MAaHUITYIMPOBATh OOBEKTaAMU Ha CIIeHE?

3. BepHO Wwin HeT: BHI BCerza JZOJDKHBI epeMelnaTh Gaiiibl acceToB U3 cpegsl Unity,
a He WCIoIb30BaTh GaliIoBEIN MEHeKEDP OMIEPALIMOHHOMN CUCTEMBL.

4. BepHo WJIN HET: IIPpU CO3JaHNU HOBOT'O ITPOEKTA BbI JOIXKHBI L[O6aBI/ITI> B HEr'o Bce
aCCeThl, KOTOPhIE, KaK BaM KaXX€TCA, OTJINYIHO HOﬂOﬁﬂyT K HEMY.

5. Kakoil pexuM aKTHUBUpYyeTCA B ITIaHeIHN Scene IyTeM yAep:KUBaHUA IPaBol KHOII-
KUY MBIIIN?

OTBeTbl

1. Hert. Bol MOXXeTe co3aBaTh Urpsl ¢ uileH3uelt Unity Personal wiu Unity Plus.
2. ITanens Scene.

3. Bepno. 3To nmomoraet Unity ciieuTh 3a acCeTaMu.

4. Hert. Tako¥i mogxoz 3aHUMaeT MHOTO MEeCTa U 3aMeZJIsIeT Ball IPOEKT.

5. Pexxum Flythrough.

Ynpaxnenue

YzenuTe HEKOTOPOe BpeMsI, 4YTOOBI 0TpabOTaTh Ha NIPAKTHKE U3ydeHHEIE BAMU B TOM
yace moHATHA. Ha JaHHOM 3Tane Ba)XHO 3aKpenuTh 6a30Boe MOHMMAaHNe peJaKTopa
Unity, TOTOMY 4YTO BCe, YTO BBI y3HAETe Jajbllle B KHUTE, TaK WIN MHAYE CBA3AHO C OTUM.

VITak, BBITOJIHUTE CIEAYIOIINE IIard.

1. Co3patiTe HOBYyIO ClleHY, BhIOpaB KoMaHay MeHio File = New Scene wiu HaxkaB
coyeranue kaasuil Ctrl+N ($8+N B macOS).

2. Co3zzaiiTe manky Ha maHemnu Project, IeKHyB ITpaBoi KHOIIKOM IO CTPOKe Assets
1 BbIOpaB KomaHzy Create = Folder. HazoBuTe co3zaHHy0 Manky Scenes.
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3. CoxpaHuTe CIieHy, BbIOpaB koMaHy MeHio File = Save Scene wiu Ha)kaB code-
tanue kiauil Ctrl+S (¥ +S B macOS). He 3a6yabTe IOMECTUTH CLEHY B CO3/aH-
HyI0 BaMHU IIallKy Scenes U NPHUCBOUTH el omucaTeabHOe UMA.

4. Jlo6aBbTe Ha ClieHy Ky0. BbI MOXKeTe cZie/laTh 3TO OHUM U3 TPEX CIIOCOHOB.

» B packpeiBaroiiemcs criucke GameObject B BepxHeil 4acTu pelakTopa BbiOe-
pute myHKT 3D Object = Cube.

» Bribepute myHKT Create = 3D Object = Cube Ha nanesnu Hierarchy.

» IllesKHUTe IpaBOI KHOIKOM MbIIIY Ha aHenu Hierarchy u BeiGepuTte
myHKT 3D Object = Cube.

5. BribepuTe BHOBB Z106aBIeHHBIN Ky Ha maHenu Hierarchy u moskcrnepruMeHTH-
PYHTe C ero CBO¥MCTBAMU Ha maHenu Inspector.

6. [TompaKTHKyITech B HABUTALWU IO CIIeHe, UCIonb3ys pexxuM Flythrough, uncrpy-
meHT Hand u coueTanus knaBuiil. Vcrnonb3yiiTe Ky6 B KaueCTBe OpUEHTHPA.
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UrpoBbie 06beKTbI

YT1o Bbl y3HaeTe B 3TOM 4ace

» Kak pa6oTaTb C ABYMEPHON 1 TPEXMEPHON CMCTEMaMM KoopanHaT
» Kak paboTtatb ¢ 06bEeKTaMM Urpbl

> Kak pa6oTaTb ¢ Npeo6pa3oBaHUSIMMU

HrpoBble 0ObEKTH — OCHOBHbIE KOMIIOHEHTHI ITpoekTa Unity. KaX bl a71eMeHT, KOTo-
PBII HAXOAUTCA Ha ClleHe, — 3TO UI'POBOI 00BbEKT WM 06pa3oBaH OT Hero. B aToM yace
BBI M3y4HTe UIPOBble 06beKTH B Unity. OfHaKO CHaYasa Bbl JOJDKHEI TOTYyIUTh NIPe/-
CTaBJIeHHe O AByMEPHOH U TpeXMepHOH cHhcTeMax KOOpAuHAT. 3aTeM Mbl HauHeM pabo-
Ty CO BCTPOEHHBIMU B Unity UI'POBBIMU OObEKTAMH, a 3aBEPIINM JTOT Yac U3yIeHUeM
Pa3IMYHEIX Tpe06pa3oBaHuii A HUX. [laHHas nHGOPMAIKA JIEXKUT B OCHOBE BCETO
JaIbHeNIero NOHUMAaHNA KHUTH. YIeJIUTe BpeMA STOMY pasziesly U IpopaboTaiite ero
KaK cyIefyerT.

U3mepeHUua U CUCTEMbI KOOPAUHAT

3a KpacoYHOM KapTUHKOM 10601 BUJEOUTPHI BCET/la CTOAT MaTeMaTUIecKre KOHCTPYK-
1un. Bece CBOMCTBA, ABMKEHUS U B3aUMOZIECTBHS — 9TO B UTOTe OOBIYHBIE YHCIIA.

K cuacTbto 7151 Bac, 607bIast YacTh MOATOTOBUTETBHON PAabOTHI YKe JaBHO BBITTOJIHE-
Ha. MaTeMaTHUKH B TeYeHHe MHOTHX CTOJIETUN TPYAWINCH HaZl TEM, YTOOBI OOGHAPYKHUTB,
M300peCTU U YIIPOCTUTh Pa3IUYHbIE TIPOIIECCH, U TEMEPh 61arofiaps UM Bbl MOJKETE JIET-
KO CO3/IaBaTh UTPhI C COBPEMEHHBIM IPOTPAaMMHBIM ObeciieueHreM. MOKeT MMOKa3aThCs,
YTO OOBEKTHI PACIIONIOXKEHBI B TPOCTPAHCTBE CIIyYaliHBIM 06pa3oM, HO Ha CaMOM /ieJie
KaXKZiasi UTpa MMeeT KOOPAMHATHBIE OCH U KX/l 0OBHEKT PacIiosaraeTcs B CUCTEME
KOOpAVHAT (WIU B CeTKe).

Yrto Takoe D B 3D

Kaxk MBI roBOpIMIIN paHee, B Ka)XX/I0i UTpe eCTb HECKOIBKO U3MepeHuii. Hauboree pac-
IIPOCTpaHeHbl, CKOpee BCero, 3HaKOMbIE BaM /IByMepHast U TPeXMepHas CUCTEMBI



MN3mepeHus 1 cuctembl KOOpaUHaT 49

(2D u 3D, rze D ot cnoBa Dimension — n3MepeHue). /IByMepHas cucTeMa ILIOoCKasd.
37ech y Bac eCTb TOJbKO BePTUKaIbHbIE M TOPU30OHTAIbHbIE 3JIeMEeHTHI (WK, HHade
TOBOPs, HallpaBJIeHUs BBePX, BHU3, BJIeBO U BIpaso). Tetris, Pong u Pac Man — omiuy-
Hble npuMepk! 2D-urp. TpexMepHas cucTeMa Ioxoxka Ha ZIByMepHy10, HO B Heli, O4eBU/I-
HO, Ha OJHO U3MepeHue Goiblle. B TpeXMepHOI cucTeMe y Bac eCTh He TOIbKO FOpH-
30HTaJIb ¥ BEPTUKAJIb (HallpaBJIeHUs BBEPX, BHU3, BJIEBO U BIIPABO), HO €llle U ITyOuHa
(Bnepes u Hazaz). Ha puc. 2.1 HaIAAHO NTOKa3aHO pas3anudne Mexay AByMepHOMH ILIo-
CKOCTBIO U TPEXMEPHBIM Ky6oM. O6paTuTe BHUMaHUeE, KaK AoOaBieHre OCH IIyOUHEL
3acTaBisgeT TPeXMEPHBIH KyO CIOBHO «BBIIIHPATH».

Y Y z,
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/
Ve
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(0,0 X ) X
— ——
Ve
/
/
Ve
/
/
/
/
/
/
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Puc. 2.1. [IBymepHbIM KBaapaT B CPaBHEHUMU C TPEXMEPHbBIM Ky6oM

MPUMEHAHUE

Y3naem 6onbiue o 2D u 3D

Unity — 3710 3D-ABMKOK. [T03TOMY BO BCEX NPOEKTax Mo yMoAYaHUIO UCMONb3YIOTCS BCE TpU
namepenns. OTKPOEM BaM CEKPET: CEOAHA YIKE He CYLLEeCTBYET TaKOro NOHATUSA, KaK UCTUH-
Hasa 2D-urpa. CoBpeMeHHbIe annapaTHble cpeacTBa o6pabatbiBatoT Bce Kak 3D. B 2D-ur-
pax oCcb Z TOXe eCTb, HO He UCNosib3yeTcs. Bbl MOXKeTe ¢ yaMBneHuem CnpocuTb — a 3a4em
Mbl BOOGLLE 06CYJaeM ByMeEpPHbIE CUCTEMbBI B 3TOM KHUre? MNpaBaa 3ak/toyaeTcs B TOM,
41O faxke B 3D-npoeKTax MHOMO ABYMEPHbIX 3/1IEMEHTOB. TEKCTYPbI, 3IEMEHTbI 3KpaHa

M MannuHr paboTaloT B AByMepHoN cucteme. Unity UMeeT Mol HbIM Habop UHCTPYMEHTOB
ans pabotbl ¢ 2D-Urpamu, U ABYMEPHbIE CUCTEMbI MOKa elle He KaHynu B JleTy.

Ucnonb3oBaHUe CUCTEM KOOpPAUHAT

MareMaTuyecKuil 3KBUBaJeHT CUCTEMBI U3MepeHU — crcTeMa KoopAUHaT. B cucte-
Me KOOPZAMHAT HCIOIb3yeTcss Habop MPAMBIX, Ha3bIBAEMBIX OCAMM, U ITO3ULIIH,
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Ha3BIBAEMBIX TOYKAMU. DTH OCU HEITOCPEACTBEHHO COOTBETCTBYIOT U3MEPEHUAM, KOTO-
pble OHM 3aMeHAI0T. Harpumep, B IByMepHOI cucTeMe KOOPAUHAT eCTb OCU X U Y, KOTO-
pBIE COOTBETCTBYIOT TOPU30HTATLHOMY 1 BEPTHKAJIBHOMY HalpaBieHUo. Ecinu 06beKT
JIBIDKETCA 110 TOPU30HTAIM, MBI TOBOPUM, YTO OH JBMKETCA «BJIOJIb OCH X». AHAJIOI'14-
HBIM 06pa30oM, B TPeXMePHOU CUCTeMe KOOPAMHAT UCIIOIb3YIOTCA OCH X, Y U 2 A7 000-
3Ha4YeHUs TOPU3OHTATIBHOTO, BEPTUKAJIBHOTO HATIPABJI€HUN U TIyOUHEL.

NMPUMEYHAHUE

O6wue npaBuna 3anucu KoopauHar

Koraa peyb MAeT 0 NONoXKeHUM 06bEKTA, Mbl, KaK MPaBuiIo, NEPEYUCISEM ero KoopanHa-
Tbl. HO roBOPUTb, YTO OGBEKT HAXOAMTCS B NO3ULMK 2 HA OCU X U B MO3ULMK 4 Ha OCU Yy —
HEMHOro rpoMo3/Ko. K cyacTblo, CyllecTBYeT COKpalleHHbIM BapuaHT. B ABymepHOM cucre-
Me MOXHO 3anucaTb KoopauHaTbl B BUAE (X, ¥), @ B TPEXMEPHOM (X, Y, Z). Taknm o6pas3om,
NS 06beKTa, KOTOPbIN HAaXOAUTCA B MNO3ULMK 2 Ha OCK X U B MO3ULMK 4 Ha OCH Y, Mbl
nuwem (2, 4). Ecnun a1oT 06bEKT TaKKe HaxoauTcs B no3numimn 10 Ha 0CK Z, MOXKHO 6bI10 6bl
HanucaTb (2, 4, 10).

Y
(_3’ 3).
02 2)
(0,0) X
02 -2)

Puc. 2.2. PacnonoxeHne To4YeK N0 OTHOLWEHMIO K HaYany KoopavHat

B kaxzoi cucTeMe KOOPAVWHAT €CTh TOUKa, B KOTOPOU BCe OCU ITepeceKaloTcsa. DTa TOU-
Ka Ha3bIBaeTCA Ha4yaJoM KOOPZAWHAT, U ee KoopauHatel Beeraa (0, 0) B AByMepHOH
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cucteme u (0, 0, 0) — B TpexMepHOH. DTO OYeHb BaXKHAA TOYKA, TAK KaK IMEHHO OT Hee
OTCYUTHIBAIOTCS BCE OCTambHbIe. KoopaAuHATHI 10601 APyroii TOUKKM — 3TO BCETO JIUIIIb
paccTosHUe OT Havyasla KOOPAWHAT /10 JAaHHOW TOYKY BZOJb KaXKJ0H ocu. Yem faib-

1Ile TOYKa OT Havyajia KOOpAWHAT, TeM OoJIbllle ee KoopAuHaTa. Hampumep, ecii Touka
repeMelraeTcs BIIpaBo, ee KOOPAWHATA X CTAHOBUTCSA 6osibliie. Ecii TOYKa mepeMerna-
eTcs BJIEBO, 3HaUeHHEe KOOPAWHATHI X CTAHOBUTCS BCE MEHBbIIE, TTIOKA TOYKa He Iepece-
YeT Havasao KoopAuHar. [Tocie 3Toro 3HaueHre KOOPAWHATHI X HAYMHAET PACcTU B OTPH-
HaTesbHyIo obmacth. PaccMoTpuM puc. 2.2. B peicTaBieHHOM AByMepHOI crucTeMe
KOODPZAMHAT ONpeZiesieHbl TpU Touku. Touka (2, 2) Ha 2 eQuHUUbL yAaJIeHa OT Hava-

Jla KOOpAWHAT BIOJb ocedi x uy. Touka (-3, 3) Ha 3 efUHUIIEI JIeBee HaYama KOOPAU-
HAT ¥ Ha 3 eZIMHUIIBI BhINIE HAaYajaa KoopAauHart. Touka (2, —2) cMmelneHa Ha 2 eJUHUITEI
BIIPAaBO OT Hayajaa KOOPAWHAT U Ha 2 eIMHUIILI HIDKE Havyaia KOOPAWHAT.

Fhno6anbHble U AOKaAbHbIe KOOpPAUHATDbI

Terepb BbI y3HAIN 00 MU3MEPEHUAX UTPOBOTO MUPA U O CHCTEMaX KOOPAUHAT, KOTOPHIE
UX OmpeessioT. To, ¢ 4eM Mbl paboTaIu 1O CUX MOP, HAa3bIBAETCA 2106a1bHOU CUCTEMOM
KOOpZAMHAT. B m060i1 MOMEHT BpeMeHH B IVIOOAIBHOM CHCTeMe KOOPAUHAT CYIIeCTBY-
€T TOJIBKO OZIHA OCh Z, OZJHA OChb Y ¥ OJHa OChb 2. TOUHO TaK ke eCTh OHO Hayalo Koop-
JUHAT, OT KOTOPOT'O OTCYUTHIBAETCA MOJIOKEHUE BCeX 0ObEKTOB. 37eCh /I HAC HOBBIM
6yzZeT TOT GaKT, 4TO CyLIeCTBYeT ellle TaK Ha3bIBaeMas JIOKAWIbHASL CUCTeMa KOOPZANHAT.
OHa yHUKaJIbHA AJI KAXKJ0ro 00bEKTa U MMOJHOCThIO 060C00JIEHA OT JIOKAIBHBIX CUCTEM
KOOPJUHAT IPYTUX OOBEKTOB, TO €CTh OHA UMEET COOCTBEHHYIO OCh ¥ HA4asIo KOOp-
[UHAT, KOTOPbIE UCIIOMB3YIOTCSA TONBKO OAHUM KOHKPETHBIM 06BheKkToM. Ha puc. 2.3
TOKa3aHbI I06aIbHbIE U IOKATbHBIE CUCTEMbI KOOPJAMHAT ¥ OTMeUYeHbI YEThIPE TOUKH,
COCTaBJIAIOIIME KBAZPAT, B KOOpAUHATAX KaXK/JOH U3 OTUX CUCTEM.

Y

Y
(3,8) (9, 8) (3,3) 3,3

D
(3,2 9.2 (-3,-3) (3,-9)
X (0,0)

Puc. 2.3. Mo6anbHble KOOpAMHATHLI (C1eBa) B CPaBHEHUU C IOKabHbIMU KOOPAUHATaMu (cnpaBsa)
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BBl MOXKeTe CITPOCUThH — 3a4eM Hy)KHa JIOKaJIbHasl CCTeMa KOOPAWHAT, eCIU U TaK
ecTb II06aIbHasi, KOTopas UCIIOJIb3yeTCs I OIpe/ie/ieHUs MOJI0KeHss 00beKToB. [103-
’Ke B 9TOM Yace MBI paCCMOTPHUM IIpeob6pa3oBaHKEe UI'POBBIX 0OBEKTOB U HaCIe0Ba-
HUEe TIPU3HAKOB Y UTPOBBIX 00beKTOB. O6a aTH mpollecca TpebyroT HaIUuIUs JJOKaTbHOMN
CHCTEMBI KOOP/VHAT.

Urpoebie 06beKkTbI

Bce dopMEI, MoZieTH, OCBellleHNe, KaMephl, CHCTEMBI YaCTHI] U IPyTHE JIEMEHTHI B UTPe
Unity MMeIOT OOIIYIO YePTY: OHU SABJIAIOTCA UTPOBBIMU OOBEKTaMHU, TO €CTh 6a30BBI-

MU 2JIeMeHTaMU J11060i1 ciieHbl. HecMOTpsi Ha IIPOCTOTY, OHU O4YeHb MoluHkIe. [1o cyTH,
WUT'POBBIE OOBEKTHI — 3TO HEUYTO OOJIbIlee, YeM NpeobpasoBaHus (0 HUX MbI 6osiee
oAPOGHO MOTOBOPHUM JIajIee B 3TOM 4ace) U KOHTelHephl. KoHTeliHep — 3TO 9acTb
UTPOBOTO 06BEKTA, IpeHAZHAYEHHAS /I XPAHEHUsT Pa3INYHbIX KOMIIOHEHTOB, KOTO-
pHIe ZenatoT 06beKT 60ee JUHAMUYHBIM U 3HAYUMBIM. YTO Z06aBJIATH B BAlll UTPOBLIE
06BeKTH — 3TO Baiile fieyio. CylecTByeT MHOTO KOMITOHEHTOB, KOTOPhIE MOT'YT BHECTH
orpoMHoOe pa3Hoobpasue. YuTas 3Ty KHUTY, Bbl HAyIUTECh UCIIONB30BATh UX.

NMPUMEYHAHUE

BcTpoeHHble 06beKTbl

He Kaxabl UIrpoBOM 06BLEKT ByAET M3HAYasIbHO NMyCTbiM. Unity UMEeeT HECKOSIbKO BCTPO-
€HHbIX UTPOBbIX 0OGBbEKTOB, KOTOPbLIE CPa3y roTOBbI K UCMONb30BaHMI0. Bbl MOXeTe Haw-
TH MX, OTKPbIB pacKpbiBatowumncs cnucok GameObject B BepxHen yactn pegaktopa Unity.
BOnbluyto YacTb BPEMEHM Mbl ByieM y4nTbCA paboTaTb CO BCTPOEHHLIMU U MONb30BaTE b-
CKMMW UIPOBbIMU OGbEKTAMMU.

MPAKTUKYM

Co3paHKue UrpoBbIX 060bLEKTOB

[aBanTe yaenum HeKOTopoe BpeMsi paboTe ¢ UrpoBbIMU 06 beKTaMU. BeinonHuTe cneayto-
LMe waru, 4To6bl CO34aTb HECKONbKO OCHOBHbIX 0GBLEKTOB U U3Y4YNUTb X Pa3IUYHbIE KOM-
NMOHEHTBI.

CospanTe HOBbIN MPOEKT UK HOBYIO CLIEHY B CYLLECTBYIOLLEM NMPOEKTE.

[o6aBbTe NycTON MFPOBOM OO6BLEKT, OTKPbLIB pacKpbiBawwmincs cnncok GameObject
1 Bbl6bpaB KoMaHay Create Empty (Bbl TakKe MOXKeTe co3aaTb MyCTOM UFPOBOM OOBLEKT,
HaaB co4veTaHue knasuw Ctrl+Shift+N B Windows nnu +Shift+N B macOS).

locmoTpuTe Ha naHenb Inspector 1 o6paTnTe BHUMaHWe, YTO UTPOBOM OGBHEKT, KOTOPLIN Bbl
TOMIbKO YTO CO3AasM, HE UMEET HUKaKMX KOMMOHEHTOB, KpoMe Transform (a OH eCTb y Kax-
foro o6bekra). Haxkmute kHorky Add Component Ha naHenu Inspector, 4To6bI yBUAETL BCE
KOMIMOHEHTbI, KOTOPbIE Bbl MOXETE A06aBUTb K 06bEKTY. [oKa He BblGUpanTe HUYEero.
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[o6aBbTe B Ball NPOEKT Ky6. [Ins 310ro B packpbiatolemcs cnucke GameObject yctaHo-
BUTE yKa3aTtenb Mbllin Ha NyHKT 3D Object 1 BbiGepuTe BapnaHT Cube 13 crnvcka.

O6patuTe BHUMaHWe Ha KOMMOHEHTbI, KOTOPble eCTb y Ky6a, a y NycToro UrpoBOro 06bLEK-
Ta oTcyTCcTBYIOT. KOMNoHeHTbl mesh genatot Ky6 BMAMMbIM, @ KOMNOHEHT collider faet emy
CMoCO6HOCTb GU3NYECKU B3aUMOAENCTBOBATL C APYrMMU OObEKTAMM.

[o6aBbTe B CBOM NPOEKT TOYEYHbIN UCTOYHUK CBETA, OTKPbLIB PACKPbIBAIOLLMNCSH CIIMCOK
Create Ha naHenu Hierarchy v Boi6pae nyHKT Light = Point Light 13 cnucka.

O6paTuTe BHMUMaHue, YTO Y TOHEHHOI0 UCTOYHWUKA CBETa TOIbKO OfMH OOLLMI C KYOOM KOM-
noHeHT — Transform. B ocTanbHOM 06BEKT NOJIHOCTLIO OPUEHTUPOBAH Ha TO, YTOObLI UCMY-
CcKaTb cBeT. CBET, nany4yaemblvi TO4EYHbIM MCTOYHUKOM, JONOHSAET HanpaB/EHHbIV CBET,
KOTOPbIM NPUCYTCTBYET Ha CLIEHE MO YMOAYAHMUIO.

MpeobpasoBanuna

Panee B 5TOM 4ace BBl y3HAIU U U3yYWIU PA3JIAYHbIE CUCTEMBI KOODAWHAT U ITODKC-
[IEPUMEHTHPOBAJIN C HEKOTOPBIMU UT'POBBIMU 00beKTaMHu. Tenepb COeMHIM OZHO

u gpyroe. [Ipu pabote ¢ 3D-06BEKTaMU BBl YaCTO CJIBIIINTE TEPMUH npeobpasosanue
(anrn. — transform). Bce 06beKTh B 3D-IPOCTpaHCTBE UMEIOT IIOJI0XKEHHUE, YTOJI HOBO-
poTa u Macurtab. Eciu 06beIMHUTD 3TH TPH [TapaMeTpa, BbI IOJIy4YuTe Ipeobpa3oBa-
Hue obbekTa. Kora HaM TOHaJ00UTCsI UBMEHUTD UX, MBI 6yZIeM TOBOPUTH «IIpeobpas3o-
BaTh». B Unity 3T0 peanir3oBaHoO ¢ TIOMOIIbI0 KoMoHeHTa Transform.

HanowmHto, uto komnoHeHT Transform — eZMHCTBEHHBIHN, KOTOPBIH €CTh Y KaXX/JO0T0
UT'POBOTO 0OBEKTA, aXKe Y MyCTOro. Barogaps 3TOMy KOMIIOHEHTY BBl MOJKETE YBUZETh
TeKylllee COCTOsIHMe 0O'beKTa U ero IpeobpasoBanua. Ceifgac 3TO MOXKeT ITOKa3aThCsA
BaM CTPaHHBIM, HO BCe ZIOBOJILHO IIPOCTO. BBI pazbepeTech ¢ 3THM B KpaTJaiiliie cpo-
k. [TockosbKy IIpeobpasoBaHye BKJIIOYAET B ceds IOTI0XKEeHHe, YToJl I0BOPOTa U Mac-
mTab, 3HAYUT, CYLIeCTBYIOT TPU cliocoba U3MEHUTD ero: llepeMelleHre, BpalleHre

U MacmTabupoBaHue. DTU AeHCTBUA MOXXHO BBEIIOJHUTD C CIOIb30BaHUEM aHeIu
Inspector 11y ¢ TOMOIIIBIO COOTBETCTBYIOIIUX NHCTPYMeHTOB. Ha puc. 2.4 u 2.5 noka-
3aHO, KaK/e KOMIIOHEHTHI 1 MHCTPYMEHTHI ITaHe u Inspector cOOTBETCTBYIOT pasiny-
HBIM ITpeo6pa3oBaHUIM.

© Inspector | &

\A‘ |Cube | [ static ¥

= Tag | Untagged ) Layer | Default B

V.. Transform w

| Position X0 Y1 z|-5 — ﬂepeMemeHme
BpalueHne — Rotation X0 Y |0 Z|0

| Scale X1 Y1 Z|1 — MacwTab

Puc. 2.4. MNapameTpbl KOMNoHeHTa Transform Ha naHenu Inspector
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MNepemelyeHmne

BpalieHne PactarusaHue

— Macwrab

KomnnekcHoe
npeobpasoBaHue

Puc. 2.5. MHCTpyMeHTbl Nnpeobpa3oBaHus

NMPUMEYAHWUE

HekoTopbie noapobHOCTH

TepmuH Rect (cokpalleHue oT Rectangle — npsaMOyrosibHUK) 4acTo BCTPEYaeTCs Y UrPOBbIX
06bekKTOB B 2D. Ecnun 2D-06beKTbI, HanprMMep CnpanTbl, UMEOT Takue e npeobpa3oBa-
HUS, KaK 3D-06bEeKTbI, Bbl MOXETE MCMOJIb30BaTh 60Mee NPOCTOM M YAOOHbIA MHCTPYMEHT
Rect, 4T06bI yNpaBaaTb NONOKEHWEM, MOBOPOTOM M MacluTabnpoBaHUEM OJAHOBPEMEHHO.
(PacnonoxkeHue nHctpymeHTta Rect npuseaeHo Ha puc. 2.5.) Kpome Toro, 06beKTbl Nosb-
3o0BaTenbCcKkoro uHTepdeica (Ul) B Unity UMeIOT eLle oanH TMN Nnpeobpas3oBaHus, KOTOPbIK
Ha3blBaeTcs Rect-npeobpasoBaHnem. B yace 14 Mbl NOroBopuMM 0 HeM 60Jiee Noapo6HO.
Cei4ac HaM AOCTaTO4YHO NOHMMATb, YTO 3TO 2D-3KBMBANEHT 06bIYHOrO NPeobpa3oBaHms,
KOTOPbIV NPUMEHSAETCH UCKIOYUTENBHO 419 PEAaKTMPOBaHMUSA MNONb30BaTE/IbCKOIrO UHTEP-
dewnca.

NMepemewienune

[Iportecc u3MeHeHUsI KOOPAUHAT 060bEKTa B TPEXMEPHOU CHCTeMe Ha3bIBaeTCs IepeMe-
IEHUEM, U 3TO CaMOe TIPOCTOe Tpeobpa3oBaHue, KOTOPOE MOXXHO MPUMEHUTD K 0ObeK-
Ty. Korga Mbl iepeMeniaeM 06bEKT, OH CABUTAETCS BAOJIb ocell. Ha puc. 2.6 okazaHo
repeMellleHHe KBaZpaTa BAOJIb OCH X.

-

Puc. 2.6. MNpumep nepemelleHns

Korzga B ucnonb3yere uHcTpyMeHT Translate (kiaBuiia W) Ha 1t060M 06beKTe,

Ha IaHesIH Scene BO3HUKAIOT Koe-KaKue u3MeHeHUA. Ec/ii KOHKPETHO, TO TOABJIAIOT-
Csl TPU CTPEJIKY, HallPaBJIEHHbIE OT LIEHTPa 0OBEKTA IO TPEM OCSIM. DTO T'M3MO IepeMe-
IIeHU s, TO3BOJIAIOIIUN IEPeBUTaTh OO'BEKTHI 10 ClieHe. [Ipy HaXKaTUU U yAepKaHUuU
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JII060#1 U3 3TUX CTPETOK OHU OKPAIIHUBAIOTCS B JKEITHIH 1IBET. 3aTeM, €CJIM Bl TIOBUHE-
T€ MBIIITb, 06BEKT HAYHET TIepeMeIaThCs BA0Ib BhIOpaHHOM ocu. Ha puc. 2.7 moka3aH
IpUMep THU3MO TiepeMertenusa. O6paTuTe BHUMAaHUE, YTO TU3MO MOSBIISIIOTCSA TOMBKO
Ha rmaHesu Scene.

Puc. 2.7. Tuamo nepemelleHuns

COBET

KomnoHeHT Transform ¥ MHCTPYMeEHTbI npeobpa3oBaHunA

B Unity npegycmoTpeHo aABa cnocoba ynpaBnsaTb Npeobpa3oBaHMeM 06bEKTOB. BaxHO
3HaTb, KOrAa MCMOMb30BaTb Kaabl U3 HUX. [1pn M3MeHeHnn npeobpa3oBaHUs 06bEK-
Ta Ha NaHenu Scene € NOMOLLbIO UHCTPYMEHTa Npeobpa3oBaHns Bbl TAKKe U3MEHseTe
3HaYeHUs MapameTpoB, NepeyncneHHbix Ha naHenu Inspector. Yacto 6biBaeT npoule
BHOCUTb M3MEHEHWS B Npeobpa3oBaHns 06beKTa ¢ noMoullblo naHenun Inspector: Tak
Bbl HEMOCPEACTBEHHO YKa3blBaeTe TpebyeMble 3HA4YEeHUs. B TO e BpeMs UHCTPYMEHTbI
npeob6pa3oBaHunsa 60siee NoNe3Hbl Al BHECEHWUS ONEPATUBHbBIX U HEOGO/bLUWX U3MEHE-
HUW. Ecny Bbl HayunTecb NpMMeEHSTb 06a cnocoba, Balla paboTa CTaHeT 3HaYUTENbHO
nerye.
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Bpawenue

Korza MEI BpaijaeM 06'beKT, OH He IlepeMelljaeTcs B IPOCTPaHCTBe. BMecTo aTOrO0 HM3Me-
HAETCA MOJIoXKeHre 0ObeKTa [0 OTHOLIEHHUIO K IPOCTPAHCTBRY. [Ipolie roBops, Bpalie-
HUe TT03BOJIIET IIePeolIpe/ie/IUTh HallpaBleHUA Ocell X, Y U 2 1T KOHKPETHOT'O 0OBeKTa.
Ha puc. 2.8 nokasaH npuMep BpallleHUA KBaZpaTa BOKPYT OCH Z.

Puc. 2.8. BpalleHne BOKpyr ocu z

COBET

OnpeaeneHre OCH BpalleHUA

Ecnu Bbl He 3HaeTe, BOKPYr KOTOPOM M3 OCEN HYXHO MOBEPHYTb O6BEKT, YTOObI MONY4YUTb
enaembln aOPEKT, Bbl MOXKETE UCMONb30BaTb MPOCTON MbICNIEHHbIN TPIOK. BboibepuTe ocb
W NpeacTaBbTe, YTO 06BbEKT 3aPUKCUPOBAH Ha MECTE C NOMOLLbBIO LWTUdTA, YCTaHOBIEHHO-
ro napannenbHo 3Ton ocu. OGBLEKT MOXKET BPaLLaTbCs TO/IbKO BOKPYr 3TOr0 cCamoro Wtnd-
Ta. Tenepb onpeaenunTte, KaKom UMEHHO LWTUGT NO3BOIUT OOBEKTY BpallaTbCs Tak, KaK Bam
HY>KHO. 3TO 1 ByAeT OCb, OTHOCUTENbHO KOTOPOM BaM HYXHO NOBEPHYTb OObEKT.

Tak ke, KaK U B ciiyyae ¢ uHcTpymeHToM Translate, Bbl MO)XeTe BbIOpaTh HHCTPYMEHT
Rotate (x1aBuina E), 4To6bI BOKPYT 06'beKTa MOSABWICS TU3MO BpallleHus. Takue rus-
MO TIPE/ICTABJISIIOT COB0M OKPY)KHOCTH BpalieHus 06beKTa BOKPYT oceil. [Ipu HaxKaTHUH
U yZep)KaHUU JI000H OKPYKHOCTH OHA OKPAILTMBAETCS B JKEMTHIH LIBET, U TIOCTIE 3TOTO
BBI CMOJKETE BpalljaTh 06bEKT OTHOCUTENBHO BhIOpaHHOM ocu. Ha puc. 2.9 mokasaHo,
KaK BBIIVIAZIUT TM3MO BpaIeHUA.
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Puc. 2.9. Tuamo nHctpymeHTa Rotate

Macwrabuposanue

MaciutabupoBaHye — 3TO YBeJUYEHIE WIM YMeHblIeHHe 060beKTa B 3D-pocTpaHCTBe.
Taxoe npeo6GpaszoBaHue BIIOJIHE IIOHATHO ¥ IIPOCTO B UCHONb30BaHuu. Macirrabupo-
BaHMe 00BEKTA OTHOCUTEIBHO JII060H OCH MPUBOAUT K U3MEHEHHUIO pa3Mepa 00beKTa
OTHOCHUTEJIBHO 3TO¥ ocu. Ha puc. 2.10 mokazaHO yMeHbIIIeHHe KBaipaTa OTHOCUTEb-
HO oceli x uy. Ha puc. 2.11 noka3aH ru3Mo MacIITa6pOBaHNA, KOTOPHIH MOABIIAETCH,
KoI7ia BbI BEIOMpaeTe nHCTpyMeHT Scaling (kiaBumia R).

—

Puc. 2.10. MacwrtabupoBaHue no ociM X Uy
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# Scene

Puc. 2.11. Tnamo macwtabupoBaHua

MoaBOAHDbIE KAMHH Npeobpa3zoBaHuM

Kak ymoMuHasoch paHee B 3TOM 4ace, B Ipe06pa3s0BaHUAX UCIIOIb3YETCs JIOKaIbHAsA
crcreMa KoopAnHart. TakuM 06pa3oM, BHECEHHbIE U3MEHEHNS MOTYT IIOBJIUATH Ha Oyzy-
mye npeobpasoBaHua. Hampumep, Ha puc. 2.12 Toka3zaHo, KaK OJHU U Te XKe Ipeobpa-
30BaHMUA, BHIIOJTHEHHbIE B 00PaTHOM IIOPsAAKE, AAIOT B UTOT'e PA3HbIM pe3ysibrart.

(\
—_— R

Puc. 2.12. BanaHue nocnegosate/ibHOCTU BbINOJHEHUS Npeobpa3oBaHnii Ha pesynstaT
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Kak BUZIHO U3 PUCYHKA, TpeHebpexeHue TPaBUIHHBIM MOPAAKOM Mpeobpa3oBaHUin
MOXKET IIPUBECTH K HEOXKUJAHHBIM ITOCIECTBUAM. K c4acThio, pe3y/nbTaThl Ipeobpaso-
BaHUM IIpeZickazyeMble, UX MOYKHO 3aIUIaHUPOBATh.

» Ilepemernenue. [lepemeleHne — 3TO ZOBOJIBHO MHEPTHOE IIPe0bpa3oBaHue.
To ecTb J1r00bIE TIOCTIEAYIONIE UBMEHEHUS, KAK [IPABUIIO, OT €0 PE3yJIbTaTa
He CTPaJaloT.

> BpameHue. BpauleHue n3MeHseT OPUEHTALINIO JIOKAJIBbHOMN CUCTeMBI. JIoOble
nepeMellleH)s, BBIIIOJTHEHHbIE T10C/Ie BpallleH!s, IPOUCXOAAT Y2Ke [0 HOBBIM
ocam. Ecii BB 3aX0TUTe, HAIpUMED, TOBEPHYTh 00beKT Ha 180 rpaZycoB BOKPYT
OCH Z, a 3aTeM [IePEMECTUTD er'o B II0JIOXKUTETHHOM HallpaBIeHUH y, TO OOBEKT
OyZeT JBUTAThCA BHU3, A HE BBEPX.

» MacmtabupoBanue. MacitabupoBaHue U3MEHsIET pa3Mep JIOKaIbHOM KOOp-
JUHATHOM CETKU. DTO 3HAYUT, YTO, MACIITaOUPys 0OBEKT, BBl HA CAMOM JieJie
VBeJIMUMBAETe €T0 JIOKAJIbHYIO CUCTEMY KOOPAMHAT. B pe3ynbTaTe 00HEKT yBe-
JMYUBaeTcs B pasMepe. DTO U3MeHeHUe MY/IbTUILIMKAaTHBHO. Hampumep, eciu
00beKTy 33/1aTh MacuTab 1 (ero ecTeCTBEHHBIN pa3Mep TI0 YMOJIYAHUIO), a 3aTEM
epeMeCTUTh Ha 5 eJUHUI] BAOJb OCH X, TO OOBEKT MeEPEMECTUTCS Ha 5 eZIMHUI]
BIIpaBo. Eciu ke 3aZ1aTh 00bEKTY MaciuTab 2, a 3aTeM IIepeMeCTUTh Ha 5 e[MHUI]
BJIOJIb OCU X, TO OH BU3yaJIbHO IlepeMecTUuTcA Ha 10 efHUII BIIpaBoO. JTO CBA3AHO
C TeM, 4TO JIOKaJIbHasA CUCTEMa KOOpAWHAT cTasia BABoe 6osbie, a 5 X 2 = 10.

U HaobopoT, ecnu 3a7aTh 06bekTy MacuTab 0,5, a 3aTeM IIepeMeCTUTh, OH BU3Y-
aybHO IepeMecTyTcesa Ha 2,5 equnuiiet (0,5 X 5 = 2,5).

Korza BeI IOfiMeTe 3TH IIpaBIUIa, BaM OyZeT Jierde BEIYUCIUTh, KaK UMEHHO 0ObEeKT
M3MEHHUTCA MOCIe Balux npeobpasoBanuii. DGdeKTh 3aBUCAT OT BEIOOpa apameTpa
Local wiu Global, 1 k HUM IpUAETCSA TPUBBIKHYTh, TOITOMY BaM CTOUT ITOIKCIIEPUMEH-
TUPOBATb.

COBET

Bce UHCTPYMEHTbl B OAHOM drakone

MocneaHWin MIHCTPYMEHT CLIEHbI Ha NMaHen MHCTPYMEHTOB HadbiBaeTcs Composite (knaBu-
waY). OH No3BonSeET OAHOBPEMEHHO NepemellaTtb, BpawaTtb U macluTabupoBaTb 3D-06beKT.

Pacnono)xenue ruamo

HacTpotiku pacnonoxeHus ru3Mo MOTYT II0Ka3aThCsl HOBOMY II0Ib30BaTeII0 HEIIOHAT-
HBIMU, €CJI¥ OH He 3HaeT, KaK OHU paboTaroT. PaKTH4eCKH OHU OIPeZENAIOT II0N0XKeHNe
¥ BRIpaBHUBaHMe r'u3Mo Ipeobpa3oBaHuil Ha maHesnu Scene. Ha puc. 2.13 mokasaHo,
KaK BBIDABHUBAHUE I'M3MO IlepeMelleHUA U3MeHAETC S B 3aBUCUMOCTH OT TOTO, BEIOpa-
JIY BBI JIOKQJIbHOE WM ITI06AJIBHOE IIPOCTPAHCTBO KOOPAMHAT.
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Kpowme Toro, Ha puc. 2.14 n1okasaHo, Kak U3MeHAeTCs paclooKeHue I'U3MO, eCIH Bb
BbIGpay cpasy HeCKOIbKO 06beKTOB. Eciin paboraeT HacTpoiika Pivot, rismo pacrnosna-
raeTcs 0 LIEHTPY [IepBOro BrIGpaHHOro 06bekTa. [Ipu HacTpolike Center ru3Mo pacro-
JaraeTcs v paboTaeT B 001IeM IIEHTPe BCEX BRIOPAHHBIX OOBEKTOB.

[Cea Pivot [ @ Local |
-=| i Scene

Puc. 2.13. PacnonoxeHue ru3mo npu Bbi6paHHbIX HacTporkax Local u Global

Puc. 2.14. PacnonoxeHune ruamo npu Bbi6paHHbix HacTporKkax Pivot n Center

B 11e710M, BaM citeiyeT BEIOMpaTh HacTpoiiku Pivot u Local, uTo6bI n36exaTh MyTaHULIbD
¥ 06GJIETYUTD CBOIO TIOBCEAHEBHYI0 paboTy B Unity.
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Mpeo6pa3zoBaHuA U BAOXXEHHbIEe 00beKTbI

B vace 1 BbI y3HaTH, KaK BIOXKUTb UTPOBBIE OOBEKTH OAWH B APYTOM Ha TTAaHETH
Hierarchy (myTem mepeTackuBaHUs OJHOTO 00beKTa Ha Apyroii). HamoMHIo, 94To mpu
3TOM OOBEKT BEPXHETO YPOBHS HAa3bIBAETCA POSUTENBCKUM, a JPYTOi — JOYEepHUM.
[Ipeo6pa3oBaHus, IPUMEHSIEMbIE K POAUTETBCKOMY OOBEKTY, Pab0OTat0T OOBIYHBIM
06pa3oM. O6BEKT MOXKHO IIepeMeIaTh, MacITabupoBaTh U BpalaTh. A BOT Y 04ep-
HUX 0OBEKTOB €CTh OCOOEHHOCTH. Y BIOXKEHHOTO ZIouepHero o6beKTa Mpeobpa3oBaHusl
IIPUMEHAIOTCA Y’Ke OTHOCUTEIBHO POJUTENTBCKOTO 00BEKTa, a He OTHOCUTENIBHO IJI0-
6aspHOTO TpocTpaHcTBa. TakuM 06pa3oM, MOToXKeHUe JoYepHero 06'beKTa OTCUMTHIBA-
eTcs He OT Havasla KOOPJAHUHAT, a OT POAUTETHCKOro 06beKTa. EC/ii poguTenbekuii 06b-
€KT BpalljaeTcs, J04epHUi OObEKT TaK JKe [epeMeltaercss BMecTe ¢ HuM. Ho mpu aTom
YHCJIOBBIE 3HAYEHWS YIVIOBOTO IIOJIOXKEHMS JO0Y€PHEr0 06beKTa He U3MEHSIOTCA. TO XKe
caMoe KacaeTcs ¥ MacuTabupoBanusi. [Ipu MaciITabupoBaHUN POAUTEIHCKOTO 0OBEK-
Ta J0YepHUI 0OBEKT TOXKE U3MeHseTcs B pa3Mepax. Ho umcioBoit Macitab jouepHero
006BeKTa OCTaeTcs IPEXHUM. Bac 3T0, HaBepHOe, IyTaeT. [IoMHUTe, 4TO IIpeobpa3oBa-
HUSA IPUMEHSIOTCA He K 00BEKTY, a K CHCTeMe KoopAuHaT o6bekTa. [[oBopaunBaet-

cs1 He 0OBEKT — [TOBOPAYMBAETCS €ro cucTeMa KoopzAnuHaT. Korza crictemMa KoopauHaT
ZlodepHero o0'beKTa MpUBsi3aHa K JIOKAJIbHOM CHCTeME KOOPAUHAT POAUTEIS, TI00bIe
V3MEHEHUsI B POJUTENBCKOM CHCTEME KOOPJVHAT HEMIOCPEACTBEHHO BIUAOT HA 0Yep-
HUI 06BEKT (TPU 3TOM B MapaMeTpax JouepHero 00 beKTa U3MEHEHHUH He BO3HUKAET).

Pe3iome

B aToM uace BbI y3HanU Bce 06 UPOBBIX 00bekTax B Unity. CHayasa Mbl U3y4YIIN Pa3JIu-
yua Mexzay 2D u 3D. 3ateM MBI IOrOBOPU/IN O CUCTEMAaX KOOPAUHAT U O TOM, KaK OHU
MaTeMaTHYeCKH OIMCHIBAIOT MUP. 3aTeM MbI Ha4aIu paboTaTh C UTPOBBIMU OOBEKTA-
MU, B TOM YHCJI€ C HEKOTOPBIMU M3 BCTPOEHHEIX B Unity 06beKTOB. B KOHIle MBI H3y4u-
JIU TPU THUTIA IPe06Pa30BaHUI UTPOBBIX 0OBEKTOB. BaM 06513aTeIbHO HY)KHO MOJKCIIEe-
PUMEHTHUPOBATH C TPeobpa30BaHUAMU, y3HATh O HEKOTOPBIX BO3MOKHBIX OTIACHOCTSIX

Y TIOCMOTPETh, KaK IIpeobpa3oBaHus BIUAIOT Ha BIOKEHHbIE OObEKTHL.

Bonpocbl U OTBEThI
Bonpoc: Ba)XHO nu noHumMaTb, B 4em pasHuua mexay 2D n 3D?
OtBeT: [la. [larKe NOMHOCTbIO TPEXMEPHbIE UTPbI 10 CHUX MOP Ha TEXHUYECKOM YPOBHE

3aAeNCTBYIOT HEKOTOPbIE MOHATUS, CBA3aHHbIe ¢ 2D.

Bonpoc: Hy)XHO M MHe CPOYHO Hay4YUTbCH UCMOJIb30BaTbh BCE BCTPOEHHbIE UTPOBbIe
00BbEeKTbI?
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OT1BeT: Heo6s3aTenbHO. X MHOTO, M, €CK NOoNbITaTbCsl OCBOMTbL BCE Cpasy, ronosa
nonaet KpyroM. He Toponutech 1 n3dyyanTe 0GbEKTbI MO MEPE TOro, KaK Mbl
OyneM o6CyXKaaTb UX 3L4echb.

Bonpoc: Kak nyyuwe Bcero no3HakoMUTbCs € Npeo6pa3oBaHnAMN?

OTBeT: TyT MOMOXET TOMIbKO NpaKTuKa. MNpoaonkanTe paboTatb C HUIMU U B KOHLLE
KOHLLOB Bbl MPUBbLIKHETE.

Cemunap

Yzaenute HEKOTOPOE BpeMs IPOPabOTKe MIPUBEJEHHBIX HIKE BOIIPOCOB, UTOOHI yOEAUTh-
s, YTO BBI XOPOILIO YCBOWIN MaTepuas.

KOHTpOABbHbIE BONPOCHI

1. Yro o3nauaet 6ykBa D B coxpamenusax 2D u 3D?
2. CKOJIbKO CyIIIeCTByeT IIpeobpa3oBaHuii?

3. BepHo WIN HET: B Ul‘llty HET BCTPOEHHBIX O6'I)€KTOB, U BaM IIpUAETCA Co3JaBaThb
CBOH.

4. TIpeamnonoKuM, y Bac ecTb 0OBEKT B o3uIuu ¢ KoopanHaram (0, 0, 0). Kakum
CTAHET TIOJIO}KEHUE TIPU NTepEMEIEHUH ero Ha 1 eAMHUILY 110 OCH X U JJaTbHEH-
meM oBopoTe Ha 90 rpaZycoB BOKPYT ocH z? UTO MPOU30HAET, eC/IU MBI CHavaIa
ITOBEPHEM €r0, a TOJIBKO TIOTOM ITeEPEMECTUM?

OTBeTbI

1. Dimenson — u3MepeHUe.
2. Tpu.
3. Hert. B Unity ecTb MHOXeCTBO BCTPOEHHBIX OO'BEKTOB.

4. B nmepBoM ciydae 00BeKT OKaxkeTcs B mo3uiuu (1, 0, 0). A eciii MBI cCHavaa
IIOBEpHEeM, a IIOTOM IIepeMeCTHUM ero, OH oKaxkeTcs B nosnoxkeruu (0, 1, 0).

Ecsn y Bac ocTasnch BOTIPOCH, BEDHUTECH K paszeny «[1oZiBoZHbIE KaMHU TTpeobpa-
30BaHUM».
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YnpaxxHnenue

[ToaKCIIepUMEHTHPYITE ¢ IPeo6pa3oBaHUAMU OOBEKTOB, HAXOAAIMNUXCSA B OTHOIIEHHAX
pozuTenb/pebeHOK. DTO IOMOXKET BaM JIy4llle IOHATh, KaK IMEHHO CHCTEMBI KOOPJU-

HAaT BIMSIOT Ha II0JI0JKeHHE 0OBEKTOB.

1.
2.

Co3galiTe HOBYIO CLIEHY WJIH ITPOEKT.

Jlo6aBbTe Ha ClieHy Ky0 1 TIOMECTUTE €ro B MO3UIINIO ¢ KoopauHaTamu (0, 2, —5).
Camoe BpeMsI BCIIOMHUTD O COKpAIllleHHOH 3alCcH KOOPANUHAT: J06aBIeHHBIH
BaMU Ky0 /J0/DKEeH UMETh MOJIOXKeHUe BZOJb OCH X, paBHOe 0, BAOJb OCH Y — paB-
HOeE 2, U BJIOJIb OCU Z — paBHOe —5. BBl MOXeTe JIerKO YCTAaHOBUTD 3TU 3HAYECHUA
B mmosie KomnoHeHTa Transform Ha maHenu Inspector.

. Jlobasrre Ha cueHy chepy. O6paTrTe BHUMaHNE Ha 3HAYEHUA X, Y U Z OTOU

coepsl.

. Caenaiite cdhepy BIOKEHHBIM 0OBEKTOM, TIEPEMECTHB €€ B Ky Ha MaHeIu

Hierarchy. O6paruTe BHUMaHue, KaK U3MEHWINCh 3HaueHUsA. [lonoxeHue cdepsl
Telepb OTCIUTHIBAETCSA OT Kyba.

. Ilomecrute chepy B mosuiuio ¢ koopauHatamu (0, 1, 0). O6parure BHUMaHUE,

YTO OHA HE IOAHMMAETCA BBEPX OT Havdasla KOOpZAWHAT, 4 BMECTO 3TOI'0O pacrioja-
raeTcd Haj Ky6OM

. [oakcriepuMeHTHPYITE ¢ pa3IMUHBIMU TIpeobpa3oBaHuaMu. He 3abyabTe mompo-

6oBaTh X U Ha Kybe, 1 Ha cdepe U IIOCMOTPUTE, KaK OHU II0-Pa3HOMY paboTaroT
ZUIsT POZIUTENIBCKOTO U IoYePHEro 00beKTa.
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Y10 Bbl Y3HAETe B 3TOM 4yace

» OCHOBHYO MHDOPMALMIO O MOAENSAX
» Kak mMnopTupoBaTh No/ib30BaTENbCKUE M FOTOBbIE MOAENH

» Kak pa6otaTb ¢ MaTepuanamu v Lwemngepamu

B aTOM 4dace BEI y3HaeTe Bce O MOZEJIAX U O TOM, KaK OHU UCIOb3yloTeA B Unity. Mel
HaYyHEM C paccMOTpeHUs QyHAaMeHTalIbHBIX IPUHIUIOB Meleili U 3D-060heKTOB. 3aTeM
BBI y3HaeTe, KaK MMIIOPTHPOBATh CBOM COOCTBEHHBIE MOZEIN WU UCIIOIb30BATh MOZe-
Ju U3 MarasuHa Asset Store. B KoHIle 9aca MBI U3y4UM paboTy ¢ MaTepUaJaMu U Iek-
Jepamu B Unity.

O6wan nHpopmauua 0 MOAECAAX

Buzeourps! 6e3 rpaguyecKix KOMIOHEHTOB BPsIZ, I HAa3bIBAIUCh ObI BUZEOUTPAMHU.

B 2D-urpax rpaduka mocTpoeHa 13 IIOCKUX U300paKeHHit, Ha3bIBaeMbIX CIIpaiiTaMu.
37echb 0CTATOYHO JIWIIb ITlepeMellaTh CIIPAUTHI IO OCAM X U Y U MoCIe0BaTelbHO IIPo-
KpPYy4MBaTh UX, U 3pUTENI0 OyZeT Ka3aThCs, YTO OH BUAUT UCTUHHOE JBIDKEHNE U aHU-
Manuo. B 3D-urpax Bce 4yTh cyioxkHee. [Ipy HATUYUU TPeTbel 0CH KOOPAUHAT OOBEKTHI
JIOJDKHEBI UMeTh 00'beM, YTOOBI 0OMaHYTh IVIa3 3pUTeA. B Urpax ucrosub3yercs 60Jb-
II0€ KOJIMYECTBO OOBEKTOB, IO3TOMY OHHU JIOJDKHEL, B UKCJIE TIPOYero, 6picTpo obpaba-
TBIBAThCA. DTO BO3MOXKHO 6J1aroziapst MCIIOIb30BaHUIO Melleil. Mell B caMOM IIPOCTOM
€ro BU/Ie MIPe/CTaBIsAeT co60i Habop B3aMMOCBSA3aHHBIX TPEYTONBHUKOB. OHU BBICTpaU-
BAIOTCA OJYH 3a APYTHUM B IIOJIOCH], 06pa3ys KaK IIPOCThIe, TaK U BeCbMa CIOXKHbIE 00'b-
€KTbl. DTH ITOJIOCH! CO3JAI0T TPEXMEPHOE OIpeZieIeHre MOZeNIN U O4eHb OBICTPO 0bpa-
GaThIBatOTCA. Bripodem, 3To He Baia 3a6ora: Unity o6pabaTeiBaeT Bee 3a Bac. [To3xke

B JaHHOM 4Yace MbI PACCMOTPHUM, KaK TPEYTOJbHUKU COCTABJIAIOT PA3IUYHbIE GOPMBI

Ha naHenu Scene B Unity.
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MPUMEYHAHUE

Mouemy UMEHHO TPEYroAbHUKHU?

Bbl MmoxkeTe cnpocuTb: noyeMy 3D-06bEKTbI LIeTMKOM COCTaBNSAOTCS U3 TPEYrOSIbHUKOB?
OTBET NPOCT: KOMMblOTEPbI 06pabaTbiBalOT rpaduUyecKme JaHHble Kak Habop ToYeK, Hadbl-
BaeMblX BEpLUMHAMKU. HYeM MeHblUle Y 0O0beKTa BePLIKH, TeM BbICTpee OH OTPUCOBbLIBAETCS.
TpeyronbHUKM MMEIOT jBa CBOWCTBA, AalOLLMe UM SiIBHOE NpenMyLLecTBo. Bo-nepBbix, ecnu
y Bac eCTb TPEYrofibHUK, BaM JOCTAaTOYHO 06aBWUTb BCEro OAHY BEPLUMHY, YTOObI caenaTb
elle oanH. TakuM 06pa3oM, 4YTobbl caenatb OAUH TPEYrofibHUK, BaM MOHaAo65TCcs Tpu Bep-
LUMHBI, ANa ABYX — BCEr0 YeTbipe, a AN TPeX HYXHO NATb BEPLWH. Brarogaps aTomy Tpe-
YroNbHUKK 04eHb 3 dEKTUBHBI. BTOpoe CBOMCTBO, roBopsillee B UX NOMAb3Y, 3aKnto4aeTcs
B TOM, YTO M3 MOOC TPEYroNbHUKOB MOXHO CMOAENMPOBaTh Nto60oin 3D-06beKT. HM ogHa
apyras ¢opma He AaeT TaKoro BbICOKOI0 YPOBHS TMOKOCTM U 3D DEKTUBHOCTH.

MPUMEYAHUE

Pa36bupaenmca ¢ TepMUHAMM: «<MOACAb» UAH «NMeLl»?

TepMWHbI MOAEb N MELL MOXOXM, N UX 3a4aCTyl0 MOXKHO MCMONb30BaTbh KAk CUHOHUMBI.
OaHaKo MeXxay HMMU CcylecTBYeT pasHuua. Mew coaepKuT BCe TOYKM U JIMHUKU, KOTOPbIE
onpeaensitot dopmy 3D-o06bekTa. Korga Bbl 06paltaetech K popme 3D-06beKTa nnm dop-
Me MOJenNu, Bbl Ha CaMOM Jiefie B3anmoaencTayeTe ¢ MeleM. MeLl TakxKe MOXHO Ha3BaTb
reorpaguen mogenu, unn reo. Moaenb, cneaoBatesibHO, ABNSEeTCH 06bEKTOM, B KOTOPbIM
BXOAWUT MelLL.

Mell B MOZENN HY}KEH 19 OnpeaeneHus ee pasmepos, HO, MOMUMO 3TOr0, MOJEb BKJIIO-
yaeT B cebs aHUMaLMIO, TEKCTYPbI, MaTepuarsl, LWenaepsl 1 apyrue mewn. Obliee npasu-
710 COCTOUT B CNEAYIOLLEM: €CIN PAaCCMaTPUBAEMbIN 3/IEMEHT HE COAEPMUT HUYEro, Kpome
MHGOPMALIMK O BEPLUMHAX, TO 3TO Mell. B NpoTUBHOM cilyyae — 3TO MOZESb.

MPUMEYHAHUE

A uyto Hacuert 2D?

B aToM 4Yace 6yneT npMBeAeHO MHOI0 MHdOpPMaLMK 0 Bu3yanusauum 3D-06beKToB. 370,
6€e3yCnoBHO, NONE3HO, HO KaK OblTb, €CMM Bbl XOTUTE AenaTb ToNbKO 2D-urpbl? Hago v Bam
TOorga TpaTUTb BPEMS Ha 3TOT YPOK (M BCe ocTanbHble, rae He rooputcs o 2D)? OTBeT —
KOHeYHo, aa! KaK yxe ynoMmHanocb B Yace 2, UCTUHHbIX 2D-urp 6onblue He CyLecTByeT.
CnpanTbl — 3TO BCErO NMLUb TEKCTYPbI, HaNnoXeHHble Ha Nnockue 3D-06beKThl. OcBeLle-
HUe npumeHseTcs K 2D-o6beKTaM. [axe Kamepsbl, ucnonbayemble ana 2D- n 3D-urp, oau-
HaKoBble. Bce NOHATUS, KOTOPbIE Mbl M3Y4UM 3[4€Chb, MOXHO NPUMEHSATb HENOCPEACTBEHHO
K Bawwnm 2D-urpam, Tak Kak Ha camom gene oHun 3D-urpbl. Korga Bbl no6osnblie nopa6o-
Taete ¢ Unity, Bbl nonmeTe, 4to rpaHb Mexay 2D 1 3D kpaiHe pa3mbiTal
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BcTpoeHHblie 3D-06beKTbl

B Unity ecTb HECKOJIPKO BCTPOEHHBIX OCHOBHBIX Melllel (MM MPUMHUTHBOB), C KOTO-
PBIMU BBl MOJKETe paboTaTh. DTO, KaK IPaBUIO, TPOCTbIe GOPMBI, UCTIOIb3yeEMbIE

ZUL TIOOOYHBIX 3a/,a4, WM 00beJuHAeMBIe /I CO3/JaHuUA Oojlee CIOXKHBIX OOBEKTOB.
Ha puc. 3.1 nokasaHsl IOCTYTIHBIE BCTPOEHHbIe Meln. (B mpeAbIAyIIX yacax Mbl yxKe

paborainu ¢ Kybom u chepoii.)

GameObject Component Project Window Help
Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N

- SDiobij;&ﬁ B Cube
2D Object > Sphere
Effects > Capsule
Light > Cylinder
Audio > Plane
Video > Quad
Ul 2 Ragdoll...
Camera

Terrain

Center On Children Tree
Make Parent Wind Zone
Clear Parent 3D Text
Apply Changes To Prefab
Break Prefab Instance
Set as first sibling Ctrl+=
Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected
Toggle Active State Alt+Shift+A

Puc. 3.1. BctpoeHHble meww B Unity

COBET

MopaenupoBaHHe ¢ HCNIOAL3OBaAHHEM NPOCTLIX MeLwen

Kak 6bITb, ecnv B Ballen Urpe HYXEH CII0XKHbI OOBEKT, HO Bbl HE MOXETE HAaNTW NOAXOAS-
Ltyto mozenb? C NoMOolLbio CO3/1aHUs BIOXKEHHbIX 06bEKTOB B Unity Bbl MOXETE NErKo aenatb
NpOCTble MOAENN, UCTOJIb3YS BCTPOEHHbIE MeLln. PasamecTute Mmeln psagomM Apyr ¢ Apyrom
TaK, 4TOObl OHM BbIMAAEM NPUMEPHO TaK, Kak BaM HYXHO. 3aTeM MpuUBSIKUTE BCE 06BbEK-
Tbl K OAHOMY LieHTpanbHOMy. Taknm o6pa3om, Npu nepemMelLeHnn poauTtens Bce ety yayT
nepemMeLlatbcs BMecTe ¢ HUM. 3TO, BO3MOXHO, HE CaMbli KpacuBbIM CNoco6 co3aaBaTh
WUrPOBble MOAENU, HO BCE KE OH KparHe noneseH v yaobeH ans npototTunupoBaHums!
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WmnopTupoBaHue moaene

BcTpoeHHbBIE MOZIEI — 3TO XOPOIIO, HO B GONBIIMHCTBE CIydaeB BallliM UTpaM OyayT
HYKHBI 60JTee CIOXKHbBIE Xy0KeCTBeHHbIe cpeficTBa. K cuacThio, B Unity Z0BOIBHO
JIETKO UMITIOPTUPOBATh B IPOEKT coOCTBeHHBIE 3D-Mozemu. /I 3TOro IOMeCTUTE
daiin, comeprkaiuii 3D-Mo/ienb, B ANKY Assets, 1 MOZieNib OyeT f06aBieHa B IPOEKT.
OTTyza BB CMOXeETe TIEPEMECTUTD €€ Ha CIleHy WK Ha naHenb Hierarchy u moctpo-
WUTh UTPOBOM 06BEKT BOKPYT Hee. Unity mojzepxuBaeT pacurupenus mozeneii .fbx,
.dae, .3ds, .dxf u .obj. [ToaToMy BBl MOXKeTe paboTaTh B 060 TporpaMme [jist
3D-MozenupoBaHus-.

MPAKTUKYM

BbinonHute cnegytoume AencTBuUs, YTO6bl UMNOPTUPOBATL NOb30BaTENbCKUN 3D-06bEKT
B npoekT Unity.

UmnopTt cobcTBeHHbIX 3D-Mmoaenen

1. CospanTe HOBbIM NPOEKT Unity nin HOBYIO CLIEHY.

2. Ha naHenu Project cosaavte HoBYIO Nanky ¢ HasBaHMeM Models B nanke Assets.
[ns 3TOro WeNKHUTE NpaBoM KHOMKOW MbllLK Mo nanke Assets 1 BbibepuTe KOMaHay
Create = Folder.

B npunaraemsbix K KHUre dannax Hanaute dann Torus.fbx B nanke Yac 3.

Ncrnonb3ys dannoBbin MeHeaKep Ballen onepaunoHHon cuctemMbl M pegaktop Unity
COBMECTHO, nepetalumte Gann Torus.fbx B nanky Models, co3gaHHyto Ha ware 2.

B Unity otkpowTe nanky Models, rae Bbl yBuante BHOBb nosiBUBLUMKCA dann Torus.
Ecnu Bbl caenanu Bce npaBuibHO, NaHenb Project 6yaeT BbIrNaaeTb Tak, KaK NoKa-
3aHo Ha puc. 3.2. (MpumeyaHue: ecnun Bbl UCNONb3yeTe 60siee paHHo Bepcuto Unity
WUIN N3MEHANN HAaCTPOMKM peaaKTopa, Y Bac No yMOYaHWUIO MOXKET 6bITb cO3aaHa
nanka Materials. Ecnn 3710 Tak, 6ecnokonTbcs He 0 YeM. bonee noapo6HO 0 maTe-
puanax Mbl MOrOBOPUM MO3XKe B 3TOM Yace.)

& Project | Bl Console

I Create 'I

v 7 7Favorites Assets » Models
@All Materials
©) All Models
@All Prefabs
QAII Scripts

v &5 Assets Torus

Puc. 3.2. Bug nanenu Project nocne fo6asnexuns mogenu Torus
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5. lNepetawuTte acceT Torus 13 nanku Models Ha naHenb Scene. O6paTnTe BHUMaHUE,
41O Yy 406ABNEHHOr0 Ha CLIEHY UrpoBOro o6bekTa Torus ecTb GUILTP MeLa U peH-
aep mewa. OHM NO3BOJIAIOT MOJENM NOSABUTLCS Ha IKPaHe.

6. B HacTtosiliee BpeMs TOp Ha Hallen cueHe o4eHb Man, No3Tomy Bbibepute acceT
Torus Ha naHenu Project n B3rnsaHute Ha naHenb Inspector. I3ameHnTe 3Hayve-

Hue scale ¢ 1 Ha 100 v HaxkmuTe KHOMKy Apply B HUXXHEW NpaBoW YacTy NaHenm
Inspector.

BHUMAHMWE!

AedonTHoe macwitabupoBaHue Mmewa

BonblWKWHCTBO NapaMeTpoB, Kacatlowuxca Melen, Ha naHenu Inspector otHocutcsa K 6onee
NPOABUHYTLIM, U HAM NOKa PaHO roBOpPUTb O HUX. Celvac Hac nHTepecyeT napameTp Scale.
B nporpammax ana pa6otbl ¢ 3D-MoAensiMu MCNosb3yoTcs 06LWME eUHULbI, HO B KaXK-
[I0M NMporpaMme MOXKeT 6biTb CBOM MacwTab. Mo ymonyaHuio Unity o6pabaTbiBaeT 06LLyt0
e[VHULY KaK 0MH MeTp; Apyroe nporpaMMHoe obecnedveHune, Hanpumep Blender, moxkeT
obpabatbiBaTb ee Kak caHTMMeTp. O6bI4HO, KOrAa Bbl UMNOPTUPYeTe Moaenb, Unity nocta-
paetcs yragatb MacwTab B 3aBUCMMOCTKM OT Tuna danna. MHoraa, ogHaKko (Kak B JaHHOM
cnyyae), 3T0 He paboTaeT, HO Bbl MOXETe HAaCTPOUTb MaclTab ¢ NOMOLLbIO MaclTabHOro
KoadduumeHTa. M3MeHas 3HavyeHMe MaclTabHoro KoadpouuneHta ot 1 go 100, Bbl TEM
caMbIM MHCTPYKTMpPYyeTe Unity nmnopTtuposatb Mogens B 100 pa3 6onblue, npeobpasys
CaHTUMETPbI Moaenn B MeTphbl Unity.

Moaenu u Asset Store

CoBepliieHHO He 00513aTeNbHO OBITh SKCIIEPTOM B MOZAETUPOBAHUHU, UTOOHI Ie/IaTh UTPhI
B Unity. MarasuH Asset Store — 3To IpocToi 1 3pPpeKTUBHBIN cr1oco6 HAWTU TOTOBbIE
MO/IeJIV ¥ UMIIOPTHPOBATh UX B CBOU IIPOEKTHI. Mozenu B Asset Store MOryT ObITh Oec-
IUIATHBIE WIK IUIATHBIE, MOTYT ITOCTABJIATHCSA 10 OZJHOM WM B KOJUIEKIIUHN aHAJIOTMYHBIX
Moziesieil. HeKoTopble Moie UMEIOT COOCTBEHHEBIE TEKCTYPBL, B IPYTHUX COAEPKATCS
TOJIBKO JJaHHbIE MelIei.

MPAKTUKYM

3arpy3ka moaeneu us Asset Store
[JaBainte NoCMOTPUM, KaK HauTu 1 3arpy3uTb Modenu n3 Asset Store B Unity. BoinonHute
crneayloume encTBus, 4Tobbl 3arpy3nTb Mogenb noa HadsaHueM Robot Kyle 1 nmnoptupo-
BaTb €€ Ha Bally CLiEHY.
1. CospaiTte HOBYIO cLEeHY (Bbi6paB KomaHay MeHto File = New Scene). Ha naHenu
Project BeeanTe TekcT Robot Kyle t: Model B ctpoky noucka (puc. 3.3).
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©Project [ CliCansole

Create 7|

[ERebot Kyle t:Model

D |as|

¥ |/ Favorites

¥ & Assets
(& Models
& Scenes

| search: Assets  'Models' |@YEESSCIEHEVEED|
¥ Free Assets

S Total

it

i
L

RobotKyle  RobotKyle  RobotKyle  RobotKyle  RobotKyle

¥ Paid Assets

41 Total

—C

Puc. 3.3. lNonck acceta mogenu

B pa3nene Search filter HaxxmuTe KHONKy Asset Store (puc. 3.3). Ecnv KHoMNKa
He BWAHa, BaM, BO3MOXHO, MOTPeGYeTCH M3MEHWUTb pa3Mep OKHa peaakTopa uim
naHenu Project. Y Bac 0643aTe/ibHO JOMKHO ObiTb NOAKIIOYEHNE K MHTEpHETY.

Hangute mogenb Robot Kyle, pasmelleHHyto komnaxven Unity Technologies. Bel
MOMEeTe YBUAETb HAa3BaHNE OMyOGMKOBABLUEN aCCET KOMMAaHUM, LENKHYB MO HEMY
MbILLbIO U MOCMOTPEB Ha naHesnb Inspector (puc. 3.4).

© Inspector | Al
'? Asset Store: Robot Kyle.fbx %,
Type GameObject
¥ Part of package
Name Space Robot Kyle
Version 1.0
Price free
Rating -
Size 1041 MB
Asset count 7
Web page http://u3d.as/3t7
Publisher Unity Technologies

Import package

Open Asset Store

Puc. 3.4. Naxenb Inspector ¢ nHdopmaumen o gaHHOM acceTe
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4. Ha naHenu Inspector Haxxmute KHonKy Import Package. [ocne atoro Bam MOXeT
OblTb NPEANOXKEHO BBECTU laHHble Ballen y4eTHoM 3anucu Unity. B cnydae, ecnu
y Bac BO3HWKHYT Npo6ieMbl Ha JaHHOM 3Tane, B dannax NpuMMePoB K 3TOMy Yacy Bbl
HavaeTe HYXKHbIW. [BaXkabl LWWENKHWUTE NO HeMy, YTOObl UMNOPTUPOBATb.

5. Korpga otkpoeTtcs gnanorosoe okHo Importing Package, octaBbTe BCce diaXkku
YCTAHOBMIEHHBIMW W HaXKMUTE KHOMKY Import.

6. Hamaute mopenb po6oTa B nanke Assets\Robot Kyle\Model n nepetaluTe ee
Ha naHenb Scene. OGpaTUTe BHUMaAHWE, YTO MOAENb Ha CLiEHEe GYAET BbIMNSAETb
[I0BOJIbHO ManeHbKOM, U BaM, BO3MOXHO, MOTPEBYETCA M3BMEHUTL MacLITat, YTOGbI
pPaccMOTPETH ee.

TekcTypbl, lWWerAepbl U MaTepUuanbl

[IpuMeHeHMe rpadUIECKUX acceToB K 3D-MOJeNIAM MOXKET IPEACTABIIATD CJIOKHOCTh
ZU1s1 HOBUYKOB, KOTOPbIE COBCEM He 3HaKOMBI € 3TUM IpolieccoM. B Unity ucnonbayeT-
¢ IIpocTasd U MOHATHAsA I0C/IeZ0BaTeIbHOCTD Ollepaluii, KoTopas JaeT BaM Maccy BO3-
MOXKHOCTe BbIOpaTh, KaK OyZeT BHIIVISAETh KOHEUHBIN pe3ynbTat. [padudeckue acce-
THI [TOIPA3/EIAIOTCA Ha TEKCTYPHI, LIeiAephl M MaTepyuaslbl. MBI paCCMOTPUM KaXKZBIH
THUII OTAEIBHO B COOTBETCTBYIOUINX paszesax, a Ha puc. 3.5 I0Ka3aHo, KaK OHU couyeTa-
I0TCA IPYT ¢ ApyroM. O6paTnTe BHUMAaHNe, YTO TEKCTYPHI He IIPUMeHAeTC HeIlocpes-
CTBEHHO K MOZIe/IIM. BMeCTO 3TOro TeKCTypHI U IIeli/iepbl IPUMEHAIOTCA K MaTepralaM.
A BOT MaTepHasbl, B CBOIO 04Yepe/ib, IPUMEHSAIOTCA K MOJEIAM. DTO ITO3BOJISIET OBICTPO
Y aKKypaTHO U3MEHATh BHEITHU BUZ MOZeNU 6e3 0COOBIX TPYAHOCTEH.

TekcTypa
mopenu
Matepunan 3 Mogenb
mogenu
Lengep
mogenu

Puc. 3.5. KomnoHoBKa Mogenu 13 rpaduyecKknx acceToB
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TexkcTypbl

TeKCTypbl — 3TO IUTOCKHE U300paKeHus1, KOTOphle HaK/apIiBaoTcsa Ha 3D-06bek-

Tbl. OHU MPUJAIOT MOZAETSIM KPACOYHOCTh M HEOOBIYHOCTD, BHICTYIIAsA IIPOTUB MYCTO-
THI ¥ CKYYHOCTH. [TOoHaYaIy MOXKET TI0Ka3aThCs CTPAHHBIM, 4TO 2D-U306paskeHre MOXK-
HO HayMoXuTh Ha 3D-Mozesnb. Ho, Kak TOJIBKO BBl ITOMMeTe, YTO K YeMy, BCe OKaXKeTCs
ZIOBOJIBHO TIPOCTO. [IpefcTaBbTe HA CEKYHAY OaHKy ¢ KOHcepBaMu. EC/i BBl OTOpBETE
STUKETKY OT 6aHKU, BBl YBUAKTE, YTO 3TO BCETO JIUIIIb IUIOCKU KyCOK OyMaru. DTUKET-
Ka UTpaeT PoJib TEKCTYPHI: 06epHyTast BOKPYT TpeXMepHOI 6aHKU, OHa o6ecrieunBaeT
eii 6osee MPUATHBIM BHENUTHUH BU/.

Jlo6aBUTDb TEKCTYpPHI B TpoeKT Unity Tak e JIerKo, KaK u Jitoboii ApyToii acceT. CHavana
co37laifTe MamKy /Ui XpaHeH!s Ballux TeKeTyp (uMsa Textures OTIMYHO HozokzeT!). 3ateM
MepeTAaNIUTE B 3TY MAIKy BCE TEKCTYPhI, KOTOPBIE HY>KHBI B BallleM MTpoeKTe. BoT u Bce!

MPUMEHAHUE

3710 BCEero AMUb pa3BeprTka!

[0BONbHO NErKo NPeACcTaBuUTb, Kak TEKCTYpa 060payinBaeTcs BOKPYr 6aHKM, HO KaK GbiTb

c 6onee CNoXHbIMKM 06beKTaMu? Npy co3aHMM CNOXKHOWM MOENN 06blYHO FreHepUpyeTcs
HeYyTo Noj Ha3BaHWEM «pa3BepTKa». PazBepTka — 3TO YTO-TO BPOAE KapTbl, KOTOpas NoKa-
3blBaET, KaK MMEHHO NJI0CKas TEKCTypa 060paynBaeTca BOKPYr Moaenu. Ecnu Bbl 3arnsHe-
Te B nanky Textures B nanke Robot Kyle, 0 KOTOPOW Mbl FOBOPW/IM paHee, Bbl HAanAeTe Tam
TeKcTypy Robot_Color. OHa BbIFSANUT CTPAHHO, HO 3TO HE YTO MHOE, KaK pa3BepHyTas TeK-
cTypa ana mogenu. NeHepauus pa3BepToK, co3aaHne MoJeNnein n TEKCTYp — 3TO OTAeNbHas
$popMa UCKycCTBa, O KOTOPOKN Mbl HE ByleM rOBOPUTb 3[1eCb NoApPo6HO. MNMpumepHoro npea-
CTaB/IEHUS O TOM, KaK 3TO paboTaeT, AO/MKHO XBaTUTb BaM 4151 U3YHEHUS KHUTU.

BHUMAHWE!

CTpaHHble TeKCTYpbl

[Mo3e B 3TOM Yace Mbl Hay4MMCS HaKnaablBaTb TEKCTYpPbl Ha MoAenu. Bbl moxeTe 3ame-
TUTb, 4YTO TEKCTYPbI Cnerka AedopMUpyoTCs MM NMOBOPAYMBAIOTCA HE B TOM HanpaBieHUu.
3HanTe, 4To 37O He owmnbKa. Nogo6HOe NPOMCXOANT, Korga Bbl 6epeTe 6a30BYy0 NPSIMO-
yronbHyto 2D-TeKCTypy U HaKknaabiBaeTe ee Ha moaenb. Moaenb He UMeeT NpeAcTaBNeHUs

0 TOM, KaK «HafeTb» 3Ty TEKCTYPY NPaBWUIbHO, MO3TOMY OHA HaK/IablBAET € «KakK Nosy4uT-
csi». YT06bI n36exaTb aTOM NPOo6EMbI, UCMONb3YNTE TEKCTYPbI, CNeumanbHO npeaHa3HadyeH-
Hble (TO eCTb MPaBW/IbHO pa3BepHyTble) AN MOAENN, KOTOPYIO Bbl UCNOMb3YeETe.

Lenpepbl

TexcTypa Mozienu onpeziesseT, YTO HApUCOBAHO Ha ee TIOBEPXHOCTH, a Ieliziep — To,
Kax 3To pucyeTcs. /laBaiiTe IpeACTaBUM IIPOLECC TAKUM 06pa3oM: MaTepral — HHTep-
detic Mmexxay BamMu U 1eiiiepoM. MaTepuas TOBOPUT BaM, UTO HY)KHO IIeliiepy, YTOObI
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OTPHUCOBATh OOBEKT, U BBl IPEJOCTABIAETE €My TU 3JIEMEHTHI, YTOOHI BCE BHIVIAZE-

JIO TakK, Kak Bbl XoTHTe. Ceifyac 3T0, BO3MOXKHO, 3ByUUT GECCMBICTIEHHO, HO IIO3KE,
Korza Bel OyZieTe co3laBaTh MaTepHaslbl, Bbl HAYHeTe IOHUMATh, KaK OHU PaboTatoT.
MBsI 60s1ee TIOAPOGHO ITOTOBOPHM O ILieliepax I03)Ke B 9TOM Yace, IOTOMY 4YTO Y Bac

He IIOJTy9IUTCS UCIIOB30BaTh Liekepsl 6e3 Marepuaia. Ha camoMm zeste GosibInast 4acThb
CBeZIeHUH, KOTOPbIe HY)KHO 3HaTh O MaTepuajax, — 3TO CKopee HHpOpMaLus o mmekize-
pax MaTepHaJIOB.

COBET

MbICAEHHbIMH IKCNepuMeHT

Ecnu Bbl He COBCEM XOpPOLLO NOHMMAaETe, KaKk paboTaeT Wwenaep, NpeacTaBbTe cieaylollee:
BOT y Bac eCTb KYCOK AepeBa. Puanyeckas popma agepeBa — 3T0 ero MeLl; UBET, TEKCTY-
pa v BUAMMbIE 3/IEMEHTbI — 3TO TEKCTYpa. Tenepb BO3bMUTE 3TOT KYCOK AepeBa U HaMOouu-
Te ero. Mell He nameHuncs. Kycok no-npexHemy ceflaH U3 Toro e BeLLecTBa (1epeBo).
Ho B TO }Xe BpeMmsi OH BbIrNA4UT NO-APYroMy — OH CTa/l HEMHOMO TeMHee U 6onee 61ecTs-
WK1M. B aTOM nprMepe Mbl paccMOTpENH ABa «eiaepar: cyxas ApeBecvHa 1 cbipas apese-
CHHa. B «wengepe» cbipov ApeBECUHbI 4OBABNEHO YTO-TO TAaKOE, YTO U3SMEHUIO BHELIHWM
BUA MOAENN, XOTA U caMa MOAENb, U TEKCTypa OCTaIUCb NMPEXHUMMU.

Marepuanbi

Kak ynmomMuHanoch paHee, MaTepPUaIBl — 3TO, B OOIEM-TO, KOHTEHHEDEI I IIekize-
POB U TEKCTYP, KOTOPBIE MOTYT OBITh IPUMEHEHBI K MOZIe/IsIM. BoJibiiias yacTb HaCTPoO-
€K MaTepHajoB 3aBUCHUT OT TOTO, KaKoii BRIOpaH Ileiiziep, 0fHAKO y BCeX lleiZiepoB ecTh
HEKOTOpbIe 001Ire GYHKIMOHAIbHBIE BO3MOXKHOCTH.

YT0oOBI U3rOTOBUTH HOBBIM MaTepras, HAauHUTeE C co3aHus rnanku Materials. 3arem
IIeIKHUTE TI0 Hell IPaBOi KHOIIKOM MBIIIH U BEIOepUTe KoMaHAy MeHIo Create =
Material. IIpucBoiiTe BaleMy MaTepualy ONUCATEIbHOE UM — U JIEJIO CIEIaHo!

Ha puc. 3.6 mpezcTaBieHbl Ba MaTepHraja C pa3IMdYHbIMU TapaMeTpaMHu LIei1epoB.
O6bpaTuTe BHUMaHUe, YTO B 000UX CIy4asx UCIOIb3yeTCs OAUH U TOT XKe Ieizep
Standard. ¥ oboux matepuaioB 6a30Boe anbbezo umeet 6esblil nBeT (mogpobHee
06 anbpbes0 MbI IOTOBOPUM TI03)Ke), a BOT HAaCTPOHKHU mapaMerpa Smoothness —
pasnuunbie. Matepuasn ¢ HasBanueM Flat umeeT HU3KOe 3HaYeHME MapaMeTpa
Smoothness, M03TOMy €ro ocBellleHNe BBITISAAUT paBHOMEPHO, TaK YTO CBET OTpa-
’KaeTcss BO MHOYKECTBe HalpaBieHuil. MaTepuas ¢ HazBaHneM Shiny umeet 6osee
BBICOKOE 3HaueHUe mapameTpa Smoothness, uTo co3gaer 6osee cHoKycHpoBaHHOE
oTpakeHue cBeTa. Y 060MX MaTepHUasoB eCTh 061aCTh TPeABapUTETHHOTO TPOCMO-
Tpa, rZie BBl MOJKETe YBUIETh, KaK 9TOT MaTepHuaJs OyAeT BHIIJIAAETh HEMOCPeACTBEH-
HO Ha MOJEJIH.
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AssetBundle None

AssetBundle

Puc. 3.6. [Jaa maTepuana ¢ pa3nn4HbIMW HAaCTPOMKaMK Lienaepa

U cHoBa o Wwenaepax

Teneps, Korza Mbl IO3HAKOMUJIKCD C TEKCTYpaMU, MOZI€/IAMU U IIeliZiepaMy, HacTajlo

Lenpepbl
© Inspector | .= © Inspector | a4 =
Flat S|4 shiny @ = 4
Shader [ Standard 3 Shader [ Standard v
Rendering Mode [ opaque 1] Rendering Mode [ opaque -0
Main Maps Main Maps
 oAlbedo 12  oAlbedo 12
 oMetallic Oo—0 | . oMetallic Oo—[0 |
Smoothness = 0.1 | Smoothness == [0.7 |
Source [ Metallic Alpha ;) Source [ Metallic Alpha )|
~ oNormal Map ~ oNormal Map
G Height Map Il Height Map
" o 0cclusion  o0cclusion
o Detail Mask ~ oDetail Mask
Emission ) Emission O
Tiling X1 al | Tiling X|1 1 Y|1
Offset X0 0 | Offset X0 |Y 0

BpeMsI y3HaTh, Kak Bce 3To pabotaeT BMecTe. B Unity ecTh OUeHb MOIIHBIM BCTPOEHHBIN

metizep Standard, KOTOpBIH GyZeT UCIOIb30BAThCSA B OTOM KHUTE.

B Tabnuue 3.1 omucaHbl 00IIKe TapaMeTpsI IelizepoB. [IOMUMO MepevYrCcIeHHbIX,

CyILIECTBYET MHOT'O APYT'UX ITapaMeTPOB Luel?mepa Standard, HO MBI B 3TOM KHHUTe cocpe-

A0TOYHUMCA Ha pa60Te C TEMU, KOTOPbIE ITPUBEJEHEBI B Ta6m/1ue.
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TABA. 3.1. O6wuKe napameTpsbl Wengepa

MapameTp

OnucaHue

Albedo

MapameTp Albedo onpegensiet 6a30Bbiv LBET 06beKTa. bnarogaps
BcTpoeHHou B Unity cucteme PBR (Physically Based Rendering —
GU3NYECKU KOPPEKTHbBIV PEHOEPUHT) 3TOT LiBET B3aUMOAENCTBYET
CO CBETOM TaK Xe, KaK 1 peasibHbli 06bEKT. Hanpumep, xen-

Tbi anb6efo 6yaeT BbIraAeTb XKeNTbiM Npu 6€10M 0CBELEHUH,

HO 3efIeEHbIM — MPU CUMHEM OCBelleHNN. 3aecb 6bI/10 6bl MONE3HO
MCNO/b30BaThb TEKCTYPY, KOTOPas COAEPKUT LIBETOBYIO MHGOpMa-
LIMIO O Ballen moaenu

Metallic

JT0T NnapameTp onpeaenser 6yKBanbHO TO, YTO CeayeT U3 Ha3Ba-
HWS: HACKOIbKO METaNIMYECKM BbIMSANT maTtepuan. MapameTp MoxKeT
NPUHUMATb Ha BXOZ TEKCTYPY, MCMONb3YS €€ KaK «KapTy» MeTaninye-
CKMX CBOWMCTB pa3HbIx YacTer Moaenu. [1ns nonydyeHms peannctuyHom
KapTWHKM YCTaHOBWTE 3TOT NapamMeTp paBHbiM O nam 1

Smoothness

MapameTp Smoothness ocHoBHOM B PBR, NOCKONbLKY OH BK/IOYaEeT
B cebs pasnnyHble MUKpoaedEKTbl, MeNIK1e AeTanun, METKU 1 BO3-
pacT, KOTOPbIN onpeaensieT CTeneHb rMaaKoCcTv (MW LWepoxoBa-
TOCTH) NOBEPXHOCTU. B pe3ynbTaTte nosy4eHHas mogenb BblraauTt
6onee N1 meHee 6necTawen. IToT NapaMeTp UCNONb3YET Ty Ke
KapTy TEKCTYpbl, KaK 1 Metallic. Jns nonydyeHua peanuctuyHomn
KapTUHKK YCTaHOBWUTE 3TOT NapamMeTp paBHbiM O nan 1

Normal map

MapameTp Normal Map — 3710 KapTa HopMasnen, Kotopas éyaet
npuMeHeHa K Mogenu. Kapta HopManei MOXeT UCNOob30BaThCs
Ans co3gaHua penbeda unm 6yropkos. AToT napameTp noneseH
npu pacyeTe oCBeLLeHHUs, 4TOObl 6onee AeTanbHO NpopaboTaTtb
MoAaenb

Tiling

Csowcteo Tiling onpeaenser, Kak 4acTo TEKCTypa NnoBTopsieTcs
Ha mogenu. OHa MOXKET MOBTOPSATLCS MO OCAM X U y. (HanomHio, 4To
TEKCTYpbl MJI0CKKE, NO3TOMY OCb Z B JaHHOM C/ly4ae OTCYTCTBYET)

Offset

CsoncTtBo Offset onpeaensaet, ¢ KAKOro NOMOXKEHNS X U Y TEKCTYpPbI
Ha4YMHaEeT NPUMEHSATbCS Wenaep

MOoKeT MOKa3aThCs, YTO TaKOH 00beM HHPOpPMALIUU OyZieT TPYAHOBATO MIEPEBAPUTH,

HO KaK TOJIBKO BbI 9YThb JIYy4Ill€ IIO3HAKOMHUTECH C OCHOBaAMU TEKCTYD, LHefI,Z[epOB 1 Mare-

pHuasoB, Bbl YBUAWTE, UYTO 3HaYeHHe MapaMeTpa Smoothness Bamero matepuasa cTa-

HeT IpubmmKaTeca K 1.
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B pezgakTope Unity ecTh HECKOJIBKO IPYTUX LIEH1€POB, KOTOPBIE MBI B 3TOM KHUTE
He paccmarpuBaeM. [leiizep Standard BecbMa ruboK, U €ro JOKHO OBITh JOCTATOYHO
ZUL YIOBIETBOPEHNA OOJIBIIMHCTBA BAlllIX OCHOBHBIX TOTPEOHOCTEH.

MPAKTUKYM

MpumeHeHNne K MOAEAAM TEKCTYP, LieHAEePOB U MaTepUuanoBs

BbinonHuTe NpeanoxeHHoe 3ajaHue, YTo6bl 0606LMTb CBOM 3HAHWUS O TEKCTypaXx, Lenae-
pax u Mmatepuanax U cosfaTb NPUCTOMHYIO KUPMUYHYIO CTEHY.

1. CospavTte HOBbIM MPOEKT UK HOBYIO cLeHy. OBpaTtuTe BHUMaHKE, YTO NPU CO34aHUu
HOBOIO NPOEKTa PeAaKTOpP 3aKPbIBAETCA U NOBTOPHO OTKPbIBAETCS.

Cospnante nanku Textures n Materials.

3. Hawnpaute dawnn Brick_Texture.png cpean pannos NpUMMepOB v NepeTaLLmTe ero
B nanky Textures, co3gaHHylo Bamu Ha ware 2.

4. [lo6aBbTe Ha CLEeHY Ky6. PasamecTute ero B no3uumm ¢ koopamHatamu (O, 1, —5).
3afjanTte 3HaveHua maclwtabupoBaHus (5, 2, 1). Ha puc. 3.7 noka3aHbl CBOMCTBA

Ky6a.
© Inspector | a
" ¥ Cube | [ static ¥
Tag | L d +] Layer [ Default :)
¥ .~ Transform @ = =
Position X0 1Y |1 Z|-5
Rotation X0 Y0 Z|0
Scale X5 Y |2 Z\1

Puc. 3.7. CBoncTBa Kyba

5. Co3spavite HOBbIM MaTepuan (415 3TOro LWeENKHUTE NPaBOM KHOMKOW MbILWK MO Nanke
Materials v BbiGepuTe nyHKT Create — Material)  npucsorite emy ums BrickWall.

6. OcTtaBbTe BbiGpaHHbIM Liernaep Standard, a B none Main Maps HaxXMWUTe Ha Kpyro-
BOW CeJIEKTOP Kpyra (MasleHbKUI KPYXKOK) cneBa oT cnoBa Albedo. Buibepute nyHKT
Brick_Texture 13 cnucka.

7. HaxmuTe 1 nepeTalimte CoO3AaHHbIi MaTepUan KUPMUYHOW CTEHbI U3 MaHENU
Project Ha Ky6 Ha naHenu Scene.

8. O6paTtnTe BHUMaHMUeE, YTO TEKCTypa C/IULLKOM CUIbHO PacTarMBaeTcs Mo CTEHE.
Bbi6epuTe maTtepuan, a 3atem npuceovite napametpy Tiling ocu x 3HavyeHune 3.
Y6eautech, 4TO Bbl AenaeTe 310 B pasaene Main Maps (OCHOBHbIe KapTbl),

a He Secondary Maps ([lononHuTenbHble KapThl). Tenepb CTEHa BbIMAAUT HAMHO-
ro nyywe. Ntak, Ha Ballen CLeHe NoSBUIacChb TEKCTYPUPOBaHHAsA KMPNUYHas cTeHa.
Ha puc. 3.8 nokasaH KOHEYHbIN pe3ynbTar.
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® Inspector |
Brickwall o
Shader [ Standard

[ Opaque

Rendering Mode

Main Maps

[ o Albedo 12
o Metallic O——— 0

Smoothness s m— [TI
Source [ Metallic Alpha m

~ oNormal Map

[ o Height Map

@ 0cclusion

 oDetail Mask

Emission O

Tiling X[3 INGES |
Offset X0 Y0 |

Secondary Maps
~ oDetail Albedo x

Assets » Materials

QBI'ickWall.mat e— AssetBundle None

Puc. 3.8. BOT 4TO AOMIKHO NONYYUTLCS NOCE BbINOIHEHUS NPaKTUKyMa

Pe3iome

B sToM yace BBI y3HaU Bee 0 MoZiesax B Unity. CHavyasa Bbl IOTY4IWIN NTpe/icTaBIeHre

0 TOM, Kak Mozieny GOpMHUPYIOTCA U3 Habopa BepIliiH, Ha3bIBAeMOTro MellleM. 3aTeM BB
Y3HAJIM, KaK UCII0JIb30BaTh BCTPOEHHbIE MOZEIH, IMIIOPTUPOBATH COOCTBEHHEIE, a TAKKE
3arpy)xaTh MOJEM U3 Mara3uHa Asset Store. 3aTeM Mbl U3yIWIU TIPOLIECC PAOOTHI C MOZIE-
JIIMH B pezakTope Unity. MBI IT0O9KCIIEPUMEHTHPOBANH C TEKCTYpaMy, LileliziepaMy 1 MaTe-
puasaMu. 3aBepIlmICca 3TOT Yac CO3JaHNeM TeKCTyPHUPOBAaHHON KUPIIMYHOH CTEHBI.
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Bonpocbl U oTBeThbI

Bonpoc: Mory 11 1 co3aaBaTb Urpbl, €CJ/In HE yMeEro pucoBaTtb?

OTBeT: Pasymeetcs. bnarogaps Hanuuuio 6ecnnatHbIX pecypcoB B MHTepHeTe 1 Mara-
3unHe Unity Asset Store Bbl MOXXeTe HaWTU pas/inyHble XYAOXKECTBEHHbIE acce-
Tbl U UCMOJIb30BATb WX B BalLMX UTPax.

Bonpoc: Hy)XHO nu MHe 3HaTb, KaK UCMNOoNb30BaTb BCE BCTPOEHHbIE Wenaepbi?

OTBeT: Heoba3atenbHo. MHorue wenaepbl KpaHe cneundryHbl U MPUMEHSIOTCS
penko. Haunute ¢ wenaepa Standard, 0 KOTOPOM Mbl FOBOPWM B 3TOM YPOKE,
nocsie 4ero Bbl BCerga MoxeTe y3HaTb 60/bllUe 0 APYruX, eCNu Toro noTpedyet
Balll UTPOBOW MPOEKT.

Bonpoc: B marasuHe Unity Asset Store nnaTtHble Xy40XKeCcTBEHHbIe acceTbl — 3Ha-
YUT K 3TO, YTO A MOTy NpoAaBaTb CBOU XYA0XKECTBEHHbIE acceTbl?

OTBeT: [la, MeHHO Tak. MarasuH Asset Store He orpaHMYMBaeTCs UMELWUMAUCS
B HEM XyOXeCTBEHHbIMW acceTamu. ECnun Bbl coO3aa4MTe acceTbl BbICOKOIO
KayecTBa, Bbl, pa3yMeeTcs, CMOXeTe NpoAaBaTb WX B MarasuHe.

Cemuuap

YaenuTe HEKOTOPOE BpeMsi MPopaboTKe MPUBEJEHHBIX HIUYKE BOIIPOCOB, YTOOBI YOEAUTD-
51, 9TO BBI XOPOIIIO YCBOWIN MaTepPHUAIL.

KOHTpOAbHBbIE BONPOCDHI

1. BepHo w1y HeT: 6yarofapsi CBOeH MpoCTOTe, UMEHHO KBaJPAaThl UCIIOIb3YIOTCS
ZUIA IOCTPOEHUA Melllel B MOZIeJIAX.

2. Kakue popmartsr daitioB 3D-mMozesnelt moagepuBaeT pegakrop Unity?

3. BepHo wiu HeT: u3 MarasuHa Unity Asset Store MOKHO 3arpy3uThb TOJIBKO IUIaT-
Hble MOZIeJH.

4. O6bsACHUTE B3aMOCBA3b MEX/Y TEKCTYPaMHu, IeiilepaMi U MaTepruaTaMu.

OTBeTbl

1. Hert. Memmu cTpoATCA U3 TPEYTONbHUKOB.
2. dto ¢opmarsL.fbx,.dae, .3ds,.dxf u.obj.

3. Her. B marasuHe Asset Store ecTb MHOI'O O6€CIUIaTHBIX MOZEJIEH.




78 3-M YAC. Mogenu, matepuanbl U TEKCTYpbI

4. MarepuaJssl — 3TO KOHTEWHEepHI /JIs TEKCTYP U 1Ieliziepos. [lleliziepsl onpezes-
IOT CBOWCTBA, KOTOPBIE 33/Ial0TCS C TIOMOIIIBIO MaTepuasa, 4 To, KaKk MaTepHasl
oTOOpakaeTcs.

YnpaxHenue

B 3TOM ynpaskHeHUM MBI ITpezijlaraeM BaM II09KCIePUMEHTHPOBATh C TeM, Kak Iekize-
PBI MOTYT TOBJIUATH Ha BHELIHUI BUZ Mozenu. [l Bcex MoZiesieil Mbl 6yeM HCIIOTb30-
BaTb OZIWH U TOT K€ MeIIl U TEKCTYPY, @ pa3aIndaThcs OyAyT TOMBKO Ieliziepsl. [IpoeKT,
CO3ZIaHHBIH B 3TOM yIIpaKHeHUH, HaszbiBaeTcsa Hour 3_Exercise u HaxoAuTcs B daiiiax
IIpuMepoB B narnke Yac 3.

1. Co3paliTe HOBYIO CIIEHY VI IIPOEKT.

2. Ilo6aBbTe B Ball mpoekT manku Materials u Textures. HatizuTte B datinax npu-
MepoB K yacy 3 daiunet Brick_Normal.png v Brick_Texture.png v iepeTaliyTe ux
B nanky Textures.

3. Ha mauenu Project Bei6epute TekcTypy Brick_Texture. Ha manenu Inspector
mpucBoiite napamerpy Aniso Level sHayeHue 3, 4TOOBI TOBBICUTH KAYECTBO
OTPUCOBKHU TEKCTYPHI Ha u3rubax. Haxkmute kHONKy Apply.

4. Ha nanenu Project Bei6epute nyHKT Brick_Normal. Ha nanemu Inspector usme-
HUTe TUI TeKcTypel Ha Normal Map. HaxkmuTe kHonky Apply.

5. Ha manenu Hierarchy Beizennte 06bekT Directional Light u 3azatite ero moso-
’KeHUe B no3uiuu ¢ koopauHatamu (0, 10, —10) u yron Bpamenus (30, —180, 0).

6. TobaBbTe B Balll IPOEKT YeThIpe chephl. 3aJjaiiTe KaKA0M U3 HUX MaciiTab (2, 2,
2). PaccraBbre chepbl B TOUKax ¢ koopauHaTami (1, 2, —5), (=1, 0, =5), (1,0, —5)
u (—1, 2, —5) COOTBETCTBEHHO.

7. CoszaliTe 4eThIpe HOBBIX MaTepuasa B manke Materials. HazoBure ux
DiffuseBrick, SpecularBrick, BumpedBrick 1 BumpedSpecularBrick. 3azaiite
CBOMCTBa BalllMX MaTepHaJIOB TaK, Kak II0Ka3aHO Ha puc. 3.9.




YrpaxHeHue 79

SpecularBrick

Puc. 3.9. CoictBa matepuanos

© Inspector | Lo ~ @ .=| ®Inspector | -
DiffuseBrick R BumpedBrick '
Shader | Standard ) Shader | Standard B3|
Rendering Mode [ Opague 4] Rendering Mode [ Opague 4]
Main Maps Main Maps
[ o Albedo 12 [ o Albedo 12
 oMetallic o—0 |  oMetallic O o |
h (e} th (o 0 |
Source Metallic Alpha $ Source Metallic Alpha +)
 oNormal Map | - © Normal Map 1 ]
[ o Height Map. | e Height Map
o Ocelusion ! o Occlusion
© Detail Mask | © Detail Mask
Emission ) Emission ) |
Tiling X3 1Y|3 J‘ Tiling X3 1|3 |
Offset X0 Yo | Offset X0 Y0 | o
DiffuseBrick BumpedBrick
© Inspector N - N a(.-?fﬁ, L
SpecularBrick E BumpedSpecularBrick
Shader [ Standard %) Shader [ Standard
Rendering Mode [ Opagque 4 Rendering Mode Opague
Main Maps Main Maps
[ o Albedo 12 [ o Albedo 12
"~ oMetallic o— 0 ] ~ oMetallic (o,
h 06 | th
Source [ Metallic Alpha +] Source Metallic Alpha
~ oNormal Map . © Normal Map
~ oHeight Map ~ oHeight Map
~ oOcclusion @ Occlusion
~ oDetail Mask ~ oDetail Mask
Emission ) issi
Tiling X3 |Y|3 |
Offset X0 IYio Il

BumpedSpecularBrick

8. IlepeTamure KaX/blil 13 MaTepPUAJIOB Ha OHY U3 YeTbIpex chep. O6paTuTe BHU-
MaHUe, KaK CBeT U KPUBU3HA chep B3aUMOJEHCTBYIOT ¢ pas3INIHBIMHU lleliiepa-
Mu. [IoMHUTeE, 9YTO BBl MOXKeTe IIepeMeNaThCs 110 ClieHe U pacCMOTpeTh cdheprl
CO BCEX CTOPOH.




4-N YAC

AaHpwadT M aneMeHTbl
OKpY)XalolleHn cpeabl

Y10 Bbl Y3HAETe B 3TOM 4yace

» OcHoBbI NaHawadTa

» Kak co3pgaBatb naHawadt

» KaK yKpacuTb naHawadt TeKcTypamu

» Kak go6aBuTb Ha naHawadT gepeBbs U TpaBy

» Kak nepeaBuratbes no naHawadTy ¢ MOMOLLbIO KOHTPOIepa nepcoHaxa

B 3TOM 4ace MBI MU3y4UM, KaK reHepupyeTcs JaHamadT. Bel y3HaeTe, 4TO TaKoe JaH/-
madT, KaK Co3AaTh ero U Kak IpUATh eMy Hy>KHYI0 popMy. BeI Takke ITOIydUTe IIpakK-
TUYECKUH OIBIT PabOTHI C PUCOBAHMEM TEKCTYP M TOHKOM HacTpOiKoi. Kpome Toro, BbI
Hay4UTECh Jle/IaTh OOIIMPHEIE, IPOCTOPHBIE U PEATUCTUYHO BRIIVIAAAIME GparMeHTs!
naHzgmadTa A UTP U UCHOIb30BaTh KOHTPOJUIEP JI IIepeMeIeHNs U UCCIeZ0BaHuUA.

Ffenepauua nanpwadra

Bce ypoBHU B 3D-Urpax [peACTaBiIsoT cO00¥ MUP B TON Wi MHOM hopmMe. DTH MUPHI
MOTYT GBITh BecbMa abCTPAaKTHBIMHU, @ MOTYT U PEaIUCTUYHBIMU. YacTo B Urpax ¢ 60Jb-
UMY YPOBHIMU «Ha OTKPBITOM BO3/lyXe» eCTh TaK Ha3blBaeMbIi TaHAmadT. DTOT Tep-
MUH IPUMeHseTcs K JIF000 YacTH UI'PHl, KOTOpas UMUTHPYeT JaHAuadT peaJbHOro
MUpa. BeIcOKHME TOPBI, OOIIMPHBIE pABHUHBI U INTyOOKHe 060/10Ta — BOT IPUMEPHI UT'PO-
BBIX JIAHAIA(TOB.

B Unity naugmadpt — 9TO IUIOCKUN Mell, KOTOPBIA MOXKeT IIPUHUMATH Pa3JIndHbIe Gop-
MBI [Ipolie BCero mpeAcTaBuTh JaHAAdT KaK IEeCOK B IECOYHUIIE. Bl MoKeTe BhIKA-
TIBIBATh B HEM SIMBI, & MOYKETe HaChIaTh XOAMBI. EAnHCTBEeHHOE, Yero taHzamadT cze-
JIaTh He TI03BOJIAET, — «HaXJIeCTa» 3eMJIU. DTO O3HAYAET, YTO BBl HE MOXKETE CO3/aTh,
HaIpUMep, Hellepy WIH BBICTYIIAIONIYIO BIIEPE CKaJLy, TAKUe 3JIeMEeHTHI MOZETUDY-
I0TCs OTZIebHO. KpoMe Toro, Kak Jito6o¥ Apyroi o6bekT B Unity, maHamadt umeer
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ITapaMeTpHI ITIOJIOXKEHNs, IIOBOPOTa 1 Maciuraba (HeCMOTpH Ha TO, 4YTO OHH OOBIYHO
HE U3MEHAIOTCA BO BpEMA I/II‘pI)I).

Ao6aBrenne nanpwadra B npoexT

Co3zzaHue TUI0CKOTro JaHAIadTa Ha ClieHe — ZIOBOJIBHO IIPOCTad 3a/,a4a, /I pelleHus
KOTOpPO# TpebyeTcst 3HaTh HEKOTOPBIE OCHOBHBIE MapamMeTphl. YUT06H! 106aBUTh JIaH/-
madT Ha clieHy, BeiOepuTe komanay GameObject = 3D Object = Terrain. Ha nanenu
Project mosiBUTCS HOBBIH acceT ¢ HazBaHueM New Terrain, a Ha clieHe — OOBEKT MO/,
HasBaHueM Terrain. [lepeMenaschk 1o ClleHe, BBl MOXKETE TAK)Ke 3aMETUTh, YTO CO3/aH-
HBIN y4acToK JaHzadTa 0BOJIbHO BEIUK. Bojiee TOro, OH ropaszio KpyIHee, 4eM Tpe-
6yeTcs B JaHHBIN MOMEHT. [103TOMy HaM HEOOXOAMMO U3MEHUTh HEKOTOPBIE CBOMCTBA
snasmadTa.

Yrobsl Ham TaHAmadT cran bosee ypapasieMbIM, HAM HY>KHO U3MEHUTD pa3pelleHue
nasguiadra. [Ipy 3TOM BB MOXKETE U3MEHUTD [JIMHY, ITUPUHY U MaKCUMAaJIbHYIO BBICOTY
y4acTka jgaHamadTa.

[ToyeMy MBI UCITOJIb3yeM UMEHHO TEPMUH «pa3pelieHne», CTaHeT 60jiee OUeBHU/IHO 03~
JKe B 3TOM yPOKe, KOT/ia BbI y3HaeTe O KapTax BeICOT. YTOOH MI3MEHUTh pa3pelleHre
y4dacTka JaHAmadTa, BEIIOJHUTE CIEAYIOUIIE JeHCTBUA.

1. Beibepute manamadr Ha maHenu Hierarchy. Haliznte v Ha)XMUTE KHOIIKY
Terrain Settings Ha naHesnu Inspector (puc. 4.1).

2. Hatigute paszen Resolution (Pa3pelienue) u o6patute BHUMaHUE, YTO B JaH-
HbIM MoMeHT napameTpsl Terrain Width (Illupuna yyacTka sanamniadTa)
u Terrain Length (/lnuHa yuyactka jganzamadgra) uMmeroT 3Hadenre 500. 3azatite
obouM mapamerpam 3HaueHue 50.

[Npoune mapameTps! B pa3jeie Resolution onpesensoT OTPUCOBKY TEKCTYP U IIPOU3-
BOJMTENBHOCTB JaHAmadTa. TporaTs UX Moka He Hy:KHO. [Tocsie TOro Kak Bbl UBMEHUTE
LIMPVHY U [IVHY, Bbl YBUAKUTE, YTO YYACTOK CTAHET rOPasZio MEeHbIIE U OoJiee yIpasisie-
MbIM. Teriepsb MPUILTO BpeMs MPUAATh MY HYXHYIO0 GopMy.

MPUMEYAHUE

Pa3smep yuactka naHawadpra

B faHHbIM MOMEHT Bbl paboTaeTe ¢ dparMeHTom pa3mepom 50 eanHUL, B A/IMHY U B LUMPK-
Hy. Mbl 3aganu Takow pas3Mep UCKNOYUTENbHO ANs YA06CTBa, NOKa Bbl YYUTECH UCMOSb-
30BaTb pasnnyHble MHCTPYMEHTLI. B peanbHon urpe naHawadT, BepoaTHO, 6yaeT ropasano
60nblue, B 3aBUCMMOCTHM OT BallMx NOTpe6HocTen. CTOWUT TaKKe OTMETUTb, YTO, ECAIM y Bac
Y€ ecTb KapTa BbICOT (Mbl MOrOBOpMM 06 3TOM B clieylolem pasaene), COOTHOLWEHNE Ann-
Hbl U WKPKUHbBI NaHawadTa JOMKHO COOTBETCTBOBATb COOTHOLIEHMIO Y KapTbl BbICOT.
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© Inspector

v & @ Terrain @ = %
(e[ 7]% [ B8

Terrain Settings

Base Terrain

Draw

Pixel Error o—-5

Base Map Dist. ——| 1000
Cast Shadows

Material [ Built In Standard 0|
Reflection Probes [ Blend Probes |
Thickness 1 |
Tree & Detail Objects

Draw

Bake Light Probes Fclv
Detail Distance —{—
Collect Detail Patchelv

Detail Density —_—1
Tree Distance —) | 2000
Billboard Start Oe—— | 5 0
Fade Length o5
Max Mesh Trees o— 50

Wind Settings for Grass

Speed ——p— 0.5
Size ——— O [ 0.5
Bending — p—| 0 .5
Grass Tint — — P4
Resolution

Terrain Width 500

Terrain Length 500

Terrain Height 600

Puc. 4.1. HacTporKku paspelleHus

CoctaBaeHHe KapTbl BbICOT

TpaguIMOHHO /A7 8-OUTHBIX M300pa’KEHUH OCTYITHO 256 OTTEHKOB CEPOTO B JUamna-
30He 3HaueHu# oT 0 (YepHBIiT) 70 255 (6esblit). DTH MOKa3aTeNn UCTIOIb3YIOTCS AJI
CO37laHUA TaK Ha3bIBaeMOM KapThl BHICOT. KapTa BBICOT — 3TO YepHO-6esioe u3obpaxe-
HUe, KOTOpoe COZepKUT NHGOPMAIIHUIO O BEICOTAX TOUEK U ITOXOKe Ha Tonorpadude-
CKYIO KapTy. Bojlee TeMHbIe y9aCcTKH MOXXHO pacCMaTpHBaTh KaK HU3KHe TOYKY, a bosee
cBeT/Ible — Kak Belcokue. Ha puc. 4.2 nnpuBezieH IprMep KapThl BBICOT. BBIIAAUT OHa,
MOXKeT OBbITb, He BIIeUaTIAIOIEe, HO N300pakeHHe BPOJie 3TOTO MOXKET 3Zl0POBO U3Me-
HUTD Bally CIEHY.

[IprMeHUTH KapTy BHICOT K BallleMy ITOKa YTO IUIOCKOMY JaHAmadTy serko. JJocTaTogyHO
IIPOCTO CO3/IaTh IUIOCKUH JaHAmadT ¥ UMIIOPTHPOBATh B HEI'O KAPTY BEICOT, KaK OIKCA-
HO B [IPaKTUKyMe HIDKe.
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Puc. 4.2. lNpocTas KapTa BbICOT

MPAKTUKYM

BbINnonHUTE NpeanoXKeHHble HUXe AeNCTBUS, YTOObI UMNOPTUPOBATb M MPUMEHUTL KapTy
BbICOT.

MpumeHeHHe KapTbl BbICOT K AaHAWIADTY

1. CospaiTe HOBbIM MPOEKT UK cLEHY B peaakTope Unity. Hanaute dann terrain.raw
B dannax npMMepoB 4S9 Yaca 4 1 NnomecTuTe B NankKy, rae Bbl MO3XKe CMOXeETe fer-
KO HauTwu ero.

2. CosgaiTte HOBbIM NaHgWadT, cieays PYKOBOACTBY, U3/I0KEHHOMY PaHee B 3TOM
yace. LUnpuHy 1 annHy dparmeHTta naHawadTa o6s3aTeNbHO caenaiTe pasHbiMu 50.

3. Bbibepute naHgwadT Ha naHenu Hierarchy, HaxmuTe KHonKy Terrain Settings
Ha naHenu Inspector (cm. puc. 4.1). B pa3aene Heightmap (Kapta BbicoT) Haxkmute
KHonKy Import Raw.

4. B gnanoroBomM okHe Import Raw Heightmap Hangute dann terrain.raw n3 wara 1
N HaXKMUTe KHOMKy Open.

5. B gnanorosom okHe Import Heightmap yctaHoBUTE NnapameTphbl, Kak NoKasaHo
Ha puc. 4.3. (MpumedvaHue: ceorcteo Byte Order ([opsiaok 6alMToB) HE UMEET OTHO-
LEHMS K OrnepaLuoHHON cucTemMe, KOTopas YCTaHOBNEHa Ha BalleM KOMMbIoTepPE.
310 TMN OC, B KOTOPOM CO3aaHa KapTa BbICOT.)

6. Haxkmute KHoMKy Import. Baw naHawadT BbIFSAUT CTPaHHO, He TaKk n? Mpobnema
3aK/l4aeTcs B TOM, YTO, KOr4a Bbl YMEHbLWIWAW ASIMHY U WMPUHY naHgwadTa go 50
ans 6onblIen ynpaBseMOoCTH, Bbl OCTaBWUIM BbICOTY, paBHyt 600. 310, 04EBWAHO,
CNULIKOM BbICOKOE 3HAYeHWe Ans TEKYLLEeN 3aaqu.
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Import Heightmap H
Raw files must use a single channel and be either 8 or 16 bit.
Depth | Bit 16 4]
Width [513
Height [513
Byte Order | Mac
Flip Vertically Q
Terrain Size

x[so  vyleeo  1z[50

Import

Puc. 4.3. [lnanorosoe okHo Import Heightmap

7. WU3meHuTe paspelieHre naHgwadra, BEPHYBLNCH K FPynne 31eMEHTOB ynpaBieHus
Resolution B pasgene Terrain Settings nanenu Inspector. Caenaite sHayeHne
BbICOTbI paBHbIM 60. Tenepb Bbl MONy4UTE ropasno 6osee NpUAaTHbIN pe3ynbTaT, KaK
noKasaHo Ha puc. 4.4.

Puc. 4.4. Jlangwadt nocne umnopra KapTbl BbICOT

COBET

PacueT BbICOTbI

KapTa BbICOT MOXET NoKa3aTbCs BaM Clly4anHbIM HA6OPOM LBETOB, HO HA caMOM Jene

C HeW BCe A0BOJSIbHO NPOCTO. BbicOTa CTPOMUTCA KaK NPOLLEHT OT 255 1 MakcuManbHOWM
BbICOTbI NaHAwadTa. MakcMManbHas BbicoTa NaHawadTta no ymonyaHuto coctasnset 600,
HO 3TO 3Ha4YeHKe JIErKOo U3MEeHUTb. Ecnn npumennTtb popmyny (OTTeHOK ceporo) / 255 X
(MaKcumasbHas BbicoTa), Bbl MOXETE JIErKO BbIHMCIUTL BbICOTY NI060M TOYKKM naHgwadTa.

Hanpumep, 4epHbIi LLBET UMEET 3HayveHue O, 3Ha4uT, tobas To4Ka YepHOro LiBeTa GyaeT
MMeTb BbicoTy (0/255 x 600 = 0) O eanHuL,. benbin uBeT MMeeT 3HavyeHue 255, 3HauuT,
BCe 6efble TOYKM B6yayT nMmeTb BbicoTy 600 eanHuL (255/255 x 600 = 600).
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Ecnuny Bac ecTb y4acCTOK CEPOro LiBeTa co 3Ha4yeHnem 125, 1o naHgwadT Ha Hem 6yaeT
MMETb BbICOTY OKO/10 294 eanHuL (125/255 x 600 = 294).

MPUMEYHAHUE

dopmartbl KapTbl BbICOT

B pegaktop Unity mMnopTupytoTCa KapTbl BbICOT, NpeacTaBasowmne cobomn naobpaxe-

HUS B OTTEHKax ceporo B dopmate.raw. ECTb MHOro cnoco6oB mx co3aatb. Bel MoxeTe
MCMNOJ/Ib30BaTb MPOCTON peaaKTop U306parKeHnn unun aaxke camy nporpammy Unity. Ecnun
Bbl CO3J@aeTe KapTy BbICOT C MOMOLLbIO rpadUyecKoro pegakropa, ctapanTechb agenatb Kap-
Ty TAKOW e ASIMHbI U WWPKUHbI, KaK M NaHawadT, MHavye BO3HWKHYT HEKOTOPbIE NCKaXEHUS.
Ecnv Bbl paboTaeTe € NOMOLLbIO MHCTPYMEHTOB cpefbl Unity M xoTUTe co3aaTb KapTy BbICOT
Ons nony4yeHHoro naHgwadTa, Bbl MOXKETE caenatb aTo, nepenas B noapasaen Heightmap
B pasgene Terrain Settings Ha naHenu Inspector v HaxkaB KHonKy Export Raw.

Kak npaBuno, ans 60nblumx NaHawadToB 1 B cyyasx, rae BaxKHa NPou3BOAMTENbHOCTD,
cnenyeT aKCNOpTUMPOBaTb KapTy BbICOT M KOHBEPTUPOBATbL NaHAWadT B MeLW B APYyron npo-
rpamme. Mmesa 3D-MeLl, Bbl MOXeTe TaKKe 06aBUTb MeLlepbl, CBECHI U UHble MOJ06HbIE
3/IEMEHTbLI Nepe MMMNOPTOM CETKM A1a Ucnonb3oBaHuns B Unity. OqHaKo 34echb BaxKHO oTMe-
TWUTb, Y4TO, EC/IN Bbl UMMOPTUPYETE MELL /1 UCMONb30BaHUA B Ka4yecTBe NaHawadTa, Bbl

He CMOXKeTe NPUMEHUTb MHCTPYMEHTbI Unity Ans HaHeCeHMa TEKCTYPbl U PUCOBAHMS Ha HEM.
(Tem He MeHee Bbl MOXKETe HalTK CTOPOHHKE acceTbl B MarasuHe Asset Store, B KOTOpbIX
3Ta GYHKLMA coxpaHeHa).

UHcTpyMmeHTbl AAA co3AaHuA AaHawadTa B Unity

B Unity cymiecTByeT MHOXXeCTBO MHCTPYMEHTOB /IS CO3/jaHuA JaHAmadTa BPyUHYIO.
OHM pacrosiokeHbl Ha aHeu Inspector B komrnoHeHTe Terrain v paboTaloT 10 OZHO-
My U TOMY K€ IIPUHIUITY: Bl MCIOJIb3yeTe KUCTh C 3aJJaHHBIM pa3MepoM U HeIlpo-
3pavHOCTBIO I «PUCOBaHUA» TaHAmadra. B cymrHocTy, mporpaMma CYUTaeT, ITO BbI
pucyeTe KapTy BBICOT, & PeaKTOp yKe mpeBpaiaet ee B 3D-tanamadt. dbdekTs! prco-
BaHUA KYMYJISITUBHBI, TO €CTh YeM 6OJIblile BBl PUCYeTe B HEKOTOPOU 06J1aCTH, TEM CHJIb-
Hee ctaHOBUTCA 9 deKT B Hell. Ha puc. 4.5 mokasaHbl HHCTPYMEHTHI, KOTOPble MOXXHO
KCIIOIb30BATh JJIS CO3JaHUA IPAKTUYECKH JII060Tr0 JaHzAmadTa, KaKOH Bbl MOXKeTe cebe
NIpe/ICTaBUTh.

v« M Terrain @ = =

< FIPPARAEAE)

Raise/Lower Terrain

Click to raise.

Hold shift and click to lower.

Puc. 4.5. IHCTpyMeHTbl pucoBaHus naHawadra
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I[TepBBIit HTHCTPYMEHT, KOTOPBIN BB Hay4yuTech UCIOIb30BaTh, — 3T0 Raise /Lower.
OH 103BOJIAET IOJHUMATh WX OIyCKaTh JIAHAMA(T B TOM MecTe, I7ie BbI pucyete. [
co3ziaHuA TaHAuadpTa STUM UHCTPYMEHTOM BBIITOJHUTE CIEAYIONe AeCTBUA.

1. BeibepuTe kuctb. (Kucth onpegenser pasmep u popmy addekTa.)

2. BribGepuTe pasMep U HEMPO3PAYHOCTb KUCTU. (Hempo3pauHOCTh OTIpe/iesiseT,
HAaCKOJIbKO CUIbHBIN 3GPEeKT KUCTh OyZeT co3/aBaTh.)

3. HakaB ¥ yZiep)KuBast JIEBYIO KHOIIKY MBIIIY Ha JaHzmadgTe Ha maHeau Scene,
IepeTacKUBaiTe MbIlb, YTOObI IIOAHATE pesibed. BEIONHAA TO JKe caMoe C yaep-
»kuBaemoi kiapuineii Shift, BbI MoxkeTe omycTUTh pesbed.

Ha puc. 4.6 nokasaHsl yzauyHble HACTPOUKY I CO3ZaHUA penbeda A Hallero JaH/-
madTa pazmepoM 50 X 50 c BeicoTol 60.

V kg M Terrain e
- FIIARaEiE]

Raise/Lower Terrain
Click to raise.

Hold shift and click to lower.

Brushes

Settings

Brush Size O=—[84 |

Opacity O [24—]
P Lighting

Puc. 4.6. YgayHble HaCTPOWKKM Ans co3gaHus penbeda

Crenyromuii UHCTpyMeHT Ha3biBaeTcs Paint Height. OH paGoTaeT mo4TH TOYHO TaK JKe,
kak u Raise/Lower, U ellle ycTaHaBIMBaeT JaHAMA(T HA 3aJaHHYIO BbIcoTy. Eciu yka-
3aHHAasA BHICOTA BHIIIE TeKyllel, tanamadT 6yzeT NoAHNMATECA, a eI HIDKE — OITy-
CKaThCA. DTO IOJIE3HO JJIS CO3JaHUsA, HAl[pUMep, FOPHOTO IUIATO U APYTHX IUIOCKUX
CTpyKTyp B aHzmadre. Camoe BpeMs 0mpobOBaTh TOT UHCTPYMEHT!



leHepauua naHgwacdTa 87

COBET

BoipaBHMBaHMe naHapwadTa

Ecnv Bbl B KAKOW-TO MOMEHT XOTUTE BEPHYTL laHAWAadT B UCXOLHOE NIOCKOE COCTOS-

HUWe, Bbl MOXeTe caenaTb 310, Bhibpas UHCTpyMeHT Height Paint n Ha)kaB kHonKy Flatten
(BblpoBH$ATL). OAHO M3 NPENMYLLECTB 3TOr0 METOAA 3aK/I0YaeTCs B TOM, YTO Bbl MOXKe-

Te BbIPOBHATb NaHAWadT 40 BbICOT, 0TIM4YHbIX 0T O. Ecniv makcumanbHas BbicOTa paB-

Ha 60 eguHUL 1 Bbl BbIMOMHUTE BblpaBHUBaHWe Ha BbicoTe 30, y Bac 6yaeT BO3SMOXHOCTb
NoAHATb UK ONyCTUTb NanAwadT Ha 30 eguHULL. 3TO NO3BONSET NErKo co3aaBaTtb LOMMHbI
B NIOCKOM naHawadre.

[TocreAHMI NHCTPYMEHT, KOTOPBIM MEI HcIbITaeM, 3To Smooth Height. OH He BHO-
CHUT 3aMeTHBIX U3MeHEeHUH B TaHAmadT, HO yOupaeT pe3Kue HEPOBHOCTH U 3a3yOPUHBL,
KOTOPBIe IOABJIAITCA BO BpeMs peJaKTHPOBAHUA. DTO YTO-TO BpoZie NUINOBAIbHON
MaIIvHbL. BEI OyzieTe NCIIoIb30BaTh ero Kak NoCIefHUN ITPUX I yCTpaHeH! Aedek-
TOB, KOIZJa OCHOBHOH JaHAIIADT y)Ke CO3/aH.

Co3panue rnanpwadpra

Puc. 4.7. MNpumep co3gaHHoro naHawadra

Tenepb, Korga Bbl y3Hann 06 MHCTPYMEHTaX /15 co3aaHus naHawadTta, NpuLLio Bpems
NMONpPaKTUKOBATLCA B MX UCMONb30BaHUKU. B 3TOM ynpaxKHEHWUU Mbl CAENaeM 3ajaHHbIi yya-
CTOK naHawadTa.
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1. CospanTe HOBbIM NMPOEKT UK CLIEHY U fo6aBbTe Ha CUeHy naHawadT. YcTaHoBUTE
pa3mep naHgwadTa 50 X 50 eanHuy, 1 BbicoTy 60.

2. BblpoBHanTe naHawadt Ha BbicoTe 20. [Ina aT0ro Boibepute MHCTPYMeEHT Paint
Height, 3apante BbicoTy 20 eanHuy, n Haxkmute KHonky Flatten. (Mpumevaxue:
€C/IM BaM MOKa3anoch, YTo flaHAlWadT Uc4es, — 3To He TaK. OH NnLb NepemMecTucs
Ha oTMeTKy 20 eanHuLL).

3. Mcnonb3ys pasfinyHble MHCTPYMEHTbI, MONpo6ynTe co3aaTh laHAWadT, MOXOXUI
Ha TOT, 4YTO nNpeacTaB/ieH Ha puc. 4.7. (MpumevaHue: ocBeLLeHME Ha PUCYHKE BblI0
M3MEHEHO, YTOOGbI Bbl MOI/IM JydLlIE Er0 PAaCCMOTPETD.)

4. TlpoposiKante aKCNepUMEHTUPOBATb C UHCTPYMEHTaMMU.

COBET

MpakKTuka, npaKkTuKa, npaKkTukKa

PaspaboTka KpyTbIX U peanucTUYHbIX YPOBHEN — 3TO camo no cebe UcKyccTBo. MNpuaetcs
XOPOLLO noaymartb, YTO6bI MPaBWUIbHO Pa3MeCTUTb B UIPe XONMbI, JONWHbI, FOPbl U 03epa.
AneMeHTbI JONMHKHbI ObITb HE TONIbKO BU3YallbHO PEATMCTUYHbI, HO U PACTOIOKEHbI TAKUM
06pa3om, 4To6bl Ha NOTlYYEHHOM YPOBHE 6bl/I0 BO3MOXHO UrpaThb.

HaBblK co3aH1a YPOBHEW HE BO3HWUKAET BHe3anHo. CreayeT [o/ro NpaKTMKoBaTh, OTTa-
YMBaTb M COBEPLIEHCTBOBATbL CBOM HAaBbIKM, YTOObLI CO3aBaTh MHTEPECHbLIE U 3aNOMUHaI0-
LLMECS YPOBHM.

TekcTypbl AaHAwWwadTa

Temepb BbI 3HaeTe, Kak co34aTh pusndeckue usMepenus B 3D-mupe. Hecmotps

Ha TO YTO y Balllero jaHAmadTa MHOXKXECTBO 0COOEHHOCTEM, OH MO-TIPeXXHEMY TIaZKUH,
GsecTamunit (M3-3a UCIIOIB3yeMOTO 110 YMOTYAHUIO MaTeprasa) U B HEM TPYAHO OpPHeH-
THpoBathcA. [Topa 06aBUTH BallleMy YPOBHIO U3IOMUHKY. B aTOM paszesie BBl y3Hae-
Te, KaK 3a,aTh JIAaHAMA(TY TEKCTYPY, YTOOHI IPUAATH €My IIpHBIeKaTebHbII BHeII-
Hu# BuZ. Kak u co3ganue perbeda, TeKCTypupoBaHue JaHgmadTa BO MHOTOM IIOXOXKe
Ha pUCOBaHUe. Brl BEIOMpaeTe KUCTh U TEKCTYPY, a 3aTeM pacKpalluBaeTe CBOM MUP.

Unmnopr acceTtoB AaHawadTa

IIpexxzie YeM yKpacHUTh Balll MUp, BaM ITOHAZ00ATCA COOCTBEHHO TEKCTYPEHI, C KOTOPBIMH
MOXXHO paboTars. B Unity ecTb HEKOTOpPbIE TOTOBBIE ACCETHI, KOTOPBIE BBl MOXKETE HCIIONb-
30BaTh, HO /I 3TOTO BHI JOJDKHBI MX UMIIOPTUPOBATh. YTOOHI UX 3arpy3UTh, BEIOEPH-

Te KoMaHZy MeHIo Assets = Import Package = Environment. ITosBUTCA fuanoroBoe
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okHo Import Unity Package (puc. 4.8). 3xech Bbl MOXeTe BEIOpaTh, KaKiie HMEHHO acce-
TBI XOTUTE UMIIOPTHPOBATH. VHOI/Ia GBIBAET IIOJIE3HO CHATD (UIAXKKY C HEHYKHBIX dJ71e-
MEHTOB, YTOOBI COKPATUTh pa3Mep mpoekTa. Ho ceifuac aBaiiTe ocTaBUM BCe HACTPOMKH
10 YMOJTYaHHUIO ¥ HAXKMeM KHOIKy Import. Ha nanenu Project f0/pKHa TTOABUTHCA HOBasA
nanka Standard Assets HipKe katanora Assets. B Hell pacriosioykeHbI Bce acCeThI JIaH -
madTa, KOTOpble MBI GyzieM HCIIOIb30BaTh Ha IPOTHKEHUH 3TOTO aca.

Import Unity Package n

Puc. 4.8. [inanorosoe okHo Import Unity Package
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NMPUMEYAHUE

NMorepAHHbIE NaKeTbl

Ecnun B meHio Assets = Import Package HeT nakeTta Environment, 370 o3Ha4aerT, 410 Bbl
He Bbl6panu onuuio Standard Assets npu yctaHoBKe cpefbl Unity. [OCKONbKY BaM HyXHbI
3TW acceTbl (M MHOTME Apyrue, KoTopble 6yayT UCMONb30BaTbCS B 3TOM KHUE), Bbl MOXKETE
3anycTuTb NPOrpamMMy yCTaHOBKM elle pa3 U OTMETUTb YCTaHOBKY CTaHAapPTHbBIX aCCETOB.

TexcTtypupoBaHnue nanpwadpra

YTo6BI HAYaTh PUCOBATH JaHAIAdT, CHaYama Hy»KHO 3arpy3uTh TekcTypy. Ha puc. 4.9
IIoKasaH MHCTpyMeHT Paint Texture Ha maHesnu Inspector, KOTOPHIH TTOABJIAETCA ITOCTIe
BbIOODa saHAmadTa Ha naHenu Hierarchy. O6parure BHUMaHueE Ha TPY YUCIOBBIX
cBoiicTBa: Brush size, Opacity u Target strength. C mepBbIMU BYMS BbI YK€ 3HAKOMBI,
a Target strength — 5T0 MakCUMaIbHBINM YPOBEHD HEITPO3PAYHOCTH, KOTOPOT'O MOXKHO
JOCTUTHYTb, €CJI PUCOBATh Ha OZHOM U TOH Ke 06acTy. 3HaYeHHe 3TOT0 lapaMeTpa
mpeZcTaBsieT coboii mpoleHT, Te 1 cooTBeTcTBYeT 100%. Vcmosnb3yiiTe ero B KayecTBe
Mepbl KOHTPOJIA, YTOOB! N36eXaTh Ype3aMepHOIl OKPACKH TEKCTYP.

V k¢ ¥ Terrain @ =
(o [ad | 2[R % [ 55 ] 3]

Paint Texture

Select a texture below, then click to paint.

Brushes

|| ¥ Edit Textures... ||

Settings

Brush Size O 30 ]

Opacity —_—— IE:]

Target Strength 0] [1_]
P Lighting

Puc. 4.9. NHcTpymeHT Paint Texture v ero napameTpbl
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YTOOHI 3aTPy3UTh TEKCTYPY, BBIIIOJIHUTE CIIeAYIONINe e CTBIA.

1. Beibepute komangy Edit Textures = Add Texture Ha nmanesnu Inspector
(1e myTaiiTe c OCHOBHBIM MeHIO pezakTopa Unity).

2. B auanoroBom okHe Edit Terrain Texture HaskmMuTe KHOTIKY Select B o6actu
TekcTyphl (puc. 4.10) u BeibepuTe TekcTypy GrassHillAlbedo.

Edit Terrain Texture (Standard) n

Albedo (RGB)
Smoothness (A) Normal

Metallic O=——=[0 |

Smoothness O [0 |
Size Offset

x 115 10 |

y |15 llo |

| Apply m

Puc. 4.10. Jnanorosoe okHo Edit Terrain Texture

3. Haxwmute kHonKy Add. HeT HeobXoguMOCTH A06aBIATh KapTy HOpMaJeil, HO BBl
MOXKeTe 3TO c/ieslaTh, eC/IU Y Bac pebpucTas TeKCTypa.

ITocsie aTOroO Bech Ball JaHAMADT MOKPOETCS MIATHUCTOHN TpaBoi. OH yKe BBIVIAANUT
JIydlire, yeM GeJIblid, KOTOPHIN OBUT PaHbIIle, HO IO PEaTMCTUYHOTO BHIA BCE ellle JaleKo.
Terepb MBI TIepeiieM K HACTOAIIEMY PUCOBAHUIO U YIy4YIIUM Hall JaHAIIadpT.
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MPAKTUKYM

Pucyem Tekctypamu Ha naHapwadTe

BbInonHUTE NpeanoXKeHHble HUXKE AENCTBUS, YTOObl HAHECTU Ha Ball NaHAWadT HOBYIO TEK-
CTypy U TEM CaMbIM NpuaaTb eMy 605iee peanuCcTU4HbIN ABYXLBETHbIN 3O DEKT.

1. Cnegysi anropuTMy, NpYBEAEHHOMY B Hayase 310ro Yyaca, Jo6aBbTe HOBYIO TEK-
cTypy. Ha atot pas 3arpyaute TekcTypy GrassRockyAlbedo. 3arpy3uB TEKCTYpY,
He 3a6yabTe Bbl6paTh ee. (MpumeyaHue: nog naobpaxeHnem BbibpaHHON TEKCTYPbI
nosiBNSIETCS CUHAA Nosoca.)

2. YcTaHOBMWTE creytowue napamMeTpbl KUCTH: napameTp Brush Size — 30, Opacity —
20, 1 Target Strength — 0,6.

3. JIerkumu ABUKEHUSMM (HaXKaB M YAEeprKMBas KHOMKY MbllWW) HAHECHUTE TEKCTY-
pYy Ha KpyTble CKIOHbI U TPELLMHBI Ballero naHawadTa. Takon npuem no3BonseT
co3aTb BrneyaTieHre, YTo TpaBa He pacTeT Ha KPYTbIX CKNOHAX U MeXAy BO3BbILIEH-
HOCTAMM.

4. Tlo3KCNEepPUMEHTUPYITE C HAHECEHWEM TEKCTYP. MonpobyrTe NCMONb30BaTh TEKCTY-
py CliffAlbedoSpecular Ha KpyTbix CKIOHax ropbl, a Tekctyport SandAlbedo MOXHO
HapucoBaTb Tpony.

Puc. 4.11. MNMpumep ropbl ¢ ABYMS TEKCTYPAMU U NecHaHOoW TPONown

BBl MOXKeTe 3arpy3UTh CKOJIBKO YTOZHO TEKCTYP, Ha CBOE YCMOTPEHNE, YTOOBI J0OUTHCS
peaNnCTUYHOro BHelIHero Brza. O63aTeIbHO IONPAKTUKYHTECh B TEKCTYPUPOBAHUU,
YTOOBI ONIPEJENTUTh, KAKHE COUeTAaHUA TEKCTYP BHIIISZAT JIy4Ile BCETO.
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MPUMEYHAHUE

Co3paHue TeKCTyp AaHpwadTa

MrpoBble MUPbl YacTo YHUKaNbHbI, U 15 UX CO34aHNS TPeBYIOTCA NONb30BaTebCKUE TEK-
CTypbl, KOTOPble NOAX0ANAN Gbl 06CTaHOBKE M atMocdepe urpbl. Bam 6yaeT nonesHo 3HaTb
HeKoTopble 06LMe MPUHLMMBI CO3AaHMa COOCTBEHHbIX TEKCTYP Ans naHawadTa. Bo-nep-
BbIX, BCerja ctapavTtechb cenatb WwabnoH NOBTOPSEMbIM. 3TO O3HAYaET, HTO Talsbl TEKCTYP
[OMKHbI NoNyYaTbCs «6eCWOoBHbIMKWY. Yem 60sblLE TEKCTYpa, TeEM MeHblle 6pocaeTcs B rna-
3a ee UMKINYHOCTb. BTopoe: ctapaiTech fgenatb TEKCTYPY KBaapaTHOW. M, HaKoHel, cTa-
panTecb BbIOMpPaTb B Ka4eCcTBE pa3Mepa TEKCTYPbl OfIHY U3 cTeneHen Yncna 2 (32, 64, 128,
512 un TaK panee). lNNocnegHue ABe peKoMeHAaLUun BKSIOT Ha CXKaTWUe TEKCTYP U UX addek-
TUBHOCTb. HEMHOrO NONPaKTMKOBABLUUCH, Bbl HAY4YUTECH B KpaT4yallumne CPOKK co3aaBaTb
noTpsicalolme TEKCTypbl naHawadTa.

COBET

MoAuTHKA CKPLITHOCTH

TeKcTypupys nangwadT, He 3abbiBalTe paboTaTb Kak MOXHO TOHbLe. B npupoae oavH
3/IEMEHT NJIaBHO NepeTeKaeT B Apyrol 6e3 pe3Kux nepexoaos, U Bbl JO/MKHbI cneloBaTb
MMEHHO 3TOMY NpUHLKMNY. Ecnu, oTaanneB KaMepy OT y4acTKa NaHawadTa, Bbl MOXKETE TON-
HO CKa3zaTb, 1€ HaXoAMTCs rpaHnLa MeXay TEKCTypaMu, — Balla paboTa HeJoCTaTO4YHO
TOHKas. YacTo nyyle HaHOCHUTb TEKCTYPbl MaNlEHbKMMU U TOHKMMU Ma3KaMu, a He OOHWUM
LUMPOKNM OABUKEHUEM.

BHUMAHWE!

Yro 3a oumnbku TerrainData?

B 3aBMCcHMOCTM OT MapaMeTpoB NpoeKTa 1 Bepcun pegakTopa Unity, KOTOpPYIO Bbl UCMOJSIb-
3yeTe, NporpaMmMa MOXET BbljaBaTb BaM OLIMOKM NpK 3anycKe cueHbl. Hanpumep, MHo-
rja BO3HUKaET olWnbBKa, B KOTOPOM roBopuTCH 4YTO-TO Bpoje «TerrainData is missing splat
texture ... make sure it is marked for read/write in the importer» (OTcyTCTBYET TEKCTYpa

B JaHHbIX naHgwadTa... Yéeantechb, YTO Bbl MOCTaBWUIN OTMETKY YTEHMS /3anncu B UMMNOp-
Tepe). ATO 3HAYMUT, YTO y BaC BO3HUKIM NPo6aEMbI C 4OCTYNOM BO BpeMs 3aeNCTBOBa-
HUSA TeKCTyp. K cyacTbio, MCNpaBuTb OWMBKY 04eHb NPOCTo. Bee, 4To Bam HyXKHO caenatb,
3TO HaKaTb Ha BbI3BaBLLYIO OLIMGKY TEKCTYPY Ha naHenu Project, n Ha naHenu Inspector
nosiBATCS HAaCTPOMKK umMnopTa. Ha naHenu Inspector otkponTe cnucok Advanced U ycTa-
HoBuTe dnaxoKk Read/Write Enabled. lNpo6nema pelweHa!

FeHepauuna pAepeBbeB U TpaBbl

Mup, B KOTOPOM TOJIBKO IUIOCKHE TeKCTYPHI, BecbMa CKy4eH. [10YTH Ha Ka)XX0M IIpHU-
POZHOM JaHAmAapTe UMeeTCs KaKasd-HUOyab PACTUTENBHOCTD. B aTOM paszese Bbl
y3HaeTe, Kak 06aBJIATb M HACTPAUBaTh ZiepeBbs U TPaBY, YTOOBI IPHAATh BalleMy
naHAmadTy KUBOH BUZ U OIIyIIeHNe PealuCTUIHOCTH.
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Pucyem pepeBbsa

,Z[OﬁaBJIeHI/Ie A€PEBLEB Ha ]IaHAH.IaCl)T pa60TaeT IIPpUMEPHO TaK €, KaK CO3JaHuE PEeJib-
e(l)a " TEKCTypHpOBaHUE. Bechb IIponecC OYE€HDb ITOX0K Ha pUCOBaHUE. Ot Bac Tpe6yeT-
CsA 3arpy3uThb MOZEJb JepeBa, YCTAaHOBUTb CBOMCTBA AJIA JEPEBLEB, a 3aTEM 3aKpaCUTb
00J1aCTh, I/Ie BBl XOTUTE UX BUAeTh. OCHOBBIBAsACH Ha 3a/JaHHBIX BAMHU OILMAX, Unity
CTeHepHUPYeT JePEBbs U U3MEHUT WX BHEIIHUI BUJ, TaK, YTOOBI BCE BHIMIAZENO Oosee

€CTECTBEHHO U OpTaHNUYHO.

Jlns reHepanuy lepeBbeB Ha JaHAmadTe UCIOIb3yeTcsa HHCTPpyMeHT Paint Trees.
Bei6paB Ha clieHe HY)KHBbIi TaHAiadT, BeibepuTe HHCTpyMeHT Paint Trees Ha maHenu
Inspector B o6sactu komnoHeHTa Terrain (Script). Ha puc. 4.12 nokazad UHCTPYMEHT
Paint Trees u ero fepoaTHBIE HACTPOHKH.

Vg ¥ Terrain O

FRrirar - BEY
Paint Trees
Click to paint trees.

Hold shift and click to erase trees.

Hold Ctrl and click to erase only trees of the selected type.

Trees

dleaf_Des

Mass Place Trees I #* Edit Trees...l Refresh

Settings

Brush Size —_—
Tree Density _—
Tree Height Randi ¥4 =)

Lock Width to Height(¥

Tree Width Random? [ = s

Random Tree Rotaticlv/
Tree Lightmap Static[ |
» Lighting

Puc. 4.12. iHcTpymeHT Paint Trees

B Tabnuie 4.1 npuBezeHO oNrcaHue CBOMCTB MHCTpyMeHTa Paint Trees.

TABA. 4.1. OnucaHue cBOMUCTB MHCTpyMeHTa Paint Trees

CBOMCTBO OnucaHue

Brush Size Pa3mep obnactu, B KOTopyto 406aBNsATCS AePEBbS NpH HaHe-
CeHun

Tree Density [TNOTHOCTL reHepauunu aepeBbLEB

Tree Height/ OnpenenseT, KaKk AepeBbst OTAMYatoTCa Apyr OT Apyra. HactpoiKa

Width, Rotation 3TUX CBOWMCTB NO3BOSIET BaM CO3aTb BrevyaT/ieHNne MHOXecTBa

nT. 4. pasfinyHbIX AePEBLEB BMECTO Ay6IMPOBaHUS OHOIO U TOrO XKe
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MPAKTUKYM

[aBaiTe paccMOTpMM MOPSAOK AENCTBUIM MPU pasMeLLeHn ePEBbLEB Ha naHawadTe

¢ nomMoubto MHcTpymeHTa Paint Trees. 370 ynparkHeHWe npeanonaraet, YTo Bbl yXKe co3a-
JIM HOBYIO CLIEHY U fo6aBuun naHgwadT. 3agante naHgwadTty napaMeTpbl AIMHbI U WWPK-
Hbl, paBHble 100. Pe3ynbtaT 6yAeT BbIrAAETb Nyylle, eCn Ha NaHawadTe yxe co3naH
penbed M NpoBeAeHO TEKCTYPUPOBaHHUe. BoinonHUTe cnegytowme AencTBuS.

PasmelueHue AepeBbeB Ha naHawadTe

1. Bbi6epute nyHKT Edit Trees = Add Tree, nocsie 4ero OTKPOETCS ANanoroBoe OKHO
Add Tree (puc. 4.13).

2. [anee HaxXMuTe Ha 3HA4YOK Kpyra crpaBa oT TekcToBoro nons Tree Prefab B guano-
roBoM okHe Add Tree, nocrne yero oTkpoeTcsd okHo Tree Selector.

Add Tree H

Tree Prefab |@None (Game Object) o)
Bend Factor 0
o Please assign a tree

| Add |

Puc. 4.13. lnanoroBoe okHo Add Tree

3. Bbibepute gepeBo Conifer_Desktop v HaxxmuTe KHonKy Add.

YcTaHoBUTE pa3mep KUCTK 2 1 MIOTHOCTb pa3melleHns 10. OctaBbTe napameTpsbl
Tree Width v Tree Height (wvprHa 1 BbicoTa AepeBbeB) 3aaaHHbIMM Kak Random
(Cny4alHo), HO yMeHbLUUTE CpefHee 3Ha4YeHne pasMepa C MOMOLLbIO MOA3YHKA.

5. HaHecuTe aepeBbs Ha naHAwadT, 3aXKMmas N1eBY0 KHOMKY Mblliv Hag o6nacTs-
MW, Te BaM HYXXHbl AepeBbsl. YaeprkmBas Haxaton knasuwy Shift n neByto kKHom-
KY MbILKX, Bbl MOXETE yAanuTb HEHYXHble AepeBbs. Ecnv pucoBath He noayvaeTcs,
Bbl6epuTe NyHKT Terrain Settings — Tree & Detail Objects 1 y6egutecn, 4to dna-
XOK Draw ycTaHOB/EH.

6. [NpogonkanTe aKCNEPUMEHTUPOBATL C PA3NIUYHBIMU pa3MepaMmn KUCTH, MIOTHOCTLIO
HaHeCeHUA U epeBbAMN.

Pucyem tpaBy

Teneps, Korza Bbl HAYYWINCh PUCOBATH ZlepeBbs, Bbl Y3HaeTe, KaKk HaHeCTH TpaBy U IIPo-
YyI0 MEJIKYIO PACTUTENBHOCTh Ha Ball JaHAmadT. TpaBa u Apyrue MeJKue pacTeHus

B pegakTope Unity Ha3bIBaloTCsA demansamu. TakuM 06pa3oM, [JI1 pUCOBAHUS TPABbI
HaM TIOHaZ0OUTCA NHCTPYMEHT 107 HazBaHueM Paint Details. B oTiiune oT AepeBbes,
KOTOpBIe ABJIAI0TCA 3D-MozienaMy, JeTaau — 3To 6uibopost (cM. mpuMedaHue «brun6op-
Abl»). JleTany HAHOCATCA HAa MECTHOCTD € IOMOIIBIO KUCTU PUCYIOIIMMU JBHKEHUAMU,
TaK e, KaK MBI leJlalid paHee B 9ToM vace. Ha puc. 4.14 nokasas nHctpyMeHT Paint
Details 1 HEKOTOpPBIE U3 €T0 CBOKCTB.



96 4-W YAC. NanawadT 1 aneMeHTbl OKpyKaloLLe cpeab

v g M Terrain Pl o8
PRI IIPAR < K3
Paint Details

Click to paint details.
Hold shift and click to erase details.

Hold Ctrl and click to erase only details of the selected
type.

t000: i e® -
ﬁ&@”ﬂ“#ﬁzwﬁ.

Details

I[ # Edit Details... ||| Refresh |

Settings

Brush Size

Opacity L |

Target Strength O —| 0 .06 25 |
¥ Lighting

Puc. 4.14. iHctpymeHT Paint Details

NMPUMEYHAHUE

Bun6opabi

Bun6opabl — 3T0 0COO6bIV TUM BU3YabHbIX COCTABASIOWMX B TPEXMEPHOM MUPE, KOTOpble
fatoT addeKT 3D-momenu, XoTa camun TakoBbIMK He aBAstoTcs. 3D-moaenu cywecTByoT

BO BCEX TPEX M3MEPEHUSAX. ITO 3HAUUT, 4YTO, ABUTasiCb BOKPYT, Bbl MOXETE YBUAETb Pa3Hble
CTOPOHbI Mogenu. Ho 6unbopabl — 3TO MI0OCKUE U306paxKeHus, KOTopble Bcerga nosep-
HYTbl K Kamepe. Mpu nonbITKe 060MTH 6UNBOPA OH NOBEPHETCH TyAa, rAe Bbl HAXOAMTECh.
O6bl4HO cBOMCTBaMU 6GUN60PA0B 06naAaeT TpaBa, YacTulbl, 3PdEKTbl IKpaHa.

BeipanyBaHue TpaBhl Ha JaHAmadTe — JOBOJBHO IPOCTOM npotecc. CHavaza Hy)XKHO

Z06aBUTh TEKCTYPY TPABHI.

1. Haxwmure xHonky Edit Details Ha manenu Inspector u Bei6epute myHKT Add
Grass Texture.

2. B aquanorosom okHe Edit Grass Texture IIeJIKHUTE MBIIIBIO TI0 KPYK-
Ky pAzoM c TekcToBEIM nosieM Texture (puc. 4.15). Beibepure TEKCTYpY
GrassFrondO1AlbedoAlpha. Bel MoxeTe BOCIO/IB30BAThCS TOUCKOM IO CJIOBY

grass, 4ToOBI HAUTH ee.

3. YcraHoBUTE MIOOBIE CBOMCTBA TEKCTYPHI, Kakue xotuTe. Obparute ocoboe BHU-
MaHMe Ha [[BETOBbIe CBOICTBA, TaK KaK OHU 33/Ial0T AUAIa30H eCTECTBEHHBIX

LIBETOB /|71l TPABHI.

4. Korza BBl 3aKOHUNTE U3MEeHeHNe HAaCTPOeK, HAXKMUTE KHOIIKY Apply.
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Edit Grass Texture H
Detail Texture | GrassFrond01AlbedoAlpha o
Min Width | |
Max Width 12

Min Height 1

Max Height |2

Noise Spread 0.1 |
Healthy Color S —————
Dry Color [ 2
Billboard

Apply

Puc. 4.15. Juanorosoe okHo Edit Grass Texture

Korza TpaBa 6yzeT 3arpykeHa, BaM Hy>KHO BEIOPaTh KUCTb U 33/1aTh €€ CBOWCTBA, U BB
6yZieTe TOTOBBI PUCOBATh TPABY.

COBET

PeanucTtuuHas TpaBa

Bbl MOXKeTe 3amMeTuTb, 4TO, KOrAa Ha4ynMHaeTe pucoBaTb TpaBy, OHa BbIMSAUT Hepeanu-
CTU4YHO. Bam Hy>XHO 06paTuTb BHUMaHWE Ha HECKOIbKO MOMEHTOB Mpu go6aBneHun TpaBbl
Ha naHawadT. Bo-nepBbix, Ha LBeTa, KOTOPbIE Bbl YCTAHOBWUAK ANS TEKCTYPbI TpaBbl. BbiGn-
paviTe ux noTemHee 1 B TOH 3emne. Cnefylollee, YTO BaM HYXHO caenatb, 370 BblGpaTtb
KWUCTb HenpaBuibHOM GOpPMbI, HTOObI YCTPaHUTL pe3Kne Kpas. (Ha pucyHKe noKkasaHa yaay-
Hasi KUCTb, KOTOPYIO MOXXHO MCMONb30BaTh.) HaKoHeL, Npo3payHOCTb U LiefieBast MHTEHCUB-
HOCTb AOMKHbI OCTaBaTbCA HU3KMMU. MOXKHO, HanpuMmep, Ha4yaTb C HENPO3PaYHOCTH, paB-
Hon 0,01, n ueneBon UHTEHCUBHOCTHU, paBHoW 0,0625. Ecnn BaM HYXHO 60/iblUe TpaBbl, Bbl
MOXEeTe CU/IbHeEe 3aKpallnBaTb HYXKHbIM y4acTOK. Bbl TaKXe MOXeTe BEPHYTbCS B AMaNOro-
Boe oKHo Edit Details n n3meHUTb CBOMCTBa TEKCTYPbI TPaBbI.

BHUMAHWE!

PacTutenbHOCTb U 3P PEKTUBHOCTD

Yewm 6Gonblue JepeBbeEB M TPaBbl Ha Ballew CLieHe, TeM 60Jblle PecypcoB KOMMbioTepa Tpe-
6yeTcs Ha 06paboTKy. Ecnu ang Bac ocTpo CTOUT BOMPOC NPOU3BOANTENIbHOCTU, COXpaHanTe
KO/IM4eCTBO PacTuUTe/iIbHOCTU MUHUMaAJIbHbIM. Koe-Kkakune CBOVICTBa, KOTOpPbl€ Mbl PACCMO-
TPUM MO3¥Ke B 3TOM Yace, MOMOryT Bam CnpaBuTbCS. A NOKa BO3bMUTE 3a NPaBWo creayto-
Lee: cTapanTtech J06aBNATb AePEBbS M TPABY TONbKO Ha T YHaCTKW, A€ OHWU AENCTBUTENb-
HO HEOOXOAUMDbI.
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COBET

Ucue3HoBeHHE TPaBbI

Kak 1 B cnyyae ¢ lepeBbamu, 0To6pa)KeH1e Tpasbl 3aBUCUT OT PACCTOSIHUA 10 Habnoaa-
Tens. Mo Mepe oTaaneHuns oT 3puTeNs 4epeBbs HAUYMHAIOT 0TOBPAXKATLCA C MOHUMKEHHbIM
KayecTBOM, a TpaBa BOOOGLE NepecTaeT 0To6paaTbesi. B peaynbrate BOKpYr 3putens
o6pasyeTcs KpyroBas 061acTb, 3a NpeaenaMu KoTopoi Tpasa He BuaHa. Bbl MoxeTe name-
HWTb 3TO PACCTOAHWE, UCMOJb3YA CBOMCTBA, OMMCaHHbIE Aanee B 3TOM Yace.

Hactpounku nanpwadTa

[TocneaHM U3 UHCTPYMEHTOB Ui JaHAmadTa, IpeACTaBIeHHBIN Ha TaHEe U
Inspector — 310 Terrain Settings. C ero moMouip0 MOXHO HaCTPamuBaTh TO, KaK

B IIeJIOM BBIVIAAUT U QYHKIIMOHUPYeT caM JIaHAMA(T, TEKCTYPHI, AePeBbs U JAETaNU.
Ha puc. 4.16 nokasan uHcTpyMmeHT Terrain Settings.

v up ¥ Terrain EECS
(af [ad [ [/ % [F

Terrain Settings J
Base Terrain
Draw v
Pixel Error — 5
Base Map Dist. —— —| 1000
Cast Shadows
Material Built In Standard $
Reflection Probes
Thickness 1 T S ]
Tree & Detail Objects
Draw 4
Bake Light Probes Feclv
Detail Dist: 80

Collect Detail PatcheV

Detail Density —) | 1
Tree Distance —) | 2000
Billboard Start O—— 50
Fade Length O— | S
Max Mesh Trees Or——| 50

Tree Distance, Billboard Start, Fade Length and Max
Mesh Trees have no effect on SpeedTree traes.
Please use the LOD Group component on the tree
prefab to control LOD settings.

Wind Settings for Grass

Speed —_—C———— 05
Size —_————— 05
Bending —————— 05

Grass Tint ————————

Puc. 4.16. HcTpymeHT Terrain Settings

[TepBas rpymma napaMeTpoB KacaeTcs Bcero gaHgmadTa B 1ejioM. B tabiuue 4.2 onu-
CaHbI HEKOTOPBIE U3 HUX.
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TABA. 4.2. NapameTpbl rpynnbl Base Terrain

MapameTp OnucaHue
Draw BKtovaeT unu BbIKIOYAET OTOOpaxKeH1e naHawadTa
Pixel Error Onpenenser AoNyCTUMOE KOJIMYECTBO OLWMBOK Npu oTobpa-

YEeHWUW reomeTpum nangwadra. Hem Bbllwe 370 3HAYEHUE, TEM
HWXe feTanbHOCTb naHawadTa

Base Map Dist

Onpegenser MakcMMasbHOE PacCTOSHWE, C KOTOPOro oTo6pa-
YaloTCs TEKCTYPbl BLICOKOrO paspelueHns. Koraa aputens
HaxoAWTCS Aasblie 3afaHHOro PacCTOSHNUSA, Ka4eCTBO TEKCTYP
CHUKaeTcs

Cast Shadows

OnpepenseT, oTépacbiBaeTcs M TeHb OT penbeda

Material

MapameTp Ans BbiGOpa Nofb30BaTe/IbCKOro MaTepuana ais
peHepuHra MecTHOCTU. MaTtepuran [JOMIKEH coaepKaTb Lie-
Jep, KOTOPbIV NOAXOAWT ANS OTPUCOBKU naHawadTa

Reflection Probes

OnpegensieT, Kak B AJaHHOM NaHawadTe GYHKUMOHUPYIOT
30HAbl OTparKeHus. Onunsa paboTaeT TobKO Toraa, Koraa
NPUMEHSAETCH BCTPOEHHbIN CTaHAAPTHbIM MaTepuan Uan nonb-
30BaTeNbCKMI MaTepwmas, KOTopbIN NOAAEPKUBAET PEHAEPUHT
C OTParKeHUsAMW. 3TO AOMONHUTENbHbINM NapamMeTp, B JaHHOM
KHUIe OH He paccmaTpuBaeTcs

Thickness

Onpefenser, HACKOJbKO 30Ha CTOIKHOBEHWS NaHawadTa
pacnpocTpaHsaeTcs B OTPULIATEIbHOM HanpasieHWK Mo ocH .
CTONKHOBEHME 0GBLEKTOB C NaH/WadToM Y NOBEPXHOCTH pac-
CYUTbIBAETCA Ha rNyGUHY, paBHyIo ToMLLMHE. ITO Nomoraert
npefoTBPaTUTL NnonagaHue 6bICTPO ABUMKYLLMXCH 06LEKTOB
BHYTPb faHAawadTa 6e3 UCrob30BaHUa A0POrUX CPeacTB
06GHapPYKEHUSA HEMPEPbIBHOIO CTO/IKHOBEHUS

Kpome Toro, HeKOTOpHIe ITapaMeTpPhl HeITOCPeACTBEHHO BIUAIOT Ha TO, KaK Ha MECTHO-

cTH 0TOOpakaroTCs IepeBbs U eTanu (Hampumep, TpaBa). B Tabiuiie 4.3 omucaHbl 3TH

ImapaMeTphl.

TABA. 4.3. NapameTpbl rpynnbl Tree and Detail Objects

MapameTp

OnucaHue

Draw

OnpegenseT oTobpaxeHue AepeBbeB v eTanen

Bake Light Probes For | [lenaeT ocBelleHWe B peXXnUmMe peasibHoro BpemeHu 6onee

PeanUCTUYHLIM 1 3GGEKTUBHBLIM. ITOT NapameTp TpebyeT
BbICOKOM NMPOW3BOANTENLHOCTH
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MapameTtp

OnucaHue

Details Distance

3apaeT paccTosiHMe OT KaMmepbl, Ha KOTOPOM AeTanu nepe-
CTaloT OTO6paXKaTbCs

Collect Detail Patches

MpenBapuTenbHO NOArPYXKaeT AeTanun naHgwadra, 4Tobbl
npeaoTBpPaTUTb OLUMGKK NPKU NepemeLeHUI No MECTHOCTH,
HO 3aTpayMBaeT Ha 3TO AOMNOSIHUTENbHYO NamsTb

Tree Distance

3ajaeT paccTosiHMe OT KaMepbl, Ha KOTOPOM AePEBbS
nepecrtarT oTobparkaTbes

Billboard Start

OnpepnensieT paccTosiHue OT Kamepsbl, Ha Kotopom 3D-moaenu
[epeBbEB HAYMHAIOT NpeBpaLllaTbes B 6unéopasl 6onee
HW3KOro KayecTBa

Fade Length

OnpepgenseT paccTosiHWe, Ha KOTOPOM [epeBbs NpPeBpa-
Latotesa n3 6unbéopaos B 3D-moaenn 601ee BbICOKOro
KayecTBa. YeM Bbllle 3TO 3HAYEHME, TEM NIaBHee NpeBpa-
LeHune

Max Mesh Trees

Onpepenset obliee Y4CO AePeBbEB, KOTOPbIE MOTYT O4HO-
BPEMEHHO oTo6paxaTbes Kak 3D-mewun, a He 6UnGopabl

Crenyrolias rpyIina HaCTPOeK KacaeTcs BeTpa. [I0CKOIbKY BaM ellle He A0BeIoCh mobe-

raTb BHYTPpH Ballero Mrupa (XOTH II03XK€ MBI 3TUM SaﬁMeMCH), BbI MOXETE YAUBUTHCA,

Kak paboTaet BeTep. B 1jesiom pezakTop Unity UMUTHUPYeT JIETKUI BeTEPOK Ha/ JIaH/-

madToM, OH crubaeT ¥ pacKauuBaeT TPABY, OXKUBJAA CLeHY. B Tabiie 4.4 omycaHbl

mapamMeTpsl Betpa. (Hactpoiiku rpymmel Resolution 6s111 paccMOTpeHBI paHee B 3TOM

yace B paszziene «/[obapieHue aHamadpTa B IPOEKT».)

TABA. 4.4. NapameTpbl BeTpa

MapameTp OnucaHue
Speed OnpepaensieT CKOPOCTb U, CiefoBaTebHO, CUY BO3AeNCTBMSA BETpa
Size Onpepensiet pasmep y4yacTKa TpaBbl, eIMHOBPEMEHHO MOABEPKEH-

HOro BJIMAHUIO BETPA

Bending OnpenenﬂeT WHTEHCUBHOCTb pacKa4ymMBaHUA TPaBbl N3-3a BETPa

Grass Tint OnpegenseT o6LLyI0 OKpacKy Bcen TpaBbl Ha ypoBHe. (3TO Ha caMOoM
[lene HacTpoMKa He g BeTpa, HO CBfi3aHa C HUM.)




KoHTponnepsl nepcoHaxa 101

KoHTpoAAnepbl nepcoHaXKa

Vtak, masamadT roToB. MBI CIEIIHIHN €0, PACKPAaCHIN TEKCTypaMU U HaHEeCIU Jiepe-
Bbs ¥ Tpasy. Celfyac HacTajI0 BpeMs IIOTYJIATh I10 HallleMy YPOBHIO U TIOCMOTPETh, KaK
Ha HeM urpaetcs. B pegakrope Unity npeZycMOTPeHO IBa OCHOBHBIX THIIA KOHTPOJUIE-
POB /IJIs1 TIEPCOHAKA, KOTOPbIE TI03BOJISIIOT OKA3aThCsl BHYTPHU CLIEHBI 0€3 OCOOBIX yCHIIHIMA
C BaIei cTOpoH:L. Mzes Takad: BB fobaBiAeTe KOHTPOJLUIEP Ha CIeHY, a 3aTeM IlepeMe-
IIaeTech MO Hell, UCIOb3Ys CXeMY YIIpaBIeHUsI, OOIIYIO 11 GOMBITUHCTBA UTP OT Mep-
BOTO JIUIIA.

Aob6aBneHHe KOHTpPOAAEpa NepCcoHaXKa

YT06HI I06aBUTH KOHTPOJUIEP TTEPCOHAXKA HA CLIEHY, BaM B IIEPBYIO OUYepeah Heob-
XOZIMMO UMIIOPTHUPOBATh acceT, BEIOpaB MyHKT MeHio Assets = Import Package =
Character. B guanorosom okHe Import Package ocraBbTe Bce QIaXKKU yCTaHOBIEHHBI-
MU U HaxkMUTe KHOTKY Import. Ha manenu Project mosiBUTCA HOBas Iarka 1o Ha3Ba-
uuiem Characters oz nankoi Standard Assets. [TockosbKy y Bac HeT 3D-Mozenu, KOTO-
PYIO BBl MOTJIY GBI B3ITh B Ka4eCTBe UTPOKA, BaM IPUJETCS UCIIOIh30BaTh KOHTPOJLIED
ot nepsoro suna. Hatizute accer FPSController B manke Character Controllers

(puc. 4.17) v nepeTtauuTe ero Ha JaHAmadT Ha MaHeau Scene.

@ Project " [ Console.

| Create '[
@AII Scripts 4 Assets » Standard Assets » Char|

v Gl Assets
Scenes
v G5 Standard Assets
v Gl Characters

v (& FirstPersonCharacter
Audio

FPSControl.. |RigidBodyF..

Scripts
» &3 RollerBall
» & ThirdPersonCharacter
» Gl CrossPlatformInput
» G Editor .
» (& Environment v

Puc. 4.17. KoHtponnep nepcoHaxxa FPSController

Cetlivac, KorZia BbI J06aBM/IM Ha BAIlly ClieHy KOHTPOJLIED TIePCOHAXKa, BBl MOXKETe Tepe-
[IBUTATHCA IO CO3/[aHHOMY YpOBHIO. ObpaTuTe BHUMaHUe, YTO Teleph BbI CMOTPUTE

13 TOM TOUKH, KyZia ObUT MOMellleH KOHTPOJLIep. Bl MOXKeTe MCITOMb30BaTh KJIABUIIIN
W, A, S u D 151 IepeMelieHus, MbIIIb, YTOOBI OIVISETHCS, U KaaBuiny IIpo6es, 4To6bl
MpbIraTh. [I09KCIIEPUMEHTHPYHTE C 2JIeMEHTaMH YIIPaBIeHUs, €CIM BaM HYKHO MIPHU-
BHIKHYTh K HUM, ¥ HAaCJIaKAalTeCch UTPOM B BallleM COOCTBEHHOM MUpe!
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COBET

Coob6wenune «2 Audio Listeners»

Korga Bbl J06aBUIN KOHTPOIEP NMEPCOHAXa Ha CLEHY, Bbl, BO3BMOXHO, 3aMeTUIN cooblLie-
HUE B HUXKHEW YacTu pepakTopa: «There are 2 audio listeners in the scene (Ha cueHe npu-
cyTcTBYyeT 2 KoMMnoHeHTa Audio Listener)». 3To cBA3aHO ¢ TeM, 4To y 06beKkTa Main Camera
(kamepa, KoTopas HaxoAMTCH Ha CLIEHE MO yMoNiYaHuio) ectb KoMnoHeHT Audio listener,

M TOYHO TaKOM e eCTb Y KOHTPO/Iepa NepcoHaxKa, KOTopbli Bbl 4o6aBUAN. [TOCKOb-

Ky Kamepbl — 3T0 TO4Ka 0630pa UrpoKa, crylaTb ayauo MOXKET TOIbKO Of4Ha U3 HUX. Bbl
MOXeTe pelwunTb npobnemy, yaannue KomnoHeHT Audio listener ns o6bexkta Main Camera.
Bonee Toro, Bbl MOXKeTe BOO6LE yaanuTb 06beKT Main Camera, eciiv XOTuTe, TaK Kak

y 06bekTa FPSController ectb cBOsi Kamepa.

COBET

Mapenue B 6e3aHy

Ecnin Bbl 0GHAPYKWUIK, YTO KaMepa NagaeT B MUP BCAKUI pas, Koraa Bbl 3anycKaere clLie-
HY, TO, BO3MOXHO, Balll KOHTPOJIIEP NEePCoHaNxa YacTMYHO 3acTps B 3emre. [onpobyite
nepemMecTuTb ero HEMHOTO Bbille. [locne 3anycKa CLeHbl Kamepa A0SKHa Clerka ynacTb,
MoKa He JOCTUIHET 3eM/IN U HE OCTaHOBUTCH.

Pe3ome

B sToM gace BBl y3HaIU Bce o JlaHAmadTax B pegakrope Unity. CHavasa BB y3HAIHU, YTO
Takoe JaHAmAadTh U KaK J06aBIATh UX Ha CLIeHY. 3aTeM Bbl HAY4IWINCh CO3/1aBaTh PeJlb-
ed ¢ MOMOIIBIO KapPThI BEICOT U BCTPOEHHBIX HHCTPYMEHTOB pezakTopa Unity. Ber y3Ha-
JIY, KaK cZeaTh BaIu JaHAmadTe 60s1ee IpUBIeKaTeTbHBIMY, HAHOCSA PEATUCTHYHbIE
TEKCTYPHIL. V1, HaKOHeI], BbI HAYYWINCh Z00ABIATh Ha JaHAMADT AepeBbs U TPABY, a TaK-
K€ TIPOTYJIAUIMCH 110 YPOBHIO C MTOMOIIBIO KOHTPOJUIEPA ITEPCOHAXKA.

Bonpocbl U oTBETbI

Bonpoc: 0OGsa3aTenbHO M B MO€eW Urpe JoJKeH 6biTb aHawadT?

OTBeT: BoBce HeT. MHOrMe Urpbl CTPOSITCA BHYTPHU MOAENMPYEMbIX KOMHAT,
B aBGCTPaKTHbIX MPOCTPAHCTBAX WK C Melamu Ans BHELLHWX 061acTe.

Bonpoc: Mow naHagwadT BbIrnaguTt Tak ce6e. 3To HopMaibHO?

OTBert: [loTpebyeTcs HEKOTOPOE BpeMs, YTOObl Hay4MTbCA XOpoLwo paboTtaTtb
MHCTPYMEHTaMu co3aanus penbeda. Korga Bbl NONpaKTUKyeTech, Ball ypo-
BeHb 6yAeT BbIrNsaaeTb ropasano nyywe. MICTMHHOE KayecTBO poxaaeTcs Nullb
nyTeM KPOMoTAMBOM paboTbl HAZ YPOBHEM.
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Cemuuap

YaenuTe HEKOTOPOE BpeMst IPopabOoTKe IIPUBEAEHHBIX HIKE BOIIPOCOB, YTOObI YOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHaJl.

KOHTpPOABHBbIE BONPOCHI

1. BepHO WM HET: MOXKHO JIH CZIeJIaTh Mellephl ¢ ITIOMOIIbI0 JaHAmadTa B Unity?

2. Kak HasbIBaeTcs yepHO-0Oesioe n3obpakeHue, cogepxaiiee HHGOPMAIIUIO O BBICO-
Tax jaHamadra?

3. BepHo win HeT: co3zaHue penbeda B pegakTope Unity 4eM-TO IIOXOXKe Ha PUCOBa-
HUe.

4. Kak s MOry HOJIy4UTb JOCTYIIHBIE TeKCTYpHI JaHAmadTa B pegakrope Unity?

OTBeTbl

1. Her. Jlangmadr B peziakTope Unity He MOXKET IIepeKPbIBATBHCA.
2. KapTa BBICOT.
3. BepHo.

4. VIMmopT acceToB JaHAIapTa OCYLIECTBIAETCSA C TOMOIIbIO KOMaH/b! Assets =
Import Package = Environment.

YnpaxHnenue

[MonpaKTUKYHTECh B CO3JaHUM U TEKCTYpUpoBaHuu naHgmadTa. Coszpaiite maHamadT,
KOTOPBIHM COAEPXKUT CIeyIolye 31eMeHThI:

> IUIAXK;
> TOpHBIN Xpeber;
> IUIOCKYIO PaBHUHY.

YTOOBI YMECTUTD BCE 3TO, BAM MOXKeT IIOTPeboBaThCs IWITK mobosbiie. [Toce co3zanus
penbeda HaHecHUTe Ha JaHAWAPT TEKCTYPHI TaK, KaK ONKMCAHO HIKe. Bbl HalizieTe Bce
TEKCTYPBI, TIepeYrcIeHHbIe 3/1ech, B TakeTe Terrain Assets.

» A KA MOXKHO HCIOIb30BaTh TeKCTypy SandAlbedo, maBHO mepexosAmnyo
B GrassRockyAlbedo.

> PaBHUHBI U BCE IUIOCKUE YYACTKH ZIOJKHBI OBITh TEKCTYPHUPOBAHBI
GrassHillAlbedo.
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» Tekctypa GrassHillAlbedo gomkHa m1aBHo nepexoauts B GlassRockyAlbedo
II0 Mepe TOTO KaK pesbed) CTAHOBUTCA Kpyde.

» Tekcrypa GlassRockyAlbedo gomkHa nepexoguts B Cliff B caMbIx BBICOKHMX TOYKaX.

3akoHuUHMTe Ball JaHAmAadT, 706aBUB AepeBbs U TpaBy. [lofoianTe K yIpakHEHHUIO
TBOPYECKHU U CAeNaiiTe Bce TaK, Kak XoTuTe. Co3zaiiTe MUp, KOTODEIM BBI OyzieTe rop-
JAUTBCA.



5-N YAC
UCTOYHMKM CBeTa M KamMepbl

YT1o Bbl y3HaeTe B 3TOM yace

» Kak pa6oTtaTb ¢ ocBelleHreM B Unity
» KntoyeBble KOMMOHEHTbI KaMep
» Kak paboTaTb C HECKO/IbKMMW KaMepamu Ha CLeHe

» Kak paboTaTtb CO C/I0SIMU

B aTOM yace Bbl Hay4HUTECH TI0JIb30BATHCS OCBellleHHEM U KaMepaMu B pegakTtope Unity.
MBbI HaUHEM C U3YYeHHs OCHOBHBIX OCOOEHHOCTEH OCBEIeH s 3aTeM MbI UCCIELyeM
pas3IUYHBIE TUIIBI UICTOYHUKOB CBETa U UX [IPUMEHEHUE B PA3IMYHbIX 33/a4ax. Pazo-
OpaBIIVCH C OCBEIEHUEM, MBI HAYHEM paboTaTh C KaMepamu. Brl y3HaeTe, Kak 00aB-
JIAITH HOBBIE KaMepbl, pa3MelljaTh X, a TAK)Ke CO3/laBaTh UHTepecHbIe 3GGEKTEH ¢ UX
IIOMOIIBIO0. B KOHIIe 3TOro yaca Mbl pazbepeMcs, Kak paboTaThb CO CJIOIMU B peJlaKTope
Unity.

UCTOUYHUMKM CBeTa

B r00BIX BUJIaX BU3YaJIbHBIX CPEJCTB MHPOPMAIIUU UMEHHO OCBEIleHE BO MHOT'OM
OIIpe/iesIsieT, KaK BOCIIPUHUMAETCS ClieHa. SIPKUH, cIerka KeJTOBaThIl CBET MPUAAET
CIIeHe TEIUTBIN U COTHEYHBIN BU/. BO3bMUTE Ty Ke CIIEHY U MTOJICBETUTE €€ CJIaObIM TOJTy-
OGBIM CBETOM, ¥ OHA CTaHET BBIMVIAZETh JKYTKOBATO U TPEBOXKHO. LIBET OCBEIeHUS TaKKe
OyZieT coueTaThCs C IIBETOM CKakboKca, YTO MpuacT eMy 60siee peasuCTUIHBIN BUI.

B GO/BIIUHCTBE ClIeH, B KOTOPBIX TpebyeTcs peaansM WiK ApaMaTHIecKuil 3beKT,
WCTIONB3YEeTCs, TI0 KpaiiHel Mepe, OAMH UCTOYHUK cBeTa (a yacTo u 6osbiie). B mpe-
JBIYIINX Yacax Mbl yyKe HEMHOTO ITOpaboTasIt C OCBeleHreM, YTOOBI MOYEPKHY T
HY»KHbIe HaM 2JIeMEHTHI Ha CIleHe. B 5TOM paszieie Mbl TO3HAKOMUMCS C OCBEIlleHreM
MOGJIIDKE.
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NMPUMEYAHUE

Cxo)xue cBOMCTBa

Y pa3HbIx MCTOYHUKOB CBETa ECTb MHOIO OAMHAKOBbIX CBOMCTB. ECNK y UCTOYHMKA eCTb
CBOWMCTBO, KOTOPOE Y¥Ke ONnpefeneHo B APYroM UCTOYHUKE CBETa, TO NOBTOPHO 3a/laBaTb-
€l OHO He 6ygeT. [ToMHWTe, 4TO, eCnNu ABa UCTOYHUKA CBETa Pa3HbIX TUMOB MMEIOT CBOMCTBA
C OAMHaKOBbIMMW Ha3BaHWAMM, 3T CBOWCTBa OyayT AenaTb O4HO U TO XKe.

NMPUMEYAHUE

Yro TaKoe «<~MCTOUYHMK cBeTa»?

B aBuxKe Unity MCTOYHKUK CBETa caM Mo cebe He ABNSeTCHd OObEKTOM — 3TO KOMMOHEHT.
3T0 03HavaeT, 4To Npu Ao6aBEHMM UCTOYHMKA CBETA Ha CLEHY Bbl HA CaMOM Jefe Nullb
fobaBnsieTe UrpoBon 06bLEKT ¢ KOMMNOHeHTOM Light, KOTopbI MOXKET cTaTb UCTOYHUKOM
cBeTa filnboro Tmna.

3anekaHue U oTo6pakeHue B pearbHOM BPEMEeHH

[Tepes TeM KaK IPUCTYIUTh HETTOCPEACTBEHHO K paboTe ¢ HICTOYHUKAMU CBETa, BaM
HY)KHO TTOHATD /IBa OCHOBHBIX CIToco6a UCIIONIb30BaHUsA CBeTa: B pexxuMe baking (3arme-
KaHUe) U B peXXUMe pPeaJbHOro BpeMeHH. 3/ieCh Ba)XHO He 3a06bIBaTh, YTO BECh CBET

B UI'PaX — 3TO, B TOW WIXU UHOHM Mepe, Habop BerYKcaeHUH. CBeT 06CUUTHIBAETCSI KOM-
IIBIOTEPOM B TPH dTala.

1. PaccuuThIBalOTCA IBET, HAIIpABJIE€HUE U AUATTa30H UMUTUPYEMBIX CBETOBBIX JIy"IefI
OT MCTOYHHKA CBETA.

2. Korma JIy4U IIaAaroT Ha IIOBEPXHOCTh, OHU OCBEILIAIOT €€, TEM CaMbIM U3MEHAA
IBET IIOBEPXHOCTHU.

3. BrrunciaeTca yros naZieHus Jiyda Ha [I0BEPXHOCTb, U cBeT oTpaxkaercd. [llaruy 1
U 2 TIOBTOPSIIOTCSA CHOBA U CHOBA (B 3aBUCUMOCTU OT HACTPOUKU cBeTa). C Kax-
ZIBIM OTpaKeHHEM CBOMCTBA CBETOBBIX JIydel U3MEHAIOTCA TOBEPXHOCTAMU,

OT KOTOPBIX OHU OTpakaroTcA (KaK U B peaJbHOU KU3HMU).

DTOT Mpoliecc MOBTOPSIETCS /I KayKJOT0 NCTOYHUKA CBETA B KAXKAOM KaJpe U co3/a-
eT m1o6asbHOE OCBelleHe (B KOTOPOM OCBEIEHHOCTD U I[BET 0ObEKTOB 3aBUCUT

OT IpyTUX 06'bEKTOB BOKPYT HUX). [Ipoltecc HEMHOTO yrpoiaeTcs 6aarozaps GpyHk-
1uu Precomputed Realtime GI (IlpegBapuTeIbHBIN pacdeT IMI06aIbHOTO OCBELEHUS

B peabHOM BPEMEHH), KOTOpas BKJIIOYEHA [0 YMOTYAHUIO U He TPeByeT OT Bac AOTO0JI-
HUTENbHBIX AefcTBUi. [Ipy 5TOM pacyeT OCBEIEeHHs, ONIMCAHHBIN BHIIIE, BHITOIHIETCS
10 3aTlyCKa CI[€HBI, U B pe3y/IbTaTe TOJbKO YaCTh PACYETOB IIPOMCXOAUT BO BPEMsI UTPHI.
Bbl, BO3MOXKHO, y)Ke BUIENH, KaK 9T0 paboTaeT. Ecu BbI KOTa-T160 OTKPHIBAIKN HOBYIO
crieny B Unity u 3amMedasiu, 4TO 3JIeMEHTEHI CI[EHBI B ITEPBbIE MTHOBEHUS OTOOPaKAIOTCS
TEMHBIMU, 3HAYUT, BBl BUZETH MTPOIIECC MTPEABAPUTENTBHOTO BEIYUCIEHHUA.
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Baking (3anekaHue), ¢ Apyroi CTOPOHBI, 3TO MOJHBIN ITPeBAPUTENbHBIN pacyeT CBe-
Ta U TEHU JJIA TEKCTYP ¥ 06BEKTOB BO BPeMs MX CO3/jaHusA. Bl MoXxeTe cziesiaTh 3T0

¢ nomornbio Unity HIH ¢ IOMOIIbI0 rpadudeckoro pegakTopa. Hanpumep, eciu Bbl
CO3aZiUTe TEKCTYPY CTEHBI C TEMHBIM [SITHOM, HATOMUHAIOLIVM Y€/I0BEYECKYIO TEHb,
a 3aTeM ITOCTABUTE MOJEJb YeJIOBEKA PSIZIOM CO CTEHOM, CO3/[aCTCs BIIEYaTIIEHHE, YTO
MIMEHHO 3Ta MOZIeJIb OTOpachIBaeT TeHb Ha CTeHy. Ho mpaBza B TOM, UTO T€Hb «3areye-
Ha» B TEKCType. 3alleKaHhe MOXKET MOBBICUTh OBICTPOAEHCTBIE UTPBI, TAK KaK JBIIK-
Ky He IPU/IETCA PACCUUTHIBATD CBET U TEHb A Ka)XXJ0ro Kazpa. Jlisg BaIllnuxX TEKYINUX
norpe6GHOCTel 3amekaHue He TpeGyeTcs, TaK KaK UI'PhI, ONIMCAHHbIE B 3TOM KHUTE,

He HACTOJIbKO CJIOJKHBIE, YTOOBI TPeGOBANIOCH YCKOPEHUE OBICTPOAEHCTBUA.

ToueuHble UICTOUHUKHU OCBELLEHUA

[TepBBIM MBI PACCMOTPHM TOYEYHBIN MCTOYHUK CBeTA. PaciieHnBaliTe ero Kak JaMIly Haka-
JIUBaHUA. Bech cBET M3IydaeTcsa U3 OFHOH [EHTPAIbHONM TOYKH BO BCEX HAIIPABIEHUAX.
TouyeyHbIiT ICTOYHUK — HanboJIee paclipoCTpaHEeHHBIN TUII CBETA /I OCBEIIEHVA BHY-
TpeHHUX obacteit. YTo6bl 106aBUTh €T0 Ha ClieHy, BribepuTe KoManay GameObject =
Light = Point Light. Pa3amenieHHbIM Ha ClleHe UTPOBBIM 06BbekTOM Point Light MoxxHO
MaHUITYJIMPOBATh TaK ke, KaK U JI0ObIM ApyruM. B Tabmurie 5.1 omvicaHbl ero cBoicTBa.

TABA. 5.1. CBoM1cTBa TOYE4YHOIro UCTOYHUKA cBeTa

CBOWCTBO OnucaHue

Type OnpepenseT TMN cBeTa, KOTOPbIMA UCMYCKAET KOMMOHEHT.
[MOCKOIbKY 3TO TOYEYHbIM UCTOYHMK CBeTa, ero Tun — Point.
MN3meHeHne 3Toro CBOMCTBa MEHSET TUM CBETa

Range OnpeaenseT, HAaCKONbKO [aleKo PacrnpoCTPaHAETCcs CBET.
CTeneHb OCBELLEHWUA CHUXAeTcs paBHOMEPHO OT UCTOYHMKA cBeTa
Ha 3afj@aHHOe paccTosiH1e

Color OnpepenseT UBET cBeTa. 3TO CBOMCTBO aiAMTUBHO, TO €CTb, ECNN
Bbl OCBelLaeTe CUHWUI 0OBEKT KPpacHbIM CBETOM, OH B UTOre Mpu-
obpeTeT GMONEeTOBLIN LBET

Mode OnpegensieT pexuM CBeTa: B PEXMME peanbHOro BpemMeHHu, 3arne-
KaHWe W1 KOMOMHaLMS 3TUX PEKMMOB

Intensity OnpegensieT, HACKONbKO ApKUM 6yaeT ceeT. O6paTuTe BHUMaHKeE,
YTO AabHOCTb MPWU 3TOM COXPaHSAETCHA TaKOM, KaK YyKa3aHo B CBOK-
ctBe Range

Indirect OnpegensieT, HACKOMbKO APKMM OCTaeTCs CBET NOC/e TOro, Kak OH

Multiplier oTparkaeTcs OT 06bEeKTOB (ABMKOK Unity nogaep»kmBaeT cBOMCTBO

Global lllumination, To eCTb BbINOMHSAET pacyeT OTPAXKEHHOIO CBETA)
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CBOWCTBO OnucaHue

Shadow Type OnpepnenseT, KaKk pacCcYMTbiBAeTCA TEHb Ha CLIEHE AJ1s 3TOro

MCTOYHUKa. Markas TeHb 60/ee peanncTnyHas, Ho TpebyeTt 60/b-
LUMX BbIYUCNTUTENBHbIX PECYPCOB

Cookie Mo3BonseT 3ajaTb KyOMUYECKYIO KapTy (HanpumMep, CKanboKc),

KoTopas onpeaensieTt wabnoH nageHus ceeta. Cookie 6onee
noapo6HO onucaHbl NO3XKe B 3TOM Yace

Draw Halo OnpegensieT oTo6paXkeHne CBETOBOrO rano (opeona) BOKpyr
MCTOYHUKa. bonee Nogpo6HO O raso Mbl MOrOBOPMM MO3XKE B 3TOM
yace

Flare Mo3Bonset 3agatb accet Flare n umntupoBaTb adPEKT 6/IMKOB

Ha TMH3€e KaMepbl OT APKOro ceBeta

Render Mode OnpeaensieT BaXKHOCTb UCTOYHUKA cBeTa. BO3MOXKHbIe 3HaYeHUS:

Auto, Important n Not Important. BaxkHbii UICTOYHMK peHaEPUT-
csl B 60/1ee BbICOKOM Ka4yecTBe, a MEHEE BaXKHbI — ObICTpee.
Ha gaHHbIM MOMEHT Ham nogonaet onunsa Auto

Culling Mask () | OnpegensieT, Kakve Cnou ocBeLarTcs 4aHHbIM UCTOYHUKOM.

Mo ymonyaHuIo UCTOYHUK ocBelyaeT Bce. bonee nogpo6HO O Cnosx
Mbl MOrOBOPMM MO3Xe B 3TOM Yace

MPAKTUKYM

Ao6aBreHMe TOUEUHOr0 OCBELUEeHHUA Ha CLUEeHYy

YT1o6bl CO3AaTh CLEHY C IMHAMUYECKMM TOYEYHbIM OCBELLEHMEM, BbINONHUTE Cneaytoline
NencTBUS.

1.

Co3paainTe HOBbIM MPOEKT UK CLIEHY M OTK/IOYUTE HanpaBleHHOE OCBELLEHNE, yCTa-
HOBJIEHHOE MO YMOJIHYaHUIO.

[Jo6aBbTe Ha cueHy NIocKocTb (BbiopaB KomaHay GameObject = 3D Object =
Plane). 3agaiite nonoxenue nnockoctu (0, 0,5, 0) n noBopoT (270, O, 0). NMnockocTb
[OJIKHA HaxoAUTbCS B MOJe 3PEHUS KaMepbl, HO BUAHA TONbKO C O4HOW CTOPOHbI NPH
NpPOCMOTpE B pexume Scene.

[o6aBbTe 1Ba Ky6a Ha CLIEHY, PACMOJIOXKMB MX B MO3MLIUSX C KOopauHaTamu (—1,5,
1, -5)mn (1,5, 1, -5).

[o6aBbTe Ha CLEHY UCTOYHMK TOYEYHOI0 OCBELLEHUS (415 3TOr0 BbIGEPUTE KOMaHAY
GameObject = Light = Point Light). Pacnonoxwute ero B no3vumm ¢ KoopamHara-
mu (0, 1, —7). O6paTnte BHUMaHUE, Kak MCTOYHUK OCBELLAET BHYTPEHHWE CTOPOHbI
KyOGOB 1 3agHuWI nnaH (puc. 5.1).

YcraHoBuTe TN Hard Shadows (KecTkune TeHW) Ans TEHM OT TOYEYHOTO UCTOYHMU-
Ka, a 3aTeM nonpobyinte NoaBuratb ero. M3y4nte xapakTepnucTMKMU MCTOYHUKA CBeTa.
[loaKcnepuMeHTUpynTe C LIBETOM, ANana30HOM U MHTEHCUBHOCTbIO.
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‘< Persp

Puc. 5.1. Pe3ynbtat BbINOSHEHUS YNIPaXKHEHUS U3 MPaKTUKyMa

MpoXxekTopbl

[TpokeKTOpBI pabOTAIOT IPUMEPHO TaK JKe, KaK Gpapbl aBTOMOOWIS WiK GOHAPUKHU.
CBeT IPOXKEKTOpa HAYMHAETCS B HEKOTOPOH LIEHTPAIbHON TOUKE U PACIIPOCTPAHSAET-

¢s1 KOHYCOM. VIHBIMU CJIOBaMU, TPOXKEKTOP OCBEIIAET TO, UTO HAXOAUTCA MEPeZ HUM,
OCTaBJIsAs BCE OCTAIbHOE TEMHBIM. [TaBHAs pa3HUI[A 3aKIIOYAETCs B TOM, YTO TOYEUHBIH
WICTOYHMK CBETUT BO BCEX HAIPaBJIEHUAX, a IPOKEKTOP MOXKHO HAIPaBUTh.

Yro6bI 06aBUTH IIPOXKEKTOP Ha CIIeHY, BbIOepuTe kKoMaHay GameObject = Create
Other= Spotlight. A eciiu y Bac Ha clieHe yXKe eCTh UCTOYHHK, BBl MOXKETE U3MEHUTD
€ro TUII Ha Spot, ¥ OH IPEBPATUTCS B IIPOXKEKTOP.

[TpOKEeKTOPHI UMEIOT TOJBKO OZHO CBOMCTBO, KOTOPOE MBI HE pacCMaTpUBAJIH: Spot
Angle (Yron ocBemenus). CoiictBo Spot Angle onpezensaeT pajuyc KOHyca CBeTa,
HCITyCKAeMOT'O IIPOKEKTOPOM.



110 5-1 YAC. VCTOYHNKM CBETA M Kamepbl

MPAKTUKYM

Ao6GaBreHHe npo)keKTopa Ha CueHy

Tenepb y Bac eCTb BO3MOXXHOCTb NopaboTath € NpoxeKTopamu B pegaktope Unity. Ang
KPaTKOCTM Mbl MUCMOJIb3YEM MPOEKT C TOHEYHBIM MCTOYHUKOM, CO3[aHHbIN B Mpeablaylem
npaxkTukyme. Ecnv Bbl NponycTunm npeablayliee ynpaxHeHue, To BbINOHUTE CHavyana ero,
a 3aTeM creaylolme 4eNCTBUS.

1. CKOMNWpyM1Te CUEHY C TOYEYHBIM UCTOYHUKOM CBETA M3 NpeablayLLero npoeKTa
(BbI6paB nyHKT MeHio Edit = Duplicate) n HazoBuTe HOBYIO cLieHy Spotlight.

2. LenkHuTe npaBon KHOMKOW MbllwK No o6beKTy Point Light Ha naHenu Hierarchy
1 Bbl6epuTe KoMaHay MeHio Rename. 3agante o6beKTy nms Spotlight. Ha naHe-
v Inspector 3aparite ceoicTBy Type 3HayeHne Spot. [lomecTuTe CBETOBOW 0GBHEKT
B NMo3u1LMI0 ¢ KoopanHatamu (0, 1, —13).

3. [loaKcnepuMeHTUPYHTE CO CBOMCTBaMM NpoxeKTopa. O6paTnte BHUMaHUE, KaK
M3MEHEeHWEe ANCTaHLMU, UHTEHCUBHOCTU U Yr1a OCBELWLEHUS BAUSET Ha peaynbTar.

HanpaBneHHbIM CBeT

[Tocie/HUI TUT UCTOYHUKA CBETA, KOTOPBIM MBI PACCMOTPUM B 3TOM 4Yace, — HampaBs-
JIeHHBIH cBeT. OH ITOX0X Ha IPOXKEKTOP B TOM CMBIC/Ie, YTO ero MOXKHO HallpaBUTh.

Ho, B omim4ne OT IPOXKEKTOPA, OH OCBEIAET BCIO clieHy. [Ipolie Bcero cuuTaTh Halpas-
JIEHHBIH CBeT 4eM-TO Bpoze CosHIta. MBI y2Ke UCIIOIb30BaIK HallPABIeHHEIH CBET,
Takoi, kak CosHIle, B yace 4. OcBellleHNe OT UCTOYHUKA HAIIPaBJIEHHOT'O CBETA PaCIIpo-
CTpaHfAeTCs paBHOMEPHO I10 NTapaUIeJbHbIM JIMHUSAM TI0 BCEl CLIEHE.

Ha BHOBB CO3ZIaHHO¥ CIleHe HalpaBJIeHHbIM CBET MPUCYTCTBYET MO YMOTIaHUI0. YTOORI
Z06aBUTh HOBBIY HAIIPaBJIEHHEIH CBET Ha CLieHy, BbIGepuTe KoMaHay GameObject =
Light = Diretional Light. Kpome Toro, ecyii y Bac Ha ClieHe y>Ke eCTb UCTOYHUK CBETA,
BBl MOXKETEe U3MEHUTh ero Tull Ha Directional, 1 OH [IpeBpPaTUTCSA B UCTOYHUK HATIPAB-
JIEHHOT'O CBETA.

Takvie NCTOYHUKY UMEIOT JOTIOTHUTENbHOE CBOWCTBO, KOTOPOE Mbl He OIKChIBAIN
panee: Cookie Size (Pa3mep 3aTeHeHU:). MBI HIOTOBOPUM O HEM IIO3XKe B 9TOM dace,
a ceiyac JIMLIb OTMETUM, YTO 3TO CBOWCTBO OIpeZiessAeT pa3Mep IabioHa 3aTeHeHNA
U TO, CKOJIBKO Pa3 OH IIOBTOPSETCS Ha CIEHe.

MPAKTUKYM

Aob6aBneHHe UCTOUHHKA HANPABAEHHOrO CBETa Ha CLUeHy

Tenepb Ao6aBMM UCTOYHMK HaMpaB/IEHHOIO CBETa Ha CLEHy B peaakTope Unity. 310 ynpax-
HeHWe ToXe 6yaeT OCHOBAHO Ha NPOEKTe, CO3AaHHOM B Mpeablaylem npakTukyme. Ecnu Bbl
He BbINOIHWAKW 3TO YNpaXKHEHWE, cieNlaiTe 3To, a 3aTeEM BbINONHUTE criedylolne 1ercTBUS.
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1. Ckronupywte cueHy Spotlight n3 npeabiayliero npoekrta (BbibpaB KOMaHay MEHIO
Edit = Duplicate) n HazoBuTe HoBYIO cueHy Directional Light.

2. LlenkHuTe NnpaBOM KHOMKOW MbIWK Mo 06beKTy Spotlight Ha naHenu Hierarchy
1 BblbepuTe KoMaHay Rename. [lepenmeHyiTe 06beKT, Ha3Bae ero Directional
Light. Ha nanenu Inspector npucsonte ceonctey Type 3HayeHue Directional.

3. WNi3ameHuTe yron noBopoTa UCTOYHUKa cBeTa Ha (75, 0, 0). O6paTute BHUMaHWe,
KaK MeHsieTcs He60, Koraa Bbl MOBOpPa4YnBaeTe UCTOYHUK. ITO CBA3AHO C TEM, YTO
Ha CLleHe Ucnosb3yeTcs NpoLeaypHblM cCKanboKe. bonee nogpo6HO 0 ckanboKcax
Mbl MOrOBOPMM B Yace 6.

4, O6partuTe BHUMaHKe, KaK CBET NagaeT Ha 00bEeKThbl Ha CLieHe. Tenepb U3MEeHUTe
NoNoX¥eHne UCTOYHUKa cBeTa Ha (50, 50, 50). OcBelleHne 06bEKTOB HE MEHSET-
cs. [NoCKOJIbKY HanpaB/IEHHbIN CBET — 3TO NapaslenbHble JIMHWW MO BCEN CLIEHE,
NMOJIOXKEHNE UCTOYHUKA HE MEET 3HaYeHUs. OCBELLEHNE MOXKET M3MEHSATLCS TOJIbKO
3a CcYyeT BpalleHus.

5. [lo9KCnepuUMEHTUPYNTE CO CBOMCTBAMM HamnpaB/leHHOro CBETa. Y Hero HeET CBOMCTBa
Range (TaK KaK Ans Hero AMcTaHuUMa 6ECKOHEYHa), HO 06paTUTE BHUMAHME Ha TO,
KaK LIBET U MIHTEHCUBHOCTb BIUSIOT Ha BHELLIHWM BUJ CLIEHbI.

MPUMEYAHUE

CeeToBble 06AaCTH U U3AyUalOLWME MaTepUanbl

EcTb elye ABa TMNa UCTOYHWKOB CBETa, KOTOPbIE B JAHHOW KHUIEe HEe pacCMaTpUBaloTCs:
CBeTOBble 06/1aCTh U nanydatouime matepuanbl.

CBeToBasi 0671acTb — 3TO GYHKUMS, KOTOPas UCNoNb3yeTcsa Ana npoueaypsl Lightmap
Baking. 310 60nee CNoXHble TEMbl MO CPAaBHEHUIO C TEM, YTO BaM HYXHO 415 MPOCTbIX UTPO-
BbIX MPOEKTOB, MO3TOMY Mbl HE paccMaTpuBaeM ux. Ecnu Bbl XoTuTe y3HaTh 60MblUe, Bbl
MOX€ETe HauTh HeobxoamMMmyto MHPopMaLMio B JOKYMeHTaumu o Unity B UHTepHeTe.

U3nyqatowmin matepuas — 3TO HaHECEHHbINM Ha OO6bEKT MaTepuan, KoTopbi GaKTUYECKM
M3ny4aeT CBET. TaKOM TUM UCTOYHMUKA MOXKET ObITb O4EHb NOSIE3HbBIM A1 MOAENNPOBAHNUS
9KpaHa TeneBn3opa, MHAMKATOPOB U T. .

Co3paHMe UCTOYHHUKOB CBeTa U3 06bekToB

[ToCKOMBKY UCTOYHUKY cBeTa B pesakTope Unity sBJIAIOTCA KOMIIOHEHTAMU, JIOOOH OOBEKT
Ha CIleHe MOXKET CTaTh MCTOYHUKOM cBeTa. YToObI J06aBUTh B 0OBEKT UCTOYHUK CBETA, CHA-
YaJia BhIZIENTe 00bEKT. 3aTeM Ha naHenu Inspector HaxkmuTe kHONIKY Add Component.
[NosIBUTCST HOBBIH CIMCOK. Beibepure moamyHKT Rendering, a 3aTem myHKT Light. Temeps
BaI 06BEKT UMeeT KOMIIOHEHT «HCTOYHUK CBeTa». MOXXHO 06aBUTh UCTOUYHUK CBETa
Ha 00bEKT, BBIZIETUB 0OBEKT U BhIOpaB KoMmaHZy Component = Rendering = Light.

OTMeTHM Mapy HIOAHCOB O 100aBJIEHUU CBETa HAa OObEKTHI. BO-TIepBbIX, 0OBEKT He OyzAeT
6JIOKUPOBATD CBET. DTO O3HAYAET, YTO UCTOYHVK BHYTPHU KyDa CTAHET U3JIydaTb CBET,
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HECMOTPs Ha TBePABIN MaTepras Ky6a BOKPYT. Bo-BTOpPHIX, 06aBjIeHue cBeTa Ha 00'b-
€KT He 3aCTaBJIAeT ero cBeTUThCA. CaM 00beKT He OyZieT BHIIVIALETh TaK, 6yATO OH UCITY-
CKaeT CBET, HO CBET UCXOAUTh, TEM HEe MeHee, CTaHeT.

Fano

['ajio — 3TO CBETAIHECS KPYTH, KOTOPBIE TOSBIAIOTCI BOKPYT UCTOYHUKA CBETA B YCJIO-
BUAX TyMaHa Wiu ob1agHocTy (puc. 5.2). OHM BO3HUKAIOT TOTOMY, YTO CBET OTpaXKaeT-
Cs1 OT MEJIKMX YaCTHII, PAaCCETHHBIX BOKPYT UCTOYHUKA. B pezrakTope Unity BbI MOXKeTe
JIETKO I06aBUTh MCTOYHUKY CBeTa rajo. Kakapiii ucTouHuK umeeT ¢iaxkok Draw Halo.
Eciu Gyiakok ycTaHOB/IEH, BOKPYT UCTOYHUKA OTOOpakaeTcs rano. Ecu Bel He BUAUTE
rajo, Bbl, BO3MOXKHO, HAXOAUTEChH CIUIIKOM GJIM3KO K UCTOYHUKY, TOITOMY MOTIPO6yiiTe
HEMHOT'O OTOAIBUHYTH KaMepy.

T
2 [}

< Persp

Puc. 5.2. [ano BOKpYyr UICTOYHUKa CBETa

Pa3mep rajio ompeziessieTcs CBOMCTBOM Range rcTouHuKa cBeta. YeM GoJibllie STOT I1apa-
MeTp, TeM Gosblile rajo. B pezakTope Unity Takxe eCTb HECKOJIBKO CBOICTB, KOTOPBIE ITPH-
MEHAIOTCSA KO BCeM Iajio Ha clieHe. BBl MojkeTe N3y4UTh STU CBOHCTBA, BBIOPAB KOMAHZY
mento Window = Rendering = Lightning Settings. PackpoiiTe rpyriity 3JeMeHTOB yIIpaB-
nenns Other Settings, 1 HacTpoliky MosABATCS Ha maHenu Inspector (puc. 5.3).

CaoiictBo Halo Strength ompezieisieT, HaCKOIBbKO GOMBIIUM OYAET Taao MO0 OTHOIIEHUIO
K AWCTAHIMK OCBellleHus1. HampruMep, ec/iv ICTOYHUK CBeTa MMeeT apameTp Range,
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paBnsbIi 10, 1 Halo Strength, paBHbiii 1, To rano 6yzer npoctuparbces Ha Bee 10 eau-
uut. Eciu mapametpy Halo Strength npucBoeno 3nadenue 0,5, TO rajo paciupocTpaHs-
ercs TonbKo Ha 5 eaunuI (10 X 0,5 = 5). CotictBo Halo Texture mo3BosisieT yka3aThb
Apyryio GpopMy AJIS rajo ¢ IOMOIIBI0 HOBOM TEKCTYpHL. EC/IU BBl He XOTUTE CO37aBaTh
¢dbopmMy rano, BbI MOXKETe OCTaBUTD 3TO IOJI€ MYCTHIM, U OyeT MUCIIOIb30BAaHO KPYroBOe
rajo M0 YMOJTYaHHUIo.

© Inspector 5% Lighting ] =
W Global Maps l Object Maps ] {"

» Environment
» Realtime Lighting
» Mixed Lighti
* Lightmapping Settings
¥ Other Settings
Fog

Halo Texture |None (Texture 2D) |
Halo Strength 0.5

Flare Fade Speed 3 |
Flare Strength Q|1 |
Spot Cookie |@Soft Jle:

» Debug Settings

Puc. 5.3. MNapameTpbl OCBELLEHUS CLEHbI

Cookie

Ecsu BB Korga-HUOyb TpoOOBaIu CBETUTh GOHAPUKOM Ha CTEHY, TIOMECTUB PYKY
MEJK/Iy Iy4OM U CTEHOH, Bbl, BEPOATHO, 3aMeYaJjy, YTO Balla pyKa OJOKHUPYET 4acTh
CBeTa, OCTaBJIAsA Ha CTEHE TeHb B pOpPMe PYKU. BBl MOXKeTe HMUTHPOBATh STOT
addekT B Unity ¢ momoipio 3aTeHuteneii. Cookie — 310 crernuaabHbIe TEKCTY-

PBI, KOTOpPBIE BBl MOKETE I00aBUTh K UCTOYHUKY CBETA, YTOOHI ONpeAenuTb Gopmy
€ero uajnydenwus. [l TOU€IHOTO UCTOUHUKA, TPOKEKTOPOB U HAMIPaBJIEHHOTO CBe-
Ta UCIIOJMB3YIOTCS pa3Hble 3aTEHUTENU. B TpoXKeKTopax ¥ HalpaBJe€HHBIX UCTOY-
HUKaX MPUMEHSIOTCSA YePHO-6eble TUIOCKHE TEKCTYPhI 3aTeHUTeNEH. [IPOKEKTOPHI
He MTOBTOPSIOT 3aTEHUTEHN, a HallpaBJIeHHbIE HCTOYHUKH — TOBTOPSIOT. B Touey-
HBIX UCTOYHUKAX CBETA TAK)Xe UCIIONb3YIOTCA Y€PHO-Oeble TEKCTYPHI, HO UCTOUHUK
momelnaeTcs B Kybman. Ky6mam — 3To 11ecTh TEKCTYP, U3 KOTOPHIX pOpMUPYETCS
Ky6 (Hamozmobue ckaiibokca).

Zlo6aBUTH K UICTOYHHKY CBeTa cookie J0BOJIbHO JIETKO. BaM HY)KHO BBIOPATh TEKCTY-
py At cBoiictBa Cookie ncroynuka cBera. UTo6b1 cookie paboTas, HY’KHO PaBWIBHO
HACTPOUTH TEKCTYPY 3apaHee: BEIOepuTe ee B pegakTope Unity, a 3aTeM U3MeHUTE ee
cBolicTBO Ha naHenu Inspector. Ha puc. 5.4 nmokasaHbl HACTPOWKY /1A TPEBpaIleHNs
TeKCTYPHI B cookie.
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© Inspector | Fiam
ﬁ biohazard Import Settings o
A Open
|Texture Type [ Cookie
Texture Shape [ 2D .
Light Type [ Spotlight 4
Alpha Source v Spotlight :
lAlpha Is Transparenc Directional
»|Advanced Point
Wrap Mode | Clamp :
Filter Mode [ Bilinear D)
Aniso Level OEEE 0 7\

Puc. 5.4. CBOMCTBa TEKCTYPbI-3aTEHUTENS 419 TOYEYHOTO
MCTOYHMKA, MPOXEKTOPA U HanpaBfieHHOro cBeTa

MPAKTUKYM

Ao6aBreHue cookie B npo)XxeKTop

[n§ aTOro ynparkHeHus HaMm NoHafo6uTcs n3obpaxexue biohazard.png, KOTOPOE MOXKHO
HaunTh B hannax npuMepoB Ans Yaca 5. BeinonHuTe cnegytowme waru, 4Tobbl MOMeCTUTb
cookie B LleHTp BHUMaHMS 1 yBUAETb BECb NPOLLECC OT Havyana 40 KoHLa.

Co3spaiTe HOBbIM MPOEKT WK CLeHy. YaanuTe U3 cLeHbl HarnpasieHHbIN CBET.

[o6aBbTe Ha CLIEHY MI0CKOCTb, PAcMoJiOXuUTe ee B No3uLmmK ¢ KoopamHatamu (O, 1, 0)
1 3apanTte BpalleHue (270, 0, 0).

3. [lo6aBbTe K 06beKkTy Main Camera npoxekTop, Bbiaenns o6beKT Main Camera,
a 3atem Bbi6paB KomaHay Component = Rendering = Light n namenus tnn
MCTOYHMKa Ha Spot. YcTaHOBWTE NapaMeTp AUCTaHLMM paBHbIM 18, yron oceelle-
HUs 40, @ MHTEHCUBHOCTb 3.

4. TlepetaluuTe TEKCTYpY biohazard.png n3 dannoB NPUMEPOB K KHUIe Ha NaHesb
Project. Buibepute TeKcTypy, a 3aTem Ha naHenu Inspector nameHute ee Tvn
Ha Cookie, yctaHOBMTE TMN UCTOYHMKA cBeTa Spotlight, a napametpy Alpha Source
npuceounTe 3Ha4yeHne From Grayscale. B pe3ynbtate Ball cookie 6yaeT 610KUpo-
BaTb CBET TaM, re TeKCTypa YepHas.

5. Bblgenute 06bekT Main Camera, a 3atem nepertalmTe TekcTypy biohazard B none
cBoncTBa Cookie komnoHeHTa Light. Bbl yBuanMTe cumBon 6M0N0rMYECKOM ONacHO-
CTU1, KOTOPbIX CMPOELMPYETCH Ha MIOCKOCTb (puc. 5.5).

6. o3KcnepumMeHTUPYMTE C Pas3nnUYHbIMU 3HAYEHUAMM AUCTAHLMN U UHTEHCUBHOCTH.

Monpo6y#Te NOBEPHYTh MIOCKOCTb U NMOCMOTPUTE, KaK AedOPMUPYETCH U UCKaXKaeT-
csl CUMBOJI.
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Gizmos

e
C‘!

< Persp

Puc. 5.5. MpoXKeKTop ¢ 3aTteHnTenem

Kamepbi

Kamepa — 370 TOuka 0630pa (v yros o63opa) mupa. OHa MMOKa3bIBaET UTPOKY TIep-
CIIEKTUBY U KOHTPOJIUPYET, KaK JJIs HEFO 0TOOpakatoTcsi OObEeKTHL. B KakI0H Urpe

B Unity ecTb, o KpaiiHell Mepe, ogHa KaMepa. Kamepa reHepupyeTcs BCIKUHN pa3, Korga
BHI CO3/IaeTe HOBYIO clieHy. OHa Bcerzia yKkazaHa Ha nmaHenu Hierarchy mog Ha3zBaHueM
Main Camera. B aTom paszese Bbl y3HaeTe BCe 0 KaMepax U O TOM, KaK HUCII0Ib30BaTh
WX JUIS TOCTIKEHUSA UHTEPECHBIX 3P DEKTOB.

Kak ycTpoena kamepa

Y Bcex KaMep UMeeTCsT OUMHAKOBBIN Habop CBOMCTB, KOTOPHIE ONPEAETAIOT UX MTOBee-
Hue. OHU omucaHbl B Tabiuile 5.2.
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TABA. 5.2. CBoicTBa Kamepbl

CBOWCTBO

OnucaHue

Clear Flags

OnpepaenseT, 4To NoKas3blBaeT KaMepa B Tex 061acTsXx, rae HeT
HW OQHOro UrpoBoro o6bekTa. o ymonyaHuio BbibpaHa onums
Skybox. Ecnun ckanboKca HeT, KaMepa NoKasblBaeT 3a/UBKY
cnaowHbiM ueetoM. Onunsa Depth Only npumeHaeTcs ToNbKO
Torga, Korga paboTatoT HecKonbKo Kamep. Onuus Don’t Clear
co3[aeT Nnonocbl 06ecLBEYMBaAHNS U JOMIKHA UCMONb30BaTbCH
TONbKO TOrAa, Korfa Bbl NULIETE N0/Ib30BaTENbCKUI LWenaep

Background

3apgaeTt uBeT GoHa, ecnn HET CKanboKca

Culling Mask

OnpeaenseTt, Kakue Crou BUAUMMbI A1 KaMepsbl. [10 ymonyaHuio
Kamepa BUAMT Bce. Bbl MOXeTe y6paThb onpeeneHHble criou
(Mbl paccmMoTpUM PaboTy CO CMOAMM MO3Xe B 3TOM Yace), U OHU
He BYyT BUHbI Yepes aTy Kamepy

Projection

OnpegensieT, Kak Kamepa BMAWUT MUpP. JOCTYNHO ABE ONUMHu:
Perspective 1 Orthographic. lNepcneKkTnBHblIE Kamepbl oTo6pa-
*atoT mup B 3D, npu aTOM 60nee 6In3KMe 06beKTbl BUAATCS
KpynHee, a yaaneHHble — Mefbye. ITOT napameTp UCrnonb3yeTcs,
€eC/v Balllen urpe HyxHa rnyéuHa. Onuus Orthographic nossons-
€T UTHOPUPOBATL MY6GUHY M OTOGParKaeT BCE NIOCKUM

Field of View

OnpeaenseT WUpUHY 061acTi, KOTOPYIO BUAUT Kamepa

Clipping Planes

OnpegensieT AUCTaHLMIO, Ha KOTOPOM 06bEKTLI BUAUMbI 419 Kame-
pbl. O6bEKTbI, KOTOPbIE HAXOAATCH GAMKe BGNUKaNLLIEN NIOCKOCTH
WKW Janblue fanbHemn NIOCKOCTU, He 6yayT BUAHbI

View Port Rect

OnpepgensieT, Kakas 4acTb 9KpaHa NpoeLmpyeTcs B Kame-

py. (HazBaHuMe cBOMCTBa — 3TO COKpalleHue ot View Port
Rectangle — lMpsamoyrosnbHMK 0630pa.) 1o ymonyaHuio napame-
TPpbl X Uy paBHbl O, M 3TO 3HAYUT, 4TO Kamepa B Ha4vasne pacrno-
NIOXKEHa B HUXKHEN NeBOM YacTu aKpaHa. Ecnu wupuHa v BoicoTa
paBHbl 1, TO KaMepa oxBaTbiBaeT 100% aKpaHa no BepTUKanu

M N0 ropn3doHTanu. MNoaxe Mbl NOroBopum 06 aToM 6onee
noapo6HoO

Depth

3agaet NPUOPUTET ANA HECKOJIbKMX KaMep. KaMepr C MEHbLNnM
NMPUOPUTETOM OTPUCOBLIBAIOTCA NEPBbIMU, @ KaMepPbl C BbICOKUM
NMPUOPUTETOM OTPUCOBLIBAKOTCA NO3XKE U MOTYT CKPbITb UX

Rendering Path

OnpenenseTt peHAEPUHT Ans AaHHOM Kamepbl. OcTaBbTe 3Ty
HacTpoWKy Kak Use Player Settings

Target Texture

Mo3BONIAET yKasaTb TEKCTYPY, KOTOPYIO Kamepa 6yaeT oTo6paaTh
BMECTO 3KpaHa
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Occlusion OTKNlOYaEeT PEHAEPUHT 0OBEKTOB, KOrAa OHU B HAcTosILLEE BPEMS
Culling He BMAHbI Kamepon, MOTOMY HTO 3aKpbiTbl APYrMMUKU O6GbEKTAMM
Allow HDR Onpegensier, orpaHMyeHbl I BHYTPEHHUE pacyeTbl OCBELLEHUS

penakTopa Unity ocHoBHOM LBeToBOW rammon. (HDR o3HavaeT

High Dynamic Range (BbICOKMI AMHaMUYECKWI AnanasoH)). 310
CBOWCTBO NO3BONAET UCMONb30BaTh NPOABUHYTLIE BU3YyaNbHbIE
3 beKThI

Allow MSAA 3apencTByeT 6a30Bbli, HO OT 3TOF0 HEe MeHee 3QOEKTUBHbIN
TUN CrNaXkMBaHusa noj HazsaHveM MultiSample antialiasing.
CrnaxuBaHue — 370 cNoco6 yaaneHus KpaeB NUKcenen

BO BPEMS peHAEpPWHIa rpadmKku

Allow Dynamic Mo3BonsdeT AMHaMUYECKM perynnpoBaTtb pa3pelleHme ans KoH-
Resolution COJIbHbIX UIP

Y KaMep MHOTO CBOMCTB, HO GOJBIIYIO YaCTh U3 HUX BBl MOXKETE OZUH Pa3 yCTAaHOBUTH
1 3a6BITh 0 HUX. TakXKe ¥ KaMep eCTh HECKOIBKO AOTIOMHUTENHHBIX KOMIOHEHTOB. CToi
6JIMKOB TI03BOJISIET KAMepe BUZETh OJUKU OT UCTOYHUKOB CBETa, a KOMITOHeHT Audio
Listener — 3axBaThIBaTh 3BYK. EC/iu BBl l06aBIIsieTe Ha ClleHy O0JIblile KaMep, BbI ZI0JI-
SKHBI YIQJIUTh U3 HUX 3TH KOMIIOHEHTHI. Ha clieHe MOXKeT ObITh TOJBKO oguH Audio
Listener.

HUcnonb30oBaHUEe HECKOAbBKMX Kamep

Muorue 3¢deKTh B COBPEMEHHBIX UTPaxX He ObLIN ObI BO3MOXKHBI 6€3 UCII0Th30BaAHUS
HeCcKoJIbKUX Kamep. K cuacTrio, B pezakTope Unity BB MOXKeTe pa3MeCTUTh Ha CLieHe
CTOJIbKO KaMep, CKOJIBKO 3aX0THUTe. YTOOHI I06aBUTD Ha CIieHy HOBYIO KaMepy, Bbibe-
pure komanzy GameObject = Camera. Kpome Toro, BB MoXeTe 06aBUTh KOMIIO-
HEHT KaMephl K UTPOBOMY 00'bEKTY, KOTOPBIi yKe ecTh Ha cijeHe. YTOOB!I cienaTh 310,
BbIZIeNUTE 00BEKT, HaskMuTe KHOTIKY Add Component Ha nanenu Inspector u BeI6epu-
Te komauzy Rendering = Camera. [lomHuTE, 4TO 06aBIEHHE KOMIIOHEHTA KAMEPHI
K CyIIECTBYIOLIEMY OOBEKTY HE MTO3BOJISIET aBTOMATUIECKU 06aBUTD CJIOM OIUKOB WIN
xommnoHeHT Audio Listener.

BHUMAHWE!

HUcnonb3oBaHHMe HECKOABKMX KomnoHeHToB Audio Listener

KaK y»xe ynommMHanocb paHee, Ha cueHe MOXeT 6biTb TONbKO oauH Audio Listener (Mukpo-
doH). B 6onee ctapbix Bepcusix Unity ucnonb3oBaHune aByx ninm 6onee MMKPoGdOHOB BbI30-
BET OLWIMOKY, U CLIEHY HE NOy4YnTCs 3anycTuTb. Ho ceryac, ecnv Bbl UCNOSIb3YeTe HECKOSb-
KO MUKPOGhOHOB, Bbl NM1LLb YBUANUTE Npeaynpexaatoliee coobleHne, Ho 3BYK He ByaeT
BOCMPUHMMATLCS NpaBuabHO. ITa Tema NoapobHO paccmaTpuBaeTcs B Yace 21.
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MPAKTUKYM

Pa6oTa ¢ HECKOABKMMM Kamepamu

Jly4qwwmnim cnoco6 NOHATb NPUHLKUN B3aUMOLENCTBUSA HECKOIbKMX KaMep — MOMNpPaKTUKO-
BaTbCA B paboTe ¢ HUMW. B 3TOM ynpaxkHeHUn Mbl CHOKYCMpyeMcst Ha 6a30BbIX MaHUMNYNS-
LIMSIX C KaMepomn.
1. Co3panTe HOBbIW MPOEKT WK CLiIeHY W fJo6aBbTe Ha Hee ABa Kyba. [omecTuTe Kyobl
B NO3ULKSX C KoopauMHatamu (=2, 1, =5)mn (2, 1, -5).
2. lNepemectute o6beKT Main Camera B no3uumio ¢ koopanHatamu (-3, 1, —8)
1 3apanTte en noBopor (0, 45, 0).

3. [lo6aBbTe Ha CLieHy HOBYIO Kamepy (komaHga GameObject — Camera) 1 nome-
CTUTE ee B NO3ULMIO C KoopanHatamu (3, 1, —8). 3apawTe en BpalleHue (0, 315,
0). O653aTeNbHO OTKIOYUTE MUKPOGDOH Y 3TOM KaMepbl, COPOCUB BNaxoK paaom
C COOTBETCTBYIOLMM KOMMOHEHTOM.

4. 3anyctute cueHy. O6paTvTe BHUMaHKe, YTO OTOBpaKaeTcs TOIbKO BTOpas Kamepa.
370 NPOMCXOAUT NMOTOMY, HTO BTOpas Kamepa nmeeT 6051ee BbICOKOE 3HaYeHne napa-
meTpa Depth, yem Main Camera, KoTopasi OTPMCOBbLIBAETCS Ha 3KpaHe NepBoMn,

a BTOpas KaMepa — noBepx Hee. M3meHuTe rnybuHy Main Camera o 1 v 3anycTu-
Te CLeHy cHoBa. Tenepb paboTaeT Tonbko Main Camera.

Pa3zpeneHue 3KpaHa U «<KapTHHKa-B-KapTUHKe»

Kak MBI BUZiesIl paHee B 3TOM 4ace, HaTMUHe HECKOJbKUX KaMep Ha ClieHe — He OYeHb
Xopolias uzes, eciv OfHa U3 HUX BHIBOAUTCS MOBEPX APYToil. B 3ToM paszesie Bbl
Hay4YUTeCh UCIO0Ib30BaTh cBoiicTBO Normalized Viewport Rect fis paszeneHus skpa-
Ha U co3ZiaHus 3QPeKTa «KapTUHKA-B-KaPTUHKE».

Normalized Viewport Rect o6pabaTbiBaeT 3KpaH Kak MPOCTOH MPSIMOYTOJIbHUK. JIEBBIi
HIDKHUH YTOJI IPAMOYTONbHIKA nMeeT koopauHathl (0, 0), a BepxHUi npassiit yroi (1,
1). Ho 3To He 03HaYaeT, YTO IKPaH JOKEH ObITh U€aTbHO KBaZPATHBIM, TaK KaK KOOp-
JUHATHI IPECTaBIAIOT COO0M MPOIIEHTH OT HOMHUHANIBHOTO pa3Mepa. TakuM o6pa3om,
koopzrHaTta 1 o3HauaeT 100%, a koopauHata 0,5-50%. Korzia BeI IToliMeTe 3TO, pas-
MeIaTh KaMephl Ha 9KpaHe CTaHeT IIPOoIle IIPOCToro. I1o yMoI4aHHio KaMephl BHIBOAAT
nzobpakenuie u3 Touku (0, 0) ¢ IIMPUHON U BBICOTOM, paBHOH 1 (vtu 100%). [ToaTomy
n300pakeHre 3aHUMaeT Bech KpaH. Ho eciti BBl N3MEHUTE 3T ITapaMeTphl, BB ITOJIY-
quTe Apyroit 3ddeKT.
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MPAKTUKYM
Co3paHMe CUCTEeMbl Kamep AAA pa3AeneHHs 3KpaHa

B aTOM ynpaxHeHUn Mbl PAaCCMOTPUM CO3AaHME CUCTEMbI KaMep ANs pa3aeneHunst aKpaHa.
TaKas cuctema 4acto NPUMEHSIETCA B Urpax Ana ABYX YHaCTHUKOB, KOrAa OHW MOb3YloTCs
OAHWM Y TEM e 9KPaHOM, pas3aeneHHbIM HaaBoe. ITo yrnpaxHEeHe OCHOBLIBAETCS Ha npe-
[blAYLWEM MPAKTUKYMe MO UCMONb30BaHUI0 HECKONbKUX KaMep. BbinonHuTte cneaytouive
NEencTBUS.

1. OTKpOWTE NMPOEKT, CO3AaHHbIMA B NpeablayLlem NpaxkTuKyme.

2. Y6egutecn, 4To KamMepa Main Camera vmveet ryouHy —1, a ceoinctea X 1 Y napa-
meTpa Viewport Rect kamepbl Main Camera paBHbl O. YcTtaHoBuTe cBoictBa W 1 H
paBHbiMK 1 1 0,5, cooTBETCTBEHHO (TO €cTb 100% OT WKHpUHbI 1 50% BbICOTHI).

3. Yb6eautech, YTO BTOpas KaMepa ToXe UmMeeT rnybuHy —1. YctaHoBute cBonctea X
n'Y napametpa Viewport Rect pasHbimu (0, 0,5). B pesynbtate Kamepa HavyHeT
BbIBOAWTb M306paXKEHWE C cepeanHbl aKpaHa. YctaHoBuTe cBonctBa W 1 H paBHbI-
Mn 1 1 0,5 COOTBETCTBEHHO.

4. 3arnycTuTe CLieHy U o6paThTe BHUMaHWe, YTO TENEePb Ha 3KpaH BbiBOAATCA 06e Kame-
pbl OAHOBPEMEHHO (pUC. 5.6). Bbl MOXETe pasaenaTh 3KpaH CTOMbKO pas, CKOMIbKO
3axoTuTe.

Display 1

Puc. 5.6. 9bdeKT pasgeneHuns akpaHa
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MPAKTUKYM

Co3paHue apPpexra «<KapTUHKA-B-KapTHUHKE»

A PEeKT «<KapTUHKA-B-KapTUHKE» 06bIYHO UCNOMb3YEeTCH A1 CO34aHUSA TaKUX dNeMeH-

TOB, KaK MUHUKapPTbI. B 3TOM cny4yae ogHa Kamepa BbIBOAWUT U306paxKeHe NoBEpX APYyrom
B onpeaeneHHon obnacTtu. [laHHOe ynparKHEHWE OCHOBbLIBAETCS HA TOM, YTO Mbl caenanu
paHee B NPaKTUKyMe Mo UCMOJIb30BAHWUIO HECKOIbKUX KaMep.

1. OTKpoWTe NPOEKT, CO3aHHbIN B NPaKTUKyMe «PaboTa C HECKONIbKUMU KamepamMm».
2. Y6eauTech B TOM, 4To Kamepa Main Camera nmeet rny6uHy, paBHyto —1. YcTaHOBMK-

Te cBonctBa X 1 Y napametpa Viewport Rect kamepbl Main Camera paBHbimu O,
a csonctBa W 1 H paBHbimu 1.

3. YcraHoBuWTe rNy6rHY BTOPOM Kamepsbl, paBHyto 0. YcTaHoBuTe cBoncTBa X 1 Y napa-
meTpa Viewport Rect pasHbimu (0,75, 0,75), a cBorctBa W n H — paBHbimu 0,2.

4. 3anyctute cueHy. O6paTtuTte BHMMaHWe, YTOo BTOpas Kamepa BbIBOAWUT M3006paxeHne
B BEPXHEM MPaBOM Yy aKpaHa (puc. 5.7). NoakcnepMMeHTUpynTe ¢ HacTpoOMKamm
nopta 0630pa, 4To6bl Kamepa BbIBOAMNACH B Pa3HbIX Yriax.

Chom

YacTo 6hIBAET TPYAHO XOPOIIIO OPraHU30BaTh paboTy ¢ GOBITUM KOJIUIECTBOM 06B-
€KTOB B IIPOEKTeE U Ha clieHe. VIHOT/[a X0ueTcst, YTOOBI MpeAMeThl ObUTH JOCTYIIHBI IS
IIPOCMOTpA TOJbKO OIpe/ileJIeHHbIM KaMepaM WM OCBelllaiiCh KOHKPETHBIMU HCTOY-
HUKaMU cBeTa. VIHOTZIa HY»KHO, YTOOBI CTOJKHOBEHUS TPOUCXO/VIIN TOJBKO MEXKIY
oTIpeZieJIeHHBIMU THUTIaMU 06beKTOB. J[BMKOK Unity O3BOJISIET OPraHU30BaTh 3TO

C OMOIIIBIO ¢10e8. CIOM — 3TO TPYIIIBI CXOXKUX MO0 CBOMCTBAM 0OBEKTOB, KOTOPHIE
06pabaThIBAIOTCS ABMIKKOM COOTBETCTBYIONUM 06pa3oM. [10 yMOTYaHUIO B pelaKTope
€CTb 8 BCTPOEHHBIX CJIOEB U 24 M0Ib30BATEIbCKUX CJIOH.

BHUMAHWE!

He yBAeKaNTeCb CAOAMM!

[o6aBneHne CNoEB MOXKET CTaTb OT/IMYHBIM pelleHneM A1 GOPMMUPOBAHMS CIOKHO-

ro noBeAeHns 06bEKTOB, He TPebyoWNM 60MbLLMX 3aTpaT cui. Ho 6yabTe OCTOPOXKHbI:

He JenanTe IULWIHWE CNoW ANS 3IEMEHTOB, €C/IM 3TOro He TpebyeTcs. CMLWKOM YacTo noau
NPOU3BOJIbHO CO3Aat0T UX NPK 06aBNEHUN OOGBEKTOB Ha CLIEHY, AyMas, YTO «<BO3MOXKHO,
3TOT CNIOW MHE elle NPUroanTCS».

TaKow Noaxo4 MOXET MPUBECTU K OPraHM3aLMOHHOMY KOWMapy, Koraa Bbl NbiTaeTecb
BCMOMHWTb, 3a YTO OTBEYAET KaKAbl1 CNON K 4YTO OH AenaeT. lNpoue roBops, fo6aBngnTe
C/IOM TONbKO TOrAa, KOrAa OHW AENCTBUTENIbHO HYXKHbI, HE UCMOMNb3YNTE X 6e3 04EBUAHOM
NMPUYKHBI.
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Pab6ota co choamm

Bce urpoBbie 06bEKTHI M3HAYAIBHO PACIIONAraloTCsa Ha CJI0e TI0 YMOTYaHuo. [Ipo-

11le TOBOPSI, OTAETbHBIN 06HEKT He UMEET KOHKPETHOTO CJIOSI U CBaJIEH B Ky4y CO BCEM
OCTaJbHBIM. BBl MOXKeTe JIerko epeMecTUTh OObeKT Ha JPYyroi cI0i Ha IaHeIn
Inspector. i1 aTOro BRIZIENINUTE OOBEKT, & 3aTeM BEIOEPHUTE CJIOH B PACKPHIBAIOIEMCS
CIMCKe Ha aHenu Inspector u BIOEpUTE HOBBII CJIOM, K KOTOPOMY OyZEeT OTHECEH 06D-
ekT (puc. 5.8). [To yMOI4aHUIO BaM ZOCTYTIHEL AT ciioeB: Default, TransparentFX,
Ignore Raycast, Water u Ul Cefiyac BbI MOJKETE CM€eJI0O HTHOPUPOBATh GOJIBITUHCTBO
Y3 HUX, HA JJAaHHBI MOMEHT OHU HaM He HY>KHBI.

Vimeromyiecs BCTpOEHHBIE CJIOU He CMIIKOM II0JIe3HEL /I Bac, U BBl JIETKO MOXKeTe
n06aBysTh HOBBIe. JJobaBiieHre CI0eB BhINOIHAETCA B OKHe Tags & Layers Manager,
KOTOPOE MOKHO OTKPBITH TPEMsI Pa3IMYHEIMU CIIOCOOAMH.

» BrigenuB 06beKT, B pacKkphiBatoiieMmcs crivcke Layer Beibepute myHkT Add Layer
(puc. 5.8).

© Inspector

® [Main Camera | [ static ~
Tag | MainCamera #|) Layer |Default 4

¥ .~ Transform ' 0: Default

Position X|0 1: TransparentFX

(REIIo0 10 2: Ignore Raycast

Scale X1

4: Water

véh ¥ camera T

Clear Flags Skybox 2 Ul

Background = Add Layer...

Culling Mask Mixed ...

Projection | Perspective s

Puc. 5.8. Bbi6op 105 B pacKpbiBatoLLEMCS CMUCKE

» B MeHIO B BepxHel yacTu pefakTopa Beibepure komaHzay Edit = Project
Settings = Tags and Layers.

» B packpeiBaromemcs ciricke Layers Ha maHenu Scene BribepuTe myHKT Edit
Layers (puc. 5.9).

1 Everything
Nothing

0: Default
1: TransparentFX
2: Ignore Raycast
4: Water

S: UI

| Edit Layers...

99999 L 9
rEERD

Puc. 5.9. BbiGop cnoes Ha naHenu Scene



122 5-1 YAC. VCTOYHNKM CBETA M Kamepbl

B oxHe Tags & Layers Manager IieJIKHUTe MBILIBIO Ha I10JI€ ClipaBa OT OZHOr'O U3 I10JIb-
30BaTENIbCKUX CJIOEB, YTOOBI 3aaTh eMy uMs. Ha puc. 5.10 mmokasaH 3TOT Ipoliecc

¢ ob6aBIeHUEM [IBYX HOBBIX CJI0€B. (DTO TONBKO PUMED /JIs PUCYHKA, U Y BaC UX

He Oy/IeT, eCIv BB He I06aBUTE X CAMOCTOSITENBHO.)

® Inspector |
1 J, Tags & Layers

> Tags

» Sorting Layers

V Layers

[Default
TransparentFX
Ignore Raycast

Builtin Layer
Builtin Layer
Builtin Layer
Builtin Layer
Builtin Layer Water
Builtin Layer Ul
Builtin Layer )
Builtin Layer
User Layer 8 |Ignore Lights
User Layer 9 |Ignore Cameras
User Layer 10 |

User Layer 11

N U A WN RO

Puc. 5.10. [lo6aBneHne HOBbIX cnoeB B okHe Tags & Layers Manager

MUcnonb3oBaHue CAOEB

Y cyioeB eCcTb MHOT'O HpHMeHeHHﬁ. [Tose3HOCTBD C/I0EB OTpaHU4YUBaE€TCA TOJIBKO Balen
(l)aHTaSHeﬁ. B aTom paszesie Mbl paCCMOTPUM YEThbIPpE CaMbIX TUIIOBBIX IPUMEHEHUA.

[TepBoe 3aKJIIOYAETCS B TOM, YTOOBI CKPHITH CJIOH CO CLEHHI. [Ipy HaXKaTUX Ha IePEKIIIO-
yaTesb Layers Ha nmaHesmu Scene (cM. puc. 5.9) BbI MOXXeTe BEIOpaTh, KaKue cjiou OyayT
oTobpakaThCs Ha TaHeIu Scene, a Kakue — HeT. [1o yMOI4aHuIo Ha ClleHe 0Tobpaka-
I0TCA BCe CJIOU.

COBET

HeBuAMMbBIE 3N€MEHTbI CLLeHbl

Yactasa ownbKa — cinyvyanHoe OTKIOYEHME OTOBparKeHUe cnos Ha cueHe. Ecnv Bbl He 3Ha-
KOMbl C BO3MOXHOCTbtO cAefiaTb CZIOU HEBUAUMbIMWU, 3TO COBEPLUEHHO cobbeT Bac ¢ TONKY.
BayKHO OTMETUTb, YTO BCAKWUI pas, Koraa npeaMeTbl He 0ToGpaKaloTcs Ha naHenu Scene,
XOTSI IOMIXKHbI, CTOUT NPOBEPUTL cenexkTop Layers, 4To6bl y6eanTbCs, YTO BCE CNIOM BUAWUMBbI.

BTOpOfI BapUaHT — 3TO HUCIIOJIb30BaTh CJIOU AJIA OTKJIFOYEHUA OCBEIIEHUA OIIpE/ac-
JIEHHBIX 0OBEKTOB. DTO II0JIE3HO, €CJIM BbI CO3JAa€Te CcOOCTBEHHBIH I0Ib30BaTEIbCKUM
HHTep(beﬁC C IIPUMEHEHHWEM CUCTEMBI 3aTEHEHUA W CJIO’KHOM CHCTEMBI OCBEIICHUA.
YTo6bI OTKIHOYUTD OCBeIIeHnE CJI04, BH6epI/ITe HWCTOYHUK CBETAa, a 3aTEM Ha ITaHE/IU
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Inspector BriGepuTe cBoiicTBO Culling Mask u OTKJIFOYMTE BCe CJIOU, KOTOPHIE TpebyeT-

ca (puc. 5.11).

v 1 MLight I
Type [ Directional 3
Range 110
Spot Angle —_————————— 30
Width 1
Height 1
Color |2
Mode Realtime gi:il
Intensity [1 ]
Indirect Multiplier |1 |
Shadow Type [ Soft Shadows il

Baked Shadow Ral0 ]
Baked Shadow AnC> 0
Realtime Shadows
Strength O [1
R |uti [ Use Quality Setti B
Bias ————— —— 0.5
Normal Bias O — | 0 4
Near Plane O 0.2
Cookie [None (Texture) ]
Cookie Size |10 ]
Draw Halo m
Flare [None (Flare) ] o
Render Mode [ Auto s
Culling Mask [ Mixted ... ¢
Nothing
A Everything
v Default
v TransparentFX
v Ignore Raycast
v Water
v ul
Ignore Lights
F ] v Ignore Cameras

Puc. 5.11. Csoiicteo Culling Mask

TpeTpsa cuTyauus, /i1 KOTOPOU BbI MOXKeTe HCIIOIb30BaTh CJIOU, — UHCTPYKTHPO-

Batb Unity, kakue pusuyeckrie 06BEKTH MOTYT B3aUMOJEHCTBOBATD APYT C APYroM. Br

MOYKeTe 33/]aTh 9T ITapaMeTpkl, BeIOpaB koMaHzAy MeHio Edit = Project Settings =

Physics u nepefias k paszeny Layer Collision Matrix (puc. 5.12).

[Tocneguee, yTO HY>XHO 3HAaTb O CJIOAX, — BBl MOXKETE HCII0JIb30BaTh UX, YTOOBI orpe-

AEJINUTb, YTO BUAUT WIN HE BUIUT KOHKPETHAA KaMepa. ITO II0JIE3HO, €CJIN BBl XOTUTE

€O3JaTh NOIb30BATENbCKUN BU3YAIbHBIN 3P (EKT ¢ OMOILIBIO HECKOIBKUX KaMep I

OJHOI'0 3pUTEJIA. Kak onucano BeIlIe g OCBE€ILIEHUA, YTOOBI OTKJIIOUUTH 0TO6pa)K€-

HUe CJI0eB, OTKpoiiTe cBoiicTBo Culling Mask Ha KoMIoHeHTe KaMephl U c6pockTe Bee

(bﬂa)KKI/I 06’beKTOB, 0T06pa)KEHI/Ie KOTOPBIX BbI XOTUTE OTK/IIOYUTD.
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© Inspector | ey
% PhysicsManager @ = %

Gravity X[0 lv[-e81 [zl ]
Default Material None (Physic Material) | ©
Bounce Threshold |2
Sleep Threshold 0.005
Default Contact Offs¢0.01
Default Solver Iterat|6
Default Solver Veloci1
Queries Hit Backface[ |

Queries Hit Triggers

Enable Adaptive Forc[ |

Contacts Generation [ Persistent Contact Manifold
Auto Simulation ™4

Auto Sync Transform (¥}

Contact Pairs Mode [ Default Contact Pairs 7
Broadphase Type [ Sweep And Prune Broadphase 3]
World Bounds
Center X[0 Y 0 'zo
Extent X250 1Y 250 1z[250
World Subdivisions |8
[V Layer Collision Matrix
= o =
O =) =
&5 SRS
oS (R
32 & o e
s Fca JE
wa =% 48X
Default ¥ ¥ ¥ ¥ ¥ ¥
TransparentFX ¥ ¥ ¥ ¥ & &
Ignore Raycast ¥ ¥ M M &
Water [V ¥ ¢ ¥
U«
Ignore Lights ¥ ¥
Ignore Cameras

Cloth Inter-Collision ]

Puc. 5.12. MaTprua CTONKHOBEHMKSA CNOEB
(pa3gen Layer Collision Matrix)

MPAKTUKYM

UrHopupoBaHMe UICTOUHUKOB CBETa U Kamep
BbinonHUTE NpuBEAEHHbIE HUXKE AENCTBUS, YTOObI MOMNPAKTUKOBATLCS CO COSMU MpK pabo-
T€ C UCTOYHWKaMM CBETA U KaMepamu.
1. Co3spavTe HOBbIM NPOEKT UK cLieHy. [lobaBbTe Ha CLIEHY ABa Ky6a U MOMECTUTE KX
B NMO3MLMK C KoopanHatamu (2, 1, =5) n (2, 1, —-5).
2. lNepengute K okHy Tags & Layers Manager c nomolibto 1l060ro n3 Tpex MeTo-
[10B, MEePeYnCNIeHHbIX Bbllle, M Jo6aBbTe Ba HOBbIX €105, Ha3BaB ux Ignore Lights
n Ignore Cameras (cm. puc. 5.10).
3. BbibepuTe 0anH U3 Ky60B 1 Ao6aBbTe ero Ha cnoi Ignore Lights. 3atem BbiGepute
Opyrov Ky6 n po6asbTe Ha cnor Ignore Cameras.
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4. Bbigenute o6beKT Directional Light Ha cueHe, a 3atem B ero ceovctse Culling
Mask oTtkntounte cnow Ignore Lights. O6patnte BHMMaHWe, 4TO Tenepb NOACBEUU-
BaeTCH TOJIbKO OZMH M3 KY60B. BTOpon Ky6 NpOMrHOpUpoBaH, Tak Kak HaxoauTcs
Ha COOTBETCTBYIOLWEM Cl0€.

5. Bbigenute o6bexkT Main Camera 1 oTkatounTe cnov Ignore Cameras B ero cBon-
ctBe Culling Mask. 3anyctute cLeHy 1 06paTtute BHUMaHMWe, 4YTO B Noje 3peHUs
Kamepbl NOSABASETCS TONbKO OAWH HEOCBELLEHHbIN Ky6. [lpyron Ky6 NpOMrHOpMpoBaH
KamepoWn.

Pe3iome

B 3TOM Yace MBI U3y4WIH CBET U KaMephl. MbI TOpaboTasy ¢ pa3InyHBIMU TUITAMU
HCTOYHUKOB CBeTa. MBI TaKXKe Hay4IHINCh Z00AB/IATh 3aTEHUTENH U Tal0 Ha NCTOYHHU-
KU cBeTa. KpoMme Toro, Bbl y3Ha/IU Bce 06 OCHOBax paboThl ¢ KaMepaMu U 06aBIeHuN
HECKOJIbKUX KaMep Il CO34aHUs Pa3/ieleHust SKpaHa U 3G deKTa «KapTUHKA-B-KapTHUH-
Ke». B 3aBepineHre yaca MBI U3y4mId paboTy co ciosMu B peaakTope Unity.

Bonpocbl U oTBEeThbI

Bonpoc: {1 3ameTun, 4TO B 3TOM YPOKe Mbl HE paccMaTpuBany nanTmManmnuHr.
Hy>XHO N1 n3yuuTb ero?

OoTBeT: JlanTMannuHr — None3Hbli MeTo Ans oNTMMMU3aLnK ocBeLLeHns cueHbl. OH
4YyTb 60M€e NPOABUHYTbLIM, U BaM He 06s13aTe/lbHO YMETb UCMO/Ib30BaTb €ro,
4TOObI NPUaaTh BaALIMM CLLEHAM OT/IMYHbIV BUA.

Bonpoc: Kak NoHsiTb, Kakasa Kamepa MHe Hy)XHa: NepcneKTuBHas unu optorpaduye-
cKana?

OTBeT: KaK y)Xe ynoMMHanocb B 3TOM Yace, obliee NpaBunio TaKoBO: NEePCNEKTUBHANA
Kamepa ucnonblyetcs ans 3D-urp nnm abdeKToB, a opTorpadumyeckas — ans
2D-urp n apdeKToB.

CemuHuap

VaenuTe HEKOTOPOE BpeMst TPopaboTKe MIPUBEZIEHHBIX HUYKE BOIIPOCOB, YTOOHI YOEAUTD-
s, YTO BBI XOPOIIIO YCBOWIN MaTepual.

KOHTpPOABbHBIE BONPOCHI

1. Ecii Hy»KHO OCBETUTD BCIO CIIEHY OZIHUM MCTOYHUKOM CBETA, KAaKOW THUII NCTOY-
HMKAa MCIOJb30BaTh?
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2. CKOJIbKO KaMep BBl MOXKeTe I06aBUTh Ha CIieHy?
3. CKOJIbKO MOJIb30BATENIbCKUX CJI0E€B MOYKHO CO3/1aTh?

4. Kakoe CBOHCTBO OIlpe/iesiseT, KaKre CIOM He OCBEIAI0TCA WIK He 0TOOPasKaloTes
Ha Kamepax?

OTBeTbl

1. HampaBieHHBIV CBeT — eJMHCTBEHHBII TUII CBeTa, KOTOPHI paBHOMEPHO IazjaeT
Ha BCIO CLIEHY.

2. Bbl MOxeTe J06aBUTH CKOJIBKO YTOZHO KaMep.
3. 24.

4. CpoiictBo Culling Mask.

YnpaxHeHue

B aTOM ynpakHeHUH MbI IIopaboTaeM ¢ HeCKOJIbKUMU KaMepaMy U ICTOYHUKaMU CBe-
Ta. Y Bac MOABUTCA BO3MOKHOCTD [TO9KCIIEPUMEHTHPOBATh C HACTPOMKaMH, KaK BaM
XOYeTcsI, YTOOBI PACKPBITh CBOM TBOPYECKUI MOTEHIIHAL.

1. Co3paliTe HOBYIO CLIEHY WIM IIPOEKT. YZAIUTE HANIPaBIeHHbIH cBeT. /lo6aBbTe
Ha CIleHy chepy U IIOMeCTHUTeE ee B o3uIuio ¢ koopauHaram# (0, 0, 0).

2. JlobaBbTe Ha CIleHY YeThIpe TOUYeUHBIX NCTOYHMKA cBeTa. [loMecTHUTe UX B O3HU-
U ¢ koopauHaramu (—4, 0, 0), (4, 0, 0), (0, 0, —4), u (0, 0, 4). 3azaiiTe KaxzI0-
My U3 HUX CBOM 1BeT. HacTpotite napameTrpsl Range u Intensity, 4ToObI cO34aTh
Ha cdepe BU3yaIbHbIHN 3G deKT, KOTOPBIN BaM HPaBUTCA.

3. YaanuTe co ciieHbl 06beKT Main Camera (11[e/IKHYB TIPaBO¥ KHOMKON MBIIIIN
o HeMy U BbIGpaB Komauzy Delete). /lo6aBbTe Ha CIleHY YEThIPE KaMepHI.
OTKIIOYMTE MUKPOQOH Ha TpeX M3 HUX. [IToMeCTUTe UX B MO3UIUHU C KOOPAUHA-
Tamu (2, 0, 0), (-2, 0, 0), (0, O, 2), u (0, 0, —2). [ToBepHUTe BCce KaMephl TakK,
4yTOOBI OHM OBUIM HaIlpaBJIeHBI Ha chepy.

4. VIameHUTe TOYKHU 0630pa Bcex KaMep TakK, YTOObI ZoOUThesA addexTa paszee-
HUA DKPaHa Co BCeMU YeThIPbMA kaMepaMu. Kaxxgasn kamepa J0/KHA BBIBOAUTD
n3obpakeHue B CBOEM yIUIy 3KpaHa, 3aHUMas OJHY YeTBepTh pa3Mepa 3KpaHa
(puc. 5.13). OTOT 1Iar BaM Hy>XHO BBHIIIOJIHUTb CaMOCTOATENbHO. Ec/iu BB He 3Hae-
Te, KaK PeIlInTb 3a/lady, HalAuTe aTo yrpaxkHeHHe B daiinax MpuMepos k dacy 5.
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Puc. 5.13. BbiNonHeHHOEe ynparkHeHne
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Urpa nepBasn:
«BenMKONeNnHbIN FTOHLHUK»

Y10 Bbl Y3HAETe B 3TOM 4yace

» Kak co3aaTb NPOCTYLO Urpy

» KaK NpMMEHMTb CBOM 3HAHWS 0 NaHawadTax, YTo6bl CO3[1aTb YHUKANbHbIA MUP ANS
Urpbl

» Kak fo6aBuTb B Urpy 06beKTbl, YTOObI NPUAATL el MHTEPAKTUBHOCTb

» KaK TecTMpoBaTb M HacTpanBaTb 3aKOHYEHHYIO Uy

B aTOM 4ace MBI UCIIOJIb3YeM Bce IPHOOGpeTeHHbIe 3HAHUA, YTOOBI CO371aTh CBOIO IEPBYIO
urpy Ha ABrkke Unity. CHauasia MBI IIO3HAaKOMHUMCH C OCHOBHBIMU 3JIeME@HTaMU AU3ai-
Ha UTPHL. 3aTEM MBI CO3ZaZIIM MUP, B KOTOPOM OyZIeT IPOUCXoAUTh Urpa. Ilocie aToro
MHI I00aBUM HEKOTOPBbIe MHTEPAKTUBHEIE OOBEKTHI, YTOOBI MUP IIPeBPaTUIICA UTPY. 3a-
TeM MBI 3aBepIIUM UIPY U OTHUIHdYEM ee /I YIydlIeHUs paboTHI.

COBET

3aBepLIeHHbIH NPOoeKT

06453aTeNbHO U3y4ynTe MaTepuanbl 3TOro Yaca, 4Tobbl co34aTb NOSHOLEHHbLIM UTPOBOM NMpPo-
eKT. Ecnun y Bac BO3HUKHYT 3aTpyAHEHUS, HAWAUTE rOTOBbIM BapuaHT Urpbl B dannax npu-
MepoB A9 Yaca 6. M3y4nte ero, ecin BaM Hy>KHa NOMOLLb WX BAOXHOBEHME!

NpoexTuposaHue

[IpoeKTHpOBaHUe — 3TO 3Tl Pa3pabOTKH, KOI/a BBI 3aro/s IVITaHUPYeTe BCe OCHOBHBIE
GYHKIMY ¥ KOMIIOHEHTHI UTpbl. CYMTANTE 3TO MOATOTOBKOH IIa6JIOHA WX TUTAaHA, YTOOBI
caM TIPOLIECC CO3/IaHUS UTPHI LI 6oJiee TIAIKO, IIOTOMY YTO OOBIMHO Ha TPOPABOTKY MPO-
€KTa yXOJUT MHOT'O BpeMeHH. [I0CKOJIbKY UIrpa, KOTOPYIO BBI CZIEIAETE B 3TOM 4Yace, JI0BOJIb-
HO IIpOCTasd, Tall IPOEKTUPOBAHUA OyZieT KOPOTKUM. UTOOBI cO34aTh UIPY, CIEAYET cocpe-
JIOTOYUTHCS Ha TPeX 06/IaCTsAX IIAHUPOBAHUA: KOHIIETIINA, TIPABIIa ¥ TPebOBaHUA.
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Konuenuusa

Vizest 3TO¥ UTPHI ITPOCTA: BbI HAYMHAETE Ha OJHOM KOHIIE HEKOTOPO 061aCTU ¥ GBICTPO
6exxuTe Ha ZPyTYIO CTOpOHyY. Ha BaiiieM TyTH GyZyT XOIMBI, IEPEBbs 1 TIPETISTCTBYA.
Llesb COCTOUT B TOM, YTOOBI KaK MOXKHO ObICTpee A0CTHYb GUHUIITHOMN 30HEL. JlJI epBoii
WIpHI BEIOpaHA MMEHHO 9Ta KOHIENIINSA, TaK KaK OHa UCIIOJIb3yeT BCe, C YeM BBl paboTa-
JIY B JAHHOM KHUTe ZI0 CUX Iop. KpoMe TOro, IMOCKOJIBKY BEI IIOKA HE OCBOWIM CO3JaHIe
ckpurrToB B Unity, BH ellle He MOXKeTe IPOeKTUPOBATh OYEHDb CIOXKHbIE B3aUMOZAEHCTBHUA.
Hrphl, KOTOpBIE MBI CTAHEM /IeJIaTh B TIOCIEAYIONIUX Yacax, OyayT 6osee CI0KHBIMU.

MpaBuna

B xax/10i1 Urpe JomKeH O6bITh HabOp MpaBwiL. [IpaBuia CIy»aT ABYM LieIAM. Bo-epBhIX,
OHU OIIpe/IeNIAI0T, KaK UMEHHO UT'POK CTaHEeT AefCcTBOBaTh. BO-BTOPHIX, TOCKOIBKY IIPO-
rpaMMHOe obecIiedeHue ABJAEeTCs IPOLeCCOM pa3pelleHni (cM. mpuMedaHue «IIporecc
paspellleHNs» HIDKe), IIpaBIIa OIpeZeNAoT e CTBUA, JOCTYIIHbIe UI'POKaM, YTOOBI
IIpeoZioeBaTh TPYAHOCTH. [IpaBria Hamel Urpsl «BeJMKoIen bl TOHITNK» OyAyT cie-

JYIOIVIMH.

» B urpe He 6yZeT ycaoBUA TOOeABI I MOpa)keHUs, TOJIBKO 3aBepiueHue. Mrpa
3aKaHYMBAETCHA, KOTZ]a UTPOK TIONaZiaeT B QUHUIIHYIO 30HY.

> I/II‘pOK BCer/ia MosBAETCA B OAHOM U TOM JKe MecTe. 30Ha (l)I/IHI/IIHa TOXKE€ Haxo-
AUTCA B OTHOM U TOM K€ MECTE.

» B urpe OyzZyT BoZHBIE IPETrpaZibl, U BCAKUH pas, KOIZA UI'POK IIOIAJAET B OZHY
13 HUX, OH [TepeMellaeTcs: 0OpaTHO B TOUKY crayHa (ITOSABIEHU).

> llens UTPBI COCTOUT B TOM, YTOOBI AOCTHUYb (1)I/IHI/IH.I3 KaK MOXXHO 6bICTpee. 3TO
IIpaBUJIO HEABHO X HE BCTPOEHO B UT'DY HAIIPAMYIO. BwmecTo aToTO B UTrpy BCTpOE-
HbI CUT'HaJIbl, KOTOPBIE IO CKAa3bIBAIOT UTPOKY, B UEM 3aKJII09a€TCA LEJb. Upesa
B TOM, YTO UTI'POKU 6yﬂyT UHTYUTHUBHO CTPEMUTHCA JOCTUYD JIYUIIETO BpEMEHU
Ha OCHOBE IT0JIy4Ya€MbIX UMW CUT'HAJIOB.

MPUMEYAHUE

Mpouecc paspewieHnn

Mpw co3gaHnmn nrpbl cneayet Bcerga NOMHUTb, YTO NporpammMHoe obecrnevyeHne — 3710 Npo-
Liecc paspelleHui. IT0 03HaYaeT, YTO, eC/iv Bbl HAMEPEHHO HE pa3peLLmnTe YTO-TO, OHO ByaeT
HeJI0CTYMHO UrPoKy. Hanprumep, ecnun UrpoK Xo4eT 3ane3Tb Ha IEPEBO, HO Bbl HE CO3AanM
NS HEro Kakomn-nM6o cnocob caenatb 3To, AIeNCTBME He pa3peluaeTcs. Ecnv Bbl He agaauTe
MIrPOKaM BO3MOXHOCTb MpbIraTb, OHX HE CMOTYT NpbiraTb. Bce aencTBus, KOTOpbIE Bbl XOTH-
Te pas3peLmnTb UFPOKY, AOMKHbI O6biTb IBHO BCTPOEHbLI. [TOMHUTE, YTO HENb3a Npeanonaratb
KaKMX-NTMb0o AENCTBUIA — BCE JOIKHO OblTb CnlaHMpoBaHo! KpomMe Toro, MOMHUTE, YTO Urpo-
KM MOTYT BECbMa M306peTaTe/lbHO KOMBMHMPOBATbL AENCTBUSA, HAaNpUMep, co3aaBast CTONKK
SILMKOB, @ 3aTEM Mpbiras ¢ BEPXHUX ALLMKOB, EC/IM Bbl CAENAETE 3TO BO3MOMXHbIM.
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NMPUMEYAHUE

TepmuHonOrMa
B aTomM yace Mbl 6yneM MCMNo/1b30BaTb HEKOTOPbIE HOBblIE TEPMUHDbI.

CnayH: CNayHWHI — 3TO NpoLiecc, C MOMOLLbIO KOTOPOrO UIPOK WKW CYLLHOCTb NnonajaeT
B Urpy.

TouKa cnayHa: To4YKa cnayHa — 3T0 MecCTO, rie NOSB/ISETCH UrPOK MK CYLWHOCTb. MX
MOMET ObITb O4HA MK HECKONBbKO. OHM MOTYT 6bITb CTaLMOHAPHBLIMK UK NepeaBuraTbCs.

YcnoBue: ycnoB1e — 3TO CBOEr0 poJa Tpurrep. YcnoBue no6eabl — 3T0 Co6bITUE, KOTO-
poe AaeT UrpoKy BbIMrpaTh (Hanpumep, HabpaTb JOCTAaTOHHOE KOJIMYECTBO OYKOB). YCoBue
NopaeHuss — 3TO COBbITUE, KOTOPOE MPUBOAUT K TOMY, YTO UIPOK NMPOUTPLIBAET (HAMpK-
Mep, NOTepPsATb BCE 0YKM 340POBbLS).

MeHepXep Urpbl: MEHEKEP UIPbl AUKTYET NpaBuaa v ynpaBaseT npoueccom. OH oTBe-
YyaeT 3a MHdOopMaLMIO 0 TOM, KOrAa Urpa BbiMrpaHa uin npourpaHa (M nHbiM 06pa3om
3aKoH4YeHa). J1lo601 06BHEKT MOMKET ObiTb HA3HAYEH MEHEKEPOM UIPbl, ECIN OH BCeEraa
Haxo[MTCs Ha CLeHe. HacTo MeHeAXKEPOM Urpbl Ha3HaA4YaeTcs NycTo 0GBbEKT MU KaMepa
Main Camera.

TecTupoBaHue: TeCTpPOBaHWE — 3TO NPOLIECC, KOraa peasbHble UTPOKK UrpatoT B UMpy,
KoTopas BCe elle HaXoAMTCs B pa3paboTKe, YTOObl MOCMOTPETb, MOHPABUTCA K OHa
JMOAAM, U Y4TO MOMKHO Y/YHLWINTD.

Tpe6oBanusa

BaykHBI II1ar B Ipollecce IPOeKTUPOBAHUS 3aK/II0YaETCs B TOM, UTO HYXKHO OIIpefie-
JIUTh, KaKHe acceThl OyAyT HeoOXOAUMBI i UTPbl. OOBIYHO KOMaH/a pa3paboTUUKOB
UTPHI COCTOUT U3 HECKOJIBKUX YeT0oBeK. HEKOTOphIe M3 HUX 3aHUMAIOTCS IIPOEKTUPO-
BaHMEM, JpyTrHe paboTaloT C MPOrPAMMHBIM 06eCIieueHUEM, a TPEThU — C XyZO0XKe-
CTBEHHBIM opopmieHreM. KaxKAbIi yIaCTHUK KOMaHZBI O/DKEH UTO-TO ZiesIaTh, UTO-
6bI IIPUHOCUTH IT0JIb3Y Ha KaXKJOM 3Talle mpolecca pa3paboTku. EC/iu KaxK/bIil cTaHeT
’KJATh Y€ro-TO, YTO HY)KHO eMy /Ui Havyasa paboTsl, B rpoliecce GyAeT MHOTO [epepsI-
BOB. [T03TOMY HY’KHO OIPEJIENUTHCS C aCCETaMU 3apaHee, YTOOB! 0O BEKTH MOXKHO OBLIO
CO3/1aBaTh JI0 TOT'0, KaK OHU MPUTOASATCS. BOT CiMcoK Beex TpeGOBaHUi, TIPeAbsIBIIS-
€MBIX K UTpe «BeJMKOJIETHbINM TOHIIUK>.

» IIpaMoyTosbHBIN yyacToK JaHauadra. O61acTh JOIKHA OBITH ZOCTATOYHO GOJIB-
IIOM, YTOOB BMECTUTH CJIOKHBIE TOHKU. Ha anzauradre JOIKHbL OBITh [IPEIAT-
CTBUA, @ TAK)Ke TOYKA ClIayHa U Touka punuma (puc. 6.1).

» TekcTypbl 1 3GGEKThI OKPYKAIOIIEH cpeabl A JaHAmadpTa. VX MOKHO HAUTH
B CTAHZAPTHBIX accerax Unity.

» OO6BEKT TOYKU crlayHa, 00BEKT TOUKY GUHMUIIA, 8 TAKXKE 0OBbEKT BOAHBIX ITPErpas.
OHu 6yznyT reHepupoBarsca B Unity.

» KouTpostep nepcoHaxka. Ero MoXXHO HaliTH B CTaHZAPTHBIX acceTax Unity.
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» T'paduyeckuii monb3oBarenbekuil uHTepderic (GUI). OH npegocTaBieH B IIpua-
raeMbIxX K KHUTe daiinax npuMepoB. O6paTiTe BHIMaHHe, YTO B 3TOM Yace MbI
ZUL TIPOCTOTEL MICIIOIb3yeM I'paduuecKkuii nHTepderic CTaporo CTUIsA, KOTOPBIH
paboTaeT UCKJIIOUNTENBHO HA OCHOBE CKPUIITA. BaM B BalllUX [IpOEKTax ciaeayeT
HCIOIB30BaTh HOBYIO cucTeMy Ul 0 KOTOPOI MBI IOTOBOPUM B yace 14.

» Menemxep urpsl. Ero mel co3gagum B Unity.

Touka cnayHa BopaHasa onacHocTb O6nactb puHMWa

= Scene

Puc. 6.1. O6uias cxeMa MEeCTHOCTU ANs Urpbl «BenMKoNenHbli roHWMK»

Co3paHMe MrpoBoro Mmupa

Teneps, Korza y Bac ecTb 6a30Bas ujies UrPhl, HACTAIO BpeMsA CO37aBaTh ee. EcTh MHOTO
2JIEMEHTOB, C KOTOPHIX MOJKHO HavaTh. B 3TOM MpoeKTe MBI HAYHEM C CO3ZaHUA MUpA.
[ToCKOJIBbKY 3TO JIMHeHHasA TOHOYHAA UTPa, MUP OyZeT B JIMHY GOJIbIlle, YeM B IIMPUHY
(w1 Ha060POT, CMOTPS C KAKOW CTOPOHBI IOCMOTPETh). YTOOHI GRICTPO CO3AaTh UTPY,
MBI OyZieM MCII0/Ib30BaTh MHOTO CTAHAAPTHHIX acceToB Unity.

Co3panue mupa

CymiecTByeT MHOI'O CIIOCOO0B co37aTh JTaHAIIA(T A1 «BeTNKONIeTHOr0 TOHIINKA».
Y Ka)kZoro 4enoBeka, BepOATHO, eCTh CBOE BUJIEHUeE JaHHOU 3aa4u. YTOOH! yIIPOCTUTh
TIpolLiecc ¥ rapaHTHUPOBATh, YTO BCE IOJIy4YaT aHAJIOTUYHBIM pe3y/lbTaT B Te4eHUe STOTo
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yaca, BaM TIpeIOCTaBIAETCs TOTOBasA KapTa BICOT. YTOObI cO3AaTh JaHAIADT, BBHITIO-
HUTE CIeAIYIoIIre JeCTBUA.

1. Co3zzaliTe HOBBIM MPOEKT ¥ NMPUCBOITEe eMy UM Amazing Racer. /lo6aBbTe B Ipo-
eKT JaHAmadT ¥ TOMECTUTE €ro B MO3UIHI0 ¢ koopauHartam# (0, 0, 0) Ha maHeu
Inspector.

2. Haiigute daiin TerrainHeightmap.raw cpenu GaiiioB IprUMepoB s 4aca 6.
Vmmnoprupyiite daitn TerrainHeightmap.raw B kadecTBe KapThl BLICOT 1A JIAH/-
madra (HakaB kHONKy Import Raw B pazgene HeightMap = Terrain Settings
Ha naHenu Inspector).

3. OcraBbTe 3HaueHus napamerpoB Depth, Width u Height o ymonuanuto. Beibe-
pute 3HaueHue Mac i1 napamerpa Byte Order u ycTaHOBHTE 3HAYEHUS [Tapame-
TpoB Terrain Size pasusiMu 200 B mupuny, 100 B ayivHy 1 100 B BEICOTY.

4. CosgaiiTe manky Scenes B manke Assets 1 COXpaHUTE TEKYILIYIO CLIeHY 110/ Ha3Ba-
HueM Main.

Teneps anamadT nmeet penbed U COOTBETCTBYET UT'POBOMY MUPY. BBl MOXKeTe BHECTU
HeO6osIbIIe KOPPEKTUBEL HAa CBO BKYC.

BHUMAHWE!

Co3paHue cob6cTBeHHOro nanapwadTa

Mbl NOArOTOBMAKM AN Bac KapTy BbICOT, YTOGLI Bbl CMOI/IM GbICTPO NMPONTH BECH NMPOLLECC
pa3paboTKM Urpbl. HO BaM HMYTO HE MellaeT co3aaTb COGCTBEHHbIA MUP U cAenaTb 3Ty Urpy
NMOUCTUHE YHUKanbHOW. ECiM Bbl pewnTechb Ha 3To, TO UMENTE B BMAY, YTO HEKOTOPbIE 3Ha-
YEeHUsT KOOpAMHAT M YI1I0B MOBOPOTa, KOTopble 6yAyT yKa3aHbl 34eCb, MOIyT He cOBMNagaThb.
Ecnv Bbl XO0TUTE cO3aaTb CBOW MUP, 06paTUTE BHUMAHWE Ha NpaBubHOE pa3mellleHne 06b-
E€KTOB W pacnofiaramTte ux B MMpe COOTBETCTBEHHO.

AobGaBneHHe OKpY)XeHMA

Ha saHHOM 3Tame BBl MOXKeTe Ha9aTh TeKCTYPUPOBAHUE U 00aBIATh 9P HEKTH OKpyKe-
HUA Ha Balll TJaHAmAPT. BaM Heo6XxoAUMO NMIIOPTHPOBATh ITakeT acceToB Environment
(BBIOpaB KOMaHAy Assets = Import Package = Environment).

Tenepb BbI MOXETE pPaCKpaCuUTh Balll MUP TaK, KaK BaM XO4YeTCA. BapI/IaHTH, M3JI0XKEH-
HbI€ B CJIEAYIOUIUX IIarax, ABJIAIOTCA JUIIb OpPUEHTUPaMU. PaboTatiTe TaK, KakK BaM Hpa-
BUTCA.

1. HOBGPHI/ITG HaHpaBHEHHBIﬁ CBET TaK, KaK BaM XO4YETCA.

2. Packpackre maHgmadT TEKCTypaMu. B IpuMepe UCIIO/b3yIOTCA CIeAYIONIMe
tekctypsl: GrassHillAlbedo st rtockux nmosepxHocteis, CliffAlbedoSpecular
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JUT KpyThix yactei, GrassRockyAlbedo g5 ob6macteii Mexxay HUMU
u MudRockyAlbedoSpecular g sm.

. [lo6aBbre Ha maHAmMAPT AepeBbs. VX JODKHO OBITh HEMHOTO, U PACTH OHU JI0JI-

JKHBI B OCHOBHOM Ha IVIOCKUX ITOBEPXHOCTAX.

. JlobaBrbTe Ha ClleHy BOAy U3 acceToB nakera Environment. Hatizure mpedab

Water4Advanced B narmke Assets\Standard Assets\Environment\Water\Water4\
Prefabs v mepeTaniuTe ero Ha Baly ciieHy (BbI y3HaeTe 6osbiiie o mpedabax

B yace 11). [TomecTuTe Bozy B mos3unuio ¢ koopauHatamu (100, 29, 100) u 3azaii-
Te eit macmrab (2, 1, 2).

Temneps saHAmadT 3aBepieH U roToB K paboTe. O613aTENBHO YAEIUTe ZOCTaTOYHO Bpe-

MEHU TEKCTYPUPOBAHUIO, YTOOBI AOCTHUYDb XOPOIIETO COYETAaHUA U PEATTMCTUYHOI'O BUAA.

Tyman

B penaxTope Unity BbI MOXKeTe 106aBUTh Ha CLIEHY TyMaH, YTOOBI UIMUTHPOBATh MHO-

JKECTBO PA3JIMYHBIX ITPUPOAHBIX HBHGHHﬁ, TaKWX KaK /IbIMKa, peaﬂHCTHQHbIﬁ TyMaH

Wiy nponajgaHue 00BEKTOB U3 BUIMMOCTHU Ha GOJIBIINX PaCCTOAHUAX. BrbI Takke MoOXxe-

T€ NCII0JIb30BaTh TyMaH, YTOOBI IIpuzaTh BallleMy MUPY TauHCTBEHHBIN U '-Iy')KZ[LIfI BU.

B urpe «BeJIMKOIEeNTHbIN TOHIITHK>» C TIOMOIIBIO TyMaHa Bbl MOKE€T€ CKPBITb OTZa/ICHHbIE

YyacTH JaHAmadTa u 106aBUTh B UTPY TAKUM 06Pa30M 3JIEMEHT UCC/IEA0BAHMUS.

Jl06aBUTh B UTPY TyMaH JOBOJIBHO IIPOCTO.

1.

Bribepure myHkT MeHI0 Window = Lighting = Settings. OTkpoeTcs auanorosoe
okHo Lightning.

. BxurrouuTe TymaH, yeraHoBuB ¢uiaxxkok Fog B rpymime mapamerpoB Other Settings.

. VameHwuTe 11BeT Ha Genblii 1 pucBoiiTe mapamerpy Density (I[L1oTHOCTD) 3Haue-

Hue 0,005. (TIpumMevaHue: 3TO MPOU3BOJIbHBIE 3HAYEHUS, KOTOPbIE MOTYT OBITh
U3MeHeHbI (WIN yZjaJieHbl) 110 BallleMy JKeJIaHUIO).

. [NoskcrepuMeHTHPYTE C ITIOTHOCTBIO U IBETaMu TyMaHa. B Tabnure 6.1 omuca-

HBI pa3IUYHbIe CBOMCTBA TyMaHa.
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TABA. 6.1. NapameTpbl TyMaHa

MapameTp OnucaHue

Fog Color 3agaeT UBEeT TyMaHa

Fog Mode OnpepensieT, Kak paccyuTbiBaeTcs TymaH. Bcero Tpu pexuma: Linear
(nnHenHbIN), Exponential (akcnoHeHUunanbHbIn) U Exponential
Squarer (3KCrnoHeHUManbHbIM B KBagpare). 4ns MoOGUbHbIX
YCTPOWCTB Jlydlle Bcero paboTaet pexum Linear

Density OnpeaensieT, HAaCKONbKO cueH addeKT TymaHa. 3TO0 CBOMCTBO
MCMONb3YeTCs TOIbKO B TOM Cllydae, eCu 3afaH pPeXnm TymaHa
Exponential nan Exponential Squared.

Start u End | Onpegensier, Ha KaKOM PacCTOSHUM OT KaMepbl HAYMHAETCS U 3aKaH-
ynBaeTca oTobpaxeHue TymaHa. 3T CBOMCTBa paboTatoT TOSIbKO
B pexume Linear

Cxkanbokcbi

BbI MOXKeTe cZiesiaTh Ballly UTPY ropaszo Kpyde, 106aBUB B Hee ckatibokc. Ckaitboke —
9TO «BOJIBINON ,, AMUK", HaIETHIH MOBEPX BCEro Mupa». Ha camom fee 3To Ky6, cOCTOsI-
IV U3 IIECTH IUIOCKUX CTOPOH, HO €0 HalpaBJeHHbIe BHYTPb TEKCTYPHI JeIaloT TaK,
YTO OH KaskeTcs: 6eCKOHEYHBIM. BBl MOXKeTe co3aBaTh COOGCTBEHHBIE CKAMBOKCHI WU
HCIIOJIh30BATh CTAHJAPTHBIN cKalboKe Unity, KOTOPBIH aBTOMATHUYECKU MOSBISAETCS TPU
cozganuu 3D-ciieHbl. B 3T0# KHUTE MbI OyIeM IPEUMYIIECTBEHHO UCIIOIh30BATh BCTPO-
€HHbIE CKalOOKCEHI.

3a cTaHAapT MPUHATEI «IIPOLEYPHBIE CKAHOOKCH». DTO 03HAYAET, YTO Y HUX IIBET

He TIOCTOSHHBIH, a BEIYUCIIAETCA M MOXKET U3MEHATHCSA. Bl MOXKeTe YBUZETh 3TO, IIOBOPA-
4KBas HallPaBJIeHHHIH CBET B pa3Hble CTOPOHBI. OOpaTHTe BHUMaHHe, KaK U3MEHIeTCs
I[BeT Heba ¥ BUPTYaJIbHOE COJHIIE II0 Mepe BpallleH!s NCTOYHMKA cBeTa. [IpolieypHble
CKAMOOKCHI 3aBUCAT OT IVIABHOT'O MCTOYHMKA HAIIPABJIEHHOTO CBETA 110 YMOTYAHUIO.

Co3JaTh ¥ UCIIOJB30BaTh COOCTBEHHBIN MPOIEAYPHBIA CKalOOKC JOBOJBHO MIPOCTO.

1. IenkHUTE MPaBOii KHOIIKOM MBIIIHY 110 TTaHe U Project 1 BeIGepUTe KOMaHIY
MeHIo Create = Material. (CkaiilG0KCbl — 3TO Ha CAMOM /IeJie BCEro JIUIIbL MaTe-
puaJbl, IpUMeHEHHbBIE K «TUTaHTCKOM KOpoOKe B Hebe».)

2. Ha nanenu Inspector oTKpo¥iTe CBOICTBa 3TOro HOBOTO MaTepuasa, OTKpOUTe
packpeiBatomuiics ciiricok Shader u Bei6epure nyHKT Skybox = Procedural.
O6paTuTe BHUMaHE, YTO 3/,€Ch K€ Bl MOKETE CO3/]aTh IIECTUCTOPOHHUI CKaii-
60KC, KyOMar Wi TaHOPaMHBIN CKaltboKC.

3. [IpuMmeHHUTe CKaNOOKC K ClieHe B OKHE HAaCTPOEK OCBelleHUs (KOTOPOe MOKHO
OTKDBITh, BEIOpaB koMaHzAy MeHio Window = Lightning — Settings). Kpome
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TOTO, BBl MOYKETE [TEPETALIUTh MaTepHal CKallboKca B IIyCTOE [IPOCTPAHCTBO

Ha criere. [Ipy IpUMeHEeHNH CKallboKca K CLIEHE BBl YBUAUTE KaKue-Tnbo n3Me-
HEHUsSI He CPasy. BbI TOJIBKO YTO CO37au CKaiGOKC, KOTOPBIN 00J1a/jaeT TEMHU Ke
CBOMCTBaMU, YTO ¥ CKaHOOKC IO YMOTYAHUIO, TOITOMY OH OYZET BBIIVIAAETD
TOYHO TaK Ke.

. T[To3KCIIEpUMEHTHUPYITE C pa3IMYHBIMU CBOMCTBAMU CKaliboKca. Bbl MokeTe

W3MEHUTDb CBOUCTBA COJIHIIA, ITO3KCIIEPUMEHTHPOBATDh C TEM, KaK CBET pacCerBa-
€TCA B aTMOC(bepe, a TaKXKe€ M3BMEHUTDb IIBET Heba u SKCHO3UIUI0. BeI MOXeTe czie-
JlaThb AJId Bamen UTPBI YTO-TO IIO-HACTOAILIIEMY HEOOBIYHOE U YHHUKaJ/IbHOE.

CKaiiboKCHI He 0053aTeIbHO A 0JIKHBI OBITh npoueaypHbIMHU. MoKHO TakyKe MCII0JIb30-

BaTh IIECTb TEKCTYP AJIA CO3JaHUA BbICOKO JETAJN3VPOBAHHOI'O Heba (KOTOPOG OOBIYHO

HasbIBalOT Kyomanom). Ha ckaitbokce Takke MoryT 6biTb HDR- (M306pakeHus ¢ BBICO-

KUM JMHaMHYeCKUM JMaria3oHOM) WK ITaHOpaMHble H306pakeHus. Bece 3T mapame-

TPHI IOCTYIIHEL B 3aBUCUMOCTH OT THUIIA Iekiiepa cKaliboKca, KOTOPBIN BB BEIOUpAETe.

OZiHAaKO B 9TOM KHUTE BhI OyZieTe UMETh ZIeJI0 B OCHOBHOM C MPOLIeAYPHBIMU CKaliboKca-

MM, ITOTOMY YTO UX JIETKO CO3/IaTh ¥ OHU OBICTPO paboTaroT.

KoHTpoAnep nepcoHaXKa

Tenepb HaM 1opa 106aBUTH Ha JaHAMA(T KOHTPOJUIEP IEPCOHAXKA.

1.

VIMIIOpTUPYHTE CTaHAAPTHEIN KOHTPOJUIED TIEPCOHAXXA, BEIOPAB KOMaHAY
Assets = Import Package = Characters.

. Harmigute accetr FPSController B manke Assets\Standard Assets\Characters\

FirstPersonCharacter\Prefabs v iepeTaniure ero Ha CIIeHYy.

. Ilomecrute xoHTpo/UTEp (FPSController, Bbiie/IeHHBIN CHHUM Ha MAaHETN

Hierarchy) B mosuruio ¢ koopgunaramu (165, 32, 125). Eci KOHTpOJLIEp
roTias He B Ty TOYKY JlaHmadTa, KyAa AoKeH 6611, ybeanTech, 4To JaHzmadT
HaXOZAUTCA B mo3unuu ¢ koopauHaTamu (0, 0, 0), KaK yKa3aHO B IIpebIAyIeM
yrpakHeHuu. Termeph MOBEpHUTE KOHTPOJUIEP Ha 260 TPafyCcoB 10 OCH Y, YTOOBI
OH PacIOJIOKWICSI B BEDHOM HalpaBjieHuH. [leperMeHyiiTe 06bEKT KOHTPOJUIEPA,
npucBouB emy ums Player.

. IoskcnepumenTupyiite ¢ 06bektoM First Person Controller 1 koMoHeHTOM

Character Controller urposoro o6bekta Player. OTu Ba KOMIIOHEHTa KOH-
TPONUPYIOT OOJBIIYIO YaCTh TOTO, KaK BeZleT ce6s1 epcoHaXKk BHYTPHU UTPHI.
Hanpumep, ecau oH MoxKeT 3a61paThcs Ha XOIMBI, KOTOPble BB XOTUTE celaTh
HENPOXOJMMBIMH, BaM HY>KHO yMEHbBIIUTD 3HaYeHue cBolicTBa Slope Limit kom-
noHenTa Character Controller.

. INockonbky KoHTpOJLIEp Player nMeeT cO6CTBEHHYIO KaMepy, BBl MOXXETeE yAAIUTh

co cueHbl 06bekT Main Camera.
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ITocse TOro Kak BBL IPABWJIBHO pa3MeCcTHUTe KOHTPOJ/UIEp IepCoHaXa Ha clieHe, 3aIlyCTU-
Te ee. [lobpoAnTe TaM U HaHAUTe 00JIACTH, KOTOPble TPEOYIOT MCIPaBIEeHNs WIH CIVIa-
’kuBaHuA. Ob6paTuTe BHUMaHUe Ha I'paHUIbl. [locMOTpHTE, I/le Ball IePCOHAX MOXKET
IIOKUHYTDb KapTy. B 3TUX MecTax Hy»KHO IOAHATH pesibed WM U3MEeHUTh HACTPOUKU
KOHTPOJUIEPA, YTOOBI UT'POK He MOT BBHINACTh 3a KapTy. Ha 3ToM atane pa3paboTduk
OOBIYHO HCIIPABJISET BCE OCHOBHBIE TPOOIEMBI, CB3aHHBIE C TaHAIIADTOM.

COBET

Mapenue 3a Kpan KapTbl

OG6bI4HO Ha UIPOBLIX YPOBHSAX €CTb CTEHbI MW HEKOTOPbIE ApYr1e NPenaTCcTBUSA, KOTOpble
He NO3BONSAIT UFPOKY BbIMTU 3a Kpan KapTbl. ECn B urpe ecTb rpaButaLLms, NepCcoHax
MOMKET ynacTb «3a Kpaw cBeTar». BaM Bceraa Hy»KHO co3/laBaTb KaKoOW-TO Ccnoco6 3anpeTuTb
eMy nonajgatb B onpeaeneHHble Mecta. B gaHHOM nNpoeKTe MCnonb3yeTcs BbICOKMI yCTyn,
He No3BOSAWMI NOKMAATb MFPOBYIO 30HY. Ha KapTe BbICOT, KOTOPYIO Mbl NMpeaoCcTaBuan
BaM B MPWIOXEHHbIX K KHUre dannax npMmepoB Yyaca 6, HaMepeHHO OCTaB/IEHO HECKOJb-
KO MECT, rie UFPOK MOXET NponeaTb 3a Kpan. OT Bac TpebyeTcs HanTU U UCNPaBUTb UX.

Bbl TakXe MoXeTe YCTaHOBWUTb JOMNYCTUMbIN HaKNoH penbeda ana o6bekta FPSController
Ha naHenu Inspector, Kak 06bACHANOCH paHee B 3TOM Yace.

Urpodukauun

Terepsb y Bac eCTb MUP, B KOTOPOM OyZeT TPOBOAUTHCS Ballla Urpa. Bel MoxxeTe mobe-
raTh II0 MUPY U Onpo60Bath ero. Terepb HaM He XBaTaeT, COOCTBEHHO FOBOPS, CAMOM
urpel. To, YTO y Bac ecTh ceifuac, JUIIb UTPYILIKa i 3a6aBel. Ho HaM Hy»KHa UTpa,

B KOTOPOU eCTh IpaBwIa U KOHeYHas I1eJib. [Ipoliecc mpeBpalleHus B UTPy Ha3bIBAeT-
ca uepogukayueil, ¥ IMEHHO O Hell MBI IIOTOBOPHUM B IaHHOM pasziesie. Ec/iu BB BBINIOJI-
HIWWIY IIpeZbIAYIIYe Mary, Ball UI'POBOM IIPOEKT JO/DKEH BBIMVIAZETD IPIMEPHO TaK,
KaK MoKa3aHo Ha puc. 6.2 (XOTs Ballud HACTPOWKU TyMaHa, CKaiiboKca ¥ pacTUTENbHO-
CTH MOTYT UMETb HEKOTOPBIE OTIINYHS). B TeueHue CieAyIoMmnX HECKOIBKUX 3TAllOB MBI
Z06aBUM OOBEKTHI YIIPABIEHUS UT'PhI, C KOTOPBIMU MOXXHO B3aUMOZENCTBOBATb, IIPH-
MEHUM UTPOBbIE CKPHUIITHI K TUM 0O6BEKTAM M COEAUHUM UX APYT C APYTOM.

NMPUMEYAHUE

CkpunTbl

CKpumnTbl — 3T0 GpparMeHTbl Kofa, KOTOpble ONpeaenstoT NoBeAEHNE UTPOBbIX 0GbEKTOB.
Mbl noka He n3yyanu ckpuntbl B Unity. OgHaKo, 4To6bl cO34aTb MHTEPAKTUBHYIO Urpy, 6€3
HUX He 060MNTUCb. [TPpUHMMan 3TO BO BHUMaHWE, Mbl NPeaoCcTaBMUIM BaM HEOBX0ANMbIE
CKPUNTbI, 4TO6bI AopaboTaTtb 3Ty Urpy. OHU co34aHbl MaKCUMasbHO NPOCTbIMU, YTOGLI Y Bac
6bl/1la BO3MOXHOCTb MOHATb GOJbLIYIO YaCTb 3TOrO NpoeKTa. OTKPOMTE CKPUMNTLI B TEKCTO-
BOM peAaKTope M NpoYnuTanTe uUx Kog, YTobbl M3y4nTb, HTO OHU AenatoT. Mbl pacCMOTPUM UX
6onee Nnogpo6HO B HYacax 7 v 8.
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Puc. 6.2. TeKkyLllee COCTOAHWE UTPbl «BeNMKONENHbIN FOHLLMK»

Aob6aBreHne 06BbEKTOB ynpaBA€HHUA UTPOH

Kaxk MBI ckasanu paHee B paszesie «IpeboBaHUA», BaM Hy>KHO 4eTbIpe 00beKTa I
yIpaBieHUs UTPOU. [IepBBIf — 3TO TOYKA CIIayHa: MPOCTOM UTPOBOM 0OBEKT, KOTO-
PHIH CYIIECTBYET TOJIBKO IS TOTO, YTOOBI ONIPEJENTUTh TOUKY ITOSABIEHUA UTPOKA. YTOORI
€03/1aTh TOYKY CIIayHA, BBIIIOJHUTE CJIeAYIONIre JeHCTBUA.

1. JlobaBbTe Ha CIieHy IIyCTOM UI'POBOI 0OBEKT, BEIOpaB KoMaHZy GameObject =
Create Empty.

2. TlomecTHTE 3TOT OOBEKT B MO3UIIUIO ¢ KoopAauHaTamu (165, 32, 125) u 3azatite
emy Bpamenue (0, 260, 0).

3. Ipucsotite 06beKTy UMA Spawn Point Ha maHenu Hierarchy.

Jlayiee BaM HY»KHO CO3/IaTh IETEKTOP BOAHOM OMACHOCTHU. DTO OyZIeT 0ObIYHAS TUIO-
CKOCTb, PaCITOJIO}KEHHAs M0/, BOAOM. HaziesmuM aTy TIocKoCTh Tpurrepom (6osee
oAPOGHO OMUCAHO B Uace 9), KOTOPHIH OyAeT o6HApyKUBaTh MTONaZaHe UTPOKa
B Bozy. /Il CO3/jaHUA eTeKTOPa BBIITOJHUTE CJIeAYIOIINE AeHCTBUS.

1. ZlobaBbTe Ha CIieHy IUIOCKOCTh (BhIOpaB KoMaHZy GameObject = 3D Object =
Plane) u pacriosnoxxure ee B mo3uiyuu ¢ koopauHatamu (100, 27, 100). 3agatite
wrockoctu Maciirtab (20, 1, 20).

2. TpucsotiTe aTo# wiockoctu ums Water Hazard Detector Ha manenu Hierarchy.

3. YcranoBuTte ¢paxkku Convex (Bormykiias) u Is Trigger (Tpurrep) B KOMIIOHEHTE
Mesh Collider na manesnu Inspector (cm. puc. 6.3).
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4. Cpenaiite 06BEKT HEBUAUMBIM, OTKIIOYNB ero komrnoHeHT Mesh Renderer. /s
atoro copockre dpsiaxkok Mesh Renderer Ha manenu Inspector (puc. 6.3).

© Inspector | &=

a |Water Hazard Detector | [[] Static ¥

Tag [Untagged ¢ ) Layer [Default 3]

¥ .~ Transform o %,
Position X100 |27 Z|100
Rotation X0 Y0 Z0
Scale X120 Y1 Z 20
v i) Plane (Mesh Filter) S
Mesh {@Plane ~|e
v | MMesh Collider o %
Convex
Is Trigger
Cooking Options Mixed ... 4
Material {None (Physic Materi| ©
Mesh WiPlane (]
» [CMesh Renderer @ 5 %

Puc. 6.3. Cogepxumoe naHenu Inspector
ans o6bekta Water Hazard Detector

[Tocsie 3TOTO BaM HY)XHO ZI06aBUTh B UT'Py 30HY uHUIIA. DTO OYZET IPOCTOM 06HEKT

C TOYEYHBIM HCTOYHHUKOM CBETa, TO3BOJIAIONINM UTPOKY ITOHATH, KyZa HYKHO UATH.
O6bekT OyzIeT UMETh IPUKPEIUIEHHBIN K HEMY KOJUTaiep, YTOObI OH MOT' Cpearupo-
BaTh, KOIZla UTPOK BOUZET B 30HY. YTOOHI [06aBUTh OOBEKT 30HBI GUHMUIIA, BBITOTHUATE

cylefyroniye AefCTBYA.

1. Jlo6aBbTe Ha CIIeHY IyCTOW UTPOBOI OOBEKT U TIOMECTUTE €T'0 B MO3UIHIO C KOOP-
muHatamu (26, 32, 37).

2. TIpucBotite aTomy 06bekTy M Finish Zone Ha manenu Hierarchy.

3. Jlo6aBwre 06BbekTy Finish Zone mcToyHMK cBeTa (711 3TOTO BBIIENIUTE OOBEKT,
a 3aTeM BbIbepuTe KoMaHAy Component = Rendering = Light). 3azatite nctou-
HUKy cBeTa TUH Point, eciv OH ellje He YCTaHOBJIEH, & TAK)KE TIPUCBOMTE MapaMe-
Tpy Range 3nauenue 35, a mapamerpy Intensity — 3HaueHue 3.

4. Jlo6asbre 06bekTy Finish Zone xommnonenT Capsule Collider, BoigennB 06beKT
u BbIOpaB KomaHzy Component = Physics = Capsule Collider. YcranoBu-
Te ¢uaxkok Is Trigger u npucsoiite cBoiicTBy Radius 3HayeHue 9 Ha maHeIn
Inspector (puc. 6.4).

[TocnenHuit 06BEKT, KOTOPBIN HaM HY»KHO co37aTh, — Game Manager, XOTs ero cylie-
CTBOBaHMeE TEXHUIECKU He 0053aTebHO. BBl MOIIM GBI HA3HAYUTDh €0 CBOMCTBA KAKOMY-
160 Apyromy o6HEKTY B UTPOBOM Mupe, HanpuMep Main Camera. Ho, kak mpaBuIo,
crieraabHbIN 06beKT Game Manager Bce-Taku CO3/jaeTcsi, YTOObI IPeJOTBPATUTD CITy-
yaliHoe yzaneHnue. Ha aTom arame pazpaboTku o6bekT Game Manager 6yzeT oueHb
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TIPOCTHIM. MEI €llle BOCIIONb3yeMcs UM TIo3ZiHee. UTOOHI CO3/1aTh €T0, BHIIOIHUTE CJie-
AyIolye AeCTBUS.

1. JloGaBbTe Ha CIIeHY ITyCTOW UTPOBOM OOBEKT.

2. Tpucsotite aToMy 06beKTy UMsi Game Manager Ha nanenu Hierarchy.

[© Tnspector [ TEY

9 # [Finish Zone | [ static ¥
Tag [ L d +| Layer [Default i)

¥ .~ Transform %%,
Position X |26 Y |32 2|37
Rotation X0 Y0 Z0
Scale X1 Y[1 zZ1

v/ MLight &,
Type Point $
Range 135 I e
Color [ P4
Mode (Realtime ¢}
Intensity 3
Indirect Multiplier 1

71 Realtime indirect bounce shadowing is not supported
'~ for Spot and Point lights.

Shadow Type | No Shadows ™
Cookie 'None (Texture) 1o
Draw Halo L
Flare 'None (Flare) | R)
Render Mode [ Auto :)
Culling Mask [ Everything n
v [y ¥ capsule Collider %
Edit Collider
Is Trigger
Material None (Physic Material) (o}
Center X0 Y 0 Z 0
| Radius 9
Height 1
Direction Y-Axis $

Puc. 6.4. O6bekT Finish Zone Ha naHenu Inspector

Aob6aBreHue ckpunToB

Kak ynmomMuHanioch paHee, CKpHUIITHI ONIPeJesIIoT IOBe/leHre UTPOBBIX OOBEKTOB. B aToM
pasziesie MBI IPUMEHUM UX K HAIIUM 0O0bekTaM. Ha JaHHBEII MOMEHT IIOHUMATh, YTO
VIMEHHO JIe/Tal0T 3TU CKPUIITHI, I HAaC HE TaK BaXKHO. BBl MOXKeTe 106aBUTh CKPUIIT

B Balll IPOEKT OJHUM U3 IBYX CIIOCOGOB.

> [lepeTaiuTh rOTOBBIM CKPUIIT Ha TaHeab Project B BaleM IPOEKTe.

» Co3ziaTh HOBBIM CKPUNT B BallleM IIPOEKTe, IIeJKHYB ITPaBoi KHOMKOW MBI
1o naHenu Project 1 BEIOpaB KomaHzay Create = C# Script.
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Korzia CKpHUIIT yke UMIIOPTUPOBAH B TIPOEKT, TPUMEHUTD €T'0 MPOIIe TPOCTOTO. Jjis 3TO-
ro IepeTauuTe ero U3 naHeau Project Ha yt060i 06BEKT, K KOTOPOMY BBl XOTHUTE €r0
MIPUMEHUTD, Ha maHenu Hierarchy wiu manenu Inspector (puc. 6.5).

= Hierarchy [ @) F Scene Tom| O Tnspector T aa
l',%!:,l Iw..} Al | | Simos zi(CAT | g @ [Finah Zone (] Static v
ul = ps Ll
DiracioRal LighE v Tag (Untagged ¢] Layer [Defauke _¢)
Terrain \ ¥ Transform Qs e
WaterdAdvancedReflectionst * 4 Position X[26__|y[3z__]z[37
» WaterdAdvanced Rotation X0 Y0 zo
P;lanr o Scale X1 I¥fr J2f1
pawn Poir
Water Hazard Detector > Buight I
5 ¥ & ¥ capsule Collider 5t
Game Manager Edit Colider
Is Trigger 4
Material [None (Physic Material) | ©
Center
X0 Iylo z0
Radius 0
Height 1
Direction 2 T |

¥ = Finish Zone (Script) B
& Seript
S | Gamemanager  Wone (Gametonaeen 1o
v Favorites Adgets - Scripts. R ————————————————
(LAl Materials \ Add Component
©LAll Models. R
©L All Prefabs N
©LAll Scripts. C CH#
v 63 Assets Finisfzone  GameMana PlayerResp..
& Scenes

& Project E e N

| create -

& Skyboxes
» & standard Assets

]
CpabotaeT noboii 13 MeTooB

Puc. 6.5. lNpnmeHeHe CKPUNTOB NyTeM NepeTacKMBaHUA UX Ha UFPOBble 06BHEKTHI
Brl MOKeTe Taxke IPUMEHUTD CKPUIIT, IlepeTalluB ero Ha 00BEKT Ha ClIeHe, HO B 9TOM

CIIydae BBL PHUCKYeTe MOIIPOCTY IIOTEPATh ero U CIyYaliHO YCTaHOBUTBH CKPUIT He HA TOT
00BeKT. [109TOMy IIPUMEHATh CKPHUIITHL Yepe3 ITaHelb Scene He PeKOMEHYeTCs.

COBET

CneuuanbHbI# 3HAYOK AAA CKPUATA

Bbl HaBepHsKa 3ameTunu, 410 y ckpunta GameManager 3Ha4oK Ha naHenu Project

He TaKOM, KaK y APYr1x CKPpUNTOB. 3TO CBA3AHO C TEM, YTO OH Ha3BaH UMEHEM, KOTOPOe [1BU-
oK Unity aBTomaTtnyecku pacnodHaeT: GameManager. ECTb HECKONIbKO MMEH, KOTopble,
OyLly4n UCNONb30BaHHbIMU A5 CKPUMTOB, U3MEHSAIOT 3HAYOK /19 06/1eryeHms nx nomcka.

MPAKTUKYM

UmMnopT M npuKpenAeHue CKpUnToB
BbinonHute cneayowme AeNCTBUSA, YTOObI MMNOPTUPOBATh CKPUNTLI U3 GaninoB NPUMEPOB
K KHWUre U NPUKPENUTb UX K COOTBETCTBYIOLWUM OOBbEKTaM.
1. CospaiTe HOBYIO nanKy Ha naHenu Project v HasoBuTte ee Scripts. Hanaute Tpu
cKkpunTa B dhannax npuMepoB Ang Yaca 6 — FinishZone.cs, GameManager.cs
n PlayerRespawn.cs — v nepetawuTe Mx B CO34aHHyto nanky Scripts.
2. Mepetawmte ckpunT FinishZone.cs ¢ naHenu Project Ha nrpoBow 06beKT Finish
Zone Ha naHenu Hierarchy.
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3. Bblgenute 06bekT Game Manager Ha naHenu Hierarchy. Ha naHenu Inspector
Bbl6epute komaHgy Add Component = Scripts = GameManager. (310 anbTepHa-
TUBHbIV CNOCO6 J06aBMIEHNUS CKPUNTa K UTPOBOMY OOBEKTY.)

4. Tlepetawute ckpunT PlayerRespawn.cs c naHenu Project Ha MrpoBov 06bEKT
Water Hazard Detector Ha naHenu Hierarchy.

MoakAlOuUEeHMe CKPUMNTOB

Ecau BBI ynTanu CKPUIITBHI paHee, Bbl MOIVIM YBU/JIETb, YTO BCE€ OHU MMEIOT I10JIA AJIA APY-

I'UX 06BEKTOB. DTH TIOJIA TIO3BOJIAIOT CKPUIITAM OOUIATHCA MEKAY CO60. ¥ Kaxa0r0

II0JIs1 eCTh CBOMCTBO B KOMIIOHEHTE /sl CKpHUITa Ha nanenu Inspector. Kak u B ciiydae

CO CKpPUIITaMH, BaM HY)XHO TIepeTaniuTh 00beKTHI B TI0JIs (puc. 6.6).

WaterdAd drefl

» Water4Advanced

amera

Position X0 NG

= Hierarchy | @ .= O Inspector | &=
.| @ — 5
| Ca‘: Feza u |Game Manager | [] static ¥
Vi ain V=
Directional Light Tag [ Untagged 4| Layer [Default +)
Terrain ¥ .~ Transform o

z[o

Rotation X0 7

Scale > P

> Player
Spawn Point
ater Hazard Detector

Finish Zone

I Game Manager

v ¥ Game Manager (Script)

*"‘Wt\> GameManager
Spawn Point’ |

Player |\Player

A Spawn Point (Transform) | ©

o

Add Component

(

Puc. 6.6. lNepemelleHne NrpoBoro o6beKTa B nose

CoepMHEeHHEe CKPUNTOB APYr ¢ Apyrom

BbinonHute cnegytoume encTBuUs, YTO6bl HAa3HAYUTb UTPOBLIM 06 bEKTAM CKPUMTbI, HEO6XO-
AMMble ANs X NPaBUIbHOIO GYHKLMOHMPOBAHKS.

MPAKTUKYM

1. Bbigenute 06bexkT Water Hazard Detector Ha nanenn Hierarchy. O6patute BHUMa-
HUWe, 4To KomnoHeHT Player Respawn vmeeT cBoncTtBo Game Manager. 310 cBOK-
CTBO BbIMOJIHAET pPO/b 3anonHUTeNs ana o6bekta Game Manager, KOTOPbIN Bbl

co3aanun paHee.

MNepertawmnte o6bekT GameManager c naHenu Hierarchy Ha cBoictBo Game

Manager komnoHeHTa Player Respawn (Script). Tenepb, Korga Mrpok nonaga-
€T B BOAHYIO ONacHOCTb, OHa nepefacTt o6bekTy Game Manager nHdopmaumio
06 3TOM, M UFPOK NMEPEMECTUTCA 06PATHO B TOYKY CMayHa, B Ha4ano YPOBHS.

Bbi6epute urposov 06bLeKT Finish Zone. lNepeTawmte o6bekT Game Manager

¢ naHenu Hierarchy Ha cBorictBo Game Manager komnoHeHTa Finish Zone



142 6-M YAC. WUrpa nepBas: «BeNnKoNnenHbli FOHLUK»

(Script) Ha naHenu Inspector. Tenepb, Korga Urpok nonaget B 30HYy duHUILE, Game
Manager 6ynet yseomneH 06 3ToM.

4. Bblgenute 06bekT Game Manager. lepeTtalmte 06beKT Spawn Point Ha cBoMCTBO
Spawn Point komnoHeHTa Game Manager (Script).

5. lepeTtawmTte 06beKT Player (370 KOHTpO/IIEP NepcoHarka) Ha ceorcTeo Player 06b-
eKkta Game Manager.

Tenepb BCE UTPOBLIE 00BEKTHI COCVHEHDBI JPYyT C IPyTrOM. Bama urpa 1nnoJIHOCTbIO
rorosa! HeKOTOpLIe MOMEHTHBI, MOXKET 6I)ITI), He COBCEM ACHBI BaM IIPAMO ceﬁqac,
HO IIO Mepe U3y4eHUA Unlty BCE€ 3TO CTaHET UHTYUTUBHO IIOHATHBIM.

TecTHpOBaHMe UrPOBOro npouecca

Bamra urpa rotosa, HO OTZBIXaTh IIOKa He BpeMs. Terepp BB OJDKHBI TepeNTH K IIPO-
I[eCCy TeCTUPOBAHMSA, KOT/Za BBl UT'DAETEe B UIPY C IIeIbI0 OOHAPYKEHUS OUINOOK HIN
MOMEHTOB, KOTOpPbIe OKa3aJIMCh He TAKUMU BeCETBIMHU, KaK BbI OXKuganu. Yacto ObiBaeT
TI0JIE3HO TIOPYIUTh TECTUPOBAHUE APYTUM JIIOIM, YTOObI OHM MOTJIM CKa3aTh BaM, YTO
KM [IOHPABUWIOCH, U NTOZENIUTHCA MBICAMMU.

v « M First Person Controller (Script) @ = %
Script FirstPersonController (o}
Is Walking O
Walk Speed 5
Run Speed 110 |
Runstep Lenghten O 0.7
Jump Speed 110
Stick To Ground Forc|10
Gravity Multiplier |2

» Mouse Look
Use Fov Kick ¥4

» Fov Kick
Use Head Bob

» Head Bob

» Jump Bob
Step Interval 5

» Footstep Sounds
Jump Sound |~ Jump | o
Land Sound [~kand . e

Puc. 6.7. N3meHeHne CKOpOCTH xoabbbl M 6era urpoka

Ec/i BBl BBITOJTHWIN BCE OMTMCAHHBIE BBIIIE JEMCTBUA, B UT'Pe HE ZODKHO OBITh HUKA-
KUX onboK (0O6BIYHO Has3biBaeMbIx 6aramu). OmpeziesieHre TOTro, YTO B UTPE BeCeo,
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a 9To HeT, OCTaeTcsA Ha YCMOTPeHHe pa3paboTyrKa, TO eCcTh Ha Ballleii coBecT. [Tourpaii-

Te ¥ IIOCMOTPUTe, YTO BaM He HPaBUTCA. 3alMchIBaliTe Takue MOMeHTHL. Ho He mymaii-

Te 00 OHOM JIILIH HeraTuse. Hy)XHO HaWTH U TO, YTO BaM HPaBUTCA. BO3MOXKHO, BBI ITIOKa
He B COCTOSIHUH IlepeziesiaTh HeyZlauHble MOMEHTEI, I03TOMY IIPOCTO 3anMIInTe ux. [Togy-

MaliTe, KaK Bbl I3MEHIIH OBl UTPY, €CJIU ObI y Bac 6bUTa BO3MOXKHOCTb.

Koe-4To BBl MOXKeTe HaCTPOUTH NMPSIMO ceivac, YTOObI c/ie/IaTh Urpy 6osee mpUsAT-
HO#, a UMEHHO, CKOPOCTh UTPOKa. [lourpaB HECKOJIBKO Pa3, Bbl, BO3MOYKHO, 3aMETUJIH,
YTO [IEPCOHAXK ABIKETCSA JOBOJIBHO Me/JIEHHO, U UT'Pa MOXKeT II0Ka3aThCs 3aHyLHOH.
YroOBI IEPCOHAXK ABUTAJICA OBICTPEE, BaM HY>KHO U3MEHUTh KOMIOHeHT First Person
Controller (Script) o6bekTa Player. PazBepHute cBo¥icTBo Movement Ha aHeIn
Inspector u u3MeHHTE CKOPOCTH Gera (cM. puc. 6.7). B mpoekTe ncnonb3yeTcs 3Hade-
uue 10. [Tonpo6yiiTe 6osiee OBICTPYIO WIN MeJJIEHHYIO CKOPOCTh U BBIOEpUTE, KaKas
BaM Gosbliie HpaBUTCs. (BbI BeZib 06paTWiiv BHUMaHUE, YTO, YAEPKUBAsA HAXKAaTOM Kiia-
Bury Shift, BbI MokeTe GeraTh?)

COBET

fpe moA Mbiwb?

YT06bl N36EKaTb HEOKMAAHHbIX MONETOB yKa3aTesNa MblllK, MOKa Bbl NbiITaeTeCb UrpaThb,
06beKT First Person Character Controller (urposoi o6vexkt FPSController) ckpbiBa-

€T 1 «6NIoKMpyeT» ee. 3TO 04eHb YA0OHO BO BPEMS UTPbl, 3@ UCKITIOYEHUEM TOrO, 4YTO Bam
HY)Ha MblLUb, 4TOGbI HAXaTb KHOMKY WX OCTaHOBUTb UIpy. ECNK BaM HyXXeH ykasaTtefb
MbILWWW, Bbl MOXETE HaxkaTb KnaBuuwy Esc, 4yTo6bl BEpHYTb ero. C Apyron CTOPOHbI, €Cv BaM
HeobX0AMMO BbINTU U3 PEXKMMa UrPbl, Bbl MOXKETE CAeNaThb 3T0, HaXKaB coYeTaHWe KNaBuLL
Ctrl+P (38+P B macOS).

Pe3iome

B 3TOM Yace BBI cO37jaJI1 CBOIO ITEPBYIO UTPY B pesakTope Unity. CHavaa Mbl paccMo-
TPeJIH pas3INyYHbIE ACIEKTH UTPOBOM KOHIIENIINY, a TAKXKe IIpPaBuiIa U TpeOOBaHUA.
3aTeM MBI CO3/jaI1 UTPOBOY MUP U A06aBUIH d9GPEKTH cpeabl. 3aTeM MBI J00aBH-
JIX UTPOBBIE OO'BEKTHI, HEOOXOAUMBIE I/IT MHTEPAKTUBHOCTHU. MBI IPUMEHWIN K 3TUM
WTPOBBIM OOBEKTaM CKPHUIITHI ¥ COEMHIIIN UX MeX/Y c000ii. 1, HaKOHel], MBI IIpoTe-
CTUPOBAJIY 'OTOBYIO UI'DY ¥ OTMETIJIN, YTO B HeH HPABUTCH, A UTO HeT.

Bonpocbl U oTBEeThbI

Bonpoc: 3TOT ypoK NnoKasasncs MHe CNoXXHOoBaTbiM. {1 genato 4To-To HeNpPaBUJIbHO?

OTtBeT: Her, 470 Bbl! ITOT NPOLLECC MOKa YTO MOXKET NOKa3aTbCsA BaM YyXAbIM, TaK
KaK Bbl He MPUBBLIKNIK K Hemy. [poJomKante YuTatb U U3y4aTb maTepuansl,
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1 BCe BallW 3HaHWS NOCTEMNEHHO CONbIOTCA BOEAMHO. Jly4Lliee, 4TO Bbl MOXeETe
caenatb, 3T0 06paTUTb BHUMaAHWE Ha TO, KaK 06bEeKTbI B3aUMOAENCTBYIOT ApYr
C APYrom 4yepes CKPUNThbI.

Bonpoc: Bbl He paccKka3anu, Kak co6paTtb U pa3BepHyTb urpy. NMovemy?

OTBeT: CO60OpKa M pa3BepTbiBaHWE UIPbl paccMaTpMBaloTCs Janee B 3TOW KHure,
B Yyace 23. ECTb MHOro MOMEHTOB, KOTOPble HEO6XOAMMO YUYUTbIBaTb Npu c6op-
Ke Urpbl, @ HaM C BaMM MOKa HYXHO COCPEeAO0TOUUTLCS TOSIbKO Ha NOHATUSAX,
HeobXoAMMbIX A1 pa3paboTKM.
Bonpoc: lMoyemy Henb3s co3patb Urpy 6e3 CKpUNToB?

OTBeT: Kak ynomuHanochb paHee, CKpUMTbI ONpeaensioT noBeaeHne 06beKToB. O4YeHb
TPYAHO MONYYUTb NOCef0BaTebHYIO UTPY 6E3 KaKon-Tn60 GopMbl UHTEP-
aKTMBHOCTU. EANHCTBEHHAs NpUYKMHA, MOYeMy Bbl CO34aeTe Urpy B Yace 6
[0 M3y4yeHus yaca 8 1 9, 3aKJIIYAETCS B TOM, YTO HAM HY}KHO 3aKPENUTb TEMbI,
KOTOPbIE Mbl y}K€ PAacCMOTPESNM, NPEXKAe YeM ABUraTbCsl Aasblle.

Cemunuap

Yzaenurte HEKOTOpOE BpeMs IPOPabOTKe MPUBEJEHHBIX HIDKE BOIIPOCOB, YTOOH! yOEAUTh-
s, YTO BBI XOPOILIO YCBOWIN MaTepuas.

KOHTpOABbHbIE BONPOCHI

1. Yto Takoe TpebGOBaHUSA K UTPe?
2. KakoBo ycioBue nobezsl B Urpe «BeHKOIemHbIN TOHIIIK» ?
3. Kakoif 06beKT OTBEYAET 3a YIIPaBIe€HUE XOJOM UTPHI?

4. TloueMy Ba)XKHO TECTUPOBATh UTPY?

OTBeTbI
1. TpeboBaHUs — 3TO MEPEYEHDb ACCETOB, KOTOPbIE HYKHBI, YTOOBI CO3JaTh UTPY.
2. Bompoc ¢ moaBoxoM! B aTo#t UTpe HeT IBHOTO YCI0BUsA obeAbL. [Ipeamnonaraercs,

YTO UTPOK BBHIUTPHIBAET, KOT/IA JOCTUTAET JIy4IIero BpeMeHH, YeM B IPEBIAYIIIX
HOMBITKaxX. XOTs 3TO B UI'PE HUKAK He HACTPOEHO.

3. MeHez>xep UrpHl, KOTOPHIN B UTpe «BeIrKoIenHbIM FOHIINK» Ha3biBaeTca Game
Manager.

4. DTO HYXHO, YTOOBI BBIIBUTD OIIUOKYU U OTIPEJIETUTh, KaKHe YacTH UTPHI paboTa-
IOT IIPABWJIBHO, a KaKUe HeT.
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YnpaxxHnenue

Jly4iiee B CO3ZIaHUM UT'P 3aKJII0YAETCA B TOM, YTO BHI lelaeTe UX Tak, kak xoture. Cie-
JOBaHUe YKa3aHUAM MOXeT ZlaTb BaM XOPOIINH OIBIT, HO IIPU 3TOM BHI He II0oJIyJae-

Te YZOBOJIBCTBUA OT CBOETO TBOPEHUA. B JaHHOM ynpa)KHEeHUH MOIIPoOyHTe HEMHOTO
MOAUGUINPOBATD UTPY «BeITUKOJIENHbIN TOHINK», YTOOHI CAeIaTh ee YHUKaIbHON. YTO
UMEHHO U3MEeHHTbh, OCTaeTcsA Ha Ballle ycMoTpeHue. Hinke mepedncieHbl HEKOTOpBIe
IIpe/JIOXKEeHHUA.

» TlompobyiiTe 106aBUTh HECKOJIBKO GUHUIIHBIX 30H U Pa3MECTHUTD UX TaK, YTOObI
y UrpoKa OblIa aJbTePHATUBA.

» l3MeHuTe penbed MECTHOCTH, YTOOBI Ha IMyTU OBUIO GOJIBINE PA3TUYHBIX OTIACHO-
creii. Eciii HaCTpauBaTh WX TAK YK€, KAK BOAHYIO ITperpazay (BKIOYAsS CKPUIITHL),
oHu 6yzyT paboTaTh HOPMAJIbHO.

» IlompobyliTe co3aTh HECKONBKO TOUeK pecriayHa. CenaiiTe Tak, YTOOBI HEKOTO-
pBle U3 OIIACHOCTEH IepeMellaay UTPoKa B IPYTyI0 TOUKY peclayHa.

» li3MeHuTe HEOO U TEKCTYPHI, YTOOBI CO3/]aTh HEIIOXOXKUHM HU Ha 4To Mup. Caenai-
T€ CBOM MUP YHUKaJIbHBIM.




7-N YAC
CxkpunTbl, yacTb 1

YT1o Bbl y3HaeTe B 3TOM 4ace

» OcHoBbI ckpunToB B Unity

» KaK ncnosnb3oBaTtb nNepemeHHble
» KaK ncnonb3oBatb onepaTopbl

» KaK ncnosnb3oBatb yC/l0BUSA

» Kak ncrnonb3oBaTb LUMKIIbI

Jlo cux mmop, YuTas KHUTY, BB U3y4Yald, KaK Co3ZlaBaTh OOBEKTHI B pefakTope Unity.

TeM He MeHee 3TH 0O'bEKTHI OBUIH, TaK CKa3aTb, CKYYHBIMU. HacKOIbKO TTOJIe3€eH A1
UTPHI Ky6, KOTOPHIH TPOCTO CTOUT U HUYEro He fAesaeT? ['opaszo Kpyde 6bUI0 Obl HaZle-
JIUTB €ro KaKUMHU-TO [0JIb30BATEIbCKIMU CBOMCTBAMH, YTOObI OH CTaJl B HEKOTOPOM
pO/ie UHTePAaKTUBHBIM. YTOOBI peayn30BaTh 3TO, BaM IMOHAZ00SITCA CKPUIITHL: (aiybl

C KOZIOM, KOTOPBIE UCIIOJIb3YIOTCS 151 OIPe/Ie/IeHUs CI0KHOTO WM HECTAaHAAPTHOTO I10-
BeZleHUsI OOBEKTOB. B 3TOM Yace Mbl M3y4rM HaIMCAHUA CKpUIITOB. CHavasaa MbI O3Ha-
KOMHMCS C TEM, KaK IPUCTYIMUTH K paboTe ¢ HUMHU B Unity. Bbl y3HaeTe, Kak co3/aBaTh
CKPHUIITHI ¥ UCTIOB30BATh CPe/ly CKPUIITOB. 3aTE€M BHI y3HAETE O PA3TUIHBIX KOMIIOHEH-
TaX WX SA3BIKa, B TOM YHCJIe IepeMeHHEIX, OIIePaTOpax, YCIOBUAX U IIMKJIaX.

COBET

Mpumepsbl CKPUNTOB

HecKo/ibKO CKPUNTOB M NPUMEPOB KoAa, NePEYUCIEHHbIX B 3TOM Yace, AOCTYMHbI B Gpannax
NPUMEPOB K KHUre ansa 4yaca 7. He 3abyabTe U3y4uTb KX, 4TOObI lydlle NOHATL MaTepuarn.

BHUMAHWE!

HoBuukam B nporpaMmMupOBaHUM

Ecnv Bbl HUKOTAA HE 3aHUMaNNUCh NPOrPamMMUPOBaHMEM pPaHee, 3TOT YPOK MOXET MoKa-
3aTbCsl BaM CTPaHHbIM M HEMOHATHLIM. M3y4yas ero, noctapantecb COCPEAOTOUNTb-
CSi Ha TOM, KaK CTPYKTYPUPOBaHbl HOBbIE MOHATUS M NOYEMY UMEHHO TaK. [TIOMHUTE, 4TO
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nporpaMmmupoBaH1Me — 3TO YMCTas Nornka. Ecnu nporpamma fenaet He To, 4TO Bbl XOTUTE,
3HauuT, Bbl HE CKa3aliM el, KaK 3T0 caenaTtb NpaBuabHO. MHoraa Ans JOCTUXKEHUS pesyrib-
TaTa BaM HYXXHO U3MEHUTb CBOW XOA4 Mbicien. M3yyanTe 3TOT Yac HeCMNeLHo 1 0653aTenlbHO
KaK cnefyeT NonpakTuKynTech.

CkpunTtbl

Kak ynoMuHanioch paHee B 3TOM 4ace, C IIOMOIIbIO CKPUIITOB Pa3paboTIUK oIpesie-
JIeT noBeZieHre 00beKTOB. CKPUIITH IPUKPEIUIAIOTCA K 00bekTaM B Unity Tak xe,
KaK ¥ ZpyTrye KOMIIOHEHTE!, HaZle/IfA X UHTEPAKTUBHOCTHIO. Kak nmpaBmio, pabora
co ckpunTamu B Unity BKJIIOYAeT TPU dTala.

1. CoszgaHue CKpuITa.
2. TlpuKpeIieHre CKPUIITa K OJHOMY WJIH HECKOJIBKUM OO6bEKTaM UTPHI.

3. Eciu ckpumiT Toro TpebyeT, 3aroHeHNe CBOMCTB 3HAYeHUAMU WK JPYTUMH
UTPOBBIMU OOBEKTAMHU.

Ha mpoTskeHuu ypoka MbI 06CYAUM 3TU IIATH.

Co3paHue CKpMNTOB

[pexxae yeMm paboTaTh CO CKPUIITAMH, PEKOMEHZYeTCs CO34aTh KaTauor Scripts B nar-
Ke Assets Ha na”enu Project. Korza y Bac mosiBUTCA ITanKa, B KOTOPOH OyAyT HaXOAUTh-
cs1 BCe BAIY CKPUIITHI, [IEJTKHUTE IO Hel IPaBOi KHOIKOM MBILTU U BEIOEPUTE KOMaHY
MeHro Create = C# Script. 3aTeM IIPUCBONUTE CKPUITY UMH.

Co31aB CKPHIIT, BB MOXXeTe IIPOCMAaTPUBATh U PeAAKTUPOBATh ero. lIlenkHuTe
T0 CKPUIITY Ha maHenu Project, YTo6bI YBUAETH €ro coZiepykuMoe Ha maHenu Inspector
(cm. puc. 7.1).

JIBasK/IbI IEJIKHYB 10 CKPUIITY Ha aHeau Project, BbI OTKpOeTe peflakTop IO yMOIda-
HUIO, B KOTOPOM MOKHO I06aBUTh KO B CKPUIIT. EC/IM BbI YCTAHOBWIN KOMITOHEHTHI
110 YMOJTYaHUIO ¥ HUYETO He U3MEHSUIH, TO TI0 IBOMHOMY HIETYKY OTKPOETCS cpeja pas-
pabotkwu Visual Studio (cm. puc. 7.2).
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© Inspector | Fle—
~ HelloworldScript Import Settif@ 3! %
C# | open... || Execution Order... |

Imported Object

- HelloWorldScript a2
#

Assembly Information
Filename Assembly-CSharp.dll

using UnityEngine;

public class HelloWorldScript : MonoBehaviour

// Use this for initialization
void Start ()
{

print ("Hello World");
}

// Update is called once per frame
void Update ()
{

Puc. 7.1. Ckpunt Ha naHenu Inspector

HelloWorldScript.cs & X
2 Hour 7TIV -] %5 HelloWorldScript
using UnityEngine;

Zlpublic class HelloWorldScript : MonoBehaviour

{

woqiooy miojdiy s

// Use this for initialization
void Start ()

{
print (“Hello World");

}

// Update is called once per frame
void Update ()
{

}

ErrorList Output Find Symbol Results

Ready

Solution Explorer
D@ o-5¢cF@m o Fp =

531 Solution "Hour 7 TIV' (1 project)
4 ¥ Hour 7TIY

b wm References

b Assets

Solution Explorer [N

Puc. 7.2. NMporpammHoe o6ecneyeHune Visual Studio ¢ okHOM peaaKTopa

- B

A Publish «
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NMPAKTUKYM
Co3paHue cKpunta

BbINonHUTE yKa3aHHble HUXKe AeNCTBUS, YTOObI CO34aTb CKPUNT A1 UCNOJSIb30OBAHWUS B 3TOM
pasaene.

1. CospanTe HOBbIM NPOEKT MUK CLEHY 1 co3aanTe nanky Scripts Ha naHenu Project.

2. LlenkHuTe NnpaBOM KHOMKOW MbIlWK MO nanke Scripts n BoiGepuTe KomaHay
Create — C# Script. Hasosute ckpunt HelloWorldScript.

[Baxabl WEeNKHWTE N0 BHOBb CO3aHHOMY CKPUNTY U AOXKAWUTECH 3anycKa cpeabl Visual
Studio. B okHe pegaktopa B Visual Studio (cM. puc. 7.2) ynanute BECb TEKCT U 3aMEHUTE
€ro cneayloLwmm Kogom:

using UnityEngine;

public class HelloWorldScript: MonoBehaviour
{
// VHULMaImu3aumsa
void Start ()
{
print (“Hello World”) ;
}

// Tpouenypa Update Bm3EBaeTcs 1 pas B KaxAoM Kanpe
void Update ()
{

3. CoxpaHuTe ckpunT, BbiGpaB KomaHay MeHto File = Save unu HaxkaB coyeTa-
Hue knasuw Ctrl+S (38+S B macOS). BepHyBluck B Unity, y6eautech, mocMoTpeB
Ha naHesnb Inspector, 4To CKPUNT MBMEHEH, a 3aTem 3anycTute cLeHy. O6paTuTe
BHUMaHWE: HUYEro He NponcxoamnT. Mbl co34anun CKPUMT, HO OH HEe PaGOoTaEeT, NoKa
Mbl HE MPUKPENUM €ro K 06bEKTY, KaK ONMUCcaHo B CriefyloleM pasaene.

MPUMEYHAHUE

WmeHa cKpunToB

Bbl TO/IbKO 4TO co3aanu cKkpunTt ¢ uMeHeMm HelloWordScript. BaxkHoe 3HauyeHne nme-

eT uma dakTnudeckoro danna ckpunrta. B Unity n C# uma danna gonxHo coBnagatb

C MMEHEM Knacca, KOTOPbIM HaxoAUTCA BHYTPKU Hero. Mbl MOrOBOPMM O Klaccax no3xe
B 3TOM 4ace, HO celyac AOCTaTO4YHO CKa3aTb, YTO, €C/IM Yy BaC €CTb CKPUNT, COAepKaLL1K
Knacc ¢ umeHeM MyAwesomeClass, dann, cogepxalimn cKpunt, 6yaet Ha3blBaTb-

cs MyAwesomeClass.cs. CTOUT TaKXKe OTMETUTb, YTO KiaccChl U UMeHa danioB CKPUNToB
He MOryT coaepaTb Npo6enbl.
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NMPUMEYAHUE

0 cpepax pa3paboTku

Visual Studio npeacraBnsaeT co60m HaEKHbIM U CAOXHbIK NPOrpaMMHbIA KOMMIEKC,
KOTOpbIM nocTaBnseTcs B KomnekTte ¢ Unity. Nogo6Hble peaaktopbl Ha3biBatoTes IDE
(Integrated Development Environment — nHTerpupoBaHHas cpefa pa3paboTKu), U OHK
NOMOrYT BaM C HanucaHvem Koga ans urp. NockonbKy IDE pakTnyeckn He sBasioTca
yacTbto Unity, Mbl He paccmaTpuBaeM MX B 3TOW KHUre rny6oko. EanHcTBeHHasa vacTb Visual
Studio, ¢ KOTOPOW BaM HY»KHO MO3HAKOMMUTLCS NPAMO cenvac, — 3TO OKHO pefaKropa.
Bce ocTtanbHoe, 4To BaM HYXKHO 3HaTb 06 IDE, Mbl 6yaem paccMmatpuBaTtb N0 Mepe Heob-
xoanmocTu. (Mpumedanue: go Bepcun Unity 2018.1 B komnneKTe ¢ Unity noctaBnanach
IDE noa Ha3sBaHuem MonoDevelop. Celtyac Bbl MOXeTe NPUO6PECTM U UCMONb30BaTb 3TO
nporpamMmmHoe obecne4veHune otaenbsHo, MonoDevelop 60o/blie He NOCTaBAsSETCS BMECTe
¢ ABWXKOM Unity.)

HasxHauenue ckpunra

YTo6bI TPUKPETUTH CKPUIIT K UTPOBOMY 00BEKTY, BhIOEpHTE ero Ha maHenu Project

U TlepeTaluTe Ha 00beKT (puc. 7.3). Bel MoXeTe caenaTh 3To Ha maHenu Hierarchy,
Scene wiu Inspector (mpu ycioBuH, 4T0 06HEKT BhieneH). [[pUKPENUBUIUCH, CKPHUTIT
CTAaHOBUTCS KOMIIOHEHTOM 3TOT'0 0OBEKTa U OTOOpakaeTcs Ha maHenu Inspector.

T € Game Tom] © Inspector
~||20 | % |<4) | @@~ | Gizmos | (@Al ) | E? o [Cube

Tag [
¥~ Transform
Position  X[5.129:
Rotation

Scale

Default-Material
Shader [Standard

Add Component

& Project Gole
| Create - ~
v Favorites | Asset\- Scripts
(CLAll Material¢ \ /
LAl Models.
©LAll Prefabs
G All Seripts C#

v @ Assets Helloforld..

NEYCY!

& scenes

MepeTawmTte ckpunT B NI060E 13 YKa3aHHbIX MeCT

Puc. 7.3. [epeTacKkMBaHWe CKpUNTa Ha XenaeMblt 06beKT

[pukpenure co3gauubiii panee ckpunt HelloWorldScript k o6bexkTy Main Camera.
Temepb BbI IOJKHBI YBUZETh KOMITOHEHT 1o/, HazBaHreM HelloWorldScript (Script)
Ha naHenu Inspector. [Ipu 3atmycke 3Toi ciieHbl osBUTCsA Hagmuch Hello World B Huk-
Hel yacTu peflakTopa o/ maHenbio Project (puc. 7.4).
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Puc. 7.4. Coo6lieHune Hello World,
BbIBOMMOE NPW 3amnycKe CLEeHbI

CTpyKTypa NnpoCTOro CKpunra

B mpeapizyiieM paszesie Mbl OTPeAaKTUPOBAIU CKPHUIIT, YTOOBI OH BBIBOAW HEKUH
TEKCT Ha KpaHe, HO He OOBSICHUIN, YTO K UYeMY B 3TOM CKpHUMTe. Tenepb MBI paccMO-
TPUM CTaHAAPTHBIH 11a6I0H, KOTOPHIH MPUMEHIETCA K KaX0My CKPUTITY Ha si3bike C#.
B nuctuHre 7.1 mokasaH MOJHBIN KO/, KOTOPhIH Unity reHepupyeT AJisg Bac, KOT/a Bb
co3zaeTe HOBBIN ckpunT moj HazBaHreMm HelloWorldScript.

AUCTUHT 7.1. Koa cKkpunta no ymoa4aHuio

using UnityEngine;
using System.Collections;

public class HelloWorldScript: MonoBehaviour
{

// ViHuumanmsaums

void Start () {

// Tpouenypa Update Bm3EBaeTcs 1 pas B KaxAoM Kanpe
void Update () {
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OTOT KOZ MOKHO pa3buUTh Ha TPU YaCTH: pasZies MOAKIUeHN 6UOINOTEK, paszen 06b-
SIBIEHUS KJIACCOB U COZIEPKUMOE KJacca.

Pa3pen noaxknloueHuna 6ubauorek

B mepBo#i 9acTH CKpUITa TEPeYUCIeHbl OU6IMOTEKH, KOTOPhIE OYAYT UCIIOIb30BAThCA
B HeM. DTO BRIJIAZUT CIeAyIoIuM 06pa3oM:

using UnityEngine;

using System.Collections;

Kak mmpaBujio, UBMEHATh 3TOT paszies TpebyeTcss PeJKO, TOITOMY MOXXHO OCTABUTh €TI0
B TIOKO€ Ha HEKOTOPOE BpeMs. DTU CTPOKU OOBIYHO 06ABIAIOTCS aBTOMATHIECKH,
KOT/Ia BBI cO3/laeTe CKpUNT B pegakTope Unity. BubianoTteka System.Collections
Heobs13aTeIbHA ¥ YaCcTO OIMYCKAEeTCsI, eCIM CKPUIIT He MUCMOJIb3yeT KaKoH-Tu6o ee GyHK-
[IOHAJI.

Pa3pen 06bABAEHMA KAQCCOB

Crenyrolias yacTh CKpUIITa Ha3bIBaeTCsA pa3zfesioM o6bsaBIeHns Kiaacca. Kakabrit
CKPHIIT COAEPKUT KJIaCcC, UMEIOLTUH TO JKe UMsA. DTO BBIIAAUT CIEAYIOIUM 00pa3oM:

public class HelloWorldScript: MonoBehaviour

Bech Ko/l MeX/Ty OTKPHIBAIOIEl CKOOKOM { 1 3aKphIBatoIeil CKOOKO#} ABJSETCA YaCThO
3TOTO KJIacca U, cjeloBaTelbHO, YacThlo CKpUIITA. Bech Balll Koz 0 KeH HaXOAUTHCA
MeXy 3TUMU cKoOKkaMu. Kak u B cirydae ¢ IpeAbIAYIINM pa3ZesioM, BaM PeJKO MPUAET-
¢Sl peZIaKTUPOBATh pasziel 0ObABIEHUs KJIacca, U Ha JaHHBIH MOMEHT Bbl MOXKETE BOOO-
IIe He TPOraTh ero.

CTpykTypa Knacca

Koz MeXly OTKpBIBAIOIIEH 1 3aKphIBAIOIIe CKOOKaMU TIOMeIIeH «BHYTPU» KJlacca.
Becp Bam koz HaxoAuTCA 37ech. [10 yMoI4aHUIO CKPUIIT COAEPKUT BHYTPHU KJlacca Ba
meToza, Start () uUpdate ():

// VHMUMaIm3aumus
void Start () {

// Tpouenypa Update pu3wiBaeTca 1 pas B KaXIoM Kampe
void Update () {
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MeTozs! paccMOTpeHHI 6osiee TOAPO6HO B ace 8. Ceifuac HaM JOCTATOYHO 3HATH, YTO
J1060# Koz BHYTPHU MeToZia Start () 3amycKaeTcst cpa3y BMECTE C 3aIyCKOM CIIEHBL.
JIro6oii Koz BHyTpHu MeTozia Update () paboTaeT HACTOJIBKO YaCTO, HACKOIBKO 3TO BO3-
MO>KHO, UHOT/]A IaKe COTHU Pa3 B CEKYHY.

COBET

KommeHntapum

S13bIKM NPOrpaMMMUPOBaHUS NMO3BONSKIOT MPOrPaMMUCTAM OCTaBATL COOBLIEHNUS 415 TEX,
KTO 6YAeT YnTaTb KOA nosaHee. 3TU COOBLLEHNS HAa3biBaKOTCA KOMMeEHTapuamu. Bee, 4To
HanucaHo nocne AByx cneten (/ /) — KOMMEeHTapuit. ITo 03HaYaEeT, YTO KoMMbloTep 6yaeT
nponycKaTb WX, He NbiITasiCb NPOYUTATb KaK KoA. Bbl MOXeTe yBUAETb NPUMEP KOMMEHTUPO-
BaHWA B NpaKkTuKyme «CosgaHue CKpunta», NpMBeAeHHOM paHee B 3TOM Yace.

MPUMEHAHUE

KoHconb

B penakTtope Unity ecTb elle 04HO OKHO, KOTOPOE Mbl paHee HW pasy He YyNOMUHaNN: OKHO
KOHCOMW. B HeM BbIBOAUTCS TEKCTOBAs MHPOpPMaLMS Urpbl. HacTo, Koraa BO3HWKaeT
oWwnGKa UK BbIXOA U3 CKPUNTA, COOBLLEHMS 06 3TOM BbIBOASATCA B KOHCO/b. OHa nokasa-
Ha Ha puc. 7.5. ECM OKHO KOHCOMK He 0TOBparkaeTcs, Bbl MOXKETE OTKPbLITb €ro, BbiGpaB
KomaHay meHto Window = Console.

B Project [ Console | ~

. =
] Clear l [ Collapse ] Clear on Play | Error Pause I Editor 'l 1 M1 lAO[ %

Hello World
UnityEngine.MonoBehaviour:print(Object)

) Hello World
Puc. 7.5. OKHO KOHCONM

MPAKTUKYM

Tenepb Ham nopa nNonpo6oBaTtb BCTPOEHHble MeToAbl Start () n Update () u nocmo-
TPETb, KaK OHKM paboTatoT. [0TOBbIM CKPUNT ImportantFunctions 4OCTYNEH B NPUAOXKEHHbIX
K KHWre dannax npumepoB Ansa Yyaca 7. [ocTapanTechb BbIMONHWUTL JaHHOE ypaXHeHne
CaMOCTOSTENbHO, HO ECNTM 3alAeTe B TyNMUK, 06patutech K dannam npMmMepoB.

Ucnonb3oBaHUe BCTPOEHHbIX METOAOB



154 7-W YAC. CKpuNThI, 4acTb 1

1. CospavTte HOBbIM NPOEKT UK cLieHy. [lo6aBbTe B MPOEKT CKPUMT C UMEHEM
ImportantFunctions. [Baxkabl WWENKHUTE MbILLbIO MO CKPUMTY, YTOObI OTKPbITb €0
B peAaKTope Koga.

2. BHyTpu cKpunTa Jo6aBbTe cnelylollyto CTPOKY Koga B Metod Start () :
print ("Start runs before an object Updates");

3. CoxpaHuTe CKpUNT K NpuKpenute ero o6bekTy Main Camera B pegaktope Unity.
3anycTuTe cLeHy M ob6paTuTe BHUMaHWE Ha COOBLLEHNE, KOTOPOE NOSIBUIOCH B OKHE
KOHCO/IN.

4. BepHuTtecb B Visual Studio 1 fo6aBbTe cneaytollyto CTPOKY Kojla B MeToa
Update ():

print ("This is called once a frame");

5. CoxpaHuTe CKpUNT, @ 3aTeM B6bICTPO 3anyCTUTE U OCTaHOBUTE CLIEHY B pefaKTope
Unity. O6patuTe BHMMaHKUE, YTO B KOHCO/IM NOSIBUIACh OfHa CTPOKa TEKCTa U3 METO-
Ja Start () u MHOro CTpok U3 metoda Update ().

NepemenHbie

VHorza TpebyeTcs UCIONMb30BaTh OAWH U TOT JKe GpparMeHT AaHHBIX B CKPUIITE MHO-
TOKpaTHO. B 3TOM ciiyuae BamM HEOOGXOAMMO CO3/jaTh KOHTEHHEP /IS JaHHBIX, KOTOPhIE
MOXKHO OyZIeT UCII0/Ib30BaTh IIOBTOPHO. Takue KOHTeHephl Ha3bIBAIOTCA nepeMeHHbl-
Mu. B oTiidpe OT TpaZUIIMOHHOM MaTeMaTHKY, llepeMeHHbIe B IPOrPaMMUPOBAHUN
He 00513aTeIbHO JODKHBI CoiepXKaTh Yrciaa. OHU MOTYT COZepiKaTh CI0BA, CIOXKHBIE
OOBEKTBI WIH PYTHe CKPUIITHI.

Co3paHue nepemMeHHbIX

Kamaﬂ IIepeME€HHaA UMEET MM U TUIl, KOTOPbIE Ha3HAYAlOTCA IIPU €€ CO3JaHNU. Bel
MOXETE COo3ZlaThb IEPEMEHHYIO, UCIIOJIb3yA cneay}omnﬁ CHUHTAKCHC:

<rTun nepemeHHO> <MUMSI NEpPEMEHHOI>;

Takum 06pa3om, YTOOBI CO3/IaTh IIEMIOYNCIEHHYIO IEPEMEHHYIO C UMeHeM numl, Habe-
pHTE CIeAyIolIee:

int numl;

B Tabnuiie 7.1 mepevncieHs Bce 6a30Bble (WM OCHOBHBIE) THUIIHI TEPEMEHHBIX U TUITBI
JAHHBIX, KOTOPhIE OHKM MOTYT COZEPKATh.
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MPUMEYHAHUE

CuHTakcuc

TepMUH CHHTaKCcUC O3HavYaeT NpaBuia A3blka NPorpaMMmnpoBaHuns. CUHTaKCcHUC onpeaens-
€T, KaK HY)KHO CTPYKTYpMpOBaTb U N1caTb KOA, YHTOObl KOMMNbIOTEP MOHMMAa, KaK ero 4yutaTtb.
Bbl, BO3MOXHO, 3aMETUIIM, YTO KaX /bl ONepaTop Win KOMaHa B CKpUNTE 3aKaH4YMBaeT-
€Sl TOYKOM C 3ansTon. 3TO TOXE YacTb CMHTaKcKca a3bika C#. Ecnv Bbl 3abyaeTe NocTaBUTb
TOYKY C 3ansToM, TO Ball CKpUMT He 6yaeT paboTaTb. Ecnn xoTunTe y3HaTh 60MblUe, Bbl MOXe-
Te HanTu pykoBoAcTBO no C# no agpecy docs.microsoft.com/ru-ru/dotnet/csharp/.

TABA. 7.1. Tunbl AaHHbIX B C#

Tvn OnucaHue

int CokpalleHHoe Ha3BaHue oT integer, TUN int XpaHWT NONOKUTENbHbIE
WU oTpuuaTesibHble Lefble Ynucna

float XpaHWT Yncna ¢ nnaBatoLen ToYKoM (Hanpumep, 3,4) U UCnonb3yeTcs
no ymosnyanuto B Unity. Yucna ¢ nnasatowen Toukon B Unity Bceraa
nuwyTcs ¢ 6ykson £ B KOHUe, Hanpumep, 3.4f, 0f, . 5f n Tak fanee

double B nepemeHHbIX 3TOr0 TMMNa TaKKe XpaHATCS Yucna C nnaBatoLlemn To4-
Kow. OgHaKo OH He aBAseTcs TMMNOM No ymondaxuto B Unity. NosBonset
XpaHUTb 60JIbLLIMIA AMana3oH 3Ha4YeHnn, 4yem float

bool Nornyecknit TuN. CoKpatlyeHue ot Boolean. MNepemeHHble aToro TMna
MMEeIOT 3HaAYEHUS «NpaBha» UK J10XKb» (B KOAE TaK M NUWeETCH — true
mnn false)

char CokpalleHue ot Character. lepeMeHHble 3TOro Tuna MoryT coaeprkaTtb

OfHY 6YKBY, Npo6en Unu cneunanbHbii CUMBON (K NPUMepY, a, 5 uaun ).
3HayeHnsa NnepeMeHHOoN 3aK/lYaloTCs B OgMHapHble KaBblYkK ('a ')

string CTpPOKOBbIV TUM, COAEPKUT Lie/ble CnoBa UNu npeanoxeHus. CTpoOKoBble
3Ha4YeHuUs 3anucbiBaloTCa B ABOMHbIX KaBbldKax ("Hello World")

O6nacTb BUAMMOCTH NepeMeHHON

Obiacms 8uduMOCMU nepemeHHOTll — ITO YaCTH KOAia, T/ie TepeMeHHas MOXKeT ObITh
HCIoab30BaHa. Kak BbI yXKe BUIEIH B CKPUIITAaX, B KJIaccaX M METOZAX MPUMEHAIOTCS
OTKpPHBIBAIOIIIME U 3aKPHIBAIOIIME CKOOKHU /1JIs1 06003HaueHus ux Tesna. O61acTb MEXAY
[BYMS CKOOKaMU 4acTo Ha3bIBaeTcs 010koM. JIJish Hac 3TO Ba¥KHO, TaK KaK IepeMeHHbIe
MOTYT OBITH UCITOJIb30BAHBI TOJBKO B 6JI0KAX, B KOTOPHIX OHU CO3/laHbl. TAKUM 06pasom,
ec/Ii TlepeMeHHas Co3JaeTcs BHYTpU MeToja Start (), oHa He 6yAeT JOCTyITHA B METO-
ne Update (), MOCKOJIBKY 9TO IBa PasIUYIHbIX 6y1oKa. [TOTBITKA UCIONIb30BaTh TIepe-
MeHHYIO B 6JIOKe, T/le OHA He JOCTYIIHA, IPUBE/ET K OIUbKe.
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Eciu mepeMeHHas co3iaeTcs B Kiacce, HO BHE MeTO/a, OHa OyZeT ZOCTyIHA i1 060UX
METOZIOB, TIOCKOJIbKY B 9TOM CJIydae OHM HaxXOZsATCSI B TOM ke 6JI0Ke, UTO U TlepeMeHHast
(610K Kyacca). DTO IMOKA3aHOo B JIMCTUHTE 7.2.

AUCTUHT 7.2. leMOoHCTpaumsa ypoBHeNn 6/I0OKOB U Kiacca

//DTa nepeMeHHas HAXOOUTCS B OJIOKe KJjacca
//n ©ymeT nOCTylHa Be3Ie BHYTPUM HETO

private int numl;

void Start ()

{
//9Ta nepeMeHHas HAXOOUTCA B "JIOKAJIbHOM OJjioke"
// w Gymer HmOCTyNHAa TOJBKO BHYyTpM MeTonma Start

int num2;

Moauduxkartopsl pAoctyna public mprivate

B suctuHre 7.2 mepes nepeMeHHOM numl yKa3aHo KJII04YeBOe CI0BO private. 3To
Modugukamop docmyna, UCTIOIb30BaHHE KOTOPOTO TPebyeTcs TOMBKO JJIs TepeMeH-
HBIX, 0ObsABJIEHHBIX Ha YPOBHE KJlacca. Bam HeobxoguMebI iBa MogudUKaTopa A0CTy-

ma: private u public. O HUX MOKHO TOBOPUTH JIOJIT0, HO ceifyac BaM ZI0OCTaTOYHO
3HaTh, KaK OHU BJIUAIOT Ha pabOTy IepeMeHHbIX. [[pUHITUI TaKOH: IpUBaTHAs IIepe-
MeHHas (Co WIOBOM private mepes Hell) MOXKET UCIIOIb30BATHCS TOIBKO BHYTPH daii-
JIa, B KOTOPOM OHa co3ZiaHa. JIpyrre CKpUIITH U PeAaKTOP He MOTYT KaKUM-TH60 obpa-
30M BUJIETh €€ 3HaYeHVe WIN U3MEHATH ero. [IpuBaTHBIE TIepeMeHHbIE peHa3HAYeHbI
TOJIbKO /I BHYTPEHHETO UCII0Ib30BaHuA. [IyO1rdHbIe TepeMeHHble, HAIPOTUB, BUAHEI
ZDPYTHM CKPUIITaM U Aaxke peZakTopy Unity. DTO II03BOJIAET BaM JIEFKO U3MEHUTH 3HaUe-
HUA IlepeMeHHbIX B Unity «Ha jieTy». Ecu BbI He 0003HauuTe IIePeMeHHYI0 KaK IIyOmnd-
HYIO WIH [IPUBATHYIO, TO [0 YMOJYAHUIO OHA OyZieT 0ObsIBIeHA IIPUBATHOM.

MPAKTUKYM

U3meHeHHe 3HAYEHUN NyOANUHBIX nepeMeHHbIX B Unity

BbinonHuTe cneaytolwme AencTBus, YToGbl y3HaTb, KaK 0ToGpaXKatoTes ny6anyHbIE NEPEMEH-
Hble B peaakTope Unity.

CospaiTe HOBbIN CKPUMT Ha a3blike C# 1 B Visual Studio no6aBbTe cneayoLlyo CTPOKY
B KJlacce Haj meTodom Start ():

public int runSpeed;
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1. CoxpaHuTe CKpUNT, a 3aTeM B peaaktope Unity npukpenuTe ero Kk o6beKty Main
Camera.

2. Bblgenute 06beKkT Main Camera 1 nocmoTtpuTe Ha naHenb Inspector. O6paTnTe BHU-
MaHHWe Ha CKpunT, KOTOprVI Bbl TOJIbKO 4YTO NMPUKPENUIN B Ka4eCTBe KOMIMOHEHTa.
[anee o6paTnTe BHUMaHWE, 4TO Y KOMMOHEHTA NOSABUAOChL HOBOE CBOMCTBO: Run
Speed. Bbl MOXeTe UBMEHUTb ero Ha naHenu Inspector, 1 3T0 0TPa3UTCA B CKPUM-
Tax BO BPEMS BbIMOMHEHUS. Ha puc. 7.6 NoKa3aH KOMMOHEHT C HOBbIM CBOMCTBOM.
Ha faHHOM pUCyHKe co3aaHHbI CKpMNT Ha3BaH Important Functions.

¥ = M Important Functions (Script) il

Script ImportantFunctions (c)
IRun Speed 0 I

Puc. 7.6. HoBoe cBoiicTBo Run Speed KOMMNOHeHTa cKpunTta

Onepartopsbl

JltoOble laHHbIE B IEPEMEHHBIX OyAyT OeCroe3Hbl, eC/IN ¥ BaC HeT HUKAKOH BO3MOMXK-
HOCTHU paboTaTh C HUMU U U3MEHATb uX. Onepamopsbl — 3TO CIIEITUaNbHbIE CUMBOJIBL,
KOTOPBIe [T03BOJIAIOT MOANGUIIPOBATh JAHHEIE. B 11e7I0M orlepaTopbl MOXKHO Pa3JeuTh
Ha YeThIpe KaTeropuu: apupmMeTHdecKre OllepaTopsl, ONepaToOpk! IPHUCBAaUBAHNUA, OIle-
PaTOpPHI CPABHEHUS U JIOTHMYECKHE OIIePATOPEI.

ApudmeTrnueckue oneparopbl

ApudmeTryecKre onepaTops IT03BOJIAIOT BHIITOIHATH HEKOTOPbIE CTAHAAPTHEIE MaTe-
MaTH4YecKue AeficTBUA Ha/l nepeMeHHbIMU. OHH, KaK IIPaBUIO, UCIIONb3YIOTCA TOJIBKO
Ha YHCJIOBBIX ITIEPEMEHHBIX, XOTS €CTh HEKOTOPbIe UCKIIOUeHNsA. ApudMeTHIeCcKHe Ome-
paTOpHI OTIHMCAHEBI B Tabiuile 7.2.

TABA. 7.2. ApudmeTnyeckue onepaTopbl

Onepartop | OnucaHue

+ CnoxeHnue. CknaagbiBaeT ABa uncna. lpn ncnonb3oBaHWM CO CTPOKaAMM
TEeKCTa onepaTtop + BbIMOMHAET UX 06beanHeHne. Huxke npuBeaeH npu-
mep:

"Hello" + "World"; //pesynbrar: "HelloWorld"

- BblunTaHue. BblynTaeT yucno crnpasa U3 4yucna cnesa

* YMHOXeHHWe. YMHOXeHWe ABYX Yncen

/ [eneHuve. lenvt 4ucno cnesa Ha YMC/IO cnpaBa
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Onepartop OnucaHue

% [enenne no moaynto. [lenunt 4ncso cnesa Ha Y1cho cnpasa, HO BO3Bpa-
LlaeT He pe3ynbTart, a OCTaToK OT AefleHus. PaccMoTpum cregyolme
npvmMepsbi:

10% 2; // Boszepamaet 0

6% 5; // BoszBpamaer 1

24% 7; // BOo3Bpamaetr 3

ApudpmeTrnyeckue omnepaTopbl MOTYT UCIIONb30BaThCs B KOMOUHAIUAX, YTOOBI 0OCUUTHI-
BaTh GoJiee CIIOKHBIE MAaTEMATHYECKHE BHIPAKEHNYS, KAK B 3TOM IIPUMepE:

x+ (5% (6 —vy) / 3);

ApudmeTryeckrie onepaTopsl paboTaIOT B CTAHAAPTHOM MaTeMaTUIeCKOM ITOPSIJKE OIle-
pauuii. BeIurc/ieHre OCyIIeCTBISIETCS CIeBa HAIIPABO, CHavYasIa BRIPAYKEHHUS B CKOOKaX,
3aTeM YMHOXKEHUE U JIeIEHVE U B TIOCIEHIOI0 OUYePe/b — CJIOKEHUE U BEIUUTAHUE.

OnepaTopbl npUcBauBaHUA

Omneparopsl IpUcBanBaHuUA ealoT POBHO TO, YTO C/leZlyeT U3 Ha3BaHUA: IpHCBauBa-
0T IIepeMeHHBIM 3HadeHuA. CaMblil YaCcTO MCIIOIb3yeMBIH OllepaTop MPUCBANBAHUA —
3TO 3HAK PaBEHCTBA, HO €CTh U TaKHe, KOTOPhIE COUETAIOT B cebe HECKOIBKO OTIEPALIUIA.
[TpucBauBaHue B A3bIKe C# BBIMIOIHAETCS CIIpaBa HaJEBO. DTO O3HAYAET, YTO BCE, YTO
HaxoJuTCA CIIpaBa, IlepeMelaeTcs BIeBo. PacCMOTPHUM ciefyloliye IpuMephl:

= 5; // NpaBusbHO. [lepeMeHHas X CTAHOBUTCA paBHa 5.

o
I

x; // HenpaBuibHO. BB HE MOXeTe NPMCBOUTHL IE€PEMEeHHyW 3HadeHuo (5).

B Tabnuiie 7.3 onucaHbl ONepaTophl IPUCBAUBAHUA.

TABA. 7.3. OnepaTopbl NpUcBanuBaHus

Onepartop OnucaHue

= MpucBanBaeT 3HaYeHue cnpaBa NepeMeHHon cnesa

+=,—=, *=, /= | COKpallleHHbl onepaTop NpMcBanBaHus, KOTOPbIA BbIMOJHAET
HEeKOTOPYI0 apMdMeTUYECKyIo onepaLuio, B 3aBUCUMOCTH UCMOSb-
3yemoro cMMBO/a, a 3aTeM NpucBanBaeT peayNbTaT NepemMeHHoM
cnesa. PaccMoTpuMm cneaytollye npumepbl:

Xx = x + 5; // DobBaBnsger 5 k X, a 3aTeM NpuUCBau-—
BaeT pe3yJbTaT X

x += 5; // Iejaer TO %e caMmoe, UTO M BHIIE,
TOJILKO KOpoue
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++, —

CoKpallleHHble onepaTopsbl, Ha3biBaeMble ornepaTtopammn MHKPEMEH-
Ta U ekpemMeHTa. OHM yBEIMYMBaAIOT UM YMEHbLUIAIT Y1co Ha 1.
PaccmoTprMm cneayiolive npumepbl:

x = x + 1; // DobBamBynsger 1 kK [EpPEMEHHOM X,

a 3aTeM MpYCBauBaeT pPe3yJIbTaT [IEPEMEeHHOM X
x++; // Iejaer TO Xe camMoe, 4YTO M BHIIE, TOJIEKO
Kopoue

OneparTopbl CpaBHEHMA

OTH omepaTopsl UCIIONIb3YIOTCA AJIsT CpaBHEHMUs IBYX 3HaUeHui. Pe3ybTat oneparo-
pa cpaBHeHUs Bcerzia b0 UCTUHHBIN, 1160 JT0KHBIH. TakuM 06pa3oM, eUHCTBEH-
HBIU THII IEpEMEHHOM, KOTOPas MOXKET COZEPKATh Pe3y/IbTaT OllepaTopa CpaBHEHUT —

JIOTUYECKHUH. (HaHOMH}O, YTO Takad IIepeMeHHass MOXXET UMeTh 3HaUYeHUe true Wi

false.) B Tabnuie 7.4 omycaHbl OlepaTOPhI CPABHEHUA.

TABA. 7.4. OnepaTopbl cpaBHEHUS

Onepartop

OnucaHue

He cnegyet nytaTb C onepatopoM npuceanBaHus (=). ITOT onepaTtop
BO3BpallaeT UCTUHY TOSIbKO B Clly4ae, ecnv ABa 3Ha4YeHUs paBHbl.

B npotMBHOM cnydyae Bo3BpallaeT N10xb. PaccmoTpum cneayouimne
npuMepbl:

5 == 6; // Bozsepamaer false

9 == 9; // Bozsepamaetr true

370 onepaTopbl «60Jiblle» U «<MeHbLLE». PacCcMOTpuM cnefylolme npu-
Mepbl:

5 > 3; // BosepamaeT true
5 < 3; // Bosepamaer false

>=, <=

OnepaTopbl NOXOXKHM Ha «GONblle» U «<MEHbLLE» 3a UCKITIOYEHUEM TOTO,
4TO OHW O3HAYaloT «GOJblUE UM PABHO» U «MEHbLLE UK PABHO».
PaccMoTpuM cneayiolimMe npumepsbi:

3 >= 3; // Bosepamaetr true
5 <= 9; // Bosepamaetr true

3T0 onepaTtop «He paBHO», ¥ OH BO3BPALLAET UCTUHY, EC/IM [1Ba 3HAYe-
HWSI He paBHbl. B MPOTMBHOM cllyyae BO3BPallLaeT 10xb. PaccMoTpum
cnefylolme npuMepbl:

5!= 6; // BoszsepamaeT true
9!= 9; // Bosepamaer false
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COBET

AONOAHUTEAbHAA NPAKTUKa

B npunoxeHHbIX K KHWUre dannax npuMepoB A1 Yaca 7 eCTb CKPUNT C UMEHEM
EqualityAndOperations.cs. 0653aTeNlbHO NPOCMOTPUTE €ro, YTo6bl JOMNONHUTENBHO NOMNpaK-
TUKOBAaTbCS C Pa3NnyHbIMK OnepaTopamu.

Aornueckue oneparopbl

JlormyecKue oTiepaTophl MO3BOJAIOT 06BeJUHUTD ABa (WK 60Jee) JOTMYECKUX 3HaYe-
HuA (true win false) B OfHO Jorudeckoe. DTU OllepaTOPH! IOJIe3HEL /IJI OTIpe/erie-
HUS CJIOXKHBIX ycIoBuii. OHM OTMMCaHbI B Tabiuiie 7.5.

TABA. 7.5. Jlornyeckue onepaTtopbl

Onepartop OnucaHue

&& TaKKe N3BECTHbIM KaK onepartop «M», OoH CpaBHUBaET [Ba JIOTMYECKUX
3HaYyeHWsa 1 onpeaensieT, UCTUHHbLI n o6a. Ecnn ogHO unm 06a NoXHbI,
3TOT onepaTop BO3BpaLLaeT N0XKb. PaccmoTpum cneayoume npumepbl:

true && false; // Bosspamaer false
false && true; // BoseBpamaer false
false && false; // Boszepamaer false

true && true; // BosepamaeT true

[ Takke M3BEeCTeH Kak onepatop «MJ11», cpaBHUBAET [ABa JIOTUYECKMX
3HaYyeHWsa 1 onpeaensieT, MCTUHHbLI n o6a. Ecnmn ogHo nnu ob6a 3Have-
HWS UCTUHHbI, 3TOT OnepaTop BO3BpaLlaeT UCTMHY. PaccmoTpum cne-
Jaylolime npumepsbl

true || false; // BosBpamaeT true
false || true; // BozBpamaeT true
false || false; // Boszepamaer false
true || true; // BosBpamaer true

M3BecTeH Kak onepatop «HE», BO3BpaLlaeT NpoTMBOMNOIOXKHOE NOMu-
YyeCcKoe 3HavyeHue. PaccmoTpum cneaywume npumepbl:

'true; // Bozsepamaer false

| false; // BosepamaeT true
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YcnoBHbIE onepaTopbl

Bosblas 4acTh NperMyIecTB U MOIIH KOMIIBIOTEPA 3aKJII0YaeTCs B ero COCOOHOCTH
[IPUHUMATD 3JIeMEHTapHble PellleHNs. B OCHOBE 3TO# CIIOCOGHOCTH JIEKAT JTIOTHYECKast
WCTYHA U JIOXKb. BBl MOXKETe MCIOIB30BaTh JIOTUIECKUE 3HAUYEHSI /JIs1 CO3/JaHUsI YCIIO-
BUU ¥ TEM CaMBIM 3a/jaTh IIPOrpaMMe YHUKAIbHBIN Kypc. BEICTpanBasi TOTHYeCKU
IIOTOK B KOZie, IOMHUTE, YTO MaIlIMHA 33 OZWH Pa3 MOXXET IPUHATD TOJBKO OJHO IIPO-
ctoe peieHue. CI0XKUB JOCTATOYHOE KOJMIECTBO ITUX PELIeHU BMECTe, BBl MOJKETE
CO37IaBaTh CJIOXKHBIE B3aUMOZJEHCTBYA.

Oneparop 1 £
CHHTaKCHUC YCJIOBHOTO omeparopa i f BEIVIAZUT CJIeAYIOIUM 06pa3oMm:

if (<jormueckoe ycioBue>)

{

// menicrTBuUA

CTpyKTypy onepaTopa if MOXXHO IIPOYUTATh KaK «€CJIU 3TO [IPABJa, TO CAENIaTh ITOx.
Hampumep, ecsiu Bbl XoTUTE BhIBeCTH coobienue «Hello World» B koHCoH, eciu 3Have-
HUe [IePEMEHHOM x 6osbIe 5, MOKHO HAIUCATh CIeAyoIee:

if (x > 5)

{
print ("Hello World");

HOMHI/ITC, 9TO COAEPKUMOE YCIOBHUA OIlepaTopa AOIXKHO BbIYUCIATHCA 160 KaK UCTHH-
HOeE, 60 KaK JIOKHOE. BBog, quces, CJIOB WIN yero-mubo €lIe HE AaCT pe3yjibTaTa:

if ("Hello" == "Hello") // TpaBuiIbHO
if (x + y) // HenpaBuIbHO

HakoHel1, oTMEeTHM, 4TO JIF000H KOZI, KOTOPBIN BBl XOTHUTE 3aITyCTUTh, ECIH YCIOBHE
WCTHUHHO, ZIOJDKEH HAXOAUTHCS MEXAY CKOOKaMU TOCJIe OpeesieHus oneparopa if.

COBET

CTpaHHOe noBeAeHue

YCnoBHblE 0nepaTopbl UMEIOT CreLnbUYECKnin CUHTAKCUC 1 MOTYT BECTU ce6si CTPaHHO,
€C/I1 Bbl He 6yaeTte cob/toaTh ero B TO4HOCTU. Hanpumep, y Bac B KoJie MOXET BbiTb ore-
paTtop i f, HO NpK 3TOM Bbl 3aMedaeTe, YTo YTO-TO paboTaeT He COBCEM NpaBuibHO. MoxeT
6blITb, YCNIOBKE BbIMOSHAETCS BCE BPEMS, AaXKe Koraa Bpo/e 6bl He O/MKHO. TaKKe MoXeT
CNOXKMTbCA CUTYaLMsl, KOra YCloBMe, Ha06oPOT, HUKOMAa He PaboTaeT, Aaxe eciu AOIKHO.
Bam cnefyet 3HaTh [1B€ CaMble PacnpoCcTpaHeHHbIE MPUYMHBI TAKOro noseneHus. Bo-nep-
BbIX, Y YC/10BKS onepatopa 1if He [O/KHO 6biTb TOYKM C 3aMNATOM nocne Hero. Eciv Bbi
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YKaXKeTe ycnoBue onepaTtopa ¢ TOYKOM C 3aMATON, TO CeayoLWmi Ko 6yaeT paboTaTh Bce-
raa. Bo-BTopbix, y6eAnUTECH, YTO Bbl MCMOJb3YETE OMNepaTop paBeHCcTBa (==), a He onepa-
TOp NpUcBanBaHMa (=) B KoAe YCl0BUA. HapylieHure 3Toro npasuia NpUBOANUT K CTPaHHOMY
NOBEAEHMIO:

if (x > 5); // HenpaBMIILHO

if (x = 5) // HempaBWIIBHO

MOMHS 06 3TUX ABYX PACNPOCTPAHEHHbIX OLIMGKAX, Bbl COKOHOMUTE YiIMY BPEMEHH
Ha oTnajKe B GyAyLIEM.

Oneparop if/else

Omnepatop 1 f yZ0o6HO UCIIOIB30BATH AJIA YCIOBHOTO KOZA, HO KaK OBITh, €CJIU BBl XOTUTE
Ppa3BeTBUTH Ballly IporpaMMy Ha ZiBe pa3Hble BeTBU? OnepaTtop if/else mo3Bosuser
czenaTh 9To. Takoi ke 6a30BbIM OIIePaTop, Kak i f, B CMBICJIOBOM ILIaHE OH YUTAETCS
CKOpee KaK «eCJIM YCJIOBUE COOIIOAAETCs, TO IeJIaTh 3TO, a B IPOTUBHOM CJIyYae J1e/IaTh
YTO-TO Zipyroe». CUHTaKCHC OllepaTopa BBIVIAAUT CIeAYIOUIM 00pa3oM:

if (<;nmormueckoe ycJjoBue>)

{

// nemcrBUA

}

else

{

// mpyrue mencrBud

Hanpumep, eciu BBl XOTHUTE BBIBECTU B KOHCOIU cooOIIeHue «X OobIie Y», ecliu mepe-
MeHHas x OoJblle, 4YeM Y, a TAaKXKe BEIBECTH «Y OosIblle, yeM X», eCJIM X MEHBIIIE Y,

TO MOXXHO HallMcaTh CIeAyolee:

if (x > vy)

{

print ("X Gombme Y");

}

else

{

print ("Y Gosbme X");

Oneparop if/else if

VHorza TpebyeTcs pa3BeTBUTD KO HAa MHOYKECTBO BeTBel. Hampumep, eci BB XOTH-
Te /1aTh TI0JIb30BATETI0 BO3MOXXHOCTh BRIOPATh UTO-TO U3 GOJIBIIOr0 HAbOpa oMU
(meHro0). Omepatop i f/else if MMeeT Ty e CTPYKTYpY, YTO U IPEABIAYIINE 1Ba,
32 MCKJII0YEHHEM TOTO, YTO B HEM YKA3bIBAETCA HECKOJIBKO YCIOBUM:
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if (<ycnoBue>)
{
// mevicTBus
}
else if (<mpyroe ycJyoBue>)
{
// mpyrve memucTBusa
}
else

{

// omnepatop else B IaHHOM cily4Yae HeoOs3aTelseH

// eme mpyrue NeucCTBUS

HaanMep, €CJIM BbI XOTUTE BBIBECTU OLIEHKY Ha KOHCOJIM B 3aBUCHMOCTHU OT IIPOLJ€HTAa
BBITIOJIHEHUA 3aZlaHUA, BBl MOXKETE HAIIMCATh CIeAYIOIee:

if (grade >= 90) {
print ("Ouenka 5");

} else if (grade >= 80) {
print ("Ouenka 4");

} else if (grade >= 70) {
print ("Ouenkxa 3");

} else if (grade >= 60) {
print ("Ouenxka 2");

} else {
print ("Ouenka 1");

COBET

CKo60uHble BOWHbDI

Bbl HaBEpHAKa 3aMETUM, YTO MHOTAA OTKPbIBatoLLME GUTYPHbIE CKOBKM pa3MeLLeHbl

Ha OTAEeSbHbIX CTPOKAX, @ MHOrAa — Ha TOM e CTPOKE, YTO M UMS Knacca, MeTofia Ui onepa-
Topa. MpaBaa B TOM, YTO 3TO COBEPLIEHHO HE UMEET 3HAYEHUS 1 3aBUCUT Cyrybo OT IMYHbIX
npeanoyTeHuin. Ha TeMy Toro, Kak fiyudlue nucatb, 40 CUX NOp BeayTcs rpaHaMo3Hble Ae6aTbl

U KpoBaBble BOMHbI. KOHEYHO, aTa Npo6aema MMEET KosloccarnbHoe 3HavYeHue. M oTcnaetbest
B Yro/ike 34ecb He nonyumTces. Kaxkabli JOMKEH PaHO MM MNO34HO BbIGpaTh CBOK CTOPOHY!

COBET

Onepartop if B oAHOM CTpOKe
Crtporo rosops, ecnu Baww onepartop i f HanucaH B OAHY CTPOKY, BaM Aaxe GUrypHole
CKOOKM He Hy>KHbl. Kof, KOTOpbI# BbIMAAWT CleayowmMMm 06pa3om:

if (x > y)

{

print ("X Gojypme Y");
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MOXKET OBbITh 3alKcaH U Tak:

if (x > vy)
print ("X Oomybme Y");

Tem He MeHee Ha JaHHOM 3Tarne 06y4eHnss PEKOMEHAYETCS MCMOIb30BaTh PUIYPHbIE CKOOG-
KW. 31O M36aBUT BaC OT INLLHEN nyTaHuLbl, KOTOPaa MOXET BO3HUKHYTb MO Mepe YC/TOXKHEHNA
Kopa. Koa BHYTpU GUrypHbIX CKOGOK Ha3biBAeTCS KOJOBbLIM GIOKOM M BbINOJHAETCH BMECTE.

LiMkABbI

PaHee BBl U3y4YWIH, KaK paboTaTh ¢ TEPEMEHHBIMY U IPUHUMATD PelleHUsA. DTO, KOHEY-
HO, II0JIE3HO, €CJIU BBl XOTUTE cZleJIaTh YTO-TO IIPOCTOE BPOZE CIOXKEHUA BYX UYHCEl.

Ho kak ObITh, €c/Ti BaM HY»KHO, HallpUMeD, CJIOXKUTH Bee yucia oT 1 1o 100? A eciu

oT 1 1o 1000? Bam Bpsz v IOHPABUTCSA NTeyaTaTh TaKOM IpoMO3Kuii koA. BmecTo aTo-
I'0 BBl MOXKET€E MCII0/Ib30BaTh Yuk/l. ECTh /IBa OCHOBHBIX THUIIA IJUKJIOB, C KOTOPBIMYU MBI
6ynem paboratb: while u for.

LUMkn while
Hukn while ucnosnb3yeTcs daiie Bcero. Ero cTpykTypa BoO MHOTOM II0XOXKa Ha CTPYK-
Typy oneparopa if:

while (<Jjoruueckoe ycJoBue>)

{

// memcrBUA

EfWHCTBEHHOE OT/IMYKE COCTOUT B TOM, UTO OIlepaTop i f BBINONHAET KOZ U3 CBOErO
TeJla TOJAbKO OAUH pas, a UUKJI while AenaeT 3TO CHOBa U CHOBA, IIOKA YCJIOBUE HE CTa-
HEeT JIO>KHBIM. [10aTOMYy, ecyii BBl XOTUTE CJIOKUTH Bee yncaa oT 1 o 100, a 3aTeM BbIBe-
CTHU pesy/bTaT B KOHCOJIb, BBl MOXKETE HAIIKCATh YTO-TO BPOZE 3TOr'O:

int sum = 0;

int count = 1;

while (count <= 100)
{
sum += count;

count++;

print (sum) ;

Kak BBI BUZiUTe, 3HaUeHUe IlepeMeHHOM count HauuHaeTcsa ¢ 1 U yBeIUYrUBaeTcsa
Ha 1 3a KXy umepayuio — WIU IPOXOJ — IIMKJIA, IToka He gocturHer 101. Korga
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IepeMeHHas count cTaHeT paBHa 101, ee 3HaYeHUe yKe He OyZieT MeHbIle I PaBHO
100, moaToMy IMKJ 3aBepiuTcs. Eciu ybpaTh CTpoUKy count++, To UK 6yzAeT pabo-
TaTh 6€CKOHEYHO — B 3TOM He COMHeBakTech. Ha Ka)kZ0l UTepaluy [[UKJIa 3HaYeHIe
IepeMeHHOH count Zo6apisgeTcsa K IepeMeHHOH sum. Korza nukI 3akaHIuBaeTcs,
TIOJIy4eHHas CyMMa BBIBOAUTCA B KOHCOJIb.

O606I.Hai[ BBIIIIECKAa3aHHOE, [IUKJI while BBITIONHAET CBOM KOZ CHOBA Y CHOBaAQ, IIOKa ero
yciioBHrE€ oCTaeTCA NCTUHHBIM. Korga yciaoBHE CTaHET JIOXKHBIM, ITUKJI OCTAHOBUTCA.

Uukna for

Lukn for peamusyeT Ty XKe Uzelo, YTO ¥ IUKJI while, HO UMeeT HEMHOT'O IPYTYIO

CTPYKTYPY. B Kozle inkiia while Hy)KHO OBLIO CO3/1aTh MEPEMeHHYI0 count, TIpoBe-
PATH ee (Kak ycJIoBHe) U YBeIUUHUBATh ee 3HaYeHNe — a 3TO TPU CTPOKU Koza. LUK
for cobupaeT Becb CUHTAKCUC B OZHY CTPOKY. DTO BBEIVIAAUT CIEAYIOMKUM 06pa3oM:

for (<obmsBieHne cuerTumra>; <JOI'MUYECKOE YCJIOBUE>; <MHKPEMEeHT CYeTUYMKa>)

{

// mevicTBuA

B 3aromnoBke nuksia for ecTsh Tpu ceknuy. O6paTrTe BHUMaHNEe Ha TOYKY C 3aIIATOMH,
KOTOPBIMH OHHM pasZieieHbl. B mepBoii ceKuny co3zaeTcs epeMeHHasd, KoTopas OygeT
HCIIO/Ib30BAThCA B KAYEeCTBE cueTINKa (OOBIYHO €if TPUCBAMBAETCA UM 1, COKpaIleH-
HO OT iterator — CYeTYHK UTepaluii). Bo BTOPOii ceKInu yKa3aHOo yCJIOBUE OllepaTopa
LUKJIA. B TpeThell HAXOAUTCA MHKPEMEHT WIH AeKpeMeHT cueTdrka. [Ipegpaynii mpu-
Mep MOXXHO IIepelicaTh C UCIO0Ib30BaHNeM IIUKIa for CIeyouM 006pa3oMm:

int sum = 0;

for (int count = 1; count <= 100; count++)

{

sum += count;

print (sum) ;

PazyiuyHbIe YacTU LUKJIA TEIepb Od)OpM]IEHbI KOMIIAKTHO Y 3aHMMAIOT MEHbIIE MECTAa.
O'-IeBI/I,ZLHO, 4TO UUKJI for ,Z[eﬁCTBHTe]IbHO Xopo1I B rmogcueTax.

Pe3iome

B aToM yace MBI cZieiany IepBble IIary B IPOrpaMMHUPOBAHUY BUeoUurp. Mbl Havyaiu
C M3y4eHMs OCHOB CKPHUIITOB Ha JBrKKe Unity. Bbl y3HaIM, Kak co3/iaBaTh U IPUKPEII-
JISITh CKPUIITEL. MBI TaK)Ke B3MITHY/IM Ha OCHOBHBIE KOMIIOHEHTBI CKPHIITA. 3aTEM MBI
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N3Yy4YWU/IN OCHOBHBIE JIOTUYECKHE KOMIIOHEHTHI IIPOI'PaMMBI. Mps1 HOpa6OTa]II/I C [IeEpeMEH-
HBIMH, oIlepaTopamMu, YCJIOBUAMU U IUKIaMU.

Bonpocbl U oTBETbI

Bonpoc: CKO/bKO HYXXHO MPorpaMMMpoBaTh, 4TO6bl CO34aTb UrPy?

OTBeT: B 60nblEN YacTu UIrp UCMONb3YIOTCH HEKOTOPbIE GOPMbI NPOrpaMMUPOBaHHMS,
no3BonsioLMe 3aaTb CNOXKHbIE MOAENM NOBeAEHNS. Yem 6onee CNoXHble
GopMbl NOBEAEHMS BaM HYXHbl, TEM C/IOXKHEe nporpaMmmupoBaHme. Ecnu
XOTWUTE cOo3aaBaTb Urpbl, Bbl 0683aTE/IbHO AO/MKHbI KaK CleayeT 03HaKOMMUTLCS
C NOHATUSAMM MPOrpamMMmUpPoOBaHUs. IToO HEOBXOAMMO, Aaxe ecnu Bbl HE COBU-
paeTecb CTAaHOBUTLCSA OCHOBHbIM pa3paboTinKOM Urpbl. M ByabTe yBEPEHDI,
B 9TOM KHUIe eCTb BCE, YTO BaM HYXHO 3HaTb, YTOObl CO34aTb HECKOBbKO NPO-
CTbIX Mrp.

Bonpoc: Bbl y3HaeTe 0 ckpunTax BCe, YTO HYXHO?

oTBet: W ga, u HeT. B gaHHOM KHWIe Bbl U3y4nTE OCHOBHbIE MOHATUS NPOrPaMMUpPO-
BaHMA. OHM BCcerga 04MHaKoBbl, HO MOCTOSIHHO NMPUMEHSIOTCHA B HOBbIX U YHU-
KallbHbIX CUTyaLusx. TeM He MeHee MHOroe U3 Toro, 4YTo NpeacTaB/ieHO 3[€eCh,
CWUJTbHO YMPOLLEHO U3-3a CIIOXKHOCTU NPOrpaMMMpPOBaHKa KaK TakoBoro. Ecnu
Bbl XOTUTE Y3HaTb 60/blUe O NPOrpaMMUPOBaHUK, BaM HYXKHO YMTaTb KHUMM
MIn CTaTbM NO TEME.

Cemunap

YaenuTe HEKOTOPOE BpeMs MPOpabOoTKe MPUBEZEHHBIX HUKE BOIIPOCOB, YTOOBI yOEAUTh-
Csl, YTO BBI XOPOIIIO YCBOWJIN MaTepHal.

KoHTpOAbHBbIE BONPOCHI

1. Kaxoii A3bIK MOXKHO HUCIIOJIb30BaTh /IS IporpaMMupoBaHus B Unity?
2. BepHo wiM HeT: Koz B MeToze Start () pa60TaeT B HavaJsle KaXXJoro Kazjpa.

3. Kakoii Tum mepeMeHHOMU C IUTaBaroIlel TOYKO# ucnonab3yercs B Unity mo ymomrda-
HUIO?

4. Kakoii orepaTop Bo3BpalllaeT OCTaTOK OT JleJIeHUA?
5. Yro Takoe yCJIOBHBIHM oniepaTop?

6. Kaxoii THII ITUKJIa JIydIiie BCETO MOAXOANT JJIs TIoficueTa?
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OTBeTbI
1. C#.

2. Hetr. Metoz Start () samyckaercd B Hadasle cueHbl. Mertog Update () 3amycka-
eTcs KaXKABIN KaZp.

3. Tum float.
4. OmnepaTop ZAeneHus 10 MOAYIO (%).

5. CTpyKTypa KoZa, KOTopas MO3BOJIsIeT KOMITBIOTEPY BEIOPATh BETBb KOZa HA OCHO-
Be OLIEHKU IIPOCTOTO YCIOBUAL.

6. Lukn for.

Ynpa>xHeHue

YacTo I10JIe3HO NPeJCTABIATh CTPYKTYPY KOZA B BUJle CTPOUTENBHBIX OJIOKOB.

[To oTAENMBHOCTH KaXKABIH pparMeHT POCT U NOoHATeH. OZHAaKO BMecTe OHU MOTYT GHop-
MUPOBATh CJIOKHbIE OOBEKTHI. B JaHHOM yIIpa)KHEHUU BBI CTOJIKHETECH C MHOXKECTBOM
mpo6sieM IporpaMMHUpOBaHuUA. VICIIoNb3yiiTe 3HAaHNA, KOTOPBIE BB MOJYYMIN B 3TOM
gace, 4TOOBI HAMTHU pellleHre I KaKJ01 pobaeMsl. [ToMecTrTe Kak/0€ pellleHre

B OTZE€JIbHBIN CKPUIIT U IPUKPEINTE CKPUIITHL K 00bekTy Main Camera, 4To6b! yoe-
JUTHCS, YTO OHU paboTaIOT. 3aTeM Bbl MOXKeTe IIOCMOTPETh, KaK BBIIIOIHAETCSA 3TO
yIpakHEHUe, B IPWIOXKEHHBIX K KHUTre daiirax mpruMepos A yaca 7.

1. Hamumvre CKpUIT, KOTOPBIHM CKJIAZBIBAET BCE YeTHBIE Urcaa OT 2 10 499. BriBe-
[IUTEe Pe3y/IbTaT B KOHCOJb.

2. Hanumure CKpUNT, KOTOPBIH BEIBOAUT B KOHCOJb Bee uucia oT 1 o 100, kpome
KpaTHbIX 3 wix 5. BMecTo HUX BRIBOAUTE cO0bIeHNE «[IporpaMMUpOBaHUE —
3TO IpeKpacHo!» (Bbl MOkeTe IPOBEPUTh KPATHOCTD OZHOTO YMCJIA IPYTOMY, €C/IU
Ppe3yJIbTaT OIlepaliy JeJIeHus [0 MOoAyIio OyzeT paBeH 0, HaIpuMep
12 % 3 == 0, Tak kak 12 kpaTHo 3.)

3. B mociegoBaTenbHOCTH PUOOHAYYN KAXKABIN CIEAYIONIUE YiIeH ONpeAessieTcs
IyTeM CJIOKeHUA ABYX IpeAbplaymux. Hauano nnociegosarensbsoctu: 0, 1, 1, 2, 3, 5
U Tak fajee. HamuimmTe CKPUIIT, KOTOPBIY BEIYMCIIAET IepBhle 20 WiIeHOB Mociie-
npoBarenbHOCTH PrGOHAYYN U BHIBOAUT UX B KOHCOJIb.
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YT1o Bbl y3HaeTe B 3TOM 4ace

» Kak nucaTtb MeToabl
» KaK 3axBaTuTb BBOJ NONb30BaTeNs
» Kak paboTaTb C TOKaNbHbIMWY KOMMOHEHTaMM

» Kak paboTaTb C UFPOBbIMU 06 bEKTAMMU

B gace 7 BbI T03HAKOMUJIMCh C OCHOBaAMU HaIlMCAaHUA CKPUIITOB B peflakTope Unity.
Terneps BbI OyZieTe UCIOIb30BATh IIOIyIeHHbIe 3HAHUA I PelleHNs 6oJiee Cepbe3HbIX
3a71a4. Bo-11epBBIX, MBI U3yYHM, YTO TAKOE METO/bI, KaK OHU PabOTaIOT U KaK UX ITHUCATh.
3aTeM BbI OCBOUTE HECKOJIBKO MPAKTHYECKUX HABBIKOB PAGOTEI C TI0JIb30BATENbCKUM
BBOJIOM JJaHHBIX. 3aTe€M MBI U3yYHM, KaK IIOJIy4YUTh JOCTYI K KOMIIOHEHTaM U3 CKpHUII-
TOB. B 3aBepiieHnM 3TOro yaca Bbl y3HaeTe, KakK IOJIYYUTh JOCTYII K IPYTUM UI'POBBIM
00BEKTaM U UX KOMIIOHEHTaM C IIOMOIIbIO CKPUIITOB.

COBET

Mpumepsbl CKPUNTOB

HecKo/bKO CKPUNTOB M NPUMMEPOB KoAa, YNOMSHYTbIX B 3TOM Yace, AOCTYMHbl B NPUI0-
YeHHbIX pannax npuMepoB Yaca 8. He 3abyabTe 03HAKOMUTLCHA C HUMM, YTOObI NOSY4YUTb
[IONONHUTENbHbIE 3HAHUS.

MeToAbI

Memo0but, 9acTo Ha3bIBaeMble PYHKUYUAMU, — ITO GIOKH KOZa, KOTOPBIE MOTYT BBHI3BI-
BaThCsI U UCTIOIb30BAThCSA HE3aBUCUMO JIPYT OT Apyra. Kakapiit MeTo 0OBIYHO TIPE-
CTaBJIET COOOM OTAEMBHYIO 3a/]auy WU 1IeJb, U 3a4acTyI0 HECKOIBKO METOZ0B pabo-
TalOT BMecTe /JIA JOCTHKEHNs CJI0XKHBIX Ilesieil. PaccMOTpUM /iBa MeTo/ia, KOTOPbIe MbI
yKe BuZlenu: Start () u Update (). Kaxzaslil 13 HUX pelllaeT 0ZHY KOPOTKYIO 3a/ia-
4qy. MeToz Start () coAepXUT Bech KO, KOTOPBIY 3aITyCKaeTCs /A 06BbeKTa BO BpeMa
3amycka cieHsl. MeTtoz Update () COAEepXUT KOJI, KOTOPHIN 3aIyCKaeTCs KaXKABIA Kazp
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CIleHbI (eCJTM OH He COBIAZAeT C KafipaMy peHJIepUHTa, TO €CTh «KaZpaMU B CEKYHY»
win fps — frames per second, ¢ppeiimamMu B CEKYHY).

MPUMEYAHUE

B uenfx coKkpauieHumA...

KaK Bbl BUAENM [0 CKX NMOP, KOraa Mbl yOMMHAeEM MeToa Start (), Bceraa Mcnonb3ay-
eTCsl CNOBO «MeToA». [lOBO/IbHO FPOMO3AKO Kaxabli pa3 roBOpUTb, YTO peyb MAET UMEH-

HO 0 MeToze. Ho Bbl HE MOXKeTe NPOCTO NucaThb CNOBO Start, NOTOMy YTO ByAET HEMOHAT-
HO, YTO Bbl UMENY B BUAY: Ha3BaHWE KHOMKU, MEPEMEHHYIO UK MeToA. YTo6bl COKPaTUTb
3arucb, Mbl UCMONb3YEM KPYriible CKOOKNU. TakuM 06pa3oM, dpasy «MeTod Start» MOXKHO
nepenucaTb Kak Start (). Ecnu Bbl yBuanTe 3anncb HexoeCJsioBO (), Bbl cpagdy nomme-
Te, YTO aBTOP FOBOPUT O MeToAe Nnoj Ha3BaHneM HekoeCJyioBO.

CTpykTypa meroaa

[Mepex HavasoM paboThI C METOAAMH HY)KHO U3YYUTh MX COCTaBHbIE YacTH. Hrbke mpu-
BeZieH o61unii popMart MeToza:

<BO3BpamaeMsri THUI> <uMsg MeToma> (<CHOMCOK NapaMeTpoOB>)

{

<xon BHyTpu 6JIOKa MeTona>

Uma metopa

Kaxkap1ii MeTo/ I0JDKEH UMETh YHUKaIbHOe UM (cM. pasgen «CUrHaTypa MeToza»
HpKe). XOTA IpaBWIa, PEryIupyrolyie IpUMeHeHNe UMeH, OTPeZesIAI0TCA UCIIOIb3Y-
€MBIM SI3bIKOM, CYIIECTBYIOT CJIEAYIOININE OOIIie peKOMEeHAAIHH.

» CpgernaiiTe UMA MeTO/a OIKCATENbHBIM. DTO JOJDKHO OBITh €HCTBUE WX IVIarol.
» [IpobGersl He AomycKaTces. Pycckre GyKBBI TOXeE.

» U3beraiiTe UCIOIH30BAHUSA CIIEIUATBHBIX CAUMBOJIOB (Hampumep, !, @, *, %, $)
B MeHaX MeTOAOB. Pa3nudyHble I3bIKU MOTYT IIPUMEHSITh Pa3TUYHbIE CUMBOJIBL.
OTKa3aBIIKCh OT HUX, MOXXHO H36exaTh MpobieM.

Vimena Ba’XHbI, ITIOCKOJIbKY OHU ITO3BOJIAOT OAHOBPEMEHHO I/IZ[eHTI/I(l)I/IU;I/IpOBaTI)
Y UCIIOJIb30BAaTh METO/BI.

Bo3sBpalaembiii TUN

Kax/Iplii MeTo/; MOKET BO3BpalaTh IepEMEHHYI0 0OPaTHO B BhI3BIBAIOIINN KOZ. THII
9TOl IlepeMeHHOU Ha3bIBaeTcs 8o38pauiaembim munom. Eciii MeToz Bo3BpallaeT 1ieyioe
YKCJIO, TO TUIl BO3BpALaeMOoro 3HaueHua — int. AHaJIOTUYHO, €C/IM MEeTOZ BO3Bpalla-
eT 3HavYeHUe true win false, To Bo3BpalaeMblil TUII — bool. Eciu MeToz He BO3-
BpaljaeT HUKAKOI'0 3HAaYeHUs, y HEr0 BCe PABHO OIpeZie/ieH TUIl BO3BpalllaeMoro



170 8-M YAC. CKpunTbl, yacTb 2

3HaueHUs — void (03HauaeT «HUYTO»). JIIo6OH MeTOZ, KOTOPBIH BO3BpaIlaeT 3HAYe-
HHe, IeJIaeT 3TO C IIOMOIIBIO KII0UeBOr'o CIoBa return.

Cnucok napameTpos

[Tono6HO TOMY KaK MeTOZbI MOTYT MepeZiaBaTh TepeMeHHbIe 0OpaTHO B JI000i KO/,
BBI3BABIIUM UX, BBI3BIBAIOIIUI KOZ TOXKe MOXKeT Ilepe/iaBaTh lepeMeHHbIe, OHU HasblBa-
10TCA napamempamu. [lepeMeHHbIe, ITOCHUIAEMbIE B METO/, ITI€PEYNCIEHEl B BU/E CIIUC-
Ka mapaMeTpoB MeToza. Hampumep, MeToz ¢ uMeHeM Attack (), KOTOpPBIM IpUHUMA-
€T LIeJIOYUCIIEHHYIO IIepEMEHHYIO ¢ UMeHeM enemyID B KadecTBe IapaMeTpa, 6yzer
BBHIVIAZIETH CJIEAYIOIIUM 00pa3oM:

void Attack (int enemyID)
{}

Kaxk BuzHO B KoZie, ITPY YKa3aHUH ITapaMeTPOB HeOOXOANMO YKa3aTh U THIL, ¥ UM Iiepe-
MeHHO. HecKoIbKO MapaMeTpOB paszesaioTCs 3alATHIMHI.

CurHaTtypa meTtoaa

CouyeTaHue TUIA BO3BpalllaeMOro 3Ha4e€HUs, UMEHU U CIMCKa IapaMeTPOB MeTo-

Zla 4acTo Ha3bIBAIOT cuzHAmMypol memodd. PaHee B 3TOM 4ace y)Ke YIIOMHUHAIOCh, YTO
V MeTOZa JOJDKHO OBbITh YHUKATBHOE UMs, XOTS 3TO He COBceM BepHO. Ha camoM zere
MeTO/, ZIOJDKEH UMETh YHUKJIBbHYIO CUTHATypy. PaccMOTpuM /iBa MeToza:

void MyMethod ()
{}

void MyMethod (int number)
{}

HecmoTps Ha oTHAKOBBIE UMEHA, Y HUX Pa3HbIe CITUCKY ITapaMeTPOB U, CJIeZIOBATEb-
HO, 3TO /IBa pa3HbIX MeToAa. CUTyalus, KOT/a CyIeCTBYeT HECKOJIBKO METOZOB C OZHUM
U TEM K€ UMEHEM, Ha3bIBAETCs nepezpysKoil Memood.

bnaok meToaa

Baiok memoda — 3TO MeCTO, OTBeIEHHOE T/, ero KoA. Kaxpiii pa3, Korja MeTo,
HICIIONB3YETCS, BHITIONHAETCA KOJ BHYTPH OJI0Ka.

MPAKTUKYM

UpenTuduKauusa yacTter MeToAa

Yaenute HEKOTOpoe BpeMms, YTo6bl U3y4uThb PasfiMyHbie YacTh MeToa, a 3aTeM PacCMOTPH-
Te creayoLuin MeToa:
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int TakeDamage (int damageAmount)
{

int health = 100;

return health — damageAmount;

Mo>keTe N1 Bbl onpeaenvTb cneayroume 4actn?
1. 'ne HaxoauTca uMa meTtoaa?
2. Kakou Tvn nepeMeHHOoM BO3BpallaeT MeToa?
3. KakoBbl napameTpbl MeToaa? CKONbKO UX?
4. KaKow Kop HaxoauTtcsa B 610Kke meTtoaa?

COBET

MeToAbl — 3TO 3aBOAbI

[ToHATME METOAOB MOXKET NOKa3aTbCs COXKHbLIM AN1F TEX, KTO TONIbKO Havyan u3y4aTb nNpo-
rpammMupoBaHue. HacTo HOBMYKM AenatoT oWKnbOKKM, Kacatlowmecs napameTpoB MeToaa

1 BO3BpaLlaeMbIx 3Ha4eHUIN. XopoLmni cnocob pa3obpaTtbcs B BONPOce — NPeAcTaBuTb,
4TO MEeTO4 — 3TO 3aB0oA. 3aBOAbl NOYYaloT CbiPbe, KOTOPOE OHU UCMOMB3YIOT AN NPOU3-
BOACTBa NpoayKkumn. Metoabl paboTatoT TOYHO TaK xe. [MapameTpbl — 3TO maTepuansl,
KOTOpbl€ NOCTaBNSAOTCA Ha «3aBOA», @ BO3BpallaemMoe 3Ha4eHne — KOHEYHbIV MPOAYyKT.
MpeacTaBbTe METOABI, KOTOPbLIE HE MPUHUMAIOT HUKAKWUX NapaMeTpoB, KaK 3aBOAbl, KOTO-
pble He TpebyloT cbipbs. TOraa MeToAbl, KOTOPbIE HUYEro He BO3BpaLLaloT, — 3TO 3aBOfbl,
KOTOpPble HE NPOM3BOAAT KOHEYHOrO NpoayKTa. CynTas MeTofbl MaieHbKUMK 3aBOAaMH, Bbl
CMOXKeTe NErKo 3anOMHUTb BCIO 3TY JIOTUKY.

Hanucanue mertopoB

Eciu BB TOHMMaeTe KOMITOHEHTHI METO/Ia, 3amucaTh Ux 6yzeT gerko. Ho cHavara
onpo0byiiTe OTBETUTh Ha TPY OCHOBHEIX BOIIPOCA:

> JIna KaKuXx Iejie co3aeTcs MeTOz?
» Hy:KHBI I METOZY KaKue-TUO0 BHELTHUE JJaHHbIE, YTOOBI BBIMOJTHUTD CBOIO 3a/1a4y?
» JIo/DKEH JIM METO/, BO3BpaIaTh KaKue-Tn00 JaHHbIE?

OTBeTHI IIOMOT'YT BaM OIIpEAE/NINTbCA C UMEHEM, ITapaMeTpaMi U BO3Bpallla€MbIMU JaH-
HBIMMU [IJIA 3TOI'O METOoJa.

PaccMoTpUM clleZlyIoIuii IpuMep: B UTPOKa IIoIajl OTHEHHBIH map. BaM Hy»KHO Hamu-
caTbh METOZI, YTOOBI yIeCThb ero BO3JelCTBIe ITyTeM OTHATUA 5 OYKOB 3J0POBbsA. BB
3HaeTe, KAKOBA KOHKpETHAs 33/laya dTOro MeToZa. BEl IoHMMaeTe, 4To OHa He HyX/a-
eTcsA B KAKUX-N00 JaHHBIX (IOTOMY 4TO 3HAeTe, YTO UTPOK IOJYIUT POBHO 5 eUHUILL
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ypOHa)H,BepOHTHO,MeTOAAOHXEHBepHyTLHOBOQBHaquHEBAOPOBLH.BbIMOUHIﬁH
HarnucaTb METOJ IIPUMEPHO TaK:

int TakeDamageFromFireball ()

{
int playerHealth = 100;
return playerHealth — 5;

37ech 370poBbe Urpoka coctanisgeT 100, u u3 Hero BeruuTaercs 5. Pesynbrar (95 3m0po-
Bbs) nepeziaeTcs 06paTHO. OYEBUIHO, METOA MOXKHO Y/Iy4IIUTh. BO-TIepBbIX, KaK OBITH,
€CJI BbI XOTUTE, YTOOBI OTHEHHBIH 1Iap HAHOCKII OOJIbIIIE YeM 5 OYKOB MTOBPEKIEHUA?
BaM HY»>KHO TOYHO 3HATh, CKOJIbKO YPOHA OTHEHHBIH IIap MOXKET HAHECTH B KaXKBIHI
MOMEHT BpeMeHH. BaMm MoHaZo6UTCs TepeMeHHas, Wid, B JaHHOM cIydae, mapameTp.
HoBBIiT METOZ MOXKET OBITh 3aTKCaH CIEAYIOMINM 06pa3oM:

int TakeDamageFromFireball (int damage)

{

int playerHealth = 100;
return playerHealth — damage;

Temepsb Bbl BUANTE, YTO 3HAYEHME YPOHA CIUTHIBAETCS U3 METO/A U TIPUMEHSIETCS K 3710-
poBbio. Ellle MOXKHO YIy4IIUTh 3HaYeHNe 3ZI0POBbs. B JaHHBI MOMEHT UTPOK BOOO-

1e He OyzieT morubaTh, MOCKOJIBKY €ro 3[0pPOBbe Bcerza Oy/ieT CTAaHOBUTHCS PABHBIM
100 7o Toro, Kak OyAyT BEIUUTATHCSA TIOBPEXAEHUs. BbUIO OBI JIydllle, ecii OB 370PO-
BbE UT'POKA COXPAHSIOCH B IPYTOM MECTe, YTOOBI er0 3HaUeHKe OCTaBaJIOCh MPEKHUM.
Torza BBl CMOXKETE CYUTATh 3HAYEHHE W BHIUECTD YPOH MPABUIBHO. Balll METO MOXKET
BBHIVISIZIETH CJIEAYIOIUM 006pa3oM:

int TakeDamageFromFireball (int damage, int playerHealth)

{

return playerHealth — damage;

[ToHAB cBOM MTOTPEBHOCTH, BBl CMOYKETE CO3ZlaBaTh 6ojiee COBEpIIeHHbIE U 60iee HaeX-
Hble MeTO/bI /I Balllel UTrpHI.

NMPUMEYHAHWE

YnpoweHue

B npeabiayuem npumepe co3aaHHbI HaMKU METO[ BbINOHAET 06bI4YHOE BblYnTaHUe. Mbl
yNpOCTUAM MpPOLIECC ANs HAarnaaHocTU. Ha caMoMm fene cyllecTByeT MHOro cnoco6oB cnpa-
BUTbCS C 9TOM 3aAayen. 340POBbE UTPOKA MOXKET XPaHWUTbCS B NEPEMEHHON, MPUHANEKA-
Ler K CKpunTy. B aTOM cnyyae cuutbiBaTh €ro He npuaetcs. [pyron BapuaHT — UCMNOSb-
30BaTb C/OXHbIK anroputm B MeToge TakeDamageFromFireball (), KOTOPbIX

ellle CHUXKan 6bl BXOASLIMIA YPOH Ha onpeaefieHHoe 3Ha4YeHNe B 3aBUCMMOCTHM OT GPOHM,
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CMOCOBHOCTU UrPOKa K YKNOHEHUIO MW COMPOTUBAEHUIO Marun. Ecamn Halwm npumepsl
KaXyTcst Bam rnynbiMU, UMenTe B BMAY, YTO OHW NpeAHa3HayeHbl M1Wb AN AEMOHCTPaLMK
Pa3NNYHbIX aCNEeKTOB TEMbI.

Ucnonb30BaHMEe METOAOB

[Tocse Toro kak MeTO/, HallMcaH, HaM OCTaeTcs JIUIIb UCIIONb30BaTh ero. Takoii mpoijecc
YacTO HA3bIBAIOT 8b(3080M Memodd. [IJisl 3TOTO HY»KHO yKa3aTh UMs METO/a, a 3aTeM
MTOCTaBUTh CKOOKY M TMIPUBECTHU CIIMCOK ITapaMeTpoB. HamnpumMep, eciu BaM HEOOXOAUMO
UCIIOJIb30BaTh METO/ ¢ UMeHeM SomeMethod (), MOXHO HalKUcaTh CileAyollee:

SomeMethod () ;

Ecnu metony SomeMethod () TpebyeTcs LeJIOYUCIEHHBIN TapaMeTp, BEI MOJKETE
HaIucaTh TakK:

// BBIZOB MeTOma CO 3HaueHueM 5

SomeMethod (5) ;

// BBEI3OB MeTOHa C IMOMOIILKD IePEMEHHON

int x = 5;

SomeMethod (x); // 3mechp "int x" He numeTcd.

O6paTuTe BHUMaHUE, YTO IIPU BHI30BE METO/A HE HY>KHO YKa3bIBATh THII IEPEMEHHOMN
BMeCTe C caMOl ITepeMeHHOM, KOTOPYIo BHI iepezaeTte. Eciau metog SomeMethod ()
BO3BpallaeT 3HaueHue, BaM Hy»KHO 3axXgamums ero B iepeMeHHy10. Koz MoKeT BBIIJIA-
ZleTh IIPUMepHO Tak (C JJOTMYecKUM TUIIOM BO3BpaljaeMoro 3Ha4eHHs UCKII0UUTEeNTbHO
[ TIpuMepa):

bool result = SomeMethod();

OTOT 6A30BBINA CUHTAKCUC — BC€, YTO HY>XHO JJid BbI3OBa MeToJa.

NMPAKTUKYM
Bbi30OB MEeTOAOB

[aBanTe npogomxum paboty ¢ MetooM TakeDamageFromFireball (), onucaHHbIM
B npeablaylem pasagene. B faHHOM ynpaxHEeHUKU NoKa3aHo, KaK Bbi3biBaTb pasinyHblie
POopMbl METOAOB (Bbl MOXXETE HAaWTU peLleHne B ckpunTte FireBallScript B NpunioKeHHbIX
dannax npuMepoB ans Yyaca 8). BeinonHuTe cnepyowme 4encTBus.

1. CospaiTe HOBbIM NPOEKT UK cLeHy. Cosaante ckpunt C# nog Ha3BaHUEM
FireBallScript n go6aBbTe B Hero Tpu MeToaa TakeDamageFromFireball (),
onucaHHbIX paHee. OHW JOMKHbI HAXOAUTLCS BHYTPU OMNpeaeneHns Knacca,

Ha TOM e ypoBHe oTCTyna, YTo U MmeToabl Start () n Update (), HO 3a npeaena-
MW 3TUX ABYX METOJ0B.
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2. B wmetoge Start () BbidoBuTe nepsbli Mmetol TakeDamageFromFireball ()
C MOMOLLbIO CeAyOWEN UHCTPYKLINK:

int x = TakeDamageFromFireball () ;
print ("Player health: " + x);

3. lMpuKkpenuTe cKpUNT K Kamepe Main Camera u 3anyctuTe cueHy. O6paTu-
Te€ BHMMaHMe Ha cooblIEHME B KOHCOMW. Ternepb BbI3OBUTE BTOPOM METOA
TakeDamageFromFireball () B meToge Start (), BBeAsa cieayloLlyto
KOMaHAy (BBeAUTE ee HUXe MepBOMn YacTu KoJa, KOTOpbIM Bbl HAabpanu, He yaa-

N9 ero):
int y = TakeDamageFromFireball (25) ;
print ("Player health: " + y);

4. 3anyctuTe CLIEHY CHOBa M 06paTuTe BHUMaHWE Ha COOBLIEHNS B KOHCOIU. HaKo-
Hel, BbI3oBUTE nocrnefHun metof TakeDamageFromFireball () B meTtoge
Start (), HabpaB cneayouiee:

int z = TakeDamageFromFireball (30, 50);
print ("Player health: " + z);

5. 3anyctute CLLeHY 1 OLEHWUTEe KOHeYHbI pe3ynbTaT. Bece Tpyu MeToaa BeayTt cebs
no-pasHomy. Takke obpaTuTe BHUMAHWE, YTO Bbl Bbl3blBanu Kaxkabli METOA OTAESb-
HO, U Hy}Has Bepcus MeToaa TakeDamageFromFireball () BblGupanach
B 3aBMCUMOCTH OT NapameTpoB, KOTOPbIE Bbl BBOAWIN.

COBET

Momouwb B NnoMckKe owMbok

Ecnun y Bac BbIBOASTCS OLWIMOKM NpKY NOMbITKE 3anycka CKpunTta, 06patute BHUMaHuWe

Ha HOMEep CTPOKM U HOMEP CMMBOJA B KOHLLE CO00LLEHNS 06 OWNMOKe B KOHconn. Kpome
TOro, Bbl MOXeTe «cobpaTtb» Kof BHYTpW cpebl Visual Studio ¢ nomoubto coveTtaHus Kna-
Buw Ctrl+Shift+B (38+Shift+B B macOS). Koraa Bbl 310 cenaete, Visual Studio nposeput
KOA M MOKa)XeT BaM camu OWNBKKU 1 rae oHu HaxoaaTcs. MNonpobywnte!

BBOoA AQAHHBbIX

Be3 BBO/Ia IAHHBIX CO CTOPOHBI UTPOKA BUAEOUTPA MIPEBPAIIAETCI B OOBIYHBIN GUIbM.
Takoli BBOJ, JaHHBIX MOXKET MUMETh CaMble pa3Hble GOPMBL. YCTPOUCTBA BBOZA MOTYT
OBITh QpU3NYECKUE, HATIPUMED TeUMITa/bl, XKOUCTUKY, KIaBUATypPhl U MbIiu. Cytile-
CTBYIOT eMKOCTHBIE KOHTPOJUIEPHI, TaK¥e KaK OTHOCUTEIbHO HOBBIE CEHCOPHEIE DKPAHBI
B COBPEMEHHBIX MOOWIbHBIX YCTPOUCTBAX. DTO MOTYT OBITh YCTPONCTBA 3aXBaTa JBIIKE-
Husl, Takve kak Wii Remote, PlayStation Move u Microsoft Kinect. Pexke 3To ayAu0OBXO/I,
KOTOPBIA UCIOIb3YeT MUKPOGOHEI M F'OJIOC UTPOKA I yIIpaBIeHUA UTPoil. B aTom
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pasziesie BB y3HaeTe Bce 0 HallMCaHWU KOZa, O3BOJIAIONIEr0 UI'POKY B3aUMOZEHCTBO-
BaTh C UT'POY C MOMOIIIBIO GU3NIECKUX YCTPOICTB.

OCHOBbI BBOAA AAQHHbIX

B Unity (kax 1 B GOJIBIIUHCTBE APYTUX UTPOBBIX JBMKKOB) BBl MOJKETE 3aXBaTHIBATD

B KOJle Ha)KaTHe OIpeZIeIEHHbIX KIaBHUIII, YTOOHI C/ie/IaTh €r0 MHTEPAKTUBHEIM. OZHAKO
9TO OIPaHUYMBAET BO3MOXKHOCTh UI'POKOB IIepEHACTPOUTD YIIPaBJIeHHE 110/, CBOU IIPe-
[IOYTEHNsA, TAK YTO JIy4llle TAKOro He ZenaTh. K cyactbio, Unity MMeeT IpOCTYIO cUCTe-
My OGIIETO COIOCTABIEHNS 2IEMEHTOB yIpaBieHus. B pegakrope Unity BEI cMOTpUTE
Ha OIIpe/ieJIEHHYIO 0Ch, YTOOBI Y3HATh, COOMPAETCS I UTPOK BHITOJHUTD TO WU HHOE
JelicTBue. 3aTeM, KOIZa I10JIb30BaTe/b 3alycKaeT UTPY, OH CMOXXeT 3alaBaTh pasind-
Hble 3JIeMeHTHI YIIpaBJIeHUs AJIA pasHbIX ocei.

BbI MOXKeTe IpocMaTpUBaTh, PeAaKTUPOBATh U 106aBIATH OCH C IIOMOIIBIO [TaHe-

s Input Manager. YTo6b! OTKPHITH €€, BeiGepuTe komanay meHio Edit = Project
Settings = Input. Ha manenu Input Manager Bbl yBUWTe pa3/JINYHbBIE OCH, CBI3aHHBIE
C pa3JIMYHBIMU JeCTBUAMU BBOZA. 1o yMorgaHuIo cymecTByeT 18 oceil BBozia, HO BB
MoxKeTe 06aBATh U cBou. Ha puc. 8.1 mokasaHa naHesns Input Manager ¢ pasBepHy-
TOM TOPU30HTATBHOM OChIO.

© Inspector | S|
k} InputManager o &[4
V¥ Axes
Size 18
¥ Horizontal
Name 'Horizontal
Descriptive Name
Descriptive Negative Name
Negative Button left
Positive Button right
Alt Negative Button a
Alt Positive Button d
Gravity &l
Dead 0.001
Sensitivity 3
Snap
Invert O
Type | Key or Mouse Button
Axis X axis. B
Joy Num | Get Motion from all Joysticks m
» Vertical
» Firel
» Fire2

Puc. 8.1. NaHenb Input Manager

Xot4a TOPU3OHTaJIbHAA OCh HAIIPpAMYIO HE KOHTPO/JIMPDYET HUYETO (1'[03)1(6 BBI 6yz[eTe
IrcaThb CKPUIITHI, YTOOBI U3MEHUTD 3TO), OHa O3HA4aeT ABMXXEHNE UTPOKa BOOK. B Ta6-

suile 8.1 omucaHbI CBOMCTBA OCH.
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TABA. 8.1. CBoNcTBa ocu

CBOWCTBO

OnucaHue

Name

Mmsa ocn. Ha Hero Bbl ccblnaeTechb B Koae

Descriptive Name /
Descriptive Negative
Name

Mogpo6HOEe Ha3BaHWe OcK, KOTOpoe ByaeT oTobpa-
KaTbCs ANS UTPOKa Ha 3KpaHe HaCTPOMKK Urpbl.
OTpuuaTensHoe MMS — 3TO MPOTMBOMONOXKHOE UMS.
Hanpumep: «Maute Haneso» 1 «Mante HanpaBo» — 3TO
UMS U NPOTUBOMOIOKHOE UMS

Negative Button /
Positive Button

KnaBuwu, KoTopble nepeaatoT NoNOXKUTENIbHbIE U OTPU-
LaTenbHble 3Ha4yeHns ocu. Ansg ropu3oHTabHOM OCH
3TO KNaBUWKN <— U —

Alt Negative Button /
Alt Positive Button

AnbTepHaTMBHbIE KNaBULIW, KOTOPbIE NepeaatoT 3Have-
HUS ocu. [1ns ropM30HTaNbHOM OCK 3TO Knasuwn A u D

Gravity OnpegenseT, Kak 6bICTPO OCb BO3BpPaLLaeTcs K 3Have-
Huto O mocne Toro, Kak Knaeuiua oTnylleHa

Dead 3Ha4yeHue, Ntobon BBOA HUMKE KOTOPOro 6yaeT Npowr-
HOpMpPOBaH. ATO MOMOraeT NPeLOTBPaTUTb NOXKHbIE
CWUrHanbl OT APOXaHus, Hanpumep, B AXKOMCTUKax

Sensitivity OnpepaenserT, Kak 6bICTPO OCb pearupyeT Ha BBOS,

Snap Byayyn BbIGpaHHOM, OnumMsa Snap NO3BOASET OCU Cpasy
nepenTu B nonoxeHue O, ecnv HaxaTta NPOTUBOMONOXK-
Has KnaBuwa

Invert Bbi6op 3TOro cBOMCTBA MHBEPTUPYET yNpaBaeH1e

Type Tun BBOAA. ATO MOXKET ObITb KNaBuatypa,/Mmblllb, ABU-
YKEHWE MbILN, ABUKEHUE JXKONCTUKA

Axis CooTBeTCTBYIOLLaa OCb yCTpOMCTBa BBOAA. He oTHOCHT-
Cl K KnaBuLlam

Joy Num Homep aoncTnKa, 0T KOTOPOro 3axBaTbiBaeTCs

nHbopmaumsa. No ymonyaHuo nony4aet nHGopmaLmo
OT BCEX [)KOWCTUKOB

Monb30oBaTeAbLCKMH BBOA B CKpUATaX

[Tocste Toro Kak Bamy ocu OyayT HacTpoeHH! Ha nmanenu Input Manager, paboraTb
C HUMH B KoZie 6yZieT mpocTo. UTOOBI MOMYIUTh ZOCTYI K II0O0OMY U3 BXOZIOB CO CTO-

POHBI UT'POKa, BbI OyZieTe UCI0Ib30BaTh 00beKT Input. TouHee roBops, MeTOZ,

GetAxis () obbekTa Input. MeTrog GetAxis () CYMTHIBAET UM OCH B BUZIE CTPOKU
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1 BO3Bpallla€T 3HAYE€HUE aToM ocu. To eCTh ec/iv BbI XOTUTE TIOJYYUTDb 3HaY€HNE I'OpU-
30HTATbHOU OCH, BBEAUTE CJIEAYIOIIYIO KOMaHAy:

float hvVal = Input.GetAxis ("Horizontal");

B crydyae ¢ TOpU30HTATBHON OCBhIO, ECJTU UTPOK HAXKMMAET KJIABUIITY ¢— (WIX KJIaBUIIy A),
TO MeToJ, GetAx1is () BO3BpaljaeT OTpULATEIbHOE YUCI0. EC/IM UTPOK HaXXKMMaeT KJia-
BuIly — (Ww1iu ki1aBuilly D), MeTo/ Bo3BpaliaeT MOJI0KUTeNIbHOe 3HaueHe.

MPAKTUKYM

BbinonHute cnegytoume AencTBus, YTo6bl mopaboTatb C BEPTUKaNbHbIMU U FOPU30OHTab-
HbIMUW OCSIMU W MOJIY4UTb JlydLlee NpeacTaBneHne 0 TOM, KaK UCMnoJib30BaTb BBOJ CO CTOPO-
Hbl UFPOKa.

CuuTbiBaHMe BBOAA CO CTOPOHbI UFPOKa

1. CospanTe HOBbIM NPOEKT MK cLeHy. [lo6aBbTe B MPOEKT CKPUMT Noj Ha3BaHUEM
Playerlnput v npukpenute ero kK 06bexkTy Main Camera.

2. [ob6aBbTe cnegyowmmn Koa B Metog Update () B ckpunte Playerlnput:
float hvVal = Input.GetAxis ("Horizontal");

float vVal = Input.GetAxis ("Vertical");
if (hval!= 0)

print ("Horizontal movement selected: " + hval);
if (vval!= 0)

print ("Vertical movement selected: " + vVal);

3TOT KOA AOMKEH 6bITb B MeToAe Update (), YToObl BXOAHbIE AaHHbIE CYUTLIBANIUCH
HenpepbIBHO.

3. CoxpaHuTe CKpUNT 1 3anyctute cueHy. O6patute BHUMaHUE, YTO MPOUCXOAUT B KOH-
CO/K1, KOrJa Bbl HaXKMMaeTe KaBULLKM CO CTpeKaMu. Tenepb NonpoodynTe HaxKnumaTtb
Knasuiwm W, A, S u D. Ecnu Bbl He BUAUTE COOOLLEHUI B KOHCONN, MEPEKITIOYUTECH
Ha naHenb Game ¢ MOMOLLbIO MbILIKX K MOMPOGYITE ellle pas.

KnaBuartypa

HecMoTpst Ha TO YTO OGBIYHO XOUETCs paboTaTh € OBIIUMU OCSIMHU /JIs BBOZA, MHO-

raa TpebyeTcs onpeiesuTh, ObLIa JIM HajkaTa olpeziesieHHasA KuaBuiia. YToObl c/ienaTh
3TO, CHOBA BOCIIOJIb3yeMcsi 00beKTOM Input. OgHAKO Ha 3TOT pa3 3a/IeliCTBYEM METOZ
GetKey (), KOTOPBIM CYUTHIBAET CHEIUATBbHBIN KO, COOTBETCTBYIOIINH ONpeZieIeHHOU
KJIaBUIIe. 3aTeM OH BO3BpAlllaeT true, ecIM KJIABUIIA HaXkaTa, Wik false, ecin Kia-
BUIIIA He HaskaTa. YTOOBI OIIpee/uThb, HaxkaTa JIU B IaHHBIN MOMeHT kiaBuina K, Habe-
puTe cieayolee:

bool isKeyDown = Input.GetKey (KeyCode.K);
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COBET

NMoucK KOAOB KAaBHLU

Y KarKaon KnaBuLIKW eCTb CBOM KOHKPETHbIM KOA. Bbl MOXeTe onpeaennTb KOA HYXHOM Bam
KNaBuWLWW, U3y4as AoKyMeHTauuto K Unity. Kpome Toro, Bbl MOXETE MCMNONb30BaTb BCTPO-
eHHble nHCTpymeHThl Visual Studio. Korga Bbl nnweTte ckpunT B Visual Studio, Bbl Bceraa
MOMKeTe BBECTU UMS 0O6bEKTA M MOAOKAATb, MOKa NOSABUTCS MEHIO CO BCEMU BO3MOMKHbIMM
BapuaHTaMu. AHanormMyHbIM 06pas3oM, eCnun Bbl CTaBMTE OTKPbIBatOLWYO CKOOKY nocne ume-
HWU MeToa, NOSIBUTCH TaKoe e MeHto. Ha puc. 8.2 noKa3aHo UCnonib30BaHWe 3T0ro BCMJibl-
BalOLLEr0 MEHIO 151 onpeaeneHuns Koaa knasuwum Esc.

// Use this for initialization
void Start ()

{
KeyCode.
CapsLock -
Caret
Clear
Colon
Comma
COR | <c)CodeD= 100
Delete ‘d' key.
Dollar
D

Op Oy Oy O By O B B T

oubleQuote v

Puc. 8.2. BcnnbiBatowas nofackaska B cpege Visual Studio

MPAKTUKYM

CuuTbiBaHHe Ha)XXaTUA OonpepAeneHHbIX KAaBUiLU

BbinonHuTte cnegytouime AencTBus, YToObl HanMcaTb CKPUMT, KOTOPbIA ONpeaensieT, Haxa-
Ta I jaHHaaA KnaBulla.

1. Co3zpanTe HOBbIM MPOEKT MK cLieHy. Jo6aBbTe B MPOEKT CKPUNT NOA Ha3BaHM-
eMm Playerlnput (un1 n3ameHuTe cylecTByOLWMIA) U MPUKPENUTE ero K 06beKkTy Main
Camera.

2. [ob6aBbTe cnegyowmi Koa B MeTog Update () B ckpunte Playerlnput:

if (Input.GetKey (KeyCode.M))

print ("The 'M' key is pressed down");
if (Input.GetKeyDown (KeyCode.O))

print ("The 'O’ key was pressed");

3. CoxpaHuTe CKpUMT 1 3anycTuTe cleHy. NocMoTpuTe, YTo NPOUCXOAMT, Koraa Bbl
HaXkumaeTe KnaBuily M 1 Koraa Bbl HaXMMaeTe KnaBuwy O — cpaBHUTE pesysib-
TaTbl. B YacTHOCTH, 06paTUTE BHUMaHWUE, YTO KnaBulla M BbIBOAWUT COOGLLEHMS BCE
BPEMSI, MOKa OHa yAepKMBaETCs, a HaXKaTue Knasuwmn O BbIBOAWTCS TONbKO TOrAa,
KorJa OHa Ha)KaTa nepBbiv pas.
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COBET

Ha)xaTtusa v yaep)xuBaHusa

B npakTukyme «CynTbiBaHWE HaXkaTus onpefeneHHblX KnaBuLl» Bbl MPOBEPSIN HaXKa-

TWE KNaBuULWK ABYMS pa3nMyHbIMU crnoco6amu. ECnn roBopuTb TOHHEE, Bbl UCMOJIb30BaNU
mvetoa Input.GetKey (), 4To6Gbl NPOBEPUTb, HAXaTa v KnaBuwa. Bbl Takke Ucnonb-
30Banu MeTog Input.GetKeyDown (), 4TOObl NPOBEPUTb, HAXMManach v Knasuwa

B TEeKyLleM Kaape. Bo BTopoMm cnydyae GUKCMPOBanoCh TOIbKO MEPBOE HaxaTue KiaBu-
LK U UITHOPUPOBAsCH TOT daKT, 4TO Bbl yAepXnBanu Knasuwy Haxaton. B Unity ecTb Tpu
mMeTofa Ang paboTbl ¢ KnaBuwamu: GetKey (), GetKeyDown () U GetKeyUp (). Ectb
1 opyrvue nogo6Hble MeToabl: GetButton (), GetButtonDown (), GetButtonUp (),
GetMouseButton (), GetMouseButtonDown () uTaK ganee. OnpeaeneHune Bpeme-
HU MEPBOro HaXkatusa KiaBULLK MO CPaBHEHUIO C YAEPKMBAHUEM KNaBULLM BECbMa BaXKHO.
Ho Kakou 6bl TN BBOJA Bam HWM MOHAA06MACS, A1 HEro HanaeTcs MeToa.

Mbiwb

[ToMrMO Ha)XaTUH KJIaBUII, IIOJIE3HO 3aXBATHIBATh HAXKaTHE KHOIIOK MBIIITH CO CTOPO-
HBI [TOJIb30BaTesd. ECTh ZIBa KOMIIOHEHTA /I BBOJA MBIIIN: Ha)KaTHUe KHOIIKU U IBU-
»keHure. OIpeziesieHre TOTO, HAXKaTa JI KHOIIKA MBIIIY, OYeHb TI0X0XKe Ha 0GHapyxKe-
HUe HaXaTui KJIaBUIIl, KOTOpPOe Mbl pacCMOTpeJIU paHee. B aToM paszesne Mbl CHOBa
6yzeM paboraTh ¢ 06bekTOM Input. Ha 3TOT pa3 MbI 6yzeM UCI0/Ib30BaTh METO/,
GetMouseButtonDown (), KOTOPBIH IPUHUMAET Liesioe Yucio oT 0 o 2, onpeze-
JIArollee, KaKad KHOIIKA MBIIIY BaM Hy»kHa. MeToZ Bo3BpalllaeT JIOTUYeCKOe 3HAYEHNUE,
yKasbIBarollee, HayKaTa i KHomka. Koz /71 3axBaTa Ha)KaTU KHOTIOK MBIIITH BBITJIAUT
cIeyoImuM obpasom:

bool isButtonDown;

isButtonDown = Input.GetMouseButtonDown (0) ; // JneBas KHOMKAa MbIN
isButtonDown = Input.GetMouseButtonDown (1) ; // mpaBas KHOIKAa MBI
isButtonDown = Input.GetMouseButtonDown (2); // cpenHss KHOIKa MbIIN

JIBYDKEHUE MBIIITN OCYILECTBIISETCS TOJIBKO IO ABYM OCAM: X U Y. UTOOBI 3aXBaTUTh JBU-
JKeHMe MBIIIY, CJIeZlyeT 3a/IeficCTBOBATh MeToZ GetAxis () o6bekTa Input. Bel Moxke-
T€ UCIIOJIb30BaTh UMeHAa Mouse X U Mouse Y /g4 3axBaTa ABUKEHUA BIOJb OCU X

U OCH Yy COOTBETCTBEHHO. KoJi /1151 3axXBaTa JBKEHUS MBI OyAET BHITVISAETD CAEAYIO-
muM o6pasom:

float value;

value = Input.GetAxis("Mouse X"); // OBWXeHMe BIOOJIb OCU X

value = Input.GetAxis("Mouse Y"); // OBwXeHue BIOOJL OCU Y

B oTnurie OT Ha)KaTHsI KHOIIOK, JBIKEHUE MBIIIY U3MePseTCs [10 TOMY, KakK Jaje-
KO OHa IIepeMeCTIIach B Ioc/efHeM Kazipe. EC/IU BBl yiep:KUBaeTe KIaBuUIly, 3HaYe-
Hue ocu GyZIeT yBeININBaThCsA, TOKA HE ZOCTUTHET —1 win 1 (B 3aBUCUMOCTH OT TOTO,
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SIBJIIETCS JIK OHO TTOJIOKUTENbHBIM WU OTPUIIATENbHBIM). [[BIKEeHYE MBIIIH, KaK Tpa-
BIJIO, BO3BpAI[aeT MeHbIIIee YMCII0, TaK KaK OHO M3MepsieTcs U cOpachiBaeTcs B KaXk-
ZIOM KaJipe.

MPAKTUKYM

CuutbiBaHHe ABM)XEHUA MbILUK

B 3TOM ynpaKHeHUW Mbl MOMPOGYEM CUUTaTb ABUKEHWE MbILLIX U BbIBECTU PE3y/bTaT
Ha KOHCOJb.

1. CospganTe HOBbIV NPOEKT UK CLeHY. [lo6aBbTe B MPOEKT CKPUNT NOA Ha3BaHU-
em Playerinput (111 n3MeHUTE CyLLECTBYIOWMI) U NPUKPENUTE ero K 06bekTy Main
Camera.

2. [ob6aBbTe cnegytowmmi Kog B MeTog Update () B ckpunte Playerlnput:

float mxVal = Input.GetAxis ("Mouse X");
float myVal = Input.GetAxis ("Mouse Y");

if (mxval != 0)

print ("Mouse X movement selected: " + mxVal);
if (myval != 0)

print ("Mouse Y movement selected: " + myVal);

3. CoxpaHuTe CKpUMT 1 3anycTuTe cleHy. NocmMoTpuTe, YTO BIBOAUTCS B KOHCO/H,
Korja Bbl nepemMeliaeTe Mblllb.

Aoc'ryn K A OKaAbHbIM KOMMNOHEeHTaMm

Kaxk BBl MHOTO pa3 BuZenu Ha naHenu Inspector, 00beKThI COCTOAT U3 PA3INIHbIX
KOMIIOHEHTOB. Y 00beKTa Bceraa ecTb KoMroHeHT Transform, a Taxxe MoxKeT ObITh
JM060€e KOJIMYECTBO JPYrUX Heo0sa3aTeIbHBIX KOMIIOHEHTOB, Takux kKak Renderer, Light
u Camera. CKpUIITHI TAK)Ke ABJIAIOTCA KOMIIOHEHTAMU, ¥ BCE BMECTE OHU ONPEZENAIT
HOBeZieHNe UTPOBOr0 0OBEKTA.

Ucnonb3oBanue metropa GetComponent ()

BBl MOXKeTe B3aUMO/IEHCTBOBATh C KOMIIOHEHTAMH BO BpPeMS 3aITycKa UT'PhI C TOMO-
b0 CKPUMITOB. [lepBoe, UTO BBI JOJDKHBI CAEIaTh, TO TIONYIUTb CCHUIKY Ha KOMITOHEHT,
€ KOTOPBIM XOTHTe paboTaTh, B MeToZle Start () M COXpaHUThb Pe3y/bTaT B IepeMeH-
Ho. TakuM 06pa3oM, BaM He IPUZETCA TPATUTh BpeMs Ha IIOBTOPeHNe 3TOH OTHOCU-
TeJIbHO MeZIJIEeHHOH OIlepalui.

Metog GetComponent<Tmm> () UMeeT HeCKOJIbKO MHOM CUHTAKCHC, YeM BCe, UTO BbI
BU7Ie/IN paHee. B TpeyrosbHBIX CKOOKaX YKa3aH TUI KOMIIOHEHTA, KOTOPHIH BHI UIIETE
(mampumep, Light, Camera wiu UMA CKPUITA).
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Metog GetComponent () BO3BpallaeT NepPBHI KOMIIOHEHT YKa3aHHOI'O THUIIa, KOTO-
prI71 TMIPUKPEIVIEH K TOMY K€ UTPOBOMY OG'beKTy, 4YTO ¥ Ball CKpUIT. Kak yIloMUHAaIO0Ch
paHee, BbI JO/DKHBI Ha3HAYUTDh 3TOT KOMIIOHEHT JIOKaJIbHOM HCPEMEHHOﬁ, YTOOBI MOXK-
HO OBLIO TIOJYYUTh JOCTYTI K HEMY TI03:Ke. BOT Kak 3To JiesiaeTcs:

Light lightComponent; // mnepemMeHHas, IIOe XpaHUTCA KoMrnoHeHT Light.

Start ()

{

lightComponent = GetComponent<Light> () ;
lightComponent.type = LightType.Directional;

Ecu y Bac ucnosnb3yeTcs CChUIKA Ha KOMIIOHEHT, BBl MOXKeTe JIerKO N3MEHUTH ero CBOM-
CTBa C MOMOIIBIO KoJia. DTO MOXKHO C/Ie/IaTh, BBe/ M IlepeMeHHOM, cchularoleiics
Ha KOMITOHEHT, C TOYKO! U UMeHEM CBOMCTBA, KOTOPOE XOTHUTe U3MEHUTh. B mpuBe-
JIEHHOM BBIIIIE TIPUMeEPE MOXKHO ITOMEHATh TUTI (t ype) cBoicTBa KomroHeHTa Light

Ha Directional.

Aoctyn K komnoHeHTy Transform

KoMIIOHEHT, ¢ KOTOPBIM BHI OyzieTe paboTaTh daiie Bcero, — 310 Transform. VismeHsist
ero CBOﬁCTBa, BbI MOXKETE TI€peMeniaTb 0OBEKTHI 110 JKpaHy. HOMHI/ITe, yto Transform
00BbEeKTa BKIIOYAET €T0 IIOJIOXKEHUE, YIVIBI IOBOPOTa 1 MaciuTab. Bel MOKeTe U3MEHATh
9TH CBOMCTBA HEINoCpeACTBEHHO, HO IIPOIIE UCII0JIb30BATh HEKOTOPHIE BCTPOEHHBIE
meTozbl: Translate (), Rotate () unepeMeHHylo localScale, Kak [IOKa3aHO
HHWXe:

//TepemMemaerT OOBEKT B [IOJIOXMTEJILHOM HANPABJIEHUM OCU X

// "O0f" osuauvaer, uro 0 mMmeer Tun float (uMcio Cc njaBapumel 3anAaToM) .

// Taxk Unity cumMTEIBAET 3HAYEHMS BTOTO THUIA.

transform.Translate (0.05f£, 0f, 0f);

// TloBOpOT OOBEKTA BOKPYI OCU Z

transform.Rotate (0f, 0f, 1f);

// MacwrabupyeT OOBEKT BIOBOE BO BCEX HAlPaBIEHUSIX

transform.localScale = new Vector3(2f, 2f, 2f);

MPUMEYAHUE

Mouck komnoHenta Transform

MOCKONbKY KaXKablh MTPOBOM 06BEKT MMEEeT KOMMNOHEHT Transform, HET HUKaKoW HEOBXO-
AUMOCTU BbINOMHATL ABHYIO onepaLuntio NoncKa. Bbl MOXkeTe nony4nTb AOCTYN K Transform
HanpsMyto, Kak OnMcaHo Bblle. ITO eAIMHCTBEHHbIA KOMMOHEHT, KOTOPbIA paboTaeT
TakMM o6pa3om. [locTyn K ocTanbHbIM KOMMOHEHTaM OCYLLEeCTBASETCS C MOMOLLbIO MeToAa
GetComponent ().
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[Mockonpky Translate () uRotate () — MeTOABI, TO, €CIIU MIPEABIAYIIUN KOZ IIOMe-
cTUTb B MeToZ Update (), 06beKT 6yeT HEPEPHIBHO TIepEMEIAThHCS BAOJb MOIOKHU-
TeJbHON OCU X Y BpalaThCs B/IONb OCH Z.

MPAKTUKYM

NMpeobpasoBaHue o6bekTa

BbinonHute cneaytowme 4eNCTBUS, YTOObI MONPO60BaTh B Aene NPeabIayLMi Kog U npume-
HUTb €ro K 0GBbEKTY Ha CLEeHe.

1. Co3spaiTe HOBbIM NPOEKT UK cLieHy. [lo6aBbTe Ha CLIEHY Ky6 M MOMECTUTE Eero
B No3uumio ¢ koopanHatamu (0, -1, 0).

2. Co3spaiTte HOBbIM CKPUNT M NpucBorTe eMy uMs CubeScript. Mpukpenute ckpunt
K Ky6y. B pegaktope Visual Studio fo6aBbTe cneayowmnin kog B metog Update () :

transform.Translate(.05f, 0f, 0f);
transform.Rotate (0f, 0f, 1f);
transform.localScale = new Vector3(1.5f, 1.5f, 1.5f);

3. CoxpaHuTe CKpUNT M 3anycTuTe cLeHy. Bam, BO3MOXHO, NoTpebyeTcs nepem-
TW Ha NaHenb Scene, 4TOObl yBUAETHL Npoucxoasiuee. O6paTute BHUMAHUE, YTO
abdeKTbl MeTooB Translate () M Rotate () KyMyNATUBHbI, @ NepemMeHHas
localScale u3meHunach n1ilb OAUH pas.

Aoctyn K Apyrum ob6bekTam

BaM noCTOSHHO OyZeT HY»KHO, YTOOBI CKPUIIT HAXOAWI APYTHe 0ObEeKTHI U UX KOMIIO-
HEHTHI 1 MAaHUIYJIMPOBAJI UMU. Bech BOIIPOC B TOM, YTOOBI MOXKHO ObLIO HAMTU OOBEKT,
KOTOPBIA BaM HY’K€H, U BBI3BaTh €r0 COOTBETCTBYIOIIUN KOMIIOHEHT. ECTh HECKOIBKO
OCHOBHBIX CIIOCOOOB TTOUCKA 0OHEKTOB, KOTOPHIE HE ABJIAIOTCS JIOKAIbHBIMU /JIT CKPHUII-
Ta, WIK 00BEKTOB, K KOTOPBIM IIPUKPEIUIEHBI CKPHUIITHI.

Mouck Apyrux o6nvexros

[1epBHIii ¥ CaMbIi TPOCTO CIIOCO6 HAXOAUTH APYTHre 06HEKTH U paboTaTh ¢ HUMHU
3aK/II04YaeTcs B UCIONb30BAHNUU peZlakTopa. Co3zaB II06aIbHyI0 IepeMeHHYI0 THIIa
GameObject Ha ypOBHe Kjlacca, Bbl MOXKETE MEPETANUTh HYKHBIH 0OBEKT HAa KOM-
IIOHEeHT CKpPUIITa Ha raHenu Inspector. Peanu3yroniuii 5To KOz BBIIIAAUT CIEAYIOUM
obpazom:

// KoMmMeHTapuy njs npuMmepa

public class SomeClassScript: MonoBehaviour

{

// D2TO WUIPOBOM OOBEKT, KOTOPBEIM BaM HYXEH
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public GameObject objectYouWant;
// KoMmMeHTapuy njd npuMmepa
void Start () ({}

[Mocste TOTO KaK BbI IPUKPENWIN CKPUIIT K UTPOBOMY OOBEKTY, Bbl YBUAUTE Ha MaHEeIN
Inspector cBoiicTBo Moz HazBaHueM Object You Want (puc. 8.3). [Tepetamute 060t
UT'POBO¥ 06BEKT HA 3TO CBOMCTBO, YTOOBI CKPUIIT MOT MOJIYYUThH K HEMY OCTVII.

MepeTawmTe ciofia HY>KHbI Bam UTPOBOI OOBEKT

v « ¥ Some Script (Script) i
Script SomeScript (o}
Object You Want [None (Game Object)— | ©

Puc. 8.3. Ceovicteo Object You Want Ha naHenu Inspector

Jlpyroii criocob HalTh UTPOBOM OOBEKT 3aKJIFOUAETCS B UCITONb30BAaHUU OZHOTO

u3 MeTozoB Find () . Kak mpaBmIo, eciv BBl XOTUTE, YTOOBI y pa3paboTyrka 6buia BO3-
MOXHOCTb ITOAKIIOUUTh OOBEKT, WM €CJIU 3TO HEOOs3aTeNbHO, BaM HY>KHO BBITIOTHATD
coeIHEHUe ¢ OMOIIbIo TaHeu Inspector. Eciu oTcoeuHeHMe IPUBEZET K HepaboTo-
CIIOCOOHOCTH UT'PBI, UCIOAb3YITe MeToZ Find () . CylnecTByeT TpX OCHOBHEIX cliocoba
IIOMCKa 06BEeKTa C IIOMOIIBIO CKPUIITA: [10 UMEHH, TETY U THUILY.

[TepBbIii crt0COH — TOUCK IO UMeHU 06bekTa. ViMs 06'beKTa — 3TO TO, KaK OH Ha3bIBa-
erca Ha na"enu Hierarchy. Eciiu BB nileTe 06'beKT 107 HazBaHueM Cube, Koz OyzeT
BHIIVIIZIETH CJIEAYIOMINM 06pa3oM:

// KoMmmeHTapuil mjsg npuMepa
public class SomeClassScript: MonoBehaviour
{
// 3TO UTPOBOM OOBEKT, KOTOPHIM BaM HyXeH
private GameObject target; // OBparTure BHMMaHME, YTO [IOJIO HE HYXHO
//OBHTb NyOIMUHBIM [PY MCHOJB30BaHuM MerTona Find
// KoMmMeHTapui mjsa npuMmepa
void Start ()
{
target = GameObject.Find ("Cube") ;

HezocTaTok 3TOro MeTozia B TOM, YTO OH JIMIIb BO3BpallaeT [1epBbIi HallJeHHEbI dJ1e-
MEHT C TaKUM UMeHeM. Eciii y Bac ecTh HECKOIBKO OObEKTOB ¢ MMeHeM Cube, BB
He OyzeTe TOYHO 3HATh, KAKOM U3 HUX OKAXKETCA B IEPEMEHHOH target.
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COBET

APpdeKTHBHOCTL NOUCKA

NmenTe B BMAyY, 4TOo MeTof Find () CHWXaET BbICTPOAENCTBUE, TaK KaK OH NPOBEPSAET KaXKabli
WUIpPOBOM OGBLEKT B CLIEHE, NOKa He HanaeT coBnageHue. Ha o4eHb 60/bLUMX CLEHaX Konnye-
CTBO BPEMEHMU, KOTOPOE 3aTpayMBaET STOT METO/, MOXKET Bbl3BaTb 3aMETHOE NaJeHMe YacTo-
Tbl KagpoB B urpe. *enatenbHo He ncnonb3oBaTh MeToa Find (), ecnv Bbl MOXKeETe U3bexaTb
3T0ro. OgHaKo eCcTb MHOIO CUTyaLMi, KOrAa OH HEO6X0AMM. B TaKmx ciyvasix 04eHb NonesHo
BbI3blBaTb 3TOT METOA BHYTPU MeToAa Start () U CoOXpaHATb pe3ynbTaTbl MOMCKa B NepeMeH-
HOW ANst UICNOb30BaHUA B ByayleM, 4TOObl CBECTU K MUHUMYMY YLLLep6 GbICTPOAENCTBUIO.

Jlpyroii cioco6 HalTH 06'BEKT — ITOUCK IO Tery. Ter 06beKTa OueHb OXOXK Ha ero CIoH
(MBI roBOpHIM 06 3TOM paHee). Pa3HuIa TONBKO B ceMaHTHKe. CI0i UCIONb3yeTCs A

IIMPOKOT'O CIIEKTPA B3aUMOZEHCTBUI, a TETW — TOJIBKO i1 6a30BOI HAEHTUDUKAIIVH.

Jlia co3zanusA TeroB npuMeHseTcs MHCTpyMeHT Tag Manager, I0CTYTIHBIN € TIOMOIIIbIO

komaHze! MeHio Edit = Project Settings = Tags & Layers. Ha puc. 8.4 mokasaHo, kak

Z06aBUTH HOBBIH TeT ¢ IOMoLIbio nHCTpyMeHTa Tag Manager.

HaxmuTe 3Ty KHOMKY

© Inspector

@ Tags & Layers -

V1ﬁgs \\
[Tag 0 MyNewTag | \

New Tag Name MyNewTag| k=

Save ]

P Sorting Layers
P Layers

Puc. 8.4. lo6aBneHne HOBOro Tera

[Mocste co3fiaHms Tera MOXKHO IPUMEHUTD €T0 K 0OBEKTY, UCIIOb3Ys PACKPHIBAIOIIUNCS
CIIMCOK TeroB Ha maHenu Inspector (puc. 8.5).

[ © Inspector NI =)
[Cube | [ static v
ITag [(Untagged %]ILayer Default $
YA Tr Y Untagged @ =t %
Position Respawn :] Z\0
Rotation Finish :] Z|0
Scale A | |z[1
f—— EditorOnly
>l cu A o X
—M MainCamera =
S Player Q%
v o M Ce GameController o %
Script | MyNewTag | e
o C Add Tag... @ =
» S| STA —

Puc. 8.5. BbiGop Tera
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Kor‘z{a TEer Z[O6aB]IeH K 06’LeKTy, BBI MOXKETE HaﬁTH €r'o C IIOMOILIbIO MEeTOoZa
FindWithTag ():
// KoMMeHTapuil mjd npuMepa

public class SomeClassScript: MonoBehaviour
{
// 2TO MUIPOBOM OOBEKT, KOTOPHIM BaM HyXeH
private GameObject target;
// KoMMeHTapui mjia npuMepa
void Start ()
{
target = GameObject.FindWithTag ("MyNewTag") ;

EcTb u gpyrue meTozbel Find (), HO pacCMOTPEHHBIX 37leCh BAPUAHTOB JO/DKHO XBAaTUTh
BaM B GOJIBIIHMHCTBE CUTYaLHIA.

U3meHeHHe KOMNOHEHTOB 00beKToB

Ecnu Yy BacC €CThb CChbLJIKAa Ha ,leyl"OfI O6'I)€KT, TO pa60Ta C €I'0 KOMIIOHE€HTaMU BBIIIO/THAET-
CA IIOYTH TOYHO TakK Ke, KaK 1 C JIOKaJIbHbBIMW KOMIIOHEHTaMH. E,ZLI/IHCTBCHHOC OT/IM4YHne
COCTOMT B TOM, YTO TE€II€Pb BMECTO IIPOCTOI'O HallMCaHUA UMEHH KOMIIOHEHTAa BaM HYX-
HO 3ammrcaThb IIEPEMEHHYIO o0beKTa U TOYKY IIepea HUM, HallpuMeEp TaK:

//IoCcTyn K JIOKaJIbHOMYy KOMIIOHEHTY — HE TO

transform.Translate (0, 0, 0);

//IocTyn K LejleBOMy OOBeKTy — TO, 4YTO Hamo

targetObject.transform.Translate (0, 0, 0);

MPAKTUKYM

BbinonHute cnegytoume AencTBuUs, YToO6bl Mpeobpa3oBaTth LEe/IEBOM 0OGBLEKT C NOMOLLbIO
CKpunTa.

NMpeobpazoBaHue LEeAeBOro o6bexKra

1. CospanTe HOBbIM NPOEKT UK cLeHy. [lo6aBbTe Ha CLieHY Ky6 U MOMECTUTE ero
B MO31LMIO ¢ KoopamHatamu (0, —1, 0).

2. Co3spavite HOBbIM CKPUNT M NnpucBomnTe eMy umsa TargetCubeScript. MNepeTtawmte
ero Ha o6beKT Main Camera. B pegaktope Visual Studio BBeauTe cneayounin Koa
B ckpunt TargetCubeScript:

//VTpoBOM OOBEKT, K KOTOPOMYy BaM HyXeH HOCTYII
private GameObject target;
// KoMmMeHTapuil mjd npuMepa
void Start ()
{
target = GameObject.Find ("Cube") ;
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void Update ()

{
target.transform.Translate(.05f, 0f, 0f);
target.transform.Rotate (0f, Of, 1f);
target.transform.localScale = new Vector3(l.5f, 1.5f, 1.5f);

3. CoxpaHuTe CKPUMT M 3anycTuTe cleHy. O6paTuTe BHUMaHKWE, YTO Ky6 ABUKETCS
MO OKPY>XHOCTK, HECMOTPS Ha TO YTO CKPUMT MpMKpenieH K o6bekTy Main Camera.

Pe3iome

B aTOoM 9ace MBI IOITIy0O:Ke IOIPY3WINCh B HCCIeZ0BaHKEe CKPUIITOB Ha ABKKe Unity.
BBl y3HAIH BCe O METOAAX Y U3YYWIN HEKOTOPEIE CIIOCOOBI, KOTOPBIMY MOXKHO HAIlU-
caTb COOCTBEHHBIN MeToZ. MBI TakKe opaboTalu ¢ BBOZOM JAAHHBIX CO CTOPOHBI UT'PO-
Ka C TOMOII[BIO KJIABUATYPHI ¥ MBIIIN. MBI U3YUIIH, KaK U3MEHATb KOMIIOHEHTHI 00BbEK-
Ta C TIOMOIIBIO CKPUIITOB, & B KOHIIE Yaca BBl Y3HaJIM, KaK UCKaTh U B3aUMO/I€ICTBOBATD
C IPYTUMU OO'bEKTaMH UTP C TIOMOIIBIO CKPUIITOB.

Bonpocbl U oTBEeTbI

Bonpoc: KaK noHsiTb, CKOJIbKO METO/I0B noTpe6yeTca ans 3agayn?

OTBeT: MEeTo/ AOMKEH BhIMONHUTL OfHY KOPOTKYIO GYHKLUMIO. M710X0 MMETb CIIULIKOM
Masio METO/0B C 60/bLIMM KOMYECTBOM KOAa, MOCKOMbKY KaM bl MeTof
B TAKOM CJly4ae 6yeT peann30BbiBaTh HECKOMbKO 3aaad. C Apyroi cTopo-
Hbl, HE/Tb39 UMETb C/IMLIKOM MHOIO MEJIKUX METOAO0B, MOTOMY YTO 3TO CBOAMT
Ha HEeT camy 1aeto Mody/IbHOCTH 6I0KOB Koga. Ecnv Ana Kaxaoro npotecca
UCMONb3YeTCs CBOM CneLMpuIecKnin METoa — Y Bac UX AOCTaTOYHO.

Bonpoc: MoyemMy mMbl He nopa6oTanu No6oblue ¢ reMmnagaMu B 3ToM yace?

OTBert: [lpob6nema renmnagoB 3aKoHaeTcs B TOM, YTO BCE OHU YHWKaNbHbI. Kpome
TOro, pasnMyHble onepaumoHHble CUCTEMbl 06pabaTbiBalOT UX MO-pa3HOMY. Mbl
He paccMaTpuBann Mx NoapPo6HO B 3TOM Yace, TaK KaK OHM CAMLWKOM pa3Ho06-
pa3Hbl, U 06CYK/AEHNE pasHbIX BUAOB HaPYLLIMT NOCNEeA0BaTENbHOCTb MU3YYEHUS
MaTtepuana. (Kpome Toro, He y BCex ecTb remmnagbil.)

Bonpoc: Kaxpablit 1M KOMMNOHEHT MOXHO OTPeAaKTUPOBaTb C MOMOLLbIO CKpunTa?

OTBeT: [la, N0 KpanHen Mepe, BCe BCTPOEHHbIE KOMMOHEHTHI.
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Cemuuap

YaenuTe HEKOTOPOE BpeMst IPopabOoTKe IIPUBEAEHHBIX HIKE BOIIPOCOB, YTOObI YOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHaJl.

KOHTpPOABHBbIE BONPOCHI

1. BepHO WK HET: METO/bl MOXKHO TaKXKe Ha3bIBaTh GpyHKIUAMU.
2. BepHo wiu HeT: He y KaXKJJ0TO MeTo/la OIlpe/iesieH THUIl BO3BpalllaeMoro 3HaueHu .
3. Tlouemy 1UIOXO 33laBaTh JEMCTBUS UT'POKA HA OT/ebHBIE KHOIIKU?

4. B nmpakTHKyMax, Kacarolluxcs paboThl ¢ TOKaIbHBIMHU U II€N€BHIMU KOMIIOHEHTA-
MU, Kyb IepeMelaics BAOIb ITOJOKUTETbHOTO HAIIPABIEHHUA OCH X U BpaIlajca
BZIOJb OcH 2. [Ipy 5TOM Ky6 IepeMelacs o OOJIbIION OKpYKHOCTH. [Toyemy?

OTBeTbI
1. BepHo.

2. Hert. ¥ xaxz0ro MeToZia eCTh TUIl BO3BpalllaeMoro 3HadeHus. Eciu MeToz HU4Yero
He BO3BpaljaeT, To TUI — void.

3. Ecsu BBI conocTaBuTe eHCTBUA UTPOKA C KOHKPETHBIMU KJIaBUIIaMU, y UTDOKOB
6yZyT Mpo6JIEMEI C TepeHa3HaYeHUEM JIEMEHTOB YIIPaBIeHUs 10 CBOU IIpeJ-
nmoyTeHusA. Ecu ycTaHOBUTH yIIpaBiieHHe Ha OOLIve OCH, UTPOKU CMOTYT JIETKO
3a/1aTh, KaKye KJIaBUIIM OyAyT YIPABIATb STUMU OCIMH.

4. Tpeobpa3oBaHue MPOUCXOAUT B JIOKAJIHHON CUCTEMe KOOPAUHAT (CM. Yac 2).
TaxumM o6pasoM, Kyb IepeZBUraeTcs BAOb IOJIOKUTEIBHOTO HAlIPAaBIeHUA OCH X.
Ho cama ock npy 3TOM II0OBOpauMBaEeTCA U B KaXK/bli MOMEHT BpeMeHU Hallpas-
JIeHa B Pa3Hble CTOPOHBI.

YnpaxHenue

BbLUIO GBI XOPOIIO O6BEJUHUTD BCE YPOKU OZHOTO Yaca BMECTe, YTOObI YBUIETh UX PaboOTy
JULSL JTydIlero IOHUMaHUA. B 5TOM yIpaXHeHUH Bbl HAalUIIETe CKPUIITHI, KOTOPBIE IT03BO-

JIAT UT'POKY YIIPaBJIATh UT'POBEIM OOBbEKTOM. BBI MOXKeTe HaiTH pellleHre 3TOTo yIpakHe-
HUA B IPWIOXKEHHEBIX K KHUTe daiiiax mpuMepoB I daca 8, ecy IoTpedyercs.

1. CoszaiiTe HOBBIH MTPOEKT WU clieHy. [JobaBbTe Ha CIieHY Ky0 U IIOMECTUTE €ro
B ro3uruio ¢ koopaunatamu (0, 0, —5).

2. CoszaiiTe HOBYIO MATIKy C Ha3BaHWEM Scripts ¥ HOBBIM CKPUIIT 10/l Ha3BaHUEM
CubeControlScript. [IprcoeJUHNUTE CKPUIIT K KyOY.
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3. IlompobyiiTe 106aBUTH B CKPUTIT cileAytoiine GyHkuuu. Eciu Be 3atizieTe
B TYIIUK, HaliJIUTe pelleHre B ¢paiiax MpuMeposB.

» Bcskuil pas, Korzja UIPOK HaKMMaeT KJIaBUILY «— WK —, Ky0 JOIKeH mepe-
MENIAThCs BAOJb OCH X B OTPULIATENIbHOM WX TIOJIOKUTEIBHOM HarpasJie-
HUH COOTBETCTBEHHO. BCAKMIA pas, KOra HIPOK HAXKHIMAeT KIapumy | mim
T, Ky6 HO/IKeH MepeMelaThCs BAOJb OCH Z B OTPHIATETBHOM HIIH HONOXKH-
TeJIbHOM HaTpaBJIeHUH COOTBETCTBEHHO.

» Korza urpok nepemMeniaeT MbIIb BAOJIb OCH Y, KaMepa J0/DKHa I0BOPaYu-
BaThCs BOKPYT OCH X. Korza Urpok IepemenaeT MBIIIb BAOJb OCH X, Ky0
JIOJKEH TI0BOPauYMBaThCA BOKPYT OCH Y.

» Korza urpok Ha)xuMmaeT KJIaBuuly M, Ky6 JO/DKeH yABOUTHCA B pa3Mepax.
[Ipy MOBTOPHOM HaXaTUU Ky0 JOKEH BEPHYTHCA K CBOEMY MEpPBOHAYAIb-
HoMy pasMmepy. KiaBuma M TakuM 06pa3oM UIpaeT pojib MepeKIodaTessa
MeX/ly pasMepaMu Kyba.




9-M YAC
CTOANKHOBEHMA

YT1o Bbl y3HaeTe B 3TOM yace

» OcHOBbI paboThl C TBEPALIMWU TENAMM
» KaKk ucnonb3oBaTb Konnangepsol
» Kak ncnonb3oBaTb CKPUMTbI C TPUITEPAMM

» KaK 1ucnosib3oBaTb PeENKaCTUHT

B aTOM Yace BbI Hay4yuTECh pabOTATh C CAMOW PaCcpOCTPaHEHHON PpU3NIECKON KOHIIET-
Lyel B BUZieonrpax: CTOIKHOBeHUAMHU. CTOJIKHOBEHUE, F'OBOPS IIPOCTHIM A3bIKOM, —
9TO OIpeZieJIeHre TOT0, KOT/Zla TPaHUIla OHOTO OOBEKTA BCTYIAET B KOHTAKT C APYTUM
06beKTOM. MBI HAYHEM C TOTO, YTO y3HAEM, UTO TAKOE «TBEPABIE Tela» U B YEM UX IOJb-
3a /714 Hac. [Tocsie 3TOro MBI TOSKCIEPUMEHTHPYEM C MOILTHBIMU BCTpOeHHbIMU B Unity
dusnyeckumu ABmKKaMu Box2D u PhysX. 3aTeM MBI IOTpeHUpyeMcs 60jiee TOHKO
YIPaBJIATh CTOJIKHOBEHUAMHU B COYETaHUM C TPUTTepaMU. B KoHIle yaca MBI HAyYUMCA
KCIIOJIb30BaTh PEHKACTUHT i OOHAPYKEHUS CTOJIKHOBEHUH.

TBepable Tena

YTo6BI 06BEKTH MOIJIM B3aMMOZIEMCTBOBATh C BCTPOEHHBIMU B Unity ¢puandecKu-

MM ABHKKaMU, Y HUX JOJDKEH OBITh KOMITOHEHT 1o/ HazBaHueM Rigidbody (TBepzaoe
Teno). JlobaBnenue kommnoHeHTa Rigidbody mo3BosisieT 06bEKTY BecTu cebst Kak peaib-
HBIM usnvecKuii mpeamMeT. YTo6wI 106aBUTHh KoMIOHeHT Rigidbody, BbimennTe HyX-
HBIM 06BEKT (YOeAUTeCh, YTO BBl BRIOMpaeTe BapruaHT 6e3 MpUMIHCKU «2D») U BEIOEpUTE
komangy Component = Physics = Rigidbody.

Hossr#i kommioneHT Rigidbody 6yzeT 1o6aBieH k 06beKTy Ha aHenu Inspector
(cm. puc. 9.1).
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¥ % Rigidbody @ = %
Mass 1
Drag 0
Angular Drag 0.05
Use Gravity
Is Kinematic 0
Interpolate [ None ™
Collision Detecti [ Discrete 2]
» Constraints

Puc. 9.1. KomnoHeHT Rigidbody

KommnonenT Rigidbody nmMeeT HECKOIBKO CBOCTB, C KOTOPBIMH MBI paHee He BCTpeya-
sichk. OHU omnucaHbl B Tabmuiie 9.1.

TABA. 9.1. CBoicTBa KomnoHeHTa Rigidbody

CBOMCTBO OnucaHue

Mass 3apaeT maccy 06beKTa B MPOM3BOSbHbIX eanHULax. Mcnonb3ynte
COOTHoLWeHKe «1 eamHuua = 1 Kr», €CNu HEeT pa3yMHOM MPUYUHbI
nenatb MHade. [1na nepemelleHunss 6onee Taxenoro o6beKra
notpebyetcs 606nbluas cuna

Drag Onpenensiet BENMYMHY COMPOTUBEHUS BO3AyXa, MPUMEHSEMOrO

K 0OBbEKTY Npu ero nepemelleHm. BoiCOKoe 3HayeHne conpo-
TUBNIEHUSI O3HAYAET, YTO /15 NEPEMELLEHNS 06beKTa TpebyeTcs
6onbliee ycunne, a oCTaHOBKa 0GbEKTa NPOUCXOANT BbiCTpee.
Ecnu 3HavyeHne napametpa Drag paBHO O, TO CONpoTUBAEHUE
BO3AyXa He NpuMeHseTcs

Angular Drag

AHaNOrMyHo ¢ NpeabIayLUM NapaMeTpoMm, onpeaenser ConpoTuBa-
NeHne BO3ayxa, NpMMEHsieMoe Npw BpalleHuu Tena

Use Gravity

OnpegenseT, 6yaet v ABMMOK Unity NnpMMeHATb K 3TOMY OObEKTY
pacyeTbl rpaBuTaLun. paBUTaLMS BIUSET Ha OOBHEKT B BOSbLLEN
WY MeHbLLEN CTeNeHN, B 3aBUCMMOCTHM OT €ro ConpoTUBIIEHUS

Is Kinematic

Mo3BoNAET BaM CaMOCTOSTENbHO KOHTPOIMPOBATb NepemelleHme
TBepAoro Tena. Ecnn o6bEKT KUHEMATUYECKUIA, OH He ByaeT 3aBu-
CETb OT MPUMEHEHHbIX K HEMY CUJ

Interpolate

OnpepenseT, crinaKnBaeTcs N ABUKEHME 06beKTa U KakuMm
MMEHHO 06pa3om. 1o ymon4aHMio 3TO CBOMCTBO OTK/TOYEHO —
nMeeT 3HadyeHne None. B cnydae ¢ MHTepnonsauuen, crnaxumBaHue
BbIMOMHAETCS B 3aBMCMMOCTH OT NpeAbIAyLEero Kagpa, a ¢ akcTpa-
nonsiunen — B 3aBMCHMMOCTM OT CNeaytoLlero npeanonaraeMmoro
Kagpa. PekomeHayeTcs BKIOYATb 3Ty OMNUMIO, TOSIbKO €Cv Bbl
3amMeyaeTe 3aePKKU UK PbIBKK, @ BaM HYXKHO, YTOObI BallK
PU3nyeckne 06bLEKTLI ABUTannCh NniaBHO
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Collision OnpegensieT, Kak paccyMTbiBaeTCcs CTOJIKHOBeHKe. 1o ymonya-
Detection HUIO BblGpaH pexxunm Discrete (AMCKpETHOE), M OH onpeaenserT,
KaK 06BbEKTbl NPOBEPSAOTCA APYr OTHOCUTENbHO Apyra. BapuaHT
Continuous (HenpepbiBHOE) MOXET OKa3aTbCH MNONE3HbIM, ECN

y Bac BO3HUKIIM NpobaemMbl Npu 06HapPY>KEHWUU CTOIKHOBEHWUN

C 04YeHb ObICTPbIMKM 06bEKTamMU. UMeWTe B BUAY, HTO BbIOGOP PeXHU-
Ma Continuous MOXeT CUNbHO CKa3aTbCs Ha NPOM3BOANUTENIbHO-
ctu. Pexxnm Continuous Dynamic ncnonb3yeT AUCKPeTHOEe 06Ha-
PY*KEHWE NPU CTOIKHOBEHUU C APYrMMM IUCKPETHBIMU 06 bEKTAMM
W HENpepbIBHOE OGHaPYXEHWE 151 BCEX OCTallbHbIX

Constraints OnpegenseT orpaHUYeHUs BUKEHNUS, KOTOPbIE TBEPJOE TENo
HaKnaablBaeT Ha 06bEKT. [10 yMONYaHMio 3T OrpaHuyeHus
OTKJIIOYEHbI. 3aMOpPaXKMBaHUE MO3ULIMK OCKU He NO3BONAET 06b-
€KTy NnepemeLlaTbCcs BO0/b 3TOM OCK, @ 3aMOPO3Ka BpalleHns
He No3Bo/AeT 06bEKTY BpallaTbCa BOKPYr 3TOM OCH

MPAKTUKYM

BbinonHute cnegytolme OeNCTBUSA, YTOObI YBUAETb, KaK paboTatoT TBepAbIE Tena.

HUcnonb3oBaHUue TBEPAbIX TEA

1. CospanTe HOBbIM NPOEKT UK cLeHy. [lobaBbTe Ha CLeHY Ky6 U NOMECTUTE ero
B MO31LMIO ¢ KoopanHatamu (0, 1, —5).

3anyctuTe cueHy. O6paTnTe BHUMaHKe, Kak Kyb nnaBaeT nepes KaMepon.

3. [ob6aBbTe Ky6y KomnoHeHT Rigidbody (ana atoro Bei6epute KomaHay Component =
Physics = Rigidbody).

4. 3anyctute cueHy. O6paTuTe BHUMaHWeE, YTO Tenepb 06bLEKT NajaeT Noa AeNCTBUEM
CUNbI TAXXECTH.

5. loakcnepuMeHTUpyiTe co ceoncTtBamu Drag n Constraints v oLeHUTe UX BIUSHUE.

AxTuBauua CTOANKHOBEHMM

Temepb, KOrja y Bac eCTh ABIKYIIUECT OOBEKTEI, I0pa HAYYUTh UX BPe3aThCs APYT

B ipyra. YTOObI 0OBEKT MOT OOHAPYKUBATh CTONKHOBEHUE, €My HY)KE€H KOMIOHEHT
Collider. Collider — 3To KOHTYp, KOTOPEIi TIPOEKTUPYETCA BOKPYT 06bEKTa U 0OHApY-
JKMBaeT ToNaZlaHye APYTUX 0OBEKTOB BHYTPh HETO.

Konnanaepbi

TeoMeTpuyeckre 0OBEKTHI, TaKHe KaK chepbl, KarCy/ibl U KyObl, y2Ke UMEIOT BCTPOEH-
HBIN KOJUTaiiziep cpasy pH CO3aHUM. Bl MoxKeTe 06aBUTh 3TOT KOMIIOHEHT 0OBEKTY,
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KOTOPHI M3HAYaJIbHO He UMeJl ero, BIOpaB koMaHzy Component = Physics, a 3aTem
bopmy Komnaiiziepa, KoTopas BaM HykHa. Ha puc. 9.2 nmokasaHsl pasindHbe GOpPMbI
KoJUtaiiziepa, OCTYIIHEIE BaM.

Component  Project Window Help
Add... Ctrl+Shift+A
Mesh >
Effects IR~
Physics > Rigidbody
Physics 2D > Character Controller
Navigation > | BoxColiider
Audio 2 Sphere Collider
ideo % Capsule Collider
fendetmg 2 Mesh Collider
[demap > | Wheel Collider
Layout % Terrain Collider
Playables >
AR 3 Cloth
Miscellaneous > Hinge Joint
Analytics > Fixed Joint
Scripts > Spring Joint
Event > Character Joint
Network > Configurable Joint
XR 4 Constant Force
ul > i

Puc. 9.2. [loctynHble dopMbl Konnanaepa

ITocse Toro kak BB 00aBWIN KojUTaiep, Ha naHenu Inspector OABUTCA COOTBET-
CTBYIOIIUM 0ObeKT. B Tabsuie 9.2 onvicaHbl CBOMCTBA Koyutakgepa. Eciu koyutaiigep
umeeT GopMy chepbl WU KaIlCyJIbl, Y HETO MOTYT OBITh ZIOMIOJHUTENbHBIE CBOHCTBA,
nanpumep Radius. [Tonqo6HbIe TeOMETPUYECKHE CBONCTBA BeAYT cebsI TakK, KaK CIefyeT
U3 UX HAa3BaHUA.
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TABA. 9.2. CBoncTtBa KomnoHeHTa Collider

CBOICTBO OnucaHue

Edit Collider Mo3Bonaer Bam rpaduryecKkn HacTpamBaTb pa3mep Konnavaepa
(a B HEKOTOpBbIX CydYasx n ¢opmy) Ha naHenmn Scene

Is Trigger Onpepensert, aBnaseTcs Konnanaep GU3N4ecKnUm Konnangepom
N TpurrepoM. Mol paccMOTpUM TpUrrepbl 6osee Nnogpo6HO
no3e B 9TOM Yace

Material [o3BonseT NPUMEHSATb K 06beKTaM GU3NYECKNE MaTepura-

Nbl, YTOGbI peAaKTMpoBaTb TaKMM 06Pa30M UX NMOBEAEHNE.

Bbl MOXXeTe npuiatb 06bEKTY CBOMCTBA, HanpuMep, AepeBa,
mMeTanna unun pesuHbl. Pu3nka matepuanos 6yaeT paccMoTpeHa
[Janee B 3TOM Yace

Center Onpenenser LeHTpaNbHYIO TOYKY Konnanaepa OTHOCUTENbHO
cofiepallero ero o6beKTa

Size Onpepnenser pasmep Kosnaiaepa

COBET

CAo)XHBbIEe KOMOHUHaUUN KOAaNAepoB

Mcnonb3yst pa3nuyHble GOpMbl KONNanaepoB, Bbl MOXETE AOCTUYb BECbMa UHTEPECHbIX
apdeKToB. Hanpumep, caenas Konnangep Ha Kybe ropasgo 6osblue camoro Kyba, Bbl
MOKeTe AOOUTbCH TOro, YTOObI Ky6 C/IOBHO «1€BUTUPOBAs» Haj NOBEPXHOCTbIO. AHaNormy-
HbIM 06pa30M, UCMOb3YS KoNanaep MeHbLLEro pasmepa, Bbl MOXKETE «MOrpy3uTb» Kyo

B NMOBEPXHOCTb. MK, ecnu Bbl ycTaHOBUTE CHePUYECKUA Konnanaep, To Ky6 CMOXKET KaTaTb-
cA, Kak MsAY. He oTKaxkute cebe B yA0OBONbCTBMU U MOIKCNEPUMEHTUPYITE C Pa3NnyYHbIMU
crnoco6amu co3aaHus Konnanaepos Ans 06bEKTOB.

MPAKTUKYM

HacTtano Bpemsi onpo6oBaTb HEKOTOPbLIE BUbI KOMIAaMAEPOB U MOCMOTPETL, Kak OHW GyayT
B3aMMOAENCTBOBATb MexXAay cobomn. 0693aTelbHO COXPaHUTE 3TO yNparKHEHME, OHO MOHa-
[0o6uTCA Ham No3)Ke B 3TOM Yace. BbimonHuTe cnegyoume aencTBus.

3KcnepuMe|rrb| (] KOMaﬁAepaM"

1. CospaiTe HOBbIM NPOEKT MK cLEeHY. [lobaBbTe Ha CLIEHY ABa Kyba.

2. lNomecTute oanH U3 Ky60B B No3uLKio ¢ koopanHatamu (0, 1, —5) u fo6aBbTe
eMy KomnoHeHT Rigidbody. lMomecTnTe BTOpoi Ky6 B NO3ULIMIO C KOOPAUHATaMu
(0, —1, —5) 1 3aganTe emy macwrtab (4, 0,1, 4) v BpalleHue (0, O, 15). lo6aBbTE
KoMmnoHeHT Rigidbody BTopomy Ky6y, HO copocbTe dnaxok Use Gravity.

3. 3anycTuTe cLieHy 1 06paTUTe BHUMaHUE, Kak BEPXHUIt Ky6 OMyCTUTCSA Ha APYrou,
a 3aTem o6a Ky6a BbinaayT 3a npe/aesibl aKkpaHa.
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4. Tenepb BbIGEPUTE HUMKHUI Ky6 M 3aMOPO3bTE €ro NepeMELLEHNE U BPaLLEHNUE
Mo BCEM TPEM OCAM C MOMOLLbI0 CBOMCTB rpynrbl Constraints.

5. 3anyctute CLeHY M MOCMOTPUTE, KaK BEPXHUIM Ky6 ynaaeT Ha HUXKHUI U OCTaHeTCS
Ha Hewm.

6. Ypanute y BepxHero Kyba konnanaep (LenKHyB NpaBov KHOMKOM MblLM MO KOMMO-
HeHTy Box Collider n Bbi6paB komaHagy Remove Component) n fo6aBbTe chepuye-
CKUM Kofinangep B BEpPXHeEW YacTu Kyba (BblbpaB KomaHagy Component = Physics =
Sphere Collider). 3apaiTte HUxxHeMy Kyby yron BpateHus (0, 0, 350).

7. 3anyctute cueHy. O6patute BHUMaHUe, YTO KOPOOKa CKaTblBAETCH C YKIIOHA, CIOBHO
370 cdepa, a He KyO.

8. [lo3aKcrnepuMEHTUPYITE C pas3nnyHbIMK Konangepamu. byaet 4oBobHO 3a6aBHO no6asno-
BaTbCs C OrpaHUYEHUSMIU HUXKHErOo Ky6a. [NonpobyrTe 3aMOpo3nTb NONOXKEHWUE MO OCU Y
M Pa3MOpPO3UTb BCE OCTanbHOE. MNonpobynte CTONKHYTb KyObl pa3HbiMKU CNOCO6aMM.

COBET

CArOXHbIE KOANaNAEePbI

Bbl, BO3MOXHO, 3amMeTWUN Konnanaep ¢ HadBaHveM Mesh Collider. Mbl He 6yaem roBopuTb
0 HEM OTAENbHO B 3TOM KHUre, TaK KaK caenatb ero TpyaHo, a A0MYCTUTb OLMGKY — Nerko.
B uenom ato Takon konnangep, opma KOTOporo onpeaenserca meweM. Ecnv yectHo, apy-
rve Konnanaepsbl (Kybbl, chepbl 1 T. 4.) TOxKe npeactaBngaot co6on Mesh Collider, Ho mewwmn
y HUX BCTpoeHbl cpady. Mesh Collider no3sonser 4OCTUYb O4EHb TOYHOIO OGHAPYKEHUS
CTONKHOBEHWM, HO CHUMAET NPOMU3BOANTENIbHOCTb. XOPOLLEH NPUBBLIYKON 415 Bac (N0 Kpan-
Hen Mepe, Ha aHHOM aTane ob6yyeHus) ByaeT co3aaBaTb COXHYI0 GOpMy 06beKTa NyTem
MCNob30BaHMSA HECKONbKNX 6a30BbIX Konnanaepos. Ecnv y Bac ecTb, Hanpumep, moaenb
rymaHouzia, Bbl MOXKeTe UCMoNb30BaTb chepbl A/1F FONOBbI U PYK W Kancynbl AN TyN0BMULLA,
PYK M HOT. TakKMM 06pa30M Bbl CAKOHOMMUTE Ha NMPOU3BOAUTENBHOCTH, MO-NPEXKHEMY MONY-
Yyasi BeCbMa TO4HOe O6HapyXeHUe CTONIKHOBEHUMN.

du3nueckue marepmanbl

Qdusnueckue MaTepuaabl MOT'yT OBITH TIIPUMEHEHBI K }(omaﬁ,qepaM O6’beKTOB, YTOOBI Ha/ze-
JINTb UX Pa3IMYHbIMUA (I)I/IBI/I‘IECKI/IMI/I CBOMCTBaMHM. Haan/IMep, BbI MOXKETE HCII0JIb30BAaTh
PpEe3nHY, YTOOBI caenaTtb 00BEKT YIIPpYyTUM, WIN JIE[, YTOOBI cZienaTh ero CKOJIb3KUM. Bhl
MOXKETE Co3/1aBaTh 1 CBOU (1)H31/I‘IGCKI/Ie MaTrepuaJibl 4JId UMUTalIUN HY>KHBIX BaM peaIbHbIX.

B maxkete craHzapTHEIX acceToB Characters ecTb HECKOJIBKO I'OTOBEIX GpU3MUECKUX
MarepuanoB. UToOB IMIIOPTUPOBATH X, BEIOepHTe KOMaHAy MeHIo Assets = Import
Package — Characters. B gzuanorosom okHe Import HaxxmuTe KHonky None, dro-
6B CHATH BEIOOP BCEX ACCETOB, @ 3aTEM IMPOKPYTUTE OKHO BHU3. YCTaHOBUTE ¢uia-
>koK Physics Materials B HI)KHeH 4yacTH OKHa U HOKMUTE KHOTIKY Import. B pesysb-
Tare B IPOEKTe NoABUTCA ramnka Assets\Standard Assets\PhysicsMaterials, B KOTOpOi
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HaxozATca pusnyeckue Matepuansl Bouncy, Ice, Metal, Rubber u Tree (T. e. ynpyruii
MaTepuaJ, jiesl, METaUL, Pe3UHA U IepeBo). YT0OBI cO3aTh HOBBIN (pU3NIECKUI MaTe-

puaJ, IeJKHUTE TPaBOi KHOTIKOW MBIIIIH TI0 TIaTKe Assets Ha maHenu Project u BeiOe-

pute KomaHzy Create = Physic Material unu Create = Physics Material 2D (ecsiu Bb

paboraeTe ¢ AByMepHO# PpUUKOIi, 0 KOTOPOU TOBOPUTCSA B ace 12).

Y kaxzgoro MaTepuaia eCTb Ha60p CBOI‘/JICTB, KOTOpBIE OIIPEAETIAT €ro IIOBEeAEHNE

Ha ¢usuveckoM ypoBHe (puc. 9.3). B Tabnuiie 9.3 onucaHbl 3TH CBO¥CTBA. Bl Morke-

Te IPUMeHNUTh GU3NIECKUl MaTepuas K 0ObeKTY, IlepeTaluB ero u3 nanenu Project

Ha 0OBEKT C KOJUTAIEPOM.

© Inspector |

© Bouncy
N

Dynamic Friction 0.6

Static Friction 0.6

Bounciness 1

Friction Combine [ Average _

Bounce Combine [ Average

Puc. 9.3. CBowicTBa HD13M4eCcKUX MaTepunanon

TABA. 9.3. CBoncTBa GM3NYECKMX MaTepmuanoBs

CBOICTBO

OnucaHue

Dynamic Friction

3apaeT TpeHue, KOTopoe NPUMEHSeTCs, Koraa 06beKT yxe
OBMXKETCH. YemM MeHblue 3HayeHne, Tem 6051ee CKOMb3KMUM
ABNSETCH 0ObEKT

Static Friction

3agaeT TpeHne, KOTOPOoe NMPUMEHSETCS, KOorga 0OBbEKT Haxo-
JIUTCS B HEMOABUMHOM COCTOSIHUWU. YeM MeHblle 3HaYeHune,
TEM Nlyylle CKOMIb3UT 0GbEKT

Bounciness

OnpeaensieT KOIMYECTBO 3HEPIUM, KOTOPOE OOBEKT coxpa-
HSIEeT NMocie CTONKHOBEHMS. [1pn 3Ha4YeHUU 1 06BEKT OTCKa-
KnBaeT 6e3 NoTepu 3HEpPruun, To eCTb OH abCOJIIOTHO Yrpy-
rmn. 3HayveHune O genaet 06bEKT aBCOIOTHO HEYNPYTrUM

1 He NO3BOJISIET OTCKaKMBaTb

Friction Combine

OnpepnensieT, KaKk Bbl4UCNAETCSH TPEHUE ABYX CTANIKMBaIOLMXCS
06BbEKTOB. TPEHNE MOXKET ObITb YCPEAHEHO, MOXKET UCMOJIb30-
BaTbCA HaMMeHbLUee UK Hanbosbllee TPeHUe, a TaKKe npo-
n3BeaeHne 3HaYeHU TPEeHUS

Bounce Combine

Onpepnenset, Kak paccyuTbiBaeTcs ynNpyrocTb A5 ABYyX cTa-
KnBatowmxcss 06beKToB. MOXKET UCNoNb30BaThCs CpeaHee,
HavMeHblUee UK Hanbosbllee 3HaYeHME YNPYrocTH, a TaKKe
NpoOn3BeAEHWE 3HAYEHUI YNPYroCcTH
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OddekTh pusHMUecKOro MaTepraia MOTYT OBITh 6Oslee WM MeHee BhIpaKeHHBIMH,
B 3aBUCHMOCTH OT BalllMX NIPeANoYTeHN. [IonpobyiiTe caMy 1 IOCMOTPUTE, KaKoe
HHTepeCcHOe MOBeZIEHNE ¥ BaC [IOIYIUTCS CO3aTh.

Tpurrepbi

Jlo cux 1mop MbI u3ydany GU3nYecKue KoJUlaliZiepsl, TO eCTh Te, KOTOPbIe B3aMOZeH-
CTBYIOT IIPU NT€peMeLleHUY U BPallleHUH C TIOMOIIbI0 BCTpoeHHOoro B Unity dpusmdecko-
ro AaBrkka. OfHaKo B 4ace 6, co3zaBas «BelnKoNIemHOro TOHIINKa», MBI HCIIOIb30BaII
JpYToii TUT KoJLTakizepa. [IoMHUTe, KaK Urpa oOHapyKUBasa MonaZaHre UTpoka B BOAY
win GUHUILIHYI0 30HY? DTO OBUIO Peaan30BaHO C IOMOLIBIO KoJUIaiiepa-Tpurrepa.
Tpurrep oOHapyXUBaeT CTOJIKHOBEHUE TaK XKe, KaK 1 OOBIYHBIN KoJUIaiziep, HO 3aTeM
OH BBI3BIBAET TP METOZA, KOTOPEIE IIO3BOJIAIOT BaM, TO €CTh IPOIPAMMUCTY, PEIIUTh,
4TO OyZeT Jasblie:

voidOnTriggerEnter (Collider other) // Be3biBaeTCs, KOTOa OOBEKT BXOOUT B TPUTTEP

void OnTriggerStay (Collider other) // BuH3HBaeTCsd, KOTOa OOBEKT HAXOOUTCS BHY TPU
TpUrTEepPa

void OnTriggerExit (Collider other) // Be3mIBaeTcs, Korga OOBEKT IOKUIOAET TPUTTED

Taxkum 06pa3oM BBl MOKETE OTIPEZEIUTh, YTO JOJIKHO IIPOUCXOANTH BCIKUH pas, Koraa
06BEKT BXOAWT B KOJUTAMEp, HAXOAUTCS BHYTPH WIH TIOKUAaeT ero. Hampumep, ecsti BB
XOTHUTE BBIBECTH B KOHCOJIb COOBII[EHHE O TOM, UTO OOBEKT MOMasl B KOHTYP Kyba, BHI MOXKe-
Te 106aBUTh B Ky0 TPUITEP, a 3aTeM IIPUKPENUTD K KyOy CKPHIIT CO CJIEAYVIOIIIM KOZOM:

void OnTriggerEnter (Collider other)

{
print ("Object has entered collider");

Brl MOIM 3aMeTUTh, YTO Y MeTOZA TPUTTepa eCTh IapaMeTp: IepeMeHHasA other Tuma
Collider. DTO cchUIKa Ha OOBEKT, KOTOPBIH MOMazaeT B Tpurrep. VICHomb3ys mepe-
MEHHYIO, BbI MOXKeTe MaHUIIYJINPOBAaTh 0OBHEKTOM, Kak BaM xoueTcsi. Hampumep, Bbl
MOYKeTe U3MEHUTH KOJI, YTOOBI OH BBIBOAWI UMsI 06BEKTa, KOTOPHIH MOTIal B TPUTTED.
Jlyia aTOro BBEAUTE CieAyrolee:

void OnTriggerEnter (Collider other)
{

print (other.gameObject.name + has entered the trigger");

A eciiu coBceM paBOfIL[eTer, BbI MOXETE AAXKE YHUYTOXKUTD 06’beKT, MTOTABIINI B TPUTITED:

void OnTriggerEnter (Collider other)

{
Destroy (other.gameObject) ;
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MPAKTUKYM

Pa6ora c Tpurrepamm

B 3TOM ynpajKHeHWn Mbl CO3AaauM MHTEPAKTUBHYIO CLIEHY C PaGOTaOLMM TPUITEPOM.

1. CospaiTe HOBbIM NPOEKT MK cLEeHY. [lo6aBbTe Ha CLEHY Ky6 1 chepy.

2. lNomecTtute Ky6 B No3uLmio ¢ KoopanuHatamu (=1, 1, —5), a chepy — B No3uLUI0

Cc KoopamHatamu (1, 1, —5).

3. Cospavite gBa ckpunta ¢ uMeHamu TriggerScript 1 MovementScript. lNpukpenute
ckpunt TriggerScript K Ky6y, a MovementScript — K chepe.

4. Brwouute napametp Is Trigger B komnoHeHTe Collider Ky6a. [Jo6aBbTe B chepy

KomnoHeHT Rigidbody 1 c6pocbte dnaxkok Use Gravity.

5. [ob6aBbTe cnegyowmm Kog B MeTog Update () ckpunta MovementScript:

float mX =

Input.GetAxis ("Mouse X")

float mY = Input.GetAxis ("Mouse Y")

transform.Translate (mX, mY,

0);

/ 10;
/ 10;

6. [lo6aBbTe cnegyolmi Kog B ckpunt TriggerScript:

void OnTriggerEnter

{

(Collider other)

print (other.gameObject.name + " has entered the cube");

}

void OnTriggerStay

{

print (other.gameObject.name +

}

void OnTriggerExit

{

(Collider other)

(Collider other)

is still in the cube");

print (other.gameObject.name + " has left the cube");

7. 0693aTenbHO MOMECTUTE 3TOT KOJ HE B METOAbI, @ BHYTPU Kacca, TO ECTb Ha TOM e
YPOBHE, 4TO M MeToAbl Start () nUpdate ().

8. 3anyctute cueHy 1 ybeautech, 4To chepa nepemeLLaeTcs BMECTE C ABUKEHUEM

MblWwn. CTONKHUTE chepy ¢ KYyOOM 1 MPOCMOTpUTE coobLLEHNE Ha KOHCconu. O6paTu-
Te BHMMaHu1e, YTO 06bEKTbl GM3UYECKU HE pearupytoT Apyr Ha Apyra, TeM He MeHee
B3anMMOAENCTBYIOT. M3yuunTe Tabnuuy Ha puc. 9.4 1 goraganvtecb, 0 KaKOM B3anUMO-
NENCTBUU UAET peyb?

CTaTnyHblit
Konnangep

Tsepaoe Teno

Kunematuyeckoe
TBEpAOE TENO

CraTyHbIi
TpurTep-
Konnaiipep

Teepa
TpUrTEp

2 TBEPAOTENbHBIA

TpUrTEp:

CraTnyHbIi
Konnaigep

CTONKHOBEHWE

TpUrTep

TpUrTEp

Teeppoe Teno

cT

Tpurrep

TpuUrrep

TpuUrrep

Kunematunueckoe
TBEpaoe Teno

CTONKHOBEHHWE

Tpurrep

Tpurrep

TpuUrrep

CraTyHbIit
TpUITep-Konnaiaep

TpUrTEp

TpuUrrep

TpUrrep

TpuUrrep

TsepaoTenbHblii
Tpurrep-konnaiaep

TpUrTEp

TpUrTEp

TpUrTep

Tpurrep

TpUrrep

TpUrTEp

Kunematuyeckuii
TBEPAOTENbHbINA
Tpurrep-Konnaiinep

TpUrTep

TpUrTep

TpuUrrep

Tpurrep

Tpurrep

TpuUrrep

Puc. 9.4. MaTtpuua B3aMMOAENCTBUSA Kolnanaepos
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NMPUMEYAHUE

ECAM CTOAKHOBEHMA HE NMPOUCXOAUT

He BCe CKPUMTbI CTONIKHOBEHWS CMOCOGHbLI HA CaMOM [iefle CO3aBaTh CTONIKHOBEHKE.
Ha puc. 9.4 npuBeaeHa maTpuLa, B KOTOPOW YKa3aHo, KaKoe B3auMOAENCTBUE BO3HMKAET
MEX Ay IByMsi 06 bEKTaMMU: CTOSIKHOBEHWE, cpabaTbiBaHWe TPUIrepa Uan Boo6LLE HUKaKOro.

CTaTuyHble Konnanaepbl — 3TO Kofnanaepbl Ha N1to60M UTPOBOM 06bEKTE 6€3 KOMMOHEH-
Ta Rigidbody. OHu cTaHOBSATCS TBEPAbIMM KOMNanaepamu Npu 4o6aBNEeHNM KOMMOHEH-

Ta Rigidbody nnv KnHemaTuyecKMmMuU TBEPALIMU KOTanAepamu, eciiv Bbl JOMONHUTESb-
HO ycTaHoBMTe dnaxoK Is Kinematic. [119 KaxKaoro n3 atux Tpex TMNOB KOMTaiaepoB Bbl
MOXeTe TaKKe YyCTaHOBUTb dnaxoK Is Trigger. UIMEHHO TaK Mbl NoJiy4aem WecCTb TUMOB
KoNnnanaepos, NoKa3aHHbIX Ha puc. 9.4.

PeMKaCTHUHT

PetikacmuHe — 3TO BBICTPeJ BOOOPayKaeMBIM JIYUIOM C IeJIbI0 OIpeZie/IeHUA TOT0, BO UTO
OH normazieT. [IpescTaBbTe, HAIPUMeED, YTO BBI CMOTPUTE B TeJIeCKOIL. Baa o6actsb
BUJMMOCTH — 3TO JIy4, Y BCe, YTO BBl MOXKeTe pa3IAZleTb Ha APyroM KOHIle — 3TO TO,
BO YTO JIy4 nonazaeT. Pa3apaboTYMKU UTP MTOCTOSHHO UCIOIb3YIOT PERKACTHHT I pea-
JIM3aLKY MeXaHUK NpUlleIMBaHuUA, OIpeZieleHrs IPsAMOM BUANMOCTH, OLleHKHU pac-
CTOSIHUA U MHOTOTO Zipyroro. B pezakrope Unity cylecTByeT HeCKOJIBKO MEeTO/OB peii-
KacTuHra. /[Ba Harbosee 9acTo UCIOIb3yeMbBIX IPHUBEZEHHI asee. [IepBhlif MeTO/
pelKacTUHTa BEIVIAAUT CIeYIOUIIM 00pa3oM:

bool Raycast (Vector3 origin, Vector3 direction, float distance, LayerMask
mask) ;

Ob6paryTe BHIMaHUeE, YTO ¥ 9TOI'0 MeTO/a HECKOIBKO ITApaMEeTPOB U /I UX OIpeZee-
HUA UCIOJIb3yeTcd repeMeHHas Vector 3 (¢ Hel BB y»Ke 3HaKOMBI). Vector3 — aTo
THUI IepeMEHHOMN, XPaHAIINHN TPU YUCIA C TUIaBaroIel 3anaToi. OH OTIMYHO TTOAXOAUT
JUIS OTIpeZie/IeHUs KOOPAMHAT X, Y, 2 63 UCIIONb30BaHUs TPEX OTAENbHBIX TIepEMEHHbIX.
[TepBrIif mapameTp, origin, — 3T0 HavanbHadA TOUKa Jy4ya. Bropoii, direction, —
9TO HallpaBJIeHUe JBMKeHUA ayda. TpeTtuii, distance, onpegendaer, kak AaneKo Jyd
6yZeT pacIpoCTPaHATLCS, U HAKOHeL, TapaMeTp ma s k onpezessier, Kakue CJIOU 3a/eBa-
I0TCA JIydoM. BBl MOXKeTe He yKka3blBaTh IapaMeTpsl distance umask. B aToM ciydae
Jiyd OyZEeT MyTelecTBOBaTh 6ECKOHEYHO JaleKO U MTPOXOJUTh MO BCEM CJIOSIM OOBEKTOB.

Kak Yy>Ke YIIOMUHaJIOCh paHee, C IIOMOLIbIO ]Iy‘lefl BbI MOXETE peniaTb MHOT'O 3aZad.
Ecnu xotute OIIpeZIeJINTDb, HaXOAUTCA JIN ‘ITO-HI/IGY,ZLI: Tepes KaMepoﬁ, MOXXHO HCIIOJIB30-
BaTh CKPUIIT CO CJIEAYIOLIUM KOZOM:

void Update ()

{

// BHICTpEJI JIyduOM M3 IOJIOKEHMS KaMepel BIlepen
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if (Physics.Raycast (transform.position, transform.forward, 10))
print ("There is something in front of the cameral!");

Taxoke BBl MOJKETeE 3a/IeHiICTBOBATh 3TOT METOJ, YTOOBI ONIPeAETUTh 06BEKT, C KOTOPHIM
CTOJIKHETCs JIy4. B TakoM ciiydae BaM IOHA0OUTCSA ClIelMaIbHBIN THII IepeMeHHON
1ozl Ha3BaHUeM RaycastHit. Bo MHOruX Bepcusax pelKacTUHTa UCTIOIb3YIOTCA (WIN
He HCIIONb3YI0TCA) MmapaMeTpsl distance u layer mask. CaMblii IPOCTOH cIoco6
TIPUMEHEHUA dTOU BepCUY PeMKaCTHUHTa BBIVIAAUT IPUMEPHO TaK:

bool Raycast (Vector3 origin, Vector3 direction, out Raycast hit, float
distance) ;

BbI, BO3MOXXHO, 3aMETWIH OJNH UHTEPECHBII MOMEHT: 3/IeCh UCIIONb3YETCS HOBOE KITIO-
YeBOe CJIOBO, KOTOPOTO BBl He BUJIENH paHblile: out. OHO 03HayYaeT, 4To, KOIza MeToZ,
BBIIIOJIHAETCS, [TepeMeHHas hit 6yzer copepxath 1060 3a/1eThlil 06beKT. MeToz
3$deKTUBHO MepeaeT 3HaYeHUE HaPYXKYy, KOTza 3To OyzeT caenano. CyTh B TOM, YTO
MeTog Raycast () BO3BpallaeT JOTHYECKYIO IIePEMEHHYI0, KOTOPas YKa3bIBaET,

OBLIO JIM CTONKHOBEHUE ¢ 06beKTOM. Tak Kak MeTOZ He MOXKET BO3BPAIATh /[BE MEpPe-
MEeHHBIE, MOJKHO HCIIOJIb30BATh OUt, YTOOBI MOIYYUTH 60IblIe MHOOPMAIIHUH.

MPAKTUKYM
MoTpenupyemca ¢ Ayuamu

B 3TOM ynpaHeHWn Mbl CO3AaANM UHTEPaKTUBHYIO «CTPENsKY». lporpamma 6yaeT Bbiny-
CKaTb Jlyd U3 Kamepbl M YHUUTOXaTb JIl06ble 06bEKTbI, C KOTOPbIMU OH BCTYMWT B KOHTAKT.
BbinonHuTe cneayoline AencTBUS.

1. Co3saaiTe HOBbIV MPOEKT UKW CLEHY M 06aBLTE Ha CLIEHY YETbIpe ChepbI.

2. lMomectute chepbl B No3nLMKM ¢ KoopauHatamu (-1, 1, -5), (1, 1,5, -5), (-1, -2, 5)
1 (1,5, 0, 0).

3. Cospavite HOBbIM CKPUNT NoA Ha3BaHMeM RaycastScript n npukpenuTe ero K o6bek-
Ty Main Camera. BHyTpn meToga Update () Ans AaHHOro cKpunta jo6aBbTe cle-
LYIOLWMIM KOa:
float dirX = Input.GetAxis ("Mouse X");
float dirY = Input.GetAxis ("Mouse Y");

// ocu mepecTaBJIEHH, Tak KaK BpalleHMEe BOKPYI OCEeN

transform.Rotate (dirY, dirX, O0);
CheckForRaycastHit (); // ommcaHme OaHHOTO MeTOma HOOABMM majee

4. [o6aBbTe B cKpunT MeTog CheckForRaycastHit (). Kog LOMmKEeH HaxoanTbes
BHE MeTo[a, HO BHYTPU Knacca:
void CheckForRaycastHit () {
RaycastHit hit;
if (Physics.Raycast (transform.position, transform.forward, out
hit)) {
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print (hit.collider.gameObject.name + " destroyed!");
Destroy (hit.collider.gameObject) ;

5. 3anycTtuTe cueHy. Y6eamTech, YTo NepeMELLEHNE MbILLW MPUBOAMT K MOBOPOTY Kame-
pbl. [lonpo6ynTe HaLenuTb LIEHTP KaMepbl Ha Kaxayo chepy. O6paTnte BHUMaHKE,
4TO chepbl YHUUTOXKAOTCS, U COO6LEHNE 06 3TOM BbIBOAUTCS B KOHCOJb.

Pe3iome

B aToM Yace BbI y3HaJIU O B3aUMO/IEMCTBUY OObEKTOB Yepe3 CTONKHOBeHMA. CHavaza
MBI U3YYMJIH OCHOBBI QU3UKU U PabOTHI C TBEPABIMU TeIaMH Ha ABIKKe Unity. 3aTeM
MBI Pa306paKCh C PA3TUYHBIMU TUITAMH KOJUIAHAEPOB U CTOJIKHOBEHUI. [Tociie 3To-
T'O BBl Y3HaJIU, YTO CTOJKHOBEHKE — 3TO HE TOJbKO Bpe3aHUe MPeIMETOB APYT B APyTa,
1 opaboTanu ¢ Tpurrepamu. HakoHell, Bb HAyYWIUCh HaXOAUTh OO'hEKTHI, UCTIONb3YSI
peUKaCTHHT.

Bonpocbl U oTBEeThbI

Bonpoc: Bce Mou 06beKTbl JONMKHbI UMeTb KOMNOHeHT Rigidbody?

OTBeT: 37O NONE3HbIN KOMMOHEHT, KOTOPbIM B OCHOBHOM MCMNONb3yeTcsa Ans pusnye-
CKOro B3aMMoJencTeus. Tem He meHee ero Jo6aBNeHne K KaxgoMy 0ObeKTY
MOXET NMPUBECTU K CTPAHHbIM MOCNEACTBUAM U CHUMKEHWUIO NMPOU3BOANTENBHO-
cTU. Jo6aBNATb KOMMOHEHTbI CNeyeT TONbKO TOrAa, Korja B 3TOM NosiBNseTcs
Heo6X0IMMOCTb, @ AEMCTBOBATb MPEBEHTUBHO HE HYXKHO.

Bonpoc: ECTb HECKO/NbKO KOJIaigepoB, KoTopblie Mbl He 06¢cyaunu. NMoyemy?

OTBeT: BO/IbIIMHCTBO KONMaMAepoB IM60 BeayT Ce6s TaK e, KaK Te, KOTOPble Mbl yXKe
06Cyann, 60 3[ECb HE MPUMEHSIOTCS W OMYyLIEeHbl. [JOCTaTOYHO CKasaTb, YTo
B 9TOM KHUIe €CTb BCE, YTO BaM HY)HO 3HaTh, 4TO6bl CO3aBaTh MHTEPECHbIE
Urpsbl.
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Cemuuap

YaenuTe HEKOTOPOE BpeMst IPopabOoTKe IIPUBEAEHHBIX HIKE BOIIPOCOB, YTOObI YOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHaJl.

KOHTpPOABHBbIE BONPOCHI

1. Kaxkoii KOMIIOHEHT HEOOXOANMO IPUMEHUTH K 0O'BEKTY, €CJIN BBl XOTUTE, YTOOBI
OH IIPOABJIAT GU3NIEeCcKUe CBONCTBA, HAIIpUMep Mazain?

2. BepHo Wi HeT: 0OGBEKT MOXKET UMETh TOJNBKO ofiH KoMioHeHT Collider.

3. [lnsa 9ero HyXKeH PeHKaCTUHT?

OTBeThbI
1. KommnosneHnT Rigidbody.

2. Hert. ¥ 06beKTa MOXET ObITb MHOXKECTBO Pa3HBIX KOJUIAWEPOB.

3. HaanMep, YTOOBI OIIpeAeIATh, Ha KaKOM OOBEKT CMOTPHUT KaMepa, Win AJiA
HU3MEPEHUA PACCTOAHUA MEXAY 00bEKTaMHU.

Ynpa>xHeHue

Ceifuac MBI CO3ZlalM MHTEPAKTUBHOE IIPUIOXKEHNE, B KOTOPOM UCIIOIb3yeTCA JBUXKe-
HUe€ U TPUITePHL. YIIpOKHEeHHe TpebyeT, YTOObI BBl TBOPUYECKHU [TOZONUIN K ITOVUCKY pelle-
HUA (IIOTOMY YTO 37lech OHO He IIpe/iCTaBIeHo). Eciiu BBl oka3alnch B TyNIUKE U HYX/a-
eTech B IIOMOIIIH, BBl MOXKETe 00paTUTheA K daiiiaM IpUMepoB i1 daca 9.

1. Co3zaiiTe HOBBII ITPOEKT WIH ClieHy. JJo6aBbTe Ha ClleHY Ky6 1 IOMECTUTE ero
B MIO3UIINIO ¢ KoopanHatamu (-1,5, 0, -5). 3agaiite kyby macitab (0,1, 2, 2)
u mpucBoiite emy ums LTrigger.

2. Tpoxgy6nupyiite Ky6 (IeJKHYB IIPaBOM KHOMKOW MBIIIH 110 KyOy Ha MaHen
Hierarchy u BriGpaB komanay Duplicate). HazoBuTte HOBBIN Ky6 RTrigger
Y TIOMECTUTE €ro B MO3ULHIO ¢ KoopauHaTam# (1,5, 0, -5).

3. llo6aBbTe Ha cileHy cdepy ¥ TOMECTHUTE ee B MO3UIUI0 ¢ koopauHaTamu (0, 0, —-5).
Jlob6asbTe B chepy kommoneHT Rigidbody u c6pockre diaskok Use Gravity.

4. Coszpgaiite ckpunT oz HazBaHueM TriggerScript 1 nprukpenuTe ero k 06eKTaM
LTrigger u RTrigger. Co3zaiite ckpunt 1oz HazBanueMm MotionScript u npuxpe-
UTe €ero K chepe.
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5. Tenepb Ha4dMHaeTCqa caMO€ NHTEPECHOE. Bam HY>XHO CO3ZlaTh B UTpe Cleayrolre
(byHKLII/IOHa]IbHI)Ie BO3MOXHOCTH.

» Urpok Jo/mKeH UMeTh BO3MOXKHOCTD ITepeMenaTh chepy ¢ IOMOIIBIO Kiia-
BUIII CO CTPETKAMU.

» Korza chepa BXOAUT B OAVH U3 TPUITEPOB, IIOKUAET €ro WM OCTAeTCA
B HEM, B KOHCOJIb ZIOJDKHO BBIBOZUTHCA COOTBETCTBYIOIEE COOOIIeHNe: UM
tpurrepa (LTrigger wnu RTrigger) u TWIl B3auMoZeicTBUA (BXOZ, BBIXOZ,
HaxOX/IeHUE BHYTPH).

» B aTOM yIpaXHEHUU eCTh HeOOJIbIIOH II0ABOX, KOTOPBIN BaM IIPUZAETCS
[IPeo0IeTh, YTOObI CIIPABUTHCSA C 3aJa4ek.

Yoaun!
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Urpa BTopan: «lllap xaoca»

YT1o Bbl y3HaeTe B 3TOM yace

» Kak cospatb urpy «lllap xaoca»

» Kak noctpouTb apeHy ansa urpsbl «Lap xaoca»

» Kak co3paTtb 06beKTbl 4ns urpsl «LLllap xaoca»

» Kak cosgatb ynpaBnsiowme o6beKTbl AN urpbl «LLap xaoca»
» Kak mogepHuanpoBatb mrpy «lLlap xaoca»

[Mpumuio BpeMs ellle pa3 BOCIIOIb30BAThHC BCEMU HAKOIUIEHHBIMU 3HAHUAMU U yMe-
HUAMU. B 3TOM Yace MbI co3zazaum urpy «Illap xaoca», KoTopas IpeACTaBIsIET OO0
OBICTPYIO UTPY B apKaZHOM CcTrIe. MBI HAYHEM C U3ydeHUs OCHOBHBIX 3JIEMEHTOB UTPHI.
3areM MBI CO3ZIaZiIM apeHy U UTPOBbIe 00beKTH. Kaxkzplii THI 06beKTa OyzeT YHU-
KaJIBHBIM, CO CBOMMH OCOOBIMU CBOYMCTBAMU CTOJIKHOBEHUA. 3aTeM MBI I0OABUM B UTDY
WHTEPaKTUBHOCTb. B KOHIle 3TOro yaca MbI IIOUTPAEM B HaIly UTPY U BHECEM MeJIKHe
TIONIPABKU 1A YIY4LIeHUs ee pabOTHI.

COBET

3aBeplIEeHHbIN NPOEKT

06513aTeNIbHO U3Y4uTE MaTepMabl 3TOrO Yaca, YToGbl co34aTb NOAHOLEHHbLIA UTPOBOW NPO-
eKT. Ecnu y Bac BO3HUKHYT 3aTpyAHEHWS, HaWAWTe rOTOBbIA BapuaHT Urpbl B dannax npu-
MepoB ansa 4yaca 10. lNpoaHannaupynTte ero, €civ BaM HyXKHa NomolLb Winu BAOXHOBEHME!

NMpoekTuposanue

B yace 6, co3zaBas Urpy «BeMKoenHbIN F'OHIINUK», BbI MHOTOE Y3HAIU O COCTaBIIAIO-
LIUX UTPOBOTO IIpoekTa. Ha TOT pa3 MbI TOTPy3UMCs B HUX CaMU.
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Konuenuuna

DTa urpa B 4eM-To mmoxoxka Ha Pinball wiu Breakout. irpok HaxoguTcs Ha apeHe. Kax-
JIBII U3 YeTHIPEX YIVIOB OKpAIIIeH B CBOM I[BET, a [0 CAMOM apeHe IUIaBaloT YETHIPE
mapa Tex ke 1BeToB. CpeZil HUX — HECKOJIBKO JKEJIThIX, Ha3bIBAEMBIX IIapaMU Xaoca.
VIX 1eJTh 3aKJIF0YAETCS B TOM, YTOOBI IIOMAAAThCS UTPOKY IO/ HOTH U YCJIOKHUTD UTPY.
OHU MeHbIIle, YeM YeThIPe PA3HOIIBETHBIX, HO ABUTAIOTCA ObICTpee. Mrpa mpoucxo-
JIUT Ha TJIOCKOM MOBEPXHOCTH, T/I€ UTPOKU OY/yT MBITATHCSA BBITOJKATH IBETHBIE MIAPHI
B ITPaBWIbHBIE YTJIBL.

MpaBuna

[IpaBuia ONpeENISIOT, KaK UTPaTh, a TAK)KE HAMEKAIOT Ha HEKOTOPhIE CBOMCTBA OObEK-
TOB. [IpaBuia urpsl «Illap xaoca» OyAyT CIEAYIOUAMU.

4 I/IFPOK BBIMI'PBIBAET, KOI'ZIA BCE YETHIPE Iapa HaXOAATCA B IIPAaBUIbHBIX yIJIaX
ApEHBbI. YcnoBusa IIOpaXXE€HUA HET.

» [lonazaHue 1mapa B IPaBUIbHBINA YIoJl IPUBOAUT K UCYE3HOBEHUIO I1apa
Y OTKJIIOYEHUIO OCBEIIeHU.

> Bce 06BEKTH B UT'pe aOCOMIOTHO YIIPYTHE U HE TEPSIOT SHEPTHUU IIPU yAape.

» Hu mapsl, HU UTPOK HE MOTYT MIOKUHYTh apeHy.

TpeboBanusa

TpeboBaHUs 37€Ch KpaliHe MPOCTHL. Vrpa He ABseTCA rpadUuecKy CI0XKHOM, a B CBOeH
IIeHHOCTH /I Pa3BjiedeHus OoJIbllle OMpaeTcs Ha CKPUIITHL U B3auMozgeicTBuA. Tpe-
60BaHMA, IpeabaBiseMble K Urpe «Illap xaoca», 6yAyT CIeAYIOIIMHU.

» OKpy)XeHHas CT€HO! apeHa, Ha KOTOPOI ITPOUCXOAUT Urpa.

> TeKCTypBI AJIs apeHbl U UTPOBBIX 0OBEKTOB. Bce OHU eCTh B CTaHAAPTHEIX acceTax
Unity.

» HeCKOJIBKO IIBETHBIX IIAPOB U LIaphl Xaoca. OHU OyAyT co3zaHel B Unity.
» KoHTposiep nepcoHaxa. Ero BoabMeM B cTaHAApTHEIX acceTax Unity.

» Urposoii meHemxep. OH 6yzeT co3gaH B Unity.

» ®usuueckuii MaTepual s ynpyroro teiaa. OH 6yzeT coszaH B Unity.

» LIBeTHBbIE MHAMKATOPHI i yIIoB. OHU OyZyT co3gaHbl B Unity.

» UurepakTuBHBIE cKpunThl. OHU pa3paboTransl B cpege Visual Studio.
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Apena

I[TepBoe, 4TO BaM MOHAJOOUTCA CO3/aTh, — 3TO 06J1aCTh, I7ie OyAeT IPOUCXOAUTD Jei-
crBHe. TepMUH «apeHa» 3/lecb HaMeKaeT Ha U/el0, YTO YPOBEHb OyzeT HeOOIbIIOro
pasMepa U 3aMKHYThIH. HU UTpoK, HU KaKue-T16o Iaphl He JODKHEI UMeTh BO3MOXK-
HOCTH IIOKUHYTh apeHy. OHa 6yZieT BEIIVIAZETD JOBOJIBHO aCKETHYHO, KaK TOKa3aHO
Ha puc. 10.1.

| Create -| GrAT B -] b | Gizmos ~ | (GrAll

| Directional Light
Plane
Waterd di
» Water4Advanced
¥ Walls
Wwall 2
Wall 1 (1)
wall 1 (2)
Wall 1 (3)

Puc. 10.1. ApeHa

Co3paHue apeHbl

Kax y»xe ylmoMuHamoCch paHee, CO3/IaTh apeHy JIETKO, TaK KaK OHa BeCbMa IPOCTa.
BEITTOTHUTE CIIeAyoIINe AeHCTBUS.

1. CospaiiTe HOBBIM IpOEKT 1oz HazBaHUeM «IIlap xaoca».

2. Bribepure KomaHzy Assets = Import Package u uMIopTUpyiiTe akeTsl
Environment u Characters.

3. [lo6aBbTe Ha ClleHy TUIOCKOCTh (BbIOpaB KomaHAy GameObject = 3D = Plane).
[TomecTHTE TUIOCKOCTH B mo3uIuio ¢ koopauHatamu (0, 0, 0) u 3azaiiTe el mac-
mrab (5, 1, 5).

4. Ypanute xomrnoHeHT Main Camera.

5. Jlo6aBbre Ha clieHy Ky6. [ToMecTHTe ero B MO3ULIMIO ¢ KoopAauHaTamu (25, 1,5,
0) u 3agaiite emy maciurab (1,5, 3, 51). Tenepb Bai Ky6 IpeBpaTUiIcs B G0KOBYIO
CTEHKY Ui apeHbl. [IpucBoiite emy umsa Wall 1.

6. CoxpaHure clieHy 1o/ Ha3BaHueM Main B manky Scenes.
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COBET

Ay6aupoBanue 06beKTOB

Bam HaBepHsiKa MHTEPECHO, NOYEMY Mbl CO31a/In TOSIbKO OfiHY CTEHY, KOrAa Ans apeHbl,
04YEBWAHO, HYXKHO YeTbipe. Maes 3aktovaeTca B TOM, YTOGbI CBECTU K MUHUMYMY U3MULL-
HIOK U YTOMUTENbHYIO PaboTy, HACKOIbKO BO3MOXHO. HYacTo, ecnv BaM TpebyeTcs HECKOb-
KO MOXOXMX OGBbEKTOB, Bbl MOXETE CO34aTb OAMH, a 3aTeM NPoAy6GIMpoBaTh ero. B Hawem
cnyyae Mbl CO3[1aeM OfiHy CTEHY C ONpeaeneHHbIMU MaTepuanamm 1 CBOMCTBaMM, a 3aTeM
caenaem Tpu Konuu. ToT e nNpoLiecc NOBTOPMM A9 YINOBbIX 30H, LWAPOB Xaoca U LBET-
HbIX WapoB. Hagetoch, Ha 3TOM MOMEHTE BaM BWAHO, YTO HEGO/bLLOE NAaHUPOBaHWE NOMO-
KET BaM CIKOHOMMUTb HEMI0X0E KOMMYECTBO BpeMeHU. CTOUT TaKKe OTMETUTb, YTO BECb
3TOT NPOLLECC MOXKHO €elLLe YNPOCTUTb, €CIM UCMOb30BaTh Npedabbl. HO MOCKONbKY KOe-KTo
(He 6yaeM MoKasbiBaTb NanbLEM) 4O CUMX MOP HE pacCcKasasn BaM o npedabax, a caenaet
3TO TO/IbKO B C/ieAylolleM Jyace, cernyac Bbl MOXETE BOCMNOJIb30BaTLCA Ay6/1MPOBaHMEM.

TexcTtypupoBaHue

[Toka HalIla apeHa BBIIAAUT JOBOJBHO CKYYHOM U pecHoi. OHa Bes 6ernas, a u3 06b-
€KTOB — OfIHa-eZIMHCTBEHHAas cTeHa. Ha ciezytoiieM miare Mbl I06aBUM TEKCTYPEI, YTO-
6Bl OKUBUTH ClleHy. Ham HY)XHO TEKCTYpHUPOBATh /[Ba 00bEKTa: CTEHHI U MOJ. [IpobyiiTe
SKCIEPUMEHTUPOBATh C HUMU. BBl MOXXeTe c/ieaTh HeYTO Hosiee MHTEPECHOE, KaK BaM
3aX04eTcs, HO /I Havyasia BhITIOJIHUTE CJIEAYIONTNE JeHCTBUS.

1. CoszaiiTe HOBYIO TIAaTIKy ¢ Ha3BaHueM Materials B kaTasore Assets Ha TaHEU
Project. [Jo6aBbTe B Manky MaTepuas (AJs1 3TOTO MIEJIKHUTE IO Hel MpaBOil KHOTI-
KO MBIIIN U BbIGepuTe KoMaHAy Create = Material). HazoBuTe ero numeHem
Wall.

2. TIpumenure Tekctypy Sand Albedo x matepuany Wall Ha maHenu Inspector. Ber
MOJKETE CZIeJIaTh 3TO IyTeM MEPeTaCKUBAHUA TEKCTYPHI Ha cBoicTBO Albedo win
IIeIKHYB MBIIIBIO IO KPYXKKY psizioM co ciioBoM Albedo Ha nmanenu Inspector
(puc. 10.2).

3. 3agatiTe cBoricTBy Smoothness 3nauenue 0.
4. 3apgatite cBoticTy Tiling i ocu x 3HaueHue 10.

5. HaxaB ¥ yZepXuBast KHOIIKY MbIIIY, TlepeTaniute MaTepuan Wall Ha cTeny
B OKHe ITaHesu Scene.

Tenepb HaM Hy>KHO IOpaboTaTh HaZ MojaoM. B Unity ecTb KpyThle BOAHBIE LIE/IePHI,
Y BbI MOKETE CHOBA MCIIOIb30BATh UX 371€Ch.

1. Ha nanenu Project otkpoiite nanky Standard Assets\ Environment\ Water\
Water4\ Prefabs. ITleperamure accer Water4Advanced Ha ciieHy.

2. TlomecTuTe BoJy B IIeHTpe, B o3uiiuu ¢ koopAauHatamu (0, 0,5, 0).
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© Inspector
wall
Shader [ Standard

Puc. 10.2. Matepuan cTeHbl

Co3paHMe CBepXynpyroro marepuana

YTo6B! 06'bEKTHI OTCKAKUBAIU OT CTEH 6e3 IOTepy SHEPrUY, HaM IIOHAZ0OUTCA CBEPX-
ynpyruii MaTepuai. Eciu Bel moMHUTe, B Unity nMeeTcss HA60p FOTOBBIX GU3NIECKUX
MaTepHuanoB. OZHAKO BCTPOEHHBIH YIPYTHI MaTepHas Bce XKe HeZIOCTaTOYHO YIIPYTUi
JUIA Hallel 3ajauu. TakuM 06pa3oM, HaM NPUZJETCs CO3/jaTh HOBBIN MaTepuasl CIeAyIo-
muM 06pasom.

1. IllenxHUTE IpPaBOK KHOMKOM MBIIIH ITo Ianke Materials 1 BeIGepuTe KOMaHZLY
Create = Physic Material. HazoBuTe MaTepuan SuperBouncy.

2. YcTaHOBUTE CBOMCTBA IS CBEPXYIIPYTOrO MaTepUaa, KaK MOKa3aHo
Ha puc. 10.3. Vzes B ToM, YTOOHI cZiesIaTh APkl aOCOMIOTHO YIIPYTHMU, YTOOBI
OHU He TePsUIH CKOPOCTh IIOCJIE CTOJIKHOBEHUS.

© Inspector

R SuperBouncy

Puc. 10.3. HacTtpoiiku maTtepuana SuperBouncy
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Temeph BbI MOXKETE YCTaHOBUTDb GpU3MUECKUI MaTepran SuperBouncy HemocpeACTBEH-
HO Ha KoJUIalziep Bamiei creHel. OfiHaKoO mpobyieMa B TOM, YTO BaM HY)KHO OyzeT g06a-
BUTH STOT MaTepHaJ Ha BCE CTEHBI, BCE IIaphl ¥ HA UTPOKa. B IpUHIUIIE B 3TOH HUrpe
MaTtepuan SuperBouncy Hy)XeH BCeM CTAIKUBAOMMUMCA 00bekTaM. TaKuM 06pasom,
BbI MOYKETE TIPUMEHHUTD €r0 B Ka4eCTBe MaTepraJa Mo YMOTIAHUIO /IS BCeX KoJumaize-
poB ¢ momoibio maHenu Physics Manager. BeloTHUTE CleAyroliye AeHCTBYA.

1. Bribepute komaHgy Menio Edit = Project Settings = Physics. Ha nanenu
Inspector mosButcs pasgen Physics Manager (puc. 10.4).

2. Bribepure matepuan SuperBouncy B packpsiBarouieMcs crvcke Default Material
(Marepuas 1o yMOJTIaHUIO).

©Inspecor [ A=
@ PhysicsManager o

Gravit: X0 Y -9.81 Z0
I Default Material «£SuperBouncy (o]

Bounce Threshold 2
Sleep Threshold 0.005
Default Contact Offset |0.01

Default Solver Iteratior 6
Default Solver Velocity |1

Puc. 10.4. Naxenb Physics Manager

Ha aToii maHenu Bl TAK)Ke MOXKETe U3MEeHUTDb 6a30Bble TapaMeTpsl GU3NKHU (CTOIKHO-
BeHUe, CWIa TSKEeCTU U Tak fasnee). Ho moka Bo3gepxxuTrech oT urpkl B bproca Becemory-
IIEro U OCTaBbTe GU3MKY TaKOU, KaKas OHA eCTb.

®duHaNbHbIE WITPUXHU APEHbI

Temneps, KOTZIa CTEHBI U 3eMJISI TOTOBHI, BBl MOXKETE 3aKOHYUTD apeHy. MBI mpozena-
JIU cepbe3HyIo paboTy, U Telepb HaM HYKHO JIMIIb TPOAYOIMPOBATh CTEHBI (AJI 3TO-
TO LIeJKHUTE TPaBoii KHOMKOM MbININ Ha aHeau Hierarchy u BoibepuTte KOMaHAy
Duplicate). BeiosiHUTE CieAyronIue JeHCTBUA.

1. OAHOKpATHO MPOAYOIUPYITE CTeHy. [IoMecTUTe HOBBIM 9K3EMIUIAP B MO3ULIUIO
¢ koopauHaTtamu (25, 1,5, 0).

2. Tlpoxy6mupyiiTe cTeHy elne pas. [loMeCTHTe HOBBIM SK3EMIUISIP B TIO3UIUIO
¢ koopauHaTtamu (0, 1,5, 25) u 3azatite emy Bpamenue (0, 90, 0).

3. IIpony6mupyiiTe CTeHy, CO3JaHHYIO Ha 11are 2 (IOBEPHYTYIO) U IOMECTHUTE ee
B Imosunuio ¢ koopguuaramu (0, 1,5, —25).

4. Co3paiiTe mycTOH UTPOBOM 00bEKT 1oz HazBaHueM Walls. YcraHoBuUTE TIOTOXKE-
HUe HOBOTO 06beKTa B mo3ulinio ¢ koopauHaTtamu (0, 0, 0). CrpynmupyiTe YeThI-
pe CTeHBI BHYTPb 9TOI'0 HOBOT'O OO'BEKTA.
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Temepb y Bac Ha apeHe ZIOMKHO OBITh YeThIpe CTEHHI 6€3 KaKUX-THO0 3a30pOB WU IIBOB
(cm. puc. 10.1).

UrpoBbie CYLLHOCTH

B aTOM paszene MBI CO3ZIaIUM Pa3TUYHbIE UTPOBBIE OO'BEKTHI, HEOOXOAUMBIE HAM.
Tak >Xe, KaK ¥ B CJ[y4ae CO CTEHAMU apeHbI, MPOIIe CO3/aTh OAWH dK3EMIUIIP KaXK0T0
00beKTa, a 3aTeM IPOAYOIUPOBATh €TO0.

Urpok

Urpok OyzeT npescTaBieH KOHTPOo/UIepoM nepcoHaka First Person, HO ¢ HEKOTOPBIMU
U3MeHeHUsIMU. Bo BpeMs CO3Z[aHUsA 3TOTO MPOEKTa HY’KHO UMIOPTUPOBATh MAKET KOH-
TpoJUlepa NepcoHaXka. HaM Takke ITOHaZOOUTCA TOAHATH KaMepy KOHTPOJIIepa TaKUM
06pa3oM, 4TOOb! ¥ UT'POKA ObLT XOPOLIHIi 0630p. BHINOIHUTE Clefyrolnye AeHCTBUA.

1. Ileperamure Ha cueHy kKoHTposiep FPSController u3 manku Assets\ Characters\
FirstPersonCharacter\ Prefabs.

2. TlomecTrTe KOHTPOJUIEP B MO3UIHIO ¢ KoopauHaTamu (0, 1, 0).

3. PasBepnure 06bekT FPSController Ha nanenu Hierarchy u Halizute fouepHuit
o6wekT FirstPersonCharacter (Ha KOTOpOM yCTaHOBJIEHAa KaMepa).

4. Tlomecture 06bekT FirstPersonCharacter B mosuiuto ¢ koopauHaTamu (0,
5, —3,5) u 3azaiite emy BpaueHue (43, 0, 0). Teneps kamepa JoKHA PacIoso-
JKUTHCA YyTh BBIIIE U 103311 KOHTPOJUIepa U CMOTPETh HEMHOT'O BHU3.

Crezyrolee, YTO HY)KHO CZeIaTh: J00aBUTh KOHTPOJUIEp 6amiiepa. DTO IUIOCKas TOBEPX-
HOCTb, OT KOTOPO UT'POK GyZeT OTTAJIKUBATh LIapHl. BEIOIHUTE CIeAyIomue AeHCTBUA.

1. JlobaBbTe Ha ClieHy Kyb U IepenMeHyliTe ero B Bumber. 3azatiTe emy maciutab
(3,5,3, 1.

2. Ha manenu Hierarchy neperamure 6amnep Ha 06bekT FPSController, uTo6sr o0H
CTaJI JOYEPHUM.

3. Bagatite 6ammnepy nonoxkenue (0, 0, 1) u Bparmenue (0, 0, 0). Terepb OH HAXOAUT-
cs1 HEMHOTO BIIepeZi KOHTPOJLIEpa.

4. 3apaiiTe 6aMIIepy I[BET, CO3/aB HOBBIN MaTepuas (He GU3UUECKUIL) 110 Ha3BaHH-
eM BumperColor. YcraHoBuTe 1BeT anbbe[o Ha CBOe YCMOTPEHUE U TIepeTaIInuTe
MaTepuas Ha bamriep.

Tenepb HykHO HacTpouTh 06beKT FPSController, uTo6bI OH cTas 60Jee MOAXOASAIIUM /I
STOU UTPHL. YCTAaHOBHUTE BCe HACTPOUKH, KaK IMOKa3aHo Ha puc. 10.5. [TapameTpsl, KOTO-
pBle OTVIMYAIOTCSA OT 3HAYEHUI TI0 YMOTIaHUIO, BhIIETIEHBI TOTYKUPHBIM IIPUGTOM.
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v = [MFirst Person Controller (Script) a3l %
Script FirstPersonController (o}
Is Walking O
Walk Speed IS
Run Speed 120
Runstep Lenghten 10.7
Jump Speed 0
Stick To Ground Force |10
Gravity Multiplier 2

¥ Mouse Look

X Sensitivity 3 ]
Y Sensitivity [2 ]
Clamp Vertical Rotatiolv
Minimum X [0 ]
Maximum X /60 ]
Smooth O
Smooth Time 5 |
Lock Cursor

Use Fov Kick

» Fov Kick
Use Head Bob O

» Head Bob

» Jump Bob
Step Interval [s ]

¥ Footstep Sounds

Size 0 R e |
Jump Sound “Jump ] e
Land Sound ~land ]e

Puc. 10.5. NMapametpsbl ckpunta FPSController

Lapb! xaoca

Posb 1m1apoB xaoca GyAyT BBITIONHATE OBICTPhIE U arPECCUBHBIE IAPHI, JIETAIOI[HE

II0 apeHe U MelIlaolye UrpoKy. Bo MHOrOM OHM IIOXO0XXU Ha LIBETHbIE IIaphl, TaK 4TO
BHI OyzieTe paboTaTh C YHUBEPCAIBHO MPUMEHUMBIMU acceTaMu. YTOOBI CO3aTh mep-
BBIH ITIap Xa0ca, BHITIOJIHUTE CIeyIol[re AeCTBUA.

1. Jlo6aBbTe Ha ciieHy cdhepy. HazoBute ee Chaos, IOMECTUTE B MTO3UIIMIO C KOOP/U-
Hatamu (12, 2, 12) u 3agaitte macmra6b (0,5, 0,5, 0,5).

2. Co3zaiiTe HOBBIN MaTepuai (He GU3MUECKU) /1A [Iapa Xaoca 1o/, Ha3BaHUuEM
ChaosBall u ycTaHoBuTe /I HEro ApKO-KeJATHIH 11BeT. [lepeTamure MaTepua
Ha cdepy.

3. llo6asre B cdhepy kommnoHeHT Rigidbody. Kak mokazano Ha puc. 10.6, c6poch-
Te ¢uakok Use Gravity. [IpucBoiite cBoiicTBy Collision Detection 3HaueHue
Continuous Dynamic. B rpymme cBoiicts Constraints 3aMopo3bTe IOJI0XKeHNe
TI0 OCH Y, TOTOMY 4YTO HaM He TpebyeTcs, YTOOHI IIaphl MOIJIU TIepEMEIAThCS
BBepX WM BHHU3.

4. Otkpoiite nHcTpyMeHT Tag Manager (Bei6pas komangy MeHio Edit = Project
Settings = Tags & Layers). OTkpoliTe pacKkpbIBaromuiics cnucok Tags
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u BeiGepuTe Ter Chaos. Takke no6aBbTe Teru Green, Orange, Red u Blue, oxu

HaM MTOTPeOYIOTCS MO3XKe.

¥ % Rigidbody SR
Mass 1
Drag 0
Angular Drag 0.05
Use Gravity O
Is Kinematic O
Interpolate [ None m
Collision Detecti [ Conti Dynamic 2l
¥ Constraints
Freeze Position OxX&Y Jz
Freeze Rotation OxQdy Jz

Puc. 10.6. KomnoHeHT Rigidbody ans wapa xaoca

5. Bribepurte chepy Chaos u 3azaiite eit Ter Chaos Ha nmaHenu Inspector

(puc. 10.7).
[©inspector N
7 [Chaos | [ static v
= Tag | Untagged 4| Layer [ Default )|
vA miY| Untagged @ 3 =
Position Respawn Y2 Z12
Rotation q Y 0 Z 0
Finish
Scale EditorOn Y 0.5 Z 05
— itorOn
A AT i J ol %
Mesh MainCamera | o
VQS[ Player @ %
GameController llider
Is Trigg!' Chaos
Material Green Material) )
Center Orange Y0 1zo |
Radius Red ]
v el &M Blue @ =
» Lighting
» Material Add Tag...
Dynamic Occluded %4

Puc. 10.7. Bbi6op Tera Chaos

[IIap roTos, XOTA IIOKa OH HUYETO He JAeaeT. BaM Hy>KHO HalKcaTh CKPUIIT, COITIACHO
KOTOpOMY L1ap OyzeT mepeMelnarbes 1o apeHe. Coszaiite ckpunt VelocityScript u npu-
kpemnuTe ero k mapy Chaos. IlepemMecTuTe CKpUIIT B HanKy Scripts. B nuctunre 10.1

ITOKa3aH MOJIHBIN Ko/ ckpuIita VelocityScript.

AUCTHUHT 10.1. Ckpunt VelocityScript.cs

using UnityEngine;

public class VelocityScript: MonoBehaviour

{

public float startSpeed = 50f;
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void Start ()

{
Rigidbody rigidBody = GetComponent<Rigidbody> () ;
rigidBody.velocity = new Vector3 (startSpeed, 0, startSpeed);

3armycTuTe CLeHy, ¥ BBl YBUANTE, KaK IIap HAYHET JleTaTh 110 apeHe. C mapamu xaoca
Ha oToM Bce. Ha manenu Hierarchy npogy6nupyiite map xaoca 4yeTspe pasa. Pazbpo-
caiiTe 1mapsl 1o apeHe (He MeHsIs MOJIOXKEHU 110 BHICOTE) U MOBEPHUTE UX B CIyYalHBIX
HampasaeHUsaX. [[OMHUTe, YTO JABM)KEHUE BJOJIb OCH Y IOJDKHO OBITh 3aIpelleHo, T03TO-
My ybeauTech, YTO KaXX /bl Iap NUMeeT [I0JI0XKeHNe BI0JIb OCH Y paBHOe 2. HakoHelj,
cozgaiite mycToi 06beKT GameObject nmog HazBanueMm Chaos Balls, pacrnonoxure ero
B no3uruu ¢ koopauHatamu (0, 0, 0) u caenaiiTe mapsl Xxaoca JOYEPHUMH IS HETO.

LiBeTHbIe Wapbl

XoTs mapsl Xaoca, B 06IeM-TO, TOXKe [[BeTHBIE (PKeJITHIe), OHU HE OTHOCATCA K IIBETHBIM
I1apam B CMBIC/IE TOM UTpHL. LIBeTHBIE IIapbl — 3TO YeThIpe ClellualbHbIX Ilapa, KOTOo-
pBI€ HYXXHBI, YTOOBI BEIUTPaTh. OHU ZOJDKHBI OBITH OKPAIIEeHbl B KPACHBIN, OPAHKEBBIH,
CUHWI U 3eJIeHBIN 1IBeTa. Kak U ¢ I1apaMu xaoca, MBI cellaeM OZIWH, a 3aTeM POy Oiu-
pyeM ero, YTo6bl YCKOPUTD CO3/IaHUE IIBETHBIX IIapOB.

YT0o6HI CO3JaTh MEPBIi Iap, BHITOTHUTE CIEAYIONINe AeHCTBYA.

1. JlobaBbTe Ha ciieHy cdepy u HazoBuTe ee Blue Ball. [TomecTuTe map rae-to
6JIVKe K cepe/iuHe apeHHl U YOeIUTeCh, YTO ee IOJIOKEHUE 110 OCH Yy PaBHO 2.

2. Co3zaiiTe HOBBIY MaTepual 1o/ Ha3BanueM BlueBall u 3azaiiTe eMy cuHUH 11BET
TaK ’Ke, KaK BBl OKPACWIM IIap Xaoca B JKeJITHIN. 3a0ZHO co3/laiiTe MaTepuabl
Redball, GreenBall u OrangeBall u 3azaiiTe KaXKZ0OMy U3 HUX COOTBETCTBYIO-
M [BET: KpacHbIH, 3eJIeHbIN U OpaHkeBbIl. [leperamiuTe MmaTepran BlueBall
Ha cdepy.

3. llo6assre B cdhepy kommnoneHT Rigidbody. C6pockre dnazkok Use Gravity, mpu-
cBoliTe cBoiicTBy Collision Detection 3HadeHne Continuous Dynamic u 3amo-
PO3BbTe IIOJIOXKEHHE 110 OCH Y.

4. Panee BbI co3zianu Ter Blue. Teneps usMeHuTe Ter chepsrl TaK e, KaK Jeslann 3TO
J71s mapa xaoca (eMm. puc. 10.7).

5. Ilpukpenure k 3toii chepe ckpunT VelocityScript. Ha manenu Inspector HafizuTe
komnoHeHT Velocity Script (Script) u mpucBoiiTe cBoticTBy Start Speed 3Haue-
Hue 25 (puc. 10.8). B pesynbrate chepa 6yaeT ABUTaThCs MeJIEHHEE, YeM IIaphl
xaoca.
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v o [¥Velocity Script (Script) i
Script VelocitySecript o
Start Speed |25 |

Puc. 10.8. 'ameHeHune cBoicTBa Start Speed

BaHYCTI/IB Ccoeny ceﬁqac, BbI YBUAUTE, KaK CUHUH map 6I>ICTpO ABHIKXETCA I10 apeHe.

Temneps HY)XHO CO3/]aTh OCTaJIbHBIE TPU Inapa. Kakaplil 13 HuX GyAeT Ay6IHKaTOM CHHe-
0. BEITIOJIHUTE Cle/yIouIne JefCTBYA.

1. Tpwxap! npoay6aupyiite 06bekT Blue Ball. 3azatiTe HoBbIM mapam umeHa Red
Ball, Orange Ball, Green Ball.

2. HpHCBOﬁTe HOBBIM IlIapaM T€rv, COOTBETCTBYIOIINNE€ NMEHU. Ba)KHO, YTOOBI UM

M TEr CoBIIagaiu.

3. [lepeTamiuTe Ha HOBBIE MIAPBI COOTBETCTBYIOIIME MaTepHaibl. BaskHO, YTOGHI
peasbHBIN I[BET U IBET B MMEHU Illapa COBIAJasu.

4. PacrosokuTe Iapbl CIyIaiiHBIM 06pa3oM, HO Ha BEICOTE 10 OCH Yy, PABHOU 2.

Ha ,Z[aHHbIﬁ MOMEHT C aKTUBHBIMHW UT'DOBBIMU o0beKTaMU 3aKOHYEHO. Eciu 3aIllyCTUTDb
CII€HY, Bbl YBUIUTE, KaK BCE IIapbl 6yz[yT JIETAaThb 110 apeHe.

YnpaBaeHue

Tenepb, KOIZla Bce Hy>KHbIe 0OBeKThl pa3MelleHbl, IPUILIo BpeMs urpodukanuu. To ecTb
HaCTaJIo BpeMs BJIOXHYTb B UI'PY KU3Hb. YTOOE! cZie1aTh 3T0, HEOOXOANMO CO37IaTh YeThIpe
VIVIOBBIE LIEJIH, CKPUIITEL ¥ UTPOBOM KOHTPOJUIEP. A IOTOM MBI CMOXXEM Y3Ke U IIOUT'PaTh.

Lean

B Ka)kJ0OM M3 YeThIpeX YIVIOB ZIOJDKHA OBITH 0c00ast 1Ieib, COOTBETCTBYIOIIAS LIapy

10 11BeTy. Vjes 3akiodaeTcs B TOM, YTO IIPU IIONAIaHUH IIapa B 1IeJIb J0JDKEH IIpoBe-
pAThCA Ter. Eci Ter COOTBETCTBYET LBETY IEJTH, TO €CTh COBITaleHue. [Ipu aToM map
VHUYTOXKAETCH, a [IeJIb CYUTAETCS BBIMTONHEHHOMN. KaK BBI [e/1aiu ¢ IPYTUMU 00'beKTaMu
[I0 9TOTO, BBl MOJKETE HACTPOUTD OZHY I1eJIb, a 3aTeM MIPOAYOIUPOBAThH €e.

Y106 HaCTPOUTD IIEPBYIO LI€JIb, BBIIIOJIHUTE CIEAYIOIINE JlercTBUA.

1. CosgaiiTe mycToil UTPOBOI 06BeKT (BrIOpaB koMmaHay GameObject = Create
Empty). [Ipucsoiite aTomy 06bekTy uMs Blue Goal u ter Blue. [TomectuTte 06B-
eKT B MO3ULIMIO C KoopAauHaTtamu (—22, 2, —22).

2. Ilpukpenure K 06beKTy Koyutaiiziep Box Collider u ycranoBute daxox Is
Trigger. 3azatiTe paamep Kyba Kosuaiizepa (3, 2, 3).
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3. TIpuKpenuTe K IeJ1 UCTOYHUK cBeTa (BbiOpaB komaHzy Component =
Rendering = Light). YcTaHOBUTE TOYEUHBIN UCTOYHUK CBETa U 3a/jaliTe eMY

TaKOWU e IIBeT, Kak u y uenu (puc. 10.9). 3azaliTe MHTEHCUBHOCTH cBeTa (CBOM-
cTBO Intensity), paBHyo 3, a mapametpy Indirect Multiplier npucsoiite 3Haue-
Hue 0.

© Inspector

¥ [Blue Goal
Tag [ Blue | Layer [Default 0|

¥~ Transform a3

Position X|-22 Y2 2|-22

Rotation X0 Y0 z[o

Scale X1 N £ Z1
¥ i ¥ Box Collider @ &

Edit Collider

Is Trigger ~

Material [None (PhysicMateria) | ©

Center X0 Y0 z[o

Size X3 J¥[2 12[3 ]
¥y MLight @ st ®

Type Point. 3

Range 10

Spot Angle —_— 30

Width T

Height 1

Color: I e

Mode [Reaktime 4]

Puc. 10.9. CuHada uenb

Jlanee BaM Hy>XHO cO37aTh CKpUNT GoalScript ¥ MPUKPENUTh ero K CUHEH IesH.
B nuctunre 10.2 npuBeseHO COAEPKUMOE CKPHUIITA.

AMUCTHUHT 10.2. CKpunTt GoalScript.cs

using UnityEngine;
public class GoalScript: MonoBehaviour
{
public bool isSolved = false;
void OnTriggerEnter (Collider collider)
{
GameObject collidedWith = collider.gameObject;
if (collidedwWith.tag == gameObject.tag)
{
isSolved = true;
GetComponent<Light> () .enabled = false;
Destroy (collidedWith) ;

Kak BugHO B ckpunre, Metoz OnTriggerEnter () cpaBHUBAaEeT CBOM TeT C TETraMH
KOHTaKTHPYIOIUX C HUM 00BbEeKTOB. EC/I OHU COBIIAZYT, TO 0OBEKT OyeT YHUUITOXKEH,
1leJIb BHITIOJIHEHA, & UCTOYHUK CBETa B 3TOM YIIy OTKJIIOYUTCA.
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Korza BbI IPUKpPEITUTE CKPUIT K IIeIH, MOXKHO OyZeT mpoay6iupoBath ee. YTOOBI
Co37IaTh ApyTHe IIeJ1, BHIIONHUTE caeAylolye AeficTBuUA.

1. Tpwxap! npoay6upyiite 06bekT Blue Goal. Ha3oBuTe HOBBIE 11€JTH B COOTBET-
ctBuu ¢ ux 1iseramu: Red Goal, Green Goal, Orange Goal.

2. 3ajaliTe 1easIM COOTBETCTBYIOIINE UM TETH.
3. 3azaliTe UCTOYHUKAM CBETA Y IeJIel COOTBETCTBYIOIUE 1IBETA.

4. PaccraBbTe IleJIM Ha apeHe. LIBeTa MOTYT HaXOAUThCA B JIFOOOM YITTY, ¥ y KQXKA0H
TIeNTN IOJDKEeH OBITh COO6CTBEHHBIH yro. KoopanHate: ymios: (22, 2, —22), (22, 2
22) u (—22, 2, 22).

>

5. CobepuTe Bce IieJU B IyCTOM UTPOBOI 0OBEKT 10/ Ha3BaHueM Goals.

Ter[epb BCE LIE€JIN YCTaHOBJIEHBI U pa6OTOCHOCO6HbI.

MeHep)xep Mrpbi

[MocneaHu 271eMEHT, HEOOXOAUMBIN Halllel Urpe, — MeHeIKep. DTOT KOHTPOJLIED
6yZeT OTBeYaTh 3a IIPOBEPKY BBIITOTHEHUA BCeX Liesled B KaXKZAOM KaZipe U IOJACT CUT-
HaJI, KOTZia BCe YeThIpe Iiey OyAyT BBITOMHEHH!. /I 3TOM KOHKPETHOM UTPHI €T0

cKkpunT OyzeT KpaiiHe mpocT. YToOHI co34aTh MEHEKEP UTPhI, BHITIOJTHUTE CJIEAYIOIINE
IEeHUCTBUA.

1. JloGaBbTe Ha CIleHy IyCTOW UT'POBOM 00BEKT. [lepeMecTrTe ero Kyzaa-HuOyAb
B cTopoHy. IIpucBoiite emy nmsa Game Manager.

2. Cospaiite ckpunt GameManager u Zo6aBbTe B Hero Ko u3 auctunra 10.3. [1pu-
KpeIuTe CKPUIT K 06bekTy Game Manager.

3. Brizenus 06bekT Game Manager, TIepeTamuTe KaXxAyro LejJb Ha COOTBETCTBYIO-

Iee CBOMCTBO Ha KoMIoHeHTe Game Manager (Script) (cm. puc. 10.10).

AUCTHUHT 10.3. Ckpunt Game Manager

using UnityEngine;

public class GameManager: MonoBehaviour
{
public GoalScript blue, green, red, orange;
private bool isGameOver = true;
void Update ()
{
// Eciu BCe UeThpe LeJIM BHIIOJIHEHE — UT'pPa 3aBeplaeTcs
isGameOver = blue.isSolved && green.isSolved && red.isSolved &&
orange.isSolved;
}
void OnGUTI ()
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wall1 @) m v Game Manager (Script) R
wall 1 (2) o Script L GameManager o
Wall 1 (3) Blue .+ Blue Goal (GoalScript) ]
P FPSController 2 Green . Green Goal (GoalScript) 6}
¥ Chaos Balls - Red Goal (GoalScript) ©
Chaos Orange [~ Orange Goal (GoalScript) | ©

Chaos (1)

Chaos (2)

Chaos (3)
Blue Ball
Red Ball
Green Ball

Orange Ball
¥ Goals
Blue Goal

Red Goal
Orange Goal
Green Goal

T rr—

Puc. 10.10. [lo6aBneHune Lenen B MEHELKEP UIpbl

[ Add Component I

Kaxk BuziHO B CKpUINTE, IOKa3aHHOM B iucTHUHTe 10.3, MeHe>Kep UTPEl UMeeT CChLI-

Ky Ha Ka)X/BI{ U3 YeThIpeX 0ObEeKTOB-LIesIel. B KaXKI0M KaJpe MeHeKep IPOBEPSIET,
BCe JIY I1eJIV BBITTOJIHEHBI. Eciu 1a, MeHe/)Xep IIpUCBanBaeT IepeMeHHoN 1 sGameOver
3Ha4YeHMe true U BHIBOAUT Ha dKpaH coobieHne Game Over.

[Tosgpasiaro! Mrpa «Illap xaoca» rorosa!

YAyulI€eHue Urpbl

XoTsa Halla Urpa roToBa, OHAa HaBepH:AKA Jajeka oT hzeana. Koe-kakue oco6eHHOCTH,
KOTODbIe MOIVIM GBI 3HAUYUTENBHO YIyYIIUTh FeMILIe, ObLUTH OMyIeHbl. MBI ceanu
3TO [ KPAaTKOCTH, a TaKXKe JJIs TOTO, YTOOBI IaTh BaM BO3MO)XXHOCTb CAMUM TTO3KC-
[IEPUMEHTHPOBATh C UTPOH. B HEKOTOPOM CMBIC/IE, MOXKHO CKa3aTh, YTO Hallla Urpa
«[Ilap xaoca» ZjolwIa 0 CTaJUH [IOJHOLIEHHOI'o IIPOTOTHUIIA. B Hee MOXXHO UrpaTh, HO el
He XBaTaeT OorpaHKu. MEI IpejyiaraeM BaM ellle pa3 IPOCMOTPETh ITOT Yac ¥ HalTH CIO-
COOBI cZles1aTh Urpy Jiydlle. [lonrpas B Hee, IpoAyMaiiTe CIeAyolire BOIPOCHL:

» He aBiAeTca v Urpa depecdyp JIETKOU WK TPYZAHOM?

» Kak czenaTh Urpy jerde Wi TpyzHee?

» Kak npuzgaTh Urpe Kakyro-HUOYAb YAUBUTEIbHYIO 0COOEHHOCTD?
» Yro B 3TOM Urpe Beceso? A 4TO CKy4HO?

YipaxHeHue B KOHIIe 3TOr0 Yaca ZjaeT BaM BO3MOXKHOCTD Y/IYUIINUTh UTPY U 06aBUTh
HekoTopble QpyHKIMKU. OOpaTUTE BHUMAHUE, YTO €CIM Y BaC BBIBOAUTCA KaKas-HUOYb
ourrbKa, 3TO 03HAYAET, YTO BEI IIPOITYCTWIH Imar. O6s3aTeIbHO BEPHUTECH K COOTBET-
CTBYIOLIEMY TIPAaKTUKYMY U IIEPEMPOBEPHTE BCE LIATH, YTOOBI YCTPAHUTH BCE BO3MOXK-
HBIE OIIHUOKU.
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Pe3iome

B aToM vace mbI cozganu urpy «lllap xaoca». Mbl Hadaiu ¢ IPOEKTUPOBAHUA UTPHI,
oTIpe/IeNTMIN KOHIIEMIIHIO, TIpaBUia U TpeOoBaHUsA. 3aTeM MBI CO3/Ia/Ii apeHY U Y3HAIH,
YTO WHOT/IA yI0OHEee cesaTh OAUH 0OBEKT U IPOAYOIHUPOBATh €T0, YTOOB CAKOHOMUTH
Bpemsi. MBI cO3/1a/Ii UTPOKA, IIaphl Xa0ca, I[BETHBIE MIAPHI, LIETX U UTPOBOM KOHTPOJI-
siep. B KoHIle yaca MBI TIOUT'PaIX B UTPY U TIOAYMAJIH, KAK MOYKHO €€ YIy4IlInTh.

Bonpocbl U oTBETbI

Bonpoc: 3auyem ucnonb3oBartb 3HadyeHue Continuous Dynamic B cBocTBE OGHa-
pyKeHus CTOIKHOBEHUS Ans wapoB xaoca? MHe Ka3anochb, 4TO 3TOT Napa-
METpP CHUXKaeT NPOU3BOAUTENbHOCTD.

OTBeT: JTOT NapaMeTp U Npasia MOXET HEraTUBHO BIUATb Ha MPOU3BOANUTENIbHOCT.
Ho B gaHHOM cnyyae oH HeobxoanMm. LLlapbl xaoca ManeHbK1e 1 LOCTaTo4yHO
ObICTPbIE, MO3TOMY MHOIAA OHWU MOTYT NPOXOAUTb CKBO3b CTEHbI.

Bonpoc: 3auewm g co3gaBan ter Chaos, ecnu Tak 1 He UCMoib30Ban ero?

OTBeT: 3JTOT Ter NoHagobuTcs Bam Ans ynydleHuUsa nUrpbl B ynpaxHEeHUN HUXE.

Cemuuap

YaenuTe HEKOTOPOe BpeMsi MPopaboTKe MPUBEZEHHBIX HIUKE BOIIPOCOB, YTOOI YOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHUaIl.

KOHTPOABHbBbIE BONPOCHI

1. Kak urpok MoxeT Impourpars B urpe «Illap xaoca»?
2. Bzoisb KaKo# ocu GBUIO OTpaHUYEHO TIepeMeleHIe BCeX MIapoB?

3. BepHo uu HeT: ey B urpe «lllap xaoca» UCIIONB3YIOT METOZ,
OnTriggerEnter (), YTOGBI OLpEENNUTD, ABIAETCA U OOBEKT HY)KHBIM IIIapOM.

4. 3aueM IIpH co3aHUU UrpPHI «Illap Xaoca» MBI OIyCTIIN HEKOTOPBIE QYHKIUN?

OTBeTbl

1. 3T0 BOIpOC C TOABOXOM. VIrPOK HEe MOXKET IPOUrpaTh.
2. Bponb ocu y.
3. BepHo.

4. Y1o6bI AaTb BaM BO3MOXHOCTb CaMUM Z[O63BI/ITI:> ux.
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Ynpaxxnenue

Jly4iuii acreKkT B CO3ZLaHUM UTP COCTOUT B TOM, 4YTO BHI ZlelaeTe UX TaK, KaK XOTH-

Te. CleoBaHMe YKa3aHUAM MOXXET JaTh BaM XOPOIIHUU OIIBIT, HO B 3TOM CJIydae BbI

He TI0JIyJaeTe yZOBOJIbCTBUA OT CBOEr0 TBOPUECTBA. B JaHHOM yIpa)XHeHUH ITOIPOOYIi-
Te HeMHOTO MoauduIpoBats urpy «llap xaoca», YTOOHI cZieaTh ee YHUKaJIbHOU. UTOo

MMEeHHO U3MEHUTh — OCTaeTcs Ha Ballle ycMoTpeHue. Hinke rnepedyuciieHbl HEKOTOpBIe

IpeJIOKEeHNUA.

1. Tlompo6ytiTe 106aBUTh KHOMKY, KOTOpAas MO3BOJIUT UTPOKY CHOBA Ha4aTh UTPY,
KorZia oHa 3aKoH4YeHa. (MBI ellle He pacCMaTPUBAJH 3JIeMEHTHI rpadUIecKoro
MI0JIb30BaTENbCKOTO UHTEpdeiica, HO 3Ta QYHKIUA €CTh B UTPe «BETUKOJIETHBIN
TOHIITMK», KOTOPYIO BbI CO3/]aJTH B Yace 6, TaK YTO BbI CMOXKETE Pa3oOpaThCs
C 9TUM).

2. TlompobyiiTe 106aBUTH TaliMep, YTOOH UTPOK 3HAT, CKOJIBKO ITOTPE6OBATIOCH Bpe-
MeHH, YTOOBI BHIUTPATE.

3. Tonpoby¥iTe pa3HOOOPA3UTh LIAPHI Xa0Ca.

4. IlonpobyiiTe 106aBUTH Lie/b, B KOTOPYIO BB JOJDKHEI 3aTOJIKATh BCE IIAPHI Xaoca.
5. Tlo3KCIepUMEHTHUPYITE ¢ pasMepoM win GOpMoii 6aMIiepa UrPOKa.

6. ITompobyiiTe cAenaTh CIOKHBIN 6GaMIiep U3 pasHBIX GUTYD.

7. TlompobyiiTe 3aKpBITh BOAY 3a MpeeaMy apeHbl JaHAMaGTOM, IIOCKOCTAMMU
WK KaK-HUOYb elrle.
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NMpedaboi

YT1o Bbl y3HaeTe B 3TOM yace

» OcHOBbI paboThl ¢ Nnpedabamu
» Kak paboTaTtb C Nonb30BaTeNbCKMMU nNpedabamu

» Kak o6pabartbiBaTtbh npedabbl B Koge

IIpeab mipencrapisgeT cob0M CIOKHBIN 0OBEKT, KOTOPBI MOXKHO CO3/]aBaTh CHOBA

Y CHOBA C MMHUMAJIbHBIM KOJIMYECTBOM YCHIMIA. B 3TOM yace BbI y3HAETE O HEM BCE,

oT cymuiHocTH TIpedaba u 7o ero coszanus B pefakTope Unity. Takke BBl y3HAeTe O HA-
cedoganuu. Mbl 3aKOHYHM YPOK, U3y4YUB, KaK MOXKHO 06aBUTh Ha ClieHy npedab c 1mo-
MOIIBIO PeJaKToOpa M € MTOMOIIBIO KOZa.

Beeaenue B npedabbi

Kak y»xe roBopuioch paHee, npedpab — 3TO0 ClelranibHbIN acceT, 060 beAUHSIOIUN
HECKOJIBKO UI'DOBBIX OOBEKTOB. B OT/IMYME OT OOBIYHBIX UTPOBBIX OGBEKTOB, KOTO-

PHIE CYIIECTBYIOT TOJIBKO B paMKax OZHOM ClieHbl, Tpedabbl COXpPAHAIOTCA KaK acce-
Thl. TaKUM 06pa3oM, UX MOXKHO YBU/ETh Ha MaHe u Project ¥ TOBTOPHO UCIIONb30-
BaTh Ha Pa3HBIX ClleHaX. BEl MOXeTe, HallpuMep, CO3/aTh CJIOKHBIN 00BEKT, CKaXKeM,
«IIPOTUBHUKA», IPEBPATUTH €r0 B 1pedabd, a 3aTeM UCII0Ib30BaTh 3TOT pedab, uro-
6Bl co37aTh apMHUi0. Kpome TOTO, MOXKHO /iesiaTh KOTUH NpedhaboB ¢ KOAOM. DTO TIO3BO-
JISIET TEHEPUPOBATD IIPAKTHUYECKN OECKOHEYHOE YHCIIO OOBEKTOB BO BPEMSI BBITIOJIHE-
HUs. A JIydiiee, 9T0 B mpedab MOKHO IOMECTUTh JTF060H UTPOBOM OOBEKT WIH JaxKe
HEeCKOJIbKO. Baly BO3MOXKHOCTH TTOUCTHHE CTAHOBATCS Ge3rpaHUYHBIMU!

MPUMEYAHUE

ECAM CAOXKHO NMpPEACTaBUTD

Ecnun Bbl HE COBCEM MOHMMaETE BaxKHOCTb NpedaboB, NpeAcTaBbTe BOT YTO: Ha Npefbl-
nylwem 3aHsaTMK Bbl co3aanu urpy «Llap xaoca». B npolecce Bbl caenanun oauH Lap xao-
ca 1 npoay6nvpoBasnu ero YeTolpe pasa. YTo Aenatb, €CM Bbl XOTUTE U3MEHWUTL BCE LWapbl
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Xaoca 0HOBPEMEHHO, HE3aBMCUMO OT TOrO, Ifle OHU HaXOASATCS Ha Balle CLUEHE Unn
B NMPOoeKTe? 3TO MOXKET 6bITb TPYAHO, @ MOPOM U HEBO3MOXHO. Ho ¢ npedabamu 310 cTaHo-
BUTCS HEBEPOSATHO NETKO.

[onycTtum, y Bac ecTb Urpa, B KOTOPOM B Ka4ecTBe BparoB BbICTYyNatoT, Hanpumep, OpKu.
OnATb e, Bbl MOXETe HaCTPOWUTb OHOMO OpKa, a 3aTemM Npoay6npoBaTb €ro MHOMo pas,
HO BAPYr Bam NoHaJoOuMTCS UCMOb30BaTh 3TOM0 OPKa CHOBa B Apyrom MecTe? Bam npu-
[leTCsi NOMIHOCTbI0 BOCCO3aTh €ro B HOBOM CLieHe. A eCiiv OPK COXpaHeH Kak npedab, oH
6yaeT 4acTbio MPOEKTa M ero MOXHO 6yAeT NOBTOPHO MCMOb30BaTb CHOBA B IO60M KOJU-
yecTBe cueH. MNpedabbl KpanHe BaHbl 1 yA0OHbI NpKU pa3paboTKe Urp Ha ABUMKKe Unity.

TepmuHonorua npedabos

[Tpu pabote ¢ mpedabamu BaM MOHAZOOUTCS ClelagbHasA TepMUHOIOTHA. Eciy BB
3HAKOMBI C TIOHATHAMHU 06'b€KTHO-OPUEHTUPOBAHHOTO ITPOrPaMMHUPOBAHUSA, BB 3aMe-
THUTe HEKOTOPOe CXOJCTBO.

Ipedab: npedab — 310 6a30BHIit 06beKT. OH CYILIECTBYET TONbKO Ha maHenu Project.
DTO 4TO-TO BPO/JE YepTexKa.

DK3eMIUISIP: SK3eMIUIAP IpeZCTaBaseT cobol peanusanuio npedaba Ha ciieHe. Ecau
cuurtath npedab, HaIpUMep, YEPTEKOM aBTOMOGIIIS, TO SK3EMIUIAP — 3TO PEATbHBIMA
aBTOMOOWIb. Eciii 06BbeKT Ha aHeIH Scene HasbIBaeTcs pedpaboM, To Ha CaMoM Jere
3T0 ak3emnsip npedaba. CIoBocoYeTaHUE «dK3eMIUIAP npedaba» ABIAETCI CHHOHUMOM
0b6sexma npeaba Wiu Aaxe KaoHa npedaba.

Co3JaHue 3K3eMIUIIpa — 3TO [IPOIlecC CO3AaHus IK3eMIuLapa npedaba.

HacnexoBauue: HacieoBaHue y IpedaboB He OTIMIAETCS OT CTAHAAPTHOIO HACIEZ0-
BaHUA B IPOrPAMMUPOBAHUH. B 9TOM CIydae [0J TEPMUHOM «HACIeL0BAHHE» TIOHU-
MaeTcs IPUPoa, KOTOPOi 06beIMHEHBI BCe SK3EMIUIAPHI mpedaba Mexay coboi

U ¢ camMuM npedabom. [To3ke MBI IOTOBOPUM 06 3TOM OoJee MoAPOOHO.

Ctpyxrypa npedaba
Jlaske eciv BBI 9TOTO He 3Ha/HU, BbI y2Ke paboTaiu ¢ npedabamu. KOHTpOLIEphI TEPCO-

Hake#l B Unity — 310 npedabsl. YToOBI co3aaTh ak3eMIUIAp Ipedabda Ha ClieHe, BaM
HY’KHO BCETO JIMIIIb [IEPETAIUTD €0 Ha NaHes b Scene win Hierarchy (puc. 11.1).

Ha manenu Hierarchy Bcerja moHsATHO, Kakve 0ObEKTHI IBJISAIOTCA SK3€MIUIIPAMHU TIpe-
¢$aboB, Tak KaK OHM OTOOPAXKAIOTCS CUHUM LIBETOM. Pa3HHUIIA B I[BETAX MOXKET OBIThH
He3aMeTHa, HO BbI MOJKETE OIPEJEUTh, YTO OOBEKT SABJIsgeTCs pedaboM, ITOCMOTPEB
Ha BepXHIOI0 yacTh nanenu Inspector (puc. 11.2).

Tax Ke, KaK B CJIydae C IPyTUMH CIOKHBIMU OObEKTaMU, Y CJIOKHBIX dK3EMIULIPOB TIpe-
baboB ecTh cTpesKa, KOTopas [T03BOJIAET Pa3BOPAYUBATh UX U PEAAKTUPOBATH OOBEKTHI
B cocTaBe npedada.
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= Hierarchy -
|create-| @Al
v € untitled* -= |I8
Main Camera
Directional Light
ThirdPersonController

ﬁ Project

l Create '[
v G Assets 4| Assets » Stanaqrd As/ets » Characters » ThirdPersonCharacter » Prefab
v &5 Standard Assets
v & Characters
» &5 FirstPersonCharacter
» & RollerBall
v &5 ThirdPersonCharacter

&5 Animation AIThirdPer.. ThirdPerso..

&5 Animator
&5 Materials
Models

Scripts
& Textures

MepeTawmTe npedab Ha cueHy unu naHens Hierarchy

Puc. 11.1. [lo6aBneHune ak3emnnsapa npecdaba Ha cueHy

“# Scene
Shaded

Main Camera
Directional Li

» [¢) M Third Person User Control
» 6] M Third Person Character (s [@] #

Puc. 11.2. Oto6paxkeHune ak3emnnapos npedaba Ha naHenun Inspector

[TockombKy mpedab — 3TO acceT, KOTOPBIM IPUHAIEXKUT ITPOEKTY, & He KOHKPETHOH CIie-
He, BBl MOJKETE OTPEJaKTUPOBATh ero Ha aHenu Project win Scene. IIpu pegakTUpoBa-
HUM 3K3eMIUIpa npedaba Ha aHeau Scene BH 0/DKHBI COXPAHUTh U3MeHeHUs B Ipeda-
6e, HaxxaB KHOIKY Apply B mpaBoM BepxHeM yrity manenu Inspector (puc. 11.2).
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Tax ke, KaK 1 UTPOBbIe 0OBEKTEI, Tpedabbl MOTYT OBITh KOMOMHUPOBAHHBIMU. BbI
MOXXETe PeAAaKTHPOBATh JOYePHUE 3TeMeHTH Tpedabda, IIeTKHYB MbIIIBIO 110 CTPeJIKe
crpaBa ot npedaba (puc. 11.3). [Ipr 3TOM OTKPOETCS CIUCOK 0OBEKTOB /JIS PeAaKTUPO-
BaHUs. YTOGHI CBEPHYTD CIIUCOK, HAXKMUTE Ha CTPEJIKY ellle Pas.

Assets » Standard Assets » Characters » ThirdPersonCharacter » Prefabs

AlThirdPer.. | ThirdPerso.. EthanBody EthanGla.. EthanSke..

Puc. 11.3. OTo6paxeHune coaepxumoro npedaba Ha naHenu Project

YnpaBnenue npedabamm

Vcnonp3oBaHue BeTpoeHHEIX B Unity npeaGoB — 3TO XOPOIIO, HO 9aCTO BO3HUKAET
HEOOXOAUMOCTD CO3aTh cOOCTBEHHBIN. [Iporiecce cOCTOUT U3 AByX 3TanoB. CrepBa Hyx-
HO co31aTh acceT npedaba, 3aTeM 3aIOTHUTD €r0 COAEPIKUMBIM.

Coszatb pedab oveHb JieTKo. i 3TOTO IMENTKHUTE TIPaBOi KHOMKOM MBIIIN Ha TTaHeIn
Project u BEIGepuTe KoMaHzy Create = Prefab (puc. 11.4). [TossBuTCcs HOBBII IIpedab,
Y BBl MOXKETE IIPUCBOUTD eMy MMsI Ha CBOe ycMoTpeHue. [TockonbKy npedab moka Imycr,
OH BBIIVIAZUT Kak besast KopoOKa.

Kak u B cirydae co BceMH APYTUMU acceTaMu, PeKOMEHAYETC HauyaTh C CO3/JaHuUsA I
mpedaboB IoAIaNKY B KaTajore Assets Ha maHenu Project. [Iporesypa He cTporo 06s-
3aTejbHA, HO 3TO OYeHb BAXKHBIN OpraHM3alMOHHbBII MOMEHT, KOTOPBI ClIeAyeT CobJIro-
CTH, YTO6BI M36eXKaTh MyTaHUIIbI MeXY pedabaMu v MPOCTEIMU acceTaMu (Harmpu-
Mep, MelllaMU WIU CIIpaiTamMu).

Crnenyroluii mar — 3aroHeHue npedaba cofepkUMbIM. B coctaB npedaba MOXKeT BXO-
JIUTBH JII0OOI UTPOBOI 00BEKT. BaM HyKHO JIMIIb OAWH pa3 Co3ZlaTh OObEKT Ha MaHeTu
Scene, a 3aTeM MepeTaIUTh €0 B acceT mpedada.



Puc. 11.4. Co3aaHune HoBoro npedaba

Show in Explorer

Open

Delete

Open Scene Additive
Import New Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies

Refresh

Reimport

Reimport All
Extract From Prefab
Run AP Updater...

Open C# Project

YnpasneHue npedabamu

Material

Lens Flare

Render Texdture
Lightmap Parameters
Custom Render Texture
Sprite Atlas

Sprites

Tile

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timeline

Physic Materil
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C Z[py'[‘Oﬁ CTOPOHEI, BBl MOKETE€ COKPAaTUTDh 3TOT IIPOLECC 4O OAHOIO 1Iara, repeTaiimsB

soboit 06pekT u3 nanenu Hierarchy Ha maHesns Project. 3To o3Bof€T OZIHOBPEMEHHO
cozzath npedab, IPUCBOUTH €My UM U 3aII0JIHUTh COePXUMBIM (puc. 11.5).

Massets » Prefabs

MepeTawute o6bekT 13 naHenn Hierarchy Ha nanens Project

Puc. 11.5. bonee 6bIcTpbIv cnoco6 co3gaHus npedabos
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MPAKTUKYM

Cozpanue npedaba

BblnonHWTE NpeanoXeHHble Wwarku, 4tTobbl co3aath Nnpedad CNOKHOro UrPOBOro 06bLEKTA,
KOTOpPbIV Bbl By€TE MCMONb30BaTb MO3XKE B 3TOM Yace (TaKk YTo He yaansiuTe erol).
1. CospavTe HOBbIM NPOEKT UK cLieHy. [lo6aBbTe Ha CLeHY Kyb u cdepy. [NpucBonTte
Kyby nmsa Lamp.

2. Pacnonoxurte Ky6 B no3uuun ¢ koopauHatamu (0, 1, O) u macwrabupynte (0,5, 2,
0,5). lo6aBbTe B Ky6 KoMnoHeHT Rigidbody. lNomecTtunte chepy B MO3ULMIO C KOOP-
avHatamu (0, 2,2, 0). Jo6aBbTe B cdhepy KOMNOHeHT Light.

3. TlepetawmTe chepy Ha naHenn Hierarchy Ha Ky6, 4TOGbl pa3MeCTUTb ee Noj Ky6om

(puc. 11.6).

= Hierarchy | 5o
I Create 'l (arAll — )
v & Try It Yourself =

Main Camera
Directional Light
Lamp

Sphere

Puc. 11.6. BnoxkeHue cdhepsbl B Ky6

4. CospawTe HOBYIO narnky B Katanore Assets Ha naHenu Project. lNpuceowiTte en ums
Prefabs.

5. C naHenu Hierarchy nepetaiwure urpoBor 06beKT Lamp (KOTOPbIN COAEPKUT chepy)
Ha naHenb Project (puc. 11.7). Tak Bbl co3aaauTte npedad Lamp. O6paTtnte BHUMA-
HUe, 4YTo Ky6 1 cdepa Ha naHenu Hierarchy okpacunucb B CUHUM LBET. Bbl MoxeTe
yAanuTb Ky6 1 chepy co CueHbl, MOTOMY YTO TEMEPb OHU 06beanHeHbl B npedabe.
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= Hierarchy

l Create ~| (GrAll - )
v € Try It Yourself* e
Mam Camera

# Scene
| Shaded

@ Project
l Create 'l
¥ | 7Favorites Assets » Prefabs
@All Materials
@AII Models
©\ Al prefabs
©\ Al Scripts

v &5 Assets

> &5 Standard Assets

Puc. 11.7. CospaHune npedaba n3 o6beKTa

Aob6aBreHue 3kzemnaapa npedaba Ha cueny

[Mocse Toro Kak acceT npedaba co3zaH, BbI CMOXKETE J0OABIATh €0 CKOJIBKO YTOAHO
pa3 B 10601 TPOEKT U Ha Jto0yIo ciieHy. YToOB! 106aBUTh SK3eMIUIAp npedaba, HyKHO
nepeTaiiuTh mpedab c nanenu Project Ha ciieHy wiu nmaHens Hierarchy.

Ha criene npedab mosaBisgeTcs TaM, Te Bbl OTIIYCTUTE MbIIIb. EC/TH BB TepeTacKuBa-
eTe ero B mycTyto obsactb naHenu Hierarchy, ero mepBonayanibHOe ONOKeHHE OyZeT
TaKuM, Kak 3aZ1aHo B pedabe. Eciu nmeperamuthb npedad Ha Apyroil 0ObeKT Ha MaHeTU
Hierarchy, oH cTaHeT I0YepHUM /IJIS1 9TOTO OOBEKTA.
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MPAKTUKYM

Co3paHue HeCKOAbKMX 3K3eMnAApoB npedaba

B npaktnkyme «Co3aaHue npedabar» Mbl caenanu npedad Lamp. Tenepb Ucnonb3yem

€ro, YTo6bl Pa3MeCTUTb Ha CLIEHE HECKOJIbKO 3K3eMnaspoB npedaba Lamp. O693aTenbHO
COXpPaHUTE CLIEHY, CO3[1aHHYI0 3€Cb, MOTOMY YTO OHa NOTPEBYETCA HaM MO3Ke B 3TOM Yace.
BbinonHuTe cneayolimMe oENCTBUIS.

1. Co3spanTe HOBYIO CLEHY B MPOEKTE N3 NpaKTMKyma «Co3aaHne npedabar» U HAa30BUTE
ee Lamps.

2. CospgawTe NJOCKOCTb M pacnosioxuTe ee B No3uumu ¢ koopamHatamu (O, O, 0). Haso-
BuTe ee Floor. MOXHO 3aaatb Moy cepbli MaTepuas, YTobbl Ha HEM Jiy4lle ObUTn
BUOHbI TEHU.

3. lepetawute npedad Lamp Ha non cueHbl. O6paTtuTe BHUMaHUE, KaK aK3eMnasip
npedada Lamp B3aMMOLENCTBYET C KONIAaUAEPOM Mnosia.

4. TepeTalmTe Tpu aKk3emnasapa npedaba Lamp Ha Nos 1 pacctaBbTe UX MO Yriam
(puc. 11.8).

3 Scene
| Shaded

Puc. 11.8. Pa3wmelleHune ak3emnnapos npedaba Lamp Ha cueHe
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HacnepoBanue

Korza B orHomeHny nnpedaboB UCIIONIb3yeTCsA TEPMUH HAce008aHUe, UIMEETCA B BUAY
CBsI3b, KOTOPO BCe 3K3eMILIApHI ipedadba 06beuHEHB ¢ GaKTHIECKUM acCeTOM TIpe-
¢daba. To ecTh, ecyiu BB pelakTUpyeTe acceT npedaba, Bce 3K3eMIUIIpHI mpedabda Tak-
JKe aBTOMaTHUYeCKH U3MEHSIOTCsA. DTO HEBEPOSITHO I0JIE3HO. BEI CTOMKHYIUCE GBI € pac-
[IPOCTPAHEHHO PO6IEMOIT MHOTHX IIPOrPAMMUCTOB, KOTOPHIE IIOMELIAIOT Ha CLIEHY
6OJIBIIIOE KOJIMYECTBO PpedaboB, a MOTOM MMOHUMAIOT, YTO BCEM UM HyKHbI HE3HAYH-
TesbHBbIE U3MeHeHMs. be3 HaceJ0BaHUs IPUIIIOCHh OBl peJaKTUPOBATh KaXK/BIN U3 HUX
II0 OTAENTbHOCTH.

EcTb ABa crioco6a oTpeakTHpoBaTh acceT npedabda. MoXHO BHECTH N3MEHEHHUA

Ha naHesu Project. /lns aToro BeibepuTe accet nmpedaba Ha naHenu Project, 1 BbI yBU-
[WITE ero KOMIIOHEHTHI U CBOWCTBA Ha aHesu Inspector. Ecin Bam Heo6X0AuMO mepe-
[le1aTh JOYEPHUI JIEMEHT, BbI MOJKETE Pa3BepHYTH mpedab (Kak OMKMCaHO paHeEe B 3TOM
Yyace) ¥ U3MEHUTDb 3TU OOBEKTHI TAKUM )K€ 00pa3oM.

Taxoke BBl MOJKETE OTPeJaKTUPOBATh Tipedad, mepeTaliiB ero Ha ClieHy. 37ech MOX-
HO BHOCHUTH JIIOObIE cepbe3HbIe N3MEHEHN s, KaKue BaM Hy)XHbI. Korzia Bbl 3aKOHUUTE,
HaXXMUTe KHOIIKYy Apply B IIpaBoM BepxHeM YIIy aHenu Inspector.

NMPAKTUKYM
O6HoBAeHMe npedaba

PaHee B aTom Yace Mbl co3ganu npedab n J06aBWUIM HECKOIbKO 9K3EMMNISPOB npeda-
6a Ha cLeHy. Tenepb MOXKeM OTpefaKTMpoBaTb Npedad U MOCMOTPETb, KaK M3MEHEHUS
NOBJ/IUSIOT Ha YKe pa3MeLLeHHble Ha CLeHe 0ObeKThI. [/19 aTOro ynpaXKHeHUs Ham notpe-
6yeTca cLueHa U3 npakTukyMa «Co3aaHnMe HECKONbKUX aK3emMnaspoB npedabar. Ecnu Bbl
He caenanu 310 ynpaxHEHWe, TO HY)KHO BbIMOMHUTL CHavana ero, a 3atem — ciegyouime
NENCTBUSA.

1. OTkpowTe cueHy Lamps 13 npakTukyMa «Co3gaHne HECKOMIbKMX 3K3EMMNAPOB MNpe-
dabar.

2. Bblibepute npedab Lamp Ha naHenu Project u pasBepHUTE €ro (HaxkaB CTpenKy
cnpaBa). Boibepute goyepHU MrpoBon 06beKT Sphere. N3meHUTe LIBET UCTOYHUKA
CBeTa Ha KpacHbIi. O6paTuTe BHUMaHKe, Kak npedabbl Ha cLeHe aBTOMaTUYEeCKU
nameHsaTes (cm. puc. 11.9).

3. Bblibepute oanH ak3emnasap npedaba Lamp Ha cueHe. Pa3BepHUTE ero, HaxkaB
CTPEJIKy c/ieBa OT ero UMeHun Ha naHenu Hierarchy, a 3aTtem BblGepute Jo4epHUM
06beKT Sphere. YcTtaHoBKUTE 06paTHO 6enbin LUBeT cBeTa. O6paTtnute BHUMaHME, 4To
Apyrue 06beKTbI MPU 3TOM HE U3MEHSIOTCS.

4. He cbpachbiBas BblaeneHue ¢ akademnasgpa npedada Lamp, HaxkmuTte KHoMNKy Apply,
YTO6bI 06HOBUTL Npedabd M3MeHeHUIMU MOAMDULIMPOBAHHOIO aK3eMnsipa npedada
Lamp. O6paTtvTe BHMMaHUe, YTO BCe aK3eMnsapbl npedaba Lamp Toxe ctanun 6enbimu.
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# Scene € Game
| shaded |20 || % | <) | = -

Puc. 11.9. MoanduumpoBaHHble 3K3eMnnapbl npedada Lamp

Pa3pbiB cBA3M npedabos

VHorga TpebyeTcs pa3opBaTh CBsA3b dK3eMIUisspa mpedaba ¢ accetom npedaba. Bam
MOXKeT ITOTpebOoBaThCA CAENaTh 3TO, ECIU BaM Hy>KeH 00beKT npedada, HO BB He XOTH-
Te, 4TOOBI U3MeHeHNU npedaba 3aTparuBaIv 3TOT OOBEKT. Pa3phIB CBA3M SK3eMIULIPA
u npedaba He U3MeHsAET caM 3K3eMIUIAp. OH COXpaHAEeT Bce CBOU 0OBEKTHI, KOMIOHEH-
THI 1 CBOjicTBa. EAMHCTBEHHOE OT/IMYHE B TOM, YTO OH IIepecTaeT OBITh IK3EMILIIPOM
npedaba, v HacIeZOBaHUE ero 6OJIbIlE HE KacaeTcs.

Yrobbl pa3opBaTh CBI3b 0O0BEKTA U acceTa mpedaba, BbIeUTe 0OBEKT Ha TaHEN
Hierarchy. ITocse aToro Bei6epute koMaHzy GameObject = Break Prefab Instance.
OO6BEKT He UBMEHUTCsI, HO €r0 UMS CHOBA CTAHET YepHBIM, a He CUHUM. [locsie pa3pbiBa
CBf3U ee MOXXHO BOCCTAHOBUTb, HAXKaB KHOIIKY Revert Ha maHenu Inspector.

Co3paHue 3k3emnasapa npedaba ¢ nomouibio KOAA

Hcnosnb30oBaHMe Ha ClieHe npe¢a6OB — OTJIMYHBIH CIT0CO6 cAesaTh mocjaeoBaTe/lb-
HBIN U TIIATEJIbHO Cl'IJIaHHpOBaHHLIfI YPOBEHb. OzpHako uHorza Tp66y'ETCH COo3aBaThb
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9K3eMIULIPHI BO BPEMS BBHITIOJHEHUSA UTPHI. DTO MOXKET OBITh, HATIPUMED, BO3POXKAEHIE
BparoB WIM UX CIIayH B CIy4aiHBIX MecTax. Takke BaM, BO3MOXXHO, ITIOTPeByeTcs CTOb-
KO 9K3eMIULIPOB, YTO pa3MellaTh UX BPYYHYIO yKe He IIPe/ICTaBIIAETC BO3SMOXKHBIM.
Kakoii 661 HM ObUTa IPUYKMHA, CO3/IaHUE SK3EMIUIAPOB IpedaboB ¢ MOMOIIBIO KoZa —
caMblil yZIOGHBIN BapHaHT.

EcTh ABa criocoba co3zpanus o6bekTa mpedaba Ha clieHe, U B 000UX U3 HUX HUCIOIb3YeT-
csiMeTog Instantiate (). [IepBbiii COCO6 3AKIIOYAETCS B CIIEAYIOIIEM:

Instantiate (GameObject prefab) ;

Kaxk BUAUTE, 3TOT METOA CHUTBHIBAET IIEPEMEHHYIO TUIIA GameObj ect u co3zaer ee
KOIIHIO. KOOpL[I/IHaTa, IIOBOPOT U MacuTab HoBOro o6beKTa 6y,£[yT TaKMMM XKe, KaK
Y UCXOAHOI'O 3K3eMILIApPA.

Bropoii criocob ucnonb3oBanus MeTofa Instantiate () ciaeayrommumii:

Instantiate (GameObject prefab, Vector3 position, Quaternion rotation);

3aech MeToZ IPUHUMAET TPU TapaMeTpa. [1epBbIil — 3TO KOMUPYEMEIH 06beKT. BTo-
POli U TPETHI — TIOI0XKEHYE U BpallleHue HOBOTO 06bekTa. ObpaTuTe BHUMAaHUE, UTO
BpallleHUe XpaHUTCA B K8amepHUOHe. 3alloMHuUTe, uTo B Unity Tak Ha3bIBaeTCsA BEKTOD,
coziepxkamuii nHGopMaIyio 06 YIIIOBOM IIONOKEeHUH (UCTUHHOE Ha3HaueHue KBaTep-
HHOHOB B 9TOM 4Yace He pacCMaTpUBAETCs).

B ympaskHeHUX B KOHIIE Yaca MOKa3aHbI Ba IPUMepa CO3[aHus 9K3eMIUIIPOB 06beKTa
C ITIOMOIIBIO KOZa.

Pe3iome

B aToM yace BbI y3Hanu Bce o pedabax B pepakTope Unity. Mbl HaYaIu ¢ U3y4eHU
ocHOB 11peaboB: MOHATHE, TEPMUHOIOTHSA U CTPYKTYpPa. 3aTeM Bbl HAYYMINCh CO3/a-
BaTh coOOCTBeHHBbIE MTpedabbl. Mbl pa3o6paiuch, Kak A006aBIATh SK3EMIUISPHI Ha Clie-
HY, PEJaKTUPOBATh U Pa3pPHIBATh HACIEACTBEHHYIO CBsA3b. HaKOHELI, BB y3HAJIM, KAK
€0371aTh K3eMIUIsIp pedada ¢ IOMOIIbIO KOAA.

Bonpocbl U oTBeTbI

Bonpoc: lNpedabbl, KaxeTcs, BO MHOFOM MOX0XM Ha Knaccbl B 00bEeKTHO-OPUEHTH-
poBaHHOM nporpammupoBaHuu (OO0IM). 3To npaBaga?

OTBet: [la. Mexay Knaccamu v npedabamum MHOro obwero. U 1e, u apyrvue urpatot
pPOSib YepTexKewn, a 06bEKTbI CO34AIOTCA MyTEM reHepaLmMm 3K3eMNAspoB, Npu
3TOM 06BEKTbI B 060MX CyYasx CBSA3aHbl C OPUTMHANOM.
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Bonpoc: CKoJIbKO 06beKTOB NpedaboB MOXKET cylecTBoBaThb B cLeHe?

OTtBeT: CKONbKO XxoTuTEe. OAHAKO MMeWTe B BUAY, HYTO MPU AOCTUKEHUM ONpeaeneHHoro
yucna NPon3BOAUTENBHOCTb UIPbl HAYHET CHUXATbCA. Kaxkabii pa3, Koraa Bbl
co3[aeTe IK3EMMNIAP, OH CYLLECTBYET, NOKa He B6yAeT YHUUTOXEH. [ToaTomy,
ecnu Bbl co3gaete 10 TbiCAY 3K3EeMNASAPOB, TO U Ha cLeHe ux 6yaeT 10 Toicay.

Cemunuap

VaenuTe HEKOTOPOE BpeMsi MPOpaboTKe MPUBEZEHHBIX HUKE BOIIPOCOB, YTOOHI yOEAUTh-
s, YTO BbI XOPOILIO YCBOWIN MaTepua.

KoHTpOABbHBbIE BONPOCHI

1. Kak Ha3pIBaeTcs pasMelieHue acceTa rnpedaba Ha ciieHe?
2. Kakumu AByMsI crioco6aMu MOXKHO OTPeAaKTUPOBaTh acceT mpedaba?
3. Yro Takoe HacjemoBaHUE?

4. CKOJBKHAMH cItocobaMy MOKHO MCIIOAb30BaTh MeTOA Instantiate ()?

OTBeTbI

1. CoszaHue sK3eMIUIAPA.

2. BBl MOXeTe OTpeZlaKTUPOBaTh acceT npedaba ¢ MOMOIIbI0 TaHe U Project, 1160
IyTeM peZaKTUPOBAHUA 3K3eMIUIApa Ha [TaHeau Scene U Ha)KaTusa KHOIIKYU Apply
Ha nnaHenu Inspector.

3. DTo cBs3b MeXAy acceToM npedaba u ero skzeMiuripamMu. Ee cyTh B TOM, 9TO IIpu
M3MeHEHUH acceTa U3MEHAIOTCA U CaMU OOBEKTH (9K3eMIUIAPHI).

4. JlBa. Bel MmoxxeTe YKasaTb TOJIbKO caM npecba6 WIN JOIIOJTHUTEJbHO €I'0 IT0JI0XE-
HUE U BpallleHUe.

YnpaxHenue

3zech MBI elle pa3 nopaboTaem ¢ pedabom, CO3AaHHBIM PaHee B 3TOM Yace. Terepb
MBI 6yZIeM CO3/jaBaTh SK3eMIULAPH 0ObEKTOB U3 pedaboB ¢ IOMOIIBIO KOAA U, Haje-
FOCh, TIOBECETHUMCS.

1. Co3patiTe HOBYIO CIIEHY B TOM K€ TIPOEKTE, I7le BbI XpaHuTe mpedabd Lamp. Bribe-
purte nipedpab Lamp Ha naHenu Project v U3MeHUTE ero MoJOKEHUE Ha MTO3ULIUIO
¢ koopauHatamu (—1, 0, —5).
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2. YpanuTe co CIleHBl UTPOBO# 06heKT Directional Light.

3. JloGaBbTe Ha ClieHY MyCTOM UTPOBOI O6BEKT M MPUCBOITE eMy Ms Spawn Point.
IMoMecTuTE €ro B MO3UIMIO ¢ KoopauHatam# (1, 1, —5). Jlo6aBbTe Ha ClIeHy IUIO-
CKOCTB Y PaCIIOJIOXKUTe ee B mo3unuu ¢ koopauHaramu (0, 0, —4) c BpaueHueM
(270, 0, 0).

4. [lobaBbTe B MPOEKT CKpUIIT. [IpucBoiite emy nmsa PrefabGenerator v mpukpemnu-

Te ero K 06bekTy Spawn Point. B suctunre 11.1 moka3aH MOTHBIN KO CKPUIITA
PrefabGenerator.

AUCTHUHT 11.1. Coagepxumoe dpanna PrefabGenerator.cs

using UnityEngine;

public class PrefabGenerator: MonoBehaviour

{
public

GameObject prefab;

void Update ()

{

//
//
//
//
//
if
{

Kaxpent pas, HaxmMmas KjaBumy B, Ml OyneM reHepupoBaThb npepab B
TO4YKe I[OJIOXKEHUA UCXOIHOTO mnpedpaba

Kaxzent pas, koTOa Mel HaXmuMaeM KJIaBMIy «HNpobes», Mul Oynem
reHepupoBaTh npedpab B TOUKe clIayHa, K KOTOPOM NPUKPEIJIEH 3STOT
CKPUMT

(Input.GetKeyDown (KeyCode.B))

Instantiate (prefab) ;

(Input.GetKeyDown (KeyCode.Space) )

Instantiate (prefab, transform.position, transform.rotation);

5. BeizenuB o6beKT Spawn Point, nepetamure npedab Lamp Ha cBoricTBo Prefab
xomnoHeHTa Prefab Generator. Teneps 3amycturte crieny. ObpaTure BHUMA-

HUe, KaK Ha)kaTue KIaBuiu B coszaet ak3eMiuiap npedaba Lamp B mo3uuu

10 YMOJIYaHHWIO, a HaKaTHe KJIaBUIIIN HPOGEJI co3gaetr 06BEKT B TOUKE CIiayHa.
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UHCTPYMEHTDI
AAA co3paHuAa 2D-urp

Y10 Bbl Y3HAETe B 3TOM 4yace

» Kak pabotaet opTorpadunyecKas kamepa
» Kak pacnonaratb cnpaiTbl B 3D-npocTpaHcTBE

> KaK cnpaiTbl ABUXKYTCA M CTalIKMBaOTCA

JlBkok Unity o6saZiaeT KooCcaabHBIMU BO3SMOXKXHOCTAMYU co3zianust 2D u 3D-urp.

B nostHOLIEHHO# 2D-Urpe Bce acceThl MPEACTABISAI0T coOO0H MPOoCThIe TUIOCKHe U306pa-
JKeHUA — cupaiTel. B 3D-urpe accetamu saBisAtoTcsa 3D-Mozenu ¢ HaJIOXKEHHBIMU Ha HUX
2D-tekctypamu. Kak mpaBuio, B 2D-Urpe UTpOK MOXXET BUTAThCA TOJNBKO B IBYX U3-
MepeHUAX (HalpuMep, BIeBO, BIPAaBO, BBEPX, BHU3). B 3TOM yace BbI OCBOWTE IIPUEMBI
co3zaHuA 2D-urp Ha Awxkke Unity.

OcHoBbI 2D-Mrp

[IpUHIIUIIBI TPOEKTUPOBaHUA 2D-UTp TOYHO Takue ke, Kak u 'y 3D-urp. [Ipu pazpaboTke
TpebyeTcs pacCMOTPETh OCHOBHBIE TIOHATHA, IPaBUIa U Tpe6oBaHuA K urpe. Y 2D-urp
€CTh CBOU IUTIOCHI M MUHYCHI. C OHOU CTOPOHBI, 2D-Urpa, CKopee Bcero, OyzeT mpoiie

1 HaMHOT0 JiellieByie B Ipou3BozcTBe. C Apyrol CTOPOHBI, IIPU OIPaHUYEHNAX, CBA3aH-
HBIX ¢ 2D, HEKOTOPHIE TUIIEL UT'P CO3/IaTh HEBO3MOXKHO. 2D-UTPHI COCTOAT U3 U300pa-
JKEeHUH, Ha3bIBaeMBIX cnpatimamu. ITO CBOETO pozia KapTOHHBIE GUTYPKH, BPOJE TeX,
KOTOPBIMMU ZIeTH IIOKa3bIBAIOT CBOM MaJIeHbKUeE CIIeKTaK/IU. Bbl MOXeTe nepeMelaTh Ux,
pacnosarath ApyT Iiepe/, IpyroM U 3aCcTaB/IATh B3aUMO/IeiCTBOBaTh, CO3/laBasd TaKUM
06pa3oM HaCHIIIEHHYIO CPesy.

[1pu co3aHuy HOBOTO MTpoeKTa Ha ABMKKe Unity BbI MOXKeTe BbIOpaTh mabsoH 2D wiu
3D (puc. 12.1). YcraHOBKa IepeksodaTesd B monoxeHue 2D 3azaet g ciieHsl 2D-Bug
0 YMOJTYaHUIO U opTorpaduuecKyto kamepy (Kak OMMCaHO MO3Ke B 3ToM 4ace). Ere

OV'H MOMEHT, XapaKTePHBIH /11 2D-MPOEKTOB, KaK BBI MTO3KEe 3aMETHUTE, 3aKII0YAETCs
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B TOM, YTO Ha CIleHe OTCYTCTBYeT HallpaBJeHHBII CBET WK ckaiiboke. Ha camoMm gere
B 2D-urpax, Kak IpaBWIO, BOOOIIIe HET CBETA, TaK KaK CIIPalThl OTPHUCOBBIBAIOTCS TIPO-
CTBIM THIIOM peHZiepa 1107 Ha3BaHUEM «peH/Iep CIIpaliToOB». B oTiM4Yue OT TeKCTYpHI,
Ha OTPHCOBKY CIIPAWTOB OCBelleHle OOBIYHO He BIIHSIET.

Projects  Learn Bivew  [Nopen (@ Myaccount

New Unity Project (] 3

F:\Dropbox\Pearsom\STY Unity Book 3 ‘. OFF ) Enable Unity Analytics @

=3

Puc. 12.1. Co3aaHue npoekTa ¢ 2D-wabnoHoM

COBET

Mpo6aembl 2D-urp
Mpu npoeKkTUpoBaHun 2D-Urp NOPON BO3HWKAIOT YHUKA/bHbIE MPOGAEMBI.

» TpyaHee co3aaTb NOrPyXKeHUs U3-3a OTCYTCTBUSA MyOUHbI.
» MHorune nrpoBble )aHpbl B 2D Boo6Le He peanu3yloTcs.

> 2D-Urpbl, Kak NpaBuo, He OCBELLATCS, MO3TOMY CpPanTbl HYXHO PUCOBaTL M opra-
HW30BbIBaTb C 0COBOM TLLATENBbHOCTbIO.

Manenb Scene B 2D-pa3paboTke

[TpoekT ¢ 2D-111abJI0HOM TI0 YMOTYaHUIO Cpa3y OTKphIBaeTcs ¢ 2D-ciieHoik. [t mepe-
KJTIoueHusa Mexy pexkxumamu 2D u 3D BBl MoXkeTe HaXkaTh KHONIKY 2D B BepxHel yacTu
naHenu Scene (cM. puc. 12.2). 3D-rusmo B pexkumMe 2D He 0TOOpaXkaeTcs.

Brl MokeTe mepeMemiaThbes B 2D-pexuMe, IIEeTKHYB IIPaBoU (WK cpefiHel) KHOIIKOMN
MBIIIIY TIO CIIEHEe U TiepeTanuB ee. i MaciTabupoBaHusa Bl MOJKETE UCITOIb30BaTh
KOJIECO MBIIIY WY JKeCT IIPOKPYTKY Ha CEHCOPHOM MaHesnu. B kauecTBe opreHTHpa
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BaM HOILOfIﬂeT (1)0HOBaﬂ ceTka. ['M3MO ClieHbI 6oJbIle He OTO6pa)KaeTCF{, HO OH BaM
" HE HYXXEH. OPI/IeHTaLlI/IH CILI€HBI B 2D-pe)KI/IMe HE MEHAETCA.

MepekntoyeHne mexay 2D n 3D-pexrmom Mnockuit poH

BD.LSE)KEng.LO OH OWeunl-gg

Puc. 12.2. 2D-Buj cueHbl

MPAKTUKYM

Co3paHMe U pa3MelleHue CnpanTos
Bonpocbl MMNOPTUPOBaHUS U UCMONb30BAHUS CNPANTOB Mbl PACCMOTPUM MO3XKe. Ans
Hayana co3gagnm NPoCTOoM CNpPanT n 4O6ABMM E€ro Ha CLIEHY.
1. CospanTte HOBbIV MPOEKT, Ha 3TOT pa3 Bblibpas WabsoH 2D (cm. puc. 12.1). MNapame-
TPbl MPOEKTa MO YMOJIHaHUIO TENEPL YCTAaHOBEHbI Kak ana 2D-urpbl. (O6paTtuTte BHU-
MaHue, 4To B 2D-Urpe HET HanpaB/IEHHOrO CBETA.)

2. [Jo6aBbTe B NPOEKT HOBYIO NankKy 1 Ha3oBuTe ee Sprites. LLlenkH1TE NnpaBon KHOM-
KOM MbllK Ha naHenu Project n BbiGepute komaHay Create = Sprites = Hexagon.

3. [lepeTtalinTe BHOBb CO34aHHbIM CNPaKUT LWECTUYrofibHUKa Ha naHenb Scene. 06paTu-
Te BHUMaHWe Ha KoMMnoHeHT Sprite Renderer Ha naHenu Inspector.

4. W3Ha4vanbHO cnpawT 6yaet 6enbiM, HO Bbl MOXXETE M3MEHUTb €ro LBET C MOMOLLbIO
KoMrnoHeHTa Sprite Renderer — caenavte ato (puc. 12.3)!
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.= | © Inspector | =
-] (o )

el = [Hexagon | [] static ¥
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v [l @ sprite Renderer %,
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Mask Interaction [ [Mone )
Sprites-Default @ %
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[ Add Component ]

8=
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Puc. 12.3. CnpawT WecTUyrofibHUKa

COBET

UHcTpymenT Rect

KaKk Mbl roBopu/In B Yace 2, MHCTPYMEHT npeobpas3oBaHua Rect ngeanbHo noaxoauT 4is
paboThbl C MPAMOYrO/IbHbIMKU CripanTamMun. 3TOT UHCTPYMEHT PACMoOXKEH B BEPXHEM JIEBOM
yriy pefiaktopa Unity, a TakxKe Bbl3biBaeTca Haxkatmem Knasuwm T. [onpobynTe noakKcne-
PUMEHTUPOBATL C HUM, MOKa Y Bac eCTb CNpanT Ha 3KpaHe.

OpTrorpadpmueckue Kamepbl

ITocko/bKY BBl CO37anu 2D-IIPOEKT, KaMepa 10 YMOTIaHHUIO UMeeT «OpTorpaduiecKuii»
THUIL. DTO O3HAYAET, YTO OHA He 0TOOpakaeT IepCcleKTUBHbIe NCKaKEHN, a pa3Mep

u popmMa BceX 0ObEKTOB OCTAIOTCA HEM3MEHHBIMU HE3aBUCUMO OT PACCTOSHUA. DTOT
THI KaMepbl MOAXOAUT i 2D-Urp, e Kaxymascs y6ruHa ClipaiToB U3MEHAETCS

3a CYeT pa3Mepa U PACIOIOKEHH Ha CJIOE COPTUPOBKHU.
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Caotl copmuposkil TI03BOJIAET OIpe/le/IUTh, KaKue CIIPaiThl U IPYIIIBI CIIPAfTOB OTO-
OpakaroTcs Bllepey ApyTrUx. IIpeacTaBbTe, YTO BBl paccTaBifeTe JeKopaluy Ha clieHe
B Tearpe. Hy>xHO, 4TOOBI GOHOBBIE JIeKOPAMK HAXOAWINCH 32 JeKOPaIVAMH IIepeJHe-
ro IwiaHa. Ecay npaBuIbHO OTCOPTUPOBATH CIPANTEI IepefHero IUlaHa U BEIOpaTh COOT-
BETCTBYIOLINE Pa3Mephl, MOXXHO CO3/,aTh OLIyIeHNe TTyOHHEL.

BbI MOXXeTe yBUZETh TUI KaMepHl, BEIOpaB 06bekT Main Camera: cBoiicTBO Projection
Ha naHenu Inspector cogep:xut 3HaueHue Orthographic (puc. 12.4). (OcranpHble
HaCTPOMKY KaMephl ONKCaHHI B dace 5).

COBET

Pa3smep oprorpaduueckoil Kamepsbl

YacTto 6biBaeT HY»KHO N3MEHWUTb OTHOCUTENbHbIE Pa3Mepbl cpady BCEX CNPanTOB Ha CLie-
He, He 3aTparnBas ux peasnbHbiXx pa3mepoB. Ecnv Kamepa He BOCNPUHUMAET rnybuHy, Bbl
MOMETe CMPOCUTb — «a KakK, COOCTBEHHO, cAenaTb 310, €CAN NPUBIN3UTb KaMepy HENb35?».

3aecb Heo6Xx0AMMO MCMNOJIb30BaTh CBOWCTBO Size Ha naHenu Inspector (puc. 12.4), KoTo-
poe AOCTYMHO TOMbKO y opTorpadmyecKon Kamepbl. ITO ANCTaHLUMS B rnobanbHbIX eAnHN-
L|ax OT LleHTpa A0 BEPXHEWN YacTu Nos 3peHUst KaMepbl. TaKkoe MOXET NoKa3aTbCs CTPaH-
HbIM, HO TYT BCE [1e/10 B COOTHOLLIEHWW CTOPOH. Mo cyTh aena, 66MblinMe 3Ha4YeHWUs 03Ha4aloT
«OTaNUTb», @ MEHbLLUNE — «MPUBIU3UTb».

v ¥ camera @ ¢'
Clear Flags | Skybox
Background —/
Culling Mask [ Everything
Projection | Orthographic s
Size 'S
Clipping Planes Near 0.3
Far 1000
Viewport Rect
X0 Y0
w0 jEj X u
Depth -1 |
Rendering Path | Use Graphics Settings s )
Target Texture 'None (Render Texture) | ©
Occlusion Culling
Allow HDR
Allow MSAA
Allow Dynamic Reso[_|
Target Display | Display 1 m

Puc. 12.4. YctaHOBKa pa3mMepa opTorpadryecKoin kamepbl
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Aob6aBrenue cnpaMToB

Jlo6aBUTD Ha CIIEHY CIIPAT OueHb JIerKo. [lociie Toro Kak CrpaiT 6yeT UMIOPTUPOBaH
B IIPOEKT (UTO, OIIATH JKe, IIPOLIle IIPOCTOr0), BaM Hy>KHO JIMIIb IIepeTaIlNTh €ro Ha CLEHY.

WmnopTupoBaHue CNpaMToB

Eciu BBI XOTHTE UCIONB30BaTh COOCTBEHHbIE N300pa)keHUA B KaueCTBe CIIPANTOB, BB
JOJDKHBI coobuuTh Unity, YTO 3TO cripaiiT. IMIIOPT CIIpaiiTa OCyIeCTBISETCS CIeAyI0-
MM 06pa3om.

1. Haiigure daiin ranger.png B IPUIOKEHHBIX K KHUTe daiiax mpuMepoB (Wiu
HCIIONB3YHTE CBOM rpadudeckuii Gpaitn).

2. IlepetamuTe n3obpakeHue Ha TaHesb Project B pezakTope Unity. Eciiu BbI
co3zanyu 2D-NIpoeKT, 0HO aBTOMAaTU4eCKU UMIIOPTUPYeTCA Kak cipaiT. Ecau Bb
co3zanu 3D-TPOeKT, BaM HY>KHO coOOUIUTh mporpaMmMe Unity, 4TOObI OHA MCITOJb-
30Bajia u300pajkeHHe Kak crpauT. s aToro mpucBolite cBoiictBy Texture Type
3HavyeHue Sprite (puc. 12.5).

© Inspector | ~id
@ ranger Import Settings ¥,
é Open
|Texture Type [ Sprite (2D and UI) il
Texture Shape | 2D 4]
Sprite Mode | Single 4]
Packing Tag [ |
Pixels Per Unit 100 |
Mesh Type [ Tight :]
Extrude Edges (O [T |
Pivot [ Center s

Sprite Editor

V¥ Advanced
sRGB (Color Texti¥
Alpha Source | Input Texture Alpha
Alpha Is Transpar(¥/
Non Power of 2 [ None s
Read/Write Enable[_]
Generate Mip Map( |

-
)

Wrap Mode [ Clamp m
Filter Mode [ Bilinear 8]
Aniso Level O r— | 1

Puc. 12.5. NpeBpalleHne TEKCTYpPbI B CnpanT
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3. [lepeTamuTe cripaiiT Ha maHen b Scene. [Ipoiie Hekyzaa! O6paTrTe BHUMaHUE,
YTO ecJIU IlaHesb Scene He HaxoAUTcA B 2D-pexuMe, TO CIIpaiT MOXKET OKa3aThCs
B HEHYJIEBOM IIOJIOXKEHUU T10 OCH 2 (KaK U BCe OCTaIbHBIE CIIPANTEL).

Pe)Xxumbl cnpauToB

OJVHOYHBIE CIIPAWThI — 9TO XOPOIII0, HO HACTOsAlee Becejbe HaYMHAaeTcs Tor/a, Korja
BBHI co3ZiaeTe aHuMarnuio. B Unity ecTb MOIITHbIE MHCTPYMEHTHI JJI UCIIONb30BAHUSA
JIUCTOB CIIPAUTOB. JIucm cnpatimog npecTaBiseT coboil n3obpakeHHe ¢ HECKOIbKUMU
KaZpaMy aHUMAaIlNY, PACIIONIOKEHHBIMU B CETKE.

[Tanens Sprite Editor (koTopyio MbI Kak pa3 cobrpaeMcsi U3yUUTh) TI03BOJIIET aBTOMa-
TUYECKU M3BJIEKATD JAE€CATKY WIN COTHHU PA3JIUIHBIX Ka/[POB aHUMAIIMH U3 OZHOTO U30-
OpakeHUs.

MPAKTUKYM

U3yueHune peXKMMOB CIPalTOB
BbinonHuTte cneaytolime AencTBus, YToGbl MCCNeoBaTb pasinine Mexay pexumamu
cnpawutoB Single 1 Multiple.

1. CospaviTte HOBbIM 2D-NPOEKT UM HOBYIO CLIEHY B CyLLECTBYIOLLEM 2D-NpoeKTe.

2. Umnoptupynte dann rangerTalking.png 3 nNpuIoXKeHHbIX K KHure dannos npume-
POB (M1 UCNONb3YMUTE CBOM JIUCT CMIPaNTOB).

3. Y6egutech B TOM, 4TO NapameTpy Sprite Mode npucBoeHo 3Ha4veHue Single, n pas-
BEPHUTE BJIOXEHME CnpanTa Ha naHenu Project, 4yTo6bl y6eanTbes, 4To ABUMMKOK Unity
06pabaTbiBaeT 3T0 M306paXKEHWNE KaK OAMHOYHbIW cnpawT (puc. 12.6).

F Scene € Game o= ©Inspector |
| Shaded =||20 || % || &= Gizmos *| (exAll — )

Texture Type Sprite (20
Texture Shape. (2D
Sprite Mode [Single
Packing Tag
Pixels Per Unit  [100
Mesh Type (Tight
Extrude Edges

Pivot Center

¥ Advanced
SRGB (Color Texti
Alpha Source [ InputTex
Alpha Is Transpar¥
Non Power of 2 [None
Read/Write Enabl(_]
Generate Mip Map[_]

= 14 ‘a;" Wrap Mode Clamp
Filter Mode Bilinear

Aniso Level -S—

Assets » Sprites

rangerTalking

Hecagon ranger

Puc. 12.6. Mmnopt cnpaita B pexvme Single
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4. V3MeHuTe pexkuM cnpanTta Ha Multiple n Haxxmute KHOMKy Apply B HUXHER YacTu
naHenu Inspector. O6paTuTe BHUMaAHWE, YTO CTPENKM BNOXEHMS TEMEPb HET.

5. Haxmute KHonKy Sprite Editor Ha naHenu Inspector, nocne 4yero nogBuTCA
OflHOMMEHHas naHenb. OTKPOMTE pacKpbiBaloWMMCA cNUCoK Slice, 3agante cBOM-
ctBy Type 3HayeHne Automatic n Haxxmute KHonKy Slice (puc. 12.7). O6paTute
BHUMaHMWe, Kak KOHTYpbl 06HapPYXM1BalOTCA aBTOMATUYECKU, HO B KaXAOM Kaape
no-Apyromy.

6. 3apavite cBoncTBy Type 3HadeHue Grid by Cell Size n HacTpoiTe ceTKy noj Ball
cnpawTt. [ina npunaraemoro M3o06parKeHMs HaCTPOMKK creayowme: —x = 62,

y = 105. OctaBbTe Apyrve napamMeTpbl Kak ecTb U HaKMuTe KHomKy Slice. O6paTtute
BHMMaHWe, YTO rpaHuLbl CTanu 6onblue.

7. Haxkmute KHOMKy Apply, YTOGbl COXPaHUTb MBMEHEHUSA U 3aKpPbITb NaHesnb Sprite
Editor.

8. llocmoTpuTe Ha cBOM cnpaunT Ha naHenun Project 1 o6patuTe BHUMaHUE, YTO TEMNEPb
3[eCb 0TOOPaXKaeTcs KaXkabli OTAENbHbINM Kaap, FOTOBLIM K aHUMaLUu.

Haxmute, uto6bl  Bblbepute Bbinonxute /1306paxeHns MprmeHnTL
HayaTb HapesKy ™n HapesKy cnpainToB M3MeHeHs
I

Sprite Editor I = X]
Sprite Editor ¢ Trim | Revert | Apply | [ | O |
ype Automatic D
Center o,

Pivot

Custom Pivot

~  dAdadadaqd

<

Puc. 12.7. NMaHenb Sprite Editor
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NMPUMEYAHUE

AHMMMpOBaHME AUCTA CNPaNTOB

B npakTukyme «M3y4yeHne pexxMMoB CnpanToB» Mbl MOKa3asau, Kak MOXHO UMMNOPTMPOBATb
M HaACTPOWTb NIUCT crpanToB. KaK yXKe ynoMUHanocb paHee, IMCTbl CPanToB YacTo UCMOSb-
3ytotesa ang 2D-aHnmaumn. Mbl nogpobHee n3y4MM aHMMaL Mo cnpanToB B Yace 17.

Pazmepbl HMNOPTUPOBAHHBIX CIPaANUTOB

Eciu BaM Hy’>KHO MacIITabHpoBaTh U306pasKeHNUs CIIPANUTOB, YTOOBI UX Pa3MepHhl COOT-
BETCTBOBAIM HEOOXOAUMBIM, Y Bac €CThb ABa IMyTH. JIydmuii crmocob oTpefakTHPOBaTh
pa3MepslI crpaiiTa — OTKPHITh €r0 B rpaduueckoM pesakTope, Hanpumep Photoshop,

Y BHECTH COOTBETCTBYIOILINE HCcIpaBieHrs. OZHAKO He BCeTza eCTb TaKasd BO3MOXKHOCTh
(w1 BpeMms). Kak BapuaHT, BBl MOXeTe UCIIOIb30BATh UHCTPYMEHT MacIITabMPOBaHUA
Ha cijeHe. Ho 5To HeadeKTUBHO U MOXKET CTaTh IPUYMHON MCKa)KeHUH ITpU MaclITa-
6vpoBaHUY B GyZyLIEM.

Ecnu HeobXoa1Mo Ha ITOCTOAHHOM OCHOBe MacIITabupoBaTh CIIPAlT, HAIIpUMep
SpriteA, KOTOPHIH JO/DKEH OBITh BABOE MEHbIIe, MOXKHO UCIIOIb30BATh TAPAMETP
Pixels per Unit mpu uMmopTe. DTOT TapaMeTp OIpezesIAeT, CKOJIBKO eHUL] MUPa
CIIpaliT 3aHUMAET IIPU 33[aHHOM paspelleHnN. Hanpumep, nsobpaxeHue ¢ paspele-
HueM 640X 480 u 3HaueHHeM napametpa Pixels per Unit paBubiM 100 GyzeT 3aHUMATh
6,4%x4,8 MUPOBBIX eJUHUII.

MopAAOK OTPUCOBKM

YT0o6BI 33/1aTh, KaKHe CIIPAUThI OTPUCOBHIBAIOTCA BIepezy, a Kakue — c3aay, B Unity
€CTb CHCTEMA CJIOEB COPTUPOBKU. COPTUPOBKA IO CJIOSM YIIPABIIAETCS AByMs apaMe-
TpaMu KoMmoHeHTa Sprite Renderer: Sorting Layer (Cioit coptupoBku) u Order in
Layer (ITopsazgoxk B cioe) (puc. 12.8).

v (61 [ sprite Renderer B
Sprite |Elranger | o
Color { |
Flip Ox Oy
Material | @ Sprites-Default | ©
Draw Mode [ Simple s
Sorting Layer [ Default :]l
Order in Layer 10 |
Mask Interaction [ MNone &)

Puc. 12.8. CBoicTBa CnoeB cripanTa no yMoa4aHuio
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BbI MOXKeTe UCITOIb30BaTh CJIOU COPTUPOBKHU, YTOOHI paclpeeuTh CIIPafiTHI 10 IPYII-
maM pa3Ho# mIyOuHbL. [Ipy cO3ZaHUM HOBOTO MPOEKTA TEHEPUPYETCSA TOMBKO OZMH CJIOMH
coptupoBku ¢ umeHneM Default (puc. 12.8). [IpezacraBbTe cebe npocTeHbKUN 2D-T1aT-
¢dbopmep ¢ GOHOM U3 XOIMOB, IePEBLEB U 00JIAKOB. B 3TOM Cilydyae BaM HaBepHSIKa
MMOHAZIOOUTCS CJIOM COPTUPOBKU 1107 Ha3BaHueM Background.

Co3paHue CAOEB COPTUPOBKM

MPAKTUKYM

BeinonHute cnegytowne AeNcTBUA, YTOObl CO3A4aTh HOBbIW COM COPTUPOBKM M HAa3Ha4YUTb

€ro cnpamry.

1. CospaiTe HOBbIM NMPOEKT M UMMNOPTUPYHTE BECh NAKeT 2D-acceToB (BbiGpaB KOMaHAy

Assets = Import Package = 2D).

2. Hawnpgute cnpant BackgroundGreyGridSprite B nanke Standard Assets\2D\
Sprites 1 nepetalimTe ero Ha CLeHy. YCTaHOBUTE €ro B NO3ULMI0 C KOOpAUHaTaMu

(-2,5, -2,5, 0) u 3apganTe macwrTab (2, 2, 1).

3. [Jo6aBbTe HOBbIV CNOW COPTUPOBKU, OTKPbIB PacKpbiBaloLWKUMCs crnnucok Sorting
Layer komnoHeHTa Sprite Renderer, a 3atem HaxaB KHomnKky Add Sorting Layer

(pnc. 12.9).

v (Gl ¥ Sprite Renderer B,
Sprite |lslBackgroundGreyGridSprite | ©
Color | | 2
Flip Ox Yy
Material | @ Sprites-Default | o
Draw Mode [ Simple 4]
Sorting Layer [ Default m
Order in Layer v Default
Mask Interaction

Add Sorting Layer...
-——Sm'ites%efau.\ ™
> Shader | Sprites/Default -

Puc. 12.9. [lJo6aBneH1e HOBOIro C0si COPTUPOBKMU

4. [lo6aBbTe ABa HOBbIX cnosa ¢ MMeHamu Background v Player. [1ns 3T0ro Haxmu-
Te KHOMKY + noj cnuckom cnoes (puc. 12.10). O6paTnute BHUMAHME, YTO HUKHUM
C/IOM B CMUCKe, B HalleM cnyyae, cnoi Player, 6yaeT oTpucoBbIBaTbCA NOCNea-
HUM U OKaXKeTCs MOBEPX BCEX OCTalIbHbIX CI0EB B Urpe. XopoLwo 6bl NEPEMECTUTb
cnoun default BHU3, 4TOObI HOBbIE 31IEMEHTbLI OTPUCOBbLIBANUCH MOBEPX APYIMUX

CJioeB.
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© Inspector

Q‘} Tags & Layers @

P Tags
V¥ Sorting Layers

Layer |Background |

Player

Default

P Layers

Puc. 12.10. YnpaBneH1e cnosimv COpTUPOBKHM

5. Ewe pas BbibepuTe urposon 06bekT BackgroundGreyGridSprite v 3agavite B Kade-
CTBE €ro C/iosi COPTUPOBKM cO3aHHbIN crio Background.

6. Ha naHenwu Project Hangute cnpanTt RobotBoyCrouchOO 1 nepetawure Ha CLEHy.
lomecTtute ero B no3uuuio ¢ KoopamHatamu (O, O, O).

7. 3apante emy cnow Player B KayecTBe €nosi COpTMpPoBKHM (puc. 12.11). O6patute
BHUMaHWeE, YTO UFPOK OTPUCOBLIBAETCA NoBepx GoHa. Tenepb NonpobynTe OTKPbITb
nHcTpyMeHT Tags & Layers Manager (Bbibpas komaHay Edit = Project Settings =
Tags and Layers) 1 nepectaBuTb C/I0M TaK, YTOObl GOH OKa3ascs Ha NepeHeEM MnaHe.

_ L © Inspector & =
M e i

) @ Foboteycrouchoo ] O static ~
Tag [ Untagged 4] Layer [ Default 8]
¥ A~ Transform Bty|

Position |0 Y |0 z\0

Rotation X0 Y0 Z0

Scale X|1 Y |1 Z|[1
v (61 ¥ sprite Renderer 2,
Sprite LIRobotBoyCrouch00 (]
Color Vi

Flip Ox 0Oy

Material | @ Sprites-Default le
Draw Mode Simple i)
Sorting Layer [ Player 4]
Orderin Layer 10 |
Mask Interaction Mone |
Sprites-Default @ =
» Shader | Sprites/Default vl

Puc. 12.11. HacTpoiKa cnosi COpTUPOBKK cnipawTa

Cxopee Bcero, BaM MOTpebyeTcs elle OAUH CJIOH /1T BO3MOXKHBIX OOHYCOB, MyJIb U TaK
Janee. 3eMid WK I1aTGopMa MOTYT HaXOAUTBHCA Ha PyroM cyioe. V1 HaKOHell, eC/Id BbI
XOTUTE JOOUTHCS OIIYIIEHUA IyOUHBI, 106aBUB TOHKUE CITPAMTSI /s IepeAHEero mia-
Ha, MOXHO czienaTh cioii Foreground.
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MopAAOK cnpauToOB B CAOE

Co3Z1aB OCHOBHBIE CJIOU U PACIIPEJIEIUB CIPANTHI 10 HUM, MOXXHO HACTPOUTH ITOPAJOK
crpaiiToB B cioe. CyTh IPOCTa — CIIPAMNTHI ¢ 60sIee BHICOKUMU 3HAYEHUSIMU OTPUCOBBI-
BalOTCA NTOBEPX CIIPANTOB C MEHBIIMMHU 3HaUYE€HUAMMU.

BHUMAHWE!

TanHcTBEHHOE UCUE3HOBEHHe cnpaﬁ‘ron

B Hayane Bawew paboTbl cnpawTbl MOMYT BHE3aMHO nponagatb. 3TO, Kak NpaBunio, CBA3aHO
C TeM, 4TO CNpanT HaxoAnTCs No3aan 6onee KPyrnHOro afneMeHTa Uin Kamepsl.

Bbl TakKe MoxeTe 06HapyXUTb, YTO, €C/IK Bbl HENPaBWIIbHO HACTPOUN CIOU COPTUPOB-
KW 1 NOPSALOK Ha C/l0e, NMONIOXEHUE MO OCU Z MOXKET MOBJIUATL Ha MOPALOK OTOOPAaKEHUS.
[MoaToMy BaXKHO Bcerga 3ajaBaTtb CNov ANF KaXXAoro cnpanTa.

2D-pu3suka

Ternepb, KOrzja BEl IOHNMaeTe, KaK B Balllel Urpe paboTaloT CTAaTUYHBIE CIIPANTEL, IIPU-
IO BpeMs J06aBUTh HEMHOT'O Maruu U ABKeHUs. B Unity ecTb HECKOJIBKO OYeHb KPY-
TBIX HTHCTPYMEHTOB, KOTOpPble IIOMOTYT BaM ¢ 3TUM. CylllecTByeT Ba OCHOBHBIX CIIO-
coba «0XKUBUTH» CIIPAiT. JlaBaiiTe pacCMOTPUM X mozipobHee. B Unity ecTh MoInHasa
cucrema 2D-QpU3HKHM, UHTErpUPOBaHHAA B cUCTEMY 107 Ha3BaHueM Box2D. Tak ke, Kak
u B 3D-Urpax, Bbl MOXKETE UCIIOIb30BaTh KoMIoHeHTHI Rigidbody c rpaButanueii, pas-
JINYHBIE KOJUTalephl U Apyrue pusudeckre 3$deKTh, XapakTepHble i 2D-matdopm
U TOHOK.

KomnoHeHT Rigidbody B 2D-urpax

B Unity npeaycMoTpeH oTAenbHbIN TUT KoMnioHeHTa Rigidbody ayia 2D-urp. MHuorue
CBOWCTBA 3TOr0 KOMIIOHEHTA OT/IMYAIOTCS OT CBOMCTB ero 3D-aHasnora, ¢ KOTOPBIM BB
yke pabotanu. Beibop HempaBwibHoro Tuma Rigidbody — pacnpocrpanenHas oumib-
Ka, TaK 4To OyZbTe BHUMAaTEIbHBI U BOCIIOIb3yiiTech kKoMaHzoi Add Component =
Physics 2D, a He gpyToii.

COBET

CmewumBaHue TUNOB PU3IUKH

2D- 1 3D-¢$u13MKa MOryT COCyLLECTBOBATbL Ha OAHON CLIEHE, HO MPU 3TOM OHM He GyayT B3au-
MOAeNcTBOBaTh APYr ¢ Apyrom. Kpome Toro, Bbl MOXKeTe NpuMeHnTb 2D-Ppusnky K 3D-06b-
eKTaMm 1 Hao6opoT!
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2D-Konnamaepbl

Tak ke, kak 3D-Kosutaiizepsl, 2D-Kojutaizieps! TO3BOJSAIOT UTPOBBIM 06BEKTAM B3aMMO-
JleicTBOBATh APYT C APYTOM IIPU CONPUKOCHOBeHUU. B Unity ecTb MHOTO BCTPOEHHBIX
2D-kosnaizepoB (cM. Tabmmiy 12.1).

TABA. 12.1. 2D-konnangepsbl

Konnanpep OnucaHue
Circle Collider 2D Kpyr ¢ GMKCMpOBaHHbLIM pagnMycoM 1 cMmelleHnem
Box Collider 2D MpAMOYronbHUK C perynnpyeMon WUpUHON, BbICOTOM

U CMelleHreM

Edge Collider 2D JlomaHas nMHus, Heob6s3aTelbHO 3aMKHyTas
Capsule Collider 2D Kancyna ¢ 3agaHHbIM CMELLLEHUEM, pa3MePOM U Hamnpas-
NleHneMm

Composite Collider 2D | Oco6bir Konnangep, KOTopbIM NpeacTaBaseT cobor CoBO-
KYMHOCTb HECKOJIbKMX MPOCThIX KOSNanaepos, o6pabathbl-
BaeMbIX KaK OAnH

Polygon Collider 2D 3aMKHyTbI MHOTOYrO/IbHWUK C TPEMS UK Bolee CTOPOHaM#

MPAKTUKYM

CrankuBaHue ABYX cnpaii'ros

BbINonHuUTe creayiolue AeNCTBMS, YTOGbI NOMPAKTUKOBATLCSA CO CTOIKHOBEHUEM
2D-CrnpaiToB ¢ NOMOLLbIO BYMEPHbIX KBaApaTOB.

1. Cospaute HOBYIO 2D-cueHy 1 ybeamTecs, 4To naket 2D-acceToB UMMOPTUPOBAH.

2. Hawnpaute cnpant RobotBoyCrouchOO B nanke Assets\Standard Assets\2D\
Sprites n nepetawumte ero Ha naHenb Hierarchy. Pacnonoxute cnpant B NO3unLuK
¢ KoopaunHatamu (0, O, 0).

3. [lo6aBbTe B CrpanT MHOIOYrofibHbIn Konnanaep (BbiopaB komaHay Add
Component = Physics 2D = Polygon Collider 2D). O6patuTe BH/UMaHue, YTo 3TOT
Konnanaep NpMMEPHO COOTBETCTBYET KOHTYPY cripanTa.

4. Tlpoay6nvpymnTe aTOT CNpanT U NnepemecTuTe Ay6anKaT HUKE U NpaBee B MO3ULMIO
¢ koopauHatamu (0,3, —1, O0). B aTom ciy4ae BEpXHUIM CipanT ynageT Ha Hero.

5. YT06bI BEPXHMI CNPaAWT pearnpoBas Ha rpaBuTauuio, 106aBbTe K HEMY KOMMOHEHT
Rigidbody 2D (Bbi6paB komaHay Add Component = Physics 2D = Rigidbody 2D).
MNoaxoaswmne 3Ha4eHMa CBOMCTB NMOKasaHbl Ha puc. 12.12.

6. 3anyctuTe cLeHy M o6paTuTe BHUMaHWe Ha NoBeaeHue cnpavTta. CTONKHOBEHMWS
NPOMCXOAAT TOYHO TakK Xe, Kak B 3D-urpax.
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# Scene € Game .= ©Inspector | B
Shaded -ll20] % |<) | & -] | Gizmos *| (GrAll ”  [RobotBoyCrouch0d | [ Static ¥
Tag | Untagged 4| Layer [Default )
» . Transform %
¥ (. ¥ Sprite Renderer bl
¥ & ¥Polygon Collider 2D 2,
Edit Collider
Material [None (Physics Material 2D)| ©
Is Trigger ()

Used By Effector [ |
Used By Composite ||

Auto Tiling m)
Offset
X0 Yo
¥ Points
» Info
v~  Rigidbody 2D =
oty Tvpe
Material [None (Physics Material 2D) O
Simulated 4
= la HoE | Use Auto Mass (]
- BEETCYESN e fx

Assetsic Linear Drag Ic

Angular Drag

o ——
- Collision Detection [Discreta __¢]
Stecping Mods
Scenes Sprites Standard A e
» Constraints
¥ Info

Puc. 12.12. HacTpoWiku BepxHero poboTa

COBET

2D-KoAnalpaepbl U TAyOuHa

Koe-yTo B 2D-Konnangepax MOXKET NoKa3aTbCs BaM CTPaHHbIM, €C/IM CMOTPETb Ha HUX
Ha 3D-cueHe. OCO6EHHOCTb B TOM, YTO UM He 06513aTesibHO OblTb Ha OHOW y6GUHE Z, YTO-
Obl CTONKHYTbCSA. CTONKHOBEHWE YYUTBIBAET TOJIbKO KOOPAMHATbI X U Y.

Pe3iome

B 3TOM Yace BBI y3HaIU 06 OCHOBax co3zaHus 2D-urp Ha Asrokke Unity. CHavama Mb
TIOTPY3WINCh B U3yueHUe opTorpadgpuueckoil kKaMmepsl U paboTy ¢ IIyOUHOM B JByMeEp-
HOM IIPOCTpaHCTBe. 3aTeM MBI cO3Jalu NPocToi 2D-00BeKT, CIIOCOOHBIH JBUTaThCs
U CTQJIKUBATBCA. OTU CBOMCTBA JIeXKaT B OCHOBe MHOTUX 2D-urp.

Bonpocbl U oTBEeThbI

Bonpoc: Moaxoaut nu Unity ansa coszgaHusa cepbe3Hbix 2D-urp?

OtBeT: [la. B Unity ecTb HEBEPOATHbIN Habop MHCTPYMEHTOB Ans co3aanuns 2D-urp.

Bonpoc: MoxxHo nu B Unity cosgaBatb 2D-uUrpbl 415 MOGUAbHBIX U apyrux nnatdopm?
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OtBeT: OyeHb gaxke MoXHO! OQHO M3 OCHOBHbIX MPEUMYLLECTB ABMXKKa Unity 3aksto-
YyaeTcsl B ero crnoco6HOCTU JOBOJIbHO SIEFKO pa3BopaYymMBaTth Urpbl NO4 MHOrMe
nnatdopmbl. 2D-Urpbl HE UCKOYEHWE, U MHOTME BeCbMa nonynspHble 2D-
Urpbl caenaHbl UMeHHo B Unity.

Cemuuap

YzaenuTte HEKOTOPOE BpeMs IPOPabOTKe MPUBEJEHHBIX HIKE BOIIPOCOB, UTOOHI yOEAUTh-
51, YTO BbI XOPOILIO YCBOWIN MaTepual.

KoHTpOAbHBIE BONPOCHI

1. Kakoii TuI KaMepbl 0ToOpakaeT Bce 0ObeKTHI 63 UCKaKeHUIT TIEPCIIeKTUBBI?
2. OT yero 3aBUCUT HACTPOKKa pa3Mepa opTorpadpuyecKoil KaMmephl?
3. JloyokHbI in Ba 2D-cnipaiiTa HaXOAUThCA Ha OAHOU TIyOHHE, YTOOBI CTOJKHYThHCS?

4. ByayT 1 cIIpaliThl OTPUCOBBIBATHCA, HAXOAACH 32 KaMepOn?

OTBeTbl

1. Oprorpaduyeckas.

2. Hacrpoiika pasmepa onpe/iesiieT II0J0BUHY BepTUKaJIbHON BBICOTHI B MUPOBBIX
eZINHUIIaX, KOTOPYIO OXBaThIBaeT KaMepa.

3. Her. 2D-cTONMKHOBEHUSA YYUTBIBAKOT TOJIBKO KOOPDAWUHATBHI X U Y.

4. Her. OT0 yacTas IpUYMHA NOTEPU CIIPAHTOB NPU CO3AaHUU 2D-urp.

YnpaxxHenue

B sTOM ynpa)KHEeHUH MBI IIOIIPOOYeM HCII0Ib30BaTh HEKOTOPBIE HHCTPYMeHTH! Unity,
YTOOBI IOCMOTPETD, YEr0 MOXKHO JJOCTUTHYTh, 00aBHB CIIpaiiTaM IMEeNOTKY aHUMAIIHH,
KalleJbKy CKPUIITOB U ITAPOYKY KOJUIAHAEPOB.

1. CoszatiTe HOBBIHM 2D-NIPOEKT WK HOBYIO CIIEHY B CYIIECTBYIOIIEM IIPOEKTe.

2. Mimnoprupyiite makeT 2D-acceToB (BrIOpaB KoMaHzAy Assets = Import
Package = 2D). MIMnopTupyiiTe Bech IaKeT.

3. Haiigute accer CharacterRobotBoy B manke Assets\ Standard Assets\ 2D\
Prefabs u nepetaniure ero Ha naHesnb Hierarchy. YctaHOBUTE €ro B IO3UIUIO
¢ koopguHaTtamu (3, 1,8, 0). ObpaTuTre BHUMaHUe, YTO Y 9TOro Ipedada Ha maHe-
su Inspector ecTb MHOKECTBO KOMIIOHEHTOB.
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4. Hatigute cipaiiT PlatformWhiteSprite B nmanke Assets\ Standard Assets\ 2D\
Sprites u neperamuTe ero Ha nmaHesnpb Hierarchy. Ycranosure ero B mosunuro
c koopauHatamu (0, 0, 0) u 3azaiite macmTab (3, 1, 1). ZlobaBbTE KOMIIOHEHT
Box Collider 2D, 4To6BI UTPOK HE MPOBATUBAJICI CKBO3b T1aTdopmy!

5. Ipoay6aupyiite mwiathopmy. [TomecTUTe AyOIUKAT B TIO3UIUIO C KOOPAUHATAMU
(7,5, 0, 0), 3apaiite Bparienue (0, 0, 30), YTOOHI c/ie/IaTh HAKJIOHHYIO IaTGOPMY,
M 3agaiite macirab (3, 1, 1).

6. Ilepemecture KomMnoHeHT Main Camera B 1o3uIiyio ¢ koopauHatamu (11,
4, —10) u HacTpoliTe ee pa3Mep, cAenaB paBHbIM 7. Ha puc. 12.13 npuBezieHbl
¢$uHaNbHBIE HACTPOWKU.

7. Haxwmure xHonky Play. C moMoIpio KIaBulll co cTpeskaMu U IIpo6es BeI MoXe-

T€ I€epeMeEeIaTbCA U MpbIraTh.

= Tierarchy Wom) Focene  [EGame ] O inspector | e
AT Shaded =1[20 || % |<4) @ = Gizmos - (AT X —E
= Tag | MainCamera ¢ Layer [Defakt 3]
» CharacterRobotBoy ¥~ Transform (S
PlatformWhiteSprite Position X[ lvfa 210
PlatformWhiteSprite (1) Rotation X0 Yo 2o
Scale X1 Y1 z1
=1 o)
Clear Flags 0
Background 2
Culling Mask .
Projection | Orthographic ____________¢J|
Size 7
Clipping Planes  Near 0.3
Far 1000
Viewport Rect
Y0
w1 H1
Depth 1
Rendering Path | Use Graphics Settings ______¢]
@project | [[JConsole M= TargetTexture  [None (Render Texture) °
et Sl — 3 A% %1 ocdusion Culling
B scanes 4| Assets - Standard Assets - 20 » Sprites Allow HDR ]
i Sprites Allow MSAA 4
¥ & standard Assets Allow Dynamic Reso 0
o low Dynamic Reso |
@l Animations [Display 1 0|
o Animucor, aroun  CratePinkG.  PlatlormWhi_  RobotboyC_  RobotBoyD_ RobotBoyld. Rebotsoy). | WiFlare Layer Qo
& Materials —@ wRarelayer MY
5 PhysicsMaterials S T — L
;;’;‘f;:’ i o | ° Add Component.
¥ i@l CrossPlatformInput RobotBoyRo.  RobotBoyR_  RobatBoyh
» Gl Editor
» & utility ——

Puc. 12.13. OKHO Nporpammbl C 3aKOHYEHHBIM YpaXKHEHUEM
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YT1o Bbl y3HaeTe B 3TOM 4ace

» Y10 TaKoe Tannman
» Kak co3gaBaTb NaauTpbl
» Kak co3paBatb 1 pa3melaTb Tannbl

» Kak 0o6aBunTb GU3KKY Tanimanam

Panee (B 4ace 4) Bbl HAYYWJIHCh CO3/1aBaTh 3D-MHUP C TIOMOIIIBIO CUCTEMBI JIaHALTapTa

B Unity. Terepb mpUIUIo BpeMs IPUMeHUTD 3TU 3HAHUA 11 2D-UTp ¢ IIOMOIIBI0 HOBON
cucremsl 2D-rafniMarnos Unity. Biarogaps el Bl cMOXkeTe GBICTPO U JIETKO CO37aBaTh
MUPBHI, B KOTOPBIE UTPOKHU C YAOBOJIBCTBUEM OYAyT IOTPYKaThCsA. B 3TOM dyace MbI Ha-
YHEM C TalJIMaIoB, 3aTeM M3yYUM MaJUTPHI, B KOTOPBIX OyAyT XPaHUTHCS BALIH TAJIbL.
HaxoHel1, MbI CO3IaZIM Taiiibl ¥ HAaHEeCEM UX Ha TaliMar, a 3aTeM 106aBUM Taiima-
I1aM KOMIIOHEHTHI CTOJIKHOBEHUA /111 UHTEPAKTUBHOCTH.

BeeapeHMe B TaAManNbI

Kak crenyeT u3 HasBaHUA, mailiman — 3TO «KapTa» TalIOB (Tak XKe, Kak 6UTMAaIbl —
3TO KapThl 6UTOB). Tall/IMaInbl yCTaHABIUBAIOTCA HA CETKU, KOTOPHIE OIPEEeNAIOT pas-
MepBHI ¥ OTCTYIIbI TAMIOB /JI BCEero TaiiiMana. Taiyibl — 3TO OTZAeNbHbBIE CIIPAUTEL, TIPeJ-
Ha3HaYeHHBbIE /1A pUcOBaHMA Mupa. OHU pacrosaraioTcsa Ha NaluTpe, KOTopas 3aTeM
HICITOJIb3YeTCA /I HaHeCeH!s TalyIoB Ha TaiiMarl. [loHadary HOBbIe CJIOBa MOTYT COUTh
C TOJIKY, HO 3TO, B I[€JIOM, CBOAUTCS K IIPOCTHIM ITOHATHUAM, BPOZie «KPacKH, MaUTPa,
KHCTH, XOJICT», 1 KaK TOJIbKO Mbl HAYHeM paboTy, BCe OKaXXeTCsI Topaszio IPOIIE.

Ecim 5TO He Tak YK O4eBUAHO, CJIefyeT OTMETUTh, YTO TAHIMAIIEl OOBIYHO UCIIOIb3YIOT-
¢4 B 2D-urpax. B npuHuune, TeXHUYECKH UX MOXXHO IIPUMEHATH B 3D-IIpocTpaHCTBaX,
HO 3T0 HedbPeKTUBHO. MOXKHO TaK)Ke UCIOIb30BATh JIUCTHI CIIPAWTOB B COYETAHUU

¢ TaliiManaMuy. Bel MOkeTe cO37aTh JIUCT C PA3HBIMH YaCTAMU CPeZIbl U IIPeBPaIiaTh UX
B TAWJIbI.



BBegeHue B TaiaMarnsi 249

Co3paHue TaMAMana

BbI MOXKeTe pa3MeCcTUTh Ha CIieHe CTONbKO TalIManoB, CKOIBKO AyIlle YTOAHO, 1 HaBep-
HsKa BBI CKOPO GyZieTe co3ZiaBaTh UX M0 HECKOIBKY IITYK ¥ HAaCJauBaTh OAWUH Ha JpY-
roil. DTOT MeTO/ [I03BOJIsIET HACTPOUTD 3aJHUH, CPeHNI U TIepeJHUI TTaH JJIA TTOsIB-
seHust 3¢ dekTa nmapawiakca. UTobbl co3/aTh Ha ClleHE TaliMall, BbIOEpUTE KOMaH/Y
GameObject = 2D Object = Tilemap. [Iporpamma Unity Z06aBUT Ha CIeHy JBa UTPO-
BbIX 00bekTa ¢ umeHamu Grid u Tilemap (puc. 13.1).

=m| O lnspector | P
LetinsaslSAL I —
Tag [Untagged ] Layer [Defaulc 3
¥ Transform
Position
Rotation
Scale
v M Tilemap
Animation Frame Ra'1
Color

Position
xl0 Yo zio

Rotation
*l0

Scale

& Project O Console.
e — — TCs M [OSpesbefadt |
hé u(g;fmf ial Aasets Sort Order Bottom Lef R
laterials |
©LAll Models This folderis empty Sorting Layer Befaule ————
© Allprefabs Orderintayer 0 |
LAl Seri
— " Mask Interaction
_
I : =

Puc. 13.1. [lo6aBneHue Tannmana

Y urpoBoro o6bekTa Tilemap ecTh ZiBa KOMIIOHEHTA, O KOTOPHIX CTOUT TOTOBOPUTH
otgenbHO: Tilemap u Tilemap Renderer. KomnoneHnt Tilemap orBeuaer 3a pa3mele-
HU€ TalIoB, PACIIONIOKEHUE TKOPeH (TOUeK MPUBA3KU) U OOIIYIO IIBETOBYIO TOHUPOBKY.
KommnonenT Tilemap Renderer mo3BosisieT 3ajaTh MOPSA0K COPTUPOBKU, YTOOBI BaIlln
TalIMaIbl OTPUCOBBIBAIKCEH B IPABWJIBHOM ITOPSIAKE.

NMPAKTUKYM
AobaBneHue TaliAMana Ha CUeHy

B aToM ynpaxHeHun Mbl J06aBUM Ha CLieHY Tannman. He 3abyabTe COXpaHUTb CLEHY, Tak
KaK OHa MoHaJo6u1TCA HaM No3aHee B 3TOM Yace. BbinonHuTe cneaylowme 4encTBuS.
1. CospanTte HoBbI 2D-npoeKT. Co3aanTe HOBYIO NarnKy ¢ UMEHEM Scenes U COXpaHu-
Te CLEHY B Hee.
2. [o6aBbTe Ha cLeHy Tannman, BblopaB komaHay GameObject = 2D Object =
Tilemap.
3. 3T0T Tannman ctaHeT GpOHOM Ball€eN CLIEHbI, TaK YTO NEPEUMEHYWTE €ro
B Background.

4. Y106bI CO34aThb €lle OAMH TanUamarn, He co3aaBas MpPY 3TOM elle OAHY CETKY, LUenK-
HUTE MPaBOW KHOMKOW MbILWK MO UrpoBoMy 06beKTy Grid Ha naHenun Hierarchy
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n Bbl6epuTte KomaHay 2D Object = Tilemap (puc. 13.2). [pucBovTe HOBOMY Tani-
many ums Platforms.

= Hierarchy |
Create ~| (@Al
v Q Creating a Tilemap™*
Main Camera
Background Copy
Paste
Rename
Duplicate
Delete
Select Prefab
Create Empty
3D Object
2D Object
Effects
Light
. Audi
@ Project B u =
I Create ~ Video %
v | 7Favorites ul > [ssets »
@,All Materials Vuforia N
©) All Models
©\ Al Prefabs Camera
@AII Scripts l

Puc. 13.2. [lo6aBneHne HOBOro TannmMana Ha naHenv Hierarchy

5. [Jo6aBbTe B NPOEKT [jBa HOBbIX C/IOA COPTUPOBKK U Ha3oBUTe ux Background
n Foreground. ([ToBTOpUTE MaTepuanbl Yaca 12, ecnu He NOMHUTE, Kak JO6aBNATb
CJIOM COPTUPOBKMU.)

6. BbibepuTe Tannman Background v 3agaiTte cBoMCTBY Sorting Layer KomnoHeHTa
Tilemap Renderer 3Ha4yeHne Background. BeibepuTe Tannman Platforms v 3agante
cBoncTBy Sorting Layer komnoHeHTa Tilemap Renderer 3HayeHne Foreground.

Cetka

Kak BBI BUZenu paHee, Ipu 106aBlIeHNU Ha CIleHy TaiIMalna Bl TaKKe JobaBisere
urpoBoii 06bekT Grid (puc. 13.3). OTOT 06BEKT CETKU 33/]a€T TapaMeTPhl, KOTOPHIE
MIPUMEHAIOTCA KO BCEM aHAJIOTUYHBIM TaliManaM. B 4acTHOCTH, ceTKa 3a/laeT pa3Mep
AYEPKU U pa3pbIBbl MEXY AdeliKaMu BallKX Taiimanos. [ToaToMy, ecin Bce TaitiMa-
ITBL JOJDKHBI OBITH OAMHAKOBOT'O pasMepa, BaM JOCTATOYHO C/e/IaTh OJHY CETKY Ha BCeX.
Eciy 2xe HeT, TO BaM OHAZ0OUTCS HECKOIBKO CETOK JIJIs TAMIMAaIoB Pa3HBIX Pa3MepoB.
O6paruTe BHIMaHUe, YTO Pa3Mep A4elKY 0 YMOTIaHUIo paBeH 1. Ota mHpopManus
HaM elle moTpebyeTcs, 3aIOMHUTE ee.



Manutpsl 251

© Inspector | 8 =
|Grid [[] static ¥
Tag [ Untagged 4] Layer [ Default 4]
¥ .~ Transform L
Position X0 Y 0 'z0 |
Rotation X0 Y 0 'z |
Scale X[T YL |2z ]
v [ @ Grid %,
Cell Size
X1 IYia s 'zo
Cell Gap
X0 |¥io 'zo |
Cell Swizzle [xvz ™

Puc. 13.3. O6bekT Grid

COBET

HaknoHHble TaMAManbI

O6bI4HO Tannmanbl BblpaBHWBAIOTCA OTHOCUTENBHO Apyr Apyra. Ho He Bcerga. Ecnv Bbl
XOTUTE, YTOObI OMH 13 GOHOBLIX TaWIMarnoB pacnonarasacs rnoj yrioMm, Bbl MOXeTe rnosep-
HYTb €ro Ha naHenu Scene. Bbl faXke MOXeTe nepemellaTb TannamMansl, YTo6bl pacnonaratb
UX B LLAXMaTHOM MOPSAAKE UK OTAANATb UX MO OCU Z A1 CO34aHUs NapaniaKTUM4eCcKoro
addeKTa.

ManuTpbi

YT0o6BI HAHECTH TAWIBI HA TAWIMAI, HEOOXOAMMO CHavYasa codparh UX Ha MaTUTPE.
OTO IPUMEpPHO TO XKe caMoe, YTO MaJUTPa XyAOKHUKA, Ha KOTOPOH pacIoaralTcs Bce
MMEIOIINEeCcs KPacKU. Y MaJUTPHI €CTh 6OJIbIIOe KOTUIECTBO NHCTPYMEHTOB, KOTOPhIE
IIOMOT'YT BaM CO3/1aBaTh JII0Oble MUPHI, JOCTYNHEIE Balleil GpaHTaszuu. YTOObI OTKPHITH
MaJUTPY TalIoB, BeibepuTe koManay MeHio Window = Tile Palette. OTkpoetcs
naHesnb Tile Palette, mokasanHas Ha puc. 13.4.
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© Inspector Tile Palette =
(Elelslniz[o]e]
J

Active Tilemap | Nothing D

e ns
oV

I Create New Palette v| Edit

Create a new palette in the dropdown above.

| Default Brush +

Puc. 13.4. MaHensb Tile Palette

NManens Tile Palette

Ha maneinu Tile Palette ecTh psiZi MHCTPYMEHTOB /IJIT PUCOBAHUS, a TAKXKE IIEHTPaJIb-
Has 06JIaCTb, TZle HAXOAATCSA BCe BalllK TAlUIEL. [0 YMOTYaHUIO B IIPOEKTe HET MAIUTPHI,
HO BB MOXKETE CO3/]aTh €€, OTKPBIB pacKphIBarouuiics cnrucok Create New Palette.

MPAKTUKYM

Co3paHue naAuTpbl

Tenepb HacTano BpemMs A06aBUTb B MPOEKT NapoyKky nanutp. Mcnonb3ynte NpoeKT, co3aaH-
HbIY B MpaKTUKyme «[lo6aBneHWe TakaMana Ha CLIEHY», @ €CNU Bbl €Ll HE BbIMOAHUIN

ero — cnegyet caenatb 310 cenyac. 0693aTeNbHO COXPaHUTE CLEHY, TaK KaK OHa MOHaAo-
6UTCA Ham rno3gHee B 3TOM 4ace. Korua Bbl 6yneTe FOTOBbI CO34aTb NannUTpPy, BbIMOJHUTE
cnepylouine AeNCTBUS.

1. OTKpoWTe cLEeHy, CO3[aHHyIo B NpaKkTuKkyme «[lob6aBfieHne Tannmana Ha cue-
Hy». OTKponTe naHesnb Tile Palette (Bbi6paB nyHKT meHio Window = Tile Palette)
1 3aKpenuTe ee psaoM ¢ NaHenbto Inspector (puc. 13.4).
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2. [Jo6aBbTe nanuTpy, Haxas KHoMKy Create New Palette, v npucsonite en umsa Jungle
Tiles. OcTaBbTe Apyrne HaCTPOMKKU NanUTpbl MO ymMonyaHuio (puc. 13.5). Haxmute
KHoMKy Create.

© Inspector Tile Palette =

INFAPAI=IFEARATY
Active Tilemap

Create New Palette = I Edit

Create New Palette

Name I Jungle Tiles|

Grid | Rectangle m

Cell Size [ Automatic m
X1 )| ol Z\0

( Cancel [ Create ]

Puc. 13.5. Co3aaHve HOBOW NanuTpbl

3. B nosBuBLweMcs okHe Create Palette co3gaiTe HOBYtO nNanky, Ha30BUTE ee
Palettes 1 HaxmuTe KHoMKy Select Folder.

4. [loBTopwuTe Wwarn 2 1 3, 4T06bl CO3AaTh eLle OAHY NanuTpy nog HassaHnem Grass
Tiles. [locne 3T0ro y Bac A0/IXKHO NOJY4YUTLCS ABE NanuTpbl B pacKpbiBatoLLeMCs
CMUCKE NanuTp, a TakxKe ABa Tanamana B packpbiBatolemcs crnivcke Active Tilemap
(puc. 13.6).

© Inspector | Tile Palette =
AP AR

Active Tilemap | Background $
Platforms
¥ Background

Grass Tiles
¥ Grass Tiles
Jungle Tiles

Create New Palette

Puc. 13.6. Co3aaHHble NanuTpbl M TanamMarnsbl

TauAbl

PaHee B 3TOM 4ace MBI IIPOJeJIai MHOTO TIOATOTOBUTEIBHOM paboTHl, KOTOPAas O3BO-
JIUT HaM UCII0/Ib30BaTh Taiibl. Telepb HACTaIO BpeMA B3AThCA HEIOCPECTBEHHO

3a pUCOBaHUeE. B CyITHOCTH, TalJIbl — 3TO CIIPANTHl, KOTOPHIE HACTPOEHHI CIIeI[aIb-
HO 2711 paboThI ¢ TainManaMy. CIpaiTel, KOTOPBIe UCIIOIb3YIOTCA B KaueCTBe TalIoB,
MOXXHO IIPMMEHATH U KaK OOBIYHBIE CIIPANTHI, €C/IU BaM OyzeT Hy»kHo. ITocie Toro kak
CIIpafTHl UIMIIOPTHPOBAHBI ¥ HACTPOEHHI, UX MOXKHO IIPEBPATUTh B TailI, J0OABUTh

Ha [aJUTPy, a 3aTeM HaHOCUTh Ha TalIMaIl.
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NMPUMEYAHUE

OX Y)X 3TU NOAb30BaTeAbCKHE TaHAbl...

B aToM 4ace mbl 6yaem paboTtaTb ¢ 6a30BbIMU TannaMu. Bo BCTPOEHHbIX Tannax 3anoxe-
Ha OrpomMHas GyHKLMOHANbHOCTb, HO Bbl MOXeTe NPUMEHUTb K 2D-TaknmManam Ky4y cBoO-
WX HacTpoeK. Ecnun Bbl XOTUTE NONTU elle Janblue U CO3AaTb, HanpumMep, aHUMUPOBaHHbIE
Tannbl, CMapT-Tawbl UK Jaxe NoNb30BaTe/IbCKUE KUCTH C NOTUKOW UFPOBOI0 OO bEK-

Ta, BCTPOEHHbIE B Talnbl, Bam nomoxeT naket Unity 2D Extras. Ha MmomeHT ny6nunkaumm
3TOM KHUIMM €ro MOXHO cKayaTb no ccoiike github.com/Unity-Technologies/2d-extras.
Ho cKkopo oH 6yaeT BCTpoeH B MeHemxep naketoB Unity M OCTYNeH TaK e, KaK 1 Bce
npo4ure acceTbl, KOTOpble Bbl UCMOJ/Ib30BaN B 3TOM KHUre. TaK 4YTo y Bac BNepean MHOro
MHTEpPecHoro!

HacTtpouka cnpauToB

Yro6bI HaCTpOUTH cnpaﬁ’r AJIA CIIOJIb3OBAHUA B Ka4€CTBE Taﬁna, HYXHO IIPUWIOXUTDH
HE€ TaK y>X 1 MHOI'O yCPIJIPIfI. Bam HY>XHO BBITIOJTHUTDH JBa OCHOBHBIX 3aJaHUA.

1. Y6eauthcs B ToM, 9TO cBoiicTBO Pixels per Unit Ha Bamux crpaiTax TOYHO COOT-
BeTcTBYeT cBOMCTBY Cell Size Bamieii ceTku. (MeI B Girpkaiiiiiee BpeMs OCTaHO-
BUMCsI Ha 3TOM TofipobHee.)

2. Hape3atb cripaiiTsl (MbI IpeAITIOIaraeM, YTO OHU HaXOZATCSA Ha JIUCTE CIPaiToB)
TaK, YTOOB BOKPYT HUX OBUIO KaK MOYKHO MEHBIIIE yCTOTo MpocTpaHcTBa. Tam,
I/le 3TO BO3MOXKHO, JIy4llle BOOOIIe n36aBUTHCS OT HETO.

[TepBBIii mIar MOATOTOBKYU CIPATa K UCIIONIH30BAHUIO B KAYECTBE Tallyla MOXKeT ITOKa-
3aThCs CIOKHBEIM, HO HA Jlesie Bce Topaszo npotte. K npumepy, B 9TOM 4ace MbI BOC-
I0JIb3yeMCH JINCTAMU CIIPAWTOB, HA KOTOPBIX COZAEPIKUTCA HECKOIBKO TAWIOB. OTU Tak-
JIBL UMeIOT pa3Mep 64 Ha 64 nuxcens (Tak UX HapucoBasM). ITOCKOIBKY CBOMCTBO CETKU
Cell Size 3azano 1 eqununa Ha 1 eauHMIY, cBoticTBO Pixels per Unit 00KHO paBHATH-
ca 64. TakuM o6pasoM, Kaxzable 64 MUKceIA B BallleM CIpaiTe 6yyT paBHHI 1 eANHUIIE,
YTO KaK pPa3 COOTBETCTBYET pa3Mepy TIeHKu.

Co3paHMe TanAa

ITocsie TOro Kak CIIpaiThl OyAyT IOATOTOBIEHBI, MOXKHO CO3/1aBaTh Talbl. I 3TOro
Ha/I0 IEPETAIUTD CIIPANTH Ha HY)KHYIO nanuTpy Ha naHenu Tile Palette u BrIGpaTh,
I/le BBl XOTUTE COXPAHUTH MTOJyYeHHEBIE TAlIbl. VICXOAHbIE CIPAMTRI IPY 3TOM OCTAIOT-
cs1 6e3 uaMeHeHwMi. Talll — 3TO CO3ZaBaeMBbIil acCeT, KOTOPBIN CChUIAETCS Ha UCXOAHbIE
CIIPaMTHI.
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MPAKTUKYM

B 3TOM ynpaxXHeHUn Mbl MOKaXKeM, Kak HacTpanBaTb CMpanTbl U UCNONb30BaTb MX AN
CO3JaHusa TannoB. PaboTanTe ¢ MPOEKTOM, OTKPbITbIM PaHee B 3TOM 4ace, a ecv Bbl NPo-
nycTUAN NPaKTUKym «Co3aaHne NanuTpbl» — caenavTe ero npsamo cenyac. Ecnv Bbl 3a6bl-
JIM, KaK BbIMOMHWUTb TO UKW MHOE AENCTBUE, MOXKETE BEPHYTLCA K Yacy 12 1 MOBTOPUTL ero.
He 3abyabTe CoXpaHUTb 3Ty CLEHY, TaK KaK OHa NoTpebyeTcs HaMm B ganbHenwem. Boinon-
HUTE cnegyolme AenCcTBUS.

HacTtpoiika cnpaiitoB U co3AaHue TalAOB

1. OTKpoWTe CLieHy, cO3AaHHYyt0 B NpakTukyme «CosaaHune nanutpbl». Co3aanTe HOBYIO
nanky 1 HasoBuTe ee Sprites. Hangute gBa cnpanta GrassPlatform_TileSet
1 Jungle_Tileset B npnnoxeHHbIX K KHUre dannax NpMMepoB K aTomy 4Yacy. lNepeTa-
LIMTE MX BO BHOBb CO3J@HHYIO Marnky.

2. Bbibepute cnpawnt GrassPlatform_Tileset Ha naHenu Project n nocmoTpuTe Ha ero
CBOWCTBa Ha naHenu Inspector. 3aganTte cBonctBy Sprite Mode 3HavyeHre Multiple,
a ceovictBy Pixerls per Unit — 3Ha4eHne 64. Haxxmute KHonKy Apply.

3. OtkponTte naHenb Sprite Editor n HaxxmuTe KHOMKy Slice B BEPXHEM NEBOM Yriy.
3apavte cBoncTBy Type 3HadeHue Grid By Cell Size, a ceovictBam Pixel Size X
n Pixel Size Y 3HayeHune 64 (puc. 13.7).

4. Haxkmute kHomnku Slice n Apply. 3atem 3akponTte naHesnb Sprite Editor.

Sprite Editor |

Sprite Editor ¢ Slice ¢| Trim

Type [ Grid By Cell Size ¢
Pixel Size X|64 Y 64

Offset o lgor ]
Padding X0 Yo B
Pivot

Centeri - 3
Custom Pivot

X0

Puc. 13.7. [0TOBbIV NCT CNPanTOB Noc/e Hape3Kku

5. lNoBTopuTe warun co 2 no 4 ana cnpanta Jungle_Tileset. OH HeMHOro 605bLue, MO3TO-
My 3aganTe ceovctBaM Pixel Size X v Pixel Size Y 3HayeHne 128.

6. Y6eautecb B TOM, 4TO naHenb Tile Palette oTKpbITa M NpUKpenaeHa K naHe-
v Inspector. Takxke yb6eautech, 4To BhibpaHa nanutpa Grass Tiles. MNepeTtawute
cnpant GrassPlatform_Tileset B LeHTp nanenu Tile Palette (cm. puc. 13.8).
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Tile Palette -
NFAPAIEIEAr:]
Active Tilemap [ Background +]

Grassplatfo. | RIS T

Puc. 13.8. MpeBpalleHne cnpanTa B Tansbl

7. B nosBuBlIEMCS OKHe co3anTe HOBYIO Marky, Ha3oBuTe ee Tiles, a 3aTeM HaxmuTe
KHOMKy Select Tiles.

8. Ha naHenu Tile Palette Bbi6epute nanutpy Jungle Tiles, a 3aTem noBTOpUTE WarK 6
n 7 gna cnpanta Jungle_Tileset.

Tenepb, Korzaa Bce CHpaﬁTbI HaCTpPOEHHBI U TaNIbI CO3aHbl, HACTAJIO BpEMA pI/ICOBaTb!

HaHeceHnue TaunoB

[Ipy HaHeCeHUM TAWJIOB Ha TalIMal BaM Hy)KHO 06paTUTh BHUMAaHKe Ha TPU MOMEH-
Ta: BHIOpAHHBIN Tail, aKTUBHBIN TaliMan U BeIOpaHHBIN HHCTpyMeHT (puc. 13.9). Ipu
BBIGOpE Taiia, KOTOPHIM BHI IUIAHUPYETE PUCOBATD, BBl MOJKETE IIEIKHYTb MBIIIBIO

10 OZHOMY TailTy WIH B3AThb Cpa3y HECKOJIBKO. DTO ObIBaeT I0JIe3HO, KOT/Ia BHI ILIa-
HUpyeTe HAaHOCUTD TalIbl, KOTOPbIE J0JDKHEL OBITh PACIIONOXKeHbI BMecTe (HalpuMep,
CJIOKHBIE KOMIIOHEHTHI KPBIIIN).

Korza GyzeTe roTOBbI, aKTUBUPYITE TaHe b Scene, YTOObI HaYaTh HAHOCHUTD Takl
Ha TaiiMar. B Tabiuiie 13.1 mepevyucieHbl UHCTPYMEHTHI, KOTOPbIE JIOCTYITHBI Ha TTaHe-
siu Tile Palette (ciieBa Hampaso).
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BbIGpaHHbIi UHCTPYMEHT —  BbibpaHHbIN Tainman

Palette

Ll ENO[AO[S)]
Active Tilemap [Plaforms | ¢]

Grass Tiles

Bbl6paHHbIN
Tann

Puc. 13.9. MoarotoBKa K pUcoBaHu1IO

TABA. 13.1. UHcTpyMeHTbl Ha naHenu Tile Palette

UHcTpymeHT | OnucaHue

Select McnonbayeTcsa a9 Bbi6opa Tanna Uinu rpynnbl TannoB Ans HaHECEHUS

Move McnonbayeTcs 4na nepemelleHns BblaeneHHon ob6a1acti Ha Tannmna-
ne U3 oAHOro MecTa B Jipyroe

Paint HaHocuT BbiGpaHHbIN Tann (Ha NanuTpe) Ha aKTUBHbIM TannmMan.
[lyTem nepeTackMBaHMs MOXHO HAHOCUTb HECKOJIbKO Tan/ioB OAHO-
BpPeEMEHHO. Yaepunas Knasuuy Shift Bo Bpemsa pucoBaHus, Bbl
nepekntoyaeTecb Ha MHCTPYMeHT Erase. YaepxuBas knasuuwy Ctrl
(vnun knaBuwy ¢ B macOS) BO Bpemsl prcoBaHUs, Bbl MOXKETE nepe-
KNOYNUTbCA Ha MHCTPYMeHT Picker

Rectangle McnonbayeTcs aAna pucoBaHWUs NPsiMOYrosibHoM GpopMbl Ha Tannmane
W 3anonHseT ee BbIGPaHHbIM B JaHHbIA MOMEHT Tana1om

Picker [Mo3BonseT BbibpaTb Tala Ha Tanamane (BMeCTo TOro YTobbl BbIOGU-
paTb ero Ha nanuTpe) ANs AajbHEenLWero pUcoBaHmnsa 1 YCKOpUTb
pucoBaHme Npu UCMNONb30BaHUKN MOBTOPSIOLWMXCSA FPynn Talnnos




258 13- YAC. Taitnmansl B 2D-urpax

TABA. 13.1. UHcTpymeHTbl Ha naHenu Tile Palette. lMpogomxkeHne

UHctpymeHT | OnucaHue

Erase [o3BonseT cTepeTb Tanun Wau rpynny Tannos ¢ Tannmana

Fill 3anosiHgeT o6nacTb BbIGpaHHbIM TakioM

MPAKTUKYM

Pucyem Tanamu
lNopa HavyaTb pucoBaTb. Ham NOHago6MTCA NPOEKT, CO3AAHHbIM B 3TOM Yace paHee, Mo3To-
My, €C/ Bbl €LLe He BbINOJHWUAW NPeablayLLMe NPaKTUKYMbl, CeayeT caenatb Ux cenyac.
He 3abyabTe cOXpaHUTb CLIEHY, TaK KaK OHa NoTpebyeTcs Ham B AanbHenwweM. BbinonHuTe
cnepylouine 4eNCTBUS.
1. OTKpoOMTE CLEHY, CO3AaHHYI0 B NPaKTUKyMe «HacTpolKa cnpanToB 1 CO34aHNE Tannar.
2. OtkpbIlB naHenb Tile Palette, BbiGepute nanutpy Fungle Tiles n y6eauntecs, 410
Bbl6paH Tannman Background.
3. BblbupaiTe Tanibl U HAHOCUTE UX Ha cLeHy (puc. 13.10). BeinycTuTe Ha BOIO CBOIO
daHTa3uo 1 caenamnte Takom PUCYHOK, KAKOW BaM HpaBUTCS.

.= © Inspector | Tile Palette =

| Gizmos ~| (GrAll

NEAPAIRIED
Active Tilemap

| Jungle Tiles | Edie |

Assets »

Palettes Scenes Sprites Tiles

Puc. 13.10. Co3gaHue dpoHa

4. [lepeknountecb Ha nanuTpy Grass Tiles 1 U3MEHUTE aKTUBHbIN Tanaman
Ha Platforms.

5. PackpacbTe Ha ypOBHE Napoyky naatdopm. Mbl 6yaem Mcnonb30BaTb UX C MOMOLLbIO
KOHTpOJIJIepa NepcoHarka B 6nxKavee BpeMs, Tak YTo He 3abyabTe caenatb YTo-
HWOYAb, Ha 4TO UFPOK MOT Gbl 3anpbirMBaTh (puc. 13.11).
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~= ©Inspector | Tile Palette —

|| Free Aspect 2| Scale O 1x o |sm6hmu -| [ N ‘ = SIEARS 1@]
Active Tilemap

| | Grass Tiles 2| Edit |

Assets »

Palettes Scenes Sprites Tiles.

Puc. 13.11. [0TOBbIV YpOBEHb

COBET

"pOAB"HYTbIe ANeMEeHTbl ynpaBA€eHUA

B noucKe u HaHeCeHWM Hy)KHbIX Tano0B BaM MOMOXET HECKO/IbKO ropsynx Knasuuw. Bo-nep-
BbIX, HaBMrauus no naHenu Tile Palette ocyuwecTBnsieTcs TaK xe, Kak n no 2D-cueHe. 310
03Ha4aeT, 4TO Bbl MOXKETE UCMOb30BaTb KONECO MPOKPYTKM AN NMPUBANKEHMS, a MPaByto
KHOMKY MbIlWW K NepeTacKkMBaHue Anisa nepemelleHuns. Bo-BTopblx, Npu HaHeceHuu Tam-

/0B Bbl MOX€ETe BpallaTb U NepeBopaymBaTh UX ANs co3aaHus 60nee MHTEPECHOro BMUAaa.
Mcnonb3ynTe KnaBuLlK, (3andtas) 1 . (ToO4Ka), YToObl MOBEPHYTb Taln nNepes NoOKPacKow.
AHanornyHo, covyetaHnem Knasuu Shift+, MOXXHO nepeBepPHYTb Taila No ropu30HTaNu,

a Shift+. — no BepTMKkanu.

HacTtpounka nanuTtp

BbI, BO3MO)XHO, 3aMETHJIH, YTO TTAJIUTPHI PACIIONOKEHBI He coBceM yaobHOo. Korga
BBI CO3/IaeTe TailsI, epeTacKuBas CIpaiT Ha manutpy, Unity ocTapiseT ero npsmo
TaM, IZie Bbl OTIYCTHIN KHOIKY MBIIIHN. K c4acThio, BBl MOXKETE HACTPOUTD HATUTDY,
Kak BaM OyzeT yzoOHee. Jlia atoro HaxkmuTe kHonky Edit Ha manenu Tile Palette
(cMm. puc. 13.12) 1 UCITONB3YHTEe MHCTPYMEHTHI MATUTPHI AJI1 PUCOBAHUSA, IEpeMe-
IIleHVs WIN 3aMeHbl TaliIoB, KaK BaM HPaBUTCS. BBl jake MOXKeTe c03/1aTh HECKOb-
KO KOTIM# OHOTO U TOTO JKe 3JIEMEHTA, IIOBEPHYTh UX WIN 3€PKAIbHO OTPA3UTh [JIs
yAo6cTBa HaHECEHUS.
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| Tile Palette | = | Tile Palette

INFE - [EARARY
Active Tilemap [Platorms ]

Jungle Tiles

Default Brush Default Brsh

Puc. 13.12. PefgaktupoBaHue nanutpbl

TanAamanbl U pU3MKa

Terepb BbI HAYYWINCh PUCOBATh Ha TalIMaIax U CO3aBaTh COBEPIIEHHO HOBBIE KOH-
cTpyKiuu Ha 2D-ypoBH:AX. OZIHAKO, €CJIU BBl OMPOOYyeTe MOUTPaTh Ha TAKOM YPOBHE,
TO OOHAPYKUTE, YTO BAIIK IEPCOHAXKU TIPOBATUBAIOTCSA CKBO3b 10J1. [lopa y3HaTh, KaK
WCIIOTb30BATh KOJUTAW/IEPHl B COYETAHUY C TalIMariaMuy.

Koananaepbl TaiAManoB

BbI MOXXeTe J06aBUTh Ha YPOBEHD CTOJIKHOBEHHE, BPYIHYIO Pa3MeCTHB KOJUIaiephl BOKPYT
TaIOB, HO KOMY HY>KHBIE TaKUe TPyAHOCTU? Ham — To4HO HeT! [T03TOMY JIydIlle UCIIONb-
3oBath KoMnoHeHT Tilemap Collider 2D a1 aBTOMaTHIeCKOi 06PabOTKU CTOIKHOBEHVIA.
OTu1 KoJUIaAepH! GYHKIIMOHUPYIOT TaK Ke, KaK U JIIo0ble pyrye, KOTOPbIE BBl UCIIOIB30-
BaJIM paHee, XOTA U IIpeAIHa3HAYeHbI OT/EIBHO 1A Tal/IManoB. Bee, 4To BaM Hy)XKHO c/ie-
JIaTh, 9TO BBIZIEIUTH TAFIMAIL, KOTOPBIi BbI XOTUTE HaZIe/IUTh STHM CBOHCTBOM, U BBIOpATh
komanzy Component = Tilemap = Tilemap Collider 2D, yTo0B!I 106aBUTE KoJUTARAED.
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NMPAKTUKYM
Aob6aBrenne komnoHenTta Tilemap Collider 2D

Tenepb Mbl 3aBEPLUNM CLIEHY, HAJl KOTOPOM paboTanu Ha NPOTSXEHUN ITOro Yaca, J06aBMB
B nnatdopMbl Konnanaepbl. Ham noHago6uTCs NPOEKT, CO3[aHHbIN paHee, N03ToOMY, ecu
Bbl €LE HE BbIMOMHUAN NPEeabIAyLLME NPAKTUKYMbI, CIEAYET cenaTthb 310 cenyac. BbinoaHu-
Te cneayolme OeNCTBUS.

1. OTKpOMTE CLEHY, CO3AaHHYI0 B NPaKTUKyMe «Pucyem Tannamu». UMNopTupymnTe naket
cTaHAapTHbIX 2D-acceToB (Bbl6paB KOMaHay MeHio Assets = Import Package = 2D).

2. Hanpute npedab CharacterRobotBoy (B nanke Assets\Standard Assets\2D\
Prefabs) 1 nepetalumTe ero Ha cLieHy, NOMECTUB HaJ OAHOM U3 BalUMX NNaTGopMm.
Bam MoXXeT noHago6uTbCcs M3MEHUTb MacluTab npedaba Ha (1, 1, 1).

3. 3anyctute cLeHy n ob6patute BHUMaHue, YTo poboT najaeT CKBO3b naatdopmy.
BbIKnto4mnTE CLEHY.

4. Bbibepute Tannman Platforms n no6aBbTe Konnangep (KomaHgon Add
Component = Tilemap = Tilemap Collider 2D). O6paTTe BHUMaHWe, YTO Koanan-
[ep NOMELLaeTCsd BOKPYr KaXKAoro oTaenbHo B3AToro tamna (puc. 13.13).

3a3opbl

-=| ©® Inspector | Tile Palette &=
- mos' sl \:i @ [Platforms | [ static ¥
Tag [ Untagged 4| Layer [ Default |
Transform Byl
b
/ Tilemap Renderer foid
Tilemap Collider 2D 2|
aterial |None (Physics Material 2D) | ©

Is Trigger O

Used By Effector [ ]

Used By Composite [ |

x[0 I¥[o
Sprites-Default @ #
Tilemap | Shader | Sprites/Default -

Heckonbko Konnangepos

Puc. 13.13. KomnoHeHT Tilemap Collider 2D

5. lepenante B pexnm BOCMPON3BEAEHUS U 0OpaTUTE BHUMaHWE, YTO Tenepb Po60OT
npusemnaetcs Ha nnatdopmy. Ecnn yBenmymTb maclitab, Bbl 3aMETUTE, YTO NOSIBU-
JIUCb 3a30pPbl MEXAY Y4acTKamu TpaBbl U Konianaepom (puc. 13.13).

6. [nsa komnoHeHTa Tilemap Collider 2D npucsonte napametpy Y Offset 3HaveHune
-0,1, 4yT06bI Crierka onycTUTb Konnangep. 3anycTmB CLEHy CHOBa, Bbl yBUAWTE, YTO
pPO6OT CTOUT Ha TpaBe.

Komnaiizeps! Ha Taiiax JenaloT ypOBEHb 3aBepIIeHHBIM U UrpabenbHeIM. OfHa-
KO CTOUT OTMETHUTB, YTO pa3MelleHHe KoJUlalziepa BOKPYT KayKOro Taiia KpaitHe
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HeaGHEKTUBHO U MOXKET CHU3UTD TIPOU3BOAUTENBHOCTD. BBl MOKeTe pelluTh 3Ty TIPOo-
6siemy, ncrosb3ysa komrnoHeHT Composite Collider 2D.

COBET

TOYHOCTb CTOAKHOBEHMA

Korga Bbl HayHeTe UCNOoNb30BaTh KOMNanaepbl C Tanaimanamu, BaM, BO3MOXHO, NOTPeody-
€TCsl BHECTU HEKOTOpPbIE M3MEHEHMS B KOMMNOHEHTbI Rigidbody Balumx NogBM*KHbIX 06bEK-
TOB. [lockonbKy Kpasi KomnoHeHToB Tilemap Collider 2D v gaxxe Composite Collider 2D
04YeHb TOHKME, Bbl MOXETE 3aMETUTb, YTO 0GLEKTHI, KOTOPbIE UMEIOT HEGOMbLLWE Konnanae-
pbl UK BbICTPO ABMXKYTCS, MOTYT 3acTpeBaThb WK Aaxe NpoBanuBaTbCs CKBO3b HMX. ECnu
Bbl 06HaAPYKMIN TaKoe NoBeaeHMe, HyHO NpucBouTb cBorcTBy Collision Detection Kom-
noHeHTa RigidBody 3HayeHune Continuous. 3To JO/MKHO NPeAOTBPaTUTL MPOBasbl Kosinan-
[epa B Tannman.

Ucnonb3oBanue komnoHenta Composite Collider 2D

OpvH Konnagep

-=| © Inspector Tile Palette a-=

> = . s
il 8 ’ |Platforms | [ Static ¥
. -
Tag [Untagged ¢ Layer [Default 3)
A~ Transform %

M Tilemap |
¥ Tilemap Renderer 2%,
M Tilemap Collider 2D @ =
Offset
X0 |¥lo ]
» Info
v~ __ Rigidbody 2D (WE3
Body Type Static 4
Material [None (Physics Material 2D) | ©
Simulated
Tilemap > Info |
v®% Composite Collider 2D ¥,
Material |None (Physics Material 2D) | ©
Fler Is Trigger m
(@ MRS Used By Effector  []
Offset
X0 ~ |xjo |
— — Geometry Type [Outlines ™
Generation Type Synchronous D
Vertex Distance  [0.0005 |
prites Standard A... Tiles Edge Radius o |
» Info

Puc. 13.14. KomnoHeHT Composite Collider 2D

KombuHuposaHHbLmM cunTaeTCs Ko/ulaiiziep, KOTOPBIH COCTOUT M3 HECKOJIbKUX KOJLIak-
ZepoB. OH I03BOJIAET 0ObeANHUTD BCE OTZENbHO B3AThIE KOJUIaiiephl TallIoB B OZUH
6osb110i. Kpyde Bcero To, 4TO BCAKHI pas, KOTZIa BbI I00aBIIAETe WIK U3MEHSETE Tall-
JIBI, KOJUTaliZiep MOZCTPauBaETCs aBTOMAaTUIeCKU. BBl MOXKeTe 106aBUTh KOMIIOHEHT
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Composite Collider 2D, BribpaB komanzy Add Component = Physics 2D =
Composite Collider 2D. I[Ipu aToM Takke Ao6aBisgeTcss kommoHeHT Rigidbody 2D,
TaK Kak OH TpebyeTcs Ajist paboThl kommnoHenTa Composite Collider 2D (puc. 13.14).
OueBUHO, YTO, €CJIU BBl HE XOTUTE, YTOOHI BCe BAIX TAM/IbI TAaZaJIH 10/, BO3AEHCTBH-
€M CHJIBI TSKECTH, HY)KHO IpUcBOouTh cBolicTBY Body Type kommnonenTta Rigidbody 2D
3HaueHHe Static.

[Tocsie zobaBIeHNs KOMOMHUPOBAHHOTO KoJUlaliZiepa B TaliMale, O CyTH, HUYero

He MeHsAeTcA. Y KOKAOTo Taiyla 0CTaeTcs CBOM OTAeNbHBIN Koyutakzep. [loaTtoMy Heo6-
XOAMMO COOOUIUTD JaHHOMY KOJUIAHZEPY, YTO OH JOJIKEH OBITH UCIONb30BaH B KOMOU-
HUPOBAHHOM BapuaHTe. YTOOHI c/iesaTh 3T0, yeraHoBuTe draxkok Used By Composite.
IMocsie 3TOrO BCe KoJLTaiaepsl 06beAUHATCA B 6071b10# (11 60see 3 bEKTUBHBIN) KOM-
OGUHUPOBAHHBIA KOJLTAHAEP.

Pe3iome

B aTOM Yace BbI HAyYMINCh CO3ZaBaTh 2D-MUPHI C IOMOIIBIO cUcTeMbl 2D-Taiiima-

1ioB B Unity. MBI Ha4aIu ¢ TOHATUA O TOM, YTO TaKOe TalIMaIbl. 3aTeM MbI CO3JaTu
TIaJIUTPBI ¥ HACTPOWIH CIIPANTHI, KOTOPBIe OyAyT J06aBIeHbl B BU/E TAHIOB. 3aT€M MBI
HapHCOBaIU Napy TalyIMaIoB U co3/lai ypOoBeHb. 11 HakoHell, BBl HAyIWINCh 100aB-
JIATH TalIMarnaM Kojulaiziephl, YTOOk YpOBEHb CTal UTPaOeTbHBIM.

Bonpocbl U oTBEeThbI

Bonpoc: MoxeT N1 Tainnman co4yetaTbCsl C 0ObIYHbIMU CIPpanTamMu NPYU NOCTPOEHUHU
2D-mupoB?

OTBeT: [la, KOHe4Ho. Tainn — 3To NMWb 0COObIN BUA CnipanTa.
Bonpoc: CywecTByIOT 1M KaKUue-nm6o BUAbl ypOBHEH, Ha KOTOPbIX UCNONIb30BaTb
TaWnmanbl HeyMecTHO?

OTtBeT: Tannmansbl uaeanbHO NOAXOAAT A5 MOBTOPSIOUMXCSH U MOAY/IbHbIX YPDOBHEWN.
A BOT CLIEHbI, B KOTOPbIX COAEPKMUTCH MHOIO Pa3nnyHbIX GOPM MU YHUKab-
HbIX U HEMOBTOPSIOLWMXCS CNPanTOB, cO3A4aTb C MOMOLLbIO TanIManoB 6yaeT
TPYAHO.

Cemuuap

YzenvTe HEKOTOPOE BpeMs IPOpabOTKe PUBEJEHHBIX HIXKE BOIIPOCOB, YTOOB!I yOeIUTh-
€41, YTO BBI XOPOIIIO YCBOWIN MaTepual.
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KoHTpOABbHBIE BONPOCHI

1.

Kakoii KOMITIOHEHT OTIpe/iesisIeT CBOMCTBA (HAalIpuMep, pa3Mep sSUeUKU), KOTOpPhIe
MIPUMEHAIOTCA KO BCEM TalMaram?

. [’me pa3meniaroTcst TaliyIbl epe/ HaHECEHWEM Ha TaliMar?

. Kakoii Tun Kosutaiiziepa mo3BosisieT 00beIMHUTh HECKOJIBKO KOJUIAWIEPOB B OIUH?

OTBeTbl

1.

KommnonenT Grid.

2. Ha manurtpe.

3.

Kommnonent Composite Collider 2D.

YnpaxHeHue

B aTom YHIpaXXHEHHWHW MBI ITIOSKCIIEPUMEHTUPYEM C CO3JaHHBIMU TanIMaHaMH, YTOOBI

YAYYIIUTD UX BHENTHUI BU/J U IIOBBICUTH yAOGCTBO UCIT0/Ib30BaHuA. MOXXHO cienaTh

crefyonee.

1.

[Tonpo6yiiTe MOJHOCTBHIO PACKPACUTD 00a BaIIMX TaMIMaIa, 4YToObI MOIYIUTh
TaKOM BU/, KAKOM BBl XOTHUTE.

. Tlompobyiite 06aBuTh Tatiiman Foreground, 4To6BI Ha CIieHE TTOSBUIOCH 60JTb-

Ille pacTeHUH WIN CKaJ.

. IlpoTecTupyiiTe rOTOBEI YPOBEHb € TOMOIIbIO 2D-IlepcoHaka ¥ HaCTPOITe KaMe-

Py, 4TOOBI C/IeAUTD 3a ITepcoHakeM. B daiiiax IpuMepoB K KHUTe €CTh CKPUIT
CameraFollow.cs, HACTpaWBAIOIINI KaMepy Ha CIEKKY 3a UTPOKOM.

. Tlompobyiite otganuTh Taiiman Background ot kamepsl o ocu z. Takum obpa-

30M BbI CMOXKETE CO31aThb €CTeCTBEHHBIN 3(1)(1)GKT ITapasuiakca. HOMHI/ITC, YTO OH
6yaeT 3aMETEH TOJIbKO IIPU UCII0JIb3OBaHUU HepCHEKTHBHOﬁ KaMephl.

. ITonpobyiiTe N3MeHUTH I1BeT GOHOBOrO TaitiMarna, YTo6s GOHOBbIE H300pake-

HUWA BBITJIALEIA Gonee 6JIeZ[HbIMI/I U JaJIEKHNMU.
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NMonb30OBaTenbCKHUeE
nHTepdpencol

Y10 Bbl Y3HAETe B 3TOM 4ace

> KaKkue cyllecTBYyOT afleMeHTbI Noib30BaTeibcKoro uHTepdenca (Ul)
» Kak onucbiBaloTCs 3/IEMEHTbI MOMb30BaTENIbCKOro MHTEpdenca
> PaznuyHble pexunMbl BU3yanusaLmm Noib3oBaTenbCKoro nHtepdenca

» Kak co3gatb NpoCcToe MEHI0

IMonwzosamensvckuii unmepdgetic (User Interface, cokpaierHo — UI) — 3To crienyaib-
HBIN HabOp KOMITOHEHTOB, UCIIOIb3yEeMbIX /IS BBIBOJA MHGOPMAIIUU [T0JI30BaTENI0

U 7151 IoTydeHust nHOPMAIMK OT HeTo. B 3ToM dace BhI y3HaeTe Bce 06 UCTIONb30-
BaHUU CHCTEMBI [T0JIb30BATENbCKOT0 UHTepdelica, BCTPOeHHOH B ABIKOK Unity. Mer
HayHEM C U3y4eHUsa 6a30BOM MHPOPMAIIUU O MTOJIb30BATENbCKUX MHTEPdeicax. 3aTeM
MBI HAyYHMCS TI0JTb30BAThCSA PA3IMYHBIMU UX 3JIeMEHTaMU, TAKUMU KaK TEKCT, U300pa-
JKeHUA, KHOIIKW M MHOTUMU JPYTMMU. B KOHIle ypoka MBI CO3ZaZUM IIPOCTOE, HO ITOTHO-
LleHHO€e MEHIO /I BallluX UTP.

OcHOBHbIE NPUHUMUNDbI pa6oTbl
C NOAb30BaTeAbCKMMM UHTepdencamm

[Monb3oBarenbckuit HHTepetic (06BIYHO ero HasbiBatoT KpaTKo UI) — 3To crenu-
aJIbHBIH CJIOM, TpeiHa3HAYEeHHBIH, YTOOBI BHIBOAUTD ITOJB30BATEN0 MHGOPMAIUIO

¥ TIPUHUMATh KaKyio-116o nHbOpMaIuio oT Hero. ITa nHGOPMAIIUI U BXOAHBIE JaH-
HbIe MOTYT OBITh peann3oBaHbl B Buzie HUD-3/1eMeHTOB (0TOOpaKaroIUXCs B IIPO-
1IeCCe UTPhI), HAPUCOBAHHBIX MOBEPX BAII€l UT'PHI, WU B BU/IE KAKUX-THOO 0ObEKTOB
B cO3ZIaHHOM Bamu 3D-mupe.

B pezaxTope Unity mosb3oBaTeIbckuii MHTepEIC peaansyeTcs B BUE XOICTa, Ha KOTO-
PHBIl HAHOCATCS BCE 2JIEMEHTBI. XOJICT A0/DKEH GBITh POAUTENBCKUM KOMIOHEHTOM
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TI0 OTHOIIEHUIO KO BceM 0O'bEeKTaM I10Ib30BaTeIbCKOr0 HHTepdelica, 4TOOH! Bce pabo-
Tajo KaK Ha/l0, © UMEHHO XOJICT SIBJIAETCS OCHOBHBIM 06beKTOM Beero Ul

COBET

Pa3spa6oTka noAb30BaTeAbCKOro uHTepdeica

Kak npaBuno, ackuna Bawero Ul Hy»kHO npoayMbiBaTb 3apaHee. Hago Kak cnegyet cniaHu-
poBaTh, YTO UMEHHO [JOMKHO OTOBPaxaTbCs Ha aKpaHe, YTo rae 6yaeT HaXOAUTbCA U KaK
BbIMSAETb B LLeNoM. M36bITOK MHPOpMaLmMmM Co3aaeT BnevaTneHne 3axiaMIeHHOCTH

Ha 3KpaHe, a HeJoCTaTOK BCENSeT B UTPOKa HeyBEPEHHOCTb. Beerga Hy»KHO UCKaTb CMoco-
6bl FPAaMOTHO PACcNONOXUTb MHPOPMaALMIO U caenaTb ee 6onee 3Ha4MMon. Balm Urpoku
6yayT Bam 61arogapHbl.

COBET

HoBbii NOAbL30BaTEeAbCKUH UHTEpdenc

HauynHas c Bepcum 4.6 y nporpammbl Unity MMeeTcs HOBbIM NOb30BaTENbCKUI MHTEPDEINC.
B cTapbix Bepcusax 41 co3naHus Nosib30BaTeNbCKUX MHTEPPENCOB HYXKHO OblI0 NUcaTb
MHOTO CTPOK C/IOXHOIMO KoZa, HO Tenepb BCe CTasio ropasao npotle. Tem He MmeHee ctapas
cuctema Ul coxpaHeHa. Ecnv Bbl ymeeTe paboTaTb € TPaAULMOHHOM CUCTEMOM, Bbl, BO3-
MOXHO, 3aX0TUTe UCMNONb30BaTb UMEHHO ee. OJHaKo He CToUT aToro Aenatb. Ctapas cucre-
Ma noKa NPUCYTCTBYET UCKIOYUTENBHO 15 OTNaAKKW, 06paTHOM COBMECTUMOCTU CO CTapbl-
MW NPOEKTaMK, a TaKKe pacluMpeHnin pegaktopa. Ho oHa 1 6IM3KO He TaKas adpdeKTUBHas
M MOLHas, KaK HoBas cuctemal

Xoner

XosicT — ocHOBHOI a51eMeHT Ul, U Bce aleMeHTHI IT0Ib30BaTeIbCKOro NHTepdelica
HaXoJATCs Ha HeM. Bce asiemeHTh MHTEpeiica, o6aBiieMble Ha CLEHY, OyAyT Zodep-
HUMU 00beKTaMu xoJicTa Ha naHenu Hierarchy u o/mKHBEL OCTaBaThCs TAKOBBIMU —
B IIPOTMBHOM CJIy4ae OHU UCYE3HYT CO CLIEHBL.

Jlo6aBUTD Ha ClLIEHy XOJICT OU€EHb JIETKO, BEIOpaB koMaHay GameObject = Ul = Canvas.
ITocsie 3TOro MOXKHO CO3/1aBaTh OCTAJIBHYIO YacThb I10JIb30BaTeIbCKOr0 UHTepdetica.

NMPUMEYAHUE

06bexT EventSystem

Bbl HaBepHsAKa 3aMeTUn, YTO, Korga Ao6aBUIM Ha CLIEHY XOCT, MOSIBUICA UTPOBOM OObEKT
EventSystem (cuctema co6biTuin). OH Bcerga go6asnseTtcs npu co3naHun xosncra. Cucre-
Ma cobbITWUIA NpeaHa3HayYeHa, YTo6bl MTPOK MO B3aMMO/IENCTBOBATL C NO/Ib30BaTENb-
CKMM MHTEPGhENCOM MPK MOMOLLM KHOMOK WK NyTEM NepeTackMBaHUS anemMeHToB. be3 Hee
nHTepdenc He 6yaeT 3HaTb, HTO OH BOOOGLLE UCMONb3YETCSH, MO3TOMY HE yaananTe 06beKT
EventSystem!
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MPAKTUKYM
Aob6aBneHue XOACTa

BbinonHute cnegytoume AencTBuUs, YTo6bl JOGABUTb Ha CLIEHY XONCT U U3Y4UTb Er0 YHUKaSb-
Hble 0COGEHHOCTH.

1. CospanTe HOBbIM NPOEKT (2D unm 3D).
2. [o6asbTe xonct Ul Ha cueHy (BbibpaB kKomaHay GameObject = Ul = Canvas).

3. Otpanute Kamepy, 4ToObl YBUAETb BECb XOJICT (ABaXAbl WENKHYB N0 HEMY Ha NaHenu
Hierarchy). 06paTnte BHUMaHWe, HACKO/IbKO OH BeJUK!

4. O6paTtute BHUMaHWE Ha CTPaHHbIM KOMMOHEHT Npeobpa3oBaHuUs Ha NaHenu
Inspector. 310 Rect Transform, 1 Mbl MOroBOpMM 0 HEM B GniMKanLiee Bpems.

BHUMAHWE!

Mpo6rembl ¢ NPOU3BOAUTEABHOCTLIO

XoncTbl 04eHb 3P PEKTUBHbI, MOCKOMbKY OHM NPEeBpaLlatoT 31eMeHTbl NMob30BaTe/IbCKOro
UHTepdenca, BNOXEHHbIE B HUX, B OAMH CTATUUYHbIA 06bEKT. ITO NO3BONAET CEPLEZHO YCKO-
PUTb MX 06PaBOTKY. HeoCTaToK 3aK/I04aeTCcs B TOM, YTO, KOra U3MeHsaeTcst ofiHa YacTb Ul,
nepecTpanBaeTcs Becb MHTepdENC. ITOT NPOLIECC MOKET GbiTb O4E€Hb MEASIEHHBIM U HEADh-
(HEKTUBHBIM M Bbi3biBaTh CEPbe3Hble «TOPMO3a» B Urpe. Mcrnoib30BaHne XocTa BeCb-

Ma Mosie3HO 415 OTAENIEHUS 0GbEKTOB, ABMKYLLMXCA C BbICOKOM CKOPOCTbIO, OT OCTaJlb-

HbIX. TOrga npu ux ABUMEeHUK 6yaeT nepecTpanBaThCs MEeHbLLIas YacTb Mob30BaTENbCKOro
UHTepdenca, U NPOLIECC CTAaHET BbIMOMHATLCSH HAMHOIO GbICTPee.

KomnoHeHT Rect Transform

BBl y2ke yBUZIEH, YTO Y X0JicTa (1 sroboro gpyroro anemenTta Ul) ecTh KOMIIOHEHT Rect
Transform, a He 06BIYHBINM KOMIIOHEHT 3D-peo6pa3oBaHysl, K KOTOPOMY BEI IIPUBBIK-
su. KomnoHneHT Rect (cokparteHue oT rectangle — NpsAMOYTOJIbBHUK) IIPeAOCTABIIAET
daHTacTUYeCKHe BO3MOXHOCTHU YIIPABJIATH PACIIONIOKEHUEM U U3MEHATh MacuITab aie-
MEHTOB II0JIb30BaTeNIbCKOr0 HHTepdeiica, Ipyu 5ToM He B yuiep6 rudkoctu. OH momora-
€T CO3/IaTh M0JIb30BATENbCKUN UHTEPdEC, KOTOPHIN OyZIeT XOpoIIo paboTaTh Ha CAMbIX
Pa3HbIX YCTPONCTBAX.

Y xoJ1cTa, KOTOPHIH BB CO3ZIa/IU paHee B 3TOM 4ace, koMmoHeHT Rect Transform mos-
HOCTBIO HeakTHBeH (cM. puc. 14.1). Ceiiuac oH IpUHUMAaeT 3HaYeHUs ¢ naHenu Game
(41, COOTBETCTBEHHO, pa3pellieHre U COOTHOIIIEHNE CTOPOH KaKUX-THO0 YCTPOUCTB,

Ha KOTOPBIX paboTaeT urpa). DTO O3HAYAET, YTO XOJICT Bceraa OyzeT 3aHUMaTh BeCh
akpaH. [Ipu paboTe 06s13aTebHO HY’KHO BBIOPATh COOTHOIIIEHHE CTOPOH, COOTBET-
CTByIOLIee 3KpaHy, Ha KOTOPOM IUIaHUPYeTCs UCII0/Ib30BaTh Ball HHTepderic. Ber Moxe-
Te cZies1aTh 3TO C IIOMOIIBIO pacKpeIBaonierocsd cinucka Aspect Ratio Ha manenu Game
(cm. puc. 14.2).
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v5%  Rect Transform @ %=
|Some values driven by Canvas. ]
Pos X Pos Y Pos Z
350.5 252.5 0
Width Height
701 505
¥ Anchors
Min X0 Y 0
Max X0 Y 0
Pivot X 0.5 Y 0.5
Rotation X0 Y 0 Z0
Scale X1 \7 L Z|1

Puc. 14.1. KomnoHeHT xoncta Rect Transform

:‘ \ Free Aspect ¢| scale
¥ Free Aspect

5:4
4:3

3:2

16:9
Standalone (1024x768)

()

Puc. 14.2. HacTpo#Ka COOTHOLEHWS CTOPOH AN1S Urpbl

KommnouneHT Rect Transform pa6oTaeT HeMHOTO He Tak, KaK IPUBBIYHEIE HAM ITPe0d-
pasoBaHus. Y 06erqHbIX 2D- 11 3D-06beKTOB TIpeo6pa3oBaHe ONpeaessieT, Kak Jaje-

KO HaxoAuTcs (M KaK ITOBEPHYT) UTPOBOI 0OBEKT OT IMI0O6AIBHOTO HavYaia KOOPAKUHAT.
UI BooO11Ie He 3aBUCUT OT Havyasa KoopAauHaT. OH I0JKeH 3HaTh, KaK OH PaclioiaraeTcs
10 OTHOIIIEHUIO K ero skopto. (Bbl y3HaeTe 6osbiie o0 Rect Transform u SKopsx Mo3ike,
KOT/Ia Y Bac IOSBUTCS MEPBLII 3JIEMEHT IOJIb30BATENbCKOT0 HHTepdeiica, i1 KOTOPOro
3TO OyZEeT aKTyaslbHO).

filkopb

[7TaBHOE B CO3ZIaHUU JIEMEHTOB IT0Jb30BAaTENBCKOTO UHTEPdeiica — 3TO sikopsi (SIKOp-
HbIE TOYKY, TOUKU MPUBA3KHN). KaXK b1l 37IEMEHT UMEET SIKOPb, OTIPEZEIISIONINI eTo
ob6asbHOE MONIoKeHNeE TI0 OTHoIeHUIo K Rect Transform poauTenbckoro 06bex-

Ta. SKops OIpeAEeNAI0T, KAKUM 00pa30M U3MEHSIOTCSA pa3Mephl U MOJIOKEHHE dIeMEH-
TOB IIPY U3MEHEHUH pa3Mepa U GOPMbI UTPOBOTO OKHA. KpoMe TOro, y IKOps eCcTh

[IBa «PEKUMa»: COBMECTHBIN U pa3ziebHbIN. Korza AKOpb HaXOAUTCSA B COBMECTHOM
peXuMe B OHOM TOUKe, OOBEKT Y3HAET €T0 MMOJIOKEHUE 3a CUET OIpe/IeIeHHsT pac-
cTostHUA (B TTUKCEJISX) OT €r0 OCU BpallleHus 10 skops. Korga skopb pasgeseH, aje-
MEHT II0JIb30BaTeIbCKOTO HHTepdeiica yCTaHABINBAET CBOIO OTPAHUYUTENBHYIO PAMKY
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B 3aBUCHMOCTH OT TOTO, KaK ZjaleKo (OIATh JKe, B TUKCEJIIX), KaK/BII U3 €r0 yIIOB
HaXOZUTCS OT YIVIOB pasziesIeHHOTo Kops. TpyAHOBATO /I 0co3HaHwusA, fa? JlaBaiite
nonpobyeM Ha TIpaKTHKe!

MPAKTUKYM
Ucnonb3oBanue komnoHenta Rect Transform

YcBOUTb NpUHLMMBI paboTbl KOMNOHEHTOB Rect Transform un skopewn cpasy MOXET 6bITb
CNOXHOBaTO, NMO3TOMY BbIMNOJIHUTE creayloline waru, 4TOObI ny4dlle NoHATb UX.

1. Co3spaiTe HOBYIO CLIEHY WU MPOEKT.

2. [ob6aBbTe B UHTEPdENC M306paxeHune (BbibpaB KomaHay GameObject = Ul =
Image). O6paTnuTe BHUMaHWeE, YTO, ecnn A06aBUTb N306paXKeHne Ha CLieHy 6e3 Xon-
cTa, Unity aBToMatM4yecKkn NOMECTUT Ha CLIEHY XOJICT, a 3aTeM Pa3MeCTUT Ha HEM
n306parkeHne.

3. OTpanuTte Kamepy, 4To6bl BUAETb BCE U306paxKeHNUE 1 xoscT. O6paTuTe BHUMaHUE,
4yTO paboTaTb C MHTEPDENCOM ropasao Npolle, Ucnonblys MHCTPYMeHT Rect (knaBu-
wa T), 1 ecnun Bawa cueHa Haxoautcs B 2D-pexkume (B KOTOPbIM Bbl MOXKETE Nepewn-
TW, HaXXaB KHOMKy 2D B BEpXHeH YacTu naHenun Scene).

4. [lonpo6yiTe noaBUraTb M306parKeHMe No xoncTy. Takke nonpobynTe NnogBMratb
aKopb. O6paTuTe BHMMaAHUE, YTO NOSBASAIOTCS JIMHMM, NOKa3biBalolWwMe, KaK gane-
KO 0ceBasi TOYKa M306parKEHU HaxOAUTCS OT AKops. TakKe obpaTtuTe BHUMaHUE
Ha cBoucTBa KoMrnoHeHTa Rect Transform Ha naHenu Inspector 1 Ha To, KaK OHU
namenstorcs (puc. 14.3).

= Scene € Game .= © Inspector | i
| Shaded ~||20] | <) | & || Gizmos ~| GFAT L’ @@ [fmage [ static v
Tag | Untagged +| Layer | UI 3]
v3%  Rect Transform @ =
center Pos X Pos Y Pos Z
s 189 | 102 0
£ 100 100
¥ Anchors
Min X 0.5 Y 0.5
Max X105 |Y|0.5
______________________ Pivot x[05  |v[0s
Rotation X0 Yo Zo
Scale X1 Y| Z|1
@) canvas Renderer &,
v "4 ¥ Image (Script) &
Source Image None (Sprite) [0}
Color | | 2
Material None (Material) o
Raycast Target

Puc. 14.3. flkopb B 04HOM NO3ULMK

5. Tenepb pasaenuTe Ball iKopb. Bbl MOXETE cenath 370 NyTeM NepeTackMBaHWs to6o-
IO U3 YI7I0B SKOPS B CTOPOHY OT OCTaslbHbIX YrI0B. Pa3fenus sKopb, CHOBa NofBUranTe
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n3obparkeHne. O6paTuTe BHUMaHUE, KaK U3MEHSAIOTCS CBOMCTBA KOMMNoOHeHTa Rect
Transform (puc. 14.4). (Moacka3sKa: Kyaa aenucb ceoicTsa Pos X, Pos Y, Width v Height?)

= Scene € Game .= © Inspector =
| Shaded w Image [ Static ¥
Tag [ Untagged 4| Layer [UI s
¥55 Rect Transform R
custom Left Top Pos Z
£ 1165 |81.5 |0
‘E @ Right Bottom
s %5 1675
¥ Anchors
Min X10.3445 Y 0.174
Max x0.808 | Y[0.9112
Pivot X10.5 Y 0.5
Rotation X[0 Yo 1zo
Scale X1 | Y |1 |Z|1
777777777777 @ canvas Renderer %,
v "4 @ Image (Script) |
Source Image None (Sprite) [0}
Color [ |2
Material |None (Material) o

Raycast Target ¥4

Puc. 14.4. fikopb nocne pasgeneHus

Tax B 4eM ke IPEeUMYIIeCcTBO paseneHus (W1n oObeJUHeHU:A) AKopA? ['0BOPA IPOCTHIM
A3BIKOM, PACIOJIOXKEHHBIM B OZHOM MO3UIUH AKOPb GUKCUPYET JIEMEHT [T0Ib30BaTe b-
cKoro nHTepdelica B HEKOTOPOM MeCTe OTHOCUTEIbHO 3TOH IMo3uliy. TakuM o6pasom,
€CJIU XOJICT U3MeHAEeT pasMep, TO 37IeMeHT He MeHsAeTcA. Pa3jeneHHbIH AKOpb QUKCH-
pYyeT yIVIbI 37IeMeHTa OTHOCHUTEIbHO CBOMX YITIOB. EC/ii XOJICT M3MeHsAeT pa3Mep, ¢ dJie-
MEHTOM IIPOMCXOAUT TO Ke caMmoe. BbI MoXkeTe JIerKo IPOBEPHUTH 3TO B peAakTope Unity.
Vcnonp3ys npeAbIAyLIHi IpuMep, BEIOepUTe U300pakeHre, a 3aTeM IIepeTacKIBaH!-
€M OTOZIBUHBTE I'PAHUILY XOJICTa (WIH JIF0OOTO APYTOrO POAUTENBCKOTO 00bEKTA, eCIII

y Bac UX HECKOJIBbKO). [ToABUTCA clI0BO Preview, U BBl YBUAUTE, YTO OyZeT IPOUCXOAUTD
IIPY MCIIOIb30BAHNY Pa3INYHBIX paspelreHui (puc. 14.5). [TonpobyiiTe caenaTh 3TO

C IIeJTbIM M pas/ie/IeHHEIM AKOPAMHU U 06paTUTe BHUMaHMe Ha Pa3HHUILY B IIOBeJIeHUN.

I = | © Inspector
Gizmos ~| (GrAll m

Tag | Untag

Preview

Rotation
Scale

Puc. 14.5. lNpeaBapuTenbHbIM NPOCMOTP U3MEHEHMI XO/CTa
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COBET

OnbIT paboTbl ¢ AKOPAMM

MoHavany paboTa C AKOPSAMU MOMKET NMOKA3aTbCA HEMHOMO CTPAHHOM, HO U3yYeHKe ee
MPUHLMNOB — K04 K NMOHWMaHWIO TOro, Kak paboTaeT Nob30BaTeNbCKUi UHTEPdENC.
Koraa Bbl 0CBOWTE SIKOPSI, BCE OCTa/lbHOE BCTAHET Ha CBOM MecTa. [1pu pa6oTe ¢ anemeH-
Tamu Nosb30BaTENbCKOIO MHTEpdENca HyHO BCeraa cHavyana pasmellatb SKopb, a 3aTem
06BEKT, NMOCKOSbKY UMEHHO 0GbEKTbI NMPUBA3LIBAIOTCA K AKOPSIM, a8 He Ha060opOT.

Korga ato BovaeT y Bac B MPUBbIYKY (MOMECTUTb IKOPb, MOMECTUTb OOBEKT, MOMECTUTb
AKOPb, MOMECTUTb OOBEKT 1 TaK Janee), BCe CTaHeT HaMHOro npoule. Yaenute Hekotopoe
BpeMs SKOPSAM, NMOKa He HayYnTecb C HUMK paboTaTb 6€3 3annHKK.

COBET

KHonka akopA

He Bcerga TpebyeTcs Bpy4HytO NepeTacknBaTtb SKOPb MO CLeHe, YTOObl pa3MeCTUTb ero.
MOo¥HO BBECTH HYXHble 3Ha4eHusa B rpynne 3/;ieMeHTOB yrnpaBieHnd Anchor Ha naHenu
Inspector (3Ha4eHune 1 cootBeTcTBYeT 100%, 0,5-50%, 1 Tak ganee). Ecnu gaxke ato Bam
[enaTb NeHb, Bbl MOXETe UCMOb30BaTb YAOOHYIO KHOMKY, KOTopas No3Bo/SeT NOMECTUTb
SKOPb (a TaKXe 3aaaTb TOYKY NOBOPOTA) B OAHO M3 24 NpeayCTaHOBNEHHbIX MOMOXKEHWUM
(puc. 14.6). NHoraa 6biTb IEHMBbLIM BbIrOAHO!

Knonka Anchor

3 Scene € Game L - -= © Inspector | e
| Shaded |20 || % | <) | & I-|]| Gizmos ~| @FAT ) Ei IImage ~ | static v
Tlag [ Untagged ¢ ) Layer [UI )|
v52 | Rect Transform e
cenger Pos X Pos Y Pos Z
= 117 Jle1 o ]
2 @ Width Height
£ Hosz Jo (Gl
o
V| Anchor Presets

Shift: Also set pivot  Alt: Also set position
lefc  center right stretch

=G ENE

=

Ada Component

_¢[o]| [o] (@] [2] g
s EEE B
i o)\ [B][@lo] (s
@ D [l lxl] |
2t (o] | o] 5] [@] .
[

Puc. 14.6. KHoNKa HacTpoOnKn sKopst
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AOnoOAHUTEAbHbIEe KOMNOHEHTbl XOACTa

MBI y>Xe HEMHOI'O TIOTOBOPMJIM O XOJICTE, HO [I0 CHX IIOP JaXke He yIIOMHUHA/IM CaM KOM-
no”eHT Canvas. 1o mpaBje roBops, OH He TaKOH yXX CJIOXKHBIMN, Y TepeXUBATh TYT

He 0 4eM. BaM JlocTaTOYHO 3HATh peKUMbI PeH/IEPUHTa, U MBI PACCMOTPUM X MOAPO6-
Hee MI03Ke B 9TOM Yace.

B 3aBUCHMOCTH OT TOTO, KaKyio Bepcuio Unity BBl UCIIOTIb3yeTe, Y BAC MOXXET OBITH
HEKOTOPO€ KOJIMYECTBO JONOJHUTETHHEIX KOMIIOHEHTOB. ONATH JKe, OHU BeCh-

Ma MPOCTHI B UCIOJb30BAHUH, IO3TOMY MBI He OyZieM TOBOPUTH O HUX MTOAPOGHO

(y HaC CIUIIKOM MHOTO APYTUX XOPOIIUX TeM s obcykaenus). KommoneHnt Canvas
Scaler (MacmrabupoBaHue X0JICTa) O3BOJIAET ONpeZeNUTh, KaK Balllk 3JeMeHTH
MOJIb30BaTENbCKOTO MHTepdetica AOKHBI (M JOKHBI I BOOOIEe) U3MEHATh pa3Mep
Y BUJ B CJIyyae U3MEHEHU 1IeJIeBOTO yCTpoiicTBa (HapuMmep, oTo6pakeHre OHOTO
U TOTO Xe MHTepdelica Ha Be6-cTpaHulle U Ha ycTpoiicTBe iPad ¢ gucmieem Retina

C BBICOKO# IJIOTHOCTHIO nuKceneit). KommoneHnT GraphicalRaycaster, KOTOpbIit
pabotaet ¢ 06bekToM EventSystem, mo3BoJifeT BallleMy IIOTb30BaTENbCKOMY UHTEP-
deficy BocmpuHUMATh Ha)KaTUA KHOIIOK U KacaHUA dKpaHa. Tak BBl MOXKeTe UCIIOJb-
30BaTh peHKacTUHT 6e3 HeOOXOAMMOCTHU TTOAKJII0YATh K 3TOU 3aZave 1eblid prusnde-
CKUH JABUXXOK.

AAeMeHTbl NOAb30BaTeAbCKOro
uHTepdenca

Bawm, HaBepHOe, y)Ke HaZloeJH Pa3roBOPHI O XOJICTe, TI03TOMY aBaiiTe HopaboTaeM

C HEKOTOPLIMHU 3JIeMeHTaMU II0Ib30BaTelbCKOro HHTepdeiica (MHaUYe Ha3bIBA€MbIMU
3JIeMEeHTaMHU YIIpaBJeHUs M0JIb30BaTEIbCKOr0 MHTEPdeiica). B Unity ecTb HECKOJIb-

KO BCTPOEHHBIX 2JIEMEHTOB YIIPaBJIeHUs, HO He 6eCIIOKONTECh, eC/IU He YAaeTcss Hak-
TH Hy>XKHBIH BaM. bubmmoreka Unity Ul mMeeT OTKPBITHIN UCXOAHBIN KOZ, ¥ COOOIIECTBO
HallTNX I10JIb30BaTeIel MOCTOAHHO MPUAYMBIBAET U CO3/IaeT HOBBIE 3JIEMEHTHI YIIPaB-
JieHHA. A BooO1IIie, ecsii He 60MTeCh TPYAHOCTEH, BB MOXKeTe TOXXE CO3laBaTh CBOU dJIe-
MEHTHI yIIpaB/leHUA U AeTUTHCI UMU CO BCEMU.

B Unity ecTh MHOT'O 31eMEHTOB YIIpaBJIeHUsA, KOTOPble MOXXHO Z00aBJIATh Ha Clie-

Hy. BOJBIIMHCTBO M3 HUX NPeACTaBIAIT COOOH IPOCThIe COUYETAHNA U BapUAIII

ZIBYX OCHOBHBIX 2JIEMEHTOB: M300pa’keHUsA U TeKCTa. Ecu mogyMaTs, TO BCe JIOTUYHO:
IaHeJb — 3TO BCETo JIMIIb II0THOPa3MepHOe M306pakeHue, KHOIIKA — U300pakeHre

C TEKCTOM, a TI0JI0ca IPOKPYTKU — TPU U300pakeHUs, COeIMHEHHbIX BMecTe. [1o cyTH,
BeCh II0JIb30BATENbCKUI HHTepdelic peAcTaBsgeT co60il crcTeMy 6a30BbIX 3JIEMEHTOB,
codeTaHHe KOTOPHBIX IT03BOJISIET CPOPMUPOBATH HYKHBINH QyHKIIMOHAI.
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HU306parxenun

V306paskeHusT — OCHOBHOM CTPYKTYPHBIN KOMITOHEHT TOJIb30BaTENbCKOT0 UHTEpdEii-
ca. DTo MOTYT 6BITh HOHOBBIE N3006paKEHUsA, KHOTIKH, JIOTOTHUIIBI, LITKAJIbI 3ZI0POBBS,

BCe YTO yroZiHO. Eciu Bl BEIIOTHIIM [IPUBe/leHHbIe paHee B 3TOM Jace IIPaKTUKYMBI,
TO BBI Y’K€ HEMHOT'O 3HAaKOMEI C U300pKEHUAMH, HO Telleph [10pa B3IVIAHYTh Ha HUX
nobmke. Kak Bl BUZIESU paHee, Bl MOXKETe J00aBUTh N306paskeHNEe Ha XOJICT, BhIOpaB
kxomaHzy GameObject = UI = Image. B Ta6iuie 14.1 mepedncieHsl cBoicTBa N306pa-
JKEHUH, KOTOpble IPeACTABIAIOT cO60I UTPOBOI 06BEKT ¢ KOMIIOHeHTOM Image.

TABA. 14.1. CeoncTBa KomnoHeHTa Image

CBOICTBO OnucaHue

Source Image Onpegenset n3obparkeHne, KOTopoe ByaeT BOCNPOU3BELEHO.
OHO AOMKHO 6bITb cnpanToM. (Bonee noapo6HY0 MHbOPMaL IO
0 crpanTax MOXHO Moay4uTb B Yace 12.)

Color MNo3Bonsiet 3agatb 10O0M LBET TOHUPOBKU U HEMPO3PAYHOCTb
ONs U306parKeHns

Material YKas3blBaeT matepuan (ec/iv TakoBble MMEIOTCS), KOTOPbIV ByaeT
NMPUMEHEH K M3006paKeHUto

Raycast Target Onpegensert, KNMKabenbHO 1 U306paxeHne

Image Type YKa3blBa€eT TUN CNpanToB, KOTopble ByAyT UCNONb30BaThCs. ITO
CBOWMCTBO onpeaensaet MacwTtab v Tann u3obparkeHus

Preserve Aspect | Onpegensert, 6yaeT v n3obpaxKeHue CoxpaHaTb CBOe UCXO4HOE
COOTHOLLUEHME CTOPOH MpU MacluTabupoBaHum

Set Native Size YcTaHaBNMBaeT pa3Mep 06beKTa M306parKEHNA paBHbIM UCXOA-
HOMY pa3mepy B dpanne

[ToMHMO OCHOBHBIX CBOHCTB, OOJIBIIIE BAM HUYEro 0OCOOEHHOTO 3HATh He HY)XHO. [Ipopa-
60TaiiTe IpYBEJEHHBII ajiee IPAKTUKYM, YTOObI YBUAETH, KaK JIETKO MOXXHO HCIIOJIb30-

NMPAKTUKYM
Ucnonb3oBanue usobparkenun

[aBaiTe nonpobyem cosgaTb GOHOBOE U306parkeHune. [11a 3Toro ynpaxKHeHUs NoHaaoouT-
ca dann BackgroundSpace.png n3 ¢annoB npumepoB K Yacy 14. BoinonHuTe crneayouime
NEeNCTBUS.

BaThb I/I306pa)}(eHI/IH.

1. Co3spaaiiTe HOBYIO CLIEHY UM MPOEKT.

2. Umnoptupynte dann BackgroundSpace.png B CBOM NPOEKT Kak crpanT. (BepHuTech
K Yacy 12, ecniv He NOMHUTE, KaK 3To Aenatb.)
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[o6aBbTe Ha cLeHy n3obpaxeHue (Bbibpas kKomaHay GameObject = Ul = Image).

Ykaxute cnpant BackgroundSpace B KayecTBe 3Ha4yeHUs1 cBoncTBa Source Sprite

o6beKTa Image.

5. N3meHuTe pasmep n306paxeHus, 4ToObl 3an0NHUTL BECb XONCT. epekntoynTech

Ha naHenb Game 1 NOCMOTPUTE, YTO MPOUCXOAUT, ECIU UBMEHUTb COOTHOLLEHWE CTO-
poH. O6paTnuTe BHUMaHME, YTO N306paxKeHne NM60o nosyyaeTcsd 06pe3aHHbIM, TM60

He 3ano/IHAeT 3KpaH.

6. Pazgenute AKOpb M306paXeHUs TaK, YTo6bl YETLIPE Yria SKOPS COBMAsU C YETbIPb-

MS yrinamu xoncta (puc. 14.7). Tenepb Nnepeknto4MTeCh 06PaTHO B PEXUM UIPbl
1 MOCMOTPUTE, YTO MPOUCXOAUT NPU UBMEHEHUM COOTHOLLIEHUS CTOPOH. O6paTuTe

BHUMaHWe, 4TO N306paxeHne Bcerga 3anosiHaeT 3KpaH U He o6pe3aeTcs, XOTs ero

pa3mMep UCKaxKaeTcq.

= Scene € Game B S Inspector | a
- Gizmos *| (@A v3%  Rect Transform @ =
stretch Left Top Pos Z
&[— 0 0 ]
g E Right Bottom
Hl = i Co—
¥ Anchors
Min X0 Y 0
Max X1 Y1
Pivot X 0.5 Y 0.5
Rotation X0 Y0 zZ0
Scale X1 Y1 zj1
©) Canvas Renderer @ %]
v "2 ¥ Image (Script) &,
Source Image s.BackgroundSpace c}
Color 2

Material None (Material)
Raycast Target ¥4
Image Type | Simple
Preserve Aspect [ |
[ Set Native Size

Puc. 14.7. PaclumpeHne n3obpaxeHusa n aKkopen

NMPUMEYHAHUE

MaTtepuanbl NOAb30BaTEeAbCKOro uHTepdeiica

Kak B1MaHO Ha puc. 14.7 v 13 npakTukyMa «Mcnonb3oBaHme M306parKeHU», y KOMMOHEHTa
n3o6parkeHus ectb cBoncteo Material. CTout oTmMeTuThb, 4TO cBOMCTBO Material He aBAs-

eTcs 0653aTeNbHbIM U He TpebyeTcs A/1f JaHHOMo MHTepdeinca. Kpome Toro, B TEKyLLEM

peXxunme peHaepuHra xoncra (6onee NoapPoGHO O HEM Mbl MOFOBOPMM Aanee B 3TOM Yace)
cBoncTBo Material He 0co6eHHO 3Ha4YMMO. HO B Apyrunx pexxnumMmax oHO NO3BONSET NpUMe-

HATb 3 dEKTbI OCBELLEHMS U LWENAEPOB K 3IEMEHTaM Mob30BaTeNbCKOro UHTEpdeNca.

Teker

TeKcTOBBIE OOBEKTHI (Ha caMoM fejie 3TO OOBIYHBIE TEKCTOBEIE KOMHOHeHTbI) HCIIOJIb-

3YIOTCA AJiA BbIBOJA TEKCTA I1I0JIb30BATEIIO. Ecsu BBI CIO/IB30BaJIU 3JIEMEHTHI q)Op-
MaTUpPOBaHUA TEKCTA paHbIIe (HaanMep, B I10O ana BegeHUA 6JIOI‘OB, TEKCTOBBIX
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penaxTopax Bpoze Word wtu WordPad u Tomy mmozo6Hoe), paboTa ¢ 3STUM KOMIIO-
HEHTOM He COCTaBHT TpyZa. Bel MoxxeTe 06aBUTh KOMIOHEHT Text Ha X0JICT, BbIOpaB
xoMaHZy GameObject = Ul = Text. B Tabiune 14.2 nepedncieHbl CBORCTBA KOMIIO-
HeHTa Text. [TOCKONbKY GONBIIMHCTBO U3 HUX UHTYUTUBHO IIOHATHEI, [I€PEYNCIIEHb
TOJIbKO HOBBIE WU crenududecKre CBOHCTBA.

TABA. 14.2. CBoicTBa KoMnoHeHTa Text

CBoiCTBO OnucaHue

Text Onpepenset oTo6parkaemMblii TEKCT

Rich text YKasbIBaeT, 6yayT M UCMONb30BaThCs B TEKCTE METKM hopma-
TUPOBaHMS

Horizontal Overflow | Onpegensert, Kak pefakTop BbIXOAWUT U3 CUTyaLlMK, KOraa

n Vertical Overflow | TeKCT He nomeLllaeTcs B Npeaenax orpaHnYnTeNIbHOM pamKu
3/leMeHTa No/b30BaTebCKOro nHTepdenca, KoTopbin ero
copeput. 3HadeHne Wrap o3Ha4aeT, YTo TEKCT ByaeT
NepeHoCUTLCS Ha cnegylolyto CTpoKy. Round o3HavaeT, 4To
He BMeLlalolLmncs TekeT 6yaeT yaaneH. Overflow o3Havaer,
YTO TEKCT MOXET BbIXOAUTb 3a Npefesbl paMKu. Ecnun TekeT
He NoMelLLaeTcs B paMKy M 3TO CBOMCTBO He YCTaHOB/EHO,
TO TEKCT MOXET UCHEBHYTb

Best Fit B kayecTBe anbTepHaTnBbl cBOMCTBY Overflow (KoTopas,
BMpoyem, He 6yaeT paboTaTb, ecnun cBoncTeo Overflow
MCMONb3YeTcs) MOXHO U3MEHATb pasmep TeKCTa, YToObl OH
NOMECTUIICA B paMKy 06beKTa. Mcnonb3ys cBoncTBo Best
Fit, Bbl MOXeTe BbiOpaTbh MUHUMasbHbIN U MaKCMMalbHbIN
pa3mep. WpndT 6yaeTt yBenmunBatbCs UK yMEHbLIATbCA

B AManas3oHe Mexay aTUMW ABYMS npeaenamu, 4ytobbl Bceraa
BMUCbIBATbCS B TEKCTOBOE MNose

O6s13aTeIbHO CTOUT YAETUTh BPeMsI U OTIPO60OBATh PasIMYHbIe HACTPOUKHU, 0COOEHHO
puis coiictB Overflow u Best Fit. Ecyiu BEI He 3HaeTe, KaK MCIOIb30BATh 3TU CBOKHCTBA,
BbI YIMBUTECH, €CJIM TEKCT BAPYT HEOXKUAAHHO MCYE3HET (TaK KaK He BJIe3 B PAMKY),

1 BaM TIOTpebyeTcss HEKOTOPOE BPEMsI, YTOObI BBIICHUTH [TOYEMY.

KHonku

KHOIKY — 3TO 27IeMEHTBI, KOTOPHIE MTOJIb30BaTENb HAXKUMAET /I BBoga MHGOpMaIuu.
PaboTa ¢ HUMU MOXKET ITOKa3aTbCs Ha MEPBbIH B3WISIZ CIOXKHOM, HO TIOMHUTE, YTO KHOTI-
Ka, KaK yKe YIIOMUHAJIOCh paHee, 3TO BCEro JIMIIb U300paKeHUe C TEKCTOM, UMelolee
4yyTh OoJIbIlle GYHKIMOHATBHBIX BOBMOXKHOCTEH. BbI MOXKeTe 100aBUTh Ha CIIEHY KHOII-
Ky, BeIOpaB KoMaHzy GameObject = UI = Button.
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KHoTIKa OT/IMYaeTcs OT JPYTUX 2JI€MEHTOB YIIpaBIeHUs TONbKO TeM, YTO OHA MHTEPAK-
THBHA U [T03TOMY UMeEeT HEKOTOPbIE MHTEPECHBIE CBOMCTBA U 0cObeHHOCTH. Hanmpumep,
YV KHOTIOK MOTYT OBbITh IT€PEXO/BI, C TOMOIIBI0 KHOTIOK MOXKET OCYIECTBIATHCS HABUTa-
U, ¥ Y HUX ecTb 06paboTunk cobbitnii OnClick (). B Tabmuiie 14.3 mepeyucieHs
CBOMCTBa KOMIIOHEeHTa Button.

TABA. 14.3. CBoicTBa KOMNoHeHTa Button

CBOICTBO OnucaHue

Interactable | Yka3biBaeT, MOXET /i NONb30BaATENb HAXMMaTb Ha KHOMKY

Transition OnpegenseT, Kak KHOMKa AO/MKHa pearnpoBaTb Ha AENCTBUS NOMb-
3oBaTens (puc. 14.8). lenctBus, Ha KOTOpble MOXET ObITb OTBET:
Normal (Hu4ero He npoucxoaumT), Highlighted (koraa mbiwb HaBeae-
Ha Ha KHonKy), Pressed (HaxkaTa) n Disabled (HeakTnBHa). o ymon-
4aHUWIo KHOMKa MeHseT LBeT (Colot Tint). Bbl MOXeTe Takxe yaanutb
no6ble nepexofbl (None) Uan U3MeHATb N306paXKEHNE KHOMKK
(Sprite Swap). HakoHel, Bbl MoXeTe Bbi6paTb BapnaHT Animation
M UCMONIb30BaTb MOMHOLIEHHYIO aHMMaLMIO, TOrAa Balln KHOMKMK
OyayT BbIrNALETb O4EHb IPDEKTHO

Navigation OnpegenseT, KaKk Nosib3oBartenb OyAeT NepemMeLLaTbC Mexay
KHOMKaMu B clly4ae UCrnonb30BaHUsA KOHTPOIEPA UK IXKOWUCTH-
Ka (To eCcTb 6€3 MbIlWK U CEHCOPHOIO 3KpaHa). HaxkaTne KHOMKu
Visualize (Busyanuzauus) no3sonset yBUAETb, KaK OyaeT Npouc-
XO4WTb HaBurauus. 1o paboTaeT TONbKO B Cly4ae, eC/M Ha X0JCTe
PacnooXeHO He MeHee [BYX KHOMOK

OnClick () OnpegenseT, 4TO NMPOM30MAET NOCNE HaXaTua KHOMKK (06CyKaaeTcs
[lanee B 3TOM 4Yace
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v ok [ Button (Script) @ =
Interactable
Transition [ Color Tint :]
Target Graphic None | o
N.m'rrfal Colog Color Tint %/
Highlighted Color f
Pressed Color Sprite Swap £
Disabled Color Animation 2
Color Multiplier C© T |
Fade Duration 0.1 ‘
Navigation [ Automatic +)
[ Visualize ]
On Click ()
List is Empty

Puc. 14.8. Bbi6op TMna nepexoaa

Cob6biTHe OnClick ()

Korza mosb30BaTe M BAOBOJIb HACIAATCSA CO3[aHHBIMY BaMU Pa3IndHbIMU 3¢ddeKTa-
MU KHOTIOK, OHU 3aXOTAT YTO-HUOY/b IOHAXXUMaTh. HacTpoiiTe cBoticTBo OnClick ()

B HI)KHEl 4acTH naHesu Inspector, 4ToObI BRI3BATh GYHKIIMIO U3 CKPUIITA U TIOTYyIUTh
JIOCTYTI KO MHOTHM JPYTMM KOMIIOHEHTaM. BbI MOKeTe TiepeiaTh mapaMeTphl B JIF000FH
BBI3BIBAEMEBII METO/I, @ 3TO O3HAYAET, YTO Pa3pabOTIMK UMEET BO3MOXKHOCTD YIIPABIATh
MTOBe/IEHUEM UTPHI, He BBOJs Kol Bosiee m1ybokoe UCoIb30BaHue STUX GYHKITHE M03BO-
JIUT BBI3BIBATh METO/BI HA UTPOBOM OOBEKTE WJIM IIOBOPAYMBATh KAMEPY Ha OObEKTHI.

NMPAKTUKYM
HUcnonb3oBaHue KHOMOK

BbinonHute cnegytoume AencTBuUs, YTo6bl MPUMEHUTb BallX HOBbIE 3HAHWSA Ha MPaKTH-
Ke 1 co3[aTb KHOMKY, 06aBUTb e LBETOBbIE Mepexobl U HACTPOUTb ee TaK, YTOObl TEKCT
KHOMKM M3MEHSICA MPU HaXKaTuM.
1. Co3spanTe HOBYIO CLIEHY WU MPOEKT.
2. [Jo6aBbTe Ha CLeHy KHOMKY (BbibpaB KomaHay GameObject = Ul = Button).
3. B o6nactn kKomnoHeHTa Button (Script) Ha naHenu Inspector 3aganTe cBoMCTBY
Highlighted Color kpacHblii LBET, a cBoncTBY Pressed Color — 3e/eHblIi (CM.
puc. 14.9).
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V ox [ Button (Script) %,
Interactable
Transition [ Color Tint s

Target Graphic |®JButton (Image) ]
Normal Color
Highlighted Color
Pressed Color
Disabled Color

Color Multiplier O 1 |
|

Fade Duration  [0.1

Navigation [ Automatic +]

[ Visualize ]
| on Click () |
[ Runtime Only 3 |[ Text.text 0 ]

HaxmuTte, utobbl co3aaTh 06paboTumK cobbiTna OnClick ()

Puc. 14.9. HacTpoMKK KHOMKM

4. [lo6aBbTe HOBbIM 06PaboTYMK COObITMA ONC1ick () HaKaTUEM KHOMKKU + B HUXKHEN
yactu naHenu Inspector (puc. 14.9). B aeonTHOM COCTOSAHUK, KOrAa 06paboTUYMK
OXKMAaaeT o6beKTa AN MaHUMNyIMpoBaHKUs, Ha HeM HanucaHo None (Object).

5. Pa3BepHUTE UrPOBOM 0GBEKT KHOMKK Ha naHenu Hierarchy, 1 Bbl yBUAMTE OOHEPHUN
06beKT Text. MNepeTaumte 06beKT Text Ha cBoncTBO Object 06paboTinKa Cob6bITUN.

6. B packpbiBatowemcsi cnucke GyHKLmMM (Ha KotopoM HanucaHo No Function), yka-
YUTE, YTO KHOMKa JOMKHa caenatb A9 BblopaHHOro o6beKTa. [Ans aToro WenKHuTe
no pacKpbiBatoLiemycsi cnucky (@ Ha puc. 14.10), a 3aTtem BbiGepuTe KomaHay Text
(®) = string text (©).
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bool maskable

Material material

string name

bool raycastTarget

bool resizeTextForBestFit
int resizeTextMaxSize

int resizeTextMinSize
bool runinEditMode
bool supportRichText
string tag

M singtet ———

bool useGUILayout
BroadcastMessage (string)
CalculatelayoutinputHorizontal ()
CalculatelLayoutinputVertical ()
Cancellnvoke (string)
Cancellnvoke ()
FontTextureChanged ()
GraphicUpdateComplete ()
LayoutComplete ()
OnRebuildRequested ()
RecalculateClipping ()
RecalculateMasking ()
SendMessage (string)
SendMessageUpwards (string)
SetAllDirty O
SetLayoutDirty ()
SetMaterialDirty
SetNativeSize ()
SetVerticesDirty ()
StopAllCoroutines ()
StopCoroutine (string)

7. B nosBuBliemcs none BBeante Released.

= [m] X
) Account ~ Layers > Pearson ~
| O static v 4|
+) Layer (UL :)
%
%
R,
[EIUISprite o
C .
None (Material) ()
&4
[ Sliced ;)
™
%
¥
[ Color Tint i)
@Button (Image) | o
I
N
e
' — 7
O i ]
0.1
[ Automatic 1)
[ Visualize |
No Function
GameObject > o=
RectTransform > %,
CanvasRenderer > ——)
 Text —

Puc. 14.10. HacTpoiika cobbitua OnClick () Ha U3MEHeHWe TEKCTa KHOMKM
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8. 3anyctuTe Urpy v MoBOAWTE MbILLbIO HaJ KHOMKOM M NOHaxuMaiiTe ee. O6patuTe
BHMMaHWe Ha U3MEHEHWE LiBETA W TEKCTA MPW HaXKaTUU KHOMKM.
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COBET

CopTHpOBKa 3N€MEeHTOB

Tenepb, KOraa Mbl NMO3HAKOMUIIUCH C KOE-KaKMMM 31IEMEHTAMM, HYXKHO pa3o6paTbCs, Kak
OHW OTPUCOBbIBAIOTCS. Bbl, BOBMOXHO, 3aMETWU/IN, YTO KOMMOHEHT Canvas, KOTOpbIV Mbl
BWAENW paHee B 3TOM 4ace, MMeeT CBOMCTBO Sorting Layer (kak 2D-n3obparkeHus). 1o
CBOWMCTBO MCMNOJIb3YETCS TOSIbKO A1 COPTUPOBKMU HECKOJIbKMX XOJICTOB B npeaenax OgHowm

W TOM e CUeHbl. 15 COPTUPOBKM 3/IEMEHTOB MOJ/1Ib30BATENLCKOIO MHTEPHENCca Ha OAHOM
XONCTe UCMONb3YeTcs NOPSAAOK 06BLEKTOB Ha naHenu Hierarchy. [oatomy, ecnv BaM Hy»KHO,
4TO6Gbl OAMH OGBEKT OTPMUCOBbLIBA/ICA NOBEPX APYroro, NepeMecTuTe ero Huxe Ha naHenu
Hierarchy.

COBET

Mpecertbl

B Unity 2018.1 6binv fo6aBneHbl NpeceTbl KOMNOHEHTOB. [TpeceTbl — 3TO COXPaHEHHbIE
CBOMCTBa KOMMOHeHTOB (Hanpumep, Ul Text), KOTOpble MOXHO BbICTPO MPUMEHUTbL K HOBbIM
KOMMOHeHTam. MeHi0 NpeceToB Haxo4MTCS B MPaBOM BEPXHEM YI/ly KOMMOHEHTa, PSAOM

C LWeCTEePEHKOM HaAcTpoeK Ha naHenu Inspector. MpeceTbl paboTatoT 418 N06bIX KOMMOHEH-
TOB, HO Mbl HE TOBOPW/IM O HUX paHee, TaK KaK OHM OCOBEHHO XOPOLIO COYETAKOTCS C NOJb-
30BaTelbCKMM MHTEpDENCOM. OYeHb YaCTO OHU MPUMEHSAOTCS AN TOro, YTOObl BECb TEKCT
B Urpe 6bi1 0gMHaKoBbIM. Jenatb TeKcT npedabom He 0683aTeNlbHO, @ BOT UCNOb30BaTh
npeceT TEKCTa — BMOHE MOXHO.

Pe)XXumbl peHAEepPHMHIa XoACTa

B Unity ecTb TP KpyTHIX clToco6a BHIBECTU TONb30BATENbCKUN HHTEpdelic Ha SKpaH.
BBl MOXKeTe yKa3aTh peXXUM Ha TaHesu Inspector, BeIGpaB KoMIoHeHT Canvas U CBO¥-
ctBo Render Mode. ITocsie 3TOro Bl YBUAUTE PEKUMEL, IIpeJcTaBIeHHble Ha puc. 14.11.
Vcronb30BaTh BCe PEXKUMEL XOJICTA CJIOXKHO, TOITOMY pa3brpaTbCcsl ¢ HUMH BCEMU
IIPAMO ceifyac HeobA3aTeIbHO. BMeCTO 3TOro NpoYnTaiiTe OMMCAHNE TPEX PEXXIMOB
(Screen Space — Overlay, Screen Space — Camera u World Space), 1 BBl cMoxeTe
BBIOpATh HauboJsee MOAXOAANIMEH AJIS Bac.

X Screen Space - Camera
Target Display

Additional Shader Channels

¥ canvas B,
Render Mode [ Screen Space - Overlay 4

Pixel Perfect v/ Screen Space - Overlay

Sort Order |

World Space

Puc. 14.11. Tp1 pasnnyHbIX PEXNMA PEHAEPUHIA X0NCTa
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Pe>xxum Screen Space — Overlay

PexxuM Screen Space — Overlay, KOTOPBII UCITONB3YeTCs TI0 YMOJYaHUIO, — CaMBbIi
IIPOCTOH, HO OT 3TOr'0 He MeHee KpyToi. ITobp3oBaTenbckuil nHTepdelic B pexxu-

Me Screen Space — Overlay oTo6paskaeTcsa TOBepX BCero Ha skpaHe, He3aBUCH-

MO OT HacTpoeK KaMephl WX ee TIoJIoxKeHNA B Mupe. I1o cyTu, nuHTepdelic Ha naHeIn
Scene He UMeeT HUKAKOTO OTHOIIEHNA K 0ObeKTaM B MHpe, TaK KaK Ha caMOM JieJie OH
OTPUCOBBIBAETCA KaMepoil.

IMonp3oBaTenbckuit HHTepEeLic oToOpaskaeTcs Ha clieHe B GUKCHPOBAHHOM ITOJIOKe-
HUU, U €T0 JieBas HIKHAA TOYKa UMeeT IobanbHyto koopauHaty (0, 0, 0). Maciutab
unTtepdeiica OTINYAETCS OT MUPOBOTO, U TO, YTO BbI BUAUTE HA XOJICTE, UMEET MacIiTab
B 1 MUpPOBYIO eIMHULLY JI1 KXKAOr0 MUKceid Ha TaHenu Game. Eciu BBl UCITOIb3yeTe
3TOT TUN UHTepdelica B UTPe, HO €T0 MOJIOKEHUE B MUPE MEIIaeT BaM BO BpeMs pabo-
THI, BBl MOJKETE CKPBITE ero0. /i1 3TOTO B pacKpHIBAIOILIEMCS CIIMCKe Layers B pejakTope
CKpOHTe 3Ha4YOK m1a3a psagom co ciaoeM Ul (puc. 14.12). NHTepdeiic ucye3HET ¢ TaHeTU
Scene (HO MOSABUTCSA, KOT/ZA BHI 3allycTUTe UTPY). He 3a6yabTe BEpHYTD €ro, 4TOOHI CITy-
YyalfHO He MTOTepPATH!

Layers v] [Pearson v]
Layers
Everything
Nothing

0: Default

1: TransparentFX
2: Ignore Raycast
4: Water

5: UI

[9lo909C®
PERPRPDPD

Edit Layers...

Puc. 14.12. CokpbiTne nHtepdenca

Pe)xxum Screen Space — Camera

PexxuM Screen Space — Camera 1noxox Ha Screen Space — Overlay, Ho uHTepdeiic
371eCh OTPUCOBBIBAETCSI KaMepOii Ha Balll BEIOOP. BBl MOXKeTe BpaliaTh ¥ MacIITabUpo-
BaTb 3JIEMEHTHI, YTOOHI CO3aBaTh ropaszio 6osee suHaMuuHble 3D-UHTEPdENCH.

B otnuune ot Screen Space — Overlay, 3TOT peXXUM HCIIOIb3YeT [JIs peHJEePUHTa
KaMmepy. DTO 03HAYaeT, YTO Ha MOJIb30BATEIbCKUI HHTEPdENC BIUAIOT Takue 3QEKTHI,
Kak, HallpUMep, OCBEeIllEHNE, a MEXKY KaMepoi 1 UHTeppecoM MOTYT ObITh OOBEKTHI.
[pugercs mpogenath Gosbliie paGOTHI, HO Baul HHTEPENC OyeT Jydllle CMOTPEThHCS

B COCTaBe MUpa.
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O6paTHTe BHUMaHUe, YTO B 3TOM pexuMe uHTepdeiic octaeTcsa B GUKCHPOBAaHHOM
TIOJIO’KEHUH 10 OTHOILIEHHUIO K KaMepe, KOTOPYIO BBl BHIOpAIU /1 OTPUCOBKHU. [Ipu
IepeMelleHNY KaMephl llepeMelaeTcs U X0ICT. JIOBOJIBHO yZAOOHO KCIIONb30BaTh
OTZEBbHYIO KaMepPy UCKIIOUUTENBHO /7 PeHJepHHTa X0JIcTa (YTOOBI BCe IIPOUCXOJUIIO
B CTOPOHE OT CILIeHBI).

Pe>xum World Space

[MoceHMI peXXUM, KOTOPBIH ciiezyeT paccMoTpetb, — World Space. [TpezacTaBb-

Te cebe BUPTYaJIbHBIN My3€H, I7je KaKAbIi 00BeKT, Ha KOTOPHIN BB CMOTPHTE, COZAEP-
JKUT NTOAPOGHBIE CBeIeHUA 00 00BEKTE, HAXOAANIIEMCS B HETTOCPEACTBEHHOM OIM30CTH
oT Hero. Bmecte ¢ uHdopMaImeii MOKeT 0TOOpakaThCs KHOIKA, MO3BOJIIONAST YUTATh
JlaJIblile WIN TIepefTH K APYTHUM 3ay1aM My3es. 1 ecsii Bl BOOGpa3nTe HEYTO MMoz06-
HOe, TO 9TO OyZeT JIUIIb Majas 9acTh TOTO, YTO BBl MOXKETE CZeIaTh C PeXXKUMOM XOJICTa
World Space.

O6paruTe BHIMaHUe, 4To KoMITOHeHT Rect Transform B pexxume World Space craHo-
BUTCA aKTUBHBIM, a caM KOMITIOHEHT Canvas MOXXHO OTPeZaKTHPOBAaTh U U3MEHUTD €0
pasmep (puc. 14.13). ITOCKOJIBKY B TOM PEXXMMe XOJICT SBJISIETCS UTPOBBIM 0OBEKTOM,
OH He OTPUCOBBIBAETCA OBEPX OCTAIbHOM UrpHl, Kak HUD. BmecTo 3TOro OH 3aHUMaeT
oIpeZieJieHHOe II0JI0KeHHe B MUPe U CTAHOBUTCA €ro YacTbIo.

© Inspector | =
u ¥ [Canvas | [ static ¥
Tag [ Untagged 4+ Layer [UI |
V?@ Rect Transform By
Pos X Pos Y Pos Z
[3505 | 2525 |0
Width Height
or  Jsos |
¥ Anchors
Min x[0 Y0
Max X0  yo
Pivot x[05 Y05
Rotation X0 Y 0 zZ 0
Scale X1 [N ED Z1
v[L]& canvas %
Render Mode [ World Space m
Event Camera  None (Camera) |0
Sorting Layer [ Default D)
Order in Layer |0
Additional Shader CI{ Nothing D)

Puc. 14.13. KomnoHeHT Rect Transform
B pexxume World Space
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MPAKTUKYM

BbinonHute cnegytoume AencTBus, YTo6bl MOAgPO6GHEE N3YYUTb TPU PEXUMA PEHAEPUHIa
nHTEpdENca.

U3yueHne peXKHMOB PEeHAEPUHra

1. CospanTe HOBYIO 3D-CLIEHY MM MPOEKT.

2. [o6aBbTe Ha cLeHy xoncT Ul (Bbi6paB komaHay GameObject = Ul = Canvas).

3. O6paTtute BHUMaHUe, 4To KomnoHeHT Rect Transform noka 4yto HeakTuBeEH. MNoaBu-
ramTech Nno CLLEHE U NOCMOTPUTE, FAe HaXoAUTCS XOJCT.

4. TepeKknioynTechb B pexxum peHaepvHra Screen Space — Camera. [Ins cBoMcTBa
Render Camera Bbigenvte 06beKkT Main Camera. O6patnute BHUMaHWe, Kak nocrne
3TOr0 U3MEHWTCS Pa3Mep M NOJSIOKEHME XOsCcTa.

5. locmoTpuTe, 4TO MPOM30MNAET, €CN Bbl MEPEMECTUTE KAMEPY U ECTU U3MEHUTE
cBoncTBO Projection kamephl ¢ Perspective Ha Orthographic 1 o6paTtHo.

6. [Mepeknountechb B pexxmm World Space. Tenepb Bbl MOXXETE U3MEHUTbL NPe06pa3o-
BaHMWe X0/CTa, NepemMeLlaTb, BpallaTe M MmacwtabupoBaTb €ro.

Pe3iome

B Havase 3TOro yaca MbI U3yYMIN OCHOBHEIE YaCTH JII0O60r0 HHTepdeiica: XOICT

U cucTeMy COOBITHIL. 3aTeM BB y3HaIM 0 KoMnoHeHTe Rect Transform u o ToM, Kak
SIKODsI TIO3BOJISIIOT CO3/IaBaTh YHUBEPCAIbHbIE HHTEP)ENCH, KOTOPBIE MOTYT PaboTaTh
Ha MHOTHX YCTPOMCTBaX. 3aT€M MbI U3YUMIHN PA3JIUYHBIE JIEMEHTHI [I0b30BATEIbCKO-
ro uHTepdeiica, JOCTYIIHBIE I UCITIOIb30BaHMsA B Unity. [I0TOM MBI KPaTKO paccMOTpe-
JIU CyTh Pa3IMYHBIX PEXXUMOB PEH/IEPUHTA MTOJh30BaTENbCKOTO NHTepdetica: Screen
Space — Overlay, Screen Space — Camera u World Space.

Bonpocbl U oTBETbI

Bonpoc: TpeGyeTtcs 1 NoNb30BaTe/IbCKU UHTEPdENC B KaXKaon urpe?

OtBeT: OO6bI4HO XOPOLO NPOAYMaHHbLIN MHTEPdENC AenaeT Urpy ToNbKO nydlle. Peaku
cnydyau, Korga y urpbl Booblie HeT nHTepdeica. Tem He MeHee uHTepdenc
He Jo/MmKeH OblTb NeperpyxeH, ero 3afgadya — NPeaocTaBaiTb UTPOKAM TONIbKO
Heo6xoaAnMyto MHOOPMaUMIO U TOrAa, KOraa aTo HYXKHO.

Bonpoc: MOXXHO M KOMOGUMHUPOBAaTb pPa3Hble PEXUMbl PEHAEPUHIA HA O4HOM cLeHe?

OTtBeT: [la. Ha cueHe MoxeT O6biTb 60/1e€ O4HOro X0/ICTa C Pa3HbIMU PeEXUMaMM PEH-
aepwuHra.
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Cemuuap

YrenuTe HEKOTOPOe BpeMs IPopabOTKe NMPUBeAEHHBIX HIKE BOIIPOCOB, YTOObI YOEANUTh-
Csl, YTO BBl XOPOIIIO YCBOWIN MaTepHaJl.

KoHTpoAbHBbIE BONPOCHI

1. Yro o3nauaeT ab6peBuaTypa UI?
2. Kakwue ziBa UTpoBbIX 00bekTa B Unity Bcerga MosBJISIOTCA BMECTe ¢ UHTepdeicom?

3. Kakoii pexxuM peHziepuHra nHtepderica Bbl OyzeTe UCIIONb30BaTh, YTOOH pa3Me-
CTUTH 3HAK BOIIPOCA HaJl TOJIOBOM Urpoka B 3D-urpe?

4. Kaxol pe;kUM peHZIepUHTa JIydllle Bcero nozpoizet Aia npocroro HUD-anemenTa?

OTBeTbI

1. User Interface — mosnb3oBaTenbckuii nHTEpdetic (IPOCTEHbKUI BOIIPOC JJIS pas-
MUHKH!).

2. KommnoneHnTs! Canvas u EventSystem.

3. Crnegyert ucrosnb3oBaTb pexxuM World Space, mockosbKy aseMeHT UHTepdeiica
[O3ULIMOHUPYETCA B MUPOBOM IIPOCTPAHCTBE, & HE OTHOCUTENBHO IIOJIA 3pEHUA
WI'DOKA.

4. Pexxum Screen Space — Overlay.

YnpaxHeHnue

B 3TOM ympaskHeHHH MBI CO3/Ia[JUM IIPOCTYIO, HO ITOJHOIIEHHYIO CUCTEMY MEHIO, KOTO-
PYIO BBl MOXKETe aJlallTUPOBATh K JIF000# Urpe. MBI HCIIOIB3yeM U 3aCTaBKH, U 3aTyXa-
HUe, 1 GOHOBYIO My3bIKY, 1 MHOT'O€ JPYTO€.

1. CosgatiTe HOBBIN 2D-1ipoekT. Jlo6aBbTe naHensb Ul (BbIOpaB KOMaHAY
GameObject = UI = Panel). O6paTure BHUMaHHe, 4To Iporpamma Unity
cama 06aBwia Heobxo¥Mble KOMIIOHeHTH Canvas u EventSystem Ha nanens
Hierarchy.

2. Nmmnoprupyiite daitn Hourl4Package.unitypackage M3 IPUIOKEHHBIX K KHUTE
¢aiinoB mpumepoB. Beibepute ¢daitn clouds.jpg B nanke Assets u ybeanuTech, 4To
coiictBy Texture Type npucBoeHo 3HadeHue Sprite (2D and UI).

3. YcTaHoBUTE 3TO M300paXKeHNE B KaYeCTBe 3HAYEHMUsI CBOiicTBa Source Image
nanenu. O6paTuTe BHUMAaHUE, YTO U300paKEHVE 10 YMOTIAHUIO UMEET
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HEKOTOPYIO TIPO3PaYHOCTh, YTOOHI GOHOBHIH 1IBET TOXKE OTOOpakascs. Bel MoxkeTe
VIIPaBIATh MPO3PAYHOCTHIO, OTKPHIB OKHO BEIOOPA I[BETA C TTOJI3YHKOBBIM PETYIIs-
TopoM A (rze A o3HauaerT «aabpa-KaHas»).

4. Jlob6aBbTe 3aT0OJIOBOK U I10O/[3aT0JIOBOK (BbIOpaB KomMaHAy GameObject = Ul =
Text). [TepeMecTHTE UX TaK, YTOOBI OHM KPACHBO CMOTPEIUCH Ha TTAHEH

(puc. 14.14).
File Edit Assets GameObject Component Window Help
(O #[S[EIEIE] [cirvet [ Slocal] [ Colob - | (& ] [Account -] [Layers -] [Layout -]

= Hierarchy | em
Create | GTAT Shaded
v & Main =
Main Camera
¥ Canvas
¥ Panel
Title
Text
» Button
EventSystem

_m| O Inspector | A )

| € Game
=|[20 || 3 1<) | &= Gizmos

~how you win. This is how you lose.
These are the rules.

Start Game

@project | [ Console aem
Create ~ 3 [EIEIES
Assets »

-y

Scenes clouds  Level Mana_ LevelMana_

Puc. 14.14. ToToBbIV MHTEpPDENC

5. Jlo6aBbTe KHOMKY (BbI6GpaB komaHAy GameObject = UI = Button). [IpucBoiite
eii umA Start, a cBoiicTBy Text jouepHero o6bekTa — 3HaueHue Start Game. Pas-
MeCTHTe KHOIIKY TaM, IZle XOTUTe, He 3a0bIBas, YTO /I IIepEeTACKUBAHUA HYXKHO
BBIOpATh UMEHHO KHOIIKY, & He TEKCT.

6. CoxpaHuTe Bauly cieHy kak Menu (Bei6paB komaHzy File = Save Scene). Terepn
co37aiiTe HOBYIO CIIeHY, BBICTYIIAIOIIYIO B KaueCTBE 3allOJHUTEIS /I Ballek
WUTpHL, U coxpaHuTe ee. HakoHell, 106aBbTe 06e ClleHbI B CO0PKY, OTKPHIB ITapaMe-
TpeI cbopku (komanza File = Build Settings) u neperamus 06e CIleHBI B pa3/es
Scenes in Build. Y6eguTech, 4TO cijeHa C MEHIO HAXOJUTCS CBEPXY.

7. IlepexstounTtech 06paTHO Ha CIieHy MeHI0. [lepeTalniyTe UMIOPTUPOBAHHBIH ITpe-
¢$ab LevelManager Ha nanesnb Hierarchy.

8. HaiizuTe KHONKY Start v mpUCBOTe ee cBOMCTBY OnClick () 3HayeHUe B BUJe
MeTo/ia LoadGame () MeHemxepa ypoBHA (puc. 14.15).
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¥ ok [ Button (Script) B,

Interactable
‘ Transition [ Color Tint s
3 m e H Target Graphic  |®sStart (Image) | ©
Normal Color v
This is Highlighted Color v
Pressed Color v
5€. Disabled Color 2
Color Multiplier O 1
Fade Duration  |0.1
Navigation [ Automatic s
[ Visualize ]

onclick () -

No Function

GameObject > =
‘ =" Pl Default U Transform > (@
bool enabled LevelManager > -

string name

bool runinEditMode

dd Component ]

o

string tag

bool useGUILayout
BroadcastMessage (string)
Cancellnvoke (string)
Cancellnvoke ()

LoadGame ()

SendMessage (string)

S |

SendMessageUpwards (string) RS
| StopAliCoroutines () ]

Puc. 14.15. HacTpoitka o6pa6otinka OnClick () kHonku Start Game

9. 3amycruTe clieHy. HaxxmuTe KHONKY Start Game, rocje 4ero JopkHa oTobpa-
3UThCA IMycTas ciieHa ¢ urpoit. Ilozgpasnsaem! Terneps y Bac ecTh crcTeMa MeHIO,
rOTOBasA AJIA UCIIOIb30BaHUA B OyAyIIuX urpax!
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Urpa TperbAa:
«KanutaH baacrtep»

Y10 Bbl Y3HAETe B 3TOM 4ace

» Kak co3patb urpy «KanutaH bnactep»

» Kak noctpontb Mup ans urpel «<KanutaH bnactep»

» Kak cosgatb 06beKTbl Ans urpbl «<KanutaH bnactep»

» Kak co3gaTb anemMeHTbl ynpasnexus ana urpbl «Kanutad bnactep»

> KakK elle MOXKHO ynydwuTb urpy «Kanutax bnactep»

I[Topa 651 HaMm co3zath Urpy! B aTom vace MbI czesaeM 2D-CKpOJUI-LIyTep 10/ Ha3BaHU-
eM «KanutaH Biacrep». Mbl HauHeM ¢ pa3pabOTKU PAa3IUYHBIX 3JIEMEHTOB UIPBL. 3aTeM
mepeiizieM K co3gaHUIo IpoKpyunBaromerocs ¢ona. Korza c apmxeHueM Bee OyzeT
SICHO, MBI HAUHEM ZI06aBIATb UTPOBbIe 00BEKTHI. [Tocie 06EKTOB 3aiiMeMCsT HACTPOH-
KOH ymIpaByieHUA U urpoduKaIyiei IpoeKTa. B KoHIle yaca MbI IPOAHATU3UPYEM UTPY
U OIIpeZle/IMMCA, KaK MOYKHO YJIy4IINUTD €e.

COBET

3aBepLIeHHbIH NPOeKT

0693aTeNlbHO BbINONHWUTE BCE 3afaH1a U3 3TOr0 Yaca, YTo6bl CO34aThb NMOAHOLLEHHbIN UIPo-
BOW MPOEKT. B ciiydae 3aTpyaHeHU Bbl MOXKETE NOCMOTPETb KOMUIO UIPbl B MPUIOMKEHHbIX
K KHUre dainnax npumepos s Yaca 15. 06paTuTech K HUM, eciiv Bam noTpebyeTtcs BAOX-
HOBEeHMe.

NMpoekTuposanue

BBl U3y4nu OCHOBHBIE 2JIeMEeHTHI IIPOoeKTa B yace 6, IOCBAILIeHHOM Urpe «Bennkoser-
HBIM FOHIUK». 37lech MBI 3aliMeMCs IIPUMEPHO TEM JKe.
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Konuenuusa

Kak y>xe ynoMmuHanoch paHee, «Kanuras biaactep» — aTo 2D-ckposut-myrep. Uzaea
3aKJII0YAaeTCs B TOM, UTO UTPOK GYZET JIeTaTh 10 YPOBHIO, YHUUTOXKAsi METEOPHI U CTapa-
sICh He IOTUOHYTh. [TaBHaA «duirka» 2D-CKpoJIEpOB B TOM, YTO Ha CAMOM /IeJIe UTPOK
HUKY/ZIa HE JBUTAETCS, OIYIIeHNe ABMKEHUS CO3/IaeT TOABKHBIN GOH. DTO CHIIKAET
TpebOBaHUA K MaCTEPCTBY UT'POKA U MO3BOJISIET YCTAaHABIUBATE 60Jiee CI0KHBIE TIpe-
MIATCTBUSA — HAIPUMeEp, BParos.

MpaBuna

[TpaBusia Urpsl ONpeZesAIOT, KaK B Hee UrpaTh, a TakKe HaMeKaloT Ha HEKOTOphle CBOM-
cTBa 00beKTOB. [IpaBumia urpsl «KanuraH Biactep» cieayromuye.

> I/II‘pOK urpaet 10 CTOJIKHOBEHHUA C METEOPOM. YcnoBus n06ezu>1 HE IpeyCMOTPEHEI.

> I/IFPOK MOXET CTPEJIATh CHapAZaMu, TEM CaAMbIM YHUYTOXaA METEOPHI. I/II‘I)OK
TosydaeT OZHO OYKO 3a Ka)K,Z[LIﬁ yHH‘ITO)KeHHbeI METeOop.

» Urpok MOXXeT BBICTPEIUBATH JI0 IBYX CHAPAZOB B CEKYHAY.
» JIBIDKEHHE UI'POKA OrPAaHUYEHO DKPAHOM.

> MeTeopsl OABIAIOTCA HEIIPEPBIBHO, ITOKA UT'POK HE IIPOUTpaeT.

Tpe6oBanusa

Tpe6oBaHusA, IpegbABIAEMbIe K 3TOI UTpe, BeCbMa IIPOCTHL.
» OOHOBBIH CITPANT, KOTOPBIN H300pa’kaeT KOCMIYECKOe IIPOCTPAHCTBO.
» Crpaiit kopabiis.
» CmpaiiT MeTeopa.
» MeHe/mKep UTPHI, KOTOPOT'O MBI co3zazuM B Unity.

» VHTepaKTHUBHBIE CKpUMNTHL. MIx MbI HanuieM B Visual Studio, kak 06BIYHO.

Co3paHMe MrpoBoro Mmmupa

[TockoBKY AieicTBHE ITPOUCXOAUT B KOCMOCE, CO3JaTh MUP ZOBOJIBHO IpocTo. Mrpa
OyZeT IByMepHO, a GOH CTaHeT JBUTAThCS B BEPTUKATLHOM HaIPaBIEHUH 1103341
UTPOKa, YTOOBI Ka3aI0Ch, YTO UTPOK ABIKETCA Briepe. Ha caMoM-To fiesie Urpok 6yzaeT
HenogBxkeH. Ho nepes TeM Kak peaanu3oBaTh CKPOJUIMHT Ha MeCTe, Hy>KHO HaCTPOUTD
Ball IpoeKT. HauyHem BOT ¢ yero.

1. CospatiTe HOBBIHM 2D-mipoeKT o/ Ha3BanueM «Kanuran biacrep».
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2. CoazaiiTe manky ¢ UMeHeM Scenes, B KOTOPYIO COXpaHUTE CLEHY M0/l Ha3BaHUEM
Main.

3. Ha manenmu Game 3azialiTe cooTHOIIeHHe cTOpoH 5:4 (puc. 15.1).

= Hierarchy | & -— 3 Scene | € Game
| Create -| (acAT | | Display 1
v Q Main =

Main Camera
4:3
3:2
16:10
16:9
Standalone (1024x768)

()

Puc. 15.1. HacTpoiKa COOTHOLIEHUS CTOPOH A5 UTPbI

Kamepa
© Inspector | |
g [Main Camera [ static ¥
Tag [ MainCamera 4] Layer [Default Y|
¥ .~ Transform 2%,
Position Xjo  |yjo = |z|-10 |
Rotation X 0 Y 0 'zjo |
Scale Xt |yl [z |
V¢ ¥ camera |
Clear Flags [ Skybox s
Background e —
Culling Mask Everything &
Projection [ Orthographic Iy
Size 6
Clipping Planes Near 0.3
Far 1000
Viewport Rect X0 Al |
w1 Hi1
Depth -1 |
Rendering Path [ Use Graphics Settings m
Target Texture [None (Render Texture) | ©
Occlusion Culling
Allow HDR
Allow MSAA
Allow Dynamic Resolu[ ]
Target Display [ Display 1 4]

Puc. 15.2. CoictBa 06bekTa Main Camera

Temnepb, KOrza ciieHa HaCTPOeHa, HAacTasIo BpeMsA opaboTarth ¢ KaMepoi. [10cKob-
Ky 9TO 2D-IIpOEKT, MBI BO3bMEM OpTOrpadUIecKyto KaMepy, y KOTOPOH OTCYTCTByeT
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DTyOrHa MePCIIEKTUBLL. JTa KaMepa MpeKpacHo MOAXOAUT AJIsA co3Aanus 2D-urp.
Jlnst HacTpoiiku o6bekTa Main Camera mpucBo#iTe CBOMCTBY Size 3HaueHue 6.
(Ha puc. 15.2 noka3aHbI CBOMCTBA KaMephl.)

don

HacTpouTh mpaBUIbHYyIO IPOKPYTKY GoHA CIIOKHOBATO. Vjes Takas: HaM HY»XKHO /iBa
($OHOBBIX 00'BEKTA, JBIKYIIMXCS BHU3 110 3KpaHy. Kak TOJIbKO HMKHUN OOBEKT BBIXO-
[T 3a Ka/[p, Mbl IIOMellaeM ero Haz skpaHoM. OHU Tak U GyAyT YepesoBaThCs, HE OII0-

Bellas Urpoka. YToOsl peasn30BaTh NPOKPYTKY GOHA, BBIIOJHUTE CJIEAYIOIINE Jei-
CTBUA.

1. Co3patiTe HOBYyIO Tanky ¢ umeHeM Background. Hatiute nsobpaxenue Star_
Sky.png B mpuiaraeMbIx Gaitiax IpuMepoB U UMIIOPTHUPYiiTe ero B Unity, mepe-
TamuB B nanky Background. [ToMHuTE, 9YTO MBI CO3ZIaBaiu 2D-TIPOEKT, TaK YTO
n300paKeHHe aBTOMATUYECKU UMIIOPTUPYETCS KaK CIIPAT.

2. BpiGepuTe UMITOPTHPOBAHHBIN CIIPAlT Ha aHe U Project u 3ajaliTe ero CBO¥-
ctBy Pixels per Unit 3Hauenue 50. [lepeTamure Ha cieHy crpaiiT Star_SKky u pac-
ITOJIOXKUTE ero B mo3unuu ¢ koopauuaram# (0, 0, 0).

3. Co3spaiite B nanke Background HOBBIY CKPUIT MO/ HA3BAHUEM
ScrollBackground u nieperamuTe ero Ha GOHOBBIH CIIPANT Ha clieHe. [lomecTUTe
B CKPUIIT CJIeYIOUUU KO/
public float speed = -2f;

public float lowerYValue = -20f;
40;

public float upperYValue

void Update ()
{
transform.Translate (0f, speed * Time.deltaTime, 0f);
if (transform.position.y <= lowerYValue)
{
transform.Translate (0f, upperYValue, 0f);

4. Ilpoxy6mupyiite cupaiiT Background u nomecTuTe ero B MO3UIUIO C KOOpAUHATA-
mu (0, 20, 0). 3amycrure cueny. PoH 6yeT IIaBHO ABUTAThCS MUMO Bac.

NMPUMEYAHUE

BapuaHTbl peaAu3sauum

PaHee Mbl nCnonb30Banu JOCTaToO4HO NPOCTYIO CUCTEMY OpraHu3auunn. AcceTbl y Hac
Jiexanu B COOTBETCTBYIOLMX UM MarnkKax: CrnpanTbl B Narnke CnpanTtoB, CKPUNTLI B Nanke
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CKPWUNTOB, 1 TaK Janee. Ho B 3TOM Yyace Mbl Monpobyem Koe-4To HoBeHbKOe. Mbl 6yaem
cobupatb acceTbl B rpynmnbl B 3@aBUCUMOCTH OT GYHKLIMI: B OAHOM Narnke acceTbl Ana GpoHa,
B Apyrov — Ansa kopabns, 1 Tak ganee. 3ta cuctema ygobHa, 4Tobbl HAaXo4WTb BCE acCeThl,
CB$i3aHHbIE C onpeaeneHHOn YacTblo Urpbl. HO Bbl MOXKETE NPUMEHSATb U APYrylo CUCTEMY,

a UMEHHO COPTUPOBATb aCcCeThbI MO TUNaM U UMEHAM, UCMNOMb3Ys CTPOKY NOUCKa U GUNBLTPSI,
pacnosioXeHHble B BepxHel YacTh naHenu Project. Kak HepaBHO cka3an MHe beH Tpu-
cTeM: «Y KaXKgomn 3aga4vym eCTb MHOXXECTBO pelleHui!»

MPUMEYAHUE

BeclioBHaA NPOKPYTKa

Bbl, BO3MOXHO, 3aMeTUIM HEOObLLYIO IMHUIO B MPOKPYy4YMBalolwemcs GoHe, KOTOPbI TOMb-
KO 41O cosganu. OHa nosiBnsieTcs NoToMy, 4TO U306paxKeHne, Mcnonb3lyemoe ans GoHa,

He No4OrHaHO caMo K cebe BEPXHUM U HUXKHUM KpaeM. Kak npaBunio, 3To He 04eHb 3aMeT-
HO, NpoucxoasLLee Ha 3KpaHe OTBJEKaeT BHMMaHue. Ho ecnn Bam noTtpebyeTcs 6eclioB-
HbI GOH B ByayLEM, UCMONb3YNTE N306pPaXKEHME, MOJOrHAHHOE ANS CKIIENKW.

UrpoBblie CyLIHOCTH

B aTOl MI'pe HaM Hy>KHBI TPU OCHOBHBIE CYIIHOCTH: UT'POK, MeTeop U cHapsAJ. Bzanmo-
JieficTBrEe MeXy STUMU 00beKTaMH ZJOBOJIBHO TPUBHAIBHO. VIrPOK CTpefeT CHapA-
gamvuy. CHapAAp! YHUYTOXKAIOT METEOPhl. MeTeophl YHUYITOXXAIOT UI'POKa. [TOCKOIBKY
UT'POK MOXKET CTPEeJIATH JOBOJBHO YacTO U MeTeOPOB IOPOXKAAETCA TOXKe MHOI'O, HyXKeH
crioco6 M36aBIIATHCA OT JIMITHUX 00beKTOB. TakiM 06pa3oM, HY»KHO CO3/JaTh TPUTTEPHI,
KOTOpBle 6yZyT YHUUTO)XATh CTAIKUBAIOIINEC C HUMU CHAPAAbI X METEOPHL.

Urpok

B posiut Urpoka BBICTyIIaeT KOCMUYeCKUi Kopabib. CIIpaiThI A7 HETO U AJIs METEO-
Pa MOXXHO HalTu B dpaiiax npumMepos s dyaca 15. (Crnacubo Kpacu Bacues,
freegameassets.blogspot.com.) YTo6bI CO3/1aTh UTPOKA, BBITIOTTHUTE CJIEAYIOIUE JIEH-
CTBUA.

1. CoszaiiTe Ha maHenu Project HOByIo manKy ¢ uMeHeM Spaceship u ummopTupyii-
Te B Hee CIpauT spaceship.png. O6paTuTe BHUMaHUE, YTO KOCMUYECKUH KOpabb
«CMOTPUT» BHU3. DTO HOPMAaJbHO.

2. BeibepuTe crpaiiT Kopabiis, Ha maHenu Inspector 3agaiiTe cBoiicTBy Sprite Mode
3HaueHue Multiple u HaxxmuTe KHONIKY Apply. 3areM HaXKMUTE KHOTIKY Sprite
Editor, 4yTo6b1 HauaTh Hape3Ky JucTa cpaToB. (Ecau BBl 3a0bLTH, KaK eIaTh
Hape3Ky, BEepHUTECH K yacy 12.).

3. HaxxmuTe kHOTIKY Slice B BepxHeM jieBoM yIiy okHa Sprite Editor u 3azatite
cBoiicTBy Type 3nauenue Grid By Cell Size. CoiicTBy X 3azaiiTe 3HaueHue 116,
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a cBoiicTBy Y —140 (puc. 15.3). Haxxmute kHOIKy Slice 1 o6paTuTe BHUMaHUe
Ha KOHTYPBI BOKPYT Kopabseii. Haxxmute kHONKy Apply 1 3akpoiiTe OKHO Sprite
Editor.

Puc. 15.3. Hape3ka cnpaiTta KOCMUYECKOro Kopabns

. OTKpoliTe cozep:KuMoe clipaiiTa Kopabsis U BbIbepuTe Bce KaAphl. Bel MoXeTe

cZlenaTh 3TO, IEJTKHYB MBIIIBIO 110 IePBOMY Ka/Ipy U, YAEpKHBasA HaXKaToH KJIaBU-
mry Shift, 3aTem mieKHYTH 10 TOCTIEJHEMY KaJpy.

. [epetamuTe kaapsl Ha maHesnb Hierarchy win Scene. [ToSBUTCS AMAIOTOBOE

okHO Create New Animation, u Bania HoBasi aHUManus OyZeT coxpaHeHa B daiin
¢ pacmupenueM.anim. [Ipucsoiite ¢paitny ums Ship. Korga Bl 3aKoHUUTE,

Ha CIleHe [TOABUTCA aHMMAaLIMOHHBIH CIpaiiT, a Ha maHenu Project — acceT KOH-
TpoJIepa aHUMAalUY U KJIWII, KaK TI0Ka3aHo Ha puc. 15.4. (Bl y3HaeTe 6osbie
00 aHMMaNuu B yacax 17 u 18).

. YcraHoBuTE KOpabuib B MO3ULMIO ¢ KoopauHaTamu (0, —5, 0), 3azaiiTe maciuTab

(1, —1, 1). O6bpaTute BHUMaHUE, YTO MaciiTab —1 1Mo OCH y TOBOPAUYUBAET
KOpabJIb B IPYI'YIO CTOPOHY, HOCOM BBEPX.

. Jlna xomnoHeHTa Sprite Renderer kopa6iia 3azaiite cBoiicTBy Order in Layer

3Havyenue 1. Takum o6pazom Kopabib Beerga GyzeT oTo6paXkaThbesa Ha IepegHeM
TUTaHe.

. TobasbTe Kopabiio kommnoHeHT Polygon Collider (Bri6pas komanzy Add

Component = Physics2D = Polygon Collider). 3tot koyutaiigep 6yaeT aBTo-
MaTHYECKU OKPYXKaTh Ball Kopabiib, aBast HEIUIOXYIO TOYHOCTh OOHAPYKEeHUS
cTonkHOBeHUsA. Obsa3aTebHO ycraHoBUTe drakok Is Trigger, 4ToObI co3zaTh
TpUTTep-KoJUIalzep.

. 3arycTuTe UTpy ¥ 00paTHUTe BHUMaHUE Ha JIETKYIO aHUMAI[|IO IBUraTesiell Kopabis.
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Puc. 15.4. [0TOBbIV CNpanT KOCMUYECKOro Kopabns

Teneps y Bac ecTb CUMIIaTUYHBIN aHUMUPOBAHHBIN JIETALIMI BBepX KOCMUYECKUN

KOpabJib, FOTOBBIM YHUYITOXUTH HECKOIBKO METEOPOB.

MeTeopbi
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TMopsZoK co3jaHUA METEOPOB TaKOM e, KaK U /I KOCMUYeCcKoro Kopabsisa. EAuHCTBeH-
HOe OTIMYMe COCTOUT B TOM, YTO METEOPH! MBI IIPeBPaTUM B IIpedalsl A AanbHee-

T'0 UCIIO/Ib30BAaHUA. BEITTOMHUTE cIefyolre AeHCTBYA.

1. Co3gaiiTe HOBYIO IATIKy ¢ UMeHeM Meteor 1 UIMIIOPTUPYITe B Hee Gail meteor.png.

ITO JIUCT CHpafITOB, B KOTOPOM HaxXoAUTCA 19 KaJZpOB aHUMAalluu.

2. 3apgatite cBoricTBy Sprite Mode 3Hayenue Multiple, a 3aTeM oTKpoiiTe pefaKkTop

Sprite Editor, kak B pezAbIAyIeM paszere.

3. Bagatite cBoricTBy Slice Type 3HaueHue Automatic, a pyrve HaCTPOUKHU OCTaBb-

Te 1o ymomdaHuio. Haxxmure kHONKy Apply, 4TOOBI IPUMEHUTh U3MEHEeHVs,

u 3aKpoiite okHO Sprite Editor.

4. Pa3BepHUTe acceT crpaiiTa MeTeopa U Bhibepute Bce 19 KapoB Ha JIUCTE Cripaii-
ToB. [leperaniuTe ux Ha naHesnb Hierarchy u B mosiBUBIIEMCS OKHE COXpAHUTE
aHuMaIuio nog uMeHeM Meteor. Unity co3zacT Ajs Bac ellle OAUH aHUMAaIOH-

HBIH CIIPAUT ¢ HEOOXOAUMBIMU KOMIIOHEHTaMu. KpyTo!
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5. Breibepute urpoBoi o6bekT meteor_0 Ha naHenu Hierarchy u o6aBbTe B HEro
kommoHeHT Circle Collider 2D (komanza Add Component = Physics2D =
Circle Collider 2D). O6paTuTe BHUMaHUe, YTO 3€JI€HbIH KOHTYP IPUMEPHO
COOTBETCTBYET KOHTYPY clipaiita. [lina urpsl «Kanuran Bracrep» Takoil ToYHOCTH
BITOJTHE JOCTATOYHO. [[0JTMrOHAIBHEIN KoJTakigep 6yzeT MeHee 3$deKTUBHEIM
Y He JaCT CYyLECTBEHHOTO YIyUIIeHU TOUHOCTH.

6. [Jlna koMnoHeHTa Sprite Renderer MeTeopa 3azafiTe cBoiicTBy Order in Layer
3HaueHue 1, YTOOGBI METEOP BCerzia OTPHUCOBBIBAJICA mepesi GOHOM.

7. Jlo6asbre k MeTeopy kommnoHeHT Rigidbody2D (Bei6pas xomanzy Add
Component = Physics2D = Rigidbody2D). 3azatite cBoiicTBy Gravity Scale
3HaueHue 0.

8. IlepenMeHyliTe UTPOBOI 06HEKT meteor_0 B Meteor, a 3aTeM MEPETAIINUTE €r0
u3 nasenu Hierarchy B nanky Meteor Ha nasesnu Project (puc. 15.5). Unity
cozzact npedab MeTeopa, KOTOPBIM MbI BOCIIOJIb3YEMCS ITO3XKeE.

9. Temepb, KOrza Halll HACTPOEHHBINM MeTeop coXpaHeH B Iipedabd, yaaauTe ero
sk3eMIUIAp U3 naHenu Hierarchy. V1 BOT y Bac eCTb «MHOTOPa30BEIN» METEOD,
TOTOBBIN PA3/IOMAaTh Iapy MOCYAUH.
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= Hierarchy &= #Scene | € Game S - © Inspector =
Create -| AT Shaded ) -| | Gizmos | G-AT > = ] A
v @nain = — . U Sprite Renderer ae.
Main Camera £ W Animator e
Star_Sky Controller Emeteor_0 °
star_sky (1) Avatar Hone (Avatar) o
spaceship_0 Apply Root Motion [
Update Mode [T
Culling Mode Aluays Animate D
Clip Count: 1
Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Muscles: 0 Generic: 0
T PP 1
Curves Counts 1 Constans 0 (0.0%) Dense: 0 (0.0%) Stream:
1(100.0%)
v+ Rigidbody 2D I
Body Type Dynamic — -y
Material None (Physics Material 2D) °
Simulated v
Use Auto Mass [m]
Mass 1
Linear Drag o — |
@ Project O console A om daiDy T —————————
Create © a8+ || cravity scale |
¥ [ Favorites  Assets - Meteor B -
“:: ""‘:"I"" Sleeping Mode Start Avake 0
All Models [
[T 0
All Prefabs 9 I, lnlalp.oll!e Mone &
All Modified Copstanty
» Info
YillAssots Hesser ) ¥ ® W circle Collider 2D Qe
Ef’"“°f°“"‘ | A | Edit Collider
& Scenes | Material None (Physics Material 2D) o
& Spaceship Is Trigger O
Used By Effector [
| offset x[o Yo
Radius 0.325 3
» Info
i Sprites-Default @
—o— | e e — |9

Puc. 15.5. Co3aaHve npedaba meteopa
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CHapsaabl

HacTpouTb cHapsazbl 47151 STOU UTPHI BEChMa MPOCTO. [T0CKOIBbKY OHU JBWKYTCA OYeHb
GBICTPO, TIIATENbHOM AeTaMU3aIMKU UM He oTpebyeTcsa. YTo6w! co3/aTh CHAPS/,
BBITIOJIHUTE CJIeflyIolne eCTBUA.

1. Cosgaiite nanky c umeHeM Bullet u umnoptupytite B Hee ¢aiin bullet.png.
BribpaB cripaiiT cHapsiza Ha maHenu Project, 3agatite cBoiicTBy Pixels per Unit
s3HauyeHue 400.

2. TlepeTamnuTe crpaiiT cHapsiZia Ha ciieHy. HacTpous cBoiicTBo Color KoMIoHeHTa
Sprite Renderer, okpacbre cHaps/ B 3€JIeHbBIH LIBET.

3. B kommnoHeHTe Sprite Renderer cHapsga 3agaiite cBoiictBy Order in Layer 3Ha-
yeHue 1, 4TOGHI OH OTPUCOBBIBAJICA Ha NTEPEAHEM IUIAHE.

4. [obasrere K cHapsazy komnoHeHT Circle Collider 2D, xomnoneHT Rigidbody2D
(BeI6paB komanay Add Component = Physics2D = Rigidbody2D) u 3azaiite
cBoiicTBy Gravity Scale 3nauenue 0.

5. IlpucBotiite urpoBoMy 06bekTy umMst Bullet, 4To6bI cOGIOAANCS TOPSAZOK B Me-
Hax. [leperammTe cHapsz c naHenu Hierarchy B manky Bullet, 4To6b1 mpeBpaTHUTh
ero B ipeab. Yaamure CHaps CO CLEHBI.

Ha 3TOoM ¢ mepBUYHOM MOATOTOBKOM BCE. EAMHCTBEHHOE, YTO OCTANIOCh CAeNIaTh, —
HAaCTPOUTh TPUTTEPHI, KOTOPBIE HE AAAYT CHAPSZaM U METEOPAM yJIeTaTh B OECKOHEY-
HOCTh KOCMOCa.

Tpurrepsbi

Tpurrepsl (KOTOpBIE B 3TOM UTpe HA3bIBAIOTCS «IPOOUIKaMU») OYAyT peamn3oBaHbl Kak
[IBa KoJUmaiiepa — OMH HaJ 5KpaHoM, a APYyroi moj HuM. VX 3aZiadya COCTOUT B TOM,
YTOOBI YHUUTOKATh BBUIETAIOIINE 3a TIPe/IeNbl 9KpaHa CHAPSZAbI U METEOPHI. BHITIONMHUTE
cyleAiyroIye e cTBUA, YTOOBI CO3/aTh APOOUIKH.

1. JloGaBbTe Ha CIieHy ITyCcTOU UTrpoBOi 00BEKT (BhIOpaB koMaHay GameObject =
Create Empty) u npucBoiite emy ums Shredder. [TomecTuTe CO371aHHBIN OOBEKT
B ro3uruio ¢ koopaunatamu (0, —10, 0).

2. lo6aBbre K Apobumike koMmrnoHeHT Box Collider 2D (Bbi6paB komanzy Add
Component = Physics2D = Box Collider 2D). He 3a6yzbTe Ha maHenu
Inspector a1 kommoHeHTa Box Collider 2D ycranoButs ¢duaxok Is Trigger
U HaCTPOUTH ero pasMep, paBHbIH (16, 1).

3. IIpozxy6mupyliTe ApOOMIKY U IIOMECTHUTE KOIHIO B IO3UIINIO ¢ KoopanHaTamu (O,
10, 0).
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[Tozxe 3T ZiBa TpUITE€pa YHUUTOXKaT J1106b1Ie IIpeaAMEThI, KOTOPhbIE 6yﬂyT CTaJIKMBATbCA

C HUMU — a UME€HHO METEOPhI U CHapAAbI.

Monb3oBaTenbcKun uHTEpPenc

HakoHell, HaM HY>KHO CO3/aTh IPOCTOH MOIb30BaTENbCKUI UHTepETIC 1T 0TOOpaxe-
HUSA TEKYILETO cYeTa UTPOKa U BhIBOJA coobieHus «Game Over!», KOrzia UrpoK rnoruba-
eT. BBIIOJTHUTE CIIeAyIOIe AeHCTBUS.

1. JlobaBbTe Ha CIieHy TEKCTOBBIH 2JIeMeHT I10JIb30BaTeNbCKOro nHTepderica
(BeIOpaB KOMaHAy GameObject = UI = Text) u mpucBoiiTe eMy nMmsa Score.

2. TlomecTHTe IKOPH B BEPXHUH JIEBBIN YTOJI XOJICTA U 3a/laliTe eMy IIOJIOXKEeHUe
(100, —30, 0) (puc. 15.6).

File Edit Assets GameOl Component Window Help
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Puc. 15.6. HacTpoiiku cyeTa Urpoka
3. apgatite cBoticTBy Text o6bekTa Score 3HaueHre 0 (Ha4aJbHBIHN CYET), a CBOM-
cTBy Best Fit Ha3HaubTe Gesblii 1IBET.

Tereps MOXXHO 106aBUTH coobeHne «Game Over!», KoTopoe 6yzZeT 0TOOpakaThCs IPU
MTOpaXKEHUHU UT'POKA.

1. Jlo6aBbTe ellle OAUH TEKCTOBHIM 27IeMeHT nHTepdelica Ha CIieHY U TPUCBOKUTE eMy
nmMsa Game Over. OcTaBbTe ero AKOPb B IIeHTpe U 3ajatite TekcTy nosunuio (0, 0, 0).

2. YcraHoBuTe MUPHHY 1eMeHTa Game Over paBHoit 200, a BeicoTy — paBHoit 100.
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3. Bagatite cBoricTBy Text 3HaueHne Game Over!, ycraHoBuTe ¢uaxok Best Fit,
ycTaHOBHUTe BeIpaBHUBaHue (Alignment) 1o [[eHTPY U U3MEHUTE LIBET HA Kpac-
HBIH.

4. Hakower, co6pocbre uaxok Text (Script), YTOOBI CKPBITh TEKCT ZI0 TEX MO, TIOKa
OH HaM He moHazobuTcs (puc. 15.7). ObpaTuTe BHUMaHUe, 4YTO Ha puc. 15.7
MOKAa3aH TEKCT [0 OTKJIIOYEHMs, YTOOBI ObLIO ITOHATHO, KaK OH BBIVIAAUT.

5 Scene | € Game | «=| © Inspector | - Pl
i = | - 2 = = — "
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Puc. 15.7. HactpoiKka coobueHusa «Game Over!»

[To3e MBI TIOAKIIOYUM OTOOpa’keHHe OYKOB K ckpunTy GameManager, 4ToObI cueT
obHoBJIsICA. Tenephb Bce Hy)KHbIe 0OBEKTHI I'OTOBBI, U IT0pa IIPEBPATUTh CLIEHY B UTDY.

YnpaBaeHUue

Yrob6r! Urpa 3apaboTaa, Hy»KHO MHOTO CKPHUIITOB. VITPOK /IOJKEH UMETh BO3MOXKHOCTh
JBUTATh KOPabJIb U CTPENATh cHapsigaMu. CHapsAIbl U METEOPHI JO/DKHBI ITepeMeIaTh-
cs1 aBTOMaTHYecKU. HyKeH 00beKT-CIIayHep /i1 METEOPOB, YTOOBI OHU CO3/aBaKCh
HEeNpEePBIBHO. J[POGMIIKY [IOJDKHBI YAAJIATH JUIIHUE OObEKTHI, a MEHE/KEP UT'Pbl —
OTCJIEKUBATh BCE IIPOUCXOAALLEE.
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MeHnep)xep Mrpbi

MeHnezpKep paBUT 6a B 3TOM Urpe, T03TOMY f06aBUM ero. YToObI ero co34aTh, BBIION-
HUTe cezyolre AeHCTBUA.

1. CosgatiTe mycToil UTPOBOI OOBEKT U MPUCBOKTE eMy UMsA GameManager.

2. ITocKoIbKy eIMHCTBEHHBIH acceT A1 MeHepKepa UI'PEl — 3TO CKPUIT, Co3JaiTe
IIANKy C UMeHeM Scripts, YToObI BaM ObUIO KyZla COXPAHATh BAlllM CKPUIITHL.

3. CoszaiiTe cKpUNT 110/ Ha3BaHUeM GameManager B nanke Scripts ¥ IpuKpenure
ero Kk 06sekTy GameManager. [IoMeCcTUTe B CKPUIIT CJIEAYIOMIUI KOA:
using UnityEngine;
using UnityEngine.UI; //ObpaTuTe BHMMAaHME HA BAXHOCTb BTOM CTPOKM

//nnsa uHTepderica

public class GameManager: MonoBehaviour
{
public Text scoreText;

public Text gameOverText;
int playerScore = 0;

public void AddScore ()

{
playerScore++;
// mnpeBpamaeT cueT (4UMCIO) B CTPOKY
scoreText.text

playerScore.ToString() ;

public void PlayerDied()

{
gameOverText.enabled = true;
// NprOCTaHaBIMBAET UTPY

Time.timeScale = 0;

V3 xoza BUJHO, YTO MEHEe/KEP YIIpaBfaeT IIOACYeTOM OYKOB U OTCJIEKUBAET 3aITyCK
Urpel. MeHepKep co3zaeT Ba OTKPBITEIX MeToza: PlayerDied () u AddScore ().
MeToz PlayerDied () 6yaeT BBI3BIBATHCS UTPOKOM TIPU CTOJIKHOBEHUU C METEOPOM.
Metog AddScore () BBI3BIBaeTCA CHAPAJLOM IIpY paspylleHUU MeTeopa.

He 3abyasTe nepeTanuTh 06HeKTH Score u Game Over Ha ckpunt GameManager
(puc. 15.8).
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File Edit Assets GemeObject Component Window Help
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Puc. 15.8. lpuKpenneHne TEKCTOBbIX 3/1IEMEHTOB K MEHeLKepy Urpbl

CKpMnT AAA MeTeopa

MeTeop 6yZeT majaTh U3 BEPXHeH YacTH dKpaHa ¥ MeIlaTh UTPOKY Ha MyTH. YTOObI
CO3/]aTh CKPUIIT /I METEOPA, BBITIOTHUTE CJIEAYIOIIUE JEACTBUA.

1. CospaiiTe HOBBIM ckpunT B mmanke Meteor u npucBoiite emy umsa MeteorMover.

2. Bribepure nipepab Meteor. Ha manenu Inspector Haiizute kHonky Add
Component (puc. 15.9) u Beibepure komangy Add Component = Scripts =
MeteorMover.

3. llo6aBbre B ckpunt MeteorMover ciiefyonui Ko:

using UnityEngine;

public class MeteorMover: MonoBehaviour

{
public float speed = -2f;

Rigidbody2D rigidBody;

void Start()

{
rigidBody = GetComponent<Rigidbody2D> () ;
// B3amaeM HauvaJibHYl0 CKOPOCTL MeTeopa

rigidBody.velocity = new Vector2 (0, speed);
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© Inspector | & =
[Meteor ][] static ¥
Tag [ Untagged +] Layer [Default )|
¥ .~ Transform %
Position X-2.74808 | Y -3.621406[ z ;0
Rotation x[o ylo  |zo
Scale X1 Y1 lzl1 -
» 51l ¥ sprite Renderer B
» 58 [ Animator Y
»~ Rigidbody 2D *
» @ [ Circle Collider 2D |
» @] ¥ Meteor Mover (Script) ,
Sprites-Default %,
> Shader | Sprites/Default =

Add Component

@]

< Scripts

UnityEngine.EventSystems >

@}Game Manager

Scroll Background

Puc. 15.9. [lo6aBneHue ckpunta Meteor B cooTBeTCTBYOWMIA Npedad

MeTeop yCTPOeH OYeHb IIPOCTO — B HEM BCET'O OJJHA OTKPBITAsA ITepEMEHHAsA, YIUTHI-
BamwlIllasa CKOPOCTh ero ABIKeHUA. B MeToze Start () MBI co3ZaeM CCbUIKY Ha KOMIIO-
HeHT Rigidbody 2D meTeopa. 3aTeM MBI UCIIOIB3YEM 3TOT KOMIIOHEHT, YTOOBI 33/1aTh
CKOPOCTh METeopa: OH JBUIKETCS BHU3, TAK KaK CKOPOCTh UMEET OTPULIATETHHOE 3HaYe-
Hue. O6paTUTe BHUMaHUE, YTO METEOP He BBIMTOMHAET GYHKIIUIO OTpeIeJIEHUS CTOK-
HOBEHUH.

BrI MoKeTe mepeTamuTh npedabd MeTeopa Ha naHenb Hierarchy u 3amycTuts urpy, 4ro-
6Bl IPOBEPUTH PabOTOCIIOCOOHOCTH KOZIa, KOTOPBIN BbI TOJIBKO YTO Hamucaiu. Mere-

Op ZI0JDKEH JIBUTAThCSI BHU3 M HEMHOTO BparnaThes. Eciiu BB ciesiaeTe 310, He 3a0yabTe
VAAJIMTB 9K3EMIULIP MeTeopa ¢ maHeu Hierarchy, korga Haciagurech 3peiniem.

CnayH mereopoB

[Toka HalIM MeTEOPHI — 3TO JIUIIb pedabbl, KOTOPHIE CAMU Ha CIIeHY He MOaatoT.
Bam HyKeH 00bEKT, KOTOPBIN OyZIeT CTIayHUTh METEOPHI Yepe3 ONpeeTeHHbIN HHTEP-
Bas1 BpeMeHU. Co3/iaiiTe HOBBII IyCTOM UTPOBOI OOBEKT, TPUCBOIiTe eMy uMs Meteor
Spawn 1 noMmecTHTe B mo3unuio ¢ koopauHaTamu (0, 8, 0). Co3zaiiTe HOBBIM CKPUIIT
oz HazBaHueM MeteorSpawn B manke Meteor ¥ TOMeCTHTe ero Ha 06beKT Meteor
Spawn. /lo6aBbTe B CKPUIT CIEAYIOIIUN KOJ:
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using UnityEngine;

public class MeteorSpawn: MonoBehaviour
{
public GameObject meteorPrefab;
public float minSpawnDelay = 1f;
public float maxSpawnDelay = 3f;
public float spawnXLimit = 6f;

void Start ()

{
Spawn () ;

void Spawn ()
{
// MeTeop cos3maeTCs B CJIyYalHOM MNO3MUMM IO OCU X
float random = Random.Range (-spawnXLimit, spawnXLimit) ;
Vector3 spawnPos = transform.position + new Vector3(random, 0f, 0f);
Instantiate (meteorPrefab, spawnPos, Quaternion.identity);

Invoke ("Spawn", Random.Range (minSpawnDelay, maxSpawnDelay)) ;

OTOT CKPUIIT pellaeT HeCKOJIbKO UHTEePECHBIX 3a/a4. Bo-epBhIX, OH CO37aeT /Be
repeMeHHbIE /i1 yIIPaBJIeHUs BpeEMeHeM TIosABIeHUA MeTeopoB. OH TakKe 00bsIBIIA-
eT mepeMeHHy0 GameObject, koTopast cooTBeTCTByeT pedaby MmeTeopa. B MmeToze
Start () BeI3bIBaeTca GyHKUMA Spawn (). OHA OTBedyaeT 3a MOABJIEHVE U pa3Mellle-
HYE METEOpOB.

Jlerxo 3aMeTUTb, YTO METEOPHI IOPOXKJAIOTCA B TEX JKe KOOpAWHATaX Y U Z, YTO U TOYKa
CriayHa, HO KOOpZAMHATA X BapuabesnbHa B JuarnasoHe oT —6 10 6. DTo II03BOJIET MeTeo-
paM CriayHUThCA B pa3HbIX MecTax dKpaHa. Korzia omnpeziensaercs noioxeHne HoOBO-

ro MeTeopa, PyHKIUA Spawn () MHUIHAIU3NPYeT (CO37aeT) METEOP B HOBOM TOUKe,
3aZlaBas BpalleHue 1o ymordanumo (Quaternion. identity). [locreaHas cTpoka
BBI3BIBaeT PYHKIIMIO cllayHa cHoBa. MeToz Invoke () BBI3BIBAeT YKa3aHHYIO QYHKIIMIO
(B ZanHOM ciydae Spawn () ) depe3 cIydyailHbIM MpoMeXXyTOK BpeMeHHU. BenudnHa mpo-
MEeXYTKa 3aBUCUT OT 3Ha4eHUH /IBYX lepeMEeHHBbIX.

B pezaxTope Unity neperamure npedab MeTeopa ¢ naHenu Project Ha cBOHCTBO
Meteor Prefab xomnonenTa Meteor Spawn Script o6nekta Meteor Spawn (CKOporo-
BODKa, eli-60ry!). 3amycTuTe CiieHy, YTOObI YBUAETh, KAK METEOPHI CIIAYHATCS TI0 BCEMY
aKkpaHy. (B aTaky, npucnentHuku!)
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Cxpunt DestroyOnTrigger

Termepb, KOT/a ¢ MOPOXKIEHUEM METEOPOB BCE B TIOPSZIKE, HAZI0 3aHATHCS YOOPKOM MycCo-
pa. Co3zaiite HOBHIM ckpunT DestroyOnTrigger B nanke Scripts (Tak Kak OH HU € YeM
He CBsI3aH) ¥ NPUKPEIUTE ero K 00enM (BepxXHeH U HIKHEN) APOOIKaM, CO3JaHHbIM
paHee. /lo6aBbTe B CKPUNT CJIEAYIOIINUN KO/, pa3Mellasi ero BHE METO/IOB, HO BHYTPHU
KJIacca:

void OnTriggerEnter2D(Collider2D other)

{
Destroy (other.gameObject) ;

OTOT IPOCTENIINI CKPUIT YHUUTOXKAET JII000I 00bEKT, KOTOPBIH COMPUKACAETCS C APO-
6WTKOM. IT0OCKOIBbKY UTPOK HE MOXKET ABUTAThCSA IO BEPTUKAIHN, KOPAOIb HE MOXKET
OBITh YHUUTOXKeH. C IPOOMIKAMU CTATKUBAIOTCS TOJMBKO CHAPSAABI I METEOPHL.

Cxpunt ShipControl

MeTeopshI-TO y Hac JIETAT, HO UTPOK He MOXKeT YBEPHYTbCA OT HUX. [l 3TOT0 HyXeH
CKPUIIT yIIpapjieHus kopabiem. Co3aaiite HoBbIN ckpunt ShipControl B manke Spaceship
U IIPUKDEINTE ee K KOCMUYecKOMy Kopabio. /[06aBbTe B CKPUIT CJIeyIOIIMH KOz

using UnityEngine;

public class ShipControl: MonoBehaviour
{
public GameManager gameManager;
public GameObject bulletPrefab;
public float speed = 10f;
public float xLimit = 7f;
public float reloadTime = 0.5f;

float elapsedTime = 0f;

void Update ()

{
// OTcueT BpeMeHM [OCJEe BHCTpesa
elapsedTime += Time.deltaTime;

// TlepeMelneHue MIPOKa BJIEBO M BIPAaBO
float xInput = Input.GetAxis ("Horizontal");

transform.Translate (xInput * speed * Time.deltaTime, 0f, 0f);

// ®MKCHpYEeM IIOJIOXeHMe KopabJjisa MO OCH X
Vector3 position = transform.position;
position.x = Mathf.Clamp (position.x, -xLimit, xLimit);

transform.position = position;
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// Oronb knaBumer "llpobGes". BBom mo ymosidaHumio B InputManager
// HaszmBaercs "Jump"
// CpabBaTeiBaeT TOJLKO B TOM Cllydae, eCJiM BpeMsd Iepesapsanxu
// yXe mpomso
if (Input.GetButtonDown ("Jump") && elapsedTime > reloadTime)
{
// CosmaHme sK3eMIgpa CHapsna Ha pacCTOsSHMM 1,2 eOuHUIE
// mnepen MUIPOKOM
Vector3 spawnPos = transform.position;
spawnPos += new Vector3(0, 1.2f, 0);

Instantiate (bulletPrefab, spawnPos, Quaternion.identity);

elapsedTime = 0f; // Reset bullet firing timer

// CTOJIKHOBEHME MeTeopa C MIPOKOM
void OnTriggerEnter2D(Collider2D other)
{

gameManager.PlayerDied() ;

ODTOT CKPHIIT ZieJlaeT MHOTO€e. BO-TIEPBBIX, OH CO3/ja€T IIepEMEHHBIE I MEeHePKepa
urpsl, npedaba cHapsAa, CKOPOCTH, OTPAHUYEHUS JBIKEHUSA U CKOPOCTPETbHOCTH.

B metoze Update () CKpUIIT CHavyasa OTCIEKUBAET, CKOJIBKO IIPOIJIO BpEMEHU I10CTIe
TTOC/IEZIHETO BHICTPEsIa, YTOOBI ONPE/IeIUTh, MOKHO JIM CTPENISATh CHOBa. [IoMHUTE,
YTO B COOTBETCTBUU C IIPAaBUIAMU, UT'POK MOXKET BBICTPEIUTD TOABKO OJUH pas B I10JI-
CceKyH/bl. Irpok nepemeniaeTcsa BAOJIb OCU X B 3aBUCHUMOCTHU OT YIIpaBJIE€HHUA CO CTO-
POHEI nosb3oBaTenA. [TosoKeHne 0Cu X UI'POKA OIPAHUYEHO, II03TOMY OH HE MOXET
BBIMTY 3a IIpe/iesibl SKpaHa BIeBO WM BIIPaBo. /lajsee CKPUIIT OIpe/iesisaeT, HaXXu-

MaJt i UTpokK kiasuiry [Ipo6es. Kak nmpaBuio, B mpoekTax Unity kinaBuiia IIpo6est
WCIIONB3YETCA AJIs IPBDKKOB (ZIeHiCTBYE MOXKHO ITepeHa3HaYUTh B MeHeKepe BBO-

[ia, HO MBI 9TOTO He JeJianu, 9ToObl n36eXaTh MyTaHuIbl.) Ecau ckpunt Guxcupyer,
YTO UTPOK HakUMaeT kiaBuiy IIpo6esi, oH cpaBHUBAET MPOIle/iliiee BpEMs C BpeMe-
HeM Ilepe3apazku reloadTime (B HacTosllee BpeMs IOJICeKyHAB!). Eciu npomuio
60JIbIlle BpeMEHU — CKPUIIT co3/aeT cHapsa. O6paTuTe BHUMaHUE, YTO CHaPs/ HaXo-
[IUTCS B TIO3UIIUM YYyTh BbIllIe KOPabJisd. ITO NMpeAOTBPALIAeT CTOTKHOBEHUS CHAPS-

[a v Kopabuis. [Iporiie/iiee BpeMsi CTAHOBUTCS paBHBIM 0 U 3aMTyCKAeTCsA CUETYUK It
CJIeZlyIolIero BhICTpeIa.

B mocesHelt yacTu cKpunTa onvcad MeTof OnTriggerEnter2D (). OH BEI3bIBAET-
cs1 BCGIKUH pas, Korzja METeop CTAIKUBAETCS C UTPOKOM. Korza 3To Ipou3oiAeT, CKPUIIT
GameManager OyzeT 3HaTh, YTO UT'POK MTOTHUO.



304 Urpa Tpetba: «Kanutan Bnactep»

Bepuurech B pesakTop Unity u nepetaiute mpedab cHapsga Ha KoMmoHeHT Ship
Control kopabsis. 3aTem neperaiiure o6beKT Game Manager Ha KoMmmoHeHT Ship
Control, yTo6HBI aTh €My JOCTYI K ckpunTy GameManager (puc. 15.10). 3amycTu-

Te CIleHy U 0OpaTuTe BHUMaHUe, YTO TellePb BBl MOXKETeE ITepeMelaTh Urpoka. Virpok
MOXKET CTPEJIATH (XOTA CHapAABI He ABUTAIOTCA). Takke 06paTUTe BHUMaHUE, YTO UT'POK
Tenepb MOXXET MIOTUOHYTh M 3aKOHYUTh UTPY.
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Puc. 15.10. MNoagkntoyerne ckpunta ShipControl

CKpunT AAA CHapaaa

[NocnezsiHee, 9YTO HAM HYXKHO U3 QYHKITMOHAMA, — 3aCTaBUTh CHAPS/IbI IBUTATHCS U CTaJ-
KUBaTbcs ¢ MeTeopamu. Co3zaliTe HOBBIN CKPUNT 07 Ha3BaHueM Bullet B manke Bullet
u 1o6aBbTe ero K npedaby cHapsiza. [ToMecTUTe B CKPUIIT CIEAYIOIUN KO/ :

using UnityEngine;

public class Bullet: MonoBehaviour

{
public float speed = 10f;

GameManager gameManager; // Note this is private this time

void Start()

{
// Tloka MTpa He 3amylleHa M CHApPAIOB Ha CleHe HeT, ofpamaTbcd
// x obbexkTy Game Manager NPUXOIUTCH MO-OPYyTOMY .

gameManager = GameObject.FindObjectOfType<GameManager> () ;
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Rigidbody2D rigidBody = GetComponent<Rigidbody2D> () ;
rigidBody.velocity = new Vector2 (0f, speed);

void OnCollisionEnter2D(Collision2D other)

{
Destroy (other.gameObject); // yHMYTOXEHME MeTeOpa
gameManager.AddScore () ; // yBeluueHue cueTa

Destroy (gameObject); // yHMYTOXeHMe CHapana

OCHOBHOE pa3Inuue MexAy 3TUM CKPUIITOM U CKPUIITOM MeTeopa 3aKIH4aeTca

B TOM, YTO 3/leCb 06pabaThIBAIOTCA U CTOJIKHOBEHUSA, M OYKU UI'POKa. CKPUIIT CHa-

psizia OOBABIAET IEPEMEHHYIO, KOTOPOH CChUIAETCA Ha cKpunT GameManager, Kak
nenaeT ¥ ckpunT ShipControl. [TocKombKy cHapsiZ Ha CIleHe OTCYTCTBYET, EMY MPHU-
XOAUTCA UCKaTh CKpUNT GameManager HeMHOTO ITO-ZApyroMmy. B meroze Start ()
cKpunT uneT 06beKT GameControl o THIy ¢ IOMOIIBIO MeToAa GameObject .
FindObjectOfType<zmm> (). Ccbuika Ha ckpunT GameManager coxpaHaeTca

B IlepeMeHHON gameManager. CTOUT OTMETHUTh, 4To MeToA Fins () B Unity (Hanpu-
Mep, TOT, KOTOPBIN UCIIOIb3yeTCs 3/1eChb) paboTaeT OueHb Me/JIEHHO, U €r0 CIeAYET MIPU-
MEHATb C OCTOPOXXHOCTBIO.

TTocKoJIBKY HU Y CHapsAJa, HU y MeTeopa HeT TpUrTep-KoJUlaiiiepa, METOZ
OnTriggerEnter2D () He OyAeT paboTaTh. BMECTO 3TOr0 CKPHUIIT UCIIOIb3YeT

MeToZ OnCollisionEnter2D (), KOTOPBIY CUMTHIBAET JaHHbIE He B IIepeMeHHYI0
Collider2D, a B nepeMeHHy10 Collision2D. Pa3nuuua Mexay STUMU ABYMA MeTO-
ZlaMH B JaHHOM CJIydae He MMeIOT 3HadeHus. [J1aBHOe, 4TO B pe3y/IbTaTe pa3pylaroTcs
oba o6bekTa, 1 GameManager nosydaeT HHGOPMAIHIO O TOM, UTO UTPOKY HaJ0 TIPU-
0GaBUThb OZHO OYKO.

3amycTtuTe urpy. Temeph Ballla UTPa MOJTHOCTHIO paboTOCIOCOOHA. BBl He MOYKETE BBIUT-
path (Tak cZeyaHo CllelaabHO), HO IIPU 5TOM BbI MOXKeTe IIpourpars. [Ipopomkaiite
WUrpaTh U MOCMOTPUTE, KAKOH CUeT BaM yAacTcs 3apaboTars!

Becenbsa pazi MOXXeTe YMEHBIIUTD 3HAa4eHUA IlepeMeHHbIX minSpawnDelay
umaxSpawnDelay, YTOOBI METEOPHI CIIAYHIUIMCH Yallle 0 XOAY UIPHL.

YAyuuieHun

Tenephb BBl MOKeTe yAy4LIUTh Ballly Urpy. Kak 1 B cO3/JaHHBEIX paHee Urpax, HeKOTO-
pble yactu urpsl «Kanuran biactep» ocTaBieHbl HAMEPEHHO YIIPOIeHHBIMU. [lour-
paliTe HECKOJIBKO pa3, ¥ Bbl HABEPHAKA 3aMeTUTE YTO-HUOYZb. UTO B Ur'pe XOPOIIOo?
YTo He 04eHb? ECTh /1M KaKHe-TN60 OUeBUHbIE CIIOCOOE! cIoMaTh Urpy? ObpaTure
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BHUMaHUe, YTO B UTPe eCTh Ja3eiika, T03BOA0IIas UTPOKY 3apaboTaTh OUeHb MHOTO
OYKOB. BrI Hanu ee?

BOT 4TO BBl MOIVIV OBl U3MEHUTb.

» Tlonpo6yiiTe U3MEHUTH CKOPOCTh CHAPsiZIa, CKOPOCTPENTbHOCTD, TPAEKTOPHIO IBHU-
JKEHUS.

» IlompobyiiTe cAenaTh TaK, YTOOBI UTPOK MOT CTPEJIATh CPa3y ABYMs CHapsZaMHU.
> YckopsiiTe CllayH MeTEOPOB CO BpeMeHEeM.
» TlompobyiiTe 106aBUTh APYTHE TUIIBI METEOPOB.
» JlaiiTe UTPOKY AOIOJHUTEIbHOE 370pPOBbe WX 3aIIUTHBIN IUT.
» PaspemnTe UrpoOKy IlepeMeIaThCs U 110 BEPTUKAJIH, U 110 FTOPU30HTAIH.
DTO ZI0BOJILHO PaCpOCTPaHEHHBIN JKaHpP, U €CTh MHOTO CIIOCOOOB C/Ie/IaTh BAlly UT'PY

yHuKaIbHOU. [TocTapaliTech HalTU CBOM BapuaHT. CTOUT Takke OTMETUTD, YTO 3HAHUA
0 cUCTeMax YacTHl] U3 yaca 16 oMoryT BaM cZielaTh UI'Py CYIIECTBEHHO Kpyue.

Pe3iome

B aToM wace melI cozzanu urpy «Kanuraa biactep». Mbl Haganu ¢ poeKTa UTPOBBIX
2JIEMEHTOB. Jlajsiee MBI CO3aIi UTPOBOI MUP. MBI JOOMINCH BEPTUKATBHOM MTPOKPYTKU
¢doHa. 3aTeM MBI CO3Z1aNIM Pa3IMYHble UTPOBHIE CYLTHOCTH. IIociie 3TOro Mbl J06aBIIH
GYHKIIMOHAT ¢ IOMOIIBIO CKPUIITOB U 3JIeMEeHTOB YIIpaBaeHU:A. I HaKoHell, MBI U3y4WIn
WUTPy U NOAYyMad, KaK MOXKHO €€ YIy4LIUTb.

Bonpocbl U oTBEeThI

Bonpoc: KanutaH bnactep v npaBaa JOCNYyXXUCA A0 KanuTaHa uam 3To NPoCcTo Npo-
3BULLE?

OTBeT: KTO 3HaEeT, Kak OHO 6blf0 Ha camoM aene. OAHO MOXHO CKa3aTb HaBEepHSKa:
NPOCTbIM NENTEHaHTaM KOCMUYeCcKMe Kopabnu He aatoT!
Bonpoc: Moyemy 3ageprkKa BbicTpenia paBHa NOJI0OBUHE CEKYHAbI?
OTBeT: B OCHOBHOM 3TO Bonpoc 6anaHca. Ecnn Urpok CMOXeT CTpendaTtb 6biCcTpee,
urpa 6yaeT CUWKOM NEerkon.
Bonpoc: 3ayem ncnonb3oBaTb MOJMIOHANbHbIN KONnanaep Ha Kopa6ne?

OT1BeT: [1oCKONbKY KOpabiib UMEET HECTaHAaAPTHYIO GOpMy, CTaHAAPTHbIM Konnanaep
eMy TOYHO He nogonget. K cyacTblo, Bbl MOXKETE UCNOb30BaTb NONUIOHab-
HbIM KONnangep, KOTopbIM TOYHO COOTBETCTBYET reOMeTpUn Kopabns.
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Cemuuap

YaenuTe HEKOTOPOE BpeMst IPopabOoTKe IIPUBEAEHHBIX HIKE BOIIPOCOB, YTOObI YOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHaJl.

KOHTpPOABHBbIE BONPOCHI

1. Kakoe B 3TO# UTpe ycaoBUe o6eb?
2. Kak paboraet npokpyrka ¢poHa?

3. Kakue o6bekTh nuMeroT koMmmoHeHTh Rigidbody? Kakuie 06beKThl UMEIOT KOJI-
JaiziepoI?

4. BepHo WIN HET: METCOPUT O6Hapy)KI/IBaET CTOJIKHOBEHHA C UTPOKOM.

OTBeTbI

1. Oro Bormpoc ¢ nozBoxoM. Irpok He MOXXeT BIUrpaTh. Ho IoZicdeT 04KOB II03BOJIA-
eT eMy IIPEeB30HTH COTIEPHUKOB.

2. JlBa WEHTUYHBIX CIIpaiiTa, pa3MellleHHbIe OAUH HaJ APYTUM Ha ocu y. CMeHAA
JpYT ApyTa 3a KaZpoM, OHU CO3/]ai0T OlIyllleHre 6eCKOHEYHOCTH.

3. CHapszbl 1 MeTeopbl UMeroT KoMoHeHTHI Rigidbody. CHapsibl, MeTeopHl,
KOpabJib ¥ IPOOWIKYA UMEIOT KOJLTaiAepHI.

4. Het. He meTeopsl, a ckpunt ShipControl o6HapyXuBaeT CTOJIKHOBEHHUE.

YnpaxxHnenue

OTo yIpakHeHNe HeMHOI'O OTJIM4YaeTcs OT TeX, KOTOpHIe BHI Ziesialu paHee. Bo Bpems
ZIOBeJIeHUs UTPHI 10 COBEPLIEHCTBA HYXKHO IIpeAjaraTh ee JIoJAM, KOTOpble He 3aHU-
MaJIuch pa3paboTKoil. Ilop30BaTe Ny, COBEPLUIEHHO He 3HAKOMBIE C UT'DOM, MOTYT
[IPeZIOCTaBUTDb YEeCTHBIE OT3BIBEI, KOTOPBIE OyZyT HEBEPOATHO MOJIE3HEL. [/ 3TOTO
yIpa)kKHEHUA JaliTe APYTUM JIIOJAM [IOUTPATh B Bally Urpy. [locrapaiiTech HaliTH pas-
HOOOPAa3HyIO TPYIIIY, U 3aA/JIbIX TeHIMEPOB, U JIIOZeH, KOTOpble He UTPAIOT B Urphl. Haii-
ZWTe MTOKJIOHHUKOB 3TOT0 XKaHpa U HAa060pOT, He 0COOBIX JitobuTesneil. OT3bIBBI OT TAKOH
pasHOO6pa3HOi KOMIIAHWUH MTO3BOJIAT BaM ITOIYYUTD TIOJIHYI0 HHGOPMALIUIO O TOM, YTO
B UI'pe HYXXHO y/Iy4IIuThb. KpoMe TOro, monelTaiTech pa3o6parThes, HY»KHO JIX 100aBUTh
KaKyI0-HUOYZb NOMY/IApHYI0 GYyHKIMIO. HakoHell, Ha OCHOBE OT3EIBOB BBl MOXKETe pea-
JIN30BAaTh WIH YIYULUIUTh CBOIO UTDY.
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Cucrembl yacTuuy

YT1o Bbl y3HaeTe B 3TOM 4ace

» OCHOBbI CUCTEM HaCTwLL
» Kak paboTtaTb ¢ MOAy/IsiMK
» Kak ucnonb3oBatb pegaktop Curves Editor

B aTOM Yace BBI y3HaeTe, KaK UCIIOJIb30BaTh CUCTEMBI YaCTHIL Ha ABMKKe Unity. Mbl
HavYHEM C M3yYeHUs CUCTEM YaCTHI] B I[eJIOM U y3HaeM, Kak oHU paboTtatoT. Takxke 1mo-
IKCIIEPUMEHTUPYEM C PA3IMYHBIMU MOAY/ISIMU CHCTEM YacTHIl. B KOHIle Yaca MBI Topa-
6oraeMm c perakropom Unity Curves Editor.

Cucrembl yacTuuy

CrcTeMa 4acTHIl — 3TO 06BEKT WIM KOMIIOHEHT, KOTOPHIH U3JIy4daeT Apyrue 06beKThl,
06BIYHO Ha3bIBaeMble yacmuyamu. OHU MOTYT OBITh OBICTPBIMU, ME/IEHHBIMU, IIOCKH-
MU, 06bEMHBIMU, MaJIEHPKUMU, OOJIBIUTNMHY U TaK fanee. OnpejeseHue YacTUl] J0BOJIb-
HO OGIIMPHO, TaK KaK 3TH CUCTEMBI IIPU MIPABWILHOM HCIIOIb30BAHUU TTO3BOJITIOT
co37aTh OI'POMHOE pazHoobpasue 3¢ peKToB. Bbl MoxKeTe caie1aTh CTPYIO OTHA, IUIeH (Bl
pasBeBaloILIerocs AbIMa, CBETITIKOB, JOXK/b, TYMaH U UTO YTOAHO elle. Bce 3T0 06bIYHO
Ha3bIBAIOT 3G dEKTaMu YacTHIl.

YacTuubl

Yacmuya — 3TO OAUHOYHAA CYIHOCTD, UCITycKaeMas CUCTEeMOI JacTHIl. [I0CKOIbKY
YaCTHIIBI, KaK [IPABUJIO, UCITYCKAIOTCSA OBICTPO, OHU ZIOJDKHBI OBITH KaK MOXKHO OoJiee
3GGEKTUBHBI C TOYKU 3PEHUSA TPOU3BOAUTENBHOCTU. IMEHHO TO3TOMY 6OJIBIIMHCTBO
YacTHI] IpeACTaBseT coboit 2D-6mnbopast. Bunbopza — 3To mIockoe n3obpakeHue,
KOTOPOE BCET/a MOBEPHYTO K Kamepe. TaKuM 06pa3oM IMOSBIISETCs WUTIO3US TPEXMED-
HOCTH U COXPAHSAETCS MTPOU3BOJUTETHHOCTD.
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Cucrembl yactun, B Unity

YTOOBI PaCIIONIOKUTE Ha CLIEHE CUCTEMY YaCTHII, BBl MOXKETE CO3JaTh OOBEKT CUCTEMBI
YaCTHUI] WK Z0O6aBUTh KOMITOHEHT CUCTEMbI YaCTHI] K CYIIECTBYIONEMY OOBEKTY. B mep-
BOM ciiy4ae BeiOepute komaHzy GameObject = Effects = Particle System. UTo6b1
06aBUTh KOMITIOHEHT CUCTEMBI YACTHI] K CYIIIECTBYIOIIEMY OO'bEKTY, BIIETUTE OOBEKT
u 3aTeM BoiOepuTe komauzy Add Component = Effects = Particle System.

MPAKTUKYM
Co3paHHe CHCTeNMbl YacTHL,

BbinonHute cnegytolme AeNCTBUS, YTOObI CO3AaTb Ha CLIEHE OGBEKT CUCTEMbI HaCTHL,.
1. Co3paaviTe HOBbIM MPOEKT UK CLIEHY.

2. [Jo6aBbTe Ha CLEeHy cUCTeMy YacTuL, BbibpaB KomaHay GameObject = Effects =
Particle System.

3. O6patute BHMMaHWe, Kak CMCTeEMa YacCTUL, MCMYCKaeT 6eble YacTuLbl Ha CLIEHE
(pnc. 16.1). 310 6a30Bas cucteMa YacTuL,. [lonpobynTe NOKPYTUTb U USMEHUTb Mac-
WTab cUCTEMbI YaCTUL, U MOCMOTPETL, YTO MOYHYUTCS.

# Scene [
Shaded | Gizmos ~| (GrAll

Particle Effect

Pause | Restart

T Show Bounds

Puc. 16.1. basoBas cuctema 4actul,
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NMPUMEYAHUE

Monb3oBaTeAbCKHE YacTHLbI

Mo ymonyaHuio Yactuubl B Unity npeactaBnsitoTr co6om ManeHbKkue 6enble Wapbl, CO Bpeme-
HeM ncyeszatowue. ITo HENOXON BapUaHT Ans Havana, Ho AasieKo Ha HeEM He yeaellb. MHo-
raa Bam TpebyeTcs Y4TO-TO 60Jiee KOHKPETHOE (OroHb, Hanpumep). o xenaHuto, Bbl MOXe-
Te co3[aTb CBOM YacTuLbl U3 Nto60oro 2D-n306paxKeHns, 4To6bl BOCMPOM3BECTU 3D PEKTI,
KOTOpble TOYHO GYAYyT YAOBNETBOPSATL BalMM NOTPEBGHOCTAM.

ANeMeHTbI ynpaBaeHUA CHCTEMOM YacTHLL,

BbI, BO3MOXKHO, 3aMETWJIH, YTO, KOT/Ia Z0OaBUIM Ha CIieHy CUCTEMY YacCTHUII, OHA Hava-
JIa UCITyCKATh YaCTHUIIBI. BBl TaK)Ke MOIJIM 3aMETHUTh, YTO TIOSBWIACH ITAHEb YIIPABIEHUA
cucreMoit yacTtul] (puc. 16.2). DneMeHTHI yIIpaBieHusa Ha Hell TI03BOJIAIOT IIPUOCTaHaB-
JIMBATh, BBIKJIIOYATD U [Tepe3alycKaTh aHUMAIIMIO JacTHUI] Ha clieHe. DTO KpalHe I1oJes-
HO IIPY BBEIIIOJTHEHUY TOHKOM HACTPOMKY ITOBEEHUA CUCTEMbI YaCTHII.

Particle Effect

Pause Restart Stop

Playback Speed 1.00
Playback Time 31.39
CERTEES 50

Speed Range 5.0-5.0
Simulate Layers [Nothing
Resimulate

M Show Bounds

Puc. 16.2. Cucrtema ynpaBneHus apbeKtamu YacTumL,

DJIeMEeHTH!I YIIPaBJIE€HUA TaKKe I03BOJIAIOT YCKOPUTD BOCIIPOU3BE/IeHNUE U BBIBOAAT
“HGOPMAIMIO O TOM, KaK JIOJIr'0 OHO JJIUTCA. DTO MOXKET OBITh OYeHb II0JIE3HO IIPU
TEeCTUPOBAHUU AMUTeTbHOCTU 3 dekToB. OOpaTUTe BHUMAaHUE, YTO 3JIEMEHTHI YIIPaBye-
HUA [TOKa3BIBAIOT CKOPOCTh 1 BPEM: BOCIIPOU3BEZEHUA TOIBKO B TOM CJIydae, eCcid Urpa
OCTaHOBJIEHA.

NMPUMEYAHUE

AddekTbl HacTUL,

YT1o6bl cCoO3aBaTh COXHbIE U BU3YyanbHO NpUB/eKaTeNbHble 3QdEeKTbl, MOXKHO OAHOBpe-
MEHHO MCMONb30BaTb HECKO/IbKO CMCTEM YacTUL, (Hanpumep, AblM U OroHb). COBOKYMHOCTb
CUCTEM YacTuL, paboTalolwmnx BMeCTe, co3aaeT apgeKT yactul. B Unity Takoe gocturaert-
€A1 3a cYeT CoBMeLLEeHMS cucTeM Yactul,. OgHa cuctemMa MOXKET 6bITb JOYEPHEN Ana ApY-
ron, nan 06e oHW MOryT 6blTb JOYEPHUMU AJ1S1 KAKOro-TO 06beKTa. B pe3ynbTrate oHU pac-
CMaTpMBalOTCH KaK OAHa CUCTEMA, U Bbl MOXKETE UCMONb30BaTb 3/1IEMEHTbI ypaBneHus ans
BCEWV TaKOM CMCTEMbI Cpaasy.
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MoayAu cuctem yacTuu,

B mipuHIuIIe, crcTeMa 4acTUI] — JIUIIIb TOYKA B TIPOCTPAHCTBE, KOTOPAs UCITyCKaeT 00b-
€KTBI YaCTHIl. BHEIIHUI BU/ U TOBEIEHUE YAaCTHUII, @ TAKXKE UX BO3/JIEHCTBUE, 3aJaI0TCs
MoAyAMU. Modyiu — 3TO pasiyHble CBOMCTBA, KOTOPBIE OTIPEAEISIOT GOPMBI TOBEZIEHHUA.
B cucremax yactun B Unity MOZYITH ABIAIOTCSI HEOThEMIEMOU M BAXKHOU YacThio. B aTom
pasziesie MblI IIeEpeYrcINM MOZY/IA M KPaTKO ONUIIeM Ha3HaYeHHe KaXK0ro U3 HUX.
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Puc. 16.3. Cnucok moaynen

Cne/:[yeT OTMETHUTD, YTO 3a UCKJIIOYECHHUEM MOAYJA 110 YMO/TYaHUIO (EI'O MBI paCCMOTPHUM
HepBbIM) , BCE IIPOYME€ MOXXHO BKJIIOYaTh U BBIK/IIOYATh. ,Z[JIH 9TOT'0 HY’KHO YCTaHOBUTDH
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braxxoK pAAOM ¢ UMeHeM MOAY/A. YTOOBI CKPBITh WX 0TOOPA3UTh MOAYIIHU, CIEAyeT
IIeJIKHYTh MBIIIBIO 110 3HAUKY + PpAJOM C cucTeMoli yacTtul] (cm. puc. 16.3). Bel Takke
MOJKETE IEJKHYTh MBIIIBIO IO UMEHU CUCTEMBI YaCTHUI] B CITUCKE, YTOOBI CKPBITH WU
0TOOPa3uTh ee. [10 yMOTYaHUIO OTOOPAXKAIOTCS BCE MOAYJIH, HO BKJIIOYEHBI U3 HUX TOJIb-
ko Emission (U3nyuenue), Shape (Popma) u Renderer (OTprcoBka). UToObI pa3Bep-
HYTb MO/Iy/Tb, HEOOXOJUMO IIEJKHYTh MBIIIBIO TI0 €r0 Ha3BaHUIO.

NMPUMEYHAHUE

KpaTtkui 0630p cBONCTB

Y HEKOTOPbIX MOAY/IEN eCTb CBOMCTBA, KOTOPbIE MO0 O4EBUAHbBI (HanpuMmep, AMHa U LWKPK-
Ha NPSMOYrofibHUKa), TM60 GblIM pacCMOTPEHbI paHee. Paau ynpoleHus (M 4Tobbl 3TOT Yac
He PacTSHY/ICSH Ha HECKO/IbKO AECATKOB CTPaHuL) Mbl He 6yaeM onucbiBaTb MX. [o3aTomy,
€C/I1 Y Bac Ha 3KpaHe OKaxkeTcs 60blue CBOMCTB, YeM Bbl y3HaeTe, He 6ECNOKONTECH: TaK
3ajymaHo.

NMPUMEYHAHUE

Mapametpol Constant, Curve, Random

KpvnBasi 3Ha4yeHMs NO3BONSET UBMEHATb 3HAYEHMEe CBOMCTBA Ha MPOTSKEHUU BCErO Cylie-
CTBOBAHWUS CUCTEMbI YaCTUL, UK OTAENIbHOM YacTuLbl. CBOMCTBO perynmpyeTcs KpUBowu, ecnu
PSAOM C ero 3Ha4eHMEeM ecTb HanpaB/ieHHas BHW3 cTpenka. Bam 6yayT 4acto nonaaathb-

cs napameTpbl Constant, Curve, Random Between Two Constants 1 Random Between
Two Curves. B faHHOM pa3gene Bcerga 6yaeT MCnonb30BaTbCs NOCTOAHHOE 3HaYeHUe —
Constant. No3e B 3T0M Yace Mbl nonogp6Hee paccmoTpuM peaakTop Curves Editor.

MoAyAb N0 YMOAUAHUIO

Mozynb o yMomdaHuio HaseiBaeTcs Particle System. B Hem cogepskutes Best mHGOpMa-
1IYis1, HeoOXoAuMas /1A KaKIO0M CUCTeMBI YyacTull. B Tabmuie 16.1 omucaHbl €ro cBOMCTBA.

TABA. 16.1. CsoicTBa MOAY/A NO YMOJYaHUIO

CBOMCTBO OnucaHue
Duration OnpepenseT, Kak Aoro (B ceKyHaax) paboTaeT cucTemMa YacTul,
Looping OnpegenseTt, nepesanycKaeTcs in cUcTeMa YacTul, Koraa Boc-

nponseBegeHne 3aKoH4eHo

Prewarm OnpegenseT, JOMXKHa I CUCTEMA YacTuL, 3anycKaTbCs TakK, Kak
€eCcnn 6bl OHa YKe uanyyasna YacTuubl B npeablaywem LuKie

Start Delay OnpenenseT, CKONbKO BPEMEHU B CEKYHAAX CUCTEMA OXMAET,
npexae Yem HayaTb U3nyyaTb YacTULbl
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Start Lifetime

Onpepfenser, Kak JONro CyLLeCTBYET Kax[ad 4actuua

Start Speed

Onpegenser Ha4da/IbHYIO CKOPOCTb 4YacCTuL,

Start Size

OnpepnenseT HavyanbHbIM pa3Mep YacTtuubl. Ecnv BbiGpaTh Bapu-
aHT 3D Start Size, MOXXHO yKa3aTb pa3nnyHble 3Ha4YeHUsa pa3me-
pa BAONb Tpex ocen. B NpoTMBHOM criyyae Ko BceM ocam byaet
NPUMEHATbLCS OMH pa3mMep

Start Rotation

OnpepnenseT HavyanbHOE BpalleHne Yyactul. Ecnu BbiGpaTh
BapuaHT 3D Start Rotation, MOXKHO yKa3aTb pa3nnyHble 3Ha4ve-
HWS BpalLEeHWS OTHOCUTENbHO TPex ocel. B npoTMBHOM cnydae
KO BCeM ocsiM 6yAeT NPUMEHSATLCS OAHO BpalleHne

Randomize HacTpanBaeT HEKOTOpbIE YacTuLbl BpallaTbCa B MPOTUBOMOJIOK-
Rotation HOM HanpaB/ieHNK
Start Color Onpepenser UBET U3y4yaemMblx YacTu,

Gravity Modifier

Onpenenser, HAaCKONbKO CUIbHO Ha YacTuLbl AENCTBYET rpaBu-
Taums

Simulation Onpepensert, Kakas UCNoNb3yeTCs cucTeMa KoopanHat — rNo-

Space 6anbHas UK noKanbHas cucteMa KoopauHaT PoAMTENbCKOrO
ob6beKTa

Simulation [Mo3BonSET BbINOJIHUTL TOHKYIO HAaCTPONKY CKOPOCTU A5 BCEN

Speed CUCTEMbI YacCTuL,

Delta Time OnpeaenseT, UCnonb3yeTcsa 1 MacluTabrupoBaHHOE UK HemMac-
lWTabnpoBaHHOE BPeMS A1 CUCTEMbI YacTuL

Scaling Mode OnpegenseT, 4eM 3aaeTca MacwTab: UrPOBbIM OOBHEKTOM,
POAUTENBCKUM 06BEKTOM UK GOPMON N3nydatens

Play on Wake OnpepnenseT, Ha4nHaeT M CUCTEMA YacTUL, BOCMponsseaeHune

cpasy nocre cosfaHus

Emitter Velocity

OnpegenseT, BbIYUCASETCS JIM CKOPOCTb OT NPeobpa3oBaHus
06beKTa unu ot ero Rigidbody (ecnv oH ecTb)

Max Particles

Onpegenset cyMMapHOe YMC0 YacTUL, KOTOPOE MOXKET eANHO-
BPEMEHHO CYLLEeCTBOBaTb AN CUCTEMbI. ECnn 31O YMcno 6yanet
AOCTUTHYTO, TO CUCTEMa NepecTaHeT U3ny4aTb A0 TeX Nop, NoKa
HEKOTOopble YaCTULbl HE NCHE3HYT

Auto Random
Seed

Onpegenser, 6yaeT M cucTeMa YacTul, BbIrsSaeTb NO-pasHoMy
Nnpu Kaxxaom BoCnponsseaeHumn

Stop Action

[o3BosigeT ykasaTtb, YTO NPOUCXOAUT, KOr4a cuctema 4actuLy
3aKaH4yuBaeT paboTy. Hanpumep, Bbl MOXKETE OTKIIIOYUTL UK
YHUYTOXWUTb UTPOBOK OOBEKT UK 3aMNyCTUTb CKPUNT
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Moayab Emission

Mogynbs Emission (V3nydeHre) UCIOIb3YeTCs AJIsA ONpeesieHs CKOPOCTH, C KOTOPOH
M3JTy4aroTca YacTUIbl. C ero MOMOIIBIO BB MOXKETe HACTPOUTD U3JIyYeHHE C IOCTOSH-
HOUM CKOPOCTBIO, BOJTHAMU WIU YTO-TO cpeZiHee. B Tabiuie 16.2 omucaHbl CBOMCTBa
Mozysst Emission.

TABA. 16.2. CBonctea moayna Emission

CBOWCTBO OnucaHue

Rate over Time OnpegensieT 4Yncno yacTumu, n3ny4aemMbix C TeHeHNEM BPEMEHN

Rate over Onpenenser YMCNo YacTul, U3y4aemblx B 3aBMCMMOCTHM OT pac-
Distance CTOSIHMS
Bursts MNo3BonaeT 3a4aTb BCMIECKU YacTUL, Yepes onpeaeNieHHble UHTep-

Basibl BpeMeHU. Bbl MOXeTe co3[aTb BCMNECK, WENKHYB MbIlbiO
no 3HauYKy + 1 yaanuTb ero 3Ha4ykom — (puc. 16.4)

v/ Emission
Rate over Time 10 v
Rate over Distance 0 v
Bursts
Time ~ Count ] ) Cycies § ) lnrtervarl
| List is Empty o a |
e

Puc. 16.4. Moaynb Emission

Moaynb Shape

Kak cienyet u3 Ha3Bauwus, mogayib Shape (®opma) onpezenser Gpopmy, 06pasyemMyro
M3JTy4aeMbIMU YaCTHIIAMU. DTO MOXKET OBbITh cdepa, morychepa, KOHYC, TOHYHUK, KyO,
CeTKa, peH/Iepep CeTKa, CKUH-CETKa, KPYT U rpaHu. Kpome Toro, y Kakoil GopMbL eCTh
HabOp CBOYCTB, HAIPUMEP PaANYC AJs KOHYCOB U cdep. OHU JOBOTBHO OYEBUIHBI

Y TIOHSITHBI, TO3TOMY 3/IeCh MBI UX HE PACCMaTPUBAEM.

Moaynb Velocity over Lifetime

Mogzyns Velocity over Lifetime (CKOPOCTb B TeUeHHe CPOKaA CYLECTBOBAHUSA) HETIO-
CpeZICTBEHHO aHUMUPYeT KaKAYI0 YaCTHIly ITyTeM HaHeCeHUA Ha Hee ocei X, Y,

u z. O6paTUTe BHUMaHUeE, YTO PeYb U/IET O BpEMEHU KU3HU KOHKPETHOM YacCTHIIHI,
a He BCel cucTeMbl yacTull. B Tabiuie 16.3 omricaHbl CBOWCTBA 3TOT'O MOZYJIA.
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TABA. 16.3. CeonctBa moaynsa Velocity over Lifetime

CBOWCTBO OnucaHue

XYZ OnpeaensieT CKopoCTb, MPUMEHSEMYIO K KaxaoKn YacTuue. 31o
MOXET BbITb MOCTOSAHHASA CKOPOCTb, KPMBAs CKOPOCTU UK Cy-
YanHOE YMCIO MEeXAY NOCTOAHHOM U KPUBOWM

Space Onpegenset, U3mepseTcs M CKOPOCTb B SIOKaNbHbIX UK F10-

6anbHbIX KOOpAUHaTax

Speed Modifier

Mo3BonseT macwTabrMpoBaTb BCE CKOPOCTU YacTUL, cpasy

Moaynb Limit Velocity over Lifetime

ITOT MOAYJIb C IJTMHHBIM Ha3BaHUEM UCIIOJIb3YETCA JJIA CHUXKEHUA WIN OI'PAaHUYECHUA

CKOPOCTU YaCTHUIIBIL. B 0CHOBHOM OH OTKJIFOYaeT ABUXKEHHE WIN 3aMeJIAET YaCTUIIbI,

KOTOpbI€ PAa3roHAKTCA CBEPX 3aIaHHOT'O 3Ha4Y€HUA BAOJIb OZIHOM MJTU BCEX OCe.

B tab6uuiie 16.4 onucanbl cBokicTBa Mozy:is Limit Velocity over Lifetime.

TABA. 16.4. CeonctBa moaynsa Limit Velocity over Lifetime

CBOICTBO

OnucaHue

Separate Axis

Ecnun 310 CBOMCTBO OTK/IIOYEHO, AN BCEX OCEW MCMOSb3yeTcs
OHO W TO XKe 3Ha4yeHune. Ecnn cBOMCTBO BKIOYEHO, MCMONb3YIOT-
Cs1 OTAENIbHbIE CKOPOCTM /151 KaXK[OM OCH, a TaKXKe BblOOP NIOKasb-
HOro MK rno6asbHOro NPOCTPaHCTBA

Speed OnpeaensieT Nopor CKOPOCTU OS5 KaXKA0W UKn BCeX ocen

Dampen OnpepaenseT KoadpodunumeHT ot 0 4o 1, 3agaoWnin 3ameaneHme
4acTuLbl, €C/IN ee CKOPOCTb NPeBbIAeT NOPOroBoe 3Ha4YeHue,
3agaHHoe cBoncTBOM Speed. Mpu 3HavyeHnn O YacTuLa He 3ame-
naeTcs, a Npu 3Ha4yeHun 1 — 3ameansgetca Ha 100%

Drag OnpenenseT IMHEMHOE CONPOTUBIIEHNE, MPUMSEMOE K YacTULLam

Multiply by Size

Onpegensert, 6yayT M1 6onee KpynHble YacTULbl 3aMeaNsaTbes
cuiibHee

Multiply by
Velocity

Onpegensert, 6yayT n 6o5iee 6bICTPble YacTULbl 3aMeaNIATbCA
cuNbHee

Moayab Inherit Velocity

Mogysb Inherit Velocity oueHb ITpocT — OH ompeZiessieT, Kakas 4acTh CKOPOCTH U3JTTy-

yaTessi, eCJIM TaKOBast UMEETCs, TiepefiaeTcs dacTtuiie. IlepBoe cBoiicTBo, Mode, orpe-

AEIAET, IPUMEHAETCA K YaCTHUIE TOJIbKO Ha4YaJIbHasA CKOPOCTb WX YaCTUIA TaKXe
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[IOJIy9aeT CKOPOCTh OT M3nydaTessa. HakoHel, cBoiictBo Multiplier onpezenseT koad-
dUIIMEeHT TIepeZiayu CKOPOCTH.

Moaynb Force over Lifetime

Mogyns Force over Lifetime ananoruden mogyiio Velocity over Lifetime. Pazauiia
B TOM, YTO 3TOT MOJY/Ib IPUMEHsIET K KaXX/[0 YacTHIle CUIY, a He CKopocTh. To ecTh
gacTuIa 6yzeT mpoJoLKaTh YCKOPSTHCA B YKa3aHHOM HaTpaBIeHUH. DTOT MOAY/Ib TaK-
K€ MO3BOJISIET MIPUMEHATD CIYYaNHHYIO CHIY B KOKAOM Kazpe, B OTJIMYHE OT OCTATbHBIX.

Moaynb Color over Lifetime

Mogysne Color over Lifetime mo3BosisieT U3BMEHATH LIBET YACTUIIBI C TEYEHUEM BpeMe-
HU. DTO TIOJIE3HO AJIST CO3AaHUA TaKUX 3GPEKTOB, KaK UCKPBI, KOTOPBIE CHaYaIa UMEIOT
SIPKO-OpaHKEBBIM I[BET, a 3aTEM CTAHOBSTCS TEMHO-KPACHBIMH, TIPEXK/E YEM UCUE3HYTh.
YTo6bI MCIIOIH30BATh STOT MOAYJb, HEOOXOAMMO 3a/]aTh TPAJUEHT 1iBeTa. MOKHO TaKKe
yKasaTb /[Ba TpaineHTa, 4Tobsl mporpamma Unity crydaiftHeiM 06pa3oM BeIGpasia OfuH
13 HUX. ['palueHTHl MOXKHO PeJaKTUPOBATh C MoMolIbio pezakTopa Gradient Editor

B Unity (puc. 16.5).

© Inspector
¥ .. Transform

Position X0 J¥jo z0 |
Rotation X1-90.000¢ Y |0 Al |
Scale >4 FE | E O (-
v%  Particle System ,

n Particle System

L
v Emission

pe TR

v Shape

| Velocity over Lifetime

| Limic Velocity over Lifetime

. Inherit Velocity

_Force over Lifetime
 Color over Lifetime

Size over Lifetime
__ Size by Speed
_ Rotation over Lifetime
_ Rotation by Speed
__ External Forces
__ Noise

Gradient Editor

Mode

Assets »

g _ Collision
__ Triggers
__ Sub Emitters
[ a L ':"mu‘mrn Sheet Animation
Scenes _Lig
color [N # Llocation 00 % _ Trails
- __ Custom Data
Presets - v/ Renderer
= Default-Particle o,

> Shader [ Particles/Alpha Blended Premultiply

Puc. 16.5. OkHo peaakTopa Gradient Editor

O6paTuTe BHUMaHUe, YTO L[BET I'PaineHTa YMHOXaeTcs Ha CBOHCTBO Start Color mozy-
JIs 110 yMosyaHuo. [10aToMy, ec/i HavyasIbHBIN 1IBET y HAaC YepHbIi, Mogy/b Color over
Lifetime He OyzeT uMeTh HUKaKOTO 3ddeKTa.
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Moayab Color by Speed

Mogayins Color by Speed 1mo3BosisieT U3MEHSTh IIBET YACTHUI[BI B 3aBUCUMOCTH OT €€ CKO-
pocTu. B Tabmuiie 16.5 omucaHbl €ro CBOMCTBA.

TABA. 16.5. CeonctBa moaynsa Color by Speed

CBOICTBO OnucaHue

Color 3ajaeT rpagMeHT (MNun aBa rpagueHTa ans ciy4yarnHoro useta),
MUCMoNb3yeMblt ANs onpeaeneHuns LBeTa YacTulbl

Speed Range | Onpegenser MUHUMabHblE U MaKCUMalbHble 3HaYeHUs CKOPOCTH,
KOTOpble NOArOHAOTCS NOA rPagMeHT LBeTa. HYacTuubl C MUHUMaNb-
HOM CKOPOCTbIO OTOOGpaxKatloTcs B 1IeBOM YacCTU rpagneHTa, a YacTu-
Libl C MAKCMManbHOM CKOPOCTbIO (M1 3a ee npeaenamu) — B npa-
BOW YacCTu rpaguneHTa

Moaynb Size over Lifetime

Mogyns Size over Lifetime mo3BosisieT 3a1aTh U3MeHEHUE pa3Mepa YaCTHUIIB. 3HAYEHUE
pasmMepa JIOMKHO ObITh MPEICTABIEHO KPUBOI, OMIpeesAIoNel, KaK NU3MEHIETC S pas-
Mep YaCTHULIbI C TeYeHUEeM BPEMEHU.

Moayab Size by Speed

Tax e, kak u Color by Speed, mozysnb Size by Speed 3azaeT n3ameHeHue pa3mepa
YJaCTHUI[BI B 3aBUCUMOCTH OT €€ CKOPOCTHU B Malla30He MeXAY MUHUMAaIbHBIM U MaKCH-
MaJTbHBIM 3HAYEHUSIMHU.

Moaynb Rotation over Lifetime

Moaynbs Rotation over Lifetime mo3BosisieT 3a1aTh BpallleHNe B TeUeHNe KU3HU YaCTH-
1el. O6paTUTEe BHUMaHUE, UYTO Pedb UJET O BpalleHUH CaMOi YacTHIIbI, a He KPH-

BOU B IVIOOAIILHOM cHCTEME KOOPAUHAT. DTO O3HAYAET, YTO €CITH YaCTHIIA IPECTABIIS-
eT cob60¥i IPOCTOH KPYyT, YBUETh BpallleHHE Bbl He CMOXKeTe. HO eciii y 4acTHUIIbI eCTh
HECHMMETPUYHBIE IeTaJIH, BpallieHue OyZeT 3aMeTHO. 3HaYeHUeE BpallleHNsI MOXKET
OBITh 33/IaHO B BU/IE KOHCTAHTHI, KDUBOU WU CIYIalHOTO YHCIA.

Moaynb Rotation by Speed

Mogynb Rotation by Speed paGoraer Tak ke, kak Rotation over Lifetime, 3a nckio-
YEeHHEM TOTO, YTO 3HAYEHUE BPAIEHUS U3MEHSIETCS B 3aBUCUMOCTH OT CKOPOCTH YaCTHU-
1bl. VI3MeHeHUe BpallleHUs IPOUCXOAUT B AUana3oHe OT MUHUMAIbHBIX 0 MaKCUMasb-
HBIX 3HaYEeHUH CKOPOCTH.
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Moaynb External Forces

MO,Z[y]II: External Forces 11o3BoJsieT IIPUMEHATDb MHOXUTEJIb /1A JII0OBIX CWI, KOTOPhbIE

CyIIECTBYIOT BHE CUCTEMBI YaCTHUII. OTO MOXeT 6bITL, HanpuMmep, BETEP Ha CLIEHE. CBoli-

ctBo Multiplier 3asaeT BaussHME 3TOH CUITBI Yepe3 K03 PUIIreHT.

Moayab Noise

Mozyns Noise — 5T0 OTHOCUTEIBbHO HOBBIH MOZYIIb ccTeMbl YacTul] B Unity. OH I03BO-

JISIET I06aBUTD CIYYaHHOCTH K JABWKEHUIO YaCTHUIIHI (KaK, HAlIPUMED, ¥ MOJTHUH). DTO

JOCTHUTaEeTCs yTeM CO3ZaHUA N300pakeHUsA uyma [lepauna, UCIIONb3YeMOro B Kade-

CTBe TabJIMLIBI TOUCKa. VICIIOMb3yeMBli IyM 0TOOPaXKaeTCsl B OKHE IIPeBAPUTENHHOIO

mpocMoTpa MoAy/is. B Tabnuie 16.6 mepeunciensl cBoticTBa MoAy s Noise.

TABA. 16.6. CeoncTtBa moayns Noise

CBOWCTBO

OnucaHue

Separate Axes

Onpepnenset, 6yaeT /M LWyM NPUMEHSATLCA OMHAKOBO MO BCEM
0CAIM WS C Pa3HbIMU 3HAYEHUAMM MO KaXKJow ocK

Strength OnpeaenseT, HaCKONbKO CUMbHbIM 3QDEKT OKa3bIBAET LLYM
Ha YacTuLy B TEYEHUE CPOKa ee XKM3HU. [1pn 6onee BbICOKMX
3HaYeHMAX YacTuLbl ABMraloTca GbicTpee U Janblie

Frequency Onpeaensaet, Kak 4acTo YacTULLbl MEHSAIOT HanpaBieHUe ABUMKe-
HUA. Bonee HU3KME 3HAYEHMA CO34AI0T MATKUI, MNAaBHbIN WYyM,
BbICOKME 3HAYE€HUST — ObICTPO MEHSAIOWMICA

Scroll Speed HacTtpaunBaerT WwyMoBOe nosie Ha nepemMelleHne 1 co3gaHne Tem
camblM 605ee Henpeackalyemoro 1 6ecnopsaaoyHoro ABuxe-
HUS YacTuy,

Damping Onpepenset, NnponopLyMoHanbHa 1 cuna YyacrtoTe

Octaves OnpepaenseT, CKOIbKO MPUMEHSIETCS NepeKpbiBatoWMUXCS CloeB

wyma. bonee BbICOKME 3HaAYeHUS fatoT 6osiee 6oraTblt U UHTE-
PECHbIN LWYM, HO CHUXaOT NPOU3BOANTENLHOCTb

Octave Multiplier

CHWKaEeT Cuy Kakaoro 4OMNOAHUTENIbHOro CNos Wyma

Octave Scale

HacTpavBaeT 4acToTy KaXKJoro JOMONHUTENbHOro cos lWyma

Quality

[No3BoNISeT HAaCTPOUTb KAYeCTBO LWYyMa, YTOObI MOBbLICUTL MPOU3-
BOANTENNbHOCTb

Remap n Remap
Curve

[No3Bonser nepeHa3dHa4nTb KOHEYHOE 3HaYeHne liyma 4emy-1o
elle. Bbl MOXeTe ncnonb3oBaTb KpuBYIO, 4yTO6bI ONpeaenuTb,
KaKne 3Ha4eHunsa Wwyma JOSTKHbI ObITb NPeBpaLLeHbl B apyrue
3Ha4yeHud

Position, Rotation
u Size Amount

3apaeT, KaKk CUNIbHO LyM BNUAET Ha NONOXXEHUE, BPpalleHune
1 MacwTtab YacTuLbl
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Moaynb Collision

Mogayis Collision 11o3BoJII€T HACTPOUTH CTOJKHOBEHUS YaCTHUI[. DTO OBIBAET IOJIE3HO
[UT BCeX BUZIOB 2 PEKTOB CTOMKHOBEHMH, HaIIpUMep TaKUX KaK CKaThIBAHUE CO CTe-
HBI WIH yaphl Kalesib A0XK/A O 3eMJII0. BBl MOXXeTe c/leaTh TakK, YTOObI CTOJKHOBEHUE
paboraJio ¢ 3apaHee 3aZlaHHBIMU TTOcKocTsAMU (pexxuM Planes Haubosee a3¢pdekTr-
BeH) win ¢ o6bekTamMu Ha ciieHe (pexkuM World HeraTHBHO CKa3bIBaeTCs Ha IIPOU3BO-
autenbHOCTH). Y Moayss Collision ecTh 061ve U yHUKaIbHbBIE CBOMCTBA, 3aBUCAIIIIE
OT BRIOpAHHOTO pekuMa. B Tabsuiie 16.7 omucanb o61ue cBoiictBa Moayssa Collision.
B Tabnuiax 16.8 u 16.9 omucansl cBoticTBa pexxumoB Planes 1 World cooTBeTcTBEHHO.

TABA. 16.7. O6wue cBomcTtBa moayna Collision

CBOMCTBO

OnucaHue

Planes un World

OnpeaenseT TMMN UCNONb3YEMbIX CTONIKHOBEHUI. Planes —
OTTa/lkuBaHWe OT 3apaHee 3afaHHbIx nnockocten. World —
CTO/IKHOBEHME C Nto6bIM 0ObEKTOM Ha CLeHe

Dampen OnpeaensaeTt 3amenneHne YacTuibl NOC/e CTOIKHOBEHUS.
[OunanasoH 3HavyeHmn ot 0 1o 1
Bounce OnpegenseT, Kakas 4acTb CKOPOCTM COXpaHsaeTcs nocne

CTONIKHOBEHMUS. B oTnnume ot gemndoumpoBaHums, napameTp
B/IUSIET TONIbKO Ha OCb, B KOTOPOW MPOUCXOAMUT OTCKOK.
[OnanasoH 3HavyeHnn ot 0 go 1

Lifetime Loss

OnpepenseT, Kakas YacTb CPOKa XM3HW YacTULbl TepseTcs
NPV CTOIKHOBEHUW. nana3oH 3HavyeHnit oT 0 go 1

Min Kill Speed Onpeaenaetr MUHUMaNbHYIO CKOPOCTb YaCTULLbl, MPU KOTO-
POV OHa YHUYTOXKaeTCs NPU CTONKHOBEHUM
Max Kill Speed OnpenenseTr CKOpOCTb YacTULbl, MPU NMPEBbLILEHNUN KOTOPOK

OHa YHUYTOXa€eTca Nnpu CTOJIKHOBEHUU

Radius Scale

HacTtpauBaeT paguyc Konnangepa Yyactuubl, YTo6bl OH COOT-
BETCTBOBan BMAMMOMY pa3mMepy YacTulbl

Send Collision
Messages

Onpepensert, 6yayT M 06beKTbl Noay4yaTb MHGOPMaLMIO
0 CTO/IKHOBEHWU C YacTuLen

Visualize Bounds

OTo6paxkaeT rpaHuLbl Konnanaepa Karaon 4actuubl
Ha cLieHe B BUAEe pPaMKu

TABA. 16.8. CBoiictBa pexuma Planes

CBoiicTBO

OnucaHue

Planes OnpegensieT, ¢ 4em 4acTULbl MOTYyT cTanKkmMBaTtbes. Ocb Npeobpaso-
BaHWW y onpeaenseT BpalleHne nioCKoCTH

Visualisation

OnpegensieT, Kak NI0CKOCTM oToBGparkatoTes Ha cueHe. OHM MoryT
ObITb CMIOWHbBIMKU, TMGO OTOGPaXKaTbCA B BUAE CETKM

Scale Plane

OTBeYaeT 3a UBMEHeHMe pa3mepa NI0CKOCTEN
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TABA. 16.9. CsowcTBa pexxuma World

CBOMCTBO OnucaHue
Collision Mode Onpepenset pexum: 2D nnn 3D
Collision Quality OnpenenseT Ka4ecTBO MMPOBOr0O CTONKHOBEHMSA. [TpUHMMaET

3HayeHusa High, Medium nnun Low. O4yeBMAHO, 4TO 3HaYeHue
High Han6onee pecypcoemMKo u Hanbonee To4Ho, a Low —

HaobopoT
Collides With Onpeaenset, ¢ KaKUMKU CNOSIMK CTaNKMBAIOTCS YacTULbl.
3HaveHue no ymonyanuto — Everything
Max Collision OnpepaenseTt KonmyectBo GopMm, KOTOpble MOryT 6bITb paccMmo-
Shapes TpeHbl Ha NpeaMET CTONKHOBEHMS. JTnwHMe Gopmbl UTHOPUPY-

toTcs1. MpropuTeT oTaaeTcs naHawabTy

Enabled Dynamic OnpeaensaeT, MOTyT /M YaCTULLbl CTaNKMBATbCS C HECTATUYHbIMU
Colliders (HEKMHEMATUYECKMMU) Konnangepamu

Collider Force [To3BONAET YacTMLaM OKa3biBaTb CU/IOBOE BO3AENCTBUE

1 Multiply Options | Ha 06beKTbl MPU CTOJIKHOBEHMWU, TO €CTb AaBWUTb Ha HUX.
[ononHUTENbHbIE OLMM MO3BONSAIOT MPUMEHSATL CUATY B 3aBUCK-
MOCTM OT yrfia NafgeHus, CKOPOCTU K pasamepa YacTuLbl

MPAKTUKYM

Hac‘rpoﬁKa CTOAKHOBEHHUA YacTuL,

Tenepb Mbl HACTPOWUM CTOJIKHOBEHMWS C CUCTEMOW YacTuLl. B ynparkHeHUn Ucnosib3ytoTcs
pexumbl Plane n World. BeinonHuTe cneaylouine aencrams.

1. Co3spganTe HOBbIM MPOEKT UK cLeHy. Jo6aBbTe Ha CLEeHy chepy U MOMeCcTUTe ee
B No3uumio ¢ koopanHatamu (0, 5, 0) 1 macwTabom (3, 3, 3). Jo6aBbTe K chepe
KoMMoHeHT Rigidbody.

2. [Jo6aBbTe Ha CLIEHY CUCTEMY YacCTuUL, U MOMECTUTE ee B MO3ULMIO C KOOpAMHaTaMU
(0, 0, 0). B moayne Emission Ha naHenu Inspector npuceonte napameTpy Rate over
Time 3HayeHune 100.

3. Brutouute moaynb Collision, WenKHYB Mbllbio NO KPYry PSAOM C Ha3BaHWEM MOAy”Ns.
MpuceowTte napametpy Type 3HayveHne World, a napametpy Collider Force — 3Ha-
yeHue 20 (puc. 16.6). O6paTuTe BHUMAHMUE, YTO HYACTULbI YIKE HAYMHAIOT OTCKaKM-
BaTb OT chepbl.
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Puc. 16.6. [lo6aBneHne npeobpa3oBaHns NIOCKOCTH

4. Tlepenaute B peXrMM BOCMPOU3BEAEHNS U 06paTUTE BHUMaHKE, Kak YacTuLbl ornba-
10T chepy.

5. [N03KCMEPUMEHTUPYHTE C Pa3/IMYHbIMK NapaMeTpamm U3ny4yeHust, Gopmbl U CTOSIKHO-
BeHus. [MonpobynTe Kak MOXKHO AOJblUE YAEPKMBATb chepy B BO3aAyXe.

COBET

U3nyuaTenb U HACTPONKH YACTHL,

HeKoTopble MOAy/IM U3MEHSAIOT U3NyyaTesb, a APYrMe U3SMEHSOT YacTuubl. Bbl MoxeTe
3a4aTbCsl BOMPOCOM — AN1s Yero npeaHasHadeHbl cBoricta Color n Color over Lifetime.
OAHO M3 HUX YNPaBASET LUBETOM B TEHEHUE CPOKA KUBHU U3NTy4aTens, a BTOPOE MEHAET
LUBET YACTWL, Ha MPOTAKEHUMN UX KUSHM.

Moaynb Triggers

Mogaynb Triggers «BKIIOYaeT» OTKIMK Ha MOMaZlaHKe YacTHIl B KoJUtaigep. Bel MoxkeTe
3a71aTh COOBITHS Ha CIy4all TOMalaHus YaCTUIIH BHYTPh 06beMa, BbIXo/ia n3 o6beMa,
a TakKe HaXOXKEeHUs BHYTPU U CHAPYXKU. B JIT060M M3 3THUX CJIy4aeB Bbl MOYKETE MPO-
WTHOPUPOBATh COOBITHE, YHUYTOXKUTD YACTUILY WIH BHI3BATh METO/ B KAKOM-TO KOZIe
U 33/1aTh TIOJIh30BATEHCKOE TIOBEJEHUE.
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Moaynab Sub Emitter

Mozyib Sub Emitter HeBeposTHO MOMHBINM. OH [TO3BOJIAET IOPOJAUTH HOBYIO CUCTEMY
YaCTHUI] IPU HACTYIUIEHUU OTIpe/Ie/IEHHBIX YCIOBUH AT KK YaCTULIBI UMEIoIe-

Cs1 CUCTEMBIL. BBI MOJKeTe cO3/laBaTh HOBYIO CUCTEMY YaCTHI] KayK/bIH pas, Koria 4acTu-
1[a BO3HUKAET, yMUPAET WIK CTAIKUBAETCS C 4eM-HUOYZb. Biaroziapss aToMy BbI MOXKeTe
BOCIIPOU3BOAUTD CJIOXKHBIE 3QPEKTHI, TaKKe KakK pelepBepKU. Y MOAYJIS €CTb TPU CBOM-
crBa: Birth, Death u Collision. Kaxxzjoe 13 HUX UMeeT CUCTEMBI YacTUL] (I He UMeeT
UX), KOTOPBIE CO3JAI0TCS TIPY COOTBETCTBYIONIUX COOBITHSIX.

Moaynb Texture Sheet

Mogzysb Texture Sheet 03BOJISIET U3MEHSATh KOOPAWHATHI TEKCTYPHI, UCTIOTb3YEMOM IS
YaCTUIIBI, B TEYEHHE ee CPOKa KU3HU. 10 CyTH, 5TO 03HAYAET, YTO Bl MOYKETE TIOME-
CTUTDb Ha YaCTHUIY HECKOJBKO TEKCTYP B OZIHOM M300pakeHUH, a 3aTeM TepeKTI0YaThCs
MeX/y HUMU BO BPeMs JKU3HU YacTUIbl (MBI Zlesiain TIof06Hoe ¢ aHuMalue cpaiToB
B vace 15). B tabsiuie 16.10 onucansbl cBoiictBa Mmogyisa Texture Sheet.

TABA. 16.10. CeowictBa moaynsa Texture Sheet

CBOWCTBO OnucaHue

Mode Onpegensert, 6yaeT MM UCNoNb30BaTbCA CTaHAAPTHbLIN METOA SIMcTa
TEKCTYPbl UM OTAENbHbIW CMPANT AN NPOKPYTKU

Tiles Onpepenser KOIMYECTBO TanloB, Ha KOTOPble AeNUTCs TEKCTypa
B HanpaB/IEHNN OCU X (MO FOPMU30HTaNMU) U y (MO BEPTUKAN)

Animation OnpegenseT, COAEPKUT /M BCE U306paxKeHne TEKCTYPbl AN HacTu-
bl MM TONbKO OAHY CTPOKY

Cycles OnpenenseT CKOpPOCTb aHMMaLMn

Flip U FlipV | Onpepgensert, 6yayT 1 aHHble YacTULbl OTPaXKeHbI MO rOPU30HTaNU
WK No BEPTUKaNK

Moayab Lights

Mozyns Lights mo3BosisieT 4acTuiiaM UMeTh TOYEUHBIH UCTOYHUK cBeTa. Takum obpa-
30M, CHCTEMBI YaCTHI] ZOOABIAIOT OCBell[eHHE Ha clieHy (BcrmoMHUM 3¢ deKT dakerna,
HanpuMep). BoJIbIIUHCTBO CBOHCTB 3TOTO MOZY/IS UHTYUTUBHO TIOHATHBI, HO OTZEIBHO
CTOUT PacCMOTPETH CBOMCTBO Ratio.

3uaveHue 0 MpeAIoIaraeT, YTO HUKAKKe YaCTUIBI He OYAyT «CBETUTLCS», a 3HaYeHne 1 —
YTO CBETUTHCA OYAYT Bce. BAXKHO OTMETHTD, UTO J06aBlIeHNe CBETa K CIUIIKOM GOJIBIIO-
MY KOJIMYECTBY YaCTHI] 3HAYUTENHHO CHU3UT IIPOU3BOAUTENHHOCTD, TaK YTO UCIIONb3YIi-
Te 3TOT MOZY/Ib aKKypPaTHO.
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Moayns Trails

Mogynb Trails mo3BosisieT yacTHIIaM OCTaBIATh 3a COOOM Cief], YTO OTIUYHO TTOAXO-

[T [ BBITAHYTHIX 9P PEeKTOB, TaKMX KakK deliepBepKu WK MOJTHUU. [I0YTH Bce CBOM-
CTBa 9TOT'0 MOZYJA OBLIH Y)Ke PACCMOTPEHBI WM UHTYUTHUBHO IIOHATHBL. EAWHCTBEH-
HOe, Ha 4YTO cJieflyeT 0OpaTUTh BHUMaHue, — 3TO cBoicTBO Minimum Vertex Distance.
OHO ompeziensieT, KaK JajJeKo YacTHIA JO/DKHA IIPOJIETETh, IPeX/e YeM y ciieZia TOSABUT-
cs1 HOBas BeplInHa. bojlee HU3KYe 3HaYeHUs TO3BOJIAIOT IIOMYIUTh O0Jiee Me/IeHHBIH,
HO IUIaBHBIU CJIes.

Moaynb Custom Data

MO,Z[yJIb Custom Data He ONMCHIBAETCSA B 3TOH KHUI'E, IIOCKOJIbKY OH BBIIIOTHAET CYT y60
TEXHUYECKYIO U OY€Hb MOIITHYIO d)yHKHI/HO ITo CYILIECTBY, OH IIO3BOJIAET II€peaaBaTh AaH-
HbI€ 13 CUCTEMBI YaCTHUI] B MOJTb30BaTETbCKUH meﬁ,aep, KOTOpLIfI I10/Ib30BaTeJIb ITUIIET CaM.

Moaynb Renderer

Moayns Renderer omnpeziesisieT, KaK 4aCTHI[BI OTPHUCOBBIBAIOTCA. VIMEHHO 3/I€Ch BBI
MOXKeTe yKa3aTb TeKCTYypY, UCIIONb3yeMyIo IS YaCTHUIl, U APyTre CBOMCTBA OTPHCOBKHU.
B Tabnuiie 16.11 omucaHbl HEKOTOpBIE CBOMcTBa Moyt Renderer.

TABA. 16.11. CsouctBa moaynsa Renderer

CBOICTBO OnucaHue

Render Mode OnpepaenseT, Kak OTPUCOBbLIBAOTCA YacTUubl. [LOCTyMNHbIE
pexumbl: Billboard, Stretched Billboard, Horizontal Billboard,
Vertical Billboard n Mesh. Bce pexxumbi-6Mn6éopabl HacTpansa-
lOT TaK, 4TO6bl YacT1La NOBOpaYyMBanach K KaMepe Win no ABym
ocsam. Pexxnm Mesh otpucosbiBaeT Yactuubl B 3D, Kak 3agaetca
Mellem

Normal Direction | OnpegensieT, HaCKObKO TOYHO YacTULbl «CMOTPSAT» B KaMepy.
3HayeHure 1 noBopaymBaEeT YacTuLbl MPAMO B Kamepy

Material v Trail 3apaeT matepuan, UCNoJib3yeMbli A1 OTPMCOBKMU YacTULbl U ee
Material cnefa COOTBETCTBEHHO
Sort Mode OnpeaenseT NopsiAoK, B KOTOPOM 0TOBGPpaXKatoTcs YacTuLbl.

[JoctynHble 3HavyeHus: None, By Distance, Youngest First
n Oldest First

Sorting Fudge OnpepnenseT NopsiaoK, B KOTOPOM OTPMUCOBLIBAOTCH CUCTEMbI
yacTuu. YeM HUKe 3HayYeHue, TeM B60Mblie BEPOSTHOCTb TOrO,
YTO CUCTEMA OTPUCYETCH NOBEPX APYIrMX YacTuL,
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TABA. 16.11. CsoncTtBa moayna Renderer. lMpogomxkeHne

CBOWCTBO OnucaHue

Min Particle Size | 3agaet HaMMeHbLWI UK HAUBONbLLWI pa3mep YacTul, (Hesa-
u Max Particle BWCUMO OT iPYrMx napameTpoB), BblipaxKEHHbIVM B BUAE 00U
Size OT pa3mMepa obnacTtv npocmoTpa. O6paTnutTe BHUMaHue, 4To
3Ta HaCTpOMKa NPUMEHSAETCS TOSIbKO TOrAa, Korja CBOMCTBY
Rendering Mode npucsoeHo 3Ha4eHue Billboard

Render OnpegenseT, BbIPOBHEHbI /1M HYaCTULbI C KAMEPOKW, MMPOM, CBO-
Alignment UMUK COBCTBEHHBIMW NPEOOPa30BaHUAMU UIKN MPAMbIM MOOXKe-
HWUM Kamepbl (nonesHo ang VR)

Pivot OnpegenseT Nonb30BaTeNbCKYO TOYKY NOBOPOTa A1 HacTUL,

Masking OnpepenseT, B3anMOAENCTBYIOT 1M YacTuLbl ¢ 2D-MacKom

Custom Vertex B coyeTtaHuun c mogynem Custom Data onpepensier, kakue

Stream CBOMCTBa CUCTEMbBI HYacTuUL, NepeaatoTcs B N0Sib30BaTENbCKUE
wengepsl

Cast Shadows Onpegenset, oT6pacbIBatoT /M HacTULLbl TEHb

Receive OnpepenseT, NagaeT /v TeHb APYrUX O6BEKTOB Ha YacTULbl

Shadows

Motion Vectors Onpegensert, 6yayT M YacTULbl UCNOIb30BaTb BEKTOPLI ABUMKE-
HUSA AN oTo6parkeHus. lNoKa ocTaBbTe 3TO0 CBOWCTBO MO yMoONn4a-
HUIO

Sorting Layer PaspelsaeT yactuuam 6bITb OTCOPTUPOBAHHBLIMU C UCMOMb30Ba-

u Order in Layer HWEM CUCTEMbI COPTUPOBKM CNPaNTOB CNOSA

Light and Pa3zpewaet yactuuam pabotaTtb C 30HAaMW CBETA U OTPAXKEHUS-
Reflection MW (ECNTM OHU CYLLECTBYIOT)
Probes

PepaxkTop Curves Editor

Heckosbko 3Haue€HUY B IIePeUNC/IeHHBIX BBIIIEe MOZY/IAX MOTYT 3a/jaBaThCsA KOHCTAHTOU
WM KpUBOH. C KOHCTaHTOM Bce IOHATHO: BhI 33/laeTe KOHKPETHOe 3HaueHue. A ey
TpebyeTcs, YTOOBI 3HaUYeHNe U3MEHSIOCh B T€YeHHE ONIpeJe/IEHHOTO IIEPHOA BpEMEHU?
Y BOT TYT IpUroAATCA KpUBble. OTa GYHKINA IPeJOCTaBIAeT OUeHb TOUHBIN YPOBEHD
KOHTPOJIA HaJ, TOBeZieHreM 3HavdeHus1. Pegaktop Curves Editor HaxoguTcs B HIDKHEH
yacTu na"enu Inspector (puc. 16.7). Bo3aM0O)XXHO, BaM IPUJETCA TPOKPYTUTD IIAHEb
BHUS.
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v/ Force over Lifetime
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Color over Lifetime
Color by Speed ‘;

Particle System Curves

Puc. 16.7. Pegaktop Curves Editor Ha naHenu Inspector

HaszBaHue KpuBoii MoKeT ObITh JI0ObIM. Ha puc. 16.7 oka3aHO 3HAUE€HUE CHJIBL, TIPU-
JIOXKEHHOM BA0/b ocu X B Mozyiie Force over Lifetime. /lnamna3oH 3aziaeT MUHUMAJIb-
Hble ¥ MaKCUMaJIbHbIE OCTYITHbIE 3HaUYeHUsA. OH MOXET ObITh U3MeHEH B GOMBIIYIO WU
MEHBIIyI0 CTOPOHY. KprBas — 2To, II0 CyTH, 3allKich 3HaUYeHUH B pa3Hble MOMEHTHI Bpe-
MeHH, IIPU STOM MOXKHO HAaCTPOUTh HECKOJIBKO OCHOBHBIX GOPM KPUBOM.

KpuBas MOXKeT miepeMenaThCs B TF0O0U U3 KITFOUEBIX TOUeK. [10 yMOTUYaHUIO UX yCTa-
HOBJIEHO /[BE: OJ[HA B HavaJie ¥ OHa B KOHIIE. Bbl MOXKeTe 106aBUTh HOBYIO KTFOUEBYIO
TOYKY B JTF0O6OM MecTe KPHUBOW, IEJKHYB IPaBO¥ KHOIKOW MBIITU U BEIGPAB KOMaHAY
Add Key Point v BBl IIETKHYB MBIIIBIO 10 KPUBOM.

BbI MOXKeTe pa3BepHYTh OKHO pefjakTopa, HaXkaB KHoIlKy Open Editor B mpaBoM Bepx-
HeM yIJIy KoMrioHeHTa Particle System wiu 1meKHYB MpaBOi KHOIIKOUW MBIIIH TI0 CTPO-
Ke 3arosoBKa pezakropa Curves Editor.

MPAKTURKYM

Y106kl NO3HAaKOMUTLCS ¢ peaakTopoM Curves Editor, B 3ToM ynpaxKHeHUn Mbl 6yaem
M3MEHATb pa3Mep UCMyCKaeMbIX YacTUL, B NPOLOSIKEHWE OLHOMO LIMKIa CUCTEMbI HYaCTUL,.
BbinonHute cnegyoume aencTams.

HUcnonb3oBanue peapakropa Curves Editor
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1. Co3panTe HOBbIM MPOEKT UK cLeHy. Jo6aBbTe CUCTEMY YaCTHL, U YCTAHOBUTE ee
B NMo3uuuio ¢ koopanHatamu (0, O, O).

2. B pacKpbiBatloLleMcs CrUCKe psaaom co cBorcTBoM Start Size BbiGepuTe NyHKT
Curve.

3. CmeHuTe gnanasoH Kpueok ¢ 1,0 Ha 2,0, UBMEHUB 3HaYeHWE B BEPXHEM JIEBOM Yrily
penaktopa Curves Editor.

4. LlllenkHuTe NpaBOM KHOMKOMW MbILIKX MO KPMBOW MPUOBAUSUTENIBHO B CEPEAMHE
1 [o6aBbTe KIOYEBYIO TOUKY. Tenepb nepetalimTe HavanbHY U KOHEYHYIO TOYKM
KpuBow B nosuumio O (puc. 16.8). O6patuTe BHUMAHUE, YTO pa3Mep YacTuL, U3MeHS-
eTcs B TedeHue 5 ceKyHa.

Particle System Curves

Puc. 16.8. HacTpoiKku KpMBOKM pa3mepa

Pe3iome

B 3TOM yace MbI M3y4HIN OCHOBBI YaCTHIL ¥ cucTeM dacTul] B Unity. MBI Takke y3HaIH
0 MHOTHX MOZYJIAX, BXOAAIIUX B CUCTEMBI YacTHIl B Unity. B KoHIle yaca MbI O3HaKOMH-
Jmch ¢ paboToii pesakropa Curves Editor.

Bonpocbl ¥ oTBEeTbI

Bonpoc: MoryT m cuctembl YacTUL, HeraTUBHO CKa3biBaTbCA Ha MPOU3BOAUTENBHOCTU?

OTBeT: 3aBUCHT OT HacCTpOoeK, KoTopble Bbl 3agaauTe. 1o onbITy, UCMONb30BaTb CUCTE-
Mbl HaCTULL HY>XHO TOJIbKO B C/iy4ae, €C/1In OHU HECYT onpeaeneHHyo LeHHOCTb.
Cuctembl YacTmy, MoryTt OblTb O4€Hb KPACKUBbLIMK, HO HE nepeycepACTByVlTe.
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Cemuuap

YaenuTe HEKOTOPOE BpeMst IPopabOoTKe IIPUBEAEHHBIX HIKE BOIIPOCOB, YTOObI YOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHaJl.

KOHTpPOABHBbIE BONPOCHI

1. Kak HasbiBatoTcs 2D-n3o6parkeHust, KOTOpbIe BCer/a HampaBIeHb! B KaMepy?
2. Kax pasBepHyTb OKHO peZlaKTopa 4acTHUIL?
3. Kakoil Mozymb ompeziesiieT OTPUCOBKY YaCTHUIIBI?

4. BepHo wiu HeT: pegakTop Curves Editor ucrosnb3ayercs 41 co31aHUA KPUBBIX
U3MeHEeHUA 3Ha4eHUH BO BpeMeHHU.

OTBeThI
1. Bunbopz.

2. HaxxmuTe kHoKy Open Editor B BepxHeli yacTu KoMrnoHeHTa Particle System
Ha nna"esnu Inspector.

3. Mogynb Renderer.

4. BepHo.

YnpaxHeHue

B 3TOM yIipa’KHEHUH MbI HOIKCIIEPUMEHTHUPYEM C HEKOTOPBIMU KPYTHIMU dbdeKTamMu
YaCTHII, TIPEAOCTAB/IIEMBIMY B KaUueCTBe CTaHAAPTHBIX TakeToB B Unity. BeI cMoXKeTe momnpak-
THUKOBAaThCA C CYILIeCTBYIOIINME 3¢ deKTaMu U co3aThb cOOCTBEHHBIE. [[paBUIBHOTO pelire-
HUA Y YIIPQXKHEHNA HET; CJIeyiTe HMHCTPYKUMAM U UCIIOMb3yITe CBOe BOOOpaKEHNE.

1. imnopTupyiite naket 3¢ppeKToB YacTull, BeIOpaB koMaHay Assets = Import
Package = ParticleSystems. He 3a0yzibTe OCTaBUTh BCE acCEThl BRIOPAaHHBIMU
Y HOKMUTE KHONKY Import.

2. IlepeiiguTe B manky Assets\Standard Assets\ParticleSystems\Prefabs. [lepeTamute
npedabsr FireComplex 1 Smoke Ha nmanesns Hierarchy. [ToskcnepuMeHTUpYiiTE
C MO3UIIMOHUPOBAaHNEM U HACTPOUKOH 3TX 3¢ dekToB. Haxkmure kHOnKy Play,
YTOOBI YBUZETD, UTO MTOTYIUTCA.

3. IIpozmomkaiTe S9KCIIepUMEHTHPOBATH C OCTATBHBIMU UMEIOIUMUc dddexTaMmu
YyacTul] (TOYHO CTOUT MPOBEPUTH B3PHIB U (eiiepBepK).
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4. Temepb, KOTZa BBl YBUAEH, HA YTO CTIOCOOHBI YaCTHIIBI, IOMPOOYITE CO3aTh
YTO-TO cBOe. VcnbITaliTe pa3iudyHble MOAY/IN U IpUAYMaiiTe cOGCTBEHHBIE TI0JIb-
30BaTeNbCKUEe 3GPEKTHI.




17-U YAC
AHMMauuna

YT1o Bbl y3HaeTe B 3TOM yace

» Tpe6oBaHuA, NpeabaBASeMble K aHumaLmm
» Pa3nuyHble TUMNbl aHMMaLnmn

» Kak cosgaBatb aHMMauuio B Unity

B aTOM Yace BHI y3HaeTe 06 anuManuu B Unity. MBI HAYHEM C U3YY€HUA TOTO, UYTO TAKOE
aHUMAIUA U 9TO TpebyeTcs A1 ee paboThl. Jlasee Mbl paCCMOTPUM Pa3TUYHbIE BUABI
aHMMaluil. 3aTeM Bbl y3HaeTe, KaK CO37laBaTh COOCTBEHHBIE aHUMAIIUY C TOMOIIBIO
UHCTpyMeHTOB Unity.

OCHOBbLI aHMMaAUUHU

AHUMAUUs — 3TO TOTOBBIN HAGOP BU3yaJIbHBIX ABWKEHUN. B 2D-urpax aHuMarus mpe/-
cTaBJsieT cO60¥ HECKOIBKO TIOC/IeZI0BATENBHO TOKA3bIBAEMBIX U300PaXKEHNU, KOTOPHIE
OBICTPO CMEHAIOTCS, CO3/laBasti BUAUMOCTD ABKEHUs (KaK B KHWKKe, I7le Ha KayKJoMu
CTpaHUYKE HAPUCOBAH OTAEIbHBIN KaJp). AHUManys B 3D-MUpe CHIBHO OT/IMYAeT-

cs1. B 3D-urpax MOXKHO MCITOSIb30BATh MOJEIH /IS TIPe/ICTaBIeH s UTPOBBIX O6HEKTOB,
HO BBI HE MOXKETE IIPOCTO TIEPEKTI0YAThC MEXKIY HUMH, YTOOBI CO3ZIaTh WUTIO3UIO JBH-
JKEHUsA. BMeCTO 3TOro HY)KHO TIepeMeNaTh YaCTH MOJENH, a 3/IeCh HEOOXOAUMBI CKe-
JieT v aHuManysA. KpoMe TOro, aHMMAaIUI0 MOXKHO TaKXKe PACCMAaTPUBATh KaK «aBTOMa-
TUKY», TO €CTb BbI MOKETE MCIIOIb30BaTh €€ /IJIT aBTOMAaTU3aI[UY U3MEeHEHUs CBOUCTB
00BEKTOB, TAKWX KaK pasMep Ko/UlaiiiepoB, 3HaUeHUs TeEpeMEeHHBIX B CKPUTITaX WK
JlaXke IIBeT MaTepHuasoB.

Ckener

CoszaHue CJIOKHBIX aHUMUPOBAHHBIX IEHCTBUM, TAKUX KaK X0Ab0a, HEBO3MOXKHO (WTH
HEBEPOSATHO CIOXKHO) 6e3 ckeseta. Eciu HeT ckesleTa, KOMIbIOTED He OyZeT 3HaTh,
KaKye 4acTU MOZEeNU JAOJDKHBI IBUTAaThCA U B KaKyl0 CTOPOHY OHHM MOL'YT, a B KaKyo
HeT. CkeJsiem MoOdesiu — 3TO IPUMEPHO TO e caMoe, UTO U YeTOBEYECKUH CKeleT
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(puc. 17.1), — OH ompeaessieT JKeCTKUe YacTu Mogenu (kocmu), a TakKe Te, KOTOphle

MOTyT HU3rU6aThCSI — COUIeHeHUS.

CouneHeHuA

Koctn

Puc. 17.1. Npumep cKeneta

Koctu u cowieHeHUs onpesenaioT GU3NIecKyio CTPYKTYpy Mozey. IMeHHO oHa
HCIOJIb3YyeTCA I aHUMUPOBAaHUA Mozenu. CTOUT OTMETHUTB, YTo 1A 2D-aHuManuy,
MIPOCTOM aHUMAIIUY ¥ aHUMAI[UHU IPOCTHIX OO'BEKTOB He TPeOyeTCs CIOXKHBIX CKETETOB.

AHMmauuna

Ecnu y Moziesut ecThb ckeseT (WIN HET, B CIydae IPOCTOM aHUMAalU), OHa MOXKET OBbITh
aHMMUpoBaHa. Ha TexHU4YecKoM ypoBHe, aHUMAalUsA IpeZcTaBiieT coboii Bcero JUIIb
IPYIITy UHCTPYKLUH U CBOMCTBA WK CKeJleTa. DTU MHCTPYKIIMY BOCIIPOU3BOJSATCS
KaK BUJEOPOJIUK. VX 1axke MOXKHO CTaBUTbH Ha I1ay3y, IPOIyCKATh U BOCIIPOU3BOAUTH
B o6paTHOM Topszke. KpoMe Toro, nMest MOAXOASALIMI CKEET, BB CMOXKETE U3MEHUTD
JIeHiCTBYE MOZIeJTU ITyTeM U3MeHEHUA aHuMaIuu. V1 camoe KpyToe 3/IeCh TO, YTO €C/IU
y Bac ecTb /iBe COBepIlIeHHO pa3Hble MOJEN C OANHAKOBBIM CKeJIeTOM (XOTs IOZA0H-
JleT ¥ Ipyrol, Ho OX0XKMH, KaK BbI y3HaeTe B yace 18), BbI MOXKeTe IIPUMEHUTH OFHY
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U Ty ’Ke aHUMaIuio K 06enm. TakuM 06pa3oM, OpK, YelTOBeK, TUTAHT U 060POTEHD
MOTYT, HallpuMep, TaHI[eBaTh OJJUH U TOT e TaHell.

MPUMEYAHUE

Hy>xHbl Av 3D-XYAO)KHUKH

CtpalwHas npaBaa o 3D-aHUMaLMK 3aKI04aEeTCa B TOM, YTO 66/bluas YacTb paboTbl
BbinonHsaeTcs He B Unity. CTporo roBops, MogenMpoBaHue, TEKCTYPUpoBaHUe, CKeNeThl

M aHMMaLMs co3[atoTcs OTAENbHbIMU CneuranucTamm, UMeHyeMbiMu 3D-Xy10KHUKaMH,

B TaKUx nporpammax, Kak Blender, Maya 1 3ds Max. Takas pa6oTta TpebyeT cepbe3Hbix
HaBbIKOB M MPAKTUKK U B 3TOM KHUIe He paccMaTpuBaeTcsl. 3aTo Bbl y3HaeTe, Kak genatb
MHTEPaKTUBHble 06beKTbI B Unity, MCNonb3ys yxKe rotoBble acceTbl. [ToMHUTE, YTO co3aa-
HWe Urpbl — 3TO HEYTO 6osblUee, HEM NPOCTO COEAMHEHME KaKMUX-TO KYCOYKOB. Bbl MOXeTe
€03A4aTb Urpy, HO TONIbKO XYAOXKHUKU NpUAaayT ev KpacuBbin Bua!

TUNbI aHUMAUUMU

BbI y)ke HEMHOTO y3HaIM 00 aHUMAIUH, CKeJIeTaX ¥ aBTOMAaTHU3anuy. DTH TEPMUHbI
II0Ka MaJjio 0 YeM BaM I'OBOPAT, HO CKOPO BBl Y3HaeTe, KaK OHU peausyloTcsa BMecTe

Y 9YTO UMEHHO BaM HYXXHO JJIA TOTO, YTOOBI MCIIOIB30BaTh aHUMAI[HUIO B Urpe. B aToM
pasziesie MBI paCCMOTPHM Pa3JIHYHble BUBI aHUMAIIUH, BBl pa3bepeTech, Kak Bce pabo-
TaeT, U CMOXKeTe HayaThb CO3/laBaTh YTO-TO CBOE.

2D-anumaumn

B HeKoTOpOM cMBIcIe 2D-aHUManuy — IpocTeHui TuIl. Kak o6bACHANIOCH paHee

B 9TOM 4Yace, OHU OYeHb IIOXOXU Ha IlepeIUCTEIBAHNe CTPAHUI] OJIOKHOTA € KaZ[paMu
(w1tu Ha MyNBTOWIBM WK Jaxke KUHOGWIbM). CyTh 2D-aHUMAIUX B TOM, 4TO n300pa-
YKEHUA TTOABJIAIOTCA B ITOC/IE0BATEIFHOM MOPAJKE B OUYeHb OBICTPOM TeMIIe, Co3ZaBast
WUIIO3UIO IBYKEHUA.

HacrtpouTs 2D-aHnMaruio B Unity O4eHb JIETKO, @ BOT MOAUPUIINPOBATD €€ BIIOCTE-
CTBUU ropaszio cioxHee. [IpryuHa 3aKJII0YaeTCs B TOM, UTO s paboThl 2D-aHUMAaI|
TpebytoTcs rpadudeckre acceTsl (0ToOpakaeMble H300pakeHus). [ BHECEHN U3Me-
HEHUI B aHUMaIHIo BaM (WK XyZOXKHUKY) IPUAETCA peJaKTUPOBATh UCXOHbIE H30-
OpaKeHUS B COOTBETCTBYIOLIUX MporpaMmMax, Harnpumep Photoshop mau Gimp. BHocuTb
M3MEHEHUs B caMU U300pakeHus1 cpegcTBamu Unity HeJb3sl.
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MPAKTUKYM

Hape3ka AuCTa cnpalToB AN aHUMaLUKU

B 3TOM ynpaxKHeHWn Mbl MOArOTOBUM IUCT CIPaAMTOB A/1s CO34aHusa aHnmaLumn. HoBbIM npo-
€KT ByeT UCMNOIb30BaThCs Aanee, TaK YTo He 3abyabTe COXpaHWUTb ero. BeimonHuTe cnenyto-
Lne AeENCTBUS.

1.
2.

Cosgante HOBbIN 2D-NpoeKT.

MmnopTtupynTte n3 naketa 2D-acceToB n3o6paxeHne RobotBoyRunSprite.
png (M306parkeHne y>ke roToBoe — 3TO aHMMUPOBaHHbIW NepcoHax n3 2D-ac-
CeTOB, U Mbl 3alMeMcs ero uccregoBaHnem). Bol MoxeTe caenatb 310, Bbi6pas
KomaHay Assets = Import Package = 2D v mMnopTtMpoBaTh TO/IbKO acCeT
RobotBoyRunSprite.png (puc. 17.2). Kpome Toro, Bbl MOXeETE HalUTU acceT
RobotBoyRunSprite.png cpean dannos npumepos Ans yaca 17.

File Edit | Assets GemeObject Component Window Help

@3 Project.

Create > beal | » 1 p G Collab ~ | [ ] [Account -
Show in Explorer B 0 inspecior |

Open - | Giamos - | (Al
Delete

Open Scene Additive
Import New Asset...

Import Package > Custom Package...

Find Ref i i Materials [
ind References In Scene Cameras w PhysicsMaterials
Select Dependencies Tt i Prefabs
& scripts
Refresh CrleR CrossPlatforminput G sprites

Reimport Effects L jmiBackgroundGreyGridsprite.png
() lmiBackgroundNavyGridSprite png
[ |i[CratePinkGridSprita.png
[ siPlatformWhite Sprite.png
g I RobotB oyCrouchSprite:

Environment
ParticleSystems
Prototyping
Run API Updater.. Utiity

Vehicles

Reimport All

Extract From Prefab

EEEEEEEEEEERERE

Open C# Project obotb oyJu

| create - T L) imiRobotBoyRollSprite.ong
vy &vames Assets 1% I RiabotBovRuNSprite.pna e
All Materials "m'—|
(©\ All Models This foldert [import |
©) All Prefabs
©L All Seripts M

Puc. 17.2. UmnopT nncTta cnpantos

St
4.

Bbi6epuTe nmnoptupoBaHHbin Gann RobotBoyRunSprite.png Ha naHenu Project.

Ha naHenu Inspector 3apavite cBoncTBy Sprite Mode 3HaveHne Multiple, a 3atem
HaxXmuTe KHomKy Sprite Editor. B BepxHeM IeBOM yriy pefakrtopa HaXXMUTe KHOM-
Ky Slice, a 3atem Bbi6epute Tun Hapeskun Grid by Cell Size. 06paTnte BHUMaHue
Ha pa3mMepsbl CETKU (puc. 17.3).
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Sprite Editor 1
Sprite Editor +| Slice 2| Trim | Revert

Type

Pixel Size
Offset
Padding
Pivot

Custom Pivot

Puc. 17.3. Hape3Ka n1cTa cnpanTtos

5. 3akpouTe peaakTop Sprite Editor.

Ter[epb, Korza y Bac €CTb Ha60p CHpafITOB, BbI MOXETE IIPEBPATUTh X B aHUMalHIo0.

MPUMEYAHUE

U3o6peTtaem Koneco... ewie pas

B aTom yace mMbl 6ygeM Mcnosb30BaTb MaTepmanbl M3 NnakeTa 2D-acceToB. Bbl, BO3MOXHO,
3aMETW/IN, YTO 3TU acCeThl yKe aHUMMPOBaHbI, TO ECTb Bbl NOBTOPSiETE PaGoTy, NpoaenaH-

Hyto paHee. bnarogaps aToMy Bbl MOXeTe yBUAETb pedyNbTaTbl paboTbl, KOTopas noTpebo-
Banach A4/19 CO3/laH1s aHUMaLlMK 3TUX NepcoHarken. bonee Toro, Bbl MOXXETe UCcCcneaoBaTb

roToBble acceTbl B NakeTe 2D-acceToB, YTOOb! BbICHUTb, KAK OHWM paboTaloT, U y3HaTb, Kak
Ha MX OCHOBE MOXHO pellaTb 60/1ee CNOoXKHbIEe 3aAaqMu.

Co3paHMe aHMMauuu

BBI y2Ke TOATOTOBWIN acCeThI, ¥ TeNeph IIopa MPEeBPATUTh UX B aHUMAaIUu. CyIiecTBy-
eT /IBa IyTH JOCTUKEHUS STOHN 1[I — IIPOCTOU U CJI0XKHBIHN. CI0KHBIH oZpasyMe-
BaeT co3/laHre aHUMHUPOBAHHOTO aCCeTa C yKa3aHUEM CBOMCTB PeHJEPUHTA CIIpaiiTa,
nobaBieHueM KJIIOUEBBIX KaZPOB, a TAK)Ke HACTPOUKMU 3HaYeHHH. [T0CKOIBKY BB ITOKa
He HayYWINCh TAaKOMY (XOTs B CJIeAyIOlIeM paszesie I0HAeM U [0 3TOr0), aBaiiTe Bbibe-
peM npocToi myTh. B Unity peasn3oBaH MOIIHBIN aBTOMAaTHU3UPOBAHHBIN MTPOLIECC /IS
CO3/1aHUSA aHUMAIUN, KOTOPBIM MBI M BOCITOJIb3YEMCH.
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MPAKTUKYM

Co3paHue aHMMauum
BbinonHute cneaywoume ,EleﬂCTBVIFI, 4TOObI c0o34aTb aHMMaLUUIO.

1. OTKpoWTe NPOEKT, CO3AaHHbIN B NpaKTMKyMe «<Hapeska nncta cnpanToB Ans aHuMa-

LK.

Hangute accet RobotBoyRunSprite Ha naHenu Project. PazBepHuTe cnpawT (LesK-
HYB MbILLbIO MO MasEHbKOWM CTPESIKe crpaBa OT crpaiTa), YTo6bl YBUAETb BCE KaApbl.

Bbi6epuTe BCe cnpanTbl U3 3TOr0 JIMCTa, LENKHYB Mo NepBOMY, a 3aTeM Mo nocnes-

HeMy CnpanTy, HaxkaB 1 yaepxuBas Knasuuly Shift. 3atem nepetaumTe BCce Kaapbl

Ha cueHy (nnu Ha naHenb Hierarchy, HeBaxkHO) (puc. 17.4).

HoBble acceTbl

File Edit Assets Game

ct_Component Window Help

$ | S = G ,7';-;‘; Pt | @iocat ] [ coted < e M accoure.~ M Levers = N pearsonzc- )}
[ = Hierarchy | Aem| # | O Inspector | am|

 Scene

Shaded Al

Gizmos ~

T

RobotBoyRuno0
ag [(Untagged

(] static ¥
Layer [Defavic 1)

Y. Transform
Position
Rotation
Scale

x[-2.982 |¥[-0.653 |2[0
x[0 Yo z[o
X1 Y[t

v @20

s
Sprite |[:iRobotBoyRun00
Color X
Flip Ox0Oy
Material [0 Sprites-Default °
Draw Mode (smple %)
Sorting Layer Defaue E—
OrderinLayer [0
Mask Interaction [Mone ¢]
¥ 5% ¥ Animator [WE
Controller & RobotBoyRun00 o
@ Project | Oconsole Avatar [None (Avatar) o
| create - Apply Root Motion [
avorites | update Mode Hormal 0
All Materials *| Culling Mode [ Always Anis D
Al Models Clip Count: 1 -
All Prefabs Cufves Pos: 0 Quats O Euler: 0 Scales 0 Muscles: 0
Scripts 1) Generic: 0 PPer: 1
1) Curves Count: 1 Constant: 0 (0.0%) Denze: 0
- perems RabotBel " [RobotSso) | IReketBoL (0.0%) Stream: 1 (100.0%)
& Scenes
¥ (& Standard Assets Sprites-Default

» Shader [ Sprites/Defauic

@

Add Component

Puc. 17.4. Co3aaHue aHnMMaumm

4. Ecnv nosBuTCA AManoroBoe OKHO Save as, yKaXuTe UMS U pacrosioXKeHne ans
HOBOWM aHMMaLMK. Ecnu aToro He MPOM30MAET, B TOM e nanke, rae Haxoauncs UCT
cnpanTtos, 6yaeT co3aaHo ABa HOBbIX acceTa. B nto6om cnyyae, nporpamma Unity
aBTOMaTUYECKMU BbINMOAHMUT NPOLIECC CO3AaHNA aHMMUPOBAHHOIO NEPCOHaXa Ha cue-
He. [lBa HOBbIX acceTa (animation 1 Animator controller) 6yayT paccMoTpeHbl 6051ee

noapo6Ho B Yace 18.

3anycTuTe CueHy, 1 Bbl YBUAUTE, KAK aHUMUPOBaHHbIM PO6OT LWaraet B NPOCTPaH-

ctBe. Ha naHenu Inspector paccmoTpute cBOMCTBO Sprite KomnoHeHTa Sprite

Renderer, B KOTOPOM MPOKPYYMBAIOTCA Kapbl aHUMALIUH.

Bort u Bce! Co3zaTe 2D-aHuMaIyo, OKa3bIlBaeTCsA, IPOLIe IIPOCTOTrO.
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MPUMEYHAHUE

BboAbLIe aHUMaUUuM

Tenepb Bbl 3HaeTe, Kak co3faTb oaHy 2D-aHMMaumio. A KaK 6biTb, €C/IY BaM HYXKHO
HECKO/IbKO aHUMaLuMi (Hanpumep, 419 xoab6bbl, 6era, NOKos, NPbIXKKOB U TaK Aanee), pabo-
Talowux BMecTe? K cyacTbio, U3y4eHHbIe BaMU OCHOBbI MPUMEHMMbI U 418 601ee CMOXHbIX
CKpUNTOB. HO 4TO6bI aHMMaLMK paboTanu COBMECTHO, HYXXHO 6onee rnyboKoe noHMMaHue
cucTeMbl aHMMaumm B Unity. Mbl noapo6HO n3yy4nm aty Temy B Hace 18, rae 6yaem nucnonb-
30BaTb UMMNOPTUPOBaHHyO 3D-aHnmaumio. [oMHWTE, YTO BE3AE, e Bbl MOXETE UCMOSIb-
30BaTb 3D-aHUMaLMIO, Bbl TAKXKEe MOXETE UCMONb30BaTh IIO6OM APYron TUM aHnMauuu.
Takum 06pas3om, Uaeu, KoTopble Bbl Y3HAeTe B Yace 18, B TOW MW MHOW CTEMEHU MPUMEHMU-
Mbl K 2D- 1 Nonb30BaTeNbCKOM aHMMaLUAM.

“HCprMeHTbI aHUMMauum

[Tporpamma Unity COAEPIKUT MHOXKECTBO HHCTPYMEHTOB, KOTOPBIE BBl MOJKETE HUCIIOJb-
30BaTh /I CO3JIaHUS U U3MEHEHUsI aHUMAI[UK, HE TOKU/As OKHO PeiakTopa. Bhl yike
MIPUMEHSUTH UX, KOorzia paboTanu Hajl 2D-aHuMalield, U Telepb HACTano BpeMs 6osee
IIyOOKO U3YUUTH ITY TEMY.

Manenb Animation

YTO6BI UCIIOIB30BATh MHCTPYMEHTHI aHUMAaIMH B Unity, He0GXOANMO OTKPBITh TaHeIb Anima-
tion. DTo MOXKHO cZlenaTh, BhOpaB koMaHy Window = Animation (He myTaiTe ¢ KOMIIOHEH-
ToM Animator). Bel yBUIiTE HOBYIO [TaHEJIb: €€ pa3Mep MOXKHO U3MEHHTB, a ee CaMy — pa3-
MeCTHTh B NIABHOM OKHe Tporpamms! Unity. Kak npaBuio, yzo6Hee 3aKpelnTh 3Ty MaHeb
TaK, YTOOBI MOXKHO OBUIO HCIIONIB30BATh €€ BMECTe C OCTAIBHBIMU 37IeMEeHTaMH YIIPaB/IeHHUsA
nporpammsl. Ha puc. 17.5 nokazaHa naHesns Animation 1 ee a/ieMeHTbI YIIpaBIeHUA.

Pexxum CoiicTBa
npeanpocMoTpa YactoTa Kagpos  on3yHok TamnaiH KntoueBble Kaapbl

3anucb | Tekywmn kagp

4 =
| Preview | @ | M4 | 14 | [
| Robot Run < pamples 12| 04 | D |

v Kgl!obotﬂoykunoo : Sprite. °

T Add Property ]

j Dopesheet,

Curves |

PackpbiBatowminca
CMUCOK aHMMaLMiA —— PeXX1um npocmoTpa aHMmaumum

Puc. 17.5. MaHenb Animation
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O6partuTe BHUMaHUe, YTO Ha PUCYHKe MOKa3aHa 2D-aHuManusa U3 IpebIAyIIero
ynpaxkuenus. [lompobyiite pazobpaTbes, kak Unity UCITOMb3YeT CIIPAThI, KOTOPbIE MBI
MepeTalIN Ha CIieHy, YTOOBI cO3aTh aHUMaIu. B Tabsuie 17.1 nepeyncieHbl HEKO-
TOpbIe U3 Hauboiee BaXKHBIX KOMIIOHEHTOB TTaHeu Animation.

TABA. 17.1. BaXHble anemMmeHTbl naHenu Animation

KomnoHeHT

OnucaHue

CBoiicTBa

CnMCOK CBOMCTB KOMMOHEHTa, U3MEHSAEMbIX 3TOM aHUMaLIU-
en. PasBepHyB CBOWCTBO, Bbl yBnauTE €ro 3Ha4eHme B 3aBu-
CUMOCTHU OT MNMOJIOXKEHUA NONI3YHKa Ha TanMnanHe

YacTtota Kagpos

KonnyectBo BOCNPOU3BOANMbIX KaApOB aHMMaLm1 B CeKyHay

TanmnanH

BuayanbHoe npeactaBnieHne M3MeHEHUS CBOMCTB C TEYEHWEM
BpemMeHu. TamnanH no3BonseT 3a4aTb, Koraa 6yaet uame-
HATbCS TO UN MHOE CBOMCTBO

KniouyeBbie Kagpbl

Oco6ble TOYKM Ha TanMnanHe. KnioyeBon Kagp No3Bons-

€T yKasaTb }KefaeMoe 3Ha4eHne CBOMCTBA B KOHKPETHbIN
MOMEHT BpeMeHU. OBbl4HblE Kaapbl (KOTOpble He OTOBparka-
toTCSl), TAKXKE coflepyKaT 3HaYeHUs, HO Bbl HE MOXKETE Hanps-
MYIO YNpaBasiTb UMK

No6GaBuTb
K/IIOYeBOM Kaap

KHonKa, KoTopas No3BoNSET A06aBUTb KIHOYEBOW Kaap
Ha TaMManH ans BbIGPAHHOIo CBOWCTBA B MOMOXKEHMM NOS-
3yHKa

Mon3yHok

KpacHasi nMHUs, N03BONSET BbiOpaTb MO3ULMIO Ha LKane
BPEMEHM, B KOTOPOW HYKHO BHECTU U3MEHEHMUS.
(MpumevaHue: ecnun pexxmm 3anucu BblKIOYEH, NOA3YHOK
CTaHOBMTCS 6€eNbiM)

Tekywiui Kaap

Kagp, Ha KOTOPOM HaXoAMTCS MON3YHOK

MpeanpocmoTp

MepekntoyaTenb, KOTOPbIM NO3BONASET NPOCMaTPUBaTb aHU-
mMaumio. OH BKIOYaETCs aBTOMaTUYECKH, ECNIM Bbl BOCNIPOU3-
BOAMTE aHMMaLMIO C UCNOSIb30BAHWEM 3/IEMEHTOB BOCMPOU3-
BeJeHusa Ha naHenn Animation

Pexum 3anucu

MepekntoyaTenb, NO3BOAAOLMA BKIOYNUTb/BbIKTIOYUTD
pexum 3anucu. B pexxnme 3anucu nobble U3MeEHe-
HUS BbIOPAHHOIro 06bEKTa OTPaXKaoTCA Ha aHMMaL WK,
Mcnonb3ynTe ero ¢ 0CTOPOXKHOCTbIO!

PacKpbiBalowmiica
CMUCOK aHUMaL Ui

MeHI0, KOTOPOE NO3BOAET NEPEKIIOYATLCH MEXKIY Pa3ny-
HbIMW @aHUMaLMAMU, NPUBA3AHHBIMK K BbIGPAHHOMY OGBLEKTY,
a TaKXKe co3aaBaTb HOBbIe aHWMaLMOHHbIE KWMbl
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Hagetoch, aTa maHesb Aajia BaM 6osiee IyGOKOe MpeCTaBlIeHNEe O TOM, Kak paboTaeT
2D-anumarnus. Ha puc. 17.5 BuzHO, uTo 6blTa CO3ZIaHa aHUMAIKsA o Ha3BaHueM Robot
Run. OHa umeeT cKOpoCTh BocpousBeZieHUs 12 KaZipoB B ceKyHAY. Kaxkap1il kagp aHu-
MalliH COAEPKUT KII0OYEBOH KaJip, B KOTOPOM MEHSETCS M300paKeHHUeE /Jisi CBOHCTBA
Sprite kommoHeHTa Sprite Renderer, TeM caMbIM U3MeHssI BHENTHUI BU/I IEPCOHAKA.
Bce 3T0 (M MHOTOE IPYTOE) ZIETAETCS aBTOMATHIECKU.

Co3paHMe aHMMauuM

Terepb, KOr/a BbI IO3HAKOMIUIUCEH C MHCTPYMEHTAMH aHMMAIMHY, IOPa BOCIIOIb30BATh-
cs1 uMu. [Iporiecc co3qaHus aHUMAaLUY BKIIOUAET B cebs pa3MeleHre KITI0UeBbIX KaJIpoB,
a 3aTeM oIpe/ie/ieHre 3HaYeHn U1 HUX. 3HaYeHUs KaZpoB MeX/y BCEMU KTI0UeBbIMU
KaZlpaM{ pacCYUTHIBAIOTCSA aBTOMATHYECKU U3 COOOpaKeHUI IUTAaBHOT'O TIepexoia MexXay
HUMH, HaIIpUMeP, YTOObI OOBEKT IIOAIPHITUBa. BB MOXKETe JIETKO CAeNaTh 3TO, U3MEHsA
peobpa3oBaHust 0OBEKTA C TIOMOIIBIO TPEX KIIFOUEBBIX KaZpOB. [1epBrIii OyeT UMEeTh
«HU3KOEe» 3HaYEHHE 110 OCU Y, BTOPOU — «BBICOKOE», & TPETHI — TAKOE JKe «HU3KOE», UTO
Y IepBBIi. B pe3ynbraTe 00beKT OyZeT MOANPHIrMBaTh BBEPX-BHU3. HO 9TO Bee ciioBa —
ZlaBaiiTe BBIMOJIHUM yTIpayKHEHUE, YTOOHI TOTYIUTh JTydlllee TIPeACTaBIeHIe O ITpollecce.

MPAKTUKYM

B aTOM ynpaxHeHuu Mbl Monpo6yem BpallaTb 06bLEKT. B KayecTBe npumepa Bo3bMeM
Ky6, XOTSl TAKYl0 aHUMALIMIO JIETKO MOXHO MPUMEHUTb K I060MY 06bEKTY, pesynbtar 6yaer
TaKUM xe. 0693aTe/IbHO COXPaHWUTE NMPOEKT ANS Aa/bHENLErO UCMONb30BaHNS.

MycTb 06BbeKT BpawiaeTcs

1. CospanTe HOBbIM 3D-NPOEKT.
2. [Jo6aBbTe Ha CLEeHy Kyb 1 pacrnosioxuTe ero B no3uumm ¢ koopanHatamu (O, O, 0).

3. OTkpo#uTe naHenb Animation (Bbi6paB komaHay Window = Animation) 1 3akpenute
ee B pefaKTope.

4. Bblgenus Ky6, Bbl yBMAUTE KHOMKY Create B cepeanHe naHeny Animation. Haxxmute
ee 1, Koraa BaM OyfeT NpeaioXeHO COXPaHUTb aHMMaLMo, COXpaHuTe ee Nojg nme-
HeMm ObjectSpinAnim.

5. Haxmwute KHonky Add property Ha naHenn Animation, a 3aTeM LWENKHUTE MbILLbIO
no 3HayKy + psaom ¢ komaHaon Transform = Rotation (puc. 17.6).

& Project [ Console ® Animation | |
J ; v : =

| Preview | ® |14 | 1 | » | »1 [op1 | o] 0:00 ,0:05 0:10 ,0:15 |0;
| ObjectSpinAnim | samples  [60 || 4 | [+ |
I Add Property ¥~ Transform
-~ Position 2
~ Rotation
-~ Scale [+]

» iy Box Collider
> |::{ Mesh Renderer

Puc. 17.6. [lo6aBneHue ceorctea Rotation
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Tenepb BaM Hy»KHO 06aBWTb K aHUMaLMK ABa KIOYEBbIX Kaapa: oauH B kagpe O,
a [pyron B kagpe 60 (MK «cnycTs CEKyHAY» — ANS MNONYYEeHUS AONOSTHUTENIbHOM
MHPOPMaLIMKM O BDEMEHM B aHUMaALIMAX CMOTPUTE Cieaylolnin coBeT). Ecnv Bbl pas-
BepHeTe cBoMCcTBO Rotation, Bbl yBMAUTE CBOMCTBA ANS OTAENbHbIX OCeN. Kpome
TOro, NP1 BbIGOPE KNOYEBOro Kajpa Bbl MOXETe NPpoCcMaTpmMBaTb U UBMEHSATL €ro
3HaYyeHus.

6. lepemecTute NO3yHOK A0 NOCNEAHErO KIOYEeBOro Kajapa (nepeTtalimB ero Ha TamMm-
nanHe), a 3aTeM 3afganTte cBoncTBy Rotation.y sHayeHune 360 (puc. 17.7). Hecmo-
TPS Ha TO YTO Ha4vasbHOE 3Ha4yeHue y Bac paBHoO O, a KoHe4yHoe 360, — 3TO OAMH
W TOT XKe pe3ynbTaT, N03TOMY Ky6 Ha4yHET BpallaTbCs. 3anycTute CLeHy, YToObl yBU-
[ETb aHUMaLMIO.

B ® Animation
|Preview | ® | ¢ | 14 | » | p1 |pp1 | 6o || | 0:00 0:10 0:20 0:30 0:40, 0:50 |1fop,
| objectspinani <| samples (60 1| ¥+ | [s |

¥ A Cube : Rotation
o &
ARotation.y 360 |
ARotation.z 0

>SS

[ Add Property ]

Dopesheet Curves < ol

Puc. 17.7. NpucBoeHue 3HayeHuns ceoncTBy Rotation.y

7. CoxpaHuTe CLIEHY, TaK KaK OHa NOHaZ0OMUTCSH Ham MO3Ke.

COBET

Pas6epemca co BpemeHem

3HayeHnsa Ha TalmnalHe CHavYana MoryT NoKa3aTbC HEMHOMO CTpaHHbIMK. Ha camom aene
3TW YMcna NOMOryT BaM NMOHATb CKOPOCTb BOCNPoOM3BeaeHua Knvna. Ecnv 3agaHa cKopocTb
BOCMPOM3BEAEHHMS N0 yMONYaHnio — 60 KagpoB B CEKYHAY — TanMnanH 6yaeT paccymTbl-
BaTb Kagpbl o1 0 o 59, a He 60, 3a Bpems 1:00 (B TedeHne 1 ceKyHabl). TakuM 06pa3om,
Bpemsa 1:30 6yaet o3Ha4vatb 1 cekyHay 1 30 Kaapos. Npu ckopocty 60 KaapoB B CEKYH-

[ly BCE NPOCTO, HO YTO MPOMCXOANT NPU CKOPOCTHU, Hanpumep, 12 KaapoB B cekyHay? Toraa
noacyet 6yaet Takum: «1, 2, 3... 11, 12, oaHa cekyHaa». MHbIMK cnoBamu, cuntaetcs «0:10,
0:11, 1:00, 1:01, 1: 02 ... 1: 10, 1:11, 2:00...». [naBHOE NOMHUTb, 4TO Nepes ABOETOUYNEM
yKa3aHa CeKyH[a, a noce 1BOeTo4ns — HOMep Kaapa.
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COBET

ABUraem TaumaamH

Bbl MOXeTe yBenMyuBaTh UM YMEHbLIATb MacluTab TanmaamnHa, YToobl NoayyLle paccmo-
TPETb T€ UM UHble Kaapbl. CUCTEMA HABUTaLMK TyT TaKas e, KaK M Ha cueHe B 2D-pexu-
Me. To ecTb C MOMOLLbIO Koneca NPOKPYTKU MbILLIKM Bbl UBMEHSIETE MacLWITab, a yaepK1Bas
Knasuuwy Alt (unn Option B macOS), nepemellaete TanMnanH.

Pe)>xum 3anucu

VIHCTPYMEHTBI, KOTOPBIE BBl HCIIONb30BAJH [0 CUX TIOP, OBUIN OYeHb MPOCTHI, HO €CTh
etje 6ostee erkue croco6s! paboTh ¢ aHuManuei. Eie onH BaXKHbIM HHCTPYMEHT —
9TO peXuM 3anucu (Ha puc. 17.5 mokasaHo, I7ie oH pacrosnoxeH). OH 3aluCckBaeT

B aHUMAIIHIO JIFOOblEe U3MEHEHWs], BHECEHHBIE B 0OEKT. DTO OUYEHDb KPYTOU CIIOCOO BHO-
CUTb OBICTPHIE MEJIKHE MONIPaBKU. B TO jke BpeMs OH Io-cBoeMy omnaceH. [logymatiTe,
YTO MPOU3OM/IET, €CIU BBl 3a0y/ieTe BEIKJIIOUUTh PEKUM 3aIUCH U CZlelaeTe MHOXKECTBO
“3MeHeHUl 06bekTa. OHU 3aMUIIYTCI B aHUMAIUIO U OYAYT IIOCTOSTHHO BOCIIPOU3BO-
AuTbes. [T03TOMY Hy»KHO BCerzia IIpOBepATh, YTO PEXKUM 3allMCH BBIKJIIOUEH, €C/IU BbI
He XOTHUTe UCIIOIb30BaTh €ro.

3By4UT IyTalolle 1 UHCTPYMEHTa, KOTOPHIH BEI ellle Jaxke He IoIIpo6oBain, HO BOJI-
HOBATbCSA He 0 YeM. Bce Ha caMoM Ziefie He Tak Yk IUIoxo. He 3a6bIBas ero BoBpeMs
BBIKJIIOYATh, BBl IIOIMETe, UTO 3TO GaHTACTUUIECKUI MHCTPYMEHT. B xyzmmeMm ciydae,
ecu Unity 3anuIIeT YTo-TO He TO, BBl MOXKETe BPYYHYIO YAQIUTh BCE JUIIHEE U3 aHU-
Maluu.

MPAKTUKYM

BbinonHute cnegytoume AencTBus, YTo6bl Ky6, CO34aHHbIM B MPeAblaylemM NpakTuKkyme,
Havyan U3MeHATb LIBET NO Mepe BpaLleHus.

Hcnonb3oBaHHe peXXHMa 3anucH

1. OTKpowTe cLeHy ¢ KpyTawmmesa Kybom. Co3aante HOBbIM MaTepuan noj HasBaHUEM
CubeColor 1 NnpumMeHuTe ero K Kyby (4TOObl MOXKHO OblI0 UBMEHATL LBET).

2. Bbi6bpaB Ky6, OTKpoKrTe naHenb Animation. Bbl 4O/IKHbI YBUAETb PpaHEE CO3AaHHYIO
aHMMaumio BpalleHus. Ecnm aTo He TaK, ybeauTech, 4TO Ky6 BblgeNEeH.

3. lNepengute B pexxunm 3anucu, HaxaB KHOMKy Record Mode Ha naHenu Animation.
CsovictBo Rotation Ha naHenu Inspector cTaHeT KpacHbIM: 3Ha4YeHWs BpaLLeHUs
M3MEHSATCA B NpoLecce aHnmMauuu. lMepeTawmte Noa3yHOK Ha TanMaanHe B NOO-
eHue 0:00 (cm. puc. 17.8).
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Assets_GameObject Component Window Help

[#]S [=2[EH[E]

Y =/ © Inspector
(TAL @ s
Tag [Untagged

YA Transform

V0 cube (Mesh Filter)

W Cube s

Edit Collder
u]

Material None (Physic Material) o
Center x[o I¥[o 120
size [T YT 12[
¥ . @Mesh Renderer

¥ Lighting

Light Probes

Reflection Probes lend Probes
Anchor Override lone (Transform)

¥ Box Collider.

Is Trigger.

(=)

o)

Receive Shadows
Motion Vectors
Lightmap Static

D Ughtmap
Static’ property.

¥ Materials
Dynamic Occluded
5 0 Animator

None (Avatar)

YctaHoBuTe MON3yHOK Ctofia

Puc. 17.8. MNoarotoBKa K 3anucu

4. Ha naHenwu Inspector Hanaute matepman CubeColor Ky6a 1 U3MeHUTE ero LBET
Ha KpacHblin. O6paTnuTe BHMMaHKe, YTo Ha naHeny Animation nossuiIocbL HoBoe
CBOWCTBO M K/It0HEBOWM Kaap. Ecnn pasBepHyTb HOBOE CBOWMCTBO, Bbl YBUAUTE 3HAYe-
HUS uBeTa B dopmate RGBA B gaHHOM KntoyeBom Kaape (41, 0, 0, 1).

5. lNepemecTute NoA3yHOK B AanbHIO YacTb TaMaanHa M CHOBa U3MEHUTE LBET.
Bbl MOXKeTe BbINOAHUTbL 3TOT War CTO/bKO pa3, CKOMbKO 3axoTute. Ecnn BaM Hyx-
Ha nnaBHas CMEHa LiBeTa, y6eanTECh, YTO NOCNEAHMI KITIOYEBOM Kaap (B Nosoxe-
Hum 1:00, AN CUHXPOHM3ALMK C BPALLEHUEM) UMEET TOT XKE LIBET, 4TO U NEPBbIN
(puc. 17.9).

File Edit Assets GameObject Component Window Help

[ S [ 2 [B1[%] [ eapivot | @vocal |
Y a =| © Inspector.

Contraller o 4
o
a

Avatar.
Apply Root Motion

| @ Cer e l

Hormal 0

T P—

Muscles: 0 Generici 4 PPt

Update Mode:
Culling Mode

0 (0.0%) Streams &

CubeColor 2
Shader [ Standard 0
de. ™

Renderin

— ]|

Smoothness e O
Source
_ oNormal Map
 oHeight Map.
_ oOccusion
- - ~ oDetail Mask
""" i Emission (w]
offaet o S . | RS
Secondary Maps
~ oDetail Albedo x2
~ oNormal Map

Puc. 17.9. 3anucb 3Ha4YeHui LiBeTa
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6. 3anyctute cueHy, YTo6bl BOMPOM3BECTM aHUMaLMIo Ha NaHenu Game. O6patute
BHUMaHME, 4TO 3aMNyCK CLIEHbl OTK/IOYAET PEXMM 3anuUcCH (YTO 0O4eHb YA06HO, NoTOo-
MY YTO Mbl 3aKOHYMUIM B HEM paboTaThb). Tenepb Bbl AOMKHbI YBUAETb BpallaloLnincs
M MEHSIOLWMI LiBETA Ky6.

Pepakrop Curves Editor

IMocreAHME NHCTPYMEHT, KOTOPBIM MBI pAaCCMOTPHM B 9TOM 4ace, — pefakTop Curves
Editor. /Jo cux mop Ml UCIIoIb30Banu pexxuM Dopesheet Ha naHesnu Animation,
IIPeZCTaBIAIOMNI COOO0 CITUCOK KIIIOYEBBIX KaZIpOB, Pa30UTHIX IO KATETOPUAM.

BEI, BO3MOXKHO, 3aMeTWJIH, YTO, YKa3blBasA 3HaYeHUA KII0UeBBIX Ka/[POB, Bbl HUKAK

He yIpaBJjfeTe 3Ha4eHUAMU CBOMCTB MeXay HUMU. Ec/ii y Bac BO3HMKAJ BOIIPOC, Kak
oIIpe/IeNIAI0TCA OTH 3HA4EHUA, TO BOT U oTBeT: Unity aBTOMaTUYeCKH PaCCIUTHIBACT
3HAYeHUA MEX/y KII0YeBEIMHU KagpaMu (MeTOZOM UHMePNoAAyUlL) AJI CO3AAHNUA IIIaB-
Horo nepexoza. B pegakrope Curves Editor Takue mepexofibl IpeKpacHO BUAHEL. YTOOH!

OTKpPHBITE peZiakTop Curves Editor, HaxkmuTe KHOTKY Curves B HIKHEH YacTH MaHeu
Animation (puc. 17.10).

| ObjectSpinAnim

+| samples 60 | 94 | 04|
| af

¥ ACube : Rotation
ARotation.x o
ARotation.y
ARotation.z

000 0

lziMaterial._Color.r 1
lz{Material,_Color.g 0
L:iMaterial._Color.b 0
lziMaterial._Color.a 1

0000

Add Property

Puc. 17.10. Pepgaktop Curves Editor

B 5TOM peskrMe BBl MOXKeTe BbIOHMpaTh HY>KHbIE BaM 3HAYEHUSI, eJIKast MBIIIbIO IT0 UX
cBoiicTBaM cieBa. B pezaktope Curves Editor oTo6pakaeTcs, Kak UMEHHO 3HAaUYEHUs
MEHSIOTCSA MEX/y KJII0YeBBIMU KaZipaMU. BbI MOXKETE TepeTalnTh KII0YeBOH Kazp,
4TOOBI U3MEHUTH €T0 3HAYEHNUE, U Ja)Ke ABAYK/BI IIETKHYTh MBIIIbIO 110 KPUBOM, UTO-
OBI CO3/IaTh HOBBIY KJIIOYEBOU KaZIp B 9TOM mo3uniuu. Ecii BaMm He HpaBUTCS, Kak Unity
reHepUpYeT 3HAYEHU MEXAY KI0UeBBIMU KaJ[paMu, BBl MOXKETE MIEJKHYTh ITPaBOi
KHOIIKOM MBIIITH 110 KJIFOYeBOMY KaJpy U BhibpaTh KoMaHAy Free Smooth. [TosBsiTes aBa
MapKepa, KOTOpble MOXKHO ITepeMellaTh, PeryIupysa 3HaueHUs KpUBbIX. [lompobyiiTe
co3/1aTh BCsAKHME 6e3yMCTBA C IIOMOIIBIO KPUBBIX.
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MPAKTUKYM

Ucnonb3oBaHue peapakTopa Curves Editor

Bbl HaBepHsKa 3aMeTUN, YTO Ky6 M3 Npeablaylero npakTMKyMa BpallaeTcs He naaBHo,
a PEe3KO Pa3roHSETCs M TaK e Pe3KO TOPMO3UT. B 3TOM yrnpaXKHEHUU Mbl OTPeJaKTUpyem
aHUMaUuMio, YTobbl Ky6 ABuUrasncs 6osee naaBHO. BbiNofHUTE creaylolne AeNCTBUS.

1. OTKpoWTe CLEHY C BpaljalowmMmes KyboM U3 NpakTuKyma «Mcrnonb30BaHnE PeXu-
Ma 3anucu». Ha naHenu Animation HaxkmuTe KHOMKY Curves, YTo6bl MEPEKII0YUTLCS
Ha pepaktop Curves Editor (cMm. puc. 17.10).

2. UWenKkHute Mblwbio No cBoMcTBY Rotation.y, YTo6Gbl BbIBECTU KPUBYIO HA TanMIamnH.
Ecnv KpuBas cnuwKoM Masa uiu, Hao6opoT, He NMOMeLLaeTcs Ha NaHesnu, yCTaHOBK-
Te yKasaTesib MbllW Ha TanMAaiH 1 HaXkmuTe Knasuuy F.

3. BbinpsamMuB KpuBYtO, Bbl NOJIy4MTE KPACUBYIO NJIaBHYO aHUMauuio Kyba (puc. 17.11).
[n§ 3TOro WenKHUTE NpaBon KHOMKOW MbILLUKX MO NEPBOMY KIOHEBOMY Kaapy
(B mo3uumm 0:00) 1 BbIGEPUTE KOMaHAy Auto. CaenaiTe To e camoe ans nocneaHe-
ro KN04eBOro Kaapa.

MpaBbin KNKK

63 Project Console Source

® Animation |

[ Preview | @ [ 14| 14 [ > [ >l W] ol o Normal Map
| ObjectspinAnim s| samples  [60 1| 04 | D+ ©Height Map

~ o0cclusion

'V A Cube : Rotation © Detail Mask

Rotation.x
Delete Key

Edit Key...

[.

-0 o~
000000

ARotation.z
¥ L.{Cube : Mesh Renderer.Material._Color
LMaterial,_Color.r-
LiMaterial,_Color.g
LiMaterial,_Color.b
LiMaterial._Color.a

+  Clamped Auto
Auto |
Free Smooth
Flat

[ Add Property. J

Broken
| Dopesheet |  Curves

Left Tangent > B

Puc. 17.11. U3meHeHWe KpUBOW BpaLLeHUs

4. Tenepb, KOraa KpMBas BbINpsiMiEHa, NepenanTe B PEXUM BOCMPOU3BEAEHUS, YTOObI
YBUAETH HOBYIO aHUMaLUIo.

Pe3iome

B 5TOM Yace MBI U3y4MIM OCHOBBI aHUMAIMu B Unity. Mbl pa3o6pasii OCHOBHBIE TOHATHS,
BKJTIOUAs CKesleThl. Takyke BBI Y3HAIU O Pas3MYHbIX TUIIaX aHuManuu B Unity. ITocie aTo-
T'O MBI CO3J]a/T1 HECKOJIKO aHUMALlUi Ha OCHOBE 2D-aHUMalliy. 3aTEM MbI TOTTPOOOBAN
€0O3/1aTh TOTH30BATETbCKIE AHUMAIIMH KaK BPYYHYIO, TAaK U B PEXKMME 3aITHCH.
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Bonpocbl U oTBeThbI

Bonpoc: MoHO 1 co3aaTb CMeLlaHHY0 aHuMaLmi?

OtBeT: [la, MOXHO. Bbl MOXeTe cMellMBaTb aHMMauumn ¢ NoMoLLblo cuctemMbl Unity
Mecanim, KOTOpYIO Mbl paccMOTpMM B Hace 18.

Bonpoc: MoxeT M aHMmaums 6biTb MPUMEHEHA K Nto6on moaenun?

OTBeT: TONIbKO ecnu y Hee ByAeT TaKom e cKenet. Ho, ecnv aHnMaumsa npocras, cke-
NeT He TpebyeTcs. B NpoTMBHOM cliydae aHMMaLLMa MOXET BECTU cebs O4eHb
CTPaHHO WK NOMPOCTY He paboTaTb.

Bonpoc: MoHO n1 3agaTtb Ans Moaenu HoBbi ckenet B Unity?

OTBeT: B HEKOTOPOM CMbIC/E (CM. Yac 18).

Cemunap

YzaenuTe HEKOTOPOe BpeMs MPopaboTKe MPUBEAEHHBIX HIU)KE BOIIPOCOB, YTOOI yOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHaJl.

KOHTPOABHBbIE BONPOCHI

1. Kak HaspiBaeTca «kapkac» Mojenu?
2. Kakoli TUIl aHUMAaI[UX MOXO0XK Ha ObICTPYIO MPOKPYTKY U300paKEHU?

3. Kak Ha3wIBaeTcs KaJgp aHuManuu, Ajisd KOTOporo ABHO 3aJaHO 3HayeHUe?

OTBeTbI

1. Ckerer.
2. 2D-aHuManus.

3. KitoueBoii Kazp.

YnpaxxHnenue

DTO yIpayKHEHHE — YTO-TO BPOJE «IIECOYHUIIBI». BbIIeINTe BpeMSs, YTOOHI IPUBBIKHYTH
K co3zjaHuio aHuManuu. B Unity ecTh 04eHb MOIHBII HAOOp UHCTPYMEHTOB, U BaM,
KOHEYHO, CTOUT C HUM 03HaKOMUThCA. [1ompobyiiTe cenaTh cieyoliee.
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1. CpenaiiTe Tak, 4TOGBI OOBEKT JIETA TIO CI[eHe 0 OOJIBIIOM AyTe.
2. Cpenaiite Tak, 4ToOB 0OBEKT MepLa, BKIIOYAs WIN BRIKIIOUAS ero peHzepep.

3. TMompobyiiTe U3MEHATH CBOMCTBA MaciiTaba U MaTepuana 06’beKTa, YTOObl OH
peo6pa3oBBIBANICS.




18-U YAC
AHMMAaTOPDLI

YT1o Bbl y3HaeTe B 3TOM yace

» OCHOBbI aHMMaTopoB
» Kak ucnonb3oBaTb KOHEYHbIE aBTOMaTbl aHMMaTopoB
> Kak ynpaBnaTtb aHMMauuMen ¢ NoOMOLLbLO CKpMNTOB U NMNapamMeTpoB

» OCHOBbI lepeBbeB CMELIMBaHNUS

B 3TOM Yace Mbl IPUMEHUM YK€ UMeOLIMecs 3HaHUA 006 aHUMAIMH U BOCIIOIb3YeMCs
WMH 11 paboThI ¢ ccTeMOol aHuManuu Mecanim 1 aHUMaTopaMu. Bel HauHeTe ¢ U3-
yYeHUsI aHUMaTOPOB U TOTO, KaK OHU pabOTaloT. 3aTeM BBl Y3HAETe, KaK 3a/jaTh WIN
U3MEeHUTD cKesieT Mozenu B Unity. TTocsie 3TOTo MBI CO3/IaIUM ¥ HACTPOUM aHUMAaTOP.
HakoHer], MBI TOCMOTPHUM, KaK CMEIIUBATh aHUMALIUHY /IJIS TIOTy4YeHUA HEBEPOATHO pea-
JINCTUYHBIX Pe3y/IbTATOB.

MPUMEYAHUE

MpeaynpexaeHue: NpUAETCA NavyKaTb PyKu!

Becb 370T pasgen npeacraBnset co6omn oauH 60bLIOM NPakTMKyM. He 3abbiBaiTe coxpa-
HSITb CBOW NMPOEKT B KOHLLE KaXKA0ro yNpaXKHEHWS, Tak KaK OH BaM NoHajobuTtcs aanee.
PasymeeTcsi, BamM HY»XHO Hax0AMUTbLCA 3a KOMMbIOTEPOM. JTy4Lnin cnocob M3y4nuTb MaTepu-
an — 370 NpaKTuKa!

OCHOBbI aHMMATOPOB

Bce anumaniu B Unity co37a10TCs € TOMOIIBIO KOMITOHEHTa Animator. B gace 17 Mbr
yoKe CO3/IaBajy, U3ydayIlu aHUMAllUY U JakKe UCII0Ib30BalId aHUMAaTOPhbl, CAMU TOI'O

He 3Has. [To cyTu, cuctema anumanuu Unity (Mecanim) coCTOUT M3 Tpex YacTel: aHU-
MAIMIOHHBIH KJIHI, KOHTPOJUIEp Animator ¥ KOMIOHEHT Animator. OTU TPU KOMITOHEH-
Ta 3aCTaBJAIOT BAlIUX TepCOHAKeH 0XKMBATh.
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Ha puc. 18.1, mo3anMcTBOBaHHOM U3 pasiena JoKyMeHTauuu Unity, kacaromerocs KOM-
nmoHeHTa Animator (docs.unity3d.com/ru/current/Manual/class-Animator.html),
MOKa3aHo, KaK 3TU YaCTH CBA3AHBI IPYT C JPYTOM.

# Scene
Wireframe
@ project ! Fias —

| Create -| (@ VY
7% Animation
»&(\Die
¥4(Jog Backward
AriReference.
1 309 Backward
¥ 43309 Forwards
k\Reference
1 309 Fornards
¥ &riJog Left and Right
AriReference.
1 309 Left

- n)og Right
s V& Animators

= B Player Animator

Y

V& Astrella
» (& Materials
> Textures
Vg Astrella © Inspector
A\ char_astrella v e k3
A char_astrella_skeleton Controller [BPlayer Animator | ©
&l char_astrella_body Avatar [SAstrellaAvatar | ©

[i) char_astrella_helmet
= g

Apply Root Motion
Update Mode
Culling Mode Cull Update Transforms s

Puc. 18.1. KaK yacTi aHMMauun rymaHomna cBsi3aHbl Apyr ¢ Apyrom

AnumMartimonsblie Kauibl (1 Ha puc. 18.1) mpeacTaBAAIOT cOO0M pas3IuYHbIe ABUKE-

HUsI, KOTOPBIE BBl MOXKeTe co3ZiaTh B Unity Wiu MMIIOPTHUPOBATH TyZa. KoHTposuiep
Animator (2) cogepXuUT aHUMAIUIO U OIpe/iesifAeT, KaKUe KJIUITBI JOKHBI BOCIIPOU3-
BOZIUTHCA B JaHHBIM MOMEHT. Y Moziesieli eCTh Tak HasbIBaeMblIil aBaTap (3), KOTOPBIH
WUT'PAET POJIb «IEPEBOAYHKA» MEXAY KOHTPOUIEPOM Animator ¥ CKeJIeTOM MOJEJH.

BbI MOkeTe BOOOIIe He oOpaiaTh BHUMaHUsS Ha aBaTap, OCKOJIbKY OH HaCTpauBaeT-
CS1 ¥ ICTIIOJIb3YeTCs aBTOMaTndecku. HakoHell, KOHTpo/utep Animator (Jrydiiie Ha3bIBaTh
€ro MPOCTO «KOHTPOJUIEP») M aBaTap COBMECTHO HCIOIB3YIOTCS B MOZEU C TIOMOIITHIO
KoMroHeHTa Animator (4). MHoroBaTto uHbopmMaluu, Aa? He BonmHyiiTech. Bonbinas ee
YacTb MHTYUTHUBHO MTOHATHA JIMOO HACTPAUBAETCS aBTOMATHIECKH.

NMPUMEYAHUE

AHaAM3 KOHKPETHbIX cm'yau,uﬁ

Y106bl N3BNEYL MAKCMMaslbHYIO NOMb3Y M3 3TOrO Yaca, Mbl MOPaboTaeM C O4eHb cneuu-
dunyecknm cnydyaem: 3D-aHnmaLMen Moageny rymaHona (4OBOJIbHO PacnpOCTPaHEHHbIN
npuMmep ANna npaxkTukM). Tak Bbl y3HaeTe MHOr0 HOBOro 0 3D-aHMMauMsx, UMNopTe Moge-
Nlen U UX aHUMUPOBAHUK, O paboTe CO CKeNleTaMu U CUCTEMOW NepeHa3HayvyeHus Unity.

He 3a6biBaiiTe, 4TO BCE, YTO Mbl PACCMOTPUM B 3TOM Yace (3a UCKIoHEHUEM NPUMEHEHUS
aHUMaLMI K ApYrMM CKeneTaMm), NOSHOCTbIO NOAXOAMT M ANs APYruX TUNOB aHMMaLumu. Tak
YTO, €C/ Bbl 3aX0TUTE CO34aTb MHOIOCNONMHYIO cuctemy 2D-aHMMaL MK, BCE NONyYEHHbIe
3HaHWA 6yayT Bam Nones3Hbl.
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OueHb moJIe3Hass 0COGEHHOCTh CUCTEMBI aHUManuu Unity 3aKII09aeTcs: B TOM, YTO BBI
MOXKeTe IPUMEHUTD OJHY U TY ’Ke aHUMAI[UIO K pa3HBIM UI'POBBIM 0O0beKTaM. Ecin

BBl aHUMUpYyeTe Ky06, BbI MOXKeTe IIPUMEHUTD TY XKe aHUMAIUIo K [mapy. Eciu Bel aHu-
MUpyeTe IIepCoHaXKa, Bbl MOXKETe IPUMEHUTDb 3TY aHUMAlIHIO K ZIpyTOMY IIepCOHAKY

C TaKUM JKe CKeseTOM (WIN aKe C I[PYTUM, KaK BBl CKOPO YBUAUTE). DTO O3HAYAET, YTO
BBl MOXKETE, HAIpUMED, HaZIeIUTh OPKa U YeI0OBeKa CIIOCOOGHOCThIO TaHIIeBATh OJUH

U TOT JXKe TaHell.

HemHoro o ckenerax

YT0o6BI CO3JaTh CJIOXKHYIO CUCTEMY aHUMAIIUU, CHavaaa HeoOXOANMO TOATOTOBUTH CKe-
JieT Moziesin. B gace 17 6bUTO CKa3aHO, YTO MOJIETH M aHUMAIUHU JOIKHBI COOTBETCTBO-
BaTh APYT APYTY, YTOOBI aHUMAaIUA paboTana. DTO 03HAYAET, YTO MHOTJA OYEHb TPYAHO
MepeIOKUTh aHUMALIMIO, CAETaHHYIO I OAHOW MoZieny, Ha Apyryto. TakuM o6pasom,

aHUMAIIUA ¥ MOJIENb, KaK TIPaBUJIO, CO3/JAal0TCS OHOBPEMEHHO U JIPYT IS ZpyTa.

Eciu BBI HCTIONIB3yeTe MOJETh TyMaHouza (Be PYKH, JBe HOTH, TOJIOBA U TYJIOBU-

11e), Y Bac eCTh BO3MOXKHOCTb IPUMEHUTb UHCTPYMEHTHI IIepeHa3HaYeHUs CUCTe-

MbI Mecanim. C HOMOIIBIO 3TOW CUCTEMBI MOXKHO IIEPEHACTPOUTH CKeJIeT I'YMaHOHUAA

B peflakTope 6e3 KaKUX-T160 MHCTPYMeHTOB 3D-MozenupoBanusa. CyTh 3aK/I04aET-

¢Sl B TOM, YTO Jifobasg aHUMaIysA, co3JaHHas Ui TYMaHOUJHBIX MoZesiel, MoxeT pabo-
TaTh C JIOOBIMU TYMaHOMZAMH. DTO 03HAYAET, YTO aHUMATOPHI (JIFOAM, a He aCCeThI
Unity) MoryT cobupathb KpynHble 6M6INOTEKN aHUMAIUH, KOTOPbIE MOXKHO IIPUMEHATH
K IIPOKOMY AMANa30Hy MOZeNeN ¢ MHOXKECTBOM Pa3JIMUHBIX HACTPOEK.

Umnopt moaenm

B sToM 4ace MbI 6yzem paborats ¢ FiTaHOM, MOZenbIo U3 Iakera acceToB Characters.
Y 2TO# MOzienu eCcTh MHOXKECTBO PA3IMYHBIX 3JI€MEHTOB, M MBI PACCMOTPUM KaXK-
[BIN U3 HUX, YTOOBI yOeIUThCSA, YTO OH HACTPOEH MPaBMWIbHO. YTOOB UMIIOPTHPOBATh
Mozenb, BbibepuTe koMaHay Assets = Import Package = Characters. OcTtaBbTe Bce
XKy ycTaHOBJIEHHBIMU 1 HAKMUTE KHOIIKY Import.

Teneps HaviauTe ViTana Ha manenu Project B marke Assets\ Standard Assets\ Characters\
ThirdPersonCharacter\ Models (cm. puc. 18.2).

Ecytu BBI IeJIKHETE MBIIIBIO 110 MaJIEHbKOM CTPEJIKe cIipaBa OT MITaHa, BB MOXKETE pa3-
BEPHYTb MOZIETb ¥ YBUJETD BCe ee cocTaBHBIe YacTy (cM. puc. 18.2). Kak cTpyKTypupo-
BaHbI 3TH YaCTH, 3aBUCHUT OT TOTO, KaK MO/ieJIb ObUTa SKCIIOPTUPOBAaHA U3 IPUIOKEHUS
s 3D-MozienipoBaHusA, B KOTOPOM ee CO3/IaBaju.

KoMIoHeHTHI cjleBa HAIpaBo: Tejio MiTaHa ¢ TEKCTYPOM, TEKCTYPUPOBAaHHBIE OUKH,
oIIpe/iesieHre cKeyeTa, ucxogHei Mein EthanBody, ncxogusiii ment EthanGlasses
1, HAKOHEII, OTIpe/ie/ieHre aBaTapa MtaHa (MCIIOIb3yeTes [JIs CO3JaHusA CKeeTa).
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@ Project | Bl console

Create '{ O,

. vgz:::c;:’:“ 4| Assets » Standard Assets » Characters » ThirdPersonCharacter » Models |

» &5 FirstPersonCharacter

» &5 RollerBall

¥ &3 ThirdPersonCharacter
Animation

& Animator @ETD cthansody hanBod EthanAva..

&5 Materials

&5 Prefabs

& Scripts

&8 Textures
» &5 CrossPlatformInput
» &5 Editor

PhysicsMaterials ¥ e Ethan fbx

Puc. 18.2. Moaenb WtaHa

NMPUMEYAHUE

MpeaBapuTeAbHbIA NPOCMOTP MeLuei

LLlenKHyB MbIlWbIO N0 MoAenn NTaHa nnv 04KOB, Bbl YBUAMTE OKOLWKO NpeanpocMoTpa

B HUXHeW YyacTn naHenu Inspector. (Ecnu HeT, n3MeHWTE NONOXKEHWE, YTOObI OHO NOSBU-
N10Cb.) 34€eCb Bbl MOXKETE NOKPYTUTb MOENb, YHTOObI MOCMOTPETb Ha HEE CO BCEX CTOPOH
(CM. B HMKHeM YacTu puc. 18.3).

© Inspector | =
v/ EthanGlasses Static v |~
Tag | Untagged ™ Layer Default -

¥ .~ Transform @ %
Position X0 Y 0 Z0
Rotation X0 Y 0 Z\0
Scale X1 N7 L Z|1

¥ .. ¥ skinned Mesh Renderer @ #
Quality | Auto B
Update When Offscre[ |
Skinned Motion Vect v

Mesh Ul EthanGlasses [c]
Root Bone L EthanHead (Transform) | ©

4% | Edit Bounds
Bounds

Center X -0.081615 Y -0.04041% Z 0.0002907
Extent X 0.037738¢ Y 0.060759% Z 0.071194¢
¥ Lighting v

EthanGlasses

Puc. 18.3. NpeanpocmoTp Moaenu
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3aKOHYMB pasrAAbIBaTb KOMIIOHEHTBI, CBEpPHUTE MOAE/Ib Ethan.fbx, IIEJIKHYB MBIIIIbIO
II0 CTpEJIKE CIIpaBa OT acceTa.

Hactpounka accetoB

Temepb, KOrga BHl UMITIOPTUPOBAIN MOJZIETb U aHUMAIHIO (KOTOpast TOXKe UMIIOPTHPOBa-
JIach BMECTE C OCTaJIbHBIMU acCETaMK), BaM HY)KHO HACTPOUTD UX. [Ipoliecc HaCTpONKU
aHMMaIHU BecbMa I0X0XK Ha HaCTPOUKY MOZeJeH.

Br16paB Moziesib, BB YBUAMTE CIIMCOK TapaMeTPOB UMITOPTa Ha naHesnu Inspector.

Ha Brutagxe Models mpuBezieHB! Bce ITapaMeTphl, KOTOpble HACTPauBaIOT UMIIOPT
Mozenu B Unity, HO UX ITOKa MOXKHO He TporaTb. Celfyac Hac UHTepecyeT BKIagka Rig.
(Bxyazxy Animations Mbl OGCYZMM YyTh TTO3KE B 3TOM Jace).

MoaroroBka ckenera

Hacrpoiika ckeseTa BBIIIONHAETCA B HACTPOMKAaX NMIIOPTA, HA BKIaaKe Rig manenn
Inspector. 3zech Hac 6osblle BCero HHTepecyeT cBolicTBO Animation Type (puc. 18.4).
B packprIBatoIeMcs CIVICKe BBl YBUZAUTE YeThipe MyHkTa: No, Legacy, Generic

u Humanoid. 3nauenrie None nosBosisieT Unity UTHOPHPOBATh CKEJIET TOM MO, 3Ha-
yeHHe Legacy ocTasock OT cTapoil cucTeMbl aHuManuu Unity, OHO HaM He HY»XHO. 3Haue-
Hue Generic UCIONb3yeTCs 171 BCEX HEIYMaHOUHBIX Mojiesiel (IIPOCThie MOJIENH, TPAHC-
TIOPTHBIE CPE/ICTBA, 37aHM, )KUBOTHBIE U T. [I.), a TAKXKe BCeX Mozesiel, UMIIOPTUPYeMbIX
B Unity 1o yMoT4aHUIO /I JaHHOTO THIa aHuMaIu. HakoHerly, 3HaverHrie Humanoid
(BapuaHT, KOTOPBIH BbI Oy/IeTe UCITOIh30BaTh) IPUMEHSIETCS /I TyMaHOUAHBIX TIePCOHA-
’kell. DTOT napaMeTp 1o3BossAeT Unity HACTPOUTh aHMMAIIUIO TaK, KaK BaM HYXKHO.

© Inspector | L 8=
1 Ethan Import Settings @ =
Open

[Model m Animation l Materials ]

Animation Type | Humanoid |

Avatar Definition Create From This Model &

o]

Optimize Game Obje[ |

Puc. 18.4. MapameTpbl cKeneta

Kaxk BbI BuznTe, TaH-ryMaHon/ y»ke HacTpOeH Kak Iosaraercd. Eciu Mozesns rymaHo-
ngHad, Unity aBTOMaTU4YeCKH BBIITOJIHAET IPOlelypy KapTUPOBaHUA cKeseTa. Ecin BbI
XOTUTE yOEAUTHCA B TOM, UTO ITO JIETKO, Bl MOXKETe IIPUCBOUTH CBOMCTBY Animation
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Type 3HaueHue Generic, HaKaTh KHOIIKY Apply, a 3aTeM BEpHYTb UCXOAHOE 3HaUeHUe
(MMEeHHO TaK 3Ta MoJieJib ObUIa CO3/laHa M3HAYaIbHO, M HUKAKOW CKPBITOM JOTIOTHU-
TeJbHOU paboThl TYT HeT). YTOOBI yBUZAETh paboTy, KoTopyto Unity fenaeT aBToMaTuye-
CKU, BBl MOYKET€ UCIIOIb30BAaTh NHCTPYMEHT OCTPOEHHUS CKEIETHON MepapXyy, Ha)XKaB
kHonKy Configure (cm. puc. 18.4).

MPAKTUKYM

U3yuenue ckenera Utana

B 3TOM ynpaxHeHUn Mbl n3y4nuM ckenet UtaHa, 4Tobbl Nydlle NMOHATh, KaK co3JaeTcs
MOZAE/b CO CKeneToM. BbinonHuTe cnegytolime 4encTBus.

1. Ecnu BbI elle He caenanu 3Toro, Co34anTe HOBbIM MPOEKT U UMMOPTUPYMTE acce-
Tbl MepcoHaxken u3 naketa Standard Assets. Hangute accet Ethan.fbx v BbiGepu-
Te ero, YTo6bl YyBUAETb M0 HACTPOMKM MMNOPTa Ha naHenu Inspector, Kak onMcaHo
paHee B 3TOM Yace.

2. Haxmute KHoNKy Configure Ha BKnaake Rig. MoaBuUTCS HOBas cueHa. TakxKe Bbl
CMOXKETE COXPaHWUTb CTapyto CLIEHY, ECNN NMOSBUTCS COOTBETCTBYIOLLMIA 3anpoc.

3. HactpoiTte nHtepdenc Tak, 4Tobbl BUAETL TONIbKO NaHenu Hierarchy v Inspector.
(Kak 3aKkpbiBaTh M NepemelllaTb NaHeaur, onnucaHo B Yace 1.) Bbl MOXeTe COXpaHUTb
3TOT MHTEPPENC U BEPHYTLCS K AeDONTHOMY B IO6G0M MOMEHT.

4. Tlepenas Ha BKnagKy Mapping, Wwenkante MbllbiO MO 3eNEHbIM KPYXXKaMm
(puc. 18.5). O6paTMTe BHUMaAHUE, KaK MOACBEYNBAETCA COOTBETCTBYIOLLMIA JOHEPHU
komnoHeT EthanSkeleton Ha naHenn Hierarchy n oto6parkaeTcs CUHWUI Kpyr BOKPYr
COOTBETCTBYIOLLEN TOYKM CKeNleTa HUKE KOHTypa. [locMoTpute Ha BCe JOMNONHUTENb-
Hble TOYKM Ha naHenu Hierarchy. OHK HEe MMEIOT 3HaYeHUs AN 'YMaHOUAO0B U, TaKUM
06pa3om, He nepeHa3Ha4valoTcq. becnoKouTbCcs He 0 YeM. 3TU TOYKM UrpatoT onpe-
[leNIEHHYI0 PO/b B NPaBUIbHOM OTOGPaXKEHUM MOAENW NPU ABUKEHUM.

= Hierarchy | @ -=| Olnspector | @~=] #scene [ €Game |
| Create -| GAT 9 @ 44| | shaded ~]] 20 || % | <) | & I-]] Gizmos -] @AT__

EthanLeftHandn | &’
¥ EthanLeftHandPinkyl

¥ EthanLeftHandPinky2 (UELTEN Muscles & Settings

¥ EthanLeftHandPink

EthanLeftHandPi
¥ EthanLeftHandRingl
¥ EthanLeftHandRing2
¥ EthanLeftHandRing
EthanLeftHandR
¥ EthanLeftHandThumb1
¥ EthanLeftHandThumk
¥ EthanLeftHandThui
EthanLeftHandTl
¥ EthanRightShoulder
Eth EArm
¥ EthanRightForeArm
v EthanRightHand
¥ EthanRightHandIndex1
¥ EthanRightHandInde:
v EthanRightHandIn
EthanRightHand
¥ EthanRightHandMiddle1|
v EthanRightHandMiddl|
¥ EthanRightHandMi
Ehsmatiand
¥ EthanRightHandPinky1 T
¥ EthanRightHandPink 2
¥ EthanRightHandPi _: Optional Bone

Body

EthanRightHand| §| | v 5ody
V E""Eﬂt:m;ttmdk";:l_l @® Hips [XEthanHips (Trans ©
e ® Spine Ethanspinel (Tré © v

[iwagping =T poze~] 152

Puc. 18.5. lNaHenb Rigging ¢ BbIGpaHHOM NpaBon pyKon
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5. lpogomxante uccnefoBatb Apyrue YacTu CKeneTa, HaxXumas Ha Teso, rosioBy, JIEBYIO
PYKy 1 TaK aanee. Bce aTv couneHeHnss MoryT 6biTb MOSHOCTLIO MEPEeHacTPOEHbI ANd
no60oro rymaHovaa.

6. Haxkmute KHoMKy Done, Koraa 3akoHuuTe. O6paTnte BHUMaAHUE, YTO BPEMEHHbIN
MTaH (KNoH) ncyes ¢ naHenu Hierarchy.

Tenepb Mbl U3yymiu ViTaHa U yBUZIEIU, KaK YCTPOEH ero ckeseT. OH roToB K pabore!

MoaroroBKka aHMMaUUM

31ech MOXXHO OBUIO ObI MCIIONB30BATh aHUMAI[UH, KOTOPHIMU KOMIUIEKTyeTcs HTaH,

HO 3TO CKy4YHO U He J]aeT [IPOYyBCTBOBATh I'MOKOCTh crcTeMbl Mecanim. Ml HCITONb-
3yeM Jpyrue aHUMaluy, [Ipe/icTaBlIeHHble B alirax mpuMepos A1 yaca 18. YV kax-
ZI01 13 HUX eCTb ITapaMeTpbl, KOTOpBIE ONpeZIeIAI0T, KaK aHMMAaIMA BOCIIPOU3BOANTCH,
Y 3TU TapaMeTpPhl MOXKHO HacTpauBarth 1oz cebs1. HampuMep, BaMm HE06XOAUMO, YTO-
6bI aHMMaIKsA ObLTa MPABWIBHO 3al[UKJIEeHa, YTOOH! ¥ IEPEX0J0B He OCTANOCh BUIUMBIX
LIBOB. B 3TOM pasziesie Mbl BBIITOJHUM IPOIEAYPY TOATOTOBKY aHUMAIIH.

HauHeM c nepeTackuBaHusA Manky Animations u3 ¢aiiyioB IpUMEPOB B PeAKTOP

Unity. Me1 6yzem pabortath ¢ 4eTbipbMs anuManusamu: Idle, WalkForwardStraight,
WalkForwardTurnRight u WalkForwardTurnLeft (xoTs B narke Animations HaxofsTCs TOJb-
KO Tpu daiiia, HO CKOPO MbI JaIUM TosicHeHUs) . Kaykjast U3 aTHX aHUMAIIHi JO/KHA ObITh
HaCTpoeHa OTAeTbHO. 3aVITHYB B MAIKy Animations, Bbl yBUAUTE, YTO aHUMAIUA — 3TO daiin
¢ pacimpenueM. fbx. DTo CBA3aHO C TeM, YTO CAMU aHUMAIIUU HAXOAATCSA BHYTPY CBOUX MOJe-
Jied o ymosrdanuto. Ho He GecriokoiTech: B Unity MOXXKHO X U3BJIEKATh M PEAAKTUPOBATH.

AHumauus ldle

Yrobrr HacTpouTh annManuio Idle (6e3zeiicTBue), BRIIOTHUTE CIEAYIOIINE aru (Omu-
caHMe HaCTPOEK MpUBeZieHo B Tabmuie 18.1).

1. Bribepure daiin Idles.fbx B manke Animations. Ha nanesu Inspector nepetigure
Ha BKIaAKy Rig. Vamenwure tun anumaryu Ha Humanoid u HaxxMuTe KHOTIKY Apply.
Tax MsI coobiaem Unity o ToM, 9TO aHUMAI[UA [IpeAHA3HaYeHa /s TyMaHOU/a.

2. Tlocre TOTo KaK CKeJeT HaCTPOEH, llepeliiuTe Ha BKIaAKy Animations nmaHenu
Inspector. YcTaHOBUTe HavyaJIbHBIM KaJp B MO3UIMIO 128 U1 ycTaHOBUTE GIIAKKHU
Loop Time u Loop Pose. Kpome Toro, ycraHoBute draxkok Bake into Pose st
Bcex cBoiicTB Root Transform. Y6eauTech, 4To Ballli HACTPOUKH COBIIAAAIOT
¢ IpUBeZleHHBIMY Ha puc. 18.6, a 3aTeM HaXMHUTe KHONKY Apply.

3. Yro6bl IPOBEPUTD, YTO aHUMALKA Telleph HACTPOEHAa IPABIIBHO, Pa3BEepHUTE
¢atin Idles.fbx (puc. 18.7). MEI y>ke rOBOPWIH, IZle MOXXHO HAalTH 9Ty aHUMa-
uuio. (Mozenb HaM He Hy»KHa — pedb UMEHHO 06 aHUMalnu.)
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TABA. 18.1. BaxXHble napamMeTpbl aHUMaLUuu

Hactpoiika OnucaHue

Loop Time OnpegenseT, 6yaeT 1 aHMMaums 3aUnKieHa

Root 3ajaerT, pa3peLleHo M aHMMaLnn U3BMEHSTb BpallleHne 06beKTa,
Transform BEPTUKa/IbHOE MOSIOXKEHUE (OCb y) M TOPUBOHTAIbHOE MONOXKEHNE

(nnocKocTb X/2)

Bake into Pose

OnpepaenaeT, MOXET 1M aHMMaLma nepemellaTb 06beKT. Ecnu Bbl
yCTaHOBUTE 3TOT GNaXKoK, TO aHMMaLus He ByaeT UBMEHSATL peasb-
Hble CBOMCTBa 06bEKTa, UBMEHATLCS BYAET TOJIbKO OTOGpaxKeHue

Offset

3afaeT cmelleHne, B COOTBETCTBUM C KOTOPLIM U3MEHSAETCH UCXOS-
HOe NonoXeHne aHMMaumun. TaK, NyTeM U3MEHEHUS 3HaYeHUs
cmelleHna Root Transform Rotation Bbl BHOcHTE HeGonbLUKE KOP-
pPeKLMK BO BpalLeHNe MOAENN OTHOCUTENbHO OCH . ITO NONE3HO
4151 UICNPaBAeHUs OWNBOK ABUKEHUS B @aHUMaLMK

u [1die | @ %
Length 32.400 30 FPS
| j0:0q, 110:00, |20:00, 130:00, |
| Start [128 End  [1100]f
Loop Time
Loop Pose loop match .
Cycle Offset 0 ]

Root Transform Rotation

Bake Into Pose loop match .
Based Upon Body Orientation 3]

Offset 0 ]

Root Transform Position (Y)

IBake Into Pose I loop match .
Based Upon (at Si| Original |

Offset 0 ]

Root Transform Position (XZ)

Bake Into Pose loop match .
Based Upon (at Si| Center of Mass s
Mirror OJ
Additive Reference F[_]
Pose Frame 0
Average Velocity: (0.000, 0.000, 0.000)
Average Angular Y Speed: 0.0 deg/s
P Curves
P Events
» Mask
» Motion
» Import Messages
Apply

Puc. 18.6. AHumauus Idle
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@ Project 0 console. T T T

| Create -| a

v {7 Favorites Assets » Animations
@AII Materials
©\ All Models.
©\ Al Prefabs
©L Al Scripts.

Refere.  EyesM.  SkinMa.. SuitMa.  Teeth.  Tongu. chestP.  headPr. jawPro.  Lankl.

v & Assets

> @ Standard sast -~ % £ § ¢ L o | r L e

I_ballP..  I_clavic.  I_erbo..  I_hipPr..  Linde.. I_inde... I_inde... Iknee..  Lmiddl. I_middl. |_middl..

Lpink..  Ipink~  lpink- lringP~ lLringP. IringP- lLshou- |thum. lthum. Ithum. LUNI.

< F PR - ~ <4 | A4 4 <

Lurist.  neckPr.. pelvisP.  rankl. rballP. rclavi. rerbo. rhipPr.  rinde. rinde.  r_inde.

} ¢ P § é ( ¢ ¢ ( é 4 e

rknee. r_midd. r_midd. rmidd. rpink. rpink. rpink. rrngP. rringP. rringP.  r_shou_

rthum. rthum. rthum. rUNI. rwrst. spineP. UNIO. UNIO. UNIO. UNIO.

Lt Idles fbx e —

Puc. 18.7. Conepxnmoe aHMMaLMOHHOro Knuna

MPUMEYAHUE

KpacHbii cBeT, 3eneHbll CBeT

Bbl, BO3MOXHO, 3aMETWUN 3€/EHbBIE KPYTM B HACTPOMKax aHMMaLuu (cM. puc. 18.6). 3to
ManeHbKWEe MHCTPYMEHTbI, KOTOPble MOMOraloT ONpeaenuTb, Kak BbICTPOEHa aHUMaLus.
[eno B TOM, 4TO Kpyru 3e/IeHOro LiBeTa 03Ha4aloT, Y4To 3aluKinBaHue 6yaeTt 6ecLloB-

HbIM. Kpyr »Kentoro LBeTa yKa3blBaeT Ha TO, YTO aHUMaLLMs NoYTH 6eclloBHas, HO UMEH-
HO «MoYTK». KpacHbl Kpyr coobLiaeT o TOM, YTO Havyaso U KOHEL, aHUMauun He coBNaaatoT,
M WoB 6yaeT o4eBMAHbIM. ECcnv Bawa aHMMauuMs He 3aunKInBaeTcs JOMKHbIM 06pa3om,
Bbl MOXeTe U3MeHUTb cBoncTBa Start 1 End, 4To6bl UICNpaBuTb NONOXKEHWUE Aen.

AHumauua WalkForwardStraight

YT0o6bI HacTpouTh anumanuio WalkForwardStraight, BeinosnnuTe cieaytommue geii-
CTBUA.

1. Beibepute ¢aiin WalkForward.fbx B manke Animations 1 OCTpOHTE CKEJETHYIO
MepapXUIo TAK JKe, KaK U s anumanuu Idle.

2. Viamenwute HazBaHue kiauna (Take 001) na WalkForwardStraight, menxays
1o ero uMmen# (puc. 18.8).

3. Y6eautech, uTo Ha BKJIaAKe Animations Baiiy HaCTPOUKM COBIIAZAIOT C TEMU,
KOTOpBI€ IT0Ka3aHsl Ha puc. 18.8. CiesyeT OTMETUTD iBa MOMeHTA. Pazom
co coiictBoM Root Transform Position (XZ) BbI BUgUTE KPacHbBIN KPyT. DTO
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XOPpOIIIO, TaK KaK OH 03HadaeT, YTO B KOHIe aHUMAallUK MOZe/Ib HaXOAUTCA B Ipy-
T'OM IIOJIOXKEHUH BZOJIb OCHU X U Z. [TOCKOJIBKY 3TO aHMMAaLXA X0AbOBI — HaM TOT'O
1 Hazo. Ele Hy>kHO 06paTuTh BHUMaHUe Ha nHAUKaTOp Average Velocity. Bo
HaBepHIKAa 3aMeTIIN HEHYJIEBYIO CKOPOCTD II0 OCAM X U 2. CKOPOCTbD 110 OCH Z KaK
pas HaM U Hy)KHa, YTOOBI MO/IeJTb IBUTAJIach BIIEPE], & CKOPOCTD 110 OCU X — HET,
4TOOBI MOZENb He ApetidoBana B CTOPOHY MPU X0Ab6e. MBI TOAKOPPEKTUPYEM ITO
Ha mare 4.

Length  0.767 30 FPS
ow , oo, , pogo, |
Start 1| End  [24 |
Loop Time O
Loop Pose || loop match O
Cycle Offset 0
Root Transform Rotation
Bake Into Pose [ ] loop match ’
Based Upon (at Si Body Orientati s)
Offset 0 |
Root Transform Position (Y)
Bake Into Pose [ ] loop match O
Based Upon [ Original 3]
Offset 0 ]
Root Transform Position (XZ)
Bake Into Pose [J
Based Upon Center of Mass D
Mirror O
Additive Reference F[_]
Pose Frame 0
Average Velocity: (-0.040, -0.046, 0.405]
wverage Angular Y Speed: 4.4 deg/s
» Curves
» Events
» Mask
» Motion
» Import Messages
Revert || Apply

Puc. 18.8. MNapameTtpbl anumaumn WalkForwardStraight

. UTOOBI OTPEryIUPOBaTh CKOPOCTh BJOJIb OCH X, ycTaHOBUTE ¢uakok Bake in Pose

st coricTB Root Transform Rotation u Root Transform Position (Y). Kpome
TOTO, U3MeHuTe cBoiicTBo Root Transform Rotation Offset Takum o6pazom,
yTOOBI 3HaYeHHe X cBoiicTBa Average Velocity ctano paBHbiM 0.

. YcTaHOBUTE KOHEYHBIN Ka/Ip B MO3ULMIO 244,9, a HaYaIbHBIN — B ITO3ULIUIO

215,2 (MMeHHO B TaKOM MOPSAZKE), YTOOBI B AHUMAI[UIO BOIIJIA TOJBKO KaZphI
IaraHus.
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6. Hakownery, ycraHoBute ¢uaxok Loop Time u Loop Pose.

7. YbezpuTech, YTO BaIllK HACTPOHUKU COOTBETCTBYIOT pUC. 18.9, U HAXXMUTE KHOIIKY

Apply.
u [WalkForwardsStraight | @ %
Length 0.990 30 FPS
oo , , , 45009 P, oo, |
o o
Loop Time
Loop Pose &4 loop match )

Cycle Offset o

S|

Root Transform Rotation
IBake Into Pose I loop match o

Based Upon Body Orientation 4
|0ffset 3.53 |

Root Transform Position (Y)

IBake Into Pose @I loop match 9
Based Upon (at Si| Original 0|

Offset [0 |
Root Transform Position (XZ)

Bake Into Pose [ ] loop match .

Based Upon [ Center of Mass :)
Mirror L
Additive Reference F[_]

Pose Frame 0

Average Velocity:|(0.000] 0.000, 1.559)
Average Angular Y Speed: 0.0 deg/s

» Curves

» Events

> Mask

» Motion

> Import Messages

Revert || Apply

Puc. 18.9. Hactpowku aHnmaumn WalkForwardStraight

Anumauua WalkForwardTurnRight

Anumarius WalkForwardTurnRight mo3BosisieT Mozieu IIaBHO MEHATh HalrlpaBIeHHe
npu xozb6e Briepea. OHa OTIMYAETCs OT CO3JaHHbIX paHEe TeM, YTO BaM HYKHO CZeIaTh
[IBE aHUMAIIUU U3 OFHOM. DTO TPOIIe, YeM Ka)XKeTCs. BBITOTHUTE CIeAyolIre AeHCTBYS.

1. Beibepute ¢aiin WalkForwardTurns.fbx B manke Animations u moctpoiite cke-
JIETHYIO ME€PapXUI0 TAK JKe, Kak i anuManyu Idle.

2. Ilo ymonyaHuIo NOABUTCA aHUMauuA ¢ uMeHem _7_a_Ul_M_P_
WalkForwardTurnRight. [Tepenmenyiite ee, BBeass WalkForwardTurnRight
B TekcToBoe nose Clip Name u HaxxaB kiaBuiny Enter.
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3. Bri6paB kiun WalkForwardTurnRight, yctaHoBUTe ero cBo#CTBa, KaK MOKa3aHO
Ha puc. 18.10. MeHblIKe 3HaY€HWA BpeMEHU Hadasla U KOHIIA II03BOJIAT COKpa-
TUTh KJIUII ¥ OCTABUTh TOJIBKO JBIKEHUeE TI0 Kpyry Brpaso. (He 3abyabre mpes-
BapUTEIBHO IPOCMOTPeTh Kinil.) Korza aTo OyzeT czenaHo, HaXXKMHUTE KHOIIKY

Apply.
u WalkForwardTurnRight || @ %
Length  1.000 30 FPS
| Q:00 N INP:00 s A9: 00 iy |1550|
Start End
Loop Time
Loop Pose loop match ()
Cycle Offset 0 ]
Root Transform Rotation
Bake Into Pose [ ] loop match .
Based Upon (at Si[ Body Orientation ™
Offset [0 |
Root Transform Position (Y)
Bake Into Pose loop match Q
Based Upon (at Si[ Feet s
Offset 10 |
Root Transform Position (XZ)
Bake Into Pose [ ] loop match ‘
Based Upon Center of Mass $
Mirror m
Additive Reference F[_]
Pose Frame 0
Average Velocity: (0.117, 0.000, 1.208)
Average Angular Y Speed: 52.3 deg/s
P Curves
P Events
» Mask
» Motion
» Import Messages
Revert

Puc. 18.10. HacTtporkun aHnmauunn WalkForwardTurnRight

» Coszatite anumanuonHbri kiavn WalkForwardTurnLeft, e/ KHYB MBIIIBIO TI0 3HAY-
Ky + B crivcke kmnoB (puc. 18.11). CpoiictBa kinna WalkForwardTurnLeft 6yayT
TOYHO TakuMHU ke, kak y WalkForwardTurnRight, 3a uckitoueHreM TOTo, 4TO
BaM HYKHO YCTaHOBUTb ¢iiaxkok Mirror (puc. 18.11). He 3a6yzbTe Ha)kaTh KHOII-
Ky Apply, Korza 3akoHUUTe ¢ HaCTPOMKaMU KJIMIIA.

Temepb Bce aHUMAI[UU HACTPOEHHI M TOTOBBI K paboTe. OCTanoCh JUIIb CO3aTh aHU-
Maropa.



Clips Start  End
WalkForwardTurnRight 122.0 152.0
i + I -
| L — @
Length  1.000 30 FPS
[ o000,  § jpoo, ,  jio00 ,  isiof
Start  [122 | End  [152
Loop Time
Loop Pose loop match ’

Cycle Offset 0 |

Root Transform Rotation
Bake Into Pose [ ] loop match .
Based Upon (at Si| Body Orientation )|
Offset 0 |

Root Transform Position (Y)
Bake Into Pose loop match o
Based Upon (at Si Feet ™
Offset 10 ]

Root Transform Position (XZ)
Bake Into Pose [ ] loop match @
Based Upon [ Center of Mass ™

Additive Reference F[ ]

Puc. 18.11. 3epKanbHas aHUMaLms

Co3paHMe aHMmaropa
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Annmatops! B Unity ABJIAIOTCA acceTaMU, TO €CTb OHU BXOZAT B COCTaB IIPOEKTA U Cyllle-

CTBYIOT BHE KaKOM-I160 KOHKPETHOH CIIEHBL. DTO XOPOIIIO, TaK KaK MOXKHO JIETKO

HCIIOJIb3OBATh aHUMAaTOpP CHOBA U CHOBA. Y1065 ,Z[06aBI/ITb AHUMAaTop B CBOM IIPOEKT,

HYXXHO IIEJTKHYTb npaBoﬁ KHOIIKOI MBIIIH IT0 TIalKe Ha TaHeIn PI'OjECt u BbI6paTL

koMaHzgy Create = Animator Controller (Ho oka He fienaifte 3Toro).

HacTtpoika cueHbl

MPAKTUKYM

34ecb Mbl CO3aAUM CLIEHY M MOArOTOBUMMCS K OCTallbHbIM YpaxHeHUsIM 3Toro yaca. 064-
3aTe/lbHO COXpaHUTE ee, TaK KaK OHa NoHaZobuTca HaM no3xe. BoinonHuTe cnepyouine

NEeNcTBUS.

1. Ecnu Bbl ele He caenanu 3Toro, co3janTe HOBbIN MPOEKT U BbIMOHUTE NOATOTOBKY

MoJeNnn N aHuMaLlnn, KaK U paHee.

2. [lepetawmTe Ha cueHy Mogenb Utana (M3 nanku Assets\Standard Assets\Characters\
ThirdPersonCharacter\Models) B no3uuuio ¢ kKoopguHatamu (0, O, —=5).
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3. Cpenavite KoMnoHeHT Main Camera goyepHum ans UtaHa (nepetawmns 06beKT Main
Camera Ha 06beKT Ethan Ha naHenu Hierarchy) n pacnonoxute ero B nosuuuu
¢ koopamHatamu (0, 1,5, —1,5) n BpaweHuem (20, O, O).

4. Ha nanenu Project co3paiTte HoBYIO nanky ¢ MMeHem Animators. LLlenkH1Te no Hen
npaBoOi KHOMKOWM MbIlWK 1 BbiGepuTe KomaHay Create — Animator Controller. Npu-
cBonTe aHumaTopy ums PlayerAnimator. Boi6bpaB MTaHa Ha cLeHe, nepeTtalumTe
aHvmatopa Ha cBorncTBo Controller komnoHeHTa Animator Ha naHenu Inspector
(puc. 18.12).

© Inspector

¥ [Ethan | [ static ¥
Tag | Untagged 4] Layer | Default 0
Model [ Select | Revert | Open

)
¥ .~ Transform &,
Position

Normal )|
Cull Update Transforms

dbdate Mode
Culling Mode

Clip Count: 0

Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Musclas: 0
Generic: 0 PPtr: 0

Curves Count: 0 Censtant: 0 (0.09%) Dense: 0
(0.0%) Stream: 0 (0.0%)

( Add Component ]

Assets - A s B

B

PlayerAnim...

Puc. 18.12. [lo6aBneHne aHMMaTopa K Mogenu

5. [o6aBbTe Ha CLIEHY MI0CKOCTb. [ToMecTuTe ee B No3uLmm ¢ koopanHatamu (0, 0, —5),
3apanTte macwTab (10, 1, 10).

6. Hawngute dpann Checker.tga B dannax npumepoB AN Yaca 18 u UMNopTUpYyWTE ero
B CBOM NpoeKT. Co3aaiTe HOBbIM MaTepuan nog Ha3dBaHueM Checker v Bbibepute
dann Checker.tga B KauecTBe anbbeao ana marepuana (puc. 18.13).
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© Inspector

P Materials
Dynamic Occluded

Checker %,
v Shader [ Standard B

Rendering Mode Opaque :

Main Maps

f-]oAlbedo 12

4 ~ oMetallic o—0 |
h los ]
Source [ Metallic Alpha m
~ ©Normal Map
| o Height Map
~ oOcclusion
~ oDetail Mask
I:'?E_‘::m Xx[10 1Y [10 ||
s€ X0 |Y
Assets »/Ménﬁals B Secondary Maps
L] ~ oDetail Albedo x
~ ©Normal Map
Tiling X[1 N4
""" Offset X[0 1Yo
Checker Checker UV Set [uvo B

Forward Rendering Options
Specular Highlights
Reflections

Advanced Options

Enable GPU Instancii_]
* o dala oidod Alalal(]

Puc. 18.13. YcTaHOBKa 3aMOLLEHNS AN WaXMaTHOM TEKCTYPbI

7. 3apante ceovcteam Tiling X u Tiling Y 3Ha4yerne 10 1 npuMeHuUTEe maTtepuan K nio-
CKOCTM (MOKa OHa HaM He HYXXHa, HO NPUroanTCS NO3Ke).

Manenb Animator

JIBOMHOWU 1eT40K 1o aHumMaropy (nmm komanza Window = Animator) oTKpeiBaeT
maHesb Animator. OyHKIUY Ha Hell oTo6pakatoTcs B Buzie rpada, mo3BoJIsis BU3yalb-
HO CO3/IaBaTh IOCJIEZ0BATEIbHOCTH aHUMAIIUMK 1 KOMOMHHUPOBaTh UX. BOT rae cucrema
Mecanim peasbHO KpyTa.

Ha puc. 18.14 noka3ana nmaHenb Animator. Bel MoXkeTe IepeMeIaThbes Mo Hel, yaep-
JKUBasl CPEJHIOI0 KHOMKY MBIIIHY, & MacIITab N3MeHATh C TOMOIIbIO KOJleca POKPYT-
k#. Co3ZlaHHBIM aHUMATOP OYeHb IIPOCT: €CTh TOJIbKO OCHOBHOM CJIOH, HET Iapame-
TPOB, a ellle ecThb y31bl Entry, Exit u Any State. (OTu KOMIIOHEHTHI MBI 06CyUM Gosiee
I0AipO6HO IT037HEE B 9TOM dace.)
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ayers ” Parameters

Animators/PlayerAnimator.controller

Puc. 18.14. MNaHenb Animator

Anumauusn ldle

[lepBas aHUMAIVs, KOTOPYIO MBI TpuMeHUM K Mtany, — Idle. Mbl BBITOTHIIH AJTH-

TebHBIN TIPOllecC HaCTPOUKY paHee, U I06aBUTDb 3Ty aHUMAITHUIO ceifuac 6yZIeT POoCTo.
Haiigute xiun Idle, koTopslil xpanutca B daiine Idles.fbx (cm. puc. 18.7), 1 nepera-
LIYTe ero Ha aHMMaTop Ha naHenu Animator (puc. 18.15).

| 2 Animator | 3
] Layers “ Parameters. Base Layer Auto Live Link

Animators/PlayerAnimator.controller

[EVENES

Assets »

r_UNI_eye r_wristPr...

Puc. 18.15. MNpumeHeHne aHumaumu Idle

spineProx... UNI_O01_.. UNI_01_.. UNI_01_..
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Ter[epb BbI MOXETE 3allyCTUTDh CIEHY U YBUAETH MOZEb I/ITaHa, 3alJUKJIEHHYIO B aHMMa-

nuu Idle.

COBET

Kak Ha kaTke

Korga Bbl 3anyctute cLeHy, 4Tobbl NPOCMOTPeTb aHnMaumio Idle UtaHa, Bbl yBUAnTE, YTO
HOTM MOZENM CKONb3AT N0 3emse. 3TO CBA3aHO C HACTPOMKAMM JaHHON KOHKPETHOM aHu-
MaLunn. 34ecb NEpPcoHaXK onpeaenser ABUKeHWe No cBoMM 6efpaM, a He HoraMm (OHU crer-
Ka Bpauatotcs). Bel MoxeTe ucnpasuTb Npobnemy Ha naHenun Animator. Boibepute cocTos-
Hue aHumauuu ldle, a Ha naHenu Inspector yctaHoBuTe dnaxok Foot IK (puc. 18.16).
Tenepb Mogenb OyAeT OTCNEXMBaATb CBOM CTYMHU Ha 3eMne. Tak Mbl NOAYYUM NpaBUbHYIO
aHUMaLMio MepcoHarka, U CTynHuM ByayT pacnonaratbecsa Kak Hago. Kctatu, abbpeBuaTtypa IK
pacwmdpoBbiBaeTcs KaK Inverse Kinematics — o6paTtHasa kuHematuKa. [logpo6Ho o Her

B 9TOW KHUIe Mbl TOBOPUTb HE ByaeMm.

<Q [Idle ] &,
7 Tag | |
Motion @e o
Speed [ ]
Multiplier |~ [JParameter
Normalized Time (] Parameter
Mirror (| [_] Parameter
Cycle Offset 0 |[]Parameter
I Foot IK EI
| Write Defaults

Puc. 18.16. YctaHoBKa dnaxkka Foot IK

MapameTpbi

[TapamMeTpbl TOZOOHEI TIepEMEHHBIM /JIsT aHMMAaTOpa. Bel MOXkeTe 3a/1aTh UX Ha MaHe-
s Animator, a 3aTeM yIpaB/ATh UMU C IOMOIIBIO CKPUIITOB. DTU IapaMeTpHl BIUA-
IOT Ha TO, KOI/ZIa aHUMaI[UsA IlepeMelaeTcs U IePeXOAUT OAHA B Apyryro. UToOkI co37aTh
rmapameTp, HAXKMUTe KHOIIKY + Ha BKJIaZKe Parameters manenn Animator.

MPAKTURKYM

B aTOM ynpaxKHeHUn Mbl J06aBMM ABa NapaMeTpa. Ham noHago6MTCs MPOEKT M CLEHa, Hag
KOTOpPOW Bbl paboTanun paHee B 3TOM Yace. BbinosHuTe cneayoline AENCTBUS.

Aob6GaBreHue napameTpoB

1. Y6eautech, 4TO Bbl BbIMOMHWIN BCE NPAKTUKYMbl Yaca A0 3TOF0 MOMEHTa.

2. Ha naHenu Animator nepengvte Ha BKnagKky Parameters, a 3aTeM HaKMUTe KHOM-
Ky +, 4TOObI cO3aTb HOBbLIW NapameTp. Boibepute Tvn napametpa Float 1 npuceom-
Te napameTpy umsa Speed (puc. 18.17).
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| 28 Animator
| Base Layer

Puc. 18.17. Jo6aBneHne napaMeTpoB

3. loBTopuTe war 2, 4tobbl co3aatb napameTp Tmna Float ¢ umeHem Direction.

CocTofAHUA U AepeBbA CMelUMBaHUuA

Crefyroym 1marom 6yzieT co3faHue HOBOI'O COCTOSTHISA, B KOTOPOM HAaXOAUTCH MOJEIb.
OHo ormpeziesisieT, KaK BOCIIPOM3BOAUTCS aHUMALU. BBl ke co3zau cocTosiHME paHee, KO-
rzaa fobaswin aHumanuio Idle k koHTpostepy. Mogens Vtana GyeT UMETb Ba COCTOSTHYIS:
Idle u Walking (6e3geticTBue u xoan6a). C coctossaueM Idle yxe pazobpasuch. [ToCKOTBKY
cocrostirie Walking rogxoaut yiro60ii U3 Tpex aHUMAaI[|i, BaM HY)XKHO CO3/IaTh COCTOSTHUE,
B KOTOPOM GY/IET UCIIOTBb30BAThCS ZIEPEBO CMENTUBAHUS, COEIUHSAIOIEE OJHY WIN HECKOb-
KO aHUMaIUii B 3aBUCIMOCTH OT IIapaMeTpPOB. BBIIIOIHNTE Cllefyrolue AefCTBYA.

1. [OlenkHWTE IpaBOY KHOIKOM MBIIIHU IO IIyCTOMY IIPOCTPAHCTBY aHeau Animator
u BbIOepuTe koMaHy Create State = From New Blend Tree. Ha nanenu
Inspector npucBoiTe co3aHHOMy cocTossHUIo nMa Walking (puc. 18.18).

Base Layer

ation Car—
Speed [ R |
Multiplier - [] Parameter
Normalized Time [[) Parameter
Mirror ) () Parameter
Cycle Offset D [) Parameter
Foot IK (m]
Write Defaults ™4

Transitions ~_ Solo Mute

! list is Fmnty

e B
Create Sub-State Machine From Selected Clip -

Paste From New Blend Tree @

Copy current StateMachine ﬂi

Puc. 18.18. Co3naHne HOBOIro COCTOSAHUSA

Create State

2. JIBaX/IBI HIETKHUTE 1T0 HOBOMY COCTOSTHUIO, YTOOBI Pa3BEPHYTD €T0, U BHIOEPUTE
HoBoe cocrositivie Blend Tree. Ha manesu Inspector oTKpo#iTe pacKpbIBaOIINAHACST
criricok Parameter u Beibepute yHKT Direction. 3aTeM Z106aBbTe TPU JABWKEHWS,
IIEJIKHYB MBIIIBIO TI0 3HAYKY + I10/] CITUCKOM JIBHJKEHUH U BhIOpaB komauzy Add
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Field Motion. ITox rpaduKoM ycTaHOBUTE MUHUMAJIbHOE U MaKCUMaIbHOE 3Ha-
yeHwusd, paBHble —1 u 1, cooTBeTcTBeHHO (prc. 18.19).

|Blend Tree | @ %

Blend Type [1D 4]
Parameter Direction 5
= 1
Motion Thresho 8
= [None (Motion) © A =
' — [None (Motion) Q@ 0 at
]‘= None (Motion) o |1 1 »

; 1[+] — I
Automate Threshold:iid =~ Sadetionlield ‘
New Blend Tree

Puc. 18.19. [lo6aBneHune nonen ABMKEHNS

3. TlepeTamure KaK/AyI0 U3 TPEX aHUMALNN X0AbOBI HA OZHO U3 TPEX IIOJIei ABHU-
*KeHUs B ciegytoneM nopszake: WalkForwardTurnLeft, WalkForwardStraight,
WalkForwardTurnRight (puc. 18.20). I[ToMHUTE, YTO 3alTyCKaeMble KIUIIbI
pacronoxeHs! B paiine WalkForwardTurns.fbx 1 aHuManus aBrkeHus Briepes

HaxozuTcs B dpaitie WalkForward.fbx.

#3 Animator | © Inspector
Base Layer = Walking [Blend Tree

Blend Type [ 1D

Parameter [Direction

Blend Tree

o

F— )
=

Blend Tree

H

UNI_O1_..

0:00 (000.0%) Frame 0

Puc. 18.20. I3meHeHne MUHMManbHbIX 3Ha4YeHU 1 gob6aBneHne aHMMaLnn B 4EPEBO CMELLMBAHUS
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AHMManus xoAbObI Telepb TOTOBA K CMENIMBAHMUIO 110 ITapaMeTpy Direction. ITo cyTy,
BbI HACTPOWIM COCTOSTHHE CMEIINBAHNA Ha OIleHKY nnapametpa Direction. B 3aBu-
CHMOCTH OT 3HaU€HUs 3TOro IapaMeTpa ZepeBo OyzeT BEIOUpATh HEKOTOPBIH IIPO-
L[EHT OT Ka)XX/[0W aHUMAaIUH, CMELINBAaTh UX U CreHepUpyeT GUHATbHYIO YHUKAb-

HYIO aHuManuo. HampuMep, ecii HarpaBieHHEe paBHO —1, 6YZ€T BOCIIPOU3BOAUTHCSA
100% anumanuu WalkForwardTurnLeft. Eciiu HanpaB/ieHre paBHO .5, ZiepeBo

6yzeT Bocpou3BoAuTb 50% anumaruu WalkForwardStraight v 50% aHumaruu
WalkForwardTurnRight. Hecio)XHO TOHATB, HACKOJIBKO 3TO MOLIHBI UHCTPYMEHT!
YToObI BEIMTH U3 IOAPOOGHOTO PEKMMA, HAXKMUTE KHOTIKY Base Layer B BepxHel yacTu
ma"enu Animator (puc. 18.21).

[ Layers || Parameters | Base Layer| = Walking

(@ ame

Puc. 18.21. Bug naHenn Animator

Mepexoabl

[ToceHee, YTO BaM HYKHO CZieJIaTh, IPEXK/e YeM 3aBepIIUTh paboTy, — 3TO CO00-
IIUTh aHUMAaTOPY, KaK IepektodaThesa Mexay anumanuamu Idle u Walking. Bam Hyx-
HO HacTpowuTh ZiBa nepexoga — ot Idle k Walking 1 Hao60poT. YTOOBI CO3Z1aTh MEPEXO,
BBITIOJTHUTE CJIEZAYIONIHE JeCTBUS.

1. [eaKHUTE MPaBOM KHOIKON MBIIIK 10 cocTosaHuIo Idle u BeiGepuTte KoMaHIy
Make Transition, 4ToGbI co3[aTh GeIyI0 JIUHUIO, CIEAYIOIIYIO 3a Balllell MBIIIbIO.
[leJIKHUTE MBIIIBIO 10 cocTOsIHMI0 Walking, 4TOObI COEZIMHUTD €r0 C COCTOSTHIEM
Idle.

2. TloBTropwuTe 1mar 1, Ho Tenepb coeanHuTe coctossHue Walking c cocrossauem Idle.

3. Usmenure nepexoz ot coctossHus Idle k cocrosinuio Walking, 1eKHYB MBIIITBIO
o 6esoi cTpenke Mexay HuMu. /lobaBbTe yeinoBue Speed Greater 0,1, Kak moka-
3aHo Ha puc. 18.22. CzenaiiTe TO ke camoe AJis tepexoga oT coctosHusa Walking
k cocroanuto Idle, Tompko ykaxure ycnosue Speed Less Than 0,1.

4. Co6pocsre dpiaxxok Has Exit Time, 4yTo65! mo3BosuTh anuMaiuu Idle nmpepsiBats-
sl IPY HAXKATUU KJIABUIIH XOAbOHL.

AnmMatop roToB. Bel MOXKeTe 3aMeTUTh, YTO IIPU 3aITyCKe CLIeHBl HU OHA U3 aHUMAaI[Ui
JIBIDKEHUS He BKJIIOYAETCs. DTO CBSI3aHO C TEM, UTO IIapaMeTPhl CKOPOCTH M HaIlpaBJie-
HUS HE MEHAIOTCA. B ciieytomnem pasziesie Bbl y3HaeTe, KaK U3MEHUTH UX C IOMOIIbIO
CKPUIITOB.
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Transitions Solo Mute
= | e
&= Idle -> Walking
Has Exit Time ]
P Settings

10:00 15:00 j20:00 25:00

» BlendTree Parameters

|| | Conditions
l= Speed ~| | Greater # !

+ -

Puc. 18.22. 3meHeHne nepexoaos

CKpHI'ITbI AAA aHUMaTOopPoB

Teneps, KorzAa MbI czielaly MOJe/b, CKeJeT, aHMMalliio, aHUMAaTop, IIepeXoAbl U epeBO
CMeLINBaHuA, 1opa J06aBUTh KO BCEMY 3TOMY UHTEPaKTUBHOCTH.

K cuacTbio, KOZ CKpUIITOB IIPOCT. Bébras yacTh TaKenol paboTH yKe czenaHa

B pezakTope. Ha aHHBINT MOMEHT, BCe, YTO BaM HY>KHO, — HAaCTPOUTD ITapaMeTpBI,
cOo3ZaHHbIe B aHUMAaTOpe, YTO6HI VITaH mpuiien B ABKeHUe. [I0CKONIbKY 3alaHHbIE
rapaMeTphl HACTPOEHHI Ha YKCJIa C IIaBaronel 3amaroi (£ loat), BaM Hy>XKHO BBI3BaTh
ClleZlyIoN MeToZ, aHUMaTopa:

SetFloat (<mMs>, <s3HaueHme>) ;

MPAKTUKYM

B cnepytowmnx warax mbl J06aBMM B Hall MPOEKT CKPUMT, YTOObI BCe 3apaboTarno.

MocnepHuM WITPUX

1. Cospavite nanky Scripts n fo6aBbTe B HEE HOBbIM CKpUNT. [pucBonTe eMy UMs
AnimationControl. HasHa4bTe ero mogenu UtaHa Ha cueHe. (3To BaxkHO!)

2. [o6aBbTe B ckpunt AnimationControl cneagyouwmi koa:

Animator anim;

void Start ()

{
// TlojlyuyaeM CCBUIKY Ha aHMMaTop
anim = GetComponent<Animator> ();
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void Update ()

{
anim.SetFloat ("Speed", Input.GetAxis ("Vertical")):;
anim.SetFloat (“Direction", Input.GetAxis ("Horizontal")):;

3. 3anycTtuTe CLUeHy M 06paTUTe BHUMaHWE, YTO aHMMaLMK YNpaBasioTCs rOPU30HTas b-
HOW ¥ BEPTUKaJIbHOM ocsiMU BBOAA. (ECnn Bbl 3a6blIM, FOPU3OHTaNIbHAsA U BEPTH-
KanbHas ocu ynpasnstoTcs Knasuwamu W, A, S, D 1 KnaBuwamu co cTpesikamu.)

l'otoBo! Eciu BB 3allyCTUTE CLIEHY IT10C/Ie ,C[O6aBJ'IeHI/IH 9TOI'0 CKpHIITa, TO YBUAUTE KOE-
YTO CTpaHHOE. WTaH He TOJIBKO BOCIIPOM3BOAUT aHUMAIIUU XOZ[I)6LI, IIOBOpOTa U 6e3-
Z[eﬁCTBHH, HO M cCaMa MOJEJIb TOXKE IBUTI'a€TCA. HpI/I‘{I/IHH Yy 3TOro JBe.

[lepBas 3aKJIIOYAETCS B TOM, YTO Y aHUMAIIUI €CTh BCTPOEHHbIE ABIKeHUSA. OHU ObUIU
mobaByieHbl aHUMAaTOPaMU /10 BCTaBKU aHUManui B Unity. FIHaue BbI IOMKHBI ObUTH ObI
3aMporpaMMHUPOBATh JBIKEHNE CAMU.

BTopas mpuurHa B TOM, UYTO IO YMOTYAHUIO aHMMAaTOP I03BOJIAET aHMMAI[UU IlepeMe-
IIaTh MOZEb. DTO MOXKHO M3MEHHUTh, BbIOpaB ominio Apply Root Motion komMmoHeHTa
Animator (puc. 18.23), HO B IaHHOM CJIy4ae 3TO MPUBEZET K CTPAHHOMY ITOBEIEHUIO!

duHambHBIN (Al MPoeKTa ecTh B Gpaiiiax IPUMEPOB — Bbl MOJKETE OTKPBITh €TI0

U CDaBHUTD!

v 32 ¥ Animator ¥,
Controller | ayerAnimator | o
Avatar & EthanAvatar |
Apply Root Motion @»

Update Mode Normal ™
Culling Mode [ Cull Update Transf m

Puc. 18.23. Ceoricteo Apply Root Motion

Pe3iome

B aToM 4dace MbI ¢ HYJIA c06pa111/1 IIPOCTYIO aHUMAIIUIO. MpbI Havamu ¢ KY6a u ,D;O6aBI/IJII/I
KOMIIOHeHT Animator. 3aTeM MbI COo3JaJI1 KOHTPOJIED Animator v cBsi3ajii €ero C aHu-
MaTOpOM. 3aTeM MBI HaCTPOWIN COCTOAHUA aHUMal U COOTBETCTBYIOIIIE ABMXKECHUA.
Hakonern, Bl Y3Ha/I1, KaK MOXXHO CMEIINBAaTh COCTOAHUA.
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Bonpocbl U oTBeThbI

Bonpoc: MoxHO 1 co3aaTth KlO4YeBON Kagp aHumauuu rymaHonaos B Unity?

OtBeT: Unity He No3BONSET Aenatb 3TO C 'yMaHOMAaMu, HO Bbl MOXETE HanTh
B MIHTepHeTe o6xoaHble NyTW. Hanpumep, Bbl MOXeTe co34aTb aHnMaLmio
B OTAE/IbHOM MnpunoxeHnn 3D-moaennpoBaHus n UMNopTnupoBaTb ee B Unity.

Bonpoc: MoxeT M 06beKT nepemeLatbCs U aHMMaTopoM, U GU3UYECKUM ABUKKOM?

OTBeT: Bbl MOXeTe 3T0 caenath (C HEKOTOPOM OCTOPOXKHOCTbLIO), HO Nydlle naberatb
TaKoro cMelmnBaHusg. [4na ntoboro ABUMKEHUS Bbl JONMKHbI TOYHO 3HATb, YTO
KOHTPONMPYET UTPOBOM 0OBLEKT — PUINYECKUIN ABUKOK UM aHMMaTOop.

Cemuuap

YzaenvuTe HEKOTOPOE BpeMs MPopabOTKe MPUBEJEHHBIX HIXKE BOIIPOCOB, YTOOBI yOEIUTh-
€1, 9TO BBI XOPOIIIO YCBOWIN MaTepual.

KOHTpOAbHBbIE BONPOCHI

1. Ha 9To JO/DKEH CChLIAThCs KOMITIOHEHT Animator, 4To6sI paboTaTh?
2. Kakoli IIBeT y COCTOSTHUSA IO YMOJYaHUIO aHUMAaI[UU Ha BKIagke Animator?
3. CKOJIbKO KJIMIIOB (ABIDKEHMNI) MOXKET UMETh COCTOSIHYE aHHMAaIIUU?

4. Yro HY>XHO HCIIOJIb30BaTh AJId 3allyCKa II€epexXoA0B aHNMalluu U3 CKpI/Il'ITa?

OTBeTbl

1. Kourposiep Animator ZomkeH ObITh CO3/IaH U MOAKIIOUEH K KOMITIOHEHTY
Animator. B ciydae ryMaHOUZHBIX IEPCOHAKEH TakKe OTpebyeTcs aBaTap.

2. OpaHxeBBIN.

3. MokeT 6bITh mo-pazHoMy. COCTOSTHHE aHUMAIIMKM MOXKET BKJIIOYaTh OJUH KJIUII,
ZIepPEBO CMEIMUBAHUSA WU IPYTOA KOHEUYHBIN aBTOMAT.

4. IlapamMeTprl aHUMATOPA.

YnpaxxHnenue

TpebyeTcss MHOKECTBO PECYPCOB, YTOOBI BEICTPOUTD HAZIEKHYIO U BHICOKOKAYeCTBEH-
HyIO0 CUCTEMY aHUMAI[UU. B 3TOM yace /i JOCTKEHUSA [[eU TOTPEOOBATUCH OHU
rapaMeTpel, B IPyTrO¥ CUTyallUu MOTPeBYIOTCS APyTrHe. 3eCh MHOTO BCETO Pa3HOTro,
U OTIpeZiesIsiolee 3HaYeHEe UMEIOT OIBIT U OOyYeHuUe.
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Barre ympakHeHuUe cefidac — MPOJOIKUTD U3ydeHue cucTeMbl Mecanim. O6s13aTesbHO
HaYyHUTE C YTEHU: JOKYMeHTaIMH 110 3Toii cucteMe Unity. Bel MoXkeTe HaliTH ee Ha caii-
Te Unity o azpecy docs.unity3d.com/ru/current/Manual /AnimationSection.html.

BbI MOJKeTe TaKKe UCCIeZloBaTh aHUMUPOBaHHbIH TTpedab Mrana
ThirdPersonController.prefab, pacnonoxennsiii B manke Assets\ Standard Assets\
Characters\ ThirdPersonCharacter\ Prefabs\. 3tot npedab ropaszo cioxHee, uem
CO3ZIaHHbIM HaMu VTaH. Y HEro Tpu iepeBa cMelnuBanus — Airborne, Grounded

u Crouching.



19-1 YAC
Cucrtema Timeline

YT10 BbI y3HaeTe B 3TOM 4yace
> BBefeHue B CTpyKTypy cuctemMbl Timeline
» Kak fo6aBndaTb KAKUMbl U BbICTpanBaTb M3 HUX NOCNeA0BaTeIbHOCTH

» Bonee cnoxHble cnydan ncnonb3oBaHus cuctembl Timeline

B 3TOM Yace BBI U3yYUTE OYEHb MOITHBIN NHCTPYMEHT CO3ZIaHUA TTOCTIeA0BATENbHOCTEH
B Unity: Timeline. MbI HauHEM €O CTPYKTYPbI ¥ KOHI[ETIIINY TaliMIaliHa ¥ KOMIIOHEHTA
Playable Director. 3aTeM MbI PACCMOTPHM, YTO TaKO€e KJIMIIBL ¥ KaK pacloaraTb ux
Ha TaliMiialiHe. V3y4yuB pasudHbIe CIIOCOOBI UCIIONIb30BaTh cucteMy Timeline, 4ToObI
BHECTH B IIPOEKT pa3HO06pa3ue, Bbl 3aKOHYUTE ITOT JaC.

MPUMEYAHUE

Ero sarapo4HOCTb NPEBOCXOAUT TOALKO €ro cMAa

B aTOM 4yace Bbl M3y4nTe pasniMyHble KOMNOHEHTbI cnucteMbl Timeline B Unity. Cneay-

€T OTMEeTUTb, 4TO Timeline — 04YeHb MOLLHbIA U BMECTE C TEM CI0XKHbIA MHCTPYMEHT.

Ha camom gene B 3TOM Yace Mbl PaCCMOTPUM INLLb BEPXYLIKY ancbepra ero BO3MOXHO-
cTen. Bea cuctema cosfiaHa M3 MpoCTbiX, HO MOAY/bHbIX YacTen, NO3BONSAOLMX UCNOSTb30-
BaTb €e MHOXECTBOM Pa3/iM4yHbIX CNOCO60B. TO eCTb, ECNIN Yy Bac BO3HUKHET BOMPOC BPOAe
«XM, MHTEPECHO, MOTY N1 5 cAeNaTb C MOMOLLbIO TaMnanHa BOT 3TO», TO OTBET, BEPOSITHO,
«ga». IT0 He BCcerja nerko, Ho, CKopee BCero, BO3MOXKHO!

3HakomcTBO ¢ Timeline

ITo cytu, Timeline — MHCTPYMEHT CO3/jaHUA NTOCIeA0BATENBHOCTEN. DTO 0O3HAYA-

€T, UTO C €ro MOMOII[BIO MOXHO CZieJIaTh TaK, YTOOBI ONIpe/ie/IeHHBIE AeCTBUA IIPO-
HCXOZAWIY B OIlpe/ie/IeHHble MOMEHTE BpeMeHU B Ollpe/ieIeHHOM IOopsAKe. A YTO 3TO
3a ZielcTBUA — 3aBUCUT TOJIBKO OT Barel paHTasuu. B HEeKOTOPOM CMBIC/Ie TalMIaliH
OuY€eHb MOXOXK Ha KOHTposulep Animator (cM. yac 18). KonTposuiep Animator mcrosib-
3yeTcs JIs CO3aHUA ITOCIeZ0BAaTEIbHOCTH U YIIPaBIeHNUsA aHUMaluaAMU 00beKTa.
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OrpaHuYeHUEe 3aKII0YaeTCs B TOM, YTO KOHTPOJUIEp Animator MOXET yIIPaBJIATh TOJb-
KO c060it Win o9epHUME 06bekTamMu. Ho OH He MOXKeT GBITh UCIIONb30BaH, HAIPUMED,
JUTS CO3/IaHUS CLIEHBI, T7le IBa OXPaHHUKA TPaBAT OalKH, a 3a YIJIoM KpaZieTcs Bop. s
Takux 3a71a4 Hy>keH Timeline. Bel MoXeTe IPUMEHATD €T0 /I CO3/JaHUS TTOCIe[0BA-
TeThHOCTEN pasHBIX IeMCTBUM Pa3HbIX 0OBEKTOB B pa3HOE BpeMs.

Crpykrypa Timeline

OCHOBHO# 3JIEMEHT IOCJIeIOBAaTENbHOCTH Ha3bIBaeTCs Kunom. XoTs 3To OyAeT o3Ha-
4YaTh, YTO TAUMJIAMH UCTIOIb3yeTCs I aHUMAIUU, TTPaBJa 3aKJII09aeTcss B TOM,

YTO KJIUIIOM MOXKeT OBITh YTO YTOAHO — ayAUOKJIUII, COOBITHE JaHHBIX, BKIIOUEHME

U OTKJIIOUEHUE UTPOBBIX 0OBEKTOB. BhI ZIaXke MOXKeTe 3aporpaMMUPOBATh COOCTBEH-
Hble KJIUIBL ¥ 3aCTaBUTh UX ZlelaTh YTO YTOAHO.

Kimner pa3meniaoTess Ha OJHOM WM HECKOJIBKUX mpekax (puc. 19.1). OHu onpenens-
FOT, KaKKe TUITbI KJIUIIOB MOTYT OBITh Pa3MelleHbl Ha HUX U KAKUMH 00beKTaMU OHU
yrpapiaoT. YTo6bl aHUMHUPOBATD /IBa IEPCOHAXKA, HY>KHO ZIBa Tpeka (110 0/HOMY /IS
KakZIor0), C OHOM MJIM HECKOJbKUMU aHUMAITUAMU Ha KaXKZOM.

©  |//'D:] New Timeline (Director)
60

I
(Fluze=r Fltter

J[=None (Audio Sour{ ©

Tpeku 3 ; Knun
TanmnainiH

Puc. 19.1. CtpykTypa naHenu Timeline

O6a kInma ¥ TPeKH paciojararoTcsa Ha acceTe TaiimaiiHa (puc. 19.1). OtoT accer
MOXXeT HCIOIb30BaThCA Ha PAa3HBIX ClIeHAaX WM MHOTO pa3 Ha OZHOH clieHe. TaliMaliH
OTC/IEXXUBAET 06BEKTHI, KOTOPHIMU OH YIIPABJAET, Yepe3 npussasku. Vix MOXKHO ycTa-
HOBUTb C TOMOIITHIO KOZ]a, HO, KaK MPaBHJIO, IOCTATOYHO JIUIIIb TIEPETAIUTH OOBEKT
Ha TarMJIaiH.

Haxkower, B cucreme Timeline ucmosnbayercs komnoHeHT Playable Director s ympas-
JIEHUs TalMIaiHOM. DTOT KOMIIOHEHT 06aBJsIETCS K UTPOBOMY OOBEKTY Ha CIleHe

U OTIpeZiesisieT, KOTAa TaliMIaiiH 3ammycKaeTcs, KOTZa OCTaHABIUBAETCA U UTO MTPOUCKO-
[T, KOT/Ia OH 3aKaHYMBAETCA.
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Co3paHue TaMMIAaAMHOB

Kak yrmoMuHaioch paHee, TaliMIaiiH — 9TO acceT, Ha KOTOPBIH YKJIabIBaeTCA BCe
ocrasbHOe. TaknM 06pa3oM, epBEIM IaroM B pabote ¢ Timeline 6yzet co3ganue acce-
Ta TaliMiaiiHa. YTOObI cZeaTh 3TO, IEIKHUTE IPaBOii KHOIIKOM MBIIIH 110 TIAHEIN
Project u Bei6epuTe komaHzy Create = Timeline (puc. 19.2).

| —— Create > Folder
Show in Explorer C# Script
Open Shader >
Delete Testing >
WL Playables >
Open Scene Additive Assembly Definition
Import New Asset... Scene
Import Package > Prefab
Export Package... Audio Miver
Find References In Scene
Select Dependencies Materal
Lens Flare
Refresh Ctrl+R Render Texture
Reimport Lightmap Parameters
Reimport All Custom Render Texture
Extract From Prefab Sprite Atlas
Assets Sorites 5
Run AP| Updater... P!
Tile
Open C# Project
I Ani Controller
Animation
New Timeline Animator Override Controller
Avatar Mask
Timeline
Physic Material
Physics Material 2D
&l Assets

Puc. 19.2. Co3agaHne TaniMnanHa

Korza taiimnaiis 6yzeT co3aH, OH ZOJDKEH YIIPaBIAThCs KoMIIOHeHTOM Playable
Director, KOTOpBIii 106aBJIAETCS K UTPOBOMY OOBEKTY B clieHe. UT0OBI 06aBUTh KOMIIO-
HeHT Playable Director k 06'b€KTY, BbI MOKETE BBIZIEIUTD €T0, a 3aT€M BbIOPATh KOMaH/Y
Add Component = Playables = Playable Director. 3aTeM BaM Hy>KHO YCTaHOBUTD aCCET
TaliMTaiiHa B KayecTBe cBoiicTBa Playable kommonenTa Playable Director. Bosee mpo-
CTOM CIToCco6 — TepeTaNuTh TaliMIaliH ¢ maHe u Project Ha UTPOBO# 06BHEKT Ha TTAHeH
Hierarchy, KoToOpBIii 0/DKeH yIIpasIATh TaliwiaiiHoM (puc. 19.3).
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© Inspector
@ 5

3 |20] # [4) | &-]

v Quntitled*
Main Camera

Directional Light \ v~ Transform
Some Object Position
Rotation
Scale
v & ¥ Playable Diree

Playable [@New Timeline (TimelineAssi ©

Update Method  [GameTima & |

Play on Awake &
Wrap Mode (hone )

Initial Time 0

Add Component

@ Project
| create -
¥ i Favorites
©\ All Materials
LAl Models

CLAll prefabs
©LAll Scripts.

s O
Puc. 19.3. lo6aBneHve KomnoHeHTa Playable Director K nrpoBomy 06beKTY

MPAKTUKYM

Co3paHMe acceTa TaiMAalHa

lMonpaKTuKyemcs: cos3ganTe acceT TaiMnanHa n go6aBbTte KOMNoHeHT Playable Director
K UIrpOBOMY 06bEKTY. O653aTefIbHO COXPaHUTE MPOEKT U CLIEHY, CO3AaHHYI0 3eCh, TaK Kak
OHW NOHAA06ATCA HaM MO3XKe B 3TOM Yace. BbinonHuTe cneaytolime 4encTBus.

1. Co3spaviTe HOBbIM NPOEKT UK cLieHy. [lo6baBbTe B MPOEKT HOBYIO MamnKy C UMEHEM
Timelines.

2. B nanke Timelines co3ganTe HOBbIM TalMalH, WeEKHYB NPaBOM KHOMKOW MbILlWN
1 Bbi6paB KomaHgy Create = Timeline.

3. [lo6aBbTe Ha CLIEHY HOBbI MTPOBOW 0GBLEKT (BbiGpaB KomaHay GameObject =
Create — Create Empty). [pucsonte emy nms Director.

4. T[lepeTtalinTe HOBbIM acceT TanMnanHa ¢ naHenu Project Ha 06beKT Director
Ha naHenu Hierarchy. (310 He cpab6oTaeT, ecnun Bbl NOMbITAaETECH MEPETALLUTL MO
Ha CLeHy uau Ha naHenb Inspector.)

5. Bblbepute nrposoi o6beKT Director 1 y6eantecs, 4to Ha naHenu Inspector nosiBu-
cs1 KomnoHeHT Playable Director.

Pabora ¢ TavmmaanHamm

Co3zaTh TaliMIaiiH JIETKO, HO 3TOTO ellle He ZIOCTATOYHO JJIA pe3ysbTata. YToOk!
HICIIOJIb30BAaTh TalMIAMH, BaM HY>KHBI TPEKH U KJINIIBI, KOTOPHBIE YIIPaBJIAIOT [10CTIe0Ba-
TeJIbHOCTAMU 00beKTOB Ha IIaHenu Scene. Bes aTa paboTta ocyIecTBIsgeTcs Ha IaHeIu
Timeline, koTOpas oueHb MOX0XKa HA MaHeab Animation, paccMOTpeHHYIO B gace 17.

NManenb Timeline

Jliist paboThI ¢ TaliMIATHOM BaM HEOOXOAMMO OTKPHITh maHenb Timeline. Bel MokeTe
czenaTh 9To, BeIOpaB kKoMaHZy Window = Timeline viu ABaXX/IbI IIETKHYB MO acCeTy
TaliMsIaliHa Ha TIaHeu Project.
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BBl yBUZIUTE 3JIEMEHTHI YIIPABIEeHUA U1 IPeJBAPUTENIBHOIO IIPOCMOTPA U BOCIIPOM3-
BeJIeHUsA, YIIPaBJIeHUs PEXXUMOM, a TaKXKe 00J1acTh /Ui paboThI C TPEKaMU U KJIUITaMU
(puc. 19.4).

MepeknioyeHne pexuma  BpiGop

BOCnpowu3seaeHuA pexuma TeKyu_“Aﬁ TanMnavH 3aer|'U'|eHV|e naHenn
Timeline ™|
@ froject  [Console | 0Timelin R el E "= 1 L =
| Preview | 14 | 14| > | o1 || |[]]0 11,5 || New Timeline (Director) &
| (@ Dir]

YnpasneHue KHonka Bbibopa
BOCMpoM3BefeHem  TarMnanHa

[lobaBneHwne Tpeka

Puc. 19.4. MNaHenb Timeline

HeT oco6oro cMmeIcia u3y4yaTh IIycTyio naHenab Timeline. BmecTo aToro gaBaiite ABU-
raThCs Jajblile, ¥ OyZieM U3ydaTh ITaHesb [0 Mepe paboTH ¢ Hel.

COBET

3akpennenue naneau Timeline

Pa6otas Ha naHenu Timeline, Bbl YacTo 6ygeTe B3anMOAENCTBOBATL C APYrMMU OObEKTa-
MU Ha naHenu Scene wnu Project. Ho B aTom cnyyae c6pacbiBaeTcs Bblae/ieHUe C 06beK-
Ta Director, 1 naHenb Timeline cTaHOBUTCA MYCTOM, YTO OC/IOXKHSAET paboTy. Jlydlie Bcero
3aKpenuTb naHesnb Timeline (puc. 19.4). Toraa BbIGOP APYrnx 0GBHEKTOB HE ByAET 3aKpbl-
BaTb ee. Bbl MOXXeTe BbIGpaTh, KaKov TauMianH MU3MEHUTb, C MOMOLLBIO NepeKoyaTens
Ha naHenu Timeline. HamHoro yno6Hee!

BHUMAHWE!

Pe)Xxum npeanpocmoTpa

Ha nanenu Timeline ecTb pexum npeasaputenbHoro npocmotpa (Timeline) (puc. 19.4).
Koraa aT0T peXXnMM BKIIOYEH, Bbl BUAMTE, Kak TauMnanH 6yaeT BO34eNCTBOBaTb Ha OO6beK-
Tbl Ha cueHe. 3T KpaliHe BaXKHO AN BbiCTpauBaHWs NocneaoBaTenbHOCTEN U NPaBUILHOMO
BocnpousBeaeHus. K cyacTblo, npu paboTe Ha naHenu Timeline pexxum npeaBapuUTENbHOMO
NpocMoTpa BK/IOYaEeTCs aBToMaT4ecKn. OLHaKo Npu aTOM OTKJTIOHAKOTCA HEKopble GYHK-
LK, HanpuMep Bbl HE CMOXKETe U3MeHATb Npedabbl. ECv Bbl 3aMETUN, YTO YTO-TO BbIMIfA-
[OWT HeNpaBuUbHO, NONPOBYITE BLINTU U3 pPEXMUMa NpeiBapuTebHOro NPocMoTpa, YToobl
y6eauntbes, 4to naHenb Timeline He BBOAWT Bac B 3abnyxaeHue.

Tpeku

Tpeku Ha TaiMIIaliHe OMIPEJENAIOT AeHCTBYsA, KaKOM 0ObEKT UX COBEPIIAET U YTO 00B-
€KT BOOOIIe MOXKeT ZieiaTh. TpeK TaliMIaifHa BBIIOIHAET HeMaio GyHKIU. YTOOBI
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n06aBuTh ero, Haxmute KHonky Add Ha manenu Timeline (cm. puc. 19.4). B Tabnu-
e 19.1 nmepeyrc/IeHEl TUITBI BCTPOEHHBIX TPEKOB U ONKCAH UX QYHKITMOHAI.

TABA. 19.1. Tunbl TPEKOB Ha TauManHe

Tun OnucaHue

Group JTOT TMN TpeKa He UMeEeT CO6CTBEHHbIX GYHKLUMI. OH NO3BONSET rpyn-
nUpoBaTb TPEKM 4151 06/1eryeHns opraHmsaumm

Activation | 31oT TN TpeKa NO3BONSET aKTUBUPOBATb/A€aKTUBMPOBaTb UIPOBLIE
06bEKTHI

Animation | 31oT TN TpeKa NO3BONSET BOCNPOM3BOANTb aHUMaL MO OObEKTOB.
O6paTuTe BHUMaAHKE, YTO OH UMEET NPUOPUTET Ha Nt06ON aHMMaLIMEN,
BOCMPOM3BOANMOM aHUMAaTOpPOM

Audio JTOT TMN TpEeKa NO3BOJISET 3aMyCcKaTb U OCTaHaBMBaTb BOCNpPOM3Beae-
HWe ayaMOKINMOB

Control 3TOT TMN TpeKa NOo3BOAET YNPaBAaTb APYrMMU BOCNPOM3BOAUMbIMU
ob6beKTamu. BocriponsBoammMbiM SBASETCS N10O60N acCceT, CO3aaHHbIN
cuctemomn BocnpounsseaeHusa Unity. Hanbonee pacnpocTpaHeHHbIN
Crnoco6 UCnonb30BaHUA 3TOro TUNa TPeKa — 3acTaBUTb TaMaH BOC-
NpoM3BOANTb APYron TanMnanH. Takum o6pa3oMm, Bbl MOXKETE UCMOJSIb-
30BaTb TanMMialH ANg BbiICTpanBaHWs nocneaoBaTenbHOCTEN M ynpaB-
JIEHUS HECKOJIbKMMU JOHEPHUMU TarMianHammu

Playable 370 cneunanbHbIv TUN TPEKa ANs ynpaBneHUs nonb30BaTebCKUMMU
BOCMNPOM3BOAMMbIMU acceTamm (CO3AaHHbIMU 41K paclMPEHUs CUCTe-
Mbl Timeline)
NMPUMEYAHNE

HoBble u co6CTBEHHbIe TPEeKH

B tabnuue 19.1 nepeyncneHbl TPEKKU, KOTOPbIE BblKn JOCTYMHbI B Unity Ha MOMEHT ny6-
NIMKaLUMK aTon KHUrn. Cuctema Timeline — oTHOCUTENBHO HOBasA GYHKLNUS, U paboTa Hag
ee BO3MOXHOCTAMM npopaomxKaeTcs. CnMcoK 6yaeT AONOHATLCS, U B CeayoLIMX BEPCUaX
NosIBATCS HOBbIE TUMbl TPEKOB.

Kpowme Toro, cuctema Timeline pacwunpsiema. Ecnv Bam He XBaTaeT KaKUX-TO GYHKLWUA, Bbl
MOXeTe co3aBaTb COOCTBEHHbIE TPEKU. YIKe ceryac MHOrne pa3paboTynMKM 3aHMMaloTCA
3TUM. [0TOBbIE NONb30BaTENIbCKUE TPEKM MOXHO HanTK B Asset Store. Ecnn BaM nHTepec-
HO, MOXeTe Ha4yaTb ¢ 6ubnnoTekn Default Playables Library (cm. assetstore.unity.com/
packages/essentials/default-playables-95266).
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MPAKTUKYM

Tenepb Mbl JO06aBUM TPEKU Ha CO3JaHHbIV paHee TanMnanH. He 3abyabTe COXpaHUTb 3Ty
CLEHy, TaK KaK OHa NoHafobuTca HaM No3xe. BbinonHuTe cnegyloline 4eNCTBUS.

Aob6aBneHHEe TPEKOB

1. OTKpoMTe cLeHy U3 npakTuKkyma «CosfjaHue acceTa TavimnanHa». [JobaBbTe Ha Hee
Ky6 1 MOMeCTUTE ero B No3uLmio ¢ koopanHatamu (O, O, 0).

2. OtkponTte naHenb Timeline (BbibpaB KomaHay Window = Timeline). Boinenute 06b-
eKT Director Ha cueHe. Bbl yBuauTe Bal TaMMnanH Ha naHenu Timeline (HO TpekoB
Ha HEM MOKa HeT).

3. 3akpenute naHenb Timeline, WeNKHYB Mbillblo MO 3HAYKy 3aMKa B MPaBOM BEPXHEM
yray (cMm. puc. 19.4).

4. [lo6aBbTe TPEK aHUMaLMK, HaxaB KHomMKy Add 1 Bbi6paB nyHKT Animation Track.

MpuBsaxuTe Ky6 K TPEKY, NnepeTawms Ky6 ¢ naHenu Hierarchy Ha cBoincTBo Track
Binding Ha naHenu Timeline (puc. 19.5).

= Hierarchy e
| Create 'I (G )
v & Adding tracks =
Main Camera
Directional Light
Directo

0 Timeline
New Timeline (Director)

Animation Track Audio Track

Puc. 19.5. MNpuBasKa Tpeka

6. [lpv nosiBneHuu 3anpoca HaxxmuTe KHomKy Create Animator on Cube.

7. [o6aBbTe ayanMoTpekK, HaxkaB KHonKy Add v Bbi6paB nyHKT Audio Track. Ayanotpek
He 06513aTeNlbHO AO/MKEH ObiTb NMPUBSA3aH K UTPOBOMY O6BEKTY, YTOObI QYHKLIMO-
HUpoOBaThb.
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KAunbl TaMMAnaviHOB

[Tocsie TOTO, KaK TPEKU pa3MellleHbl Ha TaliMIaiiHe, Hy>KHO 106aBUTh KIUIEL. PaboTa

C HUMM HEMHOTO BapbUpPYeTCs B 3aBUCHMOCTH OT THIIA TPeKa, HO 0611as GyHKIMOHAIb-
HOCTb BCEX KJIUIIOB OJUHAKOBasA. YTOOHI I06aBUTH KJIWII, IIEJIKHUTE IIPABOY KHOMKOH
MBIIIY TI0 TPeKY U BeiGepuTe koManay Add From <mun kauna>.

Hampumep, eciiu Bbl 06aBjIsieTe KNI HAa ayJUOTPEK, B KOHTEKCTHOM MEHIO OyZeT IIpu-
cyrctBoBaTh MyHKT Add from Audio Clip (puc. 19.6). [lofBUTCA MEeHIO, TO3BOJIAIONEE
BaM BHIOpATh KJIHI, KOTOPBIN MOXXHO 06aBUTH Ha TpeK. KpoMe TOro, MOXKHO mepeTa-
IIUTh COOTBETCTBYIONINII acceT ¢ maHenu Project Ha Tpek Ha manenu Timeline.

Beep High

Paste Ctrl+V
Duplicate Ctrl+D
Delete Delete

Lock
Mute

~ Add From

Puc. 19.6. [lo6aBneHune Ha ayanoTpek kivna Beep High

[Tocsie 3TOTO BBI CMOXKETE IIepeMelaTh KNI, YTOOE HACTPOUTh BpEMs BOCIIPOU3Be-
JeHust. BBl TAK)Ke MOXKETE HACTPOUTD Pa3Mep KIIUIIA, TEM CAMBIM U3MEHSIS ero J{JIv-
TeJIbHOCTH. BBl MOXKeTe faxke 00pe3aTh WK 3al[UKJIUTD KNI Ha OTpeZesieHHOe Bpe-
M. CrielyeT OTMETHUTD, YTO TOYHAsA HACTPOMKA AJUTENbHOCTH KJIUIA 3aBUCUT OT THIIA
TpeKa.

Kpome nepeTackuBaHUA KJIUIIOB 10 TPEKY AJI HACTPOHKU BOCIIPOM3BEZEHNUA, BBl TAKKE
MOJKeTe BBIOPATh KJIMII, a 3aTeM U3MEHHUTh ero TapaMeTpsl Ha ITaHenu Inspector. Tak

y Bac OyZeT ZOTIOJHUTENbHBIN KOHTPOJIb U BOSMOXXHOCTHU HACTPOUKHU IIPU paboTe C KIIH-
naMu (XOTs ¥ He TaKOH OBICTPBIH, KaK IPOCTOE MePeTaCKUBAHUE).

MPAKTUKYM

BoicTpauBaHue nocAeAOBaTeAbHOCTEe! KAMMNOB

HakoHeu, HacTano Bpems 406aBUTb Ha TalMIaNH YTO-HMOYAb UHTEpecHoe! Mbl 6yaem
[106aBNSATb KIWMbl HA TPEKM TaMmNanHa, Co3AaHHble B MPaKTUKYMe «[Jo6aBNEHNE TPEKOB.
0653aTelbHO COXpaHUTEe 3Ty CLIEHY elle pa3, MOTOMY YTO Mbl MPOAO/IKMM PaboTy C HEM NO3-
Ke. BoinonHuTe cneayioume 4encTBuS.
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1. OTKpoOWTE CLIEHY, CO3AaHHYI0 B MPaKTUKyme «JJo6aBneHune Tpekos». Hanaute dannsbl
npuMepoB ANis Yaca 19 1 umnopTtupynte aAe nanku: Animations n Audio.

2. Ha naHenu Timeline WwenKHMTE NpaBon KHOMKOW MbILIKW MO TPEKY aHUMaLIUK, CBS-
3aHHOMY ¢ 06beKToM Cube, 1 BbiGepuTe KomaHay Add from Animation Clip.

3. B nosiBuBwemcs ananoroBom okHe Select Animation Clip BbiGepuTe MMNopTMpPO-
BaHHbIM aHUMaLMOHHbIK Knun Red.

4. [losTopwuTe war 3, go6aBuB Kaunbl Orange, Yellow, Green, Blue, Indigo 1 Violet
(puc. 19.7).

5. LLlenkHuTe NpaBOM KHOMKOW MbILIKX MO ayANOTPEKY U BbibepuTe KomaHay Add from
Audio Clip. UmnopTtupynte ayauoknun Beep High.

6. lNpoay6nupynte knun High Beep Ha ayanoTpeKe WeCTb pas, BbIAENMB KIUM U HaXKaB
coyetaHue Knasuw Ctrl+D B Windows unu 3+D B macOS.

7. TepemecTuTe ayauoKauUNbl TaK, YTO6Gbl Ha4Yano Mx 3By4aHUs COBMaAano ¢ USMEHEHU-
€M LiBeTa Ky6a.

‘= Hierarchy

| Create ~|

v @ Adding tracks
Main Camera
Directional Light
Director
Cube

15¢ ] 'lClTimeIine
L[> ot o] |[»]

Puc. 19.7. OKoHYaTe/IbHble HaCTPOMKK TanmnanHa

8. 3anyctuTe npeaBapuTeNbHbIM MPOCMOTP TaiMmIaiHa NyTEM NEPEMELLEHNS MON3YH-
Ka Wnun Haxkatus KHonKku Play Ha naHenu Timeline. 3ByK NoKa He BOCNPOM3BOAUTCS.
(970 6yneT nob6aBneHo B 6onee no3aHen Bepcun Unity). CoxpaHuTe 1 3anyctute cue-
Hy. O6paTnTe BHUMaHMUe, YTO MU3SMEHEHME LiBETa Kyb6a COBMaAaeT co 3BYKOM.

COBET

BbbicTpaa aHUMaUMA

TpeKkn aHMMauuK NOMHOCTbIO NMOAAEPKMBAIOT MU UMMOPTUPOBAHHbIE aHUMAaLIMK, U CO3aaH-
Hble B Unity ¢ nomolybto naHenu Animation. Ho ecnn Bbl XOTUTE GLICTPO aHMMMWPOBATb
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06bEKT A/15 UCMONb30BaHUA € TanMIanHOM, eCcTb elle 60/ee NpocToi cnoco6. Beigenvs
WUIPOBOM OGBEKT, CBSA3aHHbIM C TPEKOM aHUMMaLIMK, Bbl MOXETE HaxKaTb KHOMKY Record Herno-
CpPeACTBEHHO Ha camom Tpeke (puc. 19.8). 3ta dyHKLUMSA naeHTHYHa pexxnmy Record Ha naHe-
nn Animation (cm. yac 17). EZMHCTBEHHOE OT/IMYME COCTOUT B TOM, YTO JaHHblE aHUMa-

LMK XpPaHATCS HENoCcpeCTBEHHO B acceTe TavMnanHa. Mcnonb3ys aTOT METOA, Bbl CMOXETE
6bICTPO cO3[aBaThb MPOCTblE aHNUMaLLMK, KOTOpble A06aBAT Balen KMHemaTuKe riyOeuHbI.

Puc. 19.8. 3anuck Ha naHenu Timeline

COBET

OTKAlOUEHMEe U BhoKMpOoBKa

Kaxabit Tpek Ha naHenu Timeline MOXHO 3a6/10KMpPOBaTh A48 NPEAOTBPALLEHNS ClyHant-
HbIX UBMEHEHWUN. BbigennTe ero n Haxxmute Knasuuy L, iM60 WenKHUTE NpaBoi KHOMKOM
MbILLK NO TPEKY U BblbepuTe KoMaHay Lock. Kpome Toro, TpeK MOXKHO OTKNIOYKUTb, U Toraa
OH He 6yaeT BOCNPOM3BOANTLCA BMECTE € TaMIanHOM. BblaennTte ero n HaxmuTe KnaBu-
wy M nr6o LWenKHUTe NpaBoi KHOMKOW MbILLX MO TPEKY U Bbibepute KoMmaHnay Mute.

PacwuMpaem rpaHvubl BO3MOXXHOCTEH

MBI IOKa JIMIIb KPaellKoM KOCHY/IUCh TOTO, YTO Bbl MOXKETE JieJlaTh C TAHMIAHOM.
OueBHZIHO, 3Ta CHCTEMa OY€EHb XOPOIlla JJIsi KHHEMAaTHKY, HO KDOMeE TOrO OHA OTJIMYHO
TTOZIXOZIUT JIJIs1 CO3aHUsI MHOXKECTBA PasIMYHBIX TOBeAeHui. Hamprmep, MOXKHO 3aja-
BaTh [BIKEHUS CTPKHUKOB, YTOOBI TOJIIIA JIFOAEN BBIIVIsiZea O0Jiee PEATUCTUIHO, WK
Pa3BepHYTh CJIOXKHBIN Ha60p 23GPeKTOB dKpaHa, Korja MEPCOHAXK MOTyYaeT YPOH.

CmelwuMBaHMe KAMNOB Ha Tpeke

PaHee B 9TOM 4yace MbI TOpaboTaIu ¢ KIUIaMH B BU/IE OT/EIbHBIX 2JIEMEHTOB Ha Tpe-
Ke. Ho He 06513aTesIbHO Z0KHO OBITH UMEHHO TaK. BBl MOXKeTe UCIO0Ib30BaTh rpaduk,
YTOOBI CMeLIaTh /IBa Pa3HBIX KJIUIA U MOJIYYUTh HOBBIN, KOMOMHUPOBAHHBIH PE3Y/IbTaT.
Jl71st 3TOr0 HEOOXOAUMO JIUIIIb TIEPeTAIUTh OWH KJIUM Ha Apyroii. Ha puc. 19.9 nmokazan
pesysbTaT CMeIllMBaHUA KPacHOI'0 U OpaH)XeBOT'0 KJIMIIAa U3 IpaKTUKyMa «BelcTpauBa-
HUeE MOoCIe0BaTeNbHOCTEN KITUIIOB».

CMelIBaHue JAOITYCTHMO HE TOJIbKO /I aHUMAallMOHHBIX KJIUIIOB. BbI MOXkeTe Tak-
K€ CMEIIMBAaTh COAEPXUMOE Ha ayAUOTPEKAX U MHOTHX ITOJIb30BaTEJIbCKUX TPEKax,
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KOTOpbIE CO34aeT COO6H.IECTBO Ul’lity. B03MOXHOCTB CMeNIMBAaTh KJIUIIBI IIpeAoCTaBIAET
HeBepOHTHLIﬁ YPOBE€HDb KOHTPOJIA U INIABHOCTU «IIPOMEKYTOYHBIX KaZI[pOB» MEXAY KJIIO-
YEBBIMU KaJpaMHU.

Puc. 19.9. CmelwnBaHue KnunoB Ha naHenv Timeline

MPAKTUKYM

[anee Bbl yBUAWTE, KaK MOXHO CMeLLAaTh K/UMbl, A0GABAEHHbIE B NMPaKTUKyMe «BbicTpau-
BaHWe NocneaoBaTeNbHOCTEN KIIMMOB», YTOGbI CO3aTb NAaBHbIA NEPEXO] MEXIY LiBETAMU
pagyrv. He 3abyabTe COXpaHWTb 3Ty CLIEHY €Lle pas, TaK Kak OHa MOHaZ06MTCA HaM MO3Ke.
BbinonHute cnegyoume aencTams.

CmewMBaHue KAMNOB

1. OTKpOWTE CLEHY, CO3aHHYI0 B MPaKTUKymMe «BbicTpauBaHMe NocneaoBaTenbHo-
cTen KAnnoB». Y6eanTech, YTo OTKPbITa NaHenb Timeline n BbiGpaH MrpoBoM 06bEKT
Director.

2. Ha naHenu Timeline nepetawmte knun Orange TaK, YToGbl OH HAaMOMOBUHY NEPEKPbI-
Ban Kaun Red. Ha nanenu Inspector knun Orange Ao/mKeH HauynHaTbes ¢ Kagpa 30
1 3aKaH4MBaTbca Ha Kagpe 90.

3. lpoaonkaiTe cMeLWwMBaTh LIBETOBLIE KWMbI, MOKa HE MOJy4UTE HEMPEPBIBHBIA MUKC
(cm. puc. 19.10).



380 19-M YAC. Cuctema Timeline

Puc. 19.10. CmewmnBaH1e BCeX LIBETOBbIX KIMMOB

4. COBWHbTE ayAWOKIUMblI TaKMM 06pa30oMm, YTOObl KaXKabl U3 HUX coBMajan C Havanom
aHUMMaLMK onpeaenerHHoro uBeTa. 3tm 3BYKOBbI€ CUTHasbl MOMOryT NAEHTUPULMPO-
BaTb MOMEHT HaJIOXKEHNA KaxXaoro uBeTa.

Ucnonb3oBanue ckpunrtos ¢ Timeline

B 11e710M KOZI, HEOOXOAUMBII /5T CO3ZaHUS TTOb30BATENbCKUX TPEKOB U KJIUIIOB,
ZIOBOJIBHO CJIOXKEH U He 00CY)XJaeTcs B 3TOM KHure. HO 9TO-TO MPOCTOE BHI CZIENaTh
MOYKeTe, HallpuMep HAaCTPOUTH BpeMs 3aITycka TaliMIaiiHa BMECTO er0 aBTOMaTHYEeCKO-
ro cTapTa IpH 3aIycKe CiieHbl. Tak BbI MOXKETe 3aIycKaTb KUHEMAaTUKY WIN UTPOBbIE
COOBITHSA.

Yro6bl HAMKCATh KO, KOTOPHIN OyZieT paboTaTh ¢ crucreMoii Timeline, BbI [OIKHBI
uMnopruposath B Unity 6ubanoreky Playables:

using UnityEngine.Playables;

3aTeM BBl MOXKETe CO3/,aTh IIepeMeHHy!o Tula PlayableDirector U UCIOIB30-
BaThb €€, YTOOBI YIPaBJIATh TaliMIaliHOM. /[Ba OCHOBHBIX MeTOZa Ha3bIBalOTCA Play ()
ustop():

PlayableDirector director = GetComponent<PlayableDirector>();

director.Play(); // CrapT TanMmiaiHa
director.Stop(); // Cromn TavMmariHa

E1ie BBI MOXeTe BbI6paTb, KaKOI UMEHHO OObEKT BOCIIPOM3BOAUTD. MoskHo, HaripuMmep,
CJIY‘IaI;'IHO BI:I6I/IpaTI: OZIVH 13 HECKOJIbKUX TaUMIaHOB WIN OIIPpEAEIATD, KakKol UMeHHO
TaMIaliH BOCIIPOM3BOAUTDH B 3aBUCHMOCTHU OT YCJIOBI/II‘/JI:

public PlayableAsset newTimeline;

void SomeMethod ()
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director.Play(newTimeline) ;

VIcnosb3ys 3TU IPOCThIe METOABI, BBl packpoeTe GAMIBIIYIO YacTh BO3MOXKHOCTEH crcTe-

mbl Timeline B npoliecce BHITIOJTHEHHUS.

NMPAKTUKYM
3anyck TaHMAalHOB C NOMOLUBIO KOAA

B atom ynpaxHeHWU Mbl 3aKOHYUM CLIEHY 3TOro Yaca, HaCTpouB ynpaBieHne TanMnamHoOM
C MOMOLLbO CKpUNTa.
1. OTKpoWTe cLeHy, Co3AaHHY0 B MpaKTMKyMme «CMellMBaHue KimMnoB». Co3aanTte nanky
C umeHem Scripts 1 1o6aBbTe B Hee CKpunT noj Ha3BaHnem InputControl.

2. Bbigenute 06bekT Director n c6pocbte dnaxok Play on Awake KOMMNoHeHTa
Playable Director. Mpukpenute ckpunT InputControl K nrposomy o6weKty Director,
a 3aTeM fobaBbTe ClefyoLn Koa:

using UnityEngine;
using UnityEngine.Playables;

public class InputControl: MonoBehaviour

{

PlayableDirector director;

void Start ()

{
director = GetComponent<PlayableDirector> () ;

void Update ()

{
if (Input.GetButtonDown ("Jump"))

{
if (director.state == PlayState.Paused)

director.Play();
else
director.Stop () ;

}

3. 3anycTuTe cleHy. Tenepb Npu HaxaTtuu knasuwu Npo6en TanmnanH 6yaeT BKIO-
YyaTbCs M BbIKIOYATLCS.



382 19-M YAC. Cuctema Timeline

Pe3iome

B Havase gyaca MbI ucceoBaiy cucreMy Timeline B Unity. Mbl y3HaIu, Kak co3aTh
acceT TaliMiaiiHa 1 3aIIOJIHUTD €ro TPeKaMy U KJIUIIaMHU. 3aTeM Bbl Hay4YIINCh CMe-
IIUBATh KJIVIIBL, & B KOHIIE Yaca MO3HAKOMILIKCH C TeM, KaK yIIPaBJIATh TaliMIaiiHaMu
C IIOMOII[BIO CKPHUIITOB.

Bonpocbl U oTBEeThbI

Bonpoc: B uyem pa3zHuua mexay TaiMlianHOM U BOCNPOU3BOAUMbIM OGHEKTOM?

OTBeT: TarMnanH 1 ecTb BOCNPON3BOAUMBIN 0O6BbEKT. bosiee Toro, oH BOCNponsBoauT
apyrue Takne o6beKTbl (KOTOPbIE TOXKE COAEPKAT BOCNPOU3BOANMbIE OOBHEK-
Tbl). MOHATHO?

Bonpoc: CKo0JIbKO TaliMNakHOB MOXeT GbiTb BOCNPOM3BEAEHO Ha cLeHe?

OTBeT: Bbl MOXeTe co3aTb U BOCMPOM3BOANTbL Ha CLIEHE CTO/IbKO TanMIanHOB,
CKOMbKO XoTuTe. Ho umenTe B BMAy, YTO, €CNM ABa TakMianHa ynpaBnsaoT
O4HUM OOBEKTOM, OZIMH U3 HUX ByAET UMETb NPUOPUTET HAZ APYrUM.

Cemunap

YienuTe HEKOTOpPOE BpeMs IpopaboTKe MpUBeAEHHBIX HIKE BOIIPOCOB, YTOOI YOEANUTH-
€51, YTO BBl XOPOIIIO YCBOWIN MaTepHall.

KoHTpOABbHBbIE BONPOCHI

1. Kakoli KOMIIOHEHT BOCIIPOU3BOAUT TaliMJIaliH Ha ClieHe?
2. Cxosbko B Unity cyiecTByeT BCTPOEHHBIX TUTIOB TPEKOB?

3. Kak HasbIBaeTcs Mpollecc Ha3HAaYeHUs TPeKY 00beKTa, KOTOPBIM OH OyZIET yIipaB-
JIATB?

4. Kak cMelIaTh ABa Kauma?

OTBeTbI

1. KommosneHnT Playable Director.
2. TlaTs (11ecTb, €CTM CYUTATh TPYIIIOBOI).
3. DTO Ha3BIBaETCA NPUBAZKOU.

4. TlepeTamuTe OfWH KJIMI Ha APYroil Ha Tpeke.
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YnpaxxHnenue

ITo yImpakHeHMe He UMeeT KOHKPETHOTO pe3y/bTaTta — IpejaraeM BaM mo6aaoBaTh-
cs ¢ cucremoii Timeline. Kpome camoit mpakTuku pabotsl ¢ Timeline, BbI MOXkeTe Tak-
JKe TIOCMOTPETH BUIEO 110 ZIaHHOM TeMe (unity3d.com/learn/tutorials/s/animation).
BOT 4TO MOXKHO MOPo6OBATH.

1. Co3zaTh AUHAMUYECKU MOTb30BATENbCKUN MHTEPOEIC C TOMOIIBI0 aHUMAITHH.
2. Co3zats 1mabJIOH NaTPYAUPYIOLIEro CTPAXKHUKA.
3. HacTpouTb CepuIo CIOKHBIX aHUMAIUi KaMephl.

4. Vcrionb3yiiTe TpeK aKTUBALMY, YTOOBI co34aTh dddeKT marpa win cTpobocKona
C IOMOIIBIO NCTOYHUKOB CBETA.
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Urpa uerBepran:
«ber ¢ npenATCTBUAMM»

Y10 Bbl Y3HAETe B 3TOM 4yace

» Kak co3paTtb urpy «ber ¢ npenarctsusmm»

» Kak co3gatb Mup ans urpbl «ber ¢ npenartcTBUIMmn»

» KaK co3fatb 06beKTbl Ans Urpbl «ber ¢ npenaTtcTBUAMM»

» KaK co3faTtb a/leMeHTbl ynpaBaeHus ana urpbl «ber ¢ npenatctBUsSMu»

> Kak MOXHO [IONOSHUTENbHO YAYYLlWTb Urpy «Ber ¢ npenaTcTBusMm»

JlaBaiiTe co3zasuM ele ogHy urpy! B aTom yace Mel czieniaeM urpy «ber ¢ mpenaTcTBus-
MU» — ¥ B Hell MbI GyZieM. .. 6eraTh IO ToJIoce penATCTBUi! HauHeM ¢ mpoeKTa UTpEL.
3aTeM MBI IIepei/ieM K CO3ZaHuI0 Mupa. [Tociie 3Toro co3zasuM 0O bEKTHI U 3JIeMEHTHI
yIpaBieHus. B KOHIIe yaca MbI TOIIPOOyeM MOUTPATh U IOCMOTPUM, YTO B UTPE MOKHO
VIIY4IIUTE.

COBET

3aBepleHHbIN NPOEeKT

06s53aTenbHO NpopaboTaiTe 3TOT Yac, YTOGbl Co3AaTb MOJHbIV UTPOBOW NPOEKT. Ecnun Bo3-
HUKHYT TPYAHOCTH, Bbl CMOXKETE HANTK MOJHYIO KOMWIO UrPbl B MPUIIOXKEHHbIX K KHUIre dhan-
nax npumepoBs ans yaca 20. lNpocmoTpuTte ee, ecnn Bam NOHaZ06MUTCA MOMOLLb UM BAOX-
HOBEHMeE.

NpoexkTupoBanue

MBI U3y4ymid OCHOBBI IPDOEKTUPOBAHUA UTP B yace 6. Terephb BoCIo/b3yeMcs IOTy4eH-
HBIMU 3HAaHUAMMU.
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Konuenuuna

B aTOl Urpe y Hac 6yaeT KHOOPT, KOTOPHIH A0IKeH MpobexxaTh 10 IMOJI0Ce TPENATCTBUM

B TyHHeJIe KaK MO)XHO Jasblie. Y Bac 6yAyT 60HyCHI, O3BOJIAIOIINE IPOJIUTD BPEMS

UT'pBI. BbI 10/KHBL usberaTb HpeHHTCTBI/Iﬁ, TaK KaK OHHU 3aMeIJIAI0T Bac. I/Ir'pa 3aKaH4U-

BaeTCA, KorJga NCTEKaeT OTBEJECHHOE BPEMA.

MpaBuna

HpaBI/IJIa UT'PBI OIIPEAE/IAOT, KaK B HEE UI'DaTh, a TAKXK€ HaMEKalOT Ha HEKOTOPbIE CBOM-

cTBa 00beKTOB. [IpaBriia Urpkel «ber ¢ IpernaTcTBUAMI» 3aKJII0YAIOTCA B CIeAYIOeM.

» UIrpok MOXeT ABUTAThCA BJIEBO WIH BIPABO, a TAKXKE «MCYe3aTh» (CTAHOBUTHCS
Mpo3payHbIM). THBIMU CTIOCO6aMU UTPOK JBUTATHCSA HE MOXKET.

» CTaJKUBaACh C NIPEeNATCTBUEM, UT'POK 3aMezisaeTcsa Ha 50% B TedeHUe 1 CeKyH/bI.

» Ecau UTpoK JIOBUT GOHYC, BpeMsl UTPBI YBETUIUBAETCA Ha 1,5 CEKYH/BI.

» Urpok orpaHW4YeH CT€HKaMU TYHHeJIA.

> YcioBue MOpakeHUsA — 3aKaHUYUBAETCA BPEMA.

» YcioBus mo6ebl HET, UTPOK CTapaeTcs MPOOeKaTh TaK AaneKo, KaK CMOXKET.
Tpe6oBanusa

TpeboBaHUs, IpeAbABIsIEMEIE K OTON UTPe, OYeHb IIPOCTEL.

>

>

TekcTypa 1OIOCH TPENSATCTBUM.
TekcTypa CTeHBI.
Mogenb urpoka.

[Monbp30BaTeNbCKUH LIeHAep /11 NCUe3HOBEHU UTPOKA (ero pacCMOTPUM IO3Ke
B OTOM 4ace).

Bonyc u mpenarcrsue. Vx Ml co3gagum B Unity.
Menemxep urpsl. Ero Ml co3gagum B Unity.
Oddext yactun 60Hyca. OH 6yzet co3zaH B Unity.

VIHTEepaKTUBHBIE CKPUIITHL. VIX MBI co37a4uM ¢ momoltbio Visual Studio.

YToOHBI CAe1aTh 3Ty UI'Py CUMIIaTUYHEE, Mbl BO3bMEM acCCeThbI, CO3IaHHbIE COO6H.I€CTBOM.

B 1aHHOM Ciydae MBI HCIOIb3yeM TEKCTYPhI K MOZENb UTPOKA U3 Urpel Adventure,
BHINyIIeHHOM KoMmaHue# Unity Technologies (www.assetstore.unity3d.com/en/#!/
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content/76216). MbI Takke BO3bMeM II0JIb30BaTeIbCKUM 1Ieliiep, KOTOPHIM HaM
Jo6e3Ho npegoctaBwi JHAM Jabok (github.com/andydbe/HologramShader).

Co3paHMe Mrposoro mupa

B xavecTBe MUpa I 3TOH Ur'Phl OYAYT BBICTYIIATh TPU Ky0a, M3 KOTOPBIX COCTOUT TOH-
Hesb. TyT Bce J0BOJIBHO IIPOCTO — CJIOXXKHOCTH U Becelbe HAYHYTCA I03XKe.

CueHa

[lepes co3gaHreM MTOBEPXHOCTH U ee GYHKIIMOHATBHOCTH HYKHO CO3/IaTh U HACTPOUTh
crieny. Vtak, cHavasa cieylaiTe caefyrolee.

1. CoszgatiTe HOBBIHM 3D-MPoeKT 1oz HasBaHreM Gauntlet Runner. Co3zatiTe HOBYIO
Manky ¢c MMeHeM Scene U COXpaHHUTe B Hel clieHy o uMeHeM Main.

2. YcraHoBuTe 06bekT Main Camera B no3uriuio ¢ koopguHaramu (0, 3, —10,7)
u BpameHueM (33, 0, 0).

3. B ¢aitnax mpumepos i yaca 20 HakiguTe ABe nanku, Materials u Textures.
[NepeTaiuTe 3T AKX Ha aHe b Project, 4To6bI UMITIOPTUPOBATH UX.

4. B manke Materials HatizuTe matepuan Dark Sky. On npezacraBiser co6oii ckaii-
60kc. ObpaTuTe BHUMaHue Ha ero meiizep Skybox/Procedural (puc. 20.1).
[NeperamuTte matepuan Dark Sky c manenu Project Ha ciieHy, 4ToObI HE60 3aBO-
JIOKJIO ThbMOM.

 Scene | € Game == © Inspector | S e |
Shaded -||20|[ % [<9) | @~ Gizmos *| (GoAll . Dark Sky L
a Shader || Skybox/Procedural -

Sun
Sun Size
Sun Size Convergen s e——— |5

here Thickne = 0.48
Sky Tint P4
Ground __P4
Exposure —O— 13

Puc. 20.1. HoBbin maTtepunan Dark Sky

Kamepa 151 3T0# Urpsl 6yZieT HaXOAUTHCA B PUKCUPOBAHHOM IOJIOXKEHUH, YYTh CBEPXY
Hag nnpoucxogAmuM. OcTasbHasd 9acTb MUpa IMPOMET 07 Hell.
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MPUMEYHAHUE

MeTtabe3symue

B aTOM pa3aene Bbl MMNOPTUPOBAAN TPU NaAMNKK U3 NPUIOKEHHbIX acCETOB. BHYTpY aTUX
nanok A4J19 Kaxkaoro acceTa ecTb Gai ¢ TakMM e UMEHEM U pacluMpeHMeM.meta. 3Tn
MeTaganibl XpaHAT MHPOPMaLMIO, KOTopas MO3BONSET CBSA3bIBaTb aCCEThI APYr C APYroM.
Ecnun atn dpannbl He 6binn Gbl BKIOYEHbI B MPUIOXKEHHbIE acceTbl, TO MaTepuasbl COXPaHK-
1 6bl CBOW HACTPOMKM, HO Ha3Ha4YeHMe TEKCTYP ANA MaTepuanoB He COXpaHMIoCh 6bl. AHa-
JIOFMYHO, MOAENb UIPOKa He 3Hana 6bl, KaKoW y Hee maTepwuan.

Monoca npenATCTBUMA

3eMJIa B 3TOH Urpe GyZeT NpeACcTaBIATh COO0M IPOKPYIHNBAIOLIYIOCS ITOJIOCY IIPETIAT-
crBuii. OfHaKO B oTIMure oT ¢poHa B urpe «Kanuran Bracrep» (B gace 15), Ha camoM
JieJie HU9Iero TPOKpyIrBaThcs He 6yzeT. Mbl 06bsACHUM 3TO 6oJiee MoAPOGHO B CIIEAYIO-
IIeM paszielie, a ceifyac 3allOMHUTE, YTO BaM HY»KHO CO3/IaTh TOIbKO OAUH OOBEKT, KOTO-
PBIii OyZIeT OTBeYaTh 3a MPOKPYTKY. Cama Tpacca 6yeT COCTOSTh M3 OCHOBHOT'O Kyba

1 ByX OOKOBBIX CTEHOK. UTOOBI CO3/[aTh €€, BBIIOIHUTE CIIEAYIOIINeE AeHCTBHUA.

1. JlobaBbTe Ha ciieHy Ky0. [IpucBoiite emy nMmsa Ground ¥ pacIoyioKUTE B IO3UIIUN
c koopauHatamu (0, 0, 15,5), 3azatite Bpaienue (0, 180, 0) u macirrrab (10, 0,5, 50).

2. JlobGaBbTe Ha ClIeHY YeTHIPEeXyTONbHUK o7 HasBaHueM Wall, momectuTe ero
B [MO3UIMIO ¢ KoopAuHaTamu (-5,25, 1,2, 15,5), 3azaiite Bpauenue (0, —90, 0)
u Macmrab (50, 2, 1). [Ipoay6aupyiite o6bekT Wall 1 momecTHTE HOBBIN OOBEKT
B [MO3UIMIO ¢ KoopauHaTtam# (5,25, 1,2, 15,5).

3. B manke Materials, KOTOPYIO BbI HMIIOPTHPOBAJIK PAHEE, PACCMOTPUTE MaTe-
puansl Ground u Wall. MaTtepuan Ground cierka MeTaJUIMIeCKU, Y HETO €CTh
Taiiibl TeKCTyp. OAWH U3 BCTPOEHHBIX IIEH€POB YaCTHIL TIPHUAET MaTepHary
Wall apdekr cBeyenus (puc. 20.2).

# Scene | € Game © Inspector &= © Inspector | |
Shaded =[120 | 3% | 4) | @ -] Gizmos -| GeAT wall @z Ground @2
Shader [ Particles/Additive - Shader [Standard ]
Tint Color B 7| Rendering Mode

Particle Texture MainMans
Tiling__ XI1__1Y[5 GAIED L]
i a1 v | e o Metallic ——05__ |
I |
Soft Particles Factor == [1 | 0.2
= Source
Render Queue 3000 __ ©Normal Map
Double Sided Global Illumination [ _ OHeight Map.
©Ocelusion

©Detail Mask

Emission im)
Liling X[2 LY 10
Offset. X0 V.0
Secondary Maps
©Detail Albedo x

~ ©Normal Map |
Tiling. 57 T /| - S |
Offset x[0 I¥[o ]
LY Set

Puc. 20.2. MaTepuansl Ana nonoch
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4. Ileperamure maTepuas Ground Ha 06beKT Ground. Ileperamure MaTepuan Wall

Ha 06a urpoBbix o6bekTa Wall.

l'oroBo! C TOHHENEM BCe IIPOCTO.

NMpoxpyTKa NoAOCHI NPENnATCTBUM

B gace 15 BBl Buenu, Kak MOXKHO IIPOKpPy4YUBaThb Cl)OH, CO3JaB JBa 3K3eMILIApa 3TOTr0

¢doHa u yepezys ux. B urpe «ber ¢ IpensaTCTBUAMU» MbI BOCIIOIb3yeMCs 6ojiee YMHBIM

pemeHueM. Kaxxaplii MaTepuas uMeeT HabOp CMeIEeHUH TeKCTYPhL. BBl MoXkeTe yBU-

JIeTh UX Ha MaHeau Inspector, Korza Matepuas Beiopa (mpsimo mog csorictBoM Tiling).

Ham IpeaACTOUT U3BMEHATDL 3TU CMEUIEHKWA BO BpEMA UT'PEI C IOMOILIBIO CKPHUIITA. Ecmu

TEKCTypa yCTaHOBJIEHA Ha ITIOBTOP (o yMOJ'I‘-IaHI/IIO), TO OHa GYAET TMIPOKPYYHNBaTbCA Gec-

IIOBHO. B pe3ysbTaTe, eciv Bee c/le/laHo [IPaBUIbHO, 0OBEKT OyeT BU3YaTIbHO IPOKPY-

yuBaThcs. i co3aHusa 3Toro a¢gpQeKTa BEITOTHUTE CAeAYIONINE AeHCTBHYS.

1. Co3patiTe HOBYIO Mamnky ¢ uMeHeM Scripts. Co3zaliTe HOBbIM CKPUIIT 1107 Ha3Ba-

uueMm TextureScroller. [TpricoeJUHUTE €TO0 K 3EMIIE.

2. Jlo6aBbTe B CKPUIIT CJIEAYIONIUI KO/ (3aMeHHUB MeToAbl Start () u Update (),

KOTOpBIE TaM €CTh):

public float speed = .5f;

Renderer renderer;
float offset;

void Start ()
{

renderer = GetComponent<Renderer>();

void Update ()
{
// YBennueHyre CMeUEeHMS B 3aBUCUMOCTM OT BpPEMEHU
offset += Time.deltaTime * speed;
// Cmemenve B mmanaszone or 0 mo 1
if (offset > 1)
offset -= 1;
// TlprMeHeHye CMemeHMs K MaTepuaiy
renderer.material . .mainTextureOffset = new Vector2 (0, offset);

. 3amycTuTe ClieHy 1 00paTUTe BHUMaHHe Ha IIPOKPYTKY HOJIOCHL. Mbl IPUMeHWIN

mpocToii U 3¢ EKTUBHBIH crTocob co3JaHuA MPOKPYTKU 3D-06beKTa.
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Urpoebie CYLLHOCTH

Teneps, Korza y Hac eCThb ITOABI)KHBIN MUP, HACTAJIO BPEMs HACTPOUTH OOBEKTHI: UT'PO-
Ka, GOHYCBI, IIPENATCTBUA U 30HY-TPUTTEP. 30HA-TPUTTep OyZeT UCIIOIb30BATHCS I
YHUYTOKEHUA JIEMEHTOB, IIPOLIeNINX MUMO Urpoka. Co3zaBaTh TOUKY ClayHa HaM
He Hy»XHO. BMeCTo 3TOT0 MBI PACCMOTPUM JAPYTOi CIOCO6 peayu3anny criayHa: II03BO-
JIUM UTPOBOMY MEH/IXKePY CO3ZlaBaTh GOHYCHI U TIPETATCTBUA.

BoHyCbI

BoHyce! B 9TOM Urpe 6yAyT BEIIVIAZETD KaK IPOCThie cHephl ¢ HEKOTOPBIMU dbdPeKTaMHu.
ME&I co3zazuM U pa3MecTuM cdepy, a 3aTeM IpeBpaTuM ee B mpedab. UToOwI co37aTh
GOHYCBI, BBITIOJHUTE CJIEAYIOIINE JeHCTBUA.

1. ZlobaBbTe Ha ciieHy cdepy. [TomecTnTe ee B mosuiuio ¢ koopauHatamu (0, 1,5,
42), 3agamite macirrab (0,5, 0,5, 0,5). Zlo6aBsre k cdhepe komnoneHT Rigidbody
u cbpoceTe pnaxkok Use Gravity.

2. CoszpgaiiTe HOBBIY MaTepual IoZ Ha3BaHWeM Powerup u 3aziaiiTe eMy KelThIi
usert. Omnpezenute cBoiicTBy Metallic 3HaueHue 0, a cBoticTBy Smoothness —
3HaueHue 1. Hanecute marepuain Ha coepy.

3. Jlo6aBbTe B cdhepy TOUeUHBIN NCTOYHUK cBeTa (BhIOpaB Komanay Add
Component = Rendering = Light). 3azaiiTe cBeTY >Ke/IThIH LIBET.

4. [obaseTe B chepy cucteMy dacTul (Beib6pas komanzy Component = Effects =
Particle System). Eciu y wactuii 6yZieT CTpaHHBIN MyPITypHBIH 1IBET — HE BOJI-
HyWTeCh. Jlajblile MbI CK)KEM, YTO C ITUM /IeIaTh.

5. B OCHOBHOM MOZyJ/Ie YacTHUI] 3a/laiiTe CBOMCTBY Start Lifetime 3nauenue 0,5,
cBoOICTBY Start Speed — 3HaueHue -5, cBOHCTBY Start Size — 3HaueHue 0,3,
a coiicTBy Start Color — CBETJIO-XKeJTHIN I[BET.

6. B moayne Emission 3azaiite cBoticTBy Rate over Time 3nauenue 30. B mozayse
Shape 3azgatite cBoticTBy Shape 3HaueHue Sphere, a cBoiicTBy Radius — 3Haue-
Hue 1.

7. B mozayne Renderer 3azaiite cBoiicTBy Render Mode snauenue Stretched
Billboard u cBoficTBy Length Scale — 3HaueHue 5.

8. Co3spaiite HOBYyIO namnky ¢ umeHeM Prefabs. TIpucsotiite cdhepe umsa Powerup
u nepeTainure ee ¢ ma"eau Hierarchy B nanky Prefabs. 3aTem yganute 60Hyc
CO CIIeHBI.
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BHUMAHWE!

Mpo6aembl ¢ yacTULAMM

B 3aBucumocTtu ot Bepcun Unity, npu go6aBAEHUN CUCTEMBI HacCTUL, AN GOHYyca Bbl MOXe-
Te yBMAETb CTPaHHbIE LiBETHbIE KBaApaTbl BMECTO YacTuu,. Ecnun 310 Npon3oLwuno, Bam Heo6-
XOAMMO BpPY4YHYIO NpuMeHnTb Matepuan Default Particle k cBorictBy moayns Renderer
KomnoHeHTa Particle System. YTo6bl caenatb 370, WENKHUTE MbILbIo MO KPYXKKY PSAOM

co ceoncTBoM Material n Bbi6epuTte matepuan Default-Particle n3 cnvcka (puc. 20.3).

v/ Renderer
Render Mode

Stretched Billboard

Trail Material
Sort Mode

Camera Scale (*]
Speed Scale 0
Length Scale 5
Normal Direction 1

None (Material)
None

105

Puc. 20.3. Ha3HayeHune matepuana Default-Particle

HacTpous nosioxeHre o6’beKTa A0 co3zfaHus mpedaba, Bl MOKETE CO3JATh IK3EMIUIAP
npedaba B aTom MecTe. To eCTh TOUKa CIIayHa TeIlepb He HY)KHa.

Ha puc. 20.4 moka3aH roToBbli 60HyC (XOTsS PHUCYHOK He IlepeZiaeT Bcell KpacoThl).

Puc. 20.4. boHyc

MpenarcTBuAa

B 2T0i1 Urpe npenaTcTBUs OyeT MpeACTaBlIeHbl HEOOMbIIUMU CBETAIINMUCT KPACHBIMU
Kyb6uKamu. Irpok cMOXKeT JI60 yBepHYThCA, IMOO IPOIUIBITH CKBO3b HUX, €CIIH «HCYe3-
HeT». UTOOBI cO3/aTh [IPENATCTBYSA, BEIIIOTHUTE CIIeyIolIre JeHCTBYA.

1. JlobaBbTe Ha clieHy Ky6 u npucBoiite emy ums Obstacle. [TomecTuTe ero B osu-
1uto ¢ koopaunaramu (0, 0,4, 42), 3agatite macitab (1, 0,2, 1). lo6aBbTe K KyOy
komnoHeHT Rigidbody u copockre draxkok Use Gravity.
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2. JlobaBbTe IpenaTcTBUIO0 KOMIOHeHT Light u 3azaiiTe eMy KpacHBIii IIBeT.

3. Co3spaiiTe HOBBIM MaTepual moj HazBaHueMm Obstacle v mpuMeHUTE €ro K mpe-
narcTeyto. CAenanTe BET MaTepuaia KpacHbIM, ycTraHoBuTe ¢uiaxkok Emission,
3a/jaliTe TeMHO-KpPACHBIH IBeT u3iayderus (puc. 20.5).

4. TlepeTtamuTe UrpoBoii 006beKT Obstacle B manky Prefabs, 4To6bI IpeBpaTUTH €r0
B pedab. Yaamute 06beKT Obstacle co ciieHsl.

Obstacle L
Shader [ Standard <)

Rendering Mode [ Opaque :]

Main Maps

. oAlbedo __P2

. oMetallic O——0 ]
hnes: 10_57 ]

Source Metallic Alpha B
.~ oNormal Map
e Height Map
' ooOcclusion
| oDetail Mask
[Emission
o Color | P4 0.42647

Global Illumina] Realtime 4]

Puc. 20.5. MNpendatctBue n matepuan

3oHa-Tpurrep

Kak ¥ B cO3ZJaHHBIX BAMU paHee Urpax, HaM IMOHAaZ0OUTCs 30HA-TPUTTED, YTOOBI YHU-
YTOXKATh OOBEKTHI, IPOIIEANINE MUMO UTPOKa. [[Jist ee CO3ZIaHuA BBIIOJHUTE CJIEAYIO-
mye JeMCTBUA.

1. JloGaBbTe Ha ciieHy Ky0. [IpucBoiitTe emy nmMs TriggerZone 1 TOMeCTUTE €ro
B mo3unuio ¢ koopaunatamu (0, 1, —20), 3azas maciutab (10, 1, 1).

2. Jlna xkommoHeHTa Box Collider saToro xyba ycraHosute ¢uaxok Is Trigger.

Urpok

Co3zaHue UrpoKa — 3TO 3HAYUTENbHAs 4YacTh paboTsl. OH 0/DKeH ObITh aHUMHPOBAH,
yIpasisieM U UMeTh I0JIb30BaTeNbCKUl mmeiep. MBI TOBOPWJIM O Ileiiiepax paHee,

HO ellle He IPUMEHSIH 0Ib30BaTelbCKUe Ielephl. [Ipexie yeM MbI IBUHEMCS fajiee,
JlaBaTe cieNaeM UrpoKa.

1. B mpuaraeMsix daiiiax IpuMepOB AJIs 3TOTO Yaca HaliauTe nmanku Models
1 Animations u TiepeTaiuTe WX Ha MaHelb Project, 4TOGb UMIIOPTUPOBATh.

2. B manke Models BeiGepute Mozienb Player.fbx. Kak Mbl roBopuin paHee, 3T0
acceT U3 JOCTYIIHOM /1 CBOGOZHOrO CKayMBaHus Urpsl Adventure KOMITAHUH
Unity Technologies.
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. Ha Bragke Rig namenure tumn anumanuu Ha Humanoid. Haxxmute KHOTIKY

Apply. Teneps BbI 10JDKHBI YBUZIETh TJIOUKY psAzioM ¢ kKHonkoi Configure. (Eciu
BaM HY>XHO BCIIOMHUTb, O YeM 37IeChb Pedb, 00513aTeIbHO [ToBTOpUTE Yac 18.)

. HepeTaLuHTe MOZEJIb UT'POKA Ha CHEHY U PACIIOJIOXHUTE €€ B ITIO3UIHUHN C KOOP-

puHatamu (0, 0,25, —8,5). Ha3nausre urpoBomy o6nekty Player ter Player.
(HamoMuHaHue: Ter 06beKTa MOXKHO HAMTH B BEPXHEM JIEBOM PACKPHIBAIOIIEMCS
CIIMCKe Ha naHenu Inspector.)

. [lobaBbTe UTPOKY KalCy/IbHbBIN Koutakizep (Beiopas komanay Add Component =

Physics = Capsule Collider). YcranoBute diaskok Is Trigger. HakoHelr, 3azaiite
cBotictBy Center Y 3nadenue 0,7, cBoiicTBy Radius — 3HaueHue 0,3 ¥ CBOUCTBY
Height — 3Hauenwe 1,5.

Ter{epb HYXXHO IIOATOTOBUTDH U IIPUMEHUTH aHUMAIIUIO Run.

1. B mamke Animations Bei6epute daiin Runs.fbx. Ha manenu Inspector nepeiigute

Ha BkIaKy Rig v usmenure tun anuManuu Ha Humanoid. HakMuTe KHOIIKY
Apply.

@ Inspector

RunRight 0.0 235.0

{ RunLef 0.0 235.0
+ —
[Run | @ %

Source Take | Run |

Length 0.567

Looe , , . oo
Start End
Loop Time

Loop Pose v loop match )

Cycle Offset o |

Root Transform Rotation
Bake Into Pose loop match )

Based Upon Body Orientation &
Offset

Root Transform Position (Y)

Bake Into Pose || loop match )
Based Upon (at Si| Original $

Offset 0
Root Transform Position (XZ)
Bake Into Pose [ ] loop match .
Based Upon [ Center of Mass 4]
Mirror (|}
Additive Reference F[ |
Pose Frame 291.6

Average Velocity:
Average Angular

P

Puc. 20.6. CoiicTBa aHnmaLMu Run
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2. Ha Bxyazixe Animations o6paTuTe BHUMaHue Ha Tpu Kiauna: RunRight,
Run u RunLeft. BeibepuTe kinn Run v HacTpoiiTe CBOMCTBA, KaK MOKa3aHO
Ha puc. 20.6. (UTo6bI n36exaTh CHOCA, BAXKHO, YTOOBI 3HAYEHUE 110 OCH X Tapa-
MeTpa Averag Velocity 6sut0 paBHo 0.) HaxkmuTe kHOTKy Apply.

3. PackpoiiTe copep:xumoe acceta Mozieny Runs.fbx, 1eJKHYB MBIIIBIO 10 CTPEKE
B IMPaBOM YacTH acceTa Ha nmaHenu Project. HatiguTe xinn Run u mepetammute
ero Ha mozienb Player Ha ciieHe. Eciiu BBI cZieiany Bce IPaBWIBHO, B IAIKE PSAZOM
¢ Runs.fbx nmosBuTCA KOHTpOJIEp aHUMAaTOpa 1o/ HazBaHueM Player.

Eciu BBI 3alyCcTUTE CLIEHY ceifuac, Bbl YBUAUTE Mapy mpobseM. Bo-mepBrIx, UTPoK yoe-
raeT Bagb. Ho BeZib HAM HY>KHO JIMIIb CO3/IaTh WUIIO3UIO TOTO, YTO UTPOK IepeMelia-
eTcs, a Ha caMOM JieJie OH He JJOJDKeH JIBUraThcs. Bropas nmpobseMa 3aKIodaeTcs B TOM,
YTO aHMMAIVA BOCIIPOM3BOAUTCSA CJIUIIKOM OBICTPO, U B Pe3y/ibTaTe HOI'M UI'POKA CKOJIb-
34T IO 3eMJIe. BBITOIHUTE ClefyIomye AeCTBIUA, YTOObI YCTPAHUTh OTH IIPOOJIEMBI.

1. YTO6HI yAaiuTh ABMIKEHNE U HACTPOUTH UTPOKA OEKaTh HAa MeCTe, BRIGEpUTE
Ha ciieHe urpoBoii 06bekT Player. /i1 koMmmoHeHTa Animator c6pockTe ¢iiaxkox
Apply Root Motion.

2. Ha manenu Project [BaK/IbI IEJIKHUTE 110 KOHTPOJUIEPY aHuMaTopa Player
(B manike Animations), YToGBI OTKPBITH ITaHe b Animator.

3. Ha manesnu Animator Beibepute cocrossnre Run. Ha nanenu Inspector npucBoii-
Te cBoiicTBY Speed 3Hauyenue 0,7 u ycraHoBute draxkok Foot IK (puc. 20.7).

BaHy'CTI/ITe Bally CHOEHY U ITIOCMOTPUTE, YTO UBMEHWJIOCH B IIOBEACHUHN UT'DOKA.

Multiplier B  |_JParameter
Normalized Time: ] Parameter

Mirror (m} ] Parameter
off 0 |[JParameter
Foot IK 7]

Write Default: %
Transitions
[ List is Empty |

I Add Behaviour ]

Animations/Player.controller

Assets ~ Animations

Player

Puc. 20.7. CBoicTBa cocTosHUS Run
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HWrpok roToB (1IoKka). B cieayomux paszgenax Mbl I06aBUM KOJl, KOTOPBIH TO3BOJUT
CO3/]aTh B UT'PE HEKOTOPbIE MHTePeCHbIe GYHKI[MOHATbHBIE BOSMOXKHOCTH.

AAEeMEeHTbI ynpaBA€HUA

Hacrano Bpemsa J06aBUTH 3JIEMEHTHI YIIPABJIEHHUA U NHTEPAKTUBHOCTD, YTOOBI UI'Pa
cTasa, CO6CTBEHHO, UTPOM. [I0CKOIBKY MO3UIIU G0HYCOB U MPEIATCTBUN Y)Ke 3aZaHbl
B Ipedabax, HaM HeT HeOOXOAUMOCTH CO3/JaBaTh TOUKY criayHa. TakuM 06pa3oM, mo4YTH
BCe yIpaBiieHHe OyZieT BO3JIOXKEHO Ha MeHepKepa UIPHL.

CKpMNT 30HbI-TPUITEPA

[TepBHIii CKPUIT, KOTOPBIH BhI IOJDKHEIL CZieIaTh, IpeAHA3HAYeH /I 30HBI TPUTTEPA.
[ToMHUTe, YTO 30HA TPUTTEPA YHUITOKAET MIPEAMEThI, KOTOPbIE TIPOXOZAT MUMO UTPO-
ka. Co3zaliTe HOBBII CKPUIIT 07 Ha3BaHKeM TriggerZone U IIPUKpPENUTe ero K UTPOBO-
My OOBbEKTY 30HBI TpUITepa. IIoMeCTUTe B CKPUIIT CJIEAYIOLUINH KOZ:

void OnTriggerEnter (Collider other)

{
Destroy (other.gameObject) ;

CKpUIIT KpaliHe IIPOCT — OH TOJIBKO YHUYTOXAET JTI060H 00BEKT, C KOTOPEIM KOHTAKTHU-
pyeT Tpurrep.

CKpunT MmeHeApXepa Urpbl

CKpUIIT MeHeZXKepa UrPHl OTBeYaeT 3a OOIBIIYIO YacTh POXCXoAAIero. ia Havda-
JIa co3JaliTe MyCTOM UTPOBO OOBEKT U IPUCBOIiTE eMy uMA Game Manager. OH
OyZieT KOHTEHHEPOM JJIs1 HALINX CKpUNTOB. CO3/jaliTe HOBBIN CKPUIIT 10 Ha3BaHUEM
GameManager u IpUKpenuTe ero kK 00bekTy Game Manager. B mpuBeeHHOM Jjanee
KoJie /IJisT MeHe/XKepa eCTh HEKOTOPhIe CJIOXKHOCTH, TaK YTO He 3a6ybTe BHUMATETbHO
IIPOYUTATh KKAYIO CTPOKY, YTOOBI IOHATH, YTO OHA AeaeT. JJo6aBbTe B CKPUIIT ClIe-
ZIYIOIIUH KOJ:

public TextureScroller ground;

public float gameTime = 10;

float totalTimeElapsed = 0;
bool isGameOver = false;

void Update ()
{
if (isGameOver)

return;
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totalTimeElapsed += Time.deltaTime;
gameTime -= Time.deltaTime;

if (gameTime <= 0)

isGameOver = true;

public void AdjustTime (float amount)
{
gameTime += amount;
if (amount < 0)
SlowWorldDown () ;

void SlowWorldDown ()
{
// OTMeHa «yCKOPEeHMS» MuUpa
// Mup 3amemssercs Ha 1 CeKyHIY
CancelInvoke () ;
Time.timeScale = 0.5f;
Invoke ("SpeedWorldUp", 1);

void SpeedWorldUp ()

{
Time.timeScale = 1f;
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// OBpaTuTe BHMMAaHME, UTO 3IEChb MCIOJbL3YEeTCsS CTapas cucTeMma uHTepdercoe Unity

void OnGUTI ()

{
if (!isGameOver)

{

Rect boxRect = new Rect (Screen.width / 2-50, Screen.height - 100,

100, 50);
GUI.Box (boxRect, "Time Remaining");

Rect labelRect = new Rect (Screen.width / 2-10, Screen.height - 80,

20, 40);
GUI.Label (labelRect, ((int)gameTime) .ToString());
}

else

{

Rect boxRect = new Rect (Screen.width / 2-60, Screen.height / 2-100,

120, 50);
GUI.Box (boxRect, "Game Over");

Rect labelRect = new Rect (Screen.width / 2-55, Screen.height / 2-80,

90, 40);
GUI.Label (labelRect, "Total Time: " +(int)totalTimeElapsed);
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Time.timeScale = 0;

NMPUMEYAHUE

Crapan cucrema Ul

O6paTtnte BHUMaHME, 4YTO, KaK U B «BEIMKONENMHOM FOHLMKE» (KOTOPbIM Mbl cO34anu

B Yace 6), urpa «ber ¢c npenaTcTBUAMM» MCMONb3YET CTApyto CUCTEMY FrPaPUIYECKOro MHTEp-
deica Unity. B 60nblUMHCTBE cyYaeB Bbl He cTanu 6bl UCMONb30BaTb TaKOW MHTepdenc
NS peanbHON UTpbl, HO TYT Mbl BEPHEMCS K HEMY, YTOObI COKOHOMUTbL BPEMS U CUSIbI.

He BONHyMTECH: Bbl NO/ly4UTE BO3MOXHOCTb 06aBWUTb HOBbLIM MHTEPDENC CaMOCTOSATENbHO,
0 YEM Mbl CKaXKeM B KOHLLe 3TOro yaca.

[ToMHUTE, YTO OZHO M3 IIPABWJI UI'PHI 3aKJII0YAETCA B TOM, YTO BCE 3aMeJIAeTCH, Korja
WT'POK I0TIa/laeT B MPenATCTBHEe. MBI peaausyeM 3TO 3a CYeT U3MeHEHUA TepeMeHHOHN
Time.timeScale B TeyeHue urpel. OcTambHBIE TEpeMeHHbIE 6YAYT OTBeYaTh 3a Bpe-
MsA U COCTOSIHUA B UTPe.

Mertoz Update () ciaegut 3a BpemeHeM. OH 100aBJIieT BpeMsi C MOMEHTa IoCJIeIHe-
ro kazpa (Time.deltaTime) K nepeMeHHOH totalTimeElapsed. OH TakXke Ipo-
BepsIeT, 3aBEPIIIIACh JIU UTPa — a 3TO MIPOUCXOJAUT, KOT/[a BpeEMsI CTAHOBUTCS paBHO 0.
Ecsiu urpa 3akoHYeHa, MeTo/] ycTaHaBauBaeT ¢iar i sGameOver.

Mertozpr SlowWorldDown () U SpeedWorldUp () paboTaloT B COYETAaHUU APYT

¢ ApyroM. Beakuii pas, Korzia UTpoK MoNaZiaeT B IPENATCTBYE, BEI3BIBAETCA METOZ,
SlowWorldDown (). OH 3amezyAeT BpeMdA. 3aTeM BbI3bIBaeTcA MeToz Invoke (),
KOTOPBIY TOBOPUT: «BBI30BU YKa3aHHBIH 3/IeCh METO/, Yepe3 X CEKyH/I», IPU 3TOM
BBI3BIBAEMBIN METO/] YKA3bIBAETCS B KaBBIYKAX, a BpeMA B CeKyHZaX. BbI MomIu 3aMe-
TUTh BBI30B MeToZla CancelInvoke () B Havyase MeToga S1owWorldDown (). 9To
OTMeHSIET JII0ObIe MeTOZbl SpeedWor1dUp (), OKUZAOIIMEe BBI30BA MIOC/IE CTOJK-
HOBEHUA C IIperaTcTBUEM. B nipezapiayieM Kojie yepe3 1 CeKyH/Yy BbI3bIBAETCA METO/,
SpeedWorldUp (). OH yckopaeT Urpy, Bo3Bpallas ee K HOpMaJIbHOMY TEMITY.

Metoa AdjustTime () BBI3BIBAETCS BCAKHUE pas, KOTZla UTPOK CTAJIKUBAETCS C OGOHY-
coM wiu npenAaTcTBrueM. OH U3MeHAeT KOJIMYeCTBO OCTaBlIerocsa BpeMeHu. Eciu 3Ha-
YeHUe U3MeHEHUs OTPULIATENbHO (TIPENATCTBYE), ZaHHBIH METO/] BHI3bIBAET METOZ,
SlowWorldDown ().

Haxkownern, metoz OnGUT BBIBOAUT Ha SKpaH OoCTaBLIeeCda U IIpouIealIee BpeEMsA UT'PBL.

CKpMNT Mrpoka

CKPI/IHT Player HMEET ABe (l)yHKHI/II/IZ yiipaBjieHH € ABUKE€HUEM U CTOJTKHOBEHUA-
MU UI'POKa U yIipaBJ€HHE NCYE3HOBEHUEM. C03/:[a1?1Te HOBBIM CKPHUIIT I10J, Ha3BaHUEM
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Player u mpukpenure ero Kk UrpoBoMy oonsekty Player Ha cijeHe. /lo6aBbTe B CKPUIIT

CIIe[yIoUH KO/

[Header ("References") ]
public GameManager manager;
public Material normalMat;

public Material phasedMat;

[Header ("Gameplay") ]

public float bounds = 3f;

public float strafeSpeed = 4f;
public float phaseCooldown = 2f;

Renderer mesh;
Collider collision;
bool canPhase = true;

void Start()

{
mesh = GetComponentInChildren<SkinnedMeshRenderer> () ;
collision = GetComponent<Collider>();

void Update ()
{
float xMove = Input.GetAxis ("Horizontal") * Time. deltaTime
strafeSpeed;

Vector3 position = transform.position;

position.x += xMove;

position.x = Mathf.Clamp (position.x, -bounds, bounds);
transform.position = position;

if (Input.GetButtonDown ("Jump") && canPhase)
{

canPhase = false;

mesh.material = phasedMat;

collision.enabled = false;
Invoke ("PhaselIn", phaseCooldown);

void PhaseIn ()

{
canPhase = true;
mesh.material = normalMat;

collision.enabled = true;
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B 3TOM CKpHUIITE UCIONB3YIOTCA TaK Ha3blBaeMble ampubymyl. ATpUOYTHI — 3TO CIIEIH-
aJbHbIe TerH, KOTOpble MOAUPUIINPYIOT KoZ. Kak BBl BUANTE, B AAHHOM KoZe 3aZel-
CTBOBaH aTpubyT Header, ¢ MOMOIIBIO KOTOPOI'O HA ITaHeau Inspector BEIBOAUTCS
CTPOKa 3aroJioBKa (IIpOBepbTe 3TO B peZlaKTope.)

HepBbIe TPpU IIEPEMEHHBIE COAEPXKAT CCbUIKM Ha MEHE/IPKEPAa UT'PBL U IBA MaTE€pHraia. Korzma
UI'POK HUCYE3aeT, MaT€pUaIbl MEHAKTCA MECTaMU. OcTtanbHble II€peEMEHHbIE 06pa6aTLIBaIOT
HaCTpOﬁKH UI'PbI — I'PaHUILIBI YPOBHA U CKOPOCTDb GOKOBOTO [ABDKEHUA UT'DOKA.

Metoz Update () HauuHaeTcs C IepeMelleHNs UTPoKa 3a cUeT ylpaBieHusa. 3aTeM OH
IIpoBepsieT, He BhIIeN JIM UT'POK 3a IIpefiesibl TOHHENA. DTO BBHIIONIHAETCS C IIOMOIIIbIO
MeToza Mathf.Clamp (), KOTOPHIY He ZJaeT UT'POKY OKUJATh KOPUZAOP. 3aTeM MeTOZ
Update () mpoBepsieT, He HAXKUMaJI I UTPOK Kiapuity [Ipo6en (kotopsiit Input
Manager HasbiBaeT «Jump»). EC/IM mosib3oBaTeb Ha)kuMaeT KiaaBuiry [Ipo6est, urpox
rcde3aeT (TO eCTh ero KoJulaiep OTKII0YaeTCsa), M UTPOK KAKoe-TO BpeMs CTAHOBUTCA
TIPO3PAYHBIM /IS TIPETIATCTBUN U TepsIeT CITOCOGHOCTD IOAOUPATH GOHYCHI.

Ckpunt Collidable

V1 6OHYCBI, ¥ IPENATCTBYA JOJDKHBI IBUTaThCS B CTOPOHY Urpoka. OHU TakKe U3MeHd-
IOT BPEMS UTPBI, KOTZIa UTPOK CTAJIKUBAETCA ¢ HUMH. TakuM 06pa3oM, BEL MOXKETE MPU-
MEHUTh K HUM OZIMH U TOT Ke cKpunT. Co3zaliTe ckpunt noz HazBanueM Collidable

1 06aBbTe ero k npedabam GoHyca U MPenATCTBYA. Bbl MO)XXeTe cZienaTh 3T, BbiZie-
JuB 06a Ha manenu Inspector u Bri6paB komauay Add Component = Scripts =
Collidable. /To6aBbTe B CKpPUNT CJAEAYIOUIMI KOZ:

public GameManager manager;

public float moveSpeed = 20f;
public float timeAmount = 1.5f;

void Update ()
{
transform.Translate (0, 0, -moveSpeed * Time.deltaTime);

void OnTriggerEnter (Collider other)
{
if (other.tag == “Player”)
{
manager.AdjustTime (timeAmount) ;
Destroy (gameObject) ;

DTOT CKPHIIT MPOCT. 3aJaf0TCsA TIeEPEMEHHBIE /JIs1 CKPUIITA MEHEKEPA UTPBl — CKOPOCTh
JIBIDKEHUS U BEIMYMHA U3MEeHEeHUs BpeMeHu. [Ipu KaxkjoM BbI3oBe MeTozZia Update ()
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00BeKT HepeMernaeTca. [Ipy CTOIKHOBEHUH 00bEKTa C 4eM-TH60 OH IIPOBepsIeT,
He CTOJIKHYJICS JIM OH C UT'POKOM. EC/IM 3TO TaK, CKPUIIT COO0IIaeT MeHePKepy UTPHI,
a 3aTeM YHUYTOXKAeT OOBEKT.

Ckpunrt Spawner

CKpHUINT Spawner oTBeJaeT 3a co3laHue 00BHeKTOB B ciieHe. [I0CKOJIbKY JaHHbIE O I10JI0-
YKeHWH 337IaHBbl B Ipedabax, BaM He HyKeH OTZAeIbHBIH cliayHep — JOCTaTOYHO HalKcaTh
cKpuIT 151 06bekTa Game Manager. Co3ziaiiTe HOBBIM CKPUIIT 10/l Ha3BaHUEM Spawner
Y IPUKpEIUTe ero K 00bekTy Game Manager. /[06aBbTe B CKPHUIT CJIEAYIOLIMIA KOZ:

public GameObject powerupPrefab;
public GameObject obstaclePrefab;
public float spawnCycle = .5f;

GameManager manager;
float elapsedTime;
bool spawnPowerup = true;

void Start ()
{

manager = GetComponent<GameManager> () ;

void Update ()
{
elapsedTime += Time.deltaTime;
if (elapsedTime > spawnCycle)
{
GameObject temp;
if (spawnPowerup)
temp = Instantiate (powerupPrefab) as GameObject;
else

temp = Instantiate (obstaclePrefab) as GameObject;

Vector3 position = temp.transform.position;
position.x = Random.Range (-3f, 3f);
temp.transform.position = position;

Collidable col = temp.GetComponent<Collidable>();

col.manager = manager;

elapsedTime = 0;

spawnPowerup = !spawnPowerup;

JrtoTr CKPHUIIT COAEPXKUT CCbUIKM Ha UT'POBBIE 00BEKTHI <<6OHYC>> U «IIPEMATCTBUE». Cre-
Ayrolye rnepeMEHHbBIE YIIPaBJIAIOT BpEMEHEM U IMMOPAAKOM IIOABICHUA 00BEKTOB.
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BOHYCI)I U IIPpENATCTBUA 6y[[yT IIOPOXKAAaThCA IIO0YEPESHO, U CHEI_[I/IaJII)HHﬁ (b]'lal" CTaHET
CJIEAUTD 3a TEM, YTO MMEHHO JOJIXKHO IIOPOXAAThCA.

B MeTozie Update () yBeIMUMBAETCA CUETYMK UCTEKIIEro BpeMeHH, a 3aTeM IIpoBepseT-
cs1, TIOpa JI IOPOXKAATh HOBBIN 0OBEKT. EC/IN ITopa — CKPUIIT IPOBepsieT, KAKOH 00BEKT
HY’KHO TIOPOZAUTE. 3aTeM HOABJIAETCs OOHYC WIH IpenaTcTBre. HOBEIN 0OBEKT cMelaeT-
s BIIPABO WY BJIEBO Ha CIyYaliHYIO BEIMYMHY, a TAKKE MOTyJIaeT CChUIKY Ha MeHe/pKepa
UTpHL. 3aTeM B MeTofe Update () yMeHblIaeTcsa UcTeKIllee BpeMd, a ¢Jar, oTBedaromuit
3a THUII IIOPOXKJAEMOr0 0OBEKTa, MEHAETCS Ha IPOTHBOIIOIOKHBIM.

Cob6bupaem BCe BOeAMHO

Temepb BbI TOTOBBI TIEPENTH K MTOCTIEAHEMY 3TAIy paboThl HaZ UTpoii. HyHO cB-

3aTh MeX[y cob0ii CKPUNTH U 06beKTH. CHauasa BjennTe o6bekT Game Manager
Ha naHesu Hierarchy. TlepeTaiqure 06beKT Ground K ero COOTBETCTBYIOIIEMY CBOM-
cTBY B KOMIoHeHTe Game Manager Script (puc. 20.8). ITeperamure npedads
Powerup u Obstacle Ha COOTBETCTBYIOLIHE CBOMCTBA B KOMIIOHEHTe Spawner (Script).
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Puc. 20.8. lNepetacknBaHe 06bEKTOB K MX CBOMCTBAM

Teneps BoizenuTe 06beKT Player Ha manenu Hierarchy u nepetauiute 065ekT Game
Manager Ha cBoiicTBO Manager komnoHeHTa Player (Script) (puc. 20.9). Kpome

TOTO, eC/IU BhI 3arissHeTe B manky Model Ha manenu Project, To yBuguTE MaTepual
PhasedOut. Paziom ¢ HUM HaxOAUTCs MOJMb30BaTeNbckuii metiziep Hologram. Paccmo-
TPUTE €ro, eC/IM BaM UHTEPECHO, HO UMeliTe B BUAY, YTO pa3paboTKa COOCTBEHHBIX IIEH-
ZIEPOB — CJIOXKHAS IITYKa, U B 3TOM KHUTe He pacCMaTpUBaeTcs. BCTpoeHHbIE BU3Yaslb-
HbIe Cpe/ICTBa Ui co3Janusd Iieigepos B Unity B MopsiKe SKCIIepUMeHTa Z06aBIeHbI
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B Bepcuu Unity 2018.1. Korga BbI GyZieTe TOTOBHI, TlepeTalnuTe Matepuanst Player
u PhasedOut Ha cooTBeTCTBYyMOIIME CBOKCTBA KOMIIOHeHTa Player (Script).
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Puc. 20.9. Peannsauus ynpaBneHusa Urpon 1 gob6asneHne MatepuanoB B CKPUNTbI UFPOKa

Haxowner, Beibepure npedab Obstacle u 3agaiite cBoiicTBy Time Amount ckpunra
Collidable snauenue —0,5. [0TOBO, MOJKHO UTPaTh!

MpocTop ANA coOBepLUIEHCTBOBaHUA

Kax u Bcerza, urpa He MOXKeT OBITh ITOJTHOCTBIO 3aKOHUYEHa, IT0Ka Bbl He IIPOBEPUTE

u He oTuurndyeTe ee. Terepb HACTAIO BpeMsA OUTPATh U IOCMOTPETh, YTO BaM HPABUTCH,
a yTo HeT. He 3a6bIBaiiTe ciieuTh 3a GYHKIMAMY, KOTOPBIE, [10-BALIEMY, eHCTBUTEIHEHO
WZAYT Urpe Ha Mojb3y. TOYHO TaK Ke 06paTrTe BHUMaHNe Ha OTPULATeTbHbIE MOMEHTHI.
He 3a6bIBaiiTe fieaTh 3aMETKU O JIOOBIX UAESIX, KOTOPBIE BO3HUKAIOT Y BAC OTHOCUTEITh-
HO GYAyIMX UTepalnuii Urpsl. [IompobyiiTe 3aBjeyb BaIlUX APy3eli OUTPaTh, 3aMUIINTE
YX MHEHUs. Bce 9TO IOMOXKET C/IelaTh UTPY YHUKATIBLHOM U GoJiee IPUATHOMA.

Pe3iome

B aToMm dace MBI co3zanu urpy «ber c npenarcTBUAMU». Vbl Ha4aliu ¢ pa3MeTKH OCHOB-
HBIX 3JIEMEHTOB [TPOEKTA UTPEHL. 3aTEM MbI CO3ZaIH KOPUZOp U 3G dEKT MIPOKPYTKU

3a cyeT HeOOJIBIIOro TPIOKA C TEKCTYpaMu. [I0TOM MBI CZie/Iany UTPOBhIE CYLTHOCTH,
SJIeMeHTHI yIIpaBJIeH!s U Hallucaau CKpUITHL. V nocaesHee, HO BaXKHOe, — MBI IIPOTe-

CTUPOBAaJI UI'PY U JaKe coﬁpa]m OT3bIBHI.
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Bonpocbl U oTBEeThI

Bonpoc: [1Bu)KeHue 06beKTOB M Nojia Nog Horamu B urpe «ber ¢ npenarctBUsAsMn»
He coBnagaeT, 3TO HOpMasbHO?

OTBet: B HaweMm cnydae ga. Ans ngeanbHOM CUHXPOHU3aUmMK TpebyeTtcs rnybokoe
TeCTMpPOBaHME M HAaCTpoMnKa. ITo ellle OAMH MOMEHT, KOTOPbIN Bbl MOMN Bbl
YCOBEPLUEHCTBOBATD.

Bonpoc: MpoaomKutenbHOCTb «MCHE3HOBEHUS» paBHA BPEMEHU BOCCTAHOB/IEHUA —
3Ha4YmUT, UTPOK MOXKET GbITb NPO3payHbIM Bceraa?

OTtBet: [la. Ho Torga urpa npoanutcs Bcero 10 ceKyHZ, Tak KaK UrPOK He MOXET CObM-
paTb 6OHyCbl, Byay4u NPO3PaYHbIM.

Cemunap

YaenuTe HEKOTOPOE BpeMsi MPOpabOTKe MPUBEZEHHBIX HUKE BOIIPOCOB, YTOOBI yOEAUTh-
Csl, 9TO BBI XOPOIIIO YCBOWIN MaTepPHaIl.

KOHTpOAbHbIE BONPOCHI

1. KakoBo ycioBue ITOpaXXeHus B Urpe «ber ¢ NpenAaTCTBUAMU»?
2. Kak paboraet mpokpyTka ¢poHa?

3. Kak urpa «ber ¢ IpenaTcTBUAMU» YIIPaBIseT CKOPOCThIO BCeX 06BEKTOB
Ha cijeHe?

OTBeTbI

1. I/IFPOK IIPOUTPBIBAET, KOT/Ia 3aKaHYMNBAETCA BPpEMA.

2. KOPH,Z[OP OCTaeTCA HEIIOABUXXHBIM, a IIPOKPYYUBAETCA TEKCTypa. B pe3yiibraTe
HaM KaXXeTCd, YTO UT'POK ABMXKETCA.

3. Wrpa usMeHsieT BpeMeHHO# MaciiTab Bceii UTpsI B 1ieioM. Ho obpaTute BHUMA-
HUeE, 9TO GOHYCHI U TIPEMATCTBUSA P 3TOM JABIKYTCS TaK JKe, KaK U ZI0 3TOTrO.
B uem geno?

YnpaxHenue

HacTasio Bpems MOTbITaThCs BHEAPUTH U3MeHeHMUs1, KOTOphbie BBl HABEPHAKA HAMETH-
JI BO BPeMs TeCTHPOBaHUA. BaM Hy)KHO cziesiaTh UTPy YHUKaJIbHOI. ByzeM HajgedaTbes,
YTO BBI CyMeJIU BBISIBUTD KaKue-HUOYAb HELOCTATKU UIPHI WX YTO-TO €IIE, YTO MOKHO
6BUTO OBI YIY4IIUTh. HaripuMep, MOXKHO CZeaTh CIeAyIOIIee.
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. INonpo6yiiTe 106aBUTH ApyTrHie GOHYCH U MIPENATCTBUA.

. [NompobyiiTe n36aBUTHCS OT UCIOIBb30BaHUs cTaporo GUI u mepeiTy K HOBOM
cucteme uHTepdetico Unity.

. INompo0yiiTe yBETUIUTD WIN YMEHBUIUTD CJIOXKHOCTD, BAPbUPYA YaCTOTY IIOSBIIe-
HUA GOHYCOB WIX NPENATCTBUNA. MOXXHO U3MEHUTh KOJIMYECTBO BpeMeHH, 06aB-
JsIeMoe GOHYCOM, JIUTEIBHOCTD 3aMeZIeHus, 3G deKT 3aMeAIeHN MUpa U Jaxe
CKOPOCTh OTAETbHBIX 06BEKTOB.

. IlpugaiiTe 60HycaM U MPEIATCTBUAM 00Jiee MHTEPECHBIN BU. [I03KCIIepUMeHTH-
PYHTE C TEKCTypaMu U 3¢ deKTaMU YacTHI], YTOOBI YIYYLIUTh €T0.

. ITompobyiiTe BbIBeCTH Ha SKPaH IIPOHEHHOE paccTossHUE. MOXKHO TaKKe IocTe-
[IEHHO YBEJINYUBATH CKOPOCTh UTPHI, YTOOHI CO BpEMEHEM IPOXOAUTH CTAHOBH-
JIOCH CJIOXKHEe.




21-N YAC
Pa6ota co 3ByKom

YT1o Bbl y3HaeTe B 3TOM 4ace

» OcHoBbI pa6oTbl co 3ByKOM B Unity
» KaK Mcnonb3oBaTb MCTOYHWMKM 3BYKa
> Kak ynpaBnsiTb 3ByKOBbIM COMPOBOXAEHNEM C MOMOLLbIO CKPUNTOB

» Kak ncrnonb3oBaTb ayiMOMUKLLEPDI

B 3TOM Yace MbI U3y4uM paboTy co 3BykoM B Unity. HauHeM c OCHOB, 3aTeM UCCIesyeM
KOMIIOHEHT MCTOYHUKA 3ByKa U ero pabory. KpoMme TOro, Mbl pacCMOTPHM OTZe/IbHBIE
3BYKOBBIE KJIMIIBI ¥ UX POJIb B 9TOM IIpoliecce. 3aTeM BBl y3HaeTe, KaK yIIpaBIATh 3By4a-
HUEM C IIOMOIIBIO CKPUIITOB, a B KOHIIE Yaca Mbl TOpaboTaeM C MUKIIIEPAMH.

BBepeHue B paboty co 3Bykom

BOJIBITUHCTBO MEPEXUBAHNI BKIIOYAET B ce6s TaKKe 3BYKH, CBSA3aHHbIE C HUMHU. [1pes-
cTaBbTe cebe, uTo Ha GUIBM y)KacoB OyZeT HaJIOXKeH 3aKaJpoBEIii cMeX. To, UTO OMKHO
OBITH CTPAIIHBIM, CTAHET CMENTHBIM. B BuleoUrpax 3ByK UMeeT OueHb 60JIbIIoe 3HaYe-
HUE, XOTsI UTPOKH He BCer/ja OCO3HAIOT 3TO B MTOJTHOM Mepe. Yap KOJIOKoJIa o/CKa3bl-
BaeT, YTO UTPOK OTKPHIBAET CeKpeT. ['POXOT MmyIiek 06aBisieT HOTKY peasnsMa K 6ara-
JIUSIM.

B Unity Jierko 06aBUTh B UTPY 3BYKOBBIE 9)EKTEL.

Kak ycTpoeHO 3ByKOBO€ CONpPOBOXXAECHUE

YToObl 03BYIUTH CIIEHY, BaM HYKHBI Tpu KoMoHeHTa: Audio Listener (ciyimaTens),
Audio Source (ucTounuk) u ayauokaun (cam 3ByK). Audio Listener — riaBHBIN KOM-
MTOHEHT ayZIMOCUCTEMBI, OH «CJTyIIaeT» IMPOUCXOsAIIee Ha clieHe. DTO Kak Obl Ballu
«yIIN» B UTPOBOM Mupe. [1o yMOJI4aHUIO Ha BHOBb CO3/JaHHOM CIieHEe TaKOW KOMIIOHEHT
npwiaraetcs K Main Camera (puc. 21.1). Y komnoneHTa Audio Listener HeT CBOHCTB,
Y /IJIs1 €T0 aKTUBAIIMKU HUYETO /IeIaTh He HY)KHO.
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O6bruHo KoMIoHEHT Audio Listener puUKperuisieTcss K iTPOBOMY 0OBEKTY, TTPe/CTaB-
JAomeMy coboit urpoka. Eciu Bel moMernaete kommnoHeHT Audio Listener Ha r060%
JPYToit 00BEKT, HY)KHO yAaauTh ero u3 o6bexkta Main Camera. Ha ciieHe equHOBpe-
MEHHO MOXeT OBITh TONIBKO oAuH KoMmoHeHT Audio Listener.

@ Inspector | . _ Fie
[Main Camera | [Jstatic v
Tag [ MainCamera 4| Layer [ Default o

¥ .~ Transform B,
Position X0 Y |1 Z-10
Rotation X|0 Yo  |zjo |
Scale X1 Y |1 |z

v ¥ camera %,
Clear Flags [ skybox sl

Background I — #
Culling Mask Everything s

Projection [ Perspective m

Field of View — s ——— &0 |
Clipping Planes Near 0.3

Far [1000

Viewport Rect

X[0 |Ylo |

w1 |H1 |
Depth [-1 ]
Rendering Path [ Use Graphics Settings :)
Target Texture [None (Render Texture) | @
Occlusion Culling
Allow HDR
Allow MSAA

Allow Dynamic Reso [ |

Target Display [ Display 1

Flare Layer
¥ Audio Listener

[ Add Component ]

(=]
#

le

Puc. 21.1. KomnoHeHT Audio Listener

KommonenT Audio Listener UMeHHO CJIBIIINT 3BYK, HO He ITPOM3BO/JUT €ro. A BOT KOM-
moHeHT Audio Source, KOTOPBIH MOYKHO TOMECTUTD Ha JI060# 06BEKT Ha clieHe (faxe
Ha 06bekT ¢ Audio Listener), 3aHMMaeTcss UMEHHO 3TUM. Y HETO €CTh MHOTO CBOMCTB
U HaCTPOEK, ¥ MBl PACCMOTPUM HUX B OT[IeJIbHOM pasZiesie B KOHIIe 9TOr0 Jyaca.

[MocneaHee, 9YTO HY>KHO Ui pabOTHI CO 3BYKOM, 3TO ayOUOKAUN — 3BYKOBOM (aii, KOTo-
PHIi Bocipou3BoAuTcs koMnoHeHTOM Audio Source. Y ayZIOKIUIIOB €CTh ONIpe/esieH-
HbIe CBOHCTBA, KOTOPbIE BIUSIOT Ha TapaMeTpsl Bocnpou3sBeeHusa. Unity moaaepxuBa-
et ciezyrouue ayauodopmatsl: .aif, .aiff, .wav, .mp3, .0gg, .mod, .it, .s3m u .xm.

KommnonenTs! Audio Listener, Audio Source u ayZIMOKJIUII BMeCTE TTO3BOJISAIOT HalIEH
WTpe 3By4arTh.
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2D- u 3D-Audio

CHavasia Mbl pacCCMOTPUM pasHully Mexxay 2D- u 3D-3BykoM. 2D-ayvOKJIUIIBL IIpHUMe-
HAIOTCA Yaie Bcero. OHU BOCIIPOM3BOAATCA C OZIMHAKOBON 'POMKOCTBIO, HE3aBUCH-

Mo ot 6r3octy kKoMmmoHeHTa Audio Listener k komnoneHTy Audio Source Ha CIieHe.
2D-3BYKH JIy4Ille BCETO HUCIIOIB30BATh I MEHIO, IPEAYTIPEXKAEHUM, CAyHATPEKA WIH
JIFOOBIX ZIPYTHUX CUTHAJIOB, KOTOPBIE BCET/a IOIKHBI 3ByYaTh OAMHAKOBO. DTO MPEUMYIIE-
cTBO 2D-3BYKOB OZIHOBPEMEHHO SIBJISIETCS UX CAMBIM OOJBIINM HeJoCcTaTKOM. Ecin Kax-
ZIbIii 3BYK B Balllel Urpe GyzIeT BOCIIPOU3BOAUTHCS C OMUHAKOBOM I'POMKOCThIO, HE3aBUCH-
MO OT Balllero MECTOHAXOX/EHUsA, UTPATh CTAaHET IIPOCTO HENPUATHO U HEPEATUCTHUYHO.

3D-3BYKH II03BOJIAIOT PEIIUTH 3Ty IIpobieMy. Takue KIUIbl BOCIPOU3BOJATCSA TUIIE WIN
rpoMye, B 3aBHCUMOCTH OT TOTI'0, HACKOJIBKO 6/13K0 KoMItoHeHT Audio Listener Haxogut-
cs K kommoHeHTy Audio Source. B ¢JIOXKHBIX ayZIMOCUCTEMAX, TaKUX Kak B Unity, 3D-3By-
KU MOTYT Jaxke UMUTHPOBaTh 3ddekT Jlorepa (mogpobuee 06 aToM mo3xe). Ecu Bam
HY’KHO JOOUTBCS peasr3Ma Ha HaCBIIIEHHOH 3ByKaMU ClieHe — BaM Hy)XeH 3D-3ByK.

PaSMepHOCTI) KaXXZ0ro ayJuOoK/IUIIa 3aa€TCA Ha KOMIIOHEHTE Audio Source, KOTOPLIﬁ
€I'0 BOCIIPOM3BOAUT.

KomnonenTt Audio Source

Kak yrmomuHasochk paHee B 3ToM yace, Audio Source — 3T0 KOMIIOHEHT, KOTOPBIH BOC-
IIPOM3BOJUT Ha ClieHe ayAUOKINIIEL. 3By4anue 3D-3ByKa OIpeZesseTcs pacCTOSHUEM
Mexay kommoHeHTamu Audio Source u Audio Listener. YTo6s! 106aBUTh KOMITOHEHT
Audio Source k UTPOBOMY OOBEKTY, BBIZIEJIUTE HY)KHBIN OOBEKT U BbIOEpUTE KOMaHAY
Add Component = Audio = Audio Source.

KommnoneHnT Audio Source nMeet psifi CBOMCTB, KOTOPbIE MIPEAOCTABIIAIOT MOITHBIN
YPOBEHb KOHTPOJISI Ha/] BOCIIPOU3BeleHUEM 3ByKa Ha ClieHe, OHU IIPUBeJeHb! B TabIu-
e 21.1. B gonosnHeHue K HUM B paszene 3D Sound Settings, KOTOPBII MBI PACCMOTPUM
YyTb MIO3XKeE, €CTh PAJ IapaMeTpoB, IPUMEeHUMBIX K 3D-ayAnoKInIaM.

TABA. 21.1. CBoncTtBa KomnoHeHTa Audio Source

CBOWCTBO OnucaHue

Audio Clip Mos3BonseT BbibpaTh GaKTUHECKM BOCTIPOUIBOANMbIN 3BYKOBOKW dain
Output (OnuwmoHanbHo) NMo3BoONSET BbIBOAWTL 3BYHaHWE KuMNa B ayAMOMUKLIED
Mute OnpegenseT, 6yaeT 1 AaHHbIA 3BYK OTK/IOYEH

Bypass OnpegenseT, 6yayT M K LaHHOMY UCTOYHUKY NPUMEHATHCS 3BYKOBbIE
Effects addeKTbl. Boi6op aTOro cBOMCTBA OTK/ItOYaeT addEKTbI
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Bypass Onpegensert, 6yayT M K AaHHOMY UCTOYHUKY NMPUMEHSATHCS 3BYKOBbIE
Listener addeKTbl KomnoHeHTa Audio Listener. Bbi6op 3TOro cBOMCTBa OTKIItO-
Effects yaeT addEKTbI

Bypass OnpegnenseTt, 6yayT M1 K JaHHOMY UCTOYHMKY NMPUMEHSTLCS 3BYKOBbIE
Reverb 3dbeKTbl 30H peBepbepalmm. Boil6op 3TOro CBOMCTBa OTKIIOYaEeT
Zones 3 beKTbI

Play On OnpegenseT, 6yaeT MM UCTOYHUK HaYMHaTb BOCMPOM3BeAEHME 3BYKa
Awake Npuv 3anycKe CLeHbl

Loop Onpegensiet, 6yaeT MM UCTOYHUK 3BYKa NepesanycKaTb ayaAuoKaun

nocne OKOH4YaHuUsa BOCMpon3BeaeHnqa

Priority 3apaeT NnpuopuTeT UCToYHMKa 3BYKa: O And Hanbosiee BaxHOro,
255 — ans HaumeHee BaXHoro. 3HadveHune O ncnonb3yeTcs Ans 3BY-
KOB, KOTOpbIE [JO/KHbI UrpaTh Bceraa

Volume 3ajaeT rpoOMKOCTb 3By4YaHus, 3HavyeHue 1 cootBetcTByeT 100%

Pitch ToH 3BYy4YaHus

Stereo Pan 3agaeT NoIoXKeHMe nons CTepeoKoMnoHeHTa 2D-3ByKa

Spatial 3agaeT, Kak 3D-ABUKOK BAMSET Ha UCTOYHMUK 3BYKa. 3TO CBOMCTBO
Blend onpegenseT, 0THOCUTCH 3BYK K Tuny 2D nnu 3D
Reverb 3ajaeT BeIMYNHY BbIXOAHOIO CUrHana, nepeaaBaemMoro B 30Hy
Zone Mix peBepbepauunm

NMPUMEYAHUE

MpuopureT 3ByKOB

B Ka)kgow cuctemMe npeaycMoTpPEHO KOHEYHOE YUCI0 3BYKOBLIX KaHanoB. OHO HenocTo-
AHHO U 3aBUCUT OT MHOTMX GAKTOPOB, TaKWX KakK annapaTtHble CPpeacTBa M onepaLMoHHas
cucTema KomnbtoTepa. Noatomy B 60/bLIMHCTBE ayAnOCUCTEM UCNOb3YeTCs CUCTEMa NPUO-
PUTETOB, rAe 3BYKM BOCMPOU3BOAATCS B TOM MOpSAKe, KOTOPbIN UM 3afaH, NoKa He 6yaeT
3a1eMCTBOBaAHO MaKCHMMasbHOE YMCo KaHanoB. ocne Toro, Kak Bce KaHasbl 3aHATbl, 3BYKU
¢ 60nee HU3KUM MPUOPUTETOM BYayT BbITECHATLCS 3ByKaMW BbICOKOIO NpuoputeTa. MaBHoe
NOMHWTb, 4YTO B Unity MeHbLLEee YnCo 03Ha4vaeT 60nee BbICOKMM GaKTUHECKUIM NpUopuTeT!

UmnopT ayAMOKAMNOB

KommouenTy Audio Source Heyero BOCIIPOM3BOAUTD, €C/IM HET ayAnoKiuma. B Unity
MMITOPT ayAnodaiioB OCYIIECTBIAETCA TaK e JIETKO, KaK UMIIOPT BCET'O OCTaIbHO-

ro. Bam Hy)XHO TlepeTaiiuTh TpebyeMble ¢aiiibl Ha aHeab Project, 4ToOk! 106aBUTH
HX K acceTaM MpoeKTa. 3BYKOBbIe daiiyibl, UCIIOIb3yeMble B 9TOM dace, JTI06e3HO Ipeso-
crasiensl /kepemu lenzenem (handelabra.com).
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MPAKTUKYM

Pa3, pa3, npoBepkKa 3ByKa...

B aToMm ynpakHeHun mbl nonpobyem Ao6aBuTb 3BYK B Unity 1 npoBepuM, Kak Bce pabo-
TaeT. He 3a6yabTe COXpaHUTb CLEHY, TAK KaK OHa MOHaJ06MTCA HaM NO3XKe B 3TOM Yace.
BbinonHute cnegytowme AeENCTBUS.

1. Co3spgaviTe HOBbIM NPOEKT UK cLieHy. HanauTte nanky Sounds B davnax npumepos
ons yaca 21 n nepetawute ee Ha naHesnb Project B Unity, 4yTo6bl MMNOPTUPOBATh.

CospganTte Kyb6 1 MOMECTUTE ero B No3uuuio ¢ koopanHatamu (0, O, 0).

3. [ob6aBbTe K Ky6y KoMnoHeHT Audio Source (Bbi6paB komaHay Add Component =
Audio = Audio Source).

4. Hawnpgute dann looper.ogg cpean MMNOpPTUPOBaHHbLIX 3BYKOB M NepeTaLLmTe ero
Ha cBoicTBo Audio Clip Ky6a (puc. 21.2).

5. Y6eautecnb, 4to dnaxkok Play On Awake yctaHOBNEH, 1 3anyctuTe cLeHy. O6paTuTe
BHMMaHWe Ha BOCMpoM3BeAeHME 3BYKa. 3By4aHWe JOSIKHO NPEKPaTUTLCA MPUMEPHO
yeped 20 ceKyHA (ecnv Bbl He 3aaanTe NOBTOP, KOHEYHO).

¥ &l ¥ Audio Source oy
AudioClip eolooper |0

'None (Audio Mixer Group) | ©

Mute

Bypass Effects O

Bypass Listener Effe [ |

Bypass Reverb Zone[ |

Play On Awake

Loop O
Assets » Sounds AL
Priorit e e [ 128
HeLY: High Low .
Volume —) (1
q v Pitch ——— ]

looper quick_laser  zxplosion Starec;ban Left Right 0
Spatial Blend Qﬁ 0 |
Reverb Zone Mix = 1|

¥ 3D Sound Settings

Puc. 21.2. [lo6aBneHune ayauornuna Ana KkomrnoHeHta Audio Source

NMPUMEYAHUE

Knonka Mute Audio

B BepxHen yacTi naHenv Game ecTb KHonMka Mute Audio (Mexzay KHonkamu Maximize on
Play v Stats). Ecnv 3ByKOB He CNblLWHO, NMPOBEPbLTE, HE HaXKaTa i aTa OHa.

TecTUpoBaHKue 3ByKa Ha naHeAM Scene

CJIO’KHOBATO Y HEBBITOIHO 3aITyCKaTh CIIEHY KaXK/bIM pa3, KOTZa HY»KHO TPOBEPUTh
3ByK. MaJjio 3TOro, Tak elile Ha/Zi0 HalTH HeoOXOAUMBIi 3BYK B ITOTEHIIMATBHO OIPOM-
HOM MMUpe, YTO He Bcerza JIerko WK Jaxke BO3MOXKHO. Tak uTo Jydllle IIPOBePATh 3BYK
Ha naHenu Scene.
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Jlyist 3TOTO BaM He06XOAUMO BKJIIOUUTH O3BYUKY CLIEHBI: MIETKHUTE MBIIIBIO 110 TTEpe-
KJIFOYaTeJTIo, TIOKa3aHHOMY Ha puc. 21.3, ¥ IOABUTCA BUPTYaIbHbIM KoMIoHeHT Audio
Listener. OH pacrionaraeTcs B Balllel cucTeMe oTcyeTa Ha IaHesnu Scene (a He TaM, I7e
HaXOAUTCS peayibHbIM kKoMToHeHT Audio Listener Ha ciieHe).

# Scene | € Game

| Shaded vuzolj-:éslco_))!n il

Puc. 21.3. MNepeknoyatenb 3ByKa

MPAKTUKYM

B aTOM ynpa)KHeHun Mbl NPOBEPUM 3BYy4YaHUe Ha NaHenn Scene. Ham noHago6uTtcs cueHa,
co3[aHHas B npeablayliem npaktukyme. Ecnu Bbl elle He NoAroToBUAN ee, CAenanTe ato
cenyac. BeinonHute cnegytowme encTBums.

Aob6aBneHne 3ByKa Ha CUEHY

1. OTKpoWTe CLeHy, CO3AaHHYI0 B NpeablayleM NpakTUKyme.

2. AKTMBMpPYNTE NepekrtovaTenb 3ByKa Ha cLieHe (puc. 21.3).

3. lepemellanTeck no cueHe. O6paTUTe BHUMAHKE, YTO FPOMKOCTb OAMHAKOBas He3a-
BMCUMO OT PacCTOAHMA L0 Ky6a, M31yyatoLlero 3ByK. 10 yMonyaHuio BCe UCTOHHUKK
BOCMNPOM3BOAAT 2D-3BYK.

4. Tepetalmnte nondyHok Spatial Blend B ctopoHy 3D (puc. 21.4). lNonpo6ywTe cHoBa

nepemelLaTbes no cueHe. O6patuTe BHUMaHWeE, YTO TeNepb 3BYK CTaHOBUTCH TULLE,
KOrga Bbl oTAanA€eTeChb.

Stereo Pan e e |
Laft Right
Spatial Blend — e ‘
2D 3D
Reverb Zone Mix s (O 1|
IV 3D Sound Settings
Doppler Level — sm(ms [1
Spread O——— 0
Volume Rolloff [ Logarithmic Rolloff +
Min Distance 1
Max Distance  [500
1.0,
0.5
0.0,%o o A .
0 100 200 300 400 S00
M Volume M Spatial M Spread [ Reverb

Puc. 21.4. Hactpovika 3D-3By4aHus
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3D-3BYK

Kaxk ynnomunanoch paHee B 3TOM 4ace, Bce 3ByKd — 2D 110 yMosryaHuio. IlepekirounTh-
ca Ha 3D-3ByuyaHue Jierko: IpucBoiiTe napamerpy Spatial Blend 3HaueHue 1, npu sToM
Bce 3ByKU OyayT Takke 3aBUceTh 0T 3D-2ddeKToB, U 371eCh yiKe UTrpaeT POJIb PacCcTos-
HUe U ABKeHre. D$PeKTH HaCTPAUBAIOTCSA C IIOMOIIBIO 3JIEMEHTOB yIIpaBIeHUs B pas-
nene 3D Sound Settings koMmmoHeHTa 3ByKa (cM. puc. 21.4).

B Tabnuiie 21.2 onucaHbl pa3aIuyHble cBoOkcTBa 3D-3ByKa.

COBET

Ucnonb3oBanue rpadpuka

JKcnepumMeHTUpys ¢ HacTporkamu B pasgene 3D Sound Settings, nocmoTpuTe Ha rpadumK.
OH paccKaeT BaM, Kak rPOMKO 3BYK 6yaeT BOCMPOU3BOANTLCS Ha Pa3fiMyHbIX PACCTOSHU-
X — 3TO OT/IMYHO NMOMOraeT Npu HacTpokKe. Kak pas To 06CcToATENbCTBO, KOTrAa KapTuHa
KpacHopeyuBee TbicA4M cnoB!

TABA. 21.2. CBonctea 3D-3ByKa

CBOMICTBO OnucaHue

Doppler Onpegenset cuny addeKkta Jonnepa (3BYK UCKaXaeTcs, Koraa Bbl

Level [ABWXETECb K HEMY MUK OT Hero). MNpu 3HaveHnn O abdeKT He ByaeT
NPUMEHATLCS

Spread OnpepnensieT pasbpoc AMHAMMWKOB CcUCTEMBI. [1pK 3HaYeHun O Bce

AMHAMUKM HaxoAsaTcs B OAHOM MeCTe, U CUrHas, no CyLLecTBy,
MOHOGOHUYEeCKMI. OCTaBbTe 3TO CBOWCTBO MO YMONYaHWUIO, €CNN Bbl
nnoxo pasbupaerecb B ayanocucTemax

Volume OnpegensieTt, Kak CUNbHO FPOMKOCTb 3BYyKa M3MEHSETCS Ha pacCTosi-

Rolloff HMKU. 3HayeHne no ymonyaHuto — Logarithmic. Bbl Takke MoxeTe
BblOpaTbh BapuaHT Linear uan HacTpouTb COOGCTBEHHYIO KPUBYLO
3aTyxaHus

Min Distance | PacctosiHne OT MCTOYHMKA, Ha KOTOPOM 3BYK UIpaeT C FPOMKOCTbIO
100%. Yem BbllL€e YNCNO, TEM BONbLIE PACCTOSAHUE

Max Distance | OnpegensieT npegen, 3a KOTOPbIM 3BYK YXKe He ClbllweH

2D-3ByK

VHOTrZa HY>KHO, YTOOBI OIIpeZie/IeHHBIH 3BYK BOCIIPOM3BO/MIICA HE3aBUCUMO OT ero
IIOJIO’KEHUA Ha ciieHe. Hambosee pacripocTpaHeHHBIH TpuMep — GOHOBaAsA My3bl-
Ka. YToOBI IEPEKTIOYNTD 3By4aHue KoMmroHeHTa Audio Source u3 pexxuma 3D B 2D,
mepeTamuTe noa3yHok Spatial Blend B ctopoHy 3HaueHus 2D (0HO HCHONIb3yeTcs
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110 YMOJYaHUIO, CM. puc. 21.4). O6paTuTe BHUMaHMUeE, YTO BBl TAKXKe MOXKETe YCTaHO-
BUTb IIOJI3YHOK B ITO3UIMI0 MeXAY 3HaueHuAMH 2D u 3D, To ecTb 3Byk OyzeT Bcersa
CJIBIIIEH B HEKOTOPOM CTEIIeHH, HE3aBUCUMO OT PACCTOSHUA.

OmnucaHHbIe BBIIIE CBOWCTBA, Takue Kak Priority, Volume, Pitch u npouue, oTHOCATCS
u K 2D-, u k 3D-3Bykam. HacTpotiku B paszene 3D Sound Settings npuMeHSIIOTCS TOJb-
ko k 3D-3ByKam.

CKpuUNTbI 03BYUYKH

BocnpousBezieHre 3ByKa co3JaHHbIM KOMIIOHEHTOM Audio Source — 3T0, 6€3ycI0BHO,
KPYTO, IIPH YCJIOBUH, YTO MBI TOTO U ZI0OMBAINCH. EC/IN BB XOTUTE, YTOOHI 3BYK BOCIIPO-
U3BOAWICA B OIpeZie/IeHHOe BpeMs, WK BaM Hy>KHO BOCIIPOM3BOJUTh PasIMYHbIE 3BY-
KM C TIOMOIIBIO 0ZIHOTO KoMmoHeHTa Audio Source, noTpe6yroTces ckpumiThl. K cyacTsio,
VIIPaBJIATH 3BYKaMH C TIOMOIIBIO KOZIa He CJIMIIKOM CJIOXKHO. B GOJIBIIMHCTBE C/IydaeB 3TO
paboTaeT Ha TeX JKe MIPUHITUIIAX, YTO U JII060I ayAuoIuieep, K KOTOPOMY BbI TIPUBBIKJIN:
BBIOEPUTE TIECHIO U HAXKMUTE «Bocripon3BezieHre». YIIpaBieHHe 3ByKaMH C IOMOIIbIO
CKPHIITOB OCYIIIeCTBIIAETCA Yepes lepeMeHHble U MeTOZBl B cocTaBe kiacca Audio.

Hauano u npekpaweHue 3ByyaHun

YrobBl paboTaTh CO 3ByKAMHU B CKPHUIITAX, IEPBOE, YTO BAM HYKHO C/Ie/IaTh, 3TO IIOJY-
YUTH CCBUIKY Ha KoMroHeHT Audio Source. Vcronb3yiiTe cleAyIOmui KOa:
AudioSource audioSource;

void Start ()
{

// Tlouck MCTOUHMKA 3Byka Ha Kybe

audioSource = GetComponent<AudioSource> ();

JlaHHas cchUIKAa XPaHUTCA B IlepeMeHHOM AudioSource, U BBl MOXKeTe BBI3BIBATh

10 3TOH CChUTKE MeTO/bl. Ba3oBbie GYHKINH, KOTOPbIE HaM HY>KHBI, OTBEYAIOT 3a 3aIyCK
U TIpeKpaleHue BOIPOU3BeAEeHNSA ayANOKINIA. DTU AeUCTBUSI KOHTPOIUPYIOTCS ABYMS
MeTozaMu — Start () u Stop (). VIX UCMoIb30BaHUE BHIIVIAAUT CIEAYIONIMM 00pa3oM:

audioSource.Start () ; // 3BamnyckaeT KJIMUI

audioSource.Stop () ; // OcTaHaBIMBaET KJIAI

JlaHHBIN KO/ OyZIeT BOCIIPOM3BOAUTD KJIUII, YKa3aHHbBIN B KaueCTBE 3HAUEHHUsI CBOMCTBA
Audio Clip xomnonenTa Audio Source. Bbl Takke MOXKETE 3aMyCKaTh KJIUII C HEKOTO-
poii 3azep:kKo. [l 3TOro ucnonbdyercsa MeTos PlayDelayed (), KOTOPBIY IPUHU-
MaeT OJMH IapaMeTp — BpeM:A OKWJaHUA Nlepesl BOCIpoU3BeleHueM KJIUIa B CeKyH-
Jax. BeIIIAZAUT 3TO Tak:

audioSource.PlayDelayed (<OIMTEJIBHOCTbL B CEKYyHIax>) ;
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MO>XHO OTIpeZeNTUTh, BOCIIPOMU3BOAUTCS JIU KJIUII B JAHHBIM MOMEHT, IPOBEPHB 3Haye-
HUe IlepeMeHHOH i sPlaying, KOTopas OTHOCUTCA K 00beKTy audioSource. YToObI
TIOJTyYUTb JIOCTYTI K 3TOM IepeMeHHOU, UCIIONb3yHTe CIeyIOUni KO:

if (audioSource.isPlaying)
{

// Kinn BOCHPOMBBOIUTCSH

3HaveHue 3ToH nepeMeHHOH True, eciii 3ByK BOCIIPOU3BOAUTCA, U False, ecIu 3To
He TaK.

MPAKTUKYM

3anyckK U OCTaHOBKa BOCNPOU3BEAECHUA

BbinonHuTte cnegytowime waru, 4YTobbl UCNOMNb30BaTb CKPUMTLI A5 3aMyCKa U OCTaHOBKM
BOCMpou3seneHnda 3ByKOBOro Kiuna.

1. OTKpOWTE CLIEHY, CO3AaHHyI0 B NpaKTUKyme «[lo6aBieHne 3ByKa Ha CLIEHY».

2. Ha urpoBom o6bekTe Cube, co3gaHHOM paHee, HanauTe KomnoHeHT Audio Source.
C6pocbTe dnaxok Play On Wake v yctaHoBuUTe dnaxkok Loop.

3. CospawTe nanky ¢ umeHeM Scripts, a B Hel — cKpunT nog HasBaHnem AudioScript.
MpuKpenuTe ero K Ky6y 1 3aMeHWUTE BECb KO Ha ClieaytoLni:

using UnityEngine;

public class AudioScript: MonoBehaviour
{

AudioSource audioSource;

void Start ()
{

audioSource = GetComponent<AudioSource>() ;

}

void Update ()
{
if (Input.GetButtonDown ("Jump"))
{
if (audioSource.isPlaying == true)
audioSource.Stop () ;
else
audioSource.Play () ;

4. 3anycTuTe cueHY. Bbl MOXeTe 3anycKaTb 1 OCTaHaBAMBATb 3BYK, HaXMMasi KnaBulLLy
MpoGen. O6paTnTe BHUMAHWE, YTO ayAMOKIMM BOMPOM3BOANTCS C HaYana Kaxabli
pas, Koraa Bbl 3anycKkaeTe ero.
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COBET

HeynomsaHyTble CBOMCTBA

Bce cBonctBa KomnoHeHTa Audio Source, KOTopble nepeyvncneHbl Ha naHenu Inspector,
[OCTYNHbI Ans cKpunToB. Hanpumep, cBoncTBO Loop — ¢ NomoLblo nepemMeHHon
audioSource. loop.

Kak ynomrHanocb paHee, BCe 3TU NepeEMEHHbIE UCMONb3YIOTCS B COYETAHMUM CO 3BYKOBbLIM
06beKToM. Nonpobyinte HaWTK YTO-HUOYADL elle!

CmeHna ayAMOKAMNOB

C IOMOIIIBIO CKPUIITOB BBl MOXKeTe JIEKO 3a/aTh, KaKie UMEHHO ayZAUOKJIUIIBL ZJOJDKHBI
BOCIIPOU3BOAUTHCA. JIJI1 3TOTO HY>KHO MeHATh 3HaueHHe cBoricTBa Audio Clip B ko,
MIpeX/Je YeM UCIoIb30BaTh MeToZ Play () . Bcerja Hy»XHO ocTaHaBIMBaTh BOCIIPOU3BeE-
JleHye TeKyIllero ay/IuoKIuIIa epe 3allyCKOM HOBOTO, MHa4ye KJIMII He TePEeKJII0YUTCA.

YTOOBI CMEHUTD ayAHUOKIUI KoMoHeHTa Audio Source, Hy)KHO Ha3HaYUTh MTEPeMeH-
Hyto Tuna AudioClip mepeMeHHO# clip 06bekTa audioSource. Hampumep, eciu
y Bac eCTb ay[JMOKJIUII ¢ UMeHeM newC1ip, BB MOXXeTe Ha3HAUYNUTh €ro KOMIIOHEHTY
Audio Source 1 BOCIIPOU3BOAUTD, UCIIONb3Ys CIEAYIOIINN KOJ:

audioSource.clip = newClip;
audioSoure.Play();

BbI MOXKeTe JIErKO CO34aTh HO,Z[60pKy 3BYKOBBIX KJIMIIOB U INEPEKIIOYATh UX C IOMOIIBIO
CKPHIITOB. MBeI 3aiiMeMCsI STUM B yYIIpaXXHEHHUU B KOHIIE Yaca.

AyaMomuKluepbl

MBI y2Ke BUZENH, KaK 3ByK BOCIIPOU3BOAUTCA KoMIToHeHToM Audio Source 1 ciymmaeT-

cs1 komrioHeHTOM Audio Listener. DTOT mpoliecc KpaifHe IPOCT, HO MBI paCCMaTPUBAJIN
«chepudecKuii cIydail B BaKyyMe». Mbl OJHOBpeMEHHO BOCIIPOU3BOZAIIN TOJBKO OZIFH
ayAVOKJIMIT WUIM HeOOJIbIIOE UX KOJMMYECTBO. TPyZHOCTH BO3HUKAIOT TOTZA, KOTZA IIPUXO-
JITCS HACTPaUBaTh TPOMKOCTD U 3P EKTHI KaXKAOTO 3ByKa. BecbMa My4UTETBHO MOCTO-
SAHHO MICKaTh ¥ HACTPaMBaTh KaXKbIii KoMIIoHeHT Audio Source Ha ciieHe wiu B ipeda-
6e. V1 BOT TyT HaM Hy»KHBI ayJHIOMUKIIEPBI. AyOuomMuKulep — 3TO TaKOH acceT, KOTOPbIA
paboraeT OYKBaIbHO KaK AWKEHCKUI ITy/IbT, — II03BOJIAET TOYHO YIIPABJIATH 3ByYaHUEM.

Co3paHMe ayAMOMUKILUEpPOB

Co3zaTh U UCIIOIh30BaTh ayZIMOMUKIIED Ipoie npoctoro. CriepBa IIeJKHUTE Mpa-
BOW KHOIIKOH MBIIIH 10 NTaHeu Project u Beibepute KomaHAy Create = Audio Mixer.
3aTeM JBXK/BI MEJTKHUTE MBIIIBIO TI0 CO3Z[aHHOMY acCeTy MUKIIIepa, YTOObI OTKPHITh
manenb Audio Mixer (puc. 21.5). Kak BapuaHT, 3TO MOXXHO cZieJ1aTh KOMaHZOMH
Window = Audio Mixer.
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| it Audio Mixer |

Master

NewAudioM,

{5 NewAudioMixer.mixer

Puc. 21.5. MNaxenb Audio Mixer

MNepenanpaBAeHHe 3BYyKa B ayAMOMMKLUEP

Temeps y Bac ecTh ayJHOMHUKILIED, U HY>KHO IPOITYCTUTD 3BYKH Yepe3 Hero. i aTo-

ro TpebyeTcs HaCTPOUTH BBIXOZ KoMIIoHeHTa Audio Source Ha OfHY U3 IPyIIN ayAKO-
MUKIIepa. [Io yMor4aHUIO, MUKIIEp UMeeT TOJbKO OZHY TPYIIITY, KOTOPasi Ha3bIBAEeTCs
Master. Bbl MOXKeTe 106aBUTh HECKOIBKO JOTTOTHUTENBHBIX TPYIIIL, YTOOHI JIydllle Opra-
HM30BaTh paboTy (puc. 21.6). [pymnIsl MOTYT Jake IPEACTABIATH COOOH 1ieible MUKIIIe-
PHI U peann30BbIBAaTh MOAY/IbHBIN ITOAXOZ K YIIPABIEHUIO 3BYKOM.
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Attenuation Attenuation

Puc. 21.6. [lo6aBneHue rpynn

Co3/iaB Hy)KHbIe I'PYIIIBI ayAUOMUKIIEPA, YKOKUTEe B CBOMcTBe Output KOMIIOHEeH-

Ta Audio Source cBoto rpynmy (puc. 21.7). Tenepsb BBl CMOXKeTe UCIIOIb30BaTh ayAuo-
MUKIIEp /I PeryIUPOBKY I'POMKOCTH U 3¢ deKToB ayauokauna. Kpome Toro, Mukiiep
VMeeT IPUOPHUTET HaZ cBoiicTBoM Spatial Blend komnonenTa Audio Source u o6pa-
6aThIBaeT 3ByK Kak 2D. Vcronb3ys ayMOMUKIIED, BEI MOXKETE PErYIMPOBATh YPOBEHD
rpoMKOCTH U 3pHEKTOB BceX UCTOYHUKOB 3ByKa OAHOBpeMeHHO (puc. 21.7).

HaxmuTe, utobbl BbIOPaATL

YHpaBneHme FPOMKOCTbIO rpynny MuKLiepa

Llo6aBbTe apdeKkT

Puc. 21.7. HacTpoiika MapLlupyTM3aLumm 3ByKa
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Pe3iome

B sToM gace BbI y3HaJIU 00 03ByuUKe IIPOeKTOB B Unity. MBI Hauaau ¢ OCHOB PabOTHI

CO 3BYKOBBIMHM daiisiaMy ¥ HeOOXOAUMBIMI KOMIIOHEHTaMU. 3aTeM MbI U3yJIHIN KOMIIO-
HeHT Audio Source. Bbl y3Hau, Kak MPOBEPUTD 3BYK Ha MMaHETU Scene U KakK UCIIOJb-
3oBaTh 2D- u 3D-3By4yaHue. B KOHIIe 4aca BbI HAYYWINCh YIIPABIATH 3By4YaHHEM C IIOMO-
IIbI0 CKPUIITOB U ayZIMOMUKILIEPOB.

Bonpocbl U oTBEeThbI

Bonpoc: CKO/bKO B cpegHeM ayAuOKaHaNoB UCMOJIb3yeTCcqd B cucrteme?

OTBeT: MHAMBMAYaNnbHO ANS KaXaoW cUCTEMbI. BObLIMHCTBO COBPEMEHHbIX UTPOBbIX
nnaT$hopM No3BoNSET BOCMPOM3BOANTL OJHOBPEMEHHO JECATKM U AaXKe COTHU
ayaMOKIIMMOB. [NlaBHOE 3HaTb CBOIO LiefieByto NnaTtdopmMy M rpaMoTHO UCMOSb-
30BaTb CUCTEMY NPUOPUTETOB.

Cemunap

Yzaenure HEKOTOPOE BpeMs IPOPabOTKe MIPUBEJEHHBIX HIKE BOIIPOCOB, YTOOH! yOEANUTh-
s, YTO BBI XOPOILIO YCBOWIN MaTepuas.

KOHTpOABbHbIE BONMPOCHI

1. Kakvie KOMITOHEHTHI HY>KHBI /1T pabOTHI 3ByKa?

2. BepHo wiu HeT: 3D-3BYKH BOCIIPOU3BOASATCSA C OAUHAKOBOM I'POMKOCTbIO, HE3aBU-
CHMO OT paccTosgHuA Mexay komnoHneHTamu Audio Source u Audio Listener?

3. Kakoii MeTo/ TO3BOJIsIET BOCIIPOU3BOAUTL ayAVOKJIUII IIOC/IE HeKOTOpOfI 3a11ep>f<1<1/1?

OTBeTbI

1. KommnonenTsl Audio Source u Audio Listener, a TakKe cam ayZUOKJIHII.

2. Het. O5T0 2D-3BYKU BOCIIPOU3BOZJATCSA C OZUHAKOBOM 'POMKOCTBIO HE3aBHCHUMO
OT paccrosHuA Mexay komnoHneHTamu Audio Source u Audio Listener.

3. PlayDelayed ().
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YnpaxxHnenue

B aTOM ynpa)KHEHUH MBI CO3ZaJIM IIPOCTYIO 3BYKOBYIO KapTy. OHa I03BOJIMT BaM BOC-
[IPOU3BOAUTH OUH U3 TPEX 3BYKOB. BB TaK)Ke CMOXKeTe 3allyCKaTh U IIPeKpaliaTh 3BY-
4yaHKe ¥ BKJII0YATh/BHIKJIIOYATh IIOBTOPHOE BOCIIPOU3BEEHUE.

1. CoszaiiTe HOBBIH MPOEKT WU clleHy. JlobaBbTe Ha CIieHY Ky0, pacloIOKUTe €ro
B mmo3uiuu ¢ koopaunatamu (0, 0, —10) u g06aBbTe K HeMy KoMmmoHeHT Audio
Source. O6s3atenbHo cObpockTe draxkok Play On Awake. HatizuTte manky Sounds
B ¢aiiax mpuMepoB 1A yaca 21 1 neperanuTe ee B nanky Assets.

2. Co3spaiite nanky Scripts u ckpunt o HazpanueM AudioScript. [Ipukpenure ero
K KyOy U 3aMeHHUTE COAEPKIMOE CIIEAYIOMUM KOZOM:

using UnityEngine;

public class AudioScript: MonoBehaviour
{

public AudioClip clipl;

public AudioClip clip2;

public AudioClip clip3;

AudioSource audioSource;

void Start ()

{
audioSource = GetComponent<AudioSource>();
audioSource.clip = clipl;

void Update ()
{
if (Input.GetButtonDown (“Jump”))
{
if (audioSource.isPlaying == true)
audioSource.Stop () ;
else

audioSource.Play () ;

if (Input.GetKeyDown (KeyCode.L))
{
audioSource.loop =!audioSource.loop; // ynpaBjeHue

3alUMVKJIIMBAHVEM

if (Input.GetKeyDown (KeyCode.Alphal))
{
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audioSource.Stop () ;
audioSource.clip = clipl;
audioSource.Play () ;
}
else if (Input.GetKeyDown (KeyCode.Alpha?2))
{
audioSource.Stop () ;
audioSource.clip = clip2;
audioSource.Play () ;

else if (Input.GetKeyDown (KeyCode.Alpha3))

audioSource.Stop () ;
audioSource.clip = clip3;
audioSource.Play () ;

3. B peznakrope Unity BeiGepuTe Ky0 Ha cuieHe. [leperamiure ayanodaiiie: looper.ogg,
quick_laser.ogg u xxplosion.ogg u3 nanku Sounds Ha cBorictBa Clip1, Clip2
u Clip3 ckpurnra.

4. 3amycTure cueHy. Ternepb BBl MOXKETe ITepeKJIIoYaTh 3BYKHU € IIOMOIIBIO KIaBUIIL
1, 2 u 3. Bl TakKke MOKETe yIpaBJsaTh 3By9aHUEM, HaskuMasi Kiasuiiy [IpoGeir.
Haxkowne1n, BBl MOXeTe BKJIIOYaTh/BBIK/IIOYATh IOBTOPHOE BOCIIPOU3Be/JeH1E
C IOMOIIbIO KaaBuiu L.
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Pa3paboTrka arnf MOOMABHBIX
YCTPOMUCTB

Y10 Bbl Y3HAETe B 3TOM 4ace

> YTO HYXKHO AN MOBUNIbHOW pa3paboTKu
» Kak ncnonb3oBaTb akcenepomMeTp YCTPOUCTBa

» KaK 1cnosib3oBaTh CEHCOPHbIN AWUCTIEN YCTPONCTBA

Mob6uIbHEIE YCTPOHCTBA, TaKKe KaK cMapTQOHBI U IUIAHIIETHI, — 3TO ITOMYJIIPHBIE
WUTI'DOBHIE ZIeBaliCchl. B 9TOM "ace MbI U3y4UM pa3paboTKy MOOMIBHEIX IIPMJIOXKEHHH ¢ I10-
Mo1pio Unity 211 yCTPOKHCTB 107 yIIpaBlIeHHueM oleparuoHHbIX cucteM Android u iOS.
CHavasia MBI paCCMOTPUM TpeOOBaHUA K pa3paboTKe MOOWIBLHBIX IIPHUIOKEHUH. 3aTeM
MBI HAy4YHUMCSA IPUHUMATh BXOZHBIE JaHHBIE OT aKCeJIepoMeTpPa yCTPOKUCTBA U UCIIOJb-
30BaTh CEHCOPHBIN AUCIUIEN.

MPUMEYHAHUE

TpeboBanusa

B aTOM 4ace Mbl paccMaTtpuMBaeM UCKIIOYUTENBHO pa3paboTKy A1 MOBUIbHbLIX YCTPONCTB.
[ToaTomy, ecnun y Bac HET MOGU/IbHOIO YCTPOMCTBA (Mo ynpaBieHnemM onepaLMOHHON
cucteMbl i0S unm Android), NOHATb NPaKTUYECKME YPaXKHEHUS B MO/HON Mepe y Bac

He nosly4nTcs. Ho 3TO He TaK CTpaLHO: Bbl BCE PaBHO CMOXeTe cfieNiaTb MOOWbHYIO Urpy,
XOTSl U HE CMOXKEeTe MourpaTtb B Hee.

MoaroroBka K Mo6uAbLHOM pa3paboTke

B Unity paspaboTka /iji1 MOOMIBHBIX YCTPOMCTB BHIIOJIHAETCS OY€HDb IIPOCTO. Bam Gyzer
[IPUATHO Y3HATH, YTO OHA IPAKTUYECKU WAEHTUYHA Pa3paboTKe ISl APYTUX [UIaT-
¢dopm. Camas 6osblras pa3HUIA B TOM, YTO Ha MOOWJIBHBIX IUIaTGOpMax, KaK IIpaBU-
JI0, HET KJIaBUATYPhl WX MBIIU. ECIM MIMETDb 3TO B BUAY IPU pa3paboTKe, BBl CMO-
JKeTe pa3BEPHYTh OAHAK/bI CO3/JaHHYI0 UI'PY Ha Jt06oit miatdopme. Takoil ypoBeHb
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Kpocc-I1aT$opMeHHBIX BO3MOKHOCTE! HEBEPOATHO KPYT. [Ipek/ie yeM NpUCTYIHUTh
K paboTe ¢ MOOWIBHBIMU yeTpoiicTBamu B Unity, BaM ToTpebyeTcs BBIIOJIHUTD Koe-
KaKye HaCTPOMKY Ha KOMIIbIOTEpe.

NMPUMEYHAHUE

Pa3sHoo6pa3sue ycTpoicTs

CyLLecTBYET MHOMXECTBO Pa3/iMyHbIX MOOGUbHbLIX YCTPONCTB. Ha MOMEHT ny6imMKauum

3TOW KHUIM KomNaHus Apple BbinycKana ABa Kiacca UrpoBbiXx MOGUbHbIX YCTPOMCTB: iPad

n iPhone/iPod. Mog ynpaBneHnem onepaumoHHon cuctembl Android pa6oTtaeT 6eccyert-

HOE KOJIMYECTBO CMapTPOHOB M NIAHWETOB, U HEKOTOPbIE YCTPOMCTBA — MNOJ yNpaBieHu-
eM Windows. Y KaxKaoro n3 aTux TUNoB YCTPOWCTB C/IerKa oT/I4aeTcs annapaTHas YyacTb

W, COOTBETCTBEHHO, HACTPOWKa. B 3TOM ypoKe Mbl MPOoAEMOHCTPUPYEM MpoLeaypy YCTaHOB-
KW. HEBO3MOXKHO HanncaTb TOYHOE PYKOBOACTBO, KOTOPOE NoAoLwsio 6bl 415 BCEX YCTPOMCTB.
Ha camoM faene ye BbiMyLweHO HECKONIbKO PYKOBOACTB Mo pa3paboTtke B Unity ans
YCTPOMCTB NOA ynpaBneHnem onepaLmoHHon cuctembl iOS n Android (Google), B KOTOpbIX
BCE 3TO ONMcaHo nogpobHee v nyywe. Mbl 6yaem ccbinatbCa Ha HUX MPU HEOOXOANUMOCTH.

HacTtpoiika cpeabl

[Tpexze yeM OTKpBIBATh pegakTop Unity U co3zaBaTh UI'Py, BaM HY)KHO HACTPOUTh
cpeny paspaborku. Crieludrka HaCTPOMKH pasINdaeTcs B 3aBUCUMOCTH OT LIEIEBOTO
YCTPOFHCTBA U KeIaeMOro pe3y/bTaTa, HO ObIIue Mmaru CMOTPUTE HIDKE.

1. YcraHoBuTe HA6OP MHCTPYMEHTAIBHBIX CPEACTB Pa3paboTKU MPOrPaMMHOTO
obecnevenus (SDK) aist 11e1eBOro yCTpoMCTBa.

2. Y6eaurech, YTO KOMIIBIOTED PACIIO3HAET U MOKET PabOTaTh C 3TUM YCTPOICTBOM
(HO 3TO BaXKHO TOJIBKO €CJIU BBl COOMPAETECh TECTUPOBATh UTPY HEMTOCPE/CTBEH-
HO Ha YCTPOKCTBE).

3. PaspabatsiBas mozx Android-ycTpoiicTBa, Hy»KHO Taxke coobimuts Unity, Te pac-
mosioxeH Habop SDK.

Ecny 5Ty 1m1aru KaskyTcs BaM CJIOKHOBAThIMHU, He BOIHyUTech. CyIecTBYeT MHOXKECTBO
pecypcoB, KOTOpBIe TIOMOTYT BaM C pellleHUAMHU JaHHBIX 3aad. Jlydlliee Bcero HayaTh
¢ nokymeHTanuu Unity, KoTopas gocTymHa 1o agpecy docs.unity3d.com/ru/current/
Manual /UnityManual.html.

Kak BbI BUUTE Ha puc. 22.1, B lokymMeHTauu Unity ecTh yKka3aHus 110 pa3paboTke i
YCTPOMCTB HOZ yIpaBlIeHNeM ONepalioHHbIX cucteM i0S u Android. OTH JOKYMEHTEI
OOGHOBJISIIOTCSA TI0 Mepe TOro, KaK B IPOrpaMMy BHOCATCS M3MeHeHus. Eciu BB He TLIa-
HUpYeTe TeCTUPOBaHUeE Ha YCTPOUCTBE, IIEPEXOANUTE K CIIEAYIONIEMY pa3zery. B mpoTus-
HOM CJIydae CHadasa BBIIOJHUTe AeHCTBUA [10 HACTPOHKe cpeZbl pa3paboTKHU, OIMCaH-
Hble B flokymMeHTauuu Unity.
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3 How to contribute to Unity
Platform Specific
Standalone
] Apple Mac
WebGL

ios

Getting Started with i0S

Development.
iOS Player Settings
i0S 2D Texture Overrides
Upgrading to 64 bit iOS
i0S Advanced Topics
Features currently not supported
by Unity i0S
Troubleshooting on i0S devices
Reporting crash bugs on iOS

Android

Getting Started with Android

Scripting API

Q

Language: English ™

Jnity nug orm Specif C Getting Started with iOS Development

Getting Started with iOS Development

Building games for devices like the iPhone and iPad requires a different approach than you would use for
desktop PC games. Unlike the PC market, your target hardware is standardized and not as fast or powerful as a
computer with a dedicated video card. Because of this, you will have to approach the development of your
games for these platforms a little differently. Also, the features available in Unity for iOS differ slightly from
those for desktop PCs.

Setting Up Your Apple Developer Account

Before you can run Unity iOS games on the actual device, you will need to have your Apple Developer account
approved and set up. This includes establishing your team, adding your devices, and finalizing your provisioning
profiles. All this setup is performed through Apple’s developer website. Since this is a complex process, we have
provided a basic outline of the tasks that must be completed before you can run code on your iOS devices.
However, the best thing to do is follow the step-by-step instructions at Apple's iPhone Developer portal.

Note: We recommend that you set up your Apple Developer account before proceeding because you will need it

Development
Android Player Settings
Android 2D Textures Overrides

to use Unity to its full potential with iOS.

The Unity XCode Project

When vout huild the Linitv i0S same an XCade nraiact i

Blackberry 10

This nroiect is reauired to sien_comnile and

Puc. 22.1. [lokymeHTauus no nnatdopmam

Unity Remote

CaMblii TPOCTO# CIIOCO6 MPOBEPUTH UT'PYy Ha YCTPOMCTBE — cO6PATh MPOEKT, CKUHYTh
TTosTy9uBINYecs Gpanibl Ha yCTPOKCTBO, a 3aTeM 3aIyCTUTh UTPY. DTO OBOJBHO TPYZO-
€MKO U ObICTPO HazoezAaeT. Eme oauH criocod — co3zaTh UIPy, a 3aTeM 3aIlyCTUTh ee

B 3MYJ/IATOPE YCTPOHCTBA, paboTaIOIIero 110 yIIpaBieHHueM OllepaIliOHHON CUCTEMBI
10S wiu Android. Ho 3To TOXe TPyZI0EMKHI IIPOIECC, AJIs KOTOPOTO, TIPEXK/E BCETO,
HYKHO HaCTPOUTh OMYJIATODP. DTU CUCTEMbI MOTYT OBITH [OJIE3HBI, ECJIU BBl IPOBOAUTE
00IIMPHOE TeCTUPOBAHUE TPOU3BOAUTENBHOCTH, PEHAEPUHTA U ITpodero. /i mpocTeii-
IIIET0 TECTUPOBAHMUA €CTh CIIOCOO TOJIyYllle: UCIOIb30BaTh Unity Remote.

Unity Remote — 3To IpHIoKeHNe, KOTOPOEe MOXXHO CKa4aTh U3 Mara3uHa IpHIoxKe-
HU Ballero MOGIIBHOTO yCTpoicTBa. [IprIoKeHe [T03BOJISET IIPOBEPATD IIPOEKTHI
Ha BallleM MOOWIBHOM yCTPOWCTBe, paboTas B pezakTope Unity. B Byx cioBax, ato
03HAYaeT, YTO BBl MOYKETE IIPOBEPSTH UIPY HA YCTPOICTBE B PEKUME PEabHOTO Bpe-
MEHU 00HOBPEMEeHHO C Pa3pabOTKOM, a TAKXKe UCIIONb30BATh YCTPOMCTBO IS TIepe/ia-
YU BXOAHBIX JJAHHBIX C YCTPOIUCTBa B Urpy. Bosee mogpobHyto nHpopmanuio o Unity
Remote M0XHO HaiTi 110 ccbutke docs.unity3d.com/Manual /UnityRemote5.html.

Beeaure 3anpoc Unity Remote B CTPOKe MOKCKa Mara3uHa IPWIOKEHUH Ballero yCTpou-
ctBa. Tam BBl CMOKETE CKavaTh U YCTAHOBUTD €0 TaK JKe, KaK JIF0O0€e Pyroe MpuiIoxkKe-
HHe (cM. puc. 22.2).

[Mocse ycraHoBKU mpuiokeHue Unity Remote paboTaeT Kak JUCILIEN ¥ KOHTPOJUIED
JUIA Balllel Urphl. BBl CMOXeTe UCII0Ib30BaTh €ro /A Iepeiayyl JaHHbIX O KaCaHUAX,
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CUTHaJIax aKceJlepoMeTpa U ceHCOpHoro guciuied B Unity. 3To o4eHb KPyTO, IIOTOMY 4TO
II03BOJIAET IIPOBEPATH UI'PHI (XOTsA ObI B 6a30BOM IIOHMMAaHNH) 63 yCTaHOBKY MOOWIIb-
HbIX Hab60poB SDK win crenuaau3upoBaHHbIX CPEJCTB pa3paboTInKa.

Unity Remote 5
Unity Technologies ApS  Tools *hkkk 0740 &
€ Everyone

This app is comp:

Installed

Connect thi with a USB Cable
10 your computer. Préss PLAY In the
Unity Editor to test.

Connect this device with a

Select a device to use in:
Edit > Project Settings > Editor

Puc. 22.2. Unity Remote B mara3unHe Google Play

MPAKTUKYM

HacTpolika ycTpOHCTBa AN TECTUPOBAaHUA

BbINOAHWB ynparKHEHWE, Bbl KOPPEKTHO HACTPOMUTE CBOIO cpely MOOUIbHON pPa3paboTKu.
3aech Bbl 6ygete ucnonb3oatb Unity Remote Ha Ballem ycTponcTBe, YTo6bl B3auMoaen-
cTBOBAaThb O cLeHor B Unity. Ecniv y Bac HET HACTPOEHHOIO YCTPOMCTBA, Bbl HE CMOXKETE
BbIMOMHATb BCE 3TV AENCTBUS, HO CMOXETE MONYYUTb NPEACTABIEHNE O TOM, YTO B MPUH-
Lumne nponcxoaut. Ecnmn 4to-To He paboTaeT, 3HAYMT, Balla cpeaa He HacTpoeHa AOMKHbIM
o6pa3oM. BeinonHuTe cneayowme gencTams.

1. Co3painTe HOBbIM MPOEKT UK CLIEHY M J06aBbTe KHOMKY NOSb30BaTE/IbCKOr0 UHTEP-
deica B LEHTP aKpaHa.

2. Ha naHenu Inspector 3aganTte cBonctBy Pressed Color KHOMKW KpacHbI LIBET.

3. 3anycTtuTe CLUEHY M YGEAUTECH, YTO MPU HaXKaTUKU KHOMKa MEHSIET CBOM LIBET. OCTaHO-
BWTE CLIEHY.

4. TloaKknto4nTe MOGUIbHOE YCTPOMCTBO K KOMMbOTEPY € noMoulblo USB-kabens.
Korga KomnbloTep pacno3HaeT yCTPOMCTBO, 3anyctute npunoxeHve Remote Unity
Ha yCTPOMCTBE.
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5. B pegaktope Unity BbinonHMTe komaHay Edit = Project Settings = Editor n Bbi6e-
puTe TN YCTPOMCTBa B pacKpbiBatowemcs cnucke Unity Remote = Device naHe-
i Inspector. OGpaTuTe BHMMaHKeE, 4TO, €C/iM MOGUIbHAs NaathopMa He 3aaa-
Ha B Unity (Android nnu iOS), aTa onuus B HACTPOMKax peaakTopa oTo6pakaTbes
He 6yger.

6. 3anyctuTe cLeHy cHoBa. CrnycTs CeKyHAY Bbl JOMKHbI YBUAETb MHTEPDENC C KHOMKOM
Ha Ballem MOGUIbHOM YCTpOMCTBE. Tenepb Bbl MOXKETE HaXaTb KHOMKY Ha 3KpaHe
YCTPOMCTBA, YTOObI UBMEHUTH €€ LIBET.

AkcenepomeTpbl

BosbIIMHCTBO COBpeMeHHBIX MOOWIBHBIX YCTPOUCTB UMeeT BCTPOEHHBIE aKceepoMe-
TPHL. AKcellepoMeTp IepeziaeT HHPopManrio (OTAENBHO II0 TPEM OCsAM) 00 OpUeHTaluu
YCTPOMCTBA B IPOCTPAHCTBE, TO €CTh HAKJIOHEHO YCTPOUCTBO WIU JIEXKUT Ha POBHOU
moBepxHocTH. Ha puc. 22.3 moka3aHbI ocu aKceJepoMeTpa MOOWIBHOTO YCTPOCTBA

¥ KaK OHU PaCIIOJIO}KeHbI B TOPTPETHON OpHUEHTAIIUH.

Puc. 22.3. Ocn akcenepomeTpa
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Kaxk BbI BUguTE Ha prc. 22.3, OCH YCTPOUCTBA 10 YMOTYaHHUIO COBIAAAIOT ¢ 3D-ocamu

B Unity, eciiu BBl OyzieTe fepKaTh yCTPOWCTBO BEPTUKAIBHO B IOPTPETHOM OpHEHTAlUN
psIMO Tiepes cobo¥. B apyroii opreHTanuu Bam OyzeT Heo6X0AUMO Ipeobpa3oBaTh
JlaHHbIe aKcesepoMmeTpa. Hampumep, eciu TenedoH, n306paskeHHbIN Ha puc. 22.3, y Bac
B aIbOOMHOM opueHTanuu (To ecTb O0KOM), BB JOJKHBI OyZieTe MCIOIb30BaTh OCh X
akcesnepomeTpa TenedoHa Kak ochk y B Unity.

MpoexTUpOBaHKE UIP AN aKCenepomeTpa

YTOO6BI UCIOIBb30BATh aKCEIePOMETP MOOMIBHOTO YCTPOHCTBA NIPHU pa3paboTKe, HyKHO
Y4IUTBIBAaTh HECKOJIbKO MOMEHTOB. Bo-IIepBhIX, BBl MOXKETe OZHOBPEMEHHO HCIIOIb30-
BaTh TOJIBKO [JBE€ OCU aKcesJepoMeTpa. [IpudrHa aToro 3akjatodaeTcsa B TOM, 9YTO He3aBU-
CHMO OT OpHEeHTAIUU YCTPOMCTBA, OfHa OCh Beerza OyzeT HaXOAUThCA M0/ BO3AEHCTBU-
€M CHJIBI TSKEeCTH. PaccMOTpUM opueHTaluio ycTpoicTBa Ha puc. 22.3. BuzaHo, 4To
€CJIV OCU X U Z YIIPABJIIIOTCS HAKJIIOHOM YCTPOMCTBA, OCh Y OyZeT epezaBaTh OTPHUIIA-
TeJIbHbIe 3HAUEHU, TaK KaK I'PaBUTAlMA TSIHET ee BHU3. Eciii MoBepHYTH TeneoH Tak,
YTOOBI OH JIe)XKaJl Ha TIOBEPXHOCTH JIULEBOM CTOPOHO! BBEPX, BBl MOXKETE UCIIOIb30BaTh
TOJIKO OCH X U y. B 3TOM ciiy4ae och 2 HAXOAUTCA 1107, BO3ZECTBUEM CHJIBI TSXKECTH.

Bo-BTOpBHIX, aKCelepoOMeTp IepesjaeT He OUeHb TOUHEBIE AaHHEIE. MoOWIbHBIE YCTPOii-
CTBa CYMTBHIBAIOT 3HAYEHUA Uepes ollpe/ieIeHHbIN MHTepBasl BpeMeHH, a caMU 3Haue-
HUA Bcerja NpuoImKeHHble. B pesynbprarte rpadyKu JaHHBIX aKceJepoMeTpa MOIyT
OBITH IPEPHIBUCTHIMY 1 HEPAaBHOMEPHEIMU. B 3TOM ciTydae HY»XHO IlepeMelaTh 3aBU-
csIIME OT aKcelepoMeTpa 0ObeKTHI IUIABHO, T60 6paTh cpeiHee 3HaUYEeHUE HAKIOHA
13 MTOCJIeTHUX HECKOJIBKUX ITOKa3aHui. Kpome Toro, akcesnepoMeTpsl IepesiatoT BXO/-
Hble 3HaUeHU oT —1 710 +1 IIpu MOJIHOM BpallleHuH! ycTpoiicTBa Ha 180 rpaaycos.
HuxkTo He UrpaeT B UI'pbl, HAKJIOHAA yCTPOKCTBO MOJHOCTBIO, TaK YTO BXOZHbIE 3HAaUe-
HU, KaK IPaBUIO, MeHbIIle, YeM C KJIaBUaTyphel (HampuMmep, ot —0,5 10 0,5).

Hcnonb3oBaHMe aKkceanepoMeTpa

YUTeHue 3HAaYEHUH C akKcejiepoMeTpa BBINIOJIHAETCA TaK XKe, KaK C 06010 APpyTroro I10JIb-
30BaTeJIbCKOTO BBOJA: C IIOMOILBIO CKPUIITOB. Bee, 4TO BaM Hy»XKHO cZies1aTh, 3TO CUU-
THIBATh 3HAYEHU U3 lTlepeMeHHOM Vector3 ¢ umeHeM acceleration, oTHOCAIIeHCA
K 00beKTy Input. TakuM 06pa3oM BBl MOXKETE MTOIYYUTH ZOCTYII K JAHHBIM IT0 BCEM
TPEM OCAM, BBeA cneay}omnﬁ KOz

Input.acceleration.x;

Input.acceleration.y;
Input.acceleration.z;

I/ICHOJ'IBSYH 3THU 3HAYEHUS, Bl MOXKETE YIIPaBJIATb UT'POBBIMU 00bEKTAMH.
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MPUMEYHAHUE

HecoBnaaeHnue ocem

Mpn ncnonb3oBaHuM MHOPMALIMK C akcenepomeTpa B codeTaHnn ¢ Unity Remote Bbl
MOXeTe 3aMeTUTb, YTO OCK pacnonaratoTcs He Tak, Kak onncaHo paHee. 3To CBA3a-

HO ¢ TeM, 4To Unity Remote opneHTMpyeT urpy B 3aBUCMMOCTH OT COOTHOLLIEHWUSI CTOPOH.
To ecTb Unity Remote aBTomaTnyeckun otobpaxkaeTtcs B anbO60MHON OpUeHTaL MK (4JIUH-
HbIM KpaeM yCTPOMCTBa napanienbHo 3eMsie) u npeobpas3oBbiBaeT ocu. [loaTomy, Koraa
Bbl ncnonbadyete Unity Remote, ocb x pacnonaraetcs BAOMb ATMHHOIO Kpas YCTPOMCTBA,
a 0Cb Y — B[0JIb KOPOTKOr0. ATO MOXET NOKa3aTbCs CTPaHHbIM, HO, CKOpee BCEro, Bbl
Oyfete ncnonb3oBaTb YCTPOMCTBO UMEHHO TaK, U BONPOCOB BYAET MEHbLLE.

NMPAKTUKYM
NMepemewenne Kyba cCMAON MbICAH... HY, AU TenePOoHa

B aTOM ynpaxkHeHuu Bbl ByaeTe NCMOIb30BaTh aKCeNepoMeTP MOOMIbHOIO YCTPOMCTBA,
4TO6bI MepemMeLlatb Ky6 no cueHe. O4EBUAHO, YTO /19 3TOr0 BaM MNOTPebyeTCcs HAaCTPOEH-
HO€e M NOoAKI0HEHHOE MOBWIbHOE YCTPOMCTBO C aKCceNnepoMeTpoM. BeinonHuTe cneaytouine
NENCTBUS.

1. CospanTe HOBbIM NPOEKT UK cLeHy. (Ecnv Bbl co34aanTe HOBbIM NPOEKT, He 3abyab-
T€ U3MEHWTb HACTPOWMKKW peaaKTopa, Kak onMcaHo B Npeablaylem pasaene.)
[o6aBbTe Ha CLEHY Ky6 1 MOMECTUTE ero B No3uLuio ¢ koopanHatamu (0, O, O).

2. Co3nanTte HOBbIM CKPUNT Noa Ha3BaHueM AccelerometerScript 1 npukpenute ero
K KyOy. [TfomecTuTe cnepyowmin ko B metos Update () ckpunra:

float x = Input.acceleration.x * Time.deltaTime;
float z = -Input.acceleration.z * Time.deltaTime;
transform.Translate(x, 0f, z);

3. Y6eautech B TOM, YTO MOBGW/IbHOE YCTPOMCTBO NOAK/IIOYEHO K KOMMbOTEPY. [epHKu-
Te YCTPOMCTBO NapannefbHo 3emie 1 3anyctute npunoxexHue Unity Remote. 3any-
cTuTe cLeHy. O6patute BHMMaHuWe, YTo Ky nepemMelLaeTcs, Koraa Bbl HaKIOHAeTe
TenedoH. TakKe NpoaHanu3npymnTe, Kakne ocu TenedoHa NepemMelLaroT Kyb no ocsam
XWUZ

CeHCOopHbIN BBOA

Mo6wIbHEIE YCTPOHCTBA OOBIYHO YIIPABIAIOTCA EMKOCTHEIMU CEHCOPHBIMY dKpaHaMH,
OHU TI03BOJIAIOT OIIPEJe/INTh, KOT/Zla U I/ie TI0Ib30BaTesb KacaeTcs AUCIuled, U, Kak Ipa-
BWJIO, MOTYT OTCJIEXKMBATh HECKOJIBKO KaCaHUI OZIHOBpEMEHHO. TOUHOE YHC/IO OTCIIEKU-
BaeMBbIX KaCaHUH Pa3JIMyHO B 3aBUCHUMOCTH OT YCTPOMCTBA.

Kacanue sxpaHa — 3TO He TOJIbKO KOODAMHATHI KacaHUA € TOUKU 3peHUsA yCTPOHCTBA.
Ha camoM ziesie, 0 Ka’kJJOM KaCaHUU XpaHUTCS MHOTO uHpopmaiuu. B Unity kaca-
HUe coXpaHdAeTcs B lepeMeHHOM Touch. DTo 03HavaeT, YTO KaKAblH pas, Korza BEl
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KacaeTech 9KpaHa, TeHepupyeTcs epeMeHHass Touch. OHa GyZeT CyIIecTBOBATh /[0 TEX
II0p, II0Ka Balll [Tajiel] KOHTAaKTUPYeT C 9KpaHOM. Eciiu BBl IpoBOAUTE MajblieM II0 9Kpa-
Hy, lepeMeHHaa Touch oTrcaexuBaeT 3T0. [lepemeHHBIe Touch XpaHATCA BMecTe

B KOJUIEKIIUY 110/, Ha3BaHUeM touches, KoTopasd BXOAUT B 00beKT Input. Eciu B gaH-
HBIII MOMEHT HeT KaCcaHWi dKpaHa, KoJUTeKIuA touches mycra. s focTymna K Heil
MOYXHO WCITOJIb30BaTh CJEAYIOMINH KOZ:

Input.touches;

C noMouIpio KOJUIeKINY touches BB MOXKeTe Ilepebuparh epeMeHHble Touch i
06paboTKU JaHHBIX. DTO OYZAET BBIIAZETH IPUMEPHO TaK:

foreach (Touch touch in Input.touches)
{

// Ilencreus

B Tabuuile 22.1 mepeyuc/ieHbl BCe CBOWCTBA MTepEMEHHBIX THIa Touch.

TABA. 22.1. CBoicTBa nepemMeHHon Touch

CBOWCTBO OnucaHue

deltaPosition | M3MeHeHWe NO3MLIMM KacaHUs ¢ MOMeHTa nocneaHero o6HoBne-
HUS. MNonesHo 4ns 06HapYKEHUS IKPAHHOI O XecTa (MpoBeaeHUs
Mo aKpaHy)

deltaTime KonunyectBo BpeMeHM, KOTOPOE NPOLUIO C MOMEHTA MOCAELHENO
M3MEHEHNA KaCcaHNA

fingerId YHUKaNbHbIA UHAEKC KacaHUs. MOXeT NpUHUMaTh 3Ha4YeHus,
Hanpumep, oT O 10 4 Ha yCTPOMCTBAX, KOTOPble NO3BONSAIOT
o6pabaTbiBaTh NATb KacaHWii 0JHOBPEMEHHO

phase TeKyuwan dasza NPUKOCHOBEHUSA: Began, Moved, Stationary,
Ended WK Canceled (HavyaTo, NepemMeLleHo, HENOABUKHO,
3aKOHYEHO, OTMEHEHO)

position KoopauHaTta TOYKM KacaHusi Ha aKpaHe

tapCount Yucno KacaHui Ha aKpaHe

OTH CBOMCTBA MOTYT OBITH UCIIOIB30BAHBI /A YIIPABIEHUA CIOKHBIMU B3aUMOZeH-
CTBUAMH MeX/Y IT0JIb30BaTe/eM U UT'POBBIMY OO BEKTaMHU.
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MPAKTUKYM

B aTOM ynpaxHeHuu Bbl GyAeTe OTCNEXMBATb KacaHUs U BbIBOAUTb MX JaHHbIE Ha 9KPaH.
O4EeBUHO, YTO /19 ATOFO BaM HYXHO HACTPOUTb U MOAKIIOYUTL MOBUIbHOE YCTPONCTBO,
NoAAepXM1BaloLLEe MY/IbTUCEHCOPHbLIN BBOA. BbiNosHUTE cneayolme 4eNCTBUS.

OTCAe)XUBaAHHE KacaHUM

1. Co3paaviTe HOBbIM MPOEKT UK CLIEHY.

2. Cospavite HOBbIM CKpUNT Noj Ha3BaHMeM TouchScript 1 npukpenute ero K 06bEKTY
Main Camera. [loMecTuTe B CKPUNT CNeayIoLMIA KOA:

void OnGUI ()
{

foreach (Touch touch in Input.touches)

{

string message = "";

message += "ID: " +touch.fingerId + "\n";

message += "Phase: " +touch.phase.ToString() + "\n";
message += "TapCount: " +touch.tapCount + "\n";
message += "Pos X: " +touch.position.x + "\n";
message += "Pos Y: " +touch.position.y + "\n";

int num = touch.fingerId;
GUI.Label (new Rect (0 + 130 * num, 0, 120, 100), message);

}

3. Y6eauTechb, YTO MOGMIIbHOE YCTPOMCTBO MOAKIIYEHO K KOMMbIOTEPY. 3anycTute
cueHy. KocHuTech akpaHa n o6patute BHMMaHWe Ha MHdOopMaLMio, KoTopas 6yaeT
BbiBeAeHa B Unity (puc. 22.4). NoaBrHbTE nNaneL, u MOCMOTPUTE, KaK U3MEHATCH AaH-
Hble. Tenepb NPUKOCHUTECH HECKO/IbKMMM NabLiaMu 0AHOBPEMEHHO. MoBoanUTe UMK
Mo 3KpaHy M OTOPBMUTE OT 3KPaHa B Cly4aiHOM nopsaxke. Kak oTcnexmnBaeTcsa Kax-
[IbIl KOHTAKT B OTAE/IbHOCTU? CKOMIbKO KacaHui 06pabaTbiBaeTcsd OAHOBPEMEHHO?

ID:
Phase: Stationary Phase: Stationary Phase: Stationary
TapCount: 1 TapCount: 1 TapCount: 1

Pos X: 248.2351 Pos X: 367.3496 Pos X: 477.4219
Pos Y: 110.3618 Pos Y: 159.1518 Pos Y: 166.4948

Puc. 22.4. BbiBOj CEHCOpa Ha 3KpaHe
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BHUMAHWE!

Pa6otaem no komanae!

B npaktukyme «OTCcnexunBaHue KacaHui» Bbl codganu Metod OnGUI (), KOTOPbIM COOU-
paeT MHdOopPMaLMIO O pas3/IMyHbIX KacaHUAX Ha 3KpaHe. YacTb Koga, rae CTpoka message
COCTaB/ISAETCHA U3 CEHCOPHbIX AAHHbIX, HE TaK Y»K NpocTa. BbinosHeHWe cAnLWKOM 60/1bLLOro
KonimyecTBa 06paboToK B meToae OnGUT () MOXKET 3HAYUTENIbHO CHU3UTb 3PDEKTUBHOCTb
NpoeKTa, TaKoro cnegyet usberatb. ITOT METOA MPUMEHEH 3[4E€Chb UCKTOYUTENBHO ANS
HarnagHocTu. Becerga nomelante o6HoBAseMbln Ko B MeTof Update () . Kpome Toro,
BaM NPUroanTCs HOBbI NOJIb30BATENbCKUIN MHTEPDEIC, MOTOMY YTO OH PaboTaeT HAMHOIO
6bicTpee.

Pe3iome

B aTOM Yace BB y3HasIU 06 Hcnonb3oBaHuu Unity gy pa3paboTKu UTP JJ11 MOGWIBHBIX
ycTpoticTB. CHaYasa MBI HACTPOWIN CpeZly pa3paboTKU AJIs YCTPOMCTB 07 yIIpaBJIeH!-
eM omneparuoHHbIX cucteM Android u i0S. 3aTeM BBl HAy9nInch paboTaTh C aKceaepo-
METPOM yCTPOMCTBA. B KOHIle Yaca MBI T03KCIIEPHMEHTHPOBAU C OTCIEKUBAHIEM CEH-
copHbIX KacaHuit B Unity.

Bonpocbl U oTBEeThbI

Bonpoc: Mory m 1 co3aaTb Urpy OAUH pa3 U pa3BepHYTb €€ Ha BCe OCHOBHbIE naat-
dopmbl, BKIOYass MOOGU/IbHbIE?

OTBeT: KOHeyHo! HO Hy>XHO MOMHUTb, YTO MOBGUIIbHbIE YCTPOMCTBA, KaK NpaBuio,
He MMeloT TaKon 60bLION BbIYUCAUTENBHOM MOLHOCTH, KaK KOMMbIOTEPbI.
Takum o6pas3om, y nonb3oBaTtenen MOOUNbHbLIX YCTPOMCTB MOTYT BO3HUKHYTb
HeKoTopble NPo6aeMbl C MPOU3BOAUTENBHOCTLIO, EC/IU B UTPE MHOTO pecyp-
COEMKOM 06paboTKM nan addeKTOB. Bbl 4OMKHBI Y6eanUTbCH, YTO Balla urpa
paboTaeT 3apPEKTUBHO, ECNU NNaHMPyeTE pa3BEPTKY Ha MOBUbHbIX Naat-
dopmax.

Bonpoc: KaKoBbl pa3nuMuua Mexay yCTporicTBaMu noj ynpaBjieHMeM onepauUuoHHbIX
cuctem iOS n Android?

OtBeT: C TOYKM 3peHus Unity 60MbLION pa3HULbl MeXAy HUMKU HeT. O6e onepauu-
OHHbIE CMCTEMbI paccMaTpuUBaloTCH Kak MobUsbHble YCTponcTBa. Ho nmente
B BUAY, YTO CYLLECTBYIOT HEKOTOPbIE Pa3Inynsa MeXay OTAE/IbHO B3ATbIMU
yCTPOMCTBaMU (HanpumMmep, MOLHOCTb NpoLieccopa, BpeMs aBTOHOMHOM pabo-
Tbl, ONEpaLnoHHas cucTema), KoTopble MOryT MOBAUSATb Ha Urpy.
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Cemuuap

YaenuTe HEKOTOPOE BpeMst IPopabOoTKe IIPUBEAEHHBIX HIKE BOIIPOCOB, YTOObI YOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHaJl.

KOHTpPOABHBbIE BONPOCHI
1. Kakoit WHCTPYMEHT IIO3BOJIAET II€peAaBaTh BXOAHbIE CUTHAJIBI C YCTpOﬁCTBa
B Unity, Korja ciieHa 3anyleHa?

2. CKOJIBKO ocell akcesepoMeTpa MOXKHO peasbHO UCIOIb30BATh OHOBPEMEHHO?

3. CKOJIbKO KacaHUU YCTPOHCTBO MOXKeT 06pabaThiBaTh OZHOBPEMEHHO?

OTBeTbI

1. IMpunoxkenme Unity Remote.

2. ,Z[Be OoCH. TpeTbH OCb BCEraa HaXOAWTCA I10/ Z[eﬁCTBHeM CWJIBI TAXKECTHU, B 3aBHUCH-
MOCTH OT TOI'O, KaKk ychOﬁCTBO OPUEHTHPOBAHO B IPOCTPAHCTBE.

3. DTO IOJHOCTBIO 3aBUCUT OT YCTPOMCTBA. B nocesHuii pas s mpoBepsl ycTpoi-
CTBO 110/ yIIpaBjeHHeM ollepallioHHOU crucTeMHl iOS, KOTOpoe OTCIeXXUBalIo
21 xacaHue. DTOro ZOCTATOYHO /JIA BCEX BallKX IaabLeB PYK U HOT, U HE TOJIBKO!

YnpaxHeHue

B 3TOM yIipakHEHUH MBI IOMIPOOYeM MepeMeIlaTh 0OBEKTHI 10 CI[EHE C TOMOIIbIO CEH-
COPHOTO AMCIUIes] MOOWIBHOTO ycTpoiicTBa. OYeBUAHO, YTO /IS STOTO BaM HY)KHO
HaCTPOUTh U MOAKIIOYUTh MOGMIBHOE YCTPOUCTBO, MOAAEPKUBAIOIIEE MYTBTHCEHCOD-
HBIN BBOJ. Eciu 5TO He c/leflaHo, TO BBl MOXKETe, 110 MeHblllell Mepe, IPOUYUTaTh YIpax-
HeHUe.

1. CoszaiiTe HOBBIH NMPOEKT WiH clieHy. Beibepute komauay Edit = Project
Settings = Editor u 3azaiiTe cBoiicTBy Device moaxozsiiee 3HaueHUE IS
pacnosHaBanuA Unity Remote.

2. Jlob6aBbTe Ha CLieHYy Tpu Ky6a 1 HazoBuTe ux Cubel, Cube2 u Cube3. [TomecTuTe
UX B IO3UIUU ¢ KoopAauHatamu (—3, 1, —5), (0, 1, —5) u (3, 1, —5) cooTBeT-
CTBEHHO.

3. CospgatiTe HOBYyIO IanKy ¢ uMeHeM Scripts. Co3zaliTe HOBBIN cKpUnT InputScript
B IIaTIKe Scripts ¥ IPUKpPENUTE ero K TpeM KybaM.

4. Jlo6aBbTe cieAyonuuii KoJ B MeTog Update () CKpUITa:
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foreach (Touch touch in Input.touches)

{
float xMove touch.deltaPosition.x * 0.05f;

float yMove = touch.deltaPosition.y * 0.05f;

if (touch.fingerId == 0 && gameObject.name == “Cubel”)
transform.Translate (xMove, yMove, OF);

if (touch.fingerId == 1 && gameObject.name == “Cube2”)
transform.Translate (xMove, yMove, OF);

if (touch.fingerId == 2 && gameObject.name == “Cube3”)
transform.Translate (xMove, yMove, OF);

5. 3amycTHTe CIieHy ¥ KOCHUTECh SKpaHa TpeMs Haibliamu. O6paTure BHUMAaHUE,
YTO BCe TPU Kyba [lepeMellaioTcs He3aBUCUMO APYT OT APYTa, a OTPhIB OZHOTO
masblia OT dKpaHa He BIMsET Ha yIpaBjleHue ApyTuMU KybaMu.



23-U YAC
AopaboTtka u pa3BepTkKa

YT1o Bbl y3HaeTe B 3TOM yace

» Kak ynpaBnaTb cLleHaMu B urpe
» KaK coxpaHsTb AaHHble N 0ObEKTbI, HAXOAALMECS Ha APYrOn cUueHe
» PasnuyHble HAaCTPOWKK NpourpbiBaTens

» KaK pa3BepHyTb Urpy Ha nnatdopme

B 3TOM 4ace BBI y3HaeTe Bce 0 0paboTKe U pasBepTKe UIpbl. CHavama — KaK MOXKHO
IepeMeInaThes MeXXAy ClieHaMH. 3aTeM BBl U3YYUTe CIIOCOObI COXpPaHEHUS JaHHBIX U UT-
POBBIX OOBEKTOB MEXK/Y ClleHaMU. [locie 3TOro MBI pacCMOTPHUM IIpourpeiBarensb Unity
U ero HaCTPOWKHU. 3aTeM BBl Y3HaeTe, KaK CO3/laTh U Pa3BEPHYTh UTDY.

YnpaBaeHUe cueHamu

Bce, uto BHI fiesianu B Unity paHee, HaXOJWUIOCh Ha OZIHOM cileHe. Tak TO)Ke MOKHO
co37aBaTh GOJIBINME U CJIOJKHBIE UTPHI, HO, KaK IPAaBUJIO, FOPas/o MpOIlle UCIIONIb30BaTh
HECKOJIbKO ClieH. Viiest ClleHbI B TOM, UTO OHa MPeZACTaBiseT cob0i aBTOHOMHBIN Habop
WUTPOBBIX 00BEKTOB. TakKMM 06pa3oM, IIpU Mepexozie MeX/y ClleHaMU BCe CYIeCTBY-
OLIIME UTPOBBIE OOBEKTHI YHUUTOKAIOTCA U CO3/Jal0TCS HOBBIE. XOTS M 3TOTO MOXKHO
n3bexaTb, KaK OIIMCAHO Jajiee.

MPUMEHAHUE

HauHem no HOBOM — YTO TaKoe cueHa?

Mbl M3y4nnn CyTb CLIEH €Lle B Ha4Yane KHUMM, a cenyac BEPHEMCS K 3TOMY MOHATUIO C HOBbI-
MU 3HAHUSAMM, KOTOPbLIMM Bbl yXKe BlageeTe. B npuHLUMNe, CLeHa — 3T0 HEYTO BPOAE YPOBHS
B Urpe. Ho ¢ nrpamu, KOTopble NOCTENEHHO CTAHOBATCS C/IOXKHEE UMW TAE YPOBHW reHepupy-
I0TCA AMHAMMYECKHM, 3TO He Bcerga BepHo. CueHy MHoraa yaobHo npeactaBnsTb Kak Habop
acceToB. Nrpa ¢ HECKONbKMMU YPOBHSAMM, B KOTOPbIX MCMOJIb3YIOTCH OAHM U Te XKe 00beK-

Tbl, HA CaMOM [iefle MOXET COCTOATb U3 OAHOM CLieHbl. A BOT KOrZla Bam Hy»HO U36aBUTbCA

OT O[IHOM rpymnMnbl 0GLEKTOB M 3arpy3nTb Apyrylo — Toraa noHagobutcs Hoas clieHa. He cTo-
UT pa3aensTb YPOBHU MO pa3/IMyHbIM CLIEHAM NMPOCTO MOTOMY, YTO Bbl MOXETE. 3TO MMeeT
CMbIC/ TOJIbKO B TOM C/ly4ae, eC/iv TOro TpebyeT renmnien n ynpaBneHne acceTamu.
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NMPUMEYAHUE

Cé6opka?

3TOT Yac NOCBSALEH ABYM K/OYEBbLIM NOHATUSIM: COOPKE W pa3BepTbiBaHUI0. HecmoTps

Ha TO YTO OHM YaCTO O3HaYaloT OAHO U TO Xe, pa3HULAa BCe-Takn ecTb. CobpaTh NPOEKT Noj-
padymeBaeT oTaaTb Unity KomaHay NnpeBpaTiTb Ball NPOEKT B HAbop MCnosiHAeMblx daw-
noB. C6opka ana onepaunoHHon cucteMbl Windows co3gaeT dain ¢ paclimpeHnem.exe

C Mankamu AaHHblx, a Ang macOS — dann .dmg co Bcemu AaHHbIMW Urpbl. Pa3BepTbiBa-
HWe 03HayvyaeT OTrnpaBKy UcronHgeMoro danna Ha nnatdopmy Ang 3anycka. Hanpumep, npu
c6opke ana Android cospaetca dann.apk (Mrpa), a 3aTem OH pa3BePTLIBAETCS Ha YyCTPOM-
ctBe Android ana BocnponsBeaeHust. 3TM NapaMeTpbl 3a[at0TCsH B HACTPOMKaxX COOPKHU
Unity, KoTopble Mbl pacCcMOTPMM B 65MKalLIee BpeMs.

Co3paHMe NOCAeAOBaATEeAbHOCTH CLeH

Peann3oBaTh MepeXo/] MEX/Y ClIEHAMM OTHOCUTEBHO JIETKO. HO HY)KHO HEMHOXKO
HacTtpoek. CriepBa Ha/io 06aBUTh CIIEHBI B HACTPOMKAaX COOPKH IPOEKTA CIEAYIOLUM
06pa3om.

1. OTkpoiiTe mapameTps! cOOpKH, BbibpaB komaway MeHio File = Build Settings.

2. TlepeTamuTe BCe CIIEHbI, KOTOPBIE HY)KHBI BAM B OKOHYATETbHOM IIPOEKTE,
B obsacTh Scenes in Build auanorosoro okna Build Settings (puc. 23.1).

MHpekcbl cueH —|
&

|

3 Scene

Build Settings

! I Scenes In Build I

(¥ Scene1
Scene2

Mo

Add Open Scenes

‘F¢ PC, Mac & Linux Standalone <y é, PC, Mac & Linux Standalone

ﬂ Android Target Platform
Architecture
& i0S Copy PDB files ||
Development Build O
@y tvos Autoconnect Profiler (m)
| Assets Script Debugging |
@ Xbox One Scripts Only Build L
Q Q e
ot i [ compression tethod
== Universal Windows Platform
ey

Learn about Unity Cloud Build
Build J[__Build And Run_|

[ Switch Platform ][ Player Settinqs“.]

Puc. 23.1. [lo6aBneHue CLLEH B HAaCTPOMKax CO0PKH
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3. O6patuTe BHUMaHKe Ha HOMeP, KOTOPHIH TMOSBIAETCS PAAOM C KOXKZAOH CIleHO#
B obsacTtu Scenes in Build guanoroBoro okHa Build Settings. OTu uncia Bam
MOHAZ00ATCA IO3Ke.

MPAKTUKYM

B aTOM ynpaKHeHMn Mbl JO6aBWM CLIEHbI B HACTpoMKax c60pKM npoekTa. 0653aTenbHO
COXPaHUTe 3TOT MPOEKT, TaK KaK OH I'IOHa,El,06VITCFI HaM B cneaywulem pasaene. BbinonHute
yKa3aHHble HUXe AeNCTBUS.

Aob6aBnreHMe CLieH B HACTPoMKax cOopku

1. CospanTe HOBbIM MPOEKT M fo6aBbTE B HErO HOBYIO MarnkKy ¢ MMeHeM Scenes.

2. BbibepuTte KomaHay MeHio File = New Scene, 4To6bl co3aaTb HOBYIO CLIEHY, @ 3aTEM
KomaHgay File = Save Scene As, 4To6bl COXpaHUTb ee. CoOXxpaHWTE CLEHY B Nanke
Scenes nog umeHem Scenel. [ToBTOpUTE 3TOT War, YTO6bl COXPaHWUTb €LLE OAHY CLie-
Hy nos MMeHem Scene2.

3. OTKkponTe napameTpbl c60pKU (BbiGpaB KoMaHay File = Build Settings). MNepeTa-
wute cueHy Scenel B o6nactb Scenes in Build gnanorosoro okHa Build Settings,
a 3aTeMm cLeHy Scene2 — Tyaa xe. Yoeautech, 4To cLeHa Scenel nmeet nHaekc O,
a Scene2 — uHaeKc 1. Ecnn 370 He TaK, U3MEHUTE UX NOPSAAOK, NepeTaLLmB CLEHbI.

MepexkAloueHne MeXAy cCueHaMM

Ternepb, Korza MOPAAOK ClieH YCTaHOBJIEH, IIePeKIIoYaThCsl MeXAy HUMU OyZeT JIerkKo.
YTOOBI U3MEHUTH CIIeHY, BBl MOXKETe HCII0Ib30BaTh MeToZ LoadScene (), KOTOPBIN
ABJIAIETCA 9aCThIoO KiIacca SceneManager. YTo6bI coobiuTh Unity, YTO BaM Hy»XKeH
9TOT KJIACC, 06aBbTE CIEAYIONIYI0 CTPOKY B BEPXHEI YaCTH CKPUIITA:

using UnityEngine.SceneManagement;

Metog LoadScene () MPpUHUMAET OJMH ITapaMeTp, KOTOPBIH SBJISAETCS JIUOO0 LIETHIM
YUCIOM (MHZEKC CIIEHBI), THMOO CTPOKOM (MMs CIieHbI). [I0aTOMY /715 3aTPy3KU CIIEHBI
¢ uHAEKCOM 1 1 MMeHeM Scene2 MOXKHO HCIIOIb30BaTh 000U U3 ZBYX CIIOCOOOB:

SceneManager .LoadScene (1) ; // 3arpys3ka IO MHIEKCY
SceneManager.LoadScene ("Scene2") ; // 3Barpyska O MMEHM CLEHH

ODTOT MeToZ, YHUUTOXKAET BCe CYIIECTBYIOIIYE UTPOBble 0OBEKTHl U 3arpyKaeT yKa3aH-
HyIO clleHy. O6paThTe BHUMaHUe, 9TO 3Ta KOMaH/a ABIAETCS HeMeJIeHHOU 1 HeoOpa-
THMO, TI03TOMY BaM HY>KHO OBITh TOYHO YBEPEHHBIMU, YTO BBl XOTHUTE CAEIaTh UMEHHO
ato. (IIpedabd LevelManager u3 yrpakHeHUs B KOHIIe 4aca 14 HUCIIOIb3yeT 3TOT METOZ.)
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COBET

ACHHXPOHHasA 3arpy3Ka CUeHbl

PaHee B 3TOM KHUre BCA CLEHa 3arpyxanacb cpady. To ecTb, KOrja Bbl C MOMOLLbIO Knac-
ca SceneManager CMeHseTe CLEHY, TEKYLLAA CLeHa BbIrpy>KaeTcs, a 3aTeM 3arpyxaetcs
cnegytouas. 3To Xopowo AN He6GONbLIMX CUEH, HO, €CMIM Bbl NOMbITAETECH 3arpy3nTb O4EHb
60MblUYI0, MEXJY YPOBHAMMU NOSABUTCH Nay3a, BO BPEMS KOTOPOW 0TOGPa3UTCA YePHbIN
3KpaH. B Takunx cnydasnx Bbl MOXKETE BOCMONb30BaTbCA aCHMHXPOHHOM 3arpy3Kon CLEHbI,
Korfa HoBas CLieHa 3arpy>kaeTcs «3a KagpoM», NoKa OCHOBHas Urpa npogosxaetcs. Korga
HOBas cueHa 6yfeT 3arpyXeHa, CLieHa NepekItoYnTes. ATOT METOA He AaeT MIHOBEHHbIX
pe3ynbTaToB, HO NOMOraeT n3bexaTb 3afePKeK B urpe. B uenom, acMHXpoHHas 3arpyska
CLIEeHbl — C/IOXHas WTyKa, 1 B 3TOM KHWUFe Mbl €e He pacCcMaTp1MBaeM.

CoxpaHeHHe AaHHbIX U 06beKToB

Termepb, KOTZIa BB HAYYWINCDH TIEPEKIIOYATHCA MEK/Y ClIeHaMU, BBl HABEPHAKA 3aMe-
TWJIH, YTO JaHHbIE ITOC/Ie TEPEKTIOYEHUS He COXPaHAIOTCsA. Jlesio B TOM, YTO BCe Ballu
CIIeHBI OBLTH MTOTHOCTBIO HE3aBUCUMBIMU U He UMeJTH GYHKIIUU COXpaHeHUs JaHHBIX.
OzHako B 60jiee CIOXKHBIX UTPaxX cOXpaHeHue JaHHBIX (1acTo Ha3biBaeMoe cepuaniud-
yueil) CTAHOBUTCS PeaTbHOU HEOOXOANMOCTBIO. B 3TOM pasziesie Bbl y3HaeTe, KaK coxpa-
HATb 00BEKTH MEXK/Y CIIEHAMU U KaK COXPAaHUTh JaHHbIE B Qatii, YTOObI MOXKHO OBLIO
06paTUTBHCA K HUM TIO3XKe.

CoxpaHeHue o6beKToB

[TpocTeiunii cmocob coxpaHEeHUs JaHHBIX — 3TO He YHUYTOXXATb OOBEKTHI C JaHHbI-
Mu. Hanpumep, ecit y Bac eCTb 06BEKT, Y KOTOPOTO €CTh CKPHIIT, COAepKaIlIuii UHGOP-
Maruio o6 ypoBHE 3/J0pOBbs, HHBEHTape, cUeTe U TaK Jajee, CaMblil IPOCTOH CIIoco6
COXPaHUTh ero — IIONIPOCTY He YHUYTOXKaTh. CyIlecTBYeT HeCJIOXKHEIH CIocob caenaTh
9TO, KOTOPBIH CBA3aH € UCIIOAb30BaHUEeM MeTofa DontDestroyOnLoad () . MeToz,
DontDestroyOnLoad () NpUHUMAET OJUH ITapaMeTpP: UTPOBOU 0OBEKT, KOTOPHIH
HY)KHO COXpaHUTb. HanprMep, ecii Balll UrPOBOM OOBEKT XPAHUTCSA B IIepeMeHHON

c MMeHeM Brick, BBl MOXeTe HalucaTh CaeAyollee:

DontDestroyOnLoad (Brick);

[TocKOMbKY MeTOZ IIPUHUMAET UTPOBO 06BEKT, 0OBEKTHI MOTYT BBI3bIBATH €10 CAMHU
Ha ce0s1, NCII0Ib3ys KII0YeBoe CI0BO this. UToOBl 06BEKT MOT COXPAHUTh Cebs, IToMe-
CTHTe CIeAYIOUINH KOJ B METOZ Start () CKPHUITA 3TOTO OOBEKTa:

DontDestroyOnLoad (this);

Teneps IIpU NepeKIIIOUEeHNY CIIeHBl COXpaHeHHble 0OBeKTH HUKYZA He JAeHYTCA.



CoxpaHeHWe JaHHbIX M 06BEKTOB 435

NMPAKTUKYM
CoxpaHeHHe 06beKTOB

B 3TOM ynpajkHeHUn Mbl MepeMecTum Ky6 ¢ OAHOM CLEHbI Ha Apyryto. [s 3Toro Bam noHa-
[I06MTCA MPOEKT, CO3aHHbIN B Npeblayliem NpakTMKyme. Eciu Bbi elle He BbINOoNHUAN ero,
cAenaiTe aTo cenyac. He 3abyabTe COXpaHWUTL MPOEKT, OH MPUrOAUTCS HAM B CleayIoLLEeM
paszgene. BbiMonHUTE YKasaHHbIe Hxe AeNCTBMUS.

1. 3arpysuTe NpoeKT, CO34aHHbIM B NpeaplayLieM NpakTukyme. 3arpysute cLeHy Scene2
1 no6aBbTe Tyaa cohepy. NomecTnte ee B No3uLmio ¢ koopanHatamu (0, 2, 0).

2. 3arpysute cueHy Scenel, fo6aBbTe Ky6 CLEHbI U MOMECTUTE ero B No3uLunio ¢ Koop-
nnHatamu (O, O, 0).

3. CoazpavTe nanky Scripts v B He — HOBbIV CKpPUNT noj Ha3BaHMem DontDestroy.
MpuKpenuTe ero K Kyoy.

4. N3meHnute Koa B ckpunte DontDestroy Tak, 4To6bl OH cofepkan creaytolee:

using UnityEngine;
using UnityEngine.SceneManagement;

public class DontDestroy: MonoBehaviour

{
void Start ()

{
DontDestroyOnLoad (this) ;

}

// TIPOCTEHBLKMUII TPOK IJig OOHAPYXEHMS MEJIYKOB MBIIBLID 10 OOBEKTY
void OnMouseDown ()

{

SceneManager.LoadScene (1) ;

3T0T KoA coobaeT Kyby, YTO OH JO/IKEH COXPaHATbCS MexXay cueHamu. Kpome Toro,
Mbl UCMOb30BasIY HEBOSbLLOW TPIOK AN 06HaPYXEHUSA KIIMKOB MO Ky6Y CO CTOPOHbI
urpoka (OnMouseDown (), 3anuwunTe cebe Ha3BaHue). Koraa nonb3oBartens Wen-
KaeT MblIlWbO Mo Ky6y, 3arpyaetcs clueHa Scene2.

5. 3anyctute cLeHy n o6paTtuTe BHUMaHUE, YTO MOC/E LWenYyKa MbIlWbIo Mo Ky6y
Ha naHenn Game cueHa MeHsieTcs, U psaoM ¢ Ky6om nosiasetcs chepa (puc. 23.2).
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CneuuanbHasa obnactb
[NA COXPaHEHHbIX 06 EKTOB

Puc. 23.2. CoxpaHeHHbIN Ky6 Ha cLeHe Scene2

BHMMAHMWE!

TemHble cLEeHbl

Bbl HaBepHSAKa 3aMeTUIK, YTO NPU NEPEKIIOYEHUN HOBAdA CLEHa MOXET OKa3aTbCd TEMHee,
[la)ke ec/iv OHa ocBelleHa. IT0 NPOUCXOAUT M3-3a OTCYTCTBUS NOJHbIX JaHHbIX 06 ocBeLle-
HUU ANA AMHaMUY€eCKU 3arpy>XaembliX CLIEH.

K cyacTblo, pelueHne HeCNoXHoe: 3arpy3uTe cueHy B Unity 1 BbiGepuTe KomaHay

Window = Lighting = Settings. C6pocbTte dnakok Auto Generate, a 3atem HaxmuTe
KHoOMKy Generate Lightning. Tak mMbl MHCTPYKTMPYeM Unity npekpaTnTb UCNONb30BaHMe
BPEMEHHbIX Pac4eToB OCBELLEHWS U BbIMOMHATb BbIYUCIEHUS Ha acceTe. PAaoMm co cLeHom
NOSIBUTCS Marnka ¢ TaKUM XKe UMEHEM, KaK Wy CLieHbl. [locne 3Toro ¢ oCBeLLeHUEM CLEHDI
rnocne 3arpysku GyaeT Bce B NOpsiaKe.

CoxpaHeHue AaHHbIX

VHOTZIa BaM HY)KHO COXPaHUTh ZaHHbIE B Gaiil, YTOOI MOTYIUTD JOCTYI K HUM T103-
JKe: HaIIpUMep, CYeT UTPOKa, HACTPOIMKYU WIN MHBEHTaph. /I 3TOTO CyIecTByeT 60b-
II0€ KOJIMYECTBO CJIOKHBIX I MHOTOQYHKIIMOHATBHEIX CIIOCO60B, HO €CTh U IIPOCTOE
peliieHue o/ Ha3BaHueM PlayerPrefs. DTo 00bEKT, KOTOPBIA COXpaHSET JaHHbIe B daiin
Ha BallleM KOMIIbioTepe. PagymeeTcsi, BbI MOXKETE MCIOIB30BATh €r0 U YTOObI U3BJIE€YD
JlaHHBIE 0OpaTHO.

CoxpanuTh aHHble B PlayerPrefs Tak ke IpocTo, Kak MPUCBOUTb UM UMsI. MeToabt
COXpaHeHUs 3aBUCAT OT THIIA ZaHHBIX. Hampumep, 4TOObI COXPAHUTB 1110 YUCJIO,
BBI3BIBAETCA MeTOA SetInt (), a YToOHI M3BJIEYD €r0, BBI3bIBAETCA MeTOA GetInt ().
Takum 06pa3om, KoJ, TO3BOJIAIONINM coXpaHuTh uncio 10 B PlayerPrefs v momyunTs
3HavYeHHe 06paTHO, OyZEeT BBIVIALETH CIEAYIOIINM 06pa3oM:
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PlayerPrefs.SetInt ("score", 10);
PlayerPrefs.GetInt ("score");

Kpome Toro, cyIecTBYIOT ClIOCOObl COXpaHATh CTPOKU (SetString ()) u yucia ¢ mwia-
Baroleli 3anaroi (SetFloat () ). C moOMOILIbI0 3TUX METO/ZOB BB MOKeTe JIeTKO CoXpa-
HATbH B daiiy Jro0ble JaHHBIE.

NMPAKTUKYM
Ucnonb3oBanue panna PlayerPrefs

B aTOM ynpaxkHeH1n Mbl nonpobyeM coxpaHuTb AaHHble B dann PlayerPrefs. [Ing a1o-

ro BaM NMOHAA06MTCA NPOEKT, CO3AAHHbIV B NpeablayLlieM npakTukyme. Ecnuv Bbl ele

He BbINOMHWAK €ro, caenanTe a10. 34ecb Mbl 6yaem UCMnonb30BaTh yCTapeBLUni rpadu-
yecKun nHTepdenc. Ham ceryac BaxHo nopabotath ¢ PlayerPrefs, a He ¢ nHtepdercom.
BbinonHute cnegyoume gencTams.

1. OTKpOWTE NPOEKT, CO3/[laHHbI1 B NpeablaylleM NpakTuKyme, U y6eauTech, YTo 3arpy-
»XeHa cueHa Scenel. Co3ganTte B nanke Scripts HOBbIM CKPUMT NoJ4 Ha3BaHUEM
SaveData 1 go6aBbTe B HEro cneayowmnn Koa:

public string playerName = "";

void OnGUI ()

{
playerName = GUI.TextField(new Rect (5, 120, 100, 30),

playerName) ;

if (GUI.Button (new Rect (5, 180, 50, 50), "Save"))
{

PlayerPrefs.SetString ("name", playerName) ;

2. lpuKpenute cKpMNT K 06beKTY Main Camera. CoxpaHuTte cueHy Scenel v 3arpy3u-
Te cLieHy Scene2.

3. Cospavite HOBbIM CKpUNT Noj Ha3BaHWeM LoadData v npuKkpenuTe ero K 06beKTy
Main Camera. [1J06aBbTe B CKPUNT CAEYIOLLMIA KOJ:
string playerName = "";
void Start ()
{

playerName = PlayerPrefs.GetString ("name") ;

}

void OnGUI ()

{
GUI.Label (new Rect (5, 220, 50, 30), playerName);

4. CoxpaHuTe cueHy Scene2 un nepesarpyauTe cueHy Scenel. 3anyctute ee. BBeau-
Te Balle UMS B TEKCTOBOM MOJE U HAXXMUTE KHOMKY Save. Tenepsb LeIKHUTE MblLbio
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no Ky6y, 4To6bl 3arpy3unTb cLieHy Scene2. ([epeKtoYyeHne CLUEH 3a cHeT Kyba Oblno
peann3oBaHO B Npeablayliem npaktukyme.) O6patute BHUMaHWe, YTO BBEAEH-

HOe UMS NoSIBASETCA Ha dKpaHe. TakMM 06pa3oM, Mbl COXPaHUIIM AaHHbIE B Gawn
PlayerPrefs, a 3aTem BbIrpy3unau ux B Apyrom CLeHe.

BHUMAHWE!

Bbe3onacHOCTb AaHHbIX

Ncnonb3oBaHue danna PlayerPrefs ana coxpaHeHus gaHHbIX — 3TO O4€Hb MPOCTON,

HO He cambli 6e30nacHbIM BapuaHT. [laHHble XpaHATcs B He3alwndbpoBaHHOM danne

Ha YXECTKOM AWCKe. B pe3ynbTaTte UrPOKK MOTYT IEFKO OTKPbITb Gaisl U UISBMEHUTb [1aH-

Hble B HEM. 3TO NO3BONSET HEYECTHO MOJTYYUTb MJIOLLKN UK AaxKe cnomaTb urpy. Mmente
B BMAy, 4to metoa PlayerPrefs, Kak cnefyet U3 Ha3BaHus, NpegHa3HavyeH A/19 COXPaHEHUs
HaCTPOEK UrpoKa. TaKk Nony4Ynsioch, YTO OH NOJSIE3EH M AN1A APYrMX 3afjad. HagexHon 3am-
Tbl JaHHbIX JOBUTLCS TPYAHO, U B KHUIe Mbl He 6yaeM rosoputb 06 atoM. Pain PlayerPrefs
BMOJIHE MOAONAET BaM Ha paHHeM aTane pa3paboTKu Urp, HO B ByaylleM Bam NoHago6aT1cs
6onee CNnoXHble U 6e30MacHbIe CPeACTBa COXPAaHEHUS JaHHbIX UTPOKa.

HacTtpouku npourpbisartenn Unity

B Unity ecTh HECKOJIBKO ITapaMeTPOB, KOTOPHIE BAMSIOT Ha TO, KaK Urpa 6yzeT paboTaTh
nocie c6opku. OHU Ha3BIBAIOTCA HACTPOWKAMU IIPOUTPHIBATENA U YIPABIAIT TAKUMHU
BelljaMH, KaK 3Ha4OK UTPHI K COOTHOIIEHHS CTOPOH 3KpaHa. Boob1ile Takux mapame-
TPOB MHOT'O, ¥ OOBIYHO OHU UHTYUTHUBHO MOHATHHIL. Eciu BB BeIOepete komanay Edit =
Project Settings — Player, Ha naHenu Inspector nosiBuTcs obnacts Player Settings.
V3y4nTe 3TV HACTPOMKH U MPOYUTANTE O HUX B CIEAYIONUIVX Pa3Jesiax, YTOOkl y3HATh,
JUISL Y€TO OHU HYKHBI.

Kpocc-nhatdpopmeHHble HAaCTPOUKHU

[lepBble HACTPOUMKHU IIPOUTPHIBATEJISI, KOTOPBIE BbI YBUAUTE, — KpOcCC-TIaTGopMeHHbIE
(puc. 23.3), TO eCTh OHU IPUMEHSIOTCSA K COOPaHHOM UTpe HE3aBUCUMO OT IiaThop-
Mmbl (Windows, iOS, Android, macOS u Tak ganee). BOIbIIMHCTBO TapaMeTPOB B 3TOM
paszesie UHTYUTHUBHO TTOHATHEL. Product Name — 3To HazBaHue urpsel. Default Icon —
3HAYOK UTpbl — rpaduueckuii ¢paiia ¢ paBHBIMU CTOPOHAMHU U KPATHBIM Pa3MepoM,
HanpuMep 8 X 8, 16 X 16, 32 X 32, 64 X 64 u Tak gajnee. Eciu Gaiin He COOTBETCTBY-
eT aToMy $popmary, MaciTabupoBaHNE UCKA3UT N300paskeHre 3HaUKa. MOXKHO TaKkkKe
3a/laTh MTOJIb30BaTENbCKUI YKa3aTenb Moy (Default Icon) u ompesenuTs, Ie Haxo-
JAWTCA o3unuA mendka Mpimu (Cursor Hotspot).
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Puc. 23.3. Kpocc-nnatpopMeHHbIE HACTPONKK

HacTtpoiku npourpbiBatens Unity

Cneunduueckue anA NnAaTGPopMbl HACTPONKH

OTH HACTPOUKU crieliuPUYHBI /I KaXKA0H OTAeNbHOH 1aTdopMel. HekoTopsble mapa-
MeTPBHI B IAHHOM pasziesie IIOBTOPAIOTCSA, HO BaM IIPUJeTCs HACTPOUTh KaKIbIM U3 HUX
JUTSA KayKJ0M BRIOpAaHHOM T1aTGOPMBI, IPEXKe YeM coOpaTh UTPy. Bel MoKeTe BHIOpATh
oIpezie/IeHHYI0 IU1aTdopMy, [IeTKHYB MBIIIBIO 10 ee 3HAYKy Ha naHenu (puc. 23.4).
O6parnTe BHUMAaHUE, YTO BBl BUJUTE 3HAYKU TOJIBKO TeX IUIaT$OPM, KOTOPbIe BEIOPAIH
B IIpollecce yCTaHOBKU cpezbl Unity. Kak BUzHO Ha puc. 23.4, Ha KOMIIBIOTEPE YCTaHOB-
JieHbI TonbKo aTdopmel Standalone (PC, Mac u Linux) u Android.

© Inspector

@ PlayerSettings s
Company Name |DefaultCompany ]
Product Name [Hour 23 DIY ]
Default Icon
Default Cursor

|Select]
Cursor Hotspot X0 Y0

3 | #

Settings for PC, Mac & Linux Standalone

Icon

Resolution and Pr

Splash Image

XR Settings

I
1
\
1 Other Settings
[

(S| S || Sy S )

Puc. 23.4. Bbi6op nnatdopmbl

439



440 23-W YAC. Jopa6oTKa 1 pa3BepTKa

MHorue napaMeTpsl TPeOYIOT ITyOOKOT0 3HAHUSA crielnUKY IaTGOPMBI, C KOTOPOit
BBl paboTraeTe. He CTOUT M3MEHATD 5TU HACTPOMKY, TIOKA BEL KaK clefyeT He pa3bepe-
Tech, Kak QYHKIIMOHHPYeT KOHKpeTHas IwaTdopMa. [[pyrue HaCTPOHKHU JOCTATOUHO
MIPOCTHI ¥ UI3SMEHSIOTCS TOJIBKO B OTIpeZieJIeHHBIX cyvasx. Hanpumep, Resolution (Pas-
pemenue) u Presentation (IIpeacTaBieHre) KacaroTcsa pa3MepoB OKHA UTPHI. J[71s1 KOM-
IIBIOTEPOB MOKET UCIIOIb30BaThCA OKOHHBIN WIN MTOJTHOIKPAHHBIN PEXUM, a TAKXKe
6OJIBIIION HAGOP Pa3IUYHBIX MTOAIEPKUBAEMBIX COOTHOIIIEHUH CTOPOH. BKItovass win
OTKJIIOYAs 3TU COOTHOIIEHHUs, BBl TEM CAaMbIM paspellaeTe WIH 3alpelaeTe BApDUAHTHI
SKpaHHOI'0 pa3pelleHns, KOTOPble UI'POK MOXKET BHIOPATh BO BpeMs UI'DHL.

HacTpoliku 3HauKa Io0MpaloTess aBTOMATUIeCKH, eCIN BB 33JJa/IU €T0 N300paKeHre

B cBoiicTBe Default Icon B paszesne kpocc-1aTGOpPMeEHHBIX HACTPOEK. BbI yBUAUTE, YTO
CTeHepUPYIOTCA Pa3INYHbIE Pa3MepHI 3TOT0 3HaUKa. BOT moueMy Ba)XKHO, YTOOBI OH UMeT
KOPpEKTHBIE pa3Mephl. BBl Takke MOXKeTe 33/1aTh 3aCTaBKY /I UI'PH B paszeie Splash
Image. 3acTaBKa — 3TO M300pakeHHe, KOTOPOe TOSABJIAETCSA [IPY IEPBOM 3aIlyCKe UIPhIL.

NMPUMEYAHUE

Tak MHOro HacTpoek...

Bbl, HaBEPHOE, 3aMETU/IM, YTO MHOTME HAcTPOMKK obnacTu Player Settings Ha naHenu
Inspector B JaHHOM pasjene He paccMaTpuBaloTcs. Bo/bLIMHCTBO NapamMeTpoB yie ycTa-
HOBJIEHO M0 YMO/YAHUIO, TaK YTO Bbl MOMXETE COOPaTh Urpy ¢ AebONTHLIMWU HACTPOMKaMMU.
[pyrve napameTpbl UCNOb3YIOTCA A5 JEKOPUPOBAHUA MK Ao6aBaeHnUs GyHKLUKUIA. He cTo-
UT TPOraTh HACTPOMKM, EC/IM Bbl HE MOHUMAETE, YTO OHU [ENAI0T, TaK KaK U3MEHEHUS MOryT
NPUBECTU K Npo6iemaM npu 3anycke Urpbl. Mpotie rosops, fyylle HacTpausaTb TOJbKO
camMble Heo6XoaMMble NapaMeTpbl, MOKa Bbl HE PAa306PaNNCh CO BCEMU OCTasIbHbIMU.

C6opka urpni

[IpescTaBbTe, YTO BBI CO3/IAJIH CBOIO IIEPBYIO UI'PY. BBl BEIIOJHWIN BCIO paboTy U cZe-
JIaIy B peJaKTope BCe, YTO COOMPaINCh. BEI jaske CKOHQUIYPUPOBAIN IPOUTPHIBATEND
Y HAaCTPOWJIU BCe TaK, Kak Bbl XoTUTe. Hy uTO X... Hactano Bpems cobpaTsb urpy. Ilopa
BaM y3HATh O /IByX OKHaX HACTPOEK, UCIOIb3yEMBIX B 3TOM Iporiecce. [lepBoe 13 HUX —
Build Settings. B HeM BbI 33/1aeTe KOHEUHbIE Pe3y/IbTATHI IIpoliecca c6opKu. BTopoe
OKHO — Game Settings, I7ie IepedrcIeHEl TapaMeTpPhl, KOTOPble CMOXKET IIPOCMaTPU-
BaTb U U3MEHATH UT'POK.

HacTtpounku c6opku

Jlnanorosoe okHo Build Settings cogepkuT mapameTpbl COOPKHU UTPhL. FIMEHHO 3/1eCh
MOJKHO 3a/IaTh IIaTGpOPMY, JJIsi KOTOPO# urpa 6yzieT cobpaHa, a TaKXKe MepEYUCITUTh
CLIEHBI UTPHI. BB y2Ke BUJEJIH 3TO JUATOTOBOE OKHO, HO TEMEPb OCTAHOBUMCS HA HEM
moZipo6Hee.
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YToOBI OTKPHITH €ro, BeibepuTe koMmaHay File = Build Settings. Terepb Bbl MOXeTe
M3MEHUTDb ¥ HACTPOUTD UI'PY TaK, KakK XxoTuTe. Ha puc. 23.5 0Ka3aHO [UATOTOBOE OKHO
Build Settings u pa3MYHbIE €T0 DJIEMEHTEL.

B aToM okHe B pa3zese Platform Brl MoxkeTe 3aaTh mwiatdhopmy A c60pKu. Eciu Bb
BEIOMpaeTe HOBYIO IaTdhopMy, BaM Hy»KHO HaykaTh KHONKY Switch Platform, 4To6b1
[IEPEKTIOUNTHCS Ha Hee.

[Tpu HaxxkaTuu KHOKU Player Settings Ha maHenu Inspector nosiBuTcs obacts Player
Settings.

Pazgen Scenes in Build BEI y)ke Buziesiu paHee, B HEM BBI 33/Ia€Te, KAKUE CLIEHbI ¥ B KAKOM
mopsifiKe OyAyT MPUCYTCTBOBATh B UTPE. BaM Takyke ZOCTYIHBI Pa3IUYHbIE TapaMeTPhI
cOOPKU /1151 KOHKPETHOH T1aTopMBbI, KOTOPYIO BBl BEIOpasy. HacTpoitku AJis yCTPOCTB
T107] yIIpaBJieHueM OIlepaIjioHHON crcTeMbl macOS u Linux B IPHUHIHIIE UHTYUTHB-

HO TTOHATHBL. EIMHCTBEHHOE, CTOMT OTMETUTH CBoicTBO Development Build, kotopoe
II03BOJISIET 3aIyCTUTh UTPY C OTIaAIUKOM ¥ IIPOGaiiepoM ITPOU3BOAUTETBHOCTH.

Cnuncok nnatpopm

ona cbopkm
Build Settings n
Scenes In Build
:@Scenes/Scenel ol
[V Scenes/Scene2 1
Platform
wi* PC, Mac & Linux Standalone < H é_, PC, Mac & Linux Standalone
B ancroid Target platform
Architecture x86_64 4
E i0S Copy PDB files O
Development Build O
‘tV tvoS Autoconnect Profiler U
Script Debugging ™
@ Xbox One Scripts Only Build ™
PS Vita
=ra PS4 Compression Method Default 4
-= Universal Windows Platform
L p Learn about Unity Cloud Build
I[ Switch Platform || Player Settings... | ( Build J[__Build And Run_|

Puc. 23.5. inanorosoe okHo Build Settings
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Korza BB 6yz1eTe TOTOBBI, HAXKMUTE KHOTIKY Build, YTo6BI TONTBKO COGpATh UTPY, WK
kHonky Build and Run, 4To651 cobpaTh U cpasy 3amycTuTh urpy. ®opmat daiina, KoTo-
phlii co3gact Unity, 3aBUCUT OT BRIOPAaHHOM TIATGOPMBI.

HacTponku urpbl

Korza cobpaHHas urpa 3amycKaeTcs U3 UcIonHsgeMoro ¢aiia (He u3s Unity), mepes
HUT'POKOM TOABJAETCSA AUAIOroBoe okHO Game Settings (puc. 23.6). 31eck UTPOKU
HaCTPauBaIOT IIapaMeTpPhI UI'PhL.

[TepBoe, YTO BB MOJKETE 3aMETUTDb, — ITO Ha3BaHUE UT'PHI, KOTOPOE 0TOOpakaeTcs

B CTPOKe 3aroyioBka okHa. KpoMe Toro, 3actaBka, KOTOPYIO BHI 3aza1u B obinactu Player
Settings Ha nmanenu Inspector, oTobpakaeTcs B BepxXHell YacTH AUaJOrOBOIO OKHA.
I[TepBas Bk1azKa, Graphics, ncronb3yeTcs 1 onpesesieHUs pa3pelleHs, B KOTOpOM
WI'DOKY XOTAT 3aITyCTUTh Urpy. CIIMCOK ZOCTYITHEIX pa3pelleHUH OIpesiesieTcs COOT-
HOLIIEHWeM CTOPOH, KOTOPBIe BBl pa3pellin/3anpetwiy B obnactu Player Settings

Ha maHesy Inspector. VIrpoku Takke MOTYT BBIOPATh 3aMyCK B OKOHHOM MUIH ITOJTHOIK-
PaHHOM peXXUMe U HaCTPOMKU KauyecTBa IrpadUKu.

Ha3BaHuve urpbi

Hour 23 DIY Configuration I X

34ecb NOABUTCA 3acTaBKa

Graphics  Input
Screen resolution [2560 x 1440 v|  [Owindowed
Graphics quality [U]tﬁ vl
Select monitor [ Display 1 Right) By

Puc. 23.6. inanorosoe okHo Game Settings

Jlanee MOXXHO TepeKJIIOYUThCA Ha BKIaAKy Input (puc. 23.7) u 3aaTh BXOZHbBIE OCU
Ha oIlpe/ieJieHHbIe KJIaBUIIIU.
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Hour 23 DIY Configuration X

Graphics

Control Primary Secondary A
Horizontal (+) right d
Horizontal (-) left a
Vertical (+) up w
Vertical (-) down s
Firel left ctrl Left Mouse v

Double-click an entry to change it

[

Puc. 23.7. Hactpowiku BBOAa

MPUMEYAHUE

Hy 5 >xe roBopua!

Bbl, BO3MOXHO, MOMHUTE, YTO paHee B 3TOM KHUre 6bIN0 CKa3aHo, YTo Bcerga cnegyer cTpe-
MUTbCS K TOMY, YTOGbl BBO/bI OT UTPOKa NPMUBA3bIBAUCL K OCAM, @ HE KOHKPETHLIM KNaBu-
wam. M BOT npuymnHa. Ecnm Bbl NpuMeHsieTe onpeaeneHHble KNaBuLLiM BMECTO OCEN, UTPOK
OyZeT BbIHYXXAEH MCNOIb30BaTh CXEMY YNpaB/eHUs, KOTOPYIO Bbl 3ajanu. Ecnv Bbl cunta-
eTe, YTO 3TO He UMeeT 60NbLIOr0 3Ha4YeHUs, BCMNOMHUTE, YTO MHOIWeE NII0AM (1t0aun ¢ orpa-
HUYEHHbIMM BO3MOXHOCTSIMW, HAaNnpuMMep) UCMNONb3YIOT HeCcTaH4apTHbIE YCTPOMCTBA BBO-
na. Ecnuv Bbl He NO3BOJIUTE UM NepeHasHayvaTb ynpaBieHue, urpatb y HUX HE MOy4YUTCS.
Mcnonb3oBaHWe ocert BMECTO KOHKPETHbIX KnaBuL TPeByeT He CTOMb YXK MHOIo paboThbl

C Ballew CTOPOHbI, HO MOXET CU/IbHO MOBAMATb HAa OTHOLUEHWE ayanTOPUK K BalLen urpe.

Korga urpoku BeIGEPYT ITapaMeTphl, KOTOPhIE OHU XOTAT, OHU HAXKUMAIOT KHOTIKY Play!
¥ HACJIQXKJAIOTCS UTPOH.

Pe3iome

B aTOM Yace BB y3HaIU Bce 0 cbopke Urpsl B Unity. CHavaia Bbl HAYYUINCH [TEPEKITIO-
yaTh creHbl B Unity, ncnonb3ys Metos LoadScene () ka1acca SceneManager. 3aTeM
BBI Y3HAJIU, KaK COXPaHATb UT'POBble OOBEKTHI U ZlaHHbIe. HaKOHeII, BbI IPOIILTUChH

10 HACTPOMKAM MPOUTPHIBATENS. B KOHIlE Yaca Bbl HAYYWINCh COOUPATh CBOU UTDHI.
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Bonpocbl U oTBEeThI

Bompoc: MHorue napaMeTps! Ka3aauch BaXKHBIMU. [I04eMy MBI UX He PacCMOTpeNn?

OtBerT: [1o mpaBze TOBOPs, GOIBIINHCTBO 3TUX TaPAaMETPOB BaM U He HY)XHBI. [le1o

B TOM, YTO OHU He BA)KHBI... IOKA. BOJIBIIMHCTBO HACTPOEK BecbMa CIEIUPUYHEI /I
wIaTGOPMEI, U 3eCh MBI UX He pacCMaTpUBaeM. BMecTO TOro 4TOOH! MHCATh TATIMY/L

0 HaCTPOMKaX, KOTOPBIMH BbI, MOXKET OBbITh, ¥ HE BOCIIOIb3YeTECh HUKOT/A, MBI OCTABJIS-
€M 3TH BOIIPOCHI Ha Ballle ycMOTpeHue (U3yyeHue).

Cemuuap

YaenuTe HEKOTOPOE BpeMs MPOpaboTKe MPUBEZEHHBIX HUKE BOIIPOCOB, YTOOBI yOEAUTh-
Csl, YTO BBI XOPOIIIO YCBOWJIN MaTepHal.

KoHTpOAbHbIE BONPOCHI

1. Kak npucBOUTh NHAEKCHI CLieHaM B urpe?
2. BepHO Wi HET: JaHHbIE MOJKHO COXPaHATh C MOMOIIbI0 00beKTa PlayerPrefs.
3. Kaxkue pasmepsl MOXXET UMETb 3HA4YOK UTPBI?

4. BepHo WJIN HET: HaCTpOﬁKI/I BXOJOB B HaCTpOﬁKaX UTPBI ITO3BOJIAKOT UT'POKY II€pe-
Ha3HAYUTh YIIpaB/I€EHUE.

OTBeTbI

1. Tlocse f06aBIEHU CIIEHBI B CITUCOK CLEH i1 COOPKY el MpUCBanBaeTCs MHJEKC.
2. BepHo.

3. 3HAYOK JIOJDKEH OBITh KBAZIPaTOM CO CTOPOHAMU C pPa3MepOM, KpaTHBIM 2: 8 X8,
16X 16, 32X 32 u Tak ganee.

4. Her. Irpok MOXeT epeHasHaYuThb BXOZbl, KOTOPBIE IIPUBA3BIBAIOTCA K OCAM,
a He KOHKPETHBIM KJIaBUIIaM.

YnpaxHeHnue

B 5TOM ympa)KHEHUH BbI cOOepeTe UTPY AJIS ONIEPAl[MOHHOM CUCTEMBI BaIllero KOM-
MbIOTEPa U MOIKCIIEPUMEHTHUPYETE C Pa3IUIHBIMU QyHKIMAMU. CaMo yIpaKHeHUe

He TaKoe y» 6OJIbIII0e, HO BBl MOXKETe IOIIPOOOBATh Pa3INYHble TapaMeTPHI U II0HA-
6JII071aTh 32 pe3yNbTaTOM. [I0CKOIBKY 3TO BApUAHT IPOOHOI CO0PKH, TOTOBOTO MPOEKTa
B daiisax IpUMEepPOB AJIsI KHUTY Ha 3TOT pas HeT.
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. OTKpoiiTe M060I CO3AHHBIN BaMU PaHee MPOEKT WK CO3/aliTe HOBBIH.

. IepeiiguTe Kk obsnactu Player Settings Ha naHenu Inspector u HacTpoliTe IPOUT-
pBIBaTesb TaK, KaK BaM HPaBUTCA.

. [epeiigute k Auasoropomy okHy Build Settings u y6eauTech, 4To Bce HYXKHBIE
CLIEHBI I06ABIEHBI B CIVICOK 151 COOPKU.

. Y6enutech B TOM, 4TO BhIOpaHa miatdopma PC, Mac & Linux Standalone.
. CobepuTe urpy, HaxkaB KHOTIKY Build.

. HaiiguTe daitn urpsl, KOTOpyIo BB TOJBKO YTO COOpaH, U 3alycTuTe ero. [Toskc-
[IEPUMEHTHPYUTE C Pa3INYHbIMU HACTPOMKAMU U IOCMOTPUTE, KaK OHU BIUAIOT
Ha UTPOBOM IIpoliecc.
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duHaAbHbIE WITPUXHU

YT1o Bbl y3HaeTe B 3TOM 4ace

» YT10 Mbl ycnenu caenatb
» Y10 genatb ganblue

» Kakve ecTb nonesHble pecypchbl

B 3TOM Yace MBI IOZIBEZIEM YEPTY 10/, HAIIKM BBOZHBIM ITyTelectBreM B Unity. CHava-
JIa MBI BCIOMHHM, YeMY BBl HAY4YHJINCh. 3aTEM IIOCMOTPHM, YTO MOXKHO JIeJIaTh Jajbliie
U KaK IIPoJoJDKaTh COBEPIIEHCTBOBATh CBOU HAaBBIKU. B KOHIle BBl y3HaeTe, KaKue pe-
CYPCHI IIOMOTYT BaM IIPOZOJDKUTE OOy4eHHe.

Hawum AoCTHIKEeHMA

Korga B oaT0 paboTaere Haz 4eM-T1b0, 4acThb AeHCTBU 3a0biBaeTcs. [ToaToMy mosies-
HO TIPOaHaIN3UPOBaTh cebst 710 06ydeHUs U TTOC/Ie ¥ CPABHUTD OZIHO U Apyroe. Takoi
aHaJIM3 Mporpecca MOTUBUPYET U aeT YYBCTBO YOBJIETBOPEHHOCTH, TaK YTO JaBaiTe
ITOCMOTPUM Ha HEKOTOPhIE YHCJIA.

AeBATHaAUaTb YacoB 06y|-IeHl|ﬂ

B mepByto o4yepesp, BB MOTpATIN 19 4acoB (WK 60JIblile), aKTHUBHO U3y4das pas3indHble
3JIeMEeHTHI pa3paboTKu Urp Ha ABKKe Unity. BOT B KaKuX BOIIpocax BHI Teleph pa3bu-
paerecs.

» Kak ucnonp3oBaTh PEAAKTOD Ul’llty 1 MHOTHE €ro IaHeJIn U AuajIOTrr.

» UrpoBble 06BEKTHI, X TPE0Opa30BaHusl. BBl y3HaAIN O [BYMEpPHOM U TPEXMEPHOIH,
0 JIOKaJIbHOM U IMI06aIbHOM crucTeMax KOOpAUHAT. BEI cTamu mpodeccroHataMu
B UCIIOJIb30BAHUU BCTPOEHHBIX T€OMETPUYECKUX IPUMUTHUBOB Unity.

» Mozenu. B vacTHOCTH, BBl Y3HAJH, UTO MOJIEJIU COCTOAT M3 TEKCTYp U Lieli/e-
POB, IPUMeHsAeMBIX K MaTepuasaM, KOTOpbIe, B CBOIO 04epe/b, TPUMEHSIOTCS
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K meImnam. Bel Yy3Ha/Iu, 9TO MEIIN COCTOAT U3 TPEYT'OJIbHUKOB, KOTOPBIE COCTOAT
13 MHOXXECTBA TOYEK B 3D-Hp0CTpaHCTBe.

» Kak co3gate sanamadT B Unity. Bel cobupanu yHUKaIbHBIE JaHAIIADTH U OCBOU-
JIM MHCTPYMEHTHI, HeOOXOMIMBbIE JJIs1 CO3[aHNUsA TF060r0 MUPa, KOTOPBIN TOJIBKO
MOKHO BOOOPa3uTh (MHOTHE JI TaK YMEIOT?). BBl yJIydIIIN BallX MUPHI C IOMO-
11610 3G HEKTOB U 3IEMEHTOB CPEJBI.

» Bceo KaMepax 1 UICTOYHUKax CBETa.

» IIporpammMmupoBanue B Unity. Eciiu Bbl HUKOIZIa He IPOrpaMMHUPOBaIl paHee,
TO 3TO OYeHb KpyTO. Xopomas paboTa!

» O CTOJKHOBeHUAX, GU3NIECKHUX MaTepualax U pedKkacTuHre. VIHEIMU CJIOBaMU,
BBI M3YYIJIM OCHOBEI B3aUMOZIEHCTBUA 0ObEKTOB Yepe3 GU3HKY.

» Ilpedabrl, SK3EMIUIAPEHIL.

» Kak co3zaTe nonb3oBarenbekuil uHTepdetic (UI), ucrmonb3ysa MOIIHBIE CPeCTBA
ynpasieHusd B Unity.

» Kax ympaBiaTh UTPOKaMU C ITIOMOIIIbIO KOHTposulepoB Unity. Kpome Toro, BbI
€037l T10JIb30BaTeIbCKUM KOHTposUIep 2D-1iepcoHaa i CBOUX IPOEKTOB.

» Kaxk co3zaBare 2D-mupsl ¢ 2D-TaliiMamnamu.

» Kak co3zaBaTh YAUBUTEIbHBIE 3(1)(1)EKTBI YaCTHUIl C UCIIOJIb3OBaAaHHUEM pa3/IMYHbIX
CHCTEM 4YaCTHII. BrI Takoke HOﬂpO6HO U3YyUIUIA Ka)K,C[bIﬁ MOAYJIb CUCTEM YaCTHII.

» Kak paboTaTtb ¢ HOBO# cucTeMoii anumMaiuu Unity Mecanim. B mpotiecce Bb
y3Ha/IN, KaK IIepeHa3HAYUTh MOZEIN CKeJIeT, YTOOBI UCIIOIb30BaTh aHUMAIIUH,
KOTOPBIE CO3/IaBaJIUCh IS IPYTON MOZEIH.

» Brel Takxke Hay4dWIncChb pe€AaKTHUPOBATh aHUMAllUu, YTOOBI CO3aBaThb cobCTBEHHbIE
AHMMAaIlMOHHBIE KJIUIIbI.

» Bl Hay4YW/INCh CO3JaBaTh IPAMO-TaKHU Li€/Ibie Cl)I/IJII)MLI C IIOMOIIBIO TaliM/IaliHOB.

» Kak ympaBiaTh 3BYKOM B BalllUX MTpOeKTaX. Bbl y3Hamu, Kak paborats ¢ 2D-
u 3D-3ByKaMy, KaK 3allMK/JIMBATh U IepeKIoYaTh ayJuOKIUIIBL.

» Kax paszpabareiBaTh UTPHL 411 MOOWIBHEIX YCTPOUCTB. BBl y3HaMM, Kak TECTHUPO-
BaTh UI'PHI C MOMOIIbIO ITpuIokeHNA Unity Remote 1 HCIOIb30BaTh aKceaepo-
MeTp YCTPOMCTBA U CEHCOPHBIN SKPaH.

» Kax oTHUIndoBaTh UTpy € UCIOIb30BAHUEM HECKOJIbKUX CILIeH U COXpaHeHUs JaH-
HBIX. BBI y3Ha/IM, KaK MOXXHO cOOpPaTh U pa3BepPHYTh UTPY.

Crircok prTOfI, HO 9TO JaJIEKO HE BCE, YTO BbI Y3HAJIKX B KHUTE. Hagerocs, IIpoYyuTaB
€ro, Bbl BCIIOMHUWIN KaKIbIN U3 HyHKTOB!
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YeTbipe NOAHOUEHHbIE UrPbl

Ha IIPOTAXKEHUN STOU KHUTH BHI CO3aJi YETBIPE UT'DhI: «BeJINKOIEeHBIN TOHIIHK>,

«[Ilap xaoca», «KanuraH Biactep» u «ber ¢ IpenATCTBUAMM». BB TpopaboTany KOHIIe-
W10 KaXX/0H 13 HUX, OIpe/eiI IpaBila U TpeboBaHUA. 3aTeM BBl CO37laIu Bce 00b-
€KTBI [/I1 KaXKAOW UTPHL. BBl pasMecTUIN KakAbl 0O beKT, UTPOKA, MUD, MAY, METeop,

U BCE TaKoOe IIpovee. Bel Hanucanu Bce CKPUIITHI 1 BHEC/IM MHTEPAKTUBHOCTD. 3aTeM,

IJIaBHOE, BBI IIPOBEPWUJIN BCE UI'PHI, OIIPEACTUIN UX CUJIbHBIE U cnabbie CTOPOHBI.

Brr Iourpav B Ballli UTPLI, ¥, HABEPHOE, AaJIU IIOUT'PAaTh TOBapUIlllaM. Brl noaymaiu,

YTO MOXKHO YJIy4YIINTb, a MOXET, AaXXe IPUMEHWIN 3TU YIy4IIE€HUA. ,I[aBaﬁTe BCIIOMHHM

HUI'POBBIE MEXaHWKU U KOHIIENIINY, KOTOPbI€ Bbl UCIIOJIb30BaJIN.

> «BesmukosnenHbIl TOHINK». OTO 3D-roHKa ¢ TaliMepoM U KOHTPOJJIEPOM OT IIep-

BOTO JIULA. B Urpe OBLT MOTHOCTBIO CO3JaHHBIN U TEKCTYPHUPOBAHHBIN JTaHAIIADT,
coziepyKaliuil BOAHBIE IIPErpasibl, TPUITEPHI U OTHU.

«[Ilap xaoca». dta 3D-urpa oTIn4aeTcs: 6OIBITUM KOJTUIECTBOM CTOIKHOBEHUH
1 GU3NYECKOro B3auMOZeUCTBYA. Bbl HCIIOIb30BaMN pU3NYECKHE MaTEPUAIbI,
YTOOBI CO3/aTh YIPYTYIO apeHy, a TAKKe Co3Jaly MUIIEHHU II0 YIJIaM, KOTOphIe
B3aUMO/I€IICTBOBAJIU C OObEKTaMHU.

«Kanuran biacrep». 3To KocMudecKui 2D-ITyTep B peTPOCTUIIE, T/le MbI HCITOIb-
30BaJIH MPOKPYTKY poHa 1 2D-3ddeKTrl. 31€eCch BIiepBble BAll UTPOK MOT IIPOUT-
paTh. BBl UCITOIB30BAIN TOTOBBIE MOJETU U TEKCTYPHI, YTOOBI UTpa BHIIVIsAZETA

Kpyde.

«Ber ¢ mpenATCTBUAMU». ITa 3D-Urpa HateleHa Ha c6op 60HYCOB U yBOpayu-
BaHMe OT NPeNATCTBUM. MBI UCIIoIb30BaId aHUMaluu Mecanim ¥ CTOpDOHHUE
MOJIeJIH, a TAK)Ke XUTPOYMHEBIE MAHUITYJIALUY C KOOPAWHATAMU, YTOObI CO34aTh
abdexT npokpyTku B 3D.

BbI IproOpesy OIbIT B pa3paboTKe Urp, cOOpPKe, TECTUPOBAHUU U TIOATOHKE UT'P MOJ,

HOBOe o6opyzoBanue. Herwtoxo. CoBceM HEIUIOXO.

bonee NATUAECATH CLEH

VI3yJasi KHUTY, BBl cO3/ja/ii Oosiee MATHAECATU ciieH. Ho aTo He r1aBHOe. BaxkHee TO, 4TO

BBI TPOPabOTasIH 110 KpaliHel Mepe MAThAECAT Pa3TUYHbIX HHTEPECHBIX KOHIIEITUH.

31O AOBOJJIbBHO MHOT'O U BIIOJIHE AOCTAaTOYHO JJiA CTapTa.

BB, BEPOATHO, y?Ke MOHSIN, 3a4eM HY)KEH 3TOT paszesl. Bel mpoziesasyu MHOTO paboThI,

Y BBI IOJDKHBI TOPAUTBCS 3TUM. BBl CBOMMU PyKaMH UCIIONb30BaIH OTPOMHYIO YacThb
urposoro asrkka Unity. OTo 3HaHUe OyZieT BaM OIIOPOI U Jaibllle Ha BallleM ITyTH.
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Kyaa ABMratrbca panblue

Jlaxke ecJiv BbI OT KOPKHU /10 KOPKU [IPOYMTAIN 3Ty KHUTY, Ha3BaTh Ballle o6yueHre
3aKOHYEHHBIM HeNb3s. Bojiee TOTo, B HaIllEl OTPaC/IU 3TO, TIOXOXKE, BOOOIIE HEBO3MOK-
HO, B€/Ib BCe TaK ObICTPO MeHseTcs. TeM He MeHee BOT HECKOIBKO COBETOB, Ky/ia BbI
MOJKETe ABUHYThCS JajblIle.

AenanTte urpboli

Her, ceppe3Ho — giesialiTe Urphl. OTO caMoe KpyToe U Mosie3Hoe 3aHATHe. Ecin BBl XOTH-
Te y3HaTh 6osblie o Unity, win fake uijeTe paboTy pa3paboTurKa, WIN Y BaC yXKe eCTb
paborTa, HO BBI XOTHTE COBEPLIEHCTBOBATHCSA, — JlealiTe UTPHI. PacpocTpaHeHHOe
3a6JIyKeHHe cpeii HOBUYKOB B UTPOBOH MHAYCTPUM (MJIM MHAYCTPUU IPOrPAMMHO-
ro obecreyeHus B 1[eJIOM), YTO OFHOTO 3HAHUSA JOCTATOYHO, YTOOBI HAlTH pabOTy WK
VIy4LUIUTb CBOM HaBBIKU. HO MCTHHA IPAMO IIPOTHUBOIOOXKHA. ONBIT — BOT YTO IVIaB-
Hoe. [lenaiite urpsl. [TycTh /11 Havana oHU OyZAyT HeGONMbIINMY, BPOJE TeX, KOTOPEIe
BBI CO3/IQJIU B OTOH KHUTe. EC/IN BEI IONIBITAeTECH BBITOIHUTD CPA3y CIUIIKOM OOJIBIIYIO
3aZla4dy, 3TO MOXKET IIPUBECTH K PA304apOBAHUIO U HEYZOBIETBOPEHHOCTH. TBOPUTE YTO
XOTHUTe — IVIaBHOe, flelaliTe UrphIL.

PaboTaMTe ¢ AloAbBMM

CylecTByeT MHOTO COOOIIECTB, KOTOPbIe Pa3pabaThHIBAIOT UI'PhI HA TIPOAAXKY WJIH LTI
VAOBOJMBCTBUA. [IpricoeanHsACsa K HUM. Batir omblT paboTsl B Unity 6yZeT mosie3eH s
HUX. [JOMHHUTe, 4TO y Bac y»Ke ecThb YeThIpe UTPHL B TopTdosno. PaboTa ¢ KojieraMu
Hay4UT Bac IPyNIIOBOH AnHaMuKe. KpoMe TOro, OHa II03BOJIAET BEIUTH HA Ka4eCTBEH-
HO HOBBIH YPOBEHD CJIOKHOCTHU UTP. [TompobyiiTe HaWTH XyZ0KHUKA U 3BYKOPEKUCCEDPA,
YTOOBI BAIllK UTPBI OBLTM GOTaThl C TOUKY 3PEHUA KPACOYHOCTHU U 3BYKa. Bl yBUzAMTE,
9TO paboTa B KOMaH/le — 3TO JIYUILIHH C1ocob y3HATh 60JIbIIe O BAIIUX CHIBHBIX U CJIa-
OBbIX CTOPOHAX. DTO NPHUAACT BaM YBEPEHHOCTH U 00eCIIeuuT Jydlllee IPe/CTaBIeHue

0 peasbHOCTH.

Muuiute 06 aTom

[uImuTe O BAlIMX UTPax U BOOOIIe O BAIIMX AOCTIKEHUAX B 06J1aCTH pa3paboTKu —
3TO GyZIET MOIe3HO I IMYHOTO IIporpecca. Ecyiu Bbl 3aBezieTe 6JI0T WK XOTA ObI OJ10K-
HOT, Balll HAaGJII0eHNA [IPUTOZAATCA BaM B OyzyiieM. Kpome TOro, 3T0 OTINYHBIN
CrIIoco6 OTTAaYMBAHUA CBOUX HABBIKOB, B TOM YHCJIE B COTPYAHUYECTBE C KOJUIEraMHU.
VznarafiTe cBoU UzieH, YTOOBI IOTYIUTh OOPATHYIO CBA3b U Y3HATH MHEHUE JPYTHX.
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AoctynHble pecypchl

CyIecTByeT MHOXECTBO PECYPCOB, C IIOMOIIBIO KOTOPBIX MOXKHO IPOZODKUTE 00y4e-
Hue paboTe ¢ UTPOBHIM BIKKOM Unity 1 pa3paboTKe Urp B LjeJIOM. B mepByto ouepespb
aTo foKyMmeHTanus Unity, a UMEHHO — OQUIIMAIBHBIN pecypc 1o cchuike docs.unity3d.
com. BaXHO 3HaTh, YTO JOKYMEHT TPebyeT TEXHIUYECKOTO mozxoza K Unity. DTo ckopee
CIIPaBOYHUK, a HE CPELICTBO OOYUEHUs.

Unity Takke IpeoCTaBisgeT 60IBIION aCCOPTUMEHT OHIAMH-KypCOB Ha caiiTe Learn
o agpecy unity3d.com. Tam BEI HaliZieTe MHOTO BU/IEOPOIMKOB, TPOEKTOB U APYTUX
pecypcoB, KOTOpBIe IOMOTYT BaM Y/Iy4YIIUTh HaBBIKH.

Eciy y Bac osiBATCSA BONIPOCH], HAa KOTOPEIE BBl HE CMOYKETe OTBETUTH C IIOMOIIBIO STHX
ZIByX PECYPCOB, TIONpo0yiiTe 06paTuThes K coobiecTBy Unity. Ha caitte Unity Answers
o aZipecy answers.unity3d.com BBl MOXKeTe 331aTh KOHKPETHBIE BOIIPOCHL U TIOJIYIUTh
oTBeTH! IpodeccroHanoB B cdhepe pa3paboTku ¢ moMolsko Unity.

[Tomumo odunranbHEX pecypcoB Unity, eCTh HECKOJIBKO CalTOB 110 pa3paboTke
urp. /lBa Hauboslee MOM/IAPHEIX caliTa: Www.gamasutra.com 1 www.gamedev.
net. Ha o6oux obuTaet 60bII0e COOOIIECTBO, TOCTOSHHO MyOIUKYIOTCS CTaThu. MX
TeMaTHKa He orpaHuyuBaercsa Unity, Tak 4To nHdopManus OyseT pasHOCTOPOHHEH
U HETIPeB3SITOM.

Pe3iome

B aTOM 4ace MbI BCIOMHIIH BCe, YTO BHI Zetanu B Unity, usy4yas aTy KHUTY. MBI Takke
paccMoTpeny NepCleKTUBEL. B Hayate Mbl BCIOMHUIN KaXK/AYIO [VIaBy KHUTH. 3aTeM
MBI TIOAyMaJId, YTO MOXKHO CZeJIaTh, YTOOHI IIPOAO/IKATh COBEPIIEHCTBOBAThH CBOU
HaBBIKK. HakoHell, BBl PACCMOTPEIN HEKOTOPBIE ZOCTYITHEIE /JIsI BAC PECYPCHI IT0 pas-
paboTke urp.

Bonpocbl U oTBEeThbI

Bonpoc: [Mocne npoyTeHus 3TOro 4aca y MeHs C/10XKUJ1I0Cb BrneYaTtieHue, 4To Bbl
peKomeHayeTe MHe Aenatb Urpbl. 3To TaK?

OTBet: [la. KaxeTcs, 51 y)Ke roBopus1 3TO HECKOJIbKO pas. A He MOry He noJyepK-
HYTb, HACKO/IbKO Ba*KHO MPOAO/IKAaTh OTTa4MBaTb CBOM HaBbIKM Ha NMPaKTUKe
1 B TBOpYECTBE.
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Cemuuap

YaenuTe HEKOTOPOE BpeMst IPopabOoTKe IIPUBEAEHHBIX HIKE BOIIPOCOB, YTOObI YOEAUTD-
51, UTO BBI XOPOIIIO YCBOWIN MaTepHaJl.

KOHTpPOABHBbIE BONPOCHI

1. Mosxket s Unity ncnonb3oBatbes A1 cosganud 2D u 3D-urp?
2. MOXHO JI1 TOPAUTBCA pe3yibTaTaMy, KOTOPBIX MBI JOCTUIVIU 10 CUX ITOP?

3. Kak JiydIire Bcero oCTynuTh, YTOOBI TOYHO YCIIEITHO HAapalUBaTh CBOM HAaBBIKU
B pa3paboTke Urp?

4. M= ysHauu o Unity Bce?

OTBeTbI

1. HecomHeHHO!
2. OnaThb xe, HeCOMHEHHO!
3. HyxHo fenaTh UTPHL U AIUTHCA UMU C JIOJbMU.

4. Her, yyeba HUKOT/Z]a He IIpeKpalaercs!

Ynpaxnenue

B aTOM Yace MBI OIVIAHY/IMCH Ha3aZ 1 BCTIOMHWIMN BCe, YTO BB y3HaIU. [lociesHee
yIpakHEHUe KHUTH IIPoAoKaeT TeMy. OGBIYHO B UTPOBOM MHAYCTPUU MUIIYT YTO-TO
BpOZie TIOCIeHEN CTaTbU O CO3ZaHHOM UTpe, YTOOHI ApyTue MOYUTAIU O Hell. B aToi
cTaThe BBl aHATM3UPYETE Belllr, C KOTOPEIMHU CITPABIJIMCH B TIPOILiecce pa3paboTKH,

a TakKe Te, KOTOPbIE BBl He cZlelaid. BbI pacckasbIBaeTe ApyruM O MOABOAHBIX KAMHSAX,
Ha KOTOpBbIe BBl HATKHY/IUCh, YTOOBI KOJUIETH He ITOBTOPSUIN BAIIMX OLIHOOK.

B kauecTBe 3a1aHU U1 3TOTO YIPAKHEHUS HAUIIUTE TAKYIO CTaThio 06 OZ/HOM

U3 UTP, KOTOPHIE BHI cZiesianu. He 06s3aTeIbHO TIOKAa3bIBaTh €€ KOMY-HUOY/b, 3/1ECh BaXK-
Hee caM mpotiecc. [TogoiaNTe K HalTMCAHUIO OTBETCTBEHHO, YTOOBI He GBLIO CTHIZAHO
MepevnThIBaTh. Yepe3 HEKOTOPOE BpeMs Bl OyZieTe YUTATh €€ U YAUBJIATHCS, YTO Kasa-
JIOCh BaM TPYZHBIM, & YTO IIPUATHBIM.

Hamnucas crartbio, pacrieyaTaliTe ee U BJIOXKUTe B 3Ty KHUTY. [1o3xe, HATKHYBIIUCH
Ha KHUTY CHOBA, He 3a0yZbTe OTKPHITh CTAThIO U IIPOYNTATH €e.
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Pa3pa6oTka urp
Ha Unity* 2018

Bcero 3a 24 ypoka, KaXAbl MPOAOAKMTEABHOCTBIO 1 yac
WMAM MeHbLUe, Bbl OCBOMTE UrpoBoOW ABMXOK Unity 2018, Ha
KOTOPOM ObIAM CO3AAHbI TaK1e 3amevatenbHble Urpbl, kak Ori
and the Blind Forest, Firewatch, Monument Valley u mHorue
APYr1e U3BECTHblEe XUTbl!

MowaroBas CTPYKTypa 3TON KHWUIM NO3HAKOMUT Bac CO BCEMMU
ocobeHHocTaMK paboTbl ¢ Unity. Bbl HAUHETE ¢ camMblXx OCHOB
1 B npouecce 0by4yeHns 0CBOWUTE Takue 3aMbICAOBaTbIe TeMbl,
Kak BHyTPUUIpoBasa Gpu3nKa, aHuMaLma 1 pa3sepTbiBaHWE Urp
Ha MOOUWAbHbIE YCTPOCTBA. KaxAbli HOBBIV YPOK YraybAsieT 1
3aKpENASET yXe MOAYYEHHbIe BaMK 3HaHWSA, cO3AaBas Npouy-
HYIO OCHOBY AASl yCMELHOW paboTbl C peanbHbIMU 3aAavaMu.

[olwaroBble MHCTPYKLMK MOAFOTOBAT K HAanboAee YacTo BCTpe-
yarLMmMes 3apadam paspabotku Ha Unity.

MpaKTuyeckne, peasbHble NpUMepbl MPOAEMOHCTPUPYIOT, Kak
MPUMEHSATL HAaBbIKM.

KOHTPOAbHbIE BOMPOCHI U YNpaXHEeHWUs NMOMOryT NPOTECTUPO-
BaTb MOAYYEHHbIE 3HAHUS M PACLIMPUTD HABbIKM.

[pUmMeyaHusi U COBETbI MOACKaXyT KOMOWHALMU KAABULL W
peLleHus.

Marik leir - esaHreanct Unity Technologies, rae oH pyko-
BOAWT MHGOPMALMOHHO-06pa3oBaTeAbHbIM  HamNpaBAEHUEM.
[eiir MMeeT OnbiT He3aBMCMMOro MrpoBoro paspaboTuvka,
YHUBEPCUTETCKOrO NpenoAaBaTensi U Aaxe ycnen OTMETUTbCS
B KauecTBe cBapebHOro Anpxes. Byayun cTpacTHbIM UIPOKOM,
Malik BKAGAbIBAET BCE CUAbI B TO, UTOObI CAeAaTb pa3paboTky
Urp YBAEKATEAbHOM M AOCTYMHOW AASl BCEX, BHE 3aBUCUMOCTH
OT UX UCXOAHbIX 3HAHWI U HaBbIKOB. U kcTath... MpuBet, mam!

BbicTpo HauaTb paboTaTb C UrPOBLIM ABUXKKOM
1 pepaktopom Unity 2018

3P dEKTUBHO UCNOAB30BATb FpadUUeckue
pecypcbl Unity

MoHumarb, kak Hauboree YAa4HO HaCTpoOUTb
UCTOYHUKU CBETA U KaMepbl

lNpoekTMpoBaTth noTpacatoLe MUpPbI

C YHUKaAbHbIM AQHALWAGTOM W CPeaom

npu NnomoLUu UHCTpymeHToB Unity

Mucatb cKkpUNTLI, HAYMHASA € CaMblX OCHOB U
nepexoas kK 6onee CAOXHBIM 3apayam

Co3paBaTb M pepakTMpoBaTh npedabbl AN
paboTbl C 0OAMHAKOBLIMW UrPOBLIMU 06BEKTAMMU
Pa3spabartbiBaTb MHTYUTUBHO NOHATHbIE U NPOCTbIE
UrpoBble UHTEPdENCHI

B3aumopeicTBOBaTh CO BCTPOEHHLIMM

1 HacTpamMBaeMbIMM1 KOHTPOAEPAMMU NepPCcoHaxen
Co3paBaTb peaAUcTUYHbIe GU3NYECKUe

W TPUTTEPHBIE CTOAKHOBEHHUSA

Mcnonb3oBaTh MOAHYIO MOLLIb MHCTPYMEHTOB
paboTbl ¢ aHUMaLMel U HOBOW cucTeMbl Timeline
Co3paBatb 3BYKOBbIe 3QGEKTbI OKpYXKatoLLen
cpeabl

Pa3pabatbiBaTb Urpbl AN MOOUABHbBIX YCTPOUCTB,
UCMOAb3YA BCTPOEHHbIE B HUX aKCEAEPOMETPbI

1 CEHCOPHbIE AUCTIAEH

Co3paBartb 3axBatbiBatowme 2D-urpbl ¢ NOMOLLbLIO
2D-uHcTpymeHToB Unity 1 TaliaAmManos

HaHocHTb GUHAAbHBIE LITPUXW U MOATOTABAMBATb
Urpy K pa3BepTbiBaHUIO

UpeasbHas KHUra a/1s1 TeX, KTo X04YeT 6bICTPO HavyaTb paboTats B Unity! KOpOTKO 1 icCHO paccKa3biBaeTcs
0 caMbiX HEOBGXOAMMbIX CUCTeMaXx ABWKKa, a MOoJIyYeHHble 3HaHUs cpasy >Ke MNPUMEHSIOTCS Ha

MPaKTUYECKMX MPUMEpPAX.

BAJIEHTMH CMMOHOB,
Solutions Engineer, Unity

AAsi pocTyna K CONpOBOAUTEAbHBIM darAam neperanuTe no appecy:

BOMBOPA

Bom6opa — aTo HOoBoe HadBaHue IkcMo Non-fiction,
nupepa Ha pblHKe NoJIe3HbIX U BAOXHOBSHOWMNX KHUT.
Mbl 1106MM KHUMM 1 CO3[4aeM UX, YTO6bI Bbl MOMIN
TBOPWUTb, OTKPbIBaTb MUP, MPO6OBaTL HOBOE, PacTu.
BbITb cHacTAMBbLIMU. BbITb Ha BOSHE.
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