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Cucrema o6paboTku coobLieHnmn

Jiia nporpamMHoro gocryna kK Ul-komMmoHeHTaM K KOIy HaJ0 HOJKIIOYUTH HPOCTPAHCTBO HMEH
UnityEngine.Ul.

O6bexkm Event System
C cuctemoit 06pabOTKu cOOOIIEHN CBsI3aH OCOOBIM UTPOBOH 00BEKT EVENtSystem, KoTopwlii aBTOMaTHYECKH

n00aBIsIeTCs K HepapXuu Mpu JOOABICHUH B Hee KaHBbI WM Jto0oro npyroro Ul-o0bekTa.
UrpoBoii o0bekT EventSystem mo ymoruaHuio BKIIIOYAET TPU KOMIIOHEHTA.

© Inspector | =
[ EventSystem [] static =
Tag | Untagged #| Layer | Default s |
¥ .~ Transform g %
Pasition X0 RO Z|0
Rotation X0 g0 Z|0
Scale X1 i 1 Z|1
v =g [« Event System (Script) @ %
Script EventSystem o]
First Selected None (Game Object) [0}
Send Mavigation Events [+
Drag Threshold 5
'ﬁmstandalnne Input Module (Script) g %
Script StandaloneInputModule o]
Horizontal Axis Horizontal
Vertical Axis Vertical
Submit Button Submit
Cancel Button Cancel
Input Actions Per Second 10
Repeat Delay 0.5
Force Module Active -

KomnoHenm Event System (Event System Manager)
First Selected — kakoit Ul-o0bekT OyaeT BIOpaH mpu 3arpy3Ke CIEHBI.

Send Navigation Events — nemaer moctynHbiMu coObitusi Move (mepebop Ul-00bekTOB ¢ TOMOIIBIO
kiaaBuaTypsl), Submit u Cancel.

Drag Threshold — uucno nukcenei, nmpu caBUre Ha KOTOpOE JACHCTBHE TIOJNB30BATENs PACICHHBACTCS Kak
HepeTackuBaHuUe.

KomnoHenm Standalone Input Module
JlaHHBIN KOMIOHEHT cBsi3aH ¢ cuctemoir Input Manager, oTo6pa3uTh HaCTPOHKH KOTOPOM MOXKHO KOMAaHJIOM
Edit | Project Settings | Input.

© Inspector | &=
k_, InputManager @ %
¥ Horizontal
¥ Axes 0
o iz MName Horizontal
¥ Horizontal Descriptive Mame
e Descriptive Negative
b Firel :
o Megative Button left
b Fire3 Positive Button right
* Jump Alt Negative Button |a
P Mouse X S
e Alt Positive Button  d
» Mouse ScrollWheel Gravit\r 2
¥ Horizontal Dead 0.001
- Vertical R
> Firel Senstivity &
b Fire2 Snap [
» Fire3 Invert D
= Jump
» bt Type [Key or Mouse Button #]
b Submit Axis | X axis 4|
» Cancel Joy Num | Get Motion fram all Joysticks 4|

W3mensist 3HaueHHe SiZ€, MOKHO YAAIATh HIH JOOABISTH «och». KpoMe Toro, I00yI0 0Ch MOYKHO YIAITUTh WA
CO3J1aTh €€ KOIHUIO C IIOMOLIBbIO KOHTEKCTHOI'O MEHIO 3TOH OCH.
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OcH ¢ 0IMHAKOBBIMH UMEHAMU CBSI3aHBI C OJTMHAKOBBIMHE JICHCTBHSMH, KOTOPBIC IJIAHUPYETCS PEaIN30BBIBATH C
MOMOIIIBI0 Pa3JIMUHBIX YCTPOMCTB (Hampumep, JABa BapuaHTa ocu Horizontal csizanbl ¢ KJIaBHATYpOI/MBIIIBIO H
JOKOMCTHKOM).

CoiictBo Gravity ompezesnsier pasmep «TpeHus» npu apwkenuu (npu Gravity = 0 TpeHue OTCYTCTBYET).
BxitoueHHOe cBOICTBO Snap obecrieurnBaeT HEMENJICHHOS HM3MCHECHWE HAIpaBIICHHs JBUKCHUS, €CIIM Ha)kara
MPOTUBOIIONIOXKHASL KJIaBHIIA (€CIIM OTKJIFOYCHO, TO HAIPABICHUE JBIKCHUS COXPAHSCTCS, HO YMEHBIIASTCS €ro
3Ha4YeHue). VI3MEHUTh 9TH 3HAYCHUS U3 CKPUIITA HEJb3SI.

Kommonent Standalone Input Module npencraBnsier co0oii cTaHIApTHYIO pealIM3alMI0 HHTepderica Mexay
MPOrpaMMOil ¥ BHEIIHUMH YCTPOHMCTBAMH BBOJA: KJIABHATYPOW, MBIIIBIO, DKOHCTUKOM M CEHCOPHBIM JKPAHOM.
NmeroTes u apyrue BapuaHThl mogo0HbIX kommonenTos (Hololens Input Module, Base Input Module, Pointer Input
Module). Onu mub6o mpemocraBissioT uHTEpEHC I CrenuaIu3upoBaHHbIX ycrpoiicTB BBoga (Hololens), mu6o
SIBJISTIOTCSI OCHOBOM JTsl pa3pabOTKH cOOCTBEHHBIX MOJIyJIei BBoja (Base u Pointer).

CoObiTe Submit mo ymonuanuio cBs3aHo ¢ kiaaBumamu Enter u Space (Ho ne ¢ memukoM mbiim!). CoObITHE
Cancel mo ymonmuanuro cBsizaHo ¢ kinaBuiien Escape. Jlanee, npu omucanuu oObekra Button, Oymer mpuBencH
MIPUMEP UCTIOIH30BAHUS ITUX COOBITHH.

®dyHKyuu Knacca Input 0ns npoeepKu 803HUKWUX coObbImuli
Bce stu ¢yHkimu 00bI4HO BhI3bIBaOTCS B MeToze Update.

GetButton(axisName), GetButtonDown(axisName), GetButtonUp(axisName)
dyukuus GetButton Bo3sparaer true, moka kiaBuIa/KHONKa octaercs Haxartod, pynkuus GetButtonDown
BO3BpaIlacT true ToJibKo B KaJape, B KOTOPOM KiIaBHIIIa/KHOMKA Oblia Haxkara, GpyHkims GetButtonUp Bo3spaimaer
true ToNbKO B Kajpe, B KOTOPOM KJIaBHIIIa/KHOIKA OblIa OTIYIIICHA.
[Ipumep:
void Update()

{
iT (Input.GetButtonDown("Submit"))

{

}
}

PeampyeT 1 Ha KJIaBUIIW, U HAa KHOIIKW MBIIIHU, €CJIN OHHU ONPCACICHBI JJIA ]:[aHHOI\/’I OCH.

Debug.Log("You pressed a submit key/button!");

GetAxis(axisName)

B03BpamaeT BCILICCTBCHHOC 3HAUYCHUEC B AHUAIIA30HEC OT -1 0 1, €CJIM Ha>xarTa KJ'IaBI/IH_Ia/KHOHI(a, CBs3aHHaAsA C
JTAHHOHM OCKLIO.

[Mpumep (peanuzaius nepemenienus Ul-o0bekTa, mpu kotopoM ock Vertical oTBevaeT 3a IBHKEHHE «BIIEPE» U
«Ha3amy, a ock Horizontal oTBevaeT 3a moBopoT):

using UnitykEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;

public class Keys : MonoBehaviour {
Image image;
public float speed = 100.0f;
public float rotationSpeed = 100.0f;
void Start()
{

image = GetComponent<Image>();

void Update()



float translation = Input.GetAxis("Vertical") * speed * Time.deltaTime;

float rotation = Input.GetAxis("Horizontal") * rotationSpeed * Time.deltaTime;
transform.Translate(0, translation, 0);

transform.Rotate(0, 0, -rotation);

}
}

WHTepecHO mpoaHaIn3upoBaTh U3MEHEHUE TIOBEICHHS 00bEKTa NpH M3MeHeHuu cBoiicTBa Gravity ocu Vertical
(maHHOE M3MEHEHUE MOXKHO BBIIIOIHUTH TOJIBKO B PEIAKTOPE).

GetKey(keyCode), GetKeyDown(keyCode), GetKeyUp(keyCode)

Bospamiaer true, eciu Oblla Ha)kaTa/OTIYIICHA KIIaBHINA, yKa3aHHAs B KadecTBe Napamerpa (0COOCHHOCTH
aHAJIOTUYHBI OcoOeHHOCTsM (yHKumii rpynmnsl GetButton). ITapamerp umeer tun nepeuncnenust KeyCode c
HabOpOM 3HAYCHHH, COOTBETCTBYIOMMX pasianunbiM KiaaBuimam: KeyCode.A — KeyCode.Z, KeyCode .Alpha0 —
KeyCode .Alpha9 (umdpossie knaBuimm Ha ocHoBHOW KiaaBuatype), KeyCode.Keypad) — KeyCode.Keypad9
(mudpoBble  KIaBHIIM Ha  JONOJHUTENbHOW — kimaBuatype), KeyCode.UpArrow, KeyCode.DownArrow,
KeyCode.LeftArrow, KeyCode.RightArrow, KeyCode.PageUp, DownArrow,PageDown, KeyCode.Home,
KeyCode .End, KeyCode.F1 — KeyCode.F12, KeyCode.Return, KeyCode.KeypadEnter, KeyCode.LeftShift,
KeyCode .RightShift, KeyCode.LeftControl, KeyCode .RightControl, KeyCode .LeftAlt, KeyCode .RightAlt.

GetMouseButton(bNum), GetMouseButtonDown(bNum), GetMouseButtonUp(bNum)

Bo3sBpararoT 3HaueHue true, eciin HakaTa COOTBETCTBYHOLIAs KHOMKA MbIii. [Tapamerp bNUM siBnsiercst nesnbim
gyrcaoM (0 — neBast KHOmKa MbIK, | — mpaBasi, 2 — cpenusisi). OcoOEHHOCTH AaHHBIX (YHKINUN aHAJTOTHYHBI
ocobenHocTsM ¢yHkiuii rpynnsl GetButton.

GetTouch(index)

Bosepamaer crpykrypy Touch, comepkariiyto nHbOpPMAIIMIO O KaCaHUH CEHCOPHOTO 3KpaHa. [lapamerp index
ompeeNsieT HoMep Kacanusi B jaHHOM Kazpe (ot 0). Unciio KacaHuii MOXKHO OINPEIETHUTh C MOMOIIBI0 CBOWCTBA
Input.touchCount.

Cpeau CBOWCTB CTpyKTyphl TOUCh MoxHO ormeTuTh phase (dpasa naxkarus, nepeuncienue tuma TouchPhase),
position (mo3unms Haxatus Thna Vector2, oTCUUTHIBASTCS OT JICBOTO HIXKHETO YIJIa dKpaHa, KOOPIHHATHI IPABOr0O
BEPXHET0 yriia MOXKHO OMNPEICIUTh C TIOMOIIBI0 cBoWCcTB Screen.width u Screen.height), tapCount (uucio kacanmit
tuna int). Iepeuncnenne TouchPhase uMeer 3xHauenus Began (mauano xacanus skpana), Moved (nBmkeHue 1o
aKpany), Stationary (mpomoynkeHue HemoJBHKHOTO Kacanusi), Ended (oObruHoe 3aBepmienue kacanusi), Canceled
(ocoboe 3aBepmienne kacanus, «this might happen if, for example, the user puts the device to their face or
simultaneously applies more touches than the system can track»).

fononHutTenbHble CBOMCTBa Knacca Input

bool anyKey — naxxara u yJaep>KuBaeTcsi Kakasi-TH00 KITaBUINA MM KHOIKA MBIIIIH;

bool anyKeyDown — B 1aHHOM Kajpe HaXkaTa Kakas-JIn00 KIaBHIa MK KHOIIKA MBIIIIH;

Vector3 mousePosition — mo3uiust MbIK (OTCUUTHIBACTCS OT JICBOTO HIDKHETO YIJia B THMKCENSX, TPEThS
KOOpJMHATa paBHA HYIIIO).

Komnonenm Event Trigger

Add Component | Event | Event Trigger

Moxet ObITh cBA3aH C JII0OOBIM 00bekTOM (B ToM uncie Ul-o6bexkTom), 1Mo3BOJSET HACTPOUTH 0OPaOOTUHUKH
COOBITHH JJI 5TOTO 00BEKTa B PEKUME TU3AMHA.

Byny4un mpucoenmuHeH K UTPOBOMY OOBEKTY, NAHHBIH KOMIOHEHT IOJy4aeT BCE COOBITHSI CHCTEMBI COOBITHI
(maxxe ecnm ISl HUX HE yKa3aHbl 00paOOTYHMKH), YTO MOKET OTPHIIATEIBHO CKa3aThCsl HAa MPOHU3BOJUTEIHHOCTH.
ANbTEpHAaTUBHBIM BapUaHTOM SIBISETCS pa3pabOTKa CKPHIITA, SIBHO pEaU3yIONIero MHTEP(EHCH, CBSI3aHHBIE C
TpeOyeMbIMU COOBITUSIMU (CM. J1ajee).

Ecnu naHHBIi KOMIIOHEHT IPUCOEIMHEH K UTPOBOMY O0BEKTY, He sBistomemycs Ul-00beKToM, TO 3TOT 00BEKT
JOJKEH OBITh CHAaOKeH KOMITOHEHTOM-KoJuaiepom u3 Hadopa (Physics 2D wmu Physics), kpome Toro, ¢ kamepoi
JIOJDKEH OBITh CBSI3aH COOTBETCTBYIOILIMM MCTOUHUK Jyded u3 Habopa Event (Physics 2D Raycaster wiu Physics
Raycaster). s Ul-06bekT0B Bce TpeOyeMble KOMITOHEHTBI YK€ COIEPKATCS B KAHBE.
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Tunbl cobbimuti, noddepxusaeMbie KOMIMOHeHMoM Event Trigger

BonpmmHCTBO COOBITHI CBSI3aHO ¢ 00yacThio, orpaHuumBaromield Ul-00bekT (WM ¢ KOJUTaiepoM UTPOBOTO
00BeKTa).

CoObITUA, cBA3aHHbIe C yKa3aTenem (pointer events)

CBSI3BIBAIOTCS C MBIIIBIO, CEHCOPHBIM SKPAHOM WJTH TauTIaJI0M:

PointerEnter — mosiBiieHuEe yKa3aTess HaJ 0ObEKTOM,

PointerExit — nepememnienne yka3aTess 3a TpaHUIbI 00BEKTA,

PointerDown — Hajkatue ykasaTeis HaJl 00bEKTOM,

PointerUp — ormyckanue ykasarelis HaJl 00bEKTOM,

PointerClick — na)katue u 3aTeM OTITyCKaHHE yKa3aTelsl HaJl 00bEKTOM.

B caydae coOwertuii PointerDown u PointerUp He o0s3aTenbHO, 4TOOBI 00a JCUCTBUS BBHIMOJHSIIMCH HAJ
OOBEKTOM.

CoObIiTua nepetackuBaHus (drag and drop events)

Bce atu cobpiTHs, Kpome Drop, mpoucxoasT Ha CTOPOHE MEePETACKMBAEMOTO 00beKTa (00bEKTa-UCTOYHHKA).

InitializePotentialDrag — HacTymaer HemOCpeACTBEHHO MEPE/] HAYaIOM MEPEeTaCKUBaHMsI, KOT/Ia YK€ ONpe/IeiieH
MOTEHIIUATIbHBIA UCTOYHHK,

BeginDrag — nHacTymaeT B MOMEHT HauaJla IepeTacKUBaHus,

Drag — Bo3HHKaeT B mpoliecce nepeTacKuBaHus,

EndDrag — Hacrymaer npu 3aBepIlCHUN IePETaCKMBAHUS,

Drop — Bo3Hukaer A 00beKTa-MpUEMHHUKA, HaJl KOTOPHIM OBLIIO 3aBEPIIEHO MePeTaCKUBAHHE.

CoObITHA BbIGOpa (selection events)

Select — 00BEKT CTaHOBUTCSI BRIOPAHHBIM (O JTHOKpATHOE COOBITHE),
Deselect — 00bekT mepecraeT ObITH BEIOPaHHBIM (OHOKPATHOE COOBITHE),
UpdateSelected — o0bekT siBisieTcsi BHIOpaHHBIM (BOSHUKAET B KOXKIOM KaJpe, OKa 00bEKT BHIOPaH).

Opyrue cobbiTnA

Scroll — mpokpyTka KoJieCHKa MBIIIIH,
Move, Submit, Cancel — coObITus, CBA3aHHBIC C COOTBETCTBYIOIIUMH OCSIMHU.

Cesi3bieaHue ¢ cobbimusimu mpebyembix delicmeauti

1) BBIOOp TpeOyeMoro Tumna coObITHs
YEE  Event Trigger (Script) [ %

Pointer Enter (BaseEventData) -
List is Empty

I Add New Event Type J

2) moGaBiIeHHE K COOBITHIO HOBOTO JCHCTBUS
viE Event Trigger (Script) @ %

Pointer Enter (BaseEventData) -

[ Runtime Only #] | IMe Function s |

Mone (Object) ©

[ Add New Event Type I

3) ompeneneHue mapaMeTpoB HOBOTO JACHCTBUS:

¢ Runtime Only, Editor and Runtime, Off;

e TpeOyeMblil UTPOBOI OOBEKT;

e 1oJie ero komrnonenTa wim public void ¢pyHKIHs ero ckpuita, UMEIoIIas He 0oJiee OJTHOTO MapaMeTpa;
® 3HaueHHE, KOTOpoe OyAeT MPUCBOCHO IO, MITH IMapaMeTp (yHKIIHH.
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lMpozpammHas Hacmpolka cobbimuti 0nss KomnoHeHma EventTrigger

using UnityEngine;
using UnityEngine.EventSystems;

public class CustomListenersExample : MonoBehaviour

{
void Start( )

{
EventTrigger eventTrigger = GetComponent<EventTrigger>();
EventTrigger.Entry entry = new EventTrigger.Entry();
entry.eventID = EventTriggerType.PointerDown;
entry.callback .AddListener(OnPointerDownl) ;
eventTrigger.triggers.Add(entry);

}

public void OnPointerDownl(PointerkEventData data)

{
}

Debug.Log("OnPointerDownl called.");

J

OnpedeneHue cobbimul ¢ NoMow,bL0 UHMepghelicoe

YEE  Event Trigger (Script) [ #
Pointer Enter (BaseEventData) -
Runtime Only # || Image.sprite 3
"wEvent Trigger Example (Image)  ©| [foodSpriteSheet 1

S

Vi@  Event Trigger (Script) £,
Pointer Enter (BaseEventData) =
Runtime Only i || Image.sprite P
wEvent Trigger Example (Image) | ©|

=
Pointer Click (BaseEventData) -
Runtime Only # || HelloWorld.HeyThere P
- Main Camera (HelloWorld) | 0|

e

Bmecto wucnonb3oBaHus KoMmoHeHTa Event Trigger MoXHO SIBHO ONpPEIeiWTh CKPUIT, pPeaTH3yHOLIHi
TpeOyeMble coObITH. [IJIsl 3TOr0 KJIACC CKPUINTA JOJDKEH PEAIM30BbIBATh COOTBETCTBYIOIIUI HHTEp(]EC.

Hurepeiic HNms oOpadoTunka codbiTusi | Tun mapamerpa o6padoTyuKa
IPointerEnterHandler OnPointerEnter PointerEventData
IPointerExitHandler OnPointerExit PointerEventData
IPointerDownHandler OnPointerDown PointerEventData
IPointerUpHandler OnPointerUp PointerEventData
IPointerClickHandler OnPointerClick PointerEventData
InitializePotentialDragHandler | OnlnitializePotentialDrag PointerEventData
IBeginDragHandler OnBeginDrag PointerEventData
IDragHandler OnDrag PointerEventData
IEndDragHandler OnEndDrag PointerEventData
IDropHandler OnDrop PointerEventData
ISelectHandler OnSelect BaseEventData




IDeselectHandler OnDeselect BaseEventData
IUpdateSelectedHandler OnUpdateSelected BaseEventData
IScrollHandler OnScroll PointerEventData
IMoveHandler OnMove AXisEventData
ISubmitHandler OnSubmit BaseEventData
ICancelHandler OnCancel BaseEventData

LLaGnoH onpegeneHns HOBOro cobbITUA ANA CKpUNTa
using Unitykngine;
using UnitykEngine.UI;
using UnityEngine.EventSystems;

public class ClassName : MonoBehaviour, InterfaceName

{

public void EventHandlerName(EventDataTypeName eventData)

{

//what happens after event triggers

}
}

BapuaHT peanusauum wuHTepdencoB, obecneuynBarOWUn OUHAMMUYECKOE NOAKNIOYeHue
M OTKIOYeHMe o6paboTumnkoB

using UnitykEngine;
using UnityEngine.EventSystems;

public class CustomListenerskxample : MonoBehaviour, IPointerDownHandler

{

public event Action<BaseEventData> onPointerDown;

void Start()

{
onPointerDown += OnPointerDownl;
onPointerDown += OnPointerDownZ;
}
public void OnPointerDown(PointerEventData data)
{
if (onPointerDown '= null)
onPointerDown(data) ;
}
public void OnPointerDownl(PointerEventData data)
{
Debug.Log("OnPointerDownl called.");
}
public void OnPointerDown2(PointerEventData data)
{
Debug.Log("OnPointerDownl called.");
}
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Tunsbl napamempoe 90551 obpabomyukoe cobbimuli

BaseEventData

BaselnputModule currentinputModule — moayins BBoa, BeI3BaBIIHiA qaHHOE coObiThe (read-only),
GameObject selectedObject — urpoBoii 00beKT, JIjIsi KOTOPOTO MPOU3OIILIO 3TO COOBITHE.

AxisEventData (noromok BaseEventData)

MoveDirection moveDir — nanpagiienue, cBs3anHoe ¢ naHHbiM coobiTreM (Up, Down, Left, Right),
Vector2 moveVector — 3HadyeHue CMELEHU U JaHHOIO COOBITHS.

PointerEventData (notomok BaseEventData)

[TpuBeneHa TOJIBKO YaCTh CBOMCTB.

InputButton button — xnomnka, ¢ kotopoii cBsa3ano cobsitue (Left, Right, Middle),

int clickCount — koin4ecTBO MICTYKOB,

float click Time — Bpemst mocieHero menyka,

Vector2 delta — cMmelienue ¢ MOMEHTa IOCIEIHEr0 OOHOBIIEHU,

bool dragging — BBIOIHAETCS 1M B JAHHBIH MOMEHT II€PETACKUBaHUE,
List<GameObject> hovered — criricok 00bEKTOB, PaCIIOIOKEHHBIX O] yKa3aTeIeM,
GameObiject pointerDrag — 06beKT, 151 KOTOpOro mpousonuio coosirre OnDrag,
GameObject pointerEnter — o6bekT, 11t KoToporo npousornuio codsitTne OnPointerEnter,
GameObiject pointerPress — 00beKT, I KOTOPOro mpou3oInio coosirre OnPointerDown,
Vector2 position — Tekyimas Mo3uIus yKa3aTes,

Vector2 pressPosition — mo3uius HakaTus,

Vector2 scrollDelta — n3meHeHue 3Ha4YeHMsI MPOKPYTKU C MOMEHTA MOCIICTHETO OOHOBIICHHS.
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