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1 PaspaboTtka urpbl Arcanoid2D

1.1 Co30aHue npoekma u rnodksiro4eHue 0ornosIHUmMesibHbIX pecypcoe

1.1.1 Co3pgaHue nNpoeKTa U HaCTPOUKN OKHAa peaaKkTopa

[Tocne 3amycka Unity co3maiite HOBbIN npoekT (kHomka New), ykaxkute umsa UnityArcanoid2D
u yctaHoBuTe raxok 2D.
Y 100HO HACTPOUTH OKHO PEAKTOpa CIETYIOIIUM 00pa3oM:

€ Unity 2017.40f1 Personal (64bit) - Untitled - UnityArcanoid2D - PC, Mac & Linux Standalone <DX11> [E=n e =
File Edit Assets GameObject Component Window Help

Rl & | S [0 IE][ Z8 | [eepiver | ®Local | > 11| [ @collab - | [ & | [Account + | [Layers - | [_GameDen- |
Tmerciect IR = fier=rchy aes | @mmspectar | o

&=
|creare | @ )| 4| % ||| Create <| GoAT
» € untitled =

Maximize On Play | Mute Audio | Stats

El Console

| Clear | | Callapse | Clear on Play | Ervor Pause | Editor 7| | Do|Aoc|@o

iﬁﬁ—ﬁ — — | — B e = ]
Takast HacTpoiiKa MO3BOJIIET OAHOBPEMEHHO BUJIETh OKHO UTPHI U B PEKUME pa3padOTKHU U B UT-

POBOM pEKUME.

Jlyis u3MeHeHHsI B3aMMHOTO PACIIOIOKEHUS YacTel OKHA peAakTopa JOCTAaTOYHO 3alleTUTh sp-
JBIYOK TpeOyeMOi YacTH 1 TIEPETAIUTh €r0 Ha HOBYIO TTO3UIIHIO.

Kpome Toro, B okHe npoekTa (Project) ycTaHOBJIEH peKUM «B OAMH CTOJOEI, YTO MO3BOJIAET
UCTIONIb30BaTh MPOCTPAHCTBO KpaHa 0oJjiee SKOHOMHO (IsI YCTAHOBKH 3TOTO PEXKHMMa HAlO BBI-
3BaTh MEHIO OKHA MPOEKTa (3HAYOK B IIPABOM BEPXHEM YIIIy) U BHIMOJHUTH KoMaHay One Column
Layout). JKenarenpHo Takke MMeTh Ha kpaHe okHO koHcoiu (Console). Ecinu oHO oTCyTCTBYET,
TO €r0 MOKHO 0TOOpa3uTh kKoManaoi meHro Window | Console.

[Tocne 3aBepuieHNs] HACTPOMKU KOH(UTYpallMK OKHa ee 11eJ1IeCO00pa3HO COXpaHUTh, HA)KaB Ha
KpailHIOI0 MpaByl0 KHOIMKY B BEPXHEW YacTH OKHA, BBHIIIOJIHUB B IMOSBUBLIEMCS MEHIO KOMAaHIYy
Save Layout... u BBeast HOBOe UM (3TO UMS MOSIBUTCSI HA KHOIIKE; B JTAHHOM cllydae ObLIO BBEJe-
HO uMsi _GameDev).

B HeKOoTOpBIX citydasix ObIBaeT yI0OHO U3MEHUTH pa3Mephl MprudTa 1 NKOHOK, UCIIOIh3yEeMbIX B
penakrope Unity. 9to MmoxHO crenats ¢ momonibio komanael Edit | Preferences | Ul Scaling (B Heid
MOXHO 33J1aTh TpeOyeMoe MacIITabupOBaHUE B TIPOILICHTAX ).
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1.1.2 [Job6aBneHue BHeLWHUx dannos

B npoekte Oyner ucnoiib30BaThcsl HAOOP BHEIIHUX (haiiioB (CIpaiThl JJii UTPOBBIX OOBEKTOB,
PUCYHKH sl (DOHOB M 3BYKOBBIE (haitibl). DTH (ailsibl MOKHO JOOABUTH B IPOEKT HETIOCPEICTBEH-
HO C MOMOIIBIO JII000T0 (haitIoBOro MEHEKepa, CO3/1aB JUIsl HUX COOTBETCTBYIOIIME MOAKATATIOTH
karaynora Assets.

B nmoakaranor Sounds Hago ckonmupoBaTh 3ByKOBBIE (aiibl hit.mp3 (ymap mapuka mno npemnsit-
CTBHUIO), point.mp3 (ToJlydeHre HOBBIX 0YKOB), lose.mp3 (moTeps mapuka) u Ricochet Xtreme.mp3
(poHOBASI MY3BIKA TPOJOIIKUTEITHHOCTHIO IPUMEPHO 2 MHUH. ).

B nonkaraor Sprites Ha0 CKOMMPOBATHh H300paKEHUS MAPHUKaA U OJIOKOB pa3HOTO I[BETa, KOTO-
peie oH Oymer pa3buBarh: ball.png, cube blue.png, cube red.png, cube green.png,
cube_yellow.png. bioku cunero nsera OyAyT Tak)Ke UCIOIb30BATHCS AJI CO3JaHUS CTEH, a YBe-
JMYCHHBIN MIapUK (TOYHEE, €ro BEPXHAS 4acTh) OYJET UCIIOIb30BATHCA B KAUECTBE PAKETKH IMOJTY-
KpyrJioi (popMBI.

B noakaranor Resources Hago ckonupoBath 30 uzoOpakenui ast goHa (1o ogHOMYy H300pa-
KEHUIO Ha KK/l ypoBeHb Urpbl) ¢ umeHamu 01.png, 02.png, ..., 30.png. B sTux nzobpakeHusx
UCIT0JIb30BaHA KOCMUYECKas TEMAaTHUKa, BCce N300paxkeHuss uMeroT Gpopmar 1024 x 768.

[Tocne Bo3Bpara B 0kHO penakropa Unity mpou30iIeT aBTOMAaTHYECKOE UMIIOPTUPOBAHUE BCEX
n00aBJIeHHBIX (halIoOB, M OHH TOSIBATCS B COOTBETCTBYIOIIUX MaNKax OKHA MPOEKTa (PUCYHOK Clie-
Ba). [Tanky Resources ynoOHO cBEpHYTH, & OCTAIbHBIE MOXKHO OCTaBUTh Pa3BEPHYTHIMU (PUCYHOK
CIIpaBa).

3 Project =

Create ™ 2 | ) | N

"ﬁResources
» 01
[ [
[~ [k]
»Floa
»Edos
»®os
» =07
»Hlos
» Moo
»M10
11
[« F
2 Bk
»RE14
»M™i1s
> s
17
» B8
10
>0
3
[ » ¥
(3. k]
> 24 1 Froject | = pp—

»l2s
: .| ra »
> 126 Create | 4% [ %

=
""327" » 53 Resources
> Ezs
> Blloo ¥ &3l Sounds

i z0 r hit
¥ 55 Sounds & lose
© hit & point
& lose - .
+ % Ricochet Xtreme
5o point .
& Ricochet Xtreme v ﬁ._ﬁprltes
¥ & Sprites | L_}ball
> _Jball b cyhe blue
e b B cube_green

b W cube_green = d
b Wl cybe_red A= [

b ilcube_yellow b cube_vellow
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1.1.3 HacTtpouka Bu3yasribHbIX XapakKTepPUCTUK Urpbl

s okHa urpel (Game) B crucke pa3MepoB (BTOPOH BBINIANAIONINK CIIMCOK B BEPXHEHW YacTH
okHa) BbIOepuTe BapuaHT Standalone (1024x768); B pe3yabTare Jyis CIEHBI OyJeT YCTaHOBJICHO
yKazaHHOe paspelnieHue (pUCyHOK cieBa). Pamka ciieHbl B OKHE clieHbI (Scene) Toxe OyAeT cooT-
BETCTBOBATh ATOMY Pa3peUICHHIO; Bpalllas KOJIECUKO MBIIIN B OKHE CIICHBI, MOKHO MPUOIU3UTH e
WJIU OTAAJIATH (PUCYHOK CIIPaBa).

<o ] =

Display 1 4| Standalone (1024x768) #| Scale == 0,51:  Maximize On Play | Mute Audio | Stats

Gizmes

Brimonaute komanny Edit | Project Settings | Player; B okHe uncnektopa (Inspector) mosiButcs
CIIUCOK HACTPOEK HUIpbl. YOEIUTEeCh, YTO HA3BAaHUE WIPHI COOTBETCTBYET HA3BAaHUIO IPOEKTa
(UnityArcanoid2D); 3To Ha3BaHUE MOSIBUTCS B 3ar0JI0BKE OKHA 3aIylIeHHOW Urpbl. UM koMmaHuu
(DefaultCompany) MOXHO HE U3MEHSITh.

B pasnene Resolution and Presentation st HacTonbHbIX PC ykaxuTe cienyronme HaCTpOHKH.

3 | #
Settings for PC, Mac & Linux Standalone HaCTPOﬁKH pa3MepOB OKHAa 6y)1yT YCTaHOBJ'Ie-
Resolution and Presentation HBbI aBTOMAaTUYECKH, €CIi CHATH (iakok Default
luti )
resalution Is Full Screen. 3nauenune Enabled mnst cBoricTBa
Default Is Full Screen* [ . . .
Default Screen Width  [1024 Display Resolution Dialog mo3Bonsit BeIOMpaTh
pefa It screen Helant 55" paspelieHre OKHa Cpa3y IOoCje 3amycka Mrphl (B
ac Retina Suppo . o
Run In Background* [ ] Bepcun Unity 2019 3Ta HacTpoiika Oblia yjaane-
standalone Player Options Ha). Jlns momnepKuBaeMbIX COOTHOIIEHUW CTO-
Capture Single Screen [ pon (Supported Aspect Ratios) ocTaBieH TOIbKO
Display Resolution Dialog| Enabled el o _
Use Player Log - BAPUAHT, COOTBETCTBYIOUIUN HCXOAHOMY COOT
Resizable Window = HOILICHUIO (43)

Mac Fullscreen Mode | Fullscreen Window With Menu Bar And Dock# |
D3011 Fullscreen Mode | Fullscreen Window 4]
Visible In Background 4

1.2 Hacmpolika HernnoO8UXXHbIX
arneMeHmMos cyeHbl ((poHa u cmeH)
Force Single Instance_ 6 pe)KUMe 0U3al.7Ha
¥ Supported Aspect Ratios

Allow Fullscreen Switch [+
=
4:3 4 Jlns no0GaBneHUsT U HACTPOMKH HEIOABHMIKHBIX
5:4 |
16:10 O 3JIEMEHTOB CIICHBI pa3paboTKa CKpHITOB HE Tpe-
16:9 = OyeTcs, JOCTaTOYHO CO37[aBaTh HY>KHBIE UTPOBBIC
00BEKTHI ¢ TIOMOIIBI0 OKHA UEPAPXUH, CHAOXKATH

Others
nX JOMNOJHUTCIbHBIMUW KOMIIOHCHTAMHU W Ha-

O

* Shared setting between multiple platforms.

CTpauBaTh UX CBOMCTBA.

C nomoinpto kHOTIKK Create okHa Uepapxuu co3aaTe HOBbIN 00beKT Sprite (2D Object | Sprite)
u nepenMenyiTe ero B Background (3T0 MOXHO cemarh, IBaKIbl MEIKHYB Ha €0 IMEHU B OKHA
UepapXuy WK U3MEHUB BEpXHEE T0JIe B OKHE MHCIIEKTOPA).
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Ha cBoiicTBo Sprite kommoneHnTta Sprite Renderer B okHe uHcnekTopa nepetamute daiin 01.png
u3 nanku Resources okHa mpoekTa. Eciu Temeps M3MeHUTH HAcTpOWKH KommoHeHTa Transform

| #scene i .= | © Inspector | o
vl 2o ) > i - o All = . .
Shaded 20 | - L Sizmes - L2 ¥ Background (] Static ¥
Tag | Untagged + | Layer | Default a.]
¥ .~ Transform (@ %
Position X 0 Y 0 Z|0
Rotation X 0 Y 0 Z0
Scale Xi1.3 ¥i1.3 Z11
v 5l ¥ sprite Renderer & %
Sprite 1 O{ehE o]
Color —
Flip Ox Oy
Material & Sprites-Default (o}
Draw Mode | Simple 3.
Sorting Layer | Default ™
Order in Layer 0
Mask Interaction | Mone 4]

Sprites-Default & #

[ Shader | Sprites/Default

Add Component ‘

=

Display 1 +| | standalone (1024x768) +| Scale (Jm== 0,51: Maximize On Play | Mute Audio | Stats

Ipumevyanue. ®OHOBBIA PUCYHOK MOXKHO TakX e YCTAaHOBUTH C MOMOIIBIO 00bekTa Image, ot-
Hocsmierocss K rpymme uaTepdericapix 00bekToB (Ul | Image), xors 310 moTpedyeT HECKOJIbKO
JIpPYTrux JeWCTBUH MO HAcTpoiike. B wactHOCTH, OHOBpEMEHHO ¢ 00bekToM Image Oyner co3man
o0wekT Canvas (kaHBa), U1l KOTOPOTO HaJI0 yCTaHOBUTH mapameTtp Render mode pasaeim Camera
Space u meperaunTh B mosBHBIIeecs moje oobekr Main Camera u3 pasnena mepapxuu. Ilocie
3TOr0 OCTAHETCSI HACTPOUTH 00BEKT IMage, pazBepHyTh NaHe b BEIOOpa BAPUAHTOB BIPABHUBAHUS
(Anchor Presets) u BeIOpaTh BapuaHT B IpaBoM HikHeM yriny (Stretch, Stretch), nepra Haxaroit
kinauiny Alt. TIpeumyriiecTBoM o J00OHON HACTPOMKH SIBJISIETCS TO, YTO (POHOBBIN PUCYHOK OyaeT
MOJICTPAauBaThCs TOJ JI000E paspelieHrne dKkpaHa. BelOpaHHBI HaMM BapuaHT sIBIsETCS Oolee
POCTHIM U HE TpeOyeT paboThl ¢ nHTEephEHCHBIMU 00beKTaMu (OoJiee moapoOHO pabOTy C UHTEP-
(eiicHbIME 00BEKTaMH MBI PacCMOTPHM B 11. 1.5.2).
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[Tocne mepBOoro M3MEHEHUsl CIEHBI 1eJIecO00pa3HO COXpaHUTh ee. JJis 3TOro JO0CTaTOYHO Ha-
xatb Ctrl+S. [Ipu nepBom coxpaHeHuu ciieHbl OyAeT MpPeUIOKEeHO yKa3aTh ee uMs. Beenure nms
MainScene, nocje 4ero COOTBETCTBYIOIINM JIEMEHT MOSBUTCA B OKHE TPOEKTA.

B panbHeiiem nocine Kaxxkaoro 0OHOBICHUS COJIEPKUMOTO CLEHBI CIEIYET COXPAaHATH €€ C MO-
MOIIIBIO TOM K€ KOMOWHAIINY KIIaBHIIL

Tenepps no6aBuM cteHbl. CO3aAMM YETHIPE CTEHBI, U3 KOTOPBIX BEPXHSIs, JIeBas U mpaBas OyIyT
BUJHBI Ha dKpaHe (0T HUX OyIyT OTpa)kaThCs IIAPUKH), a HIDKHAS CTeHA HEe OyJeT BHIIHA, HO MPH
NOMAJaHNHN Ha Hee MapuK OyJIeT YHMUYTOXKaThes (IMPH 3TOM OyJeT BO3HHMKATh BIIEYATIICHUE, UTO
HIAPUK YJIETEN C UTPOBOTO TMOJIS).

Jl1st co3nanus Bcex CTEH OyJlieM MCIOJIb30BaTh CHPAWT A 0Joka cuHero 1serta. [ 6ombIeit
HarJISIHOCTH co3AaauM mycroi oobektT Walls, mist koToporo Bce crenbl OyayT nouepuumu: Create
| Create Empty B okHe viepapxuu; neperMenyiiTe 3ToT 00bekT B Walls. /[ nanHOro o0bekra yc-
TaHOBUTE 3Ha4UeHUsI cBOMcTBa Position B okHe HHCTIEKTOpa paBHBIMU 0 (3TO BakKHOE JIEHCTBHE, TaK
KaK BCe JOUEPHUE O0BEKTHI MO3UITMOHUPYIOTCS OTHOCUTEIILHO CBOETO POJUTENHCKOTO O0BEKTA).

Jl1st co3manusi JOYEpPHUX OOBEKTOB MPOIIE BCErO MIENKHYTh MPAaBO KHOMKOM MBIIIN HA 00BEKTE
Walls u BeIOpaTh M3 MEHIO COOTBETCTBYIONIYIO KoMaHAy (B HamieM ciydae 2D Object | Sprite). Ile-
peumenyiTe co3nanubiii 00bekT B Left Wall u nmeperamure B mose Sprite pucynok cube blue u3
namnku Sprites OKHa NpOEKTa.

Ham Hago HacTpouTh pa3mepsl 100aBIEHHOTO 00BEKTa TAK, YTOOBI OH 00pa30Bas BBHICOKYIO Y3-
KYIO JIEBYIO CcTeHy. [ns «rpy0Ooi» HAcTpOilKM yIOOHO HCIOIb30BaTh BU3yaJIbHBIE CPENICTBA, MpeE-
nocrapisieMble UHCTpyMeHTOM Rect Tool, koTopblii BbIOpaH MO yMOJIYaHHMIO AJIsi UTPOBBIX 2D-
IPOEKTOB.

IR E )

Hcnonp3ys 3TOT MHCTPYMEHT, MOXKHO ME€peMEaTh OOBEKT 0 CLEHE, U3MEHATh €0 pa3Mephl, a
TaK)Ke BpallaTh €ro (IIOCIEAHIO0 BO3MOKHOCTh MbI HE OyJ1€EM UCIOJIb30BaTh).

[leperamute o0bekT Left Wall k neBoit rpanuiie cueHsl, cieaiiTe ero y3kuMm U BeiIcCOKUM. UTo-
TOBBIN BHUJI MOXXHO MPOBEpUTH 10 OKHY Game. Ilocie rpy0oil HACTPONKHU BBITTOJIHUTE «TOHKYIO»
HacTpolKy cBorcTB Position u Scale B paznene Transform okHa nncnekTopa.
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# Scene
Shaded

-=| © Inspector |

=/ 20 || % | )| &z

& -=

Gizmos 7| (arAll

’ ¥ Left Wall
-

[[] static ¥

Tag | Untagged ¢ | Layer | Default ]

¥ .~ Transform

@ %,

Position X -6.6

Y 0 Z0
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Scale X[0.2

Y 185 Z1

Sprite
Color

Flip
Material
Draw Mode

Sorting Layer

v [51 ¥ Sprite Renderer

o=
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[ 1»
Ox Oy

& Sprites-Default (o]

| Simple N

| Default 4+
Order in Layer 0

Mask Interaction | None s

Sprites-Default

Sprites/Default

@ =

'S Shader

Add Component ]

€ Game | =

Display 1 #|| Standalone (1024x768) +| Scale (=== 0.51: | Maximize On Play | Mute Audio | Stats

Uto0b1 00ecieunTh BHIBOJ M300pPaKEHHS CTEHBI MOBEPX (POHOBOT'O PUCYHKA, YKaKEM CBONCTBO
Order in Layer paBubiM 1. 3aMeTHM, 4TO CTEHA M paHEe PHUCOBANACh MOBEPX (POHOBOIO PHUCYHKA,
OJIHAKO B JaJIbHEHIIEeM, MpHU MOCIEIYIOIeH 3arpy3Ke JaHHOTO MPOEKTa, TaKas CUTyalus MOXKET
U3MEHHUTHCS, U TapaHTUPOBATHh MPABUIIBHBIA MOPAIOK MOXKHO Oy/eT TOJBKO YKa3aB /I JaHHBIX
00BEKTOB pa3HbIe HOMEpa YpOBHEN (0OBEKT TeM Odasibuse OT 3PUTETIS, UEM MeHbULE ETO HOMED).

[Tpexxae ueM mpucTynaTh K CO3JaHUI0 HOBBIX CTEH, CHAOAUM JIEBYIO CTEHY Ba)KHBIM JIOTIOJIHU-
TETbHBIM KOMITOHEHTOM, KOTOPBI OOECHEeUUT €€ B3auMOJICHCTBUE ¢ mapukoM. UToObl apyrue
00BEKTBI pearupoBajd Ha CTEHy (Kak Ha (pu3Myeckoe MpEensTCTBUE), HEOOXOAUMO CHAOIUTH €e
KOMITOHEHTOM-Ko./11auoepom. Jns storo Haxmute kHOonky Add Component B OKHE MHCIIEKTOpa
npu BeiOpanHoM oObekTe Left Wall u Bei6epute B crincke Bapuant Physics 2D | Box Collider 2D.
OOpaTtuTe BHUMaHUE Ha TO, YTO B Pe3yJbTaTe TPaHUIBI CTCHBI OyIyT 0OBEIEHBI 3€JICHON PaMKOii,
pa3Mepsl KOTOPOI COOTBETCTBYET pa3MepamM CTeHBI. Takum o0pa3oM, (pu3rdecKkre rpaHuIlbl CTCHBI
(OT KOTOpBIX OyAET OTCKAKWBATh IMIAPUK) OYyAYyT COBIANATh C TPAHHUIIAMU €€ n300paxeHus. MimeH-
HO TOATOMY MBI BbIOpanu Bapuant Box Collider 2D, To ecTs konmaiigep npsiMOyroJbHOTO pa3Mme-
pa.

Pazymeercs, 100aBUTh 3TOT KOMIIOHEHT MOKHO OBUIO U BIIOCJIEJCTBUH, KOT/Ia MBI 3aiiMeMcs
peanu3aiuell B3aMMOJICUCTBHS UTPOBBIX OOBEKTOB, HO OJarojapsi TAaKOMy «paHHEMY» Jo0aBie-
HUIO MBI CMOXKEM OBICTpEe CO371aBaTh HOBbIE OOBEKTHI, HCIIOIb3Ys MEXaHU3M KOITUPOBAHUSI.

CoznmaguM mpaByro0 CTeHY Kak komuio o0bekTa Left wall, mocne yero u3amMenum ee ums U Mojo-
xenue. J{ns atoro Beiaenute o0bekT Left Wall B okne nepapxuun u naxmure Ctrl+D. Byner cos-
nan oobekT Left Wall (1), koTopsiit Hano nepeumenoBaTh B Right Wall u nepemectuTh Ha HOBYIO
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no3uuuio. B naHHOM ciydae A mepeMelieHus yke HeT HeOOXOJUMOCTH B MHCTpyMeHTe Rect
Tool, Tak Kak BIOJIHE AOCTATOYHO MPOCTO YAAIUThH 3HAK «MHUHYC» B cBoicTBe Position X (u3me-
HUB €ro 3HaueHue ¢ —6.6 Ha 6.6). OO6paTuTe BHUMaHUE HA TO, YTO CO3JaHHAS KOTHSI TTOTy4YHIa BCe
KOMIIOHEHTHI OpUTHHAJNA, B TOM YHCJIE€ U KOMIIOHEHT-KoJutaiaep, a ee cBoiictBo Order in Layer
TOXeE paBHO 1.

| # Scene | © Inspector | et
Shaded 2l 20 || Gizmos ~| (©

;’ ¥ Right wall [] static ¥
Tag [Untagged 4| Layer [Default |

¥ . Transform @ %
Position X 6.6 Y 0 Z0
Rotation X 0 Y 0 zZi0
Scale X|0.2 Y 18.5 241

v (5l |¥ Sprite Renderer @ =
Sprite _“.cube_blue (o]
Color [ 1Z
Flip LIl
Material (@ Sprites-Default | ©
Draw Mode [Simple 3]

Sorting Layer Default s

Order in Layer 1

Mask Interaction | Mone s

v B ¥ Box Collider 2D @
£ | Edit Collider
Material None (Physics Mater ©
Is Trigger O
Used By Effector ||
Used By Composite ||
Auto Tiling ]
| € Game | e Offset
| Display 1 #!|| Standalone (1024x768) #| Scale (=== 0,51: Maximize On Play  Mute Audio | Stats 240 o
Size
X|1.28 Y 0.64
Edge Radius 0
» Info
Sprites-Default @ %=

> Shader | Sprites/Default

Add Component ]

Tenepb cozmaanM BEpXHIOW CTEHY. [ HEee MBI YCTAaHOBUM OOJBIINN pa3Mep MO BEPTUKAIM,
YeM pa3Mephl JIEBOU U MPpaBOi CTEHBI [0 TOPU30HTANHN, TaK KaK B ajbHEMIIeM Mbl 10OaBUM Ha ATy
CTEHY TEKCT C UH(OpMaLMel 0 COCTOSHUU UTPBI U AOCTYNHBIX KJIaBUIIAX.

BoinmonnuTe konuposanue 1000it u3 creH Left Wall unu Right Wall, nepeumenyiite nomxydeH-
Hyto konuto B Top Wall u yctanoBute ee cBoiicTBa u3 rpynmnsl Transform Tak, Kak yka3aHo Ha pu-
cyHke. O6paTtuTe BHUMaHUE Ha TO, YTO MaciuTad 1Mo BEPTUKAJIW JJIs JAHHOM CTEHBbI paBeH 1; 3To
3HAYUT, YTO BBICOTA BEPXHEW CTEHBI paBHA BBICOTE MCXOIHOrO CHMHEro Oioka. OOpaTuTe Takxke
BHUMaHUE Ha TO, YTO pa3Mephl KoJUlaiiiepa aBTOMAaTUYECKH TIOJICTPANBAIOTCS TI0]T HOBBIE pa3Mephl
oOBeKTa.

YroObl rapaHTUPOBATh, YTO JaHHAs CT€HA OyJIET PUCOBATHCS MOBEPX JIEBOM W MPaBOW CTEHHI,
3adaiiTe 11 Hee 3HaueHue cBoicTBa Order in Layer paBHBIM 2.



4 Scene +=| © Inspector | & =
- o BL - i v | (orAll - = :

Shaded 20 || % <) | & Gizmos A ' W [Top Wall (] Static ¥

Tag | Untagged #| Layer | Default

¥ .~ Transform @ %,
Position X 0 Y 4.7 Zi0
Rotation X 0 Y 0 Z0
Scale X 13 Y1 Zi1

v 5l ¥ Sprite Renderer @ %
Sprite \icube_blue (o]
Color [ |
Flip Ox Oy
Material [0 Sprites-Default | ©
Draw Mode | Simple 4]

Sorting Layer | Default s ]
Order in Layer 2
Mask Interaction | Mone &5

v B ¥ Box Collider 2D @ %

@ Edit Collider

Material [None (Physics Mater, ©
Is Trigger -
Used By Effector [ |
Used By Composite [_|
Auto Tiling [J
‘—CGaT[ Offset

X0 Y 0
Size
X 1.28 Y 0.64
Edge Radius 0
» Info

Display 1 $ | Standalone (1024x768) 4| Scale (=== 0,51: | Maximize On Play | Mute Audio | Stats

Sprites-Default @ %=

> Shader | Sprites/Default

[ Add Component J

Ham ocranoce 100aBUTh HMKHIOIO, HEBUAMMYIO JJIi UTPOKA, CTEHY, YIapUBIINCh O KOTOPYIO
IIAPUK JTOJDKEH UCUe3HyTh. [Ipolie Bcero co3aarh 3Ty CTEHY B BUAE KOMHMM BEPXHEH CTEHBI, IOCTE
4yero neperMeHnoBath ee B Bottom Wall u u3amenuts 3Hauenue ee cBoiicta Position Y Ha -6 (pac-
CTOSIHME OT BEPXHEro Kpasi HY)KHEW CTEHbI 10 HM)KHEW I'paHUIlbl CLEHBI JOKHO ObITh MPUMEPHO
PaBHO BBICOTE 3TOM CTEHBI, TAaK KaK AMAMETP IIapHKa y HAaC TOKe OyJeT NPUMEPHO PaBEH 3TOH BbI-
coTe).

JI51st UTPOBBIX OOBEKTOB CO CXOJHBIMU (DYHKIIUSIMHU TOJIE3HO 33/1aTh TaKyl0 OOIIYI0 XapaKTepu-
cTUKy, kak MeTka (Tag). Hapsay ¢ yxxe nMeromuMcs HabOpoOM CTaHIAPTHBIX METOK, MBI MOXEM
co3/1aBaTh CBOM METKHU. [[JIsi 3TOro MOCTaTOYHO pa3BepHYTh cmucok Tag (as mo0oro UrpoBOTO
00beKTa) U BBIMONHUTH KoMaHny Add Tag...; B pe3ysibTaTe MOSBUTCS CIHUCOK CO3JAaHHBIX HAMH
METOK, B KOTOPOM HaJ[0 Ha)KaTh CHUMBOJI «+» M BBECTH MM HOBOM METKHW. B Harem cirydae BBEIIH-
Te umsa Wall.

[Tocne »TOro MOXHO MEPEHTH K HY>)KHOMY OOBEKTY B OKHE HEpPApXUU U yCTAaHOBUTH I HETO
3Ty MeTKy. Tak Kak Mbl XOTUM YCTAHOBUTh METKY AJII BCEX CTEH, YAOOHO BBIICIUTH BCE OOBEKTHI-
CTeHbl (BBIAENMB NEpBYyI0 creHy, Left Wall, u 3arem menkHyB Mbllibi0 Ha mocienHei, Bottom
Wall, nepsxa naxkaroit knasuiry Shift), mocie dero cpa3y 3aaate Mmetky Wall 11t Bcex BbIOpaHHBIX
CTEH.

KpoMme Toro, mosje3Ho onmpeAesuTh AJis BCEX CTEH CHelUalbHbIA cioil Layer (3Ta HacTpoiika
pacmosoxeHa psagoM ¢ MeTkoi). [IpeaBapuTenbHO HaJO CO3/aTh CIOW AJIs CTEH, pa3BEpHYB CIIH-
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COK cJ10€B U BbINOJIHUB KoMaHy Add Layer..., nocne yero yka3aTe uMs HoBoro ciost Wall B iep-
BoM noctymHoM mosie BBoaa (User Layer 8). [Tocne aToro, BeIieTMB Bce OOBEKTHI-CTEHBI B OKHE
Wepapxuu, MOKHO Cpa3y 3a1aTh 1js HUX cioit Wall.

3ametuM, 4TO ciou Layer urpaiot Apyryro poib o cpaBHEHHIO co ciosiMu Sorting Layer, koTo-
pble YKa3bIBaIOTCS B KOMIIOHEHTe Sprite Renderer n ob6ecrieunBaloT HYKHBIM MOPSAIOK OTOOpake-
HUs1 00BEKTOB Ha cueHe. Cnou Layer mo3BONSIOT ONPEAEINTh, KAKHE OOBEKTHI UTPbl MOTYT B3au-
MOJIEHCTBOBATh MEXIy cO00i (kak (usmueckue Tena). B manpHelIieM Mbl BOCIOJIB3YEeMCs 3TOM
BO3MOKHOCTBIO.

1.3 Co30aHue pakemku u Hacmpolika ee yrnpaeJsieHuUsl ¢ MOMOW,bI0 MbILU

1.3.1 Co3gaHue pakeTKn U HaCTpOUKa ee CBOUCTB

Tenepb co31aIUM PAKETKY — UTPOBOM OOBEKT, KOTOPHIM MOKET YIPABIISTh UTPOK.

OOBIYHO PAKETKU B UTPE «APKAHOUI» PEATU3YIOT B BHJE TOPU3OHTAIBHOW IIATHOPMBI He-
Oomnpiol mupuHbl. OHAKO TaKOW BapUaHT PAKETKH OCTABISET UTPOKY MaJlo BO3MOKHOCTEH ISt
YIOPABJICHUS IIAPUKOM, TTOCKOJIBKY MPU yJape MIapuKa MOYTH B JHO0O0M YacTh Takod IMmiaTdopmbl
(32 UCKJIIOYEHHEM KpaeB) OH OyJIeT OTpakaThCsl MOJ OJHUM U TeM ke yriaoMm. Ecnmu Ol pakeTka
uMesia OBAIbHYIO (POpMY, TO 3TO MO3BOJWIO OBl UTPOKY 0OJIEe TOUHO YNPABISATH MIAPUKOM, T10]I-
CTpauBasi MOJIOKEHUE PAKETKH TaKUM 00pa30M, 4TOOBI IIAPUK MIPH yJape 0 Hee OTPa3UIICA B JKella-
TeJIbHOM HarpaBieHuu. [Ipyu 3TOM OT mporpamMmucTa He MOTPeOyeTCs Peaiu30BBIBATH CIIOKHBIN
QITOPUTM pacyeTa yria OTPa)Ke€HUs, TaKk Kak BCE MOJI0OHBIE NEHCTBHUS BO3bMET Ha cels pusnye-
ckuil nBxoK cucteMbl Unity. HeoOXxoauMo nuIllb UCHOJIB30BATh MOAXOSIINE KOJIaUaephl IJIs
pPEruCTpalii COyAAPEHHUs IapuKa U OBAJIbHOM pakeTku. K coxkalleHHIo, OBaIbHBIX KOJUIAWIEPOB B
Unity He npenyCMOTPEHO, OAHAKO UMEETCSI KPYTrOBblE€ KOJUIAHAEpbl, KOTOPHIMU MBI MO>KEM BOC-
M0JIb30BAThCA.

[IpencraBum pakeTKy B BUJI€ BEPXHEHN YacTH mIapuka (Tak, YToObl OCHOBHAsI YaCTh 3TOTO LIAPH-
Ka pacrnoJiarajach moJ UrpoBoM cieHoi). Torga BeicTymaromias HaJl HUKHEH TpaHULEW CIEHBI
4acTh IIapuKa Oy/eT BBIMJISIIETh Kak MaaTdopMa ¢ OBabHOM rpaHUIleH, 1 HaM YIacTCsl B TOUYHOCTH
COBMECTHUTH C 3TOM IPAHULIEN COOTBETCTBYIOLIMKA KPYTOBOM KOJIJIAUIEp.

Peanuzyem sty uzero. [Tockonbky pakeTka sBISETCSI OCHOBHBIM UTPOBBIM OOBEKTOM, HA30BEM
ee Player. Cozmagum B OkHe nepapxuu HOBBIM UrpoBoi 2D-00nekT Sprite ¢ umenem Player u me-
peTranmmM Ha cBOMCTBO Sprite kommoneHnTa Sprite Renderer pucynok ball u3 manku Sprites okHa
MPOEKTA.

Hactpoum paszmeps! u nosoxenue oobekta Player Tak, kak mokasaHo Ha pucyHke. Kpome toro,
noJiokuM 3HaueHue cBorctBa Order in Layer paBHbIM 3, 4TOOBI Hallla pakeTKa U300paxanach Mo-
BEPX CTEH.

JloGaBuM K co3maHHOMY 00beKTy KpyroBoi koutainep (Add Component | Physics 2D | Circle
Collider 2D). Mbl MoxxeM yOenuThCsl, YTO TPaHULIA KOJUIaiiiepa COBMAIET C TpaHulel n300paxe-
HUS, TO €CTh, B YACTHOCTH, C BEPXHEU IPAHULICH HAIIEH PAKETKH — TOU YaCThIO, OT KOTOPOU J0JI-
KEH OTpakaThCA IIAPUK.
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CasixeM co3aHHBIN 00BEKT ¢ MeTKOU Player (3Ta MeTka y>ke MpUCYyTCTBYET B CTaHJAPTHOM Ha-
O0ope METOK) U, KpoMe TOro, 3a7aauM Jijist Hero cioi Player (3ToT cioit motpebyercst co3narh).

®uznueckuil ABMKOK Unity ocoObiM 00pa3zom 00pabaThiBa€T HEMOJBHXKHBIE OOBEKTHI, CHAO-
YKEHHbIE KOJUlaiiepaMu (B HallEeM cllydae 3TO CTEHbI), Cpasy ONpeAesiss ux (puandyeckue xapakre-
PUCTUKH U B JaJIbHEWILIEM HE BBINOJHAS UX nepecyeT. Ecnu 00bekT, CHAOKEHHBIN KOJUTAWIEpOM,
nepeMeNIaeTcsl, TO MPUXOAUTCA MOCIE KaXI0r0 MepEMEIEHUs TePEeCYUTHIBATh €r0 XapaKTePUCTHU-
ku. Jlyig noBblieHns 3pPEKTUBHOCTU TAKOTO NepecueTa HaJo0 CBA3BIBAThH C JIOOBIM JBHKYIIMMCS
00BEKTOM, CHa0KEHHBIM KoJIIaiaepoM, ocoObii komnoHeHT Rigidbody 2D (Haxoasiumiicst B Toit
xe rpynmne Physics 2D, yTo 1 Bce nByMepHbIE KoJulaiiepbl). ITO MO3BOJUT HE TOJIBKO Ooiee 3 (-
dbekTBHO 00pabaThIBaTh CTOJIKHOBEHHUS TJAHHOTO 00OBEKTA C JPYTUMHU UTPOBBIMU 00BEKTaMU, HO U
o0ecrevynT MOBEJIEHUE 3TOr0 00BEKTa KaK «HACTOSIIET0» (U3NYECKOTO Teja, MOTUHHSIONIETOCS
du3znyeCKUM 3aKOHaM (YTO MPUTOAUTCS HAM MPU pean3allii ABMKEHUS [IapUKa).

Wrak, nodbaBuM k o0bekty Player kommonent Rigidbody 2D (Add Component | Physics 2D |
Rigidbody 2D). Jlns pakeTku He TpeOyeTcs MOTIUHATHCA (PU3NYECKUM 3aKOHAM, MOCKOJIBKY OHA
OyAeT MOJHOCTBIO YIpaBIsIThCsl UTpokoM. [TosToMy HeoOxoaumo nonoxkuTh 3HaueHue Body Type
paBHbIM Kinematic. M0XHO 3aMETHTh, YTO TMOCJIE 3TOr0 MHOTHE CBOMCTBa kommoHeHTa Rigidbody
2D mpocTo MCUYE3HYT M3 OKHA MHCIIEKTOpa. 3aMeTHM, 4TO Hapsay co 3HadeHueM Body Type pas-
HbIM Dynamic (OCHOBHBIM BapHaHTOM, 0OECIIEUMBAIOIIUM MOBEICHHE 00BEKTA KaK «(U3UUECKOTO
Teay), MPeayCMOTPEH BapuaHT Static, KOTOPbIN (PaKTUUECKH COOTBETCTBYET MOBEACHUIO OOBEKTA,
HUMEIOIIEro KoJutaiiep, Ho He cHaOkeHHOTro KoMrnoHeHToM Rigidbody 2D. Mb1 mornu Obl CBsi3aTh
koMrioHeHT Rigidbody 2D, umeronuii 3Hauenue Static, ¢ HEOJBUKHBIMU CTE€HAMM, HO 3TO HUKAK
HE cKa3ajoch Obl HA UX MOBEACHUH (M He crenano Obl 3To moBeneHue Oosee 3P pexTuBHbIM). [1o-
TOMY OCHOBHBIMHU BapHMaHTaMU HacTpoiiku cBoiicTBa Body Type siBnsitorcs Dynamic u Kinematic.
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3aMeTUM TaKkXe, 4TO OOBEKTHI C KOJUIaiaepamMu, He umeromue kommnoHeHTa Rigidbody 2D wmm
HMMEIOIIEe KOMIIOHEHT co cBoMcTBaMH Static mum Kinematic, 00y1agaroT «0€CKOHEYHOH MacCoi»;
9TO BBIPAKAETCS B TOM, YTO IIPH CTOJKHOBEHUSIX C IPYTUMU (TUHAMUYECKUMH) UTPOBBIMU OO0BEK-
TaMU OHU OCTAIOTCS HEMOABMKHBIMHU (B OTJIMYUE OT JTUHAMUYECKUX OOBEKTOB, OTPAKAIOIINUXCS OT
HUX 10 3aKOHaM (U3HKH).

1.3.2 HacTtpounka maTtpuubl B3aMuMmoaencTBumn

duznuecknii IBIWKOK Unity B OOJBITUHCTBE CUTYalMii HE KOHTPOJIMPYET B3aUMOJICHCTBHE Me-
KOy KOJUIalJepaMy CTaTUYECKHX U «KMHEMaTU4eCKHuX» 00BbeKkTOB. OAHAKO B HEKOTOPBIX CUTya-
musix (Korja Juid Kojuaiiiepa ycTaHoBjeH pexkuM s Trigger) Takoe B3auMoieicTBUE BCE Ke KOH-
TPOJIMPYETCS, YTO MOXKET MPUBOJUTH K M3JIMIIHKAM BbIYHMCIECHUAM. VIMeeTcs mpocToil U yHUBED-
CaJIbHBIA CIIOCOO OTKIIIOYUTH MPOBEPKY B3aUMOACUCTBUI MEXIYy OOBEKTaMU, ISl KOTOPBIX 3TO HE
Tpedyetcs. st 3TOro J0CTaTOYHO pa3MECTUTh OOBEKTHI B PA3HBIX CIOSX U HACTPOUTH MATPUILY
B3aMMOJICUCTBHUI MEX1y OOBEKTAMH 3TUX CIIOEB.

[TpogemMoHCTpUpyEM 3Ty BO3MOYKHOCTb, OTKJIIOYMB JIHOObIE B3aUMOAECHCTBUS (M MPOBEPKY HUX
HaIM4us) MeXay oobekTtom Player m crtenamu Ha crieHe. Beimomnum komanay Edit | Project
Settings | Physics 2D; B pe3ynbTaTe B OKHE MHCIIEKTOpA MOSBATCS COOTBETCTBYIOIINE HACTPOUKH,
U3 KOTOPBIX Hac OyAeT MHTepecoBaTh MOCIEIHUN 2JIEMEHT, Ha3bIBAEMbIN MaTpHILIEH B3aUMOJIEHUCT-
BHUSI CJIOEB.

DTOT 3JEMEHT BKIIOYAET BCE CJIOM, KAaK CTAHIAPTHBIC, TaK U JT0OABJICHHBIE Pa3padOTUUKOM,
IpUYEM IO YMOJYAHHUIO pa3pelieHbl B3aUMOJIEUCTBHS BCEX CJIOEB (pUCYyHOK cneBa). Ham mocra-
TOYHO OTKJIFOUUTH B3auMmojencTBre Mexay cioamu Wall u Player, momy4uuB B pe3yibTaTe MaTpu-
1y, IPUBEJCHHYIO HA PUCYHKE CIIPaBa.

¥ Laver Collision Matrix ¥ Layver Collision Matrix
g 5 g 3
2 5 2 5
»5 » g
o =2za o =23 a
2= oo 3 2= oo3
mgcﬁﬁgg mgcﬁﬁgc_
= = - = ~+ i+ . A I i+
Default [« [« |« |« [« [ [ Default o [« [ o [ [+ [
TransparentF [« [« [« [« [+ [+ TransparentFH [of [« [« [ [+ [+
Ignore Raycast v (v (v (o [« Ignore Raycast v [ [+ [+ [+
Water [»f [+ [+ [+ Water [+ [+ [+ [+
ULl o | UL o o o
Wall [+ [+ Wall [ ] [+
Player [« Player [«

[ToguepkHeM, 4TO B JAHHOM cCIllydae 3TO JEHCTBHE HE SIBIISETCA 00s3aTeIbHBIM, TaK KaK OHO
JUIIH MOXET o0ecnieunTh Oosiee dhdekTuBHOE PYHKITMOHUpPOBaHUE (HU3NUECKOTO JIBIKKaA. OnHa-
KO B JPYTHX CHUTYaIUsX TOJIHKO KOPPEKTHPOBKA MATPHUIIBI B3AaMMOJICHCTBHSI CIIOEB TTO3BOJISIET OP-
raHU30BaTh MPaBUIbHOE (DYHKIIMOHUPOBAHUE WTPHI (MBI BCTPETUMCS C TaKOW CHUTyallMel, Korja
OyJeM pealn30BbIBaTh BAPUAHT UT'PHI C HECKOJIBKUMH IAPUKAMH).

1.3.3 YnpaBneHue pakeTKown

Temnepb obecrieunM BO3MOKHOCTD IIEPEMEIICHUS PaKeTKH UTPOKOM. JIJIsl 3TOr0 MOXKHO OBLIO OBI
WCITIOJIB30BATh KJIABUIIIK CO CTPEJIKAMH, OJTHAKO 0oJiee yAOOHBIM U OBICTPHIM SIBJISIETCS MEepeMeIe-
HUE PAKETKH C TIOMOIILI0 MBIIH. [Ipu 3TOM mporpamme JOCTATOYHO pearupoBaTh Ha TOPU30H-
TaJbHOE JBMIKEHUE MBIIIH, PUYEM HUKAKHX CIEIUATBHBIX JEHCTBHH 10 «3aXBaTy» PAKETKU MbI-
IIBIO BBITIOJIHSATEL HE TPeOyeTcs.

Peanuzanmsi onmrcaHHONW BO3MOMKHOCTH YK€ TpeOyeT pa3padOTKH MpOrpaMMHOro ckpunta. Bee
CKPHIITHI, CO3/IaBacMbI€ B MPOEKTE, OyJeM pa3MelaTh B IManke Scripts, KOTOPYI MOKHO CO37aTh
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HETOCPEACTBEHHO B OKHE MpoekTa (komanoi Create | Folder) wim B moakaranore Assets kaTajgora
C IPOEKTOM.

Brimenum co3mannyto manky Scripts u co3maauMm HOBBIN ckpunt (Create | C# Script). Crnenyer
HEMEIJIEHHO TIEPEMMEHOBATh ATOT CKPHUIIT, MOCKOJIbKY €CIIH 3TO HE CJeNaTh cpasy, UCXOAHOE UMS
OyZeT UCIOJIb30BaHO MPU TeHepaliy 3aroToBku ckpurrta. Hazosem ckpunt PlayerScript.

Y1oOBbl OTKPBITH ATOT CKPUIT B OKHE cpeasl MonoDevelop, 10cTaTouHO BHINOJHUTH JABOWHOM
MIETYOK Ha UMEHHU 3TOT0 CKPHUIITA B OKHE POEKTa. 3aMETUM, YTO U3MEHUTH Cpely, IIpeIHa3HAuYCH-
HYIO Ui PENAaKTUPOBAHUS MPOTPAMMHBIX CKpPHUIITOB, MOXXHO C MoMomibio kKomauabl Edit |
Preferences | External Tools, yka3aB HoBbIi BapuanT B nose External Script Editor.

CoznanHas 3arotToBka 0y/ieT UMETh BH/]L

using System.Collections;
using System.Collections .Generic;

using UnityEngine;
public class PlayerScript : MonoBehaviour {

// Use this for initialization
void Start () {

// Update is called once per frame
void Update () {

}

B nanpHeimeM MbI Oy1eM TOJb30BaThCS IPYTUM CTHIIEM PACCTAaHOBKHU (PUTYPHBIX CKOOOK, TpH
KOTOPOM OTKphIBaroIas (purypHas CKOOKa BCeT/Ia HaXOJIUTCS Ha ypOBHE 3aKpbIBaromieh. YToOs
penaktop cpenbl MonoDevelop nmoaaep>xuBan Takoi CTwiIb U o0ecrieurBail aBTomaTudeckoe Ghop-
MaTUpPOBAaHHWE, HAJO0 BBHIMOJHUTH KOoMaHay Tools | Options u B paszmene Source Code | Code
Formatting qyist mosist C# source code BeiOpath BapuanT Microsoft Visual Studio. Bnpouewm, sta Ha-
CTpOMKa HE TMOBJUSAET HAa BUJ MCXOJHBIX 3arOTOBOK, KOTOPBIE MPHUAETCS OTKOPPEKTUPOBATH Clie-
TYIOMIMM 00pa3oM (MOXKHO TaKXe yJIaduTh KOMMEHTapHUH, MPEABapSIONIMe OMUCAaHUsI METOIOB, U
po0esTbl MKy UIMEHEM METOJIa M OTKPBIBAIOIIEH CKOOKOM):

using System.Collections;
using System.Collections .Generic;
using UnitykEngine;

public class PlayerScript : MonoBehaviour

{
void Start()

{
}

void Update()
{
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JloGaBUM B METO/IbI HOBBIE OTIEPATOPHI (OHU BBIIEIEHBI MOTYKUPHBIM HIPUDTOM):

void Start()
{

Cursor.visible = false;

void Update()
{

var mousePos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
var pos = transform.position;

poS.X = mousePos.X;

transform.position = pos;

}

Coxpanum m3MeHeHHbIN ckpunt (HaxkaB Ctrl+S), BepueMcsa B pegakrtop Unity U CBSDKEM 3TOT
ckpunt ¢ oobekToMm Player. IIpocTeiinum criocodom JyIst 3TOro sABIISIETCS BEIOOP 00BbekTa Player B
OKHE MepapXuH U MepeTaCKUBaHUE CO3JJaHHOTO CKPUIITA U3 OKHA MPOEKTa B OKHO MHCIIEKTOpa (KO-
TOpOE B JJAHHBIM MOMEHT OTOOpakaeT Bce KOMITIOHEHTHI o0ObekTa Player). B pesynbraTe B HUXKHEH
4acTH OKHA MHCIIEKTOpa MOsSBUTCS HOBbIM KOMIOHEHT 00bekTa Player ¢ umenem Player Script.

KoMmnuisiius co31aHHOTO U COXPAHEHHOTO CKPUIITA BBIMOJHSIETCS aBToMaTudecku. Eciau omiu-
OOK MpU KOMMWISIIIUK HE BBISBIEHO (TO ecTh OKHO Console HE COAEPKUT COOTBETCTBYIOIIUX CO-
0OILIEeHNIT), TO MOYKHO 3aIlyCTUTh Halll TPOEKT Ha BbINOJHEHHE B cpene Unity, HaxkaB KOMOMHALIMIO
Ctrl+P wnu KHONKY 3amycka HaJ OKHOM CLEHBI (3TOH k€ KOMOMHAalUel U KHOMKOW MOKHO OCTa-
HOBUTH BBITIOJIHEHUE TTPOCKTA).

Ecnu npu 3amycke nmepeMecTUTh MBIIIbL B OKHO UTPhI, TO U300paKeHHE Kypcopa MBI UCUEe3-
HET, @ PAKETKa HAYHET JBUIaThCS BCIIE] 3 TOPU3OHTAIbHBIM [IE€PEMEIICHUEM MBIIIH.

3ameuanue 1. Bmecto Tpex mocnennux omeparopoB Meroaa Update Henb3si UCIONB30BAThH
€IMHCTBEHHBIN OlepaTop BUjIa

transform.position.x = mousePos.x;

DTO CBS3aHO C TEM, YTO POSition SBIISICTCS HE MOJIeM, a CBOMCTBOM KJiacca transform, u mosromy
HE MOXXET ObITh U3MEHEHO «I10 4YacTsM». MOHO JIMIIb COXPAHUTh €ro BO BCIIOMOTATENHLHOM T1e-
PEMEHHOM, U3MEHUTH A3TY NIEPEMEHHYIO U 3aT€M MPUCBOUTH 3HAYEHUE STOU MEPEMEHHON CBOMCTBY

position «B LIETIOM.

|| Sndslone 1024:765) ¢ 031 Minize n Play | uce A Stas 3ameuanme 2. [Ipu Takoil peanuzauuu nepemenie-
HUS PAKETKH €€ MOXHO MEPEMECTUTh U 3a TpaHUlly
cienbl. Koneuno, MoxkHO ObIJI0 ObI 100aBUTH OTPaHMU-
YeHHe, HE TO3BOJIAIONIEE PaKETKE MepeMeniaThes 3a
BEpPTUKAJIbHBIE CTEHBI, OJIHAKO MCIOJIb30BAHHBIA Bapu-
aHT SIBJISIETCS HE TOJBKO OoJiee MPOCThIM, HO U OoJjee
yA0OHBIM, TaK KakK MO3BOJIIET OTOMBATh IIAPUK, JICTS-
AN B yroJ CLEHBI, TOM YaCThKO PAKETKH, KOTOpas
uMeeT HamboJiee MOIXOASIINN yroi HakJIoHa (CM. pHU-

CYHOK).
MBI MOXEM TakKe 3almyCTUTh MPOEKT B BHIE OT-
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JeIbHON TIporpaMmbl. Jjist 3TOoro pocraroyHo BeImoJHUTE KoMaHay File | Build and Run unu Ha-
xath kiaBuiny Ctrl+B. IIpu mepBom TakoMm 3amycke OyAeT mpeaiokeHO yKa3aTh UMsl exe-daiina.
VYkaxkeM ums, coBrnajaromiee ¢ umeHem npoekra: UnityArcanoid2D.

[Tpu 3amycke mporpamMMbl MOSIBUTCS OKHO HAaCTPOEK, B KOTOPOM MOKHO BHIOpaTh pasperieHue
JUIS TECTUPOBAaHUS TMPOTPAMMbI WJIM YCTAHOBUTH IIOJHOOKPAHHBIN pPeXuUM (CHAB (IIaXkKoK

UnityArcanoid2D Configuration ]| [ nivarcanciozn o & [
Graphics Input
Screen 540 x 480 hd Iwindowed
Graphics quality Ultra -
Select monitor Display 1 -
[ Play! l | Quit |

[Toka 3aBepHIUTh WPy MOXKHO TOJBKO CTaHAAPTHBIMHU cpeacTBamMu Windows (B 4acTHOCTH,
koMmOuHarnueit Ctrl+F4). B nanpheiiem Mbl peanusyem 6osee y1oOHbIN crioco0 ee 3aBepIIeHUs.

1.4 Co30aHue wapuka u Hacmpolika e20 noeeGeHUsI 6 Pa3sIuYHbIX Pexumax

1.4.1 Co3paHue o6bekTa Ball u HacTponka ero cCBOUCTB

[Ipex e yeM MBI CO3aIuM IIapuK — 00beKT Ball — u HauHeM HacTpamBaTh €ro CBOHCTBA, MbI
co37aiuM BCrioMoraTtenbHbIid pecype tumna Physics Material 2D, koTopsiid, Oyaydn MOJKITIOYEH K
o0bekty Ball, o6ecrieunT nist Hero HeoOXoAMMOE TTOBEICHUE.

[TomecTuM 3TOT HOBBIN pecypc B OTIEIbHYIO nmanky Physics, mockonbKy (hu3ndyeckue matepua-
JI6I TIO3BOJISIFOT HACTPOUTHh UMEHHO (DM3MUECKHE CBOMCTBA T€X OOBEKTOB, JJISI KOTOPBIX 33Ja0TCS.
C nomompto koMan bl Create okHa mpoekTa 100aBUM B 3Ty manky pecypc Physics Material 2D u
HazoBeM ero BallMaterial. CBoiicTBa 3TOr0 Marepuana 3aiaaiuM clieayromum oopa3zoM: Friction
10JI0KUM paBHbIM ( (TpeHuUe y 1apuKa OTCYyTCTBYeT), Bounciness mojiokuM paBHbIM 1 (ynpyroctb
y IapHKa SBISIETCS MaKCHMAJIbHOM ).

Teneps co3maiuM B OKHE HepapXUK HOBBIN UTPOBOMl 2D-00bekT THNA Sprite, HazoBeM ero Ball u
HAaCTPOUM PsiJ] Er0 CBOMCTB.

Ha cBoiicTBo Sprite komnonenta Sprite Renderer mepetamum pucyrok ball u3 okHa npoekra.

Pa3meps! u nmosoxkeHre mapuka HaCTPOUM TaKUM 00pa3oM, YTOOBI OH pacroJiarajics Ha IpaBoi
MOJIOBUHE PAKETKH, TOCKOJIBKY MPH 3aITyCKE OH MOJIETUT BBEPX U BIPABO.

Jlo6aBum k oObekTy Ball kpyrosoit komnaiinep um o6bekt Rigidbody 2D. Jlns oObexta
Rigidbody 2D npu 3nauenun Body Type, paBHom Dynamic, oOHynum cBoiictBo Gravity Scale
(uTOOBI B CHTYyaIlH, KOT/Ia IAPUK HAYHET JABUTATHCS, HA HETO HE JCHCTBOBAJA CHUJIA IPUTSKEHUS ),
nocse yero ycranoBuMm 3HaueHue Body Type, paBHoe Kinematic (HOCKONIBKY B HadaJdbHBINM MO-
MEHT MTPHI IIAPUK JOJDKEH HAXOAUTHCS Ha PAKETKE M IBUTAThCSI BMECTE C HEM).

VYcranoBuM u1s o0bekta Ball metky (Tag) u cnoit (Layer) ¢ Takum sxe UMEHEM, CO3/1aB JJIs 3TO-
IO HOBYIO METKY Y HOBBII CJIOM.
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Hakonen, 3agaauM A KoJulaiiepa IapuKa CO3JaHHBIM paHee (U3MUECKHil MaTepuan
BallMaterial, mepeTamus 3TOT pecypc U3 OKHA MPoeKTa Ha cBoicTBO Material kommonenTa Circle
Collider 2D (martepuan komnonenta Rigidbody 2D Mensth HEe TpeOyercs).

B pesynbrare chenaHHbIX HACTPOEK CBOicTBa 0ObekTa Ball 1omkHBI IPUHATH BHUII, IPUBEICH-
HBII HA PUCYHKE.

# Scene | e Eé_fﬁ&r‘l 2
Shaded rl[20 || % | <) | & iz Gizmos *| [CrAll o Bai S e
Tag[Ball il Layer [Ball i
¥ .~ Transform @ =
Position X 0.6 Y -4.35 Z0
Rotation X 0 Y0 Z10
Scale X105 Y 0.5 211
v (2l |/ Sprite Renderer @ %
Sprite Eball | @
Color —
Flip Ox Oy
Material U Sprites-Default | ©
Draw Mode [Simple 3]
Sorting Layer | Defaule 4]
Order in Layer 3
Mask Interaction | Mone 4]
v ® [/ circle Collider 2D @ %
| £ | Edit Collider
Material [*BallMaterial | @
Is Trigger ]
Used By Effector [ ]
Offset
X0 Y 0
WEE}?\ = IRnafi:l’ms 0.64
Display 1 Standalone (1024x768) +| Scale (Jm== 0.51: Maximize On Play | Mute Audio | Stats
v~ Rigidbody 2D & %,
Body Type | Dynamic 2.}
Material [None (Physics Mater, ©
Simulated 4
Use Auto Mass [
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 0
Collision Detection [Discrete 3|
Sleeping Mode [ Start Awake 3
Interpolate [Mone 3]
b Constraints
» Info
Sprites-Default @ %=
> Shader | Sprites/Default v
[ Add Component j

1.4.2 CkpunT AnAa peanMsauum noBeAeHUA WapuKa

Teneps HE0OXOAMMO pa3pabOTaTh CKPUIIT, OMIPEACISIONINNA TTOBeICHHE TTaprka. Onuiiem jeTa-
JIM TOTO MOBEACHUS. B HaualbHBII MOMEHT LIAPUK IIPUKIIEEH» K PAKETKE U JIBUKETCS BMECTE C
Hel. [l 3amycka 1mapuka HaJo BBIIOJHHUTH IIEITYOK JIEBOW KHOMKOM MBI (MJIM HAXKATh JIEBYIO
knapuiy Ctrl). Cpa3y mocne 3Toro mapuk nepexoguT U3 «KUHEMAaTHYeCKOT0» COCTOSTHUS B TUHA-
MHUYECKOE W HauYMHAET JBUTAThCS MOJ JESHCTBUEM HA4YaJbHOUM CHJIBI, OIUUHSISCH (DU3NUYECKUM 3a-
KOHAM U OTPaXKasiCh OT CTEH U OT pakeTKu. Eciu mapuk BBUICTUT 3a HIKHHUM Kpail ClieHbl (M KOC-
HETCS HDKHEH, HEBUJIMMOM CTEHBI), TO OH Pa3pyLIUTCS.

3ameuaTeabHbIM 00CTOSTEILCTBOM SBJISIETCS TO, UTO HAMOOJIee CIIOKHBIE MPOIECCHI, CBI3aHHBIC
C OTpaKEHUEM IIApUKa OT JPYTUX HUTPOBBIX OOBEKTOB, CHAOKEHHBIX KOJIIAlepamMu, peaan30BbI-
BaTh HE TpeOyeTcs: OHU aBTOMATHYECKH oOecrmeumBaroTcsa (uzmdeckuM ABMXKOM Unity. Takum
00pa3zoM, HaM HaJI0 peaTM30BaTh JUIIHL CHHXPOHHOE TIEPEMEIICHHE IIIapUKa BMECTE C PAKETKOM Ha
HA4aJIbHOM 3Talle UIPbl, IEPEBOJ €r0 B JUHAMHUYECKOE COCTOSHUE MPU BBIINOJIHEHUH COOTBETCT-
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BYIOILIUMX JIEUCTBUI MOJb30BaTelNs (M MpUAaHUEe €My HayajdbHOTO UMITYJIbCa), a TAKXKe €ro paspy-
IIEHUE MPU KaCaHWU HUKHEUW CTEHBI.

Co3nanuM HOBBIN CKpuNT, Ha3oBeM ero BallScript u BHeceM B Hero cienyromue A00aBIeHUS
(BBIIETICHHBIC, KaK OOBIYHO, TIOJTY>KHPHBIM IpUPTOM):

using System.Collections;

using System.Collections .Generic;

using UnityEngine;

public class BallScript : MonoBehaviour

{
public Vector2 balllnitialForce;

Rigidbody2D rb;
GameObject playerObj;
float deltaX;

void Start()

{
rb = GetComponent<Rigidbody2D>() ;

playerObj = GameObject .FindGameObjectWithTag("Player”);
deltaX = transform.position.x;

}

void Update()
{

if (rb.isKinematic)
if (Input.GetButtonDown("Firel"))

{
rb.isKinematic = false;
rb.AddForce(ballInitialForce);

}

else

{
var pos = transform.position;
pos.x = playerObj.transform.position.x + deltaX;
transform.position = pos;

}

}
J

CoxpanuM JaHHBIA CKpUTIT B pegakrope MonoDevelop, Bepuemcs B penakrop Unity u nepeta-
MM STOT CKPHUNT B OKHO WHCIIEKTOpa MpH BbIOpaHHOM 00bekTe Ball. B pesynbpTaTe B OKHE MH-
CIIEKTOpa MOSBUTCA pa3zell IJisi 3TOTO CKPHIMTA, B KOTOPOM JIOMOJHUTEIBHO Oy/eT COMep KaThCs
nosie Ball Initial Force. B 310 mosie Hayio BBeCTH KOMITOHEHTHI HAYaIbHOM CUIIBI, JCHCTBYIOIICH Ha
mapuk. [Tonoxum komnoneHTsl paBHbiMH 100 1 300.
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7 || ¥ Ball Script (Script) L] #*,
Script BallScript o Temepp mocne 3amycka INPOrpaMMbl IIAPUK
Ball Initial Force OyAeT ABUTaTbCi BMECTE C PAKETKOW, TMOKa He
¥ 100 ¥ 300 OyZeT HaxaTa JieBas KHOIKA MBIIIM WIA JIEBas

knaBuina Ctrl, mocne dero mapuk mepeiiier B
JUHAMUYECKUI PEKUM M HAYHET JIETATh MO CLIEHE, OTPAXasiCh OT CTEH (B TOM YHUCJIE U OT HEBUIU-
MOI HWKHEHN CTEHBI), a TaKKe OT pakeTku. OOpaTuTe BHUMaHUE HA TO, YTO 3a CYET BBIOOpA MO3U-
[IUHU COyIapeHHs MapuKa U PaKeTKU OH OyJIET OTPaKaThCs OT HEE MO pa3TuYHBIMU YTIIaAMHU.
Ocranoce peann3oBaTh UCYE3HOBEHUE IIAPHKA IIPU BBUIETE 332 HWKHIOK I'PAHMILY CLEHBI. [l

sToro BeiienuTe oObekT Bottom Wall u ycrtanoBute ansa Hero ¢uaxkok Is Trigger B koMmoHeHTe
Box Collider 2D:

v M ¥ Box Collider 2D @ %,
Edit Collider Tem camMbiM MBI M3MEHWJIM TOBEICHHUE KOJUIAiiaepa,
Material None (Physics Mater, @ CBSI3aHHOT'O C HIDKHEHW cTeHoW. Terepb oH OyaeT BecTH
Is Trigger v ce0sl He KaK «TBEpJ0€ TEJIO» MPHU COYAapeHUU ¢ APYrUM
Used By Effector [ o0bekTOM (0OecrieunBas OTpaXkKEHHE JTOro oOBEKTa), a

Used By Composite ] KaK «JIaTYMK» KacaHWs, KOTOpPBIi Oymer cpabaThIBaTh

Auto Tiling -
Offect IIPH MTOTIaIaHNY Ha HETO JPYTroro o0ObeKTa.
%[0 v [0 Ecnu teneps yMeHbIIUTH MacIITal CIEHBI, YTOOBI ObI-
Size JIO BUJTHO MPOCTPAHCTBO MO HUKHEN CTEHOM, 3aIyCTUTD
X[1.28 ¥10.64 IporpaMmy M JIOKIaThbCs MaJeHUs IIapuKka Ha HUKHIOK
. IE:;“ Radius g CT€HY, TO MbI YBHIHWM, YTO IIAPUK IPOJIETHT CKBO3b

HHWKHIOIO CTCHY U ITOJICTUT AAJIBIIC BHH3.

# Scene.
Shaded

Ham ocranocs Hanmucats KO, KOTOPBIM PACIIO3HAET CTOJIKHOBEHUE IIAPUKA C HUXKHEW CTEHOM U
obecrieunBaeT HEMEUICHHOE YHUUTOKEHHE MIapyuKa. DTOT KOJI BBITJISIUT Kak 00paboTuYuK 0co00ro
coObITust OnTriggerEnter2D, koTopblii HaJJ0 MOMECTUTH B onucanue oobekta BallScript:

void OnTriggerEnter2D(Col1ider2D other)

{
Destroy(gameObject) ;
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C nomo1upto napamerpa other MOXKHO onpeenuTh TOT 0OBEKT, KOTOPBIN BbI3BAJI IaHHOE COOBbI-
THE, HO, TIOCKOJIbKY CBOMCTBOM KOJUTaiiepa-TpUrrepa o0yagaeT TOJbKO HUKHS CTEHA, B aHaJIN3e
3TOrO MapaMeTpa HeT He0OXOAUMOCTH.

Ecnu coXpaHuTh HU3MEHEHHBIN CKPHIT U OISATH 3alyCTUTh MPOrPaMMy, TO Mbl YBUIHMM, YTO KaK
TOJIBKO IIAPUK JOCTUTHET HUKHEN CTEHBI, OH HEMEIJIEHHO UCUE3HET.

1.4.3 [OJob6aBneHue 3BYyKOBbIX 3dpcheKkToB

[Tpu pazpabotke urp B cucreMe Unity 04eHb JETKO CHAOIUTh WX Pa3IMYHBIMH 3BYKOBBIMU 3 (-
¢dexTaMu, KOTOphIE 3HAUUTEIBHO MOBBICAT HAIIAHOCTDh U MPUBIEKATEILHOCTh UTPHI AJIs TIOJIB30-
Bateneil. Jlo6aBuM K Haimield mporpaMMe KOMIIOHEHTHI M MPOTPaMMHBINA KO, 00eCTIeUnBaIOLIHI
BOCTIPOM3BEJICHHUE IBYX 3BYKOBBIX 3()()EKTOB: MPH yaape Mapuka o MPEnsTCTBUE U MPHU €TI0 UCUe3-
HOBEHHMHM 3a HWDKHEW rpanuieid. COOTBETCTBYIOLINE 3BYKOBbIE (haiiibl HEOOBIIIOrO pa3Mepa yxKe
IPUCYTCTBYIOT B HallleM MpoekTe B Karanmore Sounds: 1o hit (3Byk ynapa) u lose (3ByK UCUE3HO-
BCHUS).

Jljig MHTerpanuu X B MPOrpaMMy HEOOXOAMMO HCIOJb30BaTh KOMIIOHEHT JJIsi BOCIPOU3BEE-
Hus 3ByKa. [lockosbky B panpHeiIieM Mbl Oy/ieM HCIOJIb30BaTh U HACTPAUBATh ATOT KOMIIOHEHT
HE TOJIbKO B 00bekTe Ball, HO n B Apyrux oObekrax, 1enecoo0pa3HO pa3MECTUTh €r0 B KaKOM-
A100 cTaHIAPTHOM OOBEKTE Halllel UIPhl, TOCTYI K KOTOPOMY SIBJIIETCS MaKCUMAaJIbHO MPOCTHIM.
XopomuM KaHAuaToM sBisieTcst 00bekT Main Camera. B To jxe BpeMsi, caMi MY3bIKaJIbHBIE KIIH-
bl MOXXKHO J100aBUTH HEMOCPEeACTBEHHO B ckpunT BallScript, mockonbKky oHU OyIyT HCIOJIB30-
BaTbCsl TOJIBKO B HEM.

Wtak, BHauasie BbIOepeM 00bekT Main Camera u 100aBUM K HEMY HOBBbIM KoMIoHeHT: Add
Component | Audio | Audio Source.

Teneps BepHemcs k ckpunty BallScript B penakrope MonoDevelop u 106aBumM Kk HEMy HOBBIE
¢dparmentsl (MmeTon Update He TpeOyeT U3MEHEHUs, IO3TOMY €r0 HE YKa3bIBaeM):

public VectorZ ballInitialForce;
Rigidbody2D rb;

GameObject playerObj;

float deltaX;

AudioSource audioSrc;

public AudioClip hitSound;
public AudioClip loseSound;

void Start()
{
rb = GetComponent<Rigidbody2D>() ;
playerObj = GameObject .FindGameObjectWithTag("Player");
deltaX = transform.position.x;
audioSrc = Camera.main.GetComponent<AudioSource>();

void OnTriggertnter2D(Collider2D other)

{
audioSrc.PT1ayOneShot (1oseSound) ;

Destroy(gameObject) ;
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void OnCollisionEnter2D(Collision2D collision)

{
}

OOpaTuTe BHUMaHHE Ha TO, YTO MPHU COMPUKOCHOBEHHM KOJUIAMIEPOB, sl KOTOPBIX HE ycTa-
HoByieHO cBoicTBO Is Trigger, BosHukaetr coOsiTie OnCollisionEnter2D ¢ mapameTrpom npyroro
tumna: Collision2D (13 KOTOpPOTO, BIIPOYEM, TOKE MOKHO H3BJICUb MH(GOPMAITHIO U O IPYTrOM KOJI-
Jaiiiepe, U O CBSI3aHHOM C HUM OOBEKTE).

[Tocne coxpaHeHHs U3MEHEHHOTO CKpUIITa M Bo3BpaTa B penakrop Unity Mbl YBUIUM, YTO BH/L
ckpurnta BallScript usmenusncs: B Hem nosisuiiuch nosst Hit Sound u Lose Sound, Ha KoTOphIe HA0
nepeTaluTh 3ByKoBbIe KU hit u lose u3 manku Sounds okHa npoekTa.

Ecnu teneps 3amycTUTh MporpamMmy, TO TIPH Ka)XJI0M COYJapeHUH MapHuKa CO CTEHON WM C pa-
KETKOM OyJeT CIBIIIEH IIETY0K, a MPU MCYE3HOBEHUH LIApUKA IOJ CLIEHOM — 3BYK pa3pylleHUs
HIapuKa.

Henouer. [1lea4ok cibliieH U B Ha4aJbHbIA MOMEHT, KOTJa IIaPUK OTPBIBAETCSA OT PaAKETKU. JTO
OOBSICHSIETCS TEM, UTO MPH yKa3aHHBIX HACTPOWKAX MOJOXKEHUS IIAapUKa U PaKeTKU WX KOJUIane-
pHBI conpukacatoTcsa. Ecnu yBennuuTh pparMeHT CLEHBI ¢ paKeTKOW M IMApUKOM, TO MOYKHO 3aMe-
TUTh, YTO KOHTYp KOJUTai/iepa AJisi paKeTKH HECKOJIbKO OOJIbIIe, YeM BUANMBINA Oeblii KOHTYp ca-
MO pakeTKu (pPUCYHOK CJIEBA).

| # Scene | .= 3 Scene =
Shaded M I - Gizmos 7| (arAll Shaded || | ¥ Gizmos *| (o All

audioSrc.P1ayOneShot (hitSound) ;

[To3TOMY MOKHO HEMHOTO YMEHBIIUTH PAANYC KOJJIAWI€pa, CBA3aHHOTO C PAKETKOM, HAIlpUMED,
¢ 0.64 no 0.62 (pucyHok cnpana). Teneps IpH 3aMycKe MPOTPaMMBbI IIEITYOK B HAYAJIbHBIA MOMEHT
He OyJeT 3By4aTh.

1.5 Co30aHue u Hacmpolika 06 Lekmoes-6s10Ko8: crpalimbl ¢ meKcmom, paboma
¢ wabnoHamu (prefabs)

Urpa «ApkaHou1» COCTOUT B TOM, YTO IIAPHUK, YIIPABISIEMON PaKeTKOM, pa3douBaeT OJIOKH, pac-
MOJIOKEHHBIC HA UTPOBOM TI0JI€, U TEM CaMbIM 3apabarbiBaeT OYKH. [[71s1 mpuaaHus TOTOJHUTEIb-
HOTO MHTEPECca MOYKHO MCIOJIb30BaTh OJIOKH C Pa3IMYHBIMHU CBOMCTBAMU, HAaIIpuMep, 010kH, Oosee
WM MEHEee YCTONYHBBIC K ynapy (0osee ycToiunBbie pa30MBAIOTCS TOJIBKO MOCIE OMPENeISHHOTO
YHUCiia YJapoB IIapyKa U MIPU 3TOM MPUHOCAT OOJIbIEe 0YKOB). MOKHO TaKKe MPeyCMOTPETh OCO-
ObIil BUJT OJIOKOB, BEIyIIUX CEOs O0OHO CTEHAM, TO €CTh HE Pa3pyIIAONIUXCS JaKe MpU 00b-
oM 4urciie yaapoB. OaHaKo U I HUX MOYKHO TIPEIYCMOTPETh «IIPEACI MPOYHOCTHY, ClIeIaB TaK,
4TOOBI OHH BCE K€ pa3pylIanCh, HampuMep, mociie 30 yaapoB (XOTs WX pa3pylieHUE U HE SBIISICT-
sl 00s13aTeTTbHBIM YCIIOBUEM JIJIS TIEPEX0/1a K CIICYIONIEMY YPOBHIO).
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WHTepecHbIe TONMOTHUTENbHBIE BO3MOKHOCTH CBSI3aHBI C MAJAIONIMMK BHU3 «OOHYyCaMm»», KOTO-
pBI€ TIOSBIISIIOTCS TIPU Pa3pyIICHUU OJIOKOB CHEIUATBHOTO BUIA U aKTUBU3UPYIOTCS B CIIydae Imo-
najiaHusl Ha pakeTKy. BapuaHTel OOHYCOB MOTYT OBITH OYE€Hb Pa3HOOOPA3HBIMU, MPUYEM KaK «XO-
pommMuy (JOTIOTHUTEIBHBIC OYKH, TOTIOJIHUTEILHBIC PE3EPBHBIC MTAPUKHU WU MAPHUKHU, CPa3y Io-
SBIIAIONIMECS Ha UTPOBOM IOJI€, 3aMEJICHUE IIAPUKOB, YBEIHMUECHUE PAa3MEPOB PAKETKH, 0COOBIE
«OTHEHHBIC» IMAPUKH, Pa3OMBAIOIIME 3a OAWH yAap OOkl OJNIOKHA, U T. 1I.), TAK U «IJIOXUMI
(YMEHBIIIEHHE Pa3MEpPOB PaKETKH, YCKOPEHHE IIApUKOB, «O0MOa», YHUUTOXKAIOIMIAs PAKETKY, OT-
MEHa «OTHEHHBIX» IAPUKOB U T. 1I.). KpoMe Toro, MOXHO MCIIOIH30BaTh OJIOKH, JBHUKYIIAECS 10
onpeneiaeHHo TpaekTopuu. OJIHAKO 3TH BO3MOXHOCTH Mbl HE OyJIeM pealiu30BbIBATh.

1.5.1 Co3gaHue o6beKTa ans 6510Kka U HACTPOMKA ero OCHOBHbIX CBOMUCTB

B nabope umeronmxcst n300pakeHui MpeaycMOTPEHbI OJIOKH YETHIPEX BUOB, PA3IAYAIOIIHECS
nBeTamMu. CBSXKEM C KaXIbIM LIBETOM OJIOKOB OCOOBIE CBOMCTBA: MyCTh CUHUE OJIOKH (KOTOPHIE MbI
YK€ MCHOJB30BAIM MPHU CO3IaHUM CTE€H) OYIyT 0COOO0 MPOUYHBIMHU OJIOKAMH, pa3pylIAOIIUMUCS
Tosibko mociie 30 ynapoB u npuHocamuMu 100 oukoB (XOTs pa3pyiiaTh UX HEOOs3aTeNbHO), Kpac-
Hble OJIOKH MOTPEOYIOT AJIsi CBOETO paspyileHus 4 yaapoB u ganyT 40 ouKoOB, 3eJ€Hble OJIOKU MO-
TpeOytoT 2 yaapa u gaayT 20 OukoB, a KenThle OyIyT pa3pyliaThCs MOCIE NEPBOro K€ ynapa U
npuHocuth 1o 10 oukoB. [Ipu sxenaHuu Bce 3TU YHUCIIOBBIE XapaKTEPUCTUKU MOXKHO OyJieT u3me-
HSTh, IPUYEM B peXKUME JU3aliHa, HE BHOCS U3MEHEHHS B IPOIPAMMHBIE CKPUIITHI.

Jlnst Gonpliell HarsIIHOCTU OyneM M300pakaTh Ha OJokax, TpeOyroumx 0ojiee 4eM OJHOro
yaapa JUisl CBOETr0 pa3pylIeHUs, YUCIIO, TOKa3bIBAIOIIEE, CKOJIIBKO YAapOB OCTalIOCh HAHECTH (KC-
KJIFOUEHHEM OyAYT TOJIBKO 0CO00 MpPOYHbIE OJOKH, HA KOTOPBIX 3THU JIAHHBIE HE OTOOPaXKAIOTCH).
Tak Kak CBsI3pIBaHUE C ABYMEPHBIMHU CIIPAaTaMU TEKCTOBBIX JIAHHBIX sBisieTcss B Unity 10CTaTOYHO
CJIO’KHOM 3aj71aueii, HAYHEM ¢ pa3pabOTKU UMEHHO TaKOro Tura OJIOKOB.

Ntak, 100aBUM Ha CLIEHY KpacHBIN OJIOK 1 HACTPOUM €ro cBoicTBa. Co3gaauM B OKHE UEpapXUu
HOBBIN 2D-00bekT Sprite, nepeumenyem ero B Red Block, neperamnum Ha cBoicTBO Sprite KoMIto-
HeHTa Sprite Renderer pucyHnok cube red u3 manku Sprites OkHa IPOEKTa U YCTAaHOBUM 3HaueHue 1
s cpoiictBa Order in Layer Toro ke kommoHeHTa. TakuM oOpa3zoM, OJI0K OyaeT oToOpaxaThCs
nepes GOHOM, «Ha OJTHOM YPOBHE» CO CTEHAMH U LIApPUKOM (3TO HE NMPUBEAET K TOMY, YTO KaKOil-
TO OOBEKT OY/IET 3aCIOHATH JIPYTOM, TaK KaK OJIOKU HE OyAyT MEPEKPHIBATHCS HU CO CTEHAMU, HU C
mrapukom). Jliis Gosbiiiel HarJIITHOCTH Pa3MECTHM CO3JIaHHBIN OOBEKT YyTh BBIIIIE OCHOBHOM Ka-
Mepsl, mojioxkuB Position X =0, Y =1, Z = 0. MacmrabupoBats 06JJ0KH MBI He OyeM.

Kpome Ttoro, no6aBum k oOwvekty Red Block npsimoyronbHbiil Kosumaiinep — KOMIIOHEHT
Physics 2D | Box Collider 2D; pa3mepsl Kojutaiiiepa aBTOMaTHYECKH MOACTPOSITCS TOJI pa3Mephl
osioka. Bipouewm, eciiu yBeNMUUTh MACIITad OTOOPAKEHUS CLIEHBI, TO MOXHO 3aMETUTh, YTO Pa3-
Mepbl Koyutaijepa (3eneHass paMka) BCE )K€ HECKOJBKO MPEBBIMIAIOT pa3MeEpbl BUAMMOUN YacTH
crpaiiTa, XOTS U COBMNAJAIOT C Pa3MEpOM M300pakeHMs, TOMEUYEHHOTO CUHEH paMKOW U CUHUMU
MapKepamu B yriax (pUCYHOK CJIEBa).

# Scene . =
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YTo0OBl 3TO HCNPaBUTh, OTKOPPEKTUPYEM pa3Mepbl KoJulaiaepa, U3MEHUB B KOMIOHEHTe Box
Collider 2D 3nauenwne Size X ¢ 1.28 na 1.17, a 3Hauenne Size Y ¢ 0.64 Ha 0.57 (puUCyHOK cripaBa).

Hakonen, cBskeM ¢ co3aHHBIM 00BEKTOM HOBYIO MeTKy Block 1 HOBBIN CllO# ¢ 3TUM K€ nuMe-
HEM.

[Tocne BBIMOJHEHUSI BCEX OMMCAHHBIX HACTPOEK CLEHA U OKHO MHCIEKTOPA JJI1 HOBOIO OOBEKTa
Red Block mpumyT Bua, mpuBeICHHBIN Ha PUCYHKE.

_:I‘: Scene | .= © Inspector | & =

¥ Red Block [_] static =
Tag [Block %] Layer [Block 3]

Shaded »||2D || % | )| &Iz Gizmos ~| (arAll \

¥ .~ Transform @ %,
Position X 0 Y1 Zi0
Rotation X 0 Y0 Z0
Scale X1 Y1 Zi1

v 5l ¥ Sprite Renderer @ .
Sprite “icube_red (o}
Color —
Flip Cx Oy
Material W Sprites-Default Q
Draw Mode | Simple 4]
Sorting Layer | Default 4]
Order in Layer 1
Mask Interaction [Mone 3]

v M ¥/ Box Collider 2D @ %,

b | Edit Collider
Material None (Physics Mater @
Is Trigger ]
Used By Effector ||
Used By Composite ||
Auto Tiling -
€ Game = Offset
Display 1 ¢ | Standalone (1024x768) 4| Scale (=== 0,51:  Maximize On Play | Mute Audio | Stats ‘ 210 {0
Size
X117 X(0.57
Edge Radius 0

» Info

v |@| ¥ Block Script (Script) (G #,
Script BlockScript @
Text Object #Block Text o}

Sprites-Default @ %,

S Shader | Sprites/Default

Add Component J

1.5.2 [Job6aBneHue K 6510Ky TeKcTa

Tenepr HaO TOMECTUTH HA JIAHHBINA OOBEKT TEKCT «4» — KOJMYECTBO y/IapOB, TPEOYIOITUXCS
Ut paspyiienust 61oka. B Habop nByMepHBIX 00BEKTOB HE BXOIUT O00BEKT «TekcT», XoTs s
TPEXMEPHOTO cliydasi Takoh 00beKT mpeaycmorpen: 3to 3D Text uz rpynmnsl 3D Object. C apyroit
CTOPOHBI, KaK JJII IBYMEPHBIX, TaK U JJII TPEXMEPHBIX UT'P MOYKHO HCIIOJIL30BaTh 0COOBIE uHmep-
¢eticuvie 06vekmobr (Tpynma «Ul»), B HAOOp KOTOPBIX BXOIWUT HYKHBIM Ham oOBekT Text. Boc-
MOJIB3YEMCSI ATUM OOBEKTOB.

Oco0eHHOCTHIO MHTEPPEHCHBIX O0BEKTOB SABJSETCS TO, YTO WX MOXHO pa3MelniaTh TOJBKO Ha
crienraibHOM 00BbekTe-kange Canvas. [ToaToMy mpexie BCero co3aajuM 3TOT O0OBEKT U clieslaeM
ero mouepHuM oOobekToM o0BbekTa RedBlock. [lms storo Beimennm oobexT Red Block B okue ue-
papXuu, BI30BEM €r0 KOHTEKCTHOE MEHIO M B 3TOM MeHIO BbinoaHuM komany Ul | Canvas. ITocie
nobasiieHns o0bekTa Canvas, 9To B OKHE UepapXuu MOsIBUTCSA e1le ouH 00bekT: EventSystem.
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HetpynHo 3ameTHTh, 9TO pazMepsl 00bekTa Canvas sBisroTcsl 04eHb OONBIIUMU (OHH TIpUMEp-
HO B 100 pa3 mpeBOCXOAAT pa3Mephl NMPSMOYTOJIbHUKA C YK€ UMEIOUIMMUCS UTPOBBIMU OOBEKTa-
MU), ¥ TIPY 3TOM X HENb3s U3MEHATh. JlaHHOE 00CTOATENHCTBO CBA3AHO C TEM, YTO MO YMOITYAHHUIO
o0wrekT Canvas He BKJII0YAeTCs HEMOCPEACTBEHHO B CIIEHY, a OTOOpakaeTcs «IOBEpX HEe», MpHU-
YeM IS 3TOTO 00BEKTa MPUMEHSIOTCS 0COObIE «IKPAHHBIC» KOOPAWHATHI, HE CBSI3aHHBIE C KOOP-
TUHATaMU CrieHbl. Hama 1enp uHas, Mbl XOTUM CBSI3aTh KaHBY HETIOCPEIACTBEHHO C UTPOBBIM 00h-
exktoM. [[iist aTOTO HAMO, MPEXkKIAC BCEro, M3MEHUTH cBoiicTBOo Render Mode xommnonenta Canvas:
BMECTO 3HAUYEHHUS 1O yMoydaHuio «Screen Space - Overlay» namo BwiOpath Bapumant «World
Spacey. Ilocne 3TOro cTaHeT AOCTYIMHBIM PEeIaKTHPOBAHUE Pa3MEPOB KaHBHI. PasMecTuM KaHBY IO
HEHTPY POAUTENbCKOro o0bekTa (mojoxuB Pos X = 0, Pos Y = 0) u 3amagumM ee pa3mepsl ciie-
aytomuMm oopazom: Width = 1, Height = 0.5. B pesynbrare kanBa OyaeT M300pa)kaTbCsl BHYTPHU
KpacHoro 0110ka (cm. puc.). O6patuTe BHUMaHUE HA TO, YTO JJIsi UHTEP(DENCHBIX 0OBEKTOB BMECTO
KommoHeHnTa Transform ucnomas3yercs kommoneHT Rect Transform ¢ OonbiumM HaOOPOM JOIMOJIHH-
TEJBHBIX CBOKCTB (KOTOpHIE, BIPOYEM, MBI HE OyIeM HUCITOJIb30BAaTh).

#: Scene | -= | © Inspector | &=
- o0 | < - i v | (oraAll ) - - o
Shaded 2D || % | <) | & Gizmos ' & [Canvas (] Static ¥
- e ————————— e ——
Tag | Untagged +| Layer | UI 3|
v52  Rect Transform @ #
Pos X Pos Y Pos Z
0 0 0

Width Height

1 0.5 iZuluR

¥ Anchors

Min X0 Y 0
Max X0 YO0
Pivot %05 Y05 |
Rotation X 0 XY |0 Z0
Scale X1 Y1 Zil
v[_|¥canvas & %
Render Mode | World Space s
Event Camera m Q
Sorting Layer | Default s

Order in Layer 0
Additional Shader CH Nothing 4]

v|5 ¥ canvas Scaler (Script) (g %
UI Scale Mode World &

Dynamic Pixels Per |1

Reference Pixels Per 100

| v [ ¥ Graphic Raycaster (Script. (@ #,
Script GraphicRaycaster ©
Ignore Reversed Grilv/

Blocking Objects | None s
Blocking Mask | Everything 4|

€ Game | =

Display 1  #| Standalone (1024x768) #| Scale (=== 0.51: Maximize On Play Mute Audio  Stats

Add Component

Teneps no6aBum Ha kaHBY uHTepdericHbiii 00bekT Text (Ul | Text). s 3Toro BeIACIUM 00BEKT
Canvas B okHE MepapXuH, BBI30BEM €r0 KOHTEKCTHOE MEHIO U B 3TOM MEHIO BBIMIOJHUM KOMAaHIY
Ul | Text. [lepeitns Ha co3nanHbiil 00beKT (¢ uMeHeM Text), n3menum ero ums Ha Block Text u 3a-
Ja7IIM HOBBIC 3HAUCHUS 11 HEKOTOPBIX CBOMCTB €r0 KOMITOHEHTOB.

Ipumeuanue 1. B mocneanux Bepcusix Unity o0bekT Text oObsIBICH YCTapeBIIMM U O TOM
NpUYMHE MEPEHEeCEH B JOMOJHUTENbHOe noaMeHto Legacy pasaena Ul (cm. puc.). BmMecto atoro
00BbeKTa MOXKHO HCHOJIb30BaTh 00beKT Text — TextMeshPro, koropelit o0magaeT 0oyee THOKUMU
BO3MOXXHOCTSIMU 10 HACTPOMKK M oOecrneurBaeT OTOOpakKeHUE TEKCTa JIydIllero kadyectse. Bce
OMHKChIBaeMbIC Jlajiee cBoMCTBAa 00bekTa Text ecth u y o0bekta Text — TextMeshPro, u mis Hux
JIOCTAaTOYHO yKa3aTh T€ K€ 3HAUCHUS.
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Light
Audio
Video

ul

Ul Toolkit
Carnera

Visual Scripting Scene Variables

vl v v

Image
Text - TextMeshPre
Raw Image

Panel

Toggle

Slider

Scrollbar

Scroll View

Button - TextMeshPro
Dropdown - TexthMeshPro
Input Field - TextMeshPre

Canvas

Event System

Legacy ¥ Text
Button
Drepdown

Input Field

Jliis komrionenTa Rect Transform monoxxum Pos X = 0, Pos Y = 0, Width = 180, Height = 120 u

ymenvuuum e2o macuma6 Scale: X = 0.005, Y = 0.005. Ins xomnonenta Text (Script) uamennm
cBoiictBo Text Ha 4, mis cBoricTB Alignment 3amaauM ropu30HTAIBPHOE H BEPTUKAIBLHOE IICHTPH-
poBanue, cBoiicTBo Font Size monoxxum paBubsiM 100, a s cBoiictBa Color ykaxkem Oeinblii I1[BET
(IIETTKHYB MBIIIBIO HA €T0 TOJIE U 33/1aB B MOSIBUBILIEMCS OKHE HACTPOWKH I[BETA BCE KOMITOHEHTHI
— R, G u B — paBubimMu 255). 3HaueHust METKH U cj10s ocTaBuM ctanaaptHeiMu: Untagged u Ul co-

OTBCTCTBCHHO.

ITocne CACIIAHHBIX HACTPOCK OKHO HMHCIICKTOpPA IIPUMCT BU, HpHBGIIGHHBIfI Ha PUCYHKC.

# Scene |

Shaded

€ Game |

|| 2D ||

0 | <) | I~

Gizmos ~ | (orAll

ES

Display 1

+| | Standalone (1024x768)

+ Scale (=== 0.51: | Maximize On Play | Mute Audio | Stats |

= | ©® Inspector | 2=
| v’ ¥ Block Text [_] Static ¥
Tag | Untagged +| Layer | UI 3|
v3Z  Rect Transform g %
center Pos X Pos Y Pos Z
il T 0 0 0
3 l—E,E% Width  Height
E __‘ 180 120 (G ]r]
¥ Anchors
Min X 0.5 Y 0.5
Max X|0.5 Y 0.5
Pivot x0s5  1y[os |
Rotation X 0 Y0 Z\0
Scale X 0.005 Y 0.005 Zil
(@ Canvas Renderer @ 2
v [ Text (Script) [ %
Text
4
Character
Font 4 Arial o]
Font Style | Normal &
Font Size 100
Line Spacing 1
Rich Text 4
Paragraph
aignment  (=EA=) (==
Align By Geometr[ |
Horizontal Overflo| Wrap 4]
Vertical Overflow | Truncate &
Best Fit Ll
Color P
Material None (Material) o]
Raycast Target 4
Default UI Material

@
Shader | UI/Default v

l Add Component }
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IIpumevanue 2. Ecnu KauecTBO OTOOPAKEHUS! TEKCTA SIBJSETCS HU3KUM, TO MOKHO HUCIIPABUTh
aT0, m3MeHuB napamerp Reference Pixels Per Unit 8 kommonente Canvas Scaler oobexra Canvas.

IIpumeuanue 3. Ycranosus ¢uaxok Best Fit B kommonente Text, MokHO oOecriednTh aBTOMa-
TUYECKYIO MOJICTPOUKY pazMepa mpudra TakuM 00pa3oM, yToObl O0JIee JUIMHHBIN TEKCT LETUKOM
oToOpaasucsi B BBIOpaHHOW 00J1acTH.

B nanpheiimem Ham notpedyeTcsl MPOrpaMMHO M3MEHATh TeKCT Ha Ojokax. Co3naiTe Ui 3TOi
e ckpunT BlockScript 1 BHecuTe B HETO CIICAYIOIINE H3MCHEHUS

using System.Collections;

using System.Collections .Generic;

using UnityEngine;

using UnityEngine.UI; // using TMPro;

public class BlockScript : MonoBehaviour
{
public GameObject textObject;
Text textComponent; // TMP Text textComponent

void Start()

{
if (textObject != null)

{
textComponent = textObject .GetComponent<Text>();
/] textComponent = textObject .GetComponent<IMP Text>();
textComponent .text = "4";

}

CoxpaHute 3TOT CKpUIT, BepHUTECH B penaktop Unity u nepeiaure Ha o0bekT Red Block B ok-
He uepapxuu. [leperamure ckpunt BlockScript B okHO MHcHekTOpa 1j1si JaHHOTO 00BekTa. [lpu
3TOM B mosiBuBIIEMcs pazfene Block Script (Script) nononnurensHo nosButcs nosie Text Object, B
KoTopoe Hajo nepetamutbh 00beKT Block Text u3 okna nepapxuu:

v|c ¥ Block Script (Script) [ %,
Script BlockScript @
Text Object #Block Text o]

Ipumeuanue 4. Eciiu BMecTo o0bekTa Text ucrnonp3oBats 00bekT Text — TextMeshPro, to B
CKpHIITE TTOTpeOyeTCs] U3MEHUTh mpu ONepaTopa: TUPEKTUBY MOAKIIOYEHUS TPOCTPAHCTBA MMEH,
coJiepKaIero JaHHbli 00beKT, onucanue moss textComponent u oneparop, o6ecneYnBaIONIINN €ro
WHUIIMATU3alui. B mpenpiayieM JUCTUHTE HOBBIE BapUAHTHI OTUX OMEPaTopoB (i OOBEKTa
Text — TextMeshPro) ykasaHsl B BHie KOMMEHTAPHEB, PACIIOIOKEHHBIX TOCIIe HCXOAHBIX BapHaH-
ToB (1711 00BbeKTa Text).

1.5.3 3aBepLuarolme KOPPEKTUPOBKM CKPUNTA, CBAA3aHHbIE C HACTPOWUKOM
XapaKTepucTuK G6rioka
Honosaum ckpunt BlockScript, 100aBUB OTKPBITBIE MOJIs, OMPEACIISIONUe TPEOyeMoe YnCIIo
ynapoB (hitsToDestroy) u Koau4ecTBO OYKOB, MOJyYaeMbIX 3a pa3pyiueHue Onoka (points). Ilpu
KaKJIOM yJlape Iapuka o 0ok OyneM ymeHblnaTh 3HaueHue nois hitsToDestroy u koppekTupo-
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BaTh TEKCT Ha OJioke. DTU AeCTBUS OyayT BBIMOJHATHCA B 00paborumke OnCollisionEnter2D
(aHayorMUHBIN 00pPabOTYMK MBI MCTOJB30BaNN i 00bekTa Ball mis renepamum 3Byka ymapa).
Ecnu 3nauenne hitsToDestroy cranet paBubiM 0, To 6510k OyaeT yHuuTokeH. [loka Mbl HUKaK HE
Oyznem oOpabaThIBaTh MOJIE points, TOCKOJIBKY MBI €IIIe HE PeaTn30Bal B UTPE MOJICYET OYKOB.
[lonyyaem ciieyrOImnii BAPUAHT CKPUIITA.
public class BlockScript : MonoBehaviour

{
public GameObject textObject;

Text textComponent;
public int hitsToDestroy;
public int points;

void Start()

{
if (textObject !'= null)

{
textComponent = textObject .GetComponent<Text>() ;

textComponent .text = hitsToDestroy.ToString() ;

void OnCollisionEnter2D(Collision2D collision)

{

hitsToDestroy- - ;
if (hitsToDestroy == 0)
Destroy(gameObject) ;

else if (textComponent != null)
textComponent .text = hitsToDestroy.ToString() ;

}

Mp1 Takke OTKOPPEKTUPOBAIN TOCIEIHUIN omnepaTtop B MeTojne Start, 4ToOObI HAYaJIbHBIA TEKCT
COOTBETCTBOBAJI HAYaJIbHOMY 3HaueHuto noJist hitsToDestroy. OOparute BHUMaHue Ha TO, 4TO JEH-
ctBusa ¢ noysimu textObject u textCOmponent BBITTONHSIOTCS TOJIBKO MPU HAJUYUH TEKCTOBOTO
00BeKTa, MPUCOETUHEHHOTO K 00BEKTY-0JIOKY. DTO O3BOJIUT UCMOIb30BaTh IAHHBIM CKPUMT U JUIS
T€X BApUAHTOB OJIOKOB, JJIsl KOTOPBIX HE HY>KHO Oy/A€T BHIBOAUTH TEKCTOBYIO HH(POPMAIIHIO.

[Tocne coxpaHeHHss HOBOTO BapHWaHTa CKPHUITA €0 BHUJ B OKHE WHCIEKTOPa W3MEHUTCS: B HEM

TIOSIBSITCSI IBA HOBBIX TIOJIS, B KOTOPBIC HAJ0 BHECTH HY)KHBIC

] i i '#'1-
L @lﬂ Block Script (Script) : ﬁ JaHHBIE.
Script BlockScript ]
Text Object JBlock Text @ TCHCPB IIpH 3aIlyCKE IIpOoIrpaMMBI IIOCJIC KaXXI0ro yaapa
Hits To Destroy 4 HIapuka o 0JIOK 4Huciio Ha OJ0Ke Oy/IeT yMEHbIAThCs, a IPU

Pl £l JOCTUKEHUU TPEeOyeMOTO Yucia yJ1apoB OJIOK UCUYE3HET.
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1.5.4 OdopmneHne o6beKTa Kak wabnoHa (prefab)

Pazpabotannsiii Hamu 00bekT Red Block MokeT ncnosib3oBaThes Jyisi CO3/1aHKs OOJIBIIIOTO YK C-
ja OJIOKOB HA Pa3JIMYHBIX YPOBHIX UTPBL. DTH IK3EMIUISIPbI OJIOKOB MOKHO CO3/1aBAaTh KaK B PEXU-
Me penakropa Unity, Tak U IpOrpaMMHBIM IIyT€M; OCOOEHHO YAO0OHO 3TO JenaTh, €Clu 0hOPMHUTD
0o0bekT Red Block kak ma6non (B cucteme Unity misi Takux 1abJIOHOB MCIOJIB3YETCS TEPMHH
prefab).

YroObl co31aTh MIa0JI0H TOCTATOYHO JOOABUTH B OKHO MpoekTa manky Prefabs u meperamuts B
Hee co3nanHblii Hamu 00BhekT Red Block u3 okHa nepapxum.

MOo3KHO 3aMEeTHUTh, YTO MOCJIE BBIMOJIHEHUS 3TOro AeiicTBus 00bekT Red Block B okne nepapxuu
(u ero mouepuuii 00bekT BlockText) n3MeHUT 1BET HA CHHUNA. DTO O3HAYAET, YTO JAHHBINH OOBEKT
SIBJISIETCSI KOMMEW 1a0IoHa, U eciid B 11abJioHe OyAyT cleJlaHbl U3MEHEHHUsI, TO OHU aBTOMaTH4Ye-
CKHM OyIyT MEepeHeceHbl Ha O0OBEKThl OKHA MEpPapXUHU, CBSI3aHHBIE ¢ 3TUM I1adioHoM. Hampuwmep,
ecJii B 11a0JI0HE U3MEHUTH TOJIe points, TO aHATIOTUYHBIM 00pPa30M U3MEHUTCS U ATO MOJ€ B 00b-
€KTe B OKHE Mepapxuu. B To ke Bpems, eciii U3MEHUTb CBOWCTBO B OOBEKTE OKHA MEpPAPXUHU, TO
ATO HE MOBJICYET U3MEHEHUS 11a0JI0Ha, MPUYEM B 9TOM Cllydyae U3BMEHEHHOE 3HaU€HHUE CBOMCTBA B
00BbeKTe OKHA HepapXuu OyJeT BBIACICHO MOMYKUPHBIM MIPUGTOM (TMPU3HAK TOTO, YTO 3HAYCHUE
OTJIMYAETCSl OT aHAJIOTMYHOIO 3HAauYeHUs i mabiioHa). Eciu B 3ToM ciydae M3MEHHUTHh JAHHOE
CBOMCTBO B I1a0JIOHE, TO aBTOMAaTHYECKOTO M3MEHEHHS CBOMCTBA B OOBEKTE OKHA MEpapXuu HE

MIPOU30MET.
© Inspector | = Kpome Toro, usmMeHUTCS BUJA BEPXHEU 4acTH OIHKCA-
u © [RedBlock [ ] Static ¥ HHUSA 00OBEKTa B OKHE MHCIIEKTOPA.
Tag | Block 4| Layer [Block 3] Teneps B HEM TOABATCS TPU NOMOJHUTEIBHBIE KHOMI-
Prefab | Seleet | Revert | Apply | gy, HaxxaTue Ha nepByto u3 Hux (Select) BolaensieT B OK-

HE MpoeKTa 1I1a0JIOH, CBSI3aHHBIA C JTAaHHBIM OOBEKTOM.

Haxxatue na BTOopyto (Revert) oTmMeHsieT Bce U3MEHEHUs, KOTOpbIe ObUIM ClIENIaHbl B O0BEKTE 1O
CpPaBHEHUIO C M1a0JI0HOM (HE U3MEHSIOTCS TOJIHKO JTaHHbBIC B

.‘-' ~ Red Block Static» KommoHeHTe Transform, cBsi3aHHBIE C TO3UIIUEH OOBEKTA).
v Hakonen, kHonka Apply MO3BOJIIET BBITIOJHUTH OOpaTHOE
JIEHCTBUE: U3MEHUTH 1Ia0JIOH B COOTBETCTBUU C TEKYIIUMHU
HACTpOWKaMu O0beKTa (MpUYeM U3MEHSTCS U JJaHHBIE, CBS-

Tag Block v Layer Block ~
Prefab Open | Select Overrides

3aHHBIC C TIO3UIIMEH 00BEKTA).

Ipumeuanue. B nmocienyronmx Bepeusix Unity Bua ykazaHHOTO (parMeHTa OKHa MHCIIEKTOPa
HEMHOTO M3MeHwWIcs. B Hem nosiBuiiack kHorka Open, mo3Bosisronas OTKpbITh 00bekT prefab ms
penaktupoBanusl, a kHorku Revert u Apply Obun iepeHeceHs! B Beimanaromumii crimcok Overrides.

Mgl MOkeM TepeTanuTh u3 nanku Prefabs co3maHHbIN 11a0JOH B OKHO MEpapXUU HECKOJIBKO
pa3, ¥ TpU TOM Ha ClieHe OyIyT CO37aHbl HOBBIE DK3EeMIULIPHI JAaHHOTO ImabioHa. OcTtaHeTcs
JWIIb U3MEHUTh WX mosoxeHue. [lpu 3amycke mporpamMmsl OHHM OyayT BecTH ceOs COBEPIIEHHO
OJIMTHAKOBBIM 00Pa3oM.

MOo3KHO MOCTYNUTh U MO-APYrOMY: MOJHOCThIO yAanuTh 00bekThl Red Block co cuens u co3-
JaTh UX HK3EMIUISIPBl TPOrPaMMHO, B MOMEHT Hauaja Urpbl (WK 3arpy3Kd OYepeIHOTO YPOBHS).
NMeHHO Tak MBI U MOCTYNIUM B JAJIbHEUIIIEM.
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Koppektupys cBOICTBa OJTHOTO M3 JOOABICHHBIX OJIOKOB, MBI MOKEM CO3/1aTh JAPYTrOdl BapHaHT
0J10Ka, KOTOPBINA TOKE MOKHO OOpPMUTH B BUAE madioHa. [Ipoaenaem 3To Ha mpuMepe co3aaHus
3eneHoro O50ka. Beioepem oamH u3 0J10KOB, co3qaHHBIX Ha ocHOoBe mabnona Red Block (mampu-

F scene MEp, JIEBBIN), U U3MEHUM TPH €r0 CBOMCTBA:

Shaded * : S TICpeTamuM B ToJie Sprite KOMIOHEeHTa Sprite
Renderer pucyHox cube green u3 mamnku
Sprites okHa MpoekTa, a B koMmrmoHeHTe Block
Script m3menum 3Hauenue mons Hits To
Destroy Ha 2, a 3Hauenue nosist Points Ha 20.
Kpome Toro, mepenMeHnyem STOT OOBEKT B
OKHe mepapxuu, HazBaB ero Green Block. Oc-
TaJOCh TEPETAlIUTh 3TOT OOBEKT B TAINKY
Prefabs okna nmpoekra.

AHANTOTHYHBIMH  JCUCTBHSIMH  CO3JaUM
mabJIOH IS JKelToro Ojoka. s sToro ms-
MEHHUM CBOMCTBa, HapUMeEp, MPaBoro OJoKa
cuensl (umsa — Yellow Block, pucyHok cube
ccne [ S —— _yellow, Hits To Destroy = 1, Points = 10). B

S /12 HOM CJTydae BBIBOJUTH TEKCT «1» Ha OJIo-
K€ HE HYXHO, MO3TOMY TIEpell CO3JaHHEM
mabnoHa ynanum jgodyepHuid 00bekT Block
Text, a B cBoiicTBe Text Object kommoHeHTa
Block Script BbiOepem Bapuant None (u3
CIIUCKA, KOTOPBIM MOSBUTCS €CIU IMIEIKHYTh
Ha KPYTJOM 3HA4Ke CIIpaBa OT 3TOr'O CBOMCT-
Ba).

IIpumeyanue. B mocnenyrommx BepcUsx
Unity Henmb3s ynanuTh Jo4epHHE OOBEKTHI U3
00bEKTa, CO3JaHHOIO Ha OCHOBe Impedada.
[Tosromy mepen ynmanenuem oObekTa Block
Text Hamo omcoedunums OOBEKT OT CBSI3aH-
HOTO ¢ HUM npedada. J{as 3TOoro Hafo BbI3BaTh KOHTEKCTHOE MEHIO ATOT0 0OBEKTa B OKHE Uepap-
XHWH | BBITIOJHUTH B HeM koMauay Prefab | Unpack.

v || ¥ Block Script (Script) 0 %, Te >xe HEWCTBUS BBIIOJHUM IJI CO34aHUS IIa0IoHa
Script BlockScript S Ui cuHero 0JI0Ka, HaCTPOUB BEPXHUU 00pasel] 6J10ka Ha
Text Object None (Game Object) @  criene (mms — Blue Block, pucynok cube blue, Hits To
Hits To Destroy |1 Destroy = 30, Points = 100). Jlnst 3Toro ma6ioHa Toxe
Points 10

HAJ0 YJIaJIUTh TOYEPHUN OOBEKT M MOJOXKUTH mojie Text
Object paBasiM None. Kpome Toro, mns cuHero 0ioka
MBI U3MEHUM METKY, MOJ0XUB ee paBHON Wall.

B pesynbTate okHO cpeapl Unity mpu 3amycke mporpaMMbl TPUMET CIICTYFOIITHI BU/I:
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‘& Unity 2017.4.0f1 Personal (64bit) - MainScene.unity - UnityArcanoid2D - PC, Mac & Linux Standalone <DX11> |E=n Bl %™
File Edit Assets GameObject Component Window Help

MO>KHO TIPOBEPHTH, YTO VIS Pa3pYIICHUS 3€JIEHOTO OJIOKa TpeOyeTces Ba yaapa, KeJIToro 0J1oka
— OJIMH yJap, a CHHUH OJIOK OYJIET OCTaBaThCSA Ha MECTE TMOCIIE TOCTATOYHO OOJIBIIOTO KOJTUYECT-
Ba yJapoB, TO €CTh UTPATh POJIh «BHYTPEHHETO ydacTKa CTeHb» (XOTs mocie 30 yaapoB U OH pas-
PYIINATCS).

UTOoOBI TOMOJHUTETHHO MPOBEPUTH, UTO MPHU pa3pylIeHUN OJIOKOB OyAeT HAYUCIATHCS TpeOye-
MO€ YHCJIO OYKOB, MOKHO MPOCTO BBIBOJUTH ATO YUCIO B KOHCOJIBHOM OKHE. J[Jis 3TOro 1ocTaTod-
HO BHeCTH cliienyroriee n3Mmenenue B meto OnCollisionEnter2D ckpunita BlockScript:

void OnCollisionEnter2D(Collision2D collision)

{

nitsToDestroy--;
if (hitsToDestroy == 0)
{
print(points) ;
Destroy(gameObject) ;
}
else if (textComponent !'= null)
textComponent .text = hitsToDestroy.ToString();

}

Ecnu teneps mociaenoBaTeIbHO Pa3pyIIUTh JKEJITHIN, 3€JI€HBIN U KpacHbIN OJIOK, TO KOHCOJIbHOE
OKHO MPUMET BU/]T
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El Console | =

| Clear | | Collapse | Clear on Play | Error Pause | Editor = . ()3 . o | oi:l |
:f'r"\: 1D
= UnityEngine.MonoBehaviour: print{Object)
I-'"r"‘\-l ED. . . . .
= UnityEngine.MonoBehaviour: print{Qbject]
17 40

= UnityEngine.MonoBehaviour:print{Object)

YroObl 3aBEpUINTD pa3ziei, CBA3aHHBIA ¢ cO3/aHMeM MIa0JIOHOB, CO3AaIUM TaKXKe IAOJIOH IS
mapuka. /i 3Toro nocraroyHo neperamuTh 00bekT Ball u3 okna nepapxuu B nanky Prefabs oxna
IPOEKTA.

[Tanka Prefabs Teneps mpumeT OKOHUATEIbHBIN BU:

¥ & Physics
'V BallMaterial

W Ball

' Blue Block
b Lyl Green Block
b Red Block

o vellow Block

1.6 [leHepauyusi ypoeHelu uzspbl

[Ipumenum pazpaboTaHHble 1MIA0JOHBI JJIsI TEHEpAMU Pa3IMYHbIX yYpoBHEW urphl. [lpu paszpa-
OO0TKe UIp MOXKHO JMOO CO3/1aBaTh KaXK/bIii HOBBIM YPOBEHb B BUJI€ OTJEIBHOM CLEHBI, UCIOIb3YS
cpenctBa pegakropa Unity, MO0 mporpaMMHO T€HEPUPOBATH KOMIIOHEHTHI Ka)KJOTO YPOBHS Ha
OCHOBE €IMHCTBEHHOM CLEHBI. BOCTIONIBb3yeMCsl BTOPBIM ITOAXO0M.

Kaxxplii ypoBE€Hb UTPBI OYJIET Pa3iMuaThCsi COCTABOM M PACTOJIONKEHUEM OJIOKOB, (POHOBBIM PH-
CYHKOM, a TaK€ Ha4aJIbHOM CKOPOCTHIO IIAPUKOB (UE€M BBIILLIE YPOBEHb, TEM HayalbHAsl CKOPOCTh
oonbie). C yBeTu4eHUEM ypOBHS OyAET TakKe YBEJIMYUBATHCS KOJIUYECTBO OJIOKOB. MBI peanu-
3yeM IpOCTEHIINK BapuaHT reHepanuu 0JI0KOB, IPU KOTOPOM TpedyeMoe KOJIMYECTBO OJIOKOB pas-
JUYHOTO TUMNa OyAeT cilydallHbIM 00pa3oM pacmojiaratbCs B BEPXHEH IMOJIOBUHE UTPOBOW CLIEHBI
(XOTs B JaJIbHEUIIEM MOKHO MPEAYyCMOTPETh BAPUAHT 3arpy3Ku KaxkaoW KoHpUrypaiuu OJ0KOB
U3 CHEIHMAJIbHBIX HAaCTPOEUHBIX (hailyioB, a JUIsl MOATOTOBKH TakuX (hailJioB MOKHO pa3paboTaThb
KOHCTPYKTOp ypoBHel). [Ipu akTuBanuu kaxxaoro ypoBHsi OyemM 100aBisiTh Ha pAaKeTKy HE OJUH,
a JIBa I1apuKa, 4TOObl, C OJTHOM CTOPOHBI, YCIOXKHUTH YIIpaBJI€HUE UMH, a C APYroi — cpasy pea-
JM30BaTh BAPUAHT UTPOBOM CUTYyallMH, KOTJa YHUCIO MIAPUKOB Ha CLIEHE MOXKET OBbITh OOJIbllIe OJ-
Horo. [loka npu notepe Bcex mapukoB OyAeM MPOCTO BOCCTAHABIMBATH 00a IIapuKa, a MpHU pas3-
OvBaHUU BCEX OJOKOB — BBIBOJUTH COOOLIEHUE O MPOXOXKIECHUU YPOBHS B KOHCOJIBHOM OKHE
(ympaBieHue ypoBHSIMU UTPbl OYJET peaIM30BaHO B CIAEAYIOIIEM pa3Jiese).

OrpannyuM 4ymucio ypoBHel 3HaueHreM 30 (10 KOJIMYECTBY MMEIOIIMXCA (POHOBBIX H300paxke-
HUM).

1.6.1 Co3aaHne HOBbIX UTPOBbLIX 06 BHLEKTOB Ha OCHOBE LWabnoHOB

[Tpu co3maHumM HOBOTO YPOBHS MBI OyJIeM 3aHOBO I'€HEPUPOBATHh Ha CIICHE BCE MTPOBBIC OOBEK-
ThI, KPOME PAKETKH U CTCH (MCIOJIb3ys] MMEIOIIMECS Ma0I0HbI), TO3TOMY YAAIUTE CO CIICHBI pac-
MOJIOKEHHBIC HA HEl OJIOKH, a TAKXKE MIapHK.

JlobGaBbTe creayromuii Ko B onucanue kinacca PlayerScript:

const int maxLevel = 30;

[Range(1l, maxLevel)]
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public int level = 1;

public float ballVelocityMult = 0.02f;
public GameObject bluePrefab;

public GameObject redPrefab;

public GameObject greenPrefab;

public GameObject yellowPrefab;

public GameObject ballPrefab;

void CreateBlocks(GameObject prefab, float xMax, float yMax,
int count, int maxCount)

{
if (count > maxCount)
count = maxCount;
for (int i = 0; i < count; i++)
Instantiate(prefab,
new Vector3((Random.value * 2 - 1) * xMax,
Random.value * yMax, 0),
Quaternion.identity);
}
void CreateBalls()
{
int count = 2;
for (int i = 0; i < count; i++)
{
var obj = Instantiate(ballPrefab);
var ball = obj.GetComponent<BallScript>();
ball.ballInitialForce += new Vector2(10 * i, 0);
ball.ballInitialForce *= 1 + level * ballVelocityMult;
}
}
void StartLevel()
{

var yMax = Camera.main.orthographicSize * 0.8f;

var xMax = Camera.main.orthographicSize * Camera.main.aspect * 0.85f;
CreateBlocks(bluePrefab, xMax, yMax, level, 8);
CreateBlocks(redPrefab, xMax, yMax, 1 + level, 10);
CreateBlocks(greenPrefab, xMax, yMax, 1 + level, 12);
CreateBlocks(yellowPrefab, xMax, yMax, 2 + level, 15);

CreateBalls();
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void Start()
{

Cursor.visible = false;
StartLevel();

}

Bce neiicTBus 1o co3gaHUI0 HOBOTO YPOBHSI MBI peann3oBainu B ¢yHkiuu StartlLevel, kotopas
BbI3bIBacTCS B MeToze Start. B 9Toif ¢pyHKIIMKM BHAUae OMpeenseTcs pa3Mep 00JIacT, B KOTOPOit
OyIyT TeHepupoBaThCs OJOKU (3Ta MHPOpMAIIUs ONMPEACISICTCS Ha OCHOBE JIAHHBIX, MOJTYYaeMbIX
OT TJIaBHOM KaMephbl). 3aTeM co3gaeTcs TpeOyeMoe Ynciio OJIOKOB KaXKJI0ro BUJia (3TO YKUCIIO 3aBU-
CUT OT HOMEPA YPOBHS, a TAK)KE HE MOYKET MIPEBOCXOIUTh YKAa3aHHOIO MAaKCUMAJILHOTO 3HAUECHHUS).
B koHIIEe co3aroTes ABa MapHkKa.

Jlia co3nanus oObEKTa Ha OCHOBE HIabJiOHa MpeaycMOTpeH MeTo[ Instantiate. B HEM MOXHO
SBHO YKa3aTb HOBOE I0JIO)KEHHE OOBEKTA MJIU MCIIONIB30BaTh MO3UIHUIO, YKa3aHHYIO JJis I1a0J0Ha
(mepBbIif BApUAHT Mbl IPUMEHWIH U1l OJI0KOB, BTOPOM — ISl IHAPUKOB).

[Tocne co3ganus mapuka Mbl JBaXIbl MOAU(ULIMPYEM HAYaIbHYIO CUITY, KOTOpas Ha HEro Jei-
CTBYET: mepBasg Mojaudukanus obecrneyruBaeT HEOOJIBIIOE M3MEHEHUE TPACKTOPUU NJisi BTOPOTrO
[IapuKa, a BTOpasi yCKOPsIeT IBMKEHHUE IAPUKOB B 3aBUCUMOCTH OT HOMEpa YPOBHSI.

YToOBl yIPOCTUTH TECTUPOBAHUE YPOBHEH, MbI onrcanu nois level u ballVelocityMult kak ot-
KPBITBIE; 3TO MO3BOJIUT HACTPAWBATh MX 3HAUEHHUSA HENMOCpeACTBEHHO B penakrtope Unity. [lone
level cHaGxeHO aTpuOyTOM, KOTOpBI 0OecreunBaeT OTOOPaKEHHE B PEJAKTOPE HE TOJIBKO TEK-
CTOBOTO IOJIS JUIsl BBOJIA 3HAYEHUS], HO U MOJI3yHKa. biarogaps 3ToMy B KauecTBE 3HAUEHUS] MOK-
HO yKa3aTh TOJIbKO II€JIbI€ YMCIIa B Juana3oHne oT 1 10 koHctanTel maxLevel, paBHoii 30.

B Buge OTKpBITBIX HOJIEH TakXe IMpelcTaBiIeHbl UCIOJIb3yeMble 11a0noHbl. [lepen 3amyckom
IpOrpaMMbl Ha KaXXJ0€ U3 ATHX IOJIEH B PEeaKTOpe HaJl0 NEpeTalluTh HYXHBIH madioH. B pe-
3ynbTaTte KOMIoHeHT Player Script npumer cieayromuil BUa:

v || ¥ Player Script (Script) [ #.
Script FlayerScript o]
Level (— 1
Ball Velacity Mult 0.0z
Blue FPrefab JBlue Block (o]
Red Prefab JRed Block @
Green Prefab ¢ Green Block e
Yellow Prefab gvellow Block o}
Ball Prefab JBall o]

VYcranoBus 3HaueHue ypoBHs Level paBubiv 30 u 3amycTuB nporpaMmy, MOXKHO MPOBEPUTH Be-
JUYMHY MaKCHUMAaJIbHOTO YBEJIMYEHUS CKOPOCTH IIapUKa U NMPU HEOOXOAMMOCTH OTKOPPEKTHUPO-
BaTh €€, YBEJIMYUB WM YMEHBIIUB 3HaueHue mnosis Ball Velocity Mult,

1.6.2 OTKnNOYeHNe B3auMoAeNUCTBUS LLAPUKOB

[Tpu 3amycke mporpammbl MOKHO OOHApY>KUTh, YTO IIAPUKU TOXKE B3aUMOJICHCTBYIOT MEXKIY
cobotii (oTpaxkaroTcst apyr oT apyra). O0bruHO B urpe Arcanoid maprku He B3aMMOACHCTBYIOT, 10-
TOMY B Halled UTIPe MbI TOXKE OTKJIIOYHM 3Ty BO3MOXKHOCTb. {11 3TOr0 TOCTATOYHO BHECTH J10-
MOJIHUTENbHbIE U3MEHEHUSI B MAaTPUILy B3aMMOJICHCTBUSI CJIOEB, CHSIB B HEeMl (piiaykok Ha mepeceye-
Huu napsl cioeB Ball — Ball (HanomuanmM, yTo 0TOOpa3uTh MaTpUIly B OKHE MHCIEKTOPAa MOXKHO C
nomoipio komanasl Edit | Project Settings | Physics 2D).
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¥ Layer Collision Matrix
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1.6.3 Pa3mMellueHune 6nokoB 6e3 HanoXxeHuu
Jlns ypoBHEH ¢ OOJBIIMMH HOMEpaMHU Co3jJaBaeMble OJIOKM OyIyT 4acTO HaKJIaIbIBATHCS APYT

UToO0BI 3TO UCTIpaBUTH, 100OABUM C onucanue kiacca PlayerScript 1Ba BcriomoraTeabHBIX MOJIS U
oTtkoppektupyem meton CreateBlocks:

static Collider2D[] colliders = new Collider2D[50];
static ContactFilter2D contactFilter = new ContactFilter2D();

void CreateBlocks(GameObject prefab, float xMax, float yMax,
int count, int maxCount)
{

if (count > maxCount)
count = maxCount;
for (int i = 0; i < count; i++)
for (int k = 0; k < 20; k++)
{
var obj = Instantiate(prefab,
new Vector3((Random.value * 2 - 1) * xMax,
Random.value * yMax, 0),
Quaternion.identity);
if (obj.GetComponent<Col1ider2D>()
.OverTlapCol1ider(contactFilter.NoFilter(), colliders) == 0)
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break;
Destroy(obj) ;

Tenepb Bce O6JI0KU pa3MeNIaloTCs Ha CIIEHE 0€3 HaI0KEeHU.

€ Game

Display 1 #|| Standalone (1024x768)

T T

Mer1 ucnonszoBanu metonr OverlapCollider, mo3Bossitonuii HaiiT 115 1I000TO KOJUIalepa Bee
KOJUTaliiephl, KOTOpbIE epecekatoTcs ¢ HUM. HalifieHHble Komtaiiiepsl 3aHOCATCS B MacCHUB, KOTO-
pBI HAaJl0 cO3/1aTh NEpes BBI30BOM METO/Ia M yKa3aTh B Kau€CTBE IMOCIEIHEro napamerpa. YToosl
HE CO3/1aBaThb TaKOW MacCMB MHOTOKPAaTHO, Mbl ONHCAJIM €ro Kak CTaTHYECKOE IoJie Kiacca
PlayerScript (Takum 00pa3oM, 3TOT MacCMB Ha MPOTSHKEHUHM BCEMl MIphl OylET CylIecTBOBAaTh B
€AMHCTBEHHOM HK3eMIuisape). Jpyroit BcmomorarenbHbiii nmapametrp metona OverlapCollider mbr

TOXE OMMUCAIN KaK CTATUYECKOE TOJIE KJlacca.
[TockoJibKy BO3MOYKHA CUTYallMsl, KOT/Ia MPU OOJIBIIIOM YHKCIIE YK€ UMEIOIINXCSI OJIOKOB HOBBIM

0JI0K He yaacTcsi J0OaBUTh Ha CLEHY 0€3 HaJOXEHUH, Mbl IPEyCMOTpesId MAKCUMyM 20 MOMBITOK
11 foOaBieHUst HOBOro 6i0ka. Eciu Bce 20 MONBITOK OKa3aluch HEYAauHbIMH, TO HOBBIN OJIOK HE

no0aBgeTcs.

1.6.4 O6HoBRNeHue poHa: Ucnonb3oBaHME pecypcoB

JInst 3aBepIiieHust CO3/JaHusl YPOBHSI HaM OCTajoCh OOHOBUTH ()OH CIIEHBI B COOTBETCTBUU C HO-
MepoM ypoBHs. [lockonbKy MbI pasmecTiiin Bce (hOHOBBIE M300paxkeHUs B mamnke Resources u
CHAOAWIIM UX MOPSAKOBBIMH HOoMepamu oT 1 mo 30, /uist uX 3arpy3Ku JOCTaTOYHO HCIOJB30BaTh

meron Resources.Load.
Omummure B kiacce PlayerScript meron SetBackground u mo6aBbTe ero BEI30B B Hayajao METoja

StartLevel:
void SetBackground()

{
var bg = GameObject.Find("Background") .GetComponent<SpriteRenderer>() ;

bg.sprite = Resources.Load(level.ToString("d2"),
typeof(Sprite)) as Sprite;

void StartlLevel()

{
SetBackground() ;
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}

[Ipu mpeobpa3oBaHur HOMEpa YpOBHS B CTPOKY Mbl UCIOJIB30BaIH (POPMATHYIO HACTPOUKY d2,
KOTOpasi IOMOJIHSET 1IeJI0€ YUCIIO ClIeBa HYJISIMU A0 ABYX IUD.

BrzoB Meroma SetBackground B nHauane meroma StartLevel yckopsieT MOMCK KOMIOHEHTa
Background, nockonbky Ha JaHHOM 3Tane CLEHa CONEP>KUT TOJIBKO ()OH, CTEHBI U pakeTKy. Mox-
HO OBLJIO OBl OnucaTh 00BEKT bg B KauecTBe moJs kiacca PlayerScript 1 onuH pa3 3a1ath €ro 3Ha-
4yeHue B MeToze Start, HO 3TO Heleaecoo0pa3Ho, TaK KaK B JAPYIMX 4acTAX IPOrpaMMHOrO Koja
3TOT OOBEKT HE OYIET UCIOJIb30BaThCsA, a MeToJ SetBackground OyneT BBI3BIBATHCS JOCTATOUYHO
PEAKO, U TO3TOMY BIIOJIHE JOIYCTUMO, YTOOBI TP KaXI0M €0 BBI30BE MPOU3BOAUIICS ITOBTOPHBIN
MOMCK HY>KHOTO KOMIIOHEHTA.

1.6.5 BoccTtaHoBReHUe WapUKOB NpU UX NoTepe: ConporpaMmmbil

Ecnu mapuk yneraer 3a HIXKHIOIO TPaHUILY, TO OH YHUYTOXAETCS, OATOMY JIJIsi OTCICKUBAHUS
CUTYaIlNH, MIPU KOTOPOH MOTEPSIHBI BCE MAPUKHU, JOCTATOYHO MPOBEPHUTH, YTO HA CIIEHE OTCYTCT-
BYIOT 00BeKThI ¢ MeTKOH Ball. B aToM cimydae Hazo co3maTh mapuku 3aHOBO:

if (GameObject.FindGameObjectsWithTag("Ball").Length == 0)
CreateBalls();

I'ne pasmecTuth nanubpiii hparmeHT? ECTECTBEHHO BKIIIOUUTH €r0 B «TJIABHBIN» OOBEKT UTPHI, TO
ecTb B kjacc PlayerScript. [IpocTeliniim BapuanToM ObUTO ObI TOMEIIEHHE 3TOTO (PparMeHTa B Me-
toa Update; 310 rapaHTUpyeT, YTO Y€ B IEPBOM KaJpe, B KOTOPOM OYyIyT OTCYTCTBOBATh BCE IlIa-
PHUKH, OHH CO3AaayTcsl 3aHOBO. OHAKO TaKOW BapUaHT sABJAEeTCS HEA(D(PEKTUBHBIM, MOCKOIBKY OH
TpeOyeT JOCTATOUYHO OOJIBIIIOTO 00BheMa BBIYMCICHUHN MPU OOHOBJICHUHU KaX0TO Kajpa, TOT/a Kak
aHaJIM3UPyeMoe COObITHE (MCYE3HOBEHUE BCEX MIAPUKOB) OYAET MPOUCXOIUTH PEJIKO.

[ToaToMy nydiiie cBsi3aTh TpeOyeMble JEHCTBUS C CUTYyallMEl, KOT1a MCYe3aeT OJMH U3 IIIAPUKOB.
DTy CUTyalHUIo JIETKO pacio3HaTh B 00bekte BallScript, mockonbky oHa cBs3aHa ¢ €ro coObITHEM
OnTriggerEnter2D. Utak, onumem B kiacce PlayerScript meron BallDestroyed u Bbi3oBem ero B
metoae OnTriggerEnter2D kmacca BallScript:

/] HOBbI MeTOoj Knacca PlayerScript

public void BallDestroyed()
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if (GameObject .FindGameObjectsWithTag("Ball") .Length == 0)
CreateBalls();

/] n3MeHeHHbIi MeTo Kraacca BallScript
void OnTriggerkEnter2D(Collider2D other)

{
audioSrc.PTayOneShot (ToseSound) ;

Destroy(gameObject) ;
playerObj.GetComponent<PlayerScript>() .Bal1Destroyed() ;

}

OpHako MpH 3aycKe HOBOTO BapHaHTa UTPHI Mbl OOHAPYXKHUM, UTO B ClIydae MCUYE3HOBEHHSI BCEX
IIAPUKOB HOBBIE MIAPUKHU HE co3aaroTca. JloGaBuM omepaTop OTIAJ0YHON IMeYaTH B METOH
BallDestroyed:

print (GameObject .FindGameObjectsWithTag("Ball") .Length) ;

3amycTUB Wrpy IOBTOPHO, MBI MOXEM YyOEOUThCS, YTO MpU MOTepe IIapHKa METOJ
BallDestroyed BbI3bIBaeTCsl, HO BO3BpAIla€MOE B HEM YHCJIO IIAPUKOB BCE €ILE YUUTHIBAET TOJIBKO
YTO MOTEPSHHBIN IIapUK (TIpU MOTEpE TMEPBOTO ITApUKa BEIBOJAUTCS YHCIIO 2, a IPH TIOTEPE BTOPOTO
— yucino 1). DTo cBsA3aHO € TeM, YTO BBI30B MeToAa Destroy He IPUBOAUT K HEMEAJICHHOMY ya-
JICHUIO OOBEKTA CO CIIEHBI (XOTS yAAICHUE U IPOUCXOIUT OUYE€HB OBICTPO).

OmHMM U3 BapUAHTOB PEIICHUS BBIIBICHHON MPOOJIEMBI SIBIACTCS «OTIOKEHHOE)» OIMpPEICICHNE
TEKYLIEro 4ucia mapukoB (Hampumep, depe3 0.1 ¢ mociie MCYEe3HOBEHHUS OYEPETHOTO IIApUKa).
Jlnst peanu3anuu OTI0KEHHBIX AeiicTBU B Unity MpeaycMOTPEHO HECKOIBKO MEXaHU3MOB, OJHUM
U3 KOTOPBIX SIBJISIFOTCS] COMPOIPaMMBI.

[Tpu BBINIOJIHEHUHU CONpPOrpamMMbl MOXKHO yKa3aTh B Hel TpeOyemyro may3y, KOoTopas MpHocTa-
HOBUT BBITIOJTHEHUE 9TOM COMPOrpaMMbl, HE MMPUOCTAHABIMBAS BBITIOJHEHNE BCel UTphl. B Hamem
cllydae comporpammy Hajo 3amyckaTh U3 o0bekTa PlayerScript, Tak kak ecinu ee 3amyCTUTh U3
obbekta BallScript, oHa Oyner HeMeJIEHHO 3aBepIIeHa MPH Pa3pylIeHUHd ATOr0 00bEKTa, U IO-
TOMY HE yCII€ET BBINIOJIHUTH TpeOyemble JeCTBUSL.

Htak, omumem BcrnoMorarenbHytlo —comporpammy  BallDestroyedCoroutine B kiacce
PlayerObject, nepemecTuB B Hee AeCTBUS, paHee ykazaHHble B MeTosie BallDestroyed, a B MeToze
BallDestroyed npocTo BbI30BEM 3Ty CONPOrpaMmy:

IEnumerator BallDestroyedCoroutine()

{

yield return new WaitForSeconds(0.1f);
if (GameObject.FindGameObjectsWithTag("Ball").Length == 0)
CreateBalls();

public void BallDestroyed()
{

StartCoroutine(BallDestroyedCoroutine());
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Teneps mpu MCUE3HOBEHNUHU BCEX LIAPUKOB HA PAKETKE aBTOMATUYECKH MOSBISIOTCS J[BAa HOBBIX
HIapuKa, JIJIs 3aIycka KOTOPBIX, KaK OOBIYHO, HA/I0 LIEJIKHYTh JIEBOM KHOMKOM MBIIIN WM HAaXaTh
aeByto knasuiry Ctrl.

1.6.6 [lpoBepKa NPoOXoXxaeHUsa ypoBHSA

YpoBeHb cunTaeTCs MPOUICHHBIM, €CITH Pa3pyIICHBI Bce OJOKH (3a HCKIIFOUEHHEM 0c000 Mpod-
HBIX CHHHX OJIOKOB, KOTOPBIE pa3pyliaTh HE00A3aTeIbHO). 3aMETUM, UTO BCE OJIOKH, KPOME CUHUX,
umeroT MeTky Block, moatomy muis nmpoBepku MpoXOoKIeHUS YPOBHS JOCTATOYHO MPOAHATUZUPO-
BaTh YMCIO OJIOKOB, OCTABUIMXCS HA CIICHE, IPUYEM 3TOT aHAJIN3 MOXKHO MPOBOJUTH JHUIIb B MO-
MEHT pa3pylieHusi kKakoro-iubo 6moka. Takum oOpa3oMm, cUTyalisi OYEHb MOX0XKa Ha paHee pac-
CMOTPEHHYIO CUTYAaIIUIO C aHATM30M YHCJIa OCTABIIUXCS IAPUKOB.

OmnwumeMm ¢ kiacce PlayerScript HoBsiii Mmetoa BlockDestroyed u cBsizaHHYIO ¢ HUIM cOmporpam-
my BlockDestroyedCoroutine. [Ipegycmorpum B metone BlockDestroyed mapamerp points, B KO-
TOPOM OYJET yKa3bIBaThCS YHCIIO OYKOB, MOJTYYCHHBIX B PE3yJIbTaTe pa3pylieHus OJioka (3TOT Mma-
pamMeTp Mbl UCIIOJIb3YEM BIIOCIIEJCTBUH, KOI/Ia OyJeM peaan30BbIBATh CUCTEMY MOJICUETA OUKOB).
®dakT NpoxokJIeHUs: YpoBHs OyneM MOKa OTMEYaTh JIMIIb BBIBOJOM COOTBETCTBYIOIIETO COOOIIe-
HUSl B KOHCOJIbHOM OKHE.

IEnumerator BlockDestroyedCoroutine()
{
yield return new WaitForSeconds(0.1f);
if (GameObject.FindGameObjectsWithTag("Block") .Length == 0)
print("Level complete!");

public void BlockDestroyed(int points)
{

}

Meton BlockDestroyed 6yaer Boi3biBathest u3 metoaa OnCollisionEnter2D knacca BlockScript.
J1y1st TOro 9To0BI U3 TOT0 METOA MOXHO OBLIO 00paTUTHCS K MeTomaM kiacca PlayerScript, no6a-
BuUM K kiaccy BlockScript moste playerScript u unnnmanusupyem ero B KoHie Meroaa Start:

PlayerScript playerScript;

StartCoroutine(BlockDestroyedCoroutine());

void Start()
{

playerScript = GameObject.FindGameObjectWithTag("PTayer")
.GetComponent<PlayerScript>();

void OnColTlisionEnter2D(Collision2D collision)

{

hitsToDestroy--;
if (hitsToDestroy == 0)

{
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Destroy(gameObject) ;
playerScript.BlockDestroyed(points) ;

}

else if (textComponent !'= null)
textComponent .text = hitsToDestroy.ToString();

}

1.7 XpaHeHue obuwjux OaHHbIX U2Pbl U NepeKIrnYeHue Mexay ypoeHsIMU

CMeHa ypoBHS B UTpe OOBIYHO COMPOBOXKIACTCS 3arpy3KOil HOBOM CIIEHBI; MPU ATOM CTapas
CIIEHa pa3pylIaeTcsi BMECTE CO BCEMH HAXOIALIMMHCS Ha HeW oO0bekTamMH (XOTd y Kiacca
GameObject mpemycmorpen Meroa DontDestroyOnLoad(obj), KOTOpbIi OTMEHSIET pa3pyIIcHHUE
o0bekTa obj mpu cMeHe clieHbl). B To e BpeMst 1)1 KaXKJ0il UTpbl uMeeTcss Habop JaHHBIX, KOTO-
PBIN TOJDKEH COXPAHATHCS MPU CMEHE YPOBHEH (B 3TOT HAOOp, B YACTHOCTHU, MOXKET BXOAUTH Te-
KyIIUA HOMEpP YpOBHs). DTOT HAOOp MOYKHO XPaHWUTh B BHUJE CTATUYECKUX IOJIEH KaKOro-imdo
CKPHITA, MOCKOJIBKY CTAaTHUECKUE MOJIS KJIacCa COXPAHSIOTCS MPU pa3pyLICHUH €ro dK3eMIUISIPOB.
Onnako cpena Unity mpenocTaBiisieT albTEPHATUBHBIA MEXaHU3M JUISL CO3JaHUSI «ITOCTOSHHBIX»
00BEKTOB, CYLIECTBYIOIIUX HE TOJIBKO Ha MPOTSHKEHUU BCEW UTPbI, HO JIaXKe MOCIIE €€ 3aBepIICHMUS
(mpu ycioBuH ee 3amycka u3 pepakropa Unity). Dto, B 4acTHOCTH, YIpoOIaeT OTIAAKY UTPHI, TaK
KaK JTaeT BO3MOXXHOCTh SIBHOW HACTPOWKH €€ mapameTpoB B peaakTope Unity HEmoOCpenaCTBEHHO
nepes 3amyckoM. OTMedeHHas BO3MOXKHOCTh 00€CIIeUUBAETCS C TOMOIIBIO OCOOBIX 0OBEKTOB, SIB-
JSAIOLIMXCS TOTOMKamu kiacca ScriptableObject. [IpowmmoctpupyeM ee Ha TprUMepe HaleH UTPHI.

1.7.1 Co3paHue obbekTa Tuna ScriptableObject n ero noaknoyeHne K uUrpoBomy
00 BLEKTY
Cozpnaiite HOBbIM ckpunT ¢ uMeHeM GameDataScript 1 U3MeHUTEe ero 3aroTOBKY CJEAYIOLIUM
obOpazom:
using System.Collections;
using System.Collections .Generic;
using UnityEngine;

[CreateAssetMenu(fileName = "GameData", menuName = "Game Data", order = 51)]
public class GameDataScript : ScriptableObject

{
public int level = 1;
public int balls = 6;
public int points = 0;

}

OOpatuTe BHMMaHHE Ha TO, YTO MPEAKOM JAHHOTO Kiacca JMJODKeH OBITh HE Kiace
MonoBehaviour (kak npenjaraercs 1Mo yMoia4aHuto), a kiaacc ScriptableObject. Mbl momecTunu B
kiacc GameDataScript mosisa, coaepkamue UHGOPMAIMIO 00 UTPe «B LEIOM»: TEKYIIUNA HOMEp
YPOBHSI, KOJIMYECTBO UMEIOIINXCS IIAPUKOB U YNCII0 HAOPAHHBIX OYKOB.

JIro60i1 006bexT Tuna ScriptableObject Hago co3naBath Ha 3Tane pazpadboTku urpsl. s peanu-
3allMd ATOW BO3MOXHOCTH TIEpEe]] OTMHMCAHWEM COOTBETCTBYIOIIETO KJIacca yKa3bIBAETCS aTpUOYT
CreateAssetMenu, no0asmnstomuii B MeHI0 Assets | Create HOBYIO KOMaH/y JIJIsl CO3JaHUs SK3EMII-
Jsipa naHHoro Kiacca. B mapamerpe fileName yka3biBaeTcst uMsi, oJl KOTOPBIM CO3/IaHHBIN IK3eM-
IUISIp TIOSIBUTCSL B OKHE MpOEKTa (B JalbHEWIIEM 3TO UMS MOXXHO W3MEHHTH), B TapaMmerpe
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menuName yKka3bIBaeTCsl UMsI KOMaH/Ibl, KoTopas Oyner 1o0aBieHa B MEHI0, a mapameTp order mo-
3BOJISIET 33/1aTh IOJIO)KEHHE 3TOM KOMAHJIbl CPEId MMEKUMXCs KoMaH/ (3HaueHue 51 momemaer
KOMaHJy cpa3sy nocie koMmanel Folder, mockonbKy kakmas rpynmna komana MeHto Assets | Create
CBSI3BIBAETCS C Auana3zoHoM u3 50 HOMEpOoB).

Coxpanure ckpunt GameDataScript, Bepuutecs B penakrop Unity U BBINOJHUTE KOMaHIY
Game Data, xotopas nmosiButcsi B MeHI0 Assets | Create. B pesynbrare B OKHE MPOEKTa MOSBUTCS
o6bexT GameData. [TeperanuTe ero B manky Scripts; mpu 3TOM Tarka MPUMET CISAYIOMNUNA BH/I;

¥ &5 Scripts

@ BallScript
BlockScript
< GameData
|| GameDataScript
@ PlayerScript
[Tpu Boigenenun oobekTa GameData B OKHE HHCIIEKTOpa 0TOOPaXKarOTCs €ro MOJIs:
© Inspector | B e

E GameData g %

| open |

Script GameDataScript @

Level
Balls
Points

[MoaxmrounTe co37aHHBIM OOBEKT K UTpoBOMY 00BekTy Player, mo6aBuB B omucaHue Kiacca
PlayerScript 1omoJIHUTEIbHOE OTKPBITOE TIOJIC:
public GameDataScript gameData;
[Tocne coxpaHeHuss K3BMEHEHHOTO TekcTa ckpunTta PlayerScript B ero pasziene B OKHE HHCIIEKTO-
pa nosiBuTca HoBoe mosie Game Data, Ha koTopoe Hazo neperamuTh 0o0bekT GameData U3 oxkHa
IIPOEKTA!

¥ || ¥ Player Script (Script) @#*  Teneps MBI MOXKEM MOIy4YaTh U U3MEHSTH JaHHBIE 00b-
Seript Flayerseript @ exra GameData u3 o0bekTa PlayerScript, npuueM 5Tu JaH-
Level (r——| ]
ol v o TR HBIE COXpAHSITCS JaXKe Mpu paspyuieHuu oOwbekta Player
Blue Prefab T s (KOTOpOE OyIeT MPOUCXOOUTh IIPU CMEHE CLICHBI).
Red Prefab wRed Block o
Green Prefab W Green Block o 1.7.2 I'Iop,cqu O4KoB
Vellow Prefab WwYellow Block | @ BHauane peanuzyeM NpOCTEHIIYIO BO3MOXHOCTB: IIO/I-
el i ~LEl ©  CcueT OYKOB U MX coxpaHeHme B o0Obekre GameData. [Iis
Game Data L GameData (Ga @ o o

ATOTO JIOCTATOYHO J00aBUTH €IMHCTBEHHBIN HOBBIA OTepa-

top B MeToj BlockDestroyed knacca PlayerScript:
public void BlockDestroyed(int points)

{
gameData.points += points;
StartCoroutine(BlockDestroyedCoroutine());

}

Jl71s IpOBEpKH 3aMyCTUTE UTPY, MPEABAPUTEIHHO BBIIETINB B OKHE TpoekTa 00bekT GameData,
9TOOBI €r0 JIaHHBIE OTOOpaKAIHCh B OKHE MHCIEKTOpa. [Ipu paspyiieHnn 6JI0KOB YUCIIO OYKOB B
nosie Points OyieT yBeIUunBaTHCS.

Korma urpa 6yner ocranoBiieHa, qanubie B osie Points coxpanstcs. 3To OTau4aeT 0ObeKThI TH-
na SriptableObject oT 06bexTOB MonoBehavior, niis KOTOpBIX MOCie 3aBEpIICHUS UTPHI BOCCTA-
HaBJIMBAIOTCS JaHHbBIE, YKa3aHHbIE Mepes ee 3aimyckoM. Takoe nmoBeneHne oobekTa SriptableObject
MOKET 0Ka3aThCs yIOOHBIM JIJISl OTJIAJKA UTPHI, HO B CTAHIAPTHOM PEKUME HEOOXOMMO HAYNHATh
UTPY C UCXOTHBIX HAacTpoeK. [1o3ToMy mpeaycMOTpUM BapuaHT aBTOMATHUYECKOTO cOpoca HAaCTPoO-
ek oobekTa GameData.
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N3menute ckpunt GameDataScript:
public class GameDataScript : ScriptableObject
{

public bool resetOnStart;

public int level = 1;

public int balls = 6;

public int points = 0;

public void Reset()
{

level = 1;
balls = 6;
points = 0;

}

Kpome Toro, usmenure ckpunt PlayerScript, 100aBUB kK HEMY HOBOE CTaTHYECKOE MOJIE U J10-
MMOJIHUB METOJ Start:

static bool gameStarted = false;

void Start()
{

Cursor.visible = false;
if (!gameStarted)

{

gameStarted = true;
if (gameData.resetOnStart)
gameData.Reset() ;

}
StartLevel();

}

Teneps B Hauase urpsel, koraa oobekT PlayerScript co3gaeTcst mepBslif pas, €ro cTaTHYECcKoe Mmo-
ne gameStarted OyzaeT paBHo false, B MeToae Start ero 3HaueHHe OyaeT U3MEHEHO Ha true U B J1allb-
HEeHIeM yxe He OyleT M3MEHSThCS Ha MPOTSHKEHWHM BCEW UTpbl. B MOMEHT M3MEHEHHs MO
gameStarted Ha true npoBepsieTcs 3HaueHue nojis gameData.resetOnStart, u ecinu oHO paBHO true,
MIPOUCXOIUT COPOC BCcex HacTpoek oobekTa GameData.

e 2. Taxum oOpa3om, eciny Mbl XOTUM, YTOOBI IIPU 3aIIyCKE UT-
E GameData @ # pBI COXpaHEHHBIC paHee HacTpoiiku oObekTa GameData aB-
|open | TOMATHYECKM COPACHIBAIKMCH, HAM JIOCTATOYHO YCTAHOBHTH
Seript GameDataserpt @ uaskok Reset On Start (KOTOpbI Tenepb MOSBUTCA B OKHE
Reset On Start £ MHCIIEKTOPA JJI 9TOr0 00BhEKTA):
:Tl? E Ecnu Temeps 3allyCTUTh MIPY CHOBA, TO MOYKHO YBHIETD,
Points 150 YTO YHUCIIO OYKOB OOHYJIUTCS.

[Toguepkuem, uro maHHbIe o0BekTa GameData coxpans-
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I0TCS1 TIOCJIE OCTAHOBKM UIPbI TOJIBKO B penakrope Unity. Eciau crenepupoBath exe-(aiin s Ha-
IeH UTPBI, TO MPU KaXKJIOM ero 3amycke o0bekT GameData Oyner MHULIMATN3UPOBATHCS 3aHOBO, C
Y4ETOM TEX HACTPOEK, KOTOPHIE YKa3aHbl B OKHE MHCIIEKTOPA.

1.7.3 CmMmeHa ypoBHeU
Tenepp peanuzyeM cMeHY YPOBHEH P pa3pyIIeHHH BceX 0JI0KOB. 1) 3TOro J0CTaTOYHO BHE-
ctH B ckpunt PlayerScript Tpu HEOONBIIUX N3MEHEHUS.
JloGaBbTe B CIIMCOK TUPEKTHUB USING HOBYIO TUPEKTUBY:
using UnityEngine.SceneManagement ;
W3menute meton BlockDestroyedCoroutine:
IEnumerator BlockDestroyedCoroutine()
{
yield return new WaitForSeconds(0.1f);
if (GameObject .FindGameObjectsWithTag("Block") .Length == 0)

{

)

if (level < maxLevel)
gameData.level++;
SceneManager .LoadScene("MainScene") ;

}

Jlob6aBbTE HOBBIN OorepaTop B MeToA Start:
void Start()

{

Cursor.visible = false;
if (lgameStarted)

{

gameStarted = true;
if (gameData.resetOnStart)
gameData .Reset();

)

level = gameData.level;
StartLevel();

}

Tenepsr npu pa3pymieHHH BceX OJIOKOB MPOUCXOIUT aBTOMATHUYECKHI MEpexo/l Ha HOBBIN ypo-
BEHb, 32 UCKIIFOUEHUEM CUTYallMH, KOr/Aa yXe ImpoiieH nociennuid, 30 yposens. Eciu npoiiaen 30
YpPOBEHB, TO OH OYJIET 3arpy»eH 3aHOBO.

3ameuanmne. AJbTEpHATUBHBIM BAPUAHTOM IPU YCHEIIHOM NpOX0XaAeHUU 30 ypOBHS SIBISETCS
3aBeplUICHHE TEKYIIEH UTPhI C BBIBOJOM Ha 3KPaH COOTBETCTBYIOIIETO COOOIIEHUS. DTOT BapUaHT
TpeOyeT paboThl ¢ HHTEPHEHCHBIMU IJIEMEHTAMH, KOTOPBIE MbI 3/1eCh MOJPOOHO HE paccMaTpUBa-
eM.

1.7.4 [OewnctBusa Nnpu noTtepe Lwapuka

Haxonen, peanu3yeM NONOJHUTENBHBIE AEUCTBUSA NIPU MOTEPE apuka. Bo-mepBbiX, Ipu Kax-
JIOM TakoW MoTepe HaJ0 yMEHbIAaTh YUCJIO JOCTYMHBIX IIapukoB (B o0ObekTe GameData), Bo-
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BTOPBIX, IIPU MTOTEPE BCEX IIAPUKOB HAa UTPOBOM I10JI€ HAJJ0 UX BOCCTAHABIMBATh 3a CUET UMEIOLIlE-
rocsi pe3epsna.

Kpome Toro, Hafo NpeycCMOTpETh ClIELMAIbHBIE JEHCTBUS MPU HCUEPIIAHUHU PE3EpPBA LIAPHUKOB.
B sr1o0ii cutyanuu (kak 1 B cuTyanuu ¢ npoxoxkaeHueM 30 ypoBHsS) MOKHO ObLIO Obl 3aBeplIaTh
UTPY C BBIBOJOM COOOIIEHUS, HO MBI peann3yem Oosiee MPOCTOM BapUaHT: HEMEIJIEHHO 3aIlyCTUM
HOBYIO UT'DY, 3arpy3uB €€ | ypoBEHb.

Kak 1 pu cMeHe ypoBHEH, JUIsl peain3aliy BCEX OMMCAHHBIX BO3MOXXKHOCTEW JIOCTaTOYHO BHE-
cTu HeOobIMe n3MeHeHus B ckpunt PlayerScript.

B merone CreateBalls mpengycMoTpuM cuTyaliuio, KOrja B pe3epBe OCTAICA TOJIbKO OJUH IIAPUK,
Y TIO3TOMY IpY BOCCTAHOBJICHUM LIAPUKOB Ha CLIEHE MPUAETCA CO37aBaTh €AMHCTBEHHBIN IIAPUK !

void CreateBalls()

{

int count = 2;

if (gameData.balls == 1)
count = 1;

for (int i = 0; i < count; i++)

{
var obj = Instantiate(ballPrefab);
var ball = obj.GetComponent<BallScript>();
ball.ballInitialForce += new Vector2(10 * i, 0);
ball.ballInitialForce *= 1 + level * ballVelocityMult;

}
}

[Tpu notepe mapuka OyieM YMEHbILIATh UX PE3EPB:
public void BallDestroyed()
{
gameData.balls--;
StartCoroutine(BallDestroyedCoroutine());

}

[Tpu moTepe Bcex MIApUKOB Ha UTPOBOM Tosie OyJeM BOCCTAaHABIWBATH MIAPUKHU U3 PE3EpBa, a
CCJIK PC3CPB UCUCPIIaH, TO HAYHMHATDb UT'PY 3aHOBO:
IEnumerator BallDestroyedCoroutine()
{
yield return new WaitForSeconds(0.1f);
it (GameObject .FindGameObjectsWithTag("Ball") .Length == 0)
if (gameData.balls > 0)
CreateBalls();
else
{
gameData.Reset();
SceneManager .LoadScene("MainScene") ;

}
)

UT00BI YCKOPUTH TECTUPOBAHUE JOOABIEHHBIX BO3MOXKHOCTEN, yI00HO CHATH (hiaxok Reset On
Start 1 o0bexkta GameData 1 yMEHBIIMTD YUCIIO PE3EPBHBIX MIAPUKOB (10 TPEX, IBYX WU OJIHO-
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ro). s TecTUpOBaHMs CUTYyalluu, CBA3aHHOW C HayaJloM HOBOM WUIphl (M 3arpy3Kod MEpBOTO
YPOBHSI), MO>KHO 3a/1aTh Ha4aJbHbI YPOBEHb PABHBIM 2.

1.8 OmobpaxeHue meKyu,e2o coCmMosiHUsI u2pbl

B Hacrosiiee BpeMsi JaHHBbIE, CBSI3aHHBIE ¢ UTPOM (HOMEP YPOBHSI, YUCIO JOCTYIHBIX IIAPUKOB
U KOJIMYECTBO HAOPAHHBIX OYKOB) OTOOPAXKAIOTCS TOJIBKO B OKHE MHCIIEKTOPA MPHU BIOOpE 00BEKTa
GameData. /Jo6aBum 3Ty nH(pOpMaIKio Ha ciieHy. JJis 3TOro BOCHoJIb3yeMcsl MPOCTEUIIIUM Bapu-
aHTOM UTPOBOro MHTepdeiica, ocHOBaHHBIM Ha oOpaboTurke coobiTrst OnGUI (3ameTum, uTo Jyist
nocienuux Bepcuid Unity pekoMeHAyeTcs MCIOJIb30BaTh APYrod BapUaHT rpapuuyecKkoro MHTEp-
detica, B KOTOpOM Bce UHTEP(HEHCHBIE OOBEKTHI CO3AIOTCA M PEAAKTUPYIOTCS TOA00OHO OOBIYHBIM
UTPOBBIM O0OBEKTaM).

Jlob6aBbTe B onmcanue kimacca PlayerScript HOBBII MeTO:

void OnGUI()
{
GUI.Label(new Rect(5, 4, Screen.width - 10, 100),
string.Format(
"<color=yellow><size=30>Level <b>{0}</b> Balls <b>{1}</b>"+
" Score <b>{2}</b></size></color>",
gameData.level, gameData.balls, gameData.points));

}

TGHCpB IIpHU 3aIIYCKC HUI'PBI Ha BGpXHCI?I CTCHC BBIBOJUTCA I/IH(I)OpMaIIHH, CBA3aHHasA C €C TCKY-
M COCTOSHHUCM.

€ Game
Display 1 #| | Standalone (1024x768) 4| Scale 0,51: | Maximize On Play | Mute Audio | Stats

Level 1 Balls 6 Score 0

!

Y

OOpatuTe BHUMaHHE HA TO, YTO JIJISi HACTPOMKH pa3mepa W 1BeTa mpudTra, a TakKe ero CTUJISA
(MOMY>KUPHBIN UM KYPCUBHBIN) MOXKHO UCIIOIB30BaTh TErW, aHaornyneie TeraMm HTML.

1.9 JononHumenbHbIe 38yKo8ble 3¢hgheKkmbl U yripassieHue umu

B manHOM pasnene Mbl J0OABUM K UTPE JIOMOJHUTEIBHBIE 3BYKOBBIC Y(PPEKTHI U TPETyCMOTPUM
CpeICTBa ISl UX OTKIIFOUYEHHS.

1.9.1 CwurHan npu yBefniM4eHUU KOrim4yecTBa O4YKOB

Bnauane nmo6aBum 3ByK0oBO# 3((eKT, CBSI3aHHBIN C YBETWYECHUEM OYKOB. [[1s1 3TOrO Mo6aBuM
noyis ays kKomrmoHeHTa Audio Source W COOTBETCTBYIOIIETO 3BYKOBOTO (haila K KIaccy
PlayerScript, B MeToae Start mOIKIFOUMM HYXKHBIH KOMITOHEHT U BBI30BEM 3BYKOBOM (haiija B METO-
ne BlockDestroyed:
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AudioSource audioSrc;
public AudioClip pointSound;

void Start()
{

audioSrc = Camera.main.GetComponent<AudioSource>() ;

public void BlockDestroyed(int points)
{

gameData.points += points;
audioSrc.PTayOneShot (pointSound) ;
StartCoroutine(BlockDestroyedCoroutine());

}

[Tocie coxpaHeHHs CKpuITa ¥ Bo3Bparta B pemakrtop Unity Hajo meperamuTth 3BYKOBOH (haiin
point Ha mosie Point Sound komnonenTa Player Script.
Terneps npu yBEIMYCHUHN YHCIIa OUYKOB BBIAACTCSA 0COOBIN 3BYKOBOM CHUTHAJL.

1.9.2 ®doHoBasa My3blKa

JloGaBum Takxke (HOHOBYIO MY3BIKY. [l ATOr0 MOCTATOYHO TMEPETAIIUTh 3BYKOBOM (haiid
Ricochet Xtreme na none AudioClip komnonenta Audio Source o0bekta Main Camera. [Ipu sTom
JKeJIaTelIbHO YMEHBIIUTh YPOBEHb TPOMKOCTH 10 3HaueHus 0.2. Kpome Toro, He00X0uMo yCcTaHo-
BUTHb (uiaxkok Loop, 4ToObI (poHOBAsT My3bIKa BOCIHPOU3BOAMIACH HEMPEPHIBHO HA MPOTSHKECHUU
MPOXOXKJIEHUS BCETO YPOBHSI.

Henouer. IIpu 3amycke urpbl MOXHO OOHAPYKHUTh, UTO TENEpb 3BYKOBbIE d(PHEKThI BOCTPOU3-
BOJISITCSI TUIIIE, YEM PaHBIIE. ITO OOBACHIETCA TE€M, YTO MPU UX BOCIPOU3BEICHUHN HCIOJIb3YETCS
YPOBEHb T'POMKOCTH, YCTAaHOBJIEHHBIA B KOMIIOHEHTe Audio Source. UTOOBI yBEIMUUTH TPOMKOCTh
3BYKOBBIX 3(PHEKTOB, HE U3MEHSSI TPOMKOCTH (POHOBOM MY3BIKU, JOCTATOYHO MCMOJIb30BATh BapH-
anT Metoga PlayOnShot ¢ nByms mapamerpamu, BTOPbIM U3 KOTOPBIX SIBISIETCS MHOXKHUTENb, Ha KO-
TOPBIA YBEJIUUMUBAETCS YCTAHOBJICHHBIA YPOBEHb TPOMKOCTH:

/] un3meHeune B metoge BlockDestroyed Knacca PlayerScript
audioSrc.PlayOneShot (pointSound, 5);

/] n3meHeune B metope OnlriggerEnter?D knacca BallScript
audioSrc .PTayOneShot (ToseSound, 5);

/] n3meHenne B metoge OnCollisionEnterZD knacca BallScript

audioSrc .PTayOneShot (hitSound, 5);

1.9.3 OTknroYeHne 3BYKOBbIX 3phpekToB U (hOHOBON MY3bIKU
[IpenycMoTpuM TakKe KOMaHbl, MO3BOJISIONINE OTKIIOYATH (a B JaJbHENUIIIEM OBTOPHO BKIIIO-
4aTh) 3BYKOBbIE 3(PPEKThI U (POHOBYIO MY3bIKY. [IOCKOIBKY 3TH AEHCTBUS TOJIKHBI BIUSATH HA UTPY
B IICJIOM, @ HC Ha OTJACJIbHBIC YPOBHH, CICAYCT CBA3aTh COOTBCTCTBYIOIIUC H&CTpOfIKH C O6’I>€I(TOM
GameData. [Toatomy no6aBeTe B ckpunt GameDataScript 1Ba HOBBIX 1M0JIsl THIIA bool:
public bool music = true;
public bool sound = true;
B knacce PlayerScript onummmute BcioMoraTesbHy0 (DyHKITHIO
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void SetMusic()

{
if (gameData.music)
audioSrc.Play();
else
audioSrc.Stop();
}

B meron Start no6aBbTe BHI30B ATOM (QYyHKIINU:
void Start()

{

SetMusic();
StartLevel () ;
B meton Update no6aBbTe 00paboTKy KiiaBuil M u S (miepBas MepeKyiroyaeT peKuM BOCTIPOU3-
BeJIeHUs (DOHOBOM MY3BIKH, BTOPast BKIIOYAET WIIM OTKIIIOYAET 3BYKOBBIE 3(D(PEKTHI):

void Update()

{
var mousePos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
var pos = transform.position;
pOS .x = mousePos .x;
transform.position = pos;
if (Input.GetKeyDown(KeyCode.M))
{
gameData.music = !gameData.music;
SetMusic();
}
if (Input.GetKeyDown(KeyCode.S))
gameData.sound = !gameData.sound;
}

Haxkowertr, 100aBbTe COOTBETCTBYHOIIYIO ITpoBepKy B MeToa BlockDestroyed:
public void BlockDestroyed(int points)

{
gameData.points += points;
if (gameData.sound)
audioSrc.PlayOneShot (pointSound, 5);
StartCoroutine(BlockDestroyedCoroutine());
}

AHanoruyHele MpoBEpKU Halo 100aBuTh U B ckpunt BallScript, ogHako nepen 3TuM HajgO CBS-
3aTh JaHHBIM CcKpunT ¢ obbekToM GameData. [[ns sToro mo0GaBpTe B HaOOp TMoOJeH Kiacca
BallScript HoBOE TIOJTE:

public GameDataScript gameData;
Hcnonw3yiiTe mpoBepky mojist gameData.sound mepen Bocpon3BeieHUEM 3BYKOBBIX 3P (HEKTOB:
/] n3menenne B meroge OnilriggertnterZD knacca BallScript



47

if (gameData.sound)
audioSrc .PTayOneShot (ToseSound, 5);
/] n3meHenne B metoge OnCollisionEnterZD knacca BallScript
if (gameData.sound)
audioSrc .PTayOneShot (hitSound, 5);

[Tocne coxpanenus ckpunrta BallScript u Bo3Bpamenus B pegakrop Unity HEOOX0IUMO BbIjie-
auth mabioH Ball B manke Prefabs u neperanmuts 00bexkT GameData Ha nmone Game Data xommo-
HeHTa Ball Script B okHe HHCTIEKTOpa (B KOTOPOM B 3TOT MOMEHT OYAYyT 0TOOpaxaThCsi KOMIIOHEH-
THI 11a6ona Ball):

v || ¥ Ball Script (Script) [ #,
Script BallScript @
Ball Initial Force

(100 ¥ 300
Hit Sound ~ hit @
Lose Sound #lose @
Game Data L GameData (Ga @

[Tpu TectupoBaHuu Urpbl YIOOHO OTOOPa3UTh B OKHE HMHCIEKTOpa 00bekT GameData; B aTOM
ClIy4ae MpH IEPEKIIOYEHNUN 3BYKOBBIX PEKHMMOB MBI JIONOJHUTEIBHO YBUIUM, KaK M3MEHSIIOTCS
coctosiHUs (riaxkkoB music U sound. YToObI ipy TECTUPOBAHUU HOBBIX BO3MOXKHOCTEH UIPBI Bpe-
MEHHO OTKJIOYaTh 3BYKOBbIE 3((EKThI, JOCTATOYHO CHATH COOTBETCTBYIOIIME (JIaKKH B OKHE MH-
cnekropa A oobekra GameData.

[lepen renepanueii exe-aiiia HEOOXOAUMO YCTaHOBUTH 00a (priaxkka, CBSI3aHHBIX CO 3BYKOBBI-
MU 3 pexTaMu, €CIi Mbl XOTUM, YTOOBI 3TU 3(()EKTHI ObLUIN BKIIOYEHBI TP 3aITyCKE UTPBHI.

1.10 JononHumenbHble u2po8bie 803MOXKHOCMU
3aBepH1a51 pa3pa60TKy Hamieun HI'PBI, ,Z[O6aBI/IM B HCC C€1I€ HCCKOJIBKO ITOJIC3HBIX BO3MO>KHOCTECH.

1.10.1 HeGonblwoe N3aMeHeHne TPaeKToOpUU LLapuKkoB

B mporiecce urpbl MOXHO 3aMETHTh, YTO MHOTA MIAPUKU BBIXOMIST HA «CTAllMOHAPHYIO» TPacK-
TOPHUIO, HAIIPUMEP, HAUMHAIOT JIETaTh 110 TOPU3OHTAIM OT OJHOM CTEHBI A0 Apyrou. IIpexycmor-
PUM CIIEIMATIBHYIO KJIaBUIITY J /1St HEOOIBIIIOT0 U3MEHEHHS TPACKTOPUH, IMTO3BOJISIONIETO BHIBECTH
HIApPUKU U3 CTallMoHapHoro pexxuma. s atoro mo6asum B metos Update kimacca BallScript Ho-
BbIN ()parMeHt:

if (!rb.isKinematic && Input.GetKeyDown(KeyCode.J))
{
var v = rb.velocity;
if (Random.Range(0,2) == 0)
v.Set(v.x - 0.1f, v.y + 0.1f);
else
v.Set(v.x + 0.1f, v.y - 0.1f);
rb.velocity = v;

}

B nanHOM (hparMeHTe mpoOUCXOAUT HEOOIBIIOE M3MEHEHUE CKOPOCTH IIapuKa, MpUYeM ClIydaii-
HBIM 00pa30M BBIOMpAETCS OJIMH U3 JBYX BapuaHTOB. J[Jig BEIOOpaA BapuaHTa UCIIONB3YETCS TaTUUK
CIy4JaHBIX yucea — 00beKT Range, Bxoasiuii B ctanaapTHy0 6ubimoreky Unity.
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1.10.2 Jo6aBneHue pe3epBHbLIX LLAPUKOB NPMX NONyYeHMN AOCTaTOYHOro YMucna oO4YKoB

EcTecTBEHHO 0XUIaTh, UTO HAYAJIBHOIO KOJIMYECTBA M3 O PE3EPBHBIX IIAPUKOB OKAXKETCS HE-
JOCTATOYHO JJISI MPOXOXKIEHUSI BCeX ypoBHEH. [IoCKoNbKY MBI HE IJIAaHUPYEM BKJIIOYATh B UTPY
BO3MOKHOCTH, CBSI3aHHBIE C MaJal0NMMU BHU3 OOHycaMu, KOTOPbIe MOKHO MOJ0UPATh PAKETKOMH,
peann3yeM ClIeyIoIlyl0 BO3MOKHOCTb: J0OaBJIEHHE HOBOTO PE3EPBHOIO IMIAapHKa IMOCe HaKoIuie-
HUS ONPEAEIIEHHOTO KOJIMYECTBA OYKOB. JTO KOJIMYECTBO OYyAET 3aBUCETh OT HOMEPA YPOBHS: YEM
OoJbllle YPOBEHb, TEM OOJIbIlIE OYKOB HAZ0 HaOpaTh, HAXOAACh HA ’TOM YPOBHE, YTOOBI MOIYYUTh
HOBBIN pe3epBHBIN Mmapuk. HakormieHHble 04KkH, pasymeeTcs, OyAyT MepexXoanuTh Ha CIeAYIONIHi
YPOBEHB, TAK YTO HOBBIW IIAPUK MOKHO OyAET MOIYYUTh, HATPUMEP, HAKOTTUB OUKH MPHU MPOXO0K-
JIEHUU JIBYX WIHM TPEX ypoBHEH. byaem cuuTaTh, 4TO JjIsi IEPBOTO YPOBHS YHCIIO TPEOYEMBIX OY-
koB paBHO 400, a I KaXXA0ro MOCIAEAYIONIEro YPOBHS 3TO 4YUCIO OyAeT yBeluuuBaThbes Ha 20
(Tak uto Ha mocyenHeM, 30 ypoBHE ISl TIOJyYE€HHs] HOBOTO IIApUKa MOTPeOyeTCsl HAKOMUTh YiKe
980 ouxoB).

B 06bexTe GameData OyemM XpaHUTh TEKYI[YyI0 CYMMY HaKOIUIEHHBIX OYKOB, €IlIe HE «IepeBe-
JIEHHYI0» B IIapuk; Ha3zoBeM ee pointsToBall. B o6bekTe Player 3aBenem CBOMCTBO TONBKO IS
yreHus requiredPointsToBall; 3To cBoiicTBO OyneT BO3BpallaTh KOJIUYECTBO OYKOB, HEOOXOIUMOE
JUIS1 TIOJTYYEHHUSI HOBOT'O IIapHKa HA TEKYIIIEM YPOBHE.

Urak, BHecem B ckpunt GameDataScript cienyronmue n3aMeHEHHUS:

public class GameDataScript : ScriptableObject
{

public bool resetOnStart;

public int Tlevel = 1;

public int balls = 6;

public int points = 0;

public int pointsToBall = 0;

public bool music = true;

public bool sound = true;

public void Reset()
{

level = 1;
balls = 6;
points = 0;

pointsToBall = 0;

}

B ckpunt PlayerScript no6asum omnucanune HoBoro corictsa requiredPointsToBall u momosHum
meton BlockDestroyed:

int requiredPointsToBall
{ get { return 400 + (level - 1) * 20; } }

public void BlockDestroyed(int points)
{
gameData.points += points;
if (gameData.sound)
audioSrc .PlayOneShot (pointSound, 5);
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)

YToOBl yIPOCTUTH TECTUPOBAHUE TOOABICHHOW BO3MOXXHOCTH, yIOOHO Cpa3y HACTPOWUTH JaH-
HbIe 111 00bekTa GameData Takum 00pa3omM, 4TOOBI MOYYUTh TPEOyeMOe YHCIIO OYKOB, pa3py-
VB JIMIIIb HEOOJBIIIOE KOJIMYECTBO OJIOKOB (HApuUMep, MOXKHO Cpa3y MoJoXKuTh mosie Points To
Ball pagusim 380). IIpu aTOM, pazymeercss Hamo cHATH ¢urakok Reset On Start, 4ToOBI 3HAYCHUS

gameData.pointsToBall += points;
if (gameData.pointsToBall >= requiredPointsToBall)

{

gameData.balls++;
gameData.pointsToBall -= requiredPointsToBall;

}

StartCoroutine(BlockDestroyedCoroutine());

noJieit oobexTa GameData He OblTH COpOIIIEHBI B HAYAJIE UTPHI.

[TprnoOpeTeHne HOBOTO PE3EPBHOTO IIApHKa MOXKHO TAKKE OTMETHUTh KAKUM-JTHOO 3BYKOBBIM
abdextom. BmecTo Toro 4to0sl 100aBIATh HOBBIN 3(PHEKT, MOCTYIUM MO-IPYTOMY: BOCIIPOU3BE-
JeM TOT ke 3(PQeKT, 4To U MpU MOJYYSHUH OYKOB, HO TToBTOpUM ero 10 pa3 ¢ may3zamu B 0.2 ce-
KyHJbI. J{7151 TOJOOHBIX IEUCTBUI XOPOIIO MOJAXOAT COMPOrPaMMBbI, IIOATOMY Peallu3yeM €Ille OJI-
HY colporpammy, cBsizannyto ¢ MmetogoM BlockDestroyed, u Be130oBeM ee B 3TOM METOIE:

IEnumerator BlockDestroyedCoroutine2()

{

}

for (int i = 0; i < 10; i++)

{
yield return new WaitForSeconds(0.2f);
audioSrc.PlayOneShot (pointSound, 5);

public void BlockDestroyed(int points)

{

gameData.points += points;
if (gameData.sound)
audioSrc.PlayOneShot (pointSound, 5);
gameData.pointsToBall += points;
if (gameData.pointsToBall >= requiredPointsToBall)
{
gameData .balls++;
gameData.pointsToBall -= requiredPointsToBall;
if (gameData.sound)
StartCoroutine(BlockDestroyedCoroutine2());
}

StartCoroutine(BlockDestroyedCoroutine());
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1.10.3 Pexum naysbl

CaspkeM KJIaBUILY MpoOesa U MpaByl0 KHOMKY MBIIIM C BKIIFOUEHUEM U BBIKIIOYEHUEM pEKUMa
nays3bl.

Jlnst ennHO0Opa3Hol 00pabOTKM OMUCAHHBIX JEHCTBUN BOCIIOJIB3YEMCS CIIEHUAbHON BO3MOXK-
HOCTBIO Unity — HAcCTpOKON 0COOBIX KOMaH]I, Ha3bIBAEMBIX «OCSIMU» (aXeS), ¢ KOTOPHIMUA MOYHO
CBA3aTh JIIOObIE KJIABMIIM, & TAK)KE HAXATHS KHOMOK MBIIIM. 3aMETHM, YTO PAHEE MBI YK€ BOC-
MOJIB30BATHCH OfHOM m3 ocelt (Firel), koTopas obecnieunBaeT 3amycK Imapuka (3Ta och CBsI3aHa C
neBoii knaBumiei Ctrl u neBoit kHonko# MpImn). Ceifuac MbI HCIIOIB3YyEM €IIe OJHY OCh, IPHYEM
IIPEABAPUTEIBHO HACTPOUM €€ CBOKCTBA.

BremomauTte komanay Edit | Project Settings | Input. ITpu 3ToM B OKHE WHCIEKTOpa MOSBUTCS
CIIUCOK «ocei» Axes. PazBepHUTE 3TOT CIUCOK (€CIIM OH SIBJIIETCSI CBEPHYTHIM) U NEpEHIUTE Ha
nepByto och Fire2. M3amenute ee umsa Ha Pause, B mosie Positive Button BBenuTe space, yoeauTechs,
yto B nosie Alt Positive Button ykazano 3Hauenue mouse 1. [IpoBepbte Takxke, uro nosie Type co-

nepxut BapuanT Key or Mouse Button. OctanbHble 3HaUEHUS MMOJIeH U3MEHSTh He TpeOyeTcs.
© Inspector | =
\_, InputManager @ #*.

¥ Axes

Size 18
b Haorizontal
b Vertical
b Firel
¥ Pause
Mame Fause

Descriptive Mar

Descriptive MNec

Megative Buttor

Positive Button |space
Alt Negative Bu
Alt Positive But/mouse 1

Gravity 1000

Dead 0.001

Sensitivity 1000

Snap -

Invert L

Type | Key or Mouse Button 4 |
Axis | ¥ axis al
Joy Num | Get Mation fram all Joys# |

Jlyst mpoBepKkU TOTO, 4TO OCh Pause mpaBUIbHO HACTpOEHa, 100ABHTE CIEMYIONTUN (parMeHT B
meron Update kiacca PlayerScript:
if (Input.GetButtonDown("Pause"))
print("Pause") ;
Ecnu Teneps mocie 3amycka Urpbl HAKaTh Ha TIPOOEIT WIIM Ha TIPABYI0 KHOIIKY MBIIIH, TO B KOH-

COJILHOM OKHE OyJeT BbIBeIeH TeKkcT Pause.
UToObl OCTaHOBUTH JIBUKEHHE BCEX HUIPOBBIX OOBEKTOB, JOCTATOYHO «OCTAHOBUTH WUIPOBOE

BpEMs», ITOJIOKUB €r0 MacCIITaOHBIN MHOKUTENb Time.timeScale paBHbIM HYJTO:
if (Input.GetButtonDown("Pause"))

’

if (Time.timeScale > 0)
Time.timeScale = 0;

else
Time.timeScale

1;
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OILH&KO 9TOT'0 HEAOCTATO4YHO, IITO6I>I OTKJIIFOYUTH yr[paBJIeHI/IC paKCTKOﬁ. I[JI}I OTKJJIHOUCHUS
yIpaBJICHHS paKeTKOM 100aBbTe B Hauano meroaa Update emie ogHy MpOBEPKY:
if (Time.timeScale > 0)

{
var mousePos = Camera.main
.ScreenToWorTdPoint (Input .mousePosition) ;
var pos = transform.position;
POS.X = mousePos.x;
transform.position = pos;
}

1.10.4 Bbixoa ¢ coxpaHeHUeM TeKyLlero COCTOSAHUA Urpbl U BOCCTaHOBIIEHUEe
COXpPaHEeHHOro COCTOAHUA
Ecnu urpy tpeOyercs npepBaTh, TO ObLIO ObI YIOOHO COXPAHUTh €€ TeKYIIIEe COCTOSTHUE, YTOOBI
B CJIIYIOLIMI pa3 He HAUMHATh UTPYy CHavasa. B Haliem ciyyae Bce HACTPOMKU UTPbl COOpaHbI B
o0bekTe GameData, Mo3TOMy JOCTATOYHO COXPAaHUTH BCE MO JAHHOTO 00bekTa. OPopMHUM 3TO
COXpaHEHHUE B BUJIE BCIIOMOTaTebHOT0 MeTo1a kitacca GameDataScript:

public void Save()

{
PlayerPrefs.SetInt("Tevel", Tevel);
PlayerPrefs.SetInt("balls", balls);
PlayerPrefs.SetInt("points", points);
PlayerPrefs.SetInt("pointsToBall", pointsToBall);
PlayerPrefs.SetInt("music", music ? 1 : 0);
PlayerPrefs.SetInt("sound", sound ? 1 : 0);

}

Bei3biBaTh 3TOT MeToa Oyaem B kiacce PlayerScript B cnenuanbHOM 00paOoTUMKe, KOTOPBINA
BBI3BIBAETCS IIPU 3aBEPILIEHUN TPOTrPAMMBI:

void OnApplicationQuit()
{

}

B knacce GameDataScript He0OX0aUMO TaKKe OnHcaTh METOA JUIsl BOCCTAHOBJIEHUSI COXPAHEH-
HBIX JaHHBIX:

public void Load()
{

gameData.Save() ;

level = PlayerPrefs.GetInt("level", 1);

balls = PlayerPrefs.GetInt("balls", 6);

points = PlayerPrefs.GetInt("points”, 0);
pointsToBall = PlayerPrefs. GetInt( ‘pointsToBall", 0);
music = PlayerPrefs.GetInt("music", 1) = 1;

sound = PlayerPrefs.GetInt("sound", 1) == 1;
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DTOT METOJT HaJl0 BBI3BIBATH MPH 3amycke nporpamMmbl. COOTBETCTBYIOIIUE NEUCTBUS YxkKe Tpe-
TyCMOTpeHBI B MeTojie Start kiacca PlayerScript; octamock BHECTH B 3TOT METOJ HEOOIBIIIOE U3-
MEHEHHUE:

void Start()
{

audioSrc = Camera.main.GetComponent<AudioSource>();
Cursor.visible = false;
if (!gameStarted)

{

gameStarted = true;

it (gameData.resetOnStart)
gameDataReset -
gameData.Load() ;

}

level = gameData.level;
SetMusic();
StartLevel();

}

[TpoTecTrpoBaTh HOBYIO BO3MOKHOCTh MOYKHO HETOCPEICTBEHHO B penakrope Unity: mpu ocra-
HOBKE UIPbI U €€ BO30OHOBJICHUH BOCCTAHABJIMBAETCS MOCIEIHUN YPOBEHb, YUCIIO PE3EPBHBIX 11a-
PUKOB U KOJIMYECTBO HaOpaHHBbIX OamnoB. Kpome Toro, BoccTaHaBIMBaETCs MpPENbIIYILIUN 3BYKO-
Boil pexum. Tenepr ¢pnaxok Reset On Start He cOpacbiBaeT moJisi B UX Ha4ajJbHOE COCTOSIHUE, a
o0OecrieurBaeT BOCCTAHOBJICHUE paHEE COXpaHEHHBbIX 3HaueHWil. Eciau cHATh ¢rnaxok Reset On
Start, To mo-npexHeMy MOKHO 33J]aBaTh HayalbHbIE HACTPOUKH, UCIIOJIb3Ysl OKHO HHCIIEKTOPA.

[Tpy KOMIUISUUU UTPHI AJI CO3JaHus eXe-(aiina HeoOX0AUMO yCTaHOBUTH (iiaxok Reset On
Start.

1.10.5 BbIcTpble KOMaHAbI ANA HaYana HOBOW UrPbl U ee 3aBepLUEeHUSA

HUrpok MOXeT 3aX0TeTh HavyaTh HOBYIO UTPYy, HE JOXKHAAsICh 3aBeplieHus mnpeabiaymieit. Ilo-
CKOJIbKY TeTepb BBIXOJ U3 MPOrpPaMMBbI U €€ MOCIEAYIONINI 3allyCK HE MPUBOJUT K Hayally HOBOU
UTPBI, IPETyCMOTPUM ISl 3TOTO AEHCTBUSA 0cOo0YI0 KiaBuily N U 100aBUM COOTBETCTBYIOIINI KOA
B MeTo1 Update kiacca PlayerScript:

void Update()
{

if (Input.GetKeyDown(KeyCode.N))
{
gameData.Reset() ;
SceneManager .LoadScene("MainScene") ;

}

[IpenycMoTpuM Takke OBICTPBIA CHOCOO 3aBepIlIeHUs MPOrpaMMbl — Ha)kaThe KiaBuilu Esc.
CootBeTcTBytOINH hparMeHT Toxke momecTuM B MeTo1 Update kimacca PlayerScript:

void Update()
{
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if (Input.GetKeyDown(KeyCode.Escape))
Application.Quit();

}

B otnnuue ot MpCaAbIIYIINX BOBMO)KHOCTGﬁ, 9TY BO3MOKHOCTb MOKXHO IMTPOTCCTUPOBATH TOJIBKO
IIpu 3aIlyCKC OTKOMITMJIIMPOBAHHOTI'O exe—(baﬁﬂa. O,I[HaKO, HCIIOJIB3Ys AOIIOJHUTCIBHBIC CPCACTBA
pemakTopa Unity, MOXHO IOIMOJIHUATH JAaHHBIH (pparMEHT TaKMM 00pa3oM, 4TOObI MPU HaKaTHUH
KJIaBUIIK ESC 3aBepiianack paboThl IPOrpaMMBbl, 3alyIIEHHOW B PEIaKTOpeE:

if (Input.GetKeyDown(KeyCode .Escape))

{
Application.Quit();
#if UNITY EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#endif

}

31mech Mbl 100aBWIM (PparMeHT, KOTOpbIe y4uThIBaeTcs (Ojarogapsi YCIOBHOW KOMITHJISIIIMN)
TOJILKO TPH 3aIlyCKe MpOorpaMMbl B pefakTope. B HeM ucmonb3yeTcs crenuanbHbiii kiace Edito-
rApplication u3 mpoctpanctBa umen UnityEditor. IToguepkuem, uto merom OnApplicationQuit
cpabaTbIBacT MpH JIFOOOM BapHaHTE 3aBEPIICHHS MIPHI (B TOM YHCJC M MPH €€ CTaHAAPTHOM 3a-
BEPIICHUH B PEIAKTOPE MPH HAXKATHU COOTBETCTBYIOIICH KHOIKH MM MCIIOJIb30BAaHHMH KOMOWHA-
un Ctrl+P).

1.10.6 BbiBOA MH(pOpMaLUM O HA3HAYEHUU KNaBULL

MBI peanu3oBalid B Halllel UTPe MHOTO KOMaHJI, CBSI3aHHBIX C KJIaBUATYPHBIMU KOMOMHAIUSAMHU.
bbuto Obl y10OHO OTOOpa3uTh Ha UTPOBOM 3KpAaHE 3TH KOMOMHALMU C KPaTKUM ONHCAHHEM KO-
Mana. Kpome Toro, mist KoMaH, CBSI3aHHBIX C HACTPOWKOW 3BYKa U PEKUMOM IAy3bl, MOKHO TaK-
XK€ 0ToOpakaTh MH(MOPMAIMIO O TOM: K YeMY NMPUBEAET JaHHAS KOMaH/a: K BKIIOYEHHUIO WIH OT-
KJIFOUEHUIO TAaHHOW 3BYKOBOW HACTPOWKH MJIM PEKUMA Iay3bl.

Bocnonb3yemcst 11 3TOTO TE€M K€ MPOCTEUIIMM CIOCOOOM, OCHOBaHHBIM Ha 00pabOTUYHKE
OnGUI. TlpenaputenpHo omuieM BcrnoMoratenbHyio ¢yHkiuo OnOff(boolVal), Bo3Bpamiato-
HIYIO0 TEKCT «on» uiu «off» B 3aBUCMMOCTH OT 3HaUYEHHUSI JIOTHYECKOro napamerpa boolVal:

string OnOff(bool boolVal)
{

}

void OnGUI()
{

return boolVal ? "on" : "off";

GUI .Label(new Rect(5, 4, Screen.width - 10, 100),
string.Format(
"<color=yellow><size=30>Level <p>{0}</b> Balls <b>{1}</b>"+
" Score <b>{2}</b></size></color>",
gameData.level, gameData.balls, gameData.points));
GUIStyle style = new GUIStyle();
style.alignment = TextAnchor .UpperRight;
GUI.Label(new Rect(5, 14, Screen.width - 10, 100),
string.Format(
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"<color=yellow><size=20><color=white>Space</color>-pause {0}" +
" <color=white>N</color>-new" +
" <color=white>J</color=>- jump" +
" <color=white>M</color>-music {1}" +
" <color=white>S</color>-sound {2}" +
" <color=white>Esc</color>-exit</size></color>",
OnOff(Time.timeScale > 0), OnOff(!gameData.music),
OnOff(!gameData.sound)), style);

}

Jlyis BeIBOAA MOSACHAONIEH MH(OPMALIMKA MBI UCIOJIB30BaIM MIPUPT MEHBIIETO pa3Mepa U BbI-
POBHSUIH 3Ty UH(GOPMAIIKIO IO MPABOMY Kparo UTPOBOTO OKHA.
Ha pucynke npuBeneH BUJ OKHA B PEXKHUME May3bl P BKIIOYCHHBIX 3BYKOBBIX 3 (ekTax u ot1-

KJIFOYEHHOM (h)OHOBOM MY3BIKE.
€ Game

| Display 1 ¢ | Standalone (1024x768)

Level 2 Balls 6 Score 200 Space-pause off N-naw J-jump ‘.}-m.Jﬁil: on S-sound off FS'._.;PTT:<Iir

:

Ha sTom pa3paboTky mepBoro BapuanTa urpbl Arcanoid MOKHO CUUTATh 3aKOHUCHHOM.
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2 Y4yeOHble 3agaHuA

2.1 [Ipynna UnityA: 6soku ¢ o6bekmamu-6oHycamu

UnityAl (4 6amna)

W3MeHuTh TOBeieHHE 3€JeHOro OJoKa TakKUM 00pa3oM, YTOObI MPHU €ro pa3pylieHUH Ha €ro
MeCTe BO3HUKAII O0BEKT-00HYC, MEPEMEIIAIOIINIC BEPTUKAIBHO BHU3 C MOCTOSTHHON CKOPOCTBIO.
Ecnu 3ToT 00BEKT KacaeTcsi pakeTKd, TO OOHYC aKTUBU3UPYETCS, €CIIM OH MCYE3aeT 3a HUXKHEH
IpaHUlIel, He KOCHYBIIUChH PAKETKU (M TEM CaMbIM KacaeTcsl HI)KHEH (HeBUIUMOMN) CTEHBI, TO OH
paspyiaercst 6e3 aktuBauu 6oHyca. OObeKThI-O0HYCHI HE JOHKHBI B3aUMOJICHCTBOBATh HU C O/I-
HUM OOBEKTOM, KpOME PAKETKH M HIKHEW cTeHbl. B kauecTBe n3o0paxeHus: o0bekTa-00Hyca rc-
noab3oBatk crpait ball.jpg, ycranosur mns Hero Scale Y = 0.5. Cpsi3aTh ¢ 00beKTOM-00HYCOM
uHTEep(ENCHBIN TEKCTOBBIN 00BEKT, TEKCT KOTOPOTo onpeenser Bua 6onyca. Kpome Ttekcra, 00b-
eKTHI-OOHYCBHI JIOJDKHBI OTJINYAThCS Takke (poHOBBIM 1BeToM (cBoiicTBo Color kommonenTa Sprite
Renderer) u upetom Haanucu (cBoiictBo Color kommonenTta Text).

3a JOMOJHUTENbHYI0 (QYHKIIMOHAIBHOCTh 00BEKTa-00Hyca JOKEH OTBEYATh OCOOBIM KOMIIO-
HEHT — ckpunT BonusBase, B koTopoM omnpenensieTcss TEKCT U 1BeTa 00beKTa-00Hyca (OTKPHIThIC
T0JIs1), a TaK)Ke BUPTyalbHBIH MeTon BonusActivate(), KoTopslii BEI3BIBASTCS MPU aKTUBALUU 0O0-
nyca. /s komnonenTa BonusBase meron BonusActivate() obecrnieunBaet nobasnenue 100 6amion
K 001eit cymme 6aiuioB. LIBeT hoHa — KeATHIN, IBET TEKCTAa — YePHBIH, TEKCT — «+100%.

CoxpaHutb 00beKkT-00HYC B Buje madnona (mpedada) Bonus. [11aGrnoH He AOMKEH COAEPKATh
KoMIioHeHT BonusBase; 3ToT KOMITIOHEHT J00aBIseTCs SIBHBIM 00pa3oM MOCie CO3/IaHus UTPOBOTO
o0bekTa Ha 0ase 3Toro 1madaoHa.

Koney cpopmynuposxu 3aoanus UnityAl

Ha 06a3e co3ganHOro o0bekTa-00Hyca peaau30BaTh HECKOJbKO BAPUAHTOB PA3IMYHBIX OOBEK-
TOB-00HYCOB. DYHKIIMOHATLHOCTh OOHYCa OMpeAesieT KOMIOHEHT — MOTOMOK KOMIIOHEeHTa Bo-
nusBase ¢ mepeomnpeaeneHHbI BUPTyaIbHbIM MeTog0oM BonusActivate. [leiicTBue Bcex OOHYCOB,
U3MEHSIOIMX CBOMCTBA IIApUKa WM PAKETKH, 3aBEPIIAETCS MPHU MEPEeXoJe Ha CIEeIyIOUUN ypo-
BEHb U HE PacCHpOCTPAHSIETCS Ha IIAPUKH, 10OABISIEMbIE HA UTPOBOE TIOJIE.

Jns cinyyaliHOM TeHepaluyu OOHYCOB MPETyCMOTPETh BCIIOMOTATEIbHBINA METO/, O3BOJISIOIINI
HACTpauBaTh YaCTOTY MOSIBJICHUSI OOHYCOB pa3IMYHBIX TUIOB. Peann3oBaTh 3TOT METO/ B 00BEKTE
gameData.

Bo3moxHble BapuaHThl OOHYCOB IPUBEIEHBI Aajiee U O(POPMIIEHBI B BUE JAOMOJHUTENIbHBIX 3a-
nanui rpymmnsl UnityA.

UnityA2 (6 6aioB)

«Slowy, 3enensrii o, Oeblii TEKCT, — 3ameaieHue Ha 10% Bcex MapruKoB.

«Fasty, kpacHsIit ¢poH, Oenbiii TeKCT, — yckopeHue Ha 10% Bcex ImapukoB.

«Bally, 3enenslii GpoH, Oenblit TekCT, — 100aBICHHUE MIAPHKA K PE3EPBY IIAPHKOB.

«+2», cuHui QoH, OeNbIil TeKCT, — 100aBIeHUE ABYX IIAPUKOB K PE3€pBY LIAPUKOB U HEME/-
JICHHOE TIOSIBJICHUE JIBYX HOBBIX IIIAPUKOB HA UTPOBOM TIOJIE.

«+10», cunuii ¢poH, Oenblil TeKCT, — J00aBIEHUE IECATH LIAPUKOB K PE3EPBY IIAPUKOB U HEME/I-
JICHHOE TIOSIBJICHUE IECATH HOBBIX IIAPUKOB HAa UTPOBOM IIOJIE.

Koney cpopmynuposxu 3aoanus UnityA2

UnityA3 (6 6aioB)

«Fire», opamxeBblii pOH, YSPHBIN TEKCT, — BCE NIAPUKH HA UTPOBOM II0JIE CTAHOBSITCS OZHEHHbI-
MU, yAap KOTOPbIX 3KBUBAJICHTEH 4 yaapaM OOBIYHOTO IIapuKa (MpU 3TOM IIBET IIapUKa MEHSETCs
Ha OPaHXEBBIN).
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«Steel», cepwlii (OH, YEPHBII TEKCT, — BCE IIAPUKH HA UTPOBOM IOJIE CTAHOBSITCS CMANbHbIMU,
yIap KOTOphIX 3KkBHBasieHTeH 40 yaapaM 0OBIYHOTO MIapuKa (MPU 3TOM LIBET IIapHKa MEHSETCS Ha
CepBIii).

«Normy, 6enblit GOH, YEPHBINA TEKCT, — BCE MIAPUKHA HA UTPOBOM TOJIE CTAHOBATCS OOBIYHBIMH.

Koney ¢popmynuposxu 3aoanus UnityA3

UnityA4 (6 6amioB)

«Expandy, 3enensiii GpoH, OSNBIH TEKCT, — PaCIIMPEHUE PAKETKH B ITOJITOpA pasa (MPH 3TOM pa-
KEeTKa HE MOXKET pacimpsAThbes Oosee yeM B 1.5%1.5 paza ot ucxomuoro pazmepa).

«Shrinky», kpacHbIii (OH, OETIBIN TEKCT, — CXKATHE PAKETKU B TIOJATOPA pa3a (IIPU 3TOM paKeTKa He
MOKET C:)KUMaThest Oosiee ueM B 1.5%1.5 paza ot ucxonHoro pazmepa).

«Sticky», cBeTiio-3eneHbIN (OH, YESPHBIH TEKCT, — pAKETKa CTAHOBHUTCS «KIJICHKOW», 3TO MPOSB-
JISIeTCSL B TOM, UTO MEPBBIH MOMABIIMN Ha HEE MIApUK «IIPUKICUBACTCS» K HEH, U JUIs €ro 3amycKa
HAJI0 BBIMOJHUTH JIEHCTBHUE, AHAJTIOTUYHOE HAYAIbHOMY JEHCTBUIO (IIETYOK MBIIIM WM HaKaTue
Ctrl). Bce ocTanbHbIe IIApUKHU TO-TIPEKHEMY OTCKaKMBAIOT OT pakeTku. Kielikas pakeTka n3o0pa-
YKAETCS CBETII0-3€JICHBIM LIBETOM.

«Simpley, 6enbrii (hoH, YEPHBIN TEKCT, — OTMEHSIET PEIKUM KIICHKOHN PaKeTKH.

Koney popmynuposxu 3adanus UnityAd

2.2 [Ipynna UnityB: co3daHue Ho8bIx murnoe 6510koe

UnityB1 (6 6amioB)

PeanuzoBath 0COOBIN BapuaHT KEJNTHIX OJIOKOB, KOTOPHIE MOTYT JBUTAThCS BJIEBO U BIPABO U
OTpaXKaThCs OT BCTPETUBIIHUXCS OJIOKOB MJTH CTEH.

Koney ¢popmynuposxu 3aoanus UnityBl

UnityB2 (6 6amioB)

Peanu3oBath 0COOBII BapUaHT CHHUX OJOKOB, KOTOPHIE MOTYT MPSMOJIHMHEHHO ABUTATHCS MEXK-
Iy TBYMS YKa3aHHBIMH TO3UIUSIMH, HE B3aUMOCHCTBYS C IPYTUMH OJIOKaMu (HO B3aMMOJICHCTBYS
C IIapUKaMHu).

Koney ¢popmynuposxu 3aoanus UnityB2

UnityB3 (6 6amioB)

PeanuzoBath 0CcOOBIN BapHaHT KPacCHBIX OJOKOB, MMEIOIIUX BMECTO YHCJIOBBIX METOK METKH
nByX BUAOB: «X» u «O». BHauase Bce Takue 06J10ku uMeroT MeTky «O». [Ipu ynape maprka meTka
MeHseTcs Ha «X», TIpU TOBTOPHOM yIape BoccTaHaBinmBaeTcs MmeTka «O». Eciu Bce kpacHbie 6J10-
KM 9TOTO THUIA TMOJIy4aT METKY «X», TO OHH OJHOBPEMEHHO pazpymiatorcs. KomndecTBo Takmx
0JIOKOB HE MOXKET OBITH OOJIbIIIE 4.

Koney ¢popmynuposxu 3aoanus UnityB3

2.3 Ipynna UnityC: pazpabomka nosb308amesibCKO20 UHmMepdgelica

UnityC1 (6 6amioB)

Wcnonb3ys pasanunbie nHTepdeiicHbie 00BEKTH U KaHBY B pexume «Screen Space — Overlayy,
CO371aTh HAYAJIbHYIO 3aCTaBKy WIPBI, COACPIKAIIYI0 3aroJIOBOK M HACTPONKU pexuma (HOHOBOTO
3BYKa M 3BYKOBBIX 3P (HeKTOB ((hIaXKy U MOI3YHKH; TOJI3YHOK OMPEEsIeT YPOBEHh TPOMKOCTH U
JIOCTYTICH TIPU YCTAHOBJICHHOM (PJIaKKE).

[Tpu mepexoze B pexuM Iay3bl Ha SKpaHe JIOJDKHA MOSBIIATHCS KaHBA C COOTBETCTBYIOIIUM TEK-
CTOM M HMHTepP(EHCHBIMU OOBEKTaMHM, MO3BOJISIOMIMMHA W3MEHUTh HACTPOUKH (POHOBOTO 3BYKa M
3BYKOBBIX 3()(PEKTOB, a TAK)KE HAYATh HOBYIO UTPY M BBIUTH M3 TIPOTPAMMBI.

[Tpu 3aBepIiieHUN UTPBHI 0OTOOpaKaeTCsl HavyaJIbHAs 3aCTaBKa, TOTMOJHEHHAS KHOITKOUW «BBIX0m.

Koney ¢popmynuposxu 3adanus UnityCl
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UnityC2 (6 6amtoB)

Hcnonb3ys paznuuHble nHTEphelicHbIe 00BEKTHI U KaHBY B pexume «Screen Space — Overlayy,
CO3/aTh HAYaJIbHYIO 3aCTaBKy MI'PBI, COJIEPKAIIYI0 3arojOBOK, MOJIE BBOJA I YKa3aHHUS UMEHH
UTPOKA, a TAK)KE CIHUCOK ISATH JIYUIIUX PE3yIbTaTOB.

[Tpu mepexoze B pekuM May3bl Ha IKpaHe JOJKHA MOSABIATHCSA KaHBA C COOTBETCTBYIOIINM TEK-
CTOM U MHTEPEHCHBIMU 00BEKTaMH, MO3BOJIIONIMMUA Ha4aTh HOBYIO UTPY M BBIUTH U3 MPOrpaM-
MBL.

[Tpu 3aBepieHNN UTpbl OTOOpakaeTcs HavdallbHas 3acTaBKa, JOMOJTHEHHAs KHOMKON «BwIxom.
B ciyuae, eciu mpu 3aBepIIEHUH UIPHI MOJYyYEH OAMH U3 ISATH JyYIINX Pe3ylIbTaTOB, HA HKpaHe
JOTIOTHUTEHHO JI0JKHO BBIBOJAUTHCS COOTBETCTBYIOIIEE COOOIICHNUE.

Koney cpopmynuposxu 3adanus UnityC2

2.4 pynna UnityD: donosHumesnbHbie 03MOXXHOCMU

UnityD1 (8 6amuioB)

PaspaboraTth xoncmpyxkmop ypoeémneii — ocoOblii koMmoHeHT UNity, He mpeaHa3HAYCHHBIN IS
UCIIOJIb30BAHUS BO BPEMSI UTPBI, HO TTO3BOJISIONIUI B peXUME JU3aiiHa pa3MelllaTh Ha ClieHe OJIOKU
U TPYNIbI OJIOKOB Pa3HbIX BUIOB (B TOM YHCII€ PEATM30BaHHbIE B MPEABIIYIINX 3aJJaHUAX ) U TIOCIIe
3aBepieHust GOpMHUPOBAHUSA CIICHBI COXPAHATh CO3/1aHHbIN ypoBeHb B XML-(aiine, BbimonHss co-
OTBETCTBYIOIIYI0 KOMaH]y, ONPEEICHHYIO /ISl 3TOr0 B MHCHEKTope. [IpemycmMoTpeTs KoMaHbl,
NO0aBJISIONINE HA CLEHY C YKa3aHHOM IMO3ULUU TpeOyeMoe KOJIMYECTBO OJIOKOB ONPEIEICHHOTO
BU/Ia, PACTIOJIOKEHHBIX TOPU30HTAIBHO WM BepTUKAIBHOU. [IpeaycMOTpeTh BapuaHT 3TOM KOMaH-
TIbI, B KOTOPOW TOPU30HTAIBHO WM BEPTHUKAIHHO Pa3MEIIarOTCs OJOKH pa3HBIX BHJIOB B HEKOTO-
pom nopsike (Hanpumep, A, B, A, B, A,Bumn A, B,C, A, B, C, A, B, C).

Taxxe mpexycMOTpETh KOMaHIy 3arpy3KH paHee COXPaHEHHOTO YPOBHS ISl €M0 PelaKTUPOBa-
Hus. Ecim B miporiecce Urpbl OyAeT TOCTUTHYT YPOBEHb, IPEIBAPUTEIHLHO pa3padOTaHHBINA B KOH-
CTPYKTOpE, TO HCIOJIL3YETCS ITOT BapHAHT yPOBHS, €CJIM yPOBEHb HE ObUT CO371aH, TO OH KOHCT-
pyHpyeTcs IpeKHUM CIIOCOO0M, C MTOMOIIBIO AaTYNKA CITyYaiHBIX YHCEL.

Koney ¢popmynuposxu 3a0anus UnityD1

UnityD2 (8 6amoB)

PeanuzoBath HAOOP TOMOJIHUTETHHBIX 00BEKTOB-O0HYCOB.

«Guny, cBeTsi0-GuoNIeTOBbIN (OH, OB TEKCT, — pakeTKa CHA0XKAeTCs MYIIKOM, CTPEIISIOIICH
CHapsIaMH, KOTOPBIE MPHU yaape o0 OJIOK JA0T TOT ke 3 deKT, yTo U yAap mapuka (rmocie nomnasa-
HUS B OJIOK CHapsiA pa3pyiuaeTcsi). BeIcTpen BBIMOMHACTCS MISTYKOM MbIIH win kKiaapumieit Ctrl.

«Cannony, TemHo-puoneToBbI (HOH, OeIblii TEKCT, — paKeTKa CHA0XAETCs MOIIHOM IMYIIKOMH,
CTpEeJISIONIeH CHapsiAaMu, KOTOPBIE MPU yAape o OJ0K JaroT TOT ke dddekT, uto u 4 yaapa 1mapuka
(mocne momagaHus B OJIOK CHAps pa3pyliaeTcs). BeicTpen BBIMOTHASTCS IMIETYKOM MBI WU
knasurei Ctrl.

«Simpley, 6emnbii hOH, YEPHBIN TEKCT, — OTMEHSIET PEIKUMBI ITYIIICK.

«Bomby, gepnsIii hon, Oemblii TekCT, — MpH yaape OOHyca 0 paKeTKy pakeTKa pa3pyliaeTcs, Bce
IIAPUKU HAa UTPOBOM I10JI€ MPOITAIA0T U MPOUCXOIUT BO3BPAT K HAYATBLHON KOHPUTYpAITMH TEKY-
IIETO YPOBHSI.

[IpemycMOTpeTh TOMOJHUTENBHYIO BU3YATH3AIHIO IS PAKETKH, CHA0KEHHON MyIIKON KaXKI0To
Buja. VMcone3ys CUCTEMBI YacTHIl, pPEaln30BaTh PAa3INYHbIE BU3YyalbHBbIC dM(EKTHI ISl yaapoB
IIAPUKOB O CTEHKH U OJIOKH, a TaKXKe JJIs TIOTaIlaHuid B OJIOKU CHAPSIIOB.

Koney cpopmynuposxu 3aoanus UnityD2



