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BBEAEHNE

Jlanublid ¢aiin, HeCMOTpsl Ha €ro pa3Mep, HampaBJIeH HE Ha TO, YToObl Hamyratb Bac u
OTTOJIKHYTh OT BO3MOXKHOCTH 3HakoMcTBa ¢ Unity.

b 3aHATHSA: 3HAKOMCTBO C OCHOBHOM TEPMHUHOJIOTHEN, CBA3aHHOM € IPOrpaMMUPOBAHUEM
B Unity.

Tonpko MmyTeM co3AaHMsl CBOEr0 COOCTBEHHOI'O MPOEKTa MPAKTUUYECKU ¢ HYJA Bbl cMoxkeTe
OCBOUTBH KAaK IPOrpaMMMPOBAHME, TAK U «HAXKATHE KHOIIOYEK», KOTOpbIE Ipemiaraer Bam
Unity mpu nepBoM 3HAKOMCTBE.

B OI'JIABJIEHUE




KOMTMOHEHTBI 2D ObbEKTOB

PaccmoTpuiM  HEKOTOpBIE KOMIIOHEHTHI U CcOObITUS 2D-00BEKTOB W UX OTIWYUSA OT
KOMITOHEHTOB M COOBITHIA, UCTIONB3YIOUUXCs 111 3D-00BbEKTOB.

BoxCollider2D

BoxCollider2D — 3T0 mpsMOYTroJIbHBIN KoOJIIaimep, HWCIONb3yeMblii npu padore c¢ 2D

(bu3uKOoI.

v O ~ Box Collider 2D o
Edit Collider [A]
hMaterial Mone (Physics Material 20) ®
Is Trigger
Used By Effector
Used By Composite
Aute Tiling
Offset X -0.09 ¥ -0.14
Size X 032 ¥ 0.54
Edge Radius 0
b Info

2D komnaigep/Tpurrep oOpabaTbiBaeT COOBITHS (CTaJKMBaHWE, IIepeceueHue | T.1.)
HE3aBUCUMO OT TOTO, TAE€ OH pacnoiiaraercs no koopauHare Z. Bce cBoicTBa KoJutaiaepa
To4uHO Takue ke, kKak u y BoxCollider, 3a nckmouennem oguoro. Ilepexmouarens Used By
Effector oTBewaeT 3a TO, HCIONB3yeTCA JM JaHHBIA KOJUIAHACP MPUKPEILICHHBIM
komrioHeHTOM — Effector 2D (maHHBIIT KOMIIOHEHT ObIBA€T PAa3HOrO THIA: TOYKA, 00JIACTS,
iargpopMma U T.1.).

Jlagum KpaTKre XapaKTEePUCTUKH IS KAKIOTO U3 MMyHKTOB KOMITOHEHTHI:

Material — ¢du3udeckuii MaTepuan, KOTOPBIA ONpPEAC/IIeT CBOWCTBA CTOJKHOBCHHMIA,
TaKHe KaK TPEHUE M OTCKOK.

Is Trigger — siBisieTcst Jin KOJUTAalep TpUrrepom?

Used by Effector — wucnons3yercs Ju JaHHBIA KOJUTAH[Ep MPHUKPEIICHHBIM
kommnonenrom — Effector 2D.

Used by Composite — ycraHoBHTe 3TOT (IaKOK, €CIM Bbl XOTHTE, YTOOBI 3TOT
KoJutaiiep ucnosb3oBaics npukperieHHbIil Composite Collider 2D.

Auto Tiling — ycraHoBuTe 3TOT (pitakoK, eciim KOMIOHEHT Sprite Renderer ycranoBieH
B pexuM Tile. DTO O3BOIUT aBTOMATHYECKH, OOHOBJIATH (hOpMY KOJUTalIepa, KOTopast
OyZleT KOppEeKTUPOBAThCA 1O (popMe cripaiirta.

Offset — nokanbHOE CMEIEHNE TCOMETPUHN KOJUIaiiepa.

Size — muprHa ¥ BRICOTA MPSMOYTOJBHUKA B €TUHHIIAX JIOKAJTLHOT'O IPOCTPAHCTBA.
Edge Radius — cmsruaer rpanm, aeias Kojuiaijep Oosiee KPYIJIbIM, IO YMOJYAHHUIO
3HaueHue paBHO 0.

Info — o6O1as nHdopMaIKs 0 COCTOSHUU KoJuIaiiaepa.


https://docs.unity3d.com/2020.3/Documentation/Manual/class-BoxCollider2D.html

[Tycteie GameObject ¢ kommonentamu BoxCollider u BoxCollider2D B 3D pexume clieHsI

B OI'JTABJIEHUE




RigidBody2D

Rigidbody2D — koMIToHEHT ToMeaeT 00BEKT MO KOHTPOJIb (pru3rueckoro aBmwkka. CaMo 1o
cebe 2TO 03HAYAET, YTO Ha CHpalT OyJeT BO3JEHCTBOBATH I'PABUTAIUS U UM MOXHO OyIeT
YyOPaBJISATh W3 CKPUITOB C TMOMOIIbIO cuil. JI00aBMB COOTBETCTBYIOIIUNA KOMITOHEHT
KOJUTaiiiepa, CIipaiT Takke OyJeT pearupoBaTh Ha CTOJIKHOBEHUS C APYTHMH cripaiitamu. B
11eJIOM KOMITOHEHT 1oxo0k Ha Rigidbody, HO 00BEKT MOXKET ABUTaThCS TOJIBKO B MJIOCKOCTH
XY, a BpamaTtecs TOJBKO MEPIEHAUKYIISIPHO 3TON MIIIOCKOCTH.

v %  Rigidbody 2D e
Body Type Dynamic -
Material Mone (Physics Material 20) ®
Simulated +
Use Auto Mass
Mass 1
Linear Drag 0
Angular Orag 0.05
Gravity Scale 1
Collision Detection Discrete -
Sleeping Mode Start Awake -
Interpolate Maone -

b Constraints

k- Info

Jlanum KpaTKre XapaKTEePUCTUKH JIJIST KQKIOTO U3 MTYHKTOB KOMITOHCHTHI:

e Body Type — tun ¢pusuueckoro noeaenus (Dynamic, Kinematic, Static).

e Simulated — yka3piBaeT, JOJDKHO Ji (PU3UYECKOE TEJIO BECTH Ce0s KaKk TBEPIOE TEJIO
WJTU HET.

e Use Auto Mass — paccuntaTh Maccy aBTOMaTUYECKU, UCXOS U3 KOJUIaWIepa;

e Mass — macca o0wekra Rigidbody;

e Linear Drag, Angular Drag — k03 uimeHTs! JINHSHHOTO U YTI0BOTO COMPOTUBIICHUS;

e Gravity Scale — kak rpaBuTaius BO3IeHCTBYET Ha O0BEKT;

e Collision Detection — mMeTo, UCIONB3YeMbI (PU3UUCSCKAM JIBUIKKOM I TPOBEPKH
CTOJIKHOBEHHS IByX OOBEKTOB.

e Sleeping Mode — pexum, Korjaa 0OBEKT BBIKIIOYACTCS U3 (PU3HUSCKON CUMYJISIHA (B
nensix ontumu3zanun). Never Sleep — Bceryia akTuBeH (HEOOX0AMMO cTapaThes n30erathb
JaHHOTO pexkuma), Start Awake — akTUBEH mpu 3amycke (PeKUM BKIIOYEH IO
yMoiyaHuto), Start Asleep — HeakTHBEH MpH 3alyCKe, HO MOXKET ObITh pa30yKeH
(CTOTKHOBEHHEM HJTM YepPe3 CKPHIIT).

e Interpolate — ¢pusnyeckast HHTEPIOJALMS, UCTIOTb3yeMast MEXKIy OOHOBICHUSIMHU

B OI'JTABJIEHUE



https://docs.unity3d.com/2020.3/Documentation/Manual/class-Rigidbody2D.html

CMPANTHI
HACTPOWKW CMPANTA

Nudopmarnus mo ummnopty 2D pecypcoB MOKET ObITh HaiiIeHa 3/1€Ch.

[lepBbIM €710M HEOOXOIMMO UMIIOPTUPOBATH U300pakeHue B MpoeKT. CaenaTs 3TO MOKHO,
nepeMecTHB (aiii ¢ n3o0pakeHneM B OKHO ASSets, Haxosiieecs: Ha BKiaake Project BHuzy.
Taxxe MmoxkHo Haxxkath [IKM — Import new asset — BreiOparts ¢aiisn Ha KOMIBIOTEPE.

[Tocne mmmopra uzo0pakeHHs B MPOEKT B 2D-pexxuMe pa3pabOTKU €ro HACTPONKU IO
YMOJTYAHUIO BBITJISIAST CIEAYIOMIMM 00pa3oMm:

0 Inspector =
Z57= Hamburger (Texture 2D) Import Settings e
i

Open

Texture Type

Texture Shape

Sprite Mode
Packing Tag
Pixels Per Unit
Mesh Type
Extrude Edges
Pivot

Sprite (2D and UI)
2D

single

100
Tight
L
Center

Generate Physics Shape v
Sprite Editor

¥ Advanced
sRGE (Color Texture) “
Alpha Source Input Texture Alpha -
Alpha Is Transparency -
Ignore PNG file gamma
Read/Write Enabled
Generate Mip Maps

Wrap Mode Clamp -
Filter Mode Bilinear v
Aniso Level @ ]

Jlaqum KpaTKue XapakTePUCTUKH JJIsl ITUX HACTPOEK:

B BepxHeil yacTu cieBa HaxXOIMUTCS MKOHKAa — MPEBbIO CHpaiiTa (TaKke MPEBBIO
HaXOJUTCS B HIDKHEM YacTH WHCIIEKTOpPA), MpaBee OTOOpakaeTcsi Ha3BaHue (haiina,
kHomka Open, KoOTOpas OTKphIBaeT u300pakeHHWE B MporpaMMe IPOCMOTpa
M300paKeHUM, YCTAaHOBJIICHHOW B CUCTEME 110 YMOIYAHUIO.
Texture Type — ycranaBnuBaer 0a30Bble MapamMeTphl B
HpeHa3HAYCHHS TEKCTYPBI (M300paKeHU).

3aBUCMUMOCTH OT

Sprite Mode — ycraHaBnuBaeT, B KakOM pEXHUME CIPAaWT OyJeT H3BJICKATHCS W3
M300paKeHUs, KaKk OJUH crpalT (Single) mim Kak HECKOIBKO pa3JeibHBIX CIPANTOB
(Multiple). Bropoii pesxuM MOKET UCIOIB30BaThCS JIJIs1 UMIIOPTa CIIPAUTOB KakK KaJIpoB
aHUMAaIMM, a TAaKXXE€ KaK HECKOJBKO CHPaWTOB, OTHOCAIIMXCA K OJHOMY OOBEKTY.
Tpetuit pexxum Polygon mo3Bosisier HacTpauBaTh (popMy, pazMep u pivot point s
BAIIEro Ccrpaura.

Packing Tag — ums artimaca, B KOTOpBIM JaHHOE H300paKCHHE JOJDKHO OBIThH
3amaKoBaHO.
Pixels Per Unit — xomuuecTBO mHKceleld B H300pa)XCHUH CIIpaiiTa, KOTOpPHIC

COOTBETCTBYIOT OJJHOMY IOHUTY (BHYTpEHHsIS eAHMIIa u3Mepenus B Unity).
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Mesh Type — onipesesnsieT THIT Mellra, KOTOPBIH CO3MaETCs ISl CIIpaiTa, Mo YMOJITYaHH IO
ato Tight.

o Full Rect — co3naer kBaapaT 1Mo pa3mepy crpaiita,

o Tight — co3maet ceTky Ha OcHOBe anb(da-KaHajda B MUKCEISIX, CTeHEPUPOBaHHAS

ceTKa MoBTOpsieT GopMy CripaiTa.

Extrude Edges — ompenensier 001acTh BOKPYT CIIpaiiTa, KOTOPYIO HYKHO OCTaBHUTH B
CTeHEPUPOBAHHOM CETKE.
Pivot — Touka cripaiita, KoTopast ABJISIETCS [IEHTPOM JIOKAJIBHOM CHCTEMBI KOOPAUHAT.

Advanced

SRGB (Color Texture) — yka3biBaeT, XpaHHTCS JM JdaHHas TEKCTypa B TIaMma
MPOCTPAHCTBE. DTO 3HAYEHUE JIOJHKHO OBITH Y BCEX I[BETHBIX TEKCTYpP, HE MMEIOIIUX
HDR. Ecau Bam Hy»XHO OOpaTUThCS K TOYHBIM 3HAUCHUSIM TEKCTYPHI B IIEiaepe
(manpumep, smoothness unu metalness, To CHUMUTE (IaXKOK. )
Alpha Source — ykazarens, kak TeHepUpyeTCs alib(ha-KaHal ¢ TEKCTYPHI.
o None — He reHepupoBaTh abPy, JaKe €clii TEKCTypa e€ UMEET;
o Input Texture Alpha — ucronp3oBath anbha-KaHal TEKCTYPHI;
o From Grayscale — crenepupoBath anb(y U3 CpeIHUX TOHOB.
Alpha is Transparency — ecnm y cropaidita €CTh NMPO3padyHblid ajdb(a-KaHal, CTOUT
BKrOuuTh Alpha is Transparency, 4ToOBl YBENHYHTH paanyc (UIbTPAIMH, YTOOBI
n30exaTh apTeakToOB Ha KPasX TEKCTYPHI.
Read/Write Enabled — stor mapamerp pa3pemraer AOCTYN K JaHHBIM TEKCTYPBI U3
dbynkuuii ckpuntoB (Takux kak: Texture2D.SetPixels, Texture2D.GetPixels u npyrue
¢ynkunn Texture2D). Ho momuute, yto OyAeT caenaHa Komus JaHHbIX Texture,
yaBauBas 00beM NaMsiTH, HeoOXoauMblIil 17151 Texture Asset, MOATOMY UCHONB3YHTE 3TO
CBOMCTBO, €CIM 3TO JACUCTBUTENBHO HEOOXOIMMO. ODTO CIPABEAJIUBO TOJBKO IS
HECKAThIX U CxKAThIX TeKCTyp DXT; mpyrue TUIBI CKAThIX TEKCTYp HE OyayT paboTaTh.
[To yMmom4aH#IoO 3TO CBOWCTBO OTKIFOYEHO.
Generate Mip Maps — reHepupoBaTh WJIM HET mipmap-bl u300paxkeHus (pe3yabTar
MOKHO MOCMOTPEThH B MPEBbIO B HUKHEH YaCTH MHCIIEKTOPA, UCIIONb3Ysl MOJ3YHOK B
MpaBOM BEpXHEM yriy). Mipmap — mocieAoBaTeIbHOCTh M300paXKeHUH, KaXI0€ U3
KOTOPBIX MMeEeT 0oJjiee HU3KOE pa3pelieHHue, T.€. YMEHbBIICHHbIE BEPCUU TEKCTYPHI,
KOTOpBIE UCTIOIB3YIOTCS, KOT/Ia Ha SKpaHEe TEKCTypa MpeACTaBIeHa B OUYeHb MaJICHHKOM
pasmepe
o Border Mip Maps — BkirounTe, 9T0OBI MUII-MAIIbl IIJIABHO CTAHOBUJIMCH YEePHO-
OeJIbIMU T10 IPOTPECCy MU YPOBHEH. IT0 ucnonb3yercs aist Detail kapt. Cambrit
JIEBBIM MHUII, 3TO CaMbli IIEPBbIM YpPOBEHb MHIIA Ha IIEPEXOJE B CEpbIC LIBETA.
Camplii TIpaBbIid OMpEEIseT MUIM YPOBEHb, TJ€ TEKCTypa OyJeT MOJTHOCTHIO
BBIL[BETILIEH.
o Mip Map Filtering — mas onTUMH3anKMK KadecTBa W300paKEHHUS TOCTYITHO 2
cnoco0a (uIbTpai MUMI-MaroB:
* BOX — camblif TPOCTO# CITOCOO ATO 3aTyXaHUE MUIIMATIOB — YPOBHU MHUIIOB
CTaHOBSTCS TJIaXKE U TJIaXKe TI0 MEPE YMEHBIIICHHUS pa3Mepa.



» Kaiser — airoputm pe3koctu Kaiizepa padboTaetr Ha MUII-Marax 1mo Mepe ux
yMEHBIIIEHUsI pa3mepa. Eciu Ha paccTOSHUM TEKCTYphl CIHUIIKOM
pa3MBbIThIE, TO OMPOOYUTE ITY OMIUIO.

» Fade Out Mipmaps — BkjIr04HTE, YTOOBI MHUII-MAIIbI IJIABHO CTAHOBUJIMCH
4epHO-0eIBIMU 10 TPOTpeccy MUM ypoBHEH. ITo ucmonb3yercs ais Detail
kapT. Camblil JIEBBII MUII, 3TO CaMbIi IEPBBIN YPOBEHb MUIIA HA TIEPEXO/IE
B cephie 1BeTa. CaMblil paBblid ONpeAesieT MUIl YPOBEHb, TJIe TEKCTypa
OyJeT MOJHOCTHIO BBILBETILIEH.

e Wrap Mode — oTBeuaeT 3a moBeIcHUE TEKCTYPbI MPU TAHIIMHTE:
o Repeat — TekcTypa noBTOPAT (TallnuT) camy ceos;
o Clamp — kpast TeKCTYpbI paCTSITUBAIOTCS.
e Filter Mode — oTBevaer 3a To, kKak TekcTypa GUIBTPYETCS, eCiu e€ pacTsHyJo mpu 3D-
TpaHchOpMaITHIX:
o Point (no filter) — BOaM3u TekcTypa craHOBHUTCS O0JIee MUKCETBHOM;
o Bilinear — BOmM3u TeKcTypa cCTaHOBHUTCS O0JIEe PA3MBITOH;
o Trilinear — xak u Bilinear, HO TekcTypa TakKe pa3MbIBAaCTCs U Ha Pa3HBIX MHUII
YPOBHSIX.
e AnIiso Level — yBennunBaeT Ka4ecTBO TEKCTYPBI, PH 0030pe MO OOIBIIUM YTJIOM.
XOpOoIIo MOIXOANT IS TT0JIa U TEKCTYP 3EMIIH.
e Hacrpoitku paspemiernss u cxatus i BceX IIaThOpM WM s KKIOW 10
OTJIETTLHOCTH.
e Kuonku Revert u Apply nnst coxpaneHust Wi OTMEHBI ClIeJTaHHBIX U3MEHEHUH.

B OI'JTABJIEHUE
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KOMMOHEHT SPRITE RENDERER

[TonpoOuyro nHpopMaluio o Sprite Renderer Mo>xHO HAWTH 3/1ECh.

JlaHHBII KOMITOHEHT TTO3BOJISIET 0OTOOpaXKaTh CIPANTHI M KCTIONIB3yeTcs Kak B 2D, tak u B 3D-
CLICHAX.

YTOoOBI MOCMOTPETh COACPKUMOE JAHHOTO KOMIIOHEHTa, HEOOXOJAMMO TIEPEHECTH HEIABHO
nobasiieHHbId accer Hamburger Ha crieny. CripaBa OTKpOETCS OKHO MHCIIEKTOpA, CJIEBa MbI
YBUJIUM, YTO OH JI00ABUJICS B OKHO HEPAPXHUH.

O Inspector

ﬁa ~| Hamburger
y Tag Untagged * | Layer Default

¥ J).  Transform ]
Pasition X -4.794069 Y| -0.4448105 Z 0
Ratation X0 Y0 Z|0
Scale % Y1 Z1
v [g ~ Sprite Renderer a
Sprite [#]Hamburger
Color
Flip XY
Draw Mode Simple
Mask Interaction MNane
Sprite Sort Point Center
Material @ Sprites-Default
¥ Additional Settings
Sorting Layer Default
Order in Layer 0

Sprites-Default (Material)

> Shader Sprites/Default

KoMmIioHeHT uMeeT crneayromme CBoMCTBRa:

Sprite — cripaii;

Color — Ber;

Flip — oroOpaskenue crpaiita mo ocu X win Y;

Draw Mode — BeiOepuTe mapameTp u3 cnrucka Draw Mode, yToObI OnpeneinTh, Kak
MacIITadUPyeTCs CHPANT MPU U3MEHEHHUH €T0 MapaMeTPOB.

o Simple — 310 3HaveHue Mo ymoadaHuio. M300pakeHue U3MEHSETCS BO BCEX
HAIpaBIICHHUSX, KOTJa €r0 pPa3Mepbl MEHSFOTCS.

o Sliced — mpuMeHsHTE 3TO, €CIIM XOTUTE HAPEe3aTh CIIPANT Ha 9 YacTei, 4TOOBI 3TH
YacTH MOXHO OBUIO pacTaruBath. B 3TOM pexuMe yIJbl OCTAOTCS
OJTMHAKOBBIMH, BEPXHSS W HIDKHSS 4acTh TSHYTCS B COOCTBEHHYIO BBICOTY, a
IICHTP TSHETCS B ITUPUHY U BBICOTY.

» Size — UCTONB3YHTE 3TO 3HAYEHHUE, YTOOBI U3MEHUTh FOPU3OHTAIBHBINA U
BEPTUKAJIbHBIN pa3mep crpaiita. Eciu Bel XoTuTe, 4T00H! slice paboTtana
KOPPEKTHO, BaM HY»XHO HacCTPOUTh 3T0 3HaueHue. KommoneHnT Transform
OPUMEHSIETCSI TOJBKO 10 YMOTYAHHIO.

o Tiled — mpumMeHsiiTe 3TO €CM XOTUTE HApe3aTh CIPANT HA 9 yacTel, YTOObI 3TH
JaCTH MOYKHO OBLTO TOBTOPSITh. B 3TOM pexXuMe yIiIbl OCTAIOTCS OJMHAKOBBIMH,
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BEPXHSS U HIDKHSS 9acTh TAHYTCS B COOCTBEHHYIO BBICOTY, a IIEHTP TSHETCS B
IIUPUHY U BBICOTY.
* Tile Mode — ecnmu y Bac ycraHoBieHo 3HaueHue Tile, mcmonb3yiTe
cBorictBo Tile Mode, 4ToOBI yNpaBiIsSITh TEM, KaK pa3zeibl TOBTOPSIOTCS
IIpY U3MEHEHHUU Pa3MEPOB CIIpauTa.
e Continuous — pexuM Tailla TO YMOJYaHHIO YCTAaHOBJEH Ha
Continuous. Korga nsmensercs pasmep crpaiTa, MOBTOPSIOLTUECS
CEKIIMU TTOBTOPSIFOTCSI PABHOMEPHO B CIIpAMTe.
e Adaptive — eciu pexxum Tile Mode ycranoBnen Ha Adaptive,
MOBTOPSIONIMECS Pa3JeNbl TOBTOPAIOTCS TOJNBKO TOTJA, KOTAa
pa3Mepsl Sprite TOCTUTAIOT 3HAYEHUS PACTSHKCHHUS.

o Stretch Value — ¢ nomompro nomsynka Stretch Value
yctaHoBuTe 3HadeHue mexay 0 u 1. OOparure BHUMaHHE:
€IMHUIIA TIPEACTABISAET N300paKEHNE, YMEHBIIICHHOE B JIBa
pa3a 10 ero mepBOHAYAJIbHBIX Pa3MEpOB, MOITOMY, €CIH
3HaueHue Stretch Value ycTaHOBICHO Ha €AMHMUILY, CEKIIUSI
MOBTOPSIETCS, KOTAa U300paykKeHUE pacTATHUBACTCS B IBa pasa
710 €ro IEPBOHAYAILHOTO pa3Mepa

e Mask Interaction — ycranoBuTe, Kak CpeICTBO BU3YyaIM3allUU CIIPAWTOB BEIET Ce0s pH
B3aMMO/JICMCTBUH C MACKOM CIIpauTa.

o None — cpeacTBo BU3yanu3aliu CIPaiTOB HE B3aMMOJICHCTBYET HU C KaKHUMH
MacKam# CIIPANTOB B CIICHE. DTO OMIIUS TI0 YMOIYAHUIO.

o Visible Inside Mask — crnpaiiT BujaeH Tam, rie Ha HEro HakjaJIblBacTCsS Macka
crpaiiTa, HO HE 3a ee MpeaeaamMHu.

o Visible Outside Mask — cripaiiT BuJeH CHapy>Kd MacKu CIipaiita, HO He BHYTpHU
Hee. Macka cripaiita CKpbIBa€T YaCTH CIIpanTa, KOTOPbIE OHA HAKJIAbIBACT.

e Sprite Sort Point — BeIOepHTe MEXK/Ty LIEHTPOM CIIpaiiTa WM €r0 TOUKOH BpallleHHUs MPH
pacuere pacCTOSAHUS MEXAY CIPAaUTOM U KaMepou.

e Material — marepuan, cranmapTHBIC HICHIEPHI, KOTOPBIE HCIIONB3YIOT Ul MaTepraia
crpaiita — Sprites/Default (He B3auMOIEHCTBYET C OCBEIICHUEM Ha CIICHE),
Sprites/Diffuse (B3anMOAeHCTBYET C OCBEIIEHNEM Ha CIICHE);

e Sorting Layer — cioit coprupoBku (HOBBIN CIIOM MOKHO co3/1ath B MeHio Edit — Project
Settings — Layers);

e Order in Layer — mopsiok crpaiTa B CJI0€ COPTHPOBKH (CIPAHTBI C OOJBIIAM
3HaYEHNEM OTPHUCOBBIBAIOTCS TIOBEPX CIIPANTOB C MEHBIIINM).

B OI'JIABJIEHUE
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SPRITE CREATOR

PykoBomctBo mo Sprite Creator pacrnosioKeHo Ha 3TOM CTpaHuILE.

C moMOIIbI0 3TOT0 MHCTPYMEHTA MOKHO CO3/1aBaTh BPEMEHHBIC 3aMEHUTENN CIPanToB. Mx
MO>XHO HCIIOJIb30BaTh B MPOEKTE B Mpolecce pa3paboTKH, a 3aTeM, Korjaa OyaeT co3jaHa
HeoOxoaumasi rpaduka, 3aMeHUTh. J[JI1 cO3/laHus TakuX CIPATOB HEOOXOAMMO BBHIOpPATh
meHio Assets — Create — 2D — Sprites, nanee ouH U3 JOCTYIHBIX THIIOB CIIpaToOB: Square,
Circle, Capsule, Isometric Diamond, Hexagon Pointed-Top, 9-Sliced.

Yepes menHto Assets — Create co3maioTcsi He 00BEKThI, a aCCEThl, TOITOMY MOCIE CO3/aHus
CIpaiiTa B Iarmke MPOeKTa MOSBIIICTCS HOBBINA aCCET, a Ha CIICHE HUYETo He n3MeHsercs. J{anee
HEO00X0IMMO JT0OABUTH CO3TaHHBIN CIIPANT HA CIIEHY.

CrpaiiTel B OKHE ITPOEKTA:

M Project | E Console
+~ 2
Assets

Scenes 9-Sliced Capsule Circle Hamburger HexagonPo.. |sometricD.. Square

CrpaifTel Ha ClICHE:

Sprite Creator co3naer 6enbie koHTypHBIEe PNG TekcTypsl pazmepom 4x4.
Yro6sl U3MEHUTH (HOpMY cCIipaiiTa ¥ HEKOTOpbIE €ro mapaMeTpbl MOXHO BOCIIOJIb30BAaThCS
Sprite Editor.

B OI'JIABJIEHUE

13


https://docs.unity3d.com/2020.3/Documentation/Manual/SpriteCreator.html

SPRITE EDITOR

YroOs! oTKpeITH SPrite Editor menkuuTe mo accery B okHe Project Buu3y. B okHe uHCIIEKTOpa

cripaBa MosBUTCS KHOmKa Sprite Editor.

Open
Texture Type Sprite (2D and U} ~
Texture Shape 2D -
Sprite Mode Multiple -
Packing Tag
Pixels Per Unit 256
MeshType  FulRect ~

Extrude Edges 1

Generate Physics !«
Sprite Editor

¥ Advanced

put Texture Alpha +
Alpha Is Transpare v
Ignore PNG file gar
Read/Write Enable
Generate Mip Map

B o T
Filter Mode Bilinear =
Aniso Level o— 1

o © o 8 @b

Max Size 2048 -
Resize Algorithm Mitchell v
Format Automatic -
Compression Normal Quality

Use Crunch Compres

Revert  Apply

9-Sliced ————|RaB | R | 6 | B [}

Yame Bcero cmpaiT — 3TO OAHO M300pakeHHe, HO MHOTJA CHPAWT COAEPKUT HECKOJIBKO
AJIEMEHTOB, KOTOPbIE KaKUM-ITHMO0 00pa3oM CBSI3aHbI IPYr C APYTOM M OOBEJUHEHBI B OJJHO
nzobpaxenue. [y paboTsl ¢ Takumu cripaiitamu B Unity ecTh criennaabHbIA PEaKTop.
Ecnu nns cnpaiita ycranoBneH pexume Sprite Mode — Single, yacts GyHKIMI pegakropa
HEJOCTYIHA, ¥ OH BBITJISAUT CIEAYIOMKUM 00pa3om:

Sprite
Name Hamburger
Position %o ¥ o
W 54 H 88
Border Lo T 0
R0 80
Pivot Center
Pivet Unit Mode Normalized
Custom Pivat X 05 ¥ o5




Sprite Editor ¥ | Slice | Trim Revert | Apply | 1 | @

Position X1 Yo
W 299 H 280

R 0 B 0

MeH10 B IpaBOM BEPXHEM YTIIY:
e Revert — oTMEHUTb U3MEHEHUS;
e Apply — coxpaHUTh U3MECHCHUS;
o [lepexmouarens B BUJIE IBETHBIX IMOJIOCOK — MEPEKITIOUEHNE MEXKIY IIBETHBIM U ajbda
O0TOOpaKeHHEM U300paKEHUS;
o TlomyHoK Ayist UBMEHEHUsI MaciTaba 0ToOpakeHus (TPUOTMKEHUS);
o [lon3yHoK nepexIroYeHuss mipmaps (€ciu OHU OBLTU CO3/IaHbl B HACTPOMKAX CIpaiTa).

MeH10 B IpaBOM HUKHEM YTIIY:

e Name — Ha3BaHue crpaiTa (peJakTUPYETCs TOIBKO JIsl KaXKI0r0 OT/IETIBLHOTO CIIpainTa,
KOI'/ia BKJItoUeH pexxuM Multiple);

e Position — mo3umwms cipaiita: mo X, 1o Y, MUPHUHA, BRICOTA (PEAAKTHPYETCS TOIBKO IS
KOKJIOro OTACIBHOTO CHpaiiTa, Korja BKIOYeH pexum Multiple). Moxer
pPEIaKTUPOBATHCS MPSAMO Ha H300pakeHHH (OTOOpakaeTcsi HEOOJBIIMMH CHHUMU
Kpyramu);

e Border — rpaHmmbl crpaiTa: cieBa, CIpaBa, CBEpXY, CHHU3Y (HMCIIOJIB3YeTCS IS
U3MEHEeHHUs pazMmepa crpaiiToB B Ul-anemenTtax). MoxeT peqakTupoBaThCs MPSMO Ha
n3o0paxeHnu (0ToOpaXkaeTcsi HEOONbIIUMHU 3€JIEHBIMU KBaJIpaTaMu);

e Pivot — Touka crpaiiTa, KOTOpas SABJISETCS IEHTPOM JIOKAJTBLHOW CUCTEMbI KOOPIUHAT.
MoskeT ObITh YCTAaHOBJIEH BPYUYHYIO MPSMO Ha U300paxkeHuH (0TOoOpakaeTcs HKOHKON
), Tor/1a aBTOMaTUYECKH BKIIIOUUTCS pexxuM Custom,;

e Custom pivot — penaktupyercs, eciau Pivot 3agan kak Custom.

MeHio B JI€BOM BEpXHEM YTy (IOCTYIHO TOJIBKO, KOTJa BKIIOUEH pexxuM Multiple)
WCIIOJIB3YETCS 111 HApE3KH CIPaNTOB:
e Trim — moapaBHUBAHKE BBIIEICHHOTO CIIPAITa;

e Slice — Hape3ka crpaiira:
15



Slice v | Trim |

Type
Pivot
Custom Pivot

Method

Automatic

Center

X 0 Y 0
Delete Existing

Slice

ABTOMaTHuecKas Hapeska crpaiToB. s Kaxaoro crpaiita ycrtaHaBiauBaercs Pivot.
Bemanaromuii  cimcok Method mo3Bomsier: Delete Existing (ymaauTh CyIIeCTBYOIIHE
CIpalThl U Hape3aThb HOBbIE), Smart (COXpPaHHUTh WJIM OTPEJAKTUPOBATH CYIIECTBYIOIIHE
CrpaiiThl M Hape3aTh HOBBIC), Safe (COXpaHUTh CYIIECTBYIONIUE CIIPAUTHI O€3 M3MCHEHUS U
Hape3aTb HOBHIE).

Slice ¥ | Trim |

Type [Grid By Cell Size -]
Pixel Size X B4 Y 64

Oifset X 0 Y0

Padding X0 Y0

Keep Empty Rects
Pivot

Custom Pivot
Method

Center

X0 Y0
Delete Existing

Slice

Hapeska cmpaiitoB B Buae pemérku ¢ 3amganHbiM pasmepom (Pixel Size) sueex. Taxoke
33JIaeTCs CMEIIEHUE OTHOCHTEIbHO BepxHero jesoro yria (Offset), orkyna HauumHaeTcs
pemérka M paccrosHue Mexay suedikamu pemetkn (Padding). Jlns xaxkmgoro cmpaiita
yctaHaBnuBaercs Pivot.

Slice = | Trim |

Type Grid By Cell Count -
Column & Row c1 R 1

Offset X0 ¥ |0
Padding X0 Y 0

Keep Empty Rects

Pivot Center -
Custom Pivot X0 YO

Method Delete Existing i

Slice

Hapeska cripaiiToB B BHJIe PEIIETKH C 3aJJaHHBIM KOJIM4eCTBO cToj010B (Column) u cTpok
(Row). Pa3smep sueek ompexaensercd aBTOMATHYECKH, MCXOAS M3 pa3MepoB cCIpailta.
OcranbHble HacTpoiiku ananoruuHsl Ty Grid By Cell Size.

[Tocne Toro Kak crpailT Hape3aH W BCE M3MEHEHUsI COXPAHEHBI, IPU €T0 OTKPHITHH B IAIKe
MPOEKTA OH OyJAET OTOOpaXKaThCs CIASAYIONTUM 00pa3oM:
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Ha cuiene MbI MOKEeM MCIIOIB30BATh KX bl U3 TUX CIIPANTOB IO OTIEIBHOCTU. HacTo Takue
MOCJIEA0BATEIbHOCTU CIIPAUTOB UCTIOIB3YIOTCA B CIIPANTOBOI aHUMAIINH.

B OI'JTABJIEHUE
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CRPUTITDI
OCHOBHbIE METObI K/TACCA MONOBEHAVIOUR

MonoBehaviour — kiacc, Ha 6a3e KOTOPOTro (HACIEAYIOTCS) 10 YMOJIUAHHIO CO3ar0TCS BCE
ckpunthel B Unity. CKpUNTBI CO3AI0TCS YEPE3:
® KOHTEKCTHOE MEHIO B OKHE MPOEKTa;

Folder

C# Script
2D
Shader
Testing

v v v

Playables

Create ’ Assembly Definition

Show in Explorer Assembly Definition Reference

Dpes TextMeshPro »
Delete

Scene
Rename

Scene Templat
Copy Path Alt+Ctrl+C cene lemplate

Scene Ternplate From Scene

Open Scene Additive Prefah

View in Package Manager Prefab Variant

Audio Mixer

Import Mew Asset...
Import Package 3

Material
Export Package... Lens Flare
Find References In Scene Render Texture

Select Dependencies Lightmap Parameters

Refresh Ctrl+R Lighting Settings
| Reimport Custom Render Texture
Reimport All Animator Contreller

Extract From Prefab Animatien

Animator Override Controller ™ =

!I: s g e HAvatar Mask |
Update UXML Schema Timeli
E Imeline IsometricD.
Open C# Project Signal
Properties... Alt+P Physic Material
GUI Skin
Custem Font

e wmeHio Component Ha BepxHeii TaHEeI HHCTPYMEHTOB

Component  Window Help
Add... Ctrl+Shift+A

=

e pu nomoitu kHonku Add Component B okHe HHCTIEKTOpa (KOT/1a BhIJIEJIEH KaKo-1100

00BEKT)
Add Component
(al )

£ Compaonent

Layout
Mesh
Miscellaneous
Navigation
Physics 2D
Physics
Playables
Rendering
Scripts
Tilemap

Ul

Video

WOWOWOW Y VY Y Y Y Y Y
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Ckpurnt paboTaeT TOIBKO TOT/1a, KOT/Ia OH SIBJIETCS KOMIIOHEHTOM 00bEKTa Ha CLIEHE, TPUUEM
HEKOTOphIe (PyHKUIMHU (METO/bI) CKPUIITAa MOTYT CpabaThIBaTh Ja)Ke TOTJa, KOrJa caM CKPHUIIT
BBIKJIFOUEH (HEAKTUBEH).

JUis peaakTUpOBaHUS CKPHUITA IOCIE €ro CO3JaHusl HEOOXOAMMO JBAXK/bl HAXKaTh HAa HEro
JIKM B OKHE MHCIIEKTOpAa UK B OKHE IpoekTa. CKPUIIT OTKPOETCs B TOU cpejie pa3padoTKy,
KOTOpas yKka3aHa B HacTpoiikax: Editor — Preferences — External Tools — External Script Editor
(o6b14HO 310 Visual Studio wim MonoDevelop). Tam ke MOKHO CMEHHTB Cpefly pa3paboTKH.

B Project | E Console

+ -
Assets
__ ° 9
Scenas 9-Sliced Capsule Circla Espbine

My Firstscr... Square

NMs xmacca B CKpWINTE JOJDKHO COBHAAaTh C HMEHeM d(aiina (3TO TPOUCXOAUT
aBTOMATUYECKH, MpHU co3aanuu (Paiina). [To ymomuaHuio B CKpUmTe co3natTcs a18e QyHKIUU
(metona) — Start() u Update(), HO cyiecTBYIOT U Apyrue (QyHKIHM, KOTOPbIE MOTYT OBIThH
UCIIOJIb30BaHbl Kak yHacienoBaHHble oT MonoBehaviour. Takke MOXHO co3aaBaTh CBOU

(hyHKITUN.

Assembly Information

Filenarne: Assembly-CSharp.dl

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public clasghAyFIrstscripl MonoBehaviour

I/ Startis called before the first frame update
void Start()

{

}
Jf Update is called once per frame
void Updatef)

{

}

M Project | E Console
+ -

Assets

2 i
|8 ]e » m0

e

.. HexagonPo.. IsometricD..

Asset Labels

19



[To yMOT9aHHUIO CKPUTIT BRITIISIUT CICTYIONTUM 00pa3oM:
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MyFirstScript : MonoBehaviour{
// Start is called before the first frame update
void Start(){

}

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

}
}

AWAKE()
dyHKIMs, KOTOpas BBI3BIBACTCS OJMH pa3 MpH 3amycke WUrpbl g0 ¢yskimun Start().
BbI3biBaeTcsi B CllydailHOM TOpSAJKE Cpead OOBEKTOB Ha CIEHE, I KOTOpPBhIX OHa

peanuzoBaHa. OyHKIMS cpabaThIBaeT JakKe TOTA, KOT/Ia CKPUIIT HEaKTUBECH.
void Awake() {

}
START()

CDYHKI_II/IH, KOTOpas TakKE BBI3bIBACTCA OJIUH Pa3, HO B TOT MOMCHT, KOI'JIa CKPUIIT CTAHOBUTCS

akTuBHBIM. Bei3biBaercs nepen ¢pynkuuii FixedUpdate(), Update() u 1.1.
void Start(){

}
FIXEDUPDATE()
OyHKIM, KOTOpas BBIMOJIHAETCA KaXIblil (PUKCUPOBAHHBIA OTPE30K BPEMEHHU. MOXKHO

Hactpouth B Edit — Project Settings — Time — Fixed Timestep. Mcnosnb3yercs ais 00paboTKu

(bu3uKy (IPUIIOKEHUS CUIIbI, UMITYJIbCA K OOBEKTY H T.1.).
void FixedUpdate(){

}
UPDATE()

@OyHKIUA, KOTOpas BBINOJHSAETCS KaxIblil kaap. Mcmonbzyercs nns oOpabOTKU UTPOBOI

JIOTUKH.
void Update(){

}

Jlnst Toro, 4yTOOBI pEaTN30BaTh BBHINOJIHEHHWE KaKOTo-MHOO IEeHCTBUA C OmpereseHHON
4acTOTOMU, HApUMEP, pa3 B CEKyHY, UCIONb3yIoT Time.deltaTime * 1.

deltaTime — Bpems (B cekyH1ax), IpOIIE/IIee ¢ TOCIEAHEro Kaapa. ITo 3HaUCHHE TI03BOJISET
CIeNaTh UTPY HE3aBUCHUMOM OT CKOPOCTH CMEHBI KaJIPOB.

20



LATEUPDATE()

@DyHKIMA, KOTOpasi BRIMOJIHAETCS KaXablid Kajap. BezbiBaercs nocie toro, kak Bce Update()
¢GyHkuuu OynyT BbI3BaHbL. Mcmonb3yeTcss sl TOro, 4TOObl YHNOPSIOYUTH BBINOJTHEHHE
nercTBui B ckpunte. Hampumep, eciam kamepa cieayer 3a 0ObEeKTOM, ABUKEHUE KOTOPOIO

peanuzoBano B Update() pyHkimm.
void LateUpdate(){

}

B OI'JTABJIEHUE
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PABOTA C OBbEKTAMU NN KOMITOHEHTAMMW

MONTYHEHWE OOCTYTA

JlocTyn K UrpoBOMY OOBEKTY Ha CIICHE:
® KIIIOUYEBOE CIIOBO gameobject (€Ccau CKPUNT SBISETCS KOMIIOHEHTOM HEOOXOJIMMOTO

UTPOBOTO 00BEKTA);
void Start(){
gameObject.SetActive(false); // [aHHbii 06bLEKT CTAHOBUTCA HEAKTUBHbLIM

}

® CCBUIKAa Ha IPYTOM UTPOBOIl OOBEKT;
public GameObject anotherObject;
void Start(){
anotherObject.SetActive(false); // T[epepaHHbii B CKpUNT O06bLEKT CTaHOBUTCH
HeaKTUBHbIM

}

e uepes transform (kak Kk 0OBEKTY POTUTEITIO WIIN PEOCHKY);
void Start(){
transform.parent.gameObject.SetActive(false); // PoauTenbckuit 06LEKT [aAHHOIO
06beKTa CTAHOBUTCA HEaKTMBHbIM (Npu 3TOM BCA Mepapxua 06beKTOB Takxe CTaHOBUTCSH
HEeaKTUBHOWN)

}
void Start(){

transform.GetChild (@) .gameObject.SetActive(false); // HyneBol pebeHOK [aHHOIO
06beKTa CTAHOBUTCS HEAKTUBHbIM

}

® [IOMCK HWTPOBOTO OOBEKTAa MO WUMEHHU (omeparmms, TpeOyromas OOJBIINX PECYpPCOB,

JydIiie cTapathbes e€ n3derarp);
void Start(){
GameObject.Find("GameObject").SetActive(false); // MepBbii HalWLeHHbI OBBLEKT C
nmeHem "GameObject" cTaHOBUTCA HEaKTWBHbLIM

}

® [IOKMCK UTPOBOTO OOBEKTA IO TETY;

void Start(){

/ *

MepBbil HaNAEHHbIM 06bekT C Ta3rom "Player" CTAaHOBUTCA HEAKTUBHLIM,
Takxe cywecTByeT MeToh MNoMckKa BCeX 06beKTOB C 3afaHHbIM Terom
"FindGameObjectsWithTag"

*/

GameObject.FindGameObjectWithTag("Player").SetActive(false);

}

ITocne MMOJy4CHUA JOCTYyIIA K O6T)€KTy, MOJKHO ITOJIYHUTB AOCTYII K KOMIIOHCHTY:

e uepe3 meroa GetComponent<>

void Start(){

gameObject.GetComponent<BoxCollider>().enabled = false; // BbikawyeHue
Konnaingepa ANA [JAHHOro obbekTa

}

void Start(){

Destroy(gameObject.GetComponent<AudioSource>()); // YHUYTOXEHME KOMMOHEHTA
AudioSource pgna pgaHHoro obbekTa

}
22



BEKTOPBI

[Ipu pa3zpaboTke Urp 4acTO MPUXOIUTCSA HCIOJIb30BaTh TAKOW MaTeMaTHUYECKUN OOBEKT, KaK
BEKTOP — HAIpaBJICHHBIA OTpe30K mpsMoii. B Unity BEKTOPHI MCIONB3YIOTCS IS TTO3UIHH
00BEKTa, HAMPABJICHUS JBUKEHUS U PA3JIUUYHBIX PACUETOB.

Onpenenenve IIMHBI BEKTOPA:
public Vector2 vector2D;
public Vector3 vector3D;
void Start(){
print(vector2D.magnitude);
print(vector3D.magnitude);

}

Paccrosinue mexay nByMsi oObekTaMu (MO3UIMS KaKIOTO 00bekTa — 3TO BekTop). Ecnu
HEOOXOJIUMO OMpPEACIUTh TOJBKO OTHOIIEHHUE PACCTOSHMUM, TO Jy4lle UCIOIb30BaTh

sgrMagnitude:
public Vector3 pl, p2;
private float distance;
void Start(){
distance = Vector3.Distance(pl, p2);
print(distance);
distance = (pl - p2).magnitude;
print(distance);
distance = Mathf.Sqrt((pl - p2).sgrMagnitude);

print(distance);
}
Ckansippoe mpou3BeleHue — ckamap (uucio) st BektopoB A u B paBHoe

(Ax*Bx)+(Ay*By)+(Az*Bz). Ecau ckanspHoe TpoU3BEJCHUE PAaBHO HYIIO, TO JIaHHBIE
BEKTOpA MEPICHAUKYIISPHBI IPYT IPYTY.

public Vector3 pl, p2;

void Start(){

print(Vector3.Dot(pl, p2));

}
BekTopHoe mpousBelleHME — BEKTOp, MEPHEHIUKYISPHBIA IBYM HMCXOAHBbIM. KOMIOHEHTHI
pe3yabTupytomiero Bekropa C onpenenstores ciaeayomum oopazom Cx = Ay*Bz — Az*By,
Cy = Az*Bx — Ax*Bz, Cz = Ax*By — Ay*BXx.

public Vector3 pl, p2;

void Start(){

print(Vector3.Cross(pl, p2));

}

B OI'JTABJIEHUE
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MEPEMELWEHWE OBBEKTOB

Tak xak MbI (hakTHUECKH pabOTaeM B TPEXMEPHOM MPOCTPAHCTBE, HAIIIM gameobject’bl UMEIOT
transform.position, KOTOpBI SBIsIETCS CTPYKTypoil vector3. PaccMOTpuM BapHaHTBI
M3MEHEHHUs O3UIIUK 00BheKTa (HEe CBA3aHHbBIC C (DU3HUKOMN):
e uepapxus o0bekToB. [Ipu mepemMenieHuu poaUTEIbCKOTO 00BEKTa BCe OOBEKTHI, IS
KOTOPBIX OH SIBIISIETCS POAUTENEM, OYAYT U3MEHSTH CBOIO MO3UIIMIO COOTBETCTBEHHO.
® U3MEHSEM [O3UIIMI0 4epe3 KommoHeHT Transform (mpocToe, HO Jalieko He
ONTUMAJILHOE PEIIEHUE, TAK KaK OMepalsi NEW BBITTOIHSACTCS KaXIbIM Kajp):
int speed = 1;
void Update()
{

transform.position += new Vector3(Time.deltaTime * speed, 0, 9);
}

e wmeton Translate. B mapamerpax yka3bIBaeTcsi BEKTOP HaIlpaBlICHUsI JABWKCHUS WU
KOOpDAMHATHI MO OTAEJIBHOCTH, a TMOCJIEIHUM NapaMeTpoM (HeoOs3aTeNbHbIN) —
OTHOCUTEJIBHOTO Yero IMPOUCXOAMUT JBHXKEHHE (JIOKajJbHAs CHUCTEMa KOOpAUHAT,
riobanbHas CUCTEMa KOOPAWHAT, Jpyroil oOBeKT — Hampumep, kamepa). I[lo

YMOJIYaHUIO 3aJ1aHa JIOKAJIbHAsI CUCTEMaA KOOpAMUHAT.
void Update()
{
// DBuxeHne obbekTa Bnepen CO CKOPOCTbH 1 eAuHUUA B CeKyHAY
transform.Translate(Vector3.forward*Time.deltaTime);

}
void Update()

{
// DBuxeHue obbekTa Bnepen B rnob6anbHOW CUCTEME KOOpAWHAT
transform.Translate(Vector3.forward*Time.deltaTime, Space.World);

}
void Update()

{
// DBuUxeHne obbekTa BAONb OCU Z
transform.Translate(0, 0, Time.deltaTime);

}
void Update()

{

// DBuxeHue obbekTa Bnepes OTHOCUTE/NIbHO KaMepbl
transform.Translate(Vector3.forward*Time.deltaTime, Camera.main.transform);

}

e wmeton MoveTowards. JIBukeHne oOBbeKTa MO MPSIMOM JO yKa3aHHOM IMO3HUIUU C

3aJJaHHOW CKOPOCTBIO
public Transform target;
float speed = 1;
void Update()
{

transform.position = Vector3.MoveTowards(transform.position, target.position,
speed*Time.deltaTime);

}
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e Vector3.Lerp() — nuHEWHAas WHTEPHOJSAIUS MEXIYy JIBYMS BEKTOpPaMH, METOJ, HE
OTHOCSIITUICS HAMPSIMYIO K JIBMOKCHUIO 00BEKTa, HO YaCTO MCIIOJIB3YIOIMIUUCS IS dTOM
LIEJIH.

B OI'JIABJIEHUE
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QUATERNION M TMOBOPOT OBBbEKTOB

B Unity nns npencraBieHus IOBOpOTa 00bEKTa UCIIOIB3YIOTCS KBATEPHUOHBI, OHU CIIOKHBI
IUTSL IPOCTOI0 MHTYUTHBHOIO MOHUMAaHUs, HO JOCTAaTOYHO MPOCTHI B MCMOJIb30BaHMH. JlJis
co3ganusi 2D-urpel KBaTepHUOHBI OYIyT BCTpeUaThes pexe ueM B 3D, HO BCE TaKu OHU TOXKE
UTPAOT BAXHYIO pOJib. BOJBIIYI0 4acTh HEOOXOIMMBIX 3a/1ay, CBS3AHHBIX C MOBOPOTOM
00BEKTa, peHIatoT CIEIYIOUUE METOIbI:

e Quaternion.ldentity — 3Ha4ueHue, KOTOPOE COOTBETCTBYET OTCYTCTBHIO IIOBOPOTA

void Start()
{

transform.rotation = Quaternion.identity;

}
e Quaternion.LookRotation — meTton Is mOBOpOoTa OOBEKTAa B CTOPOHY IO3UIUH

3aJIaHHOTO 00BEKTA (1IN ).

public Transform target;
void Update()
{

Vector3 relativePos = target.position - transform.position;
Quaternion rotation = Quaternion.LoockRotation(relativePos);
transform rotation = rotation;

}

e Quaternion.Angle — MeTo/1, BO3BpaIaIOIIMil 3HAYCHHE yIiIa M1y ABYMs 00BbEKTaM.

public Transform target;
void Update()

float angle = Quaternion.Angle(transform.rotation, target.rotation);
print(angle);

}
e Quaternion.Euler — MeTon, npuHHMaronyii B Ka4eCcTBE MapaMETPOB BEKTOP WIHA TPH
KOMITOHEHTA BEKTOpA (X, Y, Z), U BO3BPAILAIOIINN 3HAUEHHE B BUJI€ KBATEPHUOHA.

void Start()
{

transform.rotation = Quaternion.Euler(0, 30, 0);

'

e Quaternion.Slerp — cdepuyeckas UHTEPHOISAIHUS MEXKIY IBYMS 3HAYCHUSMH, T.C.
BO3BpPAIACMOC 3HAYCHUE HU3MEHSCTCS C 3aJaHHOM CKOPOCTBIO OT OJHOIO0 3HAYEHMS
(nepBbIi MapaMeTp) A0 APYroro (BTOpPOMl mapamerp).
public Transform from;
public Transform to;

void Update()
{

transform.rotation = Quaternion.Slerp(from.rotation. to.rotation, Time.time);

}
e Quaternion.FromToRotation — co3maéT MOBOPOT OT BEKTOpa, 3aJaHHOTO TMEPBHIM

napaMeTpoM, K BEKTOPY, 3a4aHHOTO BTOPBIM.

void Start()
{

transform.rotation = Quaternion.FromToRotation{Vector3.up, Vector3.right),

}

e Meroa Rotate. Bpamenne oObekTa. B mapamerpax yka3bIBaeTcsi BEKTOpP, BOKPYT
KOTOPOTO IPOUCXOAWUT BpaLICHUE WM €r0 KOOPAMHATHI IO OTAEJIBHOCTH, BTOPOU
napaMerp (HeoOs3aTeNbHBIM) — CKOPOCTb IOBOPOTA, MOCJIEIHUN IapaMmerp
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(HeoOs3aTeNbHBIN) — B KaKOM CHCTEME KOOPAWHAT MPOHUCXOIUT MOBOpoT. Ilo

YMOJIYaHHIO 3a/1aHad JIOKAJIbHAA CUCTEMA KOOPJIHNHAT.
void Update()
{

transform.Rotate(Vector3.up * Time.deltaTime); /i BpaweHue obsekra co
ckopocTeio 1 rpagyc B CekyHAoy BOKPYT BEKTOpA, HanpaeneHHoro BBepx AnA obwekTa, B NOKanNkHOM
CHUCTEME KoopawHaT

}
void Update()

{
transform.Rotate(Vector3.up * Time.deltaTime , Space World); // BpaweHue obrekta Bokpyr
BEKTOpA, HANpaBneHHoro Beepx oT o6vekTa, B rnobansHol cucTEME KoOpOWHAT

}
void Update()

{

transform.Rotate(Vector3.up, Time.deltaTime); Il CkopocTe NOBOPOTA MOMHO
3afaTh OTAENEHLIM NApaAMETROM

}
void Update()
{

transform.Rotate(Time.deltaTime * 10, 0, 0); Il KoopauuaTel BEKTOpa
3afaHsl No OTAENLHOCTK

}
e Meroa RotateTowards — Bo3Bpamaer BEKTOp, HalpaBiICHHBIM B CTOPOHY OOBEKTa

«uenuy. [lepBriil mapamMeTp — TeKylllee HalpaBJI€HUE BEKTOPa, BTOPO — HEOOXOIUMOE
HarpaBJeHUe, TPETUH — CKOPOCTh IMOBOPOTA, YETBEPTHIA — MaKCHUMajbHas JJIMHA
BekTOopa. s HarnsgHOCTM uHcnodb3yercss meton Debug.DrawRay(), koTopsiii

OTPHUCOBBIBACT PE3YJIbTUPYIOLINMI BEKTOP.

public Transform target;
public float speed = 1;
void Update()

Vector3 targetDir = target.position - transform_position;

Vector3d newDir = Vector3.RotateTowards(transform.forward, targetDir, speed * Time.deltaTime,

0.0F});
Debug.DrawRay(transform.position, newDir, Color.red};
transform.rotation = Quaternion.LookRotation(newDir);

}

e Meton RotateAround — MOXeT M3MEHSTh KaK MO3UIIMIO, TaK U MOBOPOT OOBEKTA.
IlepBbIii mapamMeTp — TOYKAa OTHOCUTEIBHO KOTOPOU IMPOUCXOIUT IOBOPOT, BTOPOU —
OCh BpAllICHUSI, TPETUH — CKOPOCTb.
public Transform target;

void Update()

{
transform.RotateAround target position, Yector3 . right, 10 * Time deltaTime);

}
e Meron LookAt — moBOpoT 00BEKTa B HAMpaBICHUU «IIENIN», 3aJJaHHOW B KaueCTBE
napamMeTpa. Takke eCTb CKPBIThIN IapaMeTp — 3TO BEKTOP, YKa3bIBAOIINWN HAITPABIICHUE
OCH BBEPX JIJIsl TEKYIIIETO OOBEKTA, IO YMOJYAHUIO OH COOTBETCTBYET IN100aIbHON OCH

Y. JlaHHBIN METOJ YaCTO UCIIOJIB3YETCA ISl KAMEPHI.
public Transform target;

void Update()

{

}
B OI'JTABJIEHUE

transform.LookAt(target);
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CO34AHNE N YHUHTOMREHWNE OBBEKTOB

Jlns1 cozmanus 00beKTa Ha clieHe (13 npedabda uim Kak KOs Ipyroro o0beKTa) UCIoab3yeTcs
¢byukiusa Instantiate(). B xauectBe napamerpoB nepenaetcs npedad umm 0ObEKT CO CIEHBI,

103Uy, B KOTOpOﬁ OH COSI[aéTC}I H ITIOBOPOT.
Instantiate(prefab, Vector3.zero, Quaternion.identity);

JIIss yHHUYTOXKEHUsI 00BhEKTa MM KOMITOHEHTa ucmnoib3yercs pynkmus Destroy(), Taxxe B
KayeCTBE MapamMeTpa MOXKHO 3a1aTh BPEMsI, YEPE3 KOTOPOE MTPOU30MIET YHUUTOKEHHUE.

void Start () {

Destroy(gameObject, 3);

}

B OI'JIABJIEHUE
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TPUTTEPBI M KO3

[Tpu B3auMOACHCTBUN OOBEKTOB MEKTY COOOH B 3aBUCHMOCTH OT 00OBEKTOB, UX KOMITOHEHTOB
M XapakTepa B3aWMOJICHCTBHS, BO3MOXHO PETHCTPUPOBATh M 00padaThIBATh pPa3IUUIHBIC
COOBITHAL.

COBbITNA, CBASAHHbBIE C TPUTTEPAMMW

JlaHHBIE COOBITHS MPOUCXOJAT TOTAA, KOTJa K 00BEKTY MPHKPEIUICH KOoJUIaiaep, KOTOPHIHA
SBJISICTCSI TPUTTEPOM. Takxke XOTsI OBl Y OJHOTO M3 OOBEKTOB JOIKEH OBITh KOMITOHEHT
Rigidbody.
e OnTriggerEnter() — mpoucXoauT OJMH pa3 B MOMEHT, KOI/Ia 00BEKT KacaeTcs 00beKTa
C TPUTTEPOM.
e OnTriggerStay() — mpOMCXOAWT KaXKIblid Kajp, MOKa OOBEKT HAXOAWUTCSA BHYTPH
TpUITEpa APYroro oObeKTa.
e OnTriggerExit() — npoucxoauT OAWMH pa3 B MOMEHT, KOrJa OOBEKT BBIXOIUT M3
TpUTITEpa APYroro 00ObEKTa.
B npumepe HIbKe Ha CLIEHE HaxoA4TCs 1Ba 00bEKTA: EPBBI — IyCTOM OOBEKT C KOMIIOHEHTOM
BoxCollider, koTOpHIii sSiBIIsIETCS TPUTTEPOM; BTOPOH — cdepa ¢ 100aBICHHBIM KOMIIOHEHTOM
Rigidbody. Ckpurit npukperieH K mepBoMy 00beKTY.

void OnTriggerEnter()

{
print("Enter");

}
void OnTriggerStay()
print("Stay");

void OnTriggerExit()
{

print("Exit");
!
Takxxe U3 COOBITUH MOXKHO MOJYYUTh MHPOpPMALIUIO 00 00BEKTE, C KOTOPHIM MPOU30LLIO

B3aHMMO/ICHICTBHE.
void OnTriggerEnter(Collider coll)

print("Enter "+coll.name);

}
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COBbITNA, CBASAHHbBIE C KOJIJTU3VMAMMK

JlaHHBIE COOBITHS MPOUCXOMAT TOT/IA, KOTAa 00a 00BEKTa UMEIOT KoJutaiaephl. Takxke XoTs
OBl y 0THOTO M3 00BEKTOB JTOJDKEH OBITh KoMmoHeHT Rigidbody.
e OnCollisionEnter() — mpoucxoauT OAMH pa3, B MOMEHT KacaHus 00bEKTOB,;
e OnCollisionStay() — mporcXoauT KaXabli Kajp, oKa 00bEKThI KacaloTCs APYT APYyTa;
e OnCollisionExit() — mpoucxomuT OguH pa3 B MOMEHT, KOrjla KacaHue OOBEKTOB
3aKaHYMBACTCS.
B npumepe Huke Ha CIICHE HaxOASATCS JBa OOBEKTa: MEPBBIA — KyO CO CKPUNTOM H
OCTaJbHBIMUA KOMITOHEHTAMH 10 YMOJTYAHHUIO; BTOPOM — cdepa ¢ 100aBICHHBIM KOMITOHEHTOM

Rigidbody.

F

void OnCollisionEnter(Callision collision)

{

print("Collision enter");

}

void OnCollisionStay(Collision collision)

{

print("Collision stay");

}

void OnCollisionExit(Collision collision)

{

print("Collision exit");
}
Hoctyn k uHpopmMaiuu 006 00BEKTE, C KOTOPHIM MTPOU30IIIO0 B3aUMOICUCTBHE,

OCYHICCTBIIACTCA aHAJIOTUYHO.

B OI'JTABJIEHUE
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INPUT
Bbl MoOkeTe CUMTBHIBaTH BBOJl C KJIABUATyphl MPSMBIM CIIOCOOOM Yepe3 YCJIOBHE, €CTh
HECKOJIBKO CITOCOOOB:

e [nput.GetKey — HanpsiIMyIO CUMTHIBAET C KJIIABUATYpPbI BBOJIMMBIE JaHHBIE.

e Input.GetKey — Bo3Bpainaer true noka Hakata ykazaHHasi KJIaBUIIA.

e Input.GetKeyDown — eamHOXI6I BO3BpaImaeT true, €civ yKa3aHHas KIaBWIA ObLIa

Ha’KkaTa.
e Input.GetKeyUp — enumHOXabl BO3BpallaeT true, €ciM yKa3aHHas KJIaBuIla ObLia

OTHYIICHA.
if (Input. GetKey(KeyCode RightArrow))
print("Right Arrow pressed");

if (Input. GetKey(KeyCode.D))
print("D pressed"),

if {Input. GetkeyDown(KeyCode. RightArrow))
print("Right Arrow was pressed"”),

if (Input. GetKey(KeyCode.D))
print("D pressed");
Jlist Toro 4roObl yBHAETH MOJHBIA CIHCOK KOMaHg, mcmoyb3ys Visual Studio, Bmumute
Input.GetKey(KeyCode u Haxxmute F12, uro0s! nepeiitu k onucanuto KeyCode.

Jyist canThIBaHMS BBOIA C MBITITH Hcnionb3yiiTe GetMouseButton — on paGoTaeT moutu Tax xe,
kak 1 GetKey, ToJbKO B CKOOKax Bbl yKa3bIBA€TE MHAEKC KHOIKHU MBIIIH TUMA int, rae “0” 310
JIKM (JIeBast kaomnka mpitn), “1” ITTKM u “2” CKM, nanee B 3aBUCUMOCTH OT KOH(UTypariuu
OIPEICIEHHON MBIIIIH.

e Input.GetMouseButton — Bo3Bpamaer true moka Ha’kata yKa3aHHas KHOIKA MBITITH.

e Input.GetMouseButtonDown — Bo3Bpamaer true korja OTHyIieHa yKa3aHHas KHOMKA

MBIIIIH.
e Input.GetMouseButtonUp — EnuHOXIBI BO3BpaliaeT true KOTJa HakaTa yKa3zaHHas

KHOITKA MBIIIIH.

if (Input. GetMouseButton(0))
print{"LMB pressed");

if {(Input. GetMouseButtonUp(1))
print("MMEBE was released");

if {Input. GetMouseButtonDown(2))
print{"RMB was clicked");

Input Manager maxonurcs Bo Bkiaake Edit > Project Settings > Input.
[TonpoOuee nmpo npumenenue Input Manager 8 Unity Mo>xHO OYUTATh 3J1ECh.

B OI'JTABJIEHUE
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TAGS & LAYERS

Tern ucmonb3yroTCs sl 0003HAUEHUST KAaKUX-THOO 0COOBIX UTPOBBIX 0OBEKTOB, HAIIPUMED,
TJIaBHas KaMmepa, UTPOK U T.A. 13T 11 00BbeKTa BRIOMPACTCS B BHINIAJAIOIIEM CITHCKE HUKE
UMEHH 00beKkTa B OkHe mHcmekTopa. CymecTByeT HabOp TIroB (OHM HE OTOOpaKkaroTCs B
MeHIo Tags & Layers) mo ymoiayaHuio, KOTOPbIE MOXHO UCIIOIb30BaTh.
[Tocne moGaBeHNS HOBOTO T3ra B MEHIO HEOOXO MO BBIJICIUTh OOBEKT M HA3HAYUTH €MY TAT.
B ckpunTax TarH HCTOMB3YIOTCS CISAYIOIIM 00pa3omM
e print(gameObject.tag); // [Tomyuenue Tera o0beKTa.
e GameObject player = GameObject.FindGameObjectWithTag("Player") // Tlouck
obbekTa ¢ Tarom Player.
e GameObject[] players = GameObject.FindGameObjectsWithTag("Player") // TTouck
00BEKTOB ¢ TorOM Player.
e coll.CompareTag("Player") // ITpoBepka uMeeT Jin KoJijIaiaep 00beKTa 3a1aHHBIH TeT.

B Unity nBa Buzga cnoes: Layers u Sorting Layers. I1epBblit HCHIOTIB3YIOTCS AJIS TPYIIITUPOBKU
OOBEKTOB OMNpENENEHHBIX KaTeropui, Hampumep, OKpyXkarolas cpeaa, JIeKopalluu,
uHTepdelic, TPOTUBHUKK U T.J. BTOpoi mcmosib3yercs s cupaitoB (2D-u3o0pakenuii),
YTOOBI YCTAHOBUTH MOPSAOK UX OTPUCOBKH MIPHU OJMHAKOBOM PACTIONOKEHHUHU O OCH Z.

Layers BbIOMpaeTCsi B BBINANAIONIEM CIUCKE HIDKE MMEHH OOBEKTa B OKHE HMHCIIEKTOpA.
CyuiecTByeT HA0OP CIIOEB MO0 YMOJIYaHUIO (MAaKCUMaIbHOE KOJIMYECTBO CJIOEB OTPAHUYEHO).

JIOCTYTI K CJIOSIM Yepe3 CKPHIIT:

e print(gameObject.layer); // BeiBon HoOMepa cnosi, Hymepytores ¢ 0;

e gameObject.layer = 1; // Cioit 3agaercs no Homepy.
Sorting Layers ycTaHaBiIMBaeTCs B KOMIIOHEHTE (TaK)XE MOXKET OBITh YCTAHOBJICH MOPSIOK
M300paXEHH B CIIO€, KOT/Ia B OJTHOM CJIO€ HECKOJIBKO M300paXKEeHH ).

JlocTyT K CIIOSIM COPTUPOBKH Yepe3 CKPUIIT:
e sprite.sortinglLayerID = 0; / 3agaTh uin MOXyYUTH HOMEP CIOS COPTHUPOBKH.
e sprite.sortinglLayerName = "Background"; // 3agaTe wiM TONYyYdUTb UMM CJOS
COPTHUPOBKH.
e sprite.sortingOrder = 1; // 3anaTh Uiy NOJIY4YUTH MOPSAOK CIIpaiiTa B CJI10€ COPTUPOBKH.

B OI'JTABJIEHUE
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KAACCbl MATHF, RANDOM, INVOKE
MATHF

Knacc mnpenocraBnsier HaOop MaremMatuueckuid ¢yHkuuid. [lpumepsl Haubornee dvacTo
UCIIOJIb3YEMBIX U3 HUX:

e IlepeBoa rpaaycoB B paguaHsbl.
public float deg = 30.0F;
void Start()

{
float rad = deg * Mathf.Deg2Rad;

print(deg + " rpagycoe =" + rad + " paguaH");

}
e 3nauenue yucia [1H.
void Start()
{
print("Yucno M4 = " + Mathf.PIl);
t
e BosBpaleHrue MOy YUCa.
void Start()
{
print("Moayne yvucna -10 =" + Mathf. Abs(-10));
}
e Bo3BpalleHue KocuHyca yriia, 3aJaHHOTO B paJdaHax.
void Start()

{
print("KocuHyc yrna 60 rpagycos = " + Mathf.Cos(Mathf.Deg2Rad*60));
}

L4 OFpaHquHHC BO3MOXXHOI'O 3HAYCHHU YHUCJIa

void Update()
{
transform.position = new Vector3(Mathf.Clamp(Time.time, 1.0F, 5.0F), 0, 0);
}
e Bo3BeneHue B CTENECHb.
void Start()
{
print(Mathf. Pow(5, 2));
}

e Jluneiinas nHTEpHOIALUS, (PYHKIMS BO3BpALIAET MPOMEKYTOUYHOE 3HAUCHHE MEXKTY
JBYX BEJIMYUH Ha OCHOBAHWM 3HAYEHMUS TPETHETO MapaMeTpa.

void Start()
{

}

e Bo3sBpalieHre MaKCHUMalbHOTO CPEIM 3a/IaHHOI0 Habopa YKCEll.

void Start()
{

}

print(Mathf.Lerp(10f, 30f, 0.5f));

print(Mathf.Max(1, 4, 6, 2, 0, 9, 5));
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RANDOM

Kmacc Ml TCHEpalun CJ'IY“I&I?IHLIX YHUCCJI.

e BosBpaiaeT ciryyaitHOE YMCI0 MEXTY ABYMS 3aJaHHBIMU (TPaHUIIBI BKIIOUAKOTCS).
void Start()

{
print(Random.Range(4.6f, 12.3f));

}

e Bosspamaer cimydaiinoe uucio ot 0.0 go 1.0.
void Start()

{
}

e BospamaeT ciryyaitHOE YMCI0 BHYTPU CTUHUYIHOU CEPHI.
void Start()

{
print(Random.insideUnitSphere);

}
INVOKE, INVOKEREPEATING, CANCELINVOKE
Invoke — ¢yHKkIuMs, KOTOpasi MO3BOJISIET BHI3BATh IPYTYIO (QYHKIHIO Yepe3 3aJlaHHOE BpeMs
(omuH pag).
InvokeRepeating — ¢yHKIMSA, KOTOpasi MO3BOJISET BBI3BIBATH JAPYIYIO (YHKIHIO dYepes

3a/IaHHBIN TPOMEXKYTOK BpeMEHHU (TIEPUOTUICCKH).
Cancellnvoke — ¢yukmms s octanoBku Invoke u InvokeRepeating.

print(Random.value);

void OnGUI()

if (GUILayout.Button("Start Invoke"))
{

Invoke("MylnvokeFunction"”, 1f);

}
if (GUILayout.Button("Start InvokeRepeating"))

InvokeRepeating("MylnvokeRepeatingFunction”, 1f, 2f);

}
if (GUILayout.Button("Cancel Invoke"))

{

Cancellnvoke(); // OcTtaHaBnuBaeT Bce 3anyuleHHble Yepes Invoke yHKUMK, TakKe MOMHO
YKa3aTk KOHKPETHYIO (hYHKUMIO, KOTOPYIO HeoBX0QMMO OCTaHOBHTE

}

private void MylnvokeFunction()

{

print("Invoke");

}

private void MylnvokeRepeatingFunction()

{

print("Repeatinglnvoke "+Time.time};

}
He Bomwio B qanHbIi (haiil: KOPYTHUHBL.

B OI'JTABJIEHUE
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CTPYKTYPA TIPOEKTA

IIpu cozmanum HOBoro mpoekrta Unity co3ga€T JOCTaTOYHO MHOrO MamokK H (haiyoB, HO
OCHOBHBIE U3 HUX — 3TO Assets u ProjectSettings, ocTanbHble T€HEPUPYIOTCSI HA OCHOBE ITHX

JBYX.

Assets

Library

Logs
Packages
ProjectSettings
Temp
UserSettings

PaCCMOTpI/IM HCKOTOPBIC CIICHHUAJIbHBIC ITAIIKH ITPOCKTA:

Assets — riaBHas mamka, B KOTOPOW COJIepKaTcsl BCE acCeThl, KOTOPhIE MOTYT OBITh
MCTIONB30BaHbl TPOeKTOM. COJepKUMOE OKHA MPOEKTa COOTBETCTBYET COJAEPKUMOMY
nanku Assets. BoJBIIMHCTBO (YHKIUI TPEANnoaraloT, YTo0 HEOOXOAUMBIA NI HUX
pecypc HaxoauTcs B manke Assets 1 He TpeOyIOT sSIBHOTO YKa3aHUS PACIIOTIOKCHHS.
Editor — Bce ckpunThl, pa3MeniéHHbIC B ATON Manke (WIK MOATANKE), PaCIICHHBAIOTCS
KaK CKPHIITHI pPEJaKkTopa, T.€. OTH CKPHITHl TpeJHA3HAYCHBI I PaCIIAPCHHS
(GyHKIIMOHAJa peAaKTopa U HEJOCTYITHBI BO BPEMsI BBITIOJTHEHHSI TPOEKTA.

Editor Default Resources — mamka, koTopasi JOJDKHA OBITH pa3MellieHa B KOPHEBOU
nanke (Assets) u coxaepxamuecss B HEH acceTbl, HUCHOIB3YeT (DYHKIMS
EditorGUIUtility.Load, kotopas 3arpyxaet ¢aitisl o Mepe HaJoOHOCTH.

Gizmos — IOMOJIHUTENIbHBIC U300paKEHUS /Il UKOHKH-MapKepa OOBEKTOB Ha CIICHE
pa3MEIIATCs B 3TOU MAIKe.

Plugins — pasnuunsie pacmmpenus (momaynu, dll) mist Unity pacrosaratrorcs B 3TOM
narke.

Resources — B 1aHHO#1 Manke pa3MenaroTcsl aCCEeThI, IK3EMIUISIPhI KOTOPBIX CO3/IAl0TCS
B IIPOEKTE U UCIIOJIb3YIOTCS BO BpeMsi UTpbl. MokeT ObITh HECKOJIBbKO Manok Resources
Y PacIioyiaraTbCsi OHU MOTYT TJI€ YTOJTHO.

Standard Assets — crangaptabie acceTsl Unity it 00braHO# Bepeun Unity.

Pro Standard Assets — ctangaptabie accetsl Unity s Bepcun Unity Pro.
WebPlayerTemplates — mnamka st XpaHeHUs Ia0JIOHOB, IO KOTOpPOMY OyneT
oopMIIeHa CTpaHHUIa JJIA pa3MeNIeHUus: web-mieepa mpu COOPKU BEPCHH UTPHI MO
web-reep.

B OI'JIABJIEHUE
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MPUTOXKEHWME 1. UTPA 2D ROGUELIKE (POTAJTNK)
Ob UTPE

Roguelike («rogue-momoOHbIe» (WIphI), CIEHT «POTAJIHMK») — KAHP KOMIBIOTEPHBIX HIP.
XapakTepHbIMU OCOOCHHOCTSIMU ~ KJaccuueckoro roguelike sBIsIOTCS reHepupyemble
CJIy4aiiHbIM 00pa30M ypOBHHU, [TOIIArOBOCTh U HEOOPAaTUMOCTh CMEPTH MIEPCOHAXka — B CIIydae
€ro rudesid UrpoK HE MOXKET 3arpy3UTh UTPY U JIOJDKEH HayaTh €€ 3aHoBO. MHorue roguelike
BBITMIOJTHEHBI B JICKOPAIMSAX 3MUYECKOro ()IHTE3U MOJA CUIBHBIM BIMSHUEM HACTOJIbHBIX

poJieBbIX Urp HamogooOue Dungeons & Dragons.

Food: 100

OCHOBHBIE YCIIOBUS UT'PHIL:

Hrpa nomkHa OBITH IOIIAroBOM, HAXKaTHE OJHOW KJIABUIIM Ha YCTPOMCTBE BBOJA
JIOJKHO COOTBETCTBOBATh OJHOMY JIEUCTBUIO M OJTHOMY XOJTY.

UrpoBble ypoBHM JOJKHBI TEHEPUPOBATHCS CIOydyalHbBIM 00OpazoM, Oyayuu
YHUKAJIBHBIMU JUIS1 KOKJIOTO MPOXO0KICHHUS.

Urpa nomxHa coliepxKaTh «IIEPMAHEHTHYIO CMEPThY, HE TTO3BOJISASI UTPOKY MPOJOJIKUTH
MIPOXOXKJEHUE MOCTIe THOCIN MepCOHaXa.

Urpa nomkHa npe1oCTaBiIsITh UTPOKY HE KAKOW-TO €AMHBIN TUHEWHBINA My Th, @ CBOOOAY
CO MHO>XECTBOM BapHaHTOB ITPOXOKICHUS.

Nrpok nomkeH caMOCTOATENBHO UCCIIEA0BATh HAMACHHBIC TPEAMETHI M OTKPBIBATh UX
CBOICTBA.

B npennaraemoil peanuzanuu Urpbl Kaxblii ypoBEeHb UIpbl OyA€T UMETh HOBYIO KapTy C
HOBBIM CJIy4YalHBIM PacHoJIO)KEHHEM €Zbl, BparoB W cTeH. C yBEIUYEHHEM CJIOKHOCTH
KOJIMYECTBO BparoB OyJeT JIorapu(pMUUECKH YBEINUNBATHCS.

Wrpok HauMHAET Urpy C KOJIMYECTBOM OUYKOB, paBHbIM 100. MoHcTpsl OyayT oTHUMAaTh 10
OYKOB Y UTPOKa MPHU CTOJIKHOBEHUH, e/1a ¥ uThe OyayT npubdasnarh 10 unu 20 oukos. Urpok
MMeeT BO3MOYKHOCTB JIOMaTh CTEHBI, 3aTPauyuBas HA 9TO OIPEAEICHHOE KOJINYECTBO XO0B.
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KonudyecTBO 04YKOB MTpoKa OYJET COXPAHATHCSA MPH MEPEXoJie OT YPOBHS K YPOBHIO, TEM
CaMBbIM 3aCTaBJIsisl €r0 COOMPATH €Iy U MUThE HA KapTe.

MOHCTpBI CTapaOTCS IBUTATHCS B CTOPOHY UTPOKA, COBEPIIIAs OJMH 1Iar 338 HECKOJIBKO IIaroB
urpoka. KaxJp1il mar urpoka OTHUMaeT y Hero 1 o4ko.

KonuuectBo ypoBHeit 0eckoneuHo. rpa OyjieT okoHUeHa, KOTrJ[a YUCIIO OYKOB UTPOKA CTAaHET
MenbIie 0. YToObl mepeiTu Ha CIAeAYIONUNA YPOBEHb UTPOKY HEOOXOAMMO JOUTH 0 KBaapaTa
¢ Haamuchio EXit. XoauTh MOXHO TOJIBKO IO YETHIPEM HAIMpaBJICHHSIM, IO JIHAroHalld
JBUKEHUE 3aMPELIEHO.

B OI'JTABJIEHUE
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MOLAIOTOBKA K PABOTE

Baia 3a1ada — co3naTh Hrpy 1o TyTOpHally, pa3MelleHHoMY Ha caiire Unity.

OcHoBHasl clI0)KHOCTH — oTirune Bepeun Unity Editor B Tyropuane ot Bamei.

AcceT Ut CO3/1aHUs UTPBI PACIIONIOKEH Ha 9Toi cTpanuile. Heo0xoammMo uMIopTUPOBATh €To

B Balll TPOEKT (MOJICKAa3KN €CTh B TYyTOpPHAJIE).

1. TlepBbIM Jej0M HEOOXOIUMO 3aJOTMHHUTHCS Ha caite Unity. Eciu BBl 10 cuX mop HeE
3apETUCTPUPOBATINCH, CICJIANTE 3TO CEHUYac.

2. 3aitaure B Unity Hub na Bamem xommbioTepe u cosmaiite mycroir 2D mpoekr. ITocie

co31aHus poekTa y Bac otkpoercs Unity Editor. Otor MoxeT 3aHATH HEKOTOPOE BpEMsI.

Projects

B
2020.3.38f1 1

3D Sample Scene (HDRP)
3D Sample Scene (URP)

2D Platformer Microgame Roguelike

CAUsers\User

Third Person
First Person
Autoshowroom

3D Mobile

3. OTKpbIBaEM CTPAHUILY C ACCETOM,
4. Tlpm HeoOxomumocTn Haxxumaem Get asset (wim uto-to mogoOHoe), a 3atem Open in
Unity.
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https://learn.unity.com/project/2d-roguelike-tutorial?uv=5.x
https://assetstore.unity.com/packages/essentials/tutorial-projects/2d-roguelike-29825
https://assetstore.unity.com/packages/templates/tutorials/2d-roguelike-29825

) unity Learn

2D Roguelike

2D Roguelike

@ Unity Technologies * ok %k vr (1031) @ (7912

FREE

@ 532 views in the past week

BT

License agreement Standard Unity Asset Store EULA

License type

File size 131 MB
Latest version 2938
Latest release date May 14, 2021
Supported Unity versions 4.6.1 or higher

Support

Visit site

Your recently viewed

™ tmm. ooovon
; [=: 0 %We e

Bo3moskHO, Opay3ep monpocuT Bac OTKPBITH npuiokenue Unity Editor, cormacutecs. B

okne Unity Editor mosButcs Package Manager. Bam HeoOxomumo OyaeT HakaTh Ha
kHonky Download B mpaBom HmkHeM yriy, a 3aTteM Ha KHoOmky Import. Ecmu
norpedyercs, HaxxmuTe Import emre pas, a 3arem Install/Upgrade.

& Package Manager | : . - i OX
-+~ | Packages: My Assets ¥ | Sort: Name ¥: = | Filters v | Clear Fllters | - R _
» 2D Rogpellke 298 .? 2D Roguelike {‘
» Asset Unlock: 3D Prototyping Pack 1.0 & Unity Technologies Inc.
» Yughues Free Ground Materials 1.0 : Version 2.9.8 - VMay 14, 2021

‘ View in the Asset Store « Publisher Website « Publisher Support

Learn how to make a 2D Roguelike game with this project. Over the
course of the project will create procedural tile based levels, implement
turn based movement, add a hunger system, audio and mobile touch

More..

View images &

Package Size

Images & Videos

videne n - e
videos on Asset Store

Size: 13,05 MB (Number of files: 95)

Purchased Date J
September 14, 2022 (
Release Details
. 2.9.8 (Current) - released on May 14,2021 ore., 1
All 3 packages shown Original - released on February 09, 2015 v

Last update Sep 17, 00:15 C|w
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4.6.1 or higher

Re-Download



6. B okne Project BHH3y MOSBUTCSI MHOTO TIAIIOK C MaTepHaJlaMy M JIa)Ke TOTOBBIM BapuaHT
UIPbI, KOTOPBIN Y Bac JOKEH MOJYYUTRLCS B X0/1¢ padboThI (Xpanutes B manke Complete-
Game).

s Project | E Console 2
+- o e 719
» = Favorites Assets » _Complete-Game

I _Complete-Game
ALIAIO

I Fonits

I Scenes

Im Sprites
» Im Tutoriallnfo
» Im Packages

Animation Prafabs Scenes Seripts _Complete-Ga...

7. YUToObI 03HAKOMUTHCS C OXKHIAEMBIM pe3ysibTaToM HaxkmuTe 1o nanke Complete-Game,
a 3ateM wenkHutTe 2 pasa JIKM no ¢aiiny, OTMEUEHHOMY Ha CKPUHIIOTE BBIIIE. Y Bac
NOSIBUTCS CLIEHA, MOKHO Ha)KaTh HA TPEYTOJIbHUK JUIS 3aIlycKa Urpbl. OCTaHOBKA UIPHI —
TOE TPEYTOJIbHUK.

L L
i Scene | o® Game 1
Display 1~ |Free Aspect ~ | Scale @ 1x Maximize On Play | '® |EH |Stats Gizmos |~

M Project | & Console a i
+~ LR d #£19
» - Favorites Assets » _Complete-Game
v @ Assets
» Im _Complete-Game
= Audio
B Fonts
I Scenes

LRPIES j ! i [ Complee-Ga.
» B Tutorialinfo Animation Prefabs Scenes Seripts _Complete-Ga...

» Bm Packages
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8. Ilocne ocraHoBkHM WTphl oOs3arenbHO ynanute manky Complete-Game. Ona moxer
HOBJIUATh Ha KOMITUJISILIAIO UTPBI, KOTOPYIO BBl Oy/IeTe CO3/1aBaTh B JaJIbHEHIIIEM.

Create

Show in Explorer
Open
Delete

Rename

Alt+Ctrl+C

Copy Path

Open Scene Additive

View in Package Manager

Import Mew Asset...
Import Package >
Export Package...

Find References In Scene

Select Dependencies

Refresh

Reimport

Reimport All

Extract From Prefab

Run APl Updater...

: Project BB | yste UXML Schema
.

» = Favorites

Open C# Project

¥ @ Assets Properties...
B _Complete-Game

= Audio

9.  Yto0bl COPOCUTH «OCTATKW» CLIEHBI C 00PA3LOM UIPbl MOXKETE 3alTH B MankKy SCenes u
nienkHyTh 2 pa3a JIKM mo nexarieit Tam SampleScene. [Tpu HeoOX0AUMOCTH HAKMUTE

Don’t Save.

Hierarchy B i | & Scene | o®Game
- o Al Display 1~ Free Aspect v Scale @—
v € SampleScene
[f] Main Camera

M Project | B Console

+ -

» 7 Favorites Assets > Scenes

¥ [ Assets
B Audio
i Fonts
b= Scenes
B Sprites

» Im Tutoriallnfo
S i

MoOXHO mpuCTyIaTh K 3HAKOMCTBY C BHJEOMaTepualiaMu W3 TyTopuana. Bcero B 3Ttom
tyropuane 14 Buaeo3zanuceii. JJia co3qaHns TOJTHOLIEHHOW UTPHI TOCTATOYHO O3HAKOMUTHCA
c 13/14.

B OI'JIABJIEHUE
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MPEOOCTEPEREHINA

[Tocne 3akpeiTus urpsl B Unity Editor B crincke npoektor u3 Unity Hub manpoTtus nanxoro
MPOEKTa BbI CKOPEE BCETO YBUIMTE BOCKIIMIATEIBHBIN 3HAK, COOOIAIOIINNA O TOM, YTO HTpa
co3mana B ctapoit Bepcuu Unity Editor.

ExampleRogue: Issues (1)

A\ Missing Editor Version

He o6pamaiite BHUMaHUsI Ha 3Ty HAAMKCh, MPOCTO BHIOEPUTE Ballly pabOdyr0 BEPCHIO IS
MMOBTOPHOT'O OTKPBITUS MPOEKTA. bobIlie 1aHHOE COOOIICHHE MOSBIATHCS HE OYIeT.

Select Editor version and platform

ExampleRogue

[TockonpKy BepcHs W3 TyTOpWaja OTJIMYAeTCs OT Ballel, y Bac MOTYT BO3HHKHYTH (M

00s13aTeIFHO BOSHUKHYT) 3aTPYIHEHUS.

OCHOBHbBIE TPYIHOCTH U OCOOCHHOCTH:

1. Bwmecro cpeast nporpammupoBanus MonoDevelop y Bac 6yner Visual Studio.

2. He pexomenayercsi mucaTh KOMMEHTApPUU B KOJIE HA PYCCKOM SI3bIKE.

3. He xonupy#iTe KO U3 CTOPOHHUX MCTOYHHUKOB. Jemo B Tom, uTo y aBTopa Mac, a 3to
3HAYUT, YTO TaM JIpyrue OKOHYAHMS CTPOK, O YEM BaM 00s13aTesibHO cooomuT VS npu
KOMUpoBaHUU (TIpobaeMa HopMaIu3aluu CTPOK).
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HecoBmecTMbIE 23BEPLUEHNA CTROK 7 X

JaBEpPLUEHNA CTPOK B CEZYHILLEM daling HE ABAATCA eguHooBpasHBIMI,
HopmanuioeaTe 33BEpLUEHNE CTROKT

CUsers\User2D Roguelikel Assets)\Seriptsh\ SoundManager.cs

33BEPLUEHNE CTROKW:

Windows (CF LF) e

Aa Her

Brerga oTofpaxate 370 JMancrosoe oKHO

4. MHoro u3MeHEeHHI B KoJie u3-3a Ooyiee HOBOM Bepcuu. [loackasku Aiist KOHTPOJIS JTaHbBI
HUXKE.

5. Crmmcok HeﬁCTBHTeHBHO HYJ’KHBIX ITAIIOK, KOTOPBIC HCO6XOI[I/IMO OCTaBUTH B CAMOM KOHIIC
pa6OTBI Hal IIPOCKTOM, IIPCACTABJICH HaA CKPUHIIOTC HUKC (BBII[CJ'ICHBI CI/IHI/IM).

+ User » 2D Roguelike

KMran Jata nameHeHns Tun Pazmep
Assets 17.009.2022 0:14 Manka c dafinamm
Library 17.09.2022 114 Manka c dainamm
Logs 16.09.2022 22:48 Manka c dafinamn
Packages 14.00.2022 21:35 Manka c dainamu
ProjectSettings 17.09.2022 014 Manka c dainamm
UserSettings 16.09.2022 12:01 Manka c dainamn

B OI'JTABJIEHUE
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MTOrOBbIN CKPUNT A/1A KOHTPO/1A: BOARD MANAGER

using UnityEngine;

using System;

//Allows us to use Lists.

using System.Collections.Generic;

//Tells Random to use the Unity Engine random number generator.
using Random = UnityEngine.Random;

public class BoardManager : MonoBehaviour{
// Using Serializable allows us to embed a class with sub properties in the

inspector.
[Serializable]
public class Count
{
public int minimum; //Minimum value for our Count class.
public int maximum; //Maximum value for our Count class.

//Assignment constructor.
public Count(int min, int max)

{
minimum = min;
maximum = max;
}
}
public int columns = 8; //Number of columns in our game board.
public int rows = 8; //Number of rows in our game board.

//Lower and upper limit for our random number of walls per level.
public Count wallCount = new Count(5, 9);

//Lower and upper limit for our random number of food items per level.
public Count foodCount = new Count(l, 5);

public GameObject exit; //Prefab to spawn for exit.
public GameObject[] floorTiles; //Array of floor prefabs.
public GameObject[] wallTiles; //Array of wall prefabs.
public GameObject[] foodTiles; //Array of food prefabs.
public GameObject[] enemyTiles; //Array of enemy prefabs.

public GameObject[] outerWallTiles; //Array of outer tile prefabs.

//A variable to store a reference to the transform of our Board object.
private Transform boardHolder;

//A list of possible locations to place tiles.

private List<Vector3> gridPositions = new List<Vector3>();

//Clears our list gridPositions and prepares it to generate a new board.
void InitialiselList()
{

//Clear our list gridPositions.

gridPositions.Clear();

//Loop through x axis (columns).
for (int x = 1; x < columns - 1; x++)
{

//Within each column, loop through y axis (rows).
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for (int y = 1; y < rows - 1; y++)
{
//At each index add a new Vector3 to our 1list with the x and y
coordinates of that position.
gridPositions.Add(new Vector3(x, y, 0f));

}

//Sets up the outer walls and floor (background) of the game board.
void BoardSetup()

{

//Instantiate Board and set boardHolder to its transform.
boardHolder = new GameObject("Board").transform;

//Loop along x axis, starting from -1 (to fill corner) with floor or
outerwall edge tiles.

for (int x = -1; x < columns + 1; Xx++)
{
//Loop along y axis, starting from -1 to place floor or outerwall
tiles.
for (int'y = -1; y < rows + 1; y++)
{

//Choose a random tile from our array of floor tile prefabs and
prepare to instantiate it.

GameObject toInstantiate = floorTiles[Random.Range(©,
floorTiles.Length)];

//Check if we current position is at board edge, if so choose a
random outer wall prefab from our array of outer wall tiles.

if (x == -1 || x == columns || y == -1 || y == rows)

toInstantiate = outerWallTiles[Random.Range(9,
outerWallTiles.Length)];

//Instantiate the GameObject instance using the prefab chosen
for toInstantiate at the Vector3 corresponding to current grid position in
loop, cast it to GameObject.

GameObject instance = Instantiate(toInstantiate, new Vector3(x,
y, 0f), Quaternion.identity) as GameObject;

//Set the parent of our newly instantiated object instance to
boardHolder, this is just organizational to avoid cluttering hierarchy.
instance.transform.SetParent(boardHolder);

}
}

//RandomPosition returns a random position from our list gridPositions.
Vector3 RandomPosition()
{
//Declare an integer randomIndex, set it's value to a random number
between © and the count of items in our List gridPositions.
int randomIndex = Random.Range(©@, gridPositions.Count);
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//Declare a variable of type Vector3 called randomPosition, set it's
value to the entry at randomIndex from our List gridPositions.
Vector3 randomPosition = gridPositions[randomIndex];

//Remove the entry at randomIndex from the list so that it can't be re-
used.
gridPositions.RemoveAt(randomIndex);

//Return the randomly selected Vector3 position.
return randomPosition;

//LayoutObjectAtRandom accepts an array of game objects to choose from
along with a minimum and maximum range for the number of objects to create.
void LayoutObjectAtRandom(GameObject[] tileArray, int minimum, int maximum)
{
//Choose a random number of objects to instantiate within the minimum
and maximum limits
int objectCount = Random.Range(minimum, maximum + 1);

//Instantiate objects until the randomly chosen limit objectCount 1is
reached
for (int i = @; i < objectCount; i++)
{
//Choose a position for randomPosition by getting a random position
from our list of available Vector3s stored in gridPosition
Vector3 randomPosition = RandomPosition();

//Choose a random tile from tileArray and assign it to tileChoice
GameObject tileChoice = tileArray[Random.Range(9,
tileArray.Length)];

//Instantiate tileChoice at the position returned by RandomPosition
with no change in rotation
Instantiate(tileChoice, randomPosition, Quaternion.identity);

}
}

//SetupScene initializes our level and calls the previous functions to lay
out the game board
public void SetupScene(int level)

{

//Creates the outer walls and floor.
BoardSetup();

//Reset our list of gridpositions.
Initialiselist();

//Instantiate a random number of wall tiles based on minimum and
maximum, at randomized positions.
LayoutObjectAtRandom(wallTiles, wallCount.minimum, wallCount.maximum);
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//Instantiate a random number of food tiles based on minimum and
maximum, at randomized positions.
LayoutObjectAtRandom(foodTiles, foodCount.minimum, foodCount.maximum);

//Determine number of enemies based on current level number, based on a
logarithmic progression
int enemyCount = (int)Mathf.Log(level, 2f);

//Instantiate a random number of enemies based on minimum and maximum,
at randomized positions.
LayoutObjectAtRandom(enemyTiles, enemyCount, enemyCount);

//Instantiate the exit tile in the upper right hand corner of our game
board

Instantiate(exit, new Vector3(columns - 1, rows - 1, ©f),
Quaternion.identity);

}
}

B OI'JTABJIEHUE
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MTOrOBbIN CKPUNT AN1A KOHTPOA: ENEMY
using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public class Enemy : MovingObject

{
public int playerDamage;

private Animator animator;

private Transform target;

private bool skipMove;

public AudioClip enemyAttackl; // added at step 13
public AudioClip enemyAttack2; // added at step 13

protected override void Start()

{
GameManager.instance.AddEnemyTolList(this); // added at step 11
animator = GetComponent<Animator>();
target = GameObject.FindGameObjectWithTag("Player").transform;
base.Start();

}

protected override void AttemptMove <T> (int xDir, int yDir)

{
if (skipMove)
{
skipMove = false;
return;

}

base.AttemptMove<T>(xDir, yDir);
skipMove = true;

}
public void MoveEnemy()
{

int xDir = 0;

int yDir = 0;

if (Mathf.Abs(target.position.x - transform.position.x) <
float.Epsilon)
yDir = target.position.y > transform.position.y ? 1 : -1;
else
xDir = target.position.x > transform.position.x ? 1 : -1;
AttemptMove<Player>(xDir, yDir);

}

protected override void OnCantMove<T> (T component)

{

Player hitPlayer = component as Player;

hitPlayer.LoseFood(playerDamage); // change place
48



animator.SetTrigger("enemyAttack"); // added at step 11

SoundManager.instance.RandomizeSfx(enemyAttackl, enemyAttack2); //
added at step 13

}
}

B OI'JIABJIEHUE
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MTOTOBbIN CKPUNT A1 KOHTPO/1A: GAME MANAGER

using UnityEngine;

using UnityEngine.SceneManagement; // edited from guide pdf (2)
using System.Collections;

using System.Collections.Generic;

using UnityEngine.UI;

public class GameManager : MonoBehaviour

{

public float levelStartDelay = 2f; // added at step 12
public float turnDelay = .1f;

public int playerFoodPoints = 100;

public static GameManager instance = null;
[HideInInspector] public bool playersTurn = true;

private Text levelText; // added at step 12

private GameObject levellImage; // added at step 12
public BoardManager boardScript;

private int level = 1; // added at step 12

private List<Enemy> enemies;

private bool enemiesMoving;

private bool doingSetup = true; // added at step 12

// private bool firstLevel = true; // don't use this

void Awake()
{
if (instance == null)
instance = this;
else if (instance != this)
Destroy(gameObject);

DontDestroyOnLoad(gameObject);

enemies = new List<Enemy>();

boardScript = GetComponent<BoardManager>();
InitGame();

}

// added from forum
[RuntimeInitializeOnLoadMethod(RuntimeInitializeloadType.AfterScenelLoad)]
static public void CallbackInitialization()

{
}

static private void OnScenelLoaded(Scene arg@, LoadSceneMode argl)

{

SceneManager.scenelLoaded += OnSceneloaded;

instance.level++;
instance.InitGame();
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void InitGame()

{
doingSetup = true; // added at step 12

levelImage = GameObject.Find("LevelImage"); // added at step 12

levelText = GameObject.Find("LevelText").GetComponent<Text>(); // added
at step 12

levelText.text = "Day " + level; // added at step 12

levelImage.SetActive(true); // added at step 12

Invoke("HidelLevelImage", levelStartDelay); // added at step 12

enemies.Clear();
boardScript.SetupScene(level);

}

// added at step 12
void HidelLevelImage() // private or not, corrected

{
levelImage.SetActive(false);
doingSetup = false;
}
void Update()
{
if (playersTurn || enemiesMoving || doingSetup) // edited at step 12
return;
StartCoroutine(MoveEnemies());
}
public void AddEnemyToList(Enemy script)
{
enemies.Add(script);
}
public void GameOver()
{
levelText.text = "After " + level + " days, you starved."; // added at
step 12
levelImage.SetActive(true); // added at step 12
enabled = false;
}

IEnumerator MoveEnemies()

{

enemiesMoving = true;
yield return new WaitForSeconds(turnDelay);
if (enemies.Count == 9)

{
}

yield return new WaitForSeconds(turnDelay);
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for (int i = @; i < enemies.Count; i++)
{
enemies[i].MoveEnemy();
yield return new WaitForSeconds(enemies[i].moveTime);

}

playersTurn = true;
enemiesMoving = false;

}

// don't use this
/*void OnLevelWaslLoaded(int index)
{
level++;
InitGame();
Y*/ // edited pdf 2

/*void OnLevelFinishedLoading(Scene scene, LoadSceneMode mode)

{
if (firstLevel) // forum

{

firstlLevel = false;
return;

}

level++;
InitGame();
} // edited pdf 2
void OnEnable()

{
SceneManager.scenelLoaded += OnLevelFinishedlLoading;
} // edited pdf 2

void OnDisable()

{
SceneManager.scenelLoaded -= OnLevelFinishedlLoading;
} // edited pdf 2*/

B OI'JTABJIEHUE
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MTOrOBbIN CKPUNT A/19 KOHTPO/1A: LOADER

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

public class Loader : MonoBehaviour

{
public GameObject gameManager;
void Awake()
{
if (GameManager.instance == null)
Instantiate(gameManager);
¥
}

B OI'JIABJIEHUE
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MTOrOBbIN CKPUNT ANA KOHTPO1A: MOVINGOBJECT
using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public abstract class MovingObject : MonoBehaviour

{
public float moveTime = 0.1f;

public LayerMask blockingLayer;

private BoxCollider2D boxCollider;

private Rigidbody2D rb2D;

private float inverseMoveTime;

private bool isMoving; // edit from pdf (6)

// Start is called before the first frame update
protected virtual void Start()

{
boxCollider = GetComponent<BoxCollider2D>();
rb2D = GetComponent<Rigidbody2D>();
inverseMoveTime = 1f / moveTime;

}

protected bool Move(int xDir, int yDir, out RaycastHit2D hit)
{
Vector2 start = transform.position;
Vector2 end = start + new Vector2(xDir, yDir);
boxCollider.enabled = false;
hit = Physics2D.LlLinecast(start, end, blockinglLayer);
boxCollider.enabled = true;

// if (hit.transform == null) // edit from pdf (6)
if (hit.transform == null && !isMoving) // edit from pdf (6)
{

StartCoroutine(SmoothMovement(end));

return true;

}

return false;

}

protected IEnumerator SmoothMovement(Vector3 end)
{
isMoving = true; // edit from pdf (6)
float sqgrRemainingDistance = (transform.position - end).sqrMagnitude;

while (sqrRemainingDistance > float.Epsilon)
{
Vector3 newPosition = Vector3.MoveTowards(rb2D.position, end,
inverseMoveTime * Time.deltaTime);
rb2D.MovePosition(newPosition);
sqrRemainingDistance = (transform.position - end).sqrMagnitude;
yield return null;
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rb2D.MovePosition(end); // edit from pdf (6)
isMoving = false; // edit from pdf (6)
}

protected virtual void AttemptMove <T> (int xDir, int yDir)
where T: Component

{
RaycastHit2D hit;

bool canMove = Move(xDir, yDir, out hit);

if (hit.transform == null)
return;
T hitComponent = hit.transform.GetComponent<T>();

if (!canMove && hitComponent != null)
OnCantMove(hitComponent);

}

protected abstract void OnCantMove<T>(T component)
where T : Component;

B OI'JIABJIEHHE
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MTOrOBbIV CKPUNT A1 KOHTPONA: PLAYER

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

using UnityEngine.UI; // added at step 12

using UnityEngine.SceneManagement; // edit from pdf (9)

public class Player : MovingObject

{
public float restartLevelDelay = 1f;
public int pointsPerFood = 10;
public int pointsPerSoda = 20;
public int wallDamage = 1;
public Text foodText; // added at step 12
public AudioClip moveSoundl; // added at step 13
public AudioClip moveSound2; // added at step 13
public AudioClip eatSoundl; // added at step 13
public AudioClip eatSound2; // added at step 13
public AudioClip drinkSoundl; // added at step 13
public AudioClip drinkSound2; // added at step 13
public AudioClip gameOverSound; // added at step 13

private Animator animator;
private int food;
// private bool isMoving; // edit from pdf (9), don't use this

// Start is called before the first frame update
protected override void Start()

{ animator = GetComponent<Animator>();
food = GameManager.instance.playerFoodPoints;
foodText.text = "Food: " + food; // added at step 12
base.Start();

}

private void OnDisable()

{ GameManager.instance.playerFoodPoints = food;

}

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

if (!GameManager.instance.playersTurn) return;

int horizontal = 0;
int vertical = 0;
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(int) (Input.GetAxisRaw("Horizontal™));

horizontal =
= (int) (Input.GetAxisRaw("Vertical"™));

vertical

if (horizontal != 0)
vertical = 0;

if (horizontal != @ || vertical != @)
AttemptMove<Wall>(horizontal, vertical);

}

protected override void AttemptMove <T> (int xDir, int yDir)

{
food--;

foodText.text = "Food: " + food; // added at step 12

base.AttemptMove<T>(xDir, yDir);

RaycastHit2D hit;

Move(xDir, yDir, out hit); // added at step 13, corrected on forum at
step 13

if (hit.transform == null)

{
SoundManager.instance.RandomizeSfx(moveSoundl, moveSound2);
} // added at step 13, corrected on forum at step 13

CheckIfGameOver();
GameManager.instance.playersTurn = false;
}
protected override void OnCantMove<T>(T component)
{
Wall hitWall = component as Wall;
hitWall.DamageWall(wallDamage);
animator.SetTrigger("playerChop");
}
private void OnTriggerEnter2D(Collider2D other)
{
if (other.tag == "Exit")
{
Invoke("Restart", restartLevelDelay);
enabled = false;
}
else if (other.tag == "Food")
{
food += pointsPerFood;
foodText.text = "+" + pointsPerFood + " Food: " + food; // added at
step 12
SoundManager.instance.RandomizeSfx(eatSoundl, eatSound2); // added
at step 13

other.gameObject.SetActive(false);
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}
else if (other.tag == "Soda")

{
food += pointsPerSoda;
foodText.text = "+" + pointsPerSoda +

Food: " + food; // added at
step 12
SoundManager.instance.RandomizeSfx(drinkSoundl, drinkSound2); //

added at step 13
other.gameObject.SetActive(false);

}
}
private void Restart()
{

// Application.LoadlLevel(Application.LoadedLevel); // edit from pdf (9)
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex,
LoadSceneMode.Single); // edit from pdf (9) + take from completed version

}

public void LoseFood (int loss)

{
animator.SetTrigger("playerHit");
food -= loss;
foodText.text = "-" + loss + " Food: " + food;
CheckIfGameOver();
}
private void CheckIfGameOver()
{
if (food <= 9)
{
SoundManager.instance.PlaySingle(gameOverSound); // added at step
13
SoundManager.instance.musicSource.Stop(); // added at step 13
GameManager.instance.GameOver();
}
}
}

B OI'JTABJIEHUE
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MTOrOBbIV CKPUNT A1 KOHTPO1A: SOUNDMANAGER

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

public class SoundManager : MonoBehaviour

{
public AudioSource efxSource;
public AudioSource musicSource;
public static SoundManager instance = null;
public float lowPitchRange = 0.95f;
public float highPitchRange = 1.05f;
void Awake()
{
if (instance == null)
instance = this;
else if (instance != this)
Destroy(gameObject);
DontDestroyOnLoad(gameObject);
}
public void PlaySingle(AudioClip clip)
{
efxSource.clip = clip;
efxSource.Play();
}
public void RandomizeSfx(params AudioClip [] clips)
{
int randomIndex = Random.Range(©@, clips.Length);
float randomPitch = Random.Range(lowPitchRange, highPitchRange);
efxSource.pitch = randomPitch;
efxSource.clip = clips[randomIndex];
efxSource.Play();
}
}

B OI'JTABJIEHUE
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MTOrOBbIV CKPUNT A1 KOHTPONA: WALL

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

public class Wall : MonoBehaviour

{
public Sprite dmgSprite;
public int hp = 3; // or 4, wall hp, really doesn't matter
public AudioClip chopSoundl; // added at step 13
public AudioClip chopSound2; // added at step 13

private SpriteRenderer spriteRenderer;

void Awake()
{

}

spriteRenderer = GetComponent<SpriteRenderer>();

public void DamageWall(int loss)

{
SoundManager.instance.RandomizeSfx(chopSoundl, chopSound2); // added at
step 13
spriteRenderer.sprite = dmgSprite;
hp -= loss;
if (hp <= @)
gameObject.SetActive(false);

B OI'JTABJIEHUE
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[MTPUJTOMEHWNE 2: UTPA APPLE PICKER

Urpa Apple Picker ssisercst anajgorom n3BectHoit Bam urpsl Hy, moroau!.

High Score: 1000

—— 3NeKTpoHwvKa

[{enb urpel: cOOp «magarolux» CBEPXY-BHU3 OOBEKTOB JJISl HAKAIUIMBAHUS OYKOB.
VYBenuueHne CI0XHOCTA WIPhl OOBIYHO 3aKIIOYAETCs B W3MEHEHHH CKOPOCTH TMaJeHUs
00BEKTOB, a TAK)KE MOSIBJICHUU 00BEKTOB, KOTOPhIE HEOOXOAUMO U30€raTh.

Bapuant urpsr Apple Picker, mpemnoxennsiii Ha ctp. 496534 B kuure [4], sBusercs
TpexMepHbIM. [lagaromme 0OOBEKTHI — s0JOKH, KOTOpbIe BhIOpachiBaeT s0JioHS. JIOBUTH
00BEKTHI HEOOXOMMO B 00BEMHYIO KOP3UHY, YIIPABISIEMYIO TIOJIE30BATEIIEM.

DNEeKTPOHHBIA BapUaHT U3/IaHUS KHUTH MOKHO HalTH B MHTEPHETE CAMOCTOSITEILHO WIIA Ha
cTpanulie kypca B Moodle.

B OI'JIABJIEHUE
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OOMALUHEE SAOAHUNE

1. O3nakomuThCs ¢ uH(pOpMaIEl U3 JaHHOTO (aiiia.

2. PeanmuzoBats 2D urpy u3 [puinoxenus 1 (ecth moackasku) uian 3D urpy us [punoxenus 2
(HEeT MOJICKa30K).

B OI'JTABJIEHUE
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CIHNCOK JIMTEPATYPbI

Odwunmanbubii caiit Unity.
Jloxymenrarus o Unity 2020.3 (Ha pycckowm (2020.2) v aHTIIHICKOM).

Tyropuan k 2D Rogue Like
boug . I'. Unity u C#. I'ciimaeB ot uaen a0 peamusauuu. 2-¢ usn. — CII6.: TTurep,
2019. — 928 c.: un. — (Cepus «/lyis npodeccroHanony).

Hwh e
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https://unity.com/ru
https://docs.unity3d.com/ru/2020.2/Manual/UnityManual.html
https://docs.unity3d.com/2020.3/Documentation/Manual/

