UrpoBble 06beKTbl U KOMMOHEHTDI

Cuensl B Unity coctosT u3 ueposwix obwexkmos (Game Objects) Camu mo cebe 3Ti 00bEKTH HEBHIUMBI U HE 00-
Jaal0T HU4YeM, KpoMe UMeHU. VX moBeeHne onpeenseTcss KOMIOHEHTaMU.

Kaxxp1it urpoBoii 00BEKT BKIIIOYAET MO MEHBIICH Mepe OJUH KOMIIOHEHT, KOTOPBIH HENb3s YAAIUTh. DTO KOM-
nonent ransform (uwam RectTransform mis oobexktoB Ul). DTOT KOMIIOHEHT OTBEYAET 32 HACTPOMKH MO3UIIHO-
HUPOBAHUs, BpalleHUs U MacmTabupoBanus o0bekTa. [laxke MmycToi UTpOBOM OOBEKT, CO3AaBacMbIi KOMaHIOH
GameObiject | Create Empty, comepkut KoMmoHeHT [ransTtorm. 3ToT KOMIIOHEHT HEOOXOIUMO IS OIPEICTICHUsI
MOJIO’KEHUs 00BEKTa Ha CIICHE.

s moGaBiieHUs K UTPOBOMY OOBEKTY HOBBIX KOMIIOHEHTOB MOXKHO HCIIOJIB30BaTh MeHI0 Component; MoxkHO
TaK)Ke MepeTacKuBaTh Ha UTPOBOM OOBEKT CLIEHAPHUH (CKPHUIITHI), KXKIbIA U3 KOTOPBIX TOXKE ONpEAesieT KOMIIO-
HEHT.

HrpoBbie 00BEKThI MOTYT OBITh JIOUSPHUMH 110 OTHOLICHHUIO K IPYTUM 00BbEKTaM (POAUTEIS MOXKHO OIMPEICTUTh C
nomorpio ceoiictBa transform.parent). Ilpu 3ToM XapakTepUCTUKH KOMIOHEHTa [ransform mouepHux oObek-
TOB KOMOMHHUPYIOTCSI C COOTBETCTBYIOIIMMU XapaKTEPUCTHUKAMHU X POJIUTEIBCKUX 00bEKTOB (HYJIEBbIE XapaKTepH-
CTUKHU TIO3UIMH JIOUYEPHETO 00beKTa (DaKTHUECKH MPeoOpa3yroTcs B COOTBETCTBYIOIIME XapaKTEPUCTUKU TTO3UIHH
ero poautens). Eciu jke 00BEKT HE UMEET POJUTENISA, TO HYJIEBbIE XapaKTEPUCTUKHA COOTBETCTBYIOT HYJIEBBIM Xa-
paKTEepUCTHKAM KOOPJWHAT CIICHEI.

Uto0bl co3/1aTh ClIEHApUi, HYXKHO:

1. OtkpeiTh MeHIO Assets (Pecypebi) u BeiOpath myHKT Create | Script | C# Script (kHonka Create ¢ temu xe
IYHKTaMH MEHIO €CTh M Ha TaHesu npoekTa Project).

2. IlpucBouts MM crieHapuio. B mamke, BBIOpaHHON Ha MaHENIW MPOEKTa, MOSBUTCS HOBBIM CIEHAPHHA C yKa3aH-
HBIM UMEHEM (3TO ke UMs OyAeT MPUCBOCHO KJIacCy, ONPEICICHHOMY B CLIEHAPHH).

3. B maHenu mpoekTa ABaKIbl METKHYTh Ha ciieHapuu. CIieHapuil OTKPOETCS B PEIAKTOPE CIICHAPUEB, POJIb KO-
TOpPOTO MO yMomyaHuio urpaet MonoDevelop (u3MeHHUTH cpeny [Uisl peAaKTUPOBaHUS CIIEHAPUEB MOKHO C MTOMO-
ko komauael MeHto Edit | Preferences | External Tools | External Script Editor). boabmacTBO crienapues OyayT
BBITJISIETH IPUMEPHO TaK:

using Unitykngine;

using System.Collections;

using System.Collections.Generic;

public class AlienSpaceship : MonoBehaviour {

// Wcnonb3yiTe 3TOT METON AN WUHWUWANM3auuu
void Start () {

}

// Meton Update Bbi3biBAETCA OAMH PA3 nepef OTOOpPAaKeHMeM Kakgoro Kaapa
void Update () {

}
}

B Unity He HyXHO pa3pabaTbeiBaTh KOHCTPYKTOPBI ISl KiaccoB, Haciemyromux MonoBehaviour, moromy uto
KOHCTPYHpPOBaHUE 0OBEKTOB OCYIIECTBIISIETCS caMUM JIBUKKOM Unity.

CI_ICHapI/II/I B Ul’lity (I)aI(TI/I‘-ICCKI/I HHUYCro HE ACIAaK0T CaMU 110 cebe — ux KOI HC 3aITyCKacTCs, [TIOKa OHU HC 6y)1yT
MOAKITIOYEHBI K UTPOBOMY 00BekTy. CyIecTBYeT JBa OCHOBHBIX CIIOCO0A MOJKIIOUEHUS CIIEHAPUS K HUTPOBOMY
00BEKTY:

1. [lepeTtanuTh MBINIBIO CLIEHAPUH C MaHENM MPOEKTa HAa UTPOBOM OOBEKT HAa MaHENIN HepapXuu WK (Ui BbI-
6paHHOFO HUI'POBOT'O O6’beKTa) Ha MMaHCJIb UHCIICKTOPA.

2. Ucnonb3ys kaonky Add Component B uHcmiekTope.

HOCKOHBKy CIICHapuH, NMOAKIIOYCHHBIC K UTPOBBIM 06’LeKTaM, pPEaaKTop Ul’lity OTO6pa)KaCT B BUAC KOMIIOHCHTOB,
MOXHO OIIPCACIATH B CLICHAPHUAX CBOfICTBa, AOCTYIIHBIC JIA PCAAKTUPOBAHUA B MHCIICKTOPC. JIJ'ISI 3TOIro 40CTATO4-
HO OIpCACIINTb B CBOCM CILICHAPHUH OTKPLITBIC ICPCMCHHBIC.

public class AlienSpaceship : MonoBehaviour {

public string shipName;
// B nHcnekTope nossutca none "Ship Name",
// [OCTYnHOe [Nnd pefakTUPOBaHMS

}



[Tociie MOAKITIOYEHUS CLICHAPHsI K UTPOBOMY OOBEKTY OH IOSIBUTCS B MHCIIEKTOPE, €CIH BBIOPATh 3TOT OOBEKT.
Unity aBTOMaTH4YeCKH OTOOPA3UT BCE OTKPHITHIC IEPEMEHHBIC B TOPSAKE UX OOBSBICHUS B KOJIE.

Taxke B MHCIIEKTOPE IMOSBATCS 3aKPHITHIE IIEPEMEHHBIE, UMeromue aTpubyT [SerializeField]. DrTo ymob6Ho,
Korja TpeOyeTcsi, YTOOBI MmoJie OBUIO TOCTYITHO B MHCIIEKTOPE, HO HEJOCTYITHO IPYTUM CIICHAPHSIM.

OTtobOpakasi UMEHa IEpeMEHHBIX B MHCTIEKTOpE, peaakTop Unity 3ameHsieT nepByro OyKBy B UMEHH OyKBOW BEpX-
HETO PEerucTpa, a mnepej KaxIoi Nmocieayromeid OyKBoi BEpXHEro peructpa BCTapisieT nmpooden. Hanpumep, mepe-
mennas ShipName Oyxer oroOpaxarbes B pegakrope kak «Ship Namey.

lNony4yeHue KOMMOHEHMO8

CI_IGHapI/II/I HUMCIOT JOCTYII K pa3HbIM KOMIIOHCHTAaM, IMPUCYTCTBYIOIIHNM B UT'POBOM O6’beKTe. I[HSI 9TOT'O0 UCIIOJIb-
3yercs meroa GetComponent.

// NOAY4UTb KOMMOHEHT Animator 3Toro obvekTa, eciu umeetca (MHa4ye BepHyTh null)

var animator = GetComponent<Animator>();

Taxske MOKHO BbI3bIBaTh MeTO GetComponent apyrux urpoBeIx 0OBEKTOB, YTOOBI ITOJYYHTH KOMIIOHEHTHI, 101~
KIIFOYCHHBIC K HUM.

AHaJOTHYHO MO>KHO IIoJiydaTb KOMIIOHCHTEI, IIOAKIOYCHHBIC K POAUTCIBCKUM HIIKW OOYCPHHUM O6”beKTaM, nuc-
nonb3ys Metoabel GetComponentInParent u GetComponentInChildren.

Merox GetComponents mo3BossieT MONyYUTh MACCHB BCEX KOMIIOHEHTOB, CBSI3aHHBIX C HEKOTOPBIM HUTPOBBIM
00BEKTOM (MJIM BCEX KOMIIOHEHTOB, UMEIOIIUX TPeOyeMbIi THII):

using Unitykngine;

using System.Collections;

public class MyCustomComponent : MonoBehaviour

{

private Component[] allComponents = null;

void Start()

{
allComponents = GetComponents<Component>() ;
foreach(Component C in allComponents)
{

Debug.Log(C.ToString());

}

}

}

Nwmerorca BAapHaHTBI 3TOro METOAa JJIA IMOJIYYCHHS BCCX KOMIIOHCHTOB 6cex NOUCPHUX O6’BeKTOB 1 BCEX KOMIIO-
HEHTOB 6cex poauTelbekux oobekToB: GetComponentsInChildren u GetComponentsInParent.

KawupoeaHue CCbI/I0OK Ha KOMIOHeHMbI

PacnipoctpanenHoit ommbokoi B cuieHapusx Unity siBsieTcs upe3MepHoe ucnonb3oBanue Metoaa GetComponent.
JIist mpuMepa pacCMOTPHUM CIEIYIONIHA (parMeHT, IPOBEPSIONIHH COCTOSHIE 310pOBbs (3HadeHue Nealth) mep-
COHa)Xa W BBIMOJHSIOMNUNA OTKJIIOYCHUE Psa KOMIIOHEHTOB, €CJIHM 3/JI0POBhE MajaeT HIbke HyJeBo oTMmeTkHu (0),
4TOOBI IIOATOTOBUTHCS K aHUManuu «deathy:

void TakeDamage()

{
if (GetComponent<HealthComponent>() .health < 0)

{
GetComponent<Rigidbody>() .enabled = false;
GetComponent<Collider>().enabled = false;
GetComponent<AIControllerComponent>().enabled = false;
GetComponent<Animator>() .SetTrigger("death");



[Tpu KaxI0M BBI30BE 3TOT METOJ OYyJET 3alpalliBaTh CCHIIKM Ha MATh Pa3HbIX KOMIOHeHTOB Component. Jlaxe
eciu 9Ta QYHKIMS BbI3bIBacTCs He u3 Metona Update, ee BHI30B BCe paBHO MOXKET COBIACTH 110 BPEMEHH C JAPYTHU-
MU BAXXHBIMHA CO6BITI/ISIMI/I.

KZ-)H_II/IpOBaHI/IC 3TUX CCBUIOK IJIA ;[aaneﬁmero HNCITIOJIBb30BaHUA HOTpe6yeT OUYCHb HGGOHBI_HOFO O6’beMa mamMsTH,
IIO3TOMY UMECT CMBICII ITOJIYYHUTH BCE CCBUIIKK BO BPpEMS MHUIHUAIN3ALUN U XPaHUTh UX, IIOKA OHU HeO6XOI[I/IMI>IZ

private HealthComponent healthComponent;

private Rigidbody rigidbody;

private Collider collider;

private AIControllerComponent aiController;

private Animator animator;

void Awake()

{

healthComponent = GetComponent<HealthComponent>();
rigidbody = GetComponent<Rigidbody>();

collider = GetComponent<Collider>();

aiController = GetComponent<AIControllerComponent>();
animator = GetComponent<Animator>();

}
void TakeDamage()

{
if (healthComponent .health < 0)

{
rigidbody.detectCollisions = false;
collider.enabled = false;
aiController.enabled = false;
animator.SetTrigger("death");

}
}

Cawmbili 6bicmpbiti MeMOOD 0J1yHEHUS CCbISTIOK HA KOMIOHEHMbI

Nmetotest Tpu meperpyxennsie Bepcun Metona GetComponent: GetComponent (string), GetComponent<T>() u
GetComponent (typeof(T)).

B Unity 4 osicTpee Bcex paboraet meron GetComponent (typeof(T)). B Unity 5 nponu3BOAMTEIHFHOCTH METO/IOB
GetComponent<T>() u GetComponent(typeof(T)) npumepno oaunakoBa, a metoa GetComponent (string) pa-
6otaer noutu B 30 pa3 MeIeHHEe (MHTEPECHO, YTO OH CTaJl Iaxke MeajicHHee, yeMm B UNity 4).

B Unity 4 MOXHO TOJIb30BaThCsl pa3lUUHBIMU CBoWcTBamm Kiacca GameObject, rakmmm xak COllider,
rigidbody, camera u T. 1. DTH cBO#CTBa MOJOOHBI IPEIBAPUTEILHO KIIIMPOBAHHBIM CChIJIKAM Ha KOMITOHEHTHI U
JIeHCTBYIOT 3HAUUTENBHO OBICTpEE, YeM JIF00bIe TpaaulMoHHbIe MeTo b1 GetComponent:

OpHako 11 YMEHBIICHHUS YMCIIa 3aBUCUMOCTEH U yITyUYIIeHUSI MOTYJIbHOCTH KOJIa B CEPBEPHOMN YacTH JIBUKKA B
Bepcur Unity 5 ObUIO perieHo OTKa3aThCs OT MOJJEPKKH ITHX TNepeMeHHBIX. COXpaHEHO TOJIBKO CBOWMCTBO
transform.

CoxpaHeHue cCbIfIoK Ha cyuecmayrouue o6bekmel
AJTbTepHATUBOM MPOrPAMMHOMY KAIITUPOBAHUIO SBISIETCS IBHOE 3aTlOJIHEHHE TToJieit B nHcnekTope Unity.
PaCCMOTpI/IM KJI1accC, KOTOpBIfI OKCIIOPTUPYET B UHCIICKTOP TPU 3aKPBITHIC ICPCMCHHBLIC!
public class EnemySpawnerComponent : MonoBehaviour
{
[SerializeField] private int numEnemies;
[SerializeField] private GameObject enemyPrefab;
[SerializeField] private EnemyManagerComponent enemyManager;
void Start()
{

SpawnEnemies(_numEnemies) ;



}

void SpawnEnemies(int numEnemies)
{
for(int i = 0; 7 < numEnemies; ++1)
{
GameObject enemy = (GameObject)GameObject.Instantiate(enemyPrefab, Vector3.zero,
Quaternion.identity);
enemyManager .AddEnemy (enemy) ;

}
}
}

B none Enemy Prefab uncnekropa MOXKHO MepeTanuTh MBIIBIO CCHUIKY Ha MIa0I0H 00BEKTa U3 OKHA MPOEKTOB
WIN JJaKe CCBUIKY Ha JAPYroil UTpOBOH OOBEKT, MPUCYTCTBYIOMIUI B clieHe. TeM caMbIM MBI ONpE/IeIUM 3HaUeHHE
3aKphITOrO mojist enemyPrefab B aBromaTndecku co3gaBaeMoMm 3k3eMInsipe kiacca EnemySpawnerComponent.

[Tore Enemy Manager XpaHHUT CCBUIKY Ha KOMIIOHEHT, @ HE Ha MUIpoBOil 00bekT. Eciim meperanmrte B 310 mMose
UTPOBOI OOBEKT, €T0 3HAYEHHUEM CTaHET CChUIKA Ha KOMIIOHEHT JaHHOTO OOBEKTa, a He Ha CaM UTPOBOM OOBEKT.
Ecnu nanHblil 00BEKT HE COJCPIKUT HYKHOTO KOMIIOHEHTA, IIPHCBAaUBaHUs HE TIPOU30MIET.

lMouck ueposbix 06LEKMO8

UTOOBI MOMYYUTh CCHUIKY Ha UTPOBOM OOBEKT M3 KAKOTO-TM00 €20 KOMIIOHEHTA, JOCTATOYHO MCIOIb30BaTh CBOM-
cTBO KoMItoHeHTa gameObject.

Haiiti UrpoBoii 00BEKT MOXHO ¢ TOMOIIbI0 craTniaeckux MeromoB Find m FindGameObjectWithTag kmacca
GameObject. Merox GameObject .Find(name) Bo3Bpaimaer nepewiti UrpoBOi OOBEKT C yKa3aHHBIM HMEHEM Name
(perucTp y4nuTHIBACTCS; MMEHA OOBEKTOB YKA3bIBAIOTCS B IIAHEIIH HEPAPXHH):

ObjPlayer = GameObject.Find("Player");

IMouck 1o tery ¢ momorpsio Meroaa FindGameObjectWithTag seusiercst Gonee sddexruBapM. [To ymMoTUaHHIO
CTPOKOBOE CBO¥CTBO tag mrpoBoro oonekra pasHo "Untagged". M3meHHTH Ter 00bEKTa MOKHO HE TOJIBKO IPO-
IPaMMHBIM CIIOCOOOM, HO U € ITOMOIIBIO HHCIIEKTOPA, pa3BEpHYB BHINAJAIOIINN CIUCOK Tag 1 BbIOpaB TpeOyemblii
ter. Komanga Add Tag mo3BossieT ompenenuTh HOBbIN Ter. [IpuMepamMu cTaHIapTHBIX TEroB sBisrorcs Player,
MainCamera, GameController.

Meron FindGameObjectWithTag BosBpaiaer mepBbIii aKTHBHBIM MIPOBON OOBEKT, UMEIONIMIA YKA3aHHBIM Ter
(mmm null, ecnim HU omHOrO OOBEKTA He HaiimeHo). Merox FindGameObjectsWithTag Bossparaer MaccuB Beex
AKTHBHBIX UTPOBBIX 0OBEKTOB C YKa3aHHBIM TEroM (HJIH MyCTON MACCHB, €CIIH TpeOyeMble 00BEKThI OTCYTCTBYIOT):

using Unitykngine;

using System.Collections;

public class ObjectFinder : MonoBehaviour
{

public string TagName = "Enemy";

public GameObject[] FoundObjects;

void Start ()
{

}
}

OnmHOMY OOBEKTY HENb3s IPUCBOMTH HECKOJIBKO TeroB. OHAKO MOKHO T00aBUTh K 0OBEKTY HAOOP MyCTHIX JI0-
YepHUX OOBEKTOB M MPHUCBOUTH MM pasziuuHbie Terd. B kimacce GameObject mmeercst Takke CTAaTHYECKUM METOJ
FindWithTag, kotopslii, cyas o BceMy, sBisercss cunornmMoM Meroaa FindGameObjectWithTag (urrepecuo, uto
B cmpaBke Unity wmeromsr FindWithTag wu  FindGameObjectsWithTag ymommmarorcs, a Merton
FindGameObjectWithTag — mer).

FoundObjects = GameObject .FindGameObjectsWithTag(TagName) ;



CpasHeHue meeos

Jlnist cpaBHEHUSI TeTa UTPOBOTO 00BEKTa ¢ KOHKPETHBIM 3HAYCHUEM CIIEyeT UCIOIb30BaTh AK3EMIUIAPHYIO (DyHK-
o CompareTag(tag) kmacca GameObject (3ToT e MeTox ecTh 1 B Kitacce Component):

bool bMatch = gameObject .CompareTag("Player");

IMpumeuanue. CpaBHCHHE TErOB ¢ MOMOIIBIO MeToga CompareTag Gomee 3QpPEeKTHBHO, YeEM SBHOC CpaBHEHHE
crpok Buzga gameObject .tag == "Player", mockonbky cBoiictBo gameObject .tag na kaxmoe obpalueHHe CO3-
JIaeT HOBYIO CTPOKY, 4er0 METO/ JIIsl CPAaBHEHHUS TETOB He JenacT. Brpouewm, B cripaBouHoii cucteme Unity nmerot-
Csl IPUMEPBHI SIBHOI'O CPaBHEHUS TErOB.

LIT06I>I IMPOBEPUTH, YTO ABC CCBUIKHM YKAa3bIBAIOT Ha OAWH MW TOT XK€ O6”beKT, MO>XXHO HCIIOJIB30BaTh METOJ
GetInstancelD, BosBpamaromumii yHukanbHoe 3HaueHue Tuma 1nt. Craenyromuii GpparMeHT Koma IMOJIyd4aeT BCe
00BEKTHI C YKa3aHHBIM TE€TOM, a IPU UX 00pabOTKe MPOIMYCKAEeT TEKYIIU OObEKT:

FoundObjects = GameObject .FindGameObjectsWithTag(TagName) ;

foreach(GameObject o in FoundObjects)

{

if(o.GetInstancelID() == gameObject .GetInstancelD())
continue;

)

Bnpoqu, AHAJIOTUYHOI'0 pE3yJibTaTa MOXKHO ,I[O6I/ITBC$I, HCIIOJIb3Ys OIICpalui0 CPAaBHCHUA ==
if (o == gameObject)

Knaccbl, cBsi3aHHbIe C UrpoBbIMU 00BbEeKTaMU U KOMIMOHEHTaMM

Knacc UnityEngine.Object

Hcnons3oBanubiil Beiie Meton GetInstancelD u omepanus cpaBHenus == (Kak W onepainus CpaBHEHHs | =) oIl-
penenensl B kinacce Object us npocrpancrsa umen UnityEngine. V storo kiacca umeercs Takke ornepanus HesB-
HOIO NpHBEAEHMs K THITy DOOT, KoTopas Bo3Bpamaer true, eciu o0bekT cymecTByer. Takum oOpa3oM, BMECTO
if (GetComponent<Rigidbody>() != null) moxno ucnomssosars i (GetComponent<Rigidbody>()).

DTOT KJ1acc sBIsAEeTCA 0a30BbIM KakK /Il UTPOBBIX OOBEKTOB, TaK M JUIsl KOMIIOHEHTOB. OH MMeeT CBOMCTBO Name,
ONPEIENAIOIIEE UMSI UTPOBOIO 00BEKTa (MMEHA KOMIIOHEHTOB COBIIAJAI0T ¢ UMEHEM TOTO UTPOBOIO 0OBEKTA, K KO-
TOPOMY OHH MPUCOEMHEHBI).

Cpenu ero CTaTHYECKUX METOIOB MOKHO OTMETHUTH CJIIEMYIOIINE:

void Destroy(Object obj, float time = 0.0f) — yHmuroxaer 0OBEKT 4yepe3 yKa3aHHbIH IPOMEKYTOK
BpEMEHHU (B CEKyHJax);

void DontDestroyOnLoad(Object obj) — 3ampemaer ynanenue oobekTa 0] mpu 3arpy3ke HOBOIl CIICHBI;

T FindObjectOfType<T>() — Bo3BpariaeT nepBbiii aKTUBHBINH 00BEKT YKa3aHHOTO TUIA (aKTUBHOCTh HIPOBOTO
00BEKTa, BCEX €ro KOMIIOHEHTOB M JIOYEPHHUX HMIPOBHIX OOBEKTOB MOKHO HACTpaWBaTh C IOMOIIBI METOJa
SetActive(bool value) kmacca GameObject);

T[] FindObjectsOfType<T>() — Bo3BpaIlaeT Bce aKTUBHBIEC 0OBEKTHI YKa3aHHOTO THIIA,

Object Instantiate(Object original) — Bo3BpamaeT KOMHIO CYIIECTBYIOIIEr0 00beKTa (TaHHBIA METO.
MMeET MePErpyKEHHBIE BAPUAHTHI, TIO3BOJIAIOIINE YKAa3bIBATh POJUTEILCKUN O0BEKT Ul CO3JaHHOM KOIMH, a TaK-
K€ U3MEHHTH €€ MO3UIIMIO U OPUEHTALIUIO.

Knacc Component

Kiacc Component sisisteTcst mpsimbiM mioToMkoM kiacca Object. OH comepKuT Claeayronme JOMOTHHTEbHBIE
CBOICTBA:

gameObject — urpoBoit 00bEKT, K KOTOPOMY IPHCOCANHEH KOMIIOHEHT;

tag — TETr UTrpoOBOTO O6’bCKTa, K KOTOpOMY IIPUCOCANHCH IlaHHBIﬁ KOMIIOHCHT,

transform — kommonent Transform urpoBoro oobekTa, K KOTOPOMY MPUCOSTUHEH JTaHHBIH KOMITOHEHT.

B »ToM knacce pCain30BaHbl CJICAYIOIMIUC MCTOIbI (MHOFI/IC N3 KOTOPBIX OBLIA ONUCAHBI paHee, a Apyruc 6y,Z[YT
OIMCAaHBI Jajee):

BroadcastMessage, CompareTag, GetComponent, GetComponentInChildren, GetComponentInParent,
GetComponents, GetComponentsInChildren, GetComponentsInParent, SendMessage,
SendMessageUpwards


https://docs.unity3d.com/2018.4/Documentation/ScriptReference/Rigidbody.html
https://docs.unity3d.com/2018.4/Documentation/ScriptReference/Rigidbody.html
https://docs.unity3d.com/ScriptReference/Object.html
https://docs.unity3d.com/ScriptReference/Object.html
https://docs.unity3d.com/ScriptReference/Component.BroadcastMessage.html
https://docs.unity3d.com/ScriptReference/Component.CompareTag.html
https://docs.unity3d.com/ScriptReference/Component.GetComponent.html
https://docs.unity3d.com/ScriptReference/Component.GetComponentInChildren.html
https://docs.unity3d.com/ScriptReference/Component.GetComponentInParent.html
https://docs.unity3d.com/ScriptReference/Component.GetComponents.html
https://docs.unity3d.com/ScriptReference/Component.GetComponentsInChildren.html
https://docs.unity3d.com/ScriptReference/Component.GetComponentsInParent.html
https://docs.unity3d.com/ScriptReference/Component.SendMessage.html
https://docs.unity3d.com/ScriptReference/Component.SendMessageUpwards.html

Knacc GameObject

Kiacc GameObject toxke sBasercs mpsMbiM moToMkoM kiacca Object. OH comepKuT cieAyrolue JONOJHHU-
TEIBHBEIC CBOMCTBA:

e activelnHierarchy — sBisercs i urpoBoit 0OBEKT aKTHBHBIM Ha CIICHE;,

e QaCtive — sBaseTCs JIM UTPOBOI OOBEKT aKTHBHBIM (00BEKT OyICT aKTHBHBIM Ha CIICHE, €CIIH BCE €r0 POJIH-

TEJNBCKHE 0OBEKTHI SBIIIOTCS TOXKE AKTUBHBIMHU);

e layer — cioi, K KOTOPOMY OTHOCHUTCSI HTPOBOM OOBEKT;

e SCene — cleHa, Ha KOTOPO HAaXOAUTCS UTPOBOW OOBEKT;

e 1£ag — Ter urpoBoro o0OBHEKTA;

e transform— kommonent Transform urposoro oobeKTa.

Jns knacca GameObject mpemxycMOTpeHsl TpH BUa KOHCTPYKTOPOB:

public GameObject();

public GameObject(string name);

public GameObject(string name, params Type[] components);

B nmr060M citydae npu CoO3JaHUK UTPOBOT0 00BEKTa K HEMY IIPHCOEIUHICTCA KOMIIOHEHT | ranstorm.

B sTOM KIitacce peann3oBaHbI BCE METOBI, paHee MPUBEICHHbIE A1 Kiaacca CoOmponent, a takye JBa JOIMOJIHU-
TEIbHBIX METOA:

AddComponent, SetActive

Crarnueckue meToabl kiaacca GameObject:

CreatePrimitive, Find, FindGameObjectsWithTag, FindWithTag

Meron CreatePrimitive umeer mapamerp tuna nepeuncienus PrimitiveType co snauenusmu Sphere, Cap-
sule, Cylinder, Cube, PTane, Quad.

UNepapxusi uzposbix 06beKmMos

I'paduueckoe mpencraBieHre HEpapXUH UTPOBBIX 00OBEKTOB NMPUBOAUTCS B maHenu «Mepapxus». Huxe mpuse-
JI€HBI IPUMEPBI IPOrPAMMHOIN HACTPOUKH U aHAJIM3a UEPAPXUU UTPOBBIX OOBEKTOB:

using UnityEngine;

using System.Collections;

public class Parenter : MonoBehaviour
{

private GameObject Child;

private GameObject Parent;

void Start ()

{
Child = GameObject .Find("Child");
Parent = GameObject .Find("Parent");
Child.transform.parent = Parent.transform;

for(int 1 = 0; 1 < Parent.transform.childCount; i++)
Debug.Log(Parent .transform.GetChild(i) .name);

}
}

Knaccbl Behaviour u MonoBehaviour

Kiacc Behaviour seasiercs mpsimbiM moToMkoM Kiacca Component. B ormmume ot kmacca Component kmace
Behaviour Mosxer HaXOAMTBLCS B JOCTYITHOM M HEIOCTYITHOM COCTOSHMH (JUIS HEJOCTYIHBIX KOMIIOHEHTOB HE BBI-
spiBaroTcst Metoanl Start, Update, FixedUpdate, LateUpdate). B aror kmacc no0aBieHBI BCETO JBa HOBBIX
cpoiictBa: enabled u isActiveAndEnabled.

Kiacc MonoBehaviour ssisercss mpsMbIM TOTOMKOM Kitacca Behaviour u 6a3oBbIM KIIacCoOM Uit BCEX CIIEHApPH-
CB.

OH coep>KUT CeayIONUe SK3eMIUIIPHBIE METOAbI (KOTOPHIE OMUCHIBAIOTCS JaJIee):


https://docs.unity3d.com/ScriptReference/GameObject.AddComponent.html
https://docs.unity3d.com/ScriptReference/GameObject.SetActive.html
https://docs.unity3d.com/ScriptReference/GameObject.CreatePrimitive.html
https://docs.unity3d.com/ScriptReference/GameObject.Find.html
https://docs.unity3d.com/ScriptReference/GameObject.FindGameObjectsWithTag.html
https://docs.unity3d.com/ScriptReference/GameObject.FindWithTag.html
https://docs.unity3d.com/ScriptReference/GameObject.CreatePrimitive.html

CancellInvoke, Invoke, InvokeRepeating, IsInvoking, StartCoroutine, StopAllCoroutines,
StopCoroutine

B Hewm ompezerneH cratiuyeckuit mero Prrint, seisromuiics curonnmom meroaa Debug.Log.

LlornonHumerbHbIe 803MOXHOCMU 8b1800a 8 KOHCOJIb
Kpome ¢ynukmmu Debug.Log (m ee cumonmma print) MOKHO HCIONB30BaTh €€ BapHaHThl LOgWarning u
LogError:
Debug.Log("This is an info message!");
Debug.LogWarning("This is a warning message!");
for (int i =0; i <10; i++)
Debug.LogError("This is an error warning message!");

El Console | =
| Clear | | Collapse | Clear on Play | Error Pause | Editor ~ . (1)1 . AA1 . 01 .
71 This is an info message! 1
" LnityEngine.Debug:Log(Qbject)
This is a warning message! 1
LnityEngine.Debug:LogWarning(Object)
o This is an error message! 10

LinityEngine.Debug:LogError{Qbject)

[Tpu BrimoueHHoM pexxume Collapse oquHaKoBbIe PSIOM CTOSIINE COOOLICHHS OOBEUHSIIOTCS, U PSIIOM C HUMH
yKa3bIBaCTCs MX KOJIMYECTBO. [Ipy BKIIFOYEHHOM peskume Error Pause urpa nepexoauT B pexKUM Hay3bl IPU BBIBOJIC
coobOienus 06 omudke (LogError).

Bce ykasaHHBIC BBIIIIE METO/BI HUMEIOT BapuaHT ¢ cyhdukcom Format (mampumep, Debug.LogFormat), kotopsrit
MIO3BOJISIET BEIBOAUTH ()OPMATUPOBAHHYIO CTPOKY C HAOOPOM JTaHHBIX.

B otnasounbie cOOOIICHUST MOKHO BKJIIOYATh TErd (popMaTupoBanus <Size> (pa3mep), <D> (HmomyKupHBIii), <i>
(HaKIIOHHBIH) 1 <CO10r> (uBeT):

Debug.Log("<color=red>[ERROR]</color>This is a <i>very</i>

<size=l4><b>specific</b></size> kind of Tog message");

Co3daHue 06beKkmos 8 rpouecce uepbl

CymiecTByeT /iBa criocoda co3nanusi 00bEKTOB B TEUECHUE UTPHI:
® CO37aTh KOMHIO UMEIOIIErocsi 00BHEKTa;

® CO31aTh MYCTOW UTPOBOIl OOBEKT (MM TPEXMEPHBIH MPUMUTHB) U TMOAKIIOYATH K HEMY KOMIOHEHTBI MPO-
IPaMMHBIM CIIOCOOOM.

[TepBbIit cioco0 0coOeHHO ymoOeH, KOraa KOMUPYeMbI OOBeKT siBisieTcs: wabaouusvim (prefab). [llabmonHbie
00BEKTHI — 3TO OOBEKTHI, MOATOTOBJIICHHBIC 3apaHee M XPaHSIIMECS B BUJC PECYPCOB. DTO O3HAYAET, YTO MOXKHO
CO3/1aTh OJIMH I1a0JIOH 00BEKTA, a 3aTeM CO3/IaTh U3 HEr0 MHOYKECTBO KOIHIA B Pa3HBIX CIICHAX.

Co3xaTh KOO 00BEKTa MOYKHO C IIOMOILBIO MeTona Instantiate:

public GameObject myPrefab; // nepen 3anyCKOM WTpbl HYXHbIA WAONOH NepeTacKuBaeTca

// Ha none My Prefab B MHCnekTope
void Start()

{

// Co3paTtb HOBYW Konui obbekTa myPrefab

// W NOMECTUTbL €ro B Ty Ke Nno3nyuin, rge Haxoautcs obbekT this
var newObject = (GameObject)Instantiate(myPrefab);

newObject .transform.position = this.transform.position;

}

Meron Instantiate Bosspamiaer 3nauenne tuma Object, a e GameObject, mosToMy 4TOOBI UCIIOIB30BAThH ETO
kak sx3emiistp GameObject, tpeGyeTcst BBIIOIHNUTE IPUBEICHUE THIIA.

JIi1st co3aHusi HTPOBOTO 0OBEKTA «C HYJSH» MPEXKIC BCErO HYXKHO BbI3BaTh KOHCTPYKTOp kiacca GameObject, a
3aTeM 100aBUTh B MOIYUYCHHOMY 3K3EMILTSIPY KOMIOHEHTHI, Hcmonb3ys mero AddComponent.


https://docs.unity3d.com/ScriptReference/MonoBehaviour.CancelInvoke.html
https://docs.unity3d.com/ScriptReference/MonoBehaviour.Invoke.html
https://docs.unity3d.com/ScriptReference/MonoBehaviour.InvokeRepeating.html
https://docs.unity3d.com/ScriptReference/MonoBehaviour.IsInvoking.html
https://docs.unity3d.com/ScriptReference/MonoBehaviour.StartCoroutine.html
https://docs.unity3d.com/ScriptReference/MonoBehaviour.StopAllCoroutines.html
https://docs.unity3d.com/ScriptReference/MonoBehaviour.StopCoroutine.html

// Co301aTb HOBbIA UIPOBOW OObEKT; OH MNOABMTCA B uepapxuyu nog umeHem "My New GameObject”

var newObject = new GameObject("My New GameObject");

// [l06aBUTb B HErO HOBbIA KOMMNOHEHT SpriteRenderer

var renderer = newObject .AddComponent<SpriteRenderer>();

// OnpepenuTb CnpaiT, KOTOPbIA AOSKEH oToOpaxaTb HOBbIA SpriteRenderer

renderer.sprite = mySprite;

Meron AddComponent npunmMmaer 0OOOLIEHHBI IIapaMeTp — TUI KOMIIOHeHTa (JIF000H IOTOMOK Kiacca
Component, B Tom yucie moToMok kiacca MonoBehavior).

O6LCKTI>I, COo3aaBacMbIC B PCKUME IIPOUTPBIBAHUA, UCUE3AIOT IMOCJIIE OCTAHOBKHU HUI'PBI, OAHAKO UX MOXKHO COXpa-
HUTB, BBIIIOJIHUB CJICAYIONIUC l[GfICTBHSII

® B PESKHUME NMPOUTPHIBAHUS BHIOPATh B OKHE UEPAPXUU HY)KHBIE OOBEKTHI;

e ckommpoBath ux komauzgoi Edit | Copy (Ctrl+C);

® BBIMTH U3 PEKUMA IIPOUTPHIBAHUS;

® BCTaBUTH CKOIMPOBAaHHBIC OOBEKTHI B OKHO Hepapxuu komanaoi Edit | Paste (Ctrl+V).

YHUuuYmoxxeHue ob6bekmos

MeTO,I[ DeSt roy oOecrieunuBaeT YAAJICHUEC KaK UT'POBBIX O6”beKTOB, TaK U KOMIIOHCHTOB:

// YpanuTb WrpoBoil 0ObEKT, K KOTOPOMY MOAKIIYEH AAHHbIA CUEHAPW

Destroy(gameObject) ;

Eciu B Be130B DEStroy mepenarh TONBKO CChUIKY thiS, OH ymanmuT He UrpoBOi 0OBEKT, @ KOMIIOHEHT C JaHHBIM
COCHAPHUECM, HOI[KJ'IIO‘IGHHBII‘/'I K UTPOBOMY O6’bCKTy. I/IFpOBOﬁ 00BEKT OCTAaHETCA B CIHCHE, HO YXKC oe3 JaHHOT'O CIIC-
Hapus.

OcHoBHbIe coObITUA Knacca MonoBehaviour

Kiacc MonoBehaviour umeer 6oibinoe 4nucio GpyHKIMNA-COOBITHH, MPeAHA3HAUYCHHBIX IS IEPEOPEACICHUS 1
BBI3BIBAEMBIX B OMPE/ICJICHHBIE MOMEHTHI BBITIOJIHEHUSI IIPOTPAMMBI.

Awake, OnEnable, OnDisable, OnDestroy

Mertox Awake BbI3bIBaETCS Cpa3y MOCIE CO3IaHUs IK3EMILIsipa O0BEKTa B CIIEHE, M 9TO TEPBasi BO3MOKHOCTD BbI-
TIOJIHUTE KOJ B CBOEM ClieHapuu. AWaKe BBI3BIBAETCS TOJIBKO OJMH Pa3 Ha MPOTSHKCHUHM BCETO BPEMEHH JKH3HU JK-
3eMILISIpa.

Metox OnDestroy BeI3bIBacTCSI MPU YHUYTOXKEHUH KOMITOHEHTa (KOTOPOE aBTOMATHYECKH MPOUCXOAUT MPH 3a-
BEpIIIEHHUH CIIEHBI WITH BCEH UTPBI).

Mertoast OnEnable u OnDisable BeI3biBarOTCS BCsIKHIA pa3, KOTAA 3K3EMIUISIP MEPEXOIUT B TOCTYITHOE MM He-
nocrymnHoe cocrostuue. Ilepseiii pas merox OnEnable BewiBaercs mocie meroma Awake (ecimu mocie co3maHus
OOBEKT SIBISIETCS JOCTYIHBIM), Toceaauit pa3 meron OnDisable Bei3bIBaeTCS MpH pa3pylieHHH JOCTYITHOTO 00b-
ekta (mepea metogom OnDestroy).

Start

Merton Start Be3bIBaeTcs OJMH pa3 HEMOCPEICTBEHHO Mepe] MepBbiM BbhI3oBoM Meroaa Update oOwekra, mpu
YCJIOBUH, YTO OOBEKT SIBJISIETCSI JOCTYITHBIM, a CBSI3aHHBIA C HUM UTPOBOM OOBEKT SIBISETCS aKTUBHBIM. METO/IbI
Start Bcex 00BEKTOB BBI3BIBAIOTCS TOJIBKO MOCIIE TOTO, KaK OYIyT 3aBepIIIeHBI BEI3OBBI BceX MeTO10B Awake.

310 Yy10OHO, HaIIpUMep, KOTJa B 00bEKTe A UMEeTCs T0JIe, UCIoIb3yeMoe 00BheKTOM B:

ObjectA.cs

class ObjectA : MonoBehaviour

{

public Animator animator;
void Awake()

{

}

}
ObjectB.cs

class ObjectB : MonoBehaviour

animator = GetComponent<Animator>();



{
public ObjectA someObject;

void Start()
{

}
}

Update, LateUpdate u FixedUpdate

Meron Update BeIsbiBacTCs It KaXkI0ro Kazpa, IOKa KOMIIOHEHT JOCTYIIEH, a UTPOBOM OOBEKT, K KOTOPOMY
ITOJKJIFOYEH KOMIIOHEHT, SIBJIIETCS aKTHBHBIM.

Meroas! Update momKkHbI BBITOIHSTE CBOK pab0Ty MaKCUMAJIbHO OBICTPO, IIOTOMY YTO BBI3HIBAKOTCS IS KAXKIO-
ro Kajapa. s BRINOJHEHUS POODKUTEIILHBIX ONEPalliii MOKHO UCIIOJIb30BaTh conpozpammsl (coroutine), KOTO-
pbIC ONMCHIBAIOTCS Jajiee.

Unity Be3biBaeT Meronsl Update Bo Bcex clieHapusaX, UMEIOMIMX 3TH METOMAbL. 3aT€M BBI3BIBAIOTCS METObI
LateUpdate Bo Bcex ciieHapusx, HMEONIMX 3TH MeTobl. Hukakoit u3 Metonos LateUpdate ne Oyner BbI3BaH, 1mo-
Ka He BBINOJIHATCS Bee MeTopl Update.

Kpome meroma Update moxuo Takxke ucrons3oBath metox FixedUpdate. B ormmume ot Update, koTopsiii BbI-
3BIBAETCS OJUH pa3 Ul Kaxaoro kaapa, merox FixedUpdate BeibiBaercs ¢uxcuposannoe uucio pas 6 cekynoy.
DTOT METOJ MPUMEHSICTCS JUIs peanu3ani GU3HUECKUX SBICHHMA, KOTJa HEKOTOPbIC ONEpAIlK JOJKHBI BBITOJI-
HSTHCS Yepe3 PeryJsipHbIC HHTEPBAJIbl BPEMEHH.

Debug.Log("Start: " + someObject.animator != null); // true



Reset is called in the Editor when the script is attached or reset.

Start is only ever called once for a given script.

The physics cycle may happen more than once per frame if
the fixed time step is less than the actual frame update time.

If a coroutine has yielded previously but is now due to
resume then execution takes place during this part of the
update.

I
Internal animation update

OnDrawGizmos is only called while working in the editor.

OnGUI is called multiple time per frame update.

OnApplicationPause is called after the frame where the
pause occurs but issues another frame before actually pausing.

OnDisable is called only when the script was disabled during
the frame. OnEnable will be called if it is enabled again.
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Bpewmsi 8 cueHapusix

JInst mosrydenust HHGOpPMAIIMK O TEKYIIIEM BPEMEHH B UTPax MCIOIb3yeTcs kiace [ ime. B atoM kiacce A0CTYMHO
HECKOJIbKO CTATHYECKHUX CBOWCTB, HO HaMbOOJice BaXKHBIM M YacTO HMCIOJIB3yeMbIM siBisieTcss deltaTime. Bo Bcex
CBOICTBAax BpeMsi u3MepsieTcs B ceKyHaax u umeer tum f1oat.

deltaTime — Bpewms, mpoieiiee MeX Ty BpI30BaMH IPEIBLIYIIETO U TeKymiero kaapa (read-only);

TixedDeltaTime — Bpems mexny BeizoBamu MeToza F1ixedUpdate;

time — BpeMs oT Hayaya Urpsl 10 Hayaia TeKyiero kazapa (read-only);

TixedTime — Bpemst oT Hauama UIpsl 10 Havana mocieadero Bei3osa FixedUpdate (read-only);

timeSincelevelload — Bpems mocie 3arpy3ku mociaeadei cruensl (read-only).

timeScale — macmrrab Bpemenu (1o ymordanuio pase 1), eciu paBed 0.5, To BpeMst 3aMeUIAETCS B JIBa pasa.
Bce ykasaHHbIE BBIILIE XapaKTEPUCTUKU 3aBHCAT OT 3HaueHus LimeScale (3a uckmouenunem TixedDeltaTime).
CaoiictBo timeScale MoxHO WCHONB30BaTh I peanu3aiun 3ddekra 3amemienns Bpemend. Ilpu timeScale,
pasuoMm 0, pynxmuu Update, LastUpdate u FixedUpdate ue Bei3biBaroTCS.

ITepemennyro Time.deltaTime MOKHO HMCIOJIB30BATh JUIS BBIMOJHEHHS ICHCTBHIA, KOTOPbIE MOJDKHBI MIPOJIOJI-
KAaThCsl HA MPOTSDKCHUH HECKOJBKHUX KaJIpOB, HO B TEUECHHE OMPEICICHHOIO OTPE3Ka BPEMCHH.

Ecnu Tpebyercst peann3oBaTh paBHOMEPHOE JBHKCHHE OOBEKTA, TO HE CIIEAYET MEPEeMEIIaTh ero Ha (pUKCHUPO-
BAHHOE PAcCTOSHUE B KaKIOM Kajpe, MOCKOJIbKY 4acTOTa KaJApPOB B CEKYHIY MOXKET CYIIECTBEHHO HU3MEHSTHCS.
Hampumep, eciii kamepa HampaBjieHa Ha OTHOCHTEIBHO IMPOCTOW y4aCTOK CIICHBI, YaCTOTa KaJPOB MOXKET OBITh
OYEHb BBICOKOM, a IPU OTOOPaKEHUH BU3YaJIbHO 00JIEE CIIOKHBIX CIIEH YaCTOTa MOXKET YMEHBIIIATHCS.

Tak Kak HEBO3MOKHO rapaHTHPOBATh IMOCTOSHHYIO YaCTOTY KaJpOB, CIEAYET BKIIOYUTH B PACUETHI IEPEMEHHYIO
Time.deltaTime:

void Update ()
{

transform.localPosition += transform.forward * Speed * Time.deltaTime;

}

Brpouewm, nmeercst 1 apyroii crocod: opraHu3oBath IepemMeineHne oobekra B Merone FixedUpdate, xoropsriit
BBI3BIBACTCS C (PUKCUPOBAHHOM YacTOTOM.

YoaneHue nycmbix obbsgneHuli 0bpamHbix 8b130808

[Ipu co3manuu HOBoOrO (haiina creHapus ¢ peanusanueir MonoBehaviour B Unity 4 unu 5 pempaktop Unity aBTo-
MaTHYECKH CO3/1aCT 3arOTOBKH JIBYX METO/IOB:

// Wcnonb3yeTcs AN MHUUMANM3auum

void Start () {

// Bbl3biBaETCA ONMH Pa3 B KawaoM Kaape

void Update () {

JBuxok Unity onpenenser nNpucyTcTBUE 3TUX METOJIOB Ha 3Tale MHUIUAIN3ANUU U 100aBlIIeT UX B CIHCOK Me-
TOJIOB 00paTHOTO BbI30Ba. HO eciii ocTaBUTH MyCThie OOBSBICHUS B KOJIE, 9TO IPUBEIET K MOSBICHUIO HEOOIBIITNX
HaKJIaJIHBIX PACX0J0B Ha UX BBI3OB IBUKKOM.

Conporpammbl

Conpoepamma (coroutine) — 310 GyHKIHSI, KOTOpast BBIMOJIHIETCS HA MPOTSHKEHUH HECKOJIBKUX KaapoB. UTOOBI
CO3JaTh COMPOrpaMMy, HY)KHO OOBSIBUTH METOJI, BO3BpaIlaolIyii 3HaueHne tiima [Enumerator u ucmons3oBarh B
HEM KOHCTPYKIHIo yield return mis BpeMeHHOM NMPHOCTAHOBKH, YTOOBI HaTh BO3MOYKHOCTBH BBITOJHHTBHCS OC-
TaIbHBIM (parMeHTaM Urpbl. HarmpruMmep, Tak MOYKHO pean30BaTh YMEHBIIEHHE IIPO3PAYHOCTH UTPOBOTO 0OBEKTA
BILTOTb JIO €0 IOJHOTO HCUYE3HOBEHHS B TEUEHHE 2 CEKYH/I!

[Enumerator Fade()

{
for (float f = 1f; f>=0; f -= 0.1f)
{
Color ¢ = renderer.material.color;
c.a="T;



renderer .material .color = c;
yield return new WaitForSeconds(0.2f);

)

Koncrpykimst yield return BpemMeHHO mpHOCTaHaBIMBAET BhIMONHEHHE GyHKIUH. Unity aBTOMaTHYECKH BO-
300HOBHT ee paboTy M03/Hee, HO KOT/ia 3TO MPOM30MIET, 3aBUCUT OT 3Ha4YeHHs, Bo3Bpamaemoro yield return.
Hekoropsie korcTpyKInu yield return, mpeaycMoTpeHHbIE IS COMPOrpamMM:
® IPHOCTAHOBKA BBIMOJIHEHHUS JI0 CIEIYIOIIEro Kaapa:
yield return null;
® [PHOCTAHOBKA BBIIOIHEHHUS 10 CIIEYIONIEro Bbi3oBa Meroaa FixedUpdate:
yield return WaitForFixedUpdate();
® [PHOCTAHOBKA BBIMOJHECHUS HA TPU CEKYH/IbI (YUHTBIBACTCS TEKYIIUi MaciTad Bpemenu timeScale; umeer-
cs Taxoke Meton WaitForSecondsRealtime, koTopelil HCHONB3YET peaabHOE BpeMs, O€3 ydera ero MaciuTa-
OupoBaHMS):

yield return new WaitForSeconds(3f);

® [PUOCTAHOBKA BBIMOJIHEHHUS J0 MOMEHTA, KOra rnepemeHnas SomeBoolVar momyuur 3nauenue true (mmeer-
Csl aHANOTWYHBIN MeTox WaitWhile, mprocraHaBIMBaIOIIN BHIMOJHEHHE, TOKA YKa3aHHOE B HEM JisiMOia-
BBIP)KCHHE BO3BpaIaeT 3HaueHue true).

yield return new WaitUntil(() => someBoolVar)

OcTaHOBUTH CONPOrpaMMy MOKHO KoHcTpykuuei yield break. Kpome Toro, comporpaMmbl aBTOMaTH4ECKH OC-
TaHaBJIMBAIOTCS, KOT/Ia BHIIIOJIHEHHE JIOCTUTAeT KOHIIA METOA.

JIi1st 3amycka conporpaMMbl Halo MCIOJIb30BaTh crieluanbHbli Metoq StartCoroutine, onpeneneHublii B kitacce
MonoBehaviour:

StartCoroutine(Fade());

B xauecTBe mapameTrpa 0OBIYHO YKa3bIBACTCS 861306 TPEOYEMOI COMPOrpaMMBI (TaKUM 00pa3oM, mapameTp UMeeT
tun [Enumerable). Mmeercs takke MeHee 3()(EKTUBHBIA BapHaHT, MPUHUMAIOUINN #Ms COMPOrPaMMbI H, BO3-
MOYKHO, €IMHCTBEHHBII e¢ mapamerp (AJsl TOro BapHaHTa Helb3sl MCIIOJIb30BaTh COMPOrpaMMBbI ¢ 0ojiee 4eM O/1-
HUM mapameTpoM). Meron StartCoroutine BosBpamiaer 3Hauenue tuma COroutine, KOTOpoe MOXET HCHOIB30-
BaThCs JJIsl IOCPOYHOTO 3aBEPIICHHUs comporpaMmMel MetogoM StopCoroutine:

Coroutine myCoroutine = StartCoroutine(MyCoroutine());

/]

StopCoroutine(myCoroutine);

Meron StopCoroutine moxer Tak:ke MPUHUMATH CTPOKOBBIH MapaMeTp — UMsI COITPOrpaMmbl (HedPPEeKTHBHBIH
BapUaHT, KOTOPBII OCTaHABIMBACT /€Yo CONMPOTPaMMYy, JUIS 3aIyCKa KOTOPOH OBLJIO UCTIONB30BAHO 9TO UMS) HITH
napamerp tuma L[Enumerable (B aTom ciyyae OH IOJDKEH COBMAAaTh CO 3HAUYCHHUEM, BO3BPAILCHHBIM TOW COMpPO-
rpaMMOii, KOTOPYIO TpeOyeTCs OCTAaHOBUTB).

Nmeercs Takke meron StopAllCoroutines (6e3 mapamerpoB), MO3BOSIONIMI OCTAHOBUTH BCE COMPOrPaMMBbI,
3aIyIIeHHbIC JAHHBIM KOMIIOHECHTOM.

Kpome 00bIuHBIX 3HaYeHHIA B KOHCTPYKIUHU yield return Moxxo Takke 3amyCTUTh IPYTYIO COMPOTpamMMy (TeM
xe metomom StartCoroutine). B atom ciydae BbI3bIBatOIas comporpamMMa OyIeT IaTh, MOKa 3aBEPIINTCS BbI-
3BaHHAs €0 COMPOrpaMMa, MOCJIe Yero MPOJI0JIKHUT CBOE BHIMOIHEHHUE.

XoTsl conmporpaMMbl MOYKHO HACTPOUTH TaK, YTOOBI OHU BBITIOJHSUIA ONpPEACICHHbIE NEHCTBHUS B KOXKIOM Kalpe
(ucmonb3yst koHcTpykuuio yield return null), mHaubonee 3pdexkTHBHBIM SIBISICTCS WX MPUMECHEHHE B CIydae,
€CITIH TPeOYETCs BBITOHATH MEPUOJMUCCKUE ISHCTBUS C IOCTATOYHO OOJIBIINM HHTEPBATIOM.

Memod Update, conpoepammbl u Mmemod InvokeRepeating

Meton Update BBI3BIBACTCSI B KaXXJOM KaJpe. B meMm MoXxHO pcann30BaTh JOTHKY, MO3BOJISIOIIYIO BBINIOJHATH
ONpEACIICHHBIE IEUCTBUS YEPE3 YKA3aHHBIE MTPOMEKYTKH BPEMEHHU, HO ATOT MOJAXOJ SIBISETCS OYEHb Hea(bcbeKTI/IB-
HBIM:

void Update()
{

_timer += Time.deltaTime;
if (_timer > updateFrequency)


https://docs.unity3d.com/ScriptReference/MonoBehaviour.StopAllCoroutines.html

{
DoSomething() ;

_timer -= updateFrequency;

}
}

O PeKTUBHBIM BapUAHTOM SIBIISICTCS HCIIOJIB30BAHKIE COMPOTPAMMBI:

void Start()
{

StartCoroutine(DoInCoroutine());

}

IEnumerator DoInCoroutine()

{

while (true)

{
yield return new WaitForSeconds(updateFrequency);
DoSomething() ;

}
}

AJ'ILTepHaTI/IBHLIM BapI/IaHTOM ABJIKICTCA HCIIOJIB30BAHUEC MECTOAA InvokeRepeating, TAaKXEC onpeneneHHoro B
knacca MonoBehaviour
void Start()

InvokeRepeating("DoSomething", updateFrequency, updateFrequency);

}

IIepBbIi1 MapaMeTp 3TOr0 METOJA COAEPKUT CTPOKY C UMEHEM BBI3bIBAEMOI'0 METO/1a, BTOPOM — BPEMEHHYIO 3a-
ACPIKKY IIEpea NEpBbIM BbI3OBOM MCETOA, TpeTI/Iﬁ — IPOMEIKYTOK BPEMCHHU MCKAY IMOCICAYIONIUMHU BbI3OBAMH MC-
toxa. Metox InvokeRepeating Gonee mpoct B MpUMEHEHUH 110 CPABHEHUH C COMPOTPaMMOIA, HO MPU ITOM 00JIa-
aacT MCHBIIINMMU BO3MOXKHOCTAMMU. 3TOT MCTOA HEC UMECT MEPCTPYKCHHBIX BAPUAHTOB.

Nmeetcs Takke MeTox INVOKe ¢ IByMs mmapaMeTpamMu, KOTOPBIM BBITOIHIET 0OHOKpamHblil 3aIlyCK TpeOyeMoro
MeToJ1a yepe3 ykazaHHoe BpeMsi. C ero moMoIbio TOKE MOXKHO pealn30BaTh MHOTOKPATHBIN 3allycK MeTo/1a, IpHu-

YqcM OTOT BapI/IaHT I1I0O3BOJIUT npepBaTL uenquy BaHyCKOB HpI/I BBITTIOJTHCHHUHA HCKOTOpOI‘O yCJ'IOBI/I}I:
void Start()

{

Invoke("DoByInvoke™, updateFrequency);

}
void DoByInvoke()

{
DoSomething() ;
Invoke(“DoByInvoke”, updateFrequency);

}

Jlist Toro 9ro0bl mpepBaTh 6ce BbI3OBBI 1NVOke u InvokeRepeating, BeimosHEHHBIE B JaHHOM KOMIIOHEHTE,
npenrasnauen meron CancelInvoke 6e3 mapamerpos. Mmeercs Takxke meroxn 1SInvoking(methodName), Bo3spa-
maronmid true, ecnm B JaHHBIE MOMEHT Mmerojom Invoke wmmu InvokeRepeating samyiieH merox ¢ mMeHem
methodName.

CrietyeT OTMETHTD, YTO JaKe MPH HEIOCTYITHOM KoMroHeHTe (korma metox Update mist Hero He BBI3BIBAETCS)
¢yuxkmmm  InvokeRepeating wu  comporpammsl  OyAyT TPOAOIDKATH  BBIMOMHATHCS. OpHako — QyHKIHH
InvokeRepeating u comporpammer ¢ BapuanTom yield return new WaitForSeconds we OymyT BBHITOIHSTHCS,
eciu 3Hauenue timeScale pasuo 0. ComporpaMmbl IEPECTAIOT BBIMOIHSATHCS, €CIIA UTPOBOIT OOBEKT, CBA3AHHBIN C
3alyCTHBIIMM MX KOMIIOHCHTOM, CTAaHOBHTCS HEAKTHBHBIM win yHuutoxaercs («In Unity 2018.1, coroutines
returned from a MonoBehaviour while its GameObject is being disabled or destroyed are no longer started»).



SendMessage and BroadcastMessage

Meroasr BroadcastMessage, SendMessage u SendMessagelUpwards onpemenens! kak ¢ kimacce Component, rtak
u B kiacce GameObject. HecMoTpst Ha TO YTO 3TH METOABI HE PEKOMEH/YETCSl UCIIOIb30BaTh MO MPUYUHE UX HU3-
kol 3 pexTuBHOCTH (0 YeM OyaeT moApoOHEe CKa3aHo Jayee), BCE-TaKu IMPUBEAEM HX OIUCAHUE.

Bce 3t MeToABI MOTYT IPUHUMATD YETHIPE BapUaHTa apaMETPOB:

(string methodName)

(string methodName, object value)

(string methodName, object value, SendMessageOptions options)

(string methodName, SendMessageOptions options)

[Tapamerp methodName ompenensier uMst MeTO/Ia, KOTOPBI TOJDKEH OBITh BbI3BaH, HEOOS3aTE/BHBINA MapaMeTp
value OTIpeIeIIIeT MapaMeTp dTOro MeToaa, a MeTo 1 OPt10NS ompenensieT ASMCTBHS IPU OTCYTCTBUU TPEOYEMOTO
merona. Eciu mapamerp options orcyrcrByer mnm paBen RequireReceiver, To B ciaydae OTCYTCTBHS HYKHOTO
METOJIa B KOHCOJIb BBIBOJUTCS cOo0OIeHrne 00 omuoOKe, eciiy ke mapameTp paBeH DontRequireReceiver, to co-
obmieHne 06 ommOKe He BHIBOUTCS.

Meroasr BroadcastMessage, SendMessage u SendMessagelUpwards pasmugaroTcst 001aCThIO IMOMCKA HYKHOTO
meroaa. Meron SendMesSage BBIMOTHSET MOUCK BO BCEX KOMIIOHEHTAX TOrO UTPOBOTO 00BEKTa, B KOTOPOM OH BBI-
3BaH, MeToj BroadcastMessage nemaer To jke camMoe W JOMOJHHUTEIBHO MPOCMATPHBAET BCE JAOYEPHUE MTPOBBIC
00bexThI, a MeTox SendMessageUpwards memaer To ke, uro u SendMessage, u JOMOIHUTEILHO MPOCMATPUBACT
BCE POJUTEIILCKUE UTPOBBIE OOBEKTHI B BOCXO/ISIIEM MOPSIKE (XOTS B JJOKYMEHTAIIMHA 00 3TOM CKa3aHO BeChMa TYy-
manHo: «Calls the method named methodName on every MonoBehaviour in this game object and on every ancestor
of the behavioury).

Ecnu urpoBoit KOMIIOHEHT SIBJISIETCS HEAKTHUBHBIM UM KOMIIOHEHT HEJOCTYITHBIM, TO B HUX MOUCK HE MIPOBOAMT-
col.

Merosl cemeiictBa SendMessage (u merossl Find) siBisiroTCst KpaiftHe JOPOrOCTOSIINMHM, U HX CIEIyeT n3berarsh
npu r000# Bo3mMokHocTH. Meton SendMessage seimonusieTcs npuMepHo B 2000 pa3 MeyieHHee BbI30Ba MPOCTOM
(GYHKIMH, @ MEITUTEILHOCTh MeTo1a F1Nd 0COOEHHO SIPKO MPOSBIIAETCS B CIIOKHBIX CIIEHAX, IIOCKOJIBKY OH MOCIIe-
JI0BATEJIbHO MepedupaeT Bce UrpoBbie 00BEKTHI B cricHe. Meton Find momyckaercst BBI3bIBATH BO BPEMsI HHHIIAAIU-
3aIMu CIEHBI, HapuMep u3 MetoaoB Awake u Start, mms moucka 0O6BHEKTOB, KOTOPHIC YK€ CYHIECTBYIOT B CIICHE.
OpaHako MCTOIB30BaHKE JIFOOOTO U3 3TUX METOJIOB Ul OPTaHU3AIMU B3aUMOJICHCTBUN 0OBEKTOB BO BpEMSsI BBITIOJ-
HEHUS MPUBEJIET K OYCHb 3aMETHBIM HAKJIATHBIM PACX0IaM.

[MpuBeaeM npuMep MJIOXON peaau3allii, CBA3aHHON ¢ HCIoib30BanneM MeTo10B Find u SendMessage. Paccmar-
pUBAEMbI METOJ] CO3JAeT 3a/laHHOE KOJIMUYECTBO SK3EMIUISIPOB BparoB u3 mabioHa o0OBEKTa, a 3aT€M YBEIOMIISET
o0bekT EnemyManager o6 ux cymiecTBOBaHHH:

public void SpawnEnemies(int numEnemies)

{

for(int 1 = 0; 1 < numEnemies; ++1)
{
GameObject enemy = (GameObject)GameObject.Instantiate(enemyPrefab,
Vector3.zero, Quaternion.identity);
GameObject enemyManagerObj = GameObject.Find("EnemyManager");
enemyManagerObj .SendMessage ("AddEnemy", enemy, SendMessageOptions.DontRequireReceiver);

}
}

Tlocne ONTUMHU3AHNHU I10JTyHacM CJ'IC,Z[YIOIJ_II/Iﬁ KOI:
public void SpawnEnemies(int numknemies)
{
GameObject enemyManagerObj = GameObject.Find("EnemyManager");
EnemyManagerComponent enemyMgr = enemyManager(Obj .GetComponent<EnemyManagerComponent>() ;
for(int i = 0; 1 < numEnemies; ++1)
{
GameObject enemy = (GameObject)GameObject.Instantiate(enemyPrefab,
Vector3.zero, Quaternion.identity);


https://docs.unity3d.com/ScriptReference/SendMessageOptions.html
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https://docs.unity3d.com/ScriptReference/MonoBehaviour.html

enemyMgr .AddEnemy (enemy) ;

}
}

Emre nyumre (ecnu maHHBIN METO[ HpEAIoaraeTcst HCIoib30BaTh B MeToaa Update) mpemBapuTenbHO KIIIHPO-
BaTh CCBUIKY Ha 00bekT EnemyManagerComponent.

FmobanbHble Knaccbl U UrpoBble 06beKTbLI B Unity

PaccMoTpenHblit B nipesbiayiieM paszzaene oobekT EnemyManager mpencrasiser co0oi roOaibHbIA 0OBEKT, Cy-
IIECTBYIOIIHUI B IIPOrpaMMe B €MHCTBEHHOM dK3eMIunsipe. st peann3aimy Takux 00bEKTOB MOXKHO MCIIOJIb30BATh
HECKOJILKO ITOJIX0JIOB, B TOM YHCJIC CTATHYECKUE KJIACCHI U O0BEKThI-OAMHOYKH.

Cmamuy4eckue knacchol

910 pPEIICHUE OCHOBAHO HA CO3JaHMH KJiacca, KOTOpBIﬁ BCCraa NJOCTYIICH U3 J'II-O6OFO MECTa B KOJE. O6’beKT 3TOI'0
KJlacca CYIIECTBYET OT MOMEHTa 3allyCcKa IMPUIOKEHHUs 10 ero 3aBepuieHus. CTaTudecKuil Kiacc, KOTOpbIid (yHK-
IIHOHMPYET BO MHOTOM Tak ke, Kak EnemyManagerComponent B mpeapiaymieM mpuMepe, MOKHO OIPEAEIUTh Clie-
JTYFOIITUM 00pazoM:

using System.Collections.Generic;

public static class EnemyManager

{

static List<GameObject> enemies;
public static void AddEnemy(GameObject enemy)

{
}
}

Cratudeckue Ki1acchl MOIYT UMETh CTaTUUECKUN KOHCTPYKTOP Ul MHUIMAIU3aLUU 3HAYE€HU CBOWCTB, KOTOPBIN
rapaHTUPOBAHHO 6yz[eT BBI3BIBATLCH IICPEA IICPBBIM 06pa1ueHHeM K KJIaccy:
static EnemyManager()

{

enemies = new List<GameObject>();

)

Bripodem, B TaHHOM ciTydae JOCTATOYHO HMCIIOJIE30BATh MHUIHAIM3ATOP MO enemies.

enemies .Add(enemy) ;

KomrnoHeHmMbI-0OUHOYKU

Henocratok pemienns Ha OCHOBE CTaTHMUECKOTO KJiacca 3aKJII0YaeTcss B HEOOXOIAUMOCTH HACIEOBAaHUS CaMOTO
HHU3KOYpOBHEBOTrO Kitacca — System.Object. DTo o3Hauaer, 4TO CTaTHYECKHE KIacChl HE MOTYT HAaCJIeA0BaTh
kiaacc MonoBehaviour u, COOTBETCTBEHHO, HCIIOJIB30BATH €0 WHCTPYMEHTHI, UMeromue otHomeHue k Unity,
BKIItouasi o0paboTKy coObITHIl U comporpammbl. Kpome Toro, m3-3a OTCYyTCTBHSI 00BEKTa JUisl BBIOOpa TepsieTcs
BO3MOKHOCTh YBHUJIETh JIAaHHBIE B MHCIIEKTOPE BO BPEMSI BHITIOJTHEHUS.

OpHako BCe 3TU UHCTPYMEHTHI JOCTYITHBI B TJI00ANBHBIX KIacCaX-OJMHOYKAX, TOPOKIAIOIIUX UTPOBOK OOBEKT U
MIPEIOCTABIISAIONINX CTATHYECKUE METOBI JUTs TII00aTbHOTO JOCTYTA!

using UnityEngine;

using System.Collections;

public class EnemyManager : MonoBehaviour

{

public static EnemyManager Instance

{
}

get { return instance; }

static EnemyManager instance = null;
static List<GameObject> enemies;



void Awake()
{

if(instance)
{
DestroyImmediate(gameObject) ;
return;
}
enemies = new List<GameObject>();
instance = this;
DontDestroyOnLoad(gameObject) ;

}
public static void AddEnemy(GameObject enemy)

{
}
}

JIns moctyna K JaHHOMY KOMIIOHEHTY HaJI0 MCIOJb30BaTh craTMYeckoe cBoiicTBo EnemyManager.Instance,
JOCTYITHOE JIJISl YTEHHSI U3 JTF00OT0 KOMIIOHEHTA UTPBI.

OOBeKT, CBA3aHHBIN C JAaHHBIM KOMITOHCHTOM (Kak W paHee PacCMOTPEHHBIN CTaTHYEeCKHi Kiacc) Oymer coxpa-
HATHCS JIaKe IPH CMEHE CIIEHBI, Oiaroaaps Bei3oBy metoga DontDestroyOnLoad kimacca UnityEngine .Object.

3ameTuMm, 4TO JJIsl pabOTHI CO ClIEHAMH MpeaHa3HauYeH Kiacc SceneManager, coaepikainuii, B 4aCTHOCTH, METO/
LoadScene(sceneName).

enemies .Add(enemy) ;



