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NMpeaucnoBue

Jlo6po noskanosath B «Unity mist paspaborunka. MoOubHbIe MYJIBTUILIATGOPMEH-
Hble UTPbI»! B 9To KHWUTe MBI TPOBE/IeM Bac OT Havyajia 1 10 KOHIIA Yepe3 BeCh TPOoIlece
CO3/IaHUS JIBYX 3aKOHYEHHBIX UTP, a TaKXKe TTO3HAKOMHUM He TOJHKO C OCHOBHBIMU, HO
U C IPOJIBUHYTBIMU UESIMU U TIPUEMaMU UCTIoIb3oBaums Unity.

Knwura pasjiesieHa Ha Ye€TbIpe YaCTH.

Yactp [ 3HaKOMUT ¢ UTPOBBIM IBMKKOM Unity u paccMarpuBaeT OCHOBHBIE TOHSITHS,
B TOM YHCJIe OPTAaHU3AIUIO UTPbI, TPAhUKY, ClIeHapuH, 3BYKH, (GPU3UKY U CHCTEMY Ya-
ctuil. Hacts II mpoBesieT Bac yepes mpoiiecc co3/lanms 3aKOHYEHHOW IBYMEPHON UTPHI
¢ ucnosb3oBarrem Unity, B KOTOPOIl THOMUK Ha BePEBKe MBITAETCST J0OPATHCS 10 CO-
kposuill. Yacte 1] paccmarpuBaeT moctpoeHune 3aKOHYEHHOHM TPpeXMepHOH UTPHI, B KO-
TOPO#1 BbI YBUIUTE KOCMUYECKUE KOPabJu, acTeponibl U MHOTOE ipyroe. Yacts IV wc-
cJIe/lyeT HeKOTOpbIe TPOIBUHYThIe BO3MOKHOCTH Unity, BKJIIOUas OcBellleHue, CUCTeMy
HOIEPKKN rPadUueCcKOTo MOTb30BATEIbCKOrO HHTEP(dElica, a TakKe CIOCOOBI paCcIin-
penusd penaktopoB Unity, Xxpanenue pecypcoB B Unity, pa3BepTbiBaHUE UTP U TIIATHOP-
MeHHO-3aBUCHMbIE OCOOEHHOCTH.

Ecan y Bac nosiBaTcs Kakne-1m60 NpeyiosxKeHnst M BOTIPOCHI, TPUCHLIANATE X HaM Ha
ajipec 2JeKTPOHHOI IouThl unitybook@secretlab.com.au.

Pecypcbl, UCNoJib3yeMble B KHUre

JlonoHuTe bHbI MaTepuas (M300paskeHnst, 3BYKH, UCXOAHBIN KO/ IIPUMEPOB, YIIPaK-
HEHUSsI, CIIUCOK OTIeYaTOK U T. JI.) MOKHO CKadatb Ha http.//secretlab.com.au,/books/unity.

Ayautopua um noaxon

ITa KHUTA a/[pecoBaHa BCeM, KTO XOYeT CO3/[aBaTh UIPbI, HO HEe MMEET IIPe/IbIIYIIEero
OTbITa Pa3paboTOK.

Unity moameps,kuBaeT HECKOIbKO SI3BIKOB MTPOTPaMMUPOBAHUst. B 9T0i Kinre MbI OyieM
ucnosb3oBath C#. Mbr OyjieM mojiaraTh, 9TO BbI YiKe 3HAeTe, KaK MPOTPaMMUPOBATE Ha
HTOM OTHOCUTEJILHO COBPEMEHHOM sI3bIKE, HO He TpeOyeM, 4ToObl BbI 3HAJN €T0 B CO-
BEPIIEHCTRE, IOCTATOYHO BJAAJETH XOTsI Obl OCHOBAMH.

Pepakrop Unity pabdoraer kak B macOS, tak u B Windows. MsI ucnosbzyem macOS,
MO9TOMY BCE CKPUHIIIOTHI, KOTOPbBIE TPUBOJISATCS B KHUTE, CleJIaHbl IMeHHO B 3Tl OC.
Ho Bce, 0 uem MbI Oy/ieM paccKasbiBaTh, B paBHOU cTenenn otHocuTest U K Windows, 3a
OJIHUM MaJIeHbKMM MCKIodeHreM: coopku urp nox iOS na Unity. Mbl elie ocTaHOBUM-
Cs1 HAa 9TOM, KOT/Ia TIPUJIET BpeMst, HO cobupath urpsl o i0S 8 Windows BbI He cMOsKe-
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te. B Windows orsmuno cobupatorcs urpsi o Android, a B macOS MokHO cobuparh
urpsl Kak 1o i0S, Tak 1 mox Android.

ITpeskiie ueM 3aHATHCST CO3IaHIEM TP, BaM HEOOXOANMO TTOHSATh OCHOBBI UX TIPOEKTH-
pOBaHMs, a TaKKe caMoro urposoro Jsuxka Unity, moaTomy B 11epBOil YacTH KHUTH Mbl
U3Y4YMM 3T BOIPOCHL. Bo BTOPOIi 1 TpeThbell YacTaX Mbl PACCMOTPHUM IIPOIIECC CO3/1a-
HUS IBYMEPHBIX U TPEXMEPHBIX UTP COOTBETCTBEHHO, a B YETBEPTOI YaCTH PACCKAIKEM
0 ipyrux BoamMoxkHoCcTAX Unity, 3HaHre KOTOPBIX BaM [IPUTOIUTCS.

MpbI GyjieM ImoJiarath, 9TO BbI OCTATOYHO YBEPEHHO OPUEHTHUPYETECh B CBOEH orepa-
LMOHHOI CHCTeMe U UCIIoIb3yeTe MoOmIbHOE yeTpoiicTBo (0yzab T0 i0S win Android).

MbI He OyzeM KacaThCsl BOIPOCOB CO3/IaHMs U300paKeHUil UM 3BYKOB JIJIST UTP, HO
MIPEIOCTABJISIEM BCE PECYPChI, HEOOXOMMBIE JIJIST CO3/IaHMs JIBYX UTP, paccMaTpUBae-
MBIX B 9TON KHUTE.

Tunorpadckue cornawieHms

B aT0ii KHUTE IPUHATHI CJIEAYIONIIe TUITOTPAMCKIE COTIAIIEHNUSI.
Kypcus

Wcnomnbayerest [uist 0603HAYEHIsST HOBBIX TepMUHOB, aapecoB URL, agpecoB asek-
TPOHHOU MOYTHI, UMeH (haiIOB M pacuupennii uMeH (aitios.

MOHOWNPUHHDIV WPUGT

I/ICHO]H)ByeTCH L1 O(bOpMJIeHI/IH JIMCTUHIOB ITPOTPaMM U IIPOTPaMMHbBIX 9JIEMEHTOB
BHYTpHU 0OBIYHOTO TEKCTa, TAKUX KaK NUM€Ha NI€PEMEHHDBIX, (byHKHI/II/I, 6asbl JTaHHbIX,
TUIIBI JaHHbIX U IIEPEMEHHDbIX OKPY/KEHUA, MHCTPYKIUW U KJIIOYEBbIE CJIOBA.

MOHOWWPUHHBIA XUPHBIA

O6o3HauaeT KOMAaH/IbI WJIH JIPYTOil TEKCT, KOTOPBII 0JIKEH BBOIUTHCS MOJIb30Ba-
TesieM OYKBaJIbHO.

MoHowupuHHbIl KypcuB

Ob6osnauaet TEKCT, KOTOprﬁ J0JIKEeH 3aMellaTbCAa (baKTI/I‘{eCKI/IMI/I 3HaYCHHAMMU,
BBO/IMMbBIMU ITIOJIb30OBAaTEJEM NJIN OIIPEAC/IACMbIMA N3 KOHTEKCTA.

Tak BbIACJIAIOTCA COBETHI 1 TPEAJIOKECHMA.

Tak 0603HAYAIOTCS COBETDI, IPEJIOKEHWA U ITPUMEYaHUA 0611_[61"0 XapaKTepa.

Tak 0603HAYAIOTCST TPELYIPEKIEHIS U IPEIOCTEPEKEHNUSI.

\
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Ucnonb3oBaHue NporpaMMHOro
KoAa npuMepoB

JlomostHMTEIbHBIE MaTepUasIbl (IPUMEPBI KO/, YIIPAKHEHUS, CIIMCOK ONEYaTOK U T. 11.)
MOZKHO CKavath Ha http://secretlab.com.au,/books/unity.

Hacrosmas kHura oMoKeT BaM B pellieHrH Bammx pabounx 3a1ad. B obiiem ciayyae
BbI MOJKET€ UCII0JIb30BaTh IIPUMEPDI KO/l U3 9TOW KHUTH B CBOUX IIPOTPAMMax U B JI0-
KyMeHTaI[. Bam He HYXKHO 00OpamiaThCs B U3aTEIbCTBO 3a PA3PEITEHUEM, €CITU BbI
He coOMpaeTech BOCTIPOM3BOMNTD CYIIECTBEHHDIE (hparMenThl Kofa. Hampumep, ecim
BbI paspabaTbiBaeTe MPOrpaMMy U UCIIOJb3yeTe B Heil HECKOJIBKO OTPBIBKOB IPOrPaMM-
HOTO KOJIa M3 KHUTH, BaM He Hy)KHO oOpamarbcs 3a paspentenreM. OnHaKko B caydae
MPOJIaKN MJIN PACTIPOCTPAHEHMUSI KOMTIAKT-ITMCKOB C ITPUMepaMU M3 3TOW KHUTH BaM
HeoOX0MMO ToTyuuTh pasperierne ot usgarenbersa O'Reilly. Ecau Bor oTBeuaere Ha
BOITPOCHI, ITUTUPYS TAHHYIO KHUTY WJIN IIPUMepbl U3 Hee, MToJyYyeHne paspelieHus He
Tpebyercst. Ho npu BKITIOUEHUY CYIECTBEHHBIX 0GBEMOB MPOrPAMMHOTO KOZla TPUMe-
POB U3 3TOI KHUIM B Ballly JOKYMEHTAIIUIO BaM HEOOXOAMMO TIOJYUUTh paspelieHme
M3/1aTeIbCTBA.

MpbI ipuBeTCTBYEM, HO He TpebyeM H00aBJIsATh CChIIKY Ha MEPBOUCTOYHUK TIPH IIHTH-
posanun. ITo CCHLIKOI Ha IEPBOMCTOYHUK MBI TOIPa3yMeBaeM yKa3aHIe aBTOPOB, U3-
naresbetBa u ISBN. Hampumep: «Mobile Game Development with Unity by Jonathon
Manning and Paris Buttfield-Addison (O’Reilly). Copyright 2017 Jon Manning and
Paris Buttfield-Addison, 978-1-491-94474-5».

3a 1oJiyuyeHreM paspelieHrs Ha UCII0Ib30BaHe 3HAUNTENbHBIX 00bEMOB IIPOrPAMM-
HOTO KOJIa MPUMEPOB M3 3TOM KHUTH obpaiiaiiTech 1o agpecy permissions@oreilly.com.

AneKTpoHHana 6ubnunoreka
O'Reilly Safari

i L Safari (npesxnee nassanue Safari Books Online) — ato o6y4atomiast
'i ba |cll | wcmpaBoynas maardopMa UL IpeIPUATHI, TIPABUTEILCTB, TIpe-
To7IaBaTesell U OTIeTbHBIX JIMII, OCHOBAHHAS HA TIO/IITHCKE.

IToAnMCYMKU UMEIOT ZOCTYII K ThICAYaM KHUL, BUEOMAaTEePUAJIOB, CIIPABOYHUKOB, UH-
TEPaKTHBHBIX PYKOBOACTB U CIINCKaM BOCIIpOU3BeaeHus1 oT Gonee yem 250 usmate-
seit, Bkmodast O'Reilly Media, Harvard Business Review, Prentice Hall Professional,
Addison-Wesly Professional, Microsoft Press, Sams, Que, Peachpit Press, Adobe, Focal
Press, Cisco Press, John Wiley & Sons, Syngress, Morgan Kaufmann, IBM Redbooks,
Packt, Adobe Press, FT Press, Apress, Manning, New Riders, McGraw-Hill, Jones &
Bartlett u Course Technology.

3a noapobHoil maopmaimeil obpamaiitecs 1o aapecy http.//oreilly.com/safari.
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Kak cBsi3aTbCsl C HAMM

C BolpocaMy U TIPEeJIOKEHUIMHU, KacAIOIMMIC 9TOM KHUTM, obpaliaitech B M371a-
TEIbCTBO:

O'Reilly Media, Inc.

1005 Gravenstein Highway North Sebastopol, CA 95472
800-998-9938 (CIIITA wiu Kamazna)

707-829-0515 (Mesx1yHAPOIHDIH U MECTHBII)
707-829-0104 (dpaxc)

Crmcoxk oneyaTok, (hailsrsl ¢ TpuMepamMu U JAPYTYIO JOTOTHUTENbHYI0 MH(GOPMAITUIO BbI
Haiizere Ha crpanule Kuuru http.//bit.ly/Mobile- Game-Dev-Unity.

CBoM MOKeJaHusi U BONPOCHI TEXHMYECKOIO XapaKTepa OTIPaBJSiiTe IO aapecy
bookquestions@oreilly.com.

JlonoTHUTEIbHY 10 WH(MOPMAIUIO O KHUTAX, 00CYKICHUsT, KOH(PEPEHIMH 1 HOBOCTH BBI
Haiiere Ha BeO-caiite u3naTesabCTBa: hitp.//www.oreilly.com.

WNmnre wac B Facebook: http.//facebook.com/oreilly.
Cuepnyiite 3a namu B TButrrepe: http.//twitter.com/oreillymedia.

Cwmorpure Hac Ha YouTube: http.//wwwyoutube.com/oreillymedia.

bnarogapHocTu

Jlxon u Ilapuc BBIpaKAOT GJIar0AAPHOCTH MOTPSICAIONIUM PEIaKTOPaM, OCOOEHHO
Bpaiiany Maknonanpay (Brian MacDonald, @bmac_editor) n Peituen Pymennoruc
(Rachel Roumeliotis, @rroumeliotis), 3a ux momoIIb B co3pannu a1oil KHuru. Criacu-
60 Bam 3a Bar anTy3mazm! Criacu6o Takske BceM corpyanukam nsaareabctsa O'Reilly
Media 3a TO, 4TO BBIIYCKAIOT TaKHE KHUTH.

Cracr60 Takke HAIIUM CEMbsIM, YTO TIOJIEPKMBAIOT HAIlE YBJIeUeHUe pa3spaboTKon
urp, a Takxke sceM B MacLab 1 OSCON (Bbl 3HaeTe, 0 KOM 9TO MbI) 3a COJNCTBHE 1 9H-
tysuasm. OT/esbHOE cracubo HalleMy TeXHUIEeCKOMY 06o3peBaresio, 1oktopy Tumy
Hymxenty (Dr. Tim Nugent, @the _mcjones).

OT nsparenbCcTBa

Banm 3ameuanust, Tpe/TIOKEHST, BOITPOCHI OTTIPABJISITE 110 a/Ipecy 2JEeKTPOHHO TI0-
9ThI comp @piter.com (M3HaTeabCTBO «I[IUTep», KOMIBIOTEPHAS PEAAKITI).

Mb1 GyaeM paapl y3HaTh Balle MHeHe!

Ha BeG-caiite usmarenncrsa hitp.//www.piter.com Bbl HaiizeTe NoApoGHYIO MHPOPMa-
IMI0 O HAITUX KHUTAX.



YACTDb I
OcHoBbl Unity

B 3Ty KHUrYy BKNIlOUEHO MHOTFO€ 13 TOro, YTO Bbl AOMXKHbI 3HaTb ANnA 3pdeKTmB-
HOW Pa3paboTKM MOOWIIbHBIX UFP C NCMONb30BaHMEM UIPOBOTro ABMXKKa Unity.
Tpw rnasbl nepBoOM YacTM MO3HAKOMAT Bac ¢ Unity, npoBeayT 3KCKypCuMIo NO Npu-
NOXEHMIO 1 pacCKaxyT, Kak nporpammupoBsatb B Unity Ha A3bike C#.



BeeaeHue B Unity

Nsyyenune urposoro asuskka Unity Mbl HauHeM ¢ OCHOB: uTO Takoe Unity, koria oH
MOJKET IIPUTOIUTBHCS U KaK €r0 yCTAHOBUTD. Tak:Ke Mbl OIIpe/Ie/IUM HEKOTOPbIEe OIPaHu-
YeHUs, IeHCTBYIONINE 3/1eCh; B KOHIIE KOHIOB, BbI JIEPKUTE B PyKaX KHUTY, PACCKA3bI-
BAIOIYIO O pa3paboTKe JI7isi MOOUIBHBIX MIaThOpM, a He 0 pazpaboTke oobuje. Takas
KHUTa 6bTa 6B HAMHOTO TSDKETIeE ISl YTEeHUs ¥ 0CBOEHst. MBI TIocTapaiuch yoepednb
BaC OT TaKOIl HaIlaCTH.

«MpuBeT, KHUra!»

IIpexxae yem norpysutbes B udydenue Unity, yTouyHuM, 4TO B 9TOH KHUIe paccKa3blBa-
€TCsT 0 CO3[AaHNU UTP JIJIsT MOOMITBHBIX TLTATHOPM.

Mob6unbHble Urpbl

Wrak, 4To Takoe MOGUIbHAST UTPA 1 YeM OHA OTJIHYAIOTCS OT IPYTUX BUAOB UTP? A ecoin
TOUYHee, KaK ATU Pa3JINIMs BAUSIOT Ha PENIEHUS, KOTOPbIE TIPUXOIUTCS TPUHUMATD TIPU
paspaboTKe U TadbHEHIIEH pea3aui urpbl?

[IaTHaguATh JI€T Hasa/ 104 MOOUIBHBIMU UIPAMU [OAPA3YyMEBAIOCH OLHO U3 ABYX:

O HeseposiTHO IpoOCcTas Urpa ¢ MUHUMAaJIbHBIM HaGOPOM JeiiCTBUI, IPocTOoil rpadu-
KOH 1 3JIeMEHTapHBIM ClleHApUEM.

O Heuro Gosiee CIOKHOE, TOCTYITHOE TOJIBKO HA CHEIMATU3UPOBAHHBIX MOOIBHBIX
NUT'POBBIX yCTpOI‘/)ICTBaX " CO3ITaHHOE KOMITAaHUAMU, UMEIOIMIUMU IOCTYITI K JOPOTUM
KOMILIEKTaM OUOIMOTEK st pa3spabOTKU MOOUIBHBIX UTP.

Taxoe jiesieHre OBLIO OOYCIOBJIEHO CJIOKHOCTBIO AIMAPATHBIX CPEACTB U OTPAHUUYEH-
HOH JIOCTYITHOCTBIO AUCTPUOYTUBOB. ECJIM BB XOTEJN HAMUCATH XOTh CKOJIBKO-HUOY/Th
CHOXKHYIO UTPY (TIOZL CIOHCHOCMBIO MBI TIOJ[Pa3yMeBaeM BO3MOKHOCTb OJJHOBPEMEHHO
BBITIOJTHATH HA DKPaHe HECKOJIBKO JIBUKEHHUIT), TO BaM TPpebOBAJIACH CYNIECTBEHHAS BbI-
YUCTUTETbHAS MOIITHOCTD, KOTOPOI 00JIa/IaIi TOJBKO JIOPOTHE TIOPTATUBHBIE UTPOBBIE
KOHCOJH, Takue Kak HamagoHHuku Nintendo. TTockobKy MpoOU3BOAMTENN KOHCOIEH
TaK’Ke BJIJIesId KaHaJaMK PaclpOCTPaHEeHNs UIP U XOTeJIN KOHTPOJNPOBATD BCE U BC4,
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MOJTy4eHIe Pa3PelieHust Ha CO3[IaHke UTP JIJIst UX MOTITHOTO 000PYIOBAHSI TPE/ICTaB-
JISLTTO OTIPEIENIEHHYIO TIPOOIEMY.

Omiako ¢ TedeneM BpeMeHn 000pPYA0BAHNE CTATIO JETEBIIE 1 /75T Pa3pabOTIMKOB OT-
KPBLIICH HOBbIe Bo3MOskHOCTU. B 2008 roxy xommanusi Apple otkpsiia cBoit iPhone
st pazpaborunkos, a Google B ToM ke rozy BhIycTHIa ¢BotO TiaTdopmy Android.
Cmycta rogst i0OS u Android nmpespaTiinch B 04eHb MOIIHbIE ILIATPOPMBI, a MOOUIIb-
HbI€ UTPBI CTATIM CAMBIMU TIOTTYJISIPHBIMU BUIEOUTPAMU B MUDE.

B namm JIHM I10/1 MOOVJIBHBIMA UrpaMu MoApa3yMeBa€cTCA O/THO U3 TPEX:

Q TIIpocras urpa ¢ THATETbHO MOA00PAaHHBIMU B3aUMOACHCTBISAMH, TPAUKOI 1 Orpa-
HUYEHHOU CJIOKHOCTBIO, TOTOMY YTO 3TH acTIeKThI JIyUllle BCETO COOTBETCTBYIOT ap-
XUTEKTYpPe Urp.

O DBoutee cosxHbBIE UTPBI, JOCTYITHBIE 7T IMTUPOKOTO KPYTa YCTPOICTB, OT CIIEIHAaI-
3UPOBAHHBIX UIPOBBIX KOHCOJIEH /10 cMapT(hOHOB.

O MobuibHBIE BEPCUU UTP, TIEPBOHAYATBHO CO3/IaBABIINECS JIJIsT KOHCOJIEH WU TIep-
COHAJIbHBIX KOMIIbIOTEPOB.

JBmxox Unity MOKHO HCIIONB30BATh [JIs1 CO3JAHUSI UIP 0000 U3 9TUX TPEX BUAOB;
B 9TOM KHHUIe OCHOBHOe BHUMaHKe OymeT yiaeaeHo nepsomy. Ilocie nccienoBaHust
Unity 1 mpreMoB ero UCMOJIb30BAaHUS MBI TTEPEHIEM K CO3/IaHUIO JIBYX UTP, OTBEYal0-
IUX 9THM TPeOOBAHUSM.

«MpusBeTt, Unity!»

Temepb, HEMHOTO TIPOSICHUB HATITH TEJTH, TTOTOBOPUM 00 HHCTPYMEHTE, ¢ HOMOULHIO KOTO-
POTO MBI TIPEJITIOJIATaeM JOCTUTHYTh 1X: 00 urpoBoMm aBukke Unity.

Yto Takoe Unity?

Ha mpoTssKeHUHn MHOTHX JIeT OCHOBHOe BHUMaHue paspadborurkoB Unity OBLIO CO-
CPELIOTOYEHO Ha deMOKpamusayu paspadomxu uzp, 4roobl 110001 KeJIarolii Mor Ha-
MUCATh UTPY U CHEJIATh ee JOCTYITHOM caMoil mUpoKoil ayauTopun. OHAKO HUKAKOM
MIPOTPAMMHBIH TTaKeT He MOXKET UeaTbHO TTOIXOIUTD [T BCEX CUTYAIIUH, TO3TOMY BBI
JIOJIKHBI 3HATD, KOT/IA € YCIIEXOM MOYKHO UCII0JIb30BaTh Unity, a Kor/a jrydiiie TOUCKaTh
JIPYTOI TPOrPaMMHBI MTaKeT.

JBkok Unity 0cOGEHHO XOPOIIIO MOAXOAUT B CJACAYIONINX CUTYAIIHSIX.
IIpu cozdanuu uepoi 0ist HECKOILKUX YCMPOICMS.

Kpoccrnardopmennast nojyiepskka Unity siBsieTcst, mosKajyii, Jiydiieid B WHY-
CTPUH, U €CJIU HEOOXOAMMO CO3/IaTh UTPY, ACHCTBYIONIYIO HA HECKOJIBKUX MIaTdop-
Max (MU Jake Ha HECKOJIBKUX MoOumvHowy tiardopmax), Unity MoKeT OKazaThCst
JIYUIIIAM BBIOOPOM JIJIst 3TOTO.
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Kozoa eascna ckopocmwv paspabomui.

BobI MOkeTe TTOTPATUTH MeCSIIbI Ha Pa3pabOTKy UTPOBOTO JBIKKA, 00JATATONIETO
BCceMHU HeoOXOoAUMBbIME (hYHKIUAMU. Vi MOXKeTe MCHOJIb30BaTh CTOPOHHUIT JIBU-
JKOK, Takoir kak Unity. CripaBe[siMBOCTH Pajii HY>KHO CKa3aTb, YTO CYIIECTBYIOT
npyrue askkn, Takre kak Unreal winn Cocos2D; 0[{HAKO 3TO BeJIET HAC K CIIE/yI0-
1eMy MyHKTY.

Kozoa mpebyemcs nomvii nabop Qynxyuil, Ho Hem Jceranus co30asams coocmeenivlil
KOMNIIEKIM UHCTPYMEHMOB.

Unity obmagaer upeaqbHbIMU BO3MOKHOCTSIMM I CO3TaHUSA MOOMIBHBIX HUID
U [TO/IIEP’KUBAET OY€HB ITPOCThIE CI10cO0BI POPMHUPOBAHUS UX KOHTEHTA.

[Ipn atom B HekoTOpwIX cuTyanusax Unity oka3piBaeTcs He Tak 1oJie3eH. B Tom
qHCIIe:

B uzpax, ne mpeGyrowux uacmoii nepepucoski Cuetbl.

Unity xyKe TOAXOIUT JIJIsT peajin3allii Urp, He TPeOYINX HHTEHCUBHBIX Ollepa-
it ¢ rpaduKkoii, Tak Kak ABMKOK Unity mepeprucoBbIBaeT KKIABIN Kajp. JTO He-
006X0INMO JIJIST TOJJIEPIKKY aHUMAITUH B Macitabe PeasibHOTO BpEMEHHU, HO TpedyeT
GOJIBIIINX 3aTPAT SHEPIUN.

Kozda mpebyemcs mounoe ynpasienue deticmeusimu 06UNCKaA.

OTkaszaBIIUCh OT NPUOOPETEHMS JIUIIEH3UN Ha UCXOMHbIi kox Unity (Takast Bo3-
MO’KHOCTDb €CTh, HO OHA HMCIIOJIb3YETCS PEIKO), BbI TepseTe BO3ZMOKHOCTD KOHTPO-
JIMPOBATH TIOBEJIEHNE JIBUKKA HA HU3KOM YPOBHE. ITO HE 3HAYWT, YTO BBl BOOOIIE
TepsieTe KOHTPOJIb Haj paboToil asmkka Unity (B GOIBLUIMHCTBE CIydaeB 9TOTO U He
Tpebyercst), HO Koe-uTo OKayKeTCsl BaM HEJIOCTYITHO.

Kak nonyuutb Unity

Unity gocrynen aast Windows, macOS u Linux u pacnpocTpaHsercs B TPeX OCHOBHBIX
Bepeusx: Personal, Plus v Pro.

Bo Bpems pabotsr Haz kKHuroii (cepeauna 2017 ropa) noagepsxkka Linux Haxogusiach
Ha 9KCIIEPUMEHTAIBHOM YPOBHE.

O Bepcus Personal npepnasnaveHa sl MHAMBHIYAJIbHBIX Pa3pabOTYMKOB, KeJla-
IOIUX KCIoab30BaTh Unity st cospanus cBoux urp. Bepcust Personal pocryina
6ecIiaTHo.

O Bepcus Plus npennasHaueHa sl WHAMBUIYATIbHBIX Pa3padOTIMKOB U HEOOMBIITUX
koman. Ha mepuon namcanust kuuru Bepenst Plus 6bima goctymna 3a 35 mosimapos
CIIA B mecsir.
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O Bepcust Pro npeanasHadeHa st KOMaHj, OT HeGOJIbINX 10 KpymHbIX. Ha mepuos
HanucaHus KHury Beperst Pro Obiia goctynsa 3a 125 noanapos CIIA B mecsil.

[locrynna takske Bepeust Enterprise apmskka Unity, ipejinazHayeHHast U1 KPYTTHbBIX
KOMaH/I, HO aBTOPbI KHUTH [TOYTH He MCII0JIb30BAJIH €e.

Bce pepakuuu Unity o6agaror mpakTHYeCKH OJNHAKOBBIMU BO3MOKHOCTSIMM. [1aB-
Hoe orauuue OecraTHON Bepcuu Personal sakimodaercss B TOM, 4TO OHa H00OABISET
B UTPY 3dKpaH-3acTaBKy ¢ jorotunoM Unity. BecriiaTtHasi Bepcusi JOCTYITHA TOJBKO
JUISE MHIWMBUAYAIbHBIX Pa3paOOTUMKOB WK JIJIsS OPraHU3alii, UMEIONIIX J0X0[ MeHee
100 000 mommapos CIITA B rom, Torga kak st Bepcuu Plus ator mopor cocrapisier
200 000 gosmapos CIITA. Pegakiuu Plus u Pro BKIIOYatoT TaksKe yIydiieHHble BEPCUI
HEKOTOPBIX CJIysK0, HarpuMep npuopureTHbie odepean B caysk6e Unity Cloud Build
(nozpobHee obcyskaaercs B paszaese «Unity Cloud Build» B rirase 17).

3arpysutb Unity MOXKHO 110 ajipecy https.//store.unity.com. Tlocjie yCTaHOBKU MOKHO
IpUCTyNaTh K 3HaKoMCTBY ¢ Unity, ueM MBI 1 3aiiMeMcs B cJielyIolel riiase.



0630p Unity

ITocsie ycranosku Unity Oy/er 1oje3HO OTPATUTh HEKOTOPOE BPeMs Ha M3ydeHue
cpeabl paspaborku. ITosbsosaresnbekuii uHrepdeiic Unity OTHOCUTEIBHO IIPOCTOM,
OHAKO OH BRJIIOYaeT JOBOJIbHO MHOTO OTAECJ/IbHBIX 3JIEMEHTOB, Ha M3y4Y€HNE KOTOPbIX
CTOUT MOTPATUTH KAKOE-TO BPEMSI.

PepakTop

[Mocne nepsoro 3amycka Unity Bam 6y/eT TPEIOKEHO BBECTH JIUTIEH3NOHHBIN KITIOY
1 BOWTHU B CBOIO YYETHYIO 3allMCh. Ecn y Bac HET cBOeil y4eTHON 3alicy UM Bbl He
XOTUTE BXOJUTH B Hee, ITOT 1Al MOXKHO IIPOITYCTUTD.

Ecan e Boiitu B cBoio yuernyio sanuck, Cloud Builder u apyrue cayx6s61 Unity GyayT
HeoceTyHbL. M bl paceMoTpuM carysk6b1 Unity B raiaBe 17; Mbl peiko Gy/ieM CII0Ib30-
BaTh UX HA HAUAJIbHOM DTalle, HO BOUTH B CUCTEMY OBLIO Obl HEILIOXO.

Cpasy mocJie 3amycKka OTKPOeTCsT HadaabHbIH okpan Unity, Tie Ha BHIOOP MOKHO CO3-
JIaTh HOBBIN TIPOEKT MJIX OTKPBITH cyliecTByomuit (puc. 2.1).

PfojeCTS Learn ACTI\-"lTy Bwew  [Poren @) myaccouwt

On Disk Editor Extensions
Patf

in The Cloud - -
30-Game

Pt ¥ 1 Uity 1065

2D-Game
Path

AwesomeGame
[

VMBirthday
Path: /Users/despleada/Work | Unity version: 5.6.0

ButtonSquid

Fath 1 Uity v 1 L

Puc. 2.1. HauanbHbIli 3kpaH Unity nocne Bxoga B YYETHYIO 3annchb
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Ecm mesnknyTh 110 kHOTIKEe New (HoBbrit) ciipaBa BBepxy, Unity rpejiosKuT BBeCTH He-
KOTOPYIO MH(MOPMAIIHIO JIJIsT HACTPONWKHM HOBOTO TIpoekTa (puc. 2.2), BKJouas Ha3BaHUe
IIPOEKTA, KATAJIOT 7T €70 XPaHEeHUsT 1 TUT — ABYMEPHBI Win TpexMepHsbIii (2D nim 3D).

Projects  Leamn  Activity Mnew  [lesex @ wraccon
Projoct namat
ITmLhityﬁqiem l @3D02D | AddAsset Package
Losasion”
| fUsers/desplesda/Work s s i @
= 3

Puc. 2.2, Co3gaHve HOBOro npoekTa

Boi6op Mexy 2D (iBymepHbIii) u 3D (TpeXMepHBIii) He BjedeT OOJIBIINX Pa3Inauil.
JIByMepHbI€e POEKTHI 10 YMOTYAHUIO 0TOOPAKAIOTCS COOKY, & TPDEXMEPHBIE — B TPEX-
MepHOiT epcrekTuBe. ITOT MapaMeTp MPOeKTa MOKHO M3MEHHUTH B JTI0O0H MOMEHT
B nHcrekrope Editor Settings (Hactpoiiku pegaktopa; cm. paszes «Hcrnekrops Hiske
B 9TOH IJ1aBe, YTOOBI Y3HATH, KAK TTOJTYYUTh TOCTYIT K HEMY ).

[Tocre memuka o kHotmke Create project (Cosnate mpoekt) Unity crenepupyeT daiiibt
MMPOEKTa Ha MCKe U OTKPOET MPOEKT B pefraktope (puc. 2.3).

Puc. 2.3. PegakTop
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CTPYKTYPA NMPOEKTA

ITpoekt Unity — aTo He eanHCTBEHHBIN (aily, a marka, copepsKaiias Tpyu HauboJsee
BaykHbIe TIOANANKN: Assets, ProjectSettings v Library. Tlanka Assets conepskuT Bee aii-
JIBI, UCIIOJIb3yeMble UTPOii: YPOBHHU, TEKCTYPBI, 3ByKOBbIe ahdexTo 1 crienapun. [Tamka
Library conepsxut BHyTpernne nanusie s Unity, a mamka ProjectSettings — haiibr
C HaCTPONKaMU ITPOEKTa.

B ocHoBHOM BaMm He npujercs kacarbes (aiiios B mankax Library v ProjectSettings.

Kpowme Toro, ecsit BBI oJIb3yeTeCh CUCTEMO YIPAaBIEHUS BepcHsiMHU, Takoil Kak Git
win Perforce, Bam He HYKHO COXPaHSTH MAIKy Library B ¢cBOeM Perno3uTOPUH, OHAKO
BBl JIOJIKHBI COXPAHUTH NAIKU Assets u ProjectSettings, 4toObl Balllu KOJIJIETH CMOTJIH
HCIIOJIb30BATD TE JKE PECYPChI M HACTPOMKH, YTO U BBI.

Eciit Bce 9T0 3ByIHT HE3HAKOMO, MOJKETE IIPOCTO UTHOPUPOBATH TY UH(MOPMAIIIO, HO
Mbl HACTOSITEJIbHO PEKOMEH/IYEM CJIe/IOBATh 32 CTAH/APTAMU YIIPABJICHUS UCXOHBIM
KOJIOM — 9TO MOYKET ObITh KpaiiHe MoJIe3HO!

Nurepdeiic Unity orobpaskaercst kak Habop maHeseil. Kakaast maHesb nMeeT BKIAIKY
CJIeBa BBEPXY, 32 KOTOPYIO TTAHEb MOKHO TIEPEMECTUTD M T€EM CAMbIM U3MEHUTH MaKeT
npuiokeHns. Takske, mepeMenias maHeJ b 3a BKJIQ/IKY, €€ MOXKHO NTPEBPATUTh B CAMO-
crosiTesibHOE OKHO. He Bce maHen n BUAWMBI O YMOJYAHUIO, U TI0 Mepe pa3paboTKu
UTPBI BBl Oy/ieTe OTKPBIBATh HOBbIE TTaHeu yepe3 Mero Window (OkHO).

Eciin B Kakoii-To MOMEHT BbI IIOUYBCTBYETE, YTO 3aIlyTAJUCh B MAHEJSX, TO BCET/A
MOJKHO BEPHYTb IIPUJIOKEHUIO HaualbHbIN BT, BbIOPaB B MeHo Window (OKHO) yHKT
Layouts » Default (Maket » I1o ymosuanmuio).

Pe>XMMbl NPpOUrpbIBaHUA U pefaKTUPOBaHUS

Penakrop Unity Bcerjia HaxoauTcst B oJlHOM U3 JIByX pexxuMoB: Edit Mode (Pexum pe-
naktupoBanus) uian Play Mode (Pexxum nipourpoiBanus). B peskume perakTupoBanus,
KOTOPBIii IEHCTBYET 110 YMOJTYAHUIO, MOKHO CO3/IaBaTh CIICHBI, HACTPaUBATh UTPOBBIC
0OBEKTBI W BBITIOJNHATD APyrUe ACHCTBYSI, CBA3aHHbIE C CO3[IaHNeM UTPbI. B pexnme
IIPOUTPBIBAHMS BBl MOXKETE UTPATh B CBOIO UT'PY U B3aMMO/IEHCTBOBATD CO CIICHOIA.

Yro0bl IepeiiTH B PEKUM IPOUTPBIBAHUS, IeJIKHUTE TI0 KHOTKe Play (rpath) B Bepx-
Helt yacTu okHa pegakTopa (puc. 2.4) — Unity 3amycTuT Urpy; 4To0bI MOKUHYTH PEKUM
MPOUTPBIBaHU, IeJKHUTE 110 KHOTIKe Play (Mrpathb) erie pas.

Haxozsich B pexxuMe TTPOUTPBIBAHMS, MOKHO TTPUOCTAHOBUTH UTPY, MEJTKHYB IO TTHK-
torpamMme Pause (Ilaysa) B 1ieHTpe maHesn yIpaBJeHUS PEKMMOM TIPOUTPBIBAHNS.

Boiitu uiu BBIATH U3 peskuMa MPOUTPHIBAHKS MOKHO TAK/Ke HajkaTheM KOMOUHAIY
kstaBuir Command-P (Ctrl-P na PC).

[>Tuw

Puc. 2.4. KHOMKM ynpaBneHnsi pexxvMoM NpourpbiBaHus
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IToBTOPHBIN HIETYOK 110 HEH BO30OHOBUT UIPY. MoKHO Takske 1momnpocuth Unity Bbi-
MOJIHUTD TIePEeXO0/l Ha OIUH KaJP BIIEPE ¥ IPUOCTAHOBUTHCS, TIEJIKHYB 10 KHOTIKe Step
(Illar) cripaBa B raHeJIu.

Bce namenenust, npousBejieHHbIE B ClleHe, OTMEHSIIOTCS TI0CJIe BBIXO/Ia U3 pekuMa
npourpbiBatust. K HuM oTHOCSATCS JiE0Oble U3MEHEHUS, IIPOUBOIIEIINE B PE3YJIbTare
BBIIIOJIHEHUSI CIIeHapUsI UTPBL, a TaKKe U3MEHeHUs, IIPOU3Be/[eHHble BAMHU B UTPOBBIX
\ 00beKTax B peskuMe [IPOUTPbIBaHUS. [[BajK/Ibl IPOBEPETE, B KAKOM PEKUME HAXOUTCSE

pelaKTop, Mpesk/ie YeM IIPOU3BOUTb U3MEHEeHNs !

Temepsb moGIKE TO3ZHAKOMUMCST CO BKIQJKAMI, OTKPBITHIMU TI0 YMOJTYaHuio. B aT0it
ryaBe MbI Gy/IEM CCHITATHCST Ha PACTIONOKEHYS TIaHe e, Kak OHM HAXOJSITCS TT0 YMOJI-
varmio. (Ecu BbI He BUANTE KaKyIO-TO TTAHENb, YOEIUTECD, YTO HCIIOIB3YeTe MAKET TI0
YMOJIYAHUIO. )

NMpeacraBneHue CueHbl

[IpencraBnenue Scene (CiieHa) — maHesb B eHTPe OKHA. B aTOM 1mpesicTaBieHy BbI
GyzeTe MPOBOANTD OOBIITYIO YaCTh BPEMEHH, TOTOMY YTO UMEHHO 3/1eCh OTOOPaKAETCST
CO/IePKUMOE CUeH UTPDL

[TpoexTsi B Unity mnojiesiensl Ha ciienbl. Kaskias ciiena cojiepKuT KOJLIEKITUIO UTPOBBIX
00BEKTOB; CO31aBasl U UBMEHIA UTPOBbIE 0OBEKTHI, BBl CO3LAETE CBOU UTPOBBIE MUPBHL.

Creny MOXXHO pacCMaTpUBATh KaK OIUH YPOBEHb B UIPe, HO CL[EHbI TAKKe IOMOTaioT
Ppasjie/IuTh Urpy Ha yrpasJsieMbie parmeHTsl. Harnpumep, riaBHoe MEHIO UTPbI 0ObIYHO
peanmsyeTcst B BUJie OT/IeIbHON CIIeHBI, KaK M Kayk/[bIi ee ypOBEHb.

MepexknroyaTenb peXkMmMoB

[Ipencrasienue cliieHbl MOXKET HAXOAUTLCS B O/IHOM U3 IISATH Pa3HbIX pexkuMoB. Ilepe-
KJIIOYaTeJb PEXKUMOB, HAXO/ISIIUIICS CIeBa BBEPXY B OKHe (PUC. 2.5), YIPABJISET PEKU-
MOM B3aMMOZIEHICTBUI C MTPE/ICTaBIEHNEM CIIEHBL.

ol

Puc. 2.5. Mepek/oyaTesb peXXMMOB B NPEACTABIEHNN CLEHbI, B IAHHOM C/lyyae BKIIOYeH
pexumM Translate (MepemelleHne)
Jlajiee TIepedrCIeHb IIITh PEKUMOB, CJIEBA HAIIPABO.
Pescum saxsama (Grab mode)
B 5TOM peskume MOKHO HasKaTh JI€BYIO KHOIKY MBIIIU U CABUHYTD IPEICTABJICHHE.
Pescum nepemewenus (Translation mode)

B 5TOM pesxuMe MOKHO IiepeMeNaTh BblIeIeHHble OObEKTHL.
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Pescum epawenus (Rotation mode)

B atom PEXKHME MOKHO ITOBOPAYMBATD BBI/ICJICHHDBIC OOBEKTHL.

Pesicum macwmaduposanus (Scale mode)

B 5TOM pesknMe MOKHO U3MEHSITh PA3MEPhI BbIJIETIEHHBIX 00BEKTOB.

Peocum npsamoyzonvrura (Rectangle mode)

B 5TOM peskrMe MOKHO IiepeMelaTh BhiOpaHHble 0ObEKThl U UBMEHSTD UX Pa3Mephl,
UCTIOJIB3YsI IBYMEPHbIE MapKePbl. ITO 0COGEHHO YA06HO TIpH GOPMUPOBAHUE IBY-
MEPHBIX CII€H WJIN TI0JIb30BaTEIbCKOTO MHTEPdErica.

Boi6uparh 06bEKTHI MOJKHO B JIIOOOM PEKUME, KDOME PEKUMA 3aXBaTa.

[Tepexmouenne MeXKIy pe;KMMaMU TIPEICTABICHUS CIIEHBI MOKHO OCYIIIECTBJISATD C TI0-
MOIIIBIO TIepeKJoyaTesnd uau kiaasuiramu Q, W, E,Ru T.

Hasuraums

HOIII[GP)KI/IBaeTCH HECKOJIBKO CII0CO0O0B HaBUTAIlMU B IIPE/ICTaBJICHNUU CIICHDI:
o

[enkHYTH TIO MUKTOTPAMME ¢ M300PasKEHUEM PYKH CJIeBa BBEPXY, YTOOBI TIepeiTu
B PEKMM 3aXBaTa, 3aT€M HAKATD JIEBYIO KHOIIKY MBIIITH U CIBUHYTD CIIEHY B HY’KHOM
HaIPaBJICHUU.

Ynep:xuas nakatoir kiasunry Option (Alt Ha PC), HaxaTh JeByi0 KHOIIKY MBITITH
U TIOBEPHYTH CIIEHY Ha HYKHBIH YTOJL.

Bui6path 00BEKT B CLIEHE, LEAKHYB 110 HEMY JIEBOI KHOIIKOM MJIX BEIOpaB €ro B Ia-
Hes uepapxuu (0 KOTOPO# pacckaspiBaeTcs B paszedie «Mepapxusi» HUXKe B 9TON
rJIaBe), IOMECTUTD YKa3aTeJb MBIIIU B IIPEEJIbl TIAHEH C TIPe/ICTABICHIEM CIIEHbI
U HaxKaTh F, 4T0OBI IiepeiaTh (HhOKyC BBOJAA BHIOPAHHOMY OOBEKTY.

ViepsKuBast HaKaTol MPaByl0 KHOIKY, TIEPEMECTUTD MBbIITb, YTOOBI OCMOTPETHCS;
IIOKa ITpaBasi KHOIIKA MBIIIN OCTaeTCsl HaxaToil, MOKHO MCII0JIb30BaTh KaaBuinu W,
A, S 1 D, uT0ObI CMECTUTDH KaMepy BIIepe]l, BJEeBO, Ha3a | 1 BipaBo. Kirasumamu Q u E
KaMepy MOKHO CMelllaTh BBepX M BHU3. Eciu Ipu 9TOM ellle HaXXaTb U yep:KUBaTh
KJasuiy Shift, nepemerienust 6yyT IPOUCXOAUTH GbICTpEE.

Jliist iepexojia B PEsKUM 3aXBaTa BMECTO ILEJUKaA 110 TUKTOrPaMMe ¢ U300paskeHreM
PYKH MOKHO HaKaTh KJIaBuiLy Q.

YnpassieHue MapKkepaMm

CrpaBa OT MepekyiouaTess PeKMMOB HAXOJIUTCS TIAHEJNb YIPAaBJIEHUS MapKepamu
(Handle) (puc. 2.6). DjieMeHTBI yIIPaBJICHIUS Ha 9TON TTaHEJU MO3BOJISIIOT OIPEICTUTh
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MECTOTIOJIOKEHUE U OPHEHTAIMIO MAPKEPOB JIsl TIepeMeIleH s, BPAIleH T U MaCIlTa-
OGUPOBAHUSI, TIOABJISIONIXCS IIPU BbIOOPE 00bEKTA.

Puc. 2.6. MaHenb ynpaBneHus Mapkepamu; Ha 3TOM n3o06pakeHnn BbIbpaHo
MO3ULMOHMPOBaHUe B ornopHoM Touke (Pivot) 1 nokanbHas opueHTaums (Local)

OTHU JIBE KHOIIKH JIAI0T BOBMOKHOCTH YIIPABJISTH MIO3UIIMOHUPOBAHNEM MAPKEPOB M UX
OpHeHTaITHEN.

[TosunmonupoBanre MOKHO ompeneanTh Kak Pivot (B omopuoii Touke) umm Center
(B nientpe).

O Korma Beibpano nosuiorrpoBanve Pivot (B omopHOii TOUKe), MapKepBhI MOSIBIIsI-
I0TCSI B OIIOPHOH Touke oObekTa. Hampumep, omopHast TOYKa TPEXMEPHON MOAEIN
4eJI0BEKA OOBIYHO HAXOUTCS MEXKY CTYITHEA.

O Korma Boibpano nosunuonuposanue Center (B umenrpe), Mapkepsl HOSBIISIOTCS
B IIEHTPE 00BEKTA, HE3ABUCUMO OT MECTOHAXOKIEHUST €T0 OTIOPHON TOUKIL.

OpuenTanmio MOKHO onpezneanTb kak Local (JIokanbHas) wiu Global (Imo6asbhast).

O Korna Boibpana opuenTanus Local (JIokasibHas), MapKepbl OPUEHTUPYIOTCS OTHO-
CHUTEJIBHO BBIGPAHHOTO 00bekTa. To ecTh eciiu TOBEPHYTh 0OBEKT TaK, UTO €10 6EPX
Gyner HarpaBJieH BOOK, CTPEJIKA 66epx Takke Oy/eT HarpaBJieHa BOOK. DTO 1M03BO-
JIAT TIEPEMECTUTH OOBEKT B €r0 «JIOKAJbHOM» HAMIPABJICHUN BBEPX.

O Korpa BeiGpana opuenTaiius Global (TiobabHas), MapKepbl OPUEHTUPYIOTCS OTHO-
CUTEIbHO MUPOBOI CHCTEMbBI KOOP/MHAT, TO €CTh HAIIPaBJIEHUE 86¢px Beera OyaeT
HAIMpPaBJICHO BBEPX, 0€3 yuera MoBOPOTa 0GBEKTA. ITO MOKET IPUTOAUTHCS, HATIPHU-
Mep, JI/isI TIePEMEIIIEH ST TOBEPHYTOTO 0OBEKTA.

Nepapxus

[Tanens Hierarchy (Mepapxus), Kak 1Moka3aHo Ha puc. 2.7 HAXOMUTCSA cJeBa OT Tpel-
CTaBJIEHUSI CLIEHBI U OTOOPAKAET CIMCOK BCEX OOBEKTOB B CIIEHE, OTKPBITOI B TaHHbIIT
MoMeHT. [Ipu paboTe co CIOKHBIMY CIIEHAMY HEPAPXUst TTO3BOJISIET OBICTPO HAXOAUTD
HY’KHBIC OOBEKTHI TT0 IMEHAM.

] Create ~ | (orAll—')
A Q Untitled
Main Camera

Directional Light

Pwuc. 2.7. Manens Hierarchy (Mepapxus)
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Wepapxus, kak cieyeT U3 Ha3BaHUS, 1103BOJIAET TaKKe BU/IETh OTHOIICHUS POJAUTEIb—
MOTOMOK Mesky obbekTamu. B Unity 06beKTBI MOTYT CO/EPKATE APYTHE 0OBEKTHI; TIa-
HeJTh MepapXun MO3BOJISIET UCCIE0BATH TaKHe IePeBbs 00heKTOB. Tak/Ke TOIIepKITBa-
€TCsT BOBMOKHOCTD TIEPEYTIOPSAN0INBATE OOHEKTHI B CTIMCKH, TEPETACKIBAST UX MBITITHIO.

B BepxHeii yacTy maHesn ¢ Mepapxueil HaXoUTCs 110JIe TIOMCKa, B KOTOPOE MOYKHO BBE-
CTH VIM$I HCKOMOTO 00beKTa. ITO 0COOEHHO YI0OHO MPH paboTe CO CAOKHBIMU CIIEHAMH.

O6o3peBaTenb NpoeKkTa

O6ospesaresib mpoekTa (puc. 2.8) B HUKHEH 4acTH OKHA PEJAKTOpa OTOOPaKaeT co-
IepARUMOe TIalKu Assets poekTa. B a10ii maHeam MosKHO paboTaTh ¢ PecypcaMu Urpbl
U YOPAaBJIATh CTPYKTYPOH MaIKU.

[Tepemelnaiite, nepenMeHoOBbIBaliTE U yaajstiiTe Qailibl peCypcoB TOAbKO B 0003pe-
BateJsie mpoekta. B aTom caygae Unity cMoxkeT ciieiuTh 3a n3MeHeHUSIMU B daiiiax.
7 Ecou 1711 5TOM 11€/11 MCnosib30BaTh Apyrue nHCTpyMeHThI (Takue, kak Finder B macOS
\ nom [poBoauauk B Windows), Unity He cMosKeT OTC/IeANTD M3MeHeH s, B pesyJibrare

Unity moxer He HaiiTH Hy:KHbIe (DAFJIbI, ¥ Balla UTPpa CTaHET HEPAOOTOCTIOCOOHOIL.

Puc. 2.8. O603peBaTesnb npoekTa (3aecb 0TobpaxkaeTcs Habop pecypcos W3 Apyroro
NpoeKTa; BO BHOBb CO3A@HHOM MpoekTe nanka Assets HUYero He coaepXuT)

O60o3peBaresib TPOEKTa MOKET OTOOPAKATh COMEPKIMOE B OJIHY WJIH B JIBE KOJIOHKH.
Ha puc. 2.8 mokaszato oro6pakeHue B JiBe KOJIOHKH; B IEBOI KOJIOHKE BEIBOJUTCS CITH-
COK TATTOK, & B TIPaBOil — COEPIKIMOE TTAITKH, BRIOPAHHOW B aHHBIH MOMeHT. OTO6Opa-
JKEeHUe B JIBe KOJIOHKU JIyYIlle TOIXOANUT /UL HIMPOKUX 9KPAHOB.

[Tpu oTobpaskenun B 0iHYy KOJOHKY (puc. 2.9) BCe MANKU U UX COAEPKUMOE BHIBOAATCSA
B O/IHOM criucke. Takoii croco6 0ToOpaskeHust JIydliie MOAXOMUT Ui Y3KUX 9KPAHOB.

UHcnekTop

ITpencrasienue Inspector (Mucnekrop), Kak nokasano Ha puc. 2.10, — oxHo us Hanbo-
Jiee BAKHBIX B PEIAKTOPE, BTOPOE 110 BAKHOCTH IIOCJIE IPEICTaBIeHus ciieHbl. M Hciek-
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TOp orobpakaer uHMGopMaIKio 06 00beKkTe, BHIOPAHHOM B JIAaHHbII MOMEHT, I UMEHHO
3/1€Cb BbI 6y/:[eTe OCYHIECTBJIATDH HaCTpOfIKPI CBOUX HT'POBBIX O6'beKTOB. I/IHCHeKTOp
HaXO/IUTCS CIIPaBa B OKHE PelakTopa; M0 YMOJYAHUIO OH HAXO[UTCS B OJIHOU TPYIITIe
co BKJazikoii Services (CiryskObr).

Puc. 2.9. O603peBaTesnb NpoeKTa B pexvMMe 0TObpaXxkeHMs B OAHY KOJTOHKY

Mucnexkrop otobpakaeT CIIMCOK BCEX KOMIIOHEHTOB, IIOAKIIOYEHHBIX K BBIOPAHHOMY
06bexTy nam pecypcy. st pasHbIX KOMIIOHEHTOB 0TOOpakaeTcs pasHast MHGOPMAaIInsT;
KOT/Ia MBI IPUCTYITMM K Pa3padOTKe CBOMX MPOEKTOB BO BTOPON M TPETHEN YaCTSIX, BbI
YBUIATE, HACKOJBKO BEINKO WX pasHooGpasue. Co BpeMeHeM MbI OyzaeM Bce OJImsKe
1 GJIVZKE 3HAKOMUTBCS ¢ MHCTIEKTOPOM | €TI0 COAEPAKUMBIM.

Kpome unbopmaimm o TekyieM BBIOpaHHOM 00beKTe, UHCIIEKTOP 0TOOPAKALT TAKKe
HACTPOIKM TIPOEKTa, KOTOPbIE MOKHO OTKPbITh, BbIGpaB IyHKT MeHto Edit » Project
Settings (IIpaBka » Hacrpoiiku mpoekra).

NMpeacrassieHue Urpbl

[IpexcraBienne Game (Mrpa), Haxongineecss B OHON TPYTITIe BKIAIOK C TIPeCTaBIe-
HueM Scene (Criena), oroOpaskaer BU/I ¢ TeKyIlell akTuBHOI kamepsl. [Tociie mepexoma
B PEXVM IMPOUTPLIBAHNS (CM. pas/es «PesknMbl pelakTHPOBAHWS W MPOUTPHIBAHUS>
BBIIIIE B 3TOM I‘JIaBe) ABTOMATUYECKU aKTUBUPYETCA NPEACTaBJICHNE UTPDI, I'/I€ Bbl MO-
JKeTe IIOUTPaTh B CBOIO UTPY.
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[IpezcraBiierue Urpbl He 0OOIaTaeT COGCTBEHHBIMU WHTEPAKTHBHBIME CPEICTBAMU —
OHO CITOCOOHO TOJIBKO OTOOPAKATH KAPTHHKY € aKTUBHOI KaMepbl. ITO 03HAYAET, YTO
MOTIBITKY B3aMMO/ICHICTBOBATD C IIPE/ICTABICHUEM UIPbI, KOT/IA PEJAKTOP HAXO[UTCS
B PEKMMe PeaKTUPOBAHUS, HU K YeMy He IPUBEYT.

Puc. 2.10. MNpeacrasnermne Inspector (MHcnekTop) otobpaxaeT nHdopmaumio 06 obbekTe,
coaepxalleM KOMMNoHeHT Light

B 3aknroueHue

Ter[epb Bbl 3HA€TE, KaK YIIPaBJATDb IIPEACTaBJICHUAMN B Unity, 1 I'OTOBbI HA4YaTb CO3-
JaBaTb 4YTO-TO CBOE€. B takoii cioxHOI IIporpaMMe BCET/la MOKHO HaﬁTH, 4YTO N3YyUYUTh;
yaeaunuTe BpeMs, 4yTOOBI [IOKOIIAThCA B HEil.

B careytoniieii riraBe Mbl TIOTOBOPYM O TIpHeMax paGoThl ¢ UTPOBBIME OOBEKTAMI 1 CIIe-
napusamu. [ocse 3Toro Bul Gy1eTe FOTOBBI TPUCTYIIUTD K CO3/AHUIO0 CBOUX UTP.



BbinonHeHue cueHapues B Unity

YT106bI1 urpa 3apa60TaJIa, BbI J10JIKHbI OIIPEAEJINTDH, 4YTO B lIefICTBI/ITeJH)HOCTI/I JIOJIZKHO
B Hel npoucxoaumb. Uﬂity TPpeaoCTaBJIAECT BCE HCO6XOZII/IM06 VI 9TOTrO, B TOM 4YHCJIE
MeEXaHM3M OTO6pa)KeHI/IH l“pa(l)I/IKI/Iy CpeaCTBa IOJIy4€HUA BBOJAA ITOJIb30BaTEJaA U WH-
CTPYMEHTBI BOCITPOU3BEACHNA 3BYKOB; BaM OCTAa€TCA TOJIBKO ITPUIATH cBoOe urpe ynm-
KaJIbHOCTD.

Jlu1s1 9TOro BbI JOJIKHBI HAIIUCATh CUeHapuu U 100aBUTh X B CBOM UIPOBbIE OOBEKTHL.
B arToii riraBe MbI TO3HAKOMUM BacC € CUCTEMON TTOI/Iep:KKH ciieHapueB B Unity, ncrosib-
3YIOIIIei SI3bIK nporpaMmMupoBanust C#.

13bIKW B UNITY

Jls iporpammuposatust B Unity y Bac Ha BBIOOD €CTh HECKOJIBKO sI3bIKOB. OUINaIbHO
Unity mopnepskuBaet aBa sizbika: C# u «JavaScripts.

M1 B3stiin JavaScript B KaBbIYKH, TOTOMY YTO B IEHICTBUTEILHOCTH 3TO HE COBCEM TOT
SI3BIK JavaScript, IMPOKO U3BECTHBIN B MUPE U ¢ KOTOPHIM BbI MOKETE OBITH 3HAKOMBI.
ITOT SA3BIK XOTS U TOXO’K HA JavaScript, HO mMeeT MHOKeCTBO OTJINIIH, KOTOPBIX Tak
MHOT0, 9T0 1 Ttos1b30BaTesn Unity, 1 HekoTtopbie padpaborankn Unity 4acTo Ha3biBalOT
ero UnityScript.

Mbr He GyzaeM ucronb3oBath JavaScript s Unity B a10ii KHuTe. BO-1IepBbIX, IOTOMY
YTO TIPUMEPDI, IEMOHCTPUPYEMbIE B CIIPABOUHUKaX 110 Unity, B OCHOBHOM HarucaHbl
Ha C#, u HaMm KaskeTcst, uTo camu paspaboruuku Unity npeanountaior CH#.

Bo-Bropsrx, C# B Unity — 210 TOT ke s13b1K C#, KOTOPBIIT MOSKHO BCTPETUTH T/I€ YTO/IHO,
Torzia Kak Bepcrs JavaScript B Unity Becbma criertdnana g Unity. Vs aToro crremyer,
YTO BaM Tpotite GyeT HAlTH TOMOTIb, KACAIOIIYIOCS TOTO S3bIKA.

KpaTtkun kypc C#

Cuenapun s urp B Unity Mbl iineM Ha si3bike, KOTOpbIN HasbiBaeTca C#. B aroi
KHUTE MBI He Oy/IeM 3HAKOMUTh Bac ¢ OCHOBAMH MTPOTPaMMUPOBaHUs (J1JIsT 9TOTO B HEl
He TaKk MHOro Mecral), HO Mbl OIUIIEM HEKOTOPbIE ACIEKTbI, KOTOPbIE BasKHO 3HATD
¥ IOMHUTB.
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B

Wsnarenberso O'Reilly Boimyctusio ormmutoe pykosozactso «C# in a Nutshell», Ha-
mucanHoe [Ixxoszedom (Joseph) u benom AnGaxapu (Ben Albahari)'.

KauecTBe KPaTKOTO BBeIeHUs TIpuBeieM dhparMeHT Koja Ha C# 1 BBIZEIUM HEKOTO-

pbie HanboJiee BaKHbIE 3JIEMEHTBI:

e

using UnityEngine; @
namespace MyGame { @

[RequireComponent (typeof(SpriteRenderer))] ©
class Alien : MonoBehaviour {

public bool appearsPeaceful; ©

private int cowsAbducted;

public void GreetHumans() {
Debug.Log("Hello, humans!");

if (appearsPeaceful == false) {
cowsAbducted += 1;

KimioueBoe c10B0 using coobIaeT morb30BaTeo, Kakue MakeThl BB IPEoaracte
MCTIO0Tb30BaTh. [lakeT UnityEngine cOZEPKUT ONpe/ieIeHNsI OCHOBHBIX THIIOB JIaH-
Hbeix Unity.

C# no3BoJIIeT BaM 3aKJII09aTh CBOM THIIbI B NPOCMPAHCMEA UMEH, YTO TIOMOTAET U3-
GeraTb KOH(DIMKTOB.

B KBaJApaTHbIX CKOOKax OTIPEAC/IAIOTCA ampu6ymbt, ITO3BOJIAIOIINE lIO6aB]I$ITb 10~
TIOJTHUTEJIBHY 1O I/IH(l)OpMaL[I/HO O THUITaX 1 METO/IaX.

C MOMOTIbIO KITIOUEBOTO CJIOBA c1ass Bbl MOXKETe O0BABIIATH CBOU KJIACChI U YKA3bl-
BaTh cymepkiacc yepe3 aBoeroune. Kiace, Hacaenyionmii MonoBehaviour, MOXHO
MCIO0JIb30BATh KAaK KOMIIOHEHT ClleHapHUs.

IIepeMEHHbIe7 00bSABIEHHEIE B Kjacce, Ha3bIBaIOT NOJAMU.

Mono u Unity

Cucrema nopzepxku ciierapues B Unity ocnoBana Ha ¢dpeiimBopke Mono. Mono —
910 oTKpbiTas peanusaiuss Microsoft NET Framework, a 5170 o3Haudaet, 4To Kpome
6ubanorek, nocrapisgeMbix BMecte ¢ Unity, BbI MOJKETe UCTOJIb30BATh MOJHBINH HAGOP
6uborex NET.

U Iloxosed Anbaxapu, Ben Anbaxapu, «C# 6.0. Cupasounuk: [Tosmoe onucanue s3bika». M.:

Buibsimc, 2016. — IIpumeu. nep.
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PacnipoctpatentbiM 3a6ysKIeHHEM  siBJIsieTcst TO, 4rto Unity peaqn3oBaH MOBEPX
Mono. B neficTBuTEIBHOCTH 9TO HE TaK; OH IIPOCTO UCHOJAb3yeT Mono Kak MeXaHu3M
BbITIOSIHEHMS ciieHapueB. Unity ucmonbdyer Mono i BBITIOJHEHUS ClleHApHeB Ha
oboux s3pikax: C# n UnityScript (kotopsiii B Unity HaseiBaercst «JavaScript»; cm.
Bpe3Ky «SA3biku B Unity» Bbiie).

Bepcun C# u NET Framework, gocrynnsie B Unity, ctapee tekymux sepeuii. Ha mo-
MeHT Hanucauust kuuru, B Hauase 2017-ro, B Unity ucrionbzosasics g3k C# Bepcun
41 NET Framework sepcun 3.5. [Ipudnna takoro orcraBanus B ToM, 4To B Unity uc-
MOJIb3YeTCs CBOSI BeTKa ITpoekTa Mono, KOTopas OTKJIOHUJIACh OT OCHOBHOI BETBU He-
CKOJIBKO JIET TOMY Hazaj. JTo 03Hadaet, 4To paspaborunku Unity MOryT 100aBJISTH
CBOM crierndIIecKie 0COOEHHOCTH, KOTOPbIE B TIEPBYIO OUePelb OOYCIOBIEHbI CITETH-
(buKoit pabOTHI KOMITHIISITOPOB KO/ [I71sT MOOUJTBHBIX YCTPOTICTB.

Unity HaxoauTcs: Ha MOJIIYTH K 3aBEPIIEHUI0 0OHOBJIEHUs CBOMX MHCTPYMEHTOB KOM-
MUJIAIIH, YTOOBI IATh [10JIb30BATE/ISIM BO3MOKHOCTD MCIIOIB30BATD [TOCJIEHIIE BEPCUN
aspika C# u NET Framework. Ho nioka aTo He cirydnTcs, Bam IIPUAETCS OJIb30BAThCS
HEMHOTO YCTapeBIINMU BEPCUSIMU.

[To aT0it pUUKHE, €CJ BbI UIleTe B MHTEpHeTE TiprMepbl Ha C# Wi coBeThl, B H0JIb-
ITUHCTBE CJYyYaeB MPeIIOYTUTEIbHEEe MCKATh KOJI, XapakTepHblii g Unity. Anamornd-
Ho, nporpammupyst Ha C# gt Unity, Bel Oyzere ucnosib3oBarh KomGuHanuio Mono
API (quis Bcero, 4To OOBIMHO TIpeocTaBisieT GoMbImuHCTBO wiatdopm) 1 Unity API
(111 focTynia K MHCTPyMeHTaM UTPOBOTO JIBUYKKA).

MonoDevelop

MonoDevelop — 310 cpeaa paspaboTku, BKI04aeMas B cocta Unity. [TaBHas 3agava
MonoDevelop — 6bITb TEKCTOBBIM PEIAKTOPOM, B KOTOPOM BbI ITUIIIETE CBOM CIIEHAPU;
OJIHAKO OHa 06JIalaeT HEKOTOPLIMU MOJIE3HBIMU CBOMCTBAMM, KOTOPbIE MOTYT YIIPO-
CTUTH TPOrPAMMUPOBAHUE.

Ecsin mBaskapl MeJIKHYTh Ha J1060M (aiisie crienapust B mpoekte, Unity oTkpoer pe-
JAKTOp, yKa3aHHbIl B HacTpoiikax. [lo ymosyanuio TakuMm pelakTOpoOM SBJsETCS
MonoDevelop, oaHako Bbl MOKeTe yKa3aTh B HACTPOiKax Ji000ii APyroil TeKCTOBbII
PENaKTop 10 CBOEMY YCMOTPEHHUIO.

Unity aBroMaTuyecku 0oOHOBUT IIpoeKT B MonoDevelop, BK/IoUaroNnmii clieHapuu us
Balllero MPoeKTa, U CKOMITUJANPYET Koz 1Tocse Bo3paTa B Unity. To o3HayaeT, 4ToO BaM
JIOCTATOYHO MPOCTO OTPEIAKTUPOBATH CIICHAPUI, COXPAaHUTH U3MEHEHUS ¥ BEPHYTHCS
B penakTop Unity.
MonoDevelop obmagaer HeCKOIBKUMH TOJE3HBIMI OCOOEHHOCTSIMH, TIOMOTAIONIIMI
9KOHOMMUTD BPEeMsI.

[AononHeHue kKoaa

Ecir B MonoDevelop Haxarh komGuHanuio Ctrl-Space (va PC u Mac), To 0TKpoeT-
Cs1 BCILTTBIBAIOIIEE OKHO CO CITMCKOM BO3MOKHBIX BAaDUAHTOB JOTIOJTHEHUST BBEJIEHHOTO
KOJIa; HAIIPUMEP, €CJIN BbI YK€ Hamedatagu MOJOBUHY MMeHH Kiacca, MonoDevelop
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MPEJUIOKUT IOTMOTHUTE ero. HaxknMaiite KIaBUIIHN €O CTPENKAMU BBEPX U BHU3, YTOODI
BBIOPATH HYKHBIN BApUAHT U3 CTIHCKA, a 3aTeM HAKMUTE KIaBuIny Enter, 4To6br mpu-
HSTb 9TOT BapUaHT.

PedakTopuHr

Ecin naxats komGuHaiuio Alt-Enter (Option-Enter B Mac), MonoDevelop npemosxur
ABTOMATUYE€CKU BbITIOJHUTH HEKOTOPbIE 3a/la4yH, CBA3aHHbIE C HpaBKOfI NCXOAHOI'O
Kojia. B umciio aTux 3a1au BXOAAT: J06aBIEHUE U yIaJeHe CKOOOK BOKPYT KOHCTPYK-
Uil 1f, aBTOMaTHYECKOE 3aII0JHEHIE METOK case B KOHCTPYKIIUAX switch niu pasbu-
eHUEe OJTHON MHCTPYKIUU OOBSIBJICHUS TIEPEMEHHON ¢ TIPHCBaMBAHUEM Ha JIBE CTPOKH.

Cé6opka

Unity aBTOMaTnueckn CKOMIIJINPYET Balll KOJ MOCIe Bo3BpaTa B pepaktop. OmxHAKO
ecau Haxkath komOuHaimo Command-B (F7 Ha PC), Bech Koj OyieT CKOMITMIMPOBAH
B MonoDevelop. Daiiibl, HOMTyYUBIITHECS IPU 3TOM, He OYIYT UCIIOIb30BATHCSI B UTPE,
HO TaK Bbl CMOXKeTe YOeUThCs B OTCYTCTBUU ONMTMOOK KOMITUJISIIUHY, TTPEK/IE YeM Bep-
HyTbesa B Unity.

NrpoBbie 06beKTbl, KOMMNOHEHTbI U CLleHapum

Crienst B Unity cocTosit U3 uzposvix 06pexmos. Camu 110 cebe 9TH 00bEKThI HEBU/IMBI
U He 06/1a/IA10T HIYeM, KpoMe NMeHH. VIX TIOBeieH e OTIPEETSIETCST KOMNOHEHMAM.

KoMIOHEHTBI — 3TO CTPOUTENbHBIE OJOKH UTPBI, 1 BCE, YTO BBl BUUTE B UHCIIEKTOPE,
3TO W €CThb KOMIOHEHTBI. Pa3Hble KOMIIOHEHTBI OTBEYAIOT 32 PA3HbIE ACTIEKThI; HATIPU-
Mep, Busyasnusatopbl Mereii (Mesh Renderers) oro6paskaior tpexmeprbie Meti (ceT-
K1), a uctounnku 3Byka (Audio Sources) BocrpousBogsar 3syku. ClieHapuu, KOTOpbIe
BbI ITUIIIETE, TOKE SIBJISIOTCS KOMIIOHEHTAMU.

Yr00bI CO3aTh CIIEHAPHIL, HYKHO:

1. Coszdamv pecypc cuenapus. OTKpbITh MeHIO Assets (Pecypcebl) 1 BBIOPATh IYHKT
Create » Script » C# Script (Cosnats » Crienapuii » Ciienapuii va C#).

2. Ipuceoumsv ums pecypcy cuenapus. B narmke, BIOpanHoil B 06o3peBaresie MpoeKTa,
MOSIBUTCS HOBBI CIIEHAPUH € YKa3aHHBIM BAMU HMEHEM.

3. Meaxcov wenxnymo na pecypce cuyenapus. ClieHapuil OTKPOETCs B PeJaKTOPe ClieHa-
PHEB, POJIb KOTOPOro 1o ymoJdanuio urpaer MonoDevelop. BobiuHcTBO Banmmmx
clieHapyeB OYyT BBITJISAETh IPUMEPHO TAK:

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

public class AlienSpaceship : MonoBehaviour { @

// Wcnonb3yilTe 3TOT MeTOh ANA MHWALMANU3ALUU
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o

2}

void Start () { @
}

// MeTon Update BbibiBaeTCA OfMH pa3 nepes oTobpaxeHWeM Kaxaoro kaapa
void Update () { ©

}

Nwms kmacca, B ranHOM ciydae AlienSpaceship, I0/5KHO COBTIA/IaTh ¢ UMeHeM aii-
Jla pecypca.

ODymukius Start BeI3bIBaeTCs Hepes IepBbiM Bbi30BoM (yukiuu Update. Cioza Bb
MO’KeTe TIOMeCTUTD KOJl, MHUITMATU3UPYIONIUH TepeMeHHbIe, 3arpy Kalolnii XpaHu-
MbI€e MPEeATIOYTEHNST UM BBITTOJIHSIIONINI HACTPOIKY APYTUX ClleHapheB U UTPOBBIX
0OBEKTOB.

ODyHukiust Update BBI3BIBACTCS TIepell 0OTOOpakeHHeM Kask1oro Kajapa. Cioa MOKHO
BKJIOUUTD KOJI, OTBEUAOIINI HA BBOJI TI0JIb30BATEIsT, 3AIIYCKAIOIINI IPyTHE CIICHA-
PUM WU [IepeMENaonyii 00bEKThbI, TO €CTh YIPABASIONIMNA TPOUCXOASIUME CO-
OBITUAMU.

Bbr MoskeTe OBITH 3HAKOMBI C TAKUM TOHSITHEM, KaK KOHCMPYKMOP U3 Opyeux cped
paspabomxu. B Unity BaM He IPUAETCS IIUCATh CBOU KOHCTPYKTOPBI [JIsI KIIACCOB, HA-
cJieTy 01X MonoBehaviour, TOTOMY 4TO KOHCTPYHPOBaHIE 0OEKTOB OCYIIECTBIISIETCST
camuM gBrkKoM Unity, 1 He Bcera B TOT MOMEHT, KOTOPBII BbI cunTaeTe HanboJee
HOJXOSIINM JIJIS 9TOTO.

Pecypcoi ciienapues B Unity dakTideckn HUUEro He JeJIaioT camMi 110 cebe — UX Ko/ He
3aIlyCKaeTcs, II0Ka OHU He OYAyT MOAKI0UeHbl K urpoBoMy o0bekTy (puc. 3.1). Cyuie-
CTBYET J[Ba OCHOBHBIX CITOCO0A TTOAKIIOYEH ST CIIEHAPHUS K UTPOBOMY 0OBEKTY:

1.

Ilepemaugums mviuvio pecypc cuenapus na uzposoil obvexm. JIJis 9T0ro MOKHO HC-
mosb30BaTh naHes b Inspector (MucnexTop) nan Hierarchy (Mepapxwust).

C nomowpro menro Component (Komnonenm). HaiitTu Bce ciieHapuu, UMEIONUECS
B IIpoeKTe, MOXKHO B MeHIo Component » Scripts (Kommonent » Ciienapun).

IToCKOJIbKY ClieHApWH, MOAK/IIOYEHHbIE K UTPOBBIM OObeKkTaM, pegakrop Unity oro-
OpaskaeT B BHE KOMIIOHEHTOB, Y BaC €CThb BO3MOKHOCTb OIPENEIATh B CIIEHAPUIX
CBOWCTBA, JIOCTYIHbIE [IJId PEaKTUPOBAHUSA B MHCIEKTope. /[ 3TOro A0CTaTOYHO
OIIPEIENINTh B CBOEM ClIeHApUK OOIIeOCTYIIHbIE IepeMeHHble. Bee nepeMennbie, 00b-
sIBJIEHHBIE 001IeI0CTYIHBIMU, OYIYT 0TOOPAkKaThCsl B MHCIIEKTOPE; IEPEMEHHbIE TAKKE
MOKHO OOBSBJIATH IIPUBATHBIMIL.

public class AlienSpaceship : MonoBehaviour {
public string shipName;

// B uHcnekTope noasutcA none "Ship Name",
// BOCTynHoe AnA pefakTUpoBaHMUA
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©inspector |G
@ |Player | [ Static =
Tag [(Untagged +] Layer [ Default Y|
¥ .~ Transform &,
Position X1.01481|Y |3.32072| Z 0.73986
Rotation X0 Y |0 Z0
Scale X |1 Y |1 Z|1
¥ || @ Player Movement (Script) [ %
Script .. PlayerMovement 1o
St :
Jump Height 1

Puc. 3.1. B uHcnekTope ¢ MHdopMaumein 06 UrpoBoM 06bEKTE MOXXHO BUIETD,
YTO K 3TOMYy 06bEKTY NMOAK/IIOYEH KOMMOHEHT CO cLeHapueM «PlayerMovement»

MUHcnekTop

[Mocste MOAKITIOYEHNST CIIEHAPUST K UTPOBOMY OOBEKTY OH TIOSIBUTCS B HHCIIEKTOPE, €CITN
BBIOPATH 3TOT 06BeKT. Unity aBTOMATIYECKH 0TOOPA3UT BCe OOTIETOCTYTTHBIE TEPEMEH-
HBIE B TIOPSIZIKE UX OODBSIBIEHUS B KOTIE.

Taxyke B MHCIEKTOPE MOABATCSA MPUBATHBIE MepeMeHHbie (0OBABICHHbBIE CO CIIEIH-
dburaropoM private), umenomue arpudyr [SerializeField]. D10 ymo6HO, Korga
TpebyeTcs, 4To6bI osie GBIJIO JOCTYITHO B MHCIIEKTOPE, HO HEJOCTYITHO IPYTHM CIie-
HaPWIM.

Otobpaskas UMeHa TIepeMeHHBIX B MHCIIEKTope, pegakTop Unity 3aMeHseT mepBylo
OyKBY B MMeHU OYKBOW BEPXHEIrO PErMCTpa, a nepeil Kaxaoii nocjaeayoiei GyKBoii
BEPXHEro peructpa Beraslisier mpobes. Hapumep, nepementas shipName Gyner oto-
GpakaTbesi B peslakTope kKak «Ship Name».

KoMnoOHeHTbI

ClieHapuu UMEIOT JOCTYII K PasHbIM KOMIIOHEHTaM, IPUCYTCTBYIOIUM B UTPOBOM 00b-
ekte. /[y aToro ncnomb3yeTcst MeTo]1 GetComponent.

// nony4uTb KOMMOHEHT Animator 3Toro obbekTa, ec/iu umeeTcsA
var animator = GetComponent<Animator>();

Taxyke MOKHO BBI3bIBATh METOJI GetComponent JPYIUX UIPOBBIX 0OBEKTOB, YTOOBI 110~
JIYUYUTH KOMITOHEHTBHI, TIOJKJTIOUECHHBIE K HUM.

AHaJIOTNYHO MOKHO [oJIy4aTb KOMIIOHEHTBI, IIOJAKJIIOYEHHbIE K POAUTE/JIbCKUM WU
JOYEPHUM 06"beKT8.M, UCIIONIb3Yys1 MeTonbl GetComponentInParent u GetComponent
InChildren.
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Ba)xHble MeTOAbI

KJiacc MonoBehaviours nMeeT HECKOJIBKO METOI0B, 0COOCHHO BaXKHBIX /IS Unity. 9tn
METO/IbI BbI3bIBAIOTCA B paSHbIe MOMECHTBI B T€YCHUEC JKU3HCHHOTO ITNKJIa KOMIIOHEH-
Ta U 1ITO3BOJIAIOT BBIIIOJTHUTDH Hy}I{HI)Ie I[Gf/iCTBI/IF[ B Hy}KHI)Ie MOMECHTDI. B 3TOM pa3z:[ene
Hepe‘{I/ICJIHIOTCH METO/Ibl B HOpH[[Ke HX BbI30Ba.

Awake n OnEnable

Mertoj Awake BbI3BIBAETCS Cpa3y HOCJIE CO3MAHKS dK3EMILIIpa 0ObeKTa B ClieHe, U 9TO
nepBasi BO3MOKHOCTD BBITIOJIHUTH KOJI B CBOEM ClleHAapUU. Awake BBI3BIBAETCS TOJIBKO
O/IUH Pa3 Ha MPOTSIKEHUM BCETrO BPEMEHU JKU3HU IK3EMILISIPA.

MGTOI_I OnEnable, HaITpOTUB, BbI3bIBACTCA BCSIKUIA Pas3, Koraa 9K3EeMILJIAPD BKJIKOYAECTCA.

Start

MeTtoz Start BEI3BIBAETCSI HEITOCPEACTBEHHO Tepes TIEPBEIM BBEI30BOM MeTofa Update
0OBEKTA.

Start u Awake

Bbl MOJKeTE 3a/1aThCsl BOIIPOCOM, TI0YEMY €CTh JIBE BO3MOKHOCTH JIJIsi HACTPOHKH 00b-
ekrta: Awake 1 Start. He o3Ha4aeT i 9T0 B KOHEYHOM MTOTE, YTO JJIst 9TOM 1[eJTU MOKHO
BBIOpATh JIF00O0IT U3 METOJIOB Hayra?

B neiictBuTeIbHOCTH JIJISI TAKOTO pasjie/ieHust ecTh Beckas rnpudunna. Korma 3amycka-
€TCs HOBad CIIEHA, BBI3BIBAIOTCA METO/bI Awake 1 Start BCeX IIPUCYTCTBYIOIUX B Hen
00bexToB. OQHAKO Kpaiiie BaxHO, uToObl Unity yI0CTOBEPUIIC, YTO [EPE]] BbI30BOM
J1060T0 U3 METO/I0B Start 3aBepIIaTcs BbI30BbI METO/I0B Awake Bcex 0OBEKTOB.

ITO 03HAYAET, YTO JIOOBIE OIIEePAIK, BLIIOJHIEMbIE B METOJaX Awake, rapaHTHPOBAHHO
Oy/IyT 3aBepIIEHbl K MOMEHTY BbI30Ba MeTO/Ia Start Jiro60oro o0bekTa. ITO YI0OHO, Ha-
puMep, Korjia B 00beKTe A UMeeTCst ToJIe, UCIOIb3yeMoe 00beKTOM B:

// B daitne c umeHem ObjectA.cs
class ObjectA : MonoBehaviour {

// TNepemeHHasA, ucnonblyemasa APYruUM cCLeHapuem
public Animator animator;

void Awake() {
animator = GetComponent<Animator>();

// B daitne ¢ umeHem ObjectB.cs
class ObjectB : MonoBehaviour {



34 FnaBa 3. BoinonHeHve cueHapues B Unity

// TNopaxnwyeHne K cueHapuiw ObjectA
public ObjectA someObject;

void Awake() {
// NpoBepuTb, WHUUManU3uMpoBan nu someObject csow
// nepemeHHyw 'animator’
bool hasAnimator = someObject.animator == null;

// BbiBegeT 'true' wnu 'false' B 3aBUCMMOCTM OT OYEpPEHOCTM
// co3paHua obbekToB

Debug.Log("Awake: " + hasAnimator.ToString());

void Start() {
// TMpoBepuTb, WHUUMaAnNU3upoBan nu someObject csow
// nepemeHHyw 'animator’
bool hasAnimator = someObject.animator == null;

// *Bcerpa* 6ypeT BbBOAMTbL 'true’
Debug.Log("Start: " + hasAnimator.ToString());

B sToM npuMepe ciieHapuii ObjectA HaXOAUTCS B 00BEKTE, KOTOPBII TaK/KE HMEET MO/I-
KJTFOUEHHBIN KOMITIOHEHT Animator. (B maHHOM mpumepe aTOT KOMIOHEHT HUYEro He
JIeJIaeT, ¥ BMECTO HEro ¢ TaKUM K€ YCIIEXOM MOKHO ObLIO Obl MCIIOJIBb30BaTh JIIOOOI
npyroii kommonent.) CrieHapuii ObjectB HacTpamBaeTcs TaK, YTO €ro IMepeMeHHas
someObject cchlaercst Ha 0OBEKT, CojlepsKallnii clieHapuii ObjectA.

Korma criena 3aIlyCKaeTcs, CHeHapI/IfI ObjectB aBax /bl BLIBOAUT cooblieHme — Hemeﬁ
pas B MeToze Awake U BTOPOIT pas B MeToje Start. B o6oux ciyuasx OH cpaBHUBAET
noJie animator cBoell epeMennoil someObject co 3HadeHueM null u 110 pesyJibraTaM
CpaBHEHMS BBIBOJAUT «true» uin «false».

Ecou BBI 3amycTuTe aTOT IPUMEP, IEPBOE COOBIIEHNE, KOTOPOE BBIBEAET METO/ Awake
B clieHapuu ObjectB, OyzeT «trues uin «false», B 3aBUCUMOCTH OT OYEpPETHOCTH BbI-
30Ba METO/I0B Awake 9THX JIBYX clieHapueB. (Eciu Bpy4HyIo IBHO He OIIpe/Ie/INTD O4e-
PeHOCTD BbI30BA, 3apaHee HEBO3MOXKHO IIPeAyraiaTh, KaKoil clieHapuil 3allyCcTUTCs
TIEePBBIM. )

Opxnako BTOPBIM C006LueH1/IeM, KOTOpOE BBIBOAUT MeTOJL Start B ObjectB, zapanmupo-
BAMHO 6yaeT «true». D10 00BSACHIETCA TEM, UYTO B MOMEHT 3allyCcKa CI[eHbl Bce 0OBEKTHI,
MIPUCYTCTBYIOIINE B HEll, CHayasIa BBIIIOJIHAT CBOU METO/IbI Awake, U TOJIbKO IIOCJIe 3TOTO
6yaeT BBI3BaH TEPBbIIT METOJ] Start.

Update u LateUpdate

Mertoz Update BBIBBIBAETCS IS KAsKAOTO Kaapa, OKA aKTHBHBI KOMIIOHEHT U OOBEKT,
K KOTOPOMY TIOJIKJIOYEH CIICHAPUIA.
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Mertozbl Update MOJKHBI BBITOTHSITE CBOIO PAGOTY MAKCHMAIBHO OBICTPO, TOTOMY YTO
BBI3BIBAIOTCA /LIS KayK/I0T0 Kajpa. Eciu B MeTojie Update oprann3oBaTh BbIIIOJHEHUE
HPOJIOJIKUTENLHBIX OTIEPALM, 9TO 3aMeJIUT PaboTy Beell Urpsl. [1Jist BBINOIHEH S IIPO-
JIOJKUTEIbHBIX OlIePalivii CiIeyeT UCII0JIb30BaTh COIPOrpaMMBl (coroutine), KOTopble
OIMCBIBAIOT B CJIE/LYIONIEM pasjielie.

Unity BwI3bIBaeT MeTO/bI Update BO BcexX clieHApHsIX, UMeONUX ero. Besen 3a aTum
BBI3BIBAIOTCST METO/IbI LateUpdate BO Bcex ciieHapusix, nuMeronux ero. Merto/pr Update
" LateUpdate cBsI3aHbBI TTOXOKMMH OTHOIIIEHUSIMU, YTO U METOJ/IbI Awake 1 Start: HUKa-
KOIi 13 MeTo/I0B LateUpdate He Gy/IeT BBI3BaH, TIOKa HE BBITIOJIHSTCS BCe METO/bI Update.

ITO MOKET IIPUTOAUTHCS [JIs1 BHIIOIHEHNS JeHCTBUIA, 3aBUCALINX OT PE3Y/IBTATOB OIIe-
paiuii, KOTOpbIE BBIIOJHAIOTCS B MeToax Update HEKOTODPBIX APYTUX OOBEKTOB. 3a-
paHee HeJb3s MPeJACcKa3aTh, KAKONH M3 MeTo0B Update BBIIOIHUTCS HEPBBIM; HO KO/
B MeTojle LateUpdate rapaHTUpPOBaHHO GY/IET BBIIOJIHEH [IOCJE 3aBEPIICHUS METOLOB
Update Bcex 00bEKTOB.

Kpome metosa Update MOKHO Tak:ke MCIOJB30BaTh MeTO/ FixedUpdate. B oTimmumne
OT Update, KOTOPBIH BBI3BIBAETCS OJWH pa3 JJIsl KaKI0TO Kajipa, MeTo/l FixedUpdate
BBI3BIBACTCS (QPUKCUPOBAHHOE YNUCJIO Pa3 B CCKYH/LY. ITO MOKET IIPUTOAUTHCS JIJIS pe-
anuzanuy hU3nIeCcKux siBJIeHNN, KOTa HEKOTOPbIE OTI€PAIUH JOJIKHbBI BHITOJIHITHCS
yepes peryJsipHble MHTepPBaJIbl BDEMEHU.

ConporpaMmbl

BoubiuHCTBO (DYHKITHIT BBITIOJIHSIIOT CBOO paboTy U Cpa3y BO3BPAIIAIOT YIIPABJIEHHE.
Ho wnoraa xesnaTesgbHO MPOIOJIKATD BBITIOJIHATH HEKOTOPbIE JACHCTBUS B TeUCHHE JIJIU-
TEJILHOTO BpeMeHu. Harpumep, eciiu HyKHO TIepeMecTUTh OObEKT U3 O[HON TOUYKU B IPY-
Y10, TAKOE €T0 IBUKEHUE JIOJIKHO IIPOIOJIKATLCS Ha IIPOTSKEHUH HECKOJIBKUX Ka/[POB.

Conpoepamma (coroutine) — aTo HYHKIMS, KOTOPAS BBITOJHIETCS Ha TTPOTSKEHUH He-
CKOJIBKUX KapoB. UTOOBI CO3/IaTh COMPOrPAMMY, IIPEKIE HYKHO OOBSIBUTD METOI, BO3-
BpalaoImuii 3HaueHue Tuna IEnumerator:

IEnumerator MoveObject() {

}

U UCIOJIb30BaTh B HEM KOHCTPYKIMIO yield return 1y BpeMeHHOW TTPUOCTAaHOBKH,
4TOOBI IATh BOBMOXKHOCTD BBITIOJIHUTHCST OCTAIbHON urpe. Hampumep, BOT Kak MOKHO
OPraHu30BaTh MepeMelieHne 00beKTa BIIePel Ha ONPE/IEIEHHOE PACCTOSTHIE B KaKIOM
Kamapel:

IEnumerator MoveObject() {
// BecKoHe4Hblih uuKn
while (true) {

! Ha camoM jiesie 3T0 He Jiydllee PellleHre 110 [PUYNHAM, 0ObsCHIEMbIM B pasjiese «Bpems

B ClleHapusgaX» B KOHIE 3TOI TJIaBbl, HO OHO HATrJIAAAHO JIEMOHCTPUPYET CaMy U/IEI0.
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transform.Translate(0,1,0); // nepemewaTtb Ha 1 efuHuuy no ocu Y
// B Kaxaom kappe

yield return null; // xpaTb HacTynneHusa cnepywwero kKagpa

Vcnionb3yst GeckoHeuHbl UK (Kak while (true) B NpeAbIAyINeM IIPUMepPe), Bbl
Q0NCHYL BBI3BIBATH KOHCTPYKIMIO yield return B HeM. B IpOTUBHOM ciiydae Takoii
IIIKJI He IaCT BO3MOXKHOCTH BBIIIOJTHUTBCS HIKAaKOMY /IPYroMy Koy B Bateli urpe. Tak
\ KaK KO/l UT'PbI BbITTOJTHAeTCss BHYTpH Unity, BbI pricKyeTe «rosecutb> Unity, ecin Bbl-

IIo/IHEHHE ﬂOﬂﬂeT J10 TaKOI'O HUKJIA. Ecmato CJIYYUTCAA, BaM ITPpUAETCA NPUHY/IUTEJIbHO
3aBEPUINTD Unity, YTO MOJKET IIPUBECTU K ITOTEPE HECOXPAaHEHHDIX /lTaHHbIX.

Konctpyxkius yield return BpeMEHHO MPHOCTAHABIMBAET BBHITIOTHEHWE (DYHKIINM.
Unity aBroMaTU4ecKu BO30OHOBUT ee paboTy Mo3/Hee, HO K02da 9TO TPOU30UIET, 3a-
BUCUT OT 3HAYEHU:I, BO3BpAIaeMoro yield return.

Hanpuwmep:
yield return null
IIPUOCTAaHOBUT BBITTIOJTHEHWE 1O CJAEAYIOMIETO KaJapa;
yield return new WaitForSeconds(3)
IIPUOCTAaHOBUT BBIITOJIHEHWE Ha TPU CEKYH/IbI;
yield return new WaitUntil(() => this.someVariable == true)

IIPUOCTAHOBUT BBIIOJIHEHNE 10 MOMEHTa, KOrja IiepeMeHHas someVariable moayuur
3HaueHue true; BMECTO KOHCTAHT true U false Takyke MOKHO MCIIOJIb30BaTh JIIOObIE
BbIpaskeHU, Bo3Bpalawluue true niu false.

OcTaHOBUTH COMPOTPAMMY MOKHO KOHCTPYKITHeEH yield break:

// HemeANeHHO OCTaHOBUT COMpPOrpammy
yield break;

KPOMG TOTO, COIPOTrPpaMMbl aBTOMaTH4Y€CKN OCTaHaBJIMBAIOTCA, KOT/la BBIIIOJIHEHWE
JOCTUTAET KOHIa MeToJa.

CosznaB QyHKIUIO CONTPOrPaMMBbI, ee MOKHO 3a1tycTuTh. Ho 17151 atoro dyHkimg cornpo-
rpaMMBbl JI0JKHA BBI3BIBATBHCS HE HAIIPSMYIO, a TTocpeaicTBOM (hyHKIIUK StartCoroutine:

StartCoroutine(MoveObject());

ITOT BBI30B 3AIYCTUT CONIPOTPAMMY, KOTOPas MPOAOJIKUT BBITTOJIHATECS, TOKA He J0-
CTUTHET KOHCTPYKIINU yield break mim KOHIIa METOZA.
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Kpome 00bIuHbIX 3HAUEHUIT B KOHCTPYKIMHU yield return MOKHO TaKsKe yKasaTb Apy-
ryio corporpammy. B aTom cirydae Bbi3biBalomias corporpamMmma OyieT sK1aTh, IoKa He
3aBEPLINTCA BbI3BalHasd €10 COIporpamMma.

ConporpaMMy MOXKHO OCTAaHOBUTD U3BHE. /{151 9TOr0 HY;KHO COXPAaHUTDb CChLJIKY Ha 3HA-
4JeHue, Bo3BpalaeMoe MeToZoM StartCoroutine, u B Hy;KHbH‘/’I MOMEHT II€pe/laTh €ro
B BbI30B MeTo/1a StopCoroutine:

Coroutine myCoroutine = StartCoroutine(MyCoroutine());
// ... nosgHee

StopCoroutine(myCoroutine);

Co3aaHue M YHUUTOXKEeHUEe 06beKTOB

CymectByer jiBa criocoba co3nanust 00beKTOB B TeueHre Urpbl. [lepBblit — co31aTh 1my-
CTOIl UIPOBOM OOBEKT M MOAKIIOYUTH K HEMY KOMIIOHEHTBI IIPOIPAMMHBIM CIIOCOOOM;
BTOPOU 3aKJIIOYAETCS B CO3/IAHUHN KOTIUU UMEIOIIET0CsT 00beKTa (HA3bIBAETCSI CO30AHUCM
aksemnisipa). Bropoit MeTo1 TIo/Ib3yeTcst GOJIBIIEN TOTYJISTPHOCTEIO, IOTOMY YTO BCE He-
06XO0IMMOE MOJKHO CJIEJTIaTh OJTHON CTPOKOI Kojia. MbI paCCMOTPHM 3TOT CIIOCO0 MEPBHIM.

O6'beKTbI, CO3/1aBa€MbI€ B PEKUME ITPOUTPBIBAHN A, NCYE3AIOT TTOCJI€ OCTAHOBKU UT'PBI.
Ecan Bam HYJXKHO, 4TOOBI OHU COXPaHAJNCD, BBIIIOJIHUTE CJIEAYIONE ZleIL/IICTBI/IFI.

1. BoiGepure 0GbEKTBI LIS COXPAHEHUSI.

2. Cronmmpyiite ux B 6ydep obmena, naxkas Command-C (Ctrl-C Ha PC) win oTKpbIB
menio Edit (ITpaska) u Bei6pas mynkt Copy (KomupoBsaTs).

3. [TokuneTe PEXUM ITPOUTPBIBAHU . O6'beKTBI NCYE3HYT U3 CIICHDbI.

4. Berasbre ux, Haska kom6uHaio Command-V (Ctrl-V va PC) uiu otkpbiB meHto Edit
(ITpaBka) u BbiOpaB 1yHKT Paste (BcraButb). OGbEKTHI BHOBD HOSIBSTCS; TENEPD
C HUMHU MOKHO paboTaTh B PEKUME PEJAKTUPOBAHUA KaK OOBIYHO.

KonupoBaHue

[Tox cosmannem ax3eMiuisipa o6bekta B Unity mogipasymMeBaeTcst KOMUpoBaHue Cyiie-
CTBYIOIIETO OOBEKTA CO BCEMU €r0 KOMIIOHEHTAMM, JOY€PHUME OOBEKTAMU U UX KOM-
HOHEHTaMU. ITO 0COOEHHO YA0OHO, KOTIa KOIUPYEMbIil 00beKT ABJISeTCs IabJOHHBIM
(prefab). IIa6oHHbBIE 0OBEKTBI — 9TO OOBEKTDI, OJATOTOBJEHHbIE 3apaHee U XPaHIIN-
ecst B BUJIE PECYPCOB. DTO 03HAYAET, YTO MOKHO CO3/1aTh OJIIH MIabJIOH 0OBEKTA, a 3aTEM
CO3/IaTh U3 HETO MHOKECTBO KOMUI B Pa3HBIX CI[CHAX.

Co31arb KOIIUIO 00BEKTA MOKHO C IIOMOIIBIO MeToZa Instantiate:

public GameObject myPrefab;

void Start() {
// Co3paTb HOBYyW Konuw obbekTa myPrefab
// v nNoMecTUTb ero B Ty Xe Mo3uuuiw, rae Haxoautca obbekT this



38 FnaBa 3. BuinonHeHye cleHapves B Unity

var newObject = (GameObject)Instantiate(myPrefab);

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

Meron Instantiate BosBparaeT 3HaveHme THIA Object, e GameObject. UToOBI Hc-
\ ITOJTb30BATh €T0 KaK 9K3eMIIIIp GameObject, Tpe6yeTCH BBITIOJTHUTD IIpUBEEHNE TUIIA.

Co3pnaHue o6bekTa € Hyns

Jlpyroii crioco6 co3nanust 00bEKTOB — KOHCTPYUPOBAHUE UX BPYUHYIO B TPOTPAMMHOM
kojie. [lJist 5TOro Mpesk/ie BCEro HYKHO ¢ MOMOIIBIO KJII0UEBOrO CJI0BA hew CKOHCTPYH-
POBaTh HOBBIIA HK3eMILISIP GameObject, a 3aTeM JOOABUTD B HETO KOMIIOHEHTBI BEI30BOM
meTozia AddComponent.

// Co34aTb HOBbIi UrpoBOil 06bLEKT; OH MOSBUTCHA B Mepapxuu
// nop wmeHem "My New GameObject"
var newObject = new GameObject("My New GameObject");

// Do6baBuTb B Hero HoBbli KOMMOHeHT SpriteRenderer
var renderer = newObject.AddComponent<SpriteRenderer>();

// OnpepenuTb CnpaiT, KOTOPLIA AOMXEH oTobpaxaTb HoBbiW SpriteRenderer
renderer.sprite = myAwesomeSprite;

Mertoz AddComponent IpMHUMAET MapaMeTp THIIA KOMIIOHEHTa, KOTOPhIN BBl XOTUTE
n06aBuUTh. BBl MOKeTe epeaTh B 9TOM MapaMeTpe 000l K1ace, HaceLyIouii K1ace
Component, 1 €ro 9K3eMILIsIp OyaeT J06aBIeH.

YHUUTOXXEeHue 06beKToB

Merton Destroy yaansier 00beKT U3 ciiehbl. OOpaTiTe BHUMAHUE — MBI HE TOBOPUM
uzposoil 06vexm, Mbl TOBOpUM 00sekm! Metos Destroy yansieT u UrpoBbie OObEKTHI,
11 KOMIIOHEHTBHI.

Yro6b! yIauTh 0OGHEKT U3 CIIEHBI, BLI3OBHUTE €T0 METOJIOM Destroy:

// YBanuTb UrpoBoil 06bEKT, K KOTOPOMY MOAK/KWYEH [AaHHbI CLEHapuii
Destroy(this.gameObject);

MGTOZI Destroy pa60TaeT 1 C KOMIIOHEHTaMH, U C UTPOBbIMUA o0beKTaMu.

Ecai B BBI30B Destroy nepesiaTh CCBIIKY this, KOTOpast cChLIaeTCs: Ha KOMNOHEHM me-
\ Kyuiezo cyenapus, OH yIaaIuT He UTPOBON 00BEKT, a KOMIIOHEHT € JIaHHBIM CIIEHAPUEM,

HOJKJIIOYEHHBIIT K UTPOBOMY 00beKTy. VIrpoBoii 0ObEKT OCTAHETCSI B CIIEHE, HO yiKe
6e3 IAHHOTO CIIeHAPYISL.
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ATpnbyTbI

Ampubym — 510 parmMeHT WHOOPMALINH, KOTOPbIII MOKHO ITPUCOEIUHUTD K KJIACCY,
nepeMeHHOU uim Metoy. Unity orpesiesisieT HeCKOJBKO MOJIE3HBIX aTPUOYTOB, BJIHSI-
IOIIMX HA TIOBEJIEHUE KJIACCOB WU OMPEAETISIIONINX 0COOEHHOCTH TIPE/ICTABIEHIS B Pe-
JIAKTOPE.

RequireComponent

AtpubyTt RequireComponent, KOrjia OH MPUCOEIUHEH K KJaccy, coobiaer Unity, 4To
JUIST TIOMKJTIOYEHHUST CIIeHAPHST TPeGYeTCsT HATMYKE IPYTOTO KOMIOHEHTA. JTO MOXKET
MPUTOMTHCS, KOTJA CIEHAPUI UMEET CMBIC, TOJBKO KOT[a K OOBEKTY MOAKIIOUEH
KOMIIOHEHT yKa3aHHOTOo Tura. Harnpumep, eciu Ball clieHapuil u3MeHsieT HaCTPONKU
KOMIIOHEeHTa Animator, ¥MeeT CMbICJ HOTpeboBaTh HaJUYMs KOMIIOHEHTa Animator
nepes OoJIKJII0YeHNeM ClleHapus.

Tun TpedyeMoro KOMITOHEHTa [IepeIaeTcs B apaMeTpe, HarpruMep:

[RequireComponent (typeof(Animator))]

class ClassThatRequiresAnAnimator : MonoBehaviour {
// 3TOoT Kknacc TpebyeT npefBapuUTe/IbHOrO MOAK/IHYEHUA KOMMOHEeHTa
// Animator k urpoBomy o06bekTy GameObject

Ec/iu 11onbITaThest MOAKIIIOUUTE K UTPOBOMY OOBEKTY CIIEHAPUil, KOTOPBIH Tpebyer
HaJIN4Msl HEKOTOPOTO KOMIIOHEHTa, OTCYTCTBYIOIIEro B IaHHbII MoMeHT, Unity aBTo-
MaTHYeCKH J0OABUT 3TOT KOMIIOHEHT.

Header u Space

AtpubyT Header, KoOT/ia IPUCOEMHSIETCS K MOJTH0, 3acTasiisteT Unity BBIBOAUTD YKa3aH-
HYIO HaJIIIUCh HAJ| TIOJIEM B MHCTIEKTOpe. ATpubyT Space JIefCTBYET aHAJIOTMYHO, HO J10-
Gassisiet Trycroe nipoctpancTBo. Oba arpubyra yanoOHO MCIONB30BATD I/ BU3YaIbHOI
OpraHU3aIUK COAEPKUMOTO B MHCIIEKTOPE.

Hampuwmep, va puc. 3.2 mokazaHo, Kak BBITJISIAUT B WHCIIEKTOPE CJAEAYIONNN KOJT:
public class Spaceship : MonoBehaviour {
[Header("Spaceship Info")]
public string name;
public Color color;

[Space]

public int missileCount;
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v ¢ Spaceship (Script) &,
Seript | 1o Spaceship @
Spaceship Info
Name [ |
Color EEe—
Missile Count |0 |

Puc. 3.2. Hagnucy n nycTtble NpocTpaHCTBa B MHCMEKTOpEe

SerializeField n HideInInspector

OO6BIYHO B MHCIIEKTOPE OTOOPAKAIOTCS TOJBKO OOIIEOCTYITHBIE 1T0JIs1 (CO crerduKa-
TOpoM public). OgHaKO OOIIENOCTYIIHbIE IEPEMEHHbIE JOCTYIIHbBI TAKKe APYTUM 00b-
eKTaM, TO eCTh 0OBEKT TepsieT abCOMOTHBIN KOHTPOJIb HaJl CBOMMU AaHubiMu. Ho ecim
00BSIBUTH IIepeMeHHyIo npuBaTHOil (private), Unity He Oyzer oToGpaxarh ee B UH-
CIIEKTOpe.

Y0661 060ITH 9TO OTpaHUUeHIe, T06aBETe aTPUOYT SerializeField mepes IPUBATHBI-
MU IIEPEMEHHBIMU, KOTOPBIE Bl XOTUTE CAEJIATh JOCTYIIHBIMU B UHCIIEKTOPE.

Ecau Bam TpeGyercst o6pamuoe (TO €CTh CKPbITh OOIIEAOCTYITHYIO IEPEMEHHYIO B MH-
criekrope), 100aBbre aTpubyT HideInInspec:

class Monster : MonoBehaviour {

// ToABMTCA B MHCMEKTOpe, MOTOMY 4TO obwenocTynHasa
// LocTynHa Apyrum cueHapusam
public int hitPoints;

// He nosBUTCA B MHCMNeKTope, MOTOMY 4TO MpuBaTHasA
// HepocTynHa Apyrum cueHapuam
private bool isAlive;

// MNoABuUTCA B MHCMNekTope 6narogapa aTtpubyTy SerializeField
// HepocTynHa Apyrum cueHapuam

[SerializeField]

private int magicPoints;

// He nosBuTca B uHCnekTope 6naropapsa aTpubyTy HideInInspector
// DocTynHa ApyruMm cueHapusm

[HideInInspector]

public bool isHostileToPlayer;

ExecuteInEditMode

ITo YMOJTYaHUIO KO/ CIIEHAPUEB BBITIOJHAETCA TOJBKO B PEKHUME TIPOUTPbIBaHUA, TO
€CTb KO/l B BallieM MEeTO/ie Upd ate BBIIIOJIHUTCS TOJIBKO IIOCJIE 3allyCKa UT'PHI.

Opnrako nHOT/A OGBIBAET YAI0GHO MMETH KO, BBITOMHSIONIHIICSA Bee BpeMst. Ecim ato
Balll CJTydaii, 100aBbTe K CBOeMY Kjaccy arpuOyT ExecuteInEditMode.
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JKu3HEeHHBII MK KOMTIOHEHTA B PE;KUMe PeITaKTUPOBAHUS TPOTEKAeT NHAUe, YeM B Pe-
JKMMe IpourpbiBanst. B pexknme pepakruposanust Unity nepepucoBbiBaet ceOst TOMbKO
TOT/IQ, KOT/IA 3TO ACICTBUTEIBHO HEOOXOAMMO, OOBIUHO B OTBET Ha BBO/I I10J1b30BATEIH,
TaKOH KaK IeJTYKH MBIIIBIO. ITO O3HAYaeT, YTO MeTO Update OyIET BBITIOMHATHCS JIUIITH
nspezika. Kpome Toro, corporpamMMbl B 3TOM PeXKUME TeHCTBYIOT He TaK, KaK OXKUIAeTCs.

[Tommmo aToro, BBI HE CMOKeTe BbI3BaTh Destroy B pekuMe PeIaKTHPOBAHUS, TIOTOMY
yto Unity oTkiazibiBaeT hakTruueckoe ynajaeHue 10 cjeayonero kaapa. Bmecro Hero
B PEXKUME PEJAKTHUPOBAHM CJIEYeT BbI3bIBATH METOJ DestroyImmediate, KOTOPBLIit
yaassier 0ObeKT HeMeJIEHHO.

Harpumep, BOT clieHapuii, KOTOPbII yaepKkuBaeT 00beKT BCEraa IOBEPHYTHIM JUIIOM
K IeJIH, JJasKe B PEKUME PEJaKTUPOBAHUS:

[ExecuteInEditMode]
class LookAtTarget : MonoBehaviour {

public Transform target;

void Update() {
// He npoponxaTb, ecnAu HeT uenun
if (target != null) {
return;

}

// ToBepHyTb NIMLUOM K Lenu
transform.LookAt(target);

Eciii OAKIIOUNTD 3TOT clieHapuil K 0ObEKTY U 3almcaTh B €ro nepeMeHHyo target
CCBUIKY Ha JIPYTOil 00BEKT, TIePBbIi 00bEKT GY/IET OBOPAYMBATHCS JIUIIOM K 1[EJIEBOMY
00BEKTY B 060UX PEKUMAX, KaK PEAKTUPOBAHMUSI, TAK U MTPOUTPHIBAHISL.

BpemMsa B cLeHapusx

[ mosrydeHnst nHOOPMAITNY O TEKYIeM BpeMeHH B UTPax MCIOIb3yeTcs Kaace Time.
B sTOM Ki1acce ZOCTYIIHO HECKOJIBKO IIePeMEHHBIX (1 Mbl HACTOSATEIbHO PEKOMEH/LyeM
O3HAKOMUTHCS C €TO OTTHCAHNEM B TOKyMenTarmn'!l), Ho Hanbosree BAKHON 1 9acTO MC-
110JIb3yeMoi siBJisieTcst deltaTime.

Time.deltaTime usMepsieT MHTEPBaJ BpeMEHH, IOTPEOOBABIINIICS HA PHCOBAHIE TIOCTIE/-
HETO KaJipa. Ba’KHO TOHMMATBh, 4TO ATO BPEMST MOKET CUITBHO MEHSTHCS. DTY TIEPEMEHHYTO
MOZKHO MCITOJIb30BATh JIJISI BBITIOJHEHUS JIEHCTBUH, KOTOPBIE JTOJKHBI TPOIOJIKATHCS Ha
MPOTSIKEHUN HECKOJIBKIX KaJIPOB, HO B TEUEHHE OTIPE/ICIEHHOTO OTPE3Ka BPEMEHT.

Borme, B paznesie «ConporpaMMbl» B 9TOH TJ1aBe, IPUBOUIICS TPUMeEp MepeMeleHus
00BEKTA HA OJIHY €IMHUILY PACCTOSIHUS B KAXK/IOM Kajipe. JTO He JIydliiee peleHue, mo-

U https.//docs.unity3d.com/ru/current/Manual/TimeFrameManagement.html.
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TOMY YTO YacTOTa KaJ[POB B CEKYH/Iy MOJKET CYIIeCTBEHHO M3MeHsAThcs. Hampumep,
€cJTM KaMepa HampaBjeHa Ha OTHOCUTEIBbHO TTPOCTOHM yUaCTOK CII€HBI, YaCTOTa KaJPOB
MOZKET OBbITh OU€Hb BHICOKOM, a IIPU 0TOOpaskeHUH BU3YaIbHO (oJIee CII0KHBIX CIIEH Ya-
CTOTa MOJKET TaJlaTh 0 KpaliHe HU3KUX 3HAUYEHWH.

Tak Kak HEBO3MOKHO TapaHTUPOBATH TOCTOSHHYIO YaCTOTY Ka/IpOB, JyUlllee, YTO MOK-
HO CJIeJIaTh, — BKJIIOUUTH B PACYETHI TIepeMeHHYIo Time.deltaTime. DTOT pUEM IIpoIie
0OBSICHUTD HA IPUMEPE:

IEnumerator MoveSmoothly() {
while (true) {

// nepemewaTb Ha 1 eauHuUUy B CeKkyHAY
var movement = 1.0f * Time.deltaTime;

transform.Translate(0, movement, 0);

yield return null;

JXypHanupoBaHue B KOHCOJ1b

Kaxk 6b1710 mokaszano B paszese «Awake u OnEnables Bbitie B 910ii ritase, maoraa yuo0-
HO UMETh BO3MOKHOCTD BBIBOJUTH MH(POPMAIMIO B KOHCOJIb /I HYK/L OTJIAAKNA UK
BBIBOJIA COOOIIEHUT O BOSHUKINUX MPOOIeMax.

[l 3TOrO MOXKHO HUCIIO/IB30BaTh PYHKIMIO Debug. Log. Iloanep:kuBaercs Tpu ypoBHs
JKYPHATMPOBAHUS: HHPOPMAITHS, TIPEAYTPEKIEHIE 1 OMMOKa. Meskay HUMU HeT Hi-
KaKWUX Pasiindanii KpoMe TOTo, 4To (DYHKIMK JJIsT BEIBOJA TIPEAYIPEKACHUNA U OMUGOK
6oJiee 3aMETHBI B KOJIC.

Kpome Debug.Log MOKHO TakKe HCIIOJb30BaTh (PyHKIMIO Debug.LogFormat, KoTopas
II03BOJISIET BHE/IPATDH 3HAUYEHUS B CTPOKY, IIOCHLIIAEMYIO B KOHCOJIb:

Debug.Log("This is an info message!");
Debug.LogWarning("This is a warning message!");

Debug.LogError("This is a warning message!");

Debug.LogFormat("This is an info message! 1 + 1 = {0}", 1+1);

B 3akroueHue

ITporpammuposanue B Unity — kpaiiHe HeOOXOAMMBIN HABbIK, U €CJIM Bbl yMeeTe K-
carb Kof Ha s13bike C# 1 Bi1azieeTe MHCTPYMEHTAMU, UCIIOIBb3YEMBIMHU JIJIs1 3TOTO, BaM
GyIIeT TIPoTIle ¥ WHTEPECHEE CO3/IaBATh CBOU UTPHL.



YACTD I

Co3paHune gpBymepHoOnN
nrpbl «<Konopeuy

C COKpOoBULaAMWN»

Tenepb, 3aKOHYMB HECKOJIbKO OTBfIeYeHHOe n3yyeHume Unity, Mbl BOCNonb3yem-
CA NONyYEeHHbIMM 3HAHVAMM 1 MPUMEHVM UX Ha NpaKTuKe. B aTol n B cnegyto-
el 4acTu Mbl CO34aANM [iBE 3aKOHUYEHHbIe UTPbl C CAMOro Havana.

B cnepytoLlmx HECKONbKUX FaBax Mbl CO34aAUM NPy C GOKOBOW MPOKPYTKOW,
KoTopasi Ha3biBaeTcs Kosiodey ¢ cokposuwamu. B 3Ton nrpe ncnonb3yertcs ABy-
MepHas rpaduika 1 MHOrme BO3MOXKHOCTU $ur3nyeckoro asmkka B Unity, a Tak-
e [JOBOJIbHO MHTEHCMBHO UCMOJb3yeTCA NOACHCTEMA NONb30BaTENbCKOTO WH-
Tepodelica. OTo byaet Beceno!



Hauyano co3pgaHusa urpbl

3uanue nHTepdetica Unity — aTo 0/1HO, a BOT CO3/IaHNE TTIOJTHOTIEHHON UTPBI — COBCEM
apyroe. B aToi1 YacTH KHUTH BBI CMO>KeTe TTPUMEHUTD BCe, UTO Y3HAJIN B IEPBOH YaCTH,
JUTSL CO3/TAaHUS IByMEPHON UTpbl. K KOHILY 9TOI YacTy BbI 3aKOHUUTE CO3AHUE UTPHI
Koznodey ¢ coxposuwyamu (B3ristHyB Ha puc. 4.1, MOXKHO YBUIETD, KAK 9Ta UIPa BBITJIsI-

JIIT).

Puc. 4.1. 3akoH4YeHHas urpa
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Own3aliH urpbl

Nrposoii iportece Konoduya ¢ cokposuusamu nipocteiinmii, ITpoK yIpaBJsieT CiyCKOM
THOMHWKA B KOJIoZlel] Ha BepeBouke. Ha siHe kosoia HaxonsaTces cokposuina. Ciox-
HOCTb B TOM, UTO KOJIOJIEI] HATTOJHEH JIOBYIIKAMH, KOTOPBIE YOUBAIOT THOMUKA, €CJIU OH
KacaeTcs ux.

Jluist Hauasia HapucyeM IpyOblil 9CKI3, HOSICHAIONIII, KaK JI0JI’KHA BBITJISAETh Urpa. Mbl
ncnosb3oBaau st aroro OmniGraffle, otnnuHoe npuIoKeHe It PUCOBaHUS I
TpaMM, HO B JaHHOM CJIy4ae BbI60p WHCTPYMEHTA HE UMEET 6OJIBHJOFO 3Ha4YeHuA — C He-
MEHbIIINM, a UHOTI'/la 1 C 6OJILH_H/IM yCIIeXoM MOKHO UCIIOJIb30BaTh KapaH/Iall 1 6yMary.
ITesib — Kak MOKHO GBICTpPEE MOJYYUTH MPUMEPHOE TPEACTABICHNE O TOM, KaK OyaeT
BBITJISAIET Urpa. Dckus urpbl Kosodey, ¢ cokposuuamu MOKHO YBUIETD Ha puc. 4.2.

- éﬁ ]
é .
J

Puc. 4.2. KoHuenTyanbHbI 3CKU3 Urpbl

> <] [>

¢

OmnpeseuBIIICH C OCHOBHOT H/Ieeil UTPBI, MPUCTYITNM K CO3MAHUI0 0OTIEH apXUTEKTy-
pbr. CHavasa oTpeielnM MepedeHnb BUANMBIX 0OBEKTOB 1 B3AUMOCBSI3H MEXK/TY HUMI.
OnHOBpEMEHHO TIOAyMaeM, Kak OyayT paboTaTh «HEBUAMMBIE» KOMIIOHEHTHI: Kak Oy-
MeT TIPUHUMATHCS BBOJI M KaK BHYTPEHHHUE CPEICTBA YIPaBIeHUsT OYAyT B3anMOIei-
CTBOBATb JIPYT C IPYIOM.

HaKOHeH, HaM TaKKe HYyKHO 1103a60TUTHCA O BHU3YaJIbHbIX 9JIEMEHTaX UI'PHI. M1 o6pa-
TUJINCD K HalIEMY JAPYTY-XY/IOKHUKY U ITOTIPOCUJIN €TI0 HapnCOBAaTb THOMUKOB, CITyCKa-
IOIIMXCA B KOJIOEIL, KOTOprﬁ HaIlOJTHEH OIIaCHbIMU JIOBYIKaAMU. Bﬂaroaapﬂ 9TOMY MbI
TOJIydnJin IpeJACTaBJIEeHUE O TOM, KakK 6leeT BBITJISA/IETH TJIABHBII IIepcoHasK, 1 CMOI'JIN
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OMPE/IETUTH OGN TOH UTPBI: HEXUTPast, HEMHOTO JKECTOKAsA UTPa MYJIBTSIITHOTO BU/IA
C JKQJTHBIMF THOMUKAMU B TJIaBHOH posi. OKOHYATENbHBIN 9CKN3 MOKHO YBH/ETh Ha
puc. 4.3.

Ecan y Bac HeT 3HAKOMOTO XyI05KHUKA, TTONpo0yiiTe Haprcosarh camu! J{ase eciiv Bbi
CYMTAETE, YTO HE YMEETE PUCOBATD, A100ble MBICJH O TOM, Kak OY/eT BBITJISIETh UTPa,
HAMHOTO JIy4llle, YeM UX OTCYTCTBHUE.

Puc. 4.3. KoHuenTyanbHoe nsobpa)keHne rinaBHoro nepcoHaxa

[Tocie OATOTOBKY TIPEABAPUTEIBHOTO AU3aliHa MOKHO IIPUCTYATh K paboTe Haj| pea-
Ji3anueil: kKak Oyer mepeMeIiaTbess THOMUK B UTPe, KaK HaCTPOUTh WHTepdEc st
PabOThI U KaK JIOJKHBI OBITH CBSI3aHBI MEXKY OO0 UTPOBBIE OOHEKTHI.

II]IH yupaBJieHUA ITOJIOKEHNEM THOMHKA B KOJIOAIE UTPOK MOJKET MCIIOJIb30BATh TpU
KHOIIKH: O/lHa YBEJNYMUBACT [IJINHY BEPEBKU, APYyrad YMEHbIIACT, a TPETbS BbI3bIBAET
HUIrpoBO€ MCHIO. Ecim naxatn n YAEPKUBATb KHOIIKY, YAJIUHAIONIYIO BEPEBKY, THOMUK
6y,ueT CITyCKaTbCd B KOJIO/CII. Yr1obbl n36EKaTH JIOBYIIEK, BCTPEYAIOIINUXCA Ha IIyTH,
UTPOK MOJKET HAKJIOHATDH CBOE yCTpOfICTBO BJIEBO WJIN BIIPABO. B pe3yabTaTe 9TOTO THO-
MUK 6y/:[eT CMENIaTbCA BJIEBO WJIN BITPABO.
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WrpoBoii mporiece riaBHbIM 00Pa3oM SIBJISIETCS PE3YILTATOM UMUTAIIUN (DUBUKY JBY-
MEpHOTO MUpa. [HOMUK — 3TO «KyKJa» — KOJUJIEKIUsT (ParMeHTOB, CBSI3aHHBIX CO-
YI€HEHUSIMH, KaK/IbIi 13 KOTOPBIX MOJIETPYETCS HE3aBUCHMO, KaK TBEPIOe TeJI0. ITO
03HAYaeT, YTO KOT/[a THOMUK OY/IET CBSI3aH ¢ BEPXHUM KPaeM KOJOJIA MOCPEICTBOM
00beKTa, TTPEICTABIISIONIETO BEPEBKY, OH OY/IET KAUaThCsl B COOTBETCTBUN € 3aKOHAMMT
busuxn.

BepeBKa ciejlaHa aHaJIOTUYHO: 9TO KOJVIEKI U TBEP/AbIX T€JI, COEIMHEHHBIX IPYT C APy -
T'OM COYJIECHECHMHAMMU. HepBoe 3BEHO ATOM <IEIMOYKN» COCIMHEHO C BEPXHUM KpaeM
KOJIO/IIla U CO BTOPBIM 3BCHOM 4Y€peE3 Bpalllalolnecda COYJICHEHUA. BTopoe 3BE€HO CO-
€IMHEHO C TPETbUM, TPETbE C YETBEPTHIM M TaAK /lajiee 10 IIOCJAEJHErO 3B€Ha, KOTOPOE
COEUHEHO C JIOABLKKON THOMUKA. Yr1obbI YAJIMHUTDH BEPEBKY, B BEPXHIOIO €€ 9aCThb 10~
6ABIIAIOTCS HOBBIE 3B€HbAA, a 4TOOBI YKOPOTUTDH — 3BE€HDBA CBEPXY YAAAIOTCA.

OcraspHoe B UTPOBOM IIpolecce 06pabaThIBaeTCs IIPOCTHIM MEXaHU3MOM OIIpee/IeHuUsT
CTOJIKHOBEHUI:

QO Eciu kakad-To 4acTb THOMMKa KacaeTcd o0ObeKTa JIOBYIIKH, THOMUK norubaer
1 CO3/laeTCA HOBBIIf THOMUK. Z[OHO]IHI/ITQJII)HO CO3/1aeTcA cnpaﬁT AyXa THOMHWKaQ, BO3-
HOCSTIHATICS BBEPX 1O KOJIOAILY.

O Ecau ciipaiiThl THOMKKA KaCalOTCsI COKPOBUINA, €r0 U300paskeHe U3MEHSIETCS, YTO-
OblI 1I0Ka3aTh, YTO OH JEPIKUT COKPOBUIILIE.

QO Ecsm kakasi-To 4acTh THOMHMKA KACAETCS BEPXHETO KpasdA KOJIOAIa (HGBI/IZII/IMHfl 00b-
eKT) 1 OH yAEPKUBAET COKPOBUIIE, UTPOK 00bSABIAETCA HO6eIII/ITeJ16M.

KPOME‘ THOMUKaA, JJOBYIIIEK 1 COKPOBUIIIA B UTPE UMEETCA KaMepa CO CIieHapueM, KOTOprﬁ
0OHOBJISIET TIO3UIINIO KaMePbl B COOTBETCTBUU C BepTI/IKaJIbHOfI MTO3UIINEN THOMMKa, HO
He TI03BOJISIET €l TTIOAHSATHCS BhITIE BEPXHETO Kpad KOJIOAIA UJIN OMYCTUTHCSA HUKE /THA.

Huske miepedrciienst maru, KoTopble HYKHO C/le/IaTh, YT0ObI CO3/aTh Urpy (He BOJHYIi-
TECh — MbI TIOAPOOHO pasbepeM Kask/IbIi Iar B CBOE BpeMsi ):

1. Cuauvana CO31a/IMM THOMMKAQ, HCIIOJIb3Yys BPEMEHHbIE CXEMAaTUYECKHUE 1/1306pa>1<e-
Hust. Mur IIOAroTOBUM KYKJIY U ITOAKJIIOYHUM CHpaI'/JITbI.

2. Jlasee Mbl co3mafiM BepeBKY. IIpyu 3TOM Mbl HamuiieM TMEpBBIN 3HAYNTETBHBIIT
(bparMeHT KOz1a, TOTOMY YTO BepeBKa OY/IET T€HEPUPOBATHCS BO BPEMsT BBITIOJIHE-
HYISI, ¥ HaM TTOTPEOYETCsT OPTaHN30BaTh BO3MOKHOCTD €€ YIUTHHEHUST U YKOPOUEHNST.

3. Korza BepeBka GyieT rotoBa, Mbl epeiiieM K CO3/IaHUI0 CHCTEMbBI BBO/[A. DTa CUCTe-
Ma OyJieT MpuHUMAaTh HHGOPMAIMIO O HAKJIOHE YCTPOMCTBA U I€JIaTh €€ JIOCTYITHON
JUISL IPYTUX YacTei UTPbl (B YACTHOCTH, /1711 THOMUKA ). OJTHOBpEMEHHO MBI 3aliMeM-
Sl TI0JIb30BATEIbCKUM MHTEP@EHCOM WUIPbI U CO3/QJIUM KHOIKH IS yIJTUHEHUS
1 YKOPOYEHUS BEPEBKH.

4. 3aKOHUYMB C THOMMKOM, BEPEBKOH M CUCTEMOI BBOJIA, MBI 3aiIMeMCsI CO3/ITaHUEM Ca-
MOU UTPBI: peaiiayeM JIOBYIITKH U COKPOBHUIIE U MOMPOOYEM MOUTPATh.

5. llocie aToro ocraneTcst TOJNbKO YCOBEPIIEHCTBOBATH UIPY: CIIPAUTBI THOMUKA 3a-
MEHUTH (oJiee CIOKHBIMU M300paKEHUSAMHU, a TakKe A00aBUTh 2(HEKT 4acTuil
1 3BYKU.
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K koHIly aT0il T1aBbl (hyHKIIMOHATBHAST CTOPOHA WTPBI OYIET 3aKOHYEHA, HO XYy/0/Ke-
CTBeHHOEe 0P OpMJIEHHE HA 3TOM He 3aBepirnTcst. Mbl 3aiiMeMcs UM TMO33Ke, B TIaBe 7.
Ha puc. 4.4 MOKHO yBUIETh, KaK OyIeT BBITJISIIETh UIPa.

B npouecce paboThl Hajl STUM IIPOEKTOM BbI 100aBUTE B UIPOBbIE OGBEKTHI OOJIBIIOE
KOJINYECTBO KOMIIOHEHTOB U OyJI€Te 3aHUMATHCS HACTPOUKON 3HAYEHUI UX CBOUCTB.
Mb1 6yzieM BaM TIpearath U3MEHUTh HACTPOWKKM KOMIIOHEHTOB, HO JaJIeKO He BCeX,
[OITOMY He GOUTECH CAMOCTOATEIBHO HKCIIEPUMEHTUPOBATD € JIIOOBIMU JIPYTUMU J10-
CTYIHBIMU BaM HACTPONKAMU WJI MOKETE OCTABUTh BCE HACTPOIKM CO 3HAYCHUSAMU
[0 YMOJTYAHHUIO.

A temneps npuctynum!

Puc. 4.4. Tak 6yaeT BbIrNsaeTb nepBas YepHOBasi BEPCUS UMpbl
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Co3pgaHue npoekTa U MMNOPTUPOBaHUE PeCcypCcoB

Haunewm c¢ cozmanus npoekrta B Unity n m3MeHeHUsT HEKOTOPBIX HACTPoeK. MbI Takke
UMIIOPTUPYEM PSIZL PECYPCOB, KOTOPbIE MOHAMOOATCS HAM Ha TIEPBBIX TAlaX; M0 MEPE
paspaboTKU MbI OyIeM UMITOPTUPOBATE JOTIOJTHUTETHHBIE PECYPCHI.

1.

Cozdanue npoexma. Boibepure myHkT MeHto File » New Project (@Daiin » Hosbiii mipo-
€KT) U cozfiaiite HOBbIIT mpoekT ¢ uMenem GnomesWell. B quasiore New Project (Ho-
BbI TipoekT) (puc. 4.5) BoiGepute (haaskok 2D, a He 3D, u yOeauTech, 4TO HUKAKHE
TTaKETbI PECYPCOB HE BbI6paHbI JUTA UMITIOPTUPOBAHMA. Bor IIPOCTO JAOJIKHBI CO31aTh
IIyCTOI IIPOEKT.

Projects  Learn [Bren (o @ wracoow

Project nemet
GnomesWell | D3D@ 20 | Add aset Package

Lesaticn®

(Con @) Enablenity Analytics (7
SUsers/desplesda/Work - | @

Drgankzation®

Srcate projeat’

Puc. 4.5. Co3gaHue npoekra

Bazpyska pecypcoe. 3arpysure ¢ caiita hitps.//www.secretlab.com.au/books/unity
MaKeT ¢ U300paKEHUSIMU, 3BYKAMU U JIPYTUMU PECyPCaMiU, KOTOPBIE MbI TOJITOTOBHU-
JIVL JJISE 9TOTO TIPOEKTA, U PACIIaKyiTe ero B MOAXO/SAIILYIO MAMKY Ha CBOEM KOMITHIO-
tepe. Bol 6yieTe UMIIOPTUPOBATH 3TH PECYPCHI B TIPOEKT MO MEPE MPOJIBUKEHIS.

Coxpanenue cyenvt 6 paiiie Main.scene. Ceituac BbI yKe MOKETE COXPAaHUTH CIIEHY
HaskaTreM KoMOuHaruu kaasuir Command-S (wiu Ctrl-S va PC). B nepBbiii pas Bam
GyIeT TIPeIITOKEHO BBECTH MIMST CIIEHDI U YKA3aTh, T/E €€ COXPAHUTH, — COXPAHUTE
ee B TTarky Assets.

Cosdanue nanox ons npoexma. JIJst OIIEPKAHUS TOPSIIKA PEKOMEH/IYETCST CO3-
JlaBaTh pasHble MAMKHU [ Pa3HbIX KaTeropuii pecypcos. Unity mpekpacHo Gyner
paboTath, 1axke e Bee Pecypehl XPaHUTh B OIHOI TTaITKe, HO BAM CAMUM CJIOJKHEE
GyzeT HaxoauTh HysKHbIe (aiiab. Cosmaiite caeayionme Maky, Meikas mpaBoii
KHOTIKOH MBI B marnke Assets B 0603pesaresie mpoekTa 1 BHIOUPast B KOHTEKCTHOM
Menio myHKT Create » Folder (Cosnats » [1amnky):

Scripts

B aroii mamnke Oyzer xpanutbest kog Ha C#. (ITo ymosuanuio Unity coxpaHsieT Bce
(baitzrpl ¢ TPOTPAMMHBIM KO/IOM B KOPHEBOH marike Assets; BaM IPUIETCS BPYYHYIO
MEPEHOCUTD ITH (DAMIIBI B TIATIKY Scripts.)

Sounds

B s70i1 mTarike OyIyT XPaHUTHCST My3bIKa 1 3BYKIL.



50 FnaBa 4. Hauano cosgaHus urpsbl

Sprites

B sroit manke 6yayT XpaHUTHCS BCe M300paKeHUsT CipaidToB. 1IX Gy/eT oueHs MHO-
T0, O3TOMY JIJIS HIX MBI CO3/IaJIIM HECKOJIBKO MOAIIATIOK.

Gnome

B aroit manke 6yayT XxpaHuThes mabionubie 00bekTsl (prefabs), Heobxoaumbie st
CO3/IaHUsST THOMHUKA, a TAKJKE JIOMOJHUTENbHbIE 0OBEKThI, CBA3AHHbBIE ¢ THOMUKOM,
TaKye Kak BepeBKa, a(DheKThl YacTUIl 1 IyX.

Level

B a70i1 mmanke OyyT XpaHUTHCS ITAGTOHHbBIE OOBEKTBI /7SI CAMOTO YPOBHSI, BKJIIOYAsT
(boHOBbIE MB0OPAsKEHMST, CTEHDI, IEKOPATUBHbBIE 0OBEKTHI U JIOBYIIKH.

App Resources

B a10ii ke Gy/yT XpaHUTHCS PECYPCHI, UCHOJIb3YEMbIE TIPUIOKEHUEM KaK TaKO-
BBIM: IIMKTOTPAMMbI M HAUaJIbHbII 9KpaH.

B nrore COZIEPIKMMOE TTAITKN Assets JOJIZKHO BBITJIAIETD TaK, KaK ITOKa3aHO Ha PUC. 4.6.

Assets »
ﬁhpp Resources

ﬁ Gnome

& Level

& Main

scripts

& Sounds

&5 Sprites

Puc. 4.6. Manka Assets ¢ co3aaHHbIMK B HEW Nankamm

3. Umnopmuposanue pecypcos npomomuna znomuxa. lIpoToTun rnoMuka — 310 rpy-
Gast cxeMaTHYeCKasi BEPCHsI THOMHKA, KOTOPYIO Mbl TIOCTPOMM Ha MEPBBIX MOPax.
[TozmHEee MBI 3aMEHNM €€ YCOBEPITIEHCTBOBAHHBIMU CIIPATAMMU.

Haiimure manky Prototype Gnome B Habope 3arpy KeHHBIX PECYPCOB U TEPETATINTE €€
B manky Sprites 8 Unity (puc. 4.7).

Terniepb MBI TOTOBBI HaUaTh KOHCTPYHPOBaHE€ THOMUKA.

Assets » Sprites » Prototype Gnome
b == Pprototype Arm Holding

P == Prototype Arm Holding with Gold
- = prototype Arm Loose

» | Prototype Body

N ) Prototype Head

P P PpPrototype Leg Dangle

P == prototype Leg Rope

Puc. 4.7. CnpaiiTbl ANs CO34aHUS NPOTOTMMNA FrHOMMKA
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Co3paHue rHoMuMKa

ITockoJIbKY THOMUK OY/IET COCTOSITh M3 HECKOJBKUX 00BEKTOB, JIBVIKYIIINXCST HE3aBH-
CHIMO, CHaYaJIa Hy’KHO CO3/1aTh 00BEKT, KOTOPBIN MOCTY;KUT KOHTEHHEPOM JIJIsT KayKIOi
yacTu. ITOMY OOBEKTY TaKKe HaJlo IPUCBOUTH Ter Player, HOTOMY 4TO MeXaHU3MY OlIpe-
JIeJIEHUsT CTOJIKHOBEHUH, KOTOPBIA UCIIOTb3YeTCs A ONpee/ieHnsl KaCaHU THOMMU-
KOM JIOBYIIIEK, COKPOBHIIA U BBIXOJA U3 YPOBHSI, HY;KHO 3HATDh, YTO OOBEKT SBJISIETCS
cIIenuaabHbIM 00beKTOM Player. UToObI CO37aTh THOMMKA, BBIIOJIHUTE CJIELYIOIINE
JIENCTBUS.

1. Cozdaiime o6vexm Prototype Gnome. Cosnaiite HOBBII IIyCTON UTPOBOI OOBEKT, OT-
KpbIB MeHIo GameObject (MrpoBoii 00bekT) u BoibGpas myHkr Create Empty (CospaTh
MyCTON).

[aiite HoBOMY 00bekTy umsa «Prototype Gnome», a 3aTeM IIPHCBOITE €My Ter
Player, BoiGpaB Player B packpoiBatoremMcs criucke Tag (Ter), HaxoasueMest B BepX-
Hell YacTu MHCIIeKTOopa.

Koopmunatet X, Y u Z obbekta Prototype Gnome B paszese Position KoMmoHeHTa
Transform B [aHEJW KHCIIEKTOPA I0JIKHBI ObITh PaBHBI HYJII0. EC/in 9T0 He Taxk, 1esK-
HUTE 110 TUKTOIPAMME C IIECTEPEHKOI B IIPABOM BEPXHEM yTJIy KOMIIOHEHTa Transform
u BbiGepuTe B OTKPBIBIIEMCSI MEHIO ITYHKT Reset Position (COpocuTh 03UIUIO).

o

Jobasvme cnpatimoi. Halinure manky Prototype Gnome, 100aBJIeHHYIO paHee, U Tie-
peramnTe M3 Hee Ha CIIeHY BCe NMeTOIIIecs B Hell cpaiiTsl, kpoMme Prototype Arm
Holding with Gold, koTopblii Mbl TOKa He OyeM HCIIOJIb30BaTh.

Bor JOJIKHDBI ITIEPETAINTD CHpaﬁTbI 110 O/THOMY — €CJIM BbIZICJINTH HECKOJIbKO CHpafITOB
W TIOIBITATBHCS [TEPETAIIUTD UX BCE CPa3ly, Unity PEUINT, YTO BbI IIBITAETECH ITIEPETAIIINTDH
TIOCJIe10BaTECJIbHOCTD HSO6pa)KeHHfI, 1 CO3/1aCT aHMMalln1o.

Kor/a Bbl 3akOHUMTE, B CIIEHE JIOJIKHO MTOSIBUTHCS IECTH HOBBIX CIIPaiiToB: Prototype
Arm Holding, Prototype Arm Loose, Prototype Body, Prototype Head, Prototype Leg
Dangle n Prototype Leg Rope.

3. Yemanosume cnpaiimol kax douepnue obsexmoi 015 o6sexma Prototype Gnome. B na-
HeJI HepapXuK BBIGEPUTE BCE TOJIBKO UTO [0OABIEHHbBIE CIIPANTDI 1 TIEPETAIINTE UX
Ha IycToii 00beKT Prototype Gnome. B pesyibrate mepapxus HOJKHA BBITIALETD
TakK, KaK 1I0Ka3aHo Ha puc. 4.8.

4. Hosuyuonupyiime cnpatimot. 1ocie nobaBieHust CIPAUTOB UX HY/KHO MOMECTHTh
B COOTBETCTBYIONINE IO3UINHI — PYKH, HOTU ¥ TOJIOBY HY;KHO TPUCOEAUHUTD K TEJTY.
B npeacrasieHun ciielbl BeiGepuTe nHeTpyMeHT Move (Tlepemerienne) — mieKHI-
T€ Ha KHOTTKE MHCTPYMEHTA B TIAHEJN WJIW HAKMUTE KJIaBUMILY T.

C momormnipio nHeTpyMerTa Move (IlepemeriieHre) paciioioKUTe CIIPATh TakK, YTOOB!
moJiydnsiach GUTypKa Kak Ha puc. 4.9.
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= Hierarchy LD
| Create ~| (BrAll )

Main Camera

¥ Prototype Gnome
Prototype Head
Prototype Arm Holding
Prototype Arm Loose
Prototype Body
Prototype Leg Dangle
Prototype Leg Rope

Puc. 4.8. Nepapxus obbekTa Prototype Gnome ¢ ouepHUMM cripaiTaMu

JIOTIOTHUTETBHO TIPUCBOITE KaXKIOMY CIIPAiiTy Ter Player, Kak y POAUTENbCKOTO
obbekTa. Hakonetr, yGeiuTech, 4To KOOpAUHATa Z BCeX 00bEKTOB PaBHA HYJIO. YBU-
JleTb 9Ty KOOPAMHATY MOKHO B paszese Position komiionenra Transform Kaxaoro
00BEKTA B TIAHEIN UHCTIEKTOPA.

Puc. 4.9. Cnpalitbl NpoTOTMNA rHOMUKA

5. Jobasvme komnonenmot Rigidbody 2D 6 uacmu mena. Boibepure Bee CrpaiiThl gacreit
Tesia u teskauTe 1o kHonke Add Component (J{o6aBuTh KOMITIOHEHT) B MHCIIEKTOPE.
Bsenure Rigidbody B moJie moucka u BeIOEpUTE B OTKPBIBIIEMCS cIicKe Rigidbody
2D (kak nokasaHo Ha puc. 4.10).

Yo6enurecs, uto nodasuin komnonenT «Rigidbody 2D», a He o6branbiii «Rigidbody».
O6brunbtii komoneHT «Rigidbodys» umutupyer nosezieHue B TpeXMEPHOM POCTPAH-
CTBE, a 3TO COBCEM HE TO, UTO HaM HY’KHO B 9TOIi UIpe.

Takske yGennrech, uto fodasum komnonenT «Rigidbody 2D» Tosbko B cripaiitsl, — ero
He Ha/I0 100aBJISTh B POAUTENbCKIN 00beKT Prototype Gnome.
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Puc. 4.10. [Jo6aBneHne koMnoHeHToB Rigidbody 2D B cripaiiThi

6. Jobasvme xoanaiidepot 6 uacmu mena. Kosnaiigepsr onpenessiior husndeckyo $hop-
My 00beKTOB. Tak Kak pasHble 4aCTH Tesla UMEIOT PasHyio (hOpMy, B HUX HYKHO J10-
GaBUTDH KOJIAEPHI Pa3HON (GOPMBL:

*  Beibepute cripaiiThl pyK 1 HOT U 100aBBTe B HUX KOMIOHEeHTHI Box Collider 2D.

* BeiGepure crpaiit rosossl u gobassre komnonent Circle Collider 2D. Ocrasbre
3HaYeHUE pa/inyca, yCTAHOBJIEHHOE 110 YMOJIYAHUIO.

e Buibepure crpaiit Tena u gobassre xosuaiinep Circle Collider 2D. ITocae aToro
nepeiuTe B TaHeJ b WHCIIEKTOPA M YMEHBIIUTE PAINYC KOJIaiiepa mpuMepHo
70 TIOJIOBUHBI pasMepa TeJla.

Ternepp yacTu Tesla THOMUKA TOTOBBI K COeJIMHEHUIO IpYT ¢ aApyrom. CoenHeHne ya-
cTeil Tesia GyIeT OCYIIECTBIISAThCS ¢ TIOMOIIIBIO COUIeHeHUsT HingeJoint 2D, KOTOpoe Io-
3BOJIsIET 00BEKTAM BPAIaThCs BOKPYT TOUYKHU COUIEHEHUSI OTHOCUTEIBHO JAPYT APYyTa.
Pyxku, HOTH U TOJI0OBA OYYT COEIUHEHBI ¢ TeTOM. J[JIsT HACTPOUKH COUICHEHMIT BBITIOJI-
HUTE CJIeIyToTue AeiCTBUS:

1. Buibepume sce cnpaiimul, Kpome mesia. Teslo He J0JIKHO UMETh CBOMX COUJICHEHUH —
JPYTUe 4acTh Tesia OYIyT COEMHITHCS ¢ HUM TIOCPEICTBOM C60UX COUICHEHMIA,

2. Jlo6asvme xomnonenm HingeJoint2D 6o ece evibpanivie cnpaiimot. J17ist 9TOT0 1ETK-
nure 110 kHornke Add Component (JIo6aBUTh KOMIIOHEHT) BHU3Y B TIAHEIU HHCIIEKTO-
pa u BeiGepuTe KoMIoHeHT Physics 2D » Hinge Joint 2D.
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3. Hacmpoiime counenenus. Iloka cipaiiThl OCTaIOTCS BbIJIEJIEHHBIMU, HACTPOWTE CBOI-
CTBO, KOTOPOE Oy/IET MMETh OJIMHAKOBOE 3HAYCHME [IJIsT BCEX YacTeil Tesa: CoenHe-
HUe co crpaiiTom Tesa Body.

[Teperamre Prototype Body w3 nanesnu uepapxuu B moJjie Connected Rigid Body (He-
cytiee TBepioe Teo). B pesyssrate Bce 0OBEKTHI OKAKYTCS COETMHEHHBIMU C Te-
JIoM. B peayisTaTe HAaCTPOWKH COYTEHEHNIT JOMKHBI BBITJISIECTD Tak, Kak MOKa3aHO
Ha puc. 4.11.

v 5 M Hinge Joint 2D @ =
Collide Connected [
Connected Rigid Body| & Prototype Body (Rigidbody 2D) | ©
Anchor x[0 ylo |
Connected Anchor X |0 Y0
Use Motor Ll

b Motor
Use Limits [l

P Angle Limits

Puc. 4.11. HauasnbHble HaCTPOMKN COUSIEHEHNI

4. Jobasvme ozpanuuenus 0is counenenuil. Ham me nysxuo, 4ro0bl 0ObEKThI MOIJIN JIe-
JIaTh TIOJHBIHA 060POT BOKPYT COUJIEHEHUHT, TI0ITOMY J06ABUM OrPaHUYUTEH YT
MOBOPOTA. ITO TIPEAOTBPATUT HEECTECTBEHHOE MOBEICHKE, KOT/Ia, HATIPUMED, HOTa
MOJKET C/IeJIaTh TOJHBIE 060POT BOKPYT COUJIEHEHUS C TEJIOM.

BriGepute pyku u rosoBy u yeranosure ¢Jiaxox Use Limits (1cmonb3oBaTh Orpaiu-
yeHust). YcraHoBute cBoiicrBo Lower Angle (Huzkrwmii yrou) B 3Hauerue —15, a cBoil-
ctBo Upper Angle (Bepxnuii yros) — B 3Hauenue 15.

3ateM BbIOepUTE HOTM W Takke ycraHoute (uiaskok Use Limits (Mcmosb3oBaTh
OoTpaHWYeHMsT). YcTaHOBUTE cBOicTBO Lower Angle (HrkHwMit yroa) B 3HaueHne —45,
a cBoiicTBo Upper Angle (Bepxuuii yro) — B 3Hauenmue 0.

5. O6nosume onopuvie mouxu counerenuii. Ml XOTUM, 9TOOBI PYKH BPAIATUCH OT-
HOCHTEJIbHO TICYEBBIX CYCTaBOB, a HOTM — OTHOCHTEIBHO TazobeipeHHbIX. 110
YMOJTYAHUIO COUIEHEHNST 00eCTIeYMBAIOT BPAIEHIe OTHOCUTETBHO MEHTPa 00heKTa
(puc. 4.12), 94TO BBITJISIJUT OBOJBHO CTPAHHO.

YT06bI MCHPABUTH 9TO, HYKHO M3MeHUTHh nosuiu Anchor (Touka npuBsskM)
u Connected Anchor (Hecytas Touka npuBsasku) counerenus. Anchor (Touka mpu-
BA3KM) — 3TO TOYKA, BOKPYT KOTOPOIl BpalllaeTcs TeJIo, BJJEIoNiee COYJIeHEHNEM,
a Connected Anchor (Hecyrasi Touka npuBsi3ki) — 3TO TOUKA HA HeCyujem mejie, Bo-
KPYT KOTOPOII Oy/ieT Bpalarhesi couieHenne. B ciydae ¢ cousieHeHusiMu B purypxe
THOMUKA HaM HYKHO, 4TOOBI 06e nosuiiuu — nozunuu Anchor (Touka mpuBsasKm)
n Connected Anchor (Hecy1ast Touka mpuBsi3KN ) — COBITA/IAJIH.

Kor/:[a BbI6I/IpaeTC$I O6’beKT C COUJIEeHEHMEM, B TIPEJICTABJICHNUN CIIE€HBI TTOABJIAIOTCA
06e Touku: Anchor (Touka mpussisku) 1 Connected Anchor (Hecyiast Touka mpu-
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Puc. 4.12. ToUYKM NPUBS3KM COUNIEHEHUI HAXOAATCA B HEBEPHbIX MO3ULNAX

BH3KI/I)Z HECyIlasd TOYKa NPUBA3KU 0T06pa>1<aeTc;[ KaK CUHAA TOYKaA, a TOYKa IIpr-
BA3SKU — KaK CUHAA OKPYKHOCTD.

Boibepure 1m1004YepesHO KaKIAyIo 4acTh Tea € COUICHEHUEM W TepeMecTute obe
touku, Anchor (Touka npusszkm) u Connected Anchor (Hecytas Touka mpuBsi3akn),
B HY’KHYyT0 ozutuio. Hanpumep, BoibepuTe mpaByio pyKy U CABUHBTE CHHIOO TOUKY,
COOTBETCTBYIOIILYIO HeCyTIeil TOUKe TIPUBSI3KH, B TIO3UINIO IIJIEYI€BOTO CyCTaBa.

CnBuHyTbh TOUKY TIPUBS3KUA Anchor HEMHOTO CJIOXKHEe, TIOTOMY UTO 110 YMOJTYAHUIO
OHA HAXOJUTCS B IEHTPE, & TOTBITKA CABUHYTH IEHTP 0OBEKTA MPUBOIUT K TOMY,
uyro Unity capuraer o0bexT nenukoM. YToObl CABUHYTh TOYKY IPUBSIZKU Anchor,
CHayaja Hy>KHO BPYYHYIO U3MEHUTDb ee KOOPAMHATDHI B MHCIIEKTOPE — 3TO MOBJEYET
M3MEHEHNEe MECTOIONIOKEHNS TOUKH NPUBA3KHU B clieHe. C/BUHYB TOUKY B CTOPOHY
OT 1IEHTPA, Bbl CMOXKETe [1ePEeTAIUTh €€ MBIIIbIO B HY>KHYIO IIO3UIUIO, KAaK Y3Ke [1PO-
JleJTaJiv ATO € HecyIei Toukoi mpuBsasku (puc. 4.13.)

[TosTOpUTE aTY MIpOIEAYPY st 00enX pyK (MIPUCOEANHUB WX K TIedaM ), 00enx HOT
(TIpucoeIMHUB KX K Ta3y) W rOJIOBbI (IIPUCOETMHUB €€ K OCHOBAHUIO TIEN ).

Terepb 106aBUM COUTEHEHWE JIJIsT TPUCOEMHEHNsST 0OBEKTA BEPEBKU. ITO OYAET KOM-
TIOHEHT SpringJoint2D, MOAKIIOYEHHBIN K TpaBoii HoTe THOMUKA. OH MO3BOJHUT CBO-
GOIHO BpAIIAThCsl BOKPYT TOUKU COUJIEHEHUST U OTPaHUUYUT PACCTOSTHUE, Ha KOTOPOE
TEJIO MOKET OBITh OTAAJNECHO OT BepeBKU. (BepeBKy MbI CO3/1a/IUM B CJIEAYIOIIEM Pas-
nesie.) IIpysKUHHOE COUIEHEHE JEHCTBYET O00HO TPYKIMHAM B PEATbHOM MUPE: OHO
ob6JaIaeT HEKOTOPOI YIIPYTOCTHIO M MOKET HEMHOTO PACTSITHBATHCSL.

B Unity npyskuHHbBIE COYJICHEHUS YIPABJAIOTCS /IBYMSI OCHOBHBIMU IapaMeTpaMu:
AUHON 1 yacToTol. [Ton Aol nonuMaeTcs <IpelioYyTUTeabHas»> JJINHA IPY>KUHDI,
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K KOTOpOI;'I OHa CTPEMUTCS BEPHYTBHCA, €CJIN €€ CKATb NJIN PACTAHYTh. HOI[ YacTOTOM I10-
HUMAETCA JKECTKOCTD TIPY/KUHDI. Yem MeHbIIIE JacCTOoTa, TEM MATYE IIPYKNHA.

Puc. 4.13. ToUKM NPUBSA3KM NIEBOV PYKM B NMPaBUIbHOI NO3MLMK; 06paTUTE BHUMAHME,

KaK TOYKa BNACasiaCb B OKPY>XXHOCTb, YTO YKa3bIBA€ET Ha COBMageHNE no3umumin 0bemx Touek

npuesaskn — Connected Anchor n Anchor

Yr00bl HACTPOUTH TPYKUHY IS UCIIOJNb30BAHUS B BEPEBKe, BBIIIOJIHUTE CIIEAYIOIINE
JIeNCTBUS.

1.

Jobasvme counenenue ¢ sepesxoil. Beibepure 00bekT Prototype Leg Rope. 910 cripaiiT
HOTH CITPaBa BBEPXY.

Jlobasvme ¢ nezo npyscunnoe counenenue. JlobaBbre B HETO KOMIIOHEHT
SpringJoint2D. [leperaiure ero Touky npunsiaku Anchor (cuHsist OKpy;KHOCTD ) TakK,
4T0OBI OHA OKasajach OJIsKe K KOHILy Horu., He Tporaiite HECYIIY O TOUKY [TPUBSI3-
ku Connected Anchor (To ecTb BbI I0JKHBI ITePETAIUTh CUHIOIO OKPYKHOCTD, HO HE
CHHIOI TOUKY). TpebyeMoe MoJioKeHIe TOUeK TPUBS3KU Ha (PUTYPKE THOMUKA T10-
Ka3aHo Ha puc. 4.14.

Hacmpoiime counenenue. Caumure duaxox Auto Configure Distance (ABTomaTunue-
CKOe oTIpe/ieJIeHre JIUIMHBI) U ycTaHoBUTe cBOIcTBO Distance (/lsinna) counenenns
B 3Hauenwe 0,01, a cBoiicTBo Frequency (Hacrora) — B 3HaueHwue 5.

3anycmume uzpy. Cpasy 1ocJie 3aIycKa THOMUK [TOBUCHET B CepPeIMHE HKPaHa.

IMocepHmit mar — yMeHbIIeHHe N300paskeHUsI THOMHUKA, YTOOBI TIPU/IATH €My TIpa-
BUJIBHBIN pasmep Ha GoHe IPYrux 00bEKTOB, MPUCYTCTBYIOIINX B YPOBHE.,

Ymenvwume pasmep enomuxa. Boibepure poaurteabekuil o0bekT Ghome 1 U3MEeHUTe
K09 dUILMeHTh MaciiTabUpoBaHu 110 ocaM X u Y, nojacrasus 3uHadenue 0,5. B pe-
3yJibrate (purypKa rHOMUKA YMEHBITUTCS HATOJOBUHY.
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I'Homuk roros. Tenepb 106aBUM BepeBKY !

Puc. 4.14. [lJo6aBneHne Npy>XMHHOr0 COUNEHEHUSI ANt COEAMHEHUS HOTU C BEPEBKON —
TouKa NpuBa3kn Anchor counieHeHns HaxoanTCs PSAOM C ManbLEM Ha Hore

BepeBka

BepeBka — mepBblii 9JIeMEHT UTPBI, [T PEAU3al[ii KOTOPOro moTpebyercst miucath
MPOTPAMMHBIIT KO/l DTO paboTaET TaK: BEPEBKA SIBJISETCSA KOJJIEKITMEH UTPOBBIX 00b-
€KTOB, KaXK/IbIil M3 KOTOPBIX UMeeT TBepzoe Teslo U MPYy;KuHHOoe couseHenue. Kaxiaoe
MPYKUHHOE COUTIEHEHNE COEIMHEHO CO CIEAYIONM 00heKTOM Rope Segment, KOTOPBIit
B CBOIO 0YePe/b COEJMHEH CO CJEAYIONINM U TaK jajee 10 Hauajia BepeBkH BBepxy. Ca-
MBIl BepxHUil 06beKT Rope Segment CoOeIMHEH ¢ HETOABUKHBIM TBEPbIM TeJIoM. JIpy-
roil KOHEIl BEPEBKH COEIMHEH C OJIHUM M3 KOMITOHEHTOB THOMHKA: 00bekTOM Leg Rope.

[Ipeskie 4em MpUCTYIATh K CO3/IAHUIO0 BEPEBKH, HYKHO CO3/IaTh 0OBEKT, KOTOPBIN TO-
CAYKUT MAGTOHOM JIJIsI 3BEHBEB. 3aTEM MBI CO3[JIUM OOBEKT, MCIONB3YIONUH 9TOT
abJI0H 3BeHA, U HEKOTOPBIN TIPOTPAMMHBIN KOJT ST TEHEPUPOBAHUS 11O BEPEBKH.
Jlnst cozmanvist o6bekTa 3BeHa Rope Segment BBITIOJTHUTE CITEYIONINE eHCTBIUS.

1. Cosdaiime o6vexm Rope Segment. CosnaiiTe HOBBIII IyCTOI UTPOBOIL OOBEKT U AaAliTE
eMy UM Rope Segment.

2. Jlobasvme meepdoe meno 6 obvexm. JlobaBbTe KOMIOHEHT Rigidbody2D. Yeranosure
ero cBoiicTBo Mass (Macca) B 3Hadenue 0,5, 4ToObI IPUIATH BEPEBKE HEMHOI'O Beca.

3. Jobasvme counenenue. JJobaBbre KOMIIOHEHT SpringJoint2D. Ycranosure ero csoii-
ctBo Damping Ratio (Ckopoctb 3aryxanust) B 3Hauenue 1, a cotictso Frequency (Ha-
crora) B 3Hauenue 30.

He Goiitecn HpO6OBaTb JApyrue sHa4yeHusl. 31[8.‘-16111/151, YIOMAHYTBIE BbIIIE, IO3BOJIAIOT,
110 HallleMy MHEHUIO, ITOJIYyYNUThb naunboee peaInCTUIHYIO UMUTAIINIO BEPEBKU. COSZ[B.'
HUE UTp B 3HAUUTEIBHON CTEIIEHN COCTOUT U3 Hoaéopa TaKUX 3HAYEHUI.
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4. Cosdaiime wabnon, ucnoawsys smom obsexm. OTKpoiiTe nanky Gnome B IaHean
Assets (Pecypcbi) u nieperamniure oobekT Rope Segment us nanesu Hierarchy (Mepap-
xus) B naHesb Assets (Pecypcesl). B pesyssrare B 9100l namke Oyaer cosiaH HOBbIIA
aii mabioHa.

5. Yoanume ucxoomwiii ob6sexm Rope Segment. O GObIe He Hy/KEH — MBI HATTAIIIEM
KOJI, KOTOPBIiT Oy/IeT cO3/[aBaTh MHOKECTBO 9K3eMILULIPOB 00beKTa Rope Segment
1 COEINHATD UX B BEPEBKY.

Tenepb co3mannum cam 0GbEKT BepeBKU Rope.
1. Cosdaiime noswiil nycmoil uzposoii obvexm u datime emy ums Rope.

2. Usmenume nuxmozpammy obsexma Rope. Tak kak BepeBKa He UMeET BU3YaJIbHOTO
IPEJICTABIEHUST B CIleHe, ITOKA UTpa He 3aIyIIeHa, XKeJATeJbHO OIPEeNeNUTh s
o6beKTa 0ToOpaskaeMyio MUKTorpaMmy. Boibepurte BHOBb CO3/laHHbBIIl 06beKT Rope
U TEJIKHUTE 110 TUKTOTPaMMe CJieBa BBEPXY B MHCIIEKTOPe (puc. 4.15).

Boibepure psAMOYTOJIBHUK KPACHOTO I[BETa C 3aKPYTJIEHHBIMU YIJIAMU, U 0OBEKT
Rope mogButcs B ciiene B hopMe, HAMIOMUHAONIEH KpacHyio nuiiosio (puc. 4.16).

© Inspector
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Puc. 4.15. Bbibop nukTorpamMmbl ans obbekta Rope

3. Jobasvme meepdoe meno. llenxHure mo kxonke Add Component (JIo6aBuTh KOMIIO-
HEHT) 1 00aBbTe B 00bEKT KOMITOHEHT Rigidbody2D. 3aTteM B MHCIIEKTOPE YCTaHO-
BUTe ero cBoiicTBO Body Type (Tum Tesa) B 3Havenue Kinematic (Kuaemarmueckuit).
I1o 3aduKcupyer 0OBEKT Ha MECTe, ¥ OH He GyJIeT MajaTh BHU3, 4TO U TpeOyeTcs.

4. Jlobasvme susyamuzamop (renderer). Ilenxnure no xkuonke Add Component (/{o6a-
BUTH KOMIIOHEHT) elile pa3 u j00aBbre KOMIIOHEHT LineRenderer. YcTaHOBUTE €10
csotictBo Width (IlIupuna) B 3navenue 0,075, 910 pugacT eMy BU/l TOHKOI BepeB-
ku. OcTasbHble 3HAYEHWST BU3YATU3aTOPA OCTABBTE MO0 YMOTYAHUIO.

Tenepn, mocsie HACTPONKU KOMIIOHEHTOB BEPEBKH, TepeiiieM K CO3[aHUI0 CIleHapus,
VIIPaBJISIONIEr0 UMU.
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Puc. 4.16. NMocne Bbibopa NMKTOrpaMMbl 06bEKT Rope NosiBUTCS B CLEHE

Koa peanusauumn BepeBku

Hpe>K11e YEM IncCaTb CaM KO/, HYKHO IIO6aBI/ITb KOMITOHEHT Cll€eHapusAa Rope. ,Z[]IH 9TOro
BBIIIOJIHUTE CJIE/IYIOIIE lleﬁCTBPIH.

1. Jobasvme cuenapuii ynpasienus eepesxoi. TpebyeMOTo clieHapusi TIOKa HET, HO
Unity cosmact aiis gis Hero. Beibepure o0bexT Rope 1 IieiKHUTE 110 KHOTKe Add
Component ([Io6aBUTh KOMIIOHEHT).

Beenute Rope; BbI He YBUIUTE PE3YJIBTATOB TIOKMCKA, TTOTOMY uTo B Unity moka Het
HU O/IHOTO KOMITIOHeHTa ¢ nMeHeM Rope. Ho Bor yBuaute mynkt New Script (Hosbrit
crieHapuit), Kak nmokasato Ha puc. 4.17. Beibepure ero.

Unity npeijiosKuT co31aTh HOBBIN (ails ciieHapusi. Yoeurech, 4To BoiOpaH si3bIK C
Sharp, a umsa Rope Haunnaercs ¢ 3araasuoii Oykser R. Illenkaure no knomnke Create
and Add (Cosznatb u go6asuts). B orBer Unity cosgact daiin Rope.cs 1 MOAKIIOUNT
KOMIIOHEHT ciieHapus Rope k 00bekTy Rope.

2. Ilepemawume ¢haiin Rope.cs 6 nanky Scripts. Ilo ymonuanuio Unity coxpaHseT HO-
BbIE CIIEHAPUU B TTaIKe Assets; 4TOObI He HapyiaTh HOPSJIOK, IEPETAIUTE €ro B Marl-
Ky Scripts.

3. Jobasvme 100 ¢ ¢aiin Rope.cs. Uleakuute mo daitay Rope.cs nBax 11 MO0 OTKPOI-
Te eTo B TEKCTOBOM Pe/laKTope.
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- © Inspector
M [Rope

Puc. 4.17. CosaaHue daiina Rope.cs

JloGaBbTe B HETO CJIEAYIONTII KO/ (4yTh HUKE MbI OOBSICHUM, UTO OH JIEJIAeT):

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

// BepeBka, cocToAwWaa U3 3BEHbEB.
public class Rope : MonoBehaviour {

// WabnoH Rope Segment AnA CO3AaHUA HOBLIX 3BEHbEB.
public GameObject ropeSegmentPrefab;

// Cnucok obbekTOoB Rope Segment.
List<GameObject> ropeSegments = new List<GameObject>();

// BepeBka yANMHAETCA WAM yKOpa4duBaeTcA?
public bool isIncreasing { get; set; }
public bool isDecreasing { get; set; }

// 06bekT TBepAoro Tena, K KOTOpomy creayeT
// NMpUCOeANHUTb KOHeL, BEepeBKU.
public Rigidbody2D connectedObject;

// MakcumanbHaa ANIMHA 3BeHa BepeBKU

// (ecnn noTpebyeTca yANWHUTb BepeBKYy 6oOfblie, 4eM Ha 3Ty BeSUYUHY,
// byheT CO3AaHO HOBOe 3BEHO).

public float maxRopeSegmentLength = 1.0f;

// Kak 6biCTpO AO0/MXHbI CO34aBaTbCs HOBble 3BEHbA BEpeBKM?
public float ropeSpeed = 4.0f;

// BusyanusaTtop LineRenderer, oTobpaxalowuit BepeBKy.
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LineRenderer lineRenderer;

void Start() {

}

// KawupoBaTb CCbIIKY Ha BU3yanu3aTop, YTOObI
// He Mpuwnocb UCKaTb €ro B KaxAoMm Kagpe.
lineRenderer = GetComponent<LineRenderer>();

// CObpoCUTb COCTOSIHME BEPEBKU B UCXOLHOE.
ResetLength();

// YDanseT Bce 3BeHbA W co34aeT HOBoOe.
public void ResetLength() {

}

foreach (GameObject segment in ropeSegments) {
Destroy (segment);

ropeSegments = new List<GameObject>();

isDecreasing = false;
isIncreasing = false;

CreateRopeSegment();

// DobaBnAeT HOBOe 3BEHO BEpeBKU K BEpPXHEMY KOHLY.
void CreateRopeSegment() {

// Co3paTb HOBOEe 3BEHO.

GameObject segment = (GameObject)Instantiate(
ropeSegmentPrefab,

this.transform.position,
Quaternion.identity);

// ChenaTb 3BeHO MOTOMKOM obbekTa this
// W COXpaHUTb €ro MUpOBble KOOPAWHATbI
segment.transform.SetParent(this.transform, true);

// Mony4nTb TBeppoe Teno 3BeHa
Rigidbody2D segmentBody = segment
.GetComponent<Rigidbody2D>();

// TonyuuTb AJIMHY COYNIEHEHWA W3 3BeHa
SpringJoint2D segmentJoint =
segment.GetComponent<SpringJoint2D>();

// Ouubka, ecnu wabnoH 3BeHa He uMeeT
// TBepmoro Tena WAM MPYXUMHHOrO COYNIEHEHUA - HYXHbl 0b6a
if (segmentBody == null || segmentJoint == null) {
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Debug.LogError("Rope segment body prefab has no " +

"Rigidbody2D and/or SpringJoint2D!");

return;

}

// Tenepb, nocne Bcex MpOBEpOK, MOXHO A06aBUTb
// HOBOe 3BeHO B Ha4yasio CNucka 3BeHbeB
ropeSegments.Insert(0, segment);

// Ecnan 3To *nepBoe* 3BeHO, e€ro HYXHO COeAUHUTb
// C Horol rHommuka
if (ropeSegments.Count == 1) {
// CoeavHUTb 3BEHO C COYNEHEeHWeM Hecyllero obbekTa
SpringJoint2D connectedObjectJloint =
connectedObject.GetComponent<SpringJoint2D>();

connectedObjectJoint.connectedBody
= segmentBody;

connectedObjectJoint.distance = 0.1f;

// YCTaHOBUTb AJIMHY 3BeHa B MaKCUMasbHOe 3HayeHue
segmentJoint.distance = maxRopeSegmentLength;
} else {
// 3To He nepBoe 3BEHO. Ero HYyXHO COEAMHUTb
// C npenbiaywmMm 3BeHOM

// Nony4nTb BTOpoe 3BEHO
GameObject nextSegment = ropeSegments[1];

// Tony4uTb COYNEHEHWEe ANA COoeANHeHUA
SpringJoint2D nextSegmentJoint =
nextSegment.GetComponent<SpringJoint2D>();

// TIpucoefuMHUTb COYNEeHeHue K HOBOMY 3BEeHY
nextSegmentJoint.connectedBody = segmentBody;

// YCTaQHOBUTb HavaNbHYW [AJIMHY COYJIEHEHWA HOBOIrO 3BEHA
// paBHOW © - OHa YBENNYUTCA aBTOMATUYECKMW.
segmentJoint.distance = 0.0f;

}

// CoeaWHUTb HOBOE 3BEHO C

// onopoi ana BepeBku (TO ecTb C obbekToM this)

segmentJoint.connectedBody =
this.GetComponent<Rigidbody2D>();

}

// Bbi3biBaeTcsA, KOrfa HYXHO YKOPOTUTb BepeBKy,
// v ypanaeT 3BEHO CBepxy.
void RemoveRopeSegment() {

// Ecnn 3BeHbeB MeHblle ABYX, BbIATU.
if (ropeSegments.Count < 2) {
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}

return;

}

// Mony4uTb BepxHee 3BEHO U 3BEHO MOA HUM.
GameObject topSegment = ropeSegments[0];
GameObject nextSegment = ropeSegments[1];

// CoeAuHUTbL BTOpOe 3BEHO C OMopol AN BEepeBKU.
SpringJoint2D nextSegmentJoint =
nextSegment.GetComponent<SpringJoint2D>();

nextSegmentJoint.connectedBody =
this.GetComponent<Rigidbody2D>();

// YBanuTb BepxHee 3BEHO M3 CNUCKa U YHUYTOXUTb €ero.
ropeSegments.RemoveAt(0);
Destroy (topSegment);

// Tipn Heo6XOoAMMOCTM B KaxAOM Kajpe [A/IMHA BepeBKMU
// yBNMHAETCA WAM yKopayuBaeTcA
void Update() {

// TNony4uTb BepxHee 3BEHO U €ro CouYseHeHue.

GameObject topSegment = ropeSegments[0];

SpringJoint2D topSegmentJoint =
topSegment.GetComponent<SpringJoint2D>();

if (isIncreasing) {

// BepeBKY HYXHO YANMHWUTb. Ecan AnuHa couneHeHus 6onbue
// wnum paBHa MaKCUManbHOW, [O6aBNAETCA HOBOE 3BEHO;
// VHaye yBenuMyuBaeTCsA AJIMHA COYJIEHEHUA 3BeHa.

if (topSegmentloint.distance >=
maxRopeSegmentLength) {
CreateRopeSegment();
} else {
topSegmentJoint.distance += ropeSpeed *
Time.deltaTime;

}

if (isDecreasing) {

// BepeBKY HYXHO YANMHWUTb. EcAn AnuHa couneHeHun
// 6nuM3Ka K Hynw, yaanuTb 3BEHO; WHa4e
// YMeHbWWTb ANIMHY COY/NIEHEHWA BEpXHero 3BeHa.

if (topSegmentloint.distance <= 0.005f) {
RemoveRopeSegment();
} else {
topSegmentJoint.distance -= ropeSpeed *
Time.deltaTime;
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if (lineRenderer != null) {

// BusyanusaTtop LineRenderer pucyeT nuHuKW no
// Konnekuuu ToYek. DTWU TOYKM [AOJIKHbI COOTBETCTBOBATb
// no3uumAMm 3BeHbeB BepeBKU.

// Yvcno BepwuH, oTobBpaxaembix BU3yannsaTopoM,
// paBHO 4ucny 3BeHbeB MAKC OAHA To4YKa
// Ha BepxHeii omope MJC OAHa TO4Ka
// Ha HOre rHomuka.
lineRenderer.positionCount

= ropeSegments.Count + 2;

// BepxHAA BepuwuWHa BCerja COOTBETCTBYET MOJIOXEHWU OMOpbl.
lineRenderer.SetPosition(®,
this.transform.position);

// NepepnaTb BU3yanu3aTopy KOOPAWHATbI BCEX
// 3BeHbeB BepeBKMW.
for (int i = @; i < ropeSegments.Count; i++) {
lineRenderer.SetPosition(i+1,
ropeSegments[i].transform.position);

// TlocnepHAA To4ka COOTBETCTBYET TO4YKe MNPUBA3KMU

// Hecywero obbekTa.

SpringJoint2D connectedObjectJloint =
connectedObject.GetComponent<SpringJoint2D>();

lineRenderer.SetPosition(
ropeSegments.Count + 1,
connectedObject.transform.

TransformPoint(connectedObjectJoint.anchor)

)5

CDpaFMeHT KO/la IMoJIyqnJICsa 60]II)IIII/IM, II03TOMY lIaBaﬁTe pa306beM €Ir'o Ha YaCTH U pac-
CMOTPHM HUX I10 OTAEJTBbHOCTU:

void Start() {

// K3wupoBaTb CCbIKY Ha BU3yanusaTop, 4TOGbI
// He npuwnoCb UCKaTb €ro B KaxAoMm Kajpe.
lineRenderer = GetComponent<LineRenderer>();

// C6poCUTb COCTOSIHME BEpeBKU B UCXOLHOE.
ResetLength();
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Korna o0beKkT Rope 1osIBIIsIeTCs B II€PBbIii pas, BbI3bIBaeTCst ero Metoj Start. OH BbI-
3bIBaeT MeTOJl ResetLength, KOTOPHII TaksKe BBI3IBACTCSI, KOIIa THOMUK rorubaet. Jlo-
MOJTHUTETHHO B IepeMeHHO# 1ineRenderer cOXpaHseTCs CChLIKA HA KOMIIOHEHT BU3Y-
anmsaropa:

// YpnanseT Bce 3BeHbA W CO34aeT HOBOE 3BEHO.
public void ResetLength() {

foreach (GameObject segment in ropeSegments) {
Destroy (segment);

}

ropeSegments = new List<GameObject>();

isDecreasing = false;
isIncreasing = false;

CreateRopeSegment();

Merton ResetlLength ymajsieT Bce 3BEHbsI BEPEBKH, COPACBIBAET ¢ BHYTPEHHEE CO-
CTOsTHUE, OUNIIAsl CINCOK ropeSegements M yCTaHaBJIWBas CBOMCTBA isDecreasing/
isIncreasing, U B KOHIIE Bbi3biBaeT CreateRopeSegment, 4ToObI CO31aTh COBEPUIIEHHO
HOBYIO BEPEBKY:

// DobaBnseT HOBOe 3BEHO BEPEBKU K BEPXHEMY KOHLY .
void CreateRopeSegment() {

// Co3paTb HOBOE 3BEHO.

GameObject segment = (GameObject)Instantiate(
ropeSegmentPrefab,
this.transform.position,
Quaternion.identity);

// CoenaTb 3BeHO MOTOMKOM obbekTa this
// W COXpPaHUTb ero MUpOBble KOOPAWUHATHI
segment.transform.SetParent(this.transform, true);

// Tony4nTb TBeppoe Teno 3BeHa
Rigidbody2D segmentBody
= segment.GetComponent<Rigidbody2D>();

// Tlony4uTb ANUHY COYNEHEHUA U3 3BeHa
SpringJoint2D segmentJoint =
segment.GetComponent<SpringJoint2D>();

// Ouubka, ecnu wabnoH 3BeHa He uMeeT
// TBepAoOro Tena WAM MPYXUHHOrO COYSIEHEHUA - HyXHbl ob6a
if (segmentBody == null || segmentJoint == null) {
Debug.LogError(
"Rope segment body prefab has no " +
"Rigidbody2D and/or SpringJoint2D!"
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CreateRopeSegment co3gaeT HOBYIO KOIHIO 0ObeKkTa Rope Segment u p00aBisieT ero
Ha BEPIIMHY IIETOYKHU, MPeACTaBsdolell BepeBKy. [Ipn aTom oH oTcoenmnHsieT Te-
Kylllee BepXHee 3BEHO BEPEBKHU (eCJTM OHO MMEETCST) OT OTOPHI U MPUCOEUHSIET €ro
K BHOBB CO3/IaHHOMY 3BeHY. 3aTeM HOBOE 3BEHO TIPUCOETMHSIETCS K KOMIIOHEHTY OTIOPBI

)5

return;

}

// Tenepb, nocne BCcex MNpoBepoK, MOXHO A06aBUTb
// HOBOe 3BeHO B Ha4yano CrnMcka 3BeHbeB
ropeSegments.Insert(0, segment);

// Ecnn 3To *nepBoe* 3BeHO, €ro HYXHO COeAUHUTb
// C HoOroi rHomuka

if (ropeSegments.Count == 1) {
// CoeauvHWTb 3BEHO C COYJIEHEHWEM Hecylero obbekTa
SpringJoint2D connectedObjectJoint =
connectedObject.GetComponent<SpringJoint2D>();

connectedObjectJoint.connectedBody =
segmentBody;
connectedObjectJoint.distance = 0.1f;

// YCTaHOBUTb ANMHY 3BEHA Ha MaKCUMajbHOe 3HauveHue
segmentJoint.distance = maxRopeSegmentLength;
} else {
// 3To He nepBoe 3BEHO. Ero HYXHO COeAUHWUTb
// C npenbiaywMm 3BeHOM

// Nony4nTb BTOpoe 3BEHO
GameObject nextSegment = ropeSegments[1];

// Tony4uTb COYNEHEeHWe ANA COoeAUHEeHUA
SpringJoint2D nextSegmentJoint =
nextSegment.GetComponent<SpringJoint2D>();

// TIpUCOefMHUTb COYNEHEHUE K HOBOMY 3BEHY
nextSegmentJoint.connectedBody = segmentBody;

// YCTaQHOBUTb Ha4vaslbHYW AJIMHY COYNIEHEHMA HOBOrO 3BeHA
// paBHOW © - OHa yBE/UYUTCA aBTOMATUYECKMU.
segmentJoint.distance = 0.0f;

}

// CoeauHUTb HOBOE 3BEHO

// c onopoW anAa BepeBku (TO ecTb C 06bekTOM this)

segmentJoint.connectedBody =
this.GetComponent<Rigidbody2D>();

Rigidbody2D, BKIHOUeHHOMY B 00bEKT Rope.
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Eciu HOBOE 3BEHO eIMHCTBEHHOE, TO OHO IIPUCOENHAETCS K TBEpAOMY TeJly connec-
tedObject. IToil HepeMEHHON IPUCBANBAETCS CChIIKA HAa HOTY FTHOMUKA!

// Bbi3biBaeTCA, KOrjaa HYXHO YKOpPOTUTb BepeBKy,
// v ypanseT 3BeHO CBepXy.
void RemoveRopeSegment() {

// Ecnu 3BeHbeB MeHblle ABYX, BbIATU.
if (ropeSegments.Count < 2) {
return;

}

// Tlony4uTb BepxHee 3BEHO U 3BEHO MOA HUM.
GameObject topSegment = ropeSegments[0];
GameObject nextSegment = ropeSegments[1];

// CoeavHWTb BTOpOEe 3BEHO C OMOpOW [N BEPEBKW.
SpringJoint2D nextSegmentJoint =
nextSegment.GetComponent<SpringJoint2D>();

nextSegmentJoint.connectedBody =
this.GetComponent<Rigidbody2D>();

// YBanuTb BepxHee 3BEHO U3 CMNUCKa U YHUYTOXUTb ero.
ropeSegments.RemoveAt(9);
Destroy (topSegment);

Mertoz RemoveRopeSegment J€HCTBYeT ¢ TOYHOCTHIO 10 HAaoOGopoT. OH yaajsger Bepx-
Hee 3BEHO, a cJIeylolee 3a HIUM COEAMHSIET ¢ TBEPAbIM TeoM oObekTa Rope. O6pa-
TUTe BHUMaHWe, YTO RemoveRopeSegment HUUYETO He JIEJIAET, €CJI BEPEBKA COCTOUT U3
e/IMHCTBEHHOTO 3B€HA, — 9TO O3HAUYAET, YTO BEPEBKA HE MCUYE3HET, eCJIU YKOPOTUTH ee
JI0 MUHUMYMa:

// Tpu HEOBXOAMMOCTU B KaxAOM Kajpe AJIMHA BepeBKH
// yBIVHAETCA WM yKopaduBaeTcA
void Update() {

// Tlony4nTb BepxHee 3BEHO W ero COYJIeHEeHMe.

GameObject topSegment = ropeSegments[0];

SpringJoint2D topSegmentJoint =
topSegment.GetComponent<SpringJoint2D>();

if (isIncreasing) {
// BepeBKy HYXHO YyANMHUTb. ECNM AnuHa coyneHeHus 6osble
// wnu paBHa MakcumanbHoi, fJobaBnseTcs HOBOE 3BEHO;

// wvHave yBennynBaeTcAa AJZINHa COYNIeHEHUA 3BEHa.

if (topSegmentJoint.distance >=
maxRopeSegmentLength) {



68

FnaBa 4. Hauano cosgaHus urpsbl

CreateRopeSegment();

} else {

topSegmentJoint.distance += ropeSpeed *
Time.deltaTime;

if (isDecreasing) {

//
//
//

BepeBKY HYXHO YAAWHWTb. EcCnuM AnWHA couYneHeHus
61M3Ka K HYM0, yAAAWTb 3BEHO; MHaye
YMeHbWUTb [JIMHY COYJIeHeHWA BepxXHero 3BeHa.

if (topSegmentloint.distance <= 0.005f) {

RemoveRopeSegment();

} else {

topSegmentJoint.distance -= ropeSpeed *
Time.deltaTime;

if (lineRenderer != null) {

//
//
//

Busyanusatop LineRenderer pucyeT nuHuiw no
KOMNeKUMU ToveK. ITW TOYKM [OJXKHb COOTBETCTBOBAaTb
nosnUnAM 3BEHbEB BEPEBKW.

Yucno BepumH, OoTOGpaxaembix BU3yanusaTopoMm,
paBHO YMCNy 3BeHbEB M/C OAHA TO4Ka

Ha BepxHeil omope M/C ofHa TO4YKa

Ha HOre rHoMMKa.

lineRenderer.positionCount =

//

ropeSegments.Count + 2;

BepxHAA BepwuHa Bcerfa COOTBETCTBYET [MMOJIOKEHWI0 OMopbl.

lineRenderer.SetPosition(0,

//
//

this.transform.position);

MepefnaTb BU3yanusaTopy KOOPAWHATHI BCeX
3BEHbEB BepeBkHU.

for (int i = ©; i < ropeSegments.Count; i++) {

//
//

lineRenderer.SetPosition(
i+1,
ropeSegments[i].transform.position

)5

lMocnegHAA To4Kka COOTBETCTBYET TO4YKEe MPUBA3KKU
Hecywero obbekTa.
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SpringJoint2D connectedObjectJoint =
connectedObject.GetComponent<SpringJoint2D>();

var lastPosition = connectedObject
.transform
.TransformPoint(
connectedObjectJoint.anchor

)5

lineRenderer.SetPosition(
ropeSegments.Count + 1,
position

)5

Kasknprit pas, koryia Bbi3biBaeTcs MeTo] Update (TO ecTh KOT/[a UTPA TIEPEPUCOBBIBAET
JKpaH), OH TTPOBEPSIET, He PABHO JI CBOMCTBO isIncreasing nim isDecreasing 3Hadve-
HUIO true.

Ecau mpoBepka moxkasbIBaeT, 4TO CBOMCTBO isIncreasing paBHO true, BepeBKa YIJIUHS-
eTcd yBeJMUYeHnueM 3HauYeHUs CBOMCTBA distance MPY:KUHHOTO COUJICHEHUS BEPXHETro
3Bena. Ecim 3HaueHue 5Toro ¢BoiicTBa 0Ka3aaoch OOJIbIIe WK paBHO 3HAYEHUIO I1epe-
MEHHOIT maxRopeSegmentLength , co3zaeTcst HOBOE 3BEHO.

AHAJIOTMYHO, €CJIM CBOICTBO isDecreasing paBHO true, CBOMCTBO distance YMeHbIIIa-
erca. Ecim ero sHaueHne 0Ka3aaoch OJIN3KO K HYJIIO, BEpXHEEe 3BEHO YAAIAETCA.

B saksmiouenne 06HOBIISIETCS COIEPKUMOE BU3yaIu3aTopa LineRenderer, 4ToObI Bep-
HIMHBI, OIIPe/ieIIolne JINHUIO BePEBKH, COBIA/IATN ¢ MECTOIOJIOKEHUSIMU €€ 3BEHbEB.

HacTpovka o6bekTa BepeBku Rope

Tenepb, 3aKOHYNB pa60Ty Ha/ KO/IOM BEPEBKU, MOKHO ,Z[O6aBI/ITb B ClIeHy O6’beKTbI, uc-
ToJib3ytoniue €ro. IIJIH 9TOI'O BBITIOJIHUTE CJICAYIOIIne JIENICTBUSL.

1. Hacmpoiime o6sexm Rope. Boibepute urposoii o6bext Rope. Ileperammure mabaoH
Rope Segment B moJie Rope Segment Prefab (IIla6son Rope Segment) u oObekT
Leg Rope B nosie Connected Object (Hecyumii o6bext). Bo Beex ocTanbHBIX HOJIAX
OCTaBbTE 3HAUEHUA 110 YMOJYaHUIO, KOTOpbIe onpesesieHbl B daiine Rope.cs. B pe-
3yJIbTaTe MHCTIEKTOP € COACPKUMBIM 0OBEKTa ROPE /I0JIZKEH BBITJISIICTh TaK, KaK M0~
KazaHo Ha puc. 4.18.

2. 3anycmume uzpy. Teriepb THOMUK MTOBUCHET MO 0OBEKTOM ROPE, a BBI YBUIUTE JIU-
HUTO, COEAMHSIONTYIO THOMUKA C TOYKOH UYTh BBIIIIE HETO.

Jlnst 3aBepimennst paboTh ¢ 0GHEKTOM ROpe 0CTaICcsT OJWH TIar — He0OXOANMO HaCTPO-
UThb MaTepuaJ JIId UCII0JIb30BaHNs BU3yaJn3aTopoM Line Renderer.

1. Cosdaiime mamepuan. Otkpoiite meHto Assets (Pecypchr) u BbIGEpUTE MYHKT
Create » Material (Cosmats » Matepuadn). /laitte HOBoMy Matepuaiy umMs Rope.
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Puc. 4.18. HacTpoeHHbI 06bekT Rope
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2. Hacmpotime mamepuar Rope. Beibepure HOBbII MaTepuas Rope u OTKpPoIiTe MeHIO
Shader (I1leiinep) B uncnekrope. Boibepure mynkr Unlit » Color (Heocseriennsprii b

[IBeT).

COLIGp)KI/IMOe MHCIIEKTOPAa U3MEHUTCS, 1 B HEM IIOSABUTCA Pas3iesl C IlapaMeTpaMn
JIJIsI HOBOT'O mefmepa, BKJIIO‘-IaIOIHI/II;'I C/IMHCTBEHHOE I10JIE€ IIBETA. BbI6epI/ITe B 9TOM
moJie TeMHO-KOpI/I‘-IHeBijI IIBET, IEJIKHYB 110 HEMY 1 BBI6paB IIBET N3 MMOSIBUBITIEHCS
IMaJINTPBbI.

3. 3adeiicmeyiime noeoiil mamepuan 6 obsexme Rope. Beibepure 00beKT ROPE 1 OTKPOI-
Te cBoiicTBO Materials (Matepuasnsr). [leperamure B mose Element 0 (Dmement ()
TOJIBKO YTO CO3JaHHbIi MaTepuan Rope.

4. Cnosa sanycmume uepy. Teniepb BepeBKa Oy/1eT KOPUYHEBOTO 1IBETA.

B 3aknroueHue

Ha maHHBIII MOMEHT OCHOBHAsI CTPYKTYpPa UTPhI Hauasia IPHoOpeTaTh ouepTaHus. Mbr
peajin30Bai Ba HarboJIee BasKHBIX 9JIEMEHTA UTPhL: KYKJTy THOMUKA M BEPEBKY, Ha KO-
TOPOH OH TTO/IBETIICH.

B caiepyiotnieii riaBe Mbl IPUCTYIIUM K CO3/IaHUIO CUCTEM, PEAIU3YIONUX UTPOBOH ITPO-
IeCC € UCTTOTB30BAHMEM ITHX 0OBEKTOB. ITO OY/ET 310POBO.
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Temnepn, KOT/Ia CO3/1aHBI THOMUK U BePEBKa, TIPUTILJIO BPEMsT HACTPOUTH CUCTEMY, KOTO-
past TO3BOJIUT TIOJIH30BATEIO YIIPABJISATH UTPO.

MbI ciesraeM 9T0 B ABa dTama: CHavaa 100aBUM CLIeHApHil, KOTOPbII OyAET OTKIOHITH
THOMMKA BJIEBO U BIIPABO IIPU HaKJIOHE TejaedoHa. A 3aTeM 100ABUM KHOIIKHU, YIJIUHI-
IONHe U YKOPAYNBAIOTIe BEPEBKY.

Kak ToJibKO 3TO OyZET ceTaHo, MbI IPUCTYIUM K Pean3al[iil KO/, YIPABJISIOIIET0
XOJIOM CaMOii UTPhL: CHAYAJIA Peain3yeM HaCTPOIKHU, HaOOP KOTOPBIX OY/AET UCTIOJIB30-
BaThCSI THOMUKOM, & 3aTEM CO3/[a/ UM OOBEKT IUCTIETYePa JIJIsI CIIEKEHMSI 32 HEKOTOPBI-
MU Ba)KHBIMU COOBITUSIME B UTPE.

BBoa

Mpbl IoZIONIIM K TOMY MOMEHTY, KOT/Ia HaM HYKHO TOJYYUTh BBOJI C YCTPOHCTBA, T10-
aTOMY faBaiite mocMorpum, eMosker jiu Unity Editor npunumars BBoa. Eciu Her, T0
e/IMHCTBEHHAST BO3MOJKHOCTD TIPOTECTUPOBATH UTPY — COOPaTh ee W YCTAHOBUTH Ha
YCTPOHCTBO, OHAKO 9TO MOXKET OTHSTH MHOTO Bpemenu. Ho Unity paspabarsisasicst
CTENUAIBHO JIJIsI TOTO, YTOOBI aTh BO3MOKHOCTH GBICTPO TECTHPOBATH M3MEHEHUS,
a OyKUIaHTe 3aBePIIEH st COOPKHU CIUTITKOM 3aMeJITUT Barry paboTy.

Unity Remote

Jliist GpICTpOIL epegaun BBoAA B pegakTop paspaborurku Unity pasMecTuIn B OHJIaiiH-
MarasuHe MpuIosKeHuii App Store MOOWJIbHOE NpUJIOJKeHKe Mmoj HasBanuem Unity
Remote. Unity Remote coemmnsiercst ¢ Unity Editor mocpenctBom kabesist 1ist Tese-
(hoHa; KoTIa PEAaKTOP MIPOUTPHIBAET UTPY, Ha dKpaHe TesedoHa 0TOOPaKaeTcst KOTHsI
okta Game (Mrpa) u BarieMy CIieHapUIO MOCHLIAIOTCS 06PAaTHO Bee KacaHust U MHMOP-
Mallist ¢ IaTYUKOB. ITO TO3BOJISIET TECTUPOBATH UTPY O3 HEOOXOAUMOCTH ee COOPKHU —
JIOCTATOYHO JIUIITD 3aIyCTUTh MPUJIOKEHNE Ha TeredoHe, © MOKHO UTPaTh B UTPY, KaK
ecsir GbI OHa OBLTA YCTAHOBJIEHA.
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[Ipunoxkenne Unity Remote nmeer HeCKOTbKO HEIOCTATKOB.

O Orobpaxast urpy Ha sxpane resedona, Unity 10BOJBHO CUIBHO CKUMAET n306pa-
xerve. [ToMIMO yXy/IIIeHIsT KauecTBa KapTUHKH Mepejiada n300paskeH st Ha Tese-
(hoH UzET ¢ HEKOTOPOIT 33/I€PKKOI 1 CHIKEHNEM YaCTOTHI KaJ[POB.

O M3-3a TOro 4TO Wrpa 3alycKaercs Ha KOMIIbIOTEPE, YacToTa KajpoB OyaeT IoJry-
YaThCsl MHOI, UeM TTPY BBITTOTHEHUN Ha Tejiehore. Ecoi ciieHa HATOTHEHA MEJTKUMT
rpadruecKUMHU 3JIeMEHTAaMHU UJIN Ha BBITIOJHEHIE CIIEHAPUEB YXOAUT 3HAUUTETbHAS
J0JIsl BPEMEHH OTOOPasKeHUsT KasKAOro Kajpa, TO BaM He yIACTCs HOJIYyYUTh TY JKe
POU3BOAUTEBHOCTD, YTO MOTJIA ObI OBITH IIPU BBITIOJHEHUN UIPhI HETOCPEACTBEH-
HO Ha TesleoHe.

O Hakomelr, Kak Bbl IIOHMMaeTe, Bce aTO paboTaer TOJbKO TOI/a, Koraa TeiedoH co-
€JINHEH C KOMITBIOTEPOM.

Yro6w1 3azeiictBoBaTh Unity Remote, ycTaHoBUTE IPUIIOKEHIE HA CBOEM YCTPOICTBE,
3alycruTe ero u coeuuute Tesiedon ¢ koMmmbiorepoM USB-kabenrem. 3areM ImegKHUTE
no kHotke Play (MrpaTs). Vrpa nmosiBuTCst Ha 9KpaHe Balllero yCTPOuCTBa.

Ecam ma skpane ycTpoiicTBa HMUYEro He MOSIBUIOCH, oTKpoliTe MeHio Edit (IIpaska)
u BbiOepuTe MyHKT Project Settings » Editor (Hacrpoiiku npoekra » Pegakrop). B un-
CIIEKTOPE OTKPOIOTCST HACTPOUKU pepaktopa. Boibepute B mapamerpe Device (Yerpoii-
CTBO) CBOM TeseoH.

Cawmble rocJiesine HHCTPYKIUK 1o ycranoBke Unity Remote #a Batiie ycTpoiicTBO Bbl
Haiiziere B oHIaiiH-goKyMenTamu k Unity: Attp;//www.bit.ly /unity-remote-5.

No6aBneHune ynpaB/fi€eéHnsaA HakKJiIoOHOM

IMopmepskKa yrpaBieHUsT UTPOH HAKJIOHOM yCTPOWCTBa OyJeT peajr3oBaHa B JBYX
ciieHapusix: InputManager (uuTtaonuii MHAGOPMAIMIO € JaTYMKA aKCeJepoMeTpa)
7 Swinging (TIOTyJaonuil BXOAHbBIE TaHHBIE OT InputManager U IPUMEHSIONTNIA 6OKO-
BYIO CHJIY K TeJIy — B JIAHHOM CJIy4ae K TeJly THOMUKA).

Co3paHue knacca Singleton

[ucrietyep BBos1a InputManager — 31O obbekT-oHouKa. To ecTb B ciiene Beerja 6y1[eT
MIPUCYTCTBOBATh €/[MHCTBEHHBIN 00beKT InputManager, a Bce apyrue 00DBEKTDI 6y11yT
obpalaTbest K nemy. [lo3Hee Ham Takske noHazoouTes 100aBIATh B UTPY APyTHUE BUJIBI
00bEKTOB-0MHOYEK, TTO3TOMY €CTh CMBICJI CO3/IaTh KJIacC, KOTOPBIN TTOTOM MBI CMOKEM
TTOBTOPHO MCITOTH30BaTh B Pa3HBIX ClleHapusX. /g co3manms kiaacca Singleton, KOTO-
phIT 6y[[eT HCIIOJIb30BaH /I CO3JaHU AHCIIeTYepa BBO/a InputManager, BBIIIOJTHUTE
cIeytomue 1eHCTBUS.

1. Cosdaiime cuenapuii Singleton. Cosnaiite HOBBIIT pecypc ciieHapusi Ha siabike C#
B Tarke Scripts, oTkpbiB MeHto Assets (Pecypcesr) u BoiOpas myHKT Create » C# Script
(Cosnate » Crienapuit C#). /laiite crienapuio ums Singleton.
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2. Jobasvme x00 ¢ cuenapuii Singleton. Otkpoiirte dailn Singleton.cs u 3ameHuTe €ro
COZIEP’KUMOE CIIETYIONIM KOIOM:

using UnityEngine;
using System.Collections;

// 3TOT Knacc nosBosifAeT APYruM 0b6bekTaM CCbiIaTbCA HA eAUHCTBEHHbIN
// obwmnit 06bekT. WUcnonb3lyeTca B knaccax GameManager u InputManager.

// YTO6bl BOCNONb30BATbCSA WM, yHac/efyidTe ero, Hamnpumep:
// public class MyManager : Singleton<MyManager> { }

// TMocne 3TOro MOABUTCA BO3MOXHOCTb ObpalaTbCA K eAUMHCTBEHHOMY
// obuwemy sk3emnnApy Knacca, Hanpumep, Tak:
// MyManager.instance.DoSomething();

public class Singleton<T> : MonoBehaviour
where T : MonoBehaviour {

// EBMHCTBEHHbIW 3K3emnnAp knacca.
private static T _instance;

// MeToa pocTyna. B nepBoM Bbl30Be HacTpouT CBOWCTBO _instance.
// Ecnu Tpebyemblii 06beKT He HaWAeH, BbIBOAUT cooblueHue o6 owunbke.
public static T instance {

get {
// Ecnn cBoicTBO _instance ewe He HacTpoeHo ...
if (_instance == null)
{

// NonblITaTbCA HaTW 06BLEKT.
_instance = FindObjectOfType<T>();

// BbiBecTu cobueHne B cinyyvae Heyaauu.
if (_instance == null) {
Debug.LogError("Can't find " +
typeof(T) + "!");
}
}

// BepHyTb 3K3emMnnsp ANS UCMNONb30BaHUA!
return _instance;

}
}
X

Bor kak geiicTByer Kjacc Singleton: Apyrue KJIacchl HACTEAYIOT 9TOT IaGIOHHbIM
KJIaCcC ¥ OTKPBIBAIOT IOCTYT K CTATUYECKOMY CBOHCTBY € IMEHEM instance. ITO CBOM-
CTBO BCET/IA CCHIJIAETCS HA OO 9K3eMILISIp Kiacca. To ecTh Kora ApyToil crieHapuii
O6paTI/ITC$I K CBOMCTBY InputManager.instance, OH TOJYYUT €IMHCTBEHHBIN 9K3€M-
iap InputManager.

[Ipu Takom mox0/1Ee IPYTUM CIIeHAPUSIM He Tpe6yeTC$1 XPaHUTb CCHIIIKU HA 9K3EMILIAD
InputManager.
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Peanusauusa obvekra-oguHoukm InputManager

TeHepb co3a/iuM KJjiacc InputManager, HaCJIeLIonmI/Iﬁ Singleton.

1. Cosdaiime uzposoii o6vexm InputManager. CosnaiitTe HOBbIII UTPOBOIL OOBEKT U Jaii-
Te eMy numd InputManager.

2. Cosdatime u dobasvme cyenaputi InputManager. Boibepure o6bexkT InputManager
u menkaure no kaornke Add Component ([lo6aButh komnoHenT). Beeaure InputMa-
nager U BBIOEPUTE CO3IaHNE HOBOTO CIleHApHst. YOEAUTECh, 4TO KOMIIOHEHT CIleHA-
pust osryanst uMst InputManager u jiist Hero BIGpaH st3bik C Sharp.

3. Jobasvme xod 6 cuenapuii InputManager.cs. OTKPOIiTe TOJIBKO YTO CO3AaHHbIN (Dail
InputManager.cs v 1o6aBbre B HErO CJIELYIOLIIIT KO

using UnityEngine;
using System.Collections;

// TNpeobpasyeT AaHHble, MONYYEHHble OT akcesnepomeTpa,
// B uHbopMaumio 0 BOKOBOM CMelEeHUN .
public class InputManager : Singleton<InputManager> {

// BenuyuHa cmeweHua. -1.0 = MaKCMMasbHO BNEBO,
// +1.0 = MakcuMManbHO BMNpaBoO
private float _sidewaysMotion = 0.0f;

// 3TO CBOWCTBO AOCTYMHO TO/NbKO ANA YTEHUS, MO3TOMY
// Bpyrve cueHapuuM He CMOTYT W3MEHUTb €ro.
public float sidewaysMotion {
get {
return _sidewaysMotion;
}

}

// Benu4nHa OTKNOHEHUA COXpaHAETCA B KaxAoMm Kaape
void Update () {
Vector3 accel = Input.acceleration;

_sidewaysMotion = accel.x;

}
}

B kasxmoMm kagpe oOBeKT Kjacca InputManager M3BJIEKAeT JTaHHBIE U3 aKCelIepoMe-
Tpa, UCTOJIb3YS BCTPOCHHBIN Kjacc Input, 1 coxpaHseT KOMIOHEHT X (OIpeaessio-
U CUJTy, IEUCTBYIONIYIO HA JIEBYIO U TIPABYI0 CTOPOHBI YCTPOMCTBA) B IIEPEMEHHYIO.
JTa IepeMeHHas OIlpejieJieHa Kak O6HleIIOCTy1'[HO€ CBOMCTBO TOJIBKO /IS YTEHUSI
sidewaysMotion.

CBOI‘;ICTBa, JAOCTYITHBIC TOJIBKO JISI YTEHU A, NCKJII0Yal0T BO3MOJKHOCTD cnyqaﬁHoro nx
NU3MEHEHUA IPYTUMU KJIaCCaMU.
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IIpote roBopst, eciiu J1060ii APYroii KJace 3aX04eT Y3HaTh, HACKOJIBKO TeJIe(hOH HAKJIO-
HEH BJIEBO MJIN BIIPABO, MY JIOCTATOYHO TIPOYNTATH CBOMCTBO InputManager. instance.
sidewaysMotion.

Teneps namuiem Ko 1714 ciieHapusg Swinging.
1. Butbepume o6sexm Body mena enomuxa.

2. Cosdaiime u dobasvme nosuiil cuenapuii na C# ¢ umenem Swinging. Jlobasbre B (hail
crieHapust Swinging.cs caeyonni Ko

using UnityEngine;
using System.Collections;

// Wcnonb3yeT gucneTtyep BBoAAa ANA NPUIOXEHWA GOKOBOW CUJbI
// K 0bbekTy. Wcnonb3yeTca ANA OTK/JOHEHUS FHOMUKA B CTOPOHY.
public class Swinging : MonoBehaviour {

// Hackonbko 60/bliMM AOMKHO 6blITb OTKJ/IOHEHMWe?
// Bonble 4ucno = 6onblle OTKNOHEHME
public float swingSensitivity = 100.0f;

// BmecTo Update ucnonbsyetca FixedUpdate, 4To6bl
// ynpocTuTb paboTy C ¢U3MYECKUM ABUKKOM
void FixedUpdate() {

// Ecnu TBeppoe Teno otcyTcTByeT (yxe), yAanuTb
// 3TOT KOMMOHEHT
if (GetComponent<Rigidbody2D>() == null) {
Destroy (this);
return;

}

// Tony4nTb Benu4uMHy HaknoHa u3 InputManager
float swing = InputManager.instance.sidewaysMotion;

// BblMMCAUTBL Npunaraemyw cuny
Vector2 force =
new Vector2(swing * swingSensitivity, 0);

// TpunoxuTbe cuny
GetComponent<Rigidbody2D>().AddForce(force);

Kon kmacca Swinging BBITIOJTHSAETCS KasKAbIH pas, KOTZa OOHOBJISIETCS COCTOSTHUE
dbusmueckoii cucrembl. CHauajia OH MPOBEPSIET HaJW4Ke B 0OBhEKTE KOMIIOHEHTA
Rigidbody2D. Eciit KOMIIOHEHT OTCYTCTBYET, TabHEHIIee BHITTOTHEHNE HEMEITICH-
HO TIpekpaiaercd. Ecin KOMIIOHEHT TPUCYTCTBYET, U3 9K3eMILIApa InputManager
U3BJIEKAETCs 3HaUeHUe swidewaysMotion 1 Ha €r0 OCHOBE KOHCTPYUPYETCA BEKTOP
Vector2, ONMCHIBAIOIINN MPUKJIABIBAEMYIO CUTY, TTOCJTE YeTO BLIYMCICHHAS CUJA
IPUKJIAABIBAETCS K TBEPIOMY TeNy OOBbeKTa.
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3. 3anycmume uepy. 3anycrure Unity Remote Ha Tesiedote 1 onpobyiiTe HAKJIOHATH
€T0 BJIEBO U BIIPABO; THOMUK JIOJI’KEH TIePEMETaThCsI COOTBETCTBEHHO HAKJIOHAM.

Eciin naxksionuts tesiehoH cuikom cusibHo, Unity Remote Mosket tiepeiitu B aib6om-
HYIO OPUEHTAIINIO, PACTSIHYB KaPTUHKY 110 ropusoHTaau. [Ipe1oTBpatuth 3T0 MOKHO,
BKJIIOYMB B TeJie)OHe 3arpeT Ha CMeHY OpUeHTaIlnH.

YnpaBneHne BepeBKOU

Terepb 106aBUM KHOITKHY, YJIMHSIONINE U YKOPAYMBAIONHE BEPEBKY. [JIs1 5TOTO HAM MOHA-
nobares aBe KHONKU rpaduueckoro urrepdeiica Unity; HaskiuMas U yaep:KUBast KHOTIKY
Down, TToJTb30BaTeN b GYIET COOOIATH, YTO BEPEBKA MOIKHA YTHHUTBCS, 4 KOT/IA MOTb30-
BaTeJh TTePecTaeT YAEPKIBATh KHOIKY, BepeBKa JIOJKHA MTepecTaTh YAJIMHAThCI. KHomKa
Up fieficTByeT aHAJIOTHYHO U YIIPABJIIeT HAYaJIOM ¥ KOHITOM YKOPAUNBAaHWS BEPEBKIL

1. Jobasvme xnonky. Otkpoiite MeHo GameObject (rpoBoii 06bEKT) 1 BBIOEPUTE TYHKT
UI » Button (TTosbsoBatesbekuii uatepdeiic » KHonka). B pesyssrate Oyzaer gobasiie-
Ha KHOIIKa, a TaKsKe KOMITOHEeHT Canvas JiJist ee 0ToOpaskeH st i KoMIToHeHT EventSystem,
oGpabarsiBaroliuii ee BBo. (Bam He mpuzercst 6eCoKOUThCS 0 J06aBJICHUH 9THX JI0-
HOJTHATETbHBIX KOMITOHEHTOB. ) JlaiiTe nrpoBoMy 00BEKTY KHOITKK ¥Mst Down.

2. Ipussicume KHONKY K npasomy HuicHemy yziy. Beibeprre KHOIIKY Down 1 IieJIKHUTE
o kuonke Anchor (IIpuBsiska), KOTOpas MOSBUTCA CJieBa BBEPXY B MAHETN UHCIIEK-
topa. Haskmute knasumnm Shift u Alt (Option na Mac) u, yaep:xuBasi ux, HieJKHN-
Te Ha Bapuanre bottom-right (rpaBbiii-HmKHMIA, KaK MOKazaHo Ha puc. 5.1). dtumu
JIeCTBUSMU BbI IPUBSKETE KHOTIKY K ITPABOMY HUKHEMY YTJTy 9KPaHa, ocJie 4ero
KHOTIKA TIepeMeCTUTCS B ITPaBbIil HUKHUI YToJ 9KpaHa.

3. Cozdatime maonucv na xnonxe ¢ mexcmom «Downs. O6bext Button umeer eau-
CTBEHHDII Jo4epHUil 00BEKT ¢ UMeHeM Text. ITOT 0ObEKT IIPeACTaBIAeT HAJAIIUCh Ha
KHOIIKe. Bpibepure ero, Hailjiute B MHCIIEKTOPE [TPUCOEIUHEHHBIIT K 0OBEKTY KOM-
nmorenT Text. Beeaure B cBoiictBo Text texcr «Downy». Hajmmces Ha KHOIKe Takke
cMeHuTcd Ha Down.

4. Yoamume xomnonenm Button us o6vexma Button. IlleKHUTE TIO TUKTOTPAMME C TiTe-
CTEPEHKON B MPABOM BEPXHEM YIJIy B pasjiejiec KOMIIOHEHTA U BBIOEPUTE IYHKT
Remove Component (Y1aauTh KOMIIOHEHT).

ITO MOXKET TIOKa3aThCsT HEMHOTO HEOXKNJAAaHHbBIM, HO HaM IIPOCTO HYKHO n30aBUTHCS
OT CTaH/IAaPTHOT'O IMOBE/ICHU A «OOBIYHOI» KHOITKH.

O6bIYHag KHOIKA FeHepUPYeT COObITHE, KOTJA <HAKMMAETCs U OTILYCKACTCS», TO €CTh
KOIJla I0JIb30BaTelb KacaeTcsl MajbleM KHONKH, a 3aTeM yOupaeT masen. CobbiTue
MOCBLTAETCS TOJMBKO B MOMEHT, KOT/Ia TTajiell yOupaeTcsl, 9To HaM He TIOAXOANT, — HaM
HYy’KHO, 4TOOBI B MOMEHT KacaHUs KHOIIKK TeHEePUPOBATIOCH TIEPBOE COOBITHE, a KOT/Ia
naser] youpaercst — BTOpPOe.

[ToaToMY MBI BpYYHYIO 06aBUM HEOOXOMMBIE KOMITOHEHTBI, KOTOPbIE YT MOCHLIATH
co00MIeHUS 0GBEKTY BEPEBKHU.
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Puc. 5.1. lNpuBsska kHONKM Down K MpaBOMYy HUXXHEMY Yry CLEHbI;
Ha 3TOM CKPUHLLOTe yaepxxaHue knasuw Shift n Alt Bo Bpems Bbibopa BapuaHTa
NpuBeZET K TOMY, YTO OAHOBPEMEHHO C MPUBA3KON NPOU30MAET YCTaHOBKA
1 NO3ULMOHMPOBAHME OMOPHOM TOYKM

5. Jobasvme ¢ o6vexm Button xomnonenm Event Trigger. DTOT KOMIIOHEHT CJECIUT 3a

B3aMMOJIEHCTBUSIMU U MOCHIUTAET COOOTIEHUST, KOT/Ia TaKKe B3aUMOJECTBIS TPOKC-
XOJIAT.

6. Hobasvme cobvimue Pointer Down. lllenxuure 1o kuonke Add New Event Type ([lo-

GaBUTH HOBBIN TUIT COOBITHI) U BHIOEPUTE U3 TIOSIBUBIIETOCS CIIMCKA ITYHKT Pointer
Down (Haxatwue).

7. Coedunume ceoticmso islncreasing o6vexma Rope ¢ cobvimuem. IesKHUTE 110 KHOII-
Ke + B criucke Pointer Down, 1 B HeM MOSIBUTCSI HOBBIH ajieMeHT (puc. 5.2).
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HepeTamHTe 00BbEKT Rope C ITaH€JIN nepapXru B TMOSIBUBIITUAICS 9JIEMEHT CITICKA.

3amenute No Function csoiictsom Rope » isIncreasing. (Iocie BbIGOpa CBOICTBA OHO
0TOOPA3UTCST B PACKPBIBAIOIIIEMCST MEHIO KaK Rope.isIncreasing.) Buarogapst ato-
MY HakaTie KHOTIKH Oy/IeT U3MEHSITh CBOMCTBO isIncreasing BEPEBKHU.

YeraHoBuTe (BJIaskoK, KOTOPBI MOSIBUTCS YyTh HIZKE. DTOT (JIaskoK COOOIIAeT, 4To
B OTBET Ha Ha)kaThe KHOMKHU B CBOHCTBO isIncreasing IOKHO 3alTMCHIBATHCS 3HA-
JeHne true.

B pesysbraTe HOBBII d1eMeHT B coObITHN Pointer Down [0JIKeH BHITIAIETh TaK, KakK
MoKa3aHo Ha puc. 5.3.

Pointer Down (BaseEventData) -

Puc. 5.3. HactpoeHHoe cobbiTne Pointer Down (HaxaTtue)

8. Jlobasvme cobvimue Pointer Up u sacmaebme ezo 3anucvieamnv false 6 c6oticmao
isIncreasing o6eexma Rope. Korja masiert youpaercs ¢ KHOTIKH, €€ y/ITTMHEHHE JT0JIK-
HO TIPEKPATUTHCSL.

Jlobasbre HOBOE coObITHe Pointer Up B kommoHeHT Event Trigger, IeIKHY B 110 KHOITKe
Add New Event Type (/lo6aBuTh HOBBIN THUII COOBITHIT), 1 CHUMUTE (PIAIKOK JIJISA CBOA-
crBa isIncreasing oGbekra Rope. Biiarogapst atomy cBoiicTBO isIncreasing Gyzer
110JIy4aTh 3HauyeHue false IIpU OTILYCKAHUU KHOIIKU.

[Tocse aToro pasmen Event Trigger B wHCTIEKTOPE OKEH BBITISIETD TaK, Kak IO-
KasaHO Ha pHC. 5.4.
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9.

Ve Event Trigger (Script) &,
Pointer Down (BaseEventData) =
| Runtime Only 4 | | Rope.isincreasing s |
o
-
Pointer Up (BaseEventData) -
[ Runtime Only 4 | | Rope.isincreasing s | :

[ Rope (Rope,_ @] [J

[ Add New Event Type |

Puc. 5.4. Hactpoiiku komnoHeHTa Event Trigger ans kHornku Down

Ipomecmupyiime knonky Down. 3anycrtute UTpy, 3aTeM HAKMUTE U y/IePKUBaiTe
kHo1Ky Down. BepeBka /o/kHA HAYaTh YAJUHSATHCS W TPEKPATUTh, KOT/IA BBl OT-
IyCTUTE KHOIKY MbIl. Eciu urpa seger ceds 1mo-apyromy, IpoBephTe ellle pas Ha-
CTpONKHU coOBbITUH 1 KHOIKM Down; cobbiTre Pointer Down JI0JIKHO 3aliChIBaTh
B CBOMCTBO isIncreasing snauenue true, a coobitue Pointer Up 10JIKHO 3al1UCHIBATD
B CBOICTBO isIncreasing 3HaueHue false.

10. Zo6asvme xnonky Up. TIoBTOPUTE TOT K€ MPOIIECC, HO JJIST KHOTIKH, YKOpauYHBato-

11.

el BepeBKy. /[06aBbTe HOBYIO KHOIIKY, PACTIONOKUTE e HA/l KHOMKON Down u mpu-
BSKMTE K TTPABOMY HUKHEMY YTJIY.

Cospaiite HaamMCh Ha KHOMKe ¢ TeKcToM «Ups, yaannTe KOMIIOHEHT Button u j10-
GaBbre KOMIOHeHT Event Trigger (¢ coObITisIME IBYX THITOB — Pointer Down u Pointer
Up). CobGbiTus xoMmionenTa Event Trigger m0JKHBI BO3/ECTBOBATh Ha CBOWCTBO
isDecreasing oObekTa Rope.

ITHU JIBe KHOITKU OTJIUYAIOTCS TOJHKO TEKCTOM HAIINUCH 1 CBOﬁCTBaMH, Ha KOTOPbIE
OHM BOS,Z[eﬁCTByIOT. B octambnoM oHn COBEPHICHHO MJICHTUYHDI.

IIpomecmupyiime xknonxy Up. CHoBa sanycrute urpy. Tenepb HaskaTue Ha KHOIKY
JIOJIKHO YJIMHATD U YKOPaunBaTh BEPEBKY.

Bl MokeTe Takike BOCMONB30BaThes mpusoskenneM Unity Remote, 9to6br 3army-
CTUTDH UTPY Ha TesedoHe U TOTPOOOBATH HAKIOHATE Tee(OH BIEBO-BIIPABO U OJI-
HOBPEMEHHO Y/IJINHATD UJIH YKOPAUMBATh BEPEBKY.

[Tosnpasiisiem: ocHOBa cUCTeMbI BBOJIa TOTOBA!

HaCTpOﬁKa KaMepbl Anda cneaosaHnd 3a rHOMUMKOM

Termepb, ecJu yaepsKUBATh HAKATON KHOTKY Down, THOMUK GY/IET OTTYCKAThCs Ha BEPEB-
Ke BCe HIDKe U HIDKE 1, HAKOHETI, NCUe3HEeT U3 TOJIST 3peHtst. UTOOBI 9TOTO He TPOu30-
IIJI0, KaMepa J0JKHA CIIEI0BATh 32 THOMITKOM.
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JIIst 9TOTO CO3aINM CIIeHAPHiT, KOTOPBIN OY/IET MOAKIIOYAThCA K KaMepe U KOPpeK-
THPOBATDH ee KoopArHATy Y (TO eCTb BEPTUKAJIbHYIO ITO3UIIMIO) B COOTBETCTBUU C IO-
JIOJKeHneM IpyToro obbekTa. Hasnauws aTuM ApyruM 0OHEKTOM 0OBEKT Gnome, MbI
obecriednM CUHXPOHHOE CTeI0BaHue KaMephl 32 THOMUKOM. CiieHapuii GyIeT TTO/IKITI0-
YaTHCS K KAMepPe M HACTPAWBATHCS Ha CIEIOBAHUE 32 TETOM THOMUKA. UTOOBI CO3MaTh
CIIeHApUIi, BBITIOJTHUTE CJEYIONINE IeHCTBUS.

1. Mlobasvme cuenapuii CameraFollow. Boibepure oObexT Camera B uepapXuu U J0-
GaBbTE HOBBII KOMITOHEHT ciieHapus Ha C#, 1aB emy umst CameraFollow.

2. Jobasvme credyiowuil koo 6 paiin cuenapus CameraFollow.cs:

// CMHXpOHW3UpYyeT MO3ULMK Kamepbl C mo3uuuen Y
// ueneBoro obbekTa, cobNAAA HEKOTOPble OrpaHUYeHusd.
public class CameraFollow : MonoBehaviour {

// UeneBoit o6bekT, c nmo3uuueit Y koToporo byaeTt
// CWUHXPOHU3UPOBATbLCA MOJIOXEHUE KaMepbl.
public Transform target;

// HauBbicwaa Touyka, rae MoxeT HaXoAUTbCA Kamepa.
public float topLimit = 10.0f;

// Hu3was TouKa, rpAe MOXeT HaxoAUTbCA KaMmepa.
public float bottomLimit = -10.0f;

// CKoOpoCTb ClefijoBaHWs 3a LeNeBbM 06beKTOM.
public float followSpeed = 0.5f;

// OnpepenseT MnojoxeHWe Kamepbl Mocae yCTaHOBKM
// no3uumii Bcex 06bekToB
void LateUpdate () {

// Ecnu ueneBoit obbeKkT onpejeneH...
if (target != null) {

// MNony4nTb ero nosuuuw
Vector3 newPosition = this.transform.position;

// OnpepenuTb, rhe Kamepa AO/XHa HaXOAUTbCA
newPosition.y = Mathf.Lerp (newPosition.y,
target.position.y, followSpeed);

// NpepoTBpaTUTb BbIXOA MO3MLMKM 32 FpaHU4YHble TOYKM
newPosition.y =

Mathf.Min(newPosition.y, topLimit);
newPosition.y =

Mathf.Max(newPosition.y, bottomLimit);

// OBHOBUTbL MeCTONoNoXeHune
transform.position = newPosition;
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4.

// Ecnn kamepa BblbpaHa B pefakTope, puUCYeT NUHWI0 OT BepxHein
// TPaHUYHOW TOYKWM [O HUXHEWR.
void OnDrawGizmosSelected() {

Gizmos.color = Color.yellow;

Vector3 topPoint =
new Vector3(this.transform.position.x,
topLimit, this.transform.position.z);
Vector3 bottomPoint =
new Vector3(this.transform.position.x,
bottomLimit, this.transform.position.z);

Gizmos.DrawLine(topPoint, bottomPoint);

}

Crienapwuii CameraFollow Mcniosib3yeT MeTo/I LateUpdate, KOTOPBIH BBI3bIBAETCS T10-
cjle BbI3oBa MeToja Update Bcex Apyrux o0bekToB. Meros Update 4acTo MCIIOJb-
3yeTrcsl IJIsT U3MEHEHUsT KOOPAWHAT 0O0BhEKTOB, a 3TO 3HAYWT, YTO KOJ B LateUpdate
Oy/IeT BBITIOJIHATHCS NOCE U3MEHEHUST TIO3UTIHIA.

Cuenapuii CameraFollow KOPPEKTUPYET IIO3UIMIO Y KOMIOHEHTa transform 00bek-
Ta, K KOTOPOMY OH IOJKJIIOYEH, HO IIPU 3TOM TapaHTUPYeT, YTO ITO3UIIUS He BbliifeT
3a TPAaHUYHBIE TOYKHU. JTO 03HAYAET, YTO KOT/IA BEPEBKA YKOPOTUTCS /10 MUHUMYMA,
KaMmepa He TMOKa)keT MycToe MPOCTPAHCTBO HaJl Kojo/ieM. Kpome Toro, crienapuit
ucnoyb3yer GyHKIUI Mathf.Lerp sl BBIYKCIEHUS MO3UIIUN KaMepbl, OJIM3KOI
K MO3UIINU 11€JIeBOTO 00beKTa. ITO cos3aaeT ahPeKT «CBOOOIHOT0» CJIEIOBAHNUS 3a
00BeKTOM — ueM Osinke 3HaueHue mapamerpa followSpeed Gy/eT K eAUHUIIE, TEM
ObicTpee OyeT IBUTATHCST KaMepa.

Busyanusaiiuga rpaHMYHBIX TOYEK peayn3yeTcsd MeToloM OnDrawGizmosSelected.
ITOT METOJ] UCTI0JIb3yeTcs caMuM peslakTopoM Unity U prcyeT JUHUIO OT BepXHEH
[0 HYZKHEH MPpaHMYHOM TOYKM, Korjga BeiOpaHa Kamepa. Eciiu B MHCIIEKTOpe M3Me-
HUTH CBOMCTBO topLimit u/muam bottomLimit, [IWHA TMHUT U3MEHUTCS.

Hacmpotime xomnonenm CameraFollow. Tleperamunre 00bexT Body rHOMUKA B T10JI€
Target (Ilenn) (puc. 5.5) u ocTaBbre APYTrHe CBOMCTBA KaK €CTh.

¥ [ M Camera Follow (Scripy %,
Script {r CameraFollow (o]
Target (A Prototype Body (Transform) (]
Top Limit 10
Bottom Limit -10
Follow Speed 0.5

Puc. 5.5. Hactpoiitku cueHapusi CameraFollow

IIpomecmupyiime xamepy. 3allyCcTUTe UIPy WU OILyCTUTE I'HOMMKA BHU3 KHOIIKOM
Down. Kamepa jjoJzxHa 110c1e10BaTh 3 THOMUKOM.



Bsoa 83

OTnagka cueHapvesB

Ceiiuac camoe Bpemst 06CYINTD TIOUCK ¥ UCTIPABJIeHUE MPOOJIEM B CIIEHAPUAX, TOTOMY
4TO JAJIBIIE KO OY/IET CTAHOBUTHCS Bee GOJIee CAOKHBIM.

WNnorga crienapuu JefCTBYIOT He TaK, KaK 33/lyMbIBAJIOCh, M3-3a ONEYATOK MJIU JIOTHYe-
CKUX OMMOO0K. J[JIsT TIOWCKA ¥ PEITeHnsT TaKUX MPOOJIeM B CIIEHAPHSIX MOKHO HMCTIOJb-
30BaTh CPECTBA OTIAAKH, MMelotTecss B MonoDevelop: pacctaBisiTh KOHTPOJIbHBIE
TOYKHU B KOJIE, UCCIIEIOBATH COCTOSTHIE TIPOTPAMMBbI 1 BOOOTIE UMETh MOJTHBIH KOHTPOJIb
Ha/l BbITIOJTHEHWEM CIIEHApPpUEB.

JLJ1s1 1ipaBKu clieHAPUEB MOKHO UCIIOIb30BATh JII0GON TEKCTOBBII PEJAKTOP, HO IS X
OTJIA/IKU HY’KHA CIEIMATN3UPOBaHHAs cpefla pa3paboTku, Takast kak MonoDevelop
uim Visual Studio. B aroii kHure mbl ncnosbsyem MonoDevelop; eciin Bbl XoTHTE
ucnosb3oBath Visual Studio, To y Microsoft ects otimmunas gokymenranus (http.//
www.bit.ly/ms-debugger-basics).

YcTaHOBKAa KOHTPOJIbHbIX TOYEK

IIJIH HUCCIEIOBAHUS ATON BO3MOKHOCTHU YCTaHOBMM KOHTPOJIbHYIO TOYKY B TOJIBKO 4YTO
HaIllMCaHHOM CII€Hapun Rope, 4TOOBI TIOJIy9NTh 6oJee oaHOoe TIpeacTaBJIEHUE O €ro 110~
Be/IeHU. [[JIH 9TOTO BBITOJTHUTE CJICAYIONINE JleficTBUS.

1. Omxpoume paiin cuenapust Rope.cs 6 MonoDevelop.
2. Haitoume memoo Update. B wactHOCTH, HAiiIUTE CTPOKY:

if (topSegmentloint.distance >= maxRopeSegmentLength) {

3. IHlenxnume na cepom noie cieea om amou cmpoku. B pesyisrare Oymer mobaBiieHa
KOHTPOJIbHasT Touka (puc. 5.6).

// Every frame, increase or decrease the rope's length if neccessary
void Update() {

// Get the top segment and its joint.
GameObject topSegment = ropeSegments[o];
SpringJeoint2D topSegmentJoint —

topSegment . GetComponent<SpringJoint2D=();

if (isIncreasing) {

!/ We're increasing the rope. IT it's at max length,
!/ add a new segment; otherwise, increase the top
!/ rope segment's length.

if (topSegmentloint.distance >= maxRopeSegmentlLength) {
CreateRopeSegment();
} else {
topSegmentJoint.distance += ropeSpeed *
Time.deltaTime;

Puc. 5.6. [lJo6aBneHne KOHTPOSIbHON TOUKM
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Hainee ceszxem MonoDevelop ¢ Unity, 4To6bI 110 0CTHKEHUN KOHTPOJIbHON TOYKH
MonoDevelop npuocranosust pabory Unity 1 ero OKHO BCILIBLIO BBEDX.

4. Hlenxnume no xknonke Play (Hepamov) cresa ssepxy 6 oxne MonoDevelop (puc. 5.7).

®@ae »r [ Debug > W Attach To Process

Puc. 5.7. KHonka Play (UrpaTb) cnesa BBepxy B OkHe MonoDevelop

5. B nossuswemcs oxne wenknume no xnonke Attach (Ilodxmouumocs), kKak MOKa3aHO
Ha puc. 5.8.

®0e Attach to Process

Attach to: | ]

PID | Process Name

56900 Unity Editor (Unity)

Debugger: | Unity Debugger | ~ |

Cancel Attach

Pwuc. 5.8. inanor Attach to Process (MoakntoyeHne K npoueccy)

ITocsie atoro MonoDevelop moakimiountest k npotieccy Unity. Korga Boimosnterue
JOCTUTHET KOHTPOJbHON Toukn, MonoDevelop mpuocranosut Unity u gact Bo3-
MO’KHOCTD OTJIQIUTD KO/I.

ToBops, yro Unity IpuocTaHoOBUTCSI, MBI HE UMEEM B BUJLY TPHOCTAHOBKY UZpbl BHYTPU
Unity, Kak aTo TPOMCXOINT B cIydae Iesrdka mo KHotmke Pause (Ilaysa). IIpuocmano-
sumcs npunoxcenue Unity yeauxom v OyieT TPOJIOJLKATE CTOSTH, [TOKA MBI He TOTpedyeM
ot MonoDevelop Bo306HOBUTS BbinoiHeHUEe. Eciin BaM HOKasKeTCst, 4TO IPUIOKEHUE
Unity 3aBucJio, He BOJHYUTECD.

6. 3anycmume uepy u weaxnume no xnonke Down.

B Tot MomenT, koria 310 Tipousoiizet, Unity MpUOCTAHOBUTCS W BCILIBIBET OKHO
MonoDevelop. CTpoka ¢ KOHTPOJIBHON TOYKOH MOACBETHTCS, TOKA3LIBAST TEKYIIYIO
TOUKY BBITTOJTHEHUS.
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Teriepp BBl MOKETe M3Y4YUTh COCTOSHME IMPOTPaMMbL. B HIUIKHeNl 4yacTH OKHA
MonoDevelop moxHO yBuzeTs aBe maHenu: Locals (Tekyuue gannbie) u Immediate
(BmemratenbctBo). (B 3aBUCUMOCTH OT CUTYallMd MOTIYT OBbITh OTKPBITHI APyTHe
BRJIAIKH; €CJTU HTO TaK, MPOCTO METKHNTE Ha HYKHON BKJIAJIKe, YTOOBI OTKPHITD €e.)

B manenu Locals (Tekymuue ganHbie) 0TOOpaKkaeTcs CUCOK MepeMeHHbIX, TIPUCYT-
CTBYIOTIMX B TEKYIIEil 061aCTH BUIUMOCTH.

7. OrtkpoliTe niepeMeHHYIO topSegmentJoint B manesm Locals (Tekymiue maHubie).
BHyTpU HOSIBUTCST CIIMCOK T10JIEH, YTO MO3BOJIUT UCCIeN0BaTh ux (puc. 5.9).

@Wach | iLocals 0% | (@ Breakpoints < Threads
Name Value Type
» [[F this {Rope (Rope)} Rope
» [5] topSegment {Rope Segment(Clone) (UnityEngine.GameObject)} UnityEngine.GameOb
¥ [&] topSegmentJoint {Rope Segment(Clone) (UnityEngine.SpringJoint2D)}  UnityEngine.SpringJo;
> 0 base {UnityEngine.AnchoredJoint2D} UnityEngine.Anchorec
[ autoConfigureDistance false bool
& dampingRatio 1 float
[ distance 1 float
E frequency 30 float

Puc. 5.9. MaHenb Locals (Tekywme aaHHbIe) oTobpaxkaeT AaHHble BHYTpy topSegmentloint

[Taness Immediate (BmeraTesibecTBO) 103BOJISIET BBOAUTH KO/ Ha si3bike C# U 11oIy4aTh
pesyabraT ero BeimonHeHus. Hampuwmep, Ty ke mHdOpMaIio o cBolicTBe distance
mepeMeHHo# topSegmentJoint, UTO TMOKa3aHa Ha puc. 5.9, MOKHO TIOTYYUTDH, BBE/IS
BbIpaskeHue topSegmentJoint.distance.

3aKOHYMB OTJIAJKY KO/, HY)KHO IIOICKA3aTh OTJIAIYHUKY, YTO MOKHO BO30OHOBHUTDH
soinosiHenue Unity. CaesaTb 9T0 MOKHO ABYMSI CIIOCOOAMU: OTCOEMHUTD OTJIaIINK
OT TIpolecca WM, OCTAaBUB €T0 MOJKIIOUECHHBIM, IaTh KOMAH/Y TIPO/IOJIKUTH BBITIOJ-
HEHHe.

Ecim OTCOC/IMHUTD OTJIa/TMHUK OT IIPoIecCa, OH IMEPpeCTaHET OCTaHaBJIMBAaTb BbIIIOJIHE-
HHE B KOHTPOJIbHBIX TOYKaX M BaM IIPUAETCA BHOBbD ITO/IKJIIOYATH €TO. Ecsm ocraButh
OTJTaIYNK MOAKJIOYECHHBIM, CJIEAYIONad K€ KOHTPOJIbHasA TOYKAa BHOBb IPUOCTAHOBUT
Hrpy.

O Yr0o06bI OTCOEAMHUTD OTIAMUNK, MIETKHITE 110 KHOIKE Stop (CToI), n306paskeHHOI
na puc. 5.10.

Puc. 5.10. OcraHoBka (OTKIOYEHWE) OTNaAYMKA
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O YT06bI OCTABUTH OTIAIUUK MOAKIIOYCHHBIM U TIPOAOJIKUTD BBITOJHEHUE, TCTKH-
te 110 kHonke Continue (ITpoxo/kuTh), nsobpaxeHHoii Ha puc. 5.11.

Puc. 5.11. MpoaomkeHne BbINO/HEHUS

Koa peanusauum noBeaeHuss rHOMMKa

Hacran moMeHT 3aHATHCSI cCaMUM THOMUKOM. THOMUK JIOJIPKEH XPpaHUTb HEKOTOPYIO NH-
(pOpMaL[I/IIO O CBOEM COCTOAHUU N YMETD OIIPEACJIATDH, HTO C HUM IIPOUCXO/IUT.

B gacTHOCTH, HaM HY’KHO CJIefylolnee.

O Kor/ia THOMEK MOJIyYaeT TOBPEKAEHIE, Mbl JOJIKHBI 0TOOPA3UTH HEKOTOPBII BU3Y-
aJbHBIN A(P(hEKT ¢ MPUMEHEHNEM CUCTEMBI YACTHUIT (B 3aBUCIMOCTH OT MTOJIYI€HHOTO
TTOBPEXK/ICHNS ).

OB cJydae ru6esi THOMUKA Mbl JLOJIZKHDBI:

*  0OHOBUTD CHpafITbI, COOTBETCTBYIOIINE PA3HBIM YaCTsM TeEJIa (B 3aBUCHUMOCTH OT
l'IOBpe>KZI(3HI/I§I)y 1 OTZIEJIUTH HEKOTOPbIE U3 HUX;

e cosgaTh 00bEKT Jyxa Ghost cpasy mocie rubesn, KOTOPbI aBTOMAaTHYeCKN Had-
HET NOAHUMATHCSA BBEPX]

e u306pasuTh (POHTAH KPOBU, OBIOIUN U3 TeJa, KOIIa OTACAETC KaKasd-TO ero
YacTh; HaM TOTPeOYeTCs y3HATh, M3 KaKOU TOYKH J0JKeH OUTh (DOHTAH JIJIsT KasK-
JIOI 4YaCTH TeJIa;

* KOT7/Ia OTOPBaHHAs WJIM OTPE3aHHAs YaCTh Tesa IIPEeKPATUT NajieHue, OHa I0JKHA
MOTEPSATH Bee (DU3NUECKUE XapaKTePUCTHKY, YTOOBI He MelaTh UTPOKY (HaM Co-
BCEM He HYKHO, YTOOBI TOpa IOTHOIINX THOMUKOB MOMEIIAJA B3SITh COKPOBHIILE).

O Korya rHOMUK KacaeTcsi COKPOBUINA, Mbl IOJIKHBI 3aMEHUTD CIIPAHT IIyCTOW PYKH
CTIpaiiToM ¢ n306paxkeHreM PyKH, depicaiyeli COKPOBHIILE.

O Takske B 00beKTe THOMUKA J0JIKHA XPAaHUThCS M ApyTras MHMOPMALK, HallpUMeD,
1eJIeBOiT 0OBEKT, 32 KOTOPBIM JIOJIKHA CJIEI0BATH KaMepa, a TaKyKe KaKoe TBEPIIoe
TeJIO J0JKHO OBITh CBS3aHO C BEPEBKO.

QO Tmomnk JOJIKEH XPpaHUTb IPU3HAK — KHUB OH UJIN MEPTB.

O6paTure BHUMaHUeE, 4TO 9Ta UH(OPMAIUSA HE UMEET HUYEro OOIIEro ¢ COCTOSHUEM
UTPBI B IIEJIOM — THOMMWK HE€ 3HACT, BBIMT'PAJJN Bbl UJIN HET, OH XpPaHUT I/IH(l)OpMaHI/IIO
TOJIBKO 0 cebe camMoM. Mbl Takike (T103/1HEe) CO31auM 00EKT, YIIPABJISIONIMIA COCTOS-
HHEM UTPbI 1 BI)ISbIBaIOH_[I/Iﬁ I‘I/I6€J1b THOMUKaA.

Jlist peayuzalinyl epednucaeHHOTO HaM MoTpebyeTest HamucaTh ClleHapuil, yrpasis-
IOMUH THOMUKOM KaK OJHUM TeJbiM. Takike MoHamoOuTest [06ABUTH MO CIEHAPUIO
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B KQK/YIO 4acTh Tesa (JIJIsT yIpaBJIeHUsT UX CIIpaiiTaMu U yaJIeHusl TocJie TaleHusT Ha
JTHO KOJIOJIA. )

IToMuMO 9TOTO, HAM HYKHO JI00aBUTH JIOTOJHUTETbHYIO HH(HOPMAIHIO O TOUKAX, OT-
Ky/la JIOJKHBL GUTH (DOHTAHBI KPOBH. DTU TOYKHU OYIYT MIPEACTABJIEHDI HTPOBBIMU 00'b-
ekTamu (TMIOTOMY YTO OHM XPaHAT CBOM TIO3WIUK B CIIEHE); KaxK/as 4yacTh Teja Oyjer
MMETH CCBIJIKY Ha COOTBETCTBYIONIYIO TOUKY /I «(hOHTAaHA KPOBU».

Hagnewm co crienapust AT 9acTu Tesa, a 3aTeM TepelizieM K CIleHapuro, peanmsyionie-
My IOBe/leHr€e THOMUKA. Mt BbI6paJII/I TaKOU TOPSIZIOK IIOTOMY, UTO TJIAaBHBIN CIIeHApUH
yIpasJieHIA THOMUKOM JTOJIKEH 3HATh O CIleHapuu BodyPart 11 4acTu Tesa, Toraa Kak
cueHapMﬁ BodyPart Hudero He 0JKeH 3HaThb O THOMUKE.

1. Cosdaiime ¢paiin BodyPart.cs. Coznmaiite HOBbI ciieHapuii Ha si3bike C# ¢ MMeHeM
BodyPait.cs. JIo6aBBTe B HETO CJEAYIOMIUT KOJ:

[RequireComponent (typeof(SpriteRenderer))]
public class BodyPart : MonoBehaviour {

// CnpaiT, ucnonb3yemblii B BbisoBe ApplyDamageSprite
// c noBpexgeHuem Tuna 'nopes’
public Sprite detachedSprite;

// CnpaiT, ucnonb3yemblit B BbisoBe ApplyDamageSprite
// c noBpexaeHuem Tuna 'oxor’
public Sprite burnedSprite;

// MNpepcTaBnaeT MNo3uUMK M NOBOPOT ANA oTobpaxeHua ¢oHTaHa
// KpoBu, 6blWEro U3 OCHOBHOrO Tena
public Transform bloodFountainOrigin;

// Ecnu umeeT 3HayeHue true, nocse MajeHUs U3 3TOro obbekTa [AOJKHbI
// 6bITb yAaneHbl BCe KOMIU3UW, COYJNEHEHWA W TBeppoe Teno
bool detached = false;

// OTpenseT obbekT this oT poguTena u ycTaHasnuBaeT ¢nar,
// Tpebywwmnii ypaneHua ¢usn4eckux CBOWCTB
public void Detach() {

detached = true;

this.tag = "Untagged";

transform.SetParent(null, true);

// B Kaxhom Kagpe, eCAuM YacTb Tena oThesleHa OT OCHOBHOro Tena,

// yhanseT ¢u3Myeckue XapakTepucTUKU NOCie AOCTUXEHMA AHA Kosoaua.
// 3TO O3Ha4vaeT, 4TO OTAe/leHHaA 4YacTb Tena He bypeT mMewaTb

// THOMMKY B3ATb COKpOBMLUE.

public void Update() {

// Ecnn 4acTb Tena He oTAefNeHa, HUYero He pAenaTb
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if (detached == false) {
return;

}

// TBeppoe Teno npekpaTuio nageHue?
var rigidbody = GetComponent<Rigidbody2D>();

if (rigidbody.IsSleeping()) {

// Ecnn pa, ypanuTb BCe COYNEHeHuA. ..

foreach (Joint2D joint in
GetComponentsInChildren<Joint2D>()) {
Destroy (joint);

}

// ...TBepgble Tena...

foreach (Rigidbody2D body in
GetComponentsInChildren<Rigidbody2D>()) {
Destroy (body);

}

// ...n konnanpepsl.

foreach (Collider2D collider in
GetComponentsInChildren<Collider2D>()) {
Destroy (collider);

}

// B KOHUe yAanuTb KOMMOHEHT C 3TUM CLEHapuem.
Destroy (this);
}
}

// 3ameHseT cnpalT 3TOW YacTu Tena, UCXOAA U3
// BMAQ MONYYEHHOro MNoBpexAeHuA
public void ApplyDamageSprite(
Gnome.DamageType damageType) {
Sprite spriteToUse = null;

switch (damageType) {

case Gnome.DamageType.Burning:
spriteToUse = burnedSprite;

break;

case Gnome.DamageType.Slicing:
spriteToUse = detachedSprite;

break;

}

if (spriteToUse != null) {
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GetComponent<SpriteRenderer>().sprite =
spriteToUse;

ITOT KOJI TTOKA He KOMIIJIMPYETCS, TTOTOMY YTO B HEM HCIIOJTh3YeTCsT TUTI Gnome.
DamageType, KOTOPBIH ellle He OHpeneneH.hdblﬂo6aBMWIero,Koraa,6yﬂeh1c03ﬂaBaTb
KJIacc Gnome.

Crienapwuii BodyPart o6pabarsiBaeT Ba BUa TIOBPEKIEHHIT: 00T 1 ope3. OHu mpe-
CTaBJIEHBI TIepeyncaeHreM Gnome.DamageType, KOTOPOE MBI OIpeNeJNM YyTh HUKE,
1 OY/IyT UCIIOJIH30BATHCST METOIaMU, 00PAOATHIBAIONIIMMU MOBPEKICHUST B HECKOJIBKITX
pas3HbIx kKJjaccax. [loBpexaenue Burning (0kor), HAaHOCMMOE HEKOTOPBIMM BUAMU
JIOBYIIEK, Oy/IeT BBI3bIBATH BU3Ya/IbHbII 3(h(MEKT BCIBIIIKY, a MOBpexAeHne Slicing
(1opes), HaHOCUMOe APYTMMU JIOBYIIKaMu, OyAeT BbI3biBaTh 3(deKT (BechbMa KpoBa-
BBIIT) OTCEUEHMSI YACTH TeJia, COMPOBOK/IAEMbIN TIOTOKAMK KPACHON KPOBU, OLIONINME
13 Tesia THOMUKA.

Cam kJjacc BodyPart oTMeudeH Kak TpeOyIOIMI HaIuuust KOMIIOHEeHTa SpriteRenderer
B UTPOBOM 0OBEKTE, K KOTOPOMY JAHHbBII ClieHapuii HoakIoyaercd. Tak Kak pasHble
THUIIBI TIOBPEKAEHUIT BBI3HIBAIOT HEOOXOAUMOCTh MU3MEHEHMs CIIpaiiTa, IPeACTaBIIsdIo-
IIETO YacTh TeJIa, BIOJIHE Pa3yMHO MOTPeOOBaTh, YTOOBI MI060M OOBEKT, K KOTOPOMY
MO/IKJTIOYAeTCs clleHapuii BodyPart, TaksKe MMeJT BU3yalnu3aTop SpriteRenderer.

Kiacc nmeer HeCKOJIBKO pa3HBIX CBOMCTB: detachedSprite ompenesisieT crpaiT, KOTO-
PBIH T0JIKEeH UCTIOJIB30BATHCS, KOT/Ia THOMUK TTOJTydaeT MoBpeskaeHne S1icing (1opes),
a burnedSprite ompenesseT cIpaiiT, KOTOPBIN JOTKEH UCTIOTH30BaThCS, KOTIa THOMUK
rnoJiydaeTr rnospesxienve Burning (oxor). Kpome Toro, cBoiictBo bloodFountainOrigin
tuma Transform Gy/IeT UCIIOJIB30BATHCS TJIABHBIM KOMIIOHEHTOM Gnome Jijist 106aBJie-
HUs 00bEKTa, IIPECTaBISAIONEro (GOHTaH KPOBH; OHO He MCIIOJAb3YETCs JaHHbIM KJIac-
COM, HO XPaHUT HEOOXOAUMYIO HH(MOPMALIMIO.

HomnonnurenbHo clieHapuii BodyPart onpejesisgeT MOMEHT 3aBeplLICHUS H1aleHUST KOM-
moHeHTa RigidBody2D (TO ecTh KOT/Ia B TedyeHWEe HECKOJIbKMX MTHOBEHWH OH OCTaeT-
CsI HeTIOZIBMZKHBIM M HA HETO He BO3/IEHCTBYIOT HUKaKWe HOBbIe CUJIb). B aToM corydae
crieHapuii BodyPart yaasisgeT Bce KOMIIOHEHTBI, OTIpeiesistone (pusnieckne cBONCTBA
JaCTH TeJa, KpoMe BU3yaJn3aTopa cIpaiita, (hakTUdecKy IpeBpaas yIasIIyo 4acTh
Tesa B IEKOPaIiio. ITO HEOOXOAUMO, YTOOBI TOMEIIATH 3AII0JHEHUIO KOJIO/AIA OCTaH-
KaM¥ 4acTell Tesia, KOTopble MOTJIH Obl 3aTPYAHUTH JeiiCTBUS UTPOKA.

K peanuzaruu cdontana KpoBu MbI ellle BepHeMcs B pasziesie «JPQeKThl yacTuir»
B TJ1aBe 8; 3/1eCh MbI OTPAHUYMMCS HAYATbHOM ITOTOTOBKOIL, KOTOPAS TO3BOJIUT IIOTOM
106ABHUTH Bee HEOOXOANMOE HAMHOTO ObICTpEE.
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Tenepsb mo6aBuM cam crieHapuii Gnome. ITo cyTu aTo Gy/IeT JUIIb 3ar0TOBKA JIJIsT /IaJTb-
HEHTIero pa3BuTHs B Oy/yIeM, KOT/Ia Mbl Pean3yeM rubesb THOMUKA, HO OY/IeT X0po-
1110, €CJIM MBI [10/IFOTOBUM €ro 3apaHee.

2. Cosdatime cuyenaputi Gnome. Cosnaiite HOBbII (ailn Gnome.cs clieHapHsi Ha sI3bI-

ke C#.

3. Jlobasvme ko0 das komnonenma Gnome. Jlobasbre cienyionuii Koz B aiin Gnome.cs:

public c

lass Gnome : MonoBehaviour {

// 06bekT, 3a KOTOpbM AONXHA CnefoBaTb Kamepa.

public
public

public
public

public
public
public
public

public
public

public

bool d

bool _

public
get

Transform cameraFollowTarget;
Rigidbody2D ropeBody;

Sprite armHoldingEmpty;
Sprite armHoldingTreasure;

SpriteRenderer holdingArm;
GameObject deathPrefab;
GameObject flameDeathPrefab;
GameObject ghostPrefab;

float delayBeforeRemoving = 3.0f;
float delayBeforeReleasingGhost = 0.25f;

GameObject bloodFountainPrefab;
ead = false;
holdingTreasure = false;

bool holdingTreasure {

{

return _holdingTreasure;

}

set

{

if (dead == true) {

}

return;

_holdingTreasure = value;

if (holdingArm != null) {

if (_holdingTreasure) {
holdingArm.sprite =
armHoldingTreasure;
} else {
holdingArm.sprite =
armHoldingEmpty;
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}
}

public enum DamageType {
Slicing,
Burning

}

public void ShowDamageEffect(DamageType type) {
switch (type) {

case DamageType.Burning:
if (flameDeathPrefab != null) {
Instantiate(
flameDeathPrefab, cameraFollowTarget.position,
cameraFollowTarget.rotation
)
¥

break;

case DamageType.Slicing:
if (deathPrefab != null) {
Instantiate(
deathPrefab,
cameraFollowTarget.position,
cameraFollowTarget.rotation
)
}
break;
}
}

public void DestroyGnome(DamageType type) {
holdingTreasure = false;
dead = true;

// HalTu BCe poYepHue 06bEKTbl U MPOU3BOJILHO

// OTCOeAUHUTb UX COYJIeHeHusa

foreach (BodyPart part in
GetComponentsInChildren<BodyPart>()) {

switch (type) {

case DamageType.Burning:
// OOMH WaHC W3 Tpex MNOoAyYUTb OXOr
bool shouldBurn = Random.Range (@, 2) == 0;
if (shouldBurn) {
part.ApplyDamageSprite(type);
}
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break;

case DamageType.Slicing:
// OTce4eHue 4HacTu Tena BcCerja BfieYeT CMeHy cnpanTa
part.ApplyDamageSprite (type);

break;

}

// OAMH WaHC M3 Tpex OTAeNeHuA oT Tena
bool shouldDetach = Random.Range (@0, 2) == 0;

if (shouldDetach) {

// ObecneuynTb ypaneHue TBepAOro Tena u Konnainpepa
// ¥3 3Toro obbekTa Mnocne AOCTUXEHUA AHa
part.Detach ();

// Ecnn 4YacTb Tena oTAeneHa W noBpexieHue umeeT
// Tvn Slicing, no6aBuTb GOHTAH KPOBM

if (type == DamageType.Slicing) {

if (part.bloodFountainOrigin != null &&
bloodFountainPrefab != null) {

// NpucoefnHUTb GOHTaAH KpOBMU

// K oTaenuBlwenca 4acTu Tena

GameObject fountain = Instantiate(
bloodFountainPrefab,
part.bloodFountainOrigin.position,
part.bloodFountainOrigin.rotation

) as GameObject;

fountain.transform.SetParent(
this.cameraFollowTarget,
false
)5
}
}

// OTpennTb o0bbekT this
var allJoints = part.GetComponentsInChildren<Joint2D>();
foreach (Joint2D joint in allJoints) {
Destroy (joint);
}
¥
}

// DobaBuTb KOMMOHeHT RemoveAfterDelay B o6bekT this
var remove = gameObject.AddComponent<RemoveAfterDelay>();
remove.delay = delayBeforeRemoving;
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StartCoroutine(ReleaseGhost());
}

IEnumerator ReleaseGhost() {

// WabnoH pyxa He onpepeneH? BoiTu.
if (ghostPrefab == null) {

yield break;
}

// XpaTb delayBeforeReleasingGhost cekyHza
yield return new WaitForSeconds(delayBeforeReleasingGhost);

// Dob6aBuTb Ayx

Instantiate(
ghostPrefab,
transform.position,
Quaternion.identity

)5

Jl06aBKB 9TOT KOJI, BBl 3aMETUTE Mapy OMMOOK KOMIHMJISTOPa, BKaodast «The type
or namespace name RemoveAfterDelay could not be found» («He naiizeno nms
RemoveAfterDelay tuna uam npocrpascTBa uMeH» ). ITO 0KUpacMast OInOKa, U Mbl
PEIINM €€ Uy Th 1033Ke, 106aBUB Kjacc RemoveAfterDelay!

Ciienapuii Gnome mpesk/ie BCETO OTBEYaeT 3a MOAJEPKKY BaXXHOU MH(OPMAITIH O MPO-
UCXOJISIIIEM C THOMUKOM U 00pabOTKY CUTYaI[Hii, KOT/[a THOMUK IOJIyYaeT MOBPEK/Ie-
Hug. MHOTHE U3 CBOWCTB cCAMUM 'HOMUKOM He UCIOJIBb3YIOTCS, HO UCIIOJIb3YIOTCS JIMC-
neTyepom urpel Game Manager (KOTOPBIIl MBI CKOPO HAIIUIIEM ) /I HACTPOWKHU UTPHI,
KOT/la HY>KHO CO3/1aTh HOBOTO THOMMKA.

Bot mexoTopbie U3 0cOOEHHOCTEN ClleHapus Gnome, KOTOPBIE 3aCTYKIBAIOT 0COOOTO
YIIOMUHAHUA.

O HoBoe 3nauenme cBoicCTBY holdingTreasure IpUCBAMBAeTCsI C MOMOIIBIO CIIie-
IMUATTM3UPOBAHHOTO MeTozia 3amucu. Korza u3MeHsieTcss 3HaueHue CBOWMCTBA
holdingTreasure, TpebyeTcsi U3BMEHUTH BU3YaTbHOE MIPE/ICTABJIEHIE THOMUKA: €CJIN
THOMUK B3$1JI COKPOBHIIlE (TO €CTh CBOMCTBO holdingTreasure MOJy4YnJIO 3HAYEHNE
true), cripaiiT ¢ n306pazkeHUEM MYCTOH PYKH HY;KHO 3aMEHUTH CITPANTOM ¢ n300pa-
JKEHUEeM pYKH, JiepsKaliiell COKpoBullle. AHAJIOTUYHO, €CJIM CBOMCTBO MOJIyYaeT 3Ha-
yeHre false, BU3yaJn3aTop J0JKEH 0TOOPA3UTh CIIPANT MyCTON PYKHL.

O Korza rHOMUK TIOJyYaeT TTOBPEXKIEHIE, CO3MAeTCsT 00BeKT «atbeKrTa ToBpesxKIe-
Hust». Crienurika 06beKTa 3aBUCUT OT KOHKPETHOTO BU/IA TIOBPEKIEHUS: €CIIH 9TO
Burning (0:KOT), HYy:KHO co3aTh 3(DQEKT MosBIeHNs 00JayKa JbIMa, a €CJIM 9TO
Slicing (mopes), HyKHO BOCIIPOU3BECTH OPBISTH KPOBU. J{Jist 5TOr0 MbI IIPeLyCMO-
TpeJsin MeTo/] ShowDamageEffect.
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B 910ii KHure MbI peanusyeM a(dekT pazdpbisruBaHust KPoBH. A adeKT 0Kora Mbl
OCTaBUM BaM B KA4eCTBE CaMOCTOSITEJIBHOTO yIIPasKHEeHuU!

O Merozx DestroyGnome oTBedaeT 3a 00pabOTKY MOBPEKACHUN, TTOJYyIaeMbIX THOMHE-
KOM, U OT/IeJICHEe KOMIIOHEHTOB BodyPart, Ha KOTOpbIE IIPUIIINCH TTOBPEKICHUS.
Kpowme toro, it moBpeskenns tuma Slicing (mopes) ou cosnaet ahdekT poHTana
KPOBH.

Mertoz co3maeT Takke KOMIIOHEHT RemoveAfterDelay, KOTOPBIA MbI JOGABUM UyTh
Huzke. OH yIasigeT THOMUKA TIeJTUKOM U3 UTPBIL.

Haxkomen, MeTos 3alyckaeT conporpammy ReleaseGhost, KOTOpasi KAET B TedeHHE
ONpe/IeIEHHOT0 BPEMEHH, a 3aTeM co3iaeT oObhekT Ghost. (Mbl ocTaBsieM BaM co3lanue
mabornoro (prefab) o6bexTa Ghost.)

4. Jlobasvome xomnonenm cuenapus BodyPart 8o ece wacmu meia enomuxd. J1jus Toro
BbIOEpHTE BCE YacTH Tejia (TOJ0BY, HOTH, PYKH ¥ TYJIOBHIIE) 1 100aBbTe B HUX KOM-
MMOHEHT BodyPart.

5. Jobasvme xoumeiinep ons ponmanoe xposu. Cosnaiite mycroit UTPOBOil 00BEKT
u paiite emy uMs Blood Fountains. CaesaliTe ero 1o0TOMKOM IJIaBHOrO oObekta Gnome
(1O ecTb He JT060I YACTH TEJIa, & CAMOTO POJUTENBCKOTO OOBEKTA).

6. Jobasvme ucmounuxu ¢pormarnog xposu. Cospaiire NATh IyCThIX UTPOBBIX 0OBEKTOB
u caenaiite ux noromkamu oobexra Blood Fountains.

[laiite UM nMeHa, COOTBETCTBYIOIME YacTsIM Tesa: Head, Leg Rope, Leg Dangle, Arm
Holding, Arm Loose.

Pacrosioxute ux B MecTax, OTKYy/Ia, 110 BallleMy MHEHUIO, U3 Pa3HbIX YaCTell Tesa
JOJKHBL OMTh (hOHTaHbI KpoBU (Hampumep, repemecture oObekT Head B objactb
Ien); 3aTeM TIOBEPHUTE KK OOBEKT Tak, 4TOOBI X OCH Z (CUHSS CTPEJIKA)
GBI HAIIPABJIEHBI B TY CTOPOHY, Ky/Ia JIOJKHBI OGUTH (hOHTAHbI, KaK, HAPUMED, Ha
puc. 5.12, rae BbiOpan 00beKT Head, a cuHsisl cTpesika HalpasJjeHa BHU3. [Ipu Takoii
opuenTaruy hoHTaH KpoBU GyIeT GUTH BBEPX W3 TEH THOMUKA.

7. Ceancume ucmouHuku PoHmamnos Kposu ¢ COOMEEMCMEYOUUMU UACMAMU MeId.
Kasknprit ucrounuk ponrana kposu neperamute B moJie Blood Fountain Origin coot-
BETCTBYIOMIEH YacTu Tesa. Hampumep, meperanure UrpoBoil 06BEKT, COOTBETCTRY-
oL NCTOYHMKY (hoHTaHa KpoBu Head, B yacTh Tesa Head (puc. 5.13). O6parure
BHUMaHUE, 4TO B 0ObeKTe Body HET HY O/[HOTO MCTOYHUKA — TYJIOBUIIE HE SBJISIETCS
oTJiesigeMol yacTplo Tesia. He HyskHO llepeTackuBaTh camy 4acTb TeJsa B oJe! [lepe-
TACKUBAWTE TOJIBHKO UTO CO3/TAHHBIC UTPOBBIC OOBEKTHI.

Chycrst Kakoe-To BpeMsl TYJIOBMIE THOMHUKA JOJKHO ucyesHyTh. C aTol 1esblo
CO3MaAUM ClieHApHii, YAAISONMi 00bEKT € 3aJepPKKOH. ITO TOXKE MPUTOLUTCS
B OCHOBHOII UTpe — OTHEHHBIE IIapbl, 0OKUTAOINe THOMUKA, JOJKHBI HCYe3aTh,
a CITyCTsI KAKOE-TO BPEMsI TOUHO TaK 7K€ JOJIKEH NCUE3aTh JLyX, TIOSBISIONMHCS M0~
cJie TuOen.
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Puc. 5.12. MecTtononoxeHve n opueHTaums goHTaHa kposu Head

¥ [G) ¥ Body Part (Script) @ #
Script BodyPart o
Detached Sprite |None (Sprite) ©
Burned Sprite |None (Sprite) o]
Blood Fountain Origin| A Head (Transform) o}

Puc. 5.13. MNoakntoveHne obbekTa NCTOYHNKa oHTaHa kpoem Head

1. Cosdaiime cuenapuii RemoveAfterDelay. Cosmaiite HOBBI ciienapuii Ha C# B (baiise
c umeneM RemoveAfterDelay.cs. lobaBbTe B HETO CJEAYIONINNA KO

// YpanaeT o6beKT C 3afaHHOW 3afepXKOi.
public class RemoveAfterDelay : MonoBehaviour {

// 3apepxka B CeKyHAax nepej yhaieHuem.
public float delay = 1.0f;

void Start () {
// 3anycTuTb conporpammy 'Remove’.
StartCoroutine("Remove");

}

IEnumerator Remove() {
// XpaTb 'delay' cekyHA M 3aTeM YHUYTOXUTb OOBEKT



96

FnaBa 5. MNoaroToBeka k urpe

// gameObject, npucoeaunHeHHbt K 06bekTy this.
yield return new WaitForSeconds(delay);
Destroy (gameObject);

// Henb3a ucnonb3oBaTb BbI3oB Destroy(this) - oH YHMYTOXMT cam
// 0bbekT cueHapus RemoveAfterDelay.

[Tocse pobaBiieHNst ATOrO KO/ MCYE3HYT OIMMOKU KOMIHJISITOPA, YIIOMUHABIINECS
BBIIIE, — JI/I KOMIIMJIALUN KJ1acca Gnome HeOOXOMM KJacc RemoveAfterDelay.

Knacc RemoveAfterDelay oYeHb IIPOCT: KOT/Ia KOMIIOHEHT MOABIIAETCA B CIieHe, OH 3a-
IyCKaeT COTPOrpaMMy, KOTOpast AT 3aJaHHbIii MHTEPBA BPEMEHH, a 3aTEM yAANSeT
0OBEKT.

2. Ipucoedunume xomnonenm Gnome x enomuxy. Hactpoiite ero tak:

B nosrte Camera Follow Target mepeTarmuTe TyJI0BUTIle THOMHUKA.

B nosre Rope Body — o6bekT Leg Rope.

B mosie Arm Holding Empty — cmipatit Prototype Arm Holding.

B mone Arm Holding Treasure — cripaiit Prototype Arm Holding with Gold.

B nosre Holding Arm — yacTtb Tesia Arm Holding.

B pesyJsisrate HaCTPOIKY ClieHAPHS JI0JIKHBI BBITJISIETH TaK, KAK OKAa3aHO Ha puc. 5.14.

ITH CBOICTBA UCIIOIB3YIOTCS AUCTIETYEPOM UTPbI Game Manager, KoTopbIil MbI 106aBIM
9yTh HUJKE, U 0OECTIEUNBAIOT CJEIOBAHITE KAMEPHI 32 TTPABUIBLHBIM OOBEKTOM ¥ COE/IH-
HEHUE BEPEBKHU C MTPABUIIBHON YaCTHIO TeJIa.

v Gnome (Script) B,
Script {z'Gnome o]
Camera Follow Target| A Prototype Body (Transform) (o]
Rope Body & Prototype Leg Rope (Rigidbody 2
Arm Holding Empty  [ElPrototype Arm Holding | ©
Arm Holding Treasure 5l Prototype Arm Holding with Gold ©
Holding Arm 2 Prototype Arm Holding (Sprite Ri ©
Death Prefab None (Game Object) o
Flame Death Prefab |None (Game Object) (o}
Ghost Prefab None (Game Ohject) e
Delay Before Removiny 3
Delay Before Releasing/0.25
Blood Fountain Prefab/ None (Game Object) | @

Puc. 5.14. Hactpolikv koMrnoHeHTa Ghome



MoaroToBka AvcrneTYepa Urpbl 97

MoaroroBka gucneTyepa uUrpbl

JlucrieTyep Urpsl — 3T0 0GBEKT, OTBEYAIONINI 32 yIpaBJeHue Urpoii B meoM. OH cos-
JlaeT THOMUKA B Hayase Urpbl, 06pabaThiBacT COOBITHS KACAHUS THOMUKOM BasKHBIX
06BEKTOB, TAKUX KK JIOBYIIKH, COKPOBHIIE UM COOBITHE BBIXO/IA U3 YPOBHS, U UMEET
JIeJI0 CO BCEM, YTO CYIIECTBYET JI0JIbIIIE OT/EAbHO B35 TOrO THOMUKA.

B wacTtHOCTH, UCTIETYED UTPBI OJIKEH:
1. B MomenT 3armmycka uim nepesarycka urpbl:
a) CO3[aTh AK3EMILJISIP THOMUKA,;
b) ymamuTh craporo rHomuka, ecim HeoHXOMMO;
€) TIOMECTHTb €TO B HAYAJIO YPOBHS;
d) mpucoeMHUTH K HEMY BEPEBKY;
€) HACTPOUTD CJIeJIOBAHNE KaMephl 32 HUM;

f) nepeycraHoBuTh Bce 0OBEKTHI, TPEOYIOIIME TIEPEyCTAHOBKH, HAIIPUMEP COKPO-
BUIIIE.

2. KOI‘I[B. THOMUK KaCa€TCsAa COKpOBUIIA:

COOOIUTh I'HOMUKY, 4TO OH CXBaTHJI COKPOBUILE, M3MEHHB €ro CBOWCTBO
holdingTreasure.

3. Korma rHOMUK KacaeTcs JIOBYITKHU:
a) orobpasuTh apeKT AeCTBIS JOBYIIKI BBI30BOM ShowDamageEffect;
b) yb6uth rHOMIKA BBI30BOM DestroyGnome;
¢) cOPOCUTH UTPY B UCXOAHOE COCTOSHHUE.
4. Korma rHOMUK KacaeTcs BBIXOJa:
€CJI THOMUK YIePKUBAET COKPOBUIIIE, TOKA3ATh 9KPAH OKOHYAHWS UTPHI.

[lepen Tem Kak TPUCTYNUTH K PeaTU3aIlUM JUCTIeTYePA UTPHI, MBI JOJLKHBI 1100aBUTD
KJIacc, OT KOTOPOTO OH 3aBUCHUT: KJIacc Resettable.

Ham Hy:KeH yHUBepcaabHBI CII0cO0 3aIlyCcKa Kofia, Korua norpedyercs cOpoCUTh Urpy
B ucxoxHoe cocrognue. OQUH U3 TaKUX CocoO0B 0cHoBaH Ha coObITHAX Unity — MbI
cosmanuM cueHapuil Resettable.cs ¢ monem Unity Event, KOTOpbIiI MOKHO OyIeT 1101-
KJIIOYUTH K JII000MY 00BEKTY, TPeOyIleMy MePEYCTAHOBKH B MCXOIHOE COCTOSTHUE.
Korza norpebyercst cOpocuTh UTPY, AUCIETYEP OTHILIET BCE OOBEKTHI ¢ KOMIIOHEHTOM
Resettable u BoI30OBeT Unity Event.

IIpu TakoM IOAXOAE MOKHO HACTPAUBATh OTAEIbHbIE OOBEKTHI TAK, YTO OHU caMu Oy-
JYT HPUBOAUTH ce0s1 B UCXOIHOE COCTOsIHIE, Ge3 He0OXOAMMOCTH ITUCATh KO JJIST KakK-
noro u3 HuX. Hampumep, 0ObeKT COKPOBHIIA Treasure, KOTOPbIA MbI 100aBUM ITO3KE,
JIOJIKEH UBMEHUTD CBO CIIpaiiT, uTOObI II0Ka3aTh, YTO €ro GOJIbIIE HET Ha JHEe KOJIOAIA;
MBI 106aBUM K HeMy OOBEKT Resettable, KOTOPBIl BOCCTAHOBUT CIIPANT, BEPHYB HC-
XO/HOE U300pakeHNe COKPOBUIIA HA MECTO.
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Cospaiite cieHapuii Resettable. Jlo0OaBbre HOBbIN ciieHapuil Ha C# ¢ uMeHeM
Resettable.cs n nomecTrTe B HETO CIIEAYIOMNI KO

using UnityEngine.Events;

// CopepxuT none UnityEvent, koTopoe ucnonb3yeTtca Ana
// ycTaHoBKM obbekTa this B ucxomHoe cocTosiHue.
public class Resettable : MonoBehaviour {

// B pepakTope MoAkiw4MTe 3TO CObbITUE K MeToAaM, KOTOpble [OJSIXHbI
// BbI3BIBAaTBCA B MOMEHT cbpoca wurpel.
public UnityEvent onReset;

// Bbi3biBaeTcA AucneTyepoM Urpel GameManager B MOMEHT cbpoca urpsl.
public void Reset() {
// TMopoanTb cobbiTUe, KOTOpOe BbI3OBET BCE
// noaK4YeHHble MeTOo.bl.
onReset.Invoke();
}
}

Kiacc Resettable ouens mpoct. OH coepKUT eIMHCTBEHHOE CBOMCTBO UnityEvent,
KOTOPOE TI03BOJISIET J0OABJIATH BHI30BBI METOIOB M M3MEHSIEMbIE CBOICTBA B MHCIIEKTO-
pe. BbI3oB MeTo/1a Reset MOPOAUT COOBITHE, B Pe3yJIbraTe KOTOPOTO OY/IyT BHI3BAHbBI BCE
MOJIKJIIOYEHHbBIE METO/IbI I MI3MEHEHBI YKa3aHHbIE CBONCTBA.

Ternepb MOXKHO CO3/1aTh UCIIETYEP UTPBI — OOBEKT Game Manager.

1. Cosdaiime o6vexm Game Manager. CoszmaliTe HOBBIIL Iy CTOI UTPOBOI OOBEKT U JaliTe
emy ums Game Manager.

2. Cosdatime u dobasvme 6 nezo ko0 GameManager. JlobaBbre HOBBIN ciieHapuii Ha C#
B (haiisie ¢ mmenem GameManager.cs i TOMECTHUTE B HETO CJIEYIONTUI KOJT:

// YnpaBnaeT COCTOAHUEM MUIpbl.
public class GameManager : Singleton<GameManager> {

// MecTonosnoxeHue, rae AOMXEH MOSABUTbCA FHOMUK .
public GameObject startingPoint;

// ObbekT BepeBKW, OMNycKawwenh U MOAHUMAKWENA FHOMUKA .
public Rope rope;

// CueHapuii, ynpaBnAwwWMii Kamepoi, KoTopaa AO/KHa CleAoBaTb 3a FHOMUKOM
public CameraFollow cameraFollow;

// 'Texkywui' rHomuk (B MPOTMBOMOSIOXHOCTb BCEM MOrM6WMM)
Gnome currentGnome;

// 06beKkT-wabnoH ANS CO3A4aHUA HOBOrO rHOMMKA
public GameObject gnomePrefab;

// KOMMNOHEeHT Monb30BaTeNbCKOro UHTepdeiica C KHOMKaMu
// 'nepesanycTuTb M 'NpoAONXKUTL'
public RectTransform mainMenu;
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// KOMNOHEeHT nonb30BaTenbCKoro uHTepdeinca C KHomkamu
// 'BBepx', 'BHM3' M 'MeHw'
public RectTransform gameplayMenu;

// KOMNOHeHT nonb30BaTenbCKoro uHTepdeica C SKpaHOM
// 'Bbl Bbrpanu!’
public RectTransform gameOverMenu;

// 3HayeHue true B 3TOM CBoWCTBe TpebyeT WrHOpUpPOBaTb /bble MOBpexAeHuA
// (HO mokasbiBaTb BU3yasbHble 3QdeKTbl) .

// O6bbABneHue 'get; set;' npeBpawaeT none B CBOMNCTBO, 4TO

// Heobxooumo AnA OToBpaxeHWs B CNUCKe METOAOB B MHCNeKTope

// ana Unity Events

public bool gnomeInvincible { get; set; }

// 3apepxka nepep co3jaHMeM HOBOrO TFHOMWKa nocne rubenu
public float delayAfterDeath = 1.0f;

// 3BYyK, NpourpbiBaemblii B ciyy4ae rubennm rHomuka
public AudioClip gnomeDiedSound;

// 3BYyK, npourpbiBaembiii B ciyyae nobensl B uUrpe
public AudioClip gameOverSound;

void Start() {
// B MOMeHT 3anycka Wrpbl Bbi3BaTb Reset, 4To6bl
// NMOAroTOBUTb TFHOMMKA.
Reset ();

¥

// C6pacbiBaeT Urpy B WCXOAHOE COCTOSHMWE.
public void Reset() {

// BblKNK4YaeT MeHw, BKJHaeT UHTepdeilc urpsl
if (gameOverMenu)
gameOverMenu.gameObject.SetActive(false);

if (mainMenu)
mainMenu.gameObject.SetActive(false);

if (gameplayMenu)
gameplayMenu.gameObject.SetActive(true);

// HaiTu Bce KOMMNOHeHTbl Resettable u cbpocuTb MX B UCXOLHOE COCTOAHUE
var resetObjects = FindObjectsOfType<Resettable>();

foreach (Resettable r in resetObjects) {
r.Reset();

}

// Co3paTb HOBOro rHOMMKA
CreateNewGnome();

// TpepBaTb nay3y B urpe
Time.timeScale = 1.0f;

}

void CreateNewGnome() {
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// YBanuTb TeKylwero rHomMuKa, ecsiim umeeTcs
RemoveGnome();

// Co3paTb HOBbIi 06bLEKT Gnome U Ha3HaYUTb ero TeKyluMm
GameObject newGnome =
(GameObject)Instantiate(gnomePrefab,
startingPoint.transform.position,
Quaternion.identity);

currentGnome = newGnome.GetComponent<Gnome>();

// TokasaTb BepeBKy
rope.gameObject.SetActive(true);

// TpuBA3aTb KOHeL, BepeBKW K 3aJaHHOMY
// TBepmomy Teny B obbekTe Gnome (Hanpumep, K ero Hore)
rope.connectedObject = currentGnome.ropeBody;

// YCTaHOBWUTb ANMHY BepeBKW B Ha4vasibHOE 3Ha4veHue
rope.ResetLength();

// CoobunTb 0bbekTy cameraFollow, 4YTO OH [OMXEH
// HayaTb cnefuTb 3a HOBbIM 06bEKTOM Gnome
cameraFollow.target = currentGnome.cameraFollowTarget;

}

void RemoveGnome() {

// Huyero He penaTb, €C/AU FHOMUK HeyA3BUM
if (gnomelnvincible)
return;

// CKpblITb BepeBKy
rope.gameObject.SetActive(false);

// 3anpeTuTb Kamepe cnejoBaTb 3@ MHOMWUKOM
cameraFollow.target = null;

// Ecnu Tekywumin rHOMUK CylWwecTBYeT, WCKAKWYATb €ro U3 urpbl
if (currentGnome != null) {

// ITOT rHOoMWMK 6onblle He yAepXMBaeT COKPOBULE
currentGnome.holdingTreasure = false;

// TlomMeTuUTb 06bEKT KaK MCKJIYEHHbIA U3 UTpbl
// (4T06bl KOonnangepbl nepecTanum coobwaTb O CTOJKHOBEHUAX C HUM)
currentGnome.gameObject.tag = "Untagged";

// HaiiTu Bce obbekTbl ¢ Terom "Player" u ypanuTb 3TOT Ter
foreach (Transform child in
currentGnome.transform) {
child.gameObject.tag = "Untagged";

// YCTaHOBUTb MpU3HaK OTCYTCTBMA TeKylWero rHomMuka
currentGnome = null;
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}

// Y6buBaeT rHomuKa.
void KillGnome(Gnome.DamageType damageType) {

// Ecnu 3apaH UCTOYHMK 3BYyKa, npourpatb 3BYK "rubenb rHomuka"
var audio = GetComponent<AudioSource>();
if (audio) {
audio.PlayOneShot(this.gnomeDiedSound);
}

// TNokasaTb 3¢dpeKT AeilCTBUA NOBYWKU
currentGnome.ShowDamageEffect(damageType);

// Ecnu rHOMWUK yA3BMM, CH6pOCUTb Urpy
// W UCKNOYUTb FHOMUKA M3 WUIrpbl.
if (gnomeInvincible == false) {

// CoobwnTb FHOMUKY, YTO OH MOrué
currentGnome.DestroyGnome(damageType);

// YDBanuTb rHOMUKA
RemoveGnome() ;

// CébpocuTb uUrpy
StartCoroutine(ResetAfterDelay());

}
¥

// Bbi3biBaeTcA B MOMEHT rubenn rHomuka.
IEnumerator ResetAfterDelay() {

// XpaTb delayAfterDeath cekyHa, 3aTem Bbi3BaTb Reset
yield return new WaitForSeconds(delayAfterDeath);
Reset();

¥

// Bbi3biBaeTCs, Korja rHOMUK KacaeTcCs NOBYLWKMU

// C HOXamu

public void TrapTouched() {
KillGnome(Gnome.DamageType.Slicing);

}

// Bbi3biBaeTCA, KOrAa FHOMUK KacaeTCHA OrHEHHOW JI0BYWKM
public void FireTrapTouched() {
KillGnome(Gnome.DamageType.Burning);

}

// Bbi3biBAaeTCA, KOrja FHOMUK KacaeTcA COKPOBMWA.

public void TreasureCollected() {
// CoobwmuTb TekylleMy FHOMWUKY, YTO OH B3AN COKpoOBMLUE.
currentGnome.holdingTreasure = true;

}

// Bbi3biBaeTCsA, KoOrja FHOMUK KacaeTcs Bbixoaa.
public void ExitReached() {
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// 3aBepuuTb WUrpy, €CNW eCTb FHOMUK W OH AepxuT cokposuue!
if (currentGnome != null &&
currentGnome.holdingTreasure == true) {

// Ecnu 3ajaH MCTOYHUK 3BYyKa, MpourpaTb 3BYK

// "wrpa 3aBepuweHa"

var audio = GetComponent<AudioSource>();

if (audio) {
audio.PlayOneShot(this.gameOverSound);

}

// TNpnoCTaHOBUTbL UTpy
Time.timeScale = 0.0f;

// BbIKNWYUTbL MeHK 3aBepleHUA WUrpbl U BKAWYUTbH 3KpaH

// "wrpa 3aBepuweHa"!

if (gameOverMenu) {
gameOverMenu.gameObject.SetActive(true);

}

if (gameplayMenu) {
gameplayMenu.gameObject.SetActive(false);
}

}
}

// Bbi3biBaeTcA B OTBET Ha KacaHue KHomok Menu u Resume Game.
public void SetPaused(bool paused) {

// Ecnv vrpa Ha nayse, OCTaHOBUTb BpeMs U BKJIWYUTb MEHK

// (M BbIKNWYUTL UHTepdenc urpsl)

if (paused) {
Time.timeScale = 0.0f;
mainMenu.gameObject.SetActive(true);
gameplayMenu.gameObject.SetActive(false);

} else {
// Ecnn wnrpa He Ha nay3e, BO306HOBUTb XOA BpPEMEHW U
// BBIKIWYUTb MeHw (M BKJWYUTb WMHTepdeic urpbl)
Time.timeScale = 1.0f;
mainMenu.gameObject.SetActive(false);
gameplayMenu.gameObject.SetActive(true);

}

}

// Bbi3biBaeTCA B OTBET Ha KacaHue KHonku Restart.
public void RestartGame() {

// HemepneHHo ypanuTb rHomuka (MMHYs 3Tan rubenu)
Destroy(currentGnome.gameObject);
currentGnome = null;

// C6pocuTb Urpy B WCXOLHOE COCTOSIHWE, YTO6Gb CO3AaTb HOBOIMO FHOMUKA.
Reset();
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InaBhas 3amaua mucrieryepa urpbl Game Manager — co3jiaHnie HOBbIX THOMUKOB U TIO/JI-
KJIFOUEHME APYTHX CUCTEM K TIPaBUIIbHBIM 00bekTaM. Kora nosiBiisiercss HOBbII THOMUK,
K €ro HOTe HYKHO IPUBS3aTh BepeBKY ROpe U 1ojickasaTh ciieHapuio CameraFollow, 3a
KaKHM THOMIKOM OH JIOJIKEH cJieiuTh. Kpome Toro, incieTyep Urpbl OTBEYaeT 3a 0ToOpa-
JKEHIE MEHIO U 00paboTKy HaxKaTHl Ha KHOIKHU B MeHI0. (MeHIO MbI peain3yeM TO37Ke. )

(DpaI‘MeHT Ko/la IoJIyunJics 6OJIbIJ_II/IM, TI0O3TOMY JlaBaiTe p3.306b€M €0 Ha YaCTH 1 pac-
CMOTPHUM HX I10 OTAEJIbHOCTH.

Hacrtpoiika un c6poc urpbi

Meton Start, KOTOPBIN BBI3BIBAETCS, KOT/IAQ 00DBEKT MOABJISAETCS B TIepBBIN pas, cpasy
JKe BbI3bIBaeT MeTo/| Reset. 3ajiaua MeTojia Reset — C6pOCI/ITb UTPY B UCXOJHOE COCTO-
sIHUE, II09TOMY €T0 BbI30B 13 MeTOa Start sABJIIETCs HpOCTGfIHJHM c1ocoboM 06136[[1/1-
HUTh «HAYaJIbHYIO HACTPOIKY» U «COPOC UTPHI B UCXOAHOE COCTOSHIE>.

Cam MeTozt Reset 0bGecTeqnBaeT HACTPONKY U OTOOpAKEHIE HIEMEHTOB MEHIO, KOTO-
pbie MBI T06aBUM Mo33ke. Becem koMmonenTaM Resettable, IPUCYTCTBYIONINM B CITEHE,
TiepelaeTest CUTHAT cOpoca, a 3aTeM BBI30BOM MeTozia CreateNewGnome CO3IAETCS HO-
BBIT THOMUK. B KOHITe UTpa CHUMAETCS ¢ may3bl (ecsi oHa OblTa MocTaBIeHa Ha TTay3y).

void Start() {

// B MOMeHT 3anycka urpbl Bbi3BaTb Reset, 4TO6bI
// NOArOTOBUTb FHOMMKA.
Reset ();

// Cé6pacbiBaeT Urpy B UCXOAHOE COCTOSAHMWE.
public void Reset() {

// BblK/HaeT MeHWw, BKIWYaeT WHTepdeihc urpbl
if (gameOverMenu)
gameOverMenu.gameObject.SetActive(false);

if (mainMenu)
mainMenu.gameObject.SetActive(false);

if (gameplayMenu)
gameplayMenu.gameObject.SetActive(true);

// HalnTu Bce KOMMOHeHTbl Resettable u cbpocuTb MX B MCXOAHOE COCTOAHME
var resetObjects = FindObjectsOfType<Resettable>();

foreach (Resettable r in resetObjects) {
r.Reset();

}

// Co3paTb HOBOIro rHoOMMKa
CreateNewGnome();

// MNpepBaTb nay3y B urpe
Time.timeScale = 1.0f;
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Co3paaHMe HOBOro rHoMmKa

Meton CreateNewGnome 3aMeHSIET TEKYIero THOMHKa BHOBb CO3/IaHHBIM, CHadaJia
yaaJisad TeKyIero rHoMuKa, eCjii TOT CYLIEeCTBYET, a 3aTeM CO3/[aBast HOBOTO; OH TaK-
JKe aKTUBU3UPYET BEPEBKY W MPUBSI3bIBAET €e KOHEl| K HOTe THOMUKA (KOMIIOHEHTY
ropeBody). /[7TMHa BepeBKM yCTaHABJANBAETCS B MCXO/HOE 3HAUEHWE, U, HAKOHEI], BbI-
TIOJTHSIETCST HACTPOIKA KaMephI JIJIsT COITPOBOSK/ICHUS BHOBb CO3/TAHHOTO THOMUKA!

void CreateNewGnome() {

// YBanuTb TeKylWero rHomMMka, ecinu umeeTcs
RemoveGnome();

// Co3paTb HOBbIi 06beKT Gnome M Ha3HaYUTb €ro TeKylum
GameObject newGnome =
(GameObject)Instantiate(gnomePrefab,
startingPoint.transform.position,
Quaternion.identity);

currentGnome = newGnome.GetComponent<Gnome>();

// MokasaTb BepeBKy
rope.gameObject.SetActive(true);

// NpuBA3aTb KOHeL BepeBKU K 3afaHHOMY
// TBepaomy Teny B obbekTe Gnome (Hanpumep, K ero Hore)
rope.connectedObject = currentGnome.ropeBody;

// YCTaHOBWUTb ANMHY BepeBKW B HavaNbHoOe 3HaveHue
rope.ResetLength();

// CoobwnTb 0bbekTy cameraFollow, 4YTO OH [ONXeH
// HavaTb cneguTb 3a HOBbIM 06bEeKTOM Gnome
cameraFollow.target = currentGnome.cameraFollowTarget;

YaaneHue ctaporo rHoMmka

BosmosxHbr JIBE€ CUTYyalluu, Korga HeO6XO,ZII/IMO OTIEIINTDb THOMUKA OT BEPEBKU: KOT'la
THOMMK 1Orubaer u KOrla UITPOK pelIaeT HavaTb UTPY CHavdaJsIa. B 0boux CJIydasix roo-
MUK OTHEIJIACTCA OT BEPEBKU 1 NCKJIIOYACTCA N3 UT'PHBI. On ITPOJIOJIZKAET OCTAaBaThCA Ha
YpOBHE, HO KaCaHUS €T0 JIOBYIICK 60JbIIE HE WHTEPHPETUPYIOTCA KaK CUTHAJT HAYaTb
YPOBEHD 3aHOBO.

Yro6bl yIaUTh AaKTUBHOTO THOMUKA, MbI BBIKJIIOUAEM BEPEBKY U 3alpeIlaeM KaMepe
COITPOBOXK/IATDH TEKYIIET0 THOMUKA. 3aTeM OTMeyaeM THOMHUKA Kak He yepKuBaloliie-
IO COKPOBHUILIE, B Pe3yJIbTaTe Yero BO3BPAIIAIOTCS NCXOIHbIE CIIPANTDI, ¥ IPUCBANBAEM
o6wekty Ter «Untagged». ITo mesmaetcst mo Toi MPOCTOH MPUYNHE, YTO JTOBYIIKH, KO-
TOpbIE MbI J00aBUM UyTh HILKE, ONPEAETISIIOT KacaHust ¢ 00beKTaMU, UMEIOIIMMU TEer
«Player»; ecii 6bI cTapblii THOMUK Bce eliie ObLT oTMedeH TeroM «Players, B oTBer Ha
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ero kacamue JiioOo0it JOBYIIKN aucrerTdep Urpbl Game Manager mepesaryckai b1 ypo-
BEHD.

void RemoveGnome() {

// Huyero He penaTb, €CAUM THOMUK HEYyA3BUM
if (gnomeInvincible)
return;

// CKpbITb BepeBKy
rope.gameObject.SetActive(false);

// 3anpeTuTb Kamepe c/iefjoBaTb 3a FHOMWUKOM
cameraFollow.target = null;

// Ecnn TekyuwMid FHOMUK CywecTBYeT, WUCKIWYUTb €ro U3 urpsl
if (currentGnome != null) {

// ITOT rHoMUK 6onblie He yAepXuBaeT COKpOBULE
currentGnome.holdingTreasure = false;

// ToMeTUTb 0b6bEeKT KaK MCKJIYEHHbIA U3 Urpbl
// (4T06bl KONNafepsl nepecTanu coobwaTb O CTONKHOBEHUAX C HUM)
currentGnome.gameObject.tag = "Untagged";

// HaiTu Bce 06bekThl C Terom "Player" u ypanuTb 3TOT Ter
foreach (Transform child in
currentGnome.transform) {
child.gameObject.tag = "Untagged";

// YCTaHOBUTb Npu3HaK OTCYTCTBUSA TeKyWero rHoMmuka
currentGnome = null;

M'M6enb rHOMUKa

Korga rHomMuk moruaet, Mbl JI0OJIKHbBI BOCIIPOU3BECTH COOTBETCTBYIOIINE UTPOBBIE 3(h-
exrpl. K HuUM oTHOCATCA 3ByKH M BU3yasibHble 3(h(EeKTbl; KpOMe TOTrO, ecJii THOMUK
B JIAHHBIH MOMEHT YSI3BUM, MBI JIOJIKHBI COOOIIATH THOMUKY, YTO OH TIOTHO, YAATUTH
THOMUKA U C HEKOTOPOI 3a/IepsKKOH COPOCUTL UTPY B MCXOAHOE cocTostHue. Bee atn
OTIEPAINH BBITIOTHSET CJAETYIOMNH KO

void KillGnome(Gnome.DamageType damageType) {

// Ecnu 3ajaH UCTOYHUK 3ByKa, MpourpaTb 3ByK "rumbenb rHomuka"
var audio = GetComponent<AudioSource>();

if (audio) {
audio.PlayOneShot(this.gnomeDiedSound);
}
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// MNokasaTb 3¢ppeKT AeicTBMA NOBYLWKM
currentGnome.ShowDamageEffect(damageType);

// Ecnn rHomuk ya3BuM, CO6pPOCUTb Urpy W
// WCKIAWYUTb FHOMWKA W3 WUrpbl.
if (gnomeInvincible == false) {

// CoobwnTb THOMWUKY, 4TO OH norub
currentGnome.DestroyGnome(damageType);

// YBanuTb rHomuka
RemoveGnome () ;

// CbpocuTb uUrpy
StartCoroutine(ResetAfterDelay());

C6poc mrpbl

Korna raomux morubaet, HeoOX0MMMO, 4TOOBI KaMepa 3ajIepKaiach B TOUKe IO,
ITO TIO3BOJIUT UTPOKY YBUIETD, KaK THOMUK TIaJIacT BHU3, IPEXK/IE YeM KaMepa BepHeT-
Cs1 B BEPXHIOIO YaCTh 9KpaHa.

[Lns 9TOrO MCHOJIb3YyeTCS COPOrpaMMa, OsKU/IAIONIAs HEKOTOPOEe KOJUYECTBO CEKYH/L
(xpanuTcst B delayAfterDeath) 1 3aTeM BBI3BIBAIONIAST METOJ Reset /iist cOHpoca UTPBI
B MCXO/IHOE COCTOSIHUE!

// Bbi3biIBAaeTCA B MOMEHT rubenu rHomuka.
IEnumerator ResetAfterDelay() {

// XpaTb delayAfterDeath cekyHa, 3aTem Bbi3BaTb Reset
yield return new WaitForSeconds(delayAfterDeath);
Reset();

O6paboTka KacaHuM

Cremytoriye Tpu METO/Ia PEATU3YIOT PEAKITNIO HAa KacaHe THOMUKOM Pa3HbIX 00beK-
ToB. Eciim THOMUK KacaeTrcst JIOBYIIIKU C HOKaMU, BBI3bIBaeTCA KillGnome 1 BOCIIPO-
u3BoauTCS ahhekT HaHeceHUs MOpe30B. Eci THOMUK KacaeTcst OTHEHHOM JIOBYIIKH,
BoCIIpou3BoAUTCS A(pderT HaHeceHUs 0KOTOB. HakoHell, ecjii THOMUK KacaeTcsl Co-
KPOBHIIA, BOcIIpou3BoauTcs achdeKT ero 3axpara. Bee 9To peanusyer cielytonnii Ko

// Bbi3biBaeTCcA, KOrfaa rHOMUK KacaeTcs JIOBYWKU

// ¢ Hoxamu

public void TrapTouched() {
KillGnome(Gnome.DamageType.Slicing);

}
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// Bbi3biBaeTcA, Korfga rHOMUK KacaeTCA OMHEHHOW JIOBYWKW
public void FireTrapTouched() {
KillGnome(Gnome.DamageType.Burning);

}

// Bbi3biBAaeTCA, KOrAa FHOMUK KacaeTcs COKpOBMUUA.

public void TreasureCollected() {
// CoobwnTb TeKywemy FHOMWUKY, YTO OH B3S/ COKpOBMLUE.
currentGnome.holdingTreasure = true;

}

JocTnxeHue Bbixoaa

Koraa THOMUK KaCa€TCs BbIXO/la Ha BEPHINHE YPOBHA, HYKHO IIPOBEPUTD, ACPKUT JIN
TeKy]J_[I/H?I THOMUK COKPOBMUIIIE. Ecim JEPXKUT, 3HAUYUT, UTPOK BbII/II‘pa]I! B pesyabra-
T€ BOCIIPOU3BOJAUTCA 3BYK «UI'DA 3aBEPIICHa» (MLI HAaCTPOUM €TO0 B pa3jiese <<Ay]lI/IO>>
B IJiaBe 8), UTpa CTABUTCS HA MAy3y YCTAHOBKOI MaciiTaba BpeMEHH B HOJIb, U 0TOOpa-
skaercs skpad Game Over (BKJIIOYaIOIUI KHOIIKY ¢Opoca UTIPbI B UCXOHOE COCTOSTHUE):

// Bbi3biBaeTcA, KOrga FHOMWK KacaeTcs BbIXoAa.
public void ExitReached() {
// 3aBepuuTb Urpy, €C/AM eCcTb MHOMUK U OH AEepPXUT CoKpoBuile!
if (currentGnome != null &&
currentGnome.holdingTreasure == true) {

// Ecnv 3ajaH MCTOYHMK 3ByKa, MpourpaTb 3BYK

// "wrpa 3aBepuweHa"

var audio = GetComponent<AudioSource>();

if (audio) {
audio.PlayOneShot(this.gameOverSound);

}

// TIpMOCTaHOBUTbL Urpy
Time.timeScale = 0.0f;

// BbIKNWYUTbL MEHW 3aBEepWEeHWUs WUrpbl U BKAWHUTbL SKpaH

// "wrpa 3aBepweHa"!

if (gameOverMenu) {
gameOverMenu.gameObject.SetActive(true);

}

if (gameplayMenu) {
gameplayMenu.gameObject.SetActive(false);
}
¥
}

MpuocTtaHoBKa U BO306HOB/IEHME UTPbl

[IprocTanoBKa UIPbI 3aKJII0YAETCS B BBIIIOJHEHUM TpeX JeHCTBUIi: BO-TIePBbIX, OCTa-
HOBKa TEUEHUsT BpEMEHHU ITyTeM YCTaHOBKU Maciitaba BpeMeHu B HOJIb. [lasiee, oToOpa-
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JKeHUe IJIABHOTO MEHIO ¥ COKPhITHE UIPOBOro uHrtepdeiica. Y1o6br BO30GHOBUTH UIPY,
JIOCTATOYHO BBIIOJHUTH OOpPaTHBIE JEHCTBIS — 3aMyCTUTh X0/ BPEMEHH, CKPhITh MEHIO
1 0TOGPa3UTh UTPOBOI nHTEPdEiic:

// Bbi3biBaeTcA B OTBET Ha KacaHMe KHoMok Menu u Resume Game.
public void SetPaused(bool paused) {

// Ecnu wrpa Ha nayse, OCTaHOBUTb BpeMA U BKJWYUTb MeHI

// (M BbIKNKYUTb MHTeppeic MUrpbl)

if (paused) {
Time.timeScale = 0.0f;
mainMenu.gameObject.SetActive(true);
gameplayMenu.gameObject.SetActive(false);

} else {
// Ecnu urpa He Ha nayse, BO306HOBUTb XOJ BPEMEHU WU
// BbIKNWYUTbL MeHW (M aKTUBM3MpOBaTb UrpoBoe rfose)
Time.timeScale = 1.0f;
mainMenu.gameObject.SetActive(false);
gameplayMenu.gameObject.SetActive(true);

O6paboTka kHONku cbpoca

MeTOlI RestartGame BbI3bIBAETCs, KOIr/Jla I10Jb30BaTE/Ib KacaeTCsl OIIPele/IEHHbIX KHO-
ITOK B ITOJIb30BaTE€/IbCKOM HHTep(beﬁCG. OH HeMeIJIeHHO IepesalryCKaeT urpy:

// Bbi3biBaeTcA B OTBET Ha KacaHue KHomku Restart.
public void RestartGame() {

// HememneHHo ypanuTb rHomuka (MuHyA 3Tan rubenu)
Destroy(currentGnome.gameObject);
currentGnome = null;

// C6pocuTb Urpy B WCXOLHOE COCTOSHWE, YTOOb CO3AAaTb HOBOTO FHOMMKA.
Reset();

MoaroroBka cueHbl

Tenepb, HallncaB KO/, €0 MOKHO ITO/IKJIIOUYNTD K CIICHE.

1. Cosdaiime nauarvnyio mouxy. ITo 0OGBEKT, KOTOPBIN AKcIeTYep Urphl Game Manager
OyleT UCII0Ab30BaTh JJIsd IIO3UIMOHUPOBAHUS BHOBb CO3JjaBaeMbIX THOMUKOB. Co-
3/1aliTe HOBBIN UTPOBOIT 0OBEKT U faiiTe eMy nMs Start Point. Pacriosioskure ero B Tom
MecTe, TJie, TI0 BallleMy MHEHHIO, I0JIZKEH MOSIBJISATHCS HOBBII THOMUK (PSIZIOM ¢ 06b-
exTOM Rope; Kak I0KazaHo Ha puc. 5.15), 1 UBMEHHTE €ro MUKTOrPaMMYy, YTOObI OH
BBITJISIZIENT KaK JKeJITas Karcysa (Tak e, Kak Mbl HACTPAWBAJIN MTUKTOTPAMMY /I
obbekra Rope).
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Puc. 5.15. Bbibop MecTononoxeHust 4s1s HauyanbHOW TOUKM

2. IlIpeobpasyiime eznomuxa ¢ wabnonnviti obsexm (prefab). Teneps THOMUKU OyayT
CO3/1aBaThCsl AUCTIETYEPOM Urphbl Game Manager, To ecTb THOMHUKA, TIPUCY TCTBYIOIIe-
ro ceiivac B ciieHe, Hy’KHO yOpath. Ho nepes aTiM ero ciieyer 1mpeobpasosarh B Ina-
GJIOHHBIN 0OBEKT, YTOOBI AMCIIETYep Game Manager CMOT CO3/[aBaTh €ro 9K3eMILISIPbI
BO BPEMS$ BBITIOJTHEHUS.

Ileperamure THOMKKA B nanky Gnome B 06o3peBaresie npoekTa. B pesyibrare Oy-
IeT CO3/aH HOBbIH MaGIOHHbI 00beKT (puc. 5.16) — IoJIHAA KONUS UCXOLHOIO
obbekTa Gnome.

IMocne co3nanus mabaoHa HaIOOHOCTh OOBEKTA B CIIEHE OTIAJA, TOITOMY YIAIUTe
THOMUKA U3 CIIEHBI.

Assets » Gnome
¥ Prototype Gnome

i Rope Segment

Puc. 5.16. THOMUK KaK LabMoHHbIM 06bEKT B nanke Gnome

3. Hacmpotime ducnemuep uzpo. Game Manager. B quciieTdepe ecTb HECKOJIBKO COe/U-
HEHUI, KOTOPBIE MBI JIOJKHBI HACTPOUTD:

e cBsKUTe moJie Starting Point ¢ ToIbKO 4TO co3mannbIM 00bekTOM Start Point;
e cBskuTe noJie Rope ¢ o0bexToM Rope;

e cBsoxuTe 1osie Camera Follow ¢ o6bexToM Main Camera;
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e Casxute 1o0Jsie Gnome Prefab ¢ TOJIBKO UTO CO3/IaHHBIM TAOJOHHBIM 0OBEKTOM
Gnome.

B pesysbrare HacTpoiiKu fucrieTyepa UTPbl B MHCIIEKTOPE JIOJIKHBI BBITJISIIETD TaK,
KaK TIoKasaHo Ha puc. 5.17.

Puc. 5.17. Hactpoiiku aucnetyepa urpsl Game Manager

4. Ipomecmupyiime uzpy. THoMUK Oy/leT TOSABIATHCSA B HAYAJIBHONW TOUYKE U COEMU-
HATBCST ¢ BepeBKoil. Kpome Toro, 1Mo Mepe yAJIMHEHUsT WU YKOPOUYEHUsT BEPEBKU
Kamepa OyJIeT cIe10BaTh 3a TYJIOBUIIEM THOMUKA. Ha jlaHHOM artarie Bbl He CMOyKeTe
MMPOTECTUPOBATH 3aXBAT COKPOBHUIIA, HO HE BOJHYHTECh — MBI 3aiiMEMCST STUM OYEHb
ckopo!

B 3aknrouyeHue

Temeppb, 3aKOHYUB co3faHue AUcCIIeTdyepa UTPHl Game Manager, MBI TOTOBBI TIepelTH
K (haKTHUeCKOII pean3aliny UTPOBOTO mpoiiecca. B riraBe 6 Mbl HAUHEM [06ABJISTH JJIe-
MEHTBI, C KOTOPBIMU B3aNMO/IeICTBYeT THOMUK: COKPOBHUIIE U JIOBYIIIKH.



Peanunsauus MrpoBoro npowecca
C JIOBYLLUKaMM U LiensMun

Tenepsp, Korga OCHOBBI UTPOBOTO IIPOLECCA HACTPOEHbI, MOKHO HAYMHATh A00aBJIATH
B UTPY TaKWe 3JIEMEHTHI, KaK JIOBYNIKUA U cokpoBuiiie. C 3TOTO MOMEHTa JabHelIIee
PasBHUTHE UTPbI B OCHOBHOM OYJIeT KacaThCs ee [u3aiiHa.

NMpocTbie NOBYLUKHU

Bosbliirast gacTh 9TOH WPl 3aKjI0UaeTcsl B 00paboTKe KacaHWil pasHbIX 0OBEKTOB —
JIOBYIIEK, COKPOBHUIIA, TOYKH BBIXOJIA U T. JI. YUUThIBast, HACKOJBKO Ba)KHO OTIpeieie-
HIle MOMEHTA KaCaHUsI KOHKPETHBIX 0OBEKTOB, CO3/IauM OOIIHiT ClleHAPHil, TeHEPUPY-
o1l cobbrTre Unity Event, koraa 11060ii o0bekT ¢ Terom «Player» kacaercs ux. 91o
cobbITHE Oy/IET 3aTEM MO-PAZHOMY HACTPAUBATLCS /TSt PA3JUYHBIX OOBEKTOB: JTOBY KK
OyayT coobImaTh qucreTdepy Urpbl Game Manager, 4To FrHOMUK IIOJIYYI/I IIOBPEKIEHIE,
cokposuile OyaeT cooOLaTh, YT0 FTHOMUK MOZ00PAJ COKPOBUIIE, a TOYKA BHIXO/Ia — YTO
THOMUK JIOCTUT BBIXOZA.

Teneps cosmaiite HOBbII ciieHapuii Ha C# B (aiine ¢ umenem SignalOnTouch.cs u no-
GaBbTE B HETO CJIEYIOIIUI KO

using UnityEngine.Events;

// Bbi3biBaeT UnityEvent, korpa obbekT c Terom "Player" kacaeTcs
// BaHHOro obbekTa.

[RequireComponent (typeof(Collider2D))]

public class SignalOnTouch : MonoBehaviour {

// UnityEvent pnAa BbinonHeHMA B OTBET Ha KacaHwue.
// Bbi3biBaeMmblii MeToh MNoAKIW4YaeTCca B pefakTope.
public UnityEvent onTouch;

// Ecnu vmeeTcA 3HadveHue true, npu KacaHuu npourpbiBaeTcA 3ByK u3 AudioSource.
public bool playAudioOnTouch = true;
// Korpa obHapyxuBaeTcA BXof B obnacTb AeWCTBUA Tpurrepa,
// Bbi3biBaeTcs SendSignal.
void OnTriggerEnter2D(Collider2D collider) {
SendSignal (collider.gameObject);
¥
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// Korpa obHapyxuBaeTcCsA KacaHue C AaHHbIM ObbeKToM,

// Bbi3biBaeTcsa SendSignal.

void OnCollisionEnter2D(Collision2D collision) {
SendSignal (collision.gameObject);

}

// MNpoBepaeT Hanu4ume Tera "Player" y AaHHOro obbekTa u
// Bbi3biBaeT UnityEvent, ecnum Takoi Ter umeeTtcsa.
void SendSignal(GameObject objectThatHit) {

// 06bekT oTMeyeH Terom "Player"?
if (objectThatHit.CompareTag("Player")) {

// Ecnu TpebyeTcs BOCMpOM3BECTM 3BYK, MOMbITAaTbCA CAENaTb 3TO
if (playAudioOnTouch) {
var audio = GetComponent<AudioSource>();

// Ecnn umeeTca ayAMOKOMMNOHEHT

// v poanTenb 3TOro KOMMOHEHTa aKTUBEH,

// BOCNpOM3BECTU 3BYK

if (audio &&
audio.gameObject.activeInHierarchy)
audio.Play();

}

// Bbi3BaTb cobbITUE
onTouch.Invoke();

}
}

OcHoBoli kjacca SignalOnTouch sBiisieTcst MeTO/l SendSignal, KOTOPbIN BbI3bIBAETCS
MeTolaMu OnCollisionEnter2D u OnTriggerEnter2D. Ilociemnue nBa MeTOA BBI3bI-
Baet ABMKOK Unity, Korga o0beKT KacaeTcs KoJulaiiepa mik Korjga 0ObeKT BXOAUT
B 00JiacTh AeiicrBus Tpurrepa. Meroy SendSignal 1posepsieT Ter 00beKTa U, eCu OH
xpauut crpoky «Players, renepupyer cobpirue Unity.

Teneps, nMest kirace SignalOnTouch, MOKHO 100aBUTH TIEPBYIO JIOBYIIKY.

1. Umnopmupyime cnpatimol 06vexmos. VIMIoprupyiite cojepkuMoe naiku Sprites,/
Objects B IPOEKT.

2. Jlobasvme xopuunesvie wunvi. Haligure crpaiit SpikesBrown u 1eperaiiure ero
B CIIEHY.

3. Hacmpotime o6vexm ¢ wunamu. JJobaBbre B OOBEKT C IIUIIAMK KOMIIOHEHTHI
PolygonCollider2D u SignalOnTouch.

JloGassre HOBYHO (YHKIMIO B coObITHE SignalOnTouch. Tleperamiute aucrier-
uyep urpsl Game Manager B 1oJie 0O0bekTa U BbiOepuTe (YHKIMIO GameManager.
TrapTouched, Kak TTokazaHo Ha puc. 6.1.
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v[G  Signal On Touch (Script) AES
Script '@ SignalonTouch e
- On Touch 0 ;

Play Audio On Touch [

Puc. 6.1. Hactpoiiku obbekTa ¢ wmnamm

4. IIpeobpasyiime ob6vexm ¢ wunamu ¢ wadbnon. Ileperammre o0bekT SpikesBrown 13
nanesu Hierarchy (Mepapxus) B manky Level. B pesyabrate Gyner cozman mabJyioH,
C TIOMOIIIBIO KOTOPOTO MOKHO OyIET CO3/1aTh HECKOJIBKO KOIMIA OOBEKTa.

5. Ipomecmupyiime. 3anycture urpy. Cienaiite Tak, 4ToObI THOMUK MOTIAJ HA TITHIIBL.
ITOT THOMUK JIOJIZKEH YIACTD U MOSIBUTHCS 3aHOBO!

CokpoBulile 1 BbiXon

IMocne ycnenrHoro moGaBieHust JOBYIIKY, YOUBAMOIIEH THOMIKA, caMoe BpeMst 100a-
BUTb BO3MOKHOCTD BBIUTPATh B Urpe. [ 5T0r0 106aBUM [Ba HOBBIX SJIEMEHTa: COKPO-
BUIIIEC 1N TO‘{Ky BbIXO/1a.

CoKkpoBuIIle — 9TO CIIPANT Ha JHE KOJIOAIA, KOTOPbI 00HAPY/KUBAET KacaHHe THOMH-
Ka ¥ TI0ChLJIAeT CUTHAJI JUcIieTyepy urpbl Game Manager. Korna ato mpoucxoaut, guc-
eTyep Urpbl COO6H_[aET THOMUKY, 9YTO TOT yXBaTUJI COKPOBHUIIE, ITOCJIE YE€Tr0 cnpaﬁT
¢ n300paskeHueM TTyCTON PYKH THOMUKA 3aMEHSIETCSI CITPARTOM ¢ M300pasKeHUEM PYKH,
yZIepKUBATOIIEl COKPOBHIIIE.

Touka BbIXO/1a — 9TO elle OJIUH CIIPANT, HaXOAAIIMIiCS B BepXHeil yactu koJsoata. Ilo-
IOOHO COKPOBMIILY, OH OOHAPYKUBAET KacaHie THOMUKA ¥ U3BelaeT 00 9TOM JUCIIeT-
yep urpbl. Eci B 9TOT MOMEHT THOMUK ZIEP;KUT COKPOBUIIE, UTPOKY TTPUCYIKIAETCS
nobeja B urpe.

OcHoBHYIO pa60Ty B 9TUX JBYX 00beKTaxX BBITOJIHAET KOMIOHEHT SignalOnTouch —
KOrjla THOMUK JIOCTHUTAaeT TOYKM BBIXO/la, JOJKEH BbI3bIBATbCI MeTO]l ExitReached
JIUCIIETYEpA UTPDHI, & KOT/Ia THOMUK KAacaeTcd COKPOBUIIA, T0JKEH BbI3bIBATHCA METO/L
TreasureCollected.

Haunewm c CO3/1aHMA TOYKHU BbIXO/Ia, a IIOTOM IIO6aBI/IM COKPOBHIIIE.

Co3aaHuMe TOUKM BbiXoaa

[Tpesxne Bcero, UMIIOPTUPYEM CIIPANTHI.

1. Hmnopmupyiime cnpaiimvr  Level Background. Cxonupyiite mnanxy Sprites/
Background w3 3arpys;keHHOTO MakeTa ¢ pecypcaMu B Marky Sprites poeKTa.
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2. Jobasvme cnpaiim Top. Tlomectute ero uyth HUMkKe 0ObeKTa Rope. DToT crpaidT Oy-
IeT CIYKUTh TOUYKOH BBIXO/IA.

3. Hacmpotime cnpaim. JlobaBbre B cripailT kommoreHT Box Collider 2D u ycranoBute
(naxkoxk Is Trigger. IlenkuuTre 1o kuonke Edit Collider (PenaktupoBath KoJuiaiiiep)
U U3MEHUTE pasMepbl KoJutaiiepa, 9ToObl OH OBLT KOPOTKUM U ITUPOKUM, KaK IO-
KasaHo Ha puc. 6.2.

stﬂ‘ﬁ: i‘

ed : | Layer| Dbl ™
xEE i‘fEEE z0
x[n ‘vin 70
AT v 21
HTop @
A | v
Material | @3pries-Defauki G
Sarting Layer | Datouie ¢
Oedert in Layer ] =
ﬁ.ﬂ.
Edit Collidar
Matenial None (Physics Mcerial 200 | @
I Trigger
Usad By Effectar -
e
Size x[e2 v [0ssee0!
| Add Compaonant )

Puc. 6.2. MoMecTuTe KoNnanaep B BEPXHIO YacTb YPOBHSI
U CAenainTe ero WUpOKUM Y KOPOTKUM

4. Hacmpotime omnpasky cuznaia OUCNemuepy uzpvl 6 MOMEHM KACAMUsL CRpatmd.
JloGasbre B crpaiit komnoHent SignalOnTouch. /[o6aBbre 9/1eMEHT B CIIUCOK COObI-
TUI KOMIIOHEHTA ¥ COEJIMHUTE €ro ¢ JUCIeT4epoM Urpbl Game Manager. Boibepure
dbyHKIMIO GameManager . ExitReached. Tereppb KacaHue THOMKMKA TOYKK BbIxoza Oy-
JleT BbI3bIBaTh MeTO/I ExitReached nucnietuepa urpsl Game Manager.

Tenepp 106aBUM COKPOBHIIIE.

Coxposuliie paboraer Tak: [0 yMOJYaHUIO OObeKT Treasure oroOpajkaer CIpaiT
¢ ms3obpaxeHueM COkpoBuina. Korga I'HOMHK KacaeTCs €ro, BbI3BIBAETCS METO[
TreasureCollected mucierdepa urpsl Game Manager 1 Ha MecTe COKPOBHMIIA 0ToOpa-
JKaeTcsl IPYyroil CIpaiiT, IOKasbIBaIONIMIA, 4TO COKpoBHUILe momobpano. Korga rHOMUK
norubaet, 06beKT Treasure BO3BPALIAeTCs B UCXOAHOE COCTOSIHIE 1 BHOBb OTOOpasKaeT
CIIPaiiT ¢ 300paKeHEM COKPOBUIIIA.

Tak KaK cMeHa CIpaiiTOB B UTPe OYET BBITIOJIHATHCS OBOJIBHO YACTO — BbI YOEIUTECH
B 3TOM, KOT'/Ia MbI 3aliMeMCsl yJiydliieHneM rpauku, — UMEEeT CMbICJI CO3/IaTh YHUBEP-
CaJIbHBIN KJIACC CMEHBI CIIPAiiTOB U 3a/eficTBOBATD €ro B 00bEKTEe COKPOBMIIIA.

Cospnaiire HOBBIN crieHapuii Ha C# ¢ umeneM SpriteSwapper.cs. JlobaBbTe B HETO CIIeMLy-
TOINN KO
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// MeHAeT oAaMH cnpalT Ha Apyroi. Hanpumep, npu nepekalyYeHUn COKPOBMILA
// V3 CcoCTOAHMA 'COKpoBMUWe eCTb' B COCTOAHME 'COKpoBMWa HeT'.
public class SpriteSwapper : MonoBehaviour {

// CnpaiiT, KoTopblii TpebyeTca oTOb6pasnTb.

public Sprite spriteToUse;

// Bu3yanusaTop cnpaiTa, KOTOPpbIi JOMKEH MCMONb30BaTbCA
// Bna oTobpaxeHUs HOBOro crpaiTa.
public SpriteRenderer spriteRenderer;

// WcxopHbli cnpadT. Ucnonb3yeTcAa B Bbi3oBe ResetSprite.
private Sprite originalSprite;

// MeHAeT cnpaWT.
public void SwapSprite() {

// Ecnu Tpebyemblii cnpallT OT/AMYaeTCA OT TeKywero...
if (spriteToUse != spriteRenderer.sprite) {

// CoxpaHuTb npefplaywuit B originalSprite
originalSprite = spriteRenderer.sprite;

// TNepepaTb HOBbI CnpaiT BU3yanusaTopy.
spriteRenderer.sprite = spriteToUse;

}
}

// Bo3BpawaeT NpexHWin cnpanT.
public void ResetSprite() {

// Ecnu npexHuin crnpaiT 6bln COXpaHEeH. ..
if (originalSprite != null) {
// ...nepepaTb ero BU3yanusaTopy.
spriteRenderer.sprite = originalSprite;
}
}
}

Kinace SpriteSwapper TpefiHazHaueH Ui IBYX OIEPAINil: KOTZA BBI3BIBAETCS METO]
SwapSprite, BusyanusaTopy SpriteRenderer, MOAKJIIOUYEHHOMY K UTPOBOMY OOBEKTY,
HepeaeTcst APYroi CripaiT /uist orobpaskenust. IIpu 5TOM UCXOMHBIH CIIpaiiT cCOXpaHsi-
eTcs B mepeMenHo. Korzia BeI3biBaeTcst MeTO/I ResetSprite, BU3yaans3aropy nepeaaer-
€Sl ICXOIHBIN CIPAKT 1711 0TOOPasKEHNUL.

Temepb MOXKHO CO3/IaTh 1 HACTPOUTH OOBEKT Treasure.

1. Jobasvme cnpaiim ¢ usobpaxcenuem coxposuwa. Haiinure cupaiit TreasurePresent
u gobasere ero B cleHy. Pasmectute ero moGJamske KO JHY, HO ¢ TAKUM PacueToM,
4TOOBI THOMUK MOT JOCTaTh €r0.

2. Jlobasvme xonnaiidep st cokposuuya. Beibepure crpaiit ¢ m300paskeHuEM COKPOBU-
1a u jobasbre B Hero kommoneHT Box Collider 2D. Yeranosure (hJIaskoK Ha 3HAUECHUN
Is Trigger.
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3. Jlobasvme u wnacmpoiime cuenapuil cmenvt cnpaima. Jlob6aBbTe KOMIOHEHT
SpriteSwapper. IleperamuTe cam crpaiiT ¢ n3o6paskeHueM COKPOBMIIA B 110Jie Sprite
Renderer aToro KOMIIOHEHTa. 3aTeM HaiijiuTe cripailT TreasureAbsent u neperaiure
ero B 11oJie Sprite To Use KOMIIOHEHTA, BBITIOJTHSIIONIETO CMEHY CITPANTOB.

4. Jlobasvme u nacmpoiime KOMNOHEHM OMNPAGKU CUZHALA 6 Omeem Ha Kacanue. J1o-
6aswre KomnoHenT SignalOnTouch. /lo6askre Ba aemenTa B crincok On Touch:

* nepBblii cBsKUTE ¢ 00beKTOM Game Manager u BbiGepuTe MeTOZ GameManager.
TreasureCollected;

*  BTOPOIi CBSIZKHUTE CO CIIPAITOM COKPOBHIIA (TO €CTh ¢ 00BEKTOM, KOTOPBII ceiiuac
HacTpamBaeTe) 1 BbI6epI/ITe MeTOo/1 SpriteSwapper.SwapSprite.

5. Jobasvme u nacmpotime xomnonenm Resettable. Jlo6aBbre B 0OBEKT KOMIOHEHT
Resettable. /lo6aBbre eAMHCTBEHHBIN d1eMeHT B cicok On Touch, BeIGepuTe MeTOZ
SpriteSwapper.ResetSprite u cBszKUTE €ro ¢ 06beKTOM Treasure.

B pesyJibraTe HaCTPONKY B IMaHEN HHCIIEKTOPA OJKHbBI BBITJISIETH TaK, KAK TOKA3aHO
Ha puc. 6.3.

6. Ilpomecmupyiime uepy. 3airycTUTE UIPy U KOCHUTECH COKPOBUIIA. B 9TOT MOMEHT
COKPOBHIIE MCYE3HET; €CJIH TTOCTIE ITOTO THOMUK MOTHGHET, COKPOBHIIE BHOBb 110~
ABUTCS HA CBOEM MecTe I10cJIe CO3/[aHNs HOBOTO THOMMKA.

Ho6asneHune coHa

B nacrogiiee BpeMd zieficTBUE TPl pa3BOpauyMBaeTCs Ha YHBIIOM cuHeM (oHe, 3a-
nanuoM B Unity mo ymosrdanuio. B aTom pasjerne Mbl 106aBUM BpeMeHHbIH (hOH, KO-
TOPBIHM 3aMeHUM (DOHOBBIM CIIPANTOM, KOT/IA IIPUCTYIIUM K YJIYYIIeHUIO rpaduiecKkoro
odopMIIEHUS UTPHI.

1. Jobasvme ponoswiii npsmoyzonrvux. Otkpoiire Mmenio GameObject (Vrposoii 00b-
exT) u BoiOepute myHKT 3D Object » Quad (3D O6bekt » [Ipamoyronbhuk). daiite
HOBOMY 00bekTy nMst Background.

2. Ilepemecmume pon na 3adnuil nian. Irobbl U36eKaTh CUTYAIMU, KOTJAA TIPSMO-
YTOJIbHBIN (hOH OYIET PUCOBATHCSI MOBEPX UTPOBBIX CIIPAUTOB, IEPEMECTHUTE €r0 Ha
3a/IHUH TIJIaH, TIO/IA7bIne OT KaMepsl. [yt aToro IprcBoiiTe KOOp/AnHATE Z TTPSIMO-
yrosabHUKA 3HaYeHne 10.

Hecmotpst Ha To 4TO MBI jlesiaeM [ByMepHyIio urpy, Unity He mepecraer ObITb TPeX-
MEPHBIM JIBIPKKOM. Birarogiapst aToMy MOKHO € YCIIEXOM IT0JIb30BATHCS TEM, UTO OJTHU
0OBEKTBI MOTYT HAXOAUTHCS «[103a/iU» JIPYTUX, KAK B HAILIEM CJIydae.
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Puc. 6.3. Hactpoiikm obbekTa Treasure

3. Yemanosume wupuny u gvicomy ¢oH06020 NPAMOY20abHUKA. BRIIOYNTE HHCTPYMEHT
Rect (IIpsamoyronbHuk), HaxkaB KaaBumry T, a 3aTeM, UCTIOIb3Yys MapKephl, yCTaHO-
BUTE Pa3Mephl MPSMOYTOMbHIKA. Bepxtsiss rpanuiia ¢hoHa M0mKHA OBITH Ha OTHOM
YPOBHE CO CTIPATOM B BEPXHEI YaCTH CIIEHBI, & HUXKHSISI — ¢ COKpoBHUIeM (puc. 6.4).
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Puc. 6.4. YcTaHoBKa pa3MepoB ()OHOBOIO NMpsiMOYrofbHMKa

4. Ilpomecmupytime uzpy. Ilocne 3amycka ¢hOH UTPOBOTO OIS TOTKEH OKPACUTHCS
B TEMHO-CEPBII TIBET.

B 3akroueHue

Mbur peasm3oBa/ini BCE€ OCHOBHbIE (byHKHI/II/I MOAAEPKKH UI'POBOIO Ipolecca n O4€eHb
MHOTO I[O6aBI/IJII/I B Hero. Ha AaHHOM 9Tall€ B UTPOBOM IIpOIiECCE:

Q MMUTHUPYETCA MTOBEACHNE THOMHKA 1 BEPEBKU C CO6]IIO,ZI€HI/I€M 3aKOHOB (bI/ISI/IKI/I;

O aMHOI BEPEBKU MOXKHO YIPABJIATD € TOMOIIBIO KHOTIOK Ha 9KpaHe, HOSBUIACH BO3-
MO>KHOCTD OITyCKaTh U TIOZIHUMATh THOMUKA;

Q KaMepa HaCTpO€Ha Tak, 4TO CJIeAY€ET 3a THOMHUKOM, 6J1ar011ap51 4eMY TOT ITOCTOAHHO
OCTaEeTCA B I1OJIE 3PEHUI;
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Q B oTBeT Ha HAKJIOHBI Te]Ie(bOHa THOMUK OTKJIOHSIETCSI OT BEPTUKAJIN, CMENasCh BJI€E-
BO-BIIPaBO;

O THOMHK MOKET IOTHOHY Th, KOCHYBIIUCH JIOBYIIKH, 1 MOKET T0J00PATh COKPOBHUIILE.

Ha puc. 6.5 mpuBoauTCs CKPUHIIIOT UTPBI B €€ TEKYIIIEM COCTOSTHUU.

AN et 3

Puc. 6.5. Urpa B KOHLE 3TOi rNaBbl

HecmoTpst Ha 3aKOHYEHHYIO (DYHKIIMOHATBHOCTD, ceifiuac HaIlla WTpa He OTINYAeTCS
TIPUBJIEKATENBHOCTHI0. [HOMUK M306pakeH CXeMaTHYHO, & YPOBHY BHITJISST CKYIHO.
B riiaBe 7 MbI IPOIOJIKUM PabOTy HaJl UTPOU U YJIYUIIIAM €€ BU3YaJbHbIE 3JIEMEHTBI.
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B aT0ii ri1aBe Mbl BHECEM MHOTO 10paboToK B UTpy Korodey ¢ cokposuwamu, i B pe3yJib-
Tare OHa OYJIET BBITJISIIETD TaK, KaK MOKa3aHo Ha puc. 7.1.

Puc. 7.1. OkoHYaTeNbHbIN BUA UIPbl
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JloBOAIKY UIpbI MBI OyeM BECTH B TPEX OCHOBHBIX HAIIPABJICHUSIX:
Busyanvnoe ogpopmnenue

MbI 106aBUM HOBBIE CITPANTBHI JJIsT N300PaKEeHMsI THOMUKA, YIydIiuM Bu (HoHa
u peannzyeM 3P MEKTHI YaCTUIL JIJIsT TPUAHUS TPUBJIEKATETbHOCTH UTPE.

Heposoti npouecc
MpbI 106aBUM HOBBIE BUIBI JIOBYIIIEK, Ha4aJIbHBIH 9KpaH, a Tak:Ke BO3MOKHOCTD Jie-
JIATh THOMUKA HEYSI3BUMbIM, UTO TIOMOSKET ITPOTECTUPOBATH UTPY.

3eyxu

Mpbi Taxske 106aBUM B UTPY 3BYKOBbIE a(D(PEKThI, BOCTIPOM3BOANMbBIE B OTBET Ha JI€ii-
CTBYSI TTOJTb30BATEJIS.

Pecypcer, nctiosnb3yemblie B 9TOH TJiaBe, MOXKHO HAWTH B 3arpy’KaeMOM TaKeTe, J0CTYTI-
HOM 110 azpecy https.//www.secretlab.com.au,/books/unity.

YnyuweHue n3obparkeHms rHoMmka

IlepBoe, 4TO MBI YIYYLINM B UTPe, — N300pakeHre THOMIKA. Mbl 3aMEHUM CXeMaTHye-
CKHE CITPAlTHI ¢ YaCTsIMU Tejla HAbOPOM CITPAaliTOB, HAPUCOBAHHBIX XYI0KHIKOM.

Il Hauasta ckonupyiite nanky GnomeParts u3 WCXoJIHOro Habopa pPecypcoB B HAIKy
Sprites 11poekTa. JTa IanKa COAEP;KUT ABE BJIOKEHHbIE Ianku: Alive comepKuT HO-
BbI€ YaCTH TeJla )KUBOIO THOMMKA, a Dead copepsKUT 4acTu TeJsia IOruOIIero rHoMuKa
(puc. 7.2). Haunem co crnpaiiToB, n300pakaloniux KUBOTO THOMUKA, & U300paKeHUsT
yacTeil Tesia MOruGIIero THOMUKA MCIOJIb3YeM TTO3KE.

Puc. 7.2. CnpaliTbl C YacTsiM1 Tesla rHomMuka 13 nanku Alive

B sarpyskaeMoM akete BbI Hali/iere HAMHOTO GOJIBIIIE PECYPCOB, YeM MBI HCITOJIb3YEM,
B TOM YHCJIE BEPCHIO TOJIOBBI 0e3 IJIa3, CO3[AHHYI0 Ha CJIydaid, ecim st OTOOpasKeH st
a3 OyLy T UCIIOJIb30BATHCS OT/EIbHBIE CIIPAIThI. EC/IU BBl 3aX0THUTE YIIYUIIUTD UTPY
etife GOJIbIIIE, YEM OTUCHIBAETCS B HTOU KHUTE, 3TU JOIOJHUTEIbHBIE PECYPChI MOTYT
BaM IIPUTOUTHCA!
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HepBbIM J1€JIOM HAaCTPOUM CHpafITbI JIJII UCITOJIb3OBAaHMA B obbekTe Gnome. B uacTHO-
CTH, HYy)KHO UMIIOPTUPOBATb UX KakK cnpaﬁTm 1 TIOMECTUTDH OITOPpHbIE TOYKN CHpaﬁTOB
B IIpaBUJIbHbIE MECTA. [[JIH 9TOI'O BBIIIOJIHUTE CJIEAYIOIINE I[efICTBHH.

1. IIpeobpasyiime usobpasicenus 6 Cnpaimot, eciu mo euie e 6vlio coerarno. Beibepure
crpaiiTel B 1mamke Alive u ycTaHOBUTE JJIsl HUX THII TEKCTYPbI Sprite (2D and UI).

2. Omxoppexmupyiime onopuvle mouxu cnpaiimos. Jljs kaxxporo crpaiita, kpome Body,
BBITIOJTHUTE CIIE/YIONIee:

a) BbIOEpHTE CIIPAIT;
b) menkHuTe no kuomuke Sprite Editor (Penakrop crpaiita);

C) TepeTanuTe MMKTOrPaMMy OTIOPHOH TOUKH (TO €CTh MAJIEHbKYIO CHIOI0 OKPYIK-
HOCTb) B TOUKY, BOKPYT KOTOPOH JI0JIZKHA BpalaThesl JaHHAs yacTh Tesa. Ha-
puMep, Ha puc. 7.3 MOKa3aHO MECTOINOJIOKEeHNEe OMOPHOIM TOYKU JIJid CIipaiiTa
ArmHoldEmpty.

ol

Puc. 7.3. HacTtpolika onopHoi Touku ans cnpaiita ArmHoldEmpty;
obpaTuTe BHMMaHWEe Ha MeCTOrOMOXEHWE OMOPHOW TOYKM CripaBa BBEPXY

ITocne HaCTpOfIKH CHpaI;'ITOB MOKHO 3a/leliCTBOBAaTh UX IJIst 1/1306pa>KeH1/151 THOMMKa.
IIJIH nojAepsKaHusA MmopAa/Ka 1 COXpaHEHWA BO3MOKHOCTH MCITOJIb30BATh CTapylo BEP-
CHIO THOMHMKaA MbI CO3/1a/IUM KOIINIO €TO nrabjoHa U BHECEM H€O6XOZII/IMI)I€‘ N3MEHCHUA
B HOBYIO BEPCHIO. 3areM MBI HaACTPOMM UTPY Ha MCIIOJb30BaHUE HOBOI>,I, YJIyLILHGHHOf/i
BepCcUM THOMMKA.

3aKOHYMB C 9TUM, MbI 00aBUM Pe3yJIbTaT B CLEHY U HAaYHeM 3aMEHSTh PasHble KOMIIO-
HEHTHI TeJIa THOMMKA HOBhIMU n306paxkenuamu. Orianunbiii maan? Ja! Y Bot 4To Hamo
cliesaTh.
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Cronupyiime wabronnwiii 06vexm npomomuna znomuxa. Haiimure mabaoH mpoToTu-
11a THOMHMKA ¥ CKOTIUPYHTe ero, Haxas kiaapuinu Ctrl-D (Command-D na Mac). [latite
HOBOMY 0OBEKTY UMst Ghome.

Jobasvme 106020 znomuxa é cueny. Ileperariure HOBbII 11abyoH B 0KHO Scene (Crre-
Ha), YTOOBI CO3/IaTh €T0 DK3EMILIISP.

Hsmenume ogpopmaenue. Bribupaiite yacTu Tesia THOMUKA 110 OAHON U 3aMeHsITe
crapbie CIpailThl HOBBIME. Hampumep, BEIGEpUTE TOJOBY ¥ 3aMEHUTE €€ CIIPAiTOM
Head u3 manku Alive.

Korna Bbl 3aKOHYNTE, THOMUK JOJIKEH BBITVIALCTH IIPUMEPHO TaK, KaK ITOKa3aHO Ha
puc. 7.4. Eciim xaKkue-TO 4acTH TeJjia HaXoJATC HE COBCEM B ITPAaBUJIBHBIX IMO3UITUAX —
HHUYETro CTPpalllHOI'O, 4YTb ITO37KE€ MbI 9TO NCITPABUM.

Puc. 7.4. O6bekT Ghome ¢ HOBbIMM CripaiTaMm

IIaJIee MbI JIOJIZKHBI HAaCTPOUTH MECTOIIOJIOKEHNE yacTeil Tejla THOMHMKA. Y HOBBIX
CHpafITOB HECKOJIbKO MHbIE (bopMa " pa3dMepbl, 1 Mbl JOJIKHBI IIPAaBUJIBHO PAa3MECTUTDb
nx. II]IH 9TOI'O BBITIOJIHUTE CJICAYIOIINe lIefICTBPIH.

1.

Homecmume zono8y, pyxu u nozu 8 npasuivivie mecma. Beibepure obbekt Head
U CKOPPEKTHPYIITE €r0 MECTOTION0KEHNE TaK, YTOObI TIIest PACIIoIaraiach TOYHO M0~
cepeanne Mexay miaedamu. Ilpozgenaiite To xe camoe ¢ pykamu (IIPUCOEINHUB UX
TOYHO K IlJIe4aM) U ¢ HoraMu (IIPUCOEIMHUB UX TOUHO K Ta3y).

O6paTuTe BHUMaHWE, 4TO U151 y06CTBA Ha cripaiite Body MMEIOTCS OMOPHbBIE TOYKH
PO30BOTO 11BeTa B 00JIACTH TIJIEY.

Bomonnsas MMO3UITMOHNPOBaHNE JacTen TeJa, BaKHO CO6JIIOI[aTb MpaBUJIbHOE HAJIO-
JKeHnue CHpaﬁTOB — HOI'M HeE JOJIKHBI OTO6pa}KaTbCH IOBEPX TYJIOBHIIA, TYJIOBUIIE
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HE JIOJIDKHO 0TO6pa>KaTI)C${ ITOBEPX PYK, IrojioBa /10JI’KHA OTO6pa>KaTI)CH TIOBEPX BCEX
OCTaJIbHBIX CHpaﬁTOB, COCTaBJIAIONINX THOMUMKA.

2. HUcnpasvme nopsadox nanoicenus uacmeil meia. Boibepute rojoBy u obe pyku
n yctanoBute cBoiicTBO Order in Layer Busyasnmusaropa Sprite Renderer paBHbIM 2.

3aTem BbIOEPUTE TYJIOBUIIE U YCTAHOBHUTE TIOPSANOK PABHBIM 1.

ITo okoruarny 0ObeKT GNOMe J0JIKEH BBIT/ISAAETh TaK, Kak [0Ka3aHo Ha puc. 7.5.

Puc. 7.5. Bua rHomMumka nocne npaBuibHOMO pa3MeLLiEHMsI CrpaniToB

N3MeHeHue (pn3nyecKknux napamMeTpos

ITocne pasMenieHuA CHpafITOB, COCTaBJIAIONINX THOMMKA, MbI /IOJIZKHBI USMEHUTDH (bl/ISI/I-
YeCKHeE ImapaMeTpbl HEKOTOPbIX KOMIIOHEHTOB, a UMEHHO: IIpNJAAaTh KOJIJIafIZ[epaM pa-
BUJIbHYIO (l)OpMy N HaCTPOUTHb COYJIEHEHUA Tak, YTOOBI KOHEYHOCTH THOMMKA MOTJIH
ABUTATHCA OTHOCUTEJIBHO OITOPHBIX TOYEK.

Cuavasia HacTpouM KoJiainepsl. [IocKombKy ClIpaiiThl He ABJISAIOTCS TOPU30OHTATHHBI-
MU WJIN BEPTUKAIbHBIMU JUHUSMMU, MBI IOJIKHBI 3aMEHUTD ITPOCTBIE MTPSIMOYTOJIbHBIE
1 KPYTOBbIE KOJLIAN/IEPbl MHOZ0Y20/IbHbIMU.

Co3maTh MHOTOYTOBHBIN KOJTafimep MOKHO ABYMs crocobamu: math Unity creme-
pupoBaTh (HUTYPYy aBTOMATUUYECKU WJIH ONPEAEJNUTh €€ BPYUYHYI0. MBI paccMOoTpuM
BapHaHT CO3JaHMs BPYYHYIO, IIOTOMY 4TO 9T0 Oosee addertunno (Unity oObdHO
reHepupyeT CJ0KHbie (DUTYPbI, OTPUIATENBHO BIAUSIONINE HA TTPOUSBOIUTETHHOCTD )
U 1T03BOJISIET TOUHee KOHTPOJIMPOBATh KOHEUHbIN Pe3yJibTarT.
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Korma MHOTOYTOMBHBIN KOMLTaliep no6aBisieTcst B 0GBEKT, UMEIONIUI BU3YaTU3aTOD
cupaiita, Unity aBTOMaTMYECKU CreHEpUPYET MHOTOYTOJIbHMK, OIMCBIBAIOIINI BCe
Hempo3pavHbie YacTh n3obpakenus. YTobbl onpenenTs uHyo GopMmy 1st 006aacTi
o6HAPYKEHNST CTOTKHOBEHNH, KOMIIOHEHT MHOTOYTOJBHOTO KOJITafiZiepa CleayeT m0-
GaBJIATH B UTPOBOI 0OBEKT, HE UMEIOIIHIT BU3yaau3aropa crpaiita. Camblil IpocToil
c11ocob B 9TOM CJIydae — CO37aTh MyCTOH JOYEPHUN OOBEKT U 00aBUTh MHOTOYTOJIb-
HBIHI KoJTaiiep B Hero. VITak, BBITIOSTHUTE CIeyionue 1eHCTBUS.

1. Yoanume cyuwecmeyrowue xoanaiidepot. Beibepure Bce HOTH U PYKHU U YAAJIATE KOM-
noHeHT Box Collider 2D. 3atem BbiGepute TOJI0BY 1 yaanute kommoneHT Circle Collider
2D.

2. Ilosmopume credyrougue deticmsust O1s 6cex PyK, HOZ U 20108bL:

a) dobasvme douepnuil obvexm ois koaratidepa. Cosnaiite HOBBIN IIyCTON UIPOBOIA
o6bekT ¢ umeneM Collider. Cremaiire fouepHuM [T 00BEKTA YACTH TEJIa U yCTa-
HOBUTE ero KoopauHaThl paBabiMu 0,0,0;

b) dobasvme mmozoyzonvuvii xorraidep. Boibepure BHOBL CO3JAHHBIA OOBEKT
Collider n mobassre B Hero KoMioneHT Polygon Collider 2D. Ha axpane mosBuT-
cs urypa senenoro nsera (puc. 7.6); mo ymomvyanmio Unity cosdmacTt ngaTu-
VTOJIbHUK, M BaM HY;KHO CKOPPEKTUPOBATDH 3Ty (PUTYPY, YTOObI OHA KAaK MOKHO
TOYHEe OIKChIBAIA OOBEKT;

¢) ompedaxmupyiume Quzypy Mioz0yzovnozo Koiiaidepa. IleIKHUTE IO KHOTIKE
Edit Collider (Pegaktuposarb Kosnaiigep) (puc. 7.7), 4To0bl IePedTH B PEKUM
PEelaKTUPOBAHUS.

Puc. 7.6. BHoBb f06aBNeHHbIN MHOroyrosbHbIi konnaiaep Polygon Collider 2D
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Puc. 7.7. KHonka Edit Collider (PegakTvpoBaTb konnaiaep)

B aTom PEXHME MOKHO TTEpeABUTaTh OTACJIbHBbIC BEPIITHUHDBI (bHprbI. Mo:KHO TakKe
MIEJIKHYTh Ha JIDOOH cTOpoHe (DUTYPBI U MOTSHYTH €€, YTOObI CO3/aTh HOBYIO Bep-
HIMHY, a yAeps;kuBas HaxaToil kiasunry Ctrl (Command va Mac), MOXKHO IEeTIKOM
MBIIIN YAAIUTH JI0OYIO BEPIIHY.

JIBUTas BEPITMHBI, PA3MECTHUTE WX TaK, YTOOBI MONYYUBITAsAcs (GUTYpa KaK MOKHO
TOYHee COOTBETCTBOBAJA yacTu Tesia (puc. 7.8).

ITo 3aBepmenuu menkaute mo kHonke Edit Collider (PemaxkTupoBaTh KoJutaitiep)
erile pas.

Puc. 7.8. CKOppeKTMpOBaHHbI Kosinanaep ans pyku rHoMuka
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Puc. 7.9. Konnaiiaepsl Ans pyK, HOT U FOMoBbI

BHOBbB 1106aBIe€HHbIE KOJLIAIIEPHI JOJKHBI BBITJISAETh IPUMEPHO TaK, KaK MOKa3a-
HO Ha puc. 7.9.

B nabope Kosnaiiiepos TpeGyercs MPOU3BECTH €llle OJIHO M3MEHEHHUe: KPYroBoii
KOJLJTAlIep TYJIOBUIIA CJEYET HEMHOTO YBEJIUYUTD, YTOOBI OH TOYHEE COOTBETCTBO-
BaJl 60Jiee KPYITHOMY TYJIOBHIILY.

Yeenuuvme paduyc kpyzo60z0 xornaiidepa o6sexma Body do 1.2.

ITestb JTaHHOTO BTATIA B TOM, YTOOBI OJIYYUTH KOJUIAN/IEPHI, IPUMEPHO COOTBETCTBY-
fotirie (hopMe CIIpaiiToB, HO Oe3 TEPEKPHITHSL. ITO O3HAYAET, UTO B MPOIIECCE UTPBI
YaCTH TeJIa THOMUKA He OYIyT MepekphiBaTh APYT APYra, CO3/laBasi CTpPAHHOE BIIe-
yatTJieHue.

3aKOHYMB € KOJUIaiijiepaMu, MOKHO 3aHSThCSI cousieHeHusiMu. Kak Bbl TIOMHHUTE,
TOJIOBa, pyKI/I M HOTU UMEIOT H_[apHI/IprIe COYJIeHeHu1d, KOTOpre HpI/ICOGJII/IHHIOTCE[
K TyJsioBuIity. Terepb Bbl JOJGKHBI TPABUIBHO OIPEAETUTH OMOPHBIE TOUKH, YTOOBI
usbeKaTh TAKUX CTPAHHOCTEN, KaK BpallleHne PYKK OTHOCUTEIBHO JIOKTSL.
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4.

10.

Hsmenume nosuyuu Connected Anchor (Hecyuyas mouxa npusssku) u Anchor (Touxa
npuesi3ku) counenenull znomuxa. [1st K0 yacTu Tesa, KPOMe TYJIOBUIIA, TIepe-
TaIUTe TOYKU MPUBSI3KU B OIIOPHbIE TOYKU. HOTH 10JIKHBI BPAIaThCsl OTHOCUTEb-
HO Ta300e/IPEHHBIX CYCTABOB, PYKH — OTHOCUTEJHLHO TICYEBBIX, 2 TOJI0BA — BOKPYT
TIen.

Ecsm iepetaimuTh 06e TOUKH PUBSI3KY OJIMKE K IIEHTPY CIIpaiiTa, OHU 3aDUKCUPYIOTCSA
B 9TOI TOYKE.

He Sa6bIBafITe, 4qTo Leg Rope NMeEET [IBa COYJIEHEHUA: OAHO CHOYKUT IJIsI KPEIJIEHU S
HOI'M K TYJIOBUIILY, APYTO€ NCITIOJIb3YETCA AJIA KPEeIlJIEHWA BEPEBKU. C,Z[BI/IHbTe BTO-
poe CoYJIEeHEHUE B 06J1aCcTh CTYITHU.

Taxsxe MBI JIOJZKHBI BHECTH JBa M3MeHeHus B ciieHapuii Gnome. IlomuuTE, UTO
CIIPAIAT, M300PAKAOIIUI PYKY THOMUKA, JOJIKEH M3MEHSITHCSI [TOCTIE€ KACAHUS C CO-
kpoBuilleM? B Hacrosiiee BpeMsi ClieHapuil UCIOJb3YeT CTapbIil CIIPANT, HE COOT-
BETCTBYIOIIUI HOBOMY U300PasKEHUIO.

Hsmenume cuenapuii Gnome, ucnoin3oeas 6 nem nogole cnpatimol. Beibepure poju-
Tesibekuii 00bekT Gnome. Ileperamure crpaiit ArmHoldEmpty B mosie Arm Holding
Empty o6bexTa Gnome, a cripaiit ArmHoldFull — B riosie Arm Holding Full.

Teneps, KOT/Ia THOMUK TTOIGEPET COKPOBUIILE, CIIPAUT PYKU 3aMEHUTCSI TIPABUJILHBIM
uzobpaxenrem. Kpome ToTo, KOT/Ia THOMUK GPOCUT COKPOBHIIE (UTO MOXKET CJIy-
YUTHCS, €CJIU OH KOCHETCS JIOBYIIIKK W MOTUOHET), PYKY THOMUKA He 3aMEHUT [TPesK-
Hee CXeMaTHYecKoe U300paskeHue.

Haxkowert, Hy;KHO HEMHOTO MU3MEHHUTh MACIITad n306pakKeHUsT THOMUKA, YTOObI €T0
(dburypka TouHee COOTBETCTBOBA/IAa pa3MepaM MIPOBOTO MUPA, a 3aT€M COXPAHUTh
U3MEHEHsI B BUJIE TMaOJOHHOTO 0OBEKTA.

Croppexmupytime macuma6 Gnome. Boibepute pomaurenbckuii o6bekT Gnome
U yMeHbIIMTe MaciTabHbiil koaddurment 1mo ocsim X u'Y ¢ 0,5 10 0,3.

Coxpanume usmenenusi 6 sude wabnona. Beibepure poauTteabckuii o6bekT Gnome
u 1esikHuTe 110 kHonke Apply (IIpuMeHnTb) B BepXHei 4acTu MHCIIEKTOPA.

Yanume enomuxa us CUenbvl. ITocne CO3/laHnA nrabaona HeT H606XOLII/IMOCTI/I po-
OOJIKATH XPAHUTD THOMUKA B CIIEHE, TIOOTOMY yIAJIUTE €TO0.

Tenepb, 3aKOHYNB BHOCUTD UCIIPABICHUS B THOMUKA, CAMOE BPeMsI UBMEHUTD JIVC-
neruep urpsl Game Manager, uToObl OH HCIIOJIb30BA BHOBb CO3/IaHHbIIT OOBEKT.

Hcnpasvme ducnemuep uzpot, umobvL 01 UCNOAB306AIL 8HOBb CO30ANHbLL Wabi0H. Bbi-
Gepure 0ObekT Game Manager u eperaliuTe TOJIbKO YTO CO3MaHHbINA MIabJI0H THO-
MHKa B 1Tose Gnome Prefab.

IIpomecmupyiime uzpy. Teniepb B urpe yyactByet o6HOBIeHHBIH THOMUK! Kak aTo
BBITJIS/IUT, MOSKHO yBUIeTh Ha puc. 7.10.
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Puc. 7.10. O6HOBNEHHbI THOMUK B Urpe

®doH

B nacrostiee BpeMsi (hOHOM CIIYKUT TIJIOCKUI CEPBIN MPSIMOYTOJIBHUK, MAJIO HATIOMU-
HATIOIIUI CTEeHbI Kosoma. /J[aBaiite ncmpaBum 310!

s pemenust 910l mpobaeMsl 1o06aBUM HaOGOp 0OBEKTOB, MPEACTAB/IAIONINX 3a[HIO0
1 6OKOBBIE CTEHbI KOJOALA. IIpexie 4eM IPOLOJIKUTD, 100aBbTE B IIPOEKT CIIPAITHL 13
nanku Background.
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Cnom

Iepen nobapieHreM U300paKEeHIIT MbI JIOJGKHBI CHAYAJIA OINPEAETUTh UX HOPSIOK
B ciiere. [Ipu co3panmm IByMepHOI UTPbI BAsKHO, HO MHOT/[a ObIBAET HEMIPOCTO 0bectie-
YUTH IPABUIIBHBIIA TOPSIIOK OTOOPAKEHUS CIIPANTOB, KOT/[A O[HU JTOJIKHBI TOSABIISITHCSI
nosepx apyrux. K cuacteio, B Unity uMeeTcss BCTPOEHHOE PEIleHNe, YIIPOIIAIOIIee ATy
3amauy: ciou copmuposku (sorting layers).

C10it cCOPTHPOBKI — ITO TPYIITa 00BEKTOB, KOTOPBIE 0TOOpaskaioTcs Bee BMecTe. Con
COPTUPOBKH, KaK CJIEAyeT M3 Ha3BaHUsL, MOKHO PacIioyiarath B JroOoM mopsiike. To
€CTb MOKHO CTPYIIINPOBATh HECKOJIBKO 00BEKTOB B ¢oi «Background», npyrue 06b-
ekTbl — B cyioil «Foreground» u 1. 1. Kpome TOro, BHYTPHU CJI0EB 0OBEKTHI TAKKE MOKHO
YIOPSIIOUUBATH, YTOOBI OJIHU HJIEMEHTHI (hOHA BCET/IAa OTOOPAKAIUCE [TO3a/U JPYTHX.

B urpe Bcerma mpucyTcTBYeT X0TsI GBI OIMH c10# — ¢ HazBauueM «Default». 1 Bce HO-
Bble OOBEKTBI TIOMEIAIOTCS B 9TOT CJIOM, €C/IM BBl HEe YKaXKeTe HHOIL.

Mbur Z[O6aBI/IM B 9TOT IIPOEKT HECKOJIBKO CJIOEB COPTUPOBKHU, B HaCTHOCTH:

QO cioii Level Background, copepakaruuii hoHOBbIE OOBEKTI YPOBHS M BCEra 0ToOpa-
JKAeMbIl Ha 33/{HEM ILJIaHe;

O coii Level Foreground, comepskariuii 0OBEKTHI ePeHETO TIIAHA, TAKNE KK CTEHDT,
Q cJioii Level Objects, copepskaiimii Takue 0ObEKThI, KaK JOBYIIKH.
JL1s1 co3ranus ciioeB BBIIOJIHNTE CJlelylolue JeiCcTBUS.

1. Omxpoiime uncnexmop mezos u cioes. Otkpoiire menio Edit (ITpaska) u BeibepuTe
myHKT Project Settings » Tags & Layers (Hactpoiiku nipoexra » Tern u Cion).

2. Jobasvme caou copmuposku Level Background. Otkpoiite pasgen Sorting Layers
(Cutou coptupoBkn) u 106aBbTe HOBBIN croit. laiite emy umst Level Background.

IMeperamure ero B Havyano circka (Haz ciaoem Default). Baiarogaps atomy Bce 06b-
eKTbI B JIAaHHOM cJioe OyyT oToOpaskaThes no3adu 00beKToB B cioe Default.

3. Jobasvme cnoti Level Foreground. TloBropuTte mpoteypy u no0aBbTe HOBBIN CJIOI
c HazBanuem Level Foreground. [TomectuTe ero B ciicke Hudce cios Default. Biaro-
Jiapst 9ToMy Bce 00bEKThI B JJAHHOM cJioe OyayT oTobpaskaThest neped obbekTaMu
B cyoe Default.

4. Jobaevme caoii Level Objects. TloBropure mpolenypy elie pas U go06aBbre HOBBII
cJioii ¢ HazBaHueM Level Objects. ITomecTute ero B ciimcke ke cyios Default u Boitie
caiost Level Foreground. B Hero 6yyT oOMeImaThest JTIOBYIIKA U COKPOBUIILE U, COOT-
BETCTBEHHO, 0TOOPAKATHCS MO33/1 0OHEKTOB MEPEHEro TIaHa.

CozpaHue ¢oHa

3aKOHYWB CO3/IaHME CJOEB, MOKHO TPHUCTYIATh K KOHCTPYMPOBAHUIO caMOTO (hoHa.
Don umeet TpU TEMbI 0O(OPMJIEHNST, 2 UMEHHO KOPUYHEBYIO, CHHIOIO U KpacHyIo. Kasx-
Jlast TeMa COCTOUT U3 HECKOJbKUX CIIPAiiTOB: 3a/{Hss cTeHa, O0KOBast CTEHA U 3aTEHEH-
Hast Bepcust D0KOBOIT CTEHBI.
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YT1006BI BHI MOIJIM CKOMIIOHOBAaTh COEPIKUMOE YPOBHS B COOTBETCTBUU CO CBOUMU BKY-
CaMU, MOKHO IPEJJIOKUTDH CO3/1aTh 11a0JIOHBI UL TPEX Pa3HbIX TEM. CHauajia MBI CO3-
Aa/IUM KOpUYHEBYIO TEMY, YJIOKUB 0OBEKTHI 1 COXPAaHUB Pe3yabTaT Kak H.Ia6JIOH; 3aTeM
IIpoJeJiaeM TO K€ CaMO€ 1 CO3/1a/IMM CUHIOIO 1 KPaCHYIO TEMBI.

ITpeske yeM Mbl HAYHEM, CO3JaAUM O0BEKT, colep Kaliiii Bce 0ObeKThl 13 (HOHOBOrO
1051, YTOOBI COXPAHUTD MOPAAOK. [IJI1 5TOr0 BBIMOJHKUTE CJAEAYIONIIEe IeACTBIL.

1. Cosdaiime obsexm-xonmetinep Level. Coznaiite HOBBIH IycTOl UTPOBON 0OBEKT, OT-
KpbIB MeHI0 GameObject (rposoii 06bekT) 1 BoiOpas myHkT Create Empty (Coszmatsb
nycroii). [laiite HoBoMy 00beKTy UM Level 1 IIoMeCcTuTe ero B IO3ULIMIO ¢ KOOPAU-
natamu (0,0,1).

2. Cosdatime obvexm-xonmetinep Background Brown. Cosnaiite ele oOauH UTPOBOIl
00BeKT 1 faiiTe eMy uMst Background Brown. Cresiaiite ero 104epHIM 0 OTHOIIEHUTO
K 00beKkTy Level u momectuTe ero B nosunuio ¢ koopauaaTamu (0,0,0). Brarogapst
HTOMY TIO3WITHS JIOUepHETO 00BEeKTa He GYIeT CMeleHa OTHOCUTETBHO POUTEND-
cKoro oOobekTa Level.

3. Jobasvme cnpaiimor opopmaenus gona. Teperamure B ciieHy crpaidt BrownBack
U cJieJIaiiTe ero J0YepHUM 110 OTHOIIEHHIO K 0ObekTy Background Brown.

BoibGepuTe HOBBIN CrpaliT ¥ U3MeHUTe B ero cBoiicTBe Sorting Layer cioii Level
Background. Hakomer, ycranoBure ero Koopausary X B mo3unuio 0, 4To0bl BEIPOB-
HATD 110 TIEHTPY.

4. Jobaevme 3adnuii obsexm 6oxo6oil cmenvi. lleperamre B CLEHY CIIPAiT
BrownBackSide u czesaiite ero jouepHuM 110 OTHOIIEHHIO K oObekTy Background
Brown.

BriGepure B ero coiictBe Sorting Layer cyioii Level Background 1 yctaHoBUTE CBOIi-
crBo Order In Layer B 3nauenue 1. Baarogapst atomy 00bekT 6yner 0ToOpaKkaThest
nepesi rIIaBHBIM (hOHOM, HO TI03a/11 BCEX APYTHX OOBEKTOB B JIPYTUX CJAOSIX.

YeraHoBUTE €ro KoopAnHaTy X B MO3UIHO —3, YTOOBI CMECTUTD BJIEBO.

5. Jobasvme nepednuii o6vexm 60xkosotl cmenowt. [leperalure B clieHy cripaiit BrownSide
U clieIaiiTe ero J0YEePHUM 10 OTHOIIEHHIO K 0ObhekTy Background Brown.

BriGepute B cBoiicTse Sorting Layer cioii Level Background. Ycranosute koopauHaTy X
B rosunuio —3,7, a KoopauHaty Y B OJHY TTO3UIIMIO co cipalitom BrownBackSide. Onu
JIOJKHBI HAXOJIMUTHCST Ha OJJHOM YPOBHE 10 BEPTUKAJIM, HO MePeHIT 00beKT GOKOBOI
CTEHDBI CJIeAyEeT CMECTUTDb 9y Tb BJIEBO.

HOCKOJIbe OOKOBbIE 0OBEKTHI 110 BBICOTE B/IBO€ MeHbIIl€ OCHOBHOI'O (I)OHOBOI‘O 1/1306pa-
JKEHMAI, co3paiire BTOpOﬁ PAL U3 9TUX Ke OOKOBBIX 0OBEKTOB.

YT06bI CKOMPOBATH X, BbIOepuTe 06a cripaiita, BrownBackSide 1 BrownSide, 1 cosaii-
Te UX KoY HakaTreM KomOunaruu Ctrl-D (Command-D Ha Mac).

CwmectuTe BHOBD 06aBIECHHBIE HOKOBBIE 0OBEKTHI BHU3, BHIPOBHSIB WX MO HIDKHEMY
Kparo BepxXHeTo psiia. B peaymbrarte mMoyunBImiicss GoH TOKEH BBITIAACTD TaK, Kak
mokazaHo Ha puc. 7.11.
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Start Poing

Puc. 7.11. YacTnyHo roTtoBbIi ¢hoH

3aKOHUYMB ¢ HACTPOIKO# GOKOBBIX OOBEKTOB CJIE€BA, MOJKHO MEPEXOMUTH K CO3MAHIIO
GOKOBBIX OOBEKTOB cripaBa. JIJist 3TOTO CKOMUPYIITe UMEIOIHECST CIIPANTHI U Pa3MeCTH-

Te UX C TIPABOTO Kpas.

1. Ewe pas ckonupyiime 6Gokogvie o0vexmwl. Boibepute Bce 00bexThl BrownSide
u BrownBackSide u naskmure komOunaruio Ctrl-D (Command-D #a Mac).

2. Bxmouume nosuyuonuposanue mapxepos Center (B yenmpe). Eciiv B 1aHHBIN MO-
MEHT Ha KHOIIKe TepeKIovaTeist otTobpakaercst Haamuch Pivot (B omoproii Touke),
IEJKHUTE 110 Hell, yToGbI mostBuiach Haanuck Center (B weHTpe).

3. Ioseprume o6vexmor. VICTIONMb3YsT MHCTPYMEHT BpAIlleHUsl, TOBEPHUTE OOBEKTHI
cripasa Ha 180°. Vaepxkusaiite kiaunty Ctrl (Command na Mac), 4To0Obl ocyiie-
CTBUTDH ITOBOPOT C 1IaroM, 3alaHHbIM B HaCTpOfIKaX.

4. Ilepesepnume obvexmoL no eepmuxaiu. Jlyist 9Toro u3MeHUTe UX MaciTab mo ocu Y
na —1. Ecsiu atoro He cyiesiath, ocelienue OyeT BbITJISIETh HEITPABUIBHO — BBEPX

HOraMH.

B pe3yJbraTe pasaest Transform aTux 06BEKTOB B HMHCIIEKTOPE /I0JIPKEH BBITJIA/IETH

TaK, Kak IMoKa3aHo Ha puc. 7.12.

He ucrionb3yiiTe MHCIIEKTOP /ISl MISMEHEHUsT BEIMUMHBI [IOBOPOTA — B 9TOM CJIyYae
KasK/[bliT CIIpaiiT Oy/eT MoBEPHYT OTHOCUTENBHO cBoero 1eHTpa. Ham ske HyskHO T0-
\ BEPHYTh 0OBEKTHI OTHOCUTEILHO OOIIETO IIEHTPA.

Position
Rotation
Scale

X
X
X

¥ .~ Transform

@=
— Y|— Z0

0 Y[0 z[-180

1 Y -1 [z [1

Puc. 7.12. HacTtpolikv TpaHcdopMaLmm 311eMeHToB (hoHa C NpaBoi CTOPOHbI
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3.

IlepenBuHbre HOBblE OOBEKTHI Ha IPABbIN Kpaii cLieHbl. IMEHHO TaM OHU U J0JIKHBI
HaxoauThcst. PesyJibraT 10/KeH ObITh TAKUM, KaK II0Ka3aHo Ha puc. 7.13.

Puc. 7.13. loTtoBbIii hoH

Teneps o6bexT Background Brown rotoB u ero MoskHO mpeobpazoBarh B mabsion. s
9TOTO BBIITOJIHUTE CJIE/LyIOIne JIeHCTBUS.

1.

Cosdaiime wabnon us oosexma Background Brown. Tleperamure o6bexT Background
Brown B mamesb obospesatess npoekrta, u Unity cospact mabsion. [leperanure mo-
JIyduBIiniics mab/oH B nanky Level.

Cronupyiime obvexm Background Brown. Boibepute o6bexT Background Brown 1 Ha-
skMute KoMOuHanuio Ctrl-D (Command-D Ha Mac) wHeckosbko pas. Ilepemecture
KaK/[bII U3 3TUX 00BEKTOB BHU3, CTBIKYSI IPYT C IPYTOM, [TOKA He TOJIydUTe J0CTa-
TOYHO TIPOTSKEHHBIN (hOH.

Pa3Hble (hoHOBbIE U306parXkeHust

Teneps, nocsne cozmanus nepBoro oHa, MpojiesaeM Te Ke AeHCTBUS I CO3/IaHusd
JIBYX IPYTUX (POHOBBIX TEM.

1.

Cosdaiime memy Background Blue. CosnaiiTe HOBBIIT IIyCTOI UTPOBOI OOBEKT € UMe-
HeM Background Blue u czeaiite ero Jo4epHIM 110 OTHOLIEHUIO K 00beKTY Level.

BoinosinuTe Te jKe AeiicTBy, Kak Ipy cosgannu oObexTa Background Brown, Ho Ha
3TOT pa3 ucrosb3yire crpaiitel BlueBack, BlueBackSide u BlueSide.

Korpa Bce Oyzet cemnano, He 3a0y1bTe cO3/1aTh adI0HHBIN 06bekT Background Blue.

Cozdaiime memy Background Red. V1 cHOBa BBITIOTHUTE T€ K€ JCHCTBUSI, UCIIOIb3YsI
crpaiiTer RedBack, RedBackSide 1 RedSide.

B wTore ypoBeHb I0JIKEH BBITISIETh TPUMEPHO TaK, Kak MOKa3aHo Ha puc. 7.14.
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Puc. 7.14. Obnactu ¢oHa

Y rtakoro odopMJIeHUsT ecTh ogHa Mpobiema: GOHOBbIe M300PaKeHUsT OJHOTO IIBETa
COYETAIOTCST XOPOIIO, HO TPAHUIIBI MEKIY (POHOBBIMU M300PaKEHUSIMI Pa3HOTO I[BETa
BBITJISIZIST PE3KO.

Yro6bl 5TO MCIPABUTH, HAJIOKUM CBEPXY CIPAITHI, MOKPHIBAIONINE ATY HEOIHOPOJI-
HOCTB. ITU CTIPAiThI Gy YT HAXOAUTLCS B cJ10€e Level Foreground 1 OSBJISITHCSE TOBCIOALY
B UTpe.

1. fobasvme cnpaiim BlueBarrier. IToT clpailT cosgaBajcs CIEIMATIBHO C IIEJIbIO
CKPBITh TPAHMILY MEXK/y KOPUUHEBBIM U cuHuM oroM. [lomecTuTe ero B TOUKY, Tie
rpaHnyYaT KOPUYHEBBIH M CUHWI (DOH, U clleaiiTe ero JOYEePHUM 10 OTHOIIEHUIO
K 00beKTy Level.

2. Jlo6asvme cnpaiim RedBarrier. OH cO3MaBAICS C ETBIO CKPBITH TPAHUITY MEKIY CH-
HUM U KpacHbIM (hoHOM. [TomecTnTe €ro B TOUKY, I/le TpPaHUYaT CUHUI W KPaCHBIN
(o, 1 cremaiiTe ero JOYEPHUM TIO OTHOIIEHUTO K 00HeKTY Level.

3. Ilepemecmume oba cnpaiima é coomeemcmayouuii cioi copmuposxku. Beibepure o6a
cipaiita, BlueBarrier 1 RedBarrier, 1 BoiGepuTe B cBOlicTBe Sorting Layer cioii Level
Foreground.
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3arem ycranosure cBoiictBo Order In Layer B 3Hauerue 1. B pesysbrare a1oro Gapbepbl
OyIyT 0TOOPasKATHCS MOBEPX OOKOBBIX CTEH.

B nrore ypoBeHb JI0JIKEH BBITJIS/IETD, KaK MTOKa3aHo Ha puc. 7.15.

Puc. 7.15. ®oH co cnpaiitamu Barrier

AHo xonoaua

Ocranoch TOJAbKO J00aBUTh [OCIEIHION Belllb: [HO KOJIoALA. B aT0il urpe B KoJozLe
HET BOJBIL, U €r0 JIHO IOKPBIBAeT IecoK. YacTh Iecka HaMbiTa Ha cTeHbl. UTo0bI 100a-
BUTD €T0 B CIICHY, BLITIOJTHUTE CIeAYIONNe AeHCTBUL.

1. Cosdaiime obsexm-xonmeiinep 0ns cnpaiimos ¢ usobpaxcenuem ona. Cosnaiite Ho-

BBII MycTON UrpoBoil 06bekT ¢ uMeneM Well Bottom. Cpenaiite ero jo4epHuM 1o
OTHOLIEHUIO K 00beKTy Level.

2. Jobasvme cnpaiim, usobpaxcarouuil 01o xonoouya. Ileperammure crpaiit Bottom u 1o-
GaBbTe ero Kak jouepuuii oobekT B oobexT Well Bottom.
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Boibepure st cripaiita yposenb coptupoBku Level Background u ycrtanoBuTe €ro
cBoiicTBo Order In Layer B 3Hauenue 2. Biarogapst atomy o 6yaeT 0ToOpakaThest
Tiepejt CpaliTaMut ¢ U300PasKEHUSIMU CTEH, HO TO3a/IH JTIOOBIX APYTHX OGBHEKTOB.

[TomecTuTe cripaiiT Ha THO KOJIO/IIA U YCTAHOBUTE €ro KoopAuHaTy X B mmo3uiuio 0,
4TOOBI BEIPOBHATH 110 TOPU3OHTAJIN € APYTUMHE CIIPATAMU B CJIOE.

3. Jobasvme Oexopamusnviii cnpaim cieea. Ileperaniure B ciieny crpaidit SandySide
u 106aBbTe ero Kak jgouepHuil 06bekT B 06bexT Well Bottom.

Buoibepure B cBoiicTBe Sorting Layer ypoBerb copTipoBku Level Foreground. Yeraro-
BuTe cBoiictBo Order In Layer B 3nauenue 1, 4TOObBI CIIPAT OTOOPAKAJICS MTOBEPX
CTeH.

3areM TiepeMecTuTe CIPaiT BJIEBO U Pa3MECTUTE €ro Ha OJIHOM YPOBHE CO CTEHAMU
(ua puc. 7.16 1mokasaHo, Kak 9TO JJ0JIKHO BBITJIS/IETD).

Puc. 7.16. Cnpaiit SandySide, pa3meLleHHbI1 Ha OHOM YPOBHE CO CTEHOM

4. Jlobasvome cnpaiim cnpasa. Cxonupyiite crpaiit SandySide. MismeHuTe Maciirab 1mo
ocu X Ha —1, 4T0ObI IIEPEBEPHYTH €T0, @ 3aTEM IIEPEMECTHUTE BIIPABO OT CTEHBI.

5. Yoedumecn, umo coxposuue pasmeueno npasuivio. llepemecture cripait, nsobpa-
JKAIOIIUI COKPOBHUIIE, TAK, YTOOBI OH HAXOAUJICS B IIEHTPE MECYAHOTO J[HA.

Pesyubrar 10J5KeH BBITJISIIETh TAK, Kak MOKa3ano Ha puc. 7.17.

Puc. 7.17. OkoHYaTeNbHbIV BUI AHA Konoaua
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Hacrpoiika kamepbl

Yrobbl BIEcaTh OOHOBJIEHHDBI ()OH B UTPY, OCTAJIOCH TOJBKO CKOPPEKTHUPOBATH Ha-
cTpoliku Kamepbl. HaMm moTpedyeTcst BHECTH CJIe/lyIOlie U3MEHEHHUST: BO-TIEPBbIX, Ka-
Mepy HYKHO HACTPOWTH TaK, 4TOOBI UTPOK MOT BHUETh BECh YPOBEHb Ha BCIO MIUPUHY,
a BO-BTOPBIX, HCOOXOMMO U3MEHUTD CI[CHAPHIT, OTPAHUYMBAIONINI TIEpEMEIeHIE Ka-
MepBbI, 4TOOBI YUECTh UBMEHUBIITHECST PasMepbl YPOBHsL. J[JIsT HACTPOIKN KaMephbl BbI-
HOJIHUTE CJle/lylolue JeiCTBUS.

1. Hsmenume pasmep xamepoi. Beibepure o6bekt Main Camera 1 yCcTaHOBHTE €ro CBOM-
cTBO Ortho Size B 3Hauenue 7. biarogapst 5ToMy Kamepa CMOKET OXBAaTUTh YPOBEHD
BO BCIO TITUPHUHY.

2. Usmenume oepanuyenus, 6rusiowue na nosuyuonuposanue kamepwl. llocae pacum-
penns 00J1acTH, OXBAaThIBAEMOI KaMepoi, HeoOXOAMMO CKOPPEKTHPOBATh OrPaHu-
YeHUs, BAUSIONIAE Ha TIO3UIIMOHUPOBAHNE KaMepPhl. YCTAaHOBUTE CBOKCTBO Top Limit
Kamepsl B 3HaueHne 11,5.

Takske HY;KHO UBMEHUTH CBOMCTBO Bottom Limit, HO 3HaueHMe /11 HETO JOJIKHO BbIOW-
parbest B 3aBUCUMOCTH OT TJIyOUHBI CO3JIaHHOIO BaMU KOJIOZLIA.

Jlydmuit crmocob OmpeieyuTh 9TO 3HAYEHUE: OMYCTUTh THOMUKA KakK MOJKHO HITKE,
M eCcJIM KaMepa OCTAHOBUTCS 70 TOTO, KaK THOMUK JIOCTUTHET JTHA, YMEHBIITUTE 3HAUe-
HUe cBolicTBa Bottom Limit; ecotm kamepa ormycTuiach HUsKe [Ha (MTOKa3aB CUHUN (HoH),
yBeJnubre 3HaueHue Bottom Limit.

3amummre 910 3HaYeHNe, IPexk/e YeM OCTAHOBUTE UTPY, IOTOMY YTO OHO OyzaeT cOpo-
IIEHO B MCXO/IHOE ITPU 3aBePILIeHUN UTPbI; OCTAHOBUB UTPY, BBEIUTE 3AIIMCAHHOE YUCJIIO
B 110J1e Bottom Limit.

NMonb3oBaTesibCkMit nHTEepdenc

Ternepp 3aiimemcst yJaydlieHHeM TI0Jb30BaTelbcKOTO WHTepdetica urpsl. CosnaBas
MOJIb30BATETCKUN WHTEP(hEC, Mbl MCIOJIb30BAIN CTaHAapTHbie KHOMKK Unity. Ux
MO3KHO ObLIO ObI UCIIOJIb30BATH ¥ JAJIbIIIE, HO OHU IIJIOXO COUETAIOTCA ¢ rpadUKON UTPDI,
[09TOMY 3aMEHUM HX Ha 00Jiee TOAXOISIINE,

KPOMG TOTO, HaM HY’KHO ITOKa3aTb 9KpaH «KOHGH WI'PbI», KOI'/Ta THOMUK C COKPOBHIIIEM
TIOTHUMETCS BBEPX 10 TOYKHU BbIXO/I4, a4 TAKIKE 9KPaH, KOT/la UTPOK CTaBUT UI'PY Ha I1ay3Y.

Tt Havama IMIIOPTUPYEM BCe CTTPANTDI, KOTOPbIe TIOHAMOOSATCST B 9TOM pasmere. VM-
MOPTUPYHTE NANKy Import co cipaliTaMyu 1 TIOMECTHTE ee B MaIky Sprites.

OTH CIPATHl CO3/IaBAJINCHh B PacyeTe Ha BBICOKOE paspelieHue, Mo3TOMY WX MOKHO
UCIIOJIB30BaTh B CAMbBIX PA3HBIX CUTyalUAX. YTOObI CIPATHI MOMKHO OBLIO MCIOJIb30-
BaTh KaK KHOIIKU B UIpe, ABMKOK UNity JOJKeH 3HATh WX OTOOpaskaeMble PasMepbl.
CKoppeKTHpOBaTh pa3Mephl cIpaliTa MOKHO ¢ TIOMOIIBIO ero cBoticTBa Pixels Per Unit,
KOTOPOE yIPaBJISIeT MACIITAOOM H300paskeHMsI TPy 100ABJEHUN B KOMIIOHEHTBI T10JIb-
30BaTEILCKOTO MHTEp(deiica MM B BUBYaTU3aTOPBI CITPANTOB.
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Hacrpoiire cupaiitel, BbiOpaB Bce nzobpaxkeHus B oToll manke (kpome «You Winy)
M yCTaHOBUB UX cBoiicTBa Pixels Per Unit B 3nagerue 2500.

Il nagama o6HoBUM KHOmKE Up 11 Down, KOTOpBIe ceiigac 0ToOPasKaioTCsT B TPABOM
HUJKHEM yTJIy 9KPaHa, IIOMECTUB Ha HUX CUMIIATHYHbIE u300pakeHust. [[Jist 5TOT0 Ham
HOHAOOUTCS YIAIUTD HAJITUCH HAa KHOIKAX, & 3aTeM HACTPOUTD MX Pa3MeEPbI U MECTO-
MOJIOXKEHE, TIO0THAB MO/l HOBbIe U306paxkenust. VITak, BHITIOJHUTE CIEAYIOIINE eii-
CTBUSI.

1. Yoarume naonuco ¢ knonku Down. Haiingure o6bext Down Button u yaanuTe us Hero
nodepHuil 06bexT Text.

2. Jlobasvme cnpaiim. Boibepute o6bexT Down Button u BhiGepute B €ro cBoiicTBe
Source Image crpaiit Down (KOTOpBII HaxoAuUTes B Tatike Interface).

[MlerxkunTe mo kHOTKe Set Native Size (YcTaHOBUTH MCXOAHBIN pa3Mep), U KHOMKA
CKOPPEKTUPYET CBOU Pa3MephI.

B zakmiouenue HaCTpOfITe MECTOITIOJIOKEeHEe KHOIIKH, 4yTOOBI OHA OKa3aJach B Ipa-
BOM HMJKHEM YTJIy 9KpaHa.

3. O6nosume xnonxy Up. TloBropute Ty ke npoueaypy s KHonku Up. Yaamure 10-
yepHuil 00beKT Text 1 BeIOepute B cBoiicTBe Source Image crpaiit Up. 3aTeM wLiesK-
Hure 1o kuorke Set Native Size (YcTanoBUTb UCXO/IHBIN Pa3Mep) ¥ HACTPONTE MECTO-
MOJIOKEHIE KHOIKH, YTOOBI OHA HAXOJIMJIACh TOYHO HaJl KHOITKON Down.

4. IIpomecmupyiime uzpy. KHOTIKY MO-TIPEKHEMY JOJKHBI BBITIOTHATD CBOU (DYHKITHH,
HO TeTeph OHU BBITJISAAT HAMHOTO TIpuBJeKaTeabHee (puc. 7.18).

Tenepp TOMecTHM KHOTIKM B KOHTelHep. Ha To ecTh /1Be MPUYMHBI: BO-TIEPBBIX, BCET/A
JKeJTaTeTbHO MMETh XOPOIIO OPTaHWU30BAaHHBIN T0Jb30BaTEIbCKUI UHTEPdETic, a BO-
BTOPBIX, 00BEIUHUB KHOTIKU B OJANH 0OBEKT, MBI CMOKEM BKJIIOUATH M BBIKJIHOYATH X
BCe cpady. ITO OYeHb CKOPO MPHUTOAMTCS HaM, KOTAA MBI IPHUCTYNINM K peayn3aliun
MmeHto Pause (I1aysa). /1y 5TOr0 BBIIOJHUTE CIIELYIONTIE AeHCTBUS.

1. Cosdaiime podumenvckuil obvexm-konmetinep ons xknonox. Cosjaiite HOBBII 1yCTON
UrpoBoii 06bekT ¢ uMeneM Gameplay Menu. Criesiaiite ero go4epHuM 110 OTHONIEHUIO
K oObekTy Canvas.

2. Yemamnosume pasmepvl 06sexma max, wmobvL 01 NOKPbIBAL 6eCb IKPAH. YCTAHOBUTE
TOYKHM MPUBS3KHN 00beKkTa Gameplay Menu tax, 4ToObl OH PACTSHYJICS HA BECh IKPaH
[0 TOPU3OHTAIU U 10 BepTuKan. /i1 aToro menkHuTe 1m0 kHOtKe Anchor (I1pu-
BSI3KA) CJIeBa BBEPXY B TAHEIM WHCIIEKTOPA U B PACKPBIBIIEMCS MEHIO BbIOEpUTE
BapUaHT B IPAaBOM HUzKHeM yriy (puc. 7.19).

[Tocre aToro ycranosute cBoiictBa Left, Top, Right n Bottom B 3nauenue 0. biarogaps
9TOMY OOBEKT 3aMOJHUT BCE MPOCTPAHCTBO, 3aHUMAEMOE POAUTETHCKIM OOHEKTOM
(KOTOPBIM B JTAHHOM CJIydae SBJsteTcst 00bheKT Canvas), To ecTb 0OBEKT 3aTOJTHIT
BeCh 9KPaH.

3. Ilepemecmume xnonxu 6 o6vexm Gameplay Menu. B nanen mepapXuu mepeTanure
06e knomnku, Up 1 Down, B 06bekT Gameplay Menu.



Monb3oBaTenbckuit UHTEpdeiic 139

Puc. 7.18. O6HoBnEHHbIE KHOMKM Up 1 Down

asee cospaaum akpan «Bel Berpanu». Ha Hem OGyaer oToOGpakarhest m300pasKeHue,
a Tak)kKe KHOIIKA, M03BOJISIONIAs UTPOKY HavyaTb HOBYIO UTPY. /sl 3TOTO BBITIOJHUTE
caeaytomnue 1eicTBUL.

1. Cosdaiime obvexm-xonmetinep Game Over 0ns sxkpana. Cosgaiite HOBBII 1TyCTON
UrpoBoil 00beKT ¢ nMeHeM Game Over U cjejiaiiTe ero JOYepHUM [0 OTHONIEHUIO
K 06bekTy Canvas.

Pacranure ero o TOPU30OHTAJIN U 110 BEPTUKAJIN, KaK MbI C/IeJIaJin 9TO C O6'I)€KTOM
Gameplay Menu.

2. Jlobasvme usobpaxcenue Game Over. Cozpaiite HOBbIT 00bEKT Image, OTKPHIB MEHIO
GameObject (Mrposoii o0bekr) u BbiOpas myukT UL » Image (ITosb3oBaTebeKuii
unrepdeiic » zobpaxenue). Cuemnaiite HOBbI 00beKT Image 0UEPHUM 10 OTHO-
IIEHUIO K CO3/IaHHOMY Tiepejl aTuM 00bekTy Game Over,
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© inspector LGRS

Puc. 7.19. HacTpolika pacTaruBaHus ob6bekTa Nno ropu3oHTanu 1 no BepTuKanm

Pacrsinure O6’beKT Image 110 TOPU3OHTAJIN W 110 BEPTUKAJIH. Yceranosure cBoiicTBa
Left Margin u Right Margin pasubivu 30, a cBoiicTBO Bottom Margin — pasubim 60. bBuia-
rofapst 5TOMY BOKPYT H300paKeHUsI TOSBSTCS OTCTYIIbI U OHO He Gy/IeT TepeKphl-
BaTh KHOIIKY New Game, KOTOPY10 MBI ceifyac 100aBuM.

BriGepute B cBoiictBe Source Image oObekta Image crpaiit You Win 1 BKIiouuTe
(araxox Preserve Aspect (CoxpaHUTh COOTHOIIIEHHE CTOPOH ), 4UTOOBI HCKJIIOYUTH €r0
pactaruBaHue.

3. Jobasvme xnonxy New Game. [lobaBsTe HOBBII 00beKT Button B 00bexT Game Over,
oTKpbIB MeHI0 GameObject (Mrposoii 06bekT) 1 BoiOpas myHkT U » Button (TToss30-
BaresbcKuii nHTepdeiic » Knomnka).

JlobGaBBTe Ha KHOTIKY Ha/AUCh ¢ TeKCTOM «New Game» U MPUBSIKUTE KHOIKY K HUK-
HeMy Kpaio B IIEHTpe, BLIOPaB BapuaHT bottom-center mocsie mmesrdka 1mo kuorke Anchor
(ITpussizka). B urore nntepdeiic 10KeH BBITJISIETD TAK, KaK MMOKa3aHo Ha puc. 7.20.
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Puc. 7.20. dxpaH Game Over

4. Iooxkmouume xnonxy New Game x ducnemuepy uepor Game Manager. Ham tpebyer-
cs1, 4TOOBI METIOK MO KHOTIKE BBI3BIBAJ COPOC UTPBHI B UCXO/THOE cocTostHue. [[J1st aTo-
r'O MOKHO OPTaHU30BaTh BHI30B (DYHKIIMU RestartGame 13 clieHapus GameManager.

[ITeskHUTE IO KHOIIKE + BHU3Y OKHA MHCIIEKTOPA U II€peTaliuTe JucieTyep Urpbl
Game Manager B mogBuBIIeecs Tosie. 3aTeM BbibepuTe byHKIMI0O GameManager »
RestartGame.

Ternepb MbI JIOJIZKHBI CBSI3aTh JiucieTyep Urpbl Game Manager ¢ BHOBb CO3/IaHHBIMU 3JIe-
MEHTaM¥ TO0JIb30BaTeabcKoTo nHTepdeiica. CiieHapuii GameManager yiKe TIpeflycMa-
TpUBaeT BKJIIOYEHNE,/BbIKJIIOUeHNe COOTBETCTBYIONNX 3JIEeMEHTOB 110J1b30BaTEIbCKOTO
nnTepdeiica, NCX0/d U3 COCTOSTHUA UTPBL: KOT/IA UTPA 3aITyCKAETCH, OH IIbITACTCS aKTH-
BUPOBATH JIIOO0H 0OBEKT, YKa3aHHbII B IepeMeHHoil Gameplay Menu, 1 Ieak THBUPOBAThH
BCE OCTAJIbHBIE MEHIO. BBITIOMTHITE CIeIyTonue JeHCTBISA, 4TOOBI TPOU3BECTH HEOHXO0-
JIMMble HACTPONKU 1 IIPOTECTUPOBATD Pe3yJIbTart.

1. Hodkmouume Game Manager x menio. Beibepure Game Manager u nieperauiure 00b-
exT Gameplay Menu B 1ojie Gameplay Menu. 3atem neperauiure o0bekT Game Over
B 11osie Game Over Menu.

2. Ipomecmupyiime uepy. OMycTHTE THOMUKA [0 THA KOJOAIA, TOXOEPUTE COKPOBHUIITE
1 BEPHUTECh B TOUKY BBIXO/Ia. B pe3ysbraTe 10/KeH OsIBUTHCST aKpaH Game Over.
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¥ Hac ocrtaysioch IocJjie/inee MEHI0, KOTOPO€ HYKHO HaCTPOUTDH, — MEHIO Pause, a Tak:ke
KHOIIKQ, KOTOPpasi IpUOCTaHaBJIMBACT UTPY. Knomka Pause 6leeT HaXOANTBHCSA B BEPXHEM
IIpaBOM yTJIy 9KpaHa, U KOr/a I10JIb30BaTe/Ib HA’KMET €€, UI'pa IIPUOCTAHOBUTCA U 110~
ABATCA KHOIIKHW JIJIA BO300HOBJICHUS 1 TiepesairyCka Urphbl.

Yro6s1 106aBUTH KHOIIKY Pause, cosmaiite HOBBII 00beKT Button ¢ nmenem Menu Button.
CureJaiiTe ero 109epHUM 110 OTHOIIEHHIO K 00beKTy Gameplay Menu.

O Vaanure nouepuuii obbexT Text u BbIOepuTe B CcBOiiCcTBe Source Image KHOMKH
cripaiitT Menu.

O Ilenkuute o kuorke Set Native Size (YcTaHOBUTH UCXO/IHBIN Pa3Mep), a 3aTeM Tie-
peTantuTe KHOMKY B TTPaBBIif BEPXHUI YTOJI CIIEHBI.

O IIpuBsEKUTE KHOIIKY K ITPABOMY BEPXHEMY YTIIY.

O B uTore HoBas KHOTIKA JIOJIKHA BBITJISA/IETh TaK, KaK TIOKa3aHo Ha puc. 7.21.

Puc. 7.21. KHonka Menu

[lanee Hy:XHO CBS3aTh KHOIIKY C AucIieTyepoM urpbl Game Manager. Haxkatue atoit
KHOTIKY JIACT KOMAaH/y JUCIETYEPY UTPBI MEPEHTH B COCTOSIHUE TMay3bl, 0TOOPA3UThH
sKpaH Main Menu (KOTODBII MBI CO3IaANM Jajiee), CKphITh 00beKT Gameplay Menu 1 ripu-
OCTAHOBUTbH UTPY.

Yro0bl cBSA3aTh KHOIIKY Menu ¢ suciieTdyepom urpbl Game Manager, MmeKHUTE 110 KHOTI-
Ke + BHU3Y MHCIIEKTOPA U IepeTtanute Game Manager B II0ABUBIIEECA TOJIE.

BriGepure pyHKIMIO GameManager. SetPaused. Ycranosute (uaskok SetPaused, uToGbr
MPU HAKATUU KHOIIKHU B BBI3OB (DYHKITUU TIepeIaBaJICsT apTyMEHT true.
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TeHepb MOKHO HAaCTPOUTDH 0T06pa>1<eH1/Ie MECHIO 1TO0CJI€ ITPUOCTAaHOBKH UTI'DBI.

1. Cosdaiime o6sexm-xoumetinep Main Menu. Cosmaiite HOBBII IyCTON 0OBEKT C UME-
HeM Main Menu. CzesaiiTe ero 104e€pHUM 110 OTHOILEHUIO K 00beKTy Canvas 1 pactsi-
HUTE 110 TOPU30HTAJIN 1 TI0 BEPTUKAIU. YcTaHoBUTe cBolicTBa Left Margin, Top Margin,
Right Margin 1 Bottom Margin B 3nauenue 0.

2. Jobasvme xnonxu 6 Main Menu. JlobaBbTe 1Be KHOIIKY ¢ MMeHaMu Restart m Resume.
Crenaiite ux JI0UYEPHUMHU TI0 OTHOILIEHHUIO K TOJBKO U4TO CO3aHHOMY 0OBeKTy Main
Menu u 3azaiiTe TekeT Haammcei Ha Hux: «Restart Game» 1 «Resume Game».

B urore o6bexT Main Menu 0JKeH BLITJISAETh TaK, KaK II0Ka3aHo Ha puc. 7.22.

Restart Game

Resume Game

Puc. 7.22. O6bekT MeHo Main Menu

3. Hodkmouume xnonku k ducnemuepy uzpoi Game Manager. Boibepute kHomky Restart
1 HACTPONTe B HEH BHI3OB (hyHKIIUM GameManager .RestartGame.

3aTeM BbIOEpUTE KHOTIKY Resume 1 HacTpoliTe B Hell BBI30B (DyHKI[MK GameManager .
Reset.

4. Iookmouume Main Menu x ducnemuepy uepv. Game Manager. Jlucnierdep Urpbi
MOJIKEH 3HATH, KAKOH 0OBEKT 0TOOPA3UTD, KOT/IA BLI3bIBAaeTCS (QYHKINS SetPaused.
BoiGepute Game Manager u tieperaiiure o6bekT Main Menu B mosie Main Menu suc-
neTJyepa Urpsbl.

5. Ipomecmupyiime uzpy. Teniepb y Bac A0JKHA OBITH BO3MOXKHOCTH MPUOCTAHOBUTD
1 BO30OHOBUTH UTPY, & TAKKE MIEPE3AMYCTHUTD €€,
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Pe)>XuM HeysA3BUMOCTH

Vest 9MT-KOMOB B BUIEOUTPAX POAUIACH OJIATOMAPS TPAKTHIECKIM COOOPAKEHUSIM.
TecTupyst urpy B mporiecce pazpaboTKit, GbIBAET TOCTATOYHO YTOMUTENHHO TPOXOAUTD
Da3JIMYHbIE JOBYITKH U TOJOBOJIOMKH, YTOOBI IOCTHYD OMPEeIEHHON TOUKH TSI Te-
crupoBanust. UToObl YCKOPUTDH PazpabOTKYy, 100ABJISIOTCS HHCTPYMEHTDI, MEHSIOIINE
NPUHITUIT UTPBL B UTPAX-CTPEJISIIKAX YACTO €CTh KOJIbl, M30aBJIAIONINE UTPOKA OT Hama-
JIEHUH BParos, a B UTPaxX-CTPATErUsX MOKHO OTKJIIOYNUTH «TyMaH BOWHBI».

ITa nurpa He ABJIAETCA NCKIIOYEHNEM: B ITPOIeCCe ee CO3JaHnA BaM He CTOUT 0ECIIOKONTH-
Cd, 4TO IPUJIETCA ITOCTOAHHO UMETD €10 C KaKIBIM IMIPEMATCTBUEM, KOT/lA BbI 3aIlyCKA€TE
urpy. [IJIH 9TOT'0 MbI IIO6aBI/IM MHCTPYMEHT, I[G]I&IOHIPII?I THOMUWKA HEYA3BUMbIM.

Omn 6yer peannsoBad Kak Guakok (MHOTAA (JIaKKK HA3BIBAIOT NEPeKIIOUAMEeNsIMIU)
B JIEBOM BepxXHeM yrary axpana. Korma diraxkox BKIOUEH, THOMUK He Gy/IeT morntars.
[Tpu aTom oH Takske OYAET «MOJIYyYaTh TOBPEKICHHUS», TO €CTh OY/YT BOCTPOU3BOIUTH-
cst Bce ahheKTHI, KOTOPBIE MBI T0GABMM B UTPY B CJEAYIOIIEl TIaBe, 4TO 04eHb TPUTO-
TITCST JI7IST TECTHPOBAHNSI.

Crietyst 3aBeJIeHHOMY TOPSIZIKY, TOMECTUM TOT (DJAAKOK B 0OBEKT-KOHTEHHEP 10100~
HO JIpPyTUM KOMIIOHEHTaM T10JIb30BaTesIbckoro nuTepdeiica. Haunem ¢ co3manus aToro
KOHTelHepa.

1. Cosdaiime obovexm-xonmetinep Debug Menu. Cospaiite HOBBIA IIyCTOH HIPOBOI
obbekT ¢ umenem Debug Menu u cziesiaiite ero g04epHUM 110 OTHOLIEHUIO K 00bEKTY
Canvas. PacTstHUTE €r0 110 TOPU30HTAJIH U IT0 BEPTUKAJIN BO BECh 9KPaH M YCTaHOBH-
Te ero cBoiictBa Left Margin, Top Margin, Right Margin u Bottom Margin B 3Hauenue 0.

2. Jlobasvme ¢naxcox Invincible. Cospaiite HoBblii 00bekT Toggle, OTKPBIB MEHIO
GameObject (rposoii 06bekT) 1 BbiGpaB myHKT UI » Toggle (Tlosrb3oBarenbeKuii
unrepdeiic » Ouaskok). [laiite o6bexty umst Invincible.

[TpuBsKNTE 0O6HEKT K TEBOMY BEPXHEMY YTy M TTEPEMECTUTE €TO B BEPXHUIT JTEBbIi
YTOJI 9KpaHa.

3. Hacmpotme paaxcox. Beibepure o6bekt Label — mouepHuii 00beKT TOIBKO UTO [0~
GaBJieHHOTO 00bekTa Toggle — 1 yctaHOBITE GeJiblil I[BET KoMIToHeHTY Text. 3aaiite
teker Haamuen «Invincibles.

Brikmounte cBolicTso Is On o6bexTa Toggle.
B pesyabraTe darazkok M0JKEH BBITISAACTD TaK, Kak MOKa3aHo Ha puc. 7.23.

4. Iodkmouume paaxcox x ducnemuepy uzpot Game Manager. J1o6aBbTe HOBBIN 3Jie-
MeHT B coObitue Value Changed duaskka Invincible, mesnkuys mo khorike +. Ilepe-
tangure Game Manager B TOsIBUBIIIeeCsT 110Jie U BbiGepuTe (DyHKIIIO GameManager .
gnomeInvincible. Temnepp, Korga coctosguue (uakka U3MEHUTCS, OJHOBPEMEHHO
U3MEHUTCA 3HaueHue CBoiicTBa gnomeInvincible.

5. IIpomecmupyiime uzpy. 3anycrure urpy u Bkiaounte dJiasxkok Invincible. Terepn rao-
MUK He J0JKEeH IOrubaTh, KOCHYBIINCH JOBYIIKH!



B 3aKknioyeHne 145

Puc. 7.23. ®naxok Invincible B n1eBoM BEpXHEM yrny aKpaHa

B 3ak1iroueHue

Ternepn urpa crasia BbITJISI/IETh HAMHOTO TNpUBJIeKaTebHee. VITpoBoii mipoiiecc coxpa-
HUJICS U IIPEKPACHO JEHCTBYET, U, IOMUMO IIPOYEro, Mbl 100aBUIK COOCTBEHHbIE UH-
CTPYMEHTHI, yIpolnaoiue Tectuposanue. Ho mpezacront cienath ete Koe-uto. B cire-
Ayrolieil riase Mbl 106aBuM 6oJiblie 3(hMOEKTOB U YCOBEPIIEHCTBOBAHMIT U 3aBEPUINM
paspaboTKy UTPhI, CO3/IaB CTPYKTYPY MEHIO U 3BYKOB.



NMocnegHue WITPUXM B Urpe
«Konopeu c cokpoBMiamMmn»

BoJiblue NIOBYLUEK U YPOBHEN

Wrpa nauwnaer o6perath (opMy: Telepb THOMUK, TOJb30BATENbCKUN MHTEP(hEiic
1 OH UTPBI BBITJIAIAT HAMHOTO TIpuBJieKareabHee. Ceityac y HaC UMeeTCs TOJIbKO O/lHA
JIOBYIIIKA: KOPUYHEBBIe MUIILL. ClieIyIonMM HalllMM [IaroM CTaHeT CO3/IaHue ellle IByX
TaKWX JKe JIOBYIIEK, HO OKPANTEHHBIX JIJIs PA3HOOOPA3Us B IPYTHE TIBETA.

Mpr takske 106aBUM JIOBYIITKY HOBOTO THIIA: Bpalmaroieecs Je3Bue. Bparmaioreecs
Jie3BUe HAHOCUT TAKHe JKe TPABMBI, KaK MINIIBI, HO IMeeT O0JIee CITOKHOE YCTPOHCTBO —
OHO COCTOUT M3 TPEX CIPANTOB, OJIMH U3 KOTOPBIX — aHUMHUPOBAHHBIN.

Haxomerr, MbI 106aBUM TIPETSTCTBUSA, HE HAHOCSIINE TOBPEXKICHUI, B (hopMe cTeH
1 GJIOKOB, KOTOPBIE UTPOK 0JIKeH OyeT 00XoauTh. PazMmerenne aTux 00beKTOB B CO-
YeTaHU! C JIOBYITKAMU 3aCTaBUT MTPOKA [yMaTh, KaK YIIPABJIATh MEPEMEIIEHUSIMU TI0
YPOBHIO.

LWnnbi

Haunewm ¢ mobasnennst mmmos apyroro 1seta. Ceivac y Hac yske ecTb mabIoH JJIst Cy-
IECTBYIONIUX MIUTIOB, TTOITOMY HaM OCTAJIOCh TOJbKO OOHOBUTH CIIPANTLI U CO3ATh
KoJtatiziep. 1Jist 9TOTo BBITIOIHUTE CIEIYIONINe AeHCTBIL.

1. Cosdaiime nosvie wabnonmnvie 0bvexmul 015 wunos. Boibepure mabaon SpikesBrown
U CO3/IaiiTe €ro Komuio, Haxkas komOuHalwio Ctrl-D (Command-D Ha Mac). [laiite Ho-
BOMY 00BeKTy nMs SpikesBlue.

CoszpaiiTe ette o/iHy Kommio ¢ MeHeM SpikesRed.

2. Ob6mosume cnpaiim. Boibepure mabson SpikesBlue 1 3ameHuTe ero crpaiit nsodpa-
skeHuem SpikesBlue.

3. Ob6mnosume mnozoyz0avmoiil Koaratidep. TToCKOIbKY MHOIOYTOJbHBINA KOJLIaiigep Ha-
XOAUTCS B TOM e 00beKTe, 4To U BusyasmsaTop Sprite Renderer, Unity Gyzer uc-
MOJIb30BATh CIPANT /Ui ompezeseHus (Gopmbl Kosmalizepa. OnHaKo TpU CMeHE
crpaiita GopMa KoJuiaiizepa He OOHOBJLETCS aBTOMATHUYECKH; 4TOOBI UCIIPABUTh
9Ty Po6JIeMY, HYKHO COPOCHUTD KOJUIAlIep B MCXOAHOE COCTOSTHHE.
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[IIesKHWTE O MTUKTOPAMME ¢ N300PAsKEHUEM MIECTEPEHKHU B TIPABOM BEPXHEM YTy
komIitoHeHTa Polygon Collider 2D u BbiGepute 1myHKT Reset (COPOCHTD) B MOSIBUBIIIEM-
51 MEHIO.

4. O6nosume oboexm SpikesRed. Beaen 3a o6bexTom SpikesBlue BbIoIHUTE Te Ke Jeii-
cTBUst ¢ 06bekToM SpikesRed (1 rcnosb3yiiTe nzobpaxeHue SpikesRed).

Korza Bce 6y11eT CZleJIaHo, MOKeTe T00aBUTD B YPOBEHb HECKOJIBKO 00BEKTOB SpikesBlue
u SpikesRed.

Bpawjatouieecs nessue

[asee nobaBuM Bparnaioiieecs je3pue. Bpararoiieecst ie3Bue BbICTYIIAET 4y Th Jajb-
1Ie, YeM HIUIIbI, U UMeeT YTPOXKAIONINHI BU/ ITUPKYIAPHOI uibl. C TOUKHU 3peHus UTpo-
BOI1 JIOTWKU Bpallaioleecs Je3Bre MPonu3BOAUT JeHCTBUE, WICHTUYHOE IITNUIIaM: KOT/a
THOMUK Kacaercst ero, on norubaet. OnHako 1o6aBjieHne B UTPY PA3HbIX JOBYIIEK TO-
MoraeT YCJIOKHUTD IIPOIECC UTPBI U yIePsKaTh MHTEpPeC UTPoKa.

ITockOMBKY BpAIaIoNeecst Ie3Bre — ITO AHNMUPOBAHHBIN OOBEKT, MBI CKOHCTPYHPYEM
€ro M3 HECKOJIbKUX cIpaiiToB. KpoMe TOTO, OIMH U3 3TUX CIIPANUTOB — IUPKYJIIPHAL
nia — GyIeT BPalaThes ¢ BBICOKON CKOPOCTHIO.

Yro6bl 106GABUTD BpAIAMOIIEecs Je3BUe B UTPY, epeTaliTe crpaiit SpinnerArm B ciie-
Hy U BbIOGEpHUTE B ero cBoiicTse Sorting Layer cJioii Level Objects.

[Teperamute crpaiit SpinnerBladesClean u cpesiaiiTe ero JoYepHUM 110 OTHOIIEHUIO
K 00beKkTy SpinnerArm. BriGepute B ero csoiictse Sorting Layer cJioii Level Objects u ycra-
HoBUTe cBOICTBO Order in Layer B 3nauenue 1. Pagmecture ero B BepxHei 4acTu crpaiita
oropbl (SpinnerArm), 3aTeM yCTaHOBUTE ero KoopauHaTy X paBHOil 0, 4T0ObI BBIPOB-
HATD 110 IIEHTPY.

ITeperamture cripaiit SpinnerHubcab u cjiesaiite ero 104€pHUM 110 OTHOIIEHHUTO K 0OBEK-
Ty SpinnerArm. Boeibepute B ero cBoiictse Sorting Layer ciioii Level Objects u ycranosute
cBoiictBo Order in Layer B 3HayeHue 2. YcTaHOBHUTE ero KoopanHaty X paBHoii 0.

B pe3yJbTaTe Bpalllaronieecs Je3Brue J0JKHO BbITVIAJAETD TaK, KaK ITOKa3aHO Ha puC. 8.1.

Tenepp cemaeM ero OMacHBIM /IJisi THOMUKA: TTOAKJIIOUNM CIleHapuil SignalOnTouch.
CueHapm‘/’I SignalOnTouch 0JDKEH MHOCBHLIATD cooblenne, Korjga THOMUK KOCHETCS
KoJLIaliepa, IpucoeIMHEeHHOTO K O6T)GKTy; 4TOOBI OH paboraii, HaM TakKe IIOHa 00uT-
cs1 10OABUTD KoJutaiizep. BoinosiauTe ciaepyomiye AeiicTBUs, 4TOObI IPOU3BECTH BCE
HeoOXOIUMbIE HACTPOWKU.

1. Jobasvme xonratioep x epawaiowemycsiessuio. Beibepure o0bext SpinnerBladesClean
u pobasere KomroneHT Circle Collider 2D. YMeHbIINTE €ro Pajryc 10 2; 9TO YMEHb-
KT 06J1aCTh MOPasKEHKS M HEMHOTO O0JIEYUT IIPEOIOJIEHUE JIOBY KU,

2. Jobasvme xomnonenm SignalOnTouch. 1lenxuure o kaomke Add Component (/To-
6aBUTb KOMIIOHEHT) U 00aBbre clieHapuii SignalonTouch.

[leskAUTE IO KHOMIKE + BHU3Y WHCIIEKTOPA U TIEPETAITUTE BO BHOBD MOSBUBIIIEECS
nosie 00bekT Game Manager. Boibepute GyHKIII0 GameManager . TrapTouched.
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Puc. 8.1. CKOHCTpyMpoBaHHOE BpallatoLleecs ne3sme

Jlasiee HaM HY’KHO 3aCTaBUTD JIe3BKE BpaaThes. Jlyst 9T0oro Mol 06aBUM OOBEKT aHMU-
MaTopa Animator 1 HaCTPOWM BBITIOTTHSIEMbBINT UM aHUMAIMOHHBIN 3 dexT. AHumaIm-

OHHBI 3 HEKT O4EHD MPOCT: JOCTATOYHO MPOCTO HOBEPHYTh IIPUCOEIMHEHHBIA 00bEKT
Ha HOJIHBIIA 000POT.

[l HacTpoKM aHMMaTOpa HY>KHO CO3/IaTh KOHTpoJLIep annuMaropa Animator Controller.
KounTtposutepbl aHMMATOPOB TO3BOJISIOT € IIOMOIIBIO PA3HBIX TTAPAMETPOB OTIPE/IETSATS,
KaKoi aHMMAaIMOHHbBIN 3P dEKT A0JKEeH BOCIIPOU3BOAUTD aHUMATOP. B aToii urpe Mbl
He 6yieM UCIoIb30BaTh TIPOIBUHYTHIE BO3MOKHOCTH KOHTPOJIIIEPA, HO BaM OYIeT To-
JIE3HO 3HATD, YTO OHU CyLecTBYIOT. [[J1s1 HACTPOIKY BBIIIOJTHUTE CJIelyIole AeHCTBUS.

1. Jobasvme anumamop. Beibepure se3Bue u 100aBbTe HOBbII KOMIIOHEHT Animator.

2. Cosdatime xonmpoanep anumamopa. B nanke Level cosmaiite HOBBIN pecypc Animator
Controller c umenem Spinner.

3mech xe, B arike Level, cosmaiite HOBBII pecypc Animation ¢ mmeHeM Spinning.

3. IloOxniouume ¥ anumamopy HOGvll KOHMPOLLEp anumamopd. Buibepute nesBue
1 TiepeTaluTe TOJIbKO YTO CO3aHHbIN pecypc Animator Controller B tosre Controller.
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IIaJIee HAaCTPOUM CaM KOHTPOJIJIED aHUMaATOpPa.

1. Omxpoume anumamop Animator. J{Baxapl meaxkaure 1o Animator Controller, 4ro6b1
OTKPBITH BKJIAAKY Animation (Arnmarmst).

2. Jobasvme anumavyuro Spinning. Tlepetaiiurte aHuMaIio Spinning B ases b Animator.
[Tocuie atoro B Animator Controller 10/KHO TIOSTBUTBCS €IMHCTBEHHOE COCTOSTHIE aHU -
Malliy, TOMUMO y3Ke CyTIeCTBYIONIMX dJeMeHToB Entry, Exit u Any State (puc. 8.2).

Puc. 8.2. Hactpoiikn Animator Controller ans aHumaumm Spinner

Tenepn, kora annMatop Animator HacTpoeH Ha HCIIOJIb30BaHKe KOHTpoJLIepa Animator
Controller, koTopbIii TakkKe HACTPOEH HA 3aIlyCK aHUMAIMU Spinning, caMoe BpeMd Ha-
CTPOUTD CaMy aHUMAIIUIO BPallleHUA.

1. Bwibepume epawaroueecs neseue. Bepaurtech oO6paTHO B TPENCTABICHHIE CIIEHBI
U BbIOepuTe Bpallalolleecs JIe3BHe.,

2. Omxpotime nanenv Animation (Arumanust). Otkpoiite Metio Window (OkHO) 11 BbIGE-
pute myHKT Animation (Arumarus). [leperamniure oTKpbIBIITYIOCS BKIaAKY Animation
(Ammmanus) B yno6mHoe st Bac MecTo. [Ipu sKeTaHnu MOsKeTe [Taxke PHCOeTMHUTD
ee K KaKOMy-HUOY/Ib paszieny B uHTepdeiice, mepeTanns BKIAAKY Ha TTAHETDb B TIaB-
HoM okHe Unity.

[Ipesk/ie yem MpoI0JIKUTD, yOeuTeCh, 4TO aHUMAIM Spinning BEIOpaHa BBEPXY CJie-
Ba B nanesin Animation (Anumargusi).

3. Buwibepume xpusyio 6 ceoticmee Rotation anumavuu Spinning. IlleJKHITE 110 KHOIIKE
Add Property ([To6aBUTD CBOWCTBO) — OTKPOETCSI CIIMCOK AHUMUPYEMbBIX KOMITOHEH-
ToB. Ilepeiinure k asementy Transform b Rotation u miesiknuTe 110 KHOIIKE + CIIpaBa
OT CIIHCKA.

[To ymMosruaHuMIO CBOWCTBA UMEIOT [IBA KJIIOUEBBIX KaJIpa — OIUH COOTBETCTBYET HAYaITy
aHMMaIny, a [pyroil — koHity (puc. 8.3).

Hawm Hy»kHO, 4TOOBI 06BEKT TTOBOpaunBascs Ha 360°. lyist aTor0 B Hauasie 00bEKT J0J1-
JKeH UMeTh yrost moBopota 0°, a B kortie — 360°. UTo0OBI T0OUTHCS JKETAEMOT0, HYKHO
U3MEHUTD MOCTAEAHUN KII0UEBON Kaip B aHUMAIIU.
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6.

Puc. 8.3. KnioueBble Kaapbl 11 BHOBb CO3aHHON aHMMaLmm

Buwibepume camoiii npaswlii k10uesoil kaop.

Hlenxnume no camomy npasomy pomouxy 6 nameau Animation (Anumayus), u anu-
Mayust nepeckouum @ amy mouxy na wxane epemenu. llocne atoro Unity nepeiiner
B PEXKUM 3alMCH, TO €CTh OyaeT (hUKCHPOBATHh JIOOBIC M3MEHEHUs B aHUMAIMH
Spinning. O6paTuTe TakKe BHIMaHKE, YTO KBaAPaTUK B BepxHell yacTu okHa Unity
CTaHeT KPACHOTO I[BETA — HTO OY/IET HATTOMIHATD BaM O TTPOUCXOISIIEM.

BaraHyB Ha TaHesIb MHCIIEKTOPA, MOSKHO 3aMETUTD, UTO 3HAUEHNe CBoicTBa Rotation
KoMIIoHeHTa Transform Tax:ke OKpacuIOCh B KpacHbIl I[BeT.

Hsmenume yzon nogopoma. YcranoBure yros moBopora Z paBubim 360.

Ipomecmupyiime anumayuro. 1llenxkaure mo kHonke Play (Mrpath) Bo BRJIAAKE
Animation (Annmarius) u nonabaogaiiTe, kKak Oyjaer Bpamarbest gessue. Ecam oo
BpAIIaeTCst HEJIOCTATOYHO OBICTPO, TIETKHIUTE U TIEPEBUHBTE OCTEIHUIT KII0UeBON
Kazip GJIsKe K Havasry. DTO YMEHBIIUT MPOIOJIKUTETBHOCTh aHUMAIIUU U 3ACTABUT
00BEKT BpalaThes ObICTPEE.

Hacmpoume 6eckoneunoe socnpoussedenue anumayuu 6 yuxie. llepeiimure B maHesnb
o6o3peBaTesst mpoekTa Project u BbIOEpUTE CO3MAHHDBII BAMU PECYpC aHUMAI[MH
Spinning. B mHcniekTope ycranosute raskok Loop Time.

3anycmume uepy. Terepb MUPKYIIPHAS TIJIA TOJKHA BPAIIATHCSL.

Hpe>KI_[e YEeM Bpalllaroleecs Je3Bne 6yz[eT TOTOBO K MCIIOJIb3OBaHUIO, HYKHO YMEHb-
IIMUTH €TO pa3Mep, 4yTOOBI OHO TapMOHHUYHEE CMOTPEJJIOCH B UTPOBOM II0JI€E.

1.

Hsmenume macwuma6b epawarowezocs ie3sus. Boibepure poauTeTbCcKuii 00HEKT
SpinnerArm u yctanoBute Macttab 1mo ocsim X 'Y pasabiM 0,4.
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2. IIpeobpasyiime ezo 6 wadnon. lleperamure o0beKT SpinnerArm B IiaHesib 0603peBare-
Jist ipoekTa Project. B pesysisrate Oyer cosian HOBbI AOJOHHbI 0OBEKT ¢ MMe-
HeM SpinnerArm; iepenMenyiitTe ero B Spinner.

TeHepb MOKHO ,ZIO6aBI/ITb Bpalllaiolfeecs Jjie3Bue B HyKHOE MECTO B ClieHEe, 1 THOMUK
6y11eT HOFI/I63.TI), Korga KOCHETCA €ro.

MpenaTcrBus

KpOMe JIOBYIIIEK XOPOIIIO TaKyKe HO68.BI/ITb IPpENATCTBYSA, HE y6I/IB8.IOH_[I/Ie rHOMUKA. DTU
TMPETATCTBUA 6leyT 3aMe/IJISAATh IIPOJABUIKEHNE UTPOKa U BbIHYXK/IATh €TI0 IyMaTb O TOM,
Kak 0060iTHI Ppa3HbI€ JIOBYIIKH, lIO6aBJI€HHbIe BaMM.

ITH TPENATCTBUSI — CaMbI€ ITPOCTHIE U3 BCEX OOBEKTOB, UTO BbI JI0OABJISIIA B UTPY: JIJIsT
WX CO3/IAHUS BaM TOTPEOYIOTCS TOJIBKO CIIPAlT u Kosuiaiizep. [T0CKoJIbKY Bce OHU HMe-
10T OYEHbB ITPOCTYIO KOHCTPYKITUIO M TOXOXKU JPYT HA IPYTa, MOKHO OJITHOBPEMEHHO CO3-
naTh MalJIOHbI cPa3y JJist BCEX MPEIsITCTBUN. BOT 4TO BbI JIOJIKHBI CIETATH JIJIST 3TOTO.

1. Iepemawume cnpaiimol ¢ usobpaxcenusmu 610x06. JlobaBbre B CIIEHY CIPAlTHI
BlockSquareBlue, BlockSquareRed u BlockSquareBrown. 3areM n06aBbIe CIIPAiiThI
BlockLongBlue, BlockLongRed 1 BlockLongBrown.

2. /lo6asvme xoanatidepot. Boibepute Bee mecTh 0GBEKTOB U MEJKHITE 110 KHOTIKe Add
Component (/lo6aBUTh KOMIIOHEHT) BHU3Y HHCIEKTOpa. Jlo6aBbre KOMIOHEHT Box
Collider 2D, 11 B Kayk70M OJIOKE TIOSBUTCS 3€JI€Hast TPAHUIIA, OUEPUMBAIONIAsT 00IACT
OTIpe/ieJIeHNs] CTOJTKHOBEHUI.

3. Ilpeobpasyiime ux 6 wabdronwl. Tleperanure Ka bl OJI0K 110 OTAEJIBHOCTHU B IIAIIKY
Level, utoObI co3/1aTh M1aOJIOHBL.

BJIoKY TOTOBBI, U TEepb MOKHO MIPUCTYIIATh K UX PA3MEIEHUI0 B YPOBHE. DTO OBLIO
IPOCTO.

AddexTbl YacTny

[Tagenre THOMUKA BHU3 TI0CTIE THOEIM — He CaMblil BIEYATISIONMH BU3YaIbHbINH a(-
dexrt. UT06bI co3aaTh a(hPeKT MHTEpecHee, HaM IPUAETCS 3aAeiiCTBOBATh CUCTEMBbI Ya-
CTHIL.

B wactrocTtH, Mbl 106aBUM a(hhEKTHI YACTHIL, TIOSIBJSIONIIECS B MOMEHT KaCAHUSI THO-
MUKOM JIOBYIITKH («OPBI3TH KPOBU» ) U KOT/IA OT/EJISETCS KAKAsI-TO YACTh TeJIa THOMIKA
(«hoHTaH KPOBUY).

OnpepeneHve MaTepuana yacTuy

ITockombKy B 060MX CJIyUYastX UCITyCKAEMBbIE YaCTHUIIBI OY/IYT U3 OZHOTO M TOTO JK€ Mare-
puajia (KpOBb THOMKKA), TO HAYHEM C CO3/IaHUsI €JINHOTO MaTepuasa, OOIIEro [Jist IBYX
cucTeM. BBITOJIHITE CIIeyIoNTIe AeiiC TSI, UTOOBI CO3/IaTh U HACTPOUTD 3TOT MaTepPUAJL.
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1. Hacmpotime mexcmypy Blood. Haiinure u BoiGepute Tekctypy Blood. Mamenure ee
Tut co Sprite Ha Default n ycranosute duaxkok Alpha Is Transparency (Asbda-tipo-
3pavyHOCTb ), KaK MTOKAa3aHO Ha puc. 8.4.

2. Cosdatime mamepuan Blood. Cosnaiite HOBBII pecypc Material, oTKpbIB MeHIO Assets
(Pecypcnr) u BoiOpas myHkT Create » Material (Cosnats » Marepuain). Jlaiite mare-
puasy ums: Blood u uamenure ero umeiigep xa Unlit » Transparent.

3arem mepetaniute TekcTypy Blood B mosie Texture (Texctypa). B pesysibrate HacTpoii-
KU B MHCTIEKTOPE JOJIKHBI BBITJISETD TaK, KAK TTOKA3aHo Ha prc. 8.5.

Puc. 8.5. Matepuan ansa acddekra vactuy
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DOHTaH KpPOBM

MarepuaJ [jist KpOBU TOTOB K UCIIOJIb30BAHUIO, U TEIIEPh MOXKHO IIPUCTYIIATh K CO3/1a-
nuio adexros vactuil. Haunem ¢ apdexra ponrana kpoBu, KOTOPBINE BOCITPOU3BO-
autest Kak 3(dEKT MoToka yacTuil, ObIOIIETO B OMPEEICHHOM HAIIPABIECHUN W B UTOTE
ucuesaroniero. Bot kak MOJKHO ero co3naTh.

1.

Cosdaiime uzposoti obvexm ons cucmemot uacmuy. OTkpoiite MeHio GameObject
(MrpoBoii 06beKT), oTKpoiiTe oamenio Effects (DddexTh) 1 cosgaiite HOBYIO CH-
cremy vactull Particle System. [laiite HoBoMy oGbekTy 1Mst Blood Fountain.

Hacmpotime cucmemy wacmuy,. Beibepure 0ObeKT U U3MEHUTE 3HAUCHUS B Pasziesie
Particle System (Cucrema uacruir), Kak rokazaso Ha puc. 8.6 u 8.7.

37ech ecThb Tapa mapaMeTpoB, O KOTOPBIX XOTETOCH ObI paccKas3aTh MOAPOOHEE, TTO-
CKOJIbKY OHM UMEIOT HEUMCJIOBble 3HAaYeHUs, KOTOPblE HeJIb3s IIPOCTO CKOIIUPOBATDL
13 CKpUHIIOTa. B yacTHOCTH:

» 3nauenue Color Over Lifetime (IIBer ¢ Teuennem BpemeHnun) anbda-kaHaia 1Be-
Ta UBMEHSIETCST OT MOJTHOCTHIO0 Henposdpaunoro (100 %) B Havasie 10 TIOJTHOCTHIO
npospaunoro (0 %) B KoHIe. 3HAYEHUE CAMOTO I[BETa U3MEHSIETCS OT 0eJIoro
B HauaJe JI0 YepPHOTO B KOHIIE;

e B pasjese Renderer (Busyasmsarop) cucrembr yactuiy Particle System ucrosb3y-
€Tcd TOJIBKO YTO CO3/IaHHbIN MaTepuas Blood.

IIpeobpasyiime o6vexm Blood Fountain ¢ wabnon. Ileperamure o0bekT Blood Fountain
B nmanky Gnome.

Bpbi3ru Kposu

Teneps cosmaaum mabsaon Blood Explosion, uciycKarouuii oguHOYHbIe OPBITH KPOBH
BMECTO CILJIOIITHOTIO IIOTOKA.

1.

Cosdaiime obvexm Onsi cucmemvr uacmuy. Cospaiite erie OJUH UTPOBOH OOBEKT
Particle System u naiite emy ums Blood Explosion.

Hacmpoiime cucmemy wacmuy,. Vismennte 3Ha4eHUS CBOMCTB B UHCTIEKTOPE, KaK I0-
KasaHo Ha puc. 8.8.

B aToii cucteme 4acTHI[ HCITOIb3YyeTCS TOT K€ MaTepuasl 1 HAaCTPONUKHU N3MEHEeHNs
I[BETa C TeYeHWEM BpeMeHH, Kak B acdexre Blood Fountain; emnHcTBEHHOE CyIIe-
CTBEHHOE OTJINYNE — HOBBIH 3(h(heKT NCTIOIB3YET KPYTOBOUM SMUTTEP, U UCITyCKAHUE
BCEX YaCTHUI[ HACTPOEHO TaK, YTO IIPOUCXOIUT OJHOMOMEHTHO.

Jobasvme cuenapuiit RemoveAfterDelay. Utobbl He 3acopsTh ciieny, addekr Blood
Explosion oJKeH yaaisiTh cebst uepe3 HEKOTOPOE BPeMSI.

Jlob6aBbre KoMIIoHeHT RemoveAfterDelay B 06beKT U ycTaHOBHUTE €ro ¢cBoiicTBO Delay
B 3HaUYeHUeE 2.

ITpeo6Gpasyiite Blood Explosion B 1adioH.
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Puc. 8.6. HacTpoliku o6bekTa Blood Fountain
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Puc. 8.7. Hactpoiikm obbekTa Blood Fountain (npogonkeHue)
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Puc. 8.8. Hactpoiikn o6bekTa Blood Explosion
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Tenepn HOBbIE 3(hheKTHI TOTOBBI K UCIIOJIB30BAHUIO B UTPE.

MUcnonb3oBaHMe CUCTEM YacTuL

YT06bI 32/1€HICTBOBATH CUCTEMBI YACTHUI] B UTPE, HYKHO MOAKIIOYUTH X K MAOJIOHHOMY
obbekTy Gnome. BoT kak 5T0 MOKHO C/IeJIaTh.

1. Butbepume wabnon Gnome. Boibepure 1npaBuibHblil 1abJI0H — HaM HYKeH HOBBIN
mab10H Gnome, a He cTapblii Prototype Gnome.

2. Iooxniouume cucmemvr yacmuy, ¥ wabaony Gnome. Ileperauiure 1mabion Blood
Explosion B noJie Death Prefab, a ma6sion Blood Fountain — B roste Blood Fountain.

3. IIpomecmupyiime uzpy. Tlonsenure rHOMUKA K JIOBYIIIKE, YTOOBI OH KOCHYJICS €€, —
BBI JIOJI>KHBI YBU/IETH KPOBb.

FnaBHoOe MeHIo

OcHOBHast YaCTh UTPBI TOTOBA U YCOBEPIIIEHCTBOBaHA, Terepb 3aiiMeMcst 0COOEHHOCTSI-
MU, HeOOXOAMMBIMU B JII0OOI UIpe, a He TOJIbKO B Halell urpe Koiodey, ¢ cokposuua-
MU, a UMEHHO: HaM HYJKE€H HavaJIbHbINI 9KPaH U BOSMOJKHOCTDb 3aKPbIThb €Iro 1 HepeﬁTI/I
K UTpe.

ITOT 9KPaH MBI PEAIU3yeM B BIJIE OT/EIbHOI CIIEHbI, UTOObI He IIyTaTh €ro ¢ urpoi. Tak
KaK MEHIO — 9TO CIleHa, KOTOpasi MPOIIE CaMO UTPBI, OHO OYIET 3arpysKaThest ObiCTpee
WTPBI, U UTPOK YBUUT €TO MPAKTUIECKHU cpasy Tocse 3amycka. Kpome Toro, MeHIO Ha-
YUHAET 3arpy3Ky UTPhI B (DOHOBOM PeXUMe; KOT/Ia UTPOK KocHeTcst KHoku New Game
(HoBag urpa), mocie OKOHUAHUS 3aTrPY3KU UTPHI TPOU30UIET TIEPEKTI0UCHUE CIICHBI.
B utore y urpoka OyJer CKIaAbIBAThCS OILYIEHKEe, YTO UIPa 3arpysKaeTcsl HaMHOIO
Ooictpee. Jlist co3laHust U HACTPOMKHU HAYAJIHLHOTO IKPAHA BBIIOJHUTE CJIELYIOINE
JIEHICTBUSL.

1. Cosdaiime nosyrw cueny. Otxpoiite menio File (Daiin) u Boibepure myHkT New Scene
(Hosas ciena). Cpasgy ke coxpanute HOBYIO ciieHy, oTKpoiB Menio File (Daiir)
u BbIOpaB myHKT Save Scene (Coxpanuth ciieHy). Jlaiite a1oii ciieHe nmMst Menu.

2. Jlobasvme ¢onosoe usobpancenue. Otpoiite menio GameObject (MrpoBoii 00beKT)
u Bbibepure nyHkT UT » Image (ITosnbsoBarenbckuii uarepdeiic » Mzobpaskenue).

Boibepute B cBoiicTse Source Image ciipaiit Main Menu Background.

YeTaHOBUTE TOYKH TIPUBSI3KU H300paskeHUsT TaK, YTOOBI OHO PACTSHYJIOCHh Ha BECh
9KpaH MO FOPU3OHTAJIU U 110 BEPTUKAIH, U OTHEHTPUPYHTE €ro 10 FOPU30HTAJIH.
YcranoBute koopaunary X B nosunuio 0, cBoiictBo Top Margin B 3Hauenue 0, cBOii-
cTBO Bottom Margin B 3nauenue 0 u mmpuny — pasuoit 800.

Bruiounte uraxkok Preserve Aspect (CoxpaHUTbh COOTHOLIEHUE CTOPOH ), YTOObI UC-
KJIIOYUTH €TO PACTATUBAHUE.
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Terepp HACTPOIIKY B MHCIIEKTOPE JI0JIKHBI BBITJISIIETh TaK, KAK TIOKAa3aHO Ha puc. 8.9,
a camo u3obpakenne — kak Ha puc. 8.10.

© inspecor LGRS
™ [image | Clstatic «
Tag | Untagged 4| Layer[ w s]
V35 Rect Transform %,
center Pos X Top Pos Z
; 0 o |lo |
g_ [T]|| width Bottom
{800 |lo [l uR
¥ Anchors
Min X |05 Y 0
Max X |05 Y|1
Pivot X |05 |¥ |05 |
Rotation X |0 '¥[o z[o
Scale x|y Jz[1 |
V(@ Canvas Renderer &
v [ & 1image (Script) @ #
Source Image [EIMain Menu Backgro| ©
Color [ A
Material None (Material) | @
Image Type Simple &
Preserve Aspect [
| Set Native Size |

Puc. 8.9. HacTpoiikn choHOBOro M306paXKeHUst AJist IIaBHOTO MEHI0

Puc. 8.10. ®oHoBoe 1306paxkeHne
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3. Jobasvme xnonky New Game (Hosas uzpa). Otkpoiite merio GameObject (IrpoBoii
00bexT) u BbiGepuTe myHKT UI » Button (ITosbzoBartenbckuii nnrepdeiic » Krorka).
Jlaiite aToMy 00bekTy rMst New Game.

[TpuBsKATE KHOMKY K HUKHEMY Kpaio B IIeHTpe, BBIOpaB BapraHT bottom-center 1mo-
cre mesyka 1mo kHotke Anchor (IIpuBs3ka). 3ateM ycTaHOBUTE €T0 KOOPAMHATY X
B nozuinio 0, koopaunary Y B o3uiuio 40, mupuny paBuoit 160, a BeicOTy — paB-
Hoit 30.

B xommnonente Label knonku s3azaiite teker «New Game». B utore KHOIIKa JOJIKHA
BBITJISIZIETH TaK, KaK Mokaszano Ha puc. 8.11.

Puc. 8.11. MeHio ¢ 106aBNEHHON KHOMKOM

3arpys3ka CueHbl

Korpa urpok naxkumaer knonky New Game (Hosas urpa), Mbl I0JDKHBI TIOKA3aTh 3a-
CTaBKYy, COOOIIAIONIYIO, YTO UAET 3arpysKa Urpsbl. s ee co3JaHus BBIIIOJHUTE CJIELY-
foIHe JIeHCTBU.
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1. Cosdaiime obvexm sacmasxu. CosmaiiTe HOBbIN IIyCTOI UTPOBOIL OOBEKT € UMEHEM
Loading Overlay. Cziesraiite ero 104epHIM 110 OTHOTIIEHUIO K 061>e1<Ty Canvas.

YeTaHOBUTE TOYKU MPUBI3KU 00bEKTa TaK, YTOObI OH PACTSIHYJICS Ha BECh dKPaH
110 TOPU30HTAN U TI0 BEPTUKAJHU, U YCTAHOBUTE cBOMCTBa Left Margin, Top Margin,
Right Margin u Bottom Margin B 3HaueHue (. DTO BBIHYAUT 3aCTABKY 3aIMOJHUTD BECh
IKpaH.

2. Jobasvme xomnonenm Image. Tloka o6bekt Loading Overlay octaercst BHIOpaHHBIM,
meskanTe 1m0 KHomke Add Component (Jlo6aBUTh KOMIIOHEHT) U 106aBBTE KOMITO-
nent Image. O6bekT Canvas OKpacuTCs B CIUIOIIHON OeJIblii 11BeT.

Namenmure cBoiictBo Color, BRIOpaB YepHBIN 1BET ¢ YPoBHEM mpospaunocTy 50 %.
Temepnb 3acTaBka Gy/IeT BHITISIIETH KK Y€PHAsT TIOMYTPO3paTHAsT 0OI0KKA.

3. Jlobasvme naonucey. Jlobassre 00beKT Text 1 caesaiTe ero J04epHIM 110 OTHOIIEHUIO
K o6bekTy 3actaBku Loading Overlay.

HpI/IB}DKI/ITe Ha/IIICh K EHTPY 11O BEPTUKAJIN U 110 TOPU3OHTAJIN. Ycranosure cBOM-
ctBa Left, Top, Right 1 Bottom B 3rHauenmue 0.

3areM yBeJMubTe pa3Mep mpudra B KOMIIOHEHTe Text U OTIEHTPUPYTE TEKCT 110
BEPTUKAJIN U 110 TOPU30HTaNN. Beibepute Gebiil 1IBET /7151 HAIUCH U 3a/1aliTe TEKCT
«Loading...» (3arpyxaercsi...).

3aKOHYMB HACTPOWKY 3aCTaBKHU, T00ABUM KO/, KOTOPbIil (PaKTUIECKHU 3arpysKaeT Urpy
U TIEPEKJTI0UAET CIIEHBI 1TocJte HaskaTust kHotk New Game (Hosas urpa). [liist ynobctBa
MOJIKJIIOUMM ClleHapuii K TJIaBHON Kamepe Main Camera, HO IIpU JKeJIaHUHM €r0 MOYKHO
HOJIKJIOYUTD K HOBOMY IIyCTOMY UTPOBOMY OOBEKTY. BBITIOJIHUTE [JIsI HTOTO CIIE/yI0-
1€ 1eliCTBUL.

1. Jobasvme cuenapuii MainMenu ¢ o6vexm Main Camera. Boibepute o6bekT Main
Camera 1 s00aBbTe HOBBII ciieHapuil Ha C# ¢ nMeHeM MainMenu.

2. Jobasvme credyiowuil ko0 6 gaiin MainMenuu.cs:

using UnityEngine.SceneManagement;

// YnpaBnseT rnaBHbIM MeEHH.
public class MainMenu : MonoBehaviour {

// VMa cueHbl, copepxawen camy urpy.
public string sceneToload;

// KOMNOHeHT nonb30BaTeNnbCKoro WHTepdeiica,
// copepxaumii TekcT "Loading...".
public RectTransform loadingOverlay;

// BbinonHAeT 3arpysky cueHbl B GOHOBOM pexume. Mcnonb3yeTca
// BnAa ynpaBneHua, Korpa TpebyeTcAa Mepek/iyuTb CLeHy.
AsyncOperation scenelLoadingOperation;

// TMpwn 3anycke HayuMHaeT 3arpysKy Wrpsl.
public void Start() {
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// CkpblTb 3acTaBky 'loading’
loadingOverlay.gameObject.SetActive(false);

// HavaTb 3arpysky cueHbl B (OHOBOM pexume. ..
sceneLoadingOperation =
SceneManager.LoadSceneAsync(sceneTolLoad);

// ...HO He mnepekn4aTbCA B HOBYW CLEHY,
// noka Mbl He 6yAemM roTOBbl.
sceneLoadingOperation.allowSceneActivation = false;

// Bbi3biBaeTcA B OTBET Ha KacaHue KHonku New Game.
public void LoadScene() {

// CpenaTb 3acTaBky 'Loading' Buaumoin
loadingOverlay.gameObject.SetActive(true);

// CoobwnTb onepauuu 3arpy3ku CLeHbl, 4TO TpebyeTcAa
// NepeknnYnMTb CLEeHbl MO OKOHYaHUW 3arpy3ku.
sceneLoadingOperation.allowSceneActivation = true;

Ciienapuii Main Menu BBITIOTTHSIET /IBE OTIE€PAITNN: 3aTPYIKAET CIIeHY UTPhI B (POHOBOM pe-
sKuMe 1 oOpabarbiBaeT HaskarTre kHorkn New Game (Hosast urpa) urpokom. B meroze
Start SceneManager oOpaiiaercs K JIUCIETYEPY CIEHBI C TpeboBaHKeM HaYaTh 3arpysKky
cienbl B (hOHOBOM peskuMe. B oTBer BosBpaiiaercs: 00bekT AsyncOperation 1 coxpa-
HsIeTCs B IIepeMeHHOM ¢ uMeHeM scenelLoadingOperation. DTOT 0OBEKT JaeT BO3MOK-
HOCTb KOHTPOJIMPOBATD MPOLECC 3arpy3Ku. B JaHHOM ciiydae Mbl coo01aeM 0ObEeKTY
sceneloadingOperation, 4TO TOT He JOJIKEH aKTUBUPOBATH HOBYIO CI[€HY 110 OKOHYA-
HuM 3arpysku. To ecTb, BBIIOJHKUB 3arpy3Ky, scenelLoadingOperation Oy/er KaaThb,
II0Ka I10JIb30BaTe b OyIeT FOTOB IePeiTH K CeAYIOUIEMY MEHIO.

ITOT TePEXO/I BBITIOJHSIET MeTO LoadScene, KOTOPBII BBI3bIBAETCSI, KOT/IA 110JIb30Ba-
Teh Kacaetcss KHOTKU New Game (Hosas urpa). CHavasia OH MTOKa3bIBaeT 3aCTaBKY
«loading», KOTOPYIO MBI TOJIBKO UTO CO3/Ia/Id; 3aTeM O0BEKTY, 3arPysKafoIIeMy CIIEHY,
COOOIIIAETCsT, YTO OH MOKET aKTUBUPOBATD CIIEHY TTOCJIEe 3arpy3Ku. To ecTh ecJiu clieHa
yoKe ObLTa 3arpysKeHa, OHa MOSIBUTCST HEMEJTIEHHO; €CJIH CIIeHa ellle He 3arPy3UJIach, OHa
MOSIBUTCS 110 OKOHYAHUU 3aTrPY3KH.

Takas opraHusalis TJIaBHOIO MEHIO CO3/IAeT OILyIIeHne, YTO Urpa 3arpysKaercs Obl-
crpee. Tak Kak TTaBHOE MEHIO TPEOYET MEHBIIIE PECYPCOB, TO OHO TTOSBJISIETCS HAMHOTO
ObICTPEE; TIOCJIE TTOSIBJIEHNS] MEHIO 10JIb30BaTe/lb TPATUT KAKOE-TO BPEMSI, YTOObI HAsKATh
kHOTIKY New Game (HoBas urpa), n B TedeHme 9TOro BpeMeHU BBITIOJIHIETCS 3aTpy3Ka
HOBOW crenbl. Tak Kak MOJIb30BATEII0 HE TPUIILIOCH B 0e3eHCTBUM CMOTPETDh B Ha-
YaJIbHBIN 9KpaH ¢ Haanucwio «IloxanmyiicTa, mogoKauTe>, eMy OyAeT KazaThCst, 4TO Urpa
3arpyskaercs ObICTpee, 4eM ecyin Obl OHa 3allycKauach 6e3 BbIBOJA TPOMEKYTOUHOTO
IJIABHOTO MEHIO.
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BeimostauTe cienyionine geicTBus.

1. Hacmpoiime xomnonenm Main Menu. Hactpotite nepemennyio Scene to Load B Main
Menu (To ecTh YKa)KUTe B HEll MM TIIABHOH cIieHbl UTpbl). HacTpoiite mepemennyio
Loading Overlay, ykasaB B Hell co3JaHHBII Bbile 00bEKT 3acTaBku Loading Overlay.

2. Hacmpotme xnonky sanycxa uzpvl. Beibepute kHonky New Game (Hosas urpa)
1 HACTPOITe ee Ha BHI30B (DYHKIIMKM MainMenu.LoadScene.

Haxkowelr, HaM Hy’KHO HACTPOUTH CITUCOK CIIEH JIJIst BKJIIOUEHsI B cOOPKY. Application.
LoadLevel U poOjCTBEHHbIE (DYHKIIUU MOTYT 3arpy:KaTh TOJBKO CII€HBI, BKIIOYEHHbIC
B ¢cOOPKY, TO €CTh MBI JIOJLKHBI BKJIIOUYHUTE CIleHbI, Main 1 Menu. BoT Kak 3T0 MOJKHO cjie-
JIaThb.

1. Omxpoiume oxno Build Settings (Ilapamempor c6opxu). JIist 9T0r0 OTKPOITE MEHIO
File (Daiin) u Boibepure myHkT File » Build Settings (Maiin » TTapamerpst cbopkn).

2. Jobasvme cuenvt ¢ cnucox Scenes In Build (Cuenvt ¢ cbopke). Tleperaiure daiisibl
obenx cieH, Main u Menu, us nanku Assets B crimcok Scenes In Build (Crenbr B ¢c60p-
ke). [Ipu aTOoM criena Menu oKHA HAXOAUTHCS TIEPBOIL B CITUCKE, TIOTOMY 4TO 3Ta
CIIeHa JIOJKHA MOSIBIIATHCS MEPBOIT OCJIe 3aITyCKa UTPHI.

3. IIpomecmupyime uzpy. 3aiycturte Urpy u iiejkuure 1o kaorrke New Game (Hoas
urpa). Bel 3akoHUMIN cO3/1TaHUE UTPBI!

3BYKM

Hawm ocramoch gopaboTaTh MOCTEAHUI acleKT UIPhl: J06ABUTH 3BYKOBbIe 3((DEKTHI.
Bes 3BYyKOB Urpa CMOTPUTCS TIPOCTO KaK IMYTaOHil 91nU30/ THOEJH THOMUKA, U MBI
JIOJIZKHBI 3TO UCIIPABUTh.

K cuacThio, Ko UTPEI y7Ke TOTOB K 100aBaenuio 3pykos. Cienapuii Signal On Touch Boc-
IIPOU3BeE/IET 3BYK B MOMEHT, KOI'/la THOMHMK KacaeTcsl COOTBETCTBYIOIIEro KoJulaiinepa,
HO TOJIBKO €CJTU TIOIKTIOYEH UCTOUHUK 3BYKa. UTOGBI 9TO IPOU3OIILIO, HYKHO 100aBUThH
KoMItoHeHTHI Audio Source B pasHbie mabJI0HHbIE 00BEKTHI.

Cuenapuii Game Manager takse roToB BOCIIPOM3BOAUTH 3BYKH, KOI'/Ia THOMKK IIOrnbaeT
njin 6JIaI‘OHOJIy‘{HO JAOCTUTAaET TOYKU BbIXO/1a C COKpOBI/IH_[eM B pyKax, HaM Hy)KHO JINIIb
no6aBuTh KomroneHTsl Audio Source B Game Manager. JIJist 5TOro BBIIOJHKUTE CIIELYIO-
e 1eficTBuS.

1. Jlobasvme xomnonenmot Audio Source 6 wunwv. Halignre nrabnon SpikesBrown u 10-
6aBbTe HOBBIH KoMIoHeHT Audio Source.

[MonkmounTe 3ByK Death By Static Object k HoBoMy kKommioHeHTY Audio Source. CHu-
murte diaxku Loop (beckoneuno) u Play On Awake (IIpourpsiBaTh aBTOMaTUYECKN ).

ITosTopuTe TO )K€ camoe J1a mabionos SpikesRed u SpikesBlue.
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2. Jobasvme xomnonenm Audio Source ¢ Spinner. Haiigure mabion Spinner 1 1o6aBbre
HOBBIN kKomToHeHT Audio Source. [TogkaiounTe 3B8yk Death by Moving Object k komIio-
nenty Audio Source. Cuumure arazkku Loop (Beckoneuno) u Play On Awake (IIpo-
WTPBIBATH aBTOMATUYECKN ).

3. Hobasvme xomnonenm Audio Source ¢ Treasure. Beibepute o0bekT Treasure Ha IHe
KoJoaua 1 gobaBbre HOBBINM KoMioHeHT Audio Source. TTogkiiounTe 38yk Treasure
Collected x kommonenTy Audio Source. Canmute razkku Loop (beckoneuno) u Play
On Awake (ITpourpsiBaTh aBTOMAaTHYECKN ).

4. Jlobasvme xomnonenm Audio Source ¢ Game Manager. HaxkoHer, Boibepute 00bEKT
Game Manager u gobaBbre HOBBII KommoHeHnT Audio Source. Ocrasbre 1ose Audio
Clip mycTBIM; BMECTO 3TOTO MOJAKIIOUNTE 3BYK Game Over k nosrto Gnome Died Sound,
a 3Byk You Win — k rtosiio Game Over Sound.

5. Ilpomecmupyiime uezpy. Terepb BbI NOJUKHDI CIIBINATH 3BYKOBbIe 3deKTs, Korma
THOMUK HOI‘I/I6aeT, HOZI6I/Ipa€T COKPOBHMIIIE M BBIMTPBIBAECT B UT'PE.

B 3akntoueHne v 3aaaHus

Bbi 3akoHunim cosganue urpbl Koiodey, ¢ cokposuuyamu, v Teriepb OHa J0JKHA BbITJISA-
JIeTh TaK, Kak mokaszano Ha puc. 8.12. Ilozapasiisiem!

Ternepb BbI MOsKeTe J0GABUTH HOBBIE BO3MOKHOCTH, YTOObI JIAJIbIIE TPOJIOJIKUTH U3Y-
YyeHue 9TOH UTPDL.

Hobasnenue dyxa

B paspene «Kox peanmsanun moBeeHust THOMUKa» B TJIaBe€ 5 MBI PEIIIIN, YTO
B MOMEHT TGN THOMUKA JOJIKEH CO3/1aBaThCsl HOBBI 00beKT. [ToaToMy Batmmm
CJIETYTOTIUM IATOM MOKET CTATh CO3/Iaiue MabIoHa, 0TOOPAsKAIOIIETro CIIPANT ayXa
(MBI BRITIOYHJIH €70 B HaGOP PeCypcoB), BCIIbIBAIONIEro BBepX. [Togymaiite Takske
0 BO3MOKHOCTH UCTIOJIb30BaH st ahdekra yacTuil st o6o3HadeHus 9apUPHOTO Cre-
14, OCTABJISIEMOTO JIyXOM.

ﬂ06d6]l€Hu€ donoanumenvivix JA06Yyulex

MbI BKITIOYMITH B PECYPCHI JIBE JOMOJHUTETHHBIC JTOBYIITKU: KAUAIOUWUIICS HONMC 11 02-
nemem. Kauarommiicst HO’K — 5T0 GOJIBIION HOJK, TIOBEIIEHHBII Ha [IETI0UKe U Kaua-
OIUECST BJEBO-BIIPaBO. BaM MpuieTcst HCIIO/Ib30BaTh aHUMATOP, YTOOBI 3aCTABUTh
ero aBuraThest. OTHEMET — 9TO OGBEKT, CTPEJISAIONIIIT OTHEHHBIMU [IapAaMU; TTOTIajiast
B THOMWKA, OHM JIOJKHBI BBI3BIBATH (DYHKIIMIO FireTrapTouched U3 clieHApUs JI1C-
nerdepa urpbl Game Manager. He sabyzbre mogymarh o go0aBjaeHUN cripaiiTa, H30-
OpasKaloIEro COMAIKEHHBIN CKeIeT THOMMKA!

Jlobasnenue 00nomHumenvHoLx yposnei

B urpe ceituac TOIbKO OJIMH yPOBEHD, HO HET HUKAKUX [TPUYUH HE J0OABJISITE JIPYTHE.
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Puc. 8.12. 3akoH4yeHHas urpa

Jobasnenue donornumenviolx a¢ppexmos

JloGasbre adeKT YacThl], BUTAIONIMX BOKPYT COKPOBHIINA (HUCIIONb3YyiiTe n306pa-
skerns Shinyl u Shiny2). Tobassre Takske 9 dEKT UCKpP, BHIOMBAEMbIX U3 CTEH, KOT/a
THOMUK KacaeTCs UX.



YACTDb Il

CospgaHue
TpexmepHOu nrpbl
«MeTeopuTHbIN [OXKAbY

B aTOM YacTn Mbl co3gagum BTOpYyto Urpy. B otnnume ot nrpbl, cozgaHHon B Yactu ll, co-
6bITMA B 3TON Urpe 6yayT pasBopauriBaTbCA B TPEXMEPHOM NPOCTpaHcTBe. Mbl co3gagnm
CUMynSATOp 6051 B KOCMMYECKOM MPOCTPAHCTBE, B KOTOPOM UMPOK JO/MKEH 3alMLLIaTh KOC-
MUYECKYIO CTaHLWMIO OT acTepoungoB. B xoge paboTbl Mbl KCCieAyeM CUCTEMBI, YacTo UC-
nonb3yemble B APYrnx Urpax, Takue Kak ctpenbba paketamu, NOBTOPHOE co3fjaHne 06b-
€KTOB 1 yNpaBJieHre TPeXMepHbIM BULOM Mofenelt. 3To byaeT KpyTo.



Co3pgaHue urpbl
«MeTeopuUTHbIN A0XKADb>»

JlBrzxok Unity — He TOJIBKO TPpeBOCXOHAS TIaThOPMA JIJIs IBYMEPHBIX UTP, OH TaK-
JKe BEJIMKOJIETTHO TTOJIXO/IAT JIJISI CO3/IAaHUST TPpexMepHoro KoHTeHTa. Unity nsHavaabHO
paspabaThIBaJICs KaK TPEXMEPHBIN JABUKOK, U TOJBKO TIOTOM B HETO ObLIM J0OABJIEHBI
cpeacTBa Uit paboThI ¢ IBYMEPHO# rpadrKoil, 1 Kak TakoBoii, Unity B epBYIO ouepe/ib
OPHMEHTHPOBAH Ha CO3/IaHNEe TPEXMEPHBIX UTP.

B s710ii ri1aBe Bbl y3Haete, kak B Unity cKOHCTpYHUpoBaTh Urpy Memeopummwlii oo —
TPEXMEPHBIl KOCMIUYECKUN CUMYJIATOP. VIrpbl 5T0T0 Bra ObLIM HOIYJISAPHBL B cepe-
mune 1990-x, korma cumymsitopsl, Takue Kak Star Wars: X-Wing (1993) n Descent:
Freespace (1998), nai urpoKaM BO3MOKHOCTh CBOOOZHO HEPEMENAThCs B OTKPHITOM
KOCMOCe, YHUUYTOKATh BPAaroB MW B3PbIBATH MMPOCTPAHCTBO. VIPhI TAKOTO THUIA OYEHB
GJIMBKY K CUMYJISITOPAM TOJIETOB, HO TaK KaK HUKTO HE OKUIAeT PEATUCTUUHON peastu-
3aiuu GU3UKHU TT0JIeTa, PaspabOTYUKN UTP MOTYT MO3BOJIHUTE cebe OOJIbIe COCPEN0TO-
YUTHCS HA UTPOBBIX ACIIEKTAX.

Hesb3s ckasaTb, 4TO apKaIHBIX CUMYJIATOPOB I10JIeTa He CYIIIeCTBYeT, OJJHAaKO apKa IHbII
cruiib 6oJiee CBOUCTBEH KOCMIYECKIM CUMYJISITOPAM, YeM PEATUCTIHYHBIM CUMYJISITO-
pam 11osieToB. CaMbIM 3aMETHBIM UCKIIOUEHEM B TIOCJIE/IHIE TO/Ibl cTasia urpa Kerbal
Space Program, HaCTOJbKO TOYHO UMUTHPYIONas (HU3NKY MOJETOB B KOCMUYECKOM
IIPOCTPAHCTBE, YTO OKa3ajJach OUeHb JlajleKa OT THUIA UTP, PACCMATPUBAEMOr0 B 9TOMH
riase. Eciin BBl X0TUTE Y3HATH OOJIbIIE O MEXaHUKE OPOUTATIBHBIX TIOJETOB 1 O TOM,
YTO MIPOUCXOUT B YAQJIEHHOI TOUKe OPOUTBI, TOT/IA 3Ta UTPa JIJIs Bac.

[ToaTomy MOXKHO cKa3aTh, YTO BMECTO TEPMHUHA «KOCMUYECKHUH CUMYJISATOP», 4aCTO
HCIOJIB3YEMOTO JIJIst 0003HAYEHHUS TAKUX UTP, KaK B ATOI IJ1aBe, Jrydiie Oblto Obl nc-
[OJIB30BATH TEPMUH «CUMYJISITOP 00sI B KOCMOCE>.

Ho xBarut 06 ycnosrocTsix. Haunem crpesib0y U3 JIa3epHbIX MyIek.

B ciiepyiommmx HECKOJIBKUX TJIaBaX Mbl CO3/Ia/IUM UTPY, KOTOPast BBITJISIUT TaK, KaK 110~
KazaHo Ha puc. 9.1.
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Puc. 9.1. 3akoH4YeHHas urpa

NMpoekTUpoBaHUe Urpbl

[Iprctynas kK MPOEKTUPOBAHNIO UTPBI, MBI JIOJIZKHBI OTIPE/IETUTh HECKOTBKO KIOYEBBIX
OTpaHWYECHUT.

QO Ceanc urpsol He JI0JKEH MPEBBITIATH APl MUHYT.

Q 3SjemeHTHI yHpaBJi€eHUA NOJIZKHBI OBITb OYEHb IIPOCTBIMU 1 BRJIIOYATb TOJIBKO 3dJI€-
MCHTDBI YIIPaBJICHUA «II€PEMECIIEHUCM» N <<CTpe.Hb60ﬁ>>.

O Urpok [OJKEH pelraTh HECKOJBKO KPATKOCPOUHBIX 3a/ad, a He OJHY OOJBIIYIO.
To ecTh OH JIOJIKEH BecTH GON ¢ HECKOJNBKUMU MEJKUMU BparaM, a He ¢ OJIHUM
GosbinM (B TPOTUBOIONOKHOCTE urpe Konodey ¢ coxposuuamu — aByMepHOI
urpe, onuceiBaemoii B yacru I1).

O OCHOBHBIM JIEICTBHEM B UTPE JOJKHA OBITH CTPEsibba B KOCMOCE U3 JIA3EPHBIX 11y-
mek. Bumeonrp co ctpens0oit U3 a3epHbIX MyIIeK B KOCMOCE MHOTO He ObIBAET.

[Toutn Bcerza kejaTesbHO HAYMHATH PA3MBIIIJIEHNST O BBICOKOYPOBHEBBIX ITOHSTHUSIX
¢ UX U3JI0KeHust Ha Oymare. V3jiokenne Mbicsieil Ha Gymare laetT HaM HECTPYKTYPHbIIT
MO/IXO/I, CIIOCOOCTBYIONIUI OTKPBITUIO HOBBIX UJIEH, BIUCHIBAIOIIUXCS B OOTIHIT TIJIAH.
[ToaTomy MbI cesin 1 Habpocasu uzaeio urpst (puc. 9.2).

ICKU3 PHCOBAJICS OU€HD OBICTPO U MOJIYUHIICST BEChMa CXeMaTUIHBIM, HO OH TTI03BOJISIET
YBUIETh HEKOTOPBIE OTIOJTHUTENbHBIE JICTAJIN: aCTEPOU/IBI JIETST B HATPABJICHIH KOC-
MHUYECKOI CTaHI[UK, YIIPaBJIeHHEe KOCMUYECKUM KOPabeM OCYIIECTBIISIETCS ¢ TOMO-
IBI0 HKPAHHOTO JIFKOUCTHKA, a CTPETbOa POU3BOIUTCS € TIOMOIIBIO KHOIKH «OTOHb>.
Taxke Ha BCKU3€ BUIHBI HEKOTOPbIE 00JIee KOHKPETHBIE JETAJIH, SIBJISIIOIIUECS PE3YJIb-
TATOM Pa3MBINIEHUH O TPEICTABICHUN CIIEHbI TAKOTO TUIIA: KaK MTOKA3aTh PACCTOSHUE
ACTEPOUIOB OT KOCMUUYECKOI CTAHIIUU U KaK UTPOK MOT OBI JIEPKATH YCTPOUCTBO.
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1 Deremy ke B
7. Auany (bl

3. 00T gt 0] oF Brrre
b Don’ Runv o] gb k.

Puc. 9.2. 5cK13 OpUrMHanbHOM Uaen Urpbl

HapucoBas 5TOT 5CKU3, Mbl 00PaTHJIMCh K HAIIEMY JPYTY U XyI0KHUKY Pekcy CMumy
(Rex Smeal, https.//twitter.com/RexSmeal) ¢ npock6oii npeBpaTuth rpyoObiii HAGPO-
cok J[koHa BO 4TO-TO GoJiee MHTEPECHOE U MOAPOOHOE. PUCYHKH, CO3/IaHHbIe PYKOii
XYIOKHUKA, He ObLIIM KPUTUYECKH BasKHBIMU JIJIs TPOEKTUPOBAHSI UTPbI, HO OHU 110~
MOTJIF HaM COCTaBUTH GoJiee MOJIHOE MpecTaBienne o6 urpe. Hampumep, Mbl HOHSLIH,
4TO KOCMUYECKON CTaHIINH, KOTOPYIO OY/IET 3aliNIaTh UTPOK, Hy/KHO YIAETUTH 0c0b0e
BHUMaHue, YTOOBI €€ BH/ BBI3BIBAJI JKeJTaHue COXPaHUTh ee. Korga Mbl pacckasanm Xy-
NOKHUKY O CBOEHT 3aTee, OH HapUCOBaI HAOPOCOK, M300paskeHHbINA Ha puc. 9.3; 3aTeM,
MOCJIE TOTO, KaK MbI TIOCU/IEJT BMECTE 1 00CYIN/IM OrpaHndenus, PeKc monpasu mpo-
€KT, U TIOJIyUYHUJIOCh TO, YTO MbI YK€ MOLJIU CMO/IETUPOBaTh (puc. 9.4).

Vcnosb3ys aTOT 9CKKM3 B KaueCTBE OCHOBBI, Mbl CMOJEIMPOBaJIK cTaninuio B Blender.
Paborag Haj cTaHIuedl, Mbl PENIMJIN, YTO B JaHHOM CJIydyae Jiydlle TPUMEHUTD MOJI-
X0/l K cO3/laHui0 TpaduuecKuX 0OPasoB ¢ KMCIOJb30BaHMEM MUHHUMAJIBHOTO KOJIHU-
YecTBa IMOJUTOHOB B JIyXe TaKWX XyA0KHUKOB, kak Xusep Ilenn (Heather Penn,
https.//twitter.com/heatpenn) u Tumoru Peitnomnnc (Timothy Reynolds, http.//www.
turnislefthome.com). (Heb3st ckazaTh, 4o Tpaduka ¢ MUHUMAJIBHBIM KOJIUIECTBOM
MMOJTUTOHOB UMeET TIPOCTOM BUJ UJTU TIPOCTA B CO3/ITAHNHU, HET, HO ¢ TPaduKoii B 9TOM
cTuie mpotie paboTarth MO TeM Ke TPUYMHAM, TOUYeMYy PUCOBATh KapaHIAIIoM IPOIIIe,
4eM MacJIOM. )

[TosyguBITyIOCS MO/IENH CTAHITIE MOXKHO YBUAETH Ha prc. 9.5. MbI TaksKe cMO1epo-
Baiu B Blender kocmuueckuii kopabiib 1 acTepon. ITH MOJAEIN TIOKa3aHbl Ha puc. 9.6
n9.7.
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Puc. 9.4. YHY‘-ILLIeHHbIﬁ 3CKM3 KOCMMYECKUI CTaHumn, I'IpMFOLI,HbIl‘;i Ana moaenmpoBaHus
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Puc. 9.6. Moaenb KocMuyeckoro kopabns

Puc. 9.7. Mogenb actepovga
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MonyuyeHune pecypcos

Jliist co3iaHus UTPBI BaM TTIOHAZ00SITCST PECYPCBI, TAaKUE KaK 3BYKOBbIe 3 (heKThI, MO-
JIeJTM U TeKCTYpbl. Mbl yITakoBaju Bce 3To JJIs1 Bac. Bam Hy»KHO ITPOCTO 3arpy3nUTh 3TOT
naket k cebe. Mailsibl B TakeTe OpraHu30BaHbl B UEPAPXHIO MAIIOK TaK, YTOOBI BaM TIPO-
1e OBLITO OTHICKATH HYJKHOE.

3arpysuTh pecypcbl MOkHO co crpanutibl GitHub mpoekra: http.//www.bit.ly /rockfall-
assets.

ApxuTekTtypa

ApXUTEKTYpa, 3aJI05KeHHAsS B OCHOBY MTPBI, OUE€Hb 1TOX0KA HA aPXUTEKTYpPy UTphl Ko-
nodey; ¢ cokposuuamu. OCHOBHBIE 0OOBEKTHI UTPhI, TAKKWE KaK KOCMUYECKUI KOpabJib,
YIIPaBJIeMbIil UTPOKOM, M KOCMUYECKAas CTaHIIMS, CO3/IAI0TCA IIEHTPAJIbHBIM JIUCIIeTYe-
POM UTPBI; AUCTIETYEP TAKIKE U3BEIACTCS O 3aBEPIICHUH UTPBI, KOT/[A UTPOK MOTHOAET.

[Mosp3oBarenbckuii wHTEPGhENC HTONH WUTPHI HEMHOTO CJIOXKHEE, YeM MPEbIaYIIeil.
VYupasaenue urpoit Korodey, ¢ cokposuuamu OCyueCTBISIIOCH IBYMST KHOITKAMU U Ha-
KJIOHOM YCTPOCTBA; B TPEXMEPHOIT UTPE, TJI€ UTPOK MOKET JBUTAThCS B JIOOOM Ha-
MpaBJIeHUH, YTIPaBJeHNe HAKJIOHOM MasolpurojHo. [TosTomy Mbl penman ucrob-
30BaTh B 9TOH IJlaBe dKPAHHbBIN <«IKOMCTHK» — 00JIACTb Ha dKPaHe, OlPeIe/IsIoNLyio
KacaHu4 U TI03BOJISIONIYIO TT0JIb30BATENIO YKa3biBaTh HAIIPABJICHHE, BUTAS MTAJIBIICM.
Ita obnacth GyeT TepefaBaTh MHHOOPMAIIMIO 0 BBOJIE OOIIEMY [UCIIETYEPY BBOIA, UC-
HOJIb3YIONIEMY 3TY MH(MOPMAIINIO JIJIs YIIPaBJICHUS HallpaBJICHUEM I10JIeTa.

Yipasiienre HaKJIOHOM CJIOJKHEE Peain30BaTh B TPEXMEPHOI UTPe, HO 9TO HEe 3HAYMT,
410 Takoe HeBo3MOkHO. Vrpa N.O.V.A. 3 — 1ryTep OT 1epBOro Juia — MOAAePKIUBAET
yIIpaBJeHUE HAKJIOHOM, [T03BOJISISI UTPOKY TTOBOPAYMBATH CBOETO MIEPCOHAKA U ITPHILE-
JIMBATHCA € BBICOKOI TOYHOCTHIO. BaM CTOUT mompo6oBaTh ChIrPaTh B ATY UTPY, YTOObI
HOJIYYUTh TIPECTaBIeHIE, Kak paboTaeT TaKoil Crocol yIpaBieHus..

Moesb TioJI€TA B ATOM UTPE TIPeIHAMEPEHHO Peayn30BaHa HEMHOTO HEPeaJTuCTUIHO.
CaMblil IIPOCTOl ¥ PEANTUCTUYHBINA MOAX0A — CMOLEIMPOBaTh (DU3NYECKUIT 0OBEKT,
OTIPE/IETTUTH CUJTY TSTH, TOJKAIOIIEH ero BIepe/l, 1 TPUMEHSTh (hU3ndecKre CHUJIbI JIJIsT
BpaiieHns kopabsa. OIHAKO 9TO YCIOKHUT YIIPaBIeHUE MOJIETOM U IIPUBEIET K TOMY,
4TO UTPOK OBICTPO TOTEPsieT nHTepec. I109TOMY MbI PELIMIN YIIPOCTUTh (DUBHUKY I10-
Jieta: KopabJib Beerga OyieT ABUTaThes Bepel ¢ (GUKCUPOBAaHHON cKOpocThio. Kpome
TOTO, MTPOK HE CMOKET BpaIaTh KOPabJib, a JIOObIE MOMBITKH CAETaTh 3TO OYIYT KOp-
PEKTUPOBATHCSA (TO €CTh, B OTJIMYNE OT HACTOSIIET0 KOCMUYECKOTO TPOCTPAHCTBA, ITPO-
CTPAHCTBO B UTPe OYAET MOAEPKIUBATD MOHATHUS <BEPX» U <HU3» ).

NPOEKTMPOBAHUE W YMPABJIEHME

Bce nusaiinepckue peiieHus il UTP B 9TOUM KHUTE TPUHUMAJMUCH COBEPIIEHHO TTPO-
M3BOJIbHO. J{axke 1IPU TOM, YTO MbI PEIINJIM HE UCIOJb30BaTh (DU3NUECKYIO MOJEIb
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1oJieTa B 9TOH UrPe, 9TO HE 3HAYUT, YTO TaKas MOJIEJb He JIOJDKHA MCIIOJIb30BAThCS
B apKaJHBIX cUMyJIgTopax noseta. [lonrpaiite B ipyrue urpel 1 mocMOTpHUTeE, Kakue
pereHust IpuHATH TaM. He mymaiite, 4To Bee Urpbl IOJKHBI ObITh OPraHM30BaHbI TAK,
KaK PacCKasajii BaM aBTOPBI KHUTU. B Kaxk[10il urpe MOTYT OBbITh IPUHSITHI U PEATH30-
BaHbI CBOU PelleHUs.

ACTepOI/IHI}I 6y1[yT peajin30BaHbl KaK O6'I)€KTI)I, CO3/laBaeMbI€ 13 nrabaoHa CIielraab-
HBIM 00BEKTOM — «UCTOYHUKOM aACTEPOUI0B». ITOT 00BEKT 6y11eT CO3aBaTb aCTepoun-
Abl 1 HAlIPaBJIATH UX B CTOPOHY KOCMHYECKOI CTaHIIUH. CTOJIKHOBEHHE C aCTEpoOU/10M
6y21€T yYMEHbIIATh JKN3HECTTOCOOHOCTD CTaHIIMH; KOT'Zla KOJTMYECTBO 9TUX OYKOB JOCTUT -
HET HYJIA, CTaHIWA PA3PYHIUTCA, 1 UT'PA 3aBEPIIUTCA.

CueHa

Haunewm ¢ moaroToBKY ciieHbl. Mbl co3mainM HOBLIH mpoekT Unity, a 3aTeM 106aBrM
KOCMUUYECKUN KOPabJib, CIOCOOHBIN JIeTaTh B TPEeax CIieHbl. BBITOJHUTE CIIepyio-
1e AefcTBys, 4T0ObI CO3/1aTh OCHOBY /ISt JaJibHelIIei pa3paboTKU UTPHI.

1. Cosdaiime npoexm. Cosnaiite HoBbrit ipoekT B Unity ¢ umenem Rockfall u Beibepure
Juist Hero pesxum 3D (puc. 9.8).

Projects  Learn  Activity Buew  [losen @ mraccomr

Project name*

|Roddall | ®3IDOD | padnson pactase |
Lacaticn® | Enable Unity Analytics (7)

fUsers/desplesda/Work

Puc. 9.8. Co3gaHue npoekTa

2. Coxpanume nosyio cuyeny. llocie cospaHus MpoeKTa U MOSBICHNS HOBOH MyCTOM
CIIEHBI COXPAHUTE €€, OTKPbIB MeHIo File (Daiin) u Boi6pas myHKT Save (COXpaHUTh).
Coxpanute ciieHy ¢ MeHeM Main.scene B miarnke Assets.

3. Hmnopmupyiime sazpyacennvie pecypcnl. JBax sl menkuuTe Ha dhaiiie .unitypackage,
3arpyskeHHoM B pazzesie «llonydyenue pecypcoBs. MimMmopTupyiite B mpoexT Bce pe-
CYPCBI.

Ternepb MOXKHO MPUCTYTIATH K KOHCTPYUPOBAHUIO KOCMUYECKOTO KOPabJIs.
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Kopabnb

HauHeM pa3paboTKy UTPbI ¢ CO3MAHUST KOCMUYECKOTO KOPabJist, HCIIOJIB30BAB MOJIEND
13 PecypCcoB, 3arpy>KeHHBIX B paszee «Ilosyuenue pecypcoss.

Cam o6bekT Ship, IpeCcTaBAsIONINN KOCMIUECKUH KOpabJib, OYIeT HEBUANMBIM OOBEK-
TOM, COZIEPKAIIM TOJBKO CIEHAPUH; K HeMy Oy/IeT TIOKITIOYEHO MHOKECTBO I0YEPHIX
00BEKTOB, PELIAIONTIX ONPEAETCHHbIE 3a4a9l OTOOPaKEeHNS Ha SKPaHe.

1. Cosoaiime obwvexm Ship. Orkpoiite Merio GameObject (MrpoBoii 06beKT) 1 Bbibe-
pute myHKT Create Empty (CosnaTh mycToii). B ciieHe TOSBUTCS HOBBIN UTPOBOI
00beKT; Haiite eMy uMmst Ship.

Teneps 0GaBUM MOJIEJIb KOPaOJIsL.

2. Omxpoume nanxy Models u nepemawume moderv Ship ¢ uzposoii obvexm Ship.
B pesyansrare B cueny Gymer qobaBieHa TpexMepHas MOAETb KopaOis, Kak TTOKa-
3ano Ha puc. 9.9. Ileperamus ee B uTpoBoil 00BEKT Ship, BBI cieIaeTe ee JOYepHUM
0OBEKTOM, TO €CTh OHa OyJET TepeMenaThCs BMECTE ¢ POAMTENCKUM UTPOBBIM
obbekToM Ship.

Puc. 9.9. Mogenb kopabnsi B cLieHe

3. Iepeumenyiime obvexm modeau 6 Graphics.

Jlajiee HY;KHO HACTPOUTh 00BEKT Graphics Tak, YTOOBI OH HAXOIWJICS B OJHOM TIO-
suiumn ¢ oobexToM Ship.

4. Buibepume obvexm Graphics. lenkuure 110 MUKTOrPaMMe ¢ U300PasKeHIeM LIecTe-
PEHKM B TIPaBOM BEPXHEM yIJIy B pPas/ese ¢ HACTPOWKAMM KOMIOHeHTa Transform
u BbiGepute Reset Position (COpocuTb MO3UILMIO), Kak oKazaHo Ha puc. 9.10.
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Ocrasbre yriibl oBopoTa paabiMu (—90, 0, 0). 1o 0ObsIcHsETCS TeM, 4To KopalJib
mozesposaiicst B Blender, rie ncnosbayercs cricrema koopuHar, otamdHast ot Unity;
B UaCTHOCTH, HarlpaBjieHuto «BBepx» B Blender coorercrByer och Z, Toraa kak 8 Unity
3TOMY HaIIPaBJIEHHUIO COOTBETCTBYET 0Ch Y. YT0OBI riciipaBuThb 310, Unity aBromMaTiye-
CKU TIOBOpAYMBaeT MOJIeJIH, co3anubie B Blender.

@ Inspector
| 8 [Graphics ] Ostatic ~
Tag [Untagged 4| Layer | Default 4|
Model | Select | Revert | Open |
¥ .~ Transform : =
Position 3'19_ Reset
Rotation X[=¢  Revert to Prefab
Scale X1
— - — Move to Front
vli:‘ Ship (Mesh F“W) Move to Back
Mesh ] Copy Component
Tl‘;‘éﬂluhm Paste Component As New
CBtShlllm an Paste Component Values
ReceiveShadows [ MGG
b Materials -7 Reset Rotation
Reset Scale

Puc. 9.10. C6poc no3uuum obbvekTta Graphics

Y066l 0OHAPYKUBAIMCH CTOJIKHOBEHUST KOPAOJIst ¢ IPYTUMU 0OBEKTaMU, T0OaBIM
KOJLITaliep.

5. [lobasvme 6 kopabiw xomnonenm Box Collider. Boibepure o6bexT Ship (To ecTb pojiy-
Tesist oObekTa Graphics) u menknute 1o kxomke Add Component (Jo6aBuTh KOMIIO-
HEHT) BHU3Y HHCIIEKTOpa. Boibepure kommoneHT Physics » Box Collider.

IMocne mobaBienust Kosuaiigepa ycranopure (raxkok Is Trigger u ycTaHOBUTE pas-
Mepbl KoJutaiigepa pasubiMu (2, 1,2, 3). B pesyabrate Gyjer cosmaH KoJuiaigep
B (hopMe T1apasiiesielniesia, OKPYsKarolero KOCMIYECKIii KopaoJib.

KOpa6JH:: JIOJIPKCH IBUTAaTbCA BIIEPE/ C ITOCTOSTHHOI CKOPOCTBIO. [[JIH 9TOTO ,ZIO63.BI/IM
CHeHapHﬁ, HepeMe].L[aIOH.[I/Iﬁ Jo6b1e 06'beKTbI, K KOTOPbIM OH 6yz[eT ITOAKJIIOYECH.

6. Jobasvme cuyenapuii ShipThrust. IToka BeiOpan 0ObeKT Ship, IEJKHUTE [0 KHOIIKE
Add Component (/lo6aBuTh KOMIIOHEHT) BHU3Y HHcIekTopa. CosnaiiTe HOBBII cIie-
Hapuii Ha C# B aitne ShipThrust.cs.

3areM otkpoiite daiin Ship Thrust.cs u 106aBbTe B HETO CJAEAYIOMIMIA KO/
public class ShipThrust : MonoBehaviour {
public float speed = 5.0f;

// TNepemewaeT Kopabnib Brepes C MOCTOAHHON CKOPOCTbH
void Update () {
var offset = Vector3.forward * Time.deltaTime * speed;
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this.transform.Translate(offset);
¥
¥

Crienapuit ShipThrust sKCOpPTHUPYeET eIUHCTBEHHBIN MapaMeTp speed, KOTOPBIH
UCTIOb3yeTcst B hyHkiun Update [ist iepemMeriieryist oObekTa Bepe. Bemmauna
TepeMeITeHusT OIpe/iessieTcsT Kak TIPON3Be/IeHIIe HAllPABJICHIS «BIlepel» B BEKTOPE
Ha ITapaMeTp CKOPOCTH U Ha BeJIMUUHY CBOWCTBA Time.deltaTime, Garogapst uemy
CKOPOCTH 0OBEKTA OCTAETCST TTOCTOSTHHOM, HE3aBUCUMO OT YHCJIA BHI30BOB Update
B CEKYHILY.

O6paruTe BHUMaHKWE, YTO KOMIIOHEHT ClleHapus ShipThrust J0JKEH MOAKIIOYaThCs
K 06bexTy Ship, a He Graphics.

\

7. Ipomecmupyiime uepy. Ulenkuure o kuonke Play (Mrparb) u mocMoTpure, Kak Ko-
pabJib HAYHET JIBUTAThHCSI BIIEPEL.

CnepoBaHue KaMepbl

Cuietyromuii mar — 3acTaBUTh KaMePy CJIE0BaTh 3a KocMUIecKuM KopabieMm. Crenath
HTO MOKHO HECKOJILKUMH CIIOCOOAMU: CAMBIN TIPOCTON — TIOMECTUTH KaMepy B 0OBEKT
Ship, uTo6bBI OHA JBUTATACH OJHOBpEMEHHO ¢ HUM. OIHAKO 9TO He Jiydlliee pelieHue,
IIOTOMY 4YTO IIPY TAKOM IIOAXO0/Ie HUKOTAA He OyaeT BO3HUKATh a((eKTa BpalleHunst KO-
palbiist OTHOCUTEIBHO KaMephl.

Jlydiiiee pereryie — OCTaBUTH KAMEPY OTAETBHBIM 0OBEKTOM 1 T0GABUTH CIIEHAPHI, 3a-
CTaBJISIONINH €€ TOCTETEHHO CMEIATLCS B HY/KHYIO Mo3unuio. To ecTh Koraa Kopabb
BBITIOTHUT PE3KUH TTOBOPOT, TIOTPEOYETCST HEKOTOPOE BPEMsT, ITOOBI KaMepa KOMITEHCH-
poBasia MaHeBp, — B TOYHOCTH KaK AEHCTBOBAT OBl OMEPATOP KAMEPDI, CTPEMSIIIANCST
CJIeIOBATh 32 0OBEKTOM CHEMKU.

1. [lobasvme 6 enasnyio xamepy cuenapuii SmoothFollow. Beibepure riaBHyio Kamepy
Main Camera u wesnkauTe 1o kaonke Add Component ([o6asuth komionent). Jo-
Gasbre HOBBIN cienapuii Ha C# ¢ umenem SmoothFollow.cs.

Ortxpoiite (aiisr 1 106aBbTE B HETO CIEAYIOMINN KO

public class SmoothFollow : MonoBehaviour
{

// lUeneBol obbeKkT ANnAa cnepgoBaHuA

public Transform target;

// BblcoTa Kamepbl Hap LeneBbiM 06LEKTOM
public float height = 5.0f;

// PaccTosHue o ueneBoro obbekTa 6e€3 yyeTa BbICOTHI
public float distance = 10.0f;

// HackonbKo 3aMefnswTCs W3MEHEeHUs B MOBOPOTE U BbICOTE
public float rotationDamping;
public float heightDamping;
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// Bbi3biBaeTCA AnA Kaxporo kagpa
void LateUpdate()

{

// BbliTu, ecnu uenb He onpejeneHa
if (!target)
return;

// BbMUCANTB XeNnaemble MeCTOMOJIOKEHUE W OPUEHTaLMUK0
var wantedRotationAngle = target.eulerAngles.y;
var wantedHeight = target.position.y + height;

// BbIACHMTbL TeKyllee MeCTOMONOXEHUE WU OpUeHTaLuK
var currentRotationAngle = transform.eulerAngles.y;
var currentHeight = transform.position.y;

// TIpoAONMXUTb BbINONHATHL 3aMejJIEHHbIA MOBOPOT BOKPYr OCHU Yy
currentRotationAngle
= Mathf.LerpAngle(currentRotationAngle,
wantedRotationAngle,
rotationDamping * Time.deltaTime);

// NpoAonXWTb NMOCTENEHHO KOpPPEeKTUpPOBaTb BLICOTH HAaJ Lenbio
currentHeight = Mathf.Lerp(currentHeight,
wantedHeight, heightDamping * Time.deltaTime);

// TNpeobpasoBaTb yros B MOBOPOT
var currentRotation
= Quaternion.Euler(@, currentRotationAngle, ©0);

// YCTaHOBWUTb MeCTOMOJIOXEHUE KaMmepbl B MIOCKOCTU X-Z
// Ha paccTosHun B "distance" meTpax oT uenu
transform.position = target.position;
transform.position -=

currentRotation * Vector3.forward * distance;

// YCTaQHOBUTb MECTOMOJIOKEHUE Kamepbl, WCMOJIb3YSA HOBYH BbICOTY
transform.position = new Vector3(transform.position.x,
currentHeight, transform.position.z);

// HakoHel, cOpuWeHTMpOBaTb 06bLEKTUB Kamepbl B CTOPOHY,
// Kypa HanpaBnAeTcA ueneBoW 06beKT
transform.rotation = Quaternion.Lerp(transform.rotation,
target.rotation,
rotationDamping * Time.deltaTime);

Cuenapuit SmoothFollow.cs, npuBosiuiicss B 9TON KHUTE, OCHOBAH Ha KOJIe, KOTOPbIN
rerepupyer Unity. Mbl JIHIIIb HEMHOTO aJalITHPOBAIH €T0, YTOOBI OH JIydIile TO/-
XOJIUJI JIJIST CUMYJIITOpa ToJieToB. Ecam y Bac MosIBUTCS JKelaHWe YBUIETh OPUTH-
HaJbHYIO BepCHIo, BB HalijieTe ee B makeTe Utility, KOTOPBINT MOXHO NMIIOPTHPOBATH,
oTkpbiB MeHt0 Assets (Pecypebt) u BoiOpas 1yHKT Import Package » Utility (Mmiioptu-
posatb naket » Utility). TTocsie umnopTupoBanust Bbl HaiieTe OpUTHHAIBHDIN (hailr
SmoothFollow.cs B Standardard Assets » Utility (Cranzaptibie pecypebt » Utility).
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Cuienapuii SmoothFollow BBIYMCJISET MECTONOJIOKEHUE B TPEXMEPHOM IIPOCTPAH-
CTBE, TJIe IOIKHA HAXOIUTHCS KAMEPA, & 3aTeM OTIPEIENISIET TOUKY MeHCOY ITUM Me-
CTOIIOJIO’KEHUEM U MECTOIIOJIOKEeHHeM, I/le Kamepa HaXoJAuTcs Ipamo ceituac. [lpn
PUMEHEHNN K HeCKOJBKUM KaJ[paM 3TOT CI[eHapHil co3iaeT apheKT mocTerneHHo-
TO MPUOIIKEHIST KaMePBI K TPeOYeMOil TOUKe, 3aMeJIsIsT CKOPOCTD TTPUOIKEHTIST
K 3TOH Touke. KpoMme TOTO, Tak Kak MeCTOIIOJIOXKEeHNE, T7Ie TOKHA HaXOIUThCS Ka-
Mepa, M3MEHSIETCST B KAKIOM KaJpe, TO OHa Beeraa OyeT HEMHOTO OTCTaBaTh, a 9TO
HUMEHHO TO, YETO MBI XOTEJIN TOOUTHCSL.

2. Hacmpotime xomnonenm SmoothFollow. Ileperamure o6bext Ship B 11oJie Target cie-
Hapus SmoothFollow.

3. Ilpomecmupyume uepy. lllenxuure o kHotke Play (Urpats). Korpa urpa 3amycrut-
cs1, kopabuib B manesn Game (Mrpa) Gosbiie He 6y/eT BBITISAETD EPEMETIAION M-
cs1, TaK Kak Kamepa Oy/IeT HeOTPBIBHO CJICZIOBATH 32 HUM. YOEIUTHCS B 9TOM BBI CMO-
JKeTe, B3IJISTHYB Ha ITaHeJb CIIeHbI Scene.

KocMuuyeckasa craHuus

[Iporecc cozmanuss KOCMUYECKON CTAHIIMU, KOTOPOU YTPOXKAIOT JIETAIINE aCTEePOUIDI,
UZET 10 TOMY K€ MIabJOHY, YTO M IIPOLECC CO3AaHUA KOPadJss: Mbl JOJIKHBI CO34AaTh
ILyCTOI UTPOBOM OOBEKT U OAKIIOYUTD K HeMy Moziesib. O IHAKO KOCMUYeCKas CTaHIIMsI
BCe JKe HEMHOTO IIPOIIe KOCMUYECKOTo KopabJis, IIOTOMY YTO OHAa HUKYAA He IBIKETCS:
OHa OCTAEeTCsI Ha MECTe U IO/IBEPraeTcs yjapaM acTepounioB. BeimosnuTe cieyrotine
JIECTBUS JIJIST €€ CO3/TaHMUSI.

1. Cosdaiime xonmetinep ois xocmuueckoi cmanyuy. Cosnaiite HOBBII IyCTOI MIpPO-
BOI1 06BEKT ¢ MMeHeM Space Station.

2. [lobasvme modens 6 xauecmse doueprezo oovexma. OTkpoiite manky Models u nepe-
TalTe MozeJb Station B urposoii oobexT Space Station.

3. Cbpocvme mecmononoxcenue obvexma modeau Station. Bbibepure TOJBKO 4TO 10-
GaByieHHBIIT 06BbEKT Station U MeKHUTE TIPaBOii KHOMKOW Ha KoMTioHenTe Transform.
Bri6epure myHkT Reset Position (COpOCHTD IO3UIIMIO ), KAK 9TO JeJIaN0Ch [JIsT MOJE-
Ji Kopabis Ship.

B pe3yabTaTe KOCMUYECKas CTaHIHA JOJIKHA BBITJIAETD TaK, KaK ITOKa3aHO Ha pUC. 9.11.

IMocne mobaBeHMsT MOMENN B3TJISTHEM Ha €e CTPYKTYPY U TOAyMaeM, Kak JA00aBUTh
kosmaiimepor. Kommaiizepsl HeoOX0AUMBI 71T 0OHAPYKEHUST TOTAAHUH aCTEPOUIOB
B CTaHIUIO (KOTOPBIE MBI B UTOTE JI00ABIM).

BriGepuTe 00bEKT MOZIEIN U PACKPOITE ero, YToObl YBUIETh lIepeyetb JOUePHUX 00b-
ekToB. Mojiesib CTAaHIINK COCTOUT U3 HECKOJBKUX TTOBEPXHOCTEN (Mellelt); TiraBHast u3
HUX — ¢ UMeHeM Station. BoiGepure ee.

Barnsnure Ha copepsknmoe nanesu nHcernekropa. Kpome Mesh Filter 1 Mesh Renderer Bbr
yBuamTe Takxke xoJaiiziep Mesh Collider (puc. 9.12). Ecsin BbI He yBUIEIM €70, TPOYHU-
TaiiTe Bpesky «Mogenu u KoJutaigepbl» HIKe.
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Puc. 9.11. KocMmnyeckas ctaHUus

© inspector |
‘j i [Station | CJstatic +
ngl Untagged # | Layerl Default 3 f
Model | Select | Revert | Open |
Yo Transform o=
Position x[o vo z[o
Rotation x[-00  |¥jo zlo
Scale x[1 vl z[1
¥ station (Mesh Filter) @
Mesh - [i#Station o
¥ ... [ Mesh Renderer @
(Cast Shadows [on _a]
Receive Shadows i)
b Materials -
UselLightProbes [
Reflection Probes Blend Probes $]
‘Anchor Override  None (Transform) e
¥ ) M Mesh Collider B
Is Trigger el
Material |None (Physic Material) (o]
Mesh [ @i Station (o]

Puc. 9.12. Konnaigep KOCMUYECKON CTaHLUK
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MOJENUN U KONNAWAEPDI

[Ipn mvmoptrpoBanum Mozesieit Unity MokeT aBTOMaTHYECKH CO3/[aBATh KOJITAM/IEPBL.
VMnoptupyst Moziesib 13 axketa Asset, BbI OZIHOBPEMEHHO HMIIOPTUPYeETe HACTPOIKH,
KOTOPBIE MBI OITPEIEITUIIN JIJIST Hee, BKITIOYast HACTPONKH, HEOOXOAMMBIE IS CO3/aHMsT
KoJutaiizepos. (Ml ciiesranm To ke camoe Jiig Mojiesieii Ship u Asteroid.)

Ecuiit BBI He BUIHTE KOJLTAliiepa NITW UMIIOPTHPOBAIH CBOIO MOJIENIb M XOTUTE Y3HATB,
KaK HACTPOWTH €€, MOYKeTe TIOCMOTPETh U U3MEHUTH 9TH HACTPOIIKH, BHIOPAB camy
Mozesib (To ecTb (aiin B nmanke Models) u nocmorpes wactpoiiku (puc. 9.13). B uacr-
HOCTH, 0OpaTUTe BHUMAHUE, YTO yeTaHoBJIeH (uaxkok Generate Colliders (Tenepuposars
KOJLJIANIephI ).

Puc. 9.13. MNapaMeTpbl UMNOPTUPOBAHWS A1 MOAENN KOCMUYECKON CTaHLMK



180 FnaBa 9. CosnaHune urpbl «MeTeopUTHBIN A0XKAL»

He6o0

B Hacrosiee BpeMsl B IPOEKTE 10 YMOJYAHUIO UCIIOAb3YeTCs CKallbOKe (111 «HeOeCHbII
Ky6», or anri. skybox — Tpexmeproe nzobpaskenue Heba 1 TOPU3OHTA), MTPeIHAZHAYCH-
HBII /7151 UTP, COOBITUSA B KOTOPBIX Pa3BUBAIOTCS HA TIOBEPXHOCTH IJIAHETBI. 3aMeHa ero
Ha CKallbOKC, CHEMATIbHO MPeHASHAYEHHDBINA [I7sT M300paKeHUsT KOCMUYECKOTO TIPO-
CTPAHCTBA, COBEPIIEHHO HEOGXOMNMA JITIsT CO3/IAHUS TIPABUIHLHOTO BOCTIPUSTHST TPBL.

Ckaitbokc — 9T0 BUPTYaIbHbBIN Ky0, KOTOPbIi BCeraa 0ToOpasKaeTcst I03aiu BCEro, 4To
€CTb B CIleHe, 1 HUKOTJa He IIePEMEIAETC OTHOCUTENBHO KaMEPDL. DTO CO34AET OLLY-
IIEHKE, YTO TEKCTYPbl, HATSHYThIE Ha 9TOT KyO, HAXOMATCS OECKOHEYHO Aajieko. Tak
U [OSABUIIOCH HAa3BaHUe «HeOecHbI Ky0».

Yr00bl CO3/aTh WILIFO3HIO, YTO UTPOK HAXOAUTCST BHYTPHU cdepbl, a He KyOa, TEKCTYPhI
JIOJKHBI HCKaKaThCst Tak, YTOOBI He ObLIO BUIHO MIBOB Ha pebpax. CyIiecTByeT MHOKe-
CTBO c110COO0B 0OUTBHCs 9TOr0. ECTh f1aske HeckobKo rmaarntos aast Adobe Photoshop.
OpHako 6OJIbIIIast MX 4acTh MpefHazHaYeHa st eopmupoBanus (hororpaduii, KOTO-
pbie MOrJu Obl OBITH y BaC WK Y APYruX. TpyaHO TonyduTth hotorpaduu KocMmmde-
CKOTO IIPOCTPAHCTBA, KOTOPbIE XOPOIIO MOAXOAMIN ObI JJIS BUAECOUTP, TIOITOMY IIPOIILE
BOCIIOJIb30BATHbCA MHCTPYMEHTOM, CO3/IaI0INM NCKYCCTBEHHDbIE 1/1306pa>1<eH1/19{.

Co3pgaHue ckabokca

[Moce cozmanust WK TOTYYEHNsT M306paKEeHUH I CKaitbokca MOKHO T06ABUTDL UX
B urpy. JI7st 3TOTO HYKHO 106ABUTH MaTepral cKalboKca, a 3aTeM BKIIOYUTD ITOT Ma-
Tepras B HACTPOWKH OCBEIIEHUS CIIeHBI. BOT 4TO 15T 5TOTO HY)KHO C/IeNIaTh.

1. Cosdaiime mamepuan Skybox. Cosznaiite HOBbIIT MaTepUaJ, OTKPBIB MeHIO Assets (Pe-
cypcbl) 1 BeIOpaB myHKT Create » Material (Cosmars » Marepuain). laiite eMy uMmst
Skybox 1 omectuTe ero B nanky Skybox.

2. Hacmpotime mamepuan. Beibepure Matepuan u M3MeHHUTe 3HadeHune mojis Shader
(Ieiimep) co Standard (Cramgapruebiii) na Skybox » 6 Sided (Cxaiiboxce » Ilectu-
rpaHHblii). Bua nncnexkropa nu3MeHUTCA TaK, YTO Y BAC TTOSABUTCS BO3MOKHOCTD 11071~
KJTIOUUTH TIecTh TeKCTyp (puc. 9.14).

Haiimure TekcTypsl 11 ckaiibokca B manke Skybox. Ileperalure ux 1mo ofHON B CO-
OTBETCTBYIOLIME 110JIs1: TeKCTYPY Up — B niosie Up, Tekctypy Front — B rioJie Front u T. 1.

B pesy.ibraTe HACTPOIKHN B MHCIIEKTOPE JIOJIKHBI BBITJISIIETH TaK, Kak Ha puc. 9.15.

3. IHooknouume cxaiibokc xk nacmpouxam ocsewenus. Otkpoiire merro Window (OkHO)
u BbiGepuTe TyHKT Lighting » Settings (Ocserenne » Hacrpoiiku). Ha sxpaHe 1o-
sasutcs nanesb Lighting (Ocgemienne). B BepxHeit yacTu aHen BBl yBUUTE TOJTE
¢ moamuchio «Skybox». ITeperature B 9TO 110JI€ TOJBKO YTO CO3IaHHbII MaTepuas
Skybox (pric. 9.16).

B utore He6o 3aMeHAT U300paKeHUA KOCMUYECKOTO IPOCTpaHcTBa (Kak [OKa3aHo Ha
puc. 9.17). Kpome toro, cucrema ocserernst us Unity Gy/er HCIorb30BaTh nHbOpMa-
I1IO U3 CKallboKca, YTOObI ONPEAEIUTh, KaK OCBELaTh OOBEKTHI; €CJU IIPUTIIALEThCS
BHUMATEJIbHEE, TO MOKHO 3aMETUTh, YTO KOCMUYECKUI KOpadJib 1 CTaHI IPUOOPeIn
3eJIeHOBATBII OTTEHOK, IOTOMY UTO M300pakeHus: Heba UMEIOT 3e/IeHbIil 1[BET.
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Puc. 9.14. HacTpoliku ckaiibokca 6e3 TekcTyp

Xoncr

B Hacrosiiiee BpeMs KOCMUUYECKUI KOpabJib IBUKETCS B IIPOCTPAHCTBE TOJBKO BIIEPE],
MOTOMY YTO UTPOK TIOKA He UMeET BO3MOXKHOCTH YIIPABJSTH MOJeTOM. BCKope MBI /10-
6aBUM 2JIEMEHTBI M0JIb30BATEICKOTO MHTEP(eiica s 9TOro, HO TPEsKIe HYKHO CO3-
JIaTh ¥ HACTPOUTH XOJICT (canvas), Ha KOTOPOM 9TH 3JIEMEHTBI OYayT OTOOPasKAThCS.
[1711 3TOTO BBITIOTHUTE CIEAYIONINe AeCTBUS.

1. Cosdaiime xoncm Canvas. Otkpoiite Mmerto GameObject (rpoBoii 00beKT) 1 BbIOe-
pute yHkT UI » Canvas (Ilosib3oBarenbckuii unrepdeiic » Xoscr). B pesymsrate
OymyT cosaansl 1Ba oObekTa: Canvas u EventSystem.

2. Hacmpotime xoicm. Beibepure urposoii o6bexT Canvas, a B MHCTIEKTOPE B HACTPOTi-
KaX MOJKJII0YEHHOTO KoMITIOHeHTa Canvas Haiiiute nmapameTp Render Mode (Pexkim
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orobpaskenust). BoibepuTe B HeM 3HaueHue Screen Space - Camera (9KpaHHOe 1Ipo-
crpanctBo — Kamepa). Ilocsie aToro mosBsiTcst HOBbIE TTapaMeTpPbl, XapaKTepHbIe
JUIST IAHHOTO PEKIMA OTOOPAKEHUS.

[Teperamue riaBayio kamepy Main Camera B nioJie Render Camera (Kamepa 7151 oTo-
GpakeHus) ¥ ycTaHOBHUTE cBOMCTBO Plane Distance (PaccrostHue 10 IJIOCKOCTH) B 3Ha-
yenwe 1 (puc. 9.18). B pesysibrare XoJIcT 1J1s1 0TOOPasKEHUS 9JIEMEHTOB TOJIb30BATEb-
ckoro uHTepdeiica GymeT 0ToGpaKaThCSI Ha PACCTOSIHUN B OJIHY €THUITY OT KaMephL.

B cBoiictse UI Scale Mode (Pe:xuM MaciuTabUpoBaHUs II0JIb30BATENbCKOIO UHTEP-
(eiica) B pasnese Canvas Scaler Boibepute Scale with Screen Size (MaciutabupoBsaTh
c U3MeHeHneM pa3Mepa 9KpaHa) 1 yCTaHOBUTE KOHTPOJIbHOE pa3pelienne (Reference
Resolution) 1024 x 768, KOTOpoe COOTBETCTBYET paspelleHunio skpata iPad.

Tenepsb XOJICT TOTOB, M MOKHO HAYMHATD JOOABJIATH B HETO DJIEMEHTHI II0Ib30BATEND-
ckoro unrepdeiica.

Puc. 9.15. HacTpoiikv ckaibokca ¢ NoaKIIOUYEHHLIMU TEKCTYpaMu
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Puc. 9.16. Co3gaHne HacTpoeKk OCBeLLEeHUS

Puc. 9.17. CkaliboKc B CLieHe
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Puc. 9.18. HacTpoiikv XoncTa B MHCNEKTope

B 3akroueHue

CreHa rotoBa, n Tenepb Mbl TOTOBBI K PEAJM3allii CUCTEM, HEOOXOAMMBIX JITSI UTPBI.
B caienytotieii riaBe Mbl yriiyOUMCsS B TEMHOTY KOCMOCA M PEATU3YEM CHCTEMY YIIPaB-
JIEHUST TTOJIETOM KOCMIYECKOTO KOPaOJIs.



BBoa v ynpaBsieHue
nosieTomM

ITocsie co3manmst CIIeHbI PUIILIO BPeMsi T00aBUTh B Hee 9JIeMEHT UTPbL. B 9T0il riase
MBI IPUCTYTIAM K CO3/IAaHIIO CHCTEM YIIPABJICHUST KOPaOJieM B KOCMUUECKOM TIPOCTPAH-
CTBeE.

BBoa

B aToil urpe npucyTcTBYIOT /1Ba YCTPOICTBA BBOJIA: BUPTYAJIbHbBIN JIPKOMCTHUK, T03BOJIS -
0NN UTPOKY YIIPABJIATH HATIPABJICHUEM MOJIETa KOPabJist, 1 KHOTIKA, CUTHATU3UPYIO-
1ast 0 MOMEHTAX, KOT/[a TI0JIb30BaTeb BEJIET CTPEIbOY U3 JIA3ePHBIX ITYIIEK.

He 3abbiBaiite, 4T0 IPOBEPHUTH yIIPABJIEHNE UTPOIT TIOCPEACTBOM CEHCOPHOTO IKPaHa
MOJKHO TOJIBKO Ha YCTPOHCTBE ¢ CEHCOPHBIM 9KPAHOM. YTOOBI POTECTUPOBATH UTPY
6e3 cO0pPKHM Ha yCTpoiicTBe, McHob3yiiTe npuaokerue Unity Remote (cMm. Bpesky
«Unity Remote» B riase 5).

[o6aBneHune mHKOMUCTUKA

Haunewm c co3ganus jpkoiicTuka. II?IQOfICTI/IK COCTOUT M3 IBYX BUJIMUMbBIX KOMIIOHEHTOB!
60JIBIIOTO KBa/lpaTa «KOHTAaKTHOM IaHe/Jn» B JIEBOM HIKHEM yriay XoJICTa 1 MaJICHb-
KO «IJIOMIAZIKM» B IEHTPE 9TOI'0 KBa/lpaTa. Korna nosp3oBaTesib IIoOMeniaeT ITaJiel]
B I'PaHUIIbI KOHTaKTHOM ITaHEeJIH, lI)KOﬁCTI/IK MEHACT CBOE MECTOITIOJIOJKEHME TaK, 4TOOBI
TIJIONTa/IKa OKa3alaCb TOYHO II0/ IMaJbIleM M OJJHOBPEMEHHO B IICHTPE ITaHEJIH. Koraa
I10JIb30BaTEJ/Ib 6leeT JABUTATDb IIaJIbIIEM, BMECTE C HUM 6leeT JIBUTATHCS TITOMaKa. YT0-
ObI TIPUCTYIUTD K CO3/ITaHUIO CUCTEMbI BBO/IA, BBIITOJTHUTE CJACAYIONINE JIefiCTBUS.

1. Cosdaiime xonwmaxmuyio nanens. OTrpoiite MeHio GameObject (MrpoBoit 00beKT)
u BeiGepute myHkT UL » Panel (TTosmb3oBarenbckuii naTepdeiic » Tlanens). daiite
HOBOT manen nums Joystick.

[TomecTuTe mManesb B JeBbIM HUKHWI YroJl 9KpaHa W MPUAANTE ell KBaJPaTHYIO
dopmy. TIpUBSLKHITE €€ K JIEBOMY HIKHEMY YTy, BhIOpaB BapuanT Bottom Left mo-
cire memruka mo kHomke Anchor (IIpuBsaska). 3aTeM yCTaHOBUTE MIUPHHY U BBICOTY
nanesau paBabivu 250.



186 Fnaea 10. Bsos v ynpasneHne noneTom

2. Jobasvme usobpasxcenue 6 konmaxmuyio naneiv. Beibepure B cBoiicTse Source Image
koMrioHeHTa Image criipaiiT Pad.

B nTore konTakTHas MaHe b J0KHA BBITJISAETH TakK, KaK ITOKa3aHO Ha pucC. 10.1.

Puc. 10.1. KoHTaKTHasa naHesnb AKOUCTUKA

3. Cosdaiime niowadky ors narvya. Cospaiite BTOpoit 0ObEKT MAHETH U JAliTe emy
nMs Thumb.

CuenaiiTe mIoMAAKy J04epHUM 0OBEKTOM 110 OTHOIIEHIIO K 00bexTy Joystick. ITpu-
BSIDKUTE €€ K Cepe/IUHe B IIEHTPe U YCTAaHOBUTE MUPUHY U BbICOTY paBHbIMU 80. Ycra-
HoBuTe cBoiicTBa Pos X u Pos Y na 0. B pesysibraTe nioniaika okakeTcs: B lleHTPe
KOHTaKTHOII manesu. HakoHern, BoiOepute B cBoiicTBe Source Image crpaiit Thumb.

4. Jobaevme cuenapuiiVirtualJoystick. Beibepure o6bekt Joystick 1 mo6aBbTe HOBBII
cuenapuii ma C# ¢ umenem VirtualJoystick.cs. Otkpoiite daiin u 106aBbTe B HETO
CIIeYTOTUHN KOJI:

// NMony4nTb AocTyn K uHTepdeiicam Event
using UnityEngine.EventSystems;

// TMony4nTb AOCTYN K 3/EeMeHTaM MNoJib30BaTe/NbCKOro uHTepdeiica
using UnityEngine.UI;

public class Virtualloystick : MonoBehaviour,
IBeginDragHandler, IDragHandler, IEndDragHandler {

// CnpaiT, nepemewaemblii N0 3KpaHy
public RectTransform thumb;

// MecTononoxeHue nanbua M AXOUCTHUKA, Korpa
// npoucxoguT nepemeljeHue
private Vector2 originalPosition;
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private Vector2 originalThumbPosition;

// PaccTosHue, Ha KOTOpOe CMeCcTW/iCA nanel, OTHOCUTENbHO
// WCXOOHOro MecCTOMoJIoXeHUA
public Vector2 delta;

void Start () {
// B MOMEHT 3anycka 3amnoMHUTb WCXOAHble
// KoopaMHaThl
originalPosition
= this.GetComponent<RectTransform>().localPosition;
originalThumbPosition = thumb.localPosition;

// BbIKNW4UTHL NAowapky, cAenas ee HeBUAUMMOW
thumb.gameObject.SetActive(false);

// C6poCUTb BeNNYUHY CMelWeHWs B HoMb
delta = Vector2.zero;

}

// Bbi3biBaeTCA, KOrfa HauyMHaeTCA nepemelleHue
public void OnBeginDrag (PointerEventData eventData) {

// CpenaTb naowaaky BUAWUMOI
thumb.gameObject.SetActive(true);

// 3apukcmpoBaTb MUpOBblE KOOPAMHATHI, OTKyZa HayaTo MepemeleHue
Vector3 worldPoint = new Vector3();
RectTransformUtility.ScreenPointToWorldPointInRectangle(

this.transform as RectTransform,

eventData.position,

eventData.enterEventCamera,

out worldPoint);

// TloMecTuTb OXOWCTUK B 3Ty NO3ULMK
this.GetComponent<RectTransform>().position
= worldPoint;

// TloMecTuTb NAowaaky B UCXOAHYW MNO3ULMK
// OTHOCUTENIbHO OXOWCTUKA
thumb.localPosition = originalThumbPosition;

}

// Bbi3biBaeTCA B XoAe MepemeleHus
public void OnDrag (PointerEventData eventData) {

// OnpefenuTb TeKylue MUPOBble KOOPAWHATbl TOYKW KOHTaKTa nNanbla C 3KPaHOM
Vector3 worldPoint = new Vector3();
RectTransformUtility.ScreenPointToWorldPointInRectangle(

this.transform as RectTransform,

eventData.position,

eventData.enterEventCamera,

out worldPoint);
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// TomecTuTb naowagky B 3Ty TOYKY
thumb.position = worldPoint;

// BblMUCAUTL CMeleHne OT MCXOAHOW MO3ULUK
var size = GetComponent<RectTransform>().rect.size;

delta = thumb.localPosition;

delta.x /= size.x / 2.0f;
delta.y /= size.y / 2.0f;

delta.
delta.y

x
I

Mathf.Clamp(delta.x, -1.0f, 1.0f);
Mathf.Clamp(delta.y, -1.0f, 1.0f);

// Bbi3piBaeTCA NO OKOHYaHWM MepemeleHns
public void OnEndDrag (PointerEventData eventData) {
// C6poCWTb MO3ULMI0 AXOWCTUKA
this.GetComponent<RectTransform>().localPosition
= originalPosition;

// C6poCUTb BeNUYUHY CMeleHWs B HOMb
delta = Vector2.zero;

// CKpbITb naowaaky
thumb.gameObject.SetActive(false);

Krnacc VirtualJoystick peanusyer tpu kiioueBbix uHTepdeiica C#: IBeginDrag-
Handler, IDragHandler u IEndDragHandler. Korma UTPOK HAYMHAET JABUTATH AJbIIEM
10 DKpaHy, MPOJOJIKAeT U 3aBepIlacT ABUKeHMe B JI000H TOYKe B Ipejeax IHaHe-
Jm JukoiicTuka Joystick, aBToMaTHYeCKM BBI3BIBAIOTCSI METO/bI OnBeginDrag, OnDrag
1 OnEndDrag COOTBETCTBEHHO. JTU METO/Ibl TIPUHUMAIOT €JNHCTBEHHBIN TTapameTp:
00beKT PointerEventData, cojepsKaluii, KpoMe BCEro npoyero, uHGopMaIuio o Me-
CTOIOJIOKEHNH T1aJIbIla HA 9KpaHe.

o Korna nauunaemcs npuxenue maiblia 1Mo 9KpaHy, KOHTaKTHas ImaHeJab IMO3NIUOHM -
PYETCA Tak, 4yTOOBI €€ IIEHTP OKa3aJICA TOYHO IO/ ITaJIbITEM.

O Korpa nBuskenie npodonxcaemcst, MIOMIAJKA ABUKETCS CAHXPOHHO C TTAJIbIIEM, TPU
9TOM H3MepseTcs BeJIMYMHA CMENeHUs IIJIOMA/KK OT 1IeHTPa KOHTAKTHOH HaHean
1 COXpaHsieTcs B CBOCTBe delta.

O Korza nuskenue sakanuusaemcs: (To €CTh KOT/IA TIOJH30BATEb OTPBIBAET ITAJICI OT
dKpaHa), KOHTAKTHAs TaHeJb U TIJI0MIA/IKa BO3BPAIIAIOTCA B MCXOTHOE MECTOIIOJIO-
JKeHue, a CBOICTBO delta cOPachIBAETCS B HOJID.

YT06bI 3aBEPLIMTD CO3/IaHNE CHCTEMbI BBO/IA, BBIIIOJHUTE CJIEAYIOINE AeHCTBUSI.

1. Hacmpoiime daxcoticmux. Boibepure oObexT Joystick u iepeTaiute B €ro CBOMCTBO
Thumb o6bexT Thumb.
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2. Ipomecmupyiime dcoticmux. 3amyCTUTE UTPY, HAKMHUTE KHOTIKY MBITIU B ITpe/eIax
KOHTAKTHOW MaHeJW U, YACPKUBAA €€ HAKATOM, TIEPEBUHETE B JIOOYIO CTOPOHY.
C HayayIoM JBUIKEHUMS KOHTAKTHAd I1aHesb IIepeMEeCTUTCS OJIMH Pas, a IJIOIIAIKa
GyJIET TIPOIOJIKATE JIBUTATHCS, CHHXPOHHO € TIepeMelieHusiMu ykaszaresst. Obparu-
Te BHUMaHWe Ha 3HaueHue cBoiicTsa Delta o6bekra Joystick — OHO JIOJKHO M3Me-
HATBCA € IIepeMeleHUeM TIOIAIKH.

AucneTyep BBOAA

Tenepb, 3aKOHYMB HACTPONKY JDKONCTWKA, OPTaHU3yeM TMepefady WH(HOPMAIUA OT
IFKOMCTIKA KOCMITYECKOMY KOPabJTio, 4TOOBI TOT MOT UBMEHSITH HAIPABJIEHHUE TTOJIETA.

Mbi Moziu Gt HATIPSAMYTO CBA3ATH KOPaOJIb ¢ ZKOHCTUKOM, HO BO3HUKAET OjiHa TTpobIie-
Ma. B riporiecce urpbi Kopabirb MOKET ObITh YHHUTOKEH, 1 GYIET CO3/[aH HOBBIH KOPabIIb.
Yro6bl TAKOE CTAIO BO3SMOKHBIM, KOPAOJIb IPUAETCS TIPEBPATUTD B MAGIOH — B 9TOM
cJaIydae IUCTeTyep NP CMOKET CO3/IaTh MHOKECTBO ero Komuit. OfHAKO MmabJIoHbI He
MOTYT CCBLTATHCS HA OOBEKTHI B CIEHE, TO €CTh BHOBb CO3MAHHBIN 06BEKT KOpabJist He
GyIeT IMETh CCHITKH Ha JIPKOHCTHK.

Jlyuiee perenne — co3ath 00beKT-0AMHOUKY (singleton) aucneryepa BBOAA, Beer-
Jla IPUCYTCTBYIOMIUN B CIlEHE W 8cezda uMerowutl T0CTYI K PKOUCTUKY. Tak Kak aToT
06BEKT He SIBJIAETCS 9K3EMILISIPOM 11abIoHa, HaM He TIPU/ETCst OECTIOKOUThCS O TIoTepe
CCBITIKY TIPH ero co3aanui. Korma 6yner co3maBaThest HOBBIN KOPabib, OH CMOKET UC-
MI0JIb30BATD AMCIETYEP BBOJA (JIOCTYIIHBIHM IPOrpaMMHO) /IS MosrydyeHus nHdopMma-
11U U3 JPKOKCTHKA.

1. Cosdaiime cuenapuii Singleton. Cosmaiite HOBbII ciieHapuil Ha C# ¢ uMeHeM
Singleton.cs B nanke Assets. OTkpoiite 9ToT (hailJi U BBeAUTE CIAEAYIOMMHA KO/

// 3TOT Knacc no3BonAeT ApYrumM obbekTaMm CCbiNaTbCA HA eAUHCTBEHHbINA
// obumii obbekT. Ero ucnonb3ywT knaccel GameManager u InputManager.

// 4T06bl BOCMONBL30BaTbCA 3TUM KNAaccoM, yHacnenyiTe ero:
// public class MyManager : Singleton<MyManager> { }

// MNocne 3Toro Bbl cMoxeTe obpawaTbCA K eAMHCTBEHHOMY obwemy
// 3K3emnnAapy knacca Tak:
// MyManager.instance.DoSomething();

public class Singleton<T> : MonoBehaviour
where T : MonoBehaviour {

// EBVWHCTBEHHbI 3K3emnnAp 3TOro kjacca.
private static T _instance;

// MeTon pocTyna. lpu nepsBom Bbi30Be HacTpauBaeT _instance.
// Ecnn Tpebyembiii 06beKT He HaiifeH,
// BbIBOAWUT coobuweHne o6 ownbke B XypHan.
public static T instance {
get {
// Ecnu cBoilcTBO _instance ewe He HacTpoeHo..
if (_instance == null)
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// ...nombiTaTbCA HalWTU 06bEKT.
_instance = FindObjectOfType<T>();

// 3anucaTb coobueHune 06 ownbke B ClyyYae Heyhauu.
if (_instance == null) {
Debug.LogError("Can't find "
+ typeof(T) + "!");
¥
}

// BepHyTb 3K3eMmnaAp ANA MCMNONb30BaHMA!
return _instance;

}
}

ITOT clieHapHii Singleton MEHTHYEH ClieHApHUIO Singleton, NCIIO/Ib30BABIIIEMYCS B UTPE
Kouodey, ¢ cokposuwamu. TlogpobHoe onucanue ero paboThbl Bbl Haliere B pasjesie
«Cospnanue kiracca Singleton» B riraBe 5.

2. Cosdaiime ducnemuep esoda. Cosnaiite HOBBII MyCTOI UTPOBOIT OOBEKT ¢ MMEHEM
Input Manager. /To6assre B Hero HOBbIH ciieHapuil Ha C# ¢ umeneM InputManager.cs.
Orxkpoiire dhailst 1 106aBbTe CIEMYIONUI KO

public class InputManager : Singleton<InputManager> {

// DXONCTUK, WCronb3yeMmblii ANA ynpaBieHUa kopabnem.
public VirtualJoystick steering;

B manHbIil MOMEHT InputManager UTPAET POJIb POCTOTO OOBEKTA JAHHBIX: OH MTPO-
CTO XPaHUT CCHIIKY Ha VirtualJoystick. [To3anee Mbl 1100aBUM B HEro JI0IMOJIHU-
TEJIbHYIO JIOTUKY JIJI IIOJEPIKKA CTp(:‘JIb6bI U3 TEKYIIETO OPYKUA Kopa6ﬂ$1.

3. Hacmpotime ducnemuep 6soda. lleperaiiure obbekt Joystick B moste Steering.

Tenepb, HACTPOUB AUCHIETYEP BBO/IA, MBI TOTOBBI KCIIOJIB30BATD €0 JIJIsT YIIPABJICHUS
10JIeTOM Kopab.isi.

YnpaBseHue noJsieToM

B JIAHHBIE MOMEHT KOpa6JIb MOJKET ABUTATHCS TOJIBKO BIIEPE/. Yr1oObl U3MEHUTH Ha-
IIpaBJIeHUE JIBUKEHUSA KOpa6]IH, MbI IOJIZKHBI USMEHUTDb €ro HallpaBJIEHUE <«BIIEPEI».
IIJIH 9TOT'O MbI 6leeM N3BJICKATb I/IHq)OpMaHI/HO 13 BUPTYaJbHOI'O lI)KOfICTI/IKa n B COOT-
BETCTBUM C HEl UBMEHSITh OpHueHTal o KOpa6]I§I B IIPOCTpaHCTBE.



YnpassieHne noneToM 191

B kaszoMm kaape KopabJib HCIIOJIb3YeT HallpaBJeHKE, OIPeAessieMoe KOMCTHKOM,
U 3HAUEHMeE, 3aaf0llee CKOPOCTh OBOPOTA KOPalJist, UTOObI IIOJIyYUTh HOBYIO BEJINYH-
Hy ITOBOPOTa. 3areM aTa nHGOPMaIsa 00bEAUHSAETCS C MmeKyulei OpueHTanueil Kopab-
Jisl, ¥ B Pe3yJIbTaTe TIOJy4aeTcsi €r0 HOBOE HAIIPaBJICHHE «BIIEpe».

OjiHaKO HAM COBCEM He HYKHO, 4TOOBI UTPOK TIEPEBEPHYJICS 1 MOTEPSII HAIIPABJIEHUE
Ha BakKHble 0OBEKTHI, TAKHE KaK KOCMHUYecKast cTaius. UToObl uzbeskarh TOi 1po-
GJIeMBI, CIIEHAPHI YITPABIEHUS TAKKe IPUMEHSIET J0N0IHUMENbHOE BPAIEHUE, KOTOPOEe
MEIJIEHHO TIOBOpaYrBaeT Kopabiib 06paTHO. ITO MOBEAECHNE HEMHOTO HATOMUHAET TI0-
BeJIEHVE CAMOJIETa, JIETATIET0 B atMocdepe,  GoJiee MOHITHO UTPOKY (XOTS 1 B yiiepo
PeaUCTUYHOCTH ).

1. Jobasvme cuenapuii ShipSteering. Beibepure oObekT Ship 1 106aBbTe HOBBIII Clie-
Hapuit Ha C# ¢ umeneM ShipSteering.cs. Otkpoiite daiin u qobaBbTe CACAYIONMIA
KO

public class ShipSteering : MonoBehaviour {

// CkopocTb noBopoTa Kopabns
public float turnRate = 6.0f;

// Cuna BblpaBHMBAHWA Kopabns
public float levelDamping = 1.0f;

void Update () {

// Co3paTb HOBbIA MOBOPOT, YMHOXWB BEKTOP HamnpaBAeHWA AXONCTUKa
// Ha turnRate, u OrpaHuMyYuTb BENMYMHON 90 % OT MONOBUHBI Kpyra.

// CHa4ana nony4uTb BBOJ NoONb3oBaTens.
var steeringInput
= InputManager.instance.steering.delta;

// Tenepb co3jaTb BEKTOp ANA BbMUCNEHWUA MOBOpPOTA.
var rotation = new Vector2();

rotation.y = steeringInput.x;
rotation.x = steeringInput.y;

// YMHOXMTb Ha turnRate, 4TO6b MONYYUTb BENUYMHY MOBOPOTA.
rotation *= turnRate;

// NpeobpasoBaTb B pafuaHbl, YMHOXMB Ha 90 %
// nonoBuHbI Kpyra
rotation.x = Mathf.Clamp(
rotation.x, -Mathf.PI * 0.9f, Mathf.PI * 0.9f);

// W npeobpa3oBaTb pajuaHbl B KBAaTepHUOH mnoBopoTa!
var newOrientation = Quaternion.Euler(rotation);

// 06beAuHWTb MOBOPOT C TeKylel opueHTauuei
transform.rotation *= newOrientation;

// Danee nonbiTaTbCs MUHUMU3UMPOBATb MOBOPOT!
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// CHavana onpepenuTb, KakoW Obuia 6ol opueHTauua

// B OTCYTCTBME BpaleHUs OTHOCUTENbHO ocU Z

var levelAngles = transform.eulerAngles;
levelAngles.z = 0.0f;

var levelOrientation = Quaternion.Euler(levelAngles);

// 06beAWHUTb TeKylyw OpUeHTauuw C HebOoNbWOoN BenUYUHON
// 3Toit opueHTauuu "6e3 BpaweHus"; Korga 3TO MPOUCXOAMUT
// Ha NpPOTAXEHUU HECKONIbKUX KaApoB, O6beKT MeAsIeHHO
// BblpaBHMBAeTCA Haj MOBEPXHOCTbI
transform.rotation = Quaternion.Slerp(
transform.rotation, levelOrientation,
levelDamping * Time.deltaTime);

Ciienapuii ShipSteering ncrosb3yer nHGOPMAIUIO U3 KOHCTUKA [IJIST BBIYUCIIE-
HUST HOBOTO CIJIAsKEHHOTO YTJIa TOBOPOTA U MPUMEHsIET ero K kopabuto. TTocie atoro
UCIIOJIb3yeTCs HeGOJIbIIOEe YCHINe, BBIHY K AAIoNee Kopabyib BbIpaBHIUBATHCSL.

2. IIpomecmupyime ynpaeienue. 3anycrute urpy. Kopabub HayHeT I110JIeT BIEpe;
KOT/[a BBI IEJIKHETE B 00JIACTH JUKOMCTUKA U, YAEPKUBast KHOIIKY MBIIIH, HAUHETE
HepeMerarh yKasaTesb, KopabJjb U3MEHHUT HAllpaBJIeHue mojera. TakuM crocoboM
MOJKHO 3aCTaBUTh KOPabJib JIETeTh B JII0OYI0 cTopory. OOpaTuTe BHUMAHIE, YTO 0~
cJie ToBopoTa (HaIpuMep, eCJii PE3KO 3a[paTh HOC KOPAOJIst U TIOBEPHYTH B CTOPO-
HY) KOpabJib TIOTIBITAETCST BEPHYTHCS B IIPEKHEE TTOJIOKEHHUE TT0JIETa HaJl BOOOpaska-
€MO¥ TOBEPXHOCTBIO.

NHaukaTopbl

Tak kak OCHOBY 3TON UTPbI COCTABJIAET TIOJIET B TPEXMEPHOM IPOCTPaHCTBE, OY€Hb
JIETKO IMOTEPATD CJie/] pa3HbIX 00BEKTOB B urpe. Kocmnueckas CTaHIIMA HaXO/IUTCA I10/]
yI‘pOSOfI Tola/laHrs aCTEPON/I0B, 1 UTPOK JOJIKEH 3HATD, I'/Ie HaXO/IMTCA OHa U I'/I€ Ha-
XOIATCA aCTEPOU/IBI.

Yr00bl PEUTh 3Ty MPOOJIEMY, MBI pealM3yeM CHCTEMY HHINKATOPOB Ha SKPAHE, MO/
CKa3bIBAIOIINX MECTOTIOJIOKEHNE BAKHBIX 00beKTOB. OODBEKTDI, HAXO/SAIIUECS B TIOJIE
3peHus KaMepbl, OyAyT 0OBOUTHCS OKPY/KHOCTAME. VIHANKATOPBHI, COOTBETCTBYIONINE
00BEKTaM, KOTOPBIE HAXO/ISITCS 32 TPAHUIIAMU SKPaHa, Oy/IyT BHIBOAUTHCS HA TPAHUIIAX,
M0/ICKa3bIBasi HATIPABJIEHKE OBOPOTA, YTOOBI YBUETD UX.

Co3pgaHue 3/1eMeHTOB M0J1b30BaTes/IbCKOro nHTtepdenca

Jlist Hauasta cosaiuM 0ObEKT BHYTPH XOJICTa, KOTOPBINA Oy/eT AeiCTBOBATh KaK KOH-
TelfHep /A BCEX WHAMKATOPOB. 3aTeM MBI CO3/IaJIMM WHIUKATOP W MPEBPATUM €ro
B 1IA0JIOH JIJIsT MHOTOKPATHOTO UCIIOJb30BaHUsI. UTOOBI peasin30Barh 9TOT ILJIaH, BbI-
MOJIHUTE CJIeIyToIe TeiCTBU.
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1. Cosdaiime xonumeiinep ons unduxamopos. Beibepure obbekT Canvas 1 cosiaiite HO-
BbIii IIyCTOM 0uepHuii 06BEKT, OTKPBIB MeHio GameObject (MrpoBoii 00beKT) 1 BbI-
Opas 1yHkT Create Empty Child (CoszaTh mycToii qouyephuii o6bekr). B pesybrare
GyJieT co3aH HOBBINA 0GBEKT co cBOiicTBOM Rect Transform (KoTopoe ncmosb3yercst
JUIST IBYMEPHBIX OOBEKTOB, TAKUX KAaK HJIEMEHTBI XOJICTa) B MPOTHBOTIOI0KHOCTh
006BEKTY ¢ OOGBIYHBIM CBOWCTBOM Transform (KOTOpOEe MCMOJIb3YeTCst IS TPeXMep-
HBIX OOBEKTOR). YCTAHOBHUTE TOYKU MPUBSI3KU 00BEKTA TaK, YTOOBI OH PACTSIHYJICST
Ha BECh 9KPAH 110 TOPU3OHTAJN 1 BEPTUKAIIIL.

Jaiite HoBOMY 00beKTY nMs Indicators.

2. Cosdaiime npomomun unduxamopa. Coznaiite HOBbIiT 06bEKT IMage, OTKPHIB MEHIO
GameObject (rposoii 06bekt) u BeIGpas myHkr UL » Image (ITosb3oBaTtenbekuii
unTepdeiic » Mzobpaxenue).

Jlaiite HoBOMY 06BekTY nMst Position Indicator. Caemaiite ero ouepHUM MO OTHOTITE-
Huio k o6bekTy Indicators, co3maHHOMy Ha TIPELIYIIEM TITare.

[Teperamure cupaiiT Indicator n3 mamku UI B rtosie Source Image.

3. Cosdaiime mexcmosyio naonucy. Cosnaiite HOBbIII 00BbeKT Text (OTKPBIB MEHIO
GameObject (Mrposoii 06bekt) 1 oamerto UI (TTosbsoBarebekuii nuHTEpdENC)).
Crenaiite aToT 06BeKT Text 10YepHUM TI0 OTHOIIEHUIO K 00BeKTY cripaiita Position
Indicator.

Puc. 10.2. HacTpolikv HaanucK Ha uHAMKaTope
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Boibepure Gebiii 1BeT /st TeKCTa W 3ajlaiiTe BHIPABHUBAHUE 1O TIEHTPY, TI0 TOPH-
30HTAJIM U 110 BEPTUKAJIN.

azaiite Tekct Haamucu «50my». (TekcT OymeT MEHATHCS B XO/€ WIPBI, HO, 3aJ1aB
TEKCT, BbI Jryuliie Oy/ieTe MPeCTaBIsITh, KaK BBITJISIIUT HHAUKATOP. )

[TpussizxuTe 06beKkT Text K cepeiuHe B LEeHTpe, BbIOpaB BapuaHT center-middle,
1 YCTAHOBUTE €r0 KOOPAWHATH X M Y Ha HOJb. baromapst aToMy TEKCT OKasKeTCs
B IIEHTpe cIpaiiTa.

Hakowerl, Mbl OyieM HCIOJIb30BATh HECTAHAAPTHBIN MPUGBT JJIsT MHAMKATOPOB.
Haiimmre mpudrt CRYSTAL-Regular B anke Fonts v ieperaiiure ero B moJe Font 06b-
ekta Text. 3arem uamenure cBolictBo Font Size (Pazmep mpudra) B 3nauenue 28.

B pesysbrare HacTpoiikn KommoHeHTa Text B MHCIIEKTOPe TOJKHBI BBITIISIZIETh Tak,
Kak nokasato Ha puc. 10.2, a cam 00beKT MHIUKATOPA A0JKEH UMETh BUJ KaK Ha
puc. 10.3.

Puc. 10.3. MpoToTnn nHankaTopa

4. Jlobasvme xod. JlobaBbre B 00bekT npororuna Indicator Hosblil crienapuii Ha C#
¢ umeneM Indicator.cs v BBEUTE B HETO CIIEAYIONINN KO

// MNony4nTb pocTyn K knaccam UI
using UnityEngine.UI;

public class Indicator : MonoBehaviour {

// OTcnexuBaemblit 06beKT.
public Transform target;

// PaccTosHue oT 'target' po paHHoro obbekTa.
public Transform showDistanceTo;

// Hapnucb ans oTobpaxeHuA pacCcTOAHUA.
public Text distancelabel;

// PaccTosHue OT KpaA 3KpaHa.
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public int margin = 50;

// UBeT oTTeHKa M306paxeHus.
public Color color {

set {

GetComponent<Image>().color = value;
}
get {

return GetComponent<Image>().color;
}

}

// BbinONHAET HacTpoONKy MHAMKATOpa

void Start() {
// CKpbITb HaAnuCb; OHa byaeT cAenaHa BUAWUMOIA
// B meToge Update, ecnu uenb target byaeT HasHayeHa
distancelLabel.enabled = false;

// Ha 3anycke poxaaTbcCs 6amkxailwero kajgpa nepen oTtobpaxeHuem
// BnAa npepoTBpalWeHua BU3yanbHbIX apTedakToB
GetComponent<Image>().enabled = false;

}

// O6HOBAAET MONOXEeHWEe WHAWKATOpa B KaxAoM Kajpe
void Update()
{

// Uenb ncyesna? Ecnu pa, 3HauYuT, MHAMKATOp TOxe Hajo ybpaTb
if (target == null) {

Destroy (gameObject);

return;

}

// Ecnv uenb NpucyTCTBYeT, BbIYUCIUTbH PacCTOsHWE A0 Hee
// v nokasaTb B distancelLabel
if (showDistanceTo != null) {

// TMoka3aTb HaAnucb
distancelLabel.enabled = true;

// BblMMCNNTbL paccTosHue
var distance = (int)Vector3.Magnitude(
showDistanceTo.position - target.position);

// TNokasaTb paccTosiHME B HaAnucCH

distancelabel.text = distance.ToString() + "m";
} else {

// CKpblITb Haanucb

distancelLabel.enabled = false;

GetComponent<Image>().enabled = true;

//0npepenuTb 3KpaHHble KOOpAMHATbHl 06bEKTa
var viewportPoint =
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Camera.main.WorldToViewportPoint(target.position);

// 06bekT no3agu Hac?

if (viewportPoint.z < 0) {
// CMecTuUTb K rpaHuue 3KpaHa
viewportPoint.z = 0;
viewportPoint = viewportPoint.normalized;
viewportPoint.x *= -Mathf.Infinity;

// OnpefenuTb BUAWMblE KOOPAWHATHI ANA WHAMKaTOpa
var screenPoint =
Camera.main.ViewportToScreenPoint(viewportPoint);

// OrpaHu4nTb KpasMM 3SKpaHa
screenPoint.x = Mathf.Clamp(
screenPoint.x,
margin,
Screen.width - margin * 2);

screenPoint.y = Mathf.Clamp(
screenPoint.y,
margin,
Screen.height - margin * 2);

// OnpepenuTb, rpe B 06/7acTW XONCTa HAXOAWUTCA BUAMMAsA KOOpAMHATa
var localPosition = new Vector2();
RectTransformUtility.ScreenPointToLocalPointInRectangle(

transform.parent.GetComponent<RectTransform>(),

screenPoint,

Camera.main,

out localPosition);

// OB6HOBWTbL MO3ULMI0 MHAMKATOpa
var rectTransform = GetComponent<RectTransform>();
rectTransform.localPosition = localPosition;

Bot kax paboraet mHANKATOP.

O B Mmetone Update B KaskJOM Kajipe TPEXMEPHBIE KOOPAMHATHI OOBEKTA, KOTOPO-
MY COOTBETCTBYET WHIMKATOP, MPEOOPa3yIoTCs B KOOPAWHATHI 8UOUMOU 0Onacmu
(viewport space).

Koopaunarbl B BUAMMO#L 061acTH IIpeCTaBASOT Ho3uiuio Ha skpane, rae (0,0,0)
COOTBETCTBYET JIEBOMY HIDKHEMY YIJTy 9kpaHa, a (1,1,0) — mpaBomy BepxHEMY yTJIy.
KommonenTa Z KOOpANHAT BUANMON OOJACTH MPEICTABISET PACCTOSHIIE 10 KaMe-
PBI B MUPOBBIX €/IITHUIIAX.

To ecTb MBI JIETKO MOKEM CKa3aTb, HAXO/IUTC JIM TOYKa C U3BECTHBIMU KOOP/IMHA~
TaMHW Ha 9KpaHE€ UJIN HET, a TaKKe 1103a/[1 HaC OHa NJIN HET. Ecmm BUMUMbIE€ KOOpAN-
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HaTbl X 1 'Y oObekTa HaxoAsaTcs 3a peaesamu auanasona ot (0,0) mxo (1,1), sHauur,
00BEKT PacIioyaraeTcs 3a MpejieJiaMu 9KpaHa, a e KoopanHara Z mMenbiie 0, 3Ha-
9UT, 0GBEKT PACTIOTATAETCS TIO3AIH.

O Ecim 00beKT HaXoAUTCs 1Mo3au (TO eCTh KOOPAWHATA Z MEHbIIIE HYJIs), MbI TOJIAK-
HbI CI[BI/IHyTb I/IHI[I/IKaTOp K FpaHI/IHC 3KpaHa. EC]H/I I9TOro He c/aeJaTb, TO MHANKa-
TOP, COOTBETCTBYIOMIHI OOBEKTY MTPSIMO C3aJI1 HAC, TIOSIBUJICS Obl B IIEHTPE 9KPaHa,
U UTPOK MOT GBI 110 OIMUOKE MTOYMAaTh, YTO OOBEKT HAXOAUTCS CIIEPEIH.

Yro0bl CABUHYTH WHIMKATOP K KPA, BUANMAs KOOPAMHATa X YMHOKAETCS Ha OT-
PUIATENBHYIO OECKOHEYHOCTD; TIPH YMHOKEHUH KOOPANHATHI X HA HECKOHETHOCTH
WMH/IMKATOP BCerjia OKa3bIBAeTCs JAJeKO 3a JIEBBIM WJIM 32 MPaBbIM KpaeM dKpaHa.
MbI yMHOKAEM Ha OTPUIATENBHYIO OECKOHEYHOCTD, YTOOBI KOMIIEHCUPOBATH (haKT
HAXOXK/ICHWS 32 HAMU.

O [lanee BUaMMble KOOPAMHATHI MPEOOPA3YIOTCS B 9KPAHHbBIE KOOPAMHATBHI U 3aTeM
OrpaHMYKMBAIOTCS 33IAHHBIM JIATTA30HOM, YTOObI OHU HUKOT/IA HE MOTJIM BBIITH 3a
npesenbl okHa. UToObI Yy Th CABUHYTH HHIMKATOP U 0OECTICYUTh YUTAEMOCTh TEK-
cra, 0603HAYATOIIETO PACCTOSTHUE, UCTIOIB3YETCST TTAPAMETP OTCTYTIA margin.

O Hakownelr, 9KpaHHble KOOPAMHATBI IPE0OPA3YIOTCsS B KOOPAMHATBI BHYTPU KOHTEI-
Hepa UHAMKATOPOB, a 3aTe€M UCIIOJIb3YIOTC /it OOHOBJICHIS 03U MHIUKATOPA.
[Tocsie aTOrO UHAMKATOP OKA3bIBAECTCS B HYKHON TTO3UITUU.

VHAMKATOPbI TAKKE OTBEYAIOT 32 YAAleHUE CaMUX ce0s: B KaKI0M KaJPe OHU IIPOBEPs-
I0T CBOE CBOICTBO target Ha paBeHCTBO null M, eC/IM YCI0BHE BLIIOJHACTCS, YAANSIOT
cebs.

B HaCTpofIKe MHIUKATOPOB OCTAJIOCh BBITTOJTHUTH OJINH SaKJHO‘H/ITeJIbeHL/,I mIar. BaBep—
B CO3[[AHUE TIPOTOTHIA HHANKATOPA, €T0 HY;KHO MPeodpa3oBaTh B MabIIOH.

1. Hodkmouume naonucn, omobpaxcarowyio paccmosnue. Ileperaiure 109epHuii 00b-
ekt Text B mosie Distance Label.

2. IlIpeobpasyiime npomomun 6 wabronnviii obeexm (prefab). Ileperamure 00beKT
Position Indicator B manesnb o6o3peBaTeis npoekTa. B pesyabrare Gymer cosmad HO-
BBIH 11aba0HHBIN 06beKT (prefab), uenonbayst KOTOpBIi MOXKHO CO3/1aTh MHOKECTBO
MH/IMKATOPOB BO BPEMsI BBITTOJTHEHUSI.

IIocie cozpanus mrabjona yAaanuTe mpoTOTUIT N3 CITEHDbI.

AvcneTuep MHANMKATOPOB

JlucrieTyep MHANKATOPOB — 9TO OOBEKT-OAMHOUKA, YIIPABJIAIONINIA POIECCOM CO3/1a-
HUS UHMKATOPOB. ITOT 0OBEKT GYIET UCHOIb30BAThCA JIOOBIMU JAPYTUMHU 0OheKTa-
MM, KOTOPBIM MOTpebyeTest 100aBUTh MHAMKATOP HA 9KPaH, B YaCTHOCTH KOCMUYECKOI
CTaHIMel U acTepPONIaMH.

Cnenas 910T 00BEKT OAMHOYKOI, MBI TTOJy9aeM BO3MOKHOCTD CO3/IaTh M HACTPOUTH
0OBEKT B CIIEHE, HE COBEPINAst CJOKHBIX AEHCTBUH, 4TOOBI 1aTh BO3MOKHOCTD 00BEK-
TaM, CO3/aBaeMbIM 13 MAa0JI0HOB, 00paIaThCs K JAUCIIETYEPY.
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1. Cosdaiime ducnemuep unduxamopos. CosnaiiTe HOBbIN YCTOI OOBEKT ¢ UMEHEM
Indicator Manager.

2. Jobasvme cyenapuii IndicatorManager. JlobaBbre B OOBEKT HOBBIN ciieHapwii Ha C#
¢ umeHeM IndicatorManager.cs v BBEIUTE B HETO CJIEAYFOIIUN KO/

using UnityEngine.UI;
public class IndicatorManager : Singleton<IndicatorManager> {

// 06bekT, MOTOMKaMM KOTOpOro 6yayT BCe WHAMKATOPHI
public RectTransform labelContainer;

// WabnoH gns co3paHua WHAMKATOPOB
public Indicator indicatorPrefab;

// 3TOoT MeTon 6yAeT BbI3bIBATbCA APYrUMU OO6BEKTaMKU
public Indicator AddIndicator(GameObject target,
Color color, Sprite sprite = null) {

// Co3paTb 0b6beKkT MHAMKATOpa
var newIndicator = Instantiate(indicatorPrefab);

// CBA3aTb ero c ueneBbiM 06bLEKTOM
newIndicator.target = target.transform;

// O6HOBUTbL ero useT
newIndicator.color = color;

// Ecnu 3apaH cnpaiT, yCTaHOBUTb ero kak u3obpaxeHue
// BnA [BAHHOTro uMHAMKaTopa
if (sprite != null) {
newIndicator
.GetComponent<Image>().sprite = sprite;

}

// Lo6baBWUTb WMHAMKATOP B KOHTEMHep.
newIndicator.transform.SetParent(labelContainer, false);

return newIndicator;

[ucnerdyep MHANKATOPOB PENOCTABIISAET eIMHCTBEHHBIN MeTo/l AddIndicator, Ko-
TOPBIN CO3/1aeT HK3EeMILISAPHI U3 nrabsiona Indicator, cBA3bIBaeT UX C 1eJIE€BBIMU
oObeKTaMu, HACTPauBaeT 1IBET JJIsl OKPACKH CIIpaiiTa 1 nobaBJisieT Ux B KOHTelHep
nHuKaTOpoB. [Ipu Kemanum MOKHO TIepesiaTh TOMY METOJLYy CBOM CITPAiT, 4TOOBL
CO3/IaTh WHIUKATOP ¢ YHUKaJIbHBIM BuZoM. (MBI czieslaeM aTo 11033ke, KOT/a no0a-
BUM IIPUIIEJIBHYIO CETKY. )
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[Toce BBoa ncxomHoro Koza citenapus IndicatorManager MOXKHO MEPENTH K €r0
HacTpoiike. Jlucmeryep H0/KeH 3HAaTh JABE BEIU: KAaKOH 11abJ0H UCII0Ib30BATh JIJIsT
CO3JIaHKS UHAMKATOPOB U KAKOU OOBEKT 0JIKEH ObITh UX POAUTEIIEM.

3. Hacmpotime oucnemuep unouxamopos. Ileperamure oObekr-Kourelinep Indicators
B noJte Label Container, a ma61on Position Indicator — B moute Indicator Prefab.

Tenepp 06aBUM B KOCMUYECKYIO CTAHIIMIO KOJ, A00aBJISIONII HHIMKATOD IIPH 3a-
myCKe.

Buibepume xocmuueckyio cmaniyuio.

5. [lobasvme 6 nee cuenapuil SpaceStation. lobaBsre B 00bEKT CTAaHIIMN HOBBIH ClieHA-
puii na C# ¢ umenem SpaceStation.cs v BBeinTe B HETO CJIEAYIONTUI KO/

public class SpaceStation : MonoBehaviour {

void Start () {
IndicatorManager.instance.AddIndicator(
gameObject,
Color.green
)5
¥

ITOT KOz IPoCTo obpamaeTcs kK 00beKTy-0AMHOYKe IndicatorManager, 4TOGbI 10-
6GaBUTh HOBBII MHIMKATOP 3€JIEHOIO 1IBETa, 0TOOPAKAIOIIUI PACCTOSIHUE [0 9TOTO
0ObeKTA.

6. 3anycmume uzpy. Temeps co cTaniyen OyAeT CBI3aH UHIMKATOP.

Paccrosuue 10 cTanIny He 0TOGPaKAETCs, TOTOMY U4TO KOCMUYECKAs CTAHI[HS HE yCTa-
HaBJIMBaeT IepeMeHHyIo showDistanceTo. ITO clelaH0 HAMEPEHHO — MBI HaCTPOUM
ATy MePEMEHHYTO JITISI aCTEPOUIOB, HO He 715t cTaHIui. CIUIITKOM GOJIBITOE KOTHYECTBO
qrIcesT Ha 9KPaHe MOJKeT 3aMyTaTh UTPOKa.

B 3aknroueHue

MMozapasisiem! Hauas ¢ HyJist, BB TONYIUIN YIPABISIEMbBIIT KOCMIYECKIIT KOPAOIID.
B caenyrotieil riiaBe Mbl TPOAOJIKUM PasBUTHE UTPHI U JOOABUM B Hee HACTOSIIIHIA
WUTPOBOI TIPOIIECC.



dob6aBneHune opyxusn
M NpuuenmBaHuns

Terepb, pean30BaB yIpaBIeHHEe KOCMIYECKIM KOpabJieM, 106aBUM B OOTIYIO KAPTHHY
erie O/IH UTpoBoiT aseMenT. CHayaa MBI T06aBUM OPYIKHE, a TIOCIIE ITOTO PeaTu3yeM
MEeXaHU3M MPUTIETUBAHUSL.

Opyxue

Kasknprit pa3, koria UTPOK MPUBONT B JIEHCTBUE OPY KHe, Ja3epHbIe MK KOCMUYe-
CKOTO KOPabJisi BEICTPENUBAIOT MAPAMHU IJIa3Mbl, KOTOPbIE JIETST BIEPe]l, TIOKa He T0-
PassaT KaKyo-1u00 1ejb UK He UCTeYeT BPEMSI UX CYIIECTBOBaHMsL. Ecu rasMeHHbII
Iap MolazaeT B KaKoi-T0 00BEKT U 9TOT OOBEKT MOJKET HOJYYUTD HOBPEKICHUE, H-
dhopmarus o nomagannuy JOJKHA [epeIaBaThCs TAKOMY OOBEKTY.

PeaszoBath 970 MOKHO, CO3/1aB OOBEKT € KOJIAHIEPOM, KOTOPDIN JIBUIKETCS BIIEPE]
C OTIPeIeTIEHHON CKOPOCTHIO (TIO06HO KOCMIIECKOMY Kopabirio). EcTh HeCKOTbKO Ba-
PUAHTOB OTOOPAKEHMST CHAPSAA — MOYKHO CO3IATh TPEXMEPHYIO MOJIENh PAKETDI, HC-
M0JIb30BaTh 3((MEKT YacTUI[ Uin crpaiit. Ber Moskere BBIOPATH JII060€ pellieH e, HO OHO
He BJIHSIET Ha (haKTUIecKoe TIOBe/IeHIIe CHAPsI/ia B UTpe.

B aroii raBe 11 oToOpaskeHus: CHapsia Mbl MCIOJIb3yeM BusyanusaTop Trail Renderer.
ITOT BU3YaJN3aTOP CO3/IA€T MOCTENEHHO MCUYE3A0IINIl CBETSIIIIICS Cliell, OCTaBJIsie-
MBIiT IBYSKYIIIIMCST 00BEKTOM. ITOT 3(hHeKT 0COGEHHO XOPOTIT JIJIST TPE/ICTABICHUS Ta-
KUX IBUKYTIIUXCSA 00HEKTOB, KK KAUAIOMHECsT KIMHKY WJIH JIETSIINE CHAPSIDI.

ITpumenenue Busyanusaropa Trail Renderer momosxer Jierko co3aath ahdekT JeTsiie-
ro CHapsifa: Wap IJIa3Mbl OyeT OCTaBJIATD 3a COO0IT KPaCHBII CJIell, CTAHOBSIIIUICS CO
BpEMEHEM Bce TOHBIIE U TOHbIIE. Tak Kak BbICTPEJIbI BCET/Ia IIPOU3BOIATCS TOJNBKO BIle-
pen, B pe3yJbraTe HOJyYnuTcs KpacuBblil aheKT yaausdionerocs napa nia3mbl.

Herpadudecknii KOMIOHEHT cHapsia GyIeT peaTn30BaH ¢ MPUMEHEHNEM KUHEMami-
ueck0z0 meepdozo mena. OGBIIHO TBEPIBIE TETA PEATUPYIOT HA CUJTBI, TPUKJIAIHIBAEMBIE
K HMM: CUJIa TPaBUTALlMK 3aCTaBJ/IsAeT UX TePATb BLICOTY, a KOrJa OHU CTAJIKUBAIOTCA
C IPYTUMU TBEP/IbIMU TeJIaMU, B IeliCTBYUE BCTyIaeT NepBblil 3akoH HbioTOHA, n3MeHsist
UX CKOPOCTD ABMxKeHust. OHAKO JUI HAC HEXKETaTebHO, YTOObI CHAPSI/IbI U3MEHSITH
TpaekTopuIo ABmKeHusa. ITo6bl coobumts Unity, 4To TBEpAOE TEI0 UTHOPUPYET JIO-
Gble CUJTBI, TIPUKJIABIBAEMbIE K HEMY, M B TO 5K€ BPEMSI MOJKET CTATKUBATHCS C IPYTUME
TeJIAMU, MBI C/I€JIAEM €T0 KUHEMAMUUECKUM.
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Bosnukaer pe3oHHBIH BOMPOC: 3a4eM BOOOIIIE HCIIOIB30BATh TBEP/IbIE TEJIA /ISl UMUTA-
[ CHApsiZIOB? B KOHIIE KOHIIOB, B KOCMUYECKOM KOpabJie He MCTIOIB3YEeTCsT HU OJIHOTO
TBEP/IOTO TeJIA, 324€M OHU HY KHbBI B CHAPS/Iax?

[IprurHa 06bsICHSETCS OrPpaHYeHUAMY (BU3MUIECKOro ABKKKa B Unity. CTOJKHOBEHMS
MeXy 00beKTaMi 0OHAPYKIBAIOTCS, TOJBKO €CJIU XOTsT ObI OJMH M3 HUX 00Ja/aeT
TBEPIBIM TEJIOM; KaK Pe3yJIbrat, 4T0ObI CHAPsII MOT TTepeiaTh MHPOPMAIIUIO O TT0Tajia-
HUU OOBEKTY, ¢ KOTOPBIM OH CTOJIKHYJICST, MbI JIOJKHBI OAKIIOUUTE K HEMY KOMIIOHEHT
TBEPIOTrO TeJIa 1 00bSIBUTH €10 KHHEMATUYECKUM.

CHauasia MbI CO3/[a/IMM OOBEKT CHAPSA/Ia M HACTPOUM €ro CBOMCTBA, YIPaBJISIONHe 00-
Hapy:KeHHeM CTOJIKHOBEHMI. 3aTeM IOAKJIOUNM K HeMy clieHapuil Shot, 3acTaBJisiio-
HIMH cHApA/L JIeTeTh BIiepe]] ¢ ITOCTOSHHON CKOPOCTBIO.

1. Cosdaiime crnapso. Cosnaiite HOBBII IyCTOI UTPOBOIL 00BEKT ¢ MMeHeM Shot.

Jlobasbre B 06bekT KOMIOHEHT Rigidbody TBepzioro tesa. 3ateM cHUMUTE (hIIakOK
Use Gravity u yctanoBute duiaxox Is Kinematic.

JloGasbTre B 00beKT cheprueckuii Kosutaiinep. YeraHoBuTe pagnyc chepbl PaBHBIM
0,5 1 yctanoBute KoopanHatel rieHTpa paBHbiMu (0,0,0). Daiazkoxk Is Trigger mosmkeH
OBITH YCTAHOBJIEH.

2. [lobasvme cuyenapuii Shot. Jlobassre B 00beKT HOBBIN clieHapuii Ha C# ¢ umenem
Shot. Orkpoiire daiin Shot.cs u 1o6aBbTE B HETO CJEAYIONIMIT KO

// NepemewaeT 06beKT BRnepes C MOCTOAHHOW CKOPOCTbHW M YHUYTOXaeT
// ero cnycTsA 3aAaHHbli MPOMEXYTOK BpeEMEeHM.
public class Shot : MonoBehaviour {

// CKOpOCTb [ABWXEHWA CHapAaa
public float speed = 100.0f;

// Bpema B cekyHAax, 4epe3 KOTOpoe cnefyeT YHUYTOXUTb CHapAg
public float life = 5.0f;

void Start() {
// YHuU4TOXUTb 4Yepe3 'life' cekyHp
Destroy(gameObject, life);

}

void Update () {
// TepemewaTb Brnepes C MOCTOAHHON CKOPOCTbH
transform.Translate(
Vector3.forward * speed * Time.deltaTime);

Ciienapuii Shot oueHb MPOCT, OH peliaeT JBe 3a/1a4M: TAPAHTUPYET YHUUTOKEHUE CHA-
psizia CIIyCTsI 33JaHHOE BPeMsI U eT0 IlepeMelleHne BIIePe/l C TOCTOSTHHON CKOPOCTBIO.

Mertoz Destroy 00BIUHO BbI3bIBAETCS C €IMHCTBEHHBIM MApaMeTPOM — CCBLUIKON Ha
00BEKT, KOTOPbIil Tpebdyercs yopaTh u3 urpsl. OAHAKO OH IIPUHUMAET BTOPOii HeoOs3a-
TEJTHHBIN MAapaMeTp — YHMCJIO CEKYHI OT TEKYNET0 MOMEHTa, KOTOPOEe JIOJIKHO MTPONUTH
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repesl YHU4TOKEHUEM obbekTa. B Metoze Start CIleHApUil BbI3bIBAET METOJ| Destroy
U 1epejiaeT emy lepemMeHnyio life, coob1as nBIoKKY Unity, 4TO TOT 0/KEH YHUUTO-
JKUTDH O0BEKT yepes life cexyHz.

q)yHKLII/IH Update IIPOCTO UCIOJIB3YyeT MeTO/A Translate KomIoHeHTa transform s
IepeMereHns obbeKTa BIIEpe]l ¢ TOCTOSTHHOM CKOPOCTHIO. B pesyibrate yMHOXKEHUS
cBoOliCcTBa Vector3.forward Ha speed, a 3aTeM Ha Time.deltaTime 0OBEKT epeMeraer-
¢4 BIepe]l ¢ TOCTOSIHHOM CKOPOCTBIO B KaXKIOM KaJ[pe.

Manee mobaBuM TpadmuecKyio COCTABIAIONTYIO cHapsia. Kak oTMeyanoch BbITie, /st
CO3/IAHNUST BU3YATBHOTO dhheKTa JETSIET0 CHAPSIIA MBI OYIEM WCIIOJIB30BaTh BU3Y-
anm3atop Trail Renderer. /Iy onpenesieHnst BHEITHETO BUA CJie/la 9TOT BU3YAJINU3aTOP
HCIIOJIb3YET MaTepuaJsl, a 3TO 3HAYUT, UYTO MbI /IOJIZKHBI CO3/1aThb €T0.

Bwr moxere OIIpee/INTb 06011 MaTepuaJi, HO [JIsA COXPaHCHUWA ITPOCTOTHI BHENIHETO
BH/la UTPbI Mbl UCITIOJIb3YEM CILTOIITHOM TEMHBII KpaCHbIﬁ IIBET.

1. Cosdaiime noswiii mamepuai. Jlaiite emy umMst Shot.

2. Obtmosume wetidep. Yrobbl ciel 0ToOpaKaics CIUIONIHBIM KPAaCHBIM IIBETOM, 6e3
0/ICBETKHU, BbIOepuTe /i MaTepuasia meiigep Unlit/Color.

3. Hacmpotime ugem. Ilocie naMeHeHus Iieiijiepa MaTepuaja B CaMOM MaTepHuaje
OCTAHETCST eIMHCTBEHHBII TTapaMeTp — UCIIOJAb3yeMBbIH 1[BeT. BeiGepure B HeM Kpa-
CUBBII SIPKO-KPACHBII I[BET.

[Tocsie cozpanus Marepuaia ero MOXXHO MCIIOJIb30BaTh B Budyasiusarope Trail Renderer.

1. Cosdaiime zpaguueckuii o6vexm 6 oboexme Shot. CospaiiTe HOBBIIL IIyCTONH 0OBEKT
¢ umeneM Graphics. Cjesnaiite ero 104epHIM 110 OTHOIIEHHIO K 00beKTY Shot 1 ycra-
nosure B rozutuio (0,0,0).

2. Cosdatime susyanuzamop Trail Renderer. JJobaBbre B 00beKT Graphics HOBBII KOMIIO-
HeHT Trail Renderer.

3arem cuumute (askku Cast Shadows, Receive Shadows u Use Light Probes.
[lanee ycranosute cBoiicTBo Time B 3Hauenwue 0,05, a cBoiicTBo Width B 3Hauenue 0,2.

3. Hacmpotime cyacenue creda om nauaia ¥ xonuy. JIBaxIpl MIEJKHUTE Ha KPUBOI
Buza (Huke ross Width), mociie yero nosiBUTCS KOHTPOJIbHAS ToukKa. [leperamure
ee B IIPaBbIi HUKHUN yTOJI.

4. IHpumenume mamepuan Shot. Otkpoiite crircox Materials u nieperaiure B Hero ToJib-
KO 4TO CO3/ITaHHbII Marepuas Shot.

B pesyuibrate nactpoiiku Trail Renderer B MHCIIEKTOPE [OJIZKHDI BBITJISIIETD, KAK TIOKAa3a-
HO Ha puc. 11.1.

Ml elte He 3aKOHYMIIM co3aHne 0ObekTa Shot: y Hac (1OKa) HET BO3MOKHOCTH TIPO-
BEPUTH CTPebOY 13 OpysKIst KOPabJisi, HO MbI CKOPO 00aBUM 3TY BO3MOKHOCTb.

Ocrasicst TOCTIeAHWI Iar — PEBPaTUTh 06HEKT Shot B MmabIoH.



Puc. 11.1. HacTpoliku Bu3yanusatopa Trail Renderer ans cHapsiga

1. Ilepemawgume o6vexm Shot us cyenvr ¢ nanxy Objects. B pesyabrare 910T 06BEKT
MPEBPATUTCSA B MIAGJIOH.

2. Yoanume o6ovexm Shot us cuenoL.

Jlasee MbI co3/1aiuM OOBEKT, PEATU3YIOIHIT CTPENbOY U3 OPYKHUSL.

Opy)xue kopabns

YT06bI UTPOK CMOT OTKPBITH OTOHD U3 JTA3€PHBIX MyIIeK KOPabJist, Mbl TOJKHBI TTPE/y-
CMOTPETh KaKOH-TO MEXaHW3M CO3/laHust 00beKToB Shot. MexaHuka cTpesibObl U3 Jia-
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3EPHBIX TYIIEK HEMHOTO CJOKHEE, YeM MPOCTOE BHIOPACKIBAHNE CHAPSI/IA, KOT/[A UTPOK
HaxknMaeT KHOTKY Fire (OTOHB); HaM HY’KHO, YTOGBI CHAPSIBI BBITIETAJIN € TOCTOSTHHOM
4acTOTOH, KOIJla UI'POK HAKUMAeT U y/lepsKUBaeT KHOIIKY.

Takyke HaM HYKHO OTIPEIEUTD, 0MKYOd 3T CHAPSIIBI OyAyT BblaeTarh, Ha KoHIenTy-
albHOM pucyHke (puc. 9.3) MOKHO BUJIETH, YTO JIa3€PHbIE MYIIKU Pa3MeIeHbl 10 60-
KaM Ha KPbLIbSIX, COOTBETCTBEHHO, CHAPSI/IBI IOJKHBI BBLIETATH ¢ 0OEMX CTOPOH.

B Takux ciaydasx HeoOXOMMMO TakKe PENnTh, Kak OYIYT BHICTPETUBATHCS CHAPSI/IBL.
MO3KHO BBICTPETMBATD [IBA CHAPSI/IA CPA3Y ¢ 0OEMX CTOPOH MJTH TTOTIEPEMEHHO — TO CJTe-
Ba, TO CTIPaBa. B aTOM UTPe MbI PENTUIN PEATU30BATh TIOTIEPEMEHHYIO CTPETBOY, TOTOMY
YTO HTO CO3/IAET OILYIIEHUE HEMPEPBIBHO CTPEIbObI, — HO MBI HE TIPETEH/TyeM Ha UCTH-
Hy B rocsieiHeil wacTanin! TTonpodyiiTe pasHbie MOAXO/bI K OPraHU3AIUN CTPETHObI
U TOCMOTPHTE, KaK 9TO CKAKETCS HA OBEJIEHUN KOPalJIsL.

Crpenbboii Oyaer yIpaB/idTh ClieHapuii ShipWeapons. ITOT CIIEHApHil HCIIOJIb3Y-
er mabJIOH CHapsA/a, CO3[MaHHBIN B TPEABIAYIIEM pasjelie, a TakiKe MacCuB OOBEKTOB
Transform; ¢ HavagoM cTPeabOBI OH HAUMHAET MOOYEPEIHO CO3/aBaTh CHAPSIIBI B Pas-
HBIX TOYKAX, COOTBETCTBYOIINX 00bekTaM Transform. TIpu focTUKeHNT KOHI[Aa MACCHUBA
¢ oObekTaMu Transform IPOUCXOAUT BO3BPAT K HAYAJLY.

1. Mlobasvme cuenapuii ShipWeapons 6 o6sexm Ship. Boibepure oObext Ship, no6assre
HOBBII crieHapuii Ha C# ¢ umeneM Ship Weapons.cs 11 BBEIUTE B HETO CJIEY IO KOJL:

public class ShipWeapons : MonoBehaviour {

// WabnoH pnAa co3paHuA CHapAaLoB
public GameObject shotPrefab;

// Cnucok nywek Ansa cTpenbobl
public Transform[] firePoints;

// WHpekc B firePoints, yka3sbiBawwmii Ha cnepywyio
// nywky
private int firePointIndex;

// Bbi3biBaeTcA gucnetyepom BBOoAa InputManager.
public void Fire() {

// Ecan nywku OTCYTCTBYWT, BbIATH
if (firePoints.Length == 0)
return;

// OnpefenuTb chnefywuyl Nywky AAA BbicTpena
var firePointToUse = firePoints[firePointIndex];

// Co3paTb HOBbIA CHapAd C opueHTauuen,

// cooTBeTCTBYyleN nywke

Instantiate(shotPrefab,
firePointToUse.position,
firePointToUse.rotation);

// TMepeiTn K cnepyiwwei nywke
firePointIndex++;

// Ecnu npousowen BbIXOA 3a rpaHuuUpl Maccusa,
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// BepHyTbCA K ero Havany
if (firePointIndex >= firePoints.Length)
firePointIndex = 0;

Cruienapuii ShipWeapons XpaHWUT CHHMCOK TyTmiek (TO3WINIT), BBICTPEIUBAIONNX
cHapsitamu (TepeMeHHast firePoints), a Takike MabJOH TSI CO3AHUS KaxkKIOTO
cHapsima (1epeMeHHas shotPrefab). Kpome Toro, on xpanut undekc ciemyonei
IYIIKY B CIIUCKE /I CJIe/yIolIero BeicTpesta (repeMenHas firePointIndex). Korzia
UTPOK HAXKMIMaeT KHOTIKY Fire, cHapsi/ BBIZIeTaeT 13 OHOM 13 TIYIIeK, a 3aTeM HH/EKC
firePointIndex IePEHOCUTCA HA CIAEAYIOIIYIO IIYIIKY.

Cosoatime nywxu (no3uyuu 0ns évicmpenos). Cosnaiite HOBBII IyCTON UTPOBOIL 00B-
ekt ¢ nMerem Fire Point 1. Cyresmaiite ero 104e€pHUM TI0 OTHOIIEHUTO K 00BeKTy Ship,
a 3aTeM cKomupyiite HaxaTiem KomOuHarmu Ctrl-D (Command-D #a Mac.) B pesyiib-
Tare 6y/:[eT CO3/IaH eI1le OIUH MyCTON 0OBEKT ¢ UMeHeM; JaiiTe emy uMs Fire Point 2.

Yceranosute koopauHath! 1715 Fire Point 1 pasubivu (—1,9, 0, 0), uTo cooTBETCTBYET
JIEBOMY KPBLITY KOPaOIIs.

Ycranosute koopaunatel st Fire Point 2 pasubivu (1,9, 0, 0), yTo cooTBeTCTBYET
IPaBOMY KPbLITY KOPalJIs.

B wrore nosumuu Fire Points 1 u Fire Points 2 moJikHBI BBIT/IAAETh Kak Ha puc. 11.2
nl1.3.

Hacmpoiime cuenapuii Shipweapons. Ileperarure mabion Shot, co3qaHHbIN B TIpe-
JbIAYIIEM paszedie, B rosie Shot Prefab ciienapus ShipWeapons.

anee HaM HykHO H06aBUTH 00a 0ObeKkTa Fire Point B crieHapuii ShipWeapons. [liist
3TOTO MOYKHO YCTAaHOBUTH pa3Mep MaccuBa Fire Points paBHbBIM 2 1 TiepeTaIuThb Kaxk-
1Bl OOBEKT 110 OTAEIBHOCTH, HO eCTh (0J1ee OBICTPHIIL CII0Co0.

Boi6epure 00beKT Ship 1 MIETKHUTE 110 MTUKTOTPaMMe 3aMKa B TIPABOM BEPXHEM YTJIy
UHCIEKTOPa. ITO 3a6JIOKMPYET UHCIIEKTOP, U €T0 COJAEPKUMOe HEe U3MEHUTCS TIPH
BBIOODE IPYTOro 0ObeKTa.

[asee Boibepute 00a 00bekTa Fire Point B mame i nepapxuu, MIeJIKHYB cHavaa Ha Fire
Point 1, a 3aTeM, yaep:xuBas Haxkatolt kirasutry Ctrl (Command Ha Mac), Ha Fire Point 2.

ITorom neperaniure oba o6bekTa B moJie Fire Points oObexTa ShipWeapons. O6s3a-
TeJIbHO cOPOCKTE MepeTackrBaeMblie 00beKThl Ha Haamuch «Fire Points» (a He rae-To
TIO/T Hell ), HaYe HUYeTO He TMTOTyUYnTCS.

10T nIpueM paboTaer ¢ 1H00bIMU IIEPEMEHHBIMI-MACCUBAMU B clieHapusix. OH HOMOKeT
BaM n36eKaTh JIUITHAX ABIKEHUI MBIIIbI0. Ho nMeliTe B BULY, 4TO IPU [IEPETACKIBA-
HIU 0OBEKTOB U3 HEPAPXIU B MACCHB MX IOPSIIOK CJIE0BAHUSI MOJKET He COXPAHSITHCS.

Pasb6roxupyiime uncnexmop. 3aKOHIMB HACTPOIKY ciieHapust ShipWeapons, paz6io-
KUPYHTE WHCIIEKTOP, MEJIKHYB 10 THKTOrPaMMe ¢ M300paskeHHEeM 3aMKa B TPABOM
BEPXHEM YTJIy MHCIIEKTOPA.
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Puc. 11.3. lNMo3nuusa Fire Point 2

B a10ii urpe KocMuyeckuii Kopabib UMEeT TOJIBKO JIBE IYIIKH, HO BOOOIIE ClieHapHii
criocober o6paboraTh 6Gosbire. Ipu skerannm MokeTe T06aBUTH CTOJBKO MYTIEK,
CKOJIBKO BBI TIOCYUTAETE HYKHBIM, TOJIBKO He 3a0y/Ibre C/IeIaTh X J0YEPHUMH 110 OT-
HOIIIEHUIO K 00beKkTy Ship 1 106aBUTh B criucok Fire Points B HHCIIEKTOPE.

Hanee nobasuM B uHTepdeiic urpbl KHOIKY Fire, KOTOpast II03BOJUT BaM CTPEIATh 13
MyTIeK.

KHonka «Fire»

Ternepb 106aBUM KHOIKY, KOCHYBIIHCH KOTOPOH TOJIB30BATENb MOKET OTKPHITH OTOHb
U3 OPYKUS KOPabJIst M TPEKPATHUTH €T0, OTITYCTHUB MAJIETL.

B urpe Gyzer ToJIbKO oHa KHOIIKaA Fire, HO MHOKeCTBO Kopabyieil. ITO 03HAYAET, YTO
MbI HEe MOKeM IIPUB3aTh KHOIKY Fire HerocpeAcTBEHHO K KopabJiio; BMECTO 9TOTO HaM
npuzercsa K00aBUTh AUCIETYEP BBOMA, YTOOBI OOCHYKUTH HECKOIBKO SK3EMILIAPOB
ciieHapud ShipWeapons.

Bor kak Oyzer paGorarh aucreTdep BBOJA: TaK KaK B KaxKIbI KOHKPETHbI MOMEHT
BpPEMEHU B UTpe OYAET TOJBKO OJWH KOpabiib, TO GyIeT IPUCYTCTBOBATH TOJIBKO OJIUH
9K3eMILISAP ShipWeapons. B MOMEHT mosiBJieHUsI ClleHapuii ShipWeapons Gyjer mouy-
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YaTh CCHLIKY Ha OOBEKT-OAMHOUKY HUCTIETYEPa BBOA U COOOIIAThH €MY, YTO SBJISICTCSI
TEKYIMM clleHapreM ShipWeapons. /[ucmerdep BBOjIa 3aTOMHUT 9TO U OY/IET UCIOND-
30BaTh CIIEHAPHIT KAK YACTh CUCTEMBI CTPETHObL.

Haxkowert, kaotika Fire OyieT MOAKII0YATHCS K 00BEKTY JUCIIETYEPA BBOJIA U TIOCHLIATD
€My CHUTHAJI <OTOHb OTKDPBIT»> B MOMEHT KacaHUs ee T0Jb30BaTeIeM U CUTHAJ «OTOHb
IpeKpaiieHs», Korja moib30oBaTelb yoeper majel ¢ KHOnku. J[ucneryep BBoga Gyner
nepelaBaTh aTH COOOIIEHNS TEKYIIEMY ClleHapuio ShipWeapons, 6arofaps 4emy TOT
GyJIeT BECTU OTOHb.

AnbrepHaTUBHOE PellleHre MOKHO Peain30BaTh Ha OCHOBE MeTofa FindObjectOfType.
ITOT MeTo1 1iepedupaeT Bee 0OBEKTHI, IBITAsICh HAITH KOMIIOHEHT COOTBETCTBYIOIENO
THUTIA, ¥ BO3BPAIIAET IEPBBIN HallIeHHBIN. 3a/1efiCTBOBAB MeTO/T FindObjectOfType, MOXKHO
u36aBUTh 0GBEKT OT HEOOXOAUMOCTH PEZUCIPUPOBAMY CeOsl B POJIM TEKYIIEr0 00bEKTa,
HO 9TO 0OXOAUTCS OBOJIBHO A0POro: FindObjectsOfType paboTaeT MEAIEHHO, HOTOMY
4TO €MY TIPUXO/IUTCS IIPOBEPSITH BCE KOMIIOHEHTBI BO BCEX 00bEKTaX B clieHe. ITOT IIPUeM
MOJKHO TIPUMEHSITh BPEMsT OT BPEMEHH, HO He CJIe/IyeT UCITO0JIb30BATD €T0 B KAXKIIOM KaJIpe.

Chavasia peanusyeM IMOIEPKKY PErvCTpallMy TEKYIero sk3eMilispa ShipWeapons
B KJacce InputManager; 3aTeM J06aBUM KOJ B ShipWeapons, KOTOPBIH peructpupyer
ClleHapuii KaK TEeKYIINil B MOMEHT IOABJICHUS 1 aHHYJIUPYeT PETUCTPALIMIO, KOT/Ia KOM-
MOHEHT yaassgercst (Koraa Kopabib paspyaeTcs).

JlobGaBsTe B clleHapuii AucreTyepa BBOJa yIpaBJjieHue ciieHapueM ShipWeapons, BKITIO-
4UB cJaeayIolne CBOICTBa 1 METO/IbI B KJIACC InputManager:

public class InputManager : Singleton<InputManager> {

// DXONCTUK, WCronb3yeMmblii ANA ynpaBieHUa kKopabnem.
public VirtualJoystick steering;

// 3apepxka mexgy BbiCTpenamu B CeKyHAaX.
public float fireRate = 0.2f;

// Tekywwuit cueHapwuit ShipWeapons ynpasneHus cTpenbboii.
private ShipWeapons currentWeapons;

// CopepxuT true, ecnm B [aHHbIA MOMEHT Be[eTCA OrOHb.
private bool isFiring = false;

// Bbi3biBaeTcsa cueHapuem ShipWeapons ana obHoBneHuA

// nepemeHHo# currentWeapons.

public void SetWeapons(ShipWeapons weapons) {
this.currentiWeapons = weapons;

}

// AHanoruyHo; BbI3bIBaeTCA AnA cbpoca
// nepemeHHoW currentWeapons.
public void RemoveWeapons(ShipWeapons weapons) {

// Ecnu currentWeapons ccbllaeTCsi Ha [aHHbli 06bekT 'weapons',
// npucBouTb et null.

YV VVV V V VV V V V V VWV WV V V.V VYV.YV
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if (this.currentWeapons == weapons) {
this.currentWeapons = null;
}
¥

// Bbi3biBaeTcA, Korga nosib3oBaTeNb KacaeTcs KHomnku Fire.
public void StartFiring() {

// 3anycTuTb comporpammy BefeHUs OrHsA
StartCoroutine(FireWeapons());

}

IEnumerator FireWeapons() {

// YCTaHOBUTb MpU3HAK BeAeHWUA OrHA
isFiring = true;

// TMpoponxaTb uTepauuu, noka isFiring paBHa true
while (isFiring) {

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>

>

> // Ecnu cueHapuii ynpaBneHUs Opyxuem 3aperucTpupoBaH,
> // coobunTb eMy O HeoH6XOAMMOCTM MpPOU3BECTU BbicTpen!
> if (this.currentWeapons != null) {
> currentWeapons.Fire();
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
}

}

// XpaTb fireRate cekyHa nepep
// cnepywuwum BbiCTpenom
yield return new WaitForSeconds(fireRate);

}

// Bbi3biBaeTcA, Korga nonb3oBaTenb ybupaeT nanel, ¢ KHonku Fire
public void StopFiring() {

// NpucBouTb false, 4TO6L 3aBepwnTb LUKA B
// FireWeapons
isFiring = false;

}

ITOT KOJI XPAHUT CChIJIKY Ha TEKYITUH clleHapuii ShipWeapons, yIpaBJsioOInii OTHEM
u3 opysKust Kopabyst. MeToabl SetWeapons 1 RemoveWeapons BBI3BIBAIOTCS CIIEHAPHEM
ShipWeapons, KOrzia OH CO3a€TCA U YHUYTOKAETCS.

Mertop StartFiring 3amyckaeT HOBYIO COIIPOrpaMMY, KOTOpasl Be/leT OTOHb, BbI3bIBAs
MeToJ Fire KoMmoHeHTa ShipWeapons, a 3aTeM oskujasa fireRate cekyH/I. Hooqepea-
HBII BBI30B MeTO/Ia Fire 1 OJKUIaHNE TIPOIOJIKAIOTCS, TIOKA ITepeMeHHast isFiring xpa-
HUT true; isFiring mosydaer 3HaueHue false, KOrja BbI3bIBACTCA METON StopFiring.
Metoner StartFiring m StopFiring BBI3BIBAIOTCS, KOT/Ia TOJb30BaTe b HaUMHAET
U IIPeKpallaeT KacaTbCs KHOIKU Fire, KOTOPYIO Mbl BCKOPE HAaCTPOUM.
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[lasiee HaM HY’KHO peasiM30BaTh B ShipWeapons B3anMOJIEHCTBUE C TUCIIETYEPOM BBO/IA,
I0GABUB CJIeAYIONIIe METOAbI B KJ1acc ShipWeapons:

public class ShipWeapons : MonoBehaviour {

vV V V V V V V V V V V V V V.YV

// WabnoH pna co3paHuA CHapsanoB
public GameObject shotPrefab;

public void Awake() {
// Korpa AaHHbIl 06beKT 3anyckaeTca, coobwuTb
// BucneTyepy BBOAa, 4TOObl MCMONb30BaTb €ro
// Kak TeKywui cueHapwii ynpaBieHUA OpyXuem
InputManager.instance.SetWeapons(this);

}

// Bbi3biBaeTCA nNpu ypaneHun obbekTa
public void OnDestroy() {
// Hunyero He penaTb, e€C/AW BbI3bIBAETCA He B pexume Wrpbl
if (Application.isPlaying == true) {
InputManager.instance
.RemoveWeapons(this);
}
¥

// Cnucok nywek Ansa CcTpenbowbl
public Transform[] firePoints;

// WHpekc B firePoints, yka3sbiBawwmii Ha ciepywuy
// nywky
private int firePointIndex;

// Bbi3biBaeTcA AucneTtyepom BBoAa InputManager.
public void Fire() {

// Ecan nywku OTCYTCTBYWT, BbIATH
if (firePoints.Length == 0)
return;

// OnpefenuTb cnefywuyi Nywky ANnA BbicTpena
var firePointToUse = firePoints[firePointIndex];

// Co3paTb HOBbIA CHapAd C opueHTauuen,

// cooTBeTCTBYyllWelh nywke

Instantiate(shotPrefab,
firePointToUse.position,
firePointToUse.rotation);

// NepeiTn K cnepywwen nywke
firePointIndex++;

// Ecnu npousowen BbIXOA 3a rpaHULpl Maccuea,

// BepHyTbCA K €ero Havany

if (firePointIndex >= firePoints.Length)
firePointIndex = 0;
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B MoMeHT cosmanust KocMUUecKoro Kopabiist MeTojt Awake 13 crieHapusi ShipWeapons 06-
paraercst K 00beKTy-0/InHOYKe InputManager U PEruCTPUPYET CIieHAPHIA KaK TEKYIIUI
clieHapuii yripasJieHus opyxueM. Korzia crieHapuii yHUUTOXKAETCS, YTO CIyYaeTcs, KOT/ia
KOCMUYECKHUH KOPabJib CTAJIKUBAETCS € aCTEPOUIOM (MBI I06ABUM 9TO COOBITHE TIO3KE),
ero MeToZ; OnDestroy aHHy/IMPYyeT PErUCTPALUAIO CLleHapUsI B I1CIIETYEPE BBOA.

Bbr o6patniam BHUMaHMe, 4TO METOJ OnDestroy MpOBepsieT ycaosue Application.
isPlaying == true, Ipesk/e 9YeM IPOIOJKUTH? Bee moTomy, 9TO KOT/1a BBI OCTAaHABIIN-
BaeTe UTPY B PEIAKTOPE, BCe 0OBEKThI YHUUTOKAKTCS 1, COOTBETCTBEHHO, BHI3BIBAIOTCSI
BCe UMEIOIIHECs B CIIEHAPUIX METO/Ibl OnDestroy. OiHaKo 1Ipu 0OpalieHnn K 00beKTy-
ofiuHOuKe InputManager.instance BO3HUKAeT omMOKa, IOTOMY YTO UTPa 3aKOHYEHA
U 9TOT 0OBEKT y3Ke YHUUTOKEH.

Yro06bl 1IPeOTBPATUTh OMIUOKY, MbI [IPOBEPsIEM CBOUCTBO Application.isPlaying.
OHo noJstyuyaer 3HadeHue false 1ociie Toro, Kak Bol morpedyere ot pegakropa Unity
OCTAHOBUTDb UTPY, U IIPEJIOTBPaIiaeT npobsieMHOe obpaitienue K InputManager. instance.

Ternepn cosmaam KHOTIKY Fire, TIpe/lTUCHIBAIOIIYIO ANCIIETYEPY BBOJAA OTKPBITh WJIN
IIPEKPAaTUTh OroHb. TaK Kak HaM TpeOyeTcst M3BelaTh JUCIeTYep BBOAA O Hauajle U KOH-
e yep:KaHnusl KHOMKU, Mbl HEe MOKEM KCII0JIb30BaTh CTaHAAPTHOE MOBe/leHNe, KOT/ia
KHOIIKA II0ChLIAET COOOIIEHME TONbKO MOCIe «IIeTuKka» (KOrja majel KacaeTcs KHOII-
KU1 U 3aT€M OTPbIBAETCS OT Hee). BwmecTo aTOr0 /171 OTIIPABKU OTIEIBHBIX COOOMIeHNH
Pointer Down u Pointer Up HaM moHazo6UTCs MCIIOIb30BaTh KOMIOHEHTHI Event Trigger.

CHavasia coszaiite caMy KHOIIKY, OTKPbIB MeHI0O GameObject (MrpoBoii 00beKT) 1 BbI-
6pas mynkrt UI » Button (ITosbsosatenbckuii unrepdeiic  Kuonka). [aiire HOBOIX
kHonke nm Fire Button.

YcranoBute TOYKM IPUBS3KU U OIMOPHYIO TOYKY KHOIIKW CIIPaBa BHU3Y, LIEJIKHYB 110
knonke Anchor (IIpuBsiska) cieBa BBepxXy B lIaHesId MHCIIEKTOPA, U, yAEP>KUBast KJIaBU-
1y Alt (Option Ha Mac), BeiGepute B pacKpbIBILEMCS MEHIO BapuaHT bottom-right.

[lanee ycranosure nmosunuio kHorku pasaoit (=50, 50, 0). B pesyssrare kHomKa pas-
MECTHUTCSI B TIPABOM HUZKHEM YTJIy XOJICTA. YCTAHOBUTE ITUPUHY W BBICOTY KHOIIKU PaB-
uemu 160.

Boibepute B cBoiicTBe Source Image kommoneHTa Image kHonku cipaidt Button. BoiGe-
pute B cBoiicTBe Image Type 3Hauerwue Sliced.

BuoiGepure mouepuuii o0bekt Text kHonku Fire Button u 3amaiite Teker Haamucu «Fires.
BuoiGepute B cBoiictBe Font mpudt CRYSTAL-Regular u ycraHoBuTE cBolicTBO Font Size
B 3HaueHue 28. 3azaliTe BEIPABHUBAHWE TI0 TIEHTPY, IO TOPUIOHTAJU U 10 BEPTUKAJIM.

Hakower, 3aaiite 6upro30BbIii 11BET i KHOIIKK Fire, miekHyB Ha 11oie Color 1 BBeist
B nioJie Hex Color 3nauenuie 3DFFDOFF (puc. 11.4).

B pesy.ibrate KHOTIKA J[0JKHA BBITJISIIIETH TAK, KK TIOKa3aHo Ha puc. 11.5.
Tenepb HACTPOMM TIOBE/IEHNE KHOTIKM.

1. Yoanume xomnonenm Button. Beibepure o6bext Fire Button u mieJkHUTE TIO MUK-
TOrpamMMe ¢ M300paKeHneM IEeCTEPEHKH B MPABOM BEPXHEM YIJIy pasjeia ¢ Ha-
cTpolikaMu KOMIOHeHTa Button. B oTKpbIBIIEMCST MEHIO BbIOEpUTE MYHKT Remove
Component (¥Y1agnuTb KOMITOHEHT).
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Puc. 11.4. Hactpolika LBeTa HaanMcu Ha kHorke Fire

Puc. 11.5. KHonka Fire
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2. Jobasvme mpuzzep cobvimus Event Trigger u cobvimue Pointer Down. Jlo6aBsre HO-
BbIil KomionenT Event Trigger, a 3ateMm meskHuTe 1o KHonke Add Event Type ([o6a-
BUTH TUTI cOObITHST). VI3 pacKpbIBIIETrocst MeHIo BbiGepuTe MyHKT PointerDown.

B crivicke mostBUTCST HOBOE COOBITHE, COJEPIKAIee CITUCOK OOBEKTOB M METOOB, KO-
TOpbIe OYAYT BBI3BIBATHCA B OTBET Ha KaCaHue KHOIKY (TO eCTh KOT/a II0JIb30BaTe b
KOCHETCS TTasIbIleM KHOTIKH Fire).

ITo YMOJIH9aHWIO 9TOT CIIMCOK ITYCT, II0O9TOMY B HETO HYKHO I[O6aBI/ITb HOBYIO I1€JIb.

3. Hacmpotime cobvimue Pointer Down. 1llejKkHuTEe 110 KHOIKE + BHU3Y CIIHCKA
PointerDown — 110SIBUTCST HOBBII 9JIEMEHT.

ITeperature 06bekT Input Manager 13 mepapXui B HOBOE TT0JIe. 3aTeM 3aMEHUTE Me-
Tto/1 No Function na InputManager » StartFiring.

4. Jlobasvme u nacmpotime co6vimue Pointer Up. Jlanee 1o6aBbre coObITHE, BO3HIKAIO-
1iee, KOIja 1moJjib3oBaTe b youpaer maJjer; oT akpana. IlleskHure ele pas 110 KHOIIKE
Add Event Type (/{o6aButh THi cOObITH ) U BhIGEpUTE IYHKT PointerUp.

Hacrpoiite 910 cobbiTHE 110 aHaI0ruu ¢ cobbiTHeM PointerDown, HO /1S BbI30Ba Bbl-
6epute MeToz InputManager » StopFiring.

B pesysibrare nanesb MHCIIEKTOPA /IOJIKHA BBITJISI/IETh TAK, KAk 1MOKa3aHo Ha puc. 11.6.

5. Ilpomecmupyiime xknonxy Fire. 3anycrure urpy. [locse naxkatust KHonku Fire 10JK-
HBbI HAYATh BBLJIECTATD IAPHI T1J1a3Mbi!

NMpuuenbHaa ceTka

B nacrosinee BpeMs UTpoOK He TOHUMAET, B KAKYI0 TOUKY HaBe/leHbI TTYIIKH. [lockombKy
U Kamepa 1 KopabJib MOTYT BPaIaThCst, IPABUIIBHO MPUIETUTHCS MOXKET ObITh OUEHb
c105KHO. UTOOBI UCIIPABUTh 3TOT HEAOCTATOK, UCIIOAb3YEM CUCTEMY MHAUKALMU, CO3-
JIAHHYIO paHee, Ui OTOOPaKeHUsT MPUIIEbHOI CEeTKU Ha 9KPaHe.

Mbr cosmaanm HOBBITT OGBEKT, KOTOPHIH, KaK KOCMUYECKAS CTAHIINI, TMPEINUCHIBAET
aucnetrdyepy mHauKatopoB Indicator Manager co3maTh Ha 3KpaHe HOBBI WMHAMKATOP,
OTOOPAKAMIINI TOUKY TIPUIIETUBAHUSA. DTO OYIeT HEBUAUMBIN 0OBEKT, JOUEPHUIT 110
OTHOIIEHUIO K 00beKTY KopabJis, HAXOALIIUNCSA Ha yaajeHun mepe KopabaeM. ITo
cosziacT a(pdeKT pasmellieHus UHANKATOPA B TOYKE [IPULeIUBAHUL.

Haxomerr, 5TOT WHAUKATOP JOJKEH UMETH 0COObIH BUJT, 4TOOBI OBIIO OYEBUIHO, YTO OH
[IPEICTABIISIET TOUKY npullesnBanust. B (aiire Target Reticle.psd 8ol Haiinere nsobpa-
JKEHVE TIePEKPECTDsI, TPEKPACHO PEIATONIEe ITY 3a1aTy.

1. Cosdaiime o6vexm Target. Jlaiite atomy o0bekTy umst Target u czesaiite ero gouep-
HYM II0 OTHOLIEHUIO K 00beKTy Ship.

2. Yemamnosume xoopounamot obsexma Target. YeranoBuTe KOOPAMHATHI 00hekTa Target
pasubivMu (0,0,100). B pesyssraTte oH pa3MecTUTCS HA HEKOTOPOM YAQJIEHUHN OT KO-
pabJIst, BITEPEN TT0 €TO KyPCY.
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Puc. 11.6. HacTtpoliku kHornku Fire

3. Jobaevme cuenapuii ShipTarget. [loGaBere B 00beKT Target HOBbII cueHapuii na C#
¢ umeneM ShipTarget.cs v BBEIUTE B HETO CJAETYIONIIIT KO



214 naea 11. [Jo6asneHue opyxwusi ¥ NpuUennBaHus

public class ShipTarget : MonoBehaviour {

// CnpaidT AnAa vcnonb3oBaHWA B KayecTBe MpULeESbHOR CeTKHU.
public Sprite targetImage;

void Start () {

// 3aperncTtpupoBaTb HOBbIN WHAMKATOP, COOTBETCTBYHWWUIA

// BaHHOMYy O6beKTy, WCMONb30BaTb XEeNTblil UBET W

// HecTaHAApTHbIA cnpanT.

IndicatorManager.instance.AddIndicator(gameObject,
Color.yellow, targetImage);

Cuenapuii ShipTarget HCIOJAB3yeT IepeMeHHyI0 targetImage, 4TOObI COOOIIUTH
nucrieryepy mHanKaTopos Indicator Manager, kakoii CIipaiiT OH JI0OJKEH UCITOJIb30-
BaTh JJIs 0OTOOPAKEHUsST UHAMKATOPA Ha 9KpaHe. ITO 03HaYaeT HeOOXO[UMOCTD Ha-
cTpotiku moJist Target Image.

4. Hacmpoume cuyenapuii ShipTarget. [leperamuTe cripaiiT Target Reticle B moJte Target
Image cuienapug ShipTarget.

5. 3anycmume uzpy. Ha sxpaHe IOJEKHA TIOSIBUTHCST TIPUIIETIbHAST CETKA, 0003HAYAIO-
11as TOYKY TIPUIETUBAHUS.

B 3aknrouyeHue

Cucrembl yIpaBJeHUsT BOOPYKEHHEM TOTOBBI. Ilompolyiite mourpath ¢ Kopadiem
1 ToHabJo/IaliTe 3a TIOBEleHeM 3TUX CUCTeM. Bbl HaBepHSKa 3aMeTHTe, YTO MOKa
B KOCMOCE HET Heﬂeﬁ; MbI CO3aJIN BITOJTHE PEAIMCTUYHYIO UMUTAIINI0O KOCMUYECKOTO
MTPOCTPAHCTBA, HO B HEM He XBaTaeT OIHOTO M3 BasKHEUTIINX 37ieMeHTOB Urphl. [lepesep-
HUTE CTPAHUILY, U ]aBaliTe UCIIPABUM TOT HEJOCTATOK.



AcTtepouabl U noBpeXxaeHus

AcTrepoupgbl

Ceiiuac y Hac ecTb KOpabJib, JETAIIUI B KOCMOCE, MHUKATOPbI Ha 9KPaHe, & TAKKE MBI
MOJKEM TIPUIEIMBATHCS U CTPEJIATh U3 JIa3ePHBIX IIyllek. EanHcTBeHHOe, Yero y Hac
Hem, — 970 00bEKTOB /7ist cTpesboObl. (KocMudueckast CTaHIINS He B CUET.)

ITpurio BpeMst HCIIPABUTD TO yITylileHne. Mbl CO3/1aiuM acTEPOU/IbI, He OUeHb GOJIb-
1Ive, HO CII0COOHDIE JIeTaTh. TaksKe Mbl JOOABUM CUCTEMY, CO3/IAIONILYI0 OTU aCTEPOUIBI
1 HAIIPaBJIAIONIYIO UX K KOCMIYECKOHN CTaHIINH.

Chavana CO3Ja/ITUM IIPOTOTHII aCTEepOH/ia. Ka}KﬂbIﬁ acTepounzmg 6yz[eT COCTOATDH U3 /IBYX
00BEKTOB: 00BEKTA BbICOKprOBHeBOfI a6CTpaKHI/II/I, coziepsraniero KOJIJIafIIIep 1 BCIO
H606XOLII/IMyIO JIOTUKY, 1 OOTIOJIHUTEJIbHOTO «rpa(blxme(:}coro» O6"beKTa, OTBEYaIoIIero
3a BU3YaJIbHOE TIPEACTAaBJACHNE aCTEPON/Ia Ha OKPaHe.

1. Cosdaiime o6vexm. CosmaiiTe HOBBIIT TTyCTON UTPOBON 0OBEKT ¢ MMeHeM Asteroid.

2. [lobasvme 6 nezo modenv acmepouda. Haiinure momeinn Asteroid B manike Models. Tle-
peTaluTe ee B TOIbKO 4TO CO3JAHHBII 00beKT Asteroid u gaiiTe HOBOMY Z0YE€PHEMY
obbekty ums Graphics. Yeranosure koopautarer (0,0,0) B paszaese Position komiro-
nenta Transform B o6bekTe Graphics.

3. [Jlobasvme 6 obvexm Asteroid meepooe meno u chepuueckuit xorraioep. He nobas-
nsgiiTe ux B 00beKT Graphics.

4. 3arem cHumuTte draskok Use Gravity B komnonenTe Rigidbody u ycranosure pajanyc
cheprueckoro Kosaiinepa paBHbIM 2.

5. Jobasvme cuenapuii Asteroid. JlobaBbre B UTPOBOIT 06BeKT Asteroid HOBBIN ClleHa-
puii Ha C#, naiite emy ums Asteroid.cs v BBEUTE B HETO CJICAYIONIMN KOJ:

public class Asteroid : MonoBehaviour {

// CKopocTb nepemelujeHna actepouia.
public float speed = 10.0f;

void Start () {
// YCTaHOBUTb CKOpPOCTb NepemeleHWAa TBepaoro Tena
GetComponent<Rigidbody>().velocity
= transform.forward * speed;
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// Co3paTb KpacHblii MHAWKATOP ANA AAHHOrO acTepouaa
var indicator = IndicatorManager.instance
.AddIndicator(gameObject, Color.red);

Cuenapuii Asteroid oueHb IIpoCT: Korja 0ObeKT MOSIBJISAETCS B UIPe, Ha TBEPIOE TEJIO
oObeKTa HaYMHaeT JAeHCTBOBATh CHUJIa, TOJIKAIONIas ero «Biepen». Kpome toro, auc-
neryepy MHAMKATOPOB COOOMIAETCS, YTO TOT JOJIKEH J00aBUTh Ha SKPAH HOBBINA UH-
JIUKATOP [IJId 9TOTO acTePOUa.

Ber mosryunTe mpeymnipeskienie, 9To B iepeMeHHyIo indicator 3amchIBaeTcs 3SHaUeHNe,
HO OHO HUT/IE HE U3BJIEKAETCsI. ITO HOPMAJIBHO U HE SIBJISIETCSI omm6bKoii. ITozree Mbl
100aBUM KO/, HCIIOJIb3YIONTUH IlepeMeHHYI0 indicator, 1 yCTpaHUM 2TO IIpeyTpeK-
JIeHue.

B pesysibrare HacTpoiiku oObekTa Asteroid B MHCIIEKTOPE JOJIKHDI BBITJISIIETD TaK,
Kak mokaszaHo Ha puc. 12.1.

B urore 0ObeKT JOJIKEH BLIISAETD TaK, Kak Ha puc. 12.2.

6. IIpomecmupyiime nogedenue acmepouda. 3amycTUTE UTPY U MOHAOIOIAlITE 32 acTe-
pousioM. OH JI0JUKEH IBUTAThCS BIIEPE, @ HA 9KPAHE MOSBUTCS WHIUKATOP!

Co3paHue acteponpoB

Terteps, MOTyYnB AEHCTBYIONINIT ACTEPON, MBI MOKEM TTEPENTH K pean3aliuu cucme-
Mol cozdanus acmepoudog. ITo 0OBEKT, EPUONUECKH CO3MAIONINH HOBbIE 0OHEKTHI
ACTEPOUIOB U 3AMYCKAIONIIIT MX K €. ACTEPOUIB OYAYT CO3MaBATHCS B CIYIAHBIX
TOYKaX Ha MOBEPXHOCTN HeBI/IIII/IMOfI C(l)epbl 1 HaCTpanMBaTbCA TaK, YTO MX HaIIpaBJie-
HIEe «BIepel» OyeT HateeHo Ha 00bekT B urpe. Kpome TOTO, cricTeMa CO3IaHMsT acTe-
POHUIOB OY/IET UCTIOJB30BaTh OJIHY U3 BoaMoxkHOCTel Unity moj HasBaHueM Gizmos,
TIO3BOJISIONIYIO OTOOPAKATH MOTIOJHUTETBHYIO WHGOPMAIIUIO B TPEACTABIEHUN CIle-
HbI JIJIA BU3yajin3aliuin O6'beMa KOCMUYECKOTO ITPOCTPAHCTBA, B KOTOPOM ITOABJIAIOTCA
ACTEPOU/IBL.

CHauasia mpeBpaTiM B 1A0JI0H TIPOTOTHIT aCTEPOU/IA, CO3AAHHBIN B TIPEIBILYIIEM Pas-
Jiesie. 3aTeM HaCTPOUM CHUCTEMY CO3/IaHMs acTepouioB Asteroid Spawner.

1. IIpeobpasyiime acmepoud ¢ wabaon. Ileperammre oGbekT Asteroid 13 maHesn
¢ mepapxueil B manesb 0003peBaTeIs IpoekTa. B pesyssrate Oyaer cospan mabiomH.
3areM yganute 00beKT Asteroid U3 CIeHBI.

2. Cosdatime obvexm Asteroid Spawner. Cospaiite HOBBIl yCTOU UTPOBOIl 0ODBEKT
¢ umeHeM Asteroid Spawner. Ycranosute ero KoopaunaTsl paBabivu (0,0,0).
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@ Inspector

[ [Asteroid | Clstatic «
Tag | Untagged 4 | Layer| Default 8
¥ .~ Transform &,
Position X[35.1 Y|13.8 Z|13.7
Rotation X0 YO Z0
Scale X1 Iy1 12T
¥ /4 Rigidbody @ %=
Mass 1
Drag 0
Angular Drag 10.05
Use Gravity -
Is Kinematic |
Interpolate | None 8]

Collision Detection | Discrate
b Constraints

v () [ sphere Collider &,
Is Trigger ]
Material |None (Physic Material) | ©
Center
X0 Y |0 [zlo
Radius F
¥ [&:) M Asteroid (Script) @ #
Script (@ Asteroid | o
Speed 10 |
[ Add Component ]

Puc. 12.1. Hactpoiiku obbekTa Asteroid

Puc. 12.2. O6bekT Asteroid B npeacTaBneHnn CUeHbI



218 FnaBa 12. Acteponabl 1 NoBpexaeHns

anee nobasbre HOBbIII clieHapuii Ha C# ¢ umeHeM AsteroidSpawner.cs 1 BBEIUTE B HETO
CTIeTYIOTIIH KO

public class AsteroidSpawner : MonoBehaviour {

// Papuyc coepbl, Ha NOBEPXHOCTU KOTOPOW CO3[AKNTCA acTepouipl
public float radius = 250.0f;

// WabnoH pnAa co3paHuA acTepouaoB
public Rigidbody asteroidPrefab;

// XpaTb spawnRate * variance cekyHA nepej co3[aHMeM HOBOro acTepouaa
public float spawnRate = 5.0f;
public float variance = 1.0f;

// 06bekT, cayxXawui uenb ANA acTepouios
public Transform target;

// 3HaveHue false 3anpewaeT co3pgaBaTb acTepouisl
public bool spawnAsteroids = false;

void Start () {
// 3anycTuTb comporpamMmy, co3Jawlyl acTepouisl,
// HemenneHHo
StartCoroutine(CreateAsteroids());

}

IEnumerator CreateAsteroids() {

// BeCcKOHeYHbI LUK
while (true) {

// OnpepennTb MecTO MOAB/IEHWA Caefywuwero acTtepouaa
float nextSpawnTime
= spawnRate + Random.Range(-variance, variance);

// XnaTb B TeyeHue 3a[aHHOrO MHTEpBanNa BpPeMeHU
yield return new WaitForSeconds(nextSpawnTime);

// Takxe poxpaTbCA, Noka O6HOBUTCA du3Myeckaa noacucTema
yield return new WaitForFixedUpdate();

// Co3paTb acTepoup
CreateNewAsteroid();

}

void CreateNewAsteroid() {

// Ecnu cospaBaTb acTepouibl 3anpeleHo, BbIATHU
if (spawnAsteroids == false) {
return;

}

// BblbpaTb CNy4YaiHyl TOYKY Ha MOBEPXHOCTU cdepbl
var asteroidPosition = Random.onUnitSphere * radius;

// MacwTabupoBaTb B COOTBETCTBUM C O6LEKTOM
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asteroidPosition.Scale(transform.lossyScale);

// W pobaBuTb cMelleHMe obbekTa, MNopoxAawiero acTepouabl
asteroidPosition += transform.position;

// Co3paTb HOBbIN acTepous
var newAsteroid = Instantiate(asteroidPrefab);

// TIoMECTUTb €ro B TOJIbKO Y4TO BbIMUCJ/IEHHYH TOYKY
newAsteroid.transform.position = asteroidPosition;

// HanpaBuTb Ha uenb
newAsteroid.transform.LookAt(target);

}

// Bbi3biBaeTCs penakTopoMm, Korga BblbupaeTcs 06bekT,
// nopoxpawwnii acTepouapl.
void OnDrawGizmosSelected() {

// YCTaAHOBUTb XenThih uBeT
Gizmos.color = Color.yellow;

// CoobwnTb BM3yanusaTopy Gizmos, 4TO TOT AOSKEH UCMNONb30BaTb
// Tekywme nos3uuuMw u macwTtab
Gizmos.matrix = transform.localToWorldMatrix;

// HapucoBaTb cdepy, npencTasnawwyw coboit obnacTb CO34aHUA acTepouaos
Gizmos.DrawWireSphere(Vector3.zero, radius);

}

public void DestroyAllAsteroids() {
// YBanuTb BCe uMewwuecs B Urpe acTepouasbl
foreach (var asteroid in
FindObjectsOfType<Asteroid>()) {
Destroy (asteroid.gameObject);

}
}
}

Crienapuii AsteroidSpawner mcrosib3yeT corporpammy CreateAsteroids, KoTopas
HEMPEPBIBHO CO3/[aeT HOBBIE OGBEKTHI aCTEPOUIOB BHI30BOM CreateNewAsteroid,
JKJIET B TEYCHUE HEKOTOPOTO BPEeMEHU U IIOBTOPSET MIPOLECC.

Mertoz OnDrawGizmosSelected oTBeuaeT 3a 0TOOpakeHIe KapKkaca c(epbl Py BbI-
6ope obbexTa Asteroid Spawner. Ita chepa mpecTaBiasger coboi MOBEPXHOCTH, HA
KOTOPOIi POXKJAIOTCS aCTePOUbL U OTKY/d OHU HAYMHAIOT CBOE /IBMYKEHUE K LIE/IN.

Cnuocnume Asteroid Spawner. Ycranosure Jiist Asteroid Spawner Maciitab mo ocsiMm
(1, 0,1, 1). Bararogapst aToMy acTepouabl OyAyT MOSBJIATHCS HA IPAHUIE OKPYKHO-
CTH, ONMCAHHON BOKPYT 11eJid, a He Ha Tpanutie cdepsl (puc. 12.3).

Hacmpotime cuenapuii AsteroidSpawner. Ileperaiure HeJaBHO CO3JaHHbII 111a0JI0H
Asteroid B moste Asteroid Prefab, a oObexT Space Station — B noJie Target. Bxirouute
Spawn Asteroids.

IIpomecmupyiime uepy. Ilocie 3ammycka Urpbl MOABATCA aCTEPOUIBI, KOTOPbIE Hay-
HYT TIepeMelaThCs B CTOPOHY KOCMUYECKOH cTaHIuu!
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Puc. 12.3. O6bekT Asteroid Spawner B NpeAcTaBneHnn CUEHbI

HaHeceHue M nosyuyeHue NoBpeXXaeHuMn

Temepb KOpabJIh MOKET JIETATH BOKPYT KOCMUYECKON CTAHIINU U MEKTY aCTEPOUTAMH,
JIETAIIINMU K Heﬁ, HO BBICTPEJIMBAEMbIC UTPOKOM IIAPbI IIJIa3Mbl (baKTI/I‘-IeCKI/I HE ITpUYIn-
HSIOT HUKAKOTO Bpea. Ham Hy:KHO 106aBUTH BOSMOKHOCTh HAHECEHUST U TIOJMYIEHNST
MTOBPEXK/ICHU.

HOLI <«IIPpUYINHECHNEM HOBpe)KlIeHI/II?I» B 9TOI Urpe NOHUMAETCA TO, YTO HEKOTOPbIE 00b-
€KTbI UMEIOT «OYKHU ITPOYHOCTU» — YUCJIO, IPEJACTABJIAIONICE CTCIICHD UX IIEJTOCTHOCTH.
Ecmm aTo uncio yMeHbIIA€TCA 10 HYJIA, 00BEKT YAaJss1eTcss n3 Urpbl.

Kakue-to 06beKTbl OyIyT CIIOCOOHBI TOJIyYaTh TOBPEKACHMS, KAKHEe-TO — HAHOCUTD
MOBPEsKAEHUA. A HEKOTOPBIE, HATPUMED acTePOU/IbI, OYAYT CIIOCOOHBI HA TO ¥ HA JIPY-
roe — OHM MOTYT IOJIy4aTh MOBPEKACHUS OT MOMAJaHUs MAPOB TIJIA3MbI, a TAKKE MO-
TyT HAHOCUTD TIOBPEIKICHUS 0OBEKTAM, CTAIKUBAIOTMMCST ¢ HUMM, TAKMM KaK KOCMH-
yecKast CTAHIHS.

YT006bl peaqns3oBaTh 9TO, Mbl CO3JAAMM JBa OT/HE/NbHBIX clieHapus: DamageTaking
u DamageOnCollide.

O Cuenapuii DamageTaking KOHTPOJIUPYET OYKU IEJOCTHOCTA 00bEKTa, K KOTOPOMY
OH TOJIKJTIOUEH, U YAAJSIeT O0BEKT M3 UTPbI, KOTJA 9TO YKCIo gocturaet nyst. Ciie-
Hapuit DamageTaking Takke sKcropTupyer Metoji TakeDamage, KOTOPBII Oy/IeT BbI-
3BIBATHCS JAPYTUMK OObEKTAMHU JIJIs HAHECEHUsI TIOBPEsKIECHUIA.

O Cruenapuii DamageOnCollide BbimoJIHSIETCS, KOTIa OOBEKT, K KOTOPOMY OH HOJKJIIO-
YeH, CTAJIKMBAETCST C JIIOOBIM JPYTUM OOBEKTOM WM BXOAUT B 00JIACTD JIEHCTBUSI
tpurrepa. Eci 06beKT, ¢ KOTOPBIM CTAJTKUBAETCS JAHHBI OOBEKT, UMEET KOMIIO-
Hent DamageTaking, citenapuii DamageOnCollide BbI3biBaeT ero Metos; TakeDamage.

Cuenapuii DamageOnCollide 6y et gobasigaTbest B 00bekThl Shot 1 Asteroid, a cenapuii
DamageTaking — B 06bexThl Space Station 1 Asteroid.

Chavama peasim3yemM BOSMOKHOCTb HaHECEHUA HOBpe)KlIEHI/IfI acTeponziaM.

1. Jobasvme 6 acmepoudot cuenapuii DamageTaking. Beibepure mabion Asteroid B 1a-
Hes 0603peBarTesist MPOEKTa, 06aBBTE B HETO HOBBIN ciieHapuit Ha C# ¢ nMeHeMm
DamageTaking.cs n BBeniute B haily1 ciieyIonuii KoJ:
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public class DamageTaking : MonoBehaviour {

// Yvcno 04KOB MPOYHOCTM AAHHOrO 06bEKTA
public int hitPoints = 10;

// TNpu paspyweHnn cosfaTb 3TOT 06bEKT
// B Tekyweihn nosuuum
public GameObject destructionPrefab;

// 3aBepunTb WUrpy Mpu paspyleHun JaHHOro obbekTa?
public bool gameOverOnDestroyed = false;

// Bbi3biBaeTcA Apyrumu obbekTamu (Hampumep, acTepoufamMu W Wapamu Maasmbl)
// BNA HaHeCceHWA NOBpEXAEeHWN
public void TakeDamage(int amount) {

// CoobwuTb O MnonafjaHuu B TeKywuid obbekT
Debug.Log(gameObject.name + " damaged!");

// BbldecTb amount M3 4uMcna OYKOB MPOYHOCTM
hitPoints -= amount;

// O4KM ncYepnaHbl?
if (hitPoints <= 0) {

// 3adukcumpoBaTb 3TOT ¢dakT
Debug.Log(gameObject.name + " destroyed!");

// YpanuTb ceba u3 urpsl
Destroy(gameObject);

// 3ajaH wabnoH ans co3paHus obbekTa B TOYKe paspylweHua?
if (destructionPrefab != null) {

// Co3paTb 06bekT B Tekylei nosuuuu

// C Tekyweih opueHTauuen.

Instantiate(destructionPrefab,
transform.position, transform.rotation);

Cuenapuii DamageTaking 1pocTo cjieuT 3a KOJIMYECTBOM O4KOB IIPOUYHOCTH OOBEKTa
" IpeJIoCTaBJIAeT METO/, KOTOprfI Apyrue O6'beKTbI MOTYT BbI3BAaTb /IJIsI HAHECEHUA
TTOBPEKIEHUT. Korza xosmuecTrBo 04KOB 1OCTUTAET HYJIL, 00BEKT YHUYTOKAETCS,
U ec/ii 3a/aH 1abJIoH ISt co3/anns 0ObeKTa Ha MecTe paspylieHus: (Harpumep,
B3pBIBA, KOTOPbIII MbI J0OABUM B pasjesie «B3pbIBbI» HUKE), TO OH CO3[QA€T 3TOT
00BEKT.

Hacmpotime acmepoud. Ycranosure cBoiictBo Hit Points acteponia B 3Havyenue 1.
ITO CIeJIAeT ACTEPOU/IBI JIETKO PA3PyIIaeMbIMHU.

Hanee npugaaum obbekTaM Shot BO3MOKHOCTh HAHOCUTH IHOBPEKIEHUS JIOOBIM
oObeKTaM, B KOTOPbIE OHU MOMAAI0T.
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3. Jobasvme cuenapuii DamageOnCollide ¢ wapvt niasmol. Beibepure mabion Shot
u nobaBbTe B Hero HOBBIN ciieHapuii Ha C# ¢ umenem DamageOnCollide.cs, BBenute
B haiin caemytonuit Koz:

public class DamageOnCollide : MonoBehaviour {

// 06beM noBpexaeHWin, HaHOCWMbIX O6BLEKTY.
public int damage = 1;

// 06beM noBpexaeHWi, HaHOCUMbIX cebe Mpu nonagaHum
// B KakoW-To Apyron obbekT.
public int damageToSelf = 5;

void HitObject(GameObject theObject) {
// HaHecTu noBpexnaeHWe 06bEKTY, B KOTOPbI Nomnan AaHHbIA 06bekT,
// ecnn BO3MOXHO.
var theirDamage =
theObject.GetComponentInParent<DamageTaking>();
if (theirDamage) {
theirDamage.TakeDamage(damage);

}

// HanecTn nospexneHue cebe, ecnnm BO3MOXHO
var ourDamage =
this.GetComponentInParent<DamageTaking>();
if (ourDamage) {
ourDamage.TakeDamage (damageToSelf);

}
}

// 06bekT Bowen B 06nacTb AEWCTBUA AAHHOrO Tpurrepa?

void OnTriggerEnter(Collider collider) {
HitObject(collider.gameObject);

}

// LOpyroi o6beKkT CTONKHYNCA C TeKywum obbekTom?
void OnCollisionEnter(Collision collision) {
HitObject(collision.gameObject);
¥
}

Cuenapuii DamageOnCollide Toske 04eHb IIPOCT; €CI OH OOHAPYKMBAET CTOJKHOBE-
HUE C IPYTUM OOBEKTOM WM BTOPJKEHUE B 06JIACTh KoJUIaiiziepa pyroro o6bheKTa
(mampumep, KopabJist), BEI3BIBAETCS METO/I HitObject, KOTOPBIN OTpeessieT Halu-
ure y 06bekTa KoMIoHeHTa DamageTaking. Ecin KOMITOHEHT MMEETCsT, BBI3BIBACTCSI
ero MeTo/l TakeDamage. AHAJIOTMYHOE JIeICTBUE BBITTOTHSIETCS B OTHOIIEHUH TEKY-
ero 06BHEKTA; HTO CAENAHO 7SI TOTO, UTOOBI TTPU MOTIAJAHUN B KOCMITYECKYIO CTaH-
LIUIO aCTePOM/L He TOJIbKO HAHOCUJI IIOBPEXKICHMS, HO U pa3pyllajcs caM.

4. IIpomecmupyiime uzpy. TlonpoOyiite moCTpesATh 1Mo acrepougam. [Ipu monajanuu
TIA3MEHHOTO TITapa aCTEPOUIBI OYIYT YHUUTOKATHCS.

I[aJIee lIO6aBI/IM BO3MOKHOCTD pa3dpymieHu:A KOCMHWYECKON CTaHI[UMN.

5. Jobasvme cuenapuii DamageTaking ¢ xocmuueckyio cmanyuro. Boibepure o0bekT
Space Station u 106aBbTe B HETO KOMIIOHEHT ciieHapusi DamageTaking.
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Ycranosute daakox Game Over On Destruction. [Toka oH He okasbIBaeT HUKAKOTO
BJIMSIHUS HA UTPY, HO T103/{HEe MBI 3a/IeHCTBYEM €ro JIid IIPeKpalieHns UTPbl Ioce
pa3pylLIeHUS CTaHIUN.

B pesynsrare HacTpoiiku o0bekT Space Station B MHCIEKTOpPE DOJKEH BBITJIAAETDH
TakK, KaK 1okaszaHo Ha puc. 12.4.

Puc. 12.4. HacTpoiku KOCMUYECKON CTaHUMK nocne AobaBneHust
cueHapusi DamageTaking

B3pbiBbI

Korna acrepou paspyinaercsi, ou npocto ncuesaet. Hac a1o He yerpansaer — Obi10 Gbl
JIyuiiie, ecjii Obl aCTEPOU/Ib UCUE3aTH B OTHE B3PbIBA.

OpuH M3 JIydmx crnocoOoB CO3[aTh B3PhIB — MCIOJIb30BaTh addekT yacTull. Iddek-
TBI YACTHUI[ BEJIMKOJIEITHO MOAXOAAT JJISi CUTYAIMii, Koria TpeOyeTcsl BOCIPOU3BECTH
HATypaJbHO BBITISAIANNN 3 (EKT, BKITIOYAIONTN 371eMeHT caydaiinoct. C UX ToMo-
[[BI0 MOYKHO BOCIIPOU3BECTHU JIbIM, OTOHb U1, KOHEUHO, B3PbIBbI.

Bspbis B 910l urpe Gyner ckoHCTpYUpoBaH u3 dsyx ahdekros yactuil. [lepsorit ad-
ekt GyIeT IMUTUPOBATH HAYAIBHYIO BCIIBIIIKY, 2 BTOPON — TMOCTETIEHHO MCYe3aioTee
0CTATOYHOE 0OJIAKO THLIH.

Pa6oras ¢ addekramMmu yacTuil, BaKHO 3apaHee M0106paTh HEOOXOIUMbIE PECYPCHI.
B wacTHOCTH, MBI JIOJIKHBI PENNTD, UCIIOIB30BATH ¢ 3(h(PeKTOM YacTHUIl CBOI MaTepu-
aJl WK MaTepuasl Mo yMOJYaHuio. MaTepuas 1o yMOJYaHuIo — ITPOCTON Pa3MbITBIN
KPYT — XOPOIIIO TTOAXOJUT JIJIsI CO3/IaHUsI CAMBIX Pa3HbIX 9(D(HEKTOB, HO eCJIU MOHA0-
6utcs 106aBuTh B aheKT GoJIbIIe JeTajel, JIydIie co3/aTh CBOW MaTepua.



224 FnaBa 12. Acteponabl U NOBPEXAeHUs

MaTepI/IaJI YaCTUIl 110 YMOJIYaHWIO MOKHO MCIIOJNIb30BaTb AJIsA CO3JaHUS 3(b(1)eKTa
BCITBIIIIKH, HO 4TOOBI BOCITPOM3BECTU IIbLJICBOE 06.713.}{0, HaM HOHa,ZIO6I/ITC§I CO3/71aTb CBOT
MaTepuaJl. Mpb1 moznu 6ot BOCCO3/1aTb 00J1aK0 IIbLJIN, UCITIOJIb3Y A 60JIbIIOE KOJIUYECTBO
MEJIKHUX 9K3EMIJIAPOB YaCTUIL 110 YMOJYaHUIO, HO €CJIM B Ka4€CTBE OTHpaBHOfI TOYKH
NCITOJIb30BaThb H306pa>KeHI/Ie 06J1a1<a, MbI MOJKEM ITOJIYINTb 6omee 3(1)(1)6KTHBII>'I pe3yab-
TaT C MEHBITNMU YCUJTUAMMN.

1. Cosdaiime mamepuan Dust. Otkpoiite MeHio Assets (Pecypcbl) 1 BeIOepuTe YHKT
Create » Material (Co3mars » Matepuadn). [laiite marepuaiy nmsi Dust.

2. Hacmpotime mamepuan. Beibepure Matepual ¥ M3MEHUTE ero Ineiizep Ha Particles/
Additive.

3ateMm nepetarute TeKcTypy Dust B ose Particle Texture.

Hactpoiite mosrynpo3padHbiii TeMHO-CEPBIN 11BET OTTEHKA, IeJKHYB Ha 1ose Tint
CoIor " BbI6paB IIBET. EC]II/I BbI HpeﬂnquTaeTe KOHerTHbIe YUCJIOBbIC 3HAYCHN,
Beeaute (70, 70, 70, 190), kak mokasaxo Ha puc. 12.5.

Haxkomner, ycranosute cBoiicTBo Soft Particles Factor B 3nauenue 0,8.

70|
70
70

® O Color

¥ Colors

¥ Sliders
R

G
B

AN

¥ Presets =
(B Click to add new preset

Puc. 12.5. LigeT oTTeHka mMaTepuana Dust
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~ ® Inspector

Puc. 12.6. Matepuan Dust

B pesysibraTe HacTpOMKN MaTeprasia B MHCIIEKTOPE JOJIKHBI BBITJISAAETH TaK, KaK IMO-
KazaHo Ha puc. 12.6.

Ter[epb MOJKHO CO3/1aTb CUCTEMBI YaCTHII. Cnauana CO3/1a/IuM HyCTOfI 00BbEeKT-KOHTelH-
HEP I UMUTAIlMKW B3PbIBa, a 3aTEM CO3/1a/IUM U HACTPOUM /JIB€ CUCTEMbI HaCTHUIIL.

1. Cosdaiime obwsexm Explosion. Cozpaiite HOBBIN mycToil 06beKT ¢ nMeHeM Explosion.

2. Cosdatime obwvexm Fireball. Cosnaiite BTOpOii IycToil OOBEKT W JaiiTe eMy HMsI
Fireball. Cesiaiite ero go4epHUM 110 OTHOIIEHHIO K 00beKTY Explosion.

3. Jlo6asvme u nacmpoiime sgppexm wacmuy, ons écnvuuxu. Beibepure obbext Fireball
1 7100aBbTe B HETO HOBBII KOMIIOHEHT Particle Effect.

Hacrpotite achdekt vactuiy, Kak nmokazano Ha puc. 12.7.

XoTs 60IbIIMHCTBO 9TUX ITapaMeTpoOB YHCJIOBbIE, HE BbI3bIBAIOIIIE SB.TPleHeHI/Iﬁ 1P BBO-
1€, Cpe/in HUX €CTb HECKOJIbKO ITapaMeTpOB, Tpe6y101111/1x JOIIOJIHUTEJIbHBIX TTOSICHEHMIA.

Ha puc. 12.8 uso6pasken rpagnenT, IpeaCcTaBAONUi 3MEHEHUE 1[BETA ¢ TeYeHUEM
BpEMEHU.

B aToM rpajinenTe UCHOIB3YIOTCS Caelyionue anbdha-3Hauenust (CTerneHb Hepo3pay-
HOCTH):

e 0B Touke 0 %;

e 255 B TOuKe 12 %;

e 0B rTouke 100 %.

[IBeT B pa3HbIX TOUKAX:

e Gedblil B Touke 0 %;

*  CBeTJIBII PHIKEBATO-KOPUYHEBBIN B TOUKe 12 %;
* TEeMHBIN PBIKEBATO-KOPUYHEBDII B TOUKe 57 %;
e Geubiit B Touke 100 %.

Pasmep ¢ TedyeHHeM BPEMEHN TOKE M3MEHSIETCs, YBEJINYNBAsICh 10 3 B Touke 35 %,
U 3aTeM [OCTEeIIeHHO yMeHblaeTcs /10 uyJis (puc. 12.9).
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Puc. 12.7. Hactpoliku apdekTa YacTuu B obbekTe Fireball
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0 a
Color [ ] # Location [00 %

Presets

— ] e

Puc. 12.8. MpaaVeHT U3MeHeHUs LiBETa HayasbHOW BCMbILLIKM B3pblBa
C TEYEHMEM BPEMEHMU

[ Preview
Particle System Curves

Puc. 12.9. KpuBas nsmeHeHusi paamepa obnaka B3pbiBa
C TeYEHMEM BPEMEHU

O6mbexT Fireball cosmaer mepBUYHYI0 KOPOTKYIO BCIBIIIKY B3pbiBa. Bropoii addekr ua-

CTHII, KOTOPBIN MbI 106aBUM, — addexT Dust.

1. Cosdaiime obvexm Dust. Cosznaiite mycToil UrpoBoii 00bekT ¢ nMeHeM Dust. CrueJraii-
TE €ro JOYEPHUM TI0 OTHOIIEHUIO K 00hekTy Explosion.

2. Jlobasvme u nacmpotime cucmemy uacmuy. Jlo6aBbTe HOBBIN KOMIIOHEHT Particle
System u HacTpoiite ero, Kak nmokasano Ha puc. 12.10.



228 Fnasa 12. Acteponabl 1 NOBpeXaeHNs

Puc. 12.10. Hactpoiiku cucTeMbl YacTul B obbekTe Dust
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HekoTopble mapameTpbl HeJIb3st cpasy cKOnupoBaTh u3 puc. 12.10:

* 3HaueHueM i 1oJia Material BusyasnnsaTtopa Renderer siBiisiercst co3/1laHHBIN HaMU
marepuai Dust. [Ipocro neperaiiure ero us 0603peBareisi IPOEKTa B 3TO IOJIE;

e 1Ber B moJte Start Color ompenensiercst kak RGBA-3mauenue [130, 130, 120, 45].
IlenxuuTe Ha moJe Start Color 1 BBeuTe 3TH YNCJIA;

* u3MeHeHUe pa3Mepa ¢ TeueHHeM BpeMeHH B 11oJle Size Over Lifetime 3aaetcs npsmoit
suuueit ot 0 1o 100 %;

* U3MCHEeHUe IBeTa ¢ TedyeHueM BpeMenu B rroste Color Over Lifetime onpezesigercs Tak,
Kak 1okazaHo Ha puc. 12.11, — caM 1[BET MOCTOSTHHO OCTAETCS PhIKEBATO-KOPUY-
HEBBIM, a €T0 asbha-3Hauerme (HEePO3paTHOCTH) u3MensieTcs ot 0 B Touke 0 % 10
255 B Touke 14 %, a 3areM 10 0 B Touke 100 %.

Bor u Bcé! Ter[epb 9TOT B3PbIB MOKHO MUCITO/JIb30BaTD Ui BU3YaJIN3allU YHUYTOKEHUA
aCTEepoOU/10B.

1. IIpeobpasyiime o6oexm ¢ wabnon. Ileperaiure oObekT Explosion B manens o603pesa-
TeJIst TIPOEKTA U YAAIUTE €T0 U3 CIIEHBI.

2. Hacmpotime 6 acmepoudax cosoanue s(phexma e3pviéa npu ux yHuumoxcenuu. Boi-
Gepure 1mabsion Asteroid u neperaruTe mabaoH Explosion B moJie Destruction Prefab.

3. Ilpomecmupyiime. Ilpu TIONIaIaHUK TAPOM TLJIA3MBI B ACTEPOU/T TTIOCJEIHIH TOTKEH
B3pbIBATHCA!

L&) ‘Gradient Editor

Puc. 12.11. MpagneHT naMeHeHus LBeTa YacTumy obaka B3pbiBa C TEYEHNEM BPEMEHU

B 3aknrouyeHue

Teneps, co371aB aCTEPOUIBI 1 MOJIEJIb HAHECEHUST TIOBPESKAEHUN, MBI TOYTH 3aKOHIUIN
urpy. B cienyroreii riiaBe Mbl yCOBEPIIEHCTBYEM €€ M NIPEBPATUM B HACTOSIYIO, -
dexThyio urpy.



3BYKM, MEHI0, pa3pyLueHus
M B3pPbiBbl!

Peasnsanus ocHoBHOIO UIPOBOIO IIpoliecca B HallleM KOCMUYeCKOM LIyTepe roToBa, HOo
Urpa MoKa He 3aKoH4YeHa. YToObI B Hee MOKHO OBLIO UTpaTh 3a 1pejeamu Unity, HeoO-
XOJIMMO JI06aBUTH MEHIO ¥ IPYTHE 3JIEMEHTBHI YITPABJIEHUS, TIO3BOJISIONIHE MOJIb30BaTe-
JII0 B3aUMO/IEHICTBOBATDH C UTPOM KaK ¢ npuJioxkenuem. Hakonell, Mbl yCOBepIIIeHCTBYeM
UTPY, 3aMEHUB BPEMEHHYIO rpaKy BBICOKOKAYeCTBEHHBIMU TPEXMEPHBIMU MOJICIIAMU
1 MaTepHraIaMu.

MeHIO

Ha nauHBIIl MOMEHT B UTPY MOKHO UTPATh, TOIBKO €CJIM 3aIyCKaTh ee U3 peflakTopa
Unity, meaxnys no kaonke Play (Urpats). Korma nrpa 3amyckaercs, TyT ke HAaYWHaeT-
Cs1 UTPOBOE JIefICTBYE, U eCIM KOCMIYECKast CTAHITHS OKaKEeTCsI pa3pylieHa, Urpy mpu-
JIeTCSI OCTAHOBUTH U 3aITyCTUTh CHOBA.

Yro6bl IaTh UTPOKY BO3SMOKHOCTH YIIPABJISTH UTPOii, HYKHO 106aBUTH MeHI0. B uact-
HOCTH, MBI JIOJGKHBI 106aBUTH camyio TiaBHyio KHOTKY: New Game (Hosas urpa). Mt
JIOJIKHBI IaTh UTPOKY BO3MOKHOCTb HayaTb UIPY CHadasia, KOT/IAa KOCMUYECKas CTaH-
1151 OKAXKETCs Pa3pyIIeHHOM.

JloGaBJieHre CTPYKTYPBI MEHIO MMeeT GOJIBIIOe 3HAUEHUE JJIsT CO3/IaHUsI OIILYIIEHHS 3a-
KOHUEHHOCTH UrpbL. Jlasee Mbl 106aBUM B MEHIO YeThIpe KOMIIOHEHTA.

Iiasnoe menio

Ha sToMm akpate Oyzet oToOpaskaThest Ha3Bamue urpbl u knomka New Game (Hosast
nurpa).

Jxpan nay3ol

Ha arom skpane Gyzaer oroGpaxkarbest Haanuch <«Paused» (IIproctaHOBIIEHO)
1 KHOIIKa AJId B0306HOBJICHI/IH.

JKpan 3asepuLenus uzpol

Ha srom skpane Oyzer orobpazxarbest Teker «Game Overs (Koner urpsl) v KHOIIKa
New Game (Hosas urpa).
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DiemMenmol Yynpasienus uzpoul

Ha atom akpase OyeT 0ToOpaskaThbCst JPKONCTUK, HHAUKATOPBI, KHOTKA Fire (OroHb)
1 BCE OCTATIBHOE, YTO UTPOK BUUT B MIPOIECCE UTPHI.

Bce ot rpymmbl 3JeMEHTOB T0JIb30BATEIBCKOTO MHTEPQEiica SBJASIOTCS B3aUMO-
UCKJIIOYAIOIINMU: B KasKIblii KOHKPETHBIII MOMEHT BPEMEHHU Ha 9KpaHe MOKeT 0ToOpa-
JKAThCS TOJIBKO ofiHa Tpymma. Cpasy Tocye 3amycka Ha dKpaHe JIOJZKHO TOSBIISITHCS
raaBHOe MeHT0. [Tocse memaka mo kHomke New Game (HoBast urpa) aT0 MeHIO TOTIKHO
WCYE3HYTh, 2 BMECTO HETO JIOJIZKHBI TOSIBUTHCS 3JIEMEHTBI YIIPABJIEHUS UTPOIA (B JI0TTOJI-
HEHUE K UTPOBBIM OOBEKTAM).

Cucrema mnoJib3oBaTesibekoro narTepdeiica B Unity mo3BoJisieT TeCTUpOBATh M0JIb30-
BaTeJbCKUil nHTepdeiic ¢ TTOMOIIBIO MBIIIN WA Taylaja. Tem He MeHee B Ipolecce
Pa3paboTKU CIIeLyeT TeCTHPOBATh PAOOTY MEHIO HAa HACTOSIIIEM CEHCOPHOM 3KpaHe,
HarpuMep B ipusoskennn Unity Remote (em. pasmen «Unity Remotes B riase 5).

HepBI)IM [ITaroM Ha 9TOM ITYTH ABJISAECTCS 06’b€lII/IHeHI/Ie JJIEMEHTOB YIIPpaBJICHUS HFpOfI
B OMH O6HlHﬁ 00BEKT JUISL YIIpABJICHUS UM KaK €/IMHBIM 11€JIbIM.

1. Cosdaiime xonwmetinep Onst snemenmos ynpasienus uzpoi. Boeibepurte oObexT Canvas
U coszaiite HOBBII MycTOM AoYepHuii 06bekT. laiite atomy obbekTy nms In-Game UL

2. Hacmpotime xonmeiinep. YcraHOBUATE TOUKK NPUBSA3KY 00bekTa In-Game UI Tak, 4ro-
ObI OH PACTSIHYJICSI HA BECh 9KPaH 110 TOPU3OHTAIM W 110 BEPTUKAJU, U YCTAHOBUTE
otcrytbl Left Margin, Top Margin, Right Margin u Bottom Margin na 3uauenue 0. biaro-
Japsi 5TOMy 0OBEKT 3aIIOJTHUT BECH XOJICT.

[lanee moMecTHM Bce HMMEIOIINECS 3JIEMEHTBI II0JIb30BATEIbCKOTO HHTepdeiica
B KOHTelHep.

3. Cepynnupyiime snemenmul ynpaeienus uzpoi. Beibepure Bce jgouyepHue 0OBHEKTHI
B 00bekTe Canvas, kpoMe koHTelinepa In-Game UL, u niepemecrure ux B In-Game UL

Tenepb mpUCTYIUM K CO3IaHUIO APYTUX MeHI0. Ho mpexae ckpoeM ajieMeHTH B In-
Game UI, 4TOOBI OHM HaM He MELIAN.

4. Omxmouume In-Game UI. Bbibepute o0bekt In-Game Ul 1 OTKJIIOUUTE €ro, CHAB
(hJ1aKOK B BEpPXHEM JIEBOM YIJIy HHCIIEKTOPA. 110c/Ie 5TOro HaCTPONKY JOIKHEL BBI-
LJISIIETh TaK, Kak rmokasano ua puc. 13.1.

FnaBHOE MEHIo

[maBHOE MeHIO MeeT 0YeHb IIPOCTYIO OPraHU3aIuI0 — OHO BKJIIOYAaeT TEKCTOBYIO HAJI-
much ¢ HazsarueM urpsl («Rockfall») u kHONKY 17151 3a1ycka HOBOM UIPHIL.

ITo aHaIOTHH ¢ 3JIEeMEHTAMU YIIPABJIEHUS UTPOIL, 3aKJIIOUIM BCE KOMIIOHEHTHI TTABHOTO
MEHIO B 001U 00bEKT-KOHTEIHED B BUJIE JOYEPHUX OOBEKTOB.

1. Cosdaiime xoumetinep Main Menu. Coznaiite HOBBIN MyCTON UTPOBOI OOBEKT U ClIe-
JafiTe €ro OYEPHIM 10 OTHOITEHUTO K 06bhekTy Canvas. Jlaiite emy mmMst Main Menu.
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Puc. 13.1. O6bekT In-Game UI oTK/toYeH; Takxke 06paTvTe BHUMAHWE Ha HACTPOVKM
pasmepa 1 No3nummn obbekTa, KOTopble YCTaHOB/EHbI TaK, YTOObl 06bEKT MOKpbIBan
BCIO MOBEPXHOCTb X0sicTa 6e3 oTCTynoB

PacTamnnre ero Ha Bechb X0JICT IO BEPTUKAIN U 110 TOPU3OHTAIN. YCTAHOBUTE BCE OT-
cTymBI paBHBIMH (.

Cosdaiime o6sexm naonucu ¢ naseanuem uzpvl. Cospaiite HOBbIM 0ObeKT Text, 0T-
KpbIB MeHI0 GameObject (MrpoBoit o6bekt) 1 BoIGpaB myHkT UL » Text (TTosb3o-
Baresbckuii unrepdeiic » Teker). Cuesaiite ero jl04epHUM 110 OTHONIEHHUIO K Main
Menu u maiite emy nms Title.

ITpuBszKuTE HOBBII 00BEKT Text K BepXHEMY Kpato B IIEHTPE. YCTAaHOBUTE 3HAYECHHE
Pos X pasubiM 0, a Pos Y paBabiM —100. Ycranosure Boicoty 120, a mupuny — 1024.

[lasmee nactpoum cam TekcT. Ycranosure 1BeT Tekcta #FFE99A (skenrosarsrit),
BBIPOBHSIHTE TEKCT TIO IEHTPY U 3ajaiite cam Tekct «Rockfally. lonommurensro
ycranoBute (uaxkok Best Fit. ITo 3acTaBUT TEKCT U3MEHATH CBOU pa3Mepbl B COOT-
BETCTBUM C MOJIOKEeHIeM rpaHull oobekra Text. Hakorer, meperammure mpudt At
Night B rtoJie Font.

Cosdaiime xnonky. Cosnaiite HOBbII 00beKT Button ¢ nmerem New Game. Caenaiite
€ro IOYEPHIM 0 OTHOTIEHHIO K 00beKTy Main Menu.

[TpuBsRIITE KHOTIKY K BepXHEMY Kpaio B IeHTPe U yCTAaHOBUTE ero cBoiicTBa X 1 'Y
B 3navenus [0, —300]. Ycranosure Boicory pasnoii 330, a mupuny — 80.

Bui6epure B mosie Source Image kommoneHnTa Image KHOIKH crpaiit Button u ycrano-
BuTe cBONCTBO Image Type B snauenue Sliced.

BoiGepute pouepHuii o0bekT Text u 3aMeHnTe B HeM TekeT Ha «New Games. B mosie
Font BeiGepute mpudt CRYSTAL-Regular, ycraHoBuTe 3HaueHue Font Size paBHbiM 28
n Color paBHbIM 3DFFDOFF.
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B nrore MeHIO OJKHO TIPHOOPECTH TaKO# BUJI, KaK MOKa3aHo Ha puc. 13.2.

Puc. 13.2. (naBHOE MeHI0

[Tpeske ueM 1POOJIKUTD, CKPOITE IJIaBHOE MEHIO, BBIKJIIOYMB KOoHTeliHep Main Menu.

SKpaH nays3bl

Ikpan nayssr orobpaskaet Haamuch « Pauseds (ITprocTaHOBIEHO) 1 KHOTIKY [IJist BO300-
HOBJIeHUs1 UTPbL. UTOOBI CO3/1aTh €r0, BLIOJIHUTE Te JKe IeHCTBU, KaK [PU CO3MaHuK
IJIABHOTO MEHIO, HO CO CJICYIOTNMMU U3MEHEHUSIMU:

O obbeKkTy-KOHTElHepPY IIpucBoiiTe nMst Paused;

Q B oObekT Title BBemTe TekeT «Pausedy;

O 00beKTy KHOIKH MpHCBOiiTe nMst Unpause ;

O Hajanuch HA KHOIIKE JIOJIKHA CoflepKaTh TeKeT « Unpauses.

B pesynbraTte Mento Pause 10JI:KHO BBITJISAIETD TaK, Kak Ha puc. 13.3.

BuikounTe KOHTeI;'IHep Paused rnepea TeM, Kak IMPpUCTYIIUTb K CO3/ITaHUIO TTOCJIE/THETO
MCHIO! 9KpaHa 3aBEPIICHWA UTPbI.

rAUSED

[ RESUME

Puc. 13.3. MeHio Pause
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JKpaH 3aBepLUEeHUs UrpPbl

IKpaH 3aBepiieHus urpsl oroopaskaer Teket «Game Overs (KoHel Urpbl) U COAEPKUT
KHOIIKY, 3aIyCKAIOILy10 HOBYIO Urpy. OH Oy/IeT MOSIBJISITHCS TIOCJIE Pa3PyIeHust KOCMU-
YeCKOIl CTAHIINH, 03HAYAIOIIETO KOHEI[ UTPHI.

W cHoBa BBITIOTHUTE Te Ke I[GI?ICTBI/IFI, KaK ITpn CO3/IaHWU TJIaBHOTO MEHIO 1 3KpaHa I1a-
y3bI, HO CO CJEeAYIOIIUMU U3SMEHEHUAMMU:

O obbekry-KoHTElHEPY TIpHCBOiiTe nMst Game Over;

QO B oObekr Title BBenTe Teker «Game Overy;

O o0beKTy KHOIIKH IIPHCBOiiTe nMst New Game;

O mHaanuch Ha KHOIKE JI0JIKHA cofiepKaTh TeKeT «New Games.

B pe3yabTaTe 9KpaH 3aBEPHICHMA UTPBI JOJIJKEH BBITJIA/IETD KaK Ha PUC. 13.4.

GAME OVER

(Rew Game )
S— —

Puc. 13.4. MeHto 3aBepLUeHNs Urpbl

Bce Tpu HOBBIX MEHIO MTPAKTHYECKH UIEHTHYHBI PYT APYTY, U Y BAC BIIOJHE MOT Obl
BO3HHKHYTbH BOIIPOC, TIOYEMY TIOTPEOOBAIOCH BBITIOJIHSITD O/IHY U TY JKe PAOOTY TPUIK/IbL.
[Ipuymna B TOM, YTO MO3/IHEE MOKET MOHAZT00UTHCST HBMEHHUTH UX HE3ABHCUMO JPYT OT
ApyTa, U, Pa3eiuB ux ceiiuac, Mbl u36aBuiu ceOst OT JIMIIHEN paboTh IIOTOM.

Ternepb Mbl JIOJKHBI 100aBUTH B UTPY €Ille OJINH KOMIIOHEHT MOJIb30BATEIbCKOTO WH-
Tepdeiica — KHONKY 7151 TPUOCTAHOBKU UTPBL.

[o6aBneHne KHOMKWU ANl NPUOCTAHOBKMU Urpbl

KHorka mproctaHoBKU OyieT HAXOAUTHCs cripaBa BBepxy B In-Game UL u cooGimath
UTPE, YTO 1101b30BATE/Ib PELIUJI [IPUOCTAHOBUTD €€.
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Yro6bl TIOJYYUTH 9Ty KHOTIKY, CO3/IaliTe CHauala HOBBIH 0ObekT Button 1 cienaiite ero
JIOUEPHUM I10 OTHOLIEHHIO K 00beKTy-KoHTelHepy In-Game UL [laiite emy umst Pause.

[IpuBstzkuTe KHOTKY Pause K IpaBOMYy BepXHEMY YIVIy M yCTaHOBUTe cBoicTBa X 1 Y
B 3navenus [—50, —30]. Yceranosure mupuny pasuoii 80, a BeicoTy paBmuoii 70.

Boibepute B noJie Source Image komionenTa Image KHOIKHM cripaiit Button.

3azaiite B nouepHeM oObekTe Text Teker «Pause». B mose Font BeiGepute mpudr
CRYSTAL-Regular, ycranosute Font Size B 3nauenue 28 u Color B 3nauenue 3DFFDOFE

Bor u Bcé! TTonb3oBatenbckuil unrepdeiic roros. OHaKo oKa HU ojHa U3 100aBJIeH-
HBIX KHOIOK He paboraet. YToObl oHu 3apaboTtanu, 1060aBUM JUCIIETYED UTPBI, KOTOPBII
OyIeT KOOPAMHUPOBATh BCE IEHCTBISL.

AncneTtuep urpbl U paspyLieHus

Jlucnietaep Urpsl, OAOGHO AUCTIETYEPY BBOJA U AUCTIETUEPY UHANKATOPOB, — 3TO 00b-
exT-oinHOYKa. OH pelmaeT aBe TIaBHbBIE 334!

O yrpaBJisieT COCTOSTHUEM UTPbI U PA3HBIMU MEHIO;
O cosmaer kopabJib U CTAHIIMIO.

Cpa3y ITocJie CTapTa urpa 6y11€T HaXOAWUTHCA B HE3AITYIIEHHOM COCTOAHNUUN — KOT/la KO-
pa6]Ib 1 CTaHIIMA OTCYTCTBYIOT B CII€HE, a CUCTEMaA CO3/laHUA aCTEPOU/I0B HUYEIO HE
CO3/1a€T. KPOMG TOTO, AUCIIETYED UTPbI OTO6paSI/IT TJIaBHOE MEHIO 1 CKPOET BCE APYyTHUe
MECHIO.

Korpa nosbzoBarens kocHercst knorku New Game (Hosas urpa), Ha akpaHe mMossBuTcs
unTepdeiic yipasaeHus Urpoii, Kopabib U CTAHIUS, a CUCTEMA CO3[aHUsI ACTEPOUIOB
HAYHET TMOCBLIATh ACTEPOU/IBI B CTOPOHY CTAHIMU. [[OTIOJIHUTENBHO AUCTIETYED UTPHI
HACTPOUT HEKOTOPbIE BasKHbIE DJIEMEHThI UIPBL: CLieHapHio Camera Follow Oyaer npes-
ICAHO CJIeJOBATh 32 HOBBIM 00beKTOM Ship, a 00bekTy Asteroid Spawner — MochLIaTh
acTepouibl B HaNpaBJaeHun Space Station.

Haxkower, qucrierdep urpbl Oyzer 00CHy:KUBaTh COCTOSIHIE 3aBepIleHust Urpbl. Bos-
MOKHO, Bbl IIOMHUTE, YTO B clleHapuu DamageTaking ecTb cuaxkok Game Over On
Destroyed. Mbl HACTPOUM JUCIETYEP UTPBI TaK, YTO OH OY/ET 3aKaHUMBATH UTPY MTPU
paspyiieHnr 00beKTa, K KOTOPOMY TOJKIIOYEH CIeHAPHil, ECITU YCTAHOBJIEH aTOT (hJia-
sKOK. JlJ1s1 3aBepllieHUsT UTPBI IOCTATOUYHO IIPOCTO OCTAHOBUTH CUCTEMY CO3/IaHUS acTe-
POWIOB U YAATIUTH TEKYITHH KOpabib (a TaksKe CTAHITUIO, €CJIM OHA K 9TOMY MOMEHTY
ellle He pa3pylleHa).

[Ipesxzie ueM MPUCTYIUTD K CO3/IaHUIO JIUCIIeTYepa UTPhI, HY>KHO pean30BaTh BO3MOXK-
HOCTH CO3/IaHMsI MHOKECTBA KOMMiT Kopabsus u cranuuu. /[ aToro npespatuM oba
ATUX 0OBEKTA B MAOJOHBI U OTIPEAETUM, B KAKUX TOYKAX [IPOCTPAHCTBA OHU OYAYT M0~
SIBJISITBCS.

Yt06bI IpeBpaTUTh 00BEKTHI Ship 1 Space Station B 111a0/I0HBI, TIEPETAIUTE KX 110 04epe-
IV Ha TaHes b 0603peBaTelist IPOEKTa, a 3aTeM YIAIUTe U3 CIIEHBL.
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HauasibHble TOUKM

Tenepsb cospaanM aBa 0ObeKTa-MapKepa, KOTopbie OYIYT CAYKUTh UHAUKATOPAMU TO-
4EeK B MPOCTPAHCTBE JIJIs CO3/IaHUs KOPabJIst 1 KOCMUYECKOI CTAaHI[MKM B MOMEHT 3aITy-
CKa HOBO¥ UTPBI. T UHAUKATOPBI He OYAYT BUAHBI UTPOKY, HO MbI CIEJIAeM WX BU/U-
MbIMU B peziaktope Unity.

1. Cosdaiime mapxep, 0603nauaIOUUil HAUAILHYIO NO3ULUUI0 Kopadas. CosaaiiTe HOBBII
IyCTOli UrPoBOii 06BEKT ¢ nMeHeM Ship Start Point.

[IIeskHWTE IO TMKTOTPAMME B JIEBOM BEPXHEM YTJTy HHCIIEKTOPA U BBIGEPHUTE Kpac-
HyI0 MeTKY (puc. 13.5). TTocsie 5T0ro 00beKT HOSIBUTCS B IPEACTABIEHUH CIIEHbI, HO
OCTAHETCST HEBUANMBIM [IJIsT UTPOKA.

YeranoBuTe MapKep B TTO3UITHIO, T/IE, TIO BAIIEMY MHEHUIO, TOJKEH MOSBISITHCS KO-
pabb.

© Inspector

- [ |Ship Start Point | Clstatic «
N Layer| Default &)
lect Icon . : :
Select Icon ?<.Nona _. o
—_— Y |10 Z|-180 |
E' c0o0o00 0 - C—
§b¢¢ooot_“1 z4
[ Other... |mponent |

Puc. 13.5. Bbibop MeTku Ana obbekTa-Mapkepa, 0603HauatoLEero HayaabHyo No3uumio
nosieneHuns kopabns

2. Cosdaiime mapxep, 0003HAUAIOULUT HAYATLHYIO NOSULUN KOCMUUECKOU cmanyuu. TTo-
BTOPUTE Te JKe JAeUCTBH, HO Ha HTOT pas Jaiite oObekTy M Station Start Point. Yera-
HOBUTE €TO B TIO3UIIHIO, T/e IOJIKHA TOSBAATHCS KOCMUYECKAs CTAaHITUA.

Terniepb MOXHO CO3/1aTh X HACTPOUTD ANCIIETYEDP UTPHI.

Co3paHue gucneryepa urpbi

I'naBHas 3a/fada IUCIIETYEPA UTPBI — CIIYKUTDH IMIEHTPAJIbHBIM XPaHUJIUTIIEM BayKHENIIIEeN
urbopMaimu 06 Urpe, TAaKOH Kak CChIIKU Ha TekyIiue oObekThl Ship u Space Station,
a TaKJKe U3MEHSITh COCTOSTHIE OCHOBHBIX UTPOBBIX OOBEKTOB, KOT/IA MOJIhb30BATE b Ka-
caercs KHOIIKU WJIM Korja ciieHapuil DamageTaking coobiiaer, 4To urpa A0JsKHa ObITh
3aKOHYEHA.
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Wrax, cosmaiiTe HOBBIN IIyCTOIl UIPOBOM 00BEKT ¢ MMeHeM Game Manager, no6aBbre
B Hero HOBBIN crieHapuit Ha C# ¢ umeneM GameManager.cs v BBeiuTe B (hailsr crieHapust
CTIeLYIOIH KO

public class GameManager : Singleton<GameManager> {

// WabnoH kopabnAa, no3uuuA ero cospaHuA

// v Tekywmit obbekT Kopabns

public Gameobject shipPrefab;

public Transform shipStartPosition;

public GameObject currentShip {get; private set;}

// WabnoH KoCMUYeCKOW CTaHuMKU, MO3ULMS ee COo34aHuA

// W Tekywuin obbekT CcTaHuuu

public GameObject spaceStationPrefab;

public Transform spaceStationStartPosition;

public GameObject currentSpaceStation {get; private set;}

// CueHapuit, ynpaBnawwWi rnaBHOW Kamepoii
public SmoothFollow cameraFollow;

// KoHTelHepbl AnA pasHbIX rpynn 31eMeHTOoB
// nonb3oBaTeNnbCcKoro uHTepdeiica

public GameObject inGameUI;

public GameObject pausedUI;

public GameObject gameOverUI;

public GameObject mainMenuUI;

// Wrpa HaxoAWTCA B COCTOAHWW MPOUTpPbIBAHUSA?
public bool gameIsPlaying {get; private set;}

// CucTema Co3[aHWUs acTepouzoB
public AsteroidSpawner asteroidSpawner;

// Tpu3HaK NpUOCTAHOBKW MIpbl.
public bool paused;

// OTobpaxaeT rfiaBHOe MEHW B MOMEHT 3amnycka Mrpbl
void Start() {
ShowMainMenu();

}

// OTobpaxaeT 3aAaHHblii KOHTENHep C 3/eMeHTaMu Mo/Jb30BaTeNbCKOro
// vHTepdeiica u ckpbiBaeT BCe OCTallbHble.
void ShowUI(GameObject newUI) {

// Co3paTb CNUCOK BCeX KOHTEeNHepoB.
GameObject[] allul
= {inGameUI, pausedUI, gameOverUI, mainMenuUI};

// CKpbITb UX Bce.
foreach (GameObject UIToHide in allUI) {
UIToHide.SetActive(false);
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}

}

// N 3aTeMm 0TO6pa3nUTb YKa3aHHbIA.
newUI.SetActive(true);

public void ShowMainMenu() {

}

ShowUI(mainMenuUI);

// Korpa urpa 3anyckaeTcA, OHa HaxoAWTCA He B COCTOAHUU
gameIsPlaying = false;

// 3anpeTuTb co3paBaTb acTepouibl
asteroidSpawner.spawnAsteroids = false;

// Bbi3biBaeTCcA B OTBeT Ha KacaHue kHonku New Game
public void StartGame() {

// BbiBeCTM uHTepdeidc urpsl
ShowUI (inGameUI);

// TNepeiTn B pexum urpbl
gameIsPlaying = true;

// Ecnn kopabnb yxe ecTb, yAanuTb ero
if (currentShip != null) {
Destroy(currentShip);

}

// To xe Ans cTaHuuu
if (currentSpaceStation != null) {
Destroy(currentSpaceStation);

}

// Co3paTb HOBbI1 KOpabsib U MOMECTUTb
// ero B Ha4vaslbHYHW NO3ULMK
currentShip = Instantiate(shipPrefab);
currentShip.transform.position

= shipStartPosition.position;
currentShip.transform.rotation

= shipStartPosition.rotation;

// To Xe pna cTaHuuu
currentSpaceStation = Instantiate(spaceStationPrefab);

currentSpaceStation.transform.position
spaceStationStartPosition.position;

currentSpaceStation.transform.rotation =
spaceStationStartPosition.rotation;

// MepepaTb CUEHapuWi ynpaBieHUMA KamMepon CCbiAKY Ha
// HOBbIA KOpabnb, 3a KOTOpbIM OHa [ONXHa cnefoBaTb
cameraFollow.target = currentShip.transform;

NpounrpbiBaHUA
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// HayaTb co3paBaTb acTepouppl
asteroidSpawner.spawnAsteroids = true;

// CoobwnTb cucTeMe CO3[aHUA acTepouioB
// MO3uUuUMK HOBOW CTaHUWUK
asteroidSpawner.target = currentSpaceStation.transform;

}

// Bbi3biBaeTcA 06bekTaMu, 3aBepwawwWuMu Urpy nNpu paspyweHuu
public void GameOver() {

// TlokasaTb MeHW 3aBeplweHus Mrpbl
ShowUI(gameOveruI);

// BblATU M3 pexuma urpbl
gameIsPlaying = false;

// YBanuTb Kopabnb M CTaHuUuKW
if (currentShip != null)
Destroy (currentShip);

if (currentSpaceStation != null)
Destroy (currentSpaceStation);

// TpekpaTuTb co3faBaTb acTepouzpl
asteroidSpawner.spawnAsteroids = false;

// v yhanuTb BCe yXe CO3[aHHble acTepougsl
asteroidSpawner.DestroyAllAsteroids();

}

// Bbi3biBaeTCA B OTBET Ha KacaHue KHomnku Pause unam Unpause
public void SetPaused(bool paused) {

// TlepeknuynTbCa Mexay WHTepdeicamu nayssl U UTpbl
inGameUI.SetActive(!paused);
pausedUI.SetActive(paused);

// Ecnu urpa npuocTaHoBneHa...

if (paused) {
// OCTaHOBUTb Bpemsa
Time.timeScale = 0.0f;

} else {
// BO306HOBUTb XOA BpEMEHMU
Time.timeScale = 1.0f;

}

¥

Cuenapuii Game Manager 00beMHbIi, HO mpocToil. OH BKJIIOYAeT ABe OCHOBHbIE (DYHK-
WY YIIPaBJIEHUs MOSBIEHNEM MEHIO W UTPOBOro mHTepdeiica, a TakkKe CO3MAHUI
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1 YHUYTOKEHU S KOCMHMYECKOI CTaHIIMN " KOpa6JIH, KOTr/la Urpa HAYMHACTCA 1 3aKaH-
YHUBaCTCA.

JlaBaiire 1rar 3a maroM pacCMOTPUM ero GoJiee JAeTaibHo.

HauyanbHas HacTpoiika

MeTtoz Start BbI3bIBaeTCs, Kor/ia ucrerdep urpbl Game Manager BriepBble MTOSIBIISIETCS
B ClLleHe, TO €CTh B MOMEHT 3allyCKa UIPbL. DTOT METOJ IPOCTO 0TOOpasKaeT IJIaBHOE
MEHIO, BbI3bIBad ShowMainMenu.

// OTobpaxaeT rnaBHOe MEHW B MOMEHT 3amnycka Mrpbl
void Start() {
ShowMainMenu();

}

Yro6er 0TOOPA3UTH OO0 U3 BO3MOMKHBIX TTOJIB30BATEIBCKUX UHTEPHEHCOB, MBI HC-
MOJIb3yeM MeTofi ShowUI, KOTOpbIil Geper Ha cebs Bce 3ajiauil TI0 BBIBOLY TPeOyeMoro
06beKTa MOTb30BATEIHCKOTO HHTEPGENca U COKPBITHS 8CeX OCTATBHBIX. JIJIs1 3TOTO OH
cHAYasa CKPBIBAET BCe OOBEKTHI, a 3aTeM 0TOGpaskaeT TpeOyeMbIil:

// OTobpaxaeT 3aAaHHblii KOHTEAHep C 3/eMeHTaMu MNo/Jb30BaTebCKOro
// wHTepdeiica u ckpbiBaeT BCe OCTasibHble.
void ShowUI(GameObject newUI) {

// Co3paTb CMMCOK BCEX KOHTENHepoB.
GameObject[] allul
= {inGameUI, pausedUI, gameOverUI, mainMenuUI};

// CKpblITb BCe.
foreach (GameObject UIToHide in allUI) {
UIToHide.SetActive(false);

}

// W 3aTem 0TO6pasnTb YyKa3aHHbIA.
newUI.SetActive(true);

[Tpu HaTMYUK HTOTO METO/IA MOJKHO peain3oBaTh ShowMainMenu. OH Jinih 0TOOpasKa-
eT IJlaBHOe MeHIO (BbI3biBas ShowUI) U ycTaHaBiaMBaeT (puiark, CUTHAIU3UPYIOLINE, YTO
B /IaHHBII MOMEHT IIPOIIECC UTPbI OCTAHOBJIEH, a CUCTEMAa CO3/IaHUs aCTEPOUIOB J10JIK-
Ha MMPEKPATUTh TEHEPUPOBATH HOBBIE ACTEPOU/IBL:

public void ShowMainMenu() {
ShowUI(mainMenuUI);

// Korpa wrpa 3anyckaeTcsd, OHa HaXOAUTCSA He B COCTOSHWU MpPOUTpbIBAHUSA
gameIsPlaying = false;

// 3anpeTuTb co3/aBaTb acTepouasl
asteroidSpawner.spawnAsteroids = false;



JmcneTtyep vrpbl U paspyLueHns 241

3anyck urpbl

MeTtos StartGame, KOTOPBI BBI3bIBAETCS B OTBET HA HakaTue KHOTkW New Game (Hosas
urpa), orobpaskaer urpopoii uarepdeiic In-Game UI (11 cKpbIBaeT Bce JAPYTHe), a TaKKe
TIO/ITOTABIMBACT CIIEHY K HOBOMY CEaHCY UTPBI, YIS CYIECTBYIOTTIE KOPabJIh U KOC-
MIYECKYT0 CTAHIIMIO M co3/[aBasi HoBble. OH TakiKe MepefaeT KaMepe CChIIKY Ha HOBBIN
KOpabJTh, 32 KOTOPBIM OHA JOJIKHA CIIE0BATD, M COOOIIAET CUCTEME CO3/IAHNST ACTEPOH-
JIOB, YTO OHA JIOJKHA HAYaTh CO3/[aBaTh acTEPOU/IbI U HATIPABJISATH UX B CTOPOHY BHOBb
CO3/IaHHO} KOCMUYECKOH cTaHIuu:

// Bbi3biBaeTcA B OTBET Ha HaxaTue KHonku New Game
public void StartGame() {

// BbiBECTU MHTepdenc wurpbl

ShowUI (inGameUI);

// TepeiTn B pexum urpbl
gameIsPlaying = true;

// Ecnn Kopabnb yxe ecTb, yAanuTb ero

if (currentShip != null) {
Destroy(currentShip);

}

// To Xe pna cTaHuuu
if (currentSpaceStation != null) {
Destroy(currentSpaceStation);

}

// Co3paTb HOBbIN KOpabnb U MOMECTUTb
// ero B Ha4vaNbHYyWw NO3ULMIK
currentShip = Instantiate(shipPrefab);
currentShip.transform.position

= shipStartPosition.position;
currentShip.transform.rotation

= shipStartPosition.rotation;

// To Xe Aana cTaHuuu
currentSpaceStation = Instantiate(spaceStationPrefab);

currentSpaceStation.transform.position
spaceStationStartPosition.position;

currentSpaceStation.transform.rotation =
spaceStationStartPosition.rotation;

// NepepaTb CUEHapWi YMNpaBAeHWA Kamepoi CCbiiKy Ha
// HoBbili KOpabnb, 3a KOTOPLIM OHa AO/XHA CNefoBaTb

cameraFollow.target = currentShip.transform;

// Ha4vaTb co3paBaTb acTepouppl
asteroidSpawner.spawnAsteroids = true;

// CoobwnTb CMCTeMe CO3AaHUA acTepouaos
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// MO3uUuUMK HOBOW CTaHUWUKU
asteroidSpawner.target = currentSpaceStation.transform;

}
3aBepLueHue Urpbl

Metoj1 GameOver BBI3BIBACTCS ONIPEEICHHBIMU OGBEKTAMHE, TIPH Pa3PYIIEHUN KOTOPBIX
urpa JoJikHa 3aBepiiarbed. OH BBIBOJAUT KPaH 3aBEPIIEHUS UIPbI, OCTaHABJINBAET
UTPOBOH MPOIECC U YAATSET KOPabJih 1 CTAHIHIO. J[OTIOMHUTETHHO OCTAHABIMBAET CH-
CTEMY CO3/IaHUST aCTEPOUIOB U yIaJIsIeT Bce ocTaBuInecs actepon/sl. DakTuIecKu aToT
MEeTO/]] BO3BpalaeT UTPY B HAYAIbHOE MPEACTAPTOBOE COCTOSTHHE:

// Bbi3biBaeTcA 0b6bekTaMu, 3aBeplawWWUMUM Urpy MpW paspylieHun
public void GameOver() {

// TlokasaTb MeHW 3aBeplweHUsa Mrpbl
ShowUI(gameOveruI);

// TMonb3oBaTeNb He UrpaeTt
gameIsPlaying = false;

// YBanuTb Kopabnb M CTaHUUK
if (currentShip != null)
Destroy (currentShip);

if (currentSpaceStation != null)
Destroy (currentSpaceStation);

// TpekpaTuTb co3faBaTb acTepouppl
asteroidSpawner.spawnAsteroids = false;

// v yhaanuTb BCe yXe CO3JaHHble acTepouapl
asteroidSpawner.DestroyAllAsteroids();

¥
MpuocTaHOBKa Urpbl

MeTton SetPaused BbI3bIBaeTCs B OTBET Ha KacaHue KHONKHU Pause (IIpnoctanoBuTh)
i Unpause (Bo3o6HOBUTD). DTOT METOJ YIIpaBseT 0ToOpaKeHUeM HKpaHa Hay3bl
U IPUOCTAHABINBAET UM BO30OGHOBJISIET UTPOBOM MPOIIECC.

// Bbi3biBaeTCcA B OTBET Ha KacaHue KHomku Pause wunm Unpause
public void SetPaused(bool paused) {

// Nepeknw4uTbCA Mexay WHTepdercamum naysbl U Urpbl
inGameUI.SetActive(!paused);
pausedUI.SetActive(paused);

// Ecnu urpa npuocTaHoBneHa...
if (paused) {
// OcTaHoBUTb BpemAa
Time.timeScale = 0.0f;
} else {
// BO306HOBUTbL XOA BpEMeHMU
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Time.timeScale = 1.0f;
}
}

HacTpoiika cueHbl

3aKOHUYMB C HANMMCAHWEM KO/la, MOKHO TIepefTH K HacTpoiike AucreTdepa nrpsl Game
Manager B ciiene. HacTpoiika 3akiioyaercst B YCTAHOBKE CBsI3ell MeXIy 0OheKTaMu
B CIICHE W TIEPEMEHHBIMU B CIIEHAPH:

O
O

O

B CBOMCTBO Ship Prefab cireyer neperamuts 1mabaoH KopabJist;

B cBOMCTBO Ship Start Position ciieayer meperamuTh 00beKT-MapKep, 0003HAYAIOLIHI
HAYaTbHYIO TTO3UIIIO KOPabJIs B CIICHE;

B CcBOiicTBO Space Station Prefab ciiesyer neperamurh mabI0H KOCMUYECKO cTaH-
nuu;

B cBOICTBO Station Start Position caieayer meperamuTh 00beKT-MapKep, 0003HaYa0-
MU HA4aJIbHYIO TIO3UINIO CTAHIINH B CIIEHE;

B cBoiicrBo Camera Follow ciiemyer ieperaintb 00bekT Main Camera 13 CleHbI;

B cBoiicTBa In-Game UI, Main Menu UI, Paused UI 1 Game Over UI ciieyet rnepeTamurb
COOTBETCTBYOIINE OOBEKTHI-KOHTEITHEPHI U3 CIICHB;

B cBoiicTBO Asteroid Spawner cJielyeT rmepeTaiiuTh obbekT Asteroid Spawner us cie-
HBI,

cBoiicTBO Warning Ul ocTaBUM TIOKa KaK €CTh; MBI PEaJIU3yeM €TO B CJIEIYIONIEM Pa3-
nee.

B pesyabrare nactpoiiku gucrerdyepa urpbl Game Manager B MHCIIEKTOPE /IOJIKHbBI BbI-
IJISA/IETh TaK, Kak 1okazano Ha puc. 13.6.

v |G| [M Game Manager (Script) &,
Script &'GameManager o
Ship Prefab ‘Ship )
Ship Start Position A Ship Start Point (Trans ©
Space Station Prefab |Space Station o}
Space Station Start Po! A Station Start Point (Trz @
Camera Follow [ Main Camera (Smooth| ©
In Game UI In-Game Ul )
Paused Ul Paused e
Game Over Ul Game Over (o]
Main Menu Ul Main Menu | ®
Warning Ul None (Game Object) | ©

Puc. 13.6. HacTpolikn o6bekta Game Manager B MHCMEKTOpe
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TeHepb, 3aKOHYHMB C HaCTpOﬁKOﬁ JAUCIIETYEPA UT'PbI, HYKHO ITOJAKJ/IIOYNUTH K HEMY KHOII-
KU, IPUCYTCTBYIONINE B Pa3HbIX MEHIO.

1. Hodkmouume xnonxy Pause. Boibepure kHONKy Pause B koHTeiiHepe In-Game UI
U IEJKHUTE 10 KHOIKE + BHHU3Y pasfeia ¢ Hactpoiikamu coObitust Clicked. Tle-
peramute 06bekT Game Manager B TIOSIBUBIIEECS TMOJIe U BbiGepuTe (hyHKIUIO
GameManager » SetPaused. YcTanoBuTe MosiBUBIIHUIICS MTOcJie aTOT0 (hraskok. Terepb
HakaTe KHOMKY Pause Gy/IeT MPUBOAUTD K BHI30BY METO/a SetPaused B clieHapHH
Game Manager ¢ iepeziaueii eMy JJIOTHYeCKOTO 3HAYEHU true.

2. Iodxnouume knonxy Unpause. Boibepure kHOTKY Unpause B MeHI0 Paused. BoiroJi-
HUTE Te JKe IENUCTBUS, KaK U JIJIsI KHOTIKK Pause, HO BbIKJIoYnTE (DJIasKOK MTOCTIE BbI-
6opa ¢yukrr GameManager » SetPaused. Tenepb HaxkaTie KHOIKKU OyAeT HPUBO-
JIUTH K BBI3OBY MeTO/1a SetPaused € JIOTHYECKUM 3HaYeHUEM false.

3. Ioodxmouume xnonku New Game. Boibepure kHorky New Game B KoHTeiiHepe Main
Menu ¥ MEJKHUTE 0 KHOMKE + BHU3Y pasjiesia ¢ Hactpoiikamu cobbitus Clicked.
[Teperamure o6bekT Game Manager B TIOSBUBIIEECsS TIoJie U BeIGeprTe (hyHKIUIO
GameManager » StartGame.

[lanee moBTopuTe Te Ke menicTBy g KHOTKM New Game B meHio Game Over.

Kuomnku nogkimouens! Ho npesx/e yeM Mbl 3aKOHYUM, HEOOXOAUMO €llle KOe-4To
HACTPOUThH, YTOOBI TIOJIYYUTH HOJHOLEHHYIO UTPY.

Bo-1epBbIX, Hy)KHO C/1es1aTh Tak, YTOOBI PaspyIieHiie KOCMIYECKOW CTAHI[IN BBI3bI-
BaJIo 3aBepiienne urpsl. K o0bekTy KocMudeckoil cramimu Space Station yske 1moj-
KJIIoueH ciieHapuii DamageTaking; HaM OCTaIoCh TOJIBKO 3aCTaBUTb 9TOT CLEeHApHil
BbI3bIBATh (PYHKINIO GameOver u3 ciieHapus Game Manager.

4. Jlobasvme 6 cuenapuii DamageTaking.cs evi306 GameQuver. OTkpoiite dailin u xo-
GaBBTE B HETO CJCIYIONIUET KOJT:

public class DamageTaking : MonoBehaviour {

// Yvcno 04KOB NPOYHOCTW AAHHOro obbekTa
public int hitPoints = 10;

// TNpwn paspyweHnn cospfaTb 3TOT 06beKT
// B Tekyweihn nosuuum
public GameObject destructionPrefab;

// 3aBepunTb WUrpy Mpu paspylweHun [JaHHOro obbekTa?
public bool gameOverOnDestroyed = false;

// Bbi3biBaeTcA Apyrumu obbekTamu (Hampumep, acTepoMiamMu W Wapamu Miasmbl)
// BnA HaHeceHWs NOBpexAeHui
public void TakeDamage(int amount) {

// CoobwuTb O MnonafjaHuu B TeKywuid obbekT
Debug.Log(gameObject.name + « damaged!»);

// BbldecTb amount M3 4ucaa OYKOB MPOYHOCTM
hitPoints -= amount;
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// O4KM ncYepnaHbl?
if (hitPoints <= 0) {

// 3adpukcmpoBaTb 3TOT ¢dakT
Debug.Log(gameObject.name + “ destroyed!”);

// YnanuTb cebsa u3 urpsbl
Destroy(gameObject);

// 3ajaH wabnoH Ans co3faHus obbekTa B TO4YKe paspylweHua?
if (destructionPrefab != null) {

// Co3paTb 06beKT B Tekyuwei nosuuuu

// € Texkyweih opueHTauuei.
Instantiate(destructionPrefab,
transform.position, transform.rotation);

}

> // Ecnu TpebyeTcA 3aBepwuTb Urpy, BbI3BaTb
> // meToa GameOver knacca GameManager.
> if (gameOverOnDestroyed == true) {
> GameManager.instance.GameOver();
> ¥
}

¥

¥

ITOT KOJI 3aCTABUT Pa3pyIIUBIINICS 0OGBEKT MPOBEPUTH CBOTO MIEPEMEHHYT0 gameOver -
OnDestroyed, I eCJIi OHa COJIEP’KUT 3HAUCHME true — BbI3BAaTb METO/l GameOver U3 CIie-
Hapus Game Manager, uToGbl 3aBEPIIUTD UTPY.

Mpl Takke MOMKHBI JaTh acTepouilaM BO3MOKHOCTH TMIPUYUHATH TOBPEKICHUS IPY-
ruM oObeKTaM NpU CTOJTKHOBEHUUM ¢ HUMU. /[ 3TOTO 100aBUM B HUX clieHapuit
DamageOnCollide.

Yro6bI aCTEPOUABI MOTJIM TIPUYUHATD TIOBPEKICHHS APYTHUM 00BEKTaM, BBIOEpHUTE Ia-
6101 Asteroid 1 nobasbre B Hero komnonenT DamageOnCollide.

Jlajiee, acTepou/IbI IOJIKHBI OTOOPAKATh Ha IKPAHE PACCTOSTHUE MEK/Y HUMU 1 KOCMU-
YeCcKOW CTaHIMel. DTO TIOMOXKET UTPOKY PEIINTb, KAKOH acTePOUI PacCTpedTh mep-
BbIM. /17151 9TOTO M3MEHUM clieHapuii Asteroid, 106aBUB B Hero obpaliieHue K AUCTIeTIEPy
UTPBI IS [TOJIyYEeHUS KOOPANHAT KOCMUYECKOHN CTaHIIMU, KOTOPbIE 3aTeM IIeperuineM
B IlepeMeHHYI0 showDistanceTo HHAMKATOPA acTePOU/IA.

YT06b1 acTepous 0ToOpazKaa PacCTOSTHUE 10 CTaHIMKM, OTKPOITE clieHapuii Asteroid.cs
u 106aBbTe caelyloniuit Koj B yHKIMIO Start:

public class Asteroid : MonoBehaviour {

// CKopoCcTb nepemeljeHna actepouia.
public float speed = 10.0f;

void Start () {
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// YCTaHOBUTb CKOpPOCTb MepemeleHUAa TBepaoro Tena
GetComponent<Rigidbody>().velocity
= transform.forward * speed;

// Co3paTb KpacHblii MHAWKATOP ANA AAHHOrO acTepouaa
var indicator =

IndicatorManager.instance

.AddIndicator

(gameObject, Color.red);

> // 3anoMHUTb KOOPAWHATbl KOCMWYECKOW CTaHuUuM,
> // ynpaBnaemon AucneT4epom Wrpbl,
> // Bnsa oTobpaxeHus pacCTOSHMA OT Hee O acTepouia
> indicator.showDistanceTo =
> GameManager.instance.currentSpaceStation
> .transform;
}
¥

ITOT KO HacTpauBaeT MHAMKATOP Ha 0TOOpakeHUe PaCCTOSHUS OT aCTEPOUA 10 KOC-
MMYECKOH CTaHIIMHU, YTO MOMOKET UIPOKY OIIPEAENUTD, KaKOW acTepom]l HAXOMUTCS
OJIMKe K CTAaHIIUN.

Bor u Bce!

[Tourpaiite B urpy. Terepb BbI MOKeTE JIeTaTh BOKPYT CTAHIINH, PACCTPEIUBATH ACTEPO-
Wb, & CTEPOU/IbI MOTYT HAHOCUTD TIOBPEXKICHUS CTAHIIMM U Jlaske Pa3pyIluTh ee. Bol
TOKE CMO’KeTe Pa3pylIUTh CTAHIIMIO, PACCTPEJIAB €€, a KaK TOJbKO CTAHIUS Pa3pPyLINT-
csl, Urpa 3aKOHYUTC!

FpaHuubI

Ocranacn IOCJIE/IHAA BayKHas A€TaJlb, KOTOPYIO HYKHO lIO6aBI/ITI) B UTPY: MbI 1OJIZKHBI
IIpeaynpeinTb UrpokKa, €CJan OH OKa3aJICs CJUIIKOM JaJIEKO OT KOCMHYECKOI CTaHITHUH.
Ecmm HUTPOK YJIETUT CJINIIKOM JJAJIEKO, Mbl IIOKAKEM €MY KPAaCHY1O ITPEAYIPEXK/IAIONTY IO
PaMKy BOKPYT 9KpaHa; €CJIN OH HE PA3BEPHETCA, UTPA 3AKOHYNUTCA.

Co3zpaHue paMKu

CHayvasa co3aiuM IPeyIpesKAaIoNnyio paMKY.

1. fobaevme cnpaiim Warning. Beibepute texctypy Warning. smennTe ee Tum Ha
Sprite/UL.
Hawm nysxHO Hapesams cripaiit, 4To6bl PacTSHYTh €r0 Ha BeCh 9KPaH 63 MCKaKeHUsT
ero (opmbl 1 yTJIOB.

2. Hapeaxcvme cnpavim. lenxuure 1o kuonke Sprite Editor (Peaktop cripaiita), u cripaiit
MOSIBUTCS B HOBOM OKHe. B 1anesi, BHU3Y clipaBa B OKHE, BBEJIUTE BO BCE TIOJIS B Pa3-
neste Border uuciio 127. 3o crenaet yriel HepacTsruBaeMbiMu (puc. 13.7).
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Puc. 13.7. Hapeska cnpaita Warning

[lesxkuanTe o kHOTIKE Apply (IIprMennTs).

3. Tenepo cosdadum npedynpedxrcoaiouyio pamxy. ITO IPOCTOe U30OpaKeHKe, 0ToOpa-
’Kaemoe B uHTepdeiice Urpbl, KOTOPoe OY/IET PACTATUBATHCSA HA BECh OKPAH.

Yro0bl IOJYYUTh PAMKY, CO3JAiiTe€ HOBBIA IIyCTOH MIPOBOM OOBEKT € HMMeHEeM
Warning UL CpenaiiTe ero 04€pHUM 110 OTHOTIIEHUTO K O6’beKTy Canvas.

YeTaHOBHUTE TOUKM MPUBA3KM 00BEKTA Tak, YTOObI OH PACTSHYJICS Ha BECh dKPaH
110 TOPU30HTAJIM U 110 BEPTUKAJIH, U 3a/1aliTe MUPUHY BCEX OTCTYIIOB PaBHOW HYJIIO.
Biarozapst aToMy 00BEKT PacTsSIHETCS Ha BECh XOJICT.

Jlo6Gaskre B Hero koMoHeHT Image. Boibepure B cBoiicTBe Source Image aToro Kom-
TIOHEHTA TOJIBKO UTO CO3IaHHbBIN cripaitT Warning 1 ycranoBuTe cBoiicTBo Image Type
B 3Hauenue Sliced. MI3o0pazkenue pacTsiHeTCs Ha BECh 9KPaH.

Tenepb peannayem yrpaBjieHIE PAMKOI.

YnpaBneHue paMKoOu

rpaHHHbI HEBUANMDI 1JIs I/IFpOKa 1 TOYHO TaK XK€ HEBU/I[MUMbI B pemHMe peI[aKTI/IPOBa'
nust urpbl. YToObI 0TOOpasuTh 00BEM IIPOCTPAHCTBA, B KOTOPOM UIPOK MOKET JIETATh,
HY’KHO BHOBb BOCIIOJIb30BAaThCS BO3MOYKHOCTBIO 110/ HazBaHueM (Gizmos, Kak Mbl 3TO
Jlesiany npu co3anuu Asteroid Spawner.

[l mamux 1esreli cosaanM Be cepbl, TepBYIO U3 KOTOPBIX Ha30BeM cdepoil npe-
oynpedxrcdenust, a Bropyro — chepoii yuuumoncenus. Ilentper 0benx chep OyayT Haxo-
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JUTHCS B OJTHON M TOM 3Ke TOYKE, HO PAAUYChl UX OYAYT OTIUYATHCS: Pafnyc chepbl
IpeJyNpeskeHis MeHblie pajuyca cepbl yHUUTOKECHHUS.

O Ecsmm kopabiib HaXOAUTC BHYTPU cepPbI TIPEAYIPEKICHIS, 3HAYUT, BCE B MOPSIIKE
U HUKAKUX MPEAYTIPEKACHUN BRIBOAUTHCS He OyaeT.

O Ecau kopabib okaskeTcst 3a TpaHuIiaMu cpepbl IPeAyTIPEKICHIs, Ha dKPaHe T10-
SABUTCS TIPeyTNpekIeHue, CUTHATU3NPYIOIIee, YTO UTPOK JIOJIKEH Pa3BepHYTLCA
U JIETETH 0OPATHO.

O Ecau kopabib OKayKeTCsT 32 TPAHUTAMHU Chephl YHITITOKEHIS, UTPA 3aKOHYUTCS.

(Dakruueckast MPOBEPKa BbIX0Ia KOPabJIst 3a TIpeebl 060t 13 ABYX chep Oyaer ocy-
IECTBJIATHCST JUCIETYEPOM WIPBI U HMCIOJIb30BaTh HAHHBIE, XPAHAMINECSI B 0OBEKTE
Boundary (KoTopbIii Mbl ceifuac co3/1a/ium).

CHavara cosmaaum o6bekT Boundary u 106aBUM KO/l BUByaTH3aIiK IBYX chep.
1. Cosdaiime o6vexm Boundary. Cospaiite HOBBIII IIycTOl 00BEKT ¢ MMeHeM Boundary.

Jlo6Gasbre B 06beKT HOBbII clieHapuil Ha C# ¢ umenem Boundary.cs v BBeJUTE B HETO
CTIeLYIOTIIH KO

public class Boundary : MonoBehaviour {

// TMokasbiBaeT npenynpexaawlyl pamky, Korga urpok
// yneTaeT CAMWKOM fafeko OT LieHTpa
public float warningRadius = 400.0f;

// PaccTosHMe OT LeHTpa, YyAaneHWe Ha KOTOpoe Bbi3bIBAET 3aBEpLEHWEe WUrpbl
public float destroyRadius = 450.0f;

public void OnDrawGizmosSelected() {
// XenTbMm UBeTOM MokasaTb cepy npenynpexneHus
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(transform.position,
warningRadius);

// ...a KpacHbM — cdepy YHUYTOXEeHUSA

Gizmos.color = Color.red;

Gizmos.DrawWireSphere(transform.position,
destroyRadius);

BepHyBIIUCH B pelakTop, Bbl YBUANTE Kapkachl ABYX cdep. JKeaTbiM 11BeToM 0ToOpa-
JKaeTcst cpepa TpeyTpesJeHus U KpacHbIM — cepa yHHUTOReHusT (KaK MOKa3aHo Ha
puc. 13.8).

Crienapuii Boundary hakTudecku He BBITIOJIHSIET HUKAKOUM UTpoBoii toruku. Ho ciiena-
puii GameManager 1CIIOJIb3YET €ro JIAHHbIC LIS OIPe/IeJICHHs TiepecedeHsl HTPOKOM
IpaHMUIL
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Puc. 13.8. 'paHnubl

Terepb, Koria 00bEKT TPaHUL] TOTOB, HAM OCTAJIOCH TOJIbKO HACTPOUTD AUCIETYEP UTPHL
Game Manager Ha eTo UCI0JIb30BaHHUE.

2. Jobasvme nons epanuy, 6 cuenapuii GameManager u k00, ucnoavsyrouwuil ux. J1o6aBb-
Te cJIeyIonnii Ko B ciieHapuit GameManager.cs:

public class GameManager : Singleton<GameManager> {

// WabnoH kopabna, no3uuua ero cCo3paHuA

// n Tekywuih obbekT Kopabna

public Gameobject shipPrefab;

public Transform shipStartPosition;

public GameObject currentShip {get; private set;}

// WabnoH KOCMMYECKOW CTaHUUWU, MO3ULMA ee COo3AaHuUSA

// v Tekywmin obbekT cTaHuuu

public GameObject spaceStationPrefab;

public Transform spaceStationStartPosition;

public GameObject currentSpaceStation {get; private set;}

// CueHapuit, ynpaBnawwWWiA rNaBHOW KaMepoii
public SmoothFollow cameraFollow;

> // TpaHuupl urpsl
> public Boundary boundary;

// KoHTeWHepbl Ana pasHbIX Fpynn 3/1eMeHTOB
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// nonb3oBaTenbCKOro uHTepdeica
public GameObject inGameUI;
public GameObject pausedUI;
public GameObject gameOverUI;
public GameObject mainMenuUI;

> // Mpepynpexpakwas pamka, KoTopas noasBnaeTcA,
> // Korpa Wrpok nepecekaeT rpaHuuy
> public GameObject warningUI;

// VWrpa HaxoaMTcsA B COCTOAHUU MPOUTpbIBAHUA?
public bool gameIsPlaying {get; private set;}

// CucTema co3paHuMA acTepouaos
public AsteroidSpawner asteroidSpawner;

// Tlpu3HaK MPUOCTAHOBKMW MUIpbl.
public bool paused;

// OTobpaxaeT rfaBHOe MEHW B MOMEHT 3amnycka Mrpbl
void Start() {
ShowMainMenu();

}

// OTobpaxaeT 3aAaHHbli KOHTEWHep C 3/ieMeHTamMu MoNb30BaTeNbCKOro
// wHTepdeiica u cKpbiBaeT BCe OCTalibHble.
void ShowUI(GameObject newUI) {

// Co3paTb CMWCOK BCEX KOHTeWhHepoB.
GameObject[] allul
= {inGameUI, pausedUI, gameOverUI, mainMenuUI};

// CKpblITb UX Bce.
foreach (GameObject UIToHide in allUI) {
UIToHide.SetActive(false);

}

// W 3aTem 0TO6pa3nUTb YKa3aHHbIA.
newUI.SetActive(true);

}

public void ShowMainMenu() {
ShowUI(mainMenuUI);

// Korpa wurpa 3anyckaeTcCf, OHa HaxoAUTCA He B COCTOAHUU MPOUTpbIBaHWA
gameIsPlaying = false;

// 3anpeTuTb co3paBaTb acTepouabl
asteroidSpawner.spawnAsteroids = false;

}

// Bbi3biBaeTcA B OTBET Ha KacaHue KHonku New Game
public void StartGame() {
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// BbiBeCTW uHTepdeidc wurpsl
ShowUI (inGameUI);

// TMepeiTn B pexum urpbl
gameIsPlaying = true;

// Ecnn kopabnb yxe ecTb, yAaauTb ero
if (currentShip != null) {
Destroy(currentShip);

}

// To xe Ans cTaHuuu
if (currentSpaceStation != null) {
Destroy(currentSpaceStation);

}

// Co3paTb HOBbI1 KOpabib U MOMECTUTb
// ero B Ha4vasbHYW MNO3ULMK
currentShip = Instantiate(shipPrefab);
currentShip.transform.position

= shipStartPosition.position;
currentShip.transform.rotation

= shipStartPosition.rotation;

// To Xe pna cTaHuuu
currentSpaceStation = Instantiate(spaceStationPrefab);

currentSpaceStation.transform.position =
spaceStationStartPosition.position;

currentSpaceStation.transform.rotation =
spaceStationStartPosition.rotation;

// TMepepaTb CUEHapuWi ynpaBieHUMA KamMepon CCbiAKY Ha

// HoBbIi KOpabnb, 3a KOTOPLIM OHa [ONXHA CnejoBaTb
cameraFollow.target = currentShip.transform;

// HavaTb co3paBaTb acTepougbl
asteroidSpawner.spawnAsteroids = true;

// CoobwMTb CuCTeMe CO3[aHMA acTepouaos

// NO3UUMI HOBOWN CTaHUUM
asteroidSpawner.target = currentSpaceStation.transform;

}

// Bbi3biBaeTCcA 06beKkTaMu, 3aBepwanWMMU Urpy Mpu paspyweHuu
public void GameOver() {

// TlokasaTb MeHw 3aBepueHus Urpbl
ShowUI(gameOveruUI);

// BbIATU WU3 pexuma urpbl
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gameIsPlaying = false;

// YBanuTb Kopabnb M CTaHUUKL
if (currentShip != null)
Destroy (currentShip);

if (currentSpaceStation != null)
Destroy (currentSpaceStation);

> // CkpblTb mpeaynpexpawiyyl pamky, €cC/M OHa BMUAMUMA
> warningUI.SetActive(false);

// TpekpaTuTb co3fasBaTb acTepouzp
asteroidSpawner.spawnAsteroids = false;

// W ypanuTb BCe yxe CO3[aHHble acTepongsl
asteroidSpawner.DestroyAllAsteroids();

}

// Bbi3biBaeTCcA B OTBET Ha HaxaTue KHomku Pause wunm Unpause
public void SetPaused(bool paused) {

// TMepeknynTbcAa Mexay WHTepdeicamn naysbl U Urpsbl
inGameUI.SetActive(!paused);
pausedUI.SetActive(paused);

// Ecnu wurpa npuocTaHoB/eHa. ..

if (paused) {
// OcTaHOBUTb Bpemsa
Time.timeScale = 0.0f;

} else {
// BO306HOBUTb X0 BpemeHu
Time.timeScale = 1.0f;

}

}

public void Update() {

// Ecnn kopabna HeT, BbIATU
if (currentShip == null)
return;

// Ecnu Kopabnb Bblwen 3a rpaHuuy chepbl YHUYTOXEHUA,

// 3aBepwuuTb WUrpy. Ecnam oH BHyTpu cdepbl YHUHTOXEHUA, HO

// 3a rpanuuamu coepbl npefynpexneHus, nokasaTb npeaynpexaatllyo
// pamky. Ecam oH BHYTpu obeux coep, CKpbITb pamMKy.

float distance =
(currentShip.transform.position
- boundary.transform.position)
.magnitude;

if (distance > boundary.destroyRadius) {

>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
> // Kopabnb 3a npepenamu cdepbl YHUHTOXEHMUA,
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// 3aBepunTb Urpy

GameOver();

} else if (distance > boundary.warningRadius) {
// Kopabnb 3a npepenamu chepbl npepynpexpeHus,
// nokasaTb npeaynpexjawuylw pamky
warningUI.SetActive(true);

else {

// Kopabnb BHyTpu cdepbl npenynpexneHus,

// CKpbITb pamky

warningUI.SetActive(false);

VVVVVVVVVVVYVYVY
-

ITOT HOBBIN KO/ MCTIOJIb3YeT TOJBKO YTO CO3JIAHHBIN KJacc Boundary /st TTPOBEPKH
BBIXO/Ia 3a Tpeiesibl cephl MpeaAynpekaeHus nin chepbl yHUUTOREHU. B KamaoM
Kajipe OH [TPOBEPSIET PACCTOSTHUE OT KOpabJist 1o TieHTpa cdep; ecin Kopabyib TOKUHY.JI
chepy TpeaynpesKaeHus], 0TOOPasKAeTCst MPEAyTPeKIAfoIIas paMKa, a ecJau KopabJib
MOKUHYJI chepy YHUUTOKEHNUsT, Urpa 3aBepiiaercs. Ecii kopabiib HaXOAUTCS HYympu
chepbl peynpexRieHns, 3HAUUT, BCe B TIOPSIZIKE, M PaMKa CKpbiBaeTcs. To ecTb ecimn
UTPOK BBIJIETUT 3a TIPeIe Il chephl IPELYIPEKIEHNS, a 3aTeM BEPHETCS Ha GE30MACHOE
paccTosiHue, OH CHAYaJIa YBUUT TIPEAYIIPEKAAIONTYIO PAMKY, & IIOTOM OHA CKPOETCSI.

[lasee Ham ocTasioch AT MOJKIIOUNTH TepeMenHbIe. /[ucnetdyepy urpet Game Manager
HY’KHBI CCBIJIKM Ha 00beKkThl Boundary 1 Warning UL

3. Hacmpotime ducnemuep uzpv. Game Manager na ucnoiv3osanue 006exmos panui,.
IMeperammre Warning UI B 11os1e Warning UI, a o6bexT Boundary B 11osie Boundary.

4. Ilouezpaiime 6 uepy. l1pu nepecedeHUN TPAHUITBI TPEYTTPEKICHIS JOJKHA TOSIBUTD-
Cs1 paMKa, ¥ eCJIH BbI He TIOBepHETe 0O6PaTHO, UTPa 3aBepIIuTcs!

OxkoHuYaTenbHas ooBoAKa

IMosapasisiem! Bbl TOJBKO UTO 3aBepHIMIN pabOTy HaJl OCHOBOI UTPOBOTO TIpoIEcca
BeCbMa CJIOKHOTO KOCMUYECKOTO TIyTepa. B mpeaby X pasenax, caemays 3a mosic-
HEHMSIMM, BbI HACTPOUJIU KOCMUYECKOE IIPOCTPAHCTBO, CO3/aI1 KOCMUYECKUI KOpabJib,
KOCMUYECKYIO CTAHITUIO, aCTEPOU/IbI U JIa3ePHBIE MYIIKN, OTPEryJIUpPOBaIN UX (pusmde-
CKHe IapaMeTpbl U HACTPOWJIM JIOTMUECKUEe KOMIIOHEHTbI, CBS3bIBAIOIINE BCE ATO BO-
equHo. Kpome TOro, BB CO3[aMy IIOJIb30BATENbCKII HHTEPdENC, HEOOXOAUMBII 1151
UTPBI 32 TIpefieaMu pegaktopa Unity.

OcnoBa urpbl roTosa, HO B Hell ellle ecTb MeCTO LISl yJIydlleHUsI BU3YyaIbHOro 1pej-
crasyierns. [lockonbky BusyambHbBIE 3((hEKTHI B UTPe BCTPEUYAIOTCS IOBOJIBHO PEJKO,
UTPOK He [10JIy4aeT BU3YaIbHbIX [10/CKA30K, IOMOTAIOIIUX OLLYTUTh CKOPOCTD JIBUIKE-
Hst. JIOTOHUTENBHO MBI I0OaBUM B UTPY UyTh OOJIBIITE KPACOK, MOAKIIOUNB K KOpPa-
6JIr0 1 acTeponiam Bu3yasusatopbl Trail Renderer.
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KocMuueckas nbijib

Ecnu Bam MMPpUXOANJIOCh UT'PaTb B UTPbI, UMUTUDYIONIKE ITOJIET B KOCMOCE, TaKHE€ KaK
Freelancer nin Independence Wd?‘, BbI MOT'JIM 3aME€TUTb, KaK BO BPpEMSI JIBUKEHUA MUMO
KOpa6]I$I TIPOHOCATCS MbIJIMHKHW, OCKOJIKU U IPYyTUE MEJTKNE OOBEKTHL

Yro6b! yAYUIIUTE HAITY UTPY, I06aBUM MaJe€HbKUE MBIIUHKH, KOTOPBIE TIOMOTYT CO3-
JIaTh OIIYIIEHNE TIYOUHBI 1 MEPCIIEKTUBBI BO BpeMsT moJjieta Kopabiist. st aToro cos-
JQJINM CHCTEMY YaCTHII, TEPEIBUTAIOILYIOCS BMECTe ¢ KOpalJieM U HENPEPBIBHO TeHe-
PUPYIOILYIO YaCTHIIBI MBIIA BOKPYT HETO. BajkHO OTMETHTBD, 4TO 3TH YaCTUIIbI He OYIyT
nepeMelaTbes OTHOCUTEIbHO OKPYKAIONero MpocTpancTBa. To ecTb BO BpeM4 Iosiera
GyIeT cO3aBaThCST OTIYIIEHHE, YTO UTPOK TPOJETAET MUMO HUX. JTO CO3acT boiee
MOJTHOE OIIYIIEHUEe CKOPOCTH.

[T co3maHms YacTUI] ITBIJIN BBITIOJTHUTE CIIEAYIONTHE 1eHCTBHS.
1. Iepemawume wabnon Ship é cyeny. Mbl BHeCeM B HETO HEKOTOPbIE H3MEHEHHSL.

2. Cosdaiime douepnuii o6vexm Dust. CosnaiiTe HOBBLI IIyCTON UIPOBOI OOBEKT C UMe-
Hem Dust. Criesraiite €ro I0YepHUM TI0 OTHOIIEHUTO K HTPOBOMY 00beKTy Ship, TOTb-
KO 4TO TIePEHECEHHOMY B CIICHY.

3. Jlo6asvme 6 nezo komnonenm Particle System. HacTpoiiTe KOMIIOHEHT, Kak [MOKa3aHO
Ha puc. 13.9.

BaskHoii 0c06eHHOCTHIO 9TOM CHCTEMBI YaCTHIT ABJIseTCst 3Havenne World B cBoticTse
Simulation Space 1 3nauenue Sphere B cBoiicTse Shape. [TepBas HacTpoiika (3HaueHNe
World B cBoiicTBe Simulation Space) ykasbiBaeT Ha TO, YTO YACTHUIIBI He OyIyT Tepe-
MeEIIaThest BMecTe ¢ Kopabiem. To o3Havaet, 4To Kopabib Gy/eT MpoJjeTath MUMO
HUX.

4. Ipumenume usmenenus ¥ wabaony. Beibepure o6bekT Ship U MIEJIKHUTE IO KHOII-
ke Apply (IIpumenuTsb) B BepxHelt yactu nHcnekTopa. [locie aToro mpousseneHHbIe
U3MEHEHUsI COXPAHSITCS B 11abyioHe. MBI elile He 3aKOHYIIIN ¢ KopabJieM, HOITOMY
MOKa He yAaJsiiTe ero u3 ClieHbI.

VBUIETh MOMYYMBIIYIOCS CHCTEMY YacTUIll MOKHO Ha puc. 13.10. O6parure BHU-
MaHWe, KaKk OHa co3/aeT a(hPeKT 3Be3THOTO MO Ha (hOHE CTIIA’KEHHBIX ITBETOBBIX
nepexo10B HeGecHOTo Kyoa.

CeeTsawmecs cneaobl

Kopabiib — ouenb mpoctast MOJIE b, HO HET IPUYIH, IO KOTOPBIM HEJb3s1 GBIIO OB yKpa-
CHTB ee HEKOTOPBIMU cliennanbHbiMu addextamu. J{aBaiite 100aBUM IBa CBETSIIIXCSI
ciezia, cospaomux ah@exT paboThl peaKTUBHbIX JABUTATEICIH.

1. Cosdaiime noswviit mamepuan ois creda. OTpoiite menio Assets (Pecypcbr) u BbiOe-
pure niynkT Create » Material (Cosnats » Marepuain). [Ipucsoiite HoBoMy MaTepua-
sy ums Trail u momecture ero B manky Objects.
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Puc. 13.9. HacTpoliku yactv nbiam
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Puc. 13.10. CuctemMa 4actul, UMUTUPYLOLLAsS KOCMUYECKYHO Mblflb

2. 3adeiicmeyiime 6 mamepuaie Trail wetidep Additive. Boibepure matepuar Trail u ycra-
HOBUTE B ToJie Shader 3HaueHue Mobile » Particles » Additive. DToT tipocToii mreiizep
Bcero Jimiib gobasiser ¢Boii et K ¢ony. Ocrasbre cBoiicTBo Particle Texture 1ry-
CTBIM — OHO HAM He MOHA[00UTCSI.

3. Jobasvme 1oswiii douepnuii obvexm 6 wabion Ship. [Ipucsoiite emy nms Trail 1. Yera-
Hosure B to3uiuio (—0,38, 0, —0,77).

4. Jlobasvme xomnonenm Trail Renderer. Hacrpolite Tak, kak 1mokasaHo Ha puc. 13.11.
O6pature BHUMaHUe, 4TO B 1oJe Material BLIOpaH TOJIBKO YTO CO3JaHHBIA HOBBIN
Marepuad Trail.

B rpaaguente Busyannsaropa Trail Renderer nc1iosib3yloTces caeayoniue 1BeTa:
* #000B78FF

* #061EF9FF

* #0080FCFF

«  #000000FF

e #00000000

Oo6parure BHIMaHIE, 4TO 1BeTa OJIKE K KOHILY CTAHOBSITCS BCe TeMHee. Tak Kak st
orobpakeHust Matepuasia Trail ucnosnbsyercs weiizep Additive, ato cosmaer addext
pacTBOpeHus cieja.

5. Crxonupyime o6vexm Trail 1. 3aKOHUMB HACTPONKY TIEPBOTO CJIefla, CKOIIMPYITE €ro,
otkpbiB MeHto Edit (TIpaBka) 1 BeiOpas myHkT Duplicate ([Iy6anpoBsats). YeraHoBUTE
HOBY10 Kormio B tosutinio (0,38, 0, —0,77).
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Puc. 13.11. HacTpoliku Bu3yanusaTopa Trail Renderer
B WabnoHe kopabns

Bropoii ces nmeeT TOYHO Takue ke KOOPAWHATHI Z 1 Y, KaK 1 IepBbIif, HO KOOPINHA-
Ta X UMeeT MPOTHUBOIOJIOKHBIN 3HAK.

6. Ipumenume usmenenus, npoussedeniwie ¢ wabnone. Beibepure 00bexT Ship 1 mesx-
Hute 1o kaorke Apply (IIpuMennTs) B BepxHell yacTu MHCTIEKTOPA, 3aTeM yAAJINUTe
06beKT Ship U3 CIIeHBI.

Terepb MOXKHO TIPOTECTUPOBaTh pesysibrar! Bo BpeMs mojiera Kopalbuist 3a HUM OyayT
TSIHYThCsI IBa rOJ1yOOBATHIX CBETAIIMXCS CJIe/la, KakK MokasaHo Ha puc. 13.12.
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Puc. 13.12. [Iga cnea 3a kopabneM, UMUTUPYIOLWMX paboTy peakTUBHbIX ABUraTenen

Tenepp mpuMeHuM TOXOXUN 2(hdEKT K acTeporaM. ACTEPOUABI B WTPe JTOBOJIHHO
TEMHBIE, U XOTS €CTh UHAUKATOPDI, IOMOTAIOIINE UTPOKY CJIEIUTH 32 ACTEPOUIAMIU, MbI
MorJin Obl J06aBUTD 4yTh O0JIbie Kpacok. C aToM 1eJIbo ¢/ieJlaeM CBETSIIIIICS CIeI.

1. Mobasvme acmepoud 6 cyeny. Ileperammre nmabaon Asteroid B crieHy, 4ToObI OJIY-
YUTH BOSMOKXHOCTb BHECTU B HCI'O USMCHCHI .

2. Jobasvme xomnonenm Trail Renderer ¢ douepnuii o6oexm Graphics. Victionbsyiite
HACTPONKHM, n300paskeHHble Ha puc. 13.13.

3. Ipumenume usmenenus x wabnony Asteroid u yoarume ezo us cuenol.

Terneps acTeponibl GYAYT OCTABJISATH 38 OO0 CBETSIIHICS cliel. 3aKOHUYEHHYIO UTPY
B JIEMICTBUU MOKHO yBU/leTh Ha puc. 13.14.

3BYKM

Hawm ocraiock 106aBuTh B UTpy mnocieanuii Habop agdektos: 3Bykn! [laske mpu Tom,
YTO B HACTOSIIIEM KOCMOCE HET 3BYKOB, KA4eCTBO BUIEOUTPHI CYIIECTBEHHO MOBBICUTCST
nocJie ux gobasaenns. Ham HysKHO 100aBUTH TPU 3ByKa: PEB ABUraTeseil KopabJis, 3ByK
BBICTPEJIOB JIA3E€PHBIX MYIIEK U 3BYK B3PbIBa aCTEPOUIOB. JI06aBUM UX 0 OUEPEIH.

B KOMILIEKT pecypcoB, paciipocTpaHsieMbIX ¢ KHUTOM, Mbl BKJIIOUIJIN HECKOJIBKO Oec-
IJIATHBIX 3BYKOBBIX 9(h(eKTOB, KOTOPbIE BbI HaiizeTe B nanke Audio.
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Puc. 13.13. HacTpoliku CBETALLErocs cneaa actepouaa

KocMunueckuit kopabnb

CHauasia 106aBUM HETPEPHIBHBIN I'yJl KOCMUYECKOTO KOPaOJIs.
1. Jlo6asvme wabnon Ship 6 cyeny. Mbl BHECEM B HETO HECKOJIBKO U3MEHEHUH.

2. Jobasvme xomnonenm Audio Source 6 o6vexm Ship. KomnonenT Audio Source ynpas-
JISIET BOCIIPOU3BEIEHUEM 3BYKOB.

3. Yemanosume ¢aancox Loop. Ham HyHO, 4TOOBI IIyM ABUTraTe el 3Bydas Herpe-
PBIBHO.
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Puc. 13.14. Virpa B geicTeum

4. Jlobaevme 3syx pabomarouux osuzameneil. Ileperamure ayauokaun Engine B mose
AudioClip.

5. Coxpanume usmenenust ¢ waodnone. Bot u Bcé!

Jlo6GaBUTH 3BYKH, BOCIIPOU3BOIUMbIE HEITPEPBIBHO, OYEHB TIPOCTO, HO ATOT IIAT TI03BO-
JIIeT 3HAUNTEJNbHO YIYYIIUTh BOCTIPUSITE UTPHI ¢ MUHUMYMOM YCHUJIMH C Baleil cTo-
POHBL.

IToka me yamsiite KOpabJIb U3 CI[EHBI — YYTh HIDKE MBI T06ABHM B HETO €IIie KOe-4To.

BbicTpenbl

Jlo6GaBUTh 3BYKH BBICTPEJIOB HEMHOTO cyioskHee. Ham HYsKHO, 4T0OBI 3BYKOBOIT 9 ek
BOCITPOM3BOIUJICS C KasKIBIM BBICTPEJIOM, & 3TO 3HAUMT, UYTO HAM TIPUAETCS 3aIlyCKaTh
BOCITPOM3BE/ICHNE TPOTPAMMHO.

CnHavama I[O6aBI/IM NCTOYHUKHU 3BYKa K /IBYM ITYIHIKaM.

1. Jobasvme xomnonenmor Audio Source ¢ obvexmul oznesvix mouex. Beibepure oba
00beKTa OrHeBbIX Touek — Fire Point 1 u Fire Point 2 — u no6aBbTe komiioHeHT Audio
Source.

2. Jobasvme ¢ ucmounuxu seyxa ayouoxiun Laser. Tlociie nobasieHus: cHummure iia-
KOK Play On Awake — HaMm HYKHO, 4TOOBI 3BYK BOCIIPOU3BOAUICS TOTHKO B MOMEHT
BBICTpETA.

3. Jlobasvme k00, sanyckarouuil socnpoussedenue spgexma 6 momenm goicmpena. Jlo-
GaBbTe CaeAyomuil Koz B ciienapuii Ship Weapons.cs:
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public class ShipWeapons : MonoBehaviour {

vV V V V V VvV Vv

// WabnoH pnAa co3paHuA CHapALoB
public GameObject shotPrefab;

public void Awake() {
// Korpa paHHbIl 0bbekT 3anyckaeTcA, coobwuTb
// BucneTyepy BBOJa MCMONb30BaTb €ro
// Kak TeKywuii cueHapwil yrnpaB/ieHUs OpyXWUeM
InputManager.instance.SetWeapons(this);

}

// Bbi3biBaeTcA npu ypaneHun obbekTa
public void OnDestroy() {
// Huyero He fenaTb, eC/NU BbI3LIBAETCA HE B peXWUMe WTpbl
if (Application.isPlaying == true) {
InputManager.instance.RemovelWeapons(this);
}
¥

// Cnucok nywek Ansa cTpenbobwbl
public Transform[] firePoints;

// WHpekc B firePoints, yka3biBawwmii Ha ciepywwyo
// nywky
private int firePointIndex;

// Bbi3biBaeTcsa gucnetyepom BBoAa InputManager.
public void Fire() {

// Ecnv nywku OTCYTCTBYWT, BbIATH
if (firePoints.Length == 0)
return;

// OnpepenuTb cnepywuyl Nywky AAA BbicTpena
var firePointToUse = firePoints[firePointIndex];

// Co3paTb HOBbIA CHapAd C opueHTauuen,

// cooTBeTCTBYyHWeA nywke

Instantiate(shotPrefab,
firePointToUse.position,
firePointToUse.rotation);

// Ecnv nywka umeeT KOMMOHEHT MCTOYHMKA 3BYKa,
// BOCMpOM3BECTU 3BYKOBON 3¢dpeKkT
var audio

= firePointToUse.GetComponent<AudioSource>();
if (audio) {

audio.Play();
}

// TMepeiTn K cnepywuwein nywke
firePointIndex++;

// Ecnu npousowen BbIXOA 32 rpaHuLpl Maccusa,
// BepHYTbCA K ero Havany
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if (firePointIndex >= firePoints.Length)
firePointIndex = 0;

ITOT KOJI IPOBEpsieT Hajauuue KomioHeHTa AudioSource B orueBoil Touke, BBIIOJI-
Hsoneil BoicTpest. Eciin KOMIIOHEHT MMeeTcs, 3allyCcKaeTcsl BOCIIPOU3Be/leHUe ero
3BYKOBOTO a(hdeKTa.

4. Coxpanume usmenenus ¢ waonone Ship u yoarume ezo u3 cuenoi.

Bot u Bcé. Tenepb BbI GyjieTe CJBIIATD 3BYKOBOM a(dEKT Mpu KaskaoM BbicTpee!

B3pbiBbl

Ocrasoch 106aBUTH MOCJICIHIIT 3BYKOBOI adeKT: 3ByK B3pbiBa. CliesiaTh 5TO MPOCTO:
HY>KHO BCEro JIMilb 100aBUTh KCTOUYHUK 3ByKa Audio Source B 00beKT B3pbiBa Explosion
1 ycTaHoBUTD (pitazkok Play On Awake. Koryia B3pbIB 110BUTCS Ha 9KpaHe, aBTOMaTHye-
cku OyeT BOCIIPOM3Be/IeH 3BYK B3pbiBa Explosion.

1. Jobasvme wabnon Explosion 6 cyeny.

2. Jlobasvme xomnonenm Audio Source ¢ o6vexm Explosion. Tleperamure ayAnoKINII
n ycranosure ¢iaskok Play On Awake.

3. Coxpanume usmenenus 6 wabione u yoarume €20 u3 cueHbl.

Terepsb BbI GyieTe CABIIATH 3BYKH B3PHIBOB!

B 3ak/siroueHmne
Bot mbr 1 3akonunsu. [lozapasisiem! B Bamux pykax 3akoHueHHas urpa «Meteoput-
HBIN 10:K/1b>. Temeph BaM pelrarh, Kak pa3BUBATh ee Jasblie!
MpbI niIb ToACKAXKEM HECKOJIBKO HUEH.
Jobasvme 1osoe soopyicenue
Hanpumep, pakeTy ¢ caMOHaBeIeHIEM.
Jobasvme 6pazos, amaxyouux uzpoxa

AcTepoujibl, MPSIMUKOM JIETSIIIME K KOCMUYECKON CTaHI[UU, — CJUIIKOM IPOCTast
11eJsib. ITpoKy mpakTU4ecKu HU4ero He yrposKaer.

Jobasvme appexmuvl paspyuienius KOCMUUECKOU CIMAHUULL

Jlo6aBbTe CUCTEMY YaCTHUI], KOTOPask BOCIPOM3BOJIUT ILJIAMST 1 J[BIM B TOUKE TIOTIaj1a-
HU, KOT/Ia ACTEPOUJL IOCTUTAET CTAHIINU. DTO, KOHEYHO, HEPEATUCTHYHO, HO TO HE
IOMEIIAJIO HaM J00ABUTb B UTPY U APyrue 3G GeKTsL.



YACTb IV

dononHuTenbHble
BO3MOXHOCTU

B 37O YacTn Mbl fieTaNbHO PAaCCMOTPUM HeKOTOpble ocobeHHocTn Unity, Hauas
C NogpPO6HOro UCCNefoBaHUsA CUCTEMbI MOJIb30BATENIbCKOIO UHTepdElica 1 3a-
KOHUMB M3yyYeHneM BO3MOXHOCTW paclimpeHma camoro pegaktopa Unity. Mbi
TaKXe nccnefyem CUCTeMy OCBELLEHUA Y 3aBepLunm SKCKypcuto no Unity 3Ha-
KOMCTBOM C MprieMaMu pacluMpeHunsa MHGPaCTPYKTypbl 1 06CyKAeHrem Bonpo-
COB BbIXOAa 1 PpacnpOCTpaHEeHWA CBOVX UTP.



OcBelleHue u wenaepbl

B aT0i1 r1aBe MBI PACCMOTPHUM OCBeIlleHNe 1 MaTePUAIbl — caMoe TIaBHOe (KpoMe TeK-
CTYyP), 94TO OIpe/eJisieT BHEITHUI BU/I UTPBL. B 4acTHOCTH, MBI TOJPOOHEE PACCMOTPUM
craHzapTHbIi meigep (Standard), criennaabHO CIPOEKTHPOBAHHBIN, YTOOBI YIIPOCTUTD
CO3/IaHre MATEPUAJIOB C TIPUBJIEKATEIbHBIM BHEITHUM BUJIOM. MBI Tak:Ke paccKakeM,
KaK [IMCcaTh CBOU LIEHAEPDbI, KOTOPbIE JaZyT BaM HIMPOKHE BO3MOKHOCTH YIIPABJIEHUS
BHEITHUM BUIOM 00BEKTOB B uTpe. HakoHerr, Mbl 06Cy /1M, KaK UCITOTIb30BaTh IJI06aIb-
HOE OCBellleHHe ¥ KapThl OCBEIIEHHOCTH, KOTOPbIE IOMOTYT CO3/1aBaTh KPACUBBIE CIICHbL
3a CYeT peaIMCTUYHOIO MOJIEJIMPOBAHUS OTPAsKEHUS CBeTa B CLieHe.

MaTepuanbl 1 Wwwenaepbl

Buerauii Buzg 06bektoB B Unity onpeesisieTcst TOAKIF0YEHHBIM K HEMY MAMePUALOM.
Marepuas coCcTOUT U3 BYX KOMIIOHEHTOB: wetidepa (shader) u maHHBIX, KOTOPbIE HC-
MOJIB3YIOTCST TEUIEPOM.

]_[Iefmep — 9TO OYE€Hb MaJICHbKas MporpaMMa, KOTOPasd BBITIOJTHACTCA MPOIECCOPOM
rpa(bﬂquKoﬁ KapThbl. BCG, 4TO Bbl BUANUTE HAa 9KPaAHE, ABJIAECTCA PE3YJAbTaTOM BbIUUCJIC-
HUI IBETa /IJIA KaK/10T0 ITNKCEJIa, IPOU3BEAECHHbIX HIeﬁlIepOM.

B Unity nognep;xuBaioTcst iBa OCHOBHBIX THUTIA MIEUIEPOB: 1OBEPXHOCHIHbLE TIEHIEPHI
(surface shaders) u ¢ppazmenm-eepuunnvie meiineps: (fragment-vertex shaders).

IToBepXHOCTHBIE IIEHAEPbl OTBEYAIOT 32 BBIYMCIIEHHE IIBETa MOBEPXHOCTU OOBEKTA.
I[BeT MOBEPXHOCTH OMPENEISETCS HECKOJIBKIUMI CBOMCTBaMHE, BKJIIOUYast anbbeno (0T-
PAKAOIILY0 CIIOCOGHOCTD), IJIAAKOCTD U T. T 3aja4a MOBEPXHOCTHOTO Iielifepa — Bbl-
YHCIUTh 3HAYEHUE KaKOT0 CBOMCTBA ISl KAyKIOTO MUKCEJIA MOBEPXHOCTH 00BEKTA;
3areM 3Ta HH(OPMAIHS BO3BpaIaeTcst ABIKKY Unity, KOTOPbI 00beINHSIET ee ¢ WH-
bopmarmeii 0 Kask/JoM UCTOUHUKE CBETA B CIIEHE U OTPEIEgeT OKOHYATETbHBIN 1[BET
Ka)K/IOTO MTUKCETIOB.

DparMeHT-BepIMHHbIA HIeHiaep, HapoTuB, HaMHoro npomte. Illefigepsr sTOr0 BHaa
OTBEYAIOT 32 BBIMMCJIEHHNE OKOHYATEJbHOTO IBETa IMKCEI0B; €CJAM INeHAep MOJIKEeH
BKJIIOYNTH MH(OPMAIMIO 00 OCBENIEHNH, BaM TIPUAETCS CAETAaTh 9TO CAMOCTOSATEIBHO.
(DparMeHT-BepH[I/IHHbIe H.Ieﬁ[[epbl AaI0T BO3SMOJKHOCTD praBJIeHI/IH HI/I3K0ypOBHeBbI‘
MU 0COOEHHOCTSIMU, TO €CTh UTPAIOT BAKHYIO POJIb B CO3AHUK BU3YaTbHBIX 9 PEKTOB.
Onn 06BIYHO HAMHOTO IPOIIE MOBEPXHOCTHLIX IIEHIEPOB 1, KaK CJIEACTBHE, BLIIOJIHSI-
I0TCsI HAMHOTO ObICTpEE.
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[ToBepxHOCTHBIE TIETiiEPH! haKTIUeCKN KOMIIINPYIOTes aBrkkoM Unity Bo dpar-
MEHT-BEPIIMHHbIE N AePbl, KOTOPbIe GePyT Ha ceOst BBIYUCICHUS OCBEIIEHHOCTH JIJIst
JOCTIDKEHHST MAKCUMAJIBHOM peaucTUIHOCTH. Bee, 4To fesiaeTcs B IIOBEPXHOCTHOM
nreiiiepe, MOJKHO clieJIaTh BO (DparMeHT-BepPITUHHOM Ieiiiepe, HO TPU ATOM ITPUIETCS
[PUIIOKUTH OOJIbIIE YCUIHIA.

Ecom y Bac Her KakuX-To 0cOOBIX TPeGOBAHWH, MTPEATIOYTUTETbHEE CTIOIB30BATh T0-
BEPXHOCTHBIE Telziepbl. B aToil raBe Mbl paccMoTpuM 06a BHJIA.

JBuskok Unity noazepkuBaeT Takske TPETHI TUIT IEHAEPOB — wetidepul ¢ PuKcupo-
sannoti pynxyuonarvrnocmuio (fixed-function). Ber He cMozKeTe caMu UcaTh eigepbl
3TOrO TUIIA — OHU O0BEMHSIOT IIPeiotpe/ieieHHbie onepanuu. [leiiaepsl ¢ hukcupo-
BaHHOI1 (DYHKI[MOHAIBHOCTBHIO OBLIN OCHOBHBIM MEXAHU3MOM JI0 TIOSIBJIEHUS TTO/JIEPKK I
0JIb30BATEIbCKIUX IIENHEPOB; OHU HE TAKUE CIIOKHbIE U PEIKO TTO3BOJISIOT JOOUThCSI
BBICOKOI1 PeaTMCTHYHOCTH, TI09TOMY B HAIIIN JIHU HE PEKOMEHIYIOTCS K UCII0JIb30Ba-
Huio. B aToii ritaBe Mol He OyeM TOBOPHUTH O Tieliiepax ¢ GUKCUPOBaHHON (GYHKITHO-
HAJIBHOCTBIO, HO €CJIM Y Bac TOSIBUTCS JKeJIaHMe O3HAKOMUTBCS ¢ HUMH, 3aTJISTHATE
B okyMeHTanuio Kk Unity, rie Halizere pyKOBOJCTBO 110 UX uciojib3oBanuto (https.//
docs.unity3d.com/ru/current/Manual/ShaderTut1.html).

A Terepb co3aauM cOOCTBEHHBIN TTOBEPXHOCTHBIN TEW/IEP, OUEHD OXOKIIT HA CTaH-
JAPTHBIIA, HO 06JAAIONIN IOTIOJTHUTENBLHON BOBMOKHOCTBIO OTOOPAKEHUST OACBETKH
C3a/I1, TO eCTh TIOJICBETKU KOHTYpa 00bekTa. [IprMep Takoii 1oJICBETKU MOKHO BUIETh
Ha puc. 14.1.

Puc. 14.1. KoHTypHas noaceeTka, peasnn3oBaHHas C NpUMEHEHNEM
HeCTaHapTHOro Lienaepa
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Yro0bl co31aTh TaKO 3 MEKT, BBIIOJHUTE CJEAYIONIIe 1eHCTBHSL.

1. Cosdaiime noswuii npoexm. Ipucsoiite emy Jo6oe UM IO CBOEMY BBIOOPY U BbIOE-
pute pexum 3D.

2. Cosdatime noevil wetidep, omxpvie menio Assets (Pecypcvl) u evibpag nynxm
Create » Shader ¥ Surface Shader (Cozdamw ¥ Illeiidep ¥ Tosepxnocmuuiil wetidep).
[Ipucsoiite HOBOMY miefiziepy nmst SimpleSurfaceShader.

3. Jsaxcovl wienkHume no vemy.

3amenume ez0 codepacumoe caedyrouum K00oM:
Shader "Custom/SimpleSurfaceShader" {
Properties {

// UBeT oTTeHKa obbekTa
_Color ("Color", Color) = (0.5,0.5,0.5,1)

// TekcTypa Ana obepTbiBaHUSA 06beKTa;
// no yMon4aHui Mcnonb3yeTcA nnockas 6enas TekcTypa
_MainTex ("Albedo (RGB)", 2D) = "white" {}

// TnapKocTb MOBEPXHOCTH
_Smoothness ("Smoothness", Range(9,1)) = 0.5

// HacKoNbKO MeTaNAN4ecKoi AOJXHA BbIrNAAeTb MOBEPXHOCTb
_Metallic ("Metallic", Range(90,1)) = 0.0
}

SubShader {
Tags { "RenderType"="Opaque" }
LOD 200

CGPROGRAM
// OW3M4ecKM OCHOBAHa Ha CTaHAAPTHOW MOAEeNW OCBeleHUs
// v noppepxvBaeT TEHU OT UCTOYHMKOB CBeTa BCEX TUMOB
#pragma surface surf Standard fullforwardshadows

// Vcnonb3oBaTb Mogenb weijepoB Bepcun 3.0, 4YTOObI
// nony4uTb 6onee peanucTUYHOE OCBeleHUe
#pragma target 3.0

// Cnepywuwme nepemeHHble ABASWTCA "YHUPOPMHbIMM" - OAHO M TO Xe
// 3HadyeHue AeicTByeT ANA KaxAOro nukcena

// TekcTypa, onpefenswwas anbbefo (OTpaxeHHbd cBeT)
sampler2D _MainTex;

// UBeT oTTeHKa OTpaXeHHOro ceeTa
fixed4 _Color;

// CBoWCTBa rNaikocTM U MeTa/VIM4HOCTH
half _Smoothness;
half _Metallic;
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// CTtpykTypa 'Input' conepxuT nepemeHHble, KOTOpble Mony4YawT
// YHWKanbHble 3HAYeHUs ANA Kax[oro nukcena
struct Input {

// KoopAuHaTbl B TeKCType ANA AAHHOro nukcena

float2 uv_MainTex;

s

// 3Ta eAMHCTBEHHas QYyHKLMSA BblYUCNAET CBOWCTBA
// BaHHOW NOBEPXHOCTM
void surf (Input IN, inout SurfaceOutputStandard o) {

// Vcnonb3yeT paHHble B IN M nepemeHHble,
// obbABNEHHble Bbllle, BbIYUCAAET 3HaYeHus
// n coxpaHsaeT ux B 'o’
// Anbbeno u3BnekaeTCs U3 TeKCTYypbl M OKpawuBaeTcA
// uBeToM OTTeHKa
fixed4 c =
tex2D (_MainTex, IN.uv_MainTex) * _Color;
o.Albedo = c.rgb;

// MeTannuyHoCTb U FNaAKOCTb W3BNeKawTcA
// V3 Tekywux nepemeHHbIX

o.Metallic = _Metallic;

o0.Smoothness = _Smoothness;

// 3HadveHue anbda-kaHana ussnekaeTcsa
// V3 TeKCTypbl, MUCMONb3yeMOW AnA onpefeneHus anbbeno
o.Alpha = c.a;

ENDCG
}

// Ecnn KomnbloTep, BbINONAHAWWWIA 3TOT wWengep, He noadepxvBaeT
// mopenb weinepoB 3.0, UCNONb30BaTb BCTPOEHHbI

// wenpep "Diffuse", KOTOpbIA BbIFNAAUT HE TaK peasncTU4YHO,
// HO rapaHTupoBaHHO paboTaeT

FallBack "Diffuse"

Cosdaiime noeolii mamepual ¢ umenem SimpleSurface.

Buoibepume nosuiii mamepuan u omxpotime menio Shader 6 sepxueti wvacmu uncnexmo-
pa. Beibepute myrkT Custom » SimpleSurfaceShader (ITospsoBatesnbekuii » Simple
SurfaceShader).

B nHCIeKTOpE MOSIBSITCS HACTPOMKM CBOMCTB ITOBEPXHOCTHOTO Hieiiepa (puc. 14.2).

Cosdaiime nosyio xancyny, BbiOpaB TyHKT MeHto GameObject » 3D Object » Capsule
(Mrposoit o6bext » 3D O6bexT » Karcyiia).

Ilepemawume mamepuan SimpleShader na xancyay, u st ee otobpaskenus: 6yaer
MCIOJIb30BATLCS HOBBIN MaTepuas (puc. 14.3).
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® inspector |
. SimpleSurface =,

Shader [ Custom/SimpleSurfaceShader x|
Color
Albedo (RGB)
Tiling x[1 Y1
offiet X0 Y[ p—
Smoothness e [05 |

Puc. 14.2. HacTpoilku HeCTaHAapTHOrO Nosib30BaTENbCKOrO LWenaepa

T

Puc. 14.3. V1306paxeHne Kancynbl, NOy4EHHOE C UCMONb30BaHNEM
HecTaHAapTHOro Leiiaepa

Ceityac 0OBEKT BBITISAUT HOYTH TaK K€, KaK [PU OTOOPasKEeHUK € MCII0Jb30BaHHEM
craHgapTHOTO HIeiigepa. [Jasaiite Temeppb qo6aBUM ocBelleHue c3anu!

II]IH BbIYUCJICHUSA OCBEIICHUA, TTa/IaI0MIETO C3a/iv, HYKHO 3HATDH TPU XaPaKTEPUCTUKU:
Q xemaeMbli IIBET OCBEIICHMA;
@) TOJIIIMHY KOHTYPa, CO3/laBaeMOTIo HOLICBBTKOIL/'I;

Q yros MeXIy HalpaBJIeHUEM BU3UPOBAHUS KaMePbl W HAMPABICHUEM OPUEHTAINN
ITIOBEPXHOCTH.
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HaHpaBJIeHI/Ie OPpHEHTAIINN ITIOBEPXHOCTHU HAa3bIBACTCA HOPMAJIbI0 K IIOBEPXHOCTH. KOZ[,
KOTOprI‘;I MbI HaIIUIIIEM, 6yl[€T HCITOJIb30BATh 9TOT TEPMHMH.

ITepBbie [Be XapaKTePUCTUKN SABJILIOTCS yHugopmnvimu (uniform), To ecTh UX 3HaYe-
HUS IIPUMEHSIIOTCS KO BCeM NUKceaaM o0bekTa. TpeThs XapaKTepuCcTUKa UMeeT nepe-
mennwiil (Varying) xapakTep, TO €CTh ee 3HaueHHe 3aBUCUT OT HallPaBJIEHUs B3IJIS/A;
YTOJI MEK/Ly HallpaBJeHHEeM BU3UPOBAaHUST KaMepPbl i HOPMAJIbIO K TIOBEPXHOCTH 3aBH-
CHT OT TOTO, CMOTPHTE BbI B CEPEAMHY IIUJIMH/PA WU Ha €ro Kpaii.

ITepeMeHHBIe 3HAYEHUST BBIYUCISIIOTCS TpaUUeCKOl KapToil BO BPeMsl BBITIOJHEHUST
JUIST KCTIOJTh30BAHMSI BAIITUM TIOBEPXHOCTHBIM IIEHIEPOM, TOT/Ia KaK YHU(OPMHbIE 3Ha-
YEHUsT OTIPEENSTIOTCST CBOMCTBAME MaTEPUAa, KOTOPhIE MOJKHO MEHSITh B MHCTIEKTOPE.
To ectb 4TOODI JOGABUTH MOJJIEPIKKY MOACBETKU C3aJI1, TIPEXK/IE BCETO HYKHO JI0OABUTh
B 1mielijiep /iBe YHU(OPMHBIE IEPEMEHHBIE.

1. Hsmenume pasden Properties weiidepa, 106aBUB CJIEYIOIINN KO/
Properties {

// UBeT oTTeHka obbekTa
_Color ("Color", Color) = (0.5,0.5,0.5,1)

// TekcTypa AnA obepTbiBaHMA obbekTa;
// no ymon4aHuiw Mcnonb3yeTcA naockas benasa TekcTypa
_MainTex ("Albedo (RGB)", 2D) = "white" {}

// TnagkocTb MOBEPXHOCTM
_Smoothness ("Smoothness", Range(©0,1)) = 0.5

// HacKoNbKO MeTaNM4YecKoi AO/XHA BbIFNAAEeTb MOBEPXHOCTb
_Metallic ("Metallic", Range(0,1)) = 0.0

> // UBeT cBeTa, najakwero c3aau

> _RimColor ("Rim Color", Color) = (1.0,1.0,1.0,0.0)
>

> // TonwuHa KOHTypa, CO34aBaemMoro noACBeTKON

> _RimPower ("Rim Power", Range(0.5,8.0)) = 2.0

}

ITocJie noGaBeHK 9TOTO KOZA B HACTPOMKAX 1Ielijiepa B MHCIIEKTOPE IIOABATCS {Ba HO-
BDbIX IIOJIA. Tenepb 9TU CBOUCTBA HYXHO CiejIaTh JJOCTYITHBIMU B KO/I€ Lueﬁ/:[epa, ‘{TO6bI
byHKIISA surf MorJIa NCTTOIb30BATh UX.

2. [lobasvme 6 wetidep caedyiouuil Koo:

// CBOWCTBa rnagkocTu U MeTaNJIMY4HOCTHU
half _Smoothness;
half _Metallic;

> // UBeT cBeTa, najawero c3agu
> float4 _RimColor;
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>

> // TonwuHa KOHTypa, CO3[aBaeMOro MNoACBETKOW, - 4yeMm 6auxe
> // K Hy/nWw, TeM TOHblle KOHTYp

> float _RimPower;

[lanee HY)KHO JaTh TEHAEPY BO3MOKHOCTD OINPEAESATh HAlPaBJIeHNE BU3UPOBAHUS
Kamepbl. Bee iepeMeHHbIe 3HAYEHM S, NCTTOJIb3yeMbIe TEeHIePOM, BKIIOUEHBI B CTPYKTY-
py Input, ciies0BaTEIbHO, HATIPABICHIE BUSUPOBAHNST KaMePbl Hy/KHO 100aBUTD Ty/IA.

B crpyxTypy MoXkHO 106aBUTH HECKOIBKO MOJIEH, KoTopbie ABIxKOK Unity GymeT 3a-
[OJIHATH aBTOMaTH4YecKu. Eciu 106aBuTh mepeMeHHyIo viewDir Tuna float3, Unity
IIOMECTUT B Hee HallpaBJeHre BUSUPOBAHUS KaMephl.

viewDir — He €JIMHCTBEHHAs NlepeMEeHHast, KOTOPasi aBTOMATUYECKH UCIIOJIb3YeTCs
nsuskkoM Unity s nepenaun namensionieiics nadopmarn. [ToaHbI CIIMCOK BbI
Haiiziere B jokymenTanuu Kk Unity B paszesie « PazpaboTka HOBEPXHOCTHBIX IHEHIEPOB>
(https.//docs.unity3d.com/ru/current/Manual/SL-SurfaceShaders.html).

3. Jobasvme caedyrouguil ko0 6 onpedenenue cmpyxmypol Input:

struct Input {
// KoopauHaTbl B TeKCType AJA AAHHOro nukcena
float2 uv_MainTex;

> // HanpaBneHue BWU3UpPOBaHWA KaMmepbl AJA [LaHHOW! BeplMHb
> float3 viewDir;

}s

Terepp B HACTPOIKAX MaTepualia, B IAHETN WHCIEKTOPA, MOSBSITCS JOTOJTHUTEIbHbIE
nosig (puc. 14.4).

© Inspector
SimpleSurface

Puc. 14.4. B nHcnekTope nosiBunncb BHOBb A06aBEeHHbIE NONS



MaTepuans v weiaeps 271

TeHepb Yy HacC €CTb BCA HH(bOpMaHI/IH, HeO6XOlII/IMaH JUUIST BBIYUCJIEHUS ITapaMEeTPOB KOH-
Typa, CO3/1aBa€MOro HOlICBeTKOﬁ C3a/11; OCTaJIOCh C/1eJIaTh HOCJIG,ZIHI/II;'I iar — peajin3o-
BaTb (1)aKTI/I'-IeCKI/Ie BbIYMCJICHHA N Z[O6aBI/ITb X pe3yJbTaThbl B HH(bOpMaHI/IIO O ITOBEpPX-
HOCTH.

4. Jlobasvme ciedyrouguil K00 6 PyYHKUuio surf:

// 3Ta eAMHCTBEHHasa QYHKLMA BblYUCNAET CBOWCTBA
// BaHHON MNOBEPXHOCTW
void surf (Input IN, inout SurfaceOutputStandard o) {

// Wcnonb3yeT paHHble B IN U nepemeHHble,
// obbABNEHHbIE Bblle, BbINUCAAET 3HAYEHUA
// n coxpaHAeT ux B 'o’

// Anbbefo u3BnekaeTcsAs U3 TEKCTYypbl U OKpawuBaeTcA

// uBeToM OTTeHKa

fixed4 ¢ = tex2D (_MainTex, IN.uv_MainTex) * _Color;
o.Albedo = c.rgb;

// MeTannu4yHoCTb U FNaAKOCTb W3BNeKawTcA
// V3 Tekywux nepemeHHbIX

o.Metallic = _Metallic;

o0.Smoothness = _Smoothness;

// 3HadveHue anbda-kaHana ussnekaeTcsa
// W3 TeKkcTypbl, UCnosb3yemoi ANs onpeneneHvwa anbbeno
o.Alpha = c.a;

// BbMUCAUTL APKOCTb OCBEWEHHOCTU AAHHOrO MNUKcena
// WCTOYHUKOM CBeTa c3aau
half rim =
1.0 - saturate(dot (normalize(IN.viewDir), o.Normal));

// Wcnonb3oBaTb 3Ty APKOCTb ANA BbIMUCNEHUA LBeTa KOHTypa
// v ucnonb3oBaTb ee ANA onpeAefieHns LBeTa OTpaXeHHOro cBeTa
o.Emission = _RimColor.rgb * pow (rim, _RimPower);

vV V V V V V Vv Vv

5. Coxpanume wetidep u éeprumecy ¢ Unity. Terepb KarcyJia IOJYyYUT CBETJIBI KOH-
typ! PesysbraT MoxkHO BujIeTh Ha puc. 14.5.

CKOppeKTUPOBaTh MaPAaMETPhl OCBEHIEHHOIO KOHTYPa MOXKHO, U3MEHSA CBONHCTBA Ma-
tepuana. [Tompobyiite mamenHnTh mapametp Rim Color, 4TOOBI M3BMEHUTH SIPKOCTD M OT-
TEHOK cBeTa, 1 Rim Power, 4T0OBI M3MEHUTH TOJIIITHY BUANMOTO KOHTYPA.

HOBGPXHOCTHI)IG I.Heﬁl[epbl OTJIMYHO IOJXOJAT AJiAA NCIT0JIb30BaHMA Ha OCHOBE CYyIIle-
CTByIOH.[efI CHUCTEMbI BbIYMCJICHWA OCBEIIEHHOCTHU U SABJIAIOTCA JIYYIIUM BI)I60pOM, Kor-
Ja Tpe6yeTC§1, 4TOOBI ITOBEPXHOCTN 00BEKTOB pearnpoBaJjin Ha UCTOYHUKU CBETa, /10~
6aBigeMble B CIIEHY. OmHako MHOTIA PEATUCTUYIHOCTD OCBEHIEHHOCTHU HE BasKHa WJIN
Tp€6y€TCH NMETb OYCHb CHe]_[I/I(l)I/I‘-IeCKI/Iﬁ KOHTPOJIb Ha/l BHEIITHUM BUIOM ITOBEPXHO-
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ctu. B takmnx CUTYyalluAX MOKHO peajin30BaTb CBOU, ITOJIHOCTbIO HECTaH/IaPTHLIE, (I)par-
MCHT-BEPIINHHBIE HIefI,ZIepr.

Puc. 14.5. Kancyna ¢ KOHTYpOM, CO3AaHHbIM NOJACBETKOW C3aan

dparMeHT-BepLUMHHbIE WweKnaepbl (6e3 ocBeweHnsn)

(DparmMeHT-BepITNHHBIE MTEHIEPHI TIOIYIUIN TAKOE Ha3BaHUE, TOTOMY YTO (DAKTHIECKH
COCTOST U3 JIBYX LIeliepoB: ¢pazmenmiozo (fragment) u eepuuniozo (vertex). 9To ase
oT/ie/bHbIE (PYHKITNH, YIPABISIONIE BHEITHUM BUIOM U OTOOPaKEHUEM TIOBEPXHOCTH.

Bepuwunnoiii wetidep — 910 QYHKINSI, KOTOPast B IPOIIECCE MTOATOTOBKU K 0TOOPAKEHIIO
peobpasyer Ky BEPIIHHY, TO €CTh KaKy10 TOUKY 00beKTa, 13 KOOPIIHAT MUPO-
BOTO MTPOCTPAHCTBA B KOOPAWHATHI BUAMMOTO ITpocTpancTsa. [log MupoBsIM MpocTpan-
CTBOM B JIAHHOM CJTydyae MOHUMAETCsT IIPOCTPAHCTBO, HabIo1aeMoe B pefakrope Unity:
0OBEKTHI O3UITHOHUPYIOTCST B IPOCTPAHCTBE, M BBl MOKETE TIEPEMEIIATh X C MECTa Ha
MecTo. OHako 4ToObI 0TOOPA3UTH CIIEHY € MCIOMb30BAaHNEM KaMepbl, ABHKOK Unity
JOJKEH CHadaja IpeoOpa3oBaTh MO3UIIK BCEX OOBEKTOB, IIPUCYTCTBYIOUINX B CIEHE,
B KOOPAMHATBI 8UOUMOZ0 NPOCMPAHCMEA — TIPOCTPAHCTBA, B KOTOPOM BCE MUPOBOE IIPO-
CTPAHCTBO U BCE er0 OOBEKTHI IMO3UIMOHUPYIOTCS TaK, YTO HEHTPOM MHPA SBJSETCS
Kamepa. Kpome 1010, 00bEKTHI B BUAMMOM IIPOCTPAHCTBE MACIITAOUPYIOTCS TaK, YTO
GoJiee JajeKre OT KaMepbl OOBEKThI MMEIOT MEHbIINe PasMepbl. BepiIuHHbINA HIei-
Jlep OTBeYaeT TaKKe 3a BBIYMCIIEHNE 3HAYEHUWH TTepeMeHUYNBBIX MMapaMeTPOB, KOTOPbIe
JIOJIKHBI TIepeiaBaThest (PparMeHTHOMY THen/Iepy.

Bawm mpakTtrdeckn HUKOT/Ia He TPUAETCS MICATh CBOM BEPITUHHbBIE TEN/IEPhI, HO NHO-
I71a 9TO YMEHUE MOKET IPUTOAUThCst. Harpumep, eciii moHago6uTest HCKasuTh hopMy
00beKTa, BbI MOJKETE HAIMCATh CBOI BEPIIMHHbBIA Ieiep, U3MEHAIONUI TO3UIIIO
Ka’K/[0 BEPIIUHBL.
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Dpazmenmmnviil wetidep — BTOPast TMOJOBIHA Mapbl. DparMeHTHbIE MIEHePhl OTBEYAIOT
3a BBIYUCIIEHITE OKOHYATETHLHOTO I[BETA KAXKI0TO (hparMeHTa — 0OBIYHO MIKcea — 00b-
exta. @parMeHTHBIN Tefiep moryJaeT mapaMeTphl ¢ TTepeMeHHBIMI 3HAY€HUSIMU, BbI-
qrICc/IsIeMble BEPITMHHBIM IIeHiZIepOM; 3TH 3HAUCHUS UHMEPNOIUPYIOMCS, TN CMETITBAa-
10TCS, ¢ YIETOM PACCTOSTHIIT OT 0TOOpaskaeMoro (hparMeHTa 0 OMMKAAIIINIX BEPITH.

[Tockousbky (hparMeHTHBIH T1eiiziep MMeeT MOJIHBIH KOHTPOJIb HaJl OKOHYATETbHBIM IBe-
TOM 06BEKTA, B HEM MOKHO paccuutath o heKT BAUSHUS OIU3KO PACTIOTIOKEHHBIX HC-
TOYHUKOB cBeTa. Ecin mieiiiep cam He BBITIOJIHAET TAKUX BBIYNCICHUH, TOBEPXHOCTD HE
GYJIET BBITIISIIETH OCBEIEHHOI.

Wmenno 1o atoit npyuynHe A7 peain3aliii OCBEIIEHNA PEKOMEHAYETCA NCIIOJIb30BaTh
ITOBEPXHOCTHbIE H.IGﬁI[prI; pacyeT OCBEHIEHUSA MOKET OBITH OUEHD CJIOKHBIM U 4aCTO
HaMHOTO IIpOoIIe He 3aCTaBJIATH cebsa JAyMaTb O HEM.

B zeficTBUTEIBHOCTH TOBEPXHOCTHBIE MIEHEPHI SBJSIOTCS (DPArMEHT-BEPHIMHHBIMU
meiinepamu. JIBnxox Unity aBToMaTHYeCKH peodpasyeT MOBEPXHOCTHBIE HIEHAEPbI
B HI3KOYPOBHEBbIIT (DparMeHT-BepITMHHbII KO/ 1 J00ABJISIET B HETO PacyeT OCBEIeH-
HOCTH.

Hepnocratok Takoro perieHus B TOM, 4TO TIOBEPXHOCTHBIE TIEHEPDI TPOEKTUPYIOTCS
111 0GOOIIEHHBIX CIYYAEB U MOTYT OKa3aThCsl MeHee a(h(DEKTUBHBIMU, YeM IIeHIePhI,
HallMCaHHbIE BPYYHYIO.

L pemoHcTpaiuu ocobeHHOCTel paboThl (PparMeHT-BEePIIMHHBIX LIEHIepPOB CO3/a-
JIAM IIPOCTOII 1ieiijiep, 0ToOpaKaouii paBHOMEPHO OKpallleHHble OJHOIBETHbIE 00b-
eKTbI. 3aTeM MBI TIpeobpasyem ero, 4ToObl OH 0TOOPasKa IPAIMEHTHYIO 3aJIUBKY, B 3a-
BUCHUMOCTH OT MECTOTIOJIOKEHUST 0OhEKTa Ha SKPaHE.

1. Cosdaiime woswuii wetidep, omxpvie menio Assets (Pecypcvl) u evibpas nynxm
Create » Shader v Unlit Shader (Cosdamw » Illetidep » Illeiidep 6e3 oceewenust).
[aiite HoBOMY mIeliziepy nums SimpleUnlitShader.

2. Buinoanume 080UHOL WeIUOK HA HeM, YmOoObl OMKPbIMb.

3. 3amenume codepicumoe paiina credyruum Kooom:

Shader "Custom/SimpleUnlitShader"

{
Properties
{
_Color ("Color", Color) = (1.0,1.0,1.0,1)
}
SubShader
{
Tags { "RenderType"="Opaque" }
LOD 100
Pass
{
CGPROGRAM

// Onpepenenuna ¢yHKLMA,
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// VCnonb3yemblX AaHHbIM Weifepom.

// OyHkuua 'vert' 6ypeT ucnonb3oBaTbCA B KayecTBe
// BepwuHHOro wenpepa.
#pragma vertex vert

// OyHkuma 'frag' 6yAeT MCNONbL30BaTbCA B KayecTBe
// ¢parmeHTHOro wengepa.
#pragma fragment frag

// TNopknwyYeHne HeKOoTOpbIX YAO0OHbIX
// yTvauT u3 Unity.
#include "UnityCG.cginc"

float4 _Color;

// 3Ta CTpyKTypa nepefaeTcCA B BEpWUHHLIA Wengep
// BNA KaxpoW BepuuHbl
struct appdata
{
// Tlo3uuma BepwuHbl B MUPOBOM MPOCTPAHCTBE.
float4 vertex : POSITION;

3

// 3Ta CTpyKTypa nepepaeTcA B dparMeHTHbl weirpep
// Bna Kaxporo ¢parmeHTa
struct v2f
{
// TNo3uuma dparmeHTa B
// 3KpaHHbIX KOOpAMHATaX
float4 vertex : SV_POSITION;
s

// Tony4yaeT BepwuHy u npeobpasyeT ee
v2f vert (appdata v)

{
v2f o;

// TMpeobpasoBaTb BepwWHY W3 MUPOBLIX KOOpAWUHAT
// B BUAMMblE YMHOXEHMEM Ha MaTpuly,

// nepepaHHyw aBuxkom Unity (u3 UnityCG.cginc)
o.vertex = UnityObjectToClipPos(v.vertex);

// BepHyTb BepwwHy Ans Noc/eaywlein nepepayu
// ¢dparmeHTHoOMy weipepy
return o;

}

// WHTepnonupyeT uHPopMauuiw O 6AMKAAWUX BepuwmHax
// v BO3BpawaeT OKOHYATeNbHbI LBET
fixed4 frag (v2f i) : SV_Target

{
fixed4 col;



MaTepuansi v weiigeps 275

// BepHYTb WUCXOAHbIA LBET
col = _Color;

return col;

}
ENDCG

}

4. Cosdaiime moevll mamepuan, omxpvie menio Assets (Pecypcol) u evibpas nynxm
Create » Material (Cozdams » Mamepuan). [laiite maTepuaiy ums SimpleShader.

5. Buvibepume noswiii Mamepuai 1 u3MeHuTe ero meizep Ha Custom » SimpleUnlitShader
(TToabsosarenbekuii » SimpleUnlitShader).

6. Cosdaiime 6 cuene cgepy, oTkpbiB MeHt0 GameObject (rpoBoii 06beKT) U BHIOpAB
myHKT 3D Object » Sphere (3D O6bekt » Chepa). [leperature Ha HETO MaTepHal
SimpleShader.

B pesyubrate gosmKHA MOMTYIUTHCS chepa, OKpAIleHHAS OJHOTOHHBIM I[BETOM, KaK MO-
KazaHo Ha puc. 14.6.

Puc. 14.6. Ccdhepa, okpalleHHas B OAHOTOHHbIN LBET

3anBka 00bEKTa OJHOTOHHBIM [[BETOM HACTOJBKO PACIPOCTPAHEHHAS 3ajlaya, uTo
B Unity OblI BKJIHOUYEH BCTPOEHHBIN 1eliiep, 0YeHb MOX0KUN Ha TOT, YTO Mbl HallU-
casm BbINIe. Bel MosxeTe HaiiTH ero B MeHIo Shader B Buzie mynkTa Unlit » Color (Bes
ocenerust » 1Ber).

Ianee mommpobyeM MCIOIB30BATh ATOT MEHIED IS BOCTIPOM3BENEHNST AHMATTHOHHOTO
abdexrta. JI7s1 5TOTO THe MPUAETCS TTUCATH CIIEHAPHIT; BCe HEOOXOINMO€e MBI Pean3yeM
BHYTpHU Ieiiepa.
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1. Jobasvme caedyrowuii k00 6 ynxuuio frag:

fixed4 frag (v2f i) : SV_Target

{
fixed4 col;

// BEpHYTb WCXOAHbIA LBET
col = Color;

> // TNnaBHO W3MEHATb UBET C Te4YeHWem BpeMeHM - OT yepHoro o _Color
> col *= abs(_SinTime[3]);

return col;

2. Bepuumecw ¢ Unity w 0OpaThTe BHUMAHUE, YTO IIBET OOBEKTA M3MEHUJICS HA YEPHBIIA.
Tax 1 JOJKHO OBITh.

3. Hlenxnume no knonxe Play (Mepamw) u monabionaiite, Kak U3MEHsIETCs LBET 00b-
exrta. [IpomeskyTouHble 9TAllbl MOKHO YBU/ETD Ha puc. 14.7.

Puc. 14.7. MNMocTeneHHoe U3MeHeHne LiBeTa 06bekTa

Kax Buznte, parMeHT-BEpHIMHHBIE MEHAEPDI TTO3BOIAIOT TTOJYYUTh TTOJHBIH KOH-
TPOJIb HAJ| BHEITHUM BUJOM O0BEKTOB, M 9TOT Pas/iesl MOMOT BaM MOYYBCTBOBATD 3TO.
O6cyskenne JaHHON TeMbl BO BCEX MOAPOOHOCTSX 3aHATIO ObI METYI0 KHUTY, TOITOMY
MBI He GyjileM OCTaHABJIUBATLCS Ha HEll, a eciM BaC 3aMHTEPECOBAJIA TEMa UCIIOJIb30-
BaHM: 1eliepoBs, To obpalaiitech K moapobHoil gokymentanuu Unity (https;//docs.
unity3d.com/ru/current/Manual/SL- Reference.html).

Mob6anbHoe ocBelleHmne

Korza 06bexT ocsemaercs, neigep, OTBeYalonyii 3a ero 0ToOpaskeHue, T0JIKeH BbIITOJ-
HUTD PSIJI CJIOKHBIX BBIYMCIEHUH, OIPEIETUTh KOJIMIECTBO CBETA, MOJy4aeMOro 00beK-
TOM, U Ha OCHOBE 9TOH BEJIMYMHBI PACCUMTATh I1[BET, KOTOPBII BUIUT Kamepa. ITO HOP-
MaJIbHO, HO HEKOTOPbBIE BEJIMYMHBI OYE€HD CJIOKHO PACCYUTATH BO BPEMSI BBITTIOJTHEHUSI.

Hamnpumep, eciu cihepa oxontes Ha 6eJ10il TOBEPXHOCTU U OCBEIIAETCS MPSIMBIM COJI-
HEYHBIM CBETOM, OHA JIOJIKHA MOJICBEYNBATLCS CHU3Y CBETOM, OTPAKEHHBIM OT OeJIoii
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TIOBEPXHOCTH. OlIHaKO mefmepy MN3BECTHO TOJIbKO HallpaBJIECHWE Ha COJIHILE, U, KaK pe-
3yJibTaT, OH HE OTO6pa>K3.eT 9Ty NOJACBETKY. KOHG‘-IHO, TaKy1O IO/ICBETKY MOKHO pacCUM-
TaTb, HO 9TO CPpa3dy HPeEBPAIIACTCA B OYEHDb CJIOKHYIO 3a/1a4y, 4TOOBI pelIaThb €€ B Kax-
IOM Kazape.

Jlydiee peleHye 3akK/II04aeTcss B HCIIOJIb30BaHUM 2100anbiozo oceewenus (global
illumination) u xapm ocsewennocmu (lightmapping). Haspanue «riobanbHoe ocse-
neHne» 0ObEeIMHAET MHOKECTBO POJICTBEHHBIX TEXHOJIOTHI BBIYUCICHUS KOJINYECTBA
CBETa, MOJIyYaeMOr0 KaKJOH MTOBEPXHOCTHIO B CIICHE, C YYETOM CBETa, OTPAKEHHOIO
06BeKTaMH.

[Ipumenenye METOIOB TIOOATBHOTO OCBEIIEHNST TO3BOJISIET MOTYYUTh OUEHD TIPABIO-
oI00HY 10 KapTUHY, HO TPeOyeT 3HAUUTEbHBIX BBIYUCIUTENBHBIX PecypcoB. T1o aToil
MPUYUHE BBIYUCJIEHUST OCBEIEHHOCTH YaCTO BBITIOTHSIOT 3a0,IarOBPEMEHHO B PEIAKTO-
pe Unity. PesysbraTsl Takske MOTYT ObITh COXPaHEHbI B TaK Ha3bIBAEMOI Kapme ocee-
wennocmu (lightmap), kotopast onpejiesisier KOJIUYeCTBO CBETa, MOJIyYaeMoe KasK/IbIM
(bparmenTOM KaxKI0l TOBEPXHOCTH B CICHE.

ITocKoMbKY BBIYUCIEHUS TIT00AIBHOTO OCBEIEHUS BBITIOJIHSIFOTCS 3apaHee, HETPYIHO [0-
raJ[aThCsl, YTO JIAHHBINA TIPHEM MTPUMEHUM TOJIBKO K HEMOABUKHBIM 00beKTaM (COOTBET-
CTBEHHO, He U3MEHSIONINM HallpaBJeHUE OTPAsKEHHOTO cBeTa). Hu iu1d kakoro ABuKyIIIe-
rocst 00beKTa HeJib3sl IIPUMEHUTh METO/bl TI00aJIbHOTO OCBEIIEHKs HEIIOCPEACTBEHHO;
B TAKUX CJIy4asiX HY>KHO JIDYTOe pellieHne, 0 KOTOPOM MbI PACCKAKEM UYTh HIKE.

Wcnosnp3oBanme KapT OCBENEHHOCTH MOKET 3HAUMTEIHHO YBETNINTD TPOU3BO/IUTEb-
HOCTH CO3/IaHUST PEATMCTUIHOTO OCBEIeHUS B CIleHe, TaK KaK BBIUYMUCIEHNS BBITTOTHSI-
IOTCST 3apaHee, a WX PE3yJIBTaThl COXPAHSIOTCS B TeKcTypaX. OIHAKO 4TOOBI UCIIOJb-
30BaTh 3T TEKCTYPHI JIJIsT OTOOPAKEHMsI, UX HYKHO 3aTPyKaTh B MaMsITh, ITO MOKET
cTaTh MPOOIEMON JIJIST CJIOKHBIX CIIEH, MCIOJIB3YIONMX MHOTO CJIOKHBIX TekeTyp. Crira-
JIUTH 3Ty TPOOIEMY MOKHO 32 CUET YMEHDBIIEHUST Pa3PeIIeHrst KaPT OCBEIEHHOCTH, HO
TP 3TOM CHU3UTCS BU3YATbHOE KAYeCTBO OCBEIIEHNUS.

C Y4€TOM BbIIIENU3JIOJKEHHOTO yr]Iy6I/IMCH B UCIIOJIb30OBaHME IIPUEMOB r106aIbHOr0 0C-
BEIIEHNA, CO3/1aB CIIEHY. ChHavana HaAaCTPOMM MaTepHaJbl Pa3HOTO IIBETA — 3TO ITIOMOJKET
HaM yBU/IETDH, KaK CBET PACHPOCTPAaHACTCA B CIICHE, a 3aTEM CO3Ja/IUM HECKOJIbKO 00b-
€KTOB M1 HACTPOUM MCITIOJIb30BAaHNE CUCTEMBI r106aIbHOT0 OCBEIleHHA.

1. Cosdaiime nosyr cueny ¢ Unity.

2. Cosdaiime mnosviui mamepuan ¢ umenem Green. OcraBsre BbIOpAHHBIM IIEliep
Standard u usmenuTte 11BeT B cBolicTBe Albedo Ha 3esenbiil. HacTpoiiku maTepuasa
B MHCITEKTOPE JIOJIKHBI BBITJISI/IETh TaK, KaK 1TOKa3aHo Ha puc. 14.8.

Terneps 106aBUM 0OBEKTHI B CLIEHY.

3. Cosdaiime xy6, oTKpbIB MeHio GameObject (MrpoBoii 06bekT) 1 BHIGPaB MyHKT 3D
Object » Cube (3D O6mbekt » Ky6). /laiite 06bexTy umst floor, yctaHOBUTE €ro B 10~
surmio 0,0,0 u 3agaiite macirab 10,1,10.

4. Cosdaiime smopoii ky6 ¢ umernem Wall 1. Ycranosure ero B nosunuio —1,3,0 1 3agaii-
te nosopor 0,45,0. Taxxe 3agaiire Mmaciurab 1,5,4.
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Puc. 14.8. Hactpoiiku Matepuana Green

5. Cosdaiime mpemuii ky6 ¢ nverem Wall 2. OH 10JKeH HaXOAUTheA B To3unuu 2,3,0
¢ moopotoMm 0,45,0 1 umeTs MaciuTab 1,5,4.

6. Ilepemawume mamepuan Green na o6oexm Wall 1.
Ciiena J1oJIKHA BBITJISIETH TAK, KaK TTOKa3aHo Ha puc. 14.9.
Teneps 3actaBum Unity BBIYUCIUTD OCBEILIEHHOCTD.

7. Buibepure Bce Tpn o6bekta — floor, Wall 1 u Wall 2 — u ycranosute (uraxox Static
(CraTtmueckuii) cripaBa BBepxy B nHcnextope (puc. 14.10).
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Puc. 14.9. CueHa 6e3 HanoXxeHns KapTbl OCBELLEHHOCTM

© mspector LR
4 [— | [ static «
Tag [ Untagged 3| Layer | Default &
V.~ Transform @
Position X|— - Al
Rotation il — - Z[—
Scale X|— Y[— z[—

Puc. 14.10. O6bsBeHNe 06EKTOB CTAaTUUECKUMU

Kax TospKk0 00BEKTBI B clieHe OyayT oObsABAEHBI cTaTHIeCcKMu, Unity HeMeaneHHo
[IPUCTYIIUT K BBIYKCJIEHUIO WH(bOpMaImn 06 X ocBemieHHOCTH. Yepe3 HECKOJIBKO
MTHOBEHMI KapTUHA OCBEMIEHHOCTH HEMHOTO n3MeHnuTcs. Hanbosiee 3aMEeTHBIM M3Me-
HEHMEM CTaHeT IosABJIeHre Ha 6eIoM KyOe CBeTOBOTO IsITHA, 0TOPACHIBAEMOTO 3€JIeHbIM
kybom. Cpasuure puc. 14.11 n 14.12.

ITOT IpUeM I03BOJISIET UCII0JIb30BaTh IJI00AIbHOE OCBEIEHNE B PEKUME PEalbHOTO
Bpemeru. OH JIaeT HETJIOXOH Pe3yJibTaT, HO BJEUeT 3HAUMTEJNbHOE YXYAIIEHHUE MPO-
MU3BOAUTETBHOCTH, TIOTOMY YTO 3apaHee JeJAeTCsl TOJIbKO YacTh Bbrurc/ieHuil. UToObI
YJIYUIITATE POU3BOMTENBHOCTD 3 CUET YBEJIUIECHHOTO TTIOTPEOJCHUST TAMSITH, MOKHO
3a(hUKCUPOBATDH OCBEIEHHOCTD B BUJIE KAPTBI OCBEMIEHHOCTH.

8. Buwibepume nanpasienivlii céem u ycmanosume ceéoticmeo Baking ¢ snauenue Baked.

qepe?) MTHOBEHHE OCBEIIIEHHOCTD 6y116T BBIUMCJIEHA 1 COXPaHEHaA B KapTe OCBEIIEHHOCTH.
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Puc. 14.11. CueHa ¢ BbIK/IIOYEHHbIM r106a5bHbIM OCBELLEHNEM

Puc. 14.12, CueHa ¢ BKIOYEHHbIM r106anbHbIM OCBelleHneM — obpaTuiTe BHUMaHue
Ha 3eN1eHoe oTpaXkeHue Ha 6eom Kybe

[Tpuem T106a7TBHOTO OCBEIIEHUST TAET XOPOIIHE PE3YJIBTAThI JJIsI CTATHYECKUX 00b-
€KTOB, HO OH HE OKa3bIBAET BJIMSTHUS HA OCBEIIEHHOCTD JBIIKYIIUXCST 00BEKTOB. UTO-
6Bl MCTIPABUTD ATY TMPOOIEMY, MOKHO BOCTIONB30BaThest 3omaamu ocsermenns (light

probes).
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30HAbl OCBeLleHust

3ony ocsemenus (light probe) — aro HeBUAMMBINH 0GBEKT, KOTOPBI PErUCTPUPYET
CBET, TIOCTYTAIONINI CO BCEX HaNpaBJeHuit, n 3amomuHaet ero. Hecratuueckne 00bek-
TBI MOTYT UCIIOJIb30BATh 3Ty UHMDOPMAIHIO 06 OCBENIEHHOCTH U OCBEHIATh CeOsI.

30H/IbI OCBEIIEHUs He PAOOTAIOT 110 OTAENBHOCTH. VIX HYKHO CO3/1aBaTh rPYIIIAMIE; BO
BpEMsT BBITTOJTHEHUST OOBEKThI, KOTOPBIM Tpebyercst nHbopMaiust 06 ocBelieHnu, 00b-
e/IMHSIOT CBEJICHUS, TTOJYUeHHbIE ¢ OJIMKANRIINX 30HI0B, C YIETOM UX YAAJTEHHOCTH OT
o0beKTa. DTO, HAPUMED, aeT 00BEKTaM BO3MOKHOCTH OTPAa3UTh OOJIbIE CBETa IIPH
NpUOTIMAKEHUN K TIOBEPXHOCTH, OTPAsKAIOIIEli CBET.

ﬂO6aBI/IM HeCTaTUYECKNIT OOBEKT B CIIEHY, a 3aTEM ,Z[O6aBI/IM HECKOJIbKO 30H0B OCBCIIIC-
HUI, 4TOOBI YBUAETH NX BJINAHNE Ha OCBENIEHHOCTD.

1. Jobasvme 6 cueny nosyio xancyy, BHIGPaB MyHKT MeHI0 GameObject » 3D Object »
Capsule (Urposoii o6bekt » 3D OObekt » Karicysa). TTomecture Karcyuy rie-
HUGY/Ib TIOOJIM30CTH OT 3€JIEHOTO KyOa.

OG6paruTe BHUMaHIE, YTO KANCyJIa He OCBEIIAETCS CBETOM, OTPAKEHHbBIM OT 3€JIEHOTO
kyGa. DaKkTHYeCK OHA TIOJYYAET CAUUKOM MHO20 CBETA, PACIIPOCTPAHSIIIONIETOCS B Ha-
[paBJeHUH OT Kyba, — CBeTa, Majlatoliero ¢ Heba. TOT CBET A0JIKEH GJOKUPOBATHCS
kyGoM. Bbl MoKeTe BUIETh 3TOT HEAOCTATOK Ha puc. 14.13.

Puc. 14.13. CueHa 6e3 30HA0B OCBELLEHUS

2. Jlobasvme neckonvko 301008 oceelenust, OTKPbIB MeHio GameObject (MrpoBoii 06b-
exT) 1 BbIOpas myHKT Light » Light Probe Group (Cser » I'pymiia 30HI0B OCBELIEHMS ).

B criene nosBuTcesa Heckosibko cep. Kaxkaas cepa npencrapiisieT ofH 30H/1 OCBelie-
HUS ¥ TIOKa3bIBAeT OCBENEHHOCTH B 3TOW TOYKE MPOCTPAHCTBA.
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3. Pacnonoycume 30n0bi Tak, 4TOObI HU OJMH M3 HUX He HAXOAUJICS BHYTPU KaKOTO-
160 06BEKTa — TO €CTh BCE OHU JIOJIKHBI HAXOAUTHCSA B CBOOOTHOM MTPOCTPAHCTEE,
3a rpejiesiaMu KyOos.

UT06bI UBMEHUTH MECTOIIOJIOKEHUE OTAENbHBIX 30H/I0B, BBIOEPUTE TPYIIILY U IEJIKHU-
te 1o kHonke Edit Light Probes (PenakTupoBaTh 30HIbI OCBEIEHUS ); TIOCTIE 9TOTO BbI
CMOKeTe BBIOUPATh OT/E/bHbIE 30HIbI U IEPEMEIATD UX.

[Tocse aToro Kamcysa JA0JKHA MOJYYUTh JOTIOJHUTENbHBIN 3€JI€HBII CBET, OTPaKeH-
HBII 3eJieHbIM KyGoM, — cpaBHuTe puc. 14.13 u 14.14.

Puc. 14.14. CueHa nocne gobaBneHns 30HA0B OCBeLleHns — obpaTuTe BHUMaHUe
Ha 3eneHoe OTpaXKeHne Ha Kancyne

Yewm GoJible 30H/10B, TEM 6oJibliie BpeMeHUn 6y[[€T YXOAUTDb Ha BBIYMCJEHUS. KpOMe TOro,
€CJIM B CII€HE NMEIOTCA PE3KUE ITEPETia/Ibl OCBEIIEHHOCTH, 30H/bI CJIEYET PACITIOIOKUTD
TJIOTHEE B TOTPAHUYHDBIX O6JIaCTHX, 9TOOBI OOBEKTHI HE BBITJIAACIN HEYMECTHBIMU.

Pa3MbilLuieHUs O NPpOU3BOAUTENIbHOCTU

[Ipeskae uem 3aBepIIUTD TY TJIABY, IOTOBOPUM O IIPOM3BOAUTENbHOCTH HHCTPYMEHTOB,
BcrpoeHnbix B Unity. Hactpoiiku ocBenieHHOCTH, UCIIOJIb3yeMble B UTPE, MOTYT Cylile-
CTBEHHO BJIMATDH HA IPOU3BOJUTEIBHOCTD II0JIb30BATEIBCKOIO YCTPOICTBA; TO €CTh Ha-
PSIY ¢ TI0OATBHBIM OCBEIEHHEM W KapTaMy TIOSIBIISIIOTCST U APYTHE TIPOOIEMBI ¢ TIPO-
M3BOINTETHHOCTEIO, BRIZBAHHBIE OOBSIBICHHEM 0OHEKTOB CTATHIECKIMI.

OI[HaKO MIPON3BO/IUTE/IbHOCTD UT'D HE BCEr/la 3aBUCUT OT Fpa(bI/IKI/II BpeéMm:a, Ha KOTOPpOe
ClieHapuun 3aHNUMaloT LleHTpaJIbeIfI IIpo1eccop, ToOKe NMeeT 60J1blII0OE 3HAYCHHE.
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K CYaCTbIO, B COCTaB Unity BXOAUT HECKOJIbKO MHCTPYMEHTOB, KOTOPbIE MOJKHO C YCIIE-
XOM HCIIOJIb30BAaTh JIJISI ITOBBIMIEHUS ITPOU3BOAUTEJIDbHOCTH.

Mpodannep

[Tpodaiisiep — aT0 MHCTPYMEHT, 3aITUCHIBAIOIINI JJAHHBIE B ITPOIIECCE BBITIOTHEHUS UTPBL.
3 HeCKOIBLKUX UCTOYHUKOB OH coOMpacT MH(MOPMAIMIO 0 KaKIOM KaJpe, TaKylo Kak:

Q METO/IbI CII€EHAPUEB, BbI3bIBABIINECS B KasKOM Ka/Ip€, 1 BpEM:, 3aTPpa4€HHOE Ha UX
BbIIIOJIHEHHNE;

QO KOJWYECTBO «BBI30BOB PUCOBAHUSY», TO €CTh KOMaH[I, TIOCTAHHBIX rpahuieckomMy
MIPOIIECCOPY /ISt BBIBOJIA rpahUKU U TTOTPeOOBABIINXCST JIJIsT OTOOPAKEHUST KA/[Pa;

QO o6beM MaMsATH, UCITOIb30BAHHBIN UTPOIT, — OMepaTUBHON MaMSITH U MaMsTH rpadu-
YeCcKOU KapThl;

Q mporeccopHoe Bpems, MoTpeboBaBIeecs Ha TIPOUTPhIBAHIE 3BYKOB;

O KOJIMYeCTBO aKTUBHBIX (DU3MUECKHUX TeJI U KOJIMYeCTBO (PpU3NIeCKUX CTOJKHOBEHU,
BO3HUKIIKX [IPU 00paboTKe Kaapa;

Q ob6bem JaHHbIX, OTIIPaBJICHHbBIX B Cetb 1 ITOJIY4YE€HHbIX U3 Cern.

OxkHo npodaiisiepa pasbuTo momnoaaM. BepXHss NOJOBUHA AEIUTCS Ha HECKOJIBKO I'0-
PU30HTAJIBHBIX TTAHEJeH — 110 OJTHOM AJIST KasKI0TO PETUCTpaTopa JaHHBIX U3 TIepeUrC-
JieHHbIX Bbitte. CKPUHINIOT OKHa Tpodaiiiepa MOKHO yBUaeTh Ha puc. 14.15. B mportec-
ce BBITIOJTHEHWST UTPBI KKIBIN PETUCTPaTOp 3amoHseTcs nHpopMarueil. B HikHel
[I0JIOBMHE OKHA BBIBOJUTCS MOAPOOHAs nH(OPMAIUA 0 KOHKPETHOM Kajpe, BhlOpaH-
HOM B TOM WJTU THOM PETHUCTPaTOpe.

DIOE

| [ & kecord | Desp profie ] Profle dtor [ e rofies [ Gear| ____pane_unem | < | > [Gurrent ]|

| Hierarehy - CPU:L76ms  GPU:D.00ms | Frame Debugger T
Overview _ ] Towl] self[ Calls[GC Alloc self ms[/A\] |
Overhead 79.8%  79.8% o1 0B 141 141
b Camera.Render 10.3%  13% 1 0B 018 0.02
» BehaviourUpdate 27%  0.2% 1 0B 004  0.00
P Physics2D FixedUpdate 12%  0.1% 6 0B 002  0.00
AudioManager.Update 11%  1.1% 1 0B 001 001
G g 0.8%  0.8% 1 248 001 001 S
P Canvas RenderOverlays 0.8%  0.3% 1 0B 001  0.00 TG
¥ Monobehaviour.CnMouse_ 0.4%  0.0% al 08 0.00 0.00
Canvas 0 0.4%  0.4% 1 08 000 0.00
GUIUtlity SetSkin() 0.2%  0.2% 1 0B 000 0,00
> GUIRepaint 0.2%  0.1% 3 0B 000 0.0
ProcessRemotelnput 0.2%  0.2% 1 0B 000  0.00

Puc. 14.15. Mpodaiinep
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KoHKpeTHbIE pe3yJbraThl, KOTOPbIE Bbl YBUIKUTE B 9TOIl KHUTE, HEOOS3aTeNbHO OY-
AyT COBIIAJATh C TeM, YTO BbI yBupute y cebst. MHOTOE 3aBUCUT OT UCIOJIb3YEMbIX
allapaTHBIX CPEJCTB — KOMIIBIOTEPA, HA KOTOPOM BbinoJHsteTcst Unity, MOOHIBHOTO
YCTPOICTBA, HA KOTOPOM BBI TECTUPYETE UTPY, & TAKKE OT UCII0JIb3yeMoii Bepcun Unity.
Unity Technologies mocrostnHO pa3BuBaeT ABUKOK, IOITOMY Bbl HABEPHSIKA YBU/IHUTE
MHBIE PE3YJILTAThI.

OxHako c60p JaHHBIX O TIPOM3BOAUTENLHOCTH UTPbI 8Ce20a 6YO0em BBITIOMHSITHCSI O/~
HAKOBO, U BbI CMOKETE IPUMEHUTD OIIUCHIBAEMBbIE TIPUEMbI K JTI000#i urpe.

1. Banycmume npogpaiinep, omxpvie menio Window (Oxno) u eviopas nynxm Profiler
(Ilpoghaiinep). Taxke MOKHO HaxkaTh KoMOuHaio Command-7 Ha Mac wiu Ctrl-7
Ha PC. Ilocse aToro mosiBUTCSI OKHO TIpodaiiiepa.

Yro6bl HAYATh TOJIH30BATHCS MPOMGANRTIEPOM, TOCTATOYHO TPOCTO 3AMYCTHUTH €T,
TIOKA BBITTOJHSETCS UTPA.

2. 3anycmume uzpy, menkHyB 1mo KHomke Play (MrpaTh) wiM HakaB KOMOWHAIIUIO
Ctrl-P (Command-P ra Mac).

[Ipodaiinep nauHeT 3aroaHATHCS nHbOPMaleil. AHAJIN3UPOBATH JJaHHbIE HAMHOT'O
MPOIILe, KOT/IA UTPA HE BBITTOJHSETCS, TOITOMY TIPESK/E YeM TTPOIOJIKUTD, OCTAHOBU-
T€ UTPY.

3. Cnycms neckonvko MzHOBEHULl OCMAHO8UMe UIU npuocmanosume uzpy. JlanHole, Ha-
KOTJIEHHBIE B OKHe ITpodaiisepa, HUKy/ia He NCUIE3HYT.

Teneps, mocsie OCTaHOBKU cOOpa JAHHBIX, MOKHO MOAPOOHO U3YUYHTh OTAC/IbHbBIE
KaJIPBbL.

4. Ienxnume ne6ou KHONKOU Ml HA 6EPXHET NAHEU U, YOCPICUBASE KHONKY MbLUU
Haxcamoil, npomsanuUme YKasameivb no eepmuxaiy. B maHean TOSBUTCS BEPTUKAb-
Hasl JIMHUS, ¥ HUZKHSS TIOJIOBMHA OKHA TIpodaiisiepa 3aroJHATCS JTaHHBIMU O BbI-
OpaHHOM Kajipe.

Jlis pasHbIX perucTpatopoB orobpaxkaercs pasHad uHdopmanus. Eciu BoiOpan pe-
ructparop CPU Usage (Vcnosib3oBaHue mporieccopa), /iJisi Hero BHU3Y 110 YMOJYaHUIO
0TOOPAKAETCST MEPapXusi BHI30OBOB — CITHCOK BCEX METO/IOB, BBI3BIBABIINXCS B Ka-
JIpe 1 OTCOPTUPOBAHHBIX B ITOPALKE YMEHbIIEHUA BPEMEHU, 3aTPayeHHOro Ha BbI3OB
(puc. 14.16). B crincke MOKHO TIeJIKATh HA TPEYTOJIbHUKAX CJIEBA, YUTOOBI PACKPDITE TY
WM WHYIO CTPOKY W YBUJIETh MH(POPMAIIMIO O BBI30BAX METO/IOB, COOTBETCTBYIOIINX
9TOI CTPOKE.

Mpb1 HeMHOTO TToIpobHee ocTaHoBUMCcs Ha mpodaiinepe CPU, motoMy uTo 3HaHme
U TOHUMaHue NHGOPMAIIUH, TPEI0CTABISIEMOI UM, MOKET HOMOYb BaM BBISIBUTH U HC-
[PaBUTh CaMbl€e PasHble IPOOIEMbI TPOU3BOJAUTEIBHOCTU B UTPaX.

KoJloHKH B IIpecTaBIeHII HePapXUU 0TOOPAKAIOT PasHYI0 MHMDOPMALIUIO [T KasK 10
CTPOKH.
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Overview | Total] seif| calis|GC Alloc Self ms
WaitForTargetFPS 67.1% 67.1% 1 0B 2.72 2.72
Overhead 24.4% 24.4% 1 0B 0.99 0.99

P Camera.Render 4.3% 0.4% 1 0B 0.17 0.02

P BehaviourUpdate 1.0% 0.1% 1 0B 0.04 0.00
Profiler.FinalizeAndSendFrame 0.4% 0.4% 1 0B 0.01 0.01
GameView.GetMainGameViewTargetsiz  0.4% 0.4% 1 24B 0.01 0.01

P Canvas.RenderOverlays 0.3% 0.1% 1] (1]} 0.01 0.00
AudioManager.Update 0.2% 0.2% 1 0B 0.01 0.01

» Monobehaviour.OnMouse_ 0.1% 0.0% 1] 0B 0.00 0.00
Canvas.SendWillRenderCanvases() 0.1% 0.1% 1 0B 0.00 0.00
GUIUtility.SetSkin() 0.1% 0.1% i 0B 0.00 0.00

P Physics2D.FixedUpdate 0.1% 0.0% 1 0B 0.00 0.00

Puc. 14.16. MpeacTaBnenne nepapxum npodainepa CPU

Total (Bcezo)

B Z[aHHOﬁ KOJIOHKE BBIBOJAUTCA 00BbeM BpEeMEHHN B MPOIEHTAX, 3aTPAYCHHOTO 3TUM
METO/JIOM U METOZlaMU, BbI3bIBAEMbIMHW M, ITPpU OTO6pa>KeHI/II/I JTAaHHOTO Ka/ipa.

Ha puc. 14.16, nanpumep, BUAHO, YTO Ha BBIIOJHEHWE MeTofa Camera.Render
(BHyTpeHHuUi MeTo ABMKKa Unity) 3aTpadeno 4,3 % BpeMeHu, moTpeGOBaBIIErocst
Ha 0TOOpaKeHUe Kapa.

Self (Csoe)

B naHHOIT KOJIOHKE BBIBOJIUTCS 0OBEM BPEMEHH B MIPOIIEHTAX, 3aTPAYEHHOTO ITUM
U MOJLKO 9TUM METOJIOM TIPU OTOOPasKEHUH JTAHHOTO Kajpa. dTa HH(hOpMAaIKs 110-
MOTraeT IIOHATD, T'/Ie TpaTI/ITCH OCHOBHOE€ BpeMﬂ — B IaHHOM METO/I€ NJIU B METOAaX,
KOTOpBbIEe OH BbI3biBaeT. Eciu sHauenue B koaonke Self (CBoe) 6IM3KO K 3HAYEHUIO
B KoJsioHKe Total (Bcero), 3maumnT, OCHOBHOE BPeMS TPaTUTCS B CAMOM METOIe, a He
B METO/IaX, KOTOPbIE OH BbI3bIBAET.

Ha puc. 14.16, nanpumep, BUZHO, 4TO caM MeTo/i Camera.Render moTpebIIsIeT TOJIb-
ko 0,4 % BpeMeHH, 3aTPaYeHHOTO HA OTOOpasKeHHe Kajipa, YTO TOBOPHUT O TOM, UTO
caM MeTOJl MeHee 3aTPATHBIN, HO METO/IbI, KOTOPbIE OH BBI3BIBAET, TPATAT HAMHOTO
GOJIBIIIE BPEMEHTL.

Calls (Bvizosog)

B nmaHHO# KOJTOHKE BBIBOIUTCS KOJTMYECTBO BHI30OBOB ATOTO METO/IA, BBITTOTHEHHBIX
pu 0TOOPAKEHUN JIAHHOTO KaJpa.

Ha puc. 14.16, maripumep, BUJHO, YTO MeTO/ Camera.Render BBI3BIBAJICS TOJHKO
OITH Pa3 (CKopee BCEro, TIOTOMY, UTO B CIIeHE ITPUCYTCTBYET TOJIBKO OJIHA KaMepa).

GC Alloc (Pacnpedenenuii namsimu,)

B manHOii KOJIOHKE BBIBOAUTCSA OOBEM IIAMATH, BBIAEICHHON 9THM METOIOM IIPU
0TOOPaKEHUH JAHHOTO Kajipa. Eciiu maMsTh BbIAEISETCS CAUIITKOM YacTo, 9TO yBe-
JINYMBAET BEPOSTHOCTD 3aIlycka cOOPIIMKA MycOpa M03/Hee, YUTO MOKET IIPUBECTH
K 3a7Iep;KKaM B UTPE.

Ha puc. 14.16, nanpumep, BUHO, 4TO GameView.GetMainGameViewTargetSize BbI-
nennt 24 6aiita namsti. Ha nepBblii B3risti 95TOT 06beM KaskeTCsl He3HAYMTE IbHbIM,
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HO He 33.6b1BaI71T€, 4TO UTPa CTPEMUTCS 0TO6paSI/ITb KaK MOKHO 6oJIblIe Ka/[pOB; C TE-
YEHNEM BPpEMEHU MaJIECHbKUE O6'I)EMI)I, BbI/IC/ISIEMBIE B KaK/IOM Ka/lp€, MOTYT CJIO-
JKUTHCA B CymeCTBeHHbII;,I 00bEM U BBI3BATh 3allyCK C60pH.[I/IKa MYycopa, 4TO OTpulia-
TEJIBbHO CKayKeTCA Ha ITPOU3BOJUTECIbHOCTH.

Time ms (Bpemsi mc)

B maHHON KOJIOHKE BBIBOAUTCS 00bEM BPEMEHU B MUJUIMCEKYH/AX, 3aTPAauyeHHOTO
3TUM METOZIOM U MeToAaMU, BhidbiBaeMbiMH M. Ha puc. 14.16, manpumep, BumHO,
YTO BBI30B Camera.Render 3aTpatu 0,17 MAJITUCEKYHIBL.

Self ms (Ceoe mc)

B maHHOI KOJIOHKe BBIBOAUTCS 00bEM BPEMEHHU B MUJLIMCEKYH/AX, 3aTPAadyeHHOTO
TUM U MOJbK0o 9TUM MeTozioM. Ha puc. 14.16, Hanpumep, BUIHO, YTO Ha BHITIOJIHE-
HUE caMoro Metozia Camera.Render 3aTpadeno Bcero 0,02 MUITMCEKYH/IBI; OCTAIb-
ubie 0,15 MusLIMceKy bl ObLIM 3aTPayeHbl Ha BbIIIOJHEHKE BbI3bIBAEMbIX UM METO-
JIOB.

Warnings (IIpedynpeacdenus)

B naHHON KOJIOHKE BBIBOAUTCS WH(MOPMAIHs O pobiieMax, 00HAPY/KEHHbIX MPO-
aitnepom. Ipodaiisiep npumMeHsieT HEKOTOPbIE BUJbI aHAIN3A K 3allMCHIBAEMbIM
JAHHBIM U MOJKET JIaBaTh OTPAaHUYEHHOE KOJUYECTBO PEKOMEH AN .

MonyuyeHue AaHHbIX C YCTPOWCTBA

[Taru, nepedncaeHHbIe B IPEABIAYIIEM pas/iesie, OMUCHIBAIOT paboTy ¢ nHbOpMaIuen,
KoTopyto cobupaer pemaktop Unity. OHAKO B PeaKTOPe UTPa UMEET UHYIO MPOM3-
BOJIUTEJBHOCTD, YeM Ha ycTpoiicTie. [lepcoHanbHbie KOMITBIOTEPHI 0OBIYHO OCHATIEHDI
HAMHOro GoJiee OBICTPBIMU IIPOLIECCOPAMU U 001a7aI0T GOIBIINM 00BEMOM OIlePaTUB-
HOW MaMsATH, 4eM MOOUJIbHbIe yeTpoiicTBa. COOTBETCTBEHHO, PE3YJIBTATHI, TTOJTyYeHHbIE
B ipoaiisepe, OyAyT OTINYATHCS, U ONITUMU3AIINSA Y3KUX MECT, HaOJII0[aeMbIX TIPU Bbl-
IIOJIHEHU Y UTPBI TIOJ] YIIPABJIEHUEM PEJaKTOPa, MOKET He YJIy4HIUTh TIPOU3BOAUTENb-
HOCTb HA YCTPOICTBE KOHEYHOTO TI0JIb30BATEIS.

Yr00bI peluTh 3Ty Ipodiemy, mpodailiep MOKHO HACTPOUTH Ha cOOP JIAHHBIX TIPH BbI-
MTOJTHEHU U UTPBI Ha yCTpoiicTBe. [l 3TOT0 BBITTOTHUTE CJIe/lyIoNie AeicTBrs.

1. Cobepume u ycmanosume uzpy Ha céoe ycmpoucmeo, Kax onucano ¢ pasoene <Passep-
muieanues 6 ziase 17. Baxno: ne 3a0yapre ycraHosuth (iasxku Development Build (Or-
Janounas cbopka) u Autoconnect Profiler (ABToMaTryecky moAKIOYATh podaiiiep).

2. Ybeodumecn, umo eawiu ycmpoucmeo u KomMnviomep naxoosmcst 6 00noil cemu Wi-Fi
U yCTPOMCTBO COEMHEHO ¢ KOMIIbIoTepoM Kabesaem USB.

3. 3anycmume uzpy na ycmpoticmee.

3anycmume npogaiinep u omxpotime menio Active Profiler (Axmuenoul npogaiinep).
Boibepure cBoe yCTPOIICTBO M3 CIIUCKA.

[Tpodaiisep HaureT cOOP JAHHBIX HEIIOCPEICTBEHHO C YCTPOHCTBA.
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O6ume coBeTbl

Huxe TIepeunciieHo, HTO MOKHO C/1eJIaTh JIJIs TTIOBBIITEHW A TIPOU3BOUTE/IbHOCTU UTPDI.

O

O

Crapaiitech yzepxubarh 3nauenue cuetunka Verts (Bepmmn) B mpodaiinepe
Rendering (OTobpaxenue) menbire 200 000 Ha kazap.

Bui6upast 1reiiiepsl /11 HCIIOJB30BAHKSI B UTPE, OTAaBaiiTe MPeAOUTeHUE Tieiiie-
pam u3 Kateropuii Mobile (Mo6uibHbiil) u Unlit (Bes ocsenienust). Ity ieigepbt
MIPOoIIe ¥ HA UX BBHITIOJIHEHNWE TPATUTCST MEHbIIle BpeMeHU 110 CPaBHEHUIO C JIPYTUMMU.

CrapaiiTech HCII0JIL30BATD B ClieHe KaK MOKHO MEHbBIIIe Pa3HbIX MaTepuasoB. Kpome
TOTO, MOMBITANTECH UCTIOTH30BATH 00UH U MOM Jice MATEPHUAT B KAK MOXKHO HOJIBIITEM
KosmyecTBe 00BeKTOB. Braromapst aTomy Unity cMOJKET pucoBaTh TaKkue 0OHEKTDI
OJTHOBPEMEHHO, YTO HECOMHEHHO YIIYUIITUT MPOU3BOIUTETHHOCTb.

Eciu o6bekt B cuiene He GyIeT mepeMerarhest, MaciTabupoBaThCss ¥ MOBOPAYH-
BaThCs, YCTAHOBUTE B €r0 HacTpolikax duaskok Static (Cratnyeckuit) cripaBa BBep-
Xy B MHCIIEKTOpE. DTO MO3BOJUT JABIIKKY 33/Ie/iICTBOBATh MHOXKECTBO BHYTPEHHUX
OITUMU3ALU.

VYMEHbIINUTE YUCJI0 HCTOTHUKOB CBeTa B ciieHe. YeM GOJIbIle MCTOYHUKOB CBETA, TEM
GoJrbiiie paboTHI IPUETCS BHITIOJHUTD JIBUKKY.

Wcnosp3oBanme KapT OCBEMIEHHOCTH BMECTO BBIYMCIIEHUS TapaMeTPOB OCBETIEHNS
B peasibHOM BpeMeHU HaMHOTo addextuBHee. Ho nmeiite B BULY, 4TO KapThl OCBe-
IIEHHOCTH HE TIO/IEPKUBAIOT [BIIKYIIINECS] OOBEKTHI U 11T UX XPAaHEHUST TPpeOyeTcst
JIOTIOJTHUTEJIbHAS TTaMSTh.

HpI/I 106011 BO3MOKHOCTH HCHO]IBSyﬁTe CKaTbl€ TEKCTYPBbI. C:xarbie TEKCTYPbI
3aHNMAalOT MEHbIIC ITaMATH, N JIBUJKKY Tp66y€‘TCH MCHbIIIE BPEMEHU IS OCTYTIa
K HUM (TaK KaK ITPUXO/IUTCA YU TATh MEHbBIIIE lIaHHbIX).

MHOKeCTBO APYTUX MOJIE3HBIX COBETOB BbI Halizere B pykoBoactse kK Unity (https.//
docs.unity3d.com/ru/current/Manual/Optimizing GraphicsPerformance.html).

B 3akroueHue

YipasJiss ocselieHueM, MOKHO 3HAUUTE/IbHO YJIy4lIuTb BUJ clenbl. Jaxke ecau urpa
He TIPeyCMaTPUBAET MAKCUMAJIBHYIO PEATUCTHYHOCTD, €l MOXKHO TPUAATh 0COOYIO
IIPUBJIEKATEIHbHOCTD, TPUJIOKUB HEMHOTO YCUJINH K HACTPOITKe OCBellleHus B CIIeHE.

Tax:kxe BasKHO TIOCTOSTHHO CJIEIUTDH 3a TIPOMN3BOINTECIBHOCTBIO UTPDBI. C TTOMOIIIBIO TIPO-
(baf/’UIepa MOJKHO BO BCEX JIETAIAX PACCMOTPETH IIPOUCXOJAIIEE B UTPE 1 CKOPPEKTUPO-
BaThb €€, NCIIOJIb3Y: 3Ty I/IH(I)OpMaL[I/HO.



Co3paHue rpacpmyeckmnx
nHTepcencoB nosib3oBaTens
B Unity

I/Irpr — J9TO IIPOrpaMMbl, a BCE IPOIrpaMMbl HYKAAIOTCA B I10JIb30BATEJIbCKOM MHTEP-
(beI;'ICB. I/Irpa JI0JI>KHa UMETb CaMbI€ O6I>I‘-IHI)I€‘, <«HEUI'POBBIC» BU3yaJIbHbIC KOMIIOHEHTBI
JIA BSaI/IMOZIGf/,ICTBI/IH C IT10JIb30BaTeJIEM, ITYCTh 1 TaKWE€ ITPOCTHIC, KaK KHOITKa, 3allyCKa-
I0I1ast Urpy, NJjin Ha/AllUCh, OTO6pa)KaIOH.IaH KOJIMYECTBO Ha6paHHbIX OYKOB.

K cuacrbio, Unity siBisieTcss IpeBOCXO/IHON OCHOBOI JIJISI Peajin3aliiiy M0JIb30BaTENb-
cxux unrepdeiicos. B Bepcuu Unity 4.6 nosiBuaack HeoObuaiino rudKxas u MOITHAS CU-
CTeMa I0JIb30BaTeIbLCKOr0 MHTepdeiica, CIPOEKTUPOBAHHAL /IS YACTO BCTPEYAIOITNX-
¢ B Wrpax ciaydaeB. Hampumep, cucrema moJib30BaTeIbCcKoro uHTepdeiica crocobHa
paboTtarh Ha TEPCOHATLHOM KOMIBIOTEPE, B KOHCOJU M Ha MOOUJIBHBIX MIaTGOpMax;
TO3BOJIsIET MACITTaGUPOBATh €IMHBIN MTOTb30BATETbCKUE MHTEPRENC IO/ 9KPaHbI pas-
HBIX pPa3MepOB; pearupyeT Ha BBOJ C KJIABUATYPBI, MBIIIN, CECHCOPHOTO AKPaHa U UTPO-
BBIX KOHTPOJIIEPOB; MOAAEPKUBAECT OTOOPasKEHUE TT0JB30BATENBCKOTO WHTEpdeiica
B 000UX MMPOCTPAHCTBAX, BUAMMOM U MUPOBOM.

[Iporie roBopst, 9T0 HABOP UHCTPYMEHTOB € BIICUATIISIONUMU BO3MOKHOCTAMMU. [laxke
IIPU TOM, UTO MBI Y3Ke IEMOHCTPUPOBAJIN HEKOTOPBIE TIPUEMBI CO3aHM MOJIb30BATEh-
ckux uHTepdeiicos B yactax 11 u 111, HaM XoTesoch ObI TOIIOJHUTEIBHO PACCKA3ATh
0 HEKOTOPBIX 3aMEYATETBHBIX OCOOCHHOCTSX CHCTEMBI TPahIIECKOTO TTOIH30BATENb-
cKoro nHTepdeiica, ITOOBI MOATOTOBUTE BAC K UCIIOTH30BAHIIO BCEX €€ TTPENMYTIIECTB.

Kak nercrByeT nosb30BaTeNIbCKUU MHTEepdeinc
B Unity

[To cyTn, rpadmyeckuii momb3oBaTeabekuii maTEpdeiic B Unity Maio 4eM OTindaeTcs
OT JIPYTUX BUIMMBIX 00bEKTOB B ciieHe. [paduueckuit uarepdeiic — 31o Metn (mesh),
KOHCTPYMPYEMBIH IBIKKOM B TIpOIiecce BBIOTHEHNS, ¢ HATOKEHHON Ha HETO TeKCTY-
POIii; KpoMe TOrOo, 3JIeMeHThI Tpacdudeckoro mHTEpdeiica cofepsKaT ClieHapUH, BbI3bIBa-
eMble B OTBET Ha repeMelieHne yKasaTeist MbIIIH, COOBITHS OT KJIaBUATyPbl U KACAHUS,
U1 OGHOBJICHUS U U3MEHEHUs 9TOTO Meta. Menm 0To6paskaioTcs ¢ OMOIIBIO KAMEPBI.

Cucrtema rpadguyeckoro mosb3oBaresbckoro mHTepdeiica B Unity coctout us He-
CKOJIBKHUX 3JIEMEHTOB, B3aMMOJIeHCTBYIOMNX APYT ¢ ApyroM. OCHOBY Trpadmdeckoro
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I1OJIb30BaTEJIbCKOI'O I/IHTep(l)EI';ICEl COCTaBJIAIOT HECKOJIBKO OOBEKTOB C KOMIIOHEHTaMU
RectTransform, KOTOPbIE€ PUCYIOT CBOE€ COAECPIKHUMOE N OTKJIINKAIOTCS Ha cobwmus. Bee
OHM HaXOAATCA BHYTPpU obbexTa Canvas.

Canvas

Canvas — 310 0OBEKT, OTBEYAIONHI 32 OTOOPAKEHIE BCEX HJIEMEHTOB TOIB30BATEb-
ckoro unrepdeiica Ha skpane. OH TakKe CJIYKUT eIUHBIM [IPOCTPAHCTBOM, B KOTOPOM
0TOOPAYKAETCST XOJICT.

Bce ajieMeHTBI TIOJTB30BATENLCKOTO UHTEPdENca SIBISIOTCS JOYEPHUMU 0OBEKTAMHE 110
orHoureHuIo Kk Canvas: ecjii KHOIIKY He C/eJiaTh J0YepHUM 0ObEeKTOM XOJICTa, OHA He
MOSIBUTCS HA 9KPaHe.

O6mbekT Canvas mos3BoJIsieT BBIOUPaTh, Kak 0TOOpasKaTh SJI€MEHTHI TT0JIb30BATEIBCKOTO
unrepdeiica. Kpome Toro, nmoakimouns koMmnonenT Canvas Scaler, MOKHO YIpaBJIsiTh
MacITabupoBaHUEM 3JIEMEHTOB OJIb30BaTEIbCKOTO nHTEepdeiica. Tloapobree o Mac-
mTabUPOBAHUK MBI PacCKaskeM B pasjesie «MacirabupoBaHue XoJicTay fajiee B aTOH
ryaBe.

O6bekT Canvas MOJKET MCTIOJB30BATLCS B OHOM W3 TPEX PEKUMOB — Screen Space -
Overlay (IIpoctpanctBo akpana — IlepekpsiTue), Screen Space - Camera (IIpoctpanctso
axpana — Kamepa) u World Space (ITpoctpancTBo urpoBoro Mmupa).

O B pexume Screen Space - Overlay (IIpoctpancTBo axpana — IlepekpbiTre) Bee co-
nepskuMoe obbekta Canvas oToGpakaeTcst IOBEPX UTPOBOH ciieHbl. To ecTh cHavama
HA 9KpaH BBIBOISTCS M300PasKEHUS, TIOTydaeMble CO BCEX KaMep B CIIEHE, a 3aTeM
MOBEPX BCETO ITOTO BBIBOJIUTCS COAEPKUMOE XOJICTA. DTOT PEKUM UCHOJIb3YETCS
0 YMOJTYAHUIO.

O B pexume Screen Space - Camera (IIpoctpancTso axpana — Kamepa) copepsknmoe
o6bekta Canvas oTo6pakaeTcst B MIOCKOCTH, HAXOISIIENHCS B TPEXMEPHOM TIPO-
CTpaHCTBE HAa HEKOTOPOM y/IaJeHWH OT 3a/laHHON KaMmepsl. Korma xkamepa mepe-
MeTI[aeTcs, TIII0CKOCTh X0JICTa TakKe N3MEHSET CBOe TOJ0KeHNe B MPOCTPAHCTBE,
9TOOBI COXPAHUTD CBOE TIOOKEHIE OTHOCUTETHHO KaMepPhl. B 9TOM peknMe X0JCT
(baKTIIECKI TPEBPATIAETCS B TPEXMEPHDIH 00BEKT, TO ECTh 0OHEKTDI, HAXOSINECST
MeKITY KAMePOH 1 XOJICTOM, OYIIyT MepeKpPhIBATH H300paKEHIe XOICTA.

O B peskume World Space (ITpocTpancTBO HTPOBOTO MUPA) XOJICT JIEHCTBYET KaK TPex-
MEepPHBIiT 0GBEKT B CIIEHE, UMEET CBOM KOOPAMHATHI ¥ YIOJI TOBOPOTA, HE 3aBUCSIIIE
HU OT OJIHOU M3 KaMep B ClleHe. DTO 03HAYAET, HAIIPUMEP, YTO MOKHO CO3/1aTh 00b-
ekt Canvas ¢ KHOIIOYHOU MMaHes b0 OTKPBIBAHUS 3aMKa JIBEPU U PA3MECTUTD €TO Psi-
JIOM C JIBEPBIO.

Ecmm Bam moBogmrocs urpats B Takue urpel, kak DOOM (2016) nmm Deus Ex: Human
Revolution, Bbl yKe rMeeTe ONBIT B3aUMOAEHCTBUS € T10JIb30BATENbCKUMU MHTEP-
(beiicamn B mpocTpaHCcTBE UTPOBOTO MHUpPa. B 3THX MTpax UTPOK B3aUMOCICTBYET
¢ KOMIIbIOTEpaMHM, NPUOIMIKAACH K HUM M <«HaKMMast» KHOIIKM, OTOOpakaeMble Ha
UX 9KpaHax.
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RectTransform

Unity — 9T0 TpexMepHBII UTPOBOM JBUKOK, BCE OOBEKTHI KOTOPOro 001aaI0T KOMIIO-
HeHTOM Transform, ompenessionuM X KOOPAWHATHI, MOBOPOT U MacIiTab B TpexMep-
HOM I1pocTpanctse. OHaKo 1101b30BaTeabcKki nHTepdeiic B Unity numeeT AByMepHYIO
npupony. To ectb Bce 2JIeMEHTBI 110JIb30BaTEIbCKOr0 UHTepdelica ABIAIOTCS IByMep-
HBIMM IIPAMOYTOJIBHUKAMH, XapaKTePU3YIOIMIUMUCI MECTOIOJIOKEHUEM, UPUHON
1 BBICOTOIA.

Yipasienue asjieMeHTaMU TIOJb30BATEIBCKOTO MHTEP(heica OCyIeCTBAIETCA MOCPe-
CTBOM KOMIIOHEHTa RectTransform. RectTransform mpejcraBisier coOOi MpsIMOY-
TOJIbHUK, B KOTOPOM OTOOPAsKAETCS 9JIEMEHT MOJIb30BaTEIbCKOTO MHTepdeiica. Baxno
OTMETHUTb, YTO €CJIK OOBEKT ¢ KOMIIOHEHTOM RectTransform SIBISETCS TOYEPHUM 110 OT-
HOIIIEHWIO K 0pyzomy 0OBEKTY ¢ KOMIIOHEHTOM RectTransform, €ro MECTOMOJIOKEHUE
U pa3MePbI OIPEJIEISIOTCS OTHOCUTETBHO POJIUTEIS.

Hanpumep, o6bexT Canvas obsiasiaeT KOMIIOHEHTOM RectTransform, KOTOPBIl OIpe-
JEJIIeT KaKk MUHUMYM PasMep MoJIb30BaTeIbCKOro narepdeiica; KpoMme Toro, Bee aJe-
MEHTHI II0JIb30BATEILCKOr0 MHTepdelica UrPhl UMEIOT COOCTBEHHBIE KOMIIOHEHTHI
RectTransform. A MOCKOJIbKY BCe 9TU JIEMEHTHI SIBJSIOTCS JIOYEPHUMH 110 OTHOIIIE-
HUIO K 00beKTy Canvas, ux KOMIIOHEHTBI RectTransform OIPeAe/ISIOT MECTOIOIOKEHNE
1 pa3Mepbl OTHOCUTENBHO XOJICTA.

Kommonent RectTransform XoscTa ompeiesisieT TakKe MECTOTIOIOKeHNE TI0Th30BaTe N b-
ckoro uHTepdeiica B 3aBUCMMOCTH OT BRIOPAHHOTO pesknma — Screen Space - Overlay
(ITpoctpanctBo axpana — [lepekpsiTue), Screen Space - Camera (IIpocTpancTBO 9Kpa-
na — Kamepa) nsin World Space (IIpoctpanctso urposoro mupa). Bo Bcex pesknmax,
kpome World Space (IIpocTpancTBo UrpoBoro Mupa), Mo3uIKs X0JCTa Olpe/esisieTcs
ABTOMATHYECKU.

ATy LENoYKY MOKHO IIPOJOJIKUTH, J0OABJIAs BJIOKEHHbIe deMeHThl. Ecau coszaTh
00BEKT ¢ KOMIIOHEHTOM RectTransform u 106aBUTh B HEro HouepHie 00beKThI (¢ cOb-
CTBEHHBIMU KOMIIOHEHTaMU RectTransform), HO3UIUK 9THX JOYEPHUX 00BEKTOB Oy IyT
OTIPEIENISATHCS OTHOCUTEIBHO TIO3UITUN POTUTEIS.

KowmronenTs! RectTransform MOXKHO MOJKJIIOUATh HE TOJIBKO K AJIEMEHTaM 110JIb30Ba-
TEJICKOTO uHTepdeiica, HO 1 K JII0ObIM APYTHM 00bEKTaM; B 3TOM cJiyuyae RectTransform
3aMEHUT KOMIIOHEHT Transform B MHCIIEKTOPE.

UHcTpyMeHT Rect

Wucrpyment Rect (IIpsiMOyToJIbHIK) a€T BO3MOXKHOCTD TIEPEMEIaTh 0OBEKTHI ¢ KOM-
HOHEHTOM RectTransform 1 UI3MEHATH UX Pa3Mepsl. /lJI ero akTuBauy HaXKMHUTE KJla-
Bunry T WM IEJKHUTE MO KpaifHell paBoil MUKTOrpaMMe B TTaHEJIN HepeKJIIodaTelIs
PEXRIMOB, Haxoisiielicst BBepxy cJeBa B okre Unity (puc. 15.1).
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Puc. 15.1. Boibop nHcTpymeHTa Rect (MpsaMoyronbHMK)

Korna srmiouen unctpyment Rect (ITpsaMoyroabHUK), BOKPYT BBIGPAHHOTO 0OBEKTa TT0-
SIBJIsIeTCsT paMKa ¢ Mapkepamu (puc. 15.2). /IBurast 5T MapKepbl MbIIIbIO, MOKHO H3-
MEHSTH pasMepbl 00bEKTa U TIEPEMEIIATH €TO.

Kpome Toro, eciii npubaM3uTh yKa3aTelb MBI K MapKepy BHE IPSIMOYTOJbHUKA,
u300paskeHre yKasaTeslsi H3MEHUTCS], TTOKA3bIBasi [IEPEXO/I B PeKUM 1oBOpoTa. Eciiu
B HTOT MOMEHT HaXKaTh JIEBYIO KHOIIKY MBIIIK U, YAEPKUBAs €e, MOTAHYTh yKa3aTeJb,
06BEKT TIOBEPHETCST OTHOCUTENILHO CBOEH OTopHOoi Toukk. OnopHas Touka M306paska-
€TCSI OKPYKHOCTBIO B LIEHTPe 0OBEKTA; €C/IU BhIOPAHHBI 00bEKT 001a1aeT KOMIIOHEH-
TOM RectTransform, Bbl CMOKETE [EPEMECTUTH €r0, Ha)KaB JIEBYI0 KHOIKY MBI Ha
OTIOPHOM TOYKE U MOTSIHYB 3a Hee.

Button

Puc. 15.2. Mapkepbl MHCTpyMeHTa Rect (MpsIMOYrosibHWUK) 1 OMopHas Touka B LIEHTpe

Nucrpyment Rect (IIpsmoyrosbnnk) ne orpaHndmuBaeTcs sJeMeHTaMM 110JIb30Ba-
Tenbckoro uaTepdeiical On cnocoben Takxke paboTaTh ¢ TPEXMEPHBIMU OOBEKTaMU;
rocJie BBIOOpa TaKOro 00beKTa MPSIMOYTOJIbHAS PAMKA U MAPKEPBI PA3MECTSITCS B 3a-
BUCUMOCTH OT TI0JIOJKEHUs1 00bEKTa K HallpaBJieHio B3risiza. Ha puc. 15.3 nokaszauo,
KaK 9TO BBIIJISIUT.

Puc. 15.3. Mapkepbl MHCTpyMeHTa Rect (MpsIMOYrofibHUK), OKpy»KatoLime TPEXMEPHBIV Ky6



292 Fnasa 15. Co3paHue rpaduuecknx nHTepdeiicos nonbsosatens B Unity

MpuBA3KkKn

Korma RectTransform ABJsieTCs 10YEPHUM IO OTHOIIEHUIO K IpyroMy RectTransform,
OH TIO3UIHOHUPYETCS ¢ YIETOM CBOUX npusssox (anchors). 1o mo3BoJisieT onpeesTh
OTHOILIEHUS MEX/y PasMepaMi POIUTEIbCKOTO U MO3UIMEN U pa3MepaMu I0YePHEro
npsaMoyrobHIKa. Harmpumep, 104epHuii 00beKT MOKHO TPUBS3aTh K HUKHEMY KPalo
poauTesis M paCTAHYTh Ha BCIO €r0 IMIMPUHY; KOTr/la pa3Mepbl POAUTESI U3MEHSITCS, CO-
OTBETCTBEHHO M3MEHUTCS TIO3UIIUS U Pa3MePBI T0Y€PHET0 0OHEKTA.

B uncnexrope, B paszesie ¢ HacTpoiikaMmu RectTransform, uMeeTcs MUKTOTpamMma, 110-
3BOJISTIONIAST BBIOUPATH TIPEIOPE/Ie/IEHHbIE 3HAUEHMSI JIJIs1 TPUBsI30K (puc. 15.4).

Puc. 15.4. MNMukTorpamMma, oTobpaxatoLas TekyLumMe HaCTPOVKM NPUBS30K B KOMMOHEHTE
RectTransform

Ecau menkHyTh 10 9TOH MUKTOTpaMMe, OTKPOETCs TaHe b, B KOTOPOil MOKHO HU3Me-
HUTD IpuBs3KY (puc. 15.5).

Boi6op JH00BIX TIPEAOTIPEIECHHBIX HACTPOEK WM3MEHSIET TPUBS3KH B KOMIIOHECHTE
RectTransform. [lozunms n pasmMepsl MPSIMOYTOJIbHNAKA TIPU 3TOM HEe U3MEHSTCST CPasy
JKe — OHU U3MEHSITCSI, KOT/Ia NU3MEHSITCS PA3Mephbl podumersi.

ITO OYEHDb HArJsiHAsE OCOOEHHOCTh CUCTEMBI [10JIb30BATEILCKOrO UHTEpdeiica,
[O3TOMY JIy4IIHUil crocob MOHSTH, KaK OHa PadoTaeT, — MOIKCIEPUMEHTHPOBATH
¢ ueil. ITomecture UrpoBoii 06bekT Image BHYTPDL Apyroro obbekTa Image u mo-
npobyiiTe MEHSTh TTApAMETPBI TPUBSA3KH J0YE€PHEr0 0O0BEKTA U U3MEHSITh Pa3Mepbl
POUTETBCKOTO.

dneMeHTbl ynpaBsieHus

I[JIH HCITOJIb30BaHU B CII€HAX JIOCTYITHO HECKOJIBKO 3JIEMEHTOB YIIDABJICHU . Ot po-
CTBIX U PAaCIIPOCTPaHEHHDbIX, KaK, HAIIpUMEP, KHOITKU 1 TI0JIA BBO/A, 10 CJIOKHBIX, TAKHUX
KaK ITPpOKpy4YHrBaeMble ITPEACTaBJICHUA.
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Puc. 15.5. MNaHenb HaCTPOMKM NpUBSI30K

B atom pasjiesie Mbl MOrOBOPUM 0 HarboJiee BaKHBIX U3 HUX M PACCKAKEM, KaK MU
10s1b30BaThest. Co BpeMeHeM MOCTOSTHHO JT00ABJISIETCS TOJIEPAKKA HOBBIX 9JIEMEHTOB
YIIPaBJIeHUS, I09TOMY X MCUEPIIBIBAIONINI CIIMCOK UIKATE B pyKoBozicTBE K Unity.

DJIEeMEHTBI YIIPABJIEHUS B CHCTEME TTO/IEPKKHI T0JIb30BaTeIbekoro nnrepdeiica Unity
YACTO KOHCTPYUPYIOTCS U3 HECKOJIBKUX UIPOBBIX OOBEKTOB, B3AUMOIEHCTBYIONIMX
ApYT ¢ ApyroM. [ToaTomy He yAUBISANTECH, €CIU TI0CIe JOOABICHUS OJHOTO DJIEMEHTA
YITPaBJIEHNsT B MEPAPXUH TTOSIBUTCSI HECKOJIBKO 0OBEKTOB.

Co6bIiTUS U MeTopA BbiMyCKaHUSA Nny4eit

Korma mosb3oBaTesb KacaeTcst KHOITKY Ha 9KpaHe, OH OJKHU/IAET, YTO Ta BBIITOJHUAT HEKO-
TOPOeE JielicTBIE, HadHaueHHOe eii. [lJist 5Toro crcreMa 1moJib30BaTe/IbCKOTo nHTEpdeiica
JIOJIKHA UMETh BO3MOKHOCTD Y3HATh, KAK0 0OBEKT ObLI MCIIOTb30BaH.

CI/ICTeMa, noaaepsKrBaoIiasd TaKylo BOSMOKHOCTDH, Ha3bIBA€TCA cucmemotl cobvmuil.
Omna nmMmeeT BechbMa CJI0KHOE yCTpOfICTBOZ ITOMHNMO TIOJ/ZIEPKKU BBO/la B I‘pa(bI/I'-IeCKOM
HHTep(l)efICC OHa TaKyKe€ MOJKET MCIIOJIb30BaTbCA KaK YHHBEPCaJbHOEC PENIIeHUE 1JId
OTIpeIC/ICHUSA TaKNX coOBITHI B Urpe, Kak MmeJmvokK, KaCanue Ujian nmepeTtaCKuBaHue.
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Cucrema cobbITHIT TipesicTaBIeHa 00bekToM Event System, KOTOPBIH MOSABISIETCSI TPH
cozmannn oGbexTa Canvas.

JleiicTBre cucTeMbl COOBITHI OCHOBAHO HA METOJE 6binyckanus ayuei (raycasts). Ilox
JYuoM B JTAHHOM CJIy9ae MOHMMAETCsT HEBWIMMAsl JTHHUsI, OTOpachiBaeMast OT TOUKU
KacaHusl K 9KpaHy. ITOT JIyd TPOJOJIKAET PACTIPOCTPAHATLCS BIIIYOb CIIEHDI, TTOKA He
CTOJIKHETCST € TTOBEPXHOCTHIO KAaKOTO-HUOYIb 00beKTa, H1aroapss 4emMy cucreMa coobl-
THIT Y3HAET, KaKOi 0OBEKT OKA3AICS «TTO/T> MATBIIEM TTOTH30BATES.

Meroq BblllycKaHUs Jydeil MpeaHa3HadeH [JIs1 UCIOJIb30BAHUS B TPEXMEPHOM IIPO-
CTPAHCTBE, MIOITOMY TaK K€, KAK U BCSI OCTAJIbHASI YACTh JIBUIKKA, CUCTEMA COOBITHIL
criocobHa paboTaTth 1 ¢ ABYMEPHBIMH, ¥ ¢ TpexMepHbiMu uHTepheiicamu. Koraa mpowc-
XOJIUT COOBITHE, TAKOE KaK KACAHWE MAaJIbIIEM WJIH ETYOK MBIIIBIO, KasKIBIH UCTOUHUK
Jyueti (raycaster) B CIleHe BBITycCKaeT cBOI jiyd. CyIecTByeT TpH THIIA MCTOYHITKOB,
UCIYCKAIOIIX YUl 2papuueckue ucmounuxu ayuei (graphic raycasters), dsymephoie
pusuueckue ucmounuxu (2D physics raycasters) u mpexmepnoie pusuueckue ucmoum-
xu ayuet (3D physics raycasters).

O Tpaduueckre UCTOYHUKU OMPEAESIOT TEPECEUEHNE MX JIyda ¢ JIOOBIM KOMIIOHEH-
Tom Image B xouicTe.

O IBymepHble (husnueckrue UCTOYHUKHU OTIPEENSIOT MePecedyeHne ux Jyda ¢ JIoObIM
JIBYMEPHBIM KOJIJIAN/IEPOM B ClICHE.

O TpexmepHbie (hU3MUECKUE UCTOUHUKY OMPEAESIOT IEPECEUEHUE UX JIyda ¢ JIHOOBIM
TPeXMepPHBIM KOJIJIAI/IEPOM B CIleHe.

Korma nosb3oBatesib KacaeTcsd KHOIKH, KOMIIOHEHT IpadruecKoro MCTOUHNKA JIydeid,
MOJIKJTIOUEHHBII K 00beKTy Canvas, MCIyCKaeT Jiyd OT TOYKM KOHTAKTa Majiblla ¢ 9Kpa-
HOM U OITIPe/IeJISIeT, BCTPETUJICS JIM HA Ty TH JIyda Kakoii-auby b kommnoHeHnT Image. Tak
KaK KHOITKH BKJIIOYAIOT KOMITIOHEHT Image, MCTOUHKK Jydeil cOOOIUT cuctemMe coobl-
THH 0 KaCaHMU KHOIIKHU.

JIBymepHble 1 TpexMepiible pU3nuecKre HCTOYHUKN JIydei He NCTI0b3YIOTCs B CUCTEME
rpadmaeckoro nHTepdeiica, TeM He MeHee X MOYKHO UCTI0JIb30BATh /IS OTIpe/ie/IeHUS
COOBITHI TIETYKOB, KACAHUIT U TIEPETACKMBAHUS B OTHOIIEHUH JBYX- U TPEXMEPHBIX
06bekToB B ciieHe. Hampumep, ¢ mMoMoIipbio TpeXMepHOro (hrU3nyecKoro HCTOUHMKA
JIydeii MOKHO OIPEIeJINTh, KOT/Ia T10JIb30BATEb IIEJKHET 110 KyOY.

O6paboTka cobbiTuM

ITpu cosanmy CBOETO 0JIb30BaTeIbCKOro nHTepdeiica yacTo ObiBaeT ya100HO UMETh BO3-
MOKHOCTD JOOABJISATh HeCTaHapTHOE TIOBeeHue B aJieMeHTbl nHTepdeiica. OObIYHO 110
STUM IIOHUMAETC 00pabOTKa COOBITUI BBOJIA, TAKMX KaK IIEJYKN U [IePETaCKUBAHIEL.

Yro6br crieHapuii MOT OTKJIMKATHCST Ha 9TU COOLITHS, KJIACC JOJUKEH YHACTETOBATH
oTipefieJIeHHbIe MHTepQeHchl 1 peaan3oBaTh UX MeToasl. HampmmMep, kiace, Hacaery-
otuit naTepdeiic IPointerClickHandler, 00si3aH peasn30BaTh METOJ C CUTHATYPOU:
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public void OnPointerClick (PointerEventData event Data). DTOT MeTO/] BHI3bIBAET-
cs1, KoTjla cucTeMa coObITHI OOHAPYKIBAET, YTO TEKYIINI yKasaTeb (YKasaTelb MbIIIH
WJIN TIajiell, KOCHYBIIUICS 9KPpaHa) BBIIOJIHUI «IIETY0K», TO eCTh B IIpe/eax nsobpa-
JKeHUs1 ObLjTa HajkaTa ¥ OTITyIleHa KHOITKA MBIIIH UJIM OMYIIEH 1 OAHSAT HaJell.

JIJIs IEMOHCTPAIMY HUZKE TPUBOAUTCS KPATKOE PYKOBOJICTBO, KaKk 00paboTaTh MeuoK
110 0OBEKTY MOJIB30BATENBCKOTO nHTEpdeiica.

1. B nycmoti cyene cozoatime noswiii o6sexm Canvas, oTkpbiB MeHI0 GameObject (Mrpo-
Boil 00beKT) 1 BbiOpaB myHKT UL b Canvas (TTosib3oBatesbekuii marepdeiic » XoJcr).
B cueny O6yzer nobasien oobekT Canvas.

2. Cosdatime noeviii obvexm Image, oTkpbiB MeHI0 GameObject (rpoBoii 00bEKT) U BbI-
6pas myHkt UI » Image (TTosb3oBarenbckuii nntepdeiic » Mzobpakenue). O6bekT
Image Gy/eT m06aBIeH KaK JOYEPHIIT TO OTHOIIEHUTO K Canvas.

3. Jobasvme ¢ obvexm Image noswiii cuenapuii na C# ¢ umenem EventResponder.cs
1 BBeuTE B (haliJl CJIe/lyIoNnii KOJI:

// Heobxomumo pna poctyna K 'IPointerClickHandler' wu
// 'PointerEventData’
using UnityEngine.EventSystems;

public class EventResponder : MonoBehaviour,
IPointerClickHandler {

public void OnPointerClick (PointerEventData eventData)

{
}

Debug.Log("Clicked!");

}

4. 3anycmume uzpy. Ilocne nienuka 110 N300pasKeHIIO B KOHCOJIU JOJIAKHO IIOSBUTHCS
cnoBo «Clicked!».

Ncnonb3oBaHue CUCTEMbl KOMMOHOBKH
nHTepdenca

Korma cosmaercst HOBBII 9J1eMEHT TIOJIB30BATENHCKOTO HHTEPGefica, 00bIIHO OH 106aB-
JISIETCST HETIOCPE/ICTBEHHO B CIIEHY, T10CJIE YEr0 BPYYHYIO KOPPEKTUPYIOTCS €ro O3NS
1 pa3Mepbl. OJIHAKO TAKOI TTO/IX0/T HEBO3MOKHO NCITOJIb30BATD B JIBYX CUTYAIIUSX:

O xorja pasmep X0JICTa HEU3BECTEH 3apaHee, TIOTOMY 4TO Urpa OyaeT 0TOOPaKAThCS
Ha 9KpaHax ¢ Pa3HbIMH Pa3MepaMI;

Q xorjma npeznoaaraeTcst Jo6aBJIATh U YAAISTh 91€MEHThI T0JIb30BATEILCKOTO HHTEP-
(beiica Bo BpeMst BbIIIOJIHEHMSI.

B aTux ciaydasx MOKHO BOCIIOIb30BaTbCS CUCTEMON KOMIIOHOBKU UHTepdeiica, BeTpo-
enHoi B Unity.
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Y1061 ITOKa3aTb, KaK OHa pa60TaeT, CO3/1a/INM BepTHKaJIbeIfI CIITMCOK KHOIIOK.

1.

Buibepume o6vexm Canvas, meiakuys mo Hemy B manesan vepapxun. (Ecau y Bac
Takoro oObeKTa HeT, cozjgaiite ero, OTKphB MeHI0 GameObject (MrpoBoii 06beKT)
u BbiOpas myHkT UI » Canvas (ITosbsoBartenbckuii murepdeiic » Xoscr).)

Cozdaiime 1ogoiil nycmou douepnuil 06vexm, OTKpbiB MeHi0 GameObject (Vrposoit
00bexT) u BbIOpaB myHKT Create Empty Child (Cosaars mycToil gouepHuii 06BeKT)
u HaskaB KomOuHaiuio Ctrl-Alt-N (Command-Option-N ra Mac).

3. [aiime nosomy ob6vexmy ums List.

Cozdaiime noeviii obvexm Button, oTkpbiB MeHi0 GameObject (MrpoBoit 00beKT)
u BbiOpas myHKT UI » Button (TToss3oBaTesbekuii untepdeiic » Kromka). Cuemnaiite
HOBYIO KHOTIKY I0Y€PHUM 0OBEKTOM TI0 OTHOMIEHMIO K 00BbeKTy List.

Jobasvme ¢ obvexm List xomnonenm Vertical Layout Group, njis dero BbiOe-
pure obObekT List, menkaure mo knomke Add Component (/o6aBUTb KOMIIO-
HEeHT) ¥ B PacKpPbIBLIEMCS MeHIO BbibGepuTe IIyHKT Layout » Vertical Layout Group
(Komnonoska » Beprukaibhbiit Mmaker). (M0KHO TakykKe BBECTU HECKOJIBKO TIEPBBIX
OykB 13 HasBanus «vertical layout group», 4T06b1 6BICTPO BBIOPATH HTOT OOBEKT. )

B moment pobasienud kommonenra Vertical Layout Group B 00bekT List Bbl 0K
3aMeTUTh, UYTO pa3Mep KHOIKU Button m3meHmsIcs U oHa 3all0JHUAIA BCe TTPOCTPAH-
cTBO B crcke List. CocTosiHue CLIEHbBI 0 ¥ TI0C/Ie 9TOr0 MOMeHTa U300pakeHo Ha
puc. 15.6 u 15.7.

Puc. 15.6. KHonka ao gobaBneHus komnoHeHTa Vertical Layout Group B cnncok List

TeHepb IIOCMOTPUM, YTO ITOJIYIUTCH, €CJIN BRIIOYNUTD B MAKET HECKOJIbKO KHOIIOK.

Boibepume xnonky u cxonupyime ee, Haxas kombusauio Ctrl-D (Command-D Ha
Mac).

[Tocse aToro McXomHAS KHOTIKA 1 €€ KOTIHS HEMETEHHO M3MEHST CBOE MECTOTIOJIO-
JKEHUE W pasMephbl Tak, uTo 00e yioxkarcst B 00bekT List (puc. 15.8).
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Puc. 15.7. KHonka nocne gobaenenns komnoHeHTa Vertical Layout Group
B CrMCoK List

Puc. 15.8. [1Be KHOMKKM, pacnosioXXeHHble BEPTUKANbHO

[Tommmo BepTrkambHOTO MakeTa Vertical Layout Group crictema moJib30BaTeIbCKOTO WH-
tepdeiica 1o/IepKUBAET TaKyKe TOPU30HTAIbHBIN MakeT Horizontal Layout Group, jieii-
CTBYIOITUI TOYHO TaK K€, HO Pa3MeNaloN(uii J0UepHUE 3JIEMEHTHI M0 TOPU3OHTAJIM.
Nmeetcs Takke MakeT pagMenieHus 1o ceTke Grid Layout Group, T03BOJIAONINI pa3Me-
1TaTb 9JIEMEHTBI B HECKOJIBKO PsA/I0B 1 BbIHO]IHHIOH_[I/If/)I IIepeHocC 3JIEMEHTOB Ha CJIe/Iy10-
muit psajt, ecu norpebyercst.

MacwtabupoBaHue xXoJcTa

Kpowme Toro uto pasmble 9KpaHbl, HA KOTOPBIX OYIET 0TOOPaKaThCA UTPA, UMEIOT pas-
HbIE pasMepsbl, CKopee BCETo, OHU OYAYT UMETh U pasnoe paspewenue. [loj pasperie-



298 FnaBa 15. Cosaanue rpacduuecknx uHTepdelicos nonbsosatens s Unity

HHUEM ITOHNUMAIOTCA pa3dMepPbl OT/ICJIBHBIX ITUKCEJIOB; COBPEMEHHDbIE MOOUJIbHBIE yCTpOﬁ-
cTBa 0OBIYHO OCHaIlaloTCs 9KpaHaMU C 6OJIBbIINM pa3peuieHneM.

[TokazaTesbHBIM IIPUMEPOM MOTYT CJIYKUTb 9KPaHbI ITPOM3BO/ICTBA KoMITaHnu Retina,
KOTOPBIME OCHallaioTcst Bee Mozesy iPhone, naunnas ¢ iPhone 4, u Bce iPad, naunnas
C TPETHETrO TTOKOJCHUS. DTU YCTPONCTBA OCHAIIAIOTCS dKPaHaMU ¢ TeMU ke dusnye-
CKUMHM pazMepaMu, 4TO U TIPEABILYIIASd MOJIEIh, HO C YIBOCHHBIM Pa3pelnieHreM: IKpaH
iPhone 3GS umen mupuny 320 nukcenos, a iPhone 4 — ysxe 640. Cogepskumoe, 0TO-
GpazkacMoe Ha 9KpaHe, JIOJKHO COXPAHSATH CBOM (DU3MYeCcKre pasMepsl, HO C yBeInde-
HUEM Pa3perieHus MosBISIETCST BO3BMOKHOCTD T0OMBAThCsA GoJiee TIAJKOTO U MPUBJIE-
KaTeTbHOTO H300PaKEHs.

IMockoabky aBrskok Unity paboTaer ¢ OTAETbHBIME TTHMKCETAME, HA 9KPAHaX C BBICO-
KIM paspelnienneM rpadudecKuii moIb30BaTeIbcKuil nuTepdeiic Oyaer 0To6paKaThest
B TI0JIOBUHY CBOETO pa3Mepa.

Jlng penienus aToii ipobiieMbl cucTeMa rpauuecKoro Moab30BaTeIbCKOro nHrepdeii-
ca B Unity BksouaeT KoMroHeHT Canvas Scaler. ITOT KOMIOHEHT NMpeHa3HAYeH JIJIs
ABTOMATIUYECKOTO MacIITaOUPOBAHUS BCEX 3JIEMEHTOB TI0JIb30BATEILCKOTO HHTEPDEI-
ca, 4ToObI IPUIATH UM COOTBETCTBYIOIIME Pa3MePhl Ha dKpaHe, Ha KOTOPOM B JaHHbBII
MOMEHT BBITTOJTHSIETCS UTPA.

Korpna Bel cosznaere o0bexT Canvas us MeHio GameObject (rpoBoii 00beKT), B HETO aB-
TOMaTHYECKH 06ABISIETCS KOMITOHEHT Canvas Scaler. TOT KOMITOHEHT TTOJIepIKIBa-
eT Tpu peskuma paboter: Constant Pixel Size (TTocTosiHHbBII pasmep mukcesa), Scale With
Screen Size (MaciutabupoBaHiie 110 9KpaHHbIM pasMepam) 1 Constant Physical Size (TTo-
CTOSIHHBIN (DU3UUECKUI pazmep).

Constant Pixel Size (Ilocmosinnwlil pasmep nuxcena)

JleficTByeT 10 yMOJYaHUIO. B 3TOM peskiMe XO0JICT He MaciITabupyeTcst s 9Kpa-
HOB C Pa3HBIMU Pa3MepaMu 1 pa3pereHnsIMu.

Scale With Screen Size (Macwmabuposanue no sKpannvim pasmepam)

B aToM peskimve obectieunBaeTcsl MaciTabpoBaHIie X0JICTa ¢ y9eTOM €ro PasMepoB
IPU «OTIOPHOM pPa3peleHn», KOTOPoe 3ajaeTcs B uHCIekTope. Hampumep, ecim
3a7aTh onopHoe paspemnierne 640 x 480, a 3aTeM 3amyCTUTh UTPY HA yCTPOHCTBE
¢ paspernienriem 1280 x 960, To pasMepbl KaK0r0 3JeMeHTa M0JIb30BATETHCKOTO
nHTepdeiica ypesnvarcs B 2 pasa.

Constant Physical Size (Ilocmostmwiii usuueckutl pasmep)

B 5TOM pekuMe XOICT MACIITAOMPYETCST ¢ YIETOM pas3peraroneil crocoOHoCTH
skpana (DPI, dots per inch — Touek Ha A10iiM) yCTPOHCTBA, Ha KOTOPOM BBIIIOJIHS-
eTCs UTPA, eCyIv IanHad nH(popMaIms 10CTyITHA.

ITo cBOEMy OIBITY MbI cunTaeM pexknM Scale With Screen Size (MacurrabupoBanue 1mo
9KPAHHBIM Pa3MepaM) HanboJree MOAXOISIIIM /ISt OOJIBIITIMHCTBA CUTYAITHIL.
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NMepexoabl Mexay sKpaHaMm

BoapmmacTBO TIO/TB30BaTETBCKUX MHTEP(ENCOB B UTPaX JEJUTCS HA /IBA TUTIA: MEHIO
n naTepdetic B urpe. MeHio — ato naTEpdeEtic, C KOTOPHIM B3aUMO/IEICTBYET UTPOK, TO-
TOBSICh HAYATh UTPY, — TO €CTh BBIOUPAECT MESKY HAYaJIOM HOBOI UTPbI HJIH TIPOIOJIKE-
HUEeM TIPe/IbIyIIeli, HacTpanBaeT IapaMeTphbl NI ITPOCMATPUBAET CIIMCOK YYaCTHUKOB
nepeJ pUCcoeMHEHNEM K MHOTOIIOJIb30BaTe/IbcKoi urpe. Mnrepdeiic B urpe HakJa-
JIbIBAEeTCsI CBEPXY HAa UTPOBOU MUD.

Wurepdeiic B urpe 06LIYHO PEKO U3MEHSIET CBOIO CTPYKTYPY U YaCTO CIYKUT JJIS
OTOOpAKEHNsT BAKHON MH(MOPMAITUIT: KOJHYECTBO CTPET B KOJYAHE UTPOKA, YPOBEHD
3/I0POBBSI M PACCTOSTHUE JIO CJIEAYIONIel e, MeHI0, HAPOTUB, MEHSIOTCS OY€Hb Ya-
CTO; TJIABHOE MEHIO OOBIYHO CUJTBHO OTJIMYAETCS OT 9KPaHa ¢ HACTPOUKAMM, TIOTOMY UTO
K HUM IIPEIBSABISIIOTCS pasHble TPeOOBAHNUL.

[TockobKY MOJIb30BATEABCKUI HHTEPGENHC — HTO BCETO JHIIb 00BEKT, 0TOOpasKaeMbIit
kamepoii, B Unity B 1eHiCTBUTEIBHOCTH OTCYTCTBYET IOHATHE «dKPaHa» KaK COBOKYII-
HOCTH 0TOOPaKAEMBIX 2JIeMEHTOB. ECTh JIUITH TeKyIIast KOJUIEKIHs 00bEKTOB Ha XOJI-
cre. Ecain BaM OHAI06UTCST CMEHUTD OJIMH 9KPaH Ha IPYTOH, BBl IOJKHBI OyIeTe uin
U3MEHWTD COMEPKIMOE XOJICTA, KOTOPBIN 0TOOpakaeT KaMepa, WM HAlTPaBUTh KaMepy
Ha 4TO-TO JIPYTOE.

[Ipuem uaMeHeHUsT COAEPKUMOTO XOJICTA XOPOIITO TOAXOIUT JIJIsl CIyYaeB, KOraa Tpe-
OyeTcs M3MEHUTh OrpaHMYeHHOe MOAMHOKECTBO dj1eMeHToB nnrepdeiica. Hampumep,
€CJIN JKeJIATeIbHO OCTABUTD JIEKOPAaTUBHOE 0(hopMIIeH e, HO 3aAMEHUTh HEKOTOPbIE dJie-
MEHTBI [TOJIb30BATENBLCKOTO HHTEPdETiCca, TOT/Ia MMEET CMBICJ He TPOTaTh KaMepy, a BbI-
HOJIHUTH HeoOX0oANMbIe H3MeHeHus B Xojicte. Ho ecim Tpebyercst IpOU3BECTH TTOJHYIO
3aMeHy 3JIeMeHTOB UHTep(deiica, U3MeHeHre HaTpaBJIeHUs BUBUPOBAHUST KaMEPhl MO-
KT OKa3aTbhest bosiee 9(p(HEKTUBHBIM PEIICHUEM.

[Tpu 5TOM Ba)KHO HOMHUTD, YTO [JIsI HE3ABUCUMOTO M3MEHEHUS MOJOXKEHUsT KaMePhl
B pexxume paboThl xojicra Tpebyercs BbiOparh pexxum World Space (IIpocrpancTso
UTPOBOTO MUPA); B JBYX APYrUX pexknMax — Screen Space - Overlay (IlpoctpancTso
akpana — [lepexpriTre), Screen Space - Camera (IIpocTpancrBo akpana — Kamepa) —
MI0JTb30BATEIbCKIIT MHTEPdEIC BCerja HaXOAUTCSI TIPSIMO Tiepe]] KaMepoii.

B 3akroueHue

Kak Buznte, cucrema rpaduueckoro mojb3oBareibckoro uurepdeiica B Unity obsaza-
eT OOMIMPHBIMUA BO3MOKHOCTSIMU. BBl MOJKeTe MCIMOTb30BaTh €e PasHBIMU CIIOCOOAMMI
U B Pas3HbIX KOHTEKCTAX; KPOME TOTO, ee THOKas KOHCTPYKITHS MTO3BOJISET CO3/aBaTh
[0JIb30BATEIbCKUE HHTEPMENCHI, TOYHO COOTBETCTBYIOIIME BAIIUM OTPEOHOCTSIM.

BakHO TIOMHUTB, UTO TIOJIb30BATENBCKUIM UHTEPGENC SBIISETCS OHUM U3 BAKHEHIINX
KOMIIOHEHTOB UTPbl. OH JIaeT BO3MOKHOCTD B3aUMOJIEHCTBOBATE C UTPOTH 1 HAa MOOWIIb-
HBIX YCTPOMCTBAX ABJISETCS OCHOBHBIM CPE/ICTBOM yIIpaBJieHUs UTPOil. By/ibre roToBbI
HOTPATUTh MHOTO BPEMEHHU Ha JIOBOJIKY M YCOBEPIICHCTBOBAHUE I10JIb30BATEIBCKOIO
nHTepdeiica.



PacwimpeHus penakrtopa

[Tpu cospanuu urp B Unity npuxoautcss paboTaTh ¢ GOJMBIINM KOJTUYECTBOM UTPOBBIX
06BEKTOB 1 YIIPABJIATH BCEMU WX KOMIIOHEHTaMU. VTHCTIEKTOP yike n3baBIsieT OT MHO-
JKECTBA XJIOMOT, ABTOMATHYECKH OTOOpaskast BCe TIEPEMEHHBIE B CIIEHAPUAX B BUJIE TIPO-
CTBIX B HCIOJTb30BAHIUH TEKCTOBBIX MOJIEH BBO/A, (DJIAsKKOB U CJIOTOB /11T cOpoca pecyp-
COB 1 0GBEKTOB U3 CIIEHBI, TOMOTast HAMHOTO OBICTPEE KOHCTPYHUPOBATH CIIEHDL.

Ho wHorma Bo3sMOKHOCTEN MHCIIEKTOpa OKasbiBaeTcst Hepoctatouno. Unity paspaba-
TBIBAJICSI TaK, YTOOBI MAKCUMAJIbHO YIIPOCTUTH CO3[[aHUE JIBYX- U TPEXMEPHBIX OKPY-
JKeHuil, Ho paspaborurku Unity He B COCTOSIHUU MPEABU/IETH BCE, YTO MOKET BaM 110~
TpebOBATHCS B UTPaX.

ITomb3oBaTenbeKme pacminpeHnsd IMO3BOJIAT BaM NOJYYUTh KOHTPOJIb Ha/l CaMUM pPEJlaK-
TOPOM. 10 MOTYyT OBITH OYEHDb MAJIEHbKUE BCIIOMOTATEIbHbIE OKHa, aBTOMaTHU31PYIO-
e TUIMUYHbIE 3a/1a9X B PE/IaKTOPE, NJIN /ITaKe ITOJTHOCTHIO Hepe[[e]laHHbeI MHCIIEKTOP.

Cosnasas urpel 6oJiee CJAOKHBIE, YeM TIOKa3aHHbIE B 9TON KHWUTre, MBI OGHAPY/KUIIH,
YTO [IOPOH MOXKHO COKOHOMUTD MAcCy BPeMEHH, HAIIUCAB CBOU UHCTPYMEHTBI JIJIS1 aB-
TOMATU3AIMU [TOBTOPSIONIUXCS 3a/[ad. ITO He 3HAYUT, YTO Ballla IVIaBHAs 3ajlada Kak
pa3paboTunKa UTP MOJUKHA 3AKII0YATHCS B CO3TAHUN MPOTPAMMHOTO OGeCTedeHus,
IIOMOTAIOIIEr0 KOHCTPYUPOBAaTh UIPbl, — Ballla IJIaBHAs 3ajlaya 3aKJjodaeTcs B co3/a-
Hun camux urp! Ho ecsin BbI 0OHAPYKUTE, YTO KAKOE-TO JIEHCTBIE BBI3BIBAET OOJIBIINE
CJIOKHOCTY MJIU eT0 IIPUXOJUTCA IIOBTOPSATH CHOBA U CHOBa, TO [I0AyMaiiTe 0 co3ganuu
PAaCIIUPEHYs], BLITTOJIHSIONIETO 3Ty paboTy 3a Bac.

ITa riaBa BEZIET BaC 3a KyJIUCbI Unity. Daxruyecku Mbl 6y/1eM HCII0J/Ib30BaTb KJIACChL
1 KO/, KOTOPbIE UCIIOJIb3YET CaM PEIaKTOP UIlity. Kax CJIeICTBHE, KO/ MOJKET ITOKa3aTbCA
BaM HEMHOTI'O CJIOJKHEE, YEM TOT, YTO MbI ITUCAJN B ITPEJIbIIYIIINX TJIaBaX.

Cy1ecTByer HeCKOJIbKO c11oco0oB pacummperuss Unity. B aToil riiaBe Mbl pacCMOTPUM
YeThIPe U3 HUX, KAK/IbIl U3 KOTOPBIX OYAET HEMHOTO CJIOKHEE U TPOU3BOAUTETbHEE
TIPE/IbIIYIIETO.

O CobcTBenmbie MacCTepbI, JaOIHe BO3MOXHOCTD 3a4aTh ITapaMETPbl M BBIITOJTHUTDH
HEKOTOpOE lIeﬁCTBHe B CII€HE, HAITpUMEP CO31aTh CJIOKHBIN COCTAaBHOW OOBEKT.

Q Cob6crBeHHblie OKHA PeAaKTOPA, ITO3BOJIAIOIINE CO3/[laBaTh CBOM OKHaA M BKJIaJIKU, CO-
JAeprKalimne Jo6b1e HeO6XOIII/IMI)Ie BaM 9JICMEHTbBI yIIpaBJICHUA.
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O CobcrBeHHbBIE PeaKTOPBI CBOUCTB (property drawers), MO3BOJISAIONINE CO3/IaBATh
HecTaHJapTHbIE 3JIeMEHTBI I10JIb30BaTe/IbCKOro MHTepdeiica B MHCIIEKTOPE IS JaH-
HBIX BallUX COOCTBEHHBIX THTIOB.

O CobcTBeHHDIE PEAKTOPDI, TIO3BOJISIIONIIE TTOJHOCTHIO IEPEOTIPENETUTh UHTEPhEiic
UHCTIEKTOPA JIJIST OMPE/IETIEHHBIX OOBEKTOB.

Yro6bl TPUCTYTIUTD K PabOTE € IPUMEPAMU B ATOH TJIaBe, CO3INM HOBbII TPOEKT.

1. Cosdaiime noswiii npoexm ¢ naszsanuem <Editor Extensions». BeiGepure ero tum 3D
U coxpaHuTe B JI000i1 arke 1o csoemy Bbibopy (puc. 16.1).

Projects  Learn  Activity Bowew  [oren (@ wvaccout
Project name*
| Editor Extensions | emow

ooty | Enable Unly Analytics (7)

| fUsers/desplesda/Work

Puc. 16.1. Co3gaHne HOBOMo NpoekTa

2. Kozoa Unity sazpysumcsi, co3oaiime nogyio nanxy enympu nanxu Assets. Jlaiite HoBoit
nanke umst Editor. B Heit Mbl OyzieM XpaHUTb CLIEHAPUU JJIsI HAIUX PACIIPEHMIL.

Oo6parure BHUMAHUE: TTalKa 00sI3aTeIbHO 0JIKHA UMETh UMst Editor, IMEHHO B TAKOM
HAIMCAHUH, C TIEPBON 3ariaBHOI OykBoit. Unity OyieT uckaTh marky UMEHHO ¢ TAKUM
MMEHEeM.

DaKTUYECKM HTa MaIKa MOKET HAXOJNTHCS TJIE YTOIHO — COBCEM HEOOSA3aTENbHO 110~
MeIIaTh ee B Nanky Assets, rmaBHoe, uToGbI OHa HasbiBasach Editor. DTo ouenb yno6Ho,
[OTOMY YTO B OOJIBIIUX POEKTAX MOKET ObITh HECKOJBKO Taiok Editor, 4To 3Ha4n-
TEJIBHO YIIPOIIaeT paboTy ¢ GOJIBIINM KOJMIECTBOM CIIEHAPHEB.

Terepb BBl TOTOBBI IPUCTYIUTH K CO3/IaHUIO CIIEHAPUEB CBOMX COOCTBEHHbBIX PelaK-
TOPOB!

Co3pnaHue cBoero Macrepa

Jluist Hauasta co3aziuM cBoil Mactep. Mactep — 3TO caMblil MPOCTON cocob MOKA3aTh
OKHO, B KOTOPOM MOKHO TIOJIYYUTDb BBOJI TIOJIb30BATE/Id U HA €T0 OCHOBE CO3/IaTh YTO-
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HI/I6yI[I) B CIICHE. TunuuabIM IIPUMEPOM MOJKET CJOYKUTb CO3/laHNE O6'beKTa, 3aBHCAIIE-
T'O OT IMapaM€E€TPOB, BBEJICHHBIX I10JIb30BaTEJIEM.

Macrepbl 1 OKHa pelakTopa, 0 KOTOPbIX pacckasbiBaeTcst B pasjese «Coszaanue coo-
CTBEHHOI'O OKHa PEJaKTopa» jajee B 9TOU IJlaBe, KOHIENTYaJbHO OX0XKU: 00a 0TO-
OGpakaloT OKHO C sjeMeHTaMu yipasienus. Ho oHu ortimyarores ciiocoboM ux uc-
10JIb30BAHUS: 3JIEMEHTBI YIIPABJIEHUS MacTepa CO3/[al0TCs 1 YIIPABJILIOTCS PEAKTOPOM
Unity, Tor/1a Kak ynpasJieHHe 3JIeMeHTaM# B OKHE PEIaKTOPa IOJHOCTBIO BO3JIaraeTcst
Ha Bac. Macrepsl PEKPACHO TOAXOIST B CUTYAIUSIX, KOT/IA He TPeOyeTCst KaKoii-To
CHENMaJIN3UPOBAHHBIN T0Jb30BATENIbCKUIT MHTEPGENC, TOrIA KAaK OKHA PEJlaKTOpa
JIyUIIle MOXOAT LIS CJIyUaeB, e TpeGYeTcst yIPaBIIsTh 0TOOPaKaeMbIM COMEPIKUMBIM.

JIyumuit crocob MOHITh, Y€M MAcTePhI MOTYT TIOMOYD B TIOBCETHEBHOW MPAKTUKE HC-
nosb3oBanus Unity, — co3ziaTh ofnH Takoil. Mbl peasinsyem Mactep, KOTOPbIN co3/1aeT
B CIlefle UTPOBbIe OOBEKTHI B (hOPME TETPadApa — TPEYTOMBHON MUPAMUIKHI, KaK TTO-
KazaHo Ha puc. 16.2.

Puc. 16.2. TeTpasap, Co3AaHHbIN MacTepoM

Y106kl MOTYYUTH TTOA0OHBIH 00BEKT, TpedyeTcst BpYUHYIO co3/aTh 00beKT Mesh. O6bru-
HO Takue 0OBEKThl UMIIOPTUPYIOTCA U3 (aiisios, Hanpumep, u3 haiina .blend, kak 6b110
MOKA3aHO B IJ1aBe 9; 0/IHAKO UX MOKHO TaKyKe CO3/[aBaThb [IPOIPAMMHO.
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C momotpio Mesh MOKHO €O3/aTh 06BEKT, OTOOpaskaowii Menr. J[Jist aToro cHavyasa
HYKHO CO3/IaTh HOBBII UTPOBOIT 06BEKT GameObject, a 3aTeM MOAKIIOYUTH K HEMY /[BA
KOMIIOHEHTa: MeshRenderer u MeshFilter. ITociie aToro o6bekT GyaeT roToB JJIsl HC-
TI0JIb30BaHUS B CIICHE.

ITHU IIarHU JIETKO aBTOMATU3UPOBATD, & 3TO 3HAUMUT, UTO JAHHAS MPOIEypa MPEKPACHO
MOJIXOJTUT JIJISI MacTepa.

1. Cosoaiime ¢ nanxe Editor noswuii cuenapuii na C# ¢ umenem Tetrahedron.cs u no6aBb-
Te B HETO CJCAYIOMUH KO/

using UnityEditor;
public class Tetrahedron : ScriptableWizard {

}

Kiace ScriptableWizard onpezessier 6a30Boe TIOBeAeHHE MacTepa. Mbl peaisyem
HECKOJIbKO MEeTO/I0B, 11€PeOIIpee/IIONUX 9TO II0BeeHNe, U 1I0JIyYUM UHTePeCHbLi
OILBIT.

CHavasa peanusyeM MeTojt, oTobpaskaoruii Mactep. [st 5Toro TpebyeTcest penuTh
B 331241 JOOABUTD HOBBII YHKT B MeHi0 Unity, KOTOPBIN MOKHO HUCIIOJIB30BATh
JUIS BBI30BA METO/IA, & BHYTPH 3TOTO MeTo/1a 06paTuThest K Unity, 40661 0TOOPA3HUTH
Macrep.

2. Jobasvme caedyiowuil ko0 6 kiacc Tetrahedron:

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

// DToMy MeToAy MOXHO AaTb nwboe UMA, rnaBHOe, 4YTOObI
// OH 6bin 06bABNEH CTAaTU4ECKUM U uMen aTpubyT Menultem
[MenuItem("GameObject/3D Object/Tetrahedron")]
static void ShowWizard() {
// TNepBbii napameTp - TeKCT B 3arojioBKe OKHa, BTOPOW - HAAMUCb
// Ha KHOMkKe co3aaHusA
ScriptableWizard.DisplayWizard<Tetrahedron>(
"Create Tetrahedron", "Create");

Korga cratuueckuii Metos cHabG:xaercst arpubytom MenuItem, Unity moGasiisier
B MEHIO IPUJIOKEHUS COOTBETCTBYIONINI MMyHKT. B IaHHOM cJrydae OH CO3/1acT HO-
BbIil myHKT Tetrahedron B Merio GameObject » 3D Object; korja moJjib3oBaresib Bbibe-
pet aToT nyHKT, Unity BbI3oBeT MeTo/| ShowWizard.

B zieficTBUTENIbHOCTH HEOOsA3aTENBHO GBLIO /IaBaTh METO/LY MM ShowWizard. C takum
JKe YCIIEXOM MOJKHO JIaTh Jio0oe Apyroe nMst — Unity IpUHIMAET BO BHUMAHUE TOJIHKO
arpubyT MenuItem.
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3. Bepuumecv ¢ Unity u orkpoiite Merio GameObject (Mrposoii 06bekT). Boibepu-
te myHKT 3D Object » Tetrahedron, n Ha sKpaHe MOSBUTCS IIyCTOE OKHO MacTepa
(puc. 16.3).

Puc. 16.3. lNycToe okHO MacTepa

aee nobaBuM epeMeHHYI0 B Kiaacc Macrepa. Ilocse aToro Unity otoGpasur co-
OTBETCTBYTOIIIH 3IEMEHT YIPaBJICHNUS B OKHE MAacTepa, Kak 3TO JIeTaeT NHCIIEKTOP.
ITa nepemMerHasa GyIeT UMeTh TUTI Vector3 U MPeCTaBIATh BLICOTY, ITUPUHY U TITY-
OuHY 0ObEKTA.

4. Jlobasvme 6 xaacc Tetrahedron ciedyiouyio nepemennyio, npedcmasisiowyio pasme-
DpuL mempasopa.

// 3Ta nepemeHHas 6yaeT BbIrNAfeTb B OKHE MacTepa
// Tak xe, Kak B MHcnekTope
public Vector3 size = new Vector3(1,1,1);

3. Bepnumecw ¢ Unity. 3akpoiiTe u BHOBb OTKPOIITe MACTEP, U Bbl YBUJINTE I10JIE, COOT-
BETCTBYIOIIEe ITepeMeHHoit Size (puc. 16.4).

Terepsb MacTep MO3BOJISIET BBOAUTH JaHHbIE, HO MOKA HUKAK MX He oOpabaTbiBaeT. [la-
BaiiTe peluM aTy 3a/1a4y 1psAMo ceitvac!

BuisbiBast MeToj1 DisplayWizard, Mbl Tiepenasii emy aBe cTpoku. Ilepsast — st otoOpa-
JKEHUST B 3aTOJIOBKE OKHa, a BTopast — JiJist oToOpaskeHust Ha kHotke Create (Coszmatp).
Korma nosib3oBatesth METKHET 10 3Tol KHoTKe, Unity BbI3oBeT MeTO OnWizardCreate
KJIacca MacTepa, COOOIasl TEM CaMbIM, YTO JaHHBIE TOTOBBI K MCIIONb30BAHUIO; KOTAA
OnWizardCreate BepHeT ynpasienue, Unity 3akpoeT OKHO.

Tenepp peanusyem MeToz OnWizardCreate, KOTOPBIA BBIIOJHAT OCHOBHYIO 3a/lauy Ma-
crepa. Mcnonb3ays mepeMeHnyio Size, on cosgact 00beKT Mesh U CKOHCTPYHPYET UTPO-
BOIT 06BEKT, OTOOPAIKAIOIIMI HTOT MEIII.
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Puc. 16.4. MacTep C 311eMeHTaMu YrpaB/ieHUs COAEP>XXUMbIM NepeMeHHoN Size

6. /lobasvme caedyrowuii memod 6 xaacc Tetrahedron:

// Bbi3biBaeTcs, Korga monb3oBaTeNb WenkaeT no kKHomke Create
void OnWizardCreate() {

// Co3paTb Mel
var mesh = new Mesh();

// Co3paTb 4YeTbipe TOYKM

Vector3 p@ = new Vector3(0,0,0);

Vector3 pl = new Vector3(1,0,0);

Vector3 p2 = new Vector3(0.5f,
0,
Mathf.Sqrt(0.75f));

Vector3 p3 = new Vector3(0.5f,
Mathf.Sqrt(e.75f),
Mathf.Sqrt(0.75f)/3);

// MacwTabupoBaTb B COOTBETCTBUM C pa3mMepoMm
po.Scale(size);
pl.Scale(size);
p2.Scale(size);
p3.Scale(size);

// NepepaTb CMMCOK BepwWH
mesh.vertices = new Vector3[] {po,pl,p2,p3};

// MNepepaTb CMUCOK TPeyrosbHWUKOB, CBSA3aHHbIX BEPWUHAMK
mesh.triangles = new int[] {
bl B

-

0,1,2
0,2,3,
2,1,3
0,3,1

El
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s

// OBHOBWUTb HEKOTOpble AOMONHUTENbHbIE [aHHble B Mele,
// vncnonb3yAa 3TU AaHHble

mesh.RecalculateNormals();
mesh.RecalculateBounds();

// Co3paTb UrpoBOW O6BEKT, WCMONb3YyHWUIA Mew

var gameObject = new GameObject("Tetrahedron");

var meshFilter = gameObject.AddComponent<MeshFilter>();
meshFilter.mesh = mesh;

var meshRenderer

= gameObject.AddComponent<MeshRenderer>();
meshRenderer.material

= new Material(Shader.Find("Standard"));

ITOT METOJT CHaYaIa CO3/IAET HOBBIH 0OHEKT Mesh, 3aTeM BBIUUCIISIET KOOPAMHATET de-
THIPEX BEPIMUH TeTPaspa. [locse 9TOro OHM MacITabUPYIOTCsT B COOTBETCTBUY C BEK-
TOPOM size, TO €CTb PACIOIATAIOTCA TaK, YTO OKA3bIBAIOTCA B HYKHbBIX KOODJAMHATAX,
4T06BI 06PA30BATh TETPAIP C IMUPUHON, BBICOTON U TITyOMHOM, OTIPEIeIsIEMbIMHU BEK-
TOPOM size.

ITH TOUKH TIEPEIAIOTCSA B 0OBEKT Mesh uepes ero cBOMCTBO vertices; ocje 3Toro yepes
CBOMCTBO triangles 1epefaeTcs CIMCOK TPEYroJbHUKOB B BU/IE CIIMCKA 11eJIbIX YHCelL.
Kasxmoe 9mcsio mpecTaBsieT OfHY M3 TOUYeK B vertices.

Harpumep, 41ciio @ B cIIMCKe TPeyroJbHUKOB COOTBETCTBYET IIepPBOI TOUKe, YMCJI0 1 —
BTOPOIl U T. A. TpeyroJbHUKN B CIHCKE OINPEAENSIOTCS KaK TPYMITbl TI0 TPU YHUCTIA;
TO €CTb, HAIPUMED, YHnCaa 0, 1, 2 O3HAYAIOT, YTO MEIII 6y]1€T COZIEPKATh TPEYTrOJbHUK,
06pa3oBaHHbIII [1E€PBOIi, BTOPOIl U TpeThell BeplInHaMK U3 CIIMCKa vertices. Terpasap
COCTOUT U3 YeTbIpeX TPeyroJbHUKOB: OCHOBaHUS U TpeX cTOpoH. COOTBETCTBEHHO, CIIU-
COK triangles BKJIFOUAE€T YETBIPE TPYIIIIHI 10 TPU YHUCIIA.

Hakoner, menry paercst KoMaHja IepecudTaTh HEKOTOPYIO BHYTPEHHIOIO UH(DOP-
Maruio, oMpasich Ha JaHHbIE B CBOICTBax vertices u triangles. Ilocise aToro ero
MOZKHO HCITOJIb30BaTh B CIleHe. 3aTeM CO3/[aeTCsT HOBBIH 0ObeKT GameObject, K HEMY
mojkJo4aeTcs oObeKT MeshFilter, K KOTOPOMY B CBOIO O4epPe/Ib IIOAKII0YAETCSA TOIb-
KO 4TO CO3ZaHHBII 00beKT Mesh. [lanee K UTPOBOMY OOBEKTY HMOAKJIIOYAETC BU3Ya-
Ju3aTop MeshRenderer, KoTopbiil Gyaer otobOpaxarh Mesh. B urore BusyaausaTopy
MeshRenderer mepemaeTcs HOBBIM MaTepuas Material, KOTOPBII CO3/IA€TCS C UCTIOTh-
30BaHUEM CTaHAAPTHOTO Ieljiepa Standard — B TOUHOCTU KaK IPU CO3JaHUU JIIO-
6OTO APYroro BCTPOEHHOro 00bEKTa, CO3JAHHOIO Yepes MeHio GameObject (Mrposoii
00BEKT).

7. Bepuumeco 6 Unity, 3axpoume u 61068b omkpotime okro macmepa. Eciiv Tetiepb mesK-
HyTbh 110 KHOTKe Create (Cos/iaTh), B clieHe TIOSBUTCS HOBbIH TeTpaszap. Ecim Bl 13-
MeHUTE TIePeEMEHHYIO Size, MacTep CO3/IaCT TETPAd/IP C JAPYTUMU Pa3MepPaMU.
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Hawm ocrasioch 106aBuTh B MacTep elie 0iHy 0coO0eHHOCTh. B HacTosIIee BpeMst MacTep
He TIPOBEPsIeT, HACKOJIBKO MTPABIOIION00HbIE 3HAUYEHS BBEJI [10JIb30BATE b B IIEPEMEH-
HYI0 Size; HANIpUMep, MacTep Z0JIKEH OTBEPTaTh MOIBITKY CO3/IaTh TETPAdIP C OMpU-
YameavHoll BBICOTOM.

Ctporo roBopsi, B 5TOM HeT HEOOXOANMOCTH, TIOTOMY 4TO Unity crioco6en cripaBuThest
¢ aroii curyanueit. OiHako BaM Oy/IET TOJIE3HO 3HATD, KAK BBITIOJHUTD IPOBEPKY BBOJA.

B JAaHHOM IIPUMEPE MbI pE€aIN3yEeM MACTEP TaK, YTO OH 6y,z[eT OTBEPraThb IMOIBITKY CO3-
AaTb TETPpad/ip, €CJIn KaKOI-TO dJIEMEHT BEKTOPpa Size — X, Y WM Z — MeeT 3HayeHue
MECHbIIIE NJIN paBHOE HYJIIO.

[l aTOTO MBI peanusyeM MeTol OnWizardUpdate, KOTOPBIHM BbI3bIBAeTCS BCSIKUI Pas,
KOT/Ia TI0JIb30BATE/b M3MEHSIET JIIOOYIO MEPEMEHHYI0 B OKHE MacTepa. JTO JlaeT HaM
IITAHC TPOBEPUTD 3HAYCHUS U Pa3pPeNInTh UK 3anpeTuTh KHOIKy Create (Co3zmarp). Uto
0COBEHHO BaXKHO, €CTh BO3MOKHOCTH JI0OABUTH TEKCT, OOBSICHSIONINIL, n0ueMy MacTep
OTBepr BBO/L.

8. Hobasvme credyiowuii memoo ¢ xaacc Tetrahedron:

// Bbi3biBaeTcA, Korfga nofib3oBaTeNlb W3MEHAET Kakoe-TO 3HayeHWe B mMacTepe
void OnWizardUpdate() {

// TMpoBepuTb JONYCTUMOCTb BBEAEHHbIX 3HAYeEHUN
if (this.size.x <= 0 ||

this.size.y <= 0 ||

this.size.z <= 0) {

// Korpa isValid nonyyaeT 3HaueHue true, pa3spewaeTcs
// wenkHyTb no KHonke Create
this.isvalid = false;

// O6bACHUTL NPUYUHY
this.errorString
= "Size cannot be less than zero";

} else {

// Tonb3oBaTeNnb MOXeT WeNnKHyTb Mo KHonke Create, nosTomy
// paspewum emy 3TO M OYUCTUM coobueHne o6 ownbke
this.errorString = null;

this.isvalid = true;

Korpa cBoiicTBo isValid nosyuur 3nadenue false, knonka Create (Co3maTh) oKaxKeT-
Cs1 3alpelena, To eCTh MOJIb30BATEh HE CMOXKET IEJIKHYTh 110 Heil. Kpome Toro, ecan
MPUCBOUTDH CBOICTBY errorString mo6oe CTPOKOBOE 3HAUYEHUE, KPOME null, TEKCT U3
ATOW CTPOKMU TOSIBUTCSI B OKHE. BBI MOJKeTe NCTOIb30BaATh 3TO 0OGCTOSITENBCTBO, YTOObI
0OBSICHUTB 110JIb30BATEII0, B UeM 3aK/Ir0uaeTcs mpobdiaema (puc. 16.5).
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Puc. 16.5. CooblueHne 06 owmnbke B okHE MacTepa

MacTepb TI03BOJIAIOT COKOHOMUTH MACCY BPEMEHU TP BBITIOJHEHUH TOBTOPSIONTIXCS
WM CJIOKHBIX 33724 B pegakTope Unity. OHU ObICTPO PEaNU3yoTCs B KOJE, TOTOMY
4TO co3LaHMe He0OXOAUMOTO MOAb30BaTeNbCKOTO nuTepdeiica 6eper Ha cebs1 pegakTop
Unity. Ho unorza tpebyercs HeuTo GoJblIee, 4eM MOKET JATh CHCTEMa MOJEPIKKI
MacCTEepPOB; JlaJiee Mbl TIOCMOTPUM, KaK CO3/IaTh TIOJHOCTHIO CBOE OKHO PelaKTOPA.

Co3paHune cO6CTBEHHOro OKHa pefaKTopa

Oxnom B Unity HaspiBaeTcst 061aCTh, KOTOPast MOKET OBITh OT/ENBHBIM TLIABAIOTIIIM
OKHOM WJTM BKJIAJIKOH, TPUCTBIKOBAHHON K TJIaBHOMY nHTepdeiicy pemaktopa Unity.

[TouTn Bce anemenTor HTEpdeiica Unity SBISIOTCS OKHAMU PEJAKTOPA.

CosmaBas OKHO PEAaKTOpa, BB MOJIyJYaeTe MOJHBIH KOHTPOIb HAl €TO COMEPIKIMBIM.
B aToMm 3akiroyaercsl Ba)KHOe OTJIMYNE OT MAcTepOB W MHCIEKTOPA, B KOTOPBIX 3JIe-
MEHTBI TIOJIb30BATETHCKOTO MHTEepdeiica co3/al0TCs aBTOMATHYECKH CAMUM PEaKTO-
pom Unity; B OKHe pelakTOpa HUYETO He TMOSBUTCS (Ge3 IBHOTO TPeOOBAHUS ¢ Barieit
CTOPOHBL. JTO OTKPBIBAET MEPE/] BAMU IIMTUPOKME BOBMOKHOCTH W JJACT BaM B PYKU WH-
CTPYMEHT, TO3BOJIAONMI 106aBasaTh B Unity MOJTHOCTHIO HOBbIE 0OCOOEHHOCTH, COOT-
BETCTBYIOIIE BAITMM MOTPEOHOCTSIM.

B nannoMm pasjiesie Mbl CO3/IaJIMM OKHO PEIAKTOPA, KOTOPOE MMPOCTO MOJCUUTHIBAET KO-
JIMYECTBO TEKCTYP B TpoekTe. Ho mpesk/ie ueM repeittnt K riraBHOMY (DyHKITHOHATY, HaM
HY’KHO HAYYUTHCS BBIBOANUTH KAKYH0-1160 MHPOPMAIIUIO B OKHO PEIaKTOPA.

Cnhavama CO3/1a/IUM HOBOE ITyCTO€ OKHO peZlaKTopa.
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1. Cosdaiime nosvul cuenapuii ¢ umenem TextureCounter.cs 1 COXpaHUTE €r0 B NAIKy
Editor.

2. Omxkpotime ¢paiin v 3aMEHUTE €ro COJIEPKUMOE CJIEAYIONUM KOJOM:

using UnityEngine;
using System.Collections;
using UnityEditor;

public class TextureCounter : EditorWindow {

[MenuItem("Window/Texture Counter")]
public static void Init() {
var window = EditorWindow
.GetWindow<TextureCounter>("Texture Counter");
// 3anpeTuTb YHWYTOXEHUE 3TOro OKHa
// npu 3arpyske HOBOW CLEHb
DontDestroyOnLoad(window) ;

}

private void OnGUI() {
// 3pecb popmupyeTcAa Monb3oBaTeNbCKUA UHTepdeic pepakTopa
EditorGUILayout.LabelField("Current selected size is "
+ sizes[selectedSizeIndex]);

Aror Kox pobassieT HOBBIN ITyHKT B MeHio Window (OKHO), IIeTYOK 110 KOTOPOMY
co3ziaeT 1 0TobpakaeT HOBOE OKHO, HCTIOJIb3YIolee Kiaace TextureCounter. Ou Tak-
JKe YCTAaHABJINBAET MIPU3HAK, YTO OKHO He JOJKHO 3aKPhIBAaThCs pefakTopoM Unity
pU I3MEHEHUU TEKYIIeil CIIEHBI.

3. Coxpanume ¢atin v Bepuurtech B Unity.

Omxpoime menro Window (Oxno), u Bbl yBupuTe nyHkt Texture Counter. IlleskHuTe
110 HEMY, U HA SKPAHE MOSIBUTCST HOBOE ITyCTOE OKHO!

Ternepb 106aBUM B 9TO OKHO 3JIEMEHTBI yIpaBjieHus. Ho /I 9TOro HY;KHO 3HATh, KAk
paboraer cucTeMa I0Jb30BaTeIbckoro nurepdeiica pegakropa Unity.

MporpaMmmHbIA nHTepdeic peaakTopa Unity

Cucrema 1mosrp30BaTesibcKoro nHTepdeiica, ncmob3yemas pegakropoM Unity, B KopHe
OTJINYAETCS OT AHAJIOTUIHON CUCTEMBI, UCTIOJIb3YEMOH B UTPax.

Cucrema UTPOBOTO MOJIB30BaTENbCKOTO UHTEpdeiica (HazoBeM ee Unity GUI) cosna-
€T UrPoBble OOBEKTHI, MPEJICTABISIONINE TAKUE DJIEMEHTBI, KAK TEKCTOBbIE HAJIIUCH
U KHOIIKY, U ITOMEIIAET UX B CIIEHY.

CucreMa 1oJ1b30BaTeIbCKOro nHTepdeiica pegakropa (HazoseM ee GUI nemednerninozo
pevxcuma; IIPUUNHY BbIOOpPAa TAKOTO HAa3BaHUSA Mbl OObSCHUM UyTh HUKE) IPeJiaraer
ClIienraJibHbIe (l)yHKI_[I/H/I, KOTOPbIE CO3/1aI0T HaJIIMCU WJIM KHOIIKK B OIIPpEAE/IEHHbIX
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MecTax; 9TH (DYHKIIMU BbI3bIBAIOTCS peslaktopoM Unity Besikuil pas, koraa tpedyercst
HepeprucoBaTh COAEPKIMOE IKPaHA.

Tepmun nemednennvil pexcum (immediate mode) ocHoBbIBaeTCS Ha TOM (haKTe, YTO BbI-
30B 9TUX CIELUANbHBIX (DYHKIMIT IPUBOAUT K HEMEIICHHOMY IIOSBJIEHUIO DJ1EMEHTOB
YIIPaBJICHNS Ha DKPAHE; 3aTEM CITYCTS KAKOE-TO BPEMSI, KOT/Ia 9KPaH OYMIIAETC U y/1a-
JISLIOTCSL BCE 3JIEMEHTDI yIIpaBJIeHus, B caepylomeM xe kaape dynkiuu GUI nemenen-
HOTO PEKNMa BBI3BIBAIOTCS BHOBB. DTOT IPOIIECC MOBTOPSAETCS GECKOHEUHO.

N3 coobpaxenuii ahpexrunocT Unity He BbI3bIBAET (PYHKIUH T0Jb30BATENBCKOTO
unTepdeiica pefaktopa HerpepbiBHO. OUKMCTKA SKpaHa U BbIZOB (DYHKIUI TTPOUCXO-
JISIT, TOJIBKO KOT/Ia 9TO JECTBUTEIBHO HEOOXOIUMO, HAIIPUMED KOTJIA TT0JIb30BATENb
IIeJIKHeT KHOIIKOM MBIIIN, Ha)kKMeT KJIABUIILY, U3MEHUT pa3Mep OKHA WJIM BBITOJIHUAT
NIpyToe JeiCTBIE, BANSIONIEE Ha COACPKUMOE dKpaHa.

JlpyrvM BasKHBIM OTJIMUHEM crcTeM HeMmeteHHoTo pesknma u Unity GUI saBrsiercst mo-
PAZOK paboThl MexaHu3Ma pasMenienns aaeMentos. B Unity GUI o6bexThl mosumnuo-
HUPYIOTCSI OTHOCUTEJIBHO CBOUX pojnTesielt, ¢ yuetoM HacTpoek npussaskn; B GUI we-
MEJIJIEHHOTO PEsKUMA BbI JIKOO OIpe/iesisieTe TTPSIMOYTOIBHYT0 00J1aCTh, OMUCHIBAIOIIYIO
MECTOTIOTIOKEHNE W Pa3MePBI HJIEMEHTA YIIPABIEHNsI, TNOO UCTIOMh3YETE CUCTEMY aB-
TOMaTUYECKOTO pa3MeIleHUs, KOTopas Ha3biBaeTcs GUILayout (MBI OTIMIIEM ee jiajiee).

Ot1imuns mpoie Beero 0ObICHUTD Ha IIpuMepe. Ha cepyionmx HeCKOIbKIX CTPaHu-
1ax MbI MccieflyeM OCHOBBI mcrnomb3oBanus cuctembl GUI HememimenHoro pesknma,
a TaksKe IO3HaKOMUMCS C JIOCTYIIHBIM HaOOPOM 9JIEMEHTOB YIIPABJICHHS.

MpsAMOYrosibHUKU U CUCTEMA aBTOMaTUYECKOro pasMeLleHus

[pocreiimum aJieMeHTOM YIPABJICHUsI, KOTOPBIH MOKHO T0OaBUTH B OKHO, SIBJISIETCS
TEKCTOBAsT HAMMUCH. Jlasee MBI T0OABUM KO, PETTAIONINT HEKOTOPYIO 32129y, a 3aTeM
00BSICHIM, KaK OH JIEfICTBYET.

1. Jobasvme caedyrouguii k00 ¢ memod OnGUI.

GUT.Label( (1]
new Rect(50,50,100,20), @
"This is a label!"

)s

2. Bepuumecw ¢ Unity u omxpoiime naue nosoe okno pedaxmopa. Ternepb Bbl YBUIANTE
B okHe TekcT «This is a label» (puc. 16.6).

A temneps mpoiizieMcs 1o 3TOMY KOJLY.

© Bbni30oB MeTos1a Label Kiiacca GUI BBIBOJUT TEKCT B OKHO.

® Co3zmaer HOBBII OOBEKT Rect, OTPeIESIIONII KOOPAMHATDI X U Y, IIUPUHY U BBICOTY
Hajanucy. B manHoOM ciydae Haamuch moMernaercst Ha 50 MUKCEN0B HUKe U IIPaBee
BEPXHETO U JIEBOTO Kpas, U JIJid Hee OTBOAUTCS 1pocTpancTBo mupuHoii 100 u Bbi-
coroit 20 MUKCeNoB.

© Daxruueckuil TEKCT, KOTOPBI J0JKeH TOABUThCA Ha aKkpane: «This is a label!».
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Texture Countel

Puc. 16.6. Haanucb, fobaBneHHas B OKHO peaakTopa

ITOT KO OY/IET BBINOJHATHCS BCAKHMN pas, koraa pegakropy Unity norpebyercst 06HO-
BUTD COZIEPKUMOE OKHA. BbI3oB MeTo1a GUI. Label o6aBisieT HAAMCh B OKHO.

Bce Bozosbl pynkunit GUI HemenmeHHOToO peskuMa J0JKHBI IIPOU3BOAUTLCS TOJIBKO
BHYTpPH MeToza OnGUI. Bbi3oB GUI. Label u3 j11060r0 Apyroro Mecta MOKET IIPHBECTI
K IIpo6IeMaM.

N\

O6bekT Rect, MepelalHbIi B BBI30B GUI. Label, yIIpaBJIsieT MECTOMOIOKEHIEM HaITH-
cu. B mpocThIX cuTyanusax, Kak B JAHHOM TIPUMeEpPE, TAKOH CII0CO6 TTO3UITHOHNPOBAHYST
He BBI3BIBAET 3aTPY/HEHNH, HO B 60JI€€ CTOKHBIX CIYIATX OH MOKET CTATH HCTOUHIKOM
3aTPY/HEHUT.

Yr06bI N36EKATD ux, GUI HEME/IVIEHHOTO peKruMa IIpeIoCTaB/IAECT BO3SMOKHOCTD aBTO-
MaTUYECKOTO padMelieHnsd 3JIEMEHTOB YIIPaBJICHU S 110 BEPTUKAJJIN UJIX 110 TOPU3OHTAJIN.

Harnpumep, 4toObl pasMeCcTUTh 3JIEMEHTHI YIIPaBJIEHUS B BUIE BEPTUKAIBHOIO CIIHMCKA,
HYJKHO CO3/IaTh HOBBI 00beKT EditorGUILayout.VerticalScope, 3aKJIOUYUB BBI30B
KOHCTPYKTOPA B KOHCTPYKIIUIO using.

3. Bamenume codepacumoe memoda OnGUI caedyrougum KoOoM:

using (var verticalArea
= new EditorGUILayout.VerticalScope()) {
GUILayout.Label("These");
GUILayout.Label("Labels");
GUILayout.Label("Will be shown");
GUILayout.Label("On top of each other");

ITOT IIpuMep UMeeT IBa Ba’KHbIX OTJINYHMAI.

Bo-mepBbix, obparnTe BHHMaHWE, YTO TemepPh BBI3bIBAcTCS MeToj Label Kiacca
GUILayout, a He GUI. JTa BepcHs ompeesseT GakT BEI30Ba B KOHTEKCTe VerticalScope
U pasMellaeT co3/laBaeMble HAIIMCH COOTBETCTBEHHO 9TOMY KOHTEKCTY.
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Bo-BTOpBIX, O0JbIIE He TpebyeTcs nepegaBath 0ObEKT Rect, ONPeNeSIONMNA MeCTO-
MOJIOXKEHNE W pa3Mepbl HAAMKCEH. DTU TapaMeTPbl OIPEIeSIOTCS M3 KOHTEKCTa
VerticalScope.

CucremMa aBTOMaTHYECKOTO pasMenieHnAa HaMHOTI'O yﬂ06Hee B NCITOJIb30BaHMNU U ITIOBbI-
HIaeT Ballly ITPpOM3BOJAUTE/IbHOCTH KaK IIPOTPaMMUCTA. HOBTOMy B OCTaBIIIEHCS YacTH
TJIaBbl MbI ITOYTH BE3/1€ 6y,z[eM HCITOJIb30BATh CUCTEMY aBTOMATUYECKOI'O Pa3MCIICHU .

EnnHcTBeHHOE HCKIIIOUEHE — PEaKTOPbI CBONCTB, B KOTOPBIX CUCTEMa aBTOMaTHye-
CKOro pa3MeliieHust He pabotaet. B aToM pasiesie Mbl IPOAOJEKIM BPYYHYO Pa3MeIaTh
3JIEMEHTBI YIIPABJIEHUS U ONIPEENIATh UX Pa3Mepbl.

Kak AeiiCcTBYIOT 3/1eMEHTbI ynpaB/ieHus

Kak YIIOMWHaJJIOCh BbINIE, 9JIEMEHTDBI YIIPaBJCHUA B CUCTEME GUI HEMEAJIECHHOI'O pe-
JKNMa CO3/1al0TCA BbI3OBaMU Q)yHKHHﬁ. ITO 0OCTOATEILCTBO HE BBI3BIBAET CIIOKHOCTEN
B CyIyda€ TaKUX MMPOCTBIX 9JIEMEHTOB, KaK HAJI[ITUCH; CUTYalluA OCJTOKHAETCS, KOTla TPpE-
6y€‘TCH CO3/1aTb 3JIEMEHT, HpI/IHI/IMaIOHII/Iﬁ BBO/I ITIOJIb30BaTeJIA, TaKO# KaK KHOIIKA WJIN
I10J1€ BBO/IA.

Kak ¢ moMoIIpio TaKuX 3JIEMEHTOB MTOJIyYaTh BBOJL TIOJIb30BATEJISI, €CJI OHU SIBJISTIOTCS
pesyJibraToM Bbi30BOB (pyHKIMIT? OTBeT ocTpoyMeH: MYHKIMU, 0TOGpaKatole aJe-
MEHTBI YIIPABJIEHUS, TAKKE 8038paujarom MHMOPMAIINIO B BBI3BIBAIOIINI KOJI.

U cuoBa ATy UJICIO ITPOIIe 00BSICHUTD Ha mpuMepe.

KHonku
CHauasia co3ialiM KHOTIKY ¢ oMoIibio cucteMbl GUT HeMesIeHHOTO pesknMa.
1. Bamenume codepacumoe memoda OnGUI ciedyiougum KoOOM:

private void OnGUI() {
using (var verticalArea
= new EditorGUILayout.VerticalScope()) {
var buttonClicked = GUILayout.Button("Click me!");
if (buttonClicked) {
Debug.Log("The custom window's " +
"button was clicked!");

}
}

Korma BeIsbiBaeTcst MeTo/ GUILayout.Button, TIPOMCXOMAT JBa BaxKHBIX coObITHs. Ha
DKpaHe MOSIBJISIETCS KHOIKA; a KPOME TOTO, €CJIU B 9TOH 06JACTH TOJBKO 4TO OBLI BbI-
TIOJTHEH MIeTY0K MBITITBIO, METO/] BEPHET true.

Taxkoe BO3MOKHO 6J1aro,/:[apﬂ MTOBTOPSIONIUMCS BbI30BaM OnGUI. Korya okHO TiepBbIii pa3
IIOABUTCS Ha 9KpaHe, BbI30OB Button OTO6paSI/IT KHOIIKY Ha 9KpaHe. Korma moan3oBaTesnb
HaBe/IeT yKa3aTeJb MBIIIN Ha KHOMKY U IIeJKHET 110 Hel, OnGUT 6le€‘T BbI3BaH ellle pas
n cuctema GUI HememmeHHOTO pesknMa HapucyeT KHONKY B «HAKaTOM» COCTOSTHUM.
Korma mospsosaresnn OTILyCTUT KHOIIKY MbIIIN, OnGUI 6leeT BbI3BaH CHOBA; IIOCKOJIbKY
e TIOK 3aBEPIINIICS, TPETHUI BBI30B Button BepHET true.
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ITOT CTWJIb IIPOTPAMMUPOBAHMS MOXKHO MHTEPIPETUPOBATh Tak: MeToJ| GUILayout.
Button 0ZiHOBPEeMEHHO PUCYET KHOIIKY Ha 9KpaHe U BO3BpalllaeT true, e I0Jb30Ba-
TeJsIb UIeJKHYJI 110 Hell.

2. Bepuumeco ¢ Unity w obpaTnte BHUMaHWE, YTO TEMEPh B OKHE MOSBUIACH KHOTI-
Ka. Ecin mesikHyTh 1o Heii, Bo Bkaaake Console (KoHcoub) mosiButcst Teker «The
custom window’s button was clicked!».

Ja, nemuoro nenpusbiuno. Ho \ (V) /.

TekcToBbIE€ NONA BBOAA

Knorika — oiiH U3 MPOCTEUIINX 9JIEMEHTOB YIIPABJIEHUS, C [IOMOTIIO KOTOPBIX TT0JIb-
30BaTeJIb MOJKET I1epesaTh nHMOPMALIO: OO LIEJKHYTD 110 KHOIIKe, b0 Het. OnHa-
ko cuctema GUT HeMeaIeHHOTO pexkiMa IIOAAEPAKUBAET OOJIee CIIOKHBIE TUIIBI DJIEMEH-
TOB yrpasJjenus. Hanpumep, TeKCTOBOe T10JI€ BBOJA PeliaeT JBe 3aJaun: 0ToOpaskaer
TEKCT U TTO3BOJISIET TT0JIb30BATEJIIO TIPABUTD ITOT TEKCT.

Yrobbl MMOKa3aTh TEKCTOBOE T10Jie BBOJA, HYKHO BbI3BaTh MeToj EditorGUILayout.
TextField. Bbi3bIBast 3TOT METOI, BBI JIOJIKHBI TEPEIATh €MY CTPOKY JIJIST 0OTOOPasKEHUST
B TEKCTOBOM TIOJIE; ¥ OT HETO K€ MOKHO MOJYUUTh TEKCT, 66€0CHHbLI TI0JIb30BATEIEM.

Jlist HopMasbHOII paboThI BJleMeHTa NepeMeHHast, XpaHsilias TEKCT, He J0JKHA ObITh
JIoKaJIbHOM. To ecTh caepyonuii Koj paboTaeT Henpasuivio:

private void OnGUI() {
using (var verticalArea
= new EditorGUILayout.VerticalScope()) {
string textValue = "";

textValue
= EditorGUILayout.TextField(textValue);

Merton TextField HaxoauTcsl B Kaacce EditorGUILayout, a He B GUILayout. Kiacc
GUILayout Tak:ke uMeeT MeTo]| TextField, HO OH JieiCTBYeT COBEPIIEHHO MHAYE.

Ecmm TIPOTECTUPOBATH 3TOT KO B Unity, MOJKHO 3aMETHTDb, YTO OH ITO3BOJIACT BBO/IUTDH
CHUMBOJIBI B I10JIE€, HO CTOUT OCTAaBUTD I10JIE€, KaK OHO TYT K€ OYUCTUTCA.

YT06BI 9TOTO HE IIPOUCXOANIIO, TIepeMeHHas, XpaHsIas TeKCT, J0JKHA TPUHAIEKATD
KJaccy:

private string stringValue;
private void OnGUI() {
using (var verticalArea
= new EditorGUILayout.VerticalScope()) {
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this.stringValue
= EditorGUILayout.TextField(this.stringValue);

ITto pelieHue pa60TaeT, IIOTOMY 4YTO CoJep:KuMoe stringValue COXpaHAETCS MEKILY
BbI3oBaMu OnGUI.

JeMeHT yrpaByieHust TextField oTo6paskaeT olHOCTPOUHBIN TekcT. Ecau Bam moHa-
n06UTCSt 0TOOPA3UTD TEKCT, COCTOSIIIIA U3 HECKOJIILKUX CTPOK, UCTIONb3YiiTe TextArea:

this.stringValue = EditorGUILayout.TextArea(
this.stringValue,
GUILayout.Height(89)

)s

ITH AiBa 97€MEHTA YTIPABICHNS NCTIOMB3YTIOT OHY 1 Ty Ke TIePEeMEeHHYIO, T09TOMY OHI
GyayT 0TOOpaKaTh OUH ¥ TOT JKe TEKCT. BoJee TOTo, ecii M3MEHNTD TEKCT B OZIHOM,
OH aBTOMATHYECKU U3MEHUTCA B IpyroM. 1 aTo kpyTo!

B npezbiyiiem mpumepe BbICOTa TEKCTOBOI 0biacT Oblyia Tepeornpe/iesieHa apaMe-
TpoM GUILayout. Ero MoskHO 106aBUTH B 110601 3JIEMEHT YIIPABJICHUST; €CJIM BAM HYK-
Ha KHOIIKa IOBBIIIIE, IIPOCTO no6GaBbTe BBI3OB GUILayout.Height(80), u BB IIOJIyYUTE
KHOIIKY BbICOTOI 80 TTMKCEOB.

TexcroBbie 011 BBOAA € 3ajepakkoii. CylecTByeT ellie OIUH TUIT TEKCTOBOTO T10JIS —
mexcmogoe nojie 6600a ¢ sadepickoil. OHO feiicTBYeT Kak 0OBIYHOE T0JIe BBO/A, HO BO3-
BpallaeT BBOJIMMYIO CTPOKY He cpasy, He B IIpoliecce BBOJA, a TOJIbKO T0cJe ToTepn
(okyca BBosIa, TO eCTb KOT/IA TI0Jb30BATENb TIEPEMECTUTCS B [IPYTrOe T0Jie BBOJA WU
LIEJKHET MBIIIBIO T7Ie-TO ellle.

IT0 y1nobHO, Koraa TpebGyeTcst TIPOBEPUTH JAOMYCTUMOCTh BBEIACHHON WH(MOPMAIIUH, HO
GECCMBICIEHHO JIEJIaTh HTO JIO TOTO, KAK TOJIb30BATENb 3aBEPIITAT BBO/I.

CosmaeTcst TEKCTOBOE TI0JIe BBO/IA € 3aZiePsKKON BBI3OBOM MeTojia DelayedTextField,
KaK IMOKa3aHo HUKE:

this.stringValue
= EditorGUILayout.DelayedTextField(this.stringValue);

CnenuaibHbie TEKCTOBBIE MOJA BBOAA. KpoMe 1mpocToro Tekcra, 1moJisi BBOJAA MOKHO
TaK’Ke UCIIOJb30BATh IJId BBOJA Ynces. B 9acTHOCTH, CyIIeCcTBYET YeThIpe OYeHb y/:[o6—
HBIX BapuaHTa 3JIeMeHTa yrpaBjeHnd TextField: 111 BBOJA IEJIBIX M BEIIECTBEHHBIX
Yyuce, 1 BBOJIa 3HaUeHU Trua Vector2D U JIJ1g BBOJIa 3HaUeHU TH1a Vector3D.

Hamnpumep, 106aBuB B CBOIi KJ1ace cBolicTBa:
private int intValue;
private float floatValue;
private Vector2 vector2DValue;

private Vector3 vector3DValue;
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Bbl CMOJKETE CO3/1aBaThb I10JIA /IJIAd BBO/JAA /ITaHHBIX B HUX:

this.intValue
= EditorGUILayout.IntField("Int", this.intValue);

this.floatValue
= EditorGUILayout.FloatField("Float", this.floatValue);

this.vector2DValue
= EditorGUILayout.Vector2Field("Vector 2D",
this.vector2DValue);
this.vector3bDValue
= EditorGUILayout.Vector3Field("Vector 3D",
this.vector3DValue);

OG6paTuTe BHUMaHKE Ha TIEPBBII CTPOKOBbIIL ITapaMeTP B BHI30BAX METO/IOB: OH OIIpe-
JIeJIAeT HAJAIINCh IIePe/] OJIeM BBOJIA.

Mon3yHku

BBoauTb yncI0BbIe 3HAUECHUS MOKHO HE TOJBKO C TIOMOIIBIO 110JIeii BBOJIA, HO U C TOMO-
1ibio rpaduyeckoro nosisynka. Harpumep, BOT Kak MOKHO MCIIOJIb30BaTh IntSlider:

var minIntValue

var maxIntValue
this.intValue

= EditorGUILayout.IntSlider(this.intValue,
minIntValue,

maxIntValue);

0;
10;

IMonsyHKku 0cOGEHHO YAOOHBI B COYETAHUN C DJIEMEHTOM YIpaBjieHus IntField wim
FloatField, NCTIOMB3YIOMUM Ty Ke TepeMeHtyio. [I0I3yHOK M03BoJIsIeT GBICTPO BBE-
¢ty NpubJIMKEHHOE 3HAaUYeHue, HO ecJin 11oTpedyercs boJiee KOHKPETHOE 3HaYeHUe, ero
MO’KHO BBECTH B I10JI€ BBOJA.

KpOMe OOBIYHBIX ITOJIBYHKOB, NMEETCA TaKKe IMOJIBYHOK IJIsA BI)I60pa MHWHUMaJIbHOTO
1 MAaKCUMaJTbHOTO 3HAYEHUIA Jialta3oHa. HaHpI/IMep, ,Z[O63.BI/IB B KJIaCC /IB€ IIepeEMEHHbIE
[JIA XpaHEeHUA MUHUMAJIbHOTO 1 MAKCUMaJIbHOTO 3HAYEHUI:

private float minFloatValue;
private float maxFloatValue;

BbI CMOJKETE CO3/1aTh ITOJI3YHOK JIJIsI BbI60pa JMara3oHa BBI30BOM MeTo/1a MinMaxSlider:

var minLimit = 0;

var maxLimit = 10;

EditorGUILayout.MinMaxSlider(ref minFloatValue,
ref maxFloatValue,
minLimit,
maxLimit);
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O6paTuTe BHUMAHHUE, YTO HTOT METO/I HE BO3BPAIIAET 3HAYCHVIST; OH U3MEHSIET MePEMEH-
Hble minFloatValue u maxFloatValue. Kpome Toro, mepemenHbie minLimit u maxLimit
OTPaHMYHMBAIOT MUHUMATbLHOE ¥ MAKCHMAJIBHOE 3HAUEHUS, KOTOPBIE MOTYT OBITD 3aITH-
canbl B minFloatValue 1 maxFloatValue.

MycToe NpocTpaHCTBO

DJIeMeHT yIpaBJIeHNs Space HE UMEET BU3YaJIbHOTO npezicTasiaerust. OH npocto 106as-
JISIET ITyCTOE MTPOCTPAHCTBO B MOJIb30BATEIbCKIH MHTEpdeiic. Ero MoKHO NCTTOTb30BATD,
HAIpUMeP, YTOObI BU3YAIBHO OT/AEUTH TPYIIIHI BUMMBIX 3JIEMEHTOB YITPABICHUST:

EditorGUILayout.Space();

Cnuckm

Jl0o cuX Op MBI 06CYKIAI 9JIEMEHTEI YIIPABIEHNsI, HUKAK HE OrPaHUYUBAIONINE TOJIb-
30BaTeJd U [TO3BOJISAIONIME BBOAUTD JIIOOOH TeKkeT nin Jodoe ynco. Ho nnorga 6niBa-
0T CI/ITyaHI/II/I, Kor/za KeJjiaTeJIbHO AaTh I10JIb30BaTEJ/JII0 BOSMOXHOCTb BbI6I/IpaTb TOJIBKO
mpe/iolpeie/IeHHble BAPUAHTDI U3 CITUCKA.

C »TOoMi TeTbI0 MOKHO MCITOJB30BaTh PACKPBIBAIONINIICS CITUCOK. PacKpbIBaIONIUIICS
CITUCOK MCITOJIb3yeT MACCHB CTPOKOBBIX BAPUAHTOB M BO3BPAIIAET I€JI0€ YUCIIO, TTPe/-
cTaBJigioNIee BIOPAHHDII 9JIEMEHT MAacCUBa; KOT/A 110JIb30BaTelb JeaeT BbIOop, U3-
MEHSIETCSI HOMEP TEKYIIEro BHIOOPa.

HaHpI/IMep, ecJin HO68.BI/ITI) B KJIaCC CJe1yIolune rnepemMetnHbie:
private int selectedSizeIndex = 9;

B METOJ ONGUI MOKHO I0OABUTH CJICYIOTIIIT KO/
var sizes = new string[] {"small","medium","large"};

selectedSizeIndex
= EditorGUILayout.Popup(selectedSizeIndex, sizes);

O/HaKO MOPOH TPYAHO 3aIIOMHUTH COOTBETCTBHE HOMEPOB, COXPaHSIEMBIX B selected-
SizeIndex, ¥ BADHAHTOB, KOTOPbIE OHU TIPEACTABISIOT. [109TOMY /111 9TOIT 1171 YacTo
VCTIOJTB3YIOTCS nepeyucienus (enum).

[lepeunciennd sy4iie, TOTOMY 4TO ITPOBEPSIOTCS KOMITMJIATOPOM, — B IIPEABLIYIIEM
IpUMepe BaM MPUJETCS TOMHUTb, 4TO «0» o3Hadaet «small», Ho 6b110 GbI HAMHOTO TIPO-
1ie, ecaiu 661 BMecTo «0» MOKHO OBLIO HCTOIb30BaTh HieHTH(hHKaTop Small. Tlepeunc-
JIEHUS IAI0T TaKylo BO3MOXKHOCTB!

JlaBaiiTe 0OBSBUM TI€PEUUCIEHIE, KOTOPOE OIIPEAEISIET HECKOIBKO PA3HBIX THIIOB I10-
BPEKIEHU, a Tak:Ke J00aBUM IePEMEHHYIO /IS XpaHeHUsl TUIA ITOBPEKIEHMS, Bbl-
OpaHHOro B JaHHbBIII MOMEHT.

1. Jlobasbre ciepyromipii Ko/ B Kjaacc TextureCounter:
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private enum DamageType {
Fire,
Frost,
Electric,
Shadow

}

private DamageType damageType;
Hcnonb3ys aTo iepevnciaeHue U nepeMeHHyio damageType, Mbl MOJKEM CO3/1aTh pac-
KprBaIOHIHfICH CITMCOK, 0T06pa>1<a10u11/1ﬁ 3HAY€HUA N3 3TOTO MEPEYNCJICHUA.

2. JlobaBbre ciepyonuii Ko B METO OnGUT:

damageType
= (DamageType)EditorGUILayout.EnumPopup(damageType);

OH 0TOOPA3UT PaCKPBIBAIOIIUIICS CIMCOK, COAEPKAIUi BCE BO3MOKHBIE 3HAYCHUS,
npe/icTaBuMble Tiepedncaennem DamageType, M 3alIUIIET B TIEPEMEHHYI0 damageType Te-
Kylee BbIOpaHHOe 3HaYEHUE.

PesyJibrat, BO3BpaliaeMblii METO0M EnumPopup, TpeGY€eTCs1 IIPUBECTH K TUILY TIEPEUYUC-
JIEHVSI, TOTOMY YTO METOJI HUYErO He 3HAeT 00 MCII0JIb3yEeMOM [IEPEYNCIEHIH.

MpeacTaBneHns C NPOKPYTKOU

Eciiu BBI cjie[oBau 3a MpUMePaMu, TPUBOIUBIIUMUCS B 9TOU TJiaBe, U OMPOOOBa-
Ju UX y cebsi, TO MOTJIM 3aMETHTD, YTO HJIEMEHTBI YIIPABJIECHUS YKe HE YMEIATCst
B TpaHWIAX OKHa penakropa. /lis perenus 3Toi mpobaeMbl MOKHO MCIIOIb30BATH
npedcmasiieHus ¢ NPOKPYMKOLl, NA0MINE BOSMOKHOCTh TPOKPYUYUBATH UX COJEPIKU-
Moe Ha3a/l/BIepe/.

[IpescraBienue ¢ MPOKPYTKON JIOJIKHO TJIE-TO COXPAHSTH CBOIO TEKYILYIO MO3UIUIO
pOKpyTKH. To ecTh BbI JIOJIKHBI CO3/IaTh IIEPEMEHHYIO /IS OTOM 1eJI1, KaK 3TO Jiesa-
JIOCH JULA IPYTUX 3JIEMEHTOB YIIPABJICHUA.

1. Jobasvme caedyrouyio nepemennyio ¢ xnacc Texture Counter-

private Vector2 scrollPosition;

Cosznaercs npencTaBiIeHue ¢ TPOKPYTKOM TOYHO TaK Ke, KaK BEPTUKAJIbHBIN CITHCOK:
HY’KHO CO3/aTh HOBBIII 00beKT EditorGUILayout.ScrollViewScope BHYTpU KOHCTPYK-
U using.

2. Jlobasvme cnedyrouuii koo 6 memoo OnGUTI.

using (var scrollView =
new EditorGUILayout.ScrollViewScope(this.scrollPosition)) {
this.scrollPosition = scrollView.scrollPosition;
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GUILayout.Label("These");
GUILayout.Label("Labels");
GUILayout.Label("Will be shown");
GUILayout.Label("On top of each other");

3. Bepuumecw ¢ Unity n o6paTute BHUMaHIE, YTO HOBbIE HAAIIUCH TTOSBUJINCH B TIPO-
KpyunBaeMoil obractu. Bo3MOKHO, BaM TIPUIETCS U3MEHHUTDh PasMep OKHa, YTOOBI
YBUIETD 3TOT 3P eKT.

ba3a paHHbIX pecypcoB

B 3aBeprieniie namrero 06CysKIEHUS OKOH PEAKTOPA BEPHEMCST K e CO3/IAHNST OKHA
TextureCounter: Mbl JOJIKHBI IIOACUUTATh KOJIMYECTBO TEKCTYP B IIPOEKTE U BHIBECTU
B OKHO HA/IIIACh, OTOOPAKAIOIILYIO €ro.

JL7151 9TOrO0 MBI BOCIOJIb3yeMcsl KJ1accoM AssetDatabase. ITOT KJlace CILyKUT BOPOTaMU
BO BCe PECYPChI, UMeloruecs B ipoekTe. C ero ToMOIIbIo MOKHO TTOJTyYaTh HHPOPMAITHIO
0060 Beex (haiiyiax, HaxOISIIXCsT Mo KoHTpoJieM Unity, 1 BHOCUTD B HUX U3MEHCHHSI.

VY Hac HeLoCTaTOYHO MeCTa, YTOOBI 06CYIMTH BCe BOBMOXKHOCTH KJlacca AssetDatabase,
[OTOMY MbI HACTOATEIHHO PEKOMEH/IYeM BaM 0OPATUTHCA K OMICAHUIO TOTO KJacca
B pykoBojctse k Unity (Attps;//docs.unity3d.com/ru/current/Manual/Asset Database.
html).

1. Uszmenume memoo OnGUI e xaacce Texture Counter, kax noxasamo nuoice:

private void OnGUI() {
using (var vertical = new EditorGUILayout.VerticalScope()) {
// Tony4nTb CNMCOK BCeX TeKCTyp
var paths = AssetDatabase.FindAssets("t:texture");

// Mony4nTb ANWMHY cCnucka
var count = paths.Length;

// BblBECTU HaAnucb
EditorGUILayout.LabelField("Texture Count",
count.ToString());

2. Bepnumecw ¢ Unity u dobasvme 6 npoexm neckovko usoopanicenuil. HepaxHo, 4To 910
3a nzoGpaskenust, — mpocto neperamure daiibl. Ecam y Bac He Haiigercst usobpa-
skeHwuit, mocerure caiit Flickr (Attps.;//www.flickr.com/) u nouiure 110 cJI0BY «cats».

IIocie aToro okHO peaaKkTOpa MMOKaXeT, CKOJIbKO TEKCTYP Bbl 1[063131/1111/1.
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Co3paHue co6CTBEHHOro pefakTopa CBOMCTBa

KpOMe CO3/1aHuA COOCTBEHHBIX OKOH PeIaKTOPa TaKKe NMEETCA BO3SMOKHOCTD PACIIIN-
PATDH ITOBEJIEHNE MHCITIEKTOPA.

Posp mHCTIEKTOPA — TIPEIOCTABUTDH MOTH30BATENBCKUN MHTEPMENC /711 HACTPOUKHN
BCEX KOMITOHEHTOB, TOJKIIOUEHHBIX K UTPOBOMY OOBEKTY, BHIOPAHHOMY B JIAaHHbII
MOMeHT. [l KaKZIoTO KOMIIOHEHTa WHCIIEKTOP OTOOPAKAET 3JEMEHTHI YIIPaBJICHUS,
TIPEICTABJIIONIIE eTO TIePEMEeHHBIE.

WMucnekrop yske 3HaeT, Kakre 3JeMeHThbl yIIpaBJeH!s NCII0Ib30BaTh JIJISI IIPe/IcTaBJie-
HUST pacIPOCTPaHEHHBIX TUIIOB JIAHHBIX, TAKMX KaK CTPOKH, IleJible U BelleCTBeHHble
yucsaa. Ho ecsin BbI onipesieninTe cBOI HeCTaHAAPTHBIN THII, THCIIEKTOP MOKeT OKa3aTh-
Cs1 HE B COCTOSTHUM TIPEACTABUTH €ro MpaBrabHo. OOBIYHO 9TO HE BBI3BIBAET GOJIBIIIX
CJIOKHOCTEH, HO MTHOT/Ia MOYKET TIPUBOIUTH K GECTIOPSIIIKY.

JLiist pertieHst 9Toi PoGIEMbl HCTIONB3YIOTCS pedaxmopst ceoticme (property drawers).
Bor moxkere nepegarh Unity ¢Boil Koz, 4T0ObI IIOMOUYb €MY OIPEAEIUTh, Kak 0ToOpa-
JKaTb pa3Hbl€ TUIIbI JJaHHBIX.

Cucrema aBTOMaTHYECKOTO Pa3MelleHUsT 3IEMEHTOB 110JIb30BaTe/IbCKOT0 HHTepdeiica

He paboTaeT BHYTPH HECTAHIAPTHBIX PEIAKTOPOB cBOUCTB. [10aTOMY BaM Hpuercs

pasMmenaTh cBOU 3jeMeHTbl BpyuHylo. Ho He BosHyiiTech — 3TO He Tak CTpaIlHO, Kak
\ Ka’KeTcs, ! Ha TPUMepax MbI IIOKa)keM, KaK 9TO JIeJIaeTCsl.

Jlst meMoHCTpaIU CO3/IaINM CBOM KJIacc, MPEACTABSIONIMI UANIA30Hbl 3HAYEHUH,
KOTOPBII 3aTeM MOKHO OYIeT MCII0JIb30BaTh B JIOOBIX CIleHAPUAX. 3aTeM MBI OIpejie-
JIUM CBO¥ PEJaKTOP CBOICTBA /1751 3TOT0 Kyacca. C aTOil 11eJIbIo BBIITOJIHUTE CJIEYIONINE
JIEHCTBUS:

1. Cosdaiime nosvui cuenapuii na C# ¢ umeneMm Range.cs U COXpaHUTE €ro B IAIKY
Assets.

2. [lobasvme caedyrowuil ko0 6 cuenapuii Range.cs:

[System.Serializable]
public class Range {

public float minLimit =
public float maxLimit

1
()
.

10;

public float min;
public float max;

AtpubyT System.Serializable oTMeYaeT JaHHbIN KITACC KAK IPUTOAHBII JIsI COXPa-
Henus Ha auck. On Taxke ykasbiBaeT pesraktopy Unity, 4To 3HaYEHME C TUIIOM 9TOTO
KJTacca J0JKHO OTOOPAsKATHCS B HHCIIEKTOPE.
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3. Cosdaiime smopoti cuyenapuii na C# ¢ umeneMm RangeTest.cs 1 cOXpaHUTE €ro B I1all-
Ky Assets. ITOT crieHapuii Gy/IeT TIOAKIOYAThCS K KOMITOHEHTAM, UCTIOJIb3YIOMIIM
Range. [loGassre B RangeTest.cs caieLyionuii Ko

public class RangeTest : MonoBehaviour {
public Range range;

}

4. CospaiiTe mycToil UTPOBOI OOBEKT U MepeTalluTe Ha Hero ciieHapuii RangeTest.

ITocie BEIOOPA UTPOBOTO OGBEKTA B MHCIIEKTOPE TTOSBSITCS MIPOCTHIE TIOJIsI CO 3HAUE-
nusmu (puc. 16.7).

¥ | Range Test (Script) @ %,
Script |« RangeTest T o
¥ Range
Min Limit 0
Max Limit 10
Min 2

Puc. 16.7. NHcnekTop oTobpaxaeT nHTepdeiic No ymMonyaHuio Ans knacca Range

Yr00bl UCIPABUTh ITOT HEJOCTATOK, PEATN3YeM HOBBII KJIACC, KOTOPbI 3aMEHUT
uHTepdeiic, NCrnomab3yeMblil peakTopoM Unity 1Mo yMOJIYaHUIo.

5. Cosdatime noswiil cuenapuii ¢ nmeHeM RangeEditor.cs 1 coXpaHUTE €ro B MAIKy
Editor.

6. 3amenume codepacumoe RangeEditor.cs credyiowum xodom:

using UnityEngine;
using System.Collections;

using UnityEditor;

[CustomPropertyDrawer(typeof(Range))]
public class RangeEditor : PropertyDrawer {

// 3ToT pepakTop byneT oTobpaxaTb ABa pAAa SNEMEHTOB

// ynpaBneHwua Apyr noA ApYyromM - B NepBoM 6yAeT HaXOAUTbCA MON3YHOK,
// a BO BTOpPOM - TeKCTOBble MonA BBOAA ANA HemnocpeACcTBEHHOrO

// V3MeHeHUA 3HadYeHun

const int LINE_COUNT = 2;

public override float GetPropertyHeight (
SerializedProperty property, GUIContent label)
{
// BepHyTb BbICOTY MpOCTpaHCTBA B NUKCenax,
// KoTopble 3aiiMyT 3TO CBOMCTBO B MHCNEKToOpe
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return base.GetPropertyHeight (property, label)
* LINE_COUNT;

}

public override void OnGUI (Rect position,
SerializedProperty property, GUIContent label)

{

// MNony4nTb 06bEeKTbl, MpefcTaBAlWME NONA BHYTPU

// BaHHoro csoicTBa Range

var minProperty = property.FindPropertyRelative("min");
var maxProperty = property.FindPropertyRelative("max");

var minLimitProperty

= property.FindPropertyRelative("minLimit");
var maxLimitProperty

= property.FindPropertyRelative("maxLimit");

// Jbble dnemeHTbl ynpaBneHus BHYTpu PropertyScope 6yayT
// npaBunbHO paboTaTb C WabnoHamu - 3HaAYeHUs, OT/AuYalwuecs
// OT 3afaHHbiX B WabnoHe, 6yayT oTobpaxaTbCA XWMPHbBIM; Bbl CMOXeTe
// WenKHyTb Ha 3HAa4YeHWW NpaBON KHOMKOW U BepHYyTb 3HayeHue U3 wabnoHa
using (var propertyScope
= new EditorGUI.PropertyScope(
position, label, property)) {

// Noka3aTb HagnucCb; 3TOT MeToh BO3BpawaeT obbekT Rect,
// onpepensawwuit pasmepbl NPSMOYroJibHUKa, HeobxoAMMOro A/ns BbiBOAA
// yKa3aHHON CTpoKw
Rect sliderRect
= EditorGUI.PrefixLabel(position, label);

// CKOHCTpyWpoBaTb MPSAMOYrO/IbHUKU AJIA BCEX 3/IEMEHTOB YMNpaBleHUA:
// BbIMUCNUTbL pasmep OAHOrO pAda
var lineHeight = position.height / LINE_COUNT;

// BbicoTa nonsyHka [ofiXHa coBnajaTb C BbICOTOW pAAa
sliderRect.height = lineHeight;

// 0bnacTb Ansa AByx nosei BBOAA MMeeT Te Xe pa3mepsbl,

// 4TO M obnacTb ANA MON3YHKA, HO CMelleHa Ha OAMH pAL Huxe
var valuesRect = sliderRect;

valuesRect.y += sliderRect.height;

// OnpefennTb NPAMOYrONbHUKW ANA ABYX Mojfeil BBOAA
var minValueRect = valuesRect;
minValueRect.width /= 2.0f;

var maxValueRect = valuesRect;
maxValueRect.width /= 2.0f;
maxValueRect.x += minValueRect.width;

// BblBECTW BelWECTBEHHblE 3HaYeHUs
var minValue = minProperty.floatValue;
var maxValue = maxProperty.floatValue;

// HayaTb npoBepKy M3MeHeHWi - 3TO HeobxoauWmo ANA
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// nopAepXKU pefakTUPOBaHUA HECKONbKUX 06bekToB
EditorGUI.BeginChangeCheck();

// TMokaszaTb MON3yHOK
EditorGUI.MinMaxSlider(
sliderRect,
ref minValue,
ref maxValue,
minLimitProperty.floatValue,
maxLimitProperty.floatValue

)5

// MokasaTb nona BBOAA
minValue

= EditorGUI.FloatField(minValueRect, minValue);
maxValue

= EditorGUI.FloatField(maxValueRect, maxValue);

// 3HayeHue WU3MeHUNOCH?
var valueWasChanged = EditorGUI.EndChangeCheck();

if (valueWasChanged) {
// COXpaHWTb W3MEHUBWIMECA 3Ha4YeHuA
minProperty.floatValue = minValue;
maxProperty.floatValue = maxValue;

}

[Momyuniicst TOBOJIBHO ATMHHBIH (hpATMEHT KO/Ia, TI0ITOMY Pa3bepeM ero Mo YacTsIM.

Co3paHuMe Knacca

[peske Beero, HEOOXOANMO OOBSIBUTH KJIACC ¥ MOACKA3ATH pemakropy Unity, yTo oH
JIOJKEH MCTIOTb30BAThCS IS CO3/laHust MHTepdelica pelakTUPOBaHUS JIF0OOTO CBOIA-
cTBa Range, KOTOpOe BCTPETUT WHCIHEKTOp. /[y aTOTO MBI MCIOIB30BATIA anI/I6yT
CustomPropertyDrawer, KOTOPOMY B KaUe€CTBe ITapaMeTpa IepelaeTcs TUII Kaacca Range.

Kpome Toro, B kauecTBe pOJIMTENHCKOTO KJjacca st RangeEditor Bb16paH KJ1acc
PropertyDrawer.

[CustomPropertyDrawer(typeof(Range))]
public class RangeEditor : PropertyDrawer {

Hactpo#ka BbiCOTbI CBOMCTBA

CBOIiCTBO 3aHMMAET B MHCIIEKTOPE HEKOTOPOE TIPOCTPAHCTBO TI0 BepTukayiu. [1o ymour-
YAHUIO JIIST CBOWCTBA OTBOAUTCS MpUMepHO 20 MUKCEJIOB; OJHAKO JJIST OTOOPaKEHS
CBOICTBA, ONPEIESIONIEro AuarasoH, Tpedyercst 60Jbliie MPOCTPAHCTBA, MOTOMY UYTO



CospaHue cobCTBEHHOMO PeAaKTopa CBOMCTBa 323

HaM HYKHO HapHCOBaTb ITOJIBYHOK /IJIs1 3aJlaHUA /IMalla30Ha, a TaKyKe /IBa TEKCTOBBIX
I10JIA BBO/Ia 11O/ HUM.

B xmacce PropertyDrawer mMmeeTcs MeTOH GetPropertyHeight, 3amaga KoToporo —
BEPHYTB BbICOTY CBOMCTBA B TTUKCEJIAX. ITOT METOJI MOKHO ITEPEOTIPEIEIUTh U BEPHYTh
Apyroe 3Ha4yeHNe BbICOTHI.

Yro0bl He «3allUBATh B KOI» TOYHOE 3HAUEHKE, KOTOPOE MOXKET ObITh PasHbIM B pas-
HbIX Bepcrsax Unity, Mbl OITpeiesTnin KOJIMYeCTBO PSI/IOB B BUe KOHCTAHTBI LINE_COUNT
U BBI3BAJN Ha30BYIO PeATN3AINIO METO/A M3 POUTENBCKOTO Kiaacca (base), 4TOOBI TTo-
JIYYUTDb BBICOTY OJTHOTO Psifia, KOTOPYIO 3aTe€M YMHOKUIN Ha LINE_COUNT.

// 3TOoT pepakTop byaeT oTobpaxaTb ABa pAAa 3SNEMEHTOB

// ynpaBneHua Apyr noa Apyrom - B nepBoM 6yaeT HaxoAUTbCA MONI3YHOK,
// a BO BTOpPOM - TeKCTOBble MOJA BBOAA ANA HEnocpefCTBEHHOro

// W3MeHeHWA 3HayeHui

const int LINE_COUNT = 2;

public override float GetPropertyHeight (
SerializedProperty property, GUIContent label)
{

// BepHyTb BbICOTY MpOCTpaHCTBa B MUKCenax,
// KoTopble 3aiiMyT 3TO CBOWCTBO B WMHCNeKTope
return base.GetPropertyHeight (

property, label) * LINE_COUNT;

NMepeonpenenenne OnGUI

Terneps TpUIIIIO BpeMsT MPUCTYTUTh K PEaTM3aIMi OCHOBHOTO METOJ/Ia 3TOTO KJIacca:
OnGUI. B peakTopax CBOMCTB 3TOT METO/I IPUHUMAET TPH TTapaMeTpa.

O TIlapametp position Tuma Rect onpeensieT MeCTONONOKEHNE U Pa3MePhI TIPOCTPaH-
CTBa, IOCTYITHOTO METO/Y OnGUI JiJIst OTOOPAsKEHIISI DIEMEHTOB YITPABJICHUSI.

O Ilapamerp property — ato 00beKT Tuna SerializedProperty, paomuii BO3MOXK-
HOCTH B3aMMOJIEHCTBOBATh C KOHKPETHBIM CBOMCTBOM Range KOMIIOHEHTA, TIOKJIIO-
YEHHOTO K TaHHOMY 9K3eMILJIAPY Kiacca.

O Tlapamerp label — 3T0 00BeKT THIa GUIContent, MPEACTABJSIONIUN HEKOTOPOE
rpaduuecKoe coepKUMOe — OOBIYHO TEKCT, — KOTOPOE JOJIKHO MOSIBUTHCS B BUJIE
MOJUTHUCH JIJIS1 IAaHHOTO CBOMCTBA.

public override void OnGUI (Rect position,
SerializedProperty property, GUIContent label)
{

U3BneuveHue CBOMUCTB

38.,713‘{3. peraxkTopa CBOICTBA — OTO6paBI/ITb 1 1aTb BOSMOXHOCTb UISMEHHUTDb €ITMHCTBEH-
HO€E CBOHCTBO BHYTPU KOMIIOHEHTA. HpI/I 9TOM OH HE€ M3MEHAET KOMIIOHEHT HEIlIOCPe-
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CTBEHHO — JIOCTYII OCYIIECTBJISAETCS IIOCPEACTBOM IIPOMEKYTOYHOTO 3BEHA, IIapaMeTpa
property. Biarogapsa Takoit oprannsaruu Unity cMOXKeT IPEJIOKUTD TOTIOTHUTEb-
Hble BO3MOKHOCTH, TaKHe KaK aBTOMaTH4ecKas I10//lepKKa OTMeHbl U3MEHEHUI.

B cayuae ¢ 00beKTOM Range JJaHHOE CBOWCTBO COMNEPKUT JApyTHe cBolicTBa. [lepemen-
HbIe min, max, minLimit 1 maxLimit camMu SBJISAIOTCS CBOMCTBAMMU, TOITOMY MBI JIOJIKHBI
IMOJIyYUTDH JTOCTYII K HUM:

// MNony4nTb 0b6beKkTbl, NpeacTaBnAwWME MONA BHYTPU

// BaHHOro cpoWcTBa Range

var minProperty = property.FindPropertyRelative("min");
var maxProperty = property.FindPropertyRelative("max");

var minLimitProperty

= property.FindPropertyRelative("minLimit");
var maxLimitProperty

= property.FindPropertyRelative("maxLimit");

Co3aaHMe KOHTEeKCTa CBOMCTBa

MbI TOJKHBI HE TOJBKO TOMYYUTH OOBEKTHI, TPEACTABISIONINE CBOMICTBA, HO TaKKe
coobmuth cucteMe GUI HeMeIIEHHOTO PEKNMa, UTO 0TOOpaKaeMble HAMU 9JIEMEHTDI
yIpaBJieHUs UMeIOT OTHONIeHNE K KOHKPETHOMY CBOWCTBY.

Baarogaps sTomy penakrop Unity cMokeT mpu HeoOX0AMMOCTH HACTPOUTD OTOGpaske-
HME JIEMEHTOB YIIPABJICHNST; HalPUMeEP, KOra 00beKT, KOTOPOMY IIPUHA/IJIEKHIT CBO-
CTBO, IBJISIETCS] U3MEHEHHBIM DK3eMILISIPOM I1abJI0Ha, 3HaYeHre CBOICTBa J0KHO OTO-
OpaskaThCs JKUPHBIM; KPOME TOTO, KOT/Ia BBITTOIHAETCS IETI0K TIPaBOi KHOIIKOM MBITIH
Ha UISMEHEHHOM CBOﬁCTBe, Unlty OTKPbIBAET MEHIO N a€T BOSMOKHOCTb BepHyTB 3Ha-
yeHue, 3aJaHHOE B MIa0JIOHE.

[l moiiepskKu BCero repeyucJieHHOro 3aBepHEM BCe 9JIeMEHTBI YIIPpaBJIeHU B KOH-
TEKCT PropertyScope:

using (var propertyScope
= new EditorGUI.PropertyScope(position, label, property)) {

OTo6parkeHne Hagnucen

Ternepb BbIBeileM HAIMCH, UCIIOJIB3YST DJIEMEHT yIpaBjeHus PrefixLabel. JToT aJie-
MEHT YIPaBJEHUS OTOOPAsKAET TEKCT HAJIUCH BHYTPH MPSMOYTOJbHUKA position
U BO3BPAIIACT HOBBIN 0OBEKT Rect, MPEICTaBIISAIONINN CBOOOAHYIO 06JACTh 32 HAJITH-
ChIO, T7I€ MOJKHO OTOOPA3UTD PYTHE SJIEMEHTBI YIIPABJICHHUSL.

Biarozaps aToii 0COOEHHOCTH MOKHO pa3MelaTh 9JIeMEHTbI CBOICTBA, CJIEYs CTUIIIO,
npuHATOMY B pefaktope Unity: cBoiicTBa BKJIIOUAIOT HA/IITUCh B BEPXHEM JIEBOM YTy
1 T10JIS CIIPaBa; 00JIACTD 110/ HAAIINCHIO OCTAETCs HE3aHSATOIM:

Rect sliderRect = EditorGUI.PrefixLabel(position, label);
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BbluncrieHue NpAMOYyrosibHUKOB

Tenepp, Kor/1a U3BECTHO, CKOJBKO TIPOCTPAHCTBA JJOCTYITHO, MOKHO TPUCTYIIATD K BBI-
YUCJIEHUIO TIPAMOYTOJBLHUKOB JIJI pa3MelleHns BCeX TPeX 3JEMEHTOB YIPaBJICHUL:
MOJI3YHKA U JIBYX TEKCTOBBIX I10JI€i BBOJIA.

JIJ1s 9TOTO CHaYasIa BEIYMCIUM BBICOTY OJIHOTO PsIIa B TIMKCEJIAX, PA3ETUB 00U4YI0 BbI-
coTy Ha LINE_COUNT. 3aTeM yCTaHOBHUM BBICOTY sliderRect paBHOI BBIYMCIEHHON BHI-
core lineHeight 1 ocTaBMM MCXO/IHOE 3HAUeHHe NIMPUHBL. [locsie 3TOTo MoI3yHOK 3aii-
MeT BCe IIPOCTPAHCTBO BEPXHETO Psa.

IIaJIee BbIUNCJIUM IPAMOYTOJIBHUKN IJISI ABYX TEKCTOBbBIX roJieit BBO/1a. Ounn 6leYT
OTO6pa>KaTbCH B O/IHY JIMHUIO 10/ TIOJIBYHKOM. lI]IH 9TOTO MOJYYUM MPAMOYTOJIbHUK,
HPEZICTaBJIHIOH.[I/Iﬁ BECb BTOpOﬁ PAL TEJIMKOM, a 3aTEM PA3/IEJINM €TI0 MUPUHY ITOII0J/IaM:

var lineHeight = position.height / LINE_COUNT;

// BbicoTa nonsyHka [O/XHa CoOBMajaTb C BLICOTOW pAAa
sliderRect.height = lineHeight;

// ObnacTb Ans AByX Nonfeil BBOJA WMeeT Te Xe pa3mepsl,

// 4TO u 0bnacTb ANA MNON3YHKa, HO CMelWeHa Ha OAWH pAL HUxe
var valuesRect = sliderRect;

valuesRect.y += sliderRect.height;

// OnpepenuTb MpAMOYrONbHUKKU ANA ABYX Monei BBoAa
var minValueRect = valuesRect;
minValueRect.width /= 2.0f;

var maxValueRect = valuesRect;
maxValueRect.width /= 2.0f;
maxValueRect.x += minValueRect.w

MonyuyeHne 3HauyeHUM

[TockoabKy 1MO3yHOK MinMaxSlider HalpsIMyIo U3MeHsIET TepelaHHble eMy IepeMeH-
Hble, HAM HYKHO BPEMEHHO COXPAaHUTh 3HaUYeHU:A minProperty u maxProperty B 1epe-
MEHHBIX. B KOHEUHOM cueTe Mbl COXPAHUM 9TH 3HAYECHUsT 0OPATHO B 0OBEKTAX CBOM-
CTBa, MOCJE WX U3MEHEHUs HJIEMEHTAMU YIPAaBJICHUS, OTOOPAKEHUEM KOTOPBIX MBI
celfyac 3aHMMaeMCsl:

var minValue = minProperty.floatValue;

var maxValue = maxProperty.floatValue;

[o6aBneHne npoBepkn U3MEHEeHUM!

[Ipexe yem mnepeiitn K OTOGPasKEHMIO JIEMEHTOB YIPABJICHUsSI, HEOOXOJAUMO BBITIOJ-
HUTb €lIle OJIHY HACTPOIKY — MonpocuTh peaakrop Unity cooOImUTh HaM, KOT/Ia U3Me-
HUTCSI 3HAYEHKE B JTIOOOM 3JIEMEHTE YIIPABJIEHUS, KOTOPBIE MBI COOUPAEMCS OTOOPA3UTD.
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ITO BayKHBIN IIAT — €CJIM ero He c/e1aTb, Mbl 6yz[eM M3MEHSITh CBOICTBA IIp1 KasK/10M
OTO6pa>KeHI/II/I JJIEMEHTOB YTIpaBJICHUS, aKe €CJIN U3MCHEHUS HE ObLIH NOJITBEPIK/ICHDbI.

B sTOM He GBLITO OBl HIYETO CTPAITHOTO, HO €CTIN OKAXKYTCS BBIOPAHHBIMU HECKOIBKO
00BEKTOB 1 Bce OHKM OyyT MMETh CBOMCTBO THIIA Range, TOra 0TOOpasKeHUe DIIEMEHTOB
yIIpaBJIeHust /i CBOMCTBA Range OJIHOTO U3 HUX TIPUBE/IET K NPUCBAUBAHUIO UM BCEM
OJIHOTO ¥ TOTO JKe 3HAUEHUS, IasKe eCIIM MOJIb30BaTeb BOOOIIe HIYero He BBoAwL. J[o6a-
BUM TIPOBEPKY U3MEHEHU T, 4TOOBI TIPEAOTBPATUTH TAKOE HEITPEIHAMEPEHHOE MTOBE/IEHHE.

EditorGUI.BeginChangeCheck();

OTOo6parkeHMne Nosn3yHKa

TeHepb MbI MOJKEM OTO6paSI/ITb JJIEMEHTDBI yIIpaBJIE€HUSI. VY Hac ecth Bce JlaHHbIE, KO-
TOPbIE OHU JIOJIPKHDBI TTOKa3bIBATh, IIEPEMECHHBIC /IJIs1I COXPAHEHUA BO3BPAlllaEMbIX MU
PE3YyJJIBTATOB, a TaAKKE OIIPE/IEJIECHBI IPAMOYTOJIbHUKY, B KOTOPBIX OHU TOJIKHBI 0T06pa-
JKaTbCs.

Haunem c nmonsynka MinMaxSlider:

EditorGUI.MinMaxSlider(
sliderRect,
ref minvValue,
ref maxValue,
minLimitProperty.floatValue,
maxLimitProperty.floatValue

)5

OTo6parxeHne nonein BBoAa

Jlaee oToOpasuM TeKCTOBbIE o BBoAa. ObpaTuTe BHUMAHUE, YTO Mbl UCIIOJIb3YEM
Te JKe mepeMeHHbIe, 4TO NepeaaBanuch MoA3yHKy MinMaxSlider; 6iarogapst aToMy us-
MEHEHHE TTOJOKEHNI MOI3YHKOB MPUBEAET K M3MEHEHUIO 3HAYCHUH B MOJISAX BBOJA,
1 Ha00OPOT:

minValue = EditorGUI.FloatField(minValueRect, minValue);
maxValue = EditorGUI.FloatField(maxValueRect, maxValue);

MpoBepka Ha/IMunA U3MEHEHUM

Haxomer, MoxHo crpocuth y pegakropa Unity, UMenn Ju MeCTO Kakue-i1ubo u3me-
HEHUS ¢ MOMEHTA 3aIlycKa ITPOBePKHU n3MeHeHnit. Metoy EditorGUI.EndChangeCheck
BepHET true, ec/iv TaKue N3MEHEHMS IIPON3OIILIN:

var valueWasChanged = EditorGUI.EndChangeCheck();

CoxpaHeHue CBOUCTB

Ecnu snemeHT yrpaBieHUS USMEHUACS, MBI JOJIKHBI COXPAHUTbH HOBOE 3HAUCHUE
B CBOWCTBE:
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if (valueWasChanged) {
// COXpaHWTb W3MEHUBWNECA 3Ha4YeHUA
minProperty.floatValue = minValue;
maxProperty.floatValue = maxValue;

}

TecTtupoBaHue

Bor, cobcTBenHo, U BCE.

Bepuutech B Unity u B3rJIsTHUTE HA OKHO MHCIIEKTOPA. BbI yBUANTE HAIl TTOJTH30Ba-
TeJbCKUH mHTepdelic, MpeICTaBIgIoNINN cBoiicTBO Range (puc. 16.8).

¥ ¢ Range Test (Script) &,
Script | </ RangeTest o

Range ( D
2 |6 |

Puc. 16.8. Haw peznakTop cBoOMCTBa

Bam MokeT 110TpeGoBaThCS CHSITH BbIJIEJIEHIE, & 3aTEM BbIJIEIUTh UTPOBON OODBEKT,
4T06BI OOHOBUTD TI0JIB30BATENBCKUI HHTEPGENC B HHCIIEKTOPE.

Biarogapst atomy Kopy, 17060e CBOMCTBO THIa Range B 17000M CIIEHAPUU MOJIYYUT STOT
TTOJIb30BATEIbCKUI MHTEPdEIC.

Co3aaHue co6CTBEHHOIr0 MHCIMEKTOpa

[Mocnentiee, 9TO MBI OGCYMM B 9TOIT TIaBe, — CO3AHIE TIOJHOCTHIO CBOUX MHCITEKTO-
poB. B momosnienue Kk co3mannio cOOCTBEHHBIX PEMAKTOPOB OTAETHLHBIX CBOWCTB, NMe-
€TCST BO3MOKHOCTD TTIOJTHOCTHIO U3MEHUTD 1T0JTh30BATENbCKUN MHTEP(hEIIC ITpeicTaBie-
HUS KOMIIOHEHTOB B MHCTIEKTOPE.

Mbur ITOCMOTPUM, KaK 9TO C/I€JIaTh, CO3/laB JJIsI HadaJla HpOCTOI';I KOMIIOHEHT, a 3aTEM CO3-

Aa/IUM COBEPIIEHHO HOBBII I/IHTep(I)E‘I';IC HMHCIIEKTOpPa [AJIA IPEACTaBJCHUS 9TOIO KOMIIO-
HEHTa.

Co3paHue NpocToro cueHapvs

ITOT IPOCTOIL KOMIIOHEHT OyIeT U3MEHATD IIBET Mellla B MOMEHT 3aIlyCKa UIPHL.
1. Cosdaiime nosvuii cuenapuii c umereM RuntimeColorChanger.
2. Jlobasvme ¢ pailn cuenapus ciedyrouutl Kook

public class RuntimeColorChanger : MonoBehaviour {

public Color color = Color.white;
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void Awake() {
GetComponent<Renderer>().material.color = color;

}
}

3. Bepuumecwv ¢ Unity. OTtkpoiite MeHi0 GameObject (MrpoBoit 00beKkT) 1 BbiOepHTE
nyHkT 3D Object » Capsule (3D O6bekt » Karcyia).

Ilepemawume cyenapuii RuntimeColorChanger 6 cozdannuviii 06sexm.

5. Bwibepume 6 ceoticmee Color cuenapus RuntimeColorChanger KpacHblil yeem W meJK-
nure 110 KHotike Play (rpars). Karicysia okpacuTcst B KpaCcHBIH IIBET.

Co3paHue CO6CTBEHHOr0 MHCMNEKTOpa

IToxa Bce naeT XOPpOoIo: cueHapHﬁ A€JIa€T MMEHHO TO, YTO HaM HYJKHO.

Teneps co3maanM cOOCTBEHHBIN MHCIIEKTOP, KOTOPbIi J00aBUT KPYTYIO BO3MOKHOCTD:
0TOOPA3UT HECKOJIBKO KHOIOK C IPEIONPEAETEHHBIMU 1[BETaMU, KOTOPBIE TTO3BOJISIT
GBICTPO MEHTH 3HaUeHHUe cBoiicTBa Color ciieHapust RuntimeColorChanger.

1. Cosdaiime cuenapuii ¢ umenem RuntimeColorChangerEditor.cs n coxpaHuTe ero
B nanky Editor.

2. 3amenume codepacumoe paiina RuntimeColorChangerEditor.cs credyouwum kooom:

using UnityEngine;

using System.Collections;

using System.Collections.Generic; // Heobxoaumo ana cnosapsA
using UnityEditor;

// 3710 - pepakTop AnA RuntimeColorChangers
[CustomEditor(typeof(RuntimeColorChanger))]

// TNoppepxuBaeT OAHOBPEMEHHOe pefaKTUpOBaHME HeCKONbKUX 06beKTOoB
[CanEditMultipleObjects]

class RuntimeColorChangerEditor : Editor {

// Konnekuua nap cTpoka/useT
private Dictionary<string, Color> colorPresets;

// NpepcTaBnseT cBoicTBO "color" BO Bcex BbIGpaHHbIX 0b6beKTax
private SerializedProperty colorProperty;

// Bbi3biBaeTCA Npu MNepBOM MNOSABAEHWU pefakTopa
public void OnEnable() {

// TOArOTOBUTb CMUCOK MpeAonpeaesieHHbIX LBETOB
colorPresets = new Dictionary<string, Color>();

colorPresets["Red"] =
colorPresets["Green"] Color.green;
colorPresets["Blue"] = Color.blue;
colorPresets["Yellow"] = Color.yellow;
colorPresets["White"] = Color.white;

Color.red;

// Nony4uTb CBOWCTBO M3 ob6bekTa (06bLEKTOoB),
// BbIGPAHHOTrO B AaHHbIi MOMEHT
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colorProperty
= serializedObject.FindProperty("color");

}

// Bbi3biBaeTcsA AnA OTO6paxeHWUA MNOJIb30BaTE/NbCKOro
// wHTepdeiica B MHCnekTope
public override void OnInspectorGUI ()

{

// TapaHTupoBaTb aKTyaJlbHOCTb COCTOAHMA serializedObject
serializedObject.Update();

// HavaTb co3jaHue BepTWKaJIbHOrO CMWUCKA S/IEMEHTOB YMpaB/ieHUs
using (var area
= new EditorGUILayout.VerticalScope()) {

// Ona Kaxporo npeponpefeneHHoOro uBeTa...
foreach (var preset in colorPresets) {

// 0TO6pasnTb KHOMKY
var clicked = GUILayout.Button(preset.Key);

// Ecnu 6bin npousBepeH Wen4yok, O6HOBUTb CBONCTBO
if (clicked) {
colorProperty.colorValue = preset.Value;
¥
¥

// B 3aKk/io4eHue BLIBECTU TeKCTOBOE Mone BBOAA, 4TOObI
// BaTb BO3MOXHOCTb Hamnpsmyl BBeCTW KOA LBeTa
EditorGUILayout.PropertyField(colorProperty);

}

// TIpUMeHUTb nbble Npov3BefeHHble U3MEeHEeHUA
serializedObject.ApplyModifiedProperties();

}
}

W cHoOBa paccMOTPUM ATOT ITUHHBIN (hpAarMEHT KOJIA TI0 YACTSIM.

MoaroroBka Ksacca

Ilepsbiii mar — oObsBIEHME Kjaacca M ero poiau B cucreme Unity., Kiace
RuntimeColorChangerEditor Hacienyer Kjiacc Editor.

Kpome Toro, mMbi mpucBonim Kiaccy arpubyT CustomEditor, YKa3bIBAIONIWIA, 4TO
MAaHHBIA KJIACC JIOJKEH WCIIOJMb30BAThCS KaK PEJakTop It JOHOT0 KOMITIOHEHTA
RuntimeColorChanger. Hakonel, kiaccy npucsoen arpu0yT CanEditMultipleObjects
(oH, Kak cjeyeT U3 UMEHH, YKa3bIBACT, YTO MOXKET PEJaKTHPOBATH CPA3y HECKOIBKO
00BEKTOB):

// 3710 - pepakTop AnAa RuntimeColorChangers
[CustomEditor(typeof(RuntimeColorChanger))]

// ToppepxuBaeT OJHOBPeMeHHOe peAaKkTUpOBaHUEe HeCKONbKUX 06beKkToB
[CanEditMultipleObjects]

class RuntimeColorChangerEditor : Editor {
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OnpepneneHne LBETOB U CBOWCTB

Kiace nomken xpanuth a8a 6joka uaGopmanuu. [IepBoiil — CIMCOK MPEIoIpeieeH-
HBIX [[BETOB, U3 KOTOPBIX MBI CMOKEM BBIOMPATh. BTOpoil — 06beKT, TPeICTaBIsoN il
CBOIICTBO color BO BCeX BBIGPAHHBIX B IAHHBII MOMEHT 0OBEKTAX.

TouHO Tak ke, KaK MbI J€JTali 3TO B COOCTBEHHOM PEIAKTOPE CBOKCTBA, MbI OyaeM
IPECTABIATh CBOICTBA ¢ TIOMOIILIO 00beKTa SerializedProperty. Biarogaps sTomy
Unity cMoXKeT NMpeyioKUTh TOTIOJHUTEbHbIE BO3MOKHOCTH, TaKle KaK aBToMaTHhye-
CKad MO /Iep>KKa OTMEHDBI U3MEHEHUI:

// Konnekuma nap cTpoka/useT
private Dictionary<string, Color> colorPresets;

// MNpepcTtaBnAaeT cBoiWcTBO "color" BO Bcex BbIOpaHHbIX ObbeKkTax
private SerializedProperty colorProperty;

Hacrpoiika nepeMeHHbIX

Korza nosbsosaresb BoiOepeT 00bEKT ¢ KOMIIOHEHTOM RuntimeColorChanger, uH-
CIIEKTOP CO37ACT JIJIS HETO PEIaKTOP, 3aTeM BBISOBET MeTO T OnEnable, KOTOPBIN maeT
HaM IIepPBYIO BO3MOKHOCTb BBIIIOJIHUTD KaKue-aubo HacTpoiku. B gjanHoM pegakTo-
pe MBI IOATOTaBJINBAEM CJI0BAPb colorPresets, 3al0JIHAA €T0 IPEAOIIPEaeTCHHBIMI
IBETaMHU.

Kpome Toro, Mbl IOJIKHBI [TOJYYUTH CBOHCTBO JJist paboThI. [IjIst 9TOr0 MCIOIb3YyeTCst
nepeMeHHas serializedObject, kKoTopas HacTpamBaetcs pepaktopom Unity; ata mepe-
MEeHHasI [IPEJICTABJISIET Bce 0OBEKThI, BRIOPAHHbIE B IAHHDBI MOMEHT.

public void OnEnable() {

// TIOArOTOBUTb CMUCOK MNpeaornpesesieHHbX LBETOB
colorPresets = new Dictionary<string, Color>();

colorPresets["Red"] = Color.red;
colorPresets["Green"] = Color.green;
colorPresets["Blue"] = Color.blue;
colorPresets["Yellow"] = Color.yellow;
colorPresets["White"] = Color.white;

// MNony4nTb CBOMCTBO U3 0bbekTa (06LEKTOB),
// BbIGPAHHOrO B AAHHbIA MOMEHT
colorProperty = serializedObject.FindProperty("color");

Hauano oTo6pa)eHunsi NosIb30BaTENbCKOro nHTepdeiica

B MeTozie OnInspectorGUI MOKHO Peajin30BaTh OTOOPasKEHKME CBOETO I0JIb30BaTElb-
ckoro unTepdeiica macrekropa. [lepBbIM [1eJI0M MbI TPOCUM OOBEKT serializedObject
O0GHOBUTD cebs1 10 COCTOSAHMS, COOTBETCTBYIONIETO TEKYIIEMY COCTOSHUIO CIIEHBI, YTO-
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GBI TAPaHTUPOBATh, YTO OTOOPaXKaeMble HAMU 3JIEMEHTBI YIPABICHUs GYIyT TOYHO
IIPE/ICTABIIATD CLIEHY:

public override void OnInspectorGUI ()

{

// TapaHTupoBaTb aKTyaJlbHOCTb COCTOAHMA serializedObject
serializedObject.Update();

OTO06parkeHne 3/71IeMeHTOB yrpaBJ/ieHuUs

Terepb MBI MOKEM 0To6pa31/1Tb 3JIEMEHTBI YIIPABJIECHUSA 71 PeIaKTUPOBAHUS CBONCTBA
raHHoro kommnoHenTta. C IIOMOIIBIO VerticalScope MbI 0T06pa>1<aeM KHOIIKH, I10 OJIHON
I KayKZI0TO 11BeTa, MIPUCYTCTBYIOIIETO B cjioBape colorPresets. Eciu nmosib3oBaTenb
HICJKHET M0 KaKOH-TO M3 HUX, CBOUCTBY colorProperty 6y,71eT IIPUCBOEHO COOTBET-
CTBYIOIllee 3HAaUYEHUE 1IBETA.

Bceiien 3a oroOpaskeHneM KHOIIOK BbI3bIBaeTCs MeToj PropertyField, 4ToObl Hapu-
COBaTh II0Jie BBOJA JIs CBOMCTBA. PropertyField aBTOMaTH4ecKu BbIOMpaeT aJjie-
MEHT yIIPaBJIeHUs, COOTBETCTBYIOIINI TUILY CBOIMCTBA. B JaHHOM ciryuae, MOCKOJIbKY
colorProperty mnpejacraBiseT epeMeHHyIo color B RuntimeColorChanger, B I0JIb30-
BaTEJIbCKOM HHTeP(heElice TOSIBUTCS 3JIEMEHT BBIOOPA 1[BETA, TIO3BOJISIONIUIT 1T0JIH30Ba-
TEeJIIO OIIpe/Ie/INTh CBOi 1BeT. Tak MbI coOXpaHsieM BO3MOKHOCTb c/leJlaTh HecTaHapT-
HBII BBIOOD, a TAKIKe TIPe/IJIaraeM JOTIOJTHUTETbHBIE BO3MOKHOCTH:

using (var area = new EditorGUILayout.VerticalScope()) {

// Ans kaxporo npeponpefeneHHoro uBeTa...
foreach (var preset in colorPresets) {

// 0TOo6pasuTb KHOMKY
var clicked = GUILayout.Button(preset.Key);

// Ecnn 6bin npousBefeH Wen4yok, O6HOBUTb CBOMUCTBO
if (clicked) {
colorProperty.colorValue = preset.Value;

}
3

// B 3ak/i4eHuWe BbIBECTU TEKCTOBOe Moje BBOAA, 4YTOObLI
// BaTb BO3MOXHOCTb HampsMmyw BBeCTU KOA LUBeTa
EditorGUILayout.PropertyField(colorProperty);

MpuMeHeHne N3MeHeHnm

ITocnexHee, 4TO OCTAIOCH cleaaTh, — MOTpebGOBaTh OT BhIOpAHHOrO OGBeKTa (WK
00BEKTOB, €C/IM BbIOPAHO HECKOJBKO OOBEKTOB) HMPUMEHUTH CAEJAHHbIE U3MEHEHMUS.
Jlns1 oT0TO BRI3BIBaETCA METOJL ApplyModifiedProperties oObekTa serializedObject.

// TpuMeHUTb Niobble NPOU3BEAEHHbIE U3MEHEeHUSs
serializedObject.ApplyModifiedProperties();
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TecTtupoBaHue

Ternepb MOXKHO IPOTECTUPOBATH PAGOTY HAIIETO COOCTBEHHOTO HHCIIEKTOPA.

BoiGepuTe UrpoBoil 00bEKT, 1 BBl YBUIMTE HAIIl [10Jb30BATEIbCKUN HHTEPdEHC B UH-
criekrope (puc. 16.9). Bam MoxeT oTpe6oBaThCst CHATD BbIEIEHUE U CHOBA BBIIEINUTD
KallcyJy.

¥ ¢ Runtime Color Changer (Script) @ %
Red

Green

Blue

Yellow
White

Color V4

Puc. 16.9. Haw nHcnekTop

e
) S .

OTOBPAXXEHUE COAEPXXWUMOIO N0 YMOJIHAHUIO B UHCNEKTOPE

Wuorpa tpeGyeTcs He 3aMeHUTh MHTEP(EHC MHCTIEKTOPa /ISl KAKOTO-TO KOMIIOHEH-
Ta, a TOJBKO YTO-HUOYAb N06ABUTD. B TakmWX crydasx MOKHO MCIOJIB30BaTh METO
DrawDefaultInspector /st OBICTPOTrO OTOOPAsKEHUS BCETO, YTO OOBIYHO OTOOpaKAET
HWHCHEKTOP; IIOCJIE 3TOTO MOJKHO [[O6aBI/ITI) JOITOJTHUTEJIbHbIE 3JIEMEHTDbI YIIPpaBJIEHUA,
BbILIE UJIN HUIKE:

public override void OnInspectorGUI() {

// 0TO6pa3nTb MHTepdeihc MHCMeKTopa MO YMONYaAHUI
DrawDefaultInspector();

// MokazaTb oboapsiuee coobuweHne paspaboTyuky
var msg = "You're doing a great job! " +
"Keep it up!";

EditorGUILayout.HelpBox(msg, MessageType.Info);

B 3aknroueHue

Cob6cTBeHHbIE PEAKTOPBI MOTYT O0JIETYUTHh BaM JKU3HB. ECJIU BaM MOCTOSIHHO TIPH-
XOJIUTCST BBITTOJHSITH OBTOPSIIOIIAECST OTIEPAIIMY WM HYKEH JIPYTOH, JIydIinii crocod
0TOOPA3UTD JIAHHbIE, COAEPIKAIIMECS B BAITNX 00BEKTAX, PEIAKTOPHI MOTYT OKa3aTh BaM
JIeICTBEHHYIO MTOMOIIIb. TeM He MeHee TIOMHUTE, YTO UTPOKU HUKOT/IA He YBUAT Ballln
penakropbl. OHE CYIIECTBYIOT TOJIBKO JIJISI BAC KAK JIJIsT Pa3padOTYHKa, T09TOMY HeE YB-
JIeKalTeCh Yepecuyp Co3fianueM COOCTBEHHBIX PEAKTOPOB — BayKHeE TO, YTO OHHU I10-
MOTraloT CO3/[aBaTh.
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Barira urpa 3akoHu€eHa, ITPOBOIT TIPOIIECC OTIaKEH, U BCe BRITTISANT mpekpacHo. Ho uto
JleJIaTh Tambliine?

[Ipurino BpeMs 3arnguyTh 3a npenenbl peaakropa Unity. [Ipoext Unity mpenocrtaiis-
€T Psijl MOJIE3HBIX CJIY3K0, KOTOPbIe MOKHO UCIIOJIBb30BATH JIJISI YJIYUIIEHUS] UTPbI, YCO-
BEPIIEHCTBOBAHUS CIIOCOOOB CO3/IaHMsI WP WJIH JasKe Uit 3apaboTKa Ha CBOMX UTPax.
B 271011 ritaBe Mbl TO3HAKOMHUMCS CO BCEMU TPEMSL.

MbpI takke o6cyauM cOOPKY UTP JJIST YCTPOHCTB U TO, KaK CEJATh MX JOCTYITHBIMU BO
BCEM MUPE.

NHdppacTpykTypa cnyx6b Unity

Korga momu o6¢ysxpaior Unity, onu 06br4no umeior B Busy penakrop Unity editor —
nporpaMMHOe obeclieyeHne, pasBuBaeMoe U TpojaBaemMoe Kommanuweidl  Unity
Technologies. Ograxo Unity — a10 GoJibiiie, ueM pegakTop. [IoMUMO 9TOr0 mporpamMm-
Horo obecriedenuss Unity moziepsKUBaet cyskObl, METbI0 KOTOPBIX SIBJSETCS 00JIer-
yeHue TpyAa paspaborunkoB. Hambosee momysspHble W3 HUX: WHTEPHET-Mara3uH
pecypcoB Asset Store, ciysk6a coopku Unity Cloud Build u miardopma mist pactpo-
crpatenus urp Unity Ads.

Asset Store

Unity Asset Store — 210 MHTepHET-Mara3u, rjie IporpaMMUCTDI, XYJ0KHUKU U IpyTHe
co3/1aTesI KOHTeHTa MOIYT IIPoJiaBaTh ero /IS JaJlbHEHIIero UCII0Ib30BAHUS B UIPaX.

Wureprer-marasun Asset Store ocobeHHO ya00€H it TeX, KOMY He XBaTaeT Olpejie-
JIEHHBIX HABBIKOB; HAIIPUMED, TIPOTPAMMUCTBI, He yMelotie (U He UMEIOIIIie BpeMe-
HU JIJISL 9TOTO) CO3/IaBATh XYy/I0KECTBEHHbBIE PECYPChI, MOTYT IPUOOPECTH 371€Ch HEOO-
XOJIMMBIE UM TPEXMepHbIE MOJIEJIH, BIaroiapst 4eMy y HUX OCTAHeTCst 0JIbIle BpeMeH !
Ha TO, YTO OHM YMEIOT JIeJIaTh JIydllle BCero, — Ha MPOTPaMMUPOBAHKE. DTO OTHOCUTCS
U K T€M, KOMY HY>KHBI 3BYKHU, ClleHapuu u T. 1. B Asset Store Mo:xHO HaliTH camblii pas3-
HOOOPA3HBIl KOHTEHT: BbI MOJKETE MPUOGPECTH IMHCTBEHHYIO TPEXMEPHYIO MOJIETh
ABTOMOOMIIST TITH TasKe TIOJTHBIH KOMIITIEKT PECYPCOB JIJIsT UTPHI OMPEIETEHHOTO THTTA.
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Pecypcsl, mproGperaemblie BaMu B Asset Store, 0c0OeHHO Kauecmaenibie Pecypebl, JIETKO
OIO3HAIOTCSI MHOTUMU KaK PECyPChl, IPUoOpeTeHHbIE B UHTepHET-Marasute. He Hy:KHO
CJIMIIIKOM TI0JIAraThCsl Ha Pecypebl u3 Asset Store, uToObl Ballla Urpa He BbITJIsie/Ia
MOXO’KEl Ha [PyTHe Urphbl.

HexoTopsie pecypcbl B Marazune 0cOOEHHO HHTEPECHBI, TOTOMY 4TO 100aBJISAIOT HOBbIE
Bo3MOkHOCTH B Unity.

PlayMaker

PlayMaker — 3T0 MHCTPYMEHT BU3yaJbHOTO MPOrPAMMUPOBAHUS CIIEHAPHEB, CO3-
narabil kKommanreir Hutong Games. JTa cuctemMa BU3YaJbHOTO TIPOTPAMMUPOBAHMS
HO3BOJISIET OIIPEJENSTh OBEAEHUE UIPOBLIX OOBEKTOB IIyTEM COEJUHEHUs UX C IIpe-
JOTIPe/IeJIEHHBIMI MOJLYJISIMU KOJ1a, KOTOPbIE 0TOOPAKAIOTCS B BUjiE OJIOKOB ¢ UCXO/IS-
IIAMU U3 HUX CBA3SIMU.

CucreMbl BU3YaJbHOTO MPOTPAMMUPOBAHUS SBJSAIOTCS ATBTEPHATHBHBIM CIIOCOO0M
CO3/IaHMSI TTPOTPAMMHOTO KO/1a, M MX YaCTO Jierde TTOHSITh HOBUYKAM B TTPOTPAaMMHUPOBA-
. OcoOeHHO XOPOIITO OHHU TIOAXO/IST ST TIPECTABIEHS PA3HBIX BUIOB TOBEIEHNS,
OCHOBAHHbBIX Ha COCTOSHUAX, — HAIIPUMeEP, [J1 HajleJleHus MCKYCCTBEHHBIM MHTeJLIeK-
TOM Bpara, KOTOPbII JBUKETCs], BBIOUPas CJydaliHble HAITPABJIECHUSI, TIOKA HE YBUIUT
UTPOKA, TIOCJIE YeTO TIEPEXOIUT B COCTOSTHUE NPEeCied068aniis U ATAKyeT, TIOKA He TOTHO-
HeT OH caM, IIepCOHaX UTPOKa UJIM [TOKA He IToTepsieT UTPOKa U3 BULY.

PlayMaker mosxHO Haiitu B Asset Store 110 aapecy https.//www.assetstore.unity3d.com/
en/#!/content/368.

YcranoBka PlayMaker. Tak kak PlayMaker peasusyer coBepiiieHHO WHOI TOIXO/I
K OIIpeJIeJIEHNIO II0BEIeHUS] UIPbI, IMEET CMbIC/I IO3HAKOMUTHCS ¢ HUM HOO/IIKE U 110~
CMOTPETD, KaK C €r0 TTIOMOIIHIO MOKHO OTIPE/IESTUTH HEKOTOPOE IMPOCToe moBeneHue. /st
BBIIIOJIHEHH 1Ar0B, ONUChIBAEMbIX Jajiee, BaM IoHagobuTcs npuobpectu PlayMaker
B MarasuHe Asset Store; Ha MOMeHT HamucaHus 3TUX cTpok — konery 2017-ro — ero
1eHa cocrasisia $65.

[letficTBus, oICBIBaeMbIe fasiee, MBI BBITIOTHSIN B HOBOM ITyCTOM IIPOEKTE, HACTPOCH-
HOM /1151 0TOOPasKeH sl TPEXMEPHOU rpadUuKu.

1. 3aepysume u umnopmupyiime naxem. Ha sxpaHe OSBHUTCS OKHO MacTepa YCTAHOB-
ku (puc. 17.1).
2. Hlenxnume no xnonxe Install (Yemanosums). PlayMaker mpoBeput mpoekTt, 4To0bI

y6EI[I/ITbC5{, YTO CMOKET pa6OTaTb B HEM, 1 YCTAHOBUT CaMyIO ITOCJI€/IHIOIO BEPCUIO.

PlayMaker npemynpenur, eciii Bbl He MOJIb3yeTeCh HHCTPYMEHTAME YIIPABJICHUS
BepcugMH, TaknMu Kak Git; BbI MoKeTe IPOUTHOPUPOBATD 3TO MIPEAYyPEKACHIE, HO
BOODIIIE UCIIOJIb30BAHKE CUCTEM YIIPABJIEHMSI BEDCUSIMU — OTJIMYHAS UIESL.
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Puc. 17.1. OkHo MacTepa ycTaHoBkM PlayMaker, nosiBnsioLleecs nocne 3anycka
MMMOPTMPOBAHUSA NaKeTa

BT Installation

Pwuc. 17.2. BTopoe OKHO MacTepa yCTaHOBKM
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3. Hlenxnume no xnonke Install (Yemanoeumn) BO BTOPOM OKHE MacTepa yCTaHOB-
ku (puc. 17.2), a 3aTem, B TIOSIBUBIIIEMCS IMAJIOTe, MIEJTKHUTE TT0 KHOTKe I Made a
Backup, Go Ahead! ({1 ciiesan pesepBHyto Komuio, Briepea!). Unity UMIIopTupyer BTO-
poii rmaker.

4. B nossuswemcs oxHe weaknume no knonke Import (Mmnopmuposamn).

B saBucumoctu ot Bepcun Unity BaM MOKET ObITh MPEVIOKEHO OOHOBUTD KO JJIsI
COBMECTUMOCTH ¢ nocienneii sepcueir API. Bam HeoOX0ANMO COIIACUTBCS, YTOOBI
IIPOJOJIKUTD.

[Tocsie 3aBepiieHnsl YCTAaHOBKHM 3aKpoiiTe Bee JUNIHUE OKHA. Terepb Bbl FOTOBBI K HC-
nosb3oBannio PlayMaker.

IIpourpriBanue ¢ PlayMaker. nest PlayMaker ocHOBBIBaeTCsI Ha MOHSATHN KOHEUHBIX
asmomamos, uin KA. Koneunbiii aromar (Finite State Machine, FSM) — aro sioru-
yecKast CUCTeMa, B KOTOPOM O0OBEKT MOKET HAXOAUTHCH B OJHOM M3 HECKOJBKUX CO-
CMOSMULL, KasKI0€e COCTOSHIE MOKET M3MEHSThCS WU Nepexodums B IIpefolpe/eieH-
HOE MHOKECTBO COCTOstHMIA. TO eCTh ecyii y BaC UMEIOTCS COCTOSIHUSL CUOUM, CIOUM
u 6evcum, T0 0OBEKT, HAXOAALIMICS B COCTOSIHIM CHIOUM, CMOKET IIEPERTH B COCTOSTHUE
cuoum Wi 6evxcum, Ho He CMOYKET U3 COCTOSIHUS CUOUM TIEPENTH CPa3y B COCTOSHME (e-
sicum. B MOMEHT CMEHBI COCTOSTHUSI TIOSIBJISIETCSI BO3MOZKHOCTD BBITIOJIHUTH HEKOTOPOE
JIeHICTBHE.

B aTOM KOPOTKOM mpUMepe MbI Peai3yeM OYeHb IIPOCTOe JAEUCTBIE: CO3AAMUM IIap,
KOTOprfI MEHAET IBET I1OCJIE ITa/IEHUA Ha ITIOBEPXHOCTD.

Cuayasia HACTPOUM OKpY KEHHE.

1. Cosdaiime chepy, orkpbis MeHI0 GameObject (MrpoBoii 00beKT) 1 BbIOpas IyHKT 3D
Object » Sphere (3D O6bext » Chepa).

BriGepuTe BHOBb CO3[aHHBII 00BEKT U B KOMIIOHeHTe Transform (B MHCIIEKTODE)
ycranosute nosunuio (0, 15, 0).

2. Jobasvme 6 chepy xomnonenm Rigidbody.

Cosdaiime nosepxnocmov, OTKpbiB MeHIO GameObject (TrpoBoit 00beKT) 1 BBIOPaB
nyHkt 3D Object » Plane (3D O6wbext » Ilnockocts).

Yeranosute o6bexT B mosuiuio (0, 0, 0).

4. Haxoner, ycmanosume xkamepy B nozuiuio (0, 9, —16) ¢ HyseBbim moBoporom. bira-
rofapsi STOMY B TI0JIe 3PEHUsT OKAYKYTCST U IIap, U TIOCKOCTD.

[Tocre aTux meiicTBUII ClieHa /IOJIPKHA BBITJIS/IETh TaK, Kak MMOKa3aHo Ha puc. 17.3.

Teneps HauHeM K00ABISATH B chepy peakilii Ha CMEHY COCTOSTHUT.

1. Omxpoiime pedaxmop PlayMaker, BbiOpas niyHkT PlayMaker Editor B Merio PlayMaker.

Ha sxpane nmosiButcst Bkazika PlayMaker Editor (puc. 17.4).
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|

Puc. 17.3. HayanbHoe COCTOsiHME CLEHBI Anst y4ebHoro npumepa

BosmoskHO, Gyer yaoOHee prcoeMHuTh BKIaAKy K okHy Unity. [lust aToro mepe-
TalUTe BKIAAKY HA OKHO, K KOTOPOMY BbI XOTeJIN Obl €€ MPUCOEIUHUTD.

[ Towog < | B | 00| M| | weswn | preferenss 1

Puc. 17.4. Pepgaktop PlayMaker

2. Jobasvme xoneunwviti asmomam 6 chepy. Boibepure o0bekT Sphere, B okue PlayMaker
IEJIKHUTE MTPABON KHOTIKOI MBIITA U B OTKPBIBIIEMCS] MEHIO BbibepuTe myHKT Add
FSM (dobasuts KA).

B oxne PlayMaker oro6paskaercst MHOKECTBO PasHbIX COBETOB, B LIEJIOM BEChMA T10-
JIE3HBIX, HO 3aHUMAIONIIX CJIUIIKOM MHOTO MecTa. Bbl MOskeTe OTKIIOUUTD HOJICKA3KH,
Hakas Kaapuiny F1 wmm menknys no kaomke Hints (IToackaskn) ciipaBa BHU3Y B OKHe
PlayMaker.

[To ymMOr9aHMIO KOHEYHBIN aBTOMAT CO/IEPKUT €AMHCTBEHHOE COCTOSTHUE C HA3BAaHUEM
Statel. B natem npumepe OyayT HOAJLEPKUBATHCA JBa cOCTOsAHUA: Falling (ITageHue)
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n HitGround (IloBepxHOoCTb ocTUrHYTA). MBI IIPOCTO IIEPEUMEHYeM IIepBOE COCTOSI-
HIE, a 3aTeM I0OABUM BTOPOE.

3. Iepeumenyiime nepsoe cocmosnue ¢ Falling, BeiOpas ero Bo Bkiazake State (Cocros-
Hue) crpasa B okHe PlayMaker u nsmenus ero ums Ha Falling.

4. Jlobasome cocmosinue HitGround, mienknyB mpaBoil KHOIKOI B okHe PlayMaker
1 BbIOpaB B KOHTEKCTHOM MeHto myHKT Add State ([lo6asutsb cocrosinue). [lepenme-
nyiire HoBoe cocroanue B HitGround.

Temnepb KOHEUHBII aBTOMAT JIOJIKEH BBITJISIZIETH TaK, KaK MOKa3aHo Ha puc. 17.5.

Falling HitGround

Puc. 17.5. KoHeYHbI aBTOMAT C COCTOAHUSAMU

Hawm Hy’KHO, 4TOOBI CMEHA COCTOSTHUIT TIPOUCXOINIIA, KOT/A [Iap JOCTUTHET TOBEPX-
HocTr. J{J1st 9TOro co3panuM nepexod us cocrosuus Falling B cocrosinue HitGround,
KOTOPBIH Oy/IeT HHUIIUUPOBATHCSI, KOT/Ia OOBEKT ¢ KOHEYHBIM aBTOMATOM CTOJIKHET-
cs1 ¢ ueM-u60.

5. Jlobasvme nepexod, MEJKHYB MPAaBON KHOMKOW HAa cOCTOsTHUU Falling u BeIOpaB
B KOHTEKCTHOM MeHI0 TTyHKT Add Transition » System Events » COLLISION ENTER (/lo-
6aButhb nepexoj » Cucremubie coObitus » Konrakr). Hosblil nepexos nosButcs
C TIpelypeskIatoniel TMKTOrPaMMO, TTOKa3bIBAIOIIEH, UTO TIEPeX0/] He CBI3aH C CO-
crosinvieM HazHauenus (puc. 17.6).

HitGround

Puc. 17.6. KoHeuHbl1 aBTOMaT nocse fAobaBneHus nepexoaa, Ho A0 COeANHEHNS ero
C COCTOSiHMEM Ha3HaYyeHUs

6. Coedunume nepexod ¢ cocmosmuem HitGround, meJKHYB JIeBOI KHOIIKOW Ha Tiepe-
xo;1e COLLISION ENTER 1 iepeTaIus ero Ha cocTosiHre HitGround. B pesymsraTe 110-
SIBUTCS CTPeJIKa, coepinnsonias nx (puc. 17.7).

7. IIpomecmupyiime uepy, menkuys 1o kHotke Play (Urparn). PlayMaker noxcserut
Tekyiee cocrostare Falling B okte FSM, u 0HO Oy/eT OCTaBATHCS TOICBEYEHHBIM,
noka cdepa He KOCHETCS MIIIOCKOCTH.
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Falling HitGround

Puc. 17.7. KoHeuHbI aBTOMAT NOC/e COeIMHEHNS MEPEXoaa C COCTOSIHUEM

Jlajiee HaM HY’KHO 100aBUTH JEHCTBIE, BBITTOJHSIONIEECS, KOTIa 00BEKT Tepeiiier B co-
cTtossHre HitGround. B yacTHOCTH, MBI IOJKHBI UISMEHUTD I[BET MaTepraa.

1. Jobasvme ¢ cocmosinue HitGround deticmeue Set Material Color (Yemanosumwv ueem
mamepuana), iepeiijisi Ha BKaaAKy State (CocrosiHue) U MIETKHYB 0 KHOTKe Action
Browser (Bpaysep nmeiictust). OTKpoeTcss OKHO Opaysepa JAeHCTBUI; TPOKPYTUTE
BHU3 /10 KHOIIKH Material (Matepuain), IeJKHITE 10 Hell, a 3aTeM BbiGepuTe TyHKT Set
Material Color (YcTaHOBUTH 1IBET MaTepuasa), Kak rmokaszano Ha puc. 17.8. [llenkranre
1o KHorke Add Action to State (/[o6aBuTb jieiicTBrE B COCTOSTHHUE), TOCJIE Yero BhIOpaH-
HOe JIelicTBUE TOSIBUTCST BO BKJa/ike State (Cocrosinue), Kak mokazano Ha puc. 17.9.

2. Buwibepume xoneunwviii ysem — 3enenviii. B pasgeine State (Cocrosnue) BeiOepure 3e-
JIEHBIU 1IBET.

Material

Set Material Co

Puc. 17.8. bpaysep aenctsuii
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FSM | State Events |  variables
HitGround =
Description... |

¥, Set Material Color L
Game Object | Use Owner t]
Material Index [0 (B
Material @ None (Material) | e (=)
Named Color [_Color =)
Color __________rag
Every Frame sl
()Debug [JHide Unused

; I Hints [F1] | Preferences i

Puc. 17.9. KoHeuHbIn aBTOMAT C 106aBNEHHBIM U HACTPOEHHBLIM AENCTBUEM

3. Ilpomecmupyiime uepy. Korma nmap KoCHETCs IJIOCKOCTH, OH OKPACUTCSI B 3€JI€HBIN

IIBET.

Amplify Shader Editor

Cospmanue meiiiepoB, Kak PacCKasbIBAJIOCh B TyiaBe 14, 0GBIYHO CBSI3aHO C CO3MAHUEM
nporpaMMHoro koza. OpHako BU3yasibHAg MPUPOJA IIEHIEPOB MPEIoaraeT Jaxke
GOJIBIIYIO UX TIPUTOIHOCTD JIJIST BU3YAJIbHOTO KOHCTPYUPOBAHUS, YeM KOJI, Peaiu3yio-
I TIPOIECC UTPBL; BMECTO TOTO YTOOBI THUCATH KOJI, TIEPEMHOKAIONINI JBa BEKTOPA,
[PE/ICTABJIAIONUX CMENINBaeMble 1[BeTa, HAMHOTO TIOHSATHEE OBLIO Obl 6udems Mpouc-

XOJslIee.

Puc. 17.10. Amplify Shader Editor
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Amplify Shader Editor (puc. 17.10) — oauH 13 HECKOJIBKUX BU3YalbHBIX PEAAKTOPOB
weiinepos gy Unity. Coemunstisa ysisl BMecte, Amplify Shader Editor cospaer u nemoH-
CTPUPYET TI0JyYaeMblii MaTepuall, a TAKKe FeHEPUPYET PECYPChI IS UCIIOIb30BAHMUST
B Urpe. ITO 4acTo ObICTPee 1 TPOIILE, YeM MICATh KOJL Ieiiepa BPyYHYIO, U 0COOEHHO
yIOOHO ISt TEX, KOMY BU3YaJbHOE CO3/AHKE PE3YJIBTATOB KasKeTcs: Gosiee TIOHSATHBIM.

Amplify Shader Editor mosxuo naiitu B Asset Store mo agpecy https.//www.assetstore.
unity3d.com/en/#!/content,/68570.

UFPS

UFPS, win Ultimate FPS (puc. 17.11), — 370 1ipocTast OCHOBA JJisl UTP-IIYTEPOB OT
niepsoro jsmta. B Unity yske nmMeeTcst TOTOBBIM KOHTPOJIIEP «OT MEPBOTO JINIA», HO OH
He BKJIIOYAET B ceOst IPyTHe BO3MOKHOCTH, CBOUCTBEHHbIE TOOOHBIM UTPAM, TAKHE KaK
HBIPSIHUE, TI0/IBEM 110 JIeCTHUIIAM WJin B3aumojielictBue ¢ kuonkamu. UFPS peanusyer
BCE 3TO, a TaKXKe JPYTHe BO3MOKHOCTH, XapaKTepHBIE JJIsI IyTEPOB, TaKUe KaK yIIpaB-
JIeHUe Opy’KueM, GOeIIpUIIacaMu U 30POBbEM UTPOKA.

Hecmotps ua to uto naker UFPS npennasnaven mis co3nanus [uHaMUYHBIX [TyTe-
POB, OH TaK;Ke XOPOIIO MOAXOAUT JJIsi UTP ¢ Gojiee MeJieHHbIM TemioM. [Ipumepom
MozkeT cyskuth urpa Gone Home (2014), cosnannas cryaueit Fullbright, B koropoii
UTPOK IIYTEIIECTBYET 10 IOMY ¥ UCCJICAYET HAXOIAIIMECS B HEM OOBEKTbI, JOKYMEHThI
n Mebenb. B Hell kak pas s NpecTaBIeHUs CIEHbI OT MEePBOTO JINIA UCIOJIb3YeTCs
naker UFPS.

Puc. 17.11. Ultimate FPS

UFPS moskHOo HaiiTi B Asset Store mo aapecy hitps.//www.assetstore.unity3d.com/
en/#!/content,/2943.
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Unity Cloud Build

C6opKa IpoeKTa 115 He1eBoi I1aT(OPMBbL — CJIOAKHBII IPOLIECC, TPEOYIONINIT BpeMeHM
1 GOJIBIION BEIYMCIUTETBHON MOITHOCTH. BbI MOJIceme BBITIOMHUTH BCE HA COOCTBEHHOM
KOMIIBIOTEPE, HO He 06:3aHbl TOCTYIIATH TAK BCE BPEMsI, 0COOEHHO B CJAYYAsAX C OOJIbIIH-
MU U CJIOKHBIMU TIPOEKTAMU.

Cayx6a Unity Cloud Build sarpyskaer Bain ucxXofHbIid KO, COOUPAET €r0 U CO3/aeT
cOOPKY, JOCTYIHYIO st 3arpys3kn (Wju usBemaer 00 ommnbKe, BO3HUKIIEH BO BpeMs
coopkn). Eciu vacrpouts B cirysxbe Cloud Build caesxenue 3a pertosuropuem, otna Oy-
ner o0HAPYKUBATh U3MEHEHNUS 1 aBTOMATUYECKH BBIIIOJIHATH COOPKY.

Mo3KHO, KOHEYHO, CO3/IaTh CBOU cepBep cOOPKH 1 He MoJib30BaThest cy:k60ii Cloud
Build. Ho aTo ciosxkublii potiece, U oH noTpedyer ofHoil U3 ABYX aKTUBAIUIL, MOy~
gaeMbIix ¢ stiensueit. Cirysk6a Cloud Build sumaer Bac onpeeieHHOT 1011 KOHTPOJIS,
HO B3aMEH J[aeT [TPOCTOTY UCTIOTb30BAHHSL.

K momenty Hanucanus s1ux ctpok ciyk6a Cloud Build npexocrasisiia cou yciy-
ru Gectutario. Ecom Bo1 mprobpesn moamiicky Unity Plus, Banmn cbopku GyayT 3arry-
cKaThest ¢ GoJiee BHICOKMM MPHOPUTETOM U, COOTBETCTBEHHO, BBITIOJIHATHCS ObICTpEE.
Eci 8o1 ipro6pesin oamicky Unity Pro, Baiu cO0pku Takxke OYLyT BBITOJHITHCS
IapaJJIesIbHO, TO €CTh €CJIM Ballla UTPa MOEPKIUBAET HECKOJIBLKO TIaThopM (HApH-
mep, i0S u Android), o6e Bepcun OymyT cobuparbest OAHOBPEMEHHO.

Boubire nngopmanmn o ciyskbe Cloud Build i Halizere Ha BeO-caiite Unity: https.//
unity3d.com,/ru/unity/features/cloud-build.

Unity Ads

Cayx6a Unity Ads unTerpupyer noJHosKpaHHyo BugeopekaaMmy B urpbl. Korga urpok
BUJIUT PEKJIaMy, BBI TOJTy4aeTe HeGOoJbIme oTarcieHns. TakuM o6pasoM BbI MOKETE
TOJIYYUTD JIOTTOJHUTEIBHBIN NCTOYHUK I0X0/Ia OT CBOUX UTP.

B kauecTBe BapraHTa MOKHO B03HAZPANCOAMb UZPOKA 3A NPOCMOMP BUOCOPEKIAMDL, HA-
PUMep, YBEJMUUBAsI €T0 CyMMY B UTPOBOI BaJIfOTe, J100aBJIsIst HEKOTOPbIE KOCMETHYe-
CKUe YIIyUIIeHUsI WU PACIIUPSIS KaKie-TuO0 BO3MOKHOCTH.

[TpoexTUpoOBaHIe CTPATErNN MOHETH3AIUY TP — OOIHUPHAST TEMA, 1 IS ee 06CysKie-
HUS MOKET HoTpeboBaThest (M TmedaTaercst) mesast 6ubanoreka KHUT. YToObr HOG/IIKe
MO3HAKOMUTHCsT co cayskboit Unity Ads, sarsisiHuTe Ha cTpanuily Ha Beb-caiite Unity:
https.//unity3d.com/ru/unity,/features/ads.

Pa3BepTbiBaHMe

Korpa BbI Gy/ieTe TOTOBBI BHITPY3UTh CBOIO UTPY HA YCTPOUCTBO, pepakTopy Unity mpu-
nercst coopams ee. Iy 9TOro OH JIOJKEH BBINOJHUTD TPU dTamna: coOpaTh BCe PeCypehl
UTPbI, CKOMITUJIMPOBATH CIIEHAPUH U YCTAHOBUTH COOPAHHOE TIPUJIOKEHUE HA YCTPOU-
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CTBO. HepBbIe JIBa 9Talla UHity BBIIIOJIHUT aBTOMaTHUY€CKHU, a TpeTI/IfI 9Tall Bbl JOJIZKHbI
BBIIIOJTHUTH CaMOCTOATEJIbHO.

B sToM paszenie Mbl paccKakeM, Kak coOupaTh Urpbl g obeux iratdopm, iOS
u Android. Ho nepes aTiM MbI TOJKHBI KOCHYTHCSI HEKOTOPBIX HACTPOEK, KOTOPbIE BB
JIOJIZKHBI BBITIOJIHUTD, 1 PacCcKa3aTh O Pa3jIMunsIX Mexkay pasHbIMU BepcusiMu Unity.

Hacrpoiika npoekTa

BoIMOTHUTH COOPKY TPOEKTA MOKHO B JI000it MOMeHT. OIHAKO JIJIST TOCTUKEHUS JIyd-
WX PE3YJIBTaTOB JKeJATENbHO CHauaa yOeIuThCsl B MPABUIBHOCTH HACTPOIKH Tia-
paMeTpoB IIPOUTPLIBaTed i Batieil urpbl. [lapameTpsl IpourpbIBaTess BKIIOYAIOT
Ha3BaHUE WUTPbI U MUKTOTPAMMY, a TaKKe TapaMeTpbl, YIPaBJAIONINe OpUeHTAIUen
9KpaHa, YHUKAJIBbHYIO CTPOKY /1T MACHTU(DUKAIIMK Balllell UTPBI B ONEPAIIMOHHON CH-
cTeMe, Ky/la OHa Oy/IeT YCTaHABJIUBATHCS, U T. /1.

Yro0bl TIepeliT K HACTPOIKE ITUX TTapaMeTpoB, oTkpoiite mewto Edit (TIpaBka) u BbI-
Gepute TyHKT Project Settings » Player (Hactpoiiku mpoekta » I[IpourpsiBaresib). B uH-
criekTope oTobpasuTcs uHTepdeiic, Kak nokasaHo Ha puc. 17.12.

HexkoTopble HACTPOIiKY SIBJISIIOTCST 0OMUMU JUJIsE HECKOJIbKUX 1aTdopm. Hanpumep,
Ha3BaHIe UTPbI e/[Ba Jin Oy/IeT 3aBHUCETH OT IaThOPMbI, Kak 1 nukTorpamMma. 110106~
HBle yHIUBepcaIbHble HacTpoiiku B Unity o603HavaioTcest 38e3mo4ukoi (¥), caeayioniein
3a UX IMEHAMH.

Kasxnoe npunoxenue aius obeux miardopm — iOS u Android — gomkno onpeensrs:

Q pexiamnoe HazeaHue Urpbl, KOTOPOE 6yZI(3T OTO6pa>KaTbCH Ha Ha4YaJIbHOM 39KpaHe
1 B MHTEpHET-MarasmHe;

QO wnassanue Komnanuu, co3/1aBIIIen urpy, s OTO6p8.>K€HI/IH B MHTEpHET-MarasmHe;

Q NUKMOoZpammy NTpbl, TAKIKE 1JI51 OTO6pa)KeHI/IH Ha HaYaJJbHOM 9KPpaHe 1 B MHTEPHET-
Mara3mHe;

Q axpan-zacmasky, KOTOPBIH GyET OTOOPAKATHCS B MOMEHT 3aITyCKa UTPHI;

O udenmugurxamop naxema urpbl — pparMeHT Tecra, yHUKaJbHbIM 00pa3soM UeH-
TUDUIUPYIOIUN UTPY B UHTEPHET-Mara3iHe U He BUIUMbIN [10JIb30BATEJIO; ITOT
uneHTUUKATOP CO3[AeTCsI HA OCHOBE BAlllero JOMEHHOro MMeHu (Hampumep,
oreilly.com) ¢ KOMIIOHEHTaMU, IEPECTABJIEHHBIMI B 00PaTHOM MOPSIKE, K KOTOPOMY
nobasiisieTcs HazBaHue Urpbl (Hapumep, com.oreilly. MyAwesome Game).

Jlist TeCTUPOBAHUS UTPBI IOCTATOYHO OIPEEUTh HazBaHue U uaeHTiudurarop. Urodst
BBLIOKUTH cBOIO Urpy B iTunes App Store uiau Google Play, Bbl 10/15KHBI HACTPOUTD BCe
TepeyncIeHHbIE 9TeMEHTHI.

ITo yMOTYaHMIO B Ka4eCTBe HA3BAHUS TTPOAYKTA MCIOIB3YETCS UM TPOEKTa, a B Ka-
yecTBe HazBaHUs KoMIaHuu BbiOupaercs: ctpoka «DefaultCompanys. Eciu Bac ato
YCTPAUBAET, MOJKETE OCTABUTH HA3BAHUE TIPOIYKTA KaK €CTh (MOKHO BUJIETH B BEPXHEN
yacTu puc. 17.12).
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- © Inspector

@ PlayerSettings

| Settings for PC, Mac & Linux Standalone
‘Resolution and Presentation
Resolution
Default Is Fi.l[_IESl:rean 4
Default Is Native Resolution ¥
Run In Background* O

Standalone Player Options
Capture Single Screen
Display Resolution Dialog _' nabled.
Use Player Log
Resizable Window
Mac App Store Validation
Mac Fullscreen Mode
D3D9 Fullscreen Mode
D3D11 Fullscreen Mode
Visible In Background
Allow Fullscreen Switch
Force Single Instance

» Supported Aspect Ratios

= Shared setting between multiple platforms.

[ lcon ]

Puc. 17.12. HacTpoVikv NpourpbIBaTesisi B MHCMEKTOPE
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Yro6bl MBMEHNUTH WICHTU(HUKATOP MAaKeTa, BBIGEPUTE TEIEBYIO TIATHOPMY 13 MEHIO
(o mapametrpom Cursor Hotspot (Hawasprast mosuiinst Kypcopa)) U OTKpOliTe pas-
nen Other Settings (/[pyrue HacTpoiiku). 3ech HacTpoiite napameTp Bundle Identifier
(M nentrdukaTop nakera), BbIOpas MACHTH(HUKATOP [0 CBoeMY sKesanuto (puc. 17.13).

Other Settings

Rendering

Rendering Path* [ Forward s
Auto Graphics API ¥4

Static Batching 4

Dynamic Batching W

GPU Skinning* |

Graphics Jobs (Experimenta[_]

Identification
Bundle Identifier

Version*
Build

Puc. 17.13. HacTtpolika uaeHTucukaTopa naketa Ans nNpoekTa

Ecan BbI penure cobpars urpy s obeux mwiargopm — iOS u Android, Bam He nipu-
JIETCST HACTPANBATH WIECHTH(DUKATOP MAKeTa ABAK/IbL. ITOT MAPAMETP SBJISETCST OOIIIM
JUIST BeeX TTaThopM, Tak Jke Kak HOMEep BEPCHU UTPBI K HEKOTOPbIE IPYTHe 3HAYEHUSI.

Hacrpoiika uenesou nnartgopmbl

Jlnst cO60pKM MOKHO BBIGPATH TOJBKO OJHY IejeByio mardopmy. [To ymomdanuio
Unity BbiOupaer nesesyio miardopmy PC, Mac v Linux Standalone (ABroHoMHast /st
PC, Mac u Linux) 1 KOHKPETHYIO ee Pa3HOBU/IHOCTh — B COOTBETCTBUU C TIIAT(HOPMON,
Ha koropoil BoiosHsercs Unity. To ectb ecin Bbl 11071b3yeTech KoMiibloTepoM Mac, 110
ymoganmio 6yaet Beibpana mesab macOS, a g PC — Windows.

3ArPY3KA MOAYNEN AN NJIATOOPMbI

Yro6bl BHIIOJHUTD COOPKY JJIsi KOHKPETHOH 1iatdopmbl, B Unity HyKHO mpejaBa-
PUTEIBHO YCTAHOBUTH HeOOX0MMMble MOy U, B 1iporiecce ycranosku Unity macrep
CIpalllMBaeT, Ha Kakue IJaT(OPMbI MPEANOIATACTCS YCTAHABINBATD UTPHI; €CJN
B Ballleil YCTAHOBKE OTCYTCTBYIOT MOJYJU, HEOOXOAUMbIE JIJIsi BBIOpAHHOIT 11at-
dhopmbr, okro Build Settings (ITapameTpsr c60pku) OyAET BBITIAACTD, KaK MTOKA3aHO
Ha puc. 17.14. lleskHUTE 110 KHOTIKE B OKHE, YTOOBI 3arpy3UTh W YCTAHOBUTD He-
06X0IMMble MOJLYJIH.
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Puc. 17.14. OkHO c napaMeTpamu c60pku, rae BoibpaHa nnatdopma, ANs KOTOpPOK
OTCYTCTBYIOT HEOH6XOAMMbIE MOAY/N

Hanpumep, mst cOOpku Urp, co3ganHbix Hamu B dactsax 11 u 111, Hy)KHO cHavasa BbI-
6parb Tpebyemyto miatdopmy. [liist aToro oTkpoiite okHo Build Settings (TTapamerpbt
cbopxn), BoiOpas B Menio File (Daiin) mynkr Build Settings (ITapamerpsr c60pKkn), Kak
moKaszaHo Ha puc. 17.15.

Puc. 17.15. OkHo Build Settings (MapameTpbl c6opku)
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3areM 11PoCcTO BhIOEpUTE 11eIeBYIO 11aThOpPMY U IEJKHUTE 10 KHOIKe Switch Platform
(ITepexsounTs m1aTopmMy) B OKHE BHU3Y CIIEBa.

[Tocsre mepexsouenns nmiaatdopMbl Unity 3aHOBO MMIIOPTUPYET BCE PECYPCHI UTPHL
Eciiu BbI cozaere GOJbIION IPOEKT, 3TO MOJKET 3aHSATh MHOTO BpeMeHH. By ibre roToBbI
JK/1aTh. B 11es15X cokpaltiieHus motepb BpeMeH! B cocTaB Unity BXOANT MHCTPYMEHT IT0/T
\ Hazanuem Cache Server, KOTOPbINl XpaHUT KOIMU UMIIOPTUPOBAHHBIX PECYPCOB; 32

JOTIOJTHUTEILHOI HHpOopMalueil obparmaiitecs k okymenTtaiuu (Attps.//docs.unity3d.
com/ru/current/Manual/CacheServer.hitml).

HauyanbHbIK 3KpaH

BaskHo oTMeTuTbh pasimuus Mexay tapudHbivu ianamu Free, Plus u Pro. TTosnbso-
Baresin Tapucoro miaana Free e cMoryT cob6path Urpy 6e3 Ha4aabHOTO IKPAHa, TTOSIB-
JITIOTIETOCST B MOMEHT 3aITyCKa UTPhI, TOT/IA KaK T0JIb30BaTe N TapudHbIX miarnoB Plus
1 Pro MOTYT OTKJTIOUNTD €T0 CO3/IaHMeE.

Havanbublit 9kpan uMeeT TOBOJIBHO MUHUMAIUCTUIHBIN BUI]; OH CONEPKUT JIOTOTHUIT
Unity co croBamu «Made with Unity» (Caenano ¢ momorsio Unity) u oTobpazkaercst
B TeYeHUe [IBYX CEKYH]I, TTOKA HAYaIbHAsI CIIeHA UT'PhI TPOIOJIKAET 3arpy:KaThesl B Go-
HOBOM DEKIIME.

IKpaH-3acTaBKa MOKET HACTPAMBATHCS B OYEHb MIMPOKNX Ipe/iesiaX, He3aBUCHMO OT
ucnosibzyemoit Bepeun Unity. Kpome siorotuma Unity, B HeM MOKHO Takske 0TOOPasuTh
CBOI JIOTOTHII, UI3BMEHUTH 1[BET (DOHA, 3a/1aTh (POHOBOE U0OPAKEHUE U TIPO3PAUHOCTD,
a TakyKe HACTPOUTH OJHOBPEMEHHOE WJIH IOIEPEMEHHOE 0TOOPaKEHE HECKOIBKIX
JIOTOTUTIOB. J[JIst HACTPOKH 9KpaHa-3acTaBku oTKkpoiite Mento Edit (I1paBka), BoiGepure
yHKT Project Settings » Player (Hactpoiiku mpoekta » [IpourperBaTesb) n IpokpyTHTe
BHU3 710 TapameTpa Splash Screen (Jkpam-3actaBka) B paszese Splash Image (11306pa-
JKeHMe-3acTaBka). B nokymenrtaruu k Unity npuBoauTcs Macca MHGOPMAIIUU M0 3TOH
TeMe, TI03TOMY 3a JIOIOJIHUTE/IbHBIME CBeleHusiMu obpataiitecs K eil (Attps;//docs.
unity3d.com/ru/current/Manual/class- PlayerSettingsSplashScreen.html).

C6opka ana Bbi6bpaHHOW NNaTghOpMbI

Aranel coopru mis i0S u Android ormuarorcst. IloaToMy B JaHHOM pasjeie Mbl pac-
CMOTPHUM TIPOTIEAYPY COOPKH /IS KAKIOW U3 THX CUCTEM.

Cé6opka gns i0OS

Unity ympomtaet coopky Bepcuu urpsi st i0S. B atoMm pasjesie Mbl paccCMOTPUM TPO-
11eCC TIOJIYUEHUS UTPBI, TOTOBOI K paboTe Ha Tesedone.

B Hacrostiiee Bpemst c6opka st i0S BozmMoskHA TOJIbKO B macOS win ¢ IOMOIIBIO
cayx6b1 Unity Cloud (koropas Beinosisier c60pKy Ha CBOMX KoMIibioTepax Macs).

N\




348 Mnasa 17. 3a paMkamu pegakTopa

Bbl MokeTe coBepiieHHO GECTIaTHO Pa3BePTHIBATL CBOUW WIPBHI HA CBOUX JIHYHBIX
ycrpoiictBax. Ho 4To6bl TiepenaTh UTPY APYTUM, BaM MPUAETCS BOCTIOJB30BATHCS
cayx60ii iTunes App Store. A 9T0 03Hayaet, YTO BbI JOJUKHbI OyjieTe 3aperucTpu-
poBarnest B mporpammMe Apple Developer Program, TogoBast moamucka Ha KOTOPYIO
croutr $99. Perucrpanuto MoKHO TpoiiTu 1o aapecy https.//developer.apple.com/
programs/.

Chauasa BaM Hy:KHO 3arpysutb Xcode — cpeny paspaborku st iOS.

1. 3aepysume Xcode uz Mac App Store; 1UIs aTOTO 3aIyCTHTE HTO MPUIIOKEHIE, HAN-
Te cpey paspaborku Xcode u 3arpysure ee.

2. 3anycmume Xcode miocie 3aBepIICHIIS 3arPY3KL.

Ternepb HYKHO HACTPOUTD YUeTHYI0 3amuch B Xcode. HesaBrucuMo oT yyacTust B riar-
Hoit mporpamme Apple Developer Program, cpena Xcode mo/ikHa HCTIOJIB30BaTh Balll
naentudurarop Apple ID as perncrpanum Bac Kak pazpaboTunka, 4ToObI 100aBUTH
006s13aTeIbHY IO TTOANUCH B KOJI, HEOOXOIUMYTO JIJIsl yCTAHOBKY UTPBI HA YCTPOMCTBO.

1. Omxpoiime menro Xcode u evibepume nynxm Preferences (Hacmpotixu). Ienxuau-
Te 1o KHOMKe Accounts (YderHble 3amucu) B BepxHeil yactu okHa. [llenkauTe 110
KHOTIKE + BHU3Y CJieBa B OKHe. Boibepute B KOHTEKCTHOM MeHIo myHKT Add Apple ID
(LoGasuts Apple ID).

2. ITodxmouume ceoe ycmpoticmso k nopmy USB xomnviomepa.
ITocne HacTpoiiku Xcode MOKHO IPUCTYIIAaTh K cOopKe urpbl B Unity.

1. Bepnumecw ¢ Unity u omkpoiime oxno Build Settings (Ilapamempot c6opru), BbiOpas
nyHkT Build Settings (ITapamerpsi cbopku) B mento File (Daiir).

2. Bwibepume naam@popmy i0S u wenknume no xnonke Switch Platform (Ilepexnio-
yums naamgopmy). Unity mepekmounT 1esneByio miaaTdopMy mpoekrta Ha iOS
(puc. 17.16). ITo MOXKET 3aHATh HECKOTBKO MUHYT.

Puc. 17.16. OkHo Build Settings (MapameTpbl c6opkm)
C BblbpaHHoM Lenesor nnatgopmoit i0S
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J17151 5KOHOMUT AMCKOBOTO MTPOCTPAHCTBA BKJII0UNTe (htaxkok Symink Unity Libraries (c-
0JIb30BATh CUMBOJIMUECKUE CCHUIKU Ha OMOIMOTEKN ). DTO MPEIOTBPATUT KOMUPOBAHKE
B IIPOEKT BCero KoMiuiekTa 6ubanorex Unity u CHOKOHOMUT HECKOJIBKO COTEH MerabaiT
JIIUCKOBOTO IIPOCTPAHCTBA.

3. Hlenxnume no knonke Build and Run (Cobpamwv u sanycmumy ). Unity cripocur, Kyaa
COXPaHUTbD IIPOEKT; rocJie Bbibopa manku Unity cobeper npustoxkenue s i0S, a-
TEM OTKPOET TPOEKT B cpefie Xcode ¥ actT eif KoMaHIy coOparh U 3aIyCTHTD MPHU-
JIOJKEHUE Ha MOJIKJII0UEHHOM YCTPOCTBE.

MPOBJIEMA C NOANUCHIO KOAA

Ecu BbI ostyunTe coobuienue 06 omubKe, CBA3aHHOM C TIOAIIICDIO B KOJIE, BhIOEpUTE
[IPOEKT CJIeBa BBEPXY B OKHE, BbiOepuTe 1esib Unity-iPhone, cBoii KoJuIeKTHB pa3paboTKu
(370 MOKeT GBITH MPOCTO Ballle UMsI) B packpbiBaionieMcs crucke Team (Komamza)
U 1eJIKHUTe 110 KHomKe Fix Issue (Mcnpasuth pobiemy), Kak mokasaHo Ha puc. 17.17.
Cpena paspaboTKHU MpoaHATU3UPYeT Ballll cepTU(RUKATHI U UCIIPABUT 1POOJIeMYy; Iocie
3TOro HaxkMuUTe KoMOuHaIu© Command-R, 4TOObI TIOBTOPUTH TIOIBITKY COOPKU.

@0® p B B 7 ceneiciosDevice  Unity-iPhone | Build ] 626 PM [ 1 =@ & OQg;
BR QA8 6@ o B |8 < > Eunmme <ny
m 0 Blunity-iPhene & General Capabiities Resource Tags Infa Build Settings. Build Phases Build Rules
b [ Data
|50 Images.xcassets ¥ identity
» | Classes
® | Unity-iPhone Tests Bundle identifier | com.oreillymedia. MabileGames. Shoo
2 Version 1.0
> | Libearies
| Products Build |0
Infa.plist
libiconv2.dylib Team |_Jonathon Manring (Persanai Te... [5)
P No matehing prowisioning profiles found
5 LaunchScreen-iPhonePortrait.png Mo provisianing prafes matching an applicable signing identity
# LaunchScreen-iP..neLandscape.png were found.
<. LaunchScrean-iPad.xib | Fix Issue |
& LaunchSerean-Pad.png

Puc. 17.17. Knonka Fix Issue (UcnpaButb npobnemy) B Xcode

C6opka gna Android

Yrob6er cobpats urpy miast Android, Hy:KHO cHaYama yCTAHOBUTH KOMIIJIEKT WHCTPY-
menToB Android SDK. On macT BO3MOKHOCTb BBIIPY3UTh COOPAHHOE IIPUIOKEHUE Ha
YCTPOHCTBO.

1. Bazpysume Android SDK wa caiite Android Developer: http://developer.android./
com/sdk.454

2. Yemanosume SDK, ciepys MHCTPYKIMAM 10 azapecy hitp.//developer.android.com/
sdk/installing/index.html.

[Tonbzosaressim Windows MosKeT IIOHa00UThCS 3arPy3UTh AOIOJHUTEIbHbIN paiiBep
USB 11 noiepsKKu B3auMOo/IeHCTBII KOMITbtoTepa ¢ ycrpoiictBoM Ha Android. 3a-
IPY3UTh JpailBep MOKHO 110 aapecy hitp.;//developer.android.com/sdk/win-usb.html.
[TosnbsoBatessim macOS u Linux aToro He Tpebyercsi.
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Tenepps MoxkHO coobiuTh pegakTopy Unity, kyaa ycranosien Android SDK.

1. Omxpoiime memo Unity u evibepume nynxm Preferences ¥ External Tools (Hacmpoii-
Ku ¥ Buewnue uncmpymenmot). B OTKpbIBIIEMCS OKHe IIEJIKHUTE TI0 KHOTIKe Browse
(O630p) pamom ¢ nojieM SDK u HaiiauTe manky ycranosku Android Studio.

2. Omxpoime oxno Build Settings (Ilapamempot coopxu), BIOpaB B MeHto File (Daiir)
nyHKT Build Settings (ITapameTpbl cOOPKH).

3. Buibepume niampopmy Android u wenrxnume no xnonxe Switch Platform (Ilepexmo-
yumw naamgopmy). Unity mieperaiounT 1eseByio miarhopmy rpoekra va Android.

4. Yemanosume ¢aancox Google Android Project (Ilpoexm ons Google Android), kak mo-
KasaHo Ha puc. 17.18. TTocie atoro Unity cosmact mpoexT aist Android Studio.

Texture Compression [ Don't override ™
Google Android Project [
Development Build (]
Autoconnect Profiler ™
Script Debugging -

Puc. 17.18. YTto6bl cobpatb mrpy anst Android, Hy>XHO creHep1poBaTb NPOEKT
ans Google Android

5. IHleaxnume no xknonke Export (Ixcnopmuposams). Unity monpocuT ykasaTh, Kyia
COXPaHMTD IIPOEKT, U 3aTeM creHepupyer mpoekt 1t Android Studio.

6. Omxpoiime npoexm ¢ Android Studio u wenxnume no xnonke Play (Hzpamy). TIpoext
CKOMITUJIMPYETCS U yCTAHOBUTCS HA Ball TesieoH.

B 1o Bpems kak Unity o6bI4HO He mpeTeprieBaeT GOJIbIIMX U3MEHEHUH MeKLY BBIITY-
CKaMU BEPCHIA, TPOIIECChl HACTPOUKK U COOPKH It MOOGUJIBHBIX YCTPOUCTB MOTYT CY-
IIECTBEHHO U3MEHSTHCS. [109TOMY UTOOBI He MOBTOPSITH JOKYMEHTAIIUIO C OIICAHUEM
Unity, KOTOpast MOKET OBICTPO YCTAPETh, MBI TPOCTO HAIIPABUM Bac K MOAPOOHBIM T10-
MIATOBBIM PYKOBOICTBaM jiuist Unity, omucsiBatonum HacTpoiiky st Android u i0S:

O «Hauajo paspaborku nox Android» (https.//docs.unity3d.com/ru/current/Manual/
android-GettingStarted.html)

O «Ilepssie mraru B 10S paspaborke» (https.//docs.unity3d.com/ru/current/Manual/
iphone-GettingStarted.html)

B o6oux cayuasx — iOS u Android — gy paspaboTku Tpebyercs 3arpy3uTh U ycTa-
HOBHTH 3HAYMTENBHBI 00bEM MTPOrpaMMHOTO oOecriedeHust. Mbl peKOMEH/IyeM BbI-
[OJIHATh YCTAHOBKY B TOM MECTe, T/l Y Bac OylIeT KaueCTBEHHOE TOAKIIUYEHUE
K MHTEPHETY.
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Kyaa matv panblue

Jlo6po noskasiosarhb B nocjae Huil pasjaen kuuru! Ecjin BbI JOILIN 10 9TOrO MeCTa, TO,
3HAUUT, COBEPIINJIN OOMBINOE Ty TEIIECTBIE: HAUaB ¢ HYJIsl, CO3/IaJIN JIBE 3aKOHUYEHHBIE
UTPBI, & 3aTEM Y3HAIHU, Kak Mpucrocoduts Unity Mo/ CBOM HYKIBL.

Eciin BbI cpasy 1mepeckoun/In B KOHEI[ KHUTH, He IPOYUTAB ee: BOT TaK OHA 3aKaHYMBa-
ercs. [loznpasisiem co cnioitiepom!

[Ipeske yeM HAIIU TYTH Pa3OWIYTCs, BOT HECKOJIBKO TTOJE3HBIX PECYPCOB IS GyIy-
EeT0 YTEHUST:

O Unity npeamaraer oTmunyo 1oKyMenTanuio (https.//docs.unity 3d.com/ru/current/
Manual/UnityManual html), KoOTOpast MOKET CJIYKUTh CIIPABOYHBIM PYKOBOJCTBOM
0 BCEM acrekTaM pepakTopa. JJokyMeHTaius pasbura Ha JBa paszesa; «PykoBos-
crBo  Unity» (https;//docs.unity3d.com/ru/current/Manual/UnityManual html),
IJle OIIMCHIBAETCS PEJAKTOP, a TAKKe CIPABOYHUK [ Pa3pabOTYMKOB CIieHapu-
e «Scripting References (https;//docs.unity3d.com/ScriptReference/index.html),
OIUCHIBAIOIIMIT BCE KJIACChI, METOABI U (DYHKIMK ITporpaMMHoro nntepdeiica Unity.
ITO Ype3BHIYANHO YAOOHBII CIIPABOYHIK.

O Odurnmanbaeiit hopym nosmbsosareseit Unity (https;//forum.unity.com/) — 1ieHTp
JUISL IUCKYCCUI B COOOIIECTBE M OTJIMYHOE MECTO, T/IE Bbl CMOKETE MOJYUUTD 110~
MOIIb.

QO Unity Answers (https.//answers.unity.com/index.html) — oduimasbHo momIep-
JKMBaeMbIi GOpPyM, T/Ie MOKHO 3a/1aTh BOIIPOC M MOJYYHUTh OTBET. Ecim y Bac ecTb
KaKOW-TO KOHKPETHBIH BOIPOC, TIOMMINTE CHAaYaIa OTBET Ha 9TOM (opyMe.

O B Unity yacro npoBogasarcs onaitn-rpenaunru (https.//unity3d.com/ru/learn/live-
training), B KaxKJI0M U3 KOTOPBIX OJINH M3 UX CIIEIUATICTOB IEMOHCTPUPYET KaKyio-
TO BO3MOKHOCTD MJTH JIasKe 3aKOHYEHHBIH TPOeKT. EcIIi BbI He MoTajieTe Ha OHIaiit-
TPEHUHT, BbI CMOKETE TIPOCMOTPETH €T0 B 3ATIHCH.

O Hakonerr, na caiite Unity MOKHO HalTH MHOKECTBO OOYYaOIMX MATEPUAIOB
(https://unity3d.com/ru/learn/tutorials), or BBOIHBIX PYKOBOJCTB JIISI HAUMHAIO-
X 710 60Jiee MPOABUHYTHIX U CHIEIUATU3UPOBAHHBIX HHCTPYKITHIA.

Haneemcs, Bam monpaBusiachk ata KHUTa. Eci BbI CO3/IaIUTE YTO-TO CBOE, ITYCTh JasKe
HeGOJIBINOE, UM BAM YTO-TO HE MOHPABHUJIOCH, MBI GY/IEM Pajibl JIOOBIM BAIIUM OT3bI-
BaMm. [Tumure Ham 110 agpecy unitybook@secretlab.com.au.
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Hoxrop Ixxon Maununr (Jon Manning) u nokrop Ilapuc Barruna-Anmucon (Paris Butt-
field-Addison) — coocuoBatenu cryauu Secret Lab, rie oHY cO31a10T UTPBI U HHCTPYMEHTBI J1JIsT
paspaborunkos. Henasno onn cosnanu cepuio urp ABC Play School miist iPad, okazanm momorinb
B cosnannu nuan-urpsl Night in the Woods u paspaborasu mpumoskenue 1ist geteit Qantas Joey
Playbox.

B Secret Lab onu cosnanu ppeiiMBopk YarnSpinner A/t HappaTUBHBIX NP M HATIUCAIU HECKOJIb-
ko kHur st u3garesnbersa O'Reilly Media.

Panee /Ixxon u Ilapuc paborain B KauecTBe pa3pabOTYNKOB MIPOrPAMMHOTO OOECTIEUEHUST 11T
MOGUJIBHBIX YCTPOMCTB 1 MEHEIKEPOB 110 NpoayKTy B Meebo (11031H€ee iprobpereHHoil Koprio-
parueii Google). O6a uMerT creretb J0KTOpa B 00J1aCTH KOMITbIOTEPHBIX TEXHOJIOTHH,

Cassarbes ¢ sronom Moskio B Teutrepe (@desplesda) v wa ero caiite hitp.//www.desplesda.net,
a ¢ [Tapucom — B TeutTepe (@parisba) wiwv na caiire http.//paris.id.au.

¥ cryauu Secret Lab ectb cBoii akkayHT B TButrepe (@thesecretlab) u caiir hitp.//www.secretlab.
com.au.

BbixoaHble AaHHbIE

Ha o6soxke xkauru «Unity st pazpaborurika. MoOusibHble MyJIBTUILIAT(HOPMEHHbBIE UTPbI»
n306pakeHbl HOBOrBUHelckuii nagmounnk (Eurycantha calcarata) v xyk-nposocek (ceMeiicTBoO
Cerambycidae).

HoBorBuHelicKuii MaiouHUK — TPaBOSAHOE, OECKPHIJIOE HACEKOMOE, PaclpoCTpaHeHHoOe B AB-
crpasin 1 Okeannu. Myskckue ocobu Beipactaior 10 10—12 caHTHUMETPOB B JIHHY, a KEHCKHE,
GoJiee KpymHble, 10 15 canTMeTpoB. B otiimurie ot 6OJIBIINHCTBA HAJIOUHUKOB, JKUBYIIUX Ha J1e-
peBbsIx, npeacTaButenu Eurycantha calcarata xusyt Ha 3emie (0OBIYHO B TPOIIMYECKUX JIECAX ),
rJie KOPMSITCSI HOUbIO, & JJIsI 3AIUThI OT XUIIHIKOB UCTIOJIB3YIOT MACKMPOBKY 1 Kataserncuio. Onu
coGUPAIOTCs B TPYIINGI IO/ KOPOH 1 ApeMJtioT B Tederwe nust. B Tlamya — Hooit I'Butee aTn Ha-
CEKOMBIE TTOJTB3YIOTCST GOJIBIION MOITYJISIPHOCTBIO KAK JIOMAIIHIE JKUBOTHBIE, & [UIHHHBIE [INTIbI
Ha 33/[HAX HOTAX CaMIIOB HCIIOJIb3YIOTCS KaK PHIGOTOBHbBIE KPIOYKH.

JKyku 13 cemeiicTBa KyKOB-IPOBOCEKOB O0JIAIAI0T UCKIFOUUTENBHO JIMHHBIMU AHTEHHAMU, [JITHA
KOTOPBIX 4acTo npesbiiaeT auny teja. CemeiicTBo coctasisier 6osee 26 000 pasHOBUIHOCTEH, OT
JIPOBOCEKa-TUTAHA (CAMBbIN KPYIHBIH 5KyK B MU, JUTHHA TeJla KOTOPOro, Ge3 yueTra HOT, COCTABJISIET
32 cantmetpa) 110 posa Decarthia, IpefiCTaBUTEN TPEX PA3HOBUIHOCTENH KOTOPOTO UMEIOT JTHHY
BCEro HeCKOJIbKO MULTnMeTpoB. CBoe HasBamwe ceMeiictBo Cerambycidae oy aniio OT rpeyecko-
ro mua o Kepambe, pacckasbIBarOIIEro 0 macTyxe, KOToporo HUMQbI IIPEBPAIIAIOT B JKyKa.

MHuorue KUBOTHbIE, M306pakeHHble Ha 00J0KKax KHUT naaaresnbctBa O'Reilly, naxoparcs na
rpaHu ucuyesHoBeHns. Bee onn BaxHbI A5 Hatero Mupa. YToGbl y3HATh, KaK OMOYb UX COXpa-
HEHWIO, [I0CEeTUTE CTpaHully animals.oreilly.com.

Mzobpaskenue ayst 065105k Hapucosasia Kapen Monrtromepu (Karen Montgomery) mo mMotu-
Bam rpasiop u3 cbopuuka Ixxona /xopmka Byzna (J. G. Wood) Insects Abroad. Jlns nagnvceii
Ha 06J10kKe rcnosb3oBanbl mpudTel URW Typewriter u Guardian Sans. OcHOBHO# TEKCT KHU-
ru nabpan mpudrom Adobe Minion Pro; sarososku — mpugrom Adobe Myriad Condensed,;
dbparmenTtsr mporpammuoro koga — mpudrom Ubuntu Mono, cozmanubiv Jlaaronom Maarom
(Dalton Maag).
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