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BBenenue

VY4eOHO-MeToauUECcKOe Mmocodue, NpeaHa3HauYeHHOe Ui CTYIEHTOB
cnenuaibHocTH 1-40 05 01-12 «MHpOpMaIIMOHHBIE CUCTEMBI U TEXHOJIO-
ruu (B UTpOBOM MHAYCTpUM)». B mocobum mocinenoBaTenbHO H3J1araercs
MaTepual, HOCBAUIEHHBIN TEOPUH U TPAKTUKE, HEOOXOAUMBIMH JJIsI pa3pa-
OOTKM M BHU3YaJbHOTO OTPAKEHHSI KOMIBIOTEPHBIX UI'P PA3IMYHBIX >KaH-
pOB.

B mepBoM paszene onmuMcaHO CO3JaHHUE ABYMEPHBIX UIP Pa3IMUHBIX
YKAHPOB, TAKUX KaK: IPOCTas apKaJHasl Urpa; Urpa, yYUTHIBAIOIIAS 3aKOHBI
bu3KKY; MyTep; KapTOYHAs Urpa; UTPa B CJI0BA U MPUKITIOYEHYECKAS UTPa.

Bo BTOpOM omuchkIBaeTcs CO3aHUE TPEXMEPHOM WIPbI, KaK OT Mep-
BOI'0 JINIIA, TaK U OT TPETHETO JULA. B TpeTbeM pasjesie paccMaTpuBarOTCs
MOOWJIbHBIE U MYJbTUIIAT(GOPMEHHBIE UTpbl. B yeTBepTOM mNpHUBEAEHO
onucanue ontumuzauuu urp B Unite. PaccMoTpeHbl pueMsl pa3zpaboTku
CIIEHapHeM, MakeTHass 00paboTka, pa3roH (PU3MUECKOro JBI)KKA U JWHA-
Muyeckas rpaduka.



BBenenue B urpoBsbie mJIaTGopMsbl

Bwmecte ¢ co3manreM NEpBBIX WTP MPOTPAMMUCTHI MPUIILUIA K TOMY,
YTO KaXKJlasg Urpa COACP>KUT 0OIMe KOMIIOHEHTHI, JIake HECMOTPS Ha pas-
JUYHE alMapaTHhIX TIaTGopM. A TIepBbIE UTPHI UMETH MECTO Ha UTPOBBIX
aBTOMaTax pasMEPOM C XOJIOAWIbHUK.

O6mias st urp PyHKIMOHAIBHOCTD — rpadUuecKue peiieHusi, urpo-
BbIE MEXaHWKH, pacdeT GU3WKHA M APYroe — CTajla BBIICTATHCS B OTIACITb-
Hble OMOJMOTEKHU, HO, JJISI TOTO YTOOBI OBITh «MI'POBBIM JBHXKKOM) OBLIO
enie Janeko. Bo MHOroM 3T0 ObLIO CBSI3aHO C CEPbE3HBIM PA3JIUYUEM ITPO-
rpaMMHO-AMMapaTHBIX TIATGOPM M HEOMNPEJCTICHHOCTH B CaMHX HIpax.
Benp kaHpbI U TUIIBI UTP €IIe MPEACTOsI0 H300peCTH, MpU TOM, YTO MHO-
r'vie MepBbI€ UTPHI OBLUIA TEKCTOBBIMH.

CoOCTBEHHO, UMEHHO [JIsi PAaHHUX aJBEHUyp M IIaThOpMEpPOB U
CTaJIM BO3HHWKATh WTPOBBIC IBMIKKH, OCOOEHHO C pa3BUTHEM Tpadukud —
XOpOIIMM IPUMEPOM MOKHO Ha3zBaTh Adventure Game Interpreter (AGI).
[Ipu pazpabotrke King’s Quest B mamekom 1984 roay, mporpamMMucTbl
Sierra On-Line cTonKkHYIHCh C HEY100CTBOM HU3KOYPOBHEBOW pa3pabOTKU
CTOJIb CIIO)KHOM M TEPCIEKTUBHOW MO Tpauke B T€ BPEMEHA HIPHI —
U pazpadoTanu Habop peureHuit, KoTopbiM 1 ctain AGI. Beero Ha Hem ObI-
JI0 BBINYIIEHO 14 pa3nuyHBIX U 3a 5 JIeT Ha 7 pa3iuyuHbIX Iatdopmax,
MO3TOMY MOHSITUE «KPOCCIIATPOPMEHHOCTH)» OBLIIO BaXKHBIM YK€ TOT/a.

OpHako, IBMKKH TOTO BPEMEHH PEIKO BBIXOJIMIIN 3a TMPEIebl H3HA-
JaJIbHOW KOMIaHUHU-Pa3paboTInKa 1, KaK IMPaBUjIo, ObUIA JOCTATOYHO Y3-
KOCITeIIMAIM3UPOBAHHBIMHE TIO]T KOHKPETHBIN KaHP UTPHI.

Hauano

Curyanusi Hayaima MeHSATbes B 1993-m roy mocie BBbIXOJa UIPbI
Doom ot xomnanuu i1d Software. XoTs mpu ee pa3paboTke HCIIOIb30Ba-
auch HapaOoTku jBuxkka Wolfenstein 3D, ¢ Touku 3peHUsT BOBMOXKHOCTEMN
U MOJIyJIbHOCTH B HEW OBLI COBEPILIEH HACTOSIIUN TEXHOJIOTUYECKHUM MPO-
pbIB. B TO Bpemsi Buieonponeccopsl ObLIN HE CITOCOOHBI 3P (HEKTUBHO pa-
0otath ¢ TpexMmepHou rpaduxoit, noaromy JIxon Kapmak (Bemyuiuit mpo-
TPaMMUCT JBUXKKA) BBITIOJHSUI BCE HEOOXOAMMBICE MAaTeMAaTHYECKHE BHI-
YUCJICHUS, CIyKalllhe Il MAHUMYJIAIUH C TPEXMEPHBIMHU OOBEKTaMH,
CBETOM, 3aT€HEHHEM, HAJIOKEHUEM TEKCTYp U IIPOYEro CaMOCTOsATENbHO. B
pe3yibTaTe, n300pakeHre BBITIIAIEIO TPEXMEPHBIM, HA CAMOM JieJie TaKo-
BbIM HeE sBJIssICh. [loaTomy Doom engine (niepBasi Bepcus id Tech) Ob11 He
HUCTUHHO TPEXMEPHBIM, a TCeBAOTPEeXMepHbIM. HOo BaXXHO TO, 4TO TEXHU-



YyecKasi COCTaBJISIONIAs ATOM WUIPhI 3ajiajia CTaHJApT JUIsl TOr0, YTO MOTJIO
HAa3bIBATHCSI UTPOBBIM JIBUKKOM. A UMEHHO, IBHKOK Doom ObUT MOJTYb-
HBIM, MPEJICTABIS U3 ce0sl HA0OP MOACUCTEM, B HEM KaXK[[bIi YE€TKO OTJIe-
JICHHBIN MPOTPAMMHBINA CJIOM OTBEYaa 3a 00pabOTKYy CBOEH MOpLUU JaH-
HbIX. B pe3ynprare, ucnonb3oBaTh ero s pa3nuyHbix urp (Hexen,
Heretic, Strife) u cunamu croponHux paspadborunkoB (Raven Software u
Rogue Entertainment) crano mamHoro npore. [loaromy nosiBieHue urpo-
BBIX JIBUKKOB OTHOCAT K cepeaune 90-x rogoB 20-ro Beka, TO €CTh TOTa
OKOHYATEIbHO CHOPMUPOBATIOCH OIMPEJICICHUE UTPOBOTO JABUXKKA B COBpE-
MEHHOM CMBICIJIE.

WUrpoBoii ABMKOK MPEACTABISIET CBOCOOPA3HYIO Y3KOCTIEIIUATU3UPO-
BAHHYIO OINEPAMOHHYIO CUCTEMY, MOCKOJbKY BKJIIOYAET BCE MOIYJIH IO-
cienHeil. B Hero BXOIAT: cucTema yIpaBieHUs MamsThlo, Tpaduueckas
MoJICUCTEMa, CUCTEMA BBOJIA, ayAHO MOJCUCTEMA, UCKYCCTBEHHBIN MHTEN-
JeKT, pusnueckas MoACUCTEMa, CeTeBas MOACUCTEMA, PEAAKTOP UTPOBBIX
ypoBHeH u apyroe. Kpome Toro siapo ABUXKKa MOXKET MPEIOCTaBIISITH OCO-
ObIil TOAXOJ K paboTe ¢ ¢ailiamu — (pailioByto (pecypCcHyI0) CUCTEMY, a
TaK € OTJIMYAlOIIUecss OT OCHOBHOW OIEPAIMOHHOW CHUCTEMBbI CpPEJICTBA
paboThl ¢ MHOTOMIOTOYHOCTHI0. COBPEMEHHBIN UTPOBBIE ABUKKU BI0OABOK
BKJIIOYAIOT MHTEPIIPETATOP CKPUIITOBOIO SI3bIKA, 3aTOYEHHOTO JJIs OIHKCa-
HUSl UTPOBOM JIOTUKH, a HEPEAKO M MOJIHOCTHIO BU3YabHBIA €€ PeAaKTop.
Ero ucrnonb3oBaHue MO3BOJIAET aOCTParupoBaThbCsl OT OMHCAHUS HU3KO-
YPOBHEBBIX KOMaHJ| U MHCTPYKIIUH, a CKOHIIEHTPUPOBATHCSI HA TeUMILIEe.
Ha stom cocTaBisitonye ABUKOK KOMIIOHEHThI HE OTPaHUYUBAIOTCS, UX
MOXET OBITh KaK OOJIbIIIE, TAK U MEHBIIIE.

Ienu

WUrpoBoil ABM>KOK B MEPBYIO OUYEPEAb CO3/AAETCA B LEISIX YIPOLUICHUS
U yCKOpeHus pa3paboTku. [loaTromy BKIIIOUAET CpencTBa sl CO3JaHUs UT-
poBoro mupa — level-monenunra, UMnopra 0ObEKTOB, TEKCTYPUPOBAHMS,
3arpy3Kd U aHUMAIMK TIEPCOHAXEH, Co3/1aHns BU3yalbHBIX 3¢ (exToB, Ha-
CTPOUKHU (PUBMKU U MPOYETO.

Brtopoii 3HaunTeNbHOM 1EeNbI0 pa3pabOTKK JBUKKA SBISETCS KPOCC-
1aTGOPMEHHOCTh WK MIATHOPMOHE3aBUCUMOCTh pa3padaTbiBaeMOM WUT-
pbl. TO €CTh BOBMOXHOCTD €€ 3aIllyCKa ¢ MUHUMaJIbHO BO3MOXHBIMU H3Me-
HeHusiMU. CoBceM 0Oe€3 M3MEHEHUN Ha JIpyroi miaTdopme OCyIIEeCTBUTH
3aIlyCK UIPbl HE yAAcTCA M3-3a alllapaTHBIX pa3jIMyuii, B TOM YUCIE: pa3-
MEPOB IKpaHa, CPEJCTB U CIIOCOOOB yMpaBIeHUS U JP.



Pa3BuTne UrpoBBIX JBUKKOB MPOUCXOJUT BMECTE WM MOJI BIUSHU-
€M pa3BUTHS aNMapaTHBIX U MPOTPaMMHBIX MIaT(OPM, BMECTE C MOsBIIE-
HHUEM HOBBIX WTPOBBIX JKAHPOB M HM3MECHEHHSIMH BKYCOB IIOJIb30BATEIEH.
KopoTko roBopsi, pa3BUTHEM UTPOBOM MHIYCTPUH B LIETOM.

I'enesuc zpaghpuueckux cucmem

B cepenune 90-x mocie mosBIeHUS BUACOMPOIECCOPOB, CIIOCOOHBIX
oOpabaThiBaTh TPEXMEPHYIO TI'padUKy CTad TOSBIATHCA MPOTPaMMHBIC
uHTepdeiicel, ynpomarine ee pa3padborky. Beaen 3a kpoccmiargopmen-
HeiM OpenGL Ha cueny B coctaBe DirectX Boimen Direct3D s
Windows. OTtu 2 Bu3yanuzaTopa Ha MHOTO JIET BIIEpE] OMPEIETUIN CIO-
coObI rpahUUEeCKOTO BHIBOIA B UTPAX.

B 1996-m rony Beinuia urpa Quake Ha Quake Engine. DToT ABUXKOK
OKa3aJl KOJIOCCAIbHOE BIUSIHUE HA UTPOBYIO UH]IYCTPHIO.

[Toutn 50 KOHIA NECATUIIETHS HA PBIHKE MPOMEKYTOYHOTO IMPO-
ITPaMMHOT0 oOecriedeHus sl Urp (IpYyruMHy CIOBaMU, UTPOBBIX JIBUKKOB)
MPaKTUYECKH €IMHOJI WYHO puTM 3anaBana 1d Software. Ognako B 1998-
M roay komnanus Epic Games Boimyctriia ycneminyto urpy Unreal Ha of-
HOMMEHHOM JIBH)KKE€ — C HACTOAIIMM TEXHOJIOTHYECKMM IPOPHIBOM IIO
ypOBHIO Tpaduku. Beaymmm mporpaMMUCTOM JBHKKA CTajl OCHOBATENb
Epic Tum Cyunu. Tum HapaBue ¢ Kapmakom siBiisieTcss Hambosiee 3HA4YU-
MO (hurypoit B uCTopuu ABMKKOB UrpoBoit muayctpun — u Unreal Engine
B €ro 3 u 4 Bepcusix o4eHb nomyisipeH u ceiyac. ['ox coycrs ot Epic BbI-
Iuia cTasiias emie 6osee nomysiasipHoi urpa Unreal Tournament.

B 5310 %e camoe BpeMsi KOHKYpUPYIOIIasi KOMITAHUS-Pa3pabOTUUK —
1d Software Beimyctiia MmyasTuIiLieepuyto urpy Quake 3 Arena (Ha JBHX-
ke id Tech 3), poBHo kak Unreal Tournament BKIIOYarONIyI0 CeTeBbIE Oa-
TaJuu.

OTU ABE UrPhl cTAIU iarMaHaMu UHIYCTPHUH, OIPE/ICTIUB €€ pa3BU-
THE€ Ha TOJIbI BIIEPE.

Ha pbeiHKe ObUIO HE Tak MHOTO MTIpOKOB. [loaTOMYy WX MpOAYKIIHUS
OblJIa OYEeHb JIopora, v (arMaHCKUE JIBUKKH JIMIIEH3UPOBAIUCH TOIBKO
JIOCTATOYHO KPYIHBIMU pa3pabOTUYMKaMHU,

Curyanus Hadalia KOPEHHBIM 00pa3oM MEHSThCS MPUMEPHO B CeEpe-
nuHe TnepBoro necstuietus 21-ro Beka. Torna Ha peIHKE U B CBOOOJHOM
JIOCTYIIE CTAJIO MOSIBIATHCA OO0JIBIIOE KOJMYECTBO CPEACTB AJIsl pa3paboTKU
urp. buznec nmpomexxyrounoro 1O (middleware) ctan Habupath 0O0OPOTHI.
CHauana pbIHOK 3amoyiHWiIcs rpaduuyeckumu (PperimBopkamu: Ogre,
DarkGDK u np., mpeaoctaBisifonige nporpaMMHUCTy BBICOKOYPOBHEBYIO



npocyoiky Haja rpaduueckuMm API. B To ke BpeMsi OTiIuYaromuecs ot ur-
POBBIX JIBUKKOB MTOJIHBIM OTCYTCTBUEM BHYTPUUTPOBBIX PEJAKTOPOB.

3aTeM Ha PBHIHOK MPUIUIM MOJHOIIEHHBIE UTPOBBIE JBUKKHU IO Iie-
HaM, YMECTHBIM [JIsi HEOOJIbIIION WHIWU-KOMAaHIbl Pa3pabOTUYUKOB, CPEAH
Hux: Torque 3D, Unity 3D, u mHorue npyrue. Jlake ctapToBaBIINEe Kak
dbnarmanckue aBuxKkN — Hanpumep, CryEngine ot Crytek u panee ynomsi-
HyThiid Unreal Engine — cTanu ucnosib3oBaTh HAMHOTO 00Jie€ JOCTYIHYIO
LEHOBYIO MOJUTUKY U CTAJIM JOCTYIHBI JaKe HAUMHAIOLIUM pa3padoT4u-
KaM.

BakHbIM TpeHJIOM UTPOBON MHIYCTPUU CTalu Ka3yaJbHbIC WIPHI.
OTH, MO CBOEH CyTH, HE3aMBICIOBAThIe, HO KpPacOuYHbIe, HE TpeOyroine
O€IIeHOT0 B3aUMOJCHCTBUSA C KJIAaBUATypPOM W MBIIIKOW TOJOBOJIOMKH C
TEXHUYECKON TOYKU 3peHUsl ObUIM MPOILE TPEXMEPHBIX XapIKOPHBIX IIY-
TEpOB, MOATOMY JIJIsi UX pa3pabOTKH HE MOHAI00MIOCh CUIILHON MOAU(U-
Kallui YHUBEPCAJIbHBIX JIBHXKKOB. Ho, 3aTO, B MHIYCTPUU MOSIBUJIUCH HO-
Bbl€ UTPOKH, Takue Kak: Torque Game Builder, HGE u npyrue.

B st0 xe Bpems, omarogapss World of Warcraft, B urposoit unmaycr-
pun ctanm oueHb nonyiasipael MMORPG — a mapauieibHO MHOTHE KaHPBI
Jienand Bce OOJBINYI0 CTaBKy Ha MyJirturuieep. Llenbiii psg ABUKKOB HE
CMOT TPEIOCTaBUTH MOJIH30BATENIIM HOBYIO (DYHKIIMOHAIBHOCTD /I KJTH-
€HT-CEPBEPHBIX NPUIIOKEHUHN, MOITOMY OHM YIUIM B HeOwiTHE. [pyrue
JBIKKM OBUTM alallTUPOBAHBI JUIsl MYJIBTUIUIEEPHOTO MUpa IyTeM pas3pa-
OOTKH I HUX CepBEpHBIX pemenuid, Tak s Unity 3D Obuin pazpabora-
Hbl Photon n SmartFox. Tpetuii TMII yHUBEpCATbHBIX IBUXKOB, H3HAYAIb-
HO SIBJISISICh KJIMEHT-CEPBEPHBIM, HE IMOYYBCTBOBaJd u3MeHeHuil. K Hemy
otHocutcst Torque 3D. Takxke Ha pPBIHKE MNOSBUJIMCH HOBBIC JIBUXKKH,
npeaHa3HauYeHHbIE A TJI00albHBIX MHOTOIOJIB30BATEIBCKUX WIp, Ha-
npumep HeroEngine, BigWorld, o0bequnstomume Macmrabupyemoe moa
TBICSYHA UTPOKOB CEPBEPHOE PEIICHUE U JOCTYIHBIA KOHKPETHOMY UTPOKY
KJIUEHT.

Ha prinke eme ¢ 90x cymecTBoBain Opay3epHbIe UTPHI, a 3aTeM
BTOPOE POXKJICHHUE UM JTaJIM COLMaIbHbIE CETH. HEOOX0AUMOCTh d(PHEKTUB-
HO CcO3JaBaTh WUIPHI I Opay3epa He ocTajach He3aMeueHHOMl. Pa3paboT-
YUKA YHUBEPCAIbHBIX TBWKKOB, Hampumep Torque 2D/3D, Unity 3D ot-
pearupoBajii Ha 3TO JOBOJIBHO OINEPATUBHO, BBIMYCTUB IUIATWHBI IS
Opay3epoB, KOTOpbIE MO3BOJIMIN OTOOpaxaTh rpaguKy MpsSMO B OKHE IO-
cineaHux. CHayana NomyJIIpHOCTh 3aBOEBAJI BU3yajlu3aToOp Ha OCHOBE TEX-
Hosioruu Flash, HO Mo nenomy psiny nmpUYMH 3Ta TEXHOJIOTUS BCe OObIIE
TepsieT CBOIO 010 Ha phiHKE. [loaToMy ceifuac aig BU3yalu3aluu B BeOe



4acTo MCHOJIb3yeTcs: Ombnunoreka juis sa3bika JavaScript — WebGL, koto-
pasi mO3BOJSIET CO3JaBaTh MHTEpakTHBHYH 3D-rpaduky. OgHako, u3-3a
HEJIOCTATKOB SI3bIKa, TAKUX KAaK OTCYTCTBHE MHOTOMOTOYHOCTH, OUOIMOTE-
Ka HE MOJKET MOJHOIIEHHO YIOBJIETBOPUTH MOTpeOHOCTH UrpoaenoB. Eii Ha
cmeny koHcopruymoMm W3C (kyma BxomaT: Microsoft, Google, Mozilla u
Ip.) pa3zpabaTbIBaeTCsi HOBBIM HU3KOYPOBHEBBIM OMHAPHBIN KOMIIMIHpYE-
MbIi hopmat WebAssembly.

ITon koner nepBoro Aecsatuietus 21-ro Beka o4eHb OBICTPO pa3BU-
BAJIUCh MOOMJIBHBIE TeXHOJIOTUH. Kak rpom cpeau sCHOro HeOa MOSIBUINCH
MOOMJIBHBIE YCTPOMCTBA MO MoIHOCTH conocTtaBuMbie ¢ [IK cpenneit 1e-
HOBOI KaTerOpUH U CIIOCOOHBIE 3aITyCKATh MOIIIHBIE UTPOBBIE MTPUITOKEHUS
co BcemH crietpddexTamu, KOTOpbIMU 00Jaai HU3KOYpOBHEBBIE Tpadu-
yeckue unrepdeiicel. Ha uTo pa3paboTymku UTpoOBBIX JBUKKOB OTBETHIIH
B HEKOTOPBIX CIIy4asix CO3JJaHUEM CIEIUATU3UPOBAHHBIX KOHBEPTOPOB,
CO3JIAIOIINX HATUBHBIN JIJI1 KOHKPETHOTO 000pYyAOBaHUS KOJI (KakK, HampH-
mep, Unity 3D), a B Apyrux — MOJEPHUZUPOBAIN CBOU MPOJIYKTHI IS
kpoccmiargopmenHoctu (k npumepy, Torque 2D, Cocos 2DX). Takxke, Ha
PBIHKE MOSIBIJIMCh HOBBIE UTPOKH, MPEJIararliie KpoccmiathopMeHHbIE
JBIKKH i1 BCETO MapKa MOOMJIBHBIX YCTPOWCTB, BBITIOJHSIONIAECS CO
CKOPOCThIO HATUBHOTO Kofa. [IpumMepsl mogoOHbix cpeacTts: Corona SDK,
Marmalade SDK, AGK (App Game Kit).

Takoke, BOZHUK 1EJbIA Psii KpOCCIIAT(HOPMEHHBIX JBUXKKOB, IMO3BO-
JSOMIMX pa3padoTaTh UTPYy MPU MUHUMAJIBHOM 3HAaHUM MPOTPAaMMHUPOBA-
Hus. [Ipumepamu moxkHo Ha3BaTh Construct 2 1 GameMaker Pro. Hcnonb-
3ysl TOTOBBIE€ PEIICHUSI U BU3YaIbHBIE PEAAKTOPHI, MOKHO OBICTPO — WHO-
I71a B TEYEHUE HECKOJIBKUX YacOB — CO3/1aBaTh MPOCTHIE UTPBI. ITO OKa3a-
JIOCh OCOOEHHO PACIPOCTPAHEHHBIM HA MOOMJIBHOM PBIHKE, TJE Pacmpo-
cTpaneHue free2play Moaenu u KOpPOTKasi UTPOBAsI CECCUS CAEHAIN IIPO-
CTBIE» UTPHI BIIOJIHE YCIEIIHBIM KaHPOM.

HuskoypoBHeBbie nporpammubie uHTepdeiicel: OpenGL, DirectX
Pa3BHUBAIOTCS B COOTBETCTBUU C Buaecoanantepamu. Pa3 B 1 — 2 roga nosis-
JSIFOTCSL HOBBIE BEPCHUM, KOTOpPbIE MOJJAEPKUBAIOT U JAIOT MPUKIATHBIM
nporpaMmuctam (pa3paboTyrMkaM JBUXKKOB) peaan3oBaTh BCHO (YHKIHO-
HaJIBHOCTH Jkemne3a. DirectX yxe moctur 12-i Bepcuu. C Apyroi CTOPOHBI
Ha cMeny OpenGL npumen Vulkan — HOBBIN KpoccruiaTOpMEeHHBIN Tpa-
dbuueckuii api, pazpadbareiBaeMbiii KoHCOpIImyMOM Khronos Group, kyna
BXOJISIT MPOU3BOIUTENH Keje3a u codra.

[Tocnennuii Ha TEKYIIU MOMEHT TPEHJ UI'POBOM UHIYCTPUHU — BUP-
TyaJibHasi/TOTIOJIHEHHAs pealbHOCTh. [lomaBstoiiee OOJBIIMHCTBO COBpE-



MEHHBIX UTPOBBIX JIBMXKKOB YK€ 003aBEIUCh MOAEPKKON JaHHOW TEXHO-
noruu, cpeaun Hux: Torque 3D, Unity 3D, Unreal Engine 4. Pazpabotano u
MHOECTBO CTOPOHHUX paciinpeHui, Takux kak Vuforia Unity Extension.
YrtoOsl peanu3oBaTh NOAIEPKKY 04koB VR pazpaboTymkam IBMKKOB HAJO
HE TOJIbKO JJOOABUTh BU3yaIM3alldI0 HA BTOPOU dKpaH (IJ1s1 BTOPOro Tiiasa)
C OTJIMYHBIM OT MEPBOTO COAEPKUMBIM (TaK Kak, MEPBbIA U BTOPOU Iriasa
MOTYT BUETh OTIUYAIOLIUECS CIEHBI), HO U TakK kK€ J0OaBUTh MOIICPIKKY
YIPaBJICHUS C HOBBIX YCTPOMCTB BBOJA, KOTOPBIE PA3JIUYHBI JIJIsI Pa3HBIX
rapauTyp VR U 1OKa HE CTaHIapTU3UPOBAHBL.



1. Coznanue 2D urpsoi
1.1. Co3nanue npocToii apKaaHON UTPHI

Ilpomomun 1: Apple Picker

Cyenaputi uepor Apple Picker

Urpok ympasiseT TpeMsi KOP3MHAMH B HIDKHEH 9acTH SKpaHa U MO-
KET TIepeMenaTh UX MBIIIBIO BJIEBO M BIPaBo. SIOJOHS B CIIy4ailHOM ITO-
pSAIKE pacKauWBaeTCsl B3aJA-BIEpen W COpachiBaeT sSOJOKH, M UTPOK JOJ-
K€H JIOBUTh WX B KOP3WHBI, HE JaBas yIacTh Ha 3eMJII0. 3a KaXKJIoe IOH-
MaHHOE SI0JIOKO UTPOKY HAYUCISIOTCS OYKH, HO €CJIU XOTs ObI OJTHO s10J10-
KO yIaJeT Ha 3€MJII0, BCE APYTrHue sSOJOKM MCUYE3al0T, U BMECTE C HUMU HC-
ye3aeT oJHa Kop3uHa. Korma urpok TepseT Bce Tpy KOP3WHBI, UTPa 3aBep-
aeTcsl.

Heposvie oovexmur GameObject 6 Apple Picker

A. Kop3ussbl: ynpaBisaioTcs UrpokoM. Kop3uHBI MOTYT JBUTaThCA
BJIEBO U BMPaBO, cieays 3a ABkeHusiMu Mbiin. Korna Kopsuna cranku-
BaeTcs ¢ sI0JIOKOM, SI0JIOKO CUMTAETCs] MOWMAHHBIM, U UTPOKY HAYUCIISIOT-
Csl OUKHU.

B. S16moku: cOpaceiBatorcs ¢ A0noHu v nanaoT BHU3. Ecnu 1010K0
CTaJIKUBaeTcs ¢ oAHOM u3 Tpex Kop3nH, OHO cuuTaeTcs NOMMaHHBIM U UC-
Ye3aeT ¢ PKpaHa (a UrPOK MOJTydaeT HECKOIbKO 0ukoB). Eciu s1010K0 10C-
TUTAET HUKHEN TPaHMIIbI SKPaHa, OHO UCYE3aET, U BMECTE C HUM UCYE3al0T
BCe s0JI0KM, UMEIOIINeCs: Ha HKpaHe. Takxke ncuezaet onHa Kopsuna (ca-
Mmast BepxHsis). [Tocne aToro S16;10Hs1 BHOBH HAUMHAET COPACHIBATH SIOJOKHU.

C. S16noHs: packaunMBaeTcCsl BJIEBO M BIPABO U COPACHIBAET SIOJIOKH.
SA610Kku cOpachIBAlOTCSI YEPE3 PErysipHbIE UHTEPBAJIbI, TO3TOMY E€IUHCT-
BEHHBIN DJIEMEHT CIIYYaWHOCTHU — 3TO JBUKECHUE BIECBO-BIPABO.

Cnucox deticmsutl ueposolx 06vekmos 8 Apple Picker

B sToM aHanm3e He paccMaTpHUBACTCs BO3PACTAIONIAsl CIIOKHOCTH
ypoBHEW B opuruHaibHOM urpe Kaboom. BmecTo 3TOoro mMer cocpemnoro-
qUMCS Ha JCHCTBUSX, BBITIOHIEMBIX KaKIBIM UTPOBBIM 00BEKTOM

eticmeus Kop3unwi

Kop3nHa BBINOJIHSET CIEAYIOINE 1EHCTBUSA:

— MEPEMEIIAETCS BIEBO U BIIPABO, CIEAYS 34 IBUKCHUSMU MBIIIIH;

— eciim Kop3uHa cTankuBaeTcst ¢ SI7I0KOM, 3TO SIJIOKO CUMTAETCS NOM-
MaHHbBIM.
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leticmeus si610xa

S16710K0 BBIMOTHSET CICAYIOIINE AEHCTBUS:

— I1aJ1aeT BHU3;

— €CJIM JOCTUTaeT HMKHETO Kpasi IKpaHa, 3aBepIiacT TeKyIIUN payH/T
UTPBI.

leticmsus si6;10HU

S16710HS1 BBITIOJTHSIET CIAEAYIONINUE IEUCTBUS:

— pacKayMBaeTCs 10 PKpaHy BJIEBO U BIPABO;

— cOpachIBaeT s10J10kH uepe3 Kaxbie 0,5 CeKyH/IbI.
A Temneps puCTynuM K co3nanuto Apple Picker.

Hauano: xyooscecmeennvle pecypcol

Kak mpototumn, 3Ta urpa He HyXaaeTcs B (paHTaCTHYECKOU Tpaduke,
OHa MPOCTO JO0JKHA pabotath. MICKycCcTBO, KOTOpOE BbI OyJieTe TBOPUTH B
MPOLIECCE YTEHUSI KHUTHM, U3BECTHO KaK HMCKYCCTBO IMPOrpaMMHUPOBAHUS,
HMCKYCCTBO TMOJTOTOBKH IMOYBBI JjIsi (DaKTUYECKOTO HIPOBOIO HCKYCCTBA,
CO3/1aBa€MOT0 XyJIOKHUKaMU. L{enb 3TOro uckyccTBa, Kak v MOYTHA BCETO
JIPYroro B MPOTOTHUIIE, — KaK MOXXHO OBICTpee MEPEHTH OT MU K JCHCT-
BYIOIIIEMY MPOTOTUNY XOPOIIO, €CINA BbI YK€ BJIAJCETE UCKYCCTBOM MPO-
IPaMMHUPOBAHUS, XOTsI 3TO COBEPIICHHO HEOOSI3aTEIIHHO.

AHbnons

1. B rmaBHoM mento Unity BeiOepute nyHkT GameObject->3D Ob-
ject ->Cylinder. DTOT UrpoBOil OOBEKT OYJIET CIYKHUTh CTBOJIOM SIOJIOHH.
[Tepeumenyiite Cylinder B Trunk, BeiOpaB ero B uepapxuu u IIEIKHYB Ha
1oJie ¢ MMeHeM 00beKTa B BepXHel yacTu nmanenu Inspector (MuCciekTop).

2. Tenepy BbIOepuTe TyHKT MeHI0O GameObject > 3D Object >
Sphere (UrpoBoit 00bekT > 3D 00bekT > Cdepa). [lepenumenyiite 00beKT
Sphere B Leaves u HacTpoiite ero komnoHeHT Transform, kak mnokaszaHo
HIDKE:

Leaves (Sphere) P:[ 0,0.5,0 ] R:[0,0,0]S:[3,2,3].

Bwmecte 00bexThl Leaves u Trunk momkHBI (HEMHOTO) HAIOMUHATH
JIEPEeBO, HO ceiiuac ATO JBa OTIEIbHBIX 00BEKTa. BBl MOKHBI CO31aTh
yCTOM UTPOBOM OOBEKT, KOTOPBIM OYIET UTPATh POJIb KX POJAUTENS U 00b-
€AMHSATH B OJAUH OOBEKT.
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3. Beibepure nmyHkT MeHIO GameObject > Create Empty (Mrposoii
o0bekT > Co3nath myctoi). B pesynbraTe Oynet co3gaH MyCcTON UTPOBOM
o0wekT. Hactpoiite ero kommoneHt Ttransform, kak moka3aHo HIKE:

GameObject (Empty) P:J0,0,0 ] R:[0,0,0]S:[ 1,1, 1]

[TycToit urpoBoil 0OBEKT BKIIIOUAET TOJIHKO KOMIIOHEHT Transform u
MOXET CIIYKUTh MPEKPACHBIM KOHTEUHEPOM ISl IPYTUX UTPOBBIX 00BHEK-
TOB.

4. B maHenu wuepapxXxus HW3MEHHTE HMS HWIPOBOrO OOBEKTa Ha
AppleTree

5. IleperamuTe 1Mo OTAECIBHOCTU UTpoBble 00BEKTHI Trunk u Leaves
B AppleTree

Temepp, korma wurpoBble 00bekTHl Trunk m Leaves mnomaunHEHBI
AppleTree, ecnu monpoOoBaTh MEPEeNBUHYTh, MAaCIITAOMPOBATH WJIU TIO-
BepHyTh AppleTree, BMecTe ¢ HUM NEPEABUHYTCS, U3MEHST MACIITa0 WIH
noBepHyTcs 00a oobekta — Trunk u Leaves. [lonpoOyiiTe noskcnepumen-
TUPOBATh ¢ mapameTpamu kommnoHeHTa Transform o0wekra AppleTree.

6. [lourpaB ¢ HacTpoiikamMu KoMImoHeHTa Transform oObekTa
AppleTree, ycraHoBUTE X, KaK TIOKa3aHO HUXKE:

AppleTree P:] 0,0,0 JR:[0,Q,0]S:[2,2,2]

7. JobaBbTe kommoHeHT TBepAoro Tena Rigidbody B AppleTree, BbI-
JeIUB €ro B Hepapxuu U BhIOpaB B 1aBHOM MeHIO Unity ITyHKT
Component > Physics > Rigidbody

8. B uncnekrope misi komnoneHTta Rigidbody o0bexta AppleTree
caumute ¢aaxok Use Gravity. Eciu octaBuTh ero, s010Hs OyAeT majaathb
BHU3 TIPY MIPOUTPHIBAHHH CIICHBI.

lIpocmoie mamepuanvt ona AppleTree

JlaBaiiTe 10OaBUM HEMHOTO KPACOK B CIICHY.

1. Beibepute nmyHKT MeHio Assets > Create > Material (Pecypcor >
Coznats > Martepuain). B pesynbrate B nanenu Project (ITpoekt) nmosButcs
HOBBIM MaTepHall.

A. Ilepeumenyiite ero B Mat Wood.

B. Ileperamure matepuan Mat Wood Ha o0bekT Trunk B ciiene wim
B nmanenu Hierarchy (Mepapxus).

C. Bribepute Mat Wood B manenu Project (IIpoexr).

D. B uncnexrope mist Mat Wood, B paznene Main Maps, BeiOepuTe
B nosie Albedo KOprUYHEBBIH LIBET, KaKOI BaM TOHPABUTCSI.

2. I[Ipomenaiite TO *€ caMO€ M CO3JAUTE MAaTepHal C HMEHEM
Mat Leaves.
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A. Ileperamure matepuan Mat Leaves Ha oObekT Leaves B ciieHe
vy B na"enu Hierarchy (Mepapxust).

B. Beibepute B nosie Albedo mist matepuana Mat Leaves 3eleHblii
I[BET, HAIIOMUHAOIIH IIBET JIUCTHEB.

3. Ileperamure AppleTree u3 manenu Hierarchy (Mepapxwus) B ma-
Henb Project (ITpoekT), 4ToOBI CO3/1aTh 11a0JIOH.

4. YcraHoBUTE KOOpAMHATBHI, MOBOPOT W MacmTad »3ieMeHTa
Directional Light B nepapxuu, Kkak Noka3aHo HUXKE:

Directional Light P:[ 0, 20, 0 ] R:[ 50,-30,0]S:[1,1,1 ]

5. UtoObl cmectuth AppleTree BBepx, BriOepute 00bekT AppleTree
B HE€pAPXUU U U3MEHHTE ero koopauHarsl Ha P:[ 0, 10, 0 |.

Apple

[Tocne co3panus 16100 AppleTree MOKHO MEPEXOAUTH K CO3/IAHUIO
madJioHa s10J10K, KOTOpble OyAyT MajaTh ¢ S0JIOHH.

1. Beibepute mynkt meHro GameObject > 3D Object > Sphere (Mr-
poBoit 00BeKT > 3D 00bekT > Cdepa). [lepenmenyiite co3gaHHbI OOBEKT
B Apple u HacTporite ero komnoHeHT Transform, kak Moka3aHo HIKE:

Apple (Sphere) P:[ 0,0,0 ] R:[0,0,0]S:[ 1,1, 1].

2. Co3pmaiiTe HOBBIM Matepual ¢ umeHeM Mat Apple u BbiOepuTe B
nosie Albedo kpacHbIH LIBET.

3. Ileperammure Mat_ Apple nHa Apple B nuepapxumu.

Hobasnenue guzuueckux xapakmepucmuk 1010Kka

1. Beibepute Apple B manenu Hierarchy (Mepapxus). B rnaBHOM
Mento Unity Bei6epute myHKT Component > Physics > Rigidbody (Kommo-
HeHT > @u3uka > TBepaoe Teno).

2. lllenkuute o kuomnke Play (Urpats), u Apple ynaner BHU3.

3. Hlenxuure no kHomnke Play (Mrpate) emie pa3, 4ToObl OCTAHOBUTH
BOCIIpOU3BEJIeHNE, U Apple BepHETCsl B HaYaIbHYIO TTO3UIIHIO.

Jobaesnenue meea «Apple» 6 o6vexm Apple

[To3aHee BaM MOHAIO00UTCA MOJTYYUTh MACCUB BCEX UTPOBBIX OOBEK-
TOB Apple Ha skpaHe, a YTOOBI YIIPOCTUTH ATy 3a/1auy, CHAOAUM UX CIEIH-
IbHBIM TETOM.

1. Beibepute Apple B nepapxuu, MEeIKHUTE IO KHOIKE B UHCIIEKTOPE
psiaoM ¢ Haanuckio Tan u B oTKpbiBIIEMcs ciiucke BeiOepute Add Tag.

2. lllenkHuTe 1O 3HAaUYKYy +, YTOOBI 1OOABUTH HOBBI TET.
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3. Beenute B none New Tag Name (Mms HOBOTO Tera) Texkct Apple
(C) u menkuute Ha kHomke Save (Coxpanuth). B cmnucke Tags (Term)
nosiBUTCs aneMeHT Apple (D).

4. llenkaute M0 00BbEKTY Apple B mepapxuu, yToObl BEPHYTh OTO-
OpakeHre HaCTPOEK ATOT0 0OBEKTa B MHCIIEKTOPE.

5. llenkHuTe MO KHOMKE PAJIOM C HAaANUChio Taj eiie pa3; Tenepb B
cniucke Bbl yBUnute Ter Apple. Beibepute nmyHkT Apple B ciucke Teros.

lIpeobpazosanue Apple 6 wabnon

Brinonaute cieayromuye maru, 4To0bl npeoopa3oBaTh UTPOBOM 00b-
exT Apple B mrabmoH:

1. Ileperamute Apple u3 nmanenu Hierarchy (HMepapxus) B manenb
Project (IlpoekT), 4T0OBI co31aTh 1M1a0I0H] .

2. Ilocne co3manus mabioHa Apple B manenu Project (IIpoekr)
HIeJIKHUTE 10 3K3eMIuLsipy Apple B manenu Hierarchy (HMepapxus) u yaa-
aute ero (BeiOpaB nyHKT Delete (Y 1anuTh) B KOHTEKCTHOM MEHIO — IIENTY-
KOM TIPaBOW KHONKH MBIIIA — WIA HaXaB KOMOWHAIIWIO KIIABHIII
Command-Delete (mpocto Delete B Windows) Ha knaBuatype).

Basket

HckyccTBO mporpaMMUpOBaHUs KOP3UHBI, KaK U APYTMX OOBEKTOB,
HE COJICPKUT HUYETO CIIOKHOTO.

1. Boibepure B rnmaBHom MeHio Unity nmynkt GameObject > 3D
Object > Cube (UrpoBoii 00bekT > 3D o0bekT > Ky0). Ilepeumenyiite B
Basket u nactpoiite ero komnoneHt Ttransform, kak mokazaHo HUXeE:

Basket (Cube) P:] 0,0,0] R:[0,0,0]S:[4,1,4].

2. Co3pnaiiTe HOBBIM MaTepualn ¢ umeHneMm Mat Basket, okpackTe ero B
HEHACBIIICHHBIN JKEJIThId LBET (HApUMEp, COJIOMEHHBIN) U MPUMEHHTE
MaTtepuai K KOp3uHe.

3. Jo6assTe B Basket komnonent Rigidbody. Beinenure Basket B
uepapxud W BblOepute B riaaBHOM MeHO Unity nmyHkr Component >
Physics > Rigidbody (KomnonenT > ®@u3uka > TBepaoe Teio).

A. B nncnekrope nns komnoneHta Rigidbody oobexra Basket cHu-
mute paaxok Use Gravity.

B. Tam ke ycranoBute ¢aaxok Is Kinematic.

4. Tleperamute Basket u3 nmanenu Hierarchy (Mepapxus) B maHenb
Project (Ilpoekt), 4ToOBI cO37aTh I1A0JIOH, U YJAJTUTE OCTABIIUMUCS IK3EM-
wisip Basket u3 nepapxuu (kak Mbl poienaim 3To ¢ IK3eMIUIipoM Apple).

5. CoxpaHHTE CLEHY.
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Hacmportika kamepol

OJHUM U3 BaXXHEUIINX aCIEKTOB JII000M UTpHI SIBJISETCS BHIOOD IMpa-
BWJIBHOTO MecTonoJioxkeHus: kamepol. B Apple Picker nHam HyxHO, 4TOOBI
KaMmepa 0ToOpakaja UTPOBOE TOJIe MPUIUIHOTO pazmepa. [TockonbKy urpa
M0 CYTH SIBIIETCSI IBYMEPHOM, TaKKe HY>KHO HACTPOUTH Kamepy, YTOOBI
OHa JlaBaJia OPTOrpapuYECKyI0 MPOEKIIMIO BMECTO MEPCIIEKTUBHOM.

Hacmpotixa kamepwl ons Apple Picker

Teneprs HacTpoum kamepy Juist mpototuna Apple Picker:

1. Bribepure Main Camera B nanenu Hierarchy (HMepapxus) u Ha-
cTpoiTe KoMroHeHT Ttransform, kak moka3aHO HIKE:

Main Camera (Camera) P:[ 0, Q,-10 JR:[ 0,0,0 ] S:[ 1,1, 1].

2. B uncnekrope ans koMmrnonenta Camera yCTaHOBUTE CIEAYIOIIHE
3HAYCHUS:

A. B none Projection BeiOepute 3nauenue Orthographic.

B. B nosie Size ycranoBute 3HaueHue 16.

B pesynprate AppleTree moayduT onTUMaIbHBIC pa3Mephl B TTAHEH
Game (Mrpa), u octaHeTcs JOCTATOYHO MeCTa JJis MmajeHus s0JI0K, KOTO-
pbI€ UTPOK JOJIKEH JIOBUTH B KOP3UHBI.

Hacmpoiika nanenu Game (Hepa)

Emie onHUM BaXHBIM (DAKTOPOM WIPHI SIBISIETCS COOTHOIIEHHUE CTO-
poH nanenu Game (Mrpa).

1. Bepxy nanenu Game (Mrpa) umeercs pacKpbIBAIOIIUIACS CITUCOK,
B JIaHHBIH MOMEHT oToOpakaromuii Free Aspect. DTo ciucok BeIOOpa CO-
OTHOIIIEHUSI CTOPOH.

2. lllenkHuTEe HA CMHMCOK M BBIOEpUTE MYHKT 16:9. DTO cTaHmapTHOE
COOTHOIIIEHUE CTOPOH IIUPOKO(POPMATHHIX TEICBU3HUOHHBIX HIKPAHOB U
KOMITBIOTEPHBIX MOHUTOPOB, MO3TOMY JaHHBIM BHIOOP AACT ONTHUMAIbHOE
1300paKeHHe, €CJIM 3aMyCTUTh UTPY B MOJTHOAKPAHHOM PEXUME.

IIpoepammuposanue npomomuna Apple Picker

Teneps 3aiimeMcsi peaau3aleil mMporpaMMHOr0 KOja, KOTOphIH Oy-
JIET MPUBOJIUTH B JABMKEHUE MPOTOTHUII 3TOW UTPHI. J[BaXKIbI METKHUTE TIO
cueHaputo AppleTree B manenu Project (IIpoekt), 4TOOBI OTKPHITH €rO.

HaMm moHamo0sTcst HEKOTOphIE NTepeMEHHbBIC JUTSI XPAaHSHHSI HACTPOCK;
qTOOBI 100aBUTH WX, OTKpoiTe Kiacc AppleTree B MonoDevelop u BBeu-
T€ CIEIYIOLINAN KOJ:
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class AppleTree : MonoBehaviour {
[Header("Set in Inspector")]
// I1labioH g co3aadus 100K
public GameObject applePrefab;

// CKOPOCTb IBUXKEHHUS S0JIOHU
public float speed = If;

// PaccTostHuE, HA KOTOPOM JTOJDKHO M3MEHSTHCS HAIpaBJICHUE JBU-
»kenus 16108 public float leftAndRightEdge = 10f;

public float chanceToChangeDirections = 0.1f;

// YacToTa co3gaHus sk3eMIULsipoB si0yiok public float secondsBe-
tweenAppleDrops = If;

void Start () {

// CopachIBaTh sI0JIOKU pa3 B CEKYHIY |

void Update () {

// TIpocTtoe nepemetnienue // I3MeHeHne HaMpaBJICHUS }

}

Coxpanute cuenapuit AppleTree B MonoDevelop u BepHuTech B
Unity.

2. UtoOBI 3TOT KOJ JNEUCTBUTEIBHO YTO-TO JieJiall, €r0 HYXKHO TOJ-
KJIFOUUTh K UTpOoBOMY 00BekTy AppleTree.

A. Ileperamure cuenapuit AppleTree u3z manenu Project (IIpoekr)
Ha mabio0H AppleTree B Toi xe manenu Project (ITpoexr).

B. llenkaute mo sk3emiuisipy AppleTree B manenu Hierarchy (He-
papxus); B pe3yJbTare cleHapuil J00aBUTCS HE TOJBKO B I1a0JIOH
AppleTree, HO 1 BO BCE €ro SK3EMIUISIPHI.

C. BriOepute AppleTree B mepapxuu; B MHCIEKTOpPE, B paszfelie C
komrnoHeHTOM AppleTree (Script), JOJDKHBI MOSABUTHCS BCE TOJBKO YTO
OOBSIBJICHHBIE [TIEPEMEHHBIE.

3. [TompoOyiiTe mepemectuth AppleTree B clieHe, U3MEHSIA KOOPAU-
HaTel X 1 Y B KommoHeHTe Transform B mHCIEKTOpE, YTOOBI OMPEACIUTD
HauJydiiee Mectonosioxkenne AppleTree mo BeicoTe (position.y) U yTou-
HUTH JIEBYIO U MPaBYIO IPAHUIIBI JIJISl IEPEMEIICHUSI.

A. YcranoBute koopaunatsl AppleTree B P:[ 0, 12, 0 ].
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B.B nepemennyio leftAndRightEdge xkommnonenta AppleTree
(Script) B uHCIekTOpe BBeaUTE 3HaUeHue 20.

IIpocmoe nepemewenue

Teneps 1060aBUM mepeMeIeHue si0IOHU.

1. HobasbTe B MmeTon Update() cuenapusi AppleTree ctpoku u3 cie-
JYIOUIETO JUCTUHTA.

public class AppleTree : MonoBehaviour {

void Update () {

// TIpocToe nepemenieHne

Vector3 pos = transform.position;

pos.x += speed * Time.deltaTime;

transform.position = pos;

// I3MeHeHre HampaBIeHUS

2. Coxpanure cueHapuii, Bepautech B Unity U MIEJIKHUTE IO KHOMKE
Play (Urpats). Tenepp Bbl JOJKHBI YBUAETH, KaK s10J10Hs1 AppleTree oueHb
MEJIEHHO MepEeMEeIAeTCs 0 AKPaHy.

Hsmenenue nanpagnenus

Teneps, koraa s6moust AppleTree nepemeraercsi ¢ IPUIMYHON CKO-
POCTBIO, OHA OBICTPO JTOCTUTHET Kpasi IKpaHa U MCUE3HET 3a HUM. J[aBaiiTe
OpraHu3yeM MU3MEHEHHE HalpaBJeHUs JBUKECHUsI, KOT1a sI0JIOHS OTHaIsIeT-
csi or ueHtpa Ha paccrosiHue leftAndRightEdge. M3menure cuenapuii
AppleTree, kak Moka3zaHo HUXKE:

public class AppleTree : MonoBehaviour {

void Update () { // IIpocToe nepemeliienne

// 3MeHeHue HanpaBIeHUs

If (pos.x<-leftAndRightEdge)

Speed=Math.Abs(speed)

} else if ( pos.x > leftAndRightEdge ) {

// ¢ speed = -Mathf.Abs(speed); // Hauatb nBuxeHue BI€BO }

}

}

Coxpannte ciieHapuii, BepHuTech B Unity U IIEIKHUTE MO KHOIKE
Play (Urpatb), 4TOOBI YBHIETH, YTO U3 ITOTO MOTYUHUIIOCH.

CﬂyqadHoe U3MEHEHUE Hanpaelerusl C 3a0aHHOU 6EPOAMHOCMbIO

UtoObl 100aBUTH CiydyailHO€ W3MEHEHHUE HaIlpaBJICHHs Iepemele-
HUS sI0JIOHU, BBITIOJIHUTE CJICAYIOIIUE TIIar.
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1. oGaBbTE B CLIEHApUil CTPOKHU:
public class AppleTree : MonoBehaviour {

void Update () {

// TIpocToe mepeMereHme

// I3MeHeHre HanpaBIeHUS

if ( pos.x < -leftAndRightEdge )

{ speed = Mathf.Abs(speed); /

/ Hauath nBU>XKEHHE BIIPABO }

else if ( pos.x > leftAndRightEdge )

{ speed = -Mathf.Abs(speed);

// HauaTh 1BUKEHUE BJIEBO }

else if ( Random.value < chanceToChangeDirections )
{ //a speed *=-1; // Change direction }
)

b

2. lllenknys no kHomnke Play (Urpats), Bbl yBUIUTE, YTO JIJIsl 3HAUE-
Husg no ymonuanuto 0,1 B mepemennoit chanceToChangeDirections Ha-
MPaBJICHUE MEHSETCS CIMIIKOM 4acTo. MI3MEHUTE B MHCIIEKTOPE 3HAUYCHUE
chanceToChangeDirections Ha 0,02, U Tenepp cuTyanus TOJDKHA BBITIIS-
J€Th HAMHOTO JIyYllIe.

B kaxzaom kaape ectb BeposiTHOCTH 2 %, uto AppleTree uameHuT
HarpaByieHue JBIKeHUs. Ha ObICTpOM KOMIBIOTEpPE ATa BEPOATHOCTH MO-
xet nposepsaTbes 10 400 pa3 B ceKyHAy, TOrJa KaKk Ha MEJJIEHHOM KOM-
NBIOTEPE BEPOSATHOCTH OYJIET MPOBEPATHCS JUllb 30 pa3 B CEKyHY.

3. UToOBl UCIIPpaBUTh 3TOT HEJIOCTATOK, IEPEHECEM KOJI, YIIPABIISIIO-
muii cMeHol HamnpasieHus u3 Update() (KOTOPBIM BBI3BIBAETCS CO CKOPO-
cThio oToOpaxenus kaapoB) B FixedUpdate().

}

public class AppleTree : MonoBehaviour {

void Update () {

// TIpocToe nepeMenieHue

// 3MeHeHue HanpaBlIeHUs

if ( pos.x < -leftAndRightEdge ) {

speed = Mathf.Abs(speed); / HauaTh aABU>KEHHE BIPABO }

else if ( pos.x > leftAndRightEdge )

{ speed = -Mathf.Abs(speed); / HauaTp nBr>xeHue BieBo | // a
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void FixedUpdate() {
// Tenepsb ciyuaiiHasi CMEHa HaIlpaBJICHUS IPUBsI3aHa KO BPEMEHH,

// motomy uto BeimomHseTcs B FixedUpdateQ

if ( Random.value < chanceToChangeDirections ) { /b

speed *= -1; // Change direction } }

}

Tenepp AppleTree OyaeT ciydailHO MEHSITh HalpaBJIECHUE B CPETHEM
1 pa3 B cexynny (50 BsizoBOB FixedUpdate B cexynay x BepositHocTh 0,02
= B cpeiHEM | pa3 B CEKyHY).

Copacwvieanue 610K

[Tpumen gepen copackiBaTh S0JTOKH.

1. Beibepute AppleTree B uepapxuu M MOCMOTPUTE HA MapaMeTphl
komnoHeHTa AppleTree(Script) B uncniekrope. [lomoT applePrefab nyxHo
npucBouTh madsioH Apple u3 nanenu Project (IIpoekr).

2. Bepautech B MonoDevelop u 106aBbTe KOJ U3 CIEIYIOIIETO JIKC-
TUHTA B Kj1acc AppleTree:

public class AppleTree : MonoBehaviour {

void Start () {

// COpachIBaTh SI0JIOKH pa3 B CEKYHIY

Invoke( "DropApple", 2f); //a }

void DropApple() {

//' b GameObject apple = Instantiate<GameObject>( applePrefab ); //
c apple.transform.position = transform.position; // d

Invoke( "DropApple", secondsBetweenAppleDrops ); // e 1

void Update (){...} // f

}

3. Coxpanure cuenapuii AppleTree, Bepuutech B Unity, MIEIKHUTE
no kHonke Play (Urpats) u mocMOTpuTe, 4TO MOJIYUUTCS.

4. B xomnonente Rigidbody urpoBoro oowekra AppleTree ycrano-
Bute Qaxok [s Kinematic B uncniekTope.

5. CuoBa menkuute no kHonke Play (HUrpate), U Bbl YBUIUTE, UYTO
npoOiema ¢ 0JI0HeH nucuesna, HO C sI0JIOKaMH 0CTallach.

Hacmportika guzuueckux cioes

CHauana co31a M HECKOJIBKO HOBBIX (PU3NYECKUX CIIOEB.

1. Hlenxkuure no AppleTree B nepapxuu U B pacKpbIBaIOIIEMCS CITH-
cke Layer, B uncnexkrope, Bei0Oepute nyHkT Add Layer.
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2. Haitte cnoto 8 ums AppleTree, cioto 9 — umsa Apple u cinoro 10 —
ums Basket.

3. B rmaBHOM mento Unity BeiOepute myHkT Edit > Project Settings >
Physics (IIpaBka > [Tapametpsl npoekta > Ou3nka).

4. OxzeMmiuisipel Apple nokHBI OOHApPYKUBAaTh CTOJIKHOBEHHS C
oobekTamu Basket, HO He ¢ 00bekTOM AppleTree u ApyruMu SK3eMILIsIpa-
mu Apple.

5. Tlocne nactpoitku matpuiibl Layer Collision Matrix moxHO 3a-
HSATHCSI PACIPEICICHUEM BaXXHBIX WUIPOBBIX OOBEKTOB MO (HU3UIECKUM
CJIOSIM.

A. Hlenkuute no mabdmony Apple B manenu Project (IIpoekT) u BbI-
oepute nyHKT Apple B packpsiBatoiieMcs crucke Layer, B BepxHell yactu
nanenu Inspector (MucnekTop).

B. lllenkuute no mabnony Basket B manenu Project (IIpoekT) u BbI-
oepute nyHkT Basket B criucke Layer.

C. llenkuute no mabnony AppleTree B manenu Project (IIpoekt) u
BbIOepuTE MyHKT AppleTree B ciucke Layer.

Ecnu teneps menkuyTh no kHorke Play (WUrpatp), s0710Ku JOMKHBI
IIPOCTO MaJaTh C SI0JIOHHU, KaK 33 TyMbIBaJIOCh.

Ocmanosxka nadenus 010K HUMCE 3A0AHHO20 YPOBHS

Ecnu 3amycTuTh UTpy M OCTaBUTh €€ BOCIPOM3BOJUTHCS B TEUCHUE
HEKOTOPOT'O BPEMEHHU, MOKHO 3aMETHUTh TOSIBJICHUE OOJIBIIOTO KOJINYECTBA
010K B wiepapxuu. [IpuunHa B TOM, 9TO KXY CEKyHAY KOJ CO37acT
HOBOE SI0JIOKO, HO HE YJAJSIET YIIaBIIHe sIOJTOKH.

1. Otkpoiite cueHapuit Apple u 106aBbTe KO/, YHUUTOXKAIOIIHIA SI0-
JIOKH, KOTJla OHU ymaJyT HIbKe ypoBHs transform, position .y == -20 (To
€CTh CKPOIOTCA 32 HIHKHUM KpaeM dKpaHa):

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Apple : MonoBehaviour {

public static float bottomY = -20f;

void Update(){

if ( transform.position.y < bottomY ) {

Destroy( this.gameObject ); // b }

h
h

2. CoxpanwuTe cueHapuii Apple.
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3. Ilonkmtounte criieHapuii Apple k ma6iony Apple B manenu Project
(ITpoekT), 4TOOBI 3a/1I€MCTBOBATH ATOT KO B UTPE.

A. Bribepure Apple B manenu Project (ITpoexr).

B. IlpokpyTtute coxaepxkxumoe B nanenu Inspector (MuHcmekTop) 10
camoro Hu3a u nienkHute no kaonke Add Component (lo0aButh KOMIIO-
HEHT).

C. B otkpsiBmiemcs MeHto BbiOepute Scripts > Apple (Cuenapuun >
Apple).

Ecnu Teneprs menknyth no kHonke Play (Mrpats) B Unity 1 ymMeHb-
[IUTh MAcCIITa0 CIIEHbI, MOKHO YBUACTh, KaK SOJOKHM Maat0T BHU3, JOCTH-
raroT ypoBHs Y, paBHOToO -20, M HCUE3aI0T.

JTO0 BCe, YTO UMEET OTHOIICHHE K S0I0KaM.

Co3zoanue 2K3eMnasapo6 KOp3uH

1. Ioaxmounte cueHapuit ApplePicker k rnaBHol kamepe Main
Camera B uepapxuu.

2. Otkpoiite cuenapuit ApplePicker B8 MonoDevelop, BBenute cie-
JTYIOIIAN KOJ U COXPAHUTE €TO0:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class ApplePicker : MonoBehaviour {

[Header("Set in Inspector")]

public GameObject basketPrefab;

public int numBaskets = 3;

public float basketBottomY = -14f;

public float basketSpacingY = 2f;

void Start () { f

or (int i=0; i<numBaskets; 1++) {

GameObject tBasketGO = Instantiate<GameObject>( basketPrefab );

Vector3 pos = Vector3.zero;

pos.y = basketBottomY + ( basketSpacingY *1);

tBasketGO.transform.position = pos; } }

b

3. B Unity menkuaure o Main Camera B nanenu Hierarchy (Mepap-
XUsl) ¥ B UHCTIEKTOpe BbIOepuTe miisa mosis basketPrefab madmon Basket u3
nanenu Project (ITpoexr).
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llepemewenue Kop3un mMoluibio

Jlanmee HaM HY>KHO HAIMCaTh KO, MEPEMEIIAIIINN KXY KOP3UHY
(ax3emrusip Basket) Bciien 3a ykazaTeneM MBbIIIIH.

1. Hoaxmouute creHapuii Basket xk mabmony Basket B manenm
Project (ITpoexr).

2. Otkporite crenapuii Basket B8 MonoDevelop, BBeauTe ciemyto-
I[N KOJI U COXPaHUTE €ro:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Basket : MonoBehaviour {

void Update () {

// Tlomy4uTh TEKyIMe KOOPAMHATHI yKa3aTessl MBIIIN Ha dKpaHe U3
Input

Vector3 mousePos2D = Input.mouseposition; // a

// KoopauHaTta Z Kamephl OIpeleisieT, Kak JajJeKo B TPEXMEPHOM
IPOCTPAHCTBE

// HAXOAMTCS yKa3aTellb MBIIIU

mousePos2D.z = -Camera.main.transform.position.z; // b

// TIpeobpazoBaTh TOYKY Ha JBYMEPHOW IUIOCKOCTH 3KpaHa B TPEX-
MEpPHBIE

// KOOpAMHATBI UTPbI

Vector3 mousePos3D = Camera.main.ScreenToWorldPoint( mouse-
Pos2D ); // ¢

// TlepeMecTuTh KOP3UHY BJIOJL OCH X B KOOpAWHATY X yKa3arels
MmbIm Vector3 pos = this.transform.position; pos.x = mousePos3D.x;

this.transform.position = pos;

h
;

Teneps, nociie menuka no kHonke Play (Mrpats) B Unity Kop3uHBI
OyIyT mepeMenaTbCs BCE 3a YKa3aTeJeM MBIIIH, U Bbl CMOXKETE JIOBUTH
MU I0JI0KH, XOTSI Ha CaMOM JieJie sI0JIOKU MTOKA HE JIOBSATCA.

Jlosna s610k

[lepeiinem k peanuzaiuu JOBIU SOJIOK:
Jlo6aBbTe B crieHapuii Basket cTpoku u3 cieayroIero JUCTHHTA:
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public class Basket : MonoBehaviour {
void Update () { ... }

void OnCollisionEnter( Collision coll ) { //a

// OTBICKATh SI0JIOKO, MOMABIIIEe B 3TY KOP3UHY

GameObiject collidedWith = coll.gameObject; // b

if ( collidedWith.tag =="Apple” ) {// ¢

Destroy( collidedWith ); } }

b

2. Coxpanute cueHapuii Basket, Bepautecs B Unity u HIEIKHUTE MO
kHorike Play (Mrpats).

Tenepp urpa JelCTBYET OYEHb IMOXO0XKE HA KIACCHUYECKYIO HUTPY
Kaboom!

T'UII u ynpasnenue uepou

[Tocnenuee, uTo Mbl JOOABUM B Hally UTPy, — rpaduuecKuil HHTEp-
¢eiic nonb3oBarens (I'MII) u ynpaBieHue urpoi, KOTOpbIe CIENA0T 3TOT
POTOTHUII 00Jiee MOX0XKUM Ha HaCTOsAILyIo urpy. [amee mMbr qo0aBuM ouH
aneMeHT ['MII — cyeTyuk OYKOB M 3JIEMEHTHI YNPAaBJICHUS — YPOBHU U
KU3HU.

Cuemuux oukos

CdeTunK OYKOB JAET UTPOKY BO3MOXKHOCTb BUJIETh €TI0 JOCTHUKEHUS
B UTpE.

1. Otkporite cueHy Scene 0, nBakIbl IMIECIKHYB Ha HEW B MAHEIU
Project (ITpoexr).

2. B mento Unity Beioepute myHkT GameObject > Ul > Text (MUrpo-
BoM 00BekT > [ > TekcT).

3. ABaxnasl menkaure no Canvas B MepapXuu, 4TOObl YMEHBIIUTH
MaciTad U YBUAETh BECh OOBEKT IIEJIMKOM. B criucke 04epHUX 0OHEKTOB
Canvas Bbl yBUJUTE UTPOBOI 00bEKT Text.

4. BeiOepute urpoBoit 00bekT Text B uepapxuu v B nanenu Inspector
(Mucnekrop) uamenure ero ums Ha HighScore.

5. BeimonHute cienyromue HHCTPYKIUU, YTOOBI HACTPOUTH OOBEKT
HighScore B uncnekrope:

6. lllenkuure npaBoi kHonkoM Mblu 1o HighScore B uepapxuu u B
KOHTEKCTHOM MeHI0 BbiOepuTe myHKT Duplicate ([lyonupoBats)l.
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7. Beinenure HOBBINA UrpoBoil 00bekT HighScore (1) u uamenure ero
nMs Ha ScoreCounter.

8. WN3menute Hactpoiiku kommnoHeHTOB RectTransform u Text
(Script) urpoBoro oowekta ScoreCounter B mHcIiekTope. He 3a0ynpre u3-
MeHHUTH 3HaueHus Anchors u Pivot B komnonente RectTransform, a Taxxke
3HayeHue Alignment B koMmmonente Text.

Hobasnenue oukog 3a notimanHoe 10610K0

1. Otkpotite cuienapuii Basket B MonoDevelop u n1o6aBbte CTpoku
U3 CJIEAYIOLIEro JUCTUHTA!

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI; //

OTa cTpoka noAkIodaeT oudinorexy st padotel ¢ [UIT // a

public class Basket : MonoBehaviour {
[Header("Set Dynamically")]
public Text scoreGT; // a

void Start() {

ScoreCounter GameObject scoreGO = GameQOb-
ject.Find("ScoreCounter"); // b

// TlonyunTh KOMOOHEHT Text 3TOro urpoBoro 0ObeKTa

scoreGT = scoreGO.GetComponent<Text>(); // ¢

// ' YcTaHOBUTH HayajgbHOE 4YuCcIIO 04YKOB paBHbIM 0 scoreGT.text =
non; }

void Update () { ... }

void OnCollisionEnter( Collision coll ) {

// OTBICKaTh 510JIOKO, TOTIABLIEE B ATy KOP3UHY

GameObject collidedWith = coll.gameObject;

if ( collidedWith.tag == "Apple” ) {

Destroy( collidedWith );

// TIpeoOpazoBaTh TeKCT B scoreGT B 1eroe uyncio

int score = int.Parse( scoreGT.text ); // d

// Jo6aBUTh OYKH 32 TOMMaHHOE SI0JI0KO

score += 100;

// TIpeoOpa3oBaTh YMCIO OYKOB OOpPAaTHO B CTPOKY U BBIBECTH €€ Ha
skpan scoreGT.text = score. ToString();
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VYBenomnenue cuenapusi ApplePicker, uto s16;110k0 He ObLIO TTOMMaHO.

Hpyroit acniekt, aenatoniuii mpototunt Apple Picker 6oiee moxoxum
Ha UTPY, — 3aBEPIIICHUE payHa U yAaJICHHE KOP3UHBI, €CIIH sI0JIOKO HE ObI-
J0 morMaHo. B maHHBI MOMEHT SIOJIOKM YHUYTOKAIOTCS aBTOMAaTUYECKH,
U OTO 3JI0POBO, HO OHHU JOJDKHBI YBeAOMIIATH ciieHapuii ApplePicker 06
3TOM, YTOOBI MOKHO OBLJIO 3aBEPIIUTh PayHJ U YHUUYTOXKUTh OCTaJbHBIC
s0m0ku. Jj1s 3TOro HEOOX0AMMO, YTOOBI OJWH CIICHAPUHN BBI3bIBAT (PYHK-
ITUIO B IPYTOM CIICHAPHH.

1. lna nayana B MonoDevelop BHecute cienyroniye U3MEHEHHUS B
cueHapuii Apple:

public class Apple : MonoBehaviour {

[Header("Set in Inspector’’)]

public static float bottomY = -20f;

void Update () {

if ( transform.position.y < bottomY ) { //a

Destroy( this.gameObject );

// TlomyuuTh cchbUIKy Ha komroHeHT ApplePicker riaBHoll kamepsl
Main Camera ApplePicker apScript = Cam-
era.main.GetComponent<ApplePicker>();// b

// Be13BaTh obmiepoctynHbiii Meton AppleDestroyed() u3 apScript
apScript.AppleDestroyed(); // c

h
h
h

2. Ham Hy»x)HO n00aBUTh 00menoctynHbii Metosi AppleDestroyed()
B cueHapuii ApplePicker, mosTomMy OTKpoWTe »TOT ClieHapuil B
MonoDevelop u 106aBbTe CAEAYIONINE CTPOKH:

void Start () { ... }

public void AppleDestroyed() { //a

//'Y nanuth BCe yraBIIue s10JI0KU

GameObject[] tAppleAr-
ray=GameObject.FindGameObjectsWithTag("Apple"); // b foreach (
GameObject tGO in tAppleArray ) {

Destroy( tGO ); } }

J

Coxpanute BCE cuenapuun B MonoDevelop. Ilocne ompenenenus
metona AppleDest- royed() cHOBa OSIBUTCSI BO3MOKHOCTD 3aITyCTUTh UTPY
B Unity.
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Yuuumooicenue kop3umsl nocie nomepu s1010Ka

[Tocnemamii pparmMeHT Koma, KOTOPHIH MBI JOOABHM B ATy CIIEHY,
yaaJsieT OJIHy KOP3UHY IMpH MmoTepe si0J0Ka U OCTaHABIUBAET UTPY IMOCIE
yaalieHus mocieanei kop3unsl. Jlo0aBpTe cienyromue U3MEHEeHUsI B CIie-
Hapuit ApplePicker:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

public class ApplePicker : MonoBehaviour {
[Header("Set in Inspector")]
Public GameObject basketPrefab;
public int numBaskets = 3;
public float basketBottomY = -14f;
public float basketSpacingY = 2f;
public List<GameObject> basketList;

void Start () {

basketList = new List<GameObject>(); // ¢

for (int 1=0; icnumBaskets; 1++) {

GameObject tBasketGO = Instantiate<GameObject>( basketPrefab );
Vector3 pos = Vector3.zero;

pos.y = basketBottomY =+ ( basketSpacingY * 1);
tBasketGO.transform.position = pos;

basketList.Add( tBasketGO ); // d

}

j
public void AppleDestroyed() {

//'Y nanuth BCe yIaBIIue 10JI0KU

GameObject][] tAppleAr-
ray=GameObject.FindGameObjectsWithTag("Apple"); foreach ( GameOb-
ject tGO in tAppleArray ) {

Destroy( tGO ); }

// 'Y nanuth OJIHY KOp3uHY // €

// Tloy9uTh UHIEKC TIOCTeIHEeH Kop3uHbI B basketList
int basketindex = basketList.Count-1;

// TIoTy9uTh CCHUIKY Ha 3TOT UTPOBOIM OOBEKT

26



Basket GameObject tBasketGO = basketList[basketindex];
// ICKIIOYUTh KOP3UHY U3 COHUCKA U YJIAJIUTh CaM UTPOBOM OOBEKT
basketList.RemoveAt( basketindex ); Destroy( tBasketGO );

h
b

Jlobasnenue svicuieco 00CmMudiICeHUs

Teneps 3aneiicTByeM urpoBoit 00bexT HighScore, co3nannblii panee.

1. Co3pnalite HOBbIN cuieHapuii Ha C# ¢ umenem HighScore u non-
KIrounTe ero Kk urpoomy oobvekty HighScore B manenu Hierarchy (Me-
papxusi).

2. Otkpoiite cuenapuit HighScore B MonoDevelop u BBeaute cie-
JTYFOILIUN KOM:

using System.Collections;

using System.Collections.Generic; u

sing UnityEngine; using UnityEngine.UI;

// HamoMHI0, 3Ta Onbianoreka HyxHa s padotsl ¢ ' UII

public class HighScore : MonoBehaviour {

static public int score = 1000; // a

void Update () { /b

Text gt = this.GetComponent<Text>();

gt.text = ’High Score: "+score; }

}

3. Otkpoiite ciienapuii Basket u 1o0aBbsTe cieayrone CTpOKU, Bbl-
JICTICHHBIE JKUPHBIM, KOTOPBIE HCIIOJNB3YIOT CTATUYECKYI0 MEPEMEHHYIO
score:

public class Basket : MonoBehaviour {

void OnCollisionEnter( Collision coll ) {
if ( collidedWith.tag == "Apple" ) {

// TIpeobpa3oBaTh YUCIO OYKOB OOpPAaTHO B CTPOKY U BBIBECTH €€ Ha
skpaH scoreGT.text = score. ToStringQ;

// 3aITOMHUTH BBICILIEE TOCTUKECHUE

if (score > HighScore.score) {

HighScore.score = score; }

j
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h
}

Tenepr nepemennass HighScore.score Oyner OOHOBISTHCS BCSIKHI
pa3, Korja KOJIMYECTBO OYKOB, 3apa0OTaHHOE MOJIb30BaTENIEM, MPEBBICUT
ee TeKyIlee 3HaYeHue.

4. Otkpoiite cruenapuii ApplePicker u no6aBpTe ciemyromme cTpo-
KM, BO3BpAIIAIOIIME UTPY B MCXOJHOE COCTOSIHME, KOT/la UTPOK TMOTEpSET
BCE KOP3WHBI. OTOT KOJ TPEIOTBpaIlacT IOSBICHUE WCKIIOUCHHUSI
IndexOutOf Range, ynomMsiHyTOr0O BBIIIIE.

public class ApplePicker : MonoBehaviour {

public void AppleDestroyed() {

// ICKITIOUUTh KOP3UHY M3 CIHCKA M yAAJIUTh CaM UTPOBOM OOBEKT
basketList.RemoveAt( basketindex ); Destroy( tBasketGO );

// Ecu KOp3UH HE OCTaloCh” MEPe3ayCTUTh Urpy

if ( basketList.Count==0) {

SceneManager.LoadScene( " Scene 0”); //a }

h
}

5. K 1aHHOMY MOMEHTY MBI M3MEHWIM HECKOJIBKO creHapues. He
3a0bUTH COXpaHUTh ux? Eciu ellle He COXpaHWIU — WIM HE TIOMHHUTE, Kak
3TO YacCTO CIIy4aeTcs CO MHOMU, — BeIOepuTe B MeHIO MonoDevelop myHKT
File > Save AII (®aiin > CoxpaHuTh BCE), YTOOBI COXPAHUTH BCE H3ME-
HuBivecs cueHapuu. Ecnu nyHkt Save AH (Coxpanuth Bce) oToOpaxka-
€TCsl CephIM LIBETOM, KaK HEaKTUBHBINI, TOTJa BCE B MOPSAKE — BCE BaIlU
CLIEHAPHUH YK€ COXPAHEHBI.

Tenepp y Bac €CTh MPOTOTUIl UTPHI, OUEHBb ITOXOKUK HA KJIaCCHYE-
ckyto urpy Kaboom! xomnanuu Activision. B Haiieil urpe He xBaraer, Ha-
IpUMEp, MOCIIEIOBATENBHOTO YBEIUYEHUS CIOKHOCTH, Ha4YaJIbHOTO U KO-
HEYHOT'0 PKPAHOB, HO Bbl MOXKETE JOOABUTH BCE 3TO CAMOCTOSITENBHO, KO-
I/1a y Bac MOSIBUTCS OOJIbIIIE OIbITA.

1.2. Co3nanue Urpbl, yYUThIBAIONIEH 3aKOHBI PU3NKH
Ilpomomun 2: Mission Demolition
Urpsel, yuuThIBatonme 3aKOHbI (PU3UKH, SBISIOTCS OJHUMU U3 Hau-

Oosee MOMYJSPHBIX, U UMEHHO 3Ta 4epTa OOECIEUYMBACT HIUPOKYIO W3-
BECTHOCTh TaKUM UTpaM, kak Angry Birds.
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Hoes npomomuna uepul

B sT10il urpe urpok Oyaer cTpeisTh U3 POraTtku Mo 3aMKy, CTapasch
pa3pymuTh ero. B kaxxmom 3amke umeeTcs: 0ocodast 30Ha, MOMaB B KOTOPYIO
UTPOK MEPEXOAUT HA CICAYIOIIUN YPOBEHb.

BoT kak BBITVISIINUT KejaeMas MOoCiIe10BaTeIbHOCTh COOBITHIA:

1. Korja urpok HaBOOUT yKa3aTelb MBIIIM Ha pOraTKy, OHa JOJKHA
MOJICBEYMBATHCH.

2. Ecnu urpok Ha)uMaeT JIeBYI0 KHOMKY MbIH (B Unity 3To KHOTIKA
¢ Homepom (), Korjga poratka MOJACBEUEHA, B OOJACTU yKa3aTelssl MBIIIH
JIOJKEH CO371aBaThCsl CHAPSIL.

3. Ilpu nepemMenieHnn ykas3aTels MU C HAXaTOW JIEBOM KHOIKOW
CHapsi JOJDKEH CJIeIOBaTh 3a yKa3aTeleM, HO OCTaBasich B mpenenax cde-
pUYECKOT0 KOJIIalepa pOoraTku.

4. OT KaxJI0ro pora poratku K CHapsiy JA0JDKHA TAHYThCS Oerast Ju-
HUSI, YTOOBI poraTka B UTPE BBITJISAIENIa KAK HACTOSIIAS.

5. Korga urpok oTmyckaeT JIeByK0 KHOMKY MbIH (¢ HOMepoM 0),
CHapsJl NOJDKEH 3ayCKAThCS U3 POTATKHU.

6. Llenp urpoka — pa3pymuTh 3aMOK, HAXOIAIIUNCS B HECKOJIBKHX
MeTpax, U MOnacTh B 0CO0YI0 001aCTh BHYTPH HETO.

7. Urpoky maetcst mpaBo BBIMOJHUTH TPU BBICTPENA, YTOOBI MOPA3UTh
uenb. Kaxaplil cenanHblii BRICTPES OCTABIISET CIe/ Ha IKpaHe, YTOObI Ur-
POK MOT COPUEHTHUPOBATHCS U CKOPPEKTUPOBATH CIICTYIOIINI BBICTPEN.

XyooorcecmeenHule pecypcni

[Ipexae dem MpUCTYNUTH K MPOTPaMMHOMY KOAY, HYKHO CO3/JaTh
HECKOJIBKO PECYPCOB XYA0XKECTBEHHOTO O()OPMIICHHUS.

3emna

BrinonHuTe crienyroniye maru, YTo0bl CO34aTh 3€MIIIO.

1. Otkpoitte ciieny Scene 0. [IpoBepbTe, UTO CONEPKUMOE CIIEHBI
_Scene 0 Bugno B nanenu Hierarchy (Mepapxusi): B cCliucKe JOJKHBI MPU-
CYTCTBOBaTh TJaBHasg kamepa Main Camera ¥ UCTOYHUK HAIPABICHHOTO
ocsenieHus Directional Light

2. Co3paiite ky0 (BbiOepuTe B MeHIO MyHKT GameObject > 3D Object
> Cube (HUrposoii 06bekT > 3D o0wvekT > Ky0)). [lepenmenyiite ky0O B
Ground. YToObl mpeBpaTUTh KyO B CIUIONMIHON MPSIMOYTOJIbHUK, BBITSHY-
ThIl BO BCIO IIUPHUHY CIIEHBI BAOJb OCH X, YCTAHOBUTE MapaMeTpPhl KOMIIO-
HeHTa Transform, Kkak mokazaHo HUXKE:

Ground (Cube) P:[ 0,-10,0 ] R:[ 0,0,0 ] S:[ 100, 1,4 ].
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3. Co3naiite HOBbIN MaTepuan (Assets > Create > Material (Pecypcsl
> Co3znath > Marepuain)) u gaite emy ums Mat Ground.

A. BoiOepute B nosie Albedo mist matepuana Mat Ground xopuuHe-
BBI 1IBET.

B. VYcranoBure momyHok Smoothness B mosumuio 0 (3emirsi He
JIOJIKHA OJIECTETD ).

C. Ilogkmounte Mat Ground k urpoBoMmy 00bexTy Ground B nepap-
XuH (B IPEABIAYIIEH I1aBe PacCKa3bIBAIOCh, KaK ATO CIIEJIaTh).

4. CoxpaHuTe CLEHY.

Hanpaenennoe oceewyenue

B mocnegnux Bepcusx Unity HCTOYHHUK HAMPaBICHHOTO OCBEIICHUS
Directional Light no6aBmisiercst B ClieHy 10 YMOJYAaHUIO, HO MBI JIOJIKHBI
MPaBWJIBHO HACTPOUTH €TI0 JIJIsl JAHHOTO MPOCKTA.

1. Beibepure Directional Light B manenu Hierarchy (Mepapxus). Ile-
pEMECTUTE NCTOYHUK B CTOPOHY, YCTAHOBUB TapaMeTpPhl €ro KOMIOHEHTa
Transform, kak moka3aHO HIXKE:

Directional Light P:[ -10, 0, 0 ] R:[ 50,-30,0 ] S:[ 1,1, 1].

2. CoxpaHuTe CLEHY.

Hacmpouxa xamepuo

[Ilaru mist HACTPOMKHU KaMEPHI:

1. BoiOepute rnaBHyro kamepy Main Camera B Mepapxuu U mepe-
uMenyiTe ee B_MainCamera.

2. YCcTaHOBUTE CIEAYIOIINE MMapaMeTpbl KoMIoHeHTa Transform ka-
Mepbl MainCamera (00s13aT€IbHO YCTAaHOBUTE KOOpAWHATY Y B paszjeie
Position paBnoii 0):

~MainCamera P:[ 0,0,-10 JR:[0,0,0]S:[ 1,1, 1].

3. YcraHoBute cienyroiiye napaMerpsl koMmrnonenta Camera kame-
pel _MainCamera:

A. B packpsiBatomiemcs cniucke Clear Flags BeiOepute nmyHkT Solid
Color.

B. B mone Background BeiOeputTe 1BeT, OIM3KUN K HEOECHO-
roiryoomy

C. B none Projection BeiOepute 3nauenue Orthographic.

D. B none Size BBemure uncio 10.

5. Coxpanure ciieHy. Hukorna He 3a0bIBaiiTe COXpaHATh CBOU CIIEHBI.
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Pocamrxa

Teneps co3gaanM MPOCTYIO POTATKY W3 TPEX ITUIHHAPOB:

1. Co3zpnaiite myctoit urpoBoii 00bekT (GameObject > Create Empty
(Urposoit 00bekT > Co3nath mycToil)). M3amenute ero ums Ha Slingshot u
yCTaHOBUTE TIapaMeTphl ero komnoHeHTa Transform, kak moka3zaHo HUXKE:

Slingshot (Empty) P:]/ 0,0,0 ] R:[0,0,0]S:[ 1, 1,1].

2. Cozpnaiite HoBBIM mHHAP (GameObject > 3D Object > Cylinder
(UrpoBoit 00bexT > 3D o0bekT > [uiuHap)) U U3MEHHUTE €ro UMs Ha
Base.

Base (Cylinder) P: [0, 1,0 ] R:[0,0,0]S:[0.5,1,0.5 ]

3. He caumas Bwienenus ¢ oObekTa Base, MIETKHUTE MO SPIBIKY C
n3o0pakeHneM mectepeHkn psagom ¢ kommoHeHToM Capsule Collider B
UHCIIEKTOPE M B OTKpBIBIIEMCS MEHIO BbIOepUTe MYyHKT Remove
Component

4. Cozpnaiite HOBBIM MaTepuas ¢ umMmeHeM Mat Slingshot, BeiOepute B
nosie Albedo cBeTn0-KeNThI LBET U YCTAHOBUTE MON3YHOK Smoothness B
no3unuio 0. [Teperamure matepuan Mat_Slingshot Ha 00bexT Base, 4To0BbI
IPUMEHUTH K HEMY MaTepual.

5. Beibepure o0bekT Base B manenu Hierarchy (Mepapxus) u cos-
malTe ero Komuio, HaxkaB koMOuHarmuio Command-D Ha kimaBuarype
(Ctrl+D B Windows) unu BeIOpaB B riiaBHOM MeHIO yHKT Edit > Duplicate
(ITpaBka > JlyOGnupoBath).

6. Iamenute ums HoBo# konuu ¢ Base (1) na LeftArm:

LeftArm (Cylinder) P:[ 0,3, 1 | R:[45,0,0] S:[ 0.5, 1.414, 0.5 ]

DTOT 00BEKT OYJIET CIY>KUTh JIEBBIM POTOM POTaTKH.

7. Boioepute o0bekT LeftArm B mepapxuu u co3/iaiiTe ero KOIMuIo.
[lepeumenyiiTe 3TOT K3eMIUIsip B RightArm. YcraHoBure mnapaMerpsl
koMroHeHTa Transform o0bekTa RightArm, kak moka3zaHo HUXKeE:

RightArm (Cylinder) P:[ 0, 3, -1 ] R:[ -45,0,0] S:[ 0.5, 1.414, 0.5 ].

8. Bribepute 00bexT Slingshot B nepapxuu. JlobaBbTe B HETO KOM-
noHeHT cdepuueckoro kosakaepa (Component > Physics > Sphere
Collider (KomnonenT > ®@usuka > Cdhepuueckuid Komiaiaep)). Y CTaHOBH-
Te napameTpbl komnoHeHTa Sphere Collider (Is Trigger = true, Center = |
0, 4, 0 ], Radius = 3).

Slingshot (Empty) P:[ -10,-10,0 ] R:[ 0,-15,0] S:[ 1,1, 1]

10. Jo6aBbTE TOYKY BBICTpENa POraTKU, YTOOBI OMPEACIUTh MECTO,
OTKyna OynyT BbUIeTaTh cHapsiabl. lllenkHure mnpaBod KHOMKOW IO
Slingshot B mepapxuu u BbIOEpHUTE B KOHTEKCTHOM MeHIO NMyHKT Create
Empty (Co3nath mycToi), 4ToObl CO37]aTh HOBBIW, IyCTONH UTPOBOM 00B-
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eKT, BioxeHHbIM B Slingshot. IlepenMenylite 3TOT UrpoBOl OOBEKT B
LaunchPoint. YcranoBute mapameTpsl koMmmnoHeHTa Transform oObekta
LaunchPoint, xak 1moka3aHo HIKeE:

LaunchPoint (Empty) P:[ 0,4,0 ] R:[0,15,0]S:[ 1,1, 1].

11. Coxpanure creHy.

CHapsovl

Temneps nepeieM K CHapsaaM.

1. Coznaitte chepy B cuene (GameObject > 3D Object > Sphere
(UrpoBoit 00bekT > 3D 00bekT > Chepa)) u naitte et ums Projectile.

2. Beibepure urpoBoit 00bekT Projectile B uepapxuu u nmpucoeuHu-
Te k HeMy kKommoHeHT Rigidbody (Component > Physics > Rigidbody
(KommonenT > ®@usuka > TBepaoe TeJ0)).

A. B paznene Rigidbody B mHCIIEKTOpEe BBEIWTE YHUCIO 5 B ITOJIE
Mass.

3. Co3naiite HOBBIN MaTtepuan ¢ umeHeM Mat Projectile. Beibepure B
nosie Albedo nns Mat Projectile TemHO-cepbIil IBET. Y CTaHOBUTE IMOJN3Y-
HOK Metallic B 3nauenue 0,5 u nmon3yHok Smoothness B 3Hauenue 0,65,
9yTOOBI MIPUAATh CHAPAY BUJ METaJIndecKoro mapuka. [I[pumenure mate-
puain Mat_Projectile k urpoBomy 00bekTy Projectile B uepapxuu.

4. Ileperamute Projectile u3 manenu Hierarchy (Mepapxus) B maHensb
Project (Ilpoekt), uToOBI co3maTh madaoH. Y aanure 3K3eMIuisap Projectile,
octasiuiics B nanenu Hierarchy (Mepapxus).

5. CoxpaHHTE CUEHY.

IIpoepammmusiii ko0 npomomuna
Teneps, KOrga Bce XyA0KECTBEHHBIE PECYPChl HA MECTE, MOYKHO Ha-
YUHATH JO0OABJIATH B IPOEKT MPOTPAMMHBIN KO/I.

Co3zoanue knacca Slingshot

BrinonHuTe cienyromiye mard, 4Toosl co3aath kiace Slingshot.

1. Co3pnaitte HOBBIN cueHapuili Ha C# ¢ umeHeM Slingshot (Assets >
Create > C# Script (Pecypcbt > Coznars > Cuenapuit C#)). [loaxmrounte
ero kK wurpoBomy o0OBekty Slingshot B wuepapxum u OTKpoHTe B
MonoDevelop. Beeaute cnenyronuii Koa U yaauTe BCe JUITHUE CTPOKH,
KOTOpbIE JOOABIAIOTCS MO YMOJIYAHUIO:

using UnityEngine;

using System.Collections;
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public class Slingshot : MonoBehaviour {

void OnMouseEnter()

{ print("Slingshot:OnMouseEnter()");

void OnMouseExit() {

print("Slingshot:OnMouseExit()"); }

b

2. Coxpanute cueHapuii Slingshot B8 MonoDevelop n BepHuTech B
Unity.

3. lllenxuure no kHomke Play (MrpaTte) u moaBuraiite ykazaTeiaem
MBI B Tipenenax koiuaigepa Sphere Collider urpoBoro o0bekTa
Slingshot B manenun Game (Mrpa).

Jlemoncmpayus akmuerno2o cocmosnusi po2amKu

Jlanee no0aBuUM MOACBETKY, UTOOBI UTPOK MOT BUJETh, KOTJa porart-
Ka HaXOJHUTCS B aKTHBHOM COCTOSTHHH.

1. Beibepute LaunchPoint B uepapxuu. Jlo6aBsTe B LaunchPoint
komnoHeHT Halo (Component > Effects > Halo (KomnonenT > DddexTs >
['ano)), xotopeiii co3gacT dA¢PGEKT CBETSIMIETOCS Opeoja BOKPYT
LaunchPoint. Beeaure uncno 3 B mone Size sddexra raso u BbIOEpUTE
cBeTJI0-cephlil 1BeT B nosie Color, 4TOOKI cenaTh Opeo BUTUMBIM.

2. Tenepp no6aBbTE B crieHapuii Slingshot cnemyrommit koxa. Keraru,
ceiiyac camblii yJOOHBIE MOMEHT 3aKOMMEHTHPOBATh UHCTPYKLIMH print(),
n00aBIEHHBIE JIJIs1 TECTUPOBAHUS HA MPEBIAYIIEM II1are:

public class Slingshot : MonoBehaviour {

public GameObject launchPoint;

void Awake() {

Transform launchPointTrans = transform.Find("LaunchPoint"); // a
launchPoint = launchPointTrans.gameObject;
launchPoint.SetActive( false ); // b }

void OnMouseEnter() {
//print("Slingshot:OnMouseEnter()");
launchPoint.SetActive( true ); // b }

void OnMouseExit() { /

/print("Slingshot:OnMouseExit()");
launchPoint.SetActive( false ); // b }
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Co3zoanue cnapsoa

Crnenyronuii mar — co3fjaHue CHapsija, Korja Mmojib30BaTelb HAKMET
KHOIIKY MBIIIU ¢ HoMepoM ().

1. lo6aBbTe B Slingshot cienyromnuii Ko:

public class Slingshot : MonoBehaviour {

// oJisA, ycTaHaBIMBaeMbie B uHcnekTope Unity

[Header(”Set in Inspector")] // a

public GameObject prefabProjectile;

// IoMs1, yCTaHAaBIMBAEMbIE TUHAMUYECKU
[Header("Set Dynamically")]
public GameObject launchPoint;
public Vector3 launchPos; I1 b

public GameObject projectile; // b
public bool aimingMode; H b

void Awake() {

Transform launchPointTrans transform.FindChild("LaunchPoint");

launchPoint.SetActive( false ); launchPos = launchPoint-
Trans.position;

)

/¢

void OnMouseEnter() { . .. } // He usmensiire OnMouseEnter()

void OnMouseExit() { ... } /He usmensiite OnMouseExit()

void OnMouseDown() { // d

/ Urpok Ha)aa KHOIIKY MBI, KOTJa yKa3aTeldb HaXOAWICS HaJl po-
TaTKOU

aimingMode = true;

// Co3naTh CHapsI

projectile = Instantiate( prefabprojectile ) as GameObject;

// ITomectuth B Touky launchPoint

projectile.transform.position = launchPos;

// CnenaTh €ero KHHEMATHYECKUM

projectile.GetComponent<Rigidbody>().isKinematic = true; }

j
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2. Coxpanurte cueHapuii u Bepuurech B Unity. Beibepure Slingshot B
nanenu Hierarchy (Mepapxus) u B none prefabProjectile Bribepure 1mab-
noH Projectile u3 nanenu Project (IIpoekT), mieaKHYB MO MUKTOrpaMMe C
n3o0pakeHrueM MuilieHu, crpaBa ot prefabProjectile, unu meperamus
mabson Projectile u3 manenu Project (Ilpoext) Ha mone prefabProjectile B
WHCIIEKTOpE.

3. enkuute no xkHonke Play (Mrpate), HaBeauTe yka3aTeiab MBIIIN
Ha 00JIaCTh POTATKH U IICIKHUTE 10 HEH — Ha KpaHe MOSBUTCS dK3EMILISIP
Projectile.

4. He Oynem ocTaHaBIMBATHCS HA JTOCTUTHYTOM U MPOAOIKUM. J[o-
6aBbTe B Kiacc Slingshot cieayromiee mosie u meron Update():

public class Slingshot : MonoBehaviour {

// monsi, ycraHaBnuBaeMble B uHciekTope Unity

[Header("Set in Inspector”)]

public GameObject prefabProjectile;

public float velocityMult = 8f; // a

// IOJIsA, yCTaHABIMBAEMbIE TUHAMUYECKU
[Header("Set Dynamically”)]

public bool aimingMode;
private Rigidbody projectileRigidbody;
void Awake() { ... }

void OnMouseDown() {

)

// CaenaTh €ero KHHEMATHYECKUM

projectileRigidbody = projectile. GetComponent<Rigidbody>();
projectileRigidbody.isKinematic = true;

void Update() {

// Ecnu poraTka He B peXUME MPUIIETUBAHUS, HE BBINOJIHATH 3TOT
KO

if (CaimingMode) return;

Vector3 mousePos2D = Input.mousePosition;

mousePos2D.z = -Camera.main.transform.position.z;
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Vector3 mousePos3D = Camera.main.ScreenToWorldPoint( mouse-
Pos2D );

// Haiitu pa3HocTh kKoopauHaT Mexy launchPos u mousePos3D

Vector3 mouseDelta = mousePos3D-launchPos;

/" Orpanmunth mouseDelta pamuycom kommaiinepa oOBeKTa

Slingshot // d

float maxMagnitude = this.GetComponent<SphereCollider>().radius;

if (mouseDelta.magnitude > maxMagnitude)

{ mouseDelta.Normalize(); mouseDelta *= maxMagnitude; }

// TlepenBUHYTbH CHapsiJ B HOBYIO TTO3UIIHIO

Vector3 projPos = launchPos + mouseDelta;

projectile.transform.position = projPos;

if ( Input.GetMouseButtonUp(0) ) {

// KHOTKa MBIIIM OTIyIIeHa

aimingMode = false; projectileRigidbody.isKinematic = false;

projectileRigidbody.velocity = -mouseDelta * velocityMult; projec-
tile = null; }

)

5. lllenkuute no kxonke Play (MrpaTte) u mocMmoTpute, Kak AEHCTBY-
€T poraTka.

6. CoxpaHHUTE CLIEHY.

Crneoicenue 3a nonemom cHaAps0a

Hama cnemyromas 3agada — 3acTaBUTh IJIABHYKO KaMepy
_MainCamera conpoBOXAaTh MOJIET CHapsiAa, HO PEIIUTh €€ HEMHOIO
CJIOXKHEE, YEM KayKeTCH.

BrinonauTe crienyromniye mard.

1. Co3naiite HOBBINM cuieHapuit Ha C# (Assets > Create > C# Script
(Pecypcbr > Coznars > Cuenapuii C#)) ¢ umenem FollowCam.

2. [Ileperamure cuenapuii FollowCam Ha riaBHYHO Kamepy
_MainCamera B nanenu Hierarchy (Mepapxusi), 4ToOBbI clienaTh €ro KOM-
MTOHEHTOM KaMepHI.

3. HlenkauTte nBaxkasl mo creHaputo FollowCam, 4ToOBI OTKPBHITH
€ro, ¥ BBEJAUTE CICIYIOIINN KOJ:

using UnityEngine;

using System.Collections;
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// a

//'b

public class FollowCam : MonoBehaviour {
static public GameObject POI; // Ccbiika Ha UHTEPECYIOITUN OOBEKT

[Header("Set Dynamically")]
public float camZ; // Kenaemast koopauHaTa Z KaMepsbl

void Awake() {
camZ = this.transform.position.z; }

void FixedUpdate () {
// OmrocTpouHas Bepcus if He TpedyeT PUrypHsIx CKOOOK
if (POI == null) return; // BeINTH, €ClIU HET MHTEPECYIOIIETO OOBEKTA

// TIoAy4YnTh MO3UIINIO0 NHTEPECYIOLIETO 00BEKTA
Vector3 destination = POI.transform.position;
/[ TlpuHyaUuTENIbHO YCTaHOBUTH 3HadYeHHe destination.z paBHBIM

camZ, 4ToObI // OTOIBUHYTH KaMepy MOJIaIbIIIe

destination.z = camZ;
// TloMmecTUTh KaMepy B Mmo3uliuio destination
transform.position = destination;

h
;

Cpazy OpocaroTcs B ri1aza CieAyroue NpooIeMbl.
A. Ecnu 10CTaTOYHO yMEHBITUTh MacliTad, MOKHO 3aMETHTh, UTO

CHapsi/ yJIETaeT 3a Kpail 3eMJIH.

B. Eciu BbICTpENINTh B 3€MIIIO, CHAps HE OTCKOYUT OT HEE U HE

IPEKPATUT MOJIET, KOT1a MOonaJeT B Hee. Eciiu MpuOoCTaHOBUTH UTPY Cpas3y
1OCJI€ BBICTpEJA, BbIOpAaTh CHApAN B HEepapXuu (Y4TOOBI BBIIECTUTH €0 U
BBIBECTH MapKepbl OPUEHTALIMN) U 3aTEM BO30OHOBUTH UTPY, Bbl YBUIUTE,
YTO CHapsI KaTUTCA 110 3eMyie 0€3 OCTaHOBKHU.

C. Ilocne BwicTpenia Kamepa cpasy K€ MOJINPHITMBAET HA YPOBEHb

CHapsaa, 4To CO34aCT HCIIPHUATHOC OIIYIICHUC.

D. Korga cHapsix OKaxeTcsi Ha OIPEICICHHOM BBICOTE — WIIM TIepece-

qcT Kpaﬁ 3C€MIJIHM, — BBI 6y,Z[CTC BUACTH TOJIBKO HG60, H BaM 6y,Z[€T CJIOXKHO
IMOHATH, HACKOJBbKO BBICOKO JICTUT CHAPA.
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BrimmorHUTE CAeAyromMe mark, 9To0bl UCIIPaBUTh OMHUCAHHBIC TPO-
OJIeMBbI ApyT 3a APYroM (PacIiosoKEHBI B TOPSIAKE OT MPOCTHIX B UCIIPAB-
JIEHUH K CJIOKHBIM).

Caauana yctpa"num mpo0iemMy A, onpeaenuB mapameTpbl KOMIIOHEH-
ta Transform o0wekra Ground, xak: P:[ 100, -10,0 ] R:[ 0,0,0 ] S:[
400,1,4]. bnarogapsi 3ToMy NPSIMOYTOJIbHUK, MPEACTABIISIONIMNA 3E€MITIO,
OyIeT mpoCTUpaThCA AJIEKO BIIPaABO.

YtoObl ycTpanuth npodiemy B, HYXHO 100aBUTH OrpaHUYEHUS B
koMroHeHT Rigidbody u ¢u3nueckue cBoiicTBa Marepuaia 1madjoHa CHa-
psana Projectile.

1. Beibepute mabnon Projectile B manenu Project (ITpoekr).

2. B xommnonente Rigidbody BeiOeprTe B pacKphIBAIOIIEMCS] CITUCKE
criocoboB ompeaeneHus cronkHoBeHu Collision Detection 3HaueHue
Continuous, COOTBETCTBYIOIIEE HENPEPHIBHOMY OmpeiesieHnto. YToOsl mo-
JAYYUTh JOTOJHUTEIBHYIO MH()OPMALIUIO O CIOCO0AX OMpeeNeHus CTOJK-
HOBEHHUH, MIEJIKHUTE TI0 KHOTIKE BHI30BA CIIPABKH B MMPABOM BEPXHEM YTy
pazzaena komroHeHnta Rigidbody.

3. Taxxe B komnoHneHnte Rigidbody oobexra Projectile.

A. lllenkHUTE HA MUKTOTPAMME C M300paKEHUEM TPEYTOJIbHUKA Psi-
JIOM ¢ Ha3BaHHeM nojpasnena Constraints, 4TOOBI PaCKPHITH €TO.

B. Ycranosure dnaxox Freeze Position Z.

C. YcranoBure ¢unaxku Freeze Rotation X, Y u Z.

®naxok Freeze Position Z npenoTBpaTUT NpUOIMKEHHE CHapsiaa K
KaMepe WIH yJajeHue oT Hee (YIASpKUT CHapsiJ Ha TOM K€ PacCTOSHUU OT
KaMepbl, Ha KaKOM HaxOJSITCS TaKXKe 3eMJIs U 3aMOK, KOTOPBIA MBI J100a-
BuM pganee). Onaxku Freeze Rotation X, Y u Z npenoTBparsT BpallleHHE
cHapsija.

4. Coxpanute ciieHy, menkaute no kHomnke Play (Urpats) u mompo-
OylTe BBICTPEJIUTD CIIIE Pas3.

5. B mento Unity Beioepute myHKT Assets > Create > Physic Material
(Pecypcbl > Co3aath > @usznueckuil MaTepuan).

6. [aiite aTomy (puznueckomy marepuairy umsi PMat Projectile.

7. Ulenkaute mo PMat Projectile u B nHCIIEKTOpe BBEAMTE B IOJIE
bounciness unco 1.

8. B manenu Project (Ilpoext) neperamnute PMat Projectile na ma6-
noH Projectile, uro0b1 mpuMenuTs ero k Projectile.SphereCollider.

9. CoxpaHnure clieHy, meiakauTe no kHonke Play (Mrpate) u mompo-
OyliTe BBICTPEIHUTH CHOBA.
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BriopaB Projectile, Bbl AOMKHBI YBUAETH B HHCIEKTOpPE, 4YTO
PMat Projectile naznauen kak marepuan kosaiaepa Sphere Collider.
Teneps mocie BbICTpena CHapsiA MOJCKAKUBAET U OCTAHABIMBAETCS, a HE
IPOCTO CKOJIB3UT IO MOBEPXHOCTH 3EMIIH.

[Ipo6nema C nMeer Ba pelieHUs: 3aMeJIEHUE Peakluyd KaMepbl 10-
CPEIICTBOM HUHTEPIIOJISIIUU U 100aBJIECHUE OTPAaHUYEHUS HA €€ MECTOIMOJIO-
xenue. [Ipumenum oba.

1. UtoObI 3amMensiuTh peakuto kamepsl, 100aBbte B FollowCam cie-
TYIOIIHUE CTPOKH:

public class FollowCam : MonoBehaviour {

static public GameObject POI,

// The static point of interest

public float easing = 0.05f;
[Header("Set Dynamically")]

void FixedUpdate () {

// OmHocTpouHas Bepcus if He TpeOyeT durypubix ckoook if (POl ==
null) return; // BBIITH, €ClIU HET UHTEPECYIOMIETO 0ObEKTA

// TIony4nTh MO3UIINIO UHTEPECYIONIEro 00bekTa V

ector3 destination = POI.transform.position;

// OnpenenuTh TOYKY MEXAY TEKYIIHM MECTOMOJIOKEHUEM KaMephl
u destination

destination = Vector3.Lerp(transform.position, destination, easing);

// TlpuHYIUTENbHO YCTaHOBUTH 3HaueHue destination.z paBHBIM
camZ, 4ToObI // OTOIBUHYTH KaMepy MOJIajIbIIe

destination.z = camZ;

// Tlomectuth Kamepy B mo3unuio destination transform.position =
destination;

h
}

2. JlobGaBbTe OrpaHMYCHHUS Ha TIIO3HMIMIO KaMepbl, BKJIIOYHB B
FollowCam cnemyroiue CTpOKH:
public class FollowCam : MonoBehaviour {

[Header("Set in Inspector")]

public float easing = 0.05f;
public Vector2 minXY = Vector2.zero;
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[Header("Set Dynamically")]

void FixedUpdate () {
// OmHocTpouHas Bepcus if He TpedyeT PUrypHbIX CKOOOK
if (POI == null) return; // BbIITH, €CJIM HET UHTEPECYIOMIETO 0OBEKTA

// OrpannunTh X 1 Y MUHUMAJIbHBIMU 3HAUCHUSIMU

destinations = Mathf.Max( minXY.x, destinations );

destination.y = Mathf.Max( minXY'.y, destination.y );

// OnpenenuTh TOUYKY MEXAY TEKYHUIMM MECTOIOJ0XEHUEM KaMephl
u destination

h
;

UYtoOsl ycTpanuth npodiemy D, Tpedyercst AMHAMUYECKH KOPPEKTH-
poBaTh pazMmep npoekiuu orthographicSize kamepsl.

1. lo6aBbTe B cuenapuit FollowCam cnemytoiiue CTpoku,:

public class FollowCam : MonoBehaviour {

void FixedUpdate () {

// TlomecTuTh KaMepy B mo3uiuio destination

transform.position = destination;

// I3menuTh pazmep orthographicSize kamepsl., 4TOOBI 3eMIIS

// octraBamach B moiie 3peHuss Camera.main.orthographicSize =
destination.y + 10;

h
}

2. llenkuute nBaxasl 1mo o0bekTy Ground B uwepapxuu, 4TOOBI
yMEHBIIUTH MaciTad B nmanenu Scene (Cuena) u 0ToOpa3uTh B HEW 00BEKT
Ground 1ieuKoOM.

3. Beibepute MainCamera, menkaute o kHonke Play (Mrpate) u
MPOU3BEAUTE BBICTPEN BepTUKAIbHO BBepX. B manenu Scene (CrieHa) Bbl
YBUIUTE, KaK IMMOCTEIICHHO PACIIMPSETCS MOJIe 3peHUsT KaMephl C yBelnJe-
HUEM BBICOTHI MOJIETa CHapsAA.

4. CoxpaHuTe CLEHY.

Cmpoumeﬂbcmgo 3amMKda

B urpe Mission Demolition Urpok D0JDKeH 4TO-TO pas3pyliarh, IMO-
3TOMY TIOCTPOUM 3aMOK, KOTOPBIN OYIET CIy>KUTh ATOU IEIH.
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1. Otperynupyiite manensb Scene (CueHa) Tak, 4TOObI BUJETH CLIEHY
C3aJ B U30METPUUYECKOM MPOEKIMHU, IIEIKHYB Ha CTPEJIKE HAIIPOTHUB OCHU
7., Ha 3HAa4Ke C U300paKCHUSIMHU OCEH.

2. Kpome Ttoro, ceiiyac camoe BpeMs H30aBUThCS OT CKailOokca
(Skybox — n306pakenue HebOa) B maneau Scene (CiieHa).

3. lenkauTe nBaxkasl mo MainCamera B BepapXuu, 4TO0bI OTPETY-
aupoBaTh MacmTad ma"enu Scene (CieHa), yIOOHBIN JJIs1 CTPOUTEIbCTBA
3aMKa.

Hszeomoenenue cmen u nepekpoimuii

Haunewm ¢ co3panus 1ma0G10HOB UTPOBBIX OOBEKTOB, U3 KOTOPHIX OY-
JIET CTPOUTHCS 3aMOK.

1. Coznmaiite aybmukatr matepuana Mat Cloud u paiite emy ums
Mat_ Stonel.

A. Boibepute Mat_Cloud B manenu Project (IIpoexr).

B. Beibepure B Mento Unity mynkt Edit > Duplicate (IIpaBka > J{y6-
JUPOBATH).

C. U3menute uma Mat_Cloud 1 ma Mat_Stone.

D. Brinenute Mat Stone u B mosne Main Color BeiOGepute 25 % ce-
poiii BeT (RGBA: [ 64, 64, 64, 255 ).

2. Coznaiite HoBBIM KyO (GameObject > 3D Object > Cube (Urpo-
Bol 00BeKT > 3D 00bekT > Ky0)) u nepeumenyiite ero B Wall.

A. Hactpoiite komnoneHnt Transform o6wekra Wall: P:[ 0,0,0 ] R:[
0,0,0]S:[1,4,4].

B. Jlo6aBsTe B 00bekT Wall komnonent Rigidbody (Component >
Physics > Rigidbody (Komnonent > ®@usuka > TBepaoe Temo)).

C. OrpanunubTe KOOpauHaATy Z oObekta Wall, ycraHoBUB (uiaskok
FreezePosition Z B HacTpoiikax kommoHeHTa Rigidbody.

D. Orpannubte mMoBOpOT, ycTaHOBUB (hiakku FreezeRotation X u ¥
B HacTpoiikax koMmroHeHTa Rigidbody.

E. Breaute B nosie Rigidbody.mass uwucio 4.

F. Ileperamute matepuan Mat Stone Ha o0bekT Wall, uto0bI okpa-
CUTB €T0 B CEPBIU IIBET.

3. Cospmaiite B mamke Scripts HOBBIM CIIEHapUil C HMEHEM
RigidbodySleep u BBeauTe Ccrieayrommi KOI:

using UnityEngine;

public class RigidbodySleep : MonoBehaviour {
void Start () {
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Rigidbody rb = GetComponent<Rigidbody>();
if (rb = null) rb.Sleep(); } }

4. Tlonkmounte cueHapuii RigidbodySleep xk o0vexty Wall.

5. Heperammre Wall B manens Project (IIpoekrt), uToObl co3math
mabyon (momectute ero B mamnky Prefabs), u mocie storo ynanure 3k-
semmuisip Wall u3 manenu Hierarchy (Mepapxusi).

6. Beioepute madinon Wall B manke -Prefabs B manenu Project (Ilpo-
€KT) U CO3/IaiiTEe ero KOMuio.

A. Ilepenmenyiite kormuto Wall 1 B Slab.

B. Bribepure Slab B manke -Prefabs u HacTpoiite macimitad B KOMIIO-
Hente Transform: S:[ 4, 0.5, 4 ].

Cmpoumenbcmeo 3amKa u3 cmeH u nepekpulimull

Teneps NOCTPOUM 3aMOK U3 CTE€H U MEPEKPHITUH.

1. Co3naiiTe mycToil UTPOBOM OOBEKT, KOTOPBIN OyAET CIYXUTh KOP-
HeBbIM y3i0M 3amka (GameObject > Create Empty (MrpoBoii 00bekT >
Co3nath mycToit)).

A. laitte emy ums Castle.

B. Hacrtpotite komnonent Transform: P:[ 0,-9.5,0 ] R:[ 0, 0,0 ] S:[
1, 1, 1 ]. DT HacTpOHKHU MOMECTAT OOBEKT B YJIOOHOE JIJII CTPOUTEILCTBA
MECTO C HI)KHEH rpaHuleid To4Ho Ha 00bekTe Ground.

2. Ileperamure Wall Ha oobext Castle, yToOBI caenats ero aouep-
HUM I10 OTHOIIIEHUHU K HEMY.

3. Co3paitte Tpu konmu Wall u onpenenure nias HUX CIEAYOLINE
MECTONOJIOKEHUS:

Wall P:[ -6,2,0 ] Wall (1) P:[ -2,2,0 ] Wall (2) P:[ 2, 2, 0 ] Wall (3)
P:[6,2,0].

4. Ileperamure Slab u3 nmanku Prefabs B manenu Project (ITpoekr) B
uepapxuto Ha 00bekT Castle, 4TOOBI clienaTh UX JOUYEPHUMH MO OTHOIIIE-
Huto k Castle.

5. Co3paiite aBe konuu Slab u onpenenuTe Iy HUX CIEAYIOINE Me-
CTOIIOJIOKEHHSL:

Slab P:[ -4, 4.25,0 ] Slab (1) P:[ 0,4.25,0 ] Slab (2) P:[ 4, 4.25,0].

6. UToOBI MOCTPOUTH BTOPOI 3TaXK 3aMKa, BBIOEPUTE MBIIIBIO TPHU CO-
cequux creHsl Wall u nBa mepekpoitusa Slab wHan crenamu. Co3paiite mx
konuu (Command-D wnu Ctrl+D) u, ynepxuBas HaxaToll KIaBUILY
Command (Ctrl ma PC), neperamure ux BBepX, cHOpMUPOBAB BTOPOU
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sraxkl. Bam moTpebyercs BpyuHYIO HACTPOUTH WX MECTOMOJIOKEHUS;
OKOHYATEJIbHBIE KOOPAWHATHl HOBBIX CTCH M MEPEKPBHITUNA JTOJDKHBI OBITH
CIICTYIOIIINMH:

Wall (4) P:[ -4, 6.5,0 ] Wall (5) P:[ 0, 6.5, 0 ] Wall (6) P:[ 4, 6.5, 0 ]
Slab (3) P:[ -2, 8.75,0 ] Slab (4) P:[ 2, 8.75,0 ].

7. IloBTOpUTE MpPUEM C KOIMUPOBAHUEM, YTOOBI MOCTPOUTH TPETUN U
YEeTBEPTHIA ATaxXH, J00ABUB €Ille TP BEPTUKAIBHBIX CTEHBI U OJJHO TOPHU-
30HTAJILHOE TIEPEKPHITHE:

Wall (7) P:[ -2, 11, 0 ] Wall (8) P:[ 2, 11, 0 ] Slab (5) P:[ 0, 13.25,0 ]
Wall (9) P:[ 0,15.5,0].

OnHO W3 OCHOBHBIX MPEUMYIIECTB CTPOUTEIHLCTBA 3aMKa U3 11abio-
HOB, KaK B 3TOM IPUMEPE, COCTOUT B TOM, UYTO BBI JIETKO CMOXKETE HU3Me-
HUTH BHEIIHUM BUJ BCeX nepekpbiTuid Slab cpasy, uamenus mabion Slab.

8. Boibepute mabnon Slab B manenu Project (IIpoekt) u BBeauTe B
noisie transform, scale.x uyucno 3.5. V3MeHeHHE TOJKHO OTpa3UThCS Ha
BCeX dK3eMIuIsipax Slab, mpucyTCTBYIOIIUX B 3aMKeE.

Co3zoanue obracmu npuyenusarusl

[TocnemHUM WUTPOBBIM OOBEKTOM, KOTOPBI MBI JOJDKHBI JOOABUTH B
3aMOK, SIBJISIETCSI 00J1aCTh MPULIETUBAHUS, KOTOPYIO JOJKEH MOPA3UTh UTPOK.

1. Coznaiite ky6 ¢ umenem Goal.

A. CnenaiitTe ero 1o4epHUM IO OTHOIIEHUIO K 00bekTy Castle.

B. Hactpoiite komnoneHnt Transform oobexta Goal: P:[ 0, 2, 0 ] R:[
0,0,0]S:[3,4,4].

C. Ycranosure naxok BoxCollider.isTrigger B HacTpoiikax 00beK-
ta Goal B MHCIIEKTOpE.

D. Ileperamute Goal B manky -Prefabs B manenu Project (ITpoexr),
YTOOBI CO3aTh I1a0JI0H.

2. Cospaite B mnamke -Materials HOBBI MaTepuall C HMEHEM
Mat Goal.

A. Ileperamure Mat.Goal na mabnon Goal B manke -Prefabs B nane-
mu Project (IIpoekr).

B. Brigenute Mat Goal B manenu Project (Ilpoekt) u BbiOEepuTE
meinep Legacy Shaders > Transparent > Diffuse.

C. B mone Main Color ana marepuana Mat Goal BeiOepute sipko-
3eJIEHbIN 1BET ¢ Hempo3payHOCThIo 25 % (B popmare RGBA B 1BeToBOI
nanutpe Unity oH onpenensiercs kak [ 0, 255, 0, 64 ).
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Tecmuposanue 3amka

JI1st TeCcTUpOBAHUS 3aMKa BBITIOJIHUTE CIEAYIONIUE IIAaru:

1. Hactpoiite kommoneHT Transform oobekTta Castle: P:[ 50, -9.5, 0 ]
u 3ateM menkaute o kHomke Play (Mrparte). Bo3moxHo, BaM mpuaercs
Nepe3anyCTUTh UTPY HECKOIBKO pa3, HO BbI JOJIKHBI OPA3UTh 3aMOK CHa-
PAIIOM.

2. CoxpaHHTE CLIEHY.

Bozspam ons opyeozo evicmpena

Tenepp, Korjga y HacC €CTh 3aMOK JJIsl pa3pylIeHUs, MPUILIO BpeMs
n00aBUTh JTOMOJIHUTENIbHYIO UTPOBYIO JIOTHKY. [locne mpuzemieHus cHa-
psiza Kamepa J0JKHA BEpHYTH (DOKYC Ha pOraTky.

1. Ilpexne yem caenaTh 4TO-TO eie, Jo0aBbTe Ter Projectile B mra6-
JIOH CHapsJa.

A. Boibepure madnon Projectile B manenu Project (ITpoekr).

B. B uncnekrope Boioepute nyHkT Add Tag ([loGaButh Ter) B pac-
KpbiBarouieMcs cnucke Tazn. B pe3ynbrare B HHCIIEKTOPE OTKPOETCS JUC-
neruep TeroB u cinoeB Tags & Layers.

C. lllenkauTe mo 3Ha4Ky + copaBa BHU3Y B IIYCTOM CIIHMCKE TETOB
Tags.

D. Beemute B mone New Tag Name (Mmsa HOBOro Ttera) TEKCT
Projectile u menkauTe o kHomke Save (CoXpaHUTh).

E. Cnoga BeiOepuTe mabdiaon Projectile B manenu Project (IIpoekr).

F. Ilpucsoiite emy Tter Projectile, BoiOpaB myHkT Projectile B pac-
KpbIBaroleMcs crucke Taji B MHCIIEKTOope.

2. Otkpoiite crenapuit FollowCam B MonoDevelop u u3MeHute
CJIEIYIOIIAE CTPOKHU:

public class FollowCam : MonoBehaviour {

void FixedUpdate () {

//-- [/ OnnocTtpounas Bepcus if He TpedyeT pUrypHsix CKOOOK // a

//-- if (POI == null) return; // BBIATH, €CTU HET UHTEPECYIONIETO O0B-
eKTa

//-//--// T10My4nTh MO3UIINIO HHTEPECYIOMIET0 00bEKTA

//-- Vector3 destination = POI.transform.position;

Vector3 destination;

// ' Ecnu HET uHTepecyomero oobekra, BepHyTh P:[ 0, 0, 0 ]

if (POI == null) {

destination = Vector3.zero; }
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else {

// TIoTy9UTh MO3UIMIO UHTEPECYIONIETO 00bEKTA

destination = POl.transform.position;

// Ecnu uHTEpecyromuii 00BEKT - CHApAl, YOSAUTHCS, YTO OH OCTa-
HOBUJICS

if (POl.tag == "Projectile") {

//Eciu OH CTOUT Ha MecTe (TO €CTh HE IBUTAETCH)

if ( POL.GetComponent<Rigidbody>().IsSleepingQ ) {

// BepHyTbh UCXOJHBIE HACTPOMKH MOJIS 3PEHUS KaMEPhl

POI = null;

//B cnenyromeM Kaape

return; } } }

// Orpannuuth X U1 Y MUHUMAJIbHBIMUA 3HAUCHUSIMU

destination.x = Mathf.Max( minXY.x, destination.x );

h
;

3. Cxoppektupyiite 3Hauenue Sleep Threshold B aucneruepe dusu-
ku PhysicsManager.

A. Otxkpoiite mucnetuep ¢usuku PhysicsManager (Edit > Project
Settings > Physics (IIpaBka > [lapameTpsl mpoekTa > Ousnka)).

B. Usmenute 3nauenue 0,005 B mosie Sleep Threshold na 0,02.

4. Coxpanure cueny. Ecau Teneps monpoOoBaTh ChI'paTh B UIDY,
KaMmepa OyAeT BO3BpAIaThCS B UCXOJHYIO MO3HUIIMIO, U BBl CMOXKETE IPO-
W3BECTH HOBBIM BBICTpEI.

Jlobasnenue cieda, ocmarowe2ocs 3a CHApsA0oOM

B Unity yxe ects BcTpoeHHBINH 3 (deKT Buzyanuzanuu ciena Trail
Renderer, HO OH HaM H€ MOJOWIET, TOTOMY YTO HaM TpeOyeTcs OOJNbIIHIA
KOHTpPOJIb, YeM MOXET JaTh BCTpOoeHHBIN 3ddekt. [loatomy Oyaem wuc-
nosib3oBaTh Line Renderer, Ha koTopoM ocHoBaH Trail Renderer.

1. CHauana coznaiite myctoit urpoBoit 00bekT (GameObject > Create
Empty (MrpoBoii 00bekT > Co3aaTh myctoit)) ¢ uMeHem ProjectileLine.

A. Jlo6aBbTe B Hero kommoHeHT Line Renderer (Component >
Effects > Line Renderer (Kommonent > Dddektsl > Busyanuzatop nu-
HUN)).

B. B nacrpoiikax ProjectileLine B MHCHEKTOpe pacliaxHHUTE pas3iein
Materials. Hactpoiite kommnoneHT Line Renderer.

2. Cozpnaiite cuenapuid Ha C# (Assets > Create > C# Script (Pecypcsr
> Coszgate > Cuenapuit C#)) B mnamnke Scripts. Jlaiite emy ums
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ProjectileLine u monkmounte Kk uUrpoBomy o0bekty ProjectileLine. Ot-
kpoite cueHapuil ProjectileLine B MonoDevelop u BBeguTe ciienyrommii
KOJI:

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

public class ProjectileLine : MonoBehaviour {

[Header("Set in Inspector")]
public float minDist = 0.1f;
private LineRenderer line;
private GameObject poi;
private List<Vector3> points;

void Awake() {

S = this;

//'YCTaHOBUTH CCBUIKY Ha OOBEKT-OJUHOUKY

// TlonyunTh ccbuiky Ha LineRenderer

line = GetComponent<LineRenderer>();
// Beikmtounts LineRenderer, 1moka oH HE MOHAI00UTCS
line.enabled = false;
// IHUTIMamu3upoOBaTh CIIUCOK TOYEK

points = new List<Vector3>(); }

// 9TO CBOMCTBO (TO €CTh METO/I, MACKUPYIOITUICS MO/ MOJIE)
public GameObject poi {

get { return( _poi ); }

set { poi = value;

if (_Poi*’=nuH) {

// Ecniu mojie _ poi COJIEPKUT EUCTBUTEIbHYIO CChUIKY,

// cOpOCUTH BCE OCTANIbHBIE TAPAMETPhI B HICXOJHOE COCTOSIHUE
line.enabled = false;

points = new List<Vector3>();

AddPoint(); } } }

// 3TOT MeTOA MOKHO BBI3BaTh HEMOCPEJACTBEHHO, YTOOBI CTEPEThH
JTMHUIO

public void Clear() {

_poi = null;

line.enabled = false;
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points = new List<Vector3>(); }

public void AddPoint() {

// Be3piBaeTcs i1 10OaBIECHNUSA TOYKA B JIMHUU

Vector3 pt = poi.transform.position;

if ( points.Count > 0 && (pt - lastPoint).magnitude < minDist ) {

// Ecnu To4ka HeIOCTAaTOYHO Jajieka OT MPEIbIyIIeH, MPOCTO BBIMTH

return; }

if ( points.Count ==0) {

// Ecau 3T0 TOYKa 3amyckKa...

Vector3 launchPosDiff = pt - Slingshot. LAUNCH_POS;

/I dns onpenenenus // ...100aBUTh TOMOJHUTEIbHBIN (PparMeHT Ju-
HUH, // 4TOOBI TOMOYb JIYUIIIE TPUIETUTHCS B Oy ayIIeM

points.Add( pt + launchPosDiff);

//'YcTaHOBUTH MEPBBIE IBE TOUKU

line.SetPosition(0, points[0] );

line.SetPosition(l, points[1] );

// Bkmounthk LineRenderer line.enabled = true; }

else {

// OOBIYHAS TOCIEI0BATEILHOCTD J00ABICHUA TOYKHU

points.Add( pt );

line.positioncount = points.Count;

line.SetPosition( points.Count-1, lastPoint );

line.enabled = true; }

b

// Bo3BpalaeT MeCTOIOJI0KEHUE TTOCIeAHEN TOOaBIEHHOW TOYKH
public Vector3 lastPoint {

get {

if (points == null) {

// Eciiu TOYeK HET, BepHYTh Vector3.zero

return( Vector3.zero ); }

return( points[points.Count-1] ); } }

void FixedUpdate () {

if (po1==null) {

// Ecnmu CBOWCTBO POi COACPKHT ITyCTOE 3HAYEHWE, HAWTH WHTEpe-
CYIOLIHAMN

// 0OBEKT
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if (FollowCam.POI != null) {

if (FollowCam.POl.tag == "Projectile") {

poi = FollowCam.POI; }

else {

return;

// BBINTH, €CITM HHTEPECYIONIUH 00bEKT HE HalleH

} } else { return;

// BBIIATH, €CITM UHTEPECYIONINI OOBEKT HE HAM/IeH | }

// Eciin UHTEpECYIOUi OOBEKT HAlJIEH,

// mombITaThbCsl OOABUTh TOYKY C €r0 KOOpAMHATAMHU B KaXXJIOM
FixedUpdate

AddPoint();

if ( FollowCam.POI == null ) {

// Eciin FollowCam.POI conepxwut null, 3anucats nulll B poi poi =
null; } }

b

3. B cuenapuit Slingshot HyXHO TaKkxe [100aBUTh CBOMCTBO
LAUNCH_POS, uto6s1 no3Boiuts metoay AddPoint () cceuiathes Ha Ha-
yanbHyto launchPoint:

public class Slingshot MonoBehaviour {

static private Slingshot S;

[Header(”’Set in Inspector")]

private Rigidbody projectileRigidbody;

static public Vector3 LAUNCH_POS {
get {

if (S == null) return Vector3.zero;
return S.launchPos; } }

void Awake() {

S = this;

Transform launchPointTrans = transform.FindChild("LaunchPoint");
}

b

A. DTO CKpPBITHIN cTaTUYECKU dK3eMIusip Slingshot, koTopslii OyaeT
UTpaTh

CoxpaHure ClIeHy.
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Tlopascenue obracmu npuyenruganus

OO6macTh mpuUIleTMBaHMUS B 3aMKE JIOJDKHA pearupoBaTh Ha TMomaja-
HUE B HEE CHapsa.

1. Co3pnaiite HOBBIN crieHapui Ha C# ¢ umeHeM Goal u moakIrOUNTe
ero k mabnony Goal B manke Prefabs B manenu Project (Ilpoekt). 3aTtem
BBeauTe B ciieHapuit Goal criemyronuit Kox:

using UnityEngine; using System.Collections;

public class Goal : MonoBehaviour {

// CTatrueckoe moJie, T0CTYIHOE JTI000MY IpyroMy Koy

static public bool goalMet = false;

void OnTriggerEnter( Collider other ) {

// Korga B 0051acTh qEeHCTBUS TpUTTEpa MOMAJAET YTO-TO,

// IPOBEPUTH, ABIAETCS JIU ITO "UTO-TO” CHAPSIAOM

if ( other.gameObject.tag == "Projectile" ) {

// Ecnu 3TO CHapsl, TpUCBOUTH NoJito goalMet 3HaueHue true

Goal.goalMet = true;

// Takxke U3MEHUTH anb(a-KaHa 1BETA, YTOOBl YBEJIUYHUTH HEMPO-
3pavyHOCTh

Material mat = GetComponent<Renderer>().material;

Color ¢ = mat.color;

ca=1;
mat.color=c; } }
}

Ecnu Teneps mopa3uth 001acTh MPUIETUBAHUSA CHAPSAJIOM, OHA OK-
pacurcs B ApKO-3€JIE€HbIN 1IBET.
2. CoxpaHuTe CLEHY.

Llobaenenue 6 cyeny nonvzoeamenvbcko2o unmepgeuca

BrinonHute cienyromye maru, 4Toobl J100aBUTh MOJb30BATEIbCKUM
UHTEp(QENC B CLIEHY.

1. JloGaBbTe B CIleHY AJE€MEHT IOJIb30BaTeIbckoro mHrepdeiica Ul
Text (GameObject > Ul > Text (MrpoBoii o0bekT > [I1 > Tekcr)) u paiite
emy nums UlText Level.

2. Cozpaiite BTopoi anemenT Ul Text ¢ umenem UlText Shots.

3. Hactpoiite o0a snemMeHTa.

4. Cozpanite Ul Button (GameObject > Ul > Button (MrpoBoit 00b-
ekt > [I1 > Knomnka)). Jlaiite kHonike umst UIButton View.
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5. Hacrpoiite komnoneHT Rect Transform kHonku UlButton View.

6. B nepapxuu WIETKHUTE MO MUKTOrpaMME C M300pakKe€HUEM Tpe-
yroibHuka psajgoM ¢ UlButton View, BeiOeputTe nouepHuit 00bekt Text u
HacTpoiite komrnoHeHT Text (Script). He mensiite Hu4ero 3a mpeaeiamu
paznena Character. I1o 3aBepiieHUN COXpaHUTE CLEHY.

Hawm ynanoch co3naTe Urpy, YUYUTHIBAIOILYIO 3aKOHBI (PU3MKH MTOA00-
HO Angry Birds, KOTOpy10 BBl MOXETE CaMOCTOATENbHO MPOJAOJIKUTh, pa3-
BUBATh U PACIIUPAT.

1.3. Co3nanue urpbi-uryrepa

lIpomomun 3: SPACE SHMUP

K xanpy SHMUP (unm «shoot 'em up» — urpa-crpensika, nrytep)
OTHOCSITCS TaKU€ UTPhI, Kak kinaccuueckue Galaga n Galaxian u3z 1980-x, u
coBpeMeHHbIN menesp lkaruga.

Hacmpotixa cyenvr

BrinosiHute cieayronue mark, 4To0bl HACTPOUTH CIICHY.

1. Beibepute ncTouHUK HampaBieHHOTO cBeTa Directional Light B
UepapXvu U HaCTPOUTe ero KoMmoHeHT Transform:

P:[0,20,0 ] R:[ 50,-30,0]S:[1,1,1]

2. Ilepeumenyiite riaBHyto kamepy Main Camera B MainCamera (o
4eM YK€ TOBOPWIOCH BHIIIE, BO BPE3KE C MHCTPYKIUSMH IO HACTPOMKE
npoekTta). BeiOepure rinaBayro kamepy J4ainCamera U HacTpoOWTE €€ KOM-
noHeHt Transform:

P:0,0,-10]R:10,0,0]S:[1,1,1]

3. B xomnonente Camera rinaBHo# kamepbl MainCamera HacTpoii-
T€ CIEIYIONINE MOJIs, a IOTOM COXPAaHUTE CLIECHY:

« B mosie Clear Flags BeiOepute 3nauenue Solid Color;

* B noje Background BbiGepuTe uepHsbIil 11BeT (co 3HaUeHUEM 255 B
ans(a-kanane; RGBA:[ O, O, 0, 255 ]);

* B moJie Projection BeiOepute 3Hauenue Orthographic;

* B oJie Size BBeaute uncio 40 (rmocne Hactpoiiku noss Projection);

» B moJie Near Clipping Plane BBenute uucio 0.3;

» B moJie Far Clipping Plane BBenute uncmio 100.
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4. TlockonbKy Hama Oyayiias uUrpa — 3TO LWIYTep C BEPTUKAIbHOM
opueHTalnue urpoBoro mnoss, s nanenu Game (Mrpa) Hy»HO ycTaHO-
BUTH COOTHOIIIEHUE CTOPOH C KHMKHOM OopueHTauueu. /[y 3Toro B naHenu
Game (Wrpa) menkHUTEe B PACKPHIBAIOIIEMCS CIIMCKE BHIOOpA COOTHOIIIE-
HUS CTOPOH, B KOTOPOM B JAHHBIM MOMEHT JOJDKEH OTOOpaKaThCsl TEKCT
Free Aspect. Halinute BHU3Y CIIMCKA KHOIKY ¢ CUMBOJIOM +. [I[eJIkHUTE Ha
HeH, 4TOOBI 100aBUTh HOBOE MIPEAOIPEAEICHHOE COOTHOIIEHUE CTOPOH.

Co30anue Kocmuuecko2o Kopao.is uspoka

YtoObl cO3/1aTh KOCMHYECKMH KOpaOiib UIPOKA, BBIIIOJHHUTE Clie-
OYIOIIUE IIaru:

1. Co3naiiTe myctoit urpoBoii 00bekT ¢ mmeHeM Hero (GameObject
> Create Empty (MrpoBoit o0bextT > Co3naTth mycrtoit)). Hactpoiite ero
kommoHneHT Transform: P:[ O, O, OJR:[0,0,0]S:[ 1,1,1].

2. Cozpnaiite ky6 (GameObject > 3D Object > Cube (UrpoBoit 00b-
exT > 3D o0bekT > Ky0)) u neperamniute ero Ha o0bekT Hero, crienas ero
nouepHUM 00BeKTOM 1o oTHouieHuto kK Hero. [laiite kyOy nmss Wing u
HacTpouTe ero komnoHeHt Transform: P:[ 0, -1,0 1 R:[ 0, 0,45] S:[ 3, 3,
0.5].

3. Cozpaiite mycToit urpoBoii 00bekT ¢ nmeHeM Cockpit u caenaiite
€ro JOYEepHUM 10 oTHOlIeHuIo Kk _Hero.

4. Co3palite Ky0 W clenaiTe €ro JOYEPHUM IO OTHOIIEHHUIO K
Cockpit (1151 5TOr0 MOXHO HIEIKHYThH MpaBoil KHOMKOM MbIK Ha Cockpit
U BbIOpaTh B KOHTEKCTHOM MeHIo MyHKT 3D Object > Cube (3D oObekT >
Ky0)). Hactpoiite ero komnonent Transform: P:[ O, O, 0]R:[315, 0, 45
1S:[ 1,1,1].

5. CuoBa BwiOepute 00bekT Cockpit u HacTpolTe €ro KOMIIOHEHT
Transform: P:[ 0, 0, 0 ] R:[ 0, 0,180 ] S:[ 1, 3,1 ]. B manHom ciydae uc-
MOJIB3YETCSl TOT € TPIOK, C KOTOPHIM Bbl MO3HAKOMIIIMCH B TiaBe 27
«OOBEKTHO-OPUEHTUPOBAHHOE MBIIICHHE), MO3BOJISIIOUIUN OBICTPO CO3-
JaTh KOpaoJib BHITAHYTON (DOPMBI.

6. Beibepute 00bekT Hero B uepapxuu u meakHuTe no kaonke Add
Component (J[o0aBUTh KOMIIOHEHT) B MHCIIEKTOpE. BbiOepuTEe B OTKPHIB-
memcsi MeHio MyHKT New Script (HoBbrit crienapuit).

7. lo6aBere B _Hero xommoneHT Rigidbody, BeiOpaB Hero B uepap-
xuu, U 3ateM BbiOepuTe B MeHIO NyHKT Add Component > Physics >
Rigidbody ([o6aButh kommnoHeHT > dusuka > TBepaoe Teno), MEIKHYB
Ha kHonke Add Component (/lo6aBUTh KOMIOHEHT) B MHCIekTOpe. Ha-
cTpoiite cieayronue mojis B komnoHnente Rigidbody oobexra Hero:
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* Cuumure uaxok Use Gravity;

* YcranoBure ¢uaxokx isKinematic;

* B pazgene Constraints: ycranoBute (uaxku Freeze Position Z
u Freeze Rotation X, YhZ.

[To3nHee Mbl elie BepHEeMcst K 00bekTy Hero, HO moka 3TUX HacTpo-
€K JJOCTaTOYHO.

8. Coxpanute cueny! He 3a0bIBaiiTe cOXpaHsTh CLIEHY MOCTE JTH00BIX
V3MEHEHUN B HEU.

Memoo Update() 6 cyenapuu Hezo

Meron Update() B crmemyromem JHCTHHTE CHadajla 4YWTaeT W3
InputManager 3HaueHUsI Ha TOPU3OHTAIIBHOM M BEPTUKAJIBHOU OCSIX, CO-
XpaHsIeT MOJMy4YeHHbIC B IMana3oHe Mexay -1 u 1 B mepemeHHble XAXIS U
yAxis. Bropas nonosuna metoga Update () BBIIOJHSIET MepeMeleHrne Ko-
pabJid ¢ y4eToM 3Ha4eHUsI CKOPOCTH speed U peaibHOTrO BPEMEHHU.

Otkpoiite cuenapuit Hero B MonoDevelop u BBenute cieayromuii
KO

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Hero : MonoBehaviour

{ static public Hero S; // Onunouka

[Header("Set in Inspector")]

// TloJis, ynpaBIsitOlIne TBUKEHUEM KOPaOJIst
public -Float speed = 30;

public float rollMult = -45;

public float pitchMult = 30;

[Header("Set Dynamically")]
public float shieldLevel = 1;

void Awake() {

if (S ==null) {

S = this; // CoxpaHuTh CCHUIKY Ha OJIMHOYKY // a

} else {

Debug.LogError("Hero.Awake() - Attempted to assign second
Hero.S!"); } }
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void Update () {

// I3Bneub nHdopmMalyo 13 kiacca Input

float xAxis = Input.GetAxis("Horizontal"); // b

float yAxis = Input.GetAxis("Vertical"); // b

// U3menuTh transform.position, onupasch Ha UHPOPMAIIHIO TIO OCSIM

Vector3 pos = transform.position; pos.x += xAxis 4 speed ¢
Time.deltaTime;

pos.y += yAxis ¢ speed * Time.deltaTime; transform.position = pos;

// TloBepHYTh KOpaOib, YTOOBI MPUJATh OLTYIICHUE JUHAMU3MA // ¢
transform.rotation = Quater-
nion.Euler(yAxis*pitchMult,x Axis*rollMult,0);

h
;

[ToripoOyiiTe ChirpaTh B UTPY U MOABUTaTh KOPaOJib KIIABUIIIAMH CO
ctpenkamu Wi OykBamu WASD, 4To0bI YBUIETh, KaKk OH ce€0sl BEJIET.

3awumnoe none 0na Kocmuiecko2o KopabJisi uepoxa

3amutHoe mone ana _Hero dopmupyercs kak KOMOMHAIUS MPO-
3pavyHOTO TEKCTYPHUPOBAHHOTO KBaJpaTra U CPEPUUECKOTO KoJUlanaepa
Sphere Collider (a1 06pabOTKH CTOIKHOBEHH):

1. Coznaitte HoBBIM KBagpaT (GameObject > 3D Object > Quad (Ur-
poBoit 00BekT > 3D 00bekT > KBajapar)) ¢ umenem Shield u caenaiite ero
nouepHuM 1o otHomeHuto k Hero. Hactpoiite komnonent Transform
oowekra Shield: P:[ 0,0,0 ], R:[ 0,0, 0 ], S:[ 8,8,8].

2. Beibepute o0bekT Shield B nepapxuu u yjganure u3 HETO KOMIIO-
HeHT Mesh Collider, menkHyB B MHCIEKTOPE MO MUKTOTPaMME C IIecCTe-
penkoii cipaBa oT umeHu Mesh Collider 1 BbIOpaB B OTKpBIBIIIEMCSI MEHIO
nyHKT Remove Component (Y aanuts komnoHeHT). /J{o6aBbTe KOMIIOHEHT
Sphere Collider (Component > Physics > Sphere Collider (Kommnonent >
®uzuka > Chepuueckuid Kouaiiaep)).

3. Coznaitte HOBBIM Matepuai (Assets > Create > Material (Pecypcsl
> Cozgath > Marepuan)) ¢ umenem Mat Shield u nomecture ero B nanky
-Materials B manenu Project (ITpoexr). Ileperamure Mat Shield Ha o0bekT
Shield 8 Hero B mepapxuu, 4ToOBI CBsSI3aTh €ro ¢ OOBEKTOM KBajpaTa
Shield.

4. Boibepute Shield B uepapxuu, teneps matepuan Mat Shield nos-
BUTCS B MHCIIEKTOHAcTpoiikamu o0bekTa Shield.
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5. llenknute no xkHonke Select (BbiOpath) B NpaBoOM HMKHEM YTy
KBaJ[paTUKa ¢ U300pake€HUEM TEKCTYpbl U BBIOEPUTE TEKCTYPY C UMEHEM
Shield. [llenkuute mo mBeroBoil mkaie B moie Main Color u BeiOepure
apko-3eneHbid 1BeT (RGBA:[ 0, 255,0, 255 ]). 3aremM BBeauTE 3HAUCHUS B
MOJISI:

* 0,2 BTiling.x.

* 0,4 B Offset.x,

* B nosne Tiling.y octaBbTe 3HaueHue 1,0.

* B none Offset.y ocraBpTe 3Hauenue 0.

6. Co3nmaiite HOBBIM cueHapuiit Ha C# ¢ mmeHem Shield (Assets >
Create > C# Script (Pecypcot > Co3nate > Crenapuii C#)). Ileperammure
ero B manky _ Scripts B manenu Project (IIpoekr) u 3aTem meperanure ero
xe Ha 00bekT Shield B nepapxuu, 4ToObl CO37aTh KOMIIOHEHT CIIEHApHs B
urposoM o0bekTe Shield.

7. Otkpoiite cuenapuii Shield 8 MonoDevelop u BBeaute cieayto-
U KOJ:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Shield : MonoBehaviour {
[Header("Set in Inspector")]
public float rotationsPerSecond = 0.1f;

[Header("Set Dynamically")]
public int levelShown = 0;

// CKpBITBIC TIEpEMEHHBIE, HE TIOSIBJISIONMINECS B MHCIIEKTOPE
Material mat; // a

void Start() {
mat = GetComponent<Renderer>().material; // b }

void Update () {
// TIpounTaTh TEKYIIyI0 MOIIHOCTH 3AIlUTHOIO IOJII M3 OOBEKTa-

onnHouku Hero
int currLevel = Mathf.FloorTolnt( Hero.S.shieldLevel ); // ¢
// Eciiu oHa otiinyaetrcd ot levelShown...
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if (levelShown != currLevel) {

levelShown= currLevel

// CKOpPpEKTUPOBATH CMEIIIEHUE B TEKCTYpPE, YTOOBI OTOOPA3UThH TOJIE
C APYTo# // MOIITHOCTBIO

mat.mainTextureOffset = new Vector2( 0.2f¢levelShown, 0 ); // d

b

// TloBOpaYMBaTh IOJI€ B KaXKIOM KaJpe C IIOCTOSTHHON CKOPOCTHIO

float rZ = -(rotationsPerSecond*Time.time*360) % 360f; // e

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

h
}

Coxpanenue kopabaa Hero na skpane

Teneps nBukeHue kopadnsi Hero BBITTIAINAT 1O0CTATOYHO MPHUBIIEKa-
TEJIbHO, @ BPAIAIOIIEeeCs 3aIUTHOE MOJIE CO3/1aeT KpacuBbIil 3(hPeKT, HO B
JTaHHBIA MOMEHT JIETKO MOXXHO BBIBECTH KOPaOJIb 3a TPAaHUIIbI SKpaHa.

1. Boibepute Hero B uepapxuum u, menkHyB mno kHomke Add
Component (/[o0aBUTH KOMIIOHEHT) B MHCIEKTOPE, BHIOEPUTE B OTKPbHIB-
memcsi MmeHio yHKT New Script (HoBeiit cuienapwii). Jlaiite crieHaputo
uMs BoundsCheck n menkaute mo kHomke Create and Add (Cosmats u
no6aButh). [leperamure cuenapuii BoundsCheck B mamky Scripts B ma-
Henu Project (Ilpoexr).

2. Otkpoiite cuenapuii BoundsCheck n no0aBpTe B HEro cieayro-
U KO:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class BoundsCheck : MonoBehaviour { //a

[Header("Set in Inspector’*)]

public float radius = If;

[Header("Set Dynamically")]
public float camWidth;
public float camHeight;

void Awake() {
camHeight = Camera.main.orthographicSize;
camWidth = camHeight * Camera.main.aspect; }
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void LateUpdate () { // d

Vector3 pos = transform.position;

if (pos.x > camWidth - radius) {

pos.x = camWidth - radius; }

if (pos.x < -camWidth + radius) {

pos.x = -camWidth + radius; }

if (pos.y > camHeight - radius) {

pos.y = camHeight - radius; }

if (pos.y < -camHeight + radius) {

pos.y = -camHeight * radius; }

transform.position = pos;

)

// Pucyet rpanuiipl B ma”Henu Scene (Cuena) ¢ momoibio OnDraw-
Gizmos()

void OnDrawGizmos () { // e

Gizmos,DrawWireCube(Vector3.zero, boundsize);

Y

b

3. llenxaute Ha kHOmKe Play (MrpaTth) m mompoOyiiTe momepeme-
maTh KOpadJIb 10 PKPaHy.

Jlobaenernue spasiceckux kopabaet

['paduueckue n3o0pakeHus: BpaxkeCcKnx Kopaoei

UtoObl co3nath rpaduydeckuil pecypc ¢ mzobpaxkenueM Enemy 0,
BBITIOJTHUTE CIIEYIOIINE IIaru:

1. Co3paiiTe mycToil urpoBoii 00beKkT ¢ umMeHeM Enemy 0 u Ha-
cTpoiite ero kommoneHnt Transform: P:[ -20, 10, 0], R:[ 0,0,0], S:[ 1,1, 1
]. MecTomnomnoxeHne BEIOPaHO TaK, YTOOBI ATOT KOpadJib HE MEepEeKPhIBAJICS
Kopabisiem urpoka Hero, moka Mbl OyJ1IeM €ro KOHCTPYHUPOBATh.

2. Coznaiite chepy ¢ umenem Cockpit, cnenaiite ee jgouepHen Mo
otHouieHuto K Enemy O u nactpoiite ee komnoneHt Transform: P:[ 0, O,
0],R:[0,0,0],S:[2,2,1].

3. Coznaiite BTOpyto chepy ¢ umeHeM Wing, ciaenaite ee JouepHen
no otHomieHnio Kk Enemy O u nHactpoiite ee kommoHneHT Transform: P:[
0,0,0 ], R:[ 0,0,0 ], S:[ 5,5,0.5 ].

4. Cnenys aTtomy (hopmaTy co3/laiiTe YeThIpe IPYTUX BPaKeCKUX KO-
pabms.

Enemy 1
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Enemy 1 (Empty) P:[ -10,10,0]R:[0,0;0]S:[ 1,1, 1]
Cockpit (Sphere) P:[ 0,0,0 ] R:[ 0j0,0] S:[ 2,2, 1]
Wing (Sphere) P:[ 0,0,0 ] R:[ 0,0,0] S:[ 6,4, 0.5 ]
Enemy 2

Enemy 2 (Empty) P:[0,10,0]R:[0,0;0]S:[1,1,1]
Cockpit (Sphere) P:[ -1.5,0,0 ] R:[ 0,010 ) S:[ 1,3, 1]
Reactor (Sphere) P:[ 2, 0,0 ] R:[0,0,0]S:[ 2,2, 1]
Wing (Sphere) P:[ 0,0,0 ] R:[0,0,0] S:[ 6,4, 0.5 ]

Enemy 3
Enemy 3 (Empty) P:[ 10, 10, 0 ] R:[
CockpitL (Sphere) P:[ -1,0,0 ] R:[ 0
CockpitR (Sphere) P:[ 1,0, 0 ] 0
Wing (Sphere) P:[ 0, 0.5, 0 ] R:

0,0,0
,0,0]
R:[0,0,0]

[0,0,0]S:

Enemy 4

Enemy 4 (Empty) P:[ 20, 10,0]R:[0,0,0]S:[1,1,11

Cockpit (Sphere) P:[ 0,1, 0] R:[ 0,0,0]S:[ 1.5, 1-5, 1-5 ]

Fuselage (Sphere) P:J 0, 1,0 ] R:[0,0,0]S:[ 2,4, 1]

WingL (Sphere) P:[ -1.5,0,0]R:[0,0,-30]S:[5,1,0.5]

WingR (Sphere) P:[ 1.5,0,0 ] R:[ 0,0;30]S:[ 5,1,0.5]

5. Jlo6aBbte komnoHeHT Rigidbody Bo Bce urpoBbie OOBEKTHI Bpa-
xeckux kopabnei (to ectb Enemy 0O, Enemy 1, Enemy 2, Enemy 3 u
Enemy 4). Uro0s! no6aButk Rigidbody, BeIoMHKTE claeAyOMIME MIary.

A. Beimenmure Enemy 0 B umepapxuu W BBIOCPUTE B MEHIO ITyHKT
Component > Physics > Rigidbody (Kommonent > ®@usuka > Tepaoe Telno).

B. B Hnactpoiikax kxommnoneHTa Rigidbody cuumwurte daaxokx Use
Gravity.

C. YcranoBure ¢uaxox isKinematic.

D. lllenkauTe HA MUKTOTpaMMe C TPEYTOJIBHUKOM PSIOM C UMEHEM
pazaena Constraints, ycranoBute ¢naxku Freeze Position Z u Freeze
Rotation X, Y u Z.

6. Cxonupyiite komnoneHT Rigidbody u3 o6wekta Enemy 0 Bo Bce
npyrue o0beKThl Bpakeckux kopabmei. C 3Tol 1enbio s KaKI0To Bpa-
KECKOro KOpalJIsi BEIIOJIHUTE CIEAYIOUIUE ACHCTBUA:

A. Boigenute Enemy 0 B uepapxuu U HIEIKHUTE HAa KHOIKE C IIeC-
TEPEHKOW B TIPaBOM BEPXHEM YTIIy, B pa3Jielie ¢ HACTPOMKaMU KOMIIOHEHTA
Rigidbody.
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B. B otkpeiBmieMcs meHto Bbibepute myHKT Copy Component (Ko-
MUPOBATh KOMIIOHEHT).

C. Beibepute B nepapxuu 0OBEKT BPaXKECKOTO KOpadisd, B KOTOPBI
xotute 106aBuTh Rigitbody

D. lllenkHUTE MO KHONKE C MIECTEPEHKOW B IIPABOM BEPXHEM YTIIY, B
pazzene ¢ HacTpolikaMu KoMmrnoHeHTa Transform.

E. B otkpeiBmiemcsi MeHto BbiOepuTe nmyHKT Paste Component As
New (BcTaBUTh KOMIIOHEHT KaK HOBBIN).

7. lleperamure Kaxkabld Bpaxeckud kopadiib B manky Prefabs B
nanenu Project (ITpoekt), 4ToObI CO31aTh U3 HUX 11a0JTOHBI.

8. Ynpanmure Bce SK3EMIUIAPHI BPAKECKUX KOpabied U3 mepapxuu,
kpome Enemy 0.

Cyenapuu Enemy

UtoObl co31ath clieHapuii Enemy, BBITIOJTHUTE CIEIYIONINUE IIIaru:

1. Co3naiite HOBBIM cueHapui Ha C# ¢ nmeHem Enemy u momecTtute
€ro B mamnky__ Scripts.

2. Boibepute Enemy 0 B manenu Project (IIpoekT) — He B uepapxuu.
B uncniekrope menkaute no kHonke Add Component (Jlo6aBuTh KOMIIO-
HEHT) U B OTKPBIBIIEMCSI MEHIO BhIOEpHUTE MyHKT Scripts > Enemy (Cuena-
pun > Enemy). Ecnu nocne 3toro menkHyTh no oobekty Enemy O B ma-
Henu Project (ITpoext) mnmm Hierarchy (HMepapxwusi), Bbl JOJKHBI YBUJIIETh
MOAKIIOYEHHBIN KOoMIOHEeHT Enemy (Script).

3. Otkpoiite cuienapuii B MonoDevelop v BBeIUTe ClIeAyIOITUN KOJI:

using System.Collections; // HeoOxoaumo juist JocTyna K MacCuBam
U JIPYTUM KOJUICKIIUSIM //

using System.Collections.Generic; // Heo0xoaumo mms jmocryma K
CIIUCKAM H CIIOBapsiM

using UnityEngine; // Heobxoaumo nnst qoctymna k Unity

public class Enemy : MonoBehaviour {

[Header("Set in Inspector: Enemy")]

public float speed = 10f; // CkopocTh B M/cC

public float fireRate = 0.3f; // Cexyna Mexxay BbICTpenaMu (HE HC-
MOJIb3YETCS])

public float health = 10;

public int score = 100; // O4ku 3a yHUYTOKEHHUE ATOTO KOpadJIs
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// ITO CBOMCTBO: METOJI, IEUCTBYIOMIMI Kak moJie public Vector3 pos
{//a

get

return( this.transform.position );

} set { this.transform.position = value; }

j

void Update()
{ Move(); }

public virtual void Move() {// b

Vector3 tempPos = pos;

tempPos.y -= speed * Time.deltaTime;

pos = tempPos; }

b

4. B Unity menkuutre no kHomnke Play (Mrpate), u sk3emmuisp
Enemy 0 B crieHe MOKEH HAYaTh IBM)KCHUE BHU3.

5. Uro6el momkmounth creHapuii BoundsCheck k sx3emmuisipy
Enemy 0, BeiOepute ero B mepapxuu (He B manenu Project (Ilpoekr)). B
uHcniektope menkaure rno kHomnke Add Component ([lo6aBuTh KOMIIO-
HEHT) M B OTKPBIBIIEMCSI MEHIO BbIOepHTe MyHKT Scripts > BoundsCheck
(Cuenapuu > BoundsCheck).

6. [Ipumenute n3menenus B sk3eMiuiipe Enemy 0 x ero mabmiony,
niekHyB Ha kHomke Apply (IIpuMeHuTh) B BepXHEH 4acTH MHCIEKTOpA.
Tenepp BbiOepuTe madiaoH Enemy O B manenu Project (ITpoekt), 4ToObI
yOeIUThCs, UTO CIIeHAPUH OB MOAKIIOYEH K HEMY

7. Boibepute sx3emiusip EnemyGO B wuwepapxum u B pazjelne
BoundsCheck, B uncnekrope, BBeauTte B 1mose radius gucio -2.5.

8. lllenkuure Ha kHomKe Play (UrpaTh), U BBl yBUIUTE, YTO IK3EMII-
asp Enemy 0 ocranoBWIICS cpa3y, Kak TOJIBKO OKa3ajcs 3a HIKHEW Tpa-
HUlleW skpaHa. OgHako HaMm HYXHO, 4ToObl Enemy O He ocTtaBaiics 3a
TpaHMIIEH IKpaHa, Ha CAMOM JIeJIe MBI IOJDKHBI OTIPEIeTUTh MOMEHT, KOTqa
OH BBIIIIET U3 BUIUMON 00JIACTH, U YHUUITOXKHUTD €TO0.

9. lns sroro BHecute B cuieHapuii BoundsCheck cnenyromue nzme-
HEHUS.

//l <summary>

/// TlpenoTBpamiaeT BbIX0 UTPOBOI0 OOBEKTA 3a TPAHUIIBI DKpaHa
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///Baxno: paboraer TOJIBKO c oprorpadguueckoit kamepoit Main
CameraB[ 0,0,0].
/// </[summary>
public class BoundsCheck : MonoBehaviour {
[Header(”Set in Inspector”™)]
public float radius = If;
public bool keepOnScreen = true; // a

[Header("Set

public bool Dynamically™)]

public float isOnScreen = true;

public float camWidth; camHeight;

//'b

void Awake() { ... } / HamomHI0: MHOTOTOYME O3HAYAET, YTO METOJ
HE U3MEHUJICS.

void Latellpdate () {

Vector3 pos = transform.position;
1sSOnScreen = true;

if ( pos.x > camWidth - radius ) {
pos.x = camWidth - radius;
1sOnScreen = false; }

if ( pos.x < -camWidth + radius ) {
pos.x = -camWidth + radius;
1sOnScreen = false; }

if ( pos.y > camHeight - radius ) {
pos.y = camHeight - radius;
1sOnScreen = false; }

if ( pos.y < -camHeight + radius ) {
pos.y = -camHeight + radius;
1sOnScreen = false; }

if ( keepOnScreen && !isOnScreen ) {
transform.position = pos; isOnScreen = true; }

}

Yoanenue epasiceckozo xopabnsa nocie 8vix00a 3a epanuybl IKpaHa

1. Caumute dnaxok keepOnScreen B xommonente BoundsCheck
(Script) madnona Enemy 0, maxoasmierocss B mnamnke -Prefabs B manenu
Project (ITpoexr).
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2. YtoObl U3MeHeHus AoCTUrIM dK3eMiusipa Enemy 0 B nepapxum,

BBEIOCPHUTE €T0 U MICIIKHUTE MO0 KHOIKE C IMEeCTePEHKON CIpaBa OT Ha3BaHMUS
komnoHeHTa BoundsCheck (Script) B uncnekrope. B nosiBuBIIeMcs: MEHIO
BbIOepuTe MyHKT Revert to Prefab (BepuyTh u3 mabmnona), 4ToObl CKOMH-
pOBaTh HACTPOUKH U3 MIa0JI0HA B IK3EMILISIP B UEPAPXHH.

3. lo6aBbTe B crieHapuii Enemy cremyrommii Ko:

public class Enemy : MonoBehaviour {

public int score = 100; // Ouku 3a yHUYTOKEHHUE FTOTO KOPaOJIs
private BoundsCheck bndCheck; 1

void Awake() {// b

bndCheck = GetComponent<BoundsCheck>(); }

void Update() {

Move();

if

)

( bndCheck != null && IbndCheck.isOnScreen ) { // ¢

// ' YOenuThcs, 4To KOpadiib BBIIIEN 32 HHXKHIOKO TPAHUILY KpaHa

if ( pos.y < bndCheck.camHeight - bndCheck.radius ) { // d

// Kopabib 3a HUKHEN TPpaHUIIEH, TOITOMY €Tr0 HYy>KHO YHUUYTOXKHUTD
Destroy( gameObject ); }

Tenepb cuieHapuii JEHCTBYET B TOUHOCTH KaK MBI XOTEJIH, HO KaXKeT-

CsS HEMHOTO CTPAaHHBIM BBITIOJHATH OJHO W TO XK€ CPaBHEHHE POS.y C
camHeight u radius 31eck u B BoundsCheck.

KW, :

4. U3smenure cuenapuii BoundsCheck, nobaBuB cnenyrouiue crpo-

public class BoundsCheck : MonoBehaviour {
public float camHeight;

[Hideininspector]

public bool offRight, offLeft, offUp, offDown;

void Start() { ... }

void LateUpdate () {

Vector3 pos = transform.position;

1SOnScreen = true;

offRight = offLeft = offUp = offDown = false;
if ( pos.x > camWidth - radius )

{ pos.x = camWidth - radius;
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offRight = true;

+ 1if ( pos.x < -camWidth + radius ) {

pos.x = -camWidth + radius

offLeft = true; // ¢

h

if ( pos.y > camHeight - radius ) {

pos.y = camHeight - radius;

offUp = true; // ¢ }

if ( pos.y < -camHeight + radius ) {

pos.y = -camHeight + radius; offDown = true; / }
1sOnScreen = !(offRight || offLeft || offUp || offDown);
if ( keepOnScreen && !isOnScreen ) {
transform.position = pos;

1sSOnScreen = true;

offRight = offLeft = offUp = offDown = false; }

h
}

5. Teneps BHecuTe B cueHapuili Enemy cnenyromnme n3MeHeHu s, Bbl-

JCJICHHBIC YKUPHBIM, YTOOBI BOCIIOJIB30BATHCS YIIYUIICHUSIMU B CIICHAPHH
BoundsCheck:

public class Enemy : MonoBehaviour {

void Update() {

Move();

if ( bndCheck != null && bndCheck.offDown ) {

// Kopabib 3a HUKHEW TPaHUIIEH, TOITOMY €Tr0 HY>KHO YHUUTOXKHUTD
Destroy( gameObject ); }

h
b

A. Tenepb nocrarouno nposeputh Tojibko bndCheck. off Down, urto-
OBl OIPEIeNUTh, YTO FK3EMILUIAP Enemy BhIIIEN 3a HUKHUN Kpail SKpaHa.

B. B 3Tux aByx cTpokax yOpaHO MO OJHOMY OTCTYIy, IOTOMY YTO
Ternephb MPOBEPKa BHITIOIHIETCS OJTHON MHCTpYKIueH 1f BMecTo ABYX.

Peanusanus knacca Enemy 3aMeTHO ynpocTWiIach — ceMdyac OH HC-
MOJIb3yEeT BO3MOKHOCTH KomrnoHeHTa BoundsCheck 1 MoxeT aenarb cBOIo
paboty, He nyOaupys ero PyHKIHOHAIBHOCTD.
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Cnyuaiinoe coz0anue 8pajicecKux Kopaoneu
Teneps, 3akoHUMB pabOTy HAJ BPAKECKUM KOpabiieM, MOKHO peau-
30BaTh CIIy4dallHOE CO3JaHUE TPOU3BOJIHBHOTO KOJIMYECTBA OOBEKTOB
Enemy 0.
[Toaxmrounte crenapuit  BoundsCheck k rnmaBHOW — Kamepe
MainCamera 1 cHUMHTE B €ro HacTpoikax ¢uaxkok keepOnScreen.
CozpnaliTe HOBBIM ClleHapuii ¢ UMEeHeM Main U MOJKJIIYUTE ero K
_MainCamera.
using System.Collections; // HeoOxoaumo uisi JocTyna K MacCuBam
U ApyTUM
// KOJTEKITASIM
using System.Collections.Generic; // Heo0xoaumo mms mocryma K
CIIUCKaM M CIIOBapsiM
using UnityEngine; // Heobxoaumo nmnst qocrymna k Unity
using UnityEngine.SceneManagement; // JIns 3arpy3ku u mepesa-
TPY3KH CIICH

public class Main : MonoBehaviour {

static public Main S; // O6bekT-0aHOYKa Main

[Header(’’Set in Inspector”)]

public GameObject[] prefabEnemies; / I Maccus mabdinonoB Enemy

public float enemySpawnPerSecond = 0.5f; // Bpaxxeckux xopabmueit
B CeKyH]Y

public float enemyDefaultPadding = 1.5f

//

Otcryn 111 // MO3UIIMOHUPOBAHUS

private BoundsCheck bndCheck;

void Awake() {

S = this;

// 3anucats B bndCheck cchuiky Ha komnoneHT BoundsCheck atoro
UTPOBOTO // 00BEKTA

bndCheck = GetComponent<BoundsCheck>();

// Be1zbiBath SpawnEnemy() oaus pa3 (B 2 CEKYHJIbI TIPU 3HAYCHUSIX
10 YMOJTYAHHUIO)

Invoke( "SpawnEnemy",

[f(enemySpawnPerSecond ); //a }

public void SpawnEnemy() {

// Be1Opath ciydaitHbiil mabson Enemy miist co3ganust
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int ndx = Random.Range(0, prefabEnemies.Length); // b

GameObject go = Instantiate<GameObject>( prefabEnemies[ ndx | );
/¢

// Pa3MecTUTh BpayKeCKui Kopaliib HaJl SKPaHOM B CITy4alHOU TMO3H-
1107074

float enemyPadding = enemyDefaultPadding; // d

if (go. GetComponent<B0undsCheck>() I=null) {//e

enemyPadding Mathf. Abs(
go.GetComponent<BoundsCheck>().radlus ); }

//'Y CTaHOBUTH HadaJbHbIE KOOPJAUHATHI CO3IAHHOTO BPAKECKOTO KO-
pabus // £

Vector3 pos = Vector3.zero;

float xMin = -bndCheck.camWidth + enemyPadding;

float xMax = bndCheck.camWidth - enemyPadding;

pos.x = Random.Range( xMin, xMax );

pos.y = bndCheck.camHeight + enemyPadding;
go.transform.position = pos;

// CHoBa BbI3BaTh SpawnEnemyO

Invoke( "SpawnEnemy”, If/enemySpawnPerSecond ); // g

h
h

3. CoxpaHuTe ClIEHapuid, 3aKOHYUB BBOJ, BepHUTECh B Unity U BBI-
MIOJTHUTE CJICTYIOIINE [Iaru:

A. Ynamute sx3emiuisip Enery 0 u3 uepapxuu (He Tporasi mpu 3TOM
ma6sion B nanenu Project (IIpoekr)).

B. Bribepute MainCamera B uepapxuu.

C. Packpoiite pazgen prefabEnemies B kommnonente Main (Script)
o0bekta_MainCamera, IIEJIKHYB Ha MUKTOTpaMM€ C TPEYroJbHUKOM, U B
pasneine prefabEnemies BBenute 1 B noiie Size.

D. Ileperaumute Enemy O u3 manenu Project (IlpoexT) B mosne
Element 0 B maccuge prefabEnemies.

4. 3anmycTuTe CUEHY.

Hacmpouxa mezos, cnoes u puzuxu

B sT0i1 urpe nmeeTcsi HECKOIBKO BUIOB UTPOBBIX OOBEKTOB, KOTO-
pbleé MOKHO Pa3MECTUTh B PA3HBIX CIOAX U MO-PAa3HOMY OpPraHU30BaTh
B3aUMOJECHUCTBUE MEXKY HUMU:
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— Cnoit ayist kopabnst urpoka (Hero): kopabns Hero mosmken crai-
KUBAThCSl C BPAXKECKUMU KOPAOJISIMU, BPAXKECKUMU CHApSIaMU U KyOuKa-
MU-00HYCaMH, HO HE JIOJKEH CTAJKUBAThCSI CO CBOMMHU CHAPSJIaMU;

— Crmot g cHapsiioB, BBIMYCKAa€MbIX KOpabjieM Wrpoka
(ProjectileHero): cHapsapl, BbellTyckaemble Kopabiem Hero, mOmKHBI
CTaJIKUBATHCS TOJIBKO C BPAKECKUMU KOPaOIISIMU;

— Crnoit nns Bpaxeckux kopaoOneit (Enemy): Bpaxeckue kopaliu
JIOJKHBI CTATKUBATHCS TOJIBKO ¢ Hero u cHapsijaMu, BBIITYCKAaEMbIMU UM,
HO HE JIOJKHBI CTAJIKUBAThCS ¢ KyOMKaMu-OOHycaMu;

— Cnolt jyisi CHapsiIOB, BBIITYCKAEMbBIX BPaXECKUMU KOpaOIIMU
(ProjectileEnemy): cHapsipl, BbITyCKaeMble BPAXKECKUMHU KOPAOIIMH,
JOJKHBI CTAJIKUBATHCA TONBKO ¢ .Hero;

— Cnoit anst 6onycoB (PowerUp): GOHYCHl NOMKHBI CTaJIKHUBATHCS
ToJbKO ¢ .Hero.

UtoObI cO3AaTh 3THU CJIOM, a TAKKE HEKOTOPbIE TETH, KOTOPhIE MPU-
TOJISITCSL HaM TI03KE, BBITIOJIHUTE CIETYIOININE IIaru:

1. Otkpoure mucneruep teroB u cioeB Tags & Layers B manenn
Inspector (Mucnektop), BeiOpaB B MeHto myHKT Edit > Project Settings >
Tags and Layers (IIpaBka > [lapameTpsl ipoexTa > Teru u ciion).

2. Packpotite paznen Tags co cnuckom tero. Illenkas Ha 3Hauke + B
KOHIIE CIIMCKAa, BBEIUTE MMeHa TeroB. BoT mMena »tux teros: Hero, En-
emy, ProjectileHero, ProjectileEnemy, PowerUp u PowerllpBox.

3. Packpoiite paznen Layers. HaunHast ¢ BOCBMOTO MOJIb30BaTEIb-
ckoro ciost User Layer 8, BBeaute numeHa cioeB. Mimena cinoes: Hero, En-
emy, ProjectileHero, ProjectileEnemy u PowerUp.

Otkpoiite nucnetuep ¢pusuku PhysicsManager (Edit > Project Set-
tings > Physics (IlpaBka > Ilapametpsr npoekTa > ®u3nka)) U HACTPOUTE
MaTpuily croiakHoBeHuil ciioeB Layer Collision Matrix.

Tlospesicoenue kopabs uepoxa epaxceckumu Kopaoisimu

Teneps, Koria Bpaxkeckue Kopadiid U Kopalib UTPOKA HAXOASATCS B
CJIOSIX, KOTOPBIE MOTYT CTaJIKUBATHCS, HYKHO 3aCTaBUTh MX pPearnpoBaTh
Ha CTOJIKHOBEHHUSI.

1. lllenxkHuTE 11O TPEYTOJIBHUKY PSAIOM ¢ UMeHEM Hero B uepapxuu
u BeIOepuTe nouepHuii 00bekT Shield. B uncnekrope ycranoBute iaskok
Is Trigger B HacTpoiikax koyutainepa Sphere Collider, 4ToOb1 TpeBpaTUTH
ero B tpurrep. Ham He Hy»HO, 4TOOBI Jpyrue OOBEKTHl OTCKAKWBAIU OT
Shield; mMbI UL XOTUM OTNpENENATh MOMEHT, KOTJa MPOUCXOIUT CTOJIK-
HOBEHHE.
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2. JloG6aBbTE CHEAYIOMIUM METOJI, BBIJCICHHBIN >KUPHBIM, B KOHEII
cueHapus Hero:

public class Hero : MonoBehaviour {

void Update() {

}

void OnTriggerEnter(Collider other) {
print("Triggered: ~+other.gameObject.name); }

}

3. 3anmycTuTe CleHy U MOMPOOYHTE CTOJKHYTHCS C BPAKECKUMH KO-
pabsimu.

4. B cuenapun Hero 3amenute koxm B metone OnTriggerEnter ()
CTPOKaMH, BBIICIIEHHBIMU KUPHBIM B CIIEIYIOIIEM JUCTUHIE:

public class Hero : MonoBehaviour {

void OnTriggerEnter(Collider other) {

Transform rootT = other.gameObject.transform.root;

GameObject go = rootT.gameObject;

print("Triggered: "+go.name); }

b

5. U3menute meron OnTriggerEnter() xkinacca Hero, yTtoObl kaxmoe
CTOJIKHOBEHHE C BPaKECKUM KOpaOJeM yMEHBIAI0 YPOBEHB 3aIUThI KO-
padiisg urpoka Ha 1 ¥ YHHYTOXKAJI0 BpaKeCKUH KOpaOJib:

public class Hero : MonoBehaviour {

public float shieldLevel = 1;

private GameObject lastTriggerGo=null;

void OnTriggerEnter(Collider other) {

Transform rootT = other.gameObject.transform.root;

GameObject go = rootT.gameObject; //

print(”Triggered: ’+go.name);

// TapaHTUpOBaTh HEBO3MOXHOCTh TOBTOPHOT'O CTOJIKHOBEHHUS C TEM
&Ke 00BEKTOM

if (go == lastTriggerGo) {

return; } lastTriggerGo = go;

if (go.tag == "Enemy") {

// Ecnu 3allluTHOE T0JI€ CTOJIKHYJIOCH C BPAXKECKUM
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// kopabiiem

shieldLevel--;

// YMEHBIIUTh YPOBEHB 3aIIUTHI HA |
Destroy(go); // ...

Y YHUUTOKUTH Bpara U e

} else {

h

b

print("Triggered by non-Enemy: ”+go.name); 1

b

6. 3amycTUTe CIEHYy W TONPOOYHTE CTONKHYTHCS C HECKOIbLKHUMU
BpPaXECKUMH KOpaliasiMu. B kakoi-TO MOMEHT, TOCI]I€ JOCTaTOYHO OO0JIb-
[IOTO0 YHUCJa CTOJIKHOBEHMM, MOXHO 3aMETHTh CTPAHHOE IOBEJCHHE 3a-
MUTHOTO ToJIsl. OHO MOJIHOCTHIO UCTOIIAETCS U BHOBh HAUYMHAET HAOUPATh
MOIITHOCTb.

UtoObI uCHIpaBUTh 3TOT HENOCTATOK, Mpeodpazyem noJie shieldLevel
B CBOICTBO, 3aIIMINAIONIEE W OTPAHMYMUBAIONIEE HOBOE CKPBITOE TIOJE C
umeneM _shieldLevel.

7.B kmacce Hero u3aMenute wuMsi OOIIEAOCTYIHOW TMEPEMEHHOU
shieldLevel na _shieldLevel, 3amenute crnenudukarop 00JIaCTH BUIAUMO-
ctu public Ha private u go6aBeTe CTpOKY ¢ arpudyTom [SerializeField]:

public class Hero : MonoBehaviour {

[Header("Set Dynamically”)]

[SerializeField]

private float -ShieldLevel = 1; // O6parute BHUMaHUe Ha CUMBOJI

// MOTYepKUBAHMS

// DTa mepeMeHHasi XpaHUT CChUIKY Ha MOCIEIHUN CTOJKHYBIIUUCS
UTPOBOM OOBEKT

j

8. JlobaBwTe cBoiicTBO shieldLevel B konen kmacca Hero:
public class Hero : MonoBehaviour {

void OnTriggerEnter(Collider other) {
}

public float shieldLevel {
get {
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return( _shieldLevel ); }

set {

-ShieldLevel = Mathf.Min( value, 4 );

if (value < 0) { // ¢ Destroy(this.gameObject); }
h

h

b

llepeszanyck uepwi
[TourpaB B urpy, MOXKHO 3aMETUTh, YTO UTPa TEPSET CMBICH IOCIE

YHUUYTOKEHUS Kopabis urpoka Hero. Teneps Mbl m3amMeHuM 00a Kiacca,
Hero n Main, 106aBuB BbI30B METO/a, KOTOPKIH mocie paspymienus Hero
OyJleT )KJaTh 2 CeKyH/bI U MIEpe3aycKaTh Urpy.

1. HoGaBbTe mosie gameRestartDelay B Hauano ompeneneHus kiacca

Hero:

public class Hero : MonoBehaviour {
static public Hero S; // Onunouka
[Header("Set in Inspector’’)]

public float pitchMult = 30;
public float gameRestartDelay = 2f;
[Header("Set Dynamically’”)]

;

2. JlobGaBpTe cHeaylOlME CTPOKM B OMNPEACICHUE CBOMCTBA

shieldLevel B xknacce Hero:

Py

public class Hero : MonoBehaviour {

public float shieldLevel {

get { ...}

set {

if (value < 0) {

Destroy(this.gameObject);

// Coobmuth 00bekTy Main.S 0 HeOOXOAUMOCTH Mepe3anyCTUTh UT-

Main.S.DelayedRestart( gameRestartDelay ); //a

h
h
h
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JloOaBbTe cienyrone MeToAbl B Kiacc Main, 4ToObI peanu3oBaTh
nepesanyck.

public class Main : MonoBehaviour {
public void SpawnEnemy() { ... }

public void DelayedRestart( float delay ) {
// Be1zBaTh MeTo]1 Restart() uepes delay cexynn
Invoke( "Restart", delay ); }

public void Restart() {

// Tlepe3arpy3uth _Scene (0, 4TOOBI MEPE3ayCTUTh UTPY

SceneManager.LLoadScene( " Scene 0"); }

b

4. llenxkuute moa kHomnke Play (Wrpath), 4TOOBl MPOTECTUPOBATH
urpy Temeps, Mociie YHHUUTOXKEHUSI KOpaOis Urpoka, urpa OyaeT KIaThb
napy CeKyH]I U 3aTeM Tepe3aIryCcKaThCs epe3arpy3Koi CIIeHBI.

Cmpenvba (HaxoHey)
Teneps, Korga Bpakeckue KOpaOIu MOTYT HAaHOCHUTBH TIOBPEKICHHUSI
KOpaOJIro UTPOKA, TIPHUIILIO BPEMS JaTh UTPOKY BO3MOKHOCTD 3aIlIUIIATHCS.

ProjectileHero, cnapsowet ons Hero

BrinonHuTe cienyrouye mard, 4Toobl co3AaTh CHAPSA AJIs CTPEIib-
OBbI TIO BPXKECKUM KOPaOJIsIM.

1. Co3pnaiite B uepapxun kKyo ¢ umenem ProjectileHero u cnemyro-
IIMMU HAaCTpoWKaMu KoMmnoHeHTa Transform:

ProjectileHero (Cube) P:[ 10,0,0]R:[ 0,0,0] S:[ 0.25, 1, 0.5 ]

2. B packpeiBaromuxca cnuckax Tag u Layer nns ProjectileHero BbI-
oepute 3HaueHue ProjectileHero.

3. Coznaiite HOBBIM MaTepuan ¢ umeHnem Mat Projectile, momecture
ero B mamnky-Materials B manenu Project (IIpoekt), BbIOEpUTE ISl HETO
meitnep ProtoTools > UnlitAlpha u mnpucBoiite urpoBomy oOBEKTY
ProjectileHero.

4. JlobaBbre B wurpoBoil 00beKT ProjectileHero kommoHeHT
Rigidbody co cnenyronmmmu HacTpoiiKaMu:
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» Cuumure uaxok Use Gravity.

* CuumuTe duaxok isKinematic.

* B moste Collision Detection BeiOepute 3HaueHrne Continuous.

* B pasnene Constraints ycranoBute Quaxku Freeze Position Z u
Freeze Rotation X, Y u Z.

5. B xommnonente Box Collider urpooro o6wekta ProjectileHero yc-
TaHOBUTE 3HaueHue Size.Z paBHbIM 10. DTO rapaHTUpyeT MOPAKEHHUE CHa-
psAgaMu OOBEKTOB, KOTOPBIE MOTYT HaXOJWTHCS BHE TUIOCKOCTH XY (TO
ectb Z=0).

6. Coznaiite HOBBIH ciieHapuii Ha C# ¢ umenem Projectile u moak:to-
yute K ProjectileHero. M1 3aliMeMcst UM mo3xe.

7. CoXpaHHUTE CLEHY.

8. [Moakirounre KOMITOHEHT CIIeHapusI BoundsCheck K
ProjectileHero. Cauumute drnaxok keepOnScreen u BBeaute -1 B moiie
radius. Bennuuna radius B BoundsCheck He BiausieT Ha CTOJIKHOBEHUS C
JIPYTUMH UTPOBBIMH OOBEKTaMH, OHA JIMIIB OINPEACISIET PACCTOSHHUE, Ha
kotopoe ProjectileHero nomkeH BbIMTH 3a Kpall 3KpaHa, YTOObI CYUTATHCS
MOKWHYBIITUM JKPaH.

9. Ilpeobpasyiite ProjectileHero B 1ma0ioH, mepeTamuB ero u3 me-
papxuu B nanky -Prefabs B manenu Project (Ilpoekr). 3aTtem yganure sk-
3eMILISIP, OCTaBIIUICS B HUEPAPXUH.

10. CoxpaHnure cueny

Peanuzayusa cmpenvowui
Teneppb aiM UTPOKY BO3MOXKHOCTb CTPEIATh CHAPSIAMH.

public class Hero : MonoBehaviour {
public float gameRestartDelay = 2f;
public GameObject projectilePrefab;
public float projectileSpeed = 40;
void Update () {
transform.rotation
xAxis*rollMult,0);

Quaternion.Euler(yAxis*pitchMult,
y p

// T103BOJIUTH KOPAOIIO BHICTPEIIHUTH
if ( Input.GetKeyDown( KeyCode.Space ) ) {
TempFire();

h
void TempFire()

70



{ GameObject projGO = Instantiate<GameObject>( projectileprefab

projGO.transform.position = transform.position;

Rigidbody rigidB = projGO.GetComponent<Rigidbody>();

rigidB.velocity = Vector3.up * projectileSpeed; }

void OnTriggerEnter(Collider other) { ... }

b

2. B Unity BeiObepute Hero B uepapxuu u B noiie projectilePrefab
cueHapust Hero (B mHcnektope) neperamute madinon ProjectileHero u3
nanenu Project (ITpoexr).

3. Coxpanute cueny u menkaure mo kHomnke Play (Mrpate). Ecnu
TeNeph HAXKATh MPo0es, Kopadiib OyIeT CTPENATh CHapsIaMu, HO TTOKa OHH
HE HaHOCAT yiiepOa BpakeCKUM KOpaOJisiM M TPOIOJKAIOT CBOW IOJIET
OECKOHEYHO, JJaXKe KOT/1a MOKWUHYT dKPaH.

Ynpaesnenue cnapsioamu

UtoOBl CHapsabl MOTJIM TOPaKaTh Bpara, BBITOJTHHUTE CIEAYIOIINE
Iary.

1. Otkpoiite cuieHapuii Projectile m mo6aBpTe cleayroIme CTPOKH,
BBIICIICHHBIC XKUPHBIM. Celfuac Mbl peain3yeM TOJIbKO YHHUTOKCHUE CHa-
psiIa Tmociie BBIX0/1a 3a TPAaHHUIIBI 9KpaHa

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Projectile : MonoBehaviour {
private BoundsCheck bndCheck;

void Awake ()
{ bndCheck = GetComponent<BoundsCheck>(); }

void Update () {
if (bndCheck.offUp) { //a
Destroy( gameObject ); } }

j

W cHoBa He 3a0ybTE COXPAHUTb.
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Tlospesicoenue epasiceckux xopabaetl cHapadamu

Ham HyXHO Takke 100aBUTh BO3MOXHOCTH IOBPEXKJICHUS BpaxKe-
CKHMX KOpaOlJieil cCHapsigaMHu.

OTtkpoiiTe crieHapuii Enemy u mo6aBbTe B KOHEI CIEAYIOMINI Me-
TOX:

public class Enemy : MonoBehaviour {
public virtual void Move() (...)

void OnCollisionEnter( Collision coll ) {

GameObject otherGO = coll.gameObject; // a

if ( otherGO.tag == "ProjectileHero” ) { // b

Destroy( otherGO );

// YHUYTOXHUTH CHAPS]T

Destroy( gameObject );

// ' YHAUYTOXUTH UTPOBOI1 00BEKT Enemy

} else {

print( "Enemy hit by non-ProjectileHero: " + otherGO.name ); } }

J

2. [MonyunTte UrpoBOM OOBEKT, KOTOPOMY MPUHAIIICKHUT KOJUIAUIE,
CTOJIKHYBIIIMICS C BpaXKECKUM KOpalIeM.

3. Eciin otherGO umeet Ter ProjectileHero, Torna yHuuToxbsTe €ro u
JTaHHBIN dK3eMIusIp Enemy.

4. Ecnin otherGO ne umeer tera ProjectileHero, BeiBeuTE €ro ums B
KOHCOJIb JIJIsI OTJIAJIKU

Ecou teneps menkHyth no kHomke Play (Mrpats), sk3eMIuisipsl
Enemy 0 HauHyT IBM)KEHHE MO SKpaHy CBEpPXY BHH3, U BbI CMOXETE pac-
CTpENMBATh UX CHAPSIAMHU.

1.4. Co3n1anne KaPTO4YHOI UTPbI

IIpomomun 4: PROSPECTOR SOLITAIRE

MBI co3mauM CBOO MEPBYIO KAPTOUHYIO UTPY — MU(PPOBYIO BEPCUIO
nonyJsspHoro nacksaca Tri-Peaks (Tpu Bepiiunsr).

['paduaeckue pecypchl, KOTOpbIE MBI OyJIEM UCTOIB30BaTh, CO3JaHbI
Ha OCHOBE 00MIea0CTyIMHOro Komiuiekra kapt Vectorized Playing Cards
1.3 Kpuca Arunspa.

Ortkpoinite cueny Prospector Scene 0 u mpoBepbT€ HACTPOWKHU -
MainCamera.
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-MainCamera (Camera) P:[ 0, 0, -40 ] R:[ 0, 0,0 ] S:[ 1, 1, 1 ] Pro-
jection: Orthographic Size: 10

Hmnopmuposanue uzobpasxicenutl 6 uoe cnpaimos

Jlanee HY>XHO MPaBWIBHO UMIIOPTUPOBATH U300paKeHUS, YTOOBI UX
MO>XHO OBLIIO MCIOJIB30BaTh KaK crpailTel. CpailT — 3TO JByMEpHOE HU30-
OpakeHre, KOTOPOe MOXKET MIEPEMENIAThCS M0 IKPaHy, MACIITA0UPOBATHCS
U TTOBOpayuBaThcsa. OHU 4aCTO UCIOJIB3YIOTCS B IBYMEPHBIX UTPax:

1. OtkpoiiTe nanky .Sprites B manenu Project (Ilpoekrt) u BoiOepute
BCE U300pakeHUs B HEM.

2. B paznene Texture 2Ds Import Settings (HacTtpoiiku ummoptupo-
BaHMsI ABYMEPHOU TEKCTyphl), B manenu Inspector (MucnekTop), BeiOepute
B packpbiBatoiieMcs cnucke Texture Type (Tum TekcTypbl) MyHKT Sprite
(2D and UI) (Cupaiit (2D u I11)). Lllenkuaute no kxonke Apply (Ilpume-
HUTH), 1 Unity MOBTOPHO UMIOPTUPYET BCE N300pPAKEHUS C MPABUIbHBIMU
COOTHOILIEHUSIMUA CTOPOH.

3. Boeibepute B manenu Project (IIpoekT) m3zoOpakeHue C MMEHEM
Letters.

4. B paznene Letters Import Settings (HacTtpoiiku umnopTupoBaHus
Letters), B manenu Inspector (MHcmekTop), BeIOEpUTE B PACKPHIBAIOIIEMCS
ciiucke Sprite Mode (Pexxum cnipaiita) myHKT Multiple (MHOXECTBEHHBIH )
u mienkHuTe Ha KHotike Apply (ITpumeHuTs).

5. lllenkuurte no kHomke Sprite Editor (PemakTop cripaiiToB), 4TOOBI
OTKpBITH peaakTop. Bul yBuauTe nzoopaxkenue Letters B pemakrope, OK-
PYXKEHHOE CHUHEN PAMKOH, OIPEIEIISIONIEH TpaHulibl cipanTa Letters.

6. [llenkHUTE B PEIAKTOPE CIPANTOB MO MAJICHBKOW MUKTOIPaMME C
U300paKeHUEM PaayTH Ui OyKBBI A, UTOOBI MEPEKITIOYUTHCA MEXTY MPO-
CMOTPOM (PaKTHUUECKOTO H300pakeHusi W ero anbda-kanana. [Tockombky
Letters comepxut n3o00pakeHus OenbIXx OyKB Ha Ipo3padyHoM (oHE, Bam
npoiie OyJeT BUACTh MPOUCXOISIIIEE, T/ Ha aib(ha-KaHal.

7. lllenkuute no packpeiBaromemycs cnucky Slice (Hapesats) B Je-
BOM BEPXHEM YTIIy PENAKTOPA CIIPANTOB.

A. B packpeiBaromemcsa cnucke Type (Tum) 3aMeHUTE 3HAYCHHE
Automatic (ABromatuueckn) Ha Grid by Cell Size

B. B mone Pixel size (Pa3mep B mukcenax) yCTaHOBHUTE 3HAUYCHUS
X:32m Y:32.

C. lllenkuure no kHonke Slice (Hapesars). B pesynbraTe nsobdpaxe-
Hue Letters Oyzaet pa3aeneHo o ropu3oHTanu Ha 16 copailToB ¢ pa3mepa-
Mu 32 X 32 nukcena.
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D. lllenknute no kHonke Apply (IIpuMenuTb) B mpaBoM BEpXHEM
yIIIy pelakTopa CHpPaWTOB, YTOOBI CT€HEPUPOBATH CIPAWUTHl B IMaHEIU
Project (Ilpoekrt). Tenepr B manenu Project (IIpoekT) BMecTo 0aHOTO
cipaita Letters BHyTpu TekcTyphl Letters nosiBiatcss 16 cnpailToB ¢ numMe-
Hamu oT Letters O go Letters 15. Cmpaiiter Letters 1 — Letters 13 Oyayt
HCIIOJIb30BAThCS B ATOM UTPE I U300paKeHUs IOCTOMHCTBA KapT (OT Ty-
3a 70 Kopouisg). Tenepb Bce crpalThl HA MECTE€ UM TOTOBBI K MCIOJIb30Ba-
HUIO.

8. Coxpanute cueHy. B NEeHCTBUTENBHOCTH MbI €€ HAYETO HE W3-
MEHWIH B CIIEHE, HO COXPaHITh €€ MOCTOSIHHO — XOpoIliasi MpUBBIUKA.
Bo3bpmuTe 3a paBUiio COXpaHATh CLIEHY MOCIIE JTI000T0 N3MEHEHUS.

Koncmpyuposanue kxapm u3z cnpaumos

OnuH U3 caMbIX Ba)KHBIX aCIEKTOB 3TOrO MPOEKTa — KOHCTPYUPOBa-
HUE BCEH KOJIOJBI KapT MPOTPaMMHO C HCMOJIb30BaHHEM 21 UMIOPTUPO-
BAHHOTO M300paKEHUS. ITO MOMOMXKET YMEHBIIUTh OKOHYATEIbHBIA pas-
Mep COOpPKHU U YBUJIETh, Kak padoTtath ¢ (aitiiamu XML.

Hcnonvzosanue XML 6 npoepammuom kooe

1. /1o mepBoit 4acTu 3TOTO MPOEKTa co3/aite Tpu cueHapus Ha C# ¢
umenamu Card, Deck u Prospector. [lomectute ux B manky _ Scripts.

Card: xrnacc, mpeAacTaBiSAIOMIMN KaXIyl0 KapTy B KOJOJAE, XPaHUT
uH(pOpMaIMIO O TIO3UIUSAX BCEX CIPANTOB Ha KapTe KaXKJIOro JOCTOWHCT-
Ba) u Decorator.

Deck: xmacc, wunTepnperupyromuii uHpopmanuio u3  (aitna
DeckXML.xml u Ha ee OCHOBE cO3AaIOIIUM KOOy KapT.

Prospector: knace, ynpasmnstomuii Beeid urpoit. Eciu knmace Deck 06-
pabaThIBaeT co3/laHME KapT, TO kjiacc Prospector BkirouaeT 3TH KapThl B
urpy. Prospector coOupaeTr xapThl B pa3HbI€ CTOINKHU (HAMpUMEp, CTOIKa
CBOOOJIHBIX KapT M CTOMNKa JUisi COPOIIEHHBIX KapT) U YIPaBJIsSET JOTUKOU
UTPBI.

2. Otkpoiite creHapuii Card u BBenuTe CIEAyIOMUN KOA. DTH Ma-
neHbkue knaccel B Card, cs npeHa3HaueHbl Il XpaHEeHUs] nH(opMaiuuy,
koTopyto kiacc Deck momydaer npu uyrenuun XML-daiina.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;
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public class Card : MonoBehaviour {
// ByeT onpeiesieH Mo3xe }

[System.Serializable] // Cepuanuzyemblii KJacc AOCTyIEH AJIS MPaB-
KU B HHCTIEKTOPE

public class Decorator {

// 1ot Ki1acc XxpaHuT uHpopmarnuio u3 DeckXML o kaxaom 3Hauke
Ha KapTe

public string type; // 3Ha4oK, onpenens ol JOCTOMHCTBO KapTHI,
uMeeT

// type = "pip"

public Vector3 loc; // Mecrononoxenue crpaiita Ha KapTe

public bool flip = false; // [Ipu3nak nepeBopoTa cripaiiTa Mo BepTH-
Kau

public float scale = If; // Macmta6 cripaiita }

[System.Serializable]

public class CardDefinition {

// DTOT KJ1acc XpaHUT UHGOPMAIUIO O JOCTOMHCTBE KapThI

public string face; // CmpaiiT, n300pakalomuii JUIEBYIO CTOPOHY
KapThI

public int rank; // JloctourcTBO KapTh (1-13)

public List<Decorator> pips = new List<Decorator>(); // 3nauku // a

3. Otkpoiite cuenapuii Deck u BBeuTe cnenyrommii Koi:
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Deck : MonoBehaviour {

[Header("Set Dynamically")]
public PT XMLReader xmlr;

// InitDeck BbI3BIBacTCs SK3eMILIIpOoM Prospector, koraa OyieT roToB
public void InitDeck(string deckXMLText) {
ReadDeck(deckXMLText); }
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// ReadDeck unrtaer ykazanubiii XML-daiin u co3gaer MaccuB 3K-
3eMiuisipoB CardDefinition

public void ReadDeck(string deckXMLText) {

xmlr = new PT XMLReader(); // Co3gaTh HOBBIN 3SK3EMILISP
PT XMLReader

xmlr.Parse(deckXMLText); // Wcnons3oBaTh €ro i YTEHUs
DeckXML

// BpIBOJI MPOBEPOYHOM CTPOKH, UTOOBI MMOKAa3aTh, KAK UCMHOJIb30BAThH
xmlr.

string s = ”’xml[0] decorator[0] ";

s +="type="-+xmlr.xml["xml"][0]["decorator"][0].att("type");

s +=" x="+xmlr.xml["xml"][0]["decorator"][0].att("x");

s +=" y="+xmlr.xml["xml"][0]["decorator"][0].att("y");

s +=" scale="+xmlr.xml["xml"][0]["decorator"][0].att("scale");

print(s);

h

h

4. Tenepp oTKpoHTe clieHapuil Prospector u BBeIUTE CIECIYIONINN
KOJI:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement; // Bbyner wncnoiab30BaThCs
03%XKe

using UnityEngine.Ul; // byaeT ucnonb30BaThCs MO3Ke

public class Prospector : MonoBehaviour {
static public Prospector S;

[Header("Set in Inspector")] p
ublic TextAsset deckXML;

[Headerf”Set Dynamically")]
public Deck deck;

void Awake() {
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S = this; // IlonroroBka o0bekTa-oauHO4YKH Prospector }

Void Start() {

deck = GetComponent<Deck>(); // Ilonyunuts kommnoneHT Deck
deck.InitDeck(deckXML.text); // Ilepenats emy Deck XML

h
}

5. O06s3aTeNPHO COXPAHHUTE BCE OTH CIICHAPWH TEpPE] BO3BPATOM B
Unity. B mento MonoDevelop BoiGepute nmyHkT File > Save AIl (daitn >
Coxpanutb Bce). Ecu myHkT Save All (CoxpaHuTh BCe) HEAKTUBEH, 3HA-
YUT, BBl YK€ COXPAHUIH HX.

6. Teneppr BepHutrech B Unity u moaxirouyuTe oba clieHapus —
Prospector u Deck — k -MainCamera. (Ilepetamure ux mno ouepeau us3 mna-
Henu Project (Ilpoekt) Ha 00bekT -MainCamera B nanenu Hierarchy (Me-
papxusi).) Beioepute -MainCamera B uepapxuu. Bl 101KHbBI yBUJIETH, UTO
o0a cIleHapus MOJKITI0OUYEHBI KaK KOMIIOHEHTHI Script.

7. Ieperamure DeckXML u3 mankm Resources B manenu Project
(ITpoekt) na mone deckXML TextAsset kommonenta Prospector (Script) B
UHCIIEKTOpE.

8. Coxpanure cueny u menkaure no kaonke Play (Urpats). B koH-
COJIM JIOJDKHA TIOSIBUTHCS CTPOKA:

xml[0] decorator[0] typesetter x=-1.05 y=1.42 scale=1.25

Csazvieanue cnpatimos, COCMasiaouux Kapmol

Teneps, korga copepxumoe XML-daiina 0J1arornoiay4yHo 4YUTaeTCs B
CTIHCKE, MOKHO MPHUCTYIATh K KOHCTPYUPOBAHUIO KapT. J[Jis Havama momy-
YUM CCBUIKH Ha BCE CIIPANThI, CO3/IaHHbBIC BHIIIIE:

1. JloGaBwTe cienyronue nojs B Hayaio kiaacca Deck nns xpanenus
CCBIJIOK Ha CIIPANTHI:

public class Deck : MonoBehaviour {

[Header("Set in Inspector’’)]

// MacTtu

public Sprite suitClub;

public Sprite suitDiamond;

public Sprite suitHeart;

public Sprite suitSpade;
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public Sprite[] faceSprites;
public Sprite[] ranksprites;

public Sprite cardBackGold;

public Sprite cardFront;

public Sprite cardFrontGold,;

// llIabmonsl public GameObject public GameObject

prefabCard; prefabsprite;

[Header("Set Dynamically")]

}

2. Ileperamure Tekctypol Club, Diamond, Heart u Spade u3 nankwu -
Sprites B manenu Project (IIpoekT) B COOTBETCTBYIOIIUE TOJISI KOMITOHEHTA
Deck (suitClub, suitDiamond, suitHeart u suitSpade). Unity aBTomaTuye-
CKM 3allUIIET MEPEMEHHbIC CCHUIKM Ha CIPAlThl (4 HE HA TEKCTYPHI
Texture2D).

3. Cnenyromuii mar 4yTh cliOkHee. 3a0JIOKUPYHTEe UHCIIEKTOP IS -
MainCamera, BriOpaB -MainCamera B €papXuu U 3aTeM IIEIKHYB 10 Ma-
JEHPKOMY 3HA4YKy C M300pa’keHHMEM 3aMKa BBepXy Ha maHenu Inspector
(Uucnektop). binokupoBka nanenu Inspector (MHCIeKTOp) rapaHTupyer,
4TO €€ COJIEPKUMOE HE U3MEHUTCS MPU BHIOOPE YETro-TO EIIle.

4. Cespkute Bce cpaiiTel, HaunHas ¢ FaceCard , ¢ aneMeHTamu mac-
cuBa faceSprites komnonenTa Deck (Script) B muHCIeKTOpE:

A. Bribepute FaceCard 11C B namnke -Sprites manenu Project (Ilpo-
eKT), HaxkmuTe kiaBumry Shift u, He oTmyckas ee, MEIKHUTE IO
FaceCard 13S. B pesynbrare q0JKHBI ObITh BBIACIEHBI Bee 12 cripailToB
FaceCard .

B. Ileperamure sty rpynmny u3 nanenu Project (IIpoekT) Ha ums
maccuBa faceSprites komnonenta Deck (Script) B uncnekrope. Korja yka-
3aTelb MBIIIM OKAXKETCs HajJ MMeHeM MmaccuBa faceSprites, psjioM ¢ HUM
JOJKEH TMOSIBUTHCA 3HAYOK + U cioBo <multiple> (ra PC MoxeT mosBUTh-
Csl TOJIBKO 3HAYOK +).

C. OTnycTute KHONKY MBIIIH, U €CJIU BCe ObUIO ClIeNaHO MPaBUIIBHO,
pa3mep MaccuBa faceSprites 10KeH yBETUUUTHCA A0 12, a ero 3JeMeHThI
— 3aMoJHUTHCA ccbulkaMu Ha crpaiTel FaceCard . Ecnu yTo-TO He moiy-
YUJIOCh, 100aBbTE CIIPANUTHI IO OJTHOMY.

5. lllenkHUTE HAa MUKTOTPAMME C M300paKEHUEM TPEYTrOJbHUKA Psi-
JIOM CO cIuckoM TekcTyp Letters B manke -Sprites B manenu Project (IIpo-
ext). [loBTOpuTe mporeaypy, ONMMCAHHYIO Ha MPEIbIAYIIEM IIare, 4ToObl
BBIOpaTh TeKCTyphl ¢ Letters O mo Letters 15.
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6. Ileperamure crpaiitel Card Back, Card Back Gold, Card Front
u Card Front Gold u3 manenu Project (IIpoexT) B cOOTBETCTBYIOLINE UM
nepemMeHHble KoMmnoHeHTa Deck (Script) B mHCIIEKTOpE.

7. Pazonokupyiite nanens Inspector (Mucnekrop). Coxpanute ciie-
Hy! byner o6uaHo, eciu BCIo 3Ty pabOTy MPUIETCS TOBTOPUTb.

Hzpa Prospector

[Tacwsinc Prospector ocHOBaH Ha KJIaCCUYECKOM KapTOUYHOM IMAChSIHCE
Tri-Peaks. [IpaBuna 06eux urp coBnajaroT, KpOMe JABYX aCHEKTOB:

— 10 crokeTy Prospector urpok moOwIBaeT 30510TO, Toraa kKak B Tri-
Peaks oH mpITaeTCsi HOKOPUTH TPU BEPIITUHBI;

— nenb urpoka B Tri-Peaks — cobpath Bce KapThl B OJIHY KOJOIY.
[ens urpoka B Prospector — 3apabaThiBaTh 0YKH, COOHUpasi Kak MOXHO 0o-
Jiee JUTMHHBIC 1IETIOYKU KapT, U Kaxjas 30J10Tasi KapTa B 1IETIOYKE YBanBa-
€T KOJMYECTBO OYKOB BCEU IEMTOYKHU.

IIpasuna uepwt 6 Prospector

J71s1 ipoObI BO3bMUTE OOBIUHYIO KOJIOY UTPAIbHBIX KapT (TO €CTh KO-
JIOJTy HACTOAIIUX KApT, HE BUPTYaJIbHBIX, KOTOPHIE MbI TOJBKO YTO CO3/IAJIN).
Y6epute U3 KOJObI JHKOKEPHI U MIEPETACYHTE OCTABIINECS 52 KapThl.

1. Paznoxure 28 kapT cieayromum oOpazoM. KapTsl B Tpex HIKHUX
psaax MoOJIOKUTE pyOallIKoil BBEpX, a KapThl B BEPXHEM DSy — JIUILIEBOU
CTOpOHOU BBepX. KapThl HE AOIAKHBI IEPEKPBIBATh APYT Apyra ¢ OOKOB, HO
KapThl B BEPXHUX psA/aX JOJDKHBI MEPEKPHIBATH KAPThl B HIDKHUX PsJIax.
DTO HayanbHas packiajka, U300pa)karomas «IaxTy», KOTOPYI JIOJKEH
BBIKOIMATh CTApaTEb.

2. OcTasbHBIE KApPThl U3 KOJObI 00Pa3yIOT CTONMKY CBOOOIHBIX KapT.
[TonoxuTe 3Ty CTONKY HaJl BEPXHUM PsiIOM pyOaIlikoil BBEpX.

3. CHUMHUTE BEPXHIOIO KapTy CO CTOINKHU CBOOOJHBIX KAPT U MOJIOXKHU-
T€ €€ B LIEHTPE HaJ BEPXHUM PAJIOM. JTO — LieJieBas KapTa.

4. Bl MOXETE MEPEHECTH HA Hee JI0YI0 KapTy W3 pacKIIaJIKU IIax-
Thl, KOTOpasi Ha CTYNEHb CTapIle WIK MJIAJIIe UEIeBOM, U TAKUM 00pa3oM
OOBSBUTH HOBYIO IIEJIEBYIO KapTy i Ty30B U KOpOJel neHCTByeT MpaBu-
JI0 [UKIMYECKOTO MEepexXoa CTApIUIMHCTBA, TO €CTh Ty3 MOYKHO IMOJOXHUTh
Ha KOPOJisi U HA00OPOT.

5. Ecnu kaprta, moBepHyTasi pyOallikoil BBEpX, HE MEPEKPHIBAETCS
KapTamMy U3 BEPXHETO PAlla, €€ MOXKHO IEPEBEPHYTH JHUIIEBOU CTOPOHOMN
BBEPX.
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6. Eciu HU OJTHY U3 KapT B pacKIIAJIKE, JISKAIIUX JIUIIEBOW CTOPOHOM
BBEPX, HEJIb3s MOJOXUTh Ha LIEJIEBYI KapTy, CHUMUTE HOBYIO KapTy CO
CTOIIKH CBOOOJIHBIX KapT.

7. Ecnu BaM ynanoch MEPENoXUTh BCE KAPThl U3 PACKIAIKHU 10 HC-
YeprnaHusi CTOMKKA CBOOOJHBIX KapT, BbI modeauinu! (OO0cyxkaeHne mpaBuil
MOJICUeTa OYKOB U TMOSIBJIEHHUS 30JI0THIX KapT B LU(PPOBOWA BEPCUM UTPHI S
OTJIOXKY Ha IOTOM.)

llpoepammnasn peanuzayusa Prospector
Kak MoOxHO 3ameTuTh W3 TpEabIAylIEro omnucanusi, Prospector—
OYEHb MPOCTAS UTPA, HO TOCTATOYHO YBJIEKATEIIbHAS.

Packnaoka xapm

B mmudpooii Bepcuun Prospector HaM HY>KHO peaiM30BaTh Ty ke pac-
KJIQJKy KapT, AMUTHPYIOIIYIO IIaXTy, KOTOPYIO MbI BHJEIH BHIIIE, KOTIa
poOOBaJIM CHITPATh C HACTOSIIIIUMU KapTaMHU.

1. B Unity otkporite daitn LayoutXML.xml, naxoasuuiicst B mamnke
Resources, yToObl yBUJIETh HH(OPMALIMIO O packiaake. OO0paTuTe BHUMA-
HUE, YTO KOMMEHTapuu B pazMerke XML 3akmtodensl B<!--u--> (Mo aHa-
joruu ¢ /* u */ B xoge Ha C#).

<xml>

<l-- O1oT (aitn xpaHUT UHPOPMALIMIO O pPacKIaIKe KapT B KapToy-
Hou urpe Prospector. -->

<l-- DnemeHT multiplier umeeT aTpruOyThI X U 'y C MHOKUTEIISIMH. -->
<!-- MHO>XUTEIHU ONPEACIISAIOT, HACKOJIBKO CBOOOHOMN MIIM TJIOTHOM
Oynet packiaaka. --> <multiplier x="1.25" y="1.5" />

<!-- B pasmetke XML Huxe arpuOyT id onpenesnser HoMep KapThl --

<l-- X ¥ y ONpeeNIOT MO3UIINIO B PACKIIaIKE -->

<!-- ecnu faceup umeer 3HaueHue 1, kKapTa MOBEPHYTA JIMIIOM BBEPX
>

<l-- layer omnpezensieT HOMep €05, HEOOXOIUMOTO ISl TPABUIILHO-
o NEPEKPHITUS -->

<!-- hiddenby - HOMEp KapThl, IEPEKPHIBAIOIICH ATy -->

<!-- Layer®, caMblii HIKHUAW psif] KapT. -->
<slot ids"®" x="-6" y="-5" faceup="0" layer="0" hiddenby="3,4" />

80



<slot id="1" x="0" y="-5" faceup="0" layer="0" hiddenby="5,6" />
<slot id="2"x="6" y=""-5" faceup="0" layer="0" hiddenby="7,8" />

<!-- Layerl, BTOpoii psig cHU3Y. -->

<slot 1d="3" x="-7" y="-4" faceup="0"' layer="1"" hiddenby="9,10"
/>

<slot 1d="4" x="-5' y="-4"" faceup="0"" layer="I" hid-
denby="10,11'1 />

<slot id="5" x="-1" y="-4" faceup="0" layer="1"" hiddenby="12,13"

/>

<slot 1d="6" x="1" y="-4" faceup="0" layer="1" hiddenby="13,14"
/>

<slot id="7" x="5" y="-4" faceup="0" layers"1" hiddenby="15,16"
/>

<slot 1d="8" x="7" y="-4" faceup="0" layer="1" hiddenby="16,17"
/>

<!-- Layer2, tperuii psig CHU3y. -->

<slot 1d="9" :x="-8" y="-3" faceup="0" layer="2" hiddenby="18,19"
/>

<slot 1d="10" x="-6" y="-3" faceup="0"" layer="2" hid-
denby="19,20"" />
<slot 1d="11" x="-4" y="-3" faceup="0" layer="2'1 hiddenby="20,21"

" <slot id="12" x="-2" y="-3" faceup="0" layers'*'1 hiddenby="21,22*
" <slot id="13" x="0" y="-3" faceup="0" layer="2" hiddenby="22,23"
- <slot 1d="14" x="2" y="-3" faceup="0" layers"2" hiddenby="23,24"
" <slot id="15" x="4" y="-3" faceup="0" layer="2" hiddenby="24,25"
" <slot 1d="16" x="6" y="-3" faceup="0" layer="2" hiddenby="25,26"
j> <slot 1d="17" x="8" y="-3” faceup="0" layers"2" hiddenby="26,27"
>

81



<!-- Layer3, BepxHu#l psg. * ->

<slot id="18" x="-9" y="-2"' faceup="1" layers"3" />

<slot id="19" x="-7" y="-2" faceup="1" layer="3" />

<slot 1d="22" x="-I"* y="-2" faceup=="I"" layer=:"3" />

<slot 1d="23" x="1" y="-2" faceup="1" layer=""3" />

<slot 1d="24" x="3" y="-2" faceup="*"1" layer="e3" />

<slot 1d="25" x="5" y="-2" faceup=""1"" layer="e3" />

<slot id="26" x="7" y="-2" faceup="1" layer=""3" />

<slot id="27" x="9" y="-2" faceup="*1" layers"3" />

<!-- Tlo3umust CTONIKU CBOOOJHBIX KapT M UX CMEMICHUE APYT OTHO-
CUTEJIBbHO JApyra -->

<slot types"drawpile" x="6" y="4" xstagger=,'0.15" layer="4"7>

<!-- ITo3unus cTONKU COPOIIEHHBIX KAPT U LEIEBOM KapThl -->
<slot type="discardpile" x="0" y="1" layer="5"/>
</xml>

2. Peanuzyem ananu3 storo ¢aiina LayoutXML u coxpanenue uH-
dbopmaruu 11 nanpHelIero ucnosib3oBanus. Co3maiite B mamke  Seri
pts HOBBIN cueHapuil Ha C# ¢ umeHeM Layout u BBEAUTE B HETO CIENYIO-
AN KO

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

// Knacc SlotDef He macinenyer MonoBehaviour, mostoMy s HEro
HEe TpeOyeTcs

// co3naBaTh OTHENbHBIN (aiin Ha C#.

[System.Serializable] // Cnenaet sk3emmuisipsl SlotDef BugumMbiMu B
uHcnekrope Unity

public class SlotDef

{ public float x;

public float y;

public bool faceup = false;

public string layerName = "Default";
public int layerlD = 0;
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public int id;

public List<int> hiddenBy s new List<int>();
public string type = "slot";

public Vector2 stagger;

public class Layout : MonoBehaviour {

public PT XMLReader xmlr; // Tak xe, kak Deck, umeer
PT XMLReader

public PTXMLHashtable xml; // Ucione3yercs aist yckopeHus 1oc-
Tyna Kk xml

public Vector2 multiplier; // Cmenienue ot ieHTpa packiaaaku

// Cewuiku SlotDef

public List<SlotDef> slotDefs; // Bce sk3emmsipsl SlotDef mist ps-
noB 0-3

public SlotDef drawPile;

public SlotDef discardPile;

//XpaHUT UMEHA BCEX PSJIOB

public string[]sortingl.ayerNames = new string!] < "Row0”, "Rowl”,
"Row2", "Row3", "Discard", "Draw" };

public void ReadLayout(string xmlText) {

xmlr = new PT_XMLReader();

xmlr.Parse(xmlText);

// 3arpy3utb XML

xml = xmlr.xml["xml"][0];

// 1 onpenensercs xml st yckopeHus goctyna k XML

// TIpounTaTh MHOKHUTEIIU, OTIPEACIISIONINE PACCTOSHUE MEXIY Kap-
TaMHu

multiplier.x = float.Parse(xml["multiplier"][0].att("x"));

multiplier.y = float.Parse(xml["multiplier"][0].att("y"));

// TIpounTaTh CIOTHI

SlotDef tSD;

// slotsX mcnonb3yeTrcs sl YCKOPEeHHsI T0CTyTa K djeMeHTaM <slot>
PT XMLHashList slotsX = xml["slot"];

for (int 1=0; icslotsX.Count; i++) {
tSD = new SlotDef(); / Co3nats HOBBIH sK3eMIuIsIp SlotDef
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if (slotsX[i].HasAtt("type")) {

// Ecnu <slot> uMeet atpuOyT type, IpounuTaTh €ro

tSD.type = slotsX[1].att("type");

}else {/

/ Nnaue onpenenuTs TUI Kak "slot"; 3TO oTaenbHas KapTa B psiay
tSD.type = "slot"; }

// TIpeoOpa3oBaTh HEKOTOPHIC aTPUOYTHI B YUCIOBBIC 3HAUCHUS
tSD.x = float.Parse( slotsX[1].att("x") );

tSD.y = float.Parse( slotsX[1].att("y") );

tSD.layerlD = int.Parse( slotsX[1].att("layer”) );

II [Tpeo6pazoBaTs HOMED pana layerlD B TekcT layerName
tSD.layerName = sortingLayerNames[ tSD.layerlD ];

switch (tSD.type) {

// IpounTaTh MOMOJHUTEIbHBIE aTpUOYThI, OMUPASICh HA THUI CIOTa
case "slot":

tSD.faceup = (slotsX[1].att("faceup") =="1");

tSD.id = int.Parse( slotsX[1].att("1d") );

if (slotsX[i].HasAtt("hiddenby")) {

string[] hiding = slotsX[i].att("hiddenby").Split(',");

foreach( string s in hiding ) {

tSD.hiddenBy.Add ( int.Parse(s) ); } }

SlotDefs.Add(tSD);

break;

case "drawpile":

tSD.stagger.x = float.Parse( slotsXfi].att("xstagger") );

drawPile = tSD;

break;

case "discardpile":

discardPile = tSD; break;

h

}
}

3. Otkpoiite crieHapuii Prospector u 7006aBbTe CIICIYIONINE CTPOKHU:
public class Prospector : MonoBehaviour {
static public Prospector S;
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[Header("Set in Inspector’’)]
public TextAsset deckXML;
public TextAsset layoutXML;
[Header("Set Dynamically")]
public Deck deck;

public Layout layout;

void AwakeO (
S = this; // [lonrotroBka o0bekTa-oauHOUKHM Prospector )

void Start () {

deck = GetComponent<Deck>(); // Ilonmyunts komnoneHT Deck

deck.InitDeck(deckXML.text); // Ilepenats emy Deck XML

Deck.Shuffle(ref deck.cards); // Tlepememars Kooy, Iepenas ee mo
CCBLJIKE

// ITOT (hparMeHT HY>KHO 3aKOMMEHTHUPOBATh;, Ceiyac MblI CO37aeM
daktuueckyto packianky 1 Card c; //

for (int cNum=0; cNumcdeck.cards.Count; cNum++) {

// ¢ = deck.cards[cNum];

// c.transform.localPosition
tor3((cNum%13)*3,cNum/13*4,0); IT }

new Vec-

layout = Getcomponent<Layout>(); // Ilonyunuts komnonent Layout
layout.ReadLayout(layoutXML.text); // Ilepenate eMy couep:Kumoe
LayoutXML

h
b

4. Coxpanure Bce ciieHapu B MonoDevelop u Bepuutech B Unity.

5. B Unity Beibepute MainCamera B uepapxuu. B rimaBHOM MeHO
BbI0epuTe MyHKT Component > Scripts > Layout (Komnonent > Cuenapuu
> Layout), 4To0ObI TOAKTIOUNTH clieHapuil Layout k-MainCamera (370 erie
OJIUH CIIOCO0 MOJKJIIOYEHUSI CIIEHApUS O0BEKTY).

6. Haiigute xommoneHT Prospector (Script) rmaBHOW Kamepsl
_MainCamera. Bb1 yBunure, 4To B HEM MOSBHJINCH HOBBIE OOIIEAOCTYII-
Hble moJist layout u layoutXML. IllenkHuTe Ha MUKTOTpaMMe C U300paxke-
HUeM MulieHu psagoMm ¢ nojieM layoutXML u Beibepute LayoutXML nHa
BKiIasike Assets. (Bo3MoxkHO, BaM MpuaeTcs HIEIKHYTh Ha BKJIaaKe Assets
B BepxHeil yactu auainora Select TextAsset (BbiOop TekcTOBOrO pecypcea).)
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7. CoXpaHHUTE CLIEHY.
8. lllenkuure Ha kHomke Play (Urpats).

CardProspector — nacneonux knacca Card

[Ipexzae yeM MOMECTUTHh KapThl B PACKIAJKY, HYKHO PaCUIUPUTH
kiacc Card, moAroToBUB €ro Jjsi UCMojb30BaHusl B urpe Prospector. Tak
kak kiaccel Card u Deck npoekTupoBaiuch ¢ BO3MOXKHOCTBIO TIOBTOPHOTO
UCIOJIb30BAHMS B JPYIHX KapTOUYHBIX UTPaxX, BMECTO M3MEHEHHUS Camoro
knacca Card cozpanum kiace CardProspector, Hacnenyromuii Card.

1. Co3naiite B mamnke  Scripts HOBBINM cuieHapuii Ha C# ¢ uMeHeM
CardProspector u BBeIUTE CJIETYIOITUH KO/

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

// Tlepeunciienne, ONpeaestoniee TUI MEPEMEHHON, KOTOpasi MOXKET
PUHUMATD

// HECKOJIBKO TPEIONPEACICHHBIX 3HaUYECHUN

public enum eCardstate {

drawpile,

tableau,

target,

discard }

public class CardProspector : Card { // CardProspector nomken pac-
mpsth Card

[Header(”Set Dynamically: CardProspector”)]

// Tak ucnonb3yetcs nepeurcienne eCardState

public eCardState state = eCardState.drawpile;

// ' hiddenBy - cnucok npyrux kapt, HE MO3BOJISIOLINX NMEPEBEPHYThH
ATy JIUIIOM BBEPX

public List<CardProspector> hiddenBy = new
List<CardProspector>();

// layoutID ompenensieT asist 3Toi KapThl psil B pacKiIaake

public int layoutID;

/I Kmacc SlotDef xpanut wundopmaruio u3 3jemeHta <slot> B
LayoutXML

public SlotDef slotDef; }
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Teneps, onpeaenuB MOAKIACC, HY’)KHO U3MEHHUTH THIT KapT B KOJIOJIE
¢ Cards na CardProspectors.

2. Jlns aToro mo6aBbTe CIEAYIONUI KO B Kiace Prospector:
public class Prospector : MonoBehaviour {

void Awake() { ... }

[Header("Set Dynamically”)]

public Deck deck;

public Layout layout;

public List<CardProspector> drawPile;

void Start () {

layout = GetComponent<Layout>(); // [Tomy4uuts komnoneHT Layout

layout.ReadLayout(layoutXML.text); // Ilepenate emy cosepxumoe

LayoutXML drawpile = ConvertListCardsToListCardProspectors(
deck.cards );

h

List<CardProspector> ConvertListCardsToListCardProspectors(

List<Card> 1CD) { List<CardProspector> 1CP = new
List<CardProspector>();

CardProspector tCP;

foreach( Card tCD in 1CD ) {

tCP = tCD as CardProspector; // a

ICP.Add( tCP ); } return( 1CP); }

h

3. Coxpanute Bce crieHapuu B MonoDevelop u Bepautecs B Unity.

4. 3anyctutre urpy 4 nocMotpute Ha nosie drawPile xomrioHeHTa
Prospector (Script) rinaBHoit kamepbl -MainCamera B maHenu Inspector
(UucnekTop).

5. UtoOBbl MPOBEPHYTh ATOT TPIOK, BeIOepuTe 1madnoH PrefabCard B
nanenu Project (IIpoekT), mociie 4ero oH MOSBUTCSA B MHCIIEKTOPE C KOM-
nonentoM Card (Script).

6. lllenkuurte o kuonke Add Component (/lo6aBUTh KOMIIOHEHT) U
B OTKpBIBIIIEMCSI MEHIO BbIOepuTe yHKT Scripts > CardProspector (Cuena-
puu > CardProspector). DOto neilictBue J00aBUT  KOMIIOHEHT
CardProspector (Script) B ma6son PrefabCard.
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7. UToOs! ynanuth HeHyx HbI komnoHeHT Card (Script), menkHuTe
Ha KHOIIKE C M300paKeHHEM IIECTEPEHKH B MPABOM BEPXHEM YIUIy B pas-
nene Card (Script) 1 B OTKPBIBAIOIIEMCSI MEHIO BHIOEPUTE YJATUTh KOMIIO-
HEHT

8. Bribepute -MainCamera B uepapxuu u 3amyCTUTE CIIEHY; Bbl YBU-
nuTe, uTo Ternepb BMecTo null Bce aneMenTsl B drawPile XpaHsAT cChIIKM Ha
sx3eMIusipsl CardProspector.

9. CoxpaHnure cueHy. Bol 3HaeTe nmpaBuina.

To3uyuonuposanue kapm 8 packiaoke
Teneps y Hac eCTh BCE YTO HYXKHO, U MBI MOKEM JT00aBUTH B KJIacc
Prospector ko, KOTOpbIN (DAKTUYECKH CO3/1a€T PACKIAKY KapT B UTPE:

public class Prospector : MonoBehaviour {
static public Prospector S;

[Header("Set in Inspector")]

public TextAsset deckXML;

public TextAsset layoutXML;

public float xOffset = 3;

public float yOffset = -2.5f;

public Vector3 layoutcenter;

[Header("Set Dynamically")]

public Deck deck;

public Layout layout;

public List<CardProspector> drawPile;
public Transform layoutAnchor;

public CardProspector target;

public List<CardProspector> tableau;
public List<CardProspector> discardPile;

void Awake() (...)

void Start () {
drawPile = ConvertListCardsToListCardProspectors( deck.cards );
LayoutGame();

)
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List<CardProspector> ConvertListCardsToListCardProspec-
tors(List<Card> 1CD) {

)

// @ynkuust Draw cHuMaeT ofHy KapTy ¢ BepmuHbl drawPile 1 Bo3-
BpaIaeT ee

CardProspector Draw() {

CardProspector cd = drawPile[0]; /

/ Cusatb 0-10 kapty CardProspector

drawPile.RemoveAt(0);

/'Y nanmuth n3 Listo drawPile

return(cd); / Y1 BepHYTH €€

// LayoutGame(Q pa3mMeriaeT KapThl B HaYaJbHOW pacKiajke - "max-

Te"

void LayoutGameQ {

// Co3nath MyCTOM UTPOBOM OOBEKT} KOTOPBIN OYJET CIyX UTh IICH-
TPOM pacKJIaJiKu // a

if (layoutAnchor == null) {

GameObject tGO = new GameObject("-LayoutAnchor");

// JI Co3paTh MyCcTOM UTPOBOM 00BEKT ¢ uMeHeM -LayoutAnchor B
uepapxuu

layoutAnchor = tGO.transform; // Ilomy4uTh €ro KOMIIOHEHT
Transform

layoutAnchor.transform.position = layoutcenter; // Ilomectutrp B
LEHTp }

CardProspector cp;

// Pa3oXUTh KapThI

foreach (SlotDef tSD in layout.slotDefs) {

// J1 Beimonauts 00x011 Beex onpenenenuid SlotDef B layout.slotDefs

cp = Draw(); // BriOparh mnepByr KapTy (CBEepXy) U3 CTONKH
drawPile

cp.faceup = tSD.faceUp; // YcranoButh ee npusHak faceup U B co-
OTBETCTBUU ¢ onpenenenruemM B SlotDef

cp.transform.parent = layoutAnchor; // Haznauuts layoutAnchor ee
poauTeIeM

/[ Drta  omepanmus  3aMEHUT  MNPEAbIAYLUIETO  POJAMTENIA:
deck.deckAnchor, kotopsiii
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// mocne 3amycka urpsl oToOpaxaercsi B uepapxuu ¢ umeem _Deck.
cp.transform.localPosition = new Vector3(

layout.multiplier.x * tSD.x,

layout.multiplier.y ¢ tSD.y,

-tSD.layerlD );

// J1 YcranoButh localPosition kKapThl B COOTBETCTBUHU

// ¢ onpenenenuem B SlotDef

cp.layoutID = tSD.id;

cp.slotDef = tSD;

// Kaptel CardProspector B OCHOBHOM pacKiIagKke UMEIOT COCTOSTHUE
// Cardstate.tableau cp.state = eCardstate.tableau;

tableau.Add(cp); // lo6aBuTh KapTy B criucoK tableau } } }

Coxpanute cueHapuil u Bepautech B Unity. 3amycTtute urpy, U Bbl
YBUJUTE, YTO KAPThl JEHCTBUTEIBHO Pa3MECTUIIMCh B PacKiagke, Mpe.-
CTaBJSIOIIECH IIAxTy, KoTopas omucaHa B ¢aine LayoutXML.xml, npu
TOM KapThl B BEPXHEM psly MPaBUIBHO OTOOpaXaroTcCs JIMLEBOW CTOPO-
HOU BBEPX, & OCTAIbHBIE — JIMLIEBOM CTOPOHOM BHU3.

Peanuzayusa noeuxu uepwi

[Ipexxe yem HayaTh ABUTATh KAPTHI, OMPEAEIUM, YTO MOKET ITPOUC-
XOJIUTh B UTPE:

A. Eciu nieneBast kapta 3ameniaercs Jiro0oi apyroi KapTou, mpex-
HsIsI TIeJIeBasi KapTa MepeMeIIaeTcsi B CTONKY COPOIIIEHHBIX KapT.

B. BepxHioto kapTy B CTONKE CBOOOJHBIX KapT MOXXHO OTKPBITh U
CHenaTh LEJIEBOM.

C. OTKpBITYIO KapTy B OCHOBHOM pacKiaJKe, KOTOpas Ha €IUHUILY
CTaplIe WIA MJIaJIIe HEeJIEBON, MOKHO CAEIATh HOBOM LIEJIIEBOM KapTOMU.

D. Ecnu kapra, Jiexainast JIMIEBOM CTOPOHOW BHU3, HE TIEPEKPHIBACT-
Csl IPYyTUMH KapTaMuy, OHA IOBOPAYMBAETCS JIMIIEBOM CTOPOHOM BBEPX.

E. Urpa 3aBepiiaetcs, korga youpaercs MOciaeaHssl KapTa U3 OCHOB-
HOM packiajiku (mobema) Wil OMyCTONIAETCS CTOMKA CBOOOJHBIX KapT U
HET BO3MOXHBIX XOJI0B (ITPOUTPHIII).

[TyakTel B 1 C B 3TOM cniucKe CBsI3aHbI C aKTUBHBIMU JCHCTBUSIMH —
nepeMenieHneM Kapt urpokoM. A myHktsel A, D u E onpenensaror naccus-
HbIE COOBITHS, MPOUCXOAIINE B pe3ylibTare AeicTBuil B mynkTax B u C.
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Jlobasnenue 8 kapmol peakyuu Ha Weadox Mululu

[TockobKy BCE aKTHUBHBIC NEUCTBUS WHUIIMUPYIOTCS MIETIKOM MBbI-
I Ha KapTe, MEPBBIM ACIOM A00aBMM BO3MOXKHOCTH pPEarupoBaTh Ha
IIETYOK.

1. Peaknusi kapT Ha IIETYOK MBIIKA HEOOXOaMMa B JTHOOOH KapTOd-
HOU Urpe, I03TOMY J00aBHM CIIeTyIONTHii MeTo B KoHell kiacca Card:

public class Card : MonoBehaviour {

public bool faceUp {
get { ...}
set {...}}

virtual public void OnMouseUpAsButton() {

print (name); /

/ T1o memuKy 3Ta CTpOoKa BBIBEACT UMS KapThI |

§

Ecam Teneps 3anmycTUTH CIIeHY U MIETKHYTHh Ha KaKOH-HUOYIb KapTe,
B KOHCOJIH IIOSIBUTCS €€ UMSL.

2. Onnako B urpe Prospector memuok Ha KapTe JOJKEH BBITIOITHSTH
He4TOo Oojbliee, modToMy Ao0aBuM B KoHel kiacca CardProspector cie-
YOI METOJ:

public class CardProspector : Card {
// CardProspector nomxen pacmupsate Card

/" Knacc SlotDef xpanut wunHbopMmamuio u3 sjemMeHTa <slot> B
LayoutXML

public SlotDef slotDef;

// OnpeaessieT peakiuio KapT Ha METYOK MBIITH

override public void OnMouseUpAsButton() {

// BemBate Meton CardClicked o0bekTa-0IMHOYKH
Prospector Prospector.S.CardClicked(this);

// a Tak»Xe BEPCHIO ATOro MeToaa B 6azoBoM Kiacce (Card.cs)
base.OnMouseUpAsButton(); // a }

j

3. JlomoJHUTENBbHO MBI JOJIKHBI JO0OaBUTH B clieHapuil Prospector
metoj CardClicked (uMeHHO M3-3a €r0 OTCYTCTBHUSI TOJIBKO YTO BBEICHHBIN
KO/l TIOJYEPKHYT KPACHOW BOJIHUCTOM JIMHUEW), HO CHayaja HaIUIlIeM He-
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CKOJIBKO BCIIOMOTATeNbHBIX ¢yHKIHMA. Jlob6aBpTe B KOHEIl Kiacca
Prospector METO/IbI MoveToDiscard(), MoveToTargetQ u
UpdateDrawPile().

public class Prospector : MonoBehaviour {

void MoveToDiscard(CardProspector cd)

//'Y cTaHOBUTH cocTosiHUE KapThl Kak discard (cOporeHa)
cd.state = eCardstate.discard;

discardPile.Add(cd);

// JoOaBUTH €€ B CITMCOK

discardPile cd.transform.parent = layoutAnchor;

// OGHOBUTH 3HaUYeHUE transform.parent

// TlepeMeCTHTh 3Ty KapTy B TIO3UITUIO CTONKH COPOIIEHHBIX KapT
cd.transform.localPosition = new Vector3(

layout.multiplier.x 4 layout.discardPile.x,

layout.multiplier.y * layout.discardPile.y,
-layout.discardPile.layerID+0.5f );

cd.faceUp = true;

// TloMeCcTUTh OBEPX CTOIKH ISl COPTUPOBKH IO TITyOHHE
cd.SetSortingLayerName(layout.discardPile.layerName);
cd.SetSortOrder(-100+discardPile.Count);

j

// denaet kapTy cd HOBO 11€JI€BOM KapTOU

void MoveToTarget(CardProspector cd) {

// Ecnm ueneBas KapTa CYIIECTBYET, MEPEMECTUTb €€ B CTOIKY
COpOIIIEHHBIX KapT

if (target !=null) MoveToDiscard(target);

target = cd;

// cd - HOBas 1eneBas KapTa

cd.state = eCardState.target;

cd.transform.parent = layoutAnchor;

// TlepeMecTUTh Ha MECTO JIJIsI IIEJIEBOM KapThl

cd.transform.localPosition = new Vector3(

layout.multiplier.x ¢ layout.discardPile.x,

layout.multiplier.y * layout.discardPile.y,

-layout.discardPile.layerlD );

cd.faceUp = true; // IloBepHYyTh JUIIEBOM CTOPOHOM BBEPX
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// HacTpouTh COPTUPOBKY IO IITyOUHE

cd.SetSortinglLayerName(layout.discardPile.layerName);

cd.SetSortOrder(0);

h

// PackiianmpIBaeT CTONKY CBOOOJHBIX KapT, YTOOBI OBLIO BHIHO,
CKOJIBKO KapT OCTaJI0Ch

void UpdateDrawPile() {

CardProspector cd;

// BBITOJIHUTE 00X01 BceX KapT B drawPile

for (int 1=0; icdrawPile.Count; 1++) {

cd = drawPile[i];

cd.transform.parent = layoutAnchor;

// PactionoxxuTth ¢ yuetoMm cmelienus layout.drawPile.stagger

Vector2 dpStagger = layout.drawPile.stagger;

cd.transform.localPosition = new Vector3(

layout.multiplier.x * (layout.drawPile.x + 1*dpStagger.x),

layout.multiplier.y ¢ (layout.drawPile.y + 1*dpStagger.y),

-layout.drawPile.layerID+0.1f*1 );

cd.faceUp = false;

// TOBEPHYTH JIMIIEBOW CTOPOHOW BHH3

cd.state = eCardState.drawpile;

// HacTpouTh COPTUPOBKY 110 TITyOUHE

cd.SetSort 1 ng L aye rName(layout.d rawP ile.laye rName);

cd.SetSortOrde r(-10* 1);

b

4. JloGaBbTe creayromuii Koa B koHell Prospector. LayoutGameQ,
YTOOBI HAPUCOBATH HAYAJLHYIO IEJEBYIO KapTy U Pa3ioKUTh CTOIMKY CBO-
OomHBIX KapT. B aTOM nucTHHTE, B KOHIE Kitacca Prospector, Takxke ompe-
neneHa HadanbHas Bepcusa merona CardClicked() nms oOpaboTKu 1MIEITUKOB
MbIIIH Ha Bcex kaptax CardProspector.

public class Prospector : MonoBehaviour {

// LayoutGame() pa3Meiaet KapThl B HAYaIbHOW pacKiIaake - "max-

"

T
void LayoutGameQ {

foreach (SlotDef tSD in layout.slotDefs) {
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tableau.Add(cp); // lo6aBuTh KapTy B criucok tableau
b

// BeiOpaTh HaYaIbHYIO IIEIEBYIO KapTy
MoveToTarget(Draw ());

// Pa3moXKuTh CTONKY CBOOOHBIX KapT

UpdateDrawPile();

)

// TlepemeniaeT TEKYUIyIO IEIEBYIO KapTy B CTOIKY COpOIIEHHBIX
kapt void MoveToDiscard(CardProspector cd) { ... }

void MoveToTarget(CardProspector cd) { ... }
void UpdateDrawPileQ { ... }

// CardClicked BbI3bIBa€TCSI B OTBET Ha HIETYOK Ha JIOO0M KapTe
public void CardClicked(CardProspector cd) {

// Peakiust onpeaensieTcss COCTOSTHUEM KapThl

switch (cd.state) {

case eCardState.target: /

/ lllergok Ha IEJIEBOM KapTe UTHOPUPYETCS

break;

case eCardState.drawpile:

// Illen4ok Ha Tr000M KapTe B CTOMKE CBOOOJHBIX KapT MPUBOAUT
// K cMeHe 1IeJIEBON KapThI
MoveToDiscard(target);

// TlepemecTuTs 11e1eBYI0 KapTy B discardpile
MoveToTarget(Draw());

// TlepeMeCcTUTh BEPXHIOIO CBOOOJHYIO KapTy

// Ha MECTO 1IeNeBOM

UpdateDrawPileQ); /

/ TIOBTOPHO Pa3iioXHUTh CTONKY CBOOOIHBIX KapT
break;

case eCardState.tableau: /
/ 17 kapThl B OCHOBHOM pacKIajike MPOBEPSIETCS BOZMOXKHOCTh // €€
NIepeMEICHUST Ha MECTO IICJICBOM
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break;

h
}

5. Coxpanute Bce cueHapun B MonoDevelop, Bepautecs B Unity u
3aIyCTUTE CLICHY

Tenepb BB CMOXETE MIETKHYTH IO CTOIKE CBOOOJIHBIX KapT (B mpa-
BOM BEPXHEM YTIIy JKpaHa), YTOOBI BRITSIHYTh HOBYIO IeJIeBYIO KapTy Ceii-
qac MbI yKe OJIM3KU K 3aBEPIICHUIO UTPHI!

IIposepka kapm u3z 0CHOBHOU PACKIAOKU

UYto0BI MOXHO OBLIIO TIEPEMECTUTH BBIOPAHHYIO KapTy M3 OCHOBHOM
pacKiIagKd, Mbl JOJDKHBI YOETUTHCS, YTO OHA HA OJIHY CTYIEHb CTapIle
WIM MITQIIe IejieBoi (KOHEYHO Ke, C YU4EeTOM ITUKIIMYECKOro IepeHoca
CTapIIIMHCTBA TY3/KOPOJIb).

1. Jlo6aBsTe B Meton CardClicked() xmacca Prospector ciemyromue
CTPOKH:

public class Prospector : MonoBehaviour {

// CardClicked BbI3bIBa€TCSI B OTBET Ha HIETYOK Ha JIOO0M KapTe

public void CardClicked(CardProspector cd) {

// Peakiust onpeaensieTcss COCTOSTHUEM KapThl

switch (cd.state) {

case eCardstate.tableau: // Jlyist kKapThl B OCHOBHOM pacKJiaJKe IpoBe-
psieTCS BO3MOYKHOCTD

// ee mepeMeInIeHusl Ha MeCTO 1IeJIEBOM

bool validMatch = true;

if (Icd.faceUp) {

// Kapta, moBepHyTas JUIEBOI CTOPOHOU BHU3, HE MOXKET

// mIepemMeniaThes

validMatch = false; 1

if ('AdjacentRank(cd, target)) {
// Ecnu mipaBujIo CTapIIMHCTBA HE COOII0AaeTCs,

// KapTa HE MOXET TIEPEeMEIIaThCs
validMatch = false; }

if (!validMatch) return;

// BpliiTH, €Cliu KapTa HE MOXKET MepeMeIaThCs
// MpbI oka3anuch 3aech: Ypa! KapTy MOXKHO epeMecTUTb,
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tableau.Remove(cd);
/'Y nanuth n3 cnucka tableau

MoveToTarget(cd); // Cnenats 3Ty KapTy 11€JI€BOI
break;

h
b

// Bo3Bpamiaer true, €ciu JIB€ KapThl COOTBETCTBYIOT MpaBUIy CTap-

ITMHCTBA

// (c y4eTOM HMKINYECKOTO NMEPEHOCa CTAPIIMHCTBA MEXIY TY30M U

KOPOJIEM)

public bool AdjacentRank(CardProspector c0, CardProspector cl) {
// Ecnu mo0ast U3 KapT MOBEpHYyTA JIUIIEBOW CTOpOHOM BHU3, U mpa-

BHJIO CTAPIINHCTBA HE CO6J'IIOI[aeTC$I.

TC

2

if (!c0.faceUp || Icl.faceUp) return(false);

if (Mathf.Abs(c0.rank - cl.rank) == 1) {

return(true); }

// Ecniu ojiHa KapTa - Ty3, a ipyrasi - KOpoJib, IPABUJIO CTApIIMHCTBA
// cobnropgaercs

if (cO.rank == 1 && cl.rank == 13) return(true);

if (cO.rank == 13 && cl.rank == 1) return(true);

// Inage BepHyTh false return(false);

h

b

2. Coxpanwute cuenapuit B MonoDevelop u Bepuutecs B Unity.
3. nst aToro nobaBbTe B Kilacc Prospector cieayronui Kou:
public class Prospector : MonoBehaviour {

// LayoutGame() pa3Meriaer KapThl B HAYaIBHOW pacKiIaake - "max-
void LayoutGame() {

CardProspector cp;

// Pa3noxuTh KapThl

foreach (SlotDef tSD in layout.slotDefs) {
tableau.Add(cp); // Jlo6aBuTh KapTy B cHCOK tableau

j

// HacTpouTh CIUCKH KapT, MEIIAIOIINX TE€PEBEPHYThH JaHHYIO
foreach (CardProspector tCP in tableau) {
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foreach( int hid in tCP.slotDef.hiddenBy ) {
cp = FindCardByLayoutlD(hid);
tCP.hiddenBy.Add(cp); } }

// BeiOpaTh HaYaIbHYIO IIEIEBYIO KapTy
MoveToTarget(Draw ());

// Pa3moXKuTh CTONKY CBOOOHBIX KapT
UpdateDrawPile();

b

foreach (CardProspector tCP in tableau) {

// Tlonck mo BceM KapTaM B criucke tableau

if (tCP.layoutID == layoutID) {

// Eciii HOMEDp ¢10Ta KapThl COBIAJAET C HCKOMBIM, BEPHYTh €€
return( tCP ); } } // Eciu Hudero He HaiifieHo, BepHyTh null return(

null );

b

// TloBopauuBaeT KapThl B OCHOBHOM pacKJIaJKe JIUIIEBOW CTOPOHOM

BBCPX HJIKM BHHU3

KapT

void SetTableauFaces() {

foreach( CardProspector cd in tableau ) {

bool faceUp = true;

// TIpeAnosoxKuTh, YTO KapTa JIOJKHA OBIThH

// mOBEpHYTa JIMIIEBOW CTOPOHOM BBEPX

foreach( CardProspector cover in cd.hiddenBy ) {

// Ecnu nro6ast u3 KapT, MepeKpPhIBAIOIINX TEKYIYIO, TPUCYTCTBYET
// B OCHOBHOM packiaaKe

if (cover.state == eCardState.tableau) {

faceUp = false;

// TOBEPHYTH JIMILIEBOI CTOPOHOU BHU3 | }

cd.faceUp = faceUp;

// TloBepHYTh KapTy TaK WIA UHAYE } }

// TlepemeniaeT TEKYIIyI0 IEJIEBYI0 KapTy B CTOMKY COPOIIEHHBIX

void MoveToDiscard(CardProspector cd) { ... }
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// lenaet kapTy cd HOBOI 11€JI€BOM KapTOn
oid MoveToTarget(CardProspector cd) { ... }

// PackiianmpIBa€T CTONKY CBOOOJHBIX KapT, YTOOBI OBLIO BHUIHO,
CKOJIbKO KapT OCTaJI0Ch
void UpdateDrawPileQ (...)

// CardClicked BbI3bIBa€TCS B OTBET Ha LIETYOK HA JIIOO0HM KapTe
public void CardClicked(CardProspector cd) {

// Peakuus onpeaenseTcss COCTOSHUEM KapThl

switch (cd.state) {

case eCardState.tableau:

// Mp1 okazanuch 3aechk: Ypa! KapTy MOXKHO epeMecTUTb,

tableau.Remove(cd); // Y nanute u3 cnucka tableau

MoveToTarget(cd); // Cnenatb 3Ty KapTy 11€JI€BOI

SetTableauFacesQ; // [loBepHyTh KapThl B OCHOBHOW packiajke //
JIMLIEBOW CTOPOHOW BHH3 WJIM BBEPX

break;

h
)

// Bo3Bpalaer true, ecjii JIB€ KapThl COOTBETCTBYIOT MPaBUIIy CTap-
MIMHCTBA // (C y4EeTOM IUKIWYECKOTO MEPEHOCA CTAPIIMHCTBA MEXIY TY-
3oM u kopoineMm) public bool AdjacentRank(CardProspector cO0,
CardProspector cl) { }

Teneps, coxpaHuB ClieHapuu U BepHYBIIUCH B Unity, BBl CMOXKETE
ChITpaTh MOJHOLEHHBIN payH!

1.5. Co3nanne mpocToii UTPHI B CJI0BA

Ilpomomun 5 : Word Game

06 uepe Word Game

OT10 KiIaccuueckas (Gopma UTphl B clioBa. B uncie koMMmepuecKux
Bepcuil 3ToM urpel MoxHO HazBaTh Word Whomp crymuu Pogo.com,
Jumbline 2 cryauu Branium, Pressed for Words ctyauun Words and Maps
u MHorue apyrue. Irpoky npejjaraercs nepeMerianubiii Habop OykB, U3
KOTOPBIX MOKHO COCTaBUTh HE MEHEE OJIHOTO CJI0BA OMPEAEICHHON JJTUHBI
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(0ObIYHO 1IECTh OYKB), U OH JIOJKEH HAWTHU BCE CJIOBA, KOTOPHIE MOKHO
co37aTh IEPECTAHOBKOM OYKB.

llapcune cnucka cnos

DTa urpa ucroyb3yeT BUAOU3IMEHEHHbIN ciucok ciioB 20f12inf, co3-
naHHbIl Ananom bunoMm. Bbl ¢cBOOOJHO MOKETe MCHOJB30BaTh 3TOT CITHU-
COK B Oynmyiem, nmpu coO0ICHUH YCIOBHUI aBTOPCKUX MpaB AnaHa buia
u KeBnHa ATKMHCOHA, Kak OMPEIEICHO B CHOCKE. BbII M3MEHEH CIHCOK,
npeoOpa3oBaB Bce OYKBBI B BEPXHUN PETUCTP U 3aMEHUB 3aKITIOYUTEIbHBIC
CHUMBOJIBI CTPOK \r\il (BO3BpaT KApETKU U MEPEHOC CTPOKHU, KOTOPhIE CTAH-
JApTHO WCIOJIB3YIOTCS B TEKCTOBBIX (hailjlax B ONEPAllMOHHOW CHUCTEME
Windows) Ha \it (€AMHCTBEHHBI CHMBOJI TIEPEBOAA CTPOKU, CTAHIAPTHO
UCIIOJIB3YCMBIN B TEKCTOBBIX (aiisax B macOS).

B Takux wurpax, kak Scrabble unu Letterpress, urpok mosy4aer Ha-
O0Op MIUMTOK ¢ OyKBaMM M MOXET BBIOMpATh, KaKue CJIOBa 3alucarh, UC-
noJib3ys 3T OykBbl. HO B 3TOi Urpe B 3aueT UIpoOKy UIAYT TOJBKO CJIOBA,
PUCYTCTBYIOIINE B CITHCKE.

1. Co3nmaiite B manke Scripts HOBBIM clieHapuii Ha C# ¢ UMeHeM
WordList 1 BBeuTe CleayOmmui KOI:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class WordList : MonoBehaviour {
private static WordList S;

[Header(’’Set in Inspector")]

public TextAsset wordListText;

public int numToParseBeforeYield = 10000;
public int wordLengthMin = 3;

public int wordLengthMax = 7;

[Header("Set Dynamically’*)]
public int currLine = 0;
public int totalLines;

public int longWordCount;
public int wordcount;
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// CKpBITBIE TIOJISI

private stringf] lines;

private List<string> longWords;
private List<string> words;

void Awake() {
S = this; // [lonrotroBka o0bekTa-oauHoukn WordList }

void Start () {

lines = wordListText.text.Split("\n');
totalLines = lines.Length;
Startcoroutine( ParseLines() );

j

Public [Enumerator ParseLines(){

string word;

// MHATManu3upoBaTh CIIMCOK I XPAHCHUS JUTHHHEHIITUX CIIOB
// U3 yucaa AOMyCTUMBIX

longWords = new List<string»(); // f

words = new List<string»();

for (currLine = 0; currLine < totalLines; currLine++) {
word = linesfcurrLine];

// Ecnu nnuHa cioBa paHa wordLengthMax...

if (word.Length == wordLengthMax) {
longWords.Add(word); // ...coxpanuts ero B longWords }

// Ecnu nnuna cnoBa mexay wordLengthMin u wordLengthMax...

if ( word.Length>=wordLengthMin &&
word.Length<=wordLengthMax ) {

words.Add(word); // ...100aBUTH €T0 B CIIUCOK JIOMyCTUMBIX CJIOB }

// OnpenenuTs, He TTopa JIM CIeNIaTh IEPEPHIB

if (currLine % numToParseBeforeYield == 0) {

// IlogcunTaTth cjIoBa B KaXKJOM CITHCKE, YTOOKI ITOKA3aTh,

// KaK MpOTEKaeT MPOoIecC aHAIN3a

longWordCount = longWords.Count; wordCount = words.Count;
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pa

// TIprOCTaHOBUTH BBHITIOJIHEHHUE COMTPOTPAMMBbI J0 CIEAYIOIIETO Kal-

yield return null; // 1

// Uactpykuus yield mpuocTaHOBUT BBITIOJIHEHHE 9TOTO METO/Ia,
// TacT BO3MOYKHOCTH BBITIOJIHUTHCS APYTOMY KOy U BO30OOHOBUT
// BHITIOJTHEHUE COMPOTPAMMBI C 3TOM TOUKH, HaYaB CIICTYIOLLYIO
// uteparuto mukia for.

h
+ longWordCount = longWords.Count;

wordCount = words.Count;

;

// DTH METOIbI TIO3BOJISIOT IPYTUM KJIaccam

// obGparaThes K CKPBITHIM MOJIsIM List<stringy // |
static public List<stringy GET WORDS() {
return( S.words ); }

static public string GET WORD(int ndx) {
return( S.words[ndx] ); }

static public List<string» GET _LONG WORDS() {
return( S.longWords ); }

static public string GET LONG WORD(int ndx) {
return( S.longWords[ndx] );

static public int WORD COUNT {
get { return S.wordCount; } }

static public int LONG_WORD_ COUNT {
get { return S.longWordCount; } }

static public int NUM_TO PARSE BEFORE YIELD {
get { return S.numToParseBeforeYield; } }

static public int WORD LENGTH_ MIN {

get { return S.wordLengthMin; } }

static public int WORD LENGTH MAX {
get { return S.wordLengthMax; } }

j
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2. Coxpanure cueHapuii u Bepautech B Unity.

3. Tloakmrouute creHapuit WordList K TI7IaBHOM  Kamepe
_MainCamera.

4. Boibepute MainCamera B uepapxuu U B MHCIIEKTOPE TIPUCBOMTE
nepemenHoit wordListText kommonenta WordList (Script) cceiiky Ha
daiin 2o0fl12inf, koTopsIil BRI HaieTe B manke Resources B manenu Project
(ITpoexr).

5. lllenknute no kHonke Play (Mrpats).

Bel yBumuTe, Kak HAYHYT YBEJIMYMBATHCS 3HAYeHHs currLine,
longWordCount u wordCount ¢ marom 10 000.

Hacmpotika uepwi

Hama cnenyromias uens — onpenenuts kiacc WordGame, KOTOpBIit
OyIeT ympaBisiTh UTPOM, HO TIEpPea 3TUM MbI JOJKHBI BHECTH HECKOJIBKO
u3menennit B WordList. Bo-niepBbIx, nepeHeceM 3amycK aHajiu3a CIUCKa
cioB u3 Meroaa Start() B metos Init(), KOTOpsiii OyAET BBI3BIBATHCSA IPYTUM
kiaccoM. Bo-BTopsix, ciieHapuii WordList g0/KeH yBeIOMUTH Oy Iyl
cueHapuii WordGame, Korja 3aKOHYMT aHaJIU3 CJIOB. {1 ATOro opraHu-
3yeM oTnpaBky cooOrmenus n3 WordList o0bekTy MainCamera ¢ UCITOb-
3oBanneM Metona SendMessage(). Kak cuenapuit WordGame Oyaer wH-
TEPIPETUPOBATH 3TO COOOIIEHUE, BBl YBUAUTE YyTh MO3XKE.

1. Usmenute umsa meroaa void Start() B crenapum WordList Ha
public void Init() u qo6aBbTE ClIeyIOMINE CTPOKHU:

public class WordList : MonoBehaviour {
void Awake() { ... }

public void Init () { / Ota crpoka 3amenuna "void Start()"
lines = wordListText.text.Split("\n');

totalLines = lines.Length;

StartCoroutine( ParseLines() );

b

static public void INIT () { //
S.Init(); }
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// Bce comporpaMmbl BO3BpalatoT 3HaueHue tTuna [Enumerator.
public IEnumerator ParseLines() {
for (currLine = 0; currLine < totalLines; currLine++) {

} longWordCount = longWords.Count;
wordCount = words.Count;

// TlocnaTte urpoBoMy 00bekTy gameObject cooOiieHne 00 okoHYa-
HUY aHaJIn3a
gameObject.SendMessage("WordListParseComplete");

}

// 9T METOJIbI TO3BOJITIOT JPYTUM KJIaccam

// obGparmaTbCs K CKPBITHIM MOJIsIM List<string> s

tatic public List<string> GET WORDS() { ... }

§

2. Cospaiite B manke Scripts cueHapuii Ha C# C HMeHeM
WordGame u noakmitounte ero k-MainCamera. Beeaute cneayromuii Ko/,
YTOOBI BOCIOJIB30BAThCS M3MEHEHUSMH, TOJBKO YTO MPOU3BEIACHHBIMH B
WordList:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using System.Ling; // Mbl 6yaem ucnonas3oBaTbh LINQ

public enum GameMode {

preGame., // Ilepen HauaaoM UTpsI

makeLevel, / Co3naercsa ornensubiii WordLevel

levelPrep, // Co3naeTcst ypoBeHb ¢ BU3YaJIbHBIM MPEACTaBICHUEM
inLevel // YpoBeHs 3anyiiieH

h

public class WordGame : MonoBehaviour {

static public WordGame S; // OnuHouKa

[Header("Set Dynamically")]
public GameMode mode = GameMode.preGame;
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void Awake() {
S = this; // 3anucaTh cChUIKY Ha 0OBEKT-OJJUHOYKY }

void Start () {

mode = GameMode.loading;

// Be13BaTh cratnueckuit metoa INIT() kimacca WordList

WordList.INIT(); }

// BeizpiBaeTcst MetosioM SendMessage() uz WordList

public void WordListParseComplete() {

mode = GameMode.makeLevel; }

b

3. Beibepure MainCamera B nanenu Hierarchy (Mepapxus) u pac-
KpoiTe coaepkumoe kommnoHeHTa WordGame (Script) B HHCIEKTOpE.
[enkaute mo kHomke Play (Mrpath), m BBl yBUIWTE, KaK 3HAUYCHHE
preGame B nojie mode cMenurcs Ha loading.

Cosz0anue yposus ¢ nomowwto knacca WordLevel

Tenepp npunuia mopa Ha ocHoBe cioB W3 WordList co3gate ypo-
BeHb. Kimacc WordLevel 6ynet BkitouaTh:

— JIIMHHOE CJI0BO, HAa KOTOPOM OCHOBBIBAaeTCA ypoBeHb. (Ecim
maxWordLength paBHo 6, 3T0 OyJeT MECTUCUMBOILHOE CIIOBO, OYKBBI U3
KOTOPOro OyAyT UCIOIB30BATHCS 1JI1 KOHCTPYUPOBAHUS APYTUX CIIOB.)

— UHJIEKC 3TOTro cioBa B maccube longWords kitacca WordList;

— HoMmep ypoBHs B int levelNum. B 3Toii rinaBe npu 3amycke Kaxiaoro
HOBOT'O ceaHca urpa O0yJieT BRIOUpATh CIIy4yailHOE CJIOBO1;

— cioBappb Dictionaryc, > ¢ CUMBOJIaMH B CJIOBE M KOJUYECTBOM pPa3
ux wucnois3oBanus. CrioBapu sBisitoTca 4dacThio System. Collections.
Generic BMeCTE CO CITHCKaMH;

— cnucok List 0 Bcex Ipyrux clioB, KOTOPbIE MOKHO C(HOPMUPOBATH
U3 CHMBOJIOB B CIIOBape, OMMMCAHHOM B TPEIBIAYIIEM ITyHKTE.

CnoBaps Dictionaryc,> — 3T0 000O0IIEHHBIA TUM KOJUIEKIIUH, XPaHs-
1€ MHOKECTBO Map KJIKOY-3Ha4YeHHE. Ha KakJIoM ypoBHE CO3/1a€TCs ClI0-
Bapp Dictionaryc, > ¢ CUMBOJBHBIMH KIIFOYaMH U TICJIOYUCICHHBIMH 3HA-
YEHUSIMH, COOTBETCTBYIOIIMMH KOJIMYECTBY pa3 UCIOJIb30BAaHUS CUMBOJIA B
JUTHHHOM CJIOBE.

Kitacc Word Level umeer Takke 1Ba yA0OHBIX CTATUUECKUX METO/JIA:

— MakeCharDict(): Ha OCHOBE MOJY4YEHHON CTPOKH 3arOJIHSIET CIIO-
Bapsb charDict.
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— CheckWordInLevel(): npoBepsieT, MOXHO JIM COCTaBUTh 3aJlaHHOE
CJI0BO M3 CHMBOJIOB, UMEIOIIUXCS B ciioBape charDict.

1. Co3nalite B manke  Scripts HOBbIM clieHapuil Ha C# ¢ UMEeHeM
WordLevel u BBeaute ciemyrommuii kog. OO0pature BHUMaHHUE, YTO KJIacc
WordLevel ne nacnenyer MonoBehaviour, mo3ToMy €ro Heab3si MOIKIIO-
YUTh HU K KAKOMY UTPOBOMY OOBEKTY B BHJI€ KOMIIOHEHTa CIIEHAPHUS U OH
He umeetr Qynkuui StartCoroutineQ, SendMessage() 1 MHOTHX JIpYTHUX,
xapakTepHsbix 11t Unity:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

[System.Serializable] // Dx3emmasipst WordLevel MoxHO mpocmar-
PUBATH/U3MEHSITH B HHCIIEKTOPE

public class WordLevel {// WordLevel HE nacnenyer MonoBehav-
lour

public int levelNum;

public int longWordIndex;

public string word;

// CnoBapb co BceMH OyKBaMH B CJIOBE

public Dictionary<char,int> charDict;

// Bce cimoBa, KOTOpbIE MOXKHO COCTaBUTh U3 OYKB B charDict p

ublic List<string> subWords;

// Ctatuueckasi (yHKIUS, MOJCUYUTHIBAET KOIUYECTBO BXOXKICHUM
CHUMBOJIOB B CTPOKY

// v Bo3Bpataet cioBapk Dictionary<char,int> ¢ aToit undopmarmei

static public Dictionary<char,int> MakeCharDict(string w) {

Dictionary<char,int> diet = new Dictionarycchar, int>();

char c;

if (diet.ContainsKey(c)) {

dict[c]++;

} else {

diet.Add (c,l); }

} return(dict);

j

// CTaTudecKuii METO1, MPOBEPSIET BO3MOKHOCTh COCTABUTh CIIOBO
// n3 cumBooB B level.charDict
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public static bool CheckWordInLevel(string str, WordLevel level) {
Dictionary<char,int> counts = new Dictionaryechar, int>();
for (int 1=0; i<str.Length; i++) {

char ¢ = str[i];

// Ecu charDict conepuT CuMBOJI C

if (level.charDict.ContainsKey(c)) {

// Ecnu counts eliie He COAEPKUT KIIF04a C CUMBOJIOM C

if (!counts.ContainsKey(c)) { /

/ ...100aBUTh HOBBIN KJIt0U cO 3HaUeHueM 1 counts.Add (c,1);
}else {
// B mpOTUBHOM cliydae nMpuOaBUTh | K TeKyleMy 3HAUCHHUIO
counts[c]++; }

// Ecnu 4uciio BXOXKICHUH CUMBOJIA C B CTPOKY Str

// IpeBBICUIIO TOCTYNHOE KoJnuyecTBO B level.charDict
if (counts[c] > level.charDict[c]) {

// ... BepHyTb false

return(false); }

} else {

// CumBoI ¢ oTcyTcTBYET B level.word, BepuyTh false
return(false); }

} return(true);

h
;

2. UrtoOw1 3azaerictBoBaTh kiacc WordLevel, BHecuTe cienyromiue
n3MeHeHus B crieHapuit WordGame:

public class WordGame : MonoBehaviour {
static public WordGame S; // OnuHouka

[Header("Set Dynamically")]
public GameMode mode = GameMode.preGame;
public WordLevel currLevel,

public void WordListParseComplete() {
currLevel = MakeWordLevel();

j
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public WordLevel MakeWordLevel(int levelNum = -1) {

//a WordLevel level = new WordLevel();

if (levelNum == -1) {

// BeiOpaTh ci1y4aliHbI yPOBEHb

level.longWordlndex=Random.Range(0,WordList LONG WORD _
COUNT);

} else {

// Kox B 3Ty BeTKy OyJeT 100aBjeH Jajiee B 3TOU I1aBe

} level.levelNum = levelNum;

level.word = WordList. GET LONG_ WORD(level.longWordIndex);

level.charDict = WordLevel.MakeCharDict(level.word);

Startcoroutine( FindSubWordsCoroutine(level) );

return( level );

)

// Conporpamma, OTBICKHBAIOIIAs CI0Ba, KOTOPhIE MOKHO COCTaBUTh
Ha 3TOM YPOBHE

public [Enumerator FindSubWordsCoroutine(WordLevel level) {

level.subWords = new List<string>();

string str;

List<string> words = WordList. GET _WORDS(); //

// BeimosHUTE 00X0]1 Bcex ciioB B WordList

for (int i=0; i<WordListt WORD_COUNT; i++) {

str = words|[1];

/" 1lpoBepUTh, MOXXHO JH €ro COCTaBUTh M3 CHUMBOJIOB B
level.charDict

if (WordLevel.CheckWordInLevel(str, level)) {

level.subWords.Add(str); }

// TIpMOCTaHOBUTHCS MOCTE aHAIM3a 3aJaHHOTO YHUCJa CJIOB B 3TOM
Kajipe

if (iIXWordList NUM-TO_PARSE BEFORE YIELD ==0) {

// IPUOCTAHOBUTHCS A0 CIEIYIONIETO Kaapa

yield return null; } }

level.subWords.Sort ();
level.subWords = SortWordsByLength(level.subWords).ToList();
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// ComporpaMma 3aBepIiuia aHajau3, IO3TOMY BbI3bIBAEM

SubWordSearchComplete() SubWordSearchComplete();

h

public static [Enumerable<string> SortWordsBy-
Length(IEnumerable<string> ws) {

ws = ws.OrderBy(s => s.Length);

return ws; }

public void SubWordSearchComplete() {

mode = GameMode.levelPrep; }

)

3. Coxpanute cueny! Eciau 10 cuX mop Bbl HU pa3y HE COXPaHUIIU
CIICHY W CJIIeJIali 3TO, TOJBKO YBHICB 3TOT ITyHKT, 3HAYMT, BaM HYXHO Ya-
II¢ HAalIOMUHATh ce0e 0 HEOOXOIUMOCTH COXPaHSATh CIICHY.

Komnonosxa sxpana

ITocne co3manms WHOOPMAITMOHHOTO IPEACTABICHUS YPOBHS IIPH-
IIUI0 BpeMsl 3aHIThCSA CO3MaHMEM BH3yaJbHBIX JJIEMEHTOB Ha DJKpaHe,
MPEACTABIISIIONINX OOJIBIINE IUIUTKK ¢ OYKBaMH, KOTOPHIE MOYKHO HCITO/Ib-
30BaTh ISl COCTABJICHUS CIIOB, U MaJCHbKHE — JIJIT OTOOpPaKCHHS CaMUX
cioB. CHavana co3naauMm mabnoH PrefabLetter, u3 koToporo 6yayt co3-
JaBaThCS SK3EMILISIPHI TUTUTOK C OyKBaMHU

Coszdanue PrefabLetter

Brinmonuutre  ciaemyromme  mard, 4ToObl  CO3/aTh  IIAOJIOH
PrefabLetter:

1. B rmaBHOM MeHto BeiOepute myHKT GameObject > 3D Object >
Quad (MrpoBoit o0bekT > 3D o0next > KBanpar). I[lepeumenyiite BHOBb
CO3JIlaHHBIM 00BEKT KBajpara B PrefabLetter.

2. B rnaBHOM MeHIO BbIOepuTe NMyHKT Assets > Create > Material
(Pecypcbr > Co3mate > Marepuan). [aiiTe HOBOMY MaTepuany HuMs
LetterMat u momectute ero B nanky Materials & Textures.

3. Ileperamure LetterMat Ha o0bekT PrefabLetter B uepapxumu.
[enxkaute Ha PrefabLetter u BeiOepute meitaep Unlit > Transparent ais
marepuaia LetterMat.

4. Beioepute Tekctypy Rounded Rect 256 qis matepuana LetterMat.

5. JABax bl menkuute 1o PrefabLetter B uepapxuu, u Bbl YBUAUTE B
CIleHEe KBaJpaT C 3aKPYTICHHBIMH YTJIaMHU.
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6. lllenkHuTe npaBoit kHomkoi no PrefabLetter B nuepapxuu u B KOH-
TEKCTHOM MeHI0 BbiOepuTe myHKT 3D Object > 3D Text (3D o6bext > 3D
Tekct). B pesynprare Oyzer co3nan urpoBoi 00bekT New Text, BIoxeH-
HbIil B PrefabLetter.

7. U3menute ums oobekta New Text na 3D Text (¢ mpobenom mociie
«3D»).

8. Beidepute 3D Text B uepapxuu u HacTpoiite ero. Ecau 6yksa W
OTOOpa3uTCs HE B IIEHTPE KBaJpaTa, 3HAYUT, Bbl CIy4ailHO BBEJIU CHUMBOJI
Ta0ysauuu nocie W B nosne Text (MMEHHO 3TO CIy4YMJIOCh CO MHOM, KOrAa
st paboTaj HaJl ’TUM MPOTOTUIIOM ).

9. Ileperamute PrefabLetter u3 uepapxuu B nanky -Prefabs B manenu
Project (IlpoekTt) u ymanurte octaBmmiics sk3eMiuisap PrefabLetter u3 ue-
papxuu. CoxpaHUTE CLICHY.

Cyenapuu Letter

Teneps cozmagum s maodnona PrefabLetter oTaenbHbll clieHapuii
Ha C#, KOTOphI OyAeT 00CITy>KMBAaTh HACTPOMKHU OTOOpAXKEHHSI CUMBOJIA,
€ro IBET U MHOTOE JIPYToe€.

1. Co3naiiTe B mamnke Scripts HOBbIM clieHapuii Ha C# ¢ uMeHeM
Letter u mogkarounte ero kK PrefabLetter.

2. Otkporite cueHapuii B MonoDevelop u BBeauTe ciaeayronuii Koi:

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

public class Letter : MonoBehaviour {

[Header("Set Dynamically")]

public TextMesh tMesh; // TextMesh otoOpaxaer cuMBOI

public Renderer tRend; // Komnonent Renderer o6nekra 3D Text.
On

// OyieT onpeaensaTh BUIUMOCTb CUMBOJIA

public bool big = false // bonbine u Maple IMTKA JEACTBYIOT

// MO-pa3HOMY

private char c; // CumBos, oToOpaxaeMblil Ha 3TON TITUTKE

private Renderer rend;

void Awake() {
tMesh = GetComponentInChildren<TextMesh>();
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tRend = tMesh.GetComponent<Renderer>();
rend = GetComponent<Renderer>();
visible = false; }

// CBOMCTBO nJisi YTEHUSs/3aMUCU OYKBBI B MOJE _C, OTOOpakaemoit

oowexToM 3D Text

KBY

public char ¢ {

get { return( _c); }

set {

¢ = value;

tMesh.text = c¢.ToString(); }

// CBOMCTBO JJIsl UTEHUS/3aIIUCH OYKBHI B I10JIe _C B BUJIE CTPOKHU
public string str {

get { return( _c.ToString() ); }

set { c = value[0]; } }

// Pa3zpemiaeT unu 3amnpemiaetr oroopaxenue 3D Text, uto nenaer Oy-

// BUTUMOM WM HEBUIMMOM COOTBETCTBEHHO.
public bool visible {

get { return( tRend.enabled ); }

set { tRend.enabled = value; } }

// CBOMCTBO IJIS1 YTEHUA/3AIIMCH [IBETA TUIUTKU
public Color color {

get { return(rend.material.color); }

set { rend.material.color = value; } }

// CBOMCTBO JJIsSl YTCHUS/3AMIUCH KOOPIUHAT TUTUTKH
public Vector3 pos {
set { transform.position = value; // Jlanee Mbl 100aBUM JOIOJHHU-

TEJIbHBIN KO } }

}
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Knacc Wyrd: konnexyus niumoxk ¢ 6ykeamu

Knacc Wyrd OyzaeT neiicTBOBaTh Kak KOJIJIEKIUS TJIUTOK ¢ OyKBaMmH,
a ero UMs 3aMMCaHo Yepe3 y, YTOOBI OTIIMYUTH €T0 OT APYTUX IK3EMIUIIPOB
cioBa word, 9acTo BCTPEYAIOIIUXCS B 3TOM KOJie M B TeKcTe KHUTH. Wyrd
— 3TO €lIe OJWH KJlacc, KOTOphIM He HaciexyeT MonoBehaviour u KoTo-
PBIM HENb3 MOJKIIOUYUTH K UTPOBOMY OOBEKTY, HO OH COJIEPKHUT CIUCKHU
KJIACCOB, MOJAKIIOYEHHBIX K UTPOBBIM OOBEKTAM.

1. Co3nmaiite B manke Scripts HOBBIM clieHapuii Ha C# c UMeHeM
Wyrd.

2. Otkpoiite cuenapuit Wyrd B MonoDevelop u BBenurte cienyto-
I KON

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Wyrd { // Wyrd ne nacinegyetr MonoBehaviour

public string str; // CTpokoBoe mpeicTaBIeHUE CI0Ba

public List<Letter» letters = new List<Letter>();

public bool found = false; // TlonyuuT true, eciu UTPoOK HAIIET 3TO
CJIOBO

// CBOMCTBO, yIpaBJisiolllee BUIUMOCTBIO KoMmmnoHeHTa 3D Text ka-
koM muTku Letter
public bool visible {

get {

if (letters.Count == 0)
return(false);
return(letters[0).visible); }
set {

foreach(Letter 1 in letters)
1.visible = value;

h
h
}

// CBOMCTBO AJI1 HA3HAUCHUS 1[BETa KXo IInTKe Letter
public Color color {

get {
if (letters.Count == 0)
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return(Color.black); return(letters[0].color); }
set {

foreach( Letter 1 in letters) {

l.color = value; } } }

// [1o6aBIsSeT TUIMTKY B CIIUCOK letters
public void Add(Letter 1) {
letters.Add(1);

str += l.c. ToString(); }

Memoo WordGame.Layout()

Meroa Layout () crenepupyet sk3eMiuisipel Wyrd u Letter, a Takke
AK3EMIUISIPBI OONBIINX MIUTOK Letter, KOTOpble UTPOK CMOKET MCIOJIB30-
BaTh JUIS COCTaBJICHUA CJIOB. HauHeM ¢ MajleHbKUX IUJIUTOK, U Ha 3TOM
JTare pa3paboTKU MPOTOTHUIIA BCe OYKBBI HA IUIUTKAX OyAyT BUIUMBI (HO B
OKOHYATEJIbHOW BEPCUU MBI UX CKPOEM).

1. lo6aBbTe B kitacc WordGame ciie/iyromime CTpOKHu:

public class WordGame : MonoBehaviour {

static public WordGame S; // O0BbeKT-01MHOYKA

[Header(’’Set in Inspector”)]

public GameObject prefabLetter;

public Rect wordArea = new Rect( -24, 19, 48, 28 );
public float letterSize = 1.5f;

public bool showAHWyrds = true;

[Header("Set Dynamically")]
public GameMode mode = GameMode.preGame;
public WordLevel > currLevel,
public List<Wyrd> wyrds;

private Transform letterAnchor, bigletterAnchor;

void Awake() {
bigLetterAnchor = new GameObject("BigLetterAnchor").transform,;

j

public void SubWordSearchComplete() {
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mode = GameMode.levelPrep;

Layout(); // BsmBars Layout() oauH pa3 mocie BBITOJTHEHUS
WordSearch }

void Layout() {

// TloMecTUTh Ha SKpaH TUIMTKH ¢ OyKBaMU KaXKJIOTO BO3MOKHOTO
// ciioBa TEKYIIEro YPOBHS

wyrds = new List<Wyrd>();

// OOBSABUTH JIOKAJIIbHBIE NEPEMEHHBIE, KOTOpPbhIE OYyAYyT HCIOIb30-
BaThCsI METOJIOM

GameObject go;

Letter lett;

string word;

Vector3 pos;

float left = 0;

float columnwidth =3;

char c;

Color col;

Wyrd wyrd;

// OnipeenTh, CKOJIBKO PSIOB IUNTUTOK YMECTUTCS Ha dKpaHe
int numRows = Mathf.RoundTolnt(wordArea.height/letterSize);

// Coznats 3x3emiuisip Wyrd st kaxxaoro ciosa B level.subWords
for (int 1=0; iccurrLevel.subWords.Count; 1++) {

wyrd = new Wyrd();

word = currLevel.subWords[i];

// ecnu cnoBo JuMHHEe, yeM columnwidth, pa3BepHyTh ero
columnwidth = Mathf.Max( columnwidth, word.Length );

// Co3natsb 3x3emiuisip PrefabLetter nisa kaxaoit OyKBbI B CJIOBE
for (int j=0; j<word.Length; j++) {

¢ = word[j]; // [ToayuuTs j-ii CHMBOJI CIOBa

go = Instantiate<GameObject>( prefabLetter );
go.transform.SetParent( letterAnchor );

lett = go.GetComponent<Letter>();

lett.c = c; // Haznaunth OykBy mutke Letter
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//'Y cTaHOBUTH KOOpIUHATHI INIUTKU Letter
pos = new Vector3(wordArea.x+left+j*letterSize, wordArea.y, 0);

// Oniepatop % momoraeTr BHICTPOUTD IUTUTKH O BEPTUKATH
pos.y -= (1%numRows)*letterSize;

lett.pos = pos;

wyrd.Add(lett);

h

if (showAHWyrds) wyrd.visible = true;
wyrds.Add(wyrd);

// Ecnmu AOCTHTHYT TOCIICTHUN P B CTOJIOIE, HAYaTh HOBBIM CTOJI-
oery

if (1%numRows == numRows-1 ) {

left += ( columnwidth + 0.5f") ¢ lettersize; }

h

h

b

2. Ilepen Tem kak mienkHyTh 1o kHonke Play (Hrpats), meperamure
ma6ion PrefabLetter u3 manenu Project (ITpoekt) Ha mone prefabLetter
komrnoHeHTta WordGame (Script) B 00bekte -MainCamera.

Jlobasnenue bonvuiux naumox ¢ 6ykeamu

Cnenyromum marom ao6asuM B Layout () pa3menieHue OOJIBIIMX
IUTUTOK C OyKBaMU BJIOJIb HUKHETO Kpast SKpaHa.

1. JImst aTOrO 106aBHTE CIEAYIOITUNA KOJI:

public class WordGame : MonoBehaviour {

static public WordGame S; // O0bekT-01MHOUKA

[Header("Set in Inspector”)]

public bool showAHWyrds = true;

public float bigletterSize = 4f;

public Color bigColorDim = new Color( 0.8f, 0.8f, 0.8f);
public Color bigColorSelected = new Color( If, 0.91, 0.7f);
public Vector3 bigletterCenter = new Vector3( 0, -16, 0);
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[Header("Set Dynamically")]

public List<Wyrd> wyrds;
public List<Letter> bigLetters;
public List<Letter> biglLettersActive;

void Layout() {

// Coznats 3x3emiuisip Wyrd st kaxxaoro ciosa B level.subWords
for (int i=0; iccurrLevel.subWords.Count; 1++) {

)

// TloMecTUTh Ha SKpaH OOJBIINE TUIUTKU C OyKBaMU

// THULIMaIM3UpOBaTh CIUCOK OOJIBIITNX OYKB

bigLetters = new List<Letter>();

bigLettersActive = new List<Letter>();

// Co3/iath OOJBIIYIO TUIUTKY JJIsI KaXKJI0M OYKBBI B IIEJIEBOM CJIOB
e for (int 1=0; iccurrLevel.word.Length; 1++) {

// HamoMuHaeT mponeaypy co3aaHusi MaJ€HbKUX IITUTOK

¢ = currLevel.word[i];

go = Instantiate<GameObject>( prefabLetter );
go.transform.SetParent( bigLetterAnchor );

lett = go.GetComponent<Letter>();

lett.c = c;

go.transform.localscale = Vector3.one*bigLetterSize;

// TlepBOHaYaILHO MTOMECTUTH OOJBIINE TUIMTKH HUXKE Kpas dKpaHa
pos =new Vector3( 0, -100, 0);

lett.pos = pos;

lett.color = col;

lett.visible = true; // Bcerna true mist OONBIINX IJIMTOK

lett.big = true; bigLetters.Add(lett);

} // IlepemeriaTh MIUTKH

bigletters = ShuffleLetters(bigletters);

// BeIBeCTH Ha YKpaH
ArrangeBigLetters();
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//'YcraHoBUTH pexuM mode -- "B urpe"

mode = GameMode.inLevel;

)

// DTOT MeTOJa TepeMenInBaeT 3JeMeHThl B cmucke List<Letter> m
BO3BpAIlaeT Pe3yIbTaT

List<Letter> ShuffleLetters(List<Letter> letts) {

List<Letter> newL = new List<Letter>();

int ndx;

while(letts.Count > 0) {

ndx - Random.Range(0"letts.Count);

newL.Add(letts[ndx]);

letts.RemoveAt(ndx); }

return(newL); }

// ITOT METOJ BBIBOJUT OOJIBIINE TUTUTKU HA DKPaH

void ArrangeBigLetters() {

// HaliT cepenuHy i BBIBOAA Psija OONBIINX TUTMTOK C IIEHTPHUPO-
BaHHUEM

// TIO TOPU30HTAIIN

float halfWidth = ( (float) bigLetters.Count )/2f - 0.5f;

Vector3 pos;

for (int 1=0; i<bigLetters.Count; i++) {

pos = bigLetterCenter;

pos.x += (i-halfWidth)*bigLetterSize;

bigLetters[i].pos = pos; }

// bigLettersActive

halfWidth = ( (float) bigLettersActive.Count )/2f - 0.5f;

for (int 1=0; i<bigLettersActive.Count; i++) {

pos = bigLetterCenter;

pos.x += (i-halfWidth)*bigLetterSize;

pos.y += bigLetterSize*1.25f; biglettersActive[i].pos = pos; } }

h

2. Temeps, KpoMe MaJCHBKHX IUIUTOK, BHU3Yy Ha JKpaHE IOJDKCH
TaK)Ke MOSBUTHCSA Psif OOJBIINX IUIUTOK ¢ OyKBaMH M3 IE€JIEBOTO CJIOBA,
CJICIYIOIIMMHU B CIIy4aifHOM TOpPSIIKE.
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obasnenue unmepaxmusHocmu

B aT10ii urpe urpox A0KEH UMETh BO3MOXXHOCTh COOpaTh CJIOBO W3
UMEIONIUXCA OYKB HAaOONBIIUX IUIMTKAX, HAXKUMAas KJIABUIIM C andaBuT-
HBIMA CHMBOJIaMH, M TIOATBEPAUTh OKOHYAHHE BBOJA CJIOBA Ha)KaTHEM
Return/Enter. OH Taxkxe HODKEH HMETh BO3MOXKHOCTH  HaXaTh
Backspace/Delete, uTo0b! y1ainTh OyKBY B KOHIIE KOHCTPYUPYEMOT'O CJIO-
Ba, U TIEpeMeIlaTh OCTaBIINECS HEBBIOpAHHBIE OYKBBI HAXKATHUEM KJIABHUIITU
npobena.

B3aumoneiictBue ¢ urpokom peanuzoBaHo B (GyHkiuu Update()
kiacca WordGame u ocHoBbiBaeTca Ha Input, inputstring, cTpoke ¢ Kia-
BUIIIAMH, HAXKaTBIMU B 3TOM KaJIpe.

1. Hob6aBpTe B WordGame meton Update() u BcriomorateiabHbIe Me-
TOJIbI:

public class WordGame : MonoBehaviour {
[Header(”’Set Dynamically")]

public List<Letter> biglettersActive;

public string testWord;

private string uppercase = "ABCDEFGHIJKLMNOPQRSTU-
VWXYZ";

void ArrangeBigLetters() { ... }

void Update() {

/ OOBSIBUTH Mapy BCIIOMOTATEIbHBIX MEPEMEHHBIX
Letter Itr;

char c;

switch(mode {

case GameMode.inLevel,;

// BBIIOJTHUTH 00XO0JI BCEX CHUMBOJIOB, BBEJICHHBIX HUIPOKOM B 3TOM
Kajzpe

foreach (char clt in Input.inputstring) {

// TlpeoOpazoBaThb clt B BepxHUI1 perucTp

¢ = System.Char.ToUpperlnvariant(clt);
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// TIpoBepuUTh, €CTh JIM TaKasi OyKBa BEPXHETO pErucTpa

if (uppercase.Contains(c)) { // Jlrobast OykBa BEpXHEr0 perucrpa
// HailTu 1OCTynHYIO IUIMTKY C 3TOW OykBol B bigletters
Itr = FindNextLetterByChar(c);

// Ecau iuTKa HalgeHa

if (Itr !=null) {

// ... 106aBUTH 3TOT cuMBOJI B testWord u nepemecTuTh

// cooTBeTCTBYIOIIYIO TTUTKY Letter B biglettersActive
testword += c.ToString(); /

/ TlepeMeCcTUTh U3 CITUCKA HEAKTUBHBIX B CITUCOK aKTUBHBIX
// IIUTOK

biglettersActive.Add(Itr);

bigLetters.Remove(ltr);

Itr.color = bigColorSelected;

// Tlpunats iutke W aktuBHbIN Bua ArrangeBigletters();
// OTOOpa3UTh MIUTKU

i

if (c =="\b’) { // Backspace
//'Y nanuTh ocnenHow WIMTKY Letter u3 biglettersActive
if (bigLettersActive.Count == 0) return;
if (testWord.Length > 1) {

//'Y nanuth nocieaHiow 0ykBy u3 testword
testWord = testword.Substring(0,testWord.Length-1);
}else {

testWord = }

Itr = bigLettersActive[bigLettersActive.Count-1];

// TlepeMeCTHTh U3 CIIMCKA aKTUBHBIX B CIIUCOK HEAKTUBHBIX
// TLTATOK

bigLettersActive.Remove(ltr);

bigLetters.Add (ltr);

Itr.color = bigColorDim:;

// TlpumaTh IINTKE HEAKTUBHBINA BUJ

ArrangeBiglLetters(); / OToOpa3uTh IINTKA

j

if (c=="\i!' || c =="\r") { // Return/Enter macOS/Windows
// TIpoBepuUTh HATM4KME CKOHCTpYHUpoBaHHOTO ciaoBa B WordLevel
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Checkword(); }

if (c=="") {// IlpoGen

// Tlepememiath Tk B bigletters
bigLetters = ShuffleLetters(bigLetters);
ArrangeBigLetters(); }

h
b

// DTOT METOJ OTBICKMBAET IUNIUTKY Letter c cumBosioM ¢ B bigLetters.
// Ecni Tako# TJIMTKYU HET, Bo3Bparaet null.

Letter FindNextLetterByChar(char c) {/

/ IlpoBeputh Kaxayro KTKY Letter B bigletters

foreach (Letter Itr in bigLetters) {

// Eclii COIEPKUT TOT KE€ CUMBOJI, UTO YKa3aH B C

if (Itr.c==c) {/

/ ... BEpHYTb €€ T

eturn(ltr); } }

return( null ); / Unaue BepuyTs null }

public void Checkword() {

// TIpoBepsieT mpucyTcTBHE cioBa testword B crincke level.subWords
string subWord;

bool foundTestWord = false;

// Co3nath ciucok List<int> nyisi XpaHEHUs] UHIEKCOB APYTUX CJIOB,
// MPUCYTCTBYIOMUX B testword
List<int> containedWords = new List<int>();

// Oboiitu Bce cioBa B currLevel.subWords

for (int i=0; i<currLevel.subWords.Count; i++) {
// TIpoBepuTh, OBLIO U yke HaligeHo Wyrd

if (wyrds[1j.found) { //a

continue; }

subWord = currLevel.subWords|[1];

// TIpoBepuTh, BXOAUT 71 3TO cioBo subWord B testword
if (string.Equals(testword, subWord)) { // b
HighlightWyrd(1);
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foundTestWord = true;
} else if (testword.Contains(subWord)) {
containedWords.Add(1); }

}

if (foundTestWord) { // Ecnu npoBepsiemoe CJIOBO MPUCYTCTBYET B
CTIMICKE

// ...NOJCBETUTH APYTHUE CIIOBA, cojJiepxaniuecs B testword

int numContained = containedWords.Count;

int ndx;

// TloncBeunBaTh CJI0Ba B OOPAaTHOM IOPSIIKE

for (int i=0; i<containedWords.Count; i++) {

ndx = numContained-i-1;

HighlightWyrd( containedWords[ndx] ); } }

// TloncBeunBaet sk3emiuiap Wyrd

void HighlightWyrd(int ndx) {

// AKTUBUPOBATH CIIOBO

wyrds[ndx].found = true; / YcTaHOBHTH IpU3HAK, YTO OHO HAMACHO

// BeIIEIUTH IIBETOM

wyrds[ndx].color = (wyrds[ndx].color+Color.white)/2f;

wyrds[ndx].visible = true; 11 Caenars komnodeHnt 3D Text Buau-
MBIM }

//'Y nansetr Bce mutku Letters u3 biglettersActive

void ClearBigLettersActive() {

testword = // OuunctuTts testword

foreach (Letter Itr in bigLettersActive) {

bigLetters.Add(ltr); // lo6aBuTh Kaxxayto IIUTKY B bigletters
Itr.color = bigColorDim; // IIpunaTh eit HEaKTUBHBIN BUJ
bigLettersActive.Clear(); // O4ucTuth CIUCOK

ArrangeBigl etters(); / IIoBTOpHO BBIBECTH TUIMTKUA HA YKPaH

h
}

2. Coxpanute cuenapuit WordGame u Bepautech B Unity.

3. B uncnekrope copockte (naxox showAHWyrds B kommnoHenre
WordGame (Script) o6bexkta MainCamera u menkHute Ha kHomke Play
(Urpats).
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1.6. Co3nanne NpUKJIKYEHYECKON UTPbI

IIpomomun 7: DUNGEON DELVER

Urpa Dungeon Delver, koTopyto MbI cO3/1aiuM, SIBIISIETCA yIPOIICH-
HBIM BapuaHTOM opuruHaibHoM urpbl Legend of Zelda nnsa urposoit npu-
craBku Nintendo Entertainment System. B cBoeil npemnopaBaTeibcKon
NESATEILHOCTH g HEe pa3 yOexJajcs, YTO BOCCO3/IaHUE CTapblX UIP OYEHD
nomoraetr au3aitHepam B ux yuebe, u The Legend Of Zelda Bcerna Obuia
OJIHAM M3 JIyYIIMX 00pa3loB sl IOBTOPEHUS.

Hacmpotiixa xamep

OTO mepBbIi MPOEKT, Ie Mbl OyJIeM HCIOJb30BAaTh HECKOJIBKO Ka-
mep. [lepBas, riaBHas kamepa Main Camera, Oyaet oToOpakaTb OCHOBHOU
UTPOBOI MpoIecc, a BTopasi, Kamepa nosb3oBaTesibeckoro nrepgperica GUI
Camera, Oyner oToOpaxkath rpadUuecKuil MOJIb30BATEIBCKUI HUHTEPdENC
(I'TIN) urpsl. DTO MO3BOJIUT YIPABIATH KKIOM KaMepOi HE3aBUCUMO, YTO
yrpocTtut peanusauuro I'TIN.

llanenv Game (Hepa)

[Ipexxne 4yeM 3aHATHCS HACTPOWKAMHU KaMep, HYKHO HOATOTOBUTH
nanenb Game (HUrpa).

B packpbiBaroniemcsi Cliucke COOTHOIIEHUSI CTOPOH, B BEpXHEH YacTH
nanenu Game (HUrpa), Beioepute myHkt 1080p (1920x1080). Ecnu y Bac
ATOT MYHKT OTCYTCTBYET B CIIUCKE, BBHITIOJIHUTE CIETYIOIINE IIIaru:

1. IllenxkHUTE O PACKPHIBAIOIIEMYCSI CIUCKY BHIOOpPA COOTHOIICHUS
CTOpOH B BepxHel yactu nanenn Game (Mrpa) — BTopoil packpblBaromiuii-
Csl CIIMUCOK CJIEBA — U HIEJKHUTE MO KHOIKE + BHU3Y 3TOr0 CIUCKA.

2. B oTKpBIBILIEMCS HAIOTE:

» B mosie Label BBeuTe 3Hauenue 1080p;

» B criucke Type Beioepute Fixed Resolution;

» B moaxe W BBeaute 1920;

B tosie H BBemuTe 1080.

3. lllenkuute o kHomke OK, 4TOOBI COXpaHUTH HACTPOMKH.

4. Beioepute myHKT 1080p (1920x1080) B packpbIBaromemcsi CIIMcKe
COOTHOILIEHUSI CTOPOH.

I nasuas kamepa

Bri6epute Main Camera B uepapxuu U B HHCIIEKTOPE:

O Hacrpoiite kommnonent Transform: P:[ 23.5, 5, -10 ] R:[ 0, 0, O ]
S:[ 1, 1,1].
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B xomnonenTe Camera:

* B mone Clear Flags Beioepute Solid Color;

* B mone Background ycranoBute uepnsbiii et ( RGBA:[ 0, 0, 0,
255 ]);

* B none Projection Beibepute Orthographic;

* B moste Size BBenute 5.5;

* B mone Viewport Rect BBenute 3nauenus X:0, Y:0, W:0.8, H:1.

Kamepa nonvsosamenvckozo unmepgetica

BrimonnuTe cnepyromue maru, yToObl cOo37aTh KaMepy C UMEHEM
GUI Camera.

1. Co3naiiTe HOBYIO Kamepy, BbIOpaB B MeHI0 myHKT GameObject >
Camera (UrpoBoii 00bekT > Kamepa).

2. llepeumenyiite coznannbiii 00bekT Camera B GUI Camera.

3. Boibepute GUI Camera B uepapxuu u B UHCHEKTOPE:

* B none Tax BeiOepute Untagged — s3To rapantupyer, uro Camera.
main OyJeT npoJoJKaTh ccbutathesl Ha Main Camera.

» Hactpoiite komnoneHT Transform: P:[ -100, 0, -10 ] R:[ 0, 0, 0 ] S:[
1,1,11].

* B komnonente Camera:

* B none Clear Flags Bei6epure Solid Color.

« B mone Background moka ycranoBute cepwiii 1BeT (RGBA:[
128,128,128,255 ).

* B noste Projection BeiOepute Orthographic.

* B moste Size BBeaute 5.5.

* B mone Viewport Rect BBeaute 3nauenus X:0.8, Y:0, W:0.2, H: 1.

Audio Listener — B ciieHe MOXXET MPUCYTCTBOBATH TOJILKO OJIUH KOM-
rmoHeHT Audio Listener, u B 51011 ciieHe oH HaxoauTcsa B Main Camera.

 IllenkHuTEe MO KHOIIKE C IIECTEPEHKOW CIIpaBa OT KOMIIOHEHTa
Audio Listener u B orBbIO€pHUTE (Y 1aTUTh KOMIIOHEHT).

B pesynbraTe 3THX HacTpoek nanenb Game (Mrpa) Oyaer nmoxaeneHa
Ha JB€ MeHbIUX NaHeau. Main Camera 3armoTHUT OOJBIIYIO 9acTh dKpaHa,
a GUI Camera — npumepHo 20%.

Jlobasnenue cepos

I'epoem atoit urpel Oyaer peit (Dray), peiiapp B gocnexax. s
UMUTAIMU 8-OMTHOM TexHojoruu opurhHaibHOM urpsl Legend of Zelda
JUISl TEPOsT IPEAYCMOTPEHO OTOOPAKEHHE C YEThIPEX CTOPOH, U €ro Iepe-
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JBUKEHUE OyJIeT peain30BaHO C MPUMEHEHNEM aHUMAlMOHHOTO 3 deKTa.
[To3aHee Mbl 10OABUM TaKKe MO3Y aTAKYIOILIETO yaapa MEYOM WU APYTUM
OPYXKHEM.

Anumayus 2cepos

UToOBI cO3/1aTh MEPBYIO aHUMAIIMIO, BHITIOJHUTE CIIEAYIOIINE [arH:

1. Coznaiite B manenu Project (IIpoekT) HOByIO MankKy ¢ UMEHEM -
Animations (Assets > Create > Folder (Pecypcsl > Co3znats > [lanky)).

2. B mnanenu Project (Ilpoektr) BbeIOepuTe Dray Walk-Oa wu
Dray Walk Ob B cnucke cnpaiitoB Dray, B manke -Images. (/lns atoro
IICJIKHUTE Ha TIEPBOM CIpaiiTe, Haxxmute kinaBuinry Shift u, yaepxkusas ee,
IIEJIKHUTE HAa BTOPOM CHpaiTe.)

3. Tleperamure ux Bmecte u3 nanenu Project (IlpoekT) B manenb
Hierarchy (Mepapxusi) u oTnycTuTe KHOMKY MBI, OTKPOETCS JUajoT, B
KOTOPOM BaM OyJeT IpesioKeHO BBECTH UMS aHUMallUH.

4. Beeaute umsa Dray Walk O.anim u coxpaHuTe aHMMalMIO B Nal-
ke Animations.

B pe3ynbrare OyyT co3qaHbI:

B namnke -Animations, B manenu Project (IIpoekr):

Dray Walk O

* Dray Walk Oa: anumarop, XpaHAIIUid HECKOJBKO pa3HbIX aHUMa-
IUN U yOPABJISIIOUIUN TOPSIAKOM X OTOOpaXKEHU .

B uepapxun:

* Urposoii o0vekr ¢ mmeHeM Dray Walk Oa ¢ noakitoueHHBbIM
KoMIioHeHToM anumatopa Dray Walk Oa. OT1o rmaBHbIl UTPOBOIl OOBEKT,
NPEACTABIISIOINN Teposi, KOTOPBIM OyIeT yInpaBisiTh UTPOK.

[Ipexie yem NpoI0IKUTh, HY>)KHO BHECTH KO€-KaKue U3MEHEHUS.

5. Beibepure urpoBoit 06bekT Dray Walk Oa B mepapxuu u nepe-
uMenyute ero B Dray.

6. BeiOepute anumarop Dray Walk Oa B manke -Animations B na-
Henu Project (IIpoekrt) u nepenmenyiite ero B Dray Animator.

7. llenknuTte aBaxasl mo Dray Animator B manenu Project (Ilpo-
€KT).

8. Beibepute 00bekT Dray B mepapxuu U HaCTPOUTE KOOPJIWHATHI B
kommnoHeHTe Transform: P:[ 23.5, 5, 0 ]. B pe3ynbrare 00nekT Dray nepe-
MECTUTCA B IIEHTp mojisi 3peHus kamepbl Main Camera B manenun Game
(hrpa).
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9. lllenknute no kHonke Play (Mrpats).

Unity oroOpasut nanens Game (Mrpa), u Bbl yBuauTe, Kak Jlpeit
OBICTpO OEXKUT Ha MECTE B IIEHTpPE OTKphITOM KoMmHaThil. Kpome Toro, B
naHenu Animator (AHMMATOp) BBI JOJKHBI YBUJIETh, KaK 3aIOJIHICTCS U
OMYCTOIIAETCSI CUHUW HWHAMKATOP B OpPAHKEBOM MPSIMOYTIOJbHUKE
Dray Walk 0, oTpaxkarommuii Xoj BBINOJHEHHS. DTO MOKa3bIBAET, YTO
anumanug Dray Walk 0 B Hacrosiiee Bpemsi BOCIPOU3BOAMUTCS CHOBA U
CHOBA.

10. OcTaHOBUTE UTPY U COXPAHUTE CIICHY.

Opeanuzayus cnpaimos no closam

1. Beibepute o0bekT Dray B nepapxum.

2. B ero komnonente Sprite Renderer mieiakHuTe 1o packpblBarolie-
Mycs criicky Sorting Layer, onpenensitoiieM clioil COpTUPOBKH, TJI€ B IaH-
HbII MOMEHT OoToOpakaeTcs 3HaueHue Default, u BeiOepure nmynkr Add
Sorting Layer (/lo6aButh cinoit copTupoBKH). OTKPOETCS AUCTIETYEP TETOB
u cinoeB Tags & Layers ¢ packpeiTeiM pazzaenom Sorting Layers (Cnou
COPTUPOBKH).

3. lllenkHUTE MO KHOMKE 4- B MPAaBOM HIKHEM YTIy CIHCKa Sorting
Layers (Ciou cOpTUPOBKM) U AalTE€ BHOBb CO3/IAaHHOMY CJIOKO uMs Dray.

4. TloBTOpuTe 3Ty HpoIlEeAypy M co3naiite eme Tpu ciosi: Ground,
Enemies u Items.

5. Pa3mectuTre ciiom B TakoMm mopsake, cBepxy BHM3: (Ground,
Default, Enemies, Dray, Items. [Ipu Takom pa3zmemenuu cioit Ground Bce-
raa Oyner oToOpaxaThCs IO3adu BCEX OCTaldbHBIX, Enemies — Mexmy
cinosimu Default u Dray, Dray — nmoBepx Bcex ciioeB, kpome Items, u Items
— MOBEPX BCEX JIPYTHUX CIIOEB.

6. Beibepure 00bekT Dray B nepapxuu U B €ro KOMIIOHEHTE Sprite
Renderer, B uHCHIEKTOpE, BHIOEPUTE B pacKphIBaIOLIEMCsl cMcKe Sorting
Layer nynkr Dray. (He nblTaliTech W3MEHUTh 3HaueHHE B crnucke Layer
(Cnoit) B BepxHeit yactu ma”enu Inspector (MHCniekTOp), — OH onpenesnseT
dbu3nyecKuil cioil.)

7. Beioepute madnon Tile B manke -Prefabs, B manenu Project (Ilpo-
€KT), U B ero kommnoHeHte Sprite Renderer, B mHcmekTOpe, BHIOEPUTE B
packpeiBaroremcs criucke Sorting Layer mynkT Ground. B pesynbsrarte Bce
sk3eMIuisipel Tile Bcerga OyayT OTOOpakaTbCsl TO3aJM JIFOOBIX APYTUX
CIIPANTOB.
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8. CoxpaHUTE CUEHY
ITo mepe nobaBneHus Apyrux oObEKTOB B UTPY MBI TAKXKe OyJ1eM OI-
peNensiTh 171 HUX CBOU CJIOM COPTUPOBKH.

Hacmpoiixa anumayuu Dray Walk O

[Ipsamo ceituac pedt caumikoMm OBICTpO NepeOupaeT HOraMHu U MOKa
MOXET OekaTh TOJbKO BIpaBo. McnpaBum 00a 3TUX HEJOCTaTKa B MaHEH
Animation (AHUMAIS).

1. IlenkHUTE O KHOMKE C TPEeMsI MaJE€HbKUMH TOPU30HTAIbHBIMU
MOJIOCKaMH B MpaBoM BepxHeM yriy nanenu Game (Hrpa). B oTkpbiBiiem-
csi meHio BbiOepute MyHKT Add Tab > Animation (/{o6aBuTh BkIagky >
AHuMmarus), 9ToObl OTKPBITH MaHelb Animation (AHUMAIKS) KaK BKIAJAKY
B ma"enu Game (HUrpa).

2. Beibepute Dray B nepapxuu u packpoire pazaen Dray : Sprite B
naHenu Animation (AHUMaIMs), IMIEJKHYB Ha MUKTOTpaMMe C TPEYrob-
HUKOM PSIIOM C Ha3BaHUEM paszjena.

3. Beenute B mosie Samples uncno 10 u Haxxmute Return/Enter. Co-
TJIACHO 3TOMY 3HaueHuto, Jpeil OyneT nenars NpuMepHO 5 MIaroB B CEKYHIY.

4. UtoObI YBUAETH, KaK 9TO OYy/IET BHITJIAIETh HAa dKPAHE:

* [lepelinure B nmanens Scene (CieHa), MIEIKHYB Ha BKJIQJKe Scene
(Cuena), uToOBI OTOOpa3UTh €€ MoBepX MaHean Animator (AHUMATOp).

* lllenknure aBaxaepl no o0ObekTy Dray B mepapxuu, 4ToOBI mepe-
MECTHUThH €0 B IIEHTP CIICHBI.

* [Ilenkuure no kHonke Animation Play (3amyctuth aHumanuto), Ko-
TOpasi HaXOJAuTCs B MaHenu Animation (AHUMAIMs), HEMOCPEICTBEHHO
HaJl IEPEKIIF0YATEIIEM aHUMAaIi.

5. llenknute mo kHomke Animation Play (3amyctuth aHumaruio),
YTOOBI OCTAHOBHUTH BOCTIPOU3BEICHNE aHUMAIIHH.

Cocmosnus anumayuil 8 aHUMamope

Ecnu BepHyThCs B maHenb Animator (AHMMATOp), BEIOPAB B IIIaBHOM
Mento Unity nynkt Window > Animator (OxkHO > AHHMMaTOp), MOXHO
YBUJIETh YETBIPE COCTOSTHUS 00BhekTa Dray. 310 KOMIIOHEHT Animator ur-
poBoro o0wekta Dray B mepapxuu, U OH OOBEIUHSAET UTPOBOM OOBEKT
Dray ¢ uetsippms anumanusmu Dray Walk #.
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llepemewenue /pes

IIpexxae yem Hauvath mepemeniath o0beKT Drey, 100aBUM B HEro
KOMMOHEHT TBepioro tena Rigidbody.

1. BeiGepute urpoBoit 00bekT Dray B uepapxum.

2. Ilogxmrounte k Hemy kommoHeHT Rigidbody (Component >
Physics > Rigidbody (KomnonenT > ®uszuka > TBepaoe Teio)).

Cuaumure dnaxok Use Gravity.

B pa3nene Constraints:

» YcranoBute ¢iaxxok Freeze Position Z.

» YcranoBure daaxok Freeze Rotation X, Y u Z.

3. CoxpaHHTE CLEHY.

Teneps mo6aBuM B 00beKT Dray crieHapuii, ynpaBistOmuid IBHXKe-
HUEM.

4. Cosznaiite B manke _ Scripts HOBbIU clieHapuil Ha C# ¢ uMeHeM
Dray u nogxJtounTe ero K urpoBoMy o0nekTy Dray B uepapxum.

5. Otkpoiite cuenapuii Dray B MonoDevelop u BBeauTe cieayronui
KO

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Dray : MonoBehaviour {
[Header("Set in Inspector")]

public float speed =5;

[Header("Set Dynamically”)]

public int dirHeld = -1; // HanmpaBnenue3 cooTBeTCTBYyIOIIEE
// ynepKruBaeMOM KIIaBHUIIIE

private Rigidbody rigid;

void Awake () {

rigid = GetComponent<Rigidbody>(); }

void Update () {

dirHeld=-1;

if ( Input.GetKey(KeyCode.LeftArrow ) ) dirHeld = 2;
if ( Input.GetKey(KeyCode.DownArrow ) ) dirHeld = 3;

Vector3 vel = Vector3.zero;
switch (dirHeld) {
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case 0:

vel = Vector3.right;
break;

case 1:

vel = Vector3.up;
break;

case 2: v

el = Vector3.1eft;
break;

case 3:

vel = Vector3.down;
break; }
rigid.velocity = vel * speed;
J

J

6. Coxpanure cueHapuii Dray, BepHutech B Unity U IICJIKHUTE IO
kHonke Play (Mrpats). Tenepb Bbl cMOXkeTe nepemMeniath Jpes mo cuese,
Ha)KUMasi KJIABUIIU CO CTPEIKAMMU.

Anumayus osudcenus /lpes
CHoBa oTkpoiite ciieHapuii Dray B MonoDevelop u 106aBbTe B HEro
CIEIYIOIINMN KOM:

public class Dray : MonoBehaviour {

private Rigidbody rigid;
private Animator anim;

void Awake () {
rigid = GetComponent<Rigidbody>();
anim = GetComponent<Animator>(); 1

void Update () {

rigid.velocity = vel * speed,;
/| AHumanms

if (dirHeld == -1) {
anim.speed = 0;

} else {
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anim.CrossFade( "Dray Walk "+dirHeld, 0 ); anim.speed = 1; }

h
h

®Oynkiusa anim.CrossFade() TpeOyeT oT aHuMaropa anim mepeksIto-
YUTHCS Ha HOBYIO aHUMAIIWIO U 1aeT Ha nepexon 0 cekyHa. Ecnu anim yxe
oToOpakaeT TpeOyeMyro aHMMAIIMIO, IaHHBIA BBI30B HE MPOU3BEAET HUKA-
koro 3¢ dexra.

Coxpanure cueHapuid Dray u BepHutech B Unity. 3anmycTure urpy u
OCMOTPHTE, KaK MpU IBWKEHUU Jlpes B pa3HbIX HAMpaBICHUSIX BOCIPO-
U3BOJSTCS pa3Hble aHUMAIMOHHBIE A(DPEKTHI.

Co3z0anue anumayuu amaxu

YToObl cO3/1aTh AHUMAIMIO ATAKH, BBITIOJHUATE CIAEAYIOIINE IIaru:

1. Boibepute o0bexkT Dray B uepapXxum U TepeiauTe B IMaHEIb
Animation (Anumanusi), BbiOpaB B MeHio Unity nynkr Window >
Animation (OkHO > AHUMaIu).

2. B cnucke mepexirouarensi aHuMmainuii Beioepute myHKT Create
New Clip (Co31aTh HOBBIN KJIHWI) U COXPAHUTE HOBBIM KIIUM C MUMEHEM
Dray Attack O B mamke Animations.

3. Beibepute Dray Attack O B ciucke nmepekirodyaTesns aHnMaIii.

4. Beeaute B nojie Samples yucio 10 u naxxmute Return/Enter.

5. B manenu Project (Ilpoekrt) BeiOepuTe cupaiit Dray Attack O B
u3zoopaxkenuu Dray, B nmamnke -Images.

6. [leperamure cnpaiit Dray Attack O u3 nmanenu Project (ITpoexr)
B 0011aCcTh J1aHa- rpaduka B maHeau Animation (AHUMAaIUs).

7. IloBTOpUTE 1Iaru co 2-ro mo 6-il U Co3JalTe aHUMAIMU C UMEHA-
mu Dray Attack 1, Dray Attack 2 u Dray Attack 3, ncmonas30BaB cOOT-
BETCTBYIOIIHAE CITPAUTBHL.

Teneps B nanenu Animator (AHUMATOpP) JOJKHO MOSIBUTHCS YETHIPE
HOBBIC aHUMAIUU ATAKU.

IIpoepammuposanue anumayuii amaxu

Ortkpoiite cuienapuii Dray B MonoDevelop u 106aBbTe B Hayaio HO-
BbIE CTPOKH C MEPEUNCIICHUEM U ONIPEICTICHUSIMHU MOJIEH.

public class Dray : MonoBehaviour {

public enum eMode { idle, move, attack, transition }

[Header("Set in Inspector")]
public float speed = 5;
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public float attackDuration = 0.25f; // // [Ipogo>KUTENBHOCTh aTaKu
B CEKYHJIax
public float attackDelay = 0.5f; // 3agepxxka Mexay arakamu

[Header("Set Dynamically")]
public int dirHeld = -1; // HanpaBnenue, cootBeTcTBYyMO1IIEE // YIep-
KUBAEMOU KJTaBHIIIC

public int p facing = 1; // HanpaBnenue neuxenus pes
ublic eMode mode = eMode.idle

private float timeAtkDone = 0;
private float timeAtkNext = 0;

private Rigidbody rigid;
private Animator anim;

j

2. [losiBJIeHNE HOBBIX MOJIEH CYIIECTBEHHO MEHSET pealn3aluio Me-
tona Update(), moaToMy B ClleyIOIIeM JUCTUHTE OH MPUBOAMUTCS LIETH-
koM. OH peaiu3yeT Te ke UJeU, YTO ObLIM OMUCAHBI BHIIIE, HO HEMHOIO
WHaye.

void Update () {

//—O6paboTka BBOJAa C KJIaBUATypbl W YIpPaBIEHUE pPEKUMaMU
eMode

dirHeld = -1;

for (int i=0; 1<4; 1++) {1

f ( Input.GetKey(keys[i]) ) dirHeld =1; }

// Haxkata KiaBuIla aTaku
if (Input.GetKeyDown(KeyCode.Z) && Time.time >= timeAtkNext)

mode = eMode.attack;
timeAtkDone = Time.time + attackDuration;
timeAtkNext = Time.time + attackDelay; }

// 3aBepIINTh aTaKy, €CJIM BPEMs UCTEKIIO

if (Time.time >= timeAtkDone) {
mode = eMode.idle; }
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// BeiOpaTh paBUIIBHBIN pekuM, eciu Jlpeil He aTakyeT
if (mode *= eMode.attack) {

if (dirHeld == -1) {

mode = eMode.idle;

} else {

facing = dirHeld;

mode = eMode.move; } }

//-—]J1eHCTBUS B TEKYIIIEM PEKUME—

Vector3 vel = Vector3.zero;

switch (mode) {

case eMode.attack:

anim.CrossFade( "Dray Attack "+facing, 0 );
anim.speed = 0; b

reak;

case eMode.idle:

anim.CrossFade( "Dray Walk "+facing, 0 );
anim.speed = 0;

break;

case eMode.move:

vel = directions[dirHeld]; anim.CrossFade( "Dray Walk +facing, 0

anim.speed = 1; break;

j

rigid.velocity = vel ¢ speed;

}

Meu Jlpes

I'maBHOE opyxue J[pes — Med, KOTOPbIM OH MOKET HaHOCUTh yJIaphbl
B J11000M HampasieHuu. TekcTypa co cinpailTamu Meya Obliia UMIOPTUPO-

BaHa B COCTABC IIaKCTa, B HA4YaJIC ATOM T'JIaBHI.

1. Boibepure o00bekT Dray B uepapxuu. lllenkaure no Hemy npaBou
KHOIIKOM MBIIIM U BBIOEPUTE B KOHTEKCTHOM MeHIO MyHKT Create Empty
(Cozmatp mycrtoii). IlepenMenyiiTe BHOBb CO3JaHHBIM ITYyCTOM HMIPOBO

00wexT B SwordController.

2. Hactpoiite komnoneHT Transform o6bekta SwordController: P:[

0,0,0]R:[0,0,0]S:[ 1,1,1].
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3. Packpoiite Tekctypy Swords B mamnke -Images, 1eJKHYB Ha MHK-
TOTPaMMe€ C TPEYTOTHLHUKOM.

4. Tleperamute cupailt Swords 0 u3 nanenu Project (ITpoexr) B ma-
Henb Hierarchy (Mepapxust). Bnoxure ero B o0sexkt SwordController (xo-
TOPBIM caM BIIOKEH B 00BEKT Dray).

B nepapxun nepeumenyiite sxzemiuisip Swords 0 B Sword.

Hactpotite komnonent Transform o6wexkra Sword: P:[ 0.75, 0, 0 ]
R:[0,0,0]S:[1, 1,1].

B packpeiBatoniemest cnimcke Sorting Layer kommoHeHTa Sprite
Renderer oobexTa Sword BeiOepuTe ciioii copTUpoBKU Enemies

5. Hob6aBete B Sword xommonenT Box Collider (Component >
Physics > Box Collider (Kommonent > ®uszuka > KopobuaTsiii Kosutaii-
nep)). OH o yMOJTYaHUIO JOJKEH MPUOOPECTH ONTUMAIbHBIE pa3MepPbl, HO
€CJIM ATO HE TaK, BBEJIUTE B MOJIs pa3jena Size 3Hauenus [ 1, 0.4375, 0.2 ].

YcranoBute duaxkok Is Trigger B Kosutaiiaepe.

6. Beioepute SwordController B uepapxuu.

[lenkuure mo kHonke Add Component (Jlo0aBUTh KOMIIOHEHT) B
WHCITEKTOpE.

B otkpriBmiemcst MeHio BeiOepuTe myHKT New Script (HoBslit criena-
puii).

Jlatite HOBOoMY crieHaputo umsi SwordController.

B manenu Project (Ilpoekt) neperamure crienapuii SwordController
B Marky Scripts.

7. Otkpoitte cuenapuit SwordController u BBeuTe Clieyomui Koa:

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

public class SwordController : MonoBehaviour {
private GameObject sword;
private Dray dray;

void Start () {

sword = transform.Find("Sword")«gameObject;
dray = transform.parent.GetComponent<Dray>();
/I JleakTHBUPOBATh MEU

sword.SetActive(false); }
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void Update () {

transform.rotation = Quaternion.Euler( 0, 0, 90*dray.facing );

sword.SetActive(dray.mode == Dray.eMode.attack); // d }

§

8. Coxpanute Bce crieHapun B MonoDevelopl, Bepuurecs B Unity u
mieakauTe 1o kHorke Play (Mrpats).

Bpazu: ckenemui

Ckenetbl — ocHOBHBIE Bparu Jpes. [logooHo ckeneram B The Legend
of Zelda, B 310l urpe ckeneTsl TOXE OyIyT XaOTHUECKH OJyKIaTh IO
KOMHaTaM, B KOTOpPBIX OHU HaxoAsTcs. CKelneTbl MOTYT MPOXOAMUTH APYT
CKBO3b JPYra U HAHOCUTH YPOH JIpero.

H3o00padicenus ckenemos

YT0oOBI NOTYyYUTHh U300PAKEHUS CKEIETOB:

1. Bribepure nBa cnpaiita ¢ umenamu Skeletos 0 u Skeletos.l (BbI
Haisiete ux B nanenu Project (Ilpoekt) > Images > Skeletos).

2. IleperamuTe ux oba B mepapxuto. B pesynbprare Oyaer co3naHa
HoBass anumanusa. Coxpanute ee ¢ uMeHem Skeletos.anim B mamke
Animations.

3. B wuepapxuu mnepeumenyite wurpooit o0wBekT Skeletos 0 B
Skeletos.

4. Hactpoiite komnoneHT Transform o0wexra Skeletos: P:[ 19,7, 0 ].

5. Tlomkmrounte k o00BekTy Skeletos kommonenT Rigidbody
(Component > Physics > Rigidbody (KomnonenT > ®@u3suka > TBepoe Te-
J10)).

Cuaumute daaxok Use Gravity.

B paznene Constraints:

» YcranoBure ¢uaxok Freeze Position Z;

* YcranoBure ¢uaxok Freeze Rotation X, Y u Z.

6. Jlo6aBeTe B Skeletos chepuueckuii xommaitnep (Component >
Physics > Sphere Collider (Komnonent > ®usuka > Cdepuueckuii KoJ-
Janep)).

7. B packpsiBatomeMcs crucke Sorting Layer kommoneHta Sprite
Renderer o0bekTa Skeletos BeiOepuTe ciioit copTupoBku Enemies.

8. Bribepure oOwekT Skeletos B mepapxuu U mneperauTe B MaHEb
Animation (Anumanus), BbIOpaB B MeHio Unity nynktr Window >
Animation (OkHO > AHUMaIu).
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9. Beenqute B nosie Samples uncio 5 u Haxxkmurte Return/Enter.

10. Coxpanure cueHy.

[lenkuure nmo kHomke Play (Mrpars), u B xoMHare ¢ [lpeem BbI
JOJKHBI YBUJIETh CKEJIET, OCTYIIHI Ha MECTe.

bazoswiu knacc epacoe Enemy

Bce Bparu B urpe Dungeon Delver 6y ayt HacienoBaTh 0o0IIuii Oa-
30BbIN KJIacc Enemy.

1. Co3nmaiite B manke Scripts HOBBIM clieHapuii Ha C# c UMeHEM
Enemy.

2. Otkpoiite ero B MonoDevelop 1 BBenuTe CiieayrOIIUui KOJI:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Enemy : MonoBehaviour {

protected static Vector3[] directions = new Vector3[] {
Vector3.right, Vector3.up, Vector3.left, Vector3.down };

[Header("Set in Inspector: Enemy”)]
public float maxHealth =1; //

[Header("Set Dynamically: Enemy")]
public float health;

protected Animator anim;
protected Rigidbody rigid;
protected SpriteRenderer sRend;

protected virtual void Awake() {

health = maxHealth;

anim = GetComponent<Animator>();

rigid = GetComponent<Rigidbody>();

sRend = GetComponent<SpriteRenderer>(); }

}

Skeletos — nooknacc Enemy

Cozpatite noakiacc Skeletos, BBITIOJIHUB CETYIONINE IIIaTH:

1. Coznmaitte B manke Scripts HOBBIM clieHapuii Ha C# ¢ UMeHEM
Skeletos.
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2. llogxmounte ero k urpoBoMy oowvekty Skeletos B nepapxumu.
3. Otkpoiite cuenapuii B MonoDevelop v BBenuTe Clie a1yt Ko/

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

public class Skeletos : Enemy {
[Header("Set in Inspector: Skeletos")]
public int speed = 2;

public float timeThinkMin = If;
public float timeThinkMax = 4f;

[Header("Set Dynamically: Skeletos")]
public int facing = 0;
public float timeNextDecision = 0;

void Update () {

if (Time.time >= timeNextDecision) { //

DecideDirection(); }

// Tlone rigid yHaciaeqoBaHo OT Kjacca Enemy u nHUIIMATM3UpyeETCs
Enemy.Awake() rigid.velocity = directions|facing] * speed; }

void DecideDirection() { // d
facing = Random.Range(0,4);
timeNextDecision = Time.time + Ran-

dom.Range(timeThinkMin,timeThinkMax);

}

4. Coxpanurte Bce cuieHapun B MonoDevelop
BbI 10JIKHBI YBUAETH CKEJIET, Oy KAAI0IIUI IO KOMHATE U CBOOOIHO

NpOXOJAIIUA CKBO3b CTeHbl! HaM HyXeH clieHapuid, KOTOpBIM OyaeT
YIAEPKUBATH CKEJIEThI U APYTUX BPAaroB B UX KOMHATaX.

Cyenapuu InRoom
Cuenapuii InRoom peanuzyer HECKOIBKO BCIIOMOTATEIbHBIX CIIYXkO.

Yr10o0BI OIIPCACIINTDL IIOIIBITKY CKEJICTA BBIMTH U3 KOMHATBI, HY’KHO 3HATh,
ra¢ B KOMHATC OH HaxXOJHUTCA, a IMOCKOJIbKY BCC KOMHATLI B IIOA3CMCIILC
HMCIOT OAMHAKOBBIC PAa3MCpPhbI, CACIATh 3TO JICTKO.
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1. Co3palite B manke _Scripts HOBbIM cueHapuid Ha C# ¢ UMeHeM
InRoom.
2. Otkpoiite ero B MonoDevelop u BBenuTe ClieayrOnui KO

public class InRoom : MonoBehaviour {
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

static public float ROOM_W = 16;
static public float ROOM_H = 11;

static public float WALL.T = 2;

// MecTOIOoN0KEHUE 3TOro MepcoHa)xka B JIOKAJIbHBIX KOOpAMHATAX
KOMHAThI

public Vector2 roomPos {

get { Vector2 tPos = transform.position;

tPos.x %= ROOM_ W;

tPos.y %= ROOM H;

return tPos; }

set {

Vector2 rm = roomNum;

rm.x *= ROOM_W;

rm.y *= ROOM.H;

rm += value; transform.position = rm; } }

// B Kako#l KOMHATe HAXOAUTCS 3TOT MEPCOHAXK?
public Vector2 roomNum {

get {

Vector2 tPos = transform.position;

tPos.x = Mathf.Floor( tPos.x / ROOM.W );
tPos.y = Mathf.Floor( tPos.y / ROOM_H );
return tPos;

} set {

Vector2 rPos = roomPos;

Vector2 rm = value;

rm.x *= ROOM_W;

rm.y *= ROOM_H;

transform.position = rm + rPos; }
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h
}

Yoeporcanue ueposvix 06vekmos 6Hympu KOMHaAmM

Kak ymoMuHamoce BbIllle, HAM HYXXHO YIEpKaTh CKEJIET BHYTPH
koMHatbl. Jiig atoro no6asum merox LateUpdate(), koTopslii Oynet mpo-
BEpATh, HE BBIIIEN JIU CKEJET 3a Mpeesibl OCHOBHOM 00JaCTH KOMHATHI.
Meton LateUpdate() BrI3bIBaeTCS B KaXKJ0M KaApe MOCJE€ BbI30BA METO/AA
Update() Bcex urpoBbix 00bekToBl. Meton LateUpdate() oTauuno moaxo-
JIUT JIJIS1 BBITIOJTHEHUS 3aKIIFOUUTEIIBHBIX OTIEpaIiiii, TAKMX KaK BO3BPAT yB-
JIEKIITUXCSl IEPCOHAKEN B KOMHATY, TJI€ OHH JIOJKHBI HAXOIUTHCS.

1. [Togxmrounte cuenapuii InRoom k o6wekty Skeletos B nepapxumu.

2. Otkpotite crenapuii InRoom B MonoDevelop u no6aBbTe ciie-
TYIOIIUE CTPOKHU:

public class InRoom : MonoBehaviour {

static public float ROOM W = 16;

static public float ROOM_H = 11;

static public float WALL T = 2;

[Header("Set in Inspector")]
public bool keepInRoom = true;
public float gridMult = 1;

void LateUpdate() {

if (keepInRoom) {

Vector2 rPos = roomPos;

rPos.x = Mathf.Clamp( rPos.x, WALL T, ROOM_ W-1-WALL T);
rPos.y = Mathf.Clamp( rPos.y, WALL T, ROOM_ H-1-WALL T);
roomPos = rPos; } }

// MecTOION0KEHNE 3TOr0 MepcoHa)xka B JIOKAJIbHBIX KOOpAMHATAX
KOMHATBI

public Vector2 roomPos (...)

}

3. Coxpanure cuenapuii In Room u Bepuurech B Unity, 4T0OBI TIPO-
TECTUPOBATh ero. Temepb CKeJIeT Bee TaK ke OyIeT OIyKIaTh 110 KOMHATeE,
HO YK€ HE CMOXKET MMPOHUKATh CKBO3b CTEHBI, KaK MPEXKIC.
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Cmonknogenus ¢ naumxkamu

Nudopmanmsi 0 MECTOTIONOKEHHUSIX BCEX TIUTOK B TO3EMENTBE Xpa-
HUTCS B TeKcToBOM (haitne DelverData, uzo0pakeHuss xpaHsarcs B (aiiie
DelverTiles.

UtoOwl Bocmonb3oBathes nHpopmanueit u3 DelverCollisions, mo0a-
BUM KoJjutaiizep B maosoH Tile.

1. BeiOepute urpoBoit o0wekt Tile B manke Prefabs B manenu
Project (ITpoexr).

2. Iloakmrounte k Hemy koJuakgep Box Collider (Component >
Physics > Box Collider (Komnonent > ®usuka > KopoOuarblii KoJIaii-

zep)).

Onpeodenenue CMoaKHOBEHULL C NAUMKAMU

Jlanee, mo6aBUM HECKOJIbKO CTpok B ciieHapun TileCamera u Tile,
KOTOpbIe OyIyT ucnoJib3oBaTh nH(popmanuio u3 DelverCollisions.

1. Otkpoiire cuenapuii TileCamera B MonoDevelop u no6aBbre
CJIEYIOIINE CTPOKH:

public class TileCamera : MonoBehaviour {

static public int W, H;

static private int[,] MAP;

static public Sprite[] SPRITES;

static public Transform TILE ANCHOR;

static public Tile[j] TILES; s

tatic public string COLLISIONS;

[Header("Set in Inspector")]

void Awake() {

COLLISIONS = Utils.RemoveLineEndings( mapCollisions.text );
LoadMap(); }

)

2. Coxpanute cuenapuii TileCamera.

3. Otkpoiite cuenapuii Tile u 100aBbTE ClieAYIONIUE CTPOKU:
public class Tile : MonoBehaviour {

[Header("Set Dynamically")]
public int x;

public int y;

public int tileNum;
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private BoxCollider bColl

void Awake() {

bColl = GetComponent<BoxCollider>();

b

Public void SetTile(...)

GetComponent<SpriteRenderer>().sprite
era.SPRITES[tileNum];

SetCollider();

TileCam-

// HacTpouTts komnaiaep s 3tou rumtky void SetCollider() {

/[ Tlomyunth wuHpoOpMamo o komwaiaepe w3 Collider
DelverCollisions.txt

bColl.enabled = true;

char ¢ = TileCamera. COLLISIONS|[tileNum];

switch (¢) {

case 'S'": // Bes immTka

bColl.center = Vector3.zero;

bColl.size = Vector3.one;

break;

case 'W’: // BepxHsist TOJIOBHHA

bColl.center = new Vector3( 0, 0.25f, 0 );

bColl.size = new Vector3( 1, 0.5, 1);

break;

case 'A’: // JleBas moyioBHHA

bColl.center = new Vector3( -0.25f, 0, 0 );

bColl.size = new Vector3( 0.5, 1, 1);

break; case *D'": // [IpaBas mojoBuHa

bColl.center = new Vector3( 0.25f, 0, 0 );

bColl.size = new Vector3( 0.5, 1, 1);

break;

b

4. Coxpanurte cuenapuii Tile u Bepaurech B Unity.
Jlobasnernus konnaiioepa 6 o6vekm Dray

Hakonet1, 4ToObl yBUIETh pe3yJIbTAThl CTOJIKHOBEHUMN C OTACIbHBIMU
IJIMTKaMu, 100aBUM KoJuTaiaep B o0bekT Dray.
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1. Beibepute 00bekT Dray B uepapxuu.

2. Jlo6aBwTe B Hero cepuyeckuii koymaiaep (Component > Physics
> Sphere Collider (KommonenT > ®uzuka > Chepruueckuil KoJanaep)).

Brenure B mose Radius komnmaitnepa 3uauenue 0.4.

Coxpanure cueHy u 3amycture ee. [logBuraiite ri1iaBHOTO MEpCcOHa-
’a U MOCMOTPUTE, YTO TMOJYUUTCS, €CJIM 3aCTaBUTh €ro MPOWTHU CKBO3b
cTeHy. B oTnuume oT cKeleToB, KOTOpble MPUHYAUTENIBHO YACPKUBAIOTCS
B KOMHAaTe, TJIaBHBIN MEPCOHAXK JOJKEH UMETh BO3ZMOXKHOCTh BBIXOJIUTH B
NBEepHbIE MpoeMbl. OJTHAKO HAOIIOIAF0OTCS JIBE MPOOJIEMBI:

JIOBOJIBHO CJI0KHO MOMACTh MPSAMO B IBEPHOM MTPOEM.

dakTUYECKH TJIaBHBIN IEPCOHAXK HE MEPEXOIUT B IPYTHUe KOMHATHI.

Pemnm ux nmo ouepenu.

Hnmepdgperic IFacingMover

Ha camoMm fnene Ham HY’KHO, 4TOOBI HE TOJIbKO Jlpei, HO U Bce co3-
nanust B Dungeon Delver BoIpaBHUBAJIUCH IO CETKE B MPOIIECCE ABUKECHMUS,
U B KOHEYHOM CUETE€ MBI JOJDKHBI MPUMEHUTH OyAaymuid CIeHapwid
GridMove ko BceMm. U [lpeii, 1 cKeaeThl UMEIOT HEKOTOPBIE CXOJIHBIE Yep-
ThI, HO €IMHCTBEHHBIM OOIIMM TIpPeaKOM Ut KiaccoB Dray u Skeletos sB-
asietcs kiace MonoBehaviour.

Nnurtepdetic [FacingMover, KOTOpbIi MBI pean3yeM 3/1€Ch, OUCHb
IPOCT U €ro JIETKO MOXKHO MPUMEHUTH K 00ouM kiaccam, Skeletos u Dray.

1. Co3nmaiite B manke Scripts HOBBIM clieHapuii Ha C# ¢ UMeHeM
[FacingMover (oObruHO uMHTEp(eiicam AaroTcd MMeHa, HauMHAIOLIUEeCcs C
OykBbI I).

2. Otkpoiite cuenapuit [FacingMover B MonoDevelop u BBenure
cienyromuii koa. O6patute BHUMaHue, uto uHTepdetic [FacingMover e
HacneayeT MonoBehaviour n maTEpdEiic — 3TO HE KI1acc:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

h

public interface IFacingMover {

int GetFacing();

bool moving { get; }

float GetSpeed();

float gridMult { get; }

Vector2 roomPos { get; set; }

Vector2 roomNum { get; set; }
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Vector2 GetRoomPosOnGrid( float mult = -1 ); IT f

Peanuzayus unmepdgheiica IFacingMover 6 knacce Dray

Brinonuute crnepyronme Imard, 4ToObl peanu3oBaTh HHTEp(eEiic
[FacingMover B knacce Dray:

1. Otkpoiite cuenapuii Dray u no0aBbTe CIEAYIONTUN KO, peaiu-
syromui uarepdeiic [FacingMover.

// apublic class Dray : MonoBehaviour, [FacingMover {

private Rigidbody rigid;
private Animator anim;
private InRoom inRm;

void Awake () {

rigid = GetComponent<Rigidbody>();
anim = GetComponent<Animator>();
inRm = GetComponent<InRoom>(); }

void Update () { ... }

// Peanuzarus unrepderica [IFacingMover
public int GetFacing() {
return facing; }

public bool moving {

get {
return (mode == eMode.move); 1 }

public float GetSpeed() {
return speed; }

public float gridMult {
get { return inRm.gridMult; } }

public Vector2 roomPos {

get { return inRm.roomPos; }
set { inRm.roomPos value; }
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public Vector2 roomNum {
get { return inRm.roomNum; }
set { inRm.roomNum = value; } }

public Vector2 GetRoomPosOnGrid(
float mult =-1) {
return inRm.GetRoomPosOnGrid( mult ); }

j

2. Coxpanure cueHapuii Dray u Bepautecs B Unity, 4ToObl yOen1uTh-
Csl, YTO KOMITUJISILIMS BBITIOJIHUIACh 0€3 OIINOOK.

MoskeT moka3atbCsi, UYTO MBI MPOAENIATA MacCy JIMIITHEH paboThl, HO
MOCMOTPUTE, YTO TMOJYUYUTCS TMOCIE peau3aluu TOTo ke uHTepdeica B
kiacce Skeletos.

3. Otkpoiite cuenapuii Skeletos u 106aBbTE CilaeAyONINE CTPOKH.
public class Skeletos : Enemy, IFacingMover {

public float timeNextDecision = 0;
private InRoom inRm;
protected override void Awake () {

base.AwakeO;
inRm = GetComponent<InRoom>(); }

void Update () { ... }
void DecideDirection() { ... }

public int GetFacing() { facing;
§

public bool moving { get { return true; } }
public float GetSpeed() {
return speed; }

public float gridMult {
get { return inRm.gridMult; } }

public Vector2 roomPos {
get { return inRm.roomPos; }
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set { inRm.roomPos = value; } }

public Vector2 roomNum {
get { return inRm.roomNum; }
set { inRm.roomNum = value; } }

public Vector2 GetRoomPosOnGrid( float mult =-1) {
return inRm.GetRoomPosOnGrid( mult ); }

}

4. Coxpanurte Bce ciieHapun B MonoDevelop u Bepuutech B Unity.

Teneps sx3eMIuIApbl 000ux Ki1accoB, Dray u Skeletos, moxxHO 00pa-
OaTbIBaTh OJHUM M TE€M K€ KOJIOM, Kak 3k3eMIuisipel [FacingMover, u He
HY>KHO NMHCATh KOJ OTAEIBHO IS KaXIoro Kiacca. YUToObl yOeauThes B
3TOM, peanusyeM cueHapuii Grid Move.

Ilepexoo u3z komHamvl 8 KOMHAMY

Teneps, korga Jpeit 0e3 Tpyaa momajgaeT B CTBOP JABEpEH, MpHIILia
Iopa HaIlpaBUTh €ro B JAPYrHue KOMHATHI MOJ3eMenbs. Tak kak Jpen —
€IUHCTBEHHBIN IEPCOHAXK, KOTOPBIA MOYKET NEPEXOAUTh U3 KOMHAThHI B
KOMHATy, OOJIBIIIYIO YacTh HEOOXOAMMOTO JIJISi ATOTO KOJAa MOKHO BKIIIO-
YuTh B Kiacc Dray; ogHako rioOanbHas UHGOpMAIMS O KOMHATax, Takas
KaK MECTOIOJIOXKEHUE JBEper M OOIIMi pa3Mep KapThl, BCE €Ille JOJDKHA
HaXOoIUThCs B Kiacce In Room.

1. Otkpoiite cuenapuii InRoom B MonoDevelop u BBenute cie-
TYIOLINAN KOX:

public class InRoom : MonoBehaviour {

static public float ROOM_W = 16;

static public float ROOM H =11;

static public float WALL T = 2;

static public int MAX RM X =9;
static public int MAX RM Y =9;

static public Vector2[] DOORS = new Vector2[] {

new Vector2(14j 5), Vector2(7.519),
new Vector2(7.51, 1)
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KOJI:

[Header("Set in Inspector”)]
public bool keepInRoom = true;

}

2. Coxpanute cuenapuii InRoom.
3. Otkpoiite cuieHapuii Dray B MonoDevelop u BBeauTe ciienyomui

public class Dray : MonoBehaviour, [FacingMover {
[Header("Set in Inspector")]

public float attackDelay = 0.5f; // 3agepxka Mex 1y arakamu
public float transitionDelay = 0.5f; // 3anepkka nepexona Mexay //

KOMHaTaMH

[Header("Set Dynamically")]

private float p timeAtkDone = 0;
rivate float timeAtkNext = 0;

private float transitionDone = 0;
private Vector2 transitionPos;
private Rigidbody rigid;

void Update () {

if ( mode == eMode.transition )

rigid.velocity = Vector3.zero;

anim.speed = 0;

roomPos = transitionPos; // OctaButs Jpes Ha mecte

if (Time.time < transitionDone) return;

// Cnenyromiasi CTpoKa BBIIOJHUTCS, TOJIBKO eciu Time.time >=

transitionDone mode = eMode.idle; }

//~—0O0paboTka BBOJIa C KJIABUATypbhl W YOPaBICHUE PEKUMAMHU

eMode—
dirHeld = -1
b
void LateUpdate()

// Tloy4uTh KOOPAMHATHI y3J1a CETKH, C pa3MEPOM SIYEUKU
// B IOJIOBUHY €IMHMUIIBI, OJMKAUIIIETr0 K JAHHOMY MEPCOHAXKY
Vector2 rPos = GetRoomPosOnGrid( 0.5f); // Pazmep siueliku B moJ-
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// TlepcoHax HAXOJUTCS Ha IJIUTKE C IBEPHIO?
int doorNum;

for (doorNum=0; doorNum<4; doorNum+-+) {
if (rPos == InRoom.DOORS[doorNum]) {
break; } }

if ( doorNum > 3 || doorNum != facing ) return;
// TlepelTu B CIEAYIOUTYI0 KOMHATY
Vector2 rm = roomNum;

switch (doorNum) {

case 0:

rm.x +=1;

break;

case 1:

m.y +=1;

break;

case 2:

m.x -= 1;

break;

case 3:

m.y = 1;

break; }

// TIpoBEepUTH, MOKHO JIU BBITIOJHUTH ITEPEX0]T B KOMHATY rm
if (rm.x >= 0 && rm.x <= [nRoom.MAX RM X) {
if (rm.y >=0 && rm.y <= InRoom.MAX RM Y) {

roomNum = rm;

transitionPos = InRoom.DOORS[ (doorNum+2) % 4 |;
roomPos = transitionPos;

mode = eMode.transition;
transitionDone = Time.time + transitionDelay; } }

h

// Peanuzanus unrepderica [FacingMover

public int GetFacingO { ... }

4. Coxpanute Bce cueHapuu B MonoDevelop, Bepuuteck B Unity u
nieKkHuTe Ha kHomke Play (Mrpats).
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llepemewenue xamepwl 6cieo 3a /[peem

Tenepsp, korga Jpeil nosy4un BO3MOKHOCTh NMEPEXOUTh U3 KOMHA-
Thl B KOMHATY, MBI JIOJI)KHBI 3aCTaBUTh KAMEPY CIIEJIOBATH 32 HUM.

1. Co3naiite B mamke Scripts HOBbIM clieHapuii Ha C# ¢ uMeHeM
CamFollowDray.

2. lNogxmrouute crienapuii CamFollowDray k riiaBHo# kamepe Main
Camera B uepapxuu.

3. Otkpoiite CamFollowDray B MonoDevelop u BBenute cieayro-
AN KOJ:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class CamFollowDray : MonoBehaviour {
static public bool TRANSITIONING = false;

public InRoom draylnRm;
public float transTime = 0.5f;

private Vector3 PO, PI;

private InRoom inRm;
private float transStart;

void Awake() {
inRm = GetComponent<InRoom>(); }

void Update () {

if (TRANSITIONING) {

float u = (Time.time - transStart) / transTime;
if(u>=1){

u=1;

TRANSITIONING = false; }
transform.position = (I-u)*p0 + u*pl;

} else {

if (draylnRm.roomNum != inRm.roomNum) {
TransitionTo( draylnRm.roomNum ); }
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void TransitionTo( Vector2 rm ) {

p0 = transform.position;

InRm.roomNum = rm;

pl = transform.position + (Vector3.back ¢ 10);
transform.position = p0;

transStart = Time.time;
TRANSITIONING = true;

h
b

4. Coxpanurte cuenapuit CamFollowDray u Bepautech B Unity.

5. BeiGepuTe rnaBuayto kamepy Main Camera B uepapxumu.

6. [Toaxmrouute k Hewl cueHapui InRoom.

B uncniekrope caumure ¢iaxok keepInRoom.

7. B wuHcnektope mnpucBoiite mnoito draylnRoom kommoHeHTa
CamFollowDray rnaBnoit kamepsl Main Camera CCbUIKY Ha UTPOBOM 00b-
exT Dray. O1o no3Bosut komnoneHnty CamFollowDray nmomyuuts ccpuiky
Ha KoMnoHeHT InRoom, noakTroueHHBIN K 00beKTy Dray.

8. Coxpanute ciieHy u meiakaute Ha kHomke Play (Urpats).

Tenepp 0MKHA TOSBUTHCS BO3MOXKHOCTH IMEPEMEIIATBCS MEXIY
TpeMsi HIDKHUMH KOMHATaMH B MOJ[3eMENbE, HO TENEph BCTAET Mpodiiema
3arepToi ABEpPHU B CPEIHEN KOMHATE.

Omnupanue ogepeii

Humepdgheiic IKeyMaster

1. Co3nmaitte B manke Scripts HOBBIM clieHapuii Ha C# ¢ UMeHeM
IKeyMaster.

2. Otkporite cuenapuii IKeyMaster B MonoDevelop u BBenute cie-
JTYFOIIAN KOM:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public interface IKeyMaster {

int keyCount { get; set; }

int GetFacingQ; }

3. Coxpanute cuenapuii IKeyMaster u otkpoiite cueHapuid Dray.
JloGaBbTE B HETO CIEAYIONINE CTPOKH,.

public class Dray : MonoBehaviour, [FacingMover, IKeyMaster {

[Header("Set Dynamically")]
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public int dirHeld = -1; // HanpaBnenue, cooTBETCTBYIOIIIEE
// ynep>xuBaeMoM KJIaBHIIIE

public int facing = 1; // HanpaBnenue, kyaa cmoTput Jpeit
public eMode mode = eMode.idle;

public int numKeys = 0;

private float timeAtkDone = 0;

// Peann3anus nnrepgeiica [IFacingMover
public int GetFacingO {
return facing; }

public Vector2 GetRoomPosOnGrid(
float mult =-1) {
return inRm.GetRoomPosOnGrid( mult );

j

// Peanuzarust untepderica IKeyMaster

public int keyCount {

get { return numKeys; }

set { numKeys = value; } }

b

4. Coxpanute cueHapui Dray. Tenepb MOXHO pean3oBaTh KJacc
Gatekeeper.

Knacc GateKeeper

Knacc GateKeeper ornupaer nBepu, 3aMeHsIsI IUIUTKU C 3alepThIMU
JIBEPbMU TUIUTKAMU C OTIEPTHIMU JIBEPbMU.

Peanu3zanus npoctoit 3amutsl 115 TileCamera. MAP

[IpsiMble MaHUIYJSIUA CTATUYECKUM OOIIEAOCTYIMHBIM MAaCCHBOM
MAP B TileCamera u3 kiacca Tile — He camoe nydriee penienue. IMeHHO
nostomy maccuB TileCamera. MAP 00bsiBIEH CKpbITBIM (private), a juist
pabotel ¢ HuUM nob6asiensl Metogsl GET MAP() u SET MAP(), koTopbie
o0ecreunBarOT O6e30macHyo 00paboTKy 3HadeHu# eX u eY 3a mpenenaMu
MAP u Tem caMbIM MpPEIOTBPAIIAIOT TMOSBICHUE HCKIIOUYCHUIN
IndexOutOfRangeException.
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Hzmenenue TileCamera.MAP ¢ Tile.SetTile()

Otkpoiite cuenapuii Tile B MonoDevelop u BHecuTte B MeTon
SetTile() cnenyronye n3MeHEHUs, BBIJEICHHBIE KUPHBIM:

public class Tile : MonoBehaviour {

public void SetTile(int eX, int eY, int eTileNum = -1) {

if (eTileNum == -1) {

eTileNum = TileCamera.GET _MAP[x,y];

} else {

TileCamera.SET _MAP(X]j y, eTileNum); // 3aMeHUTb MIUTKY, €CIIH
HeoOxoaumo } tileNum = eTileNum:;

h
h

Peanuzayus cyenapus Gatekeeper

Cozpaiite cuenapuit Gatekeeper, BHIIOJHUB CIEAYIONIUE MIATH:

1. Coznaiite ciienapuit Gatekeeper

2. llogxmrounte ero Kk UTpoBoMy 00wekTy Dray B uepapxuu.

3. Otkpoiite cuenapuii GateKeeper B MonoDevelop u BBenute ciie-
JTYFOILIUN KOM:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class GateKeeper : MonoBehaviour {

// Cnenyromue KOHCTAHTHI 3aBHUCAT OT (Qaiina H300pakeHus Io
ymomuanuto DelverTiles.

const int lockedR = 95;

const int lockedUR = 81;

const int lockedUL = 80;

const int lockedLL = 100;

const int lockedDL = 101;

const int lockedDR = 102;

. ... WNHaeKChl TITUTOK C OTKPBITHIMU ABEPHMU
const int openR = 48;

const int openUR = 93;

const int openUL = 92;

const int openL = 51;
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const int openDL = 26;
const int openDR = 27;

private IKeyMaster keys;

void Awake() {
keys = GetComponent<IKeyMaster>(); }

void OnCollisionStay( Collision coll ) {
// Eciiu KJt0Uei HET, MOKHO HE MPOJI0JKaTh
if (keys.keyCount < 1) return;

// IaTepec MpeACTaBIISIOT TOIBKO IUTUTKA
Tile ti = coll.gameobject. GetComponent<Tile>();
if (t1t == null) return;

// OTKpBIBaTh, TOJBKO eciu Jpeit oOpalieH JuIoM K IBEpU
// (IpeIOTBPATUTH CITyYailHOE HUCII0JIb30BaAHUE KITHOYA)

int facing = keys.GetFacing();

// TIpoBepuUTH, ABIAETCS JIN TIIUTKA 3aKPHITON IBEPHIO

Tile t12;

switch (ti.tileNum) {

case lockedR:

if (facing != 0) return;

ti.SetTile( ti.x, ti.y, openR );

break;

case lockedUR:

ti.SetTile( ti.x, ti.y, openUR );

ti2 = TileCamera. TILES[ti.x-1, ti.y];
ti2.SetTile( ti2.x, ti2.y, openUL );
break;

case lockedUL.:

if (facing != 1) return;

ti.SetTile( ti.x, ti.y, openUL );

ti2 = TileCamera. TILES[ti.x+], ti.y];
ti2.SetTile( ti2.x, ti2.y, openUR );
break;
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case lockedl.:

if (facing != 2) return;
ti.SetTile( ti.x, ti.y, openL );
break;

case lockedDL:

if (facing != 3) return;

ti.SetTile( ti.x, ti.y, openDL );

t12 = TileCamera. TILES[t1.x+], ti.y];
ti2.SetTile( ti2.x, ti2.y, openDR );
break;

case lockedDR:

if (facing != 3) return;

ti.SetTile( ti.x, ti.y, openDR );

ti2 = TileCamera. TILES[ti.x-1, ti.y];
ti2.SetTile( ti2.x, ti2.y, openDL );
break;

default:
return; // BeiiiTe, 4TOOBI UCKIIIOUUTH YMEHBIIICHHE CUCTUYMKA KITFOUEH

}
keys.keyCount--;

Iy

4. Coxpanute Bce ciieHapuu B MonoDevelop u Bepautech B Unity.

5. lenknute no kHomnke Play (Mrpate) B Unity u nomnpoOyiite me-
perTH B KOMHATy crpaBa. Eciau monpoOoBaTh BBIMTH B 3aMEPTYIO JBEPh HA
CEBEpe, y BaC HUYETO HE MOTYy4HUTCs (TIOKa).

6. [Tokxa Unity HaxoAUTCsl B peKUME UTPHI, BbIOEpUTE 00beKT Dray B
uepapxuu 1 BBeauTe B nosie numKeys komnonenta Dray (Script) uucio 6
(3TOr0 KOJIMYECTBA KJIIOYEH TOCTATOYHO, YTOOBI OOOMTH BCE TOA3EMEIIBE).
Ecnu Teneps NOJOWUTH K 3alIEPTOM JABEPHU, BbI CMOKETE MUHOBATDH €€ U UC-
CJIE0BATh OCTaJbHOE noa3emennel !

llonvz06amenvckuii unmepgeiic 011 0mMoOPAMCEHUsT KOAUUeCmeda
KAt04ell U YPOBHS 300P08bsl

WNamm Wrpokd He CMOTYT YBUAETh KOJIWYECTBO MMEIOLIUXCA Yy HUX
KJItouei, 3arisiHyB B uHcriekTop Unity, 3HaYUT, MBI JIOJDKHBI I00aBUThH He-
CKOJIBKO 3JIEMEHTOB MOJIb30BaTENBCKOI0 UHTEp(Eiica.
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1. Co3pnaiite HOBBIN 00BekT Canvas, BbIOpaB B rilaBHOM MeHI0 Unity
nyHKkT GameObject > Ul > Canvas (MUrpoBoit o0bekT > [N > Xonct). B
pe3ynbTaTe Ha BEPXHEM YPOBHE HeEpapxuu OyIyT cO3JaHbl OOBEKTHI
Canvas u Event System.

2. Beibepute Canvas B uepapxumu.

3. BeinonHuTE clienyrore HaCTPOMKY B MHCTIEKTOPE:

B packpsiBaroniemcs criucke Render Mode BbiGepute myHKT Screen
Space — Camera.

[lenkaUTe HAa MAJICHHPKOM HM300paXKEHUW MUIIEHU CIIpaBa OT TOJIS
Render Camera u B nosiBuBIIeMcCs Tuaniore Ha BkJajke Scene (CiieHa) BbI-
oepute GUI Camera.

4. Ileperamute o0vekT DelverPanel u3 manmku Prefabs na o0bexT
Canvas B uepapxuu, 4ro0sl BoxuTh DelverPanel B Canvas. [locne atoro
CIIpaBa Ha dKpaHe, B U300paKeHUH, KOTOpoe (HopMUpyeTcsi KaMepoi MoJib-
3oBatenbckoro uHTepdeiica GUI Camera, nomkHa TOSIBUTHCS TTaHeNb. Te-
neph HANUIIEM CIICHAPHM, YIPaBJISIOMWA ITUM TOJIB30BATEILCKUM HH-
Tepdeiicom.

Iloooepoicka yposHs 300p08bsi

B Hactosmuii MOMeHT kinace Dray XpaHUT KOJIMYECTBO KIIKOUEH, HO
HE UMEET HUKaKoW MHpopManuu o0 YpOBHE 3/I0pPOBbsl U HE MpeaycMaTpH-
BAET BO3MOYKHOCTHM IIOJIyYEHHMS PAaHEHUW TJIaBHBIM repoem. HcmpaBum
IIEPBBIN U3 ITUX HEIOCTATKOB.

1. Otkpoiite cuenapuii Dray B MonoDevelop u BBeauTe cieayronun
KOJI:

public class Dray : MonoBehaviour, [FacingMover, IKeyMaster {

public enum eMode { idle, move, attack, transition }

[Header("Set in Inspector")]

public float speed = 5;

public float attackDuration = 0.25f; IIpogomKuTeNIbHOCTh aTaKu B
CeKyHaxX

public float attackDelay = 0.5f; // 3agepxka Mexay arakamu

public float transitionDelay = 0.5f; // // 3anepxka mepexoma Mexmy
KOMHaTaMu

public int maxHealth = 10;
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[Header("Set Dynamically")]
public int dirHeld = -1; // HanipaBnenue, COOTBETCTBYIOIIIEE
// ynepKuBaemMoi KJiaBuIe
public int facing = 1; // HanpaBienue, kyaa cmotput Jpeit
public eMode mode = eMode.idle;
public int numKeys = 0;

[SerializeField]
private int -health;

public int health {
get { return -health; }
set { -health = value; } }

private float timeAtkDone = 0;
private float timeAtkNext = 0;

void Awake () {
rigid = GetComponent<Rigidbody>();
anim = GetComponent<Animator>();

inRm = GetComponent<InRoom>();
health = maxHealth; // d }

j

2. Coxpanwute Bce crieHapuu B MonoDevelop u Bepautech B Unity.

Ilooknouenue nonvzosamenvckozo unmepgetica k 06vekmy Dray

Mpbl  JOJDKHBI - HAIKMCaTh CIEHAPHM, OTOOpaKaroIui 3HAYCHUS
cBoiicTB health u numKeys sx3emmsipa Dray.
1. Co3nalite B mamnke _Scripts HOBbIM clieHapuili Ha C# ¢ uMeHeM
GuiPanel.
2. Tlonkntounte ero Kk urpoBomy o0Owvekty DelverPanel (Bnoxen B
00bekT Canvas B Uepapxun).

3. Otkpoiite cuenapuii GuiPanel B MonoDevelop u BBeguTe ciie-
JTYFOIIUN KOJ:

using System.Collections;

using System.Collections.Generic;
using UnityEngine; using
UnityEngine.UI;
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public class GuiPanel : MonoBehaviour
[Header("Set in Inspector")]

public Dray dray;

public Sprite healthEmpty;

public Sprite healthHalf;

public Sprite healthFull;

Text keyCountText;
List<Image> healthimages;

void Start () {

// CaeTduk Kirouen

Transform trans = transform.Find("Key Count");
keyCountText = trans.GetComponent<Text>();

// UHIUKATOp YPOBHSI 37I0POBbS

Transform healthPanel = transform.Find("Health Panel");
healthimages = new List<Image>();

if (healthPanel != null) {

for (int 1=0; 1<20; 1++) {

trans = healthPanel. Find("H_"+1);

if (trans == null) break;

healthimages.Add( trans.GetComponent<Image>() );
void Update () {

// TIoka3aTh KOJMYECTBO KIFOUEH

keyCountText.text = dray.numKeys.ToString();

// Tloka3aTh ypOBEHb 37J0POBbSI

int health = dray.health;

for (int i=0; i<healthlmages.Count; i++) {
if (health > 1) {

healthlmages][1i].sprite = healthFull;

} else if (health == 1) { healthlmages][i].sprite = healthHalf;
} else {

healthlmages][i].sprite = healthEmpty; }
health -=2; }

h

b
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4. CoxpaHuTe ClICHAPUIA.

5. Bribepure DelverPanel B uepapxuu 1 B MHCIEKTOpPE HACTPONTE
kommoHeHT GuiPanel (Script):

[Tepetamute B osie dray o0bekT Dray u3 uepapxuu.

B none healthEmpty BoiOepute crpaiit Health 0 u3 uzobpakenus
Health B mamnke -Images B manenu Project (IIpoekr).

B mnone healthHalf BpiGepute cnpaiit Health.1 u3 uzoOpaxkenus
Health B nanke -Images B manenu Project (IIpoekr).

B none healthFull Beibepute cnpaiit Health 2 w3 uzoOpaxkenus
Health B nanke -Images B manenu Project (IIpoekr).

6. lenxuure Ha kHOTKe Play (Mrpath), 1 BBl YBUANTE, KaK WHIUKA-
TOP YPOBHSI 3/T0POBbSI 3aMOTHUTCS JOBEPXY.

7. Boibepute Dray B uepapxuu, He octaHaBiuBas urpy B Unity, u B
MHCIIEKTOpE MOoNpoOyiiTe BBOAWTH pa3Hbie 3HaueHHUs B moiiga numKeys u
.health komnonenta Dray (Script). 9Tu n3MeHeHUs TOJKHBI OTPaXaThCsl B
NaHEeJH N0JIb30BaTeNbCKOro nuTepdeiica. CoxpaHute CLEHY.

Peanuzayusa nanecenus ywepoa /peto epacamu

Hactan MoMeHT n006aBUTH OMACHOCTEH B UTPOBOM MUD, JIaB Bparam
BO3MOYKHOCTb HAaHOCHUTBH paHbl J[p€t0 B MOMEHT CTOJKHOBEHUS C HHUMHU.
Kpome Toro, cTtoiikHOBeHHE ¢ Bparom OyaeT oTOpackiBaTh [[pesi HEeMHOTO
Ha3aJ ¥ Ha KOPOTKOE BpEMS JEaTh €ro HEYSI3BUMBIM.

Peanuzayus DamageEffect

Cuenapuii DamageEffect Oyaer ucnonab3oBaThCsl i ONpPEAEICHUS
CTEIEeHH BpeJia, HAHOCUMOTO BparoM Jlpeto, U Toro, JOJKEH JIU KOHTAKT C
BparoMm BbI3bIBaTH OTOpachiBaHus Jlpes. [lo3gHee 3TOT ke ClieHapuil MBI
IpUMEHUM K opyxuto Jlpes, 4ToObl ompenenuth 3h(PexkT BO3AEHCTBHSA
OpYy>KHs Ha Bparos..

1. Co3nmaiite B manke Scripts HOBBIM clieHapuii Ha C# ¢ UMeHeM
DamageEffect.

2. Iloakmtounte ero k urpoBoMy oobekty Skeletos B uepapxumu.

3. Otkpoiite cuenapuii DamageEffect B8 MonoDevelop u BBenute
CIEYIOIINN KOJ:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;
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public class DamageEffect : MonoBehaviour {
[Header("Set in Inspector”)]

public int damage = 1;

public bool knockback = true; }

4. Coxpanute cuenapuit DamageEffect B MonoDevelop u BepHuTech
B Unity. Teneps B komnonente DamageEffect (Script) oowekra Skeletos, B
WHCIIEKTOPE, JOJKHBI TTOSIBUTHCS JIBa TOJISL.

H3zmenenus 6 xnacce Dray

Ham taxke Hy»XHO M3MeHUTH Kiacc Dray u MCHONB30BaTh B HEM
cuenapuit DamageEffect, Tonbko uTo moakimrodeHHBIN K 00beKTy Skeletos.

1. Otkpoiite cuenapuit Dray B MonoDevelop u 106aBbTe cliemyro-
1€ CTPOKHU.

public class Dray : MonoBehaviour, [FacingMover, IKeyMaster {
public enum eMode { idle, move, attack, transition, knockback }

[Header("Set in Inspector”)]
public float attackDelay = 0.5f; // 3agepxka Mex 1y arakamu
public float transitionDelay = 0.5f; // 3agepxka nepexoaa MexmIy
// xomHaTamu public

int maxHealth = 10;
public float knockbackSpeed = 10;
public float knockbackDuration = 0.25f;
public float invincibleDuration = 0.5f;

[Header("Set Dynamically")]
public int numKeys = 0;
public bool invincible = false;

[SerializeField]

private int _health;

private float transitionDone = 0;
private Vector2 transitionPos;
private float knockbackDone =0;
private float invincibleDone = 0;
private Vector3 knockbackVel;
private SpriteRenderer sRend;
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private Rigidbody rigid;

void Awake () {

sRend = GetComponent<SpriteRenderer>();
rigid = GetComponent<Rigidbody>();

b

Void Update()

if (invincible && Time.time > invincibleDone) invincible = false;
sRend.color = invincible ? Color.red : Color.white;

if ( mode == eMode.knockback ) {

rigid.velocity = knockbackVel;

if (Time.time < knockbackDone) return; }

if ( mode == eMode.transition ){...}

j

void LateUpdateQ { e° }

void OnCollisionEnter( Collision coll ) {

if (invincible) return; // Beriitu, ecnu J{peit moka Heys3BUM

DamageEffect dEf =
coll.gameObject. GetComponent<DamageEffect>();

if (dEf == null) return; // Eciu xomnonent DamageEffect orcyrct-
BYET - BBIUTHU

health -= dEf.damage;// BeiuecTs BenuuuHny yiep0a u3 ypoBHS 3/10-
POBBSA

invincible = true; // Caenateb [pest HEysI3BUMBIM

invincibleDone = Time.time + invincibleDuration;

if (dEf.knockback) { // BeimonauTh oTOpaceiBanue

// OnpeaenuTh HalpaBJIeHUE OTOPAChIBAHUS

Vector3 delta = transform.position - coll.transform.position;
if (Mathf.Abs(delta.x) >= Mathf.Abs(delta.y)) {

// OTOpackiBaHUE TIO TOPU3OHTAIH

delta.x = (delta.x>0)? 1 : -1;

delta.y = 0;

1 else {

// OtOpaceiBanue no BepTukanu delta.x = 0;

delta.y = (delta.y>0) 7?1 :-1; }
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// TIpUMEHUTHh CKOPOCTh OTCKOKa K kommoHeHTy Rigidbody

knockbackVel = delta * knockbackSpeed;
rigid.velocity = knockbackVel;

// ' YcranoBuTh pexxuM knockback u Bpemsi mpekpaiienus 0TOpachl-
BaHUS

mode = eMode.knockback;

knockbackDone = Time.time + knockbackDuration;

h
b

// Peanu3auus unrepdeiica [FacingMover

public int GetFacingO (...)

}

2. Coxpanure Bce cueHapuu B MonoDevelop, Bepaurech B Unity u
niesikHUTE Ha KHotike Play (Mrpats).

Ecimu Teneps [lpeil CTOJKHETCSA CO CKEIETOM, OH MOJIYYUT ITOBPEX-
JI€HUE, OTCKOYNT Ha3aJ U CTAHET HEYSA3BUMBIM.

Peanuzayus nanecenus ypouna epacam

Ceituac [Ipeit ye MOXET B3MaxHYyTh MEUOM, aTaKys Bpara; Ternepb
IPUILIO BpeMs IPUAATh MEUy passiilylo CHIIY.

1. Boibepute o00bexkT Sword B uepapxuu (BIOXKEH B OOBEKT
SwordController BHyTpu 00bekTa Dray).

2. Ilonxmounte k HeMy cueHapuit DamageEffect.

> B none damage kxomnonenta DamageEffect (Script) BBeguTe umc-
710 2. Meu noiKeH ObITh IOCTaTOYHO MOIIHBIM OPYKHEM.

3. CoxpaHHTE CLEHY.

H3smenenus 6 knacce Enemy

1. Otkpoiite cuenapuii Enemy B MonoDevelop u nobaBere cie-
TYIOIIHUE CTPOKHU:

public class Enemy : MonoBehaviour {

[Header("Set in Inspector: Enemy™)]
public float maxHealth = 1;

public float knockbackSpeed = 10;
public float knockbackDuration = 0.25f;
public float invincibleDuration = 0.5f;
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[Header("Set Dynamically: Enemy”)]
public float health;

public bool invincible = false;

public bool knockback = false;

private float invincibleDone = 0;
protected virtual void Awake() { ... }

protected virtual void Update() {

// TIpoBEepHUTh COCTOSTHUE HEYSI3BUMOCTH U HEOOXOJIMMOCTH BBITIOJ-
HUTH OTCKOK

if (invincible && Time.time > invincibleDone)

invincible = false;

sRend.color = invincible ? Color.red : Color.white;

if ( knockback ) {

rigid.velocity = knockbackVel;

if (Time.time < knockbackDone) return; }

anim.speed =1;

knockback = false;

b

void OnTriggerEnter( Collider colld ) {

if (invincible) return; // BeiiiTu, ecnu J{peit noka Heys3BUM

DamageEffect dEf =
colld.gameobject.GetComponent<DamageEffect>();

if (dEf == null) return; // Ecniu komnonent DamageEffect orcyrcrt-
BYET — BBINTHU

health -= dEf.damage; // BeiuecTs Bennuunny yiiep0Oa u3 ypoBHS 3/10-
POBBSA

if (health <= 0) Die();

invincible = true; // Cnenatsb Jlpes HEYsI3BUMbBIM

invincibleDone = Time.time + invincibleDuration;

if (dEf.knockback) { // Beimoaauts oTrOpaceiBanue

// OnipenenuTh HalpaBlIeHWE OTCKOKa

Vector3 delta = transform.position - colld.transform.root.position;

if (Mathf.Abs(delta.x) >= Mathf.Abs(delta.y)) {

// OTOpacksiBaHUE IO TOPU3OHTAIIH
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delta.x = (delta.x>0)? 1 :-1;
delta.y = 0;

} else {

// OTOpacsiBaHUE TIO BEPTUKATIU
delta.x = 0;

delta.y = (delta.y>0)? 1 :-1; }

// TIpuMeHHUTHh CKOPOCTh OTOpachiBaHMs K KOMIOHEeHTY Rigidbody

knockbackVel = delta * knockbackSpeed;
rigid.velocity = knockbackVel;

// ' YcranoButh pexxuM knockback u Bpemsi mpekpaiienus oTopachl-
BaHUs

knockback = true;

knockbackDone = Time.time + knockbackDuration;

anim.speed = 0;

h

h
void Die() {

Destroy(gameObject);

2. Coxpanute cueHapuii Enemy.

3. Ortkpoiite cuenapuii Skeletos B MonoDevelop u BHecure ciie-
TyIOIIHe HeOObIITNE H3MEHEHUS:

public class Skeletos : Enemy, [FacingMover {

protected override void Awake () { ... }
override protected void Update () {
base.Update();

if (knockback) return;

if (Time.time >= timeNextDecision) {
DecideDirection(); }

// TTone rigid yHacnenoBaHo oT kiacca Enemy u mHUIIMATU3UPYETCS

// B Enemy.Awake() r

1gid.velocity = directions[facing] * speed;
h

b
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4. Coxpanute Bce crieHapuu B MonoDevelop u Bepautech B Unity.

5. Bribepure 00bekT Skeletos B uepapxuu U B MHCIIEKTOPE BBEAUTE
3HaueHue 4 B nosie maxHealth komnonenta Skeletos (Script). B pe3ysnbra-
Te, 4TOOBI YOUTH cKeneTa, J[pero mpuaeTcss HaHeCTH JiBa yaapa MedoM (Ka-
bl yIap KOTOPBIM YMEHBIIIAET YPOBEHB 3I0POBbsSI Bpara Ha 2).

6. CoxpaHuTe ClieHy U 1ieakHuTe Ha kHonke Play (Mrpats).

Teneps Jlpeit MOkeT aTakoBaTh CKEJIETOB, HAHOCUTh UM YIIepO U 3a-
CTaBJIATh OTCKAKWBAaTh Ha3a]l.

160



2. Coznanme 3D urpol
2.1 Coznanue 3D-posiuka

Hauano npoexma: pasmewernue o6vexmos

Wtak, HauHEeM C co3laHus OOBEKTOB M pa3MEIICHUS WX B CIICHE.
[lepBeiMu OynyT cTaTmueckne OOBEKTHI — IO W CTEHBI. 3aTeM BhIOEpeM
MECTO JIJIT NCTOYHUKOB CBeTa W Kamephl. [locieHuM co3aaiuM HTpoKa —
3TO OyJiIeT OOBEKT, K KOTOPOMY BbI JOOABUTE CIIEHAPUHU, MEPEMENIAIOIINE
ero 1o CIEHE.

lekopayuu: non, 6HewiHUe U 6HYMPEHHUE CINEHbL

B pacnonoxxeHHOM B BepxHel yactu skpana MeHro GameObject Ha-
BEJIUTE yKa3aTelb MbIIK Ha cTpouky 3D Object, yToObl OTKPHITH JOIOJ-
HUTENIbHOEe MeHI0. Brioepute B Hem Bapuant Cube, Tak Kak JJisg Haliei
CIIEHBI TpebyeTcs KyO.

[lepenBuHbTE U OTMACIITAOMPYUTE KyO, YTOOBI CO3/1aTh MOJ.

B pa3noiil creneHu pacTAHYThI IO Pa3HBIM OCSIM OOBEKT TEPSIET KY-
oudeckyro dhopmy

IIpu 3TOM MBI €10 cierKa ONyCKaeM BHH3 JJI1 KOMIIEHCAIIUU BBICOTHI,
HO OOBEKT OCTAETCS IEHTPUPOBAHHBIM

[ToBTOpHTE ONMCAHHYIO TTOCIEA0BATEIBHOCTD Il CO34AHUS BHEIIHUX
CTE€H KOMHAThl. MOXHO KaXXJIbIi pa3 3aJeCTBOBATh HOBBIM KyO, a MOXKHO
KOIUPOBATh U BCTABJISATh CYIIECTBYIOIMIMN OOBEKT, YKa3bIBas CTaHIAPTHHIE
cokpartieHus. J[puraiite, moBopaunBaiTe U MaClITAOUPYUTE CTEHBI.

Konnaiioep u mouxa nabnrooenus uepoxa

B »TOoM mpoekTe urpoka OyaeT mpeacTaBisTh OOBIYHBIA MPUMUTHB.
B mento GameObject Beioepute Bapuant Capsule. ITosBUTCS 1UIuHIpU-
yeckas purypa co CKpyrii€HHbIMU KOHIIAMH — 3TO U €CTh Hail Urpok. Cme-
CTUTE OOBEKT BBEPX, cenaB ero koopauHary Y paBHo# 1.1. Tenepp Ham
UTPOK MOXET MPOU3BOJIBHBIM 00pa3oM nepemMeniaTtbesi Boiab ocedl X u Z
P YCJIOBHHM, YTO OH OCTAETCA BHYTPU KOMHATBI U HE KACAETCS CTEH.
[Tpucsoiite 06bekTy ums Player.

Ha manenu Inspector Bel yBUIWTE, YTO 3TOMY OOBEKTY Ha3Ha4eH
KarcCyJbHBIN KOJUTaiaep. BMecTo karcyapHOro KoJulaiiepa Mbl Ha3HAYUM
00BEKTY KOHTPOJUIEP IIEPCOHAKA.

Jla 3aBeplieHuss HACTPOUKHA UIPOKA OCTAIOCH CHENATh BCETO OJIUH
mar — NpUCOEINHUTh K HeMy KaMmepy. Kak yxe ynmomuHanoce B paszene,
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MOCBSIIIICHHOM CO3/IaHUIO T10JIa U CTEH, Bbl MOXKETE NIEPETACKUBATH O0OBHEK-
ThI U pa3MeniaTh UX APYT Ha Japyre Ha Bkiajake Hierarchy. [Iponenaiite sty
omepalyio, NepeTalMB KaMepy Ha Karcyily, YTOObl MPUCOEIUHUTH €€ K
UTPOKY. 3aTe€M PACIOJIOXKHUTE €€ TAKUM 00pa3oM, 4TOOBI OHA COOTBETCTBO-
BAJIA TJIa3aM UTPOKA.

Jlsucaem ob6vekmvl: cyenaputi, AKMusUpyOUUl nPeoopa306aHUs.

UtoOBI 3aCTaBUTh UTPOKA TIEPEMEIATHCS T10 CIIEHE, HaM TTOTPEOYIOT-
Csl CIIEHApUHU JBUKEHUS, KOTOpbIe OYIyT NPUCOEAUHEHBI K UTPOKY. MIMeH-
HO OHU OyAyT pearupoBaTh Ha KJIABUATYPHBIN BBOJ U MAHUITYJISIIUU MBbI-
1B, HO JIJIsl Ha4ayia Mbl 3aCTaBUM MTPOKa ITOBOPAYMBATHCSA HA MECTE.

Hanucanue xooa

Co3zpnaiite HOBBIN cuieHapuii C#.
[IpuBoauM 0OBEKT BO BpAILICHHE:
using UnityEngine;

using System.Collections;

public class Spin : MonoBehaviour public float speed = 3.0f;

void Update() {
transform.Rotate(0, speed, 0);

h
h

Komnonenm cyenapus ons ocmompa cyenwvl: MouselLook

®peitmBopk  MouseLook ¢ mepeuncienueM s mpeoOpa3zoBaHUs
OBOpOTa

using UnityEngine;

using System.Collections;

public class MouseLook : MonoBehaviour { public enum Rota-

tionAxes {
MouseXAndY =0,
MouseX =1,
MouseY =2
§

public RotationAxes axes = RotationAxes.MouseXAndY;
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void Update() {

if (axes == RotationAxes.MouseX) {

// 3TO MOBOPOT B TOPU30HTATILHOM IIIIOCKOCTH
b

else if (axes == RotationAxes.MouseY) {

// 3TO TOBOPOT B BEPTUKAIBLHOM TIJIOCKOCTH

j

else {
// 3T0 KOMOMHUPOBAHHBINA MTOBOPOT

h
h
h

VY nanute KOMIOHEHT Spin U BMECTO HETO MPUCOEAUHUTE K UTPOKY
HOBBIU CIICHAPUN.

[I'opuzonmanvHoe spawjeHue, cieosaujee 3a yKazamenem Mol
IlepBast 1 Hanbosee MpocTasi BETKa COOTBETCTBYET BPAILEHUIO B IO-
PU30HTAIIBHOM TNIOCKOCTH.

HOBOpOT II0 TOPU30HTAJIN, IIOKAa HC CBSI3aHHBIM C ABHIKCHUAMMA YKa-
3aTCJIs:

public RotationAxes axes = RotationAxes.MouseXAndY;
public float sensitivityHor = 9.0f;

void Update() {

if (axes == RotationAxes.MouseX) {

transform.Rotate(0, sensitivityHor, 0);

}

Komanna Rotate, pearupyroniast Ha JBUKEHHS yKA3aTENS MBIIIH

transform.Rotate(0, Input.GetAxis("Mouse X") * sensitivityHor, 0);
Meton GetAxis() mosy4aeT AaHHBIC, BBOAUMBIE C TOMOIIBIO

MBIIIIN.

[Ilenkuute mo kHomke Play u moaBuraiTe MblIillb B pa3Hble CTOPOHBI.
OOBEKT HAYHET OBOPAYMBATHCS BIIPABO U BJIEBO BCJE 32 YKA3aTEIIEM.
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Ilosopom 6 sepmukanvrotl niockocmu 013 cyenapusi MouseLook:
public float sensitivityHor = 9.0f; public float sensitivityVert =
9.0f;

public float minimumVert = -45.0f; public float maximumVert =
45.0f;

private float _rotationX = 0;

void Update() {

if (axes == RotationAxes.MouseX) {

transform.Rotate(0, Input. GetAxis("Mouse X") * sensitivityHor, 0);

b

else if (axes == RotationAxes.MouseY) {

_rotationX -= Input.GetAxis("Mouse Y") * sensitivityVert;

_rotationX = Mathf.Clamp(_rotationX, minimumVert, maximum-
Vert);

float rotationY = transform.localEulerAngles.y;

}

transform.localEulerAngles = new Vector3(_rotationX, rotationY,
0);

Meron Rotate() mpocTo yBeJIWYMBAET Yroyl MOBOPOTa, B TO BpEMs
KaK Ha 3TOT pa3 MbI €T0 33/1aéM B SIBHOM BHJIE.

OonospemeHHble 20PU3OHMATILHOE U 8EPMUKATbHOE 8DAUEHUS]

B nocnennem dparmente koga meron Rotate() Takxke He mpuMeHs-
eTCsl, TaK KaKk HaM CHOBa TpeOyeTCsl OrpaHUYUTh JUATA30H yTI0B MOBOPO-
Ta MO BEPTUKAIU. DTO O3HAYAET, YTO TOPU3OHTAJIBHBIA MOBOPOT TOXE
HYKHO BBIYUCIISITh BPYUHYIO.

Cuenapuit MouselLook, moBopaunBarmomuii 00bEKT OJHOBPEMEHHO
110 TOPU30HTAJIH U 110 BEPTUKAIIH:

else {

_rotationX -= Input.GetAxis("Mouse Y") * sensitivityVert;

_rotationX = Mathf.Clamp(_rotationX, minimumVert, maximum-
Vert);
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float delta = Input.GetAxis("Mouse X") * sensitivityHor;
float rotationY = transform.localEulerAngles.y * delta;

}

transform.localEulerAngles = new Vector3( rotationX, rotationY,
0);
[TomecTute B cieHapuit MouselLook BOT Takoit meTo Start():

void Start() {

Rigidbody body = GetComponent<Rigidbody>();

if (body !=null) IIpoBepsiem, cyliecTByeT i STOT KOMIIOHEHT.
body.freezeRotation = true;

j

ITocne 3aI1yCKa 3TOro CucHapusda BbI IIOJIYYHUTC BO3MOKHOCTH CMOT-
PETh BO BCCX HAIIPABJICHUAX, IIPOCTO NICPEMCIIAA YKA3aTCIIb MBIIIIHN.

Komnonenm ons knasuamyprnozo 6600a

B03MOXHOCTh CMOTPETh MO CTOPOHAM B OTBET Ha IMEPEMENICHUS
yKa3aTeJsl MBI OTHOCHUTCS K B&KHBIM ()parMeHTam 3JIE€MEHTOB yIIpaBJie-
HUS TIEPCOHAXKEM B UTpax OT MEPBOrO JUIA, HO ATO TOJHKO MOJOBUHA Je-
na. Kpome 3Toro, Urpok JI0JKEH IepeMeniaThes Mo CIieHE B OTBET Ha KJa-
BUATYpHBIA BBOJA. [loaTOMY B J0MOJIHEHHE K KOMIIOHEHTY JJIsS 3JIEMEHTa
yYIPaBJICHUS MBIIIBIO HAIUIEM KOMIIOHEHT JJisl KJIaBUAaTypHOTO BBOJIA;
co3naiite HOBbIM kKoMnoHeHT C# script ¢ umenem FPSInput u npucoenuuun-
Te ero K urpoky. Ilpm 3TOoM MBI Ha BpeMsl OrpaHUYUM KOMIIOHEHT
MouselL.ook TOTBEKO TOPU30OHTAIEHBIM BpPAIIEHUEM.

Kon Bpaiienus u3 mepBoro JUCTUHTA C Mapod HEOONBIIUX HW3MEHE-
HUM:

using UnityEngine;

using System.Collections;

public class FPSInput : MonoBehaviour { public float speed = 6.0f;

void Update() {

transform.Translate(0, speed, 0);

Heo0s3aTenbHbIN 37IEMEHT Ha CITydail, €M Bbl 3aXOTHTE YBEIUYUTH
CKOPOCTb.

Mensiem metonr Rotate() na meton Translate().

i}
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Peaxyus na naxcamue knaguw

Kon mepemerienrsi B OTBET Ha Ha)XaTHs KJIABUIN aHAIOTHYCH KO
BpaIlleHUsI B OTBET HA JIBIDKCHHE YKa3aTels MBI, MBI CHOBA HCTIONB3YeM
metoa GetAxis(), mpuueM aHaJTOTUYHBIM 00pPa30oM.

N3menenure moinoKeHus B OTBET Ha HAKATHUE KIIABUIIL:

void Update() {float deltaX = Input.GetAxis("Horizontal") * speed;
float deltaz =  Input.GetAxis("Vertical') *  speed; trans-
form.Translate(deltaX, 0, deltaZ);

b

Komnonenm CharacterController ons pacno3nasanusi cmojiKHOBeHUl

HasnauenHsle 00bEKTY HaNpsIMyIO MPeoOpa3oBaHusl HE 3aTPAruBalOT
TaKOW acCIeKT, KaK paclo3HaBaHWE CTOJKHOBeHMU. B pe3ynbrare mepco-
Ha)X HAUMHAET XOJIUTh CKBO3b CTEHHI. [loaTOMY HaM TpeOyeTcsi KOMIIOHEHT
CharacterController. UMeHHO OH 00ECHEUUT €CTECTBEHHOCTh IepeMellie-
HHUM HAIIEro MepcoHaxa.

ITepememenue komnoneHta CharacterController BMecTo KOMITIOHEH-
ta Transform

private CharacterController _charController;

void Start() {
_charController = GetComponent<CharacterController>();

b

void Update() {

float deltaX = Input.GetAxis("Horizontal") * speed; float deltaZ =
Input.GetAxis("Vertical") *  speed; Vector3 movement = new Vec-
tor3(deltaX, 0, deltaZ); movement = Vector3.ClampMagnitude(movement,
speed);

movement *= Time.deltaTime;
movement = transform. TransformDirection(movement);
charController.Move(movement);

j
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Xooums, a ne nemams

Tenepsp, Koraa pacro3HaBaHUE CTOJIKHOBEHUM pabOTAET, B CIIEHAPUIA
MOXHO JT0OaBUTh CUJTY TSXKECTH, YTOOBI UTPOK CTOs Ha moiny. OObsBUM
NepEeMEHHYIO gravity ¥ BOCTIOJb3yeMCs €€ 3HAaUeHUEM /i1 OcH Y, Kak Io-
Ka3aHO B CJIEIYIOIIEM JTUCTHHIE.

JloOaBiieHHE CUIIBI TSHKECTH B KO IBUKEHUSL:

public float gravity = -9.8f;
void Update() {

movement = Vector3.ClampMagnitude(movement, speed);
movement.y = gravity; Hcnonp3yem 3Ha4Y€HUWE TNEPEMEHHOU
gravity BMECTO HYJIS.

Tenepb Ha Urpoka IEUCTBYET MOCTOSIHHAS CHJIA, TSHYIIAs €r0 BHU3.
K coxanenuto, oHa He BCerja HampaBjeHa CTPOTO BHHU3, TaK Kak M300pa-
Ao UTrpoka OOBEKT MOXKET HAKJIOHSATHCS BHHM3 M BBEpX, CIEAys 3a
JIBUKEHUSIMU yKazartens Mblu. K cyacTeio, y Hac ecTb BCe, 4TOOBI UCIIpa-
BUTB 3TOT HEJIOYET, JJOCTATOUYHO CJIETKa MOMEHATh HACTPOUKU KOMIIOHEHTA
[0 OTHOIICHHIO K Wrpoky. IlepBbIM JeioM OrpaHu4ybTe KOMIIOHEHT
MouseLook TONbKO TOpHU30HTANBHBIM BpalleHHueM. 3aTeM 100aBbTE STOT
KOMIIOHEHT K KaMepe U OrpaHUyYbTe €ro TOJIHKO BEPTHKAILHBIM BpallleHU-
eM. B pesynbrare Ha mepeMelieHus yKa3aTess MBIIN y Bac OyIyT pearu-
poBaTh JBa pa3HbIX 0ObEKTA!

2.2. lodaBysieM B UTPY BParoB M CHAPSI/AbI

Hauynem MBI ¢ HamucaHus CIiEHAPHUEB, MPEBPAIAIOIINX HAIIETO WI-
poka B ctpenka. [locie 3Toro Mpl 3amojIHUM CIIEHY BparaMu, 100aBUB B
YHCIIe MPOYETro KO/, MO3BOJISIONINN OeCIeNbHO MepeMeniaThCs Mo CIeHE U
pearmpoBaTh Ha TMomajaHue. B 3akimroueHre MbI JTaguM BparaM BO3MOX-
HOCTh OTCTPEIMBATHCS, KUAas B UTPOKA OTHEHHBIE IIaPHI.

Bot miian Hame# Oynyuieid paboThi:

— HamMcaTh KOJI, MO3BOJISIONINNA UTPOKY CTPEISTh;

— CO3/1aTh CTaTUYHbIC 1[€JTU, pearupyroIiue Ha MoMaIaHue;

— 3aCTaBUTH 1IEJIN TIEPEMEINATHCS 0 CIICHE;

— BBI3BaTh aBTOMATUYECKOE TIOSIBJICHUE HOBBIX OJTY)KIIAIOIINX IIEIICH;

— J1aTh BO3MOXXHOCTH II€JISIM/Bparam KuJiaTh B UTPOKa OTHEHHBIE IIapHI.
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Cmpenvboa nymem dpocarus iyuei

ITepBoil OMOMHUTENHEHONU (DYHKIIMOHAIBHOW BO3MOXKHOCTHIO, KOTO-
pyI0 MbI J00aBUM B Halll JIEMOHCTPAIMOHHBIA POJIMK, CTAaHET CTpesboa.
YMeHue orisiibiBaThCs M0 CTOPOHAM U MEPEMENIATHCS B IIYTEpE OT MEp-
BOTO JIMIIA SIBJISIETCS, O€3 COMHEHUS, PEIIAIOIINM, HO UTpa HE HAYHETCH,
MIOKAa UTPOKHU HE CMOTYT BIIMSTh HA OKPY’KAIOIIEE MPOCTPAHCTBO U MOKA3bI-
BaTh cBoe macTepcTBo. CTpenbba B TPEXMEPHBIX UIpax pean3yeTcsl He-
CKOJIBKUMHU CIIOCOOamMu, HanboJiee BaXKHBIM M3 KOTOPBIX SIBJISIETCSI Opoca-
HHE JTyYEH.

Hmumayusi cmpenvool komanoou ScreenPointToRay

Wtak, MBI peanusyeM CTpenab0y MpOEeLUpPOBAHUEM JIy4ya, HAUYMHAIO-
HIErocsi B MECTE HAXOXJEHUSI KaMepbl U PacCIHpOCTPAHSIOMIETOCS O LEH-
TpaJbHOM JMHUHU €€ MoJs 3peHus. [IpoenupoBanue jiyya mo LHEHTPaIbHON
JIMHUY TI0JIS1 3pEHUSI KaMepbl MPEJCTaBIsAeT COO0M YacTHBINA cilyyail JeicT-
BUsI, KOTOPOE HA3bIBAETCS BHIOOPOM C TOMOILbIO MBIIIIH.

Cyenaputi RayShooter, npucoedunsemvlii K kamepe:
using UnityEngine;
using System.Collections;

public class RayShooter : MonoBehaviour { private Camera
_camera;

void Start() {
_camera = GetComponent();

}

void Update() {

if (Input.GetMouseButtonDown(0)) {

Vector3 point = new Vector3(

_camera.pixelWidth/2, camera.pixelHeight/2, 0); Ray ray =
_camera.ScreenPointToRay(point); RaycastHit hit;

if (Physics.Raycast(ray, out hit)) {

Debug.Log("Hit " + hit.point);

}

} 3arpy:kaemM KOOpJIUHATHI TOUKH,
} B KOTOPYIO MOMNAaJI JIyY.
b
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WcnyuieHHslil gyd 3anoiHseT nHpopMalreil mepeMeHHyo, Ha KOTO-
PYIO HMEETCS CCBhUIKA.

Bekrop co3naercs, 4ToObI ONPeAeIuTh Uil Tyda SKpaHHbIE KOOPIU-
HaTel. [lapametpsr pixelWidth u pixelHeight nator Ham pasmep skpana.
OnpenenuTh €ro UeHTP MOXHO, Pa3feiavuB 3THU 3HAYCHUS MOMNoJiaM. XOTs
KOOPAMHATHI SKpaHa ABJISIOTCS IBYMEPHBIMHU, TO €CTh Y HAC €CTh TOJBKO
pa3Mepbl MO BEPTUKAIM M TOPU3OHTAIH, a TIyOMHAa OTCYTCTBYET, BEKTOD
Vector3 Bce paBHO co3naetcs, Tak kak meToll ScreenPointToRay() tpedyet
JAHHBIX 3TOr0 TUMa. BBI3BaHHBIA 11 3TOro Habopa KOOPJAMHAT METOJ
ScreenPointToRay() naer Ham 00bekT Ray.

3ateM J1yu nepenaetrcss B MeToa Raycast(), mpuuem 3TO HE €IUHCT-
BEHHBIN MepelaBaeMblil B 3TOT METO/I 00BEKT. ECTh Takke cTpyKTypa AaH-
HbIX RaycastHit; ona mpeacrasiseTr codoii Habop MH(MOpPMAIMHU O Mepece-
YEHUH JIy4a, B TOM YHUCJE O TOYKE, B KOTOPOI BO3HMK Jy4, U 00 00BEKTE, C
KOTOPBIM OH CTOJIKHYJICS.

B xonue Mol Bo3biBaeM MetoA Physics.Raycast(), koTopslit mpoBepsi-
€T MECTO MEpPECeYeHusl pacCMaTpUBAEMOro JIyya, coonupaer nHPOpMAaIUIO
00 3TOM IEpeceYeHN M BO3BPAILAET 3HAUYCHHE {rue B Clly4ae CTOJKHOBE-
HUS JIy4a C MPEmsTCTBHEM. Tak Kak BO3BpalllaeMO€ 3HAYEHWE IpPUHaJIe-
XKUT TUny Boolean, MeToq MOXHO MOMECTUTh B WHCTPYKIIMIO MPOBEPKH
ycioBus, coBceM kak meto1 Input.GetMouseButtonDown() 4yTh paHbIiie.

Jlobasnenue 6u3yanbHblX UHOUKAMOPO8 OJisl NPUYETUBAHUS U NONA-
Oanuil

Teneps HaM HYXHO T00OABUTH B CIIEHY JIBa BHIAa BHU3yaIbHBIX HHIH-
KaTOpOB: TOYKY MPHUIICTWBAHUS B CEpPEAUMHE dKpaHa W METKY B MeCTe
CTOJIKHOBEHHUS JTyda C MPEISTCTBHEM.

Cyenaputi RayShooter nocne 0obagénenus uHOuKamopHulx cgep:
using UnityEngine;
using System.Collections;

public class RayShooter : MonoBehaviour { private Camera

_camera;
void Start() {
_camera = GetComponent();

j

void Update() {
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if (Input.GetMouseButtonDown(0)) { Vector3 point = new Vector3(

_camera.pixelWidth/2,  camera.pixelHeight/2, 0); Ray ray =
_camera.ScreenPointToRay(point); RaycastHit hit;

if (Physics.Raycast(ray, out hit)) {

StartCoroutine(Spherelndicator(hit.point));

}

P

private IEnumerator SphereIndwator(VectorB pos) {

GameObject sphere = GameQOb-

ject.CreatePrimitive(PrimitiveType.Sphere); sphere.transform.position =
pos;

yield return new WaitForSeconds(1);Destroy(sphere);

h

)

Kak cnenyer u3 ee umenu, ¢pyukius StartCoroutine() 3amyckaer co-
nporpammy. [lociie 3Toro ona HaumHaeT paboTaTh A0 3aBEPIICHUS BBIMOJ-
HEHUS, IEPUONICCKU JeIast may3bl.

Buzyanvueiii unoukamop 01s mouKku npuyerusanus.

void Start() {

_camera = GetComponent();

Cursor.lockState = Cursor%ockMode.Locked; Cursor.visible = false;

§

void OnGUI() { int size = 12;

float posX =  camera.pixelWidth/2 - size/4; float posY =
_camera.pixelHeight/2 - size/2; GUI.Label(new Rect(posX, posY, size,
SiZC), "*H);

j

Urak, ko, ynpaBiasiOMAi NOBEICHUEM UTPOKA, TOTOB. DaKTUUECKH
MBI 3aBEpLIWINA pabOTy HaJ B3aUMOJICUCTBUAMHU UTPOKA CO CIIEHOW, HO y
HAC BCE €lIe OTCYTCTBYIOT LICIIH.

Coz0aem akmusHbie yeu

B03MOXHOCTh CTpENATh — 3TO 3aME€YaTeNbHO, HO B JIaHHBIII MOMEHT
CTPEJIATh HAallEMy UTPOKY HE BO uTO. [[03TOMY HaMm HYXHO CO31aTh Liene-
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BOM OOBEKT U MPUCOEAUHUTH K HEMY CIICHApUM, MPOrpaMMUPYIOIIHI pe-
aKIMIO Ha MoNaJaHue.

Onpeodensiem moyKy nonaoaHusl

[lepBbIM AemOM HaM HyXe€H OOBEKT, KOTOPBIN MOCIYKUT MUIICHBIO.
Coznaiite Ky0 W OMEHSIITE €ro pa3Mep Mo BEpTUKAIH, BBES B ToJie Y s
npeoOpazoBanus Scale 3Hauenue 2. B nonsx X u Z ocraBbTe 3HaueHue 1.
[TomecTrTe HOBBIM OOBEKT B TOUKY ¢ KoopauHatamu 0, 1, 0, 4ToObI OH CTO-
sUI HA MOJIy B LIEHTPE KOMHATHI, U mpucBoite emy uMs Enemy. Co3znaiite
cueHapuii ¢ umeneM ReactiveTarget u npucoegMHUTE €ro K 0OBEKTY.

Bepuurecs k crenaputo RayShooter.cs u oTpenakTupyite KoJ HcC-
ITyCKaHHS Jy4ya B COOTBETCTBUHU C TOKA3aHHBIM JIUCTUHIOM.

Pacnosnasanue nonadanuii 6 yeno...

if (Physics.Raycast(ray, out hit)) {

GameObiject hitObject = hit.transform. gameObJ ect;

ReactiveTarget target = hitOb-
ject.GetComponent<ReactiveTarget>();

if (target !=null) { Debug.Log("Target hit");

} else { StartCoroutine(Spherelndicator(hit.point));

}

}

Yeeoomnsiem yenv o nonadanuu
B xoxe HY)XHO MOMEHSITh BCETO OJHY CTPOKY, KaK MOKa3aHO B Clie-
TYIOIIEM JINCTUHTE,

Omnpaexka coobujeHust yeneeomy 00beKmy:

if (target !=null) {

target.ReactToHit(); BbI30B MeTO/Ma TSI MUIIIEHH BMECTO I'eHEpa-
MU OTJAJOYHOTO COOOIIECHHUS.

} else { StartCoroutine(Spherelndicator(hit.point));

}
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Teneps oTBeyaroluii 3a CTPenbOy KOJI BBI3BIBAET CBSI3aHHBIA C MU-
IIEHBIO METOJ, KOTOPBIM HAM HY)KHO Hamucarb. BBenute B cueHapuil
ReactiveTarget ko cieayroero JIMCTUHTA.

Cyenapuii ReactiveTarget, peanuzyrowuii cmepms 8paza npu nona-
oanuu:

using UnityEngine;

using System.Collections;

public class ReactiveTarget : MonoBehaviour {

public void ReactToHit() { Metona, BBI3BaHHBINA CIICHAPHEM
CTPEJBOBI.

StartCoroutine(Die());

b

private I[Enumerator Die() { OnpokuapiBaeM Bpara, xuaem 1,5

CEKYHIbI U YHUYTOXKAEM €TO0.
this.transform.Rotate(-75, 0, 0);

yield return new WaitForSeconds(1.5f);

Destroy(this.gameObject);

h
}

Tenepr Hallla MUILIEHb pearupyer Ha momnaganue! Ho Oosbie oHa
HUYETo He Acnaer. /laBaiite qoOaBHM €M JTOMOJHUTEILHBIC MOJCIN IOBE-
JIEHUsI, 9TOOBI IPEBPATUTh €€ B HACTOAIIETO Bpara.

basoeuvlil uckyccmeennvlii unmennekm Ojisi nepemeujetust no CyeHe

CrarnyHas 11e7b HE OYeHb MHTEPECHA, TTO3TOMY JIaBaiiTe HAIHIIEM
KOJI, KOTOPBIN 3aCTaBUT BParoB MepeMenaThes Mo crieHe. Takol Ko sBiis-
€TCSl OJJHUM W3 TMPOCTEHIINX MPUMEPOB HCKYCCTBEHHOTO WHTEIIJICKTA
(Artificial Intelligence, Al). 3TOT TepMHUH OTHOCHUTCS K CYITHOCTSIM, TTOBE-
JIEHUE KOTOPBIX KOHTPOJIHUPYETCS KOMIbIOTEPOM. B maHHOM citydyae Takoit
CYITHOCTBIO CIIY)KHT Bpar B Halllell UTpe, HO B peajbHOM KU3HH 3TO MOXKET
OBITH, HATIpUMEP, POOOT.
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bas3oswiii cyenapuii WanderingAl:

using UnityEngine;

using System.Collections;

ublic class WanderingAl : MonoBehaviour { public float speed =
3.01;

public float obstacleRange = 5.0f;

void Update() {

transform.Translate(0, 0, speed * Time.deltaTime);

Ray ray = new Ray(transform.position, transform.forward);

RaycastHit hit;

if (Physics.SphereCast(ray, 0.75f, out hit)) {

if (hit.distance < obstacleRange) { float angle = Random.Range(-
110, 110); transform.Rotate(0, angle, 0);

o

Credrcenue 3a cocmosiHuem nepcoHatica

Tekylliee moBejieHWE Bpara MMEET OJWH HEIOCTaTOK. J[BuxkeHue
BIIEpE]l MPOJIOJDKACTCS JIaXKe MOCIe MOMaJaHusl B Hero myiau. Beas Meron
Translate() 3amyckaeTcs B KaXJIOM KaJpe BHE 3aBUCUMOCTH OT OOCTOSI-
TeabCTB. BHEceM B kK071 HEOOIbIIINE U3MEHEHHUS, TIO3BOJISIONINE CIESTUTD 3a
TeM, )KUB TIEPCOHAXK WM MEPTB. [ OBOPSI TEXHUYECKUM SI3BIKOM, MBI XOTHM
OTCJI)KHBATH «KHUBOE» COCTOSHHUE NIEPCOHAXKA.

Cyenaputi WanderingAI nocne 006asienus «2#cu6020» coCmosiHus.

private bool _alive; void Start() {
_alive = true;

}

void Update() {
if(_alive) { transform.Translate(0, 0, speed * Time.deltaTime);

}
b
public void SetAlive(bool alive) {

_alive = alive;

j
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Cyenapuii ReactiveTarget cooowaem cyenapuio WanderingAl, xo-
20a Hacmynaem cmepms.

public void ReactToHit() {
WanderingAl behavior = GetComponent();
if (behavior !=null) { behavior.SetAlive(false);

§
StartCoroutine(Die());

b

Yeenuuenue xonuuecmea epazos

B nHacrosimee Bpems B CliEeHE IPUCYTCTBYET BCEro0 OJWH Bpar, U Io-
CJIE €ro CMEPTH CLIEHA CTAHOBUTCS MycTOM. JlaBaiiTe 3aCTaBUM HUIpy MOPO-
KJaTh BpParom, cJlieJiaB Tak, YTOOBI MOCJIE CMEPTH CYIIECTBYIOIIEr0 Bpara
cpa3y mnosiBiisuicss HOBbIM. B Unity 3To Jierko Jienaercsi ¢ IOMOIIbI0 MeXa-
HHU3Ma 11a0JI0HOB K3eMILISIPOB (prefabs).

Ixzemniapel Heguoumozo komnonenma SceneController

XoTs cam 1o cebe 1mabiioH B CIICHE OTCYTCTBYET, HAM HY>K€H HEKHA
00BEKT, K KOTOPOMY OYJIeT NMPUCOCTUHITLCS KOJI, MOPOXKIAIOIINM BParosB.
[TosTOMy MBI CO3/IaJIUM MYCTOM UTPOBOM OOBEKT U JOOABUM K HEMY CIle-
HapHi, TP 3TOM caM 00BEKT OCTAHETCS] HEBUIUMBIM.

Bribepure B meHto GameObject komanay Create Empty u npucsoii-
Te HOBOMY 00BbekTy ums Controller. YO0enurech, 4To OH HaXOAUTCS B TOY-
ke ¢ xkoopauHaramu 0, 0, 0. Co3naiite cueHnapuit SceneController, moka-
3aHHBIN B CIIEAYIONMIEM JINCTUHTE.

Cyenapuu SceneController, nopooxcoarowjuii SK3emMniapol 8pa208.
using UnityEngine;
using System.Collections;

public class SceneController : MonoBehaviour { [SerializeField] pri-
vate GameObject enemyPrefab; private GameObject enemy;
Void Update() {

if (_enemy == null) {
_enemy = Instantiate(enemyPrefab) as GameObject;
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_enemy.transform.position = new Vector3(0, 1, 0); float angle =
Random.Range(0, 360);
enemy.transform.Rotate(0, angle, 0);

aad e

[IpucoenunuTe 3TOT ClieHapUi K 00BEKTY-KOHTPOJIIEPY, U HA MaHe-
mu Inspector mosiBuTCs nose Js mabioHa Bpara ¢ umeHem Enemy Prefab.
OHO paboTaeT AHAJIOTMYHO OOUIEAOCTYIIHBIM IIE€PEMEHHBIM, HO €CThb U
BaXXHOE OTJINYHE.

Cmpenvba nymem co30aHUsL IK3EMNIAPOS

XopoIo, 100aBUM Bparam eie HeMHOTo criocooHocteit. [loiaemM mo
TOMY K€ TMyTH, 4TO W TIpH pabore Haa urpokoM. [IepBeiM aemoM Mbl Hay-
YHJIA BPAaroB JABUTATLCS, TEMEPh JaJMM UM BO3MOXKHOCTh CTPEIISATH!

[llabnon cuapsoa

Ecnu panbliie Mbl cTpensiin 63 MpUMEHEHHS pealIbHbIX CHApPSIOB, TO
Tenepb OHU HaMm noHano0sATcsa. Ctpenbda MpUueMoM UCITYCKaHUS JIyde, 1o
CYTH, MTHOBEHHA, W TIONAaJJaHUuEe PETUCTPUPYETCS B MOMEHT LIEIYKA KHOM-
KOM MBIIIK, Bparu *e OyayT OpocaTh «OTHEHHBIE IIApbl», JIETAIOLIUE IO
BO3AyXy. Pazymeercs, XOTsI OHM JIBUTAIOTCSI JIOBOJBHO OBICTPO, Y HTPOKa
OyZeT BO3MOXXHOCTh YKJIOHUThCS. DUKCUPOBATH MOMaaHUsl Mbl OyJeM He
METOJIOM MCITYyCKaHHs JIy4eid, a METOJIOM paclo3HaBaHUS CTOJIKHOBEHHIA.

Kon Oynmer mopokiaTh OTHEHHBIE IIAphl TEM KE CIOCOO0M, KaKUM
MOPOXKJIAt0TCSI Bparu, — CO3JAaHNeM IK3EMIUIAPOB U3 madioHa. Tak Kak HaMm
TpeOyeTcsi OTHEeHHBIN Mmap, BbiOeputre B MeHI0O GameObject komanay 3D
Object 1 B TOMOJHUTENIBHOM MeHIO KoMaHay Sphere. IIpucBoiite nosiBuB-
meiics chepe ums Fireball. Tenepr co3maiite HOBBIN ClieHapHil ¢ TAKUM Ke
UMEHEM U MPHUCOEAUHUTE €T0 K 00BbEeKTy. UTOObI OH HAallOMHHAT OTHEHHBIN
1ap, eMy Hy»KHO MPHUCBOUTH SIPKO-OpaHXKEBbIN I1BeT. Takue cBoiicTBa mo-
BEPXHOCTEH, KaK 1[BET, KOHTPOJIMUPYIOTCS TIPU IMOMOIIA MAaTEPHAIIOB.

Cmpenvba u cmoakHogeHue ¢ yevio

OtpenakTupyem mabJIoH Bpara, HaJieJIuB €ro COCOOHOCTHIO KUAATh
OTHEHHBIE IIapbl. YTOOBI KOJI pacrio3HaBall UTPOKA, MOTPEOYETCS HOBBIM
CIIEHapuii, O3TOMY co3naauMm ciieHapuii ¢ umeHeM PlayerCharacter u
MPUCOEMHUM €TI0 K UTPOKY. A Ternepb oTkpoem cuieHapuii WanderingAl u
BBEJIEM B HETO KOJI CJIEIYIOLIETO JTUCTHHIA.
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Cyenapuu WanderingAl ¢ 603moxcHOCmMbI0 KUOAMb OCHEHHblE Uid-
polL:

[SerializeField] private GameObject fireballPrefab; private GameOb-
ject _fireball;

if (Physics.SphereCast(ray, 0.75f, out hit)) {

GameObiject hitObject = hit.transform.gameObject;

if (hitObject.GetComponent<PlayerCharacter>()) {

if (_fireball == null) {

_fireball = Instantiate(fireballPrefab) as GameObject;

_fireball.transform.position =

transform. TransformPoint(Vector3.forward * 1.5f);

_fireball.transform.rotation = transform.rotation;

h

} else if (hit.distance < obstacleRange) { float angle = Ran-
dom.Range(-110, 110); transform.Rotate(0, angle, 0);

}
}

Kak TOJIBKO HOBBIM KOJ OKAXKETCSI Ha CBOEM MECTE, Ha NaHEIH
Inspector nosiButcst HoBoe nosie Fireball Prefab, Touno Tak ’xe kak B cBOE
BpeMms 111 komrioHeHTa SceneController mosiBunock nosie Enemy Prefab.
[lenkuuTe mo mabaoHy Bpara Ha Bkiaake Project, u Ha manenu Inspector
MOSIBATCSI KOMIIOHEHTHI ATOTO 0OBEKTa, KaK €Cl Obl BBl BBIJCIHINA €T0 B
CLICHE.

Teneps, Kak TOJBKO UTPOK OKAXKETCS HEMOCPEACTBEHHO TEpea Bpa-
TOM, B HEro MoOJICTUT OTHEeHHbIN mapllonmpoOyiTe BHIMOIHUTH BOCIPOU3-
BEJICHUE — TMepe]] BparoM MosiBUTCA OTHeHHasi cdepa, HO HUKyJa He MoJie-
TUT, TIOTOMY YTO MbI IIOKa HE HAMCAIN COOTBETCTBYIOIIUH clieHapuid. [la-
BaiiTe cnenmaem 310 ceiiuac. Kon cuenapus Fireball npuBenen B ciemyro-
IIeM JINCTHHTE.

Cyenapuii Fireball, peacupyrowuti na cmoakHoeeHus

using UnityEngine;
using System.Collections;

public class Fireball : MonoBehaviour { public float speed = 10.0f;
public int damage = 1;
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void Update() {

transform.Translate(0, 0, speed * Time.deltaTime);

§

void OnTriggerEnter(Collider other) {

PlayerCharacter player = other.GetComponent<PlayerCharacter>();
if (player !=null) { Debug.Log("Player hit");

§

Destroy(this.gameObject);

§

§

Ornennomy 1apy Takxe TpeOyercs xommoHeHT Rigidbody, oTHo-
CSIITUICS K CUCTEME MOJICTTUPOBAHUS 3aKOHOB (DH3HKHU.

llospeorcoenue uepoka
Panee mbi cosnmanu cuenapuit PlayerCharacter, Ho ocTaBwin ero

nycTbIM. Ternepb BBEAUTE B HETO U3 CICAYIOUIErO JUCTUHTA KOJ peakiuu
Ha II0IIalaHue.

Hepok mooicem nonyuams nospestcoeHus:.
using UnityEngine;
using System.Collections;

public class PlayerCharacter : MonoBehaviour { private int _health;

void Start() {
_health = 5;
b

public void Hurt(int damage) {

_health -= damage

Debug.Log("Health: " + health);

h

)

Temnepb HYXHO BEepHYThCS K ciieHapuro Fireball, aToOb1 BbI3BaTh 114
urpoka meron Hurt(). BctaBbTe BMECTO OTJIaJOYHOM CTPOYKHU B CLIEHAPUU
Fireball crpoky player. Hurt(damage), kotopast 6yaeT coo01aTh UTPOKY O
nonaganuu. Beé. [locnennnii pparmMeHT Kojia BCTal Ha CBOE MeCTO!
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2.3. PaGora c rpadukoi

Co3z0anue ceomempuyeckol MoOenu CyeHvl

PasroBop o MozenupoBaHuU CIIEH MBI HAYHEM C PACCMOTPEHUS MPO-
1[ecca COo3/IaHusl TEOMETPUUYECKON MOJIenu ciieHbl (whiteboxing). OObIYHO
3TO TIEPBBINA IIAr MOACIMPOBAHUS YPOBHS C IMOMOIIBIO KOMIIbIOTEpa (cJie-
TYIOIINM 3a pa3paboTKOM 3TOro ypoBHS Ha Oymare).

Ha3znauenue ceomempuueckoti mooenu

CocraBieHue ClIeHbl U3 MPUMHUTUBOB MPAKTUKYETCSA MO JIBYM MpH-
yuHaM. Bo-TmiepBbIX, 3TO MO3BOISET OBICTPO MOTYUYUTh «HAOPOCOK», KOTO-
pBIN CO BpeMeHeM OyAeT MOCTENEHHO COBEPIIICHCTBOBATHCS. DTa JesATEIb-
HOCTH OJIM3KO CBSA3aHA C MIPOECKTUPOBAHUEM UTPOBBIX YPOBHEH.

Paccmasnsem npumumugsl 6 coomeemcmeuu ¢ naaHoM

[TocTpoeHrue reoMeTpuuecKOM MOJIeNId CIIEHbI B COOTBETCTBUM C
MMEIOIIMMCS TIJIAHOM BKJIIOYAET B ce€0s MO3UIMOHUPOBAHUE U MacIITaOu-
pOBaHME MHOXXECTBA MapasuleIeNuUIleIoB, KOTOphle OyAyT WUrpaTh poJb
CTEH.

3acTaBbTe OOBEKT, MPECTABIAIONINN UTPOKA WU KaMmepy, IBUTATh-
csi Mo cueHe. Ternepb MOXHO MOXOAUTh MO CIAETAHHOW W3 MPUMHUTHBOB
CIIEHE, YTOOBI MPOTECTUPOBAThH MOJYUYUBIIUKCS ypoBeHb! Bece oueHb mpo-
CTO, HO TIOKa y Bac €CTh TOJIbKO YHCTasi reoMeTpus. Jlekopupyem ee ¢ 1o-
MOIIBIO JIBYMEPHBIX U300pakeHUH.

Hanoorcenue mexcmyp

[Toka 4TO HaII ypOBEHB MpeECTaBIsAeT co00M rpyObIit Habpocok. OH
yKe JOCTYNEH JUIsl UI'Pbl, HO OYEBUJIHO, YTO HAJ BHEIIHUM BHUJIOM CLIEHBI
Tpedyercs emie J0Jro padortatk. CleIyIONUM IIaroM Mo COBEPUIEHCTBO-
BaHMIO YPOBHs OyJE€T HAIOKEHUE TEKCTYP.

B TpexmepHoli rpaduke TEKCTypbl UMEIOT pa3HOE MPUMEHEHHE, HO
HanOoJiee IPOCTHIM SIBISETCA OTOOpaKEHUE MX Ha MOBEPXHOCTH TPEXMEP-
HBIX MOJIEIIEH.

Hmnopm gaiina uzobpasicenus

Hagnem ¢ co3maHMs/TIOATOTOBKMA HamMX OyAylmx TeKCTyp. Bcee
N300paXeHUs, HCIIONB3yeMble B KadeCTBE TEKCTYp, OOBIYHO SIBIISIOTCS
OECIIIOBHBIMH, YTO ITO3BOJIICT MHOTOKPATHO IMOBTOPSITh WX Ha OOJBIINX
MTOBEPXHOCTSIX.
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[TonyuuTs OecuioBHOE M300paKeHHE MOKHO Pa3IuyHbIMHU CIIOCO0a-
MHU: Harpumep, oopadboraTts (oTtorpadguio MM HapUCOBATH COOCTBEHHBIN
BapUaHT KapTUHKH.

CkauaiiTe BbIOpaHHbIE BaMU M300paK€HUS U MOJArOTOBBTE UX K HUC-
IIOJIb30BAHUIO B KauecTBe TEKCTyp. C TEXHUYECKOM TOYKHM 3PEHHUSI HUYTO
HE MEIIAaeT 3a/IeCTBOBATh UX Cpa3y, HO B UCXOJIHOM BHUJIE OHU JAJIEKU OT
ujaeana. Pasymeercs, OHU SBJSIOTCS OECHIOBHBIMHU, HO PUCYHOK UMEET He-
KOPPEKTHBIN pa3mep, a ¢aiin — He TOoT popmart, KOTOPbI HaM Hy>keH. Pa3-
MEp TEKCTYpbl JIOJKEH BBIpAXKaTbCsi B CTENEHSAX ABOWKHU. ['paduueckue
MPOIIECCOPHI MOKA3BIBAIOT MAKCUMAIIbHYIO A(DPEKTUBHOCTH MIPU 00pabOTKE
U300pakeHH, pa3Mep KOTOPBIX BbIpakaetcs uuciaom 2N: 4, 8, 16, 32, 64,
128, 256, 512, 1024, 2048 (caemnyroriee B 3ToM psiay — yucio 4096, HO 3TO
CJIMILIKOM OOJIBIIIOE M300pa’keHHe, YTOObI MCIOIb30BATh €r0 B KAYECTBE
TekcTypbl). B rpaduueckom pemaktope (310 MoxeT ObITh Photoshop,
GIMP wmnu mr000# 1pyroi BapuaHT U3 NEPEUUCICHHBIX B MPUIOKEeHUH b)
OTMAacIITaOUpyiTe cKkayaHHbIe W300paxkeHus A0 pazMepa 256 x 256 u co-
xpanute ux B popmare PNG.

Hasnauenue mexcmypui

C TexHUYECKOW TOYKHM 3PEHHS] HAOKUTh TEKCTYPY HEMOCPEACTBEH-
HO Ha TEOMETPHUIO HEBO3MOXKHO. TEKCTYpbI TOJKHBI BXOJUTh B COCTaB Ma-
TE€pHUaoB, KOTOPbIE, COOCTBEHHO, M Ha3HavaroTcsa oObekTam. Kpome 3Toro
yA00OHOTO MeToJa aBTOMAaTHMYECKOIO CO3JaHUsS MATEPHUalOB CYIIECTBYET
€IIe U «KOPPEKTHBII» CIIOCO0 Yepe3 MOJIMEHI0, KOTOPOE MOSBIISETCS MOCIIe
BbIOOpa B MeHIO Assets komanbsl Create; HOBBIM pecypc MOSABISETCS Ha
BKkiaake Project. Ilepetamnure nonyueHHbld MaTepran co Bkiaaku Project
Ha 00BbeKT cieHsl. [lompoOyiiTe mpoaenaTs BCe OMUCAHHOE C TEKCTYPOM
IUI. CTEHBI: CO3/aUTE HOBBIM MAaTepuall, MEpPETAlIuTe B HEr0 TEKCTYpPY U
Ha3HA4YbTE €0 CTEHE. Bbl yBUIMTE, UTO HA TOBEPXHOCTH MOJIa U CTEH MO~
BWJINCH M300pKEHUSI KAMHSI U KUPIIUYEH, HO OHH BBITJISASAT PACTSIHYTHIMU
U pa3MbIThiIMU. Kak mosy4uioch, 4TO €JMHCTBEHHOE M300paKeHHe OKasa-
JIOCh PACTSIHYTHIM Ha Bech 1MoJ1? MBI k€ XOTEeIu, 4TOObI OHO MTOBTOPSJIOCH
Ha TOBEPXHOCTU HECKOJIbKO pa3. Takoi addext nmaer cpoiictBo Tiling:
BBIZICIUTE MaTepHuas Ha Bkiajake Project u mamenute yucna B noisax Tiling
Ha naHenu Inspector. I[IpoBepbTe, 4TO BBI 33J1a€T€ NTOBTOPEHUE OCHOBHOM, a
HE BTOPUYHOU KapThl. [I0 yMOI4aHUIO YMCIO MOBTOPEHUN paBHO 1; mpu-
CBOMTE 3TOMY MMAPAMETPY, K MPUMEPY, 3HAUYCHHUE § U MOCMOTPHUTE, KaK U3-
MeHHUTCs BUj Tona. [logbepure u jyisi BTOPOTO MaTepuana KpaTHOCTD,
o0ecTeunBaroIy0 ONTUMANIbHBIN BUA. MTak, 1oy U CTEHbI Halleld KOMHa-
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Thl 003aBenuch TekcTypamu! Ho Bbl MOXeTe Ha3HAYUTh TEKCTYpYy U HEOY;
JABalTe IOCMOTPUM, KaK 3TO JEJIAeTCs.

Co3zoanue Heba ¢ NOMOWBIO MEKCIMYP

TexcTypsl KaMHA W KUpIUYa IPHUAAIA CTEHaM M T0Jly HaMHOTO 0o-
Jee ecTecTBeHHbIN BUI. Ho He0O moka BBINISIIUT MyCTHIM W HEHATYpaslb-
HBIM, MBI K€ XOTHM TMPHUAATh CIIEHEe PEATMCTUYHOCTh. Yale Bcero 3Ta 3a-
Jada pemraeTcs MpY TMOMOIIH CHEIHATBHBIX TEKCTYp C HM300paKeHUSIMH
Heoa.

Co3zoanue Ho8020 mamepuana 0Jisl CKauboxca

Cuauana co3gaiiTe HOBBIM Matepuai. Ero mapameTpsl oToOpas3arcs
Ha naHenu Inspector. [lepBeiM n€10M HaM HYKHO MOMEHSTH LIECHIEp Ma-
Tepuaa.

Kaxnpiii maTepran umeer menaep, KOTOPbId ONPEAENsieT €ro BUL.
HoBoMy Martepuaily mo yMoia4aHuIO Ha3zHaudaercs mieiaep Standard. Bei-
nenute cTpoky Skybox u BriOepUTE B MOSBUBIIEMCS JOMOJHUTEIHHOM
MeHI0 BapuaHT 6 Sided.

Teneps B HACTpOMKAxX MaTepualia MOSBUIOCH IECTh SAYEEK I TEK-
CTyp. DTH MIECTh TEKCTYp COOTBETCTBYIOT IIIECTH CTOpoHaM KybOa. OHH
JOJKHBI COBMAAATh JIPYT C IPYTOM B MECTax CThIKa, YTOObI KapTHUHKA IO-
JTy4nach OECIIOBHOM.

Nmnoptupyiite B Unity n300pakeHust Juisi ckailbokca TeM XKe CIo-
coOOM, KOTOPBHIM HUMIIOPTH POBAJIACH TEKCTypa KHUPIHUYA: TEpPETaIIUTe
¢aiinibl Ha BKIAJAKY Project Wid MIEIKHHUTE MPaBOM KHOMKOW MBIIIK 1O
BKiajake Project u BeiOeputTe komanay Import New Asset.

Teneps MOXKHO MEpPETANIUTh U300pAKEHUSI HA SYEHKH IS TEKCTYD.
Nmena n300pakeHUH JTOJDKHBI COBITAJIaTh ¢ UMEHAMHM siueek. Kak ToJbko
BCE TEKCTYPhI OKAXXYTCSI HA CBOMX MECTaxX, MOKHO HCIOJIb30BATh MaTEPH-
an Jiy1s ckaifbokca.

Cobcmeennvie mpexmeprvie Mooeu

JIJ1st MOZIETTMPOBAHUS TPEXMEPHBIX 00BEKTOB IMIUPOKO MPUMEHSIOTCS
Takue mpuiioxkeHus, kak Maya ot Autodesk u 3ds Max. Ho ato goporue
KOMMEpPYECKHE HMHCTPYMEHTHI, TTO3TOMY BOCIOJIb3yeMCSl MPUIIOKEHUEM C
OTKPBITHIM UCXOHBIM KOJIOM, KOTOpOe Ha3biBaeTcs Blender.
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IKcnopm u umnopm mooenu

[Ipu ummopte Mojenel KenaTesIbHO cpa3y K€ MOMEHSITh HECKOJIBKO
napametrpoB. Unity MacmtabupyeT HUMIOPTHPYEMbIE€ MOJEIN J0 OYEHb
MaJeHBKUX pa3MepoB, MOITOMY BBeauTe B mosie Scale Factor 3HaueHue
100, yT0OBI YacTUYHO CKOMIIEHCHpoBaTh mapamerp File Scale, paBubIi
0,01. MoxHo Takxe ycraHoBuTh ¢iaxok Generate Colliders, HO 3TO He-
00s3aTeNbHO; MPOCTO 0€3 KoJulaiiiepa NEPCOHAKU CMOTJIM Obl POXOJIUTh
CKBO3b CKaMEWKy. 3aTeM NeperiuTe Ha BKIAJKy Animation B mapameTpax
uMIiopta u copocbTe (piaxkok Import Animation — BeJp 3Ty MOJENIb MbI
aHUMHUPOBATh HE OyJIEM.

Cucmemobl yacmuy

Kpome nByMepHBIX U300pakeHUN M TPEXMEPHBIX MOJENeH y HaC oc-
TaJICs €Ie OJUH THI BU3YaJbHOT'O COAEPKMMOI0 — CUCTeMBbI YacTull. Cuc-
TE€Mbl YaCTHUI[ IPUMEHSIOTCS MPU CO3JAaHUU TakuX 3(P(PEeKTOB, KaK OrOHb,
JBIM WJIA BOJSIHBIE OphI3rU. Eciu OOJNBIIMHCTBO JAPYTUX PECYpCOB CO3/1a-
€TCS BO BHEIIHUX MPUIOKEHUSIX U UMIOPTUPYETCS B MPOEKT, CUCTEMBI
YacTUIl TeHepUupyroTcss HenmocpeAcTBeHHO B Unity Onaromaps ruOKuM U
MOIIIHBIM UHCTPYMEHTaM JIJIs1 CO3JaHus Pa3audHbIX 2 (HEeKTOoB.

lIpucoeounenue 3¢ghghexmos uacmuy Kk mpexmepHvim 0ObeKmMam

Cozpatite chepy. Co3maliTe HOBBIM CIEHapUil ¢ HMEHEM
BackAndForth, mokazaHHbIif B CIEAYIOIIEM JUCTHHTE, W TPHCOCIUHUTE
ero k cdepe.

Jlsuoicenue oovexma 63a0 u nepeo no NPSMou:
using UnityEngine;
using System.Collections;

public class BackAndForth : MonoBehaviour { public float speed =
3.0f1;

public float maxZ = 16.0f; OObeKT ABUKETCS MEXIYy STUMHU TOY-
KaMH.

public float minZ = -16.0f;

private int direction= 1; B kakom HampaBieHHH OOBEKT JIBH-
KETCs B JIAaHHBIII MOMEHT?
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void Update() {
transform.Translate(0, 0, direction * speed * Time.deltaTime);

bool bounced = false;

if (transform.position.z > maxZ || transform.position.z < minZ) {

_direction = - direction; MenHsieM HampaBjeHHWE Ha IPOTHUBOIIO-
JIOXKHOE.

bounced = true;

h

if (bounced) {

transform.Translate(0, 0, direction * speed * Time.deltaTime);

} Jlenaem NTOMOJIHUTENBHOE JBUYKEHUE
} B 9TOM KaJIpe, €ClIi OOBEKT MTOMEHSLT
} HaIpaBJICHUE.

3amycTuTte 3TOT ClieHapuid, U cepa HauYHET JIBUTaThCs B3aj U BIIe-
pea Mo LEHTPaJIbHOMY KOpHUIOPY YpoBHS. Teneph MOKHO caenaTh CUCTeE-
My YacTHUIl JJOYEpHEW MO OTHOILIEHHUIO K c(epe, U OrOHb HAYHET IepemMe-
maThCcsl BMecTe ¢ Heil. TOYHO Tak ke, Kak Bbl IMOCTYyHaJIM CO CTEHaMH, Ha
Biuasike Hierarchy meperammure o6nekT Particle system Ha 06bexT Sphere.

Temepp cucTtema 4acTuIl ABUTAETCS BMECTe CO cdepoi, HO Tiams
IIPY 3TOM HE OTKJIOHSETCSI, YTO BBITJIIUT HEECTECTBEHHO. JTO CBA3aHO C
TE€M, YTO 0 YMOJIYAHHUIO YACTUIIbI IIEPEMEIIAIOTCS KOPPEKTHO TOJBKO B
JIOKaJIbHOM MPOCTPAHCTBE COOCTBEHHOM cUCTEeMBI. /{7151 3aBepiieHust Mojie-
U TopAleld cdepbl HalAWTE B HACTPOMKAX CUCTEMBI YacTHI] MapaMerp
Simulation Space u uamenute ero 3nauenue ¢ Local na World.

2.4. symepubiit GUI piis TpexmepHoil Mrpbl

JItobas urpa TpedyeT HEe TOJIbKO MECTa, T/I€ MPOUCXOJUT JIEUCTBHE,
HO U CPEACTB OTOOpaKeHHsI aOCTPAKTHBIX B3aMMOJAECUCTBUN M MHpOpMa-
nuu. be3 3Toro HEBO3MOXXHO MPEACTaBUTh ce0€ HU JABYMEPHYIO, HU TPEX-
MEpHYIO UTPY, HU LIyTEp OT MEPBOTO JIMLA, HU TOJIOBOJIOMKY. DTH CPEACT-
Ba OTOOpa)K€HMsI aOCTPAKTHBIX B3aMMOJIECUCTBUI Ha3bIBAIOT IOJb30Ba-
tenbckuM uHTepdericom (Ul) umu, Tounee, rpaduueckum uHTepdeiicom
nonbs3oBaresns (GUI).

Nuctpymentsl co3nanus Ul B Unity OyayTt paccmaTpuBaThCs Ha
IIpUMEpE IIyTeEPA OT MEPBOTO JIMIA, KOTOPBIM Mbl 3aHUMAJIMCH paHee. [le-
pea HAMU CTOAT CIEAYIOUIUE 3aa4u:
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— CIUIAaHUPOBATh UHTEPPEIIC;

— PpacmnoJIokuTh Ha dKkpaHe Ul-3J1eMEHTHI;

— 3anporpaMMHUpOBaTh B3aumoaeuctBus ¢ Ul-anemenTamuy;
— 3anporpammupoBath GUI-peakiiuu Ha cOOBITHSA B UTPE;

— 3amporpaMMHupoBaTh peakuuu cieHbl Ha aeictus ¢ GUL

Cucrema IMGUI no3BomisieT JIETKO MOMECTUTh HA 3KPAaH HMHTEpaK-
TUBHYIO KHOMNKY. OCTaeTcs TOJBKO MPUCOCAUHUTH CIIEHAPUN M3 ITOTO
JUCTUHTA K JIIOOOMY OOBEKTY CII€Hbl. MOKHO BCIIOMHUTH €I1I€ OJIUH MPHU-
Mep Ul HemoCcpeicTBEHHOTO PeKnMa.

Peanuzayus knonku 6 cucmeme IMGUI
using UnityEngine;
using System.Collections;

public class BasicUI : MonoBehaviour void OnGUI() {
if (GUIL.Button(new Rect(10, 10, 40, 20), "Test")) {
Debug.Log("Test button");

} [TapameTpsl: nmosoxkeHue Mo X,
} noJioKeHue 1o Y, UPUHA, BBICOTA,
} TEKCTOBAs MOJIHUCH.

OcnoBa nuctunra — meroq OnGUI(). Bee mpencraButenu kiacca
MonoBehaviour aBToMaThueckd OTBEUalOT Kak Ha MeToanl Start() u
Update(), Tak u Ha metox OnGUI(). On 3amyckaeTcs B KaxJ10M Kaape Mo-
cJie BU3yaJIM3allMi TPEXMEPHOM CIEHBI, TPEAOCTABIISASI MECTO ISl KOMaH]
pucoBanusi GUI.

Hogsas cuctema Ul GpyHKIHMOHUPYET B PEKUME yACpPKAHUS, TTOITOMY
Bcs rpaduka 3a/1aeTcs OJMH pa3 U PUCYETCA B KaXKJIOM KaJpe 0e3 MocTo-
SHHBIX TOBTOPHBIX OMpeJeaeHu! KOMMNOHOBKHU. Pa3smenienue rpaduue-
ckux 3nemeHToB Ul mipu 3TOoM BbInonHseTcs B peaakrtope Unity, uTto maer
nBa npeumyinecrsa nepen Ul HemocpeacTBeHHOro pexuma. Bo-mepBbix,
BUJI Oyayiiero uHTepdeiica MOXKHO OIEHUTh B MPOIECCE BBIKIAbIBAHUS
€ro 3JEMEHTOB, BO-BTOPBIX, IS TAKOM CUCTEMBI MOYKHO HCIIOJIb30BaTh
COOCTBEHHYIO TpauKy.

Bwvibop xomnonosku

B OonpmmMHCTBE Urp MPOEKIMOHHBIA JUCIJIEH COCTOUT U3 HECKOJIb-
KUX MHOTOKpaTHO nostopstomuxcsa Ul-anmemenTos. [Io3Tomy MOHATH Mpo-
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necc coznanus Ul Hecnoxxno. KHomnka OyAeT BbI3bIBATh BCILIBIBAIOIIEE OK-
HO C TEKCTOBBIM IIOJIEM U TIOJI3YHKOM.

Hmnopm uzobpasicenuti ons snemenmos Ul
Hamemy monws3oBatenbckomy unrepdeiicy tpedyercs rpaduka mais
OTOOPaKEHUS TAKUX DJIEMEHTOB, KaK, K MPUMEPY, KHOIKH.

Hmnopm uzobpadcenuti (€CIM HY>KHO, BPYUHYIO OINPENEIUTE UX KaK
CIIpalTHhI).

[lepeTackuBaHue CIPATOB B CIIEHY.

[lepBbIM ne710M MEpeTaluTe Bce M300pakeHHs Ha BKIaAKy Project,
YTOOBI UMIIOPTUPOBATh UX B PEIAKTOp, a 3aTeM Ha naHenu Inspector yoOe-
JUTECh, YTO y KaXKJI0T0 U3 HUX mapamerp Texture Type umeeT 3HaueHHE
Sprite (2D And UI).

OT0 M300paKeHHsI KHOMOK, WHINKATOpa CYeTa M BCIUIBIBAIOIIETO OK-
Ha, TO €CTh AEMEHTOB HHTep(elica, KOTOPBI Mbl coOMpaeMcs co3nath. Te-
nepb, Korja oHU T00aBJIEHBI B IPOEKT, PACIIONOKUM IpadUKy Ha SKpaHe.

Knonku, uzobpasicenusi u mexcmogwvie noonucu

XoJcT 3a1aet 001acTh, KOTOpas OyJaeT 0ToOpaxaThCs Kak MOoJIb30Ba-
TeIbCKUM HHTEep(deiic, HO Tyaa cleayeT J00aBUTh CHpalThl ¢ U300paxe-
HUSIMH OTAENbHBIX 351IeMeHTOB. B paznene Ul mento GameObject ecTh ko-
MaH/]Ibl, MO3BOJISIIOIIME CO37aTh M300paxkeHue (image), TeKCT (text) wim
kHomKy (button). Co3naiiTe 110 0JHOMY 3JIEMEHTY KaXKJI0Io BUJIA.

Mexy 00beKTaMHu Ha XOJICTE€ TAKXK€ MOXKHO c(hpopMHUpOBaTh uepap-
XUYECKUE CBSI3U NI yao0cTBa ux pasmenieHus. Hanmpumep, ecnu nepera-
IIUTh TEKCT Ha HM300pakeHHWE, HAAMUCh OYyJeT IepeMelIaTbCs BMECTE C
KapTUHKOM. bosiee Toro, y KHOMKH, CO3/IaHHOW C MapaMeTpamMu IO YMOJI-
YaHUIO, €CTh JOUEPHUN M0 OTHOILIECHUIO K HEW TEKCTOBBIM OOBEKT; B JaH-
HOM cJIy4ae Mbl HE OyJIeM HMUYEro Ha Hel MUcaTh, MO3TOMY MPOCTO yalu-
Te ero. lleperamure anemeHThl uHTEpdelica Ha TpeAHA3HAYEHHBIE UM
MecTa.

Ecnu Beigenuts 00bextT Ul, Ha nanenu Inspector, B BepxHel yacTu
ceutka Image Bbl yBuaute none Source Image. HaznaubTe cripaiit ¢ u3o-
OpakeHreM MpOoTUBHUKA 00bEeKTy Image, a cipaliT ¢ u3o0paxxeHueM Iiec-
TepHu 00bekTy Button. UtoObI cripaiiThl mproOpenn KOPPEKTHBIN pa3Mmep,
mieJKHUTe Ha KHonke Set Native Size.
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IIpoepammuposanue unmepaxmusnozo Ul

JInsi B3aUMOJEUCTBUSL C TIOJIb30BATEIILCKUM HHTEPHENCOM HY>KEH
yKa3aresib MblM. ECIM mOMHUTE, B 3TOM Urpe €ro HaCTPOMKHU pPEe/IaKTHU-
pytorcs B Metojne Start() crienapusi RayShooter. M3HauanbHO MBI O10KH-
pOBaJIi M CKPBIBAIM €ro. Takoe MoBeIeHUE MPEKPACHO MOIXOAUT IS dIie-
MEHTOB YIIpaBJEHUS B IIyTepe OT MEPBOTO JHUIA, HO HE MO3BOJIAET pado-
TaThC DJIEMEHTaMH HHTepdeiica. Yaanure 3TH CTPOUKU U3 CLIEHApUS
RayShooter.cs, 4T0ObI TOSIBHJIACH BO3MOXHOCTbH IIEJIKATh Ha 3JIEMEHTaX
MPOEKIIMOHHOTO JTUCILIES.

Kpome Toro, B cuenapuii RayShooter.cs Hy’HO 100aBUTh CTPOKH,
omokupytomme B mporecce B3aumojerctBusi ¢ GUI Bo3MOXKHOCTh CTpe-
7aTh. BOT HOBasi Bepcusi Koja.

Jlobasnenue szaumooeticmsuti ¢ GUI 6 ko0 cyenapusi RayShooter.cs:
using  UnityEngine.EventSystems;

void Update() {

if (Input.GetMouseButtonDown(0) &&
'EventSystem.current.IsPointerOverGameObject()) {

Vector3 point = new Vector3(

camera.pixel Width/2, camera.pixelHeight/2, 0);

Teneps B mpoliecce Urpbl MOKHO IIEIKAaTh HA KHOMKAaxX, XOTs IMOKa
3TO HE JAeT pe3yabTaToB. MEHsAETCs TOJIbKO OTTEHOK KHOIIKHM MPU HaBEe-
HUU HAa HEee yKa3aTess MbBIIIM U MpPU IIeTYKe. 32 CKOPOCTh BO3BPAILLCHHUS
KHOIIKM K OOBIMHOMY LIBeTy oTBedaeT napamerp Fade Duration B cBuTKe
Button. [TonpoOyiite ymensmuts ero 1o 0.01 u mocMoTpuTe, 4TO MOMY-
YUTCSL.

[Ilea4ok Mo KHONKE MOKAa HU K YeMY HE MPUBOJUT, TaK KaKk OHa HE
CBsI3aHa C KaKUM-JI100 KojoM. /laBaiiTe ncpaBUM 3TOT HEIOCTATOK.

IIpoepammuposarnue neguoumozo obvekma UlController

Kak mpaBuio, nmporpaMMHUpOBaHHUE B3aUMOJCHCTBUSA C JIEMEHTaAMHU
uHTepdeiica CBOIUTCS K CTaHIapTHOM, OOIIEeH ISl BCeX JIEMEHTOB TOCIIe-
JIOBATEJIBbHOCTH:

— B cuene co3gaercsd Ul-00bekT;

— TIUIIETCS CLIEHapUil, KOTOPBIM OyJleT BBI3BIBATHCA MpU oOpariie-
HUU K 3TOMY 3JIEeMEHTY uHTepdeiica;

— CILIEHapui IPUCOETUHSAETCS K OOBEKTY B CIICHE;
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— 3jeMeHThl uHTepdeiica (Hanmpumep, KHOMKHK) CBA3BIBAIOTCS C 00b-
€KTOM, K KOTOPOMY MPUCOEAUHEH 3TOT CIIEHAPUIA.

KHomnka y Hac yxe ecTb, OCTaJoCh CO3JaThb KOHTPOJUIEP, KOTOPBIN
oyner ¢ Helt cBsa3biBaThes. Cozmaiite cueHapuit UlController m nmeperamm-
T€ €ro Ha 00bEKT-KOHTPOJUIEP B CIICHE.

Cyenapuu UlController, npeonaznauennwiii 01 npocpamMmuposanus
KHONOK

using UnityEngine;

using UnityEngine.UI; NmnoprupyeM GpedMBOPK AJist padOThI
¢ xonom UL

using System.Collections;

public class UlController : MonoBehaviour { [SerializeField] private
Text scoreLabel;

void Update() {
scoreLabel.text = Time.realtimeSinceStartup.ToString();

b

public void OnOpenSettings() { Meroa, BbI3bIBAEMBIN KHOIKOMH
HACTPOEK.
Debug.Log("open settings");

h
h

[Teperamum OOBEKTHI Ha STYEHKH KOMIIOHEHTOB, YTOOBI CBSI3aTh UX
apyr ¢ apyroM. [leperamure Ha mosne Score Label oowekta UlController
TEKCTOBBIM OOBEKT, MpEeAHA3HAYCHHBINH ISl OTOOpakeHMsI cueTa. TeKCT
JaHHOM moAmnucu HayHeT ompeaenath koj cueHapus UlController. Cha6-
quM  kHomky asnemeHToM OnClick, 4TtoObl 100aBUTH €€ K OOBEKTY-
KOHTPOJLIEPY.

Bcennvisarowee oxno

Knomka, Bxozsmias B cocTaB Hamiero uHrepgeiica, JomKHa OTKPHI-
BaTh OKHO auasiora. Ho okHO cHauvana Hy>KHO co3faThk. Ero pons ceirpaer
HOBBIM 00BEKT Image ¢ mpUCOeIMHEHHBIMU K HEMY 3JIEMEHTAMH yIIpaBJie-
HUs (KHOMKaMu M moJizyHkamu). [lepBeIM J1eJ10M MoayduM HOBOE M300pa-
XKeHue, mosTomy Beibepute B MeHI0 GameObject komanny Ul, a 3arem ko-
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Manay Image. Kak u panbiie, Ha ma"Henu Inspector Bbl HailieTe AYEHKY
Source Image. [leperamure Ha Hee CIIPAT C UMEHEM pOpup.

BcmnpiBaroiiee 0OKHO TOTOBO, MOKHO MHCATh JJIs1 Hero koa. Co3gaii-
Te cueHapuit SettingsPopup u nmeperamnure ero Ha Halle OKHO.

Cyenapuui SettingsPopup 0ns écniviearoue2o okHa
using UnityEngine;
using System.Collections;

public class SettingsPopup : MonoBehaviour { public void Open() {

gameQObject.SetActive(true); AKTUBUPYEM 3TOT OOBEKT, YTOOBI OT-
KPBITh OKHO.

b

public void Close() {

gameQObject.SetActive(false); JleakTuBupyeM OOBEKT, YTOOBI
3aKPBITh OKHO.

h
b

Teneps otkpoiite crienapuii UlController.cs u 1o6aBsTe B HEro co-
JEPKUMOE CIIETYIOIIETrO JUCTUHTA.

Boszmooicnocms pabomet ¢ oknom onsa cyenapus UlController

[SerializeField] private SettingsPopup settingsPopup; void Start() {
settingsPopup.Close(); 3akppiBaeM BCIUIBIBAIOIIEE OKHO B MOMEHT
HaJayia urphl.

}

public void OnOpenSettings() {
settingsPopup.Open(); 3ameHsieM OTIAIOYHBII TEKCT METOJIOM
BCILIBIBAIOIIETO OKHA.

b

UYtoObl KHOMKA 3aKpbIBaja OKHO, €M HYXKHO COIOCTaBUTH COOBITHE
OnClick. Ilenkaute mo kHomke + mojsa OnClick, meperamure BCIUIBI-
BaIOIICe OKHO Ha STUEHKY 00BEKTa U BRIOEPUTE B CIIUCKE (PYHKITUN BapHaHT
Close(). 3amycTuTe BOCIPOU3BEACHUE WUIPbl U yOEIUTECh, YTO KHOIKA
JIEHCTBUTEIIHLHO 3aKPBIBACT BCILIBIBAIOIIEE OKHO.
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3aoanue 3HaueHuli ¢ NOMOWbIO NOJZYHKA U NOJISL 86004

[Ipouenypa no0aBieHUsT 3JEMEHTOB YIIPABIEHUS K BCIUIBIBAIOLIEMY
OKHY HaCTPOEK COCTOMUT M3 JBYX ATAIOB, IOYTH KaK 3HAKOMasi BaM IIpoIie-
Iypa co3faHusl KHONOK. Brl reHepupyeTe NprcoeUHEHHBIE K XOJICTY dJe-
MEHThI UHTepdelica u CBsI3bIBaeTe UX co cueHapueM. Co3aaauM MoN3yHOK,
TEKCTOBOE I0JI€ U TEKCTOBYIO MOJIKCH K IMOJN3YHKY. BbiOepure B MeHI0
GameObject komanay Ul > Text, 4yToObI MOTYUYUTh TEKCTOBBIH OOBEKT, 3a-
TeM — koMaHy Ul > InputField, yToObI mony4uTs TEKCTOBOE IOJIE, a MO-
toMm — Ul > Slider nns nony4yenus nmon3yHka

KHomka 3akpeITHs pacnoJiaraeTcsi B BEpXHEM YTIy, B TO BpeMs Kak
TEKCTOBas MOANUCH HAXOJUTCS HaJ NMoJi3yHKoM. CrenaiTe Bce Tpu 00beK-
Ta TOTOMKAaMH BCIUIBIBAIOIIETO OKHA, MEpeTallMuB WX Ha BKIAJKe
Hierarchy, a 3aTem pacmnonoXkuTe ux B COOTBETCTBUU C PUCYHKOM, BBIPOB-
HSIB IO LEHTPY BCIUIBIBAIOLIErO OKHA. IIpHCBOiTE TEKCTOBOMY 3JIEMEHTY
3HaueHne Speed, popmupys noanuch K non3yHky. Ilapamerpam Content
Type u Line Type M0OXHO OCTaBUTh 3HAUEHUS IO YMOIYAHHUIO.

Memoowl 01151 snemenmos YnpasieHust 66000M 8CNIbIEAIOU,E20 OKHA
DTOT MeTO]1 cpabaThIBacT B MOMEHT HaJasa:

public void OnSubmitName(string name) { Debug.Log(name);

BBOJIa JIaHHBIX B TEKCTOBOE IOJIE.

b

public void OnSpeedValue(float speed) { Debug.Log("Speed: " +
speed);

b

AHajoru4HbIM 00pa3oM MPOUCXOAUT WMHULMAIM3ALUS TOJ3YHKA C
UCIIOJIb30BAaHUEM COXpaHEHHOro 3HaueHus. JloOaBbTe B creHapuil Set-
tingsPopup ciegyronumii Kou:

using UnityEngine.Ul;

[SerializeField] private Slider speedSlider; void Start() {
speedSlider.value = PlayerPrefs.GetFloat("speed", 1);

j
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OOparute BHUMaHUE, YTO KOMaHJie get MpeaoCTaBiIseTcs KaK 3Ha-
YeHue NepeMeHHoM speed, Tak M 3HaA4YEHHE 110 YMOJIYAHUIO Ha CITydaii, ec-
JIM COXpaHEHHass CKOPOCTh OTCYTCTBYET.

Hamm s5eMeHThl yrpaBiieHHsl TeHEPUPYIOT OTJIaJOUHbIE COOOLIEHUS,
HO MOKa HUKAK HE BIUSAIOT HA POUCXOAILIEE B UTPE.

2.5. I/Irpa OT TPETHEIO JUlla: MCPCMCIICHUA 1 aAHUMAIIUA UT'POKa

Nmnoprupynrte nepconax. Ha 3ToT pa3 Mbl BOCIOJIB3YEMCS MOJIE-
JIbI0, UMEIOIIEH BUJI YEJIOBEKA, TaK KaK B UTPE

Bot Oynymias mociae 0BaTeIbHOCTD ICHCTBUM:

— UMIOPT MOJIEJM IIEPCOHAXKA B CLIEHY;

— HACTpOMKa dJIEMEHTOB YIIPABJICHUS KaMEpPbl U €€ HALICJIMBAHUE Ha
IIEPCOHAK;

— HalMCaHUE CIIEHapHs, MO3BOJISIOIIErO MEPCOHAXY Oerath Mo Mo-
BEPXHOCTH;

— J100aBJIE€HHE B CLIEHAPUM TBUKEHUS BO3MOKHOCTH MPHITaTh;

— BOCITPOM3BEJICHNE AaHUMAIlUKU HA MOJIEIIA HA OCHOBE €€ JIBUKCHHU.

Koppexmuposxa nonoscenus kamepol

[Tepen Tem Kak MPUCTYIUTh K HAMMCAHUIO KOJQ, YIPABIISIONIETO I1e-
PEMENICHUSIMH TIEPCOHAXKA, CIEAYET MOMECTUTh MEPCOHAX B CIICHY U Ha-
CTPOUTH KaMepy Ha OTCIICKMBAHHUE €ro MOJIOKEeHUs. MiMmopTupyem B po-
eKT aHTPOMOMOP(HYIO MOAENb 0€3 JUIla U PacIOJ0KUM KaMepy CBEpXY
TaKuM 00pa3oM, YTOOBI OHA CMOTpEJa Ha 3Ty MOJIENb MO/ YTIIOM.

CleHa MOJTHOCTHIO TOTOBA, OCTAJIOCh 100ABUTH B HEE MO/JIEIb MIEPCO-
HaXa.

Hmnopm nepconasica

Nmnoptupyiite B npoekT ¢aitn FBX, meperamuB ero Ha BKJIAAKY
Project win mieNKHYB MO 3TOW BKJIAJIKE NMPABOM KHOMKOW MBI U BbIOpaB
B OTKpbIBIIEMCA MeHI0O koMmaHnay Import New Asset. Temeps oOpartute
BHUMAaHUE Ha NaHesb Inspector, riae Hy>)KHO CKOPPEKTUPOBATh IapaMeTphl
umiiopta monenu. IlepBeiM nenoMm mpucBoiite mapametrpy Scale Factor
3HadyeHue 10, 9TOOBI MOTYIUTh MOJISTTh KOPPEKTHOTO pa3Mepa.

Hwxe pacnonaraerca mapamerp Normals. OH KOHTpOJIUPYET BUA
CBETAa M TEHEW HAa MOJEJIH, UCHOJIb3Ysl UI1 3TOr0 TAKOE MATEMATUYECKOE
IIOHATHE, KAK HOPMAJIU.
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[TeperamuTe Mojenb mepcoHaXka co BKJIaaku Project B ciieHy. Bae-
nute B moJisi Position 3nadenust 0, 1.1, 0, 4ToOBI mepcoHa)k oKazajcs B
1eHTpe nomernieHus. IlepBbiii mar K Co3/aHUI0 UTPhl OT TPETHEro JIMIA
crueiaH!

Obiem Kamepwvl 80Kpy2 NEpCoOHAaN CA

B neMoHCTpalmoHHOM POJIUMKE OT MEPBOTO JHUIA MbI CBS3BIBAIM Ka-
Mepy ¢ 0OBbEeKTOM-IepcoHaxkeM Ha Bkiaake Hierarchy, oOecneunBas ux
COBMECTHOE BpalleHue. B urpe e oT TpeThero juua nepcoHax OyaeT mo-
BOPAYMBATHCS HE3aBUCUMO OT Kamephl. [103TOMYy CBSI3BIBaTH KaMmepy C
nepcoHaxkeM Ha Bkiangke Hierarchy mMbr Ha 3TOT pa3 He Oymem. Bmecto
ATOTO HAMHIIEM KOJ, KOTOPHIA OyJIeT MEHSATH MOJIOKEHHUE KaMephl BMECTE
C TOJIO)KEHUEM TIEPCOHAXKA, TIOBOPAUMBAs €€ HE3aBUCUMO OT MOCJIEAHETO.

[lepBbIM J1€710M BBHIOEPEM MOJIOKEHHUE KaMEpPhl OTHOCUTENIBHO MEePCo-
HaXxa.

ITocne atoro HyxHO co3aath ciieHapui OrbitCamera u 100aBUTH B
HEro KoJ cleAyrouiero JuctuHra. IlpucoenunHure cueHapuil K KaMmepe B
BHJIE HOBOTO KOMIIOHEHTA, a 3aT€M MepeTaluTe 00beKT player Ha SUEHKY
Target. 3amycTuTe BOCIPOU3BEACHHUE CIIEHBI, YTOOBI TOCMOTPETH, KaK pa-
00TaeT KoJl KaMephl.

Cyenaputi epawjenus HayereHHOU HA 00beKm Kamepvl 8OKpye 00b-
exma

using UnityEngine;

using System.Collections;

public class OrbitCamera : MonoBehaviour { [SerializeField] private
Transform target;

public float rotSpeed = 1.5f; private float rotY;
private Vector3 offset;

void Start() {

_rotY = transform.eulerAngles.y;

_offset = target.position — transform.position;

}

void LateUpdate() {
float horInput = Input.GetAxis("Horizontal"); if (horInput != 0) {
_rotY += horInput * rotSpeed;
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} else {

_rotY += Input.GetAxis("Mouse X") * rotSpeed * 3;

b

Quaternion rotation = Quaternion.Euler(0, rotY, 0); trans-
form.position = target.position - (rotation * _offset);

transform.LookAt(target);

h

b

OnemeHmol ynpasierust OBUNCEHUEM, CEA3AHHbIE C KaMepou

Teneps, korma Ml uMnopTupoBasin B Unity MoJenb MEpcOHaXKa U
HaIMCalld KO/, YIIPABJISIOUIUNA BUJIOM C KAMEDPBI, HYKHBI 3JIEMEHTHI YIIPaB-
JeHus nepcoHaxkem. HanumeM Kol A1l CBSI3aHHBIX C KaMEPOM 3JIEMEHTOB
yIpaBieHUs, KOTOpbIe OYIyT MepeMelaTh NEPCOHAXK 1O CIEHE MpU Haxa-
TUM KJIABUII CO CTPEJIKAMH, a TAK)KE TOBOPAYUBATH €r0 JIMIIOM B HYKHYIO
CTOpPOHY.

Ilosopom nepconadsica 1uyom 6 HanpasieHUUu OBUNHCEHUS

Hanumewm kon, pa3BopaunBaronui MEPCOHAX B HANPABICHUU Kia-
Buill co crpenkamu. Coznaite cueHnapuit RelativeMovement, neperammure
ero Ha 00BEKT player U CBSKUTE KaMepy CO CBOMCTBOM Target KOMIIOHEH-
ta Script. [lociie 3TOro mpu HaXKaTUM YIPABISIOMIMX KIIABUII MEPCOHAK
OyJleT MOBOPAUYMBATLCS B pPa3HbIE CTOPOHBI, BHIOMpAs HAIpaBJICHUE OTHO-
CUTEJIbHO KaMepbl, a MPU €ro BPALICHUU C MOMOIIBI0 MBI OCTAHETCS
CTaTUYHBIM.

Ilosopom nepconasica omHocumenbHO Kamepol
using UnityEngine;
using System.Collections;

public class RelativeMovement : MonoBehaviour { [SerializeField]
private Transform target;

void Update() {
Vector3 movement = Vector3.zero;

float horlnput = Input.GetAxis("Horizontal"); float vertlnput = In-

put.GetAxis("Vertical"); if (horInput != 0 || vertlnput !=0) {
movement.x = horlnput; movement.z = vertlnput;
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Quaternion tmp = target.rotation;

target.eulerAngles = new  Vector3(0, target.eulerAngles.y,
0);movement = target. TransformDirection(movement); target.rotation =
tmp;

transform.rotation = Quaternion.LookRotation(movement);

}

P

Celyac mepCcoHa)X MEHSET OPUEHTAIUI0 CKAaYKaMU, MTHOBEHHO MO-
BOPAUYMBAsAChH JIMIIOM B HAIIPaBJICHUH, 33JJaHHOM KiaBuuien. Ho mimaBHoe
JBUKEHHE CMOTPHUTCS KyJa Jydile. 37eCh Ha MOMOIb TPUXOAUT JIMHEH-
HBIN aJTOpUTM HHTepHosIuy. Jl06aBbTe B ClieHapUil MEPEeMEHHYIO:

public float rotSpeed = 15.0f;

3aTeM 3aMeHuTe CTPouky transform.rotation... B KOHIIE JUCTUHTA 7.2
CHEQYIOIIUM KOJOM:

Quaternion direction = Quaternion.LookRotation(movement);
transform.rotation = Quaternion.Lerp(transform.rotation, direction,
rotSpeed * Time.deltaTime);

h
h
;

B pe3ynbrare BMeCTO MPUBSI3KH HEMOCPEICTBEHHO K 3HAYEHUIO, BO3-
BpamjaeMmomy Metogom LookRotation(), 3T0 3HaUeHHE HaYHET MCIOJIB30-
BaTbCsl B KQUECTBE LIEJIEBOTO IMOJIOKEHHUS, B KOTOpOe OOBEKT OyIeT mocTe-
NMEeHHO ToBopauuBarhes. Meron Quaternion.Lerp() BBIMOTHSET IUIaBHBIN
NOBOPOT U3 TEKYILETO MOJ0KEHUS B LIEJIEBOE.

eudicenue enepeo 6 6bibpanHom HanpasieHuu

Boinenure o0bekT player u BoiOepute B MeHI0o Components KOMaH Ty
Physics > Character Controller. Ha nanenu Inspector ymeHbIuTe napamerp
Radius 510 0,4, ocTajibHBIM MMapaMeTpaM OCTaBbTE 3HAYEHUS 110 YMOJIYAHUIO,
TaK KaK OHM BIIOJHE MOAXOAAT JIJIsl HAIIeH MOAEIN TIEPCOHAXKA.

Crnemyronuil TUCTUHT COAEPKUT KOJ, KOTOPBIM HY>KHO JOO0aBUTH B
CLECHapuH

RelativeMovement.
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Koo, menarowuu nonosxcenue nepconasica
using UnityEngine;
using System.Collections;

[RequireComponent(typeof(CharacterController))] public class Rela-
tiveMovement : MonoBehaviour {

public float moveSpeed = 6.0f;
private CharacterController _charController; void Start() {
_charController = GetComponent<CharacterController>();

b
void Update() {

movement.x = horlnput * moveSpeed; movement.z = vertlnput *
moveSpeed;
movement = Vector3.ClampMagnitude(movement, moveSpeed);

b
movement *= Time.deltaTime;
_charController.Move(movement);

h
h

DTOT KOJ 00ECleunBaeT NePEMEIICHNUS] B TOPU30HTAILHOM HaIlpaB-
JIEHUH, HAM K€ HY>KHO, YTOOBI MEPCOHAXK MOT MEPEMEIAThCS €Ie U IO
BEPTHUKAIIU.

Ipviocku

Kon, koTopslii Mbl 106aBUM, OysieT 0OpabaThiBaTh Kak MPBIKKHU, TaK
u najnenus. TouHee, oH OyleT BKIIOYATh B C€0sl CHILY TSKECTH, BCE BpeMs
TSHYUIYIO IEPCOHAXK BHU3, @ B MOMEHT IIPbIKKA €ro OyJIET TOJIKATh BBEPX.

Ho cnavana no6asuMm B cuieHy napy miatdopm. Benpb moka nepcona-
Ky HEKyJ1a 3allpblrMBaTh U HEOTKyAa nafars! Co3maiiTe HECKOJIBKO KyOOB,
MOMEHSNTE UX pa3Mep MO COOCTBEHHOMY BKYCY M PAaCIIOJNIOKHUTE B CIICHE.

Bepmumﬂbnaﬂ CKopocnib U YCKOpeHUe

Crnenyroumii TUCTUHT JOOABUT K 3TOMY BEKTOPY JABUKEHHE IO BEP-
TUKAJIH.
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Jlobasnenue OBUIICEHUS no sepmMuKail 8 cyeHapuil
RelativeMovement:

public float jumpSpeed = 15.0f; public float gravity = -9.8f;
public float terminalVelocity = -10.0f; public float minFall = -1.5f;
private float vertSpeed;

void Start() {
_vertSpeed = minFall;

void Update() {

if (_charController.isGrounded) {

if (Input.GetButtonDown("Jump")) {
_vertSpeed = jumpSpeed;

} else {

_vertSpeed = minFall;

}

} else {

_vertSpeed += gravity * 5 * Time.deltaTime;
if (_vertSpeed < terminalVelocity) {
_vertSpeed = terminalVelocity;

}
}

movement.y = _vertSpeed;
movement *= Time.deltaTime;
_charController.Move(movement);

)

b

Pacnosnasanue nosepxnocmu memooom 6pocanusi iyyeu
private ControllerColliderHit contact;

bool hitGround = false; RaycastHit hit;
if (_vertSpeed < 0 &&  IlpoBepsem, majaet jau NEPCOHAK.
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Physics.Raycast(transform.position, Vector3.down, out hit)) {
float check =

(_charController.height + charController.radius) / 1.9f;
hitGround = hit.distance <= check;

h

if (hitGround) {

if (Input.GetButtonDown("Jump")) {

_vertSpeed = jumpSpeed;

} else {

_vertSpeed = minFall;

)

} else {

_vertSpeed += gravity * 5 * Time.deltaTime;

if (_vertSpeed < terminalVelocity) { vertSpeed = terminalVelocity;

}
if (_charController.isGrounded) {

if (Vector3.Dot(movement, contact.normal) < 0) { movement =
_contact.normal * moveSpeed;

} else {

movement += contact.normal * moveSpeed;

h
h
h

movement.y = _vertSpeed;

movement *= Time.deltaTime;
charController.Move(movement);

}

void OnControllerColliderHit(ControllerColliderHit hit) {
_contact = hit;

h

)

OTOT JIUCTUHT COACPKUT MPAKTUYECKH TOT K€ CaMbIi KOJ, UTO U Mpe-
JBIAYIINM; HOBBIM KOJ MEpEeMENIaH C CYIIECTBYIOIIUM CIICHApUEM JBHKE-
HUs, U KpYIHbIE (DparMeHThI TPEABIIYIIETO JUCTUHTA BKIFOUCHBI C HEIbIO
3alanusi KoHTekcTa. I[lepBas cTpoka 100aBisieT HOBYHO IIEPEMEHHYIO B
BEPXHIOK YacTh clieHapus RelativeMovement. Jta nepemeHHas UCIOIb3Y-
€TCs JJIsl XpaHEHUs JAHHBIX O CTOJIKHOBEHUU MEXKY (DYyHKIIHUSIMHU.
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Anumayus nepconadica

Kpome OGonee cnoxHolt (hOpMBI, KOTOpas OMpPEAEIseTCsl CETOYHOM
reoMeTpue, aHTPOOMOP(PHBIN MEPCOHAXK HYXKJIA€TCs €Ie U B aHUMALIUH.
[Iepconaxy cienyeT Ha3HAYUTh aHUMAIIUIO0, KOTOPAsk 3aCTABUT €T0 PYKU U
HOTY JIBUTaTbCS B3]l U BIIEPE/I.

B Unity BcTpoeHa ciokHasi cucTemMa yIrpaBieHUs aHUMalueil Mo/ie-
neit. Ona HaspiBaeTcsa Mecanim. MiMss Mecanim yka3bIBaeT, 4To 3TO Oosiee
HOBasl, YCOBEPILICHCTBOBAHHAsI CUCTEMa aHUMAIlUH, H00aBJICHHAs Kak 3a-
MEHa cTapou Bepcud. [locnennss 1o cux mop AOCTYIIHA Yepe3 HACTPOUKY
Legacy, HO €CTh BEpOATHOCTb, UTO B cieayromnux Bepcusax Unity ee yxe He
oyner.

AHuMarusi, ¢ KOTopod Mbl OyjaeM padoTaTh, BKIIOUEHA B TOT K€ Ca-
Mmbiii ¢aitn FBX, uto u Monens mepconaxka. Ho cucrema Mecanim maet
BO3MOXXHOCTh NMPUMEHSATh aHUMAIMIO U3 apyrux ¢aiaoB FBX. Hanpumep,
JUISl BCEX TPOTUBHUKOB MOKHO MCIIOJIb30BaTh OAWH HA0Op aHUMAaIlMOHHBIX
KIMNOB. Takoi Mmoaxod MMEET psii MPEUMYIIECTB, TaK KaK JaeT BO3MOXK-
HOCTh XPaHUTh JTAHHBIE CTPYKTYPUPOBAHHO M 3KOHOMHUTH BPEMS 3a CUET
OJHOBPEMEHHOW aHUMAIIHH.

[enkaute mo xkHomke Apply B HuXKHEH 4dacTu maHenu Inspector,
YTOOBI MPUMEHUTH BHIOPAHHBIC HACTPOWKH K UMIIOPTUPOBAHHOW MOJIETH.
Teneps MOXKHO MPOJOJIKUTH PabOTy HaJl ONpeeICHUEM aHUMAIMOHHBIX
KJIUIIOB.

AHuMayuorHbvle Kiunwvl 0I5l UMNOPMUPOBAHHOU MOOeIU

[TepBBIM mIarom Mo CO3JaHUIO aHUMAIMU JIJIsI IEpCOHaXKa OyJeT 3a-
JAaHUE OTACIBHBIX KIMIOB. Y TEpCOHa)ka, HAIIOMHUHAIOIIETO YEIOBEKa,
pa3Hble JIBIKCHHS COBEPIIAIOTCA B pa3Hoe Bpems. Hamn mepconax Oyaet
TO OeraTh MO CIIEHE, TO 3aMPBHITMBATh HA MIAT(HOPMBI, TO MPOCTO CTOSTH C
OnmyIIeHHbIMU pykamu. Kaxkmoe Takoe IBUKEHUE TIPEACTaBIISIET cO00M He-
3aBUCUMBIN «KJTUID.

Konmponnep ona anumayuorHvix K1unos

Teneppb AJisi mepcoHa)ka HY>KHO CO3/1aThb KOHTpoJuiep-anumarop. Ha
3TOM 3Tall€ Mbl OMPEIEIAEM COCTOSIHUS aHUMAILMU U CO3/1aeM MEXIY HU-
MU TMepexoibl. B KaXa0M COCTOSSHUM BOCTPOU3BOAUTCS CBOM HAaOOp KIIH-
OB, a CIIEHAPUU BBI3BIBAIOT MEPEKIIOYEHNE KOHTPOJUIEPA OT OJHOIO CO-
CTOSIHUSL K JPYTOMY.

[IpumeneHne JOMOJHUTENBHOTO CPEACTBA MOXKET MOKA3aThCsl CTPaH-
HBIM. 3a4eM MEX]y KOJIOM U BOCHPOU3BEJICHUEM aHUMAIMM HY>KHa aOCT-
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pakuus B Bujae KoHTposuiepa? Ckopee BCero, paHbliie Bbl padOTalIM ¢ CUC-
T€MaMH, B KOTOPBIX aHHMAIMsl BOCIPOM3BOJIMIIACH HEMOCPEACTBEHHO W3
kKozaa; kcratu. Ho y Henpsimoro croco0a ecTh npenMyiecTo. Ecinu panb-
II€ BOCIIPOU3BOANTH AaHUMAILIMIO MOKHO OBUIO TOJIBKO JUISL TOM MOJIENH, C
KOTOpOW OHa ObLJIa CBsI3aHa, TEMEPh MBI MOKEM Ha3HA4aTh OJHY U Ty K€
aHUMAIIMIO Pa3HBIM MOJIETISIM.

KoHnTtposnep-anumaTop npeactaBisieT co00i 1epeBO CBSI3aHHBIX Y3-
J0B (MMEHHO 3THM OOBSICHSAETCS PUCYHOK Ha 3HAuUKe JAHHOIO pecypca),
OPOCMOTP M YIPaBJICHUE KOTOPBIMU OCYILIECTBIISIFOTCS Ha BKJIAJKE
Animator.

M3HayanbHO MBI BUJIUM TOJIBKO JIBA CYIIECTBYIOIIHUX IO YMOJIYAHUIO
y3na: Entry u Any State. Y3en Any State ucnons3oBatrhest He OyaeT. Cos-
M HOBBIE Y3JIbl, IEPETACKMBAsI aHUMAIIMOHHBIE KITUIIBI.

2.6. IHTepaKkTUBHBIE YCTPOICTBA U 3JIEMEHTbI

eepu u opyaue ycmpoiicmsa

UrpoBbie ypoBHHM, KaK MPABUIO, COCTOAT W3 CTATUYHBIX CTEH H
IPEIMETOB OOCTAaHOBKH, K KOTOPBIM JO0ABISIOTCS (DYHKIIMOHAIBHBIC YCT-
poiictBa. MHOrooOpa3ue yCTpONCTB OrpaHUYEHO TOJBKO BallliM BOOOpa-
KEHUEM, HO MPAKTHUUYECKU BCE OHM MOJB3YIOTCS OAMHAKOBBIM KOJOM, IO-
3BOJIIOIINM MEPCOHAXKY aKTUBUPOBATh UX. B 3TOM riaBe Mbl paccMOTpUM
napy IpHMEpPOB, YTO JACT BaM BO3MOXKHOCTh QIallTUPOBATH JaHHBIA KO K
yCTPOWCTBAaM JAPYTHX BHJIOB.

Omkpobigarowuecs u 3akpuléaroujuecs 0eepu

[lepBbIil BUJ yCTPOMCTBA, KOTOPBIM HaM IPEICTOUT 3aIPOTrPAMMHU-
pOBaTh, — 3TO OTKPBIBAIOIIASACS M 3aKpbIBAIOIIASCA ABEpb. HauHem MBI C
YIPaBJICHHS JBEPHIO MIyTEM HaXKaTHs KJIABUIIW. B UTpy MOXKHO MOMECTUTH
MHOECTBO YCTPOMCTB C pa3HbIMU crioco0aMu yripaBiieHus. 13 HUX IBepb
pacnpocTpaHEHa IIMpE BCEro, a YNpaBJICHHE C KJIAaBUATyphl — HauOosee
OYEBUIHBIN MTOAXO0/, IO3TOMY MBI HAUHEM UMEHHO C HUX.

Cyenaputi, no Komanoe 3aKpvl8arOWUil U OMKPLIBAOUWUL 08ePb
using UnityEngine;

using System.Collections;

public class DoorOpenDevice : MonoBehaviour {
[SerializeField]
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pu.

private Vector3 dPos;
private bool open;

public void Operate() {
BbyneBa nmepeMeHHast IS CIACKCEHUS 3a OTKPBITBIM COCTOSIHHEM JIBE-

if (_open) {OTKpbIBa€M WJIH 3aKpPhIBA€M JBEPbh B 3aBUCUMOCTH OT €€

COCTOSAHMUA.

Vector3 pos = transform.position - dPos; transform.position = pos;
} else {

Vector3 pos = transform.position + dPos; transform.position = pos;
h

_open=! open;

h

§

IIposepka paccmosnus u HanpasneHus
Cozpaiite cuenapuii ¢ umeHeM DeviceOperator. Crenyrommuii KoA

peaM3yeT YIPaBJISIONIYI0 KJIABHUINY JUIsI YIIPABICHUS PaCIOI0KEHHBIMU
noOJIN30CTH YCTPOUCTBAMH.

1.51;

Knasuwa ynpaenenus ycmpoiicmeomusing:
UnityEngine;
using System.Collections;

public class DeviceOperator : MonoBehaviour { public float radius =

void Update() {
if (Input.GetButtonDown("Fire3")) {
Collider[] hitColliders = Physics.OverlapSphere(transform.

position, radius);

foreach (Collider hitCollider in hitColliders) {
hitCollider.SendMessage("Operate",
SendMessageOptions.DontRequireReceiver);
h

b
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Ocramace ogHa ManeHbpKas netanb. Ha gaHHOM 3Tamne MoJIoKEHue
NEPCOHAKA HE UMEET 3HAUYEHHSI, TJIaBHOE, YTOOBI OH pacroJjiarajics 0JIU3Ko
K aBepu. Ho MOXHO clienath Tak, 4ToObI JBEPb OTKPBIBATIACH, TOJBKO €CIU
MEPCOHAXK CTOUT K Hel TuIoM. BOT Ko, KOTOPHI HY>KHO JOOAaBUTH B CIIe-
Hapuit DeviceOperator.

Koo, nozsonarowuti omxpvieams 08epb, MOAbKO CMOsL K Hell TUYoM

...foreach (Collider hitCollider in hitColliders) {

Vector3 direction = hitCollider.transform.position - trans-
form.position;

if (Vector3.Dot(transform.forward, direction) >| .5f) { hitCol-
lider.SendMessage("Operate",

SendMessageOptions.DontRequireReceiver);

h
;

CooO11eHre OTHpaBisieTCs TOJIBKO MPU KOPPEKTHOM OpUEHTALMU
IIEpPCOHAXKa.

Monumop, menaowuu yeem

WNrtak, MBI co3gany 3aKpbIBAIOIIYIOCA M OTKPBIBAIOIIYIOCA JBEPb.
CxeMa ymnpaBlieHHs, C KOTOPOW BBl IIO3HAKOMWINCH B paMKax 3TOIO YII-
paXHEHMsI, IPUMEHUMa K yCTpoicTBaM Jroboro Buaa. s aeMoHcTpauu
CO3JaUM €lIe OJHO YCTPOMCTBO; Ha 3TOT pa3 — MEHSIOIIMM LIBET MOHMU-
TOp, NPUKPETUICHHBIA K cTeHe. Co3/aiiTe HOBBIM KyO M MOJABUHBTE €0 K
CTEHE IIPAKTUYECKHU 10 COIPUKOCHOBEHHUS.

Cyenapuui ycmpoiicmea, Komopoe MOodcem MeHsAmb yeemusing
UnityEngine;
using System.Collections;

public class ColorChangeDevice : MonoBehaviour public void Op-
erate() {

Color random = new Color(Random.Range(0f,1f), Ran-
dom.Range(0f, 1), Random.Range(0f,11));

GetComponent<Renderer>().material.color = random;

j

3/1ech Mbl OOBSBWIM (PYHKIMIO C TEM K€ CAMbIM MMEHEM, YTO U B
CLIEHApUU YIIPABIICHUS IBEPHIO. Y IPABIISIIOIIMN YCTPOUCTBAMM KO BCET 1A
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coliepkuT PpyHkuuio ¢ umeHeM Operate — oHa Hy>XKHa JUisl akTUBauuu. B
JAHHOM CJIy4ae €€ KOJ MpUCBauBaeT MaTepualy 0ObeKTa CIIydalHbIN 1BET.
Nrak, MBI paccMOTpeNn NMEPBBIA MOAXOA K YIIPABICHUIO YCTPOMUCT-
BaMH B UTpax W JIa)K€ CO3[ajy mapy JAEMOHCTPAlUOHHBIX ycTpoilcTB. Ho
B3aUMOJICVICTBOBATh C 3JIEMEHTAMHM CLEHBI MOXHO M JPYTMM CIIOCOOOM.
Hanpumep, Bpe3asice B HUX. [[aBaiiTe MOCMOTPUM, KaK 3TO JEIAETCS.

Bzaumoodeucmeue c odOvexmamu uepes cmoakHogeHue

CyiecTByeT U Takod KpaitHe 3(DPEKTUBHBIA MOJXO0J], KaK peaKius
Ha CTOJIKHOBEHHE C nepcoHaxeM. [Ipu 3Tom OOdbIIyI0 YacTh ONepanuii
BeimosiHsieT Unity Griarogapsi BCTPOCHHBIM B UTPOBOM JABUKOK MEXaHU3-
MaM pacro3HaBaHUsl CTOJIKHOBEHUNW U Mojenu ¢usnueckoit cpenpl. Ho
Unity momMoraer ToJbKO paclo3HaTh CTOJKHOBEHHUE, a 3alpOrpaMMHUPOBATh
peakiuio 00beKTa HE CMOXKET HUKTO, KPOME Bac.

MBI paccMOTpUM TpHU BapuaHTa pPEakiluyd Ha CTOJIKHOBEHHE, BCTpE-
YaroUMecs B Urpax:

* TOJYOK U MAJICHHUE;

* cpabaThIBaHUE YCTPOMCTBA;

* ICUE3HOBEHHE B MOMEHT KOHTaKTa (Tpu cOOpe PJIEMEHTOB);

* CTOJIKHOBEHHE C TPEMSATCTBUSIMH, OOJAJarolUMU (PU3HUECKUMU
CBOWCTBAMU

JlaBaiite co3maauM HaO0Op MOCTAaBJIEHHBIX APYTr Ha JApyra KOpoOOK,
KOTOpbIE MPU CTOJIKHOBEHUHU C MEPCOHAXKEM OYIyT pas3ieTaTbCs MO CIIECHE.
MopaenvupoBaHue noJOOHBIX Bellleld TPeOyeT CIOKHBIX (PU3NUECKUX pacye-
TOB, HO 3Ty 3ajJiauy OepyT Ha ce0si BCTpoeHHble pyHKIMU Unity, KOTOpbIE U
o0OecrieyaT HaM PEaTMCTUYHbBINA BUJ Pa3JIETAOIINXCS KOPOOOK.

[To ymomuanuio 00bekThl B Unity nuimieHbl (U3HUYECKUX CBOUCTB.
Ota ¢yHKIMS BKIOYaeTcs Tpu noOaBieHuM kommoHeHTa Rigidbody.
[lenkuure mo xHorke Add Component u Hadigute cTpoky Rigidbody B
pazneine Physics.

Coszpnaiite ky0 u 106aBbTe kK Hemy komrnoHeHT Rigidbody. Ham Tpe-
OyeTcs HECKOJIBKO TaKUX KyOOB, IMOJIOKEHHBIX APYT HA JIpyTra.

KyObl TOTOBBI pearupoBaTh Ha MNPUIOKEHHBIE K HUM CHJIbL. UTOOBI
VCTOYHMKOM CHJIBI CTaJI NIEPCOHAX, BHECUTE JIOIIOJIHEHUE U3 CJIEIYIOLIETO
JUCTUHTA B IPUCOEIMHEHHBIN K MepcoHaxy ciieHapuii RelativeMovement.

Jlobasnenue guzuuecxoul cunvt 8 cyenaputi RelativeMovement

...public float pushForce = 3.0f; ...
void OnControllerColliderHit(ControllerColliderHit hit) {
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_contact = hit;

Rigidbody body = hit.collider.attachedRigidbody; if (body != null
&& 'body.isKinematic) {

body.velocity = hit.moveDirection * pushForce;

[

3ammycTUTe Urpy M 3aCTaBbTE MEPCOHAX MoOekaTh MPSMO Ha Kydy
KOpOOOK. B MOMEHT CTONKHOBEHHS Kyda BIOJHE PEaJTUCTHYHO PAaCChI-
wiercsa. Kak Buaurte, umMurtanus GU3NYECKOTO ABJIEHUS HE MOTpeboBaja ot
Bac 0coObIx ycunuil! brnaronaps BctpoeHHoMy B Unity MeXaHU3My UMHTA-
U GU3HUKH, HE IPUXOAUTCS MUCATh 00bEMHBIN KOJ. MBI JIETKO 3acTaBMIIN
OOBEKTHI IBUTAaThCSA B OTBET HA CTOJIKHOBEHHUE, HO BO3MOXKEH U JAPYroi Ba-
PHAHT peakuu — reHepanus coObITUs cpabaTbiBaHus. JlaBaliTe BOCIOJb-
3yeMcCsl TaKUM COOBITHEM JIJIsl YIIPABJIEHUS JBEPHIO.

Coop npeomemos

B urpax wacto BcTpedaroTcsi npeiMeThbl, KOTOPhIE MOXKET MOA0UPAThH
NepPCOHaX. ITO 000pYAOBAHUE, AKETHI JJisl BOCCTAHOBJIEHUS 3/I0POBbI U
OoHychl. ba3oBelii MexaHu3M cOopa MyTeM CTOJIKHOBEHHS OY€Hb MPOCT;
CJIOKHOCTH HAYMHAIOTCA TMOCJIE 3aBEPIIEHUs 3TOTO IMpoiiecca, HO 00 3ToM
MBI TIOTOBOPHUM YYTb MO3XKE.

Cozpnaiite cepy U TOMECTUTE €€ B IPOU3BOJILHOM MECTE CIIEHBI Ha
YpPOBHE Tallud MEpCcOoHaka. B HacTpoiikax KoJuaijaepa ycTaHoBuUTe (hiia-
xok Is Trigger, B HacTpoiikax ciosi BeIOepuTe BapuaHT Ignore Raycast u
co3/laiiTe HOBBIM MaTepuai, YTOObI MPUCBOUTH OOBEKTY sApKui 1BeT. M3-3a
MaJlbIX pa3MepoB O0OBEKTA Mbl HE OyJIEM JIeJIaTh €ro MOJyIpO3payHbIM, TO-
3TOMY TMOJI3yHOK, OTBEYAIOIINH 32 ajb(da- KaHall, TPOraTh HE HY>KHO.

Co3zpnaiite HOBBIN crieHapuii ¢ umeHeM Collectibleltem.

Cyenapuil, yoanaiowuii 31emMeHm npu KOHMaKme ¢ nepcoHaxtcem
using UnityEngine;
using System.Collections;

public class Collectibleltem : MonoBehaviour { [SerializeField] pri-
vate string itemName;

void OnTriggerEnter(Collider other) { Debug.Log("Item collected: "
+ itemName); Destroy(this.gameObject);

j
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DTO O4YEHb KOPOTKMH W MPOCTOU cueHapuu. [IpucBoiite siemeHTy
3Ha4YE€HHE name, 4TOOBI B CIIEHY MOKHO OBLJIO TIOMECTUTh HECKOJIBKO dJie-
meHToB. Meton OnTriggerEnter() BbI3biBaeT ncuesHoBeHnue chepul. [pu
TOM Ha KOHCOJIb BBIBOJUTCS OTJIAJOYHOE COOOIIEHHE, KOTOPOE MbI BIIO-
CJIEJICTBUH 3aMEHUM KOJIOM.

IleperackuBas 11a0JIOHBI, PACIOJIOKUTE DJIEMEHTHI Ha OTKPBITHIX
y4acTKaxX ypOBHS; JUIsl TECTUPOBAHUS CO3JaBAMTE MO HECKOJIBKO 3K3EMII-
JSIPOB OJTHOTO AJIEMEHTA. 3aIlyCTUTE UTPY U «COOEPUTE» SIEMEHTHI.

2.7. 3BykoBbIe 3pPexThI M My3bIKa

Korga peds 3aXxoauT 0 BUACOUTPAX, OCHOBHOE BHUMAHUE YICIAETCA
rpaduke, XOTs CyIIECTBYET U TaKOM Ba)KHBIN aCIEKT, KaK 3ByKOBOE COMpPO-
BOXkIeHHE. B OONbIIMHCTBE UTp UTpaeT (GOHOBASI MY3bIKA U MPUCYTCTBYIOT
3ByKOBbIe 3 (PekThl. CooTBEeTCTBEHHO, B Unity mpuUcCyTCTBYET (DYHKIIHO-
HaJIBHOCTh JJIA MX co3aaHus. MoxxHo umnoptuposars B Unity U Bocrpo-
U3BOJUTH ayauodailiibl pa3nuyHbIX (OPMATOB, PETYyIUPOBATH T'POMKOCTD
3ByKa M Jaxke o0pabaThIBaTh 3BYKH, UCXOJAIIUE U3 ONPEEICHHON TOUKH
CLICHBI.

Haynem MbI ¢ paccMOTpeHusi 3ByKOBbIX 3 ¢pekToB. OHM IpercTaB-
JSI0T cOO0M KOPOTKHUE ayJIMOKIIUIIBI, BOCIIPOM3BOJIUMbBIE BO BpEMs OIlpe-
JIEJICHHBIX JIeUCTBUI. 3BYKOBBIE KJIHUIIBI C My3bIKOM UMEIOT OOJIBIIYIO MPO-
JNOJKUTENBHOCTh, a4 UX BOCIPOW3BEICHUE HE IPUBI3aHO K KOHKPETHBIM
cOOBITUSIM B Urpe. B KOHEUHOM cueTe Bce CBOAMTCS K OAHOMY BHUIY ay-
I1o(ailyioB 1 0OIMHAKOBOMY KOJy UX BOCHPOU3BENEHHUS, HO TOT (PaKT, YTO
(aiiibl ¢ My3bIKOH 00BIYHO HAMHOTO MPOAOKUTEIbHEE KIIUIIOB CO 3BYKO-
BbIMH 3P (PeKTaMHU, 3acCily’>KMBAET, YTOObI UX BBIACIWIN B OTAEIbHBIN pa3-
nen.

Hmnopm ayouoghatinos

CoOpaHHy0 BaMH KOJUIEKIUIO ay1n0(}ailioB HY>KHO UMIIOPTUPOBATH
B Unity.

[TpocToii MexaHU3M UMIIOpPTa PabOTAET CO BCEMHU BUIAMHU PECYPCOB:
BbI MepeTackuBaeTe (pailyibl U3 Manku Ha KOMIbIOTEpe Ha BKiIAIKy Project
B Unity.
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38yKkosble 3ghhexmul

Teneps HyHO clienaTh Tak, 4YTOObI JOOABIEHHBIE K IIPOEKTY 3BYKO-
Bble (pailnibl 3a3Byvyanu. Ko akTtuBanmu 3BYKOBBIX 3((EKTOB MOHATH HE-
CIIOKHO, HO ayauocuctemMa B Unity cocTOMT U3 (GparMeHTOB, KOTOPbIE
JOJKHBI pabOTaTh COTIACOBAHHO.

Cucmema socnpouszsedenus: Kiunwl, UCMOYHUK, NOONUCUUK

Bo3mokHO, BRI OKHJaeTe, 4TO JUIs MPOWTphIBaHUSA 3Byka B Unity
JOCTaTOYHO yKa3aTh, KAKWE KIIUIBI HY)KHO BOCIIPOU3BOJIUTH, HO HA CAMOM
Jenie JJIs 9TOro Hy>kKHO 3aaaTh Tpu komioHeHTa: AudioClip, AudioSource
u AudioListener.

3ayuknenHvil 36K

AyAMOKINIBL YK€ UMIOPTUPOBAHBI, y UCIOJIB3YEMOM MO yMoIya-
HUIO Kamephl ecTh koMmoHeHT Audiolistener, Tak 4TO OCTaeTCs HA3HAYUTD
ToIbKO KOMIIOHEHT AudioSource. Jlo6aBuM Tpeck orus k maodnony Enemy
— 3TO MEPCOHAXK, KOTOPHIA XaOTUYHO MEPEMEIIAETCS IO CIICHE.

VYcranoBute ¢naxku Play On Awake u Loop. ®@naxok Play On
Awake 3acTaBisieT HCTOYHUK 3ByKa Ha4aTh BOCIIPOU3BEEHUE Cpa3y MOCIe
3arpy3ku cueHbl. @Onaxxok Loop 3acTaBisieT UCTOYHUK 3BYKa UrpaTh He-
PEPHIBHO, TOBTOPSISI KJIUI CHOBA U CHOBA.

Teneps npoBepbTe, BKIIOYEH JIM 3BYK Y BaC B KOJIOHKaX, U 3aITyCTUTE
urpy. Bl yclbliTe ucxoasiiee OT Bpara NoTpecKUBaHue, KOTOPOe OcJa-
OeBaeT Mo Mepe ero yJajieHus OT NMEePCOHa)Xa, Tak Kak B CIIEHE HCIOJb3Y-
eTcs UICTOYHUK 3D-3ByKa.

Axmueayus 36yK06bixX 3¢hghekmos u3 kooa

Hactpoiika kommnonenta AudioSource Ha aBTOMaTHYECKOE BOCHPO-
U3BEACHUE XOPOIIO MOAXOIUT ISl HUKJIMYECKUX 3BYKOB, HO B OOJIBIIMH-
CTBE CIIy4aeB HY>KHO, YTOOBI 3ByKOBbIE€ 3((EKThl BOZHUKAIU B OTBET HA
KoMaHbl Koja. [{s aToro Bce paBHO TpeOyeTcs koMmnoHeHT AudioSource,
HO BOCHPOM3BEJEHUE 3BYKa 3aIyCKAETCS] IPOrPAMMHO.

Jlo6aBbTe KoMmoHeHT AudioSource k 00bekTy player. JloOaBbTe B
OTBEYAIOIIUH 3a cTpenbOy ciieHapuit RayShooter xon cnemyromiero jwc-
TUHTA.

Jlobaesnenue 6 cyenapuii RayShooter 38yKosvix 3¢hhekmos
[SerializeField]
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private AudioSource soundSource;
[SerializeField]

private AudioClip hitWallSound;
[SerializeField]

private AudioClip hitEnemySound;

if (target !=null) { target.ReactToHit();

soundSource.PlayOneShot(hitEnemySound);

} else {

StartCoroutine(Spherelndicator(hit.point)); sound-
Source.PlayOneShot(hitWallSound);

}

Humepdgheiic ynpasnenus 38yxom

[Iponomxkas gopaboTKy, AoGaBuM Tyna aucnerdep AudioManager.
Ha st0oT pa3 OyAeT co3maH AucCHeTdep YIPaBICHUS 3BYKOM, KOTOPBIM MbI
TOX€E J00aBUM B CIIMCOK. JTOT LEHTPAJIbHBIA MOAYJb MO3BOJIUT PEryJu-
pOBaTh I'POMKOCTb 3BYKa B UTPE U AK€ BBIKIKOYATh 3BYK COBCEM.

LlenmpanvHolii Oucnemuep ynpasieHus 36YKom

Jlns HacTpoiiku aucnerdepa AudioManager mepBbIM JIEJIOM HYKHO
n00aBUTH B IPOEKT ¢ppeiiMBOpK Managers.

Cozpnalite HOBBIM crieHapuii AudioManager, Ha KOTOpPBIH MOXKET
CChUIAThCA KOJI clieHapusi Managers.

3acomoska kooa ons cyenapus AudioManager
using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public class AudioManager : MonoBehaviour, [GameManager {

public ManagerStatus status {get; private set;} private NetworkSer-
vice network;

public void Startup(NetworkService service) { Debug.Log("Audio
manager starting...");

_network = service;
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status = ManagerStatus.Started;

h
h

Cyenapuii Managers nocne oooasnenus cyenapus AudioManager

using UnityEngine;

using System.Collections;

using System.Collections.Generic; [RequireCompo-
nent(typeof(AudioManager))]

public class Managers : MonoBehaviour {

public static AudioManager Audio {get; private set;} private
List<IGameManager> _startSequence;

void Awake() {

Audio = GetComponent<AudioManager>(); B »ToM mnpoekre B
CTIHICKE

AudioManager, a He PlayerManager, u T. 1.

_startSequence = new List<IGameManager>();

_startSequence.Add(Audio);

StartCoroutine(StartupManagers());

j

private IEnumerator StartupManagers() { NetworkService network =
new NetworkService();

foreach (IGameManager manager in _startSequence) { man-
ager.Startup(network);

}

yield return null;

int numModules = _startSequence.Count; int numReady = 0;

while (numReady < numModules) { int lastReady = numReady;
numReady = 0;

foreach (IGameManager manager in _startSequence) { if (man-
ager.status == ManagerStatus.Started) {

numReady++;

h
h
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if (numReady > lastReady)
Debug.Log("Progress: " + numReady + "/" + numModules);
yield return null;

}

Debug.Log("All managers started up");

h
;

Co3zpgaiiTe mycToil 00BbEKT, KOTOPBIA OYJIET UTPATh POJIb JUCIIETUEPA,
U CBSKUTE C HUM cileHapuu Managers 1 AudioManager. [Ipu Bocripoun3sBse-
JICHUY UTPHI HA KOHCOJIM TIOSIBATCSA COOOIIEHUSI O 3aIlyCKe AUCTIETYEPOB, HO
JUCTIETYEP YMPABICHUS 3BYKOM TTOKa HE HECET HUKAKOW (PYHKIIMOHATHHOM
Harpy3KHu.

Humepdpeiic ons ynpasnenus 2pomkocmsio

Co3nmaem B ciieHe XOJCT. Y cTaHaBiuBaeM il xoscta Quaxok Pixel
Perfect. IIpucBanBaem oObekTy umsi HUD Canvas u nepekiroyaemcsl B
pexumM paboThl ¢ AByMepHOU rpadukoil. Co3naemM CBA3aHHOE C XOJCTOM
uzobpaxenue. [IpucBanBaeM HOBoMy 00bekTy uMs Settings Popup. Ilepe-
TacKMBaeM Ha sueiiky Source Image aToro o0bekTa crpaiT popup. B pac-
KpbiBaromemMcs crnrcke Image Type BeiOupaem Bapuant Sliced u ycranas-
muBaeM ¢naxok Fill Center. IlomemniaeM n300pakeHHE BCIUIBIBAIOIIETO
OKHa B TOYKy ¢ koopauHaramu 0, 0. MeHsem pa3Mmepsl BCILIBIBAIOLIETO
okHa 110 250 o mmpune u 150 mo BeICcOTE.

Co3gaeM KHOMKY. JlenaeM KHOMKY JIOYEPHUM OOBEKTOM MO OTHOIIIE-
HUIO K BCIUIBIBAIOLIEMY OKHY. [loMelllaeM KHONKY B TOYKY C KOOp/IMHATa-
mu 0, 40. PackpsiBaeM uepapXuyecKuil CIUCOK KHOIMKH, YTOOBI BBIJACIUTD
CBS3aHHYIO C HEel TEKCTOBYIO MeTKy. Mensiem TekcT Ha Toggle Sound.

Co3naem non3yHoK. /lemaeM MoJ3yHOK JOUYEPHUM OOBEKTOM BCILIbI-
BAIOLIEr0 OKHA W IMOMEIIAEM €ro B TOUKy ¢ koopauHatamu 0, 15. Ilpu-
cBarBaeM napamerpy Value nonsyHka (B HUKHEW yacTu nanenu Inspector)
3HayeHue 1.

Teneps HanuIIEM AJI BCIUIBIBAIOLIETO OKHA KOJI.

Hobasnenue 6 cyenapuii AudioManager cpedcme pe2yiuposku epom-
Kocmu 36yKa.

public float soundVolume {CBoiicTBO 1151 TPOMKOCTH C (DYHKIIUEH
yTeHus U QyHKLIMEN 1ocTyna.
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get {return AudioListener.volume;} set {AudioListener.volume =
value;}

b

public bool soundMute { get {return AudioListener.pause;} set
{AudioListener.pause = value;}

§

public void Startup(NetworkService service) { Debug.Log("Audio
manager starting...");

_network = service;
soundVolume = 1f;

status = ManagerStatus.Started;

j

B cnenapuit AudioManager noGaBieHsl cBoiicTBa soundVolume u
soundMute. OyHKIUA YTEHUS W 3ajaromias GYHKIHUS Uil 3TUX CBOMCTB
pealn30BaHbl C  TIOMOIIBIO  TJIOOAIBHBIX  TMEPEMEHHBIX  Kjacca
AudioListener. Kimacc AudioListener Mo»eT peryiaupoBaTh T'POMKOCTh
BCEX 3BYKOB, TMIOJyYaeMBIX BCEMH JK3eMIUIApaMH KOMIIOHECHTA
AudioListener. 3amanue cBoiictBa soundVolume B  cueHapuu
AudioManager oka3bpiBaeT Takoi xe 3(hQeKkT, Kak 3aJaHne TPOMKOCTH B
koMroHeHTe AudioListener.

[Tocne moGamneHus: aTUX METOAOB B crieHapuii AudioManager MOx-
HO HamMcaTh CIEHAPHUH IS BCIUTHIBAIOIIETO OKHA.

Cyenapuii SettingsPopup ¢ anemenmamu ynpasienus 2pOMKOCMbIO.
using UnityEngine;
using System.Collections;

public class SettingsPopup : MonoBehaviour {

public void OnSoundToggle() {
Managers.Audio.soundMute = !Managers.Audio.soundMute;

j
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public  void  OnSoundValue(float  volume) {  Manag-
ers.Audio.soundVolume = volume;

B sToM crieHapum MBI BUAMM JBa METOJA, BIHSIONINE HAa CBOMCTBA
oobekta AudioManager: Meron OnSoundToggle() 3amaeTr cBOHCTBO
soundMute, a meTox OnSoundValue() — cBoiicTBo soundVolume.

DNIeMEeHTHI YIIpaBIICHUs Tereph paboTaroT, HO B MPOEKT HYKHO BHE-
CTH HeOoJIbIIHE KOPPeKTUBEI. Ceidac 3KkpaH BCe BpeMs 3aKPBIBACT BCILIbI-
Baroriee okHo. CrenmaeM Tak, YTOOBI OHO OTKPBIBAJIOCH TOJBKO TPH HaKa-
TUH KIaBuIu M.

Cyenaputi UlController, svizviearowuii u ckpviearowuil 8CHIbIBAI0-
ujee OKHO

using UnityEngine;

using System.Collections;

public class UlController : MonoBehaviour { [SerializeField] private
SettingsPopup popup;

void Start() { popup.gameObject.SetActive(false);

b

void Update() {

if (Input.GetKeyDown(KeyCode.M)) {

bool isShowing = popup.gameObject.activeSelf;
popup.gameObject.SetActive(lisShowing);

if (isShowing) {

Cursor.lockState = CursorLockMode.Locked; Cursor.visible = false;
} else {

Cursor.lockState = CursorLockMode.None; Cursor.visible = true;

Donosas my3viKa

BcraBum B urpy (hoHOBYIO My3bIKY. J[J1g 3TOr0 ee HyHO J0OAaBUTH B
nucrneruep AudioManager.

Bo-miepBbiX, a7 My3bIKadbHBIX TPEKOB, KaK MPaBWIO, TpeOyeTcs
MHOTO KOMITBIOTEPHOU MaMATH, U 3TOT MapaMeTp HE0OXOAUMO ONTUMHU3H-
poBaTh. Hy’>KHO OTClEXHUBATh JIBa aCMEKTa: 3arpy3ka MY3bIKH B MaMSTh JI0
TOTO, KaK OHA HaYHET MCIO0Ib30BATHCS, U MOTPEOJIECHUE CIUIITKOM OO0JIBIIIO-
ro o0beMa naMsTH Mpu 3arpyskKe.
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Ceityac Hac MHTEpeECyeT 3arpy3ka My3bIKaJIbHBIX KIJIUIOB MO TPEOO-
BaHMIO. be3 3Toro mMysbika 3aiiMeT CIMIIIKOM MHOT'O MECTa B IMaMsITH, TIPU-
YEeM €I1I€ JI0 TOT0, KaK €10 HAYHYT MOJIb30BAThCH.

3arpy3ka no tpeboBanuto (lazy-loading) o3nauaer, yTo 3arpyska
daiina oTKIAIbIBAETCS 10 MOMEHTA, KOr/aa ToT (aiin nmoHagoourcs. 3apa-
Hee 3arpy>kKeHHbIE JTaHHBIC pearupyroT ObICTpee, HO 3arpy3ka mo Tpedona-
HUIO KOHOMUT TaMsITh B CUTYyallUsIX, KOrja ObICTpasi peakiys HE UMEET
0Cc000ro 3HaYEHU.

Btopoii ciocob penieHuss npoOaeMbl ¢ TOTPEOJICHUEM NaMATH CBs-
3aH C IOTOKOBOU Iepeayen My3bIKU C IUCKA.

B KoHEYHOM cueTe MoJAroTOBKa K BOCIPOU3BEICHUIO MY3bIKH JEIUT-
Csl Ha HECKOJIbKO 3TaloB, B TOM YKCJI€ BKIIFOYAIOIIKUX B CE€0s1 ONTUMU3AIUIO
NOTPEOJICHUS TAMSITH.

My3zvikanbhble Yyukisl

[Iponiecc BocnpousBeIeHUsT MYy3bIKH MPEICTABISIET COOOM YyXKe 3Ha-
KOMYIO ITOCJIEA0BATEIBbHOCTD IIATrOB:

— HMIOPTHUPYEM AYTUOKIIHIIBI;

— HacTpouM KoMIoHeHT AudioSource A UCTIOJIb30BAHUS JUCTICT-
yepom AudioManager;

— HamuIieM KOJ JUIsl BOCHPOU3BEICHUS Ay IMOKJIMIA B JUCIIETYEPE
AudioManager;

— 700aBUM 3JIEMEHTHI YIPaBJICHUS MY3BIKOM B TOJIb30BATEIHCKHIA
uHrepdeiic.

Jl1st 3ByKOBBIX 3 (HEKTOB CIEAyeT UCIOJIb30BaTh HEC)KAThIE ayIhoO-
daiinel, a 11 GOHOBOM MY3BIKH — CKaThble, HO B KQU€CTBE MCXOJHOTO Ma-
Tepuana B 000MX ciaydyasx MOxHO Opath (aitnbl popmata WAV, Tak kak
Unity ymeeT ckMMaTh MMIIOPTUPOBAHHBIM 3BYK. [ aynMOKINUIOB BO3-
MOXEH Kak 2D-3Byk, Bcerja BOCHPOW3BOAMMBIA OAWHAKOBO, Tak U 3D-
3BYK, TPOMKOCTb KOTOPOT'O 3aBUCHUT OT MOJIOKEHUS CITyIIATesl.

['pomMKOCTH 3BYKOBBIX 3((EKTOB JIETKO PEryJHupyeTcs Ha TJI00aib-
HOM ypOBHE C oMol kommnoHeHTa AudioListener. MoxxHO MO OTAEb-
HOCTH PETYJIUPOBATH TPOMKOCTh OTAEIBHBIX HICTOYHUKOB 3BYKA.

2.8. O0bennHenne GparMeHTOB B TOTOBYIO HTPY
PaccmoTpuM B KauecTBe MpoeKTa pojieBoil 0oeBUK. B Takux urpax
KaMepa pacroyiarae€Tcsi CBEpXy W CMOTPUT YETKO BHHM3. B03MOXKHO, BbI

3HaKOMBI ¢ urpoit Diablo, koTopasi mpencraBiser co0oil Kak pa3 poJIeBOM
OOEBUK.
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Cbopka pecypcos u Kooa u3 pa3uvix npoeKmos

[TepBbiM nmemom cieayeT OOHOBHUTH (PpEWMBOPK TUCIIETYEPOB U JIO-
OaBUTH B MMPOCKT MPOTUBHUKOB, YIIPABISIEMBIX KOMITLIOTEPOM.

Oo6HoBeHue HpeitMBOpPKA TUCIIETYEPOB

[Ipomie Bcero 0OHOBUTH AUCIIETUEPHI, TOITOMY 3Ty 3a7a4dy MBI pe-
IIAM TIEPBOU.

Ompeodaxmuposannsiii unmepghetic IGameManager
public interface IGameManager { ManagerStatus status {get;}

void Startup(NetworkService service);

}

Hzmenenus 6 cyenapuu Managers

private [Enumerator StartupManagers() { HWcnpasnenus B Haya-
JIe METO1a.
NetworkService network = new NetworkService();

foreach (IGameManager manager in _startSequence) { man-
ager.Startup(network);

j

Hanocnenox ortpemaktupyeM cueHapuu InventoryManager u
PlayerManager ¢ yueToM BHECEHHBIX B MHTep(eic nsmeHenuil. Ciemyro-
IMA  JIACTUHI  JEMOHCTPUPYET  MCIPABICHUA B CIEHApUHU
InventoryManager; aHaJlOTMYHBIE MPAaBKW, HO C APYTMMH MMEHAMU, BHO-
csiTcs U B cuieHapuii PlayerManager.

Hzmenenus 6 cyenapuu InventoryManager ¢ yuemom moouguxayuii
6 IGameManager

private NetworkService network;
public  void  Startup{NetworkService  service) { De-
bug.Log("Inventory manager starting...");

_network = service;

_items = new Dictionary<string, int>();
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[Tocne >TuX HEOONBIIUX HU3MEHEHUN HUTpa JOJKHA (DYHKIMOHUPO-
BaTh TaK k€, KaKk W paHbliie. Mbl CKOPPEKTUPOBAIN BHYTPEHHUE OCOOEH-
HOCTH, @ UTPOBOM Mpouecc ocTayics 0€3 N3MEHEHU M.

Konuposanue npomuenuxo8, 0CHaujeHHbIX UCKYCCMBEHHbIM UHME]-
JIEKMOM

[lepBbIM 1€7I0M CKOMUPYWUTE BCE CIIEHAPUHU. 320HO UMIIOPTUPYEM B
npoekT matepuan Flame u ma6nonsl Fireball u Enemy.

K ob0bexry-koHTpomiepy nodaBbTe ciieHapuii SceneController.cs u
neperamure madaoH Enemy Ha OTHOMMEHHYIO SIYEMKY KOMIIOHEHTA ITaHe-
mu Inspector. Kpome toro, csixute ciienapuit PlayerCharacter.cs ¢ 00bek-
ToM player, 4TOOBI MPOTUBHUKY HAYAJIM aTAKOBATh UTPOKA.

3anycTure Urpy U MOCMOTPUTE, KaK JABUTAETCS MPOTUBHUK. OTHEH-
HBIE IIAPHI JETAT B MEPCOHAXKA, TTOKA HE MPUUYUHSAS 0COO0r0 BpeJia; Bbje-
nute mabdnox Fireball u npucoiite ero napamerpy Damage 3nauenue 10.

Panee 310poBbe nepcoHaxa GUrypupoBajo TOIbKO B KaUeCTBE TeC-
TOBOTO aTpudyTa. Ho Teneps B Urpe ecTh AUCHETYEP NIEPCOHAXka, a 3HAYUT,
MOXHO oOTpenakTupoBaTh ciieHapuid PlayerCharacter, n1o0aBuB B Hero
CpelICTBa JJisl yIIPaBJICHUS 3I0POBBEM.

Hobasnsem 6 cyenapuii PlayerCharacter 6o3zmodxcnocms ucnonv3o-
eamu 300posbe 8 ducnemuepe UepoKa

using UnityEngine;

using System.Collections;

public class PlayerCharacter : MonoBehaviour { public void Hurt(int
damage) {

Managers.Player.ChangeHealth(-damage);

I

Nrak, MBI coOpann u3 ¢pparMeHTOB paHEe BBIMOTHEHHBIX MPOSKTOB
JEMOHCTPAIIMOHHBIN poJIMK. B clieHe MosiBUIICS MMPOTUBHUK, YTO CAEJIANIO0
urpy Oonee 3axBaTbiBarolield. Ho ajeMeHTsl yIipaBiieHUs: U yroJi 0030pa J10
CHX IOp TaKHe XK€, KaK ¥ B ISMOHCTPALIMOHHOM POJIUKE OT TPETHETO JIUIIA.
HyHO co3aaTh 11 HalIeW pOJIEBOW WUIPBI 3JIEMEHTHI YIIPABIECHUS C I0-
MOIIIbI0 MBITIH (point-and-click controls).

dnemenmol ynpaeierHusl ¢ NOMOULbIO Moblulu

JIeMOHCTpALIMOHHOMY POJIMKY TpeOyeTcsl Kamepa, HalleJIeHHas CBep-
Xy BHU3, U YNpPaBJICHUE MEPEMENICHUIMHU MEPCOHAXKA C TOMOIIBIO MBIIIIH.
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B HacTosimee BpeMsi MbIIIb YIIPABISET KAMEPOM, B TO BpeMs Kak Iepeme-
LICHUS NIEPCOHAXKa KOHTPOIUPYIOTCS C KIIABUATYPBI, TO €CTh 3TO JIAAMET-
pPaJbHO ITPOTUBOIIOJIOKHO TOMY, YTO HaM Hy»XHO. Kpome Toro, mMsl 3acra-
BHM pearupoBaTh HA MIETYKU MBIIIM MEHSIOIUK [BETA MOHUTOP. Orpom-
HOT'0 KOJIMYECTBA MPAaBOK B 00OUX ClIydasX KOJ He TpeOyeT, Mo3ToMY Ja-
BaiiTe MPOCTO BO3bMEM U BHECEM HEOOXOJMMbIE KOPPEKTUBBI B CIICHAPUU
JIBUKEHUS U YCTPOMCTBA.

0630p cyenvl c8epxy 6HU3

[TepBbIM n1eTTOM TIPUCBOMTE KOOpAMHATE Y KaMephbl 3HAUYCHHE 8, UTO-
Obl OMHATH ee Haj ciieHoil. Kpome Toro, maBaiite yoepeM u3 clieHapus
OrbitCamera ymnpaBiieHHe C MIOMOIBI0O MBI U OCTABUM B Ka4eCTBE DJIe-
MEHTOB YITPaBJICHHSI TOJIHKO KJIIABHUIIH CO CTPEIKAMHU.

Yoanenue cpedcme ynpasnenusi ¢ nomowplo MbllU U3 CYEHAPUs]
OrbitCamera

void LateUpdate() {

_rotY -= Input.GetAxis("Horizontal") * rotSpeed; Mensiem
HaIpaBJjeHuEe Ha 0OpaTHOE.

Quaternion rotation = Quaternion.Euler(0, rotY, 0); trans-
form.position = target.position - (rotation *  offset); trans-
form.LookAt(target);

h

Koo osuoicenus

OcHoOBHas wjesl 3TOro KoJa CBOJAUTCSA K aBTOMaTHYECKOMY IepeMe-
IIICHUIO TIEPCOHAaKa B YKA3aHHYI0 TOUYKY. JTa TOUYKa 3aJa€TCs IMEITYKOM
MbIti. [Ipu 3TOM KO, mepeMeniarouil mepcoHaxxa, HapsIMyto Ha MBIIIIb
HE pearupyer, JIBH)KEHUE MepPCOHaka KOCBEHHO YIIPABIISIETCS MPU TTOMOIIU
IIIETYKOB.

Coznaiite cuenapuii PointClickMovement u ckonupyiite B HErO Ko
cuenapus RelativeMovement.

Hoewiti k00 osuoicenus 6 cyenapuu PointClickMovement

public class PointClickMovement : MonoBehaviour { Wcnpa-
BUM UM TTOCJIE BCTABKH KOJIa.

212



public float deceleration = 25.0f; public float targetBuffer = 1.5f;
private float curSpeed = 0f;
private Vector3 _targetPos = Vector3.one;

void Update() {
Vector3 movement = Vector3.zero;

if (Input.GetMouseButton(0)) {

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit mouseHit;

if (Physics.Raycast(ray, out mouseHit)) {

_targetPos = mouseHit.point; curSpeed = moveSpeed;

h

h

if (_targetPos != Vector3.one) {

if (_curSpeed > moveSpeed * .5f) {

Vectord adjustedPos = new Vector3( targetPos.x, trans-
form.position.y,

_targetPos.z);

Quaternion targetRot = Quaternion.LookRotation(adjustedPos -

transform.position);

transform.rotation = Quaternion.Slerp(transform.rotation, targetRot,
rotSpeed * Time.deltaTime);

}

movement = curSpeed * Vector3.forward;

movement = transform.TransformDirection(movement);

if (Vector3.Distance( targetPos, transform.position) < targetBuffer)
{ curSpeed -= deceleration * Time.deltaTime;

if (_curSpeed <= 0) {

_targetPos = Vector3.one;

h

b

_animator.SetFloat("Speed", movement.sqrMagnitude);

Ynpaenenue ycmpoiicmeamu ¢ nomowpio mwiuiu
JIist 3TOrO CcO34auM CLEHapui, OT KOTOpPOro OyAyT HacieaoBaTh
BCE YCTPOMCTBA; MMEHHO TyJa MbI IIOMECTUM NPOLEAYPY YIPABICHUS I1O-
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cpenctBoM MbI. [TpucBoiite HoBoMy cuieHaputo umsi BaseDevice u cko-
NIAPYHUTE B HETO KOJI CJIEIYIOWIETO JIUCTHHTIA.

3.51;

Cyenapuui BaseDevice, cpabamvigarowjuti no weauxy Mol
using UnityEngine;
using System.Collections;

public class BaseDevice : MonoBehaviour { public float radius =

void OnMouseDown() { OyHKIMA, 3amycKaeMast IMeTIKOM.
Transform player = GameObject.FindWithTag("Player").transform;
if (Vector3.Distance(player.position, transform.position) < radius) {
Vector3 direction = transform.position - player.position;

if (Vector3.Dot(player.forward, direction) > .5f) {

Operate();

h
h
}

public virtual void Operate() {
// 31eCh KOJT IOBEICHHSI KOHKPETHOT'O YCTPOUCTBA

h
h

bonbsmas qaCTb onepauﬂﬁ BBITIOJIHACTCA BHYTPH METOJa

OnMouseDown(), Tak KaKk UMEHHO €ro BbI3bIBaeT Kjlacc MonoBehaviour
nocJie menyka mo o0bekTy. IlepBriM AeoM MpoBepsieTCs PACcCTOSHHE 0
MEPCOHAXKA, a 3aT€M C MOMOIIBIO0 CKAISIPHOTO MTPOU3BEICHUS ONPEACIIsICT-
csl, IOBEPHYT JIM OH B CTOpPOHY ycTpoicTBa. Meton Operate() moka mpea-
CTaBJIIET COOOM MYyCTyI0 000JO0UYKYy, KOTOpas OyJeT 3alojHSATHCS KOJOM
YCTPOMCTB, HACJIEAYIOIINX JAHHBIN CLIEHAPUM.

Jlobasnsem 6 cyenapuii ColorChangeDevice ko0 naciedosanus om

cyenapus BaseDevice:

using UnityEngine;

using System.Collections;

public class ColorChangeDevice : BaseDevice {
public override void Operate() {

214



Color random = new Color(Random.Range(0f,1f), Ran-
dom.Range(0f,1f), Random.Range(0f, 1f));
GetComponent<Renderer>().material.color = random;

h
b

Teneps ycTpoiicTBo ynpasisercs menukamu Mbimu. Kpome toro, y
nepcoHaka ObUT ynaneH KoMHoHeHT cueHapusi DeviceOperator, Tak Kak
3TOT CLIEHAPUH 33J]aeT yIpaBJICHUE YCTPOUCTBOM C KJIaBUATYPBHI.

K coxanenuto, HOBbIN BapuaHT yIPaBIIEHUS YCTPOUCTBOM KOH(DIUK-
TYET C AJIEMEHTAaMHU yIPaBJICHUS IEPEMEILIEHUSIMHU.

Koppexmupoexa koda, obpabamwisarowe2o weiuku Muvluibio, 8 cye-
Hapuu:

PointClickMovement

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);

RaycastHit mouseHit;
if (Physics.Raycast(ray, out mouseHit)) {
GameObject hitObject = mouseHit.transform.gameObject; if

(hitObject.layer == LayerMask.NameToLayer("Ground")) {
_targetPos = mouseHit.point;
_curSpeed = moveSpeed;

h
}

3anmycTtute Urpy U yOeauTech, 4To MIETYKH Ha MEHSIOIIEM IIBET MO-
HUTOPE HE IIPUBOJIAT IIEPCOHAXkA B IBUKECHUE.
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3. MoOuabHbIE H MYJbTHILIAT(OPMEHHbIE UTPbI
3.1. Co3nanue 1BYyMepPHOIl UTPHI

«Konoodey ¢ cokposuwamuy

Jln3aitH urpsl

Urposon mnipouecc Konomua ¢ cokpoumamu mpocrermmnii. Yrpok
yIIpaBJIsIET CITyCKOM THOMHKA B KOJIOJZICI] Ha BepeBouke. Ha nHe komopaua
HaxogATcsl COKpoBuIa. CIIO)KHOCTh B TOM, YTO KOJOZAEI HAIOJHEH JIO-
BYIIKaMU, KOTOpPbIE€ YOUBAIOT THOMHUKA, €CJIM OH KAaCcaeTcsl UX.

Hwxe nmepeuunciens maru, KOTOpble HY>KHO CIeNaTh, YTOOBI CO3aTh
Urpy.

Chayvana co3qaguM THOMHKA, UCTIOJIb3Ysl BPEMEHHBIE CXEMAaTHUECKHE
n300pakeHusi. Mbl MOATOTOBUM KYKITY U MOAKIIOYUM CIIPANTHI.

Janee MbI co3naauM BepeBKy. [Ipu 5TOM MbI HamuieM IEpBbIN 3Ha-
YUTEIBHBIA (PparMeHT Koja, IOTOMY YTO BEpEeBKa OYyJET T€HEPUPOBATHCS
BO BpEMsI BBINOJHEHUS, © HAM MOTPEOyeTCs OpPraHU30BaTh BO3MOXKHOCTh
€€ YIUIMHECHUS U YKOPOUCHUS.

Korpma BepeBka Oynmer rotoBa, Mbl TIepeiieM K CO3/IaHUIO CHCTEMBI
BBOJIa. JTa cucTemMa Oy/eT MPUHUMATh UH(OPMAIMIO O HAKIOHE YCTPOM-
CTBa U JIeNlaTh €€ JOCTYIHOM AJis APYruX yacTed Urphl (B 4aCTHOCTH, JJIs
rHomuka). OJTHOBPEMEHHO MbI 3aliMeMCsl TMOJIb30BAaTENbCKUM HHTEpdeii-
COM UTPHI ¥ CO3AaMM KHOTIKH JIJISl YVIMHEHHS U YKOPOUCHUST BEPEBKU.

3aKOHYMB C THOMUKOM, BEPEBKON M CUCTEMOW BBOJA, MbI 3aiiMeMCS
CO3/IJaHHEM CaMOW UTPBI: PEaTu3yeM JOBYIIKA U COKPOBUIIE U MOMPoOyeM
MIOUTPATh.

Co3z0anue cHomMuKa

[TockoabKy THOMHK OYyJIET COCTOSITH U3 HECKOJIBKUX OOBEKTOB, JBU-
KYIIUXCA HE3aBUCHMO, CHayajla HyXHO CO3/1aTb OOBEKT, KOTOPHIN MOCIY-
KUT KOHTEUHEPOM JIJISI KOKJIOW YacTH. DTOMY OOBEKTY TaKKe HaJl0 MpH-
cBouTh Ter Player, motoMy 4uTo MeXaHU3MY OMNpEACIICHUSI CTOJKHOBEHHU,
KOTOPBIM UCHOJIB3YETCS JI ONpPEJETICHUs] KaCAaHUH THOMHUKOM JIOBYIIEK,
COKPOBHIIIA ¥ BBIXOJIa U3 YPOBHsI, HY>)KHO 3HaTh, YTO OOBEKT SIBISIETCS CIIe-
uanbHeIM 00bekTOM Player. UToOBI co3MaTh THOMHUKA, BBITIOJHUTE CJie-
IYIOIINE IEVCTBUS.

Coznaiite 00bekT Prototype Gnome. Co3naiiTe HOBBIN ITyCTOM UTPO-
BOM 00bekT, OTKphIB MeHIO (GameObject (UrpoBoit 00BeKT) U BbIOpaB
nyHKT Create Empty (Co3naTte mycToif).
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Jlalite HOBoMy 00BbekTy ums «Prototype Gnomey, a 3aTemM NpUCBOii-
Te emy Ter Player, BoiOpaB Player B packpeiBatonemcs cniucke Tag (Ter),
HAXOJIAIIEMCS B BEPXHEH 4acTH WHCIIEKTOPA.

YcraHOBUTE CHpaWThl Kak JOYEpHHE OOBEKTHI JJII O00BEKTa
Prototype Gnome. B manenu nepapxuu BrIOEpUTE BCE TOIBKO YTO J00aB-
JICHHBIE CIPANTHI U NIEPETAIINTE UX HA ITycTOU 00beKT Prototype Gnome.

Jlo6aBbTe kommoHeHTHl Rigidbody 2D B wactu Tena. JloGaBbTe KOJI-
Jaiiiepsl B 4acTu Tena. BeiOepurte Bce crpaidtel, kpome Tena. JloOaBbTe
komrnoHeHT HingeJoint2D Bo Bce BbiOpaHHBIE crpaiiTel. HacTpolite co-
YWICHCHUS.

JloGaBbTe orpaHudeHus it couieHeHu. OOHOBUTE OTIOPHBIE TOUKH
couneHenuii. JlobaBpTe couneHeHue ¢ BepeBKou. J[o0aBbTe B HEro mpy-
KUHHOE COUJICHEHUE.

3anycturte urpy. Cpasy mnocie 3amycka THOMUK ITOBUCHET B CE€peIu-
HE DKpaHa.

Bepeska

BepeBka — mepBblil 3JIEMEHT UIPHI, M pealln3alu KOTOPOToO IO-
TpebyeTcs mucaTh MPOTPAMMHBINA KOJA. ITO paboTaeT Tak: BEpeBKa sIBJISET-
Csl KOJUJIEKIIMEH UTPOBBIX OOBEKTOB, KAXKIBIH U3 KOTOPHIX UMEET TBEPAOE
TEJI0 U MPYXKUHHOE cowleHeHne. Kaxaoe npyXMHHOE COYIEHEHUE COEIN-
HEHO CO cleayronmM 00bekToM Rope Segment, KOTOpBIN B CBOIO 0Yepe.ib
COEJIMHEH CO CIIEQYIOUIUMM U TaK Jajiee 10 Hayana BepeBKHU BBepxy. Camblii
BepxHU 00beKT Rope Segment coearHeH ¢ HEMOABUKHBIM TBEPIBIM Te-
joMm. Jlpyroil KOHEl BEpEBKU COEUHEH C OJIHUM U3 KOMIIOHEHTOB THOMU-
ka: oobekToM Leg Rope.

Co3paliTe 1mabJIOH, HCIOIB3YS ATOT OOBEKT. YIaIUTE HCXOTHBIN
o0wvekT Rope Segment. Co3gaiiTe HOBBIN IMyCTON UTPOBOM OOBEKT U JTaliTe
emy umsa Rope. Jlo6aBbre TBepaoe Teno. JloOaBbTe BH3yanu3aTop
(renderer).

Koo peanusayuu sepesxu

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public class Rope : MonoBehaviour {

GameObject ropeSegmentPrefab;
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List<GameObject> ropeSegments = new List<GameObject>();
public bool isIncreasing { get; set; } public bool isDecreasing { get;
set; }

public Rigidbody2D connectedObject;

public float maxRopeSegmentLength = 1.0f;

public float ropeSpeed = 4.0f;

LineRenderer lineRenderer; void Start() {

lineRenderer = GetComponent<LineRenderer>();

ResetLength();

b

public void ResetLength() {

foreach (GameObject segment in ropeSegments) {

Destroy (segment);

b

ropeSegments = new List<GameObject>();

isDecreasing = false; isIncreasing = false;

CreateRopeSegment();

b

void CreateRopeSegment() {

GameObject segment = (GameObject)Instantiate(

ropeSegmentPrefab, this.transform.position, Quaternion.identity);

segment.transform.SetParent(this.transform, true);

Rigidbody2D segmentBody = segment

.GetComponent<Rigidbody2D>();

SpringJoint2D segmentJoint = seg-
ment.GetComponent<SpringJoint2D>();

if (segmentBody == null || segmentJoint == null) {

Debug.LogError("Rope segment body prefab has no " + "Rigid-
body2D and/or SpringJoint2D!");

return;

b

ropeSegments.Insert(0, segment);

if (ropeSegments.Count == 1) {

SpringJoint2D connectedObject]oint =

connectedObject. GetComponent<SpringJoint2D>();

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

} else {
GameObject nextSegment = ropeSegments[1];
SpringJoint2D nextSegmentJoint = nextSeg-

ment.GetComponent<SpringJoint2D>();

nextSegmentJoint.connectedBody = segmentBody;

segmentJoint.distance = 0.0f;

§

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

§

void RemoveRopeSegment() {

if (ropeSegments.Count < 2) {

return;

§

GameObject topSegment = ropeSegments[0]; GameObject nextSeg-
ment = ropeSegments|1];

SpringJoint2D nextSegmentJoint = nextSeg-
ment.GetComponent<SpringJoint2D>();

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

ropeSegments.RemoveAt(0); Destroy (topSegment);

§

void Update() {

GameObject topSegment = ropeSegments[0]; SpringJoint2D top-
SegmentJoint =

topSegment.GetComponent<SpringJoint2D>(); if (isIncreasing) {

if (topSegmentJoint.distance >= maxRopeSegmentLength) {

CreateRopeSegment();

} else {

topSegmentJoint.distance += ropeSpeed * Time.deltaTime;

I3

if (isDecreasing) {

if (topSegmentJoint.distance <= 0.005f) { RemoveRopeSegment();

} else {

topSegmentJoint.distance -= ropeSpeed *

Time.deltaTime;
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i}

if (lineRenderer != null) {

lineRenderer.positionCount

= ropeSegments.Count + 2;

lineRenderer.SetPosition(0, this.transform.position);

for (int 1 = 0; 1 < ropeSegments.Count; i++) { lineRen-
derer.SetPosition(i+1,

ropeSegments[i].transform.position);

)

SpringJoint2D connectedObjectJoint
ject.GetComponent<SpringJoint2D>();

lineRenderer.SetPosition( ropeSegments.Count + 1, connectedOb-
ject.transform.

TransformPoint(connectedObjectJoint.anchor)

)5t}

Unity Remote

Jlns OblcTpol mepedaud BBOAAa B penakTop paszpadoruuku Unity
pa3MecTWIM B OHJIAH- MarasuHe MNpuiiokeHuit App Store MoOuIbHOE
npuioxenue noa Hazsanrem Unity Remote. Unity Remote coenunsiercs ¢
Unity Editor mocpeactBom kabenst aiis TenedoHa; KOorjia peIakTop MpOour-
pBIBaeT Urpy, Ha 3KpaHe Tenedona otoOpaxkaercs konusi okHa Game (Ur-
pa) U BallleMy CIICHApHIO MOCHLIAIOTCS 00paTHO BCe KacaHUsl U MHpOpMa-
IIMs C JATYUKOB. ITO MO3BOJISIET TECTUPOBATh UTPY O€3 HEOOXOUMOCTHU €€
COOpKM — JOCTAaTOYHO JUIIb 3aMyCTUTh NPWIOKEHUE Ha TelePoHe, U
MOXHO UTPaTh B UTPY, KK €CJIM Obl OHA ObLIa YCTAaHOBJIEHA.

connectedOb-

Jlobasnenue ynpasnenus HaKIOHOM

[Tognepxka ynpaBlieHHs] UTPOM HAKIOHOM YCTpOMCTBa OyneT peasnu-
30BaHa B JIBYX cleHapusx: InputManager (uutaromuii nHpoOpmMaIuo c
JaTYMKa akKcelepomeTpa) U Swinging (MOJydarouuii BXOJHbIE JaHHBIE OT
InputManager u npUMeHSIOINNA OOKO- BYIO CHITYy K TeJly — B JAHHOM CITy-
4yae K TeJly THOMUKA).

Co3zoanue knacca Singleton

Jlucnieruep BBoaa InputManager — 3To 00BbekT-oiMHOUYKA. TO eCTh B
clueHe Bcerga  OyAeT  NPHUCYTCTBOBaTh  €IUHCTBEHHBIM  OOBEKT
InputManager, a Bce apyrue o0ObeKThl OynyT oOpamatbes K Hemy. [lo3a-
HEE HaM TakK)Ke MOHaJ00UTCs JO0OaBIISATh B UIPYy APYIHe BUIbI OOBEKTOB-
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OJIMHOYEK, TIO3TOMY €CTh CMBICJ CO3/IaTh KJIACC, KOTOPBIM MMOTOM MBI CMO-
K€M TIOBTOPHO HCIIOJB30BaTh B Pa3HBIX ClieHapusax. [[is co3manus kimacca
Singleton, koTopbIl OyAET UCMONB30BaH ISl CO3J]aHUs AUCIIETYEpa BBOJIA
InputManager, BBIIOJIHUTE CIEAYIOIINAE ACHCTBUA.

JHlob6aBbTe KOA B crieHapuit Singleton. using UnityEngine;

using System.Collections;

public class Singleton<T> : MonoBehaviour where T : MonoBehav-
lour {

private static T _instance;

public static T instance { get {

if (_instance == null)

{

_instance = FindObjectOfType<T>();

if (_instance == null) {

Debug.LogError("Can't find " +

typeof(T) +"!I");

%

return _instance;

P

Peanuzayusa o6vekma-oounouxu InputManager

Tenepp co3gaguMm kiacc InputManager, Hacneayronmid Singleton.
Coznaiite urpoBoit 00bekT InputManager. Co3naiite u 100aBbTE ClIEHAPUIA
InputManager. Jlo6aBbTe KOA B ciieHapuii InputManager.cs. OTkpoiite
TOJIBKO YTO CO3/IaHHBIN (paiin

InputManager.cs 1 100aBbTE€ B HETO CIEAYIOIINUNA KOJ:

using UnityEngine;

using System.Collections;

public class InputManager : Singleton<InputManager> {

private float sidewaysMotion = 0.0f;

public float sidewaysMotion { get {

return _sidewaysMotion;

It

void Update () {

Vector3 accel = Input.acceleration;

_sidewaysMotion = accel.x;

I3

Bri6epute o0bekT Body Tena rnomuka.
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Cozpnaiite 1 1006aBbTe HOBBIN clieHapuii Ha C# ¢ umMeHeM Swinging.
Jlo6aBbTe B (hailn ciieHapust Swinging.cs CIeAYyOUUNA KOJ:

using UnityEngine;

using System.Collections;

public class Swinging : MonoBehaviour {

public float swingSensitivity = 100.0f;

void FixedUpdate() {

if (GetComponent<Rigidbody2D>() == null) { Destroy (this);

return;

)

float swing = InputManager.instance.sidewaysMotion;

Vector2 force =

new Vector2(swing * swingSensitivity, 0);

GetComponent<Rigidbody2D>().AddForce(force);

i

Ynpaenenue sepegxoii

Tenepbs 700aBUM KHOINKHU, YJIUHSIONINE U YKOPAYMBAIOIIUE BEPEB-
Ky. st aTOro Ham MOHAA00ATCA IBE KHOMKH Tpaduueckoro mHrepderica
Unity; HaxxuMasi ¥ yJepkuBas KHONKy Down, monb3oBaTenb OyaeT coo0-
1aTh, YTO BEPEBKA JOKHA YAJIMHUTHCS, & KOTJa MOJIb30BaTEIb MEPECTAET
yAEpKUBaTh KHOIIKY, BEPEBKA JIOJDKHA TIepecTaTh yanuHaThes. Knomnka Up
JNEUCTBYET aHAJOTMYHO W YMIpPaBJsSeT HA4aJOM M KOHIIOM YKOPauUMBaHUS
BEPEBKH.

Ho6aBbTe cobniTre Pointer Up u 3acTtaBbTe ero 3amuchiBath false B
cBolcTBO isIncreasing oobekTa Rope.

Teneps, ecnu ynepKuBaTh Ha)kaTol KHONMKY Down, rHOMuUK Oyner
OIYCKAaThCsl Ha BEPEBKE BCE HUKE W HHXKE M, HAKOHEI], UCUE3HET U3 MOJIS
3peHus. UToObl 3TOro He MPOU30IILI0, KaMepa JOJIKHA CJIeA0BaTh 3a THO-
MHUKOM.

JUist 3TOr0 cO3Ma UM CLIEHapUid, KOTOPbIA OyleT MOJKII0YaThCs K
KamMepe U KOPPEKTUPOBATh €€ KOOPJAUWHATY Y B COOTBETCTBUHU C TOJIOXKE-
HUEM Jpyroro oObekTa. Ha3HauuB 3TUM JApyruM OOBEKTOM OOBEKT
Gnome, MbI 00€CTIEYrM CHUHXPOHHOE CJIEIOBaHHE KaMephl 32 THOMHUKOM.
Cuenapuii OyJeT MOAKIIOUAThCS K KaMepe U HacTpauBaThCAd Ha CJea0Ba-
HUE 3a TeJOM THOMHUKA. YTOOBI CO3/1aTh ClLIEHApUM, BBIMIOJHUTE CIEAYIO-
e JeUCTBUA.

Jlo6asbte crieHapuit CameraFollow.

Jlo6aBbTe cienyromuii koa B ¢aiin cuenapus CameraFollow.cs:
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public class CameraFollow : MonoBehaviour {

public Transform target;

public float topLimit = 10.0f;

public float bottomLimit = -10.0f;

public float followSpeed = 0.5f;

void LateUpdate () {

if (target !=null) {

Vector3 newPosition = this.transform.position;

newPosition.,y = Mathf.Lerp (newPosition.y, target.position.y, fol-
lowSpeed);

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

newPosition.y = Mathf.Max(newPosition.y, bottomLimit);

transform.position = newPosition,;

i3

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);

i}

Koo peanuzayuu nosedenus enomuka

Hactanm MOMEHT 3aHSIThCS cCaMUM THOMHUKOM. | HOMUK JOJDKEH Xpa-
HUTh HEKOTOPYIO MH(POPMAIMIO O CBOEM COCTOSHUU U YMETh OINPEACIISTh,
YTO C HUM MPOUCXOIUT.

Coznatite ¢aiin BodyPart.cs. Co3naliTe HOBBIN ClieHAapui Ha S3bIKE
C# ¢ umeneM BodyPart.cs. Jlo6aBbTe B HETO CJIEAYIONIUN KO/

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

public Sprite detachedSprite;

public Sprite burnedSprite;

public Transform bloodFountainOrigin;

bool detached = false;

public void Detach() { detached = true;

this.tag = "Untagged"; transform.SetParent(null, true);

j
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public void Update() {

if (detached == false) { return;

§

var rigidbody = GetComponent<Rigidbody2D>(); if (rigid-
body.IsSleeping()) {

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

Destroy (joint);

§

foreach  (Rigidbody2D  body in  GetComponentsInChil-
dren<Rigidbody2D>()) { Destroy (body);

§

foreach (Collider2D collider n GetComponentsInChil-
dren<Collider2D>()) { Destroy (collider);

J
Destroy (this);

%

public void ApplyDamageSprite( Gnome.DamageType dam-
ageType) {

Sprite spriteToUse = null; switch (damageType) {

case Gnome.DamageType.Burning: spriteToUse = burnedSprite;

break;

case Gnome.DamageType.Slicing: spriteToUse = detachedSprite;
break;

h

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

P

Coszoatime cyenapuu Gnome. Co3naiite HOBBIN (aitn Gnome.cs ciie-
Hapus Ha s3bIke CH.

Jlo6aBbTe KO J1si KoMnoHeHTa Gnome. J[o0aBbTe ClAeayIOMUM KO
B (paiin Gnome.cs:

public class Gnome : MonoBehaviour {

public Transform cameraFollowTarget; public Rigidbody2D rope-
Body;

public Sprite armHoldingEmpty; public Sprite armHoldingTreasure;

public SpriteRenderer holdingArm:;

public GameObject deathPrefab; public GameObject flameDeathPre-
fab; public GameObject ghostPrefab;
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public float delayBeforeRemoving = 3.0f;

public float delayBeforeReleasingGhost = 0.25f;

public GameObject bloodFountainPrefab;

bool dead = false;

bool holdingTreasure = false; public bool holdingTreasure {
get {

return _holdingTreasure;

b

set {

if (dead == true) { return;

b

_holdingTreasure = value;

if (holdingArm !=null) { if (_holdingTreasure) {
holdingArm.sprite = armHoldingTreasure;

} else { holdingArm.sprite =

armHoldingEmpty;

338

public enum DamageType { Slicing,

Burning

b

public void ShowDamageEffect(DamageType type) { switch (type) {
case DamageType.Burning:

if (flameDeathPrefab != null) { Instantiate(
flameDeathPrefab,cameraFollowTarget.position, cameraFollowTar-

get.rotation

)i}

break;

case DamageType.Slicing:

if (deathPrefab != null) { Instantiate(

deathPrefab, = cameraFollowTarget.position, = cameraFollowTar-

get.rotation

)}
break;

iz
public void DestroyGnome(DamageType type) { holdingTreasure =

dead = true;
foreach (BodyPart part in GetComponentsInChildren<BodyPart>())
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switch (type) {

case DamageType.Burning:

bool shouldBurn = Random.Range (0, 2) == 0; if (shouldBurn) {

part. ApplyDamageSprite(type);

h

break;

case DamageType.Slicing:

part. ApplyDamageSprite (type);

break;

f

bool shouldDetach = Random.Range (0, 2) == 0; if (shouldDetach) {

part.Detach ();

if (type == DamageType.Slicing) {

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

GameObject fountain = Instantiate(

bloodFountainPrefab, part.bloodFountainOrigin.position,
part.bloodFountainOrigin.rotation

) as GameObject;

fountain.transform.SetParent( this.cameraFollowTarget, false

)it}

var allJoints = part.GetComponentsInChildren<Joint2D>();

foreach (Joint2D joint in allJoints) { Destroy (joint);

I3

var remove = gameObject. AddComponent<RemoveA fterDelay>();

remove.delay = delayBeforeRemoving;

StartCoroutine(ReleaseGhost());

h

[Enumerator ReleaseGhost() {

if (ghostPrefab == null) { yield break;

§

yield return new WaitForSeconds(delayBeforeReleasingGhost);

Instantiate(ghostPrefab, transform.position, Quaternion.identity

)i}

JloGaBbTe KOMIOHEHT cuieHapusi BodyPart Bo Bce uactu Tena rHomu-
ka. Jlo06aBbTe KOHTEHHEP A1 POHTAHOB KPOBH.
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Cospnaiite cuenapuii RemoveAfterDelay. Co3gaiite HOBBIN clieHapHid
Ha C# B ¢aiine ¢ umeHeM RemoveAfterDelay.cs. JlobaBpTe B Hero cie-
TYIOLIAN KOX:

public class RemoveAfterDelay : MonoBehaviour {

public float delay = 1.0f;

void Start () {

StartCoroutine("Remove");

b

[Enumerator Remove() {

yield return new WaitForSeconds(delay); Destroy (gameObject);

i

lloozomoexa oucnemuepa uepol

Jlucnietyep Urpsl — 3TO OOBEKT, OTBEYAIOLIUHN 32 YIIPABJICHUE UTPOM
B 1enoMm. OH co3gaeT THOMUKA B Hayaje HUrpbl, 00padaThiBaeT COOBITUS
KacaHWsl THOMHKOM Ba)KHBIX OOBEKTOB, TAKHUX KaK JIOBYIIIKH, COKPOBHIIIC
WK COOBITHE BBIXOJA U3 YPOBHS, U UMEET JIEJO0 CO BCEM, YTO CYLIECTBYET
JIOJIBIIIE OTACIIBHO B3SITOTO THOMHUKA.

[lepen TeM Kak MPUCTYNUTh K peaU3alldy TUCIIETYEPA UTPHI, MBI
JOJDKHBI T0OABUTH KJ1acc, OT KOTOPOTO OH 3aBUCHT: Kjiacc Resettable.

Ham HyXeH yHHBepcalbHBIN CIIOCOO 3amycKa Koja, Korjaa norpely-
eTcsi COPOCUTH UTPY B UCXOJIHOE cocTosiHue. OMH U3 TaKUX CIIOCOOOB OC-
HOBaH Ha coObITusAX Unity — Mbl co3paaum creHapuil Resettable.cs ¢ mo-
aem Unity Event, KOTOpbIii MOXHO OyA€T MOJKIIOUUTH K JIFOOOMY OOBEK-
Ty, TpeOyIoIleMy MepeyCTaHOBKH B UCXO0HOE cocTosiHue. Korna motpely-
eTCsl COPOCHTHh UTPY, TUCIETYEP OTHIMIET BCE OOBEKTHI C KOMIIOHCHTOM
Resettable u Be3oBeT Unity Event.

[Ipu TakoM MOJX0J€ MOKHO HACTpauBaTh OTNEIbHbIE OOBEKTHI TaK,
4YTO OHU CaMH OyIyT MPUBOJUTH CEOsl B UCXOAHOE COCTOsIHUE, 0€3 He00X0-
JUMOCTH TIUCATh KOJ JUIS KaXKI0T0 U3 HUX.

Cozpaiite ciieHapuii Resettable. /lo6aBbTe HOBBIN ciieHapuil Ha C# ¢
UMEHEM

Resettable.cs 1 momecTuTe B HETO CIETYIOMIMI KOJI;

using UnityEngine.Events;

public class Resettable : MonoBehaviour {

public UnityEvent onReset;

public void Reset() {

onReset.Invoke();

i}
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Tenepb MOXXKHO cO3AaTh IUCIIETYEp UTPHI — 00BeKT Game Manager.
Cosznaiite 00bexkT Game Manager.

Coszpnaiite u 106aBbTe B Hero koa GameManager.

public class GameManager : Singleton<GameManager> {
public GameObject startingPoint;

public Rope rope;

public CameraFollow cameraFollow;

Gnome currentGnome;

public GameObject gnomePrefab;

public RectTransform mainMenu;

public RectTransform gameplayMenu;

public RectTransform gameOverMenu;

public bool gnomelnvincible { get; set; }

public float delayAfterDeath = 1.0f;

public AudioClip gnomeDiedSound;

public AudioClip gameOverSound;

void Start() {

Reset ();

b

public void Reset() {

if (gameOverMenu)

gameOverMenu.gameObject.SetActive(false);

if (mainMenu)

mainMenu.gameObject.SetActive(false);

if (gameplayMenu)

gameplayMenu.gameObject.SetActive(true);

var resetObjects = FindObjectsOfType<Resettable>();

foreach (Resettable r in resetObjects) {

r.Reset();

)

CreateNewGnome();

Time.timeScale = 1.0f;

)

void CreateNewGnome() {

RemoveGnome();

GameObject newGnome =(GameObject)Instantiate(gnomePrefab,
startingPoint.transform.position, Quaternion.identity);

currentGnome = newGnome.GetComponent<Gnome>();
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rope.connectedObject = currentGnome.ropeBody;
rope.ResetLength();

cameraFollow.target = currentGnome.cameraFollowTarget;
b

void RemoveGnome() {

if (gnomelnvincible) return;

cameraFollow.target = null;

if (currentGnome != null) {
currentGnome.holdingTreasure = false;
currentGnome.gameQObject.tag = "Untagged";

foreach (Transform child in currentGnome.transform) {
child.gameObject.tag = "Untagged";

b

currentGnome = null;

i}

void KillGnome(Gnome.DamageType damageType) {
var audio = GetComponent<AudioSource>(); if (audio) {
audio.PlayOneShot(this.gnomeDiedSound);

b

currentGnome.ShowDamageEffect(damageType);

if (gnomelnvincible == false) {
currentGnome.DestroyGnome(damageType);
RemoveGnome();

StartCoroutine(ResetAfterDelay());

I3

[Enumerator ResetAfterDelay() {

yield return new WaitForSeconds(delayAfterDeath); Reset();

j

public void TrapTouched() { Kill-
Gnome(Gnome.DamageType.Slicing);

§

public void FireTrapTouched() { Kill-
Gnome(Gnome.DamageType.Burning);

§

public void TreasureCollected() {
currentGnome.holdingTreasure = true;

§
public void ExitReached() {
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if (currentGnome != null && currentGnome.holdingTreasure ==
true) {

var audio = GetComponent<AudioSource>(); if (audio) {

audio.PlayOneShot(this.gameOverSound);

;

Time.timeScale = 0.0f;

if (gameOverMenu) {

gameOverMenu.gameObject.SetActive(true);

h

if (gameplayMenu) {

gameplayMenu.gameObject.SetActive(false);

h

)

}
public void SetPaused(bool paused) {

if (paused) { Time.timeScale = 0.0f;

mainMenu.gameObject.SetActive(true); gameplay-
Menu.gameObject.SetActive(false);

} else {

Time.timeScale = 1.0f; mainMenu.gameObject.SetActive(false);
gameplayMenu.gameObject.SetActive(true);

i

public void RestartGame() {

Destroy(currentGnome.gameObject);

currentGnome = null;

Reset();

i}

I'maBHas 3amava gucnerdepa urpbl Game Manager — co3iaHue HO-
BBIX THOMHKOB H TTOAKIIOYEHNE APYTHX CHCTEM K MPaBUIBHBIM O0BEKTaM.
Kornaa mosiBiisieTcsi HOBBIY THOMHFK, K €TI0 HOTE HY)KHO TIPUBS3aTh BEPEBKY
Rope u mojckazate crieHaputo CameraFollow, 3a kakuM THOMHUKOM OH
JOJDKEH cheauTh. Kpome Toro, AucneTdep Urpbl OTBEUAET 32 OTOOPAKECHHE
MEHIO U 00paboTKy HakaTHi Ha KHOMKHU B MeHI0. (MeHI0 MBI peanuzyem
no3xe. Tenepb, HaMmKUcaB KO, €r0 MOXKHO MOAKIIOYUTH K CIICHE.

Peaﬂu3auuﬂ ucpoeoco npoyecca C Jj1osyuKamu u yeiAiamu

Tenepb, KOra OCHOBBI UI'POBOI'0 IMponecca HACTPOCHBI, MOKHO Ha-
YUHATbh I[O63.BJI$[TB B UI'PY TAKHUC 3JICMCHTEI, KaK JIOBYIIKH U COKPOBHIIIC. C
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ATOTO MOMEHTA JajdbHEWIllee pa3BUTHUE UTPHl B OCHOBHOM OYJIET KacaTbCs
ee qu3anHa.

IIpocmule nosyuiku

Bonpiias 4acTh 3TON UTpPHI 3aKIIOYAETCS B 00pabOTKe KacaHUM pas-
HBIX OOBEKTOB — JIOBYIIIEK, COKPOBHIINA, TOYKH BBIXOJA U T. JI. YUMUTHIBAS,
HACKOJIbKO BaXKHO OTpE/ICJICHUE MOMEHTA KaCaHUsI KOHKPETHBIX 00BEKTOB,
co3zaauM oOIui cuieHapuil, reHepupytomuii coositTie Unity Event, koraa
1100011 00BeKT ¢ TeroMm «Player» xacaercs ux. 3to coObiTue OyJeT 3aTeM
MO0-pa3HOMY HACTPaMBaTHCS ISl PA3IMYHBIX OOBEKTOB: JIOBYIIKH OyIyT
coobmate aucnerdepy urpsl Game Manager, 4TO THOMHUK MOJIYYWI TIO-
BpEXACHUE, COKPOBUIIE OyJeT coo0IIaTh, 9YTO THOMUK MOA00panl COKpo-
BHUIIIE, @ TOYKA BBIXO/a — YTO THOMHUK JJOCTHUT BBIXOJIA.

Tenepp co3naiite HOBBIM cueHapuii Ha C# B (aitne ¢ umeHeMm
SignalOnTouch.cs u 106aBbTE B HETO CIIEAYIOMINNA KOI:

using UnityEngine.Events;

[RequireComponent (typeof(Collider2D))] public class SignalOn-
Touch : MonoBehaviour {

public UnityEvent onTouch;

u3 AudioSource.

public bool playAudioOnTouch = true;

void OnTriggerEnter2D(Collider2D collider) {

SendSignal (collider.gameObject);

b

void OnCollisionEnter2D(Collision2D collision) {

SendSignal (collision.gameObject);

b

void SendSignal(GameObject objectThatHit) {

if (objectThatHit. CompareTag("Player")) {

if (playAudioOnTouch) {

var audio = GetComponent<AudioSource>();

if (audio && audio.gameObject.activelnHierarchy) audio.Play();

b

onTouch.Invoke();

P

Teneps, umes kinacc SignalOnTouch, MoxHO 1006aBUTH TEPBYIO JIO-
BYIIIKY.
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Cokposuwye u 6b1x00

[locne ycnemHoro AoOaBiieHUs JIOBYIIKM, YOMBArONIEl THOMUKA,
caMoe BpeMmsi J0OaBUTh BO3MOKHOCTh BBIMTpATh B urpe. s atoro qob6a-
BHM JIBA HOBBIX 3JIEMEHTA: COKPOBUIIE U TOYKY BBIXOJA.

CokpoBuiile — 3TO CIIPANT Ha JTHE KOJIO/I1a, KOTOPBI 0OHApyKUBAET
KacaHW€ THOMHKA M MOCBhUIAET CUTHAN Aucnerdepy urpsl Game Manager.
Korzaa 3To nmpoucxoaut, IUcrneTyep Urpbl COOOIIAeT THOMUKY, YTO TOT yX-
BaTWJI COKPOBHIIE, IMOCTE YEro CHpalT ¢ HU300pakeHUEM IYCTOM PYyKH
THOMHUKA 3aMEHSETCS CIPaUTOM C M300paKCHUEM PYKH, yACPKUBAIOIICH
COKPOBHUIIIE.

Touka BbIXOHA — 3TO €IIE€ OJWH CIPAUT, HAXOASIIMNCSI B BEPXHEU
yacTtu konoAna. [TogoOHO cokpoBuiily, OH OOHAPYKHMBAEeT KacaHUE THOMHU-
Ka ¥ M3BEIIaeT 00 3TOM aucrerdep Urpel. Eciam B 3TOT MOMEHT THOMUK
JEPKUT COKPOBHUILIE, UTPOKY MPUCYKIAETCs Mo0ea B UTpe.

OcHOBHYIO0 pa0OTy B 3THX JBYX OOBEKTAaX BBIMOJHSIET KOMIIOHEHT
SignalOnTouch — korja rHOMUK TOCTUTAa€T TOYKHU BBIXOJA, TOJDKEH BbI3bI-
Bathcsi MeToJ; ExitReached nucnerdyepa urpel, a Korjja THOMUK KacaeTcs
COKpOBHUIIIA, TOJKEH BbI3bIBaThCa MeTo1 TreasureCollected.

CokpoBuille paboTaeT Tak MO yMOJYaHHUIO O0BeKT Treasure oTO-
OpaxkaeT CIpalT ¢ u3o0pakeHrueM cokpoBuina. Korma rHOMHUK KacaeTcs
ero, BbI3bIBaeTca Merop TreasureCollected nucnmeruepa wurpel Game
Manager 1 Ha MeCTe COKpOBHIIAa OTOOpaKAETCsl APYrol CIpalT, MOKa3bl-
BAIOIIUNA, YTO COKpOBHUIILE MOI00paHo. Korga rHoMuk morubaer, 00BEeKT
Treasure BO3BpaIlla€TCs B HCXOJHOE COCTOSIHHE M BHOBH OTOOpaKkaeT
CIpalT ¢ M300pa’KeHUEM COKPOBHIIIA.

Tak kak cMEHa CIIpalTOB B UTPe OYy/IET BHIMIOIHATHCS JIOBOJBHO Yac-
TO — BBl YO€IUTECh B 3TOM, KOT/Ia MBI 3aiiMeMCs yJIy4qIlIeHUEeM TpapuKu, —
MMEET CMBICII CO3JaTh YHUBEPCAIBHBIN KJIACC CMEHBI CIPANTOB U 3a/1€UCT-
BOBAaTh €0 B 00BEKTE COKPOBHUIIIA.

Cozpnatite HOBBIN crieHapuii Ha C# ¢ umenem SpriteSwapper.cs. Jlo-
0aBbTE B HETO CJICAYIONIUN KO/

public class SpriteSwapper : MonoBehaviour {
public Sprite spriteToUse;

public SpriteRenderer spriteRenderer;

private Sprite originalSprite;

public void SwapSprite() {

if (spriteToUse != spriteRenderer.sprite) {
originalSprite = spriteRenderer.sprite;
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spriteRenderer.sprite = spriteToUse;
i3

public void ResetSprite() {

if (originalSprite !=null) {
spriteRenderer.sprite = original Sprite;

P

Teneps MOXXHO CO371aTh U HACTPOUTH 00BEKT Treasure.

Jo6aBbTe cripaiT ¢ n3o00pakeHHeM cokpoBwuia. Jlo0aBpTe KoJLIaM-
nep s cokpoBuia. Jlo0aBbTe M HACTPOWTE ClIEHAPHUM CMEHBI CIpaiTa.
Jlob6aBbTe M HACTPOUTE KOMIIOHEHT OTIPABKH CUTHAJA B OTBET HA KaCaHHUE
JloGaBbTe M HacCTporTe KOMIOHEHT Resettable.

Jlobaenernue gpona
B Hacrosmiee BpeMsi IEeWCTBHE WTPHI pa3BOpAuMBACTCS Ha YHBIJIOM
cuHeM (¢one, 3aanHoM B Unity Mo yMoI4aHUIO.

Crou

ITepen noGapneHueM M300pa)KEHW MBI JOJDKHBI CHadaila Ompee-
JUTh WX TIOPSAJIOK B clieHe. IIpu co3maHuu JByMEpHOW WIPbl Ba)KHO, HO
WHOT/Ia OBIBA€T HEMPOCTO OOECHEUYUTh MPABUJIBLHBIA MOPSIOK OTOOpaxke-
HUS CIIPAWTOB, KOTJA OJIHU JOJDKHBI MOSBIATHCSA MOBepx Jpyrux. K cua-
cTht0, B Unity UMeeTCs BCTPOCHHOE pElICHHE, YIPOIIAKIIee ATy 3a7ady:
CJIOU COPTUPOBKHU (sorting layers).

B urpe Bcerga mpucyTcTBYET XOTS Obl OJUH CJIOW — C Ha3BaHHUEM
«Default»y. 1 Bce HOBbIE OOBEKTHI ITOMEIIAIOTCS B OTOT CJIOH, €CJIM BEI HE
YKa)eTe NHOM.

Co3zoanue gona

3aKOHYHMB CO3/IaHUE CJIOEB, MOXKHO MPUCTYNATh K KOHCTPYUPOBAHUIO
camoro ¢oHa. @oH UMEET TPU TeMbI 0(hOPMIICHHUS], @ UMEHHO KOPUYHEBYIO,
CUHIOIO U KpacHyro. Kaxkiasi Tema COCTOUT U3 HECKOIBKUX CIIPANUTOB: 3a]-
HsIsl CTeHa, OOKOBasi CTEHA U 3aTEHEHHAs BEpCHUsl OOKOBOW CTEHBI.

JlHo konooya

OcTasiock TOIBKO J00aBUTH TIOCIIEAHIOKO BEIIlb: JTHO KOJIOIIIA.

Coznaiite 00BEKT-KOHTEHHED JUIsl CIPAUTOB C M300paKCHHEM JTHA.
Jlo6aBbTe cripailT, N300paxaroliuii JHO KOJIOIIIA.
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Hacmportika kamepol

UtoObl BnucaTh OOHOBJICHHBIN (DOH B UTPY, OCTAIIOCH TOJIBKO CKOP-
PEKTUPOBATh HACTPOMKHU Kamepbl. Ham morpelyeTcs BHECTH ClEAYIOLIUE
U3MEHEHUS: BO-TIEPBBIX, KaMEPy HY>KHO HACTPOUTH TaK, YTOOBI UTPOK MOT
BUJIETh BECh YPOBEHb Ha BCIO MIUPHHY, & BO-BTOPBIX, HEOOXOIUMO U3MeE-
HUTH CLIEHApUM, OTPAaHUYUBAIONINI MepeMeIlleHre KaMephl, YTOObI yuecThb
WU3MEHUBIIMECA pa3Mepbl YpoBHS. s HACTPOMKHM Kamephl BbI- MOJHHUTE
CIEYIOIINUE JECUCTBUA.

H3zmenume pazmep kamepbi.
W3MeHnTe orpaHnyueHusi, BIHSIOMINE HA TTIO3ULIMOHUPOBAHNE KAMEPHI.

38yKu

[Tonxmouute 3Byk Death By Static Object k HOBOMYy KOMITOHEHTY
Audio Source. Cuu- mute dunaxku Loop (beckoneuno) u Play On Awake
(ITpourpsiBaTh aBTOMaTHYECKH ).

[Iporectupyiite urpy.

3.2. Co3nanue TpeXMEpPHO MIPHI

MeTeopUTHBIN T0K/Ib — TPEXMEPHBIM KOCMAYECKUNA cUMYJATOp. Mr-
pBI ATOTO BHUJIa OBUIH TIOMYJISIPHBI B cepeaune 1990-x, korna CuMymsiTOphI,
takue kak Star Wars: X-Wing (1993) u Descent: Freespace (1998), nanu
UTPOKaM BO3MOXXHOCTh CBOOOJIHO TIEPEMEIAaThCsi B OTKPBITOM KOCMOCE,
YHUYTOKATh BParoB U B3pbIBaTh MPOCTPAHCTBO. Mrpbl TaKOro TUNa O4€Hb
OJIM3KM K CUMYJISITOpaM MOJIETOB, HO TaK KaK HUKTO HE OXHUIAET peaiu-
CTUYHOU peanu3aiuu (U3UKH T0JIeTa, pa3paOOTYMKHA UTP MOTYT IO3BO-
JUTH cebe O0IbIIe COCPEIOTOUYNTHCA Ha UTPOBBIX aCMEKTax.

IIpoexmupoeanue uepuol

[Ipuctynas Kk NpOEKTUPOBAHUIO UTPHI, Mbl JOJKHBI ONPEEIUTh He-
CKOJIBKO KJIFOUEBBIX OTPAaHUYECHUM.

CeaHc Urpsl HE TOJKEH MPEBBIIATH apbl MUHYT.

DneMEeHThI YIPABICHUS TOJKHBI ObITh OUYEHb IPOCTHIMU U BKJIIOYATh
TOJIBKO 3JIEMEHTHI YIIPABJICHUS «IIEPEMEIICHUEM» U «CTPEIbOO0I».

Urpox 1omkeH pemarh HECKOJIBKO KPaTKOCPOUYHBIX 3a/a4, a HE OJHY
0ompinyt0. To ecTh OH JTOJKEH BECTH 0O C HECKOIBKUMH MEIKUMH Bpa-
ramu.
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Cyena

Haunem ¢ moarotoBku ciieHsl. Mbl co3naauM HOBBIHN mpoekT Unity, a
3aTeM J00aBUM KOCMHUYECKHI KOpaOlib, CIIOCOOHBIN JIETaTh B Mpejeliax
CIICHBI.

Kopabnw

Cam o0wekT Ship, npeacTaBpiIstoOmMi KOCMUYECKUN KOpabiib, Oyer
HEBUJIUMBIM OOBEKTOM, COJEpIKAIlUM TOJBKO CIIEHApUHU; K Hemy Oymer
MOAKTIOYEHO MHOKECTBO JOUEPHUX OOBEKTOB, PEIIAIOIIUX OMPEICICHHBIC
3a1aun 0TOOpaXEHUs Ha dKpaHe.

Cosznaiire 00bexT Ship. Teneps g00aBUM Mojens Kopadis. Jlo0aBb-
Te B Kopabsb komroHeHT Box Collider. /lo6aBbte crienapuii ShipThrust.

3atem otkpoiite (aitn ShipThrust.cs u 106aBbTE B HETO CIIETYIOIINMA
KOJI:

public class ShipThrust : MonoBehaviour { public float speed = 5.0f;

void Update () {

var offset = Vector3.forward * Time.deltaTime * speed;

this.transform. Translate(offset);

i}

[Iporectupyiure urpy.

Kocmuueckaa cmanyus

[Iponiecc co3manust KOCMUYECKOU CTAaHIMU, KOTOPOM YTPOXKAKOT Jie-
TAIIUE aCTEPOUbI, UJIET MO TOMY K€ IIa0JIOHY, YTO U MPOIIECC CO3/IaHUS
KOpaOJIsi: MBI TIOJDKHBI CO37IaTh IMyCTON MUTPOBON OOBEKT M TOAKIIOYUTH K
HeMy Mojienb. OJIHaAKO KOCMHMYECKasl CTaHIUSI BCE K€ HEMHOTO IPOIIe
KOCMHUYECKOTO KOpalJisi, MOTOMY YTO OHAa HUKYJa HE JBMXKETCS: OHA OCTa-
€TCsl Ha MECTE U TMOABEPraeTcs yJaapam acTepouJoB. BeimonHure ciemyro-
IMe ACUCTBUS ISl €€ CO3AaHusl.

Co3znaiite KOHTEHEp 1J11 KOCMUYeCcKOM cTaniuu. JlobaBbTe MOJIEIb B
KauecTBe J10YepHero oobekTa. COPOChTE MECTOIMOIOKEHUE O0OBEKTA MOJICTU
Station. Beioepute 00bEKT MOJCIHM U PAaCKPOMTE €ro, 4ToObl YBUIETH Iepe-
YeHb JIOYEPHUX OOBEKTOB. MOMENb CTaHIIMM COCTOWT W3 HECKOJIBKUX IIO-
BEPXHOCTEH (Meliiel); riaaBHas u3 HUX — ¢ iMeHeM Station. Beibepure ee.

Hebo

B Hacrosiee BpeMs B ITPOCKTE IO YMOJTYAHUIO HCIIOIB3YeTCs CKaki-
OOKC, MpeaHa3HAYCHHBIA ISl UTP, COOBITHS B KOTOPHIX Pa3BHUBAIOTCS Ha
MIOBEPXHOCTH TUIAHETHI. 3aMeHa €Tr0 Ha CKaHOOKC, CITeMAIbHO MpeTHa3Ha-
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YEHHBIN IS U300paKe€HUsI KOCMHUYECKOI0 IMPO CTPAHCTBA, COBEPIICHHO
HeoOXOouMa JJIs1 CO3/1aHUs TPABHIIBHOTO BOCIIPUATHS UTPHI.

B600 u ynpasnenue nonemom

Beoo

B 10U urpe npucyTCTBYIOT JBa YCTPOMCTBA BBOJA: BUPTYAJIbHbBIN
JKOMCTHUK, MO3BOJISIONIMNA UTPOKY YIPABISATh HAIMPABICHUEM IIOJETA KO-
palbiisi, U KHOIKA, CUTHAJIU3UPYIOIAasi O MOMEHTaX, KOrja IOJIb30BaTelb
BEJIET CTPENIbOY U3 JA3€PHBIX ITyLIEK.

Jlobasnenue oxcoticmuxa

Haunewm c¢ co3panusa mxounctuka. J{KOUCTUK COCTOUT W3 JBYX BHU]IH-
MBIX KOMIIOHEHTOB: OOJIBILIOTO KBaJpaTa «KOHTAKTHOM MaHENH» B JIEBOM
HUKHEM YTIy XOJICTa U MaJIEHbKOM «IUIOIIAJIKM» B LIEHTPE 3TOro KBajpa-
ta. Kora moip30BaTenb moMemnaeT majel] B TPaHUIbl KOHTAKTHOM TTaHeH,
JOKOMCTHK MEHSIET CBOE MECTOIOJIOKEHHE TaK, YTOOBI TUIOMIaJKa OKa3a-
Jach TOYHO IO TIAJBIIEM W OJTHOBPEMEHHO B IeHTpe maHenu. Korma moms-
30BaTeNb OyAeT ABUTATh MalbIleM, BMECTEe C HUM OyJEeT IBUTaThCs ILIO-
maaka. YtoObl MPUCTYNUTh K CO3AAaHUIO CUCTEMBI BBOJIA, BHITIOJIHUTE CJIe-
TYIOIIHUE JECUCTBUA.

Co3znaiite KOHTaKTHYIO MaHelnb. [[00aBbTe M300pakeHNEe B KOHTAKT-
Hyto nanens. Co3naiite Mmiomaaky s naibla.

HoOasbTe cuenapuii VirtualJoystick.

OTkpoiiTe ¢aiina 1 100aBbTE B HETO CIEAYIOMINNA KOI:

using UnityEngine.EventSystems;

using UnityEngine.UlI;

public class VirtualJoystick : MonoBehaviour, IBeginDragHandler,
[DragHandler, IEndDragHandler {

public RectTransform thumb;

private Vector2 originalPosition;

private Vector2 original ThumbPosition;

public Vector2 delta;

void Start () {

originalPosition

= this.GetComponent<RectTransform>().localPosition;  original-
ThumbPosition = thumb.localPosition;

thumb.gameObject.SetActive(false);

delta = Vector2.zero;

j
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public void OnBeginDrag (PointerEventData eventData) {

Vector3 worldPoint = new Vector3(); RectTransformUtil-
ity.ScreenPointToWorldPointInRectangle(this.transform as  RectTrans-
form, eventData.position, eventData.enterEventCamera,out worldPoint);

this.GetComponent<RectTransform>().position

= worldPoint;

thumb.localPosition = original ThumbPosition;

§

public void OnDrag (PointerEventData eventData) {

Vector3 worldPoint = new Vector3(); RectTransformUtil-

ity.ScreenPointToWorldPointInRectangle(this.transform as RectTrans-
form, eventData.position, eventData.enterEventCamera,out worldPoint);

thumb.position = worldPoint;

var size = GetComponent<RectTransform>().rect.size; delta =
thumb.localPosition;

delta.x /= size.x / 2.0f; delta.y /= size.y / 2.0f;

deltax = Mathf.Clamp(delta.x, -1.0f, 1.0f); deltay =
Mathf.Clamp(delta.y, -1.0f, 1.0f);
b

public void OnEndDrag (PointerEventData eventData) {
this.GetComponent<RectTransform>().localPosition

= originalPosition;
delta = Vector2.zero;
J

§

UtoOBI 3aBepIIUTh CO3aHUE CHUCTEMBI BBOJA, BBITIOJHUTE CIECAYIO-
e JeCTBUSL.

Hacrpoiite 1K0oNCTHK.

IIporecTupyire IKOUCTUK.

Jlucnemuep 6600a

Tenepb, 3aKOHYMB HACTPOMKY JKOMCTHKA, OPraHU3yEM IIepenady
uH(dOpMaIUU OT JHKOUCTUKA KOCMUYECKOMY KOpPaOJIto, 4TOOBI TOT MOT U3-
MEHSITh HallpaBJICHUE MOJIETA.

Mp1 Moriu Obl HANPsIMYIO CBSI3aTh KOpaOib C JKOMCTUKOM, HO BO3-
HUKaeT ofHa npobsema. B nponecce urpbl Kopadib MOXET ObITh YHUUTO-
KEH, U OyJIeT co3JjaH HOBBIN KOpabyib. UTOOBI Takoe CTajao BO3MOXKHBIM,
KOpaliIb NpUAETCS IPEBPATUTh B MIA0JIOH — B 3TOM CJIydae JUCIETYEp Ur-
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phl CMOXET CO37aTh MHOXECTBO €ro komui. OmHaKo 1m1a0jJoHbl HE MOTYT
CChLIAThCS HA OOBEKTHI B CIIEHE, TO €CTh BHOBb CO3JIJaHHBIN 00BEKT KOpad-
7151 He OyJE€T UMETh CCHUIKU Ha JIKONUCTUK.

Jlydmiee perieHre — co3iath 00BEKT-OJIMHOUKY (singleton) mucmer-
yepa BBOJIa, BCErla MPUCYTCTBYIOIINMI B CIIEHE U BCErla UMEIOIIUN JOCTY
K JDKOMCTHUKY. Tak Kak 3TOT OOBEKT He SABISETCS dK3EMILIIPOM I1a0JIoHa,
HaM He TPHUIETCA OCCIIOKOUTHCS O TIOTEPE CChUIKU MpH ero co3maaHuu. Ko-
raa OyJeT co3aaBaThCsi HOBBIA KOpabJib, OH CMOXET HMCIOJIb30BaTh JHUC-
neTyep BBOJA (JIOCTYIHBIA MPOTPAMMHO) JJIsl OJIyYeHUsI UH(POPMAIIUU U3
JDKOMCTHUKA.

Cozpnatite cuenapuit Singleton. Co3naiite HOBBIN crieHapuii Ha C# ¢
UMEHEM

Singleton.cs B manke Assets. OTkpolTe ATOT (Qailji 1 BBEIUTE Clie-
JTYFOLIUN KOM:

// DTOT KJIacC MO3BOJSIET APYTUM OOBEKTAM CChUIAThCS HA €JIMHCT-
BEHHBIN

// oOmuii o0bekT. Ero wucnons3yror kiaccel GameManager wu
InputManager.

// UToOBI BOCTIONB30BATHCS ATUM KJIACCOM, YHACIEAYHTE €ro:
// public class MyManager : Singleton<MyManager> { }

// Tloce 3Toro Bel CMOXeETe 00paniaThCs K €IMHCTBEHHOMY O0IIEMY
// AK3eMILISIPY KJlacca Tak:
// MyManager.instance.DoSomething();

public class Singleton<T> : MonoBehaviour where T : MonoBehav-
iour {

// EXUHCTBEHHBIA SK3EMILISAP 3TOrO Kjacca.

private static T _instance;

// Meton noctyna. [Ipu nepBoMm BbI30BE HACTpauBaeT _instance.
// Ecnin TpeOyeMblii 00BEKT HE HAWJIEH,

// BBIBOJUT COOOIIIEHNE 00 OITMOKE B KypHAJL.

public static T instance { get {

// Ecniu cBOMCTBO _instance e1ie He HaCTPOEHO..

if (_instance == null)
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// ...IONBITAaTHCS HAUTU OOBEKT.
_instance = FindObjectOfType<T>();

// 3anucath cooOieHrne 00 OmMOKe B cliydyae HeYylauu.
if (_instance == null) {

Debug.LogError("Can't find "

+ typeof(T) + "!I");

h

b

// BepHYTb 3K3eMIUTSAP IS UCTIOJIH30BAHU !
return _instance;

h
h
h

Cosznaiire aucnerdep BBoga. Co3maiiTe HOBBIM ITyCTOM UTPOBON 00B-
eKT ¢ umeHeM Input Manager.
public class InputManager : Singleton<InputManager> {

// JI>KOWCTHUK, UCTIONB3YEMBIH JIJIsl yIIpaBIEHUS KOpaliaeMm.
public VirtualJoystick steering;

Hactpoiite nucneruep BBoA.

Ynpaenenue nonemom

B naHHBIT MOMEHT KOpaOJb MOKET JBUTATHCA TOJIBKO BHepea. Yrto-
Obl U3MEHUTH HAIPABJICHUE IBIKECHUS KOPAOJisl, Mbl JOJDKHBI U3MEHUTH
€ro HampaBJieHUE «Brepen». s aToro Mel OyaeM u3BiIeKaTh WH(popMa-
I[MI0 U3 BUPTYAJIbHOTO JHKOMCTUKA U B COOTBETCTBUU C HEW U3MEHSTH OpU-
EHTaINI0 KOpalJsi B MPOCTPAHCTRE.

B kaxxnmoMm kanpe kopalib UCTONIB3YET HaIpaBieHUE, ONPEACIsieMOoe
JHUKOMCTHKOM, U 3HAYEHUE, 33/1al0IIee CKOPOCTh TOBOPOTA KOPAOIIsi, YTOOBI
MOJIYYUTh HOBYIO BEJIMUYMHY IMOBOPOTA. 3aTeM 3Ta HHPOpMAIIUs 00beIUHS-
€TCsl C TeKyIleld OpUeHTalMeil Kopalis, U B pe3ysibTaTe MOJIy4aeTcs €ro
HOBOE HAIPABJICHUE «BIIEPEI.
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JHoOaBbTe cuenapuii ShipSteering. Bribepure o0wvexkt Ship u no-
O0aBbTe HOBBIN ciieHapuil Ha C# ¢ umeneM ShipSteering.cs. OTkpoiiTe daiin
U 100aBbTE CIEIYIOMINI KO/

public class ShipSteering : MonoBehaviour {

public float turnRate = 6.0f;

public float levelDamping = 1.0f; void Update () {

var steeringlnput = InputManager.instance.steering.delta;

var rotation = new Vector2();

rotation.y = steeringInput.x; rotation.x = steeringlnput.y;

rotation *= turnRate;

rotation.x = Mathf.Clamp(

rotation.x, -Mathf.PI * 0.9f, Mathf.PI * 0.9f);

var newOrientation = Quaternion.Euler(rotation);

transform.rotation *= newOrientation;

var levelAngles = transform.eulerAngles; levelAngles.z = 0.0f;

var levelOrientation = Quaternion.Euler(level Angles);

transform.rotation = Quaternion.Slerp( transform.rotation, levelOri-
entation, levelDamping * Time.deltaTime);

i}

[IporecTupyure yrpaBicHHUE.

Co3z0anue s1eMeHmo8 Nolb308aAMENbCKO20 UHmepgelica

JInst Havana co3gaauM OOBEKT BHYTPH XOJICTa, KOTOPBIA Oyner neu-
CTBOBATh KaK KOHTCHHEDP JIJIs BCEX MHIAMKATOPOB. 3aTeM MBI CO3/IaIUM HH-
JTUKATOP ¥ TIPEBPATHM €TO B ITIA0JIOH 111 MHOTOKPATHOTO MCITOJIH30BaHMSI.

Ho6aBbTe ko1. Jlo6aBbTE B 00BEKT mpoToTHIia Indicator HOBBINM clie-
Hapuii Ha C# ¢ umeHnem Indicator.cs u BBeAUTE B HETO CIACAYIONINNA KOJI:

using UnityEngine.UI;

public class Indicator : MonoBehaviour {

public Transform target;

public Transform showDistanceTo;

public Text distanceLabel;

public int margin = 50;

public Color color { set {

GetComponent<Image>().color = value;

b
get {
return GetComponent<Image>().color;

i}
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void Start() {
distanceLabel.enabled = false;
GetComponent<Image>().enabled = false;

b
void Update()

{

if (target == null) { Destroy (gameObject); return

;

if (showDistanceTo != null) {
distanceLabel.enabled = true;

var distance = (int)Vector3.Magnitude(
showDistanceTo.position - target.position);

distanceLabel.text = distance.ToString() + "m"

} else {
distanceLabel.enabled = false;

j

GetComponent<Image>().enabled = true;
var viewportPoint =

9

Camera.main.WorldToViewportPoint(target.position);

if (viewportPoint.z < 0) {

viewportPoint.z = 0;

viewportPoint = viewportPoint.normalized;

viewportPoint.x *= -Mathf.Infinity;

}

var screenPoint
era.main.ViewportToScreenPoint(viewportPoint);

Cam-

screenPoint.x = Mathf.Clamp( screenPoint.x,margin,Screen.width -

margin * 2);

screenPoint.y = Mathf.Clamp( screenPoint.y,margin,Screen.height -

margin * 2);

var localPosition = new  Vector2();

RectTransformUtil-

ity.ScreenPointToLocalPointInRectangle(transform.parent. GetComponent
<RectTransform>(), screenPoint,Camera.main,out localPosition);
var rectTransform = GetComponent<RectTransform>(); rectTrans-

form.localPosition = localPosition;

i}
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B HacTpolike MHIUKATOPOB OCTAJOCh BBIMIOJHUTH OJIUH 3aKJIFOUH-
TENbHBINA Iar. 3aBepIIMB CO3/IaHUE MPOTOTHUIIA MHIWKATOPA, €r0 HYXHO
npeoOpa3oBaTh B MIAOJIOH.

[ToakmrounTe HAAMUCh, OTOOpAXKAIOIIYIO paccTosiHUE. [lepetammre
nouepHuit 00bekT Text B mosne Distance Label.

[Ipeobpazyiite npotoTun B madioHHbIH 00BeKT (prefab). Ileperaru-
Te 00BbekT Position Indicator B manens o0o3peBartens mpoekTa. B pe3ynbra-
Te Oy/AeT co3AaH HOBBIM 1IaOMOHHBIA 00BEKT (prefab), uCnob3ys KOTOpPHIit
MOJKHO CO3/1aTh MHOKECTBO MHIUKATOPOB BO BPEMSI BHITIOJTHEHHSI.

lobasnenue opyrcus u npuyenueanusl

Teneps, peann3oBaB ynpaBieHHE KOCMUYECKUM KopabiieM, 100aBUM
B OOIIYI0 KapTUHY €lle OJUH UrpoBoil anemeHT. CHayana Mbl 100aBUM
OpYyXHe, a MOCJE ATOTO PEATU3YEM MEXAHU3M MPULICITUBAHUS.

Opyorcue

Kax et pa3, korga urpok NpuBOJUT B AEUCTBUE OPYKUE, JIA3CPHBIC
MYIIKA KOCMUYECKOT0 KOpalJisi BEICTPEIUBAIOT IIapaMHU IJ1a3Mbl, KOTOPBIE
JETAT BIIEpE, MOKa HE MOpa3iaT KaKyko-Iu0o0 1elb W HE UCTEUET BpeMs
uX cymiecTBoBaHus. Eciu mia3MeHHBIN map momnajgaer B KaKol-T0 00BEKT
U OTOT OOBEKT MOXKET MOIYYUTh MOBPEXKACHUE, HHPOPMAIIUS O TIOTaIaHUH
JOJIKHA TIepeaBaThCsl TAKOMY OOBEKTY.

PeanuzoBaTh 3TO MOXKHO, CO37aB OOBEKT C KOJUIAAEpOM, KOTOPBIM
JBUKETCA BIIEpE]] C ONPENEIEHHON CKOPOCThIO (IMTOAOOHO KOCMHUYECKOMY
Kopabiiro). EcTh HECKOJBKO BapHAHTOB OTOOpaKCHHWsSI CHaps/ia — MOXKHO
CO3/1aTh TPEXMEPHYIO MOJICNIb PAKEThI, UCIOJIb30BaTh 3P (PEKT YACTUIL] WIIH
CITPAWT.

st oToOpakeHWs CHapsia Mbl HCIIOJNB3yeM Bu3yanuzatop Trail
Renderer. DToT BU3yanu3aTtop co3daeT MOCTENEHHO HMCUE3aloUIuil CBETS-
IIUNCS CJIe/, OCTABISIEMbIA NBUKYIIMMCI OOBEKTOM. IDTOT 3(P(DEKT oco-
OCHHO XOPOII JIJIsi MIPEJCTABICHUSI TAKUX JIBUKYIIUXCS OOBEKTOB, KaK Ka-
YAIOIIUECs KIMHKY WIH JICTSIIUE CHAPSIBI.

Cozparite cHapsa. Jlo6aBeTe crieHapuit Shot. J[o6aBbTe B OOBEKT
HOBBIN cueHapuii Ha C# ¢ mmenem Shot. Otkporite daiin Shot.cs u mo-
0aBbTE B HET'O CJICAYIOIIUH KO/

public class Shot : MonoBehaviour {

public float speed = 100.0f;

public float life = 5.0f;

void Start() {
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Destroy(gameQObject, life);

b

void Update () {

transform. Translate(

Vector3.forward * speed * Time.deltaTime);

i}

Opyoicue kopabis

UToOBI UTPOK CMOT OTKPBITH OTOHb M3 JIA3€PHBIX MYyIIEK KOpalis,
MBI JIOJDKHBI TPETyCMOTPETh KAaKOW-TO MEXaHHW3M CO3JIaHHsI OOBEKTOB
Shot. Mexanuka cTpenbObl U3 JIa3epHBIX MYIHIEK HEMHOTO CIIOKHEE, YeM
IPOCTOE BHIOpACHIBAHHWE CHApsa, KOrjJa WIPOK HaxkuMmaeT KHomky Fire
(OroHb); HaM HYXHO, YTOOBI CHAPSbl BBUIETAIN C MOCTOSHHON YaCTOTOM,
KOI'/Ia UTPOK HAXKUMAET U yACPKUBACT KHOTIKY.

B Takux ciaydasx HEOOXOIUMO TaKKe PelInTh, Kak OyIyT BRICTPEIH-
BaTbCsl CHapsiAbl. MOYKHO BBICTpPENHMBAThH JBa CHapsa cpa3sy ¢ 00eHux CTo-
POH WJIH TTONIEPEMEHHO — TO CJIEBA, TO CIIpaBa.

Jo6aBbTe crieHapuit ShipWeapons B 00bekT Ship. Beioepure 00bekT
Ship, no6aBbTe HOBBIN clieHapuii Ha C# ¢ umeHem ShipWeapons.cs 1 BBe-
JIATE B HETO CIICAYIOIINN KO/

public class ShipWeapons : MonoBehaviour {

public GameObject shotPrefab;

public Transform[] firePoints;

private int firePointIndex;

public void Fire() {

if (firePoints.Length == 0) return;

var firePointToUse = firePoints[firePointIndex];

Instantiate(shotPrefab, firePointToUse.position, firePoint-
ToUse.rotation);

firePointIndex++;

if (firePointIndex >= firePoints.Length) firePointIndex = 0;

iy

Knonka «Firey

Ternepb 100aBUM KHOIIKY, KOCHYBIITUCh KOTOPOW IMOJIb30BaTEIb MO-
KET OTKPBITH OTOHb U3 OPYKHUs KOpalJs U MPEKPATUTh €0, OTIYCTUB Tia-
JIELL.
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Bot kak Oyner paboTtaTh AucHeTYep BBOJA: TaK KaK B KaKJIbIH KOH-
KPETHBI MOMEHT BPEMEHU B UTpPe OyAET TOJIBKO OJUH KOpadib, TO OyAeT
IPUCYTCTBOBATh TOJBKO OAWH 3K3eMIursip ShipWeapons. B MoMeHT mosiB-
nenusi cueHapuit ShipWeapons OyAeT moiydaTbh CCBUIKY Ha OOBEKT-
OJIMHOYKY IHUCIIETYEpa BBOJA M COOOIIATh €My, UYTO SBJISICTCS TEKYIIUM
cueHapuem ShipWeapons. Jlucnetdep BBOJa 3allOMHHUT 3TO U OyAET HC-
M0JIb30BATh CLIEHAPUN KaK YacTh CUCTEMBI CTPEIbOBI.

Haxkownen, kHonka Fire Oyaer mogkitodaThcs K OOBEKTY JUCTIETYEPa
BBOJIa W TIOCHUIATh €My CHUTHAJ «OTOHb OTKPBHIT» B MOMEHT KacaHUs €e
M0JI30BATEIEM W CHUTHAJ «OTOHBb MPEKpaIleH», Korja MoIb30BaTes yoe-
peT maner ¢ KHonku. Jlucrneruep BBoja OyAeT mepeaaBaTh 3TU COOOIICHUS
Tekymemy crieHaputo ShipWeapons, Omarogaps demy TOoT OyaeT BECTH
OTOHb.

CHauana peayiu3zyeM NOAJEPKKY PErHCTpPalliU TEKYIIETO dK3EMILIs-
pa ShipWeapons B kinacce InputManager; 3atrem po00aBUM KOJ B
ShipWeapons, KOTOpBIil perucTpupyeT ClueHapui Kak TEKyIIUid B MOMEHT
MOSIBJICHUS W aHHYJIUPYET PETUCTPAIlI0, KOTJa KOMIIOHEHT YAalsaeTCs
(xorma kopalJib pa3pyliiaeTcs).

JloOaBbTEe B ClieHapui AMCIETYEepa BBOAA YIPaBJICHUE CIICHAPUEM
ShipWeapons, BKJIIOYHB CIEAYIOIIME CBOMCTBA M METOJBI B KJacc
InputManager:

public class InputManager : Singleton<InputManager> {

public VirtualJoystick steering;

public float fireRate = 0.2f;

private ShipWeapons currentWeapons;

private bool isFiring = false;

public void SetWeapons(ShipWeapons weapons) {

this.currentWeapons = weapons;

b

public void RemoveWeapons(ShipWeapons weapons) {

if (this.currentWeapons == weapons) {

this.currentWeapons = null;

%

public void StartFiring() {

StartCoroutine(FireWeapons());

b

[Enumerator FireWeapons() {

isFiring = true;

while (isFiring) {
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if (this.currentWeapons !=null) {
currentWeapons.Fire();

}

yield return new WaitForSeconds(fireRate);
5y

public void StopFiring() {

isFiring = false;

i}

Jlanee Ham Hy»XHO peanu3oBath B ShipWeapons B3auMoJIeliCTBUE C
JTUCIIETYEPOM BBOA, J0OABUB CIICIYIONIME METOAbI B Ki1ace ShipWeapons:

public class ShipWeapons : MonoBehaviour {

public GameObject shotPrefab;

public void Awake() {

InputManager.instance.SetWeapons(this);

)

public void OnDestroy() {

if (Application.isPlaying == true) {

InputManager.instance

.RemoveWeapons(this);

Iy

public Transform[] firePoints;

private int firePointIndex;

public void Fire() {

if (firePoints.Length == 0) return;

var firePointToUse = firePoints[firePointIndex];

Instantiate(shotPrefab, firePointToUse.position, firePoint-
ToUse.rotation);

firePointIndex++;

if (firePointIndex >= firePoints.Length) firePointIndex = 0;

i}

Teneps cozmanum kHONKY Fire, mpeanuchIBaollyr0 IUCIETYEPY
BBOJIa OTKPBITH WJIM MPEKPATUTh OTOHb. Tak Kak HaM TpeOyeTcsl 3BeIaTh
JYCTIeTYep BBOJA O HAadalle U KOHIIE YIEpKaHUS KHOIKH, Mbl HE MOXEM
HCIIOJIB30BaTh CTAHIApPTHOE MOBEJICHHUE, KOT/1a KHOIMKA MOChUTIAET CO00IIe-
HHE TOJIBKO TOCJIE «IIeJTuKay. BMECTO 3TOro Jj1si OTIPaBKU OTJEIbHBIX CO-
obmennit Pointer Down u Pointer Up Ham MoHamoO0UTCS MCIOJIB30BaTh
koMmnoHeHThl Event Trigger.
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CHauana co3gaiite camy kHomky. [laiiTe HOBOUl kHomke umsa Fire
Button. YcraHoBuTE TOYKM NPHUBSA3KKA M OMOPHYIO TOYKY KHONKH CIIpaBa
BHHU3Y.

Acmepouowt u nogpesicoerus

Acmepoudvi

Ceifyac y Hac ecTh KOpalOJib, JETAIINN B KOCMOCE, HHIUKATOPBI HA JK-
paHe, a TaK)K€ MBIl MOKEM TIPHUIICIIUBATHCS U CTPEIIATh U3 JIA3ePHBIX IMYIICK.
EnuHCTBEHHOE, Yero y Hac HET, — 3TO OOBEKTOB Il CTpeabOnl. [Ipumiio
BpEMsI UCIPABUTh 3TO ymylieHHWE. MBI cO34aiuM acTepPOU[IbI, HE OYCHD
OoJpIIIEe, HO CIOCOOHBIC JIeTaTh. Takke MbI I0OABUM CHCTEMY, CO3/Ial0-
IIYIO 9TH aCTEPOU bl U HAMPABIISAIONIYIO UX K KOCMUYECKOM CTAHIUH.

CHavana co3maauM npoTotun actepousia. Kaxasiii acrepous; OyaeT
COCTOSITh U3 JIBYX OOBEKTOB: 00bEKTa BEICOKOYPOBHEBOW aOCTpPAKIIMH, CO-
JIepIKaIero KoJuiaiiep U BCI0 HEOOXOUMYIO JIOTHKY, M JTOTIOTHUTEIIHHOTO
«rpaduuecKoro» O0BEKTa, OTBEUAOIIETO 32 BU3YaJIbHOE IMPECTaBIICHUE
acTepouia Ha YKpaHe.

Cozpnaiite 00bekT. JloO0aBbTE B HETO MOJENb actepouia. JlobaBbTe B
o0BekT Asteroid TBepaoe Teno u chepudecKkuil Koutaiaep. 3aTeM CHUMHU-
Te ¢uaxkok Use Gravity B komrnonente Rigidbody u ycranoBute pamuyc
ceprueckoro KoJuiaiaepa paBHbIM 2.

Jlo6aBbTe crieHapuii Asteroid. [lo6aBbTe B UTpOBOI 00BeKT Asteroid
HOBBIN clieHa- puil Ha C#, naiite emy ums Asteroid.cs U BBEIUTE B HETO
CIEIYIOLINN KOA:

public class Asteroid : MonoBehaviour {

public float speed = 10.0f;

void Start () {

GetComponent<Rigidbody>().velocity= transform.forward * speed;

var indicator = IndicatorManager.instance.AddIndicator(gameObject,
Color.red);

i}

Co3zoanue acmepoudos

Tenepb, NOMYyYUB NEUCTBYIOIIUM aCTEPOUJl, Mbl MOXKEM MEPEUTH K
peanu3ali CUCTEMBI CO3JJaHUS aCTEPOUTIOB. DTO OOBEKT, MEPUOANUECKU
co3aroluii HOBble 0OBEKTHI ACTEPOUJIOB M 3aIyCKAIOIIMUMA UX K Lenu. Ac-
Tepouibl OyAyT CO3/aBAThCs B CIyYaHBIX TOYKAX Ha MOBEPXHOCTH HEBU-
TUMOM cdepbl U HACTPaMBaThCs TaK, YTO UX HAIPABJICHUE «BIEpem» OyIeT
HalleJIEHO Ha 00BeKT B urpe. Kpome Toro, cucrema co3gaHusi acTEpOUIOB
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OyJleT HCMOJIb30BaTh OJHY M3 Bo3MoxkHOcTeld Unity moja Ha3zBaHUEM
Gizmos, MO3BOJSIONIYI0 OTOOpa)XaTh MOMOJHUTEIbHYIO HH(OpPMAILUIO B
MIPEACTABICHUU CIEHBI IS BU3yadu3alud O00beMa KOCMHYECKOTO MpPO-
CTPaHCTBA, B KOTOPOM TOSIBIISIOTCSI aCTEPOUIBI.

[IpeobOpa3yiite actepoua B mabnoH. Co3maiite 00bekT Asteroid
Spawner. Jlanee nmo0aBbTe HOBBIM cleHapuidi Ha C# ¢ HMeHEM
AsteroidSpawner.cs ¥ BBEIUTE B HETO CICAYOIINHN KOJI:

public class AsteroidSpawner : MonoBehaviour {

public float radius = 250.0f;

public Rigidbody asteroidPrefab;

public float spawnRate = 5.0f; public float variance = 1.0f;

public Transform target;

public bool spawnAsteroids = false;

void Start () {

StartCoroutine(CreateAsteroids());

}

IEnumerator CreateAsteroids() {

while (true) {

float nextSpawnTime= spawnRate + Random.Range(-variance, vari-
ance);

yield return new WaitForSeconds(nextSpawnTime);

yield return new WaitForFixedUpdate();

CreateNewAsteroid();

Iy

void CreateNewAsteroid() {

if (spawnAsteroids == false) { return;

b

var asteroidPosition = Random.onUnitSphere * radius;

asteroidPosition.Scale(transform.lossyScale);

asteroidPosition += transform.position;

var newAsteroid = Instantiate(asteroidPrefab);

newAsteroid.transform.position = asteroidPosition;

newAsteroid.transform.Look At(target);

b

void OnDrawGizmosSelected() {

Gizmos.color = Color.yellow;

Gizmos.matrix = transform.localToWorldMatrix;

Gizmos.DrawWireSphere(Vector3.zero, radius);

j
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public void DestroyAllAsteroids() {
foreach (var asteroid in FindObjectsOfType<Asteroid>()) { Destroy
(asteroid.gameObject);

P

Hanecenue u nonyuenue nospesrcoenuii

Teneps kopabiib MOXKET J€TaTh BOKPYI KOCMUYECKOW CTaHIMHU U
MEXIy acTepouJaMH, JIETAIIMMU K HEHW, HO BBICTPEIMBAEMbIE HUIPOKOM
mapsl I1a3Mbl PaKTUYECKH HE MPUYHUHSIOT HUKAakoro Bpeaa. Ham HyxHO
N00aBUTh BO3MOYKHOCTh HAHECEHHUSI U TTOJTYyUYEHHSI IOBPEKIACHUN.

Kakue-To 00beKThl OynyT CIOCOOHBI TOJyYaTh MOBPEXKICHUS, Ka-
KHE-TO — HAHOCUTh MOBPEKJCHHUS. A HEKOTOphIE, HAIPUMEDP, aCTEPOUIbI,
OyIyT crOCOOHBI Ha TO W Ha JPYroe — OHU MOTYT MOJIy4aTh MOBPEKICHUS
OT TOMAaJaHMs IIAPOB IIa3Mbl, a TAKXE€ MOTYT HAHOCUThH TMOBPEKICHUS
00BEKTaM, CTAIKUBAIOIIMMCS C HUMHU, TAKUM KaK KOCMUYECKasi CTAHIIUSI.

YtoObl peanu3oBaTh 3TO, Mbl CO3/1aJJUM JBa OTAEJIbHBIX CIIEHApHS:
DamageTaking u DamageOnCollide.

Cuenapuii DamageTaking KOHTpOJIMpPYET OUKHU IETOCTHOCTH O0BEK-
Ta, K KOTOPOMY OH MOJKJIIOYEH, W YIaJIeT OOBEKT W3 UIPbI, KOTJa 3TO
yucio pocturaet Hyms. Cuenapuit DamageTaking Taxske skcropTupyet
meron TakeDamage, xoTopblii OyJeT BBI3BIBATHCS JIPYTUMH OOBEKTAMHU
JUTSl HAHECEHUS TTOBPEXKACHUH.

Cuenapuit DamageOnCollide BrinosiHsieTcs, Korjaa 00beKT, K KOTO-
pOMY OH MOAKJIO- YE€H, CTAJIKHUBAETCS C JIOOBIM APYrUM OOBEKTOM WIH
BXOJHUT B 00JaCTh JEWCTBUS Tpurrepa. Eciin 0ObEKT, ¢ KOTOPBIM CTAJIKU-
BaeTCs JaHHbIA O00BEKT, mMeeT KommoHeHT DamageTaking, cuenapwmii
DamageOnCollide Bei3biBaeT ero meton TakeDamage.

Cuenapuii DamageOnCollide 6yaeT 106aBaaThcs B 00beKTH Shot u
Asteroid, a crieHapuii

DamageTaking — B 00bekThl Space Station u Asteroid.

CHauana peain3yeM BO3MOKHOCTb HAaHECEHMs MOBPEXKJICHHUI acTe-
poumam.

JoOaBbTe B actepouibl crieHapuii DamageTaking.

public class DamageTaking : MonoBehaviour {
public int hitPoints = 10;

public GameObject destructionPrefab;

public bool gameOverOnDestroyed = false;
public void TakeDamage(int amount) {
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Debug.Log(gameObject.name + " damaged!");

if (hitPoints <= 0) {

Debug.Log(gameObject.name + " destroyed!");
Destroy(gameObject);

if (destructionPrefab !=null) {

Instantiate(destructionPrefab, transform.position, transform.rotation);

iy

36yKu, MeHI0, pazpyuleHus U 63pbigul!

Mentio

Ha nmanHBIIT MOMEHT B UTPY MOXKHO WUIPaTh, TOJIBKO €CJIH 3aMyCKaTh
ee u3 pempakropa Unity, menkunyB nmo kHonke Play (Mrpats). Korma urpa
3aIyCKaeTcsl, TyT K€ HAUMHAETCSl UTPOBOE JEHCTBUE, U €CIU KOCMUYECKasI
CTaHIUSI OKAXETCs pa3pyllieHa, UTpy MPHUAETCS OCTAHOBUTH W 3aIyCTUTh
CHOBA.

UYtoOBl JaTh UTPOKY BO3MOXKHOCTH YIIPABIISATH MTPOH, HYKHO a00a-
BUTHh MEHIO. B 4acCTHOCTH, MBI TOJKHBI JOOABUTH CAaMYIO TJIABHYIO KHOTIKY:
New Game (HoBas urpa). Mbl J0OJKHBI JaTh UTPOKY BO3MOKHOCTb HAa4yaTh
UTPy CHayasa, Korja KOCMUYECKasi CTAHIUSI OKAKETCS pa3pyIICHHOM.

JloOaBiieHHE CTPYKTYpbl MEHIO MUMEET OOJIbIIOe 3HAYCHHUE NJIsi CO3-
JaHUs OUIYIIEHUS 3aKOHYEHHOCTH UTphl. Jlamee Mbl 100aBUM B MEHIO ye-
ThIpE€ KOMIIOHEHTA.

Onemenmul ynpaeieHus uepou

Ha »Tom »skpane Oyaer oToOpaxaTbCs KOWUCTUK, WHAUKATOPHI,
kHomka Fire (Orons) u Bce OCTAIHLHOE, YTO UTPOK BUIUT B IIPOIECCE UTPHI.

[lepBbIM 1IarOM Ha 3TOM MYTH SABJISIETCS OOBEIWHEHHE DJIEMEHTOB
yOpaBJICHUS UTPOM B OJUH OOIIMI OOBEKT ISl YIPABJICHUS UM KakK €u-
HBIM IIEJIBIM.

I'maBHOE MEHIO

[''maBHOE MEHIO MMEET OYEHD IPOCTYI0 OPraHU3aLNI0 — OHO BKJIFOYa-
€T TEeKCTOBYIO HaJANMucCh ¢ Ha3BaHuem Urpel («Rockfally) u kHonky nns 3a-
IyCKa HOBOU UTPBHI.

[Io ananoruu c 3JIEMEHTaMU YIPABJIEHHUS WUIPOM, 3aKIIOUYMM BCE
KOMITOHEHTHI TJIABHOT'O MEHIO B OOIIMNA OOBEKT-KOHTEHHEP B BUJE J0YEp-
HUX O0BEKTOB.

Cozpnaiite koHTeitHep Main Menu.

Co3zpaiite 00bEKT HANUCH ¢ Ha3BaHUEM Urpbl. Co3/1aiiTe KHOMKY.
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IKpaH naysol

DkpaH nay3bl oToOpaxkaeT Haanuch «Paused» (IIpuoctanoBieHo) u
KHOTIKY JIJ1s1 BO300 HOBJIEHUS! UTPBI. UTOOBI CO3/1aTh €r0, BBIITOJIHUTE TE€ JKE
NEUCTBUS, KaK MPU CO3IaHUU TJIABHOTO MEHIO, HO CO CIIEAYIOIIUMU HU3Me-
HEHUAMH:00bEKTYy-KOHTEHHEepy mpucBorite nums Paused; B o0bekT Title
BBeauTe TeKCT «Paused»; 00bekTy KHOMKM mpucBoiiTe uMsa Unpause ; Haj-
MUCh Ha KHOTIKE JOJIKHA coepxaTh TeKcT «Unpausey.

IKpan 3a6epuienus uepbvl

DKpaH 3aBepllieHus Urpsl oToopaxkaer TekcT «Game Over» (Konen
UTPBI) U COAEPKUT KHOTKY, 3aMyCKAIOIIYI0 HOBYIO UTpy. OH OyAeT mosB-
JATBCSA MOCJE Pa3pyLICHUs KOCMUYECKOM CTAHIWH, O3HAYAIOLIETO KOHEI
UTPBL.

W cHOBa BBINIOJHUTE T€ K€ JIEUCTBUS, KAK MNPHU CO3IaHUMU TJIABHOTO
MEHIO M JKpaHa IMay3bl, HO CO CIEIYIOIIMMU H3MEHEHUSIMU: OOBEKTY-
KoHTelHepy npucBoiite umsi Game Over; B 00bekT Title BBequTe Tekct
«Game Over»; 00beKTy KHONKM npucBoiTe umsi New (Game; HaANUCh Ha
KHOTIKE JOJDKHA COJepKaTh TEKCT «New Gamey.

3.3. JlonoJHUTEJIbHBbIE BO3MOKHOCTH CO3AAHUA UTP

Buemnuii Bug o0bexktoB B Unity ompenensercs: MOJKIIOUEHHBIM K
HEMY MarepuasioM. Matepuai COCTOUT U3 JABYX KOMIIOHEHTOB: IIeiiaepa
(shader) u naHHBIX, KOTOPBIE UC MTOTB3YIOTCS HIECUICPOM.

B Unity nogaep>xuBaroTCs 1Ba OCHOBHBIX THUIIA HICHAEPOB: MOBEPX-
HOCTHBIC menaepsl (surface shaders) u parmMeHT-BepIIUHHBIE MICHIEPHI
(fragment-vertex shaders).

Ecnu y Bac HeT Kakux-To OCOObIX TpeOOBaHUM, MPEANOUTUTEILHEE
UCIIOJIb30BaTh MOBEPXHOCTHBIC IICHIEPHI.

UtoObl co3ath Takoi 3P eKT, BEIMOITHUTE CIAEAYIONINUE TeUCTBUS.

Cosznaiite HOBbIM TTpoeKT. Co3/1aiTe HOBBIN mIeHaep. IBax bl MIEK-
HUTE 10 HEMY. 3aMEHUTE €ro COJIEPKUMOE CIIECTYIOIINM KOJIOM:

Shader "Custom/SimpleSurfaceShader" { Properties {

_Color ("Color", Color) =(0.5,0.5,0.5,1)

~MainTex ("Albedo (RGB)", 2D) = "white" {}

_Smoothness ("Smoothness", Range(0,1)) = 0.5

_Metallic ("Metallic", Range(0,1)) = 0.0

b
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SubShader {

Tags { "RenderType"="Opaque" } LOD 200

// 11BET OTTE€HKAa OTPa)KEHHOT'O CBETA

fixed4 Color;

half Smoothness; half Metallic;

struct Input {

float2 uv_MainTex;

s

void surf (Input IN, inout SurfaceOutputStandard o) {
fixed4 ¢ =

tex2D (_MainTex, IN.uv_MainTex) * Color; o0.Albedo = c.rgb;
o.Metallic = Metallic; 0.Smoothness = Smoothness;

§

§

o.Alpha =c.a;
FallBack "Diffuse"
§

Cosznaiite HOBBIN MaTepuan ¢ umeHeM SimpleSurface.

BriGepute HOBBIN MaTepuan M OTKpoiite MeHIo Shader B BepxHeit
yacTu uHcnekTopa. Co3maiite HOByIO Karcyniy. lleperammre matepuan
SimpleShader Ceityac 00BbEKT BBITTIAINAT MOYTH TaK K€, KaK MpU O0TOOpa-
YKEHHUH C UCTIOJIb30BAHUEM CTaHJAApPTHOTO MIeiaepa. Jlapaite Teneps 100a-
BUM OCBEIICHUE C3au!

[lepBbie BE XapakTEpUCTUKU SIBISIOTCS yHU(POpMHBIMU (uniform),
TO €CTh WX 3HAYEHUS NPUMEHSIOTCS KO BCEM MHUKcelaM 00BhekTa. TpeThbs
XapaKTEepUCTUKA UMEET MIEPEMEHHBIN (varying) xapakTep, TO €CTh €€ 3Ha-
YEHUE 3aBUCUT OT HAIpPaBIECHHUS B3IJISIIA; YTOJl MEXIy HalpaBIICHUEM BU-
3UPOBAHUS KaMepbl U HOPMaJIbIO K MOBEPXHOCTH 3aBUCUT OT TOTO, CMOT-
pUTE BbI B CEPEIUHY IIMINHAPA UK HA €ro Kpai.

N3menuTte pazaen Properties meiaepa, 100aBUB CAeyOMIUN KO:

Properties {

_Color ("Color", Color) = (0.5,0.5,0.5,1)

_MainTex ("Albedo (RGB)", 2D) = "white" {}

_Smoothness ("Smoothness", Range(0,1)) = 0.5

_Metallic ("Metallic", Range(0,1)) = 0.0

_RimColor ("Rim Color", Color) =(1.0,1.0,1.0,0.0)

_RimPower ("Rim Power", Range(0.5,8.0)) = 2.0

j
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Jlo6aBbTE B MICHAEP CICAYIOMINI KO/
half Smoothness; half Metallic;
float4 RimColor;

float RimPower;

Jlanee Hy»XHO aTh LIEUAEPY BO3MOXXHOCTH OIIPENEIATh HAlpasJe-
HU€ BU3MPOBAHUS KaMepbl. Bce nepeMeHHble 3HA4€HUs, UCIOJIb3yEMBbIE
LIEHIEpOM, BKIIFOYEHBI B CTPYKTYpy Input, cienoBarenbHO, HampaBieHUE
BU3UPOBaHUS KaMepPbl HY>)KHO TOOABUTH TY/a.

JloGaBbTe ClienyIONUi KOl B OIIpeiesieHne CTPYKTyphl Input:
struct Input {

float2 uv_MainTex;
float3 viewDir;

55

Teneps y Hac ecTh Besa nHpOpMAIHs, He0OX0oauMast sl BEBIYUCICHHUS
napaMeTpoB KOHTYpa, CO3/1aBa€MOr0 MOJACBETKOM C3aH; OCTAIOCh CAENaTh
MOCJICTHUM IIar — peaan30BaTh (DAKTUYECKHUE BHIYUCICHUS U TOOABUTH UX
pe3yabTaThl B ”HGOPMAIUIO O TTIOBEPXHOCTH.

Jlo6aBbTe cienyromuii Koa B pyHkuuto surf:

void surf (Input IN, inout SurfaceOutputStandard o) {

fixed4 ¢ = tex2D (_MainTex, IN.uv_MainTex) * Color; o.Albedo =
c.rgb;

o.Metallic = Metallic; 0.Smoothness = Smoothness;

o.Alpha =c.a;

half rim =

1.0 - saturate(dot (normalize(IN.viewDir), 0.Normal));

o.Emission = RimColor.rgb * pow (rim, RimPower);

j

Coxpanure meiaep u BepHutech B Unity.

Dpazmenm-sepututtble uielidepsl (be3 oceeujeHus)

JIist 1eMOHCTpaIuu 0COOEHHOCTEeW paboThl (PparMeHT-BEPITUHHBIX
IeHAEpOB CO3AaUM IPOCTOM MIEHIEP, OTOOpAKAIOIINI PABHOMEPHO OK-
palieHHbIe OJJTHOIBETHBIE 00BEKTHI. 3aTEM MBI ITpeoOpazyeM ero, 4ToObl OH

0TOOpaxayl TpaJueHTHYIO 3aJMBKY, B 3aBUCUMOCTH OT MECTOTOJIOKEHUS
00BbEKTa Ha DKpaHe.
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Co3pnaiiTe HOBBIMA 1IekAep. BrIoaHNUTE NBOMHOW HIETYOK IO HEMY,
YTOOBI OTKPBITh. 3aMEHHUTE COoJepKUMOe (haiiia CaeayroIuM KOIOM:
Shader "Custom/SimpleUnlitShader"

{

Properties

{

_Color ("Color", Color) =(1.0,1.0,1.0,1)
}

SubShader

{

Tags { "RenderType"="Opaque" } LOD 100
Pass

{

CGPROGRAM

#pragma vertex vert

#pragma fragment frag

#include "UnityCG.cginc" float4 Color;
struct appdata

{

float4 vertex : POSITION;

55

struct v2f

{

float4 vertex : SV_POSITION;

¥

v2f vert (appdata v)

{

v2f o;

o.vertex = UnityObjectToClipPos(v.vertex);
return o;

j
fixed4 frag (v2fi) : SV_Target

{

fixed4 col;
col = _Color;
return col;

;
ENDCG

i
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Co3znaiite HOBBIN MaTepuasl. BeiOepuTe HOBBIM MaTepUal U U3MEHU-
Te ero meiaep. Co3naiite B cueHe cdepy,

Hanee mompoOyeM HCIOJIB30BaTh ATOT WIEHAEP ISl BOCIPOU3BEIE-
HUSl aHUMALMOHHOTO 3¢ dexTa. Jjig 3TOro He NpHUIETCs MUCATh CLEHAPUIA;
BCE HEOOXO0IMMOE Mbl pealiu3yeM BHYTpH Lieiaepa.

Jlo6aBbTe cienyromnuii koa B pyHkuuto frag:
fixed4 frag (v2f1i) : SV_Target

{

fixed4 col;

col=_Color;

col *= abs(_SinTime[3]);

return col;

j

Bepuurecs B Unity
Kak BuauTte, pparMeHT-BEpIIMHHBIE HIEUIEPBI TO3BOJISIOT MOIYUHTh
MOJIHBI KOHTPOJIb HAJl BHEIIHUM BUIOM OOBEKTOB.

I'nobanvroe oceewjerue

Korma o0beKT ocBemaercs, meiaep, OTBEYAOIIHA 3a ero 0ToOpaXke-
HUE, JOJHKCH BBITIOJHUTH PSJl CIOXHBIX BBIYMCICHUN, ONPENCTUTh KOJIH-
4EeCTBO CBETA, MOJYy9aeMOro 0OBEKTOM, M Ha OCHOBE ATOM BEITMYMHBI pac-
CUHMTATh I[BET, KOTOPBIA BUAWT KaMepa. DTO HOPMaIbHO, HO HEKOTOPHIC
BEITMYMHBI OYEHB CII0’KHO PACCUUTATH BO BPEMS BBITIOJHCHHUSI.

Hanpumep, ecnu cdepa nokoutcst Ha 6€10i TOBEPXHOCTH U OCBEIIA-
€TCsl MPSAMBIM COJIHEUHBIM CBETOM, OHA JIOJDKHA TMOJCBEYMBATHCS CHU3Y
CBETOM, OTPaKEHHBIM OT OenoinoBepxHocTu. OHAKO MICiAepy U3BECTHO
TOJILKO HANpaBJIEHUE Ha COJIHIIE, W, KaK pe3yJbTaT, OH HE OTOOPaKaeT ATy
nojacBeTKy. KoHEUHO, TaKyro MOJCBETKY MOYKHO pacCunTaTh, HO 3TO Cpaszy
IpeBpalaeTcs B OYCHb CIOXKHYIO 3a7ady, 4TOOBlI peliaTh €€ B KaXIOM
KaJpe.

Jlyuniee perieHue 3aKI0YaeTCsl B UCIOJIb30BAaHUU TTI00ATBFHOTO OC-
BemeHus (global illumination) u xapt ocBemenHocTH (lightmapping).

[IpuMeHeHre MeTOI0B TJIO0ATHHOTO OCBEIICHHUS TO3BOJSET MOJIY-
YUTh OYEHBb IPABAOINOJO0HYIO KapTHHY, HO TpeOyeT 3HAUUTEIbHBIX BbI-
YHCIUTENBHBIX pecypcoB. [lo 3Toi mpuunHEe BBIYMCIICHUS OCBEIIEHHOCTH
4acTO BBIMOJHAIOT 3a0iaroBpeMeHHO B penaktope Unity. PesynbTaThl
TaK)kK€ MOTYT OBITh COXPAaHEHBI B TaK Ha3bIBAEMOH KapTe OCBEIICHHOCTH
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(lightmap), koTopas onpenensieT KOJIMYeCTBO CBETA, NOJIy4aeMOe KaXKIbIM
(bparMeHTOM KaXJ10i MOBEPXHOCTHU B CLICHE.

Hcnonb3oBaHue KapT OCBEIIEHHOCTH MOXET 3HAYUTENIbHO YBEJH-
YUTh MPOU3BOJIUTEIBHOCTD CO3/IaHUS PEATTUCTUYHOTIO OCBEIIEHUS B CIEHE,
TaK KaK BBIYMCIICHUS BBIMOJHSIIOTCS 3apaHee, a UX Pe3yJbTaThl COXpaHsi-
I0TCSL B TeKCTypax. OHaKo 4TOOBI UCMOIb30BATh 3TH TEKCTYpPHI JJISl OTO-
OpakeHus1, UX HYKHO 3arpy’kaTh B MaMsATh. DTO MOXKET CTaThb IMPoOIEeMOi
JUISL CIIO’KHBIX CIIEH, UCTIONB3YIOIIMX MHOTO CIOXKHBIX TeKcTyp. Criaauthb
3Ty MpoOJIeMy MOKHO 3a CUET YMEHBIIECHHUS pa3pelieHus] KapT OCBEIICH-
HOCTHU, HO MPU 3TOM CHU3UTCS BU3YaJIbHOE KA4€CTBO OCBEILICHUS.

Cosnaiite HOBYIO ciieHy B Unity.

Kak Tonpko 0OBEKTHI B clieHE OyIayT OOBSBICHBI CTATUYECKUMH,
Unity HEMENJIEHHO MPUCTYNUT K BBIYUCIECHUIO MHQOpMAuu o0 UX OCBe-
meHHOCTU. Yepe3 HEeCKOJIbKO MTHOBEHHM KapTHHA OCBEIIEHHOCTH HEMHO-
ro u3MmeHurcs. Haubosiee 3aMeTHBIM M3MEHEHHEM CTaHET MOSIBICHHE Ha
0esioM KyOe CBETOBOTO MATHA, OTOPACHIBAEMOT0 3€JIE€HBIM KyOOM.

3on0bl oceewyeHus

JloO0aBuM HecTaTHYECKUM OOBEKT B CIIEHY, a 3aTeM J00aBUM He-
CKOJIBKO 30HJIOB OCBELIE- HUs, YTOObl YBUJETh UX BIHMSHUE HA OCBEIICH-
HOCTb.

JloOaBbTE B ClIEHY HOBYIO Karicyniy. Jlo6aBbTe HECKOJIBKO 30HIOB
ocBenleHus, Pacnosokure 30HbI

ITociie aToro KarcyJsa JOJKHA TOJYYUTh JTOIOJHUTEIBHBIN 3€JIE€HbIN
CBET, OTPaKEHHBIN 3€JIEHBIM KyOOM

Paszmviunenus o npouzsooumenvrocmu

HacTpoliku OCBEIIEHHOCTH, MCIOJIb3yeMble B UTPE, MOTYT CYIIECT-
BEHHO BIIMSTH Ha IMPOM3BOJIUTEIHLHOCTH IOJIB30BATEILCKOTO YCTPONCTBA;
TO €CTh HApSAy C TJI00aTbHBIM OCBEIICHHEM W KapTaMH TOSBISIOTCS H
JIpyrue MpoOJeMBl C MPOU3BOIUTEIBLHOCTHIO, BBI3BAHHBIC OOBSBICHHUEM
OOBEKTOB CTATUYECKUMU.

OnHako MPOM3BOAUTEILHOCTh WTP HE BCErAa 3aBUCUT OT T'padHKH:
BpeMsi, Ha KOTOPOE CIICHAPUHU 3aHUMAIOT IIEHTPAJIbHBIM MPOIIECCOP, TOXKE
nMeeT OO0JIBIIIOE 3HAUECHHUE.

Ilpogaiinep

[Ipodaiinep — 3TO UHCTPYMEHT, 3aIUCHIBAIOIINN JTAHHBIE B MIPOLIECCE
BBIIIOJIHEHUSI UTPBI.
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Oxkno mpodaiinepa pazouto nomnonam. BepxHss mojJoBUHA AEIUTCS
Ha HECKOJIbKO FOPU30HTAIbHBIX MaHENel — MO OJHOM ISl KaKJIOTO PEeru-
CTpaTopa JaHHBIX U3 TIEPEUUCICHHBIX BBIIIIE.

3anycture mpodaitnep, otkpbiB MeHI0O Window (OxHO) U BbIOpaB
nyHKT Profiler (ITpodaiinep).

3amycTuTe urpy.

CrycTst HeCKOJIBKO MTHOBEHUH OCTAaHOBUTE WM PUOCTAHOBUTE UTPY.

JUist pa3HBIX PErucTpaTopoB OTOOpakaeTcs pazHas HHPOpMAIIUS.
Ecou BeiOpan peructparop CPU Usage (Mcnonb3oBanue mpoieccopa),
JUIsL HETO BHU3Y 10 YMOJYAHHUIO OTOOpakaeTcsi uepapxus BBI30BOB — CIIU-
COK BCEX METOJIOB, BBI3BIBABIIUXCS B KaJI[p€ U OTCOPTUPOBAHHBIX B MOPSII-
K€ YMEHBUICHUS BPEMEHH, 3aTpau€HHOI0 Ha BbI3OB. B cmucke MOXHO
IIEJIKATh [0 TPEYTOJIbHUKAM CJIEBA, YTOOBI PACKPHITH TY WA UHYIO CTPOKY
U YBUAETh MH(POPMAIMIO O BBI30BaX METOJOB, COOTBETCTBYIOIIMX 3TOU
CTpPOKE.

ITosmyyeHue naHHBIX C YCTPOWCTBA

OnHako B peakTope Wrpa MMEET MHYIO MPOU3BOAMTENIBHOCTh, YEM
Ha ycTporicTtse. [lepcoHanbHble KOMITBIOTEPBI 0OBIYHO OCHAILIEHBI HAMHOTO
OoJiee OBICTPHIMU IIPOIIECCOpPaMU U 00J1aat0T OOJBIINM 00BEMOM OIepa-
TUBHOHM MaMATH, 4eM MOOWJIbHBbIE ycTpoicTBa. COOTBETCTBEHHO, PE3Yyilb-
TaThl, OJIydYeHHBIE B Mpodaiisiepe, OyayT OTIMYATHCS, U ONTUMU3ALUS Y3-
KHX MECT, HaOJII0IaeMbIX MPU BBIITOJIHEHUU WUTPHI MO YIPaBIECHUEM pe-
JAKTOpa, MOYKET HE YJIYUYIIUTh MPOU3BOJUTEIBLHOCTh HAa YCTPOWCTBE KO-
HEYHOT'O MOJIb30BaTENs.

UtoObl pemmuTh 3Ty mpodiemMy, npodaiaep MOXHO HACTPOUTH Ha
cOOp MaHHBIX MPHU BHIIOJHEHUU UTPHI Ha yCTpoMcTBE. [[Is1 3TOro BBIMOJI-
HUTE CIEAYIOIINE IEUCTBUS.

CobepuTe U yCTaHOBUTE UTPY HA CBOE YCTPONUCTBO

Y6eauteck, 4TO Balllld YCTPOMCTBO U KOMIIBIOTEP HAXOASITCS B OJJHOM
cetu Wi-Fi. 3anyctute urpy Ha yctpoiictBe. 3anycTtute npodauiaep u oT-
kpoite MmeHto Active Profiler (AxkTuBHBIN ipodaiinep).

Co3zoanue epaguueckux unmepgheticos nonvzosamersi 6 Unity

[To cyTn, rpadudeckuii monp3oBatenbckuii uHTEpPeiic B Unity maso
YeM OTJIMYAeTCS OT JIPYTUX BUIMMBIX OOBEKTOB B clieHe. ['paduueckmii
uHTepdeiic — 3To mem (mesh), KOHCTPYUPYEMBIH JTBUKKOM B IPOIIECCE
BBITIOJTHEHUS, C HAJOKEHHOW HAa HETO TEKCTYpOH; KpOME TOTO, DJIEMEHTHI
rpadgudeckoro uHTepdeiica comepkaT ClicHapHH, BEI3bIBACMbIC B OTBET HA
nepeMeIeHre yKa3aTessl MBI, COOBITHS OT KJIABUATYPhI U KACaHUS, IS
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OOHOBJIEHUS U U3MEHEHHUsI 3TOro Melna. Memu 0ToOpaxaroTcs ¢ IOMOIIBIO
KaMepBbl.

CucteMa rpaduueckoro mnojb3oBaresibckoro uHtepdeiica B Unity
COCTOUT U3 HECKOJIBKUX 3JIEMEHTOB, B3AMMOJICUCTBYIOIIUX JIPYT C APYTOM.
OcHoBYy rpauyecKkoro moJjib30BaTeIbCKOro MHTEp(deiica COCTaBISIIOT He-
CKOJIbKO 00BEeKTOB C¢ KoMmoHeHTamu RectTransform, koropslie pucyiort
CBOE COJEPKUMOE M OTKIIMKAIOTCA Ha cOObITHs. Bce oHM HaXOAsTCS BHYT-
pu oObekTa Canvas.

Canvas

Canvas — 3T0 00BEKT, OTBEUAIOIINI 3a OTOOpaKEHUE BCEX AJIEMCH-
TOB TOJIB30BaTEIbCKOTO MHTEpdeiica Ha skpane. OH Takke CIyXHUT eIu-
HBIM [IPOCTPAHCTBOM, B KOTOPOM OTOOPaXKAETCS XOJICT.

O6bexT Canvas MOXET HCIIOIh30BATHCS B OJTHOM U3 TPEX PEKHMOB —
Screen Space - Overlay (IlpoctpancTBo skpana — IlepekpriTue), Screen
Space - Camera (IIpoctpancTBo skpana — Kamepa) u World Space (ITpo-
CTPaHCTBO UTPOBOTO MUPA).

RectTransform

Unity — 3TO TpexMepHBI UTPOBOM JABUIKOK, BCE OOBEKTHI KOTOPOTO
oOnagaroT KoMrnoHeHToM Transform, ompeaensirouM UX KOOPAUHATHI,
MOBOPOT M MaciITad B TpeXMEpPHOM MpocTpaHcTBe. OJIHAKO MOJIb30BaTENb-
ckuil untepderic B Unity umeer aBymepHyto npupoay. To ecTb Bce aie-
MEHTBI TMOJIb30BATEIbCKOr0 MHTepdeiica SBISIIOTCS ABYMEPHBIMU MPSIMO-
YTOJIbHUKAMH, XapaKTEPUZYIONIUMHUCS MECTOIOJIOKEHUEM, IIUPUHON U
BBICOTOM.

VYrpaBneHnue dJeMEHTaMU MOJIb30BaTEIbCKOTO HHTEp(deiica ocyie-
CTBIIIeTCS mocpeacTBoM KommoHeHTa RectTransform. RectTransform
MPEACTABISIET COO0N MPSIMOYTOJIbHUK, B KOTOPOM OTOOpPa)KaeTcsi JIEMEHT
M0JIb30BaTEILCKOTO HHTEp(deiica.

Dnemenmol ynpasieHus

JUIs MCHONB30BaHUS B CIEHAX JOCTYIIHO HECKOJIBKO JJIEMEHTOB
ynpasieHus. OT IpOCThIX U pacIpOCTPAHEHHBIX, KaK, HAIIPUMEpP, KHOIKH
Y TI0JISI BBOJA, 10 CJIOKHBIX, TAKMX KakK IPOKPYYMBAEMBIE IIPEICTABIIE-
HUA.COoOBITUSL U METO/]] BBIITYCKAaHUS JTyden

Korga nonp3oBaTens KacaeTcs KHONKM Ha DKpaHe, OH OXKUIAET, U4TO
Ta BBIIIOJIHUT HEKOTOPOE JIEUCTBUE, HA3HAYEHHOE ei. /[ aToro cucrema
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M0JIB30BaTEILCKOT0 HHTEpdelica T0HKHAa UMETh BOBMOXKHOCTh Y3HATh, Ka-
KON 0OOBEKT ObLII MCIIOJIb30BAH.

Cucrema, oAAepKUBAOIIAS TAKYI0 BO3MOXKXHOCTH, Ha3bIBACTCS CHC-
TeMoil coObITHI. JlelicTBHE CHUCTEMBbI COOBITHII OCHOBAaHO HA METOJIC BbI-
MyCKaHus JTy4el (raycasts).

Metoa BBIITyCKaHUS JIy4eil MpeaHa3HAueH ISl WCIOJIb30BAHHS B
TPEXMEPHOM IMPOCTPAHCTBE, MOITOMY TaK ke, KaK M BCS OCTAJIbHAs 4acTh
JBI)KKA, CUCTEMa COOBITHI criocoOHa paboTaTh M C JBYMEPHBIMHU, U C
TpexMepHbIMU HHTepdericamu. Korga npoucxoauT coObITHE, TaKOE Kak
KacaHWe TMaJbIIeM WU IIEeTYOK MBIIBI0, KaXIbIH WMCTOYHUK JTydeu
(raycaster) B clieHE BbIITyCKaeT cBOM Jiy4. CyIllecTBYET TpU TUIA UCTOYHH-
KOB, HCITyCKAaIOIIMX Jy4d: TpaduuecKkue HUCTOUYHMKHU Jy4ded (graphic
raycasters), 1BymMepHbie puznueckre uctouHuku (2D physics raycasters) u
TpexMepHble hu3nueckue ucTouHu- ku yuen (3D physics raycasters).

Obpabomka cobvimuii

[Ipu co3manmm CBOETro MOJb30BATEIHCKOTO MHTEPdElica 4acTo ObIBa-
eT yI0OHO MMETh BO3MOXKHOCThH J00aBISATh HECTAHIAPTHOE IMOBEICHHUE B
anemMeHThl uHTepdeiica. OOBIYHO MO ATUM MTOHUMAETCsI 00paboTKa COObI-
THUH BBOJA, TAKMX KaK IIETYKU U TTEPETaCKUBAHUS.

YToOBI cricHapHii MOT OTKIMKATHCS Ha 3TH COOBITHS, KIACC JOJIKEH
yHACJIeI0BaTh OIpeJeiCHHbIC MHTEPPEHCH M pean30BaTh WX METOJBI.
Hamnpumep, knacc, nacneayromuii uarepgeiic [PointerClickHandler, 00s-
3aH peajnu30BaTh METOJI C CUTHATYPOM:

public void OnPointerClick (PointerEventData event Data). OtoT
METOJ BBI3BIBAETCS, KOTJA CHUCTEMa COOBITHI OOHAPYKHMBAET, UTO TEKY-
Ui yka3zatenb (yKazaTellb MBIIIN WX Tajel, KOCHYBIIUICS dKpaHa) BbI-
MOJIHWII «ILETYOK», TO €CTh B Ipejaesiax u300pakeHus Oblia HakaTa U OT-
MyIIeHa KHOTIKA MBIIITY WM OIYIICH W MOTHSAT Tajell.

JIist AeMOHCTpai HUXKE MPUBOJIUTCS KPaTKOE PYKOBOJACTBO, Kak
00paboTaTh MIETYOK 110 00BEKTY MOIB30BATEILCKOTO HHTEp(PEiica.

B nycToii ciiene cozmaiite HOBbIM 00bekT Canvas. Co3aiiTe HOBBIM
oowvekT Image. /lo6aBrTe B 00BekT Image HOBBIN ciieHapuii Ha C# ¢ ume-
HeM EventResponder.cs 1 BBeuTe B haiin ciaeayroniui KOI:

using UnityEngine.EventSystems;

public class EventResponder : MonoBehaviour, [PointerClickHan-
dler {

public void OnPointerClick (PointerEventData eventData)
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1
Debug.Log("Clicked!");

iy

3anyctute urpy. Iloce memyka 1mo n300pakeHUI0 B KOHCOIU JTOJIK-
HO 1oIBUTHCS ¢JIoBO «Clicked!».

Ilepexoowvr medicoy sxkpanamu

BoapIIMHCTBO MOJIB30BATENBCKUX UHTEPPENCOB B UTpax AEIUTCS Ha
JIBa TUNA: MEHIO U uHTep(eiic B urpe. Menro — 3to uHTepdeiic, ¢ KOTOPhIM
B3aMMO/JICHCTBYET UIPOK, TOTOBSACH HA4aTh UIPY, — TO €CTh BbHIOMpAET Me-
Iy HAa4aJOM HOBOM WMIPhI WIM MPOJOKEHUEM MPEAbIAYIIEH, HaCTpauBa-
€T IMapaMeTpbl WIA IIPOCMATPUBAET CIMCOK YYaCTHUKOB IIEPE] MPUCOEAN-
HEHUEM K MHOTOIIOJIb30BaTENbCKOM urpe. MHTepdeiic B urpe HakiiaapiBa-
€TCs CBEPXY Ha UTPOBOU MUP.

Nutepdetic B urpe 00bIYHO PEAKO U3MEHSIET CBOIO CTPYKTYpPY M Hac-
TO CIIyKHUT JJI1 0TOOpaXK€HUsl BaXKHOW MH(OpPMALIMK: KOJIMYECTBO CTPEN B
KOJYaHE UTPOKA, YPOBEHb 3/I0POBbSl U PACCTOSHHUE IO CIECAYIOIIECH LENH.
MeH10, HanPOTUB, MEHSIOTCSI OYEHb YACTO; TJIABHOE MEHIO OOBIYHO CHUJIBHO
OTJIMYAETCS OT 3KpaHa C HACTPOMKAMH, IOTOMY YTO K HUM HPEIbSIBIISIFOTCS
pa3Hble TpeOOBaHMUS.

[TockoybKy MOJIB30BATENBCKUI MHTEPPENC — 3TO BCETO JIUIIb 00b-
eKT, oToOpaxaeMblii kamepoid, B Unity B 1eMCTBUTEILHOCTH OTCYTCTBYET
NOHSTUE «IKpPaHa» KaK COBOKYMHOCTH OTOOpakaeMbIX 3JeMEHTOB. EcTb
JUIIb TEKYIIAas KOJUIEKIUS 00BbEKTOB Ha XoJicTe. Ecau Bam moHagoOuTcs
CMEHUTh OJIMH 3KpaH Ha JAPYrou, Bbl JOJDKHBI OyA€Te WU U3MEHUTH CO-
Jep>KUMOE XOJICTa, KOTOPbIN 0TOOpakaeT KaMepa, Ui HANpPaBUTh KaMepy
Ha 4TO-TO JIPYTOE€.

[IpueM HM3MEHEHMsI CONEPKMUMOIO XOJICTA XOPOLIO IMOAXOIUT IS
Clly4yaeB, Korjaa TpeOyercs M3MEHUTh OrpaHU4YeHHOE MOAMHOKECTBO 3Jie-
MEHTOB uHTep(eiica. Hampumep, ecnu kenateabHO OCTaBUTh JI€KOPATHB-
HOE 0(OpMIIEHHE, HO 3aMEHUTh HEKOTOPBIE AIEMEHTHI MOJIb30BATEIBCKOTO
uHTepdelica, Torga UMeeT CMBICI HE TPOraThb KaMepy, a Bbl- IOJIHUTh He-
o0xoauMble W3MeHeHus B xoisicte. Ho ecnu TpebyeTcss mMpou3BeCTH MOJI-
HYIO 3aMEHY 2JIEMEHTOB MHTepQeiica, "3MEHEHHE HalpaBJIEHUs] BUUPOBa-
HUSI KaMepbl MOKET OKa3aTbCsi Oosee 3(h(PEKTUBHBIM pELIEHUEM.

IIpy 3TOM Ba)XHO IOMHHTH, YTO JUIsl HE3aBUCHMOI'O U3MEHEHUS I10-
JIO’)KEHMSI KaMephl B pexuMe padoThl XoJicTa TpedyeTcsl BhIOpaTh PEKUM
World Space (IlpoctpancTBo UTrpoBOro Mupa); B ABYX JAPYIHX PEKUMaxX —
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Screen Space - Overlay (IlpoctpancTBo skpana — IlepekpriTue), Screen
Space - Camera (IIpoctpancTBOo skpaHa — Kamepa) — mosib30BaTeIbCKUI
uHTepdeiic Bceria HaXoUTCs IPsIMO TIEpPE]] KaMEPOU.

Pacwupenus peoakmopa

[Ipu coznanum urp B Unity npuxoaurcs paboTaTh ¢ OOJIBIITUM KOJIH-
YECTBOM HMTPOBBIX OOBEKTOB W YIIPABIISITh BCEMU MX KOMIIOHEHTaMu. MH-
CIIEKTOp YK€ M30aBJIIET OT MHOKECTBA XJIOMOT, aBTOMAaTHYECKH OTOOpa-
’Kasi BCE ITIEPEMEHHbBIEC B CIIEHAPUAX B BUJIE ITPOCTHIX B UCIIOJIb30BAHUU TEK-
CTOBBIX MOJIEW BBOJIA, (PIIAXKKOB U CIOTOB JiJi1 cOpoca pecypcoB U OOBEK-
TOB U3 CIICHBI, TOMOTasi HAMHOTO OBICTPEE KOHCTPYHUPOBAThH CIICHBI.

Ho nHorma Bo3MoKHOCTEH MHCIIEKTOPAa OKa3bIBAETCS HEIOCTATOYHO.
Unity pa3zpabaTbeiBajicsi Tak, 4TOObl MaKCUMaJbHO YIPOCTUTH CO3JIaHHE
JIBYX- U TPEXMEPHBIX OKPYKEeHHUH, HO pazpadoTurku Unity HE B COCTOSHUU
MPEABUJIETh BCE, YTO MOKET BaM MOTPeOOBATHCS B UTPaAX.

[Tonp30BaTeNnbCKUE PACIIUPEHUS TTO3BOJISIT BaM TMOJYYUTh KOHTPOJIb
HaJl CaMUM PEJAKTOPOM. IDTO MOTYT ObIThb OYEHb MaJ€HbKHE BCIIOMOTa-
TeJIbHbIE OKHA, aBTOMATU3UPYIOIIME TUIIMYHBIE 3aJlaud B PEIAKTOPE, WU
JIa)Ke TIOJTHOCTBIO TepeieIaHHbI MHCIIEKTOP.

Cy1iecTByeT HECKOJbKO croco0oB pacmmpenus Unity. UtoOsl npu-
CTYIUTh K paboTe ¢ MpUMepamMu B 3TOM IJ1aBe, CO3/1aIMM HOBBIN MTPOEKT.

Co3zpnaiiTe HOBBIN MPoeKT ¢ Ha3BaHueM «Editor Extensionsy.

Korpa Unity 3arpy3uTcsi, co3gaiiTe HOBYHO ManKy BHYTPH IaKu
Assets.

Co3zdanue ceoezo macmepa

g Hadana co3gaaum cBOM mactep. Mactep — 3TO caMblil TTPOCTOM
croco0 MmoKa3aTh OKHO, B KOTOPOM MO>KHO TOJIYYUTh BBOJI MTOJIH30BATENS U
Ha €ro OCHOBE CO3/1aTh YTO-HUOY/b B ClieHE. TUIMMHMYHBIM TPUMEPOM MOKET
CIIY)KUTh CO3JIaHWE OOBEKTa, 3aBUCSINETO OT IMApaMEeTPOB, BBEIACHHBIX
MI0JIB30BATEIIEM.

Jlyuamuii cmoco0 MOHSTh, YeM MacTEPhl MOTYT ITOMOYb B TIOBCETHEB-
HOU MpakTUKe ucnoyib3oBaHust Unity, — cO3/1aTh OJIUH TaKOM.

Uro0Obl MONYyYHTh MOMOOHBIN OOBEKT, TpeOyeTcss BPYUYHYIO CO3/aTh
00bekT Mesh. OObIYHO Takue 0OBEKTHI UMIIOPTUPYIOTCA U3 (DaiiIoB, HAMIPH-
Mep, U3 (aityia .blend, oHaAKO UX MOYKHO TaKKe CO3/1aBaTh IIPOrPAMMHO.

C nomomipto Mesh MOXHO co31aTh OOBEKT, OTOOPAKAIOIIUN MEIl.
JI71s1 5TOTO CHauvalia Hy>»KHO CO3/1aTh HOBBIN UTpoBoil 00bekT GameObject, a

260



3aTeM MOJKJIIOYUTh K HeMY JBa komrnoHeHTa: MeshRenderer u MeshFilter.
ITocne 3Toro 0OBEKT OYAET TOTOB JJIsl UC- MOJIb30BAHUS B CIICHE.

OTH 1Iary JIETKO aBTOMATU3UPOBATh, a 3TO 3HAYMT, YTO JaHHAS MPO-
1eypa MpeKpacHo MOAXOAUT JIJIsi MacTepa.

Coznaiite B mamnke Editor HOBbIN creHapuit Ha C# ¢ uMeHeM
Tetrahedron.cs u 700aBbTE B HETO CIETYIOMIMNMN KOJI:

using UnityEditor;

public class Tetrahedron : ScriptableWizard {

b

Jlo6aBbTe crnenyromuii ko B knacc Tetrahedron:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

[Menultem("GameObject/3D Object/Tetrahedron")]

static void ShowWizard() {

ScriptableWizard.DisplayWizard<Tetrahedron>( "Create Tetrahe-
dron", "Create");

b

Bepuurecs B Unity u otkpoiite meHro GameObject (MrpoBoii 00b-
€KT).

Jlo6aBbTe B Kkimacc Tetrahedron criemyronryro NepeMeHHYIO, MPE-
CTaBJISIFOIIYIO pa3Me- Pbl TETpadpa:

public Vector3 size = new Vector3(1,1,1);

Bepnutech B Unity.

Teneps MacTep MO3BOJISIET BBOJAUTH JaHHBIC, HO TIOKA HUKAaK WX HE
oOpabaThIBaeT.

BeseiBas Meron DisplayWizard, mbl nepenanu emy JIB€ CTPOKH.
[lepBast — mu1st OTOOpa)KEHUs B 3ar0JIOBKE OKHA, a BTOpasi — AJisI OTOOpaxe-
Hus Ha kHomke Create (Co3nath). Kornma monb3oBaresib MIEIKHET MO ATOM
kHomnke, Unity BeizoBeT MeTo]; OnWizardCreate kiiacca mactepa, cooO1as
TEM CcaMbIM, 9YTO [JlaHHBIE TOTOBHI K HCIIOJB30BAaHUIO;, KOTJa
OnWizardCreate BepHeT ynpasnenue, Unity 3aKkpoeT OKHO.

Teneps peanuzyem meton OnWizardCreate, KOTOPBIN BBITIOJIHUT OC-
HOBHYIO 3a/1auy mactepa. Vcrnomnb3ys nepeMeHHyo Size, OH co3AacT 00b-
ekT Mesh 1 cKOHCTpyupyeT UrpoBOi 0OBEKT, OTOOPAKAIOIIUI 3TOT MEII.

Jlo6aBbTe cienyromuii Mmetos B kiacc Tetrahedron:

void OnWizardCreate() {
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var mesh = new Mesh();

Vector3 p0 = new Vector3(0,0,0); Vector3 pl = new Vector3(1,0,0);
Vector3d p2 = new Vector3(0.5f,0,Mathf.Sqrt(0.75f)); Vector3 p3 = new
Vector3(0.5f,Mathf.Sqrt(0.75f), Mathf.Sqrt(0.75f)/3);

p0.Scale(size); pl.Scale(size); p2.Scale(size); p3.Scale(size);

mesh.vertices = new Vector3[] {p0,pl,p2,p3};

mesh.triangles = new int[] { 0,1,2,

0,2,3,

2,1,3,

0,3,1

s
mesh.RecalculateNormals(); mesh.RecalculateBounds();

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"));

b

Bepuurecs B Unity, 3akpoiiTe 1 BHOBb OTKPOMTE OKHO MacTepa.
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4. Onrtumuzanusa urp B Unity
4.1. Ilpuembl pa3padoTKu ClleHAPHUEB

Pa3paboTka crieHapueB 3aHUMaeT JOBOJIHHO MHOTO BPEMEHH, ITOITO-
MYy CTOMT IMO3HAKOMUTBHCSI ¢ HEKOTOPHIMHU TI€PEIOBBIMU MPUEMaMU UX CO3-
TTaHUSL.

Kswuposanue ccvinok na komnoHenmul

Pacnpoctpanennoit ommbOkoi B cueHapusix Unity sBisieTcss 4dpes-
MepHoe ucnoiabs3oBanue Metoja GetComponent(). st npumepa paccMoT-
puUM clenyronmi (pparMeHT, MPOBEPSIONINNA COCTOSIHUE 37I0POBbs (3Haue-
Hue health) nmepcoHa)ka ¥ BBIMOMHSIOMIUNA OTKIIOUEHHUE Psijia KOMIIOHEH-
TOB, €CJIM 3[I0pPOBbE MaJaeT Hike HyJeBorh oTMeTKH (0), 4TOOBI MOArOTO-
BUTHCS K aHUMAITUU CMEPTHU:

void TakeDamage() {

if (GetComponent<HealthComponent>().health < 0) { GetCompo-
nent<Rigidbody>().enabled = false;

GetComponent<Collider>().enabled = false; GetCompo-
nent<AlControllerComponent>().enabled = false; GetCompo-
nent<Animator>().SetTrigger("death");

h

b

[Ipu KaxxJ10M BBI30BE ATOT METOJ]l OyJeT 3ampalluBaTh CCHUIKH Ha
IATh pa3HBIX KOMIIOHEHTOB Component. 9TO XOPOIIO ¢ TOYKH 3PEHUS T0-
TpeOJIeHUs NaMsITH, HO 3TO HE OYEHb JIPYKEIFOOHO MO OTHOIICHUIO K IIE€H-
TpajdbHOMY Tporieccopy. M BeITIAauT ocoOeHHO MPOOIEeMaTUYHBIM, €CIU
3TOT MeTO BbI3bIBacTcs n3 Metona Update(). [laxke ecnu 310 He Tak, €ro
BBI30B BCE€ PABHO MOET COBIIACTH MO BPEMEHU C APYTHUMHU BAXKHBIMHU CO-
OBITUSIMU, TAKUMHU Kak co3fgaHue 3((PeKToB 4YacTull, MOJMEHA OO0BEKTa
oovektoM ragdoll wu T. . Takol cTUiIb MpPOrpaMMHUpPOBAHUS MOXKET Ha
MIePBBIN B3IJIS MOKA3aThCs 0€300MIHBIM, HO B MEPCIEKTHUBE CIIOCOOCH BbI-
3BaTh MHOECTBO MPOOJEeM M BBHIMIOJHEHHE MacChl OECIIOJIE3HBIX OIllepa-
AN.

KsmmpoBanue 3TUX CCBHUIOK JJIS JTAJIbHEUINIETO HMCHOJIb30BAaHUS T10-
TpeOyeT OueHb HEeOOJbIIOro 00beMa. To €CTh €ClM MaMATh HE SIBISETCS
YPE3BbIYAHHO OTPAHUYEHHBIM PECYPCOM, HMMEET CMBICI MOJYYUTh BCE
CCBUIKM BO BpEeMSI MHUIUATU3AIUN U XPaHUTh UX, TTOKAa OHU HEOOXOIUMBI:
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private HealthComponent healthComponent; private Rigidbody
_rigidbody;
private Collider _collider;
private AlControllerComponent _aiController; private Animator
_animator;
void Awake() {
_healthComponent = GetComponent<HealthComponent>();
_rigidbody = GetComponent<Rigidbody>();
collider = GetComponent<Collider>();
_aiController = GetComponent<AIControllerComponent>();
_animator = GetComponent<Animator>();
}
void TakeDamage() {
if (_healthComponent.health < 0) {
_rigidbody.detectCollisions = false;
_collider.enabled = false;
_aiController.enabled = false;
_animator.SetTrigger("death");

h
}

KC—)IHI/IpOBaHI/IG CCbUIOK Ha KOMIIOHCHTBI IMPEAOTBpAIIACT UX MHOI'O-
KpaTHOC H3BJICUCHUC, COXPAHIAA IIPHU O3TOM PECYPChI LHCHTPAJIBHOI'O IIPO-
neccopa 3a CUCT HEOOIBIIIOTO JOITOJIHUTCIBHOI'O UCITIOJIBb30BAHUA ITIAMATH.

Camblil 6icmpbolii Memoo NOAYYeHUsl CCbLIOK HA KOMNOHEHMbl

CyliecTByeT HeckoJbKO BapuaHToB Meroja GetComponent(), mo-
TOMYy OJaropasyMHee BbIOpaTh Hanbosee ObICTPhIN U3 HuX. Mmerotcs tpu
IIEPETrPyKECHHBIE BEpCUU METOoA: GetComponent(string),
GetComponent<T>() u GetComponent(typeof(T)). OgHako CKOpoCTh HX
paboThI 3aBUCUT OT UC- MOJIb3yemMoil Bepcuu Unity.

B Unity 4 6sicTpee Bcex paboraetr meroq GetComponent(typeof(T)).
JIoka)keM 3TO € MOMOIIBIO MPOCTOTO TECTA:

int numTests = 1000000; TestComponent test;

using (new CustomTimer("GetComponent(string)", numTests)) { for
(var 1= 0; 1 <numTests; ++1) {

test = (TestComponent)GetComponent("TestComponent");

h

b

264



using (new CustomTimer("GetComponent<ComponentName>",
numTests)) { for (var 1= 0; 1 <numTests; ++1) {
test = GetComponent<TestComponent>();

h
b

using (new Custom-
Timer("GetComponent(typeof(ComponentName))", numTests)) { for (var 1
= 0; 1 <numTests; ++1) {

test = (TestComponent)GetComponent(typeof( TestComponent));

h

;

DTOT TeCT BbI3bIBAET Kaxayr Bepcuto meroga GetComponent()
MUJUIMOH pa3s.

Bepcus GetComponent(string) He A0KHA HMCIOJIB30BaThCA HU3-3a
CBOEH MEJIUTEJIbHOCTH U COXPAaHEHA TOJILKO M3 COOOPAKEHUM TTOJIHOTHI.

Kaxk Bunure, Bepcust GetComponent<T>() nuiiib HE3HAYUTEIHLHO ObI-
ctpee, demM  GetComponent(typeof(T)), B TO  Bpems  Kak
GetComponent(string) okazaicsi mouytu B 30 pa3 MeajieHHEE CBOUX allb-
TepHATUB (MHTEPECHO, YTO OH CTall Jaxke MejjeHHee, ueM B Unity 4).
MHoOrokpaTHoe MOBTOPEHHE TECTOB, BEPOSITHO, MPUBEIET K HEKOTOPHIM
KoJIeOaHUsIM B pe3yibTaTax, HO B JI0OOM ciydae B Bepcur Unity 5 MOXKHO
UCIOJIb30BaTh JII0OYI0 Bepcuio mMeroaa GetComponent(), OCHOBaHHYIO Ha
TUIAX, U Pe3yJbTaT OyJIeT NPUMEPHO OJUHAKOBBIM.

int numTests = 1000000; Rigidbody test;

using (new CustomTimer("Cached reference", numTests))

{

for (var i = 0; 1 <numTests; ++1) { test = gameObject.rigidbody;
§

§

Yoanenue nycmuoix 06vsaeienuli 00pamHvix 6130608

[Ipu co3manmm HOBOTO (pailla cCIeHapuss ¢  peanu3anuei
MonoBehaviour B Unity 4 unu 5 penaktop Unity aBTOMaTU4ECKH CO3/1aCT
3arOTOBKH JIBYX METOJIOB:

// ictionb3yeTes IJ1 MHUITHATn3aIiin
void Start () {

j
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// BBI3BIBA€TCS OJIMH Pa3 B KXKJIOM Kajpe

void Update () {

b

JBxok Unity ompezensieT MpUCYTCTBUE ITUX METOJOB Ha JTare
WHULIAATM3AIUU ¥ 100aBIsSeT UX B CIIHCOK METOJIOB OOpAaTHOTO BHI30OBA.
Ho eciu octaBUTh MycThie OOBSBICHUS B KOJE, OTO MPUBEIET K IMOSIBJIE-
HUIO HEOOJIBIIIMX HAKJIAIHBIX PACX0/I0OB Ha MX BHI30B JIBHYKKOM.

Merton Start() BbI3BIBA€TCSI TOJIBKO OJUH pa3, B MOMEHT CO3JaHUs
UTPOBOTO OOBEKTA, KOTrJa MPOU3BOJUTCS 3arpy3Ka CIIEHbI WA CO3/1a€TCs
HOBBI UTPOBOMl 00BEKT. OHAKO 3TOT METOJ J00ABISIET HEHY>KHYIO Ha-
rpy3Ky npu Jr060oM BbizoBe MeTosia GameObject. Instantiate(), 4To 0OBIYHO
MIPOUCXOJIUT BO BPEMs KITFOUEBBIX COOBITHI, 1 MOXKET yCyTryOuTh U 0€3 TO-
ro CJIOKHYIO CHUTYallUi0, KOTJa OJHOBPEMEHHO MPOUCXOJUT MHOTO COOBI-
THH.

C npyroii croponsl, Metos Update() BeI3bIBa€TCSl BCSIKUM pas, KOT1a
CII€Ha MepeprCcOBbIBaeTCs. ECiu clieHa COIEPKUT THICSIYM UTPOBBIX 00BEK-
TOB C KOMIIOHEHTaMH, COJiepkKaluMu Takue myctbie metoasl Update(), Ha
ux 00paboOTKy OyJeT MOTPauY€HO MHOKECTBO TAaKTOB MPOIECCOPHOIO Bpe-
MEHH, YTO OTPHUIIATEIHHO CKaXXETCS Ha 4acTOTE KaJIPOB.

[IpoBepum 3TO yTBEpKIE€HHE C MOMONILIO mpoctoro tecta. Co3pna-
JTUM TECTOBYIO CIIEHY C UTPOBBIM OOBEKTOM, HMEIOIIIMM KOMITIOHEHTHI JIBYX
BUJIOB — cojiepKaIue oObsABICHUS MycThIX MeTo10B Update() u He cogep-
Kallue:

public class CallbackTestComponent : MonoBehaviour { void Up-

date () {}

b

public class EmptyTestComponent : MonoBehaviour {

}

Hwxe npencraBiieHbl pe3ysibTaTbl TeCTUpoBaHusd 32 768  komro-
HEHTOB KakJ0ro Brja. Eciau BKIIOYNTE BCE 0OBEKTHI, B KOTOPBIX OTCYTCT-
BYIOT IIyCTBI€ METOJIbI, MPOPUIUPOBIIUK HE TTOKAXET KAaKOT0-THO0 yBEIH-
YyeHus moTpedseHus npoueccopa. Bbl cMokeTe 3aMETUTh HEKOTOPBIE U3-
MEHEHHsI B TIOTPEOJICHUN MaMsITH M MPOUYyI0 aKTUBHOCTH VSync (Beptu-
KaJlbHasi CUHXPOHM3allUsi), HO B IIEJIOM KapTUHA OCTaHETCS B Mpesesax
HOPMBI.

UToO0Bl UCTIPAaBUTH ATy MPOOJIEMY, JOCTATOYHO yAAIUTh OOBIBICHUS
nycThIX MeTOJ0B. JIBrkok Unity He 0OHapyUT UX U HE Oy/IET BbI3bIBATb.
WHorma mouck oO0bsSIBICHUH ITyCTHIX METOJIOB B OOJIBIIIOM MIPOEKTE SIBIISICT-
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Csl TOBOJIBHO CIIOKHOM 3a/1adueii, U PEIuTh €€ BaM ITOMOTYT MPOCTBIEC Pery-
JISIPHBIC BBIPAKECHUS.

Crnenyroliee peryyisipHO€ BhIPaKEHUE MO3BOJUT HAWTHU BCE OObsBIIC-
Hus mycThix MeTos10B Update() B koze:

void\s*Update\s*2\(\s*?\)\s*2\n* 2\ {\n*N\s*?\}

C TOMONIBIO 3TOTO PETYJSPHOTO BHIPAKEHUS MOXKHO HaWTH BCE
cTanaapTHole 00bsBiIeHusa metona Update(), Bkirovaronue U30BITOYHBIC
npoOesibl 1 CUMBOJIBI HOBOM CTPOKH, pa3OpOCaHHbIE MO BCEMY OOBsIBIIE-
HUIO METO/IA.

Komnonenmsi-oounouxu

HenocTtaTok perieHust Ha OCHOBE CTaTUYECKOTO KJlacca 3aKI0uaeTcs
B HEOOXOJMMOCTH HAcCJEeJIOBaHUS CaMOro HHU3KOYPOBHEBOTO Kiacca —
Object. DT0 03HayYaeT, YTO CTATHUYECKUE KIJIACCHI HE MOTYT HAclieI0BaTh
kiacc MonoBehaviour 1, COOTBETCTBEHHO,  MCHOJB30BaTh €ro HUHCTPY-
MEHThI, uMeroue otHoumieHue k Unity, Bkitoyas 00paOOTKy COOBITHI U
conporpammbl. KpoMe Toro, u3z-3a oTCyTCTBUSI 00BEKTA JiJisE BbIOOpA Tepsi-
€TCSl BO3MOXKHOCTh YBUJICTh JIAaHHBIE B HHCTIEKTOPE BO BPEMS BBITOJTHEHUS.
OpHako 3TH MHCTPYMEHTHI IOCTYIHBI B II100aTbHBIX KJIaccaX-OJAMHOYKAX.
TunuyHoe perieHre dTol MpoOJIeMbl 3aKJII0YAeTCsl B pealn3alny Kiacca
«KOMIIOHEHTa-OJMHOYKN», TOPOKIAIOIIET0 UTPOBOM OOBEKT U MPEAOCTAB-
JISIFOILIETO CTATUYECKUE METO/IbI ISl TI100albHOTO JOCTYIIA.

Hwuxe npuseneno onpenenenue kinacca SingletonAsComponent:

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

private static T Instance;

protected static SingletonAsComponent<T> Instance { get {

if(! Instance) {

T [] managers = GameObject.FindObjectsOfType(typeof(T)) as T[];
if (managers != null) {

if(managers.Length == 1) {

Instance = managers|[0]; return Instance;

} else if (managers.Length > 1) { Debug.LogError("You have more
than one " +

typeof(T).Name + " in the scene. You only need 1, it's a singleton!");

for(int 1 = 0; 1 < managers.Length; ++1) { T manager = managers][i];
Destroy(manager.gameObject);

h

b
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}
GameObject go = new GameObject(typeof(T).Name, typeof(T));

Instance = go.GetComponent<T>(); DontDestroyOnLoad( In-
stance.gameQObject);

}

return Instance;
J
set {
Instance = value as T;

h
h
;

[TockoabKy OOBEKT TOJKEH OBITh II00ATbHBIM U MTOCTOSIHHBIM, Cpa-
3y TMOCJ€ CO3JaHus HMIPOBOTO 00BEKTa TpeOyeTcs BbI3BaTh (DYHKIUIO
DontDestroyOnlLoad(). OTta cnenuanbias gynkiuus coobmaer Unity, uTo
OOBEKT JOJKEH COXPAHATHCA MPH CMEHE CIIEH, BIUIOTH JIO 3aBEpIICHUS
BBITIOJTHEHHS TIpriokeHus. [Ipu 3arpy3ke HOBOM CIIEHBI OOBEKT HE OymeT
YHUYTOXKEH U COXPAHUT BCE CBOM JIaHHBIE.

DTO ompejelieHne Kiacca MpejrnoaraeT iBa MoMeHTa. Bo-mepBbix,
MIOCKOJIBKY B OTIPENIETICHUN TTOBEJEHUS UCIOIb3YIOTCS 0000IIeHHbIE T1a0-
JIOHBI, JIJISl CO3/IaHMsI KOHKPETHOTO Kilacca TpeOyeTcs yHacleoBaTh KOH-
KpeTHbIE THUIIbl. BO-BTOPBIX, JOJKEH OBITH OMpEAENieH METO]I, MpHCBau-
BaIOIIMN 3HaueHUe nepemMeHHor Instance u ocyrecTBIsIIOMUN HEOOXO-
JTUMOE TIPUBEICHUE TUIIOB.

Hampumep, Huke moka3aHo, 4To TpeOdyeTcs JUisl YCIEIIHOTO CO3/1a-
HUs HoBoro kiacca MySingletonComponent, Hacieayromero Kiacc
SingletonAsComponent:

public class MySingletonComponent : SingletonAsCompo-
nent<MySingletonCompone
nt> {

public static MySingletonComponent Instance {

get { return ((MySingletonComponent) Instance); } set { Instance
= value; }

}

b

[IpaBunbHass OYKMCTKAa KOMIIOHEHTA-OAMHOYKA MOKET BBI3bIBATH
CJIO)KHOCTH M3-3a OCOOCHHOCTEW yHMUTOXeHus ciieH B Unity. Metoa
OnDestroy() oObekTa BBI3BIBAETCSI BO BpEMs BBINOJHEHUS, KOTJA ATOT
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OOBEKT JOJDKEH OBITh YHHUTOXKEH. TOT K€ METOJ BBI3BIBACTCS BO BpeMs
3aBepIICHUS PAOOTHI MPUIIOKESHUS, IPUYEM KaXIblii KOMIIOHEHT, MPHCOe-
JUHEHHBIH K KaXJIOMYy WIPpOBOMY OOBEKTY, HMEET CBOM METOA
OnDestroy(), Be3siBaembIii Unity. Kpome Toro, mpuiokeHue 3aBepiiaercs
IIPU BBIXOJIE U3 PEKHUMa BOCIIPOU3BEACHHUS M BO3BpATa B PEXKUM PEIaKTH-
poBaHud. [Ipu 3TOM yHHUUYTOXKEHHE OOBEKTOB MPOUCXOIUT B CIIy4aliHOM
NOPSIIKE U HE TAPAHTUPYETCS, UTO KOMIIOHEHT-OJUHOYKA OYyJEeT YHUUYTO-
KEH B MOCJIETHIOI0 0YePE/ib.

Bo3MoxHOCTE OOpamieHusi HEKOTOPhIX OOBEKTOB K KOMIIOHEHTY-
OJIMHOYKE TIPU YHUUYTOXKCHUH OOBSICHACTCS TE€M, YTO TaKHEe KOMIIOHEHTHI
4acTo peayn3yroT madioH «Habmromarenby, Mo3BoJsAs APYTrUM O0BEKTaM
MOJMKUCHIBATHCS/OTIUCHIBATHECS C €T0 TOMOIIBIO Ha OMNpeJeieHHbIC 3a/a-
HUS, TOJ00HO TOMY Kak B Unity MpUMEHSIIOTCS METOJIbI OOpPaTHOTO BBI3O-
Ba, HO B MEHEE aBTOMATU3UPOBAHHOUN MaHepe.

Jlnst penienust 3Toil mpoOIeMbl HY>)KHO BHECTU TpU U3MEHeHHus. Bo-
NIEPBBIX, JOOABUTH JOMOJHUTEIBHBIN (PIar B KOMIIOHEHT-OAMHOYKY IS
IIPOBEPKU €r0 COCTOSHUS U BHIKIIFOYCHHUS B COOTBETCTBYIOIINE MOMEHTHI, K
KOTOPBIM OTHOCSITCS MOMEHT CAMOYHUYTOXKEHUS KOMITOHEHTA, a TAKXKeE 3a-
BepiieHue pabotsl npuioxkeHus (OnApplicationQuit() — emre oauH mosnes-
HBI METOJ 0O0paTHOTO BHI3OBa I HaciaeaHukoB MonoBehaviour, koTo-
pBIit OyZET BBI3BaH B 3TOT MOMEHT):

private bool _alive = true;

void OnDestroy() { alive = false; }

void OnApplicationQuit() { alive = false; }

Bo-BTOpBIX, HEOOXOAMMO peaTn30BaTh MPOBEPKY TEKYIIETO COCTOS-
HUSI KOMIIOHEHTA JIJIs1 BHEITHUX OOBEKTOB:

public static bool IsAlive {

get {

if ( Instance == null) return false;

return Instance. alive;

h
}

N nakonel, 11000i1 00bEKT, KOTOPBIN MBITAETCSI OOPATUTHCA K KOM-
MOHEHTY-OAMHOUYKEe W3 MeTona OnDestroy(), HoJKEH mepen BBI30BOM
Instance TpPOBEPUTH COCTOSHHE KOMIIOHEHTAa C TIOMOIIBIO CBONCTBA
IsAlive. Hanmpumep:

public class SomeComponent : MonoBehaviour {

void OnDestroy() {
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if  (MySingletonComponent.IsAlive) {  MySingletonCompo-
nent.Instance.SomeMethod();

h
h
;

DTO TapaHTUPYET, YTO HUKTO HE MOMBITAETCS MOJYYHUTh JOCTYIT K
Instance Bo Bpemst yHuuTO)eHHUS. OJTHAKO €Clid B AaJIbHEWIeM OyaeT pe-
IIEHO MCIOJIb30BaTh CPa3y HECKOJIBKO TAKUX YIPABJSIONIMX KJIACCOB WU
pa3nenuTh UX TOBEACHUE I yA00CTBa, MPUIETCS N3MEHUTh MacCy KOJa.

NmeroTcst Takke Apyrue albTepHATHBBI, HAIPUMEDP HCIIOIH30BAHHE
BcTpoeHHOro mMocta Unity MexIy KOJIOM CIieHapusi U uHTepdeiicom HH-
CHEKTOpaA.

OmknoueHue HeUuCnoabL3yemMblx CYeHapues u 00beKmos

CiieHbl OBIBAIOT OYEHb 3arpy>KEHHBIMU, OCOOCHHO KOTJa CO3/Iat0TCs
OOJIbIIINE OTKPBIThIE MUPHL. YeM 00Jibllle 00BEKTOB BBI3BIBAET KOJ B METO-
ne Update(), TeM xyxe MacmTaOUpoBaHUE M MeJJICHHee padoTaeT Hrpa.
OpHako MHOTME OOBEKTHI 00padaTHIBAIOTCS BIYCTYIO, IIOCKOJIBKY HAaxo-
JSATCSI BHE TOJIS 3pEHHS MUTPOKA WM MPOCTO CIMINKOM jgaieko. OTka3 oT
00pabOTKU TaKUX OOBEKTOB HEBO3MOXEH B OOJBIINX TPATOCTPOUTEIHHBIX
CUMYJISITOpaX, TJe MOCTOSHHO JOJDKHO BBITIOJHIATHCS TOJHOE MOJEIUPO-
BaHME, HO B UTPax OT MEPBOTO JIUIlA WM TOHKAX, /i€ UTPOK MepeMeIiaeTcs
10 JIOCTaTOYHO OOJILIION 00JaCTH, OTKIIFOUEHHE HEBUINMBIX OOBEKTOB HE
OKa)KeT 3aMETHOT'0 BJIUSHUS Ha MPOIECC UTPHI.

Omxknouenue HeBUOUMBIX 00bEKMO8

WNuorna HeoOX0AMMO OTKIFOYATh KOMIIOHEHTHI HJIM UTPOBBIE OOBEK-
ThI, KOT/1a OHU He BUJIHBI. Unity uMeeT BCTPOCHHBIE MEXaHU3MBI OTKJIIOUe-
HUSl 0OBEKTOB, KOTOpPhIE HE BUIHBI Ha KaMepe, U OOBEKTOB, CKPBITHIX 32
IpYruMu 00BbEeKTaMH, HO 3TH MEXaHU3MBl HE BO3JEHCTBYIOT Ha HeOToOpa-
KaeMbIe KOMITOHEHTHI, TaKHe KaK CIICHAPUH WCKYCCTBEHHOTO WHTEJUICKTA.
Wx moBeaeHne HEOOXOAMMO KOHTPOJIMPOBATH BPYIHYIO.

DTy npobaeMy JErko pelnuTh C TOMOIIBI0 METOA0B OOPAaTHOTO BBI30O
Ba OnBecameVisible() 1 OnBecamelnvisible() kmacca MonoBehaviour,
KOTOpbI€ BBI3BIBAIOTCS, KOT/Ia OOBEKT CTAHOBUTCS BUAMUMBIM HJIM HEBUIH-
MBIM JIJIsl BCceX Kamep B ciieHe. Kpome Toro, B ClieHe ¢ HECKOIBKUMHU Kame-
pamMu METOJBI BBI3BIBAIOTCS, TOJIBKO KOT/Ia OOBEKT CTAHOBUTCS BUIUMBIM
JUIsE TFOOOW OJTHOM KaMephbl M HEBUAMMBIM JIJISl BCEX KaMep. DTO O3HAvaer,
9TO METOBI OyAyT BBI3BIBATHCS UMEHHO B HY)KHBIC MOMCHTEI.
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JIJ1st BKITFOUCHUS U OTKJIFOUEHUS OTACIBbHBIX KOMIIOHEHTOB IO COOBI-
THSM U3MEHEHHS BUIUMOCTH MOYKHO HCITOJIH30BaTh CIIETYIOITUE METO/IBI:

void OnBecameVisible() { enabled = true; } void OnBecamelnvisi-
ble() { enabled = false; }

A BKIIIOUEHHE WM OTKIIOUEHHE BCETO UTPOBOI0 00BEKTa, K KOTOPO-
MY TOAKIIOYEH KOMIIOHEHT, MOYKHO peain30BaTh TaK:

void OnBecameVisible() { gameObject.SetActive(true); } void On-
Becamelnvisible() { gameObject.SetActive(false); }

Omxnrouenue omoaieHnvix 00beKmos

B npyrux cutyamnusx skenaTeabHO OTKIOYATh KOMIIOHCHTHI WJIW WT-
pOBBIE OOBEKTHI, OKa3aBIINECS JOCTAaTOYHO AAJIEKO OT UTPOKA U MOTOMY
¢/IBa 3aMETHBI. XOPOIINMH KaHIUIaTaMHt JIJIsT OTKIIFOUCHHS B TaKUX CITyda-
X SIBIIAFOTCS OJIY»KIArolIie CO3JaHUs ¢ HMCKYCCTBEHHBIM HHTEIUICKTOM,
KOTOpBIE JODKHBI OBITh BUIWMBIMUA Ha OOJIBIIIOM PACCTOSTHHH, HO, HaXO-
IISICH TaM, OHU HUYETO HE JOJDKHBI A€JIaTh.

Hmwxke npuBoguTcs mpocTtas comporpamMma, KOTOpas MEepHOIUYCCKH
IIPOBEPSCT PACCTOSHHUE A0 IEJIEBOTO 00BEKTAa U OTKIIFOYAET ceOs, eCau OH
HAXOJIUTCS CIHUIIKOM JAJEKO:

[SerializeField] GameObject  target; [SerializeField] float
_maxDistance;

[SerializeField] int _coroutineFrequency;

void Start() {

StartCoroutine(DisableAtADistance());

§

IEnumerator DisableAtADistance() { while(true) {

float distSqrd = (Transform.position - _target.transform.position).
sqrMagnitude;

if (distSqrd < maxDistance * maxDistance) { enabled = true;

} else {

enabled = false;

§

for (int 1 = 0; 1 < coroutineFrequency; ++1) { yield return new Wait-
ForEndOfFrame();

h
h
h
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Hy»XHO npHCBOUTH B MHCIEKTOPE MO0 _target oOBEKT UTpoOKa, 3a-
JaTh MAKCUMAJIbHOE paccTosiHUE B mosie _maxDistance U W3MEHUTh 4acTo-
Ty BBI30Ba COINPOTpaMMbl C MOMOLIBIO CBOWCTBa _coroutineFrequency.
routineFreque ynmanutcs oT o0OBbeKkTa B CBOMCTBE _target nmampliie 4em Ha
paccrosiuue _maxDistance, o Oyner otkiodeH. OH OyJIeT CHOBa BKIIIO-
YeH Npu NPUOIMHKEHUN Ha pacCTOSHUE MEHbBIIIE TOPOTOBOTO.

Memoo Update, conpoepammer u memoo InvokeRepeating

Meron Update BeI3BIBacTCS B KaXJAOM KaJpe, HO MHOT/Ia HEyMeIbIe
MOTIBITKU TOOWTHCS YMEHBIIICHHSI YaCTOTHI BBI30BOB MeTona Update mpu-
BOJAT K 00Jiee 4aCTOMY BBI30OBY ITyCTOTO METO/A:

void Update() {

_timer += Time.deltaTime;

if (_timer > _aiUpdateFrequency) { ProcessAl();

_timer -= _aiUpdateFrequency;

h
}

Takoe ompexaeneHue 3Tod (YHKIUMKA TPUBOJUT K BBI3OBY MYCTOU
GYHKIIMY TpaKTHYEeCKH B KakaoM Kaape. Ha camom nene Bce ropaszno xy-
K€, TTOTOMY YTO BBITIOJIHSAETCS TPOBEPKA JOTHYECKOTO 3HAUYCHHS, KOTOpas
MOYTH Bcerjia Bo3Bpaiiaert false.

DTO HarIsAaHbIN TpuMep (YHKIIMHA, KOTOPYIO HYXXHO IpeoOpa3oBaTh
B COINpOrpaMMy, YTOOBI BOCTIOJB30BATHCS BO3MOXKHOCTBIO 3aJIE€P)KHUBATH
BBI3OBBI:

void Start() {

StartCoroutine(UpdateAl());

h

[Enumerator UpdateAl() { while (true) {

yield return new WaitForSeconds( aiUpdateFrequency); Proces-
sAI();

h
}

OnHako 3TOT MOJAXOJ MMEET CBOM HedocTaTku. C OHOM CTOPOHBI,
COMPOTpaMmMa BHOCHUT JOTIOJHUTEIbHBIC HAKIIAHBIE PACXOAbl B CPABHEHUU
C BBI30BOM OOBIYHOW (DYHKIIMH, @ TaK- K€ UCIOIB3YeT Ky4y JUIsl COXpaHe-
HUSI CBOETO TEKYIIETO COCTOSHUA A0 Clenyollee Bbi3oBa. Bo-BTOphIX, TO-
CJie MHUIMATIU3alMKU BBITIOJIHEHHE COMPOTrpaMMbl HE 3aBHUCUT OT METOJa
Update() urpoBoro o0nekTa u OyJIeT BbI3bIBATHCSI HE3ABUCUMO OT TOTO, aK-
TUBEH OOBEKT WJIM HET.
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OnHako B OMpENENeHHBIX CHUTYalHSIX IMPEUMYINECTBA OTCYTCTBHUS
BBI30BOB B OOJIBIITMHCTBE KQJAPOB MEPEBEIINBAIOT JOTIOJHUTEIBHBIE 3aTpa-
THI Ha BBI30B B Kaxk70M Kajape. Ha camoMm jene, korja B oneparopax yield
HE BBIMOJHACTCS HUYETO CIIOKHOTO, YaCTO HCIIOJB3YIOT OOJiee MPOCTOU
BapHUaHT ATOTO MOJX0/1a, OCHOBaHHBIN Ha ¢yHKIuu InvokeRepeating(), ko-
TOpasi UMEET MEHbIIINE HaKJIaTHbIe PACXOIbI:

void Start() {

InvokeRepeating("ProcessAl", 0f, aiUpdateFrequency);

b

O6patute BHUMaHue, yTo ¢QyHKius InvokeRepeating Takxe He 3a-
BucHuT oT MeToaa Update() urpoBoro o0bekTa U OyeT MpoI0KaTh BHI3bI-
BaTbCsl, JaXKe KOTJa OOBEKT OTKIIOUeH. He3aBucuMo OT BEIOpAaHHOTO TMOJ-
X0J1a CYIIECTBYET JIOMOJHUTEIbHBIM PUCK BbI30Ba CIUIIKOM OOJIBIIIOTO KO-
JUYECTBa METOJIOB B OJTHOM M TOM ke Kajape. I[IpeacraBpTe cede ThICSUU
00BEKTOB, KOTOPHIE OJHOBPEMEHHO HHHITHATU3UPYIOTCS MPU WHHUITHATIH-
3anmu cueHbl. Kaxaeiii pa3, no ucreuenuun _aiUpdateFrequency cekyHz,
OHH Bce BMecTe OyayT 3amyckath MeToi ProcessAl() B ogHOM U TOM ke
KaJIpe, YTO BBI30BET OTPOMHBIN BCIUIECK MOTPEOICHUS IIEHTPATHHOTO MPO-
ueccopa.

Ota npobiieMa UMEET CIETYIOTHNE BOZMOKHBIE PEIICHHUS

— BBITOJIHATH 3aICP’KKY Ha CIIyYalHbIM MHTEPBAJI BPEMEHH TIPU KaX-
JIOM cpabaThIBAaHUM TakMepa WIIN 3aITyCKe COMPOrpaMMBbl;

— pacrnpeaeauTh HHUITUATU3AI|I0 COMPOorpaMM I0 Kajpam;

— JeJIETUPOBATh OTBETCTBEHHOCTH 3a BHI30B OOHOBJICHHI HEKOTOPO-
My YIPaBJISIOMIEMY KJIacCy, KOTOPBIH OTPAaHWYHUT KOJIMYECTBO BHI30BOB B
KaXXJIOM KaJIpe.

YMEHBIIIMB KOJIMYECTBO HM3JIUIMHUX ompeaeneHuit meroga Update c
MOMOIIIbIO MPOCTOM COMPOTrpaMMBbl, MOKHO JTUKBUIUPOBATH MACCY HEHYX-
HBIX HaKJIaJIHBIX PacXoJIOB, MO3TOMY TaKOe MPeoOpa3oBaHUE CIEAYET BbI-
MOJTHATh BCETJa, KOT/Ia 3TO BO3MOXKHO. MOXHO TakXe MepecMOTPETh pe-
IIICHUE OPUTHHAIBHOMW MPOOJIEMBI, YTOOBI TIPEIOTBPATUTH OJTHOBPEMEHHOE
MOSIBJIEHHE MaCChl COOBITHH.

JIpyroi moaxoJl K ONTUMHU3AIMKA OOHOBJIEHUM — OTKa3 OT MCIOJIb30-
Banus metoja Update(), TouHee BBI3BIBATH €r0, HO TOJIBKO OJIUH pa3. [Ipu
BbI30Be MeToqa Update() mpoucxoauT nepeaava yrnpaBiIeHUS MEXIy HU3-
KOYPOBHEBOM peayin3aliieil UTpoBOro 0ObEeKTa U €ro YIpaBJIsIEMbIM TPE/I-
CTaBJICHHEM, YTO SIBJISICTCS 3aTPATHOM 3ajauei.

To ecTh HakIagHBIC PACXOJIBI MOYKHO YMEHBIIIUTH, OTPAHUYIUB KOJIH-
4eCTBO Tepeaad yIpaBIeHUs MEXITY YIIPaBISIEMbIM U HEYIIPaBIIeMbIM KO-
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namu. Crenatrb 3TO MOXKHO C MOMOIIBIO BE3/IECYIIEr0o KJacca, BhI3bIBAIO-
IIEro MOJb30BATEIbCKUE METO/IbI OOHOBIIEHUSI BO BCEX IMOJIB30BATEIBCKUX
komrnoHeHTax. Ha camom nene muorue Unity-pa3paOOTUuuKy HUCHOJIB3YIOT
3TOT MOJXOJ B CBOMX MPOEKTaX W3HAYAJIBHO, IOCKOJIBKY OH IMO3BOJISIET UM
MOJIHOCTHIO KOHTPOJIUPOBATH OOHOBJICHUSI B CUCTEME, BKIIIOYAsl TAKUE MO-
MEHTBI, KaK May3bl MPU BBIBOJIC€ BCIUIBIBAIOIIUX MEHIO U IPUOCTAHOBKHU
IpU MaHUMIYJISIITUY YD PeKTaMu.

Bce 00bexThl, TomJieKalie HWHTETpUpaldu ¢ TaKOW CHCTEMOW,
JIOJKHBI UMETh OOIIYI0 TOYKY BXOJa. ITOr0 MOXKHO JOCTUYH C MOMOIIBIO
uHTepdericHoro Kiacca.

B nanHOM ciydae 10CTaTOYHO peaan3oBaTh CIASAYIOMMUN HHTEpEcC,
KOTOPBIN TpeOyeT ONpeieTuTh EIUHCTBEHHBIA METO/:

public interface [Updateable {

void OnUpdate(float dt);

}

Jlanee onpeaenum kiacc MonoBehaviour, peanu3yooniuii 3TOT HH-
Tepdeiic:

public class UpdateableMonoBehaviour : MonoBehaviour, IUpdate-

{
public virtual void OnUpdate(float dt) {}

b

O6patute BHMMaHue, yTto MeTona monyuus umsa OnUpdate(), a He
Update().

Tax MBI COXpaHUIIU CMBICIT OPUTHHAIIBHON HJIEH B MOJIH30BATEIHCKOM
BepCcuU U n30exanu KOHGIUKTa UMEH CO CTaHIapTHBIM MeToioM Update().

Merton OnUpdate() B kmacce UpdateableMonoBehaviour u3Bnekaet
Tekymiee BpeMs (dt), 9To0bl M30aBUTH HAC OT MACChl HEHYKHBIX BBI30BOB
Merona Time.deltaTime. Kpome Toro, pyHkums oTMeueHa crieliupuKaTo-
poMm virtual, yToOBI €€ MOXHO OBLIO TEPEONPENECIUTh B MPOU3BOJIHBIX
kimaccax. Kak m3BectHo, Unity aBTOMAaTHYECKH OIpPEEisIeT MPUCYTCTBHE
MeTo10B ¢ umeHeM Update() u BbI3BIBAET UX, a TaK KaK MOJIb30BATEIHCKUE
METOJbl OOHOBIICHHUSI UMEIOT APYroe MMsi, HEOOXOIUMO pean30BaTh He-
Kuil Be3ne- cymuil kimace «Gamelogicy, KoTopsiii OyJeT BBI3BIBATH 3TH
METO/IbI.

[Ipy uHMIMANIU3AIMKA TAaKUX KOMIIOHEHTOB HEOOXOJMMO COOOIIAThH
00bekTy Gamelogic 00 UX CO3/laHMM M YHUYTOXKEHUH, YTOOBI OH 3HAJ,
KOTJla HY>KHO WJIM HE HY>XHO BbI3bIBaTh (yHKIIMI0O OnUpdate().

able
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B cnenytomem npumepe cuurtaercs, uyto kiacc Gamelogic sBisiercs
KOMITOHEHTOM-OJIMHOYKOW, M UMEET CTaTH4YeCKre QyHKIUH TSI TTOATTHCKA
¥ OTKa3a OT MOAMHICKU

Haubonee mnoaxomsmmmu isi TOAKIIOYEHUST OO0BEKTa Kiacca
MonoBehaviours k cucreme sBisitores metobl Start() u OnDestroy():

void Start() {

GameLogic.Instance.RegisterUpdateableObject(this);

}

void OnDestroy() {
GameLogic.Instance.DeregisterUpdateableObject(this);

}

Br16op Metona Start() oObsicHsS€TCS MPOCTO: K MOMEHTY €ro BBI30Ba
JUTSl BCEX IPYTUX KOMIIOHEHTOB YK€ OyyT BhI3BaHbI X MeTOJIbI Awake().

OO6parute BHMMaHUE, yTo MeToA Start() ornpezesneH B 6a30BOM Kiac-
ce MonoBehaviour, noatomy, eciau ompeneautb metoa Start() B Mpous-
BOJHOM KJlacce, OH (DAKTHYECKH TIEPEOIPEACITUT METOT 0a30BOTO Kilacca
Unity OyJeT ucnoiab30BaTh METOJ NPOU3BOJHOrO Kiacca. [loatomy mpen-
MOYTUTEIbHEE Pean30BaTh BUPTYyalbHBINM MeTo Initialize(), 4ToObI mpo-
U3BOJIHBIE KJIACCHI MOTJIM MEPEOIPEACIIUTh €ro i HACTPOUKU MHHUITHATH-
3aiuu 0e3 BMeIIaTeahCTBAa B JCUCTBUS 0a30BOT0 Kiacca, TaKHe KakK yBe-
nomiieHre oobekTa Gamelogic 0 cyliecTBOBaHUM KOMIIOHEHTA.

N nakonen, peanuszyem kiacc GameLogic. Ero peanuzaius Bo MHO-
roM TOoA00OHA peanu3alii KOMIIOHEHTAa-OJWHOYKH, HE3aBHCHMO OT WHC-
noJyib3oBaHug MessagingSystem B Hem. B 1mo0oM citydae, oObEKT Kiiacca
UpdateableMonoBehaviour gomkern opopMUTh TOANUCKY WA OTKA3aThCs
ot Hee, kak 00bekT [UpdateableObject, a kitacc GamelLogic nomkeH uc-
noJyib30BaTh cBoii Metoa Update() mist 00xoma BceX 3aperucTpUpPOBAHHBIX
00BEKTOB U BhI30Ba ux MeTo10B OnUpdate().

Omnpenenenune kiacca ansa cucrembl GameLogic:

public class GamelLogic : SingletonAsComponent<GameLogic> {
public static GameLogic Instance {

get { return ((GameLogic) Instance); } set { Instance = value; }

b

List<IUpdateableObject> _updateableObjects = new
List<IUpdateableObject>(); = public = void  RegisterUpdateableOb-
ject(IUpdateableObject obj) {

if (! Instance. updateableObjects.Contains(obj)) {

_Instance. updateableObjects. Add(obj);

j
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b
public void DeregisterUpdateableObject(IUpdateableObject obj) { if

(_Instance. updateableObjects.Contains(obj)) {
_Instance. updateableObjects.Remove(obj);

}

}
void Update() {

float dt = Time.deltaTime;
for(int 1 =0; 1 < Instance. updateableObjects.Count; ++1) {
Instance. updateableObjects[1].OnUpdate(dt);

}

}

}

Eciu Bce mosb3oBatenbekue kiacckl MonoBehaviours 6yayT Hacie-
noBath kiacc UpdateableMonoBehaviour, mbl (akTtuuecku 3ameHum N
BbI- 30BOB (pyHK1Mu Update() enuHCTBEeHHBIM BbI30BOM MeTo1a Update() u
N BbI30BaMU BUPTYaJIbHBIX (DYHKIHUNA. ITO MPEIOTBPATUT 3aMETHOE CHU-
KEHUE TMPOU3BOJAUTEIHLHOCTH, TOCKOJBKY MOJABISIONIee OOJBITMHCTBO
orepanuii 0OHOBJIEHUS OYJIET BBIOJHATHCA BHYTPU YIPABISIEMOro Koja U

nepegaya ynpaBJICHUs] MEXIY YHNPaBISIEMbIM W HEYIPABISIEMBIM KOJAMU
OyJeT OCYIIECTBIATHCS PEKE.

Yckopernue nposepku omcymcmausi CColiKu Ha ueposotl 00bexkm

OxkasbIBaeTcs, 4YTO CpaBHEHNE CChUTIKM Ha 00bekT Unity co 3Ha4YCHH-
em null BbI3BIBacT mepenady yMHpaBICHUS MEXIy YIPaBIIeMbIM U He-
YOPABISIEMBIM KOJIOM, YTO OKHJIa€MO MPUBHOCHUT HEXeJaTebHBIC 3aTpa-
TBI:

if (gameObject !=null) {

// nenaeM 4To-TO ¢ OOBEKTOM UTPBI

§

Cy1ecTByeT TpocTasi albTepHATHBA, MMO3BOJISIFOINAS BBITTOJHUTH TY
K€ TIPOBEPKY, HO TIOYTH B JIBa pasza ObICTpee:

if (!System.Object.ReferenceEquals(gameObject, null)) {

// memaeM 4To-TO C OObEKTOM HUTPBI

h

DTO OTHOCHUTCS M K HTPOBBIM O0BEKTaM, H K KOMIIOHEHTaM, H K JIpy-
ruM oobekTaM Unity, UMEIOIIMM yIPaBIsIEMOE W HEyIpaBisieMoe Ipe-
ctaBieHus. OgHaKoO 3JIEMEHTapHOE TECTUPOBAHHWE TMOKa3bIBaeT, 4To 00a
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crioco0a BBITIOTHSIOTCS JIMIITb HECKOJIBKO HAHOCEKYH/ Ha mporieccope Intel
Core 15 3570K.

4.2. [lakeTrHas 00padoTka. AyAuo ¥ BUEO

lpeumywecmea nakemrnou oopabomku

B 3D-rpaduke u urpax noHsiTue MakeTHOM 0OpabOTKH MPEICTABIISIET
coOoii BecbMa OOILIMNA TEPMHH, OMMUCHIBAIONIMN MPOIECC TPYNIUPOBKU
OO0JBIIOTO KOJMYECTBA HEMOCTOSHHBIX YacTeW NaHHBIX U WX COBMECTHOU
00paboTKHU Kak €IuHOTO O0JbIIoro 0J0Ka JaHHBIX. Llenbio aToro mpoiec-
ca SBJISIETCS COKpallleHHEe BPEMEHHU BBIYMCIICHHMM, 4acTO C MOMOIIBIO Ia-
pajienbHOM 00paOOTKU, WM YMEHBIIIEHHE HaKJIaAHBIX PacxoJl0B, KOrja
1eJIble MAKEThl paccMaTpUBAIOTCS KaK OTIENbHBIE 3JIEMEHThl. B HekoTo-
pBIX Ccydasx MakeTHas o0paboTka MPHUMEHSETCS K MellaM, MHOXKECTBam
BEpIUUH, rpaHeit, UV-koopauHaTaMm U T. J., UCIOJIb3YEMBIM Ul IIPEACTAB-
JeHUS] TPEXMEPHOTO 00BbekTa. OMHAKO TOT YK€ TEPMUH OTHOCUTCS M K Ta-
KETHOU 00paboTke ayamodailyioB, CIPaiTOB, TEKCTYp U APYTrUX OOIBIIUX
Ha0OPOB JaHHBIX.

[ToaToMy, 4TOOBI M30€KATh MyTAHUIIHI TIPU YIIOMUHAHUM MAKETHOM
o0pabotku B Unity, noj Hell TOHUMAIOTCS J1Ba TJIAaBHBIX MEXaHU3Ma o0pa-
00TKH (paiijioB MeIIel: cTaTudecKkas M JUHAMHYECKasl akeTHas o0padoT-
ka. [lakeTHast 0OpabOTKa MO3BOJIAET MOBBICUTH MPOU3BOJAUTEIBHOCTD IPU-
JIOKEHUs, HO TOJBKO KOTJIa OHa HMCMOJb3yeTcs pa3ymHo. Ee ucnonb3oBa-
HHE CBS3aHO C MAacCOW HIOAHCOB M 3aITyTAHHBIX YCJIOBHUM, KOTOPHIE BAXKHbI
JUISL yITydIeHus: MPOU3BOAUTENIbHOCTH. Ha caMoM niesie B HEKOTOPBIX CITy-
yasx MakeTHas oOpabOTKa MOXET JaKe yXYAIIAaTh MPOU3BOIUTEIHLHOCTD,
€CJIM UCIIONB3YEeTCs I 00pabOTKu HAOOPOB JAHHBIX, HEMPUTOIHBIX MJIs
MaKeTUPOBAHMSI.

Cucrembl nakeTHo 00padoTku B Unity GakTuuecku sIBASIOTCS yep-
HBIMHU SIIIIAKaMHA, O BHYTPEHHEH CTPYKType KOTOpbIX KommaHus Unity
Technologies He packpbiBaeT noapoOHOI TexHuueckor nHpopmaruu. Ho,
OCHOBBIBASICh Ha TMOBEACHHUM, pe3yJbTaTaxX MPOGUIMPOBAHUS U TEpPEeUHE
TpeOOBaHUI K yCIIOBUSM HCIOJIb30BAHMSI, MOXKHO MHOTOT'O JOOUTHCS.

Mamepuanvt u wetidepol

[leitaepsl — 3TO KOPOTKHE MPOTPAMMBI, KOTOPBIE OMPENEISAIOT, KakK
rpaduuecKuidl mpoIeccop JOKEH OTOOpa)XaTh BXOJHBIC JaHHBIE, OMUCHI-
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Baromue BepuinHbl U nukcenu. lleiaepsl camu no cebe He 00ManaOT He-
O00XOJUMBIMH CBEJICHUSMHU O COCTOSTHUH, YTOOBI ClIeJaTh YTO-TO IIEHHOE.

BaxxHoli 00s13aHHOCTBIO cUCTEMBbl MaTepuasioB B Unity sBisercs
IpeI0CTaBlICHUE ATON MHGOpPMAIUK IIeiaepaM. DTO 3HAUYUT, YTO HIEHIED
MOKET UCIOJIb30BAThCS JJISI OTOOpaKeHUs] 00BbEKTa TOJIBKO BMECTE C Ma-
TepuanoM. Jlaxke BHOBb MMIOPTUPOBAHHBIM MeEIlIaM, BBOJUMBIM B CIEHY
0e3 Ha3HaAYeHHBIX MaTepUajoB, aBTOMAaTUYECKHU MPUCBAUBAETCS MaTepHall
0 YMOJYaHUIO, KOTOPBIM mpuaaer uM 0a3oBbld Iu(Py3HBIN MIEHaep U
O€eJIbIN IBET.

OTHU JBE CHUCTEMBbl OXBATHIBAIOT OOJBIIMHCTBO MEPEMEHHBIX COCTOS-
HUS BU3yan3aluu. To ecTh eCiu CBECTH K MUHMUMYMY KOJUYECTBO MaTe-
pHAJIOB, WCIOJB3yeMBIX [JI1 BHU3yaJlIM3alldd CIICHBI, aBTOMATHYECKHU
YMEHBIIUTCSA KOJIUYECTBO HEOOXOIUMBIX U3MEHEHHM COCTOSIHUSI BU3Yallu-
3allMM U, COOTBETCTBEHHO, KOJIMYECTBO BPEMEHHM, 3aTPayMBAEMOro IICH-
TpaJIbHBIM IPOLIECCOPOM Ha MOJATOTOBKY KaJpoB sl TpauyecKoro mpo-
eccopa.

HauyneM ¢ npocToil AeMOHCTpaluy MOBEAEHUS MaTEPUAJIOB U MTAKET-
HOM 00paboTku. Ho mpexae OTKII0YMM HECKOJIbKO IJI00aJbHBIX MapamMeT-
POB MEXaHU3Ma BU3YyalU3aIllH, YTOOBI HE OTBIEKATHCS:

— BeIOepuTe B MeHI0 yHKT Edit — Project Settings —Quality (IIpaBka
— Ilapametpsl mpoekta — KauecTBO) m ycraHoBuTe 3HadeHue Disable
Shadows (Otkitounts Tenn) B napametpe Shadows (Tenu) wim yctaHOBU-
T€ ypOBEHb KadecTBa o ymoiadaHuto Fastest (beicTphiif);

— BbIOepuTe B MeHI0 MyHKT Edit — Project Settings —Player (ITpaBka —
[TapameTpsl mpoekta — I[lpourpsiBaTens), oTkpoute Bkiaaaky Other
Settings (IIpoune nmapamerpsl) u copocsTe uiakku Static Batching (Cra-
TUYeCKasl makeTHass oopaboTka), Dynamic Batching ([unamuyeckas ma-
ketHast 00padotka) 1 GPU Skinning (CxuHUHT rpaduyecKuM MPOIECCo-
pom).

Jlanee co3gaauM CLEHY C €IMHCTBEHHBIM HaIlpaBJIEHHBIM MCTOYHU-
KOM CBETa M BOCEMBIO MEIIaMU — YeThIpe KyOa U 4yeThipe cdepbl, — Kax-
Bl W3 KOTOPBIX MMEET YHHKAJIBHBIM MaTepwall, MO3UIIHNI0, TTOBOPOT H
Maciitad

Barnsiaute Ha mapametp Batching (I1aketHast o6paboTka) BO BCILIBI-
Baronieit manenn GameView’s Stats (CtaTucTuKa nMpeCTaBICHUS UTPHI), U
BbI YBUJIUTE, YTO YKCIIO MMAKETOB PABHO JIEBSITH (3TO K€ YHUCIO CTOUT B Ma-
pamerpe Draw Calls (Bb130BbI cucTeMbl BU3yalu3alii) BO BCIUIBIBAIOIIEH
nanenu Stats (Craructuka) B Unity 4). Ecniu B napamerpe Clear Flags
(daaru ounctku) kamepsl BbIOpaH BapuaHT Don’t Clear (He oummars),
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OJIUH TaKeT OyJeT MCIOJb30BaH JJii pucoBaHUs (PoHA. DTO MOKET OBITH
00bekT Skybox ciieHbl WK NPSAMOYTOJIbHUK, 3aMOJIHSIONINN SKpaH MUKCe-
JSIMU, OKpAIIEHHBIMH B I[BET, OMNPEACISIEMbIi CBOWCTBOM KaMephI
Background (®on).

[Ipoune BoceMb MAKETOB HCHOJB3YIOTCS MJII PUCOBAHUS BOCHMHU
00beKkTOB. B 5000M cnydae, KaXAbld BBI30B CHCTEMBI BHU3yaM3alldd
BKJIIOYAET €€ MOJrOTOBKY C YYE€TOM CBOMCTB MaTepualia U MOChUIAET rpa-
dbuueckoMy mpoleccopy KOMaHay OTOOpasuTh JaHHBIM MEIl B €ro TeKy-
el MO3UIUH, C TEKYIIUMHU MMOBOPOTOM U MaciiTaboM. Matepuan onpeje-
JSET Meaep, YIpaBISIONINi TPOrpaMMUPYEMbIMUA YacTAMU TpapuIecKo-
ro KoHBeHepa (yrnpaBisiomUMU OTOOPa)KeHUEM BEPIIMH U (PparMeHTOB).

[TpumeuatenbHO, yTOo ecnu B mapamerpe Rendering Path (Pexum
oTOOpakeHMs1) HACTPOMKM Tuieepa BbIOpaH BapuaHT Forward (Ympex-
JAIOIKI), BKJIIOUEHHUE U BBIKJIIIOUEHUE HAMPABICHHOTO UCTOYHHUKA CBETA B
CIIEHE HE€ IMOBJIMIET HAa KOJUYECTBO IMAKETOB, UX OYJET MO- NPEeKHEMY Jie-
BATh. [lepBhIil HanTpaBIEeHHBIN UCTOUYHHK cBeTa B pexuMe Forward He BHO-
CUT HUKaKUX JOTIOJHUTEIBHBIX 3aTpaT, 0 KpaitHEH Mepe ¢ TOYKHU 3PEHUS
BBI30BOB CHCTeMbI Bu3yanu3arnuu. [Ipu go0aBieHnn IPYrux HUCTOYHUKOB
CBETa B CIIEHY — HAIPaBJIEHHBIX, TOUEUHBIX, JOKAIHHBIX WM MPOCTPAHCT-
BEHHBIX — BCE OOBEKTHI 00pa0aTHIBAIOTCS C TOMOJTHUTEIBHBIM ITPOTOHOM
HIeAepoB Il KaKJIO0T0 MCTOYHHMKA, B 3aBUCHUMOCTH OT 3HAUYEHMs Tapa-
metpa Pixel Light Count (KommdyecTBO MUKCETbHBIX UCTOYHUKOB CBETA) B
Hactpoiikax Quality (KauecTBo); mpuopurer npu o6padboTke OyayT UMETh
HMCTOYHUKU CBETa C 00JIee BHICOKOU SIPKOCTHIO.

Kak ymoMuHamoch BbIIE, TEOPETUIECKA MOKHO MHUHUMHU3UPOBATH
KOJIMYECTBO BBI3OBOB CHCTEMBbI BU3yaIN3allUH, YMEHBIITUB YaCTOTY CMEHBI
COCTOSIHUM BU3yalnu3aluu. 10 €CTh OAWH U3 MyTE€W NOCTUXCHUSA LEIA —
yMEHBIIIEHNE KOJMYECTBA UCTOIb3yeMbIX MaTepuaioB. Ho eciau ans Bcex
OOBEKTOB UCIOJIB30BATh OJUH M TOT K€ Marepuai, 3T0 HUYero He JacT, U
MO-TIPEKHEMY OCTaHETCS JCBATH ITAKETOB:

[TpuumHa B TOM, 4TO O€3 rpyNMUpPOBKH WH(POPMAIIUK O MEIaX YHUCIIO
W3MEHEHUI COCTOSIHMSI BU3yaju3alldd OCTAHETCA TeM xe. be3 makeTHo#
00pabOTKM KaKOro-JIr00 BHUJIa CUCTEMA BU3YAIM3allMM HE CMOXKET TMOHSATD,
YTO BBIMOJHAETCS TIEPE3aNUCh OJIMHAKOBBIX COCTOSHUN BU3YyaIU3alMK TIPU
BBIBOJIC HECKOJIBKUX MEIIeH, U Oy/IeT mepe3anuchiBaTh UX CHOBA M CHOBA.
DTO J1aeT BO3MOKHOCTh BBIBOJUTH B MPOLIECCE BU3yalIM3allUd BCE MEIIU
BMECTE KaK OJUH OOBEKT U U30eKaTh HEHYKHBIX BHI30BOB BU3yaIM3AIIUU.
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Junamuueckasn nakemuas obpabomka

[lenb quHaMUYECKOW MAKETHONH OOpabOTKU — OOBEAUHUTH MPOCTHIE
MEIA B OOJIBIIME TPYIIbI U MEPEAaTh UX CUCTEME BU3YAJIU3AlUA B BUJIEC
onHoro mema. Ee MOXHO NPUMEHSATh TOJbKO K MenlaM, BUJIUMbBIM B Ha-
CTOSIIIUMA MOMEHT JIJI1 KaMephl, a 3TO 3HAYUT, YTO OCHOBHBIE BHIYUCIICHUS
JOJIKHBI MPOU3BOJIUTHCS] BO BPEMS BBITIOJIHEHHUSI U HE MOTYT OBITh BBIMOJI-
HeHbl 3apaHee. COOTBETCTBEHHO, HAOOp OOBEIUHSAEMBIX OOBEKTOB OyjeT
U3MEHATHCS OT KaJipa K KaJipy. DTUM U 0OBSICHAETCS TPUMEHEHUE TEPMUHA
«JIMHAMHUYecKash» K TaKoH MakeTHON 00paboTKe.

Ecnu BepHyThCs Ha cTpanuily Player Settings (HacTtpoiiku miieepa) u
BKIIIOYUTH mapameTrp Dynamic Batching ([nnamudeckasi makeTHast oOpa-
00TKa), KOJIMYECTBO MAKETOB JOKHO YMEHBIIUTHCS C JACBATU O IIECTH.
MexaHu3M AMHAMUYECKON MaKeTHON 00pabOTKM aBTOMATHUYECKH OIpese-
JWI, 9YTO OOBEKThl MMEIOT OJMHAKOBBIM MaTepual U CXOXKHE MapaMeTphl
MeIleH, U UX MOXHO OOBEIMHUTH B OJUH MAKET. DTO COKOHOMUT PECYPChI
IEHTPAJILHOT'O MPOIIeCCOopa U BHICBOOOAUT OOJIBIIE BPEMEHHU JJIsl PEIICHUS
JIpYTux 3aj7ad, HampuMep MCKYCCTBEHHOTO MHTEIUIEKTa U MOJICTUPOBAHUS
3aKOHOB (PU3UKH.

[Tonubl#i ciucok TpeOoBaHUM, HEOOXOAUMBIX NJisi YCIEIIHOW JWHA-
MHUYECKOH MaKeTHOW 00pabOTKH Melel, MOKHO HalTH B JICKTPOHHOM J10-
KYMEHTalUH Unity o azpecy:
http://docs.unity3d.com/Manual/DrawCallBatching.html:

— BCE€ DK3EMIUISIpbl MEIIeH JOJDKHBI HCIOIb30BAaTh OAHY U Ty K€
CCBUIKY Ha MaTepua,

— JIMHaMU4YecKasli makeTHasi o0paboTka MPUMEHSETCS TOJbKO K CH-
cteMam yactuil u MemaMm. Komnonentsl SkinnedMesh u npyrue ve Moryt
00BEIUHATHCS;

— o0111ee KOJIMYECTBO aTpUOYTOB BEPIIMHHOTO IIEHepa HE JOJKHO
npessimath 900;

— BCE MEIM JIOJHKHBI UCTOJIB30BaTh JIMOO OJAHOPOAHOE, JTUOO0 HEO-
HO- POJITHOE MaclITabUpOBaHUE, HO HE UX COUETAHUE;

— BCE JK3EMIUIAPHl MEIIECH JOJKHBI CChUIAThCS HA OJWH U TOT XKe
(haiin ¢ KapToM OCBEIIEHHOCTH;

— IIeWIepbl MaTEepUaIoOB HE JOJDKHBI 3aBUCETh OT KOJWYECTBA IMPO-
XO/JIOB;

— 3K3EMIUISIPbI MEeIlIeH He JTOJKHBI TPUHUMATh TEHU B peajbHOM Bpe-
MEHHU.

NmeeTcs Takke HECKOJBKO HEJOKYMEHTHUPOBAHHBIX TPEOOBaHMUI,
BBISIBJICHHBIX B X0J1¢ koH(pepennuit Unite:
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— nakeT BMemaeT He 0onee 300 memeii;
— TMaKeT He JOJDKEH cojiepkath 0oiee 32 000 HHIEKCOB MEIIIEH.

Cmamuueckas nakemuas oopabomxa

Emte oqun Mexanu3M nakeTHou oOpaboTku B Unity peanusyeT cTaTH-
YEeCKYI0 MaKkeTHYI0 00padoTKy. Ero Ha3HaueHue — 1aTh BO3MOXKHOCTh 00be-
JUHSATH B MaKEeThl MEIIN JII0OOro pa3Mepa ¢ TOH ke 1IeJIbI0 U TEMH e CIIO-
co0aMu, YTO M MPU JUHAMUYECKON MaKeTHON 00paboTKe, HO MpPU JAPYroM
HaOope ycnoBuid. CyllleCTBEHHOE OTIIMYME MEXIY JBYMS METOJAMH MAKET-
HOI 00pabOTKH 3aKJII0YAETCA B TOM, YTO CTaTUYECKasl MakeTHasi oOpadoTKa
MPOUCXOAUT BO BpEMSI MHULIMATIU3ALMY TPUIIOKEHHUS, a JUHAMUYECKAS] — BO
BpeMs BBIMONHEHMs. [103TOMYy pa3paboTynk MMEEeT HaMHOTO OOJIbIe BO3-
MOKHOCTEH JIJIsl yIIPaBJICHUS! CTATUYECKON MTaKeTHOM 00pabOTKOM.

Cucrema craTuyeckoi makeTHOW oOpabOTKH MMEET CBOM Habop Tpe-
OOBaHMIL:

— KAk cleAyeT U3 Ha3BaHMs, Mell AoJkeH nMeth ¢uar Static (Cra-
TUYECKUI);

— JUISL KaXJI0r0 MeIla, YYaCTBYIOIIEr0 B CTATUCTUYECKOW IMAKETHOMN
00paboTKe, TOHKHA BRIICTATHCS IOMOJHUTENIbHAS aMSITh;

— DK3EMIUBIPBI MEIIeH MOTYT MOCTYIaTh U3 JIOObIX UCTOYHUKOB, HO
JOJKHBI KCTIOJIB30BATh OJIMH U TOT YK€ MaTepHal.

Ocobennocmu UCnoIb308aAHUSL CMAMUYECKOU NAKemHol 0opabomku

Cucrema cTaTMYeCKOM MaKeTHOW 0OpaOOTKM HE JIMILIEHA HEJOCTaT-
KoB. Tak kKak cOOpKa MaKeTOB OCYIIECTBISETCS MyTeM OOBEIMHEHHUS Me-
mel B OJWH OOJBIION MEIl, CUCTEMa CTaTHYECKOM IMaKeTHOM o0padOoTKHu
o0J1ajaeT HeCKOJIBKUMHU OCOOEHHOCTSIMH, O KOTOPBIX CIEAYyeT 3HaTh. B 3a-
BHUCUMOCTH OT CIIEHBI 3TH OCOOCHHOCTH BBI3BIBAIOT MPOOJIEMBI pa3HOM
CEPbE3HOCTH, OT HE3HAUYUTEIILHBIX HEYI0OCTB /10 KPYITHBIX HEJOCTATKOB:

— DKOHOMMSI Ha BBI30BaX CHCTEMBI BU3YyaJIU3aIMK HE Cpa3y CTAHOBUT
cs 3aMETHOM B OKHe Stats;

— CTaTWYECKUE OOBEKTHI HE JOJDKHBI BBOJHWTHCS B CIICHY BO BPEMS
BBIIIOJTHEHUS

— HEJB3S U3MEHATH MapaMeTphl MpeoOpa3oBaHus MEIIeH U3 cTaTude
CKUX ITaKETOB;

— €CJIM JJI000H M3 MeIIed B CTAaTHYSCKOM MaKeTe SIBIISIETCS BUIUMBIM,
oToOpakaeTcs BCs rpyIia.
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Omnadka cmamudeckol nakemuou obpabomku 6 pexicume peoak-
MUposaHus

Onpenenenue oOmiero apdexra OoT MPUMEHEHUS CTaTUYECKOM Iia-
KETHOW 00pabOTKH B CIIEHE HECKOJIbKO 3aTpyAHEHO, MOCKOJbKY CTaTHYe-
CKas MmaKeTHas 00paboTKa HUKaK HE OTPaKEHa B PEKUME PEAAKTUPOBAHUA.
Bce BonmeOCTBO MPOMCXOAUT B MOMEHT MHMIIMAIM3AIMU CIIEHBI, YTO HE
AT BO3MO>KHOCTH OIIEHUTH peajbHble MPEUMYIECTBA CTATUYECKON ma-
KeTHOU 00paboTku. [Tpu »TOM 0COOEHHO Ba’KHO HE OCTABJISATH Peai3allui0
3TOM ()YHKIMU Ha 3aBEpIIAIONIUM 3Tanm pabdOThl HAJl MPOEKTOM, KOrja Io-
TpeOyeTCsl MOTPATUTh MHOTO BPEMEHU Ha 3aITyCK, HACTPOMKY U MOBTOPHBII
3aIyCK CILIEHBI, YTOOBI YOSTUTHCA B OKUJAEMOM YMEHBIIICHUU KOJINYECTBA
BBI30BOB BU3yasn3anuu. CieaoBaTeIbHO, MPUMEHEHHE CTaTHYECKOW IMa-
KETHOW 0OpabOTKH Jydllle HAYMHATh OJHOBPEMEHHO C CO3JaHUEM HOBOM
CIICHBI.

CraTtudeckue MeIy He JIOHKHBI CO371aBaThCsl BO BPEMSI BBIITOJTHECHUS

BHOBb co3maHHbIE cTaTHYeCKUE OOBEKTHI B CIIEHE HE MPUCOCIUHS-
IOTCSl K CYHIECTBYIONIEMY MaKEeTy aBTOMAaTHUYECKHU, B MPOTHBHOM CIlydae
3TO MPUBENO Obl K OTPOMHBIM HAKJIAJHBIM PacxojaM, CBSI3aHHBIM C Tepe-
pacdyeToM MEIIEN U CUHXPOHU3ALUKUEN ¢ CUCTeMOM Bu3yann3anuu. [loatomy
nBkok Unity gake He MbITaeTCs CleIaTh 3TO.

TouHO Tak ke He clIelyeT MepeMeniaTh MEIIN U3 CTAaTUYECKUX TaKe-
TOB MOCJE UX 00BEIUHEHHUS, TTIOCKOJIBKY 3TO BBI3OBET OIPOMHBIE HATPY3KH
Ha nporneccop. CucrteMa CTaTUYECKON MAKETHOM OOpabOTKU OOBEIUHSIET
MPUHATHIC UCXOJHBIE JJAHHBIC B HOBBIM 00BEKT Melia. [lepemenienue opu-
TUHAJILHOTO MeEIlIa HEBO3MOXXHO HU MPHU YCTAHOBIEHHOM, HU TMPU COPO-
mieHHoOM (piiare Static, 1 U3BMEHEHHE mapaMeTpoB MpeoOdpa3oBaHus 00bEKTA
He pacrno3HaeTcsa cuctemon Unity.

lIpusnecenue uckyccmea. Ayouo. @aiinol mexcmyp. Paiinol meuiei u
aHUMayuu.

CHu3uTh NMOTpeOJCHUE MaMSITH, YMEHBIIUTh pa3Mep HUCHOJIHIEMOIO
¢aiisia, 1OCTUYb MAKCUMAIbHONU CKOPOCTH 3arpy3KH UM 00E€CIEYUThH CO-
IJIAaCOBAHHOCTh YAaCTOTHI KaJAPOB MOXKHO pa3HbIMU MyTAMHU. OJHU METO/IbI
BCETJla MPUBOAT K HYKHBIM pe3yibTaTam, JIpyrue TpeOyroT BHUMATENb-
HOCTU U TPEIYCMOTPUTEIBHOCTH, MOCKOJBKY MOTYT MPUBECTU K CHUXKE-
HUIO KauyecTBa WJIM YBEJIWYUTh PUCK TIOSBJICHUS Y3KHX MECT B JAPYTUX
KOMIIOHEHTaX.
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Ayouo

B 3aBucuMocTH OT Ha3HAYCHHs TPOEKTa €ro ayanodailsibl MOTYT
UMETh JIFOOBIE pa3Mephbl, OT 3aHUMAIOIINX COJUIHYIO YacTh JUCKA IO
oueHb HeOonpmux. Unity MOXET HUCIOIB30BATHCS KakK JJIsl CO3MaHUS He-
OONBITUX TPUIOKEHUM, TPEOYIOMNUX MHUHUMyMa 3BYKOBBIX 3(PQEKTOB U
€AMHCTBEHHOIO Tpeka ¢ (POHOBOM MeNoaueH, Tak U ik pa3pabOTKU poJie-
BBIX WUIP, HYXIAIOIIMXCS B PEUEBBIX AUANOrax ¢ 0OIMMUM 00HEMOM B MUJI-
JIMOHBI CTPOK, MY3BbIKaJIbHBIX TPEKAX U 3BYKaX OKPYKEHUS.

MHorue pa3pabOTUUKH ¢ yIUBJICHHEM OOHAPYKUBAIOT, YTO MPOIIECC
00pabOTKH ayJIU0 MOXKET CTaTh 3HAYUMBIM IMOTPEOUTEIEM MaMsITH U pe-
CypCOB TIporieccopa. 3ByKOM 4acTo IpeHeOperaroT 006e 3amHTEPECOBAHHBIC
CTOPOHBI UTPOBOM HMHIYCTPHH; pa3paOOTUMKH, KaK MPABHUIIO, HE MOJKIIIO-
Yal0T MHOTHUX PECYpCOB JO CaMOT0 MOCIETHEr0 MOMEHTA, a MOJb30BaTENH
peako oOpamaroT BHUIMaHUE Ha 3BYK.

OO0paboTka ayauo MOXKET CTaTh Y3KUM MECTOM B CUJIY HECKOJIBKHUX
npuduH. UpesmepHoe cxkatue, 00bIT0e KOJUYECTBO OINEpaIuii ¢ ayauo,
Macca aKTHBHBIX ayJIHOKJIHMIIOB, MUCIOJb30BaHUE HEIP(DEKTUBHBIX METO-
JIOB XpaHEHUsI B MAMSATH M HU3Kasi CKOPOCTh JIOCTYIa — BCE 3TO CITOCOOCT-
BYyeT YBEIWYCHUIO TTOTPEOJICHUS TTaMsITH U PECYpPCOB LIEHTPAIHHOTO TPO-
neccopa. Ho HemMHOTO ycunuii — 1 pa3yMHBINA MOJAXO0J K BEIOOPY MapaMeT-
POB HACTPOWKH TMO3BOJIUT H30€XKaTh HETaTUBHOTO BOCIHPHUSATHUS HIPHI
MOJIb30BaTENIEM.

3aepysxa ayouogaiinos

[lepBrIii MapaMeTp UMIOPTUPOBAHHOTO ayJIMOKJIMIA B PEIAKTOPE
Unity onpenensier tun 3arpy3ku (aiina (Load Type (Tun 3arpysku)). B
3TOM MapaMeTpe MOKHO BBIOPATh OJTHO U3 TPEX 3HAYCHUN:

— Decompress On Load (PacnakoBbiBaTh mpu 3arpy3ke);

— Compressed In Memory (XpaHuTh B IaMsTH B CKaTOM BUJIE);

— Streaming (IToToxoBas nepenaya).

DakTUYECKU OT ATOr0 MapamMerpa 3aBUCIT JOCTYMHBIC 3HAUYCHUS U
MOPSIJOK MCIOJIb30BAHUSI OCTAIBHBIX MapaMeTpoOB, KOTOPHIE Mbl pacCMOT-
pum Hike. OH ompenessieT MeTO 1 3arpy3Ku BEIOpaHHOTO ayauodaiina.

Ecnu BeiOpaTh Bapuant Decompress On Load (PacnakoBsiBaTh mpu
3arpyske), ayanodaiis, XpaHamuiicss Ha JUCKE B CKaTOM BHJIE ISl SKOHO-
MUU MeCTa, Oy/IeT pacrakoBaH MpH 3arpy3Ke B MaMATh.

Ecau BeiOpath Bapuant Compressed In Memory (XpaHuTh B maMsaTH
B C)KaTOM BHJE), CKATBIN (paiii 3arpy3uTcs B MaMsTh 0€3 00paboTku u Oy-
JIET PacrakoBbIBATHCSI HEMOCPEICTBEHHO MTPU BOCIPOU3BEICHUM. 3]1eCh 3a
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CUET YBEJIMUEHHUS NOTPEOIEHUS LIEHTPAIBLHOTO MPOLECCOPA MPU BOCIIPOU3-
BEJICHUU YBEIIMYMUBACTCS CKOPOCTh 3arpy3Kd KJIHMMNA U YMEHBIIAETCS TO-
TpeOJIeHUE MaMsITh BO BPEMSI BBITIOJTHEHHS.

W naxownern, ecnu BeiOpaTh BapuaHT Streaming ([loToxoBas mepena-
ya), Qainel OyIyT 3arpy’aTbCs, NEKOIUPOBATHCS U BOCIPOU3BOIUTHCS
«HA JIeTy» C HUCIOJIb30BaHHWEM HeOoibIIoro 0ydepa. ITOT METOJ HMMEET
MUHUMAJIbHOE TOTpeOJeHUE MaMsITH i OTAENbHBIX ayJUOKIUIIOB H
OOJIBIIE BCETO HArpy’KaeT UEHTpaIbHbINA Mpoueccop. K coxanenuro, oH He
MO3BOJISIET COCHAThCS Ha TOT ke Oydep moBTopHO. llombiTKa 3amycTUTH
HECKOJIbKO TMOTOKOB BOCIPOU3BEJCHUS OJHOTO U TOTO K€ ayJuOKIIUINa
PUBEIET K BBIJCICHUIO B MaMsITH HOBOTO Oydepa s Ka)xaoro moToka,
YTO TIpU O€3MyMHOM MPUMEHEHUU 3TOr0 METOJAa MPHUBENET K 3HAYUTEIb-
HOMY TOTpPEOJICHUIO OINEpPaTUBHOW MaMSITH U PECYpPCOB IEHTPAIBLHOIO
mpoiieccopa.

IIpogpunuposanue ayouo

UtoObl MOATBEPAUTH OOJBIIYI0O YacTh M3 OMMCAHHOIO BBIIIE, BOC-
MPOU3BEAEM HECKOJIBKO 3K3EMILIIPOB MPOU3BOJIBHOTIO ayAUMOKIIUIIA C TO-
MOIIbI0 HECKOJIBKUX UCTOYHHUKOB 3BYKa B CIIEHE U MPOBEJAEM CPAaBHUTENb-
HBIM aHaJIM3 C TIOMOIIBIO ayaUONPOPUINPOBIINKA, OTOOPAKAIOIIETO TO-
TpeOJieHne aMATH U PECyPCOB LEHTPAIBHOTO MPOIECCOpa IIPHU KUCIOIb30-
BaHWU pa3HbIX 3HaYeHuM B mapametrpe Load Type (Turm 3arpyskn).

[Tocne 3arpy3ku u mepexojia B PeKUM BOCIPOU3BEICHUS PEIAKTOP
pacrakyeT ayauodaiisl, 3aTpaTUB HEKOTOPHIA 00bEM MaMATH U PECYPCOB
LEHTPAJILHOTO Tpoleccopa. 3aTpaThl MaMsITH Ha 3TOT MPOIECC MOMKHO
yBUzieTh B o0sactu Audio Area npodunuposmnka. OgHaKo Mocie mnepe-
3alycKa CIIEHBI 3aTpaThl AMATH Ha PACIaKOBKY ayauo(hailyioB BHE3ATHO
CHUXaroTcs npakTudecku 10 0 KOalTt, mockonbKy (haiisl yxe ObLIH pac-
MaKOBaHbl U PEAAKTOP M30aBUJICA OT JAHHBIX, KOTOpPhIE eMy OOJbIlIe HE
HYHBI. 9TO HE COOTBETCTBYET PEabHON CUTYAIUH, TaK KaK MPUII0KEHUIO
NMOTPEOYETCs BBITIOJIHUTD 3Ty PACIaKOBKY.

To ecTb, 4TOOBI OMYUUTH OOJIEE TOUHBIC PE3YILTATHI, CIEAYET MPO-
U3BOAUTH NPO(PUINpPOBaHNE aBTOHOMHOW WM yAaJ€HHON BEPCUU MPUIIO-
YKeHHS Ha TIpenonaraeMoin miatdopmMe/yCTporCTRe.

Dopmamwvl KOOUPOBAHUS U YPOBHU KAUECMBA

Unity nmoanep uBaeT TpuU paclpoCTpaHEHHBIX (opmaTa KOJIHUpOBa-
HUs ayauo(ailyioB, a TakK€ HECKOJBKO CIEIUAIbHBIX JJII KOHKPETHBIX
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mwiathopm (Hanpumep, HEVAG nmns PS Vita u XMA mna XBox One).
PaccmoTpuM Tpu OCHOBHBIX (hopMaTa KOAUPOBAHMS:

— Compressed;

— PCM;

— ADPCM.

ANTOpUTM  CXKaTusd, TpUMEHseMbli npu  BbeIOOpe  dopmata
Compressed, 3aBUCUT OT 1eJeBOM TIaTGOpMbl. B aBTOHOMHBIX MpPUITOXKE-
HusAx, WebGL u npyrux HeMOOMIIBHBIX IIIaT(GopMax IPUMEHSETCS CHKATHE
Ogg-Vorbis, a MoOunbHbie TIAaTGOpMBI UCHONB3YIOT cxatue MPEG-3
(MP3).

JBrxok Unity moanepkuBaeT UMIOPT ayAuno(aiiioB MHOTHX TOITY-
JSpHBIX ayanodopMaToB, HO B HCIOJHSEMBIN (aiiil BCTpauBaeTCsl MO/I-
JIEP’KKa TOJIBKO OJHOTO W3 MepeurciieHHbIX. CTaTUCTUYECKUE JIaHHbIE, 10~
aydaemble ana  ¢dopmarta, KOTOPBIM  ONpelensieTca mapaMeTpoM
Compression Format (Popmar cxatus), OTpa)karoT, CKOJbKO MeCTa Ha
JIUCKE COXPAHSAETCS MPU CKATUHU U CKOJIBKO MaMsTH 3KOHOMUTCS MPHU BOC-
MPOU3BEJECHNUU BO BPEMSI BHINIOJHECHMUSI.

BriOop dopmata cxaTHs/KOIUPOBAHUS KOPEHHBIM 00pa3oM BIIUSET
Ha Ka4ecTBO, pasMmep ¢aiiyia u moTpedieHne MaMaTh MPU BOCIIPOU3BEC-
HUU BO BPEMs BBIMIOJHEHUS, U TOJBKO MpHU BeIOOpe Bapuanta Compressed
UMeeTCs BO3MOKHOCTh U3MEHSITh Ka4€CTBO HE3aBUCUMO OT XapaKTEPUCTHUK
daitna. ®opmatet PCM 1 ADPCM He mnipenocTaBisitOT TaKoW ya0OHOMU
BO3MOKHOCTH, 3/IECh Kaue€CTBO JKECTKO OIpeAelsieTcsl pa3MepoM (aiinia,
MOATOMY, TIPUHUMAsT PEILICHUE MOKEPTBOBATh KAYECTBOM paju YMEHbIIIE-
HUS pa3Mepa (aitna, Hy’)KHO CMEHUTh XapaKTEPUCTUKH (hailna.

®opmar PCM He mpeaycMaTpuBaeT CXAaTHS, JUIICH UCKAXCHUN U
o0ecreurBaeT KauecTBO, OJIM3KOE K KaueCTBY aHajJoroBoro ayauo. OH xa-
pakTepusyeTcs OONbIIMM pa3sMepoM (aiioB M HAWBBICIIUM KadeCTBOM
3ByKa. Ero pexomMeHayeTcsl UCHOoIb30BaTh i1 O4€Hb KOPOTKUX 3BYKOBBIX
3¢ dekToB, TpeOYIOMMUX BHICOKON YETKOCTU, HEIOCTHXKUMOW MpU MpUMe-
HEHUU CHKATHS.

C npyroii croponsl, popmar ADPCM 0Oonee 3pheKTUBHO UCTIONB3Y-
€T maMsITh U PECYpPChl LIEHTPaJIbHOrO mpoueccopa, yeM PCM, HO cxatue
MPUBHOCHUT MU3PATIHOE KOJMYECTBO IIYMOB. JTHU IIYMbl HE3aMETHBI B KO-
POTKUX 3BYKOBBIX 3¢ (eKkTax xaoca, MoJOOHBIX 3ByKaM B3PHIBOB, CTOJIKHO-
BEHUI U yJapoB, IJie TOCTOPOHHUE IIYMbI HE SIBJISIOTCS KPUTUUHBIMH.

Hakonen, ¢opmar Compressed MO3BONSET YMEHBIIUTH Pa3MeEphI
(bailJIoB M MOJIyYUTh Ka4eCTBO 3BYUYaHHS XYXKe€, YeM IPU UCIOJIb30BAHUU
dopmara PCM, Ho nyuiie, yuem npu ucnosibzoBanuu popmara ADPCM, 3a
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CYET JIOMOJTHUTEIHHOTO UCIOJIB30BAHUS PECYPCOB IIEHTPATBHOTO IMPOIiec-
copa. ITOT (popMaT peKOMEH/I0BaH K MPUMEHEHUIO B OOJBIITMHCTBE CIyda-
eB. [Ipu BeIOOpEe 3TOrO BapHWaHTa MOSBISIETCS BO3MOXXHOCTH HACTPOUTH
YPOBEHb KaueCTBa aJITOPUTMA CXKATUSI M IOCTUYb HY>KHOTO OalaHca MEeXITy
KauecTBOM U pasmepoM ¢aiina. Paboras momynkom Quality (KauecTBo),
MOKHO HAaWTH MHUHUMAJbHBIM YPOBEHb KauecTBa, HE BHOCSIIUN HCKaxe-
HUH, 3aMETHBIX TI0JH30BATEIIO.

Ymenvuwenue yucna akmusHvix UCMO4YHUKO8 38)YKd

Tak kak 11000 aKTUBHBIN HCTOYHUK 3BYKa MOTPEOJSET PECYpPCHI
[EHTPAIBHOTO MPOIECCOpPa, cCaMo cO00il pasyMeeTcsi, YTO MOYKHO CHU3UTH
HArpy3Ky Ha HEHTPaJIbHBIA MPOIIECCOp, N30aBUBIINUCH OT U30BITOYHBIX HC-
TOYHHUKOB 3BYyKa B ciieHe. OIHO U3 PelIeHU COCTOUT B TOM, YTOOBI KECT-
KO OTPaHUYUTH KOJMYECTBO SK3EMILUISPOB ayAHOKIMIIOB, BOCIPOU3BOAU-
MBIX OJTHOBPEMEHHO, ITOCKOJIBKY 3TO MPUBOIUT K U30BITOYHOCTH 3BYKOBBIX
3¢ dexToB. J0OUTHCS 3TOrO0 MOXKHO, CO3/1aB OOBEKT, YIPABISIOMIUNA HC-
TOYHUKaMU 3ByKa. OH JOJDKEH MPUHHUMATh 3ampoChl U BOCIPOU3BOJAUTH
3BYKH Uepe3 JII000I He3aHAThIA HCTOYHUK 3BYKA.

OOBEKT yIpaBlIeHUS TaKXKe TOJDKEH OrPAaHMYMBATH KOJWYECTBO OJ-
HOBPEMEHHO BOCIPOU3BOAUMBIX 3K3EMIUISIPOB OJHOTO U TOTO K€ 3BYKOBO-
ro 3dexra u 0011Iee KOTUIECTBO 3BYKOBBIX 3(PHEKTOB, BOCIPONU3BOIUMBIX
OJTHOMOMEHTHO. [Ipu 3TOM MpeanouTeHne I0KHO OTAABATHCA 3BYKOBBIM
2D-3¢gdexTam WK OTAENBHBIM 3K3eMILIsIpaM 3BYKOBbIX 3D-3¢dekTos.

OOGpaTtuTe BHUMaHUE, 4YTO OKpyx)aromiue 3D-3Byku Bce enie npuaeT-
Csl IOMEILIATh B ONPEIEJIEHHbIE MECTa B CLIEHE, YTOOBI MCIOJIb30BaTh 3(-
dbexT norapupMHUpPOBaHHUS TPOMKOCTH, oOOecHeuuBaronMii mceBgo 3D-
3¢ (dexT, MoATOMy CUCTEMa YMPABICHUS HE SIBISETCA UACATbHBIM PEIICHU-
em. OrpannyeHnue BocIpousBeieHus ayanod(Pp¢eKkToB Mpoiie peain3oBaTh
NyTeM COKpallleHHs OOIIero 4ucia UCTOYHUKOB. C 3TOM IeNblo JIydile
BCETO YJAJIsATh HEKOTOPHIX M3 HUX WU OOBEIUHATH B OJMH T'POMKHUM HC-
TOYHUK 3BYyKa. ECTECTBEHHO, TaKOM IMOJX0] BIUSET HAa KaueCTBO BOCIIPHU-
SITUSL TIOJIb30BATEJIEM, TOCKOJBKY 3BYK OyJI€T UCXOAUThH U3 OJIHOTO MCTOY-
HUKAa, & HE U3 HECKOJbKHUX, COOTBETCTBEHHO, JaHHBIM CIIOCOO CIIEyeT HC-
II0JIB30BATh C OCTOPOKHOCTHIO.

Bwvibop chopmama koouposanus

Ecnm npuiokeHne He CHIILHO OIPaHHYCHO 00BEMOM TaMSTH U JWC-
KOBOTO MPOCTPAHCTBA, COKPATUTh IMOTPeOJICHNE PECypCcOB IEHTPATBHOTO
mporeccopa MOXXHO ¢ HCmojib3oBaHueM ¢dopmata WAV, Tpelyromero
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MEHBIIIE 3aTpaT Ha JEKOJAUPOBAHUE ayJIUOJIAHHBIX MIPU BOCIPOU3BEICHUMU.
C npyroit CTOpOHBI, NPU HEBBICOKUX TPEOOBAHUSAX K BHIYUCIUTEIBHBIM pPe-
cypcaM MOKHO C3KOHOMHTBH MPOCTPAHCTBO, UCITOJIb30BAB KOJUPOBAHUE CO
CKATHEM.

Daiinvl ayouomooynei 0is YOHOBOU MY3bIKU

®aitnbl ayAMOMO/TYyJIel, MHAYE HAa3bIBAEMbI€ TPEKEPHBIMU MOAYJISIMHU,
— MPEKPACHOE CPEJICTBO IKOHOMHUHU MaMSITU 0€3 3aMETHON MOTepU KayecT-
Ba. B Unity nmoanepxuBatorcst Gaiibl ¢ pacmidpeHusiMu .it, .s3m, .Xxm u
.mod. B oTtnuumne ot oObryHbIX ayauodaiisioB B ¢popmare PCM, koTopbie
YUTAIOTCS KaK MOTOKW OWTOB JaHHBIX, JEKOJUPYEMbIE BO BPEMS BBITTOJIHE-
HUsI, TPEKEPHbIE MOAYJHU COAEPKaT MHOXKECTBO HEOOJBIINX BBICOKOKAYE-
CTBEHHBIX 00pa31oB 3Byka B ¢popmare PCM u omnpeneneHue nojHON 3BY-
KOBOM JOPOXKKH B BHJIE, CXOKEM C HOTHOW 3aMHUCBhI0O MY3bIKH, OMUCHIBAIO-
meM, Korja, rlie, Kak TPOMKO, ¢ KaKUM TaKTOM U C IPUMEHEHUEM KaKUX
CrienUATbHBIX 3(P(HEKTOB JOKEH BOCIPOU3ZBOAUTHCA KaXKIBIA U3 00pas-
OB. DTOT MOJXO0J 3HAYUTEIHHO yMEHbIIAET pasmep (aitna 6e3 morepu
Ka4ecTBa.

Daiinbl mekcmyp

TepMUHBI «TEKCTypa» U «CHPAUT» YacTO MOJAMEHSIOTCS B pa3paboT-
K€ UTp, MO3TOMY CUHMTAI0 BaXXHBIM YTOUHUTH, uTO B Unity 3D moa tepmu-
HOM TEKCTypa MojJpa3zyMeBaeTcsi NpocToi (¢ailm u300pakeHus, TO €CThb
CIIUCOK JAaHHBIX O I[BETaX, YKa3bIBAIOIIAN MHTEPIPETUPYIOUICH MpOrpam-
Me, KaKOM IIBET MPUJIaTh KaXJIOMY MHUKCEN0 u3o0paxeHus. CrpaiiT, Ha-
MPOTUB, — 3TO 2-MEPHBIM 3KBUBAJICHT MENIA, TO €CTh OTJCIbHBIN MPSIMO-
YIOJIBHUK HA IJIOCKOCTH MEpe] TeKyen kamepon. IMerTes Takke JIUCThI
CIIPANTOB — KOJUJIEKIIMKM OTACIBbHBIX M300paKeHUM, XpaHsamxcs B (daiine
TEKCTYpbl. BBIIEIUTH OTAEIBbHBIE TEKCTYPBI C KaJpaMHd aHUMAalUU U3 dTUX
(daiioB MOXHO IPU MOMOIIM MHCTPYMEHTA MAKETHON 00pabOTKU crpaii-
ToB Unity.

Dopmamul corcamus

[To ananorum ¢ ayamodaitmamu, Unity moanepKuBaeT pa3iudyHbIC
METO/ABl CXKaTusg (alaoB TEKCTYyp s yBeludeHus d(PQPEeKTHBHOCTH HUX
xpaneHusi. Umnoptupys (aitni TeKCTypbl, MOKHO OINPEIEIUTh HECKOJIBKO
napametpoB. [lepsriii mapamerp: Texture Type (Tun tekctypsi). OH BiHs-
€T He Ha caM (aiiin u3o0pa)xxeHusi, a Ha TOPSIOK €ro UHTepIpeTaIuu, 00-
pabOTKH U CHKaTHs BO BpeMsi COOPKH MCIIOJIHAEMOro (aiina.
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Jlnst OonbIIMHCTBA TUIOB TeKCTYp B Unity MOAIEp>KUBAIOTCS TOJIBKO
Tpu tuna cxarusi: Compressed (Cxkatblii), 16-bit (16-OutHas manutpa) u
True Color (24-6utHsiii 1BeT). U ToNbKO Npu BIOOpe Bapuanta Advanced
(Pacmmpennsiii) B mapamerpe Texture Type (Tum TeKCTypbl) MOABASETCS
BO3MOKHOCTh 00Jiee TOHKON HACTPOUKH.

Bri6op ¢opmaToB cxxatus mis tuna Advanced (PacuiipeHHbli) 11u-
pe U pazHooOpa3Hel, mpuueM OH oAuHakoB st Bepeuit 4 u S Unity. Heko-
Topble (hopMaThl MOAACPKUBAIOT alb(a-KaHall, JPYrue — HeT.

Kpome Toro, pasneie (opmarsl OOYCIOBIMBAIOT pa3HbIE YPOBHU
MPOU3BOIUTENIHLHOCTH HA 3TAale MHUIUAIU3ALUK CIIEHBI, KOTJa BBIOJIHS-
I0TCS paclakoBKa U mepenaya B rpaduueckuit nmporeccop. [puuem npous-
BOJUTENIHHOCTh 3aBUCUT TaK)Ke OT IeJeBOM IMIaTGOpPMbI U BBHIOPAHHOTO
dopmara. Tun Advanced (PacmupenHblil) mOAAEp)KUBAECT BapUAHT
Automatic Compressed (ABTomaTuueckuid BeIOOp cxkaTusi), koraa Unity
MBITAETCSI ABTOMATUYECKU MOJ00paTh JIYUIIMA BapUaHT Uil KOHKPETHOM
m1aTGOpPMbl M YCTPOMCTBA. DTOT BapUAHT MOXKHO HCIIOJIL30BaTh, KOT/a
HET MOJIHOW YBEPEHHOCTHM B BBIOOpPE ONTUMAIBHOTO (popmaTa JJisi UTPHI
WU JJIsi TECTUPOBAHUS Pa3IMYHBIX (DOPMATOB, YTOOBI OMPEIETUTH JIyY-
AN JUIS1 LIEJIEBOTO YCTPOMCTRBA.

Vayuwenue npouzsooumenvrocmu 0opabomxu mexcmyp

PaccmoTpuM, Kak ¢ MOMOIIBIO IMapaMETPOB HACTPOMKH MOXKHO YBe-
JUYUTH MPOU3BOAUTEIHLHOCTE 00pabOTKHU (hailJIoOB TEKCTYp B 3aBUCUMOCTH
OT CUTyallUM U COJCPKUMOTO UMIIOPTUPYEMBIX (hailioB. B kaxaom KoH-
KPETHOM CiIy4dae OyJieT ONKUChIBATHCS BHIOOP 3HAUCHUH MTapaMeTPOB U MPO-
aHanIu3upoBaH 3P(EKT UX MPUMEHEHHUS: BIUSHUE Ha TTOTPeOJICHUE MaMsITH
U PECYPCOB LIEHTPAIBHOIO MPOLIECCOPA, YBEIUUEHUE WIIM YMEHBIIICHUE Ka-
YeCcTBa TEKCTYP U MPH KaKUX YCIOBUSIX UX MOYKHO ITPUMEHSTb.

Vmenvwenue pazmepos ¢haiinos mexcmyp

Yem Oompiie pazmep ¢aiina TEKCTYphbl, TeM OOJIbIIECH MPOMYCKHOMN
CIIOCOOHOCTBIO JTOJDKHA 00J71aaTh MaMsTh rpadudecKoro mporeccopa A
ee BeIBOJIa. Ecny oOmuii 00beM JaHHBIX, TIepelaBaeMbIX B €IMHUILY BpPE-
MEHH, TIPEBBICUT MPOIMYCKHYIO CIIOCOOHOCTH MaMsTH rpaduuecKor KapThl,
o0pazyeTcst y3K0e MeCTO, MOCKOJIbKY IrpaduuecKuid mpoleccop TpedyeT 3a-
TPY3KH BCEX TEKCTYp A0 Mepexojia K CIEAYIOIIEeMYy 3Tamy OTOOpaKeHHs.
Yem MeHbIIE TEKCTypa, TE€M MPOIIE MPOIMYCTUTh €€ uepe3 rpaduyecKuii
KOHBEMep, M0ITOMY CIIeyeT HalTH 30J0TYI0 CepeANHY MEXIy KaueCTBOM
Y TIPOU3BOIUTEIILHOCTBIO.
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Hcnonvzosanue mip-mexkcmyp

He nmeer cMbiciia oToOpakaTh MEJIKHE OTJAJICHHbIE OOBEKTHI, TAKNE
KaK CKaJIbl UM JIEPEBBS, C MOMOIIBIO M3JHUIIHE ACTATU3UPOBAHHBIX TEK-
CTYp, €CJIM UTPOK HE CMOXKET PacCMOTPETh J€TaIu WJIH €CIU TOTeps Mpo-
U3BOJUTEIBHOCTH HE OINpPAaBAbIBAET BOCHPOU3BENEHUS MMOAPOOHOCTEM.
Mip-TeKkcTypbl, IPU3BaHHBIE JJIS PEIICHUs TaKUX MPoOJeM , — 3TO TpeiBa-
PUTEIBHO MOATOTOBJIEHHBIE HAOOPHI TEKCTYP C Pa3HbIM pazperieHueM. Bo
BpeMs BBINIOJIHEHHS TpaUUYeCKUil TMpoleccop BBIOMpAeT BapHaHT mip-
TEKCTYpPbI, OCHOBBIBASICh Ha pa3Mepe MOBEPXHOCTH, OTOOpakaeMoil B mep-
CIIEKTUBHOM MPOEKIMHU, a 3aTEM MACIITAOMPYET mip- TEKCTYPY.

[Ipu ycranoBke ¢uara Generate Mip Maps (I'enepupoBaTh mip- TeK-
cTypsbl), Unity aBTOMaTH4eCKu T€HEPUPYET TEKCTYPhI C HU3KUM pa3peliie-
HUEM. AJIbTEpHATUBHbBIEC TEKCTYPhI CO3/IAI0TCS C UCIIOIb30BAHUEM METOJIOB
BBICOKOKaY€CTBEHHOM MHTEPHOSALNUA U QUIbTPALlUU B PEAAKTOPE, a HE BO
BpPEMS BBITTOTHEHUSI.

Henocratko Mmip-TekcTyp sIBIsIETCS yBelIWYeHUE pa3mepa (aitna u
BpEMEHH WX 3arpy3ku. B KOHEYHOM WTOre BKIIOYEHUE mip-
TEKCTYPUPOBAHUS YBEIMUMBAET pa3Mep (aiisia TeKCTypbl MPUOTUZUTETHHO
Ha 33 mnpouenta. CymiecTBYIOT CHUTyalluM, KOTJa MPUMEHEHHE mip-
TEKCTYPUPOBAHUS HUYETO HE JIAeT.

[IpuMeHeHre mip-TeKCTypPUPOBAHMS OMPaBIAHO, TOJIBKO KOTJa JIEJIO0
KacaeTcsl TEKCTYyp, KOTOpbIE JOJKHBI OTOOpa)KaThbCsl Ha PAa3IMYHBIX pac-
CTOSIHUSX OT Kamepbl. J[Jsi TEeKCTyp, KOTOphIE BCETJa OTOOpa)kaloTcs Ha
OJTHOM U TOM € PACCTOSTHUM OT OCHOBHOMW KaMephl, aJbTepHATUBHBIEC Mip-
TEKCTYpbl HUKOTJ]a HE HCIOJB3YIOTCA M MPOCTO 3psl 3aHMMAIOT MecTo. B
ATOM Cllyyae CIEAYyeT OTKIIYUTh (DYHKIUIO Mip-TEeKCTypUpoOBaHus, cOpo-
cuB (aar Generate Mip Maps (I'enepupoBath mip-TEKCTYPHI).

Ecnu ucnonb3yeTcss JuIlb OHA U3 aTbTEPHATHUBHBIX MIpP-TEKCTYD,
CJIelyeT OTKJIIOYUTh MIP-TEKCTYPUPOBAaHUE M YMEHBIIUTH pa3pelieHue
UCXOJHOTO (hailyia TEKCTYPHI.

KpoMe Toro, kaHaugataMu Ha OTKIIOYEHHE (QYHKUHH mip-
TEKCTYPUPOBAHUS SBIISFOTCS:

— MIpaKTU4EeCKU Bce (pailiibl TeKCTyp B 2D-urpax;

— TEKCTYPHI TToIb30BaTeabckoro uarepdeiica (GUI);

— TEKCTYpHI UIsl Meled, cpaidToB U 3((PEKTOB 4YacThll, KOTOPHIE
BCErJa OTOOPaXKAIOTCS PSIIOM C KaMepoW, UX MPUMEPOM SIBISETCS CaM
MIEPCOHAXK UTPOKA, BCE HOCUMbIE UM OOBEKTHI U BCE A((PEKTHI YACTHII, KO-
TOpBIE BCETJ]a OKPYKAIOT UTPOKA.
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TexcmypHvie amaacwl

TexcTypHbIe aTIachl — 3TO TEXHOJOTHSI OObEAMHEHUSI MHOKECTBA HE-
OOJIBIINX M30JIMPOBAHHBIX TEKCTYpP B OJHY OOJBIIYIO TEKCTYpY Ui MUHU-
MU3aIMK KOJIMYECTBA MAaTEPHAJIOB U, KaK CJIE/ICTBUE, OOpallleHui K CUCTEME
BU3YIM3AIMU TIPU TPUMEHEHNN TUHAMUYECKON TTaKeTHOU 00pabOTKH.

Kaxnpiii yHUKaJIBbHBIA MaTepuall TpeOyeT AOMOJHUTEIbHOro olpa-
IIEHUSI K CUCTEME BU3YyallM3allii, HO KaXKJbI MaTepuai MOAJEepPKUBACT
TOJILKO OJTHY TIEPBUYHYIO TEKCTypy. OObEIMHUB BCE TEKCTYPHI B OJHY OT-
POMHYIO TEKCTYPY, MOKHO YMEHBIIUTh KOJUYECTBO OOpalIeHUIN K CUCTe-
M€ BU3yallM3alluu JIJIs OTOOpaKeHUSI 00BEKTOB C OOIIEH TEKCTYPOU.

Breironpl mpu 3TOM OYEBUIHBI: COKpAIEHHE 4MCla OOpallleHuil K
CUCTEME BU3YaJIU3allH MPUBEIET K YMEHBIICHUIO HATPY3KH HA IEHTPab-
HBI MPOIIECCOp U MOBBIIMICHUIO YaCTOTHI KaJAPOB, €CIIM IMIPUIOKEHUE Orpa-
HUYEHO BO3MOKHOCTSIMU IIEHTPAJILHOTO TIpolieccopa. ITO MPOU30MIeT 6e3
MOTEPU KadyecTBa U CYIIECTBEHHOTO YBEIWYEHHS MOTPEOJICHUS MaMsTH.
Bce, uro cnemyer caenath, — 3TO MPUMEHUTh CUCTEMY AMHAMHYECKOW Ta-
KeTHOM 00paboTku Unity sl yMEHbBIIEHUsI KOJIMYECTBA OOpallleHHil K
cucreme Buszyanuzauuud. OOpaTUTe BHUMAaHHE, YTO HCIIOJIb30BAaHHE TEK-
CTYpPHBIX aTJacOB HE BJIUSET HA MPOIYCKHYIO CHOCOOHOCTH MaMsTH, TO-
CKOJIbKY KOJIMYECTBO TEpe/laBaeMbIX TaHHBIX HE u3MeHsieTcsa. OHU MpPOCTo
OyIyT coOpaHbl BMECTE B OJIMH OOJIBIION (Daill TEKCTYPHI.

TexcTypHbIE aTiachl 4acTO MPUMEHSIOTCS I OTOOpa)KeHUs 3Jie-
MEHTOB TI0JIb30BaTENHLCKOT0 HHTEp(dElica U B UTpax ¢ OONBIIUM KOJIUYECT-
BOM 2D-rpadguku ¥ mpakTUYECKHM HEOOXOAMMBI IIPU pa3padOTKe MOOMIIb-
HeIX urp B Unity, MOCKOJIBKY BBI30BBI BU3YalU3aIliU OOBIYHO SIBIISIOTCS
y3KHM MECTOM Ha 3TUX IIaT(hopmMax.

TexcTypHBI€ aTiiachl CieayeT MPUMEHSTh HE TOJBKO K 2D-rpaduke u
3JIEMEHTaM MOJIb30BaTEIbCKOTO UHTEpdEca. DTOT METOA MOKHO HUCIIONb-
30BaTh U ¢ 3D-MemaMu, eciii UMEETCSt MHOYKECTBO TEKCTYp C HUZKUM pa3-
pemeHreM. 3D-Urpel ¢ HU3KUM pa3pelieHueM TEKCTYp WIH B XYHOKECT-
BEHHOM CTHWJIE TJIOCKOCTHOM 3aTYyIIEBKU C MajbIM KOJIMYECTBOM IOJIU- TO-
HOB SIBJISIFOTCSL UACAIbHBIMU KaHAUAAaTaMU IS IPUMEHEHUS aTlIacoB.

OpnHako, Tak Kak JWHAMUYECKas MakeTHas oOpaboTKa MpUMEHSETCS
TOJIbKO K MeliamM 0e3 aHWMalluM, HET HUKAKUX OCHOBAaHUU OOBEAUHSTH B
aTiiac TEKCTypbl aHUMHPOBAHHBIX TepcoHaxkeu. [locKoNbKy mMepcoHa)ku
aHUMHUPOBAHBI, TpaPUUECcKOMy MPOIECCOPY HEOOXOIMMO 00padboTaTh mo-
JIO’KEHHE BCEX KOCTEH 0OBEKTa MPHU TEKYIIEM COCTOSHUM aHUMAILMHU. JTO
O3HA4YaeT, YyTo JJIA KaXIO0ro MepcoHa)xa HeoOX0IUMO MPOU3BECTH OTIEIIb-
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HBIE PACUEThl, YTO MOBJICUYET JIOMOTHUTEIbHBIC 0OpaIlleHUsI K CUCTEME BU-
3yalii3alii HE3aBUCUMO OT OOITHOCTH MPUMEHSIEMBIX MaTEPUAJIOB.

CrnenoBatenbHO, MOJIE3HOCTh OOBEIMHEHUSI TEKCTYpP Uil aHUMUPO-
BaHHBIX TEPCOHAXKEW 3aKITIOYAETCS TOJBKO B yIOOCTBE M IKOHOMUH MPO-
CTpaHCTBa. | TaBHBIM HEIOCTATKOM aTJACOB SIBJISIETCS YBEJIMYEHUE BpEMe-
HU pa3pabOTKU U pacxoloB Ha Hee. [IpuMeHeHHE TEKCTYpHBIX aTjiacoB
TpeOyeT MHOTO YCUJIUH, U elle OoJblile, YTOObI OIIEHUTh, OKYIHUTCS JIU 3a-
TpaueHHbId Tpyd. Kpome Toro, ciemyer ocreperarbcsi (ailjioB aTiacos,
CJIMIIKOM OOJIBIIUX JJIS 1IeJIEBOM MIaT(OPMBI.

HexoTopslie ycTpoiicTBa (0COOEHHO MOOMIIBHBIE) UMEIOT OTPAHUYCH-
HBI pa3Mep HU3KOYPOBHEBOM KAII-MaMSATH TrpadUyecKoro mpoleccopa.
Ecnu atnac ciuimkoMm BeNUK, €ro HY>KHO pa3JeiuTh Ha MEHBIINE TEKCTY-
PBI, pa3Mepbl KOTOPBIX COOTBETCTBYIOT 00bEMY MaMSTH 1IETIEBOI0 YCTPOU-
ctBa. Eciu mipu oToOpakeHUU B KaXKJIOM BBI30BE MOTPEOYETCS BBIBOJUTD
TEKCTYPbI U3 PA3JIUYHBIX YACTEH aTjiaca, 3TO HE TOJBKO MPUBEIET K MPO-
MaxaM KdIIa, HO M YMEHBIIUT MPOMYCKHYK CIOCOOHOCTH IMaMsTH, IO-
CKOJIbKY TEKCTYpbl MOCTOSIHHO OyAyT OpaThCs U3 BHJICOMAMSITA U HU3KO-
YPOBHEBOT'O K3IIIA.

Nrak, TekCTypHBIE aTiIachl HE SIBISAIOTCA UICATbHBIM perieHueM. Ec-
JY UX NIPUMEHEHUE HE MPUBENIET K 3HAYUTEIbHOMY YBEIUUYECHHIO POU3BO-
IUTEIbHOCTH, HE CIEAYET TPATUTh CIUIIKOM MHOTO BPEMEHM Ha UX pealiv-
3aIUIO.

BooO1ie, TekCTypHbIE aTiachl CiieayeT NPUMEHSTh K BHICOKOKA4YeCT-
BEHHBIM MOOWJIBHBIM MT'PaM CPEIHEr0 MaciiTada ¢ camMoro Hayaja MpoeK-
Ta, CJIE/s 32 TEM, UTOOBI pa3Mep TEKCTYp HE MPEBBIIIAT OTPAHUYCHUN 11e-
neBor mnatgopmsl U ycrpoiictBa. C Apyroil CTOpPOHBI, MPOCTEUIIINE MO-
OWJIbHBIC UTPHI OOBIYHO BOOOIIE HE HYXKJAIOTCS B HCIOJb30BAaHWUU aTjia-
COB.

JI1s1 HACTOJNBHBIX UTP C BBICOKOKAYECTBEHHBIMHU TEKCTYpaMU aTJIachl
CJIEYeT NMPUMEHSTh, TOJIbKO €CIIM KOJUYECTBO OOpalieHuid K CUCTEME BH-
3yajii3allii MPEBBIIIAET BCE pa3yMHbIE BO3MOXHOCTH armapaTHOTo ooec-
MEUYEHUS 13-3a 00PA0OTKH MHOXECTBA TEKCTYP C BBICOKUM pa3pelICHUEM
JU1s 00ecrieYeHUs] MaKCUMaJIbHOTO KauecTBa. B HACTOJIBHBIX UTpax ¢ HU3-
KOKQUYe€CTBEHHBIMU TEKCTypaMH MOKHO BOOOIIE OTKa3aThbCsl OT aTjacos,
TaK KaK BBI30BBI CUCTEMbI BU3YAJIM3allMU HE SIBJISIIOTCS B HUX Y3KUM Me-
CTOM.
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Daunvl mewien U AaHUMAYUL

Haxkownen, paccmorpum daitnibl Memiedt u anumanuid. [lo cytu, atu
(dalael ABISIOTCS OOJBITMMHA MAacCCHBAMH JAaHHBIX O BEPIIMHAX U KOCTSIX.
Cy1miecTByeT LETbIi Psii METOI0B, TOMOTAIONINX YMEHBIIUTh UX pa3Mephl,
COXpaHsisg CXOJACTBO, €CJIM HE WACHTUYHOCTb, BHEIIHETO BHJIa OOBEKTOB.
Takke CyIIecTByeT HECKOJIbKO CIIOCOOOB CHMKEHMSI 3aTpaT Ha OToOpaxe-
HUE OOJIBIITUX TPYII 00BEKTOB MPHU MOMOIIM MaKeTHOW 00pabOTKH.

Ymenvwenue xonuuecmea nonuconos

D10 Haubosiee OYEBUAHBIA CIOCOO YIIYUIICHHS MPOU3BOIUTEIBHO-
CTH, HO HE CTOMT UM NpeHeOperaTb. B camoM niesne, MOCKOJIbKY NaKeTHYIO
00paboTKy Helb3s MPUMEHUTH K KoMnoHeHTaM SkinnedMeshRenderer, 310
€IMHCTBEHHBIN JIOCTYIHBIN CIOCO0 CHMXKEHMSI 3aTpaT BBIYMCIMTEIBHBIX
PECYPCOB LIEHTPAIBHOIO U TpaUyECKOro MPOLECCOPOB JIJIsi AHUMHPOBAH-
HBIX OOBEKTOB.

Cokpainienre KoJIM4ecTBa MOJIUTOHOB — IMTPOCTOM M OYEBUAHBIN CIIO-
co0, 00ecreynBarIINil SKOHOMHUIO PECYPCOB LIEHTPATIBHOIO IpoLeccopa u
NaMATH 32 CUET 3aTPAT BPEMEHU XYIO0KHUKOB HA YHCTKY MEIIEH.

Hacmportika corcamus meweu

Hactpoiika cxxatusi 3HaueHust i mnapametpa Mesh Compression
(Ckatne Mmera), yrpaBJISIFOIIETO CKaTHEM UMIOpTHpyeMbIx Mmemei: Off
(Otxiroueno), Low (Huzkoe), Medium (Cpennee) u High (Bricokoe). C
yBeJIu4ueHueM creneHu cxkatusi Unity orOpackiBaeT Bce 0ouibliie U O0bIie
BEPIIUH W3 MeIla, KOTOPHIE COUTET HEHY>KHBIMHU, YTOOBI COKPATUTh OOTIIHIA
pa3Mep (aiina.

Ho aBromMaTu3mpoBaHHas ONTUMU3AIMS Mella — OYeHb CJIOXKHAs 3a-
Jada JJIsS pelIeHHus] MaTeMaTHYeCKUMH MeTojamu. Jlake mydinue anro-
PUTMBI, KaK MPaBWJIO, TCHEPUPYIOT OOJBIIOE KOJIMYECTBO apTe(akToB M
HapyuieHuid. I3meHnenue 3Hauenus napamerpa Mesh Compression MOXHO
paccMaTpuBaTh TOJIBKO KakK OBICTPOE PEIICHHE 33Jja4ll COKPAIICHUs KOJIH-
YecTBa MOJMIOHOB, HO PE3yJIbTaT HUKOTJa HE OYJET COMOCTaBUM C TEM,
Yero MOXKET T0OUTHCS XyA0KHHK.

Bcempausaemvie anumayuu

B HekoTopbIX ciyuyasix BCTpaMBaeMble (3aleKaemble) aHUMAIUU T0-
MOTAIOT YMEHBIIUTH pa3Mmep (ailna ¥ 3aHUMaeMblii 00BEM MaMsITH, YEM
CMEIIaHHbIE WM Hapy>KHbIE aHMMAlMU. JTO 3aBUCHUT OT HCIIOJIb3YEMOIO
uHCTpyMeHTa 3D-MoaenupoBaHMs U aHUMALMM U OOILIETO KOJWYECTBA
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BEpIIUH B Menie. BcTpanBaemble aHMMAIMU COXPAHSIIOT MO3UIUN KaXI0M
BEPIIMHBI B KaXJIOM KaJipe, U €CJIU KOJHMYECTBO IOJUTOHOB AOCTATOYHO
Majo, MOKHO HaOJIOaTh 3HAYUTEIBHOE COXPAHEHUE PECypCcOB IIPU BHE-
CEHUU JOCTATOYHO MPOCTHIX M3MEeHEeHUI. Kpome Toro, BcTpanBaemblii 00-
pazer] 00BIYHO MOKHO HACTPOUTH B AKCIIOPTUPYIOIIEM MPUIIOKEHUH.

Onmumuszayus meuten ogudickom Unity

VYcranoBka ¢nara Optimize Meshes (OnTtumuzamusi Meriei) B Ha-
CTpPOMKax MMIIOPTa MeIla 00ECIEYUT peopraHu3aluio BEPIIUH JIsl YCKO-
PEHHUS UX YTEHUS U, B HEKOTOPBIX CIydasix, pereHepaluio HU3K0ypOBHEBO-
ro oToOpa)keHus sl ONTUMH3AIUA CKOPOCTH oToOpakeHus. COpachiBaTh
€ro CTOUT TOJBKO B TOM CIIydae, €CJIM P MPOPUIMPOBAHUHN TOYHO BBISIC-
HUTCS, YTO €r0 YCTAHOBKAa KaKMM-TO OOpa30oM MPHUBOJUT K CHIKEHUIO
MPOU3BOIUTEIIHHOCTH.

Ecnu mem renepupyetcs MponeaypHo, ISl 3alycKka 3TOro mpolecca
nBI>kKOM Unity MOKHO BOCIIOJIB30BaThCsa MeTooM Optimize() KOMIIOHEH-
Ta puibTpa mMema. ITOT MPOIECC 3aliMeT HEKOTOPOE BpeMsi, TOATOMY €T0
CJIEAYEeT 3ayCKaTh BO BPEMsI MHUIMATIU3AIMU WIN B Jpyrue ya0OHbIE IS
MPUOCTAHOBKH MOMEHTHI.

Ob6veounenue meueti

OObenuHeHne Meliel MO3BOJIIET YMEHBIIUTh KOJWYECTBO OOpariie-
HUW K CUCTEME BU3YAJIU3ALUM B CIydasX, €CJIU 3T MEIIN CIUIIKOM BEJIU-
KM JJI TUHAMUYECKON MaKeTHOW 00pabOTKM M HE y4acTBYIOT B CTaTHYe-
CKOW makeTHoW oOpaboTke. Takoe oOBeaUHEHME, IO CYIIECTBY, SKBUBA-
JIEHTHO CTAaTMYECKOM MAaKeTHOW 00pabOTKEe, HO BBIMIOIHSAETCS BPYYHYIO,
MIOATOMY BPSI I CTOUT TPATUTh BPEMs Ha TO, UTO MOXKET CJIeJIaTh CTaTH-
yecKas MmakeTHasi 00paboTKa aBTOMAaTHYECKHU.

JIaHHBIN MMOJX0J UMEET eIlle OJUH HEJIOCTaTOK — OH CO3/1aeT COBEp-
IIEHHO HOBBIN (Dailll pecypcoB Melleld, KOTOPbId TpeOyeTcsl pa3sMECTUTh B
ciene. To ecTh JitoOble U3MEHEHHUSI B OPUTHHAIIBHBIX MEIIax HE OTPa3siTCs
Ha O0BEAMHEHHOM. DTO TPeOyeT BHITIOJHATh YTOMUTEIbHBIC JEHCTBUS Ka-
bl pa3 MocJjie BHECEHUSI U3MEHEHUM, O3TOMY JIyUllle OTAAaTh MPEArnoy-
TEHHE CTaTUYECKOM MaKkeTHOM 0O0paboTKe.
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4.3. Pa3ron ¢pu3n4eckoro JBMKKAa

Buympennee ycmpoticmeo ¢huzuueckozo 08uxcka

Texanuecku B Unity umerorcs na ¢usmueckux apmkka: NVIDIA
PhysX nns mogaepkku 3D-Gu3nku u OTKpBITHIN ABMKOK Box2D s moa-
nepxkku 2D-¢u3uku. OnHako UX peanusanus abcTparupoBaHa, U ¢ TOUKH
3peHus MPUKIATHOrO nporpaMMHoro murepderica Unity oba aBuxkKa pa-
0O0TarOT MPAKTUYECKU UACHTUYHO.

Dusuueckue 0BUNCKU U BpeMsL

du3nyecKkrue ABWKKU, KaK MPaBUJIO, pabOTalOT B MPEANOJIOKECHUU,
YTO UTEPALUM MPOUCXOIIT B (DUKCUPOBAHHBIE MOMEHTBHI BPEMEHHU, U 00a
dbuznyeckux nBmxkka Unity 1edCTBYIOT UMEHHO TaK. BBIMOJHSS BhIYKCIIC-
HUSI, OHM OCHOBBIBAIOTCS HA KOHKPETHBIX 3HAYEHUAX BPEMEHU, HE3aBUCH-
MO OT TOTO, CKOJIBKO BPEMEHH MOTPEOOBANIOCH ISl OTOOPaKEHUS MPEIbI-
oymiero kajapa. Takol Mmojaxoja Ha3bIBae€TCsl OOHOBJIEHUEM C (PUKCUPOBAH-
HBIMUHTEpBaJIOM BpeMmeHHu. [lo ymoiluaHWIO CUMTAEeTCs, YTO HMHTEPBAJ
UMEET JIUTEIbHOCTh 20 MIIUTHCEKYH, Wiu 50 OOHOBJIEHHI B CEKYHIY.

Ecan Mexay oToOpakeHHEeM MOCIIeIOBaTEIbHBIX KaJIpOB BO3HHUKACT
CIIMIIIKOM OoJibIliast may3a (HU3Kas 4acToTa KajapoB), pu3MUecKas cucreMma
OOHOBJISIETCS HECKOJIBKO pa3 mepej HadyajaoM HOBOTO OTOOpaKeHUSI.

Luxn ¢puxcuposanrnozo 0oHOGIEHUS

Kak Bumute, meron FixedUpdate() BwI3bIBaeTCsi HEMOCPEICTBEHHO
nepea BHyTPEHHUMH OmnepanusiMu GU3NIeCKON CUCTEMBI, U OTH JIBa JCH-
CTBUS HEPA3pBIBHO CBsA3aHBI. B Hauane mporiecca ompeaensercs, MpoIio
JW JIOCTATOYHO BpPEMEHHU JIA Hayana CIeayromiero (GUKCUpOBaHHOTO 00-
HOBJICHUS. Pe3ynbTar 3aBUCUT OT BPEMEHHM, MPOLIEAIIET0 ¢ MOMEHTA TO-
CJIEIHEr0 OOHOBJICHUS.

Ecnu mpoiuio A0CTaTOYHO BPEMEHHU, BBI3bIBAIOTCS MeToibl Fixed-
Update() Bcex KOMIOHEHTOB, a Cpa3y IMOCJE ATOTO 3aMyCKaITCA BCE CO-
IpOrpamMMBbl, TIPUBSI3aHHBIE K (PMKCUPOBAHHBIM OOHOBJICHUSIM, 3aT€M Clle-
IYIOT BBI3OBBI 00paOOTYMKOB (PU3NYECKHX OOHOBJICHUN U TpUITE-
POB/KOJLIANAEPOB.

Ecnu ¢ MomeHTa nocneaHero GuKCUpoOBaHHOTO OOHOBJIEHUS MTPOIILIO
menee 20 mc, Tekyiiee oOHOBIEHHUE MpomyckaeTcsa. B atom cinydae obpa-
00TKa BBOJIa, UTPOBOU JIOTUKHA M OTOOPaKECHHS JOJDKHBI 3aBEPIIUTHCS 0
MoMmeHTa, korjaa Unity mpoBepuT HEOOXOAMMOCTh CIICAYIONEro (puKkcupo-
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BAaHHOTO OOHOBJICHUS, U T. J. DTOT MPOIECC MOCTOSHHO MOBTOPSETCS BO
BpeMsi BeinosiHeHUd. [Ipu Takom noaxoje GukCUpoBaHHbBIE OOHOBIICHUSI U
duznyeckas cuctema moJiy4aroT 00jiee BBICOKHI IPUOPUTET, YEM OTOOpa-
KEHUe, 4TO YCKopseT (HU3UYECKOE MOJIeTUpOBaHuE Mpu (HUKCUPOBAHHOU
4acTOTE KaJpOB.

MaxcumanvHo donycmumas OnumenbHOCmb

BakHO OTMETHTB, YTO €CJIM TPOIIJI0 MHOTO BPEMEHH ¢ MOMEHTa I10-
cieaHero (PUKCUPOBAHHOTO OOHOBIIEHMS, (U3UYECKOEe U (PMKCUPOBAHHOE
OOHOBJIEHUS OyAyT PacCUUTHIBATHCS JO MOMEHTA, MTOKA HE «IOTOHST)» Te-
Kymiee Bpems. Hampumep, ecim oToOpaskeHre Npebayiero Kajapa 3aHsio
100 mc, pusnueckor cucteme MOTPeOyeTCsl BBIMOIHUTH MATH ITUKIOB 00-
HOBJIeHUs1 cocTostHUs. [Ipu 3TOM mepen BbizoBoM Merona Update() msathb
pa3 Oyzaet Bbi3BaH meton FixedUpdate(), Tak kak nHTEpBan (HUKCUPOBAH-
HBIX OOHOBJIEHUH 110 yMouanuto coctanisier 20 mc. Ecnu 06paboTka sTux
AT 0OHOBIeHUH 3aiiMeT 20 Mc 1 6oJiee, HE0OX0IMMO OyJIeT BhI3BaTh 00-
HOBJICHUE IIECTOU pa3!

CrnenoBaTebHO, BO BPEMS TSIKEIBIX BBHIYHCICHUN (PU3NUECKUIl IBU-
KOK MOXET He YCIEeTh 3aBepIINTh 00HOBIeHHE 3a 20 MC, UTO 0OABUT €Ille
Ha 20 Mc paboThI, ¥ TaK 10 OECKOHEYHOCTH, M3-3a YEro He CTaHeT HEBO3-
MO>KHO BBIBECTH o4epeaHon kaap. YToObl NpeaoTBpaTUTh OJIOKUPOBKY WUT-
Pl PU3UYECKUM JBUKKOM, OMPEIEISETC MAaKCUMaIbHOE BPEMsi, KOTOPOE
€My Pa3peIieHO BHITIOIHATh 00pa00TKy MEXIy OTOOpaKEHUSIMH. DTOT TO-
pOT HAa3BIBAIOT MAKCHUMAIBHOM JTOMyCTUMOM IIUTEIBLHOCTBIO, U €CITH JIJTHU-
TEJIBLHOCTh TEKYIIETO (PUKCUPOBAHHOTO OOHOBJICHHUSI OKA3bIBACTCS OOJIBIIE
YKa3aHHOT'O 3HaUY€HHUsA, OHO OyJIeT MPOCTO OCTAHOBJICHO U OTJIOXKEHO 10 3a-
BEPIICHUS CIEAYIOIIET0 OTOOPaKEHHUS.

Duzuueckue 0OHOBIEHUS U USMEHEHUsL 80 8PEMsl BbINOJIHEHUS.

Korna ¢gusudeckas cucrema npuctymnaet K oOpadOTKe CIEaYIOLIEro
BPEMEHHOTO II1ara, OHa JO0JDKHA pacCUYMTATh MEPEMEIICHUE BCEX aKTUBHBIX
00bekToB Rigidbody, 00HapykUTh BCE CTOJKHOBEHHS U BbI3BATH COOTBET-
CTBYIOIIME OOpaOOTYMKHU CTOJKHOBEHUH. IMEHHO 1O 3TOW mpUYMHE J0-
kyMeHTanus Unity 4eTKO PEeKOMEHAYyeT BHOCHUTH U3MEHEHHUS B OOBEKTHI
Rigidbody tonpko BHyTpu MmetonoB FixedUpdate() m apyrux meromoB-
00pabOTYNKOB, BBI3BIBAEMBIX (DU3UYECKOW CHCTEMOW. DTH METObI TECHO
CBSI3aHBI C YacTOTOW OOHOBJICHHUS (PU3UYECKOTO IBUKKA, B OTIIMYHE OT
JPYTUX METOJIOB UTPOBOIO LMKIa, HanpuMmep Meroaa Update().

295



DTO 03HA4aeT, 4To 0OpaTHBIE BBI30BHI, Takue kak OnTriggerEnter(),
SIBJISIFOTCSL O€30MacHbIM MeCTOM Jyisi u3MeHeHus o0bekToB Rigidbody, a
takue metonbl, kak Update() u comporpammbl, OCHOBaHHBIE Ha BPEMEHH,
TaKUM MECTOM He sBisitoTcs. [IpenedpekeHne 3Toil peKOMEHIaluei Bbl-
3bIBaCT HEAJCKBAaTHOE (PU3MUECKOE TMOBEACHHE, TaK KakK IMO3BOJISIET He-
CKOJIbKO pa3 BHECTU U3MEHEHHUsI B OJIUH U TOT K€ 00BEKT JI0 TOT0, KaK (pu-
3U4YecKasi CUCTeMa IMOJIYYUT IIaHC OOHAPYXUTh UX U 00paboTaTh, YTO SB-
JS€TCSl MPUYUHON HEKOTOPHIX OCOOEHHO 3alyTaHHBIX CTPAHHOCTEH B WI-
POBOM IIpoLIECCE.

OnHako B HEKOTOPBIX UTrpax GU3NYECKOMY JABUKKY MPUXOJUTCS BBI-
MOJIHSITh MHOTO BBIYHMCIICHUM MPU KaKJIOM OOHOBIIEHHH, YTO OTPHUIIATENb-
HO CKa3bIBA€TCSI HA YaCTOTE KaJpPOB OTOOPaKCHHS, BBHI3BIBASI €€ IMAJICHHE
U3-3a MOBBIIIEHHOW HArpy3kud Ha (pu3nyeckyro cucremy. B nelicTBuTENb-
HOCTH CHCTEMa OTOOpakK€HUs MPOJOJKAET JIeUCTBOBaThH B OOBIYHOM pe-
KM€, HO BCAKHUU pa3, KOT/Aa MOJXOAUT BpeMsi (PUKCUPOBAHHOTO OOHOBJIE-
HUS, BpeMs CO3JaHUs TEKYIIEro OTOOpa)Ke€HUsI OIPAaHUYMBAETCS, UYTO BBI-
3bIBAET BHE3AIHbIC MPOCTAHOBKU U MOSIBIIEHUE JOMOJIHUTEIBHBIX BU3yallb-
HbIX 3(()EKTOB, BI3BAaHHBIX MPEPHIBAHUEM PAOOTHI (PU3NMUECKON CHUCTEMBI
13-32 MPEBBIIICHUSI MAKCUMAJIbHOTO BBIAEISIEMOro €l BpemeHu. Bece Bme-
CTE ATO NPUBOAUT K YXYAIICHUIO BOCIPUATHS UTPHI OJIH30BATEISIMHU.

CnenoBaTeiabHO, YTOOBI JOOUTHCS TIaAKON U COTJIACOBAHHOW CMEHBI
KaJIpOB, HEOOXOJUMO BBICBOOOAUTH KaK MOKHO OOJbIIE BPEMEHH IS
OTOOpa)K€HUsI, CBEMISI K MUHUMYMY BpeMsi, 3aTpauuBaemMoe (U3UYECKOU
CUCTEMOI Ha 00paboTKYy.

Onmumuzayusi nPOU3800UMENbHOCU PUUYECKOU CUCTEeMbL

Temeppb, omupasch Ha TOHMMaHHE HAWMOOJIEE 3HAYMTEIBHBIX BO3-
MOXHOCTeH (usmdeckoro apuxkka Unity, MOXKHO TEpEeHTH K paccMOTpe-
HUIO METOJI0OB ONTUMM3AIINHU TPOU3BOIUTEIIBHOCTH (DU3NUECKON CUCTEMBI.

Hacmporuka cyenvi

Bo-miepBBIX, CyIeCTBYeT psija METONOB, NMPUMEHEHHE KOTOPBIX K
CIIEHE TO3BOJIUT YJIYYIIUTh COTJIACOBAaHHOCTh MOJICIMPOBaHUS (U3UIe-
cKkux mporeccoB. OOpaTuTe BHUMaHWE, YTO ATH METOJbI HE BCErja Ha-
IpaBJieHbl HA YMEHbIIIEHUE MOTPEOICHUS IEHTPATIBLHOTO MPOIECCopa WM
naMATH, HO UX IPUMEHEHUE BEJET K CHUKEHUIO BEPOSATHOCTU HECTAOMIIb-
HOM pabOThl (PU3MUECKOTO JIBUKKA.
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Macwmabuposanue

Macmrad Bcex (Pu3nueckux OOBEKTOB HIPOBOTO MHUpA CIEAYET
YAEPKUBATh KaK MOXKHO OJivbke K cooTHomeHuto 1:1:1. DT1o o3Hauaer, 4to
JUTsl YCKOpPEHHUsI CBOOOAHOTO MaJCHHs MO yMoyaHuio -9.81 eauHuia mac-
mTaba UrpOBOrO MHUpa JIOJKHA COOTBETCTBOBAThH | METpy, Tak Kak cuia
TSOKECTH Ha IMOBEPXHOCTH 3eMJn cocTaBiseT 9,81 m/c2. Pazmepsl oObekTa
JOJDKHBI  OTpakaTh IOJpa3yMeBaeMblii Maciitad HIrpoBOTO MuUpa, Io-
CKOJIbKY CJIMIIIKOM OOJIBIION MaciiTad mpuBEIET K 3aMeJJICHUIO TIaJIeHUM
00BEKTOB, €CJIM 3TO MIPOUCXOJUT B peaabHOM Mupe. OOpaTHOE TaKke Bep-
HO: TIIPH CJIMIIKOM MEJIKOM MacmTadbe OoOBEKThl OyIyT MajarTh CIHILKOM
OBICTPO U BBITJISACTh HEPEAUTUCTUYHO.

Hactpouts mompa3zymeBaemblii Maciitad UTPOBOIO MHUpPa MOXKHO, U3-
MEHHUB ycKopeHue cBoOoHoro najgeHus B Edit -> Project Settings ->Physics
(w1 Physics2D). Ho umeiiTe B Buy, 4TO pe3yJibTaThl JHOOBIX apudmMeTrye-
CKUX BBIYUCJICHHM C TUIaBarOIIEH 3amsToi HanboJee TOYHbI PU 3HAYEHUSX,
Oonmu3kux K 0, 03TOMY €ciii 3HaYeHHUs] MacIiTada HEKOTOPhIX OOBEKTOB 3HA-
YUTENIbHO TpeBbiatoT Benuuuny (1,1,1), gaxke ecim OHM COOTBETCTBYIOT
MO/Ipa3yMEBAEMbIM 3HAYEHUSIM MUPOBOTO MaciuTada, Bce elle OyaeT BelnKa
BEPOSITHOCTh HEYCTOMYMBOTO TIOBEACHHS (pr3udeckoi cucteMbl. MTak, B Ha-
yasie paboThl HAJ MPOEKTOM CIIEAYeT WMIIOPTUPOBATh U MAaCIITaOUPOBATH
Haubosiee pacnpocTpaHeHHbIE GU3NYECKUE OOBEKTHI C MMOMOIIBIO 3HAYCHUM
MmaciTaba, 6muskux Kk (1,1,1), 1 3aTeM HaCTPOUTH COOTBETCTBYIOIIICE 3HAUC-
HUE YCKOPEHUSI CBOOOJHOIO MaJIeHUsI. DTO MOCIY>XUT OPUEHTUPOM TP pa-
00Te CO BHOBb BBOJJUMBIMU HOBBIMU OOBEKTAMH.

To3uyuonuposanue

AHAJIOTHYHO pacrojokeHne Bcex o0bekToB BOIM3M Toukm (0,0,0)
MPUBEAET K YBEJIWYCHUIO TOYHOCTU ONEPAlMM C IUIABAIOLICH 3aIaTOu U
YIIYUIIEHUIO COTJIACOBAHHOCTH Mpu MojenupoBaHuu. Kocmuueckue wiu
CIIOPTUBHBIC TPEHAXKEPhI NMBITAIOTCS UMUTUPOBATH HEBEPOATHO OOJIbIIIKE
MPOCTPAHCTBA, HO OHU OOBIYHO MCIOJIB3YIOT TEXHOJIOTHIO, MO3BOJISIONIYIO
CKPBITHO TEJICTIOPTUPOBATHh MEPCOHAXK B UTPOBOM Mupe. TakuM oOpazom,
Py MOJICIMPOBAHUU MYTEIIECTBUSI BCE MEPEMENIACTCS WU JICIUTCS Ha
OTCEKH TakK, YTOOBI y4acTBYIOIIKE B (DU3NYECKUX pacueTax 3HAuYCHHUS BCe-
raa ObUTM ONM3KU K HYJI0. DTO rapaHTUPYET OJIM30CTh BCEX OOBEKTOB K
no3utuu (0,0,0) 11 MOBBIIIEHUS] TOYHOCTH PE3yJIbTATOB OIEpaIuil ¢ Ta-
BAIOIICH 3aATON IPU MEPEMEIIEHUHN UTPOKa Ha OOJIBIIINE PACCTOSIHUSI.

JIpyrue BUJbI UTP TAK¥KE CJIeyeT OCBOOOIUTH OT PUCKOB, BHOCUMBIX
HETOYHOCTBIO BBIYMCIICHUM C TJIaBaronei 3ansatoi. Jlaxe eciou padora Haj
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IIPOCKTOM YK€ BEIETCS, HY)KHO IOCTapaThCs JTOOUTHCS TOTO, YTOOBI BCE
dbusnyeckre OOBEKTHI pacIojlarajiuich KaKk MOXHO ONMXke K IO3ULHUHU
(0,0,0). Ilmrocom 3TOro moaxoja sIBIAETCS yOBICTpEHHUE Ipoiiecca 100aB-
JICHUS ¥ TIO3UIIMOHUPOBAHNS 00BEKTOB B UTPOBOM MHPE MPOESKTA.

Ymenvwenue ombpacvlieanus nyyeri u ocpaHuyeHue npoeepsemozo
obvema

Bce meTonsr oTOpackiBaHus JIydei OueHb MOJIE3HbI, HO OTPHIIATEIIh-
HO CKa3bIBAIOTCS HA MPOU3BOAUTEIBHOCTH, MIOATOMY HMCTOIB3YUTE MX Kak
MOXXHO pexe. M30eraiite peryaspHOro #X BBI30BA B METOJaX-
0o0paboTurKax ¥ COMporpaMmax M MCIOJb3yUTe TOJBKO B KOJIE CIIEHAPUEB
JUIS1 0OCITYKUBAHUS KIIOUEBBIX COOBITHI.

Ecnu aGcontoTHO He0OXOAUMBI HETIPEPBIBHBIC JTUHUH, Ty WU (-
(deKTbl CTOJIKHOBEHHS 00JlacTel B CIIEHE, UX Jydllleé MOJEIUPOBATH C TO-
MOIIIBIO TIPOCTOTO TPUITEPHOTO KOJUIAlIepa BMECTO HEIPEPHIBHOTO OT-
OpachIBaHMsI JIy9eH WIIA MPOBEPOK TEPEKPBITHSL.

Ecnam Takas momMeHa HEBO3MOXKHA M HEMPEPHIBHOE OTOpPACHIBAHHE
Jay4denl 1edCTBUTENbHO HEOOXOUMO, 00BEM BBIYUCICHUN MOXHO MUHUMU-
3UpOBATh C MOMOIIBI0 00bekTOB LayerMask.

Hamnpumep, «ienuBoe» oTOpachiBaHUE JIy4eil MOXKHO peaqnu30BaTh
TakK:

[SerializeField] float maxRaycastDistance;

void PerformRaycast() {

RaycastHit hitInfo = new RaycastHit();

if (Physics.Raycast(new Ray(transform.position, transform.forward),
out hit, maxRaycastDistance)) {

// 06paboTKa pe3yIbTaTOB OTOpACKIBAHUS JTyde

h
;

Ota neperpy;xeHHas Bepcus meroaa Physics.Raycast() mo3sonut my-
4y CTOJKHYTBHCS TOJIKO C TIEPBBIM OOBEKTOM U3 JIFOOOTO CJIOsI, BCTPETHB-
muMcst Ha ero nmytu. Meton Physics.Raycast uMeeT HECKOJIBKO meperpy-
KEHHBIX BEpPCHH, TMPUHUMAIONIMX B KauyeCcTBE apryMeHTa OOBEKT
LayerMask. OTuM MOXHO BOCIOJB30BaThCs sl 0TOOpa 00BEKTOB, KOTO-
pBIe HY>KHO TIPOBEPUTH MPU OTOPACHIBAHUH JTy4a, YTO 3HAUUTEIbHO CHU3UT
Harpy3Ky Ha GU3HUYECKUNA JTBUKOK:

[SerializeField] float maxRaycastDistance;

[SerializeField] LayerMask layerMask;

void PerformRaycast() {
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RaycastHit hitInfo = new RaycastHit();

if (Physics.Raycast(new Ray(transform.position, transform. forward),
out hit, maxRaycastDistance, layerMask)) {

// 06paboTKa pe3yabTaTOB OTOpACKIBAHUS JTydel

h
h

H36ezcatime clodiCHbIX MeU-KOLIAUOEePOs

Bor kak pa3Hbple BHABl KOJUIAWIEPOB paCIONAararoTcs B TOPAJKE
yObIBaHUS 3PPEKTUBHOCTU: CPEPHI, KANCYJIbI, HUIUHAPHI, KOPOOa, BHIMYK-
JbIe MEII-KOJUIauIepbl U, HAKOHEL, BOTHYTbIE MelI-KoJutanaepsl. [Ipuuem
YEThIPE OCHOBHBIX NMPUMHUTHBA Ha TOPSAOK 3(dQeKkTuBHEE THOOBIX MeII-
KOJUTIaIepOB, MOCKOJIbKY MaTeMaTUYECKUE PACUEThI JUIsi OOHApYXKEHUS U
paspenieHus KOH(GIUKTOB MEXAY HUMH JOBOJBHO KPAaTKU U OINTH- MU3U-
poBaHbl. OnpeiesIeHue CTOJKHOBEHUM MEXKIy MEII-KOJUIAlIEpOM BBITYK-
JI0¥1 OpMBI U APYTUMH KOJUTaiepaMu 0OXOAUTCS HEJEUIEBO, HO OIpe/ie-
JIEHUE CTOJIKHOBEHUW MEXKy MEII-KOJUIaiepOoM BOTHYTOM (POpMBI U MPO-
YUMHU 00XOJUTCS €IIe JOPOKE.

['maBHBIM TapagokcoM ¢uznueckol u rpaduyeckort cuctem 3D-
NPWIOKEHUN SBIISETCS pa3HMIlA B CIOKHOCTH OOpabOTKHM OOBEKTOB B
dbopme chepsl 1 kopoba. [t co3ganus uaeaIbHOTO cheprudecKoro Mera
TpebyeTcst 0ECKOHEYHOE KOJIMYECTBO MOJUTOHOB, HO B (PU3MUECKOM JBUXK-
K€ 3a/laya OINpeJeeHus] TOUYEK KOHTAKTa U CTOJIKHOBEHHUU c(ephl periaeT-
csl TpuBHalbHO Tpocto. HampoTtus, mayig otoOpaxkeHus: 0ObIYHOrO KOpoOa
TpeOyeTcss HE3HAYUTEIbHOE KOJIMYECTBO MOJUTOHOB U 3aTpat, HO JJIs OIl-
peleneHusl TOUeK KOHTAKTa U CTOJKHOBEHUM TpeOyeTcsi HAMHOTO OOJiblie
MaTEeMaTUYeCKUX PAacYETOB M 3aTpaT Ha 00pabOTKy. DTO MPHUBEJIO K TOMY,
YTO OONBIIMHCTBO TpaduuecKkux M (GU3UIECKUX CHUCTEM 3aIMOJHUIIO UTPO-
BOM MUp rpaduuecKuMu 00bEKTaMU C MaJbIM KOJIMYECTBOM IOJIUTOHOB B
dbopme cheprl. OHAKO HEHOPMAJIBHO BBITIISA/EN ObI YIiIOBaThId OOBEKT,
KaTsUics ToI00HO 1Iapy.

[Ipu pabote ¢ Ppu3M4YecKUM JBHKKOM Ba)KHO HE 3a0bIBaTh, 4TO (Pu-
3UYECKOE MPEJICTABICHNE O0OBEKTA HE 005A3aTENBHO JIOJKHO COOTBETCTBO-
BaTh €ro rpauyeckoMy MpeACTaBICHUI0. Y I0OCTBO 3aKIIOYAETCA B TOM,
YTO TpaUYeCKUii MEIl YacTO MOXKHO MPEJCTaBUTh B BHUJAE Teja Oosee
pocToi POPMBI C OUEHb MOXOXKHUM (PU3NYECKUM MOBEJEHUEM. JTO U30aB-
Js€T OT HEOoOXOJAMMOCTH HCIOJb30BaTh YPE3MEPHO CIIOXKHBIE Mel-
KOJUIAUIEPHI.
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Takoe pazgeneHue rpaduueckoro U (PU3MUECKOro MpeICTaBICHUM
MO3BOJISIET ONTHUMU3UPOBATh IMPOU3BOJIUTEIHLHOCTh OJIHOW CHUCTEMBI 0e€3
(00s3aTEeNbHOT0) HEFaTUBHOTO BIMSIHUA Ha JApyryro. Eciu 3To HE oka3biBa-
€T 3aMETHOTO BJIUSHUS Ha UTPOBOM MpOILIecC, MOKHO CBOOOJIHO MPEJICTaB-
JSTh CIOXKHBIE TpaduyecKkre OOBEKTH ¢ MOMOIIBI0 HEBUIUMBIX MPOCTEH-
mux ¢uzndeckux ¢opm. Eciu Urpok HUKOTZIa 3TOrO HE 3aMETHUT, B ATOM
HET HUKAKOTO Bpeja!

DTy 3a7a4y MOKHO PEIIUTh OJJHUM U3 JIByX CHOCOOOB: JIMOO MyTeM
arnmpoKcUMaInuu (U3NYECKOro MOBEACHUS Teja CI0XKHOU (GOPMBI TTOCpe/I-
CTBOM OJIHOTO (MU 0oJiee) CTaHAAPTHBIX MPUMHUTUBOB, MO0 C TTOMOIIBIO
3HAYUTENFHO YIPOIIEHHOTO MENI-KoJaiaepa.

Kozoa cnedyem ucnonvzoeams gpusuueckyro cucmemy

Kak Bcerna, mydmuid cnocod yJaydiiuTh MPOU3BOAUTEIBHOCTh KOM-
MOHEHTa — OTKAa3aThCsl OT M3JIMIIHEro €ro Mcmojb3oBaHus. [Ipu anamuze
OCOOCHHOCTEN JIIO0OTO JBIKYILETOCS OOBEKTa CJIeyeT BOCIOJb30-
BaThCSl MOMEHTOM, YTOOBI CIIPOCUTH CE0s: «A Tak JU HEOOXOJIUMO MOJI-
KITI0YaTh €ro K pu3ndeckoMy ABWKKY?» Eciin HEeT, MOKHO TTOWCKATh BO3-
MOXHOCTH 3aMEHbI (PU3UYECKON CUCTEMBI UEM-TO 00JIee MPOCTHIM U MEHEE
3aTpaTHBIM.

Homyctum, pusnyeckas cUCTEMa UCIONb3YETCS ISl BBISIBICHUS T10-
najjaHusi UTPOKa B 30HY MOPaXEHUsS, U B UTPE ITO ONpeaesseTcs q0cTa-
TOYHO MPOCTO: 30HA MOPAKEHUSI HAXOJUTCS Ha OINpEAeIeHHONW BhicoTe. B
ATOM CJIydyae MOXKHO BOOOIIE HE MCHOJIb30BaTh (hM3MYECKUI KoJuiaijep,
OTPaHUYMBIIUCH TPOBEPKOIN KOOPIWHATHI Y UTPOKA.

B kadecTBe apyroro mpumepa pacCMOTPUM MOJAECIUPOBAHUE METEO-
PUTHOTO JOXIs, Ha TIEPBBIN B3I KAXKETCS, U4TO JIJISl peain3alluu moTpe-
OyeTrcs co3aaTh MHOXKECTBO MAJAOIIUX MPEAMETOB ¢ PU3NUECKUMU KOM-
noHeHtamu Rigidbody, ompenensatb MOMEHTBI CTOJKHOBEHHH C 3eMileid
P MTOMOIIM KOJUIAMAEpOB U T€HEPUPOBATh B3PHIBBI B TOUKax yaapoB. Ho
MOBEPXHOCTH 3€MJIA MOKET OBITh COBEPIIIEHHO IJIOCKOM, WJIM y HAC UMEET-
Csl IOCTYH K KapTe BBICOT JlaHIIadTa, 4YTO OOECIIEUUT JIEMEHTAPHOE BBbI-
SIBJIEHWE CTOJIKHOBEHUH. B 3TOM ciydae mepeMeieHue o0beKTa MOXKHO
YOPOCTUTH C TIOMOIIBIO tween-aHuManuu cBoicTBa transform.position 0e3
PUMEHEHUS JIO0BIX (U3NYECKUX KOMIOHEHTOB. B 00oux ciywasx 3aTpa-
Thl Ha pabOTy (HU3UYECKON CHUCTEMBbI YMEHBIIATCS 3a CUET YMPOIICHUS U
3aMEHbI €€ BBIITOJTHEHUEM KOJIa CIIEHAPUSI.

OO6parHoe Taxxke BO3MOXKHO. MHOorna neucTBusi, TpeOyrolre MHO-
YKECTBA BHIYHMCIICHUA B CIICHAPHSIX, MOKHO OTHOCHUTEIHHO MPOCTO peaju-
30BaTh C MOMOIIBI0 (PU3HYECKON CUCTEMBI. B KaduecTBe mpuMepa paccMoT-
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pUM cuCTEeMy Tmojcuera coOpaHHbIX OO0BEKTOB. [lpyM HaxkaTuu UrpPOKOM
iaBumu Pick up (ITogoOpathk) ciemyeT cpaBHUTH TMOJOXKEHUE cOOUpae-
MBIX 00BEKTOB C MO3UIMEN UTPOKA U ONPEICIUTh ONMKauIui Takonl 00b-
eKkT. Becb koa cueHapuss MOXKHO 3aMEHHTHh OJHHM BBI30BOM METOJA
Physics.OverlapSphere(), 4To0bI MOTy4YnuTh BCE OIU3NIEKAIINE OOBEKTHI, a
3aTeM BbIOpaTh caMblii OnuxHUU. [Ipu 3TOM 3HAYUTENHHO YMEHBIIUTCS
oO011ee KOJIUYeCTBO OOBEKTOB, MO3UIIMM KOTOPBIX HYKHO CPaBHUBATH MpU
KQ)KJIOM Ha)KaTUU KJIABUILIU.

Bamm BO3MOKHOCTM OrpaHMYEHBI TOJBKO IpeaeslaMH Balleld H30-
OperarenbHOCTH. CIOCOOHOCTH BBISIBIISATh M YCTPAHATH U30BITOYHBIE OIle-
panuu (pU3NYECKOW CHUCTEMBbl W/ WM OMPEAENATh JTOPOTOCTOSIINE Orepa-
LMY, pEAJIN30BaHHbIE C TOMOILBIO CLIEHAPHUEB, M 3aMEHATh UX CPEIACTBAMHU
(bU3MYECKOTO MOJIETUPOBAHUS SIBIIIETCS BaXKHBIM HABBIKOM, KOTOPBIM IpH-
TOJUTCSA BaM JJIsl MOJIEP>KAHUS BHICOKOW MPOU3BOAUTENHHOCTH TEKYIIUX
U OyIyIIHMX MTPOEKTOB UTP.

4.4. Innamudeckasi rpagpuka

lIpogunuposanue npobrem omoopadicenus

Huzkast mpon3BoAUTENHHOCTh MEXaHU3Ma OTOOPaKEHUs MPOSIBISET-
Csl MO-pa3sHOMY, B 3aBUCHMOCTH OT TOTrO, YTO SIBIISIETCS €€ MPUYUHOU —
LHEHTpaIbHBIA WK Tpaduueckuil nmpoieccop. B mocnennem ciyyae KOpeHb
po0JieM MOXKET pacrojiaraTbCsi B HECKOJBKUX MecTaxX Ipauueckoro KOH-
Beliepa. DTO 3aTPYIHAET MOUCK, HO, OTHICKAB U PEIIMB MPOOIEeMy, MOKHO
HAJIEATHCSl HA 3HAYUTEJIbHOE YJIYUYIIEHHUE, U 1aKe HEOObIINE YCOBEPIICH-
CTBOBAaHUSI B MOJICUCTEME OTOOPAXKEHUs 3a4acTyl0 MPUBOJSAT K BIeYaT-
JSIFOIIUM PE3YJIbTaTaMm.

[{eHTpanbHBIA MPOIIECCOP MOCHIIAET MHCTPYKIIUU OTOOPAKEHUS de-
pe3 rpaduyeckuii mporpaMMHBIM HHTEpdeic, 3aTeM uepe3 amnmapaTHbBIN
JpaliBep OHM MOCTYMNAalT B rpad)MueCKUil MpOILECCOp U HAKAIUIMBAIOTCS B
ero Oydepe KoMaHJI. DTH KOMaHJbl TOOUEPETHO 00pabATHIBAIOTCSI CUCTE-
MOH MapaljieabHON 00paboTKu rpaduuecKoro npoieccopa, noka oydep He
omycreer. Ho B JaHHOM nocneqoBaTenbHOCTH rOpa3ao O0JIbIle HIOAHCOB.

CymiecTByeT HECKOJIbKO MOAXOJO0B K TMOUCKY HCTOYHHKA MpoOiieM
OTOOpaKEeHHS TpadUKu:

— ipouiinpoBanue rpauYECKOro MpoIeccopa;

— aHaJn3 OTJEJIbHBIX KaJAPOB C MOMOIIBIO OTIaA4YNKa KaJpOB;

— MIOMCK METOA0M Tepebdopa.

[IpodpunupoBanue rpaduueckoro npoueccopa
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[Tockonpky B 0TOOpa)keHWH rpauku 3aJeHCTBOBAHBI 00a Mpolec-
copa —IIEHTPAJIbHBIM U TpadUUECKUl, NIl BBISIBICHUS IMEPETPYKEHHOTO
KOMIOHEHTa ciienyeT ucnonbzoBaTh obinactu CPU Usage u GPU Usage
PO HIMPOBIITHKA.

[IpodunupoBanre NPUIOKEHUM, TI€ OCHOBHAs HAarpy3ka JIOKHUTCS
Ha rpaduyYecKuil mpoleccop, OCYIECTBIAETCS HECKOIBKO cioxHee. [Ipen-
CTaBbTE MPUJIOKEHHE, CO3Jarollee HEeOOJbIIOE KOIMYECTBO OOBEKTOB C
OOJBIIMM KOJIMYECTBOM MOJMUTOHOB, MCIOJIB3YIOUIEE NECATKH TOYEUYHBIX
HMCTOYHUKOB CBETA, YPE3MEPHO CIIOKHBIN IIeiaep, 00padaThIBaOMINi TEK-
CTYpY, TEKCTYpbl HOpMaJiei, KapTy BBICOT, KAPTy SMHUCCHI, KapTy OKKIIO-
3UH U T. 1.

Omnaoka Kkaopos

B Unity 5 nosiBunach HOBasg (PyHKIMSA OTJIQJAKU KaJIpOB — HHCTPY-
MEHT, MO3BOJIAIONINI ONPEIEeTUTh MOPSI0K COOPKU U OTOOPaKEHHUS CIICHBI
OTJIETbHBIMU OOpallleHus MU K cucTeme Bu3yanmzauuu. lllenkas mo sne-
MEHTaM CHHUCKa, MOXXHO HaOJIFOJaTh, KaK BBITJISIUT CIIEHA B TOT WM MHOMN
MOMEHT BpeMmeHu. Kpome TOoro, omimajgka KaIpoB IMO3BOJSET ITOIYYHTH
MHOTO TOJIE3HBIX CBEJICHUN O BHIOPAHHOM BBI30OBE, TAKUX KaK TEKyIas
1[eJb OTOOpaKEeHMs, JJIsl Yero MpeaHa3HA4YeH BBHI30B M KaKHUE MapaMeTphl
VCIIOJIb30BaHBI.

Ecnu cHuXkeHue MpOu3BOAUTENLHOCTH CBSI3aHO C OOpalIeHUsSMH K
CUCTEME BHM3yalu3allid, 3TOT MHCTPYMEHT IOMOKET ONPENEIINTh, KaKHUE
BBI3OBBI NMPOU3BOAUINCH, U BBISICHUTH, BHIMIOJHSUIMCH JIM JIUITHUE BBI3OBHI,
HE OKa3bIBAIOIIME BIMSHUS Ha CLHEHY. DTO MOMOXKET YMEHBIIUTh KOJIUYE-
CTBO BBI30BOB, HallpuMep, MyTeM yAAJICHUS HEHYXHBIX OOBEKTOB WA UX
MaKeTHOM 00pabOTKH.

V3kue mecma na smane npedsapumenbHol 00pabomKu

Hepenko BComb3y0TCs MEIIH, COIepKAIINe MacCy HEHYKHBIX JIaH-
HbIX UV-BEKTOPOB U BEKTOPOB HOPMAJEH, IMOITOMY HUX CIIEAYET TILIATEIb-
HO TPOBEPUTh HAa HAIWYWE TOAOOHBIX H3NHIIECTB. HyXHO MO3BONHUTH
Unity onTuMH3UpOBaTh CTPYKTYPY, YTO MPUBEIET K YMEHBIICHUIO KOJH-
YecTBa MPOMAxXOB K3IlIa MPU YTEHUM BEPUIMH Ha 3Tare MpeABapUTEIbHOM
00paboTKH.

Yposenv oemanuzayuu

[Ton TepmunoM Ypoenb aeranm3zanuu (LOD) noHumarotrcs mupo-
KM€ BO3MOXXHOCTH JUHAMUYECKON 3aMEHBI B 3aBUCHUMOCTH OT YyJAJIE€HHO-
CTH OTHOCHUTEJIbHO KaMmepbl. Hambolsiee 4acTo HMCHOJIB3YETCS MEXaHU3M
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YpPOBHEW JleTaiu3allii, OCHOBAaHHBIM Ha MeIlax: JUHAMHYECKas 3aMeHa
MelIa Ha ero BCE MEHEE U MEHEE JCTAIN3UPOBAaHHBIE BEPCUU 10 Mepe yaa-
JeHust oT kKaMmepbl. Ele ogHUM MPUMEPOM MOXKET CIYKUTh 3aMEHA HaXo-
JSIIAXCA BJIaJI aHUMHUPOBAHHBIX MEPCOHAXKEW MX BEPCUSMH C MEHBIINM
KOJIMYECTBOM KOCTEW JIJII COKPAILCHUS 3aTpaT Ha aHUMAIHUIO.

[Ipu ucnonb30BaHMM MEXaHU3Ma YPOBHEH [eTanu3alii B CIICHE
pa3MeIIaeTcsi HeCKOJIbKO 00BEKTOB, MPUCOEAUHIEMBIX K UTPOBOMY OOBEK-
Ty B Ka4ecTBe J04YepHUX 4yepe3 KoMrnoHeHT LODGroup. TOT KOMIOHEHT
dbopMUpyET MPSAMOYTOJIbHUKH, OTPAHUYMUBAIONINE OOBEKTHI, U BHIOMPAET,
KaKOM OOBEKT BBIBOJAUTH, OMMUPASICh HA pa3Mep OTPaHUYMUBAIOIIETO MPSIMO-
YTOJIbHUKA B TOJIE€ 3p€HUS KaMepbl. ECcu orpaHMYMBaOIINN TPSIMOYTOJIb-
HUK 00BEKTa 3aHUMAaeT OOJIBIIYI0 YacTh BUAMMOM OOJACTH, BHIOUPAIOTCS
MEIIU U3 HUKHUX TPYII YPOBHEHN JeTann3alliu, a €CJIM OTpaHUIMBAIOIIHIA
IPSIMOYTOJIbHUK OY€Hb Mall, BRIOMPAIOTCS MEIIU U3 BepXHUX rpyii. Eciu
MeEIll HAaXOJMUTCSl CJIIMIIKOM JaJIeKO, MOKHO HAaCTPOUTHb CKPBITHE BCEX J0-
YepHHUX 0OBEKTOB.

Ucnonb3oBanue 3To (PYHKIMM MOXKET 3HAYUTENIBHO YBEIUYUTH
BpeMsi pa3pabOTKH, TMOCKOJIBKY XYJOKHHKaM MPUAETCS Cr€HEepUpPOBATH
BEPCHUH C MaJIbIM KOJIMYECTBOM MOJIMTOHOB, a IM3aiHEpaM YPOBHEU — CO3-
JaTh TPYIIIBI I€TaU3aIi1, HACTPOUTDh U MMPOBEPUTH UX, YUTOOBI yOSIUTHCH,
YTO TEPEXOJbl HE BBI3BIBAIOT APOKAHUS MPU YAAUICHUH U MPUOIMKEHUH
kamepbl. Kpome Toro, mpu TakoMm MOAXOJE YBEIUYUBAETCS MOTpEOJICHHE
MaMsITH U PECYPCOB IIEHTPATIBLHOIO MPOIECCOpa, TaK KaK ajlbTePHATUBHBIE
MEIIIM XPaHATCS B maMATH, a KOMIOHEHT LODGroup nomkeH peryiaspHO
MPOBEPSATh, HE IEPEMECTHIIACH JIM KaMepa B HOBOE MOJIOKEHHE, YTOOBI Ta-
PaHTHPOBATH COOTBETCTBYIOIIEE U3MEHEHUE YPOBHEN JIeTaU3alUU.

B Hacrosimee Bpemsi BOBMOXHOCTH rpadiuecKuX KapT JTOCTUIIIH Ta-
KOTO YpOBHS, 4TO 00pabOTKa BEPIIUH SIBISETCS HE CaMOW Ba)XKHOU MpPO-
onemoi. BmecTe ¢ MOMOJHUTENBHBIMU 3aTpaTaMmH, COMPOBOXKAAIOUIUMU
NPUMEHEHUE MEXaHW3Ma JIeTAIN3alMi YPOBHEH, pa3padoTUrKaM CIeayeT
n30erarh MpeaBapUTEILHON ONTUMM3AIMKU U TOJOXKUTHCS Ha MEXaHU3M
JeTanu3ali ypoBHEN. 31I0yNOTPEOIICHUE 3TUM MEXAaHU3MOM MPUBENET K
MOTEPSIM ITPOU3BOIUTEIILHOCTH B JPYTUX YACTSAX MPUIIOKEHUS U OECCMBIC-
JICHHOM TIOTEepe BpeMeHU Npu pa3padoTke. Ecnu He moka3zaHo, YTO UMEHHO
B 3TOM COCTOUT IIpo0jIeMa, 3TO He ABJISIETCS podiemMoit!

Jlist ciieH, oToOpa)karomux OOLIUPHBIE MMPOCTPAHCTBA UTPOBOTO MU-
pa MpHU YacThIX MEPEMENIEHUAX KaMephl, CIelyeT U3HAYaIbHO MPEeayCMOT-
pETh MPUMEHEHHUE ITOT0 METO/Ia, MOCKOJIBKY MPU YBETUUYEHUHN PACCTOSHUS
U 3HAYUTEIHLHOM POCTE KOJUYECTBA BUIAUMBIX OOBEKTOB MPOUZOUIIET pe3-
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KO yBEIMYCHHE Ynclia BEpPIINH. B crieHax, orpaHMYeHHBIX MOMEIICHHUEM,
U B CIleHax, ¢ KaMepa HalpaBjieHa BHA3 Ha UTPOBOM MUD, CIEAYeT BO3-
JEpKaThCs OT WCIOJB30BAaHUS YpPOBHEW AeTanm3anuud. B urpax, 3aHu-
MaIOIINX TPOMEKYTOUHOE TOJIOKEHHUE, CleayeT H30eratb MpPUMEHEHUS
3TOM (yHKIIMH, TIOKA B HEM HE BOSHUKHET OcTpas HeoOxoauMmocTh. Bee 3a-
BHCHUT OT TOT'O, CKOJIbKO BEPIIMH OYyJIE€T BUIHO B JIFOOOH MOMEHT BpEMEHU
¥ KaK 4acCTO M3MEHSETCSI pACCTOSIHHUE IO KaMEPBHI.

Omxkatouenue CKUHUH2a 2paguueckum npoyeccopom

Kax yxe roBopunoch, Unity moaaep>kuBaeT BBIMOJTHEHNE CKUHUHTA
rpa@uYecKUM MPOIECCOPOM JUIsl CHUKEHHUS HArpy3Kd Ha IEHTPaTbHBIM
MPOLIECCOp 3a CUET YBEJIWYEHHWs HArpy3Ku Ha Tpaduueckuil mporeccop.
Tak Kak CKHHUHT SIBIIIETCS OJIHUM M3 «BIIEUATIISIONIC MapalIebHBIX»
IPOLIECCOB, KOTOPHIE XOPOIIO COUYETAIOTCS C MapaieIbHON apXUTEKTYpOt
rpaduueckoro mporeccopa, nepeaadya dToi 3a1aun €My 4acTo JaeT XOpo-
Ui BeIMTPBIL. Ho Ha BBIMOJHEHUE 3TON 3a/1auu OyJAEeT TPATUThCS JAparo-
IIEHHOE BpeMsi, HeoOX0ArMMOe Ha OmpenelieHne BepImuH GparMeHTOB, IO-
ATOMY OTKJIFOYEHHUE 00paOOTKM CKMHUHTA TPapUUECKUM MPOIIECCOPOM SIB-
JSIeTCS e1lle OJHUM HaIpaBJIEHUEM JJI MCCIIEIOBAHUS, €CIIU Y3KOE MECTO
OOHapyXHUTCs B 3ToW obOsacTu. OTKIIOYUTh CKUHUHT TPaQUUYECKUM Ipo-
IIECCOPOM MOYKHO € IoMoIbio mapamerpa Edit -> Project Settings ->Player
Settings -> Other Settings -> GPU Skinning.

V3kue mecma na smane oxonuamenbHoU 06pabomku

DTan OKOHYATEIhbHOMW 00pabOTKHU SIBISIETCS HanOOJEe WHTEPECHOU
YacThIO KOHBEHEepa rpa)Myeckoro mporeccopa, Tak Kak 3/1€Ch CO3/1aeTCs
noaBJsitoiee 00NbIMUHCTBO rpadudecknx 3¢ dexros. CiaegoBaTenbHO, HA
ATOM 9dTare 3HAYUTEIBHO YaIlle BO3HUKAIOT y3KHE MECTA.

31ech MOKHO MCIIOJIb30BaTh JBa MyTH:

— YMEHBIIIUTH pa3pelieHne;
— YMEHBIIUTH KAa4eCTBO TEKCTYP.

OTH U3MEHEHMs 0cNadAT pabouyro Harpy3Ky Ha JIByX BaKHBIX CTa-
TUSIX 3aKTI0YUTETHFHON 9acTH KOHBEWepa, yBETUINB CKOPOCTh 3alOTHEHUS
U TIPOIYCKHYIO CIIOCOOHOCTh MaMsITH COOTBETCTBEHHO. B HacTosimiee Bpe-
MsI CKOPOCTh 3alOJIHEHUsI SIBIISIETCS HanboJee pacpoCTpaHEHHON MPUYH-
HOM MaJieHnsl MPOU3BOUTEILHOCTH MPU OTOOpakeHUH rpaduKH, MOITOMY
HAYHEM C Hee.
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Ckopocmb 3anonnenus

biarogapss yMeHbBIIIEHHIO pa3pellieHus] SKpaHa CUCTEME pacTepusa-
MU TIPUJIETCSI CO3/aBaTh 3HAYUTEIBHO MEHbIIE (PParMEeHTOB U TPAHCIIO-
HUPOBATh UX HA MEHBIIUHU MO pa3MepaM XOJICT MUKCEIEH. ITO MO3BOJIUT
YBEIUYUTh CKOPOCTH 3allOJIHEHUs] W OCHaOWT Harpy3ky Ha KIIFOUEBYIO
4acTh KOHBelWepa Buzyanuszanuu. CieqoBaTenbHO, €CU IPU YMEHbIICHUH
paspelieHus dKpaHa pe3Ko YBEJIHMUUTCS MPOU3BOIUTEILHOCTh, 3HAYUT, JIe-
JI0 B CKOPOCTH 3aII0JIHEHUSL.

CkopocTh 3anOJIHEHUS OXBAThIBAE€T BeChbMa IMIUPOKUN KPYT TOHSTUMA,
OTHOCSIIMXCS K CKOPOCTH, C KOTOPOH rpaduyuecKkuii mporeccop crnocodeH
otoOpaxkarh ¢parmeHTsl. Ho 3TO Kacaercs TOIbKO (PparMeHTOB, KOTOPHIE
OJ1Iaromoy4YHO MPOILIA BCE MPOBEPKU HA MPOTSHKEHUU BBITIOJHEHUS 3a-
JaHHOTO MIelepa. GparMeHT — 3TO «IOTCHIMAIbHBIA MUKCENb», U €CIH
ao0ast U3 ero MPoOBEPOK OKOHYHUTCS HEyJadeil, OH HEMEIJIEHHO OTOpachl-
BaeTCsl. DJTO 3HAYUTENbHO YBEJIWYUBAECT MPOU3BOIUTEIBHOCTh, TaK KakK
KOHBEHep MPOMyCKAET 3aTPATHYIO ONEPaIlUui0 OTOOPAKEHUS U MEPEXOTUT K
cieayroneMy GpparMeHTy.

[TpousBoauTenu rpaguyeckux KapT OOBIUHO YKa3bIBAIOT B pEKJIaM-
HBIX MaTepuaiax KOHKPETHYIO CKOPOCTh 3aIllOJTHEHUS, OOBIYHO B TUTAIMK-
CeJIsIX B CEKYH]y, HO 9TO HECKOJIbKO HEMPaBWIbHO, TaK KaK TOUHee Oymer
CKa3aTh, YTO 3TO CKOpPOCTh B ruragparmMeHTax B cekyHIy. OJIHaKo 3TO
YUCTO aKaJeMUYECKUM aprymeHT. B mro0om ciyuae, OOJbIINE 3HAYCHUS
CKOPOCTH 3aIlOJIHEHUSI TOBOPAT O TOM, YTO YCTPOMCTBO MOTEHIIUAIBHO
MOXET MPOMYCTUTh Yepe3 KOHBeMep 0oblie pparMeHToB.

Onmumuzayus uieoepos

[eiinepsl crIOCOOHBI 3HAYUTEIHLHO CHU3UTh CKOPOCTH 3arOJHEHUS B
3aBUCUMOCTH OT MX CJIOKHOCTH, KOJUYECTBA TEKCTYp, YHCIIa UCIOJIb3ye-
MBIX MaTeMaTudeckux (QyHkuuid u T. n. llelnepsl BIUSIOT HA CKOPOCTH
3aIOJTHEHUS HE HAMPSMYI0, & KOCBEHHO, U3-3a TOTO, YTO MPH BHITIOJIHCHUH
meiaepoB rpadudecKoMy MPOIECCOPY MPUXOIUTCS MPOU3BOJIUTH BHIYHC-
JICHUS WM TOMy4YaTh JaHHbIe u3 namsath. [lapamiensHas mpupoma rpadu-
YEeCKOT0 MpoIeccopa O3HAayYaeT, YTo JII000e y3KOe MECTO B MOTOKE Oyjaer
OTpaHUYMBATh KOJMYECTBO (parMeHTOB, MEpPEeAaBAEMbIX IOCIEIYIONIUM
MOTOKaM, HO TapajuielibHas 00padoTka 00eceunBaeT YCKOPEHUE OTHOCH-
TEJIBHO MOCIE0BATEIHLHON 00pabOTKH.

[IporpamMmMupoBaHre ¥ ONTUMH3ALMS IIEHAEPOB 3aHUMAIOT 0CO0OE
MecTO B o0JjlacTu pa3paboTku urp. Mx aOCTpakTHBIN U y3KOCIEIHaTbHbIN
XapakTep TpeOyIOT MBIIUICHUSI OMPEIEICHHOTO POJia, OTINYAIOIIETOCs OT
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TOT0, KOTOPBIM TpeOyeTcs /Uil HallMCaHUsl KOJla UTPOBOIO IMpoliecca U st
B3aUMOJACHCTBUS C ABMKKOM. B mieiiepax 4acTo MCIOIb3YIOTCS HEOObIU-
HbIE MAaTEMATHYECKUE TTPUEMbl U 00XOJIHbIC MYTH JIJIsi OOPA0OTKU JaHHBIX,
HaIlpuMep IpeaBapuTeSIbHAS KOMITWJIALNMS 3HaUYCHUN 13 (PaililoB TEKCTYD.
N3-3a 3TOro n m3-3a BAXKHOCTH UX ONTHMU3ALMU LIEHIEPhI, KaK MPaBUIIO,
OYEHb TPYJHO YNUTATh U MOJICPHUZUPOBATH.

[TosToMy MHOTHE pa3paOOTUMKH MOJIB3YIOTCS IIPEAyCTaHOBIECHHBIMU
mieiiiepaM WJM MHCTPYMEHTaMU BU3YaAJIbHOW Pa3pabOTKHU IICHIEpOB U3
Asset Store, Takumu kak Shader Forge unu Shader Sandwich. Onu ynpo-
IIAI0T CO3/IaHWE HAYAIBLHOTO KOJa IICHJepa, KOTOPBIM, BOIPOYEM, MOMKET
OKa3zaThCs HEe cambIM 3P deKTUBHBIM. [Ipu MCTIONb30BaHUN TIPEABAPUTEITH-
HO MOATOTOBJICHHBIX LICHIEPOB WM CO3JAHHBIX C IMOMOIIBIO MHCTPYMEH-
TOB CTOUT MOMNBITATHCA ONTUMHU3UPOBATH UX C MOMOIIBIO HECKOJIBKUX MPO-
BEPEHHBIX U HAJICKHBIX METOJIOB.

Lletioepobl 0151 MOOUILHBIX NAAMDOPM

MoOunbHbIe 1Ieiaepsl, BCTpoeHHbIe B Unity, HE UMEIOT KaKUX-THU00
KOHKPETHBIX OrpaHUYEHUU, OOSI3BIBAIOIIMX HMX HUCIOJIL30BaTh TOJIBKO Ha
MOOWMIIBHBIX ycTpoiicTBaXx. OHU MPOCTO ONTUMHU3UPOBAHBI B pacyeTe Ha
MHUHUMAaJIBHBIE PECYpC).

HacronbHble TpHIIOKEHUsT MOTYT HCIOJIb30BaTh 3TH IIEHAEpHI, HO
UX MPUMEHEHHE, KaK MPaBUJIO, BICYET MOTEPIO0 KadecTBa rpaduxu. [emo
3]1€Ch 3aKJIIOYAETCSl TOJIBKO B MPUEMJIEMOCTH CHIKEHHSI KauecTBa rpadu-
ku. [TorTomMy monpoOyiTe MOAKCHEPUMEHTHPOBATh ¢ MOOMJIBHBIMU 3KBH-
BAJICHTAaMU OOBIYHBIX IIEWUIEPOB, YTOOBI ONMPENEIUTh, HACKOJIBKO XOPOIIO
OHM COOTBETCTBYIOT Balll€il UTpeE.

Llletioepbr nosepxnocmeti

[Ipu ucnonp30BaHUU MIEHIEPOB MOBEPXHOCTEM, KOTOPHIE YIIPOIIAIOT
nporpaMmMmupoBaHue meinaepos, 1BKoK Unity GepeT Ha ceOst mpeodpaso-
BaHHME KOJa IIeHaepa MOBEPXHOCTEH W M30aBIsSET OT HEOOXOIUMOCTH 3a-
JTyMBIBaThCSA 00 ONTUMH3ANUSIX, KOTOPBIE OBUIM pacCMOTpeHBI BhImie. O1-
HAKO JAHHBIN TOJXO0M JIaeT BO3MOKHOCTh M3MEHSATH HEKOTOPBIC MapaMeT-
PBI U CHUOKEHUSI TOYHOCTH B LIEJISAX YIPOIIEHUS MaTEMAaTUYECKUX pacye-
TOB. [loBepXHOCTHBIE MICHIephl B 00IIEM cllydae JOCTaTOYHO A(HPEKTUB-
HBI, HO ITPU MHIWBHUYATBHOM MOAXOJE MOXHO JOOUTHCS OOJIbIIIEH X Of-
TUMU3AIUY.

ATpuOyT approxview OKa3bIBaeT BIUSHHUE HA TOYHOCTH aIPOKCH-
Mallid HAaMpaBIICHUs B3TJISA7a, TO3BOJISII COKOHOMHUTH Ha ATOW OYEHBb 3a-
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TpaTHOM onepainuu. ATpuOyT halfasview perynupyer TOUYHOCTh MpeaCTaB-
JICHUSI BEKTOPOB, HO CIIEAYET OCTEepPEeraThCs €ro BIUSHUS Ha MaTeMaThye-
CKHE€ OTIepall¥ C JTAHHBIMU, UMEIONUMH Pa3HbIE TUIIBI TOYHOCTH. ATpH-
oyt nofor- wardadd ymeHbIIaeT KOJIMYECTBO HCTOUHUKOB HAMPABJICHHOTO
CBETa JI0 OJHOTO, COKpalias KOJIUYECTBO BBI30OBOB CHCTEMbI BH3yalln3a-
[[MH1, TOCKOJIbKY IIeiiiep OyAeT BBIMOJIHATh 0TOOpaKEHHE 3a OJIMH MPOXO/I,
HO YMEHbIIash MPHU 3TOM CIOXXHOCTh OcBelieHus. M HakoHen, atpuOyt
noambient OTKJIFOYAET B YUET PACCESIHHOTO OCBEIIEHUSI, UCKIIF0Yasl JOTOJI-
HUTEIbHBIE MaTeMaTHYECKHUE OIEpaIliu, KOTOphIE B JaHHOM CIydae He
HY>KHBI.

Peanusytiime ypoenu oemanuszayuu Ha ocHoge uielioepos

NmeeTtcst BO3MOKHOCTH 3aCTaBUTh Unity UCTIOIB30BaTh AJisi 0TOOpa-
KEHUS YIAJICHHBIX 00BEKTOB OoJiee MPOCThie MEHaephl, YTO dIPPEKTUBHO
COXpPaHUT TPeOyeMyH CKOPOCTb 3aIOJIHEHUs, OCOOCHHO MPU pa3BEepPTHIBA-
HUU UTPHI HA PA3IMYHBIX IUIATPOpMaxX WIH MOAACPIKKE UPOKOro CIEKTpa
arrmapaTHhIX BO3MOXKHOCTEN. B mieaepe MOXKHO UCIOJb30BaTh KIHOUEBOE
cioBo LOD, uTo0ObI 3a71aTh 3KpaHHbBINA pa3zMep, NOAACPKUBAEMbIN 1IeiH Ie-
poM. Ecii TeKymui ypoBEeHb ACTAIM3ALUNA HE COOTBETCTBYET 3TOMY 3Ha-
YeHUI0, Oy/eT BHITIOIHEH MEPEXO K CIEIYIONeMy IIeiaepy u T. 1., oKa
He OyneT HalJeH meiaep, MOoAACPKUBAIOITUN 3a/laHHBIM pa3Mep. 3Hade-
Hue LOD miid mreiinepa MOKHO TakKe 3aJ1aTb BO BPEMS BBIIIOJHEHHS, UC-
MoJIb3ys €ro cBoicTBO maximumLOD.

IIponycknas cnocobnocms namsamu

[TpomyckHasi CIOCOOHOCTH MAMSTH — €IIe OJIUH Ba)KHBIN KOMIIOHEHT
3Ta- 1Ma OKOHYATeIbHON 00pa0OTKU U MOTEHITUATBHBIM HCTOYHUK MPOOIIEM.
[IpomyckHasi criOCOOHOCTH MaMsITH PAacXOAYETCs BCSAKHM pa3, KOTa TeK-
CTypa HM3BJIEKAETCs U3 OCHOBHOW BHUJEOMaMSTH rpadUuecKkoro MmpoIecco-
pa. I'paduueckuii mporieccop COAEPKUT HECKOIBKO SAep, UMEIOIUX J10C-
Ty K TOW K€ 00JIaCTH BHUICONAMATH, HO KaXIbI U3 HUX UMEET HAMHOTO
MEHBIINN 10 Pa3Mepy JIOKAIbHBIN TEKCTYPHBIN KA, XPAHAIINN TEKYIIYIO
TEKCTYpy WIH MOCJIETHION, C KOTOPOil paboTain rpadudecKuil mpoueccop.

Besiknii pas, korga ¢gparMeHTHBIN MIEHIep MPOU3BOIUT BHIOOPKY U3
TEKCTYPBI, KOTOPas YK€ HaAXOIUTCS B JIOKATIbHOM TEKCTYPHOM KJIIIE s/Ipa,
OHA BBITNOJHAETCS MOJIHUIEHOCHO M IIPAKTUYECKH HE 3aMeTHO. Ho eciu BbI-
MOJIHSIETCST BBRIOOPKA M3 TEKCTYPhI, OTCYTCTBYIOIIEH B TEKCTYPHOM KOIIIE,
Iepe/1 €€ BHIMOJHEHNEM TEKCTypa JIOJDKHA OBITh N3BJICUCHA M3 BHJICOIAMSI-
. Cama mepenada BBI3BIBACT PACXOJIOBAHNE 3HAYUTEIHLHOMN JOIH TIPOITY-

307



CKHOM CITOCOOHOCTH TaMsITH, TOUHEE, 3Ta JI0JiA paBHA MOJIHOMY pPa3Mepy
daiina TeKCTyphl, XpaHsIIeMycsl B BUAeonamMsAT. VIMEHHO 110 3TOM MpuiH-
HE, €CJIM Y3KUM MECTOM MPOU3BOJUTEIBHOCTH SIBJISIETCS MIPOITYCKHASI CIIO-
COOHOCThH TIAaMATH, CHI)KEHHUE KaueCTBa TEKCTYpP MPU TECTUPOBAHUU METO-
oM Tiepebopa TMpHUBEIET K PEe3KOMY MOBBIIMICHUIO MPOU3BOIUTEILHOCTH.
YMeHbIlIeHHE pa3MEPOB TEKCTYP YBEIUUYMBAET MPOMYCKHYIO CIIOCOOHOCTH
naMATi Tpauueckoro mpoleccopa, Mo3BoJsisA €My H3BJIEKaTh HEOOXOAU-
MbI€ TEKCTYpPhI HaMHOTO ObIcTpee. I 7100aTbHO YMEHBIIUTh Ka4eCTBO TEK-
CTYyp MOXHO ¢ nomoiibio napamerpa Edit ->Project Settings -> Quality ->
Texture Quality, npucBouB emy 3Hauenue Half Res (Oana BTopas),
Quarter Res (Ongna uetBeptas) uiu Eighth Res (Ogna BocsMmas).

Korma y3kuM MecToM SIBIIS€TCSI MPOIMYCKHAs CIIOCOOHOCTH MaMsITH,
rpadudeckuit nmpoueccop OyJeT U3BIeKaTh HEOOXOAUMbIE TEKCTYpPbl CHOBA
U CHOBa, YTO MPHUBENIET K 3aJIEPKKE BCETO MPOIecca, TOCKOJIbKY KAIII TEK-
CTyp OyJIIeT AaTh MOSIBJICHUSI HEOOXOIMMOTO (hparMeHTa nepej ero oopa-
0otkoi. I'paduueckuil mpoiieccop He CMOXKET 3alucaTh JIaHHbIe B Oydep
KaJIpOB K MOMEHTY €ro OTOOpa)KeHHsI Ha 3KpaHe, 3a0J0KHUPYET BECh MPO-
IIECC ¥ MIPUBEIET K YMEHBIIIEHUIO 9aCTOTHI KJPOB.

Cy1iecTByeT HECKOJBKO PEIIeHUN MPOoOJIeMbl HEIOCTATOYHOU MPO-
MyCKHOM CITIOCOOHOCTH TIaMSTH.

Ymenvwatime pazmepor mexcmyp

DTOT MOAXOJ MPOCT, HAMEKEH W NMPUMEHUM TPAKTUICCKHA BCET/A.
OOBIYHO YMEHBIIICHHE Pa3pEIICHUs] TEKCTyp WM HCIIOJIb30BAHHUE THIIOB
JAHHBIX C MEHBIIEH TOYHOCTBHIO MPUBOIUT K YXYAIICHUIO KadecTBa M30-
OpakeHus, HO MHOT/Ia TIEPEX0J] Ha UCIIOIh30BaHNE 16-OUTHBIX TEKCTYp HE
BBI3BIBAET 3aMETHOTO yXYIIICHUS.

MexaHu3M mip-TEKCTYPUPOBAHUS — €IIe OJWH OTJIUYHBIN CIOCo0
YMEHBIIIUTh pa3Mepbl TEKCTYpP, KOTOPBIE B3aJI/BIEpe] IEPEIAIOTCS MEKITY
BUJICONIAMATHIO M TEKCTYpHBIM KdmieM. OOpaTuTe BHUMaHWE, YTO Tpe-
CTaBJICHUE CIICHBI UMEET PEKHUM 3IMBKA Mipmaps, B KOTOPOM TEKCTYPBI,
MIPUCYTCTBYIOIIUE B CIIEHE, OKPAIIUBAIOTCS B CHHUM WA KPACHBIN I[BET B
3aBUCHMOCTH OT COOTBETCTBHS TEKYIIETO MaciiTada TEeKCTYPhI IMOJIOXKe-
HUIO U OPUEHTAIMA KaMepbl. DTO TOMOKET OMNPEIEIUTh TEKCTYpHI, SB-
JISIOIIMECS KaHIuaaTaMu JUTsl TalibHeUIIe ONTUMU3AIUH.

Opeanu3ytime pecypcol 0151 yMeHbUeHUsl NepeKauKy MmeKCnyp

OTOT MOJXOJ OCHOBBIBAETCS HAa NMAKETHOM 00pabOTKe U aTiiacax.
Cy1ecTByeT Ji BO3MOXHOCTb MaKETHOU 00paboTKu Hanbosee 00beMHBIX
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¢aiinoB Tekctyp? Ecnu 3T0 Tak, MOXKHO HM30aBUTH rpaduyuecKkuil mpoiec-
COp OT HEOOXOJUMOCTH MEPETOHITh OJHU U T€ K€ (Pailyibl TEKCTYpbl CHOBA
M CHOBAa B TE€UEHHME OJHOro kajapa. Kak kpaiiHee CpelcTBO MOXKHO ITOHC-
KaTh CHOCO0 yIaJuTh HEKOTOPHIE TEKCTYpbl U3 MPOEKTa U MOBTOPHO HC-
I0JIb30BaTh TMOXO0kue ¢ainbl. Hampumep, eciiu uMeroTcss nmpoOiaeMbl €O
CKOPOCTBIO 3aIIOJIHEHUS, MOXKHO C TIOMOIIbIO IIEHAEPOB (PparMEHTOB CO-
OpaTh B Ky4y (aiyibl TEKCTYp, IPUMEHIEMBIX B UIPE C PA3JIMYHBIMHU Ba-
pUaLUsAMHU LIBETOB.

IIpedsapumenvuas 3a2py3xa mexcmypbl

HecmoTpst Ha TO 4TO 3TO HE OTHOCUTCS HAINPSAMYIO K MPOU3BOAU-
TEIbHOCTH, CTOUT OTMETUTH, YTO IyCTasi TEKCTypa, UCHOJIb3yeMasi BO Bpe-
Ms aCMHXPOHHOM 3arpy3KH, MOXET PE3KO CHH3UTh KadyecTBO WUrphl. [lo-
ATOMY KEIATEIbHO UMETh BO3MOXKHOCTh YNPABIATH 3arpy3KOM TEKCTYP C
JMCKAa U TIPUHYJIUTENBHO 3arpy»aTh TEKCTYphl B OCHOBHYIO MaMsTh, a 3a-
TE€M U B BUJICONIAMSITh, IPEXK/IC YEM OHU JECUCTBUTEIBLHO MTOHAI00STCS.

JIst 3TOr0 4acTO CO3/A€TCSI CKPBITHI UTPOBOM OOBEKT C HYKHOU
TEKCTYpOUl M MOMEIIAETCs TJe-TO B CIIEHE Ha MYTH MIPOKA K MECTY, TJe
oHa motpedyercs. Kak TOJNBKO TEKCTYpUPOBAHHBIM OOBEKT CTAHOBUTCS
KaHAUAATOM Ha OTOOpa)K€HHE, HAYHETCS MPOILIECC KOMUPOBAHUS €ro JaH-
HBIX B BUJICONAMATh. DTO HECKOJIBKO TPOMO3JIKOE, HO B TO € BpEMs IMpO-
CTO€ B pealiu3alliu penieHue, J0CTaToOuYHO d(PPEeKTUBHOE B OOJIBITUHCTBE
CJIy4acB.

MoOXHO Tak)Ke yHpaBisiThb 3TUM IPOIECCOM U3 KOJia CIIeHapus, U3-
MEHSISl TEKCTYPY CKPBITOrO MaTepuana:

GetComponent<Renderer>().material.texture = textureToPreload;

Ilepeszacpyska mexkcmyp

B penkux cimydasx, Korjga 3arpy’kaercsl CIHMIIKOM MHOTO TEKCTYp-
HBIX JaHHBIX U HEOOXOJMMBIC TEKCTYPhl OTCYTCTBYIOT B BHUCONAMSATH B
JTAHHBI MOMEHT, TPpaUIECKOMY TPOIIECCOPY MPHUAETCS U3BJICYb UX U3 OC-
HOBHOM MaMSITH U 3aTEPETh MPEXKJIE 3arpy>KEHHbIE TEKCTYPhI, YTOOBI OCBO-
00aUTh MECTO. DTOT TPOIECC YCYTYOIseTCs ¢ TeYCHUEM BPEMEHH H3-3a
(dbparMeHTaIuu MaMsaTH, U BO3HUKAET PUCK, YTO 3aT€PThIe TEKCTYPhI MPH-
JIETCS U3BJIEKATh CHOBA M CHOBA HA MPOTSHKEHUH OJTHOTO M TOTO JKE Kajpa.

Ota npobjieMa HE CTOUT TaK OCTPO B COBPEMEHHBIX KOHCOJSIX PS4,
Xbox One n Wiil, Tak kak y HUX 00IIee MPOCTPAHCTBO MaMATH JIJIs 1[€H-
TPAIBHOTO U TPaPUIECKOTO TPoIieccopoB. VX KOHCTPYKITUS ONTUMHU3HPO-
BaHa Ha almapaTHOM YpOBHE M YUHTHIBAaeT TOT (PakT, YTO HA yCTPOHCTBE

309



BCET]Ia 3aITyCKAEeTCs OJTHO MPUJIOKEHUE U MOUYTH Bceraa otoOpaxaercs 3D-
rpaduka. OHaKO BCce Mpoure MIATPOPMBI JOJIKHBI Pa3/ieNaTh BpeMsl U
aMATh MEXIY HECKOJIbKHUMH MPHUIOKESHUSIMU U UMETh BO3MOKHOCTh Pa-
6ortath 0e3 rpaduueckoro npoieccopa. [loaTomy Ha HUX UMEETCS OT/ICIb-
Hasl MaMsATh JUIS MEHTPATbHOTO U ISl TPaUYeCKOro MpOoIECCOpoOB, U He-
00X0JIUMO TapaHTUPOBATh, YTO OOIINH O0OBEM HCIOIB3YEMbIX TEKCTYp HU
B KaKOoil MOMEHT BPEMEHH HE€ MPEBBICUT 00beMa JTIOCTYTHOW BHUICONAMSTH
Ha 11eJIEBOM 000pY/I0BaHUMU.

Ocegewenue u 3ameneHue

Unity mpenjaraet aBa CTHJIS IMHAMHUYECKOTO OCBEIICHUS, a TaKXKe
BHEJIpEHUE CBETOBBIX A((PEKTOB C MOMOIIBIO KapT ocBenieHus. Kpome to-
0, IPEIOCTABIISIETCS] HECKOJIBKO CITIOCOOOB CO3aHUS TeHEH C pa3IndHbIMU
YPOBHSIMU CJIOKHOCTH M 3aTpaTamMH Ha 00paOOTKy BO BPEMs BBIIOJTHECHHUS.
OTH Ba CTWIA HE TOJHLKO MMEIOT MacCy BapHallWii, HO U MHOXKECTBO KO-
BapHBIX JIOBYIIEK, B KOTOPBIC JIETKO IMOMNACTh, €CIIW HE MPOSBIATH JTOK-
HYI0 OCTOPOKHOCTb.

HaunemM ¢ nByX TUIaBHBIX PEXKUMOB OCBemleHUs. VX HacTpoikm
Haxonarcst B pazmene Edit -> Project Settings -> Player -> Other
Settings ->Rendering u 3aBuCAT OT TIATPOPMEI.

Henocpeocmeennoe omobpasicenue

HenocpenctBeHHOE O0TOOpakeHHE SABISIETCS KJIAacCUUYECKOU (hopmoit
OTOOpaX€HUsI UCTOYHUKOB CcBeTa B ciieHe. Kaxapiii 00beKT OOBIYHO OTO-
OpakaeTcsl 3a HECKOJBKO MPOXOJI0B OJHOTO M TOrO e mieiaepa. Yucio
MPOXOJIOB OTPENIENACTCS KOJIMYECTBOM, PACTIOJIOKEHUEM U SIPKOCThIO HC-
TOYHUKOB cBeTa. Unity IBITA€TCS OMPEACIUTh MPUOPUTETHBIH HCTOYHHUK
HaIPaBJICHHOTO CBETa JJII OOBEKTa M MOJYYUTh €ro MEePBHYHOE OTOOpa-
KEHHE B «0a30BOM IIPOXOJIE». 3aTe€M BBIJECISAETCS 1O YEThIPEX CaMbIX
MOIIHBIX OJIDKAMIIMX TOYCYHBIX HCTOYHHUKOB CBETAa, M TOT )K€ OOBEKT
oToOpa)xaeTcsi MOBTOPHO 3a HECKOJIbKUX IMPOTOHOB OJHOTO M TOTO K€
(dbparMeHTHOr 0 Henaepa.

Omaooicennoe 3ameneHnue

OTn0XXKeHHOE 3aTCHEHWE, WM OTJIOXKEHHOE OTOOpaKeHHEe, KaK €ro
WHOT/Ia HAa3BIBAIOT, JIOCTYITHO TOJILKO Ha rpauuecKux IMporeccopax, IMo/I-
Jep>KUBaroMX, Mo kpaitHer mepe, Shader Model 3.0. Dtor meTonm ObLT
BEChbMa TIOIMYJISIPEH HEKOTOPOE BPEMsl, HO 3TO HE TIPUBEJIO K TIOJTHOMY OTKa3y
OT METOJia HEMOCPEACTBEHHON BU3yalIM3allii M3-3a MPUMEHEHHS C OTOBOP-

310



KaM{d ¥ OrpPaHUYEHHOW MOAJEPKKU MOOWIBHBIMU ycTporcTBamu. Criaxu-
BaHHE, IPO3PAYHOCTh ¥ AaHUMUPOBAHHBIE IIEPCOHAKH, NTOJTYYAIOIINE TEHH, HE
MOJIEP’KUBAIOTCS ITPU UCTIOIB30BAHUHA OAHOTO TOJIBKO METOA OTJIOKEHHOTO
3aTEHEHMUs], U €T0 CIIEYET UCIIOIB30BATh BMECTE C METOIOM HEIOCPEICTBEH-
HOT'O OTOOpaKEHMS, B KQUECTBE 3allaCHOTO BApHAHTA.

Obpabomka oceeujeHus 8 6epUUHHOM uieloepe (ycmapesuiuii cno-
cob)

C TexHWYeCKOW TOYKHM 3PEHUS CYIIECTBYET Oojiee TBYX METOJ/OB
peanuzanmu ocBemieHus. Unity MO3BOSET TaKKe HCIONB30BATh U IMapy
yCTapeBIINX CUCTEM, HO TOJIPKO O/THA M3 HUX UMEET aKTyalbHOE 3HAUYCHHE,
a IMEHHO 00pabOTKa OCBEIICHUS B BEPIIMHHOM IIeHaepe. DTO 3HAUUTEIIb-
HO YHPOIIEHHBIN CITOCO0 pacueTra OCBEIICHUS, MOCKOJIBKY BBITIONHSICTCS
TOJIBKO JUTSI BEPIIIMH, a HE JJIsA MHUKcened. [IpyruMu ciioBaMu, B IIBET I1a-
JAIOIIETO OCBEIICHUS OKPAIIMBAIOTCS IEbIe TTOBEPXHOCTH, a HE OTICIb-
HBIC TTUKCEIH.

DTa ycTapeBIIas TEXHOJIOTHS MMOYTH BBINIIA W3 YIIOTPEOJICHUS, TaK
KaK OTCYTCTBHE HAJJICKAIIETO OCBEIIECHUS W TCHEH 3aTpyJHSET BU3yasH-
3aruio0 TIyOnHbl. OHA MOXET MPUMEHATHCS i1 2D-urp, B KOTOPBIX HE
IJIAHUPYETCS MCIOJIB30BaTh TEHHW, KapThl HOpMaJIeH U pa3IMdHbIC JIPYyTHe
O0COOEHHOCTH OCBEIICHUS, HO 3Ta TEXHOJIOTHS BCE €I JTOCTYITHA.

Obpabomka meHeli 8 peaibHOM 8peMeHU

Msrkue TeHH BechMa 3aTpaTHBI, )KECTKHE TCHU MEHEe 3aTpaTHBI, HO
HET TeHeW, cBOOOJHBIX OT 3arpar. Bce nHactpoiiku Shadow Resolution,
Shadow Projection, Shadow Distance u Shadow Cascades, onpenenstoniue
MOBEJICHUE W CIIOKHOCTh TEHEW, MOKHO HaiTu B paszzaene Edit -> Project
Settings -> Quality -> Shadows.

Onmumuzayus oceewjerus
Kpatko paccMoTpeB Bce TEXHOJIOTUU OCBEIICHUS, MEpeiiieM K Omu-
CaHUIO METOJIOB CHIKEHUS 3aTpaT, CBA3aHHBIX C OCBEILICHUEM.

Hcnonvzosanue coomeemcmayowe2o pexrcuma 3a1ueKu

[IpoBeauTe TECTUPOBAHHE JABYX OCHOBHBIX METOJOB OTOOpPaKEHHS,
4YTOOBI OINpPEENTh, KAKOW Jyullle TOJAXOAUT JIJIsl Ballero npoekra. Otio-
KEHHOE 3aTEHEHUE YacTO HCIOJIb3YETCS KaK pPE3epBHBIN METOH, IpUMe-
HSIEMBIN, KOTJ]a HETIOCPEICTBEHHOE OTOOpakeHue naryoHo BIUsET Ha Mpo-
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HN3BOAUTCIIBHOCTB, HO BOO6H_IC MHOI'0C€ 3aBHUCHUT OT PE3YJIbTATOB BLISABJIC-
HHUA Y3KUX MECT, TdK KaK MHOI'Ia TPYAHO BBISICHHTDL Pa3HUIY MCIKAY HUMMU.

Hcnonvsosanue macox 8blopakosxu

CgoiictBo Culling Mask koMmoHeHTa UCTOYHHUKA OCBEIIEHUS] — ITO
MacKa CJI0€B, UCIOJIb3yeMast JUIsl ONpeieTICHUs OOBEKTOB, KOTOPhIE OYIyT
3aTPOHYTHI JAHHBIM HCTOYHUKOM cBeTa. OHO momoraeT 3((HEeKTUBHO co-
KpaTUTh 3aTpaThl Ha OCBEIICHHWE, TaK KaK B3aMMOJCUCTBHE CO CIIOSIMH
UMEET 3/1eCh TOT JK€ CMBICH, YTO TPH HUCIIOIB30BAHUH CJIOEB ISl ONITHUMH-
3aruu pusnyeckor cucteMbl. OOBEKTHI MOTYT BXOJHWTH TOJBKO B OJHH
CJIOW, M COKpallleHue 3aTpaT Ha (U3UYECKOE MOJICTUPOBAHUE U HA OCBe-
IICHUE MOXKET CTaTh IJIIOCOM, HO B CiIy4ae KOH(JIMKTOB TaKOU MOJIXO] TIe-
pecTaeT ObITh UJICaTHHBIM.

Hcnonvzosanue HedperHbIX Kapm 0C8eueHus,

Buenpenue ocBelieHusi W 3aT€HEHUsT B CIIEHY TpeOyeT Tropasjo
MEHBIIIE 3aTpaT, YeM CO3JlaHhE€ HX BO BpeMsi BbINOJHEHUsS. OOOpPOTHOM
CTOPOHOM 3TOTO MpUEMA SIBIISIETCS YBEJIMYEHHUE pa3Mepa MPUIIOKEHUS, T10-
TpeOJieHUs] W MaJCHHsS MPOMYCKHON CIMOCOOHOCTH MaMATH. B KOHEYHOM
cUeTe, €CIM CBETOBbIC (P(EKThl PEATU3YIOTCA TOJIBKO C IMOMOIIBIO yCTa-
peBIero crnocofa pacyeTa OCBEIICHUSI B BEPUIMHHOM IIEHIEpE WIH UMe-
€TCA E€IWHCTBECHHBIM HANpPAaBJIECHHBIH WCTOYHHUK OCBEIICHHS, BHEIPEHHE
KapThl OCBEILICHUS NPUBEACT K 3HAYUTEILHOMY CHUKEHUIO 3aTpar.

Onmumuzayusi meHetl

Ha o0paboTky TeHel nmpuxoasTcst 00JbIlIe BCEro oOpaleHuii K Cuc-
TeMe BU3yaJIN3allui U HAauOOJIbIas 1051 CKOPOCTH 3alOJIHEHUs, HO 00beM
nepeaaBaeMbIX JaHHBIX BEpUIMH M BBIOOp mapamerpa Shadow Projection
OyIeT oka3blBaTh BIUSIHUE HA CIIOCOOHOCTh I'€HEPUPOBATh MCTOYHUKU U
IIPUEMHUKY TEHEW B HAYaJIbHOM 4acTu KOHBeuepa. [lepBriM nemom ciieny-
€T TMOMBITATHCS COKPATUTh KOJIMYECTBO BEPIIHH I 00paOOTKH B HaYalh-
HOM 9acTH KOHBeWepa, u 3P(HEeKT OT BHECEHUs HY>KHBIX JJISI TOTO U3MEHE-
HUN OyJIeT MHOTOKPATHO yCHUJIEH.

OOpareHnst K CUCTeMe BU3yalIU3alliy 3aTPaurBalOTCs HAa 3aTCHEHHE
IPU OTOOPKEHUH BUAUMBIX OOBEKTOB B OTACNIbHBIN Oydep — UCTOUYHUKA
WU TIpUeMHUKa TeHU 00 00oux. Kax bt 00bEKT, 0TOOpakaeMblid B ATY
KapTy, TpeOyeT NOMOJHUTENbHBIX OOpAallleHHM K CHCTeME BU3yalu3allui,
qTO JeNlaeT TeHU MPUYNHONW MHOTOKPATHO BO3PACTAIONIUX 3aTpaT MPOU3-
BOJUTEIHHOCTH, TTOATOMY TIOJIB30BATEIIO YaCTO MPEAJIaraloTCsl HACTPONKH
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JUTSl TIOHFMDKCHHSI KaueCTBa, MO3BOJISIONINE YMEHBIIUTH 3TOT dP(EKT WIH
Ja)Ke€ UCKIIIOUUTH €ro MOJHOCTBIO MPH MCIOJb30BaHUM CI1ab0Tro 000pya0-
BaHMS.

[Tapamerp Shadow Distance siBnsercss rio0ambHBIM MHOXKHUTEIEM,
BIUSIONINM Ha OTOOpaKEHHE TEHEH BO BpPEeMs BHITTOJIHEHUS. UeM MEHbIIe
TEHEH, TeM BBIIIE MPOU3BOAUTEIHLHOCTH BCETO MPOIECCa OTOOPAKESHHUSI.

bonbmue 3nauenus: napametpo Shadow Resolution u Shadow Cas-
cades yBenMUMBAIOT PacXOJ0BaHHUE MPOMYCKHON CIOCOOHOCTH HaMATH U
CKOPOCTH 3aIOJIHCHHS. DTH MapaMeTPbl MOTYT TTOMOYb MCKIIOYUTH TOSB-
neHue aptedakToB Ipu 0TOOpaKEHUU TEHEH, HO 3a CUET YBEIWUYCHUS Pa3-
Mepa KapThl TEHEH, KOTOPYIO HYKHO MepechliaTh U TpeOyIolenh X0ICT Co-
OTBETCTBYIOIIETO pa3Mepa.

CTOUT OTMETUTD, YTO MATKHE TEHU MOTPEOIISIOT MaMITH U PECYPCOB
IIEHTPAILHOTO TMpoIleccopa He OObIIe, YeM KECTKUE, MMOCKOJIbKY €IUHCT-
BEHHOC WX Pa3IMYMe 3aKIIOYAETCS B MPUMEHEHHH 00JIee CIIOKHBIX IICH-
JIEpPOB. DTO O3HAYAET, YTO B MPUIIOKEHHUAX C JTOCTATOYHO BHICOKOHW CKOPO-
CTBIO 3aIOJIHCHHWs] MOXKHO TIO3BOJIMTH CeO€ YIydIIEHHYI0 TpapuIecKyro
YETKOCTh MATKUX TEHEH.

Onmumuzayus cpagpuxu 0151 MOOUTILHBIX YCMPOUCE

Cnoco6Hocth ABuxkka Unity pa3BepThIBaTbCs Ha MOOWIIBHBIX YCT-
poiicTBax 00yCJIOBHJIa POCT €ro MOMYJSIPHOCTH Cpeau JIIoOUTene u Ko-
MaH/ pa3pabOTYNKOB MAJIOTO U CPEAHETO pa3Mepa.

OOpaTuTe BHUMaHHE, YTO JIFOOOW M3 MOXOJI0OB, ONMMCAHHBIX HUXKE,
MOXXET yCTapeTh B OJmKaifiiee Bpemsi, €CIM KaKue-TO U3 HUX yXKe He yC-
Tapenu. PRIHOK MOOUIIBHBIX YCTPOMCTB Pa3BUBAETCS HEBEPOSTHO OBICTPO,
U TIPUBEJICHHBIE HIKE METOJbI MPOCTO OTPAKAIOT HAKOIUICHHBIN 3a TO-
CJIEIHUE TISITh JIET ONbIT. IHOT A clieyeT MpOBEPSITh MPEJIOKEHHBIE TTO-
XOJIbI, YTOOBI Y3HATh, NEHUCTBYIOT JIM BCE €Ill¢ OMHCAHHBIC OTPAHUYCHHS
JUTSI BHOBB TTOSIBIITFOIIMXCSI MOOMJILHBIX YCTPOUCTB.

Munumuzayus obpaweHuti Kk cucmeme 8U3yaIU3ayUU

Yamie Bcero y3KkuM MECTOM MOOWMIIBHBIX MPUJIOKEHUHN SIBIISIOTCS 00-
pallieHuss K CUCTEME BHU3yallU3allid, a HE CKOpPOCTh 3arojHeHus. Ho He
CJIelyeT UTHOPUPOBATH U MPOOJIEMBI, CBSI3aHHBIE CO CKOPOCTBIO 3aIlOJIHE-
Hus. B 11060M MOOMIIBHOM MPUIIOKEHUH MTPUEMIIEMOTO KayecTBa HE00Xo-
JMMO C CaMOro Hauajia peajin30BaTh 0ObEIUHEHHUE MEIIeH, TAaKeTHYI0 00-
paboTKy u atiackl. JKenaTenbHO TakKe MPUMEHUTHh OTJIOKEHHOE OTOOpa-
YKEHHE, TIOCKOJIbKY OHO XOPOIIO COYETAETCA C JPYTrUMMU OCOOEHHOCTIMU
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MOOWJIBHBIX TPWJIOXKEHUW, HalpuMep OTKa30M OT HCHOJb30BaHUsS MpPO-
3pavyHOCTH ¥ OOJBIIOr0 YHCIa aHUMHPOBAHHBIX IEPCOHAKEN.

Munumuszayus Koruuecmea mamepuanios

Ota npobiieMa TeCHO CBSI3aHA C UICSIMHU MAaKETHOM 00pabOTKHU W aT-
nacamu. YeM MeHbIIle MaTepuajoB, TEM MEHBIIE OOpalleHUl K CHCTeME
BU3yaJIU3allii. JTOT MOAXO0J MTOMOTAeT TaK)Ke PelIaTh MpoOIeMbl HU3KOU
IIPOITYCKHOM CITOCOOHOCTH TaMSTH, XapaKTepHbIE I MOOWIBHBIX YyCT-
POWCTB.

Ymenvwenue pazmepos mexcmyp u Koauuecmea Mamepuaios

BonBIMHCTBO MOOMIIBHBIX YCTPOMCTB MMEIOT HAMHOTO MEHbIIIHIA
TEKCTYPHBIN K311, 4eM OoJjiee MOIIHbIE HACTOJIbHBIE ycTpoicTBa. Hampu-
Mmep, iPhone 3G momnmepkuBaeT TeKCTypbl pasmepoMm He Oojee 1024 x
1024, uto oOycnoBieHo orpannueHusiMu Oubsmorekn OpenGLESI.1 wu
MPUMEHEHUEM MPOCTOM TEXHOJOTUM OTOOpa)K€HUsI BEPIIUH. Y CTpOMCTBa
iPhone 3GS, iPhone 4 u iPad ucnonszytor 6mbnuorexy OpenGLES 2.0,
MOJJECPKUBAIONLYIO0 TEKCTYpPhI pa3zmepoB 10 2048 x 2048. bosee nmo3nHue
MOKOJICHUSI TOAJACPKUBAIOT TEKCTYpbl pazmepom 10 4096 x 4096. Tuma-
TEJIHHO MPOBEPHTE XAPAKTEPUCTUKH aIMapaTHBIX YCTPONCTB, YTOOBI YyJI0-
CTOBEPHUTHCS, YTO OHU MOJINEPKUBAKOT pa3Mepbl TEKCTYpP, KOTOPbIE MPE-
I10JIaraeTcsl MCIOJb30BaTh. MMenTe B BUAY, UTO HOBEHWIINE YCTPOWCTBA
HUKOTJIa HE SIBIIAIOTCA CaMbIM pacrpocTpaHeHHbIMH. UTOOBI Urpa Moria
3aBOEBATH 00JIEE MIUPOKYIO ayIUTOPUIO, OHA JIOJKHA MOJAEPKUBATh U 00-
jee ciaadble YCTPOKCTRBA.
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