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IHosicHUTeIbHAA 3aIIUCKA
Unity — camblii TOMyNSpHBIA JABHXKOK ISl CO3/[aHusi urp B Mupe. Ero
UCTIONB3YI0T MupoBble rurantel Tuna Blizzard, Disney, NASA napasue c indie-
pa3pabOTYNKAMH:
e Unity ucnons3yrot 6osee 47% pa3paOOTINKOB UTP BO BCEM MHPE;
e crnomompbio Unity MOXHO pa3BepHyTh mpuioxkenue Ha 20+ miatdopm
BCETO OJTHUM KIIMKOM;
e Bu3yalnbHBIH pemakrop Unity J€rok B HCIOJIB30BAaHUHM | IMO3BOJISICT
n30exaTh TPYJ0EMKON pabOThI C MPOrPaMMHUPOBAHUEM.
OrpomHOoe CcOOOIIECTBO B CETH TOTOBO TMOMOYb, a O(pUIIHATbHBIC
npeacrasuten Unity Technonogies okaxyT mpo¢eCCHOHAIBHYIO MOICPKKY.

Llesn pa3paGoTKM: 1aTh NegaroraM ya0OHbBIH HHCTPYMEHT ISl 3HAKOMCTBA
oOyyarommuxcs co cpemoi Unity.

YrpaxHeHHs TOTOBBI [Tl pacliedaTKU U CaMOCTOSITEILHOM paboThI AeTel Ha
3aHSATUH, a TaK € MOTYT NPUMEHSITHCSA IMEeJaroraMd Kak 4YacTh 3aHATUS C
dbpoHTabHON paboToi. IToMUMO TOTOBBIX CKPHUIITOB OHHM COJEpP)KAaT BOIPOCHI,
KOTOpPBIE TOMOTAIOT PACKPBITh CMBICI CKPUIITA W HCHOJIb30BaTh €ro B
JTaJIbHEUIIIEM.
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Co3nanme Janamadra
CrannmapTHbId Tiporiecc MonaenupoBaHus ganamadta B Unity BBITJISIAAT

CJIETYIOITUM 00pa3oM:

CO3JaHHE W 3aJaHUE OCHOBHBIX MapaMmeTpoB (BBICOTA, JUIMHHA, IIUPHUHA)
Uis myctoro ooObekta Terrain (BBITJISAUT B BHJAE MNPSMOYTOJbHOU
MIJIOCKOCTH);

CO3JaHMe KapThl BBICOT, penbeda M ero o00paboTka MNpU TOMOIIU
UHCTPYMEHTOB  CKYJBNTYpHOrO  MojenupoBaHusi  (oOpabartbiBaeTcs
HCKJIIOUMTEILHO U3 BUACHHUS Ballle KOHCUHOU I1€JIH);

HAHECEHUE TEKCTYp (MOTryT ObITh MCIOJIb30BaHbl Kak 0a30BbIE TEKCTYpHI,
TaK W CO3JaHHBIC B PaA3IUYHBIX TpadUUECKHX pEmaKTopax; HAHOCUTH
TEKCTypbl PEKOMEHIyeTCS TMOCJe CO3JaHUs KOHEYHOro penbeda, T.K. B
MPOTUBHOM CITy4ae MOKHO MOJIYYUTh AE(POPMUPOBAHHBIE TEKCTYPHI);
n00aBJICHUE PA3JIMYHBIX UCTOYHUKOB CBeTa (TJ100aJbHBIX U JIOKAJTBHBIX) U
co3nanue Heba (B koHTekcTe Unity umenyertcs, kak SkyBox);

npopaboTka Jaeranied, OCOOEHHOCTeM MECTHOCTH U OOBEKTOB (II€pEBbA,
TpaBa, BOJia, KAMHU U T.1.);

paccTaHOBKa Kamep (TO3BOJISIET CO3[aBaTh BU3YalbHblE A()PEKTh WU
NPUHYKAAET IOJb30BATENs] CMOTPETh TaK, KakK XO4YeT cO3JaTelb
MPUIOKEHUS ).

1. Cosznanwue Terrain (2 coco6a)

File Edit Assets GameObject Component Window Help

3R & A

i= Hierarchy = iiScene
| Create - arAll Shaded
v € sampleScene -=
I Main Camera
| Directional Light

Copy
Paste

Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
3D Object
20 Object

Cube
Sphere
Effects
Light
Audio
Video
ul

Capsule

Cylinder

Plane

Quad

Text - TextMeshPro

vow v v v v

Camera Ragdoll...

. Terrain

B3 Project

| Create ~ Tree

¥ | ;Favorites Wind Zene
Al Material

Jy aterials 30 Text

(© all prefabs

5 Scenes Scenes
» i Packages




File Edit Assets | GameObject Component Window Help
Create Empty Ctrl+Shift+ N
Create Empty Child Alt+Shift+N

Video Quad

El Text - TextMeshPro

Camera

Ragdoll...

Center On Children

Make Parent

Clear Parent

Set as first sibling Ctrl+=
Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F
Align With View Ctrl+5Shift+F
Align View to Selected

Toggle Active State Alt+Shift+A

2. CBoiicTBa CO3JaHHOIO OOBEKTA

Inspector © Inspector

R g o [T | ¥ Static = F
M Terrain | ¥ Static ¥ Tag [Untagged ~ t|layer [Defaur 3]
Tag [Untagged  #|Layer [Defauk %] &l

¥ Tree & Detail Objects

¥ Mesh Resolution (On Terrain Data)




3. PucoBanue mannmadgra

8 Inspector

[« |Terrain | ¥ Static =

Tag M Layer M

. Raise or Lower Terrain
Paint Texture
Set Height
Smooth Height
Stamp Terrain




Co3pgaHue oKpecTHoCTen Terrain: 3ToT MHCTPYMEHT co3aaeTr
AONONHUTENbHbIE NANTKKU NaHawadTa pAAOM C NAUTKON
nanawadTa, KOTOpyH Bbl co3aanu. 3To NOMOraeT co3aasaTh
fonblumne cpeabl U NO3BONAET UHCTPYMEHTaM navawadTa
HENpPepbIBHO BUATL H8 MECTHOCTL HecnpenaTCTBEHHO.

nOAHﬂTb WA oNyCTUTb MECTHOCTD | NO3BONAET NOAHATL UK
onycTuTb MECTHOCTb C NOMOLWBHO KypCOpa Mbiluu.

Paint Texture : 370 NO3BONAET BaM pUCOBaTb TEKCTYPbI Ha
MECTHOCTHU, co3nasasn Terrain Layers, Habop TekcTyp, KoTopbie 6yayT
CMeLlIMBaTbCA BMECTe, Koraa bl byaeTte pucosatb, 4ToObl ObICTPO
pobasuTb AeTanu K Bawemy nasawadry.

YCcTaHOBUTD BbICOTY : 3TO NO3BONAET BaM YCTaHOBUTb BbICOTY
Bawero nauawacb'ra. 970 NnonesHo ANA co3naHMa NNaTo,
BblpaBHUBaAHUA MECTHOCTU UK CO3AaHUA AONUH U pycen peK. Bbl
MOXeTe YyCTaHOBUTb BbICOTY BCEro nanp.wacbra, Bbibpae 3HayeHue ¢
NOMOLLbLIO NON3YHKA, @ 3aTeM Haxas KHONKy «CBecTu».

Smooth Height : crnaxusaer nasawadT A0 3a4aHHOWN BbICOTbI,
co3naBas NoOCTeNeHHbIN HaKNOoH / cnaa.

LLitamMmn Ha MECTHOCTM : NO3BONAET BaM WTaMNoBaTh naHawadTr Ha
YyKa3aHHOW BbICOTeE.



MHcTpymeHT Tree pacnosHaeT SpeedTree, cTopoHHuiA NnpogykT IDV Inc., KoTopbiin
npeaocTaBnAeT roToBble APEeBOBUAHBIE aKTMBLI M NporpaMmHoe ofecnedyeHue
ANS MOAENUPOBAHWUA. 3TU KUCTKU NO3BONAIOT PUCOBATHE AEPeBbA, NIMCTBA, TPaBy U
KaMHMW NPAMO Ha MECTHOCTH, COKPaLLan TeM cambiM HeoBXoAMMOCTb pasmelyaTs
Kaxabin 06beKT BpyYHYHO. 3TOT MHCTpYMeHT paboTaeT kak Paintbrush, Ho ¢ ogHon
OrOBOPKOW: Bbl AOMKHBI ONPEAenUTh AePEeBO ANA PAasMELLEHUA KMCTH, TaK Kak
camu fiepeebs ABNAKOTCA ceTKami. ( PucyHok 06 )

and click to erase onl

PucyHok 06: KucTe Ana aepesa

3aganue:

Hcnonk3yst pexxum Raise or Lower Terrain u pa3iuuHble KUCTH HAPUCYHTE
ropubiid nanmmadT. Ecnu ucnonp3oBath KUCTh ¢ 3axaTthiM Shift | To manamadr
CTAaHOBUTCS BOTHYTBIM, TaKUM OOpPa30M PHUCYIOT pa3jIMyHbIE JONIMHBI, OBparu u

T.1.



& Collab - [ & |

8 Inspector

H u ¥ Terrain

Tag | Untagged t| Layer | Default i

¥ .~ Transform i+ N
Position X0 Y0 |z [0 |
Rotation X0 Y0 |z (o |
Scale ¥l 1 |z (1 |
¥ w# ¥ Terrain L = =

E - FEIE]

I Raise ar Lower Terrain

Left click to raise.

Hold shift and left click to lower.

Brushes

CHoos@desde O

3 %
T

Brush Size
Opacity

0
(@]
il—-

o
=1

[ Built-in brush

Hanpumep, uTo-T0 Bpoae 3Toro:

|| | shaded ~||20 || ® |[®& |5 #o]| Mt 7| Gizmos |~

El Console

e« " &N | * |#9 || |clear | | collapse | Clear on Play | Clear on Build |Error Pause




Beeaute B Opaysepe: OeclIOBHBIE TEKCTYpHI ...(KaMEHb, MECOK, TpaBa H
T.4.). Co3maiite B cBoed marnke Ha paboyem ctojie moAmnanky «TeKcTypel», U
CKayaiiTe HECKOJbKO BapwaHTOB. lleperammre WX W3 CBOEH NamKd B MAamKy
IPOEKTa!

Assets

YT06bl Ha4yaTb UCNONb30BaTh TEKCTYPbI, Mbl AOMKHbI CO3AaTb TEKCTYpPbl, KOTOPbIE
6yayT NpUMEHATLCA K naHawadTy B pegakTope naHawadTa. Y1obbl Ha4aTb 3TOT
npouyecc:

® HaXMUTe KHOMKY KUCTU Ha NaHenn MHCTPYMEHTOB BblBGpaHHOro
naHawadTa B OKHE MHCNEeKTopa.

® HaxXmuTe Ha BbiNnagarowmin CNUCOK 1 BbibepuTe onyuio Paint
Texture ( pucyHok 01 ).

PucyHok 01: MycTole cnou Terrain

10



11

MaTtepuansl penveda onpeaenstoTca Kak cnou penveda. NepsoHavyanosHo
nanawadT He ByaeT uMeTb cnoe Terrain, CO34aHHbIX ANA PUCOBAHUA. HaM HYXHO
N06aBUTb HECKONBKO CNoeB., 4Tobbl Ha4aTb pucoBaTh. CaMblit NepPBbIN CNOW,
KOTOpbIN Bbl cO3aaauTe, OyaeT NPUMEHEH KO BCen MECTHOCTU KakK (hOHOBbIN
maTepuan. Ytobbl HavaTe Aob6asnaTL cnom Terrain:

Haxmute Pepaaktuposarts cnou Terrain.

® Haxmure Create Layer ... 310 oTkpoeT okHO Unity Asset Picker.

® Hangute TekcTypy PoHa, KOTOPYIO Bbl XOTUTE UCNonb3oBaTh. MNocne
TOro, Kak Bbl Bbibepete TekcTypy, Unity 6yaeT npuMeHaTb ee Ko
BceMy nanawadTy B KavecTse poHoBoro matepuana ( pucyHok 02 ).

MNoBTOpUTE ONUCaHHbIE Bbilwe LWaru, 4Tobbl CO3AaTh HOBbIN CNow NaHawadTa,
KOTOPbIN Mbl MOXEM UCNONb30BaTh ANA PUcoBaHUA naHawadTa ( pucyHok 03 ).

Pucyrok 03: Cno# Terrain ¢ fo6aBneHHON TEKCTYPOMt Tpasbl



Tenepb, Koraa esl o6aBuNu AONONHUTENLHYIO TEKCTYPY, Bbl 3aMETUTE, YTO,
esibpae nobOW U3 MaTepUanoe, Bbl YBMAWTE AONONHUTENEHBIE HACTPOUKK ANA
ITUX TEKCTYP 4yThb HUXKe cekymm Terrain Layers ( pucyHok 04 ).

© inspector | =

' NewLayer 2

Diffuse

Mormal Map

Mask Map

Specular
Metallic
Smoothness

Tiling Settings
Size X |20 | ¥ [20
Offset X0 |0

MewlLayer 2

Tenepe, KOraa y Bac ecTe HeCKONbKO MaTepranos, HacTpoeHHbIx B cnoax Terrain,
NpULLNO BpeMA pucoBaTk naHawadT. BelbepuTe KMCTh, KOTOPYH) Bbl XOTUTE
WMCNONb30BaTh, 3aTeM HaXXMUTe U NepeTawmTe No MecTHocTH ( PucyHkn 05 1 06 ).

12



OcBenienne

OcBelllcHUE BaXHBIM KOMIIOHEHT JIFOOOH CIICHBI, OH ITO3BOJISICT CO3JaTh
HY>KHOE HACTPOCHHUE.
Co31aauM 0IMH U3 BAPUAHTOB HCTOYHNKOB CBETA — TOYEYHBIH.

Select Children
Select Prefab Root

Create Empty

Light Probe Group

Otxmrounte Directional Light, nns »3Toro Hakmure Ha HETO B OKHE
Uepapxuu U yoepure rajouKky B OKHE MHCIIEKTOP.

13



L i Directional Light | [ static ¥

Tag | Untagged 8] Layer | Default i)

¥ .~ Transform ﬁ o o
Position ¥ 0 [Y |3 [Z]0 |
Rotation ¥ |50 Y -30 (Z |0 |
Scale %1 ¥ [1 1z[1 |
v o« [Light @ o
Type | Directional ol
Color | |2
Mode | Mixed - |

W nowmensiite koopaunatel y Point Light (Position), MeHsss KOOpAMHATHI,
BKJIFOYANTE PEKUM UTPHI U CMOTPUTE U3MEHEHHUS.

VY cBeTa MOXKHO MTOMEHSTh HEKOTOPHIE U3 CBOMCTB!
O Inspector
@ [Point Light | L static ¥

Tag | Untagged | Layer | Default )
¥~ Transform ["EES

% | Bt~ Gizmos - | (@

Position X[15.03 ¥ [10 2[376 |
R X0 ¥o zlo
X1 Y z71
¥ FLight ) [FEE)
3 | Point 3
1100 ]
12
Intensity 1
Indirect Multiplier 1
[ A Realtime indirect bounce shadowing is not d for Spot and
Shadow Type No Shadows 3]
Cookie. [None (Texture) Jio:
Draw Halo .
[None (Flare) ‘o
Render Ma (Auo 4
Cullﬂl Hllk Evlizglnl N

| Add Component |

Color — uBer, Range — pacnpoctpanenue cera, Shadow Type — Tum TeHH .
[ToMeHsiTE KaKIbIM TApAEMTpP U IOCMOTPUTE, YTO BBIAJET.

Eme oqun Bua ocBemenust Spot Light.

B orauune OT TOYEYHOro CBETWJIBHHMKA, 3TOT CBET PabOTaeT TOJBKO B OJHOM
HarpaBJICHUH, KaKk ¢GoHaph wiun Jamna. Co3aaiTe Takol CBETHWIIBHUK U HaCTPOUTE
CJIETyIOIIUM 00pa3zoMm:

14



L

J | Spot Light
-

[ Static =

Tag | Untagged | Layer | Default &l
¥V .~ Transform e
Position x[21.49 |y [4.27 |Z[20 |
Rotation % 65 l¥ [0 l2[o |
Scale X1 1Y |1 |Z]1 |
v ¥ Light o %%
Type | spot ¢
Range B
Spot Angle r |S5.5
Color I
Mode I Realtime -J
Intensity |1 |
Indirect Multiplier |1 |

‘ A Realtime indirect bounce shadowing is not supported for Spot and Point lights.

Shadow Type

| Hard Shadows

Ocnognoii cBet (Directional Light) — npeacraBnsier coboi cBeT OOIBIIOTO

00BeKTa (HaHpI/IMCp COJIHHa), OH PaBHOMCPHO OCBCIIACT BCIO IIOBCPXHOCTD.

BaIlIeM MPOCKTE.

Bri6epute Directional Light Ha criene, 3axxmute E u moBpamaiite, BbI
YBUJIETE KaK MEHSIETCSI OCBEIICHHE , TAKUM 00pa30M MOKHO 3a/1aTh BPEMs CYTOK B

Hacrpoiika He0a U 17100aJIbHOT0 OCBEIeHUSsI

OTKpOITE MPOEKT «YMPAKHEHUEY UITU TTPOEKT C UTPOH.
Kpome paznuyHbIX HCTOYHMKOB CBETA B IOHUTH 32 OCBEIICHUE OTBEYAET TaK
Ha3eiBaeMoe «['mobanbpHoe ocBemenne» (GL) , koTopoe HacTpanBaeTcs cpasy Juis

Bcex cieH. Ha n3o0paxeHnn Huke yKa3aHO Kak BbI3BaTh HACTPOUKHU.

15

| Create '|

File Edit Assets GameObject Component Window Help

N + EIEA=IRKIEIND

i= Hierarchy

(@rall

v €} sampleScene*

I /Main Camera

Iyl Cube (2)

Cube (1)
¥ Directional Light

! Cube
I Terrain
|/ Cube (3)

Mext Window

Previous Window
Layouts

Ascet Store
Package Manager

Asset Management
TextMeshPro

General
Rendering
Animation
Audio
Sequencing
Analysis

20

Al

XR

Ul

Q 3 - SampleScene - PC, Mac & Linux Standalone - Unity 2019.2.0f1 Personal® <Dx11>

Ctrl+Tab
Ctrl+Shift+Tab

Ctrl+9

>

e £ Asset Store P8 Animator
[[20][® | W] ] o]

Lighting Settings
Light Explorer

Occlusion Culling



ITo ymos4aHHMIO HACTPOMKH UMEIOT PUMEPHO CIEAYIOLIUN BUA!

5t Lighting =0x
- 5 5 I
- Realtime Lightmaps | Baked Lightmaps ] .
¥ Environment -
Skybox Material (@ Default-Skybox | ©
Sun Source | Directional Light (Light) | ®
Environment Lighting
Source [ Skybox : ]
Intensity Multiplie & 1.27
Ambient Mode | Realtime ]

Environment Reflections

Source | Skybox ]
Resolution [ 128 ]
Compression | Auto ]
Intensity Multiplie D|1—|
e - Em— |
|¥f Aute Generate Generate Lighting - |

1 Directional Lightmap with Shadowmask: 1024x1024px 5.2 MB

Occupied Texels: 1.0M
Lightmaps in view: 1
Converged: O
Mot Converged: 1
Lightmaps not in wiew: O
Converged: O
Mot Converged: O

Bake Perfarmance: 7.88 mrays/sec

Directional Light — cnyxwut comuniem SKybox (HeOa). B kaxaom mpoekrte
CYIIECTBYET MpeayCcTaHOBICHHBI SKYDOX , OH CTAHOBHUTCS OCHOBHBIM IIO
YMOJTYaHHIO.

Skybox Material L Default-Skybox o
Sun Source Directional Light (Light) o

OpHako MOYKHO HAcCTpOUTh HEOO M OCBEIEHUE, HCIONb3ysd HACTPOUKH.
Boiiaure B pe:XuUM UIpbl, U TIOMEHSIUTE HACTPOUKHU:

16



Realtime Lightmaps | Baked Lightmaps

L Default-Skybox
- Directional Light (Light)

E

1 Directional Lightmap with Shadowmask: 1024x1024px 5.2 MB

Oeccupied Texels: 1.0M
Bake Performance: 9.24 mrays/sec

Total Bake Time: 0:03:08

17
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T ] S SEEy FP pomme ey

S oiselavii el
HOR Color = L

B 3aBUCHMOCTH OT BHIOPAHHBIX [[BETOB MEHSCTCS BAlll JIAaHIIAQ)T.
Bepuem Hactpoiiky SKyboX u monpoOyeM nepeIBUHYTh MOJI3YHOK:

E ] I! LA '__l_“ -

HDR Color




Teneps maBaiite HacTpoum camo He00. Tak kKak OONBIIMHCTBO KOCMHYECKUX
00BEKTOB HE UMeET aTMOC(EPBI, TO C HUX BUIAHO KOCMOC.

3axoauM B asset SOre w BBOJUM B CTPOKY mowcka SKyboX , m3menuTe
HacTpoiiky Pricing Ha Free Assets u ckauaiiTe BRIOpaHHBII asSet.

# Scene € Game @ Asset Store | #8 Animator =

4 > (6] F. ] Categories ~ | Sell Assets | Feedback | FAQ ® My Assets Open in Browser English v | USD ~

& unity Asset Store

Pricing -_

Free Assets
Blocky Space Fighter

FREE Unity Versions +
Publisher +

” , | Ratings +
Platforms +

Release Date -+

[Tocne Toro Kak acceT ckayaeTcs, UMIIOPTUPYHTE €ro.

[Tocne sTOoro cHOBa OTKPOMTE HACTPOWKHM OCBEINEHHs, TaMm, rae SKybox
Material, Ha)kMuTe Ha KPY»KOYEK CIpaBa, OTKPOETCS JOMOJHUTEIBHOE OKOIIKO C
TEKCTypaMu. BeibepuTe moaxoasInyro.

s *= i Scene € Game £ Asset Store %8 Animator: .=
Shaded *||20.|| @ || i~ 0

S+ Lighting =X
Select Material Realtime Lightmaps | Baked Lightmaps i @ =
al e ironmant ) -

nvironmen
Assets S — | 59 - — — o
SR cene 2 Skybox Material W StarSkybox04 o

m Sun Source None (Light) (o]
’ Environment Lighting
{ Source Skybox s
None [ Sta .. ] Intensity Multiplies==C -1
Ambient Mode Realtime
. . Source Custom
Cubemap None (Cubemap) °
StarSkybo. StarSkybo. Compression Auto
Intensity Multipli )
_ ' - M Bounces e [1

'Realtime Lighting
Realtime Global Illutv

Environment Reflections

‘Mixed Lighting

StarSkybox04 ‘Lightmapping Settin
Material Lightmapper Enlighten (Deprecated)
rs Skybox/StarSkybox04/St: QRTINS texels per unit
-
§inbbmmn Damalibiad 4D i ey

¥/ Auto Generate

0 Non-Directional Lightmaps o8

Mo Lightmaps

me=| [ Consol =

3areM B Sun SOUrce Tak ke HAKMHUTE Ha KPY>KOK, B OTKPBIBILIEMCST OKOIIIKE
BhIOEpeTe BKiIaaKy Scene u tam Directional Light.
3aIyCcTUTE Urpy, MOCMOTPUTE, YTO MOJTYUUIIOCH.

19



®dusuka 3D 00beKTOB
Cosaamum chepy ¢ koopaunaramu (Position) 10,10,10.

Copy
Paste

Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
Cube
Effects Capsule
Light Cylinder
Audio Plane
Video Cuad
Ul Text - TextMeshPro
Camera Ragdall...

Terrain

Tree
Wind Zone
3D Text

[Defauk
5
10 10 10
===
1 1 1
=

1
@ Default-Material

¥ Additional Settings

Add Component

N xy6 ¢ xkoopaunatamu 15,10,15.
s chepsl mo06aBuM kommoHeHT Rigidbody (TBepmoe Teno), mis 3TOro B
OKHe MHCIeKTop HaxkmuTe kHonky Add Component (BHU3Y OKHA).
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Ecnu ceityac 3amyctuth urpy, To cdepa ymauer, a Kyd HeT. Bce moTtomy uTo
chepa, mocne aoOaBiIeHUS KOMIIOHEHTa MpHoOpena Maccy, W Ha Hee cTaia
JICCTBOBATh CHJIa TPAaBUTAIINY.

Teneps maBaifTe MOCMOTPHUM Ha €IIe OJTMH KOMITOHEHT y c(pepbl 1 Kyba:

Ecnu co3nare eme oaun oobekt Capsul ¢ xoopmunaramu 20,10,20, To B
OKHE MHCIIEKTOP YBUIUM €I1I€ OJMH BapUAHT KOJUIaiiepa:

21



Konnmatinep nemaer Ham OOBEKT «HEMPOHHWIIAEMBIM», TO €CTh NpH
CTOJIKHOBEHHH 0ObEKTOB OHH HE TIPOXOSAT CKBO3b JAPYT APYTa.

H3menure Position y cdepnr Ha 15,20,15 u 3anmycrure HIpy, 4TO
NMPOU301LJI0?

Jlns Toro yToOBl Baml OOBEKT OBbUI BKIIOYEH B (PUBMYECKUM MHUP Yy HETO
JIOJKHBI OBITH TIOJKITIOYCHBI 00a KOMIIOHEHTA: KOJIJIaiIep ¥ TBEpAOe TEIO.

¥ . Rigidbody @ 3
Mass 1
Crag 4]
Angular Drag 0.05
Use Gravity [+
Is Kinematic ]
Interpolate | Mane : |
Collision Detection | Discrete :
b Constraints
b Info

Mass — macca oObekra. [Ipu cTOTKHOBEHUM OOBEKTHI C OOJIBIIEH Maccoii
BBITAJIKUBAIOT OOBEKTHI C MCHBIIICH.

Drag — noOaBnser compoTuBiieHHE OOBEKTY, TO Kak OBICTPO OH
IEPEMEIIACTCS.

JaBaiite m3menum maccy chepe ¢ 1 g0 10 m 3amyctum wurpy. A ecnu
u3mMeHnuTh Drag Ha 5, uto usmenuinocsb?

Angular drag — 3T0 yrjioBoe CONpPOTHBJICHHE, TO €CTh CONMPOTUBJICHHUE MPHU
BpAaICHUH.

Ecim cuate ¢daaxox ¢ Use Gravity Bama cdepa 3aBUCHET B BO3IyXe,
MOTOMY YTO TETepb Ha Hee He ACHCTBYET CHJIa TSHKECTH.

Is Kinematic otkirodaet Bo3aeiicTBHe (U3MKH HA OOBEKT (3TO MO3BOJISET
OCTaBaThCSl EMY TBEPJIBIM TEJIOM, HO MPU ITOM SKOHOMHUT PECYPCHI).

Constraints

Freeze Position Lx Ly 2z
Freeze Rotation Lx LY L)Z
b Info

dnaxok B omHoM u3 okomek ConstraintS He maeT mepeMemaThCs WU
BpaIaThCs B BEIOPAHHOM HaIPaBJICHUH.

Cmectutre cdepy Ha koopamnarsl 15.1, 20,15, nmodGaBbTe KYOY
komnoHeHT Rigidbody W oTk/IlOYMTE TIpaBUTALMIO, 3aIyCTHTE HUIPYy, YTO
NOJYy4YUTCH?

HacTtpouTh rpaBuTanmio MoxHO B pazzaeie edit.
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Q 3a - SampleScene - PC, Mac & Linux Standalone - Unity 2019
File m Assets  GameObject Component Window F
Undo Inspector Ctrl+Z
Redo Ctrl+Y

Select All Ctrl+A
Deselect All Shift+D
Select Children Shift+C
Select Prefab Root Ctrl+Shift+R
Invert Selection Ctrl+l

Crl+X
Ctrl+C
Crl+V

Duplicate Ctrl+D
Delete

Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F

Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P

Signin...

Sign out

Selection
Preferences...
Shortcuts...

Clear All PlayerPrefs

Graphics Tier

Snap Settings...

Hactpoiite rpaBuTammio TakuM oOpa3oMm, YTOo0 OHa coBMajaia C
rpaBHUTallME Ha BRIOPAHHOW BaMH IIJIAHETE.
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Cucrema yactun (Particle System)
v' OTKpOHTE IPOEKT YyIPaXKHEHHE, BLIOEPUTE OAUH U3 HE MCIOJIL3YEMBIX
00BEKTOB, UJIN CO3/IalTe HOBBIM.

Q 3a - SampleScene - PC, Mac & Linux Standalone - Unity 2019.2.0f1 Personal* <DX11>
File Edit Assets GameObject Component Window Help

ORAS =B K] [o9rivet [ SLocal |
= Hierarchy e

¥
Create ~| (erall ) || | shaded x||2D || ® [ |2z ®oO
v € SampleScene*

Copy
Paste

Rename

Duplicate
Delete

Select Children

Select Prefab Root

Open Prefab Asset

Select Prefab Asset
Unpack Prefab

Unpack Prefab Completely

Create Empty
3D Object

2D Object
Light
Audio
Video
ul >

Camera

Particle System Force Field
Trail

Line

v v v v v

v

@ oo

v’ Bbiendre CHCTEMY 4YacTHI, ¥ C IOMOINBIO HMHCTPYMEHT
Pa3BEPHUTE B HY)KHYIO CTOPOHY.

@ 34+ SsmplScene - PC, Mac & i Standalone - Uniy 2015201 Personal <DX11>
Fle €4t A GameObject Component Window Hel

@ rroject B Cansole
" Clese || Colpze. Clesronplay | Clear an Suld | Ermarpause
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[Tpu BeI6Ope GameObject ¢ mprcoeAMHEHHOMN K HEMY CUCTEMOMN YacTHI] BbI
3aMeTUTE B MPABOM HWKHEM YIJIy OKHA CIIEHbl Y€pHOE IUAIOrOBOE OKHO. JTO
JIaJIOTOBOE OKHO IMO3BOJISIET CUMYJIMPOBAThH WM OCTAHABIMBATH CHCTEMY YACTHII.
Haxxatne Ha kHOmKy Simulate akTuBHpyeT cuUCTeMy dYacTWIl M 3aMeHseT e Ha
kHOTKYy ‘“‘Pause”. UToObI OCTAaHOBUTH CUMYJISIIUIO, HY)KHO HakKaTh Ha KHOIIKY
“Stop”.

Particle Effect
Play Restart
Playback Speed 1.00

Playback Time 0.00

Particles 0

Speed Range 0.0-0.0

Simulate Layers MNothing
¥ Resimulate

“Show Bounds

OTO IHAJIOTrOBOE OKHO MOJIE3HO MPU CO3/IAHUW CHUCTEM YAaCTHII, BBHITIOJHSIEMBIX B
TEUEHUE OIPAHUYECHHOTO MIEPHUO/Ia BPEMEHH, HAIIPUMED, JJISI B3PBIBOB.

Barnsuure Ha Inspector. Bel 3amerute, uTo 100aBIE€HHBI HAMUA KOMITIOHEHT
CUCTEMBI YACTHULl UMEET HECKOJIBKO MOIPA3/IEIIOB:
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O Inspector - =

o ; a
o Particle System Static *
M Tag | Untagged | Layer | Default 3
¥ .~ Transform @3 =
Position X0 Y0 Z|0
Rotation X |-80.327 ¥ 0 Z 0
Scale X1 i1 Z[1
¥% Particle System T - 8
__Open Editor... |
[+ Mot :
Duration 5.00
Looping v
Prewarm U
Start Delay 1] -
Start Lifetime s -
Start Speed 5 -
3D Start Size n
Start Size 1 -
3D Start Rotation U
Start Rotation ] -
Flip Rotation ]
Start Color | |-
Gravity Modifier ] *
Simulation Space Local H
Simulation Speed 1
Delta Time Scaled
Scaling Mode Local
Play On Awake™ v
Emitter Velocity Rigidbody
Max Particles 1000
Autoe Random Seed o
Stop Action Mone
Culling Mode Automatic
Ring Buffer Made Disabled
v Emission
v Shape

Velocity over Lifetime
Limit Velocity over Lifetime
Inherit Velocity

Force over Lifetime

Color over Lifetime

Kaxnplii w3 3THX mojapaszeiioB HasbiBaeTcss moxayiem (Module). B stux

MOJYJISIX COAEPKATCS MapamMeTpbl CUCTEMbI YacTULl. Pa3BEPHYTHIN 10 YMOJIYAHUIO
MOJTyJIb Ha3bIBaeTCs Moaysiem Main.,

Moayab Main — dynagamenT mob6oi cucrembl vactuil B Unity. 3mech

HaXO0OATCA CaMbIC OCHOBHBIC ITAPAMCTPhI YaCTHUII:
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Duration: Bpemsi BIIOJIHEHHUSI CHCTEMbI YacTHI] B ceKyHaax. OcTaBUM 3/7eCh
3HayeHue 1no ymondanurod.00.

Looping: MOBTOpHOE HMCIyCKaHUE YACTHIl 0 OCTAHOBKH CHUCTEMBI YaCTHII.
[lukn mepesamyckaercss mocie JaocTwkeHus Bpemenu Duration. Orosb
JIOJIKEH TOPETh MOCTOSIHHO, TAK YTO OCTABUM 3TOT NapaMeTp BKIIOYEHHBIM.
Prewarm: ucnomnb3yercsi, TOJIbKO Korja BkitodeH Looping. Cucrema yactuig
OyJzeT BecTu ceOs Tak, Kak OyJITO BBITIOJIHUIIA MMOJIHBIN IIUKII MPU 3aITyCKeE.
Start Delay: 3amepkka B CeKyHIax Iepel TeM, KaK CHUCTeMa YaCTHIl
HAYMHAET UCMYyCKaTh YacTulibl. OCTaBUM 3/1eCh 3HaU€HHE 110 yMoadanuio 0.
Start Lifetime: wucxomHoe Bpemsi KHM3HM YacTHII B CekyHmax. [locie
3aBEPIICHUS] BPEMEHH YaCTHIIa YHUYTOXKACTCS.



v
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Start Speed: ucxomnasi ckopocTh 4acTuil. Yem Ooublie CKOPOCTh YACTHIL,
TEM CHJIbHEE OHU OYIyT PacIpOCTPaHSITHCS.

Start Size: ucxoaHbIi pa3Mep 4acTHII.

Start Rotation: ucxo/aHbli yroJ MoOBOpOTa YaCTHIL.

Start Color: vcxonHblil IBET YaCTHII.

Gravity Modifier: u3smensier macitad 3HaAYCHHS epasumayuiu, 3aJaHHOTO B
okae Unity Physics Manager. Eciu oH paBen 0, To rpaBurtaius Oyjaer
OTKJTFOYCHA.

Simulation Space: nepemeniaer yactuiel B Local Space Bmecte ¢ cucreMoit
gactun. Ilpm  BeiOope World — Space wacturel  mociae  HCIyCKaHHS
NEPEMEIIAIOTCS CBOOOTHO.

Play On Awake: HaunHaeT MCITyCKaTh YaCTHIIBI Cpa3y K€ MOCIIC BKIIFOUCHUSI.
Ecnmm 3TOT mapameTp OTKIIOYEH, TO BaM MTPHAETCS BPYUYHYIO 3alyCcKaTh
CUCTEMY YacCTHI[ 4Yepe3 CKPUNT WU cuctemy aHumainui. OcTaBbTE €ro
BKJIFOUEHHBIM, TIOTOMY YTO MBI XOTHUM, YTOOBI TUTAMSI HAYMHAJIO TOPETh MPH
3aMycKe CIICHBI.

Max Particles: makcumaibHOE KOJIMYECTBO YACTHIl, KOTOPhIE MOTYT OBIThH
JKUBBI B CHUCTEME YacTWIl OAHOBpeMEHHO. Eciin mompoOoBaTh HCIYCKaTh
OOJbIIIE YACTHUI, Ye€M 3aJlaHHOE 3JeCh 3HA4YeHHEe, TO OHU He OyayT
UCITyCKaThCs BOOOIE. DTOT MapaMeTp B OCHOBHOM HYKEH M3 COOOpaKeHuM
MIPOU3BOAUTEILHOCTH, U 3Ha4YeHHs Mo ymoadanuio B 1000 wactuil B HameM
ciryyae 0oJiee 4eM J1I0CTaTOYHO.

N3meHuTe HACTPOMKH CIEAYIOIHUM 00pa3oMm:

N3MeHnnTe HACTPOUKHU, YTOOBI CTAJIO MOX0KE HA JIbIM

L RSN M ]
n Particle System .
Duration 5.00
Laoping W
Prewarm O
Start Delay o] -
Start Lifetime 3 -
Start Speed 5 -
2D Start Size O
Start Size 15 A
3D Start Rotation (|
Start Rotation i} A
Flip Rotation o]
Start Color [ -
Gravity Modifier o] -
Simulation Space Lacal %
Simulation Speed 1
Delta Time Scaled ]
Scaling Mode Lacal %
Play On Awake® W
Ermitter Velocity Rigidbody %
Mazx Particles [1o00|
Auto Random Seed v
Stop Action IMane H
Culling Mode Automatic ]
Bima Bofar Mada Piieshlad L




Moayab Emission ympasisieT KOJIMYECTBOM W BPEMEHEM HCITYCKaeMBIX

qacTHulg B CHCTCMC H IIO3BOJIACT CO3aBaTb JIFOOBIE B(i)(l)eKTBI, OT IIOCTOSAHHOI'O
IIOTOKa a0 PC3KOI'0 B3phbIBA YaCTHUII.

%

Rate over Time i0

T
Rate over Distance *]

Bursts

[ Time Count
i List is Empty

Cycles Interval |

v' Rate over Time mpeacraBisier KOAMYECTBO YACTHIl, HCIYCKAEMBIX 3a
cekyHnay. 3aaaiite mist Rate over Time 3nauenue 15.

VY Bcex YacTull ecTb MaTepuajl YacTHIl U TEKCTypa, 3a/1alollasi UX BHEIIHUN
Bua. C TEKCTypoWl MO YMOJYaHHIO MBI MOXKEM CHeNaTh TOJBKO 3TO. 3aMEHUB
TEKCTYypy, MBI MOXXeM co3aaBaTh 3((eKTsl HamogoOue BOMIMIEOHBIX 3BE3MOUEK,
JbIMa U, pa3yMEeTCsl, OTHI.

3aMEeHUTh TEKCTYpy 4YacTHI[ JOCTaToyHO mpocto. Jlo 3Toro MomeHTa
YaCcTHIIBI OTPHCOBBIBAIIMCH Ha JKpaHe C momoinbio Marepuaina Default-Particle,
KOTOPBIU ABJISIETCS MATEPUATIOM YACTHI] C KPYTOBOW IPAIMEHTHON TEKCTYPOil.

v' 3arpysute Tekcrypy FireMaterial

v Haitpure B HMHCIEKTOPE KOMIIOHEHT CHCTEMbI YacTHL[ M OTKPOMTE
MOJIyJib Renderer cuctembl yacTuil.
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v [Teperamure FireMaterial u3 manku asset B okomko Material, kak Ha
KapTHUHKE:
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Monayab Shape, kak MOXHO TOHSTh M3 Ha3BaHUs, yNpaBisieT GOpMON u
NOBEJICHUEM YacTUIl B 3TOM Qopme. MOXKHO BbIOpaTh OJHY M3 HECKOJIBKHX
pas3nuuHbIX (GOpM; Kaxkaasi UMEET CBOM COOCTBEHHBIE MapaMeTphl. ITO MO3BOJISIET
CO3/aBaTh YaCTHIIbI B MapajlieenuIiee, B cpepe min aaxxe B COOCTBEHHOM MeIlIE.

B kadectBe ¢opmb (Shape) cuctembl yacThll BBIOpaH KOHYC (CONE), TO €CTh
YaCcTUIBl HCITYCKAIOTCSI M3 OCHOBAHMS DASe M IBMKYTCS HApyKy IMOJ YIJIOM

(angle):

B mnokazanHOM BbIlIE MNpUMEPC OCHOBAHUC OKPAIICHO CUHUM, YTOJI 3€ﬂéHblM, a
YaCTHUIBI — KPACHbIM.

v' Memnsst Angle, MOXHO W3MEHSATH pa3Mep KOHyca, Jejasi ero IHIMpe WIH YiKe.
N3menute yron Ha 7.

v Memnss Radius, MbI MOXKeM MEHSTH pasMep OCHOBaHus. Yem 0oJiblile 3HAUEHHE,
TeM OoJbIe OYAyT paccenBaThCs YaCTHIIBI MPU UCTTYCKAHUU.
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Size over Lifetime MmoxHO coO31aBaTh YaCTHUIlBI, YBEINYMBAIOIINECS HIIH
YMEHBINAIOIIUECS ¢ TEYEHHEM WX JKU3HH, WM JaXe MyJIbCUPYIOIIHE, Kak
CBETJISTYKH B JIECY.

Haiigute B cincke Moaysiel cucteMbl yacTull pasaen Size over Lifetime. ITo
YMOJTYAHWIO OT BBIKJIFOYEH, MOATOMY IOCTaBbTE (PIAKOK PSAJAOM C Ha3BaHUEM
MOTYJIS:

PazBepuute Mmoaynp Size over Lifetime, HaxkaB Ha ero Ha3BaHue. Tak Bbl OTKPOETE
TEMHO-cepbli  (oH ¢ miIockod kpuBoit (Curve) B BepxHEH YacTu:

Separate Axes O

Size N
S
Haxxmute Ha mémno-cepwiti ¢hon, 9TOO0BI OTKPHITH PEAAKTOP KPUBBIX B HIDKHEH
YaCTU WHCTIEKTOpa. ['opu3oHTanbHAs OCh OTOOpakaeT BpeMsl KW3HHU YaCTHUIIBI, a
BEPTUKAJIbHAsI OCh — €€ pa3mep:

Particle System Curves

Jlnst penakTHpOBaHWS KPUBOM MOXKHO TIEPEMENIAaTh KIIOYEBBIE TOYKH C OOOMX
CTOPOH KPAaCHOMW JIMHUU; T0OABISATH HOBBIC KIIFOUM MOXKHO JBOMHBIM Ha)KaTHEM Ha
ao0oe MecTto KpuBOW. JIyis ynmanmeHuss KITIOYEBBIX TOUYEK HAXKMUTE TIPaBOU
KJIaBHIIICH MBIIIU HA TOUKY 1 BeiOepute Delete Key.
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YupasJiienue
OTKpoeM MPOEKT «yIpa)kHEHUE» (€cl Bbl HE CO3/1alid €ro Ha MpOLUIOM
3aHATHH, TO co3aaiite). [lomecTuM TeppaiiH, 1 HACTPOUM KaMepy, IEPEMECTUB Tak,
YTOOBI BUIHO OBUIO OOJIBIIYIO YacTh (3TO MOXKHO CHIEaTh BBIOpAaB Main camera B
OKHE HMepapXvu, U HaXaB 3HAYOK C 4Ms pa3HOHAINPABICHHBIMHU CTPEIOYKaAMHU.

N ¢ EIEAISIOIES

€ 3a- SampleScene - PC, Mac & Linux Standalone - Unity 2019.2.01 Personal® <DX11> - 8 x
Fle Edt Assets GameObject Component Window Help
IS IER w8 Pivot | @Local > 1k @ Collab + I & | account - [ Layers M Layout -
= Hierarchy [ Fcene © inspector
e © @ Shaded DN ED L X [ W =) Gizmos - | GrAl = T o
Samplescene* |/ [Fain Gamera static v
Tog (MainCamers +) Layer (Defauic )
)D&;:n.lu« v~ Transform Qe
T Position X556 Iy[sas __ jzizes |
Rotation P C— ) 0 |
scale X1 e 2 |
e Y Camera Qate,
Clear Flags |
Background I
Culling Mask {Everything —r)
Projection (Perspeczve 4
i FOV Axis Vemical 0
L Field of View —_— %
Physical Camera o
Clipping Planes
Viewport Rect
Depth
== — = - ==z | Rendering Path
- o Tér0et Texture Nane
Occlusion Culling “
HDR { 0]
MSAA { D}
Allow Dynamic Resolution )
i [Disgl J
'/ Audio Listener [FEXN
Do 0 Console [____Addcomponent ]
| Creaee| & 14 % % 95 || [Claar || Collaps Clear on Play | Clear on Buld |Error Pause
rites Assets
All Materials i
All Models -
i --
i Scanes Scenes  Seripts e Ternain
& Scripts
» i Packages

CozmamuM cdepy, U3MEHHM €€ pa3Mep 10 BceM HampasiieHusM Ha 10,

pasMmecTuM cdepy Tak, yToObI ee ObLIIO BHIHO C Kamephl. [Ipu HeoOXxomammocTh
HACTPOWTE Kamepy, OCBEILICHUE U PACKPACHTE TEPPaAKH.

en
L2iaiad el v b =0 | [Sehere | [ static ¥
™ Tag (Untagged +) Layer [Default :
el ¥ .~ Transform [P
= .y Position x99 Ivy[s__ Jz[198 |
. Rotation %[0 vo 1zo |
Scale x[10 v (10 1z[10 |
YL
lM“:;h Sphere (Mesh Filter) R ﬂ_]# Z.

¥ . ¥Mesh Renderer @
¥ Materials

Size 1 |
Element 0 [0 Default-Material o
¥ Lighting

Cast Shadows [on D)
Receive Shadows
Contribute Global Illumination |

Receive Global Hiumi [ Light Probes il
¥ Probes
Light Probes Blend Probes D
Reflection Probes [ Blend Probes D)
Anchor Override [None (Transform) To
¥ Additional Settings
Motion Vectors [ Per Object Motion n
Dynamic Occlusion
v ¥ sphere Collider -

Edit Collider
Is Trigger O
Material None (Physic Material) o

B myctom mpoctpancTBe 1o asSet HaMHUTE MPaBOM KIIABUIIEH MBIIIA U
co3/1aiiTe HOBYIO MArKy, Ha3oBUTe ee prefabs:
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C# Script
Shader »
Testing y I
Playables >
Assembly Definition

Assembly Definition Reference
TextMeshPro »

Show in Explorer

Open
Delete
Rename
Copy Path Alt+Ctrl+ C Scene

Prefab Variant

Open Scene Additive
Audic Mixer

Import New Asset...
Import Package > Material
Export Package... Lens Flare

Find References In Scene Render Texture

Select Dependencies Lightmap Parameters

[] Pm]e':t Custorn Render Texture

Refresh Ctrl+R
Reimport Sprite Atlas

Reimport All Sprites y
Extract From Prefab Animator Controller
el I Animation
- R Animator Override Controller

Update UlElements Schema Avatar Mask

Open C# Project

Timeline

Signal

[Teperamum Hamn KyO U3 OKHA MepapXyy B HaIly Mamnky. Tenepb y Hac ecTh
nepBsIit npedaod.

W3 obunmaiibHOM NOKYMEHTAIIUH

[Ipepa® — »5TO OAMH M3 THUIOB pPECYpCOB, MpeIHA3HAYCHUN s
MHOTOKPAaTHOTO MCIOJIb30BaHUsI U xpaHsmuiics B Project View. Ilpedad moxer
OBITH BCTABJICH B JIFOOOE KOJMYECTBO CIIEH U MHOTOKpATHO B OJHY ciieHy. Korna
npedad mobaBiseTcss B CIEHY, CO37a€TCs €ro JSK3eMIUIIp. Bce 3K3eMIuTsIpb
SIBISIFOTCS. CCBUTKAMHW Ha OPUTHHAIBHBIN TIpedad M (aKTHYECKH €ro KIOHAMHU.
He3aBucumo 0T TOro, Kak MHOTO JK3EMIUIIPOB B MPOEKTE, MPU H3MEHEHHUU
npedadba N3MEHSFOTCSI COOTBETCTBEHHO M BCE €T0 SK3EMILISAPHI.

Co3naiiTe HOBYIO MANIKYy, HA30BUTE ee SCripts

OTkpoiiTe mnanky # cO03JaliTe HOBbIM CKPUNT C Ha3BaHUEM
PlayerController.

. =

npleSc i ty Personal” <DX11> - 8 x
Fie Edt Assets GameObject Component Window Help
O KBRS | = B8 % e rivot [ Siocal |

o o
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http://docs.unity3d.ru/Manual/Prefabs.html

[leperammTe Haml ckpunT Ha cdepy, AJg ITOro BblaenuTe chepy, B OKHE
acceT MBIIIKOM 3aXBaTUTE CKPUIT W IEPETAIUUTE €r0 B IIyCTOE MECTO OKHa

ITepBbie TpH
CTPOYKH AT JOCTYII

HHCIICKTOP
Ecain nHaxkarr Ha COSIIaHHLIﬁ CKpUIIT, B OKHC HHCIICKTOP Bbl YBHUIUTC
CICAYIOHICC
© Inspector =
FlayerController Import Settings B,

L9 | Open... || Execution Order... |

Imported Object

) PlayerController
C#
Assembly Information

Filename Assembly-CSharp.dll

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

public class PlayerContraller : MonoBehaviour

{

// Start is called befare the first frame update
void Start()
{

i

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

OO0parture Bunmanue, B C# BaskeH perucrp:
Start u start — 3To pa3Hble cj10Ba

K Pa3INIHBIM
snmementam C# B
IOnuTw.

public class —
0003HAYACT, YTO MEI
CO3/1a€M HOBBIM KJIaCC
00BEKTOB, JOCTYITHBIM
u3 goboro  Mecra
UTPBI

void Start){} —
METO/, JICUCTBUS
BHYTpHU KOTOpOH
BBIIIOJIHSIIOTCS  OJIMH

pas npu crapre
void Update(){}

- METOoAd, JCHUCTBUS
BHYTpH KOTOPOM
BBINIOJIHAIOTCS  TIPH

KaXI0i CMEHE Kajapa.

OTtkpoiite CKpUnT (71 5TOT0 2 pa3a METKHUTE Ha HEM)

JlonuiuTe oaHy cTpouky B Void Update:

void Update()
{

HEUS IR ETR BT\ ector 3.forward)k
}

3amyCcTUTE UTPY, YTO MPOUCXOIUT?

Vector3 — nepemeHHasi, KOTopasi XpaHUT B ceOe 3HaueHue X,Y,Z,
transform.Translate — oTBeuaer 3a nmepemenieHne 0ObEKTa

N3menum Ha

transform. Translate (Yot €R{oIgEILe] * Time.deltaTime*20);
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Pacronoxkxute ky0 Ha MyTH [BIKEHHUS IIapa, 3alyCTHTE uUrpy. Yro
MPOUCXOINUT?
Hactpoum RigidBody u y chepsr:

u y Ky0Oa (B mamke rpegadc):

Tag % t | Layer & *

Prefab [ Open [ Seleet | [Ovewides -]

> : Shader [standard -]
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CKOpOCTLIO 00BEKTa MOYKHO YHOPaBJEATh, I 9TOT0 CO3aaAUM IICPEMCHHYTO
public float speed = 5.0f;
TCIICPb Balll CKPUIIT BBITTIAANUT CICAYIOIINUM 06pa30M:

C* PlayerController.cs X

Start()

Update()

transform.Translate(Vector3.forward* Time.deltaTime*speed);

CoxpanuTe M 3aIyCTUTE UIpy. Temnepb Mbl MOXKEM YIIPABISTH CKOPOCTBIO,
HE MEHsIA €€ B KOJIE!

i| @ Inspector =
| Sphere [ ] static =
Tag | Untagged #| Layer | Default %
¥ .~ Transform ﬁ 5! g,
Position 499 Y 4.5 Z 198
Rotation X0 Y0 Z0
Scale ® 10 Y10 Z 10
F ...  Sphere (Mesh Filter) @ = %
L e, [+ Mesh Renderer ﬁ il - 8
v ¥ Sphere Collider @ =
Edit Collider
Is Trigger -
Material Mone (Physic Material) @
Center ® o ¥ |0 Z\|0
Radius 0.5
¥ « [¥ Player Controller (Script) ﬁ il
Script PlayerController o]
Speed 5

' Default-Material
Shader | Standard

Add Component
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CoznmanuM HOBBIN CKpUNT ¢ HazBaHnueMm FollowPlayer u npucoenennm ero x

Kamepe.
Otkpoiite daiii, u 3anuIInTe:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
FollowPlayer : MonoBehaviour

GameObject player;

Start()

Update()

transform.position=player.transform.position;

B nactpoiikax kamepsl nieperamute chepy B okoriko Player
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@ Inspector | a-=
| & [Main Camera []static =
Tag | MainCamera 4| Layer | Default Eal
¥ .~ Transform S
Position ® 483 .8 Y 10.8 Z 128
Rotation ® 2.456 Y 10.76 Z -0.803
Scale il Y1 Z|1
v ¥ camera & = 'ﬁ'
Clear Flags [ Skybox
packgrount _.&"
Culling Mask | Everything
Projection | Perspective #]
FOW Axis [ vertical al
Field of Wiew &0
Physical Camera L]
Clipping Planes MNear 0.3
Far 1000
Viewport Rect X0 Y0
Wil H 1
Depth -1
Rendering Path | Use Graphics Settings al
Target Texture MNone (Render Texture) o]
Occlusion Culling [
HDR [Use Graphics Settings #]
MSAA [ Use Graphics Settings #]
Allow Dynamic Resolution -
Target Display | Display 1 al
() ¥ Audio Listener @ = #
¥ = [ Follow Player (Script) Qg =

3amyCcTuTe urpy.
N3mennte ctpoky B Update Ha ciemyroryto:

transform.position=player.transform.position+

Vector3 (0, 15, -20);

MEHSISl KOOPAUHATHI, 100EHTEeCh XOPOIIIero BU/IA.
OTKpOoeM CKpUIT ynpaBieHus cPepoil, U3MEHUM KOJ Ha CJICTYIOIIHI:
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Users » user

vold Update()

transform.Translate(Vector3.forward* Time.deltaTime*speed);
transform.Translate(Vector3.right* Time.deltaTime*turnSpeed);

IMOBOpPAYNBATL:
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Tereppr B pexuMe Wrpbl, MEHSSI TMEpeMEeHHy0 Turn Speed, Mer

[ & Collab - ] l Y I [Accaunt - ] [ Layers - ] [Lavaut - ]
€ Inspector o =
W Sphere [_] Static =

Tag | Untagged i | Layer | Default

¥ .~ Transform

@ = #

Position X (499 ¥ 4.5 Z 198

Rotation ¥o Y0 Z0

Scale ® |10 ¥ 10 Z 10
F ... Sphere (Mesh Filter) @ =t #
b . ¥ Mesh Renderer @ '

v (o ¥ sphere Collider

Edit Collider
-

Is Trigger

Material Mone (Physic Material)

Center ® .0 ¥ (0 Z 0
Radius 0.5

¥ = [ Player Controller (Script)
Script PlayerContraoller

@ = #

Turn Speed i

k2 Rigidbody

@ 3 #

Default-Material
J Shader | Standard

@ #.

Add Component

MOXEM



Opnnako, ropa3no yaoOHee yrnpaBisiTh ¢ TOMOLIBIO0 KHOTIOK
J1J1st 5TOro BHECEM U3MEHEHUS B CKPUIIT

PlayerController.cs <

~ : MonoBehaviour
t speed = 5.6f;
t turnSpeed;

pat horizontalInput;

oid Start()

oid Update()

horizontalInput = Input.GetAxis(" ntal”});
transform.Translate ™l ime ltaTime*speed);
transform.Translate 3.right* Time.deltaTime*turnSpeed*horizontallInput);

B oxHe nHCIeKTOpe HAaCTPOUM CKOPOCTH CJICAYIOIINM 00pa3oMm:

v « |« Player Controller (Script) ﬁ o
Script FlayerContraoller @
Speed 10
Turn Speed 10
Horizontal Input ]

3anmycTuTe Urpy, CTpeIKaMu Bbl MOXKETE YIPABIATh CHepoil.

CO3I[aI[I/IM YIIPaBJICHUC ABHKCHHUCM BIICPCA-HaA3ald, AJIA 3TOro Co3aaiuM
HOBYIO IIEPEMEHHYIO

u nobasuMm ctpoky B Update

forwardlInput = Input.GetAxis("Vertical");

U UIBMCHUM Ha

transform.Translate(Vector3.forward* Time.deltaTime*speed*forwardinput

CoxpansieM M 3aIyCKaeM urpy.

* Balll KOJI IOJDKEH BBITJISJIETh CJICTYIOIIUM 00pa3oM:
using System.Collections;

using System.Collections.Generic;

using UnityEngine;
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public class PlayerController : MonoBehaviour

{
public float speed = 5.0f;

public float turnSpeed;
public float horizontallnput;
public float forwardInput;

void Start()
{

}

void Update()

horizontallnput = Input.GetAxis("Horizontal");
forwardInput = Input.GetAxis("Vertical");
transform.Translate(\Vector3.forward* Time.deltaTime*speed*forward|

transform.Translate(Vector3.right* Time.deltaTime*turnSpeed*horizon

7

Ynanum cepy co CueHbl.
Cosmgamum emie oauH kyO (He w3 mpedab), Hactpoum  RigidBody
cJIeyIIInM 00pa3om

¥ /. Rigidbody @ 3 &,
Mass 100
Drag 0
Angular Drag 0.05
Use Gravity ]
Is Kinematic -
Interpolate | Mane s |
Collision Detection | Discrete s ]
¥ Constraints
Freeze Position Lx Ly 2z
Freeze Rotation Ox Oy [z
b Info
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Ho6asum ckpunt PlayerController, mpocto meperamus ero B mycroe moje
MHCIIEKTOpA.
B xamepe no6aBum Har Kyo

L
H
W
-
=8
=)
£
=
&
-
1]
=
W
.
=
=
=
m

FollowPlayer

Player ICube (3

o o &%

3anycture urpy. Yo npoucxoaut?
N3menum xox:

Update()

{

horizontallnput = Input.GetAxis("Horizontal);

forwardInput = Input.GetAxis("Vertical");

transform.Translate(Vector3.forward* Time.deltaTime*speed*forwardl
nput);

transform.Rotate(Vector3.up, horizontalinput* Time.deltaTime*turnSpe
ed);

3amycTure urpy, 4to u3MeHwiocs? Jlo0aBbTe pe3ynbTaThl B CBOW MPOEKT.

IHoBopoT 32 MBIIIKOH
OTKpoeM MPOEKT yNpakHEHUE, U BhIOEPEM Halll MOABWKHBIA KyOUK (eciu
€ro HeT, TO CO3AaIMM U MPUCOCTUHUM K HEMY CKPHUIIT IBHKEHUS).
Cnenaem Ham KyOuK OoJsiee CIOXKHBIM, JJI 3TOTO 100aBUM €My «PYUYKH» U
«TOJIOBY», JIJIsl 9TOTO BBIJEIMM HaIll 00BEKT, U HAXKMEM IPaBYIO KIABHUIILY MBIIITH

€ 3a- SampleScene - PC, Mac & Linux Standalone - Unity 2019.2.01 Personal* <DX11>
File Edit Asset: GameObject Component Window Help

[ o9 pivot | @iocal |
= Hiel y

sl G Scene
Shaded

€Game @45
=ij20 | @

Gameobject
» . Gameobiect (;
Music  Rename

Sphere
Effects , Capsule
Light » Cylinder
Audio > Plane
Video > Quad
ul > Text - TextMeshPro
Comera Regdoll..
Terrain
Tree
@ Project L Wind Zone
30D Tet

v Faverites

CkonupyeM Karcyiny U BCTaBUM €€
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SampleScene*

Paste

Rename

Duplicate

Delete

Select Children
Select Prefab Root

Create Empty
3D Object

2D Object
Effects

Light

Audio

Video

ul

Camera

Jlo6aBUM «ToJIOBY», IS 3TOTO CO3/1aAUM KYyO

Copy
Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
3D Object

2D Object
Effects

Light

Audio

Video

ul

Camera




Q 34 - SampleScene - PC, Mac & Linux Standalone - Unity 2019.2.0f1 Personal® <DX11=
File Edit Assets GameObject Component Window Help

%= Hierarchy

& SampleScene*

Copy
Paste

Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
o ®Obex > Gbe
2D Object Sphere
Effects Capsule
Light Cylinder
Audio Plane
Video Quad
ul Teut - TextMeshPro
Camera Ragdoll...
Terrain
Tree
2 Project Wind Zone
3D Text

OOpaTtuTe BHUMaHHE KaK JOJDKHBI PacloiaratbCsi OObEKTHI: KallCylbl-pyKd
U Ky0-T0JIOBA:
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Particle System
Capsule
Capsule (1)
Cube

D10 0003HAYaeT, YTO OHU SBJISAIOTCS AOYEPHUMHU OOBEKTaMHU OCHOBHOTO
Ky0a, a 3HAUUT JBUTaThcid OyIyT BMECTE C HMM. 3allyCTUTE WUIPY U IPOBEPHTE.
Ecnu BBl Bce caenany mpaBWIIbHO, TO Balll T€pOM MO A0pOre HE MOTEPSET PYyUKU U
rOJIOBY.

Tenepr nonpodyem caenath Tak, 4TOObI TOJIOBA Ireposi MOBOPAYMBANACh 3a
MbIIKOH. Iyt 3TOro co3maauMm B mamke SCriptS HOBBIM CKPUNT C Ha3BaHUEM

U IIPUCOEIUHUM €T0 K «TOJIOBE»
B ckpunrte HanumeM (//3T0 KOMMEHTapHUH, UX MOKHO HE HAOUPaTh)

tem.Colle

Update()

m ition = Input.mousePosition;
mouse n.z = transform.position.z - Camera.main.transform.position.z;

mousePosition = Camera.main.ScreenToWorldPoint({mousePosition);
angle = Vector2.Angle or2.right, mousePosition - transform.position});

transform.eulerfAngles = Vector3(ef,transform.position.y < mousePosition.y ? angle : -angle , @f);

3anmycTUTe Urpy, 4YTO MPOUCXOIUT?
ITorrpoOyiiTe B MOCIIEIHEH CTPOUYKE IIOMEHSThH Ha
transform.eulerAngles = Vector3(0f , Of transform.position.z < mouseP

osition.z ? angle : -angle);
YTO U3MEHUJIOCH?
A ecim Tak?
transform.eulerAngles = Vector3(transform.position.x < mousePosition.

X ? angle : -angle ,0f, Of);
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OtoOpaxenue nepeMeHubIx: Cuer B Urpe
1. Co3paiite o0vexT Canvas
[
Copy

Paste

Rename
Duplicate
Delete

Select Children

Select Prefab Root

Create Empty
3D Object >
2D Object >
Effects >
Light >
Audio >
| Video > |
=T ul > Text E
Camera Text - TextMeshPro Tl
Image
C # Raw Image #
Button
_ Bonus Button - TextMeshPro i
Toggle
C # Slider
Scrollbar
Trigger_for_... Dropdown
Dropdown - TextMeshPro
Input Field
Input Field - TextMeshPro
Canvas
Panel

2. I3MeHunTe pa3mepsl

[ & Collab ~ ] @ [Account - ] [Layers - ] [La\rout - ]

£ O Inspector =
| ¥ |Canvas [] Static =
-
Tag | Untagged 4| Layer [UI 4
Yoo Rect Transform @ 5 %
| Some values driven by Canvas. |
Pos X Pos ¥ Pos 2
494 258.5 0
Width Height
b Anchors
Pivot X|0.5 ¥ |0.5
Rotation X0 Y0 Z|0
Scale X[l ¥ |1 Z[1
v[_ @ canvas @ = %
Render Mode | Screen Space - Cverlay m
Pixel Perfect .|
Sort Order o |
Target Display | Display 1 i)
Additional Shader Channels | Mathing i)
YGCanvas Scaler (Script) @ = %
UI Scale Mode | Canstant Pixel Size al
Scale Factor ~  Constant Pixel Size
Reference Pixels Per Unit Scale With Screen Size
v [ [/ Graphic Raycaster (Scri Constant Physical Size @ = %
Script FGrapnicrayeaser @
Ignore Reversed Graphics v
Blocking Objects | Mane ™
Blocking Mask | Everything i)

= l Add Componant




3. Cosmarite anement Ul- Text.

S
& SampleScene™

Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
3D Object

2D Object
Effects

Light

Audio

Video

Text - TextMeshPro

@8 Project

Image

Raw Image

Button

Button - TextMeshPro
Toeggle

Slider

Scrollbar

Dropdown

Dropdown - TextMeshPro
Input Field

Input Field - TextMeshPro
Canvas

Panel

Scroll View

Event System

4. TIlepeumenyiite B ScoreText.

5. Hactpoiite uBer, mpudT, pa3mMep TEKCTa B OKHE HHCIIEKTOP.



- Shader |uvyoefawle ]

6.Pacrionoxxute cuer BBEpXy B IEHTpPE, IS ITOTO H3MEHUTE B OKHE
MHCIIEKTOP KaK IMOKa3aHO Ha KapTHHKE:

Tag | Untagged  #|tayerfur i
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o ScoreText

[ Static * |=

Tag | Untagged

#| Layer | UI

i
T

v- Rect Transform @ = %
center Pos X Pos Pos 2
0 -10 a
5 a:T Width Height
160 30
» Anchors
Fivot » 05 ¥ 0.5
Rotation X|0 Y0 F4
Scale X1 ¥ |1 F4
¥(® Ccanvas Renderer @ = =
Cull Transparent Mesh [+
v ¥ Text (Script) @ 3 %
Text
Cuer
Character
Font 2 Arial o]
Font Style | Bold 4|
Font Size zZ0
Line Spacing 1
Rich Text [+
Paragraph
Alignment = E:;| EE =]
Align By Geometry -
Horizontal Overflow | overflaw m
Vertical Overflow | overflaw af
Best Fit ]
Caolor [ | 2
Material MNone (Material) o]
Raycast Target )

7. Cozpnaiite ckpunt SCOre.

8. Buytpu nanummure:

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Score : MonoBehaviour

{
public Sl int score;

Text text;

{

text=GetComponent<Text>();

score=0;

by
void Update()

{

text.text="Cuer: "+ score;

ks
}
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O6paTI/ITe BHHMMAaHHC Ha BBII[GHCHHBIﬁ KCJITBIM TCKCT:

0€3 ATOH CTPOKHU y Bac CKPUNT He OyzieT padoTaTh ¢ semeHTamu Ul
MO3BOJIICT OOpaIiaThCsi K ITOH MEPEeMEHHOW W3 JF0OO0TO JIPyroro

cKpHMnTa ¢ ykazanuem Score.score (Kiace — Score, mepemeHHast SCOre)

noxoske Ha void Start(), mo3Boiser npousBoauTh HacTpoiiku Ul oauH pas, B
MPOILIBIX BEPCHIX MOXKHO ObLITO Mcoib3oBathk VOid Start()

1.  JoGaBbTe ckpunt SCOr€ K HamieMy TEKCTOBOMY DJIEMEHTY (st
3TOrO MPOCTO MEPETALIUTE)
2 UTOOBI MEHSTH CUET UCTIONB3YHTE KOHCTPYKIIHIO:

Score.score+=10;

(BOBMOXKHO HCHOJIb30BaThb HE TOJbKO +=10, HO u JrOOBIE Apyrue
anredpanyecKue NeUCTBUS, HE JKeJaTeIbHO JICJICHUE).
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