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HMvurpun leHncoB
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BBenenne

KommbloTepHble Mrpbl JaBHO CTaIM YacThl0 HAILEW KyJIbTypbl, Yepe3 HUX MOXKHO JIOHECTH
MBICJIb IO INMPOKHUX MACC, OHM Pa3BUBAIOT WHTEJJIEKT, PEAKLHUIO U MO3BOJISAIOT MEPEXUTDh LIEJIbII
CIIEKTP CaMBIX Pa3HOOOPA3HBIX SMOLIUA.

B 3Toii KHUre JaHO MOJHOLEHHOE PYKOBOACTBO MO pa3padoTke urpsl Ha Unity ¢ Hyns. bes
JIMIITHEH BOJBI M TEOPUH, TOJIBKO MPAKTUKA, [IOTOMY YTO JIyYIlle OJUH pa3 cIejaTh YTO-TO CAMOCTO-
ATEJIBHO (JlaXke MO PYKOBOJCTBY), YeM IPOYMTATh MHOXECTBO IaiiJIoB M MOCMOTPETh COTHU BUAEO
Ha YouTube, HO HHYero He caenarh. B oTmMyme oT GONBIIOrO KOJIMYECTBO KHUT 10 pa3paboTKe U
IIPOrPaMMMPOBAHHUIO, B 3TOM Bbl HalAETE TOJIBKO Ty MH(OPMALIUIO, KOTOpasi HEIOCPEICTBEHHO OTHO-
CUTCS K CO3JIaHUIO BIIOJIHE KOHKPETHOT'O UTPOBOT'O MPOTOTHIIA.

IT0 3HAYMT, YTO B KHUTE He OyJeT pasjena 1o OCHoBaM pa3padboTku Ha C# — s13bIKe Iporpam-
MUPOBaHMs, KOTOPbIM MCHONB3yeTcs U1 HanucaHus cueHapueB B Unity. C Ipyroil CTOpOHBI, BbI
MOJIyYHTe BCIO MH(OPMALIMIO IO CO3/IaHMI0 HEOOXOIUMBIX CKPUIITOB B CO3JaBa€MOI BaMM UTrpe, a
B MPUBEJECHHBIX JIMCTUHIaX OYAyT JaHbI MOAPOOHBIE KOMMEHTAPUH. DTO MO3BOJIUT CKOHLIEHTPHPO-
BaThCsl HA U3YYEHUH TOJIbKO TeX (PYHKLMIA cpebl pa3paOOTKU, UM BO3MOKHOCTSX sI3bIKa IIPOrpam-
MHUPOBaHUS, KOTOPbIE HYKHbI 1J151 BHIIIOJITHEHU S TOCTABIEHHOM 33/1a4u.

ABTOp yOeK/IeH, UTO BaKHEe 3aI0KUTh 0a30Bble 3HAHMS, JaB PEaIM30BaTh CBOW MEPBbIN MPO-
eKT. A KOITHYTh IIIyOXe M pa300paThCsl B TOHKOCTSIX MOMOKET MHOKECTBO JIPYTHX Tai/IoB, CTaTew,
y4eOHHMKOB U PYKOBOJICTB U3 O(PHUIIMATIBHON TOKyMEHTAIIMH, “pa30pOCaHHOI” 1O MPOCTOpPaM MHTEp-
HeTa.

B nmpaktukyme npemiaraercsi paspadorats nportotun urpsl «Dragon Picker», mox koTopslii
MOXET ObITh aJANTHPOBAHO JOCTATOYHO OOJBIIOE KOJMYECTBO MTPOBBIX MEXAaHHMK U TPOIIECCOB.
Cwmpbicit paboTHI MTPOTOTUIA AOCTATOYHO MPOCT — HYKHO JIOBUTH Pa3M4Hble mpeameThl. [IpakTukym
Pa3OoUT Ha OCHOBHBIE PA3/IEIIbl, B K&KIIOM U3 KOTOPBIX Oy/IyT ONMMCAHBl OCHOBHBIE Talbl pa3pabOTKU
Urpbl, OyKBaJIbHO Mapa a0d3alleB TEOPUH, MOCJIe Yero Mbl cpasy nepeiieM K pa3padboTke (Iporpam-
MHUPOBaHMIO). BHJ1 cTapTOBOI CTpaHMIIBI TOTOBOM peaiM3alliy PUBE/IEH Ha PUCYHKE HUKE.

Dragon Picker

Lenp mpakTUKyMa 3aKJII0YaeTcss B TOM, YTOOBI HE TOJBKO JaTh WH(OPMAIMIO O pa3padoTKe

MIPOTOTHIIA, HO ¥ IOHECTH JIO YUTATE]Is] OCHOBHBIE MOIXOMbI K pa3paboTKe Urp Takoro Tuma. JApyrumu
7



. B. JlenucoB. «Paspadorka urpsl B Unity. C HyJIsS 1 10 peann3aivn»

CJIOBaMH, TIOHSIB, Kak cosfaercs Picker, Bbl 0e3 Tpyaa cMoxeTte caesaTh CBOIO UTPY, HETIOXOXKYIO Ha
“UCXOHBIN” TIPOTOTHUII, HO CO CXOKell MEXaHUKOU. B KOHIIe Ka a0 I71aBbl OyIyT JaHbl peKOMEHa-
II1M 110 BapUaHTaM U3MEHEHHsI ¥ TOPaOOTKK 0a30Boro nportotura. Clieqysi iM Bbl CMOKETE HE TOJIbKO
ryoke u3yuuth padoty ¢ Unity, HO U cO3/1aTh CBOIO YHHKAJIBbHYIO UI'PY HA OCHOBE MPEIOKEHHOM
6a30BOI BepcuH.

WHorna, no Xoay BHINOTHEHUs IPAKTUKyMa, OyAeT MPEeAIoKeHO HECKOIBKO BAPHAHTOB peal-
3allMU KaKOW-TMOO 3aJauu. DTO CHENIaHO TpeHAMEePEHHO, TaK KaK TMOKOCTb BHIOOpA pellieHHs B
Pa3IMYHBIX CUTYAIUSX SIBJISIETCS KpaliHe BaKHBIM HABBIKOM JIJIs1 pazpadoTurika. M3yydas u tectupys
pa3IMYHbIE CIIOCOOBI peaTr3aliy OHOW U TOW ke 3a/1a4i, MOKHO JJOCTUYh Haroojiee ONTUMH3UPO-
BaHHOW pabOThI UIPHI.

[No xony u3y4yeHus: MaTepuasoB MPAKTUKYMa Bbl YBUIUTE, YTO MPOT PAMMHBIIA KOJI TPUBOAUTCS
B BUJIE CKPHHIIIOTA U B BUJE TEKCTa (JIMCTUHTA) ofHOBpeMeHHo. [To yOeskieHuio aBTopa 31a u30bl-
TOYHOCTb HEOOXOAMMA JIJIS1 TPOCTOTHI BOCTIPUSITUS TOTO, UTO Tpedyertcs craenath. C 0fHON CTOPOHBI —
BBl CMOKETE CKOITUPOBATh KO MpsIMa U3 MaTeprajioB KHUTH, C IPyroi — Oy/ieT MpUBeJeH CKPUHIIIOT
U3 cpebl pa3paboTKU ¢ yIOOHBIM /1JIs1 BOCIIPUATHS MTPEACTABICHUEM CTPYKTYPbI KOAIA.

Marepuaibl KHATH HE MPETEHAYIT Ha TeHUAIbHOCTh M3JIOKEHHBIX TOIXOIOB U PElIeHHH B
obnacTu pa3pabOTKU UTp, OIHAKO OHU OIHO3HAYHO AAAyT BaM 0a30BbIe MPEICTABICHHS O MOpPSIKe
pa3paboTKu KoMIbIOTepHOU Urphl Ha Unity.

B mpakTtukyme mokaszaHO, Kak CO3[aTh COOCTBEHHYIO WMIPY IO MPUHLMIYY KOHCTPYKTOpA,
UCTIONB3Ys1 OECIUIaTHO JOCTYIHbIE TEKCTYp-TIaki, HEMHOTO CTPOK Kofa ¥ ¢aHTaszuu. B mobom cy-
Yae MpoLecC CO3/IaHMsI UTPbI KpaiiHe ciiokeH. JoCTaTouHO peiku Cilydyau, KOrja OOUH pa3padoTIrK
CrocoOeH CcO3/1aTh TOCTOWHYIO peasTu3allvIo C PUSATHOU rpadukoil 1 3ByKoBbIMU 3¢ppektamu. Ho
MBI TIOITPOOYyEM.
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CTpykTypa npakTHKyMa M KaK ¢ HUM pa0oTaThb

[TpakTrkyM pa3OUT Ha cEeMb OCHOBHBIX pa3/iesioB. Kax /bl HaUMHaeTCs ¢ BBEJICHN I, B KOTOPOM
MIPUBOJIUTCS OOIIIee OMUCAHUE TOTO, YTO Oy/IeT c/ieNiaHo B pasnese. Kakawlil pazaen Oyaer mpuoiu-
’KaTh HAC K CO3[JAHUIO TOTOBOU UI'Phl U MyOIUKAIMY €€ Ha BHEIIIHEM pecypce, Ha KOTOPOM C Urpou
CMOKET O3HAUMTHLCS OOJIBIIIOE KOJIMYECTBO TONIb30BaTeseil. KpoMe Toro, Kakplil paszien 3aBepiia-
eTCsl BBIBOJIAMHU, B KOTOPBIX [IOMUMO MOJBE/IEHH S UTOTOB JAIOTCSl PEKOMEHIAIUY 1O JOPAOOTKE UTPB.
[Tpu xenaHuy BB Ja)Ke MOKETE BHOCUTh B KaK/IOM MTyHKTE MOAU(UKAIIMYN B UTPY Ha CBOE YCMOTpe-
HUe 1 OITyOJIMKOBAaTh pellieHue, He OX0Xee Ha TO, KOTOPOE CO371aéM MbI B paMKax 3TOT'0 IMPAKTUKYMa.

B nepBoM pazjesie Mbl yCTAHOBUM HEOOXOAMMOE MPOrpaMMHOe oOecTieueHre Isl pa3padoTKU
urpsl Ha Unity, a Takke CO3JauM HECKOJIbKO TeCTOBBIX MPUMEPOB JJIsl MPOBEPKH KOPPEKTHOCTU
pabOTHl YCTAaHOBJIEHHOTO TIPOrPAMMHOTO OOECTICUeHHUS.
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baarogapaocrn

IIpu moaroroBke MaTepuUasioB JAAHHOTO MPAKTUKYMa MHE MOMOTaJ HECKOJIBKO 4esoBek. MM
BCEM S BHIPAXAIO MPU3HATEIBLHOCTh U Oarofapio 3a MoTpaueHHOe BpeMsl Ha MOUCK U yCTpaHEeHHe
HEJJ0YEeTOB.

daneeB Butanuii, Beayumii nHxeHep mwiatrgopmsl Buptyammsanun VMware [TAO CoepOaHk.
Burtanuii npuHMMal ydactue B IMOAIOTOBKE pa3/iesioB, CBA3aHHBIX C YCTAHOBKOW HEOOXOJMMOTO ITPo-
rpaMMHOrO obecriedeHrsi U BHITPY3KM UIPbl Ha BHEHHIO Iuiatgopmy. Ero pekomeHnmanmm Obum
LIEHHBI ¥ TIO3BOJIVJIM CJIeJIaTh MOLIaroBble MHCTPYKLMK OoJiee JOCTYIHBIMMM 1S MOHMMaHUs Hauu-
HAIOIIMM pa3padOTUMKaM HIp.

Koposun Mg, Junior C#/Unity nporpammuct. Mipsa npozpenan Bech NPaKTUKYM B CaMou
ChIPOH BEpCHU OT HavyaJla U A0 KOHIIA, J1aJl psijl IEHHbIX PeKOMEHAALMIA O OObSCHEHUIO HEKOTOPBIX
BaXXHBIX (DYHKLIMIA, peaIM30BaHHbIX B pa3pabaTbiBaeMO Urpe.

TararoB Anpoept, UX/UI nquzaitaep, rpadpudeckuil Au3aiiHep, 4a ¥ MPOCTO XOPOIIHH, OT3bIB-
YMBBII YeNOBeK. AJBOEPT CIeNal TaK, YTOObI IEYaTHBIN IK3EMIUISP KHUTH ObLIIO IPUSTHO AEPXKaTh B
pyKax, a 3JIeKTpOHHAsl BepCHsl MPUTATMBala CBOMM BHEIIHUM BUOM. braronapio Ansbepra 3a pas-
PabOTKy MpeKpacHOi OOIOKKH AJIs1 M3JaHHs, C KOTOPBIM Bbl padoTaere.

10
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00 aBTOpE

ABTOp NpOCTO YesIoBeK, KOTopblid 1oOuT Unity, fAesaTh UTpbl M UTPaTh B Uykue Urpsl. Kakux-
TO OOJIBIIMX HArpaj M AOCTHKEHHI MOKa HE MMEET, HO OUeHb K 3ToMy cTpemurcs. [enaer camyio
pasHylo paboTy, HAUMHAS C CO3AAHMST MEXK JUCIUIUIMHAPHBIX (PM3MYECKUX MOJieIel B IIPOrpaMMHOM
nakere ANSYS, 3akanumBas paspadotkoii urp Ha Unity 1 paboTOil B IOJKHOCTH JIOLIEHTa YpaJib-
ckoro ®enepanpHoro Yausepcutera. CTpeMHUTCS 00BATh HEOOBITHOE U OOBSICHUTH KAK MOXKHO OOJTb-
1emMy KoiauuectBy Jofel, uro IT-cepa 310 mpocTo U MHTEpEeCcHO, a caMoe INIABHOE — OHA MEHsIeT
Halll MUp C HEBEPOATHOI CKOPOCTBIO.

11
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Coo01ecTBO

B 3TOM pazzene npuBeJeHb HEKOTOPBIE CCHUTKM Ha BHELITHUE PECYPChI, KOTOPbIE OyAyT MOJIE3HbI
NIPY M3YYEHHUH MTPUHLIMIIOB pa3paboTKy Urpbl Ha Unity ¥ CTaHYT XOPOIIUM JOTOJTHEHNEM K MaTepH-
ajlaM, IaHHbIM B 3TOM IIPAKTUKYME.

Caur aBropa: https://sciencepub.ru/unity-book/. Ha caite pasmenieHa nagopmanys o0 KHUTE,
Ha HEM BBl HailJleTe CChUIKM Ha Pecypchl, KOTOpbIE MCHOJIb30BAINCh IIPU CO3/IaHUU UIPbI, a TaKKe
ucxonHele aitnbl k urpe. Ecim nocie uznanus OyayT oOHapyXeHbl HETOYHOCTH B ONUCAHUU WJIH
ONeYaTKH, TO O HUX OyIeT Takke COOOIIaThCs Ha YKa3aHHOM CaiTe.

Telegram-kanan: https://t.me/EpicUnity. B Tenerpamme MO}kHO 3a/1aTh BOIPOCHI aBTOPY, WU
MIPOCTO OOCYIUTH PeaTn3alrIio UTPbl B KPYTY €IMHOMBIIIUICHHHKOB.

YouTube-kanan: https://www.youtube.com/sciencepub. Ha Youtube-kanane co BpemeHem
NOSIBUTCS play-JIUCT ¢ pa300pOM JOMOTHUTEBHBIX 33/IaHUI, KOTOPBIE AAIOTCS B KOHIIE KaX/I0TO pas-
aena. [Toka yTo Bl HaiiieTe Ha KaHaJle JOCTATOYHO MHOT'O YBJIEKATEIbHbIX BUEOMATEPUAIOB HAYyYHO-
MONYJISIPHON HaIPaBJIEHHOCTH.

GitHub: https://github.com/DenlsovDmltriy. B oTneapHOM peno3uTopuy Bbl HalIETe UCXOA-
HUKH K UIpe.

SIMMER .io: https://simmer.io/@Denlsov. MuHu-urpa, pa3padoTaHHasi B TOM IPaKTUKyMe
pa3MellieHa Ha web-ropTaJe, cchulka yKazaHa Ha poguiib aBTopa.

CBoM OT3BIBBI U ITPEJIOKEHUS, A TAKKE NH(OPMALIMIO O HAMJIEHHBIX HETOYHOCTSX U OlleyaTKax
BBl MOXETE OTIIPABUTH Ha JIMYHBIM e-mail aBTopa: mr.denisov.dv@gmail.com.

[TocmoTpers Ha rotoBylo peanmzanuio urpel Dragon Picker moxHO mo ccbuike: https:/

simmer.i0/@Den 1sov/dragon-picker.

12
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Yacts 1. YeranoBka He00X0JIMOT0
NPOrpaMMHOro ooecnedeHns

BBeaenue

UroObl co3aTh UTPYy HYKHbl MHCTPYMEHTHI pa3paOOTKU. B kauecTBe OCHOBHOTO WHCTPY-
MeHTa Mbl OyzieM ucnonp3oBath Unity, a AJ1 HalMCcaHUs NMPOrpaMMHOIO Koja MOHAaJoOuTCs cpeaa
paspadotku, Hanpumep Microsoft Visual Studio. Unity — mexmiardopmMeHHast cpesia pa3padoTKH
KOMIIBIOTEPHBIX UT'P, KOTOPYIO BBHITYCTWJIa M aKTUBHO IPOJBUracT aMepuKaHckas kommanusa Unity
Technologies. Unity mo3BossieT co3aaBarh MpUIIOKEHHs, padoTalolye Ha Oonee 4eM 25 pa3InaHbIX
riatopMax, BKIIIOYAIOIIMX MEPCOHATbHBIE KOMITBIOTEPHI, UI'POBbIE KOHCOJIM, MOOUJIbHBIE YCTPOWA-
CTBA, UHTEPHET-NPUJIOKEHUS U JpyTue.

B sTOM pazzene BbL:

— IIpoiipere perucrpauuio Ha nopraie Unity.com u nomyuure csoit Unity ID.

— Ckauvaerte Unity Hub u ycranoBute cpeny paszpadorku Unity.

— Ckavaere Microsoft Visual Studio.

— CoszpaauTe TeCTOBBIM MIPOEKT, B KOTOPOM IPOBEPUTE KOPPEKTHOCTbh PAOOTHI CKAUAHHOTO U
YCTaHOBJICHHOTO IPOTrPaMMHOTO 0OECTIeUeHUSI.

13
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1.1 YcraHoBKa cpeabl pa3padoTKu

Kak 6110 ykazano panee, Unity — 3T0 cpefa pa3paOOTKU KOMITBIOTEPHBIX UTP M MYJIBTHME-
IUAHBIX MPUJIOKEeHUH. [J1st Toro 4ytoObl HauaTh ¢ Hel paboTy HEOOXOIMUMO BBINOJTHUTD JACHCTBUS,
OIMCaHHBIE B IMyHKTaX HUXKE.

1. Otkpoiite opunmanbHyio crpanuity Unity (unity.com) B Opay3epe. Bel cpady momanere Ha
[JIaBHYIO CcTpaHuIly koMmanuu Unity, Tie MOXeTe 0O3HAKOMHUTBCS C aKTYaJIbHBIMH HOBOCTSIMH, TIO[I-
AepKUBAaEMbIMH TIAT)OPMAMU U TIPEJICTOSAIIMMY PETU3aMU TIPOAYKTOB KOMITAHUH.

2. Ha crpanwuiie Haiinute kHonky Get Started v HaxmuTe ee:

Qunity Products Solutions Learning Support & Services Community y_‘ Q #H 6

The leading platform for
creating interactive, real-
time content

Build 20, 3D and VR games and apps at speed. From artist tools to LiveOps —
everything you need to bring your vision to life today.

3. Ha oTkppIBIIelicS cTpaHuIle BaM OyJeT MPeaIoKeHO BHIOPATh IUJIaH MOAMUCKHA. Y KOMITaHUH
Unity Technologies odeHb ruOkasi cucrema, Onarogapsi 3ToMy Kak[Iblii pa3padOTIMK MOXKET IOIO0-
Opatb TaprHBIN IUIaH Mo CBOM 3aj1auu. [{o Tex mop, Mmoka JI0Xo[] ¢ Baliero MpoeKTa 3a MocjeJHIe
12 mecsies He npesbimaet $100 000 Be MokeTe BbiOMpath moanucky Individual Personal (Bkiiaaka
Individual — Personal — Get Started):

14
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Plans and pricing

We offer a range of plans for all levels of expertise and industries.

All plans are royalty-free.

Student Personal Unity Learn
Learn the tools and workflows Start creating with the free version of Master Unity with expert-led live
professionals use on the job Unity sessions and on-demand learning

== E=a

Eligibility: Eligibility:
Students enrolled in an accredited educational Revenue or funding less than $100K in the last 12
institution of legal age to consent to the collection months

and processing of their personal information, e.g.,
age 13 in the US, 16 in the EU. Must join the GitHub
Student Developer Pack to be verified.

4. Tlocne storo B nmomnajere Ha crpanuily Unity Store. Eciu B siBjisieTech HOBBIM TOJTb30Ba-
TeJieM, HaXMUTE KHOMIKY Start Here:

& unity Store

Start creating with Unity

First-time users Returning users

Download Unity with this fun, Already have experience creating

guided learning path to create with Unity and want to download

your first game today! the standard Unity installer
instead?

5. Jlanee MOSIBUTCS BCILTBIBAOIIEE JUAJIOrOBOE OKHO, HA KOTOPOM HYKHO TTPUHSITh JIMIIEH3M-
oHHoe cornarnienue. Haxmute kHoriky Agree and download.

6. Haunetcs aBromaruueckas 3arpyska caina UnityHubSetup.

7. Iocne 3aBepienus 3arpy3ku aiina, 3amycture ero. HauHercst mporecc YCTaHOBKH TIPH-
noxennst Unity Hub. Unity Hub — 310 neckrormHoe npuiiokeHre, CIIpOeKTHPOBAHHOE JIJIs YIOOHOM
paboTHI Mosb30Batesield. VI3 Hero mporcxXoiuT AOCTYI K 9KOCUCTeMe UrpoBoro jiBrxkka Unity, padoTa
C MEHe/KEpPOM IPOEKTOB co3aHHbIX B Unity, yIipaBieHHe JIUIIEH3USAMH U YCTAaHOBKA JOTIOTHUTEITb-
HBIX KOMIIOHEHTOB.
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8. [Tocne 3aBepienus ycranoBku 3amyctute Unity Hub. Ilpu nepBom 3amycke cucrema npea-
JIOKUT BaM BOUTHU UJIM CO3JaTh CBOM aKKAYHT. DTO MOKHO C/Ie/IaTh TaKKe MPU MOMOIIH TOMYJISIPHBIX
COLIMAJILHBIX CETEM:

@ Unity Hub Sign In

& unity

Sign into your Unity ID

If you don't have a Unity ID, please

Email

Password

OR
LCNEN « ) =

9. Ilocne Toro, kak BbI 3alIM B cBOM akkayHT Unity, OTKpoeTcst OKHO npuiioxkenus Unity
Hub. B nieHTpanbHOi YyacTy MpUIokKeHHs yKazaHbl poeKThl (Projects), ¢ koTopbiMu BBl paboTaerte.
Ecmm BoI nicnonb3yete Unity BriepBbie, TO 3TO OKHO Y BaC AOIKHO OBITh ITYCTHIM, OHAKO OY€Hb CKOPO
B HEM HAUHYT MOSIBJIATHCS CO3/1aHHBIE BaMu MpoekThl, 1 Unity Hub Oyner BhrisimeTs mpumepHO
CJICITYIOIIM 00pa3oM:
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[ N ] Unity Hub 2.4.3
&) unity & o
® Projects Projects ADD NEW -
€ Learn
Project Name Unity Version Target Platform Last Modified /™ O\

=» Community
ApplePicker

Installs /Users/den1sov/GameDev_fromBond/App... 2019.4.19f1 Current platform 5 minutes ago
Unity Version: 2019.4.19f1

AR-VR
/Users/den1sov/GameDev_fromBond/AR-... ~ 2019.4.19f1 Current platform 2 days ago
Unity Version: 2019.4.19f1

Sin-Cos
/Users/den1sov/GameDev_fromBond/Sin-.. ~ 2019.4.19f1 Current platform 3 days ago
Unity Version: 2019.4.19f1

VisualProg_HelloWorld
/Users/den1sov/Unity&C#_Youtube/Visual.. 2019.4.19f1 Current platform 2 months ago
Unity Version: 2019.4.19f1

02_CubeSpawner

1 dand c Do £ Bond/nn 2010 A 10£1 Currant nlatf, 2 he an.

10. OctaBasicb B Unity Hub naxmure kHOmnky Installs B J1€BOM MeHI0O M Iocie TOro, Kak
niepeiiziere B HOBoe OKHO, Haxmute KHONMKY Add. ITocie 3Toro oTkpoercss OKHO BHIOOpa BepcHid
Unity a4 ycraHOBKHM. [I/151 HaUMHAIOIKX MOJIB30BaTENEH JIydllle yCTaHABIMBATh PEKOMEHJOBaHHBII
pemm3 (Recommended Release) mocnenneit Bepcuu (Kak MpaBJIo BHIOpaH M0 yMOTYaHUI0). B kHvre
ucnonezyercs Bepcus Unity 2020.3.14f1:

[ AN ] Unity Hub 2.4.3

Add Unity Version

o Select a version of Unity

Can't find the version you're looking for? Visit our download archive for access to long-term
support and patch releases, or join our Open Beta program releases.

Recommended Release

(® unity 2020.3.10f1 (LTS)

Official Releases

O unity2021.1.9f1

O unity 2019.4.27f1 (LTS)
(O Unity 2018.4.35f1 (LTS)

Pre-Releases

-

CANCEL

11. IMocne BpIOOpa MOCTEHEN PEKOMEHIOBAHHOM BEPCHH, HAXKMUTE KHOTIKY Next.

12. B crnemyoimeM OKHE HaM IpejiaraeTcsi BhIOpaTh KOMIIOHEHTHI peflakTopa (MOMYJIH).
Monynu Takke yIoOHO pasfeNieHsl Mo MaT(opmMaM, Ha KOTOpbIe Mbl XOTHM CO3/1aBaTh UIPbl. Mbl
OyaeM Jienatb Urpy /sl BRITPY3KM Ha Web-cepBrc, MO3TOMY YCTaHOBUTE JIOTIOJHUTEIBHO MOJYITb
WebGL (roctaBbTe (hr1akoK HAMPOTUB MOAYJISI C TAKUM HazBaHueM). Kpome atoro, Unity nmo3Bosisier
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AeNaTh UIPHI 07 caMble pas3Hble m1atgopMel. Hanpumep, eciu B gajibHEMIIEM Bbl 3aXOTUTE CIEJIATh
UTpy Mo MOOMJIBHOE YCTPOKCTBO, TO BCE UTO BaM MOTpedyeTcst — 3TO yCTaHOBUTH Moy u Android
Build Support 1 iOS Build Support:

[ N J Unity Hub 2.4.3

Add Unity Version

9 Select a version of Unity e Add modules to your install

Add modules to Unity 2020.3.10f1 : total space available 125.4 GB - total space required 19.2 GB

Platforms

v - Android Build Support 346.4 MB

[ Android SDK & NDK Tools 1.16B
¥ opendok 165.0 MB

. i0S Build Support 555.6 MB 1.6 GB
D tvOS Build Support 550.6 MB 1.6 GB
|:| Linux Build Support (IL2CPP) 148.4 MB 423.0 MB

CANCEL BACK

13. Kmem kHonky Next, Ha cieayolied CTpaHUIlE MPUHUMAEM COIJIAllleHUe, MOCTaBUB
ranouky. Kmem Done u oxuaaemM ckauMBaHMsI M YCTAaHOBKM pefnaktopa. Ha KommbioTepe MOKHO
JepKaTb HECKOJIbKO pasHbiX Bepcuil Unity (cM. mpumep HUXeE):

@ Unity Hub 243 - o X
& unity © Hub2.4.4 Available O O
9 Projects Installs LOCATE “
® Leamn -

2% Community Q Q Q
202031941 us @ 201942111 s ® 2017.4.4011 s @
= Installs

14. Ha stom IIPOLECC YCTAHOBKHY 3aKOHYCH.
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15. Ecnu B panpHeimeM BaM NOHAA00STCS pyrue Bepcuu cpeapl pazpadotku Unity (Hanpu-
Mep, Bbl HAliJIeTe U 3aXOTUTE TIOCMOTPETh TOTOBbIE MIPOEKTHI, CICIAHHBIE 107 OOJiee paHHUE BEPCUU
cpenbl pa3paboTKM), — TO BBl Bceraa cMoxere oTKpbiTh Unity Hub, mepeiitu Bo Bkiaaky Install u
CKayarh Hejgocrawomue Bepcun Unity u Mozmynu:

o Unity Hub 2.4.3

&) unity & oo

®  Projects Installs LOCATE “
Learn

2019.4.19f1 s ®

¢

=% Community

Installs

Takum oOpazom, Unity Hub sBasiercsi cBoero popa “Todkoil crapra”, B KOTOPOW MPOUCXO-
JWT CO3JJaHUE HOBBIX MPOEKTOB (BKJIaaka Projects), ycraHoBKa pa3nuunbix Bepcuil Unity (BKi1aaka
Installs) u T.1. OT™Meuy, uto B Unity Hub MoxHO nepxath Heckomnbko pasinuHblx Bepcuil Unity, ecnu
y Bac ecTh MOTPEOHOCTh PaOOThI C MPOEKTAMH, Pa3padOTaHHBIMU HA PAHHUX BEPCUSIX.

Io uTory nomaroBoro BHIIOJTHEHUsI BCEX YKa3aHUI U3 JAHHOTO pasjielia, y Bac J0JKHA ObITh
ycTaHoBJieHa cpeia pa3padotku Unity. Takxke y Bac 10omkHa ObITh CO3/IaHA YUETHAs 3aMUCh HA CaiiTe
Unity.com. He Tepsiite ee, Tak Kak 4epe3 3Ty yUETHYIO 3alUCh IPOUCXOIUT CUHXPOHU3AIMS TPOEK-
TOB Ha BallleM KOMIbioTepe U Ha opunpaibHoM caiite Unity. Kpome Toro, yuetHast 3anmuch Hy:KHa
1J1s1 paOoThl C HEKOTOPBIMHU TOJIE3HBIMHM PECypcaMi, TAKMMHU Kak Asset Store (mogpoOHee 00 3ToM
cM. B paszene 2.2 imnopt urpossix nepcoHaxent u3 Unity Asset Store).
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1.2 YcraHoBKa peaakTropa Kojaa

Hecmotps Ha 10, uto Unity sIBJIsieTCs OJTHOLIEHHOW Cpejoi pa3paOb0TKU KOMITBIOTEPHBIX UTD,
BaM MOHAOOUTCS OTIENIBHOE MTPUJIOKEHHE 111 paOOTHI C KOIOM (/17151 HAITMCAHMSI CKPUIITOB HA SI3bIKE
nporpamMMupoBanust). Hamucats kox it Unity MOKHO Aaxke B OOBIYHOM OJIOKHOTE, TJIAaBHOE, YTOOBI
OH OBbUT HammMcaH KOPpeKTHO Ha si3bike C#. OpHako, ynoOHee UCIONb30BaTh CIIEIUATN3UPOBAHHbIC
cpenbl pa3padotku. Mbl Oyaem uctosb3oBaTh Microsoft Visual Studio, ycTaHOBUTH KOTOPYIO MOKHO
KaK CTaHJapTHOe Npwioxenue B cucteme Windows, 6o ¢ nomorsio Unity Hub.

Bocnonb3yiitech OMHUM U3 JIBYX MPEIOKEHHBIX CIIOCOOOB YCTAHOBKM Cpelbl Ui PadOTHI C
KomoM. YUToObI MepeiTH K CKauMBaHMIo U ycTaHoBKe Microsoft Visual Studio, BHIITOTHUTE clieayomIye
IEVCTBUS:

1. Ilepeiinute Ha caitt https://visualstudio.microsoft.com/ru/

2. Ha caiite Bbl yBUIUTE HECKOJIBKO CCHUIOK Ha CKaYMBaHHE CPe/ibl pa3pabOTKU MO, pa3iny-
HBIE OIepaIMoHHbIe cucteMbl. Hike OyeT mokasan npumMep ycraHoBkH a1t Windows. Beibepute u3
BhINa1atomiero cnucka Download Visual Studio u BeiGepute Bepcuto Community 2019:

== ﬂ =& A macos @ macOS

Visual Studio Visual Studio Code Visual Studio for Mac

Full-featured IDE to code, defjug, test, and Edit and debug on any OS. Learn more Develop apps and games for iOS, Android,
deploy to any platform. Learnfmore and web using .NET. Learn more

By using Visual Studio Code you agree to its Read more about activating your license
license and privacy statement

Download Visual Studio v Download Visual Studio Code Download Visual Studio for Mac &

Community 2019 2
Lse forindlidual developers, academic uses,

Professional 2019 Hdsaanseuee

Enterprise 2019 ¥
Pcu LwInouIe .H Microsoft Azure GitHub
developer cloud . The productive cloud that integrates Increase collaboration with your

. ; teams and the open-source

from Microsoft with your tools

community

3. Ilocne 3Toro aBTOMaTUYECKM HAYHETCS CKauMBaHue (pailyia ycraHoBKU. [locne 3aBepiueHus
CKAQUMBAHHUA 3aITyCTUTE CKAYaHHBIN YCTAHOBOYHBIN (paiil.

4. 3amyctutes Visual Studio Installer, KoTopslil HeKOTOpOE BpeMsi OylieT CKaunBaTh HEOOXO/IU-
Mble (aitibl. [lanee OTKpOeTcss OKHO € BBIOOPOM KOMITOHEHTOB, HEOOXOIMMBIX JUISl yCTAHOBKH:
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Ycranoexa — Visual Studio Community 2019 — 16.3.10

Ceeaenuna 06 ycraHoBke

WrTepgenc obonoury Rapa Visual Studio, BKNOUAR
PEAIKTHPOBAHME KOAA C YYETOM CHHTAKCCE,
YNPaBnexne MCXOAMEIM KOAOM 1 PaBOYHMM INEMEHTAMM.

Cosaawue Be6-npunoxenitii ¢ ucnonssosansen ASP.NET Maxers: SDK Azure, cpeacTsa v npoexTss Ans paspaborem
Core, ASP.NET, HTML/JavaScript n kouTefinepos, Bxmova.. 06AauHEIX NPUACKERIA 1 COZMANMA PECYPCOS C...

Peaakmiposanite, OTAaAK, MMTEpAKTHENAA PaIpRBOTKa 1 N2 Cosaasaire macwmabupyeumie ceresse npracxenta <
cucTema ynpaenenns sepcuamin ans Python nowowso Node s, SCHHXPCHHOR CPeAs! BLTOAHEHNR

Cosgarue npunowesnd WPF, Windows Forms u Cospaeaiite cospementsie npuaaxenvs C++ a8

HCONGH i ¢ 2, Visual.. Windows ¢ HCROABIOBAMMEN AKOBRIX YACEHBIX...

b

Bl CMOMETE COBMBEATS NPUAOKEHNA RIS YHABEPCARLHON...

Pacnonoxesune
C:AProgram Files (x86)\Microsoft Visual Studic\2019\C ity W

15 Ewnyoxa Visual Studio. B xone ycranosis Visual Studio Bu TaIOKE MOMETE CX34BTS ADYTOE O6wumit HeoGxoauMbIA ObTen:
), KBK YXa33HO & pasaene BMK ALY AN B
muuerzinn. NDOACAKER, Bbl NPUHIMIETE YCADBHR STHX AMUEHIWA. YCTaHOBMTL NPK CKAYHBAHMM ¥ YcraHosute

Bl MPAHMAETE YCROBMA AMUErDuit AR
30

5. Cpeu MHOECTBa KOMIIOHEHTOB Haiiaute “Pa3padorka urp ¢ nomoriipio Unity”:

Windows (3)

= i NET * i Ha Co o e A ann
l—.J Cosgaume ﬂpm‘@«em'\; WPF, Windows Forms v |-..:-] Cosaasaiite coepemenmsie npuacxein C++ aaa MW nsargopus Windows

KEHIAMA C UCNON! rem C2, Visual. Windows ¢ ucnonesosanitem aroboix yaobHbix.. Bl cMOXETE COAAEATL MPUNCHKEHIMA ANR YHUBEDCAABHOM.

TIPUAOKEHMA 1 HTPBI ANA MOBHALHLIX YCTRORCTE (4)

PaspaGorka MoBMALHbIX NpunOXenHil Ha .NET PaspaBoTka urp ¢ nomolib+o Unity *EI PaspaGoria MOBHALHLIX NPUACKEHWIE Ha A3bike C++
S A — 5 Unity, wowsod kpacc-nasTospusssoal cpaze Cosaazaite pocc-mAaTEOpUEHssE npUASENIE A1 105
Android aie Windows ka s3sixe Xamarin, paspabiorcs, Moo CO3ARBaTS Mrpst & dopuate 2D u 3D Android v Windows ua a3sixe Ce =

F+=  Paspaborka nrp Ha aseike C++
Bee BozmonwHOCTH C++ ARR CO3RIHMR EBICOKOKASCTHBIX UTP

wa naargope DirectX, Unreal nan Cocos2d

6. INocne BEIOOpa HEOOXOAMMOro KOMITOHEHTA HaxkMuTte “YcraHoBuTh . CKauMBaHUE U yCTa-
HOBKa 3aliMET OIPEe/IEIEHHOE BPeMsl, KOTOPOE 3aBUCHUT OT ITPOM3BOIUTEIbHOCTH BAILIEr0 KOMITBIOTEPA
u ckopocTu MHTepHeT-coeilMHeHu .

7. Iocrne 3aBepinieHNst yCTAHOBKH, BOZMOXHO, IOTpeOyeTcs repe3arpy3Kka KoMIblotepa (B 3TOM
Clly4ae PeKOMEHIYeTCsl COITIACUTBCA Ha CTOJIb 3aMAHUYMBOE MIPEJIOKEHHUE U IIepe3arpy3uThes).

8. INocne mepesarpy3ku 3amycture Visual Studio. ITpu mepBom 3amycke cpema pa3padoOTKu
NIPEVIOKUT BaM BBITTOHUTH BXO] TTOJ] CBOEH YUETHOH 3aIiChio (CM. PUCYHOK HIKE CJIeBa) U BHIOpaTh
BU/J] TEMBI (CM. PUCYHOK HMKE CIIPaBa):
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Visual Studio

Welcome!
Connect to all your developer services.

Sign in to start using your Azure credits, publish code to a private Git
repository, sync your settings, and unlock the IDE.

Learn more

| Signin |

No account? Create one

Not now, maybe later

Visual Studio

Start with a familiar environment

Development Settings: | General

Choose your color theme

@ Blue Blue (Extra Contrast)

b Visual Studio Q) Visual Studio
‘ - ‘ L
Light
b Visual Studio
-

You can always change these settings later.

Start Visual Studio

9. YkazaHHbIE B IPEIbIIYIIEM ITyHKTE JeHCTBHS HEOOXOAMMO CIENaTh TOJBKO OIMH pas3, Jajiee
cpena pa3paboTKu Oy/IeT 3amycKaThesl 6€3 KaKUX-TMOO0 JIOTIOHUTENBHBIX BCIUIBIBAIOIIMX OKOH.

10. Ha stom ycraHoBky Visual Studio MO)kHO cunTaTh 3akoHYeHHOH. Ecim cpena pa3paboTku
OTKPBITA, TO BB MOKETE €€ IPOCTO 3aKPhITh. B nanbHelieM Mbl OyieM OTKpBIBaTh MPOEKTHI HATIPSI-
myto u3 Unity u ucronb3oBath cpey paspadotku Visual Studio mist paGoThl ¢ KOIOM.

11. YcranoButh Visual Studio moxkno Takxke u3 Unity Hub. UtoObl 310 cnenath BhIOepuTe
BrJanKy Installs — Add (MoxeTe mpoyCTUTh STOT U CIISAYIOIIME [[Ba IIara, €cii cpefia pa3padoTKu

yXke OblIa yCTAaHOBJICHA):

[ N
& unity
@  Projects Installs
®  Learn g
&% Community
2020.3.14f1 s ®
‘

Unity Hub 2.4.5

LOCATE

<

2019.419f1 us @
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12. B nosiBuBIIEMCS] OKHE CHaJasIa rpejyiaractcsi BeIoparh HyxHYI0 Bepcuto Unity (okHO Add
Unity Version), a ecu HaxkaTh KHOIKY Next, To npu niepexoje Ha BTopyio crpanuily (Add modules
to your install) MoxxHO BeIOpaTh ycTaHoBKY Visual Studio:

Add Unity Version

o Select a version of Unity o Add modules to your install

Add modules to Unity 2020.3.15f2 : total space available 434 GB - total space required 8.9 GB
Dev tools Download Size Install Size
[J Microsoft isual Studio Community 2015 1.4GB 1.36B
Platforms

> D Android Build Support 261.6 MB 1.1GB

[ ios Build support 369.1 MB 16GB
[ tvos Build support 366.0 MB 16GB
[] Linux Build Support (IL2CPP) 103.2 MB 4331 MB
M1 Linuy Ruild Qonnart (Mana) 107 A MR AR A MR

CANCEL BACK

13. TocraBbre ranouky HanpotuB Microsoft Visual Studio Community 2019. Dta onuus
nocrynHa Kak s i0S, tak u s Windows. O6parite BHUMaHUe, €CJIM y Bac ykKe YCTaHOBJIEHA
Visual Studio, oHa He Oymer oTOoOpakaThCs B KauyecTBE OMNIMU C JOTOJTHUTETbHON YCTAaHOBKOIA.
Haxwmure Done, HauHeTCs] CKaUMBAHUE U YCTAHOBKA B aBTOMATUYECKOM PEKUME CPeJlbl pa3paboTKu
Visual Studio. Dto nporpammHoe oOecriedeHre Bbl OyAeTe UCIIOIb30BaTh JJIs1 peJaKTHPOBAHUS KOIA.
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1.3 IIporpamma “Hello World”’ u npuniiunsr padoTsl B Unity

HpOBCpI/ITb KOPPEKTHOCTDb pa6OTbI BCEX YCTAHOBJICHHLIX ITPOTrPAMMHBIX ITAKETOB MOKHO, HAITH-
caB TpoCTeliyio mporpamMmy. [1o Tpaauiuy NPUHATO CO3[aBaTh MPOrpaMMy, KOTOpasi BBIBOIAWT
coo6menre Hello World. B Hatrem nipuvepe Mbl He TIPOCTO BBIBEIEM COOOIIEHHE, HO U HAYIUMCS

B3aUMOJICTICTBOBATh C 00beKTaMu B cpenie Unity.

1. Ytobsl co3nmarh nepsbiil mpoekT Ha Unity, oTkpoiite Unity Hub u nepeiinnte Bo BKIaaKy

Project. Haxxmurte New 4TOOBI IIEpeiTH B OKHO CO3[JaHMsI HOBOTO MPOEKTA!

®  Learn

2% Community

Installs

1]

Unity Hub 2.4.5

Projects

Project Name

DragonPicker

3.1411

AR-VR

/Users/den1sov/GameDev_fromBond/AR-..

Unity Version: 2019.4.19f1

4.19f1

02_CubeSpawner
s sl s

en1sov/DragenPicker/DragonPic...

ameDev_fromBond/Sin-...

Unity Version

2020.3.14f1

2019.4.19f1

2019.4.19f1

2019.4.19f1

2010 4 101

Target Platform

Current platform

Current platform

Current platform

Current platform

Currant nlatfarm

LastModified 1 O

3 days ago

3 months ago

3 months ago

4 months ago

A mnanthe ann

2. B nosiBuBIIIeMCsl HOBOM OKHe BBIOepHTE THI TpoekTa — 3D, maiite uMsi HOBOMY IPOEKTY,
Haripumep 01_HelloWorld. ITposepbTe myTh K narnke, B KOTOpoi OyeT co3/1aH POEKT (31eCh CKopee
Ba)KHO, YTOOBI BbI OCO3HAHHO YKAa3aJIM MarKy JUIsl POeKTa ¥ He TIOTepsUTH ero B AajbHeiem). [locrne

storo Haxxmurte Create:

24



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

o0ve Create a new project with Unity 2020.3.141

Templates saflings

Project Name *
01_HelloWorld

Location *

/Users/den1sov/HelloWorld .ee

O HE wi

CANCEL CREATE

3. TIpoekt Oyner co3maH ¥ OTKpHIT B HOBoM OkHe Unity. Ha pucyHke HMXe MOKa3aHO, Kak
BBIIJIS/IUT 3arlyIlieHHast cpesia pa3padotku Unity, B JaHHBI MOMEHT BaM MOXET MOKA3aThCsl, YTO OHA
COZIEPKUT JOBOJILHO OOJIBINOE KOMMYECTBO PA3HOOOPA3HBIX M HEMTOHATHBIX OKOH, HO B JIa/IbHEHIIIEM
MbI pazOepemMcsi B TOM, KaK OHU YCTPOEHBI U 32 YTO OTBEYAIOT OT/IE/IbHbBIE JIEMEHThI CPeJibl pa3pa-
OOTKH:

H 01_HelloWorld - SampleScene - PC, Mac & Linux Standalone - Unity 2020.3.14f1 Personal <DX11> - O *
File Edit Assets GameObject Component Window Help

View in Manager

4. Bo3MosxHO TipH repBoM 3arrycke Unity MosiBUTCS cOOOIIEHNE 0 HeOOXOAUMOCTH OOHOBHUTD
BcrpoeHHbldn Visual Studio Editor no mocienned Bepcur (COOOIIEHHE C JKEITHIM BOCKJIUIIATE -
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HBIM 3HAKOM BHM3Y cpefibl pa3padoTku). B atom ciydae nepeiinure Bo Bkaagky Window — Package
Manager, BeiOepute Visual Studio Editor u Haxxmute Update:

File Edit

5. Cozpaaum HOBbIM C# Script-haiin ¢ mpocToil KOMaHIOW, KOTOpasi BHIBOAUT COOOIIEHUE
“Hello World”. [1ns storo Ha naHenu Project neperigure B nanky Assets, B JAHHbIA MOMEHT B HeW
HaXOJIUTCS TOJIBKO OJIHA MalKa C Ha3BaHUEM Scenes:

[a Assets
B Scenes
Bm Packages

6. KiiukHrTe mpaBoii KHONKOW MBIIIM BHYTPU TAnKu Assets W BHIOEpUTe M3 KOHTEKCTHOTO
meHIo Create — C# Script, Kak MoKa3aHO HUXeE:
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2D
Shader
Show in Explorer Testing
Open Playables
Delete Assembly Definition
Rename Assembly Definition Reference

Copy Path Alt+ Ctrl+C TextMeshPro

Open Scene Additive Scene

Scene Template

View in Package Manager

Scene Template From Scene

Import New Asset... Prefab

lport Feckoge Prefab Variant
Export Package...

Find References In Scene bt L
Select Dependencies Material
Refresh Ctrl+R benstidie

Reimport Render Texture

Lightmap Parameters
Reimport Al Lighting Settings
Extract From Prefab Custom Render Texture

Run API Updater... Anirmator Controller

Update UXML Schema Animation

Animator Override Controller
0 C# Project
e TR Avatar Mask

Properties... B
R Timeline

7. HazoBute co3nannblil ckpunt-dail HelloWorld. Copepxumoe nanku Assets 1ocse 3Toro
JOJDKHO BBIIVISAETH TaK, KaK NMOKA3aHO HA PUCYHKE HUXKE:

-]
B Packages

8. Otkporite aitn HelloWorld.cs, kiukHYB 1o HeMy aBaxAbl. daiin aBTOMaTUUECKUA OTKPO-
ercs B Visual Studio Community 2019. Conepxumoe (aityia 1 BUJ cpefibl pa3padOTKK MOKa3aHbl Ha
PUCYHKE HIKE:
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< > HelloWorld.cs o
No selection

1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class HelloWorld : MonoBehaviour
6 {
7 // Start is called before the first frame update
8 void Start()
9 %

10

11 3

12

13 // Update is called once per frame

14 void Update()

15 {

16

17 }

18 }

19

9. B nayipHeiieM Mbl OyaeM MPUBOIUTH MPOTPAMMHBIA KOJI U B BHJIE CKPUHIIIOTOB, U B BUJIE
nvcTrHTa (TekctoM). Ero Oynet ymoOHee 4uTaTh, a B CIyvae UCIOIb30BAHUS SJICKTPOHHOW BEpCHU
W3JaHUS — KOITMPOBAaTh W BCTaBJISITh YacTU KOJa B CBOW MPOEKT. B nanbHelimeM Mbl pazdepeMcs ¢
KaKJIOW CTPOKOM IIPUBEIEHHOTO BHIIIIE IPOrpaMMHOro kona. [loka b oOpaTute BHUMaHUE HA TO,
YTO BHYTPH Kojia cofep:xutcs aa meroaa: void Start() u void Update().

— void Start() — 910 MeTo[, KOTOPBI 3arycKaercsi mpu crapre urpbl B Unity. DTO 3HAUUT, 4TO
KOMaH/Ibl, HalTMCaHHbIe BHYTPH (PUTYPHBIX CKOOOK TOr0 METO/Ia, OTPA0OTAIOT OJIMH pa3 IPH 3aITycKe
crersl B Unity.

— void Update () — 310 MeTO, KOTOPBIN 3aIyCKAETCs KaK/Ablid Kaap Ha cueHe. [Ipyrumu cio-
Bamu, B Meton Update() ciemyeT mucaTh TOT (DyHKIIMOHAJ, KOTOPBIA TpeOyeT perysspHOro 0OHOB-
JIEHUsI B TIPOIIECCE UTPHI.

10. DoGaBbTe CTpOKY Koma, KoTtopasi OyaeT BIBOAUTH cooOrienue «Hello World!11!». s
9TOro BHYTPb (pUrypHBIX CKOOOK MeTona void Start(), Kak IMOKa3aHO B JIMCTUHTE HUKe (JIMCTUHT IPH-
BOIUTCS TIEJTUKOM), HY’KHO HaIllUCcaTh KOMaHy print:

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class HelloWorld : MonoBehaviour

{
void Start ()
{
print ("Hello World!11!");

}

void Update()

{

}
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}
// End Code

Jlucmune oyoaupyemcest Hudice 8 8ude ckpuruwoma uz MS Visual Studio .

< 2 HelloWorld.cs

4 HelloWorld » (@) Start()
1 using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4

5 public class HelloWorld : MonoBehaviour
6 {

7 // Start is called before the first frame update
8 void Start()

9 {

10 print("Hello World!11!");

11 3

12

13 // Update is called once per frame
14 void Update()

15 {

16

17 ;

18 b

19

11. Cxpurnir-chaiin ¢ HazBanuem HelloWorld.cs Hanvcan. OHako, 4TtoObl OH HavYal paboTarh,
HaM CJIeIyeT ero MoJIKJIIOUNTh K OJHOMY U3 UTPOBBIX 00BEKTOB BHYTpH crieHsl Unity. [laBaiite co3aa-
UM TakoW OOBEKT, HalpuMep, MPOCTEHIINI KyO.

12. Ytob6sl cozaarh urpoBoit 00bekT “Ky0”, Ha BepxHel maHeu ObICTPOro JOCTYIa B Cpele
Unity BeiGepute GameObject — 3D Object — Cube:
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H 01_HelloWorld - SampleScene - PC, Mac & Linux Standalone - Unity 2020.3.14f1 Personal <DX11=

File Edit Assets GameObject Component Window Help

‘= Hierarchy

+ - o 5 fer

Bl 01 HelloWorld
File Edit Asset

. Mac & Linux Standalone - Unity 2020.3.14f1 Personal <DX11>

omponent  Window  Help

reate Ernpty Ctrl+ Shift+ N
Create Empty Child Alt+Shift+N
Create Empty Parent Ctrl+Shift+G
30 Object *
Effects > Sphere
Light b Capsule
Audio » Cylinder
Video * Plane
ul > Cuad

13. Takum 0Opa3om, Ha ClieHe TTOSIBUTCS HOBBIN UTPOBON OOBEKT:

ﬂ 01_HelloWorld - SampleScene - PC, Mac & Linux Standalone - Unity 2020.3.14f1 Personal® <DX11>
File Edit Assets GameObject Component Window Help

I Project B Console

14. Yro6s! moakmounts ckpunt HelloWorld.cs k 00bekTy Cube, MOXHO IIPOCTO TMepeTaluTh
(3a’KaB JIEBYIO KHOITKY MBIIIIN) CKpUNT-(aiil Ha KyO.
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" Unity File Edit Assets GameObject Component Window Help
) @
< (O @ & ¥ [privot RLocal

‘= Hierarchy o i # Scene e@Game @ AssetStore
+v o Shaded v 20 @ & v HOEH v
&) SampleScene* :
£ Main Camera
&0 Directional Light
&0 Cube

e Project 8 Console
=+~
* Favorites Assets
O, All Materials
Q, All Models

Q, All Prefabs .

&% Assets
e Scenes HelloWorld Scenes
m Packages

15. Tenieps, ecnu BeIEUTH 00beKT Cube, KIIMKHYB 110 HEMY JIEBON KHOITKOH MBIIIIN, TO MOXKHO
yBUZIETh, YTO B MPABOM 4YacTH cpelbl pa3padorku (okHO Inspector) Kk KyOy moakmouwmics aiii
HelloWorld.cs (Script-aitn):
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Account ¥ |layers v Layout

© Inspector

@ v Cube

Tag Untagged Layer Default

v

Transform

Cube (Mesh Filter)
Mesh Renderer
Box Collider

Hello World (Script)

"' Default-Material (Material)

Add Component

16. Tertepb, MOKHO 3aITyCTUTB CLIEHY U TIPOBEPUTH ee padoTy. [IJIs 9TOro HyKHO HaKaTh KHOIIKY
Run B BepxHeli IIEHTPaJIbHOW YaCTH Cpe/Ibl pa3padOTKH.

Apivot RLocal

= Hierarchy i #i Scene a® Game =] t Store
+v « Shaded v 20 @ * v »0 &) v ¥ m~ Gizmos v
<« SampleScene* H
@ Main Camera
@ Directional Light
& Cube

17. Tocne 3TOTO CIieHa 3ammycTriach. Ha Hell cTaTUIHO BUCUT KYO M KaKeTcsl, YTO HUYEro He
MTPOUCXOIUT, HO eCi repeiTh B okHO Console (B HMXKHEH 4acTH cpelpl pa3padOTKH), TO MOXKHO
3aMETHTh, YTO TIPU CTapTe OBLUIO OTIIPABJIEHO COOOIIEHUE B YarT:
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archy

& SampleScene*
< Main Camera

s Project B Console

r : Error Pat Editor =

[18:13:13] Hello World!11!
UnityEngine.MonoBehaviour:print (

Bmecto (pyHkmmu print, MOkHO ucnonb3oBath (pyHkuMio Debug.log(), kotopas sBiseTcs
yactelo aBukKa Unity. Ommuune dpynkumu Debug.Log() or ¢pyHkumu print() 3aKiro4aercs B TOM,
410 print() He MO3BOJSAET YBHAETh KaKyl-IMOO MH(pOpMaimio, mocie cOopku mpoekT. To ecth
print() BBIBOAUT MH(OPMAIIMIO TOJIBKO B KOHCOJb cpebl pa3padorku Unity, Toraa Kak (GyHKIUs
Debug.Log() BeIBOIUT cOoOOIeHNEe B CreIMaIbHbINA (paiil B Marke MpoeKTa MpH 3aiycKe rOTOBOM
UTPbl, COOEPKMMOE KOTOPOro MOTOM MOXHO IpocMoTpeTh. Ilo cytu oOe 3TH (pyHKUMM AENaioT
OJIHO U TOXe, HO PEKOMEHIYIOT MCob30BaTh MeHHO Debug.Log(). B kauecTBe skcrniepumeHTa Bbl
Mozkerte 3aMmeHUTh (pyHkmio print(“Hello World™) B tuctunre Boiiie Ha pyHkumio Debug.Log(“Hello
World”).

OOGBIYHBIM COOOIIIEHNEM B OKHE KOHCOJIM CJIOKHO YIUBUTh, OCOOEHHO €CIIU Pedb UIIET O pa3pa-
6ot1ke urpsl. [Tostomy naBaiite 1o0aBuM ellle HeMHOTO (PyHKLME 11 HarsaHocTu. Criestyet otme-
THUTh, YTO MHOTHE MOMEHTBHI, CBSI3aHHBIE C pa3padoTKoi Urpel, Ha cedst 6eper Unity 6e3 HeoOxoau-
MOCTH HAIMCaHMsI KaKoro-1moo (pyHKIMoHaa. MHorma 1axke o4eHb CIOKHBIN (DyHKIIMOHAN B UTpe
MOXHO peasm30BaTh MPOCTO HACTPOWKaMM BHYTpH cpenpl pazpadotku Unity. [TponemoHcTprpyem
3TO Ha [pUMepe HUKE.

18. Caenaem tak, 4ytoObl cozaanHbiii 3D oobekT Cube mpu 3amycke crieHsl agan BHU3. st
aToro BhiieuTe 00beKT Cube (KJIMK JIeBOM KHOIKOM MbIH B okHe Hierarchy), mociie atoro B mpaBoii
YacTH cpefibl pa3padOTKM CTaHEeT aKTMBHO OKHO Inspector:
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ﬂ 01_HelloWorld - SampleScene - PC, Mac & Linux Standalone - Unity 2020.3.14f1 Personal <DX11>

File Edit Assets GameObject Component Window Help

Cube (Mesh Filter)

E‘—_:! + Mesh Renderer

Materials

Lighting

19. Conepxanme okHa Inspector 3aBUCHT OT THIIa BHIOpaHHOTO 0ObeKTa. B HeM conepikarcs
CBOWCTBA O0BEKTA, €ro mapaMeTpsl, MOAKTI0UYaeMble Script-haiibl u T. 1. HakmuTte B HYKHEW YacTu
okHa Inspector knonky Add Component:

v Hello World (Script)

Add Component

20. [Moce 3Toro NOsIBUTCS CIUCOK C TIepeYHEM KOMIIOHEHTOB, KOTOPBIE MOTYT OBITh MOJIKJIIO-
4eHbl K BeiOpanHOMY 00bekTy Cube. Haiiaure ¢ momomipio morcka kommnoneHT Rigidbody u kimk-
HHTE 110 HEMY JIEBOI KHOITKO¥M MBIIIIM TaK, YTOOBI OH I00aBUJICS B OKHO Inspector.
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Search
"_p' nuqmmd,f

L |
aody 20

Hr_:ri.-i:'_:llf_al Layout Group

Hello World (Script)

Rigidbody
MEass
Drag
Angular D
Use Gravity
Is Kinematic
Interpolate MNone
Collision Detection Dizcrete
Constraints

21. Rigidbody — 310 MexaHMUYeCKOe CBOWCTBO OOBEKTa, OIpedesieHHOe B Oa30BOM JBHIKKE
Unity. [Ipyrumu cioBaMu, ecid Ha3HAYUTh 3TOT KOMIIOHEHT OOBEKTY, TO OH HaYHET BeCcTH ceOs B
COOTBETCTBUU C MEXaHUKOW aOCOIIOTHO TBEPIOTro Tesa. 3amyCcTUTe ClieHy elnle pa3 (HaxMuTe Run) u
yOenutech, 9To Ternepb 00beKT Cube HauMHAeT MaJaTh BHU3.

22. Co3naaum errie ouH 00BEeKT — IIocKocTh (Plane), kotopas Oyaer orpaHMYMBaTh MacHNE
KyOa 3a mpejieNibl Ha4aJ bHOM CIeHBI. [IJ1 3TOro BBITIOJIHUTE JCUCTBHS, KOTOPHIC YKE BBITIOTHSITUCH
nipu co3aanuu oobekra Cube, — B BepxHel yacti MeHio BeiOepute GameObject — 3D Object — Plane:
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&  Unity File Edit Assets GameObject Component Window Help

Q CTeat'e Empty «[}s;gN - 01_HelloW0rld - PC,
: Create Empty Child 4N >
*
@famf)_le‘ci‘ig_n,em Create Empty Parent 3G
ain Camera :
rectional Light > | Cube
€ Effects > | Sphere
Light > | Capsule
Audio > Cylinder
ul > | Quad
Camera
. Text - TextMeshPro
Im Project
e cn = Center On Children
Clear v Co | Editor = Ragdoll...
Q A1 BN \\ake Parent
aviour:print (ol Terrain
Clear Parent

23. TMocne co3manus TUIOCKOCTH TIEPEMECTHM €€ HEMHOTO HUXe YpoBHsS oObekta Cube. s
aToro BhiemTe 00beKT Plane B okHe Hierarchy (KK JieBoi KHOITKOW MBIIIK) U B OKHe Inspector B
BEpXHeW 4acTU yCTaHOBUTE 3HaueHUs HarpoTuB cBoiicTBa Transform — Position [X:0, Y: -3, Z:0]:

& Account ¥  Layers v Layout
© Inspector
v Plane

Untagged
Transform
Position

Rotation

Plane (Mesh Filter)

24. 3amyctuTe cleny eile pa3. Ternepb 00bekT kyo (Cube) magaer Ha ruiockocTs (Plane) mpu
cTapTe CLIEHBI.

25. Tenepp 100aBUM HEMHOTO MHTEPAKTUBHOCTU. OTKpOiTE CKpUNT-(paiii, KOTOPBIA Mbl
cozaamu panee ¢ uMeHeM HelloWorld.cs 1 Hanmimte Tyna HeOOMbIION (PyHKIIMOHAI, KOTOPBIN OyieT
YHUUTOXaTh 00beKT Cube Mpu HaxaTuM KJIaBUIIM Mpolel. B mporpaMMHOM Kojie HUXE MOKa3aHo
conepxumoe (paina HelloWorld.cs, a kupHbIM 1Ipr¢TOM B KOMMEHTAPUSX MTOKa3aHbl HOBBIE CTPOKU
KO/, KOTOPbIE HY)KHO BBECTH JOMOJHUTEIBHO:

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class HelloWorld : MonoBehaviour
}
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public GameObject obj;
void Start ()

{
print ("Hello World!11!");
}
void Update ()
{
if (Input.GetKeyUp (KeyCode.Space))
{
Destroy (obj) ;
}
}
}
// End Code

Jlucmune oyoaupyemcst Hudice 8 8ude ckpuruoma uz MS Visual Studio.

< > HelloWorld.cs o

& Helloworld » [ Update()
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

{
(public GameObject obj ;) 1

1
2
3
4
5 public class HelloWorld : MonoBehaviour
6
7
8
9

void Start()
10 {
i | print("Hello World!11!");
12 }

14 void Update()
15 {
16 if (Input.GetKeyUp(KeyCode.Space))

17 {
18 Destroy(obj); 2
19 }

B suctuHr 6b1M 100ABIIEHBI CIEAYIOIIE CTPOKHU KOJia:

— cozzaercsi nepeMeHHas kjacca GameObject ¢ UMeHeM Obj, B KOTOPYIO MOXKHO OyJeT nome-
CTUTh OOBEKT (KaK 9TO caenarh OyaeT nokaszano aaiee). Kinacc GameObject — 9TO BCTpOEHHBIN KJlacc
Unity, B JaJbHENIIEM Mbl IO3HAKOMHUMCS C MHOKECTBOM BCTPOEHHBIX KJIACCOB U MX METOOB;

— co3paercsa ycioBue if, kotopoe yHuutoxkaer oOwekT (Destroy(obj)) mpu HakaTtum Kia-
Buim Space. [Ipu atom ucnonssyercst Merop Input.GetKeyUp, KOTOpblii cpadaTbIBaeT, 1mocjie Toro
KaK WUI'POK OTIYCTWJ KiaBuily. Takxke ectp noxoxuid merop Input.GeyKeyDown, kotopslii cpa-
OaThIBaeT cpasy MpU HakaTWM KJIaBUIIM. B KauecTBe sKcnepyMeHTa MOXeTe MU3MEHHMTh METO[ Ha
Inputy.GetKeyDown.

26. Bepuurech B cpeny pa3zpadorku Unity u cHOBa BeiOepute 00bekT Cube. oOpatute BHUMA-

HUeE, 4TO Terneps B okHe Inspector BHyTpu ckpunt-gaitia HelloWorld.cs nosiBuiace HoBast nepeMeH-
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Hast Obj. CTOUT OTMETHTB, YTO ecii Obl Mbl CO3JAJIM IPUBATHYIO (private) mepeMeHHyI0 00beKTa, TO
B MHCIIEKTOPE MbI OBl €€ He YBU/Ie M (TPUBATHYIO IIEPEeMEHHYI0 MOKHO YBHUJIETb, €CITU CBEPXY CTPOKU
public GameObject obj nob6asurts [Serialize.Field]):

El ~ Hello World (Script)

MNaone (Game Object)

Rigidbody

27. HoBas nepeMeHHas NosiBUIach OJ1arogaps TeM caMbIM CTPOKaM KOJa, KOTOpble Mbl 100a-
BUJIM BbILLIE. Tenepb, ecy KJIMKHYTh Ha 3HaYO0K “MuIIeHn” psaaoM ¢ Haanucbio None (Game Object)
TO MOXHO BBIOpaTh JOOOW U3 CYIIECTBYIOIMX Ha CLieHe 0OBEKTOB, KOTOPbIN OyAeT yaalsAThCs MpH
HakaThy KJ1aBuiny npoden. Hanpumep, Beioepute oobekT Cube:

'::_| =

+ Hello World (Script)

s  Rigidbody

Mass

28. Teneps 3amycTuTe CLIEHY M IPOBEPBTE, YTO OHA padOTaET CIIELYIOIUM 00pa3oM:

— B okuo Console BeiBogutcs coodwmenne “Hello World!11!™

— Ky6 (Cube) HaunHaeT najarb;

— Ky6 nagaer Ha mockocts Plane u ocranaBimBaercs;

— [Ipu HaxxaTum Ha KiaBuiIy poden oobekT Cube ynansercs.

29. B kavectBe 3KcnepuMeHTa 3ameHnTe oobekT Cube Ha rtockocts Plane BHyTpu ckpumnra
Hello World (Script) B okne Inspector:

oize

Bl ~ Hello World (Script)

O Plane

A  Rigidbody
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30. ITpoBeprTe, Kak Terepb OTpadaThBAET CIICHA MOCe 3amycKa. YTo MPOMCXOAUT MPH HakKa-
THM Ha KJIaBUIIM “Tipoden”? Tenepb, Mpu HaXKaTUW KJIABHIIH, CO CIIEHBI JOJDKHA YAAISATHCS TUIOC-
kocThb Plane.
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BuiBoabI

[Nocne 3aBepiieHus1 BCeX MyHKTOB PEKOMEHIYETCS] BEPHYThCS B HAYaJlo pasfiesia U emle pas
BHUMAaTEIbHO MTPOCMOTPETD BCIO TIOCIIEA0BATENBHOCTD AeicTBHA. [TorpodyiiTe caMoCcTOsTeIbHO BHE-
CTU MOAM(UKAIIK B HEKOTOPBIE MYHKTHI Ha CBOHM BBIOOP. Tak Bbl cMOXkeTe Oosiee AETabHO pa3o-
OpaThbCsl B YCTPOMCTBE B3aMMOCBSI3el MEXKIy OOBEKTaMH, CKpUNT-(hailylaMi ¥ HEKOTOPHIMU SJIEMEH-
tamu uHTepdeiica Unity. Huxke npuBeneH HEKOTOPbIN CIIMCOK BO3MOKHBIX U3MEHEHUI B IPOEKTE
Unity, KOTOpBIi BBl MOXETe BHECTH, OITUPASCh HA Te MHCTPYKIIMHU, KOTOPbIe ObUIM TOMYYEHBI B STOM
paznene:

— Cpenaiite Tak, utoosl B Console BeiBogmIIoch coodienue “Goodbye World”.

— Jlo6aBbTe Ha crieHy OoJbllle 0OBbEKTOB MPOU3BOJILHON (DOPMBI, U3MEHHTE UX pa3Mmep, MOJo-
KEHUE U OPUEHTAIIUIO.

— Mogudunupyiite cKpunT-aiin Takum 06pa3om, 4ToObl pa3Hble OOBEKTHl MOIJIM OBITH ya-
JIHBI CO CLIEHbI TPY HAKATUH Pa3HBIX KJIABUII HA KJIABUATYpe.

— Iepenecure crpoky koma print("Hello World!11!"); n3 dpurypHbsix ckoOok mertoma Start()
B (urypusie ckoOku merox Update(), u npoBepbTe padoTy crieHbl. YTo M3MEHWIOCh B BHIBOJE B
KoMaH 1Ho# cTpoke Console?
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Yactsp 2. Co31aHue UrpoBoro nNpoToTuna

BBeaenue

Cozpanve reimiuiess (MTpOBOTO MpPOLECCa) HA3bIBAIOT WIPOBbIM Au3aiHOM (aHr1. Game
Design). O0bYHO Miepet HadaaoM pa3pabOTKH CIIeAyeT ONPEASIUTHCS C OCHOBHBIMH TPEOOBAHUSMH,
npexbsBIsieMbIMU K Urpe. Ecii roBoputs 60siee 00001IeHHO, TO B CIIMCKE TPEOOBAHUIA, C KOTOPHIMU
CJEIyeT ONpeleUThCs MIPU Havasle pa3padOTKH, MOXKHO BBIIEIUTh CIEAYIOLIME:

— riatopma, 1ot KOTopylio ocyuiectsisercs padpadorka (Windows, WebGL, Android /10S),

— 9KpaH: pa3pelieHre 1 OpUeHTalus,

— JUIMTENBHOCTh UTPOBOM CECCUH,

— cucteMa yrpasJieHus,

— OJTHOMOJIb30BATEJIbCKAS UM MHOTOIOJIb30BATE/IbCKAs UI'pa,

CUCTEMa MOHETH3aLUH MTPUTIOKEHHS.

Llenp Hamero npakTMKyMa Mo pa3padoTKe 3aKJII0YaeTcsl B TOM, YTOOBI CIIeIaTh UTPY U OIyOu-
KOBaTh €€ Ha OJJHOM M3 OHJIafH-pecypcoB (mogpodHee 00 3tom cM. Yacts 7). [Toatomy, Hama urpa
JOJKHA OyZIeT YJOBJIETBOPATH CIAESAYIONIMM TPEOOBAHMSIM:

— riarpopma: WebGL,

— 9KpaH: JaHmadTHasa opueHTauus, paspemieHue He MeHee 1280x1024,

— JIUTEJIBHOCTb UTPOBOM CECCUM: 3—5 MUHYT,

— cUCTeMa YIpaBJIeHUS: JIETKOe YIpaBJeHUe ITPY MOMOILLIM MBIIIU U KJIABUATYPBbl,

— OJTHOMOJIb30BATEJIbCKAS UTPa,

— cUCTeMa MOHETU3alMK He NTPelyCMOTpeHa.

B urpe “Dragon Picker” nieHTpaibHbIM OObEKTOM B Urpe OyaeT SIBISTbCS APAKOH, KOTOPBIN
NepHOJUUYECKH POHSIET JpaKoHbe ANI0. VIrpoBoii nporecc Oy/eT 3aK/Io4aTbCsi B TOM, YTOObI JIOBUTh
JIeTAIMe BHI3 00BEKTHL. B Urpy MOryT ObITh 100aBJIEHBI Pa3HblE BUIBI OOBEKTOB, OIHU U3 KOTOPBIX
MOTYT 100aBJSTh OYKHM B UTPE, KU3HH, TMOO OTHUMATH MX. 11 Hac BakHO OyneT 700aBUTh OUH
BUJI OOBEKTOB (HAIIPUMEp, JPAKOHbE SIAII0), @ pa3HbIe BUJIBI APYTHX OOBEKTOB BBl CMOXKETE T00ABUThH
CaMOCTOSITEJILHO IO aHAJIOTUU.

YacTo U1 HOHMMAaHMSI KOHIENIIMK UTPBL, []a ¥ IPOCTO IJIs1 TOTO YTOOBI Tepenarh arMocdepy,
TIOJIE3HO C/IeNIaTh HAOPOCKH B BUJIE CKeTYel. BBIMOMTHUTD HAOPOCKM MOKHO KaK C PUMEHEHHEM Tpo-
(beccHOHANIBHBIX CPEJICTB PUCOBAHMS/TIPOTOTUIMPOBAHHMS, TaK U ITPOCTO Ha JucTe Oymaru. B mobom
Clly4yae paHO WJIM IO3]IHO MPHUJIETCs MOKa3aTb UIpy BCEMY MUpY (HallpuMmep, BbUIOKUB Ha google
play, app store uiaM simmer.io) ¥ JOBOJBHO IOJIE€3HO UMETh B 9TOM ClIy4ae KOHTEHT ISl BU3yallb-
HOro ohopMJIeHUsI CTPAHULIbl C UTPol. JJOBOJIBHO MHOTO N300pakeHUI U BUIEOMATEPUAIOB MOKHO
HaWTH B OTKPBITOM JOCTYIIE AJIs1 OECIUIATHOIO KOMMEPUYECKOro UCTOb30BaHus. VX BIOIHE MOKET
OBITH JOCTATOYHO JJIS1 TOTO, YTOOBI BJOXHOBUTHCS, MJIM MCIIOIb30BaTh HA IEPBOM 3Tarie 4ToObI Iiepe-
JaTh KOHIEMIMIO co3/1aBaeMoi Urpbl. Hiske n3oOpaxken npumep ckerda juis urpel “Dragon Picker”
C caita pixabay.com:
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BaxHO OTMETHUTD, YTO UTPOBOM AM3alH UMEET Majloe OTHOILIEHHE K IpauyeckoMy An3aiiHy,
KapTUHKA MpUBE/IEHHAs BbIIIE MPU3BaHA JIMIIb MepeaaTh o0yl aTMocdepy CO3JaBaeMOi UIpHIL.
[Tpu cozganmu Urpbl IMEHHO TEKCTYPbI M BU3YyaJIbHOE O(hOpMIIEHHE MO3BOJISIIOT OMUCATh OOIIYI0 KOH-
LEMNIHIo UrpoBoro npoiecca. C urpoii 6ynetT MHTepecHee B3auMOJENCTBOBATh, KOT/Ia OHA MIPE/ICTaB-
JIeHa He TOJIbKO B BU/Ie KYOMKOB U OJIOKOB. 111 0popMIIeHH S UTPbl UCTIONB3YIOTCSI TEKCTYPBI, A B3au-
MOJIEHCTBUE C OOBbEKTAMHU OITUCHIBAETCS TAKUMHU CBoMCTBaMu (kommoHeHTamu B Unity), kak Collider
u RigidBody. ITonpoGHee 00 9TUX KOMIIOHEHTAX Bbl y3HAETE B CJAEAYIOIIMX IJIaBaXx.
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2.1 Co31anne mpoeKTa v NepBOM CIeHbI

[NocnenoBateTbHOCTD CO3/1aHMSI IPOEKTA U CIIEHBI BHYTPH CPelibl pa3paOOTKU MPAKTUYECKH He

OTJIMYAETCS U1l Pa3IMYHBIX ONEPALIMOHHBIX CUCTEM.
1. 3anyctute Unity Hub, KoTOpBIil ObUT CKa4aH U YCTAHOBJIEH B MPEAbIAYILEH TJIaBe;

2. Cozpnaiite HOBBIY IIPOEKT, AJis 3Toro BHyTpu Unity Hub Haxkmure New;

— V_|act ecpen 4 minutec ann = =
Unity Hub 2.4.5
& oo
Projects ADD NEW v
Project Name Unity Version Target Platform Last Modified O\

3. Beibepure Bun npoekta Templates — 3D, B mosie Project Name maiite uMst IpoeKTy, Harpu-
mep DragonPicker, B mone Location ykaxkurte ImyTh K Harnke ¢ npoekToMm. HanomuuMm, 4to mpoekt
MOXET HaXOUThCS B JTIIOOOM MecTe Ha BallleM KOMIbIoTepe, (IJIaBHOE, YTOOBI BBl CMOIJIM €10 HalTh

Mo3X%e):

Create a new project with Unity 2020.3.14f1
Settings
Project Name *

DragonPicker

Location *

/Users/den1sov/DragonPicker

N | L -l

CANCEL CREATE

4. Haxxmute kHomky Create. [Tocie atoro otkpoetcs cpena pazpadotku Unity. MoxeT motpe-
O0BaTbCs1 HEKOTOPOE BPEMS, 3TO 3aBUCUT OT IMTPOM3BOAUTENIHLHOCTH BAIllero KOMITboTepa. Bua cpebl

pa3pabOTKH MOclie cTapTa N300pakeH Ha PUCYHKE HIKE:
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5. B neBo#i HIKHEH YacTH cpesibl pa3padOTKM BHYTPH MaHeau Project HaXomauTest CTpyKTypa
npoekTa. BHyTpy nanku Assets XpaHATCs UCXOAHBIE (pailiibl MpoeKTa. B JaHHBI MOMEHT TaM CyILe-
CTBYeT Narke Scenes, B KOTOPOil HAXOQUTCH IJIaBHAs cleHa ¢ MMeHeM SampleScene:

e Project B Console
+ v
% Favorites Assets > Scenes
O, All Materials
O, All Models
O, All Prefabs

@@ Assets
B8 Scenes
e Packages
SampleScene

€ Assets/Scenes/SampleScene.unity

6. BHyTpH CIIeH MOTYT CYIIIECTBOBATh OT/EJbHBIE OOBEKTHI U MEPCOHAKH, C KOTOPBIMH TTPO-
UCXOISAT pa3jiMuHble AEUCTBUs BO BpeMs Urpbl. CoxpaHHUTe CIIEHY, a TaKKe JaBaiiTe nepeuMeHyeM
[JIABHYIO CIIEHY. DTO MOXHO CIeJIaTh TAKKe, KaK ¥ B OOJIBIITMHCTBE OMEPAIIOHHBIX CUCTEM TP B3a-
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uMofIecTBUM ¢ nankamu. Knukaute o SampleScene nmpaBoii KHOIKOW MBIIIY, BHIOEPUTE B BbIIIA-
JIawIeM MeHIo Save, a 3ateM Rename 1 Hanummte HoBoe uMs _(0Scene:

e Project B Console
+ v
% Favorites Assets > Scenes
O, All Materials
O, All Models
O, All Prefabs

[a@ Assets
BB Scenes
e Packages

& Assets/Scenes/_0Scene.unity

Tenepb B IpoeKTe CyLIECTBYeT ClieHa ¢ Ha3BaHueM _(Scene. BHyTpu crieHbl OymyT mpowc-
XOJIUTh OCHOBHBIE JICWCTBUS C CO3JaHHBIMUA MI'POBBIMU OObeKTamu. [To3ke Mbl JOOABUM U Apyrue
CILIEHBI, HATTPUMEP CLIEHY JIJIsl CTAPTOBOTO MEHIO M MEHIO C HACTPOMKAMU MPOEKTA.
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2.2 UMnopT UrpoBbIX MEPCOHAKEN

B kauecTBe OCHOBHOTO MCTOYHMKA BU3YaJIbHBIX MOJEJIEN U BU3YaJbHOrO O(OPMJICHUS IS
CBOHMX WI'p Ha MIEPBOM 3Tarie Bbl MOxeTe ucnonb3oBarh Unity Asset Store — 3To Mara3uH, B KOTOpOM
MOXHO MPUOOPECTH pa3inyHble pecypcesl (assets) st Unity. [[1st mpocToTh MOHUMAaHUS MBI OylieM
Ha3bIBaTh UX acceTaMu. B Asset Store MOXXHO HaWTH:

-3D monenu,

— 3ByKW/MY3bIKY,

— 9JIEMEHTHI MOJIb30BaTEIbCKOr0 UHTEpderica,

— IIeepbl/YacTHLIbI,

— HaOOpBHI CIPANTOB,

— TOTOBBIE CKpUIN-(hallyibl 1 MHOTOE JIPYToe.

OCHOBHBIM UCTOYHHMKOM IepcoHaxeil B Haiel urpe crader Evil Dragon Pack HP, kotopsiit
pacrnpocTpansieTcst OecriaTHo:

Evil Dragon Pack HP

@ Dungeon Mason *dkkk 5110 Reviews

FREE

@ 243 views in the past week

. -- I

s -
4 ‘ ’ o Ommageden
Y i % %k k% 6 months ago
// ‘ J P "‘ Amazing Asset, Works Well With URP

Slapped a toon shader on these bad boys, tweaked
the animations for my workflow and bam, a amazing
dragon. A tad low poly for my desktop game but you

M

License agreement Standard Unity Asset Store EULA

License type Extension Asset
! File size 111.6 MB

Hwxe OyneT nprBeneHa nmoapoOHas MOCIe0BATEIbHOCTD JEUCTBUS MO JOOABJIEHUIO acceTa B
Unity.

1. 3aiimuTe Ha caut assetstore.unity.com u Bouaute co ceoum Unity ID. g moGaBneHus
accerta MCToMb3yeTcs TMYHbINA KaOMHET nosb3oBatests ¢ TeM ke Unity ID, KoTopblii yKka3bIBasICs MpH
perucrpauuu 1 Bxoze B UnityHub (cm. nmyHkT 1.1).

2. Wcnonb3ysi CTpOKY MOMCKA B BEpXHel yactu caita, Haiiqute Evil Dragon Pack HP:
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6@ unityAssetStore  Assetsv Tools v Services v By Unity v Industries v

Q  Evil Dragon Pack HP

il Over 11,000 five-star assets @ Rated by 85,000+ customers & Supported by 100,000+ forum members.
1-1 of 1 results for Evil Dragon Pack HP Popularity 24 =] Refine by clear filters
Evil Dragon Pac.. Hide Purchased Assets
o ,
e All Categories -
3D
Pricing -

Free Assets

Unity Versions -

e Al

Unity 2020.x

3. OTKpoiiTe HalICHHBI acceT, Mepeisa Ha CIeAYIONIy0 CTPAaHHUILy B Opay3epe, U HaKMUTE
KHOTIKY “Add to My Assets”. [Tocie aToro accer Oyzet npuBsiza K Baniemy Unity ID:

+/ Added to My Assets

Open in Unity Got

Evil Dragon Pack HP

4. ITocse poOaBIeHUS aCCET-TIAK B CBOEM JINYHOM KaOMHETE, HAUTH T0OaBJIEHHBIA aCCET MOKHO
B MeHekepe nakeToB. OH HAXOAUTCS BHYTPH cpelibl pa3padoTku Unity, yCTaHOBJIEHHOM Ha BarlieM
nepcoHaIbHOM Komrblotepe. [[is atoro otkpoiite Unity, Ha BepxHell naHem Beioepute Window —
Package Manager:
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&  Unity File Edit Assets GameObject Component Window Help
) @ B Minimize %M
(O A I @ ¥ Hpivet Rlocal Zoom
= Hierarchy @ ¢ # Scene o®Game Bring All to Front
+v o Shaded v 20 . 5
<} _0Scene
2 Main Camera Layouts >
(0 Directional Light
Collaborate

Asset Store
Package Manager

Asset Management >

TextMeshPro >

5. Cpenu ycranoBieHHbIX naketoB Haiaute Evil Dragon Pack u ckauaiite ero, HaxaB KHOIKY
Download:

Package Manager

ager
3ts v Sort: Name & « Filters » Clear Filters g a
1.415m * 2
B ° Evil Dragon Pack HP
it: Firs r Unity
Bolt Kit: Platformer Tutorial Assets Version 1.2 - March 12, 2021
<it: Third Person for Unity . :
o) FEATURES

- SRP HD/URP 100% supported. You can auto-upgrade all materials
easily

Dream Forest Tree
Evil Dragon Pack HP

Images & Videos

Package Size Supported Unity Versions
Size: 111.57 MB (Number of files: 133) 2018.4.21 or higher

2 4
3
24
a4
om|
]
L
0 L
L
a4

Download

Q
«

6. [locne 3aBepieHus: ckaunBaHusi, BMecTo KHok Download nosiBiisiercsi kHonka Import,
HaxMute ee. [IosIBUTCS1 HOBOE OKHO CO CITUCKOM UMIIOPTUPYEMBbIX (haiisIoB, elle pa3 HakMuTe Import
YTOOBI UMIIOPTUPOBATH (ailiibl U3 acceTa B npoekT Unity.

48



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

2.3 lo6aBieHHe JpaKoOHA ¢ aHUMAaNuen

VIMnopTHpOBaHHBIN B MPOEKT aCCET-TIAK CONCPKUT HECKOJBbKO BUAOB JIPAKOHOB U OOJBIIIOE
KOJIMYECTBO aHUMAIIMH JUTsl KXJJOro U3 HUX. Bce oHM pa3OMTHI 10 MankaM ¥ CTPYKTYpHUpPOBaHbI TakK,
KaK MOKa3aHO HUXKE:

I Project B Console =]
+v Q o ¢ 210
* Favorites Assets > FourEvilDragonsHP
[eWANVEICHES
Q, All Models

O, All Prefabs
@@ Assets
[a@ FourEvilDragonsHP
Animators

s Animations
s Animators ons
B Materials
I Mesh
(& Prefab

m DragonNightmare

= DragonSoulEater

e DragonTerrorBringer

e DragonUsurper
i Scene Texture
I Texture

m Scenes
Im Packages

Materials Prefab Sc

2 Assets/FourEvilDragonsHP /Animators/TerrorbringerC TRL.controller

Harmra 3a1a9a 3akimio4gaeTcst B ToM, 4TOOBI BRIOpaTh HEKOTOpble 3D-Monesnu 1 aHuMaryu, KoTo-
pble MBI TUTAHUPYEM MCIIONIb30BaTh B IpoekTe. [lociie 3Toro HykHO nepeHecTr HeOOXOIUMBbIe (haiisTbl
B TIATKY C MTPOEKTOM U JOOABUTh Ha CIICHY.

1. B okHe Project otkpoiite nmanky ¢ npedadom apakona Green, myTb K manke: Assets — Prefab
— DragonTerrorBringer.

M Project & Console
+- Q
« Assets » FourEvilDragonsHP > Prefab > DragonTerrorBringer
@ Assets
(@@ FourEvilDragonsHP

(@ Animations
e DragonNightMare
e DragonSoulEater
e DragonTerrorBringer
B DragonUsurper

I Animators Purple

B Materials

e Mesh

[a® Prefab
e DragonNightmare
e DragonSoulEater
e DragonTerrorBringer
e DragonUsurper

e Scene

Im Texture

B Scenes

2. Co3paiite nyonukar apakoHa Green, AJisi 3TOro BhIOepHUTE €ro (KJIMKHYB JIEBOM KHOIMKOM
MBIIIY ) 1 HaxkMuTe KoMOuHanuo kiuasui Ctrl+D (v Command+D ais MacOS). ABroMaTruecku
Oyner cozaana npedad-konus ¢ umeHeM Green 1.

3. IleperamuTte npedad npakoHa ¢ umeHem Green 1 B manky Scene. [{7151 3TOro HaBeauTe Kyp-
cop MbIK Ha ApakoHa Green 1 U 3akaB JIeBYI0 KHOIIKY MBIIIH MEpeTAIUTE B MANKy Scenes:
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8 Console
qQ

% Favorites Assets » FourEvilDragonsHP > Prefab > DragonTerrorBr
O, All Materials

O, All Models
Q, All Prefabs

[& Assets
[aw FourEvilDragonsHP
m Animations
e Animators
e Materials
B Mesh
[am Prefab
e DragonNightmare
e DragonSoulEater
e DragonTerrorBringer
e DragonUsurper
e Scene
m Texture
Im Scenes
m Packages

Assets/FourEvilDragonsHP/Pref|
nger/Green 1.prefab

N§ Assets/FourEvilDragonsHP /Prefab/DragonTerrorBringer/

4. Takum oOpa3zom, B Marke Scenes Balllero MpoeKTa Tenepb JOKHO HAXOMUThCA Ba (paiina:
crieHa (_0OScene) u ipedad ¢ npakoHom Green 1. [lepeumenyiite apakona Green 1 B Enemy (amns
9TOro KJIMKHUTE JIEBOUM KHOITKOM MBI MO 0OBEKTY U HaskmuTe Rename). MbI caesanu 3To 1711 Toro,
9YTOOBI:

— npedad ¢ UTPOBBIM MEPCOHAKEM HAXOWJICS B OTAEIBHON MAanKe BHYTPH HAIIIETO MPOEKTa;

— 4T00BI HEe PadOTaTh C OPUTMHAIILHBIMU (DaiilaMu BHYTPH MMIIOPTHPOBAHHOTO acCeT-TaKa,
coziepkaniero 6oJbIIoe KOMMuecTBO (hailyioB, HE UCTIONB3YEMbIX B IIPOEKTE:

I Project B Console
+ v
w Favorites Assets > Scenes
O, All Materials
O, All Models
Q, All Prefabs

[aw Assets
Bm FourEvilDragonsHP
BB Scenes
e Packages _0OScene

N Assets/Scenes/Enemy.prefab

5. Tenepp nobaBum nepcoHaxa Enemy Ha urpoByio cueny. s storo neperamure npedad
Enemy B okHo Hierarchy:
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®
S O ETE ¥ IAPivot @Local
2@ !  # Scene a® Game @ Asset Store
Shaded il 22D

= Hierarchy = Animator
+v o
& _OScene*
9 Main Camera
P Directional Light
W9 Enemy

e w2 v B v

B Console

% Favorites Assets > Scenes
O, All Materials
O, All Models
O, All Prefabs

[aw Assets
Bm FourEvilDragonsHP
Bm Scenes

Im Packages

_0Scene

6. ITocie 3TOro UrpoBON NMEpPCOHAX aBTOMATUUYECKHU TOSIBUTCSL B OKHE Scene (B LEHTPaIbHOU

yacTu cpenpl pazpadorku Unity).
7. Kak ObUIO yKa3aHO paHee, KOOPAWHATHI T00ABISIeMbIX Ha CLIEHY OOBEKTOB OTOOPaXaIOTCH B

okHe Inspector. YToObl y3HATH KOOPAMHATHI JTOOABIEHHOTO MepcoHaxa Enemy, KIMKHHATE IO HEMY
B okHe Hierarchy, mocite atoro B okae Inspector oroOpasstes ero cBorictBa. Hac uaTepecyior napa-
MeTpbl KoMroneHTa Transform. YcranoBure ux 3HaYeHUS:

— Rotation: 0, 0, 0;

— Position: 0, 0, 0;

—Scale: 1, 1, 1.

Account ¥ Layers v lLayout

© Inspector

.” v Enemy
~ Tag Untagged ¥ Layer Default

Prefab Open Select Overrides

- Transform

Position
Rotation
Scale

™ v Animator
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8. Tenepp m00aBUM aHMMAIMIO UTPOBOMY TIepcoHaxy. B okHe Project, BHyTpu manku Scene
(Tam rae HaxoxuTtes npedad Enemy) KJIMKHUTE MPaBOi KHOMKOM MBIIIA U BHIOEPHUTE M3 KOHTEKCT-

Horo MeHIo Create — Animator Controller. laitte emy nms EnemyCTRL:

e Project B Console
+ v
* Favorites Assets > Scenes
O, All Materials
O, All Models
O, All Prefabs

[aw Assets
e FourEvilDragonsHP
lm Scenes
Im Packages _0OScene

EnemyCTRL

2 Assets/Scenes/EnemyCTRL.controller

9. KoHTposutep HykeH IJIsl TOro, YToOBl CTPOHTH “AepPeBO aHUMAIIUK, B KOTOPOM ONKCHIBA-
eTcsl TIOPSJIOK M YCJIOBU S 3aITyCKa aHUMAIIUU UTPOBOTO 0ObeKTa. KIIMKHUTE TBaX bl IO KOHTPOJUIEPY

EnemyCTRL 4TOOBI OTKPHITH €10:

# Scene  o®Game @ Asset Store > Animator
Layers Parameters &® Base Layer

+
Base Layer ol

Any State

3 { @ Inspector

Auto Live Link ﬁ Base Layer

10. OxHO Animator BHIIJISAUT IYCTHIM, TaK KaK OH ObUT TOJILKO YTO CO3/JIaH U B HETO He J00aB-
JIEHO HY OJIHOW aHMMaruu. [laBaiite qOOGABMM MOAXOAIIYI0 aHUMAIIUIO TAPEHUS IPAKOHA B BO3yXE,
JUISl 9TOTO Haiaute B ckayaHHOM Asset-nake aHumaimio Flyldle. Ona HaxonuTcs B marnke Assets —

FourEvilDragonHP — Animations — DragonTerrorBringer — Flyldle:
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I Project B Console

O, All Materials
O, All Models
O, All Prefabs

4 Assets

@@ Assets
(@@ FourEvilDragonsHP

(@ Animations
e DragonNightMare
e DragonSoulEater
e DragonTerrorBringer
e DragonUsurper

e Animators

B Materials

e Mesh

e Prefab

B Scene

im Texture

AttackWingClaw

©

FlyAttack

11. Cozpnaiite myomukar anumaru (Ctrl+D
CO3JAHHYIO KOITHIO B TMArKy Scenes:

I Project & Console

+ v
% Favorites
[OW\RVEIEHES
Q, All Models
O, All Prefabs

Assets > Scenes

[ Assets
e FourEvilDragonsHP
B Scenes

e Packages _OScene

FourEvilDragonsHP

>

Basic Attack

FlyForward

Q

Animations

>

DragonTerrorBringer

>

Defend Flame Attack

o (>

FlyGlide Flyldle GetHit

nwm Command+D s MacOS), nepemectute

Enemy EnemyCTRL Flyldle 1

Assets/Scenes/Flyldle 1.fbx

W@ Assets/Scenes/Flyldle 1.fbx

12. Teneps nepetamute anumMaruio Flyldle 1 u3 manku Scenes B okHO Animator. ABTOMAaTH-
yecku cosnaercs cBs3b Entry -> Fly Float, koTopasi roBOpUT KOHTPOJITIEPY O TOM, UYTO IOCJIE 3aImycKa
UI'pbI JOKHA 3ammycKarbes crangaptHasi anumauus Fly Float:
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> Animator 2
Auto Live Link

# Scene a® Game Asset Store

Layers Parameters

<&® Base Layer
+

Base Layer o

Any State

Fly Float

Scenes/EnemyCTRL.controller

13. Takum obOpa3oM, ObLIT CO37aJl KOHTPOJIEP, M B HEro 3arpykeHa CTaHAApTHas aHWMa-
s nosieta. OCTanoch JWIIb MOIKTIOUUTh KOHTPOJUIEP K UTPOBOMY TepcoHaxy. [Iiist aToro BbiOe-
pute nepcoHaka Enemy u B okHe Inspector HaiimuTe KOMIOHeHT Animator. B criucke HampoTus
nosist Controller Ha)XMUTe 3HAYOK MUIIIEHW W BBIOGPHUTE CO3JAHHBIN paHee KOHTPOJIEp ¢ UMEHEM
EnemyCTRL:

nspector

v  Enemy Static~

Tag Untagged ¥  Layer Default
Prefab Open Select Overrides

o Transform

Position

Rotation
Scale

»~ v Animator

Controller 2 EnemyCTRL
Avatar “&DragonTerrorBringerMeshAvatar

Apply Root Motion

Update Mode
Culling Mode

Clip Count: 1

Cu P
Curves Cou

Normal

Cull Update Transforms
Select RuntimeAnimatorController
a
Assets Scene

None
B e EnemyCTRL
%2 NightmareCTRL
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14.  Temeppb, ecaum  3amycTuTh  CIeHy, HaxaB  KHonky  Play  (crpenka

B IIEHTPAIbHOM BEpXHEH YacTH cpedbl pa3paboTKu
Unity), To MOKHO 3aMETHTh, YTO 3aITyCKAETCs] aHMMAlMs MapsIIero B Bo3ayxe ApakoHa. OmHako,
UrpoBasi Kamepa eie He ObUla HaCTPOEHa, MOITOMY PaKypC MOXET OKa3aThCsl HE OYEHb YAAUHbBIM.
Tem He MeHee, NEPEKJIOUMBIINCH B OKHO Scene Bbl CMOKETe YBUJIETh BCE OOBEKTHI, IIPHCYTCTBYIO-
IIME Ha CLCHE:

15. Tlo3gHee MBI HACTPOEM BHUJI KaMepbl M BHIOEpeM OoJiee yIauHOe paclosioKeHHe UTPOBOTO
nepconaxa Enemy. Haxmvure kHonky Play ere pas, 4ToObl BRITH 13 peXMMa POUTPHIBAHKS CLIEHBI
Y BEpHYTbCS K padote B cpene pazpadotku Unity.
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2.4 Co31aHne HIPOBOr0 00bEeKTa — IPAKOHbEro siina

B Unity BO3BMOXHO cO3/1aBaTh UTPOBbIe OOBEKTHI BCTPOCHHBIMU cpejicTBamMu. KoHewHo, Oe3
WCIIONIb30BaHUsI pa3pabOTaHHBIX B CTOPOHHUX MAKETaX UTPOBBIX OOBEKTOB HE OOOUTUCH, HO 3TO HE
Bcerya Heooxoaumo. OcoOeHHO, eclii peub UAET O MPOCTHIX MPUMUTHUBAX. B 9TOM MyHKTE HaIlero
PYKOBOJICTBA MbI CO3/Ia/INM UTPOBOI OOBEKT B BUJIE IPAKOHBETO SMIIA, IPH STOM OyJIeM HCIIOIb30BaTh
BCTPOEHHBIE BOBMOKHOCTHU Cpeibl pa3padotku Unity.

1. Co3paiite mabmoH Il JPakOHbETo siilia, BeIOpaB B MeHI0o GameObject — 3D Object —
Sphere. [lepenmenyiite 00bekT B DragonEgg. ITpoBepste, uto ero mapamerpsl Transform ykazaHsl
B CJIEJyIOIIEM BUJIE:

— Position: 0, 0, 0;

— Rotation: 0, 0, 0;

—Scale: 1, 1.5, 1.

2. Co3aaHHOE S0 AOJIKHO MOSIBUTHCS TIOJT IPAKOHOM, JI0OABJICHHBIM paHee:

@) I & ¥ Hpivot Qlocal

= Hierarchy 3 ¢ # Scene o Game @ Asset Store = Animator
+v o Shaded v 20 @ ) & v B0 fy v ¥ H~ Gizmos ¥
&} _0Scene* H
€9 Main Camera
€D Directional Light
89 Enemy
9 DragonEgg

3. Buytpu nanku Assets — Scenes co3aite MaTepyall, KJIMKHYB BHYTpY Scenes paBoy KHOII-
koW MbIM 1 BeiOpaB Create — Material. HazoBute coznannsliii Mmatepuan Mat_Egg:
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I Project B Console
+v
* Favorites Assets > Scenes
O, All Materials
O, All Models
O, All Prefabs

@@ Assets
i FourkvilDragonsHP
im Scenes
im Packages C e Enemy EnemyCTRL Flyldle 1 Mat_Egg

@ Assets/Scenes/Mat_Egg.mat

4. Knukuure no marepuany Mat_Egg, B okHe Inspector (cM. B IpaBoil yacTu cpepl pa3pa-
OOTKHM) TOSIBSTCSI CBOMCTBA MaTepHaa, JOCTYIHBIE Ui peJakTupoBaHus. Harpumep, KIMKHYB 1O
nomo Albedo MOXHO M3MEHUTh OCHOBHOM IIBET, TAKXKe MOXKETe HUCIIOIb30BaTh OeryHku Metallic u
Smoothness. MoxeTe MoKCIepuMEeHTHPOBATh U YCTAHOBUTS IIBET, KOTOPBIN BaM IMOKaKETCsT HanOo-
Jiee MoAXoAAImUM. B mo6oM citydae Bbl Bceryia CMOXeTe BEPHYThCS K 3TOMY MYHKTY U OTPEJaKTUPO-
BaTh CBOWCTBA MaTepuaa. B Halllem npumepe HACTPOMKHU L[BETa MaTeprasla MOKa3aHbl HUXKeE:

0 o Account ¥  Layers v Layout
© Inspector

S g

Shader Standard

Rendering Mode
Main Maps
@ Albedo
= Metallic
Smoothness
Source Metallic Alpha
@Normal Map
“Height Map

@Qcclusion

RGB 0-255+ @Detail Mask

Emission

R I 207 i
Tiling
G 236 Offset
B 243 Secondary Maps
A R - @Detail Albedo x2

Hexadecimal CFECF3 ormal Map

5. YToOBbI HAa3HAYMTH CO3JAHHBINA MaTepral 0ObEKTY, IPOCTO nepeTsiHuTe Matepuain Mat_Egg
(u3 mariku Assets — Scenes) Ha 00bekT DragonEgg (B okne Hierarchy). MbI 310 yXe HEOTHOKpaTHO
Jenay, Tak MaTepuai OyIeT Ha3HaueH co3/laHHOMY paHee 3D-00beKTy.
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pivot [RLocal

‘= Hierarchy i fit Scene s Game & A Store > Animator
+v o Shaded v 20 @ W & v $0 Y v ¥ m~v Gizmos v
& _0Scene* H
ain Camera
ctional Light
." Enemy
P DragonEgg

I Project B Console
+ -
* Favorites Assets > Scenes
All Materials
All Models
), All Prefabs

aw Assets
Bm FourEvilDragonsHP

Bm Scenes
m Packages ] Enemy EnemyCTRL

6. Bribepute oobexT DragonEgg B manenu Hierarchy, u B okte Inspector Haxxmurte kHonky Add
Component. OTKpoeTcst OKHO J100aBIeHIs] KOMIIOHEHTOB OOBEKTY. B MOsIBUBIIECS CTPOKE MOMCKA
Hanumre Rigidbody u kiukHuTe 1o HaiineHHOMy KomnoHeHTy Rigidbody B okHe noucka Search.

Material None (Physic Material)
Center X0 0
Radius 0.5

.’ Mat_E (Material)

Shader Standard a Rigidbody

Search
& Rigidbody
& Rigidbody 2D
New script

7. Tak Mbl 100aBWIN SIAIYYy CBOWCTBO TBEPAOTrO Tena. Tereph MpH BOCIIPOM3BEACHUH CIIEHBI
(naxaruu kHomkM Play) siinio DragonEgg Oyner magaTth BHU3, TOrga Kak aApakoH Enemy ocranercs
MapuTh B BO3/yXE U MaxaTb KPbUIbSIMHU.

8. Tak kak Ha 9KpaHe OyJeT MOsBIATHCS MHOXECTBO 00beKTOB DragonEgg, mozanee Ham rpu-
aercst paboTaTh ¢ MacCMBaMH 3TUX OOBEKTOB. Jisi MPOCTOTH AajbHEWIell paboThl MPUBSKEM K
DragonEgg criermanbabii Ter. 1 aroro Beidepute DragonEgg B okHe nepapxum (Hierarchy), nanee
HaxkmuTe 1o KHorke Tag B okHe Inspector u BeiOepute Add Tag...:
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& Account ¥  Layers Layout

© Inspector 2

@ v DragonEgg Static~

v

Tag | v Untagged Layer Default

1 Respawn
Finish
EditorOnly

MainCamera

Position
Rotation

Player

GameController

Mesh
Add Tag...

BY v MeshRenderer

9. Tlocne 3TOro OTKpOETCA TUCTIeTYep TEroB u cioeB. BHyTpu okHa Tags & Layers kKiMkHuTe
10 3HAYKy “+” ¥ 100aBbTe HOBBIN Ter ¢ MMeHeM DragonEgg. locie Toro kak Hammiere HOBOe MM,
HaXMUTE Save:

[ Account ¥  Layers v lLayout

@ Inspector
‘Q Tags & Layers

Tags
Listis Empty

New Tag Name DragonEgg|

Sorting Layers
Layers

Save

10. Tenepsp B none Tag (okHO Inspector) st o6bekra DragonEgg MoXkHO 3a/1aTh HOBBIN Ter
¢ umeneM DragonEgg:
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B Account ¥ Layers v  Layout

O Inspector 3

@ v DragonEgg Static~¥

v

Tag DragonkEgg Layer Default

I Transform

Position x40
Rotation X0
Scale X 1

Bl  Sphere (Mesh Filter)

11. Tak Kak U0 ApaKkoHA JOJKHO OyJIeT reHepupOBaThCs AaBTOMATUYECKH, TO €r0 HaXOXIe-
HUe Ha clieHe He Tpedyercs. B atom ciydae B Unity mpuHATO paboTaTh ¢ Tak Ha3bIBAeMbIMU Ipead-
amu. Unity prefab — 310 0cOOBIN THIT acCeTOB, MO3BOJIAIONIMIA XpaHUTh Bech GameObject co Bcemu
KOMITOHEHTAMH ¥ 3HAUEHUsIMU CBOUCTB. Panee Mbl yxke padoramu ¢ npedadom — nqpakoHom Enemy,
KOTOPBIT ObLT cKavaH u3 Asset Store. Terrepp naBaiite cozmaaum rpedad s DragonEgg, 4ToObI 31O
crenathb ipocto nepetarure 3D oObekT ¢ uMeHeM DragonEgg u3 okHa Hierarchy B okHoO Project:

€ (O P O & ¥ pivoet QRLocal
= Hierarchy O i # Scene @®Game @ Asset Store = An
+v o Shaded v 20 @ & v B
& _0Scene*
£ Main Camera
D Directional Light
& Enemy
&p DragonEgg

B Project 8 Console
+ v
% Favorites Assets > Scenes
Q, All Materials
O, All Models
O, All Prefabs

@@ Assets
B FourEvilDragonsHP
s Scenes
m Packages _0Scene DragonEgg Enemy
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12. Eciu Bee cpenano npaBuibHO, To DragonEgg B okHe Hierarchy momensier cBoii 1iBer.
[Mocre Toro kak mabIoH OyIeT co3/1aH, ero MOKHO ylaauTh U3 okHa Hierarchy (4 cooTBeTCTBEHHO
co cuennl). Yaanute DragonEgg u3 Hierarchy (on ocranercst B manke Assets — Scenes).
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2.5 Co31aHne HIPOBOro 00bEeKTa — YHEPreTHYECKOro IMHUTA

1. s cozpanust urpoBoro oobekta — EnergyShield, Beidepure B rimaBHoM Menio GameObject
— 3D Object — Sphere. Ilepeumenyiite o6bekT B EnergyShield. IIpoBepbTe, 4To €ro mapameTpbl
Transform ykasaHsl B clieyloIieM BUe:

— Position: 0, -6, 0];

— Rotation: 0, 0, 0;

— Scale: 3, 3, 3;

:0: & Account ¥ Layers v layout

© Inspector

’ .
.‘v v EnergyShield

Tag Untagged v Layer Default
Prefab Open Select Overrides
J.  Transform

Position
Rotation

Scale

Bl  Sphere (Mesh Filter)
B8 v MeshRenderer

@ . Sphere Collider

2. Insa oobekta EnergyShield co3naiite marepuan Mat_Shield. B cBoiicTBax MaTepuana ycra-
HoBuTe U1 Hero Rendering mode — Transparent, a mBeT, Ipo3pavyHOCTh KaK TIOKAa3aHO HA PUCYHKE

HUXKE:
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08 & Account ¥  Layers ¥ Layout

O Inspector

Mat_Shield (Material)
- Shader Standard

Rendering Mode Transparent
WETNET S

© Albedo 2
@ Metallic

Smoothness

Source Metallic Alpha

@Normal Map
@ Height Map
@ Qcclusion
etail Mask
Emission
RGB 0-255+ Tiling
&3 Offset

H s: Secondary Maps
I 99 @ Detail Albedo x2

. ’ @ Normal Map
o IR 57

Hexadecimal Mat_Shield

3. INeperamure matepuan Mat_Shield na o0bekT EnergyShield, kak 310 nenanu yxe paHee:
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= Hierarchy
+v o«
& _0Scene*
P Main Camera
D Directional Light
N# Enemy
0 EnergyShield

I Project B Console

+ v
% Favorites
O, All Materials
O, All Models
O, All Prefabs

@ Assets
e FourEvilDragonsHP
B Scenes

Im Packages

/]Pivot Q@Local

3 i  # Scene

Shaded

a® Game ﬁ Asset Store

> Animator
0 & v o m v

—"V

Assets > Scenes

_0Scene

Mat_Shield

DragonEgg Enemy

¥ W~ Gizmo

EnemyCTRL

4. lo6asbre B EnegryShield komnonent Rigidbody. BHyTpu KommnoHeHTa cHUMUTE (p1axkoK
Use Gravity (ripu BeikmoueHHoi Use Gravity oObeKT He Oyaer naaats). Tam xke ycraHoBUTe (hliakoK
Is Kinematic (JaHHBIA MTYHKT OTKJIIOYAeT (PU3UKY Ui OOBEKTa, OTKJIIOYAIOTCS CHJIbI, HE PabOTaIOT

CTOJIKHOBE€HU A O6’I>CKTOB, 9Ta MOJII/Iq)I/IKaI_lI/IH 00bEKTa HAM 6y,Z[CT I10JIE3HA naﬂee):
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@ . Sphere Collider

& Rigidbody
Mass
Drag
Angular Drag

Mat_Shield Use Gravity
Is Kinematic v
Interpolate None
Collision Detection Discrete
Constraints

Info
Mat_Shield (Material)

Shader Standard

Add Component

5. Coznaiite Prefab mis oowekta EnegryShield, neperanue ero u3 okna Hierarchy B Project:

/Pivot (R@Local

= Hierarch a3 !  ## Scene a® Game @ Asset Store * Animator
y
R Shaded U T P
& _0Scene
) Main Camera
£ Directional Light
a@ Enen

I Project B Console
+ v
% Favorites Assets > Scenes
O, All Materials
O, All Models
O, All Prefabs

@& Assets

i FourEviiDagens: e _0Scene DragonEgg Enemy EnemyCTRL EnergyShield
B Scenes

im Packages

6. CoxpaHute CIieHY, KJIMKHYB TIPaBO KHOITKOK MBIIIIH T10 CIICHe U BHIOpaB Save Scene.
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2.6 Hacrpoiika kaMepbl 1 HTPOBOH 00JIaCTH

Kak 1 MHOrMe Beumw B pa3pabOTKe UIp, TIOMCK ONTUMAJIbHBIX HACTPOEK KaMepbl — UTepaTHB-
HbIl ITpoLiecc. He oOsi3atesbHO ci1e1oBaTh BCEM yKa3aHUsM B PYKOBOJICTBE, Bbl BCETJa MOXKETE U3Me-
HUTh HACTPOMKHM KaMephl TAKUM 00pa3oM, YTOOBI MOTYyYUTh HAUOOJIee MOAXOAAIIME Ha Balll B3I/

HACTPONKH BUJIa UTPOBOM OOJIACTH.

1. Boibepurte o6bekT Main Camera B nepapxuu o0bekToB. Hactpoiite kommnonent Transform:

— Position: 0, 5, 10;
— Rotation: 20, — 180, 0;
—Scale: 1, 1, 0;

© Inspector

@ v Main Camera

v

Tag MainCamera

oS Transform

Position
Rotation
Scale

Bl v Camera

Account ¥  Layers

v

v Layer Default

Layout

=)

Static~

2. B uncniektope a5 komroneHTta Camera ycraHoBuTe B nojie Projection — Orthographic, B

noJie Size 3HaueHue 14:

B v Camera

Clear Flags
Background
Culling Mask

Projection

Size
Clipping Planes

Viewport Rect

Skybox

Everything

Orthographic
14

Near 0.3
Far 1000
X0

W 1
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3. Eme ofH BakHbIH (DAKTOp — COOTHOIIIEHHEe cTOpoH naHem Game. Beepxy nadesm otoOpa-
*kaercst 3HaueHe Free Aspect. Boibepute u3 crimcka 16:9 — ctaHImapTHOE COOTHOILIEHUE CTOPOH IS
OOJBIIIMHCTBA COBPEMEHHBIX SKPAHOB.

» 1l

a® Game W Asset Store
Display 1 ¥ 16:9 v Scale

High Score: Low Resolution Aspect Ratios
VSync (Game view only)

Free Aspect
D4

&s

317

16:10

16:9

Standalone (1024 x768)

)

4. Ipu 3amycke crieHsl (kHoMKa Play) Oyner noka3aH B OKHA UT'Pbl B COOTBETCTBUH C BEIOpaH-
HBIMHM HACTPOMKaMU KaMephl:
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Ha naHHbIii MOMEHT B OKHE JIOJKEH OBITh BUJICH JPAKOH, PACHOJIOKEHHBIN 0 LIEHTPY SKpaHa
TaKMM 00pa30M, YTOOBI pa3Max KpblUla HE BBIXOJIWII 32 BEPXHUE/HVKHUE U OOKOBBIC Kpasi 9KpaHa.
Take Ha ClieHe BUJIHA pacloJIOKEeHHas Mo UEHTPY cucTeMbl koopauHar cdepa EnergyShield. B cre-
AYIOIEM pa3jiesie Mbl IIPUCTYIUM K MPOrPpaMMHUPOBAHHIO UI'POBBIX OOBEKTOB U CIENIAeT TaK, YTOObI
CIIeHa OXWUJIa ¥ C Hell MOXKHO OBbLJIO B3aMMOJICHICTBOBATb.
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BuiBoabI

Takum 06pa3oM, BO BTOPOM YacTH MBI CO3/IAJIM 3aTOTOBKY JUIsl HAIIEro OYIyIero npoekra u
naxe J00aBUIIM MapsIIIero qpakoHa ¢ annMarmeit. Eciv y Bac OyeT sxesaHue pa3ooparbcsi B IPOEKTe
4yyTb OoJjiee IITyOOKO U TOMyYUTh K KOHITY NMPAKTUKYMa Urpy, KOTopas OyleT OTIM4arhcsi OT TOM,
PEKOMEH/1yeM BaM IOIpPOOOBATh CAMOCTOSITEIbHO BHECTH CIIEYIONTHE NU3MEHEHUsI B IIPOEKT:

— 3amenure npedad ¢ IpakKOHOM Ha JTOOOU JPyrol U3 CKAYaHHOTO acceT-TaKa.

— 3aMeHUTe aHUMALIMIO TTOJIeTa.

— MoskeTe Mo3KCIIepUMEHTHPOBATh CO 3HAUCHUSIMH scale B rpedade, 3TO MO3BOJIMT U3MEHUTh
pasmep UrpoBOro oObeKTa.
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Yacts 3. IIporpaMmmMupoBaHue HTPOBBLIX 00bEKTOB

BBeaenue

[Mpn HanmcaHuy crieHapueB Mbl Oy/ieM KCIIOJIb30BaTh IMOIIAroBOe J00aBJIEHUE CTPOK KOJa,
JaBasi ONMCAaHME KOMaHJl MO X0y J00aBleHHs] HOBOro (pyHKIMOHaNa B cKpunT-paiiiel. Kak yxe
OBUIO OTMEUEHO paHee, IHCTBHS UTPOBBIX OOBEKTOB OMMCHIBAIOTCS B TaK HAa3bIBAEMBIX Script-chaii-
nax. Dty dailibl conepxkar Ko Ha s3bike C# u umeror pacumpenue .cs. [Ipu atom ciegyer orme-
THTb, YTO NPEABAPUTEbHAS KOMITIIIAIMS (paitno He Tpedyercsi, Unity 6epeT Ty padboty Ha cedsi B
pexuMe peasbHOro BpeMeHH B Iporiecce paboThl B cpee pa3paboTKy.
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3.1 Ckpunr-gaina EnemyDragon

B nynkre 3.1 MbI co3naauM cKpunT-Qaii, KOTOpslil OyleT BBITIOIHSATD CAeAyoIue eHCTBUS:
— nepeMelIaTh UrpoBoOro NnepcoHaxa Enemy BieBo U BIpaBo;

— yepe3 CllyJaiHble MHTEPBaIbl BpEMEHH BEPOSTHOCTh M3MEHCHHUsI HAIIPABJICHUS BMKEHUS
Oy/ieT U3MEHSThCS;

— cOpaceiBath o (DragonEgg) yepes ciyuaiiHble MHTEPBAJIbl BPEMEHH.
1. Cozpnatite ciienapuii ¢ umeHeM EnemyDragon.cs B nanke Assets — Scenes. [171s1 9TOro KJiuk-

HUTE NIPABOY KHOITKOW MBIIIY BHYTPH COAEP;KMMOTO OKHA Scene M U3 BB JAI0NIero MEHIO BHIOepHTe
Create — C# Script, naiite ums ¢aitny EnemyDragon:

B Project
+ -

% Favorites Assets > Scenes

vilDragonsHP ; 1

im Packages EnemyDragon

Mat_Egg Mat_Shield

/EnemyDragon.cs

2. Otkpoiite cueHapuii EnemyDragon.cs, KIMKHYB 10 HEMY /iBa pa3a ((aiia aBTOMaTUYECKU
OTKpoeTcs B cpefie paspadotku Microsoft Visual Studio) u BBenuTe clienyommii Kou:

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class EnemyDragon : MonoBehaviour

{
[Header ("Set in Inspector")]
public GameObject dragonkEggPrefab;
public float speed = 1f;
public float timeBetweenkEggDrops = 1f;
public float leftRightDistance = 10f;
public float chanceDirections = 0.1f;
void Start ()
{
3
void Update ()
{
3

3

// End Code

Jlucmune oyoaupyemcest nudice 6 sude ckpurnutoma uz MS Visual Studio.
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< 2> EnemyDragon.cs o]
No selection

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

{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;

il
2
3
4
5 public class EnemyDragon : MonoBehaviour
6
5
8
9 public float speed = 1f;

10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 10f;
12 public float chanceDirections = 0.1f;
13

14 void Start()

15 )

16 }

17

18 void Update()

19 {

20 }

21 }

22

B nuctuHre Mbl 1OOaBUIM CIIEAYIONIME CTPOKU KOAA:

— ¢ nomotpio komanasl [Header("Set in Inspector")] coznanuszaronoBok B okHe Inspector;

— public GameObject dragonEggPrefab coznaer npedad ans apakonsero siitia DragonEgg;

— co3JaHHas nepeMeHHas1 speed ompeensieT CKOpoCThb ABMxkeHus1 oobekta DragonEgg;

—nepemeHHas timeBetweenEggDrops onpeznensier ckopocTs reneparyu 00bekToB DragonEgg;

— nepeMeHHas leftRightDistance onpenesnsieT paccTosiHue OT Kpasi 9KpaHa, Ha KOTOPOM MEHSI-
€TCsl HarpaBJieHNe ABUKEHUS APAKOHA;

— chanceDirections ornpezesnsieT BepoATHOCTb U3MEHEHU sl HAPABJICHU ST IBUKEHMUSI.

3. Iongktounte crieHapuil K urpoBoMy oobekty Enemy. Caenath 9TO MOXHO Tak ke, Kak U
paHee — neperackuBaHueM ckpurnta EnemyDragon.cs, Ha 00bekT Enemy:
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W "I" 55 @ T:.‘ ‘}/\ qmvot
= Hierarchy a
+- «

<« _OScene*

I Project & Console

+ -
% Favorites
[OW\IRVEICHETS
O, All Models
O, All Prefabs

Assets

(@ Assets
e FourEvilDragonsHP
Bm Scenes

Bm Packages

E?‘Local
# Scene
Shaded

Scenes

_OScene

a® Game @ Asset Store > Animator

v 20 @ W & v P fHy v b

B~ Gizmos ¥ «

Ly

DragonEgg Enemy EnemyCTRL EnemyDragon

4. Tenepsb, eciu BeIOpath 00beKT Enemy B okHe Hierarchy, To MOXHO yBUIIETh, UTO B MHCIIEK-
TOpe 00beKTa (B IPABOM YaCTH Cpe/ibl pa3pabOTKM) 100aBUJICS KOMIIOHEHT C COOTBETCTBYIOIIUM UMe-
Hem Enemy Dragon (Script). O6partuTte BHUMaHHe, YTO KOMIIOHEHT COAEPKUT MO, ST KOTOPBIX
MBI CO3/IaJIU MlepeMeHHbIe Ha si3bike C#. DTO 3HAUUT, UTO B JAJIbHEUIIIEM Mbl CMOKEM U3MEHSTh 3Ha-
YeHUsl MIePeMEHHBIX MPsSMO B ITUX MOJISAX, HAXOASICh B cpesie pa3padorku Unity O6e3 nuiiHero oopa-

HIEHUS K KOaLY:

EA v Enemy Dragon (Script)

Set in Inspector
Dragon Egg Prefab

Speed

Time Between Egg Drops

Left Right Distance
Chance Directions

None (Game Object)
1

1

10

0.1

Add Component

5. Baytpu ckpunr-daitna EnemyDragon.cs 1o6aBete B Meton Update cieayiomiye CTpOKU

KOZa, BBIACJICHHBIC ) KUPHBIM HIpI/I(l)TOMI

// Start Code

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

using UnityEngine;

public class EnemyDragon

: MonoBehaviour
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[Header ("Set in Inspector")]
public GameObject dragonEggPrefab;
public float speed = 1f;
public float timeBetweenEggDrops = 1f;
public float leftRightDistance = 10f;
public float chanceDirections = 0.1f;
void Start ()
{
}
void Update ()
{
Vector3 pos = transform.position; //1
pos.x += speed * Time.deltaTime; //2
transform.position = pos; //3
}
}
// End Code
Jlucmune oyoaupyemcest Hudsice 8 sude ckpuruioma uz MS Visual Studio.

< > EnemyDragon.cs o

No selection

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

{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;

1
2
3
4
5 public class EnemyDragon : MonoBehaviour
6
7
8
9 public float speed = 1f;

10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 10f;

12 public float chanceDirections = 0.1f;

13

14 void Start()

15 {

16 }

17

18 void Update()

19 {

20 Vector3 pos = transform.position; //1
21 pos.Xx += speed x Time.deltaTime; //2
22 transform.position = pos; //3

23 }

24 }

25

KaxnoMy 3akOMMEHTHPOBAHHOMY HOMEPY COOTBETCTBYET CJIEAYIOLLEE:
— Vector3 pos — 3T0 JIoKa/IbHasl IepeMeHHast 1Sl XpaHeHUsl TeKyuid nosuuuu (//1);
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— X YBeJIMYMBAETCs Ha MPOU3BEIEHUE CKOPOCTH M BpeMeHHOro mHtepBasia Time.deltaTime
(//2). D10 BCTpOCHHAS MepeMeHHasl, KoTopas OyJeT U3MEeHATh CBOe 3HAYCHUE MPHU PA3HOU YacToTe
KaapoB. Eciii roBOpuTh IPOCTHIMU CJI0BaMU, TO OHA OTBEYAET 32 TUIABHOCTb UrPhl IIpU pazHoM FPS;

— U3MEHEHMe 3HAYeHUs POS 3amuchiBaeTCss 00paTHoO B transform.position (//3).

6. Coxpanure cueHapuii 1 Haxmute Play B Unity. Tenepb npakoH (MrpoBoii o0ObekT Enemy)
JOJKeH MEIJICHHO HavaThb JIBUTAThCS M0 9KpaHy. MoKeTe caMOCTOSTEIbHO MOJ00paTh TAKOE 3Haue-
HUe ckopoctH Speed B okHe Inspector, KOTOpoe MoKaxeTcsi BaM Hanbosee MOIXOISIIM.

7. YtoOBbl IpakoH He yJeTal 3a Kpai sKkpaHa ciieayeT no0aButh B Meton Update cTpoku kKofa:

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class EnemyDragon : MonoBehaviour
{
[Header ("Set in Inspector")]
public GameObject dragonkEggPrefab;
public float speed = 1f;
public float timeBetweenEggDrops = 1f;
public float leftRightDistance = 10f;

public float chanceDirections = 0.1f;

void Start ()

{

}

void Update()

{
Vector3 pos = transform.position;
pos.x += speed * Time.deltaTime;
transform.position = pos;
if (pos.x < -leftRightDistance) //1
{

speed = Mathf.Abs (speed);
}
else if (pos.x > leftRightDistance) //2
{
speed = —Mathf.Abs (speed);

}

}

}
// End Code

Jlucmune oyonupyemcest Hudice 8 8ude ckpuruoma uz MS Visual Studio .
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< > EnemyDragon.cs

G EnemyDragon » No selection

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

{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;

1
2
3
4
5 public class EnemyDragon : MonoBehaviour
6
-
8
9 public float speed = 1f;

10 public float timeBetweenEggDrops = 1f;

11 public float leftRightDistance = 10f;

12 public float chanceDirections = 0.1f;

13

14 void Start()

15 3

16 }

17

18 void Update()

19 {

20 Vector3 pos = transform.position;

21 pos.x += speed * Time.deltaTime;

22 transform.position = pos;

23 r 2
24 if (pos.x < -leftRightDistance) //1

25 {

26 speed = Mathf.Abs(speed);

27 }

28 else if (pos.x > leftRightDistance) //2
29 {

30 speed = -Mathf.Abs(speed);

2. \} J
32 ¥

33 }

Kaxnomy 3akOMMEHTHPOBAHHOMY HOMEPY COOTBETCTBYET CJIEAYIOILEe:

— €CJIM 3HAYeHHUE pos.X OKa3aloch MeHbllle 3HaueHus leftRightDistance — nepemenHas speed
MMEET MOJIOKUTEIbHOE 3HauUeHue (qBuxkeHue Brpaso) (//1);

— MHaue eciiv 3HaYeHUe Pos.X oKazanoch Oombie 3HaueHus leftRightDistance — nepemenHoi
speed nprcBaMBaeTCs OTPULIATENILHOE 3HAUEHHUE (JIBUKEHUE BIIEBO) (//2).

8. Coxpanure cuenapuit EnemyDragon.cs B Unity u HaxxmvuTte Play. [IpoBepbTe KOppeKTHOCTD
JBVKEHUsI UTPOBOTo oObekTa Enemy, cornacHo HanmrcaHHOMY clieHapvio. Tenepb OH JOoIKeH MEHSITh
HarpaBJieHUe ABUKEHUS NIPU MPUOTMKEHUH K KPalo K paHa.

9. g noGaByieHUsI CTyYaililHOTO U3MEHEHHW sl HallpaBJIeHus epeMelleHNs JpakoHa, Co3IaiTe
nog merogoM Update() Hobild MeTon ¢ umeHeM FixedUpdate(). FixedUpdate Bei3biBaetTcst TouHo 50
pa3 B cekyHay U B oTimumne ot Update() He 3aBUCUT OT ObICTPOJEUCTBUSI KOMITBIOTEPA.

// Start Code

using System.Collections;

using System.Collections.Generic;
using UnityEngine;
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public class EnemyDragon : MonoBehaviour
{
[Header ("Set in Inspector")]
public GameObject dragonkEggPrefab;
public float speed = 1f;
public float timeBetweenEggDrops = 1f;
public float leftRightDistance = 10f;

public float chanceDirections = 0.1f;
void Start ()
{
}
void Update()
{
Vector3 pos = transform.position;
pos.x += speed * Time.deltaTime;
transform.position = pos;
if (pos.x < —-leftRightDistance)
{
speed = Mathf.Abs (speed);
}
else 1if (pos.x > leftRightDistance)
{
speed = —Mathf.Abs (speed);
}
}
private void FixedUpdate ()
{
if (Random.value < chanceDirections)
{
speed *= -1;
}
}
}
// End Code

Taxk kax aucmurz 00CMAmMoOuHO ONUHHDBLL, MO 0151 YOOOCMBA HA CKPUHULONE NPUBOOUMCSL MUUUb
€20 HUMCHSLSL UaCMb, BKAIOUASL Yoce cO30aHHblll panee memoo Update u Hoebiii memoo FixedUpdate.
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< » EnemyDragon.cs o}

{ EnemyDragon » No selection

17

18 void Update()

19 {

20 Vector3 pos = transform.position;

21 pos.x += speed * Time.deltaTime;

22 transform.position = pos;

23

24 if (pos.x < -leftRightDistance)

25 {

26 speed = Mathf.Abs(speed);

27 }

28 else if (pos.x > leftRightDistance)
29 {

30 speed = -Mathf.Abs(speed);

31 }

32 }

33 { N
34 private void FixedUpdate()

35 {

36 if (Random.value < chanceDirections)
37 {

38 speed *= -1;

39 }

40 }

a1} S g

10. TlonGepute 3HavyeHue mepemeHHOW chanceDirections TakuM 00pa3om, YTOOBI OOBEKT
Enemy cnyvaitHo MeHsUT HarpaBiieHre B cpeiHeM 1 pa3 B cekyHay. [lono6pars noaxopsinee 3Haue-
Hue nomoxket opmya: 50 Be3oBoB FixedUpdate B cekyHay * BEpOsATHOCTh = CpeIHee YUCIIO cpa-
OaTbiBaHMI B ceKyHy. HamroMHMM, 9TO IOMOMpaTh MOIXOISAIIHE 3HAYSHST MOKHO B OKHe Inspector
(cpa3y mocne coxpaHeHus1 cKpunTa). Hampumep, y Hac MOyqrinch Cleayolue 3HAaUeHHUsT:

m v Enemy Dragon (Script)

Set in Inspector
Dragon Egg Prefab % DragonEgg

Speed 4

Time Between Egg Drops 2
Left Right Distance il

0

Chance Directions

Add Component

11. 3anmycrure urpy, Haxas Run. [IpoBepbTe KOPpeKTHOCTb CpabaThIBAHKS BEPOSTHOCTH H3Me-
HeHUs HarpaB/ieHus JBuxkeHus Enemy.
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12. Tanee mbl peanusyeM cOpacbiBanre 00bekToB DragonEgg u3 npakona Enemy. [lis1 aToro
BbIOepUTE UrpoBON 00BEKT Enemy u B okHe Inspector Haiiaute mone st podGamieHus rnpedada
DragonEgg.prefab, u no6aBste B Hero npedad urpoBoro odbekta DragonEgg. 910 MOXHO crnenarhb
TaKke, KaK MbI 3TO JIeJIaJIi paHee — MepeTacCKuBaHUeM, JTMOO HaKaB MUILICHb U BHIOPATh HYXKHBIN U3
JOCTYIHBIX MpedadoB:

EA v Enemy Dragon (Script)

et in Ins

Add Component

EA v Enemy Dragon (Script)

Set in Inspector
Dragon Egg Prefab #¥ DragonEgg
Speed

3
Time Between Egg Drops 1
1

0
Chance Directions 0.01

Left Right Distance

Add Component

13. Tlocne Toro kak 0ObEKT MOIKIIIOYEH, T00aBUM HEOOXOIUMBIE CTPOKH KOJIa JIJIsl TeHepaluu
s6mok. JIyist 3TOro Ham moHagoouTcs co3aarh Meton DropEgg() m KoMaHIy BbI30Ba TOrO METO/A
BHYTpH Start(). Merox DropEgg Gyner co3maBarh 3K3eMIUISAp ApakoHbero siina DragonEgg B Touke
HaxoxJeHus npakoHa Enemy. 13 merona Start Oyaer 3amyckarbcsi TeHeparusi 0ObeKTa- |0 yepes
3aJJaHHOE KOJIMYECTBO CEKYH/I:

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class EnemyDragon : MonoBehaviour
{

[Header ("Set in Inspector")]
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public GameObject dragonkEggPrefab;

public float speed = 1f;

public float timeBetweenkEggDrops

public float leftRightDistance
public float chanceDirections
void Start ()

{
Invoke ("DropEgg", 2f); // 1
}
void DropEgg() // 2
{

= 1f;
10£f;
0.1f;

Vector3 myVector = new Vector3(0.0f, 5.0£f, 0.0f);

Instantiate<GameObject> (dragonEggPrefab) ;

GameObject egg =

egg.transform.position = transform.position + myVector;
Invoke ("DropEgg", timeBetweenEggDrops);

}

void Update()

{
Vector3 pos = transform.position;
pos.x += speed * Time.deltaTime;
transform.position = pos;
if (pos.x < —-leftRightDistance)
{

speed = Mathf.Abs (speed);
}
else if (pos.x > leftRightDistance)
{
speed = —Mathf.Abs (speed);

}

}

private void FixedUpdate ()

{
if (Random.value < chanceDirections)
{

speed *= -1;

}

}

}
// End Code

Ha CKpUHuiome aucCmuHea noKa3darvl nepeovle CMpOoKU, 6KA0UAOuUe Hoeoble KOMAaHObI 6HYympu

memodoe Start() u DropEgg().
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< > EnemyDragon.cs o
< EnemyDragon » [ Update()
1 using System.Collections;
using System.Collections.Generic;
using UnityEngine;

{
[Header("Set in Inspector")]

2

3

4

5 public class EnemyDragon : MonoBehaviour
6

7

8 public GameObject dragonEggPrefab;

9 public float speed = 1f;
10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 10f;
12 public float chanceDirections = 0.1f;
13
14 (void Start()
15 { 1
16 Invoke("DropEgg", 2f); // 1
17 }
X
18 -
19 void DropEgg() // 2
20 {
21 Vector3 myVector = new Vector3(0.0f, 5.0f, 0.0f);
22 GameObject egg = Instantiate< >(dragonEggPrefab); :2
23 egg.transform.position = transform.position + myVector;
24 Invoke("DropEgg", timeBetweenEggDrops);
25 k}
26
27 void Update()
28 {

— ¢ynkuus Invoke B MeToze Start() Bbllle BbI3bIBAET (PYHKIIMIO, 3a/IaHHYI0 KIMEHEM YEPE3 YKa-
3aHHOE YUCIIO0 ceKyHA. B naHHOM cityyae — Bbi3biBaercsl pyHkimss DropEgg(), ¢ mapamerpom 2f,
T.€. C OKU/IAaHUEM 2 CEeKYH[bI TIepe]l KakJbIM HOBBIM BBI30BOM. TakuM 00pa3oM, Mbl MOKEM yCTaHO-
BUTh HanOOJIee MOAXOASIIHE 3HAYEHHSI IS YaCTOThI TeHepalu 00bEKTOB. MOKeTe caMOCTOSITENIbHO
nono6paTh Harbosiee MOAXOAIee 3HAYCHNE.

— ¢ynkuusa DropEgg() co3naer sk3emiuisip GameObject ¢ umenem dragonEggPrefab u npu-
CBaMBaeT ero nepeMeHHou egg. Jlanee n3MeHsieTcsl MONoKeHNe egg, M (DyHKIHSI BbI3bIBAET caMy ceOst
CHOBA 4yepe3 UHTepBaJibl BpeMeHH, paBHble timeBetweenEggDrops.

14. Tenepb ecnu HaxxaTh KHONKY Play, To IBIIKyIMiics: IO SKpaHy JIpakoH OyaeT cOpachiBaTh
APpaKkoHbe SN0 Yepe3 paBHbIE UHTEPBAJIbl BPEMEHH.
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3.2 Ckpunr-gaina DragonEgg

B s1TOM pazpene Mbl onuiem paboty apakonbero siina. Co3paiite ciieHapuii DragonEgg.cs:

e Project 8 Console
+ -
% Favorites Assets > Scenes
O, All Materials

O, All Models
O, All Prefabs

(@@ Assets
e FourEvilDragonsHP

[a® PyroParticles
e Demo
[am Prefab
e Audio

Be Editor °
e Materials
e Models

Bm Prefab
Bm Script

Dragonkgg

EnergyShield Flyldle 1

Ilepen Tem Kak OTKpBITH (paida U NEpelTy K MPOrpaMMHUPOBAHUIO, JaBaliTe HECKOJIBKO U3Me-
HUM 0hOpMIIEHHE HAIlIeH ClieHbl. B 4acTHOCTH, T0OaBUM HECKOJIBKO UTPOBBIX OOBEKTOB U AJIEMEHTOB
BU3YaJILHOTO 0hopMIIeHHUsI. MBI cliesiaeM 3TO [UIst TOTO, YTOOBI HaM CTaJIo OoJiee HaryIsiiHO padoTarh,
K TOMY e B 9TOM pazjiesie Mbl J00aBuM criei¢eKThI, a paboTaTh ¢ HUMU KOHEYHO *ke 3(hPeKTHB-
Hel, KOI/la MOJKHO BU3YaJIbHO OIIEHHUTh UX PadoTy.

1. dononHutenbHble BU3yaibHble 3(P(EKThl Mbl BO3bMEM U3 y:ke 3HaKoMoro Asset Store. 3aii-
qUTe B assetstore.unity.com W KCHOJNB3Ysl CTPOKY moucka Haiaute Asset ¢ umeHem Fire & Spell
Effects. [lo6aBbTe ero B cBo¥ nmpoduiib U BEpHUTECH B cpey pa3zpadoTku Unity.
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Fire & Spell Effects

@ Digital Ruby (Jeff Johns...
*kkkk 575 Reviews

FREE

© 248 views in the past week

BT -

o yahyabarroh
% %k %k 4 months ago

Awesome asset

very useful and so handy thanks .
thank you for provide .

Read more reviews

@ License agreement Standard Unity Asset Store EULA

License type Extension Asset

0 e O -
Latest version 103

ne Latest release date Jul 28, 2018

2. B cpene pa3padorku Unity otkpoiite Window — Package Manager, B cnicke Package: My
Assets HaliauTe noOaBiIeHHBIN acceT ¢ umeHeM Fire & Spell Effects (eciiu BBl ero He BUIUTE BO3-
MOXHO TIOTpeOyeTcsi OOHOBUTH CITUCOK, HaskmuTe Refresh B Hiknelt yactn okHa Package Manager)
n Haxmute Download u nanee Import. OnvicanHasi TOCAEI0BATENBHOCTD ASHCTBUI N300pakeHa Ha

CKPHHILOTE HUXKE:

& Unity File Edit Assets

GameObject Component{ Window |Help b & C

SRLocal

# Scene SELEY  Bring All to Front i @ Inspect
Shaded B panels A & . Pa

= O

Collaborate

X

&= Package Manager

% Spell Effects

1.0.3 - July 28, 2018

Animation
Audio
Sequencing
Analysis

Al

Ul Toolkit

>
>
>
>
>
>
>
>

o2
W Project B C e Free 04
+ v Package Size Supported Unity Versions
* Favorites Ao Size: 26.5 MB (Number of files: 100) 5.6.5 or higher
O, All Ma
O, All L3 \ug 4, Import
O, All Prefal

3. Tocrne Toro kak UMNOPT OyZIEeT 3aBepliieH, B Marnke Assets MOSIBUTCS Manka ¢ HAOOPOM TeK-

cTyp U 3dPeKTOB:



. B. JlenucoB. «Pa3padotka urpst B Unity. C HysIs 1 10 pean3aium»

B Project 8 Console
+ -
w Favorites Assets > Scenes
Q, All Materials
O, All Models
O, All Prefabs

[aw Assets
E FauirFyvilDrannncHP

Be PyroParticles
mm Scenes _0Scene DragonEgg
e Packages

4. Nanee mbl 100aBUM TUTOCKOCTh Plane, kotopast Oyaer urpath posib MOBEPXHOCTH 3EMIIH.
Takske Mbl 0(pOPMUM €€ B BUJIE PACKAJIICHHOM JIaBhl, Ma/1ast Ha KOTOPYIO JPAKOHBU SIAIA OYIyT B3phI-
BaThcs. UTOOBI JOOABUTH TJIOCKOCTD Ha CIIEHY, B BepxHeM MeHIo Bbioepute Windows — GameObject

— Plane:

Unity File Edit Assets Game!

.
cee e T RN
o ) XN
‘= Hierarchy - T%G R i
+ v -8 oL i > Cube
& _0Scene* Effects Sphere
£ Main Camera L oht
&g Enemy y

(@ Directional Light Audio
&# EnergyShield Video

Capsule
CEIinder

5. Ilepeumenyiite 00bekT Plane B Ground. YcranoBute pa3smepsl o0bekTa Ground:
— Position: 0, -8, O;

— Rotation: 0, 0, 0;

—Scale: 5,5, 5;

v OV vV Vv

84



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

© Inspector

63] v Ground

- Tag Untagged Layer Default

s Transform

Position
Rotation

Bl  Plane (Mesh Filter)

6. MIamMennm BusyanbHoe opopmieHue anemenTa Ground. B okne Inspector (B mpaBoit yactu)
pasBepHuTe KoMIoHeHT Mesh Renderer (), HaxMuTe Ha “MUILEHD” 1 U3 OSBUBLLIETOCA MEHIO Select
Material Bei6epute marepuan FireParticleMeteorMaterial.

1
Select Material - Transform

a Position
Assets Scene
®) FireParticleFireballSheetMaterial
® FireParticleFlame3SheetMaterial -
® FireParticleFlameLickSheetMaterial
® FireParticleFlameSheetMaterial Mesh B Plane
® FireParticleGlowMaterial
® FireParticleMeteor2Material B3 v Mesh Renderer
\:1) FireParticleMeteor3Material Materials
) Fiza inl
® FireParticleMeteorMaterial Element 0 ® FireParticleMeteorMateria
& Firg i
®) FireParticleSingleMaterial
®) FireParticleSoftMaterial
®) FireParticleSparkMaterial Proiee
®) FireParticleSparkSheetMaterial Additional Settings
® GreenHP
® GreenHP B8 v Mesh Coliider

® GreenHP

Rotation

Scale

Plane (Mesh Filter)

Lighting

/ex

Trigger

rials/FireParticleMe .
ing Options Mixed...

| None (Physic Material)

7. B KauecTBe aJbTEPHATUBHOIO BapUaHTA HAJIOKEHUS TEKCTYpbl HAa OOBEKT, MOXKETE HAWTH
HYKHYIO TEKCTYpY B Iallke CKa4yaHHOTo acceT-Maka u neperauth FireParticleMeteorMaterial B mosnie
BbIOOpa MaTepuasia, HarpoTuB Haanucu Element 0, kak MOKa3aHO HA PUCYHKE HUXKE:
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h Renderer

b > Materials

Add Component

8. TekcTypbl M3 CKaYaHHOTO acceT-Naka MOXHO HCMOJIBb30BATh U AJis APYTUX OOBEKTOB.
Hanmpumep, BMeCTo CO3IaHHOTO BPYUYHYIO MaTepuasa IpakoHbero siiia Mat_Egg, MOXHO Takxke
UCTIONIb30BaTh TOTOBYIO TeKCTypy w3 Asset Store. [lns storo BwiObepute mpedad DragonEgg us
nanku Scene U BHYTpu KomnoHeHTa MeshRenderer BbiOepuTe MOAXOIAIIYIO TEKCTYpPY, HAlpuMep
FireParticleMeteor2Material:

B8 v MeshRenderer
Materials

®) FireParticlel

Lighting
Probes

ragonEgg

None

9. Tenepp MoXkeTe 3aIyCTUTD CIIEHY U POBEPUTH ee padoTy. Eciiu BbI BBITOTHUIN BCE TTYHKTHI
BBIITIE, TO CIIEHA JIOJIKHO BBHITJISICTh TaK, KAK N300PaKeHO HA PUCYHKE HUKE:
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10. Ortkpoiite crnenapuii  DragonEgg.cs, MOOKIIOYEHHBII K UTPOBOMY  OOBEKTY
DragonEgg.prefab. 9T10oT UrpoBoii 0ObeKT JApakoH cOpachiBaeT yepe3 paBHbIE BPEMEHHbIE MHTEp-
Basibl. B ckpurit-haii Mul 100aBUM ClieAyomui (PyHKITMOHAT:

— IIpu cronkHOBeHUU ¢ MIOCKOCThIO Ground MbI co3naauM 3¢ @eKT B3pbiBa siillia. A UMEHHO,
Oyner 3amyckarbest Particle System — 3T0 KOMIIOHEHT, KOTOPBI MOXET UMHTHUPOBATh I'€HEpaluio
YaCTHUI[ PA3HOTO BU/IA (UCTIONb3YETCsl IPU T0OABIEHUH B3PHIBOB, (PEKTOB JIpIMA, MOJIHHIA, TYMaHa
u T. 1.). B HameMm ciyvae mbl Oynem ucronb3oBath Particle System 11t uMuTanym B3pbiBa.

— I'enepupyembie 00bekThl DragonEgg Bce Bpemsi CyIIECTBYIOT Ha CLIEHE IOC/e CO3JaHUsI.
Co BpeMeHeM MX KOINYeCTBO OyJeT YBEJIMUMBAThCS, MOITOMY OyIeT MpaBUjibHEe YIaIATh OOBEKThI
DragonEgg noce Toro, Kak oHU OyIyT YXOAUTH 3a MPEIEIIbl CLICHBI.

11. Hactpoiiky BU3yajbHbIX 3(p(peKTOB Mbl MOKEM Pa3JeIUTh Ha JjBa dTara:

— HamucaHue Koja B ckpunt-gaiin B DragonEgg.cs;

— Hactporika cBoicTB Particle Syste, B okne Inspector anementa DragonEgg.prefab.

12. Ipuctynum K Hammcanuio koaa. s atoro godasbre B ckpunT-daitn DragonEgg.cs cie-
AyIOIUe CTPOKU KOJia:

// Start Code

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class DragonEgg : MonoBehaviour

{
public static float bottomY = -30f;
void Start/()
{
}
private void OnTriggerEnter (Collider other)
{

ParticleSystem ps = GetComponent<ParticleSystem> () ;
var em = ps.emission;
em.enabled = true;
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Renderer rend;

rend = GetComponent<Renderer> () ;
rend.enabled = false;
}
void Update()
{
if (transform.position.y < bottomY)
{
Destroy (this.gameObject);
}
}
}
// End Code

Kak u paree, CKpUHULont AuCmuHea NOKAMNCeM HUIICE.

< > EnemyDragon.cs O ' DragonEgg.cs o

No selection
1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class DragonEgg : MonoBehaviour
6 {
7 public static float bottomY = -30f;
8
9 void Start()
10 {
il | }
12
13 private void OnTriggerEnter(Collider other)
14 {
15 ParticleSystem ps = GetComponent<ParticleSystem>();
16 var em = ps.emission;
17 em.enabled = true;
18
19 Renderer rend;
20 rend = GetComponent<Renderer>();
21 rend.enabled = false;
22 }
23
24 void Update()
25 §
26 if (transform.position.y < bottomY)
27 {
28 Destroy(this.gameObject);
29 }
30 }
a1}

B ckpunrt aiine ocHOBHOE (PyHKIIMOHAIbHBIE OJIOKH BBITIOHSIOT CIEAYIOIINe IeHCTBUS:

— co3ziaeTcs nepeMeHHas bottomY, Kotopast Oy/ieT yKas3blBaTh, Ha KAKOM pacCTOSTHUM Y HYKHO
Oyner ynansath 00bekTsl DragonEgg.

— Ilo nazBanuio metona OnTriggerEnter (Collision Other) MOXHO MOHATh, YTO OH HAYUHAET
paboTy, Korjia MPOMCXOAUT MepeceueHre ¢ 00bEKTOM, KOTOphIN padoTaeT kak Trigger. B Hamem ciry-
Yae TaKUM OOBEKTOM-TPUITepOM OyIeT BhICTyNaTh Iiockocts Plane. ITpu cpabateiBanum Tpurrepa
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3aryckaercsi mpourpbiBanue Particle System (em.enabled = true), u sif110 CTAHOBUTCS HEBUIMMBIM
(rend.enabled = false).

— BHyrpu Mertoma Update mpoucxomuT — yHUUTOXeHWe o00bekTa  DragonEgg
(Destroy(this.gameObject)), ecu i1 magaeT Huxe ypoBHs - 10f. 1o mo3BosnseT n3dexarh HaKoII-
JIeHUsI HeHYKHBIX OOBEKTOB 32 Tpejie/laMy UTPOBOU CIICHBI.

13. Coxpanute creHapuii DragonEgg.cs u moakmouute ero k mnpedady (madiony)
DragonEgg.prefab B manenu Project. 1151 3T0r0 BB MOXeTe nmpocto neperainuth paiia DragonEgg.cs
Ha npepad DragonEgg.prefab:

e Project B Console
+ - &

W Favorites Assets > Scenes
O, All Materials

O, All Models
O, All Prefabs
(& Assets
e FourEvilDragonsHP

e PyroParticles
B Scenes _0Scene DragonEgg DragonEgg

m Packages

I =
W Assets/Scenes/DragonEqa.prefab

14. Tlocie 3TOro MOXHO yOEIUThCS, UTO B OKHE MHCIIEKTopa Inspector MosIBUTCS KOMIIOHEHT
C TIOIKJTIOYEHHBIM Script-(aiiom.

Lighting
Probes
Additional Settings

& . Sphere Collider
&  Rigidbody
B v Dragon Egg (Script)

Particle System

Add Component

DragonEgg

DragonEgg DragonEaqa Enemy

15. Beibepure DragonEgg.prefab u no6aBbre kommnoneHt Particle System:
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€ . Sphere Collider
&  Rigidbody
E} v DragonEgg (Script) a part

Search
Particle System ‘s Particle System
&3 Particle System Force Field

New script

DragonEgg

DragonkEgg Enemy

16. Tenepp HacTpoum 00beKT Ground, 4ToOBI OH padoTas B KauecTBe Tpurrepa. Caenarb 310
MOXHO JIOCTaTOYHO IpocTo, B okHe Hierarchy BbiOepute o0bekT Ground m mocie TOro B OKHE
Inspector nmocrasbre ABe rasiouku B komnoHeHte Mesh Collider — Convex, Is Trigger:

© Inspector

@ v Ground

~ Tag Untagged Layer Default

e Transform
B  Plane (Mesh Filter)

BEY v Mesh Renderer
Bl v Mesh Collider

Convex
Is Trigger

Cooking Options Mixed...
Material None (Physic Material)

17. Yoenutech, yto npu HaxaTuu KHonku Play urpoBbie oObekTl DragonEgg netar BHU3,
rpoxoasT ckBo3b Ground ¢ reHeparueit anemeHToB Particle System u rcue3alor u3 uepapxuu 00b-
€KTOB I10CJIE TOTO KaKk JOCTUIHYT HUKHETO Kpas (3agaHHoro ypoBHs -10).

18. B nanHbIil MOMEHT BUJ 37ieMeHTOB Particle System He HaCTpOeH, TOTOMY OHHM OTOOpaXka-
I0TCSl B CTAaHJApPTHOM BUJIE:
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19. Msmenum Hactpoiiku Particle System, 4ToObl OHM MIMeM BHEIIHW BUJ, MOXOXUU Ha
B3pbIB. [[y1s1 aTOrO BHIOEpHTE AMeMeHT DragonEgg, B okHe Inspector pa3sBepHuTe KOMIOHEHT Particle
System. OH coiepXUT OOJIBIIOE KOJMUYECTBO JIOTIOHUTENIBHBIX HACTPOEK, HUKE BBIJICJICHbI OCHOB-
HBIE, Ha KOTOPbIE ClielyeT 00paTuTh BHUMaHue. HacTpoiiTe KOMIIOHEHT Tak, Kak MOKa3aHo Ha PUCYHKe
HUXeE:
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Audio Stats Gizmos ~
Particle System

Open Editor...

DragonEgg

Duration
Looping

Start Delay
Start Lifetime

Local
Simulation Spee 1
Delta Time Scaled
Scaling Moc Local
Play On Av &
Emitter Velocity Transform
Max Particles 1
Auto Random Seed v
S Action None
Culling Mode Automatic
Ring Buffer Mode Disabled
+ Emission

Rate over Time 20
Rate over Distance

Bursts

20. INocraBbTe rayioyky Bozzie Emission 1 BBeAUTE MapaMeTpbl, MIOKa3aHHbIE HA PUCYHKE HUKE
(4TOOBI TOOABUTH HOBYIO JIMHHUIO C MApPAMETPaMH “BCIUIECKOB” HAXMUTE “+7).

Ring Buffer Mode Disabled
v Emission

Rate over Time
Rate over Distance

Bursts

Time Count cles Interval Probability

0.000 ' 0.010 1.00
e

Shape

21. Tenepb cHuMuTE raoyky ¢ Emission. Dto memaercs aj1si TOro, 4ToObI PH 3aIyCKe CIIEHbI
9TOT MapamMeTp ObUT BHIKJIIOUEH U 00beKT He u3nmydan Particles ¢ a¢dexramu B3pbiBa.

22. TlocraBbTe Tasiouky HarpotuB “Size over Lifetime”, v BbIOeprTe BU KPUBO, KOTOpast pac-
TET OT MUHHUMYMa CJIeBa 0 MaKCUMyMa CIipaBa. JTa KpHBasi O3Ha4aeT, 4Tto neMeHT Particle 6yner
PacrpoCTpaHsThCS OT LIEHTPA B pa3HbIe CTOPOHBI, KaK 3TO POMCXOAUT BO BpeMsl B3pbiBa. Ecin o6pa-
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TUTEC BHUMAHHEC, YTO CYIIECTBYET HECKOJIbKO THUIIOBBIX BHJOB KPUBBIX, KOTOPBIC IMO3BOJIAIOT CO30a-

BaTh COBEPILEHHO pa3Hble I(PPEKTHI.

23. Tocnennuii 371eMeHT, ¢ KOTOPHIM MBI TIopadoTaeM BHyTpH Particle System — 3to Renderer,
B HEM Ha3HAYaeTcsl TEKCTypa YacTHIIbl, KOTOpasi TeHepUpyeTCs TIpH 3arycke. Bridepem B KauecTBe
TEKCTypbl MaTepuas ¢ HazBanueM FireParticleSingleMaterial, 3Ta TekcTypa Takke HaXOAUTCS B CKa-
YaHHOM acceT-make B nanke PyroParticles.

v Renderer

Render Mode
Normal Direction
Material

Sort Mode
Sorting Fudge
Min Particle Size
Max Particle Size
Render Alignment
Flip

Allow Roll

Pivot

Visualize Pivot

Masking
Apply Active Color Space

Custom Vertex Streams

Cast Shadows
Receive Shadows
Shadow Bias
Motion Vectors
Sorting Layer ID
Order in Layer
Light Probes
Reflection Probes

Billboard

® FireParticleSingleMaterial

MAana

0

No Masking
Vg

0

Per Object Motion
Default

0

Off

Off

24. Tenepb Bbl MOXETE 3aIlyCTUTh CLEHY W IPOBEPUTH, YTO IPH CTOJIKHOBEHUM JPAKOHBETO
SIAIIA C TJIOCKOCTHIO 3eMJTH, co3iaeTcs 3¢ dekT B3priBa. Ho eciii OBITH TOUHBIM, TO HA CAMOM JIejie

IMPOUCXOOUNT CIIEAYIOLICE:

— npu cToiKHOBeHnH oobekTa DragonEgg ¢ Ground cpabarsiBaeT Tpurrep, mocie 3Toro sSuro
niepecraet oroopaxarbes (rend.enabled = false);
— 3amyckaercsi pabora Particle System, umemmeil BusyaibHOe OQOpPMIIEHHE B3pbiBa

(em.enabled = true);

— 06bekT DragonEgg yHnUTO)KaeTCS MpH NaJieHNH Hike YpoBHS y = -10f.
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Takum o0pa3om, B IMyHKTe 3.2 MBI MpPOAEJNATM JOCTATOYHO OOJBIIYI0 padoTy, YITyYIlHB
BU3yaJibHOE O(OpMIIEHHE Hallleld UrpoBOW creHbl. Takxke Mbl Hanucaau (hyHKIIMOHAT OOBbEKTa
DragonEgg, Hayuunuchk cozaaBath 3(peKT B3pbIBa, CKPHIBATH U YAATIATH OOBEKThI PU HACTYIUICHUU
Pa3IMUHBIX COOBITHIA.
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3.3 Ckpunrt-daira DragonPicker

[IpakTrueckn BO BCEX Mrpax CYyHIECTBYET CLEHApPHl, KOTOPBI YIpPaBIseT UTPOA B LEJIOM:
3aIlyCKOM M Tepe3allyCKOM CLIEHbl, COXpPAHEHUEM, 3arpy3Koil U T. 1. B HameMm npumepe Mbl co3ja-
JMM TaKOM CIieHapHid, KOTOpbIid OyaeT HaszbiBaThesi DragonPicker.cs. [TonkiouaTs clieHapun, ypas-
JISTIOIIME UTPOH, ClieyeT K TeM OOBbEeKTaM, KOTOPble TapaHTUPOBAHHO IPUCYTCTBYIOT B JIIOOOH CIIEHE,
Hanpumep K Main Camera. [laBaiite 310 czienaem.

1. Cozpaiite cuenapuii DragonPicker.cs u noakmouute ero (MOXHO Tak ke, Kak U paHee —
neperackuBanueM) K aiemeHTy Main Camera B okne Hierarchy:

© Inspector

Maximize On Play Mute Audio Stats 7
~ y Ea v Main Camera

v
Tag MainCamera

b Transform

B v Camera

Clear Flags
Background

Culling Mask

Projection
Size

Clipping Planes

Viewport Rect

Depth

Rendering Path

Target Texture
DragonPicker Enemy Occlusion Culling

HDR

MSAA

21
Staticv

v Layer Default v

Skybox

Everything

Orthographic

14

Near 0.3

Far 1000

X0

W1

=1

Use Graphics Settings
None (Render Texture)
v

Use Graphics Settings
Use Graphics Settings

° . Allow Dynamic Resolution

Target Display Display 1

{1 v Audio Listener
Flyldle 1 Mat_Egg = =
Ei v Dragon Picker (Script)

2. ITomuMoO yrpaBJieHUs1 UTPOM B clieHapuu OyJeT co3/iaBaThes TpH K3eMiuisipa EnergyShield
— [JIaBHOTO MIEPCOHAXA, KOTOPBIN Oy/ET JIOBUTH JICTSAIIME BHU3 sIMIA APAKOHA. YCIOBHO UTPOK OyaeT
OKpYXeH sHeprernyeckumiu mapamu EnergyShield, kotopsie 6y1yT CMMBOIM3HPOBATh KOJIMYECTBO
KU3HEN.

3. Hanmmmte Kof, KOTOPBIN OyaeT co3aaBaTh Tpu dK3eMIusipa madnona EnergyShield, pacro-
Jlarasi UX Ha 3KpaHe BHYTpH Jpyr Jpyra.

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public classDragonPicker : MonoBehaviour

{
public GameObject energyShieldPrefab;
public int numEnergyShield = 3;
public float energyShieldButtomY = -6f;
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public float energyShieldRadius = 1.5f;
void Start /()
{
for (int i = 1; i1 <= numEnergyShield; i++)

{
GameObject tBasketGo =

Instantiate<GameObject> (energyShieldPrefab);

tBasketGo.transform.position = new Vector3 (0,
energyShieldButtomY, O0);
tBasketGo.transform.localScale = new Vector3 (1
* i, 1 *4i, 1 * 1i);
}
}
void Update()
{
}
}
// End Code

CxpuHmom JAUucCmuHea npueedeM HUJce.

< > EnemyDragon.cs o DragonEgg.cs O  DragonPicker.cs ]
No selection
1 using System.Collections;
2 using System.Collections.Generic;
£ | using UnityEngine;
4
5 public class DragonPicker : MonoBehaviour
6 1
7 public GameObject energyShieldPrefab;
8 public int numEnergyShield = 3;
9 public float energyShieldButtomY = -6f;
10 public float energyShieldRadius = 1.5f;
1l
12 void Start()
13 {
14 for (int i = 1; i <= numEnergyShield; i++)
15 {
16 GameObject tBasketGo = Instantiate< >(energyShieldPrefab);
17 tBasketGo.transform.position = new Vector3(@, energyShieldButtomY, 0);
18 tBasketGo.transform.localScale = new Vector3(1l % i, 1 % i, 1 % i);
19 }
20 }
21
22 void Update()
23 {
24 }
25 ¥

4. YroOw nopkmounts EnergyShield k cienapuio, Beioepute Main Camera, B Inspector s
nons Energy Shield Prefab ycranosute ma6non kop3unsl EnergyShield:
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f1 ¥ Audio Listener

M . Dragon Picker (Script)

Add Component

5. Haxmute kHONKy Play u yGeaurtech, 4To YTO HAITMCAHHBIN KOJ CO3[AeT TPU IK3EMILISAPA
EnergyShield B HuxHel yacTi KkpaHa, Kak IOKa3aHO Ha PUCYHKE HUKE:
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3.4 Cxkpunt-daiin EnergyShield

1. B srom myHkTe OymeT HamwcaH Kof I IepeMelleHnss urposoro oonekra EnergySheild
Y
BCJIe] 3a yKazaresieM Mblid. [Ipu skeaHM Bbl MOXETe U3MEHUTh “UHTepdeiic BBoga”, aanTUpo-

BaHHBIN 1714 KJaBuaTypel, Touch Screen MOOMIBHBIX YCTPOUCTB (cMapT(OHOB, IJTAHIIETOB) U U3Me-
HUTh TEM CaMbIM MEXaHHUKY UTPHI.

2. INongxmounte cuenapuii EnergyShield.cs k ma6nony Energy Shield Prefab:

EnemyCTRL

& Rigidbody

v Energy Shield (Script)

EnergyShield

3. Kon, npuBeieHHbIN HIKe, OyJIeT OTBevaTh 3a IepeMelieHre SHepreThIeckux mmrtoB Energy
Shield Bcrien 3a KypcopoM MBIIIIH:

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public classEnergyShield : MonoBehaviour

{
void Update ()
{
Vector3 mousePos2D = Input.mousePosition;
mousePos2D.z = —-Camera.main.transform.position.z;
Vector3 mousePos3D =
Camera.main.ScreenToWorldPoint (mousePos2D) ;
Vector3 pos = this.transform.position;
pos.x = mousePos3D.x;
this.transform.position = pos;
}
}
// End Code
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qunuuuonlﬂucnuuuxznoxa3au1%umre

Lﬁ‘/ EnemyDragon.cs o) N DragonEgg.cs o v DragonPicker.cs o Y EnergyShield.cs o \\\
No selection
1 =using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 =public class EnergyShield : MonoBehaviour
6 {
d
8 = void Update()
9 {
10 Vector3 mousePos2D = Input.mousePosition;
11 mousePos2D.z = —-Camera.main.transform.position.z;
12 Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
13 Vector3 pos = this.transform.position;
14 pos.x = mousePos3D.x;
15 this.transform.position = pos;
16 +
17 }
18

4. TIpoBepbTe, UTO IPY Ha’kaTUM Ha KHOMKY Play, sHepreTnyeckue mapbl nepeMeraioTcsi BCes
3a yKa3aTesleM MBIIIH:

5. PeamzoBars noBmo o0bekToB DragonEgg moxHO ¢ momoripio metona OnCollisionEnter.
Hob6aebTe Meton Huke Metoaa Update():

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public classEnergyShield : MonoBehaviour
{

void Update()
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{
Vector3 mousePos2D = Input.mousePosition;
mousePos2D.z = —-Camera.main.transform.position.z;
Vector3 mousePos3D =
Camera.main.ScreenToWorldPoint (mousePos2D) ;
Vector3 pos = this.transform.position;
pos.x = mousePos3D.x;
this.transform.position = pos;
}
private void OnCollisionEnter (Collision coll)
{
GameObject Collided = coll.gameObject;
if (Collided.tag == "DragonEgg")
{
Destroy (Collided);
}
}
}
// End Code

Cxpunmom JAUucCmuHea npueedeH HUJICe.

< ?> EnemyDragon.cs [e} DragonEgg.cs o DragonPicker.cs o EnergyShield.cs o
No selection
1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class EnergyShield : MonoBehaviour
6 {
7 void Update()
8 {
9 Vector3 mousePos2D = Input.mousePosition;
10 mousePos2D.z = —Camera.main.transform.position.z;
11 Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
12 Vector3 pos = this.transform.position;
13 pos.x = mousePos3D.x;
14 this.transform.position = pos;
15 }
16
17 private void OnCollisionEnter(Collision coll)
18 {
19 GameObject Collided = coll.gameObject;
20 if (Collided.tag == "DragonEgg")
21 {
22 Destroy(Collided);
23 }
24 }
25 }

— meton OnCollisionEnter cpadarsiBaeT (BbI3bIBACTCSI) KakJIbI pa3, KOrja ¢ KoJUlaiaepoM
EnergyShield uro-to crankusaercs. B nokanbhyio nepemennyio Collided 3amuceiBaeTcsi cchuika Ha
urpoBoi 00beKT (coll.gameObject), CTOIKHYBIIUICS C SHEpreTHYeCKUM Imapom. [lasee ciemyer npo-
BepKa, ecii 3TOT 00beKT nMeer Ter DragonEgg (cM. pazpmen 2.4, 11.8), — TO OH YHUYTOXKAETCS —

Destroy(Collided);

6. Coxpanute crieHapuii, 3amyctute urpy (Play) u mposepsre uto npakonbu siinia DragonEgg
JIOBSATCS (TOYHEE YHUUTOXKAIOTCS) TIPU B3aMMOJIENCTBUM C SHepreTuueckumu 1mapamu EnergyShield.

7. Coxpanure cueny _Scene_(0, CM. pUCYHOK HUXKeE:
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= O B
= Hierarchy
+v o
& _0Scene*
@ Main Camera
Ng Enemy
@ Directional Light

@ Ground

J/*

»

[/]Pivot RLocal

2 i # Scene
Display 1

Save Scene

Save Scene As

Discard changes

o Game
v 16:9 Aspect
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BuiBoabI

[Tocne BbINMONHEHMS MYHKTOB B pas3jenie 3, Urpa Craja MoXoXka Ha KJIACCMYECKYIO U BIIOJHE
padoTOCOCOOHYIO UTPY C JIOBJIEH 00bekToB. Ha JaHHOM 3Tarie 310 BIOJIHE peaTn30BaHHbBIA (DyHK-
IIMOHAJI, KOTOPBII TIO3BOJISIET MPH KeJTAHUM MOTU(UIIPOBATH HEKOTOPHIE MPaBUyIa M ACIIEKThI UT'PhI,
nojo0paTh ONTUMAJIBHBIN YPOBEHb CIIOKHOCTHU H T. 1.

Cy1ecTByeT OOJBIIIOe KOJIMYECTBO UTP C MoXoskei Ha Dragon Picker MexaHUKOM, BOZMOXKHO BbI
ye HEOJIHOKPATHO YBHU/IENIU CXOKECTh C ThICsTYaMy OI0OHBIX urp. laxe Tpaauimonnsiii Flappy Bird
MO’HO NONMyuuTh U3 Haero Dragon Picker’a, nepeBepHyB cueny Ha 90 rpanycos, co3iaB 3gekt
T0JIeTa IBUKEHNEM 3aJHero (hoHa CIICHBI, 1 U3MEHUB HEMHOTO YCJIOBUE, TIPH KOTOPOM YHHUTOKATHCS
NP TIEPECEUCHUH ¢ OOBEKTOM Oy/IET TTIaBHBIN MEPCOHAK, & HE OOBEKT.

B kauecTBe IOMOIHHUTETBHOTO 3aJaHUsI MOXETE CaMOCTOSITEIbHO MOAyMaTh HaJ TeM, YTOObI
pacimpuTh (pyHKIMOHAN U npaBuiia urpsl Dragon Picker. Tlpunymannbie npasuiia u (pyHKIMOHA
JOJDKHBI JIeNIaTh UTpy Oojiee MHTepecHOU. JJ00aBsiiTe TONMBKO TE SJIEMEHTHI, KOTOPBIE BBl ObI CMOTJIN
pean3oBarh ¢ HE3HAYMTEBHBIMA BPEMEHHBIMU 3aTpatamu. [IoMHHTE, 4TO BHECEHHE Jaxe CaMbIX
MaJICHbKHUX JIOTIOJTHEHU! B UTPY MOXKET KapAMHAIBHO U3MEHUTh €€ BOCTIPUSITHE, HO M B TOKE BpeMsI
MIPUBECTH K HEepaOOTOCTIOCOOHOCTH WJIM HEKOPPEKTHOW padoTe Wrpbl B CAMBbIX HETPEABUAECHHBIX
MecCTax.
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Yacts 4. Co3aanne rpacpuueckoro
uHTepeica moJjib30BarTeJis

BBeaenue

Graphic User Interface (GUI) wim rpaprueckuii oab30BaTeIbCKUM UHTEPRENC — 3TO TaKON
THII IIOJIb30BATEILCKOT0 MHTEp(erica, KOTOPbI MO3BOJISAET EPEMEILATLCS 110 UT'PE U BBITIOIHATD AeH-
CTBUSI C ITOMOIIIBIO BU3YaJIbHBIX UHAWKATOPOB U IPpapuYeCcKUX 3HAYKOB.

B pamkax Unity snementst GUI MoryT ObITh CO3aHBI CAMOCTOSITENIBHO C TIOMOIIIBIO JIIOOOTO
rpauyecKoro pegakTopa, JIMOO CKayaHbl C yke 3HaKoMoro Ham Asset Store. B mocneqnem conep-
JKUTCST JOBOJIBHO OOJIBIIIOE KOJTMYECTBO CAaMbIX Pa3HOOOPA3HBIX CKMHOB MHTepdeiica Imoj camylo pas-
HOOOpa3HyI0 TEeMaTHKY ([UIs1 yJoOCTBa MOMCKA UCTIONB3YiTe BKIAAKy Assets — GUI).

NOTICE |

Unable to upgrade
any longer,

FREE GUI S — FLAT ICONS

Fantasy Wooden GUI : Free  Simple Button Set 01 2d Game Ul Elements - C...  Clean Vector Icons
ok k kK (62) * %k Kk k (26) ok k kK (32)
FREE FREE FREE FREE

1L L5 & & A 4
moRoip  aBIR0E  ROVAL y T

E

by &0 ’ Ol
Beautiful Progress Bar Free . P . A<

Beautiful Progress Bar Free 20 Logo Templates with c... RPG inventory icons Game GUI Buttons
Jodokokok (13) Jede ok ok (146) Jddeok ok (10)
FREE FREE FREE FREE

I'pacpruecknit uaTepdeiic 6eper Ha cedst JOCTATOUHO OONBINON (PYHKIIMOHAIL. Majio Toro, 4to
6e3 Hero HeBO3MOKHO OyZieT yIOOHO 3aITyCTHTh, COXPaHHUTh UT'PY U BHIATH U3 Hee, Oe3 rpadpuuecKoro
uHTepderica mpocto OyneT HemHTepecHO urpath. Benp anementsl GUI — 310 mokasaresb 310pOBbS,
CUETYMKH OYKOB M JOCTHIKEHWIA, MHBEHTaph, YMEHHsI U MHoroe apyroe. [Toatomy paborta Haj rpa-
(praecknM nHTEpdelicoM He MeHee BakHa YeM U cama Urpa, BeJb B UTOre MoJib30BaTesb OyJeT B3a-
MMOJIENICTBOBATh C UTPOM Uepe3 UHTep(eiic, KOTOPbIN Bbl 17151 HETO CO3JaIUTe.

103



. B. JlenucoB. «Pa3padotka urpst B Unity. C HysIs 1 10 pean3aium»

4.1 Co31anne c4eTuYnKa 04KOB

1. 3agava cyeTYnKa OYKOB 3aKJTIOUAETCS] B TOM, YTOOBI JaTh MOJTb30BATENI0 OOPATHYIO CBS3b O
pe3yJibTaTax ero JeUCTBUI WM JIOCTHKEHUSX B UTPE.

2. HOBaxapl kaukauTe 1mo _(0Scene B manenu Project, u B meHto Unity BbHIOepHTE MyHKT
GameObject — UI — Text. [Toce 3Toro Ha ciieHy 100aBHUTCS 31eMeHT Tpadudeckoro uHTepdeiica
nonb3oBarestss. OOparuTe BHUMaHUe, 4To B aHean Hierarchy nmostBUTCSI HECKOMIBKO OOBEKTOB, OIUH
u3 Hux — Canvas:

“I" ¢ & A [/Pivot (RLocal

= Hierarchy 2 { # Scene @®Game @ AssetStore
4+ v o Display 1 ¥ 16:9 Aspect 52
& _0Scene*
P Main Camera
Ng Enemy

D Directional Light
& Ground
@ Canvas

D Text

) EventSystem

3. IBaxapl kaukHUTe 1o Canvas, 4TOObl YMEHBIIIUTh €ro MacirTad U yBUIETh BECh OOBEKT
nearkoM. O6bekT Canvas — 3T0 AByMEPHBIH XOJICT, HA KOTOPOM pa3MeNIaloTcsl JIeMEHTHI Tpaduye-
CKOro uHrtepdeiica.

4. B criucke nouepHux 00bekToB Canvas MOKHO yBUAeTh 00beKT Text. MI3smeHnuTe umsi o0beKTa
Ha Score.

5. B okue Hierarchy Beigenute Canvas u B okHe Inspector pa3BepHute komrnoHeHT Canvas.
Ycranosute B nosie Render Mode 3nauenue Screen Space — Camera, a B kayectBe Render Camera
BeiOpaHa Main Camera (Camera). B none Plane Distance ycranoBute 3HaueHue pasHoe 10.

[w] v Canvas
Render Mode Screen Space - Camera
Pixel Perfect

Render Camera miMain Camera (Camera)
Plane Distance 10

Sorting Layer Default

Order in Layer 0]

Additional Shader Channels Nothing

6. Hacrpoiite komnoneHT RectTransform oObekTa Score Tak, Kak MOKa3aHO HA PUCYHKE HUKE.
SAkopss Anchors HyKHO YCTaHOBUTH B NOJIOXKEHUE top — right U 3aJaTh 3HAUEHUS OTCTyNA CBEPXY
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1 cnpaBa. TakuM 00pa3oMm, SIKOph KakK-Obl YKa3bIBACTCS HAYAJIBbHYIO TOUKY, OTHOCHTEIIBHO KOTOPOW

HYKHO 3ajaBarb koopauHatel X U Y (Pos X, Pos Y).

& Account ¥ Layers

@ Inspector

@ v Score

v

Tag Untagged v Layer Ul

Rect Transform

PosY
-200 -100

Width Height
360 130

right Pos X

Anchors
Min X1 e 1
Max X1 - Cful

Pivot i 0.5

v Layout

7. UyTh HUXE B TOM K€ OKHE MHCIEKTOpa HalauTe KOMIOHEHT Text, B HEM MOXHO 3aJaTh
HAJIITUCh, KOTOpas OyaeT 0ToOpa)aThCsl Ha XOCTe, a TAKKEe HACTPOWMKH HIPUQTOB:

Character

Font AaArial

Font Style Normal
Font Size 80

Line Spacing

Rich Text
Paragraph

Alignment

Align By Geometry

Horizontal Overflow Wrap

Vertical Overflow Truncate

8. Iocne mpoaenaHHbIX ONEpalMii Ha CLIEHe Bbl JOJIKHBI YBUAETh co3AaHHbIi xoucT (Canvas),

C PacCIIOJIOKEHHBIM Ha HEM TEKCTOBLIM ITI0JIEM C HAAITUCHIO Score:
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# Scene am Game @ Asset Store > Animator
Shaded v 20 @ & v B0 E v ¥ W~ Gizmos v

[Tocne BbInoHEHN S BCEX MYHKTOB U3 pasjena 4.1 Ha SKpaHe UrpoKa B IIPABOM BEpPXHEN YacTU
9KpaHa JOJKHO OTOOpaKaThCsl MoJjie ISl pa3sMeIlieH!sT TeKCTOBOM MH(MOPMAIIUKU O KOJINYeCTBe MOM-
MaHHBIX 00beKTOB DragonEgg.
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4.2 Jlo6aBJeHHE OYKOB 3a MOMMAaHHbIE 00bEKThI

1. Jo6GaBieHre OYKOB JOIKHO MTPOUCXOIUTH B TOM Cyvae, Koraa o0bekT DragonEgg (npako-
HbE SIMI0) Nepecekaercs ¢ sHeprerndyeckuM mmroM EnergyShield, To ecth cuntaercsi moiiMaHHbBIM.
Jl71st Toro uToOBI orpeensTh coobiTie cToNKHOBeHus: DragonEgg u EnergyShield, MoxHO mcnosns-
3oBarh cuieHapuu DragonEgg.cs u EnergyShield.cs.

2. B cuenapuu EnergyShield.cs yxe ects meton private void OnCollisionEnter(Collision coll).
[Toka MeTos OTBEYaeT TOJBKO 32 TO, YTO YHUUTOXKAET IO JPaKOHA MOCIIe epecedeHrsi. Mbl MOXeM
UCIIONB30BATh TOT K€ METO AJIs1 HAYMCIIeHHUsI OYKOB 3a noriManHoe siino DragonEgg.

3. Otkporite crienapuii EnergyShield.cs v toGaBbTe B HEro CTPOKH KOJIa, BbIJICICHHbIC )KUPHBIM
mpudTOM:

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

public classEnergyShield : MonoBehaviour

{

public Text scoreGT;

void Start ()

{
GameObject scoreGO = GameObject.Find("Score");
scoreGT = scoreGO.GetComponent<Text> () ;
scoreGT.text = "0";

}

void Update()

{
Vector3 mousePos2D = Input.mousePosition;
mousePos2D.z = —-Camera.main.transform.position.z;

Vector3 mousePos3D =
Camera.main.ScreenToWorldPoint (mousePos2D) ;

Vector3 pos = this.transform.position;
pos.x = mousePos3D.x;
this.transform.position = pos;

I3

private void OnCollisionEnter (Collision coll)

{
GameObject Collided = coll.gameObject;
if (Collided.tag == "DragonEgg")
{

Destroy (Collided);

I3
int score = int.Parse(scoreGT.text);
score += 1;
scoreGT.text = score.ToString();

I3

I3
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// End Code
Cxpuruom aucmurza npuseder Hudice. [IpoHymeposantvbimu pamKamu Ha PUCYHKe HUdce NOKA-
3aHbI HOBbLE UACU KOOd, KOMOpble CAedyen HAnUcamv Ha OaHHOM Smarne.

< 2> EnemyDragon.cs o DragonEgg.cs [e] DragonPicker.cs o EnergyShield.cs o
No selection
1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4  (using UnityEngine.UI;) 9
5
6 public class EnergyShield : MonoBehaviour
7 {
8 (public Text scoreGT; )
9
10 void Start()
11 { 2
12 GameObject scoreGO = GameObject.Find("Score");
13 scoreGT = scoreGO0.GetComponent<Text>();
14 scoreGT.text = "0@";
15 \ )
16
17 void Update()
18 {
19 Vector3 mousePos2D = Input.mousePosition;
20 mousePos2D.z = —-Camera.main.transform.position.z;
21 Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
22 Vector3 pos = this.transform.position;
23 pos.x = mousePos3D.x;
24 this.transform.position = pos;
25 ¥
26
27 private void OnCollisionEnter(Collision coll)
28 {
29 GameObject Collided = coll.gameObject;
30 if (Collided.tag == "DragonEgg")
31 {
32 Destroy(Collided);
33 +
34 int score = int.Parse(scoreGT.text);
35 score += 1;
36 scoreGT.text = score.ToString();
37 e
38 }

OnucaHue HOBBIX KOMaH/I JIMCTHUHTA B IIPUMEpPE BILIIE:

— C nomompio komanap! using UnityEngine.Ul moakmodaeTcss 6uOIMOTEKa, MO3BOMSIONIAS
ucnonb3oBark uHTepderic nonws3oparens .Ul (User Interface), noctynHas BHyTpu gBrkka Unity.

— Hanee o0bsaBisiercs nepemeHHas scoreGT tuma public, koTopast OyaeT XpaHuTh B cede cuet-
YUK MOMMaHHBIX 00beKTOB DragonEgg.

— GameObject scoreGO = GameObject.Find(“Score”); — HaXoAUT Ha ClieHe UTPOBON OOBEKT
¢ UMeHeM Score, U MPUCBAaUBAET CChUIKY Ha 00BEKT nepeMeHHou scoreGO.

—scoreGT = scoreGO.GetComponent<Text>(); — HAXOAUT KOMIIOHEHT Text BHyTpU UTPOBOrO
o6bekTa scoreGO U mprcBanBaeT CChUIKY Ha Hero B public-rose scoreGT.

— scoreGT.text = "0"; — myonuunomy nomo scoreGT mpucBauBaeTcss HaYaJIbHOE 3HAUEHME
paBHoe Hya0. OOpaTiTe BHUMaHUE Ha TO, YTO TOJIBKO OJ1arofapsi CTpoke B Havase CLieHapus using
UnityEngine.UI; MoxHO nonmyyars JOCTYI K KOMIIOHEHTY Text B kozie Ha C#;

— int score = int.Parse(scoreGT.text); — nmomyyaer TeKCT, 3anKrcaHHbii B nojie ScoreCounter u
npeoOpasyeT ero B LieJIoe YucyIo Tumna int. Jlajgee 3To YMCIIo 3alMChiBaeTCsl B IEPEMEHHYIO C UMEHEM
score;
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— score += 1; — 3HaYeHUe NepeMeHHOI yBeJInurMBaeTcs Ha 1 ¢ KaXAbIM BbI30BOM (DYyHKIIMU
OnCollisionEnter(Collision coll), T.e. ¢ KaxkIbIM MOMMaHHBIM SHAIIOM;

—scoreGT.text = score.ToString(); — nepemMeHHast score peoOpa3yeTcst 00paTHO B CTPOKOBYIO
MIEPEMEHHYIO U 3alTMChIBAeTCS B CBOMCTBO text oobekTa scoreGT;
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4.3 YBegomiieHuEe 0 TOM, UTO SAHI0
DragonEgg He 0bL710 moiiMaHO

Ha nanHowm stane, ecm siino DragonEgg He 610 IOMMaHO, — TO OHO yAAJIsSeTCsl aBTOMATH-
yeckd. Ho 4ToObl MOKHO OBUIO 3aBEpIIUTh payH[ U YAAJIUTh BCE OOBEKTHI, YIABIIME MUMO, SIHIIO
DragonEgg nomkHo Takske yBegqomisth cieHapuii DragonPicker.cs o ciyuuBiemcst coObITu (Tiajie-
HUM Ha TUIOCKOCTh Plane). 1 9TOro HyXHO cliesiaTh TaK, YTOObI OUH CIIEHAPHI BBI3BIBAT (DYHKITUIO
B PYrOM CLIEHApUU.

1. Buecute cnenyoiue u3meHeHus B ciieHapuid DragonEgg.cs:

/] Start Code

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class DragonEgg : MonoBehaviour

{

public static float bottomY = -30f;
void Start ()
{
}
private void OnTriggerEnter (Collider other)
{
ParticleSystem ps = GetComponent<ParticleSystem>();
var em = ps.emission;
em.enabled = true;
Renderer rend;
rend = GetComponent<Renderer> () ;
rend.enabled = false;
}
void Update()
{

if (transform.position.y < bottomY)
{
Destroy (this.gameObject);
DragonPicker apScript =

Camera.main.GetComponent<DragonPicker> () ;

}

apScript.DragonEggDestroyed() ;

// End Code
CKpUHWOm AuCmuHza ¢ 6b10eAeHHbIM HOBbIM PPAZMEHNOM KOOAd NOKA3AH HUICE.
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< > EnemyDragon.cs O  DragonEgg.cs © ' DragonPicker.cs O  EnergyShield.cs (o)
No selection

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

{

1

2

3

4

5 public class DragonEgg : MonoBehaviour
6

i public static float bottomY = -30f;
8

9

void Start()

10 {

11 }

12

13 private void OnTriggerEnter(Collider other)
14 {

15 ParticleSystem ps = GetComponent<ParticleSystem>();
16 var em = ps.emission;

17 em.enabled = true;

18

19 Renderer rend;

20 rend = GetComponent<Renderer>();

21 rend.enabled = false;

22 }

23

24 void Update()

25 {

26 if (transform.position.y < bottomY)

27 {

28 Destroy(this.gameObject);

29 DragonPicker apScript = Camera.main.GetComponent<DragonPicker>();
30 apScript.DragonEggDestroyed();

31

32 }

33 }

OnucaHue HOBBIX KOMaH/I JIMCTHUHTA:

— DragonPicker apScript = Camera.main.GetComponent< DragonPicker >(); — B JIOKaJIbHYIO
MEPEMEHHYI0 apScript 3amuchiBaeTcsi cChUiKa Ha komnoHeHT DragonPicker (Script) riiaBHOM KaMepbl
Main Camera.

— Ilocne sToro nosiBisieTcst BOSMOKHOCTh HAIIPSMYIO 0OpaIaThesl K MEPEMEHHBIM U METO/IaM
aK3eMILIsApa kiacca DragonPicker.cs, ogk/I04eHHOro K IJIaBHOM Kamepe.

— apScript.DragonEggDestroyed(); — 310 BbI30B Meroaa DragonEggDestroyed() kiacca
DragonPicker. Ho MeTona roka He cyinecTByeT, AaBaiTe J00aBUM €ro.

2.  Orkpoiite cueHapuii  DragonPicker.cs, 1o0aBpTe B  HEro HOBBI  METOJ
DragonEggDestroyed():

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class DragonPicker : MonoBehaviour

{
public GameObject energyShieldPrefab;
public int numEnergyShield = 3;
public float energyShieldButtomY = -6f;
public float energyShieldRadius = 1.5f;
void Start ()
{
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for (int i = 1; 1 <= numEnergyShield; i++)

{
GameObject tBasketGo =

Instantiate<GameObject> (energyShieldPrefab);

tBasketGo.transform.position = new Vector3 (0,

energyShieldButtomY, O0);
tBasketGo.transform.localScale = new Vector3(1l

4, 1% i, 1 % i);
}

}
void Update ()
{
}
public void DragonEggDestroyed/()

{
GameObject|[] tDragonEggArray =

GameObject .FindGameObjectsWithTag ("DragonEgg") ;
foreach (GameObject tGO in tDragonEggArray)

{
Destroy (tGO) ;
}
}
I3
// End Code

Cxpunuiom Kooa npuseoeH Hudice.

112



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

< 2 EnemyDragon.cs o DragonEgg.cs o DragonPicker.cs [e] EnergyShield.cs o]
No selection

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

{
public GameObject energyShieldPrefab;
public int numEnergyShield = 3;
public float energyShieldButtomY = -67;
10 public float energyShieldRadius = 1.5f;

1
2
3
4
5 public class DragonPicker : MonoBehaviour
6
7
8
9

12 void Start()

13 {

14 for (int 1 = 1; i <= numEnergyShield; i++)

15 {

16 GameObject tBasketGo = Instantiate< ] >(energyShieldPrefab);

17 tBasketGo.transform.position = new Vector3(@, energyShieldButtomY, @);
18 tBasketGo.transform.localScale = new Vector3(1l % i, 1 % i, 1 % i);

20 }
22 void Update()
{

24 }

26 'bublic void DragonEggDestroyed()
27 {
28 GameObject[] tDragonEggArray = GameObject.FindGameObjectsWithTag("DragonEgg");
29 foreach (GameObject tGO in tDragonEggArray)

31 Destroy(tGO);

Onucanne HOBBIX KOMaH/] JIMCTUHIA:

—metop DragonEggDestroy nmeet tum public (To ecTb sIBJIsIeTCs1 OOIIEIOCTYIHBIM ), YTOOBI €70
MOXHO OBLIO BBI3bIBAaTh U3 IPYTMX KJIACCOB, HANIpUMep, Takux Kak DragonEgg.cs;

— CTPOKHM KOJ1a BHYTPY CO3JaHHOI'O METO/Ia BO3BPAILIAIOT MACCUB BCEX CYLIECTBYIOLIMX UTPOBBIX
00bekToB DragonEgg u ¢ momopio mukiia foreach BeimonHsiercst 00xo/ BceX HalIeHHBIX OOBEKTOB
C UX MOCJELYIOUIMM YHUUYTOKEHUEM.
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4.4 Yanuro:kenne EnergyShield mocae
NoTEepH JApaKkoHbero sina Dragonkgg

ITocne morepu DragonEgg nomken ynansatbcsi ooquH 3Hepreruyeckuid mut EnetgyShield.
[Tocne notepu Tpex SHEPreTHYECKUX IUTOB — UT'Pa JI0JKHA OCTaHaBIMBAThCs. [l 3TOro ceHapui
DragonPicker.cs pomxkeH copepxarh cieayolye CTpoKU Kofa (IpUBEAEM JIMCTUHT LIEJIMKOM, C yKa-
3aHMEM HOBBIX CTPOK KOJa):

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement; //1
public classDragonPicker : MonoBehaviour
{
public GameObject energyShieldPrefab;
public int numEnergyShield = 3;
public float energyShieldButtomY = -6f;
public float energyShieldRadius = 1.5f;
public List<GameObject> basketList; //2
void Start /()
{
new List<GameObject>(); //3
1; i1 <= numEnergyShield; i++)

basketList
for (int i

{

GameObject tBasketGo =
Instantiate<GameObject> (energyShieldPrefab);

tBasketGo.transform.position = new Vector3 (0,
energyShieldButtomY, O0);
tBasketGo.transform.localScale = new Vector3 (1l

i, 1 % i, 1% i);
basketList .Add (tBasketGo); //4

}
void Update()
{
}
public void DragonEggDestroyed()
{
GameObject [] tDragonEggArray =
GameObject .FindGameObjectsWithTag ("DragonkEgg") ;
foreach (GameObject tGO in tDragonEggArray)
{
Destroy (£tGO) ;
}
int basketIndex = basketList.Count - 1; //5
GameObject tBasketGo = basketList [basketIndex]; //5

basketList .RemoveAt (basketIndex); //5
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Destroy (tBasketGo); //5

}
// End Code

Cxpunuiom Kooa npuseoeH Hudice.

< > EnemyDragon.cs O ' DragonEgg.cs © ' DragonPicker.cs o ' EnergyShield.cs o

< DragonPicker » [0 DragonEggDestroyed()

1, using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4  (using UnityEngine.SceneManagement; ) 1 1/

5

6 public class DragonPicker : MonoBehaviour

7 {

8 public GameObject energyShieldPrefab;

9 public int numEnergyShield = 3;
10 public float energyShieldButtomY = —-6f;
11 public float energyShieldRadius = 1.5f;
12 (public List<GameObject> basketList;) 2 /72
13
14 void Start()
15 {
16 (basketList = new List<GameObject>();) 3 //3
17 for (int i = 1; i <= numEnergyShield; i++)
18
19 GameObject tBasketGo = Instantiate< >(energyShieldPrefab);
20 tBasketGo.transform.position = new Vector3(@, energyShieldButtomY, 0);
21 tBasketGo.transform.localScale = new Vector3(1l x i, 1 x i, 1 % i);
22 (basketList.Add(tBasketGo);) 4 //4

23 ¥

24 }

25

26 public void DragonEggDestroyed()

27 {
28 GameObject[] tDragonEggArray = GameObject.FindGameObjectsWithTag("DragonEgg");
29 foreach (GameObject tGO in tDragonEggArray)
30 {
31 Destroy(tGO);
32
33 int basketIndex = basketList.Count - 1; 15
34 GameObject tBasketGo = basketList[basketIndexl; //5
35 basketList.RemoveAt(basketIndex); 7E) 55
36 Destroy(tBasketGo); /5
37 }
38 }

Ornrcanye HOBBIX KOMaH]I JIMCTUHTA B IIPUMEPE BHIIIIE:

— vacTh Koza #1 monkiovaer 6udnmmorteky SceneManagement [U1si BO3SMOKHOCTH PaOOTHI CO
crieHamu. Ham oHa morpe0yertcst B JaJibHeHIeM;

— vacTb Kofa #2 u #3 onpezensier HOBbIM criucok Tuna List<GameObject>;

— vacTh Kozia #4 B KoHIle mukia for modGapnser kKaxapiii co3nanueii EnergyShield B crimcok
basketList;

— 4YacTh Kofia #5 YHUYTOXAaeT OfMH IMUT C KaXIbIM OuYepelHbIM CcpadaThIBaHMEM METO/ia
DragonEggDestroyed();

3. Teneps, eciu 3aMyCTUTh UTPY U MOTEPSITh BCE TPU dHepreTrueckux mura EnergyShield, To
nporpaMma 3aBepinThes ¢ uckimoueHueM IndexOutOfRange, T. K. Ha 1aHHBIA MOMEHT B Urpe He
MIPOIMCAHO, YTO TpeOyeTcs CeaTh POrpamMmMe B CIydae MOTepH BCEX KOP3HH.

4. YtoObl WCKITIOUEHHWE He BO3HUKaNO0, B Merton DragonEggDestroyed() -creHapus
DragonPicker.cs crnenyer n100aBUTh CTPOKHM, BO3BpAINAIIUE WI'PY B MCXOJAHOE COCTOSIHHE, KOTAa
UTPOK TepsieT BCE TPU SHEPreTUYECKUX INUTa (YTO B HAIllel KOHUEMIMH UTPbl CUMBOJIU3UPYET
JKW3HN):
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// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public classDragonPicker : MonoBehaviour
{
public GameObject energyShieldPrefab;
public int numEnergyShield = 3;
public float energyShieldButtomY = -6f;
public float energyShieldRadius = 1.5f;
public List<GameObject> basketList;
void Start ()
{
basketList = new List<GameObject>();
1; i1 <= numEnergyShield; i++)

for (int i

{
GameObject tBasketGo =

Instantiate<GameObject> (energyShieldPrefab);

tBasketGo.transform.position = new Vector3 (0,
energyShieldButtomY, O0);
tBasketGo.transform.localScale = new Vector3 (1l

* 4, 1 * i, 1 * 1);
basketList .Add (tBasketGo) ;

}
void Update()
{
}
public void DragonEggDestroyed()
{
GameObject [] tDragonEggArray =
GameObject .FindGameObjectsWithTag ("DragonkEgg") ;
foreach (GameObject tGO in tDragonEggArray)
{
Destroy (£tGO) ;
}
int basketIndex = basketList.Count - 1;
GameObject tBasketGo = basketList [basketIndex];
basketList .RemoveAt (basketIndex) ;
Destroy (tBasketGo) ;
if (basketList.Count == 0)
{

SceneManager.LoadScene ("_0Scene");

}
// End Code

116



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

Tax xax aucmune DragonPicker.cs yoce docmamouro 6onbuol, npusedem moabko CKpUHUOm
memooa DragonEggDestroyed, ¢ komopulii Oviau 000a81eHbl HOBble CMPOKU KOOQ.

public void DragonEggDestroyed()

{

GameObject[] tDragonEggArray = GameObject.FindGameObjectsWithTag("DragonEgg");
foreach (GameObject tGO in tDragonEggArray)
{

}

int basketIndex = basketList.Count - 1;
GameObject tBasketGo = basketlList[basketIndex];
basketList.RemoveAt(basketIndex);
Destroy(tBasketGo);

Destroy(tG0);

if (basketList.Count == @)
{

IS

SceneManager.LoadScene("_0@Scene");

TCHCPL IMMPOBEPLTE, YTO MOCJIC ITIOTEPU BCEX TPEX SHECPIECTUUCCKUX IHUTOB ITPOUCXOIUT IIEPE3a-
IMTYCK CHEHBI, a CYCTUYUK 33p360TaHHbIX OYKOB C6paCHBaeTC${ (CHOBa CTAaHOBUTCA PaBHbIM HYJ'IIO)
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BuiBoabI

B uetBepToil yacTu MBI TIpofeaaid OONBINYI0 padoTy, — JOOABMIA B UTPY CMBICT C TIOMO-
IIBI0 TIPOCTOTO JI0OABJICHWS] CUETUYMKA OUYKOB. B KadecTBe OMOTHUTEBHOTO 3aJaHUs TIOMpO-
OyiiTe COXpaHATh PeKOpia Urpoka. IJist 3Toro crout m3yuuth padoty meronoB PlayerPrefs.Set() u
PlayerPrefs.Get(). C nomoltpio JaHHBIX METO0B MOKHO 3alIOMUHATH TIEpEMEHHbIE JIJIsI OT/IEIbHBIX
ToJb30BaTes el BO BpeMs Urpbl. [Ipy NOBTOPHOM BXOZE B UI'PY 3T NIEPEMEHHBIE COXPAHSAT CBOU 3Ha-
YEHU .
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Yacts 5. JlopadoTKa ClleH U C0o3/]aHie UTPOBOro0 MeHI0

BBeaenue

B s1OM paszene Ml mopaboTaeM Haj ylydllleHHeM BHELIHEro BUJa CLIEHbI, a TaKKe CO3JaIuM
JOTOJTHUATEJBHYIO CTAPTOBYIO CLIEHY.

Panee mbI paGortamu ¢ ogHo# cuenor — _(Scene, Ha KOTOPOii MporcXoauiIa Best pa3paboTKa
urpsl. B 3TOM pasnesne Mbl 700aBUM HOBYIO CTAPTOBYIO CIIEHY, Ha KOTOPYIO OyZeT monajaarh Mojb30-
BaTeJb Cpasy IOCIIe 3aycKa Urphl.
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5.1 lopa6oTka Jokanuu B ciieHe _1Scene

UroObl JIOKaIus BhIrIsAena Oojee MpUBIeKaTesIbHO, J0OABUM B KayeCTBE NEKOPAIMiA TOpPbI
U HEeMHOro jopaboraeM ocopmileHue cueHsl. [ 3Toro HaM MOHagoOWTCs eme oauH Asset-
nmak noj HaszaHueM Autumn Mountain u3 yxe 3Hakomoro Asset Store. Ilepeiigure Ha cailt
assetstore.unity.com 1 HallJUTE HYKHbII acCeT:

8 Autumn Mountain

|& GameWarming %k kkk 5|46 Reviews

FREE

@ 189 views in the past week

BT |

License agreement Standard Unity Asset Store EULA
License type Extension Asset

26.0
File size MB
Latest version 1.0
Latest release date May 16, 2016
Supported Unity versions 5.0.2 or higher
Support Visit site

Frequently bought together

Takxe Kak ¥ paHee 100aBbTe acCEeT B CBOIO KOJUIEKIINIO, HAkaB Ha caite KHONKY “Add to My
Assets”. TTocie sToro Bepautech B cpey pa3zpadotku Unity u otkpeiB Window — Package Manager
CKayvaiTe U UMIopTupyiTe naker Autumn Mountain:

Package Manager

e v Filtersw Clear Filters

Autumn Mountain ol “ Autumn Mountain

Version 1.0 - May 16, 2016

t Kit: First Pers or Unity

Bolt Kit: Platformer Tutori

Bl le

son for Unity , . ;
ndibe iy Autumn Mountain. This asset contains the following:

24
ad
°m
X ]
11
o

Package Size Supported Unity Versions
Size: 25.99 MB (Number of files: 13) 5.0.2 or higher

- I+« |« B

Purchased Date
August 10, 2021

Import
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= Package Manager

Package Manager

-+ v Packages: My Assets v Sort: Name 4 v Filtersw ClearFilters

Autumn Mountain

Import Unity Package

Autumn Mountain

v B Free_Mountain.FBX
e Materials
v ®) Free_Mountain.mat
e Prefabs
v W Free_Mountain.prefab
B Scene
< FreeMountain.unity
Skybox
Free_skybox.mat
skybox_back.psd
skybox_down.psd
skybox_front.psd
skybox_left.psd
skybox_right.psd
skybox_up.psd
Textures
diff.psd

v
I
v
v
v
v
v
v
v
]
v
7 normal.psd

Cancel

(KON -+l

Autumn Mountain

Version 1.0 - May 16, 2016

Autumn Mountain. This asset contains the following:
1 Low Poly Mesh - 50k tris.
- 2048*2048 Texture maps (diffuse/normal).

Images & Videos

.

N
¥

1§84

Z
a
z

o~ "

Package Size
Size: 25.99 MB (Number of files: 13)

Supported Unity Versions
5.0.2 or higher

jggggagaaq

Purchased Date
August 10, 2021

l

Z|
el
I

gag

Import

ITocne umnopra B nmanke Assets (cM. OKHO Project) mosiButcst HoBast manka ¢ uMeHeM Free
Mountains, conep:xaiiasi TeKCTypsl, mpecadbl 1 MaTepHalibl JO0ABIEHHOTO acceT-IaKa:

s Project B Console

+ v
w Favorites
O, All Materials
Q, All Models
O, All Prefabs

@ Assets
E FaurFvilDrannaneHP

B FreeMountain

B DuraDarticlac
R S N

e Scenes
Im Packages

Assets > FreeMountain

>

Free_Mountai Materials Prefabs

Scene Skybox Textures
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HaBaiite co3maaum nayonmkar mipedpada Free_Mountain, i 3TOro BbAGTUTE OOBEKT U
HaxkmuTe coueranue kiasuin Ctrl+D (wm Command+D). Tlepeumenyiite co3gaHHyI0 KONHO 00b-
exta B DragonMountain u nepemectute ero B narnky Assets/Scenes, Kak OKa3aHO HA PUCYHKE HUKE:

s Project B Console
=+ -
W Favorites Assets > FreeMountain > Prefabs
O, All Materials
O, All Models
O, All Prefabs

[aw Assets
e FourEvilDragonsHP

@@ FreeMountain
e Materials DragonsMountain Free_Mountain
B Prefabs
im Scene
im Skybox
im Textures

m PyroParticles

i Scenes

m Packages

Vo6enutech, uro BbIOpaHa clleHa ¢ wMeHeM _1Scene U meperamuTe  OOBEKT
DragonMountain.prefab B okHo Hierarchy. i3menuTe HacTpoiiku komnonenTta Transform no6asien-
Horo npedada ¢ ropoi:

o Account ¥ Layers v  Layout

© Inspector

." v DragonMountain

v

Tag Untagged v Layer Default
Prefab Open Select Overrides

A Transform

Position X -5.7
Rotation X0
Scale X 0.2

Bl  Free_Mountain (Mesh Filter)
BEY v MeshRenderer

Materials
Lighting
Lightmapping
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HecmoTpsi Ha TO, 4TO rOPBI CO3AAIOT JOCTATOYHO XOPOIIYIO ISKOPAIHIO, HAM HE XBATAeT TEKCTYP
Ha 3aHEeM IUIaHe ClieHbl. B mocneqHem ckayaHHOM Hamu U3 Asset Store TEKCTyp-Tiake JUist STOM
LIeJIM MOKHO MCTIONIb30BaTh TEKCTYpbl U3 narku Assets/FreeMountain/Skybox. Ilepemectute (M0OxHO
Tak’e neperackuBanuem) nanky Skybox uz FreeMountaion B marnky Scenes:

e FourEvilDragonsHP
@@ FreeMountain

s Materials

m Prefabs

B Scene

i Skybox
i Textures
Be PyroParticles
BB Scenes
im Packages

DragonPicker Enemy

UroObl mpuMeHUTD TeKCTypy Skybox K crieHe, oTkpoiTe B BepxHeM MeHio Window — Rendering
— Lighting:

o € © @ [rec

Minimize & Linux Standalone - Unity 2020.3.1411 Personal (Personal) <Metal>

Component Help

(CWindow )

Scale @ 0.62x Maximize On Play Mute Audio Stats G ' e

Bring All to Frgnt
Panels

Layouts
Collaborate

Asset Store
Package Mangger

Asset Man

TextMesh%

General l

Animation Light Explorer

B Hacrpoiikax okpyxenus Environment, B oie Skybox Material cieqyer BeIOpaTh Matepuat
c umeneM Free_skybox.mat:
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Lighting

® |Lighting

- : : : Assets Scene
Scene Environment Realtime Lightmaps Baked Lightmaps —

Environment g FireParticleSpark...

Skybox Material ® Free_skybox
Sun Source <:Directional Light (Light)

Realtime Shadow Cc¢

Environment Lighting
Source Skybox

=

Intensity Multiplie ®

Environment Reflections
Source Skybox
Resolution 128
Compression Auto
Intensity Multiplie

Bounces

Select Material

« e w e

FireParticleSpark...

GreenHP

e &1

Free_Mountain

GreenHP

-

ITocne aToro cueHa JoJXKHa BBINISAASTh TaK Kak IIOKa3aHO Ha PUCYHKE HUKE. Ha CLICHY Il06aB—
JICHA Iopa, a Ha 3aHEM IIJIaHEC pa3MEIICHbI TCKCTYpPHI C I/I306pa)KGHI/I€M FOJIy6OF0 HeOa u Apyrux

CHCKHBIX I'Op:

o Game
Display 1 ¥ Full HD (

Coxpanure cuieHy _1Scene, KJIMKHYB 10 Hell PaBOW KHOMKOW MBIIIY 1 BHIOPAB U3 KOHTEKCT-

HOro MeHIo Save Scene.
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5.2 Co31aHne CTapTOBOM CIIE€HbI

Ternepp Mbl 100aBUM HOBYIO CTapTOBYIO CIIEHY, Ha KOTOpYI0 Oy[eT MomaaaTh MOJb30BaTesb
cpasy mocJie 3amycka urpsl. [IpaBuia xopolero ToHa mpy pa3padoTke TpeOyIoT YEeTKON nepapxuu B
00BEKTax, CrieHax, CKpunTax u T. 1. [lepenmenyiite Tekyiyio _0Scene B _1Scene. Tak MbI 0603Ha-
YMM, YTO MT'POBAS ClIEHAa CMEIAeTCs TI0 MepapXUH 3arpy3Ky Ha ypOBEHb HIKE.

Create

Reveal in Finder
Open

Delete

Rename

Copy Path

Open Scene Additive
B Project 8 Console
+ -

% Favorites : o
O, All Materials mport New Asset...

O, All Models Import Package

O, All Prefabs Export Package...

[aw Assets Find References In Scene

i FourkvilDragonsHP Select Dependencies
& FreeMountain

B Materials _0Scene Refresh

= Prefabs ]
B8 Scene Reimport

e Skybox _
B Textures Reimport All

W PyloFdilcies
s Scenes

EnergyShield

JloGaBUTH HOBYIO ClIEHY MOKHO, CO3/1aB KOIUIO TEKYIIEeW CIIeHBI, JIIs1 9TOTO BhIAETUTE OOBEKT
_1Scene u naxmure couyeranue kjapuil Ctrl+D (mmm Command+D). [lepeumenyiite co3panHyio
koo oObekTa B _0Scene, 310 OyaeT UMs1 HOBOU co3AaHHOM clieHbl. [Tocie 3Toro B mamnke J0KHO
HaxoOUThCA OBE CLICHBI:

_0OScene — kormus ClieHbl, B KOTOPOU Mbl CO3[a/IMM CTAPTOBOE MEHIO;

_1Scene — ocHOBHas cIrieHa C IPaKOHOM M TOpaMu, ¢ KOTOPOW Mbl padOTaJIi OCHOBHYIO YacThb
HAIIIeTo TPAKTUKyMa.
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= Project 8 Console
+ v

w Favorites Assets > Scenes
O, All Materials

O, All Models
O, All Prefabs
[aw Assets
Bm FourEvilDragonsHP

@@ FreeMountain
e Materials _0Scene
e Prefabs

e Scene

e Skybox

e Textures
Bm PyroParticles
Bm Scenes

im Packages
EnemyDragon EnergyShield

Jlanee Mbl HACTPOUM cTapTOBYIO clieHy _(Scene Takum 06pa3om, yToObl Ha Hell ObUIO YIOOHO
Pa3MecTUTh 3JIeMEHThl MEeHIO HaBurauu. Ho 11151 Hauana jaBaiite BHECEM HEKOTOpbIe M3MEHEHHsI B
MMEIOLIYIOCS] CTPYKTYPY CLIEHBI.

1. Ynanute o6vekT Ground, ass1 atoro B okHe Hierarchy kimkHuTe o Hemy npaBoi KHOMKOM
MBIIIIM U B KOHTEKCTHOM MeHIo HaxmuTte Delete.

2. Vaanute oObeKT Score, KOTOPBII HaXOAUTCS BHYTpH xosicta Canvas.

3. Beibepute o0bekT Main Camera u B okHe Inspector ynaiuTe KOMIOHEHT C MOAKJII0YEHHbIM
ckpunT-daiiom DragonPicker.cs (KJIMKHUTE MO TPEM TOUKaM CIpaBa OT Ha3BAaHUSI KOMIIOHEHTA U
BeiOepuTe Remove Component). B 31011 clieHe oH HaM He noTpedyeTcs.

4. B okne Hierarchy Beioepute 00bekT DragonMountain 1 B okHe Inspector HacTpoiite KoMm-
noHeHT Transform Tak, Kak MOKa3aHO HA PUCYHKE HUKE. DTO MO3BOJIUT HECKOIBKO M3MEHUTh Mac-
mrad ropel (3a cuer yBesquueHus Scale) U U3MEHHUTh €€ OPUEHTALMIO B IPOCTPAHCTBE, YTOObI OHA
pacnonarajach ¢ 6osiee yIauHOro pakypca IpH BXOJE B UIpy:
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o Account ¥ Layers v  lLayout

© Inspector

’ .
.'v v DragonMountain

Tag Untagged v  Layer Default
Prefab Open Select Overrides
s Transform

Position X -38
Rotation X -22
Scale X 04

Bl  Free_Mountain (Mesh Filter)
BY v MeshRenderer

5. lanee BeiOepuTe 00beKT Enemy (MrpoBoii repcoHax — JPaKOH) U TaKKe N3MEHUTE B MHCIICK-
Tope HacTpouiku Transform, Kak Moka3zaHo Ha PUCYHKe HUKe. DTO MO3BOJIUT MEPEMECTUTH TPAKOHA
B 00J1aCTh BIAJMHBI B TOpe, KOTOPYI0 OyIEeT XOPOIIO BUIHO IPH BXO/IE HA CTAPTOBYIO CIIEHY WI'PHI:
& Account ¥ Layers ¥ Layout

© Inspector

.” v Enemy
- Tag Untagged v Layer Default

Prefab Open Select Overrides

o~ Transform
Position Z -17.47
Rotation Z0

Scale

6. [laBaiiTe U3MEHUM aHUMAITUIO IPAKOHA HA CTAPTOBOM clieHe. /[ 3Toro co3magum oTaesb-
HBI KOHTpOJUlep. KiMKHKTE MpaBoii KHOITKOW MBI BHYTPY TMANKU Scenes U BHIOEpUTE M3 KOH-
tekctHoro MeHio Create — Animator Controller, gaiite koutposiepy ums DragonIDLE.
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I Project B Console

+ -~
* Favorites
Q, All Materials
Q, All Models
O, All Prefabs

@ Assets
Bm FourEvilDragonsHP
@@ FreeMountain
Bm Materials
e Prefabs
i Scene
s Textures
im PyroParticles
[@ Scenes
e Skybox
m Packages

Create

Reveal in Finder
Open

Delete

Rename
Copy Path

Import New Asset...
Import Package
Export Package...

Select Dependencies

Refresh
Reimport

Reimport All

Post-processing Profile
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Custom Render Texture

Animator Controller
Animation
Animator Override Controller

Avatar Mask
DragonIDLE
Timeline

Signal
Physic Material

GUI Skin
Custom Font
Ul Toolkit

7. B nanke Assets — Animations — DragonTerrorBringer HaiijeM MoOaxoAilyio aHUMALIUIO,
Hanpumep 1dle02, cozpaite ee konmio (Ctrl + D nim Command + D):

I Project B Console

+ -
% Favorites
O, All Materials
O, All Models
O, All Prefabs

[aw Assets
[aw FourEvilDragonsHP
@ Animations
m DragonNightMare
m DragonSoulEater
e DragonTerrorBringer
e DragonUsurper
= Animators
e Materials
B Mesh
m Prefab
Im Scene
e Texture
& FreeMountain
e Materials
Dro

Q

+ Assets

FlyForward

(>

GetHit

idle02

FourEvilDragonsHP

Animations > DragonTerrorBringer

FlyGlide Flyldle

idle01 idle02 1

©

Landing

8. Haiite myommkary umst DragonAnimation u nmepeHecHTe ero B Manky Scene.

9. B mamke Scene otkpoiite koHTposuiep DragonIDLE u nepeTsiHuTe B HETo TOJIBKO YTO J100aB-
JIHHYIO B TarkKy aHuManuio DragonAnimation. To 3HaYMT TO, YTO MBI CO3/1aJIM KOHTPOJIJIEP IS
COCTOSIHMSI TIPOCTOSI IPAKOHA, BHYTPU KOHTPOJUIEPA HAXOAWUTCS aHUMAlMs JPAaKOHA, CUJAIIETO Ha
MOBEPXHOCTY 3€MJIU:
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>

# Scene o Game @ Asset Store = Animator =]
Layers Parameters ® Base Layer Auto Live Link

L
| h

Base Layer o] Any State

|dle02

Scenes/DragonIDLE.controller

e
(>

_1Scene DragonAnimation DragonEgg DragonEgg DragonIDLE

10. Teneps BoiOepuTe ApakoHa Enemy B okne Hierarchy, u ociie 3Toro B OKHe MHCIIEKTOpa B
MIPaBOil YacTU B KOMITOHEHTe Animator BeIOepuTe APYyroil KoHTposuiep, ¢ umeHeM DragonIDLE.
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0% & Account v Layers v Layout

© Inspector

"
.’v v Enemy

Tag Untagged v Layer Default
Prefab Open Select Overrides

s Transform

Position
Rotation
Scale

™ v Animator

Controller % DragonIDLE

Avatar None (Avatar)

Apply Root Motion

Update Mode Normal

Select RuntimeAnimatorController

-

q|
Assets Scene

None
%4 DragonIDLE

11. Coxpanure cueny _0Scene u 3anycrute ee (kHonka Run). Tenepb npu 3amycke CLIEHbI Bbl
JOJDKHBI YBUZIETh TOPY Y aHUMHPOBAHHOTO JIPAaKOHA, CHJSIIETO Ha ee MOBEPXHOCTH:
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n »l

#t Scene a® Game @ Asset Store > Animator
Display 1 ¥ FullHD (192 30) scale imize On Mute Audi Gizm

12. 151 Toro, 4ToOHI ClieHa BHITJIs/ENA elnle Oosiee KUBO, MOKHO JOOABUTH aHMMAIIHIO JIBUXKeE-
Hus 00akoB u3 acceta ¢ Ha3zBaHueM Painted HQ 2D Forest Medieval Background. Ms! yxe HeogHO-
KpaTHO HAaXO/IWJIM HYXKHBIN acceT-TaK Ha caite Asset Store u JOOABJISIIN €ro B Halll MpoekT. [Ipocto
MOBTOPUTE HEOOXOIVMBIE IEUCTBUS M UMIIOPTUPYHTE MAKET C TEKCTYPAMH.

2P 00 Package Manager

= Package Manager
+~ P s: My Assets v Sort: Name 4 v Filtersw C
Dream Forest Tree

T

qQ

Filters q

Painted HQ 2D Forest Medieval Background

ear
2
Evil Dragon Pack HP
Fire ell Effects . =
Version 1.0 - September 01, 2017
Floot srounds c :

BiPR B |

Free 2D Adventure Beach Background
Awesome free forest backgrounds and platforms graphics 2D prepared
for a medieval 2D game. There are art assets for 3 stages in this
package: day, sunset and night. This package includes: 9 clouds, 6

GitHub for Unity

Grass And Flowers Pack 1

Grass Flowers Pack Free Fnages Byldsas

Low-Poly Simple Nature Pack

QOutdoor Ground Textures

Painted HQ 2D Forest Medieval Background
Robot Kyle

mVR Plugin

e 1€ 1« B e |« |« |« B

Package Size Supported Unity Versions
Size: 10.19 MB (Number of files: 19) 5.5.0 or higher

@ Error refreshing packages Import

13. Haiipure B Buge obnaka cloud02 u3 ckayaHHOTO makeTa B marnke day:
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B Project B Console
+ -
* Favorites Assets > Painted HQ 2D Forest Medieval Background > da
O, All Materials
O, All Models

O, All Prefabs
e _B° -4
e FourEvilDragonsHP o

B FreeMountain

[aw Painted HQ 2D Forest Medieval Backg cloud01 cloud02 cloud03
im cay
= evening
m Examples
im night

e PyroParticles

@ Scenes
s Skybox

m Packages

14. Cozpaiite nyOnukar oObeKTa M MEPEMECTUTE ero B Hally pabouylo Mamnky ¢ MPOEeKTOB
Assets / Scenes. [locne 3Toro neperaimmre TeKCTypy ¢ oOmakoM B okHO Hierarchy Tak, 4ToObl OHO
OKazaJioch BHYTpH xosicta Canvas (MOKeTe Ipy MepeTacKMBaHMM HaBeCTH 00BEKT MpsaMo Ha Canvas).
Pasmectute oObeKkT B J1eBoW BepxHeil yact cuensl (Canvas). HacTpoiiku mokaszaHbl Ha pUCYHKe

HUWXKE:

0! & Account ~« Layers v Layout

© Inspector

@ v cloud021

- Tag Untagged Layer Default

A Transform

Position
Rotation

Scale

IET v Sprite Renderer

Sprite [¢]cloud02 1

Color

15. YrtoOsl co3naTh aHUMaIuIo ABxkeHus: oOnaka, B Unity otkpoiite Windows — Animation
— Animation. Tak, BBl TIOnajieTe B OKHO CO3/aHUs aHUMAIMU. YOeauTeCch, YTO B OKHE HEpPapXUM
oowekToB (Hierarchy) Beiopan urposoit 00bekT cloud02 1, mocrie yero B okHe Animation HaKMUTE
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Create, 4T0OBI CO3/1aTh HOBYIO aHUMAIIHIO JISI 9TOTO UTPOBOTO OOBEKTA. 3a/1aiiTe MM HOBOW aHMMa-
mu CloudAnimation, pucCyHOK HUXKE:

Component (" Window ) Help o € © M @ 2 @ T QA 8 © WedllAug

Minimize 1 © Animation
B Zoom : $

Bring All to Front
Panels

Layouts
Collaborate

Asset Store
Package Manager

Asset Management
TextMeshPro

General
Rendering

ting cloud02 1, create an Animator and an

Audio Animator —
Sequencing #l Animator Parameter Create New Animation
|

Analysis ™ Favorites Create a new animation for the game object ‘cloud02 1:
Al
Ul Toolkit

A Applicati... Save As ClcudAnimation| )
[= Desktop
@ Downloads

00~ &+ [FScenes

iCloud
& iCloud Dri...
[=] Desktop
[% Documents
Tags
® Red
@ Orange

Yellow

New Folder
@ Green

16. Teniepp MBI MOXEM TIEPEUTH K CO3/IaHUIO aHUMAIMU. B okHe Animation HaXMHUTE KHOIKY
Enable keyframe recording mode.

B Project B Console

Preview < |4 P

B pexume 3amucy ycTaHOBUTE CHavyasla HA4aJIbHOE TOJIOKEHHEe O0JIaKa B JIEBOM YacTH KpaHa
(Position x = 770), rocye yero nepemMecTuTe OTMETKY TaiMUHTIA 110 miKaie Ha 60 cekyH/1, U yCTaHO-
BuTe HOBOe nojioxkeHue (Position x = 970).
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n 00 & Account ¥ Layers ¥ Layout

sset Store » Animator i @ Inspector 2 &
W & v g0 fy v X mu~ Gizmos v @

v cloud021 Static ¥

e
Tag Untagged ¥ Layer Default

Transform
Position
Ro

o0 Animation

© Animation
Preview d |4 P Pl MM
CloudAnimation v <

L jifely}

Add Property

Dopesheet Curves <

17. Ilocne 3Toro ocraHOBUTE 3aMMCh aHUMaIMK HaskaB cHoBa Enable keyframe recording mode.
Tenepb npu 3amycke 001ako OyeT MepeABUTraThCs U3 JIEBOM YaCTH SKPaHa B MPABYIO, OHAKO MTPOUC-
XOJIUT 3TO IOCTATOYHO OBICTPO. UTOOBI 3TO UCTpaBUThH OTKporTe Windows — Animation — Animator.
Tak BbI MonasieTe B JEpeBO aHUMAIHIA TIPOEKTA.

18. Boibepure anmmarmio CloudAnimation ¥ B MHCIIEKTOpPE MOAKOPPEKTUPYUTE Mapamerp
Speed. Caenatb 3T0 MOXHO OByMs criocodamu. B mepBoM BapuaHTe UTOOBI CKOPOCTH JIBUKCHUS
oOnaka craja Oosee nmpremseMoi, ycranopute 3HadeHue speed = 0.05 (cM. pucyHok Huke). Vmm xe
MOXHO TIOKa3aTh elle OJMH BapHaHT yBeIWYEeHHsS BpeMEeHU aHMMaluy. BepHuTtech B 3anmch aHUMa-
IIUM ¥ TIPOCTO TiepeMecTuTe «poMObl» ¢ annumMarmei ¢ 1:00, nanpumep Ha 3:00. Mbl ke ocTaHOBUMCS
Ha MepBOM BapHaHTe.

> oS & Account ¥ Layers ¥ Layout
btore = Animator 3 i @ Inspector

& Base Layer Auto Live Link ,.! CloudAnimation
e

o

Tag

Motion A CloudAnimation
Speed 0.05
Parameter
. Motion Time Parameter
CloudAnimation I Mirror Parameter
Cycle Offset Parameter
Foot IK
Write Defaults

Transitions Solo Mute

Listis Empty

Scenes/cloud02 1.controller

19. Coxpanwure crieHy _0Scene. 3amycTuTe ee CHOBa U yOeUTECh, UTO OOJIAKO TIepeMeInaeTcs
C TIpUEMJIEMOI CKOPOCTHIO.

20. INepexsoyaTbcs MeXIy CIIEHAMM M JI0padaThIBaTh MX MOKHO B JTI0OOK MoMeHT. [laBaiiTe, K
pUMepy, BepHeMcs K crieHe _1Scene (KJIMKHMTE 10 Hel 1Ba pa3a) v IIOMECTHM B 00JIacTh CUETIMKA
OYKOB 00J1aKO, 4TOOBI U pBI ObLIO BUAHO Oostee yeTko. [lepeMectute obnako ¢ umeneM cloud02 1
n3 nanku Asset — Scenes BHyTpb Canvas:
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¥  pivot @Local

= Hierarchy { @ Inspector 3
v o :
+ TS @ v cloud021 Static ¥

_1Scene : L
P Main Camera Tag Untagged ¥ Layer Default

&g DragonMountain -
% Enemy o~ Transform

H

@ Directional Light Position X 594.19 Y 4829

@ Ground Rotation X 20 Y 180
0 EventSystem

@ Canvas Scale X 110 Y 70

& Score

) cloud02 1 |8 v Sprite Renderer

Sprite [elcloud02 1
Color

Flip X

Draw Mode Simple

Mask Interaction None

Sprite Sort Point Center

Material ® Sprites-Default
Additional Settings

21. lo6aBbTe OOBEKTY C OOMakoM KOMITOHeHT ¢ mMeHeM Rect Transform (kHomka Add
Component B okHe Inspector) ¥ yCTaHOBUTE MapaMeTPhl SAKOPsI, KaK MOKa3aHO Ha PUCYHKE HUKE.

ITO MO3BOJUT NMPHUBS3aTh OOBEKT TOUHO K MIPABOM BEpXHEN YacTH SKpaHa BHE 3aBHCHMOCTH OT pa3-
pelleHu s SKpaHa:

Heo X b Account ¥ Layers ¥ Layout

© Inspector =

@ v cloud021 Static =

v

Tag Untagged Layer Default

- Rect Transform

right Pos X Pos Y
1 -350 -50

Width Height
1 1
Anchors
Min X1 i 1
Max

22. Tenepb, eciy 3aMyCTUTh CLIEHY CHOBA, TO B IIPABOil BEPXHEN YacTH SKpaHa Bbl 3aMETHUTE
00JIaKO TI0J] CYETUUKOM OYKOB:
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B CJIEayIomeEM noapas3acyi€ Mbl CO3JaJUM UI'POBOEC MEHIO Y HAYYUMCSA PEAJIM30BLIBATH IIEPE-
KJIIOYEHNE MCXKAY CIEHAMM.
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5.3 Co31aHne UTPOBOro MeHIO

1. Co3gaauM 3arojioBOK Ha ClIeHe ¢ Ha3BaHMeM Urpbl. Beibepute B BepxHem MeHio GameObject
— UI - Text. daiite umsi HoBoMy 0O0bekTy Title 1 Takke Kak Jieiany paHee — nepeMecTUTe ero BHyTpb

Canvas (ecau 3TOro He npousonuio asromatnuecku ). Hacrpoiite Title B okne nuncniektopa (Inspector)
TaK, KaK MOKa3aHO HA PUCYHKE HUXKE:

© Inspector

@ v Title

v

Tag Untagged ¥ Layer Ul

Rect Transform

Pos X PosY
550 -200
Width Height
900 300
Anchors

Min X0 a1
Max X0 ol 1
Pivot X 0.5 0.5

Rotation X0 il O
Scale X1 ol ]

@  Canvas Renderer

Cull Transparent Mesh

v Text

Text
Dragon Picker

Character
Font AaArial
Font Style Bold
Font Size 128

Line Spacing 1

2. B utore Mbl JOJIKHBI IOJTyYUTh HAJMUCH ¢ Ha3BaHUeM Urpel Dragon Picker B BepxHeii JieBoit
yacTu 9KpaHa. Ha cBoe ycMoTpeHue Bbl MOKeTe M3MEHUTD 1IBETa, pa3Mep U CTWIb Haanucu. Moxete
naxe camoctosiTenbHO B Unity Asset Store HailTh HanOoJiee MOHPABUBIIMECS BaM IIPUPTHI C TEKCTY-
paMy ¥ aHUMaLKE.

3. IlepeiigemM K CO3JAQHUI0 UTPOBOrO MeHIO. [l CO3/1aHUsl MEHIO CO3/aiiTe MyCcTOW OOBEKT,
BbIOpaB B BepxHeM MeHI0 GameObject — CreateEmpty, KOTOpblii OyleT coaep:kaTh KHOMKH Iepe-
KJIIOYeHUsT Mexkay cueHamu. B manemm Hierarchy cneBa mosiButcst mycroit oObekT. HazoBute ero

MainMenu, Takxke co3/aiiTe U MOAKJIIOYATE K OOBEKTY COOTBETCTBYIOIIMI ckpunT MainMenu.cs,
PUCYHOK HUXKE:
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O Inspector

@ v MainMenu

Tag Untagged Layer Ul

h 4

Rect Transform

Pos X
0
Width
100

middle

Anchors
Min X 0.5
Max % 0.5

Pivot X 0.5

Rotation X0
1

Main Menu (Script)

Add Component

4. Cnenaiite aneMeHT 00bekT MainMenu nouepaum ajis Canvas.

5. Nobasbre B ckpuntT MainMenu.cs cieayomuii Ko, KOTOphIid OyAeT OTBeYaTh 3a MepeKJIio-
YEeHUE MEK/1y CLIEHaMMU:

// Start Code

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
public class MainMenu : MonoBehaviour

{
public void PlayGame ()
{
SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex
+ 1);
}

public void QuitGame ()
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{
Application.Quit () ;
}
}
// End Code
< > EnemyDragon.cs o DragonEgg.cs o DragonPicker.cs o Pause.cs o MainMenu.cs o

No selection

1 using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4 using UnityEngine.SceneManagement;

5

6 public class MainMenu : MonoBehaviour
7 {

8 public void PlayGame()

9 {

10 SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex + 1);
11 }

12

13 public void QuitGame()

14 {

15 Application.Quit();

16 }

17 }

18

6. Jlob6aBrre B manenb uepapxuu (Hierarchy) smementst Ul rpacdumyeckoro unHTtepdeiica:
GameObject — UI — Button (3 mrykn);

7. Cnenaiite co3gaHHblil 00beKT Button gouepHum anst MainMenu. O0patrte BHUMaHUE, YTO
BHYTpH KHOIKU Button aBTOMaTuuecku coznaercs qouepHuil anemeHT Text. [lepernmenyiite coznan-
Hble KHotkM Button B PlayButton, OptionButton u QuitButton. [JoikHa MoMyYuThCs CTPYKTYpa KHO-
TIOK U HaJIMCEN TaKas, Kakas 0Ka3aHa Ha PUCYHKE HUKE:

139



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

e OO [ L A [/]Pivot R Local
= Hierarchy Q ¢ ## Scene
+v o Shaded

& _0Scene*
@ Main Camera
N# DragonMountain
Ng Enemy
@ Directional Light
@ EventSystem
@ Canvas
€D Score
D cloud02 1
D Title
0 MainMenu
£ PlayButton

D Text

£ OptionButton

D Text

@ QuitButton

D Text

8. lasiee Mbl HACTPOUM O(pOpPMJIEHHE HAANMCEN KHOMOK U UX PACIIONIOKUTE TaKUM 00pa3oM,
4yT0OBI MHTEP(ENC BIMIISAIEN KaK CTaHIAPTHOE MEHIO C 3JIeMEeHTaMM yrnpasieHus. KHONKu nmeior
CTaHJApPTHBIE HACTPOWKHM, KOTOPbIE 3aJJal0T UX PACIIOJIOKEHNE, BHEIIIHUI BU/I IIPU Pa3/IMYHbIX Bapu-
aHTax cpabarbiBaHus 4 T. 1. B okne Hierarchy BriOepute anemeHnT MainMenu U ycTaHOBUTE €ro
napameTpbl Transform, Kak ykazaHO HUXe:
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3 Account ¥  Layers v  Layout

@ Inspector

@ v MainMenu

Tag Untagged Layer Default

v

L Transform

Position X 527 Y 68
Rotation X 20 Y 180
Scale X 120 120

Add Component

9. anee HactpouM KHotku. Haunem ¢ PlayButton. BaxHble HACTpOMKM KHOIIKM HAXOJATCS BO
BKJIaJIke Button B okHe Inspector, 3T HACTPOMKM MOXXHO UCIOJIb30BaTh IIPU CO3/IaHUM PA3IMUHBIX
3(pPeKTOB aHUMAILIMK KHOIKU O€3 ONOJHUTEIbHBIX TeKCTYp. HeKoTopele HACTPONKM OTBEYaloT 3a
BHEIIHUI BUJI TIPU HaKaTHK/HaBeJeHUH/BbIOOPE U T. 1. MBI Oy/ieM UCIIONIb30BaTh TEKCTYpY OONaKka B
KauyecTBe opopmiieHns KHotku. Hacrpolite kHomKy Button Tak, Kak OKa3aHO HA PUCYHKE HUXKE:
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:0: (Y Account ¥ Layers Layout

© Inspector

@ v PlayButton

v

Tag Untagged Layer Ul
Rect Transform

Pos X Pos Y
0 0
Width Height
160 50

Anchors
Min %l 0.5 0.5

Max %l 0.5 0.5
Pivot X 05 3 05

Rotation X 20 Y -180
X 0.025 ¥ 0.025

Canvas Renderer

Cull Transparent Mesh v

] v Image

Source Image [*]cloudO1

Color

Material None (Material)

10. YtoObl M3MEHHUTH HAAMUCh HA KHOIIKE, pa3BepHuUTe ieMeHT PlayButton, KIImKHUTE IO 371€-
MeHTy Text BHyTpH. [lanee B okHe Inspector (i1 ymoOCTBa ero MoJOKeHUe Ha CKPUHIIIOTE HIKE
OBUTIO M3MEHEHO) HAWIMUTE KOMITOHEHT Text M HAIUIIUTE B 10JI€ BBOJA TeKcTa — PLAY:
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e O &
= Hierarchy
+v
& _0Scene*
0 Main Camera
Ng DragonMountain
&¥ Enemy
(0 Directional Light
(0 EventSystem
€ Canvas
€0 Score
) cloud02 1
) Title

&) MainMenu

0 PlayButton

D Text

0 OptionButton

D Text
9 QuitButton

D Text

L/]Pivot

S

S Local

© Inspector

v Text
v

Tag Untagged~

32 Rect Transform

stretch Left Top

I [ O 0
Right Bottom
0 0

Anchors
Min X0 YO

Max sl e

Pivot 24 0.5 Y 0.5

Rotation X O il O
Scale S e 1

(@) Canvas Renderer

Cull Transparent Mes v

v Text
Text
PLAY

11. AHanornyHo HUXe NpUBeIeHbl HACTPONKHU AJ1s1 KHonku OptionButton:

Static ¥

Layer Ul

e

&

v

F S
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@ Inspector

@ v OptionButton

v

Tag Untagged Layer Ul

Rect Transform

Pos X Pos Y
0 -1.45
Width Height
160 70

Anchors
Min X 0.5 il 0.5

Max X 05 §ll 0.5
Pivot X 0.5 0.5

Rotation 20 Y -180
Scale X 0.025 Y 0.025

Canvas Renderer

Cull Transparent Mesh v

a] v Image

Source Image [®]cloud02

®
Color I,

Material None (Material)

12. TexcroBoe none Text BHyTpu OptionButton:

@ MainMenu Cull Transparent Mesh v

PlayButton
®® Tyext o U

1 OptionButton Text

@ Text OPTION
&Y QuitButton

0 Text

Character
Font AaArial
Font Style Bold
Font Size 14
Line Spacing 1
Rich Text v
Paragraph

Alignment
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13. AHanornyHoO HUXkeE NpUBEIEHBl HACTPOMKHU 1)1 KHONKM QuitButton:

©® Inspector

@ v QuitButton

v

Tag Untagged v Layer Ul

Rect Transform

Pos X PosY

0 -2.92

Width Height
160 50

Anchors
Min X 0.5 il 0.5

Max x 05 i 0.5
Pivot A 0.5 i 0.5

Rotation X 20 Y -180 Z 0
Scale X 0.025 e 0.025 % 0.025

© Canvas Renderer

Cull Transparent Mesh v

a] v Image

Source Image [*]cloud03
Color

Material None (Material)

14. TekcroBoe none Text BHyTpu QuitButton:
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(L
9 MainMenu
&0 PlayButton

0 Text

0 OptionButton

) Text

D QuitButton

0 Text

15. 3a (pyHKUIMOHAJI KHONKM OTBEYaeT HMUXKHAA 4acTb KOMIIOHEHTa Button BHyTpHM OKHa
uHcnekropa (Inspector) — On Click(). Boibepure knoriky PlayButton. YtoOsl HacTpouTh JeiicTBUE,
KOTOpOe OyAeT MPOMCXOAUTh IPU cpadaThIBAHMM KHOIKM, HaxkMuTe 3HaK “+” B nosie On Click ():

& MainMenu
0 PlayButton

D Text

€0 OptionButton

D Text

D QuitButton

D Text

@  Canvas Renderer

Cull Transparent Mes v

v Text

Text
QUIT

Character
Font LEVAED
Font Style Bold
Font Size 14
Line Spacing
Rich Text

Paragraph

Alignment

Fade Duration 0.1

Navigation Automatic

On Click ()

Listis Empty

=

- Default Ul Material (Mater: Add to the list ;

Add Component

16. B nosiBuBIIIEECS TTyCTOE TIOJIE ISl UTPOBOTO 00BbeKTa — 00beKT u3 uepapxuu (Hierarchy) c
nmeHeM MainMenu. Takum 06pa3oM, Mbl Kak-Obl COOOIIIaeM MPOrpamMMe, YTO IPY HaKATHUH JAOTKHA

BBI3bIBATHCA HEKOTOPAA YaCThb CKPUIITA, IIPUBA3dHHAA K IIPUKPEITIEHHOMY UT'DOBOMY O6”bCKTy:
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& MainMenu
0 PlayButton

D Text

0 OptionButton

D Text
9 QuitButton

D Text

ade Duration

Navigation Automatic

Visualize

On Click ()

Runtime Onl*  No Function

© MainMer ©

Add Component

17. Eciu Bce caenaHo NnpaBUiIbHO, TO Tenepb u3 BKJIaaku No Functions crano BO3MOXHBIM
BbIOpaTh ckpunT MainMenu u meton PlayGame, oTBevaromuii 3a 3aimycK Urpbl, CM. pUCYHOK HIIKeE:

&) MainMenu
& PlayButton
&) Text
& OptionButton
&) Text
&P QuitButton
D Text

Navigation

On Click ()

Runtime Onlv
B MainMer @

. Default U

PlayButton ¥

e Project B Console
+~
W Favorites
O, All Materials

Assets > Scenes

Fade Duration

0.1

Automatic

Visualize

MainMenu.PlayGame

No Function

GameObject
Transform

MainMenu bool enabled

string name

bool runinEditMode

Add Component string tag
bool useGUILayout
BroadcastMessage (string)
Cancellnvoke (string)
Cancelinvoke ()

v PlayGame ()

QuitGame ()

18. Teneps, npu Haxxatun KHOnkK PlayGame Oynet nmpourcxonuts 3amyck urpbsl. Ho nepen atum
HaM Hy’KHO OyJeT HaCTpOUTh COOPKY CLIEH, MbI clieflaeM 3TO OYKBaJIbHO Yepe3 Mapy MyHKTOB.

19. Hacrpoiite kaonky QuitButton. Takske HyXHO 100aBUTh COOBITHE (3HAK “+), IEPEMECTUTh
B mycToe mojie 00bekT MainMenu, u B noiie No Function BeiOpath Meton QuitGame() u3 ckpumnTa

Main Menu:
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9 MainMenu

PlayButton
@@ Tyext Selected Color

Pressed Color

D OptionButton Disabled Color
1 Text Color Multiplier

@ QunButton Fade Duration 0.1
g lext

Navigation Automatic

Visualize

On Click ()

Runtir'2 Only ¥ No Function

@ MainMenu @ | v No Function

GameObject
Default Ul M, Tra_nsmm
. MainMenu bool enabled
string name

QuitButton v bool runinEditMode
B Project B Console string tag
+~ bool useGUILayout

% Favorites “ Assets > Scenes BroadcastMessage (string)

[OWNIRVEICHES -
Q, All Models W Cancelinvoke (string)
Q, All Prefabs Cancelinvoke ()
_OScene cloudoz PlayGame ()
QuitGame ()
SendMessage (string)

[mw Assets
B FourEvilDragonsHP

20. Tenepb At TOro, YTOOBl MEPEKIIOUEHUE CIIEH padOTa0 KOPPEKTHO, HY)KHO HACTPOUTD
Build urpel u no6aButh co3nanHble creHbl B coopky. Haxmure File — Build Settings, neperarmure
cosnansble cueHbl _0Scene u _1Scene B nosie Scenes In Build B nopsinke ux 3arpy3ku (1epBoi 3arpy-
’KAETCsl CLIEHA C MEHIO), CM. PUCYHOK HMXKe:
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[ X ] Build Settings
Build Settings

Scenes In Build
v Scenes/_0Scene
v Scenes/_1Scene

Add Open Scenes

Platform

|;| PC, Mac & Linux Standalone E WebGL

tvOS No WebGL module loaded.
Install with Unity Hub

I;\ Xbox One

-3
|“| Android

% WebGL

'n about Unity Cloud Build

21. INocne 3Toro Moxere 3aKpbITh OKHO Build Settings 1 mpoBepUTh KOPPEKTHOCTH PaOOTHI
MEHI0, Ha)aB KHOIKY Run. ITocie Haxarus kHonku Play urpsl 1omkHa 3amycKaTbes, a IPU HAKaTUK
KHONKM Quit — 3aBepIInTh padoTy (OIHAKO B paMKax cuMyssiiuu B Unity oHa MOXeT He OTpadaThl-
BaTh).

22. BepHemcs k kHonke Option. Ilepen Tem kak 3amporpammupoBarb KHOIIKY Option, HyKHO
CO3/1aTh IOTIOJTHUTEBHBIE JIeMeHThI MeHI0. [1pu HaxkaTuu Ha KHOMKY Option y Hac OyayT HOSIBISATHCS
JOTOJTHUTE bHbIE JIEMEHTBI MEHIO U CKPBIBATHCS IEMEHTHI IVIABHOTO MeHI0 MainMenu.

23. CaMOCTOAITeNIbHO CO3JaiTe JOMOIHUTENIBHOE MEHIO ¢ HazBaHueM SettingsMenu (MOXHO
co3aate nyonmukar MainMenu) u yganute u3 SettingsMenu 1Be BepxHue KHomku PlayButton
n OptionButton. EnuHcTBeHHy0 OcTaBUIyloca KHONKY nepenMeHynte B BackButton (BepHyThCA
Hazan).
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Wi O B
= Hierarchy

+v o
& _0Scene*
&) Main Camera
Ng DragonMountain
Ng Enemy
& Directional Light
&) EventSystem
& Canvas
&) Score
&) cloud02 1
&) Title
&) MainMenu
&) PlayButton
&) OptionButton
) QuitButton
&) SettingsMenu
& QuitButton
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W O B
= Hierarchy
++ «
& _0Scene*

&) Main Camera
Ng DragonMountain
Ng Enemy
&) Directional Light

&) EventSystem
& Canvas

&) Score
) cloud02 1

&) Title

&) SettingsMenu
&7 BackButton

&) Text

24. YtoObl 0OBEKT IJaBHOrO MeHI0 MainMenu He Memajics TpPU CO3JAHUU HOBOTO
SettingsMenu B TOM k€ OKHE, Bbl MOXETE €r0 BpEMEHHO OTKJIIOYUTh, CHSIB FJIOUKY HAIIPOTUB HA3Ba-
HUs1 00beKTa B okHe Inspector:
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i O Al & Pivot (RLocal

= Hierarchy g { @ Inspector a i

+v o - .
MainMenu Static v

& _0Scene* H
@ Main Camera

&g DragonMountain -
& Enemy #~  Transform e it

@ Directional Light Position X 527 Y 68 Z -25
@ EventSystem Rotation X 20 Y180

J Canvas
@ Score Scale X 120 Y 120

% _Crlii)ll;doz‘l BB  Main Menu (Script)

- Tag Untagged Layer Default v

Add Component

P SettingsMenu
) QuitButton

25. B none oobekTa Text BHyTpr KHONKM BackButton Harmmte “BACK”, — Haanmics, Kotopast

OyzieT 0ToOpakaThCs B MEHIO.
26. CozpmanHoe SettingsMenu JOJKHO BHIIVISIETH CISAYIOIIMM 00pa3oM:

Dragon Picker

27. ns nporpammupoBanusi KHonok BackButton u OptionButton He oOsi3aTesbHO MHcaTh
JONOJIHUTENBHBIN KOJ. [laBaiiTe pacCMOTpUM peasn3aluio NEPEKJIIOUEHNS JIEMEHTOB MEHIO, IIPOCTO
HACTPOUB aKTUBALIMIO UTPOBBIX OOBEKTOB IIPU HAXXaTUM KHOIOK. BriOepute kHONKy BackButton u B
okHe Inspector HactponTe ee napamerps! On Click():, Kak MoOKa3aHO Ha PUCYHKE HUKE:
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P Canvas

@ Score

) cloud02 1

D Title

9 MainMenu
(D PlayButton
€D OptionButton
2 QuitButton

D SettingsMenu
0 BackButton

) Text

28. Insa OptionButton Hactporika napamerpa On Click(): moka3zaHa Ha pUCyHKE HUXE:

Q) Canvas

g Score

D cloud02 1

) Title

0 MainMenu
& PlayButton
7 OptionButton
D QuitButton

D SettingsMenu
0 BackButton

) Text

Disabled Color
Color Multiplier
Fade Duration

Navigation

On Click ()

Runtime Only v
@ MainMenu (O]

Runtime Only v

 SettingsMenu . ®

- Default Ul Ma

Color Multiplier
Fade Duration

Navigation

On Click ()

Runtime Only v
2 MainMenu ®

Runtime Only v

0.1

Automatic

Visualize

GameObject.SetActive
v

GameObject.SetActive

terial (Material)

0.1

Automatic

Visualize

GameObject.SetActive

Gz meObject.SetActive

D SettingsMenu ®@ v

- Default Ul Mat

ial (Material)

29. Ytobwl uHTepheiic padoTasl KOPpPEeKTHO, MPU cTapTe Urpbl MeHo MainMenu JI0KHO ObITh

aKTUBUPOBAHO, a SettingMenu — neakTuBrpoBaHo. CaemnaiiTe Tak, 4TOObI rajiouka B OKHe Inspector:
— HarpoTuB uMeHr MainMenu Oblla YCTaHOBJICHA;
— HanpoTHB UMeHu SettingMenu OblIa CHATA.

153



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

< () [ O &E ¥ pivot QRlocal

= Hierarchy 3 ¢ @ Inspector 2

v Qr 5
- Q 0s = - @ v MainMenu Static v
_OScene : L
D Main Camera Tag Untagged v Layer Default ~

& DragonMountain .

& Enemy Al Transform a3t
€ Directional Light Position X 527 Y 68

@ EventSystem Rotation X 20 Y 180

P Canvas =
& Score Scale X 120 i 120

% ?iagdoz L Main Menu (Script)

& MainMenu
& PlayButton

&0 OptionButton Add Component
@ QuitButton
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5.4 Ilay3a u Bo3BpalieHue B IJIaBHOE MEHIO

Knomnka may3sl OyeT paboTaTh CISIYIONIM 00pa3oM:

— IIpu HaxxaTnm KJ1aBum rpoden (Space) urpa OyAeT OCTaHABIMBATHCSA,

— Ha skpane Oyner nosiBisatbest Hannvch PAUSE,

— IIpy NOBTOPHOM KJIABHIIIM Space, Urpa MpoaoKUTCS,

— Ha skpane nponazet Hagnuce PAUSE,

— Ilpu Haxarum knaBuim Backspace (crpenika Hazaj), MPOUCXOAUT 3arpys3ka CTapTOBOMN
CLICHBI.

Jl71s1 Toro, 4ToOBl peasin30BaTh ONMMCAHHBIN (DYHKIIMOHAJ, HAM TOTpedyeTcst CKpUNT-(daii, B
KOTOpOM OyjIeT onucana padboTa clieHbl U ycioBus nosieyieHus Haarmic PAUSE. A Ttakke TekCcToBoe
nosnie ¢ Haanuchio PAUSE. Tlepeiinem k peanuzanumu.

1. Otkpoiite cueHy ¢ urpou _1Scene.

2. Cozpaiite ckpunt-gaiisi ¢ uMeHeM Pause.cs, OTKpOITe ero B peIakTope Kojia U HaUIIUTE,
yKa3aHHBIW HUKE:

// Start Code

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
public class Pause : MonoBehaviour

{
private bool paused = false;
public GameObject panel;
void Update ()
{
if (Input.GetKeyDown (KeyCode.Space))
{
if (!paused)
{
Time.timeScale = 0;
paused = true;
panel.SetActive (true);
}
else
{
Time.timeScale = 1;
paused = false;
panel.SetActive (false);
}
}
if (Input.GetKeyDown (KeyCode.Escape))
{
SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex
- 1)
}
}
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}
// End Code

< 2> EnemyDragon.cs o DragonEgg.cs o DragonPicker.cs o Pause.cs o] Enen

No selection

i | using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4 using UnityEngine.SceneManagement;

5

6 public class Pause : MonoBehaviour

p/ {

8 private bool paused = false;

9 public GameObject panel;

10

11 void Update()

12 {

13 if (Input.GetKeyDown(KeyCode.Space))
14 {

15 if (!paused)

16 {

17 Time.timeScale = 0;

18 paused = true;

19 panel.SetActive(true);
20 }
21 else
22 {
23 Time.timeScale = 1;
24 paused = false;
25 panel.SetActive(false);
26 }

27 }

28

29 if (Input.GetKeyDown(KeyCode.Escape))
30 {

31 SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex - 1);
32 ¥

33 }

34 }

3. Coxpanure cKpunT-(ail1 U MOAKIIOUUTE ero K o0beKTy Ha ciieHe — Main Camera (miepe-
TACKMBAaHUEM KaK Jieslajii paHee, MO0 BhIOpaB Kamepy M uyepe3 KHONKYy Add Component B OKHe
Inspector):

v Pause (Script)

Panel @ Panel

Add Component
a paul

Search

Pause
New script
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4. Janee no6aBuM oObeKT TekcToBOro Tumna (Text) u nepermenyem ero B Panel:

= Hierarchy
+ b 4 or
<} _1Scene*
0 Main Camera

&¢ DragonMountain

&g Enemy

D Directional Light

&0 Ground
&0 EventSystem
0 Canvas

D Score

) cloud02 1

e Project 8 Console

+ -
W Favorites
O, All Materials
O, All Models
Q, All Prefabs

[a# Assets
m _Anim&Controller
i _Audio

Cut
Copy

Paste As Child

Rename
Duplicate
Delete

Select Children
Sei as Default Parent

Create Empty
Create Empty Parent
3D Object

Effects

Light

Audio

Video

]

Camera

B Scene

am Game
v ! )

Text
Text - TextMeshPro

Image

Raw Image

Button

Button - TextMeshPro
Toggle

Slider

Scrollbar

Dropdown

Dropdown - TextMeshPro

§ Asset Store
¢ v &0

= Animatg

5. Huxe nokasaHbl HaCTPOMKH pactiosioxeHus nadenau Panel (1,2) u pazmepa/opueHranyu Tek-

cra (3 -6).
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~ Panel

Tag Untagged

Rect Transform

Anchors

Canvas Renderer
v Text

AaArial

Normal

6. Yoepure rajouky HanpoTtuB nMeHu Panel B okHe Inspector, 4ToObI IpH CTapTe CLEHBI HAJl-
nHch He ObUIa aKTHBHA M HE OTOOpakasiach Ha 9KpaHe.

7. Beioepute o6bekT Main Camera u iepeMecTuTe B OKHO nepeMeHHoi Panel B okHe Inspector
TEKCTOBbIN 00beKT Panel u3 okHa Hierarchy:

"= Hierarchy i @ Inspector 2 i
o : 63 v Main Camera Static v
& _1Scene* : v
) Main Camera Tag MainCamera v Layer Default 32
&g DragonMountain
&g Enemy
@ Directional Light Position
& Ground
D EventSystem
) Canvas
) Score

PR Transform

Rotation

N N N
oy |y | =

0

Camera

&) cloud02 1

o

Audio Listener

Dragon Picker (Script)

#

Audio Source

O ® o 0
T

th

Pause (Script)

D Panel

Add Component

8. BamycTuTe ClIeHY ¥ IPOBEPBTE, YTO OHA padOTaeT KOPPEKTHO, & UMEHHO:

— IIpu HaxxaThK KJIaBUIIM Space Urpa OCTaHABJIMBAETCS, TP MOBTOPHOM HaKaTHUU — ITPOJOJI-
Kaercs;

— IIpu HaxkaTum kiaaBuiM Esc mpoucxoaut 3arpy3ka crapToBoi clieHsl ¢ uMeHeM_0OScene.

9. Tenepb HaM OCTaJIOCh JIMLIb TPOMH(MOPMUPOBATH NOJIB30BATENS O BBEAEHHOM (DyHKIMO-
Haste. /1711 9THX 1es1ell Mbl MOJKEM pa3MeCTUTh JIEMEHTHI rpadpuueckoro uHTepdeiica B 1€BOM BepX-
Hell yacTu okHa ¢ urpou. st atoro B okHe Hierarchy coznagum pyonukar oobekta cloud02 1 (emy
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aBToMatuvecku Oyner mpucBoeHo ums cloud02 1(1)), usmenum npuBs3Ky sikops K seBomy (left)

BEpXHEMY (top) Kpaio 3KkpaHa M HacTpouM napamerpsl Rect Transform c¢ nosnoxeHvem u pasmepom
KaK MOKa3aHO HUKeE:

@  Unity File Edit Assets GameObject Component Window Help
) @
& O K w /Pivot (R Local
= Hierarchy 2 i @ Inspector

+-v o

v cloud021 (1 Static~
& _1Scene* (m

v

@ Main Camera Tag Untagged v Layer Default v
8% DragonMountain

:.: En@ﬁ:v e Rect Transform
D Directional Light

2 Ground

Pos X PogY

: 209 57
g (E:‘;‘;f\‘/fg’s‘em Width Height
&l Seare 300 300

) Esc&Space Anchors
D cloud021 Min X 0 ba 1
& cloud021 (1) Max X0 i 1

Pivot 05

Rotation Y 180
Scale Y 200

10. B okne Hierarchy co3naiite myOinmMkaT TeKCTOBOTO 0OBEKTa Score U NepeuMeHyHTe ero B
Ecs&Space.

11. Hacrpoiite pasmep u nonoxenue oobekra Ecs&Space, kak Toka3aHO Ha pHCYHKE HUKE:

‘= Hierarchy : @ Inspector
SR % Rect Transform
9 _1Sce.ne* E left Pos X Pos Y

@ Main Camera
&# DragonMountain 2 1 250 -180
&9 Enemy L Width Height
&) Directional Light 360 300
9 Ground Anchors

D EventSystem Min X 0 i 1
D Canvas

@ Score Max X0 Y1
D Esc&Space Pivot Y 0.5

D cloud02 1 .
) cloud021 (1) Rotation Y 0

Scale i 1

©)

) Canvas Renderer
v Text
Text

Esc to Menu

Space to Pouse

12. B pe3ynbrate BBINOTHEHHBIX MPeoOpa3OBaHMi, B BEPXHEW JIEBOW YaCTW OKHA C MIPOH
JOJKHO MOSIBUTBCS JBE HAMCH, MH(POPMUPYIOILHE NOJIb30BATENS O BOZMOXKHBIX.
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Esc to Menu

Space to Pause

13. Coxpanure cueny _1Scene.
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BuiBoabI

B nigroii yactu nmpakTUKyMa Mbl CO3/1aJTM 3JIEMEHTBI KTPOBOTO MEHIO U IpapruecKoro UHTep-
(peiica, Hamucanu (hyHKIIMOHA, TIO3BOJISIONIMI B3aMMOJIEMCTBOBATh C 3JIeMEHTaMU UHTepderica.
Hayuwnuce 3arpyxarh HEOOXOAMMBIE CLIEHBI B 3aBUCHMOCTH OT HaXKaThIX MOJIb30BATEIEM KJIABHIII,
a Takke aKTUBHPOBATDb U IEAKTUBHPOBATh OTOOPaKEHNE PA3IMUHBIX UTPOBBIX OOBEKTOB Ha SKpaHe,
TaKUX Kak HaAnuch Pause 1 KHOIKM ITTaBHOT'O MEHIO.

Kak u panee, Huxe OyayT JaHbl HEKOTOPBIE MPEJIOKEHUS 10 YTy UIIIEHUIO UTPbl, KOTOPBIE BbI
MOJETE ClIesIaTh CAMOCTOSITENIBHO, OMUPAsiCh Ha MH(POPMALMIO, PUBEJEHHYIO B 9TOM YaCTU MPAKTH-
KyMa.

— Jopaboraiite BHelIHUI BU UHTepderica, J0OABUB “MapsIyl0” aHMMAII0 KHOIOK, JTUOO
aHMMAIMI0 U3MEHEHUsl MPO3pavyHOCTH/IBeTa KHOMOK. Chenars 3T0 MOXHO 0 aHAJIOTHM C CO37a-
HUEM aHMMAIlUK ABWXKEHUsI 00JIaKka Ha CTapTOBOM crieHe. TOBKO B 3TOT pa3 aHUMaIus OyeT MEHSITh
oopmiieHHE KHOIIOK, JTUOO MX KOOPAMHATHI 110 BEPTHKAJIE.

— [Nomymaiite Haja TeM, Yero He XBaTaeT B pa3padOTaHHOM MeHI0. [JopaboTaiiTe MEHIO TaKuM
00pa3oM, YTOOBI IMOJIb30BATENh IMEN BOZMOKHOCTD IIUKJIMYHOTO IBUKEHHUE 110 UTPOBOMY IIPOTOTHITY
(6e3 TyNUKOBBIX BETOK, U3 KOTOPHIX OH HE CMOKET BHIATH).

—Ilonymaiite HaJ TeM, Kakre HACTPOMKY MOTYT ObITh MOMEIIIEHb BHYTPH KHOMKHM Option MeHIO
SettingsMenu. T[TogGepute a5 MpUAYMaHHBIX HACTPOEK CKMHBI KHOMOK M3 Asset Store u 100aBbTe
ux B SettingsMenu.
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Yactb 6. lo6aBaeHne 3ByKOBbIX 3(preKTOB

BBeaenue

Be3 3BykoBbIX 3(hdeKT urpa He Oyaer 3akoHUeHHOW. Kpome Toro, npaBuiIbHO MOIOOpaHHBIE
3BYKH TO3BOJISIIOT CO3/IaBaTh HY)KHOE HACTPOSHHUE, Ha 3BYKaX ObIBAIOT 3aBsi3aHbI JOBOJILHO HEOOBIY-
Hble MEXaHWKH, a JJOPOXKa Ha 3aJHeM (poHe MOKET Kak OTTOJKHYTh WI'POKA, TaK U Ha0OOpOT —
BOBJIEYb B Hee. B 111ecToii yactu mpakTUKyMa Mbl JOOABUM HECKOJIBKO MTPOCTHIX 3BYKOBBIX 3(h(PEKTOB
JUIS1 KJTIOYEBBIX JEVICTBUI B HALLIEW UTpE.
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6.1 /lo6aBaeHue (hoHOBBIX 3BYKOBBIX (haiijioB

1. lo6aBum 3ByKOBBIE 3hpekThl B poekT Unity. He OynemM U3MeHATh TpaauIMaM, Kak U BCe
Apyrue pecypchl Ajisl Hallleld Urpbl, 3ByKOBblE 3(PeKThl Mbl HaijieM Bce TaM ke — Ha Unity Asset
Store.

2. B kavecTBe 3ByKOBOM JOPOXKKH Ha (POHE ITTABHOTO MEHIO M CLIEHBI C UTPO OyeM MCIOJb-
30Bath ayauodaiisl u3 Asset-naka ¢ umeHeM Free Orchestral Music Pack. Ckauaiite ero u jo6aBbTe
B IIPOEKT:

Free Orchestral Music Pack

d gher
) Free Orchestral Music Pack [ Share

- FREE
&
- 4 i Taxes/VAT calculated at checkout
3 e . -

5 il SOUNDCLOUD @ Joe Gallagher *hkk*kx 5| 3Reviews

License agreement  Standard Unity Asset Store EULA

File size 65.6 MB
u Joe Gallagher - Final Struggle (Boss Theme) P 4K Latest version 1.0
Joe Gallagher - Lost Kingdom (Piana Menu) B 2.7K Latest release date Feb 25, 2021
Ine Gallagher - Aspiration Woods (Area Theme) > 24K Supported Unity versions 2020.2.5 or higher

Cookie policy

-

Add to My Assets | View Full Details

3. Ilocie MMIIOpTa TOTO MaKa B Cpey pa3padoTKH, B MAIlKe C OJHOMMEHHBIM Ha3BaHUEM Oy/ieT
JOCTYITHO TpH ayanodaiinia, [Ba 13 KOTOPBIX MBI OyZIeM UCTIONb30BaTh B KA4eCTBE (POHOBOI MY3bIKH.

I Project & Console
+~
% Favorites Assets > Free Orchestral Music Pack
O, All Materials
O, All Models
Q, All Prefabs

@@ Assets
B FourEvilDragonsHP
e Free Orchestral Music Pack
Bm FreeMountain Aspiration Woods ...  Final Struggle (Bo...  Lost Kingdom (Pi...
e Grenade Sound FX
e Painted HQ 2D Forest Medieval Backg
s PyroParticles
e Scenes
e Packages

4. ®OHOBYIO MY3bIKYy MbI OyJeT 100aBJIATh B KauecTBe KoMmroHeHTa Audio Source, npukper-
JeHHoMy K Kamepe Main Camera. Yoemutech, uto BhiOpaHa ciieHa _(OScene (craproBasi CIICHA).
JleBO¥ KHOMKOI MBIIIIN KJIMKHUTE 10 00bekTy Main Camera B okHe Hierarchy. [lanee cripaBa B okne
Inspector HaxxmuTe kHONKy Add Component — Audio Source.
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o Account ¥ Layers v Layout

© Inspector

@ v Main Camera Static~

v

Tag MainCamera Layer Default

i Transform
B( v Camera
3 v Audio Listener

id{ v Audio Source

Add Component

Q audio so
Search

1§ Audio Source

New script

5. Baytpu komnonenTa Audio Source B nosie AudioClip MoXkHO BBIOpaTh OIHY U3 CKAYaHHBIX
KOMIO3UIWH, Hartpumep AspirationWoods, Takke MoCTaBbTe TaJlOYKH HAIPOTUB YeKOOKCOB C Ha3Ba-
HreM Play on Awake (HyXHa 11 TOro, 4TOOBI 3aITyCKaTh 3alMCh ABTOMATHUYECKH TP CTapTe CLIEHHI,
a TOYHee — pH MosiBJIeHnM oObekTa Main Camera Ha crieHe) 11 Loop (HyXHa [J1s1 TOTO, 4TOOBI 3alIUK-
JIUTh BOCITPOM3BEICHUE):
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& Account ¥  Layers v  Layout

© Inspector

@ v Main Camera Static v
v

Tag MainCamera Layer Default

1 Transform

Bt v Camera
3 v Audio Listener
i{ v Audio Source ()

AudioClip J Aspiration Woods (Area Theme)

Output None (Audio Mixer Group)
Mute

Bypass Effects

Bypass Listener Effects

Bypass Reverb Zones

Play On Awake

Loop

6. Coxpanure crieny _0Scene. 3anycTure ClieHy, TPOBEpbTE, YTO Ha (POHE CIIBIIIHA MMOJKIIIO-
YeHHasl 3ByKOBasi TIOPOKKA.

7. Otkpoiite creHy _1Scene. AHaJIOTMYHO JOOaBbTE ayIMO3aIlMCh B Ka4eCTBe KOMITOHEHTA
Main Camera Ha crieHe _1Scene. B kauectBe aynuosancu BeiOepute Final Struggle:

165



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

Mok & Account ¥ Layers ¥ Layout

© Inspector

@ v Main Camera Static v

v

Tag MainCamera Layer Default

Transform
Camera

Audio Listener

v
v
v Dragon Picker (Script)
v

Audio Source

AudioClip A Final Struggle (Boss Theme)

Output None (Audio Mixer Group)
Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake

Loop

8. Coxpanute cueHy _1Scene. 3amycTuTe cLEHy, IPOBEPBTE, YTO HA (POHE CIIBIIIHA MTOAKJIIO-
YEeHHasl 3ByKOBasl IOPOKKA.

166



. B. JlenucoB. «Pa3padotka urpst B Unity. C HysIs 1 10 pean3aium»

6.2 Jlo0aBeHue 3BYKOBBIX 3(h(peKTOB
NPHU B3aUMO,/1eliCTBHH ¢ 00 beKTaMu

OcHoBHOE OT/IMUKE 3BYKOBBIX 3(P(HEKTOB OT (POHOBOM MY3BIKM OTKJIIOYAETCS TEM, UTO 3BYKO-
BOI 3(p(PeKT JOJIKEH 3aIyCKaThCs TIPH HACTYIUICHUH KOHKPETHBIX COOBITUI, HAITPUMEp, MPU CTOJNK-
HOBEHMH JIByX 00BeKTOB. Kak mpaBmiio a(pekT nMeeT KOPOTKYIO TUTETbHOCTD (Tapa CEeKyH, W
MeHee). [171s1 3ByKOBBIX 9(h(PeKTOB HaM MOTpedyeTcst OTAeIbHbIN Habop ayarodaiiioB. OauH 13 1Moj-
xonsanmx Ham HaszbiBaeTcss Grenade Sound FX, nocrynasiii 6ecruiatHo Ha Unity Asset Store:

Grenade Sound FX

@ vowsounddesign kA Kk k 5 |12 Reviews

Grenade and Explosive Sound Free

- @ FREE

Taxes/VAT calculated at checkout

]

License agreement  Standard Unity Asset Store EULA

File size 6.8 MB

Latest version 1.0

- - . . Latest release date Jun 10, 2019

P W) 0047120 2 YouTube [":jh i Supported Unity versions 2018.1.0 or higher
Support Visit site

/3

Add to My Assets ’ View Full Details

1. JToGaBbTe acceT-Mak B CBOIO yueTHyI0 3amuch (KHomka Add to My Assets), ckavaiite u
umnoprupyiire ero yepe3 Package Manager B Unity.

B Project B Console
+ v
# Favorites Assets » Grenade Sound FX
Q, All Materials
Q, All Models
Q, All Prefabs

@@ Assets
B FourEvilDragonsHP
e Free Orchestral Music Pack
B FreeMountain Different sounds Grenade
e Grenade Sound FX
e Painted HQ 2D Forest Medieval Backg
e PyroParticles
Im Scenes
m Packages

2. lo6anennsiit Grenade Sound FX conepkuT paszinyHble 3BYKH, CBSI3aHHbIE ¢ OpOCAHUEM U
B3pPBIBOM rpaHat. Mbl OyieM HCoNIb30BaTh ABa aynuodaiisia, OuH /7151 B3phIBa APAKOHBETO sIiAlIa TpU
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NajIeHuH Ha 11ockocth Ground, ¥ BTOPOUM — 1Sl JIOBJIM APAKOHBETO SIAIA SHEPreTUYECKUM IIapOM

EnergySheild.

3. Otkpoiire nanky Assets/Granade Sound FX/Granade. BuyTpu Havingute (aiisi ¢ Ha3BaHUEM
Granade2Short, co3maiite ero konuio (JyOJUKaT) ¥ ABTOMATHUECKU CO3JIaHHBIN TyOJIMKAT ¢ Ha3Ba-
Huem Granade2Short 1 neperamute B nanky Assets/Scene, B KOTOpO# JiexXaT Bce OCTaJIbHbIe (haiiibl

IPOEKTa.

I Project B Console

+ v
% Favorites
[ NRVEICHES
Q, All Models
O, All Prefabs

Assets

i
b

Grenade

[ Assets
e FourEvilDragonsHP
B Free Orchestral Music Pac
s FreeMountain
[&® Grenade Sound FX
I Different sounds
e Grenade
e Painted HQ 2D Forest Mec
e PyroParticles
@@ Scenes
™ Skybox

Bm Packages Grenade4

Grenade Sound FX

Grenade

w‘l‘rf,!"'\r‘*‘*-" -

O -

Grenade1Short

ww.,. -
- -

Grenade4Short

P

Grenade2

Grenade5

AV

Grenade2Short 1

Y Wi

Grenade5Short

M 1} 1o

Grenade2Short

Mi—

W

Grenade6

4. Tleperinute B manky Assets/Scenes W TeperMMeHyWTe TEepeMelleHHbI paHee ailn B

DragonEggExplosion.

5. Terrepb noakmounm ayauodaiii k o0bekTy DragonEgg. B Toii ke manke BeIOepUTE OOBEKT
DragonEgg, B okre Inspector HaxxmuTe kHonKy Add Component, to6aBbTe kommnoHeHT Audio Source
u B niojie Audio Clip 13 BBIIIAJAOINETO CIMCKA BHIOEPUTE TOJBKO YTO JOOABJIEHHBIN (haidyl ¢ ayauo

acpdexTom B3phIBa:

Select AudioClip
a|
Assets 11
None -
JJ Aspiration Woods (Area Theme)
Jd CampFire
JJ DragonEggExplosion
J9 Final Struggle (Boss Theme)
43 FireExplosion1
J9 FireExplosion2
Jd FireExplosion3
JJ FireExplosion4
J9 FireExplosion5
49 FireExplosion6
JJ FireExplosion7
49 FireExplosion8

ggExplosion

~~

] v

- Tag DragonEgg

Transform

v Mesh Renderer
v Sphere Collider
Rigidbodyv

BS o H-

S

]
.

Particle System

v Audio Source

AudioClip

Output

Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake

Loop

Priority

¥ Layer Default

Sphere (Mesh Filter)

Dragon Egg (Script)

{1 DragonEggExplosion

None (Audio Mixer Group)

Static v

® 0 ®©® 0 ®® o O
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6. Terepb HaM OCTaHETCs HANKMCATh YCIIOBUE, ITPU KOTOPOM OyJeT IPOUCXOAUTD 3aITyCK ay/Iro-
aitna. [Jo6aBUTH BOCIIPOM3BEIEHUE MBIl MOKeM B CKpunT-(aiin DragonEgg.cs, K ToMy ke Tam yxke
ectb Metox OnTriggerEnter, KoTophiil cpabaThiBaeT MpH MEpPeceueHn  APAKOHbEro SIAIa C TPUITe-
poM. B sucTuHT Hke J0OaBIEHO HECKOIBKO CTPOK KOJia, KOTOPbIe MHUILMATU3UPYIOT ayAu0-KOMIIO-
HEHT U 3aIyCKaloT ero mpu cpadarsiBaHum Tpurrepa. Jluctunr u3 ¢aitna DragonEgg.cs npuBoautcs
LIEJIMKOM:

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class DragonEgg : MonoBehaviour
{
public static float bottomY = -30f;
public AudioSource audioSource;
private void OnTriggerEnter(Collider other)
{
ParticleSystem ps = GetComponent<ParticleSystem>();
var em = ps.emission;
em.enabled = true;
Renderer rend;
rend = GetComponent<Renderer>();
rend.enabled = false;
audioSource = GetComponent<AudioSource>();
audioSource.Play();

}
void Update()

{

if (transform.position.y < bottomY)
{
Destroy(this.gameObject);
DragonPicker apScript = Camera.main.GetComponent<DragonPicker>();
apScript.DragonEggDestroyed();
}
}

}
// End Code

Kak u panee, aucmumez npooyonuposar Hudice 8 8ude CKPUHUOMA U3 cpeobl paspadomKiu.
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< > EnemyDragon.cs o DragonEgg.cs (o] DragonPicker.cs o EnergyShield.cs o
No selection
1] using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class DragonEgg : MonoBehaviour
6 {
7 public static float bottomY = -30f;
8 (public AudioSource audioSource;)q
9
10 private void OnTriggerEnter(Collider other)
i {
12 ParticleSystem ps = GetComponent<ParticleSystem>();
13 var em = ps.emission;
14 em.enabled = true;
15
16 Renderer rend;
17 rend = GetComponent<Renderer>();
18 rend.enabled = false;
19
20 audioSource = GetComponent<AudioSource>(); :Z
21 audioSource.Play();
22 }
23
24 void Update()
25 {
26 if (transform.position.y < bottomY)
27 {
28 Destroy(this.gameObject);
29 DragonPicker apScript = Camera.main.GetComponent<DragonPicker>();
30 apScript.DragonEggDestroyed();
31
32 }
33 }

7. CoxpaHuTe CKpUIT-(paiii, 3aIyCTUTE UTPY U POBEPBTE, UTO IIpU KacaHuu DragonEgg 3emin

Ground, nporcXoAUT MPOUTrPbIBAHKUE 3BYKOBOTO 3(peKTa.

8. AHasiormuHO N0OaBUM aymuodaiis, KoTopblid Oyaer cpadarteiBaTh Tipu JoBie DragonEgg.
Ortkpoiire nanky Assets/Granade Sound FX/Different sounds. BuyTpu Haiinute (aiii ¢ Ha3BaHUEM
Impact on Snow, co3naiite ero konuio (JyOJUKaT) U CO3AaHHBIN JTyOIUKAT ¢ Ha3BaHUeM Impact on
Snow 1 neperamure B nanky Assets/Scene, B KOTOpPOH JiexaT BCe OCTayIbHbIE (DaisIbl IPOEKTa.

9. Ilepeumenyiite ayauodaiin B DragonEgglmpact:

M Project & Console

+ -
* Favorites Assets > Scenes
O, All Materials
O, All Models
Q, All Prefabs

(@@ Assets
m FourEvilDragonsHP
e Free Orchestral Music Pac
BB FreeMountain _0Scene _1Scene
@ Grenade Sound FX
B Different sounds
e Grenade
e Painted HQ 2D Forest Mec
e PyroParticles
=@ Scenes
I Skybox
e Packages

i ) e

DragonEgg

DragonEggExplos...

cloud02 1 cloud02 1

L

DragonIDLE

DragonEgglmpact
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10. Teneps noakiounM aynuodaiin k oobekty EnergyShield. B Toii xe nanke BriGepute 00b-
ekt EnergyShield, B okHe Inspector Haxkmute kHotiky Add Component, 1o6aBbTe KoMIoHeHT Audio
Source u B mone Audio Clip 13 BbIIaIAI0IEro CIUCKA BHIOEPHUTE TOIBKO UTO JOOABIEHHBIN (haiii ¢
aynuo 3¢ dexrom DragonEgglmpact:

Tag Untagged Layer Default

Transform

Sphere (Mesh Filter)
Mesh Renderer
Sphere Collider
Rigidbody

Energy Shield (Script)

e
e
e
e
e
e
e

Audio Source

AudioClip 7 DragonEgglmpact

Output None (Audio Mixer Group)
Mute

Bypass Effects

Bypass Listener Effects

Bypass Reverb Zones

Play On Awake

Loop

11. Takxke Kak M paHee, HaM OCTaJOCh HalMCaThb YCJIOBME 3allyCKa IPUKpPEIUIEH-
HOro aynuo-koMmrioHeHTa. B ckpunt-daiine EmergyShield.cs y Hac ectb merton private void
OnCollisionEnter(Collision coll), B KOTOpoM onucaHO B3aUMOJEICTBUSI IPAKOHBETO SIALA U SHEPre-
TH4eckoro mapa. [Toatomy Oyaer siornyHo 100aBUTh (PYHKIIMOHAT 3aITycKa ayauodaiiia IMEHHO B
3TOM MeTOJ. [IBe HOBBIE YacTH KOZAA BBIAEJIEHBI, KaK U paHee KOMMEHTapUsAMU. JIMCTUHI CKpUIIT-
(paitna EnergyShield.cs npuBogurcs neamkoM:

// Start Code

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;
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public classEnergyShield : MonoBehaviour

{
public Text scoreGT;
public AudioSource audioSource;
void Start ()
{
GameObject scoreGO = GameObject.Find("Score");
scoreGT = scoreGO.GetComponent<Text> () ;
scoreGT.text = "0";
}
void Update()
{
Vector3 mousePos2D = Input.mousePosition;
mousePos2D.z = —-Camera.main.transform.position.z;
Vector3 mousePos3D =
Camera.main.ScreenToWorldPoint (mousePos2D) ;
Vector3 pos = this.transform.position;
pos.x = mousePos3D.x;
this.transform.position = pos;
}
private void OnCollisionEnter (Collision coll)
{
GameObject Collided = coll.gameObject;
if (Collided.tag == "DragonEgg")
{
Destroy (Collided);
}
int score = int.Parse(scoreGT.text);
score += 1;
scoreGT.text = score.ToString();
audioSource = GetComponent<AudioSource> () ;
audioSource.Play () ;
}
}
// End Code

CKpuHI/MOm JUCIUH2A C HOBLIMU 8blOeNeHHbIMU uacmamu Kooa 1 u 2 npueeaeH HuaxMce:
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< 2 EnemyDragon.cs o DragonEgg.cs o DragonPicker.cs o EnergyShield.cs
No selection
1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4 using UnityEngine.UI;
5
6 public class EnergyShield : MonoBehaviour
7
8 public Text scoreGT;
9 (public AudioSource audioSource;) 1
10 void Start()
11 {
12 GameObject scoreGO = GameObject.Find("Score");
13 scoreGT = scoreG0.GetComponent<Text>();
14 scoreGT.text = "0@";
15 }
16 void Update()
17 {
18 Vector3 mousePos2D = Input.mousePosition;
19 mousePos2D.z = -Camera.main.transform.position.z;
20 Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
21 Vector3 pos = this.transform.position;
22 pos.x = mousePos3D.x;
23 this.transform.position = pos;
24 }
25 private void OnCollisionEnter(Collision coll)
26 {
27 GameObject Collided = coll.gameObject;
28 if (Collided.tag == "DragonEgg")
29 {
30 Destroy(Collided);
31
32 int score = int.Parse(scoreGT.text);
33 score += 1;
34 scoreGT.text = score.ToString();
35 audioSource = GetComponent<AudioSource>();
36 audioSource.Play(); :2
37 }
38

12. Coxpanute ciieHy _1Scene, mpoBepbTe KOpPpeKTHYIO padotry aymuodaiiios. [Ipu oBie
oobekTa DragonEgg nomkeH cpabaThiBaTh XapakTepHBIH 3BYK. [1py naieHnn Siia Ha 3eMITIO JIOJKeH
[IPOUTPBIBATELCS 3BYK B3PbIBA.
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BuiBoabI

Takum 06pa3om, B 6-i1 YaCTH HAIIEro MPAKTUKYMa Mbl JOOABIIIM YEThIpe 3BYKOBBIX (haiiya, na
U3 KOTOpHIX — (hoHOBast My3blKa Ha crieHax _0Scene u _1Scene, 1 aBa Opyrux — cpabaThiBAOT MPH
noBie 0obekTa DragonEgg, mubo mipu ero nageHnu Ha miiockocth Ground. [Ipu kelaHUY BBl MOXETe
CaMOCTOSITENILHO A0paboTaTh UTpy, HAIIPUMED:

— 100aBUTD 3BYKH B3MaXOB KPbUIbEB MPH JBMKEHUH JIPAKOHA;

— XapaKTepHbIH 3BYK 3aBEpIICHUs] UTPbI IpH NoTepe Becex 00bekToB EnergyShield (sxuszHeit);

— 3BYKM HaKaTsl KHOIOK U3 IJIJABHOI'O MEHIO M 3BYKH MEpeXo0B Mexay cueHamu. Harpumep,
IIpU 3aIyCcKe CLEHbl _1Scene MOoxeT IpOoUrphlBaThCs 3BYK APAKOHBETO PEBA;

— 3BYKM IIOTEPU OJIHOM KW3HU (YHUUTOXeHUHU ofiHoro EnergyShield u3 maccuBa).
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Yacts 7. [loaroroBka npujio:KeHns K MyoJuKanuu

BBeaenue

B mpenpiaynmx pasgenax Hairero MpakTUKyMa Mbl pa3paOoTaiyd Urpy M Terepb HacTajo
BpeMsI MOKa3arh ee MUpy. B KayecTBe TUIOmaaKy A1l pasMenieHHsi UTPbl Mbl Oy/IeM HCTIONb30BaTh
simmer.io — 310 BeO-11aThopMa, Ha KOTOPYIO MOKHO 3arpy3UTh Pa3padOTaHHYIO UTPY, COXPAHEHHYIO
B (popmare Unity WebGL. Urpa nobapinser B BeO-Opay3ep MpocThiM NepeTackiBaHueM. [Lnomanka
simmer.10 — 3T0 cBoero poxna YouTube, B Mupe urp.

Ho nepen Tem, Kak nepeiTy K BHITPY3Ke UT'Pbl, HaM CJIe/lyeT Iproparhes B (paitnax nmpoekra. 1o
3TOr0 Mbl COXPaHSJIM Bce (paidsibl, C KOTOPbIMU pabOTaIM B MPOLIECCE CO3[AHMUS UI'Phl B OJHY MAarlKy,
YTO HENPABUJIBHO C TOUKHU 3PEHUS OpraHU3alliy CTPYKTYpbl poeKTa. OHAKO, MBI 3TO A€l A1
TOTO, YTOOBI MOKHO OBLJIO HAOIOATh U3MEeHeHUe (haiiIoB B JMHAMUKE ITPY UX CO3/IaHUH, A TAKXKe 3TO
YIIPOIIAJIO OIFCaHUEe TIepexoyia Mo Markam IMpyu HeOOXOIUMOCTH COCTHIKOBKH PA3IMYHBIX MCXOIHBIX
(paiinoB mexay coboil. B ceqpMoii yacTy nmpakTHKymMa Mbl 3aiMeMCs CTPYKTYpUPOBaHUEM (paiiyioB
npoekTa 1o nankam (maparpacg 7.1) u 3aiiMemMcsi BHIIPY3KOM UTPhl HA BeO-T1aTdopMy simmer.io

(maparpad 7.2).
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7.1 CTpykrypupoBaHnue (pailsioB IpoeKTa

1. Otkpoiite nanky Assets BHyTpH npoekta DragonPicker. Co3pnaiite BHyTpHu Assets Manku ¢
MMEHaMHU:

— Script;

— Texture;

— Prefab;

— Material;

— Audio;

— Anim&Controller;

— Scenes (cymiecTBOBajia C CaMOro Havasa).

2. TlepemecTuTe BCe CO3AaHHBIMU HAMU B XOfIe MPAKTUKYMa CKPUMTHI, MAaTEpUAJIbl U APyTUe
OOBEKTHl B COOTBETCTBYIOIIME Manku. [lepeHoc (pailyioB He MOBIUSAET Ha (DYHKIIMOHAT MIPBI, 3TO
HYKHO JIMIIb JJIs1 TOTO, YTOOBI B OyAyIlieM (HarpuMmep, €Clv Bbl 3aXOTUTE PacIUpUTh (PYHKITMOHAT
UTpBI) BaM ObLIO OoJiee yIOOHO padoTaTh ¢ pa3pacTaloimuMcs KoamuecTBoM ¢aiioB B urpe. Tak,
Harpumep, 1ocje pacrpeesieHus (aiioB MO NarkaM, nanka Script JI0/bKHa BBINISIETh TaK, Kak
MOKa3aHO HA PUCYHKE HUXE:

s Project B Console
+ -
* Favorites Assets > _Script
O, All Materials

O, All Models
O, All Prefabs
& Assets #
e _Anim&Controller
e _Audio

[ “WVEICHE] DragonEgg DragonPicker EnemyDragon EnergyShield MainMenu
B _Prefab

Bm _Scenes

= _Script

e _Texture

s FourEvilDragonsHP

3. Taksxe oOpaTM BHUMaHKE Ha TO, YTO HE BCErla B X0/ie MPAKTUKYMa Mbl CO3/1aBaJIM KOITHH
UCXOZIHBIX (haiiyioB, a paboTaNy HanpsMylo ¢ daiiaMyu U3 Manku, ckayanHoi ¢ Asset Store. [Tpu
JKEJIAHUM Bbl MOXETE TAKKe CAaMOCTOSATENIbHO HAWTH Takue (pailiibl (HanmpuMep, ITO TEKCTypa JApaKo-
HBETO SIAIIa), CO3/1aTh UX JAyOIMKAThl M TIOMECTUTh B CO3/IaHHYIO Manky Texture.

4. Ilepenocum Mmatepuais FireParticleMeteorMaterial B manky _Material, kak moka3aHO Ha
PUCYHKE HIXKE:
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Im Project & Console
+~

4« Assets > PyroParticles > Prefab > Materials

[aw Assets
e _Anim&Controller
s _Audio

Bm _Material MaseTiar st l ‘ l ‘ l
e _Prefab

Bm _Scenes . ‘ ] ‘ i
m _Script

Bm _Texture AdditiveTintable FireParticalsmok...  FireParticleFirebal...  FireParticleFlame...
e FourkvilDragonsHP

Bm Free Orchestral Music P
s FreeMountain
e Grenade Sound FX
B Painted HQ 2D Forest M
[aw PyroParticles
m Demo
[a@ Prefab FireParticleMeteo... FireParticleMeteo... FireParticleMeteo... FireParticleMeteo...

5. Ilepenoc tekcryp rop us nanku Assets/FreeMountain/Textures B nanky Assets/_Texture:

I Project B Console
+ v
% Favorites a Assets » FreeMountain » Textures
O, All Materials
O, All Models
O, All Prefabs

[ Assets
e _Anim&Controller
B _Audio
B _Material
Bm _Prefab
BB _Scenes
i _Script
[ _Texture
i Skybox
e FourEvilDragonsHP
Bm Free Orchestral Music P
[ FreeMountain
s Materials
Im Prefabs
e Scene
e Textures

6. [lepenoc marepuana ropsl B Manky:
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B Console

B Project
+ w
W Favorites
O, All Materials
O, All Models
O, All Prefabs

[ Assets
e _Anim&Controller
B _Audio
B _Material
e _Prefab
Bm _Scenes
e _Script
[aw _Texture
e Skybox
e FourEvilDragonsHP
Bm Free Orchestral Music P
[a% FreeMountain
s Materials
m Prefabs
B Scene
Bm Grenade Sound FX

4 Assets

Free_Mountain

7. Ilepenoc marepuaia JpakOHbETO sIHIA:

I Project B Console

+ -

[@@ Assets
e _Anim&Controller
Be _Audio
e _Material
B _Prefab
Bm _Scenes
B _Script
e _Texture
e FourEvilDragonsHP
Bm Free Orchestral Music P
[a® FreeMountain
e Scene
Bm Grenade Sound FX
B Painted HQ 2D Forest M
[&® PyroParticles
i Demo
& Prefab
B Audio
Bm Editor
B Materials

4 Assets

AdditiveTintable

FireParticleMeteo...

FreeMountain

PyroParticles >

Materials

Prefab > Materials

FireParticalSmok... FireParticleFire

y
AN
%

hed
-4

FireParticleMetq

178



. B. Jlenucos. «Pa3paborka urpel B Unity. C HyJs1 1 JO peau3aiyn»

8. Ilepenoc Matepuaa MIOCKOCTH 3eMIIH:

s Project 8 Console
+ -

4 Assets » PyroParticles » Prefab > Materials

[@@ Assets
BB _Anim&Controller

e _Audio _'

e _Material

B _Prefab

Bm _Scenes B
B _Script

e _Texture AdditiveTintable

e FourEvilDragonsHP
Bm Free Orchestral Music P
[a® FreeMountain
e Scene
Be Grenade Sound FX
B Painted HQ 2D Forest M
[a® PyroParticles
B Demo
[aw Prefab
e Audio
Bm Editor
B Materials

9. TekcTypbl METEOpUTA:

FireParticalSmok...

FireParticleMeteo...

FireParticleFire

FireParticleMetq
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B Console

B Project
+ w
& Assets
e _Anim&Controller
e _Audio
e _Material
Bm _Prefab
Bm _Scenes
B _Script
[& _Texture
e Skybox
e FourEvilDragonsHP
Bm Free Orchestral Music P
[a® FreeMountain
B Scene
Be Grenade Sound FX
B Painted HQ 2D Forest M
[a® PyroParticles
B Demo
[aw Prefab
e Audio
Bm Editor
Bm Materials
B Models
Bm Prefab
e Script

4~ Assets > PyroParticles > Prefab > Textures

[ TR B ST RN ST R VA TSI EESTEN

.FireParticIeCIoudWhite
. FireParticleFireballSheetTexture
FireParticleFlameLickSheetTexture
FireParticleFlameSheetTexture
FireParticleFlareTexture
@ FireParticleGlowTexture
) FirerarticleMeteor2Texture
[ ]FireParticIeMelc:r’%Texture
FireParticleMeteorSheeiTexture
FireParticleMeteorSquare2Texture
FireParticleMeteorSquare2TextureMap
.'fFireParticIeMeteoquuare3Texture
FireParticleMeteorSquare3TextureMap
» FireParticleMeteorSquare4 Texture
FireParticleMeteorSquare4 TextureMap
FireParticleMeteorSquareTexture
FireParticleMeteorSquareTextureMap
Lr]! FireParticleMeteorTexture
FireParticleSingleTexture
FireParticleSparksSheetTexture
B FireParticleSpark Texture
' FireParticleTorchSheetTexture

10. Tekcrypa FireParticle, nepenocum B nanky _Texture:
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s Project 8 Console
+ -
la@ Assets

B _Anim&Controller : )
e _Audio n FireParticleCloudBlack

B Material .FireParticIeCIoudWhite
. _Prefab FireParticleFireballSheetTexture
. FireParticleFlamelLickSheetTexture

4~ Assets > PyroParticles > Prefab > Textures

e _Scenes

B _Script FireParticleFlameSheetTexture
@@ _Texture - EirgPaorticlaFlareTexture

e Skybox ® FireParticleGlow Texture
B FourEvilDragonsHP L)) FireParticleMeteor2Texture

Bs Free Orchestral Music P : 1FireParticleMeteorBTexture
& FreeMountain FireParticleMeteorSheetTexture
B Scene FireParticleMeteorSquare2Texture
B8 Grenade Sound FX : | FireParticleMeteorSquare2TextureMap
e Painted HQ 2D Forest M % FireParticleMeteorSquare3 Texture
&@ PyroParticles FireParticleMeteorSquare3TextureMap
B Demo ' FireParticleMeteorSquare4 Texture
@ Prefab FireParticleMeteorSquare4 TextureMap
- r] FireParticleMeteorTexture
B Audio . ) ) )
Be Editor FireParticleSingleTexture
B Materials FireParticleSparksSheetTexture
B Models B FireParticleSpark Texture
e Prefab ' FireParticleTorchSheetTexture

e Script

11. TlepeHoc martepuaia TEKCTypbl METEOpUTA B Manky _Texture:
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B Console

B Project
+ w
B _Anim&Controller
B _Audio
e _Material
B _Prefab
Bm _Scenes
B _Script
[&@ _Texture
B Skybox
e FourEvilDragonsHP
Bm Free Orchestral Music P
[ FreeMountain
B Scene
B Grenade Sound FX
Be Painted HQ 2D Forest M
[a® PyroParticles
B Demo
[aw Prefab
B Audio
B Editor
Bm Materials
e Models
Bm Prefab
e Script
e Textures

4~ Assets > PyroParticles > Prefab > Textures

nFireParticIeCloudBlack

.FireParticIeCIoudWhite
FireParticleFireballSheetTexture
FireParticleFlamelLickSheetTexture
FircParticleRlameSheetTexture

* FireParticleFlareTexture

® FireParticleGlowTexture

L)) FireParticleMeteor2Texture

: 1FireParticleMeteorBTexture
FireParticleMeteorSheetTexture
FireParticleMeteorSquare2Texture
FireParticleMeteorSquare2TextureMap

Y .'fFireParticIel\/leteoquuareBTexture

[ FireParticleMeteorSquare3TextureMap

r] FireParticleMeteorTexture
FireParticleSingleTexture
FireParticleSparksSheetTexture

B FireParticleSpark Texture

' FireParticleTorchSheetTexture

12. Marepuan B3pbiBa APAaKOHBETO sAiilia B nanky _Material:

I Project & Console

+ v
w Favorites
Q, All Materials
O, All Models
O, All Prefabs

[@ Assets
e _Anim&Controller
m _Audio
I _Material
m _Prefab
I _Scenes
e _Script
[aw _Texture
m Skybox
s FourEvilDragonsHP
e Free Orchestral Music P
& FreeMountain
Im Scene
m Grenade Sound FX
e Painted HQ 2D Forest M

4 Assets

Additive Imtabie

FireParticleMeteo...

PyroParticles > Prefab > Materials

TRy
RERR

S

FireParticalSmok... FireParticleFirebal...

FireParticleMeteo... FireParticleMeteo...

13. Ilepenoc marepuana Fire Particle single:

FireParticleFlame...

FireParticleSingl...
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PyroParticles > Prefab > Textures

FireParticle

s Demo

[am Prefab
i Audio
i Editor

FireParticl

FireParticleSingle...

14. Takxe ciaenyer nepeHectd B nanky _Material u3 nanku Materials meligep ¢ umeHem
AdditiveTintable.shader. Takum oOpa3om, cogepskumoe nanku _Material OynetT UMeTh CeAyOIuit

BUI:

B Project B Console
+~ a
W Favorites
Q, All Materials
O, All Models
O, All Prefabs

Assets > _Material

f—

(@ Assets
e _Anim&Controller
B _Audio
B _Material
B _Prefab
B _Scenes
i _Script
[ _Texture
m Skybox
m FourEvilDragonsHP
Bm Free Orchestral Music Pac
@@ FreeMountain
Im Scene
B Grenade Sound FX
e Painted HQ 2D Forest Mec
I Packages

AdditiveTintable

FireParticleSingl... Free_Mountain

FireParticleMeteo...

FireParticleMeteo...

FireParticleMeteo...

Mat_Egg Mat_Shield

15. Tlocne Toro Bel MOXkeTe LIeJIMKOM yoaIuTh narky PyroParticles ¢ acceT-makom.
16. AHAJIOTUYHO MEPEeHECUTe TEKCTYPHI ¢ 0OJIaKaMH U3 CIIEAYIOIIEro acceT-Taka:
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I Project 8 Console
+ -
& Assets 4 Assets » Painted HQ 2D Forest Medieval Back
e _Anim&Controller
= _Audio
B _Material
B Prefab
e _Scenes
m _Script
[a _Texture
- Skybox cloud01 cloud02 cloud03 mountain01
m FourEvilDragonsHP
e Free Orchestral Music Pack
& FreeMountain
e Scene
m Grenade Sound FX
@@ Painted HQ 2D Forest Medieval B:
im day
= evening
i Examples
m night
im Packages v 4 Assets/Painted HQ 2D Forest Medieval Background/day/cloud01.png

17. Iocne storo moxere ynaauth nanky Painted HQ 2D Forest Medieval ¢ npyrumu tekcry-
pamMu 00J1aKOB.

18. Takxe MoxHO ygasmThb nanky Grenade Sound FX. Aynnodaitiel u3 3T0ro accer-rnaka Mbl
KOIMUPOBAJIM B ITPOLIECCE.

19. IBa ayqnocpaiina u3 nanku Free Orchestral Music Pack Takxke cienyer nepeHecTy B Nanky
Audio. [Tocne sToro MmoxkHo ynanuth nanky Free Orchestral Music Pack ¢ ocraBmmmMcst oqHuM He3a-
JEeVCTBOBaHHBIM (haijioOM.

M= Project B Console
+ v
w Favorites Assets > Free Orchestral Music Pack
O, All Materials
O, All Models
O, All Prefabs

@ Assets
B _Anim&Controller
Bm _Audio
[ "RV EICHE] Aspiration Woods ... [Final Struggle (Bo... =~ Lost Kingdom (Pi...
B _Prefab
BB _Scenes
e _Script
B _Texture
s FourEvilDragonsHP
Bm Free Orchestral Music Pack
[& FreeMountain
Bm Scene
Im Packages

J9 Assets/Free Orchestral Music Pack/Aspiration Woods (Area Theme).wa

20. Ilepenocum marepuan apakoHa GreenHP B manky npoekrta ¢ umenem _Material:
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I Project 8 Console
+ -
’ 4 Assets > FourEvilDragonsHP > Materials > DragonTerrorBringer
[aw Assets
= _Anim&Controller
e _Audio
B _Material
s _Prefab
Bm _Scenes
m _Script
Ba _Texture BlueHP GreenHP PurpleHP RedHP
[aw FourEvilDragonsHP
e Animations
Bm Animators
(& Materials
m DragonNightmare
m DragonSoulEater
e DragonTerrorBringer
B DragonUsurper
B Mesh
im Prefab

im Scene ~ BB Assets/FourEvilDragonsHP/Materials/DragonTerrorBringer

21. Ilepenoc cetku (Mesh) npakona u3 nanku Mesh B nanky _Anim&Controller:

I Project B Console
+ v
: 4 Assets > FourEvilDragonsHP > Mesh
(= Assets
e _Anim&Controller
B _Audio
e _Material ; ° ° °
e _Prefab
B _Scenes
m _Script
B8 _Texture DragonSoulEater...  DragonTerrorBrin... DragonTheNight... DragonUsurper\
[aw FourEvilDragonsHP
e Animations
Bm Animators
e Materials
B Mesh
im Prefab
e Scene
e Texture
@@ FreeMountain
e Scene

Im Packages v §# Assets/FourEvilDragonsHP/Mesh/DragonTerrorBringerMesh. fox

22. IlepeHOCUT TEKCTYpy ApakoHa B manky _Texture:
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I Project & Console
+ v
[aw Assets 4 Assets > FourkEvilDragonsHP > Texture > DragonTerrorBringer
BE _Anim&Controller
B _Audio
s _Material 4 & -
b ‘ " ol i

s _Prefab L ’ \ V.2
B _Scenes Py (™ oy (1

B _Script ‘ | Y 2 :
@@ _Texture ¢ —, "

Bm Skybox > GreenHP purpleHP RedHP

[aw FourEvilDragonsHP

BB Animations

s Animators

e Materials

s Mesh

e Prefab

Bm Scene

[a@ Texture
e DragonNightmare
e DragonSoulEater

s ragonTerrorBringer v BB Assets/FourEvilDragonsHP/Texture/DragonTerrorBringer

23. Tlocne 3TOro MOXHO YJQJIUTh CKAYaHHBIA acCET-NAK C JpPakOHaMHU (IarKky C MMEHEM
FourEvilDragonsHP).
24. Ocranercs nepemectuts Free_Mountain. FBX.

B Project B Console
+ -
* Favorites Assets > FreeMountain 3
Q, All Materials
O, All Models
Q, All Prefabs

[a# Assets o

s _Anim&Controller
s _Audio
s _Material Free_Mountain Free_Mountain
e _Prefab
B _Scenes
m _Script
[aw _Texture
m Skybox
[a@ FreeMountain
Im Scene
s Packages

W@ Assets/FreeMountain/Free_Mountain.FBX

25. Vaanum nanky FreeMountain.
26. [ocnie 3TOr0 B MPOEKTE JOJIKHBI OCTaThCSI TONBKO Te (Daiiyibl, KOTOpbIe OylyT Y4acTBOBATh
HETOCPEICTBEHHO B COOPKE MPOEKTA.
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7.2 Coopka npoeKTa U BHI'PY3Ka UrPbl HA CAlT

1. YtoOsl nepeiiTu k cOOpKe MpoeKTa, B BepxHeM MeHio BoiOepute File — Build Settings.

Assets GameObject Component

sen R

gj #0 cal

= Hierarchy DPenReccit Sooge [ e

Save %S
Save As...
Save As Scene Template...

New Project...
Open Project...
Save Project

Build Settings...
Build And Run

Close

s Project B Console

2. Yoeaurecsh, uTo B BepxHel yactu Build Settings 3arpyxeHo 1Be crieHbl (MBI MX yke 100aB-
JISUTH paHee YToObl HACTPOHUTH PaboTy UTPOBOTO MeHI0). [lasee B eBoii yactu Toro ke Build Settings
BeIOEpUTE TUIAT(OPMY, MOJI KOTOPYIO CIIe/lyeT HaCTPOUTh cOOpKY mpoekta — WebGL. Heobxonumeie
(baittb 17151 COOPKM IPOEKTA 1071 Web-BepCHsi Mbl HE YCTAHABIIMBAIIH, TIO9TOMY JIaBaiiTe CIEIaeM 3TO
ceituac. Hasxxmure knomnky Install with Unity Hub:
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@ Build Settings
Build Settings

Scenes In Build
v _Scenes/_0Scene
v _Scenes/_1Scene

Add Open Scenes

Platform

|;| PC, Mac & Linux Standalone E WebGL

tvOS No WebGL module loaded.

Install with Unity Hub

I;\ Xbox One

-3
Il Android

bout Unity Cloud Build

3. ITocne storo orkpoercs Unity Hub, B kKoTopom aBTOMarmuecku OyaeT BHIOpaH MOMYIb C
nmeneM WebGL Build Support p1s ycranoBku. Jlanee Haxmute KHONKY Done:
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o B ™ N VTV R Y

[ N ] Unity Hub 2.4.5

Add Modules

D tvOS Build Support

Linux Build Support (IL2CPP)
Linux Build Support (Mono)

Mac Build Support (IL2CPP)

WebGL Build Support

Windows Build Support (Mono)

Lumin OS (Magic Leap) Build Support
Documentation

D Documentation

Language packs (Preview)

r [

CANCEL

550.6 MB
148.4 MB
150.9 MB
487.9 MB

8.1 MB
117.6 MB

253.6 MB

281.6 MB

1.6 GB
423.1 MB
427.2 MB
1.7GB

1.2GB

574.4 MB

4. Ilocne Toro Kak 3arpy3ka M ycTaHOBKa 3aBeplumtcs, B Build Setting craHeT akTUBHA KHOMNKa
Switch Platform. Pexomenyercs 3akpbiTh mpoekT Unity U OTKPBITh €ro 3aHOBO.
5. CHosa otkpoiite File — Build Settings, mpu Betoope coopku nmox WebGL craner goctynHa

kHorka Player Settings, HaxMuTe ee:

Platform

Q PC, Mac & Linux Standalone E WebGL

WebGL = Development Build
Code Optimization

0S tvOS

Xbox One

Android

Player Settings...

ut Unity

Build And Run

6. B nacrpoiikax Player — Publishing Settings — Compression Format, ycraHoBuTe 3Haye-
Hue Disable. 91o Tpebyercst 1Jist TOro, 4YToObl Mbl MOIJI KOPPEKTHO BBHIFPY3UTh COOPKY Ha MOPTa
simmer.io, T. K. HA MOMEHT HaIMCAHUs MPAKTUKyMa MOPTal He MOAAEPKUBAI CXKATUE B MPOEKTaX,
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co3nanHbx B Bepcuu 2020 Unity. Crout takxke nomeHaTs Company Name, Tak Kak HEKOTOpbIE BEp-
cru Unity mpocTo He AaAyT NOMYYUTh OWJII IIPOeKTa ¢ NehOITHBIM HAa3BAHUEM KOMITAHUH.

[ ] Project Settings
£ Project Settings

Adaptive Performance

E
el F ) nPicker
Input Mana 2

tCompany

Settings for WebGL
lcon
Resolution and Presentation
Splash Image
Other Settings
Publishing Settings

Enable Explicitly Thrown Exceptions Only

Throw
Disabled

7. 3akpoiite okHO ¢ HacTpoikamu. [locne atoro npu BeiOOpe cOopku mox WebGL craner
nocrynHa kHorka Build And Run.
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@ Build Settings

Build Settings

Scenes In Build
v _Scenes/_0Scene
v _Scenes/_1Scene

Add Open Scenes

Platform

PC, Mac & Linux Standalone E WebGL

WebGL Development Build

Code Optimiz
tvOS

Xbox One

Android

Learn about Unity Cloud Build

Player Settings... Build Build And Run

8. Bun npusoxkenus nociie cOOpKM B OKHE Opay3epa:
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eve Unity WebGL Player | Dragon® X 4 (-]

C  ® localhost:55570 b S

Q unity WebGL DragonPicker n

9. Terepb BB MOXeTe MEpPeTH Ha calT https://simmer.io/upload 1o mpsmMoi CChUIKe, JIMOO
Ha’kaB COOTBETCTBYIOIYIO KHOMNKY B IIANKe caiTa simmer.io:

aSimmer.io Q, Search Games -

SImMmMmer.i1o

A place for Unity developers to share WebGL games

&, UPLOAD A GAME @& HOW TO VIDEO

96356 Unity Developers! 51164 Games!
Join our community on discord

about -+ faq * why simmer? - embed games -

10. Iocne Toro Kak Bbl MPOMIETE CTAHAAPTHYIO MPOLIEAYPY PETUCTpAlK Ha cailTe (YKaXkuTe
MOYTY, UM MOJIb30BAaTeNs1, MAPOJb U T. 1.) BaM CTaHET AOCTYIHA (PYHKIUS 3arpy3Ku MPUIIOKEHUS
Ha CauT:
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E Q, Search Games -

& unity  QenGL.

I+

@DEN1SOV

Upload

1. Create a Unity WebGL
build.
2. Drag the build folder here.

[ 4
i
|
|
|
|
|
|
|
|
|
|
|
|
i
i
I

UPLOAD ZIP SHARE VIA IFRAME

For Unity 2020+ builds, watch this video to disable gzip compression.

11. Kak yka3zaHo B NIO[ICKa3Ke, BaM HYKHO TIPOCTO TEPETAIIUTD MAIKy ¢ OMIZIOM Urphl (TIanka
DragonPickerBuild).

12. Tlocne Toro kak urpa OyaeT 3arpyxeHa, MOXKHO Oy/IeT BBECTH ee Ha3BaHHe U 3aJaTh IIOCTO-
SIHHBIUN aJipec:
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a simmerio & Search Games - 2

Name your Game

Project Name: Dragon Picker

https://simmer.io/@Den1sov/ dragon-picker

Make your game unlisted with a private URL: . Your game is 51.32 MB

Consider this game for the front page? @ .

DELETE UPLOAD SAVE UPLOAD

13. Haxmure kHonky Save Upload, BBl nepeiziere Ha crpaHuiy onuvcanus urpel. Ha nen
MOXHO OylIeT OCTaBUTh OMMCAHUE YIIPABJIECHUs], TPUKPENUTh CKPUHILOTHI U paccTaBUTh Teru. [locrne
TOTO KaK 3aBEPLINTE 3all0JIHEHUE BCEX I0JIEN €I1Ie Pa3 COXPAHUTE UTPY.

14. TlozapasnsieM, Teneps Baia urpa gocrynsa Ha nopraie SIMMER .io. Urpa Dragon Picker
ObL1a TaK’ke 3arpy’eHa 1 JOCTYIHa Mo ccblike: https://simmer.io/ @Den1sov/dragon-picker.
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FakJroueHue

KommbioTep — 3T0 camblil YAMBUTEIbHBIA MHCTPYMEHT, C KAKMM 51 KOTAa-JIM0O CTaJKUBAJICS.
ITO BEJOCHUIIE]] 111 HALLIETO CO3HAHMUS.
(c) Steve Jobs | Memory & Imagination, 1990 r.
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