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BBEJIEHUE

MoOwuiibHBIE YCTPOWCTBA TOCTENICEHHO 3axBaThIBAlOT Mup. Hammuue
HOYTOYKa, HEeTOykKa WiuM cMapTdoHa Yy PsJIOBOrO YEJIOBEKAa Ha CETrOAHSIIHHMA
JICHb SIBJISIETCSl OOBIYHBIM JA€JIOM. [103TOMY HET HUYEro yAMBUTEIBLHOIO B TOM,
4TO BCE OoJible U 00JbIlIe MPOrPaMMHOI0 oOecriedyeHus TpeOyeTCcs UMEHHO IS
Takux ycTpolcTtB. B mocnenHee BpeMs MHOTHME JIIOJU XOTSAT BHJIETH
MOJHOLICHHBIM  MEPCOHANIbHBIA ~ KOMIbIOTEp Yy cebs B Tenedone. K
MOJIHOIEHHOMY (DYHKIIMOHATY MOXHO OTHECTH TaKWe€ 3a/Jlaud KaK CETEeBBIC
nporpammsbl, 3D - urpsel, GIS - cepBucel u 1.1. Ho BCce e Ha JaHHBII MOMEHT
MIPOU3BOJIUTEIIBHOCTh KAPMAHHBIX YCTPOMCTB CHJIBHO YCTYHAeT MNEPCOHAIBHBIM
KOMITBIOTEPAM, TOATOMY HEOOXOJUMO NPUMEHSTh OCOOBIC AITOPUTMBI IS
pa3pabOTKU NPUIIOKEHUM, a TAKKE METOAbI MPOTPAMMUPOBAHUS.

OngHuM U3 cambIX PacIpOCTPAHEHHBIX KapMaHHBIX YCTPOWCTB SIBISFOTCS
ycTpoiicTBa Ha 0aze omeparmonHbix cucteM Android u 10S. Onu ciayxar mis
MPOCITYIITUBAHUSL MY3bIKH, T€IE()OHHBIX 3BOHKOB, OTIIPABKU CMC U JJICKTPOHHOM
MOYThI, a TAKXKE MHOTOro Jpyroro. MHOrue JOAW MPEANOYUTAIOT WIPhl Ha
MOOWIIBHBIX YCTPOMCTBaX, MOATOMY JaHHbIA PBIHOK [1O pa3BHBaeTCs OYEHD
osicTpo. KoHkypeHius nopoxaaet 0osee clokHbIe U KpacouHble Urpbl. HOBBIM
ATaroM B pa3pabOTKe UTP JJIsi KAPMAHHBIX YCTPONCTB CTaU MOJHOIIEHHbIE 3D -
UTPBI, B KOTOPBIX HCIOIB3YIOTCA IIEHIEPhl MaTepUaNoB, TEHW W OOJBIIOE
KoJnmuecTBO 3D 00BEKTOB.

B nmanHo¥l jmumioMHOM pabotre ObuUIO  pa3paboTaHO  MOOMIIBHOE
MPUJIOKEHUE CPEJCTBAMHU BBICOKOYPOBHEBOTO sI3bIKa IporpamMmmupoBanus u 3D
rpaduku.

B nponecce pa3zpaboTku NPUIIOCH CTOJKHYTHCS Cpa3dy C HECKOJIbKUMU

npo0iieMaM OrpaHHYEHHON pou3BoauTensHocTr iPhone u Android:

1. CkopocTbio paboThl TpaUIECKOro siApa YCTPOMCTBA;

2. OO0beMOM oOmepaTHBHOW TaMSATH JUIsl  OAHOTO  3aIlyIIEHHOTO
MPUIIOKEHUS;

3.  CKOpOCTHIO UTEHHS C IUCKA YCTPOUCTRA,



4.  CkopocCThI0 pabOTHI MpolLieccopa.

st pazpabotku 3D vactu ObLT B3AT ABMKOK Unity 5. JlaHHBIN JBHXKOK
no3BoJisteT nporpammuposats 3D crensl i 10S, Android, Linux, Windows u
T.A. SI3bIKOM MporpamMMUpOBaHHUsl sl 3TOM cpenbl Obul BeIOpaH C# Kak
OCHOBHOW CKpUNTOBBIN A3bIK /1711 3D CIIEHBI.

[lepBass uacTp JOWIUIOMHOM  pabOThl  TOCBSIIEHA  HMCCIEAOBAHUIO
BO3MOYKHOCTEI MOOWJIBHBIX OMNEPAIMOHHBIX CHUCTEM, HWIPOBBIX JBUKKOB H
00BEKTHO-OPUEHTUPOBAHHOMY MPOTPAMMHUPOBAHUIO. BTOpas 4acTth AUIIIIOMHOM
pa®oOTBl TOCBSAIICHA pa3paboTke mpwIokeHus ‘SpaceAttack”, B xoTopoi
paccMaTpuBaroTCcs acnekThl padboTel ¢ Unity W BBICOKOYPOBHEBBIM SI3bIKOM
nporpammupoBanms C#.

Llenv pabomwvr — co3naHuEe WIPhI, YAOBIETBOpSIONIEH TpeOOBaHUIM
HaYaJIbHOU crienu@uKanum, UccieioBaHue TEXHOJOTU cosnanus 3D - urp, a
TaKke MPUEMOB MPOTPAMMHUPOBAHUS JJIsl CMapT(OHOB.

B cooTrBercTBMM C TIOCTaBJI€HHOW LEJIBIO 3aJadyaMd  BBIITYCKHOU
KBIM(PUKALIMOHHON pabOThI SBIISAIOTCS:

* M3Y4YUTh HEOOXOIUMBIC Uil PabOThI MpOrpaMMHBbIC NPOAYKTHL: 3dMax,

Unity3D, Visual Studio u 1.1.;

* pa3paboTaTh OCHOBHOE COJEP)KaHHME U CLIEHAPUN HUIPbI, CO3aTh Oa30BbIE

CII€HBI U MOJICJI UTPOBBIX OOBHEKTOB;

* pa3paboTaTb MOIYJIH W CKPHUMTHI, OIMPEACISIONINE MOJEIN TMOBEICHUS
00BEKTOB;

* CKOMITOHOBAaTh M OTJIaIUTh MOOWIbHYIO UTpy “Space Attack” na urposom
nemwkke Unity3D.

Obvexm uccneoosanuss — 3D wurpa, apXuTeKTypa CHUCTEMbI MOOWMIIbHBIX
YCTPOWCTB.

Ilpeomem uccneoosanuss — npouecc coznanus 3D urp u TexHoJIOrHN HX

pa3paboOTKH.



Obnacmeb npumenenuss — TIPEANONAraeTcsl pa3MelleHue pa3padOTaHHOTO
OpPOrpaMMHOTO  MPOAYKTa B  HMHTEPHET MarasuHax s  MOOMIBHBIX
OTIePallMOHHBIX CUCTEM.

Pesynomamsr pabomvr — B pe3ynbTaTe npojeiaaHHON paboThl, ObLia
co3mana 3D - wmrpa “Space Attack”, koropas IOJHOCTBIO YIOBJICTBOPSCT
HayalbHyl0  crnenudukanuio. Takxke ObUIO MPOBEACHO  HCCIEAOBAHHE
BO3MOXKHOCTEH urpoBoro asrkka Unity mpu pabore ¢ 3D rpadukoit. beur
IpUOOPETEH OMBIT B pazpabOTKe MPUIIOKEHUH 1151 MOOMIIBHBIX TENE(POHOB.

Cmpykmypa u 06ém pabomul — BBITYCKHAas KBanu(uUKalmoHHas paboTa
COJIEPKUT TEeKCTa Ha 56 cTpanuil, 29 PUCYHKOB, CIHCOK JUTEepaTypsl Ha 21

HaMMCHOBAHHUC, a4 TAKIKC IIPUIOKCHHC Ha 7 CTpaHMHII.



1 AHAJIMTUYECKUI OB30P IPEJJMETHOM OBJIACTU

[TopaBnstomee OOJBIIMHCTBO WP HAMKUCAHO B JKaHPE «apkajga» u
«roJIOBOJIOMKay. WM3penka BCTpPEYarOTCs NPEACTaBUTENM JPYrHMX >KaHPOB.
OCHOBHBIM OTpaHMUYEHUEM JJI1 «Pa3HOOOpa3us KaHPOB» SIBISETCS YCTPOWUCTBO
BBOJIa. Hampumep, ans ynoOHo# urpsl B 3D-1ryTep kennareabHa BO3MOKHOCTh
OJIHOBPEMEHHOT'O HAaBEJICHUS Ha 1I€JIb U CTPENbOBbI, TO €CTh UCIOJIb30BAHHUE JIBYX
KJIaBUII OJAHOBPEMEHHO, 4YTO 3aTPyJHEHO Ha MAaJICHbKUX KJaBUaTypax
MOOWJIBHOTO TeneoHa, a CTpaTerMd B pEajJbHOM BPEMEHU H3HAYAJIBHO
OPUEHTUPOBAINUCH HA YIIPABJICHHUE JIKONCTUKOM WM KOMIIBIOTEPHON MBILIBIO.

Kocmuuecknit CUMYJIATOP - YKaHpP KOMITBIOTEPHBIX urp,
BOCITPOU3BOSIIHNX C pa3IMYHOM CTENEHBIO JIOCTOBEPHOCTH
yIpaBJICHHE KOCMUYECKUM KOpaOiém. [leficTBHE TakuxX Wrp MPOUCXOIUT, KaK
paBuiIo, B KOCMOCE, IyTeM UMHUTALIMK COOTBETCTBYIOLIUX CIIEH.

XaHp UrpoBBIX KOCMHUYECKUX CHUMYJISITOPOB JIEIUTCS Ha HECKOJBKO IMOA
YKQHPOB: CHUMYJISITOPBI MOJETA B KOCMOCE, B KOTOPBIX AKIEHT CTaBHUTCS Ha
peaTuCTUYHOE YIpaBJICHUE KOCMHUUYECKUM KOpabyiéMm; OOeBble, TJIaBHBIM
AJIIEMEHTOM KOTOPBIX SIBJISFOTCSI KOCMUYECKHE CPAXKEHUS; @ TAKIKE TOPTrOBBIE, TIE
B LEHTPE BHUMAHUS HAXOIUTCS, IMPEXKAE BCEr0, SKOHOMUYECKUWA HIEMEHT
UTPOBOTO MHUpA (TOProBis W MUPATCTBO). Takke KOCMHUYECKHE CHUMYJISTOPbI
MO’KHO KJIaCCU(PHUIIMPOBATH MO CTEIIEHU peau3Ma U CBOOOIbI IEHCTBUIN UTPOKA.

HaubGonee  pacmpoctpanéHHble  00pa3llbl  JKaHpa  BEOyT  CBOE
MPOUCXOXKJIEHHUE €IE C UTPOBBIX ABTOMATOB. B 3THX Wrpax cuMyIupyroTcs,
NpeXkIe BCEro, KpacoyHble KOCMHUYECKHE OWTBBI, MOJYYMUBIIKE MOMYJISIPHOCTH
Onaroymapsi TakuM (PaHTACTUUYECKUM MPOU3BEACHUSIM KaK «3BE3HBIC BOWHBIY,

«3BE3AHBIN MTyTh», «BaBUIOH-5» U MHOTUM JIPYTUM.


https://ru.wikipedia.org/wiki/%D0%90%D1%80%D0%BA%D0%B0%D0%B4%D0%B0_(%D0%B8%D0%B3%D1%80%D0%B0)
https://ru.wikipedia.org/wiki/%D0%93%D0%BE%D0%BB%D0%BE%D0%B2%D0%BE%D0%BB%D0%BE%D0%BC%D0%BA%D0%B0
https://ru.wikipedia.org/wiki/%D0%94%D0%B6%D0%BE%D0%B9%D1%81%D1%82%D0%B8%D0%BA
https://ru.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D0%B0%D1%8F_%D0%BC%D1%8B%D1%88%D1%8C
https://ru.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D0%B0%D1%8F_%D0%B8%D0%B3%D1%80%D0%B0
https://ru.wikipedia.org/wiki/%D0%9A%D0%BE%D1%81%D0%BC%D0%B8%D1%87%D0%B5%D1%81%D0%BA%D0%B8%D0%B9_%D0%B0%D0%BF%D0%BF%D0%B0%D1%80%D0%B0%D1%82
https://ru.wikipedia.org/wiki/%D0%9A%D0%BE%D1%81%D0%BC%D0%B8%D1%87%D0%B5%D1%81%D0%BA%D0%BE%D0%B5_%D0%BF%D1%80%D0%BE%D1%81%D1%82%D1%80%D0%B0%D0%BD%D1%81%D1%82%D0%B2%D0%BE
https://ru.wikipedia.org/wiki/%D0%9F%D0%B8%D1%80%D0%B0%D1%82%D1%81%D1%82%D0%B2%D0%BE

1.1 O630p 3D - urpsl «Space Attack»

JlanHast urpa npeacTaBiIsieT coO0N CUMYIISTOP apKaJHOTO KOCMUYECKOTO
CpPaKEHHUSI M TpelIHa3HauYC€HHAs I IIMPOKOro Kpyra mnosb3oBarenei. JlanHas
Urpa OTIUYAETCS MPOCTHIMU MPABWIAMH U HE TPeOyeT OT MOJIb30BaTENs 0COO0M
YCUJUMUBOCTH, 3aTPAT BPEMEHHU Ha 00yUYEHUE WIIM KAaKUX-JTMO0 0COOBIX HABHIKOB.
Omna gemieBa B pa3pabOTKe U IPU IUCTPUOYLIUU.

B wurpe «Space Attack» wurpok ympapiseT KOCMHYECKUM Kopadiem,
nepeaBuras ero mo X u Z ocsM, a TakKe OTCTPEIMBasi aCTEPOUJIbI U BPAKECKUE
KopaOsii, HAABUTAIOMIMXCS CBEpXy OkpaHa. llenmbro wWrpel  sBiaseTCs
YHUYTOXXEHUE BOJH BparoB, KOTOpPbIE JBUTAIOTCA TOPU3OHTAIBHO, a TaKKe
BEPTUKAJILHO, TI0 HAIMpaBICHUIO K HU3Y JKpaHa. Urpok mMeer OECKOHEUHOE
KOJMYECTBO MaTpoHoB. [lomanas Bo BpakeCKHil 00BEKT, HTPOK YHHUTOXKAET €TO,
3a YTO MOJy4daeT O4ykd. [Ipy yHHUTOKEHUM BCEX HHOIUIAHETSH TMOSBIISICTCS
HOBas, emeé Oosee cuiabHas BoJiHA. KoMW4YecTBO HOBBIX BOJH WHOTUTAHETSH
HEOTPAHUYEHHO, YTO JIeIaeT UTPy OECKOHEUHOM.

Bpaxkeckue kopaOiu MbITAIOTCS YHUUTOXHUTH KOPaOib, CTPEIss MO HEMY.
[Tpu monagaanu B KOpadib KOJIMYECTBO OPOHU YMEHBIIACTCS HA OAHY CIUHHUILY.
Ecnu konmmyecTBO OpOHM CTAaHOBUTCS PaBHBIM HYIIO, TO UTPA 3aKaHYMBACTCS, a
KopabJib B3pbIBAETCS.

Urpa nanucana Ha aBuxkke Unity 5. JlaHHBIA JBUXKOK TMPEIOCTaBIISIET
obicTpoe u ymobHoe mnporpammupoBanue 3D cren. Bc€ BzammonericTBue
3aKJTF0YACTCS B OTPA0OTKE CKPHUITOB, KOTOPBIC MPHUKPEIICHBI K HWIPOBBIM
oOBeKkTaM. Y KaXIO0TO OOBEKTa MOXKET OBITh HECKOIBKO MPUKPETUICHHBIX
CKpunToB. 3a oauH Kaap—dpeiim mnporpamma BeimosiHgeT Meton Update() B
KQKJIOM aKTUBHOM CKPHIITE, & TAK)KE MEPEPUCOBBIBAET CLEHY B 3aBUCUMOCTHU OT

U3MEHEHUMN.


https://ru.wikipedia.org/wiki/%D0%98%D0%BD%D0%BE%D0%BF%D0%BB%D0%B0%D0%BD%D0%B5%D1%82%D1%8F%D0%BD%D0%B8%D0%BD
https://ru.wikipedia.org/wiki/%D0%9E%D1%80%D1%83%D0%B6%D0%B5%D0%B9%D0%BD%D1%8B%D0%B9_%D0%BF%D0%B0%D1%82%D1%80%D0%BE%D0%BD
https://ru.wikipedia.org/wiki/%D0%9E%D1%87%D0%BA%D0%B8_%D0%B6%D0%B8%D0%B7%D0%BD%D0%B8

B urpe cyniectBytoT 8 OCHOBHBIX OOBEKTOB:

»  Player — rnaBHbIi KOCMUYECKUI KOpaOJIb

«  Main Camera — oCHOBHas W €IUHCTBEHHAs Kamepa, 4epe3 KOTOPYIO
TI0JIb30BaTEIh CMOTPHUT Ha CIICHY

. Lighting — oTBeuaeT 3a oCBeIlCHHE CLICHBI

«  Background — ocHoBHOU ()OoH UTPBI

«  Boundary — rpaHuIIbI CYIIIECTBOBAHUS UTPOBBIX OOBEKTOB

«  GameController — koHTpoJulep, OTBeUYANOIIUK 3a J10OaBIICHUE
O0OBEKTOB Ha CLIEHY

«  DisplayText — Tekct, oToOpaXaromiuii OYKH HTPOKa

. StarField — 3Be3qHO€E HEOO

B urpe cyniecTByioT cieayrouue CKpUnThl (OCHOBHBIE):

»  DestroyByBoundary
«  DestroyByContact

«  GameController

*  Mover

*  PlayerController

. RandomRotator

1.2 O630p cpen pa3paboOTKu

Unity — »3To wuHCTpyMeHT [uisi pa3pabOTKU JBYX U TPEXMEPHBIX
IPUIIOKEHUH, U UTP, pabOTAIOUIHNI MO/ ONepaloHHbIMU cucTemMamMu Windows,
Linux 1 OS X. Co3gansbeie ¢ nomornpto Unity mpuioxeHus: pabOTaroT MOA
orneparonabiMu cuctemamu Windows, OS X, Windows Phone, Android, Apple

10S, Linux, a Taxxe Ha urpoBeix npuctaBkax Wii, PlayStation 3, PlayStation 4,



Xbox 360, Xbox One u MotionParallax3D mucrnesx (ycrpoiicTBa s
BOCIIPOM3BEJICHUSI BHUPTYaIbHBIX ToOJIOTpaMM), HampuMmep, Nettlebox. Ectb
BO3MOKHOCTh CO3/1aBaTh MPUJIOKEHUS Jisl 3amycka B Opay3epax C MOMOIIbIO
crieruansHOTo moakiouaemoro momayis Unity (Unity Web Player), a takxe ¢
NOMOIIbI0 peanu3anuu TexHonoruu WebGL. Panee Oblna skcriepuMeHTaJIbHAS
HOJICpP)KKa pealiu3alii MpoekToB B pamkax moayiss Adobe Flash Player, wo
no3xe KoMaHaa pa3padorunkoB Unity MpHHsIa CI0XKHOE PEIICHHE M0 0TKa3y OT

storo. Ha pucynke 1.1 npencraieno okHo pemakropa Unity.
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Puc 1.1 - Okno penakropa Unity

JlaHHBI ~ ABMIKOK TIPEAOCTaBIseT OBICTpHIH M THOKHM  CIOCOO
MOPTUPOBAHUSL CBOETO TMPHUJIOKEHUS TPAKTUYSCKH Ha JIOOYI0 TMOMYJSIPHYIO
OTICPAIIMOHHYIO CHUCTEeMYy. BaXHOW OCOOCHHOCTHIO JAaHHOTO JBIXKKA, H3-3a
KOTOPOTO OH TaK TOMYJISIPeH, SBISETCS BO3MOKHOCTH 3aIlyCKa CBOETO
npwiokeHuss Ha mooom HuTtepHeT Opaysepe. Ha Hero HeoO0XoaumMo mTpocToO
ycraHnoBuTh TuiaruH — Unity Web Player, a takke BO3MOXHOCTh pa3paOOTKu

npoxaykroB s iPhone, iPod touch, iPad, Android.
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1.2.1 TexHuueckue XapaKTepUCTUKU

HepequL TCXHUYCCKUX XAPAKTCPUCTHUK:

1.

UTPOBOM JBMKOK TIOJHOCTHIO MHTETPUPOBAH B CpeAy pa3pabOTKH,

4TO IIO3BOJIACT IPAMO B pCAaKTOPE TCCTUPOBATH UI'DY,

2.

paboTa ¢ pecypcamMu BO3MOXHa uepe3 mpocTtoir drag&drop.

HNutepdeiic penakropa HacTpauBaem;

3.

4
5
6.
7
8
9

noanepxka DirectX u OpenGL;

pean30BaHa CUCTEMa HacJeI0BaHUsI OOBEKTOB,

NOJIJIEP>KKa UMIIOPTA U3 OYEHB OOJBIIIOr0 KOJINYECTBa (HOPMATOB,
BCTPOCHHBIN T€HEPATOP JaHIIIA(TOB,;

BCTPOCHHAs MOJIJIEP>KKA CETH;

€CTh PEeIIeHUE TSl KOJJIEKTUBHOM pa3paboTku - Asset Server,

BO3MOXHOCTh MCIOJIL30BaTh CBOM cI0c00 KOHTpoJIs Bepcuit. Tortoise

SVN mim Source Gear kK mpumepy.

1.2.2 JlocToMHCTBA ¥ HEJIOCTATKH

HepequL JOCTOUHCTB U HEJOCTATKOB.

ITUPOKHE BO3MOKHOCTH UMITOPTA;
KpOocCIIaTOPMEHHOCTb;
ruOKas 1IeHOBast KaTerOpHsl U HEBBICOKHE TICHBI;

B Bepcun 2.6 wucmonp3yercs ycrapeBmas Bepcust PhysX, 06e3

CUMYJISIIUU KUAKOCTEWU, MATKUX TEI WU TKaHEH, HauuWHas ¢ 3 BEpPCHH, HTOT

HEJIOCTAaTOK PEeIleH;

OecmioBHasi opranm3aius padbouero mporecca - bung mns iPhone -

710 noiHbIA XCode mpoeKT, KOTOPBIN Cpa3y K€ MOKHO MCIOIb30BATh;
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*  BBICOKONPOMU3BOJIUTENbHBIE CKPUNTHI - BO BpeMs CO3JaHHS Ouina
JavaScript u C# koMOuIMpyroTcsl B HaTUBHBIN acceMOepHbId ko1 ARM. Oto
JaeT CpeIHUN MPUPOCT Mpou3BoautesbHOCTH B 20-40 pa3 mo CpaBHEHHUIO C
UHTEPHPETUPYEMBIMHU SI3bIKAMU;

*  BBICOKONpOHU3BOAUTENbHAs oTpucoBka ceTkn (Mesh Rendering) -
Unity ucnons3yeT ymnakoBaHHbIE (popMaThl JUisl Mellei, KOTOpbIe MO3BOJISIIOT
BBDKaTh MAaKCUMYM U3 BO3MOKHOM ITPOU3BOAUTENLHOCTH 1Phone;

*  yJajneHue nepekpbiBaeMbix nmopepxHocrtei (Occlusion culling);

*  DMYJIANHS MIEHACPOB - UMHTHPOBAHWE TPadhUUECKUX BO3MOXKHOCTEH
iPhone npsimo BHyTpHu Pemaktopa Unity ans Oeictporo co3manus WY SIWYG-
nporotunoB. Unity TMOJHOCTBIO MOJIEpKUBAaeT Bo3MoxHOocTH 1Phone B
MYJIBTHTEKCTYpHUPOBAHUH;

- anroputm cxkarus Tekctyp PRVTC.

1.3 O630p cpeapl MporpaMMUPOBAHUS

Microsoft Visual Studio — nuneiika npoaykro kommnanun Maitkpocodr,
BKJIFOUAIONIMX ~ HMHTCTPUPOBAHHYI)  Cpely  pa3pabOTKH  HPOTPaMMHOTO

oOecIieYeHHs U PsJl IPYTUX HHCTPYMEHTAIBHBIX cpeAcTB (puc. 1.2).

b Visual Studio

Puc 1.2. Jlororun Visual Studio

Visual Studio BkitogaeT B ce0si pelakTOp UCXOIHOTO KOJa ¢ MOAACPIKKOM
texHosnoruu IntelliSense U BO3MOXXHOCTBIO TIpOCTEHIIEro pedakTopuHra Koja.

BceTpoeHHblil 0Ti1auuK MOXKET paboTaTh Kak OTIAA4YMK YPOBHS UCXOJHOTO KOAa,
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TaKk W Kak OTJaJYUK MAIIMHHOTO YpoBHA. OcTanbHbIE BCTpanBacMble
WHCTPYMEHTHI BKJIIOUAIOT B ceOsi pemaktop (GopmM st YIpOIICHUS CO3IaHHS
rpaduyeckoro mHTEpdehca MpPUIoKeHUs, BeO-peaakTop, AU3aiHEp KJIacCOB U
nu3aifHep cxeMbl 0a3el nmaHHBIX. Visual Studio mo3Bosser co3maBath |
MOJKIIOYaTh  CTOPOHHUE  JOMONHEHWs  (TUIaTWHBI) UL paCIIAPEHES
(GYHKITMOHATBFHOCTH TPAKTHUECKA Ha KaXXJIOM YPOBHE, BKJIIOYas M00aBICHHE
HOJICP)KKH CUCTEM KOHTPOJS BEPCH HCXOMHOTO Koja (Kak Hampumep,
Subversion u Visual SourceSafe), no6aBieHue HOBBIX HAOOPOB MHCTPYMEHTOB
(HampuMep, IUIsl PEJaKTHPOBAHUS M BHU3YaIbHOTO MPOSKTHUPOBAHHS KOIA Ha
IPEIMETHO-OPUECHTUPOBAHHBIX SA3BIKAX MPOrPaMMHUPOBAHUS WM MHCTPYMEHTOB
Ul TPOYMX acCHeKTOB TMpolecca pa3paboTKH MPOrpaMMHOTIO OOecredeHus
(manpumep, kmueHT Team Explorer mia padotsl ¢ Team Foundation Server). B
nanHoi pabote Visual Studio wucmonb3yeTcs Kak JIydinas ajdbTepHATHUBA

MonoDevelop, kotopyto ucnoaszyet Unity3D “u3 kopoOxu™.

o U A v : . P - & X
FILE EDIT VIEW PROJKCT BULD DEBUG TEAM SQL TOOLS TEST ARCHITECTURE RESHARPER UNITYVS ANALYZE WINDOW  HELP
o - B-aldd 9- P Stat~ Debug ~ M. W=fE ©LH N
Solution Explorer v 3 x G‘ass—stamed—ﬁumprsmnshader OutLine.shader CloseLadderState.cs Switch.cs Switcher.cs LadderEditor.cs AnimatelLadder.cs
® o-20dd &
- fghse -[e, >
= + 4
4 @& Game protected Ha <IDisy > ConnectedObjects = new H < tchers(); a
b = GUIX

4 @& Objects S #region IDispatcher Members
3 witchcs

b o public void Fire(string eventType) {
a enger.Broadcast(this, even tType);
b e }
e
e 10 public void Fire<T>(string eventType, T argl) {
Ve nger.Broadcast(this, eventType, argl);
b o }
P 10 = public void Fire<T, Us(string eventType, T argl, U arg2) {
s .Broadcast(this, eventType, argl, arg2);
b - Hel }
b I
b States 1 public void Fire<T, U, V>(string eventType, T argl, U arg2, V arg3) {
b o enger.Broadcast(this, eventType, argl, arg2, arg3);
b }
b i
b #endregion
4 3 z
s #region INteractive Members
A ta - public void Connect( from) {
R if (1ConnectedObjects.Contains(from)) {
bR Connectedobjects . Add(from);
4 OnConnect (from);
p e }
L & ¥
b oS
b S 1 pul
b T
37 UnityVs. und.CSharp.Editor
b »u Ref
Ready tn1 Col 1 ch1 ns o @)

Pucynox 1.3. I'paduueckuii uarepdeiic Visual Studio
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1.4 S3p1k nporpammupoBanust C#

SA3pik C# — OOBEKTHO-OPUEHTUPOBAHHBIA SI3bIK MPOrPAMMHUPOBAHMUSL.
Pazpaboran B 1998—2001 romax rpymnmod HHXEHEPOB IMOJ PYKOBOJCTBOM
Anpnepca Xeitncoepra B Kommanuu Microsoft kak 3Bk pa3paboOTKu
npuioxenuit s miargopmel Microsoft NET Framework u Briocienctsuu Obut
cranaaptuzupoBad kak ECMA-334 u ISO/IEC 23270.

C# otHOCHTCA K ceMbe S3BIKOB ¢ C-MOJOOHBIM CMHTAKCHCOM, M3 HUX €r0
CUHTakcuc Haubosee Omm3ok k CH++ u Java. SI3bIK HMeeT CTaTHYECKYIO
TUIN3ALUI0, MOJIIAEPKUBAET MONMUMOP(U3M, MEPErpy3Ky OmneparopoB (B TOM
YHCJIE ONEePaTOPOB SIBHOTO U HESIBHOTO MIPUBEACHUS TUIIA), IeTIeraThl, aTpUOyThI,
COOBITUSI, CBOWMCTBA, OOOOIIEHHBIE THUMBI M METOABI, UTEPATOPbl, AHOHUMHBIE
byHKUMKA C noAAepX KoM 3ambikaHuid, LINQ, HCKIIOYEHHS, KOMMEHTapuH B

dbopmare XML.

[lepenssB MHOrO€ OT CBOMX aHajoroB — s3bikOoB C++, Java, Delphi,
Monyna u Smalltalk — C#, omnupasice Ha TNPaKTHKy WX HCIOIb30BAHMUS,
UCKIIIOYaeT  HEKOTOpble  MOJENH,  3apEeKOMEHJOBaBIME  ce0s  Kak

npobOyieMaTH4HbIE TPH pa3paboTKe MPOTrpaMMHBIX cucTeMm, Hampumep, C# B
orauune ot C++ He MojAepKMBaeT MHOXKECTBEHHOE HACJEJIOBaHUE KJIACCOB
(MexXly TeM JI0ITyCKaeTCsl MHOKECTBEHHOE HAClIeJOBAHUE UHTEP(PEHCOB).
JlaHHBIN S3BIK OBLT BBIOpAH B KayeCTBE OCHOBHOIO, TaK Kak 00jamaeT
HY>KHBIMM KauecTBaMU I pealu3allid, HMEET BCTPOCHHYIO TMOJACPKKY

0000IIIEeHUH, JIeTIEraToB U COOBITUM, YTO OOJIETUUT peaTu3alluio.
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2 OBBEKTHO-OPMEHTHMPOBAHHLIN ITOJXOJI 1 OCHOBHLIE
OINPEJAEJIEHMA

OOBEKTHO-OPUECHTUPOBAHHOE MIPOrPaMMHPOBAHUE (OOIT) —
METOJO0JIOTUSI POTPAMMUPOBAHHUS, OCHOBaHHAsI HA MPEICTABICHUU MPOTPAMMBI
B BHUJIE COBOKYIMTHOCTH OOBEKTOB, KXl M3 KOTOPBIX SIBISETCS IK3EMIUISIPOM
OTIPEJICIICHHOT O KJIacca, a KJIAcChl 00pa3yroT UEPapXUI0 HACIEIOBaHUS.

Crnenyer cocpeioTOYNTh BHUIMAHNUE HA 3HAYMMBbIE YACTU ONPEACIICHUS:

1) 0OBEKTHO-OPUECHTHUPOBAHHOE  IPOrPAMMHUPOBAHUE  WCIONB3YyeT B
KaueCTBE OCHOBHBIX JIOTMYECKUX KOHCTPYKTHBHBIX 3JIEMEHTOB OOBEKTHI, a HE
aJTOPUTMBI;

2) KXl OOBEKT SIBIISICTCS IK3EMIUISIPOM OTIPEICIICHHOTO KJIacca,

3) kmaccel  00pa3yroT uepapxuu. [Iporpamma cuuTaeTcsi OOBEKTHO-
OPUEHTUPOBAHHOM, TOJBKO B CJIy4ae MCIOJHEHUS BCEX yCIOBUMl. B wacTHOCTH,
MpOrpaMMHUPOBAHUE, HE UCIOJB3YIOIIEE HACIEJOBAHUE, HA3bIBACTCS HE
OOBEKTHO-OPUEHTUPOBAHHBIM, a  MPOTPAaMMHPOBAHMEM C  TOMOIIBIO

a6CTpaKTHBIX THUIIOB JAaHHBIX.

2.1 OcHOBHBIE MTOHATHS 0OBEKTHO-OPUEHTUPOBAHHOTO
IPOTrPaMMHUPOBAHUS

Abcmpakyus 0aHHbIX — 3HAYUT aKIIEHTUPOBAHWE BAXKHOM MH(pOpMaIUU
U HUCKJIOUEHHE C paccMoTpeHus HezHaunmmoil. B OOII paccMmarpuBaroT JHIIb
aOCTpaKIMio JaHHBIX, TMOJpa3yMeBas KOMIUIEKT BaXKHBIX JAHHBIX OOBEKTa,

OTKPBITHIN OCTAIBHOU MIPOTPAMME.
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Hukancynayus — CBOUCTBO CUCTEMBI, MO3BOJIAIONIEE COCTUHUTD JaHHBIE
U METOJbl, NEHCTBYIOIIKME C HUMH, B Kiacce. ONHU SA3BIKH OTOXKIECTBIISIIOT
WHKAICYJISIUIO C COKPBITHEM, OJHAKO MPOYHE OTINYAIOT JaHHbIEC ONPEICTICHUS.

Hacneoosanue — CBOWCTBO CHUCTEMBI, JTO3BOJISIONIECE H3JIO0XKHUTH HOBBIN
KJlacc Ha 0a3e paHee UMEIOUIETOCs C OTYACTU JHOO0 IETUKOM 3aUMCTBYIOIICHCS
dbyHkuuoHanbHOCTBhIO. Kilacc, ¢ KOTOpOro BBIMOJHAETCS HACJeI0BaHUE,
UMeHyeTcs 0a3MCHBIM, POAMTEIBCKUM JMOO cymepkinaccoM. HoBeiif kimacc —
OTOMKOM, HAaCJIEAHUKOM, JOYEPHUM JINOO MPOU3BOIHBIM KJIACCOM.

LHlonumopghuzm MOATUIIOB (B OOIl  Ha3piBaeMbli  MOPOCTO
«MONMUMOPPHU3MOM») — KaueCTBO KOHIEMINH, TO3BOJISIONIEE MPUMEHSIThH
OOBEKTHl C OJHUM U TeM ke HUHTep(dhelcoM B OTCYTCTBUU JAHHBIX O THUIIE U
BHYTpEHHEl  cTpykType oObekta. WMHoil Tun  nmonumoppusma —
napamerpuueckuii — B OOII umeHyoT 00001IEHHBIM IPOTPAMMHUPOBAHUEM.

Knacc — yHuBepcaiabHbI, KOMIJIEKCHBIM THI JaHHBIX, COCTOSIIUNA M3
TeMaTU4YECKU €IUHOTO Habopa «mojei» (mepeMeHHBIX Oojiee AJIEMEHTAPHBIX
TUTIOB) M «METOJOB» ((PYHKIMU 1jisi pabOThl C 3TUMHU TOJIIMH), TO €CTh OH
SBIISIETCS. MOJIENIbI0 WH(GOPMAIMOHHON CYIIHOCTH C BHYTPEHHHM W BHEIIHUM
uHTepdencaMu Il OTIEPUPOBAHUS CBOMM COJEPKUMbBIM (3HAUYCHUSMH TIOJICH ).

B wactHOCTH, B Ki1accax OOLIMPHO MPUMEHSIOTCS 0COObIe KOHCTPYKLIUU C
1-ro 100 Hepeakoro 2-yx CHapeHHBIX METOAOB, OTBEYAIOMIMX 3a MPOCTHIC
OpoLEeAYpbl ¢ KOHKPETHBIM MojeM (MHTepdeic MpucBauBaHUS U CUUTHIBAHUS
3HAa4YeHUs), KOTOpPble MUMHUTHPYIOT HEMOCPEACTBEHHBIH MOCTYN K TOJ0. OTH
OJIOKM HA3BIBAIOTCS «CBOMCTBAMM» U TIOUTH COBIMAJIAIOT 10 KOHKPETHOMY UMEHU
CO CBOMM TIOJIEM (HampuMep, UM MOJISI MOKET HaYMHATBCS CO CTPOYHOM, a uMs
CBOMCTBa — C 3aryiaBHOW OykBbI). IHBIM IposiBIieHHEM UHTEP(HEHCHON HATYyphI
KJlacca CUMTACTCsl B TaKOM Ciy4yae, TO YTO NMPU KOMUPOBAHUHU HaJJIeKaIIEH
NEPEeMEHHON TOCPEICTBOM  MpPHUCBaMBaHUs, KOMHUPYETCA TOJBKO  JIMIIb
uHTepdeic, 0IHAKO HUKAK HE CaMU CBEACHHS, B TAKOM ClIy4ae UMEETCsl Kjacc
— CCBUIOYHBIM TuUn JaHHbIX. [lepeMeHHAs-0ObEKT, MpHHAIISKAIAs K
YCTaHOBJICHHOMY KJIACCOM THUITy, UMEHYETCSl 3K3eMIUIIPOM JIaHHOIO KJjacca.

HpI/I O9TOM B HCKOTOPBIX HCIOJHAIONIUX CHUCTCMAX KJACC TAKIKC MOKCT
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NPEACTABIATHCS HEKOTOPHIM  OOBEKTOM MPU  BBIIOJHEHUH IPOTPaMMBI
MOCPEJICTBOM JTMHAMUYECKOW HICHTU(HUKAIMKA THMA JaHHBIX. Kak mpaBmiio
KJIACChl XOTAT ClieNlaTh TaKUM CIOCOOOM, ISl TOTO 4YTOOBI TapaHTUPOBATH
COOTBETCTBYIOIIME HAType NpeaMeTa U pemaeMord mnpobdiemMe LeI0CTHOCTh
JAHHBIX 00BEKTa, 2 KpOME TOTO MPAKTUYHBIN U 0ObIYHBIA HHTEp(deiic. B cBoio
ouepe/ib, €IMHCTBO MPEAMETHON 00JacTH OOBEKTOB U UX UHTEP(HENCOB, a KpoMe
TOT0 MPAKTUYHOCTH UX MPOECKTUPOBAHUS, FaPAaHTUPYETCS HACTEAOBAHUEM.
Obvekm — CYIIHOCTh B aJpPECHOM IMPOCTPAHCTBE BBIUUCIUTEIHHON
CUCTEMBI, MOSABISAIOIIASACS MPU CO3JAAHMM dK3EMIUIsIpa Kiacca (Hampumep, mocie
3alycKa pe3yJbTaTOB KOMMWISIMA ¢ CBS3bIBAHMS HCXOJHOTO KOJla Ha

BBITIOJIHECHUE).

2.3 CO3I[21HHG H UCIIOJIb30BAHUC CKPHUIITOB

[ToBemenne WTrPOBBIX  OOBEKTOB  KOHTPOJUPYETCS C  IOMOIIBIO
koMrioHeHTOB (Components), KOTOpbIe MPUCOCTUHSIOTCS K HUM. HecMoTpsi Ha
TO, YTO BCTPOEHHBIE KOMIOHEHTHI Unity MOTYT OBITh OYEHb Pa3HOCTOPOHHHUMH,
BCKOpE BbI OOHAPYKUTE, YTO BaM HY)KHO BBIMTH 3a TIPENICTBI UX BO3MOXXHOCTEH,
4yTOOBl peaqu30BaTh BalllMi COOCTBEHHbIE oOcoOeHHOCTH redMmiies. Unity
MO3BOJISIET BaM CO37aBaThb CBOM KOMITOHEHTBI, HCHOJIB3YsS CKpUNThL. OHHU
MO3BOJISIIOT ~ AKTUBUPOBATH  UTPOBBIE  COOBITHS, W3MEHSTh  MapaMeTPhI
KOMITOHEHTOB, 1 OTBEUYATh Ha BBOJI MIOJIb30BATEIISI KAKUM BaM YT'OJIHO CIIOCOOOM.

Unity n3Ha4anpHO MOAECPKUBACT TPH SI3bIKA TPOTPAMMHUPOBAHHMS:

C# (mpousHocutcss kak Cwu-mapr), CTaHAAPTHBIA B OTpacid  S3BIK
nonoOHbIH Java umm C++.

UnityScript, si3bik, pa3paOOTaHHBIN CIEMUAIBHO JUIsl MCIOJB30BaHHUS B
Unity o o6pa3iry JavaScript.

B ornvuMM OT Jpyrux acceTroB, CKPHUITHI OOBIYHO CO3AAIOTCS

HenocpencTBeHHO B Unity. Bbl MoXkeTe co3naTh CKpUNT UCTIONb3ysa MeHio Create
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B JICBOM BepxHeM yriy naHenu Project wmm BbiOpaB Assets > Create > C#
Script (wim JavaScript/Boo ckpwuIiT) B TJIaBHOM MEHIO.

HoBwrii ckpunt Oymer co3laH B Marke, KOTOPYIO BBl BHIOpau B MaHEIH
Project. mst HOBoOrO CcKpunTa OymeT BBIACICHO, Mpejyiaras BaM BBECTH HOBOE
uMSI.

Jlydie BBECTH HOBOE MMs CKPHITA Cpa3y TMOCIE CO3JaHMs YeM U3MEHSITh
ero motomM. MMs, koTopoe BBl BBEAETE OyNeT HMCIOJIB30BaHO, YTOOBI CO3/1aTh

HayaJbHBIA TEKCT B CKPHIITC, KaK OITMCAHO HHIKC.

2.3.1 Ctpykrypa (aitna ckpurrta

[locne nBoiiHOoro menuka Ha ckpunte B Unity, oH OyneT OTKpBHIT B
TekcToBOM  peaakrtope. Ilo ymomuanuto Unity OyaeT HCHOJIb30BAThH
MonoDevelop, HO Bbl MOeTe BbIOpaTh 1000 penaktop u3 naHenu External
Tools B HacTpoiikax Unity.

Conepxumoe (aita OyAeT BBITIISIACTh IPUMEPHO TaK:

using UnityEngine;

using System.Collections;

public class MainPlayer : MonoBehaviour {
/I Use this for initialization
void Start () {

¥

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

¥

CKpunT B3aUMOJEUCTBYET C BHYTpeHHHMMH Mexanu3dmamu Unity 3a cuer
CO3JaHUs KJracca, HACJIE0BAHHOIO oT BCTPOCHHOI'O KJiacca,
Ha3biBaeMoro MonoBehaviour. Bel MokeTe nymaTh 0 Kjacce Kak 0 CBOETo poja

IJIaHE JI1 CO3JaHMs HOBOIoO THUIIA KOMIIOHCHTA, KOTOpBIﬁ MOJKET OBITh

18



IOPUKPEIJIEH K WUrpoBoMYy 00bekTy. Kakaplii pa3, Koraa Bbl NPUCOETUHSETE
CKPHUMTOBBII KOMIIOHEHT K HTPOBOMY OOBEKTY, CO3JAeTCSI HOBBIA IK3EMILISP
00BbEKTa, ONpeneeHHbIN 1aHoM. MMs kinacca Oepercs U3 MMEHH, KOTOPOE BBI
yKazam mpu co3maHuu (dainma. Mmsa kmacca m ums (aiiia JOJDKHBI OBITh
OJMHAKOBBIMM, JUIsI TOTrO, 4YTOOBl CKPUOTOBBIA KOMIIOHEHT MOT OBITh
IPUCOEINHEH K UTPOBOMY OOBEKTY.

OcHoBHbIE  BeIIM, JOCTOMHBIE BHUMAaHHs, JSTO JBe (QYHKIUH,
ompezeNIcHHbIe BHYTpHU Kiacca. @ynkius Update - 3to Mecto Ui pa3menieHus
KOJ1a, KOTOpBIi Oy/1eT 00padaThiBaTh OOHOBJICHHE KaJpa JJI1 UTPOBOr0 OOBEKTA.
OTO MOXET ObITh JBUKEHUE, cpadaThIBaHUE ACHCTBUN U OTBETHAs peaKUusl Ha
BBOJ MOJb30BaTeNil, B OCHOBHOM BCE, 4YTO JOJDKHO OBbITh 00paboTaHo c
TEYEHUEM BPEMEHU BO MTPOBOM Iporecce. YToOsl mo3Boauth pynkuun Update
BBIMOJHATh CBOIO paboTy, YacTo ObIBAaeT IOJIE3HO HWHUIUAIU3UPOBAThH
IIEPEMEHHbIE, CUUTaTh CBOMCTBA M OCYIIECTBUTH CBSI3b C JAPYTMMH HUIPOBBIMU
0o0bEKTaMH JI0 TOro, Kak OyAyT COBEpIICHbl KakKue-Iubo JIeUCTBUS.
Oyukius Start 6yner BeizBana Unity 10 Hadanma WrpoBoro mpoiiecca (T.€. 10
nepBoro BeizoBa ¢yHkiuu Update), 1 3TO uaeanbHOEe MECTO JJIS BBINOJHEHUS
VMHUIMAIA3ALHH.

Wuunnmanu3anus oObeKTa BBINONHIETCS HE B (DYHKUMU-KOHCTPYKTOpE.
DTO MOTOMY, 4YTO CO3JaHHEe OOBEKTOB 00padaThiBaeTCd pEeJaKTOpOM H
IPOUCXOJUT HE B Hayajle UIPOBOT0O mpouecca. Eciyu Mmpou30ineTr mombITKa
ONPENEIUTh KOHCTPYKTOP IJisi CKPUIITOBOI'O KOMIIOHEHTa, OH OyJeT MellaTh

HOpMasibHOUM padoTe Unity U MOXKET BbI3BaTh CEPhE3HBIE MPOOJIEMBI C IPOEKTOM.

A UnityScript script works a bit differently to C# script:
#pragma strict

function Start () {

}

function Update () {

¥
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3necek ¢ynkiuu Start 1 Update mMerOT Takoe ke 3Ha4eHHe, HO Kiacc He
oOBsiBIIeH siBHO. [IpeamonaraeTcsi, 4TO CKpHIT caM M0 ce0e OnpeAesieT Kiacc.
On OyzeTr HesiBHO Mpou3BOoJHBIM 0T MonoBehaviour u momyuut cBo€ umsi oT
UMEHH (aiisia CKpHmnTa.

2.3.2 YrpaBieHue UrpOBbIM 00BEKTOM

Kak Obu1o cka3zaHo paHee, CKPUIIT ONMPEAETsSeT TONbKO IIaH KOMIIOHEHTa
U, TaKUM 00pa3oM, HUKAKOW €ro KojJ He OyJeT aKTUBHPOBAH JIO0 TE€X IMOp, MOKa
DK3EMIUIP CKpHUNTa HE OYJEeT MPUCOCINHECH K UTPOBOMY OOBEKTY. BBI MOXKeTe
MPUKPENUTh CKPHUIIT TIEPETACKUBAHMEM acceTa CKPHUNTa Ha UTPOBOM OOBEKT B
nanenu Hierarchy wim yepe3 okHo Inspector BEIOpaHHOTO UTPOBOTO OOBEKTA.
NwmeeTcst Takxe nmoaMeHto Scripts B MeHI0 Component, KOTOpOE COJAEPKUT BCE
CKPHUIITHI, JOCTYIHBIC B IMPOEKTE, BKJIIOYAs T€, KOTOPbIE BBl CO3/MAJU CAMH.
OK3eMIUTAp CKPUITA BBHITISIUT Tak K€, KaK W JPYrue KOMIIOHEHTHI B OKHE

Inspector.

2.3.3 OyHKIIUKA COOBITUI

Ckpunt B Unity He MOX0X Ha TPaJAULIMOHHYIO UJICI0 MPOTPaMMBbl, I/1€ KOJ
paboTaeT MOCTOSHHO B IIMKJIE, TOKa HE 3aBEPIIUT CBOIO 3a1ady. BmecTo sToro,
Unity mnepuomudecku Tmiepena€T  yIOpaBiICHHE CKPUINITYy TPH  BBI3OBE
onpeeEHHBIX O0BSABICHHBIX B HEM (yHKIMA. Kak Tonbko (yHKIMS 3aBepIIacT
UCIIOJIHEHHE, YTIpaBlieHWe Bo3Bpamaercss obOpatHo k Unity. Otu dyHKUMH
U3BECTHbI Kak (yHKUMU coObITHH, T.K. X aktuBupyer Unity B OTBET Ha
COOBITHS, KOTOPBIE MPOMCXOIAT B Tporecce Urphbl. Unity HCIOIB3YET CXEMy
UMEHOBAaHMs, 4YTOOBI  ONpEAENuTh, KaKyl0 (YHKIHIO BbI3BaTh  JJIS
onpenenéHHoro coObiTudA. Jlamee ykazaHbl OJHM U3 CaMbIX BaXKHBIX M YacTO
BCTPEYAIOIIUXCS COOBITHH.

Urpa - 3T0 4TO-TO BpOj€ aHUMAIIMH, B KOTOPOH KaJphl TEHEPUPYIOTCS Ha

xony. KroueBoit KOHOCNIT B IIpPOrpaMMHPOBAHHMM HIP 3aKIIO4YacTCA B
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WU3MCHEHUH ITO3UIINH, COCTOSHUS U TOBEJICHUS OOBEKTOB B UTPE MPSMO Tepe
oTpucoBKoi kaapa. Takoi kox B Unity 00pr9HO pa3mentaroT B pynkiuu Update.

Update BbI3pIBaeTCS MIEepel OTPUCOBKOM Kajipa U Mepe]l pacuéToM aHUMAaIUH.

void Update() {
float distance = speed * Time.deltaTime * Input.GetAxis("Horizontal");

transform.Translate(Vector3.right * distance);

Ou3HIECKU JBMKOK TaKKe OOHOBIIAETCS (PUKCUPOBAHHBIMU TI0 BPEMEHHU
niaramMy, aHajJJoTMYHO TOMY Kak paboTaeT mnpopucoBka Kaapa. OtnaenbHas
bynkuust cobbitusi  FixedUpdate BbI3bIBaeTCS mpAMO TEpell  KaxKIbIM
OOHOBJICHHEM (U3MYECKUX JaHHBIX. T.K. OOHOBIeHUE (UMKKM U Kajapa
MPOUCXOMUT HE C OJMHAKOBOM YACTOTOW, TO BBl MOJY4YUTE OOJee TOYHBIC
pe3ysbTaThl OT Koaa (usuku, ecim nomecture ero B pynknuto FixedUpdate, a

ue B Update.

void FixedUpdate() {
Vector3 force = transform.forward * driveForce * Input.GetAxis("Vertical");
rigidbody.AddForce(force);

Taxxe WHOTJA TMOJIE3HO MMETHh BO3MOKHOCTH BHECTH JIOTIOJHHUTEIHHBIC
U3MEHEHHUSI B MOMEHT, KOIJla y BceX OOBEKTOB B CIeHE OTpadoTanu (QyHKUUU
Update u FixedUpdate u paccuntanuch Bce aHuMaliuu. B kadecTBe mpumepa,
KaMmepa JO0JDKHa OCTaBaThCsl MPHUBS3aHHOM K 1I€JIEBOMY OOBEKTY; MOJCTpOiiKa
OpPUEHTALIMK KaMephl JO0JKHA MPOU3BOAUTHCS MOCIE TOTO, KaK I€JIEBOM OOBEKT
cMmecTuiics. Jpyrum npuMepoM sIBISIeTCS CUTYaIus, KOTr/ia KO CKpUNTA JOJKEH

nepeonpeaenuTs 3pQPexT aHumaIuu (I0MyCTHUM, 3aCTaBUTh TOJIOBY MEPCOHAXa
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MOBEPHYTHCS K [EIEBOMY OOBEKTY B ClieHEe). B cuTyanmsx Takoro poja MOXHO

ucnons3oBath ¢pynkimio LateUpdate.

void LateUpdate() {

Camera.main.transform.LookAt(target.transform);

3a4acTyio MOJIE3HO MMETh BO3MOXKHOCTb BbI3BaTh KOJ HHHUIMAIU3AIUU
nepea JAr0bIMU OOHOBIICHUSIMH, TIPOUCXOIAIIMMUA BO BpeMsi Urpbl. DyHKIIUSA
Start BbI3bIBaeTCA 10 OOHOBJIEHHS NEPBOro Kajapa WIA (PU3MKH OOBEKTA.
Oyukiuss Awake BbI3BIBa€TCS ISl KaXJIOro OOBEKTa B CIEHE B MOMEHT
3arpy3ku cueHbl. CTOUT yUUTBIBATh, YTO XOTh JJI Pa3HbIX OOBEKTOB (DYHKIIMU
Start u Awake 1 BpI3bIBaIOTCS B pa3HOM MOpsiaKe, Bce Awake OyIyT BBITOIHEHBI
70 BbI30Ba mepBoro Start. DT0 3HAYUT, YTO KOJA B (QyHKUMHM Start MOXKET
HCIIOJIB30BaTh BCE, UTO OBLIO cesiaHo B gaze Awake.

B Unity ectb cucrema st OTpUCOBKH 3iieMeHTOB ympasieHusi GUI
MOBEPX BCEro MPOUCXOMAIIErO0 B CIEHE U PEarupoBaHUsl HA KIMKUA MO 3TUM
aJieMeHTaM. JTOT KoJi 00pabaThIBaeTCsl HECKOJIBKO HMHAue, HEXENIH OOBIYHOE
OOHOBJICHHE KaJipa, TaK YTO OH JOJDKEH ObITh momeméH B ¢yHkiuo OnGUI,

KOTOpad 6YILCT IICPUOINICCKH BbI3bIBATbHCA.

void OnGUI() {
GUI.Label(labelRect, "Game Over");

Takke MOKHO OIpPEAENATh COOBITHS MBIIIH, KOTOpPHIE CpabaThIBAIOT Y
GameObject’a, HaxomsIIerocs B CIEHE. OJTO MOXHO HCIOJIb30BaTh A
HABEJICHUS OpYyIUWA WM i1 OTOOpa)ke€Huss MH(POpPMALUU O MEPCOHAKE MOJ
ykazateneM Kypcopa Mbimm. CymectByer Habop (yHKOWA  coObITHI
OnMouseXXX (mampumep, OnMouseOver, OnMouseDown), KOTOpBIii

MMO3BOJBICT CKpPUIITY pPCaArupoBaTb Ha I[GﬁCTBHH C MbIIIBK IIOJB30BATCIIA.
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Hampumep, ecii KHOMKa MBIINIM Ha)XkaTa B TO BpPeMsl, KOTJa KypcOp MBIIIH
HAXOJUTCS HaJ ONpeaeiaEHHBIM 00BEKTOM, TO, €CIIM B CKPHITE ATOT0 OOBEKTa
npucytctByeT pyHkims OnMouseDown, oHa OyeT BbI3BaHa.

Ou3nIeCKuil TBIKOK COOOIIUT O CTOJTKHOBEHUSX C 00BEKTOM C IMTOMOIIIHIO
BbI30Ba (YHKIMM cOOBITUA B  cKpunre »Toro oObekta. DyHKuuu
OnCollisionEnter, OnCollisionStay u OnCollisionExit OynyT BBI3BaHBI IO
HaJary, MPOJODKCHHUIO M 3aBEPIICHUIO KOHTaKTa. COOTBETCTBYIOMINE (DYHKITUN
OnTriggerEnter, OnTriggerStay u OnTriggerExit OymyT BbI3BaHBI, KOTIJa
KoJutaliiep oObekTa HacTpoeH kak Trigger (T.e. 3TOT KOJUIaifep MPOCTO
OTIpEJIENISIET, YTO €ro YTO-TO TEpeceKaeT U He pearupyer (usuyecku). ITH
(GyHKIIUU MOTYT OBITh BBI3BaHBI HECKOJIBKO pa3 MOJPs, €clii OOHapyXeH Ooiiee
4YeM OJIMH KOHTAKT BO BpeMs OOHOBJICHHS (U3MKU, MOITOMY B (PYHKIUIO
nepeaaéresl mapamerp, MpeaoCTaBISIONIMA JOMOTHUTEIBHYIO HUHPOPMAIIUIO O

CTOJIKHOBEHHH (KOOPAMHATHI, “TTMYHOCTH BXOJSALIET0 OOBEKTA U T.1.).

void OnCollisionEnter(otherObj: Collision) {
if (otherObj.tag == "Arrow") {
ApplyDamage(10);
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3 PABPABOTKA TTPUJIOXEHUSA «SPACE ATTACK»

HpI/IJIO}KGHI/Ie pCaJIM30BaHO KaK CBA3b PpPa3JIMYHBIX IIPCAMCTOB C 3D
CHGHOP'I 1 MHBIMHU O6’b€KTaMI/I, a TaKXKC OTpa6OTKOﬁ CKPHIITOB, 3aKpPCINICHHLIX K
JaHHBIM 00BEKTaM. HOBTOMY IIPUIIOKCHHUC IIOCTPOCHO KakK BSaHMOHGﬁCTBHG

UTPOBBIX 00BEKTOB, KOTOPBIE UHKAIICYJIUPYIOT KX bl CBOIO JIOTHKY.

3.1 TepMuHBI 1 OCHOBHBIC TTPHHIIHUIIBI

B cpene pazpaboTke ecTb LENbIA Psll MOHATHUM M CBSI3aHHBIX C HUMHU
TEXHOJIOTHM, KOTOpPbIE YCIOBHO MOYXHO OTHECTH K TEXHOJIOTHSIM MO padboTe C
TeKcTypamu. Bce OHM MpsSIMO WM KOCBEHHO HAIpaBi€Hbl Ha OTOOpaKeHHH
TeKCTyp. K HUM MOXHO OTHECTH:

Mew — 3TO KOOpIHMHATHAsl CETKa, COCTOSIIAs M3 TPEyrojJbHHUKOB. OHa
3a/1a€TCS MACCUBOM M3 TPEYTOJIbHUKOB, TPEYTOJBHHUK B CBOKO OYEPEAb 3a0AETCA
CMEILEHUEM KaKJI0M BEPLIMHBI IO MaTEPHAILY.

B pesynbrare npu HEOOXOAUMOCTH BO3MOXKHO MPUOOPECTH HEJIMHEWHOE
Ope/CcTaBlICHUE TEeKCTypbl. Memn ObIBaeT, Kak MHOTOYTOJIbHBIN, TaKk H
CKJIaIbIBAIOLIUICS € 2-yX TPEYroJbHUKOB. B ciiyyae JaHHOTO MpUiIoXKeHHs ObLI
MIPUMEHEH CTaHAAPTHBIN MEIIL.

Mamepuan — 53TO CTPYKTypa, KOTOpas COAEPKHUT pa3zHOOOpa3HbIe
napameTpbl MO0 OTOOpa)KEHUI0 TEKCTyphl. Takue Kak croco0 OToOpakeHws,

ypOBEHb QUIBTPAINH, a TAKXKE CMEIICHUE U MacmTab Ha TeKCcType. Marepuan u
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memr B Unity3D cymecTBylOT pa3felibHO, TaK Kak MEIl MOYKET OTBeyaTh 3a
¢usuky oobekTa. Marepuan MOXKeT ObITh, KaK OOIINM, T.€. MPUHAANIEKATH Cpa3y
HECKOJIbKUM O0BEKTaM, TaK U YaCTHBIM.

Texcmypa — 310 MaccuB 1[BeTOB Kaxkoro nukcens. B Unity3D ects kiace,
KOTOPBIN MPEACTaBIAET TEKCTYpY — 3T0 Texture2D. OH conepxxut Habop moseit
U METOJIOB JUIsl pabOThl ¢ TEKCTYpPOW HENOCPEICTBEHHO, TAKHE KaK «M3MEHUTb
MIUKCEJIb» WIH «ITPUMEHUTH KOMIIPECCUION.

Illetioep - 3TO TMOAIpOrpaMMa IMPOPUCOBKU TEKCTypbl. OOBIYHO OHA
NUuIeTcss Ha COOCTBEHHOM si3blke. E€ KOHUENUMsA HamMCaHWs TaKkoBa, YTO MBI
3a1aeM IIOCIEAOBATENBHOCTh IMPOPUCOBKM M HA KaXXIOM JTalle NPHUMEHSIEM
Kakue-HuOy b GuiibTpbl uiau anroputMel. llleiinep Moxer ObITh paccuuTaH Ha
HECKOJIBKO TeKCTyp. Bce coBpemennbie 3D nmpuiokeHuss HCIONIb3YI0T MEHIEPHI
UL CO3[IaHMsl PEAJMCTUYHBIX IIOBEPXHOCTEM M MHOIO Jpyroro. B cimydae ¢
1Phone meiineprl nuiryTcs Ha CrieUAIIBHOM 3MyJupyomeM s3bike. B Unity3D
[eiinep kak moamporpaMma He MOXKET CYILIECTBOBATH 0€3 MaTepuara.

B Unity3D pabota ¢ TekcTypam# CHENHMAIbHO YIIPOIIEHAa U CleliaHa
ynoOHO. MBI MOXeM CKJIaJbpIBaTh HEOOXOJAMMBbIE HW300pa)KEHUS B IAIKE
Resourses, a moToM, Korja mnporpamma 3amylieHa, 1o Mepe HEeOOXOIUMOCTH
NOATPYKaTh WX OTTyda. OTO JENAEeTCs OJHUM METOAOM C YKa3aHHUEM
OTHOCHUTENIbHOTO MyTH 10 (aitna. [Ipu 3arpyske H300pa’keHUsT MbI CO3/aeM
K3eMIuIsip oObekTa Texture2D u mpucBanBaeM emy pe3yiabTaT 3arpy3ku. U
MOKEeM CBOOOJHO MPHUCOEIUHATH TEKCTYPhl K MaTepHally, Il OTOOpaKeHUsS Ha

CIICHC.

3.2 Hactpoiika npoekrta

Jlis peanu3anyy TOCTaBICHHOW 3agadyd OBLT CO3/IaH HOBBIA TPOCKT B
Unity3D. HMMmopTupoBaHbl JOMOJHUTEIbHBIE IMAaKeThl JUIS  pa3pabOTKH

IMPHUIIOKCHUSA U COXpaHCHA CIICHA.
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Q Unity 5.6.03 Personal (64bit) - Untitled - SpaceShouterDiplom - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject C Wind Help

= Hierarch

SERVICES

Ads

Monelize your games

¥ ./ Favorite

s
©LAll Materials

©Lall Models This folder is empty
©. All Prefabs
@AH Modified Discover player insights
@\ Al Conflicted

Analytics

Cloud Build

Build games faster

Collaborate B7A

Create together seamlessly

Performance Reporting

Discover app

Puc 3.1. OkHo npoekTa

3 Project

|Cr!it!"| (g w"||4‘|‘.|‘!.'|

T{}‘Favnrites Assets » Scenes
@lhll Materials
(1 All Models
@lhll Prefabs
() Al Modified
() All Conflicted

¥ 53 Assets

b &3 _Complete-G:
&5 Audio
&3 Materials
&3 Models

b &3 Prefabs
= Scenes
&3 Textures

b 53 TutorialInfo

Puc 3.2. Okno Project

[To ymomyanuio pabota B KOHCTPYKTOpE MPOUCXOAUT co cOopkoil PC,
Mac & Linux, Bce makeThl U CKPHUNTHI OYAyT ONTHMHU3MPOBAHBI IO JaHHBIC
mwiatgopmbl. Unity MOXKET co3aBaTh HMIPhl MOJI MHOXKECTBO ILIATHOPM, HO

OJTHOBPEMEHHO MOKHO CO3/1aBaTh TOJBKO JIJIsi OAHOW BEIOPAHHOM IIIAT(POPMBI.
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Jli1st Toro 4yToOBI HACTPOUTH COOpPKY, OTKphLI MeHIO Files->Build Settings.

Build Settings
s [~ |
Scenes In Build I
Add Open Scenes
Platform
_‘r"'; PC, Mac & Linux Standalone 24 é}} (B B0 (2 L Sezhudzlzis
= i0S Target Platform [ Windows ™
Architecture [x88 m
a Android Copy PDB files -
Development Build -
E WehGL Autoconnect Profiler (]
Script Debugging (|
-t tvos
ﬁ Tizen
m Xbox One = _ _
Learn about Unity Cloud Build
l Switch Platform “ Flayer Settings...] [ Build ][ Build And Run ]

Puc 2.3. OxHO HacTpoek cOOpKu

[Tocne wero ObUIM HACTPOCHBI JETANM Halie COOPKHM W BbIOpaHa
noxoasiias miardopma — i0S.

[Tocne BrIOOpa cOOpKM OBUTIM HACTPOCHHI JIETAH ClIeHbI B pasnene Player
Settings B TekymieM okHe. HeoOX0omumMo JOOHMTHCS MOPTPETHOW OPHEHTAIIHH.

VYkazana mupuna — 600, a qimuaa — 900.

nspector
t,} Playersettings

Company Name DefaultCompany
Froduct Name

Default Icon

(©Lall Modified
(] all conflicted

v Ass
>

Puc 3.4. T'oTroBasd ciieHa

27



3.3 JlobGaBneHue U HACTPOHKA UTPOKA

[locne wHacTpoliku mnpoekta Obula goOaBieHa MoOjAeNb Wrpoka. B
MPUIOKEHUU POJIb UTPOKA BBIMOJIHAET KOCMUUYECKUI Kopabiib. Mojenb kopalist
pa3paboTaHa ¢ TOMONIbIO  CHEIUANIBHBIX CHCTEM JUIsl CO3JIaHUsA U
penakTupoBaHusi TpEXMepHON Tpaduku M aHuUManuu. JlJis aHHOTO MPOEKTa
ucrojs3oBanack nporpamma Autodesk 3ds Max, T.K. OHa COJEPXKHUT Cambie
COBPEMEHHBIE CpEJCTBAa JJIsi XYJIOKHUKOB U CHEIHAIUCTOB B 0OJACTH
mynbTUMenna. Paboraer B onepannonHbix cuctemax Windows u Windows NT.
3Ds Max pacmnonaraer oOIIMPHBIMUA CPEICTBAMHU ISl CO3JIaHUS Pa3HOOOPa3HbIX
o GopMe U CIOKHOCTU TPEXMEPHBIX KOMIBIOTEPHBIX MOJIENIeH, peabHbIX WU
dbaHTacTUYECKUX OOBEKTOB  OKPYXKAIOIIETO MHpa, C  HCIOJIb30BAHUEM

p33H006pa3HI>IX TCXHHUK N1 MCXaHHN3MOB.

&) Unity 5,602 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU> - b
File  Edi GameObject Component Tutorial Window Help

= Hiera © Inspector

= rarchy
o AL i
- m ¥ vehicle_playership |_] static =

v < m.
€ Tag | Untagged 4| Layer [Default ™
[

Main Camera

a Model [ Select Reverr | Open |
- ¥ .~ Transform @
190

Rotation X0 vo 20
Scale X1 Iyl z
¥i. Vehicle_player Ship (Mesh Filter) £,

Mesh W vehicle_playership °

=

¥ .. #Mesh Renderer @ =
¥ Lighting
Light probes
; Reflecton prabes
@ project P O Rl Nore {ransfarm)
N )

sl IR IR |
v i 7Favorites Assets » Models Receive Shadows @

o e Mation Vectors

Lightmap Static ||

eration of lightmaps for this Mash
nable the 'Lightmap Static'

» Materials

o wehicle_playership_metal_mat 2%,
(S Shader | Standard .

e vehicle_playership_glass_mat *,
> Shader [ Standard =

nes
Textures
» G TutorialInfo

l Add Component ]

Puc 3.5. Moaenb kopabuist criepenu
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< Unity 5.6.03 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU> i X
File Edit Assets GameObject Component Tutorial Window Help

© Inspector

o @ fpart et flre ~ [ static v A&

Tag | Untagged 4| Layer | Default i

Main Camera
Directional Light Prefab | Select | Revert |  Apply |

v P[ayer_ ¥ .~ Transform
¥ engines, Position

Rotation
Scale

8 X I Prewarm
Start Delay
| create -| @ [ 4[N [ * [ seare itetime
¥ Favorites Assets » Prefabs » V|| | Seart Speed
QAH Materials 3D Start Size
©1 All Models - | start size
(©L All Prefabs 3D Start Rotation
(©\ Al Modified Start Rotation
Randomize Rotation
| stare Color

©1 All Conflicted

¥ Gl Assets

engines_en...
» Gl _Complete-Gi -

Gravity Modifier

Audio Particle System Curves =

engines_pl..

¥ & TutorialInfo

Puc 3.6. Moaens nBuratens kopaoiis

< Unity 5.6.0f2 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU> - X
T

Q

A

) All Prefabs
©) all Modified
(©) Al Conflicted

Puc 3.7. Monenb xopabiist cBepXy

JloOGaBnieHa Mojienb KOpalJisl Ha CIEHY MPOEKTa U PACMOJIOKEHA B LIEHTPE
MUPOBBIX KoopauHat. ClieHa UMeeT TpHU IUIOCKOCTH C KOOpAMHATaAMU B BUJE
oceil X, y, Z Ha4aJlo KOTOPBIX HOJIb 1O BCEM TpeM OcsiM. MIKOHKa IIeCTepEeHKH B
pasznene Transform u Bkiaaka Reset mo3BosST COpOCUTH 3HAUEHUS] KOOPAUHAT
00beKTa B HyJIEBbIE 3HAYEHUSI.

JIJist HacTpoeK rpaBUTAIMHU, CTOJKHOBEHHS M TMEpeMeIleHus Il KopabJis

YCTaHOBJIEHBI (PU3MUECKHE CBOMCTBa ¢ momoibio kommoHeHTa Rigidbody. Tak

29



Kak KopalOJib HaxXoauTCs B kocMoce, (uaxok Use Gravity B cBolicTBaX 00bEKTa
CHSIT.

UtoObl NpaBWIBHO pPAaCCYUTATh CTOJIKHOBEHHUE OOBEKTOB HEOOXOAMMO
3HaTh 3aHUMAEMbI B MPOCTpaHCTBE 00beM. [l 3TOro Kk 0O0BEeKTy noOaBieH

koMrioHeHT Mesh Collider u co3nana cetka o0TeKaHus Kopaois.

€ Unity 5.6.0f3 Perse lom - WebGL" <DX11 on DX3 GPU> - x

| CI—

xi iz

» .. [IMesh Renderer @ %

v Rigidbody @
Mass

vehicle_playership_metal_mat @,
Shader | Standard

vehicle_playerShip_glass_mat ,
Shader | Standard

Add Component:

Puc 3.8. Cerka xomnaiiaepa kopadsis

3.4 Hactpoiika KaMepbl H OCBEIICHUS

Pacnonoxenue kamepbl B Urpe HAXOJIUTCS CBEpPXYy BHH3, a 0030p
UTPOBOTO TOJII MPOUCXOAUT U3 (PUKCUPOBAHHOTO mMojoxeHusa. Kamepa u cBet
CO3JAI0TCA 10 YMOJYaHHUIO CO CLEHOM MO3TOMYy Kamepa Oblia MepeMellieHa B
IIEHTP UTPOBOM 00JIacTH, MOBEpPHYTA MO ocHu X Ha 90 rpaaycoB, MOAHATA IO OCH
y Ha 10 myHKTOB M BbIOpaH opTOorpaduuecKuil pexxuM MpOCHUPOBAHUS BMECTO
MepCreKTUBHOr0. Tak ke M3MEHEH LBET (hoHA HA YEPHBIN C MOMOIIBIO CBOWCTB
Background u Clearaalags.

ITocne wnHacTpoiiku ¢oHa OTperyiupoBaHa Kamepa JUId TOJOXKECHUS
KopabJisi cHU3y U MaciiTaba (cBoictea Position Z u Size).

Jlanee OBUIO HACTPOEHO CBETOBOE OCHalleHue cieHbl Direction Light,
CpaBHMMOE C OCBEUIEHHWEM COJIHIIA. B wurpe mnmorpedoBaoch TpH TaKUX

UCTOYHUKA CBETa, KOTOPBI OCBEHIAIOT KOpadJib CO BCEX CTOPOH co37aBas
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xoporryr urpopyr armocdepy. Mcrounuk cBera Direction Light 3aBucut ot
HaIpaBJIeHUs Jyuyel, a He OT MO3UIMU Ha OCAX. YBEJIWYeHAa MHTEHCUBHOCTD

CBCTA U HAIIPABJICHHUC Hy‘{eﬁ.

@ Unity 5.6.0f3 Persona | (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU> - X
File Edit Assets GameObject Component Tutorial Window Help
G\:":\E] [ =8 Center | & Local | m | @ collab - | [ & | [ Accoun t -] [Layers - | |Space Sho- |
# Scene € Game | £ Asset Store o & -= © Inspector | Services Bl
600x900 + | Scale (r— 0,711 Maximize ©On Play  Mute Audie | Stats | Gizmos 7 reate v | (or AT ’ Iz nghtmg— |:‘ Static v

Tag [Untagged <] Layer [Default ™

¥ .~ Transform Q) #
Position x[0 y[ioo  |z[o
Rotation xo  vjo |z
Scale x[1 Y[ zZ1

Add Component

All Prefabs
All Modified
(LAl Conflicte

b Gl _Complete
& Audio
(&l Materials
& Models

¥ & Prefabs
Y& VX

[ There are inconsistent line endings in the 'Assets/Scripts/Mover.cs' seript, Some are Mac OS X (UNIX) and some are Windows.

Puc 3.9. UtoroBas crieHa Urpsl

3.5 Hacrpoiika ¢oHna B urpe

doHOBOE M300pax)eHUE COJACPKUT J00ABICHHBIN Ha clieHy o0bekT Quad
1o ocu X C TEKCTYpOH, IPOJAEMOHCTPUPOBAHHOW Ha PUCYHKe HMke. Paszmep
TEKCTYphl, Kak U pa3Mmep urpoBod obsactu 600x900 nukceneit. Jlamee ObLn
u3MeHeH wieiinep marepuana Ha Unlit-> Texture s ecTecTBEHHOTo W 0e3

OJINKOBOT'O U300paKeHUSI.
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| 600x300 ¢ | Scale (e 0.71:

Mazimize On Play | Mute Audio | Stats | Gizmos ~

» Player
» Lighting

@ Project

n r.

[ @collab - | [ & | [Account - | [Layers - | [Space Sho- |
© Inspector | [Services re
—| 4§ ¥ [Background [ static ¥
1 > Tag (Unageed 4] Layer [Default i
¥ .~ Transform @ %
Position (] Y -10 z-02
" Rotation %90 Yo |z
Scale X[15 Y30 2T
» | Quad (Mesh Filter) el
v .. ¥Mesh Renderer @ %
» Lighting
¥ Materials
Size 1
Element 0 Wtile_nebula_green_dff [}
= ’é| tile_nebula_green_dff

@ %

Shader [ Unlit/Texture

—
i~ Assets » Textures

part_star_dff &

©L Al Conflict

v G Assets
» Gl _Complete:
(& Audio
& Materials
& Models
¥ & Prefabs
v & VFX
{& Engine]

prop_astero...

(& Scenes

(

Add Component l

/) There are inconsistent line endings in the 'Assets/Scripts/Mover.cs' script. Some are Mac 0S X (UNIX) and some are Windows.

Puc 3.10. Kocmuueckuii poH urpbl

3.5.1 IlpokpyTka dona

B Hacrosiuit MoMeHT (hoH UTphl cTaTudeckuid. i mpuaanus peain3ma

UrpoBoil crieHe, Gon Obu1 3ammkieH ¢ynkiueir Math.Repeat(). Ona usmensier

3HayeHue koopauHat ¢oHa ot 0 mo 30 cmemas ero mo ocu Z W BO3Bparias

obpatHo. Ilyonuunas nepemenHas SCrollSpeed orsewaer 3a ckopocth (oHa,

tileSize 3a BricoTy (hoHa M mpuBaTHas nepemeHHas currentObject coxepskarast

CChUTKY Ha 00BeKT. Ko ckpuIiTa mpencTaBiieH HIKe:

public class ScrollBackground : MonoBehaviour {
public float scrollSpeed;
public float tileSize;

private Transform currentObject;

void Start()
{

currentObject = GetComponent<Transform>();

}
void Update()

currentObject.position
currentObject.position.y,
Mathf.Repeat(Time.time*scrollSpeed, tileSize));

}
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€0 Unity 56073 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL® <DX11 on DX9 GPU>
File Edit Assets GameObject Component Tutorial Window Help

- X

S i [ [5l] [secenter] @ Llocal |

| @collab - | [ & | [Account - | [ Layers

- | [Layout - |

£ Asset Store

# Scene € Game & -= | © Inspector Services a-=
Shaied AIERT T - o [Backgroundz (] static *
e Tag [Untagged 4] Layer [Default |
» Player ¥ .~ Transform *

¥ Lighting Position %o v[1 z[o

¥ Background Rotation x[o ¥ [0 z[o

Bﬂk‘l"“"“z Scale X1 Y[z z[L

Boundary

GameController »|: Quad (Mesh Filter) *,
¥ DisplayText b | #Mesh Renderer *
tile_nebula_green_dff £,
» Shader [ UnlitTexture —_—

@ project

(L Al Material:
(©1 Al Models

¥ Gl Assets
» &5 _Complete:
& Audio
&5 Materials
(& Models
¥ (G Prefabs

» &5 Tutoriallnfo +

’ Add Component ]

/" There are inconsistent line endings in the 'Assets/Scripts/ScrollBackaround cs' script. Some are Mac 05 ¥ (UNIX) and some are Windows.

Puc 3.11. MToroBas cuieHa UTpHI

Jlsist Toro 4To0BI (hOH MPOXOAMII TMOJTHBIA UK 0€3 NMpephIBAHUN CO3/1aH

ero JyOJIMKaT 1 MTOMEIIEH C3aIu.

2.5.2 Co3pnanue 3Be30HOT0 HEOA

Jlns coznanust 2 dexra 3Be31HOro Heba co3aan mycToit o0bekT Starfield.

B HeMm co3gan 00bekT Particle System. 3ToT 00bekT ucnonszyerca B Unity auis

coznanusi crnemp@dektoB. OH HUMUTHPYET >KUJKHE CYyOCTaHIIMM Hamoaooue

Pa3HbIX SKHJIKOCTEH, OOJIAaKOB W 4YEero-HuOyJb, CBS3aHHOTO C OTHEM IYyTEM

reHepali M aHUMalMK B CIIEHE OOJIBIIOro KoJMdecTBa HeOobiux 2D

nzoopaxxkenui. Ilocrme penakTupoBaHus CBOMCTB 00BEKTa ObUla MOJy4YeHA

aHUMaIMs 3BE31HOr0 Heoa.
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O Inspector | Services
Start Delay [i

Start Lifetime 75 125
Start Speed 0.2 0.4
3D Start Size O

Start Size 0.2 0.23 v
30 Start Rotation |

Start Rotation 0 360
Randamize Retation 0

Start Calor [

Gravity Madifier 0 v
Simulation Space Local

A

Simulation Speed 1
Scaling Made Shape
Play On Awake* ¢
Max Particles 200
Auto Random Seed 4/

+ Emission

Rate over Time 1
Rate over Distance 0

Bursts

Time Min Max Cycles  Interval

List is Empty

+ Shape

Shape
[Box X

3.6 Co3nnanue IBUKEHNUSA 00BEKTA

Jns  mepeMenieHus: OOBEKTOB HCMOJB3YIOTCS CKPHUIITHI Ha  SI3BIKE
nporpammupoBanuss  C#. Korga oTcnexxuBaercss urpoBas  JIOTHKA U
B3aMMOJICHCTBYSI, aHUMAIIUY, TTO3UIIMN KaMephbl U T.A. €CTh HECKOJIBKO Pa3HBIX
COOBITHH, KOTOpbIE MOHO MCHOJB30BaTh. [lo 00memy madiaoHy, Oosbluas
4acThb 3a/1a4 BbINoiHseTcd BHyTpH pyHkuuu Update, HO ecTh Takke enle 1pyrue
(YHKIMH, KOTOPbIE MOXHO UCIOJIb30BaTh.

FixedUpdate: 3auactyro cimyuaercs, uto FixedUpdate BwI3bIBaeTcs yarie

yeMm Update. FU MoxkeT ObITh BBI3BaH HECKOJIBKO pa3 3a Kajap, eciu FPS Hu30k u

34



GyHKUMST MOXET ObITh U BOBCE HE BbI3BaHAa MEXIy Kaapamu, eciu FPS Bbicok.
Bce ¢usnueckue BBIYMCIECHHST W OOHOBIGHUS TMPOUCXOIAT Cpazy Mocie
FixedUpdate. IIpu npumenenun pacu€étos nepeasmxenus BHyTpu FixedUpdate,
HE HYXXHO yMHOXaTb 3HaueHus Ha Time.deltaTime. [Totomy uto FixedUpdate
BBI3BIBAECTCA B COOTBETCTBHUHM C HA/IEKHBIM TaliMEpPOM, HE3aBUCAIIUM OT YaCTOTHI
KaJIpOB.

Update: Update BbI3bIBaeTcs pa3 3a Kajp. OTO TJIaBHAs (PYHKIUS IS
OOHOBJICHUH KaJIPOB.

LateUpdate: LateUpdate BwI3pIBacTCS pa3 B KaJp, IMOCJE 3aBEpIICHUS
Update. JIro6bie Beuncnenus npouseaéHubie B Update OynyT y>ke BBITTOJIHEHbI
Ha MomeHT Havama LateUpdate. Yacro LateUpdate wucnonb3yror s
IpeciieIyIonel KaMephl OT TPETHETO JIMIIA.

JIBixkeHne KopaOs ocymiecTBisiecs ¢ nmomompbio pynkuun FixedUpdate.
Unity Bei3biBaetT pynkmuto FixedUpdate kaxapiii pa3 nepea TeéM Kak BBIMOTHUTH
pacyeTsl PU3UKH.

Kon nepemerienust kopadis:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;
[System.Serializable]

public class Boundary

{
}

public float xMin, xMax, zMin, zMax;

public class PlayerController : MonoBehaviour {

public float speed = 10;
public Boundary boundary;
public float tilt;//ana yrna HaknoHa

private void FixedUpdate()
{

//meTon GetAxis onpepenseT K Kakoi U3 ocell obpaTwuics nNonb3oBaTesb
//OpyrvMyM CNoBaMu Kakue KHOMMKWU HaxaTbl(BNpaBo, BJieBO, BBEpPX, BHU3)
//mMeTon BO3BpalwaeT 3HaveHue oT -1 go 1

float moveHorizontal = Input.GetAxis("Horizontal");

float moveVertical = Input.GetAxis("Vertical");

GetComponent<Rigidbody>().rotation = Quaternion.Euler(
of,
of,
GetComponent<Rigidbody>().velocity.x * -tilt
)

//Rigidbody>().velocity npuHuMaeT 3HayeHue OT CTpyKTypbl Vector3 u aBuraet
Kopabnb
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GetComponent<Rigidbody>().velocity
moveVertical)*speed;
GetComponent<Rigidbody>().position = new Vector3(
Mathf.Clamp(GetComponent<Rigidbody>().position.x, boundary.xMin,
boundary.xMax),
of,
Mathf.Clamp(GetComponent<Rigidbody>().position.z, boundary.zMin,
boundary.zMax)

)5
}

new Vector3(moveHorizontal, of,

Kopabnp naBukercs, HO O4Ye€Hb MeJIeHHO, T.K. ¢GyHkuus GetAxis()
BO3BpAIllaeT 3HAYCHUE MEeXIy -1 u 1, 3HAUUT ABMKEHUE KOpPaOJsl HUKOTJA HE
Oyznet 6ombine 1 enuHULBI B CeKYHTy. UTOOBI YBEIMUUTH CKOPOCTH IO 3aJ]aHHOM
ocH, 3HaueHue noirydeHHoe oT GetAxis() HyKHO YMHOXUTh Ha YUCJIO HE PaBHOE
0 WM yYMHOXHUTH BCIO CTPYKTYpy Vector3. Jlis 3TOro ucnoJsib30Bajiach
nyOnuyHas nepemMeHHas speed, KOTOPYI0 MOXHO U3MEHSTh B UHCIIEKTOPE.

st Toro, 4toObl KOpaOidhb HE BBIXOJAWI 3a NpPENeNbl MO HYKHO
OTPAaHUYUTH TMPEJACNbl HUIPOBOTO MPOCTPAHCTBA C TOMOUIBI0  (DYHKIIUU
Mathf.Clamp(). Jannas QpyHKIUSI OrpaHUYUBaET JIF000E YHCIIO B paMKaxX MEXTy
MUHUMAJIBHBIM ¥ MaKCHUMaJlbHbIM 3HaueHueMm. Co3qaH OTIENbHBIM Kiacc
Boundary myist xpaneHuss MakCUMaJIbHBIX 1 MUHUMAJIBHBIX 3HAYEHUHN MO 0CsM X

nz.

Q) Unity 5.6.0f3 Personal (4bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU> - X
File Edit Assets GameObject Component Tutorial Window Help

tevl (@ )4 |
Assets » Scripts

' vehicle_playerShip_metal_mat @ %,
» Shader —l’ﬁ ndard 1]

. vehicle_playerShip_glass_mat 2,
> Shader [Standard _ +]

Puc 3.12. Ilepemenienne kopabs 1o CLEHE
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Jlanee Obu1 100aBJICH HAKIIOH MPHU MEPEMEIIEHUNA KOpaoIsi BAOJIb OCH X C

nmoMoIIbIo cBoiicTBa Rotation komronenta RigidBody.

3.7 Co3nanue BeICTpesia U JICTAIIEH TyJH

CHapsin noimkeH ObITh MOXO0XK Ha JiazepHbId syd. [ns co3ganus srddexra
JeTsiiiero Jiyda Obut godasieH o0bekT Quad, moBepHyThId HA 90% 1o ocu X u
o0bekT Material Ha KOTOpBIN HallOkKEHA TEKCTypa JIa3epHOro Jiyda. 3aTeM ObuI

cMeHeH meiinep Ha Mobile-> Particles-> Additive, koTopslii paccmarpuBaet

300pakeHHE Kak ajb(a KaHall.

“= Hierarchy | m -— | B Inspector | Services o ~=
Create 7| (arAll fx_bolt_orange *

E et in¥ =
v m.aln — Shader | Maobile/Particles/additive * |
Main Camera

b Player Particle Texture
b Lighting

Background Tiling ¥l |1
Offset H0 Y0

Render Queue From Shader 4 ||3000

. o X
B Project | =
|| Ereate 7| (2 [ % | %% |

‘l"\',:j!:avnrites Assets » Materials

(0 all Materials a

0 all Models
(1 all prefabs
(20 Al Modified
0 all conflicted

fi_balt_ora..
‘F%Assets
F 53 _Complete-G:
&5 Audio
&5 Models
FﬁPrefabs fx_enemySh..
ﬁ Scenes
&3 Scripts
ﬁTextures
b 53 TutorialInfo

fu_bolt_orange

feboltorange
L

O fx boll =

Puc 3.13. OkHO co3gaHus BeICTpena
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Jlanee nis ynpaBieHus cHapsaoM ObL1 1o0aBieH koMrnoHeHT Rigid Body
c otkimoueHHoM rpasButanued, Capsule Collider u ckpunt Mover s
ABTOMATHYECKOTO MEePEMEIIICHHS JTa3ePHOTO JTyda BIIEpe]I MO CIICHE.

Kon ckpunta Mover:

public class Mover : MonoBehaviour {
public float speed;
public void Start()

{
GetComponent<Rigidbody>().velocity =

GetComponent<Rigidbody>().transform.forward * speed;

}
}

Kopabuib nomken cTpensiTh, A1 3Toro Obula co3iana anumarms mynd. [1o
3alyMKe IyJisl JOJDKHA BBUIETATh M3 MEpelHeld YacTh Kopabiis, KOTJla UTPOK
HOXXUMaeT KHOMKY, OTBEUAIONIyl0 3a CcTpenb0y. HWmes B ToMm, dYTOOBI
KJIIOHUPOBAaTh OOBEKT MYJW MPU HAKATHH KHOMKH. J[JIT 3TOTO MBI UCIOJIb3yeM
¢dbyukiuto Update() u pynkuuro Instantiate() kotopasi yCTaHaBIMBAET MO3UIUIO
U yTOJI TIOBOPOTA B CIIEHE KJIIOHUPOBAHHOTO 00BekTa. CChlIKa HAa OOBEKT MyJIu
HaxXOJUTCSA B TIepeMeHHOW shot, a KoOpAWHATHI TEPEeNaroTCs OT MEPEMEHHOM
ShotSpaw komrmoHeHTa transform, koTopas B CBOIO oOuYepedb CCHUIACTCS Ha
OJTHOUMEHHBIN 00BEKT.

@parMeHT KoJja OTBEYAIOIIHA 32 BBICTPEI:

public GameObject shot;
public Transform shotSpaw;
public float fireRate = 0.5f;//oTBe4aeT, kak 4acTo 6yayT BbiieTaTb MNyau
public float nextFire = 0.0f;//perynupyeT pa3peweHue Ha CTpenbby

public void Update()

{
if(Input.GetButton("Firel") && Time.time > nextFire)
{
nextFire = Time.time + fireRate;
Instantiate(shot, shotSpaw.position, shotSpaw.rotation);
}
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Auqh Praf.bs >

e —

Puc 3.14. Crpenstonuit kopadib

[Tynu, netsume mo ocu Z K 06CKOHEYHOCTH, HAKATIJTMBAIOTCS] M 3aHUMAIOT
pecypchl KoMmmbtoTepa. [lns pernieHus naHHOM TpoOJEeMbl CO3/IaHbl TPaHUIIbI
UTPOBOTO OIS B BUIE KyOa. JIFo00i 00BEKT MOoMmajatoiii 3a mpeebl TPaHHIIbI
kyOa ynansercs. Ckpunt DestroyByBoundary BeIOTHSIIOIIMI TaHHBIE 3a7a4u

MpECACTAaBJICH HHUKC:

public class DestroyByBoundary : MonoBehaviour {

private void OnTriggerExit(Collider other)
{

}

Destroy(other.gameObject);

}

3.8 Coznanue, BparieHle U YHUITOKEHHUE aCTEPOUJIOB

JIiist co3maHusl BpaIIaloIIEerocsi acTeponia Ha ClieHy ObUT JOOaBJIeH HOBBII
nycroil o0bekT Asteroid. K memy nobaBnena co3gannas B 3DMax moxens
prop_asteroid 01 um xommonentsl RigidBody m CapsuleCollaider. ITockombky
urpa BeneTcs B Iiockoct X u Z dnaxok Use Gravity CHST, 4TOOBI aCTEpOUT HE

npoBajuBaics B mycToTy. s npunanus a3gpdexra BpalieHus: Co31aH CKPUIT:
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public float tumble;//3apgaeT ckopocTb BpaweHua acTepoupa
private Rigidbody rb;
// Kop BHYTpWU AaHHOW GYyHKUMM BbIMOJHAETCA OAMH pa3 Mpu 3anyckKe CLEHb
void Start () {
rb = GetComponent<Rigidbody>();
rb.angularVelocity = new Vector3(1, 1, 1)*tumble;
rb.angularVelocity = Random.insideUnitSphere * tumble;

}
UtoObl acTepoui He OCTaHABJIMBAJCS, YIJIOBOE cONMpoTHBiIeHHEe Angular

Drag otkito4eHo.
Jlanee co3naH CKpUNT yIAIEHUs acTEpOr/Ia MPHU B3aUMOICUCTBUU C ITyJICH

Kopaos:

private void OnTriggerEnter(Collider other)
{
if (other.tag == "Bolt")
{
Destroy(other.gameObject);
Destroy(gameObject);

& Unity 5.6.0f3 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU> - X

File Edit Assets GameObject Component Tutorial Window Help

| & Callab ~ |'[ & || Account

© Inspectol

......

Puc 3.15. Bpakeckuii actepony

B ckpunte DestroyByContact co3mana mepemennas Explosion, koTopas
OyZAeT ccbulaThCsl Ha BU3YalIbHBIA 00BEKT B3pbIBa. J{Jisl KIOHHPOBAHUS OOBEKTOB
nmpuMeHeHa ctatndeckas QyHKius Instantiate, mpuHUMArOIIass TPU Mapamerpa:
CYIIECTBYIOIIUNA OOBEKT, MO3UIUI0 U MOBOPOT. CTaTuueckue (QPyHKIHH MOTYT

BBI3BIBATBCS 0€3 CO3MaHus DJK3eMIUIIpa Kiacca. AHMMAIUs B3pbiBa Oblia
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coznana B cpeae 3dMax u mepemaHa B mnepeMmeHHyr Explosion. Temneps,

acTepOUJ B3pbIBACTCS MPU MOMAJAHUU ITYJIM B CETKY €ro KoJulaiaepa.

Q Unity 5.6.03 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL <DX11 on DX9 GPU>
File
(O BN S | = 1= B =center | @ tocal ]

Edit Assets GameObject Component Tutorial Window Help

Puc 3.16. B3peIB actepoua

3arem kopabmto Obut 3amaH Ter Player u B 3TOM ke ckpunte ao0aBieHa
nepemenHasi explosionPlayer, xpansimas >¢dext B3priBa Kopabins u ycnosue,
YTO MpU BXOJAIIEM 00bekTe ¢ TeroMm Player mpou3oijeT B3pbIB U yJalieHHE

000UX 00OBEKTOB.

&) Unity 5.6.0f3 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU>
File Edit Assets GameObject Component Tutorial Window Help

Puc 3.17. B3pbIB Kopadis
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Taxxe 100aBIeHO ABMKEHHUE acTEpOMJa B CTOPOHY KOpalJsi ¢ MOMOIIbIO
CKpMIITa, MCIOJB3YEMOI0 JUISI TePEeMENICHUs IyJdu, C OTPUIATEeIbHOU

CKOPOCTBIO.

& Unity 5.6.0f3 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX GPU> - X
File Edit Assets GameObject Component Tutorial Window Help

Puc 3.18. Ilepemenienne acteponia

Kon paboTsr ckpumnra:

public class DestroyByContact : MonoBehaviour
{
public GameObject explosion;
public GameObject explosionPlayer;
private GameObject cloneExplosion;
private void OnTriggerEnter(Collider other)

{

if(other.tag == "Player")
{
cloneExplosion = Instantiate(explosionPlayer,
GetComponent<Rigidbody>().position, GetComponent<Rigidbody>().rotation) as GameObject;

Destroy(other.gameObject);
Destroy(gameObject);
Destroy(cloneExplosion, 1f);

if (other.tag == "Bolt")
{
cloneExplosion = Instantiate(explosion, GetComponent<Rigidbody>().position,
GetComponent<Rigidbody>().rotation) as GameObject;

Destroy(other.gameObject);

Destroy(gameObject);
Destroy(cloneExplosion, 1f);
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3.9 Coznanue UrpoBOro KOHTPOJLJIEPA, FEHEPUPYIOUIETO KIIOHBI 0OBEKTOB.

Jlnisa aBromMatu3auu J00aBICHHs Pa3IMYHbIX OOBEKTOB Ha UTPOBOE TOJIE
co3maH myctoi 00bekT, Ter U ckpunt GameController. UrpoBoit koHTposUIep
BBINIOJIHAET HECKOJBKO 33Ja4, OAHAKO OCHOBHAsA 3aJadya — 3TO TIeHEepalus
omacHocTe nans kopabmns. 3a 310 orBeuaeT (yHKuus SpawnWaves. Tak kax
byHKIUs paboTaeT Ha MPOTSHKEHUU BCEH UTPHI OHA BHI3HIBACTCSI B CAMOM Hayajie
UTPBI C TOMOLIBIO (PyHKIMHU Start 11 Hayaia UrpoBoro npouecca. Ha nannom
sTame B mnepeMeHHylo Hazard xpaHosinyio CChUIKY Ha CO3/1aBaeMblii OOBEKT
MIOMECTHUM CO3J[aHHBIN paHee acTepoul. it TOro, 4To0bl ACTEPOUIbl BOSHUKAIH
Ha UIPOBOM IIOJIE B CIYYaWHBIX IIO3ULUAX M CO CIYyYalHOM 3aJEpiKKOU
BOCITOJIB30BAIMCH KjlaccoM Random.

JInsi co3maHusl HECKOJBKMX aCTEPOMIIOB MCIOIb3YETCS LUK M CUETUYUK
hazardCount omnpenenstomuii HEOOXOIUMOE KOJUYECTBO acCTEpOUAOB. Takxke
co3naHa nepemeHHas spawnWait u StartWait asis nmay3sl B co3aHUU 00bEKTOB U
Havyasie urpsl. C momornipio nukia While co3gansl MOTOKM BOJH acTEPOUIOB,
CMEHSIONIMECS] JPyr 3a JPYroMm, IMOKAa HE 3aKOHUMUTCS WUrpa WIH HE Oyner

YHHUYTOKCH Kopa6m>.

& Unity 5.6.0f3 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX GPU> -
File Edit Assets GameObject Component Tutorial Window Help

Assets » Prefabs »

—_—

43




Puc 3.19. Ilpouecc no0aBneHus: acTepouI0B Ha CIIEHY
Koa xkoHTponepa:

public class GameController : MonoBehaviour {
public GameObject hazard;
public Vector3 spawnValues;
public int hazardCount;
public float spawnWait;
public float startWait;
public float waveWait;
private void Start()

{
StartCoroutine( SpawnWaves());
}
IEnumerator SpawnWaves()
{

yield return new WaitForSeconds(startWait);
while (true)

{

for (int i = @; i < hazardCount; i++)

{

Vector3 spawnPosition = new Vector3(Random.Range(-spawnValues.x,
spawnValues.x), spawnValues.y, spawnValues.z);

Quaternion spawnRotation = Quaternion.identity;

Instantiate(hazard, spawnPosition, spawnRotation);

yield return new WaitForSeconds(Random.Range(0.5f, spawnWait));

}

yield return new WaitForSeconds(waveWait);

3.10 3ByK

Hu opna coBpeMeHHas wurpa He 00XOauTcs ©0€3 My3bIKaJIbHOTO
COMPOBOXKJICHUSI U BCEBO3MOKHBIX 3BYKOBBIX 3((dexToB. Tak U mpH CO3MaHUU

JaHHOTI'O ITPHIIOKCHHUA, ObLIa HCO6XO,Z[I/IMOCTB HCIIOJb30BAaTh 3BYK.

3.10.1 Ipunimn u ocobeHHocTH padoThl co 38yKoM B Unity3D

PaGora co 3Bykom B Unity3D Takke OTHOCUTENBHO MPOCTa, XOTH
BO3MOXKHOCTH BEChbMa BEJIMKUA. MOXKHO HakJIaAblBaTh (PUIBTPHI, 3aKPEIUISThH
3ByKOBbIe 3((dEeKThl 3a O0O0BEKTaMH, B pe3yJbTaTe€ 4YEro TPOMKOCTb H
crepeodhdexT perynupyercss aBTOMaTuyecku. st Toro ytoObl 3aKpenuTh 3a

00BEKTOM 3BYK, HCO6XOI[I/IMO CO31aTb W MPUCOCOAUHHUTL K 06’I>€KTy 9K3CMILIAP
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kimacca AudioSource, a motroM, oOpamascb K MeToJaM, J00aBIATh K
IIPOUTPBIBAHMIO HEOOXOIUMEBIC pecypchl. Hampumep, koa mis 3ByKa BBICTpEia

kopabJst: GetComponent<AudioSource>().Play();

3.10.2 Pabota co 3ByKOM.

B wurpe cCymecTtByroT HECKOJIBKO BHAOB 3BYKOB. IlepBeiii — 3TO
MTHOBEHHBIE 3BYKH, KOTOPbIE 3ByYaT, KOTJa MPOUCXOAUT BHICTPEII, B3PHIB U T.]I.
Btopoit Ttun — 2310 (oHOBas My3blka — 3BYK, KOTOPBIA HEOOXOIUMO
MPOUTPHIBATh TMOKA MPUIIOKEHHE 3alylIeHHO, HO TaK Kak BpeMs padOThl
MPUJIOKEHUST MOXET OBITh BEJIMKO, HEIEIeCO00pa3Ho Jenarh (aia OoJIbIIOro
pazmepa, ropaszo Impoiie NOBTOPHO 3amyckaTh POHOBBIN 3BYK. [ qoOaBieHUs
3BYKOBOTO COTIPOBOKICHUS K OOBEKTY JIOCTATOYHO MIEPEMECTUTh ayuo ¢aiii Ha
00bekT. B 310 cimywae Unity cam co3mact xommonent Audio Source u B

ceoiictBe Audio Clip co3mact ccbiiky Ha ayauo daii.

€ Unity 5,603 Personal (54bit] - main.unity - SpaceShouterDiplom - WebGL” <DX11 on DX9 GPU> - X

File Edit Assets GameObject Component Tutorial Window Help
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ne endings in the 'Assets/Scripts/PlayerController cs' script, Some are Mac 0S X (UNIX) and some are Windows.

Puc 3.20. OxHO HacTpOHKH 3BYKOBOTO KOMIIOHEHTA
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3.11 [Toncuer HaOpaHHBIX OYKOB

O4kr B KOMITBIOTEPHBIX W/WIM POJIEBBIX WIPaX — BO3HArpakICHHUE,
BEIpO)KaeMOE B YHCIOBOH (opme, TOIlydaeMoe WIrPOKOM 3a YCIICITHOE
BBITIOJIHCHUE TEX WJIM HWHBIX JCHCTBUH, YacTO — YHHYTOXXCHHE Bparos.
Hakorienne 09koB OIbITa MPU TOCTHKEHUH HEKOTOPOTO MOPOTOBOTO 3HAYCHUS
BEJIET K TIOBBIIICHUIO YPOBHS. Mes mo1o0HOro BO3HArpaXaeHus TECHO CBsI3aHa
C UACSMHU MPOTECTAHTCKOM ATUKH, rocnioacTByomiel B CLIA.

B wurpe “Space Attack” urpox momydaer 10 04YkOB 3a KaKIblii COMTHIN
actepona U 30 0YKOB 3a KaKIblii COUTHIA KOpabib. J[sg mojcuera OYKOB ObLI
co3man o0wekT ScoreText u momkimroueH komHoHeHT GUI Text. C momorlusro
JAHHOTO KOMIIOHEHTAa IPOM3BOJIUTCS HACTPOWKA pACIOJIOKCHHUS TEKCTa Ha
ciene, ero mpudt, pasmep u T.4. [lociie HACTPOWKH TEKCTOBOTO HWHIWKATOpA

OBLI CO3/IaH CKPUNT JJIS MOJICUeTa OYKOB, MPEJCTABIICHHBIN HIKE.

public GUIText scoreText;//ccbinka Ha TEKCTOBbIN OObEKT OTpaxawwuih cyeT
private int score;//noacyeT HabpaHHbIX O4KOB
private void Start()

{
score = 0;
UpdateScore();
}

void UpdateScore()

scoreText.text = "CyéTt: " + score;

}

public void AddScore(int newScoreValue){
score += newScoreValue;
UpdateScore();
}

JlanHble mepenaroTcs B MEPEMEHHYIO IIPU B3pbIBe actepouaa. s atoro

ObLT Takke penaktupoBan ckpunt DestroyByContact.

public int scoreValue;
private GameController gameController;//ccbinka Ha knacc

private void Start()

{
GameObject GameControllerObject = GameObject.FindWithTag("GameController");

if(GameControllerObject != null)
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{

gameController = GameControllerObject.GetComponent<GameController>();

}
if (GameControllerObject == null)
{
Debug.Log("CkpunTt 'Game Controller' He HailpeH");
}

}

gameController.AddScore(scoreValue);

CueTunk OOHOBIISIETCS B IByX MecTax. B camom Havalie UTpbl M KOT/1a aCTepOUL
paspymraercs. Korma wrpa HaumHaeTcs HEOOXOIUMO OOHYJIHWTH 3HAYCHUE

cueTyuka. [[ns 3Toro 3HaueHne nepeMeHHOM SCOre ycTaHOBIIEHO B (.

< Unity 5.6.03 Personal (64bit) - main.unif ceShouterDiplom - WebGL* <DX11 on DX9 GPU> i X
File Edit Assets GameObject Co ent Tutorial Window Help

Cuér: 70

Puc 3.21. OtoOpakeHre HaOpaHHBIX OYKOB

3.12 Ilepe3zarpy3ka urpsl

Jlis Toro, 4roObl WIpa 3aKaHYWBAjIach MPH YHHUYTOKECHUU KOpaOJisi He
IPOAOKAICh OCCKOHEYHO, a TakKe I BO3MOXHOCTH Iepe3arpy3KH HIPHI
no00aBUM JIBa TEKCTOBBIX oObekTa Ha creHy GameOver Text m Restart text.
Taxxe pemakrupyem ckpunt Game Controller, 4roObl ynpaBisTh TEKCTOBBIMHU

o0beKTaMu uepe3 cchliku. Ko mpeacTaBieH HUKe:
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public GUIText restartText;
public GUIText gameOverText;

private bool gameover;
private bool restart;

public void Update()
¢ if (restart)
t if (Input.GetKeyDown(KeyCode.R))
¢ SceneManager.LoadScene("main", LoadSceneMode.Single);
//6yneT 3arpyxeHa To/JbKO main cueHa, a ocTanbHble O6yAyT 3aKpbiTbl

}
}
}  private void Start()
{
gameOver = false;
restart = false;
restarText.text = "";//npucBaeBaemMm nycTble NOAA 3TUM MEPEMEHHbIM YTOObLI OHW He
oTobpaxanncob
gameOverText.text = "";
}
if (gameover) {
restarText.text = "Haxmute R gnAa nepesarpysku”;
restart = true;
break;

public void gameOver()

{
gameOverText.text = "WUrpa okoH4yeHa!";
gameover = true;
}

CurHajsoM OKOHYAHUSI UTPHl CIY)XHT YHUYTOXKEHUE Kopabisi. ITo
coOBITHE OTCIIeXKUBaeT ckpunt actepouga Destroy By Contact. O momken

BbI3bIBaTh YHKIIMIO GameOver(), moaromy 100aBjIeH KO

gameController.GameOver();
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< Unity 5.6.03 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU> i X
File Edit Assets eObject Tutorial Window Help

Wrpa okoH4yeHa! iy
P sets » Prefabs »

B

Puc 3.22. OxHO OKOHYAHUS UTPHI

Tenepb IIpyu YHHUYTOXCHHUU Kopa6n5{ B IHOCHTPC OJKpaHa IIOABJIACTCA
Hammcr, HI'pa OKOHYCHA, a I IICPC3arpy3Ku HIPBI H€O6XOI[I/IMO Ha’>»XaTb

kiapuiy R.

3.13 Co3nanue BpakeCKuX Kopadie

Jlis co3manusi BpaXeCKoro Kopalis Ha CIIeHY J00aBJICH IyCTOW OOBEKT
Enemy Ship B koTopslii BCcTaBieHa MOJCIb W aHMMAIUs JABHTaTelst KOpaous,
co3ganHags B 3DMax. YrtoObl Obula BO3MOXHOCTH YHPAaBISATH Kopabiem
nobasnen kommoHeHT Rigid Body. s BO3MOXHOCTH B3aUMOJEWUCTBHS C
kopabiiem mobasien kommoHeHT Sphere Collider u ycranoBnena ramouka IS

Trigger.
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q Unity 5.6.0f3 Personal (64bit) - main.unity - SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU>

X

File Edit Assets GameObject Component Tutorial Window Help
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transform.position assign attempt for 'Background' is not valid. Input position is { 0,000000, -10.000000, Nal }.

Puc 3.23. Mogens Bpaxkeckoro KkopadJs

Tak kak YCJI10BHUA B3aHMOI[CI>JICTBH$I C OKpYKarollnuMHu

O0BEKTAMHU Y

BPaKCCKOTO KOpa6J'I$I TAKHUC JKC KaK Yy IJIaBHOI'O KOpa6JI$I CKPHIIT B3pbIBa IIpU

KOHTaKTe C IMyJiel win KopabiieM ocTaeTcsi TOT *ke. YToObl HAyuyuTh KOpadJb

CTpeNATh W JIeTaTh JOOMOJHUTENbHO cosmaH ckpunt \Weapon Controller. Kon

CKpHIITa IPEACTABJIICH HUXE!.

public class WeaponController : MonoBehaviour {

public GameObject shot;//ccbinka Ha npepab nynu

public Transform shotSpaw;//ccbiika Ha 006beKT B KOOpAMHATax KOTOpPOro co3jaeTcAa Myns

public float fireRate;// 4YacToTa c kKoTopoi 6yayT BbUieTaTb MNyau
public float delay;//3apepxka ¢yHkuum Repeating
private AudioSource audioS;

private void Start()
{

audioS = GetComponent<AudioSource>();//nony4yaem ccobiiky Ha ayauMo daun Tekylero

obbekTa

InvokeRepeating("Fire", delay, fireRate);//dyHkuma Bbi3biBakwas B 1 napameTpe

mMeTon, 4Yepe3 Delay cekHya, C 4YacTOTOW yKasaHHOM B 3 napameTpe

}

private void Fire()

{

Instantiate(shot, shotSpaw.position, shotSpaw.rotation);
audioS.Play();
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< Unity 5.6.03 Personal (64bit) - main.u SpaceShouterDiplom - WebGL* <DX11 on DX9 GPU> i =] X

| Assets » Prefabs ||

Puc 3.24. Arakyromue Bpaxkeckue Kopadiu

Jnist nBukeHuss Kopabnsi cozman ckpunt EnemyMoneuver. [puniun
paboThl 3aKIIOYAETCS B TOM, YTO KOpaOib CO CIy4alHOW MNEpPHOJUYHOCTHIO
CMEIIAETCs BJIEBO WM BIIPABO, IPU ATOM IMPOJIOJIKAst ABUTAThCs Briepén. Taxxe
00s13aTeIbHBIM  yCIIOBUEM SIBIISIETCS HEBO3MOXHOCTH BBIXOJla KOpaOis 3a
mpenensl UrpoBOM TUIOCKOCTU. J[nsi Toro, 4roObl mporpaMMa HE 3aBUCA B
OCCKOHEYHOM IMKJIe, MUK moMeméH B ¢yHkuuwo. [Ipumensemas QyHKIus
MO3BOJISIET BBIXOJUTH U3 HEE B OCHOBHOM MOTOK MPOTrpaMMbl, HE 3aBepIliasi CBOIO
paboty. 3amyckaTbes naHHast QyHKIMs OyJeT OJUH pa3 MpH MOSBICHUU KOpaOIs

Ha CIICHC.

3.14 KoMnuisiiust IpoeKTa | 3ayCK UTPhI

Hrpa TMOJHOCTBIO COBMECTHMA C MOOHIBHBIMH  OIE€PAlMOHHBIMH
cucreMamu. Ilocie pa3pabOTKM OBUIM IOCTPOEHBI TPH MPOEKTa — IS
oneparmonnoit cucreMbl Windows x86-x64, s Android u 10S. Ipu 3amycke
UTPHI MOSBJISIETCS TUAJIOTOBOE€ OKHO C OCHOBHBIMH HAaCTPOMKAMHM, pa3pelicHHeM

9KpaHa M KOH(Urypauuei ymnpapiieHHs, KOTOPYIO MOXKHO MeHsTh. B mpoiiecce
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TECTUPOBAHUSI UTPHI OMIMOOK HE 3amedeHo. [IpoayKT roToB mis 3amycka Ha

pPBIHKE MOOMITBHBIX TPUIIOKEHUI.

SpaceShooter Configuration *

Graphics  Input

Screen resolution 1280 x 720 ol Windowed
Graphics quality Fantastic S
Select monitor Display 1 ~

Quit

Puc 2.25. OxHO HACTPONKH UTPBHI

Puc 3.26. Urposoii nporiecc
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SAKJIFOYEHUE

B xozxe BBIMOMHEHUS BBIMYCKHOW KBATH(UKAIIMOHHON pabOThI pelieHa
HAyYHO-TEXHUUYECKAs 3ajlaya CO3/IaHUs WTPBI, YIOBJIETBOPSIONICH TpeOOBaHUSIM
HayaJpHOHN crienuuKaIli, WCCIeI0OBaHUE TEXHOJOrui co3manus 3D - urp, a
TaKkKe TPUEMOB MTPOTPAMMHUPOBAHUS JJIs1 CMapT(OHOB.

BriBosbI U pe3ynbTaThl pabOTHI CBOIATCS K CICAYIONMIEMY.

1.  CopoektupoBaHa u peanu3zoBaHa 3D - wurpa “Space Attack”.
[Tomy4ensr Oosbiive 3HAHHWS B 00JACTH pa3pabOTKU TMPUIIOKEHUN: paboTa ¢
rpadukoii, MaMsThiO, ONTUMH3AIUEH MPOU3BOJUTEILHOCTH, HCKYCCTBECHHBIM
HUHTEJIJIEKTOM.

2. Nzyuyena cpena paspabotku Unity3D: BO3MOXKHOCTH peaakTopa
JBUKKA, ciabble M CHUJIbHBIE CTOPOHBI 3TOro ABWXkKa. [IpousBeneH o0030p

rpaduueckux BO3MOKHOCTEH CUCTEMBI U MOJIb30BATEILCKOI0 HHTEpdelica.
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3. [Tonyden onbIT pazpadoTku 3D clieH: u3y4eHbl OCHOBHBIC MOHSATHUSA
3D MopenupoBaHus, U3Y4EH SA3BIK HAMMCAHUS IIEWJEPOB, M3ydeHA M IOHSATA
pabota c Tekctypamu kak B 3D, Tak u B 2D.

4, [IpuoOpeTeH onbIT mporpaMmMupoBanus Ha sizbike C# u paboThI
UCIIOJIb30BaHUEM OOBEKTHO-OPHUEHTHPOBAHHOTO MporpamMmmupoBanus. boree
netanbHO wm3ydeHa OumbOmmorexka .NET. H3ydena wu mpoaHanmm3upoBaHa
oubnuorexka Unity3D, cocTaBieHbl COOCTBEHHBIE KIIACChI, KOTOpbIE €&

JOITIOJIHATOT.
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IMTPUJIOKEHUE. TEKCTbBI [TPOTPAMM

JInctunr ckpunra DestroyByBoundary.css

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class DestroyByBoundary : MonoBehaviour {

private void OnTriggerExit(Collider other)
{

}

Destroy(other.gameObject);

Jluctunr ckpunra DestroyByContact

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

public class DestroyByContact : MonoBehaviour
{
public GameObject explosion;
public GameObject explosionPlayer;
private GameObject cloneExplosion;
public int scoreValue;
private GameController gameController;//ccbinka Ha knacc

private void Start()

{
GameObject GameControllerObject = GameObject.FindWithTag("GameController");
if(GameControllerObject != null)
{
gameController = GameControllerObject.GetComponent<GameController>();
}
if (GameControllerObject == null)
{
Debug.Log("Ckpunt 'Game Controller' He HaillgeH");
}
}

private void OnTriggerEnter(Collider other)

if(other.tag == "Player")
{
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cloneExplosion = Instantiate(explosionPlayer,
GetComponent<Rigidbody>().position, GetComponent<Rigidbody>().rotation) as GameObject;

gameController.GameOver();

Destroy(other.gameObject);
Destroy(gameObject);
Destroy(cloneExplosion, 1f);

}
if (other.tag == "Bolt")
{
cloneExplosion = Instantiate(explosion, GetComponent<Rigidbody>().position,
GetComponent<Rigidbody>().rotation) as GameObject;

Destroy(other.gameObject);
Destroy(gameObject);
Destroy(cloneExplosion, 1f);

gameController.AddScore(scoreValue);

JIncTunr ckpunra GameController

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class GameController : MonoBehaviour {
public GameObject [] hazards;
public Vector3 spawnValues;
public int hazardCount;
public float spawnWait;
public float startWait;
public float waveWait;
public GUIText scoreText;//ccbiiKa Ha TeKCTOBbIi 06beKT OTpaxawwuin cyeT
private int score;//noacyeT HabpaHHbIX O4YKOB
public GUIText restartText;
public GUIText gameOverText;
private bool gameover;
private bool restart;
public void Update()
{
if (restart)

{
if (Input.GetKeyDown(KeyCode.R))

{
SceneManager.LoadScene("main", LoadSceneMode.Single);//6yneT 3arpyxeHa
TONbKO mMain cueHa a ocTajbHble 6yayT 3aKpbiThbl
}
Yol
private void Start()
{
gameover = false;
restart = false;
restartText.text =
gameOverText.text = "";
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StartCoroutine( SpawnWaves());

score = 0;
UpdateScore();
}
IEnumerator SpawnWaves()
{

yield return new WaitForSeconds(startWait);
while (true)

{
for (int i = @; i < hazardCount; i++)
{
Vector3 spawnPosition = new Vector3(Random.Range(-spawnValues.X,
spawnValues.x), spawnValues.y, spawnValues.z);
Quaternion spawnRotation = Quaternion.identity;
GameObject hazard = hazards[Random.Range(@,hazards.Length)];
Instantiate(hazard, spawnPosition, spawnRotation);
yield return new WaitForSeconds(Random.Range(@.5f, spawnWait));
}

yield return new WaitForSeconds(waveWait);

if (gameover) {

restartText.text = "Haxmute R gna nepesarpysku”;
restart = true;
break;
}
}
}
void UpdateScore()
{
scoreText.text = "CyéTt: " + score;
}

public void AddScore(int newScoreValue){
score += newScoreValue;
UpdateScore();

public void GameOver()

{

gameOverText.text = "WUrpa okoH4deHa!";
gameover = true;

Jluctunr ckpunra Mover

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

public class Mover : MonoBehaviour {
public float speed;
public void Start()

{
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GetComponent<Rigidbody>().velocity = GetComponent<Rigidbody>().transform.forward
* speed;
}
}

JIncrunr ckpunra PlayerController

using System.Collections;

using System.Collections.Generic;
using UnityEngine;
[System.Serializable]

public class Boundary

{
}

public float xMin=-6, xMax=6, zMin=-4, zMax=8;

public class PlayerController : MonoBehaviour {

public float speed = 10;
public Boundary boundary;
public float tilt;//ana yrna HaknoHa

public GameObject shot;

public Transform shotSpaw;

public float fireRate = 0.5f;//oTBevaeT kak 4acTo 6yAyT BbIeTaTb Myau
public float nextFire = 0.0f;//perynupyeT pa3peweHue Ha CTpenbby

public void Update()

{
if(Input.GetButton("Firel") && Time.time > nextFire)
{
nextFire = Time.time + fireRate;
Instantiate(shot, shotSpaw.position, shotSpaw.rotation);
GetComponent<AudioSource>().Play();
}
}
private void FixedUpdate()
{

//meTon GetAxis onpepenseT K Kakoi U3 ocell obpaTwuics Nonb3oBaTesb
//0pyrvmMyM CnoBamMu Kakue KHOMMKWU HaxaTsl(BNpaBo, B/ieBO, BBEpPX, BHU3)
//mMeTon BO3BpalwaeT 3HadeHue oT -1 go 1

float moveHorizontal = Input.GetAxis("Horizontal");

float moveVertical = Input.GetAxis("Vertical");

GetComponent<Rigidbody>().rotation = Quaternion.Euler(
of,
of,
GetComponent<Rigidbody>().velocity.x * -tilt
)s
//Rigidbody>().velocity npuHuMaeT 3Ha4veHue OT CTpyKTypbl Vector3 u ABuraet Kopabib
GetComponent<Rigidbody>().velocity = new Vector3(moveHorizontal, of,
moveVertical)*speed;
GetComponent<Rigidbody>().position = new Vector3(
Mathf.Clamp(GetComponent<Rigidbody>().position.x, boundary.xMin,
boundary.xMax),
of,
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Mathf.Clamp(GetComponent<Rigidbody>().position.z, boundary.zMin,
boundary.zMax)
)s
}

JIncrunr ckpunra RandomRotator

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

public class RandomRotator : MonoBehaviour {

public float tumble;//3apaeT cKopocCcTb BpalweHuA acTepouaa
private Rigidbody rb;

void Start () {// Koa BHyTpu HaHHON QYHKLMM BbINOSHAETCHA OAMH pa3 Mpu 3anycke CLeHbl
rb = GetComponent<Rigidbody>();
rb.angularVelocity = new Vector3(1, 1, 1)*tumble;
rb.angularVelocity = Random.insideUnitSphere * tumble;

}

JIucrunr ckpunta ScrollBackground

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

public class ScrollBackground : MonoBehaviour {

public float scrollSpeed;
public float tileSize;
private Transform currentObject;

void Start()
{

currentObject = GetComponent<Transform>();

}
void Update()

currentObject.position = new Vector3(currentObject.position.x,
currentObject.position.y,
Mathf.Repeat(Time.time*scrollSpeed, tileSize));
}
}
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JInctunr ckpunra WeaponController

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

public class WeaponController : MonoBehaviour {

public GameObject shot;//ccbinka Ha npe¢ab nynu

public Transform shotSpaw;//ccbiika Ha 06beKT B KOOpAMHATax KOTOPOro CO34aeTcA nynA
public float fireRate;// 4acToTa c KoTopoW 6yayT BbUieTaTb Myau

public float delay;//3amepxka ¢yHkuuu Repeating

private AudioSource audioS;

private void Start()
{
audioS = GetComponent<AudioSource>();//nony4aem ccbiiky Ha ayauo ¢aun Tekywero
obbekTa
InvokeRepeating("Fire", delay, fireRate);//dyHKkuuAa Bbi3biBakwas B 1 napameTpe
mMeTon, 4Yepe3 Delay cekHyn, C 4acTOTOW yka3aHHOW B 3 nmapameTpe

}

private void Fire()

{
Instantiate(shot, shotSpaw.position, shotSpaw.rotation);
audioS.Play();

}

Jluctunr ckpunra EnemyMoneuver

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

public class EnemyMoneuver : MonoBehaviour {

public float dodge;

public float smoothing;
public float tilt;

public Vector2 startWait;
public Vector2 maneuverTime;
public Vector2 maneuverWait;
public Boundary boundary;

private float currentSpeed;
private float targetManeuver;
private Rigidbody rb;

void Start()

{
rb = GetComponent<Rigidbody>();

currentSpeed = rb.velocity.z;
StartCoroutine(Evade());
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}

IEnumerator Evade()

{

yield return new WaitForSeconds(Random.Range(startWait.x, startWait.y));

while (true)
{
targetManeuver = Random.Range(1l, dodge) * -Mathf.Sign(transform.position.x);
yield return new WaitForSeconds(Random.Range(maneuverTime.Xx,
maneuverTime.y));
targetManeuver = 0;
yield return new WaitForSeconds(Random.Range(maneuverWait.x,
maneuverhWait.y));

}

void FixedUpdate()
{
float newManeuver = Mathf.MoveTowards(rb.velocity.x, targetManeuver,
Time.deltaTime * smoothing);
rb.velocity = new Vector3(newManeuver, 0.0f, currentSpeed);
rb.position = new Vector3

(
Mathf.Clamp(rb.position.x, boundary.xMin, boundary.xMax),
0.0f,
Mathf.Clamp(rb.position.z, boundary.zMin, boundary.zMax)
)3

rb.rotation = Quaternion.Euler(@0.0f, 0.0f, rb.velocity.x * -tilt);
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Bremmycknas kBanu¢ukanuoHHas padoTa BBIMOJTHEHa MHOW COBEPIICHHO
caMoCTOATENbHO. Bee ucnonb3oBaHHbIE B paboTe MaTepHUaibl M KOHLENIUU W3
OMyOJMKOBAaHHOW HAYYHOW JIUTEPATYpPhl U APYTUX UCTOUHUKOB UMEIOT CCHUIKU Ha
HUX.

« » T.

(noonucy) (D.1.0.)
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