MeXxayHapoaHas WkKorna
an ro p MTM M Ka nporpaMMmnpoBaHua Aonsa aeten

Unity 2D

AOoNnoNTHEeHUSI K YPOBHAM






CeroaHa Ha ypoke...

CerofiHa y Hac 6yaeT MHOXeCTBO FoBsIe
o NMPEUKJTKOHEH A
HeGONbLUMX OOMOAHEHWM B HaLLy oy

nrpy!
0 TMepexon Mexay YPOBHAMMK

0 Co3paHue OBepU M KNko4ya

0 JononHuTtenbHO: BOHYCbI




Nepexoa Mexxay YpoBHSIMM

B KOHLE NTPOBbIX YPOBHEW BCeraa
eCTb Nnepexon Ha cneayLmnm

C peanusaymm MMeHHO 3TOU
CUCTEMbI Mbl 1 HAYHEM!



Nepexoa Mexxay YpoBHSIMM

114 Hayana BbibepuTe 2
CLEHbI, MEXOY KOTOPbIMU
oynoeT nepexon,

A TaK e pa3MecTuTe
oyaoyLimim TenenopT rae-
HMOyOb Ha cUeHe

Mkl coenaem
nepexoa mexay
3TUMW cLEeHamun




Nepexoa Mexxay YpoBHSIMM

Ilanee, HaM HY>XHO
BblOpaTb, KAKME CLEHDbI
oyayT B Hallen urpe

Bce cueHbl, KOTOpble Mbi
CO3[aEM, CaMUM B UTpe He
noaBaTca. Mbl gobaBngem
NX B UTPY BRYYUHYHO




Nepexoa Mexxay YpoBHSIMM

ameObj; Component Window Help

HaxxmuTe File B BepxHeM o
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BbibepuTe Build Settings

Build And Run
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Nepexoa Mexxay YpoBHSIMM

HayxmuTe File B BepxHeM
NTeBOM YITy 3KpaHa U
BblbepuTe Build Settings

Y Bac OTKPOETCH HOBOE
OKHO, KOTOPOE OTBEeYaeT
3a rnaTtpopmy onsa
KOTOPOW Mbl CO303éM
NPy N CUEHbI B Urpe
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Nepexoa Mexxay YpoBHSIMM
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Nepexoa Mexxay YpoBHSIMM
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Nepexoa Mexxay YpoBHSIMM

CamMocToaTenbHana paboTta

0 JobaBbTe BCe CLEHbI,
KOTOpble Yy Bac eCTb B
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Nepexoa Mexxay YpoBHSIMM

CnpaBa OT CLIeH
pacrnonoxeHbl Id(HomMep)
CLIEH.

[lpKn 3anycKe NpPUNoXXeHUS
(Mrpbl) BCcerga 3anyckaeTcs
cueHacid O

3Hag id Mbl MOYXeM
OTPbIBaTb UX Yepe3 CKPUMNT

v € Scened

» &% EnemyObject

» 9 Player
) Background
[7) Grass
f) Grass (1)
£ Grass (2)
[p) Grass (3)
[ Grass (4)
£ Grass (5)
[p) Grass (6)
fp) Grass (7)
) ®uHMW

» ¥ EnemyObject (1)
) ®uHuwdekop

» ¥ EnemyObject (2)
71 1024x128_0 (1)
71 1024x128_0 (2)
71 1024x128_0 (3)
71 1024x128_0 (4)
71 1024x128_0 (5)
) Environment_12
) Environment_6
) Environment_12 (1)
[P Environment_8
) Environment_33

= E & | ?/:I Hpivot | @Global | 5
= Hierarchy i

& i | # Scene | ©®Game @ AssetStore  * Animator
Shaded v|(|20|[® (W | |v g0 |y |r b

Build Settings

Scenes In Build
v Scenes/Scenel
v Scenes/Scene2
v Scenes/Scene3
[ Scenes/Scened

Add Open Scenes

Platform

I; PC, Mac & Linux Standalone <4 IQ PC, Mac & Linux Standalone

g
|'| Android

Target Platform Windows -
- Architecture x86 v
=- Universal Windows Platform Server Build

Copy PDB files

O, All Models
O, All Prefabs

v (@ Assets
» Im Animations
» Im BayatGames
I Prefabs
Bu Scenes
I Scripts
» I Sprites

» Bm Packages

VoS
B Project B Console .] G oes Create Visual Studio Solution
+ =ra PS4 Development Build
v - Favorites Autoconnect Profiler
O, All Materials 10S ios Deep Profiling

Script Debugging

fa) Xbox One Seripts Only Build

% WebGL Compression Method Default v
Learn about Unity Cloud Build
\ Player Settings... Build Build And Run




@ Algo_Project - Scene3 - PC, Mac & Linux Standalone - Unity 2019.3.6f1 Personal* <DX11>
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Inventory

Kill

Move

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

public class OpenScene : MonoBehaviour
{
// Startis called before the first frame update
void Start()
{

}

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

{

}

Asset Labels
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BJ Assembly-CSharp ~ ' Upendcene D‘ﬂ g H a L‘I an a M bl yﬂaﬂ l/] M

1 Elusing System.Collections;

using System.Collections.Generic; CI)yH KLU Sta rt() n Update()
7 O6paTl/lM BHUMaHWME Ha

2
3 using UnityEngine;
4

@ Ckpunt Unity | Ccbinok: 0

nepBble 3 CTPOYKU, KOTOPbIE

S01HAaWAVE quaHe| | godaadas ‘IIIG.lEQGdEOgO

5 Flpublic class OpenScene : MonoBehaviour
6 { dBTOMaTN4HECKWM CO30at0TCH B
74
8 } Ka>XOOM CKPUTIITe
9
180% ~ @ Mpobaembl HE HaMAEHbI. X~ Ctp:7 Cume:5 Mpo6ensbi CRLF'

] Totoso P [Nobaewte B cuctemy ynpaenenus sepcuamn ~ B
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UnityEngine nossonget
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@ Algo_Project - Scene3 - PC, Mac & Linux Standalone - Unity 2019.3.6f1 Personal* <DX11>
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Nepexoa Mexxay YpoBHSIMM

Coenanuv BCce npaBu/ibHO?
Torga Tenepb Ball MNepCcCoHa)x
MOXYXET MepexoanTb Ha
cnepytouime ypoBHM!

CamMocToaTenbHana pabora:

0 CpoenawnTte nopTasbl Ha
KaXOoOM UTPOBOM YpPOBHE

0 Hdon..co3pgante aHMMaLUo
Onsa noptana



ABepb U KoY

Kakabi Ball HOBbIVN YPOBEHb
OO/MHKEH ObITb CNOXXHEE

rnpoeablayLero

OOHaKO MOMKMMO CITOXHOCTH, Bbil
OOIXKHbI eLLé N pa3Ho0bpa3nTb
nrpy, 0ob6aBnaa pasHble
MHTEPECHbIE MEeXaHUKU U
rOTIOBOSTIOMKM

OpQHa U3 TaKUX MeXaHUK — 3TO
cCYCTEMA OBEPEN, KOTOPbIE
OTKPbIBAOTCHA C MOMOLLbIO K/1tO4a

HoBble CINOYXHOCTN?
Tak garxke
NHTepecHee!




ABepb U KoY

CyLLEeCTBYET MHOYXECTBO
CnocoboB peann3oBaTb AaHHYO
MeXaHUKY:

0 KaxkOblM KJtoY OTKPbIBaET
onpenenéHHyo OBepb

0 OaouH KNoY OTKPbIBAET TOJIbKO
OOHY OBEpPb, mocne
NCMONb30BaHUA MponagaeT

0 OounH KNoY OTKPbIBAET BCe
nBsepu



ABepb U KoY

CyLLEeCTBYET MHOYXECTBO
CnocoboB peann3oBaTb AaHHYO
MeXaHUKY:

[

Kaxabl Koy OTKPbIBaeT

onnenenaHHVO OReNk
1 = J = 1

OOWnH KoYy OTKPbIBAET TOJIbKO
OoOHYy OBepPb, NMocsie

MICTTOTTB30BaHVIA TTPOTTagdeT

OOUH KJTHoY OTKPbIBaET Bce
noBepu

Mbl monpobyem
peanm3oBaTb AaHHbIN
CMoco0b, TaK KaK Takme
OBEPU MOXXHO byaeT
MCIMONb30BaTb OYEHb

MHTEPECHbIM
CMNocoboM




Ina nBepwv Mbil
cOo30a0MM OTOAEeNbHbIN
Ter “Door”

ABepb U KoY

------

119 nepcoHaka Mbl co3gaanm
CKPUMT MHBEHTAPS, B KOTOPOM
oyOeM XpPaHUTb MNogobpaHHble
KJTKOU W, @ TAK XXe B HEM
MNPOMNULLEM NOrMKY NOOHATUSA
KITIO4UEen N OTKPbITUA OABEpPEN

[na kno4yem Mbl TakXKe
cOo30a0MM OTOEeTbHbIN
Ter «Key»
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5 1 Elusing System.Collections; Ha3o0BUTE €50 Inventory i
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g 3 using UnityEngine;
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z 5 Elpublic class Inventory : MonoBehaviour STOT CKpV“_IT y>+<e C03ﬂlaHr TO
M |k | MPOCTO OTKPOMTE ero
g 70

@ Coobuienue Unity | Cebinok: 0
9 =] private void OnCollisionEnter2D(Collision2D collision)

10 {
11 = if (collision.gameObject.CompareTag(“Coin"))
12 { T
13 Destroy(collision.gameObject); c.
14 } -
15 | }
16 [}
17 Y Hac TyT yxe

peanu3oBaHa cuctema

noabopa MOHETOK, He

obpallanTe Ha Heé
BHUMaHUS
180% ~ @ Mpobaembl He HaMAEHbI. 4 Ctp:7 Cume:5 Mpo6ensi CRLF'
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w ®ann [paska Bua [poexr CO6opka Omnagka Tecr Ananmz Cpeactsa Pacuwmpenmns OkHo  Cnpaeka Mowmck (Cirlge

Q- B2 W Y- - Debug ~ AnyCPU ~ P Noaxnrounts k Unity = 5 = afE =2 R
§‘ OpenScene.cs Character.cs Player.cs TriggerDamage.cs CollisionDamage.cs HP.g .D‘n g H aL-I an a Co3ﬂlaﬂ|l/| M
-‘-‘: Assembly-CSharp ~ *3 Inventory
g 1 Elusing System.Collections; I‘IepeMeHHyPO keyS, KOTOpaSII c
5 2 using System.Collections.Generic; o 1
¥ e e OyOEeT COXPaHATb KOM-BO KIlto4ewn,
i 4 KOTOPble €CTb Y HaLlero
% @ Crpunt Unity | Cebinok: 0
z 5 Elpublic class Inventory : MonoBehaviour I‘IepCOHa>Ka
| I
g 7 public int keys = ©;

@ Coobuienue Unity | Cebinok: 0
9 =] private void OnCollisionEnter2D(Collision2D collision)

10 {

11 = if (collision.gameObject.CompareTag(“Coin"))

12 {

13 Destroy(collision.gameObject); c.

v

180% ~ @ Mpobaembl HE HaMAEHbI. X~ Crp:7 Cume:25 poBensi  CRLF

] Totoso P [Nobaewte B cuctemy ynpaenenus sepcuamn ~ B



w @ann

0-oB-2 W 9-

[LENCHRLIEId OpenScene.cs

BJ Assembly-CSharp

goiHanave quaHe|| godaadad avsiesadeogQ

180% ~

1

A wWN

@ Mpobaembl HE HaMAEHbI.

Opaeka

@ Crpunt Unity | Cebinok: 0
Flpublic class Inventory :

{

MonoBehaviour

public int keys = ©;

Q@ CooBinouus Lnity | Copinow-0

Bua lMpoexr CO6opka Omnagka Tecr Ananmz Cpeactsa Pacuwwmpenmns OkHo  Cnpaeka Mowck (Ctrl+Q)
Debug ~ Any CPU - P Moaxmoumte kUnity - 50 B _:i s fE =72 A <
Character.cs Player.cs TriggerDamage.cs CollisionDamage.cs HP.cs Enemy.d
- ‘I:lnventory
Elusing System.Collections;
using System.Collections.Generic;
using UnityEngine;

=l private void OnCollisionEnter2D(Collision2D collisionﬂ

{

=l if (collision.gameObject.CompareTag(“Coin™))

{

Destroy(collision.gameObject);

i }
_ }
| 3

R

Janee co3pante GyHKLUIO
OnCollisionEnter2D, on4a

OTCNEXMBAHMA KONMM3UNN
(kacaHMa) ¢ KtoYaMM U
OBEPbMU

Ecnuv oHa y Bac y»ke ecTb, TO
NpPOonyCcTUTE 3TOT Lar,
OOHOWM QYHKLNU
OOCTaTOYHO

v

Crp:7 Cume:25 poBensi  CRLF

] Totoso

1 Jobaeutb B cucTeMy ynpaeneHus sepcuamm ~

2,



w O®ann [paska Bua [poexr

Cbopka Otnagka Tecr Ananmz Cpeactsa Pacuwpenus OkHo  Cnpaeka Mowck (Ctrl+Q)

o - B @M 9 - Debug ~ Any CPU ~ P Moaknroumts k Unity = 5 ihkamfEl =2 A s
g [Inventory.cs* = x [elaa Character.cs Player.cs TriggerDamage.cs CollisionDamage.cs HP.cs Ene
§ BJ Assembly-CSharp ~ *zInventory
4
; &@ Ckpwunt Unity | Cebinok: 0
] 5 Elpublic class Inventory : MonoBehaviour
3 6 7
§ 7 public int keys = 0;

8

g @ Coobuierue Unity | Cebinok: 0

3 9 =l private void OnCollisionEnter2D(Collision2D collision)
10 {
11 =] if (collision.gameObject.CompareTag("Key"))
12 {
13
14
15 = if (collision.gameObject.CompareTag("Door"))
16 {
17
18 )
19 B if (collision.gameObject.CompareTag(“Coin"))
20 {
21 Destroy(collision.gameObject);
22 }
23 i }
24 [}
25 *

180% ~ @ Mpobaembl He HaMAEHbI. 4

&l Totoso

3aTeM, CO30aEM 2 MPOBEPKMWU,

Ha KacaHue 06beKTOB C
TeroM “Key” mn ¢ Terom “Door”

v

Crp:18  Cume: 10  Mpobennt  CRLF

P [obaeutb B cucTEMy ynpaeneHus Bepcuamm ~

2,

= e



w ®ann [paska Bua [poexr CO6opka Omnagka Tecr Ananmz Cpeactsa Pacuwmpenmns OkHo  Cnpaeka Mowck (Ctrl+Q)

o - B @M 9 - - Debug ~ AnyCPU ~ P Moaknroumts k Unity = 5 ihkamfEl =2 A s

62 OpenScene,cs Character.cs Player.cs TriggerDamage.cs CollisionDamage.cs HP.cs Ene

g ~ @ Ckpunt Unity | Cebinok: 0 g I_l p N KaCaHWW C KJTIOHO M’ Mbl

z 5 Elpublic class Inventory : MonoBehaviour 6y,D,eM I‘Ipl/l6a B19Tb K

: 6 ||¢ :

. 7 public int keys = ©; nepemMeHHOM C Kto4YaMmM +1 U

- 8

% @ Coobuierue Unity | Cebinok: 0 yﬂ,aﬂ gTb e ro |/|3 M rpbl

g 9 [ private void OnCollisionEnter2D(Collision2D collision)

i 10 {
11 =l if (collision.gameObject.CompareTag("Key"))
12 {
13 keys += 1;
14 Destroy(collision.gameObject);
15 ] } .
16 =l if (collision.gameObject.CompareTag("Door™))
17 { C-.
18 :
19 }
20 = if (collision.gameObject.CompareTag(“Coin"))
21 {
22 Destroy(collision.gameObject);
23 }
24 )}
25 [}
26 *

180% ~ @ Mpobaembl He HalAeHbI. I~ Crp:14  Cwme:43  Mpobensi CRLF'

[] Totoso P [Nobaewte B cuctemy ynpaenenus sepcuamn ~ B



°° ®ann MNpaska Bug [poekt CBopka Omnagka Tecr Awnanus Cpeactsa  Pacwupenms OkHo  Cnpasxa Mowck (Ctrl+Q)

Q- B @M 9 - - Debug ~ AnyCPU ~ P Moakntounts k Unity ~ 5 iaE == A <

8 OpenScene.cs Character.cs Player.cs Trig‘ierDamage.cs CollisionDamage.cs HP.cs Ene |_| p N KAQCaHUW C ﬂl Bée p bM [/]1 M bl

° Assembly-CSharp ~ %3 Inventory

% @CF(pl:IﬂTUHity'C(meH:O ) CHaL—laﬂa rlpOBep[/] M1 eCTb ﬂ[/] g

v 5 Elpublic class Inventory : MonoBehaviour -

s 114 Y Hac xoTa 6bl 1 koY (ecnu

. public int keys = 0; KntoYen 6onblue 0), 1 ecnu

® Coobuienme Unity | Ccuanorc 0 3TO TakK, TO Mbl BbluMTaeM 1

g 9 [ private void OnCollisionEnter2D(Collision2D collision) o

10 | { KJITHOY N3 NnepeMeHHON, a TakK
11 =l if (collision.gameObject.CompareTag("Key"))
- ¢ Ke yaandeM ABepb, KOTOPYHO
13 keys += 1; KOCHyﬂV]Cb
14 Destroy(collision.gameObject);
15 }
16 = if (collision.gameObject.CompareTag("Door™)) Bynobre BHMMaTENbHbI! e
17 { C-.
18 = if (keys > 0) Ob6pallante BHUMaHMe Ha OTCTYMbl U -
19 { dUrypHble CKOBKM
20 | keys -= 1;
21 Destroy(collision.gameObject) ;|
22 }
23 | | } [anee ocTtaHeTCcd TONMbKO nepegartb 3TOT
24 [ if (collision.gameObject.CompareTag("Coin")) CKPUMT UIPOKY, a TaK XKe pacCTaBUTb Ha
25 { cueHe aBepun C K1to4aMm C
26 Destroy(collision.gameObject); COOTBETCTBYOLLUNMK TEramMu

180% ~ ﬁ; Mpo6aembl He HanAEHbI. §1'

[J] 3nemenTol coxpaHeHbi P [Nobaewte B cuctemy ynpaenenus sepcuamn ~ B



CamMocToaTenbHasa pa6bora

[1o6aBbTe Ha BalLWM YPOBHU
OBEPU U KTIOUYM K HAM, YTOObI
Pa3HOObPa3nTb remmnen!

[NonpobynTte caenatb
HeObOMbLLUYIO FONMOBO/TIOMKY C
KTKOYaMM

He 3abbiBanTe pa3HOOOpa3nTb
Balll YPOBEHb U BparamMmm c
MOHeTKaMu!




dononHuUurenbHoOe 3ajaHuMe

Ecnn cbecTb opaHXeBblin,
Hy>Hbl M1 GOHYCbl B Ballen mnrpe? CTaHelb 6bicTpee...
A 119 Yero KpacHbIN U
6enbin?

Hanpumep: BpeMeHHOoe NoBbilleHMe
CKOPOCTU, UM YCUNEHHbIV MPbIXOK?

Ecnun ecTb »>xenaHme nonpoboBaTb
peann3oBaTb CUCTEMY BOHYCOB, TO
CMesio nepexogmTe Mo CChIIKE:

https:/drive.google.com/drive/folders/1U95-0DpYpaGcOuAQ _

KVYsIcAIwLIpWt7Q?usp=sharing




A0 BCTpeuMm Ha
cneaymouleM ypoke!

Fam.

Cnacub6o!

.
e



