MeXxayHapoaHas WkKorna
an ro p MTM M Ka nporpaMMmnpoBaHua Aonsa aeten

Unity 2D






Ha npoLwusioM ypokKe Mbl
no3HakoMmnuchb ¢ Unity a Tak e
Yy3Hal/IM, U“TO TAKOE€ KOMIMOHEHTbI.

Kakme KOMMOHEHTbI Bbl 3aMOMHUAN?

Mbl cemnyac OOJIXKHbl 3HATb 4 KOMIMOHEHTA



> KoMnoHeHT Transform ecTb y Bcex oo6beKToB B Unity.
OH OTBEeYaeT 3a MeCTopacrnonoXeHme obbekTa Ha
3KpaHe, ero pasmMepbl U MOBOPOT.

> KoMnoHeHT Sprite Renderer ectb y BCcex BUOMMbIX Ha
cueHe oobekToB B Unity. OH OTBeYaeT 3a oTobpaXkeHune
CMpPanToB (KAaPTUHOK). LIBET, NTOBOPOT 1 Mpoyme.

> KoMmnoHeHT Rigidbody 2D oTtBevaeT 3a pu3mky B 2D
NnpocTpaHCcTBe. Macca (Bec), moKasaTe b rpaBuTaLmnm,
MaTepwman u np.

> KoMnoHeHT Box Collider 2D otBeyaeT 3a KOMMU3UIO
(CTONKHOBEHWME) OBYX KOMMNAMOEPOB.



TaK)xe Mbl HanNMcanam ¢ BaMm
CKPMINT, C NOMOLLDbLIO KOTOPOIro
Halll MNEepPCOoOHAaX nonyumn
BO3MOXHOCTb XOAMUTDb

[TOMHWTE N Bbl, KaKYyO dDyHKLI,l/II-O Mbl NCIMOJ1b30BaJ1n, OJ14
TenenopTaunm Hallero nepcoHa)ka?



if (Input.GetKey(KeyCode.A))
{

transform.Translate(Vector2.left * Time.deltaTime );

transform.Translate() dyHKUMA, TENENOPTUPYIOLWAA HALLEero nepcoHa)<a
B CTOPOHY, YKa3aHHY B CKOOKaX.



if (Input.GetKey(KeyCode.A))
{

transform.Translate(Vector2.left * Time.deltaTime );

transform.Translate() dyHKUMA, TENENOPTUPYIOLWAA HALLEero nepcoHa)<a
B CTOPOHY, YKa3aHHY B CKOOKaX.

Vector2.left — HanpaBneHWe B ABYMEPHOM CUCTEME KOOPAMHAT BEBO
y

left up

down . | right




CeroaHs Ha ypoke

Mbl MoOBAM»Ke NMO3HAKOMMNMCEA C YK€ 3HaKOMbIMIN KOMIMOHEHTAMK

[TO3HAKOMMMCA C HOBbIMW BUOAMU KO)‘IJ'Ial;I,EI,epOB

Peanm3yeM MPEbIXOK ONH Halelro NrooKa

HayL-Il/IM KaMepy rnepeaBmrarbCHd 3a MMOOKOM

Y3HaeM, YTo Takoe Mpedabbl M Kak C HUMKW paboTaTb



KaMepa 3a nepCcoHaXXeM...

PeanbHoCTb

Kak MpaBuno, B Urpax kamepa Bcerga
criegyeT 3a MepCcoHaXkeM, 0gHaKo cemyac,
Halla KaMepa CTOUT Ha MecTe.




KaMepa 32 nepcoHaXXeM...

PeanbHoCTb

KakK npaBuio, B Urpax KaMepa Bcerga
cnengyet 3a nepcCoHa>xeM, 0gHakKo cemnyac,
Halla KaMepa CTOUT Ha MeCTe.

OxwupgaHue
CyLLI,eCTByeT MHOYXEeCTBO CNocoboB

peanun3aumm OBMKEHMNA KaMepbl 3a
MepPCOHaXeM.

CeroaHa Mbl nonpobyemM caMbii
MNPOCTOU U3 HUX.




KaMepa 3a nepCcoHaXXeM...

= Hierarchy SR
+ i L]
I | O6paTtnTe BHMMaHWe Ha okHO Hierarchy
7 Main Camera
® sdiare (Mepapxumq).

) Square (1)
£ Square (2)



KaMepa 3a nepCcoHaXXeM...

= Hierarchy =5
2

4 Samplescene’ | ObpaTuTe BHMMaHMe Ha okHo Hierarchy

) Main Camera

) Circle ( )
g Mepapxumgq).
) Square (1)

£ Square (2)

Kak Mbl FOBOPWIIN, B HEM OTOBpPaXKatoTcH
BCe 0ObeKTbl Ha Hallen clueHe. OgHaKo y
Hero ecTb 1 Apyroe npuMeHeHume.



KaMepa 3a nepCcoHaXXeM...

= Hierarchy (S pd
+ -

I s ObpaTnTe BHMMaHMe Ha okHo Hierarchy
7 Main Camera
® sdiare (Mepapxumq).

) Square (1)
£ Square (2)

Kak Mbl FOBOPWIIN, B HEM OTOBpPaXKatoTcH
BCe 0ObeKTbl Ha Hallen clueHe. OgHaKo y
Hero ecTb 1 Apyroe npuMeHeHume.

OKHO l/Iepavawl MNO3BOJIAET HaM Y3HATDb,
KaKne o6beKTbl HaxXOOATCH BHYTPW

Opyrux.



KaMepa 3a nepCcoHaXXeM...

= Hierarchy 9 i
+~ & o
[v@éa;ﬁn;:?gzx;] i Cenyac Mbl BNOWMM C BaMWN aKTUNBHYIO
o N CLeHy.
) Square (1)

) Square (2)
Hawa
cueHa




KaMepa 3a nepCcoHaXXeM...

= Hierarchy =5
+v s
v € Sa

Noie = I.'
) Main Camera
7 Circle
) Square
) Square (1)
) Square (2)

Celyac Mbl BUOMM C BaMM aKTUBHYIO
CLEHY.

B aTOM CclLleHe, 5 0ObeKTOB

OOBbEKTbI

BHYTPY
CLEHbI




KaMepa 3a nepCcoHaXXeM...

= Hierarchy =5 |
+v |

@éa&“’-'e?e“"' i Cenyac mMbl BNOWMM C BaMWN aKTUNBHYIO
ke CLIeHy.

&0 Square (1)
5 Square (2)

B aTOM cLeHe, 5 06beKTOB, Mbl MOYXEM 3TO
MOHATb, MO OTCTYMNaM, Yy OO6beKTOB Mo,

cLLeHOoW.




KaMepa 3a nepCcoHaXXeM...

= Hierarchy =5
+ -

@ Samplescene: | CeMyac Mbl BUOMM C BaMM aKTUBHYIO
T .aln amera
& ture CLLEHY.

) Square (1)
£ Square (2)

B aTOM cLeHe, 5 06beKTOB, Mbl MOYXEM 3TO

MOHATb, MO OTCTYMNaM, Yy OO6beKTOB Mo,
CLLEHOMW.

BHYTPU 3TX 0O6BbEKTOB cenyac nycTo.
[laBanTte N3IMEeHUMM 3TO.



KaMepa 3a nepCcoHaXXeM...

= Hierarchy EE
+~
@;a;‘:":g:xa P 3?)-I-(M NTe Hally KaMepy, U rnepetatmTe
o eé B Hallero nepcoHa)a.

£ Square (1)
£ Square (2)



KaMepa 3a nepCcoHaXXeM...

= Hierarchy a i
+~ ‘

. ) 3§>KMV|Te HaLly KaMepy, U nepeTtawmTe
o €€ B Hallero nepcoHa)a.
tj:quuarem
£ Square (2)

Tenepb Halla KaMepa PacnosioXKeHa
BHYTPW NepcoHaxa.

A 3TO 3HAYUT, UTO MPU NepeMeLLeEHNI
Hallero NepcoHaXka, byoeT ABUraTbCa U
KaMepa!

[MonpobynTe 3anycTnTb Urpy!



KaMepa 3a nepCcoHaXXeM...

M Bpoae 6bl BCE XOPOLLO, HO Y Bac He
CNy4anocb BOT TaKOW MpobrieMbl?

Ka)keTca Hall nepcoHa)x rnepeBepPHYJICH,
a BMecCcTe C HUM N KaMepa.




KaMepa 3a nepCcoHaXXeM...

M Bpoae 6bl BCE XOPOLLO, HO Y Bac He
CNy4anocb BOT TaKOW MpobrieMbl?

Ka)keTca Hall nepcoHa)x rnepeBepPHYJICH,
a BMecCcTe C HUM N KaMepa.

OTO OOBOSIbHO TakKW NOrMYHO, OO HAKO,
XOTenochb 6bl, UTOObI TAKOIO HEe
MPOUNCXoaNSIO.

PelunTb Takyto Npobnemy nerko, ong
3TOro Mbl BCMIOMHUM OUH YrKe
3HAKOMbIM HAM KOMMOHEHT



Hemnoro o Rigidbody2D

C Rididbody2D Mbl yyke ¢ BaMu
paboTanu, 0ogHaKo y 3TOro KOMMOHEHTA
eCTb MHOYXEeCTBO CBOWCTB, KOTOPbIE Mb
oyoem mnlydyaTb B MpoLecce 3aHATUN.

[aBanTe NO3HAaKOMMMCHA C OOHUM N3
TaKMX CBOMCTB!

v %  Rigidbody 2D
Body Type
Material
Simulated
Use Auto Mass
Mass
Linear Drag
Angular Drag
Gravity Scale
Collision Detection
Sleeping Mode
Interpolate

» Constraints

> Info

Dynamic
None (Physics Material 2D)
v

.
0

0.05

1

Discrete
Start Awake
None

(O]
()




Hemnoro o Rigidbody2D

v &  Rigidbody 2D o !

Ho YTOObI HANTKM 3TO CBOMCTBO, AaBanTe Body Type Dynamic -
packpoeM Bknaaky Constraints y ':':jl:;d Bone (Physics Materla 20) 2
KoMMoHeHTa Rigidbody2D Use Auto Mass

Mass 1

Linear Drag 0

Angular Drag 0.05

Gravity Scale 1

Collision Detection  Discrete -

Interpolate None v

» Constraints
» Info




Hemnoro o Rigidbody2D

v %  Rigidbody 2D @ it
Ho 4yTo6bl HANTK 3TO CBOMCTBO, AaBanTe Body Type Dynamic .
paCKpoeM BKJT aﬂle Constraints y ::::slr;a[;d tlone (Physics Material 2D) @
KoMMoHeHTa Rigidbody2D Use Auto Mass
Mass 1
. o Linear Drag 0
30ecb Mbl YBUOWM elde MNnapy CBONCTB Angular Drag 0.05
Rigidbody: Ereeze Position n Freeze Sk L
. Collision Detection  Discrete -
ROtatIon' Sleeping Mode Start Awake v
Interpolate None -
¥ Constraints
Freeze Position R Y
Freeze Rotation z

» Info




Hemnoro o Rigidbody2D

v %  Rigidbody 2D @ i !
[[anouka y Freeze Position 3anpeLllaeT Body Type Dynamic .
06beKTY NepeMeLLaTbCs Mo OCU X, UNN Y :::3210 S
(TaknM 06pa30M MOXXHO 3aCTaBUTb Use Auto Mass
O6bEeKT MapuTb, He Nafagd Ha 3eMio) e ‘
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision Detection  Discrete -
Sleeping Mode Start Awake v
Interpolate None -
T ¥ Constraints
y Freeze Position X ) ¢
X Freeze Rotation Z

—> » Info




Hemnoro o Rigidbody2D

v %  Rigidbody 2D @ i+ !

[[anouKa y Freeze Position 3anpellaetT Body Type Dynamic

Material None (Physics Material 2D)
OObEKTY MepeMeLlaThbCs Mo OCU X, USTN Y SR =
(TakM 06pPa3OM MOXKHO 3aCTaBUTb Use Auto Mass
OOBEKT NAPUTb, HE NAadAas Ha 3eMJIH0) e L

Linear Drag 0

Angular Drag 0.05

A BOT Freeze Rotation 3anpeTuT o6beKTy SRV CCHS :

Collision Detection  Discrete

nepeBopayvYmMBaThCa (KPYTUTLCS). B lbenira hodel i (Stan Awake
Interpolate None
¥ Constraints
Freeze Position X BYG
Freeze Rotation Z
> Info

CTtaBuM ranoyky



O xonnamaepax...

Mbl C BAMU y>Ke 3HaKOMbl C KOMMOHEHTOM
Box Collider, ogHako caMbie BHMMaTETbHbIE
MO 3aMeTUTb, 4TO B Unity y Hac ecTb elé
HECKOJ1bKO KO11anaepos.

[NaBanTe ¢ HUMKM NMO3HaKoOMUMcA!

BBegeHue

( a coll| ]
Search
Box Collider -

[J Box Collider 2D

& Capsule Collider

0 Capsule Collider 2D
O circle Collider 2D
0, Composite Collider 2D
+Z Edge Collider 2D

FH Mesh Collider

4 Polygon Collider 2D
€ Sphere Collider

@ Terrain Collider

i Tilemap Collider 2D
@ Wheel Collider



Box Collider - lNpamoyronbHbin konnangep. OTANMYHO NOAXOOMNT,
eCli OObEKT, HY>KAALMIMCA B KONanaepe NoxoxX Ha
NPAMOYrofibHUK. MeHblLUe BCero 3aTpadmBaeT pecypchl B
NPUNOXXEHUN,




Box Collider - lNpamoyronbHbin konnangep. OTANMYHO NOAXOOMNT,
eCli OObEKT, HY>KAALMIMCA B KONanaepe NoxoxX Ha
NPAMOYrofibHUK. MeHblLUe BCero 3aTpadmBaeT pecypchl B
NPUNOXXEHUN,

Circle Collider - konnangep B popMe Kpyra. 3a4acTyto
MCNoNb3yeTca A9 KPYITbIX, UMW KBaOpaTHbIX CMPanTOB, YTO6bI
CMATYUTb UX YITbl.




Box Collider - lNpamoyronbHbin konnangep. OTANMYHO NOAXOOMNT,
eCli OObEKT, HY>KAALMIMCA B KONanaepe NoxoxX Ha
NPAMOYrofibHUK. MeHblLUe BCero 3aTpadmBaeT pecypchl B
NPUNOXXEHUN,

Circle Collider - konnangep B popMe Kpyra. 3a4acTyto
MCNoNb3yeTca A9 KPYITbIX, UMW KBaOpaTHbIX CMPanTOB, YTO6bI
CMATYUTb UX YITbl.

Capsule Collider - konnangep B popMe Karncynbl. Mlcnonb3yeTcs
019 BbITAHYTbIX B BbICOTY/LLUMPUHY MepcoHaXem, co
CMATYEHHbIMW YINaMMn.




Edge Collider - Bbirngaout Kak TloMaHHaga NMHUA. YO06eH npu
MOBTOPEHMM OCOBEHHOCTEM NaHaLLadTa

v



Edge Collider — BbirngaouTt Kak ciloMaHHaga nMHUA. YO06eH npu
MNOBTOPEHNM OCOBEHHOCTEM NaHaLadTa.

Polygon Collider - Co3gaértca aBTomMaTmnyeckun. NoBTopsaeT
bopMy cripanTa. ABNAeTCsa NIOXMM BbIOOPOM, TaK KaK Balla Urpa
6yaeT NoTpebnsaTb MHOMo PecypcoB KoMMbloTepa/cMapTdoHa.




Edge Collider — BbirngaouTt Kak ciloMaHHaga nMHUA. YO06eH npu
MNOBTOPEHUM OCOBEeHHOCTeM NaHaLwadTa

Polygon Collider - Co3gaértca aBTomMaTmnyeckun. NoBTopsaeT
bopMy cripanTa. ABNAeTCsa NIOXMM BbIOOPOM, TaK KaK Balla Urpa
6yaeT NoTpebnsaTb MHOMo PecypcoB KoMMbloTepa/cMapTdoHa.

OcTanbHble Konamaepbl MCMNonb3yTca peako, Mo3TOMY
Mbl MPOMYCTUM UX.



(o colll <)

-
Search
O Konnampepax...
Box Collider -

[ Box Collider 2D
& capsule Collider

0 Capsule Collider 2D
Tel'lepb Mbl 3HaeM MHOXeCTBO HOBbIX O Circle Collider 2D

KOJ‘IJ‘Ial;I,EI,epOB, N KOrga mx JJiydwie rnpum MEeHATb! E Composite Collider 2D
+Z Edge Collider 2D

fH Mesh Collider
4 Polygon Collider 2D

o € Sphere Collider
[locTa PanNTeCb B 6y£|,y|_|_Le M CaMOCTOATEJ1bHO ® Terrain Collider

peLlaTb, KaKoW Konnamgep éyget nydwe i Tilemap Collider 20

0719 TOro, UM MHOro o6bekTa! e e -




Peanm3auma nNpbiXKa

Tenepb gaBanTe Hay4YMM HalLero
NnepcoHa)ka npbiratb!

Mpu nepeMeLlleHn Mbl UCMOSTb3yeM
dyHKUMIo transform.Translate() an4a
TenenopTaLnm Nrpoka.

OOHaKo ONga NpbhkKa TenenopTaumnd
coBeplLeHHOo He noaxoaunT!




Peanm3auma nNpbiXKa

Mbl HE MOXXEeM MOCTOAHHO
TeNenopTMpoOBaTb UIPOKa BBEPX, M HA3BATb

2TO MPbIXXKOM.




Peanm3auma nNpbiXKa

Mbl HE MOXXEeM MOCTOAHHO
TeNenopTMpoOBaTb UIPOKa BBEPX, M HA3BATb
STO MPbIKKOM.

BMeCTo 3TOro HaMm Hy»XHO MpuaaTbh Hallemy
NepPCoHaXy eaMHO Pa30Bblv TO/TYOK.

BeOb Korga Bbl MnpblraeTe, Bbl OTTAaJIKNBaeETECDb
OT 3eMNN. TO »Xe caMoe Oo/MKeH caenaThb Ball
MNepcoHa k.




Peanm3auma nNpbiXKa

B Unity eCTb KOMMOHEHT, KOTOPbIN
MO3BOJIMT MpuMaaBaTb TOTHOK HaWeMY
MNepPCOHaXy, M Mbl y>Ke& 3HAaKOMbI C HUM.

2710 Rigidbody 2D, koTopbli paboTaeT ¢
PU3nNKOW.

OOHako Y HaC €CTb O Ha CJTIOXXHOCTb...




v &  Rigidbody 2D 9 3t
Peanum3aumsa nNpbiXXKa :

Material None (Physics Material 2D) ®

Simulated v

Use Auto Mass
MPbIKOK Mbl By0eM peanmn3oBbiBaTb B B g
HaleM ckpunTe Move. =

Collision Detection  Discrete v

Sleeping Mode Start Awake v
OOHaKo N3 cKkpunTa Move HaM HY>XHO KakK- (e e =
To NepepnaTb KoMaHay B Rigidbody, uto6bl > nfo
TOT aKTUBWMPOBAIT TOTYOK. e AT il

Speed 5

o v O v Box Collider 2D e i+
B pelueHmnmn atom npodnemMbl HaM MOMOryT Edit Collider ]

Material None (Physics Material 2D) ®
nepemMeHHsbIe! e Tiocer :
CMOTpUTE BHUMaTENTbHO! ot i

Auto Tiling

Offset X0 YO

Size X1 Y1

Edge Radius 0

» Info




D Qain Mpaska Bua Mpoexr COopka Omaaxa Tecr Awanms Cpeacisa  Pacumpenus OkHo Crpaska | Mowck (Cirl+Q) £ AlgoProject @ - X

(< B Wi 9 - - Debug - AnyCPU - P Moaxnowwme kUnity - 51 @ i fE =% A < | Live Share &7
e "
‘.E B Assembly-CSharp ~ %z Move - @rb HES
% 1 [Fusing System.Collections; =
E 2 using System.Collections.Generic;

L S g Hayvana Mbl C BaMKW co30agunm
2 4 V) |
=) @ Crpunt Unity | Cebinok: 0 ﬂepeMeH Hyl'O, B KOTOpOM 6yﬂeM =
3 5 [Flpublic class Move : MonoBehaviour |
: 6 { XPaHNTb Hall KOMIMOHEHT
§ 7 | public float speed = 5; RigidbOdy 2D
s g | .. ;
o/ ||| public Rigidbody2p rb; [na 3Toro cozgaém nybmnyHyo
10 |
‘ @ Coobuienue Unity | Cebinok: 0 HepeMeHHyPO, TUTMOM ﬂaHHbIX
11 = private void Start() o 5 o
2 |7t KoTopom byaeT Rigidbody2D.
13 |
14 || } o
s | HasBaHue y nepeMeHHOW MOXKeT
16 // Update is called once per frame 6bITb Nt060E, rMaBHOE YTOObLI Bbl HE
@ Coobwetue Unity | Cebinok: 0
17 = void Update() 3anyTanucb B ByayLiem.
18 | o rb — oTAnMyHoOe Ha3BaHMe.
19 = if (Input.GetKey(KeyCode.A))
20 { L J
21 transform.Translate(Vector2.left * speed * Time.deltaTime );
22 }
23 = if (Input.GetKey(KeyCode.D))
24 {
25 transform.Translate(Vector2.right * speed * Time.deltaTime);
26 , }
27 |
28 NN
29 }
20 ) v
162% ~ @ Mpobaembl He HallAeHbI. I~ Crp:9 Cume:27 Mpobeabi  CRLF

Cnucok ownbok  Boisog

£ 3nementsi coxpaHeHs 1 [Nobasuts & cuctemy ynpaenenus sepcuamn « &)



Peanm3auma nNpbiXKa

[Mocne coxpaHeHUsa CKPWNTa, B HaLleM

KOMMoOHeHTe Move NoaBnTCca HoBad CTPOYKa.

STO Halla nycTaqa nepemeHHasda rb, kotopon
HY>XHO AaTb 3Ha4YeHMe, Bedb NO YMOTYAHMUIO
OHa nycTtadqa (nhone).

v &%  Rigidbody 2D @ it
Body Type Dynamic v
Material None (Physics Material 2D) ®
Simulated v
Use Auto Mass
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision Detection  Discrete v
Sleeping Mode Start Awake v
Interpolate None -

» Constraints

¥ Info

¥ # v Move (Script) e
Script Move
Speed 5
Rb [None (Rigidbody 2D) ® |]

v 0 v Box Collider 2D e i
Edit Collider |W|
Material 'None (Physics Material 2D) ®
Is Trigger
Used By Effector
Used By Composite
Auto Tiling
Offset X 0 YO
Size X1 Y1
Edge Radius 0

» Info




v &  Rigidbody 2D @ i
Body Type Dynamic v
Material None (Physics Material 2D) ©®
Peanu3aumsa npbiXKa maves
Use Auto Mass
Mass 1
Linear Drag 0
[locne coxpaHeHMa CKpUMNTa, B HalLeM oniins S o
KOMMNoHeHTe Move NoaBMTCA HOBad CTPOYKA. Colision Detection | Discrete -
Sleeping Mode Start Awake v
Interpolate None v
o » Constraints
STO Halla nycTaqa nepemeHHasda rb, kotopon > Info
HY>XHO O0aTb 3Ha4YeHne, BeOb Mo yMOTYaHUIO Y L Mos Gai] —
Script Move
OHa nycTaga (none). Speed ;
Rb None (Rigidbody 2D) ®
v [0 v Box Collider 2D e i :
- Edit Collider [A]
'D‘ﬂq TO ro' LITO6bI 'D'aTb e 3Ha4eH Me' Material m(Physics Material 2D) ©
W Is Trigger
HOCTATOYHO MPOCTO rieperdlymtb Hy>XHbl Usenggy .
HaM KOMIOHEHT Ha MNyCcTtoe 3Ha4YeHune ;‘Sde?ly_“mmS"e
o uto Tiling
nepeMeHHON. Offset X 0 Y 0
Size X1 Y1
Edge Radius 0
» Info




D Qain Mpaska Bua Mpoexr COopka Omaaxa Tecr Awanms Cpeacisa  Pacumpenus OkHo Crpaska | Mowck (Cirl+Q) £ AlgoProject @ - X

(< B Wi 9 - - Debug - AnyCPU - P Moaxmounte kUnity - 51 @ . = =72 A - | Live Share &7
: (e e
©  BJAssembly-CSharp ~ %z Move ~ @ jumpForce -
g 1 [Fusing System.Collections; =
E 2 using System.Collections.Generic;

P Coenanun? Torga camoe BpeMs AOMOMHUTb |
=] @ Crpunt Unity | Cebinok: 0 1
§ 5 [Flpublic class Move : MonoBehaviour Halll CKpV”—IT'
6 |{ [na Havana gobaBuM NepeMeHHYto, -
5 7 public float speed = 5;
: s/ e KOTOpaga byaeT perymnpoBaTb CUMY
o MpPbIXKKa.
10 I public Rigidbody2D rb;
11
@ Coobuenue Unity | Ccbinok: 0
12 I= private void Start()
i3 || o
14
15 }
16 ||
17 // Update is called once per frame
® Coobuenme Unity | Cebinok: 0
18 = void Update()
19 {
20 = if (Input.GetKey(KeyCode.A))
21 {
22 transform.Translate(Vector2.left * speed * Time.deltaTime );
23 }
24 = if (Input.GetKey(KeyCode.D))
25 {
26 transform.Translate(Vector2.right * speed * Time.deltaTime);
| )
28 | }
29
24 ¥ v
162% ~ @ Mpobaembl He HallAeHbI. I~ Crp:8 Cume:32 Mpobeabi  CRLF

Cnucok ownbok  Boisog

5] 3nementsi coxpaHeHs A Jobaeuts & cuctemy ynpasnenus sepcuammn « B



D{ caitn Mpaska Bua Mpoexr CBopka Otnaaka Tecr Awanus Cpeactsa Pacumperus Owvo Cnpaska

auaHe||

e - )

©-o0 B -

- Debug ~ AnyCPU

Mowck (Ctrl+Q) P AlgoProject

- P MNogwmownms kUnity = 51 @B . W =% W B

B Assembly-CSharp
L
15 ‘
16 |

- *z Move

@ Coobuenue Unity | Cebinok: 0

18
19
20
21
22
23
24
25
26
27
28 |
29
30
31
32 Y
33 }

34

178% ~ @ MNpobaembl He HaNAEHbI.

Cnucok ownbok  Boisog

}
17 // Update is called once per frame
= void Update()

!

[if (Input.GetKey(KeyCode.A))
{

transform.Translate(Vector2.left * speed * Time.deltaTime );

.
if (Input.GetKey(KeyCode.D))

{

transform.Translate(Vector2.right * speed * Time.deltaTime);

}
if (Input.GetKeyDown(KeyCode.Space))
{
rb.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);
}
S

- ®u pdate()

N nocne a1oro nuweM Kog o4
peannsauni rnpbiKKa.

3anuncbiBaTb Mbl €ro 6yagem B :
dyHKUMM Update(), Tam ke, roe v |
co3faBanu nepemMeLlleHume.

He 3anyTamTech C yPOBHAMM
BNOXXeHHOoCTW!

Crp:32 Cume:6 Mpobeabi  CRLF

N [obasums & cucremy ynpasnenus sepcnamm o 85



D Qain Mpaska Bua Mpoexr COopka Omaaxa Tecr Awanms Cpeacisa  Pacumpenus OkHo Crpaska | Mowck (Cirl+Q) £ AlgoProject @ - X

(< B Wi 9 - - Debug - AnyCPU - P Moaxnowwme kUnity - 51 @ i fE =% A < | Live Share &7
3 ~e
‘.E B Assembly-CSharp . ~ %z Move ~ @, Update() - %
15§ 3}

3 16
g 57 // Update is called once per frame O6paTMTe BHUMaHWe, 4114
3 @ Coobuenne Unity | Cebinok: 0 rlpbl)KKa M bl I_IpOBe pqu, HaX>aJsi
18 = void Update()
19 { T KNnaBully UTTPOK, a HE 3aXKA/I,
% 20 = [if (Input.GetKey(KeyCode.A)) C MOMOLLbIO beH KLU
> 21 {
22 7 transform.Translate(Vector2.left * speed * Time.deltaTime ); lnput.GetKeyDown()
23 }
24 d i“‘ (EHPUE- BERRey (Reyeoas. D)) He 3anyTaiTech c ypoBHAMMU
25
- |
26 transform.Translate(Vector2.right * speed * Time.deltaTime); B
27 }
28 = [if (Input.GetKeyDown(KeyCode.Space)) 1
29 {
30 rb.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);
31 ]
32 I Y
33 [}
34

CetKey — 3a)katue

CGetKeyDown — Ha)katue
KaBMLUMK

CetKeyUp — oDkaTtune

KJ1laB/LUW KaBULLUW

178% ~ @ Mpobaembl He HallAeHbI. I~ Crp:32 Cume:6 Mpobeabi  CRLF
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D Qain Mpaska Bua Mpoexr COopka Omaaxa Tecr Awanms Cpeacisa  Pacumpenus OkHo Crpaska | Mowck (Cirl+Q) £ AlgoProject @ - X

(< B Wi 9 - - Debug - AnyCPU - P Moaxnowwme kUnity - 51 @ i fE =% A < | Live Share &7
g - o
‘.E BJ Assembly-CSharp . - 3 Move - @, Update() S
5 |}

g 16
§ 7 // Update is called once per frame O6paTMTe BHWMaHWe, N4
3 @ Coobuenne Unity | Cebinok: 0 rlpbl)KKa M bl npOBepqu, HaX>aJsi
g 18 = void Update()
19 { T KNnaBully UTTPOK, a HE 3aXKA/I,
% 20 = [if (Input.GetKey(KeyCode.A)) C MOMOLLbIO beH KLU
. 21 {
22 7 transform.Translate(Vector2.left * speed * Time.deltaTime ); Input.cetKeyDOWf?()
23 ] 1}
24 = if (Input.GetKey(KeyCode.D))
25 { Mbl HOXXMMaeM |'|po6er|, n
26 transform.Translate(Vector2.right * speed * Time.deltaTime); MepCcoHa) OO/HKeH NOANPbITHYTb.
27 }
28 = [if (Input.GetKeyDown(KeyCode.Space)) i1
29 {
30 rb.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);
31 i
32 I Y
33 [}
34

CetKey — 3a)katue

CGetKeyDown — Ha)katue
KaBMLUMK

CetKeyUp — oDkaTtune

KJ1laB/LUW KaBULLUW

178% ~ @ Mpobaembl He HallAeHbI. I~ Crp:32 Cume:6 Mpobeabi  CRLF
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D caitn Mpaska Bua Mpoexr CBopka Ornaaxa Tecr Awanus Cpeactsa Pacuwperna Owvo Cnpaska  Mowck (Cirl+Q) p AlgoProject @ - X
(< B Wi 9 - - Debug - AnyCPU - P Moaxnowwme kUnity - 51 @ i fE =% A < | Live Share &7
2 [T "
‘.; B Assembly-CSharp ‘ #3 Move ~ @, Update() -
15 }
3 16
g 17 // Update is called once per frame
=] @ Coobuenue Unity | Cebinok: 0 rbAddForce() o6pa LU'aeTCg K
g 18 = void Update() . . o
: 19 Rigidbody, KoTopbl Mbl yKa3anu -
g { !
20 o if (Input.GetKey(KeyCode.A)) B Unity n npmnaaéTt eMy TONYOK
> 21 {

22 7 transform.Translate(Vector2.left * speed * Time.deltaTime );

23 I }

24 = if (Input.GetKey(KeyCode.D))

25 {

26 transform.Translate(Vector2.right * speed * Time.deltaTime);

27 || L}

28 =l if (Input.GetKeyDown(KeyCode.Space)) 1

29 {

30 rb.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);

n || B l ) \ )

32 1. | !

33 } v

34 - Hal'lpaBJ'IeHl/Ie n Tnn MNPMKaablBaeMOoun

CuJ1a MpbKKa CUbl
178% ~ © Mpobaemsl He HatAeHbI. I~ Crp:32 Cwume:6  MpoGenb CRLF‘

Cnucok ownbok  Boisog
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Peanm3auma nNpbiXKa

Ecnv Bbl caoenanum Bce npaBuiibHO, TO Ball
MNepCOHaXK OO/IKEH MpbIraTb, MPW HaXXaTUK
KNnaBULLIW Space

He 3abyabre y6eomTbhcs, UTo Bbl Jann
3HaYeHMre nepemMeHHom rb

| v &  Rigidbody 2D @ i :

Body Type Dynamic v
Material None (Physics Material 2D) ®
Simulated v
Use Auto Mass
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision Detection  Discrete v
Sleeping Mode Start Awake v
Interpolate None -
» Constraints
» Info
¥ # + Move (Script) @ i
Script Move
Speed 5
Rb #y Circle (Rigidbody 2D) ®©
v [0 v Box Collider 2D @ i+ :
Edit Collider ‘W|
Material None (Physics Material 2D)
Is Trigger

Used By Effector
Used By Composite

Auto Tiling

Offset X 0 Y 0
Size X1 Y1
Edge Radius 0

» Info



OTnn4YHo! Tenepb Yy Hac eCcTb
MePCOHaX, KOTOPbI
crocobeH cBoH6OOHO
nepeMellaTbcsd no cueHe!

Mbl y>Ke cemyac MOXKeM
PACCTaBUTb MJ1IaTHOPMbIl U
cOenaTtb MPOCTEHLKYIO UTPY
nnatpopmep!




HemMHoro o npedabax

[MocnegHee, YTO Mbl CErogHsA C BaMU y3HaeM —
3TO YTO Takoe [1pepabs..

[Mpedab — 3TO KOMMA KaKoro-nmbo o6bekTa,
COXpaHdtoLLLada BCe CBOMCTBA M HAaCTPOMKMN,
KOTOPYH MOXXHO MHOIOKPATHO
ncnosnb3oBaTb B Unity



HeMHoOro o npedabax

HarnagHo: MNpencrtaBbTe, YTO Y HAC €CTb ABe CLUEHbI, Ha KOTOPbIX
OOJIXKEeH B6blTb OAMH U TOT YKe 06beKT.

CueHa 1 CueHa 2

\*-




HeMHoOro o npedabax

Prefab

Ecnu coxpaHunTb ero B rnpedab, TO Mbl CMOXXEM
000aBUTb TAKOW e OOBbEKT M Ha Opyrme CLueHbl

CueHa 1 CueHa 2

\*-




HeMHoOro o npedabax

Prefab

2

M ecnu Mbl 3aXO0TUM U3MEHUTb B ByayLLeM 3TOT
OODBEKT, TO AOCTAaTOYHO M3MEHUTb Npedab, Nnu
OHY M3 ero Konmm

HoBbIn
cnpanTt

CueHa 1




HeMHoOro o npedabax

Prefab

[Mpedabbl o4eHb MONEe3Hbl MPW Pa3pPaboTKe Urp.
OHWM 3KOHOMAT BPEeMS, OOHAKO C HUMU HYXKHO
PaboTaTb aKKypPaTHO

CueHa 1




HemMHoro o npedabax

O6bIYHO, ANd NpedaboB CO30a0T OTAENTbHYIO
Marnky B MpoeKTe, Mo3TOMY faBanTe TaK U
coenaem

Co3paunTte nanky Prefabs B BalleM MpoeKTe 1 OTKponTe

B Project E Console © Animation 41 Audio Mixer
+ -
v - Favorites Assets
O, All Materials
O, All Models
O‘ .- D . ° g
v [ Assets T ’ 1
[ Prefabs
Bm Scenes Scenes Circle Move Square

» Bm Packages

Bm Assets/Prefabs



HemMHoro o npedabax

[1na co3pgaHuna npedaba
HeobXxoaAMMO NMepeTaLLnNTb
HY>XHbIM OOBbEKT M3 OKHA
Nepapxmmn B OKHO [1poekKTa.

[MonpobywnTte co3aaTb
npedab Hawero nepcoHa)ka.

+~ i
v € SampleScene*
| v@Circle
) Main Camera

7 Square

) Square (1)

) Square (2)

) Square (3)

71 Square (4)

) Square (5)

7 Square (6)

) Square (7)

) Square (8)

= Hierarchy | s

e Project  [{B/onsolex:/{{@ Animatiar 0t Audio Mixer i e R

v

v = Favorites | Assets > Prefabs
O, All Materials |
O, All Models
O, All Prefabs

v [@ Assets
[ Prefabs
m Scenes

# Scene

| shaded

| osGame il AssetStore Animator.
w20 || ® [ |2 |~ g0 ||~




HemMHoro o npedabax

= Hierarchy | S i | # Scene |o®Game @ AssetStore Animator
+~ a: Al || Shaded »|[|[®|w| |~ oo~
I1na MoBTOPHOIo R —

MCMOSIb30BaHUA NPOCTO
OOCTaHbTe 3TK Npedabbl Ha

CLEHY.
Ecnun y Bac 2 kKaMepbl Ha M proect B Console @ Aimation it AudloNiser
CLEeHe, BaM HY)XHO byaeT v Favories [ Aot > rotabs

O, All Materials

yOanUTb NTULLHIOH. S pe . -
v [ Assets
B Prefabs

B Scenes Square




KoHel ypoKa

B 6yayLieM Mbl ellé CTONKHEMCA ¢ npedabaMm U HAaYyYMUMCSH
PenaKkTUPOBATb UX, @ MOKA AaBaMTe C BaMUM B Ka4eCcTBe JOMaLUHEero
334aHMAa CO30aaUM BTOPYHO CLIEHY M C MOMOLLbIO NpedaboB
OBbyCcTpouM eé!

CueHa 1 CueHa 2




A0 BCTpeuMm Ha
cneaymouleM ypoke!

Fam.

Cnacub6o!

.
e



