YnpaBrneHune 2D nepcooHaXXem



e public float horizontalSpeed; 3anagum 0.1

. float speedX;

_ 3agagum 5
* publicfloat Vertimpulse; 5 uerme cnne

* Rigidbody2D rb; NpuKnagbiBaemMou K

RigidBody npu npbikke
[lepemeHHas igidBody npu

CCbIJIKa Ha
RigidBody

* void Start () {
o rb = GetComponent<Rigidbody2D>();

* ] NHnunanusnpyem nepemMeHHyo



MeToa, KOTOpPbI ODHOBMSIETCS HE Kaxkabl Kaap, a
yepes onpeaeneHHoe Bpemsi. YoobeH npu pabote ¢
{ RigidBody

private void FixedUpdate()

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

speedX = -horizontalSpeed;

}
else if(Input.GetKey(KeyCode.D)){

speedX = horizontalSpeed;

}
if (Input.GetKeyDown(KeyCode.Space)) {

rb.,&lcﬁ)gﬁgarglé’l new ggt%rZ(O, Vertimpulse), ForceMode2D.Impulse);

)

transform.Translate(speedX, 0, 0);
speedX = 0;
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Tectnpyem

 [ToBTOpHOE Ha)aTue npodena no3Bosiiem
netaTb

« 3aBOAMM JIOMMYECKYI0 NEPEMEHHYIO
* bool isGrounded;
* 1 nameHsem CTpouky

e if (Input.GetKeyDown(KeyCode.Space) &&
isGrounded)

*



private void OnCollisionEnter2D(Collision2D collision) { Merton

if (collision.gameObiject.tag == "Ground") { cpabaTbiBaeT
isGrounded = true; koraa
} KOHTaKTUpyeMm C
Konangepom
i apyroro obbekTa

private void OnCollisionExit2D(Collision2D collision) MeTtoa cpabatbiBaer

{ KOrda nepecraem
if (collision.gameObject.tag == "Ground") { Kacarbest ©
i<G d d _ false' KONlangepom gpyroro
Isbroundea = ’ obbekTa

}
}



[ToBTOpSsiem LLIabGnoH
N JK3eMnnapbl LWabroHa



Lnnhwhe

Co3naem kyb

[lobaBnsem emy RigidBody
[lenaem ero wabrnoHoMm
Yoanaem us Mepapxum

Co3gaeM cLeHapun, NpncoeauHsaem ero K
Kamepe

public GameObject cubePrefabVar;

 void Start () {

. Instantiate(cubePrefabVar);

°}

« CBa3biBaeM none cube Prefab Var ¢ LuabrnoHom

* [lepemeLtaemM CTPOYKY
Instantiate(cubePrefabVar); B void Update()






