2D-urpa ping-pong
Ha Unity3D



Cosmaem 1mycTtou (6e3 acceroB) 2D
npoekT Ha Unity. HasoBem ero pong.
CoxpaHuM myctyio cueHny (Bepxuss
Br1aaka MeHio File->Save Scene). Korna
CIIPOCHUT HMsI, MOXXHO BBeCTH YTO-
HHOYZb BpOJie scene_main.



Projects

Project name*

Bnew  [7open

pong

O3D@ 2D [ Add Asset Package ]

Location*

D:\Tanya_work\Unity

Enable Unity Analytics (?2)

Organization*

TatianaRak

@ MY ACCOUNT




HacTpounka kamepbl

HauHem ¢ HacTpoOMKM Kamepbl, YTOOBI
OHa OTOOpakajla Wrpy B IIPAaBUJIBHOM
pasMepe U uBere. Mbl MOXXeM HaCTPOUTD
KaMepy BbIOpAB €€ B MepapXuu CIIPaBa.

= Hierarchy ]
| Create 'i (orAll

Main Camera

i




HacTpounka kamepbl

llanee MOXHO YyBUIETbh HACTPOUKHU
naHHOTO OOBbeKTa B HHCIIEKTOpe. MbI
nnoMeHsieM 1BeT ¢poHa (Background) Ha
YEepHbIM U YCTAaHOBUM HYXXHBIM HaMm
pa3mep (Size):



None (Render Texture)




/

Co3gaem CTeHbl

JlaBatiTe 1OGABMM K HallleMy MPOEKTY 4
cteHbl. U300paykeHHsI CTeH Ha3bIBAIOTCS
Sprite  WiIM  ApyTMMM  (JIOBaMM
TEKCTYPBbI.

/7

HMcnonbsyem 2 ropru30HTAJIBHBIX CIIPANTA
O7s1 BepHEU U HWKHEeHM CTeHbl U 2
BePTUKAJIbHBIX [Js1 JIEBOU U IIPaBOU
cteHKH. 2 ¢arina WallHorizontal.png u
WallVertical.png w3  npumoxeHUS
COXpaHsieM B MANKy IMpoeKTa Assets.




Co3gaem CTeHbl

CripaiiTel cpasy MOSIBASIOTCS B 00J1aCTH
IIPOEKTA:
@ project

........

A ! vigtellals
] vl ,
. ’ Drafah
l

= Assets



Co3ngaem CTeHbl

Ilanee HeoOXOAWMO HMIIOPTHPOBATD
CTeHbl B IIPOEKT, YTOOBI OHH XOPOIIO
BBITJISIZIETH.

Beimensiem 2 cmpaiiTa, YTOOBI Cpasy
IIPUMEHUTH CBOUCTBA K IBYM
M300pAKEHUSAM M TepexoguM B
Inspector.



Co3naem CTeHb!

0 Inspector

ﬂ\\

2 Texfure 205 Import Settlngs

‘Max Size
Format




Co3ngaem CTeHbl

Pixels Per Unit paBHbII 1 03HAa4YaeT, YTO

KK bIN IINKCe/b CTABUTCS B
COOTBETCTBUE 1 €JUHULE UTPOBOTO MHPA.

HacTtpotika MMIIOPTA KaKeTCs
Oecrnone3HoM, T.K. uUrpa OyJeT U TakK
oTTUYHO paboTtars. Ho MOTYyT BO3HUKATD
IIpo06IeMbI C HACTPOUKON PUBHKH.



Co3ngaem CTeHbl

Teneps Haz10 TOOABUTH CTEHBI Ha CILIEHY U
PaCHONIOXUTh UX CUMMETPHYHO BOKPYT
KaMepHl.

Ilnss  5TOTO BBIIEIUM HM300paKeHHe
cteHbl B Project Area u niepeTrsiHeM ee Ha
Scene.



Co3ngaem CTeHbl

= Mierarchy | Pl & Scene € Game

L .
Create * [GrA Y 1| Texeured 1 RGB 2. 20 % <D Effects *  Gizmes * (arAll
Man Camera

Wallvertical

& Project
Create * :
¥ Favorites  Assets drag Into scene
Al Materials B
AN Models
. All Prefabs —— O (>
" All Scripts

m scene_main  WalMerizen. WallVertical

| -




Co3ngaem CTeHbl

Y HaC TOJDKHO IMOSIBUTHCA 2
rOpPM30HTa/IbHble MW 2  BepTHKAaJbHbIE
CTEHKHU.

YT0O6BI COCTAaBUTH U3 HUX MPSIMOYTOJBHHUK C
KaMepou B LleHTpe MOYKHO
HEMmoCpeACTBEHHO IlepeTsAruBaTh WX Ha
ClieHe, a MOXKHO HaCTPOMUTh MX MOJIOKeHUe
yepe3s Inspector.

[locne Bcex  MaHUNYyASUOUU  JOJDKHO
MOJTYYUTCS TAK:



Co3ngaem CTeHbl




Co3ngaem CTeHbl

Ilanbilte  HeoOXOOAWMMO  II€perMEHOBATh
CTeHbI, YTOOBI OBLIIO YI0OHEee X pa3INuYaTh.
JTO OYeHb JIETKO cAenaTh. B okHe nepapxuii
BpIOIpaeM OOBEKT M IlleJIKaeM IIpaBo
KHOIIKOH MBIIIH, BbIOMpass Rename.



CO3nae|v| CTEeHb!

= Hleial’chy =
| Create * (arAl

Main Camera

WallHorizontal

WallHorizontal Copy
WallVertical Paste

RaiNerucal
Duplicate
Delete

Select Prefab

Create Empty

3D Object >
2D Object 4
Light »
Audio »
UI b
Particle System
Camera




! Co3naem CTeHb!

[Tocne  mnepeumenoBanusi  Hierarchy
BBIT/ISAAUT TAK:

..-'E'-Hierarch‘y
o :! < ' . - 4l




Co3naem pun3nKy CTEHBDI

Ceyac y HaCc eCThb CTe€HbI, HO MOKAa OHU
MPOCTO KapTUHKU. OHU He MNpPaBUIBHO
B3aMOIEUCTBYIOT CO Cpefioi U 00 bEKTAMH.
Hano caematp MX HACTOSIIIMMU CTE€HAMH,
YTOOBI PAKETKH M MSYUK He MPOXOIWIU
CKBO3b HHX.

Msr nmomxubel  caenath ux Colliders.
BeiziesisieM Bce CTEHBI B MepPapXUU:



M
" Cosnaem

(PU3NKY CTEHbI
=Hierarchy [

I Create 'l QrAl

Main Camera
WallTop
WallBottom

WallRight
WallLeft

Nlanpiite  HakuMmaeM  kHomky — Add

Component B Inspector u BbiOHpaem
Physics2D->Box Collider 2D



o34aeM (PU3NKY CTEHDI

w7 Inspector | =
- = [IsStatic =
Tag | Untagged : | Layer | Default el

¥ .~ Transform 2,
Position X — Y |— |z 0 ]
Rotation X 0 Y0 'z !
Scale x[1 Iy [1 |2[1 i
v [/ [¥ sprite Renderer %,
Sprite = C)
Color | | 2
Material W Sprites-Default o)
Sorting Layer | Default s |
Order in Layer 0 i

Add Component

Q|

-

Physics 2D

=Rigidbody 2D
@Circle Collider 2D

TBox Collider 2D
aaFdne Callidar 2N




/

-~ Co3gaemM dU3UKY CTEHbI

Teneps y Bcex 4 CTeH eCTh KOMIIOHeHTa Box
Collider 2D B Inspector

Inspector | Fs|
’ @ — [:]Static v
Tag | Untagged + | Layer | Default + |
¥ .~ Transform @ %
Position Xi— Y |— Z 0
Rotation X 0 Y 0 Z 0
Scale X1 Y1 Z'1
v . M sprite Renderer @
Sprite - (o]
Color | | 2
Material & Sprites-Default (o]
Sorting Layer | Default Al
Order in Layer 0
v _ ¥ Box Collider 2D - @ #.
| 4 | Edit Collider
Material None (Physics Material 2D) (0]
Is Trigger L]
Used By Effector L]
Offset X 0 Y 0

Size X — Y |—




Co3naem pun3nKy CTEHBDI

Teriepp ecsii MBI MOCMOTPUM Ha Scene, MbI
YBUJIWM, 4YTO CTEHBI OOBeleHbl 3e/IeHbIM
MpSIMOYTOJIBHUKOM  KOTOPBIE U €CTh
colliders. Ouu BUgHBI TONBKO Ha Scene, B
caMOM Urpe ux He OyzeT BUIHO.

Taxoke MOXXHO BBIOpPATh OZHY TI00YIO CTEHKY,
9TOOBI IIOCMOTPETH ee CBOWCTRA.



O3Aaem

PU3NKY CTEHDI

(3 Inspecton 8=
v WaIITop [_]Static «
Tag | Untagged $ | Layer | Default : |
¥ .~ Transform &,
Position X0 Y 16 Z0
Rotation X0 Y0 Z0
Scale X1 Y|l Zi1
v 5. [V sprite Renderer ¥,
Sprite .. WallHorizontal (o]
Color [ | 2
Material & Sprites-Default ©
Sorting Layer | Default sl
Order in Layer 0
v _ ¥ Box Collider 2D @ %,
Edit Collider
Material None (Physics Material 2D) (o]
Is Trigger L]
Used By Effector (]
Offset X0 Y 0
Size X 50 Y |1




~ PloGasnsiem WrpuXnyHKTHPHYH0-

= JINHUIKO

Ceitvac n1o6aBUM pasaeuTeTbHYIO
IITPUXITYHKTUPHYIO IMHUIO Dottedline.png
13 NIPUJIOXKEHUS B MATIKYy ITPpOeKTa Assets.
[IpousBenem c Hel TaKue Xe MAaHUITY/ISILUU
110 UMIIOPTY, KaK U CO CTEHAMU paHee.
[locne nieperssHeM ee Ha CLEHY IPOEKTA U
YCTaHOBUM ITOCEpegUuHE.

1o/MKHO MONYYUTCS TaK:




9EeM LUTPUXNYHKTUPH




[HobaBnsem WTPUXMYHKTUPHYIO
NUHUIO

T.X. Ha WTPUXOYHKTUPHYIO JIMHHUIO MBI
HUKAKUX  (PU3HMYECKHX  CBOMCTB  He
MTOBECHJIH, IIAPUK OyaeT IposieTaTb CKBO3b
Hee, He COyAapAsCh C HEMH.



/

Co3gaHune pakeTok

HMcrmoneayeM cjiepymoolyo TEKCTYPY [OJis
pakeTok: Racket.png.

CoxpaHUM ee B IMaNnKy IIpoeKkTa Assets.
HMcmonesyem ciiepyoouie HACTPOUMKU I
MMIIOPTA:




Co3gaHune pakeTok
© Inspector

RESNII R Ay dess e
Racket Import Settings

Default

Max Size
Format




Co3gaHune pakeTok

Tx. y Hac 2 wurpoka, pakKeTku OyayT
PACIOJIaraThbCs CJIeBa U CpaBa Mo LEeHTPY.




Co3gaHune pakeTok

[Tepennmenyem paketrku B Hierarchy

= Hierarchy [ e

(arAll

‘Main Camera
WallTor

WallBottorr
WallRight

WallLeft

L3N ,.‘-.A' -
ortedLine

RacketlLeft
RacketRight




dunsnka pakeTok

[Ilapyk gOo/mMKEeH OTCKAKWBATH OT PAKETOK,
IIO3TOMY K  HHM  TOXe  J100aBHM
B3auMozerictBue. Haxxmem kHomky Add
Component->Physics 2D->Box Collider
2D B Inspector.



dusmKa pakeTok

e LT S
es-L

]

None (Physics Material 2D)




dunsnka pakeTok

PakeTKu y UTpOKA JO/DKHBI IBUTAThCSA BBEPX
¥ BHU3 M He TIPOXOAUTh CKBO3b CTeHbI. /15
aToro HaMm ToHagoomuTcsi Rigidbody. Ono
aBTOMAaTHYeCKH OIIpeJiesisseT II0/IOKeHHe
00beKTa GU3UIeCKU NPABUIBHBIM 00OPa30oM.
[losTomy, ecnu B wuUrpe y HAC e€CTb
OBIDKYIIUNCS OOBEKT, A KOPPEKTHOTO
B3anumozercTBus Hy>keH Rigidbody.



dunsnka pakeTok

Ilnst Toro, yro6s1 J06aBUTH Rigidbody a5
HAIlIUX PAaKeTOK, BhIOepeM X B MepapxXyuH 1
B Inspector HOKMEM Add

Component->Physics 2D->Rigidbody 2D.
3arem MbI oTkaYuM B Rigidbody
rPaBUTAIIMIO, T.K. MHaYe PAKETKH OymyT
najath, U 3apHUKCHpPyeM OCb Z , 4YTOO
PaKeTKU He TTOBOPAYUBAJIHCh.



N\
= Punsnka pakeTok

P




[1B>XeHne pakeTokK

Tenmepp Hamo caenaTh TaK, YTOOBI UTI'POKU
MOTJIM ABUTATh CBOU pakKeTKH. [[yss1 aTOTO
HaJO CO3JaTh CBOW CKPUMNT. Beigenus 2
PaKeTKH, HaKMMaeM KHomnky Add
Component->New Script, HazoBem ero
MoveRacket u BeiOepem 361K CSharp.



N\
= [1B>XeHne paKkeTokK




/

[1B>XeHne paKkeTokK

Tennepp [ABaOXABI 1IeKaeM TII0 HalleMy
CKPUNITY B 00/7aCTH IIPOEKTd, YTOOBI

eperTH B cpesly pa3pabOTKH.

23 Project [
Create ~
¥ Favorites Assets
L All Materials
L All Models
‘L All Prefabs O |~ >
L All Scripts \ 17
ﬁ };:- s DottedLine Racket scene_main Wa



MoveRacket.cs # X
.«;ﬁpong.CSharp vﬂ #3 MoveRacket

=

using UnityEngine;
Elpublic class MoveRacket : MonoBehaviour {

// Use this for initialization
=] void Start () {

H

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

}

235% ~



[1B>XeHne pakeTokK

Oynkuust Start  BeI3biBaercst Unity
ABTOMAaTHUYeCKH, KOT/Ia 3aITyCKaeTCsl UTpa.
OyHKITHS Update ABTOMATUY€ECKHU
BBI3BIBAETCS CHOBA 7] CHOBA
pUOTU3UTENHHO 60 pa3 B CEKyHY.

Ecty apyras ¢pyukius FixedUpdate. Ona
BBI3bIBAETCS (PUKCHPOBAHHOE KOJHNYECTBO
pa3 3a UHTEPBAJI BpEMEHU.



[1B>XeHne pakeTokK

®usuka B Unity nepecyuThIBaeTCsi 4depes
paBHble HWHTEpPBaJ/ibl BpeMeHU, II03TOMY
ynobHee ucmonb3oBath FixedUpdate.

T.x. y pakerok ectb Rigidbody mb1 Gyzmem
MCIO/Ib30BaTh CKOPOCTh (velocity) mas mx
nBmwxkeHUsi. CKOPOCTh 3TO TNPOU3BEJIeHHE
HaITpaB/IeHWs AB)KEHHS Ha YCKOpPEeHHUe.
HarmpaBieHus gBxeHUs 3aZaeTcs Vector2.



[1B>XeHne paKkeTokK

[Ipumepsl aBXKEeHUS Vector2.

(x=0, y=1)
(x=-1, y=1) A (x=1, y=1)
(x=-1, y=0) < o P (x=1, y=0)
(x=-1, y=-1) Y (x=1, y=-1)

(x=0, y=-1)



[1B>XeHne pakeTokK

Hamu pakerku OyayT ABHUTAaTbCS TOIBKO
BBEpPX W BHH3, TO3TOMY OYAyT M3MEHSIThCS
TO/IBKO KOMIIOHEHTaA Y. -1 AIBM)KeHUe BHU3, 1
OBIDKEeHHWEe BBepX, O KOrJa He [IBUTAeTCH.
Ilnst OTC/eXWBAHUSL [ABMMKEHHUSI ITI0 OCSIM
ucrionb3dyeM ¢yHkimmo GetAxisRaw. Ona
BO3BpaAlllaeT 1, KOraa HaXkKaTa w, -1, KOT/a S, U
0, KOT/Ia HUYero He HaXXarTo.



[1BMXXeHne pakeTok

using UnityEngine;
using System.Collections;

public class MoveRacket : MonoBehaviour {

void FixedUpdate () {
float v = Input.GetAxisRaw("Vertical");

J
J



[1BXeHne pakeTok

Tennepp  ucnonsdyem  GetComponent,
yToOBbl TIONMyYuTh aAoctynn K Rigidbody
PAaKeTOK U YCTAHOBUTH CKOPOCTbD.

Ilanee 10GAaBUM TMepeMeHHYIO YCKOpEeHHE B
CKPHIIT, YTOOBI KOHTPOJIUPOBATH CKOPOCTH
repeMelneHUs PaKeTOK.

T.x. mepemennas public, MbI MOXXeM MeHSITh
ee 3HayeHue B Inspector, He u3MeHsA
CKPUIIT.



[1B>XeHne paKkeTokK

using UnityEngine;
using System.Collections;

public class MoveRacket : MonoBehaviour {
public float speed = 30;

void FixedUpdate () {
float v = Input.GetAxisRaw("Vertical");
GetComponent<Rigidbody2D=>().velocity =
new Vectorz(o, v);

J



[1BXeHne pakeTok

Tennepp  ucnonsdyem  GetComponent,
yToOBbl TIONMyYuTh aAoctynn K Rigidbody
PAaKeTOK U YCTAHOBUTH CKOPOCTbD.

Ilanee 10GAaBUM TMepeMeHHYIO YCKOpEeHHE B
CKPHIIT, YTOOBI KOHTPOJIUPOBATH CKOPOCTH
repeMelneHUs PaKeTOK.

T.x. mepemennas public, MbI MOXXeM MeHSITh
ee 3HayeHue B Inspector, He u3MeHsA
CKPUIIT.



mﬁ*@ﬁﬂ/

v | M Move Racket (Script) @ %%,
Script - MoveRacket )
Speed 30

using UnityEngine;
using System.Collections;

public class MoveRacket : MonoBehaviour {
public float speed = 30;

void FixedUpdate () {
float v = Input.GetAxisRaw("Vertical");
GetComponent<Rigidbody2D>().velocity =
new Vector2(o, v) * speed;

J



[1Bm>XeHne pakeTokK

Eciiit coxpaHHUM CKPHIT U 3aITyCTHM UTPY, TO
Tellepbh Mbl MOYXEM ITepeMelllaTh PaKeTKHU.
Ho ectb mpo6siemMa, OHU IBUTAIOTCSI BMECTe.
Co3gaarM 1J1s1 BTOPOM PaKeTKH
IOIOTHUTETbHYIO IlepeMeHHYI0 OCh, YTOOBI
MEHSITh BBOJl OCH B MHCIIEKTOPE.



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

Flpublic class MoveRacket : MonoBehaviour {
public float speed = 30;
public string axis = "Vertical”;

// Update is called once per frame

El void FixedUpdate () {

float v = Input.GetAxisRaw(axis);
GetComponent<Rigidbody2D>().velocity = new Vector2(@, v) * speed;




[1Bm>XeHne pakeTokK

MeHsTh OcHu OyZeM Yepe3 BKIaAKy Input.

B meHto cBepxy BoibupaeMm Edit->Project
Settings->Input . 3gech U3MEHUM TEKYILYIO
BEPTHUKAJIBHYIO OCh, TAKUM 00pa30M, 4YTOObI
OHA MPUHHMAJIA KJIABUIIH S U W.






~— [BwKeHWe pakeTok

Ilo6aBuM elile OJTHY OCh

© Inspector
InputManager

¥V Axes
Size

HazoBeMm eé Vertical2 u usmMmeHuMm ee
HAaCTPOUKMU.

/

19|
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~——— [BWXKeHWe pakeTok

/

Tenepn Beibepem RacketRight 1 uzamenum
B ee cCKpumnre Axis:

v || M Move Racket (Script)

Script
Speed
Axis

@
o

- MoveRacket

30

Vertical2

Tenepn pakeTKu OyAyT ABUTATHCS

HE€3aBHUCHUMO.
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Aa4inr

Ilo6aBuM M4 13 ipuaokeHus Ball.png B

Marky npoekra Assets. Mimmoprupyewm ero:
© mnspector [

Ball Import Settings

Default

Max Size
Format




A4

[lepeTsiHeM ero Ha CleH




- Mauk

Hactpoum pusuky aas Msya:
Add Component->Physics 2D->Box
Collider 2D

v ¥Box Collider 2D — L =
| 4% | Edit Collider
Material None (Physics Material 2D) ©
Is Trigger L)
Used By Effector L]
Offset X0 Y 0

Size X1 Yl




Maduk

Msauuk AJOJDKEH OTCKaKHMBATDb OT CTE€H U

PAKEeTOK.
llo6aBumM Physics Material.
[Ilenkaem mpaBOM KHOTIKOU MbIIIU B Project

Area u BbiOupaem Create->Physics2D
Material , koTtopsiii Ha3oBem BallMaterial.

Assets
o /0 0 u o
o 17

CEULEIT R DottedLine MoveRacket Racket scene_ma

Ball



~— Maw

B Inspector MmeHsieM HAaCTpOUKU

© Inspector -i 8 v=

@ BallMaterial @ =

A  Open |
Friction 0
Bounciness 1

3aTreM nepeTsiriBaeM Marepuas us Project
Area B ciioT matepuasioB Ball's Collider

v [¥Box Collider 2D @ %,
| £ | Edit Collider
Material | *BallMaterial | @
Is Trigger L]
Used By Effector L]
Offset X0 Y 0

Size X1 Yil




Maduk

Il st TOrO, YTOOBI MSTYHK ITPABUJIBHO
B3aIMO/IEMCTBOBAJI C UTPOBBIM MHUPOM,
no6asum Rigidbody2D.

Add Component->Physics 2D->Rigidbody
2D

Hactporm KOMITIOHEHTY C/ie IYIOLIHM
oOpa3om






A4

Nanee no6aBuM ckpunt Add Component->New
Script, HazoBeMm ero Ball.

using UnityEngine;

using System.Collections;

public class Ball : MonoBehaviour {
public float speed = 30;

void Start() {
// Initial Velocity
GetComponent<Rigidbody2D>().velocity =
Vector2.right * speed;

J
j



Maduk

Ecu 3ammycTuTh Urpy, mapuk oyzaer He
IIPaBUJIBHO OTPAXATHCS OT PAKETOK, OH OyzeT
B3aHMMOJE€MCTBOBATH JIMHEUNHO.




[Flusing System.Collections;
using System.Collections.Generic;
using UnityEngine;

Flpublic class Ball : MonoBehaviour {

I public float speed = 30;

// Use this for initialization

= void Start () {

//initial velocity

GetComponent<Rigidbody2D>().velocity = Vector2.right * speed;

}

= void OnCollisionEnter2D(Collision2D col)
1

// Note: 'col' holds the collision information. If the
// Ball collided with a racket, then:
//  col.gameObject is the racket




-__,,.,-.----“‘ﬁﬁﬁﬁﬁfi

// EST???:?:?:?:T;?:E%TBH‘is the racket's position
// col.collider is the racket's collider
if (col.gameObject.name == "RaketlLeft")
{
// Calculate hit Factor
float y = hitFactor(transform.position,
col.transform.position,
col.collider.bounds.size.y);

// Calculate direction, make length=1 via .normalized
Vector2 dir = new Vector2(1, y).normalized;

// Set Velocity with dir * speed
GetComponent<Rigidbody2D>().velocity = dir * speed;

}
if (col.gameObject.name == "RacketRight")



// Calculate hit Factor

float y = hitFactor(transform.position,
col.transform.position,
col.collider.bounds.size.y);

// Calculate direction, make length=1 via .normalized
Vector2 dir = new Vector2(-1, y).normalized;

// Set Velocity with dir * speed
GetComponent<Rigidbody2D>().velocity = dir * speed;

}
}
float hitFactor(Vector2 ballPos, Vector2 racketPos, float racketHeight)
{

// ascii art:

// || 1 <- at the top of the racket



"l B

iff O <- at the middle of the racket
L
1/ -1 <- at the bottom of the racket

return (ballPos.y - racketPos.y) / racketHeight;



