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Plan:

YT0 Takoe
“Mnatdopmep”?
[1B>xeHne obbekTa

LHobaBnsieMm NpbIKKK

Jyywinn anropmutm ong npbipkka
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Y10 Takoe “lnatdopmep”? _t

[TnaTpopmep - XaHP KOMMBIOTEPHbLIX UTP, B KOTOPbLIX OCHOBHOW
4epTOW UrPOBOIO NMpoLecca ABMSAETCA NpbiraHme rno nnardpopmam,
nasaHbe Mo JnecTtHuuaMm, cobupaHue npeamMeToB, OObIYHO

HeobxoauMbIX Ans 3aBepLeHUA YpOBHA..




Kak co3aaTtb npoekKkT?

[Ona nnatdopmepa Ham noHagoodutcs 2D:

< Unity 2018.1.6f1

Platformer 2D

C:\Users\Sten\Documents\Unity

‘. OFF ) Enable Unity Analytics @

Create project

*oTKNo4YnTe Unity Analytics, Mbl NOroBOpUM 00 3TOM MO3Xe.

Fro|jecis Learn - Open (W) My Accoun




[1BNXKeHne oobLeKTa

[lepBaga 1 o4eHb BaXXHas YacTb HaLLEero nratgopmepa - ero
nepemeLleHue n nnatgopmel. na nepemelteHms B Unity Mbl

ncnonb3dyem transform.position. 310 HE pusnyeckoe
nepemMeLleHne, Mbl NPOCTO MEHSAEM KOOpANHATLI 00bekTa. Taknum
obpa3omM, 4TODObI UBMEHUTL MO3ULMIO, Mbl AOMMKHbI NepeaaTh
napamMmeTpbl TUNa Vector 3aTOMYy METOAY.

Hanpumep:

transform.position = new Vector2 (transform.position.x + s

pd, transform.position.y);

Ho, nydwe ncnonb3oBaTb cbmsvmy I'I03T0|\/|y, panbLue noroBopum
O Velocity.




Velocity

CkopoCcTb OOBbEKTa - 3TO CKOPOCTb U3MEHEHUSI €ro MOSIOXKEHUS
OTHOCUTENbLHO CUCTEMbI OTCYETA. TaK YTO 3TO HaNpPAMYI0 CBA3aHO
CO CKOPOCTbO 1 YCKOPEHUEM HALLEro UrpoKa.

Kak ee ncnonb3oBsartb?

1. [Ansa Hayana Heobxogmnmo gobaBuTb Rigidbody2D UIPOKY.
2. [anee HanucaTb cneayowmin Kog ans ABMXeHns BnpaBo:

if (Input.GetKey(KeyCode.DownArrow))

{
rb.velocity = new Vector2(0.0f, 1.0f);

/

Rigidbody2D rt = gameObject.GetComponent<RigidBody2D>();



[MnaTtdopma

Tenepb gaBanTe co3gagum natgopmy:
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CBoucrTBa 00lIeKToB

Ham HeoOxogoumbl OBa cBoucTBa Anslt urpoka: RigidBody2D wu
Collider 2D. Ham Hy)HO 3TO Ansa TOro, 4tobbl coeAuHUTb 2
obbekTa, UTObbI caenaTb UX “usnyecknmmn’.

BOT KaK 370 BbIMMSAAMT. RigidBody2D — faeT sum ams 3
HaMm rpaBUTaLMIO, TUM oObekTa U TAa. """ “

Collider no3BonsieT MeHATbL obnacTtb i |
COMPUKOCHOBEHUSA C APYrMMU OObEKTaMM. ' i 3l
[lTnaTgopme BbiCTaBnAeM TonbKo collider, ' ' |
TaK Kak Mbl He HyXaaemcsi B ee (p13nuecky: .Q...,a -
REl i oo

Used By Effector (]

Used By Composite | |

Auto Tiling ]
Offset X 3.576279 Y -0.44593¢
Size X11.,594352 Y 1.130231
Edge Radius 0

» Info



[lob6aBnsem NpbIKOK

[na npbiKka Mbl TOXXE MOXXEM UCMOoNb30oBaTh transform.position HO
B TAKOM Crly4yae y Hac He byaeT dmsukn. Tak, Ansa peLeHna aTom
3ag4n Mbl bygem ncrnonb3oBatb AddForce

player.AddForce (new Vector2(of,jumpForce));

Kak ato pabotaet? MeTtoa AddForce npuHUMaET Vector2 nnu
Vector 3, KOTOpPbIE YKa3blBalOT HACKOSIbKO CUIlbHA AOSMKHA ObITb
cuna U B KakOM HarpaBneHun OHa OyaoeT NPUMEHATbCA. ITO
MOXET ObITb (x,y) Unun(x,y,z).

9710 byneTt paboTtaTb TONbKO ¢ 0O0bekTamu Rigidbody (B HaLleMm
cnydae Rigidbody2D, NOTOMY 4YTO Yy Hac 2D NpPOeKT).

UToObl nerde ObINIo Nogbupartb cuny MNpbiKKa, MOXHO co3daTb
nepemMeHHylo jumpForce — 3TO nepemMmeHHas Tuna float koTopas
yKasbIBa€T CUIY NPbIKKa.



Koanm

Cenyac Ham Hago HanucaTb CKpUNT AOns Urpoka, KOTOPbIN
3acTaBUT ero ABuUratbCcsd, Ncnonb3ys cBoUCTBO Velocity, a Takke
npbiratb, ucnonb3dya metod AddForce();

[Ona nnatdopmi ckpunt He TpebyeTtca (ypal).



[lpakTUKa

Now, lets code!
d Cospatb NpoekT - “INnatdopmep”
d [Nobasutb ABUXEHUS, UCNOMNb3y4 velocity
d [lob6aBnTb BO3MOXXHOCTL MNpbiratb

*Ecnun Bce caenaHo => +5 exp

** Bonus exp:

*A—L d  3anpetutb NPbBKKK B BO3AyXe (+3 exp)

d [lepBbiK, KTO BLINONHNUT OCHOBHOE 3ajaHue (+1
> 4 exp)

d Cosgartb ManeHbkuimn Mmp n3 nnatgopm (+2 exp)

— -
[Tocne npakTukn y Tebsa byaet 30-T MUHYTHbLIW TECT
c 10-t0 Bonpocamum,.
Kaxabin TECT MUMEET TOJSIbKO OAUH NpaBUSibHbIN

OTBET.



