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<PDevelopeR/>

[TnaTtdpopma Unity

lnamagbopma Unity, ocmaHHIM 4acoM 8ce wupuie 3acmoco8yembCsi He
niuwe 0Ons po3pobku izop, a U Ofi CMEBOPEHHS I[HMepakmueHo20

IHmepgbeucy pisHUx dodamkis.
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i'lnaTobopma Unity

<PDevelopeR/>

s cmeopeHHs nepwoz2o npoekmy 6 Unity HamucHimb “File”->"New

Project”.

File [dit Assets GameObject Component Window Help

New Scene Ctr+N  gr| @ Local | umm

Open Scene Ctrl+O # Geane

Save Scen

Save Scen
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Open Proj

Save Proje
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[TnaTtdopma Unity

Y 8ikHI «Scene» mu 6ydemo b6adumu eci ieposgi 0b'ekmu 0 4yac
pPO3POb6KU.

Y eikHi « Game» mu 6a4umo 06 eKmu mak, 5K 80HU 8i00bpakarombCsi 8
Kamepi .

I # scene | € Game £ Asset Store

| Shaded ~||2p || % | <) | &I Gizmos v| (GrAll




[TnaTtdopma Unity

Y 8ikHI Inspector sidobpakarombcs eriacmusocmi 8cix 06 ekmis.

File Edit Assets GameObject Component Window Help

O (4| S| = o

= Hierarchy | & = | # Scene | € Game

£ Asset Store

(> 11 [bi]

<PDevelopeR/>

[ & Collab ~ ] @ [Account v] [Layers

M ] [Layout v ]

= Io Inspector lSel’viceI i

| Create '7‘770'/-'\” Shaded
v € untitled*
Main Camera

|20 || @ | <) | 27|

Gizmos

arAll

“_'A' ¥ 'Main Camera
Tag | MainCamera #| Layer | Default %]

[_] static ¥

¥ .~ Transform *,
Position X 0 'Y 0 Z -10
Rotation X 0 Y 0 Z0
Scale X1 Y1 Zi1
v ¥ camera %,
Clear Flags Skybox ™
Background P
CullingMask  [Evenhing 1]
Projection Orthographic &
Camera Pre Size 4.976334
Clipping Planes Near 0.3
Far 1000
Viewport Rect
X0 Y 0
wi1 H1
3 Project | Bl console & .= Depth 21!
| Create ~ Q IR RS Rendering Path Use Graphics Settings 4 |

v 17 Favorites A:Asset-s

This folder is empty

Target Texture

None (Render Textu ©

Occlusion Culling ¥
HDR ]
Target Display Display 1 ™
& ¥ GUI Layer i %
w ¥ Flare Layer (i =

() ¥ Audio Listener T

[ Add Component J
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[TnaTtdopma Unity

B nanui Projects 3Haxooumecs narnka Assets, 8 Hiu 36epicatombcsi &Ci

gausnu, wo Mu 8UKOPUCMOBYEMO.

= Hierarchy | +=| # Scene € Game £ Asset Store
| Create +| (@Al Shaded 7|20 |[ % | ) | Iz Gizmos ~| (arAll
v € untitled* =

Main Camera

D | &[S [* |

| B3 Project I B Console.

¥ | /Favorites | Assets
(L All Materials

©L All Models

(L All Prefabs

(©L Al Scripts

This folder is empty

“= Assets




opMa Unlty

<PDevelopeR/>

B nanui Assets, 0ns 3py4YHOCcmi CcmeopuMo nariku, 8 sKux 6yoymsb

3bepicamuchk 306paXeHHs, ckpunmu, ripegabu, mouwo..
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[TnaTtdopma Unity

O6 ekmamu e Unity moxxe 6ymu w0 3a8200H0:

) =)
Gl €D

KHorika byodierns

JIroOuHa
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MNnatdopma Unity

3 kumu OOI

HacnigyeaHHA
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[TnaTtdopma Unity

Knacu - ue, no cymi, wabrioHu, 3a SKUMU MOXHa cmeoprogamu
0b6'ekmu. KoxeH o6'ekm micmume OaHi i Memoou, Kompi MaHiryJsitorms

uumu 0aHUMU.
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[TnaTtdopma Unity

lNMonimopgpiam

lMonimop@piam — eriacmusicmp, ska 003807/15€ OOHe | me came IM’s
guKopucmosygsamu Orid 8UPILEHHS O€KINIbKOX MEeXHIYHO PIi3HUX 3adad,
mobmo OCHOBHOK MemOoK [10/1IMOPI3MYy € B8UKOpUCMAaHHA OOHO20

IMeHi 01 3a0aHHSA 3az2aribHux Kracy Oil.

Shape

draw()
erase()

move()

getColor{)

setColor{)
i)

Circle Square Triangle

Flip¥ertical ()
FlipHorizontal()
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[TnaTtdopma Unity
HacnidyeaHHsi

HacnidyeaHHs1 — ripouec, 3a805iku skomy 00uH 06’ekm moxxe ripudbamu
gracmusocmi iHWo20, mobmo Hacnidyeamu ernacmusgicms [HUW020

obekmy i do0asamu pucu xapakmepHi miribKu 051 Hb020 caMoe2o.
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[MnaTtdopma Unity
IHkancynauyis

Lle gpyHOameHmMaribHa 06'ekKmHO-opieHMo8aHa KoOHUenuyis, uo 00380715€

«yrnakogysamuy I «rpuxosygaHHs» OaHi. [lepesazu:

» KoHmporsnb docmyny;
* KoHmporib uinicHocmi / eanioHocmi OaHuXx;

» Moxnusicmb 3miHU peari3auil.

~ %

Class

—
L

Methods

Encapsulation <

— &
"  Variables




[MnaTtdopma Unity

<PDevelopeR/>

O6'ekm “Main camera” — ue 2o5i08Ha Kamepa, 4yepe3 Ky mu bydemo

ba4umu, ece, W0 8i0bysaembcs y 2pi.

[ + EFEAIE

]

| & collab - | @ | Account ~ | [Layers - ||Layout |

= Hierarchy & .= #Scene € Game £ Asset Store o= © Inspector | Services &=
| create - | (G7ATl | Shaded z|| 2o | <) | | Gizmos *| (@Al \:’ i A
v €0 Untitled* = . =
Tag | MainCamera #| Layer | Default |
¥ A Transform %,
Position X -0.1 'Y 1.08 |Z}-10
Rotation X 0 Y |0 Z0
Scale X 10.8509Z Y 0.85092 Z 0.8509Z
v& ¥ camera *,
ClearFlags  [shbwx_ 1]
seckorond |
Culling Mask
Projection Orthographic 2
Camera Preview Size {4.976334
Clipping Planes Near 0.3
Far 1000
Viewport Rect
X0 'Y 0
w1 H 1
@ Project [ console Depth -1
s ety [ | * Rendering Path Use Graphics Settings
¥ | /Favorites | Assets Target Texture [None (Render Textu| ©
O\ - ; 3
t"-»‘:::: ::z:r:ls This folder is empty :;t:usmn Culling
© All Prefabs
©\ All Scripts Target Display Display 1 :
———— &' ¥ GUI Layer %,
w ¥ Flare Layer %,
¥ Audio Listener %,




7 B <DevelopeR/>
[TnaTtdopma Unity
3aeaHmaxumo 00 nanku  Images, 300paxeHHs, AKI MU
gUKopucmosysamumeMo 8 sSKocmi Hawux ob6’ekmie. [na ubo2o

rnepemszaHime 306paxeHHs y 8i0rnoegioHy narky 8 Assets:

@ Project . [ Console

JCreate 7
¥V Favorites |Assets » img
(©L Al Materialg

©1 All Models

C" All Prefabs

¥ il Assets

== img.

: [lepemsicyeamu 306paKeHHsi
cnid y ekazaHy obracmsb

| Platform

W Prefabs
W Script
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[NnaTdopma Unity

B 3aknaoui Inspector, nepekoHaumecsb, wo murn mexkcmyp Sprite (2D

and Ul):

© Inspector Fj‘em’hu adq
~~ soccer-ball-png-5a353ee08 %,
& (Open]
Texture Type Sprite (2D and UI) #
Texture Shape | 2D 4]
Sprite Mode | Single s
Packing Tag | |
Pixels Per Unit 100 |
Mesh Type | Tight &)
Extrude Edges = O 1 ‘
Pivot | Center al
Sprite Editor
b Advanced
Wrap Mode | Clamp s ]
Filter Mode | Bilinear &l
Aniso Level o yom— | ]
Default [ k3
Max Size | 2048 3|
Resize Algorithm | Mitchell |
Compression | Mormal Quality &)
Format Auto :
lse Crunch Compre |
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[lnaTtdopma Unity

HanawmyeaHHs1 0nisi pobomu i3 06 €Kmom:

"lm% =l [ 'iCenfel'l & Local ] m [ @ Collab = ] = [
= hy ‘ @ -=| #FScene € Game  fiAsset Store ” - -
L NG || haded =[ 20 || % (@) | &dio] T
v € Untitled* =
Main Camera

[NepemiLLdHeBREISOEMIAETE6 ckTa




[TnaTtdpopma Unity

<PDevelopeR/>

LIJ]o6 cmeopumu Hosulu 06’ ekm HamucHimb “Game object” -> “Create

Empty”.

File Edit Assets GameObject Component Window Help

3 Project [
v %Tr—'[-:_a_vorites
©L Al Material:

©L Al Models

Particle System

Camera
Center On Children

Make Parent
Clear Parent
Apply Changes To Prefab

Break Prefab Instance

Set as first sibling

Set as last sibling
Move To View

Align With View
Align View to Selected
Toggle Active State

[ @ S l |  Create Empty Ctrl+Shift+N
Stiierarchy ]  Creote Empty Child Alt+ShiftsN
| Create | AT~ 3D Object
v € Untitled* 2D Object
] Main Camera ]
Light
Audio
ul

Ctrl+=
Ctrl+-
Ctrl+Alt+F
Ctrl+Shift+F

Alt+Shift+ A
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[TnaTtdpopma Unity

[lpue sxxemo 0o o0b6'ekma kapmuHKy. Hnsa ubo2o 8 Add Component

obepemo nyHkm Rendering:

+= | © Inspector Services aoe
\‘.;i @ [GameObject | | Static ¥
Tag | Untagged 4| Layer | Default |

# Scene £5 Asset Store
| Shaded | o | <) | I | Gizmos *| (GrAll

¥ A Transform %
Position X 0 'Y 0 1Z0 \
Rotation X 0 'Y 0 'z/o }
Scale X1 [ Y1 {211 |

Rendering

W Flare Layer

L/ GUI Layer

\/ Light

7 Light Probe Group

Light Probe Proxy Volume
— Reflection Probe

& -= M Occlusion Area

= 21D % | gy Occlusion Portal

@7 LOD Group

This folder is empty

“J Sprite Renderer
(@ Canvas Renderer
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[TnaTtdpopma Unity

HamucHimb Ha no3Ha4yKy b6ins Sprite, y 8ikHI, W0 3’968umbcs obepimb iM’

A 8awoeo .png (.jpg abo x .svqg) chauny:

.= | © Inspector l &=
] rAll _ ) = e — —— e ] I
= Hierarchy l o -= Scene | € Game £ Asset Store
| Create | (arAll Y |l | Shaded r|[20 || % |<) | & Iz

v Q:Less_l* v=

Main Camera
2000px-Football_(soccer_ball).svg

None
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[TnaTtdopma Unity

[lpocmiwut crocib - nepemsigHimb KapmuHKYy 3 nariku 8 poboyy 30HY,

asmomamuyHo byde cmeopeHo 06’°ekm i3 3a0aHUM PEHOEPOM:

= Hierarchy »=| # Scene € Game £5 Asset Store
| Create ~| @A a_—l | Shaded -| |20 || % | <) | &I
v & Less_1* =

Main Camera

Platform

2000px-Football_(soccer_ball).svg

[ console

@3 Project

i Create 7

v \J,} Favorites
©L All Materials —
5 -

©) All Models |~ f e -
8 @b w0

(©1 All Prefabs
-

¥ Gl Assets il
2000px-Fo.. Platform

| Assets » img

W Prefabs
W Script
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[Tnatdopma Unity

<PDevelopeR/>

3anycmime 2py:

M + EXEAEIS] COmaeee

= irarchy # Scene € Game i Asset Store
| Create ~| @Al ) ||| shaded =l 20 || % | <) | &z

Bu nomimunu, wo o6’ekmu rnpocmo 3anuwarombsCs Ha C80IX rNMo3uuisix:




<PDevelopeR/>

[Tnatdopma Unity

Ha OaHomy emani ob’ekmu — ue mirlbKu KapmuHKuU. bBbyOb-axkul
i3uyHUlU 06’ekm Mae macy, Ha Hbo20 die curia MSXXiHHA, mepms, 8iH

80s100i€ KoegbiluieHMOoM rpyxHocmi, mouo.




<PDevelopeR/>

[Tnatdopma Unity

Lodamo Hawum ob’ekmam bidudux enacmusocmel. 3adamo ob’ekmy

mMacy i cury msKiHHS, Wo Ha Hbo20 OismumMe:

Gizmos 7 |

Physics 2D

“» Rigidbody 2D
B Box Collider 2D
@ Circle Collider 2D
@aEdge Collider 2D

@ Polygon Collider 2D
0 Capsule Collider 2D
& Distance Joint 2D
= Fixed Joint 2D

®~ Friction Joint 2D

« Hinge Joint 2D

“4 Relative Joint 2D

« Slider Joint 2D

= Spring Joint 2D -

,'3 j 'l 4-1 ‘lL;i Add Component




<PDevelopeR/>

[NnaTtdgopma Unity

HanawmyesaHHs Rigidbody:

v~ Rigidbody 2D ? ol .
Body Type Dynamic | TI'/!!'! R! \/
Material ‘None (Physics Mat © M?‘rggg'ngg{
Simulated
Use Auto Mass L)
e 885375 | —laca-obexTa
Linear Drag 0 | HHHAHECCROBIABHEHHR
Angular Drag 10.05 ]
Gravity Scale 1 |
Collision Detection | Discrete 3
Sleeping Mode | Start Awake 2]
Interpolate | None |

¥ Constraints
Freeze Position [ X [ ]Y
Freeze Rotation [ |Z

~ Info




<PDevelopeR/>

[MnaTtdopma Unity

[loku wo 3adaHi enacmueocmi rnog’si3aHi 3 0esIKOK0 YSBHOK MOYKOH
(ueHmpy mac ob’ekma), cni0 38’3amu ix i3 camum 06’ekmom 3a

dorniomozoro Collider:

+=| © Inspector | Services 2
J &a '2000px-Football_(socce| [_] Static
Tag | Untagged 4| Layer | Default

Gizmos v | (GrAll

v i . R PPN

Al Q]

4_)51

4 Physics 2D
~* Rigidbody 2D
<| M Box Collider 2D
{ : ICircle Collider 2D
@aEdge Collider 2D
@ Polygon Collider 2D
! Capsule Collider 2D
< éDistance Joint 2D
= Fixed Joint 2D
*~ Friction Joint 2D
| & Hinge Joint 2D

% Relative Joint 2D
« Slider Joint 2D

= Spring Joint 2D

Add Component




<PDevelopeR/>

[Tnatdopma Unity

Llodaume Poligon Collider 2D esawiitu ocHos8i i 3arnycmime :

Bu nomimunu, wo mM’a4 ynae | 3yriuHuecs. B peanbHomy ceimi ue He
MOX/IUBO, aoXe Haeimb Memarsieea KyrnbKa 3pobumb He3HaqyHUU

8I0CKOK.



B <DevelopeR/>
[Tnatdopma Unity

Ham cnid 0oO0amu we 2 i3u4Hi napamempu: MpyXHicmb ma cursy
mepms. s ubo020 cmeopuMo 8 nanui Assets nariky Materials 6 Hitl nkm

->Create->Physical Material 2D:

(O [+ BN =[] [@5) [ arivet | @Local | I
= Hierarchy | & .= i Scene G Folder
| create -| (AT || Display 1 || Free. i
v € Manip* C# Script
~ Main Camera o 3 Shader >
: reate
GameObject : Testing R
32278_194_lg Show in Explorer
Playables >
Open L
Assembly Definition
Delete
Scene
Open Scene Additive
Prefab
Import New Asset...
Audio Mixer
Import Package >
Export Package... Material
Find References In Scene Lens Flare
Select Dependencies Render Texture
Lightmap Parameters
Refresh Ctrl+R
- Custom Render Texture
Reimport
—— Rei t Al Sprite Atlas
r0j eimpol
*& Project Gen £ Sprites >
Extract From Prefab Tile |

P
Open C# Project Animation
Animator Override Controller
v &5 Assets Avatar Mask

Wl Animations | irndline

&5 Images

™ Materials

&3 Prefabs

W Scripts

Run AP| Updater...

Physic Material |
I Physics Material 2D

T

Animator Controller

GUI Skin




<PDevelopeR/>

[Tnatdopma Unity

[1iobepimb 3Ha4YeHHS [IPYyXHOCMIi ma cusniu mepms | npuedHaume

cmeopeHuUl Mmamepias 0o Koriaedpa m’a4a:

| @ Inspector Services - -
e~

— | # Scene | € Game £ Asset Store
Shaded x| 20 || % | <) | &Iz | Gizmos v | (GrAll

= Hierarchy—l
| Create | (axAll
v Less_1* v
Main Camera ]
Platform

Position  X|-259 |Y[221 12[0
© Inspector | s Rotation X0 Y0 |20

Scale % 0.1002 Y 0.1002 Z 0.1002
V. Ball L,
| Open |

» 51l ¥ Sprite Renderer @ %
v~  Rigidbody 2D .

Body Type Crr—
Friction 0.1 Material 'None (Physics Ma ©
Bounciness Sl
Use Auto Mass L
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision Detection | Discrete 4]
Sleeping Mode | Start Awake 3]
Interpolate | None 4]
» Constraints
» Info
Project | [ console e v @ circle Collider 2D (@ %=
| Greate - 3 L4 |% | * | A | Edit Collider
v *'Lf} Favorites Assets » Materials ' . Materal *Ball 5
J Is Trigger -
Used By Effector [ |
Offset
— X0 Yo
Ball Radius 10.62
| 3 » Info
Wl Prefabs
W Script Sprites-Default =
» Shader | Sprites/Default -
[ Add Component J




<PDevelopeR/>

[TnaTtdgopma Unity

AKwWo 8u rnnaHyeme suKkopucmosgysamu Oekifibka oOHakosux ob’ekmis,

mo wob KOXHO20 pa3sy He Hanawmosyeamu 6Ci napamempu, MOXHa 3

ICHyto4020 06°ekma cmeopumu 3a20mosky Prefab:

= Hierarchy |
| Create ~| (arAll

2000px-Football_(soccer_ball).svg

—
@1 Project [ consble
| create -| o @
¥ | /Favorites | Assdg - Prefabs
©L All Materialg N/
©L Al Models
(©1 All Prefabs
v il Assets SR S
% img 2000px-Fo.. Platform
Gal Materials

Wl Script



<PDevelopeR/>
HouvipHi 06’ekTn B Unity
Unity sukopucmosye koHuenuiro rnio Hazeoro Parenting. [ns moeo, wob

3pobumu b6yob-skuu GameQObject Oo4ipHiM Ons iHWO20, rnepemicmimea

baxxaHuu Oo4ipHiu 0b6'ekm Ha 8i0nogiOHUU bambkieckKuu 8 hierarchy.

| = Hierarchy | =

Create ~ | (arAll

¥ GameObject - bambkKiecbKU

ﬂoqip HilUl = GameObject




<PDevelopeR/>

B3aemMmHuu pyx ob’ektiB B Unity

Cmeopumo rnopoxxHiu 06’ekm, 8iI0HOCHO sIKo20 byOe 8UKOHy8amucChb pyX,

B HESc
—

= Hierarchy I

Ha3eeMo Uozo Cube: Lsoyral G shad
v &Less_1* =
~ Main Camera
2000px-Football=(soccer=ball).svg
= Hierarchy | - . I Cube I
| El‘ea_te r| (erAll ~ nepemﬂeHlmb
v € Manip* v=
' Main Camera 3830m08Ky Ha
cmeopeHuUU rNMOopPO>KHIU
J
ob6’ekm
Copy
Paste
Rename
Duplicate
Delete
Select Prefab ‘& Projegt L_E] Console \\ \\
| create -]
Create Empty ¥ |/ Favorites Assets » Prefabs\ )
. ©0 All Materials V>
Do : ©] All Models
(L All Prefabs
¥ il Assets __
& img 2000px-Fo.. Platform
&3 Materials |
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B3aemMmHuu pyx ob’ektiB B Unity

| | Shaded |20 || % | <) | &I | Gizmos ~| (GrAll

| Create | (@Al
v QLess 1+

“= Hierarchy | = # Scene | € Game £ Asset Store
—

Main Camera
2000px-Football_(soccer_ball).sva
¥ Cube
Platform
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B3aemMmHuu pyx ob’ektiB B Unity

Looaume we mpu nnnamagopmu, wob suuwos Keaopam:

= Hierarchy | @ .= i Scene | € Game 5 Asset Store.
| Create ~| (arAll O || | shaded *|[2D || % | @) | iz | Gizmos ~| (@Al
v QlLess_1* =

Main Camera
2000px-Football_(soccer_ball).svg

¥ Cube

Platform (2)

Platform (3)

Platform (1)

Platform




B <DevelopeR/>
B3a€MHVIM pyx o6’ekTiB B Unity

Budinimb 6bamekiecbkuli 06°ckm (Cube) ma rnosepHime U020 Ha rneeHul

Kym




<PDevelopeR/>

B3aemMmHuu pyx ob’ektiB B Unity

Cmeopimb cucmemMy rnoxusnux raowuH, wob 3mooesnitoeamu rpouec

cmyrniH4acmozao rnaoiHHs

= Hierarchy | = 3 Scene | € Game £ Asset Store
| Create | (arAll Y || Shaded |20 || % | <) | &7 | Gizmos | (GrAll
v €Less_1* -

~ Main Camera
2000px-Football_(soccer_ball).svg
¥ Cube
Platform




Ckpuntu C#

Cmeopumo ckpurnim. Lnsa uybo2o rnepeldemo

Create->C# Script, 3a0atime Ha3gy Ckpunma:

NI S EAlo

@] [ vpivot | ®Local |

<PDevelopeR/>

8 rariky Scripts->rnkm->

(> 1

= Hierarchy # Scene € Game 5 Asset Store Folder
| create ~| (@Al | Shaded 20| % <) | &7
v Q 7o = C# Script
~ Main Camera Shader >
¥ GameObject Testing >
32278_194_lqg
Playables >
Assembly Definition
Scene
Create Prefab
Show in Explorer
Audio Mixer
Open
Delete Material
Lens FI
Open Scene Additive it
Render Texture
Import New £sset... Lightmap Parameters
Import Package 4 Custom Render Texture
Export Package...
Sprite Atl
W] ‘El Console . Find References In Scene it
: ! - - N Sprites >
| create - | Select Dependencies
75 5 T = Tile
¥ | Favorites Assets » Scripts
Refresh Ctrl+R

@\;,All Materials :
©1 All Models \ Reimport
©1 All Prefabs

©) Al Scripts Reimport All

v il Assets Extract From Prefab
;;\::;:tsions Run APl Updater...
:::arl;asls Open C# Project

Animator Controller
Animation
Animator Override Controller

Avatar Mask
Timeline

Physic Material
Physics Material 2D

GUI Skin




<PDevelopeR/>

Ckpuntu C#

Biokputime ckpunm (rnodsituHuul Knik Ha ¢haurii):
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Beam 1 : MonoBehaviour {

// Use this for initialization
void Start () {

¥

// Update 1s called once per frame
void Update () {

¥



<PDevelopeR/>

Ckpuntu C#

Ckpunim eu3Ha4dae mifibKu rfaH KOMIMOHEeHmMa, a onke, U020 KOO He
byOe akmueosaHul 00 mux nip, OOKU €K3eMrsisip ckpurma He byoe
npueoHaHuu 00 igposo2o o0b'ekmy. Bu moxeme rnpukpinumu cKpurnm
nepemsayeaHHsaM (o2o i3 Assets Ha iegposul 06'ckm 8 naHersli

Hierarchy abo yepe3s sikHo Inspector obpaHo20 iepo8o2o ob'ekma.

=] © Inspector | o

= Hierarchy | o= 3 Scene | € Game £ Asset Store
Creats, T Simee s S (J ¥ [GameObject (] Static v
rQManipt = " Tag (Untagged__3) Layer [Dsfa.__¢
Main Camera ag | Untagge 4| Layer efaul 4
GameObject ¥ .~ Transform *,
3227 Position X|-4.89 Y |-1.82 Z 0.6751Z
Rotation X0 Y0 Z-0.55
Scale X1 Y1 [Zj1
v|c| MBeam_1 (Script) @
Script Beam_1 (]
[ Add Component ]
@ Project Ca‘soll &=
| create | L) g IR I
¥ |/ Favorites Ass¥€T Scripts
©) aterials -
(#

ssssss
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Ckpuntu C#

3MIHHa

Lle komipka namsmi 8 siKiu 36epieatombcs 0aHi.

Zminna_x
\/
[locnicosHicmb Oiu ripu pobomi 3i BMIHHUMU:

1. int x; - 020/10WEHHSA (OeKnapyeaHHSs),

2. X = 3; - NpUCBOEHHS (IHIuiarizauyis).



i | <PDevelopeR/>
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Ckpuntu C#

Cmeopumo public 3miHHY, wo 3bepicamume 8 cobi wWeUuOKicMb

3MIiWeHHS 06°ekmy:

public float speed;

3amiHemo pyHkuito void Update() Ha void FixedUpdate():

void FixedUpdate () {



<PDevelopeR/>

Ckpuntu C#

3adamo 3miweHHs1 ob’ekma 811180 — 8rpaso rpu HamuckKaHHi Knasiw A,
D Ha knasiamypi. [ns ubo2o0 ckopucmaemochb Kracom UnityEngine —

Input.

[loeepmae true, rnokKu HamucHyma

Input.GetKey(KeyCode.A) - KHOMKa A

[losepmae true, noKUu HamucHyma

Input.GetKey(KeyCode.D) - kHoMka D

Lna peanizauli saubopy Mixx OissMu, SKi MU 8UKOHYEMO pu HamuCHEHHI

KHOIKU, sUKopucmaemMo yMo8HUU orepamop if-else.



<PDevelopeR/>

Ckpuntu C#

LLJ]o6 3a0amu HarpsaMoK nepemilyeHHs CKOpUCmMaemMoChb CMPYKMyporo

Vector 3:
Vector3(x, v, z) - g cmpykmypa  euKkopucmogyemscsi
ecepeluHi Unity ons nepedayi 3D-rno3uuiu
YA ma HarpsaMmkie. BoHa maKkox micmume
R QYHKUil  Onsi  BUKOHaHHSI  3a2albHUX
to 8EKMOPHUX ornepauiu.

(x1,y1,z1)

(0,0,0) from

>

X



<PDevelopeR/>

Ckpuntu C#

[lpoepama suarisOamume HacmyrnHUM YUHOM:

void FixedUpdate () {
if (Input.GetKey(KeyCode.A)) {
transform.Translate(-speed, 0, 9);
}
else if (Input.GetKey(KeyCode.D)) {
transform.Translate(speed, 0, 0);

}
else {

transform.Translate(0, 0, 0);
}



Ckpuntu C#

<PDevelopeR/>

Ane Ha OaHoMy emarii Mu fiuwe 3a0aemMo 3MILEHHS 10 KOOPOUHaMHUM

ocsM, feposutli 06’ ekm rpu UboMy 3aruiaembsCcs HE3MIHHUM.

Y pedakmopi Unity eu 3miHweme eracmueocmi KomroHeHma

gUKOpUCMOo8YyrHU 8IKHO Inspector.

© Inspector | & -=

_" @ GameObject [_] Static ¥
he -_—
Tag | Untagged | Layer | Default 3|

¥ .~ Transform
Position X -4.89 Y i-1.82 Z 0.67512Z

Rotation X 0 Y 0 | Z-0.55
Scale X1 Y1 Zil

v e ¥ Beam_1 (Script)
Script Beam_1

L g
o |

[ Add Component

v~ Rigidbody 2D m
Body Type | Dynamic 4|
Material None (Physics Mat ©
Simulated 4
Use Auto Mass LJ
Mass 8.83375
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision Detection | Discrete al
Sleeping Mode | Start Awake s
Interpolate | None 4]

¥ Constraints

Freeze Position [ X []Y
Freeze Rotation [ |Z
» Info

Arne ernacmueocmi KOMINOHeHMI8 071 Kepye8aHHS Ieposumu ob'ekmamu

MOXHa3MIiHK8amu i 3@ O0roMO20H0 CKpUrnmis.



<PDevelopeR/>

3aBOaHHS

«  CamocmiltHo nponuwims 3MiWeHHS 0 OcCi Y.

« Cmeopimb rnabipuHm.



<PDevelopeR/>

3aBOaHHs

[lou cmeopeHHi epu «flabipuHmy Ons 0emeKkmygsaHHS KOHmMakmy o6’

ekma 3i cmiHamu 3pobimb HacmyriHe:

« 3adaume cmiHkam kornaedpu (Poligon/Box).

* leposomy 06’°ekmy 3adalime koraedpu ma Rigidbody 2D.




<PDevelopeR/>

3aBOoaHHSA

OckinbKku Hanpsam pyxy transform. Translate(Vector3) nioes3aHo 00

cucmemu KoopOuHam ob’ekma 3i CKpurnmom, mo rnpu 3MiHi Kyma Haxusy

3MIHAMbBCA | Harpsamu.

Forward

* UJob6 ubozo no3bymucs — cnid nomicmumu igposuu o0b6’ekm 8

MOPOXHIU 06°ekm i ckpunm rpuedHamu 00 Hb020

* A6o x 8 Inspector-> Rigidbody2D-> Constraints->Freeze Rotation.



