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Heasb:
Co31ath CBOIO COOCTBEHHYIO UTPY Ha ABMKKE "'Unity".

3agaun:

* Hayuutscs oOpamarecs ¢ "Unity".

* Hayunrtscs nucars ckpunthsl 11 'Unity".
* Co3aTh BUACOUTDY.

* [IporecTrpoBaTh Urpy C MOMOIIbIO OAHOKJIACCHUKOB.



OO0beKT uCcCJIeI0OBAHUSA:
[IporpammupoBanue Ha s3b1ke C# B mporpamme '"Unity".

Ilpeamer uccjae10BaAHUS:

Buneounrpa Ha aBrkke "Unity", Kak JOIIOJHUTEIBHOE CPEACTBO U3YUCHUS
IpOrpaMMHUPOBAHMS B paMKaXx IIKOJIBHOTO Kypca HH(POPMATUKH.

I'mnnore3a:

JIroOo1 yenoBek, He3Haromui "Unity", a Tak»Ke SI3bIKOB IIPOrpaMMHPOBAHMS, HE
YMEIOIIMN padoTaTh C UTPOBBIMU JIBXKKAMHM MOKET CJICIaTh CBOIO UTPY, INIABHOE
yCEPAUE U KEIIAHUE,
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KomMmnbloTepHble uamepeHus

- Line - Square - Cube - Hypercube -
1D 2D 3D 4D




@ YoutubeTutorial - SampleScene - Windows, Mac, Linux - Unity 2021.2,17F1 Personal <DX11>
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Mpumep 610K-cxembl «llepexon Aoporn»

C___Havano > Ckpunt (script) — 3TO IIOHSTHE B
AP IPOTPaMMHUPOBAHNH,
MocmoTpeTb Ha ceeTodop 0003HaYaroIee

[HOCJICAOBATCIIBHOCTDb KOMAH/I IJIA

Aad LiseT HeT
eNeHbIN? BBIITOJTHCHHN A KOHKPCTHBIX
| onepauui. I1o cytu, 3To
. 2

Mepeitn gopory KOaTb 3eneHoro useTa HeOOIbIIas IIporpamMma,
i 3aTOYCHHAA 110/ OIIPCACIICHHOC
I (V4
v NCUCTBUC.

( KoHel, >




Debug.Log("CooOwmenue nus omnaaku');
SceneManager.LoadScene("Game");
audioSource.Play();

Application.OpenURL("ccbuika Ha caut");
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| Personal* <DX11

@ YoutubeTutorial - SampleScene - Windows, Mac, Linux - Unity 7
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public class movePlayer : MonoBehaviour

d
private Rigidbody2D rb;

public float speed = 0.5f1;
private Vector2 moveVector;

void Awake()

d
b = GetComponent<Rigidbody2D>();

b

void Update()

d
moveVector.x = Input.GetAxis("Horizontal");
moveVector.y = Input.GetAxis(" Vertical");
rb.MovePosition(rb.position + moveVector * speed * Time.deltaTime);

)
)
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BbiBoAabI

» Cloga Konupyellb 3akntoYeHmne
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