PaboTy BbIMOAHUA

Yuyenumk 10A KAQCCa

Kyty3os H.A.




LleAn 1 3aAQ4U:

LLeAb paBOTbl: CO3AATH BUAEOUIPY, KOTOPAS OYAET MHTEPECHO MOUM CBEPCTHUKAM.

AAS AOCTMXKEHMA MOCTABAEHHOM LLEAM HYXKHO PELLIMTbD CAEAYIOLLME 3AATYU:

1. TMpoAYMATb MAEIKD M MEXAHMKN BUAEOUTPBI;

2. CpaBHUTL UTPOBbLIE ABMXKKM M BbIOPATH MOAXOAALLIMNM;
3. N3y4mtb OUMOAMOTEKY UTPOBOTO ABMXXKA M €ro paborTy;
4. AOOABUTb IPAdOUKY B UTPY;

5. [lpOoTeCTMpPOBATL UTPY.



Kak npuaymaTh uaet

[TOOAYMATb MAEIO UTPbI M €€ MEXAHMK
ABAAETCH HOBEPHOE CAMbIM CAOXKHbBIM
STAMOM PA3PAOOTKM BUAEOUTPBI.

HTOObI MPUAYMATb MAEID M MEXAHMKM
TPl Mbl CAEACAM B TETPAAbL, KOTOPOS
BCErAQ ObIAQ C HOMM U Mbl MOTAM
30MMCATb B HEE CBOU MAEUM KOTAO-YTOAHO.







BbIOOP ABMXKKA ABASETCH BOXKHOM YOCTbIO PA3PAOOTKM BUAEOMUIPbI, MOSTOMY K STOMY
HY>KHO OTHECTUCb C OTBETCTBEHHOCTbIO.

MHE MPULLIAOCH BbIDMPATE CPEAM 3 UTPOBbIX ABM>KKOB:
1. Unreal Engine

2. GameMaker Studio 2

3. Unity Engine

o Q@ -«

Aorotun Unity Engine Aorotun Unreal Engine Aorotmn GameMaker
Studio 2




[TAKOCbI M MMHYCbl AQHHbIX UIPOBbIX ABMXKKOB

1. Unreal Engine

+ [leTannanpoBaHHbIE TEKCTYPbI, TYMaH, MNOBEPXHOCTM C Brikamu, peanmctndHasa dusnka, npoaBmHyTas

aHMMmaums.

- Cnabasi TexHn4yeckasa nogaepxka.

- WrpoBown OBUXOK HE NOAOMAET AN HAaYMHAKLWMX pa3paboTUMKOB T.K. OH CITIOKEH B OCBOEHUN.

2. GameMaker Studio 2

+ VIrpoBon ABUXXOK OYEHb NETOK B OCBOEHUN.

+ bonbluas AoKyMeHTaums, HanncaHHast MOHATHBLIM SI3bIKOM.

- OT T1Oro 4to A3bIk NporpammmpoBaHusa GameMaker Studio 2 o4eHb NPocCT, B Urpe TepsieTcs

NPON3BOANTENBHOCTb.

- [locne pnutenbHOM paboTbl HA JaHHOM ABWXKKE BYyAET OYEHb CITOXHO NEPENTN Ha apyrue, bonee KpyrnHble
OBWXKKMN.

- OrpaHn4eHHble BO3MOXXHOCTU ABUXKA.

3. Unity Engine

+ Hanmumne orpoMHon 6MbnnoTekmn asset’'oB 1 NAarMHOB, C MOMOLLbEO KOTOPbIX MOXHO 3HaYNTEJIbHO

YCKOPUTb NMpoLecc pa3paboTkm nrpsl.

+ He TpebyeT BbICOKOro ypOBHSA 3HAaHWM B pa3paboTke umrp.

MwuHyCcOB y AaHHOro ABMXKKA S1 HE HaLuern.

Cpeau Bcex Tpex UrpoBbIX ABMKKOB MHE NoHpaBuncs Tonsko Unity Engine, nostomy byaem genatb urpy B
HeM.



CKPUNT AAS YNPOBAEHUA UTPOKOM B HALLIEW
suaeourpe (“PlayerConftroller”).
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Elusing System.Collections;
using System.Collections.Generic;
using Unity.VisualScripting;

{

|using UnityEngine;

Cxpwunt Unity | Cceunoic 1

Blpublic class PlayerController : MonoBehaviour

private Rigidbody2D rb;

public float speed = 0.5f;

private Vector2 moveVector;

private int Jump = 2;

public static int key = ©;
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void Start()

{
| rb = GetComponent<Rigidbody2D>();
}

// Update is called once per frame

Coobuwerue Unity | Cevinox: 0
void Update()

{
if (Input.GetButton("Horizontal"))
{
i rb.velocity = new Vector2(Input.GetAxis("Horizontal"”) * 6, rb.velocity.y);
3
if (Input.GetButtonDown("Jump”) && Jump>0)
{
rb.AddForce(transform.up * 5, ForceMode2D.Impulse);
’ Jump——;
o
}

Coo6lyerue Unity | Cewinoic 0
private void OnCollisionEnter2D(UnityEngine.Collision2D collision)

{

if (collision.gameObject.tag == "Ground")

v

Lo Jump = 2;

i

' if (collision.gameObject.tag == "key")
.

b Destroy(collision.gameObject);
b key++;

U

}
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Unity Engine nmeet AOBOAbHO OOLLIMPHYIO OUDAMOTEKY, HO OHA AETKO 30NMOMMHAETCH B MpoLEecce
PAOOTHI.

COOPHUK MOAMPOrPAMM MAKM OOBEKTOB, MCMOAB3YEMbBIX AAT PA3PADOTKM MPOrPAMMHOIO
obecrneyeHms. C TO4YKM 3pEHMI ONEPALMOHHOM CUCTEMbI U MPUKAAAHOTO MO, BUOAMOTEKM
PA3AEAFOTCA HO AMHOMMYECKME U CTATUHECKME.

CAMbIMM MCMNOAb3YEMbIMN DUOAMOTEKAMM IBAFIOTCA:
1. UnityEngine.SceneManagment;

2. Ul Extensions

3. Google Play Reoslver



Unity Hub 3.4

Projects
AAS TOTO YTOObI HOYATH o L
CO3AQBATb UIPbI, HY>XKHO XOTS — e Ih—
Obl CO3AATb MNPOEKT B Unity, & row
AAS DTOTO 30XOAMM B ® core O cu
npuaoxeHue Unity Hub, Bo e 9 ®

® Learning Core

BKAGAKE “Projects”
HOXKMMAEM KHOMKY “New
project”, B OTKPbIBLLIENCH
BKAOAKE BbIOMPAEM HO
KOKOM SApE DYAEM AEAQTH |
UIPY, B MOEM CAYYOE BTO E e
2D.
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Nrpa ObIAG
NPOTECTUPOBAHO MHOM
M MOMMM
OAHOKAQCCHMKAMM,
MO4YTM BCEM OHO
MOHPABMACACH M OHM
XOPOLLO O HEM
OTO3BAOAMUCSH.



