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Tema Bbﬁﬁgbﬁmwﬂﬁ padoThI:
KOMITBKOTEPHOW NI'Pbl HA
UNITY 3D



AXTYyaJlbHOCTb TEMBI

Pa3paboTka KOMIIBIOTEPHBIX UI'p Ha unity3d akTyajbHa
OJarojapsi MOMyISAPHOCTH UTPOBOM UHIYCTPUH, POCTY
KOJIMYECTBA IJIaT(hOPM 1 YCTPOUCTB, MPOCTOTE UCIIOJIb30BAHUS
M THOKOCTH unity3d, HaJIM4unio OOrarbix BO3MOKHOCTEN 1
AKTHBHOM SKOCHUCTEMBI pa3pa00TYMKOB, a TAKKE MOTCHIIUATY

JJISI MOHCTHU3AIUH UI'P.



- N/

</

3 Ilenu n 3agaun -

[{eap BKP — pa3zpaborars 3D komnbroTepHyro urpy Ha miaardopme Unity.

JI1s oCTHKEHMS 1eJIM OBLIIM ITIOCTABJICHBI CIACIYIOIIME 3aa4H:

| M3y4nTh TEOPETUYECKHUE aCHEKTHI S3bIKa IMIPOrpaMMUPOBAHUS JIJIS
pa3pabOTKH UTD;

[l mpoBecTH 0030p TEXHOIOTUH pa3pabdOTKH KOMITLIOTEPHBIX HID;
| m3yunth aBmxok Unity;

| pa3zpabotars urpy Ha Unity 3D.



NHCTpYyMEHTEI pa3padOTKH W

Unity

Unity - 310 Kpocc-mnaTOpMEHHBIA UTPOBOM ABHXKOK U Cpelia

pa3pabOTKH, KOTOpasi MO3BOJISIET CO3/IaBaTh UIPhl U IIPUIIOKECHUSI.

C# - 3T0 00BbEKTHO-OPUEHTUPOBAHHBIN S3BIK MPOrPAMMHUPOBAHUS,
pazpaboTtaHHbI komaHuen Microsoft. OH MIMPOKO UCIIOIB3YETCA
JUIS1 CO3/1aHMsI pa3HOOOPA3HBIX MPHUIIOKEHUH, BKITFOUAs UTPHI, BEO-
CalThl U MPOTPAMMHOE 00ECIICUCHUE.

Microsoft Visual Studio - 5T0 nHTErpHpOBaHHas Cpea pa3pabOTKH
(IDE), pa3paborannas komnanue Microsoft. OHa nipenocTaBisieT
pazpaboTYMKaM MIUPOKUNA CIIEKTP HHCTPYMEHTOB M (DYHKIIMH 11 \/
CO3JIaHUS MPHIIOKCHUIN Pa3INYHBIX THUIIOB.
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CKpHUIIT yOpaBIICHUS

System.Collections;
System.Collections.Generic;
UnityEngine;

g UnityEngine.SceneManagement;

Player : MonoBehaviour

[SerializeField] KeyCode keyOne;
[SerializeField] KeyCode keyTwo;
[SerializeField] Vector3 moveDirection;

oid FixedUpdate()

if (Input.GetKey(keyOne))

: GetComponent<Rigidbody>() .velocity += moveDi
if (Input.GetKey(keyTwo))

3 GetComponent<Rigidbody>().velocity -= moveDi
if (Input.GetKey(KeyCode.R))

: SceneManager . LoadScene(SceneManager.GetActiv
if (Input.GetKey(KeyCode.Q))

i

SceneManager . LoadScene(SceneManager.GetActiveScene().buildIndex + 1);
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YpPOBHHU UT'PHI

"F" = NEPE3ANYCK
0" = CAEASHW MG HPOBHEHE




I JaBHOE MEHIO

System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.SceneManagement;
: MonoBehaviour
Play()

SceneManager.LoadScene(1);

ExitGame()

Application.Quit();

RePlay()

SceneManager.lLoadScene(1);




MeHro nay3bl

o System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.SceneManagement;

: MonoBehaviour

ic bool PauseGame;
ameObject pauseMenu;

d Update()

if (Input.GetKeyDown(KeyCode.Escape))

e [TPOA0/HKNTL

Resume();

¥

else

{

Pause();

¥

void Resume()

pauseMenu.SetActive(fz - M e H l’O

Time.timeScale if;
PauseGame = fa

d Pause()
pauseMenu.SetActive(tr

Time.timeScale = of;
PauseGame = tru

oid LoadMenu()

Time.timeScale = 1f;
SceneManager . LoadScene("LVL Menu");




HaTEp(dENC UIpHI

"A" = NEFPEZAMECK
0" = CrELSHUL WG SFOEHEHE




3aKJIFOUYEHUE

Llens BKP mocturuyra, Bce mocTaBiaeHHBIE 3aa4U BHIIIOJIHEHHBI.



