


[lepeMeHHbIe

public int firstNumber = 3;
private float secondNumber;



Tunbl QAHHbIX

* Int

* Float
* Bool
* String



Ll,eJ'IO‘-II/ICJ'IeHHbIe TUMNbl AaHHbIX

byte 8 O :299

sbyte |8 -128...127

short |16 -32768...32767

ushort | 16 0...65535

int 32 -2 147 483 648...2 147 483 647

uint 32 0...4 294 967 295

long 64 =9 223 372 036 854 775 808...
9223 372 036 854 775 807

ulon 64 0...18 446 744 073 709 551 615




BelllecTBeHHbIE TUMNbI AAaHHbIX

Tun gaHHbIX Pa3psagHocTb B Nunana3oH
oauTax
float 32 5%10% ... 3,4*10"38
double 64 5%1073%4 ...
1’7_10+308

[lecsaTUYHbIN TUN JaHHbIX

decimal npegHasHayeH Ong npMMmeHeHns B UHaHCOBbIX
pacyeTax

pa3paAaHOCTb 128 6GUT 1*1078 ... 7,9*10%%%,

NO3BOJSIAET NpeacTaBMTb YUcna C TOYHOCTLIO 40 28 (a nHorga u
29) fecATUYHbIX pa3psaaos



3aJaHne 3Ha4YeHnsa nepemMeHHou
NPUY ONNCaHUN

public int firstNumber = 3;
private float secondNumber= ©x123a;



Jlornyeckuun Trn gaHHbIX

bool NnpuHMMaeT 3Ha4dyeHuqa true u false

Mo>XHO HanucaTtb
if (e=true) {}

A MOXXHO

if e {}



[loanporpammel

void Start () {
..}

void Update () {
)



YCrnoBHbIN onepaTtop

if (ycnoBue ) {

J

else {

}

if transform.position.x > 10 {
Destroy(gameOQObject);

J



Rigidbody (TBepaoe Teno)

¥ .. Rigidbody @ %
* Rigidbodies mo3BonaAw0T o :
BaLLMM GameObjects i 4

0encTBoBaTh Noag ot pscton (o

¥ Constraints

KOHTPOINEeM OU3UKM. Freczeosion (I (v 2

Freeze Rotation Cx Oy [z

| |

Mass Macca

Drag Kakoe Bo3y1iHOE CONPOTUBICHHE OKa3bIBACTCS HA OOBEKT MOKA OH MEPEMEIIAETCS O/
BO3JIeiicTBUEM ATUX cuil. ) 03HaYaeT OTCYTCTBUE CONMPOTUBIIEHUS, a OecKoHEUHOCTH (infinity)

TYT K€ [IPEKPALLAET NepeMEIIeHNE 0O0bEKTA.

Angular Drag  Kaxkoe Bo3mymiHOe CONPOTUBICHHE OKa3bIBACTCSI HA 0OBEKT ITOKA OH BPAIAeTCs MO
BO37ICHCTBHEM CHITBI BpaiieHus. ) 03Ha4aeT OTCYTCTBUE COMTPOTUBIICHHUS.

Use Gravity [Tpw BKITFOUCHUH HA OOBEKT JICHCTBYET TpaBUTAIIHS.

Is Kinematic Ecnu BkitoueHo, 00beKT He Oy/IeT ynpaBisIThCsl PU3NIECKUM JIBHIKKOM, HO MOXKET YIIPABIATHCS

TOJIBKO M3MeHenneM Transform.

Constraints OrpaHuveHus: IBUKEHHS TBEPAOTO Tea:-

- Freeze Bri0opouHOo ocTaHaBIMBAET MepeMenieHrne TBEP0To Temna no ocsim X, Y u Z.
Position

- Freeze Bri0opouHO OcTaHaBIMBAET BpalieHue TBEPAOTo Tena no ocsim X, Y u Z.

Rotation




Konnangepbl

* TN KOMNOHEHTOB, KOTOPbIE AOMKHbI ObITb A40OABNEHbLI HAPSAY C
TBEPObIMU Tenamu, YToObl 3a4eNCcTBOBaTbL CTONKHOBEHUS. Ecnn aBa
TBEPAbIX TENa Bpe3atoTcs Apyr B Apyra, dusnyeckui aBUXoK He
OyneT npocynTbiBaTb CTOSTIKHOBEHWNE, MOKa K 000MM 00bekTam He
OyneT Ha3Ha4yeH Konnangep. TBépable Teria He UMerLmne
KonrnangepoB OyayT NPOCTO NPOXOAUTb CKBO3b APYr Apyra npu
NPOCY€Te CTONIKHOBEHUMN.

° Konnaugepbl onpenensaroT puamyeckue rpaHnubl TBEPAOro Tena

" H:scene | = | © Inspector | =
| 1 o I RS 1 =y ‘ =
| Textured + | RGB $ ] 50: | Ind | v All @ M Capsule Collider [_] static

Tag | Untagged : |Layer | Detault

i)
b .~ Transform g = |

v J  Capsule Collider %,
Material None (Physic Material) "
Is Trigger L]

Radius 0.07
Height 1
Direction Z-Axis

.
v




O 4yeM Mbl roBOpPUIN cerogHsa?

* https://quizizz.com/admin/quiz/5c9ef625599
99a001bd6e186/




w1 PYC]IbUd 11y 1TIVI poulanvin
nyyen

public class Scr3 : MonoBehaviour {
private Camera _camera;

void Start () {
_camera = GetComponent<Camera>();

void Update () {
if (Input.GetMouseButtonDown(0)) {
Vector3 point = new Vector3(_camera.pixelWidth / 2, camera.pixelHeight / 2, 0);
Ray ray = _camera.ScreenPointToRay(point);
RaycastHit hit;
if (Physics.Raycast(ray, out hit)) {
Debug.Log("Hit" + hit.point);



[oGaBneHune Bn3yanbHbIX UHANKATOPOB A1 nonagaHui

if (Physics.Raycast(ray, out hit)) {
StartCoroutine(Spherelndicator(hit.point));

private IEnumerator Spherelndicator(Vector3 pos) {

GameObject sphere =
GameObject.CreatePrimitive(PrimitiveType.Sphere);

sphere.transform.position = pos;
yield return new WaitForSeconds(1);

Destroy(sphere);



Cosgaem MHOMKATOP A4 npuuerinBaHnA

void Start () {

_camera = GetComponent<Camera>();
Cursor.lockState = CursorLockMode.Locked;

Cursor.visible = false;

private void OnGUI()

{

int size = 12;
float posX = _camera.pixelWidth / 2 - size / 4;
float posY = _camera.pixelHeight / 2 - size / 2;

GUl.Label(new Rect(posX, posY, size, size), "*");



Co3naem akTUBHbIE Uenn

« CosganTe kyb6 (1,2,1), nOMeCTUTE €ro B
TO4YKy (0,1,0).

« [lante emy nms Enemy

» Co3pganTe cueHapumn ReactiveTarget n
NpMcoeauHNTE ero K O0bLEKTY.



Onpenensem TOYKy nonagaHus

if (Physics.Raycast(ray, out hit))
{
GameObject hitObject = hit.transform.gameObject;

ReactiveTarget target =
hitObject.GetComponent<ReactiveTarget>();

if (target != null)
{
Debug.Log("Target hit");

}

else

{
StartCoroutine(Spherelndicator(hit.point));

}
I



YBeaoMIgem uenb o nonagaHum

e if (target != null)

. {

. target.ReactToHit();
. i

o else

. {

StartCoroutine(Spherelndicator(hit.point));



CueHapwui ReactiveTarget, peanusyloLmnm cMepTb Bpara npu nonagaHnm

public class ReactiveTarget : MonoBehaviour {
o public void ReactToHit() {
StartCoroutine(Die());

private IEnumerator Die()

e

° this.transform.Rotate(-75, 0, 0);

o yield return new WaitForSeconds(1.5f);
. Destroy(this.gameObject);

e }



ba3oBbIN NCKYCCTBEHHbLIW UHTENSEKT ANA nepeMeLleHna no cueHe



public class WanderingAl : MonoBehaviour {

public float speed = 3.0f;

public float obstacleRange = 5.0f;

void Update () {

transform.Translate(0, 0, speed * Time.deltaTime);

Ray ray = new Ray(transform.position, transform.forward);

RaycastHit hit;

if (Physics.SphereCast(ray, 0.75f, out hit)) {

if (hit.distance < obstacleRange) {

float angle = Random.Range(-110, 110);

transform.Rotate(0, angle, 0);

1208



CnexeHune 3a COCTOSSHUEM NnepcoHaxa
(WanderingAl)

private bool _alive;

void Start () {
_alive = true; [lepcoHax XuB

void Update () {
if (_alive)

{

transform.Translate(0, 0, speed * Time.deltaTime);

}
b

//ponucaTb B KOHUE nprpaMmmbl
public void SetAlive(bool alive) {
_alive = alive;

}

OTKpbITbIN METOL, NO3BONAKOLLNIA BHELLHEMY
KoOy AEeMNCTBOBATb HA «)KMBOE» COCTOSIHME



ReactiveTarget coobliaeT cueHaputo WanderingAl, Korga HacTtynaer

CMEepPTb
(aonucobiBaeM B ReactiveTarget)

* public void ReactToHit() {
. WanderingAl behavior =

GetComponent<WanderingAl>()

. if (behavior != null) {
° behavior.SetAlive(false);
° }

. StartCoroutine(Die());

ﬁposepﬂem
NPUCOEONHEH NN K
NnepcoHaxy cueHapumn
WanderingAl



UTO Takoe wabnoH

3K3eMnnAaApoB?

* OTO NONHOCTbLIO COOPMUPOBAHHbLIN
NrpoOBOMN OOBLEKT (C yKe NnpucoeanHEHHbIMIN
KOMMOHEHTaMU), CYLLIECTBYIOLLIUN HE

BHYTPW KOHKPETHOW CLIEHbI, a8 B BUAE

pecypca, KOTOPbIN MOXET ObITb
CKOMMPOBaH B 00y CLEHY.

« Konnn o6bekToB MOryT CO34aBaTbCS

BPYYHHYIO 1 NOPOX

dTbCAd KOAOM




YBenmyeHme Konm4yecTtsa BparoB

Q Unity 5.6.6f2 Personal (64bit) - Untitled - yenosex - PC, Mac & Linux Standalone® <DX11>
File Edit Assets GameObject Component Window Help

LA | S | Fl) [=center [ Global
= Hierarchy
I Create '] arA
v € untitled*

Directional Light

Terrain
¥ Capsule

Main Camera

Enemy

3 Project [ Console

Jfreate '|

V{}Favorites ‘ Assets

©) All Materials _ o o -
e < v (W |c# (W » () '

New Matery Mew Terrain ReactiveTa.. scrl scr2 Scr3 Wandering... Tpaga_22




[lony4ynTtca BOT TakK...
[locne voanaem ero 13 Hierarchy

Q Unity 5.6.6f2 Personal (64bit) - Untitled - yenosek - PC, Mac & Linux Standalone® <DX11>
File Edit Assets GameObject Component Window Help

B & (S [ o1 [ = cener ] © Glabal]

“= Hierarchy & =  Game
| Create ~| (G- All ) | ol
v € untitled* -
Directional Light
Terrain
¥ Capsule
Main Camera
Enemy

3 Project [ console
l Create 'I

v '{} Favorites Assets
©) All Materials
@AII Models
@AII Prefabs

d

Neﬁ Materi.. MNew Terrain ReactiveTa..




K kKakoMy 00BbEKTY NPUCOEONHNTL CUEHAPUIN, pa3MHOXatOLLNN
BparoB?



Cos3pgaem nyctom o6bekT. [laem emy nms Controller
Muwem cueHapwuin SceneController, nopoxaatoLmin 3k3eMNsipbl Bparos

public class SceneController : MonoBehaviour { CepuanuaoBaHHas
.y . . . nepemeHHas ons
[SerializeField] private GameObject enemyPrefab; CBSI3U C OGLEKTOM-
3akpblTas nepeMeHHas ons LwabrnoHom

private GameObject _enemy;
- CnexXeHn4d 3a 3K3eMIJiApom

Bpara B CLieHe

void Update () { [Mopoxaaem HOBOro Bpara TONbKO eCnu B CLIEHE Bparu OTCYTCTBYHOT
if (_enemy == null) {
_enemy = Instantiate(enemyPrefab) as GameObjecﬁzgﬂﬁcl;:o”V'py*o'“'/'l7| 0bweKT-
_enemy.transform.position = new Vector3(0, 1, 0);
float angle = Random.Range(0, 360);

_enemy.transform.Rotate(0, angle, 0);
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[MpucoegnHmnTe cueHapum SceneController K NyCToMy OObEKTY
Controller.
[lepeTawmTte WabnoH Bpara Ha NycToe nose nepeMeHHoOM

— Add Component .'




[Tony4dunTca TakK




CTtpenbba

« Co3pgaunTe wap
* [lepenmeHyunTe ero B Fireball

« Co3ganTe HOBbIN CLEHapU C UMEHEM
Fireball n npncoeanHnTe ero Kk cpepe

* Co3pgaunte matepuan flame. Bbibepute ang
HEro opaHXeBbiN LBET N MOMEHANTE
napameTp Emission Ha 0.3, 4TO ObI caenaTtb
MaTepuan bonee APKUM.

 [IpeBpalLaemM Hall OrHEHHbIW Wap B
LWabsIoOH, NepeTaLmB ero co BKnaaku
Hierarchy Ha BKnapgKy Project.




UT0 Ob KOA pacrno3HaBallt Nrpoka, co3gaanm CLleHapMIZ
PIayerCharacter (ans urpoka)



OTKpoeMm cueHapum WanderingAl

[SerializeField] private GameObject fireballPrefab;

private GameObject _fireball; //cTunn3oBaHHaa nepemMeHHas ans CBsSA3U C 0ObEKTOM
LLIaBNnoHOM

if (Physics.SphereCast(ray, 0.75f, out hit)) {
GameObject hitObject = hit.transform.gameObject;
if (hitObject.GetComponent < PlayerCharacter>())

{
if (_fireball == null) {
_fireball = Instantiate(fireballPrefab) as GameObject;
_fireball.transform.posotion = transform.TransformPoint(Vector3.forward * 1.5f);
_fireball.transform.rotation = transform.rotation

}

}
else

if (hit.distance < obstacleRange) {



LLlenkHnTe Ha wabrnoHe Bpara B BKNaake Project.

B Inspector NnosiBATCA ero CBOUCTBA.

[lepeTawmTe WwabnoH OrHeEHHOrO Wapa CO BKNaaKu
Project Ha none Fireball Prefab naHenu Inspector

v ¢ ¥ wandering AI (Script) 3,
Script WanderingAl @
Fireball Prefab ‘None (Game Object ©
Speed 3 |
Obstacle Range 5

ml—\ssets

Fireball Fireball



CueHapun Fireball, pearnpyrowinmn Ha
CTOJTIKHOBEHMUS

public class Fireball : MonoBehaviour {
public float speed = 10.0f;

public int damege = 1;

void Update () {

transform.Translate(0, 0, speed * Time.deltaTime);

}
JTa beHKLI,I/IFI Bbl3bIBAE€TCH

private void OnTriggerEnter(Collider other) dBTOMaTUN4€CKUN MNMpm CTONIKHOBEHUN
{ obbekTa

PlayerCharacter player = other.GetComponent<PlayerCharacter>();

if (player != null) {

Debug.Log("Player hit");

}

Destroy(this.gameObject);
}



UTo ObI cpaboTan Tpurep

* YCTAaHOBUTb donaXoKk Is Triggrer B pa3aene
Sphere Collider

» [lobaBbTE OrHEHHOMY LLIAPY KOMMOHEHT
RigidBody n copocbkte y Hero dona)ok Use
Gravity



3acTaBuUM UrpoKa pearmpoBaTb Ha rnornagaHuns (cueHapun
PlayerCharacter)

pivate int _health;

void Start () {
_health =5;
}

public void Hurt (int damage){
_health -=damage;
Debug.Log(“3a0opoBbe: “ + _health);

}
}



Bo3Bpallaemca Kk cueHapuio Fireball

public class Fireball : MonoBehaviour {
public float speed = 10.0f;

public int damege = 1;

void Update () {

transform.Translate(0, 0, speed * Time.deltaTime);

private void OnTriggerEnter(Collider other)

{

PlayerCharacter player = other.GetComponent<PlayerCharacter>();
if (player != null) {

Pebug-tog{*Player-hit";;—player.Hurt(damage);
} CoobuwiaeT nrpoky o nonagaHuu

Destroy(this.gameObject);



