Game design

<{DevelopeR/>

[lepwia rpa



[lOBTOpEHHSA

LIJo make iepoesuti 06’°ekm & Unity?

leposi ob’ekmu - ue kKoHmeuHepu. [lopoxHA Kopobka, siKa Moxe
Micmumu ecepeOuHI Pi3HI erleMeHmMuU, maki K ocmpie 3 3aadaHumu

miHsMu abo i3u4HO KopeKmHuu asmomobirss.




[ToBTOpEeHHSA

3a wo sionosidaromb komnoHeHmu Collider?

Collider eidnosidaromb 3a 83aemolit0  igposux ob’ekmie. Ll

KOMIMOHEeHMU, ghakmu4HO, «Mamepiasnisyromb» 0b6’ekmu.




[loBTOpEeHHSA

Sk 3a0amu koegpiyieHm npy>xHocmi ma cusny onopy(mepmsi)?

Lli napamempu 3a0arombcs 3a paxyHOK MPUCBOEHHS i2posuM ob’ekmam

napamempis ¢gbiau4Ho20 mamepiarny Physical Material 2D.




<PDevelopeR/>

Ckpuntu C#

AKWwo p[itTm Ha nonepeaHbOMY
3aHATTI BCTUINUM nonpaurBaTtu 3i

CKpuntaMmum — TO CKpuuTe crnangu
5-14 BKNIOYHO



<PDevelopeR/>

Ckpuntu C#

* BiOkpulme npoekm 3 MUHYI1I020 YPOKY.

 Cmeopimb 20pu30HMaribHy [O8EPXHIO, 0 SAKiU 3MOXe pyxamuch

leposuu 06’ekm. Ta 3a0aume 8ci HeObXiOHI Koraeopu.



Ckpuntu C#

Cmeopumo ckpurnim. Lnsa uybo2o rnepeldemo

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

NI S EAlo

@] [ vpivot | ®Local |
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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
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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).



——

<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 () {
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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.
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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
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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

ocsIM, caM igposull 06’°ekm rpu UboMy 3anuulaembsCsi 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.
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3aBOaHHS

«  CamocmiltHo nponuwims 3MiWeHHS 0 OcCi Y.

« Cmeopimb rnabipuHm.
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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.
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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.
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B nanui Assets, 0ns 3py4YHOCcmi CcmeopuMo nariku, 8 sKux 6yoymsb

3bepicamuchk 306paXeHHs, ckpunmu, ripegabu, mouwo..




<PDevelopeR/>

[lepia rpa

Looaume eawi iepogi ob’ekmu (MOXHa 3 MUHYI020 3aHAMMs), 8

HaseOeHOMY ripuknadi — ue bynaska ma KyrbKa:

m S cene r:li :é\‘:.m é&tj.—tlgifmw@:i@:}g:iﬁ

Shaded vi[2D || ¢ | <) | I Gizmos 7| (arAll
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[lepia rpa

3adatme ieposum ob’ekmam OCHOBHI ¢bidu4Hi napamempu Physics 2D >
Rigidbody2D Physics 2D > Polygon Collider(Circle). 3anycmimp i

nepesipme:




B <DevelopeR/>
[lepia rpa
Ham cnio 3miHumu HanawmyeaHHs Rigidbody2D, wob o6’ekmu He

nadarnu rid diero epasimaduii, a Kepysasiucb ckpunmamu:

© Inspector |['SEivices A
[ﬁj Edit Collider
Material ‘None (Physics Ma @
Is Trigger (]
Used By Effector [ |
Offset
X 0 Y 0
Radius 11.93
b Info
v~ Rigidbody 2D £,
Body Type | Dynamic s.]
Material None (Physics Ma ©
Simulated
Use Auto Mass LJ
Mass 1
Linear Drag 0
Angular Drag '0.05
Gravity Scale 1
Collision Detection | Discrete ]
Sleeping Mode | Start Awake sl
Interpolate | Mone s
¥ Constraints
Freeze Position [ X MY
Freeze Rotation z
» Info
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[lepwa rpa

B nanui Scripts cmeoproemo 2 ckpumu O51s KyJibKU ma 2071KU:

@ Project . [ console
| Create ~
¥ | /Favorites | Assets » Scripts
©L all materiale
©L All Models ‘ ‘
©L Al Prefabs e e
© Al Scripts \# Wi

v i Assets Baloon Needle
&l Img

@ Materials

Prefabs

Ham mpeba, wob ckpunm Baloon 3adagag rosgiribHe naodiHHS KYribKu

320pu 8HU3, a Needle 3a0asas 3milLeHHS 2071KU 8/1i80 — 8r1paso.



B <DevelopeR/>
[lepia rpa
B ckpunmi Baloon 3adamo public 3MIiHHY, WO KOHMpoIseamume

weuoKicmp nNaodiHHS:

public float Fallspeed;

Tino npoepamu 3miHUMO Ha void FixedUpdate () i 0o0amMo 8 Hb020 3MIHY

MOJIOXKEHHS 10 OCl y:

void FixedUpdate()
{

¥

transform.Translate(0, -Fallspeed, 9);
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Memod transform gidrnoegidae 3a 3mMiHy 8i0ro8iOHUX rnapamempis:
¥ .~ Transform | &,
Position X /0.51 Y 0.88 |Z 0.0591
Rotation X 0 Y 0 Z|-180

Scale X o.zss:ﬂv[o.2384' Z 0.2384

3okpema transform.Translate nepeHocume 06’
€eKM 8 3a0aHOMYy HarpsmMi Ha 3adaHy KirbKicmb
nikcenis, a  ockKinbku memoO FixedUpdate
BUK/IUKAEMbBCA  KOXHO020  ¢bpeumy,  mo

akmu4yHo — ue 3MIiWeHHS 3a ppelm
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[lepLua rpa

B ckpunnmi Needle 3adamo 3miweHHs (transform.Translate ) o

<PDevelopeR/>

HamucHeHHi KHoriok A, D, 0ns uboz2o cnid eukopucmamu yMOBHULU

oriepamop if - else:

False

else code

v
,-‘! ~,
®
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[lepia rpa
B ckpunmi OaHa KOHCMPYKUis euanadamume mak (He 3abyobme

npoiHiuianizyeamu 3miHHy public float speed 0o void Setup()):

if (Input.GetKey(KeyCode.A))
{

}
else if (Input.GetKey(KeyCode.D))

{
}
else

{
}

transform.Translate(-speed, 0, 0);

transform.Translate(speed, 0, 0);

transform.Translate(0, 0, 0);
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[lepia rpa

[1i0’eOHatime ckpurimu 00 8i0rnogioOHuUx ob’ekmie:
@i #scene  [€Game 5 Asset Store

= Hierarchy |
| Create v| (@A | Shaded 2D || ¢ | <) | 7|
|V QLess_2*

Needle
standard-05-orange_ 53985.14961879

{3 Project LEI’C_dntble'
: =

| Create |
[ Favorites  Assets » Scripts / 7

\¢
\\ ! Al Materials 7
dels B ,
4 T 4
& G| |G

_
@y
v % Assets Baloon Needle
& Img
W Materials
&l Prefabs

"= Scripts
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[lepia rpa

3 npegaby nepemsieHimb we 5-10 Kynbok, poamauwyume iXx Hao
KaMeporo Ha PI3Hiu sucomi, arne mak, wob 8oHU rno 2o0pu3oHmari He

8UX00USIU 3a MEXI Kamepu.



