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Sample2D

2D

C:\Users\Admin\Documents\Unity

HaL'“/lHaeM pa6OTy M3 Un|ty Co3gaem HoBbIN 2D

H U b NPOEKT




= Hierarchy | & i | # Scene |

i | @ Inspector | £ Project Settings

4+~ (oAl Shaded
v € SampleScene* :
[{) Main Camera

Cosgaem
HOBbIN MPOEKT.

v 20| @ W | |v g0 £ |v ¥ W~ Gizm Display1 v Free Aspect v Scale ®— 1x  Maximi

['lpn cosgaHmmn HOBOro 2D NpoekTa NosBAAETCS nycras nnockas cueHa c
Kamepou (Main Camera), Ha3BaHMe KOTOPOM BUOHO BO BKNagke Hierarchy
(cneBa), a nx cama oHa BMaHa Ha cLueHe (cepeduHa OKHa) B BUAe Kamepbl
(Mukkn Mayca).

*CnpaBa — Bknagka Inspector. Cenyac oHa nycras, HO ecnu BblopaTb Ha
cueHe nnu B Hierarchy o6bekT, To Inspector 3anonHUTLCA CBOUCTBaAMM

3TOro oobekKTa.



[Acip

.nels

»
P CI I l I >KeH M Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab |y | & |v | B0 |5y | v | %K |\

Layouts 4 2by3
4 Split

O O Collaborate
KOH B pegaktope
Asset Store Tall
Package Manager Wide
Asset Management 4 Save Layout...
a y O u TextMeshPro 4 Save Layout to File...
General X Load Layout from File...
B peaoaktope Unity Bbl moxeTe |||t oot
5 Reset All Layouts

Animation

pegakTMpoBaTb PacrosioXXeHNe OKOH
Nno BaLlemy BKycy. To pacnonoxeHue,
KoTopoe Bbl Buaenu Ha npeabigywem
cnange — Layout, KOTOpbIN yOoOeH
MHe. [1na dpopmumnpoBaHuns cBoern
cobcTBeHHOro, yaobHoro Bam —
3anaute B MeHo Windows -> Layouts ->
(Danee Ha Baw BbI6op). 3aTewm,
MO>XXHO €LLe nonepeTackneaTthb
NaHenbKu, TO eCTb JOBECTU UX
B3aMMHOE pacrnosioXeHne o
COBEPLLEHCTBA U COXPAHUTL B TOM Xe
MEHIO.

acing




= Hierarchy

+ -

<) SampleScene*
[y) Main Camera

= Project = Console
+~
v Favorites Assets
Q, All Materia
O, All Models

2, All Prefabs .

¥ i@ Assets
i Scenes Scenes
I Packages

# Scene

Shaded

as Game
| Display 1

~ Free Aspect

- | ' Account ~ [ Layers ~ _: MyPerfectLayo™

| © Inspector € Project Settings

Scale ®

TXRO




Co3naagnm NepBbI
OOBbEKT — KBagpar.

roject

Set Active Scene

Save Scene
Save Scene As
Save All

Unload Scene
Remove Scene
Discard changes

Select Scene Asset
Add New Scene

GameObject

Create Empty
2D Object
3D Object
Effects

Light

Audio

Video

Ul

Camera

Sprites

Physics

Tilemap

Sprite Shape

Pixel Perfect Camera
Sprite Mask

Square

Circle

Capsule

Isometric Diamond
Hexagon - Flat Tog
Hexagon - Pointed
9-Sliced

Bo Bknagke Hierarchy
Ha)XMMmaem npaBoun KHOMKOW
MbILLM HA CAMOM BEPXHEM
obbekTe (cueHe), B
BblMagaroLwmx Crimckax
BblIOMpaem nooyepenHo

GameObject->2D Object->
Sprites->Square

* GameObject (MrpoBou
06BbeKT) — 6as3oBbIN KNnacc
Ons1 Bcex 0ObEKTOB CLEHbI
B Unity.




PesynbraTt
nobaBrieHus
KBagpaTa K
CLUEHeE.

File Edit Assets GameObject Component Window Help

WTTOTo B & [ % [Ecene

Rr— |
Hand Tool y l S # Scene
| Shaded

v € SampleScene* H
[7) Main Camera

[ [JSquare

Bo Bknagke Hierarchy
NOSABUNCA HOBbIN OObEKT
Square (ero MOXHo
nepeMmMmeHoBaTb o
CBOEMY)

Ha cueHe dokyc Ha

KBagpare

Bknapgka Inspector
3anorHmnacb CBOMCTBaMMU
oObeKkTa, 3agaHHbIMU MO
YMOMYaHUIO:

¢ Transform
e Sprite Renderer

| ¥ Display 1 ~ } Free Aspect

© Inspector £ Project Settings &

@ v’ Square

" Tag Untagged ~

~ Static v
Layer Default ~

v ). Transform 0
Position X 0 YO Z0
Rotation X 0 0 Z0
Scale X 1 ) f Zi 1

v [g] v Sprite Renderer 0
Sprite [*]Square ®
Color P
Flip e
Draw Mode Simple -
Mask Interaction None ¥ |
Sprite Sort Point Center v
Material Q@ Sprites-Default ®

v Additional Settings

Sorting Layer Default v
Orderin Layer 0
Sprites-Default (Material) 9 :
Shader Sprites/Default « Edit...

Add Component




Cnpantbl (Sprites)

» CnpaunTbl - 3TO 00bEKTLI 2D-rpadmku.
Ecnun Bbl npuBbIknn paboTtaTb B 3D,
cnpauvTbl - 3TO, N0 CYTH, NPOCTO
CTaHOapTHble TEKCTYpPLI, HO eCTb
cneumanbHble MeTodbl AN
o0beanHEHNS U yripaBneHUs
TEKCTypamm cnpanToB A1 NOBbILLIEHUS
adopekTuBHOCTN K yaobcTBa BO BpeM4
pa3paboTku.

* https://docs.unity3d.com/ru/2019.4/Manu
al/Sprites.html




CBouCTBAa
MrPOBOIO
obbeKkTa
(GameObiject)
B 2D
noagpoodHee.

* Transform: KOMMOHEHT Transform 3agaeT
MECTOMNOMNOXEHME, NOBOPOT U MacLUTab
NUrpoBOro oobekTa. 3TO €ANHCTBEHHbIN
KOMMOHEHT, NPUCYTCTBYOLLNKA BO BCEX UTPOBbIX
obbekTax.

e https://docs.unity3d.com/2020.2/Documentat
ion/ScriptReference/Transform.html

* SpriteRenderer: KoOMnoHeHT Sprite Renderer
oTobpaxaeT cripanT N KOHTPOSIMPYET ero
Bn3yanbHOe oTobpaXkeHne B CLEHE Kak ans 2D,
Tak 1 onga 3D-NpoeKToB..

e https://docs.unity3d.com/ru/2020.2/Manual/c
lass-SpriteRenderer.html




[lobaBneHmne HOBOIo
KOMMOHEHTA
(Component) K UTpOBOMY
OObLEKTY.

* BHM3y BO BKNagke Inspector
Haxogum KHonky Add Component.

e https://docs.unity3d.com/2020
.2/Documentation/ScriptRefer
ence/Component.html

 [1pn HaxxaTnun B BbiNagaroLL X
cnuckax nooyepeaHo Bblbnpaem
Physics2D->Rigidbody2D

e https://docs.unity3d.com/ru/2
020.2/Manual/class-Rigidbody
2D.html

dddddddddddd

< Physics 2D
:l?;Composite Collider 2D
| /£ Constant Force 2D

%, Distance Joint 2D
|22 Edge Collider 2D

2= Fixed Joint 2D

O Friction Joint 2D
|Bl§Hinge Joint 2D

= Platform Effector 2D
£ Point Effector 2D

£\ Polygon Collider 2D
| % Relative Joint 2D

Rigidbody 2D

|[¥] Slider Joint 2D

vV VWV VYV VY VY




 [laHHbIN KOMMNOHEHT coobLLaeT ABMKKY Unity, YTO AN AAaHHOTO UrPOBOro 06bekTa AOMKHO
UMUTMPOBATLCS OENCTBUE 3aKOHOB (O3MKM B 2D MAIOCKOCTW, Hanpumep, AeUCTBUE CUn

TSDKECTU, TPEHUSI, CONPOTUBMEHWS, yaap. Takke KOMMOHEHT Rigidody 2D No3BonsieT 06bekTy ¢
O M I-I O H e H T konnanaepom nepemelLaTbcs B npocTpaHcTae. bes Hero npu nepemetleHun obbekTa nytem
M3MEHEHWS ero KOOpAMHAT KoMnanaep MOXeT AeCTBOBaTb HEHAAEXKHO.

R I g I d b O d y 2 D « Celyac BKknoYeHa rpaBmTaums (Gravity Scale paBHO 1), NO3TOMY KBaapaT B UTPOBOM peXume

nagaert.
e https://docs.unity3d.com/ru/2020.2/Manual/class-Rigidbody2D.html

v %  Rigidbody 2D @ i
Body Type Dynamic v
Material None (Physics Material 2D) ®
Simulated v
Use Auto Mass '
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision Detection  Discrete v
Sleeping Mode Start Awake v
Interpolate None v
» Constraints
¥ Info
Position X 0 Y O
Rotation 0
Velocity X0 Y8 O
Angular Velocity 0 ' Hold on
Inertia 1
Local Center of Mass X 0 Y O t
InspectorWindow.Repaint
World Center of Mass X 0 Y O
Sleep State Awake

» Contacts




dusnyeckoe
MOOENMPOBaHN
e B Unity
OCYLLECTBIMAETC
aB CW To ecTb

1 eguHMLA
paccTosHUSA
=1m

YckopeHune

cBOOOAHOIo

nageHns =
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OO

%= Hierarchy
+ v a
< SampleScene
7)1 Main Camera

(1) RedSquare

Co3gaHue
LLIaOIoHAa

* L1labnoH (prefab) — 3T0 MHOrokpaTHO
NCNONb3yeMblN AfIEMEHT B NPOEKTE, KOTOPbIN
MO>XHO MCNOMNb30BaTh A1 co3aaHma noboro
KOonnyecTBa 3K3eMNNspos.

W= Project | E Consol
+ v

v Favorites As > Prefabs
O, All Materia
O, All Models
O, All Prefabs

v (@ Assets
[ Prefabs
s Scenes

s Packages

 [1na co3gaHus wabnoHa ns Kybuka
nepetawmte anemeHT Cube 13 Hierarchy B
Project, nanky Assets.

, @BTOP: HenaBecTHbIN aBTOP, NMULIEH3NS:



Pe3ynkrar
nepeTackmBaHuA:

* B oTKpbITON Nanke
Assets/Prefab naHenu
Project nOABUICA

HOBbIW 3NEMEHT = Hierarchy
RedSquare B !
v € SampleScene*
: 1) Main Camera
« Bo Bknagke Hierarchy el

RedSquare cTtan CMHUM.

* [locne atoro byoem
paboTaTb TONLKO C
liabnoHom. M3
Hierarchy RedSquare

\VieEk=2miV i1 V]

B= Project & Console

+ v

v  Favorites  Assets > Prefabs
O, All Materia
O, All Models

O, All Prefabs

v @@ Assets
B Prefabs
e Scenes
I» Packages



Folder MonoBehaviour — 6a30BbI Knacc ansa noboro unity-cueHapus (Ckpunra).

C# Script

Shader >

Testing ’
Create / Playables 2 Te I-I e p b ﬂo 6a B M M
Show in Explorer Assembly Definition
Open Assembly Definition Reference H e M H O ro KOﬂ'a B

Delete TextMeshPro >

e anemMeHT Main Camera

5 Assembly-CSharp ~ | #3 SquareSpawne

= OTO MOXHO caernaTb HECKOSTbKUMMU nyTaAMu:

w N =

using UnityEngine; + C NoMOLLbI0O KOHTEKCTHOIO MEHIO B Assets CO3AaTb
HOBbIY C# CKpUNT, ABaXAbl KINMKHYTb MO HEMY, W,
nepenas B Visual Studio, 3anonHMUTbL CKPUNT Kak

=N

@

; —?ublic class SquareSpawner : MonoBehaviour NOKa3aHo cfeBa Ha pl/lcyHKe, a 3aTtem

. STl GanetTact Rewsaine: nepeTaLLmTb 3TOT CKPUMT U3 Assets Ha 0ObEKT

8 // Start is called before the first frame update Main Camera B HIerarChy'

5 o void start() Bblp,enMTb KOMMOHEHT Main Camera Ha cLUeHe unum
10 { B Hierarchy, B Inspector HaxaTtb KHONKy Add

11 Instantiate(newSqure); Component 1 BblbpaTb C# ckpunT. [lanee onaTb
12 ¥ ,D,Ba)_K,EI,bI KIMMMKHYTb NO HEMY, N, Nepenid B Visual
= _ Studio, 33 ATL_CLoLnT ol Dol S
14 // Update is called once per frame

15 - void Update()

16 {

1974

18 3l Instantiate() - KnoHnpyeT 00beKT 1 BO3BpaLLaeT KINoH (aHarnor

19 } Duplicate) B pegakTope. Ecnu Bbl kKnoHnpyeTe GameObject, Bbl

Prefabs Scenes SquareSp...

MO>XXeTe yKa3aTb ero transform.position 1 transfarm.rotation (no
YMOIMYaHWNIO OHU Takune Xe, YTo U y opurmHana). Ecnu bl
KnoHupyete Component, GameObject, K KOTOPOMY OH
NPUCOEaNHEH, Takke KNOoHUPYeTCS.



CBs3b Unity 1 Visual Studio

YacTo, ocobeHHo ecrnu Visual Studio yxe
cTouT Ha Bawwem komnbroTepe, Unity
aBTOMaTN4YeCKN NPMBA3LIBAETCS K HEW.
OpgHako, 6bIBAET, YTO 3TY NPUBA3KY
HeobXxo4MMO NPOBECTU CaAMOCTOSTENLHO.
[1o cnenytowen ceoinke Ba Hanpgete
NoLlaroBy0 MHCTPYKLMIO, Kak 9TO caenatb

https://docs.microsoft.com/ru-ru/vi
sualstudio/gamedev/unity/get-start
ed/getting-started-with-visual-studi
o-tools-for-unity?view=vs-2019&piv

ots=windows




Select GameObject " B C B O I\/JI CT B aX
Sqllssets ' Scene @18] Ka M e p bl

None

v # v Square Spawner (Script) @ 3 " Wi/ RedSquare ( I n S pECtO r)

Script SquareSpawner
New Squre None (Game Object)

A

» [losiBUNCSA KOMMNOHEHT cKpunTa.
Bonee Toro, B 9ToM KOMMOHEHTE
NOSABMINOCH NOSe NO Ha3BaHMUIO

Nnoxoxee Ha nepeMeHHyo B
ckpunTte newSquare. Kak Hu

CTPaHHO, 3TO N eCTb AaHHas
nepemeHHas. [NpuBbikanTe, 4YTO
Inspector BCTaBNSAET npobenb! u
HayMHaeT Ha3BaHMA CO CTPOYHOU

Select GameObject OyKBbI.

v # v Square Spawner (Script) @ 3

q Script SquareSpawner » [laHHOW NnepeMeHHOW NoKa HU4Yero

J Assets ‘ Scene New Squre (®Redsquare 5 He npucBoeHo. Ha aTo HamekaeT
None Hagnucb None (Game Object).

§# RedSquare « Haxumaem Ha «MULLEHb»
crnpasa

* B nossuBLuemMca ananore
nepexoanm Ha Bknaaky Assets

» [1Baxabl KNMkaem Ha RedSquare




L Al | Displa
v € SampleScene*

Pesynbrar
MaHMNyNAaLnn

*[1pn BblaeneHnn RedSquare B
Inspector obbekTa Main
Camera, OH noacBe4YmnBaeTCcHd
XenTbIM B Project

[locne 3dllyCKa UrpoBoro « Favorites  Assets > Prefab
peXMMa O, All Materia
* B okHe Bn3yanunsauuu g: ::: ng:tl)i
NoABNSETCA nagatoLmm
EBﬁ-F'-paT i . v [@ Assets
. ierarchy BO3HMKaeT O0ObekT ( B Prefabs l | RedSquare|
RedSquare(Clone) cenes
Ma Packages




Tenepb noxynuraHnm))

B ckpunTe BbI30OBEM METO/ Instantiate HE TONBKO NPU CTapTe, HO U NMpwU

J Unity

f?public class SquareSpawner : MonoBehaviour

{

public GameObject newSqure;
// Start is called before the first frame update

@ Unity Message | O references
void Start()
{
Instantiate(newSqure);
}
// Update is called once per frame
@ Unity Message | O references
void Update()
{

Instantiate(nequure)ﬂ

}

Hold on

RestoreManagedReferences




[1o6aBuMm
KOMMOHEHT Collider

B Projects, B nanke Assets, nogkatarnore Prefabs aBa)kgbl KNMKHEM Ha

RedSquare

B Hierarchy BMeCcToO 06bEeKTOB CLIEHbI OTKPOETCS Hall prefab, B

NHCIMEKTOpPE NMOKaXyTCA ero CBOMCTBa

« [lobaBnsgem koMmnoHeHT Add Component -> Physics2D -> Box Collider

2D.

= Hierarchy |
+v (Al
< &# RedSquare

| [{)RedSquare

H
.

| shaded v|| 20

# Scene

<) Scenes | ﬁRedSquare

u‘,

(1D} ‘s* v 9!)0

v Auto Save

\

\lo

0@« ‘

e
/"'

< Physics 2D
a4 Area Effector 2D

Box Collider 2D .

&, Buoyancy Effector 2D
() Capsule Collider 2D
O Circle Collider 2D

0, Composite Collider 2D
/ Constant Force 2D

% Distance Joint 2D

+ Edge Collider 2D

= Fixed Joint 2D

O Friction Joint 2D
Al#Hinge Joint 2D

= Platform Effector 2D

o




UTo Takoe Collider

KomnoHeHThI Collider 2D onpeagenatoT doopmy 2D-
obbekTa GameObject

. HeBugnmeln konnangep He
oba3aTenbHO AOMKEH UMETL TY XXe OpMY, UTO K
Bu3yarnbHbln GameObject; Ha camom gene, rpyboe
npubnumxeHne yacto 6onee apPHEKTUBHO U
HeOTNMYMMO B UTPOBOM MNpoLecce.

Bce konnangepbl Anga 2D-o06bekToB GameObject
NMEIOT MMeHa, OKaH4YMBarLLMecd Ha «2D».
Konnanaep, B Ha3BaHMM KOTOPOIO HET «2Dy,

npegHasHa4veH ansa ncnonb3oBaHna ¢ 3D GameObject.

ObpaTuTe BHUMAHUE, YTO HEMb3a cMeLllnBaTh 3D-
06bekTbl GameObject n 2D-konnangeps! nnun 2D-
06bekTbl GameObject n 3D-konnanagepsl.

https://docs.unity3d.com/ru/current/Manual/Collider2D.

html

Edit Collider

Material

Is Trigger

Used By Effector
Used By Composite
Auto Tiling

Offset

Size

Edge Radius

» Info

| v [ v Box Collider 2D

A

None (Physics Material 2D)

X 0
X 1

Y O
o 1

®



Pe3ynktaT urpkl ¢ Collider 2D

v € Sam . Iom‘




[1obaBuMm
uBeTa B
CKpUNT.

C_os,u,a,u,MM HOBbIV cKpunT. Hazoesem ero
DifferentColors.

34ecb ucnonb3oBaH 0606LLEHHbIN BapaHT
o4YeHb Xopoulero metoaa GetComponent<T>.
[laHHbIV MeTOoa BO3BpaALLAET HYXXHbIW
KOMMOHEHT (onpenenseTcs T) Bbi3BaBLLErO
ero UrpoBoOro O0bLEKTA.

httPs:[[docs.unity3d.com[2020.2[Documentati
on/ScriptReference/GameObject.GetComponen

t.html

@

-public class DifferentColors :

MonoBehaviour

public GameObject newSquare;

- Color[] colors = new Color[] {Color.red,Color.green,Color.blue,
Color.cyan,Color.magenta,Color.yellow};
int count;

// Start is called before the first frame update

- void Stért()

count = 9;

// Update is called once per frame

= Qoid Update()

{
{
}
{
}
}

GameObject squareClone = Instantiatec< >(newSquare);
SpriteRenderer sp = squareClone.GetComponent<SpriteRenderer>();
sp.color = colors[count];

count = (++count) % (colors.Length);



LiBeTHblE KBagpaTUKNX!

Hierarchy # Scene
v [a Al : v #0 Lfy|Display1 ~ Free Aspect ¥ Scale — 1x
v € SampleScene
) Main Camera

Civrmalananar Mo rnac



CosagaHue
NPUMUTUBHOW . —— P -====
Urpbil. . - "~ F zfagggfga

» Wrpa byget cogepxaTb

« Tone (3emns, TpaBa, NECOK — YTO-TO MO i 4
4eMy MOXHO €3MTb) ik S - pﬂmg%ﬁ% rﬁ

» TaHK, koTOpbIN ByaeT nepenBuraTbCcs No
MOS0, pearnpys Ha BBOA Urpoka

« 3anpasku C TONSNMBOM, Nponasa Yyepes
KOTOpPblE TaHK MOXET 3anpaBnaTbCs
(BeoeTcs y4eT Tonnmea, TaHk 6e3 Tonnuea
He efaerT)

* MoHeTKM (CyHAYKN, rpnbbl, NTUYKK),
KOTOpbl€ MOXHO cobupatb 1
3apabaTbiBaTb O4KU

R

Llenb vrpbl

3apaboTtaTb HanbonbLlee KONUYECTBO
OYKOB




CosnaHue nong. War 1.

AN AN AN AN AR AN AR AN AR £

r

dirt2jpg
dirt3.jpg
grass2.jpg
rockl.jpg
rock2.jpg
rock3.jpg
sandl.jpg
sand2.jpg
sand3.)pg
waterl.jpg
water2.jpg

CkadymBaem Ha becnnaTtHbIX canTax becLloBHbIE
TEKCTYpbl 3eMnK, Necka, Tpasbl, TOro, YTo bonbLle
HpaBUTbCS. BcTaBnsiem B nanky Assets NpoekTa (4
npeanovnTaro co3gaBaTb Mo Bce pasHble
nogkaTtanoruy, B JaHHOM criyyae — Textures). BctaBuTtb
MO>XHO Kak B unity, Tak 1 B MPOBOAHMKE.

' Assets > Textures

waterl

T T T T T T T T T |

T

dirt2jpg

dirt2.jpg.meta
dirt3.jpg
dirt3.jpg.meta
grass2.jpg
grass2.jpg.meta
rockl.jpg
rockl.jpg.meta
rock2.)jpg
rock2.jpg.meta
rock3.jpg
rock3.jpg.meta
sandl.jpg
sandl.jpg.meta
sand2.jpg
sand2.jpg.meta
sand3.jpg
sand3.pg.meta
waterl,jpg
waterl.jpg.meta
water2,jpg

water2,jpg.meta



Co3naHue nong. War 2.

[MpocTbiM NepeTackMBaHueM pasmellaem BblIDpaHHY TEKCTYPY Ha cueHy. B Hierarchy cpasy nosisnsercs ee nvs, a
B VIHCnekTope — CBOUCTBa.

| oGame |

= Hierarchy 3 i | # Scene -
Display 1 ~ Free Aspect ¥ Scale

4+~ oAl Shaded
v € SampleScene* H
£f) Main Camera
() rock1

s Project & Console a i
Q (& | € | x| »8

+v
¥ . Favorites | Assets > Textures
9%
[-] |
sand3 |
v

Q e ! . g
v (@ Assets i

B Scenes dirt3 grass2
a Textures

s Packages !
=

waterl water2




v ).  Transform (7 ML
Position X 0 Y 0 ZO0
Rotation X O YO Z0
Scale X 1 Y 1 Z 1

v [#] v Sprite Renderer @  :
Sprite [*Irock1 ®
Color P
Flip e I
Draw Mode Simple v
Mask Interaction None -
Sprite Sort Point Center v
Material Q Sprites-Default ®

¥ Additional Settings
Sorting Layer Default

Orderin Layer 0

v [zl v Sprite Renderer Q@ i :

Sprite [*rock1 ®
Color /
Flip N

Draw Mode Tiled v

Sprite Tiling might not appear correctly
because the Sprite used is not
generated with Full Rect or Sprite

‘& Mode is set to Polygon mode. To fix
this, change the Mesh Type in the
Sprite's import setting to Full Rect and
Sprite Mode is either Single or Multiple

Size Width Height
30 16.8
Tile Mode Continuous v
Mask Interaction None %
Sprite Sort Point  [Center v |
Matarial O Qnritac-Nafaul &

CosoaHue nong. Lar 3.

Kycouek Ha cueHe crnmwKkom man, Haao 6kl ero «3amMoCcTUTb» Ha bonbLuyto nnowanb. [ns atoro B Draw Mode BbiGupaem Tiled




Assets > Sprites

—4
=

N onaTtb, Kayaem KapTUHKM TaHKOB, B, CBEPXY. (3a04HO yX
N KaPTUHKY TOMNMBA)

CO3,E|,aHI/Ie TAHKA. O6partute BHUMaHWe, YTO Ha JAaHHOW KapTUHKE HECKOMbKO
TaHKOB, MMOC eCTb «pa3obpaHHbie» BapuaHTbl. TO eCTb [0

MCMONb30BaHUSA KapTUHKN HAJO0 € Hew nopaboTarThb.




© Inspector | £* Project Settings Cione ® Inspector 2 Project Settings 2 i

«

| ®« Tanks (Texture 2D) Import @ = : @e Tanks (Texture 2D) Import Setti @ 3 :
i e (i

15 Cheh e Open
]

i Texture Type Sprite (2D and Ul)»

exture Shape ZL

Texture Type Sprite (2D and Ul) v
Texture Shape 2L

Pa36op kapTUHKM I M .

Pixels Per Unit 100 Packing Tag
Mesh Type Tight v Pixels Per Unit 100

i
H a { Extrude Edges ® 1 Mesh Type Tight v
Pivot Center < Extrude Edges @ 1

Generate Physics v

cocTaBngaoLwme

» Advanced
Wrap Mode Clamp v
[1ns atoro HY>XHO FllterMode Ejnnear | v
BblaenuTb ee B nanke Assets. B Tanks RGB | R | G | B |

NHCMNEKTope NosABATCSH CBOUCTBA.

YctaHoBUTb Sprite Mode B
nosnuuio Multiple

2SS/ INE

nepeVITVI B Sp”te Edltor 'Unapplied importsettingm - N '

5 S

Unapplied import settings for
'Assets/Sprites/Tanks.png'.
Apply and continue to sprite editor or cancel.

\prly .} Cancel i |




Sprite Editor |

Sprite Editor ¥ | Slice ¥ Trim Revert

Sprite Editor

* /IHorga TekcTypa cripanTta cCoaepXxuT
TONbKO OAWH 3MIEMEHT rpadurKn, HO YacTo
ropasgo yaobHen oobeanHNTbL HECKOSTbKO
N300paxxeHnn cBA3aHHbIX ApYr ¢ Apyrom B
OAHO n3obpaxeHune. Hanpumep,
n3obpaxxeHne MOXET coagepxaTtb
COCTaBHbI€ YaCTM NePCoHaXa, Kak nyLuka
TaHKa, KOTopas MOXET ABUraTbCH
He3aBMCMMO OT Kopnyca. [Jnsa atux ueneu
Unity npenocTtaBndeT Sprite Editor no3sonasa
C NErkocTbio U3BMEKATb ANTEMEHTbI
COCTaBHOIO N300paxxeHus.

* https://docs.unity3d.com/ru/2021.1/Manual/S

priteEditor.html

» https://ios-apps.ru/blog/sprite-editor-i-rabota- 4
S-nim




I Slice automatically

Center

Delete Existing

Pa3pexem Hall TaHK Ha YacTu. [1nga aToro B BbiNagaroLem
MEHIO Slice OCTaBMM BCE YCTAHOBKWU MO YMOMYaHMUIO U
HaxmMeM cobCTBEHHO KHOMKY Slice. B npaBom yrny Sprite
pefakTopa CTaHyT AOCTYMHbIMWU KHOMKK Revert 1 Apply.
YKvmem Apply.




[loaroHka pesynbsraTta BPYYHYIHO

[Tocne HaxaTua Apply MOXXHO ByEeT BPYYHYHO NOAOrHaTh pa3Mepbl KaXaoro
oObeKkTa




PaboTa c
oTOeNbHbIM
TaHKOM.

« Tenepb MOXHO nepeTawmTb
BblOpaHHbLIW TaK Ha CLEHY. B
Assets/Sprite TaHKN N NX NYLUKA
Tenepb PacnofoXeHbl
otaenbHo. [1na AaHHOW
nporpammel s Bbibepy
LIeNTMKOBbIV OOMNbLLOW TaHK.

- Korga nomecTtuna cepbiii TaHK . > Sprites
Ha cepble KaMHK, NMOHANA, YTO
caenana 4To-To He TO U

M3MeHuna uBeT KaMHeW B Sprite
Renderer, caenana nu3 donbLie
MOXOXXMMU Ha 3eMIHO. °

» Ha TaHk HaBecuna Box Collider.




// Update is called once per frame

&

Qoid Update()

{

ﬂ B M}Ke H M e ; TankMoving();
Ta H Ka ?r‘ivate void TankMoving()

float step = 0.05F;
if (Input.GetKey(KeyCode.UpArrow))

transform.position = transform.position + new Vector3(e, step, 0);
else if (Input.GetKey(KeyCode.RightArrow))

transform.position = transform.position + new Vector3(step, 0, 0);

« [lobaBnsiem ckpunT

TankBehaviourScript " else if (Input.GetKey(KeyCode.DownArrow))
HaBelLlMBaeM ero Ha TaHkK transform.position = transform.position + new Vector3(e, -step, ©);
) else if (Input.GetKey(KeyCode.LeftArrow))
A B CKpMHTe CO3,£I,aeM MeTO,D, transform.position = transform.position + new Vector3(-step, 9, 0);
TanksMoving 1 Bbl3biBaeM — I —————
eroB Upd atE() Shaded #H0 By v X m~ Gizmos Display 1 v Free Aspect v Scale ®— 1x Maximize Ov

« Knacc Input nossonsier
OTCrneauTb BBO4
nosfib3oBaTens c
KraBuaTypbl, MbiLLy,
OpYyrnx ycTponucTe BBOAaA.

Application.Reload




=public enum RotationStatus

{{ Right = @, Up = 90, Left = 180, Down = 270 }
@ Unity Script | 0 references

=public class TankBehaviourScript : MonoBehaviour
{

private void TankMoving() //TNepeMeHHan, cnefdAwas 3a MOBOPOTOM TaHKa
¥ RotationStatus rotationStatusOfTank = RotationStatus.Right;

float step = 0.05f;
if (Input.GetKey(KeyCode.UpArrow))
if (rotationStatusOfTank == RotationStatus.Up)
{ transform.position = transform.position + new Vector3(®, step, ©); }

else { transform.rotation = Quaternion.Euler(@, @, 90); rotationStatusOfTank = RotationStatus.Up; }
O BO p OT else if (Input.GetKey(KeyCode.RightArrow))
if (rotationStatusOfTank == RotationStatus.Right)

{ transform.position = transform.position + new Vector3(step, @, ©); }
Ta H Ka else { transform.rotation = Quaternion.Euler(@, ©, ©); rotationStatusOfTank = RotationStatus.Right; }
else if (Input.GetKey(KeyCode.DownArrow))

if (rotationStatusOfTank == RotationStatus.Down)

{ transform.position = transform.position + new Vector3(®, -step, ©); }

else { transform.rotation = Quaternion.Euler(®, @, -90); rotationStatusOfTank
else if (Input.GetKey(KeyCode.LeftArrow))

if (rotationStatusOfTank == RotationStatus.Left)

{ transform.position = transform.position + new Vector3(-step, ©, ©); }

else { transform.rotation = Quaternion.Euler(@, ©, 180); rotationStatusOfTank

RotationStatus.Down; }

RotationStatus.Left; }

NoBopoT 6yaem ocyLLEeCTBNATbL NPU HaXaTum Tex e knasuw. Ecnn
B [JaHHbIA MOMEHT TaHK pa3BepHYT He Hanpago, a UrPOK HaXKUMaeT
CTPEnKy BnpaBo, TO TaHK CHa4yarna pas3BopavnmBaeTCsl, ECINN OH YXKe
pa3BEPHYT B HY>KHYIO CTOPOHY, TO efeT.




Mrpa c noBopoTOM TaHKa.

" # Scene .
Shaded o & | | [ f v Scale ®@— 1x  Maximize Or

GameView.OnGULrepaint




StartCoroutine(Rotation(rotationStatusOfTank, RotationStatus.Up));

[1TnaBHbLIN {
int angleStart = (int)start;
HOBOpOT int angleEnd = (int)end;

int anglePlus;

if (Mathf.Abs(angleEnd - angleStart) <= 1890)
if (angleEnd < angleStart) anglePlus = -5;
else anglePlus = 5;

« Ecnu s xo4y, 4TObbI TaHK
noBopaymBarncs 6ornee nnaBHo,

else
TO CTOUT NCNOJ1b30BATb {
conporpaMmmy. if (angleEnd < angleStart)
» Conporpamma (Couroutine) - 3TO { anglePlus = 5; angleEnd += 360; }
(PYHKLMSA, KOTOpast MOXeT else
NPUOCTaHOBUTL CBOE { anglePlus = -5; angleEnd -= 360; }
BbINOSHEHME (yield) A0 } . .
3aBepLLEHMSI AaHHOV la?la”g € " e eSti”E’d
MHCTPYKUMK Yieldnstruction. ‘{“’ ol (apgle )= anglebna)
transform.RotateAround(transform.position,
new Vector3(@, @, 1), anglePlus);
angle += anglePlus;
yield return null;
}




rpa c nnaBHbIM NOBOPOTOM




* UT06ObI HE TEPATL TaHK N3 BUOY HanNuLieM CKpUNT,
[1BM>KeHune KaMepbl 3a nepemeLlaroLmnm kamepy 3a HuMm. M He 3abyoem B

O0OBLEKTOM pegakTope yCTaHOBUTb 3HA4YEeHUE OTKPbITOU
nepemMeHHon Tank Transform Ha HaLU TaHK.

—jpublic class CameraFollow : MonoBehaviour

{

public Transform tankTransform;

// Update is called once per frame
[4 nitv Me OV H7 , (s e ot

void Updafe()

{

transform.position = new Vector3(tankTransform.position.x,
tankTransform.position.y, transform.position.z);




Pesynbrar

' # Scene

| Scole & 1 Maumize O

Hold on

InspectorWindow.Repaint




Tenepsb, Korga TaHkK
e3auT, nepengem K
roproyemy.

 LilncTepHsbl c roptounm 6yayT y Hac
PaHOOMHO pacKknabiBaTbCA Mo Noso.
CnepoBaTenbHO, HAYHEM C co34aHus
prefab unctepHsbl. [Inga aToro neperawmm
KapTUHKY C LMCTEPHOW M3 Narku Assets
Ha cueHy (Kak npoaenbiBasniv 3aTo C
TaHkoMm). U TyT meHsa (Hy u Bac
COOTBETCTBEHHO) NogXmnaaeT nepsbin
CHOpPMpK13: KAapTUHKa OKasanacb ¢ QoOHOM!
CnepoBaTtenbHO, ONATb Uaem B
penakTop CrnpamnTos.




Sprite Editor

Custom Outline ¥ Snap Outline Tolerance ~ @—————— 0 Generate

N onaTtb

penakTop
CcnpauToB




# Scene
Shaded e | v P0 Ey

ELwe oagHa nonbITKa
co3aaTthb prefab

» Tenepb BTOPOK CHOPNpuU3 — 3a 3emnen ¢ |||+ B0 i v|bw
(packpalleHHbIMU KaMHAMW) HE BUOHO
Halleu uncrtepHbl! [leno B TOM, 4TO No
YMOMN4YaHUIo, BCE OObEKTLI HAXOAATCS Ha
OLHOM HYNeBOM YPOBHE, 1 KakK NX unity |
pPa3MecTuT, Heu3BeCTHO. [1ns KOHTpons | o] g
9TOro npouecca Hago 3agaTb 0O6beKkTam Bk

[sIFuel2
pa3Hble YpOoBHMW. [lenaeTtcs 31O B y
MHCNEKTOpE, B KOMMOHEHTE Sprite ip X Y
Renderer. 3agagum Fuel ypoBeHb 1, TaHKy Draw Mode Simple

— 2, a 3emne octaBum 0. Mask Interaction None
Sprite Sort Point Center

Material @ Sprites-Default
¥ Additional Settings

Sorting Layer Default

Order in Layer



" Scene '
Shaded

[loBogum prefab oo yma.

o

" Scene '

Shaded v 20 || @ | & |v B0 Fy| v XK

YMEHbLAEM NOBABITAEM AOBABJTAEM BOX
PA3MEPbI (TRANSFORM KOMIMOHEHT COLLIDER. MOAIOHAEM
SCALE X=0.5, Y=0.5) RIGIDBODY, YBUPAEM PASMEPbI BPYYHYIO.

PABUTALIMIO



public GameObject fuelPrefab;
public int numberOfFuels=5;

O6be KT public Vector3 fuelPos;

GameObject[] listOfFuels;

FUE' Manage I readonly float maxX = 14; //OcTaBnsem 3anac, 4Tobbl ropwyee

readonly float maxY = 8.3f; //He nosBUMNOCb COBCEM Ha Kpaw
// Start is called before the first frame update

Prefab rotos. [lepemewiaem ero void Start()
B nanky Assets/Prefabs, a co { CreateFuelsOnField(); }
cUueHbl yaanaem.

private void CreateFuelsOnField()

Cosgaanm nyctom obbekT {
FuelManager, Ha6pocvnv| Ha HEro listOfFuels = new GameObject[numberOfFuels];
ckpunT FuelManagerScript. for (int i = ©; i < numberOfFuels; i++)
{
He 3abbiBaem B PEAAKTOpe 1listOfFuels[i] = Instantiate(fuelPrefab,
HasHa4aTb public nepemeHHbIe. new Vector3(Random.Range(-maxX, maxX),
Random.Range(-maxY, maxY), ©), Quaternion.identity);
Debug.Log(listOfFuels[i].transform.position.x + ", "
+ listOfFuels[i].transform.position.y);|
}

fuelPos = listOfFuels[@].transform.position;




# Scene

Tenepb Npwn
cTapTe
Urpbl Ha
none
NOABNAETCA
roptoyee




Edit Collider

Material

Is Trigger

Used By Effector
Used By Composite
Auto Tiling

Offset

Size

Edge Radius

cnonb
roprovero.

{
Destroy(other.gameObject);

v [ v Box Collider 2D o

None (Physics Material 2D) ©
v

X 0.04975 Y -0.1523.
X 1.68974° Y 2.08825

0

b Ha4o0 3aCcTaBUTb TaHK pacxogoBaTh roprovee npu

OBWXEHUU U 3anpaBnAaTbCA FopoYuM Mpu NpoxXoxaeHnm yepes
AT . Mt e uucTepHbl. Cenyac, KCtatu, 1 TaHK 1 roptodee ABnaiTCA
N ] 2 TBEPAbIMU TENaMn C Konnangepamu, no3Tomy TaHk dyaet
: NPOCTO pacTankmeaTtb LMCTEPHbI. [1epBoe, YTO HYXXHO caenaTb

— 3TO NoCTaBUTL ranouky Is Triger B Box Collider TaHka. Tenepb
roptodee byaet octaBaTbCs HA MECTE, HO ByayT
dorkcnpoBaTbCA CTONKHOBEHUS. YTOBObI pearnpoBaTtb Ha HUX,
Hanuwem B CKPUNT TaHKa pyHKUMIO OnTriggerEnter2D.

prlvate void OnTriggerEnter2D(Collider2D other)



[lpopornxeHue
cnenyer....

« Ha cnegytouem 3aHATUM Mbl NPOLOOIMKUM AenaTtb Urpy
«YONBUTENbHbIE TAHKNU» U MO3HAKOMUMCS C aHUMaLUuen
n Ul (nonb3oBaTenbCkumM nHTepdencom B Unity)




[lomalluHee
3agaHue. HacTtb 1.
Jleryanwias.

HanuncaTtb npunoxexue,
aHanorn4yHoe
paccbinaroLWnUMCS LIBETHbIM
Kybukam, ToONbKO C LIBETHbIMU
Kpy>Xo4dkamu (oro!), kKotTopble
OyayT BO3HUKATbL HE B O4HOM
MecCTe, a pucoBaTb HEKOTOPYIO
ouUrypy (Hy, Hanpumenp,
KBagpaT, OKPY>XHOCTb, QUrypy
INnccaxy)




[lomaluHee
3agaHue. HacTtb 2.
TBOp4YecKkas.

« Co3gaTb CBOK NPUMUTUBHYIO UTPY,
NCNONb3ys NMosy4eHHble cerogH4
HaBbIkN. MOXXHO NOBTOPUTb
CYLLeCTBYIOLLYI0, MOXHO NpuaymaTtb
camomy. OTNMUYHO MOTYT NOAONTU
rOfI0BONTOMKM, cobupanku (Kak
ceroHsa B npumepe), NoBUIKK (C
Heba 4YTOo-TO NnagaeT, Haao
noacTaBUTb KOP3UHY). Ecrnn Bl
npuaymanm urpy, Ho He 3HaeTe, Kak
YTO-TO Aenaetcyd B Unity — nnNTE B
TUMC, B NINYHbIE COODLLEHNS,
nocrapatocb OTBETUTL. [laHHOEe
3ajaHue faeTcd Ha OBa 3aHATUS.




