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BBenenue

Pa3BuTre coBpeMEHHBIX HH(POPMAIMOHHBIX TEXHOJOTHUN COMPOBOXKIAETCS
MOSIBJICHHEM HOBBIX CTaHIapPTOB, MPEIBIBISIONINX BCE O0JIee BHICOKHE TPeOOBaHUS
K CO3/laBaeMbIM HHUQPPOBBIM MpoaykTam. OAHO M3 HHUX — HAJIWYHE YAOOHOTO
M0JIb30BATENBCKOTO uHTep(etica, MTO3BOJISOILETO YEJIOBEKY JIETKO
B3aUMOJIECTBOBATH C AJIEKTPOHHO-BBIYHCIATEIbHBIM YCTPOHCTBOM.
[TpumenutenbHO K cdepe pa3pabOTKU KOMIBIOTEPHBIX IMPOrpamMM YKa3aHHOE
TpeOOBaHME MOJpPAa3yMEBAaE€T OpPraHU3alUI0 IpadUUECKOro MPEICTABICHUS
pe3ysbTaToB paboThl MpuiiokeHus. Hampumep, perieHue onpenencéHHOro Kpyra
3a]a4, TaKUX Kak pa3paboTka KOMIBIOTEPHBIX UIp, CLIEH BHUPTYaJbHOW U
JIOTIOJIHEHHOM peajbHOCTHU, MpPENIoJiaraeT CO3JaHUE ABYMEPHBIX U TPEXMEPHBIX
O00BEKTOB M HACTPOMKY c11OCOO0B B3aUMOAEHCTBUS ¢ HUMHU. O0sIerduTh paboTy 1o
CO3JaHUI0  TMPWIOKEHUH €  DJIEMEHTaMH  BU3yaIM3alUd  [OMOTAIOT
CHEUaTN3UPOBAHHBIE KOMIIBIOTEPHBIE CUCTEMBI — CPEbl Pa3pabOTKH.

B Hacrosmem y4eOHO-METOJAMYECKOM TOCOOMM M3JaratoTcsi OCHOBBI
CO3JaHUsl W NPOTrPAMMHUPOBAHMS TPEXMEPHBIX CLEH B cpelae pa3pabdoTKH
rpaguueckux npunoxxenuit Unity.

Lenp maHHOrO MOCOOUS — MOMOIIH YYAIIUMCSI B OCBOCHHH OCHOB CO3JaHUs U
POrpaMMUPOBAHMS TPEXMEPHBIX CIEH B Cpeae pa3paboTku rpaduyecKkux
npunoxkeHuit Unity, a Takke MOMOIb MeJaroraM yupexaeHuid JOMOJIHUTEIbHOTO
oOpa3oBaHMsI JETEN U MOJIO/IEKU B IPOBEJCHUH 3aHATHI 110 TaHHOU TeMe.

B pamMkax yka3aHHOW LI€JIM PEIIAIOTCS CIECIYIOUINE 3aJaUu:

- NO3HAKOMHUTBCSL C IpoueccoM yctaHoBkM Unity M perucrpanuu
YYETHOU 3aIHCH;

— HAy4UTbCSl HUCIOJIb30BaTh HMHCTPYMEHTHI HACTPOMKU OOBEKTOB
TPEXMEPHBIX CIIEH;

— MOJIYYUTh HABBIK TPOrPAMMHOTO U3MEHEHHUSI OOBEKTOB;

- OCBOUTH HACTPOWKY OCHOBHBIX 3JIEMEHTOB IIOJIb30BaTEIbCKOTO
uHTEepdeiica.

Kaxxnag U3 yka3zaHHbBIX 3a7a4 MOJPOOHO pacCMOTPEHA B COOTBETCTBYIOILEH
yacTu ydeOHOo-Meroauueckoro mnocodus: «lloaroroBka k padore», «Co3znanue
TpéxMmepHOl cueHb», «lIporpaMmmHOoe u3MeHeHue 00bekTOBY», «Hactpoiika
M0JIb30BATENBCKOTO UHTEPPEICcay.

Kpome TOro, CTpykTypa HaCTOSIIIErO IMOCOOUS COAEPKUT BBEACHUE U
3aKJII0YEHUE.



I'nasa 1. IloaroroBka k padore

1.1. YcranoBka Unity

Unity — MexmiarpopmeHHas cpena pa3padOTKH KOMITBIOTEPHBIX WP U
JIpYruX MPWIOKEHUH, WCIONb3YIOUMX BH3yanu3anuioo B ¢gopmarax 2D u 3D.
[Tporpamma Unity mo3BOJISI€T CO3/1aBaTh MPUIOKESHHS TSI O0Jiee 4eM 25 pa3IndHbIX
m1aThopM — MEPCOHAIBHBIX KOMIIBIOTEPOB, WUIPOBBIX KOHCOJEH, MOOMIBHBIX
YCTPOMCTB, MUHTEPHET-NIPUIIOKEHUI 1 MHOTHX Jipyrue. [Tepsas Bepcust Unity Bblluia
B 2005 rony, ¥ B ocieaHUE TOAbl JAHHBIN TPOrpaMMHBINA MPOAYKT CTPEMUTEIHHO
COBEPILIEHCTBYETCS, CTAHOBSCH BCE MIPOIIE B OCBOCHHUH U MPEOCTABIISIS BCE OOJIbIIIE
HOBBIX BO3MOYKHOCTEH JIJIs1 pa3pabOTYMKOB BU3YaJbHBIX MPUIIOKEHUH.

Cucrema Unity sBusercs OecIlaTHBIM  MPHJIOXKEHHEM JUId  BCeX
M0JIb30BATENECH, KOTOPBIE HCIONB3YIOT €€ B HEKOMMEPUYECKUX LeisX (He paau
(UHAaHCOBOM  BBITOJBI, @ C [EJIbI0 CBOEro  pa3BUTUSA, TBOPYECTBA,
COBEPILIEHCTBOBAHMS HABBIKOB MPOIPaMMHPOBaHUA U PaOOTHI C TpaUKOi U BUEO).
Jlis  oCTanmbHBIX TONB30BAaTENe — WHAMBHIYAJIbHBIX MpPEANpPHHUMATENCH U
OpraHu3alyi, MOJy4YarolUX (PUHAHCOBYIO MPUOBLIb OT CBOEH NEATEIbHOCTH, —
TpeOyeTcsl MOKYIKA JUUEH3UH Ha UCII0Ib30BaHue cucTeMbl Unity B KOMMEPYECKUX
LENsX.

[Tockonpky Mbl ¢ BamMu OyzaeMm ucnosb3oBath Unity B 00pa3oBaTelIbHBIX
LENSIX, HUYTO HE MEIIAeT HaM YCTaHOBUThH JIaHHOE MPWIOKEHHE U OeCIUIaTHO
M0JIb30BaThCS UM.

[lepBbiM nemoM Ham moTpedyercs cKadaTh JUCTPUOYTUB (YCTAHOBIIHK)
Unity. Pexomennyio aenate 3T0 ¢ odunuansHoro caita http://unity3d.com ,
NOCKOJIbKY Ha O(UIHUANbHBIX CalTax BBICTABISIFOTCS CaMble MOCJIEIHUE BEPCUU
IPOrPaMMHBIX  TPOAYKTOB (C  WCHPABICHHBIMH  OIIMOKAMHU U  HOBBIMHU
BO3MOKHOCTSIMU).

YToOBl HE TPAaTUTh BpeMs Ha MOUCK pa3jiena ¢ yCTAHOBILIMKaMU, MeperuTe
MO CCBUIKE:

https://unity3d.com/ru/get-unity/download/archive

Bri monanére B pazaen « ApxuB 3arpy3ok Unity» opuiinagbHOro CaiT.

BHU3y BBl YBUIHMTE CHUCOK PENU30B (BBIMYCKOB) mpouuibix Bepcuil Unity,
CTPYIIHPOBAHHBIX IO BEPCUSIM:

— Unity 2022.x
— Unity 2021.x
— Unity 2020.x
— Unity 2019.x
— Unity 2018.x
— Unity 2017.x
— Unity 5.x



Bepcus Unity 2018.3.13f— He camas mociieHsIs, OHAKO TSl U3YYCHHS OCHOB
3TO HE CTOJIb MPUHIUITUATIBHO.

Cnenyetr oTMeTuTh, yTo, HaunHasg ¢ 2017 roma (Bepcun u3 rpymmsl «Unity
2017.x»), Ha yKa3aHHOM OQUIMAIBLHOM caiiTe BbICTaBISAIOTCS Bepcuu Unity,
NpelHa3HAYCHHbIC JI YCTAHOBKU Ha 64-pa3psaHble OMNEepallMOHHBIE CHCTEMbI
Windows. Ckopee Bcero, MUMEHHO Takasl OllepalliOHHasi CUCTeMa YCTaHOBJIEHA U Ha
BaieM KomrbloTepe. Ecnu ke y Bac ycraHoBiieHa Oojiee paHHsst 32-paspsaHas
BepcHs omnepanuoHHo cucteMbl Windows, TO HaWTH MOAXOAAIIUN AJisi HeE
yCTaHOBUIMK MOKHO B rpynmne «Unity 5.x» (He camasi cBexxast BepCusi, HO SIBISIETCS
CTaOMJIBHON U BIOJHE MOAXOASIIEH At pabOThI).

Emé onna mpuuuHa, Mo KOTOPOH MOKET MOTPeOOBaTHCS YCTAaHOBUTH OoJiee
panHI010 Bepcuto Unity — MajgoMOIIHEIN KoMIbioTep. HoBbIe Bepcuu MporpaMMHBIX
IPOAYKTOB, KaK MpaBuio, TPeOYIOT OT KOMIIbIoTepa OoibIiie pecypcoB. OcoOEHHO
ATO KacaeTcs MPUIIOKEHUH J1st paOboThI ¢ TpadUKOM U BUIE0, K KOTOPHIM OTHOCUTCS
u cucrema Unity. [losToMy eciu Ball KOMIBIOTEP MEAJIEHHO pabOTaeT ¢ APYTUMU
rpaduueckumu npuioxxenusamu (Hanpumep, Adobe Photoshop, Corel DRAW, Sony
Vegas, Pinnacle Studio, Autodesk 3ds Max u nap.), BO3MOXXHO, UMEET CMBICI
cHayvasia nonpoobosath Bepcuun Unity u3 rpynn «Unity 2018.x» unu «Unity 2017.x».

Urak, mepeiaém Kk ckauuBanuio M yctaHoBke Unity. IlepBeiM nemom
BbIOepuTe Bepcuto Unity U B COOTBETCTBYIOIIEW €W CTPOKE HAXKMHUTE Ha
YKa3bIBAIOU[YI0 BHHU3 CTPEJIKY OJHOIO W3 CIIMCKOB, HAaYMHAIOLIUXCS CO CJIOBA
«Downloads» («3arpy3ku»). Eciu Bac Ha KOMITbIOTEpE YCTAHOBJICHA ONEPAIIMIOHHAS
cucrema Windows, packpoiite cnucok «Downloads (Win)», nis MacOS 3arnsinure
B crnucok «Downloads (Mac)», a nnst Linux — B cnicok «Downloads (Linux)».
Jlanee oOpaTtute BHUMaHUE HAa CamMbl€ MEPBbIE MYHKThI PACKPBITOIO CIIHCKA!

— «Unity Installer» («YctanoBmuk Unity»);
— «Unity Editor 64-bit» («64-pa3psinnbiii penaktop Unity»).

Bce nocneayroiye HHCTPYKIMU U OMKUCAaHUS 51 Oyly MPUBOJIUTH HA IPUMEpE
oneparmonHoi cucteMbl Windows. Ilynkt «Unity Installer» mo3BosseT ckauaTh
BeO-yCTaHOBIIMK — (paiin pasmepoM MmeHee 1 merabaiita (I MO), koTtopblii mpu
3almycKke Ha4HET cKauuBaTh ¢ MIHTepHeTa 1 ycTaHaBIMBAaTh HA BAallleM KOMITBIOTEPE
nporpammy Unity.

[TyHkT «64-pa3psanbiii pegaktop Unity» MO3BOJSET CKauyaTh HAMPSMYIO CaM
nuctpuOyTuB Unity, pasmep KOTOporo coctasisieT mpumepHo 1 rurabair (1 1'6).

Takum o00pazoM, BeO-yCTAaHOBIIMK 3aHMMAET MPUMEPHO B THICAYY pa3s
MEHBIIIE MECTa, YeM CKauMBaEMbIil yepe3 Hero KIacCUYECKUi yCTaHOBOUHBIN (paiin
Unity. Kakum BapmaHTOM BOCIIOJIB30BaThCA — pelIaTh BaM. S MpeAnovYuTaro He
M0JIb30BaThCS BEO-YCTAHOBIIUKOM, a CKa4aTh UCXOIHBIA TUCTPUOYTUB, TOCKOJIBKY
B 3TOM CJIy4ae OTCYTCTBYET PUCK, UTO BO BpeMsl YCTaHOBKHU cOoil IHTepHET-CBsA3U
IIPUBEIET K €€ HEKOPPEKTHOMY 3aBEPLICHHUIO.

ITocne Toro, kak Bbl CKauaeTe YCTAaHOBOUHBIA exe-(aiin c caita Unity,
3amyctute ero. OTkpoeTcst okHO yctaHOoBKH Unity. S He Oy1y moApOoOHO ONUCHIBAThH
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— OHHU BIOJIHE CTAHJAPTHBIE U UX COCTAB MOXKET Pa3INYaThCS B 3aBUCUMOCTH OT TOM
Bepcun  Unity, KoTopylo BBl  ycTaHaBiuBaere. JlocratoyHo  mpocTo
MOCJIEIOBATEIbHO HAXKUMATh KHONKH «YcTaHOBUTH» M «/[lamee». Ho Bcé xe
PEKOMEH/TyI0 TOMYTHO 00paliaTh BHUMaHUE Ha TO, YTO HAITMCAHO Ha Ka)JOM Iare
mpoliecca YCTaHOBKH, YTOOBI 3HATh, C KAKUMHU HACTPOMKaMU Bbl yCTaHABJIMBAETE
NPUWIOKEHUE (HapUMep, B KaKylo MarnKy OHO OYJIE€T YCTaHOBJIEHO).



1.2. Perucrpanusi y4éTHOM 3amuCH

[Tocne Toro, Kak Mpouecc yCTaHOBKH 3aBEPLINTCS, 3aKPOMTE MOCIETHEE OKHO
YCTaHOBKM M 3amyctute nporpammy Unity, MCHOIb3ysl CO34aHHBIA Ha pabodem
croJe spiablk «Unity» uinu Hailisg e€ B ciicke nporpamm B MeHIO «Ilyck».

3ameuanue. lHorna ObIBaeT, 4TO MpPHU MEPBOM 3aITyCKE MOSABISAETCS CEPOE
OKHO € COOOIIIEHHEM Ha aHTJIMHCKOM SI3BIKE O TOM, UTO Ha KOMIIbIOTEPE HET (haiina
munensun  Unity. B »stoM cimywae Haxmute KHomky «Force  Quity
(«[TpuHYAUTENBHBINA BEIXOA») U MOMPOOYIHTE MOBTOPHO 3amycTUTh Unity — JOKHO
cpaboTaTh.

Ha »sxpane nosButcs okHO «Sign into your Unity Account» («Boiigute B

CBOIO yU€THYIO 3anuch Unity»).
< Unity 2018.3.13f1 EX|

& unity Hello!

Sign into your Unity Account

fyo 1ave a Unity Account, please cre e to access Unity services and resources

Email assword

Remember my choice (@

Ecnu panee Bbl yxe OblTH 3aperucTpupoBanbl Ha caiite Unity, TO BBeauTe
YKa3aHHbIC IIPU PETUCTpPALMU aJpec SJIEKTPOHHOW MOYTHl M MApOjb JOCTyNa K
yuétHoi 3amucu Unity, a 3aTeM HaXMUTE KHOTIKY «Sign in» («BoWTny).

Ecnu e BbI €111€ HE perUCTPUPOBAIINCH, TO MEPBBIM AEJIOM CIIEYET CAETIaTh
MMEHHO JTO, TIOCKOJbKY 0€3 Yy4€THOM 3amucu He TMOJY4YUTCS Co34aTh
JUIEH3UOHHBIN (ain nins paboThl B NpUIOKEHUM. [[ns Havama perucrpanuu
HaXMUTE BBIJICJICHHYIO LIBETOM HAAMHUCh «create one» («co3laTh HOBYIO») WIIU
OTKpOWTEe Opay3ep u nepeiaure mo aapecy: https://id.unity.com/account/new .

Otkpoetcs ctpanuna caiita Unity ¢ popmoii «Create a Unity ID» («Co3nanue
yu€THOM 3amucu Unity»).



https://id.unity.com/account/new

&« X {Y @& id.unity.com/en/conversations/179a680c-53dd-4b46-be89-867dcded178900af B
Create a Unity ID
If you already have a Unity ID, please sign in here

Email Password
Username Full Name

| agree to the Unity Terms of Use and Privacy Policy

1 understand that by checking this box, | am agreeing to receive 5 e pabot

reCAPTCHA
promotional materials from Unity S

Or

Sign in with google 3 sien in with facebook

B none «Email» («29nexTpoHHas mourta») clieyeT yKaszaTh aJpec Balien
ANEKTPOHHOM NouThl. BembiBaromas Haanuck «You will receive a confirmation
email on this address» noscuser, uro «Ha 3ToT agpec Bol mosryunte nuceMo s
MNOATBEPKIACHUS PETUCTPALIUNY.

id.unity.com/en/conversations/179a680c-53dd- 6-be89-867dcde8178900af
&« X & id. fe 79a680c-53dd-4b46-be89-867dcded 178900af B

Create a Unity ID

If you already have a Unity ID, please sign in here

Email Password

virtual mail@yandex ru

You will receive a confirmation email on this address

Full Name
| agree to the Unity Terms of Use and Privacy Policy ~
| understand that by checking this box, | am agreeing to receive A e poBot eamronn
promotional materials from Unity rocan enorsap s
Or

Sign in with google [ sicn in with facebook

Ecnu ykazanHbI# ajipec 37IeKTpOHHOM MOYTHI BBEIEH 0€3 OIMOOK U paHee He
WCIIOJIB30BAJICS JUIA peructparuu Ha caite Unity, TO y MoJisg BBOJAA IMOSBUTCS
3enéHas paMKa, B IPOTHBHOM ClIy4ae pamMKa CTaHET KPaCHON M BCIUIBIBAIOIIAS
HAJIUCh OTOOPA3UT KPACHBIM TEKCT C MOSICHEHUEM 00 OIIMOKeE.

Bamxnoe 3ameuanue. Ecinu y Bac emi€ HET JIEKTPOHHOM TMOYTHI, 3aBECTHU €€
HE COCTAaBUT 0COOOI0 TpyJa — 3TO MOXKHO CJIeJaTh ObICTPO M OECIIaTHO Ha cailTax

TaKUX KPYIHBIX MOUCKOBBIX MOpTaNioB, kKak Google, Yandex, Rambler, Mail.ru u
MHOTHUX JIPYTHX.



Jlanee ciemyeTr npuaymaTh Mapojb Ui CBoed Oyayuied y4ETHOM 3amucu u
BBecTH ero B noiie «Password» («Ilaponsy). BerubiBaromas naanuce «Password
requirements» («TpeboBaHus K MapoJIIO») MOACKAKET BaM, KaKUM JIOJHKEH OBITh
Balll TApOJIb:

— Minimum 8 characters («MuHUMAaIbHAS IJIMHA — 8§ CUMBOJIOBY);
— Maximum 72 characters («MakcumanbHas JyiiHA — 72 CHMBOJIA);
— At least one uppercase character («[lo kpaiftHe#i Mepe omHa 3aryiaBHas

OyKBa»);
— At least one lowercase character («Ilo kpaitHelt Mmepe oHa cTpouHasi OykBa
»);
— At least one number («Ilo kpaitneit mepe ogHa b pay).
s C {Y @ idunity.com/en/conversations/179a680c-53dd-4b46-be89-567dcdes175900aF B

Create a Unity ID

If you already have a Unity ID, please sign in here

Email Password

virtual. mail@yandex.ru |

Username Password requirements

| agree to the Unity Terms of Use and Privacy Polic

| understand that by checking this box, | am agreeing to receive promotional
materials from Unity

Or

Sign in with google n Sign in with facebook

[Tpu Habope nmapossi BHIMOTHEHHBIE YCIOBHS OYIyT MOMEUYATHCS TATIOYKAMMU.

&« C 1) & id.unity.com/en/conversations/179a680c-53dd-4b46-be89-867dcded178900af o B

Create a Unity ID

If you already have a Unity ID, please sign in here

Email Password

virtual mail@yandexry | e |

Username

| agree to the Unity Terms of Use and Privacy Po

| understand that by checking this box, | am agreeing to receive promotional
materials from Unity

Or

E Sign in with google n Sign in with facebook
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Kak Tonmpko Oynmer HaOpaH maposib, COOTBETCTBYIOIIMN BCEM YKa3aHHBIM
TpeOOBaHMSIM, TaJOYKH OyAYT MPOCTABIICHBI HAIPOTHUB BCEX MYHKTOB, a Yy MOJI
BBO/Ia TIOSIBUTCS 3€JIEHAs paMKa.

<« C () & idunity.com/en/conversations/179a680c-53dd-4b46-be89-867dcde8178900af o B

Create a Unity ID

If you already have a Unity ID, please sign in here.

Email Password

virtual. mail@yandex.ru ‘

Username Password requirements

of Use and Privacy Polic

d that by checking this box, 1 am agreeing to receive promoticnal
materials from Unity

Or

Sign in with google a Sign in with facebook

Baskuoe 3ameuanune. Hukorga He yka3pIBaTe NMpU PETUCTPALIMM HA CaUTax
IIapoJIb OT BAIIEN JIEKTPOHHOM MOYTHI — 3TO CHU3HUT PUCK €€ B3ioMa. Bo3pmure 3a
OpaBWJIO BCErjaa MNPUAYMBIBaTh JUIsI Pa3HBIX CANTOB pa3HbIE IMAapOJU, YTOObI
3JIOYMBIIUICHHUKY, Y3HaB I1apOojb OT OJHOW YYETHOM 3allMCH, HE CMOIVIU
UCIIOJIb30BaTh €T0 I JOCTYIIA K BAIlIMM YYETHBIM 3aIMCSIM, CO3JaHHBIM Ha IPYTUX
cauTax.

Tpetrbe mosie, KOoTOpoe MOTpeOyeTCsl 3aMoJHUTh B (OpPME PErucTpaluu,
HazbiBaeTcsa «Username» («Mms mosib3oBatens»). BembiBaromas Haanuch «Your
username is for your Unity Community profile» noscuser, uro B nosue tpeOyercs
BBecTH «MMs mosib30Batens A Bamiero npoduiis B cooOIecTBe pa3padOTUMKOB
Unity».
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id.unity.com/en/conversations/179a680c-53dd- 6-be89-867dcde8178900af
&« C & id. /4 79a680c-53dd-4b46-be89-867dcded178900af o B

Create a Unity ID

If you already have a Unity ID, please sign in here

Email Password
virtualmail@yandexru [ s
Username Full Name

UnityProgrammer

Your username is for your Unity Community profile

RPLL 010 o i o 0 o e i o i e e A He pobor

1eCAPTCHA
materials from Unity —

Or

Sign in with google n Sign in with facebook

IIpr 3amaHVM WMEHW IIOJB30BATENSI CIEAYET MCIOJIb30BATh TOJBKO
aHTIMiickre OyKBbI, UGPHI U 3HAKK oauépkuBanus. [Ipyu 3ToM nepBbIM CUMBOJIOM
JIOJKHA OBITh OYKBa M B UMEHH HE JIOJIKHO OBITH MPOOEIIOB.

Ecnu BBen€HHOE BaMM MMS IMOJIB30BATENS YK€ KEM-TO 3aHATO, paMKa MOJIA
BBO/Ia CTAHET KPACHOM W BCIUIbIBAIOLIAs HAAIUCH 0TOOpa3uT KpacHbIil TekcT «This
username already exists. Please choose different username» («9T0 ums
MOJIb30BaTEINs yxke 3aHaTo. [loxkanyiicta, BeIOEpUTE Ipyroe ums HOHB3OB&TCJI$I>))

&« C {) @& idunity.com/en/conversations/179a680c-53dd-4b46-be89-867dcde8178900af o B

Create a Unity ID

If you already have a Unity ID, please sign in here

Email Password
virtualmail@yandex.ru [ e
Username Full Name

Programmer

This username already exists. Please choose a different username.

Al He poBoT

~ eCAPTCHA
Your username is for your Unity Community profile S

Or

Sign in with google “ Sign in with facebook

Kak ToJIbKO BbI BBEIETE HE3AHATOE U KOPPEKTHOE UMSI TI0JI30BATENS, Y OIS
BBO/IA MOSIBUTCS 3€JIEHAS pPaMKa.
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[Tocnennee mone, kotopoe ciuenyer 3amonHUTh — «Full Namey» («IlomHoe
uMs»). UTOOBI cTpaHUIa pEruCcTpaliy MPUHSJIa Ballle MOJIHOE UMS, PEKOMEHTyeTCsl
3aroJIHUTH €ro B popmare:

®amunusa MUmsa OTyecTBO

< C () & idunity.com/en/conversations/179a680c-53dd-4b46-be89-867dcde8178900af o B vt

Create a Unity ID
If you already have a Unity ID, please sign in here.
Email Password

virtual. mail@yandex.ru

Username Full Name

UnityProgramme MBaHos VMeaH VMiBaHoBUY

| agree to the Unity Terms of Use and Privacy Polic

v checking this box, | am agreeing to receive promotional A He pobot

Or

Sign in with google n Sign in with facebook

Teneps ycraHoBUTE raniouky ciepa ot Haanucu «I agree to the Unity Terms
of Use and Privacy Policy» (« cornacen ¢ YcnoBusimu ucnonb3oBanusi Unity u
[Tonmutukoilt KOHGUIACHIIMATBHOCTU») — JTO SIBISETCA 00S3aTEIbHBIM YCIOBHUEM
perucTpaunuu.

lNanouky cneBa ot Haanucu «I understand that by checking this box, I am
agreeing to receive promotional materials from Unity» (« monumaro, uro,
OTMeuas 3TOT MYHKT, sl COTJIAIAIOCh MOMy4YaTh peKJIaMHble MaTepuaibl oT Unity»)
yCTaHaBJIMBATh HEOOSI3aTEIBHO.

W, HakoHell, MOCIEIHIO TAIOUKYy CJIEeAyeT YCTAaHOBUTH CII€Ba OT HAAMKCH
«I’m not a robot» («4 He po6oT»). [Tocne 3Toro 3amycTurcs npoiecc NpoBEPKH U,
BO3MOYKHO, BCIUIBIBET HECJIOKHAs 3ajada (Hampumep, BbBIOpaTh KBaJpaTHbIE
(dbparMeHThl ¢ U300pAKEHUEM aBTOMOOMIICH ), MPOUJIS KOTOPYIO, BbI JJOKAKETE, UTO
pEerucTpupyeTech BpyUHyIo (Kak 4eJIOBEK, a HE aBTOMaTHYeCKasi IporpamMmma).
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<« C 1 & idunity.com/en/conversations/179a680c-53dd-4b46-be89-867dcde8178900af B
Create a Unity ID
If you already have a Unity ID, please sign in here

Email Password

virtual. mail@yandex.ru

Username Full Name
UnityProgrammer WMeanoe Meau MeaHoBn4
| | agree to the Unity Terms of Use and Privacy Polic P
| understand that by checking this box, | am agreeing to receive promotional D A He poGoT

) T2CAPTCHA
materials from Unity ———

Or

Sign in with google n Sign in with facebook

[Tocnie npoxoxaeHKS TPOBEPKHU CIIEBA OT HAJIIHUCH MOSABUTCS TaJOUKa.

&« C 1) & id.unity.com/en/conversations/179a680c-53dd-4b46-be89-867dcded178900af B

Create a Unity ID

If you already have a Unity ID, please sign in here

Email Password
virtual mail@yandexry e
Username Full Name
UnityProgrammer WeaHoe MeaH VeaHosny
| | agree to the Unity Terms of Use and Privacy Po ~
| understand that by checking this box, | am agreeing to receive promational ~/ 5 e poior

1eCAPTCHA
materials from Unity —

Or

Sign in with google n Sign in with facebook

Teneps octanock Haxxath kHONKY «Create a Unity ID» («Co3nath yuérHyto
3anuch Unityy).

[Tociie 3TOrO OTKPOWTE CBOIO JJIEKTPOHHYIO MOYTY, HA aApeC KOTOPOH BbI
peructpupoBanu yué€tHyro 3anuchk Unity. Ha 53Ty mouty c¢ azapeca
accounts@unity3d.com nomkHo npuiith mucbMo «Confirm your email address». B
TOM MHCbME CJEeNyeT WIENKHYTh MO KpacHo#l rumepcchblike «Link to confirm
email», 4ToOBI 3aBEPIINTH PETUCTPALHUIO.

Teneps nepeitaute Ha caidt Unity mo cceuike https://id.unity.com u BBeauTe
B ot «Email» u «Password» agpec 37eKTpOHHON MOYTHI U MapOib, KOTOPHIE BBI
YKa3aJIl OpU perucTpaun. ECauM HEe XOTUTE KaXKIbld pa3 Ipu BXOAE Ha CAUT
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https://id.unity.com/

MOBTOPATH BBOJ| CBOMX YYETHBIX JAHHBIX, MMOCTABHTE TATOUKY PSIIOM C IMTyHKTOM
«Remember me» («IlomHuTh MeHs»). Temepp HaxkMUTE KHOMKY «Sign in»

(V)
(«Boittny).
&« c Q Q https://id.unity.com/en/conversations/179a680c-53dd-4b46-be89-867dcde8178900af?view=login
& unity

Sign into your Unity ID

If you don't have a Unity ID, please create one.

Email

‘ virtual. mail@yandex.ru ‘ E Sign in with google

Password

n Sign in with facebook

| Remember me m

[Tocrme 3TOrO BBl yBUAUTE MPOQHUIb CBOCH YYETHON 3amUCH, B KOTOPOM
CMOJKETe TIOMEHSTh HACTPOWKH M 3alOJIHUThH ApPyrue JaHHbIE O cebe (cTpaHy
MPOKUBAHMUSI, YaCOBOMU IMOSC U T.1I.).

Ha camom nene, 4toOml BoWiTH B mporpammy Unity, He 0053aTelbHO
OTKpbIBaTh YKa3aHHYIO CTpaHMIy caiita. JlocTaTOyHO MpOCTO 3alyCTUTh
nporpammy Unity, u B okHe «Sign into your Unity Account» («Boiinure B cBOIO
yuéTtHyto 3amuch Unity») BBecTH Baimiud Y4ETHbIE AaHHble B modisi «Email» u
«Passwordy.

& unity Hello!

Sign into your Unity Account

If you don't have a Unity Account, please create one to access Unity services and resources.

Email Password

virtual.mail@yandex.ru

Forgot your pass

Can't find your confirmation email?

Remember my choice

15



UtoObl HE BBOAWTH UX KaXKIBIA pa3 MpU BXOJE B MPOTrpamMMy, IMOCTaBbTE
raJlouky psijioM ¢ myHKToM «Remember my choice» («3amoMHUTh MOW BBIOOPY).
Jlanee ocTaércst TOJILKO HaXaTh KHOMKY «Sign Iny» («BoiTtuy).

IIpu nepBoM BX0/1€ B IpOrpaMmy MOTpeOyeTCs MOIyIUTh (Pailil TULECH3UU AJIs
paboThl HA TEKYILEM KOMIBIOTEPE (AJI1 ’TOrO HaM M HY>KHO ObUIO IPEBAPUTEIBHO
3aperucTpUpOBATHCS).

B nosiBuBmemcs okae «License management» («YmpaBieHHE TUIICH3UEIH)
BbIOepuTe mMyHKT «Unity Personal» («Unity mist TUYHBIX Lenei») U HaXMHUTE

KHOIIKY «Next» («Jlaneey).
L3 Unity 2018.3.13f1 EX

License management

Flease select one of the following license options.

Unity ® Unity
Plus or Pro Personal

B cnenyromem oxne «License agreementy («JIMIIEH3MOHHOE COTJIAIIICHUE )
Bb1OepuTe myHKT «I don’t use Unity in a professional capacity» («5 He ucnonb3yro
Unity B npodeccroHambHBIX HEIIX») U HKMUTE KHOTIKY «Next» («lanee»).
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—®

My Account
Signin License Thank you @ y Accoun

License agreement

Please select one of the options below

 The company or organization | represent earned more than $100,000 in
gross revenue in the previous fiscal year.

@) The company or organization | represent earned less than $100,000 in
gross revenue in the previous fiscal year.

o' don't use Unity in a professional capacity.

Why does Unity need to know this?

[TosiBuTCst OKHO «Activationy («AKTUBALIUS).

—®

My Account
Signin License Thank you @ Y

Activation

Almost there!

Teneps MpocTO 0KUIANTE 3aBEPIIECHUS aKTUBAUMKU. B XoJie 3TOro npouecca
Yyepe3 CO3/IaHHYI0 BaMM Y4YETHYIO 3allCh Ha KOMIBIOTEp YyCTaHaBIMBAETCA
muneH3uoHHbIN (daiin Unity. [Toatomy goctyn k cetu UHTEpHET JOJIKEH OBITH MO-
MpPEXKHEMY BKITFOYCH.

Ecnun Bc€ mpomuio Xopolmro, Bl YBUIWUTE OKHO C OJaroJapHOCTBIO 3a
yctanoBky Unity. Ecim e 9T0-TO TONIIO HE TakK, TO CIAEAyeT BEPHYThCS Ha3ad U
MOBTOPUTH NpebL Ayl mar. OOsdHO MpoOeMa BO3HUKAET, €CJIM TIPH aKTUBAITUU
OBLT OTKIIIOUEH M0CTyI B UHTEpHET.

17



— o (@

My Account
Signin License Thank you @  Accoun

Thank you!

[locne 3aBepiieHuss akTUBauMK HaxmuTe KHOmKy «Start Using Unity»
(«Hauatp ucnonb3oBanue Unity»).
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3agaHue 119 CAMOCTOSITEIbHOM PadoThI

1. Onpenenure TMOIXOAANIYIO /I Ballero Komibiorepa Bepcuio Unity,
nepeOpaB BapUaHTHI U3 cIHCKa «Version» (OH paclookeH B IECBOM BEPXHEM YTy
CTpaHUIIbI) U TIO3HAKOMHBIINCH C CUCTEMHBIMH TPEOOBAHUSIMH KaKIOW BEPCHH,
nepeitas B BeTky « Working in Unity — Installing Unity — System requirements.

2. CxayaiiTe aBTOHOMHBIN WM BEO-yCTaHOBIINK BEIOpPAHHOW BaMH BEPCHUHU U
ycranoBute Unity ¢ €ro moMoIsIo.

3. Ilpoiiaute mporeaypy peructparuu yuétHoi 3amucu Unity (ecnu paHee
elI€ 3TOT0 HE C/eJIaiu) U 3ailINTe MO HEW B MPUIIOKEHHUE.

Ecnu y Bac BO3HHMKHYT TPYAHOCTH B IIPOLIECCE BBINOJHEHUS 3aJaHMs,
oOpaTuTech K NPenoiaBaTesto 1 00CyAUTE ¢ HUM JIaHHYIO IPo0JeMy.
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I'naBa 2. Co3nanmne TpéxMepHOM ClEHbI

2.1. Co3nanue nepsoro 3D-npoexkra

[locne Toro, xak Bl co3aanu yu€THyro 3amuch Unity, momyuwnn ¢aiin
JUIEH3UH U 3amycTiin mporpaMmy Unity, OSIBUTCSL OKHO CO CITUCKOM NPOEKTOB,
CO3/IaHHBIX Ha TEKYyIlleM KoMIbloTepe. M3HayanbHO 3TOT CIMCOK MYCT U COAEPKUT
Haganuck «No local projects» («OTCYTCTBYIOT JOKaIbHBIE IPOCKTHD?).

< Unity 2018.3.13f1 B
Projects  Learn Bnew  [Dopen (g MyAccount
On Disk
In the Cloud

Haxxmute kHonky «New projecty («HOBBIN TPOeKT»).
[TosiBUTCS hopMa co3aaHus TPOCKTA.
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< Unity 2018.3.13f1 EX]

. e
Open '_£| My Account

Project 3D 01 3D v

ChUsers\Yuyennrk\Documents Add Assel Package

. OFF ) Enable Unity Analytics @

=R

B none «Project name» («Ha3BaHue npoekTay) 3a1aiTe UMsi CBOEMY HOBOMY
npoekTy. S cBoii nepBbiit 3D-npoekT HazBan «Project 3D 01».

He 3abyapTe mpu 3ToM B crincke «Template» («1llabmon») BeIOpaTh MyHKT
«3D», TOCKONBKY MBI OyZieM pa0oTaTh HaJl CO3JaHUEM TPEXMEPHOM CLICHBI.

B none «Location» («MecTonoioxkeHue») yka3zaH aJpec Harnku, B KOTOpOH
OyayT pa3MeleHsl Gaisibl CO3JaHHOTO BaMU MPOEKTa. 31eCh 5 OCTAaBUJI MAIKy IO
ymomuanuo — «Documents» («okymeHTel»). Ho pexomeHnnyro co3aatb
CHEUUAIIBHYIO MAIKY JJIsl XpaHEHHUSI BAIIUX MPOEKTOB, a 3aTE€M yKa3aTh MYTh K HEMY.
Hanpumep, 3To moxet ObITh nanka «Unity Projects», co3nanHas B TOM ke Mmarnke
«/lokyMeHTbI». DTO TO3BOJUT BaM ObICTpEEe HAXOAUTH KaTaJOTM C BallMMH
MIPOEKTaMU — BCE OHM OYAYT JI€XKATh OTIAEIBHO B 3TOW CIIEUMAJIBHON Manke, a He
BIIEPEMELIKY C OCTAJbHBIMU BallMMU (paiiiaMu U ManKaMu.

Jlanee oOpaTuTe BHHMaHUE Ha MepekIrovYaTeab-IBIKOK «Enable Unity
Analytics» («3anelictBoBath aHaUTUKY Unity»). PekoMeHIyl0 mepeBecTH ero B
nosioxenue «OFF» («Boikmoueno»). B atom ciyqae Unity He OyaeT oTnpaBisiTh
uH(OpMAITUIO O BaIMX ACHCTBUAX Ha cailT Unity, 4TO HECKOJIBKO CHU3UT HArpy3Ky
Ha Bawy lHTepHeT-ceTh.

Teneprs MoxHO HaxkaTh KHOTIKY «Create Project» («CoznaTh mpoekt»). lanee
oxunanTe, moka Unity co3mact Bce (ailibl HOBOTO MPOEKTa, U 3aMyCTUT OKHO
penakTopa. DTOT MPOLIECC MOXET JUIMTHhCA OKOJO MHUHYTHI (32 €ro COCTOSIHHEM
MO3BOJISIET CJIEUTH MOJIOCA 3arPy3KH).

[Tocne 3aBepieHust mporecca Co3JaHusl MPOEKTa MOSABUTCS OKHO C IyCTOM
CLICHOM.
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File Edit Assets GameObject Component Window Help
= Hierarchy
Ear @Al )|

v &) sampleScene

B8 Project | E

O B £ L]

Jlanee nmoBepx 3Toro okHa MoxeT nosiBuUThesa okHO «Unity Editor Update
Check» («IIpoBepka ooHOBiIeHM pegakTopa Unity»).

B sTOM OKHE COfepKHUTCS yBEIOMIICHHE, YTO JOCTYITHA O0Jiee HOBAast BEPCHsI
Unity, u mpemioxeHne yCTaHOBUTh e€. Bbl yke 3HaeTe, Kak CBOMMHU CHJIAMHU
yctanoBuTh Unity, mosToMy HaxkMuTe KHOTIKY «Skip new version» («I[Ipomyctuts
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YCTaHOBKY HOBOW BepcHm»). ECiii BBl HE XOTHTE, 4TOOBI ATO OKHO MOSBIISIIOCH B
JaNbHENIIIeM, TOTAa Tiepel HaKaTUEM dTOW KHONKK cHuMHUTe ranodky «Check for
Updates» («IIpoBepsTh Halnune 0OHOBICHUI» ).

Tenepp Mbl TOTOBBI HPUCTYNUTh K pabore co cueHoil. CueHa — 3To
BUPTYaJIbHOE MIPOCTPAHCTBO, HA KOTOPOM BBl MOXKETE pa3MeIlaTh JH0ObIE OOBEKTHI
— IeOMETPHUUYECKHUE TENa, KaMEepbl U HMCTOYHMKM CBeTa. Takke CIEHY YBHIWUT H
M0JIb30BaTeIb, KOT/Ia 3aIyCTUT pa3pabOTaHHOE BaMH MPUIIOKECHHE.

Jnig Havana monpoOyeM oCcMOTpeThes. J{J1si 3TOro HaXKMUTE Ha POCTPAHCTBE
CLICHBI IPAaBOM KHOIIKOW MBIIIM U, YAECPKHUBasA €€ HAXKATOU, IEPEMECTUTE KypCop
BBEpX-BHU3 H BIpaBo-BieBo. OOmacTh o030pa OymeT cieaoBaTh 3a BalluM
KyDCODOM, H BLL YEUJIATE BJIAIIA JIMHHAIO [ODK30HTA H HeOO Haj Hel.

Unity 2018.3.13f1 Personal - SampleScene.unity - Project 3D 01 - PC, Mac & Linux Standalone <DX11> -a
File Edit Assets GameObject Component Window Help
o EIERNES s =1 Center | @Local (> 11 ] [ @collab - | [ | [Account - | [Layers - | [Layout - |
= Hierarchy - = ﬁScanE € Game ﬂAlIltStan »= | © Inspector =
| creats ~| @FAT | ) | w -

v €} SampleScene =
__/Main Camera
./ Directional Light

vﬁF aaaaa tes | Assets >
©L all material
QDQA\I Models
@\ All Prefabs

G Scenes Scenes
» Gl Packages

——

) assertion failed on expression: 'res I= 0 || outResult == kShaderSnippetNotSupported || outResult == kShaderSnippetError'

Take Bbl MOKETE HaXKaTh HAa IPOCTPAHCTBE CLIEHBI JIEBOM KHOIKOW MBIIIH H,
yAEpKHUBas €€ HAXKATOM, IEPEMECTUTH KYpCOP BBEPX-BHU3 U BIIPaBO-BJIEBO. [lepen
ITUM YOEIUTECH, YTO B JICBOM BEpXHEM YTy OKHa peaakTopa Unity HaxkaTa KHOTIKa

C U300paKeHUEM PYKHU (oHa HaxoauTCA MPSAMO oA MyHKTOM MeHIo «File» u
Py U3MEHEHUH 00JIacTh 0030pa CIIEHBl 3aMEHSETCS KHOIKOW C M300pakKeHHEM

rjiaza E ). B pe3ynpTaTe npu 1BUKEHUU Kypcopa BBEpX-BHU3 U BIPABO-BIIEBO 32
HUM OYJIET CJIeI0BaTh U TOYKa, U3 KOTOPOU BbI HAOJIOJAETE CIICHY.

Ecnu Bam notpeOyeTtcs nepeMeniath TOUKy 0030pa BIIPaBO-BJIEBO U BHEPE-
Ha3aJ, BOCIOJIb3YNUTECh KIIABUIIIAMHU CO CTPEIKAMH Ha CBOEH KJIaBUATYPE.

Jlns Toro, 4ToOBI IPOMTHUCH IO CIICHE MO CI0KHOM TpaeKTOpuH (HarpuMmep,
NOJONTH K OOBEKTaM M OCMOTPETh HMX C Pa3HBIX CTOPOH), HaXUMaWTE Tak
HA3bIBAEMBIE UTPOBBIE KIABUIIN «W», «A», «S» u «D» mnpu 3axaToil mpaBou
KHOIIKE MBIIIU. B 3TOM cilydyae Bbl CMOXKETE epeMEeNIaThcsi OOKOM BJIEBO U BIPABO
(xnaBumm «A» u «Dy), neuratbes Brepén (knaBuima «Wy») WM NATUTHCA Ha3al
(knaBuma «S»), a NIBUKEHUS MBIIIH MO3BOJIAT YIPABISATh HAPABIEHUEM B3rJIsa,
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OTHOCHUTEJILHO JJMHUH KOTOPOro M OyJeT MPOUCXOIUTh JBMKEHHUE BIEpEN-HA3ad U
BIIPABO-BJIEBO.

B mnpouecce nBWKEeHHUS OJHUM M3 HEMHOTHMX BalllUX OPUEHTUPOB OyneT
SBJIATHCS JIMHUSI TOPU30HTA U HEO0O HajJ Hed. OJTHaKO BO3MOKHBI CUTYallUU, KOTJ1a
naHopama Heba He OyAeT BUIHA (TaKOe MHOTIIAa CIydaeTcs MPU CO3aHUM HOBBIX
npoekToB). B »TOM ciywyae mnpoBephTe, HakaTta JIM HEOOJbIIas KHOIKa C
M300pakeHneM Mekizaxa & "] B cTpoke Haj pabouuM MojieM CLeHbl. Eciu oHa He
HAXATA, IEJIKHUTE 0 HEW, U HaJl IMHUEH TOPU30HTA OSIBUTCS HEOO.

Unlty201&313f‘l Personal - SampleScene.unity - Project 3D 01 - PC, Mac & Linux Standalone <DX11> - a
File Edit Assets GameObject Component Window Help
o EIERNES %3 | [=ecenter | @Local (> 11 ] [ @collab - | [ | [Account - | [Layers - | [Layout - |
“= Hierarchy a == | © Inspector a-=
| creats ~| @FAT

v €} SampleScene
__/Main Camera
./ Directional Light

a-=
& [EYENES

¥/ Favori tes | Assets >
©\ Al Material
©L All Models
@\ All Prefabs

G Scenes Scenes
» Gl Packages

) assertion failed on expression: 'res I= 0 || outResult == kShaderSnippetNotSupported || outResult == kShaderSnippetError'
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2.2. UucTpyMeHTHI TPaHchopMannu 00bEeKTOB CLHEHbI

Tenepsr paccTraBuM 00BEKTHI Ha Hamiel ciieHe. B MeHio Unity BbiOepute
koMaHay «GameObject — 3D Object — Planey.

File Edit Assets GameObject | Component Window Help

Create Empty Ctrl+ Shift+N R @ cCollab - | [ ¢ | [ Account - Layers - | |Layout -
Create Empty Child AltShift+N

© Inspector

| 3D Object v Cube Giemos~| (@Al )
v €samplescen  3p Opject , Sphere
./ Main Came
" Diractional Effects v Capsule
Light v Cylinder
Audi v Plane A
Video v Quad
@ ' TextMeshPro - Text
Camera
Ragdell...
Center On Children
Terrain
Make Parent -
ree
Clear Parent e
Set as first sibling Ctrle= P
Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F
Align With View Ctrl+ Shift+F
& Project Align View to Selected
Craate = Toggle Active State Alt+Shifte A (= ) [A&]% x|
vy ASTETSY y
©1 all Material
©\ all Models —_—
©L All Prefabs
[ Scenes EEELES
» G Packages

B pesynbraTe Ha Bamieil ciiene nosiButcs urpooil 3D-00bekT «Plane» (B
NEPEBOJIE C aHTVIMKMCKOro o3Havaet «llnomankay).

File Edit Assets GameObject Component Window Help

o LI ol @ collab - | [ & | [ Account -
= Hierarchy © Inspector

A —— 31— L — ey
v <} SampleScene* .= = -
Taq (Umsazed ) taver (Bafak 3]

. /Main Camera

E'xian’e:hnnil Light

¥ ~ Transform S

Positan x| 3L730] v L7652 2 21025
Rotation X ¥ zo |
Seale  X[1 v z

¥ Plane (Mesh Filter) FE
eh °

7 . ¥Mesh Renderer EEy
» Materials

Light Prabes
Reflection Probes

Anchor Override
Cast Shadows
Receive Shadows [

Motion Vectors Per Object Mation #

Lightmap Static -

of lightmaps far this
nable the

e el
perty,

reate -| Dynamic Occluded W
Ad Favorif tes
0 all material ¥ [l @ Mesh Collider Y
©LAll Models (St =
©. All Prefabs Is Trigger u]
Cooking Gptions
Material Nane (Physic Materi] ©
’ﬁﬁsf"“ Seenes Mesh e
Packages
o Default-Material %,
> Shader [ Standard —
[ Add Component ]
——

YroObl M3MEHUTH pa3Mep CO3JaHHOW IUIOMIAJIKH, BHIOEpUTE B TaHENIU
WHCTPYMEHTOB (Tam, TJI€ Bbl BHJICJIU KHOIKH C M300paXCHUSIMH PYKH U TJja3a)
kHonky «Rect Tooly («MHCTpyMEHT-IPAMOYTOJIBHUK») C H300pakeHHeM

KBaJIpaTHON paMKH (oHa HaXOIUTCS B JIECBOM BEPXHEM YIJIy OKHA pEIaKTopa
Unity npsimo moj nyHkToM MeHI0 «GameObject»). Ilociae 3Toro Haxkmurte Ha
TUTOMIAJIKY — Y He€ MOSBUTCS MPSMOYTOIBHBIA KOHTYP U TOUKH B yriax. [loTsHuTe
3a 3TH TOYKH, YTOOBI U3MEHHUTH pa3Mep IUIOMIAIKH.

25



File Edit Assets GameObject Component Window Help
= Hierarchy

R CET— 0
v Qsamplescene b e Tag [Untagged _¢] Layer [Defauit ¢

B8 Project | E

= Assets

0 Default-Material @
R —

Janee Boioepute B MeHi0 Unity komanny «GameObject — 3D Object —
Cube».

File Edit Assets Component Window Help
T | S| CresteEmply CuteShitteN > 1 » G coian s N o B rcconnt =
W Create Empty Child Alt+Shift+N B
N I oG = I —e T

¥ Dsamolescen 30 Object Sphers y T TR
r Effects Capsule

® Flane Light Cylinder
Audio Plane
Video Quad
ul

Camera

TextMeshPro - Text

Ragdoll...
Center On Children
Terain
Make Parent -
ree
Clear Parent S —
Set as first sibling Cirle=
Set as last sibling Ctrle-
Move To View Ctrl+Alt+F
Align With View Crl+Shift+F

& project M Align View to Selected

Toggle Active State Alt+Shift+A

3D Text

0 Default-Material #,
» shader [standard ]

Add Componen

B pesynbpraTe Ha Bamiei crene nosiButcs urpoBor 3D-o0wekt «Cube» (B
MEPEBOJIEC C aHTIIMICKOTO 03HavaeT «Kyoy).

26



€

File Edit Assets GameObject Component Window Help

T 68 | [t center | Siocel > 1w PYTITE E TS T T

Tand TeolEhY L stis:edne © Inspector |

R — .

R Lot T TR—
=

T T Layer
¥ .. Transform &,
Position  X[-11.791 Y -1.765] 2[-21,02'

Rotation X

¥ | Cube (Mesh Filter)
Mesh

¥ . ¥ Mesh Renderer
# Materials

Light Probes
Reflection Probes
Anchor Override ¥
Cast Shadows
Receive Shadows (o
Motion Vectors

O

To enable generatian of lightmaps far

(1) this Mesh Renderer, please enable the
‘Lightmap Static’ praperty.

Lightmap Static

&1 Project | ]

| Greate -| Dynamic Occluded (¥
¥ /Favorites | Assets >
All Material ¥ i ¥ Box Collider Y
©. All Models Edit Collider
(. All Prefabs
Is Trigger -
e >
i Scenes Scenes Center
» G Packages x[o [¥[o |z[o ]
Size
%1 Jr[1 |z[1 ]
Default-Material 2
S Shader | Standard
Ad
—— K

Bo3moxkna CUuTyalus, 4YTO Ball KY6 6y,I[CT BUJICH YaCTHUYHO HWJIM OaXKC
IIOJJHOCTBIO HC BHJIACH H3-3a neperLIBa}omeﬁ Cro Iviomaaxku «Plane». UTtoOBI
HU3MCHUTDH PACIIOJIOKCHUC KY6a, IIIéJ'IKHI/ITe B JICBOM BCPXHCM YIJIY OKHaA pCAaKTOpPa

Unity kaotniky «Move Tool» («<MHCTpyMEHT iepeMenIeHHs) ) , PacCoJIOKEHHYIO
CIpaBa OT KHOIIKH C U300paKeHUEM PYKH.

Teneps eciiu METKHYTh HA KyO0 WJIM Ha COOTBETCTBYIOIIYIO €MY CTPOUKY
«Cube» B oknHe «Hierarchy» («Mepapxusi»), y HEro mosiBUTCS CHUCTeMa U3 TPEX
Pa3HOIIBETHBIX CTPEJIOK (OCel KOOpIMHAT).

KpacHast cTpenka mokas3blBaeT HaIlpaBJICHUE YBEIUYEHUS X-KOOPIUHATHI
oObekTa (o anmuue). 3enéHas CTpesika MOKa3bIBACT HAMPABICHUE YBEIUYEHUS Y-
KoopJuHaThl 00bekTa (mo BbicoTe). CHHSS CTpeiKa MOKa3bIBaeT HAmpaBlICHUE
YBEIMYEHHS Z-KOOPAUHATHI 00beKTa (110 IMHUPUHE).

[ToTssHYB MOOYEPETHO 3a ITH CTPEJIKH MBIIIBIO, BBl CMOXKETE MEPEMECTHTh
00BEKT B HY’)KHOM BaM HampaBiieHnd. Eciu Bam moTpedyercs nepeMenarb 00beKT
cpasy IO JBYM HampaBjeHUSM (B IJIOCKOCTH), HMIEIKHUTE HA KBAAPATUK MEXIY
CTpEJIKaMH, COOTBETCTBYIONIMMHU dTUM HAIPABICHUSAMU, U TTHUTE 32 HETO €ro.
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9 Unity 2018.3.13f1 Personal - SampleScene.unity - Project 3D 01 - PC, Mac & Linux Standalone* <DX11> - a
File Edit Assets GameObject Component Window Help

° EIAFAIENG] (> (1 b (S coton L W rceaun - JMcorers—~iorene ]
= Hierarchy a-=| +Scens | € Game £ Asset Store == | © Inspector a-=
| create ~| @rAT | Shaded M EIE Gizmos 7| (ATl @Cbe | Ostatcv &
v €} samplescene” = Tag [Untagged ¢ ] Layer [Defaske 1

|/ Main Camera Y ag | Untagged ¢/ Layer | Default |

| Directional Light 3 ¥ .~ Transform SR

__Plane ﬂ‘ Position  X[-11.791Y[0.51 |z[-8.9

| ®coe A A Rotation X[0___ Y0 zlo
Scale X1 Y1 Z1

¥ .. Cube (Mesh Filter) RS

Mesh liil Cube o

v . ¥Mesh Renderer o

b Materials
Light Probes
Refiction Probes

Anchor Override  [None (Transform) @

Cast Shadows
Receive Shadows
Motion Vectors

Lightmap Static [

__ To enable generation of lightmaps for
(1) this Mesh Renderer, please enable the

3 Project | [ Cansale Lightmap Static’ praperty.

St | LS |4 [% | * | bynamic Occluded @
¥ /Favorites | Assets >
f - = o
©L Al Materials 7 i M Box Collider @
)
Ll Models Edit Collider
(@]
©. Al Prefabs - N o
Material None (Physic Matl @
&l Scenes Cacnzs Center
» G Packages x[o ¥lo z[o
Size
X1 Y1 Z1
Default-Material @ %
» Shader | Standard -
—— | ok

@) Assertion failed on expression: 'res |= 0 || outResult == kShaderSnippetNotSupported || outResult == kShaderSnippetError’

Pacnionoxxure kyO Tak Haja IUIOIIAJKOM, yTOOBI Ha HEM OTOOpa3uiiach €ro
TeHb. Eciu BaMm KaxkeTcsi, 4TO KyO HaXxOUTCs HaJl IUIOIAKOM, HO TEHb OT HETO BCE
pPaBHO HE MOABISAETCS, MONPOOYHTE MEPEMECTUTh KyO BIUIOTHYIO K IUIOIIAJIKE,
NOTSIHYB BHU3 3a 3€JEHYI0 CTpenKy. B 3ToM ciyyae kyO JuMOO MPUCTBIKYETCS K
IUIOLIAJIKE U OTOPOCUT HA HEE TEHb, TMO0 OKAXKETCs, YTO KyO HaXOJIUTCS B CTOPOHE
OT IJIOIIAJKH, U TPUAETCS IePEMEILATh.

Takke BHOJHE BEPOSITHO, YTO Bbl 3aXOTHTE MU3MEHHUTH pa3smep KyoOa. s
ATOro WIETKHUTE B JIEBOM BEpXHEM yriy okHa pexakropa Unity kHomky «Scale

Tool» («MHCTpYMEHT MacITaOUupPOBAHUS) , pPAacCMoJIOKEHHYIO CJEBA OT
kHonku «Rect Tool».

Teneprs ecnu mMENKHYTH HA KyO MM Ha COOTBETCTBYIOILIYIO €MY CTPOYKY
«Cube» B okne «Hierarchy», y Hero mosiBUTCs cucrema M3 TPEX Pa3HOLBETHBIX
PBIYKKOB ¢ KyOMYECKUMH pydKaMH Ha KOHI[aX.

KpacHbiii ppluaxok oOecrneunBaeT yBEIWUYEHUE JJIMHBI O00BEKTa. 3eNIEHBIN
pBIUKOK OOeCleynBaeT yBEIWYEHHWE BBICOTHI 00bekTa. CHUHUN PHIYAKOK
oOecrieuynBaeT yBeJIMUYCHHUE IMUPUHBI 00beKTa. B pe3ysnbTaTe, BHITSIHYB Halll KyO 10
OJTHOM U3 Ocel, MO’KHO MPEBPATUTD €T0 B MapasuIeIeNUIIe]l, a €CIIU 3aTEM CKATh €To
0 JIPYro#l OCH, TO OH CTaHET MOXO0X Ha MuTy. Ho eciu Bbl XOTUTE pacTAHYTh WIH
CKaTb KyO OJMHAaKOBO MO BCEM TPEM OCAM, TOT/Ia MOTSHUTE €ro 3a Cephlid
KyOMYECKU PhIYaKOK, PACTIONIOKEHHBIN B TOUKE TIEPECEUCHUs TPEX Pa3HOI[BETHBIX
PBIUAXKKOB.
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File Edit Assets GameObject Component Window Help

'G o o =8 Center | #Local u“m @ Collab - | [ & | [ Account - Layers = | |Layout =
© Inspector

L Ta—E
" Tag (Gmsased_3) Laver (Defaue_3J
¥ .. Transform [P
Position  X[-11.79/ ¥ 051 |Z-88 |

Rotation X z
z[2.3312|
EEy
]

*= Hierarchy 3F Scene
| Create ~| (@7AT | Shaded
¥ € sam *

¥ | Cube (Mesh Filter)
Mesh

¥ . ¥ Mesh Renderer e
# Materials
Light Probes
Reflection Probes
Anchor Override ¥
Cast Shadows
Receive Shadows (o
Motion Vectors

T

Lightmap Static

To enable generatian of lightmaps far
(1) this Mesh Renderer, please enable the

88 Project | El 'Lightm ap Static' property,
| Greate -| Dynamic Occluded (¥
¥ 7Favorites | Assets >
All Material ¥ i ¥ Box Collider Y
©. All Models Edit Collider
(. All Prefabs
Is Trigger -
Material None (Physic Mat] ©
[ Scenes EEs Center
» G Packages x[o [¥[o |z[o ]
Size
%1 Jr[1 |z[1 ]
Default-Material L
S Shader | Standard
A
—— v

OOparute BHUMaHKE, KaK BCJIE 32 U3MEHEHUEM pa3Mepa Kyoa U3MEHSIETCs U
pasmep ero TeHu, oTOpachIiBaeMOM Ha TUIOIIAAKY. BO3MOXKHO, BaM 3aX04eTCsl, YTOOBI
TE€Hb UMeJa JIpyryio Gopmy u pazmepsl. s aToro morpedyercsi U3BMEHUTh Yol
naJieHusl JIydel COJIHIIA Ha Haiy cleHy. st 3Toro meEnKHUTE B JIGBOM BEPXHEM

yriay okHa pegakropa Unity kHonky «Rotate Tool» («IHCTpyMeHT oBOpoTa»)
, PacroIOXKEeHHYO clipaBa oT KHONKU «Move Tool».

Teneps eciu MENKHYTH Ha N300paXKEHUE COJIHLA WJIK HA COOTBETCTBYIOIIYIO
emy crpouky «Directional Light» («HampaBnennsiit cBet») B okHe «Hierarchyy,
BOKPYT HETO IMOSBUTCS CUCTEMA U3 TPEX PA3HOLIBETHBIX OKPYKHOCTEM.

KpacnHast okpykHOCTb oOecrieunBaeT BpalleHrue BOKpPYT KpacHou ocu. [lpu
ATOM OCTAIOTCSI HEU3MEHHBIMHU X-KOOPMHATHI TOYEK BPAIIaeMOro 00beKTa.

3enéHasi OKpY>KHOCTh 00€CIeurnBaeT BpallleHue BOKPYT 3enéHoil ocu. Ilpu
3TOM OCTAIOTCSI HEU3MEHHBIMU Y-KOOPAMHATHI TOYEK BPAIAEMOT0 0OBEKTA.

CuHsIs OKpY>KHOCTh 0O€eclieuynBaeT BpallleHne BOKpyr cuHeil ocu. [Ipu stom
OCTaIOTCSI HEM3MEHHBIMH Z-KOOPIUHATHI TOYEK BPAIlaeMOro 00bEKTa.
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File Edit Assets GameObject Component Window Help

= Hierarchy # Scene

v [ [Directional Light [ Static =
Tag [Untagged ¢ Layer [Befauit ¢

w7

@
[ |#
[Mixed  «|
O

&1 Project | ]

=
i

[TonpoOyiiTe NOTAHYTH 3a KpPaCHYK OKpPYXHOCTb. Bbl yBHauTE, Kak
U3MEHUTCS BEPTUKAIbHBIN YTOJI MaJIEHUS COIHEUHBIX JIy4ei — yroj moBopoTa Oyier
IIOMEUYEH CEKTOPOM KENToro 1sera. [Ipu 37oM TeHb 00BEKTa U3MEHUT CBOIO JIUHY.
Takke U3MEHAT CBOE MOJIOKEHUE JKEITBIE OTPE3KHU, UCXOLAIIUE U3 3HA4YKa COJIHLIA,
— UX MPOJOJDKEHUE YKA3bIBAET, I7Ie Ha HEOOCBO/IE PACIIONOKEH COTHEUHbIHN TUCK.

X

File Edit Assets GameObject Component Window Help

w7

=
]
i
5
)
Jiii

| >_‘H|'
i' N [

i

O
| Use Quality Settings  # |
O

&1 Project | ]

)
=
i

ne (Texture

Flare

[z 0=
=i
3 @

Add Component

Tenepps monpoOyiTe NOTIHYTH 3a 3€JIEHYI0 OKPY>KHOCTh. BBl yBUIIUTE, KaK
VW3MEHUTCA TOPU3OHTAIBHBIA YTOJI MAJ€HUs COJHEYHBIX Jy4el — Yroa moBOpoTa
OyZeT TOMEYeH CEeKTOpoM KEnToro 1Bera. IIpm ATOM TeHb O0BEKTAa HAYHET
JIBUTATbCSl BJIEBO WJIM BOPABO — COOTBETCTBEHHO, IO XOJY ABHXKEHUS YacCOBOU
CTPEJIKM WM TPOTUB Xxoaa e€ aBwxkeHus. Bceiem 3a Helt OynyT MEHATH CBOE
MTOJIOKEHUE U KENTHIE OTPE3KHU, UCXOIAIINE U3 3HAUKA COJIHIIA.
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=) Unity 2018.3.13f1 Personal - SampleScene.unity - Project 3D 01 - PC, Mac & Linux Standalone* <DX11> - a
File Edit Assets GameObject Component Window Help
| & [« 2N 0 [ B | [ecenter ] @ocal | (> [ p [@coliab - | [ | [Account - | [Layers -] [Layout - |
E &-= HScene | € Game {§ Asset Store == | © Inspector | &=
[ e - ||| shaded -|[20 || (<) ma -] Gizmos * | (GrAll & DirecienalTght ] O static =
v € SampleScene* = b [ Y| | Defaulr__¢]
Main Camera Tag [Untagged  #) Layer [Defauir 4
¥ . Transform [FEE
Plane Position X0 Y3 Zo
Cube Rotation X 13.228 Y 20.089 Z 15.3
Scale X1 Y1 zZ1
¥ -« M Light @ =5 %
Type Di s
Color | I
Mode Mixed .
Intensity 1
Indirect Multiplier |1
Shadow Type | SoftShadows  +]

Baked Shadow An [0
Realtime Shadows
strength
Resolution
Bias

i Pro;
ject | [l Cansole Normal Bias
Create ~

- Near Plane
avorites | Assets >

Materiale Cookie [None (Texture) | ©
Cookie Size o
Draw Halo

Flare [None (Flare) | ©
[= Render Mode (Aute ]
» G5 Packages Culling Mask (Everything ¢

Add Component ]

/", Ta Debug, enable the define: TLA_DEBUG_STACK_LEAK in ThreadsafeLinearAllocator.cpp. This will output the callstacks of the leaked allacations 1/2 Reflection Probes | 1 jobs

Taxoke BBl MOXKETE MOTSHYTh M 3a CHHIOI OKPYXHOCTh. [Ipm 3TOM cpazy
a¢dexTa BBl He YBHIIUTE, TOCKOJIBKY, IO CYTH, BBl BpaIaeTe KPYTJIBbIN COTHEUHBII
JIMCK BOKPYT €ro IeHTpa. Pe3ynbrar n3MeHeHus yriia TOBOPOTa MPOSBUTCS, €CIIN
BBl BHOBB TTOTIPOOYETE MOTAHYTH 32 3€NEHYI0 OKPYKHOCTh — TPACKTOPHUS JTBHKCHUS
CoJIHIIa 10 HeOocBoxy OyaeT apyroi. Takum oOpa3om, AJisi HalpaBICHHOTO
WCTOYHHUKA CBETA CHHSS OKPYKHOCTH TO3BOJISIET 33/1aTh IMOJIOKEHUE TPACKTOPUHU
€ro JBWXCHHS M0 OTHOUIEHUIO K TOPU30HTY. C €€ MOMOIIbIO Bbl MOXKETE CenaTh
TaK, 4TOOBI COJIHIIE JIBUTAJOCh MAapaljIeIbHO TOPU30HTY M HUKOT/Ia HE 3aX0JUIIO,
WM, HaoO0pOT, 4YTOOBI OHO JBUTAIOCH NEPHEHAMKYJISIPHO TOPU3OHTY U B
pe3yibTaTe BCXOUIIO I 3aX0IUI0 MAKCUMAIBHO OBICTPO. DTa HACTPOIKA MOXKET
OCOOEHHO TMPUTOIUTHCS B TEX CIlydasX, KOIJa Bbl HMMHUTHpPYETE 3aJaHHOE
COOTHOIIICHHE TPOJOJIKUTEIHHOCTUA THS M HOYM B ONpeneN€HHOE BpeMs rojaa Ha
ONPEAECIEHHON LINPOTE.

Jist npyrux BUIOB OOBEKTOB HM3MEHEHHE yTIila MO0 CHHEH OKpPYXHOCTH
MPUBEAET MPOCTO K MX MMOBOPOTY BOKPYT CHHEH OCH.

Ecnu BamM moTpeOyercss MPOU3ZBOAUTL CIOXKHBIE KOMOWHHUPOBAHHBIC
U3MEHEHHUs1 00beKTa (Hampumep, ero mepeMelieHre ¢ MOCIeAYIOIUMHU TOBOPOTOM
Y U3MEHEHHEM MacIiTada), MmEIKHUTE B ICBOM BEPXHEM YTy OkHa peaaktopa Unity
kHomKy «Move, Rotate or Scale selected objects» («Ilepemectuth, TOBEPHYTH WU

MacIITaOUpOBaTh BBIICIICHHBIE OOBEKTHI») , pPacCIoNOKEHHYI0 CIlpaBa OT
kHonku «Rect Tool». B pe3ynbrate y 00bekTa MOSABATCS OJJHOBPEMEHHO BCE TpHU
CHUCTEMbI, 00€CTICYMBAIOIINE PACCMOTPEHHBIE BUIBI €T0 TpaHC(HOopMaIIMK, — CUCTEM
oceil TepeMeIleHMs, CHUCTEMa pPBhIYAKKOB MacIITaOMpOBaHUS W CHCTEMa
OKpY>KHOCTEH moBopoTa. C MX MOMOIIBIO Bbl CMOXKETE OBICTPO TpaHCHOPMUPOBATH
OOBEKT TaK, KaK BaM 3aX04YEeTCS.
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> U statc =
Tag (Untagged  #| Layer [Defaulr ¢ |

IE

o
[Directional 3]
[ 1/
0

»
o
-‘

& Project | [

ne (Texture

one (Flare

Add Component

Taxxke cregyer oOpaTuTh BHUMaHHEe Ha HEOONBIIYI0O KHONKY C
U300paKEHUEM COJTHIIA B CTPOKE HaJl pabo4MM IOJEM CIIEHBI (TaM e, Te
pacrnojoKeHa KHOMKa ¢ U300paXKeHUEM TaHOPAMBbI ). [TonpoOyiiTe HaXxkaTh Ha
He€. B pesynbpTaTe coTHEUHBIN AUCK HA HeOOCBOAE ucde3HeT. Mcue3nyT u 3 ekt
OCBEIICHUSI O0BEKTa, BKIIOYAs OTOpachkiBaeMble MM TeHH. UTOOBI BEPHYTh WX
00paTHO, CHOBa HAKMHTE Ha Ty KHOMNKY. TakuM 00pa3oM, €CiIu BbI CTOJIKHYIHUCH C
CUTYyalllel, Korja y 0ObEKTOB Ballle CIICHBI OTCYTCTBYIOT TEHU U OJIMKH, TIEPBBIM
JIeJIOM TIPOBEPhTE, HaXKaTa JIM JaHHAs KHOIIKA.

File Edit Asscts GameObject Component Window Help

“ U statc =
Tag (Untagged  #| Layer [Defaulr ¢ |

IE

8 =[]z E
5
S

»
o
-‘

& Project | [

ne (Texture

one (Flare

Add Component

JleBee naHHON KHOMKK (Takke B CTPOKE Haja pabOYuM TOJIEM CLIEHBI)

pacrosoKeHa KHOIKA ¢ HaIUChIo «2D» EY) [TonpoOyiiTe HaXxkaTh Ha He€. B aToM
ciydae 0030p CIIEHBI H3MEHUTCS TaK, YTO BBl Oy/eTe CMOTPETh Ha He€, HaXOsICh
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MPOJIOJDKEHNN CHHEN OCH, KOTOpas 0TOOpakajach y Ky0a mpu HaKaTHH KHOIIKH
«Move Tool». Ky6 Oyaer oroOpakaThCsi Kak KBajpaT, a IJIOCKas IUIOIIaJKa He
Oyner BuaHA, Oyydd pacrooKeHHOW Ha YPOBHE HAIIIMX IJIas3.

it Assets GameObject Component Window Help

A+ S =B (> (1>

# Scene
Y = N — ] . [Cirectienal ot O static ~
E ~ -
When togggled on, the Scene is in 2D view, When 7 Tag Layer
i

toggled off, the Scene is in 3D view, YL Transform EY
Positon x[0  |v3  |z[0 |
Rotation x[13.228 | Y (20,089 | Z[153 |
Seale X1 v

¥ o M Light g
Type Directional =
Color —
Hods
incensity
Indirect tplier
Shadon Type

Baked Shadow Ar(m———ee [0
Realtime Shadows
Strength — 1|
Resolution

Bias to—
Normal Bias e e
N, Pl (r— 0,2
¥ /Favori tes | Assets> ) Nearfame
©\ Al Material Cookie
©Lall Models Cookie Size
@\ All Prefabs Bra BEE 0
Plare
& Scenes Render Mode
» G Packages Culling Mask
[ Add Component ]
——

£\ To Debug, enable the dfine TLA_DEBUG_STACK_LEAK in ThreadsafeLinsarallocatar.cpp. This wil output the calstacks of tne leaked allocations
TyT cnemyeT oTMeTHTh, 4TO TUTOMIAAKA «Plane» cTaHOBHUTCS Mpo3pavHON TIPH

B3rJIsiIe Ha He€ cHU3y. UTOOBI IMIIOmIaJKa CTana HEMpPO3payHOM, MBI JOJHKHBI
U3MEHHTH I0JIOKEHUE TOYKU CBOEr0 0030pa U MOCMOTPETh Ha HEE CBEPXY.

Bepuutech 00paTHO B TpEXMEpHBIH pPEXUM pabOThI CO CIIEHOH, CHOBA
MIETKHYB Ha KHOTIKY C HAAMUCHIO «2Dy.
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2.3. Pazmenienne 00beKTOB M HACTPOMKA UX OCBElIeHHUS

Teneppb nepenaéM K HACTPOMKE UICTOYHUKOB CBETA HAIIEH ClieHbI. J[JIs1 Hayasa
ybenuTech, 4TO Ha CIIEHE BBIJIEJICH 3HAYOK ¢ M300paxeHnueM coinua. Eciou ato He
TaK, WIEIKHUTE MBIIMIKOM HAa HEM WA HA COOTBETCTBYIOUIYIDO €My CTPOUYKY
«Directional Light» («HampaBnennsiit cBet») B okHe «Hierarchy». CnipaBa B okHe
«Inspector» oT0Opa3sTCs CBOMCTBA M HACTPOMKM HTOrO MCTOYHUKA CBETA.
[[énkauTe HA MpAMOYTOIbHUKE B cBoMcTBE «Colory. B pe3ynbprare ciieBa mosiBUTCA
OKHO ¢ ManuTpoil BeIOOpa 1Berta. [[€nkas MBIIIKONH MO OKPY>KHOCTH, BBl MOXKETE
BEIOpAaTh HYKHBIA BaM IBET, a MIENKas B OOJACTH PACHOJIOKEHHOTO B IIEHTpE
KBaJjpaTa — 3a7aTh HACBIIIEHHOCTh BBIOPAHHOTO I[BeTa (S BHIOpAi TOCTATOYHO
HACBIIICHHBIN ()UOJIETOBBIN IBET).

Unity 2018.3.13f1 Personal - SampleScene.unity - Project 3D 01 - PC, Mac & Linux Standalone* <DX11> -
Ent  Window Help

(> [11 [M]

u}

[ & | [Account -

© Collab -

NEREIET IR

P O statc ~
h Layer
¥ .~ Transform o &
Positon x[0 Y3  Z
N e e w—
¥ o [ Light S
Type ™

Color 7

Mods
tndrec Mulipier
shadon Type

Baked Shadow Ar— &

& I W Realtime Shadows

AT | strength

PR 'W‘ Resolution

Bias

¥ Swatches = Y A% |k Normal Bias = (0.4

W) Click to add new preset - Near Plane (e

Cookie None (Texture)

. All Models Gookie Size
CLAll prefabs Dranitals O

Flare None (Flare) )

eeeee Render tods

» G Packages Culling Mask

l Add Component ]

—_——

B pesynbrare Bcs clieHa OKpacuTCsl TEM LBETOM, KOTOpPbIN Bbl BbIOpaiiu, a
BOKPYI' COJIHEYHOI'O JIHCKAa MOSIBUTCS HEOONBIION KOHTYp BBIOPAHHOTO IBETA.
Takum o0pazom, cBoiictBO «Color» mMo3BONSIET 334aTh LBET HCIIYCKaeMOI'o
UCTOYHHKOM CBETA.

Yrto0sl co3aBacMbie HAMU CBETOBBIE 2 dEKThI ObUTH HATJIsIIHEE, J00ABUM Ha
CIIEHY OOBEKTHI IPYTHX (HOPM.

Bri6epute B meHto Unity komanay «GameObject — 3D Object — Spherey.
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File Edit Assets j Comp: Window Help
Create Empty Ctrl+Shift+ N
Create Empty Child Alt+Shift+N

3D Object & — = )/ @ |[Directional Light | [ static ~
2D Object Sphere ) . Tag [Umsaged ¢ Layer [Defaulr ¢

Effects Capsule
Light Cylinder
Audio Plane
Video Quad
ul

TextMeshPro - Text
Camera

Ragdoll...

Terrain

Center On Children

Make Parent

Clear Parent

Set as first sibling Ctrle=
Set as last sibling ours
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F
@ rojec: DG Align View to Selected
Toggle Active State Alt+Shift+A

B pe3ynprate Ha crieHe nosiBUTCs urpoBoit 3D-00bekT «Sphere» (B mepeBone
¢ aaTnmiickoro o3HadaeT «Cdepay).

File Edit Assets GameObject Component Window Help
= Hierarchy # Scene ® Inspector

oA {120 || w2 | <9 |
CH L rr—(E
v &) sampleScene*
Tag Layer

!

B8 Project | E

‘ Default-Material

B —
W

—— Add Componant E

IIpu momomu wmHcTpyMeHTa «Move, Rotate or Scale selected objects»
WU3MCHUTE MOJI0KEHNE U pa3Mep cepsl Tak, YTOOBI BaM OBIJIO YAOOHO BUACTH €€.

Hanee BbiOepute B MeHI0 Unity komanay «GameObject — 3D Object —
Capsule».
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File Edit Assets j Comp: Window Help
Create Empty Ctrl+Shift+ N
Create Empty Child Alt+Shift+N

ctor
30 Ot Cube o Dstatic » 2
2D Object Sphere Tag [Untagged ¢| Layer [Defaule ¢]
e T E—

Light Cylinder
Audio Plane
Video Quad
ul

TextMeshPro - Text
Camera

Ragdoll...

Terrain

Center On Children

Make Parent

Clear Parent

Set as first sibling Ctrle=
Set as last sibling ours
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F
@ rojec: DG Align View to Selected
Toggle Active State Alt+Shift+A

Default-Material -
e
L

—— Add Component L

B pesynbrare Ha Barmieit ciieHe mosBuTcs urpoBoit 3D-00bekT «Capsule» (B
NepeBO/IE C aHIINICKOro o3HavyaeT «Karmcynay).

File Edit Assets GameObject Component Window Help

= Hierarchy # Scene © Inspector

I — IEFNESFCIE T —— @ D statie ~ =
v &) sampleScene* ~ 14 Tag (Untagged ¢] Layer [Defaule 4]

s}

REE
&
2
g
g
=
o
2
2
g
=i =Y [y
i
2
4
g %

|§ 1 [7|&[o|Z||= |
) alla
o) : s T il

67

one (Transform

&1 Project | [

IIpu momomu wmHcTpyMeHTa «Move, Rotate or Scale selected objects»
U3MEHHTE TIOJIOKEHHE U pa3Mep KarcyJibl TaK, YTOObI BaM OBLIO YAOOHO BUIETH €€.

Teneps BbriOepute B MeHi0 Unity komanny «GameObject — 3D Object —
Cylindery.

36



File Edit Assets j Comp: Window Help

Create Empty Ctrl+Shift+ N
Create Empty Child Alt+Shift=N © Inspector
3Dobject - : ] O static ~
¥ UsampleScen 30 opject M senere Tag (Unsaged ] Laver (pefae_]
Effects , Capsule
Light v Cylinder 067 | ¥[0.69 1527
Audio v Plane o o
1.8936 1.8936 1.8936
Video , Quad Persy
w L TextMeshPro - Text Capsule
Camera
Ragdoll...
Center On Children
Terrain
Make Parent .
Clear Parent S — None (Transfor m
Set as first sibling Ctrle= P
Set as last sibling Ctrl+-
Move Te View Ctrl+Alt+F
Align With View Ctrl+ Shift+F
& projec: DG Align View to Selected
- Toggle Active State Alt+Shift+A @ 0 |a|%]
}

None (Physic Mat
0 0
05
z
0 Default-Material 2,
> Shader [Standard _________+]

—_——

B pe3ynbrare Ha Bareit criene mosBUTCs urpoBoit 3D-o00wekT «Cylindery (B
MepeBO/Ie C aHIIMICKOro o3HavyaeT «{umuuap»).

File Edit Asscts GameObject Component Window Help

L —
Tag [Untagged ¢| Layer [Defaule ¢]

& Project | [

5.960464( -8,940697
z
(vAxis ¢

0 Default-Material U.
S T —

IIpu momomm uHcTpymeHta «Move, Rotate or Scale selected objects»
U3MEHHTE TIOJIOKEHHUE M pa3Mep IIINHIPA TaK, YTOOBl BaM ObLIO YIOOHO BUAETH
ero.

Temneps, Korga 0ObEKTHI pa3MENICHbI HA CIIEHE, 100aBUM JIOTIOTHUTEIbHBINA
UCTOYHUK cBeTa. Bribepute B meHto Unity komanay «GameObject — Light —
Directional Light».
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Component Window Help

Create Empty Ctrl+Shift+ N

Create Empty Child Alt+Shift=N

3D Object

2D Object

Effects

Light | Directional Light
Audio Point Light
Video Spotlight

ul Area Light

Camera

Reflection Probe
Center On Children Light Probe Group

Make Parent

Clear Parent

Set as first sibling Ctrls=
Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F

& Project | Align View to Selected
Toggle Active State Alt+Shift+ A
}

B pe3ynbpraTe Ha Baiel ciieHe mosiBUTCs UrpoBoit 00bekT «Directional Light
(1)» (B mepeBoje ¢ aHrMiickoro o3HavyaeT «HampaBieHHbI HCTOUHUK cBeTa (1)»).

File Edit Assets GameObject Component Window Help

A lmlm

v € SampleScene*

' (¥ Directional Light (1) [] Static =
Tag (Unagssd4] Layer (o]

i Project

-----------

N3menute ero mBer B cBoiictBe «Color» oxna «Inspector» (si BbIOpan
HACBIIIIEHHBIN KENTHIA 1BET).
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Unity 2018.3.13f1 Personal - SampleScene.unity - Project 3D 01 - PC, Mac & Linux Standalone* <DX11>
nt Window Help

> U statc =
Tag (Untagged  #| Layer [Defaulr ¢ |

-11.790 -1.7652 -21.029

Iﬁ
Iﬁ

=
| Directional 4]
P
=

Ecnu cBer, ucnyckaeMblid TOMOJTHUTEIBHBIM HCTOYHUKOM, CIUIIKOM SIPKUH
YMEHBIIIUTE 3HAUYeHHE CcBoWcTBa «Intensity» («VIHTEHCHBHOCTB») B OKHE
«Inspector» (s yMEHBIIMJI WHTEHCHUBHOCTH HMCITyCKa€MOTO CBETa B 2 paza: co
3HadyeHus 1 1o 3HaueHus 0.5).

File Edit Assets GameObject Component Window Help

E rarc| # Scene
Ic | |20 || = | ) | wd |

VQ!-mpzuu'

v (¥ Directional Light (1) [] Static =
Tag (Unagssd4] Layer (o]
a

-11.790 -1.7652 -21.029

Iﬁ
Iﬁ
Jii

z| [z| [F]e][= o
gl I3

s

al |4

3 B g
RIRE

ES

g

a

'\

one

& Project | [

-----------

Bbl yBumHTE, 9TO Temeph OOBEKTHI CIIEHBI OCBEIIAOTCS JBYMS COJHI[AMHU
Pa3HBIX IBETOB ((pHOJIETOBBIM U KENTHIM B MOEM mpuMepe). UToObI 310 ObLIIO OoJIee
HaTJIAHO, U3MEHUTE YTOJI IMaJICHUS JIy9ei JOITOJTHUTEIFHOTO HCTOYHUKA CBETA.
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File Edit Asscts GameObject Component Window Help

b4 Tag w Layer [Befaule ¢
o
-43.972

IE
JII

R R

| Directional 4]
P
[
=

& Project | [

[TonmpoGyeM U3MEHUTH TUI IONOJHUTEILHOTO HCTOYHUKA cBeTa. J{Jis 3TOro B
ero cpouctBe «Type» («Tum») B okHe «Inspector» MOMEHSIHTE 3HAYEHUE

«Directional» («HampaBneHHsbIi1») Ha 3HaueHUE «Spoty («IIsaTHOY).
€  Unity20133.13 Personal - SampleSceneunity - Project 30 01 - PC Mac & Linux Standalone* <DX11> - o lEW

File Edit Asscts GameObject Component Window Help

., o BT D~
Tag E@Livlrm
=
~35.006
=

Rk

| Directional 4]

P
|¢| Directional

Point
Area (baked only)

& Project | [

B pesynbraTe HampaBieHHBIH CBET MCUE3HET, a BMECTO 3Hayka C
U300paKeHUEM COJIHLA U OKENTBIX OTPE3KOB-Iy4eld MOSBUTCS 3HAYOK C
n300pakeHHUeM (OHapUKa W KENTHI KOHYCOBUAHBIM KOHTYpP, CXEMaTHYHO
U300paxkaronvii JBMKEHHUE JTy4eil OT 3Toro (oHapuka.
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File Edit Assets GameObject Component Window Help

@A [zo | % |40 @ | o« i
3 Tag [Untagged  ¢] Layer [Defaule ¢

a
-11.790/ ¥ -1.7652 2/-21.029
-43.972

i Project

UTtoObl HACTPOUTH OCBEHIEHHE OOBEKTOB CIIEHBI JTHM (OHAPHUKOM
NEPEMECTUTECh TI0 CIEHE M IEePEMECTHTE JOMOJIHUTEIbHBIH WCTOYHHUK CBETa
OOJIKE K 9TUM 0OBEKTaM.

File Edit Assets GameObject Component Window Help

L] ) static =
Tag [Untagged  ¢] Layer [Defaule ¢

=
-43.972

& Project | [

ITocne aToro u3MeHure YToJI MOBOPOTa AOIMOJIHUTCIIBHOT'O UCTOYHUKA CBCTA
TakK, YTOOBI €T0 JIydyu ObLIN HaIrpaBJICHBI B CTOPOHY 00BEKTOB CIICHBI.
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File Edit Asscts GameObject Component Window Help

> U statc =
Tag @ Layer m

.
5
2
=
>
=
5
® Di

& Project | [

YroObl cBETOBOE MATHO (hOHApUKa CTANO KpyIHEEe, MOTSHUTE 3a JIto00i U3
KENTHIX KBAJPATUKOB OKPYKHOCTU KOHYyca. UToOBI Jiyun (poHapuKa JoCcTaBalId J10
OOBEKTOB CLIEHBI, MOTSAHUTE 3a KENTHIM KBaJpaTHK, PACIOJOXKEHHBIN B LIEHTpE
OKPY’KHOCTHU KOHYCa, IO HAPaBJICHUIO K O0BEKTAM.

File Edit Assets GameOl Component  Window Help

v" (¥ Directional Light (1) [] Static =
Tag (Unagssd4] Layer (o]

7]

& Project | [

B pesynbrare Bbl yBUIUTE, KaK HAa OOBEKTaX CIEHBI MOSBISETCS CBETOBOE
MSATHO, KaK €clii Obl OHU OCBEIIAJUCh Jiydamu (oHapuka. UTOOBI yCHIIUTH CBET,
uaymui oT ¢poHapuka, monpoOyiTe yBEIMYUTh 3HAUCHUE CBOMCTBA «Intensity» B
okHe «Inspectory (s yBeTUYIJI HHTEHCUBHOCTh MCITyCKa€MOTO CBETa B 2 pasza: co
3rauenus 0.5 o6patHo 10 3HadeHus 1). B pe3ynbraTe cBeTOBOE MATHO CTaHET Ooiee
YETKUM.
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File Edit Asscts GameObject Component Window Help

> U statc =
Tag @ Layer m

Controls the brightness of the light. Light color is
lue.

multiplied by this va

& Project | [

Tenepb HOHpO6YﬁTC CHOBA HM3MCHUTH THII AOIIOJHHUTCIBHOIO HCTOYHHKA
CB€TaA.

File Edit Assets GameObject Component Window Help
= Hierarchy # Scene © Inspector

v [ [Directional Light (1) [ static =
Tag

Layer

one

-----------

s aToro B ero crorictBe « Type» B okHe «Inspector» MOMEHSIATE 3HAUECHUE
«Spot» («IIaraO») Ha 3HaUYeHHE «Point» («Toukay).

B pesynbrare uctouHuK cBeTa OyneT OCBEmaTh OOBEKTHI CIIEHBI YK€ HE B
OJIHOM HaIlpaBJICHUH, a BO BCEX, KaK OyITO BMeCcTO hoHapUKa Ha CIICHE TIOSIBUIIACH
BUCSINAS B BO3JIyX€ JIAMIIOYKA, WCITyCKAIOIIas CBETOBBIE JIydd BO BCEX
HaIPaBJICHUSIX.

3HA4YOK UCTOYHUKA CBETA MPU CMEHE €T0 TUTIa OyIeT U3MEHEH C N300paKeHUS
dboHaprka Ha N300paKEHUE JTAMIIOUKH.
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File Edit Asscts GameObject Component Window Help

=
> U statc =
Tag (Untagged  #| Layer [Defaulr ¢ |

& Project | [

Ecmu motpeOyeTcss ocinabuth CBET, WAYIIMH OT JIAMITOYKH, IOMPOOYyHTE
YMEHBIITUTh 3HAaUCHHE CBOMCTBA «Intensity» B okHe «Inspector» (s CHOBa YMEHBITUIT
WHTEHCUBHOCTb UCITYCKAa€MOI0 CBETa B 2 pa3a: co 3HaueHus 1 o 3Hauenus 0.5).

B pesynbTaTe BBl YBHIMTE, KaK JIaMIIOYKa CJETKa MOJICBEYMBACT OOBEKTHI
CIICHBI, KOTOpBIE TPU ATOM OJIHOBPEMEHHO OCBEHIAIOTCS Oojiee MHTCHCHBHBIM
PaBHOMEPHBIM CBETOM JIy4Yeld COJIHIIA.

ConHlle KaKk MCTOYHMK cBeTa mMeeT THIl «Directional». D10 03Ha4yaeT, 4To
OHO (B OTJIMYHE OT TUIOB «Spot» u «Point») nMeeT He TOUCUHBIN pa3mep, a bojiee
KPYTHBIH (00JaCTh CBETAIUXCS TOUEK) U IPU 3TOM HAXOJUTCS TOCTATOYHO JATIEKO
B NMPOCTpaHCTBE. B pe3ynpTaTe j1ydyn cosHIA YT NapajulebHO APYT APYTY, a He
UCXOJISAT U3 OAHOU TOUKH.

File Edit Assets GameObject Componen

> U statc =
Tag Eim Layer W

Directional Light (1)

-----------



Taxke BBl MOKETE PaCIIMPUTh JAIBHOCTH JEHUCTBUS JIy4eU JTAMIIOYKH, €CIIU
NOTAHETE 3a JII00OM U3 KENTHIX KBAJPATUKOB CEPHI, OKPYKAIOIIEH JaMIIOUKy U

CXEMaTUYHO M300paxaroiiei 00JacTh qeHCTBUS OCBEIICHUS JIAMITOYKH.

File Edit Assets GameObject Component Window Help
PN b | S [ 6| [tcenter| @Local |

| ¢ e zn || % |2 | a2 - -
vgs les. * ol v [ Directional Light (1) [] Static ¥
ampleScene -
N Tag [Untagged ¢ Layer [Defoule ¢

7]

Directional Light (1)
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2.4. Pa3menieHue 1 HACTPOMKA KaMep

Tenepb, Korga Mbl pa3MECTUIM OOBEKTHI HAa CLEHE W HACTPOWJIM HX
OCBEIIEHUE, TONPOOYEM OTPETYIUPOBATH KAMEPHI, YTOOBI JTyUIll€ BUJIETh PE3yJIbTaT
HaIllUX ACHCTBUIA.

[[[€nkHNUTE MBIIIKOW HAa 3HAYOK KaMEPhI Ha CIIEHE WJIM Ha COOTBETCTBYIOIYIO
eMy ctpouky «Main Camera» («OcHoBHast kamepay) B okHe «Hierarchy».

Bbl yBuMTE B TpaBOM HIKHEM YTy ClieHbl 9kpaH «Camera Preview» («Bug
C KaMephl»), Ha KOTOPBIA TPAHCIUPYETCS H300pakKeHHE CIICHBI, MOJydaeMoe C
kamepsl. [Ipu 93ToM 0011acTh 0OXBaTa CIIEHBI KAMEPOI CXEMaTUYHO TTOKa3aHa OepIMU
JUHUSIMU, UCXOJISIIIIMMU U3 3HAYKA KaMEpHI.

= Hierarchy 3# Scene © Inspector
< @A ) haded =|[z0 | 2 [ | |eumes-/@AT || ..
e S EIENIETE & [Main Camera [ static ¥
e =

Tag [MainCamera #] Layer [Default ¢
O

v &

o vt zio

S.
L
(g
(g
(g
(g
T
(g
g

&1 Project | [
= ——————

o7 F Assets >

UYtoObl HACTPOUTH yIOOHBIN 71l BaC pakypc KaMephbl, HAKMUTE Ha KHOTKY
«Rotate Tool».
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)
File Edit Assets GameObject Component Window Help

= [ statie =
Tag [MainCamera #] Layer [Default ¢

s,
©
T
T
T
T
T
o
v

&1 Project | [

= Assets

Pa3BepHuTe Kamepy, MOTSHYB 3a pa3HOILBETHBIE OKPY>KHOCTU BpaleHus. B
Mpollecce M3MEHEHHMsI YIIIOB MOBOPOTa KaMephl OyAeT IUIaBHO MEHSIThCS U BUJ B
okHe «Camera Preview.

Ecnu xotute mocMoTpeTh, Kak MOJb30BaTeNb OyJIET BUACTH Ballly CICHY B
npoiiecce e€ MpourpbiBaHus, nepeiaure Ha BkIaaky «Gamey» («Urpay), meEnkuys
HaJ OKHOM CIICHBI Ha KOPEIIOK C COOTBETCTBYIOLIUM Ha3BaHUEM.

File Edit Assets GameObject Component Window Help

= Hierarchy

= [ statie =
Tag [ MainCamers ¢ | Layer

&
[ 8844834

&1 Project | [

Bl yBumuTE TO Xe caMoe HM300pa)k€HHE, YTO TPAHCIUPOBAJIOCh B OKHE
«Camera Preview», HO B IOJTHOSKpaHHOM (hopmare.

Haxwmure Ha kopemok Bkmagku «Scene» («CireHa»), 4ToObl BEpHYThCS B
OKHO PEeIaKTUPOBAHUS CLICHBI.

Jlo6aBUM Ha ClLIEHY TOTIOJTHUTENbHYIO KaMepy.
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Jliist aToro BeiOepute B MeHio Unity komarny «GameObject — Cameray.

File Edit Assets | GameObject | C Window Help
™ )

Create Empty Ctrl+Shift+ N (|11 [l @ Collab - | [ & || Account - " o 5
“= Hierarchy Create Empty Child AltShift+N
| GFAT | 3D Object Hlzo|slad@-] __________ Jewmes- AT ]
v €} sampleScen 2D Object

Effects
Light
Audio
Video
u
Comera

A4 3389495

Center On Children

Make Parent

Clear Parent

Set as first sibling Ctrle=
Set as last sibling Ctrl+-
Move To View Cirl+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected

Toggle Active State Ale=siftA |

= Assets

B pe3ynbrare Ha Bariei ClieHe MOSBUTCS HOBBIM UTPOBOI 00BEKT «Cameray
(B mepeBoie ¢ aHIIMIICKOro o3HavyaeT «Kamepay).

Ecnu HOBast kamepa MOSIBUTCA B TOM € TOYKE, YTO M OCHOBHAas Kamepa,
NEPEMECTHUTE €€ B IPYTyIO TOUKY CLIEHBI U Pa3BEPHUTE B HY>KHOM [IJIs1 BAC paKypce,

OI;HCHTH“%HCB Ha OKHO HEGZ{B&EI/ITCHBHOFO HEOCMO:E& «Camera Preview».

File Edit Assets GameObject Component Window Help
4 | S o [ 5| [ecenter | ®Local |

= Hierarchy # Scene

v €} sampleScene*

KA 433844945

OpnHako npu repexojie Ha BKIaAKy « Gamey» OyIeT TOCTYIeH I IPOCMOTpa
TOJIBKO BHUJ] C JIOMOJHUTEIILHON KaMephbl, B TO BPEMsI KaK BUJ C OCHOBHOM KaMephbl
HCUYE3HET. DTO MPOUCXOJUT TOCKOIBKY JIBE€ KaMmepbl HE MOTYT OJHOBPEMEHHO
0TOOpakaTh KAPTUHKY Ha OJHOM JucIiiee. YToObI mepeKIoYaThCsl MKy BUAAMHU
C Kamep, ClieAyeT HAa3HAUYWTh KaXKIOW Kamepe OTAECIbHbIA Auciuie. [ns 3Toro
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M3MEHNTE y JONOJHUTEIBHOW Kamepsl B OKHe «Inspector» B cBoiicTBe «Target
Display» («lleneBoit aucmuieii») 3nauenue «Display 1» Ha «Display 2».

File Edit Assets GameOl omponent  Window Help
| ®ecenter | @Local |

-| (@A - [zo || 2 [ )] o
CH T —
v €} sampleScene* -

4
T
(J
(J
g
T
T
(g
®

CHoBa nepeiinute Ha Bkiaaky «Game». Bbl yBUAUTE BHUJ C OCHOBHOM
KaMephl, TMOCKOIBKY y He€ B cBoiicTBe «Target Display» ocramoch 3HaueHHe
«Display 1», yctaHaBIMBaeMoe 1o YMOJIYaHHIO TIPH CO3aHHUH JTF000H KaMephl.

OTkpoiiTe BBINAJAIONINI COUCOK B JIEBOM BEPXHEM YINIy OKHA BKJIAIKU
«Gamey u BeIOepuTe BMecTo 3HaueHus «Display 1» 3nauenne «Display 2».

ITpon3on €T nepexiroueHne Bua Urpbl Ha BTOPOM JAUCIUIEH, U BBl YBUIUTE
U300paKEHHUE CIIEHBI, TPAHCIMPYEMOE Ha BTOPOM IHUCIUIEH C JIOMOJHHUTEIIbHON
KaMephl.

B cucreme Unity noctynHo 8 aucruieeB. Takum oOpa3om, BpY4YHYIO BbI
MO’KET€ HAaCTPOUTh O 8 pa3IM4HbIX BUAOB Ballel cueHsl. [Ipu HeoOXxoaumocTu

MOXXHO zECHI/I‘II/ITB 9TO KOJIMYCCTBO l'[i:O: ﬁaMMHI)IM CIT0COOOM.

File Edit Assets GameQOl omponent  Window  Help

e [ static ~
Tag [Untagged ¢ Layer [Default ¢

4243344841




JUist coXpaHeHHs BBINOJIHEHHOIO BaMHM IIPOEKTa BBIOEPUTE B MEHIO
nporpammbl Unity nyHkT «File — Save» uiam HaxxMuTe KOMOWHAIMIO KIIABHII
CTRLAS. [Jaxe ecnu BbI 3a0yaeTe 3T0 caenaTh, Unity Ipu 3aKpHITUHM HATIOMHUT
BaM, YTO B MPOEKT ObUIM BHECEHbl W3MEHEHHUS, M CIPOCHUT, CIEAYeT JH HUX
coxpanuTh. Ecnu Bbl cornmacHbl Ha (pUKcalMIO W3MEHEHUH, MPOU3BEAEHHBIX C
POEKTOM, HAXXMUTE «Savey («CoXpaHUTh»), B IPOTUBHOM CIIy4Yae — OTKAKUTECH,
HaxkaB «Don’t save» («He coxpaHaTsy).

Baxxnoe 3ameuanune. PekoMeHayeTCsl HE KJaTh 3aKpPbITHs MPOTpamMMbl, a
HNEPUOANYECKHA TPOU3BOJIUTH COXPAHEHMsS] IMPOMEKYTOUHBIX COCTOSHUN Balllero
IPOEKTa, YTOOBI HE MOTEPATH UX B CIIydae BO3HUKHOBEHMsI BHEIITATHON CUTyalluH
(HampuMep, BHE3AIMHOTO BBIKJIFOUEHUS 3JIEKTPUUECTBA).

P.S.: B mpouecce IIUTENpHOr0 HAallMCaHUs TaHHOTO PYKOBOJCTBA y aBTOpa
npou3onuIo «3aBucanue» Unity (BHAMMO, BCIEACTBHE OOJBIION Harpy3Ku Ha
ONEpPAaTUBHYIO MaMsATh Cpa3y HECKOJbKUX mNpuioxkeHuid — Unity, Visual Studio,
Word u apyrux). B pe3ynapTaTe npumuiock 3KCTPEHHO 3aBepiinTh padoty Unity
yepe3 Jucneruep 3a1ay, mocie 4ero MpoeKT MPU OTKPBITHH OKa3aJiCs MyCThIM — B
HEM OCTAJIMCh TOJBKO (haiyibl CKPUNTOB, & HECOXPAHEHHAs CLIEHA, KOTOPYIO BBI
BU/JIETN HA WIUTIOCTPALUX, ObLIA MMOJHOCTBIO YTEPSHA.

BriBoa: Kak MOXKHO Yalle COXpaHsiiTe CBOU padboThI!
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3agaHue 119 CAMOCTOSITEIbHOM PadoThI

1. smenute popmy u pasmep kyOa Ha mapajuieNenune]], pacTaIHyB €ro 1o
OJIHOM WJIM HECKOJIbKUM OCSIM.

2. U3menute GpopMy U pazmep cepbl Ha IUIUICOU, PACTIHYB €€ 10 OJHOM
WJIM HECKOJIBKUM OCSIM.

3. U3menute GopMy M pasmep UWIMHAPA, PACTSIHYB €ro MO OJHOM WIn
HECKOJIbKHM OCSIM.

4. M3menute ¢opMy W pa3Mep KarcCyibl, PAcTSIHYB €€ IO OJHOW WIIH
HECKOJIbKHM OCSIM.

5. YBenuubTe pa3mMep U PaACHOJIOKCHHE IUIOMIAIKA, YTOOBl HAa HEW ObuUIH
BUJIHBI TCHH BBINICYKa3aHHBIX 0OBHEKTOB.

6. Pazmectute 00BEKTHI Ha CIIEHE TaK, YTOOBI MIPH 0030pe CIIEHBI C KaMephI
OHM HE NEPEKPHIBAIIU APYT ApPYyra.

7. 1obaBpTe TpeTHii HICTOYHUK CBeTa Tuma «Spot». B pesynprare y Bac Ha
CIIEHE JOJKHBI OBITh pa3MelIeHbl UCTOYHUKU cBeTa TpEx TUMoB: «Directionaly,
«Spot» u «Pointy.

8. HacrpoiiTe 1BET, HHTEHCUBHOCTb, YIOJ M JAJIbHOCTb JEUCTBUS BCEX
MCTOYHUKOB CBETA, YTOOBI OBLII BUJEH BKJIAJ] KaXKJOTO U3 HUX B OCBEIIICHHUE CIICHBI.

9. Jo6aBbTe Ha CIIEHY TPETHIO KaMepy U Pa3MECTHTE BCE TPU KaMephbl Tak,
yTOOBI KaXX/1asg W3 HUX HAIJSIIHO JIEMOHCTPUPOBAJA JIEWCTBHE OJHOIO U3 TPEX
MCTOYHHUKOB cBeTa. Kaxaas kamepa JODKHA OTOOpaXkaTh CIEHY Ha OTAEIbHOM
nuciuiee. Ecnu motpeOyercs, MoxkeTe 100aBUTh Ha CIIEHY OOJIbIIe TPEX KaMep.

10. Ckonupyiite B oTaeiabHble (haiiibl pe3ysibTaThl Balleil paboThl, CAENaB
CKPUHUIIOT CLEHbI (BKJIaJKa «Scene») W CKPUHIIOT BUAA C KaXKIOM M3 Kamep
(Brianka «Gamey). UTOro m0omKHO MOMYYUTHCS 4 CKPUHIIOTA (MX MOXKET OBbITh U
OoJiblIie, eciiu BBl J0OABISUTH O0JIbIe TPEX KaMep).

Pe3ynpraThl Bamieli paOOThI PEKOMEHJYETCS IOKa3aTh IIPEIOABATEII0 M
00CYIUTh C HUM.
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I'naBa 3. IIporpaMmmHoOe u3MeHeHHE 00 bEKTOB

3.1. Co3nanue ckpunrTa (IpOrpaMMHOIO CLEHAPHS)

B mento Unity Beioepute komanny «Assets — Create — C# Scripty.

Folder
File  Edit GameObject Comp Window  Hel,
[ cescipt |
Create D Shader 4 - e
Show in Explorer Tt R _ | @ Inspector |
Open -
. P Playables ’
v Delete Assembly Definition
; Rename TextMeshPro ’
Copy Path Alt+Ctri+C
(g Scene
: Open Scene Additive Prefab Variant
(J Import Mew Asset... Audio Mixer
e
Import Package 4
Y Material
Export Package...
Lens Flare

Find References In Scene
- Render Tedure
Select Dependencies

Lightrap Parsmeters
Refresh GLEE Custom Render Texture
Reimport

Sprite Atlas
Reimport All Sprtes .
Extract From Prefab Tile
Run AP| Updster... Animator Contraller

Animat
Update UlElements Schema nimation

Animator Override Controller

Open C# Project Avatar Mask
Timeline

Physic Material
Physics Material 2D

GUI Skin
Custom Font

Legacy >

Buuzy mnosBuTcs 3Ha4ok aiina ckpunrta. Co3maHHBIN (ailm cKpuITa
HazoBuUTe Move (C aHTIIMICKOTO nepeBoauTces Kak «llepemectutsy).

File Edit Assets GameObject Component Window Help

v
Oy
g
T
T
T
(J
(J
()

/f Update is called once per frame
void Update()
{

}

3aKOHYMB NIEpEMMEHOBaHKE, IETKHATE J[BA pa3a Ha 3HadKe Qaiiyia cKpumnra
Wi HaxxMuTe kinaBuiry «Enter». 3amycturtcs pepaktop Visual Studio (ecau Bapyr
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OH y Bac HE YCTAHOBJICH, BBIOEPUTE B OTKPBIBIIEMCS CIHUCKE JOCTYITHBIX
MIPUIIOKECHU I porpaMmy «bIOKHOT» / «Notepady).
<

Unity 2018.3.13f1 Personal - SampleScene.unity - Project 3D 01 - PC, Mac & Linux Standalone* <DX11> - a
File Edit Assets GameObject Component Window Help
(O[S [=[E [ =center | @Local | I | @coliab - | [ & | [Account - | [Layers - || Layout - |
= Hierarchy mr= #Scene | € Game & Ass . += | © Inspector =

| Create -| AT | shaded - |20 | Move Import Settings %,

v € samplescene* = . . o e ol
pq Visual Studio : —_——

__/Main Camera

| Directional Light

|/ Plane Imported Object

./ Cube y

¥ . ; Move L
(A sahere Ultimate 2C [

| Capsule

L/ €ylinder

./ Directional Light (1) Assembly Information

|/Camera Filename Assembly-CSharp.dil

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

public class Move : MonoBehaviour

/f Start is called before the first frame
update

woid Start()

{

B

/f Update is called once per frame
void Update()
{

@ Project | [E] Console

| create -|

¥ Favorites | Assets >
© Al Material
©. All Models

(1 All Prefabs
.

& Scenes

» G Packages
Asset Labels
o Assets/Move.cs —— *

/\ Ta Debug, enable the define: TLA_DEBUG_STACK_LEAK in ThreadsafeLinearAllocator.cpp. This will output the callstacks of the lzaked allocations

}
}

[locne oTKphITHS (paiina CKpUNTA, Bbl YBUAUTE €TI0 COAEPKUMOE.

(] Project 3D 01 - Microsoft Visual Studio (He oTeeuaeT) - a
DAAN  [PABKA BWJ  OTJANKA KOMAHIA CEPBAC TECT APXMTEKTYPA AHAIM3  OKHO  CrIPABKA
i@ - $| 9 - | » Noucoepnnenme.. - ) - | A | % | Kapravor | % _itaE|E 3= == M -

Marene snemertos - wh.., ~ 1 X | LICIERSIES

#3 Move ~| @, start) -]
=
=
-
-

Mowck ne narenn anemerto P ~

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

4 OBuye

B 57oii rpynne HeT 3nemeHTOs
ynpasnern. Meperauyre
SMEMEHT & 3Ty 0BnacTs, HTo6E!
Ao6asuTs ero & nanens
2nEMerTOE.

yuHamad suzLesadogQ

public class Move : MonoBehawiour
4 start is called before the first frame update

void Start()

H
// Update is called once per frame

void Update()

MaHens 3nem...

OBospesatens.

Boisop

oKa3aTh BLXOAHbIE 43HHBIE OT: -]

Tourn ocranoea Peaynstatel nowcka 1

Crpoxa 1

[lo ymMomyaHuIO COIEPKUMOE HOBOIO CKPHUINTA BBINVISIAUT CJICIYIOIINM
obpazom:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

Cron6ey 1

public class Move : MonoBehaviour

{
// Start is called before the first frame update

void Start()
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{
}

// Update is called once per frame
void Update()

{
}

[lepBbIe CTPOKHM, HAUMHAIOIIKECS CO CJIOBA USINg, MEHATH HE CIEIyeT — OHU
OTBEYAIOT 32 MOAKIIOYEHUE PA3IUYHBIX BO3MOXHOCTEHW (B YaCTHOCTH, MOIYJb
UnityEngine oTBeuyaeT 3a BO3MOXKHOCTD yNpaBieHHs 00bekTamu clieHbl B Unity).

Crpoka

public class Move : MonoBehaviour

OTHCHIBAET KJIACC — MPOTPAMMHBII 1IA0JIOH.

B cinyuae ¢ Unity, B kiaccax kareropuu MonoBehaviour («OIHOTUITHOE
MIOBE/ICHUE») OIMUCBHIBAECTCA IA0JIOH CLEHapus IOBEJIEHUs J000ro oOBEKTa, ¢
KOTOPBIM MBI CBSIKEM Halll CKPHIIT.

Baxnoe 3ameuanue. OOpaniaiiTe BHUMaHHE Ha Ha3BaHMs, KOTOPHIE Bbl
naére cBonM ckpunraMm. OCHOBHBIE ITPaBUJIA:

1. Ha3zBanue Bceraa J0JKHO HAUUHATHCS C OYKBBI

2. B Ha3BaHuU HE OJHKHO OBITH TPOOEIIOB.

3. B Ha3BaHUU JOIMYyCKaeTCsl MCHOJIb30BaTh HUGPHI U 3HAK MOAYEPKUBAHUS
(BMecTo npobena)

4. B Ha3BaHMH JIy4llle HE UCIIOJIB30BATh PYCCKUE WM IPYTUE HEAHTJIOA3bIUHbIE
OYKBBI.

5. Ha3Banme ckpunta M Kjacca JOJDKHBI COBIAAaTh (B HaIlleM MpUMEpe
ucnosb3yercs Move)

6. Bonpire 1 ManeHbKHe OyKBBI CYUTAIOTCS pPa3HBIMU (€CJIM Ha3BaTh HAIII KJlacc
move, TO BO3HUKHET OIIMOKa, MOCKOJIbKY (pailn ckpumnrta Ha3piBaeTcs Move, u s
e€ yCTpaHeHHUs clieyeT Ju00 mneperuMeHoBaTh ¢ailyl ckpunra B move, Jubdo
nepemMeHoBaTh Kiacc oopaTHo B Move).

Ecnu ogHO M3 yKa3aHHBIX MpaBUil ObUIO HAPYILIEHO, TO, CKOPEE BCETO, MOCIEe
co3fganus ckpumnrta Bam Unity-pOEKT HE 3alyCTUTCS M BBIJACT COOOIIEHHE 00
olInOKe:

«All compiler errors have to be fixed before you can enter playmode!»

(«Bce omuOKkM B KO/I€ J0JKHBI ObITh YCTPAHEHBI Nepejl 3aIlyCKOM UTPbI!»)
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€

File Edit Assets GameObject Component Window Help

© Inspector

Scale Import Settings o 4
i # Open.. Execution Order...
./ Directional Light
o MonaBehaviour scripts in the file, or
\../Plane 1 O e e i
. Cube i
| |Sphere
I Capsule Imported Object
L Cylinder Scale =
./ Directional Light (1) c#

| /Camera aa
-

Assembly Information
Filename Assembly-CSharp.dll

using System.Collsctions;
using System.Collections.Generic;
using UnityEngine;

public class Scale 1 : MonoBehaviour

/f Start is called before the first frame
update

void Start()

i@ Project | [l ¢
| create 7|

¥ i /Favorites | Assets »

All Material

©L Al Models

©\ all Prefabs

}

/f Update is called once per frame
void Update()
{

Transform t =
GetComponent<Transform=>();

tlocalScale += new Vector3(0.1f, 0.1f,
eeeee .

» G5 Packages "t position += new Vector3(of, 0.2f,
0.3f);
¥

o Assets/Scale.cs

Jlanee B Tene Kjiacca CKpUIITa UAET ONMMCAHKE IBYX MOAIPOTPAMM.

1. void Start()

JlaHHasi moAmporpaMMa CONPOBOXKJAETCSI KOMMEHTapueM (3Ta 3eséHas
CTpOKa HE BIMSIET Ha pabOTy CKpHUNTa, €€ MOXKHO BOOOIIIE yIAIUTh):

// Start is called before the first frame update

// Start Bbi3biBaeTCA nepen ob6HOBAEHMEM MNepBOro Kagpa

Takum o0Opazom, B Havasie paboTel Bamiero Unity-mpoekTa MNpOU30MAET
cpabaTpIBaHHE KOJ1a, OTMIMCAHHOTO B JaHHOW MoAmporpamme. B 3Tom mmane void
Start () anmanormuna nognporpamme void setup() B ckpunre Arduino.

2. void Update()

JlanHass moamporpaMma COMNPOBOXKAAETCS KOMMEHTapueM (3Ta 3en€Has
CTpOKa TAKXKe HE BIMSIET Ha padOTy CKPUITA U MOXKET OBITh yAaJICHA):

// Update is called once per frame

// Update Bbi3biBaeTCA B KaxAoM Kagpe

W3 onucanus ciemyer, 4To KoJl, MPOMHCAHHBIN B JaHHOW MOJNpPOrpaMMe,
cpabaTbIBaeT KaXAbld pa3, KOrja OOHOBIAETCS KaJap CUEHbl Ha JKpaHE BaIIero
nucries. B atom rmane void Update() cxoxa ¢ mognporpammoit void loop()
B ckpunte Arduino. OTianune 3akI0o4aeTcs B TOM, YTO CKOPOCTh U3MEHEHHH CIIEHBI
OyZeT 3aBUCETh OT HACTPOEK BHJIEOKApThl KommbioTepa. JlomycTum, Bama
BUJICOKapTa OOHOBISET M300pakeHUe Ha skpaHe 120 pa3 B cekyHay. Eciu Bbl B
HACTpOMKaxX BUJEOKAPTHI MOHM3UTE OOHOBIIEHHE H300paxkeHus 1m0 60 kaapoB B
CEKyHJy, TO Baia cieHa (Hanpumep, 3D-Buneoponuk) Oyner MeHATbCs B 2 pasza
measienHee. OHAKO 1MOKa Mbl He OyZeM oOpaiiaTh BHUMAaHHUE Ha TaKhe JeTald U
Ha4YHEM M3Yy4YEeHHE OCHOB IporpamMmMupoBanus B Unity.
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3.2. UsmeHeHue MeCTOIOJI0KEHUA 00HEeKTAa

[lepBbIM J1€7T0M Hay4yuMCsl MepeMeniaTh OOBEKThl. /[ 3TOro HamuImuTe B
noiporpamMme (damie e€ Ha3pIBaroT MeTooM) Update () ciemyromue Tpy CTpOKH
KoJa:

void Update()

{

Transform t;

t = GetComponent<Transform>();

t.position = t.position + new Vector3(e.1f, of, of);
}

1. B mepBoil cTpoke JaHHOTO KOJla CO3MaéTcs MepeMeHHas (sSueilka mamsiTh),
uMeroIasi Tin Transftorm v npeaHa3HaueHHas Il XpaHEHUsS HHCTPYMEHTOB
u3MeHeHus (TpaHchopmallim) Jr0oro 0obekTa. Mbl Ha3BaIu Hallly MepeMeHHYIo t
(Ha3BaHME MOXKET OBITH JIOOBIM, HO JOJPKHO HAYMHATHCA C OYKBBI U J1ajie€ MOXKET
coJiepkaTh OyKBbI, IU(PHI U 3HAKKA TOAUEPKUBaHUs). [lepeMeHHbIE BHITIOJIHSIOT B
NaMATU POJIb BPEMEHHBIX XPaHWJIUI MOJ0OHO TOMY, KaK SIIIUYKH B TyMOOUKe
HY>KHBI 1711 BPEMEHHOTO XpPaHEHUS IMPEIMETOB.

2. Tenepb Mbl JOJKHBI MOJTYYUTh U MOJOXKUTH B Halll SIIIMYEK C Ha3BaHueM t
HAa0Op MHCTPYMEHTOB Jisi TpaHchopmauu oObekTa. [[is 3Toro Ml BO BTOpOM
CTPOKE BBI3bIBAEM METO]I (KOMaH/Y)

GetComponent<Transform>()
KOTOpPBbIM BBLAAET HaM KOMIIOHEHT, MPEICTaBIAIOMMI HAO0Op HHCTPYMEHTOB,
OMMCHIBAEMBIX KJIaccOM Transform u mpelHa3HauYeHHbIX ISl TpaHChopMaluu
OOBEKTOB.

OcTanoch MOJOXKUTH MOTYYEHHBI HA0OpP MHCTPYMEHTOB B SIIUK t, YTOOBI
MOKHO OBLJIO B JIO0OM MOMEHT B3ATh MX OTTyJa. JlJIs 3TOro MbI 3alMChIBaeM
(mpucBauBaeM) siuelike namsatu t 3HaveHue, BeIaHHOE KoMaHaoi GetComponent

t = GetComponent<Transform>();

3. B TpeTbeit CTpoke MPOUCXOAUT CAMOE UHTEPECHOE. Ternepb, KOT1a Mbl UMEEM
Ha0Op MHCTPYMEHTOB ISl U3MEHEHUsI 00BEKTa, B IepeMeHHoi t, Mbl oOparmaemcs
K HEH U TOBOPUM, YTO XOTHM 33aThb HOBOE 3HAUYEHUE MECTOIOJIOKEHHUIO HAIIETO
oObekTa (cBoiicTBO position). Jlnsg »Toro Mmbl 3ampamiMBaeM —TEKyllee
MecTonoJiokeHne oobekTa t.position u npubaBnsieM K HEMY BEKTOP CMEUICHUS
B 3D-nipocTtpancTBe. Co31aTh HOBBIN TakoW BEKTOP MOKHO KOMaH 10U

new Vector3(e.1f, of, of)

3necy Vector3 — 3T0 Ha3BaHWE Kiacca, OMMCHIBAIOIIETO HA0Op M3 TPEX
yucen. [lepBoe uncno (koopauHaTta x), 3a1a€T U3BMEHEHHE 110 KpacHOM OCH (JTHA),
BTOPOE YUCIIO (KOOpJIMHATA Y) 33]1a€T U3MEHEHHE 10 3eJIEHOU OCH (BBICOTA), TPETHE

56



gucio (KoopauHaTa z) 3a7aéT M3MEHEHHE 110 CHHEH OCH (IIMpUHA WK TTyOuHa). B
paccMaTpruBaeMOM HaMu MpUMeEpe U3MEHEHHE OyIeT 3aKII04aThCs B IEPEMEILCHUN
00BEKTa BIOJb 3TUX OCEH.

DNEMEHTBI, COCTABJISIFOIINE BEKTOP, SABJISIIOTCS IPOOHBIMU YHCTIAMU U TIOTOMY
umeror Tun float (mepeBoAMTCS Kak «IJIaBAIOIIM», YTO O3HAYAeT YHCIO C
IlaBarolled TOYKOM — JecsaThuuHylo apodOn). B s3pikax C++, C# u apyrux
POJICTBEHHBIX JUIsl XpaHEHUS IPOOHOT0 3HAYSHUS 110 YMOJTYAHUIO UCTIOIB3YETCS TUI
double (1pobHOE YMCIIO MTBOWHOW TOYHOCTH), MO KOTOPOE BBIIEISETCS OOJBIIE
naMsITH JJ1sl XpaHeHUsl, 4ueM noJi 3HaueHue turna float.

[ToaTOMY Takas 3aITUCh HAIIETO BEKTOPA BHIIACT ONIMOKY:

new Vector3(e.1, 0, 0)

JIeno B TOM, 4TO KaXXJ10€ U3 TPEX 3aJaHHbIX HAMU 3HAYEHUI N0 YMOJYAHUIO
Ooyner uMeth Tur double u HE MOMECTHTCS B SUCHKY MaMATH, OTBEAEHHYIO IO
3HaueHue tumna float. [1osToMy MBI BBIHYXIEHBI YKa3bIBaTh MOCIE IECITUYHBIX
OykBy «f», TeM caMbIM TOBOpsl MporpaMme, 4YTO XOTUM IIOJpe3aTh HaIlu
JECATUYHbIC TBOWHOW TOYHOCTH A0 pa3mepa 3HadeHuil tuna float:

new Vector3(e.1f, of, of)

Ha camowm niene, n1st uncna 0 He 00s13aTeNIbHO IOMUCHIBaTh OYKBY «f» B KOHIIE,
HO JIYYIII€ TO JIeJIaTh, YTOOBI HE 3a0bITh PO HEE, Koraa OyaeTe MeHATh 0 Ha KaKoe-
a100 Apyroe 3Ha4YEHHUE.

Teneps BepHEMCS K HallIEW OCIEAHENU CTPOKE:
t.position = t.position + new Vector3(e.1f, of, of);

CrpaBa OT 3HaKa «=)» MbI 3alPOCHIIA TEKYIIIE€ MECTOMOJI0KEHHE 00bEKTa U
n00aBUIIM K HEMY BEKTOp-CMellleHue. B pe3yibraTe MECTONOJIOKEHHUE OO0BEKTa
JIOJDKHO WM3MEHUTHCS BJOJIb KPACHOM OCHM Ha OJIHY JAECATYIO0 Mmara (TOCKOJbKY
3Ha4YCHUE X-KOOpAWHaThl BekTopa paBHO 0.1f) U HEe U3MEHUTCS BAOJb 3€JIEHON U
cuHel ocell (3HaueHusi cMmerieHus: paBHbl Of). UTOOBI OOBEKT MONYYHJI HOBOE
(paccurTaHHOE) MECTOTIOJIOAKEHNE MbI JJOJDKHBI 3alTUCATh €r0 BMECTO cTaporo. s
ATOTO MBI M HCIOJB3YEeM ONEpalyio MPUCBOCHMS (3aaHUsl) HOBOTO 3HAUYCHUS
CBOWCTBY:

t.position =

Ha camom pene, mociaeaHiow CTPOKY KOJa MOKHO OBLIO 3alucaTh KOpoue,
UCIIOJIB3YS ONepaTop «+=» IJisl yBeJIMueHUs cBoricTBa t.position Ha BekTop:

t.position += new Vector3(e.1f, of, of);

TouHo Tak k€ MOXHO OBUIO MPEBPATUTH TMEPBBIC JBE CTPOKH B OIHY,
COXpaHUB TOJIYYCHHBIH HA0Op MHCTPYMEHTOB B TepeMeHHyro t cpasy mocine eé
CO3/IaHUS:

Transform t = GetComponent<Transform>();

B pesynbTaTe Ham nporpamma npuoOpena 60jiee KOMITAKTHBIN BUI:
void Update()

{

Transform t = GetComponent<Transform>();
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t.position += new Vector3(@.1f, of, of);

Teneps octanock coxpaHuTh KojA. JlJis 3TOr0O HaKMUTE BBEpPXY 3HAUOK
KBaIpaTHOM CUHEW AUCKETHI WU BbIOEpHUTE B MeHIO KoMaHy «Daitn — CoxpaHUTh
Move.cs» («File - Save Move.cs» B anrnmiickoit Bepcuu Visual Studio). Takxke
JUTSI COXpPAHEHHSI MOKHO MCIOJIb30BaTh kKomOuHaiuio kiapuil CTRLAS.

[Toxa He 3akpbiBaiiTe OKHO penaktopa Visual Studio (Mbl emé mMHOro pas
Oynem k Hemy obOpamatbes). [lepeiinure o6patHo B okHO Unity u yoeauTech, 4To
HaIlMCAaHHBIM BaM KoJ oToOpaxkaeTcsi crnpaBa B okHe Inspector («MHcmekTop»),
KOT/1a Bl BeziensieTe Qaitn ckpurnta Move. [locne atoro nepetsiHute paitsn ckpumnra
BJeBO B 0kHO Hierarchy («Mepapxusi») Ha cTpouky Cube u otmyctuTe.

File Edit Assets GameObject Component Window Help

ool ) =1 Center | @Local @ Collab - Account ~
(2l [=ecenter [ Slocal | =

© Inspector

| creat
v €} SampleScene*
. /Main Camera
|/ Directional Light

__ Plane

__Cube

| Sphere

| ICapsule

| Icylinder

|/ Directional Light (1)
| /Camera

Imported Object
Move 4,
C#

Assembly Information
Filename Assembly-cSharp.dll

/f Start is called before the first frame
update
woid Start()
{

}

/f Update is called once per frame
void Update()
{

Eanl
Ad Favorif tes

©\ Al Material
©L All Models
@\ All Prefabs

& Scenes
» Gl Packages

 Assets/Move.cs —_— _

Teneps ecnu BeIIenUTh CTpoKy Cube, TO BBI yBUIUTE B OKHE Inspector cpeau
CBOMCTB CO3/IaHHOTO HaMu KyOa myHKT Move (Script). OT0 o3Ha4aeT, 4yTO HaIll
CKPHIIT OB MPUBSI3aH K KyOy.

Transform t =
GetComponent<Transform=();

t.position += new Vector3(0.1f, of, 0f);
B
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)
File Edit Assets GameObject Component Window Help

& Collab - col - Layers
= Hierarchy # Scene © Inspector
- haded “lleo||w|@|@-[  |Gmmes- @Al )| B

v
(g
LJ
® Cu
v
J
J
(g
L

B8 Project | E

—— ~

Teneps MOKHO 3aITyCTUTh Hall IPOEKT B UTPOBOM PEXUME, HAXKAB B CAMOM
BepXy KHOIKY «Play» co 3HaukOoM 4€pHOTO TPEYroIbHHUKA, YKa3bIBAIOIIETO BIPABO.
Ecnu B mone 3peHus Bameil kaMmepbl nomnajgaeT KyO, Bbl YBUIUTE, KaK OH IJIABHO
NEPEMEIIAETCS B CTOPOHY.

File Edit Assets GameObject Component Window Help

Haxxmure emé pa3 kHonky «Play», 4ToObI OCTAHOBUTH IPOUTPHIBAHUE CLICHBI.

Baxnoe 3ameuanne. He 3a0bIBaiiTe ocTaHaBIMBaTh MPOUTPHIBAHUE, HHAUE
BCE C/IeJIaHHbIC BaMU J1ajie€ U3MEHEHHMsI CLIEHBI HCYE3HYT MOCIIE BBIX0/Ia U3 PeKUMa
npourpeiBaHusi. To €CTh HACTPOWKH CLEHBI MOKHO MEHSTh BO BpEMs peKruMa
IPOUTPBIBAHMS, HO B 3TOM CJIy4ae BCE€ OHU CUMUTAIOTCS BPEMEHHBIMH (ITPOOHBIMH,
YTO yI0OHO MPU TECTUPOBAHUU UTP).
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Bonpmmm mpenmyIecTBOM CKPUIITOB SIBISETCS TO, YTO OJUH U TOT JKE
CKPHIIT MO>KHO MIPUBS3BIBATH Cpa3y K HECKOJIbKUM 00bekTaM. [loka He 3akpbIBaiiTe
okHO penakTtopa Visual Studio (MbI em€ MHOro pa3 OyJeM K HEMY 0OpaIatbes).
[Teperstnute daitn ckpunra Move BieBo B okHO Hierarchy Ha cTtpouky Sphere u
OTIYCTHUTE.

File Edit Assets Gam ponent  Window Help

&1 Project | ]

Temeps ecnu BbIIEIUTH CTPOKY Sphere, TO BBl Takke YBUIAUTE B OKHE
Inspector cpemu CBOWCTB CO3MaHHOTO HaMmH Imapa TyHKT Move (Script). OT0
03HAYaeT, YTO HaIll CKPUNT ObUT MPUBSA3aH HE TOJIBKO K KyOy, HO U K mapy. CHOBa
3aIyCTUTE TPOCKT B UTPOBOM pPEKMME, HaKaB B CaMOM Bepxy KHOMKY «Play».
Teneps kyO u map, yrnpasiasieMble OJHUM U TEM K€ CKPUIITOM, IBUTAIOTCSI BMECTE B

OJHOM H TOM K€ Hal'IﬁaBJ'IeHI/II/I C OJIMHAKOBOM CKOE:OCTI)IO.

File Edit Assets GameObject Component Window Help

Haxwmure emwé pa3 kHonky «Play», 4T00bI OCTAHOBUTB MPOUTPHIBAHUE CLIEHBI.
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Ecnu BBl 3aX0TUTE BBIKIIIOUUTH JBUKEHUE CHEPhI, MOKHO YJIaJTUTh MPUBSI3KY
ckpunra K Heu. JUIst 3Toro cieayer WIENKHYTh Ha 3HAYKE LIECTEPHU B IPABOM
BepxHeM yrity myHkTa Move (Script) u BeiOpath myHKT «Remove Component». B
3TOM ciydae cTpoka Move (Script) ucue3HeT U3 CIUcKa CBOMCTB 00BEKTa B OKHE
Inspector.

Ecnu ke BbI He XOTUTE yJaJsTh MPUBSI3KY CKPUNTA K O0BEKTY, MOKHO MPOCTO
CHSTB TAJIOUKY CJIeBa OT IMyHKTa Move (Script) — CKpUNT J€aKTUBUPYETCS JIS1 3TOTO
0o0BeKTa.

File Edit Assets GameObject Component Window Help

O [+ [ S = [E @ collab - I & I Account -
. © Inspector
R Y "I im—1 AL
2 LD = positon  X|-4.88 1Y 0.04 |

i
Rotati

v sphere (Mesh Filte|

[
Mesh i Sphere °

¥ .. ¥ Mesh Renderer
¥ Materials

Light Probes
Reflection Probes
Anchor Override o
Cast Shadows
Receive Shadows [«

Motion Vectors

dJ

Lightmap Static

Reset

| Remove Component

Move Up

i Project ] Move Down

| create -
¥ /Favorites | Assets > - Copy Component

All Material Mate Paste Component As New

©. Al Models

(1 All Prefabs

(&5 Scenes = | Edit Script
» G5 Packages Script ~Tove @

’ Default-Material &,
> LStendard_ +)

Shader | Standard

Centd  Paste Component Values

padiy  Find References In Scene

[ Add Component J
— -

Taxoke OZJHH M TOT 5K€ CKPHIIT MOKHO HECKOJIBKO Pa3 MPHUBS3bIBATH K OJHOMY
U TOMY k€ 00BeKTy. B aToM ciyuae ero mporpamma OyZeT MOBTOPATHCS 32 OAMH
KaJp CTOJIBKO Pas3, CKOJIbKO MPUBSA30K JAHHOTO CKPHIITA OBLIO CENaHO K OOBEKTY.

Bocnonb3yemcsi 3TOH BO3MOXKHOCTBIO Ui YCKOPEHHS JBIKCHHS KyOa.
CHoBa mepetsiHUTE (Qaiin ckpunTa BIeBo B okHO Hierarchy Ha ctpouky Cube u
ormyctute. Boigenute crpoky Cube u ybGeamrech, uto B okHe Inspector cpemm
CBOICTB Ky0a Ternepb NPUCYTCTBYIOT /1Ba MyHKTa Move (Script). 9To 03HauaeT, 4yTo
K HallleMy KyOy MPUBS3aHBI JIBa SK3EMILISPA OJTHOTO U TOTO K€ CKPHIITA.
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File Edit Assets GameObject Component Window Help

= Hierarch # Scene © Inspector
Crese | @AT || Spaed B I I e e [ e ] | L
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None (Physic Mat

o Jvo  lzjo |
ESN | O SR - F

@

Default-Material -

Shader [Standad -

—— E

3amycTuTe NPOEKT B UTPOBOM PEXXHUME, HaXKaB B CAMOM BepXy KHOIIKY «Play».
Tenepb ky0 ABuraercs B 2 pa3a ObIcTpee U OOTOHSET 1Iap, MOCKOIbKY /IS KyOa 3a
OJIUH KaJp HamMcaHHas HaMU MporpaMMma fepeMenieHus: 0o0bekTa cpabarbiBaeT 2
pasa, a 71 mapa — ToiabKo 1 pas.

File Edit Assets GameObject Component Window Help

Haxxmure emé pa3 kHonky «Play», 4ToObI OCTAHOBUTH IPOUTPHIBAHUE CLICHBI.

Ecnu BBI 3ax0THTE €mé 00Jblle YCKOPUTH ABMKEHUE KyOa, MOXKETe CHOBA
nepeTsHyTh CKpunT Ha cTpoky Cube B okne Hierarchy crombko pas, CKOJIBKO
notpedyeTcs.

[Tpy HEOOXOOMMOCTH, MOXXHO YOpaTh MPHBS3KY JHIIHUX AK3EMIUIIPOB
ckpunra K KyOy, ucmonb3ys komaHay «Remove Component» B HacTpoiikax
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AK3EMITISIpa CKPUNITA, WIIA JIEAKTUBUPOBATH 3TH 3K3EMIUISPHI, CHSIB TAIOYKY PSIIOM
C MIX TTyHKTOM.

CrnemyeT OTMETUTh, YTO CKPHUIITHI MOTYT OBITh TIPUBS3aHBI U K KaMepaM. JTO
MO3BOJIAET co3AaTh A (PEKT MepeMenieHus mo CIieHe.

Bri6epute kamepy, nepetsinute Qaitn ckpunta Move BieBo B okHo Hierarchy
Ha CTPOYKY C Ha3BaHHUEM BBIOPAHHOI KaMepbl U OTITYCTHUTE.

File Edit Assets Gar Component Window Help

NI EIEIEE

using System.Collsctions;
using System.Collsctions.Generic;
using UnityEngine;
public class Move : MonoBehaviour
// Start is called before the first frame

update
void Start()
{

}

&1 Project | ]
Create ™

BrigenuTe cTpoKy ¢ Ha3BaHHWEM KaMephbl U yOenauTech, uTo B OkHe Inspector
CpenH CBOMCTB KaMephl MTPUCYTCTBYET MMyHKT Move (Script). DTo 03HadaeT, 4To Hall
CKPHIIT OB TIPUBS3aH K BRIOPAHHOW KaMepe.

3amycTuTe MpoeKT B UTPOBOM PEKUME, HAXKAB B CAMOM Bepxy KHOMKY «Play».
Tenepp kamepa cneayeT mo cieHe 3a KyOoMm M cdepoil B OJHOM C HHUMHU
HaIpaBJICHUU.

File Edit Assets GameObject Component Window Help




Haxxmure emé pas kHonky «Play», 9ToObI OCTaHOBUTH MTPOUTPHIBAHUE CIICHBI.

Yaanute Wiy JI€aKTUBUPYHTE NPUBS3KY CKpPUNTA K Kamepe, 4ToObl eé
JBIDKEHUE HE MEIIAJI0 JabHEHIIIEMY IPOCMOTPY CIICHBI PH JaJIbHEHIIeH paboTe ¢
00BEKTaMU.

AHaIIOTUYHBIM CLIOCOOOM MO>KHO YTIPABJIATH IBUKEHUEM HCTOUHUKOB CBETA,
CO3/1aBasi HAa TMOBEPXHOCTH OOBEKTOB HHTEPECHbIE 3(PQPEKTHI, COCTOALINE U3
Pa3HOILIBETHBIX MEPEIMBOB WM ABMXKYIIMXCS OJMKOB (HampuMmep, CBETa W3 OKOH
BaroHOB IIpoe3’Karoliero Mumo 1oes3zna). Ecnm Bac 3amHTepecoBana Takas
BO3MOYKHOCTb, MOXKET€ CaMOCTOSTEJIBHO CO37aTh HECKOJIbKO MCTOYHUKOB CBETa,
pa3IMyalouXcs MO THUITY, IBETY U WHTEHCUBHOCTU OCBEIEHHUS (MOXETE TakKkKe
HAaCTPOUTh W JIpYyrHe WX CBOMCTBA). PacmonoKuTe HCTOUHWMKHU CBETa B Pa3HBIX
MecTax cueHbsl. [lanee co3naiiTe OMH WM HECKOJIBKO CKPHIITOB C PAa3IMYHBIMU
HAIpaBJICHUSIMU U CKOPOCTBbIO JABI)KEHHUS, a 3aTeM NomnpoOyiTe pa3IuyHbIe
KOMOMHAIIUY CBSI30K 3TUX CKPUIITOB U MCTOYHUKOB cBeTa. [lomyueHnHbie 3 hekThl
MOTYT OBITh JOCTATOYHO MHTEPECHBIMHU U HEOKUJAaHHBIMHU.
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3.3. U3sMeHenune Maciitada o0 beKrTa

Bri6epem B mento Unity komanny «Assets — Create — C# Script» u gaaum
uMs Scale HOBOMy CO3aHHOMY CKPHIITY.

File Edit Assets GameObject Component Window Help

o EIAEIEAIENC] @ collab - ) [& ] [ Account -

= Hierarchy © Inspector

| Directional Light
| Plane
| Cube
| /Sphere
[/l Capsule
v

Imported Object
Scale By

Assembly Information

Filename Assembly-CSharp.dll

using System.Collections;
using System.Collsctions.Ge:
using UnityEngine;

public class Scale : MonoBehaviour

/f start is called before the first frame

/f Update is called once per frame
woid Update()
{

& Project | [

| create -|

¥ i 7Favorites
All Material

©. Al Models

(1 All Prefabs

Gl Scenes
» G Packages

}

Asset Labels

OTkpoeM ero JIBOWHBIM IIETYKOM WM HaxaTheMm kinaBumm «Enter» B
penakrope Visual Studio. Hanumem ko, moxoxui Ha KOJ IPEAbLAYIIEr0 CKPUIITA
Move. Otnuumne OyAeT COCTOSITh JIMIIIb B TOM, YTO BMECTO MapameTpa position,
OTBEYAIOIIETO 32 MECTOIOJIOKEHUE, Mbl Oy/ieM HM3MEHSATH IMapaMeTp maciirada
localScale, uToObl pacTsaHyTh OOBEKT B HaIpaBJICHUM KpacHOM ocu. s sToro
YBEJIMYUM MacITad JJIMHBI 00BbEKTA Ha OJIHY JACCATYIO Iara, 3a1aB 3HaueHue 0.1f

B [IEpBOM I1apaMeTpe KoMaHael new Vector3:
void Update()
{

Transform t = GetComponent<Transform>();

t.localScale += new Vector3(e.1f, of, of);

Coxpanure koxa, HaxaB komOuHanmio kmaBumi CTRLA+S, HaxxaB BBepxy
3HAYOK KBAJpPATHOW CHHEW AMCKETHl MM BHIOpaB B MeHI0O KomaHay «daitm —
Coxpanutb Scale.cs» («File — Save Scale.cs» B anrnmiickoit Bepcuu Visual Studio).
He 3akpbiBas okHO penakropa Visual Studio, nepeiiaute o6patHo B okHo Unity u
yOenurechb, 4TO HANMCAaHHBIM BaM KOJ OTOOpa)kaeTcsi crpaBa B OkHe Inspector,
Kor/1a BbI Beiiensere (aitn ckpunta Scale. [Tocie aToro nepersaute (aiin ckpumnra
BJeBO B 0kHO Hierarchy Ha ctpouky Cylinder u ormycTure.
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[ eCenter | @Local |

# Scene

AN YN

14!

using System.Collections;
using System.Collections.Generi
using UnityEngine;

public class Scale : MonoBehaviour
/f Start is called before the first frame

update
void Start()
{

B

/f Update is called once per frame
void Update()
{

Transform t =
GetComponent<Transform=();

tlocalScale += new Vector3(0.1, 0f, 0f);

o Assets/Scale.cs

Tenepp ecnu Beiaenuth cTpoky Cylinder, To BBl yBUAMTE B OKHE Inspector
CpeIu CBOMCTB CO3JaHHOIO HaMu LMIMHJIpa MyHKT Scale (Script). OTo o3Hayaer,
YTO Halll CKpUNT ObLT MPUBS3aH K IIMHAPY. Terneps MOKHO 3aIyCTUTh HAII IIPOEKT
B UTPOBOM pPEKUME, HakaB B caMOM BepXy KHOIKY «Play» co 3Haukom uépHoro
TPEYroJIbHUKA, yKa3blBarollero BmpaBo. Eciu B mosie 3peHust Baileil Kamepsl
HOoMaAaeT UUINHID, BBl YBUIAUTE, KaK OH OyJIET pacTArUBaThCS 110 CBOCH JJIMHE MIPpU
KKIOM OOHOBJICHUH Kajpa.

File Edit Assets GameObject Component Window Help

Haxxmute emié pas knonky «Play», 4ToObI OCTAHOBUTH TPOUTPHIBAHUE CIICHBI.
Teneps Bepuémcs B penaktop Visual Studio u m3aMeHnM K01, 9TOOBI IUTUHID
paCTATUBAJICS C OJUHAKOBOM CKOPOCTBIO MO BCEM TPEM HAMPABICHUSIM — JJIMHE
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(mepBasi KoOopJMHATA X — KpacHas OCh), BBICOTE (BTOpasi KOOpAWHATA Y — 3eI&Has

OCh) U IIUPHUHE (TPEThSI KOOPJMHATA Z — CUHSISI OCb):
void Update()

{

Transform t = GetComponent<Transform>();

t.localScale += new Vector3(e.1f, 0.1f, 0.1f);

Coxpanute ko, HakaB komOuHaruio kinaBum CTRLAS, u, HaxkaB KHOMKY
«Play» B okae Unity, mpoBepbTe, KaK MOBEAET ceOs MUIMHAP. Tenepsb MIHHIP
OyZAeT pacTsIruBaTbCs paBHOMEPHO MPH KaKIOM OOHOBJICHHH KaJpa.

X

File Edit Assets GameObject Component Window Help

OcTaHnoBuTE MPOUTPHIBAHKE CIIEHBI U BepHUTECH B penaktop Visual Studio.
JloGaBbTe W3MEHCHHE TIO3WIMH IIWIIMHIpPA 1O BbIcOTE. [l 3TOro cmecTure
TEKYIIYIO TIO3HIINI0 00BEKTA Ha BEKTOP, Y KOTOPOTO BTOPOI DIIEMEHT, OTBEYAOIIHIA

3a rmepeMeIeHre o BeICOTE BAOJb 3eNEHO0 ocu, paBeH 0.2f:
void Update()

{
Transform t = GetComponent<Transform>();
t.localScale += new Vector3(@.1f, 0.1f, 0.1f);
t.position += new Vector3(ef, 0.2f, of);

}

Coxpanute kon, HaxaB komOuHanuoo kiaaBuil CTRLAS, u, HaxaB KHONKY
«Play» B oxne Unity, mpoBepbTe, Kak mnoBeA€T cebs wwmHap. Lumunap,
YBEJINYUBASACH, Oy€T OTHOBPEMEHHO MOJHUMATHCS BBEPX.
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File Edit Assets GameObject Component Window Help

OcTaHoBUTE NPOUTPBIBAHUE CIIEHBI M BEpHUTECH B penakrtop Visual Studio.
JloGaBbTe WM3MEHEHHE TMO3ULMU LWIUHApPA MO HHpUHE (CUHASA Och). s sToro
3aJlaiiTe TpEeThEMY AJIEMEHTY BekTopa 3HaueHue 0.5f:

void Update()

{
Transform t = GetComponent<Transform>();
t.localScale += new Vector3(e.1f, 0.1f, 0.1f);
t.position += new Vector3(ef, 0.2f, 0.5f);

}

Coxpanute kox, HaxaB komOuHammi0 kiaBum CTRLAS, u, HaxaB KHOIKY
«Play» B oxne B okne Unity, mpoBepbTe, Kak moBeA€T ceds muwmHap. Lumuaap,
YBEIUYMBASACh U TOAHUMASICh BBEPX, OYJET OJHOBPEMEHHO YIAIATHCS OT Hac (B
KaKOH-TO MOMEHT MOKET BOZHUKHYTh OIIYIIEHUE, YTO OH MPEKPATUI PACTH U 3aBHC
B BO3/IyX€, HO ATO JIMIITh ONITUYECKAsT HJUTIO3HSI — [IMJIHMHJP HAXOJUTCS B TIOCTOSTHHOM
JIBMDKCHUU U YBEITMUMBACTCS B pa3Mmepe).

68



File Edit Assets GameObject Component Window Help

Baxknoe 3ameuanue. Ecnu B BalleM MOpoeKTe MNPUCYTCTBYET MHOTO
00BEKTOB, JIJIsi KOTOPBIX MPEAIoiIaraeTcs UCIoIb30BaTh Pa3IMYHble KOMOMHAIIUN
JBIKEHUN, TOBOPOTOB M JPYTHMX MPOrPaMMHBIX HM3MEHEHUW, PEKOMEHIYEeTCs
HAIMCaTh HECKOJBKO MPOCTHIX CKPUIITOB, KAXKIBIM U3 KOTOPHIX OTBEYAET 32 OJIHO
npocTeiiiee u3MeHeHHMe oObekTa. Hampumep, CKpUNTH, OTBEYAlOIHe 3a
nepemMenienre Ha 0.1 mara mo anune, nepemenieHue Ha 0.1 mara mo BbICOTE U
nepemernierre Ha 0.1 mara mo mupuHe (To XK€ caMoe — Il U3MEHEHUs MaciTada
o0 KakJI0u U3 TpEX oceil koopamHar). [locme 3Toro Bel cMokeTe KOMOMHHUPOBATH
9TH CKPHUNTHI B OJJTHOM HACTPaMBaeMOM OOBEKTE, JieNasi ero MOBEJACHNE HACTOIBKO
CJIOKHBIM, HAaCKOJIbKO BaM MOTpeOyeTcsl (Hampumep, OpraHH30BaTh JIBHKEHUE C
MacIITaOUpOBaHUEM, KaK y Hamero nuiuHzapa). Eciu nmorpeOyercst yBenMuuTh
CKOPOCTh pabOTBl CKpPHUIITA, €0 MOXHO CBSI3aTh ¢ OOBEKTOM JiBa M Oojee pa3 (c
MOMOIIBIO ATOrO MpUEMA Mbl paHee YBEIMUUIIN CKOPOCTh KyOa B 2 pa3a, IOBTOPHO
MPUBS3aB K HEMY CO3JaHHBIM HaMH MPOCTON cKpunt Move).

Hcxons U3 yka3aHHBIX COOOpa)K€HUH, yladuM MOCJIEIHIO CTPOKY KoJa U3
ckpunta Scale, 4ToOBI OH OTBeuya]d TOJBKO 3a MaclITaOMpoBaHHE OOBEKTa
(TOCKOJIbKY NIl YIpPaBJIEHUS NEpeMeIlleHueM OObEKTa Yy Hac yXKe €CThb CKpPUIT

Move):
void Update()
{
Transform t = GetComponent< Transform >();
t.localScale += new Vector3(e.1f, 0.1f, 0.1f);
}

CoxpanuM koj1, HaxkaB komOuHanuto kiasun CTRLAS.
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3.4. I3mMeHeHuUe YIJIOB IOBOPOTA 00bEKTa

Bri6epem B mento Unity komanny «Assets — Create — C# Script» u naaum
nMs Rotate HOBOMy CO3TaHHOMY CKPUIITY.

File Edit Assets GameObject Component Window Help

# Scene
lelmm

AR 3484849

OTkpoeM ero ABOWHBIM IIETYKOM WM HakaTHeM KiaBuimu «Enter» B
penakrope Visual Studio.

KOI[, KOTOpBIﬁ MBI HAIIUIIIEM, 6y,Z[CT HEMHOI'0 CJIOXHCC KOAa MPCAbIAYIINX

ckpuntoB Move u Scale:
public class Rotate : MonoBehaviour

{
float x =0, y =0, z = 0;
// Start is called before the first frame update
void Start()
{
}
// Update is called once per frame
void Update()
{
Transform t = GetComponent<Transform>();
X =X+ 1;
y=y+1;
z=2z+1;
t.rotation = Quaternion.Euler(x, y, z);
}
}
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Bo-miepBbix, MbI 100aBUIM B CAMOM Hauaje Kjacca CTPOKY

float x =0, y =0, z = 0;

B Helt MBI co31a11 TpHU IEPEMEHHBIE X, Y U Z, ONPEACISAIONINE YTIIIbl TEKYIIETO
MOBOPOTAa O0BEKTA BOKPYT COOTBETCTBYIOIINX OCEH KOOPAMHAT (X — KpacHasi oCh, Y
— 3es€Hasl 0Cb, Z — CHUHAS OCh). HauanbHble 3HaUY€HMSI THX YIJIOB MBI 3aJajIH
paBHbIMH 0.

OOparute BHUMaHKE, YTO BCE TpU NepeMeHHbIe UMEIOT Tull float — MbI yxke
3Ha€M, YTO 3HAYCHUS WMEHHO JTOr0 THIIA MPUHUMAIOT HCIOJIb3yeMbIE HaMHU
KOMaH/IbI.

Bropoii kiroueBoii MOMEHT — cTpokH B Metozie Update():

X X + 1;

y =y +1;

zZ =2z + 1;

HaMm Hy»HO, 4TOOBI OOBEKT HE MPOCTO MOBEPHYJICS OAMH Pa3 Ha HEKOTOPHIE
YIIbl U OCTAHOBUJICS, @ YTOOBI OH Bpaliayicsi HeMpepbIiBHO. IMEHHO MOATOMY MBI
YBEIMYMBAEM KaXK]IYIO IEPEMEHHYIO Ha 1 (COOTBETCTBYIONIUI € yTroi MoBOpoTa B
ATOM ClIydae yBEIWYUTCS Ha 1 Trpagyc) m aenmaeM 31o B metone Update() — B
pe3yibTaTe yBeJIMYEeHUE OyAeT MPOUCXOJIUTh MPU KaKIOM OOHOBIICHHWU Kajapa
CIICHBI.

M, HakoHell, B MeToJIEe IOCiIe BceX HacTpoek B Mmeroae Update()
MIPOUCXOIUT MIPOTPAMMHOE H3MEHEHHE TTOBOPOTA OOBEKTA:

t.rotation = Quaternion.Euler(x, y, z);

3/1ech HE UCIOJIB3YETCs] M3MEHEHNE TI0 BEKTOPY, KaK 3TO OBLJIO B CIydae Co
cBoiictBamu t.position m t.localScale. Bmecto 3TOro uepes CBONCTBO
t.rotation cpasy (MoMeHTaBHO) 3a1aéTCS HOBOE MOJI0KEeHNE 00BheKTa. [ToaTOMY
UCIIOJIB3YETCs OIepaTop 3aJlaHus 3HAYECHUSI «=» BMECTO OIMepaTopa yBEIUUYCHHS
TEKYIIEro 3HaUeHUs «+=» (yBEJIWYEHUE YTJIOB MbI MPOU3BOJIUM YEPE3 U3MEHECHUE
3HAYCHHUS TMEPEMEHHBIX X, Y U z). CamMo MojydyeHrne HOBOTO IMOJOKEHUS 00BhEKTa
mocje moBopoTa obecrmeumBaercs kKoMaHjaodW Euler w3 kmacca Quaternion,
KOTOpasi UCIOJIb3yeT TPH yria MOBOPOTA, XPAHSIIUECS B MEPEMEHHBIX X, Y U Z.
NHTEepecHO OTMETHUTh, YTO CIIOBO «KBAaTCPHUOH», JaBIlIee Ha3BaHUE KIIACCY
Quaternion, o0o3HauvaeT OKPY>KHOCTH, MIOMOTAIOLIUE YEJI0BEKY
COPHUEHTHUPOBATHCS B TOM, KaK MOBEPHYT OOBEKT B IPOCTPAHCTBE (ITH OKPY>KHOCTH -
KBaTEPHUOHBI — KPAacHYI0, 3€JIEHYI0 M CHHIOIO — BBl HCIOJB30BAJIA, KOTIA,
HaIpuMep, Bpaliaim HCTOYHUKY cBeTa). Komanma Euler momydnna cBoE Ha3BaHUE
B UECTh U3BECTHOTO MaTeMaTuka JleoHapa Diinepa, KOTOPbIil, B YaCTHOCTH, U3y4all
TE€OMETPHIO YTJIOB TOBOPOTA.

Kcratu roBopsi, HanmucaHHBIN HAMU KOJT MOYKHO CIEJIaTh 9yTh 00JI€€ KPATKUM:
void Update()

{

Transform t = GetComponent<Transform>();

X++;
y++;
Z++;
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t.rotation = Quaternion.Euler(x, y, z);

3anuch X++ Ha3bIBaeTcs HHKpeMeHToM (yBenuuenuem). B C++, C# u
POJICTBEHHBIX UM $SI3bIKaX OHA O3HAYAET TO K€ CaMOoe€, YTO M 3amuch X = X + 1.
MeHHO B yecTh HeE A3bIK HporpaMmupoBaHus C++ MOIydrsl CBOE Ha3BaHHUE.
Taxke cyliecTByeT omepamus X--, Ha3blBaeMmasi JEKPEMEHTOM (YMEHBILIEHUEM),
KOTOpas MPEACTaBIsAET COO0M KPaTKyIO 3alKMCh BhIpaXeHus X = X - 1.

Ha camom pene, C-mogoOubie si3biku (C++, C#, Arduino u apyrue)

MO3BOJISIFOT CBEPHYTh HAIIMCAHHBIM HAMH KOJ B JIB€ CTPOYKH:
void Update()

{

Transform t = GetComponent<Transform>();

t.rotation = Quaternion.Euler(x++, y++, z++);

B HéM mocne BbI3oBa KOMaHIkl Euler u moBopoTa oOBeKkTa MPOU3OUAET
YBEJIMYCHHE YTJIOB, XPAHAIIUXCS B IEPEMEHHBIX X, Y U Z. To ecTh pakTUyecKu B

Pa3BEPHYTOM BUJIE KOJI OYJIET TAKUM:
void Update()

{
Transform t = GetComponent<Transform>();
t.rotation = Quaternion.Euler(x, y, z);
X++;
y++;
Z++;

}

Bo3nukaer Bompoc, Kak, HMCHOJIb3ysl KOMIAKTHYHO 3alMCh, MPOU3BECTH
CHayaja yBEJIMYCHUE YTJIOB, a YKE 3aTeM — MOBOPOT 00BEKTa C MCIOJIH30BAaHUEM
HOBBIX 3HAYCHUN?

Jlns aToro B C-moJI0OHBIX s3BIKAX MPETYCMOTPEHA omnepanus ++X, KoTopas
TOXe paboTaeT aHAJOTMYHO X = X + 1, HO yKa3bIBaeT, YTO HMHKPEMCHT
(yBeJIMUEHUE 3HAYEHUS MEPEMEHHON) HY>KHO MPOM3BECTU B MEPBYIO OYEpedb, 10
Hayajga paboThl Jpyrux KomaHj. Takke CYIIEeCTBYeT aHaJOTHYHAS OIeparus
JeKpeMeHHTa  (YMEHBIIECHUS 3HAYEHUsS  [EPEMEHHOM) ¢  MOBBIIIEHHBIM
MIPUOPUTETOM, KOTOPAsI 3alIUCHIBACTCS KaK - -X M SKBUBAJICHTHA 3alMCU X = X -
1, 3anMcaHHON JI0 BbI30BA KOMAH/IbI.

Takum 0O6pa3om, HaIll KO B KOMIAKTHOM 3aMucu OyJIeT BHITIISAIETh TaK:

void Update()

{

Transform t = GetComponent<Transform>();
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t.rotation = Quaternion.Euler(++x, ++y, ++z);

B sTOoM ciydae yribl, XpaHsAIuecss B IEPEMEHHBIX X, Y U Z, CHadayia OyayT
YBEJIMYEHBI, a YK€ 3aTeM — UCII0JIb30BaHbl MeToaoM Euler.
OpHako s mpeljiarar0 OCTaBUTh B CKPUIITE MPEXKHIO (HEKOMIIAKTHYIO)

3aIUCh:
void Update()

{
Transform t = GetComponent<Transform>();
X =X+ 1;
y=y+1;
z =2z + 1;
t.rotation = Quaternion.Euler(x, y, z);
}

Jleno B TOM, YTO B 3TOM CITy4yae Mbl CMOXKEM YBEJIMYMBATH IEPEMEHHBIE X, Y
U Z Ha Jo0ble Apyrue BeauuuHbl. Hampumep, 4ToObl YBEIMYUTH Yroj MOBOPOTA
BOKPYT KpPacHOM OCH Ha § TpagyCcoB, MbI 3aIIUILIEM:

X =X + 8;

DTO MO3BOJIAT HaM 33JaBaTh PAa3IMYAIOIIMECS CKOPOCTH IOBOPOTa BOKPYT
0CEN KOOpPJIUHAT.

Bo-niepBbIX, oTiiune OyAE€T COCTOSATH B TOM, UTO MBI OyJ1IEM MEHSTh [TapaMeTp
rotation, OTBEYarOlIK 3a Yoyl MOBOPOTa 00BbEKTA B PA3HBIX MJIOCKOCTSX.

Tenepsb, Korjga nporpaMMa HamvcaHa, COXpPaHUTE KOJI, HAXaB KOMOMHALIMIO
kiaBuil CTRLAS, HakaB BBepXy 3HAYOK KBaJAPATHOM CHHEH JUCKETHI WM BHIOpaB
B MeHI0 koMmaHny «@aiin — Coxpanuth Rotate.cs» («File — Save Rotate.cs» B
anrmiickor Bepcun Visual Studio). He 3akpsiBast okHO peaaktopa Visual Studio,
nepeiiaure obpatHo B okHO Unity W yOenurech, YTO HANMCAHHBIA BaM KO
oToOpakaercs cpasa B okHe Inspector, korna Bel Beiaensere ¢aiin ckpunrta Rotate.
[Tocne storo mepersute ¢aiin ckpunra BieBo B okHO Hierarchy Ha cTpouky
Capsule u otmmycTture.
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File Edit Assets GameObject Component Window Help
| == center [ @Local |

# Scene

© Inspector
2o || # |40 = -] | Giames - ¢ | Rotate Import Settings 5+

y £ [Open... | Exacution Order...|
"‘"

Rotate 2,
#

using System.Collections;

using System.Collections. Generic;

using UnityEngine;

public class Rotate : MonoBehaviour
floatx =0,y =0,z =0;

/f Startis called before the first frame
dat

update
void Start()
{

i Project | [ }

7/ Update is called once per frame
id Update()

Transform t =
GetComponent<Transform>(};
=x+1;
+1;
+1;

z+1;

o+ Assets/Rotate.cs

Teneps ecau BoiaenuTh cTpoky Capsule, To Bbl yBuanTE B OKHE Inspector
cpenu CBOMCTB CO3/IaHHOM HaMU Karcyibl MyHKT Rotate (Script). 9To o3HayaeT, 4To
HaIll CKPUNT ObUT MPUBSI3aH K KarcyJe.

File Edit Assets GameObject Component Window Help

# Scene
oo || % @@l |Gimes| @Al ] C—

st;mpleS(ene'
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one (Transform

| | i Ii
o
& E

i Project

= Assets

Default-Material

T E—

Add Component

Tenepb MOXXHO 3aITyCTUTh HAll IPOEKT B UTPOBOM PEXKUME, HAXKaB B CAMOM
Bepxy kHOMKY «Play». Eciu B mose 3peHus Bariei kamepsl IomaaaeT Karncysia, Bbl
YBUJINTE, KaK OHA OyJIeT BpaIaTbCs OJJHOBPEMEHHO MO BCEM TPEM OCSIM KOOpPAMHAT.
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File Edit Assets GameObject Component Window Help

Haxxwmure emwé pa3 kHonky «Play», 4T00bI OCTAHOBUTBH IPOUTPHIBAHUE CLIEHBI.

Ecnu Bac He ycTpauBaeT Takol BapHaHT BpallleHUs, Bbl MOKETE YAAJINUTh WK
3aKOMMEHTHPOBATh (MCIONIb3Yys // B Ha4ajie CTPOKH) B CKPUIITE JIFOObIE OJIHY-/IBE
ctpoku. Hanpumep, HuxenpuBe1€HHbIN KO 00€CIeUuT BpallieHHe 00bEKTa TOIBKO
BOKPYT KPaCHOU OCH:

X =X + 1;

/1y =y + 1;

// z =z + 1;

File Edit Assets GameObject Component Window Help
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3.5. U3meHeHue 00bEKTA 10 HAKATHIO KJIABUIII

O6biyH0 B mpoektax Unity (ecinu TOJBKO 3TO HE BHUACOPOJIUKH),
MOJIb30BaTeNIb HE SBIACTCS CTOPOHHMM HaOIIOJaTeseM, a UMEET BO3MOXKHOCTH
YIPaBJISATh MOBEJACHUEM BCEX MJIM HEKOTOPBIX O0OBEKTOB (Hampumep, B urpax). Jis
ATOTO OHU MOXKET HCIIOJIb30BaTh TaKHE YCTPONCTBA KaK MbIIIb M KJaBHATypa.
[TockonbKy KiIaBHATypa MPEAOCTABISET Topas3lo OoJbllle  YHpaBISIOMIMX
BO3JICMCTBUM, YE€M MBI, PACCMOTPUM, KaK YIPaBJISITh CO3JaHHBIMH HaMHU
00BEKTaMH MPHU TTOMOIIX KIIABHIIL.

JI71s1 5TOr0 HaM NMPUTOAUTCS €€ OJUH KJ1acc, KOTOPhIN Ha3biBaeTcs Lnput (B
nepeBoJie ¢ aHMMiickoro o3HayaeT «BBoa»). B »Tom Kkiacce ecth moJie3Has
KOMaHj1a, KoTopas Ha3siBaeTcs GetKey. B kauecTBe mapamerpa oHa MPUHUMAET KO/
KJIABUIIIU U BBIAAET OJTHO U3 IBYX TaK Ha3bIBAEMBIX OYJIEBCKUX 3HAUCHUM:

— true («MCTUHAY, «J1a», KBEPHOY)
— false («10Xb», KHET», «HEBEPHO)

UtoOBI HE 3amOMHHATH YHCIOBOM KO KaXJIOW KIABHUIIHA, MOXKHO
BOCIIOJIb30BaThes nepeuncieHueM KeyCode, mipu oOpallieHUH K KOTOpOMY Yepes
TOYKY YKa3bIBA€TCSI HA3BaHUE OTCJIC)KMBAEMOW KJIABUIIIH.

Takum oOpazom, 4TOOBI OTCIAEAUTH, YTO OblIa HaxkaTa kiaBuiia «IIpobem»,
HY>KHO MCIOJIb30BaTh KOJI:

Input.GetKey(KeyCode.Space)

UtoObl 10 HaXaTUIO KIABUINKA  BBIIOJIHUTHL  KOMaHAY, CIEAyeT
BOCIIOJIb30BaThCSA YCIIOBHBIM OmepaTopoM if , KOTOPBIA MPOITYCTUT KOMaHIy Ha
BBITIOJIHEHUE TOJBKO B TOM CJydae, €CJIM TMOJYYEHHBIM MM MapaMeTp HUMeEeT
3HadyeHue true. Takum oOpas3om, eciau Mbl XOTUM 3a/1aTh, HalpUMEpP, U3MEHEHUE
yrila MOBOpOTa O0OBEKTa BOKPYI KPAaCHOM OCH X MO HaXaTHIO I0JIb30BaTelIeM
KJIABUIITU «X», MbI JJOJDKHBI UCIIOJIB30BaTh CIACAYIOIIYIO CTPOKY KOJa:

if ( Input.GetKey(KeyCode.X) ) x = x + 1;

[Iponuiem B ckpunrte Scale, 4ToObI BpaleHue 00bEKTa BOKPYT OCEH X, Y U

Z IPOUCXOAMNIIO MO HAXKATUIO KIABUII «X», «Y» U «Z», COOTBETCTBEHHO:
void Update()

{
Transform t = GetComponent<Transform>();
if (Input.GetKey(KeyCode.X)) x = x + 1;
if (Input.GetKey(KeyCode.Y)) v =y + 1;
if (Input.GetKey(KeyCode.Z)) z = z + 1;
t.rotation = Quaternion.Euler(x, y, z);
}

Coxpanute koja, HaxaB koMOuHanuto kinaBum CTRLAS, u, HaxxaB KHOTIKY
«Play» B okxne Unity, nmpoBepbTe, Kak MOBEAET cels Karcyia Mocie HaXaTus
KJIABULI «X», «Y» U «Z». Tenepsb OHa BpallaeTcs TOJBKO 101 BALIUM YIIPABICHUEM.
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Tenepp nepenanure B CKpuntT Move U NPONUIINTE IBUKEHUE CBSI3aHHOTO C

HUM o0BekTa no knaBuie «Ctpenka BrpaBo» («RightArrowy):
void Update()

{
Transform t = GetComponent<Transform>();
if (Input.GetKey(KeyCode.RightArrow))
t.position = t.position + new Vector3(@.1f, of, of);
}

Bo3HuKaeT 3aKOHOMEpHBIM BOIIPOC: KaK IPOTPaMMHO OpPraHHU30BaTh
JBUKEHHE OOBEKTa B IMPOTHUBOIOJOKHOM HampaBieHUu? J[as 3TOro HyKHO He
yBEJIIMYUBATh, & YMEHbBIIATh KOOPAMHATY OOBEKTa MO KPacHOW OCH X, TMpHIaB
OTpHULIATEIBHOE 3HAaYECHHE IIEPBOMY 2JIEMEHTY BEKTOpa cMeleHus. CremnaeM 3To 1o

HakaTuro Ha kiaBuiny «Ctpenka BiaeBoy» («LeftArrowy):
void Update()

{
Transform t = GetComponent<Transform>();
if (Input.GetKey(KeyCode.RightArrow))
t.position = t.position + new Vector3(e.1f, of, of);
if (Input.GetKey(KeyCode.LeftArrow))
t.position = t.position + new Vector3(-0.1f, of, of);
}

Coxpanute koja, HaxaB koMOuHanuto kinaBuil CTRLAS, u, HaxxaB KHOTIKY
«Play» B okne Unity, mpoBepbTe, Kak MoBeAET ceOs kyO. Teneps Hail Kyd MOXKET
JIBUTAaThCsl HE TOJIBKO BIIPABO, HO U BIIEBO.

JIBuxeHue Brepén M Hazal (BIOJIb CHUHEW OCH Z) oOecrieuMBaeTcsl MyTEM
3aIaHUSl HEHYJEBOTO 3HAYEHUS TPEThEMY OIEMEHTY BEKTOpa CMEIICHUS.
Opranuzyem 3To 1o HaxaTuto kiaBuil «Ctpenka BBepx» («UpArrow») u «Crpenka

BHU3» («DOWNAIrow»), COOTBETCTBEHHO:
void Update()

{

Transform t = GetComponent<Transform>();

if (Input.GetKey(KeyCode.RightArrow))
t.position = t.position + new Vector3(@.1f, of, of);

if (Input.GetKey(KeyCode.LeftArrow))
t.position = t.position + new Vector3(-0.1f, of, of);

if (Input.GetKey(KeyCode.UpArrow))
t.position = t.position + new Vector3(ef, of, 0.1f);

if (Input.GetKey(KeyCode.DownArrow))
t.position = t.position + new Vector3(ef, of, -0.1f);

77



Coxpanure koi, HaxxaB komOuHanuio kinaBuml CTRLAS, u, HaxkaB KHOMKY
«Play» B okxne Unity, ybeautech, 4To KyO Temepb MOXXET NEpPEMEIIaThCs IO
KJIABUIIIAM-CTPEJIKAM BO BCEX YETHIPEX TOPU3OHTAIBHBIX HAIPABICHUSIX.

Yacrto B urpax ajis NepeMelleHUsl MepcoHaX el U O0ObEKTOB BMECTO WIIU
HapaBHE CO CTpPEJIKaMHU HMCHOJb3YIOT TPYIIy TaK Ha3bIBAEMBIX MI'POBBIX KJIABUII
WASD, rae nns nepeMeleHus BJIEBO HCIOJIb3yeTCs KiaBUIIa «W»», BBEpPX —
KJIaBHIIA «A», BHU3 — KIaBHIIA «S», BIpaBo — kiaBuma «Dx». Bel mMoxere
UCIIONIb30BATh TPYIITY UTPOBBIX KIABUII U TPYIITY KJIABHUII CO CTPEIKaMH, YTOOHI,
HampuMep, B BalleM TMPWIOKEHUH C OJHOM KJIaBUATYphl MOXHO OBLIO
OJTHOBPEMEHHO YIPABJATh JBYMs MEpPCOHAXXAMH (PEXKHM HWIpbl IS JBYX
MOJIb30BaTEINICH ).

Bazknoe 3ameuanue. Kak u xox B penakrope Visual Studio, npoekt B Unity
TpeOyeT COXpaHEHHUsI BHECEHHBIX B HETO0 M3MeHeHui. [l cOXpaHEHUs Balllero
nmpoekTa BeiOepuTe B MeHIo nporpamMmbl Unity myHKT «File — Save» wiu HaxxMure
koMOuHanuio kiasuiml CTRLAS. Jlaxke eciu BbI 3a0yaere 310 caenath, Unity npu
3aKpBITHM HAllOMHUT BaM, YTO B MPOEKT ObLUTH BHECEHBI M3MEHEHUS, U CIIPOCHT,
cleayeT Ju UuX coxpaHuTb. Eciaum Bbl corjacHbl Ha (QUKCAlMI0 H3MEHEHUH,
MPOU3BEAEHHBIX C MPOEKTOM, HaxMmuTe «Save» («CoxpaHUTh»), B MPOTUBHOM
cilydyae — OTKaXXuTech, HaxkaB «Don’t save» («He coxpasTsy).

Taxxke pexoMeHayeTCs He KIaTh 3aKPBITUSA MPOTPaMMbl, a TIEPUOTUUYECKU
IPOU3BOAUTH COXPAHEHUS IPOMEKYTOUHBIX COCTOSIHUM BaIllero MPOEKTa, YTOObI HE
NOTEPATh MX B CIy4yae BO3HUKHOBEHMSI BHEINTATHOW CHUTyalluu (HAImpUMED,
BHE3AIHOT'O BBIKJIFOUEHUS JIEKTPUUECTBA).

P.S.: B npouecce JIMTETRHOTO HAIMCAHUS JAHHOTO PYKOBOJICTBA y aBTOpa
npousonuio «3aBucanue» Unity (BUIMMO, BCJEICTBHE OOJIBIION HArpy3Kd Ha
OMEpPAaTUBHYIO MaMsATh Cpa3y HECKOJbKUX mnpuioxkeHuid — Unity, Visual Studio,
Word u npyrux). B pesynapTare mpunuioch 3KCTPEHHO 3aBepuiuTh padoTy Unity
yepe3 Jucneruep 3a1ay, mocie 4ero MpoeKT MPU OTKPBITUH OKa3ayiCs MyCThIM — B
HEM OCTAJIMCh TOJBKO (haiyibl CKPUNTOB, & HECOXPAHEHHAs CLIEHA, KOTOPYIO BBI
BUJICJIM HA CKPUHIIOTAX, Obla TMOJHOCTHIO yTepsiHa. Yaine coxpaHsiiTe CBOU
paboThI!
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3agaHue 119 CAMOCTOSTEIbHOM PadoThI

1. BoiOepuTe KIaBUIIM U OPraHU3yHTe BO3MOXKHOCTh NEPEMEILIEHUS KyOa 1o
BEPTUKAJIHU (BBEPX U BHU3).

2. BpibepuTe KJIaBULIM U OPTaHU3YHTE BO3MOXKHOCTh U3MEHEHUs] MacuTada
LHUJIMHAPA OTAEIBHO M0 KAXKI0M U3 TPEX 0Ce KOOpAUHAT.

3. IlonpoOyiiTe CKOMOMHUPOBATh CO3JAAHHBIE TPU CKPHIITA, MIPUBS3AaB MX K
1apy, ¥ U3MEHUTh €r0 MECTOIMOJOXEeHHE, (JOPMY M YIJIbl MOBOPOTA, HCIONB3YS
3a/IaHHBIE B CKPUIITAX KJIABUIIH.

4. Cxonupyiite B OT/IebHbBIE (ailsibl pe3ybTaThl Bamiei padoThI:

— MPOrpaMMHBIN KOJ BCEX TPEX CKPUMTOB:

l.

4.

B penaktope Visual Studio BeiienuTe BeCh KO CKpUIITa KOMOWHAITMEH
kiapuil CTRL+A wim Be16opoM koMaH bl «IIpaBka — BbeienuTs Bcey
/ «Edit — Select all»

Cxonupyiite BblIeNneHHBIM koa koMmOuHanued kinaBuiml CTRLA+C,
BbIOOpOM B MeHI0 koMaH 1bl «I[IpaBka — Konuposats / «Edit — Copy»
WIM LIETYKOM IPaBOM KHOMKOW MBI HA BBIACICHHOM KOJIE H
BbI0OOpOM KoMaHAbl «Konuposatsy / «Copy».

B nporpamme «bnokHoT» / «Notepad» BcTaBbTe CKONMMPOBAHHBIN KOA
koMmOuHanuerd kinapuml CTRLAV wnu menykoM mnpaBoidl KHOIMKOM
MBIIIM Ha MTyCTOM IPOCTPAHCTBE U BHIOOPOM KOoMaHbl «BcTaBUTEHY /
«Paste».

Coxpanute txt-aitn ¢ kogom xkomOuHanmeit knaBuii CTRLAS wim
BBIOOpOM B MeHI0 KoMaH bl «Daiinn — Coxpanuts» / «File — Savey.

— CKpPHHIIOT COCHEI C IIApOM, U3MEHEHHBIM IIpHU ITIOMOIIIU CKPHUIITOB:

1.

2.

[Tpu otkpsiTOM OKHE co ciieHor Unity Haxkmute kiasuiry PrtSc (Print
Screen) Ha KIaBHaType.

B nmporpamme Paint BcTaBbT€ CKPHHIIIOT OKHa CIIEHBI KOMOWHAIMEH
kiaBul CTRLAV wnM memykoM npaBoil KHONKOW MBIIIKA HA YACTOM
MIPOCTPAHCTBE U BEIOOPOM KOMaHAbl «BcTtaBuTh» / «Pastey.
Coxpanute png-daiti co CKPUHIIOTOM KOMOMHAIUEW KIJIABUII
CTRLAS unu Beibopom B MeHi0 koMaHibl «®aitn — CoxpaHuthy /
«File —» Save».

Pe3ynpraThl Bamieii paOOThI PEKOMEHJYETCS IOKa3aTh IIPEMOJIABATEII0 H
00CYIUTh C HUM.
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I'naBa 4. Hactpoiika nmoJib30BarejibCKOro uurepgeica

4.1. Hoan3oBareabcknii nurepgeiic (User Interface)

Bce MbI ¢ Bamu ITpoOoBaiu UrpaTh B KOMIbIOTEpHBIE UTPBL. Y IepBoOE, Ha 4TO
oOpamarii BHHMaHHE TIPU 3alyCKEe WIPOBOTO TMPUJIIOKECHHUS — ITO HAOOp
BCEBO3MOXKHBIX KHOTIOK, MEPEKIIoUaTeie U Ipyrux rpaduuyeckux 3JIEeMEHTOB, C
MOMOIIbIO KOTOPBIX MOKHO 3aJaTh HACTPOMKH HUIPbl (HApUMEpP, BBECTU MM
MEPCOHAXKA, BKJIIOYUTH/BBIKIIOUNTh 3BYKU U (DOHOBYIO MY3BIKY) WM YIPaBIATh
XOJIOM CaMOW UTrphbl (CTaBUTh WIPy Ha May3y, OTKPbIBaTh MarasuwH, 3a/1aBaTh
KOJIMYECTBO MOKYMAaeMbIX Bellel u T.1.). Bce BMecTe 3TH 3J1IeMeHThI 00bEeIUHAIOTCS
OOIINI TOHSATHEM «II0JIb30BaTENIbCKUM MHTEpdeicy. [lo-aHTIMIiCKU 3TO TTOHSATHE
numercs, kak «User Interface» mmm «Graphic User Interface» («rpaduyeckuii
MOJIb30BaTeNIbCKUM UHTEp(deicy). Takke B LEISIX COKpaIleHUs dTUX aHTJIMHCKUX
CJIIOBOCOYETAHMI HCNONb3yloTca ux adopeBuarypsl — «UD» m «GUI». Crnoo
«interface» B mepeBOAE C AHIVIMMCKOTO O3HAYAET «CBS3bY, «CPEICTBO CBSI3M.
CX0XHMM C HUM MOHATHEM SBIIIETCA CIIOBO «interaction» — «B3aMMOJEHCTBHEY.
Takum o0pa3oM, TMOJB30BATEILCKUN HHTEpPENC — ITO CPEACTBO CBSI3U
MOJIB30BATENS] € KOMIBIOTEPHOW MIPOrpaMMOM, KOTOPOE IIO3BOJISIET €My
B3anMMoIeicTBOBaTh ¢ Hel. CeronHst HanOosee pacpOCTPaHEHHBIMU JIEMEHTAMU
M0JI30BATEIBCKOTO HHTEpdEelca B KOMITBIOTEPHBIX MPOrpaMMaXx SBJISIFOTCS KHOTIKH,
(braxxku, MepeKIIIovaTesu, YUCIOBbIe CUETYNKH, BBITIAAAIONINE CITUCKH, TTOJI3YHKHU U
10JIOCHI MPOKPYTKU. OHU UMUTHUPYIOT peaabHO CYLIECTBYIOIINE OOBEKThI, KOTOPHIE
BBl BCTpEUaM Ha IMAHENAX YIpaBIEHUs AJIEKTpUUecKuX MpudopoB. Hampumep,
KHOITIKM, IEPEKITI0YATENIN U MTOJI3YHKU €CTh Y paJluONpUEMHHKA, MBIJIECOCA, CTAHKA
Ha 3aB0JIe, aBTOMOOMJIS, CAaMOJIETa U Y MHOTUX JIPYTUX TEXHUYECKUX YCTPOMCTB.

OpHako cieryeT TakKe MOJYEPKHYTh, YTO MOJIb30BATEIBCKUNA HHTEPPEIC CO
BPEMEHEM MOKET MPETEPIIEBATH CYIIECTBEHHbIE N3MeHeHUs. Hanpumep, no 1990-x
rOJI0OB  B3aUMOJICWCTBHE  TOJB30BATENsl C  KOMIBIOTEPHOM  MPOTrpaMMoOit
MPOUCXOIMIIO 3a4acTyl0 B TEKCTOBOM (hopmare: YeJOBEK C KJIAaBHATYphl BBOJMI
TEKCTOBbIE KOMAaH/Ibl, KOTOPBIE YKa3bIBAJIM MPOrpaMMe, Kak yIpaBisTh padOTOU
KOMITbIOTEpA. B 0TBET mporpamma mnokasbiBajia Ha SKpaHe KOMIbIOTEpA TEKCT WU
KAPTUHKY M OXKHJajia CIeAYIolIe KOMaH bl mosib3oBaTensi. Ceroans B TEKCTOBOM
dopmaTe ¢ mporpaMMaMH B3aUMOJEHCTBYIOT NPEUMYIIECTBEHHO TOJBKO HX
pa3paboTunKu — mporpaMMucTbl. OTHAKO J1aXKe OHU aKTUBHO UCTOJIb3YIOT CPE/ICTBA
rpaduueckoro uHTepdeica s OBICTPOTO W YAOOHOTO CO3/IaHUS OKOHHBIX
MTPUIIOKEHHM.

Taxoke, BO3MOXHO, BBI CIIBIIIIAIHM O TAKOM IMOHITHH, KaK «HEHPOUHTEPPEHCY.
OTO TEepCHEeKTUBHBIA TOJB30BATENbCKUN HHTEpP(DECc, KOTOPOMY CETOIHS
CTaparoTCs HAWTH NPUMEHEHHE B YINPABICHUU OECHWIOTHBIMH JI€TaTE€IbHBIMU
annaparamu — apoHamu. Oneparop, yNnpapisomuid OECHIOTHBIM YCTPOMCTBOM,
HAJIeBa€T HA TOJIOBY IIAMOYKY C JaTYMKaMHU M, MOCJI€ HEKOTOPOM ajamnTaruu
POrpamMMbl K €r0 MO3TOBOM JI€ATE€IbHOCTH, HAUMHAET YCUIIMEM MBICIH MOCHUIATh
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el komaHabl. B cBOIO ouepenn, mporpaMma, mojiydas OT OmepaTopa KOMaHIIbI B
dbopMe HMIYIHCOB OT pa3IMYHBIX OO0JacTeii MO3ra, NMPUBOAUT B JIBIKECHUE
TEXHUYECKOE YCTPONCTBO. BmoiHE BEpoOsITHO, 4TO B HENalIEKoM OyaymieM Bce
W3BECTHBIC HaM IMpPOTrpaMMbl OyAyT yIpaBiAThCS (M pa3pabarbiBaThCs) O€3
UCTIOJIb30BaHUSI MBIIIKA M KJIABHATYPHl — JIUIIL OJHUM YCHIJIHUEM YeIIOBEUYECKON
MBICITH.

A ToKa MbI Ha MPUMEpPE CPebl s pa3pabOTKU KOMIIbIOTEpHBIX urp Unity
MO3HAKOMHUMCSI TOOJIMKE C DBJIEMEHTaMH KIJIACCUYECKOTO IOJIb30BATEIBCKOTO
uaTepderica. Ceroansi TPyIHO MPEICTABUTh KOMITBIOTEPHYIO HTPY, KOTOpasi ObI HE
MPEIOCTaBIsIa TMOJIBb30BATENI0 YAOOHBIE M KpPAaCOYHBIE 3JIEMEHTHI YIpPaBICHUS
co060ii. I3yunB OCHOBBI paOOTHI C AJIEMEHTaMU I0JIb30BATEIHCKOT0 HHTEp(erica, BbI
TOKE CMOXETE CO37aBaTh MOI00HBIC TPAPUICCKUE TTPIIIOKCHUS.
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4.2. Co3nanue cueHbl 4 HacTpPoiika o0bekTa «Canvas» («I1010THO»)

[TepBbiM nenom coznaauMm B Unity HOBBIN 3D-ipoekT.
3anyctute Unity W B OTKpBIBIIEMCS OKHE Ha)XXMHUTE KHONKY «New»

(«HOBBIﬁ»), PacnoJIOKCHHYIO CIIpaBa BBEPXY. IHosButcs q)OpMa CO3JJaHH IIPOCKTA.
L Unity 2018.3.13f1

. e
Open '_£| My Account

ul 3D v

Cih\Users\Yuenur\Documents\Unity Pr Add Asset Package

. OFF ) Enable Unity Analytics @

=l -

B none «Project name» («Ha3Banue npoekTay) 3aj1aiiTe UMsi CBOEMY HOBOMY
npoekTy. S cBoit 3D-npoekT HazBan npocto «U».

Yo6enutecs, uto B cnucke «Template» («ILlabmon») BeIOpaH MyHKT «3D».

B none «Location» («MecTOnonoxeHuey) yKaxuTe aJpec Marku, rIe Bbl
XOTeNH Obl pa3MecTuTh (ailyibl Baiiero npoekta. [[is cBOMX MPOEKTOB s CO3/al Yy
ce0st Ha kommbloTepe nanky «Unity Projects» B crangaptHoi nmanke « Documentsy
(«lokyMeHTBI») U TETephb yKaszall MyTh K HEH.

Ecnu BbI nogkiroueHsl K ceTd MHTEpHET M BOLWUIM MOJ YYETHOM 3alMUCHIO
Unity, To B OKHE CO3[aHUs MPOEKTa Bbl TAKXKE YBUIUTE MEPEKII0OYATENb-IBUKOK
«Enable Unity Analytics» («3aneiictBoBath aHanutuky Unity»). [lepeBenute ero B
nosioxkenne «OFFy» («BwikmroueHoy), uroost Unity He oTrnpasiisiiia HHOOpMAIUIO O
BaIlMX JercTBUAX Ha caiT Unity.

Ecnu xe noctyn k cetn IHTEpHET y Bac BBIKJIFOUEH, TO MPHU 3aITyCKE CPEbI
Unity Ha 3kpane nosiButca yseaomienue: «No network connection» («OTcyTcTByer
nojakIoYeHue k cetu»)Huke moa 3Toil Haanucbio OyAeT HEOONbIIOE OSICHEHUE:
«Not to worry, you can work offline!» («He Bonnyiitech, Bbl MOXkeTe paboTaTh 06€3
ceTu!»).

Haxxmute Ha xHomky «Work offline» («PaGorate 6e3 cetw») moj 3Tou
HAJIHUCBIO.
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& unity Hello!

No network connection

Mot to worry, you can work offline!

Work offline

[Ipu cozpanum npoekTa B pexume «odduaiin» Gopma co3gaHus NPOEKTa
OyaeTr moxoxka Ha MOKa3aHHylo paHee. Ha Heil OyayT OTCyTCTBOBATh JIMILb
YIOMSIHYTBIN NepekmouaTenb-aBuxkok «Enable Unity Analytics» u kHomka «Add
Asset Package» («/lo0aBUThH MakeT KOMIIOHEHTOBY»), KOTOpbIE TPEOYIOT HAIWYUS
MOJIKJIFOUEHUS K ceTh HTepHeT.

Projects  Learn B New [ open

Project name

ul

cation

C\Users\Yuenunk\Documents\Unity Projects

Template

3D

Add Asset Package

[Tocne Toro, Kak BbI 3aMOJIHWIN BCE MOJIs, HAXXMUTE KHOMIKY «Create Projecty
(«Co3path npoekT») U oxujanrte, noka Unity cozgacTt ¢aiiasl HOBOroO MpoeKTa, U
3aIyCTUT OKHO peaKTopa.

[Tocne 3aBepiieHHs MpoLEecca CO3/1aHusl MPOEKTa MOSBUTCA OKHO C MyCTOH
CIEHOW, Ha KOTOPOM BBl YBHUIUTE TOJBKO MCTOYHHUK HANpPaBICHHOIO CBETa
«Directional Light» u kamepy «Main Cameray.
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[Tpunoxxenue, KOTOPOE MBI CO3[AUM, TTO3BOJIUT TOJIH30BATENIO yIPABIIATH
00BbEKTaMH CIIEHBI TIPU MOMOIIM JIEMEHTOB IOJb30BaTEILCKOr0 MHTEpdeiica (B
Unity yaine Bcero Bbl Oyziere Bcrpedars cokpainenue «UDy).

[lepBbIM ae0M 100aBUM Ha CIIEHY KYO.

Bribepute B mento Unity komanay «GameObject — 3D Object — Cubey.

File Edit Assets | GameObject | Component Window Help

Create Empty Ctrle Shift-N
Create Empty Child Alt+Shift-N
| Create - | 3D Object v cube
v & sampleScen 2D Object v Sphere
Cjpirectiona! Effects , Capsule
Light v Cylinder
Audio v Plane
Video v Quad
o ' TextMeshPro - Text
Camera
Ragdoll...
Center On Children
Terrain
Make Parent
Tree
Clear Parent T
Set as first sibling Ctrle= ——
Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F
Align With View Ctrl- Shift+F
Align View to Selected
= Toggle Active State Alt+Shift+ A
| Clear | | Collapse | Clear on Play | Error Pause | Editor *|

ector
g & L statc =

-
Tag Layer

¥ .~ Transform o &

ositen X0 YL |z-i0
Rotsion X0 v 2o
sl x1T i zr

¥ ¥ camera R

Clear Flags
Background P
Culling Mask

Prajection
Field of iew ——
(]

Physical Camera
Clipping Planes Near
Viewport Rect

x[o ]
Wit JH[L |

Use Graphics Settings #

Target Texture None (Render Textu| ©

Occlusion Culling &

Allow HDR I~
Allow MSAA W
Allow Dynamic Reso [
Targat Display

l Add Component ]

B pesynbraTe B IEHTpE CIeHbI MOSABUTCA UTPOBO 3D-00bekT «Cubey.

Haxwmure B neBom okxHe Hierarchy («Mepapxus») Ha crpouky «Main
Cameray», 9T0OBI B MPAaBOM HIKHEM YTy MOSBUIOCH OKHO «Camera Preview»
(«Bug ¢ kamepbl»), a y 3HauKa Kamephl Ha CIICHE MOSBUJINCH Oelble JTUHHH,
CXEMaTHYHO TIOKa3bIBaroImue o0JacTh OXxBara CIEHbI Kamepoil. Ckopee Bcero,
Kamepa OyJeT HampaBlieHa B IIEHTP CIICHBI MPSMO Ha CO3JaHHBIA BaMU KyO, U
n300pakeHne Kyoa OyZeT TpaHCIMPOBATHCS CIIpaBa BHU3Y B OKHE MPEANPOCMOTPA.
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File Edit Assets GameObject Component Window Help

ol oW 1 Center | @Local & Collab - Account
HH

© Inspector
""" g @ [ static ~
Tag [MainGamera &) Layer | Defaul ¢
| Directional Light ¥ . Transform EE

Cocuts xo v

Cullng Mask

projection
Field of View e
O

Physical Camera

Clipping Planes

Viewport Rect

%[0
w1
Depth
Rendering Path
ear || Collapse | Clear an Play |Error Pause Target Texture
Occlusion Culling [+
Allow HDR )
Allow MSAA C
Allow Dynamic Reso[ |
Target Display

[ Add Component ]

3a)kaB MPaByI0 KHOIKY MBI U UCIOJIB3Ys UTPOBBIC KIABUIIH « Wy, «Ay,
«S» u «Dy, mepeMecTuTe TOUKY CBOETO HaOJI0IeHHS, YTOOBI BUJIETh KaMepy U KyO
C YI0OHOTO BaM pakypca.

e

File Edit Assets GameObject Component Window Help

o EIEEdnlic] I @ Collab - | (& ] [Account_~

© Inspector
I T e e e — o @ Wancamers | [static v
-

lEER e = - -

® Main Camera Tag [ Mainc. 4| Layer | Default ¢
|/ Directional Light S ¥ .~ Transform It R
./ Cube B posion xo (v z[10 |
Rotaton x[oJ¥lo 2@

scale  x[1 Iyt Jzli ]

Scene

v ¥ camera S
Claar Flags
sackoround |
Culling Mask
Projection
Field of View —_—
Physical Camera -

Clipping Planes Near 0.3 |
Far
Viewport Rect
x[o [r[o ]
w1 THL |
Depth
E Consale Rendering Path Use Graphics Settings #
ear || Collapse | Clear an Play |Error Pause Target Texture ©
Occlusion Culling
Allow HDR
Allow MSAA v
Allow Dynamic Reso [
Target Gisplay
(& ¥ Audio Listener FE

l Add Component ]

|
Taxxe BbI MOkeTe mepeiiTu Ha Bkiagky «Gamey» («Mrpay), 9To0bl YBUIETH

CLIEHY C KaMephbl B MOJHOAKPAHHOM (hopmare.

Tenepp 100aBUM Ha CLEHY NEPBBIH KOMIIOHEHT I10JIb30BATEILCKOTO
untTep(derica, mmenyembiii «Canvas» (B MepeBOA€ C AaHIJMIICKOTO O3HAdaeT
«ITomotHOY, «Xo0ncTy, «KanBay). JlaHHbBII KOMIIOHEHT OY/IET SBJISITHCS TIJIOMIAKOMH,
Ha KOTOPOM MBI PA3MECTHUM DBJEMEHTHl YIPABJICHHS HAIIUM HPUIOKEHUEM
(mogo6GHO TOMY, KaK XYIOKHUK CO3/1a€T 0OBEKTHI Ha MOJOTHE CBOEH KapTuHbI). B
meHto Unity BeiOepute komanay «GameObject — Ul — Canvasy.
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File Edit Assets | GameObject | Component Window Help

Create Empty Crl+Shift+N @ collab - | [ & | [ Account -

Create Empty Child Alt+Shift=N © Tnspector
3 ot ’ j 2 O static ~
PoChes ' T Tag Layer
__ Dirsctional Effects ' ¥~ Transform S
" Cube Light , Positn X0 YL Jz10
pr o Retation X0 1¥D 120
s . sele  x1vi zi |
o N ¥ & ¥ camera o &
Clear Flags
Camera TextMeshPro - Text e .
Center On Children image Culling Mask
T Eailpace Projection
cke Parent e Field of View P —
Clear Parent Physical Camera [
Toggle
Set as first sibling Ctrl+= Slider Clipping Planes Near
Set as last sibling Ctrl+- serollbar Far
Viewpart Rect
Move Te View Ctrl+Alt+F Dropdown x[o
Align With View Ctrl+Shift+F D D e Wi
Align View to Selected Input Fisld Depth
B Col Toggle Active State Alt+Shift+A TextMeshPro - Input Field Rendering Path Use Graphics Settings +
Clear | | Collapse | Clear on Play | Error Pauss | Editor *| VL2 T T ®
| Canvas Occlusion Culling
Panel Allow HDR 4
Seroll View Allom MSAA C
Allow Dynamic Reso [
Event System Target Display
(@) ¥ Audio Listener B

l Add Component ]

B oxne Hierarchz ITOABATCA JBa HOBBIX HgHKTaI «Canvas» u «Eventsttem».

File Edit Assets GameObject Component Window Help

o EIERFAIENG Il @ Collab + | [ | [Account
“i= Hierarchy Scene (TR
e | G 1 75—
v &) sampleScene - ‘l

_/Main Camera
| Directional Light
| Cube
[/ Canvas
|| EventSystem

[ console
ear || Collapse | Clear on Play |Errar Pause

|
O0bekT «Canvasy W3HAYaJBRHO IYCT ¥W HAa CIEGHE TPEACTaBIICH

PSAMOYTOJIBHOW PAMKOM.

[To mepe pa3paboTku Hamero npuioxkeHusi o0bekT «Canvas» Oyner
JIOTIOJTHATHCS HOBBIMU OOBEKTaMU — DJIEMEHTAMH YIIPABJICHUS MOJIh30BATEIBCKOTO
uHTepderica.

YroObl yBUAETH KOHTYpHI IOJIOTHA IOJHOCTBIO, IIEIKHUTE [IBa pa3a Ha
ctpoke «Canvas» B okHe Hierarchy.
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File Edit Assets GameObject Component Window Help

o EIRIFEAIciG] @ Collab = | { & | [ Account -
© Inspector
& [ static »
Tag o
¥3C RectTransform B
| Seme values driven by Canvas. ]

Pos X Pos Y Pos Z
201 178.5 0
Width Height

802 359

x[0.5 ¥[0.5

Rotation X0 |vy0  |z0o
Scale X[t Jv[t  Jz[t ]
-----
Render Mode
Pixel Perfect
SatOrder 0
Target Display
Additional Shader Cl Mothing ]

. EventSystem

» Anchors
Pivot

UI Scale Mode

e

B Console

| Clear | | Collapse | Clear on Play | Error Pause | Editor ~ | o[ /o |@oc|| Scale Factor
Reference Pixels Per[100 |

v {5 ¥ Graphic Raycaster (Scr EES

Blocking Objects
Blocking Mask

Add Component ]

|
Teneps ecnu BbI MENKHUTE Ha cTPOKY «Main Camera» B okHe Hierarchy, Bo

YBUOIUTC, KAK COOTHOCHUTCA 0011aCTh BUIMMOCTH BaIleu KaMCpPbI 1 I10JIOTHO.

File Edit Assets GameObject Component Window Help

=Rl G collab + | [ | [Account -
chy .

& e Camera ] U static =
u
Tag e

Positon X[0  |Y
Rotation vo lzlo |
seale X1 ¥ z

v ¥ camera S

Claar Flags
packorond | #
Culling Mask
Projection
Field of View —_——
Physical Camera O

Clipping Planes

Viewport Rect
%[0

w1
Depth
e Rendering Path Use Graphics Serings_#
| Clear | | Collapse | Clear an Play | Errar Pause | Editor ~ | Target Texture None (Render Textu| @
Occlusion Culling [«
Allow HDR W
Allow MSAA 4
Allow Dynamic Reso[ ]
Target Display
(&) Audio Listener EES

[ Add Component ]

e —
31ech chneayeT OTMETUTh, YTO pazMep nojoTtHa «Canvasy, 0ToOpakaemMoro B

nporiecce paboThI BallleTo MPUIIOKEHHUS, OYAET ONpPEeAeISITHCS 3HAYCHUEM CBOWCTBA
«Render Mode» («Pexum mpencraBieHus»), KOTOPOE MOKHO HACTPOUTH B OKHE
Inspector («MHCTIEKTOPY).

311ech TOCTYMHbI TPH BapHaHTa 3HAUYEHUS:

1) «Screen Space — Overlay» («DkpaHHOE MPOCTPAHCTBO — BEPXHUU CIION»)
03HAYaeT, YTO BCE AJIEMEHTHI YMPABJICHUS BalllMM IPHIOKEHHEM OyIyT BHIHBI
TIOBEPX CIIEHBI HE3aBUCUMO OT OJIM30CTH €€ pacIioyIoKeHUs K HaboaaTento. B atom
peXMME BBl HE CMOXETE€ H3MEHUTHh pa3Mep IOJIOTHA — OHO aBTOMATHYECKH
pacTSHETCs Ha BECh SKpaH MPH 3aITyCKe MPUI0KEHUSI.

87



2) «Screen Space — Cameray («9KpaHHOE IPOCTPAHCTBO — KAMEPA») O3HAYAET,
YTO BCE JJIEMEHThI YNPAaBIICHUSI BalllUM MPUIOKEHUEM OYyIyT pa3MeIleHbl 3a
CILIEHOM, HEe3aBUCUMO OT JAJIBbHOCTU €M pacmojiokeHusi oT Habmoaarens. B stom
pexXuMe Bbl TOKE HE CMOXKET€ U3MEHHUTh pa3Mep MOJIOTHA — OHO aBTOMATUYECKH
pacTsHETCs Ha BECh SKPaH IPH 3aITyCKe MPUITOKEHUS.

3) «World Space» («B MUpOBOM MpOCTpAHCTBE») O3HAYAET, UTO Ballle MOJIOTHO
OyzeT no106H0 06bIYHOMY UTpOBOMY 00beKTYy «Panel» («Ilanenby») — BbI cMokeTe
PUIaTh €My HY)KHBIC BaM pa3Mephl, IEPEMECTUTh B HY)KHYIO BaM TOYKY CIICHBI,
IIOBEPHYTh HAa HYXHBIM BaM yros. lIomoTHO B 3TOM pexuMe MOXKET Kak
MIEPEKPBIBATh IPYTUe OOBEKTHI CIICHBI, TAK i CAMO MEPEKPHIBATHCS MU — BCE OymeT
3aBHCETh OT MX B3aMMHOIO pacmnojioxeHus. Kpome Toro, moib3oBatenb yBHUAUT
TOJILKO Ty 4YacTh IOJOTHA, KOTopas Mmomaaér B 00JacTb BUAMMOCTH KaMEpH.
JlaHHBIN peskuM yA00eH, KOTJa Hy>KHO HCIOIh30BaTh MOJOTHO B KAUE€CTBE OJHOTO
13 OOBEKTOB CO3/IaHHOTO BaMH Mupa (HampuMmep, 3TO MOXKET OBITh MaHeNb C
MOJIOCKOW MHAMKAIIUY 3I0POBbs HaJ/l TOJIOBOM MEPCOHAXa UTPHI).

Ha texymmii MOMEHT Hamie MOJOTHO €mE He 3arojiHeHo. [loaTomy moka
OCTaBUM BBIOpaHHBIM IyHKT «Screen Space — Overlay». 9To 3HaueHHE CBOMCTBA
«Render Mode» yke BBICTaBIICHO 110 YMOJYAHUIO TIPH CO3JaHUHU TTOJIOTHA.

Teneps B cTpoke psAMO HaJ pabOYUM TOJIEM CIIEHBI MIETKHUTE Ha KHOTIKE C

HaTICBIO «2Dy 122, O0630p clieHBI HK3MEHUTCSI TAK, YTO BBl OYJ€TE CMOTPETH MPSMO
Ha MOJIOTHO, HAXO/IACh HA MPO0JKEHUHN CUHEHW OCH, BJI0JIb KOTOPOU OTCUUTHIBACTCS
KOOpJIMHATa Z 00BEKTOB CIeHBI. B pexkxume 2D MbI 1 OyzmeM co3maBaTh HHTEpdEic
HaIero npuioxeHus. Takke, ecnu B okHe Hierarchy Bc€ emé BeimeneHa cTpoka
«Main Cameray, Bbl YBUJIUTE Ha CIICHE 00JacTh €€ 0XBaTa KaMepou, CXeMaTUYHO

oqepquHzIo OCIBIMM JTUHUSIMU.

nspector

g @ U statie =
T Tag Laver
¥ . Transform S

J

| Cube
|/canvas

| /EventSystem

Posiion [0 Y z
Rotation X[0  |vy[0  |z[0 |
e | r— ro—
v ¥ camera o &
Clear Flags
Background

Culling Mask

Proiection
Field of View P —
Physical Camera [

Clipping Planes

Viewport Rect
%[0
w1

Depth

Rendering Path Uss Graphics Sertings_#

e
| Clear | | Collapse | Clear an Play | Errar Pause | Editor ~ | Target Texture None (Render Textu| @

Occlusion Culling [«

Allow HDR W
Allow MSAA 4
Allow Dynamic Reso [ |
Target Display

[ Add Component ]
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Taxke cremyeT cka3aTh HECKOJIBKO CJOB 00 o00bekTe «EventSystemy
(«Cucrema coObITHIY), TTOsSIBUBIIIEMCSI B okHe Hierarchy mpu co3gaHuu moJjioTHa
«Canvasy. JlaHHBII1 00BEKT OTBEUAET 32 OTCICKHUBAHUE COOBITHIA, IIPOUCXOSIIUX C
oOBeKTaMu CIieHbl. HampuMep, OH MO3BOJISIET BOBpEMS OTpearnpoBaTh Ha HAKATHE
MI0JIb30BaTEJIEM MEPEKITF0YATENS MIIM KHOTIKH, Ha N3MEHEHUE TIOJIOKEHUS TIOJ3YHKA
WA BRIOOPA OJHOTO U3 IMTyHKTOB BBIMAIAIONIETO CITUCKa. IMEHHO C TOMOIIIBIO 3TOTO
O0OBEKTa Hallle TPUIOKEHUE CMOXKET pearupoBaTh Ha JCHCTBHS IOTH30BATEIIS.
[TosTomMy ynmansTte ero He ciuenyer. boiee Toro, o0bekTsl THna «EventSystem»
MO>KHO J0OaBIIATh Ha CIIEHY Bpy4uHYI0 yepe3 MeHio « GameObject» (HO ceituac HaMm
9TO HE TpeOyeTcs).

Teneps mepeitném Kk caMoOMy WHTEPECHOMY — YIPABICHUIO HAITUM KyOHWKOM
IIPU TTOMOIITH 3JIEMEHTOB TOJIb30BATEIBCKOTO HHTEpdeEiica.
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4.3. Co3nanue n HacTpoiika 00bekTa «Button» («KHomkay)

B mento Unity BeiOepute komanay «GameObject — Ul — Buttony.

File Edit Assets | GameObject | Component Window Help
o Create Empty Ctrl+Shift-N
Create Empty Child Alt+Shift-N

I & Collab + | [ @ | [Account

© Inspector

3D Object L T T = e R e ——] B g [ static =
dEEy e T Tag Layer
| Directional Fffects ' ¥ Transform S
(jcube Light ' Positon [0 ]I ]zl10
Dgevas | g . Rotatin X[ ¥ |zp
Cgventsyse U : o | r—
]
o N Ton v ¥ camera o &
Clear Flags
Camera TextMeshPro - Text Background W
Center On Children e Culling Mask TTTITT—
il aoe Projection
(R e Field of View ———
Clear Parent Physical Camera [
Toggle
Set as first sibling Ctrle= — Clipping Planes
Set as last sibling Chrls-
Scrallbar
. Viewport Rect
Move To View Cirl+Alt+F . B
Align With View Ctrl+Shift+F TesxtMeshPro - Dropdown w1
Align View to Selected —— o
Oce Toggle Active State Alt+Shift+A S —— Rendering Path Use Graphics Serings_¢
Clear | | Collapse | Clear on Play | Errar Pause | Editor - | Target Texture None (Render Textu| ©
Canvas Occlusion Culling [«
Panel Allow HDR 74
Scroll View GATIERSS )
Allow Dynamic Rese ||
Euent System Target Display
(@ ¥ Audio Listener o
[ Add Component ]

B pesynpraTe Ha Bameill CcleHE MNOSIBUTCS OOBEKT I0JIb30BATEIBCKOTO
unTepdeiica «Button» (B mepeBoze ¢ aHTIMHCKOTO 03HadaeT «KHomkay).

File Edit Assets GameObject Component Window Help

RN > 1w e g e—

Sl [ — T — e
Frameseenst i e —1 - O static = &
v &} SampleScene* = >

Cymmeseene Tog (Unagged i) Layer (U]

| Diractional Light ¥35  Rect Transform FEY
Lcite PosX  PosY

z
e e o

| EventSystem

x[os_Iv[os ]

Rotation X[0 _v[o_]z[o |
Scale X1 v zT |
¥(@ canvas Renderer S

Cull Transparent Me:[_|
¥ "5 ¥ Image (Script)
Source Image o
Color I
Material o
Raycast Target
Image Type
Fill Center
¥ o | Button (Script)
|| Interactable

El console
ear || Collapse | Clear on Play |Error Pause

Knomnka siBrisiercst HanOosee MOMyJISPHBIM 3JIEMEHTOM MOJIb30BaTEIbCKOTO
uHTep(derica KOMIBIOTEPHBIX MPOTPAMM, TTOCKOJIBKY C €€ MOMOIIBIO MOJIb30BaTEINb
MOJKET 3aCTaBUTh MPHJIOKEHHUE BBIIOJHUTH OINPEACHEHHYI0O KOMAHIy MPOCTHIM
MIETYKOM MBIIIKH.

CoznanHasi HAMU KHOIIKA OYyZIeT U3MEHSTh LIBET Ky0a Ha KpaCHBIM.
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[Ipexne yeM NpUCTYNUTH K HATMCAHUIO MPOTPAMMBI /ISl KHOIIKU, HACTPOUM
HECKOJIBKO €€ CBOMCTB.

J171s1 5TOrO BBIAEIUM Hallly KHONKY. CaenaTh 3TO MOYKHO IIETYKOM I10 HEW Ha
CIIeHe, HO yJI0OHEee BCEero BOCIOIb30BaThCs CIMCKOM 00beKTOB B okHe Hierarchy.
[Ipu co3ganum kHomku B okHe Hierarchy mnosiBunace crpoka «Buttony,
nogunHEHHasA cTpoke «Canvasy. 1 3T0 HEYAUBUTENBHO, TOCKOIBKY BCE SJIEMEHTHI
M0JIb30BATENIBCKOTO MHTEpdeca TOMKHBI pacnoararbCsl Ha IJIONIAKE-TI0JI0THE.
énxuute Ha cTpoke «Button» B okne Hierarchy. CmpaBa B okne Inspector
MOSIBUTCSI CTIUCOK CBOMCTB BHIOPAHHOM HAMU KHOTIKH.

N3mennte 3nauenue cBoicTtBa «Pos X» Ha 310, a 3HaueHue cBoiicTBa «Pos
Y» — Ha 130. MblI 33a7a11 HOBBIE KOOPAMHATHI PACIIONIOXKEHUS HAIIed KHOIKU.
[lepeiinute Ha BkIaIKy «Game» U MPOBEPHTE, BUJHA JIU Ballla KHOIKA B IIPaBOM
BEPXHEM YIJIy UTPOBOTO OKHA.

Ecnu 3T0r0 HE MPOM301ILI0, 3HAYUT, KHOMKA 0KAa3aJlach 3a MpeAeIaMi paMKu
nosiotHa «Canvasy». B aTom ciyyae nmoa0Oepute 3HaueHus cBoctB «Pos X» u «Pos
Y», uToOBI KHONKa OKaszajach B Tpenenax pamku mnonotHa «Canvasy (s
MEPEMEILICHHS KHOIIKH I10 MOJIOTHY MOYKHO TaKK€ BOCIIOJIb30BaThCA HHCTPYMEHTOM

«Move Tool», ménkHyB Ha KHOTIKY ).

< Unity 2018.3.13f1 Personal - SampleSc ity - Ul - PC, Mac & Linux Standalone* <DX11> - " IEN
File Edit Assets GameObject Component Window Help

Al  Caollab -

© Inspector

“ O statie = &
Tag Laver

| creat
v €} SampleScene*
_/Main Camera
./ Directional Light
| Cube

width  Height

o5 Ivios |
xo__yp__Jzo ]
XL JvpJzi_]
¥(@ Ccanvas Renderer

Cull Transparent Me:[ ]
¥ %, ¥ Image (Script) R

Source Image [ElUlSprite o]

Color

Material None (Material) | @

Raycast Target I~
4

Image Type
Fill Center

[E Console
| Clear | | Collapse | Clear on Play | Error Pauss | Editor ~

Ecnu 3amycTuTh NpoeKT B UTPOBOM PEXKHUME, HAXKaB B CAMOM BEPXY KHOIIKY
«Play» co 3HaukoM 4€pHOro TPEYroJbHUKA, YKa3bIBAIOLIETO BIPABO, TO BbI JaXKe
CMOJKeTe MOILIENKATh Ha CO3/JaHHYI0 BaMH KHOIKY (XOTS MOKa 3TO U He Oyner
IPUBOJUTH K KAKOMY-HUOY/Ib PE3ybTaTy).

Brriiaure u3 urpoBoro pexxuMa U BEpHUTECh Ha BKIAIKY «Scene» («CueHay).

Hlénxuute B okHe Inspector Ha 6eom npsiMoyroiabHUKE B cBoiicTBe «Colory
(«IBeT»). B pe3ynbrare cieBa MosBUTCS OKHO ¢ MamuTpoi BeiOopa 1Beta. [énkas
MBIIIKON 10 OKPY’KHOCTH, Bbl MOYKETE BBIOpATh HY)KHBIM BaM LIBET, a LIENKas B
0o0JacTH pacIOJIOKEHHOTO B IIEHTpE KBajapaTa — 3aJaTh HACBIILIEHHOCTb
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BbIOpaHHOTO IIBeTa (s BBIOpAN JOCTATOYHO HACHIIMICHHBIN (DUOJIETOBBIA IIBET).
3agaiiTe KHOIIKE KpAacHBIN 1IBET. EC/IM KHOTIKA BBITJISLAUT MEJIKOM, TPUOIU3bTE K Hel
TOUYKY Ha6JIIO,Z[€HI/I}I [P IOMOIIH KOJIECUKA MBIIIKH.

Color Unity 2018.3.13f1 Personal - SampleScene.unity - Ul - PC, Mac & Linux Standalone® <DX11> - a
nt Window Help

’ —

/7

J ¥ Button |_| static *
Tag Layer
Rect Transform
Pa: X Po: Y

i

®o.s Ivies ]
Rotaion [0 v[o [z |
ca i Jza ]

» Anchors
Pivot

-
T —
» I =
e
|

¥ Swatches =

@) Click to add new preset v o [ Button (Script)
- Interactable 74
Transition

pt) !
Source Image o
Color —
Material N
Raycast Target [
Image Type

He nmyraiitece, eciii Ha BKJIaJKe «Sceney» Bbl HE YBUACIH PAHEE CO3JAaHHBIN
Ky0. OH HHUKy/a HE Mponall — O €ro HAJIMYUU CBUAETENbCTBYET cTpoka «Cube» B
okue Hierarchy. Jlemo B Tom, 4TO B pekume MpeAcTaBiIeHHUS «Screen Space —
Overlay» momotHo «Canvas» cO BCEMH pa3MEHIEHHBIMA Ha HEM JJICMEHTAMH
yIpaBiIeHHs Oy1eT aBTOMAaTHUYECKH HAJIO)KEHO Ha BHJI ¢ Kamepsbl. [loaTomMy Ha cuieHe
OHO MOXET pacIoyiaraTbCsl OTAEIBHO OT APYruX 00BekToB. JlocTarouno Oyner
MIETKHYTH CTpOKy «Main Cameray, 4To0bI yBUIETH Ky0 B oKHE «Camera Previewy,
WIN TIepelTH Ha BKIaaKy «Game». [ 1aBHOE ycioBre BUAUMOCTH Ky0a — OH JOJDKEH
HaXOAMUThCA B M0JIe 0030pa KamMephl.

Teneppr B okHe Hierarchy ménkHuTe Ha TpPEYrojbHUK cl€Ba OT CTPOKH
«Button». Ctpoka «Button» packpoeTcst 1 HUXKe MOSIBUTCS MOJUMHEHHAS €1 CTpOKa
«Texty». [leno B TOM, UTO MHOTHE 3JIEMEHTHI YIPaBIEHUS (J1aXke TaKue MpOCThIE 10
BUJy, KaK KHOIIKA) B JIEWCTBUTEIBHOCTH SIBJSIOTCS COCTaBHBIMU. B uacTHOCTH,
KHOIIKAa BKJIOYaeT B ce0s KOMIOHEHT kiacca «Text», KOTopblii nmmeer Habop
CBOWCTB, XapaKTEPHBIX Il TEKCTOBOM Hainucu. Bocmosb3yeMcss UM M NIEPBBIM
JIeJIOM M3MEHUM TeKCT noanucu KHonku. LénkauTte Ha ctpoke «Text» KHONKH U
HailiuTe cripaBa B okHe Inspector B rpymme «Text (Script)» ogHOMMEHHOE MOJIE
«Text», B KoTOpOM HanucaHo ciaoBo «Button». M3mennre ero Ha cinoBo «KpacHbIi».
BbI cpa3zy yBuauTe, Kak TaKOe K€ CJIIOBO IMOSIBUTCS B KaUECTBE MOANMCH y Ballled
KHOIIKH.

OpnHako 4EPHBIM TEKCT HAa KpacHOM (DOHE BBINVISIIUT HE OYEHb KOHTPACTHO.
Haiigure B okue Inspector B rpynmne «Text (Script)» cBoiicTBo «Color» 1, MENKHYB
Ha ero TEMHOM MpPSMOYTOJbHUKE, BHIOEpUTE OENbIil LIBET B MOSBUBIIEMCS ClieBa
OKHE C MajguTpoil. B pe3ynprare 1BET MOANKNCH KHOIIKUA CTAHET OEJIbIM.

Yrobsl no0uTHCS emé Oonbliero KoHTpacTa, OTKpouTe B rpymme «Text
(Script)» Bbmmagaromuii cnucok y coiictBa «Font Style» («Ctunp mpudray) u
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BbiOepuTe myHKT «Bold» («Ilomyxupnsiiin). B pesynbrare OykBbl Yy MOANUCH
KHOTIKH CTaHYT YTOJIIEHHBIMHU.

cctor
v (@ canvas Renderer
Cull Transparent Me:[_]

acHel i

| EventSystem . [GAral o
Font Stye
Font Size Normal
Line Spacing [#] Bold
Rich Text

Paragraph
Alignment Bold And ltalic

Italic

Align By Geometr
Horizontal OverfloWrap ]
Vertical Overflow

Best Fit -

Color | —
°
[

Material
Raycast Target

e
| Clear | | Collapse | Clear an Play | Errar Pause | Editor ~ | Default UL Material ™
> Shader | Ul/Default B2

Default UT Material *

B nononHeHue K cO31aHHON KpacHOM KHOIKE HaM MOTPeOyIOTCs emié 1Be —
3€JIEHOTO M CUHEro IBeTOB. J[00aBUTh M HACTPOUTH UX MOXXHO aHAJIOTUYHBIM
criocobom. OnHako B okHe Hierarchy onm Bce OymyT 0603HadeHBI Kak «Buttony.
YtoObl B JandbHEHIIEM HE IMyTaThCS B HUX, MBI OyJeM JaBaTh KaXJIOW KHOTIKE
yHUKallbHOE uMs. [lepenmenyem cTpoky «Button», cCOOTBETCTBYIOIIYIO KpPAaCHOM
kHomke, B «ButtonRed». Jlst aToro ménkauTe Ha 3T0M cTpoke B okHe Hierarchy.
Jlanee mepenMeHOBATh €€ MOKHO HECKOJILKHMH CTIOCOOaMMU:

— CJlleNaTh J1Ba OTJEIbHBIX 1IeJTYKA Ha BBIJICIICHHOW CTPOKE;

— Ha)kaTh TIOCJIC BBIJICIICHHS CTPOKHU KJiaBuiny F2;

— MENKHYTh HA CTPOKE MPAaBOM KHOMKOW MBIIIU W BBIOPATh B OTKPBIBIIEMCS
KOHTEKCTHOM MEHI0 KomaHay «Rename» («IlepernmeHOBaTHY);

— 3aliTu B OKHO Inspector u U3MEHHUTH B CAMOM MEPBOM (BEPXHEM) T0JI€ TEKCT
«Button» Ha «ButtonRed».

Ha moi B3I, HOCJ'IGI[HI/If/'I croco0 sABISETCS CaMbBIM YI[O6HBIM. OI[HEII(O

PEKOMEH/1YI0 TONpoOOBaTh BCe BapUAHThI IIeperMeHOBaHus. B pesynbrate cTpoka
«Button» B okHe Hierarchy nosyunt HoBOe Ha3zBaHue «ButtonRed».
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File Edit Assets GameObject Component Window Help

E u“m @ collab - | [ & | [ Account  ~ Layers = || Layout =

© Inspector

Lo lelala e o ] e 0
T Tog (Untagged ¢ Layer (1)

nnnnnnn

¥(@ canvas Renderer
Cull Transparent Me:[_]

Source Image
Color

Material
Raycast Target

[l console

¥ o ¥ Button (Script)
Clear | | Collapse | Clear on Play | Errer Pause | Editor = 0

Qo | Ao @0 || interactable

Transition

Hcnone3ys B MeHto Unity komanny «GameObject — Ul — Button», 1o6aBbte
emé aBe kHonku. OnHol naiite umsa «ButtonGreeny, npyroit «ButtonBluey.

V kHonku «ButtonGreen» n3menurte 3HadueHue coiicta «Pos X» Ha 310, a
3HaueHue cBoricTBa «Pos Y» — Ha 85. CBoticTBy «Color» KHOTIKH 3adaiiTe 3enEHBIN
uBet. Jlanee, ménkuyB cieBa B okHe Hierarchy Ha ctpoky «Text» »Toi KHOIKH,
3a/aiiTe cpaBa B okHe Inspector cBoMcTBY « Text» 3HaueHue «3eN€Hbli», CBONCTBY
«Color» — 6enprit 11BeT, or0 «Font Styley» — 3Hauenne «Boldy.

V xnonku «ButtonBlue» n3smenure 3Hauenue csoiictBa «Pos X» Ha 310, a
3HaueHue cBoiicTBa «Pos Y» — Ha 40. CoiicTBy «Color» KHOTIKM 3a1aiiTe CUHUN
uset. Jlanee, ménkuyB cieBa B okHe Hierarchy Ha ctpoky «Text» »Tol KHOIKH,
3aaiite crpaBa B okHe Inspector cBoiicTBy «Text» 3HaueHne «CHHHI», CBOWCTBY
«Color» — Oenblit 11BeT, nomo «Font Style» — 3nauenne «Boldy.

Hwxe npencraBiieH pe3ysibTaT BBIITOIHEHUS BCEX ONKMCAHHBIX HACTPOEK.
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File Edit Assets GameObject Component Window Help

E3EREAioiic] > 1 p G Collzb - L& I Account - I Lavers - D Lavout -

| Crass -| @A ) o l@lm- _________ Jams- &AL ISE o e EEan
v €} SampleScene* = Cull Transparent Me:[_]

. /Main Camera
|/ Directional Light
| Cube

¥ [ JCanvas
¥ | ButtonRed
| Text

¥ ButtonGreen

¥ | Text (Script) S
Text

Character

® Text ‘ Font o
¥ ButtonBlue Chrni Font Style [Bald 3]
[ Text T Font Size
(J Eventsysiem [Pp——
Rich Text I~
Paragraph

Alignment
Align By Geometr[ |
Horizontal Overflo Wrap ]
Vertical Overflow
Best Fit O
Color —
Material [

Raycast Target

[l console
Clear | | Collapse | Clear on Play | Errer Pause | Editor =

Default UL Material &,
~ Shader (Ulfbsfauk 7]

Default UT Material *

Teneps npucTynuM K MPOrpaMMUPOBAHUIO CO3JaHHBIX KHOIOK.
CHauana co31aJiuM CKpHUIIT, B KOTOPOM U OyJIeM MPOrpaMMHUpPOBATh.
B mento Unity BeiOepute komanay «Assets — Create — C# Script».

Folder
File Edit | Assets | GameObject Component Window Hel
[ C# Script
“’\ Create ’ S " @ Collab - | [ & | [Account -
= Hierarcl Show in Explorer Testi o ® Inspector
el o e I T - ——
v D sam, P Playables ,
[Ma D= Assembly Definition
\4Dir Fanesiz TextMeshPro v
Lcu Copy Path Alt+Ctrl+C
viJcal Scene
»>
»3 Open Scene Additive Prefab Variant
_’,_U Import New Asset... AT
(JEw Import Package s
Material
Export Package...
Lens Flare
Find References In Scene
) Rendler Texture
Select Dependencies
Lightmap Parameters
e CE Custom Render Texture
Reimport
Sprite Atlas
Reimport All Sprites .
Extract From Prefab Tile
Run AP| Updater... Animator Controller
Update UlElements Schema GIDEEET
clear | ca Animator Override Controller
Open C# Project Avatar Mask
Timeline
Physic Material
Physics Material 2D
GUI Skin
Custem Font
Legacy »
Brush

i T

Bumzy mnosiBuTcsi 3Hauyok ¢aitnma ckpunta. Co3gaHHBIN (dain ckpurrTa
HazoBuTe ChangeObjects (¢ aHTTTUHCKOTO MEPEBOAUTCS KaK «I3MEHUTHh 0OBEKTHI).
Xouy OTJeNbHO MOMYEPKHYTh, YTO 3TO UM HE SIBISIETCS Ha3BaHHEM KaKON-JIHOO
KOMaH/1bl — MbI BBIOpaJIM €r0 CaMu JJIsl Halllero CKPUITA.
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< Unity 2018.3.13f1 Personal - SampleSc ity - Ul - PC, Mac & Linux Standalone* <DX11> - " IEN
File Edit Assets GameObject Component Window Help

G colab -

= Hierarchy © Inspector
| creats ~| @A ChangeObjects Import Settin @ #
v &} SampleScene* # Open... | [ Execution Order...

| Main Camera
| Directional Light

|/ Cube Imported Object
¥ Canvas - o
» |/ ButtonRed Kphenuin B ChangeObjects @ .
» | ButtonGreen
»  ButtonBlue JenéHui
|| EventSystem Assembly Information

CHHHA Filename Assembly-CSharp.dll

using System.Collections;

using System.Collsctions.Generic;

using UnityEngine;

public class ChangeObjects : MoneBehaviour
// Start is called before the first frame

pdate
void Start()
{

}

/f Update is called ance per frame
void Update()

i Project
| creats -|
¥ /Faverites | Assets > 3
O all Material

©. All Models

@wl prefabs - C#

» Gl Packages

Asset Labels

o Assets/ChangeObiects.cs

3akoHYMB NIepeMMEHOBaHKE, MENKHUTE [[BA pa3a Ha 3Hauke Qaiiia cKkpunra
Wi Haxkmute knasumry «Entery. 3amycturcs penakrop Visual Studio (eciu Bapyr
OH y Bac HE YCTaHOBJEH, BbIOEpUTE B OTKPBIBIIEMCS CIHCKE JOCTYITHBIX
HpI/IJ'IO)KeHI/II/I nporpammy «brmokHOT» / «Notepad»).

u}

Unity 2018.3.13f1 Personal - SampleScene.unity - Ul - PC, Mac & Linux Standalone* <DX11> =

File Edit : GameObject Compenent Window Help

> 11 »] & collab - L& J Account -

= Hierarchy Scene ® Inspector
| Create -| @A Shadad ChangeObjects Import Settini @ %
v €} SampleScene* C#

[/ Main Camera

UDlr‘echcnel Light m Vlsual StUdIO : o

| Cube Imported Object
¥ Canvas .
- ChangeObjects @ %
» | ButtonRed Ultin ™

¥ ButtonGreen
» . ButtonBlue
\/EventSystem

Assembly Information
Filename Assembly-cSharp.dll

using System.Collsctions;

using System.Collections.Generic;

using UnityEngine;

public class ChangeObjects : MoneBehaviour
/f Start is called before the first frame

update
void Start()
{

}

/f Update is called once per frame
void Update()
{

& Project
| create -|
¥ | Favorites | Assets >
©. Al Material
©. Al Models
(1 All Prefabs

}
}

» G Packages

Asset Labels

= Assets/ChanaeObiects.cs

[Tocne oTkphITHS (aiina CKpUNTa, Bbl YBUAUTE €T0 COAEPKUMOE.
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Dﬂ Ul - Microsoft Visual Studio G1 ¥ | Buictpuii sanycx (Ctrl+Q) Pl e B x

GAAN  OPABKA BWJ  TMPOEKT CBOPKA OTAAAKA KOMAHAA CEPBMC TECT  APXWTEKTYPA  AHAM3  OKHO  CTIPABKA Bxog H
(@2 |9~ | b sanyec- -‘,,:; [] = 6ty Kapravoss | it | E: == A =

ChangeObjects.cs & X

*# ChangeObjects ~|®, Start)
Slusing System.Collections;
using System.Collections.Generic;
using UnityEngine;

b k]

Slpublic class ChangeObjects : MenoBehavieur
// start is called befere the first frame update

void start()

}
// Update is called once per frame

void Update()
{

}

100% -

[lo ymMomyaHuIO COIEPKUMOE HOBOI'O CKPHUITA BBIVISIAUT CICAYIOINM
obpazom:
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class ChangeObjects : MonoBehaviour

{
// Start is called before the first frame update
void Start()
{
}
// Update is called once per frame
void Update()
{
}

}

Ileppoe, dro Ham moOTpeOyeTcs caenaTbh, — 3TO CO3JaTh OTKPBITYIO

MEePEMEHHYI0, Yepe3 KOTOPYI0 MBI CMOXKEM YMpaBJISATh KyOOM Ha Hailed CIeHe.
Cpa3y nog4epKHY, 4TO NMEPEMEHHBIE B si3bIke C# MOXKHO YCJIOBHO pa3/iCiIuTh Ha JIBE
KaTeropuu: OTKphIThIe (public) u ckpeiThie (private).

[Ipenmnonoxxum, B MporpamMme Bbl pEeIIMIA 0ObSIBUTh YUCIIOBYIO IEPEMEHHYIO

public class ChangeObjects : MonoBehaviour

{

int 1 = 7;
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@DaKTUYECKH MPOrpaMMa CUYUTAET, YTO Bbl HAITUCAJIM CIEAYIOIIEE:
public class ChangeObjects : MonoBehaviour

{

private int i = 7;

DTO 03HAYaET, YTO BBl CO3/IAJIU CKPBITYIO (private) nepemenHyto, KOTopas
BUJIHA TOJIbKO BHYTpH Kiacca ChangeObjects . To ecTh TOJBKO ATOT Kilacc
SBJISICTCS] BIAJCNIbIIEM MEPEMEHHOW 1 M TOJBKO BHYTPH HEro OHAa MOXKET OBITh
U3MEHEHa.

Teneps mpeanonoxum, 4To BbI OOBSIBIIIHM MIEPEMEHHYIO 1 MO-ApyromMy:
public class ChangeObjects : MonoBehaviour

{
public int i = 7;

B sTOoM ciywae Bbl co3nmanu OTKpeITYIO (public) mepemeHHy0, KOTOpas
BHJIHA 3a npeaenamMu kinacca ChangeObjects u Moxet ObITh U3MeHeHa u3BHe. To
€CTh TeNeph JOCTYNOM K CUHTHIBAHUIO M 3aMUCH WH(GOpPMAIMU B MEPEMEHHYIO 1
obnanaet ar000H CTOPOHHUH KJace.

KitoueBbie cinoBa private um public HaszpBatoTcs Moau@uKaTopamu
nocryna. OHM TO3BOJISIIOT 337aBaTh pasHbIe IMpaBa JOCTyNa K pPa3IddyHbIM
AJIEMEHTaM KJjacca (He TOJIbKO K IEPEMEHHBIM, HO M K METOJIaM KJIacca).

[IpuBeny Harsanaslid npumep. [Ipeanonoxum, Bl pelnian CIpOeKTUPOBATh
aBToMoOunb. Pazymeercs, y aBromMoOussi OydeT IBHUrareiab U OyIyT 3JEMEHTHI
yIpaBJieHUs ITUM JBUTaTesieM (TeIalid ra3a u TopMo3a, kopoOka nepeaad). Ho Be
HE XOTUTE, YTOOBI B IIpoLiecce padOThI ABUTATEN ABTOMOOMIISI KTO-HUOY/Ib 3aJ1e3 B
HEro, MOCKOJIbKY YEJIOBEK B ATOM CJIy4ae MOJY4YuT TpaBMbl. [l03TOMY BBI mpsiueTe
JIBUTATEb BHYTPH KOpITyca aBTOMOOMIIS, a IOCTYII K IPsIMON paboTe ¢ IBUraTeieM
(Hampumep, IS €ro MOYMHKK) OyJeT UMETh TOJIBKO Balll 3aBOJ-U3rOTOBUTENb. T0
ecTh (haKTUYECKH BBl JEJaeTe JBUTaTeNb CKPBITHIM (private). B to ke Bpewms,
BJaJeJel] aBTOMOOWIS JOKEH HMETh BO3MOXKHOCTh YIPaBIsATh pPabOTOM
JIBUTATENS: 3aBOAUTh, MIYIIUTh, YBEJIMYUBATh WA CHUXKATh 000pOTHI. J{71s 3TOTO B
CaJIOHE IMPOEKTHUPYEMOIr0 aBTOMOOWJIS Bbl IMpEAyCMaTpUBAETE KU 3a’KUTaHMS
(11151 3amycKa U TIyLIEHUs IBUraTels), BBIBOJUTE phluar KOpOOKHU epesad, e1aiu
raza ¥ TopMo3a (4TOOBI HM3MEHATH CKOPOCTh OOOpPOTOB naBurarens). To ecTb
dakTruecku Bbl co3maéTe OTKpbIThie (public) snemenTsl yrmpaBieHusi paboToit
paccMaTpuBaeMOro HaMHM MexaHu3Ma. B pe3ynbTaTe HHMKTO IMOCTOPOHHUN HE
CMOXKET HANpsSAMYI0 BMEIIAThCS BO BHYTPEHHIOIO pabOTy aBTOMOOWJISA, OIHAKO
10001 YeIOBEK CMOKET YNPABIATh UM, MOJb3YSACh TEMU YCTPOMCTBAMU B CaJOHE
aBTOMOOUJISI, KOTOPBIE CIIELIMAIBHO AJI 3TOTO ObLIN CO3/1aHBbI.

AHanoruunyo padoTy Mo pa3rpaHUUEHHUIO TOCTYIIa MBI Ceifuac MpoIesIbIBaeM
IpY TIPOCKTUPOBAHKUK TIporpammbl Ha sizbike C#. [losTomy maBaiite pazdepémcs,
KaKoe OTHOIIEHUE CKa3aHHOE UMEET K TeME MOJIb30BaTeNbCKOT0 nHTepdeiica Unity.
[lepBoil cTpokoil B Kjacce HaIIero CKpumnrta o0bsSBUM private-nepeMeHHyro

cubel, yepe3 KOTOPYIO MbI OyJieM paboTaTh C HATUM KyOOM:
public class ChangeObjects : MonoBehaviour
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private GameObject cubel;

cubel — 310 mpuayMaHHOE HaMHM WM TepeMeHHOM (mudpa «1» B KOHIE
no0aBiieHa Ha ciiydaid, €CJIM Mbl 3aXOTHUM PaCUIMPUTh CIIEHY, J00aBUB Ha HeE el
KyOBI).

GameObject — wmacc wu3 mpoctpanctBa uMEH UnityEngine,
OTIMCHIBAIOIIMI B OOIIEM BHAE JIO00W WrpoBOW OOBEKT cCIeHBI (KyO, cdepy,
UUAJIAHIP U T.1.).

CoxpaHuM KOJ CKpUITa, HA)KaB BBEPXY 3HAYOK KBAJPATHONW CHHEU TUCKETHI
WM BeIOpaB B MeHIO komauay «®aitn — Coxpanutb ChangeObjects.cs» («File —
Save ChangeObjects.cs» B aunrimiickot Bepcun Visual Studio). Takke s
COXpaHEHUS MOXHO MCIOJIb30BaTh KoMOuHaruio kinaBuin CTRLAS.

He 3akpsiBas okHO penmaktopa Visual Studio, mepeiiaute oOpaTHO B OKHO
Unity.

Teneps ocTanock CBA3aTh CO3JaHHBIA HAMH CKPUIIT C OOBEKTOM CIICHBI.

[TockonmpKy y Hac Ha CIIEHE MMEETCS TOJNBbKO KyO, BBIOOp, Kazanoch Obl,
OYEBHU/ICH.

OpHako B ManmpbHEHINIEM HaIla CIleHA TOMOJHUTCS HOBBIMH OOBEKTAMHU H
BCEMH UMHU MBI OyJIeM YIIpaBJIsATh M3 HAIIero ckpumnra. K ToMy e, HeT TapaHTuH,
YTO, MPUBS3aB CKPUINT K OJHOMY M3 OOBEKTOB, MBI B TAJIbHEUIIIEM HE YAAIUM 3TOT
00BEKT B IIPOIIECCE PEAAKTUPOBAHUS CIICHBI.

[To3TOMy MBI IOCTYIIHM TO-IPYTOMY — CBSDKEM CKPHUINT C ITyCTBIM UTPOBBIM
00BEKTOM.

Bri6epute B meHto Unity komanay «GameObject — Create Empty».

File Edit Assets | GameObject | Component Window Help
| Create Empry CurleShifee N |
Create Empty Child AltShiftsN

= Hierarchy
Craste -| (AT 3D Object
v €} sampleScen 2D Object
/Main Came
| Directional
| Cube Light
¥ Canvas Audio
> /ButtonRe
» . /ButtonG Video
» _ ButtonBl ul
| EventSyste

© Inspector

Effects

Center On Children

Make Parent

Clear Parent

Set as first sibling Ctrle=
Set as last sibling Ctrls-
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected

o Project JCIER Toggle Active State Alt+Shift+ A
| creste -/
¥ /Favori tes | Assets >

©1 Al Material

©Lall Models —_—

(© Al Prefabs - c#

& Scenes Scenes ChangeObj

» [ Packages

—
I —
B okne Hierarchy nosiButcs crpoka «GameObjecty, yka3piBaroiias, 4To Halla
CIIEHA MOTIOIHUIIACH ITyCTHIM UTPOBBIM OOBEKTOM.
Tenepp HaxMuTe Ha 3Ty CTpoky u nepersHute ckpunt ChangeObjects
BIIPaBO B OKHO Inspector, 4ToOBI CBSA3aTh CKPUNT C MyCThIM 00BekTOM. CripaBa B

99



okHe Inspector mosiButcst cTpoka ¢ Haanucbio «Change Objects (Script)».

Assets  GameObject Component Window Help

|y} o [GameObject [ Static ~
-

Tag [ Untagged | Layer [Default ¢
¥ .~ Transform SR
Cocube Postion X [408.5%] v [17785F 2 [s.875 |
¥ Canvas =y Rotation X ¥ zo
& G scale  x[1 vl Jzli ]
» | /ButtonGreen IR -

¥ = ¥ Change Objects (Script) Ee

» . ButtonBlue
: Seript - ChangeObjects | @

EventSystem

v €} SampleScene*

\/Main Camera

| Directional Light

Cinuia
™ —— I
|

Add Component ]

& Project | B
| create -

¥ i /Favorites | Assets >
©\ Al Material
©1 Al Models

©\ all Prefabs

eeeee

» G Packages

Kax Buaute, y 100aBIEHHOTO KOMIIOHEHTA €CTh TOJBKO HEJAOCTYIHOE IS
penakTupoBaHus moiie «Script», B kotopoM ykazaHo «ChangeObjectsy.
Tenepr BepréMcs B pemaktop Visual Studio m uW3MEHUM JOCTYIMHOCTH
nepemMeHHoi cubel ¢ private na public:
public class ChangeObjects : MonoBehaviour

{
public GameObject cubel;

Coxpanute ko, HaxxaB komOumHaruio kimaBuimn CTRL+S, m mepeiimure
obpatHo B okHO Unity.

Boimenu B okHe Hierarchy crpoky «GameObjecty, mocmoTpute, dTO
M3MEHUJIOCH B OKHE Inspector (BO3MOXXHO, TPUAETCS OA0KAATH 5-10 cekyH1, ToKa
Unity 0OHOBUT COCTOSIHHE CKpPHIITA).

BbI 00HapyX)uUTE, 4TO Y MyCTOTO 00BEKTA MOSIBUIIOCH HOBOE MOJIE C MO ITHCHIO
«Cube 1», B koTopom ykazano 3HaueHue «None (Game Object)» («OtcyTcTBYyeT
(UTPOBOIT OOBEKT)»).

OT0 moJie JOMyCKaeTCsl peakTUpOBaTh, U cpena Unity OKKIaeT, KOTJa MBI
YKaXeM OOBEKT CIICHBI, C KOTOPBIM XOTHM CBsI3aTh MEepeMeHHyI0 cubel Hamiero
CKpHIITA.
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GameObject Component Window Help

EIEIEANEEE] > [ [ @ Collab - | [ & | [Account_~

Scene ® Inspector

B ——1 13 1 T — e Ty
mpleScene* = -

Tag [Untagaed &) Layer [Defaule ¢

¥ .~ Transform @ = =
Fostion 40354t v 177858

o Ivlo Jzlo ]

Rotation X
o ron I

v .« ¥ Change Objects (Script) R

_/Main Camera
I Directional Light

» | ButtonGreen

» | ButtonBlue
r tem P Seript - Changeobjects | ©
EN ) S — ——___}\ Cube 1 'None (Game Object)|

[ Add Component ]

& Project | ]
| create 7|

¥ i 7Favorites | Assets >
©1 Al Material
©1 all Models
©L All Prefabs

» Gl Packages

[lepersinute B 310 MoJie cTpoKy «Cube» u3 okna Hierarchy. B pesynbrare
OTKpBbITas TepeMeHHas cubel okaxeTcs CBS3aHHOM C KyOOM, KOTOPBIH
PaCIIOJIOKEH Ha CIIEHE.

it Assets GameObject Component Window Help

BN T N P

Scene
Shaded

| @Al D)
mplescene* =
_/Main Camera

& [GamethsE ] U statio ~
s
Tag [ Untagged +] Layer [ Default +

_ Directional Light ¥ .~ Transform E
Position X 409.54% v 177.95%

¥ Canvas acuan Rotation  x[0___|v[o 1zlo
» . ButtonRed Scale x[1 Jv[T ]z ]

» | ButtonGreen
N v « W change oObjects (Script) ol &

» | ButtonBlue
r Seript - ChangeObjects | ©
| Cube1 e

Add Component ]

¥ /Favori tes
©\ all material
©L All Models
@\ All Prefabs

& Scenes

» G Packages

——

______________________________________________________
Teneps Beimenute ctpoky «ButtonRed» B oxne Hierarchy u cpaBa B oxHe

Inspector B rpymme «Button (Script)» wHaiinute noje «On Click ( )», B koTopoM
HarcaHo «List is Empty» («Crnucok myct»).

B 310 mone mpl go6GaBuM MeToj (MOANPOTpaMMy), KOTOpbIM Oyner
BBI3BIBATHCS TP LIEIYKE HA KPAaCHOM KHOIKE. TO €CTh B MOMEHT IETYKa KHOMKHU
npou3oiiéT crangaptHoe coobitrue «OnClick» (4TO MEpeBOaUTCS ¢ aHTIHICKOTO
kak «[Ipu miemuke») U Npou30MIET BHI30B CBA3AHHOW C COOBITHEM MPOTPAMMBI, B
KaueCcTBE KOTOPOU OyJeT BBHICTyNaTh HATMCAHHBIN HAMU METOJ. MBI Ha30BEM 3TOT
meto] «PaintToRed» («ITokpacuth B KpacHBIN»).
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Ho mpex e uem co3aaTh MeTO, MIETKHUTE HA KHOTIKE «+» BHU3Y criucka «On
Click ( )». B criucke nosiBUTCS HOBBIM OJIOK, MO3BOJIAIONIMI 33aaTh U HACTPOUTD
00pabOTYMK COOBITHS.

Fi Assets  GameObject Component Window Help

@ Inspector

Material None (Material) o

Raycast Target 4

Image Type

Fill Center I~
¥ o [ Button (Script)

v €} SampleScene*
\/Main Camera
./ Directional Light
__Cube

[wiEES

Interactable 4
Transition Colar Tint 4
ue Target Graphic | ®;ButtonRed (Ima ©
.. EventSystem Normal Color x
| GameObject Highlighted Colar Vi
Pressed Color Fd
Disabled Color 2
Color Multiplier O 1 |
Fade Duration

On Click ()
Runtim 4

& Project | B
| create -

¥ /Favorites | Assets >

©\ Al Material

All Models

©\ all Prefabs

Default UT Material 2,
UI/Default

> Shader
ButtonRed *

» G Packages

Takux OJOKOB MOXHO J100aBUTH CKOJIBKO YIOJHO M BCE yKa3aHHbIE B HUX
IPOrpaMMBI-00pabOTYNKK  OyayT BBI3BIBATECA TMPU HACTYIJICHHH COOBITHS,
YKa3aHHOTO B 3arojloBKe crucka (s kHomkd 3To coObiTne «OnClick» — «Ilpm
menyke»). Ham pmoctatouyHo ogHoro o0paboTdmka, MOITOMY MPHUCTYNHUM K
HACTpOiiKe 100aBIEHHOTO OJI0Ka.

[Ipexne Bcero Tpedyercst ykazaTb 0OBEKT, K KOTOPOMY IPHUBS3aH CKPUIT C
HY>KHOM HaM mporpamMmoi (Kak Bbl MOMHHUTE, HAIll CKPUNT MBI MPHUBSI3BIBAIA K
nyctoMy 00bekTy ¢ uMeneMm «GameObject»). Ceituac mosie nmpuBsI3KH 00BEKTa B
65oke coOwiTHs conepxkuT Haamuch «None (Object)» («OTcyTcTBYeT (OOBEKT)»).
[Hotstnute ctpoky «GameObject» u3 okna Hierarchy B 310 mone. Oka3aBuiuch Haz
1oJIeM, KypCcOp MBI H3MEHUTCS — Yy HEro MosBHUTCA 3HA4OK «+». Temeppb
OTIYCTUTE TMEpPEeTATUBaeMyI0 CTpOKy. B mone mnosBUTCS HOBas HaJIUCh:
«GameObject». [Ipu 3TOM cTaHeT AOCTYNEH sl K3MEHEHUS! BBINAJAI0OUINI CITUCOK
¢ Haanuchio «No Function» («OtcyTcTBYeT (QyHKIUSA» ), PACTIOTIOKEHHBIN PSIOM C
TIOJIEM.

Ecnu packpbITh 3TOT CHOUCOK, TO B HEM BBl YBHIWUTE TPYyNIbl (TIOJMEHIO)
«GameObject», «Transform» u «ChangeObjects». Kaxknas rpyrmma cooTBETCTByeT
KJIACCY, CBI3AHHOMY C OOBEKTOM.
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< Unity 2018.3.13f1 Personal - SampleSc ity - Ul - PC, Mac & Linux Standalone* <DX11> - " IEN
File Edit Assets GameObject Component Window Help

O EXEIEAIN]
= Hierarchy ° LpspEEtay
| Create -| (AT - Material o
v €} SampleScene* Raycast Target 7
'/ Main Camera Image Type
UEIJ::MMI Light Fill Center 4

¥ o [ Button (Script)
Interactable

|

Colar Tint &

Transition
Target Graphic % ButtonRed (Ima
Normal Color

|| Eventsystem
|| GameObject

Pressed Color
Disabled Color
Color Multiplier O 1

o
v
Highlightsd Color &
4
i

Fade Duration

Navigation

on Click ()

& Project [} _Ga No Function

| create 7|
¥ i /Favorites | Assets » GameObject
All Material Defaul Transform

All Model
%AH Pr.ef::s > Shader ChangeObjects

eeeee
» G Packages

Krnacc «GameObject» coaepkut onrcaHre CBOMCTB U METOAOB, OOLIUX IS
BceX 00BEKTOB clieHbl. Eciii BBl MOMHUTE, paHee 00BSIBICHHON ITepeMeHHON cubel
MBI Kak pa3 3againu Tun GameObject , mockoyibky KyO TOXKE SIBISIETCS UTPOBBIM
00BEKTOM U OTTUCBHIBACTCS ATHM KJIACCOM.

Knacc «Transform» yxe 3nakom Ham. OH COAEPKHUT ONKCAHUE CBOMCTB U
METO/IOB, HEOOXOAWMBIX I W3MEHEHHUs (TpaHCPOpMHUpPOBAHHUSA) OOBEKTa —
MIepeMEICHHS, MACIITAOUPOBAHMS, ITIOBOPOTA U T.J.

Kmacc «ChangeObjects» — 3T0 Kiacc, ONMHMCAHHBIA B CO3JaHHOM HAMH
ckpurnite. B Hero Mbl W nmobaBUM ceiidac MeTon, 0O0padaThIBAIOIMINN COOBITHE
HaXKaTHUsI KHOTIKH.

Ecnu mocMmoTpeTs cocTaB MyHKTOB B KaKOM-JTHMOO M3 TPEX MOIMEHIO, BBI
YBUJUTE B IEPBBIX CTPOUYKAX CITUCOK COJIEPIKAIIUXCS B KJIACCE MEPEMEHHBIX (Y HUX
yKa3aH THM, HarpuMep, int , bool , string, TransformuT.m.), a Aanee — CUCcoK
OTIMCAHHBIX B KJIACCE€ METOAOB (OHM MMEIOT CKOOKH TMOCJI€ Ha3BaHMs, B KOTOPHIX
yKa3aH JOMyCTUMBIA THUII MapaMeTpa, BIUAIONIETO Ha pe3yiabTaT paboThl TAHHOTO
METO/a).

[TepeMeHHBIE W METOJBI, KOTOPHIC BHUIHBI B JIFOOOM ITOIMEHIO, SBJISIOTCS
OTKPBITBIMHU, TO €CTh OHHM OIMCaHbI C HMCIOJIb30BAHMEM MOIU(HUKATOpa AOCTyIa
public . Kpome HUX, B yKa3aHHBIX KJlacCaX, CKOpPEE BCEro, TaKXkKe COepKaTcs
CKPBITBIC TTIEPEMEHHBIC W METOJIbI, ONTMCAHHBIC C UCIIOIB30BaHUEM MOJU(pHKaTOpa
noctyna private (uwim oHu BooOuie omucaHbl 0e3 yka3zaHus MOAU(HUKaTopa
JIOCTYTIA, YTO TAKXKE CIIETACT UX CKPBITBIMH). CKpPBIThIE IEPEMEHHBIC U METObI HE
0TOOpaxaroTcsi B MOJMEHIO, MMOCKOJIbKY OHHU IpeIHa3HaueHbl AJisi oOecreyeHus
BHYTpeHHEH paboThl Ki1acca, a He U1 IPSIMOT0 BbI30Ba MO YKEJIaHUIO MOJIb30BaTEs.

Teneps Bepautech B penakrop Visual Studio u 100aBbTe OTKPBITHIA METO
«PaintToRed» (Hanpumep, cpazy nocie ctanaapTHoro metoqa «Update»):

void Update()
{
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}

public void PaintToRed()
{

}

cubel.GetComponent<Renderer>().material.color = Color.red;

Tun void os3nHawaer, 4yTo Ham MeTOJ HE OyAeT BBIJABaTh KaKOE-JIMOO
3Ha4YCHHE TOCJIE 3aBepUICHHs CBOeH paboThl, a MoaudukaTop moctymna public —
4yTO MeTOJ OyAeT BUJieH U3BHE (Hampumep, B cpene Unity).

B co3paHHOM Hamu METOJE COAEPKUTCA BCETO OJHA CTPOKa. B 3TO# cTpOoke
y 00BEeKTa, Ha KOTOPBI CChUIAETCS IepeMEHHas cubel , Mbl IpU NOMOIIY KOMAH/IbI
GetComponent mnonyuyaeM KOMIOHEHT Kiacca Renderer , oTBedaroluid 3a
npexacrabieHue (opopmiieHrne) oObEKTa Ha CleHe. B yacTHOCTH, B 3TOM Kiacce
OOBsIBJICHa COCTaBHasg TmiepeMeHHas mMmaterial, mo3Bomsiomas HACTPOUTH
XapaKTepUCTUKN MaTepuana oObekTa. OJHON U3 TaKUX XapaKTEPUCTHK SIBIISETCS
CBOMCTBO color. OToMy CBOWCTBY Mbl U IpUcCBauBaeM 3HaueHue Color.red .
Color —aT0 cTpyKTYypa U3 mpoctpancTBa uMéH UnityEngine (moaxmodueHHOTO B
caMOM Hayajle Halllero CKpUITa KoMaHAou using). /laHHas CTpyKTypa COAEpKUT
CIIMCOK Ha3BaHUM 0a30BBIX IBETOB. MbI BHIOpadu KpPacHBIA LIBET, YKa3aB IOCIE
TOYKM Ha3zBaHWE red (eciu XOTUTE YBHMJIETh BECh CIHMCOK JOCTYIIHBIX IIBETOB,
YCTAaHOBUTE KypcOp cCpa3y IMOCIAE TOYKHM M HAKMHUTE KOMOMHAIIMIO KJIABHILI
CTRL+IIpoGen).

Baxnoe 3ameuanue. OOpaimaiiTe BHUMaHUE Ha 3arJIaBHbIE M CTPOYHbBIC
OYKBBI, IOCKOJIbKY B si3bIK€ C# YyUUTBIBAETCS PETUCTP CUMBOJIOB. TO €CTh €Ciu BbI
Harmmute Color.Red , Takas 3ammch AacT OomUOKY B KOJIE, TOCKOJIBKY KPACHOMY
LIBETY COOTBETCTBYET Ha3BaHUE red , HauMHaloIeecs co CTPOUHON OYKBbI. UTOObI
y3HaTh, KaK MPaBUJIBHO MMILETCS HA3BaHWE KOMAHJbl WIM IEPEMEHHOM, MOYKHO
BOCIIOJIb30BaThCSl  BBINAQJAIOIIMM  CIIMCKOM, OTKPBIBAIOUIMMCS KOMOMHaluen
kiaBuil CTRL+TIpo6en. Takxe opueHTHpYHTECh HA TPUBOAUMBIA MHOU KOJI — OH
POBEPEH B pabOTE U HE COJIEPKUT OLIUOOK.

Coxpanute HU3MEHEHHBIM KOJ, HaxkaB kKoMmOuHaruio kinaBuiml CTRLAS, u
nepeiiaure oopatHo B okHO Unity.

Teneps, ecnu 3aiitu B cnucok «On Click ( )» sneMmeHTa ymnpaBieHUs
«ButtonRed» u packpbITh B CO3JaHHOM HamMH OJIOKE CIUCOK (DYHKIIMI, Bbl YBUAUTE
B noaMeHio «ChangeObjects» myHkT ¢ HazBanueM «PaintToRed ( )». DToT myHKT
COOTBETCTBYET CO3/IaHHOMY HAaMU OTKPBITOMY METOJY (IIyCThle CKOOKH O3HA4YaroT,
YTO HAalll METOJ HE HCHOJb3yeT HapaMeTpbl B cBoed paborte). Eciu myHKT He
nosiBUIICA cpasy, nogoxaute 5-10 cexynn, moka Unity OOHOBUT CIIMCOK AOCTYITHBIX
NEPEMEHHBIX U METOJO0B. B kpailiHeM ciiyyae, MOXKHO yIajJUTh CO3JaHHBIN OJIOK,
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mENKHYB Ha KHOTIKE «—» BHH3Y crrcka «On Click ( )», a 3aTemM 3aHOBO 100aBUTH U
HACTPOMTH €ro, KaKk ObLIIO OMUCAHO pPaHee.

@ Inspector
Material None (Material) | @ o
Raycast Target ™ |
tmage Type
v

Fill Center

¥ o M Button (Script) E
=)

® ButtonRed . 7 -
¥ | ButtonGreen 5T Transi ition Color Tint i
> ButtonBlue - Target Graphic  "wButtonRed (Ima ©
|| EventSystem Chwn . Marmal Calgr v
.| GameObject T T T S T + bool enabled o

string name
bool runinEditMode

string tag
bool useGUILayout
BroadcastMessage (string)
Cancellnvoke (string)
Cancellnvoke )
PaintToRed 0

&1 Project | O SendMessage (string)
| create -

¥ /Favorites | Assets >
©\ Al Material StopAllCoroutines () Transform

All Models
©\ all Prefabs

= Assets
enes

No Function

Jpwards (string) GameObject

StopCoroutine (string)

Bazknoe 3ameuanne. Ecnu Bbl ykazanu metof (Hampumep, «PaintToRed»),
cpabaThIBAOIINIA TT0 COOBITHIO DJIEMEHTA YIPABIICHUS, a 3aTEM TTOMEHSIN B KOC
Ha3BaHUE WJIU CIIMCOK TMapaMeTPOB 3TOTO METo/Ia (HapuMep, IEPEHMEHOBAIH €T0
B «ClickToRed»), To cchulka Ha MaHHBIH METOJ WCYE3HET IOCIE COXPaHCHHS
u3MeHeHnd. BmecTo ero Ha3BaHUS B CIHCKE TMOSBUTCS HAAMUCh: <Missing
ChangeObjects.PaintToRed> (aro MEePEBOTUTCS KaK «YTepsH
ChangeObjects.PaintToRed»). B aTom ciiydae cienyeT cHOBa 3aliTH B TTOJIMEHIO CO
CIIUCKOM TEPEMEHHBIX U METOJIOB M BHIOpATh MyHKT C OOHOBIEHHBIM Ha3BaHUEM
MeToaa (WM MPOCTO YAAIUTh 010K 00pabOTKU COOBITHS, a 3aTEM 3aHOBO CO3/aTh
€ro U HACTPOUTH).

Teneps 3aIyCTUTE POEKT B UTPOBOM PEXKUME, HAKAB B CAMOM BEPXY KHOIKY
«Play» co 3HaukOM 4EPHOTO TPEYTOJIbHUKA, YKa3bIBaOIIEero BipaBo. [lonpolyiiTe
HIENKHYTh HAa CO3/IaHHON HAaMU KpacHOUM KHomKke. B pesynbpTaTe Oenblit KyO B Kajpe
OKpAacCHUTCs B KPACHBIN LIBET.
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File Edit Assets GameObject Component Window Help

KpacHbii

3enénbin

Haxwmure kHonky «Play», 4T00pI OCTAHOBUTH MPOUTPHIBAHUE CLICHBI.

Ecin ky06 cinumkom Menkui, mompoOyiite B okHe Inspector nM3MeHMTH
3HaueHue cpoiictBa «Pos Z» ¢ 0 Ha -5 (wnm gpyroe oTpuLaTeIbHOE YUCIIO0, OJIM3KO0E
K 3TomMy). Ky0 mepemecturcss B HampaBiieHUM, OOpaTHOM HaIPABIICHUIO CTPEIKU
CUHEHN 0CH KOOPAMHAT (TO €CTh 110 HAIIPABJIECHUIO K M0JIb30BATENO, IOCKOJBKY IPU
CO3/IaHUM MPOEKTa KaMepa CMOTPUT Ha KyO B HaIlpaBJIEHUH, YKa3bIBAEMOM CHHEU
OCBI0).

File Edit Assets GameObject Component Window Help

- NGRS RS

KpacHbin

3enénbin

Takum o00pa3oM, HakaTHE KpPaCHOM KHONKM IOJB30BATENEM MPUBEIIO K
BO3HUKHOBeHHUIO coObiTus «OnClick». B kauectBe oOpaboTunka COOBITHS
«OnClick» namu 6b11 ykazan meron «PaintToRed» u3 kmacca «ChangeObjectsy,
OMHMCAHHOTO B OJAHOMMEHHOM ckpunre. CaM CKpPHUNT C KJIACCOM IEpEea 3THUM MBI
npuBs3ain K myctoMy o0bekTy «GameObject», cChUIKY Ha KOTOPBIM yKa3aiu B
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O510Ke 00pabOTKH COOBITHS (YTO MO3BOJMIIO 3aTeM BhIOpaTh MeTo «PaintToRed» B
KadyecTBe 00padoOTUMKA).

Ecnu emé 6omnee npocto chopMyaupoBaTh NPUHIUI HACTPOMKH HJIEMEHTOB
noJyib30Barenbckoro uHTepdeiica B Unity, TO OH 3aKiio4aeTcs B TOM, YTOOBI
OponucaTh B CKPUOTE YIPABIAIONIYI0 IpPOrpaMMy (METOA) U CBsI3aTh €ro C
coOpiTeM 3ieMeHTa ynpasieHus. OpHaxo Unity He MO3BOJISIET HANPSAMYIO
IpUBS3aTh CKPUNT K coObITHIO. [103TOMY ClieyeT ncnoib30BaTh OOBEKT CLICHHI B
KayecTBE TMocpeAHrka (MBI B KauecTBE IOCPEIHUKA  HCIIOJIb30BAIU
HeoToOpakaeMblil mycToi 00beKT «GameObject», YTOOBI CllydaliHO HE YAATUTh €ro
IIPU PEIAKTUPOBAHUH PabOYEro MPOCTPAHCTBA CILICHBI).

Taxum 00pa3om, CKpUNT MBI IPUBSI3ATH K O0BEKTY, a OOBEKT MPUBSI3ATH K
coOpITHIO0. W TONBKO TOCIHE 3TOr0 y Hac MOSBUJIACh BO3MOXHOCTH BHIOpATh IS
COOBITHSI METO-00Pa0OTYMK U3 HAIIETO CKPHUIITA.

ITpu aTOM HE cnenyeT 3a0bIBaTh, YTO, €CJIM Bbl XOTUTE IIPU ITOMOLIN CKPHUIITA
YIPaBIATh 0OBEKTAMH CLEHBI, CIIEYET OObSIBUThH B KJIACCE COOTBETCTBYIOLIUE UM
public-nepemennsie, umerone Tun GameObject (Tak Mbl MOCTYNUIM, CO3/1aB
nepeMeHHyo cubel nns ynpapieHus KyOOM Ha CLEHE). 3aJaTh B IEPEMEHHYIO
CCBUIKY Ha OOBEKT CLIEHBI MOKHO, IEPETSIHYB €r0 B 0JI€, MOSBUBIIEECS Y 00BEKTA,
C KOTOPBIM CBSI3aH CKPHUIIT (MBI NIepeTsaHynu KyO B nosie «Cube 1», nosiBuBLIeecs y
nyctoro oosekta «GameObject» nmocie 00bABICHUS OTKPBITOM NepeMeHHoi cubel
Y COXpaHEHUS CBA3aHHOTO C HUM CKPHUIITA).

Wrak, kpacHast KHOTIKa paboTaerT.
Ho y nac nmoka emé ocraimch HE3a1€MICTBOBAHHBIMU JBE APYTrU€ KHOIKHU —
3enéHas u cunss. [lepelinure B penaktop Visual Studio u no6aBbTe mocne MeToa

«PaintToRed» emé nBa oTkpeIThix MeTOa: «PaintToGreen» u «PaintToBluey:
public void PaintToRed()

{

cubel.GetComponent<Renderer>().material.color = Color.red;
}
public void PaintToGreen()
{

cubel.GetComponent<Renderer>().material.color = Color.green;
}
public void PaintToBlue()
{

cubel.GetComponent<Renderer>().material.color = Color.blue;
}
}

Coxpanute koj, HaxxaB komOuHaruio kimaBuimn CTRL+S, u mepeiigure
obpatHo B Unity.
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Teneps ocTaNOCh BHITIOIHUTD ICUCTBUS, aHATIOTUYHBIE TEM, UTO MBI JIeJIaJIH C
kHonkoi «ButtonRed». Boigenure ctpoky «ButtonGreen» B okHe Hierarchy u
crpaBa B okHe Inspector B rpynmne «Button (Script)» BHM3y mycToro crucka «On
Click ( )» ménkauTe Ha KHOMKE «+». B criucke mosiBUTCSI HOBBIM OJIOK JIJIs 3a/TaHUS
00paboTynKa COOBITHS.

[lepersinute crpoky «GameObject» u3 okna Hierarchy B mone Gioka, rae
Hanucano «None (Object)», u ornycrture. B mosne mosiBUTCS HOBas HaAMKCH:
«GameObjecty.

[Ipu 5TOM cTaHET MOCTYNEH JUisi W3MEHEHWs BBIAMAIONINN CIHCOK C
Haanuckio «No Functiony, pacriosioxKeHHBIN PSAAOM C TTOJIEM.

Packpoiite Brimagaromuii crincok u B noameno «ChangeObjects» BeiOepuTe
nyHKT ¢ Ha3BaHueM «PaintToGreen ( )».

File Edit Assets GameObject Component Window Help

OEAS = [E @ Collab - | [ & ] [Account_~
E Scene ® Inspector
o -| (@Al ) ||| shadsd Disabled Color [ _____]#

v <} SampleScene* = Color Multiplier (e
Gkl St Fade Duration

| Directional Light
cube Navigation

¥ Canvas Visualize
» [

on Click ()

> ButtonBlue
| EventSystem P ———
| GameObject Comutia No Function

GameObject

Transform

»
ChangeObjects »

bool enabled

string name
bool runinEditMode

string tag

bool useGUILayout
BroadcastMessage (string)

Cancellnvoke (string)
| craste -
F

v Favori tes Cancelinvoke )
%AH Material PaintToBlue () Fram Shader ¢ 3000
All Models v | PaintToGreen ()
T labal Hluminatio |
PaintToRed 0 —
SendMessage (string)

& Scenes

» & Packages SendMessageUpwards (string)

StopAllCoroutines ()
StopCoroutine (string)

3anycTuTe IPOEKT B UTPOBOM PEKMME, HaxaB KHOTIKY «Play», u monpoOyiite
MIENKHYTh Ha 3€J1€HOIN KHomKe. B pe3ynbTate Ky0 B KaJape OKpacUTCs B 3€IEHBIN
nBeT. CHOBa HaXXMUTE KHOIIKY «Play», 4ToObI OCTaHOBUTBH MTPOUTPHIBAHUE CLIEHBI.
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File Edit Assets GameObject Component Window Help

KpacHbii

3enénbin

CuHni

Jlaniee HaCTPOUM CHHIOIO KHOTIKY.

Brigenute crpoky «ButtonBlue» B okne Hierarchy u cipasa B okne Inspector
B rpymnme «Button (Script)» BHU3y myctoro cnucka «On Click ( )» ménkuure Ha
KHOTIKE «+». B criicke mossBUTCSI HOBBIN OJIOK 1S 3a1aHWi 00paboTYnKa COOBITHA.

[lepersiaute ctpoky «GameObject» u3 okna Hierarchy B mome 6moka, e
Harmmcano «None (Object)», u oTmyctute. B mone moSIBUTCS HOBas HaAIMKCH:
«GameObjecty.

[Ipu 3TOM cTaHET MOCTYINECH JUIsl W3MEHEHHWS BBITIAJAIONINN CIHCOK C
Haanuckio «No Functiony, pactiofio)KeHHBIN PSAAOM C TTOJIEM.

Packpotiite Boimagatonuii cucok u B mogMento «ChangeObjectsy BeiOepuTe
nyHKT ¢ Ha3BaHueM «PaintToBlue ( )».

@ Inspector
Disabled Color [ 1% +
= Color Multiplier (e
’’’’ Fade Duration
Navigation
» | ButtorRed
» | ButtonGreen ' On Click () |
¥ ButtonBlue 3 | Runtims 0+ | ChangeObjects.PaintToBluss |
|| GameObject = Game| O Mo Function
GameObject »
Defaul Transform 3
bool enabled | ChongeObjects |
string name 7
bool runinEditMode ison 8
string tag
bool useGUILayout :k

BroadcastMessage (string) o

& Project | ]
| create -
¥ /Favorites | Assets >

Cancellnvoke (string)
Cancellnvoke ()

€1 All Material [¥] PaintToBlue 0 |[Fram shager—+J3000
%:;: Models i PaintToGreen () lobal Tiluminatio ]
C# PaintToRed ()
SendMessage (string)
>ﬁ?si“:; Seenes S SendMessagellpwards (string)

StopAliCeroutines ()
StopCoroutine (string)

109



3anycTuTe IpOeKT B UTPOBOM pexUMeE, HaxKkaB KHOIIKY «Play», n monpoOyiite
IENIKHYTh Ha CUHEW KHoTKe. B pe3ynbrare Ky0 B KaJipe OKpaCUTCSI B CUHUI 1IBET.

X

File Edit Assets GameObject Component Window Help

KpacHeii

3enénuin

CHoBa HaxxmMuTe KHOTIKY «Play», 9T00b OCTaHOBUTH MPOUTPHIBAHUE CIICHBI.

Otnuuno! Bee Tpu kHONKM padoTatoT!

C ©x TOMOIIBI0 BB CMOXKETE H3MEHATH IBET Kyba Ha 000 U3
MpECTaBICHHBIX.

Takke BBl MOXKETE IOTOJHUTH IIOJIb30BATEIBCKUN HWHTEpdEnc Balero
MPUJIOKEHUSI KHOTIKAMHU C JIPYTUMU IIBETAMMU.

WNnu momeHsTh IBET B METOJAaX YK€ M0OABJICHHBIX KHOIOK (HE 3a0bIBaiiTe
TOJIbKO MEHSITh MOJITUCH U 1IBETa KHOIIOK, YTOOBI HE 3aITyTaThCs B CICTIAHHBIX BaMU
U3MEHCHHMSIX ).

Teneps mompoOyeM TpH MOMOIIX CO3JAHHOTO HaMH IOJIH30BATEILCKOTO
uHTep(delica ynpasisTh HE OJTHAM, a YKE IBYMSI OOBEKTaMU CIICHBI.

J1J1st 3TOTO B JOTOTHEHHUE K KyOy 100aBUM Ha CIieHY chepy.

Bri6epute B meHto Unity komanay «GameObject — 3D Object — Spherey.
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File Edit Assets | GameObject | Component Window Help

Create Empty Crl+Shift+N @ collab - | [ & | [ Account -
Create Empty Child Alt+Shift-N © Inspector
Cube

Sphere

Capsule

= Hierarchy
| Creave <| @A _| 3D Object
v & sampleScen 2D Object
__/Main Came
I Directional
|/ Cubel Light
¥ Canvas Audio
> ButtonRe
» . /ButtonG Video
» _ ButtonBl ul
| |Eventsyste
.../ GameObjec Comers Ragdoll...
Center On Children

Effects
Cylinder

TextMeshPro - Text
nnnnn
Terrain
Make Parent

Tree

Clear Parent Wind Zone

Set as first sibling Cirle=
Set as last sibling Ctrl+-
Move To View Ctri+Alt+F
Align With View Ctrl+Shift+F
E Align View to Selected

Craats * Toggle Active State Alt+Shift+ A

¥ /Favorites |Assets i d

All Material
©L Al Models ——

©\ all Prefabs - C#

eeeee
» G Packages

3D Text

|

B pe3ynbprate Ha cueHe nosBuTcs urpoBoit 3D-00bekT «Spherey.

Pacnonoxxure co3zganHyro cdepy psaom ¢ kyoom. B Moém mpumepe ky6
W3HAYaJIBHO MOSBUWIICSA B HAYaJIe CUCTEMBI KOOPAMHAT, a 3aTE€M 5 €r0 OJABUHYJ Ha 5
YCJIOBHBIX JIeJICHUN K HaOII01aTeII0 BAOJIb CUHEN ocu. [ToaTomy celiuac kyO umeer
paBHBIE HYIIO KoopauHaTtel B cBoMcTBax «Pos X» m «Pos Y» m paBHyro -5
KOOpAMHATY B CBOMCTBE «P0os Z».

Cdepy s pasmemny mpaBee KyOa, JJII 4ero CIBHHY €€ B TOJOXHUTECIHHOM
HaIlpaBJICHUU KPacCHOM OCH, BIOJIb KOTOPOM OTCUMTHIBaeTCA KoopauHata X. Jlis
aToTOo y cheprl B okHe Inspector st 3agam 3HaueHue cBOicTBa «Pos X» paBHBIM 2.

3nauenue cpoiictBa «Pos Y» s ocraBmio paBHbIM 0, yTOOBI chepa Obuia Ha
TOM K€ BBICOTE, YTO U KYO.

3nauenue cBoiicTBa «Pos Z» g u3menio ¢ 0 Ha -5, yToObI cdhepa npudIU3mIach
K T0JIb30BATENIO (KaMepe) U HaXOIMIach OT HETO TOM K€ PaCCTOSIHUM, YTO U KYO.

Bbl Toxe MoxkeTe nepeaBuHyTh cepy, 3a7aB 3HaUCHUs €€ KOOpAUHAT (Kak
3TO czenai s), a MOKeTe BOCHOJIb30BaThCsl HHCTPYMEHTOM IepeMelieHus «Move

Tool», mMENKHYB Ha KHOIKY U NOTSIHYB c(epy BAOIb KaxXaA0M U3 TPEX oceil
KoopauHat. [ 6osee yqo0HOTrO ynpaBieHHs MepeMeleHHeM MOXeTe BPeMEHHO
BBIKIIIOUUTh PEXUM IUJIOCKOTO OTOOPa)KE€HUS CLIEHbI, HIENKHYB B CTPOKE Ha

pa60‘-II/IM ITIOJIEM Ha KHOIIKC C HAAIINCHIO «2D» |£|.
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File Edit Assets GameObject Component Window Help

o B3I @ Collab -

© Inspector

o @R Osuue- o

" Main Camera Tag [Untagasd s ] Layer [Dafaule 4]
|/ Directional Light ¥ .~ Transform S

| Cube
¥ [ JCanvas
» | ButtonRed
» | ButtonGreen
» || ButtonBlue
|| Eventsystem

Posion X2 v0  |z[-5 |

Rotaton X0  vo  |z@o |

Seale  ¥[1 ¥ z
¥/ Sphere (Mesh Filter)

Mesh I Sphere
¥ . #Mesh Renderer
» Materials
Light Probes
Reflection Probes
Anchor Override
Cast Shadows
Receive Shadows (¥
Mation Vectors

B8 Project | E

| create 7|
¥ /Favorites | Assets
All Material ere Collider o
0 All Models Edit Collider
©\ all Prefabs 15 Trigger 5
Material o
[ Scenes Center
» &5 Packages x[0 vo |z[o ]
Radi 05
o Default-Matarial =,
> Shader | Standard -]
Add Component

[Tocne Toro, kak Bbl HACTPOUTE pa3MellleHue cheprl Ha CLIEHE, BEpHUTECH B
pexuM 2D-npeacTaBieHus CLUEHBI.

3amycTuTe MPOEKT B UTPOBOM pEXHUME, HaxaB KHONIKY «Play», u yoenurecs,
9710 KyO 1 cepa BUAHBI MMOJIH30BATENI0 U HAXOASITCS IPUMEPHO B LIEHTPE DKpaHa.
Takke Mo)keTe MOILIENKATh Ha HAlIMX KHOIMKAaxX M yOeIWUThCs, YTO OHU IIOKa
YIPaBISIOT TOJIBKO I[BETOM KyOa.

File Edit Assets GameObject Component Window Help

| € Game |

KpacHbin
3enénbin

CuHni

CHoBa HakmMuTe KHOTIKY «Play», 4ToOBI OCTAHOBUTH POUTPHIBAHKE CIICHBEI.
Tenepyr mnepeiinure B pemaktop Visual Studio u gobGaBeTe B Kiacc
«ChangeObjects» HOBYIO OTKpPBITYIO MepeMeHHyi0 Spherel , ¢ KoTopoil Mbl

CBSDKEM CO3JIaHHYI0 HaMmu cepy:
public class ChangeObjects : MonoBehaviour

{
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public GameObject cubel, spherel;

Taxxke B panee co3manHbie MmeTombl «PaintToRed», «PaintToGreen» wu
«PaintToBlue» ngo0GaBbTe CTPOKM KOJa, U3MEHAIOIKME IBET  cdephl,

COOTBETCTBEHHO, HA KPACHBIM, 3€JIEHBIN U CUHUMU:
public void PaintToRed()

{
cubel.GetComponent<Renderer>().material.color = Color.red;
spherel.GetComponent<Renderer>().material.color = Color.red;
}
public void PaintToGreen()
{
cubel.GetComponent<Renderer>().material.color = Color.green;
spherel.GetComponent<Renderer>().material.color = Color.green;
}
public void PaintToBlue()
{
cubel.GetComponent<Renderer>().material.color = Color.blue;
spherel.GetComponent<Renderer>().material.color = Color.blue;
}
}

Coxpanute KoJ1, HaxkaB komOuHanuio kiapuin CTRLAS.

Tenepr octanocs nepeiitu o6patHo B okHO Unity U CBS3aTh NEPEMEHHYIO
spherel ¢ 00bEKTOM CIICHBI.

Beigenure crpoky «GameObject» B okHe Hierarchy u cmnpaBa B OkHe
Inspector Bel yBumuTe, 4to Hipke moist «Cube 1» mosiBUIOCH HOBOE ToJie C
noanuckio «Sphere 1», B koTopoMm ykazano 3HaueHue «None (Game Object)».

Ecnu aToro cpasy He mpou3o1u1o, nonpooyiite noaoxaars 5-10 cexkyna, noka
Unity 0OHOBUT COCTOSIHUE CKPHIITA.
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ile Edit Assets GameObject Component Window Help

© Inspector

mlmlnnm_m_ | @ Gameobes | (st -
- Tag | Untagged #) Layer M‘

v &) sampleScene*

o vp__zb

None (Game Object)

Add Component

B8 Project | E

[lepersiHute B 310 NoJie cTpoKy «Sphere» n3 okna Hierarchy.
B pesynbrare oTkpbITas nepemeHHas spherel u3 Halero CKpunTa OKaxercs
CBSI3aHHOM O c(hepoid, pacroIOKeHHOU Ha CIICHE.

© Inspector

@ [ static ¥
Tag [Untagaed  ¢| Layer [Default  ¢]

409,59 v [177.85% 28
T vp

Add Component

= Assets

3amycTUTe IPOSKT B UTPOBOM peXUME, HaXKaB KHOTIKY «Play», u mompoOyiiTe
nomEénKaTh Ha CO3JaHHBIX HAaMU KHOMKaxX. Bel yBuauTe, uTto M KyO, u cdepa
MPUHUMAIOT LIBET TOM KHOMKH, HA KOTOPOM BbI IIETKHYJIU.
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File Edit Assets GameObject Component Window Help

KpacHbii

3enénbin

CHoBa HaxxMuTe KHOITIKY «Play, 4ToObI OCTaHOBUTH MIPOUTPHIBAHUE CIICHBI.

Kak Buaute, mocne co3maHusi 0OIIETO MOJIb30BATEILCKOTO HUHTEpderica u
HamucaHus paboTalolero CKpUITa s YOPaBJICHUS OAHUM  OOBEKTOM
nocieAyronme ao00aBjIeHHe MW MpOorpaMMHAas HACTPOWKa HOBBIX OOBEKTOB
MIPOUCXOIST Topasio ObIcTpee.

Ecnu 3axoTuTe MOTPEHUPOBATHCS, MOXKETE CAMOCTOSITENFHO J00aBUTH Ha
CIIEHY ¥ HACTPOUTH IOTIOJHUTENbHBIE 00BEKTHI (HApUMep, WIHHIP, KaICyTy WK

Ipyrue Kyosl U chepsl).
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4.4. Co3nanue n HacTpoiika 00bekTa «Slider» («Ilos3yHOK»)

B mento Unity BeiOepute komanay «GameObject — Ul — Slider».

File Edit Assets | GameObject | Component Window Help

$ S Create Empty Ctrl+Shift=h @ Collab - | [ & | [ Account -
= Hierarchy Create Empty Child Alt+Shift+N © Inspector
Create *| (ATl 3D Object v
v €} sampleScen 2D Object »
' Main Came
|/ Directional Fffects '
|/ Cube Light v
¥ cCanvas Audio v
» | ButtonRe
» | /ButtenGi Video '
» | ButtonBl Ul 4
ch coeonio] Camera TextMeshPro - Text
|/ sphere Center On Children Image
Raw Image
Make Parent
Clear Parent Button
Toggle
Set as first sibling Ctrle= e
Set as last sibling Ctrl+- Serollbar
Move To View Ctrl+AltF
Dropdown
Align With View Ctrl+ Shift+F T
'S Project Align View to Selected e
Create.”
reste 7| Toggle Active State Alt+Shift+ A TestMeshPro - Input Field
¥ 7Favorites | AssErs
All Material Canvas
ClalModels |
O All Prefabs Penel
C# Seroll View
Gl Scenes Scenes Changeobi... Event System
» G Packages

‘

B pesymnbraTte Ha Bamed cleHe TMOSBUTCS OOBEKT IOJIb30BATEIBLCKOTO
unTepdeiica «Slider» (B mepeBoje ¢ aHMUKHCKOTo 03HavaeT «I1om3yHOKY).

File Edit Assets GameObject Component Window Help

AN (> L1l ] e g e—

© Inspector

L Msider [ static ¥ 4
L
Tg e
¥.5 Rect Transform EE
center  PosX  PosY  PosZ

Cosrolzonrlo ]

width  Height

(o5 vos |

Scene

S A Y T P v o —1

v €} SampleScene*
. /Main Camera
| Directional Light
| Cube

¥ Canvas

» | ButtonRed
» |/ ButtonGreen T

> ButtonBlus L » Anchors
Pivot

Kpachuiin

. EventSystem
Gcameoniost Rotation  X[0_v[0 ]2 ]
L,/ Sphere Scale x[L Jy[r Jz@ ]
¥ =2 (A slider (Script) S
Interactable
Transition T rar—
Target Graphic | "wHandle (Image)|
Normal Color

o
r
Highlighted Color v
2
£

Pressed Color

Disabled Color

Color Multiplier 1

B Project | [

=

¥ /Favorites
All Material

©L All Models

@\ All Prefabs

& Scenes
» Gl Packages

Intercepted Events

nPointerEnter
nPointerExit
OnPainterlp

ITos13yHOK 1TO3BOJISIET IIJIABHO WJIX MOIIATOBO U3MEHAThH 3HAUEHHE CBS3aHHOTO
¢ HUM napameTpa. JlanHblil 00beKT nHTep(derica Bbl Yallle BCEro MOKeTe BCTPETUTh
B IIPOUTPHIBATENIAX MY3BIKH U BUJI€O, TJI€ TIOI3YHKH HCIIONb3YIOTCS AJIsl HACTPONKHU
TPOMKOCTH 3ByKa M BbIOOpa MOMEHTa BoOcHpou3BeleHus menuadaiina. Tawoke
MOJI3YHKU MCTIONB3YIOTCS B IUCIUIESIX U TpadUiecKUX peakTopax AJisi HACTPOUKH
XapaKTePUCTHK N300pakeHus (IPKOCTh, HACBIIIIEHHOCTh, KOHTPACTHOCTH U T.J1.).
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Co3nmaHHbBIT HAMH TIOJ3YHOK OyAeT o0ecreunBaTh MepeMeiieHne 00heKTOB
CLIEHBI BJIOJIb KPACHOM OCH (M3MEHSATh KOOPJAUHATY X MECTOIOJIOKEHUSI O0BEKTOB).

[Ipexkne yeM MOPUCTYNUTh K HAMUCAHUIO MPOTpamMMbl ISl TMOJ3YHKA,
HACTPOUM HECKOJIbKO €r0 CBOMCTB.

J1J1st 3TOrO BBIJEIUM Halll MOTY3HOK. CIenaTh 3T0 MOKHO HIEITYKOM [0 HEMY
Ha CLIEHE, HO y100HEee BCETo BOCIIOIb30BaThCs CIIMCKOM 00BeKTOB B okHe Hierarchy.
[Ipu cosmanum mnon3yHka B okHe Hierarchy mnosiBuiiace ctpoka «Slidery,
nomunHéHHas cTpoke «Canvasy. [I[€nkauTte Ha cTpoke «Slider» B okHe Hierarchy.
CrmpaBa B okHe Inspector MOSBUTCS CIIMCOK CBOMCTB BRIOPAHHOTO HAMU TIOJI3YHKA.

H3mennrte 3Hauenne cBoiicTBa «Pos X» Ha -300, a 3Hauenne cBoiictBa «Pos
Y» — na 120. Mbl 33121 HOBbIE€ KOOPJIMHATHI PACIIOIOKEHUS HAILIETO MOJI3YHKA.
[lepeiinute Ha BKIaAKy «Game» M MPOBEpPHTE, BUJCH JIM BaIll MOJ3YHOK B JIEBOM
BEPXHEM YTIJTYy UTPOBOTO OKHA.

Ecnu aToro He mpoun3o1uio, 3Ha4UT, MOI3YHOK OKa3acs 3a MpeiejaMu paMKH
nosiotHa «Canvasy». B aTom ciyyae nmoa0Oepute 3HaueHus cBoctB «Pos X» u «Pos
Y», uToOBI KHONKa OKaszajach B Tpenenax pamku mnonotHa «Canvasy (s
NepeMEIICHHS KHOTIKH 10 TIOJIOTHY MOKHO TaKe BOCIIOIb30BAThCSI HHCTPYMEHTOM

«Move Tooly, mETKHYB Ha KHOIIKY ).
9

Unity 2018.3.13f1 Personal - SampleScene.unity - Ul - PC, Mac & Linux Standalone® <DX11> -a

File Edit Assets GameObject Component Window Help

SN b | S ot 5] 65| [scenter [ @Local | (> 11 ] [ @collab - | [ | [Account - | [Layers - | [Layout - |
arc| a-= Scene | € Game | @i Asset Store == | © Inspector | a-=

| creats ~| @FAT Display 1 || Free Aspect & scale C ™ Masimize On Play | Mute Audio |Stats | Gizmos = e ] O static v |
R d==nEEe e = g T

. Main Camera
| Directional Light ¥50  Rect Transform RS
center Pos X Pos ¥ Pos Z

width  Height

JECC F—

KpacHbin

| Cube

¥ Canvas
» | ButtonRed 3enéHbin
> /ButtonGreen
> ButtonBlus

¥ Anchors

Pivot x[0.5 ¥ 0.5

. EventSystem
|| GameObject
| |Sphere

Rotation  X[0 ¥[o zho
Scale x[1 ¥ [1 z1

¥ =2 (A slider (Script) S,
Interactable =
Transition T —
Target Graphic | “wHandle (Image) @
Normal Color -
Highlighted Color rd
Pressed Color P
Disabled Color &
3 Project | (] €ansol Color Multiplier Om—e 1|
| crests - Fade Duration (0.1
Ad Favorif tes Assets
O All Material Navigation
L All Models
@\ All Prefabs b/

Intercepted Events

& Scenes
» Gl Packages

Ecnu 3amycTuTh NpoeKT B UTPOBOM PEXKHUME, HAXKaB B CAMOM BEPXY KHOIIKY
«Play» co 3HauKOM 4€pPHOrO TPEYroJbHUKA, YKA3bIBAIOIIETO BIPABO, TO BbI JIaXKe
CMOJKETe TEepeBUraTh PYUKy MOJ3yHKa (ITOKa YTO 3TO HE OyJaeT MPHUBOIUTH K
KaKOMY-JTH00 pPe3ysbTary).

Haxxmute kHomKy «Play», 4ToOBI BBIATH W3 UTPOBOTO PEKHUMA, U BEPHUTECH
Ha BKJIAAKy «Sceney» («CueHay).

H1énxuute B okHe Inspector Ha 6enom npsiMoyrojbHUKE B cBoicTBE «Normal
Color» («LIBeT B 00bIYHOM COCTOSIHMM»). B pe3ynbTare ciieBa MOSBUTCS OKHO C
najauTpol BeiOOpa 1BeTa. [€nkast MBIIKOW MO OKPYKHOCTH, Bbl MOKETE BHIOpATh
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HY)KHBI BaM IIBET, a MIENKasi B 00JIACTH PACIIOJIOKEHHOTO B IIEHTPE KBajapaTa —
3a71aTh HACBIIIEHHOCTh BBIOPAHHOIO IIBETa. 3ajaiTe MOJIBYHKY KpacHbIN 1BeT. B
pe3yabTaTe pydKa IMOJ3yHKA CTAHET KPACHBIM. ECIIM MON3YHOK BBITJISAAUT MEIIKUM,
NPUOIN3bTE K HeMy TOYKY HAOJIIOJICHUS TIPHU MTOMOIIU KOJIECHKA MBITITKH.

Unity 2018.3.13f1 Personal - SampleScene.unity - Ul - PC, Mac & Linux Standalone* <DX11> - a

Lot Window Help

P [ static »
Tag Layer

» Anchors
Pivot

Rotation X

v ]z |
s x1 vi lzi |

v = W slider (Script) S
Interactable 4

¢ I Transition

I | ] Target Graphic o

s [ = | Normal Color NN~

AT o gl /

Pressed Color ra

F30808 Disabled Color Fd

¥ Swatches =
@) Click to add new preset

Color Multiplier O 1
Fade Duration

©1 all Models
©\ all Prefabs

:::::

Tenmepp HacTpoMM MOJIOKEHWE PydKH TMOJI3yHKa. B oxHe Inspector
IPOKPYTUTE HEMHOI'O BHU3 CHHMCOK CBOMCTB MOJ3yHKa. Bbl yBUAMTE clieqyronine
CBOMCTBA:!

— BeIMagarommi cnucok «Direction» co 3HaueHneM «Left To Righty;
— moJie «Min Value» co 3HaueHuem O;

— none «Max Value» co 3Hauenuem 1;

¢dnaxok «Whole Numbersy» co 3naueHuem 1;

— moMmyHOK «Value» co 3HaueHuem 0.

I[aHHBIe CBOMCTBA OTBEYAIOT 3a PEKUMa NPOKPYTKU PYYKH ITOJI3YHKA.

CaoiictBo «Direction» (nmepeBoautcst kak «HampaBnenue») ompenenser, B
KaKOM HarpaBJICHUH OyJIeT IBUTATHCS PydYKa MOJI3yHKA.

3nauenne «Left To Right» («CneBa HampaBo») 03Ha4aeT, 4yTo clieBa OyAeT
HaXOJUTHCA HAYaJl0 OTCUETa TMO3WIMM PYYKH TIOJA3yHKA, a camMy pPYUKy
M0JIb30BaTeNb Oy/IeT IepeMeniaTh BIPaBo.

Takoif BapraHT HaC yCTpauBaeT, IOATOMY He OyJeT U3MEHSATh 3TO CBOUCTRBO.
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File Edit Assets GameObject Component Window Help

ENEAING]

v =: W slider (Script) FE
Interactable 4
Transition

Target Graphic -]

Normal Color I 7
Highlighted Color [ |
Pressed Color
Disabled Color

v €} SampleScene*
_/Main Camera
./ Directional Light
Cu

T Color Multiplier
. EventSystem Fade Duration
| GameObject

| Sphere Navigation

Fill Rect ~ Fill (Rect Transfi @
Handle Rect ~Handle (Rect Tr| &

Direction
Min Value o1
Max Value __1
Whole Numbers O
& Project | [ Value o (I |
| create -
¥ /Favorites | Assets >
©. Al Material
©. Al Models

©1 All Prefabs - C#

On Value Changed (Single)
List is Empty

eeeeeeeeee

[Tomst «Min Value» («MunumansHOe 3HaueHue») u «Max Valuey
(«MakcumanbHOE 3HAYEHHE») OMNPEeNesiioT MHUHUMAJIbHOE U MaKCUMajbHOE
3HA4YEHUsI, COOTBETCTBYIOIINE KPaHHUM TOJIOKEHUSIM PYUKH MOJI3YHKA.

W3HayanbHO TpH KpailHEM JIEBOM IIOJIOKEHUU PYUKH IOJI3YHOK OyneT
BbI1aBaTh 3HaueHue 0, a Mpu KpaiftHEeM MpaBoOM — 3HA4YCHHE 1.

Msl OyneM HCIONIb30BaTh YHCIIOBBIE 3HAUEHUS, BBIJABAacMbIC MOI3YHKOM,
YTOOBI OINpPEAENATh, HACKOJIBKO CABUHYTH OOBEKTHI CIIEHBI BAOJb KpPAacHOW ocu
OTHOCHUTEJIbHO UX HauyaJIbHOIO MECTOIOIOKEHHUS.

Celiyac moiryyaeTrcsi, YTO pydka IOJI3YHKa MOKET MEepeMEIIaTbCs TOIbKO
BITPaBO U HAIIA OOBEKTHI TOKE OYTyT IBUTATHCS TOJIBKO B 3TOM HaIlPaBJICHUH.

YroObl MOSBHUIACH BO3MOXHOCTH TPH TOMOINM TOJ3yHKAa YMEHBIIATh
KoopauHary X, 3HaueHue B noje «Min Valuey momkHO OBITh OTPUIIATETEHBIM.

[TompoOyiiTe ycTaHOBUTH 3HaUeHHE cBOMCTBA «Min Value» paBHbIM -5.

B pesynbraTe pyuka moia3yHKa CIBUHETCS BIIPABO.

119



€

File Edit Assets GameObject Component Window Help

EkEdiaiic] @ Collab - | (& ] [Account_~

© Inspector
| v = (/slider (Script) o
Interactable
Transition
Target Graphic
Normal Color

IIU

Colar Tint
./ Directional Light ®sHandle (Image)
_Cube
¥ Canvas
» | ButtonRed
e

Highlighted Calor
Pressed Color

p ue
W slider

| EventSystem

| GameObject

| /Sphere

Navigation

Fill Rect °
Handle Rect [}
Direction
Min Value -

Max Value
Whole Numbers

Value —_— ]

i@ Project | [l

| create 7|

¥ ‘Favorites | Assets > On Value Changed (Single)
All Material List is Empty

©L Al Models

©\ all Prefabs

eeeee
» G Packages

Jleno B TOM, 4TO Mbl TOKa HE MEHSJIM 3HAYeHUE CcBoicTBa «Valuey
(«3HayeHue»), KOTOpoe 3aaéT TEKyIlee MECTOINOJI0KeHne pyuku. OHO OCTanoch
paBHbIM O (KakuM W OBUIO MpU CO3JaHUM MOJ3yHKa). Ho M3HavalbHO nuama3oH
3HaYeHUH pyuku coctaBisii oT 0 1o 1, v mpu 3HaUYeHuH cBoMcTBa « Valuey, paBHOM
0, pyuka HaxoAuIach B KpailHEM JIEBOM IOJIOKEHHH.

Celiuac quana3oH 3HaYCHWI W3MEHHJICS, U COCTABIISIET OT -5 110 +1.

B pesynpraTe nnmHa oTpuuaTeNbHOrO mojauana3oHa (oT -5 go 0) pydxu
MOJI3yHKa cTaja B 5 pa3 Ooubliie JUIMHBI MOJIOKUTEIBHOTO moAanamnazona (ot 0 1o
1). [ToaTOMY ¥ TTOJTy4HIIOCH, YTO TPY 3HAUEHUH CBOMCTBA « Value», paBHoM 0, pyuka
MOJI3yHKAa CMECTUIIACh BIPABO.

UtoObl pydka Mod3yHKa MpU auamna3oHe oT -5 A0 +1 cHoBa okasaiach B
IIEHTPE, MBI JIOJDKHBI ClIeTIaTh 3HAUeHHE CBOMCTBA «Value» paBHBIM -2, TOCKOJIBKY
paccTosiHUE OT -5 10 -2 paBHO PACCTOSHUIO OT -2 110 +1.

Ho nam mpome u3mMeHnuTh 3HaueHue cBoiicTBa «Max Valuey, cnenaB ero
paBHbIM 5. Torna nuanazoH 3HaY€HUI MOM3yHKa OyAET COCTaBIATh OT -5 A0 +5, a
3HaueHue cBoiicTBa «Valuey, paBHoe 0, OyJeT COOTBETCTBOBATH LIEHTPATHLHOMY
MOJIOKEHUIO pydku. OJHOBPEMEHHO 3TO OOECIEUYUT PABEHCTBO MaKCHUMAaJIbHBIX
MePEMEIICHU 00BEKTOB CIIEHBI BJIICBO U BIIPABO.
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File Edit Assets GameObject Component Window Help

RN > 1w e g e—
I Y I 7P - —1 [~ F T e EEp
Interactable
Transition Calor Tint 4

Target Graphic  ®wHandle (Image

Normal Color

Highlighted Calor
Pressed Color
Disabled Color

9 | Color Multiplier Qe 1

gEv:nkSvltlm Fade Duration
GameObject

| Sphere Mavigation Automati

2
2
2
2

Visualize

Fill Rect CCFill (Rect Transf| @
25! ] @

Handle Rect Handle (Rect Tr,

Direction
Min Value
Max Value
Whole Numbers
i Project | [ value
| create 7|
v i 7Favorites | Assets >
All Material
©L Al Models
CLall Prefabs

» G Packages

MoskeTe nonpoOoBaTh 3allyCTUTh MPOEKT B UTPOBOM PEXHUME U MPOBEPUTH,
KaKk paboTaeT MoOJ3yHOK. Ecinum mpu 3To crmpaBa OCTAaHETCS OTKPBITBIM OKHO
Inspector, TO BBl yBuUaUTEe, Kak B moie «Value» TNOSBIAIOTCS YHUCIHA,
COOTBETCTBYIOIIME TEKYIIEM IOJIOKEHUIO PYYKH NOJ3YyHKA. B KpaiiHEM JeBOM
ITOJIO’KEHUH PYUYKH B MOJIE MOSIBUTCS YHCIIO -5, B KpaHEM ITpaBoM — uuciio S. [lpu
OTLIEHTPUPOBAHHOM MOJIOKEHUH PYUYKH B M0JI€ TOSIBUTCS YUCIO 0.

File Edit Assets GameObject Component Window Help

KpacHbii

3enéHbin

CuHni

Brriiaute 13 urpoBoro pexxuMa U BEpHUTECh Ha BKIIAKY «Scene» («CueHay).
Tenepyr mompoOyiiTe B okHe Inspector ycraHOBUTH (hjakOK B CBOMCTBE
«Whole Numbers» («llenpie umcia»), pacmo0oKEHHOM cCpa3y HajJ CBOWCTBOM
«Valuey. 3anmycTtuTe IpOeKT B UTPOBOM PEKUME U MPOBEPHTE, Kak Tenepb Oynaer
paboTaTh MON3YHOK. BBl yBHAWTE, UYTO pydyka TOJ3yHKAa TENeph cTaja
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NepeMeIIaThCs CKauKaMu, a B CBOMCTBE «Value» Teneps MosSBISIOTCS TOJIBKO IEJIbIe
YUCI0BbIE 3HaUeHus (0e3 ApoOHol yacTn): -5, -4, 3,-2,-1,0, 1,2, 3,4, 5.

B psane ciiyyae takas HacTpoilka MOXET OKa3aTbes Ioje3Hou. Ho Mmel He
XOTUM, 4YTOOBI HallM OOBEKTHl MEPEeMEIIAJTUCh IO ClieHe ckaukamu. [loaTomy
BBIMMTE W3 UTPOBOTO peknMa U yoepure ¢iaxok B cBoiicTBe « Whole Numbers»
HAIIIETo MOJI3YHKa, YTOObI BEPHYTh €T0 PYUKE TUIABHBIM PEKUM MPOKPYTKHU.

Assets  GameObject Component Window Help

ol w = center | @Local & Collab -
S [ [LF 65 [ecemer [ Gtocal |
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Crnenyer 3aMeTHTh, YTO dSJEMEHT ympaBicHHs «Slider», kKak W IJIEeMEHT
ynpasieaus «Buttony», sBasercss coctaBHbIM. Ill€nkauTe B okHe Hierarchy Ha
TPEYTOJIbHUK CJIeBa OT CTPOKH «Slider».

Ctpoxka «Slider» packpoeTcst U HUKE MOABSATCS MOJYMHEHHBIE €My CTPOKHU
«Background» («®on»), «Fill Area» («O06nactes 3anmonnenusi») u «Handle Slide
Areay («O0macTh pydKu IPOKPYTKU» ).

[1énxuute Ha cTpoke «Fill Area» mon3yHka.

CnpaBa B okHe Inspector Bbl yBUIUTE OTHOCHUTEIHLHO HEOOJBIIONW CIHUCOK
CBOWCTB.

Ho nHac Oynmer uHTEepecoBaTh HE OH, a CBOMCTBa O0OBEKTa, MOAUYUMHEHHOTO
o0wekTy «Fill Areay.

Jleno B ToM, uTo 00BeKT «Fill Areay Toxe SIBISETCS COCTaABHBIM.

Yrobsl yOenuThes B 9ToM, ENKHUTE B OKHE Hierarchy Ha TpeyronsHUK clieBa
oT cTpoku «Fill Area» Hailero moJyizyHka.

Crpoka «Fill Area» packpoeTcsi U HUXe TOSBUTCS MOJIUYMHEHHAS €l CTpOoKa
«Fill» («3anomuenuey).

HIénxuute Ha cTpoke «Fill» mon3yHka.

CrnpaBa B okHe Inspector Bbl yBUIUTE OOJIBIIOE KOJTUIECTBO CBOWCTB.

Haiigure B rpynne «Image (Script)» cBoiictBo «Color» («LlBet»).

OHOo 3amaéT UBET TOMW YacTU JWana3oHa, KOTOpYyIO Mpolexana pydka
MOJI3YHKA.
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HIénkuauTe Ha 6e1oM MpPAMOYTOJbHUKE B cBOMCTBE «Colory.

B pesynbrare creBa MOsSBUTCS OKHO € TATUTPOM BbIOOpA IIBETA.

Br16epute He CAMILKOM HaChILIEHHBIA OTTEHOK KPACHOTO I[BETA.

B pesynpraTe BBl yBUAMTE, KaK O0JACTh JIEBEE PYUKH IOJI3yHKA CTAHET

v
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CaoiictBo «Color» Takke nMeeTcs B CITMCKe CBOMCTB 00bekTa «Backgroundy,
nomunHEéHHOTO 00BeKkTy «Fill Area», m oTBeuaeT 3a 3aKpacKy IpaBOH YacTh
MOJI3yHKa, TOKa emié He mpoiaeHHoW ero pydkod. Cam o0wekT «Background»
SIBJIICTCS MPOCTBIM, MTO3TOMY B OkHe Hierarchy y cooTBeTcTBYyIOIICH €My CTpOKH
HET MOAYNHEHHBIX CTPOK.
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UYro kacaercs oobekrta «Fill Handle Area», mogunnénnoro oo6wekty «Fill
Area», TO OH sBJsieTCS COCTaBHBIM. B ero cocraB Bxomut oOwnekT «Handley», y
KoToporo cBoicTBO «Color»y 3aaéT BET PYUYKH MOI3YHKA B MOMEHT €€ HaxaTus
noJib30BaTesieM (B OOBIYHOM COCTOSIHUM 3TOT I[BET CMEIIMBACTCS C IIBETOM,
3a1aHHbIM B 00bekTe «Filly).

Ecnu mHTEpecHO, MOXKETE IMOAKCHEPHUMEHTUPOBATh C HACTPOMKAMM IIBETa
pa3HBIX YacTedl IOJ3YHKA. S Ke OCTaBiIl0 M3MEHEHHBIMU TOJBKO LBET PYUYKH
MOJI3YHKA U IIBET MPONEHHON €10 00IacTH.

UtoObl MMETh BO3MOXKHOCTH IepeMeniaTh OOBEKThI HE TOJIHKO BJOJb
KpPaCHOM, HO W BJIOJb 3€JIIEHOM W CHHEHW OCEH, B JIONOJHEHUE K CO3JaHHOMY
KpacHOMY TOJI3YHKY HaM MOTPeOyroTcsl emé aBa — 3€JIEHOT0 M CHHETO IIBETOB.
Jlo0aBUTh W HACTPOWTH WX MOXKHO aHAJIOTHYHBIM crocoOoMm. OgHAaKO B OKHE
Hierarchy onu Bce Oynyt o6o3Hauenbl kak «Slider». UToObl B panbHeWIeM He
MyTaThCsl B HUX, MBI 33J]aJIUM KKJOMY TMOJI3YHKY YHHKajdbHOe uMs. [l Hadana
nepeuMeHyeM CcTpoky «Slider», COOTBETCTBYIOIIYIO KpPacHOMY TMOJ3YHKY, B
«SliderMoveRed». [ns atoro ménkuure Ha cTpoke «Slider» B oxne Hierarchy.
[lepeumeHoBaTh €€ MOKHO HECKOJIBKUMH CIIOCOOAMMU:

— CcJeNaTh 1Ba OT/AEIbHBIX IIETYKa Ha BBIICICHHON CTPOKE;

— Ha)kaThb M0CJIE BBIIEICHUS CTPOKH KiaBuury F2;

— MENKHYTh Ha CTPOKE MPABON KHOIKOW MBIIIM M BBIOPATh B OTKPBIBIIEMCS
KOHTEKCTHOM MeHI0 KomaHay «Rename» («IlepermeHOBaTH);

— 3aiiTH B OKHO Inspector 1 U3MEHUTH B CAaMOM TIEPBOM (BEPXHEM) MOJIE TEKCT
«Slider» Ha «SliderMoveRed».

[Tocne mepenmenoBanmst ctpoka «Slider» B okae Hierarchy momyuut HOBOE
Ha3BaHue «SliderMoveRed».
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Hcnone3ys B meHto Unity komanay «GameObject — Ul — Slider», no6aBbte
emé€ nBa mnon3yHka. Opgnomy pnaite umsa «SliderMoveGreen», apyromy —
«SliderMoveBluey.

VY nonzynka «SliderMoveGreen» nu3smenute 3HaueHue cporictsa «Pos X» Ha -
300, a 3Hauenue coiictBa «Pos Y» — Ha 75. CoiictBy «Normal Color» nonsynka
3aaaiiTe 3enéubliii BeT. CBoicTBY «Min Valuey» 3anaiiTe 3Ha4YeHHUE -5, a CBOUCTBY
«Max Value» 3anaiite 3nauenue 5. Jlanee, Haiins cineBa B okHe Hierarchy ctpoky
«Fill Area», mogumHEHHYIO ASTOMY TIOJ3YHKY, packpoute e€ u yxe y eé
nomunHEHHON cTpoku «Fill» cmpaBa B okHe Inspector BbIOepuTe B MamuTpe y
cBoiicTBa «Color» He CIUITKOM HACKHIIICHHBINH OTTCHOK 3€JIEHOTO IIBETA.

VY nmonsynka «SliderMoveBlue» n3menute 3nauenue cpoiictBa «Pos X» Ha -
300, a 3nauenue cBoiictBa «Pos Y» — Ha 30. CoiictBy «Normal Color» mon3ynka
3amaiite cunuil uBer. CBoiicTBy «Min Valuey» 3amaiite 3HaueHue -5, a CBOICTBY
«Max Value» 3anaiite 3nauenue 5. Jlanee, Haiins cineBa B okHe Hierarchy ctpoky
«Fill Area», MOMUMHEHHYIO STOMY TIOJIBYHKY, packporte e€ u yxke y eé
nomunHéHHOM cTpoku «Fill» cnpaBa B okHe Inspector BeIOepuTE B MaluTpe y
cBoiicTBa «Color» He CIMIIIKOM HACHIIICHHBIA OTTEHOK CHHETO I[BETA.

Hwuxe npencraBieH pe3ysbTaT BIIOJIHEHUS BCEX OMMCAHHBIX HACTPOEK.
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Teneps npucTynuM K MPOrpaMMHUPOBAHUIO CO3/IaHHBIX TTOJI3YHKOB.

Henatb 3T0 MBI OyZeT B yxke co3aanHoM Hamu ckpunte ChangeObjects, B
KOTOPOM MBI paHee MPOrpaMMHUPOBAIM KHOMKH (Ha caMOM Jelne, sl TIOJI3YHKOB
MO’KHO OBIJIO CO3/AaTh OTJEIBHBIN CKPUTIT, HO HaM MPOIIE BCE N3MEHEHUS 00BEKTOB
3amporpaMMHpOBaTh B OJJHOM CKpPHUITE-KJIacce, MOCKOIbKY JUIsl 3TOM LEAH OH U
CO3/1aBaJICS ).

3aiins B ckpunt B pemaktope Visual Studio (umm B 11000M TEKCTOBOM
penakrope Hamojooue mporpaMmbl «brokHOT» / «Notepad»), m006aBUM HOBBIH
OTKPBITBIN METOJT B KOHEIl Halero ckpurnrta (mocne metona PaintToBlue):
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public void MoveRed(Slider RedSlider)
{

of);

cubel.transform.position += new Vector3(RedSlider.value, of,

spherel.transform.position += new Vector3(RedSlider.value, of,
of);
}

Metoa Mbl Ha3Bamu «MoveRed», 4ToObI 0003HAYNTH, YTO OH OTBEYAET 3a
nepeMelnieHre 00bEKTOB BJI0JIb KPACHOM OCH.

B oTtinmumne ot MeTog0B, KOTOPBIE MBI CO3/IaBAIM JI1 KHOIOK, Y 3TOT0 METO/1A
KpYTJIble CKOOKH, CTOSIIIME MOCE HAa3BaHUS, HE SIBIISAIOTCS MYCTBIMU, a COAEpPKaAT
napametp Slider RedSlider.

CnoBo Slider gBmsgerca Ha3BaHUEM KJIACCA, OIMMCHIBAIONIMM >SJIEMEHT
ynpaBineHust «Slider». Ceituac cnoBo Slider He NOACBEYEHO IBETOM, a
NOAYEPKHYTO KPACHOM BOJHUCTOM JIMHUEH, ITOCKOJIBKY IIPOTrpaMMa HE 3HAET, 4TO
3TO 3a Kjacc. /[eno B ToM, 4TO OMHMCaHUE ITOTO KJIacca COJIEPIKUTCS B IPOCTPAHCTBE
nMEH Ul, koTOpo€ MBI TOKa HE MNOAKIIOYWIM B HameM ckpunte. JlaHHoe
IIPOCTPAHCTBO UMEH BIIOKEHO B OoJiee KpynHoe mpoctpancTBo uMEH UnityEngine.
[TosTOMy, 4TOOBI OAKIIOUNUTH BIIOKEHHOE TTpocTpancTBO UMEH Ul, nmponuiure B
caMOM Hauajie CKpunTa cTpoky using UnityEngine.UI; .

Takum 00pa3om, camble IEPBBIE CTPOKHU BALIErO CKPUIITA OYIyT TAKUMHU:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

Teneps BepauTech B MmeTon «MoveRed» u yoeaurech, uro ciioBo «Slidery B
KPYTJIBIX CKOOKaX MepecTayio MOAYEPKUBATHCS KPACHBIM, a CTAJIO MOJICBEUNBATHCS
IIBETOM MOpCKOM BoJHBL: S1lider .

Crnenyromee 3a HuM cioBo RedSlider Owuto mpumymano namu. OHO
SBJIICTCSI HA3BaHUEM MapaMeTpa, KOTOPBIN nepenaéTcss B METO M OyIEeT BIAUAThH Ha
pesynbrar ero padotsl. [lockonpky RedSlider umeer Tun Slider, B xauecTBe
napamMeTpa MeToaa OyJeT BBICTyNaTh MOA3YHOK. [10 MOI0KEeHUIO PydKH MOI3yHKA
MBI Oy/ZeM OIpeaeiATh, Ha KaKOe PACCTOSHHE TPEOyeTCs MepeMECTUTh OOBEKTHI
CIICHBI.

B Ttene co3manHOro Meroja Mbl TPOIMUCATA JBE CTPOKHU, B KOTOPBIX
oOpariaemcs K CBOMCTBY position Hammux kyOa u cdepsl.

Ky6 u cdepa panee Obuin CBsi3aHBI C CO3JaHHBIMH HAMH OTKPBITBIMH
nepeMeHHbIMH cubel u spherel.

[ToaTOMy MBI MOXEM HCIOJIb30BaTh OOpAIICHHUS K WX MECTOIOJIOKEHUIO
cubel.transform.position u spherel.transform.position.

OOparuTe BHUMaHKE, YTO 37I€Ch MBI MTOJIy9aeM JIOCTYIT K MECTOTOJIOKCHHIO
KOHKPETHBIX OOBEKTOB CIIEHBI 4Yepe3 BXOJAINMH B HMX COCTaB KOMITOHEHT
transform.
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Panee MbI ¢ Bamu mpoOOBaid MEHSATH MECTOMOJOKEHHUE OOBEKTOB uepes3

CKpPHIIT:
Transform t;
t = GetComponent<Transform>();
t.position = t.position + new Vector3(@.1f, of, of);

B HEM MBI monyyanu KOMIIOHEHT kiacca Transform B o0lieM BUIE U HE
MPUBSI3BIBAIN €r0 K KOHKPETHOMY OOBEKTY CIICHBI.

BmecTo 3TOro Mbl MCMOJIB30BaIM CBSI3b B OOIIEM BHUAE — C NepeMeHHOU t
ATOTO XK€E KJlacca.

Cama npuBsi3Ka K KOHKPETHOMY OOBEKTY CIIEHBI TPOUCXOINUIIA B TOT MOMEHT,
Korja Mbl nepexoauin B Unity U CBS3bIBAIM CKPUIIT C 3TUM OOBEKTOM (KyOOoM,
chepoit, TUIMHIPOM, KaIlCyIoM, KaMepou u T.1.).

Tenepp ke Mbl IOJIydaeM JOCTYIl K KOMIIOHEHTY Kjacca Transform
KOHKPETHBIX 00OBEKTOB CIIEHBI YEPE3 CCHUIAIOIINECS HA HUX TIEPEMEHHBIE.

To ecTh TeM camMbIM MbI YKa3bIBa€M, UYTO XOTHUM MEpPEMEIaTh TOJIbKO T€
0OBEKTHI, HA KOTOPBIE CChUTAIOTCS NIepeMeHHbie cubel u spherel .

[ToaTOMYy HE MMEET 3HaUYEHHUsI, CKOJIBKO JIPYTUX OOBEKTOB PACHOJIOKEHO Ha
Halllel CLIEHE U KaKOW M3 TPEX MOI3YHKOB OYAET MCIOJIb30BaTh CO3JaHHbBIN HAMU
METO/I.

[lepememaTbcsi OyAyT TOJIBKO T€ JBa OOBEKTA, Ha KOTOPHIE CCHLIAIOTCS
nepemeHHsle cubel u spherel.

Emé pa3 HanmoMHIO, YTO CCHUIKM Ha OOBEKThl HACTPAUBAIOTCS B CO3AaHHOM
HamMHu ImyctoM o0bekTe «GameObjecty , K KOTOPOMY Mbl U NPUBA3AIN CKPUIIT
ChangeObjects .

To ecTh, 4TOOBI MPOrpaMMHO YNPABIATh OOBEKTAMH CLIEHBI, HE 00513aTENIbHO
HaIMpsSMYI0 TPUBSI3bIBATh K HUM CKPHIIT.

DTO MOXKHO JeNaTh Yyepe3 MPOMEKYTOUHBIN (HarmpuMep, MycToil) 0ObeKT, B
CBOMCTBax KOTOPOro B OKHE Inspector MOKHO CBSI3aThb OTKPBITBIE MEPEMEHHbIE
CKpHIITa C OOBEKTAMHU CLICHBI.

Teneps, KOrma Mbl MOTYYUIIU OCTYIl K KOMIOHEHTY transform o0bekTa
CIIEHbI, OTBEYaIoIlleMy 3a €ro TpaHc(hopMalrio, Mbl OOpaliaeMcss K CBOMCTBY
position »Toro KoMmnoHeHTa, YTOOBl U3MEHUThH TEKYILEE MECTOIOIOKEHUE ITOTO
o0BeKTa:

cubel.transform.position

spherel.transform.position

Jlanee, HCHONB3ysd ONEpAlUI0 «+=», Mbl J00aBIsIEeM K TEKyIIeMYy
MECTOIOJI0KEHUIO o0OBbeKTa HOBBII BEKTOP CMEILECHHS new
Vector3(RedSlider.value, of, of).

Kax BuguTe, n3MEeHEeHUsI 3aTPOHYT TOJIBKO KOOpauHaTy X 00BEKTa.

K koopaunatam Y u Z OynyT 100aBlIeHbI HYJIH, 1 OHU HE U3MEHSTCSL.
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CMmelieHne BIOJb KPACHOW OCH OIPEAENAeTCS YHCIOBBIM 3HAYECHUEM,
COOTBETCTBYIOLLIUM TEKYILIEMY MOJIOKEHHUIO PYUKH MOJI3YHKA.

UYToOBI TOJIYyYHTh ATO YHCIIO, MBI oOparmaemcsi Kk mapamerpy RedSlider ,
KOTOpPBIN MBI 3a71a1u y MeToga «MoveRed» B Kpyribix ckoOKax.

[TockosbKy 3TUM MapameTpoM SIBJSIETCS MOJI3YHOK (HAa 3TO YKa3bIBAET THII
napameTpa — Slider), Mbl MOXXeM OOpaTHTBCS Yepe3 TOUKY K €ro CBOMCTBY
«Valuey.

Ba:knoe 3ameuanue. Ilyranuiry MokeT BbI3BaTh, uTO B OkHE «Unity» y
MOJI3yHKa CBOMCTBO «Value» mumiercss ¢ Oonblioil OyKBBI, a B KOJI€ Ha3BaHUE
nepeMeHHou value nuiercs ¢ MajJeHbKON OYKBBI.

Jleno B ToM, uTo B okHe Unity aBTOMaTH4YECKH MOBBIIIAETCS PETUCTP MEPBOU
OYKBBI KaX/I0TO CJIOBA, BXOSIIETO B HA3BaHUE OTKPBITOM NMEPEMEHHOM.

PazpenurensiMu cjI0B B Ha3BaHUU MTEPEMEHHOM CUMTAIOTCS 3arjlaBHbIE OYKBBI
U 1UPHI.

Bo3MmoxHO, BBl 00paTuiii BHUMAaHHE, YTO KOTJA MBI CO3/Iajd OTKPBITHIC
nepeMennbie cubel u spherel , B okde Unity B cBOMCTBax MycCTOr0 OOBEKTa
«GameObject» miis Hux nosiBUIUCh noiist «Cube 1» u «Sphere 1».

To ectb cpena Unity co3nana 3Tv NOANKMCH Ha OCHOBE Ha3BaHUI IEPEMEHHBIX,
MOBBICUB PETUCTP MEPBBIX OYKB BXOSIINX B HUX CJIOB, a TAKXKE pa3/IeiNB CIOBA
npobenamu.

[ToaTomy Ha Oyaymiee MPOCTO BO3BMUTE 3a MPABHIIO 00paIaThCsa B KOJE KO
BCEM KOMIIOHEHTaM, BJIIO)KCHHBIM B OOBEKT, CO CTPOUHOM OyKBHI.

Teneps, Korma MbI pa3oOpaauCh, YTO MPOUCXOAWT B CO3TAHHOM METOJE,
Haxmute KomOmHanuio kinaBuiml CTRLAS, He 3akpbiBas okHO penmakTopa Visual
Studio, nepeiinure o6patHO B okHO Unity.

31ech Mbl HA3HAYMM CO37aHHbIN MeTo ] «MoveRed» kpacHOMY MOJI3yHKY.

Boinenute ctpoky «SliderMoveRed» B okne Hierarchy u cmpaBa B okHe
Inspector Haitaute rpymiy cBoicTB «Slider (Script)». BHu3y sToit rpynmsl umeercs
nycroi cnucok «On Value Changed (Single)», B koTopom ceituac Hanmcano «List
1s Empty» («Cnmcok myct»). B gaHHOM chucke MOXHO 3aJaTh MPOTPAMMHBIE
oOpabotuuku s coobiTusa «OnValueChanged» (4To nmepeBoAMTCS C aHTIIMICKOTO
kak «lIpym w3MeHeHWM 3HAYEHHs»), KOTOPOE BO3HHMKAET, KOTJA IOJH30BATEIb
nepeMenaeT pyuky MoJa3yHKa.

[I[énkHUTE HA KHOTIKE «+» BHHU3Y I10]] CITUCKOM.

B pesynbrare B ciMcke MOSIBUTCS HOBBIM OJIOK JJIA 3alaHus oOpaboTymKa
COOBITHS.

[Tepersaute ctpoky «GameObject» u3 okna Hierarchy B mone Gioka, rae
Hanucano «None (Object)», u ormycture. B mosne mosBUTCS HOBas HaJIIUCh:
«GameObjecty.

[Ipu 5TOM cTaHeT MOCTYNEH JUisi W3MEHEHHWs BBIAJAIONINN CIHCOK C
Haanuckio «No Functiony, pacriosioxKeHHBIN PSAAOM C TTOJIEM.
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Packpoiite Boinagaromuii criucok u B noaMeHto «ChangeObjects» BbiOepuTe
nyHKT ¢ Ha3BaHueM «MoveRed (Slider)».
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File Edit Assets GameObject Component Window Help

[ S [H[EE (11 [ @ collab + | [ | [Account + | [Layers - | [Layout -
Hierarchy Scene @ Inspector
| Create -| (AT shaded Sa )@ lemmesc GAT [ slider (Script) Er
v € samplescene*® Interactable [~
' Main Camera Transition Calor Tint e
Uglr;:hnnil Light S — o
Lo Normal Color I

¥ [ ICanvas
>/ ButtenRed Highlighted Color

» | ButtonGreen Pressed Color
» | ButtonBlus — | Disabled Color
® SliderMoveRed jer O 1|
» . SliderMoveGreen N 51
»  SliderMoveBlue £ bool enabled
_|EventSystem
| GameObject
|/ Sphere

Static Parameters

Autamatic
string name

bool runinEditMode
string tag CCFill (Rect Transf| @
__Handle (Rect Tr.

Visualize

bool useGUILayout

BroadcastMessage (string)

Cancellnveke (string)

Cancellnvoke O
MoveRed (Slider)
PaintToBlue (

& Project |l
| create -

¥ i /Favorites | Assets > PaintToGreen (
Al Mteria
@Lall Models PaintToRed 0 e
O, All Prefabs SendMessage (string) E ST
v
SendMessageUpwards (string) GameObject l
Scenes StopAllCoroutines Transform b
» G Packages StopCoroutine (string) ChangeObjects v

ializePotentialDrag

OnPointerDown

OnPointerEnter
OpPointerEx it

[Tocne 3TOr0 MO/ BHIMAJAIOIINM CIIUCKOM TIOSIBUTCS. HOBOE TTOJIE C HAITUCHIO
«None (Slider)» («OtcytctByet (ITom3yHOK)»).

Ecnu BBl mOMHHTE, paHee MpH 3aJaHUN METOJ0B-00paOOTUYMKOB AJIsI KHOTIOK
HUKaKHUX JOMOJHUTENbHBIX MOJEH HE MOSBISUIOCH. ITO ObLIO CBSA3aHO C TEM, YTO Y
ATUX METOJOB OOpaOOTKH MIETYKa OTCYTCTBOBAIM MapaMeTphl (KPYIJIble CKOOKH
ATUX METOJOB ObUTH ITyCTHIMH).

Ho B ckobkax y wmeroma «SliderMoveRed», BbiOpanHOro B KauecTBe
00paboTuynka, Hamu ObLT yKazaH napamerp Slider RedSlider.

W npu BbI30BE METOA MBI IOJKHBI 3a/1aTh €r0 3HAYCHHUE.
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B kauectBe 3HaueHUs OyAeT BBICTYIATh KPAcCHBIM MOJ3YHOK, Y KOTOPOTO
MeTOJ] OYJIeT CUMTHIBATh MOJIOKEHUE PYUKH IS TIepeMenieHus Kyoa u cdepsl.

[leperssnute crtpoky «SliderMoveRed» u3 okna Hierarchy B mone, rae
HagnucaHo «None (Slider)», u oTmycrure.

B mnone mnosButcs HoBas Haamuch: «SliderMoveRed (Slider)» (uto
HepeBO,Z[I/ITCH kak «SliderMoveRed (Hon3yH0K)>>)

Unity 2018.2.131 Personal - Sar ity - Ul - PC, Mac & Linux Standalone® <DX11> -a

File Edit Assets GameObject Component Window Help

[ S H[H &

=z re cene

| cre \ Al ade: e £ : C GeAl [y o (A Slider (Script) EE S

'QSampIeS(ene‘ E e [=] 1
*Main Camera R~

'/ Directional Light Target Graphic o

.

Normal Color

Highlighted Color Z
v

Pressed Color

E
Disabled Color [ 1%

> ButtonBlue

W SliderMoveRed Color Multiplier O 1
» . SliderMoveGreen Fade Duration
»  SliderMoveBlue
() EventSystem Navigation

|| Game0Object
. Sphere

Fill Rect
Handle Rect ~ Handle (Rect Tr, @

Wi Value
Max Value

Whole Numbers [
G Project | [ Value —_—— |
| create -

¥ 7Favorites | Assets > On Value Changed (Single)
©\ Al Material
©1 all Models
©1 All Prefabs

Direction

:::::

Takum oOpa3om, B Oyioke OOpaOOTKM COOBITHS MBI 3aJajd, YTO TpH
W3MEHECHUM TMOJIOKEHUSI PYUYKH KPacHOTO TMOJI3yHKAa OYNIET BbI3BIBATHCS METO/I
«MoveRed», xoTopbrii B kauecTBe mapaMerpa OyAeT HCIOIb30BaTh JAaHHBIE O
MOJIOKEHUH PYUKHU TOTO K€ TOJI3YHKA JIJIs TIepeMenieHus Kyoa u cdepsl.

Crnenyetr OTMETUTh, 4TO B KQU€CTBE MapaMeTpa METO/1a Mbl MOTJIN ObI 33/1aTh
100011 Ipyroil MOA3yHOK (Hampumep, 3eNEHBIN WM CUHUN).

B sToM ciyuae npu ABMKEHHH PYYKH KPACHOTO MOJI3YHKA JJIsSl HIEPEMEIIECHUS
00BEKTOB CIIEHBI HCHOJB30BAIMCH OBl JaHHBIE O TMOJOXKEHUU PYUYKH JPYTroro
MOJI3yHKa, BRLIOPAHHOTO B KaueCTBE MapameTpa.

Opnako mOCKOJIBKY BbI30B Meroga «MoveRed» mnpousonnér, kornma
MOJIb30BATENIb HAYHET YNPABIATh KPACHBIM IMOJI3YHKOM, JIOTUYHO MCIIOJIb30BATh
JAHHBIC O TIOJIOKCHUH PYYKH KPACHOTO MOI3YHKA, YTOOBI ITepeMEIIaTh 00BEKTHI 110
CLICHE.

Tenepsp, KOrAa Mbl HACTPOUJIU JIJISI KPACHOTO MOJ3YHKA 00pabOTKy COOBITHS
«OnValueChangedy, 3amycTute NpoeKT B UTPOBOM pEKUME, HaxkaB KHOIKY «Playy.

[TonpoOyiiTe mepeMecTuTh BIPAaBO PYUKY MOJI3YHKA Ha JBA-TPU HEOOJBIINX
nrara (He TOPOMUTECh JIeJaTh MHOTO JBHKEHHUM PyYKOH MOJ3YHKA, HHAUY€ OOBEKTHI
MOTYT YWTH U3 TIOJISl 3pEHUS KaMepBhl).

B pesynbraTe ky0 u cepa HaUHYT IBUTaTHCS BIPABO.

OpaHako JBUTAIOTCSI OHU HEPABHOMEPHO: KaXKIbIi IIar CTAaHOBUTCSI OOJIbILIIE.
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Kpowme Toro, ecim ciBUHYTh pPy4YKy MOJI3YHKA Ha HEOOJIBIIOH Iar BJIEBO, KyO
u cepa Bc€ paBHO OYIyT NBUTATHCS BIPABO.

File Edit Assets GameObject Component Window Help

KpacHbin

3enéHein

CuHni

DTO CBS3aHO C TE€M, YTO B KOJi€ MBI IIOCTOSIHHO MpHOaBJIsieM 3HAUYCHUE,
COOTBETCTBYIOIIIEE MOJOKEHUIO PYUKH KPAaCHOTO MOJ3YHKA, K TEKYIIEH KOOpAUHATE
X 00BEKTOB.

[Iporre roBops, MOKa pydKa MOJI3YHKA HAXOAUTCS B IMANa30HE 3HAYCHHUH OT
0 o 5, koopauHaTa X OyIET YBEIMUHUBATHCS.

Hanpumep, ecam Mbl mepeMecTrM pydKy CO 3HAYEHHMS S5 BIEBO HA 3HAUEHUE
3, B aTOM cirydae meton «MoveRed» yBennunt Ha 3 koopauHaty X KyOa u cepsl.

BneBo 0O0BEKTHl HAUHYT JBUTAThCSl B TOM Clyyae, KOrJa pydyka IOJ3yHKa
nonajaéT B OTPULIATEIbHBIN AUana3oH 3HadeHui (ot -5 10 0).

Ho u 3nech Oyner ananornyHast mpo6JieMa: eciid Mbl, HapuMep, IepeIBUHEM
PYUKy MOJ3yHKa M3 KpailHero JIeBOro IOJIOKEHHs (3HaueHHe -5) BIpaBO Ha
3HaueHue -2, To Ky0 u cdepa BCE paBHO MEPEMECTATCS BIEBO, MOCKOJIbKY METOJ
«MoveRed» no6aBuT k ux koopauHaTe X 3HaUEHUE -2, YMEHBIINB €€ U TEM CaMbIM
nepeMecTuB OOBEKTHI BJIEBO.

Kax e ObITh?

OTHOCHUTENBHO MPOCTHIM METOAOM pEIICHHS 3TOH TPOOJIEMBI SBISETCS
npuOaBiIeHUE 3HAYEHHUS, COOTBETCTBYIOIIETO TMOJOKEHUIO PYYKH TOJ3YyHKA, K
KOOpAMHaTe X HAYaJbHOTO MOJIOKEHHSI 0ObEKTOB CIICHBI.

IIpomie roBops, Mmocie KaKAOTO IBWKEHUS PYUYKH IOJI3YHKAa Mbl Oynaem
CUMTATh, YTO OOBEKTHI 3aHSIM CBOE HCXOIHOE MECTOIOJIOKEHHUE, K KOTOPOMY MBI U
OyzaeM NMPUMEHSTh CMEIEHNE, YTOOBI ONPEACIUTh HOBOE (Ha ATOT pa3 KOPPEKTHOE)
MECTOIOJIOKEHHE OOBEKTOB.

JlaHHbBIN OAX0A MOTPeOyeT OT HAC HEOOIBIIOTO U3MEHEHHSI KOJIa CKPUITA.

Haxwmute B Unity kHonKy «Play», 4T00BI OCTaHOBUTH TPOUTPHIBAHUE CLIEHBI.
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[epeiinute B penaktop Visual Studio 1 00bsBUTE ABE CKPBITHIE TIEPEMEHHBIE
startPositionCubel u startPositionSpherel cpasy mocne ctpoku, rme
OBLIIM OOBSIBIEHBI OTKPBITHIE ITIEpEMEHHBIE Cubel u spherel :

public GameObject cubel, spherel;
private Vector3 startPositionCubel, startPositionSpherel;

Ha3Banus MePEMEHHBIX startPositionCubel u
startPositionSpherel msl BoiOpanu camu (OHH nepeBoasITCS Kak «HauanbHoe
mectomnonoxenue Kyba 1» u «Hauansaoe mectononoxxenue Chepsr 1»).

CkpeiThiMH (private) 3t nepemMeHHble Mbl OOBSIBUIIM, TOTOMY YTO OHHU
OyAyT MCTIONB30BAThCS TOJILKO BHYTPH CKpuIiTa (Mbl He OyaeM nepexoauTs B Unity
Y TIPUBSI3bIBATH K HUM OOBEKTHI CLICHBI).

Emé pa3 HanmomHIo, 4T0 MOXHO OBUIO BOOOIIE HE YKa3bIBaTh MOAU(PUKATOD

noctymna private — B Takux ciiydasx MepeMEHHBIC TAK)KE CUUTAIOTCS CKPBITBIMH :
Vector3 startPositionCubel, startPositionSpherel;

B kxadecTBe THNa 00BABIECHHBIX MTEPEMEHHBIX MBI YKa3aiu kiacc Vectors .

Jleno B TOM, YTO MECTOMOJIOKEHUE OOBEKTOB CIIEHBI, XPAHSIEECS B CBOMCTBE
position, npencraBiaeHo B Bujae BekTopa (Habopa) u3 Tpéx koopauHat (X, Y u Z)
1 umeer tan Vectors .

[ToaToMy HauanbHOE MECTONOJIOKEHHE Kyb0a U cdepbl MBI CMOXEM
COXPaHUTH TOJIBKO B IIEPEMEHHBIX THNA Vectors .

Camo 3anoOMUMHaHHE HAYaJbHOIO MECTOIOJIOXKEHUSI JOJKHO IMPOUCXOIHUTh
IIpU 3aI1yCKe CLICHBI.

JInst 3TOro BOCIONB3yeMCA CTaHAApPTHBIM MeTtogoM Start, B kortopom
IIPUCBOUM HOBBIM IIEPEMEHHBIM TEKYILIME MECTOIOJIOKEHUS COOTBETCTBYIOLIUX UM

00BEKTOB:
void Start()

{

startPositionCubel = cubel.transform.position;
startPositionSpherel = spherel.transform.position;

Teneps u3menum kop B meroze «MoveRedy.

B pa3BépHyTOM BHIE€ CTApBIN KOJ 3TOTO METOJA BBITJIAINT TAK:
public void MoveRed(Slider RedSlider)
{

cubel.transform.position = cubel.transform.position + new Vector3(RedSlider.value,
of, of);

spherel.transform.position = spherel.transform.position + new
Vector3(RedSlider.value, of, of);

}

Mb1  yCIOBUIIUCH, YTO Temepb OyJeM OTCUMUTHIBATH CMEIICHHE HE OT
TEKYIIETO, a OT HAYaJIbHOTO MECTOIOIOXKEeHUsI 00BbekTa. [loaToOMy CKOppeKTHpyeM
KOJl METO/J1a:
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public void MoveRed(Slider RedSlider)

{
cubel.transform.position = startPositionCubel + new Vector3(RedSlider.value,
of, of);

spherel.transform.position = startPositionSpherel + new
Vector3(RedSlider.value, of, of);

}

[Toxosxe Ha CTaphlif BApUAHT, HO PE3YJIbTAT OYAET OTINYATHCS.

Teneps Mbl 331aéM Kaxa0My OOBEKTY CIIEHBI HOBOE MECTOIIONIOKEHHUE MyTEM
NO0aBICHUSI K €ro Ha4yaJbHOMY MECTOIMONIOKECHHIO BEKTOpa CMEIIECHUs B
COOTBETCTBUHU C IOJIOKEHUEM PYUKH KPACHOT'O IOJI3YHKA.

[IpoBepum paboTy MeTO/Ia, COXPAHUB €T0 HA)KaTUEM KOMOMHAIIMM KJIABHIII
CTRLA+S u nepeitns B okHo Unity.

3amycTuTe MPOEKT B UTPOBOM pEeXHME, HaxaB KHONKY «Play», 1 mpoBepbTe,
KaK paboTaeT Moia3yHOK.

Teneprs ky0 u cepa qBUTAOTCS B COOTBETCTBUU C MEPEMELICHUEM PYUKH
IIOJI3YHKA.

File Edit Assets GameObject Component Window Help

&

Py KpacHbii

— 3enéHbin

PaGoraer!

OnHaKo MBI IUTAHUPOBAJIM JIBUTaTh OOBEKTHI HE TOJILKO BIOJb KPACHOM OCH,
HO ¥ BJIOJIb JIBYX JIPYTHX.

Jl71st aTOro moTpedyeTcs aHaJOTUUYHBIM 00Pa30M HACTPOUTH 3€EHBIN U CUHUN
TIOJI3YHKH.

Haxxmute xkHOTIKY «Play», 4TOOBI OCTAaHOBUTH MPOUTPHIBAHHE CIICHBI.

[epeiinute B pegaktop Visual Studio u no6asste nmocne meroga «MoveRed»

eni€ 1Ba OTKPHITHIX MeToaa: «MoveGreen» u «MoveBluey:
public void MoveRed(Slider RedSlider)

{
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cubel.transform.position = startPositionCubel + new Vector3
(RedSlider.value, of, of);

spherel.transform.position = startPositionSpherel + new
Vector3
(RedSlider.value, of, of);

}

public void MoveGreen(Slider GreenSlider)

{
cubel.transform.position = startPositionCubel + new Vector3
(of, GreenSlider.value, 0of);

spherel.transform.position = startPositionSpherel + new
Vector3
(of, GreenSlider.value, 0f);

}

public void MoveBlue(Slider BlueSlider)

{
cubel.transform.position = startPositionCubel + new Vector3
(of, of, BlueSlider.value);
spherel.transform.position = startPositionSpherel + new
Vector3
(of, of, BlueSlider.value);

}

Kaxk Buaute, Bce Tpu MeTOZa OUEHB OXO0XKHU APYT HA Apyra.
OnHO U3 OTAMYMH 3aKITI0YAETCS B PA3HBIX HA3BAaHUAX [MAPAMETPOB.

Ho meTonbl paboTaroT He3aBUCUMO JAPYT OT APyra U HE MOTYT MCHOJIb30BaTh

rapameTpsl Apyr Apyra.

K tomy e, uMeHa nmapameTpoB — BEllb yCIOBHas (MX HOPHUIYMBIBAIA MbI

caMu).

HOBTOMY MBI MOTJIA OBI MCIIOJIb30BATh OJHO U TO 7KC HA3BAHHUC IIapaMcCTpa

(manpumep, S1lider MySlider) Bo Bcex Tp€X MeToAaX.

I[pyroe OTJIMYMEC MCTOA0B 3aK/II0YacTCA B TOM, YTO OHM HCIIOJIB3YIOT Pa3HLBIC

BEKTOPHI CMEILIECHUA:
new Vector3(RedSlider.value, of, of);
new Vector3(@f, GreenSlider.value, 0f);
new Vector3(ef, of, BlueSlider.value);

Bexrop B Mmetone «MoveRed» npon3BoauT n3MEHEHNE KOOPIMHATHI X.

Bexkrtop B Metone «MoveGreen» Npou3BOAUT U3MEHEHUE KOOPAUHATHI Y.
Bexkrop B Metone «MoveBlue» mpou3BoauT H3MEHEHHE KOOPIUHATHI Z.
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Takum o00OpazoM, y Hac TOSBWJIACh BO3MOXXHOCTH OCYIIECTBIISTH
MporpaMMHOE TIEpeMEIIeHne OOBEKTOB CIIEHBI BJIOJb JIFOOOM H3 TpEX ocei
KOOP/AUHAT.

A 17151 TOTO, YTOOBI TaKOE TIEPEMEIIIEHUE MOT OCYIIECTBIISATh U MOJIb30BaTEIb
HaIllero MPUJIOKEHHUS, HEOOXO0IMMO HACTPOUTH JIBa OCTABIIIUXCS MOJI3YHKA.

Coxpanute kKoj, HakaB komOuHanuio kiaasuin CTRL+S, u nepelinure B OKHO
Unity.

BpimonHuM E€MCTBUSA, AHAJOTUYHBIE TEM, 4YTO JEJadd C MOJI3YHKOM
«SliderMoveRed». Brinenute ctpoky «SliderMoveGreen» B okne Hierarchy u
crpaBa B okHe Inspector B rpymme «Slider (Script)» BHH3Y mycTtoro cnucka «On
Value Changed (Single)» ménkauTe Ha KHOMKE «+». B crHCKe MOSBUTCS HOBBIU
010K JuTst 3aaHusT 00pabOTYMKA COOBITHS.

[lepersinute crpoky «GameObject» u3 okna Hierarchy B mone Gioka, rae
Hanucano «None (Object)», u ormyctutre. B mosne mosiBUTCS HOBas HaAIMKCH:
«GameQObjecty.

[Ipu 5TOM cTaHeT MOCTYINEH JUisi W3MEHEHHWs BBINAJAIONIUN CIHCOK C
Haanuckio «No Functiony, pacniofioxXKeHHBIN PSIOM C MOJIEM.

Packpoiite Boimagatomnuii criucok u B moaMento «ChangeObjectsy BriOepuTe
MyHKT ¢ Ha3BaHueM «MoveGreen (Slider)».

e

File Edit Assets GameObject Component Window Help

O [+ [ m ol @ Collab - | (& | [Account_~ | [Layers - | [ Layout -
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» | SliderMoveRed — g [T —y

® SliderMoveGreen &

» | /SliderMoveBlue

|_|EventSystem Automatic
|| GameObject
|/ Sphere

d Color

Static Parameters

Se e N e

bool runinEditMede
string tag

Visualize

bool useGUILayout

BroadcastMessage (string) CCFill (Rect Transf| @
@

E——— THandle (Rect T

Cancelinvoke (

MoveBlue (Slider)
MoveGreen (Slider) I
MoveRed (Slider)

1 Project | [

| creats -| PaintToBlue ()
'ﬁé:"r"‘“ | PaintToGreen ngsd (Single)
All Material
LAl Models PaintToRed e Funcien
©. All Prefabs c# SendMessage (string) [¥] o Function
SendMessageUpwards (string)
i Scenes Bl ELEIERL StopAllCoroutines ()
» & Packages StopCoroutine (string)

[Tocne 3TOr0 MO/ BHINAJAIOIINM CITUCKOM TIOSIBUTCS HOBOE TOJIE C HAIHCHIO
«None (Slider)».

[lepersinute ctpoky «SliderMoveGreen» u3 okna Hierarchy B 310 mone u
OTITYCTHTE.
B none nmosiBuTcs HoBast Haanuch: «SliderMoveGreen (Slider)y.
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E3E=REAi= ko @ Collab - | [ & | [ Account -
¥ = [/ slider (Script) E] 6.
Interactable 4
Transition
Target Graphic  “«Handle (Image)|
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Normal Color

L Main
| Directiona
|/ Cube

Highlighted Color
Pressed Color
Disabled Color
Color Multiplier (e (1|
Fade Duration

Navigation

2
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r Green
» . sliderMoveBlue
| EventSystem

|| GameObject
' Sphere
s Fill Rect ORIl (Rect Transf] ©

Handle Rect ~ Handle (Rect Tr, @

Direction
win value I
Max Valus S
Whole Numbers [
& Project [ Value —_——(0 |

| create 7|
¥ i 7Favorites | Assets > On Value Changed (Single)
All Material Runtime 0+ || ChangeObje

ClallModels | —— . Game ©|| = SliderMo
©\ all Prefabs C#

Scenes Scenes ChangeOb;
» G Packages

3amycTuTe IpOoeKT B UTPOBOM peXUME, HaXKaB KHOTIKY «Play», n mompoOyiite
MEPEMECTUTH PYUKY 3€JIEHOTO MOJI3YHKA.

B pesynbrare ky0 u cdepa OyayT ABUTATHCS MO BEPTUKATH (BIOJIb 3€JIEHOM
OCH) B COOTBETCTBHUH C MEPEMEIIEHUEM PYUKH 3€IEHOTO MOI3YHKA.
CHoBa HOKMHUTE KHOTIKY «Play», 9ToObI OCTaHOBUTH NTPOUTPHIBAHUE CIICHBI.

it Assets GameObject Component Window Help

KpacHbin

3enénbin

CuHni

Jlanee HaCTPOUM CHUHUM ITOJI3YHOK.

Boigenute ctpoky «SliderMoveBlue» B okne Hierarchy u cnpaBa B okHe
Inspector B rpymme «Slider (Script)» BHu3y mycrtoro crmcka «On Value Changed
(Single)» ménkauTe Ha KHOMKE «+». B criucke mossBUTCSI HOBBIN OJIOK JIJIs 3aTaHUS
00paboTurka COOBITHS.
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[lepersinute ctpoky «GameObject» u3 okna Hierarchy B mone 6moka, rue
Hanucano «None (Object)», u ornyctutre. B mone mnosiBUTCS HOBas HAAMKCH:
«GameObjecty.

[Ipu >TOM cTaHeT MOCTYNEH JUisi M3MEHEHHWs BBINAJAIOUMI CIHCOK C
Haganuckio «No Functiony, pacriofioxKeHHBIN PSAOM C MOJIEM.

Packpoiite BpiTtanaromnuii criucok u B noaMmeHto «ChangeObjectsy» BeiOepuTe
NyHKT ¢ HazBaHueM «MoveBlue (Slider)y.

File Edit Assets GameObject Component Window Help
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H -]
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_ Handle (Rect Tr

Cancellnvoke (string)
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MoveBlue (Slider) |
MoveGreen (Slider)

1 Project | [ MoveRed (Slider)

| creats -| PaintToBlue ()
¥ /Favorites PaintToGreen 0 nged (Single)
All Material
. All Models PaintToRed Z‘ —
@\ All Prefabs SendMessage (string) @ Function
v
SendMessageUpwards (string) GameObject -
& Scenes StopAllCoroutines () Transform ,
» Gl Packages StopCoroutine (string) ChangeObjects »
nDrag
ninitializePotentialDrag
nMove
nPointerT n
OnPointerEnter
—— OnPointe Exit

[Toce 3ToTo MO BEIMAAAIOITIM CITUCKOM TOSIBUTCS HOBOE IT0JI€ ¢ HAITHUCHIO
«None (Slider)».

[Teperssuute crpoky «SliderMoveBlue» u3 oxna Hierarchy B sT0 mose u
OTITYCTHUTE.
B none nosiButcst HoBast Haanuch: «SliderMoveBlue (Slider)».

Edit Assets GameObject Component Window Help
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_ﬂlnspectnr

e
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Transiion
Target Graphic "wHandle (Image) ©
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» . ButtonGreen Pressed Color [ |#
» ./ ButtonBlue Disabled Color [ ] #
» | SliderMoveRed ——— Color Multiplier (e |1
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LJse Fill Rect “CFill (Rect Transf] ©
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Direction
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G Project | [ Value ——(0 |
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V{}Fivnrite! Assets On Value Changed (Single)

©LAll Material [Runtima 0+ || ChangeObjects.MovaBlus ¢
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©\ all Prefabs

(& Scenes
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nPointerDown

nPointerEnter
nPoints Exit
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3anycTuTe IpOeKT B UTPOBOM pexUMeE, HaxkaB KHOIIKY «Play», n monpoOyiite
NEPEMECTUTH PYUKY CHHETO MOJI3YHKA.

B pesynbrare ky0 u cepa OyayT nBuratbes Brepén-uaszaa (BaA0JIb CUHEN OCH)
B COOTBETCTBUU C MEPEMEILIEHUEM PYUYKH CUHETO MOJ3YHKA.
CHoBa HaxxMuTe KHOIKY «Play», 4ToObI OCTaHOBUTDH MPOUTPHIBAHUE CIICHBI.

<

File Edit Assets GameObject Component Window Help

KpacHeii

3enénbin

CuHni

Otnmuuno! Temepp MBI MOXKEM HE TOJIBKO MEHSATH IBET OOBEKTOB, HO W
nepemMenarb ux!

EnuHcTBEeHHBIN HEOCTATOK Halllel peanu3aiuu (BeposiTHO, BbI OOpaTUIIU Ha
HEro BHUMAHHE), 3aKJII0YAETCS B TOM, YTO Ka)bIi MOJI3YHOK MPHU JABUKCHUH €TO0
pyYKH cOpacbiBaeT W3MEHEHHS, BBIMIOJHEHHBIE paHEEe C TMOMOIIBIO APYTrHX

MOJI3YHKOB.

DTO CBSI3aHO C T€M, YTO OOBEKTHI CIIEHBI CMEIIAIOTCA BAOJIb TEKYIIEH OCH,
CTapTys U3 TOYKU UX U3HAYAIBHOTO MECTOIOJIOKEHUSI.

N3-3a 5TOTO TEPSAIOTCS MPEKHUE CMEIICHUS IO OCTAIBHBIM OCSIM, KOTOPBIE JI0
ATOTO ObUTH 3aaHBI 0OBEKTaM.

HcrpaBUTh Takyro CHTYaIldi0 BO3MOYXHO, €CJIM TIPOTpaMMa HaIero CKPHIITa
OyzneT pacrosarate nHGoOpMaIe o MOJ0KESHUH PyUYeK BCEX TPEX MOI3YHKOB.

[TompoOyem oprann3oBath 3TO.

OpnuH 13 BapuaHTOB — OOBSBHUTH TPH CKPHITHIC TIEPEMEHHBIC, HMEIOIITUE THIT
float, u 3anuckiBaTh B KaXAYI0 W3 HUX 3HAYCHHE COOTBETCTBYIOIIETO MOJI3YHKA
IIPU JBUKCHUH €T0 PYUKH.

Opnako BMeCTO TPEX NEPEMEHHBIX MOXKHO BOCIOJIB30BATHCS OJHOW —
BEKTOpOM Kknacca Vectors3 .

Hamomuto emié pa3, 9To BEKTOp — 3TO HA0Op U3 HECKOJIBKUX YUCET.

Kiacc Vector3 onuceiBaeT Habop U3 TPEX UKCEI.

B Ttakom Habope MbI U Oy/eM XpaHUTh WHOOPMAIUIO O MOJIOKEHUU PYUEK

TIOJI3YHKOB.
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Jlo6aBUM HOBYIO IEPEMEHHYIO-BEKTOP B CIIMCOK YK€ CYIIECTBYIONINX:
private Vector3 startPositionCubel, startPositionSpherel,
slidersMove;

[lepemennas slidersMove (uro moxHO mnepeBectd Kak «llom3yHku
nepeMeneHus») OyaeT OOHOBIATHCS KaKIbl pa3 MpU HU3MEHEHUU IOJOXKECHUS
pYyUEK MOJI3YHKOB.

B camoM Havasie paboOThI MPOrpaMMBbl YUK MOJI3YHKOB LICHTPUPOBAHBI U UX
MOJIOKEHUIO COOTBETCTBYIOT 3HAUEHUS!, PaBHBIE HYIIIO.

[ToaToMy HavalbHBIM 3Hau€HUEM i1 NepeMeHHol slidersMove craner
BEKTOP, COCTOSIINN U3 HYJIEH.

Ero Mbl npucBOMM NepeMEHHOM B CTaHAAPTHOM MeToze Start , ¢ kotoporo

HaIlle MPUIIOKEHNE HAYHET CBOIO PaboTYy:
void Start()

{
startPositionCubel = cubel.transform.position;
startPositionSpherel = spherel.transform.position;
slidersMove = new Vector3(ef, of, of);

}

OOparute BHUMaHUE, YTO €CJIM HAa3BaHUE NMEPEMEHHOMN MM METOJa COCTOUT
U3 HECKOJIBKUX CJIOB, TO KaXKJI0€ CJIOBO B Ha3BaHUU YJ00HO HAUMHATH C 3arjaBHOM
OYKBBI.

Hexotoprie xommbrotepHbie cuctembl (Unity, 1C U apyrue) UcCHoIb3yrOT
3arjaBHble OyKBBI B Ha3BaHUU, YTOOBI pa30MBATh €T0 HA CIIOBA.

Br1 HaOmo 1211 3T0 mpoiiecc ¢ mycThiM 00bekToM «GameObjecty, y KoToporo
noanucu K noyisiMm «Cube 1» u «Sphere 1» popMupoBanuch aBTOMaTUYECKU Ha
OCHOBE Ha3BaHUM OTKPBLITHIX MEPEMEHHBIX cubel u spherel , oObSIBICHHBIX B
CBSI3aHHOM C HUM CKPHIITE.

Taxoxe oOpaTuTe BHUMaHUE, YTO BCE MIEPEMEHHBIC 5 HA3bIBAIO CO CTPOYHOMU
OYKBBI, @ METOJIbI — C 3arJIaBHOM.

OT10 HE 00s3aTeNBbHOE TTPABUIIO, HO TIPO(ECCHOHATBHBIE TPOTPAMMHUCTHI €0
MPUACPKUBAIOTCS, YTOOBI MEPEMEHHBIE U METOJIbI OBLIO MPOIE OTIUYATH MO UX
HA3BaHUIO MPU YTCHUU KOJIA.

[Tocne Toro, Kak Mbl MOATOTOBUIIN MIEPEMEHHYIO ISl XpaHEHUS! HH(POPMALIMH
O MOJIOKEHUH pYUYEK MOI3YHKOB, OOHOBUM COAEPKMMOE METOI0B, OTBEUYAIOLINX 3a
NIEPEMEILICHUE:

public void MoveRed(Slider RedSlider)
{

slidersMove.x = RedSlider.value;

cubel.transform.position = startPositionCubel + slidersMove;
spherel.transform.position = startPositionSpherel +
slidersMove;
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public void MoveGreen(Slider GreenSlider)

{

slidersMove.y = GreenSlider.value;

cubel.transform.position = startPositionCubel + slidersMove;
spherel.transform.position = startPositionSpherel +
slidersMove;

}

public void MoveBlue(Slider BlueSlider)
{

slidersMove.z = BlueSlider.value;

cubel.transform.position = startPositionCubel + slidersMove;
spherel.transform.position = startPositionSpherel +
slidersMove;

}

[Tockonbky nepemenHas slidersMove umeeT THI, ONUCHIBAEMBIN KJIACCOM
Vector3 , y He€ HOCTyNmHBI TP KOMIIOHEHTHI X , Y U Z. B HUX MbI 3anUCBhIBaEM
HOBBI€ 3HAYCHHUSA TOJOXKEHUS pydeK KPacHOro, 3€JIEHOTO U CHHETO MOJI3YHKOB,
COOTBETCTBEHHO. 3aKCh (OOHOBIIEHNE) 3HAYEHUSI TPOUCXOIUT JJIsl TOTO MOJI3YHKa,
py4Ka KOTOpPOTO MPUIILIA B IBIKEHHUE.

OcraBumecs CTPOKM OTBEYAIOT 3a pacyéT HOBOTO MECTOIOJIOKEHHS
(position) OOBEKTOB CLIEHBI, KOTOPOE OMpEAeNseTCd MYTEM CIOXKEHUS JIBYX
BEKTOPOB: K KOMIIOHEHTaM X , Y M Z BEKTOpa HauaIbHOT'O MECTOTIOJIOKEHHUS 00BEKTa
npUOaBJISAIOTCS COOTBETCTBYIOIINE KOMIIOHEHTHI (TIOJIOKEHUSI PY4EK MOJI3YHKOB)

BeKTOpa cmenieHus slidersMove :
cubel.transform.position = startPositionCubel + slidersMove;
spherel.transform.position = startPositionSpherel +
slidersMove;

[IpoBepuM paboOTy HOBOTO BapuaHTa KOJia, COXPAaHUB €ro HaXKaTHEM
koMmOuHaruu knaBuil CTRLAS u mepeitnas B okHo Unity. 3amycTuTe MpOEKT B
UTPOBOM PEKMMeE, HaXkKaB KHOTIKY «Play», 1 u3mMeHuTe nojioskeHne pyuek Bcex TpEx
MOJI3YHKOB.
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File Edit Assets GameObject Component Window Help

KpacHbii

— 3enéHbin

Teneps KyO u cpepa He BO3BpaALIAIOTCS B UCXOJHOE MECTOIIOIOKEHHE, KOT1a
II0JI30BATEIIb MIEPEMEIIAET UX 110 0YEPEAHOU OCH KOOPAUHAT.

Takum 00pazoMm, MOA3yHKH OoJbllieé HE KOHKYPHPYIOT APYr C JPYyroM 3a
CMEIIEHUE 10 OCAM KOOpAMHAT, a JIEHUCTBYIOT COIVIACOBAHHO, I103BOJIAA
MEPEMECTUTH OOBEKTHI B JTFOOYIO TOUKY CIICHBI (HapuMep, B OJIMH U3 YTJIOB).

Haxwmute kHOTIKY «Play», 9T00BI OCTAaHOBUTH IPOUTPHIBAHHE CIICHBI.

OOparute BHUMaHWE, YTO MOCJICTHNE JBE CTPOKHU, KOTOPHIE MBI IPOTTHCAIIH,
y BCEX TPEX METOJIOB, OJTMHAKOBHI.

B mpodeccrmonansHOM TporpaMMHUPOBAHWM — KOMMPOBAaHHUE KoOJa HE
MPUBETCTBYETCS, TTOCKOJIBKY KOJ MPOTPaMMbl CTAHOBUTCS 0o0Jiee TPOMO3JAKUM U
TPYJHOYUTACMBIM.

Hanuune noBTopsitoierocst Koja sBisieTcsl IPU3HAKOM TOTO, YTO €r0 MOXKHO
COKpaTHUTh, 3aMEHUB 00O0OIIEHHBIM 1IA0JIOHOM.

B posnu mabiiona 0oObIYHO BBICTYIIAIOT BCIIOMOTATEIbHBIE METO/IBI.

[Ipennararo caenath Hail KoJ 60jiee KOMIAKTHBIM U YUTa0EIbHBIM, 100aBUB

B HET'O HOBBIN METOJ:
void MoveObjects()

{

cubel.transform.position = startPositionCubel + slidersMove;
spherel.transform.position = startPositionSpherel +
slidersMove;

}

JlaHHBI MeTOJ BKJIFOYAEeT B ce0sl T€ camble JIBE€ CTPOKHU KOJia, KOTOPHIC MbI
pactupaxkupoBaiu B Mmetosiax MoveRed , MoveGreen u MoveBlue .
Teneps B KaXa0M U3 3TUX METOJIOB MBI MOYKEM yOpaTh JIBE CTPOKH, 3aMEHUB
WX OJTHOM:
public void MoveRed(Slider RedSlider)

{
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slidersMove.x = RedSlider.value;

MoveObjects();
}
public void MoveGreen(Slider GreenSlider)
{
slidersMove.y = GreenSlider.value;
MoveObjects();
}

public void MoveBlue(Slider BlueSlider)
{

slidersMove.z = BlueSlider.value;
MoveObjects();

Kaxk Buaute, xox cran 00j1e€e JaKOHUYHBIM.

Msbl BHIuM, YTO B KaXJAOM MeTojne y TmepeMeHHord slidersMove
MPOUCXOAUT OOHOBJICHHUE WH(POPMAIMA O TIOJIOKEHUH PYYKH ITOJI3YHKA,
BBI3BABIIIETO METOI,.

[Toce 3Toro MpouCcXoIUT MepeMenieHrne 00bEKTOB 10 CIICHE (3a 9TO OTBEYACT
meroa MoveObjects).

Coxpanure KoJl, HaxxaB komOuHanuo kinasum CTRLAS.

3areM nepeiiaure B okHO Unity 1 yoeauTeCh, YTO MPUIIOKEHUE MTO-TIPEKHEMY
paboTaeT KOPPEKTHO — TNOJ3YHKU COIVIACOBAHHO YIIPABISAIOT MEPEMEIICHUEM
O0OBEKTOB TI0 CIICHE.

OOparure BHHUMaHHWe, 4YTO MeToln MoveObjects s o00bsBUT 0€3
Moaudukaropa goctyna public, 4YTO paBHOCHIBHO €ro OOBABICHHUIO C
MoAu(pUKATOPOM JocTyma private (CKpbIThIi).

Kak yxe ObUIO CKa3aHO, JAHHBIA METOJ SIBJIAETCS BCIIOMOraTeIbHbIM B
HalIeM CKPHIITE.

Mpbl He coOupaemMcsi CBSI3bIBaThb €ro C KaKUMHU-JIHOO 3JIEMEHTAMH
M0JIb30BATENBCKOTO UHTEPPEiica.

[ToaTOMY HET CMBICIIa IENIATh €r0 OTKPBITHIM — 3TO TOJIBKO 100aBUT JTUIIHIOKO
CTPOKY B CITUCOK JOCTYITHBIX 00pa0OTUYUKOB COOBITHIA.

HecmoTps Ha ero ckpbiTOCTh, MeTOT MOVeObjects nocTyneH BHYTpH Kiacca
ChangeObjects namero ckpunTa, B 4éM MbI TOJIBKO UYTO YOEIUINCH, UCTI0JI30BAB
€ro B TpE€X APYrux MeToaax.

ITo aToi1 ke mpUuUKHE B MpejeNax Beero kinacca ChangeObjects moctynHa
nepemeHHasi slidersMove , KOTOPYIO Mbl TakXe OOBSIBUIN CKPBITOM, HO CMOTJIN
HaIMpsIMyl0 HCIOJIb30BaTh B HECKOJBKUX METOJax Oe3 mepegaud B KadyecTBe
napamerpa.
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Baxnoe 3ameuanne. Ilepemennas slidersMove okazamach TOCTYHMHOU
BCEM METO]1aM, IIOCKOJIbKY MbI OOBSBUIIM €€ 3a UX mpezenamu. Takue nepeMeHHbIe
Ha3bIBAIOTCS TTI00ATBHBIMU.

Eciu 661 MBI 00BsIBUIM TiepeMeHHyl0 SlidersMove BHyTpu OfHOTO U3
METOJI0B (Hampumep, B MeTtoje MoveObjects), To ona mpeBparuiach Obl B
JIOKAJIbHYIO IEPEMEHHYIO.

JlokanbHBIE MEpPEeMEHHBIC JTOCTYIHBI TOJLKO B MpEIeNiaX TOrO METO/a, B
KOTOPOM OHHU ObUTM OOBSBICHBI (IIOIMBITKA WX WCIIOJIB30BAHUS B JIPYTHX METOHAX
NPUBEIET K OLIUOKE).

Crnenyer 3aMeTHTbh, YTO €IIE OJHUM CIIOCOOOM IepelaBaTh B MPOrpaMMy
CKpHUNTa HHPOPMAIIHUIO O MOJIOKEHUHU PYUYEK MOI3YHKOB, SIBISIETCA OOBSIBICHUE TPEX
OTKPBITHIX TEpEeMEHHBIX THMa Slider |, KoTOpble 3aTeM CleIyeT CBs3aTh C

COOTBCTCTBYIOIIUMHU IIOJIBYHKaMH UYCPC3 TPHU HOBBIX II0JIA, IIOABHBIIUXCA B

cBolcTBax mycroro oobekTa «GameObjecty:
public GameObject cubel, spherel;
public Slider sliderMoveRed, sliderMoveGreen, sliderMoveBlue;

¥ Gamecbject [ static *
= y
+ & samplescene T T Laver
' Main Camera
¥ .~ Transform o &

Postion | X 408.54¢ v 177855 20675
ER -

Rotation X
sl XL vi zi

v .« ¥ Change Objects (Script) R
Script - ChangeObjects | ®

» | ButtonRed
> /ButtonGreen
> ButtonBlue

» _ SliderMoveRed
reen Cube 1
Sphere 1 @
Slider Move Red
Slider Move Green [}
Slider Move Blue ®

Add Component ]

& Froject | [l
| create -|

v /Favorites | Assets >
© Al Material
©. All Models
(. All Prefabs

D A% [

& Scenes
» [ Packages

—_——

B sToMm ciiyyae Ham naxke He motpeOyroTcsi Metoasl MoveRed , MoveGreen
u MoveBlue. BMecTo HUX MBI CO3/IaJTUM €IMHBIA YHUBEPCAIbHBIN MeTo1 MOveXYZ
, KOTOpBIY OyJIeT 3aHOCUTH B IIepeMeHHYI0 S1idersMove undopmaiiuio o TeKyiiem
COCTOSSHMM pYy4Y€K IIOJI3YHKOB, a 3aTeM BbI3bIBaThb MeToJ MoveObjects nms
nepeMeIeHus] OObEKTOB:

public void MoveXYZ()
{

slidersMove.x = sliderMoveRed.value;
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slidersMove.y
slidersMove.z

sliderMoveGreen.value;
sliderMoveBlue.value;

MoveObjects();

Metoa MoveXYZ b1 co3/1aH OTKPBITHIM (public), 4To6b1 €ro MOKHO OBLIO
WCITOJIB30BaTh B KaduecTBe oOpaboTumka coobiTus «OnValueChanged» y kaxmoro
U3 TpEX TMOJIBYHKOB. 3aJaJuM TMOJ3YHKaM JaHHBI MeToJl 00pabOTKH BMECTO
MeTosioB MoveRed , MoveGreen u MoveBlue .

%

Static Parameters Layers = Layout =

bool enabled
string name [T T —|
FaHandle (Image)|

bool runinEditMode hic  “sHandle (Image)
-

v €} SampleScene®
[/ Main Camera
|/ Directional Light
| Cube

¥ . /Canvas
» | ButtonRed

string tag olor

bool useGUILayout ¢

%% e

BroadeastMessage (string)

|
D

» . ButtonGreen Cancellnvoke (string)

» | ButtonBlue Cancellnvoke (
L W (eildlegi Tl MoveBlue (Slider)
b _ISliderMoveGreen

W sliderMoveBlus ‘ MoveGreen (Slider)
| EventSystem MaveRed (Slider) CCFill (Rect Transfi
./ GameObject “,‘ MoveXVZ 0 | - “Handle (Rect Tr,

'/ Sphere
PaintToBlue () Left To Right

PaintToGreen () >

PaintToRed 0

RotateBlue (Slider) —_—— |

RotateGreen (Slider)

& Proec: DB RotateRed (Slider)

| create - RotateXYZ ()

¥ /Favorites | Assets > dM (string)
©\ Al Material

All Models
©\ all Prefabs

n

5] [
|l
3

Visualize

9 o

It

nged (Single)

No Function

SendMessageUpwards (string) GameObject r

StopAllCeroutines () Transform

StopCoroutine (string)

ITocne 3Toro MoxHO 3aIIYCTUTDh IIPOCKT B UTPOBOM PCIKHUMC U Y6€I[I/ITLC$I, qTo
HOBBIN BapHaHT KOAa yIIpaBJIsICT 00BEKTaMHU CHOCHBI TaK K€, KaK U paHbIIC.

[Ipexxne deMm 3aBepIIUTh PaACCMOTPEHHE MPUEMOB PaOOTHI C IMOJI3YHKAMH,
nompoOyeM 3arporpaMMHUPOBaTh €IIE OJUH WX HAOOP JJI YIIPaBICHUS TOBOPOTOM
00BEKTOB.

Jlo0aBbTE Ha MOJIOTHO TPH MOJI3YHKA MyTEM KOTTMPOBAHUSI paHEe CO3/IaHHBIX
Wi TmyTéM A00aBlieHHs HOBBIX MpH momoiu komauasl «GameObject — Ul —
Slider» B mento Unity.

Opnomy mnom3ynky paiWte wumsa  «SliderRotateRed», agpyromy —
«SliderRotateGreen», Tpetbemy — «SliderRotateBluey.

VY nmom3ynka «SliderRotateRed» m3menute 3nauenue cpoiictBa «Pos X» Ha
295, a 3nauenue cBoictBa «Pos Y» — Ha 120. CoiictBy «Normal Color» nmonizyHka
3aaaiiTe kpacHsIM 11BeT. CBoicTBY «Min Valuey 3amaiite 3HaueHue -180, a CBOWCTBY
«Max Value» 3anmaiite 3HaucHue 180, 3Hauenme cBoMcTBa «Value» ocraBbTE
paBHbiM 0. Janee, Haiias cneBa B okHe Hierarchy crpoky «Fill Areay, mogunHéHnyro
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ATOMY TOJI3YHKY, packpoite e€ u yxe y e€ mogunaénnou crpoku «Fill» cnpasa B
okHe Inspector BriOepuTe B manutpe y cBoiictBa «Color) He CIMIITKOM HAaChIIICHHBIN
OTTEHOK KPAacHOIO IIBETA.

X
File Edit Assets GameObject Component Window Help
é’ S o [l 6| [icenter| @local > 1 & cCollab + | [ @ | [Account + | [Lavers +| [Layout -
Scene @ Inspector
= e _ = . )
‘EQ& \(TAH Y ||| shaded 20 || @ | <) | = Gizmos (arAll )1 B & [STderrotateRed ] [ static a
v &€ sampleScene* -
Srmotescens Tag Layer
|/ Directional Light ¥.© Rect Transform [FEED
(Jcube || IR cencer PosX  PosY  PosZ
v Canvas N 255 40 o]
» | ButtonRed = g@ Width Height
» | ButtenGreen s
PUEuttnnB\u: == » Anchors
> SiderMoveRed Prot (05 |v[os |
bUs\d rMoveGre T A b -
>l ShderaneB\ua 1 Rotation [0 vo  |z@o |
Co o o
bUShdeartiteGr’een v © W slider (Script) EEY
¥ SliderRotateBlue P ———— <
¥ G Transition
| GameObject
I Sphere Target Graphic  "wHandle (Image)| ©
Normal Color NN 5
Highlighted Color v
Pressed Color £
Disabled Color P
i85 Project [ Color Multiplier O 1
= @«
| create -| Q [EEYES Fade Duration
¥ i /Favorites | Assets >
)L Al Material Navigation
Clatwagels | 3
©\ all Prefabs
C# Fill Rect “CFill (Rect Transf| @
Handle Rec °
Scenes ChangeObj
Direction
Hin value
Max Value
Whole Numbers O

Value —_— ]

VY momynka «SliderRotateGreen» m3MenuTe 3Ha4eHHe cBoiicTBa «Pos X» Ha
295, a 3Hauenwne cBoiicTBa «Pos Y» — Ha 75. CBoiicTtBy «Normal Color» mon3yHka
3amaiTe 3en¢HbIN BeT. CBOMCTBY «Min Value» 3amaiite 3HadeHue -180, a CBOWCTBY
«Max Valuey 3anaiite 3Hauenue 180. [lanee, Haiins cieBa B okHe Hierarchy ctpoky
«Fill Area», MomUMHEHHYIO ASTOMY IIOJBYHKY, pPAacKpoWTe e€ U yxke y e&
nomunHéHHON cTpoku «Fill» cmpaBa B okHe Inspector BeIOEpHTE B MamuTpe y
cBoricTBa «Colory He CIMIIIKOM HACHIIICHHBIH OTTEHOK 3€JIEHOTO IIBETA.

= X

File Edit Assets GameObject Component Window Help
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VY nomynka «SliderRotateBlue» n3menure 3nauenue cBoiictBa «Pos X» Ha
295, a 3nayenue coiictBa «Pos Y» — Ha 30. CoiictBy «Normal Color» nonsyHka
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3amaiite cuHuit nBeT. CBoiicTBY «Min Valuey» 3amaiite 3Hauenwue -180, a CBOMCTBY
«Max Valuey 3anaiite 3nauenue 180. [anee, naiias ciesa B okue Hierarchy crpoky
«Fill Area», mOAUMHEHHYIO 3TOMY TIOJ3YHKY, packpouTe e€ W yxke y eé
nogunHéHHOM cTpoku «Fill» cnpaBa B okHe Inspector BbIOepuTe B MamuTpe y
cBoiicTBa «Colory He CIMIIIKOM HACHIIICHHBIA OTTEHOK CHHETO I[BETA.
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Tag Layer

¥.© Rect Transform R
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Teneps mpuCTyUM K TPOTPaMMHUPOBAHHUIO CO3JJAHHBIX MOJI3YHKOB.

Hemats 310 MBI OyzmeMm B ToM ke ckpunte ChangeObjects, B KOTOPOM MBI
MPOTPAMMHUPOBAIA TPEIBIAYIIIME TPU IIOJI3YHKA M KHOIKH, OTBEYABIIHE 3a
nepeMenieHrne 0ObEeKTOB IO CIICHE.

Kax panee y»xe oTMeuanoch, A1 HOBBIX MOJI3YHKOB MOKHO OBLJI0 OBl CO3/1aTh
OTJIENBHBIN CKPUNT, HO JUIsl JAaHHOW 3a/ladyd TpPOIE BCE M3MEHEHUsI O0OBEKTOB
MIPOrpaMMHUPOBATH B OJTHOM CKPHITE-KJIacce, He pa30nBasi mporpaMMy Ha YacTHu.

3aiins B ckpunt B penaktope Visual Studio (uim B J1F0O0M TEKCTOBOM
penakrope HamojoOue mporpammbl «biokHoT» / «Notepad»), n00aBUM HOBYIO

nepeMeHHyro-BekTop slidersRotate B cmcok yxke CymiecTByOmMuUX:
private Vector3 startPositionCubel, startPositionSpherel, slidersMove,
slidersRotate;

[lepemennas slidersRotate (uto moxuo mepeBectu kak «llom3yHku
MOBOPOTa») OyAeT OOHOBIATHCS KKIBIA pa3 MPU W3MEHEHUU TOJIOKECHHS PydeK
HOBBIX ITOJI3YHKOB.

B camom Havasie paboThI MporpamMmbl PyUKH MOJI3YHKOB LIEGHTPUPOBAHBI U UX
MOJIO’KEHUIO COOTBETCTBYIOT 3HAUECHHUS, PABHBIC HYJIIO.

[TosTomy mns mepemenHod slidersMove HavabHBIM 3HAUYEHHEM CTaHET
BEKTOD, COCTOSILNN U3 HYJIEH.

Ero Mbl mprcBOMM nepeMeHHOM B CTaHAapTHOM MeTozae Start , ¢ koToporo
Hallle MPUJI0KEHUE HAYHET CBOIO PaboTy:
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void Start()

{
startPositionCubel = cubel.transform.position;
startPositionSpherel = spherel.transform.position;
slidersMove = new Vector3(ef, of, of);
slidersRotate = new Vector3(ef, ef, of);

}

Taxxe HaMm HOTp€6yeTC$I OOBSIBHUTH JABC HOBBIC CKPBITBIC IICPCMCHHLBIC

startAnglesCubel u startAnglesSpherel , umeromue tTun Quaternion :
private Vector3 startPositionCubel, startPositionSpherel, slidersMove,
slidersRotate;

private Vector3 startAnglesCubel, startAnglesSpherel;

Hassanus nepemennbix startAnglesCubel u startAnglesSpherel mni
BbIOpanu camu (oHM nepeBoasTcs Kak «Hauanbubie yriasl Ky6a 1» u «HauanbHbie
yrasl Chepsl 1»).

CkpoiTeiMUu (private) stu nepeMeHHbIe Mbl OOBSBUIIM, MOTOMY YTO OHHU
OyIyT UCIIOJIB30BATHCS TOJBKO BHYTPH CKpHUIITa (MBI HE OyZeM nepexoauts B Unity
Y TIPUBSI3bIBATH K HUM OOBEKTHI CIICHBI).

B kauectBe THIAa OOBSABICHHBIX MMEPEMEHHBIX MBI yKa3aiu kjacc Vector3 ,
YTO MO3BOJIMT HAM XPaHUTh B HUX HAOOPHI U3 TPEX YIJIOB, HA KOTOPbIE OKA3AJIHCh
NOBEPHYTHI OOBEKTHI CLIEHBI B CAMOM Havaisie paboThl IPOrPaMMBI.

CaMo 3anOMHMHAHHME HAYaJIbHOTO IOBOPOTa Ka)XJ0ro OOBEKTa MJOJKHO
IIPOUCXOJIUTH IIPH 3aITyCKE CLICHBI.

[TosTomy B cranmaptHoM Metone Start mbl Oynem 3ajgaBaTh HOBBIM
HEPEMEHHBIM TEKYIIHE IIOBOPOTHI COOTBETCTBYIOIIUX UM OOBEKTOB:

void Start()
{

startPositionCubel = cubel.transform.position;
startPositionSpherel = spherel.transform.position;
slidersMove = new Vector3(ef, of, of);

startAnglesCubel = new Vector3(cubel.transform.rotation.x,
cubel.transform.rotation.y, cubel.transform.rotation.z);

startAnglesSpherel = new Vector3(spherel.transform.rotation.x,
spherel.transform.rotation.y, spherel.transform.rotation.z);

slidersRotate = new Vector3(ef, of, of);

Kak Bunure, B nepemennnie startAnglesCubel u startAnglesSpherel
3aMMCHIBAIOTCS. HOBBIE BEKTOpPA, COCTABICHHBIC W3 YIJIOB IOBOPOTa OOBEKTOB
BOKPYT TPEX OCel KOOpJWHAT. Y3HATh 3HAYEHUS YKa3aHHBIX YIJIOB ( X , Y U Z )
MOXHO depe3 cBoicTBO rotation kommonenTa transform oObeKTa CIICHBI.
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[IpuBen€HHBIN KO ABISETCS JOCTATOYHO IPOMO3IKUM.

MoxHO crienath ero 6ojiee YMTaOCIBHBIM, €CJIM Ha4aJIbHBIE YTJIbI IOBOPOTA
O0OBEKTOB 3alKChIBATh B IEPEMEHHBIC-BEKTOpPa HE HAIPSAMYIO, a IMOCPEACTBOM
BCIIOMOTaTEJIbHBIX IIEPEMEHHBIX startRotationCubel 151
startRotationSpherel , umeronux Tun Quaternion :

void Start()
{

startPositionCubel = cubel.transform.position;
startPositionSpherel = spherel.transform.position;
slidersMove = new Vector3(ef, of, of);

Quaternion startRotationCubel = cubel.transform.rotation;
Quaternion startRotationSpherel = spherel.transform.rotation;

startAnglesCubel = new Vector3(startRotationCubel.x,
startRotationCubel.y, startRotationCubel.z);

startAnglesSpherel = new Vector3(startRotationSpherel.x,
startRotationSpherel.y, startRotationSpherel.z);

slidersRotate = new Vector3(ef, of, of);

ITepemennas startRotationCubel Owvina nmoGaBieHa auIIb ST TOTO,
yTOOBI 3aMEHUTH LIenouKy cubel.transform.rotation oguum cioBoM.

Amnanornuno nepemenHas startRotationSpherel 6pina no6asnena mis
TOT0, YTOOBI 3aMEHUTH OJTHUM CJIOBOM I1enouky spherel.transform.rotation

Ha3Banus NEePEMEHHBIX startRotationCubel u
startRotationSpherel mbi BeIOpanu camu (oHU nepeBoasATCs Kak « HauanbHbii
noBopoT Ky6a 1» u «Hauanshsiii moBopot Cdepsl 1»).

B kauecTtBe THma OOBABIEHHBIX TIEPEMEHHBIX MBI yKa3aldW Kiacc
Quaternion.

Jleno B TOM, 4YTO TOBOPOT OOBEKTOB CIIEHBI, XPaHSIIUICS B CBOMCTBE
rotation , mpencraBneH B Bujae Habopa U3 TPEX KBATEPHUOHOB (OKPY>KHOCTEH
MIOBOPOTA BOKPYT OCel KOOpAWHAT) U uMeeT Tun Quaternion .

[TosTomMy Habop HadaJbHBIX IOBOPOTOB OOBEKTAa CIEHBI MBI CMOXEM
COXPaHUTh TOJBKO B IEPEMEHHYIO, UMEIOLYI0 Tl Quaternion .

JHanee B koge Mbl oOpamaeMcss K OOBSBIECHHBIM BCIOMOTATEIbHBIM
MIEPEMEHHBIM, YTOOBI TOTYYUTh 3HAYEHUS YTIIOB IOBOPOTA X , Y , Z ¥ CHOPMHUPOBATH
U3 HUX BEKTOpa, KOTOpbIe COXpaHsAITCs B nepeMmeHHble startAnglesCubel u
startAnglesSpherel.
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[Tocne TOro, Kak Mbl 3alIOMHUJIM Ha4yalbHbBIE YIJIbI IOBOPOTA, JOOABUM TpHU
OTKpPBITBIX METO/a, KOTOpble o0ecreyaT MOBOPOT OOBEKTOB BOKPYr OCei
KOOPAUHAT:

public void RotateRed(Slider RedSlider)
{

cubel.transform.rotation = Quaternion.Euler(startAnglesCubel +
new
Vector3(RedSlider.value, of, of));

spherel.transform.rotation =
Quaternion.Euler(startAnglesSpherel + new
Vector3(RedSlider.value, of, of));

}

public void RotateGreen(Slider GreenSlider)

{

cubel.transform.rotation = Quaternion.Euler(startAnglesCubel +
new
Vector3(0f, GreenSlider.value, 0f));

spherel.transform.rotation =
Quaternion.Euler(startAnglesSpherel + new
Vector3(0f, GreenSlider.value, 0f));

}

public void RotateBlue(Slider BlueSlider)
{

cubel.transform.rotation = Quaternion.Euler(startAnglesCubel +
new
Vector3(ef, of, BlueSlider.value));

spherel.transform.rotation =
Quaternion.Euler(startAnglesSpherel + new
Vector3(ef, of, BlueSlider.value));

}

Ko, nporucannsiii B Metogax «RotateRed», «RotateGreen» u «RotateBluey,
SBJIIETCSI aHAJIOTOM TEPBOro BapuaHTa Kojaa MeroaoB «MoveRed», «MoveGreeny
u «MoveBluey.

Kak BBl moMHHUTE, TOT KOJ TMPUBOJIWI K PacCOTJIaCOBaHHOM padoTe
MOJI3YHKOB: OOBEKThl HAYMHAIM TEPEMENIaThCsl CO CBOETO IEePBOHAYAIBHOIO
MECTOIIOJIOKEHUSI, COpachIBasi MEPEMEIIICHHUS, BHIMOJHEHHbBIC TIPU TTOMOIIU JPYTUX
MOJI3YHKOB.

B cayuyae ¢ moBopoTOM 0OOBEKTOB OyAeT MPOUCXOAUTh HMPUMEPHO TO KE
camoe.

JlaBaliTe nmpoaHanu3nupyem, No4emMy.
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Bce tpu metona moBopota — «RotateRed», «RotateGreen» u «RotateBlue» —
OYEHb MOXO0XKU APYT Ha Apyra.

OnHO U3 OTAMYMH 3aKITI0YAETCs B TOM, UTO UX NTapaMeTpaM Mbl Jaldu pa3HbIe
nmena: RedSlider, GreenSlider ,u BlueSlider.

Opnako Mbl MOIJIM OBl MCHOJB30BATh U OJMHAKOBHIE MMEHA MapaMeTpoB
(mampumep, Slider MySlider), mockoibKy METOBI paOOTAIOT HE3ABUCHUMO APYT
OT Jpyra 1 He BUJST MapaMeTphl ApYT Apyra.

Tak dYro yKa3aHHOE pa3IMyue METOJOB YCIOBHO M HE SBIETCS
CYILIECTBEHHBIM.

bonee CymecTBEHHBIM pa3jaM4MeM SBISIETCS TO, YTO B METOAAax

UCIIOJIB3YIOTCSL pa3Hble HAOOPHI YIIIOB TOBOPOTA:
new Vector3(RedSlider.value, of, of);
new Vector3(ef, GreenSlider.value, of);
new Vector3(ef, of, BlueSlider.value);

Bektop B metone «RotateRed» mnpous3BOAUT MOBOPOT OOBEKTa BOKPYT
KpPacCHOU OCH.

Bektop B merone «RotateGreen» mpou3BOIUT MOBOPOT OOBEKTA BOKPYT
3€JIEHOU OCH.

Bexkrtop B meToze «RotateBlue» nmpon3zBoaut moBopoT 00bEKTa BOKPYT CUHEN
OCH.

VYkazaHHble BEKTOpHI CKJIaAbIBalOTCs ¢ BekTopamu startAnglesCubel u
startAnglesSpherel, B KOTOPBIX COAEPKATCS YIJIbl HAYAIBHOTO MOBOPOTa Ky0a
u cepsl. [Ipu ciioxkeHnn JByX BEKTOPOB 00pa3yeTCsi UTOTOBBINA BEKTOP MOBOPOTA,
KOTOPBIN U Tiepenaércs B koManay Euler , BRIUMCIAIONIYIO HOBBIA HAOOp YIJIOB
IIOBOPOTA.

B cBoto ouepenp, komanma Euler BosBpaimiaer HaOOp KBAaTEPHUOHOB —
3HaUYEHHE, OMUChIBacMOe KiaccoM Quaternion .

JlanHb1it HaOOp 3amKchIBaeTCs B CBOMCTBO rotation .

B pe3ynbTaTe npoucxoauT U3MEHEHHE OJHOIO M3 YIJIOB MOBOPOTA OOBEKTA
(ocTanbHBIE J1Ba yTiia HE U3MEHSIOTCS, MOCKOJIBKY K HUM TPUOABIISIFOTCS HYJIH).

YtoObl poBEpUTH padOTy KOAa, MOTPeOyeTCs 3a1aTh CO3JaHHBIE OTKPBITHIE
METOJbl B KadecTBE OOPAOOTYHMKOB COOBITUM HM3MEHEHUS TOJIOKEHUS PYyYeK
MOJI3YHKOB.

Coxpanute Koj, HakaB komOuHanuio kinapuin CTRL+S, u nepelinure B OKHO
Unity.

Breinenute crpoky «SliderRotateRed» B oxne Hierarchy u crpaBa B okHe
Inspector B rpymme «Slider (Script)» BHu3y myctoro cnucka «On Value Changed
(Single)» ménkuute Ha KHOMKE «+». B criucke mossBUTCS HOBBIN OJOK JJIs 3a1aHUS
00paboTurKa COOBITHS.

[leperssnute crpoky «GameObject» u3 okna Hierarchy B mone Oioka, rae
HarmucaHo «None (Object)», u ormycture. B mosie mosiBUTCS HOBasi HAAINKCH:
«GameObjecty.

150



[Ipu 5TOM cTaHET NOCTYNMEH il W3MEHEHHUS BBIMIAJAIONIUN CIHCOK C
Haanuchlo «No Function», pacmojioXeHHBI psgoM C TmojieM. Packporite
BhITIalatonuii cnucok u B moameHio «ChangeObjectsy BBIOEPUTE ITYHKT C

HazBaHueM «RotateRed (Slider)».

File Edit Assets GameObject Component Window Help
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SendMessage (string) %] Mo Function
SendMessageUpwards (string) GameObject v
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StopCoroutine (string) ChangeObjects 9l

[Tocie 3TOro0 MO BHITAAIONINM CITUCKOM TOSIBUTCS HOBOE ITOJIC C HAJIITUCKIO
«None (Slider)». IleperstauTe cTpoky «SliderRotateRed» n3 okna Hierarchy B 310
TI0JIE U OTITyCTHUTE.

B mone nmosiButcs HoBast Haamuck: «SliderRotateRed (Slider)y.

File Edit Assets GameObject Component Window Help
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3ammycTuTe MPOSKT B UTPOBOM PEKHUME, HAXKaB KHOTKY «Playy, u morpoOyiite
NEPEMECTUTH PYUKY KPACHOTO TOJI3yHKA.

B pesyneraTe ky0 u cdepa OyayT MNOBOpaYMBATHCS BOKPYT KpacHOM
TOPU30HTAIILHOW OCH B COOTBETCTBUH C TIEPEMEIICHIEM PYYKH KPACHOTO MOJI3YHKA.
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Cnenyer 3amMeTHTh, YTO BpamieHue chepsl BUIHO HE Oyner (4ToObI ero
YBHUJIETb, HY’)KHO NIPEBPATUTh CHEPY B JUIUIICOU, BBITSIHYB €€ B/10JIb 3€J1EHON WIN
CHUHEH ocH).

File Edit Assets GameObject Component Window Help

KpacHeii
3enénuin
Cunni

SliderRotateRed

CHoBa HaxxmMuTe KHOTIKY «Play», 9T00b OCTaHOBUTH MPOUTPHIBAHUE CIICHBI.

Breinenute crpoky «SliderRotateGreen» B okne Hierarchy m cripaBa B OkHE
Inspector B rpymme «Slider (Script)» BHH3y mycrtoro crmcka «On Value Changed
(Single)» mEnkHUTE HA KHOTIKE «+». B CIIMCKE MOSBUTCS HOBBIA OJIOK JJIS 3aaHUS
00paboTurKa COOBITHSI.

[lepersinute ctpoky «GameObject» u3 okna Hierarchy B mone 61moka, rue
Hanucano «None (Object)», u ormycrture. B mosie mosBUTCS HOBas HaJIIUCh:
«GameQObjecty.

[Ipu 5TOM CTaHeT MOCTYyNEH Ui W3MEHEHHS BBINAJAIONINN CIHCOK C
Haamuckio «No Functiony, pacronosxeHHBIN PSIOM C MOJIEM.

Packpoiite Boimagaromuii criucok u B noaMeHto «ChangeObjects» BbiOepuTe
NyHKT ¢ Ha3BaHueM «RotateGreen (Slider)».
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File Edit Assets GameObject Component Window Help
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[Tocne 3TOTrO MO BBITIAAIONINM CITUCKOM TIOSIBUTCSI HOBOE TIOJIE C HAIITUCHIO
«None (Slider)».

[lepersiaute ctpoky «SliderRotateGreen» u3 okna Hierarchy B 310 mosne u
OTITyCTHUTE.

B mone nmosiButcs HoBas Haamuck: «SliderRotateGreen (Slider)».

) x
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3armycTuTe MPOeKT B UTPOBOM PEKUME, HaXKaB KHONIKY «Play», 1 morpo0yiite
HEPEMECTUTD PYUKY 3€JIEHOTO MOJI3YHKA.

B pesymbrare ky0 u cdepa OyayT NOBOpayMBaTHCS BOKPYT 3€lIEHOM
BEPTHUKAJIBHON OCH B COOTBETCTBUU C MEPEMEILIEHUEM PYUKH 3€JIEHOTO MOJI3yHKA.

Cnenyer 3amMeTuTh, YTO BpauieHue cdeprl BUIHO HE Oyner (4ToObl ero
YBHJIETh, HY’KHO MPEBPATUTH C(Pepy B AIIUIICOM, BBITSAHYB €€ BJOJIb KPACHOW MIIH
CUHEU ocH).
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File Edit Assets GameObject Component Window Help

KpacHbii

3enénbin

CuHni

CHoOBa HAXXMHUTE KHOIIKY «Play», YTOOBI OCTAaHOBHUTH IIPOUT'PBIBAHNC CIICHBI.

Boeigenute crpoky «SliderRotateBlue» B okne Hierarchy u cnpaBa B okne
Inspector B rpymme «Slider (Script)» BHu3y myctoro crucka «On Value Changed
(Single)» ménkaUTe HA KHOMKE «+». B cCriuCKe MOSIBUTCSI HOBBIM OJIOK JI71s 3aJaHHUS
00paboTurKa COOBITHSI.

[lepersiaute ctpoky «GameObject» u3 okna Hierarchy B momne 6moka, e
Harmucano «None (Object)», u ormyctute. B mone mosBUTCS HOBas HAIIIHUCH:
«GameObjecty.

[Ipu »TOM CTaHeT MAOCTYNEH A HW3MEHEHHs BBINAJAIOIMINNA CIIHCOK C
Haanuchio «No Functiony, pacrnonoxeHHbIN PsIIOM C MOJIEM.

Packpotiite Boimagatonuii cucok u B moaMento «ChangeObjectsy BeiOepuTe

HZHKT ¢ Ha3BaHueM «RotateBlue (Slider)».
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[Toce 3TOro MO BRINAJAIOIINM CITUCKOM TIOSIBUTCS HOBOE TOJIE C HAITHCHIO
«None (Slider)».

[leperssnute ctpoky «SliderRotateBlue» u3 okna Hierarchy B 310 mose u
OTIYCTHUTE.

B none nosButcst HoBast Haanuck: «SliderRotateBlue (Slider)».
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File Edit Assets GameObject Component Window Help
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¥ [ /Favorites | Assets > Min Value
©, All Material Max Value
ClallModels | Whole Numbers [
(. All Prefabs C# . o [
.
&l Scenes Scenes Changeob; on Value Changed (Single)
» Gl Packages Runtime 04 || ChangeObjects.RotateBlue

.+ Game| @] < SliderRotateBlue (Slic

o o

[ Add Component J

—_——

3amycTUTe IPOSKT B UTPOBOM pEXUME, HaKaB KHOTIKY «Play», u mompoOyiite
MIEPEMECTUTh PYYKY CHHETO TIOJI3YHKA.

B pesymperare ky0 u cdepa OyayT mNOBOpauMBATHCA BOKPYT CHHEH
TOPU30HTAILHON OCH B COOTBETCTBUU C TIEPEMEIICHUEM PYYKH CHHETO TOJI3YHKA.

Crnenyer 3amMeTuTh, 4TO BpaieHue chepsl BUIHO HE OyAeT (Y4ToOBI €ro
YBUJIETh, HY’)KHO TIPEBPATUTH CHEPY B DJUTUIICOUI, BHITSHYB €€ BJI0JIb KPACHOW WITU
3eJIEHON OCH).

KpacHeii
3enénuin

CuHni
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CHoOBa HAXXMHUTE KHOIIKY «Play», YTOOBI OCTAaHOBUTH IIPOUTPLIBAHUEC CLICHLI.

Tenepb MBI MO’KEM MOBOpAYMBATh OOBEKTHI CIIEHBI!

Ho, xak y»e ObUIO CKa3aHO, HEJOCTATOK JIAaHHOM pealli3aliiy 3aKJI04aeTcs B
TOM, YTO KaXKJbIM MOJI3YHOK MpPH JBUXKEHUU €r0 PyYKH cOpachiBaeT M3MEHEHUS,
BBITIOJIHEHHBIE PAHEE C TTOMOIIBIO IPYTUX MOJ3YHKOB.

YOenuTbcsi B 3TOM MOXHO, €CIIM U3MEHUTH IMOJOKEHUE PYUYKH OJTHOTO U3
MOJI3YHKOB, a 3aT€M U3MEHUTH MTOJIOKEHUE PYUKH JIPYTrOro NoJI3yHKa — KyO cHavasia
BEPHETCS B UCXOHOE MOJ0KEHUE, & YKE 3aTEM HAYHET MOBOPAUYMBATHCA U3 HETO 10

JIPYroM OCH.

JlaHHYIO CHTYaIi0 MBI UCIIPABUM IIPH MTOMOIIHA TOTO Ke MPUEMa, KOTOPHIM
MbI BOCHOJIb30BAJIUCH MPU MPOTPaMMUPOBAHUU TIEpEeMEIleHHs] 00BEKTOB — Oy/ieM
3allOMHHATH MOJIOKEHHUE PYUYEK BCeX TPEX MOI3YHKOB B IEPEMEHHOM, UMEIOIIEH THTT
Vector3.
HNMeHHO 111 5TOTO MBI U OOBSIBHIH TTepeMeHHyIo slidersRotate .
B merone Start e€ cocraBisionue moiaydarOT pPaBHBIE HYJIO 3HAYCHMS,
MOCKOJIbKY MPU Hayayie padoThl MPOrpaMMbl PYUYKH MOI3YHKOB IIEHTPUPOBAHBI.
UrtoOwl 3ameiicTBOBaTh B Koje mepeMeHHyto slidersRotate , o6HOoBUM
COJIEP)KMMOE METOIOB, OTBEUAIOIINX 3a TTIOBOPOT:
public void RotateRed(Slider RedSlider)
{

slidersRotate.x = RedSlider.value;

cubel.transform.rotation = Quaternion.Euler(startAnglesCubel +
slidersRotate);

spherel.transform.rotation =
Quaternion.Euler(startAnglesSpherel + slidersRotate);

}

public void RotateGreen(Slider GreenSlider)

{

slidersRotate.y = GreenSlider.value;

cubel.transform.rotation = Quaternion.Euler(startAnglesCubel +
slidersRotate);

spherel.transform.rotation =
Quaternion.Euler(startAnglesSpherel + slidersRotate);

}

public void RotateBlue(Slider BlueSlider)
{

slidersRotate.z = BlueSlider.value;
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cubel.transform.rotation = Quaternion.Euler(startAnglesCubel +
slidersRotate);

spherel.transform.rotation =
Quaternion.Euler(startAnglesSpherel + slidersRotate);

}

B koMmnoHeHTsl X , Y U z nepemeHHoi slidersRotate mbl 3anuceiBaem
HOBBIC 3HAYCHHS TIOJIOKCHHS PYYEK KPACHOTO, 3€JIEHOTO M CHHETO IOJI3YHKOB
MOBOPOTA, COOTBETCTBEHHO. 3anuch (0OHOBJICHUE) 3HAUCHHS IIPOUCXOIUT JIJIST TOTO
MOJI3YHKA, pyYKa KOTOPOTo MPHIILIA B JIBUKEHUE.

OcraBiuecs CTPOKM OTBEYAIOT 3a pPacu€T HOBBIX YIVIOB IOBOPOTa
(rotation) 0OBEKTOB CIIEHBI, KOTOPOE OMPEICNSICTCA IMyTEM CIOXKEHHS ABYX
BEKTOPOB: K KOMITOHEHTaM-yTJIaM X , Y ¥ Z BEKTOpa HAa4aJIbHOTO TTOBOPOTAa O0OBEKTA
MPUOABIIAIOTCS COOTBETCTBYIOIINE KOMIIOHEHTHI (ITOJIOKEHHUSI PYYEK IOJI3YHKOB)
BekTopa slidersRotate . PesynwpraT mepenaéres B komanay Euler mms 3ammcu

HUTOTOBBIX KBaTEPHHOHOB B CBOMCTBO rotation oOnekTa :
cubel.transform.rotation = Quaternion.Euler(startAnglesCubel +
slidersMove);
spherel.transform.rotation =
Quaternion.Euler(startAnglesSpherel + slidersMove);

[IpoBeprM paboOTy HOBOTO BapuaHTa KOJA, COXPaHUB €ro HAKATHEM
koMOuHanuu kinasui CTRLAS u nepeiias B okno Unity.

3amycTuTe MpPOEKT B UTPOBOM peXUMe, HaxkaB KHONKY «Play», u usmenure
IIOJIOKEHUE PYUYEK BCEX TPEX IMOJI3YHKOB.

File Edit Assets GameObject Component Window Help

— KpacHbii

— 3enéHbin

~N

Teneps ky0 1 chepa HE BO3BpaLIAIOTCS K UICXOAHBIM yIJlaM [TOBOPOTA, KOIia
M0JI30BATENb IOBOPAUYUBAET UX BOKPYT OUEPETHON OCH KOOpPIMHAT.
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Takum oOpazoM, MON3yHKH OOJBINE HE KOHKYPHUPYIOT IPYr C APYroM 3a
MOBOPOTHI 10 CBOMM OCSIM KOOPJIWHAT, a JEHCTBYIOT COTJIACOBAHHO, IO3BOJISISI
3a71aTh 00BEKTaM JIF00YI0 KOMOWHAITUIO YTJIOB MTOBOPOTA.

Haxxwmute kHOTIKY «Play», 9TOOBI OCTAaHOBUTH IPOUTPHIBAHKE CIICHBI.

OOpaTtuTe BHUMaHUE, YTO MOCJIEAHUE IBE CTPOKHU, KOTOPBIE MBI IIPONUCATIH Y
BCEX TPEX METOA0B, OJJUHAKOBBI.
OTO O3Ha4yaeTr, 4To MX MOXXHO OQOPMHUTH B BHUAE MAOIOHA, Ui YETo

noTpedyeTcst CO34aTh HOBBI METOJ:
void RotateObjects()

{

cubel.transform.rotation = Quaternion.Euler(startAnglesCubel +
slidersRotate);

spherel.transform.rotation =
Quaternion.Euler(startAnglesSpherel + slidersRotate);

}

Teneps B kax1oM u3 MeTos1IoB RotateRed , RotateGreen u RotateBlue

MBI MOKEM yOpaTh YKa3aHHBIC JIBE€ CTPOKH, 3aMEHUB UX OJTHOM:
public void RotateRed(Slider RedSlider)

{

slidersRotate.x = RedSlider.value;
RotateObjects();

public void RotateGreen(Slider GreenSlider)

{

slidersRotate.y = GreenSlider.value;
RotateObjects();

public void RotateBlue(Slider BlueSlider)
{

slidersRotate.z = BlueSlider.value;
RotateObjects();

B pesynbTaTe ko cran 60jee KOMIAKTHBIM U YUTA0CTHHBIM.

Mpbl BUIMM, YTO B KaXJIOM MeToje y TnepeMeHHor slidersRotate
MPOUCXONUT OOHOBJICHHUE UHQPOPMAIMA O TIOJIOKEHUH PYYKH TIOJI3YHKA,
BBI3BABIIIETO METO/I.

[Tocne 3TOro MPOUCXOAUT TOBOPOT OOBEKTOB COTJIACHO HOBOW KOMOHWHAIINU
yTJI0B (3a 3TO oTBe4aeT meTosl RotateObjects).

Coxpanure KoJl, HaxxaB komOuHanuo kinasum CTRLAS.
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3arem nepeiaute B okHo Unity 1 yOeuTeCh, 4TO IPUIIOKEHUE MO-TPEKHEMY
paboTaeT KOPPEKTHO — MOJI3YHKU COTJIACOBAHHO YIPABJISIOT IOBOPOTOM OOBEKTOB.

[ToBTOpIOCK, UTO €€ OJHUM CIOCOOOM MEpe/laBaTh B MPOrPaMMy CKpPHUIITA
UHPOPMALIMIO O TMOJOXKEHUM pYy4YeK IIOJI3YHKOB, SIBISIETCS OOBSBICHHE TPEX
OTKPBITHIX TEpEeMEHHBIX THMa Slider | KoTOpble 3aTeM CleIyeT CBs3aTh C
COOTBETCTBYIOIIIMMH IIOJI3YHKAMH Yepe3 TPU HOBBIX MOJs, IOSBHUBIIMXCS B

cBoiicTBax myctoro oonrekra «GameObjecty:

public GameObject cubel, spherel;

public Slider sliderRotateRed, sliderRotateGreen,
sliderRotateBlue;

I L static =
Tag Layer
¥.~ Transform S &
Position  X[409.54€ Y z

[ Rotaton X0 |y0  |z0 |
L el el
» () ButtonBlue enéeii v « W change oObjects (Script) ol &
» (I SliderMoveRed r Seript - ChangeObjects | ©
» I SliderMoveGreen Cube 1 Dcwe o
> sliderMoveBlue Sphere 1 [ iSphere |
» I SliderRotateRed Slider Move Red = SliderMoveRed (51| ©
b SliderRotateGreen Sl (o S ®

ue = Slidert B

slider Rotate Red =]

Slider Rotate Green
erRotateBlue (!

Slider Rotate Blue |« Sli

¥ Canvas

l Add Component ]

¥ ./ Favorites
All Material

©1 all Models

©\ all Prefabs

B oatom cnyduae Ham yxke He morpeOyiorcs wmetonbl RotateRed |
RotateGreen u RotateBlue.

BMecTo HUX MBI cO31aauM €IUHBIM YHUBEpcainbHbld MeToa RotateXYZ ,
KOTOpBI Oyner 3aHOCuUTh B mepeMeHHyro SslidersRotate wundopmanuio o
TEKYIIIeM COCTOSTHIH PYY€eK MOJI3YHKOB, a 3aTeéM BBI3bIBaTh MeTO/1 RotateObjects
JUJIS1 TIOBOPOTA OOBEKTOB:

public void RotateXYZ()

{
slidersRotate.x = sliderRotateRed.value;
slidersRotate.y = sliderRotateGreen.value;
slidersRotate.z = sliderRotateBlue.value;
RotateObjects();

}
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Meton RotateXYZ 6but co3man OTKpHITEIM (public), 4ToOBI €ro MOXXHO
OBLJIO HMCMOJB30BaTh B KadecTBe oOpaboTumka coOwitus «OnValueChanged» y
KaXI0T0 U3 TPEX MOJI3YHKOB.

3amanuM mosyHKaM MmeTon RotateXYZ B kadecTBe oOpaboTdmka BMECTO
MeTosioB RotateRed , RotateGreen u RotateBlue .

€

File Edit Assets GameObject Component Window Help

O[S = ol

o' > Anchors
Pivot

o5 vos |
T Ive ]z |
vilzi ]

Rotation X

¥ . /Canvas
» | ButtonRed
» | ButtonGreen
» | ButtonBlue
» | ISliderMoveRed
» | /sliderMoveGreen
» | /slidermMoveBlue
» |/ sliderRotateRed
»  SliderRotateGreen
® SliderRotateBlue

Static Parameters
bool enabled
string name
bool runinEditMode
string tag
bool useGUILayout

BroadcastMessage (string)

| |EventSystem
|| GameObject
|/ Sphere

Cancellnvoke (string)
Cancellnvake 0
MoveBlue (Slider)
MoveGreen (Slider)
MoveRed (Slider)
MoveXYZ ()
PaintToBlus (
PaintTaGreen )
PaintToRed 0
RotateBlue (Slider)
RotateGreen (Slider)
RotateRed (Slider)

» &5 Package [v] Rotatexvz 0

@ Project | B

| create -

¥ /Favorites | Assets >

©\ Al Material
All Models

©\ all Prefabs

SendMessage (string) No Function

SendMessageUpwards (string) GameObject ’

StopAllCeroutines () Transform

StopCoroutine (string) ChangeObjects

[Tocne 3TOro MOKHO 3aIyCTUTH MPOEKT B UTPOBOM PEKUME U YOSTUTHCS, YTO
HOBBIM BapHaHT KOJa YIPaBIsieT OOBEKTAaMH CIICHBI TaK K€, KaK U PaHbIIIE.

B 3aBepiuieHne TeMbl HAaCTPOMKM IMOJI3YHKOB PACCMOTPUM CIOCOOBI HMX
NIEPEOPUEHTALIMHU HA TOJIOTHE.

[Ipennarato mMoia3yHKH, OTBEYAIOIIME 3@ YIPaBICHHUE MOBOPOTOM OOBEKTOB,
PaCIOJIOKUTH EPIIEHAUKYIIIPHO OCSIM, BOKPYT KOTOPBIX OCYILIECTBIISIETCS IIOBOPOT.

B pe3syinbrare KpacHsbIil MOJI3YHOK JOJDKEH 3aHATh BEPTHKAIBHOE MOJIOKEHUE,
NOCKOJIbKY ~KpacHas OCbhb M3HAYaJbHO HAIpaBlIeHA BIPABO OTHOCUTENILHO
HaOJIFOaTels.

3en€Hbll MOJM3YHOK MPUMET TOPU3OHTAIIBHOE TMOJIOKEHUE, IOCKOJIbKY
3esI€Hast OCh HaIIPaBJICHA BBEPX.

CuHuIl TON3YHOK Mpeajarar0 pasMECcTUTh C HAKJIOHOM IOJ yriaom B 45
IpagycoB, TIOCKOJIbKY TMpU CO3JaHUM MPOEKTa CHHSISI OCh HalpaBjieHa Ha
HaOroaTens (kamepa HaXoIUTCs Ha €€ JIMHUN ).

Hauném ¢ kpacHoro nonsynka. Beinenure ctpoky «SliderRotateRed» B okne
Hierarchy u cnpaBa B okne Inspector B rpymme «Slider (Script)» BbiOepuTe B
BbImaatoneM crnucke «Direction» (uro mepeBomutcs kak «Hampasnenwue»)
3Hauenne «Bottom To Top» (uTo mepeBoautcs kKak «CHU3Y BBEPX)»).

B pe3ynbraTe KpacHbIN MOA3YHOK MPUMET BEPTUKAIBHOE MOJIOKEHHUE.

Tenepp COBMECTUM LIEHTP KPACHOTO MOJI3YHKA C LIEHTPOM 3€JIEHOTO.
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Jliist atoro B cBolicTBe «Pos Y» KpacHOro noJji3yHka 3ajailte 3HaueHue -85.
B pesynbpraTe noa3yHku HajlokaTcs APYT Ha Apyra, 00pas3ysi NepeKpecTue.

=0 X
File Edit Assets GameObject Component Window Help
S EEE o Center | @Local > 11 @ Collab » | [ & | [ Account - Layers v || Layout -
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©\ all Prefabs
. C# Fill Rect o
Handle Rect )
o | = Shanaceti Direction T
Min Value
Max Value
Whole Numbers (-
Value e |
-

3enéHbIi

File Edit Assets GameObject Component Window Help

NOJI3YHOK B IIEPEOPHUEHTALIMM HE HYKJIAETCA, IOCKOJIBKY OH
M3HAYaJIbHO UMEET TpeOyeMOe PacoIoKEeHHE.
JIJIsl HaCTPOMKHW CHHETO MOJ3yHKa BhienuTe cTpoky «SliderRotateBlue» B
okue Hierarchy u cripaBa B okHe Inspector B rpyme «Slider (Script)» B cBoicTBe
«Rotation» 3anaiite 3HaueHue 45 B mose «Z».
B pesynbrarte CuHUN MOA3YHOK PUMET IHATOHAJIBHOE MOJOKEHUE.
Tenepp COBMECTUM LEHTP CUHETO MOJI3YHKA C LIEHTPOM 3€JIEHOTO.
Jlist aToro B cBoiicTBe «P0os Y» CMHEro noji3yHKa 3ajaiTe 3HaueHue -85.

B Ppe3 anTaTe LHCHTPBI BCCX Tpex HOHSzEKOB OKa)KgTCH COBMCIICHBEI.
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[Tocne »TOrO0 MOXHO 3amyCTUTh TMPOEKT B HIPOBOM PEXKUME H
MPOTECTUPOBATh HOBBIM BapHAHT PACIIOJIONKEHHUSI 3JIEMEHTOB IOJIb30BATEIbCKOTO
uHtepdeiica.

Teneps yrnpaBieHUE MOBOPOTOM OOBEKTOB CTAI0 MHTYUTHUBHO MOHSITHBIM,
MOCKOJIBKY TENepb OHO MMHUTHPYET PACIOIOKEHHWE OKPY>KHOCTEW KBATEPHHOHOB
(MCKJTIOYEHUEM SIBIISIETCS CUHUN TOJI3YHOK, KOTOPBIM MPUIIJIOCH PACIIONIOKUTH C
HaKJIOHOM).

OpmHUM U3 HETOCTATKOB TaKOH CHCTEMBI YIIPABIICHHUS SBIISCTCS TO, YTO PYIKH
MOJI3YHKOB MOTYT HaKJaJbIBAaThCS JIPYT HA Apyra. ITO OCIOXKHSET MOJb30BaTENIO
BEIOOpP HY)KHOTO €My IIOJI3yHKA, MOCKOJBKY €CTh PHCK, YTO OyJIeT HW3MEHEHO
MOJIO’KEHUE APYTON PYUKHU, IEPEKPHIBAIOIICH 1IETIEBYIO.

Hpyrum, Oojiee CyIIECTBEHHBIM, HEIOCTATKOM SIBIISETCSA TO, YTO TIPH
MOBOPOTE OOBEKTAa BOKPYT JIOOOH OCH MOBOpPAYMBACTCA BCA CBA3AHHAS C HUM
(JlokanpHas1) cucTeMa KOOpIMHAT.

Hampumep, ecnu Bbl oBepHéTre kKy06 Ha 90 rpagycoB Mpu MOMOIIM CHHETO
MOJI3yHKA, TO 3€JEHasi OCh, HAIlpaBJCHHAs BBEPX, MOBEPHETCS BMECTE C KyOOM H
MPUMET TOPU3OHTAIBHOE TIOJIOKEHHE.

To ke caMmoe KacaeTcsi U OCTAJIbHBIX JIBYX OCel KOOpJIMHAT.

[ToaToMy OTKJIOHEHHE OT IIEHTpa TOJIOKEHHUS pYy4deK JABYX WU TPEX
MOJI3YHKOB B PE3YyJIbTaTE MOKET MPUBECTH K TAKOMY TOBOPOTY JIOKAJIbHON CHUCTEMBbI
KOOPJIMHAT 00BEKTA, YTO 3aJaHHBIC HAMH MOJIOKCHUS TOJI3YHKOB HAYHYT BBOJUTH
B 3a0Ty’K/I€HHE TIOJIb30BATENS MPUITOKCHHS.

[Ipomie roBOpsi, KOMOWHANKS TTOBOPOTOB MOXKET IMOMEHSATH MECTaMU OCH
KOOPJIMHAT, HO TOJIOKEHUE YIPABISIOMNX UMM TOJI3YHKOB IPU 3TOM BCE paBHO
OCTaHETCSI MMPEKHUM, 9TO OYJET TOIBKO JC30PUECHTHPOBATH MOJIH30BATEISI.

[ToaTomy, ecnm Bac OoJbllie yCTpaWBaeT TEPBOHAYAIBHBIA BapHUaHT
TOPU30HTAJIBLHOTO  PACIHOJIOKEHHUSI  TMOJ3YHKOB  TOBOPOTA, BBl  MOJXKETE
CaMOCTOATEIILHO BEPHYThCS K HEMY, OTMEHHUB CJIE€JIaHHbIE M3MEHEHUSI HaKaTHEM
koMOuHaruu kinaBuiml CTRLAZ wunm ke mpocTo BHICTABUB MPEKHUE 3HAYCHUS
M3MEHEHHBIX CBOMCTB TMOJI3YHKOB.
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3agaHue 119 CAMOCTOSITEIbHOM PadoThI

1. JoGaBbTe Ha ClIEHY JBa JOTOIHUTEIbHBIX O0OBEKTA: HUIUHAP U KarcCydmy.

2. Pacnionoxute Bce 00BEKTHI TaK, YTOOBI OHU HE MEPEKPBIBAIUA APYT ApYyTa
pu 0030pe CLIEHBI C KaMepHI.

3. Usmenute konm ckpunrta (B ToM uucie B Metojax «PaintToRedy,
«PaintToGreen» u «PaintToBlue») Tak, 4ToOBl Npu Ha)KaTUX KHOIMOK IWJIMHIP U
Karcyja CTAaHOBWJIMCh OKpAIIeHHbIMA B COOTBETCTBYIOIIME LiBeTa. He 3a0bIBaiite,
YTO MOCJIE OOBIBICHNUS OTKPHITHIX IEPEMEHHBIX cienyeT nepeitu B Unity u cBsi3aTh
UX C COOTBETCTBYIOIIUMHU OOBEKTAMHU CLICHBI.

4. IameHuTe KOJ| CKpHUIITa (B TOM YHCIIe B MeToAax «Starty u «MoveObjectsy)
TaK, YTOOBI U3MEHEHUE MOJI0KEHHSI PyYEK TOPU30HTAIBHBIX MTOJI3YHKOB MPHUBOINIIO
K IIEPEMELIECHUIO HUJIMHAPA U KaICYJIbl 10 COOTBETCTBYIOIIMM OCAM KOOPAMHAT.

5. Usmenure koj ckpunra (B TOM 4Yuciae B Merojax «Starty u
«RotateObjects») Tak, 4TOOBI U3BMEHEHHUE TIOJIOKEHUS PYUEK NEPEKPEIIMBAIOIINXCS
MOJI3YyHKOB  MPUBOAWIO K TOBOPOTY IIWIMHApPA U  KalCylbl  BOKPYT
COOTBETCTBYIOIIUX OCEW KOOPAMHAT.

6. [Io0aBbTe Ha MOJIOTHO «Canvas) HOBYIO TPYIITY, COCTOSIIIYIO U3 KPacHOTO,
3e7EHOT0 U CUHETrO MOJ3YHKOB (MOXKETE pa3MECTUTh UX BEPTUKAIbHO). M3mMeHuTe
KOJI CKpHUIITa TaK, 4TOObl HM3MEHEHHUE TMOJIOKEHUS PY4YeK JAaHHBIX TOJI3YHKOB
NPUBOAMIO K MacIITaOMpOBAaHHUIO KyOa, cdepbl, HHIMHIApPA W KaICyJbl BAOJb
COOTBETCTBYIOILIUX OCEH KOOPAMHAT.

7. UYroObl OOJEryuTh MOJB30BATENI0 IOUCK 3JIEMEHTOB YIIPABIEHUS,
no6aBpTe Ha monotHO  «Canvasy  TekcTtoBble  Haamucu  «llokpackay,
«Ilepememienuey», «lloBopor», «MacmrabupoBanue», BbiOpaB B MeHIO Unity
koMmaHay «GameObject — Ul — Texty». [lociie HacTpolku TeKCTa U BHEIIHETO BUJIA
HAAMUCEH pAaCMOJIOKUTE KaXIyl0 M3 HUX BOJU3UM COOTBETCTBYIOIIEH TI'pyIIIbI
AJIEMEHTOB YIIPaBJICHUS.

8. CxonupyiiTe B OT/IeIbHBIEC (Pailyibl pe3ybTaThl Balleil paboTh:

— MPOrpaMMHBIN KOJ CKpUIITa, 00E€CTIEYMBAIOLIET0 padOTy MOJIb30BATENILCKOTO
uHTEepdeiica;
— CKpPHUHIIOT CIEHbl C OOBEKTaMH, Yy KOTOPBIX MPU TMOMOUIM 3JIEMEHTOB

yOpaBJieHUs] ObUIM M3MEHEHBI 1L[BET, MECTOMNOJIOKEHHE, Yroj IMOBOpOTa U

MacmTao.

Pesynbrarel Bamieir pabOThI PEKOMEHIYETCSl TOKa3aTh TMPENONaBaTeI0 U
O0OCYMTh C HUM.
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3akJII04YeHue

B HacTosiemM yueOHO-METOAUUECKOM TOCOOMHU OBUIA pacCMOTPEHBI OCHOBBI
CO3/1aHus1, HACTPOUKHU U MPOTPaAaMMHUPOBAHUS OOBEKTOB TPEXMEPHBIX CIICH, a TAKXKe
AJIEMEHTOB  TOJB30BATENbCKOTO  HMHTepdeiica rpaduueckux  MPHIOKEHUH,
pa3pabaTeiBaeMbIX ¢ Hcmonb3oBaHueM cuctembl Unity. KoneuHo, mepedeHsb Tem,
KOTOpbIe TpeOyeTcs H3y4HuTb, YTOOBI pElIaTh NPUKIAJAHBIE 33Jaud B JAHHOM
obnacth Ha NPOPECCHOHATBHOM YPOBHE, BBIXOJUT JalleKO 3a PAMKH
npeacTaBiIeHHOro nocodus. OJHAKO 3HAKOMCTBO C H3JI0)KEHHOH HH(popManuen
HO3BOJIUT YYalllUMCs IMOJIyYUTh T€ 0a30Bble 3HAHUS, KOTOPbIE HEOOXOAUMBI JJIS
JAJIbHENIIETO CAMOCTOSITEIBHOTO OCBOEHUSI HOBOT'O MaTepuaia B cepe pa3padoTku
rpaguyeckux npuioxeHuil. [legaroram nocobue NOMoXeT ONPEEIUTh KIIFOUEBbIE
TEMbl M MOAOOpaTh MaTepuajbl, C PACCMOTPEHUS KOTOPBIX CIEAYyEeT HaudaTb
NOTPY’KEHHE CBOUX YYEHUKOB B IAaHHYIO OTPACIIb UHPOPMALIMOHHBIX TEXHOJIOTUH.
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