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Okono

You can share this PDF with anyone you feel could benefit from it, downloaded the latest version
from: unity3d

It is an unofficial and free unity3d ebook created for educational purposes. All the content is
extracted from Stack Overflow Documentation, which is written by many hardworking individuals at
Stack Overflow. It is neither affiliated with Stack Overflow nor official unity3d.

The content is released under Creative Commons BY-SA, and the list of contributors to each
chapter are provided in the credits section at the end of this book. Images may be copyright of
their respective owners unless otherwise specified. All trademarks and registered trademarks are
the property of their respective company owners.

Use the content presented in this book at your own risk; it is not guaranteed to be correct nor
accurate, please send your feedback and corrections to info@zzzprojects.com
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rnasa 1: Hayano pa6oTtbl ¢ unity3d

3aMmedyaHus

Unity obecneynBaeT cpeny pa3paboTkm Kpocc-nnaTgopMEeHHOM Urpbl Ans paspaboTHnKoB.
PaspaboTumkm MoryT ncnonb3oBaTtb s3blk C # 1 / unn JavaScript, OCHOBaHHbIA Ha CUHTaKcuce
UnityScript ona nporpammmpoBaHns urpbl. Llenesblie nnatgopMbl pa3BepTbiBaHUS MOTYT NIErko
nepeknoyaTbCcs B pegaktope. Bce 0CHOBHblE UrpoBble KOObl OCTAOTCHA TakuMn Xe, 3a
NCKTIIOYEHMEM HEKOTOPbIX 3aBMCUMbIX OT nnatdoopmbl cpyHKUMA. CNnMCok BCEX BEPCUIA 1

COOTBETCTBYIOWMNX 3arpy30K U NpUMeYaHuii K BbiMyCKy MOXHO HaAlNTW 30€eChb:
https://unity3d.com/get-unity/download/archive .

Bepcun

Bepcusa Marta BbiIxoaa

Unity 2017.1.0 2017-07-10

5.6.2 2017-06-21
5.6.1 2017-05-11
5.6.0 2017-03-31
5.5.3 2017-03-31
55.2 2017-02-24
551 2017-01-24
55 2016-11-30
5.4.3 2016-11-17
5.4.2 2016-10-21
54.1 2016-09-08
5.4.0 2016-07-28
5.3.6 2016-07-20
5.3.5 2016-05-20
534 2016-03-15
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https://unity3d.com/get-unity/download/archive
https://unity3d.com/unity/whats-new/unity-2017.1.0
https://unity3d.com/unity/whats-new/unity-5.6.2
https://unity3d.com/unity/whats-new/unity-5.6.1
https://unity3d.com/unity/whats-new/unity-5.6.0
https://unity3d.com/unity/whats-new/unity-5.5.3
https://unity3d.com/unity/whats-new/unity-5.5.2
https://unity3d.com/unity/whats-new/unity-5.5.1
https://unity3d.com/unity/whats-new/unity-5.5.0
https://unity3d.com/unity/whats-new/unity-5.4.3
https://unity3d.com/unity/whats-new/unity-5.4.2
https://unity3d.com/unity/whats-new/unity-5.4.1
https://unity3d.com/unity/whats-new/unity-5.4.0
https://unity3d.com/unity/whats-new/unity-5.3.6
https://unity3d.com/unity/whats-new/unity-5.3.5
https://unity3d.com/unity/whats-new/unity-5.3.4

Bepcusa Marta BbiIxoaa

5.3.3 2016-02-23
5.3.2 2016-01-28
53.1 2015-12-18
5.3.0 2015-12-08
5.2.5 2016-06-01
5.2.4 2015-12-16
5.2.3 2015-11-19
5.2.2 2015-10-21
521 2015-09-22
5.2.0 2015-09-08
5.1.5 2015-06-07
5.1.4 2015-10-06
5.1.3 2015-08-24
5.1.2 2015-07-16
5.1.1 2015-06-18
5.1.0 2015-06-09
5.04 2015-07-06
5.0.3 2015-06-09
5.0.2 2015-05-13
5.0.1 2015-04-01
5.0.0 2015-03-03
4.7.2 2016-05-31
4.7.1 2016-02-25
4.7.0 2015-12-17
4.6.9 2015-10-15
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https://unity3d.com/unity/whats-new/unity-5.3.3
https://unity3d.com/unity/whats-new/unity-5.3.2
https://unity3d.com/unity/whats-new/unity-5.3.1
https://unity3d.com/unity/whats-new/unity-5.3
https://unity3d.com/unity/whats-new/unity-5.2.5
https://unity3d.com/unity/whats-new/unity-5.2.4
https://unity3d.com/unity/whats-new/unity-5.2.3
https://unity3d.com/unity/whats-new/unity-5.2.2
https://unity3d.com/unity/whats-new/unity-5.2.1
https://unity3d.com/unity/whats-new/unity-5.2
https://unity3d.com/unity/whats-new/unity-5.1.5
https://unity3d.com/unity/whats-new/unity-5.1.4
https://unity3d.com/unity/whats-new/unity-5.1.3
https://unity3d.com/unity/whats-new/unity-5.1.2
https://unity3d.com/unity/whats-new/unity-5.1.1
https://unity3d.com/unity/whats-new/unity-5.1
https://unity3d.com/unity/whats-new/unity-5.0.4
https://unity3d.com/unity/whats-new/unity-5.0.3
https://unity3d.com/unity/whats-new/unity-5.0.2
https://unity3d.com/unity/whats-new/unity-5.0.1
https://unity3d.com/unity/whats-new/unity-5.0
https://unity3d.com/unity/whats-new/unity-4.7.2
https://unity3d.com/unity/whats-new/unity-4.7.1
https://unity3d.com/unity/whats-new/unity-4.7.0
https://unity3d.com/unity/whats-new/unity-4.6.9

Bepcusa Marta BbiIxoaa

4.6.8 2015-08-26
4.6.7 2015-07-01
4.6.6 2015-06-08
4.6.5 2015-04-30
4.6.4 2015-03-26
4.6.3 2015-02-19
4.6.2 2015-01-29
4.6.1 2014-12-09
4.6.0 2014-11-25
4.5.5 2014-10-13
454 2014-09-11
4.5.3 2014-08-12
45.2 2014-07-10
451 2014-06-12
4.5.0 2014-05-27
4.3.4 2014-01-29
4.3.3 2014-01-13
4.3.2 2013-12-18
4.3.1 2013-11-28
4.3.0 2013-11-12
4.2.2 2013-10-10
421 2013-09-05
4.2.0 2013-07-22
4.1.5 2013-06-08
41.4 2013-06-06
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https://unity3d.com/unity/whats-new/unity-4.6.8
https://unity3d.com/unity/whats-new/unity-4.6.7
https://unity3d.com/unity/whats-new/unity-4.6.6
https://unity3d.com/unity/whats-new/unity-4.6.5
https://unity3d.com/unity/whats-new/unity-4.6.4
https://unity3d.com/unity/whats-new/unity-4.6.3
https://unity3d.com/unity/whats-new/unity-4.6.2
https://unity3d.com/unity/whats-new/unity-4.6.1
https://unity3d.com/unity/whats-new/unity-4.6
https://unity3d.com/unity/whats-new/unity-4.5.5
https://unity3d.com/unity/whats-new/unity-4.5.4
https://unity3d.com/unity/whats-new/unity-4.5.3
https://unity3d.com/unity/whats-new/unity-4.5.2
https://unity3d.com/unity/whats-new/unity-4.5.1
https://unity3d.com/unity/whats-new/unity-4.5
https://unity3d.com/unity/whats-new/unity-4.3.4
https://unity3d.com/unity/whats-new/unity-4.3.3
https://unity3d.com/unity/whats-new/unity-4.3.2
https://unity3d.com/unity/whats-new/unity-4.3.1
https://unity3d.com/unity/whats-new/unity-4.3
https://unity3d.com/unity/whats-new/unity-4.2.2
https://unity3d.com/unity/whats-new/unity-4.2.1
https://unity3d.com/unity/whats-new/unity-4.2
https://unity3d.com/unity/whats-new/unity-4.1.5
https://unity3d.com/unity/whats-new/unity-4.1.4

Bepcusa Marta BbiIxoaa

4.1.3 2013-05-23
4.1.2 2013-03-26
4.1.0 2013-03-13
4.0.1 2013-01-12
4.0.0 2012-11-13
3.5.7 2012-12-14
3.5.6 2012-09-27
3.55 2012-08-08
3.5.4 2012-07-20
3.5.3 2012-06-30
3.5.2 2012-05-15
3.5.1 2012-04-12
3.5.0 2012-02-14
3.4.2 2011-10-26
3.4.1 2011-09-20
3.4.0 2011-07-26
Examples

YcTaHOBKa Wau HacTpomnka

0630p

Unity paboTtaeT Ha Windows 1 Mac. CywecTByeT Takxe Bepcus ansta-gepcum Linux .
CyuwecTByeT 4 pa3Hbix NnaHa nnarexen gnsa Unity:

1. MepcoHanbHbIN - 6ecnnaTtHo (cM. Huxe)
2. Mmoc - $ 35 USD B MecsL 3a MecTo (cM. Huxe)
3. Pro - 125 ponnapos CLUA B MecsL, 3a MecTO - nocne nognucaHusa nnaHa Pro B TeveHve 24

https://riptutorial.com/ru/home


https://unity3d.com/unity/whats-new/unity-4.1.3
https://unity3d.com/unity/whats-new/unity-4.1.2
https://unity3d.com/unity/whats-new/unity-4.1
https://unity3d.com/unity/whats-new/unity-4.0.1
https://unity3d.com/unity/whats-new/unity-4.0
https://unity3d.com/unity/whats-new/unity-3.5.7
https://unity3d.com/unity/whats-new/unity-3.5.6
https://unity3d.com/unity/whats-new/unity-3.5.5
https://unity3d.com/unity/whats-new/unity-3.5.4
https://unity3d.com/unity/whats-new/unity-3.5.3
https://unity3d.com/unity/whats-new/unity-3.5.2
https://unity3d.com/unity/whats-new/unity-3.5.1
https://unity3d.com/unity/whats-new/unity-3.5
https://unity3d.com/unity/whats-new/unity-3.4.2
https://unity3d.com/unity/whats-new/unity-3.4.1
https://unity3d.com/unity/whats-new/unity-3.4
http://forum.unity3d.com/forums/linux-editor.93/
http://forum.unity3d.com/forums/linux-editor.93/

MecsiLeB Noapsa y Bac €CTb BO3MOXHOCTb NPeKpaTuTb NOAMUCKY U COXPaHWUTb BEPCUIO,
KOTOPY!O Bbl UMEETE.
4. Npepnpuatne - KoHTakT Unity 008 nony4eHns OONONHUTENBHOR NHGopMAaLIAN

CornacHo EULA: KomnaHum nnn 06 beanHeHHbIe opraHn3aumm, 060poT KoTopbix rnpesbicun 100
000 gonnapos CLIA B nocneaHnii QouHaHCoOBbLIV rod, 40/1XHbI ncronb3osars Unity Plus (win
60/51ee BbICOKYHO TNLEH3MI0); Ha cyMMy cBbiwe 200 000 gonnapos CLIA oHu [0/1KHbI
mcronb3oBars Unity Pro (w1 Enterprise).

YcTtaHoBKa

1. 3arpyaute nomMoLHuK 3arpy3km Unity .

2. 3anycTuTe NOMOLLHUK U BbibepuTe Moaynn, KOTOPbIE Bbl XOTUTE 3arpy3uTb U YCTAHOBUTD,
Hanpumep, pegakTop Unity, cpeny paspabotkm MonoDevelop, BOKYMEHTaUMIO U
HeobxoanMble Moaynn ans cbopky NnatcopMmbl.

Ecnu y Bac yctaHoBneHa bonee ctapas Bepcusi, Bbl MOXeETe 00HOBUTEL ee [0 Noc/enHel
cTabunbHOW BEPCUM .

Ecnun Bbl xoTnTe yctaHoBMTb Unity 6€3 noMowHuka 3arpya3ku Unity, Bbl MOXETE NONy4nTb
YCTaHOBLLUUKOB KOMMOHEHTOB 13 rnpumedaHnii k soinycky Unity 5.5.1 .

YcTaHOBKa HECKO/IbKUX BepCUM eAUNHCTBA

YacTo 6biBaeT HE0H6XO0AUMO YCTAHOBUTbL HECKONbKO Bepcuii Unity oogHOBpeMeHHo. [ns aToro:

* B Windows n3meHnTe Kkatanor ycTaHOBKW NO YMOMYaHMIO Ha MyCTYIo nanky, KOTOPYH Bbl
co3noanu paHee, HanpuMMep unity 5.3.1f1 .

¢ Ha Mac yctaHoBWMK Bceraa byneT yctaHaBNMBaATb B /applications/Unity . [IEPEUMEHYATE
STy nanky Ans CywecTBYoWen yCTaHOBKN (HaNpPUMep, B /Applications/Unity5.3.1f1 ) NEpen
3anyckoM yCTaHOBLUMKa AN OpYyron Bepcumn.

* Bbl MOXeTe yaepXmBaTb a1t npu 3anycke Unity, 4Tobbl 3acTaBnTb €ro BolbpaTtb NPoOeKT
NS OTKPbITUS. B NpoTMBHOM crnyyae nocnenHuii 3arpyXeHHbli NpoekT 6yneT NbiTaTtbes
3arpy3nTb (ECNM OH OOCTYMEH), U MOXET NPeanoXnTb BaM 0OHOBUTb NPOEKT, KOTOPbIN Bbl
He XOTUTEe OOHOBNATD.

OCHOBHOWM pepakTop U Kon,

packnapka

https://riptutorial.com/ru/home


https://store.unity.com/contact?type=sales
https://store.unity.com/contact?type=sales
https://store.unity.com/contact?type=sales
https://unity3d.com/get-unity/download
https://unity3d.com/get-unity/download
https://store.unity.com/download?ref=update
https://store.unity.com/download?ref=update
https://unity3d.com/unity/whats-new/unity-5.5.1
https://unity3d.com/unity/whats-new/unity-5.5.1

OcHoBHoW pegakTop Unity 6yneT Bbirnsinetb Huxe. OCHOBHblEe PYHKLIMN HEKOTOPbLIX OKOH /
BK/TQA0K MO YMOTHAHMIO OMMCaHbl HAa N306paxXeHnn.

TFile Edit Assets Gamel:lb,u_.l 't_mpunem Window  Help

(S BN S = 1) [=cener] ®cnsal

"= Hierarchy
| Create = (TR

Mamn Camera

Directanal Light

When "Play" is pressed "Game Vie

o CLERUEIRYLE to show the objects in the scene th
be used in a camera. bt -::,::—

scene are placed
here to show in
game world. This is game world or Scene view w
Example: Light, [EUOELCCIVAsEITREClaglol[CHE elgelcS
-1 0= 1 e il - assets are placed here physically as
in this scene. interation etc in the game.

[=] Froject Iiliéi_l_l__ al=
Create * |
¥ | Favorites  Assets
%::: ::ul'll:h This Felder is amaty
0, All Prafabs
12 &l Scripts

All game assets are placed here. Example: Mo
textures, prefabricated objects, scenes, script:
materials etc are located here for using in the

MakerT Linux

CyuwecTByeT Hebonbluas pa3HuLa B KOMNOHOBKE MEHIO Bepcum Linux, Hanprmep, CHUMOK 3KpaHa

File Edit Assets GameObject Component Help Window

HUXxXe, @ 4’ S | o E "0 Pivot | & Local

OCHOBHOE Ucnonb3oBaHue

Coapaiite nycTo 06 bEKT Gameobject , WENKHYB NPABOW KHOMKOM MbIWX B OKHE UEpapXmm v

https://riptutorial.com/ru/home 7
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BbIOEPUTE « Create Empty . CO3AaNTE HOBbLIA CKPUNT, WENKHYB NPABO KHOMKOW MbIWN B OKHE
Project 1 BbIbepuTe create > c# script . [lepEUMEHyiATE ero Nno Mepe HeobXoAMMOCTH.

Korna B okHe «Mepapxusi» BblbpaH NyCTON Gameobiect , NEPETALMTE BHOBb CO34AHHbIA CKPUMT B
OKHO «MHcnekTop». Tenepb CKpUNT NPUKPENNEH K 06 bEKTY B OkKHe nepapxun. OTKpoiTe ckpmnTt
C ycTaHoBNeHHOW rno ymonyaHuio MonoDevelop IDE unu Bawvm npeanoyTeHneM.

OCHOBHbIe CKpUNTDI

BaszoBbiit ko 6yAeT BbIFNSAAETh HUXE, KPOME CTPOKM Debug. Log ("hello world!!"); ,

using UnityEngine;
using System.Collections;

public class BasicCode : MonoBehaviour {

// Use this for initialization
void Start () {

Debug.Log ("hello world!!");
}

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

}

Jlo6aBbTe CTPOKY Debug.Log ("hello world!!"); B METOLE void start () . COXpaHUTE cLueHapwii 1
BEPHMUTECH B peaakTop. 3anyctuTe ero, Haxas « BocnpousBecTu» B BEpXHER HYacTu
penakrtopa.

Pe3yanaT OONXEH BbIrMA0eTb cnenyowmnm o6pa30M B OKHE KOHCONK:

MakeTbl penakToposB

Bbl MOXeTe CoXpaHUTb PacrnonoXeHne Balmx BKNaAokK U OKOH, 4TOObl CTaHAapTU3NPOBaThb CBOO
pabouyto cpeay.

MeHI0 MakeToB MOXHO HaTX B MPaBOM BEPXHEM yriy penakTtopa Unity:

https://riptutorial.com/ru/home 8
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(& ] [Account_~ ]

@ Inspector @(Fﬂif‘l] Compact
] 2by3

4 5plit
Default
Tall
Wide

® Save Layout...

Delete Layout...

Revert Factory Settings...

Unity noctaengeTcs ¢ 5 ctaHOapTHbIMU MakeTamu (2 Ha 3, 4 cnavTta, No yMON4YaHWio, BbicOKas,
wupokas) (otMeyeHa 1) . Ha kapTuHKe Bbllwe, MOMUMO MaKeTOB MO YMONYaHUIO, B BEPXHEWN YacTu
TakXe ecTb COBCTBEHHbI MakerT.

Bbl MOXeTe 0o6aBnTb CBOM COBCTBEHHbIE MAKeThl, HAXaB KHOMKY «COXpaHUTb MakerT ...» B
MeHI0 (C nomerkou 2) :

(& | [Account -]

L] Inspector

Bbl Tak>xe MoxeTe yaanuTb noboit MakeT, HaXas KHOMKY «Y BanuTb Maker ...» B MEHIO (C
rnomeTkou 2) :

https://riptutorial.com/ru/home


https://i.stack.imgur.com/k4UO6.png
https://i.stack.imgur.com/PyJWn.png

[ ey ] [Accuunt b ] [La'grers - ] [La'gruut

m = B Inspector 52 Lighting
)

Delete Window Layout x

[ (stctn) Compact
| 2 by 3

| 4 split

[ Default
[

[

[

Layout

Tall
Wide

KHonka « BoccTaHOBMTL 3aBOACKME HACTPOWMKM ...» yaansieT BCe NOMb30BaTENbCKNE MAKEThI U
BOCCTaHaBNMBAET MakeTbl MO YMONYAHWIO (TOMEYEHbI 3HaKOM 2) .

Hactpowka pabouen obnacTtu

Bbl MOXeTe HacTpoUTb MakeT NpeacTaBNeHunii, nepeTackmeas Bknamaky noboro BMaoa B 04HO U3
Heckonbkunx MecT. OTbpacbiBaHMe BKaAKu B 06nacTy BKNaLoK CyWwecTByowero okHa 1obasuT
BKNALKY PSAOM C NMoBbiMM CyWECTBYOWMMM BKNaakaMu. B kayectse anbTepHaTmBbI,
oTbpacbiBaHVe BKNaaku B noboii 30He A0K-CTaHuMm AobaBuT npeacTaBieHne B HOBOE OKHO.

€ Game | =
Free Aspect : Maximize on Play | Stats

Bknagku Takxe MoryT 6biTb OTAENEHbI OT FMMABHOr0 OKHA pefakTopa U NoOMeLeHbl B NX
cobCcTBEHHbIN NnaBatowmii pegaktop Windows. lMnasatowwme okHa MOryT conepxarb
pacrnonoxeHve npeacTasneHnn N BKNanok, Kak u OKHO rnaBHOro pegakrtopa.
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MpounTainte Havano pabotbl ¢ unity3d oHnaiiH: https://riptutorial.com/ru/unity3d/topic/846/
Hayano-paboTbl-c-unity3d
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rnaBa 2: API CullingGroup

3aMmedyaHus

lMockonbky ncnonb3osaHue CullingGroups He Bcerga 04eHb MPOCTO, MOXET oka3aTbCs
NONe3HbIM MHKANCy NMpoBaTb OCHOBHYIO YaCTb JIOrMKK Knacca MeHeaxepa.

Hunxe npmeeneH npmnMmep 1oro, Kak MoxeT paGOTaTb Takowu MeHenxep.

using UnityEngine;
using System;
public interface ICullingGroupManager
{
int ReserveSphere () ;
void ReleaseSphere (int spherelIndex) ;
void SetPosition (int spherelIndex, Vector3 position);
void SetRadius (int spherelIndex, float radius);
void SetCullingEvent (int sphereIndex, Action<CullingGroupEvent> sphere);

CyTb B TOM, 4TO Bbl pe3epBupyeTte ccpepy 0TOpakoBKM OT MEHEOXEPA, KOTOPbIA BO3BpawaeT
WHOEKC 3ape3epBMpPOBaHHON cdoepbl. 3aTeM Bbl UCMOSb3yeTe AaHHbIA MHAEKC A5 ynpaBieHuns
Balleil 3ape3epBnUpoBaHHON cpepoil.

Examples

OT160p 06BEKTOB

B cnenytouweM npumepe nokasaHo, kak ucnonb3osatb CullingGroups ons nony4yeHums
yBEOOMNEHU B COOTBETCTBUM C KOHTPOJIbHOM TOYKOM PacCTOAHMUS.

9TOT cueHapwuii 6bin yNPOoLWeH ANs KPaTKOCTU U UCNOMb3YeT HECKONbKO
BbICOKOMNPOW3BOANTENIbHbIX METOLOB.

using UnityEngine;
using System.Ling;

public class CullingGroupBehaviour : MonoBehaviour

{
CullingGroup localCullingGroup;

MeshRenderer[] meshRenderers;
Transform[] meshTransforms;
BoundingSphere[] cullingPoints;

void OnEnable ()

{
localCullingGroup = new CullingGroup () ;

https://riptutorial.com/ru/home
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meshRenderers = FindObjectsOfType<MeshRenderer> ()
.Where ( (MeshRenderer m) => m.gameObject != this.gameObject)
.ToArray () ;

cullingPoints = new BoundingSphere[meshRenderers.Length];

meshTransforms = new Transform[meshRenderers.Length];

for (var i = 0; i < meshRenderers.Length; i++)

{
meshTransforms[i] = meshRenderers|[i].GetComponent<Transform> () ;
cullingPoints[i] .position = meshTransforms[i] .position;
cullingPoints[i] .radius = 4f;

localCullingGroup.onStateChanged = CullingEvent;
localCullingGroup.SetBoundingSpheres (cullingPoints) ;
localCullingGroup.SetBoundingDistances (new float[] { 0f, 5f });
localCullingGroup.SetDistanceReferencePoint (GetComponent<Transform> () .position);
localCullingGroup.targetCamera = Camera.main;

void FixedUpdate ()

{
localCullingGroup.SetDistanceReferencePoint (GetComponent<Transform> () .position);
for (var i = 0; i < meshTransforms.Length; i++)

{

cullingPoints[i] .position = meshTransforms[i] .position;

void CullingEvent (CullingGroupEvent sphere)

{
Color newColor = Color.red;
if (sphere.currentDistance == 1) newColor = Color.blue;
if (sphere.currentDistance == 2) newColor = Color.white;
meshRenderers |[sphere.index] .material.color = newColor;

void OnDisable ()

{
localCullingGroup.Dispose();

LobaebTe ckpunt B GameObject (B naHHOM cny4yae Kyb) n Haxmnte «Bocnpoussectn». Kaxabii
apyroi 06bekT GameObject B cLieHe MEHSIET LIBET B COOTBETCTBMM C UX PACCTOSIHUEM A0
KOHTPONbHOM TOYKMW.
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OuucTtka BUOUMOCTU OOBbEKTa

Cnegnyowuii cueHapuii MNMIOCTPUPYET, Kak nonyyatb CObbITUS B COOTBETCTBUM C BUAMMOCTbIO
LS yCTAHOB/IEHHOW Kamepbl.

oT10T cueHapw?l ONna KPpaTKoCTU UCnoib3yeT HECKO/TIbKO BbICOKOMPOM3BOOUTENIbHbIX
MeTon0B.

using UnityEngine;
using System.Ling;

public class CullingGroupCameraBehaviour : MonoBehaviour
{
CullingGroup localCullingGroup;

MeshRenderer[] meshRenderers;

void OnEnable ()

{
localCullingGroup = new CullingGroup () ;

meshRenderers = FindObjectsOfType<MeshRenderer> ()
.Where ( (MeshRenderer m) => m.gameObject != this.gameObject)
.ToArray () ;

BoundingSphere[] cullingPoints = new BoundingSphere[meshRenderers.Length];
Transform|[] meshTransforms = new Transform[meshRenderers.Length];

for (var i = 0; i < meshRenderers.Length; i++)

{
meshTransforms[i] = meshRenderers|[i] .GetComponent<Transform> () ;
cullingPoints[i] .position = meshTransforms[i] .position;
cullingPoints[i] .radius = 4f;

localCullingGroup.onStateChanged = CullingEvent;

https://riptutorial.com/ru/home
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localCullingGroup.SetBoundingSpheres (cullingPoints) ;
localCullingGroup.targetCamera = Camera.main;

void CullingEvent (CullingGroupEvent sphere)
{
meshRenderers |[sphere.index] .material.color = sphere.isVisible ? Color.red :
Color.white;

}

void OnDisable ()

{
localCullingGroup.Dispose () ;

[obaBbTe cueHapuii B cueHy u Haxmnte «Arpatb». Bca reometpus B CLUEHE M3MEHNT LBET,
OCHOBbIBaSCb Ha X BUAMMOCTH.

Mono6HbIA 9P PEKT MOXET ObiTb AOCTUrHYT C MCMONb30BAHUEM
MonoBehaviour.OnBecameVisible () €CNIMN OO BEKT MMEET KOMMOHEHT MeshRenderer .
Ncnonb3yitte CulingGroups, Koraa BaMm Hy>XXHO 0TOPOCUTb NyCTbie KOOPAUHATDI
GameObijects, vector3 UM KOraa BaM HYy>XXeH LLeHTpanM30BaHHbI METOL
OTCNEeXMBaHUS BUAMMOCTM 0O bEKTOB.

Orpaqumeanble pacCcToAHUA

Bbl MOXxeTe 0obaBuTb orpaHunydmearoline pacCcTtodHnA nosepx pannyca To4K1 BbiCeBa. OHn
HaxoOoATCda B peXume O0OononHNUTEJNIbHbIX yCﬂOBI/IVI CpaﬁaTblBaHI/Iﬂ BHE OCHOBHOIO pagunyca TO4KHU
Bbl6paKOBKl/l, HanpuMmep, <<6J'II/I3KO>>, «Aaneko» Un «04eHb OaneKko».

cullingGroup.SetBoundingDistances (new float[] { 0f, 10f, 100f});

OrpaHunyeHns paccTosiHWA BAUSIOT TONBbKO MPW UCMONb30BaHUM C ANCTaHLMOHHOM
KOHTPO/bHOM TOYKON. OHW He OEeCTBYIOT BO BpeMsi 0TOpakoBkM KaMepbi.

https://riptutorial.com/ru/home 16


http://i.stack.imgur.com/T28vl.gif

Busyannsaums rpaHUUYHbIX PacCTOAHUNA

To, 4TO MOXET U3HA4aNbHO BbI3BaTb MyTaHWLy, 3aK/l04aeTcs B TOM, YTO OrpaHuyvBatolme
paccTosHUs No6aBNsOTCS NOBEPX PaAnNyCcoB caoepbl.

Bo-nepBbix, rpynna BbiOpakoBKY BbIYUCASET M10Laab KAk OrpaHnYnBatowei cgepnbl, Tak 1
rPaHNYHOr0 PacCToAHUS. DT ABe 06nacTn 06 beaNHEHbI BMECTE, 1 PE3YNbTATOM SBNSETCS
obnactb Tpurrepa ons ouanasoHa pacctosHus. Paguyc atoi obnactn moxeT 6biTb
MCMONb30BaH ANS BM3yanu3aummn nons LeincTBns OrpaHMYnBarowWero paccTosaHUS.

float cullingPointArea = Mathf.PI * (cullingPointRadius * cullingPointRadius);
float boundingArea = Mathf.PI * (boundingDistance * boundingDistance);
float combinedRadius = Mathf.Sqrt ((cullingPointArea + boundingArea) / Mathf.PI);

MpounTtante API CullingGroup oHnanH: https://riptutorial.com/ru/unity3d/topic/4574/api-
cullinggroup
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https://riptutorial.com/ru/unity3d/topic/4574/api-cullinggroup
https://riptutorial.com/ru/unity3d/topic/4574/api-cullinggroup

rnasa 3: Prefabs

CuHTakcuc

public static Object PrefabUtility.InstantiatePrefab (Object target);

public static Object AssetDatabase.LoadAssetAtPath (string assetPath, Tun Tuna);
public static Object Object.Instantiate (Object original);

public static Object Resources.Load (cTpoka nyTn);

Examples

BctynneHue

Prefabs - 9T0 TN akTUBa, KOTOPbLIV MNO3BONSET XPaHUTb NonHbI GameObject ¢ ero
KOMIMOHEHTaMN, CBOMCTBaMN, NPUKPENIEHHbIMU KOMMOHEHTaMN U cepnanm3oBaHHbIMU
3HavyeHuamu ceoncTe. CylecTByeT MHOro CUeHapueB, rae 370 NoNes3Ho, B TOM Yucne:

» NybnupoBaHne 06 bEKTOB B CLIEHE

» COBMeCTHOE MCnob30BaHMe 06Wero 06 bekTa B HECKOMbKMX CLEHax

» B03MOXHOCTb MOAMcULUMPOBaTL COOPKY OAMH Pa3 N UMETb N3MEHEHMS MPUMEHNTENIBHO K
HECKONbKMM 06 bekTaM / cueHam

» CosnaHve oybnmpyowmnx 06 bekTOB C HE3HAYUTENbHBIMU M3MEHEHUSIMU, NMPU 3TOM 06LWKMe
3NeMeHTbl MOXHO pefakTupoBaTtb U3 0aHOro 6a3oBoro cbopHmka

* MHnuumnposaHne GameObjects BO Bpems BbINONHEHUS

B Unity ecTb amMnnpuyeckoe npasmno, B KOTOPOM FOBOPUTCS, YTO «BCE LOMXKHO ObiTb Prefabs».
XoT4 970, BEPOATHO, NpeyBennyeHne, OHO noowpseT NOBTOPHOE NCMOb30BaHME Koaa n
cosnaHne GameObjects MHOropasoBbiM CNOCOOOM, KOTOPbIV 0AHOBPEMEHHO 3CPIEKTUBEH Kak C
TOYKW 3PEHNS NAMATU, TakK U C XOPOLINM ON3aAHOM.

CospaHue c60pHbIX

Y106kl co3paTtb cOOPKY, NepeTawmnTe UrpoBo 06 bEKT U3 nepapxun CLeH B nanky « AKTUBbI »
NN BNOXEHHYO Nanky:

= Hierarchy | ® -= | @ Project | -
| Create ~ o Al n C:aate o 2 |l-'- | ¥ | *
Vi /Favorites  Assets
Directional Light LAl Material

0 all Models This folder is empty
=L All Prefabs
20 All Seripts
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= Hierarch 3 Project

I ——

Main Camera

= Hierarch
| Praata =

Assets

Main Camera

Nms nrpoBoro o6 bekTa CTaHOBUTCSA CUHUM, yKa3blBas, YTO OHO CBSA3aHO ¢ cOopkom .
Tenepb aT0T 06 BEKT ABNSAETCA IK3eMNAAPOM prefab , kak ak3emnnsp o6bekTa knacca.

Mocne cosnaHuns MoxeT BbiTb yaaneHa cbopHas coopka. B aToMm cnyyae nms paHee CBS3aHHOIo
C HUM UrpoBOro 06 bekTa CTAHOBUTCS KPACHbIM:

| Create ~| (Gr2

Assets

NHcnekTOp no cobopke

Ecnu Bbl Bb|6epeTe CﬁOpKy B nepapxmnyeckom npencrtasneHnn, Bbl 3aMeTnuTe, 4HTO €€ MHCMEKTOP
HEMHOro OTNIM4YaeTcs OT 0ObIYHOrO nrpoeoro obbekTa:

e Inspector

¥ Main Camera | [ static =

Tag |MainCamera ¢/ Layer |Defaule  ¢]
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npoTuUB

| @ Inspector | =

[ [Main Camera []static =

Tag | MainCamera | Layer | Default ™

Prefab | Select | Rewvert | Apply |

¥ .~ Transform ) %

Position X0 Y1 Z -10

Rotation X0 Y O 2 0
Scale X|1 Tl Z[1

JXKupHble CBOMCTBA 03HA4aloT, YTO UX 3HAYEHMS OT/IMHAKOTCS OT 3HaYeHu prefab. Bel MoxeTe
N3MeHNTb Ntoboe CBOMCTBO CO34AHHOMO 3K3EMMNNSAPA, HEe BNNSS HA MCXOHble 3HaYeHus prefab.
Korpa 3HauyeHne nameHsieTcsl B ak3emnnsipe prefab, oHo cTaHOBUTCS NONYXWPHbIM, U NtoOble
nocnegyowme N3MEHEHNs OAHOrO 1 TOro Xe 3HadyeHust B prefab He 6ynyT oTobpaxaTbcs B
N3MEHEHHOM 3K3eMnnspe.

Bbl MOXXeTe BEpHYTbCS K UICXOOHbIM 3Ha4YeHnsM prefab, HaxaB KHoMnky Revert , koTopas Takxe
byneT UMeTb N3MEHEHMNS 3Ha4YeHUsl, OTpaXXeHHble B ak3emnnsipe. Kpome Toro, 4Tobbl BEPHYTb
WHOMBUAYANbHOE 3HAYEHME, Bbl MOXETE LWENKHYTh ero NPaBon KHOMKOW MbIWKN U HAXaTb «
BoccTtaHOBUTbL 3HaYeHne» #o «Prefab» . YTobbl BEPHYTb KOMMOHEHT, WENKHUTE ero npaBol
KHOMKOW MbIWKW 1 HAXMUTe « BepHyTb B Prefab» .

Haxatne kHonku « NMpuMeHnTb» nepesanncbiBaeT 3Ha4eHns cBONCTB prefab ¢ Tekywmnmmn
3Ha4YeHMAMN CBONCTB UrpoBoro obbvekTta. Het kHonkn «OTMEHNTb» UK NOATBEPX OEHNS,
nosTomy obpauwanTecb ¢ 3TON KHOMKON OCTOPOXHO.

KHonka Bbl6Opa nonyepkrBaeT CBA3aHHyto COOPKY B CTPYKTYpe nanok npoekTa.
Co3paHue 3Kk3emnnsipos

CywecTByeT [Ba crocoba co3aaHnsi 9K3eMMsSpoB: BO BpeMsi pa3paboTku 1nv BpeMeHu
BbIMOJIHEHUS .

Bpems co3naHusi npoekTa

CospnaHune ak3emnnspos prefabs Bo BpeMsi pa3paboTky NONE3HO ANS BU3YyalbHOrO pa3MelleHmns
HECKOJIbKMX 9K3EMMNISPOB OAHOr0 1 TOro Xe 0b6bekTa (Hanpumep, pasmelueHmne 4epeBbeB npu
paspaboTke ypoBHS BalLevi Urpbl ).

e YT106bl BM3yanbHO co3natb ak3emnnsap prefab, nepertawnte ero n3 npencraBneHms
npoeKTa B nepapxuto CLUEH.
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= Hierarchy | ® -= | @ Project | a .=
Create | (CrAll D | Create | (G *~,| - | % | e
Main Camera TT:F Favorites Assets
Directional Light L All Material
[ Al Models
@AII Prefabs
@AII Scripts

» Ecnu Bbl nuieTe paclivpeHvie peaaktopa , Bbl TakXe MoXeTe cosaaTb ak3emnnsp prefab,
NPOorpaMMmnpPys Bbl30OB PrefabUtility.InstantiatePrefab()

GameObject gameObject =
(GameObject)PrefabUtility.InstantiatePrefab (AssetDatabase.LoadAssetAtPath ("Assets/MainCamera.pref
typeof (GameObject))) ;

MUcnosiHeHue BpeMeHU BbINONTHEHUA

Cos,u,aHme aK3eMnndapos prefabs BO BpeM4 BbINMONHEHNA NMONE3HO A4 CO30aHNA 3K3eMMNNApPOB
obbekTa B COOTBETCTBMU C HEKOTOPOW NOrUKOW (Hanpumep, pasmMHOXEHNE NPOTUBHUKA KaX ble
5 cekyHn ).

Y1066l co3naTb ak3emnnsp cOopHMKa, BaM Hy>XXHa ccbinka Ha 06bekT prefab. 9To MoXHO
coenatb, €CNM B BAWEM MonoBehaviour (M YCTAHOBUTb €r0 3HAYEHME C MOMOLLbIO MHCNEKTOPA B
penakTope Unlty) MO>XHO MonoBehaviour public GameObject MNOJI€ public GameObject :

public class SomeScript : MonoBehaviour {
public GameObject prefab;
}

Wnwn, nomecTtus prefab B nanky Resource n nCNONb3y$ resources.Load :

GameObject prefab = Resources.Load("Assets/Resources/MainCamera") ;

Korpa y Bac ecTb ccbifika Ha 06bekT prefab, Bbl MoXeTe co3natb ero ak3eMnnsip, UCnonb3ys
PYHKLMIO Tnstantiate I0OOM MECTE Balero Koaa (HanpuMep, BHYTOU UmMKa A7151 CO34aHus
HECKO/IbKUX 0O LEKTOB ):

GameObject gameObject = Instantiate<GameObject> (prefab, new Vector3(0,0,0),
Quaternion.identity);

MpuMmeyaHue. B pexunme ucnonHeHns tepmnH Prefab He cywecTsyer.

BnoxeHHble cOOpHbIe
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B HacTosiwee BpeMsi B Unity HEOCTYMNHbI BNOXEHHbIe COOPHUKK. Bbl MOXeTe nepetawmnTb 04uH
prefab B opyroi n npuMeHNTb 3T0, HO NtoOble M3MEHEHWS B oYepHEM COOpHIKKe He By oy T

NMPUMEHEHDbI K BIOXXEHHOMY.

Ho ecTb npocToit cnocob - Bbl JONXHbI A,06aBUTb B POAUTENbCKUIA COOPHUK NPOCTOM
CKpUWNT, KOTOpbIN 6yaeT co3naBaTb 3K3eMNNsip JOYEPHEro.

using UnityEngine;
public class ParentPrefab : MonoBehaviour ({

[SerializeField] GameObject childPrefab;
[SerializeField] Transform childPrefabPositionReference;

// Use this for initialization
void Start () {
print ("Hello, I'm a parent prefab!");
Instantiate (
childPrefab,
childPrefabPositionReference.position,
childPrefabPositionReference.rotation,

gameObject.transform

Poautenbckuii cOOpHUK:

https://riptutorial.com/ru/home
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@ Inspector |

I

- Shader | Standard

o =
& |Parent [] static =
Tag [ Untagged #] Layer [ Default #]
¥ .~ Transform £,
Position X|0 Y0 |Z|o |
Rotation X|0 Y0 |Z|o |
Scale X|1 [¥|1 |Z|1 |
¥ | Cube (Mesh Filter) i,
Mesh |l Cube e
b i ¥ Box Collider #y
» . ¥ Mesh Renderer &,
‘F [¥ Parent Prefab (Script) &,
Script ParentPrefab @
Child Prefab |uChiId | @
Child Prefab Position Ri .. ChildPosition (Transform) | ®
Default-Material [l #*.

’ add Component

Parent

AssetBundle Mone

LeTckunin cOOpHMK:

&

Mane
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-
@ Inspector | =
& | Child [] static =
Tag [ Untagged #] Layer [ Default

¥ .~ Transform

Position X0 Y0 'zZo
Rotation X0 Y0 'z 0
Scale X|1 [¥ |1 [Z|1
¥ .. Sphere (Mesh Filter)
Mesh W Sphere
v ¥ sphere Collider
Is Trigger -
Material |Nune (Physic Material)
Center X0 Y0 ‘Zo
Radius 0.5

[ E.IEMesh Renderer

¥ || ¥ child Prefab (Script)

Script ChildPrefab

Default-Material
- Shader | Standard

8 8 L glla £
Floge |l lo ol LI 1=
C————) v I

AssetBundle Mone

CueHa no v nocne crapra:

Mane
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“= Hierarchy # Scene
Create ™ rﬂ"ﬁ”—\l Shaded
¥ &) Untitled*
Main Camera
Directional Light
W Parent
ChildPosition

MpounTtante Prefabs oHnann: https://riptutorial.com/ru/unity3d/topic/2133/prefabs
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rnaBea 4: Raycast

napamMmeTpbl
napameTtp noapo6HoCcTH
MPOMCXO0X AEHUS HauanbHas Touka nyya B MMPOBLIX KOOpAMHATAaX
HanpaBneHve HanpaBnenve nyya

MakcumanbHoe paccTosHne, KoTopoe ny4 OOo/1XKEeH NPOBEPATb Ha
Hann4ymne CTONKHOBEHWUI

maxDistance

Macka cnos, KOTopasd ncnonb3yetcsd Ansa Bbl60p0‘-IHOI'O

CNo Macku _
NrHOPMPOBAHMS KONnanaepos npu 6pocaHnm nyya.

queryTriggerinteraction YkasbiBaeT, rae aToT 3anpoc A0SIKEH yaapuUTb TPUrrepbl.

Examples

dunsmka Raycast

oTa (PyHKUNS nepenaeT Nnyy U3 origin B HANPABNEHUN direction ASIMHbI maxDistance MPOTUB BCEX
Konnangoepos B CLIEHe.

CDYHKLI,VIH NPUHUMAET B origin direction maxDistance U BbIYHUCIINTb , €ECJIN €CTb KOﬂﬂaVIﬂ,ep nepen
GameObject.

Physics.Raycast (origin, direction, maxDistance);

Hanpumep, ata pyHkums ByneT neyatatb sello World HA KOHCOMN, €CAN K HEW NOOK/OYEHO YTO-
10 B Npenenax 10 eanHWL, Ganeobject

using UnityEngine;

public class TestPhysicsRaycast: MonoBehaviour
{

void FixedUpdate ()

{

Vector3 fwd = transform.TransformDirection (Vector3.forward);

if (Physics.Raycast (transform.position, fwd, 10))
print ("Hello World");
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dusuka2D Raycast2D

Bbl MOXXeTe ncnonb3oBaTh raycasts, 4Tobbl NPOBEPUTH, MOXET NN ai XOAUTb, HE Nanas ¢ Kpas
YPOBHSI.

using UnityEngine;

public class Physics2dRaycast: MonoBehaviour
{
public LayerMask LineOfSightMask;
void FixedUpdate ()
{
RaycastHit2D hit = Physics2D.Raycast (raycastRightPart, Vector2.down, 0.6f *
heightCharacter, LineOfSightMask);
if (hit.collider != null)
{

//code when the ai can walk

}

else

{

//code when the ai cannot walk

}

B aTom npumepe HanpasneHne npasunbHoe. lNepemeHHas raycastRightPart asnaetcs npason
4yacTblo NepcoHaxa, No3ToMy raycast 6yaeT NpoucxoanTb B NpaBoi YacTy NepcoHaxa.
PaccTtosHue B 0.6f pa3 npesbllaeT BbICOTY NEPCOHAXa, NO3TOMY raycast He gacT yaap, korga oH
yOapuT no 3emne, KotTopast HUXe, YeM 3eM/isl, Ha KOTOPOI OH celidac cTomT. Ybeomntechb, 4To
Layermask ycTaHOBNEH TONIbKO Ha 3EMJI0, MHAYe OH TakXe 0OHapyXuT opyrve o6 bekTbl.

RaycastHit2D cam no cebe sBnsieTcs CTPYKTYPOiA, @ He KNaccoMm, Mo3ToMy yaap He
MOXET OblTb HyNEBbIM; 3TO 03HA4YaEeT, YTO BaM HY>XHO NPOBEPUTb KOnnanaep
nepemeHHomn RaycastHit2D.

MHKancynsuua BbiI3OBOB Raycast

Ecnn Bawm cueHapunn Ha3blBalOT Raycast HAMPAMYIO, 3TO MOXET NPUBECTU K np06neMaM, ecnn
BaM HY>XHO U3MEHNTb MaTpuLbl CTONKHOBEHUI B 6y,ﬂ,y|.|.l,eM, TakK Kak BaM npmnaetca oTcnexmBartb
KaXnoe none LayerMask ANS BHECEHUS UBMEHEHWIA. B 3aBUCMMOCTM OT pa3mepa Bawero npoeKkTa
3TO MOXET CTaTb OrpOMHbIM HA4YNHaAHNEM.

MHKaﬂcyﬂﬂLl,l/IFI Bbl30OBOB Raycast MOXET 0obnerynTb Bam XMn3Hb.

PaccmaTtpmBas 310 no npuHumny SoC , UrpoBoit 06 bekT AEeACTBMTENbHO HE OONXKEH 3HATb UK
3aboTnTbCcs 0 LayerMasks. EMy Hy>XXeH TONbKO crnocob ckaHMPOBaHMS CBOEr0 OKPY K EHUSI.
MonyyaeTt nu pe3ynbTart raycast T0 MK 3TO HE UMeeT 3HaYeHns ans urposoro obbekta. OH
IONXEH OeincTBoBaTb TONbKO HA MHCPOPMALIMIO, KOTOPYIO OH NONyYaeT, U He OenaTtb Kakux-nmbo
npeanonoxeHnii 06 okpyXatoLen cpene, B KOTOPOW OH CyLIeCTBYyeT.
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OpnHuM 13 cnocoboB peLueHns 3Tol Npobnembl sBNsSeTCs , 4T0Obl NEPEMECTUTbL 3HAYEHME
LayerMask B ScriptableObject ak3eMnnspoB 1 UCNONb30BaTb MX B Ka4eCcTBe (POpPMbI raycast
yCnyr , KOTOpble Bbl MUHbEKUVNOHHAS B CKPUNTHI.

// RaycastService.cs
using UnityEngine;

[CreateAssetMenu (menuName = "StackOverflow") ]
public class RaycastService : ScriptableObject
{

[SerializeField]

LayerMask layerMask;

public RaycastHit2D Raycast2D (Vector2 origin, Vector2 direction, float distance)
{

return Physics2D.Raycast (origin, direction, distance, layerMask.value);

// Add more methods as needed

// MyScript.cs
using UnityEngine;

public class MyScript : MonoBehaviour
{

[SerializeField]

RaycastService raycastService;

void FixedUpdate ()
{
RaycastHit2D hit = raycastService.Raycast2D (Vector2.zero, Vector2.down, 1f);

OT0 NO3BONSET BaM cAenatb HECKONIbKO CEPBUCOB raycast, BCe C pa3iMyHbiM1 KOMOMHaUNSMA
LayerMask onsi pasHbix cutyaumit. Y Bac MoXeT BblTb TOT, KOTOPbIA yaapsieT TONbKO C
Konnangepamu Ha 3eMnio, a pyrow - ¢ 3eMHbIMK Konnangepamm u 0gHOCTOPOHHUMU
nnatgpopmamu.

Ecnn Bam korpa-nmbo noHanobuTtcst BHECTM paankanbHble N3MEHEHUS B HACTPOkmM LayerMask,
BaM HY>XHO TONbKO 06HOBUTb 3TU pecypchbl RaycastService.

AanbHeullee YTeHue

* VIHBEPCUS KOHTPONS
» BHenpeHve 3aBncnMOCTY

lNMpounTante Raycast oHnaiH: https://riptutorial.com/ru/unity3d/topic/2826/raycast
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rnaea 5: ScriptableObject

3aMmedyaHus

QiptableObjects ¢ AssetBundles

ObpaTtute BHMMaHne Ha nobasneHne cOopHbIX AaHHbIX B AssetBundles, ecnmn oHn cogepxar
ccbinky Ha ScriptableObjects. Nockonbky ScriptableObjects no cywecTBy SBAAOTCS akTUBaAMU,
Unity cospaeT nx nybnukatbl nepen nobasnexHmem nx B AssetBundles, 4T0 MOXeET NpMBECTU K
HeXenaTenbHOMY NOBELEHMIO BO BPEMS BbIMNOTHEHUSI.

Korpa Bbl 3arpyxaete takonn GameObject na AssetBundle, moxeT noTpeboBaTbCcs NOBTOPHO
3arpy3nTtb aTpmbyThl ScriptableObject B 3arpy>xeHHble cLeHapun, 3aMeHNB CBSI3aHHbIe 0O bEKTHI.
CM. Injection Dependency Injection

Examples

BctynneHue

ScriptableObjects - 310 cepnannaoBaHHble 06 BbEKThI, KOTOPbIE HE NPUBSA3aHbI K CLIEHAM UK
nrpoBbiM 06 bekTam kak MonoBehaviours. VIHbIMM cnoBamu, 3TO AaHHbIE U METOAbI, CBSA3AHHbIE C
dhaiinamm akTMBOB BHYTPM Bawero npoekta. 3tn 06bekThbl ScriptableObject MoryT 6biTb
nepegaHsbl MonoBehaviours unu gpyrmum ScriptableObjects, K KOTOPbIM MOXHO MONMYY4MTb OOCTYN
K X 06WwenoCTynHbIM METOAAM.

N3-3a cBoem npumpoabl Kak cepmanmn3oBaHHbIX akTUBOB OHW OenakrT OT/NIMYHbIE KJ1aCCbl
MeHenXepoB N NCTOYHUKWN OaHHbIX.

Co3pnaHue o6beKkToB ScriptableObject

Huxe nprveeneHa npoctas peanusauns ScriptableObject.

using UnityEngine;

[CreateAssetMenu (menuName = "StackOverflow/Examples/MyScriptableObject") ]
public class MyScriptableObject : ScriptableObject
{

[SerializeField]
int mySerializedNumber;

int helloWorldCount = 0;

public void HelloWorld()
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helloWorldCount++;
Debug.LogFormat ("Hello! My number is {0}.", mySerializedNumber);
Debug.LogFormat ("I have been called {0} times.", helloWorldCount) ;

[06aBnB aTpUBYT createassetMenu K KNAcCy, Unity nepeyncnnT ero B NoaMeHto « AKTUBBI /

Cospatb» . B aTOM cnyyae aT1o Haxoautcs B pasnene Assets / Create / StackOverflow /
Examples .

Mocne co3paHus ak3emnnsipbl ScriptableObject MoryT 6bITb NepenaHbl ApyruM CKpunTam u
ScriptableObjects 4epes VHcnekTop.

using UnityEngine;

public class SampleScript : MonoBehaviour {

[SerializeField]
MyScriptableObject myScriptableObject;

void OnEnable ()

{
myScriptableObject.HelloWorld() ;

}

Co3paHue ak3emnnsapoB ScriptableObject ¢ noMoLblo Kopa

Bbl co3naete HoBble ak3eMnnsapbl ScriptableObject 4epes scriptabledbject.Createlnstance<T> ()

T obj = ScriptableObject.CreatelInstance<T> () ;

oe pacwnpseT scriptableObject .

He cospaBsainTe ScriptableObjects, Bbi3biBas NX KOHCTPYKTOPbI, T.€. new
ScriptableObject () .

CospnaHune ScriptableObjects no Kooy BO BpeMS BbINONHEHUS peako BbiI3BAHO, MOTOMY HTO UX
OCHOBHbIM UCMO/b30BaHUEM SBNAETCS ceprannaaumns gaHHbIX. Ha aTOM aTane Bbl TakXe MoXeTe
NCNonb30BaTb CTaHAAPTHbIE KNACChl. DTO Yale BCTpeyaeTcs Npu HanmcaHmm pacwmpeHunin
penakropa cueHapues.

ScriptableObjects cepnanusyloTcsl B pegakTope gaxe B PlayMode

CnepnyeTt nposiBNATb 0COOYHO OCTOPOXHOCTb NPW AOCTYNE K CEPMann30BaHHbIM MOSM
ak3emnnspa ScriptableObject.

Ecnun none 0TMEYEHO public AN CEPUANN3OBAHHBIM YEPES serializeField , UBMEHEHMWE €0
3HayYeHUs aBnSeTCs NOCTOAHHbLIM. OHM He cOpacbiBalOTCS NPU BLIXOAE U3 pexXuma
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BOCMpOM3BeAEHUS, TaKoro kak MonoBehaviours. ViHorna 310 MOXeT 6biTb MONE3HO, HO 9TO
TakXe MOXeT Bbl3BaTb becnopsnok.

N3-3a aTOro nyywe Bcero aenatb Cepuann3oBaHHbIe NONS TONIbKO ANS YTEHMS 1 BOOOLLe
n3beratb Ny6ANYHbBIX NONEN.

public class MyScriptableObject : ScriptableObject
{

[SerializeField]
int mySerializedValue;

public int MySerializedValue
{

get { return mySerializedValue; }

Ecnun Bbl X0TNTE COXpaHnTb 06WenocTynHble 3HaYeHns B o6 bekTe ScriptableObject, koTopble
6b1nm cOpoLweHbl MeX oy ceaHcamy BOCNPOU3BEAEHNS, PACCMOTPUTE BO3MOXHOCTb
1CNoNb30BaHNS cnenytouero wabnoHa.

public class MyScriptableObject : ScriptableObject
{

// Private fields are not serialized and will reset to default on reset

private int mySerializedValue;

public int MySerializedValue
{

get { return mySerializedvValue; }
set { mySerializedValue = value; }

Hantm cywectByrowme o06bekTbl ScriptableObject BO BpeMsi BbINOMHEHUS

YT06bl HanTK akTuBHbIe 06 beKTbl ScriptableObject Bo BpeMs BbINONHEHUS, Bbl MOXETE

NCMONb30BATb Resources.FindObjectsOfTypeAll () .

T[] instances = Resources.FindObjectsOfTypeAll<T> () ;

["ne T - TMn ak3emnnsapa ScriptableObject, KoTopbI Bbl UweTe. Active 03Ha4YaeT, YTO OH paHee
6bIn 3arpy>XeH B NamMsiTb B Kakon-nmbo goopme.

STOT MeToA O4eHb MeANeHHbIV, MO3TOMY He 3abyabTe K3WMpoBaTh BO3BPALLAEMOE 3HAYEHNE U
He 4acTo ero BbI3biBaTh. [lpennoyTnTenbHLIM BapMaHTOM SIBASIETCS cCbinka Ha ScriptableObjects
HernocpenCTBEHHO B BAWMUX CLEHapUSIX.

Coser. Bbl MOXeTe nonaepxuBaTtb COOCTBEHHbIE KONNEKLNN SK3EMMNISPOB ANs
6onee bbicTporo noucka. MNMonpocute cBom ScriptableObjects 3aperncTpunpoBaTtbcs B
0061yt KONNEKLMIO BO BPEMS OnEnable () .
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MpounTtante ScriptableObject onnanH: https://riptutorial.com/ru/unity3d/topic/3434/scriptableobject
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rnaea 6: Unity Animation

Examples

OcHoBHasi aHMMaumnsa ons 6era

OTOT KOL nokasblBaeT NPOCTON npumep aHumauum B Unity.

[na aToro npmMmepa y Bac A0MXHO ObiTb 2 aHMMaUMOHHbIX Knnna; Run v Idle. 9Tt aHnmauun
LONXHbl BbITb ABmxkamn Stand-In-Place. Mocne Boibopa KNuNoB aHMMauumn cosnante Animator
Controller. 1o6aBbTe 3TOT KOHTPONNEP K UFPOKY UMK UTPOBOMY 06 bEKTY, KOTOPBLIA XOTUTE
OXWBUTb.

OTtkporTe okHO Animator n3 okHa Windows. lNepeTawmte 2 aHUMaUMOHHbIX KN1MNa B OKHO
Animator 1 co3panTe 2 coctoaHus. [locne co3naHnsa NCnonb3yinTe BKNaOKy Nesbix NapameTpos,
4yT0bbl N06aBNTL 2 NapameTpa, oba 13 Hux kak bool. HazosuTe ero «PerformRunx» n gpyrue kak
«Performldle». YctaHosute nna napametpa «Performldle» 3HauyeHue true.

CpoenanTte nepexof U3 COCTOSHUS OXWOAHUS ONS 3anycka 1 3anycka B peXuM 0XunaaHus (CMm.
N3o06paxerne). Nepeinante B pexmm ldle-> Run 1 B okHe Inspector oTMeHuTe Bbibop HasExit.
ChoenanTe 1O Xe camoe ons gpyroro nepexona. Ina nepexona B pexum Idle-> Run nobaebTte
ycnosue: Performldle. na Run-> Idle nobaebTe ycnosue: PerformRun. [JobasbTe ckpunt C #,
yKasaHHbI H1Xe, B MrpoBor 06bekT. OH fONXEH 3anyckaTbCa C aHUMaUMen C MOMOLLbKO KHOMKM
«BBepx» 1 MOBOPOT C MOMOLLbIO KHOMOK «Bneso» n «Bnpaso».

using UnityEngine;
using System.Collections;

public class RootMotion : MonoBehaviour {

//Public Variables

[Header ("Transform Variables") ]
public float RunSpeed = 0.1f;
public float TurnSpeed = 6.0f;

Animator animator;

void Start ()
{

/**

* Initialize the animator that is attached on the current game object i.e. on which you
will attach this script.

=/

animator = GetComponent<Animator>();

}

void Update ()
{
/**

https://riptutorial.com/ru/home 33



* The Update () function will get the bool parameters from the animator state machine and
set the values provided by the user.

* Here, I have only added animation for Run and Idle. When the Up key is pressed, Run
animation is played. When we let go, Idle is played.

=)

if (Input.GetKey (KeyCode.UpArrow)) {
animator.SetBool ("PerformRun", true);
animator.SetBool ("PerformIdle", false);
} else {
animator.SetBool ("PerformRun", false);
animator.SetBool ("PerformIdle", true);

voilid OnAnimatorMove ()
{
/**
* OnAnimatorMove () function will shadow the "Apply Root Motion" on the animator. Your
game objects psoition will now be determined
* using this fucntion.
v
if (Input.GetKey (KeyCode.UpArrow)) {
transform.Translate (Vector3.forward * RunSpeed);
if (Input.GetKey (KeyCode.RightArrow)) {
transform.Rotate (Vector3.up * Time.deltaTime * TurnSpeed);
}
else if (Input.GetKey (KeyCode.LeftArrow)) {
transform.Rotate (-Vector3.up * Time.deltaTime * TurnSpeed);

| Layers || Parameters - Base Layer Auto Live Link
farMame :

= PerformPRun

Co3naHue u ucnonb3oBaHNe aHUMaALMOHHbIX K/IMMNOB
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B aTom npumepe byneT nokasaHo, Kak co3fhaBaTb M UCMONb30BaTb KWMbl aHUMaUUn ons
UrpOBbIX 06HEKTOB UMW UTPOKOB.

Ob6paTtute BHMMaHKE: MOLENU, UCNOJNIb3yEMblE B 3TOM NMpuUMepe, 3arpyxaroTtcs n3 Unity Asset

Store. Urpok 6bin 3arpy>keH co cnenytowweii CCbinku:
https://www.assetstore.unity3d.com/ru/#!/content/21874 .

YT106bI CO38aTh aHMMaLMIO, CHaYana OTKPONTe OKHO aHMMauun. Bbl MOXeTe OTKPbITb ero,
HaxaB «OkHO» 1 «BblbpaTtb aHuMaumio» nnm Haxmute Ctrl + 6. Boibepute nrposoii 06bekT, K
KOTOPOMY Bbl XOTUTE NMPUMEHNTb K/IMM aHMMaumm, n3 okHa «Mepapxms», a 3aTemM HaxmmuTe
KHoMKy «Co3aaTb» B OKHE aHUMaLMW.

- |4 | ¥ O i 4 ||Z|I:l_"IE|I ; ID.”:I.I:-'. ; |I:|.: 1.IJ. : I'_"I: 1.5. ; |'L|I:2IE|I ; ID.::.I:-'. ; ".ll::,-'.ll ; I'_"I:,.'-EI'FI

#| Samples 60

To begin animating Player, create an Animator and

Create

Dopesheet Curves

Ha3zoBute cBoto aHMMaumio (Hanpumep, IdlePlayer, SprintPlayer, DyingPlayer n 1. [.) U
coxpaHuTe ee. Tenepb M3 OKHA aHMMaLUN HAXMUTE KHOMNKY «J1o6aBnTb CBOMCTBO». ITO
NMO3BONNT BaM N3MEHUTb CBOMCTBO UFPOBOro 06 bekTa MM Urpoka no BpeMeHU. 3T0 MOXET
BKNtoyaTb B cebs Tranforms, Takue kak BpalweHue, NoNoXeHne n Macwtab, a Takxe noboe
Lpyroe CBOWCTBO, KOTOPOE MPMBS3aHO K UTPOBOMY 00 bEKTY, Hanpumep, konnanaep, Mesh
Renderer u 1. 1.

I Add Property J

sl Curves | | o

YT06bl cO30aTh 3anylWeHHY0 aHMMaUnio 4N1s UrpoBoro obbekTa, BaM noHanobutcs
rymaHonganoHas 3D-monenb. Bbl MoXeTe 3arpy3nTb MoAesb M3 NPUBEAEHHO BbIWE CCbINKU.
CnepnyiiTe npvBeAeHHbIM Bbilie Wwaram, 4Tobbl co3aaTtb HOBYHO aHMMaumio. [JobaBbTe CBOMCTBO
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Transform v BbibepuTe Rotation Ans ogHOM M3 HOT NepcoHaxa.

L R o R Y

TestAnimation ¢| Samples &0

F A Player : Rotation % NN ENRENANERENERINEN AR NN NN
A Rotation.x o &
A Rotation.y o &
A Rotation.z o &

Add Property

| O et

B aT0T MOMeHT Bawwm kHornku Play n Rotation B cBoincTBE MrpoBOro o6bekta ctanu bbl KpacHbIMU.
Haxmute cTpenky BHM3, 4T0Obl yBUAETb 3Ha4YeHUs BpaleHms X, Y u Z. Bpemsi aHnmaumm no
yMOnyaHuto paBHo 1 cekyHae. AHUMauUUm UCronb3YT KoYEBbIE Kaapbl ANS MHTepnonsauum
Mexay 3HavyeHnsmMu. Y1obbl 0X1BUTL, A06aBbTE KNOYM B pa3Hble MOMEHTbLI BDEMEHW N UBMEHUTE
3HayeHns BpaleHns n3s okHa «MHcnektop». Hanpumep, 3HaveHne BpaweHms B MOMeHT 0.0
moxeT 6biTb 0.0. B MomeHT 0.5s 3Ha4yeHne moxeT 6biTb 20.0 gns X. B MoMeHT 1.0s 3Ha4yeHue
MoxeT 6biTb 0.0. Mbl MOXXeM 3aBepwinTb aHMMauuio B 1.0s.

I nuHa Bawer aHMMaumMm 3aBUCUT OT NocnegHUX nobaBneHHbIX K aHuMaumm knasui. Bel MoxeTe
nobasuTb 6onble knaeuw, 4Tobbl caenatb UHTEpnonsumnio 6onee nnaBHOM.

2D-aHUMauuma Sprite

AHvnMaums Sprite COCTOMT B Nokase CyWweCcTBYIoWein nocnenoBaTenbHOCTM N306paxeHunn nnm
dopenmoB.

CHavana nmnopTumpyinTe nocnegoBaTelbHOCTb N3006pakeHuii B nanky pecypca. Jlnbo cospaite
HeKoTopble n30bpaxeHust ¢ Hyns, NMbo 3arpy3nTe Nx N3 xpaHunuiia akTneos. (B aTom npumepe
NCNonb3yeTcsa 3T0T BecrnnaTHbIi akTue .)

run_0000_herorun_0001_run_anim_001l.png

run_0001_herorun_0002_run_anim_002.png
run_0002_herorun_0003_run_anim_003.png

run_0003_herorun_0004_run_anim_004.png

run_0004_herorun_0005_run_anim_003.png
run_0005_herorun_0006_run_anim_006.png
run_0006_herorun_0007_run_anim_007.png

run_0007_herorun_0008_run_anim_008.png

run_0008_herorun_0009_run_anim_009.png
run_0009_herorun_0010_run_anim_010.png
run_0010_herorun_0011_run_anim_011l.png
run_0011_herorun_0012_run_anim_012.png
run_0012_herorun_0013_run_anim_013.png
run_0013_herorun_0014_run_anim_014.png
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MepeTawmnTe Kaxnoe oTaensHoe nsobpaxeHme 04HON aHMMaLUMK 13 Nankn pecypcos B
npencTaBneHune cueHbl. Unity mokaxeT avanor Ans UMeHOBaHMS HOBOrO Kvna aHuMaumm.

Create New Animation

Create a new animation for the game object ‘run_0000_herorun_0001 _r...

Save As: New Animation ¥
Tags:
Where: | 7 Run E

OTO NONE3HbIV ApnblK ANS:

¢ CO34aHNe HOBbIX MrPOBbIX 06 bEKTOB

* HaszHayas OBa KomroHeHTa (Sprite Renderer n Animator)

* CO30aHne aHUMaLMOHHbBIX KOHTPONNEPOB (U NPUBSA3KA HOBOrO KOMMOHEHTa Animator K HUM)
¢ CO3[aHVe aHUMaUMOHHbBIX KJIMMOB C BblOpaHHbIMK Kaapamu

8 |nspector | o =
' [ [run_0000_herorun_oool_i| [ |Static -

Tag | Untagged + | Layer | Default :

b~  Transform o,

¥ [ [+ Sprite Renderer i,
Sprite Elrun_0000_herorun ©
Color | | #
Flip Cx ¥
Material |U5prite5 -Default | @
Sorting Layer [ Default i ]
Order in Layer 0 |

¥ 5o ¥ Animator #*,
Controller |Erun_UUUU_hemrun| 2
Avatar 'Mone (Avatar) | ®
Apply Root Motion [
Update Mode | Mormal ]
Culling Mode [ Always Animate ™

Clip Count: 1

Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Muscles:
& 0 Ceneric: 0 PPtr: 1
4 Curves Count: 1 Constant: 0 {0.0%) Dense: 0
{0.0%) Stream: 1 (100.0%)

Sprites—Default &l
> Shader | Sprites/Default -

’ Add Component ]

MpenBapuTeNbHbIA NPOCMOTP BOCNPOM3BEAEHNS HA BK1aAKe aHUMaUun, Haxae KHOMKY
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«BocnpounseecTun»:

I {0 Jl@e| Qe
s # Samplas (14

¥ run_0000_kerorun_0001_fFun_anim &

[ Add Property |

Drapibiest Curved

OTOT Xe MeTod MOXHO MCMONb30BaTh A5 CO30aHNS HOBbIX aHUMALUA 015 OQHOrO N TOro Xe
nurpoBoro o6bekTa, a 3aTem Ons yganeH1ms HOBOro UrpoBoro 06 bekTa u KoOHTponnepa
aHnmaumn. [lobaBbTe HOBbI aHUMALUMOHHbIA KNUM B KOHTPONNEP aHMMaUun 3Toro obbekTa tak
Xe, Kak 1 ¢ 3D-aHnmaumnen.

AHUMaLNOHHbIE KpuBbie

AHMMaLMOHHbIE KpYBbIE NO3BONAIOT BaM N3MeHATb napameTp float npm BocnponsseneHnn
aHumauun. HanprmMep, ecnu eCTb aHUMauns oNNTeNbHOCTbIO 60 CeKyHA 1 BaM HY>XXHO 3HaYyeHue
float / napameTp, BbI30BUTE €ro X, YTOObl U3BMEHUTBLCS NO aHMMaLMK (HanpyUMep, BO BpeMs
aHnmaumn = 0.0, X = 0.0, Bo Bpemsa aHnmaumm = 30,0 c; X = 1,0, Bo Bpemsa aHumauum = 60,0 ¢, X =
0,0).

[Mocne ToOro Kak Bbl nony4ymnnn 3Ha4yeHne float, Bbl MOXETE UCNONb30BaTb €ro Ans nepesona,
noBOpOTa, M8.CLI.IT3.6VIpOBaHI/IFI NN NCNONb30BaHMS ero niobdbiM Apyrum crnocobom.

[ns Moero npumepa s nokaxy UrpoBoi nrposoi o6bekT. Korna aHumaums ans sanycka
BOCMPOM3BOANTCS, CKOPOCTb NEpPeBoa Urpoka Lo/XHa Bo3pacTtaTtb Mo Mepe NpoAonXeHus
aHuMaumu. Korga aHmmaums JocTuraeT CBOero KoHLa, CKOpoCTb nepeBoaa LOMXHa
yMeHbLlaTbCS.

Y MeHs co3naH 3aI'IyLI.I,eHHbII7I aHWUMaLVOHHbIA KNuM. BbléepVITe Knun, a 3aTeM B OKHE NHCNMEKTOpPa
HaXMUTe «3MeHUTb».
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© mnspector [ S

E mixamao.com &l

Edit...

Length 1.632 30 FPS
Laop Time
Loop Pose
Cycle Offset |0
Mirrar Ll

Average Velocity: (0.000, 0,000, 0,000)

Average Angular ¥ Speed: 0.0 deg/s

Curves Pos: 1 Quatarnion: 29 Euler; 0 Scale; 1 Muscles: 0
Generic: 1 PPt O

Curves Total: 163, Constant: 47 (28.8%) Dense: 0 (0.09%)
Stream:! 116 {71.2%)

29.6 KB

Mocne aToro npokpyTuTe BHU3 80 Curves. HaxmnTte Ha 3Hak +, 4T0Obl O6ABUTL KPUBYIO.
HasosuTe kpuByto, Hanpumep, ForwardRunCurve. Haxxmute Ha MUHMATIOPHYIO KPYBYIO Cnpasa.
OH 0TKpOET HEBONbLOE OKHO C KPUBOW MO YMOYAHWIO.

o 11 11

Ham Hy>xHa napabonuyeckas kpusas, rae oHa nogHMMaeTcs, a 3ateM nagaet. 1o ymonyaHuio Ha
NIMHUM eCTb 2 ToYKW. Bbl MoXeTe fo6aBuTb 6onblie 04KOB, ABAXAbI WENKHYB MO KPUBOW.
MepeTawmnTe TO4KK, 4TOOLI CO3AaTb POPMY, MOXOXYIO Ha CNeayoLLyto.

B okHe Animator gobaBbTe Tekywmin knun. Takxe gobasbTe napameTp float ¢ Tem Xe uMeHew,
4yTO M Kpueas, 1.e. ForwardRunCurve.
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Korpoa aHnmauums BOCMpPOM3BOOUNTCA, 3HAa4YEHME MNMonjiaBka M3MEHAETCA B COOTBETCTBUN C KpI/IBOVI.

Cnepyowmii Kog nokaxeT, Kak ucnonb3osaTb 3HavyeHue float:

using UnityEngine;
using System.Collections;

public class RunAnimation : MonoBehaviour ({

Animator animator;
float curveValue;

void Start ()
{

animator = GetComponent<Animator>();

void Update ()
{

curveValue = animator.GetFloat ("ForwardRunCurve") ;

transform.Translate (Vector3.forward * curveValue);

MNepemeHHas curveValue yoepxuBaeT 3HavyeHune kpmeol (ForwardRunCruve) B 060 MOMEHT
BpeMeHn. Mbl nCnonb3yeMm 3T0 3HaYeHME AN UBMEHEHMS CKOPOCTM nepesoaa. Bol MmoxeTe

MPUKPENUTb 9TOT CKPUMT K MTPOBOMY 06bEKTY Mrpoka.

MpounTanTte Unity Animation oHnaiH: https://riptutorial.com/ru/unity3d/topic/5448/unity-animation
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rnaBa 7: Unity Profiler

3aMmedyaHus

Ucnonb3oBaHue Profiler Ha opyrom yctpomncree

EcTb HeCKONbKO Belleit, KOTOpble HYXXHO 3HaTb, YTOObI MPaBUIbHO NOAKYNTL Profiler Ha
pasHbIx nnaTgopmax.

Android

[ns npaBMnbHOro NpUKpenneHns Npodunnsa HeobxoaMMo UCNoNb30BaTb KHOMKY «[1ocTponTb 1
3anycTuTb» B OkHe «[TapameTpbl cbopkun» ¢ napameTpoM Autoconnect Profiler .

Platform

-rfe FC, Mac & Linux Standalone # Android

== included in your Unity Plu
vill include a Unity Persan

ur Unity Plu o license

Don't override

";1 Xbowx One

Switch Platform | ' Player Settings... Build And Run

Ewe oaounH 06s13aTenbHbI NnapaMeTp, B UHcNekTope HacTpoek Android Player Ha Bknagke «
Lpyrve HacTpoikm», ecTb onaxok « BKNountb BHYyTpeHHUM npodoannep», KOTOPbI
Heobx04MMO NpoBEPUTL, 4TOObI LogCat Bblgasan MHOpMaLmMio 0 NPOOUNINPOBLLMKE.

Optimization

Use micre mscorlib
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Mcnonb3oBaHne 10nbko «Build» He N03BOANT NPOGPUANPOBILNKY NOAKYATLCS K YCTPONCTBY
Android, notomy 4T0 «Build and Run» ncnonb3yet onpeneneHHble apryMeHTbl KOMaHOHOW
CTPOKM, 4TOBbI 3anyCTUTb ero ¢ nomoubto LogCat.

|0S

YT106bl NPaBUILHO NPUKPENUTL NPOdUNb, KHoMKa «Co3aaTh U 3anycTuTb» B OKHe «[lapameTpsbl
cbopkm» ¢ onuuen « Autoconnect Profiler» nonxHa 6biTb NpoBEpPEHa Npv NEPBOM 3arycKe.

Platform

. PC, Mac & Linux Stand
Ga

..-..

# Android
&ty
+ r . 1= ':, &
} i." Tizen

/o

";‘ Xbox One

Build

B iOS HeT napamMeTpoB B HACTpOIKax NPourpbiBaTens, KOTopble AONKHbI OblTb HACTPOEHbI AN
BkntoveHms Profiler. OH gonxeH pabotatb n3 Kopobku.

Examples

Pa3sMeTtka npocomnupoBLumuKa

NUcnonb3oBaHue Knacca Profiler

OpHa o4eHb xopolwas npakTuka - ncnonb3osatb Profiler.BeginSample n Profiler.EndSample,
NMOTOMY 4YTO y Hero ObyeTt cBoi COBCTBEHHbI BXOn B OKHe Profiler.

Kpome Toro, Te Tern 6yayT yaaneHsl n3 cbopku 6e3 paspaboTtku ¢ MCMOb30BaAHMEM
ConditionalAttribute, N0O3TOMy BaM He HYXHO yaoanaTb UX U3 Bawero Koaa.

public class SomeClass : MonoBehaviour

{

void SomeFunction ()

{

Profiler.BeginSample ("SomeClass.SomeFunction") ;
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// Various call made here
Profiler.EndSample () ;

9710 co3pacT 3anucb «SomeClass.SomeFunction» B okHe Profiler, koTopas no3BoAvT ynpocTuTb
OTNafky U naeHTUgUKauno 6y TblNIOYHOW WERKN.

MpounTtante Unity Profiler onnaiH: https://riptutorial.com/ru/unity3d/topic/6974/unity-profiler
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rnasa 8: Vector3

BctynneHue

CTpyKTypa vector3 NPeACTABNSAET CODOM TPEXMEPHYIO KOOPAMHATY U ABNSETCS OOHOM U3
UnityEngine OUONMOTEKM UnityEngine . CTPYKTYpPA vectors Yalle BCEro BCTPEYAETCS B KOMMOHEHTE
Transform OONbLWMHCTBA UFPOBbLIX 0O HEKTOB, IAe NCMONb3YETCA AN COXPAHEHNS MMOTOKEHUS U
macwraba . vector3z 0becneynBaeT Xopowy YHKLUNOHANBHOCTb ANS BbINOHEHMS 0OWMUX
BEKTOPHbIX onepaunii. Bol MoxeTe Bonble vectors CTPYKTYPE vectors B Unity APL.

CuHTakcuc

* public Vector3 ();

* public Vector3 (float x, float y);

* public Vector3 (float x, float y, float z);

» Vector3.Lerp (Vector3 startPosition, Vector3 targetPosition, float movementFraction);

» Vector3.LerpUnclamped (Vector3 startPosition, Vector3 targetPosition, float
movementFraction);

» Vector3.MoveTowards (Vector3 startPosition, Vector3 targetPosition, pacctosHue rno

nnaBaHuUo);

Examples

CraTtnueckue 3HayeHus

CTpyKTYypa vector3 COOEPXUT HEKOTOPbLIE CTATUYECKNE NEPEMEHHbBIE, KOTOPbLIE NPEAOCTaBNSAT
00Obl4YHO MCMONb3YEMble 3HAYEHUS Vector3 . BONBWMHCTBO U3 HUX NpeacTaBnsAoT cobo
HarpaBs/ieH1e , HO OHW BCe ele MOryT ObiTb MCMONb30BaHbl TBOPYECKM Ans obecneyeHuns
OONONHUTENBbHON (PYHKLMNOHANBHOCTMW.

Vector3. zero M Vector3.one

Vector3.zero U Vector3.one 0ObIYHO NCNoJib3YyKOTCA B CBA3UN C HOPMA/TN30BAHHbIM vector3 ; TO €CTb
Vector3 A€ 3HAYEHUA x , y N z UMEIOT BEJINYNHY 1. Takum o6pa30M, Vector3.zero NPEOCTABNSAET
HanMeHbllee 3Ha4YeHne, B TO BPeMS KakK vector3.one MPEOCTaABNACT Hambonbluee 3HayeHue.

Vector3.zero TAKXE 0ObIYHO MCMOMNb3YETCA ANS yCTAHOBKM NO3MLUN MO YMONYAHWUIO ANS
00 bEKTHbIX NPeobpasoBaHuiA.
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CﬂG,ﬂ.YI‘OI.U,VIVI Knacc NCNOJNIb3YET vector3.zero U Vector3.one ONIA PA3OYBAHUA U Vector3.one C(x)epbl.

using UnityEngine;

public class Inflater : MonoBehaviour

{
<summary>A sphere set up to inflate and deflate between two values.</summary>
public ScaleBetween sphere;

///<summary>On start, set the sphere GameObject up to inflate

/// and deflate to the corresponding values.</summary>

void Start ()

{
// Vector3.zero = Vector3(0, 0, 0); Vector3.one = Vector3(l, 1, 1);
sphere.SetScale (Vector3.zero, Vector3.one);

CraTuyeckume HanpaBJieHUS

CraTtuyeckune HanpaeneHus MoryT 6biTb NOME3Hbl B psiAe NPUNOXEHUIA C HaNnpaBeHNEM BAOSb
MONOXUTENbHON 1 OTpULATENBHON BCeX Tpex oceit. BaxHo oTMeTnTb, 4To Unity ncnonbayet
NIEBYIO CUCTEMY KOOPAMHAT, KOTopasi BNUSIET Ha HanpasneHue.
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LEFT-HANDED COORDINATE SYSI

Cnenyowuii Knacc MCNonb3yeT CTaTUYeCKMe HaNPaBNEHUS vector3 ANS NepemMeleHns 06 bekToB
BOO/Ib TPEX OCEN.

using UnityEngine;

public class StaticMover : MonoBehaviour

{
<summary>GameObjects set up to move back and forth between two directions.</summary>
public MoveBetween xMovement, yMovement, zMovement;

///<summary>On start, set each MoveBetween GameObject up to move

/// in the corresponding direction(s) .</summary>

void Start ()

{
// Vector3.left = Vector3(-1, 0, 0); Vector3.right = Vector3(1l, 0, 0);
xMovement .SetDirections (Vector3.left, Vector3.right);

// Vector3.down = Vector3(0, -1, 0); Vector3.up = Vector3(0, 0, 1);
yMovement .SetDirections (Vector3.down, Vector3.up);

// Vector3.back = Vector3(0, 0, -1); Vector3.forward = Vector3(0, 0, 1);
zMovement .SetDirections (Vector3.back, Vector3.forward);
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NHpoekc

3HauyeHue m.. OKBUBaNEGHTHbIN new Vector3 ()

Vector3.zero

Vector3.one 1 1
Vector3.left -1 0
Vector3.right 1 0
Vector3.down 0 -1
Vector3.up 0 1
Vector3.back 0 0
Vector3.forward Q 0

Co3paHue Vector3

CTpyKTypa vector3 MOXET OblTb CO3[1aHA HECKONIbKUMUN CNOCOBaMK. vector3 SBNSIETCS
CTPYKTYPOWA, N KaKk TakoBOM, Kak npaBusio, Heo6xoaMMo co3aaTb IKIEMMNAP nepeq

MNCMoJIb30OBAHUNEM.

new

new

new

new

new

new

new

new

Vector3 (0,

Vector3 (1,

Vector3 (-1,

Vector3 (1,

Vector3 (0,

Vector3 (0,

Vector3 (0,

Vector3 (0,

I

1, 1)

0, 0)

0, 0)

=i, ©)

1, 0)

0, =1)

0, 1)
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KOHCTPYKTOpbI

CylecTByeT TpU BCTPOEHHbIX KOHCTPYKTOPA A5 CO3A4aHMsl 9K3EMMNSPa vectors .

new Vector3 () CospaeTt CTPYKTYpY vector3 ¢ koopanHatamu (0, 0, 0).

new Vector3(float x, float Cospaert CTPYKTYPY vector3 C 3adaHHbIMWN KOOpOMHATAMW x N
v) vy . z OyneT yctaHoBneHo B 0.

new Vector3 (float x, float Cospaert CTPYKTYPY vector3 C 3adaHHbIMA KOOpOMHATAMU x ,
y, float z) v Wz,

NMpeobpa3soBaHne U3 ....... WIN veciors

B penkux cnyyasx Bbl MOXETe CTONKHYTbCS C CUTyauMsiMK, KOraa Bam Hy>XHo byneT
obpabatbiBaTb KOOPAUHATBI CTPYKTYPbI vector2 WM vector4 KaK vector3 . B Takux cnyyasix Bbl

MO eTe NPOCTO NepelaTh vector2 WK vectors HEMOCPELCTBEHHO B vector3 , HE Vector3 PAHEE.
Kak cnepyet nonaratb, CTPYKTypa vector2 OyAeT nepefaBatb TONbKO 3HAYEHMWS x U v , TOraa Kak
Knacc vectora OyneT onyckaTb CBOW w .

Mbl MOXEM BUOETH npsmoe npe06pa3OBaHV|e B NpuBeOeHHOM HMXKE CKpunre.

void VectorConversionTest ()
{
Vector2 vector2 = new Vector2 (50, 100);
Vector4 vector4 = new Vector4 (50, 100, 200, 400);

Vector3 fromVector2 = vector2;
Vector3 fromVectord4 = vector4;
Debug.Log ("Vector2 conversion: " + fromVector2);
Debug.Log ("Vector4 conversion: " + fromVector4);

“Dconsole  [prgect

Clear | Collapse Clear on Play | Errer Pause
VectorZ conversion: (50.0, 100.0, 0.0)

UnityEngine .Debug:Log(Object)
,@ Vectord conversion: (50.0, 100.0, 200.0)

“* UnityEngine .Debug:Log(0Object)
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NMpumeHeHue nBNXEHUSA

CTpyKTypa vector3 COAEPXUT HEKOTOPbIE CTATUYECKME PYHKLUMUN, KOTOPbIe MOryT obecneynTb
MONE3HOCTb, ECNN Mbl XOTUM NMPUMEHUTb OBUXEHUE K vector3 .

Lerp D1 LerpUnclamped

dyHKUMK lerp obecneymnBatoT nepeMeLleHe Mexay ABYMS KOOpAMHaTaMn, OCHOBAHHbIMU Ha
3agaHHoM dopakumn. Ecnum rerp paspewaet ABUXEHME MEXAY ABYMS KOOpAMHATaMU,
LerpUnclamped MNO3BONSAET (PpPaKLMSAM, KOTOPbIE NEPEMELLAIOTCSA 3a NPELEbl FPaHNUL, MeXay ABYMS
KOOpAVHaTamu,

Mbl npenocTaBnsgem OO0 OBUXEHUS B BUOE float . [1pY 3HAYEHWN 0.5 Mbl HAXOAUM CEPEONHY
MexX Oy OBYMS vector3 . 3HAYEHME 0 NN 1 BEPHET NEPBbIA NN BTOPOW vector3 , respectiviey, Tak
Kak 3Tu 3Ha4YeHnst Nnbo KOPPENUPYIOT C OTCYTCTBUEM ABMXEHMS (TakmMMm 0bpa3om, Bo3Bpalias
NepPBbIf vectors ), MMOO 3aBEPLWEHHBLIM ABMXEHMEM (3TO BO3BpALLAET BTOPOW vectors ). BaxHo
OTMETUTb, YTO HW OfHA N3 PYHKLMIA He ByOeT y4UTbiBATbCS NPU N3MEHEHMN OO OBUXEHUSI.
OTO TO, 4TO HaM HY>XHO AN yYeTa BPyUHYIO.

C Lerp BCE 3HAYEHMS 3aXarhbl Mexnay onmi. OT0 NONe3Ho, Koraa Mbl XOTUM obecneynTb
OBNXEHNE K HanpaesneHNo N HE XOTUM nepeperynmpoBaTtb NYHKT HA3HAYEHUSA. LerpUnclamped
MOXeT NPUHNMATb noboe 3Ha4yeHne, n MoXeT ObITb MCMONb30BaH ANs obecnedYeHnst ABUXEHNS
OT NYHKTa Ha3Ha4YeHud, nnn MuMo Uenu.

Cnepnyowmi cueHapuin UICNONb3YeT Lerp U LerpUnclamped AN LerpUnclamped NEPEMELLEHUS
obbekTa.

using UnityEngine;

public class Lerping : MonoBehaviour

{
/// <summary>The red box will use Lerp to move. We will link
/// this object in via the inspector.</summary>
public GameObject lerpObject;
/// <summary>The starting position for our red box.</summary>
public Vector3 lerpStart = new Vector3(0, 0, 0);
/// <summary>The end position for our red box.</summary>
public Vector3 lerpTarget = new Vector3(5, 0, 0);

/// <summary>The blue box will use LerpUnclamped to move. We will
/// link this object in via the inspector.</summary>

public GameObject lerpUnclampedObject;

/// <summary>The starting position for our blue box.</summary>
public Vector3 lerpUnclampedStart = new Vector3(0, 3, 0);

/// <summary>The end position for our blue box.</summary>

public Vector3 lerpUnclampedTarget = new Vector3(5, 3, 0);

/// <summary>The current fraction to increment our lerp functions by.</summary>

public float lerpFraction = 0;
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private void Update ()

{
// First, I increment the lerp fraction.
// delaTime * 0.25 should give me a value of +1 every second.
lerpFraction += (Time.deltaTime * 0.25f);

// Next, we apply the new lerp values to the target transform position.
lerpObject.transform.position

= Vector3.Lerp (lerpStart, lerpTarget, lerpFraction);
lerpUnclampedObject.transform.position

= Vector3.LerpUnclamped (lerpUnclampedStart, lerpUnclampedTarget, lerpFraction);

MoveTowards

MoveTowards BEAET Ce0S 04eHb oxoxe Ha Lerp , OCHOBHOE OT/In4me COCTOUT B TOM, YTO Mbl
npenocTtaBnseM pakTn4eckoe paccrtosiHme nnsa nepemelleHns BMecTo 4o/ Mexay OByMms
TOoYkaMn. BaxHO OTMETUTb, YTO MoveTowards HE 6y,ueT npoxoanTb MMMO LIE€JIEBOIO vector3 .

Tak Xe, KaK C LerpUnclamped , Mbl MOXEM 0BecrnednTb oTpMLAaTE/IbHOE 3HAaYEHNE PACCTOSAHNS |
4TOObI OTOMTH OT LENN vector3 . B TakMx cnyyasx Mbl HUKOr Aa He ABMraemMcst MMMO LIENEBOro
Vector3 , W, CNeAOBaTENbHO, ABMXEHNE HeonpeneneHo. B aTux cnyyasx Mbl MOXeM
paccMaTpuBaTh LIENEBOWM vector3 KakK «MPOTMBOMOMOXHOE HaMNpaBfieHNe»; NoKa vector3
yKasblBaeT B TOM X€e HanpaBieHUN, OTHOCUTENbHO Havyana vector3 , OTpULATENbHOE ABMXEHME
DOJIXXHO BEeCTU cebs Kak 0bbl4HO.

Cnepnytowmii CKpUNT UCNONb3YET MoveTowards A5 NEPEMELLEHUS TPYNMbl 06 HEKTOB Mo
OTHOLWEHWMIO K Habopy NO3MUMiA C MCNOSIb30BAHUEM CT1aXXEHHOrO PaACCTOSIHUS.
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using UnityEngine;

public class MoveTowardsExample : MonoBehaviour

{
/// <summary>The red cube will move up, the blue cube will move down,
/// the green cube will move left and the yellow cube will move right.
/// These objects will be linked via the inspector.</summary>
public GameObject upCube, downCube, leftCube, rightCube;
/// <summary>The cubes should move at 1 unit per second.</summary>
float speed = 1f;

void Update ()

{
// We determine our distance by applying a deltaTime scale to our speed.
float distance = speed * Time.deltaTime;

// The up cube will move upwards, until it reaches the
//position of (Vector3.up * 2), or (0, 2, 0).
upCube.transform.position
= Vector3.MoveTowards (upCube.transform.position, (Vector3.up * 2f), distance);

// The down cube will move downwards, as it enforces a negative distance..
downCube.transform.position
= Vector3.MoveTowards (downCube.transform.position, Vector3.up * 2f, -distance);

// The right cube will move to the right, indefinetly, as it is constantly updating

// 1ts target position with a direction based off the current position.

rightCube.transform.position = Vector3.MoveTowards (rightCube.transform.position,
rightCube.transform.position + Vector3.right, distance);

// The left cube does not need to account for updating its target position,
// as it is moving away from the target position, and will never reach it.
leftCube.transform.position

= Vector3.MoveTowards (leftCube.transform.position, Vector3.right, -distance);
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SmoothDamp

|_|O,EI,YM8.I7ITG O smoothDamp KAK O BAPUAHTE MoveTowards CO BCTPOEHHbIM Cria>XBaHUEM. CornacHo
ocpvlumaanoM DOKYMeHTauun, ata oyHKLMSA Yalle BCero ucnonb3yeTcsa ang obecneyeHus

rnankom Kamepbl.

Hapﬂ,uy C Ha4dYanbHbIMA N LleneBbIM/A KOOPAONHATAMU vector3 Mbl TAKXe OON>KHbI NpefoCTaBUTb
Vector3 OJIA NpeacTtaBneHnsa CKOpPoCTH, a float - I7,DM5/7M3MTeI7bHoe BpeMm4, Heobxoanmoe Ans
3aBepueHnsa oBn>XXeHuns. B otnnune ot npenbioywmnx npuMepos, Mbl NnpenoctaBnsdem CKOpPoCTb B
KadyecTBe 91a/ioHa , 4TOObI ObITH yBENMNMYEHHbBIM BHYTPW. BaxHo oTMETUTbL 3TO, MOCKOJbKY
M3MEHEHMEe CKOPOCTN BHE PYHKLIMW, NOKa Mbl BCE elle BbINONHAEM (OYHKUNIO, MOXET UMETb

HeXenatenbHble pe3ynbTaThl.

B nononHeHwue K T,OeéyeMblM nepemMeHHbIM Mbl Tak>Xe MOXeM NMpenoCTaBUTb float ON4
npencrtasneHns MakCuMasibHOW CKOPOCTW Hallero 0b6bekTa u float ANS npencrasneHns
BPEMEHHOIo NpoMeXyTka ¢C MOMEHTa npeablgyuwero Bbl30Ba smoothDamp . Ham He HY>KHO

npenocTaBnATb 3T 3HAYEHUA,; NO YMON4aHUIO HE 6yueT MakcumarsibHoM cKopocCTuh, a BpeMeHHOVI

nHTepBan byoeT MHTEepPnNPeTMPOBaTLCS KakK Time.deltaTime . YTO ele 6onee BaxHO, eCnu Bbl
Bbl3blBaeTE (PYHKLMIO MO OAHOMY 00bEKTY BHYTPU PYHKLUMUN MonoBehaviour.Update () , BAM HE

HY>XXHO MonoBehaviour.Update () MPOMEXYTOK BPEMEHMN.

using UnityEngine;

public class SmoothDampMovement : MonoBehaviour

{

/// <summary>The red cube will imitate the default SmoothDamp function.
/// The blue cube will move faster by manipulating the "time gap", while
/// the green cube will have an enforced maximum speed. Note that these

/// objects have been linked via the inspector.</summary>

public GameObject smoothObject, fastSmoothObject,

/// <summary>We must instantiate the velocities, externally,

/// be manipulated from within the function. Note that by making these

/// vectors public, they will be automatically instantiated as Vector3.Zero
/// through the inspector. This also allows us to view the velocities,

/// from the inspector, to observe how they change.</summary>

public Vector3 regularVelocity, fastVelocity, cappedVelocity;

/// <summary>Each object should move 10 units along the X-axis.</summary>

Vector3 regularTarget = new Vector3(10f, O0f)
Vector3 fastTarget = new Vector3(10f, 1.5f);
Vector3 cappedTarget = new Vector3(10f, 3f);

/// <summary>We will give a target time of 5 seconds.</summary>

float targetTime = 5f;

void Update ()
{

// The default SmoothDamp function will give us a general smooth movement.
smoothObject.transform.position = Vector3.SmoothDamp (smoothObject.transform.position,

regularTarget, ref regularVelocity,

’

targetTime) ;

cappedSmoothObject;

so they may
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// Note that a "maxSpeed" outside of reasonable limitations should not have any

// effect, while providing a "deltaTime" of 0 tells the function that no time has

// passed since the last SmoothDamp call, resulting in no movement, the second time.

smoothObject.transform.position = Vector3.SmoothDamp (smoothObject.transform.position,
regularTarget, ref regularVelocity, targetTime, 10f, 0f);

// Note that "deltaTime" defaults to Time.deltaTime due to an assumption that this

// function will be called once per update function. We can call the function

// multiple times during an update function, but the function will assume that enough

// time has passed to continue the same approximate movement. As a result,

// this object should reach the target, quicker.

fastSmoothObject.transform.position = Vector3.SmoothDamp (
fastSmoothObject.transform.position, fastTarget, ref fastVelocity, targetTime);

fastSmoothObject.transform.position = Vector3.SmoothDamp (
fastSmoothObject.transform.position, fastTarget, ref fastVelocity, targetTime);

// Lastly, note that a "maxSpeed" becomes irrelevant, if the object does not
// realistically reach such speeds. Linear speed can be determined as
// (Distance / Time), but given the simple fact that we start and end slow, we can
// infer that speed will actually be higher, during the middle. As such, we can
// infer that a value of (Distance / Time) or (10/5) will affect the
// function. We will half the "maxSpeed", again, to make it more noticeable.
cappedSmoothObject.transform.position = Vector3.SmoothDamp (
cappedSmoothObject.transform.position,
cappedTarget, ref cappedVelocity, targetTime, 1f);

MpounTtante Vector3 oHnamn: https://riptutorial.com/ru/unity3d/topic/7827/vector3
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rnasa 9: ATpubyTtbl

CuHTakcuc

* [AddComponentMenu (string menuName)]

* [AddComponentMenu (string menuName, int order)]

» [CanEditMultipleObjects]

» [ContextMenultem (UM5 CTPOKW, CTPOKOBASA PYHKLUUS)]

» [ContextMenu (umMsi CTPOKW)]

» [CustomEditor (Tun inspectedType)]

* [CustomEditor (Tun inspectedType, bool editorForChildClasses)]
» [CustomPropertyDrawer (Tun tvna)]

» [CustomPropertyDrawer (Tun Tuna, bool useForChildren)]

* [DisallowMultipleComponent]

* [DrawGizmo (GizmoType gizmo)]

* [DrawGizmo (GizmoType gizmo, Tun drawGizmoType)]

* [ExecutelnEditMode]

* [3aronoBok (3aronoBoK CTPOKM)]

* [HidelnInspector]

* [InitializeOnLoad]

* [InitializeOnLoadMethod]

* [Menultem (string itemName)]

* [Menultem (string itemName, bool isValidateFunction)]

* [Menultem (string itemName, bool isValidateFunction, int priority)]
* [MHorocTpoyHble (int lines)]

 [Preferenceltem (ums cTpoku)]

* [OnanasoH (nonnaBok MuH., Makc. Nonnasok)]

* [RequireComponent (Tun Trna)]

* [RuntimelnitializeOnLoadMethod]

* [RuntimelnitializeOnLoadMethod (RuntimelnitializeLoadType loadType)]
* [SerializeField]

 [Mpoben (BbicoTa nonnaska)]

» [TextArea (int minLines, int maxLines)]

» [BcnnbiBarowas nogckaska (CTpoka noackasku)]

3aMmedyaHus

SerializeField

Cuctema cepranmsauum Unity MOXET MCNONb30BaTbhCS AN BbINOMHEHUS CNeayowmnx 4eACTBUIA:
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SerializeField]

Balwwe none, paxe ecnm oHo 0OTMEYEHO ¢ nomoulbio atpnbyTa SerializeField, 6yneT oTHeceHo
TONbKO B TOM Clly4ae, eCnv OHO OTHOCUTCS K TUNy, KOTopbi Unity MOXeT cepnann3osaTtb, a

MMEHHO:

» Bce knacchbl, Hacnegytowwme ot UnityEngine.Object (Hanpumep, GameObject, Component,

MonoBehaviour, Texture2D)

» Bce ocHOBHble TUMbl OaHHbIX, Takue Kak int, string, float, bool

MoxeT cepnanmaoBaTb 0OWENPUHATBIE HECTATMYECKME NONS (CEpUann3yembix TUMOB)
MoxeT cepnann3oBaTb HeEMybAMYHbIE HECTATUYECKUE MO, OTMEYEHHbIe aTpnbyToMm [

HeBO3MOXHO cepran3oBaTtb CTaTUYecKue Nnons
HeB0O3MOXHO cepran3oBaTtb CTaTUYECKE CBOMCTBA

* HekoTopble BCTpoOeHHbIE TUMbI, Takme kak Vector2 / 3/4, Quaternion, Matrix4x4, Color, Rect,

LayerMask
» MaccuBsbl cepnannsyemoro Tuna
» Cnncok cepmannayemoro tuna
* [epeuuncneHuns
o CTpyKTYpbI

Examples

O6wme aTpubyThbl MHCNEKTOpPA

[Header ( "My variables" )]
public string MyString;

[HideInInspector]
public string MyHiddenString;

[Multiline( 5 )]
public string MyMultilineString;

[TextArea( 2, 8 )]
public string MyTextArea;

[Space( 15 )]
public int MyInt;

[Range( 2.5f, 12.5f )]
public float MyFloat;

[Tooltip( "This is a tip for MyDouble" )]
public double MyDouble;

[SerializeField]
private double myHiddenDouble;
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Attributes Example (Script)

My variables

Aultiline String HellaWarld,
Lorem ipsum dolor sit amet, consectetur ,

Lt et ipsum elit, Suspendisse consectetur

Jouble

MNpv HaBeneHUn ykasaTens Ha none:

Attributes Example (Script)

My variables
My String

My Multiline String HelloWarld,
Lorem ipsum dolor sit amet, consectetur .

Lt et ipsum elit, Suspendisse consectetur

[Header ( "My variables" )]
public string MyString;

3aronoBoOK NMoMeLlaeT XMPHbIA SpnblK, CoAepXalwmin TEKCT Hag NPUNUCcaHHbIM NoneM. 3To
4aCTO MCNONb3yeTCs ANS MapPKUPOBKW rpynmn, 4Tobbl caenatb UX OTANYHLIMUA OT APYrUxX MeToK.

[HideInInspector]
public string MyHiddenString;
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Hidelnlnspector He No3BonsieT Ny6nn4YHbIM NOMSIM 0TOBpaxXaTbCs B MHCMEKTOPE. OTO NONE3HO
Ona gocrtyna K nonsam 13 gpyrux 4acrten koga, roe OHM nHavye He BULHbl U HE N3MEHSIOTCS.

[Multiline( 5 )]
public string MyMultilineString;

MHOI'OCTpO‘-IHbIIﬁ co3pnaeT TeKCToBoe noJjie € yka3aHHbIM KONMM4YeCTBOM CTPOK. I'IpeBblLueHme
aTOM CyMMbl HE nMpuBedeT HM K pacWMpeHnto OKHa, HX K MepeHOoCy TeKCTa.

[TextArea( 2, 8 )]
public string MyTextArea;

TextArea Nno3BONSET UCMONb30BATb TEKCT B MHOIroCTpO4YHOM CTUNE C aBTOMAaTUYECKNM O6epTKOVI
M nonocamMun NPoKpPyTKKU, eCnmn TeKCT npesbilaeT BblOENEHHYIO obnacTb.

[Space( 15 )]
public int MyInt;

Kocmoc 3actaBnset nHcnektopa nobaBnaTb 4ONONHUTENbHOE NPOCTPAHCTBO MEX Oy
npeaplaywmmMm 1 TEKYIMMN 06 bEeKTaMU - MONE3HbIMU AN pa3rPaHUYeHns 1 pasaeneHms rpynn.

[Range ( 2.5f, 12.5f )]
public float MyFloat;

Jmnana3oH 3a0aeT YACNOBOE 3HAYEHNE MeX Ay MUHUMYMOM U MakCMMyMOM. OTOT aTpubyT Takxe
paboTaeT C LenbiMy1 YCcnamu 1 yaBOEHMSIMKU, XOTS Min 1 max ykasaHbl Kak float.

[Tooltip( "This is a tip for MyDouble" )]
public double MyDouble;

Moackaska nokasbiBaeT AOMOMHUTENbHOE ONMCcaHNe BCAKNIA pas, Korga Haonmcb nons
3aBUCHeET.

[SerializeField]
private double myHiddenDouble;

SerializeField 3actaBnset Unity cepnanv3osaTtb nosne - None3Ho Ans YacTHbIX NOJen.

ATpubYTbl KOMMOHEHTOB

[DisallowMultipleComponent ]
[RequireComponent ( typeof ( Rigidbody ) )]
public class AttributesExample : MonoBehaviour
{

[...]
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[DisallowMultipleComponent ]

ATpunbyT DisallowMultipleComponent 3anpelyaeTt nonb3oBaTensaM 4ob6aBnNsATb HECKObKO
9K3eMMasapoB 3TOro KOMNoHeHTa B oanH GameObject.

[RequireComponent ( typeof ( Rigidbody ) )]

ATtpunbyT RequireComponent No3BONSeT ykasaTb APYrov KOMMOHEHT (unn 6onee) kak
TpeboBaHUs ONns TOro, Korga aToT KOMMNOHeHT fobaeneH B GameObject. Korpna ol gjobaBnsiete
3TOT KOMMOHeHT B GameObject, HeobxoanMble KOMNOHEHTbI OyAyT aBTOMaTNYeCcKn o6aBNEHbI
(ecnu oHW ele He NPUCYTCTBYIOT), 1 3TN KOMMOHEHTbI He MOryT BbiTb yaaneHbl 40 Tex nop, noka
TOT, KOTOpPbI UXx TpebyeT, byneT yaaneH.

ATpnbyTbl BpEMEHU BbINO/IHEHUS

[ExecuteInEditMode]
public class AttributesExample : MonoBehaviour

{

[RuntimeInitializeOnLoadMethod]
private static void FooBar ()
{

[...]

[RuntimeInitializeOnLoadMethod( RuntimeInitializeLoadType.BeforeScenelLoad )]
private static void Foo ()
{

[...]

[RuntimeInitializeOnLoadMethod( RuntimeInitializelLoadType.AfterSceneload ) ]
private static void Bar ()
{

[...]

void Update ()
{
if ( Application.isEditor )

[ExecuteInEditMode]
public class AttributesExample : MonoBehaviour
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ATpnbyT ExecutelnEditMode 3acTtaBnsieT Unity BbINONHSATL Marmyeckne Metoapl 3TOro CKpmnTa,

naxe ecnm urpa He BOCnpon3BoONTCA.
CDyHKLI,I/II/I He BbI3bIBAlOTCA NMOCTOAHHO, KakK B pe>XXnMe BOoCnpon3eeneHus

» O6HOBNEHME BbI3bIBAETCH TONBKO TOrAa, KOraa 4to-To B CLEHE M3MEHMUOCh.
¢ OnGUI Bbi3biBaeTcs, korga Game View nony4yaet cobbiTue.
» OnRenderObject n gpyrue doyHkUMM 06paTHOrO BbI30BA PEHOEPUHTa

BbI3bIBAOTCA Mpn Kaxxaomn nepepuncoeke Bunaoa cueHbl nin npenctaBieHns Urpbl.

[RuntimeInitializeOnLoadMethod]
private static void FooBar ()

[RuntimeInitializeOnLoadMethod( RuntimeInitializeLoadType.BeforeSceneload )]
private static void Foo ()

[RuntimeInitializeOnLoadMethod( RuntimeInitializelLoadType.AfterSceneload )]
private static void Bar ()

ATtpubyT RuntimelnitializeOnLoadMethod no3sonsieT BbI3biBaTb METOA KNacca BPEMEHM

BbINOSIHEHUS, KOr A Urpa 3arpyxaeT cpefy BbiNonHeHns 6e3 Kakoro-nmbo B3anMoLencTBus ¢

nonb3oBaTesieM.

Bbl MOXeTe yKa3aTb, XOTUTE NN BbHl, 4TOObI MEeTO. Bbl3biBancsa oo Unn nocne 3arpy3ku CueHbl (I'IO

YMONYAHWIO - N0 YMON4YaHuio). Mopsaok BbINOMHEHUS HE FrapaHTMPyeTCs ANs METOAOB,
NCMNONb3YOWmMX 3TOT aTpubyT.

ATpuobyTbl MEHIO

[AddComponentMenu ( "Examples/Attribute Example" )]

public class AttributesExample : MonoBehaviour

{
[ContextMenultem( "My Field Action", "MyFieldContextAction" )]
public string MyString;

private void MyFieldContextAction ()
{
[...]

[ContextMenu ( "My Action" )]
private void MyContextMenuAction ()
{

[...]

PeaynbTat atpmnbyta [AddComponentMenu]
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File Edit Assets GameObject Component Example XboxOne Window Help
c:;u + o Add... Ctrl+Shift+A
= Hierarchy Lo

Create Effects

Main Camera Physics
Physics 2D

Mavigation

Light
Gamel
Audio
Rendering
Layout
Miscellanecus
Event
MNetwork
Ul
Exarnples Attribute Example
Scripts

PesynbTat atpmnbyTta [ContextMenultem]

Attributes Example (Script)

My String
My Field Acticn

PesynbTat atpubyta [ContextMenu]

Attributes
Reset

My String
Remove Component

Move Up

Move Down

Copy Component

Paste Component As New

Paste Component Yalues

Edit Script

My Action

[AddComponentMenu ( "Examples/Attribute Example" )]
public class AttributesExample : MonoBehaviour

ATtpunbyT AddComponentMenu no3BonseT pa3mMecTuTb KOMMOHEHT B IOOOM MECTE B MEHIO
«KOMMOHEHT», a HE B MEHIO «KOMMNOHEHT-> CueHapun».

[ContextMenultem( "My Field Action", "MyFieldContextAction" )]
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public string MyString;

private void MyFieldContextAction ()

{

ATpunbyT ContextMenultem no3BonsieT Bam onpenensiTe OYHKLMM, KOTOPbIE MOXHO 006aBUTb B

KOHTEKCTHOE MeHI0 nons. 3T cpyHKumm ByayT BbINONHATLCS Nocne Bbibopa.

[ContextMenu ( "My Action" )]

private void MyContextMenuAction ()

{
[oool

ATpnbyT ContextMenu no3BonsieT BaM onpenensitb PyHKLNUM, KOTOPbIE MOXHO f06aBUTb B
KOHTEKCTHOE MEHIO KOMMOHEHTA.

ATpubyTbl pepakTopa

[InitializeOnLoad]

public class AttributesExample

{

static AttributesExample ()
{
[...]

[InitializeOnLoadMethod]
private static void Foo ()
{

[...]

: MonoBehaviour

[InitializeOnLoad]

public class AttributesExample
{

static AttributesExample ()
{
[...]

: MonoBehaviour

ATpunbyT InitializeOnLoad no3BonsieT Nonb30BaTENO MHALMANM3MPOBATbL Knacc 6e3 kakoro-nmbo
B3aMMOLENCTBNS C NONb30BaTeNeM. ITO NPOMCXOANT BCAKUIA pas, Koraa pegakTop 3anyckaeTtcs
nnn nepekomnuanpyetcs. CTaTtnyeckmin KOHCTPYKTOP rapaHTmpyeT, Y4To 310 OyOeT Bbi3biBATbCA

nepen NobbIMU OPYrMU CTATUYECKUMUN COYHKLNSIMIA.

[InitializeOnLoadMethod]
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private static void Foo ()

{

ATpunbyT InitializeOnLoad no3sonsieT NoMbL3OBATENO MHULMANM3MPOBATb knacc 6e3 kakoro-nmbo
B3aMMOOENCTBMS C NONb30BaTENEM. DTO NPOUCXOOUT BCAKUIA pas, Koraa penaktop 3anyckaeTcs
nnun nepekomnununpyetcs. lNopsaaok BbINONHEHNS HE rapaHTUPYeTCS AN MeTo00B,
NCMNONb3YyHOWKMX 3TOT aTpUbyT.

[CanEditMultipleObjects]
public class AttributesExample : MonoBehaviour

{
public int MyInt;
private static string prefsText = "";

[Preferenceltem( "My Prefs" )]
public static void PreferencesGUI ()
{
prefsText = EditorGUILayout.TextField( "Prefs Text", prefsText );

[MenuItem( "Attributes/Foo" )]
private static void Foo ()

{

[MenulItem( "Attributes/Foo", true )]
private static bool FooValidate ()
{

return false;

PesynbTat atpnbyta [Preferenceltem]
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Unity Preferences n

My Prefs
_ Prefs Text
General

External Tools

=T

Gl Cache
2D
Cache Server

My Prefs

PesynbTtat atpnbyTta [Menultem]

File Edit Assets GameObject Component Example XboxOne  Attributes  Window Help

Foo

[CanEditMultipleObjects]
public class AttributesExample : MonoBehaviour

ATpnbyT CanEditMultipleObjects no3sonsieT penakTMpoBaTb 3HAYEHNS N3 Balero KOMNOHEHTa
yepes Heckonbko GameObjects. be3 3T0ro KOMMNOHEHTA Bbl HE YBMANUTE, YTO Ball KOMMNOHEHT
BbIrAANT Kak 0bbl4HO Npw Bbibope Heckonbknx GameObjects, HO BMECTO 3TOr0 Bbl yBUAUTE
coobueHne «PenakTmpoBaHne HECKONbKNX 06 bEKTOB He NOAAEPKMBAETCS»,

o107 anI/I6yT npeaHa3Ha4dyeH ong nosib3oBartes/ibCKMX penakTopoB A4 NoAnepPXKHN
MHOIOKpaTHOro penaktmpoBaHuA. HeCTaH,ﬂ,apTHble penakTopbl aBToOMaTn4eCkun
nogoepXwuearT MHOIOKpaTHOE penakTnposaHne.

[Preferenceltem( "My Prefs" )]
public static void PreferencesGUI ()

ATpubyT Preferenceltem no3sonsieT co3natb AOMONHUTENbHBIA 3NEMEHT B MEHIO HAcTpoek Unity.
MeTon npvema gonxeH OblTb CTATUYHBIM A4S UCMONb30BaHUSI.

[MenuItem( "Attributes/Foo" )]
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private static void Foo ()
{

}

[MenulItem( "Attributes/Foo", true )]
private static bool FooValidate ()
{

return false;

ATpVI6yT Menultem no3sonseTt co3gasaTth MONb30BaTEIbCKME 3NEMEHTbI MEHIO ANS BbIMONHEHUSA

hyHKUMIA. B 3TOM NpuMepe TakXxe ncnonbdyeTcs oyHKUMS BanmaaTopa (koTopas Bcerna
Bo3BpalaerT false), 4T06bl NPeaoTBPATUTL BbINONHEHNE (OYHKLIMN.

[CustomEditor ( typeof ( MyComponent ) )]
public class AttributesExample : Editor
{

[...]

ATtpubyT CustomEditor no3sonsiet co3aaesaTtb COOCTBEHHbIE PenakTopbl ANS BaWmnX
KOMMOHEHTOB. DTN peaakTopbl OyayT MCMNONb30BATbCSA A8 PUCOBAHWNS Balero KOMMOHEHTa B
WMHCNEKTope N OONXHbI BbiTeKaTb N3 knacca Editor.

[CustomPropertyDrawer ( typeof ( MyClass ) )]
public class AttributesExample : PropertyDrawer
{

[...]

ATtpunbyT CustomPropertyDrawer No3BonsieT co3gaTb NOMb30BaTENbCKMWIA SIWUK CBOACTB ANS
nHcnekTopa. Bbl MOXeTe MCnob30BaTh 3TU AWMKK NS CBOMX NONb30BaTENbCKUX TUMOB
JaHHbIX, 4TOObI X MOXXHO ObINO YBUAETb B MHCMEKTOPE.

[DrawGizmo ( GizmoType.Selected )]
private static void DoGizmo ( AttributesExample obj, GizmoType type )
{

[oool

ATpnbyT DrawGizmo no3BonseT co3nasaTth NOMb30BaTENbCKME BEWMLbI AN BALINX
KOMMOHEHTOB. 9T BewmLbl 6yyT HAPMCOBaHbI B peX1Me NpocMoTpa cLeHbl. Bbl MoxeTe
pewnTb, KOraa pucoBaTb gizmo, ucnonb3dys napametp GizmoType B atpnbyte DrawGizmo.

MeTon npuema TpebyeT OByX NapaMeTpOB: NEPBbLIA - 3TO KOMMOHEHT AN PUCOBAHNS
obbekTa gizmo, a BTOPOW - COCTOSIHME, B KOTOPOM 0O BEKT, KOTOPOMY HYXEH
PVCOBAaHHbIA FTM3MO, HAXOAUTCS.

MpounTante ATpubyThl OHNanH: https://riptutorial.com/ru/unity3d/topic/5535/aTpubyThl
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rnasa 10: Ayouo cuctema

BctynneHue
OTO OOKYMeHTauus o BocnponsseneHum 3syka B Unity3D.
Examples

Ayavnoknacc - BocnpousseneHue ayauo

using UnityEngine;

public class Audio : MonoBehaviour {
AudioSource audioSource;
AudioClip audioClip;

void Start () {
audioClip = (AudioClip)Resources.Load ("Audio/Soundtrack");
audioSource.clip = audioClip;
if (laudioSource.isPlaying) audioSource.Play();

[Mpountante Ayouo cuctema oHnamH: https://riptutorial.com/ru/unity3d/topic/8064/ayano-cncrema
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rnasa 11: BuptyanbHaa peanbHoCTb (VR)

Examples

Mnardpopmbl VR

B VR ecTb Be OCHOBHblIe NnaTgopMbl: 04Ha - MOBUbHas nnaTgopma, Takas kak Google
Cardboard , Samsung GearVR , gpyras - nnatgpopma gnsa K, Takas kak HTC Vive, Oculus,
PS VR ...

Unity odonumnansbHo nogaepxusaet Oculus Rift , Google Carboard , Steam VR , Playstation
VR, Gear VR u Microsoft Hololens .

Y 6onbwuHcTBa Nnatopm ecTb cBos nopaepxka un sdk. Obbl4HO BaM HYXXHO 3arpy3nTb sdk kak
pacwupeHve, npexae Bcero, AN eanHCTBa.

SDKs:

» KaptoH Google

» [Nnatdgpopma Daydream

o Samsung GearVR (MHTerpmpoBaHHbiin ¢ Unity 5.3)
e Oculus Rift

e HTC Vive / Open VR

* Microsoft Hololens

HoKyMeHTauus:

e Google Cardboard / Daydream
e Samsung GearVR

e Oculus Rift

e HTC Vive

e Microsoft Hololens

BknioueHne nopaepXxkm VR

B penaktope Unity oTkpoinTe Hactpouku npourpbiBatens (Edit> Project Settings> Player).

B pasgene « Jlpyrue HaCTpoOWKu» NpoBepbTe NOALAEPXKY BUPTYa/TIbHOU peasibHOCTH .
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https://github.com/googlevr/gvr-unity-sdk
https://developers.google.com/vr/unity/download
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https://developer.oculus.com/downloads/
https://github.com/ValveSoftware/openvr
https://unity3d.com/partners/windows/hololens#download
https://developers.google.com/vr/android/
http://www.gearvrf.org/bin/view/GearVRF/GearVRfWikiGetStarted#GearDocuments
https://developer3.oculus.com/documentation/
https://github.com/ValveSoftware/openvr/wiki/API-Documentation
https://developer.microsoft.com/en-us/windows/holographic/documentation

Other Settings

Rendering

Rendering Path* | Forward 3 |
Auto Graphics AP [

Multithreaded Rendering* ||

Static Batching o

Dynamic Batching [

GPU Skinning® -
Graphics Jobs (Experimental |
Virtual Reality Supported
Wirtual Reality SDKs

— Oculus

+

HobaBbTe nnu yaanute VR-ycTpoicTBa Ans kax o uenm cbopku B cnucke SDK Virtual Reality
noA 3TUM dpaxxkKom.

annapaTtHbie cpencTtea

CywecTByeT Heobxoammas annapartHas 3aBMCUMOCTb ANS NpUNoXeHus VR, KoTopoe 06bl4HO
3aBUCUT OT NNATOPMbI, AN KOTOPOWA Bbl CTpouTe. CylecTByOT 2 WNPOKKE KaTeropum
annaparHbIX YyCTPOWCTB, OCHOBAHHbIE HA X BO3MOXHOCTSAX ABUXEHUS:

1. 3 DOF (cteneHun cBoboapl)
2. 6 DOF (cteneHn ceobonbl)

3 DOF o3Hauaer, 4To ABMXeHUe aucnnes ¢ ronoskoit (HMD) orpaHmyeHo ons paboTbl B TpeX
N3MepeHnsx, KoTopble BpallatTCsa BOKPYr TpeX OPTOroHanbHbIX OCEN C LLIEHTPOM B LieHTpe
Taxectn HMD - npoOonbHON, BEPTUKANbHON N rOPU30HTaNbHON ocen. [BnXxeHne BoKpyr
NPOAONbHON OCK Ha3blBAETCA PYNOHOM, ABMXEHNE BOKPYr BOKOBOI OCY Ha3blBAETCS Warom, a
OBVXEHNe BOKPYr nepneHankynapHoOn ocy HasblBaeTCa pbiCKaHMEM, aHanornyHble NPUHLMMbI,
KOTOpble yNpaBnsioT ABUXEHNEM NtoOOro ABMXYLErocs o6 bekTa, Takoro kak camoneT unm
aBTOMOOMb, YTO O3HAYAET, YTO, XOTS Bbl OyaeTe CNOCOOHbIV BUAETL BO BCEX HAMPaBNeHNsx X,
Y, Z nBnxxeHune sawero HMD B BupTyanbHOW cpene, HO Bbl HE CMOXETe HUYEero nepemellartb Unm
Tporatb (OBMXEHWe C NOMOLLbIO OOMONHUTENbHOro KOHTposnnepa bluetooth He cosnapaer).

Tem He MeHee, 6 DOF gonyckatoT onbiT paboTbl B KOMHATE, B KOTOPOM Bbl TAkXXe MOXETE
nepemelatbcs BOKpYr ocn X, Y n Z OTAENbHO OT ABUXEHWUI PyOHa, BbICOTbI TOHA U PbICKaHNS
OTHOCUTENIbHO Ero LIeHTpa TSAXECTU, CneaoBaTtesbHo, 6 cTeneHein cBoboabl.

B HacToslwee BpeMsi VR ¢ 06 bEMHBIM NPOCTpaHCTBOM, cnocobcTaytowmnm 6 DOF, TpebyeT
BbICOKOM BbIYUCNUTENIbHON NPOU3BOANTENBHOCTU C BbICOKOKA4YeCTBEHHOM rpadouyeckom KapTom
1 onepaTyBHOM NaMSATbIO, KOTOPYIO Bbl, BEPOSITHO, HE MOJTyYNTE OT CTaHAAPTHBLIX HOYTOYKOB, 1
notpebyeT HAaCTONbHbBIA KOMMbIOTEP C ONTMManbHOM NPOM3BOANTENBHOCTBIO, & TAKXE HE MeHee
6 pyTOB x 6 YTOB B TO BpeMS Kak onblT 3 DOF MoXeT ObiTb 4OCTUIHYT TO/IbKO CTAHAAPTHbIM
CMapTdOHOM C BCTPOEHHbIM MMPOCKOMNOM (KOTOPbIA BCTPOEH B 60/IbLIMHCTBO COBPEMEHHbIX
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CcMapTOHOB, CTOMMOCTb KOTOPbIX cocTaBnsieT okono 200 gonnapos CLUA nnn 6onee).

HekoTopble pacnpocTpaHeHHbIe YCTPONCTBA, AOCTYMNHbIE HA PbIHKE CEroaHs:

* Oculus Rift (6 DOF)

* HTC Vive (6 DOF)

* Meuta (3 DOF)

e Gear VR Powered by Oculus (3 DOF)
» Kapton Google (3 DOF)

[Mpountante BuptyanbHas peanbHocTb (VR) oHnaiH: https://riptutorial.com/ru/unity3d/topic/5787/
BMpPTYyanbHas-peanbHOCTb--VI-
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https://www3.oculus.com/en-us/rift/
https://www.vive.com/us/
https://vr.google.com/daydream/
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rnasa 12: BxooHasi cuctema

Examples

UrteHue knroya lNpecca n pasnuume mexpy GetKey, GetKeyDown n GetKeyUp

Bxon nonxeH 6biTb NpoynTaH N3 oyHKUMN «OBHOBUTL ».
Ccbinka ans Bcex AOCTYMHbIX nepeyncnennii Keycode .
1. YTeHune HaxaTunsa Knasuwn ¢ Input.GetKey

Input .GetKey Oy[€T MOBTOPHO BO3BPALATb true MNOKA NONb30BATENb YAEPXMBAET yKa3aHHbIA
KNtoY. STO MOXHO MCNOob30BaTh AN MHOrOKPAaTHOro 3anycka opyXus, yaepXmusas yKasaHHbI
KNoY HaxartbiM. Huxe nprvseneH npyMep asToMaTtnyeckoro orHs nynu, Koraa yaepxusaercs
knaeuwa Space. /Irpok He JoNMXeH HaxXunMaTtb 1 OTNyckaTb K/iaBulwy CHOBA N CHOBA.

public GameObject bulletPrefab;
public float shootForce = 50f;

void Update ()

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

{
Debug.Log ("Shooting a bullet while SpaceBar is held down");

//Instantiate bullet
GameObject bullet = Instantiate(bulletPrefab, transform.position, transform.rotation)
as GameObiject;

//Get the Rigidbody from the bullet then add a force to the bullet
bullet.GetComponent<Rigidbody> () .AddForce (bullet.transform.forward * shootForce);

2. Haxxmute knasuwy Enter € tnput . GetKeybown :

Input .GetKeyDown 6y11eT Input.GetKeyDown TOJIbKO OAWH Pa3 npun Ha>XaTtnn yKa3aHHOI7I KnaBun.
3710 KnYyeBoe pa3nnine Mexmny input.GetKey M Input.GetKeyDown . OgHuM 13 npumepos
NCMoNb30BaHNSA ero UCrosib30BaHWS ABNSETCSA BKIOYEHME MOIb30BaTENbCKOro NHTEepdeinca
nnn dooHapuka unn anemeHTa Bk. / Boikn.

public Light flashLight;
bool enableFlashLight = false;

void Update ()

{
if (Input.GetKeyDown (KeyCode.Space))

{
//Toggle Light

https://riptutorial.com/ru/home 69


https://docs.unity3d.com/ScriptReference/KeyCode.html

enableFlashLight = !enableFlashLight;
if (enableFlashLight)
{
flashLight.enabled = true;
Debug.Log ("Light Enabled!");
}

else

{
flashLight.enabled = false;
Debug.Log ("Light Disabled!");

3. HaxMmute knaeuwy Enter € tnput . GetKeyUp :

970 NoNHas NPOTUBOMONOXHOCTb Input .GetKeybown . OH MCMNONb3YyeTCS AN 0OHAPYXEHNs npu
OTNYCKaHUN / CHATUMN HaxaTtms knasuwn. Kak v tnput . Getkeybown , OH BO3BPAWAET true TONbKO
OAOVH pa3 . Hanprmep, Bbl MOXETE enable CBET MPU YAEPXMBAHUN KTABULN C MOMOLLbHO

Input.GetKeyDown 3ATEM OTKNIIOYUTE CBET, KOraa Knasuiia 6yueT BbinylieHa ¢ NoMouWwbio
Input.GetKeyUp .

public Light flashLight;
void Update ()
{
//Disable Light when Space Key is pressed
if (Input.GetKeyDown (KeyCode.Space))
{
flashLight.enabled = true;
Debug.Log ("Light Enabled!");

//Disable Light when Space Key is released
if (Input.GetKeyUp (KeyCode.Space))
{

flashLight.enabled = false;

Debug.Log ("Light Disabled!");

Mpouutatb patuuk akcenepometpa (6a3oBbli)

Input.acceleration MCNONb3YETCA 014 CHNTbIBAHNA OATYMNKA aKkceniepomeTpa. OH BO3BpallaeT
Vector3 B Pe3ynbTaTe, KOTOPbIN COOEPXUT 3HAYEHNSA OCU x , y U z B TPEXMEPHOM MNPOCTPaHCTBE.

void Update ()
{
Vector3 acclerometerValue = rawAccelValue();

Debug.Log ("X: " + acclerometerValue.x + " Y: " + acclerometerValue.y + " Z: " +
acclerometerValue.z);

}

Vector3 rawAccelValue ()
{

return Input.acceleration;
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MpouutaTbh AaT4UK aKkcenepomeTpa (nNpenBapuUTeNbHbIN)

Ncnonb3oBaHme NCXOAHbIX 3HAYEHWIA HEMNOCPEACTBEHHO C AaTyMka akcenepomeTpa ans
nepemelleHns nnn nosopota GameObject MoXxeT Bbi3BaTb Takue Npobnembl, Kak OTPbIBUCTbIE
OBUXEHUs nnmn subpaumn. Nepen Ncnonb30BaHMEM PEKOMEHOYETCS CrnaanTb 3Ha4YEHUSI.
dakTnyeckm, 3Ha4eHNs OT AaTymka akcenepoMeTpa Beeraa O0MXHbl ObiTb CrinaxeHbl nepes
NCMNONb30BaHNEM. DTO MOXET OblTb BbIMNOMHEHO C MOMOLLIO OUNbTPA HUXHMX YacTOT, 1 UMEHHO
3[ECb vector3.Lerp BCTAET HA CBOU MecCTa.

//The lower this value, the less smooth the value is and faster Accel is updated. 30 seems
fine for this
const float updateSpeed = 30.0f;

float AccelerometerUpdateInterval = 1.0f / updateSpeed;
float LowPassKernelWidthInSeconds 1.0f;
float LowPassFilterFactor = 0;

Vector3 lowPassValue = Vector3.zero;

void Start ()

{
//Filter Accelerometer
LowPassFilterFactor = AccelerometerUpdateInterval / LowPassKernelWidthInSeconds;
lowPassValue = Input.acceleration;

void Update ()
{

//Get Raw Accelerometer values (pass in false to get raw Accelerometer values)

Vector3 rawAccelValue = filterAccelValue (false);

Debug.Log ("RAW X: " + rawAccelValue.x + " Y: " + rawAccelValue.y + " Z: " +
rawAccelValue.z) ;

//Get smoothed Accelerometer values (pass in true to get Filtered Accelerometer values)
Vector3 filteredAccelValue = filterAccelValue (true);
Debug.Log ("FILTERED X: " + filteredAccelValue.x + " Y: " + filteredAccelValue.y + " Z: "
+ filteredAccelValue.z);
}

//Filter Accelerometer
Vector3 filterAccelValue (bool smooth)
{
if (smooth)
lowPassValue = Vector3.Lerp (lowPassValue, Input.acceleration, LowPassFilterFactor);

else
lowPassValue = Input.acceleration;

return lowPassValue;

MpouuTtatb maTynK akcenepometpa (TOYHOCTDb)

CunTbiBaiiTe AaTyvK akcenepomeTpa ¢ TOYHOCTbIO.
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B atom npuMepe BblOENAETCA NaMATh!

void Update ()
{

//Get Precise Accelerometer values

Vector3 accelValue = preciseAccelValue();
Debug.Log ("PRECISE X: " + accelValue.x + " Y: " + accelValue.y + " Z: " + accelValue.z);
}
Vector3 preciseAccelValue ()
{
Vector3 accelResult = Vector3.zero;
foreach (AccelerationEvent tempAccelEvent in Input.accelerationEvents)
{
accelResult = accelResult + (tempAccelEvent.acceleration * tempAccelEvent.deltaTime);
}
return accelResult;
}
B atom npumepe He BblOeNndeTCd NaMaTb:
void Update ()
{
//Get Precise Accelerometer values
Vector3 accelValue = preciseAccelValue();
Debug.Log ("PRECISE X: " + accelValue.x + " Y: " + accelValue.y + " Z: " + accelValue.z);
}
Vector3 preciseAccelValue ()
{
Vector3 accelResult = Vector3.zero;
for (int 1 = 0; i < Input.accelerationEventCount; ++1i)
{
AccelerationEvent tempAccelEvent = Input.GetAccelerationEvent (1);
accelResult = accelResult + (tempAccelEvent.acceleration * tempAccelEvent.deltaTime);

}

return accelResult;

ObpaTtnTe BHMMaHMe, 4T0 3T0 He ounbTpyeTcs. [MoxanyicTta , cMOTpUTE 31eck ANs TOro, Kak

CcrnaguTb 3HaYyeHne akcenepomeTpa ona ynaneHus wyma.
NMpouyuTtaTb KHOMKY MbILUKX (NeBbIN, CpeaHNIU, NpaBbli)

O1n prHKLI,I/II/I MCNONb3YIKOTCA OJ14 NPOBEPKU WEeN4YKOB MbIWN.

® Input.GetMouseButton (int button);

® Input.GetMouseButtonDown (int button);

Input.GetMouseButtonUp (int button);
Bce oHun NPUHMMaKT OOUH N TOT Xe napameTp.

e 0 = Wwen4yok NeBon KHOMNKOW MbILWW.
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* 1 = lllenkHnTE NpaBo KHOMKON MbILWWN.
e 2 = CpenHuin Wwenyok Mbiww.

GetMouseButton MCMNOJIb3YyETCA ON1A o6Hapy>KeH|/|9|, Korga KHOmMkKa Mblln rNnOoCTOSHHO yAep>XnBaertcs

. OH BO3BpallaeT true KOrAa yka3daHHas KHOrMkKa Mbiln yaoepxmsaeTCA HaXxaTown.

void Update ()

{

GetMouseButtonDown NCMONIb3YETCA ONA o6Hapy>KeH|/|$| npu wen4yke Mbllbio. OH BO3BpaAllAET true
eCcnnm OH HaXkaTt OguH pas3 . OH He BEPHETCA true , NOKA KHOMKA MbllIN HE 6y,l:|,eT oTnyuweHa un

if (Input.

{

Debug.

if (Input.

{
Debug

if (Input
{

Debug.

GetMouseButton (0) )

Log ("Left Mouse Button Down");

GetMouseButton (1))

.Log ("Right Mouse Button Down");

.GetMouseButton (2))

Log ("Middle Mouse Button Down");

HaXxata CHOBa.

void Update ()

{

if (Input.

{

Debug.

if (Input
{

Debug.

if (Input.

{

Debug.

GetMouseButtonDown (0))

Log ("Left Mouse Button Clicked");

.GetMouseButtonDown (1))

Log ("Right Mouse Button Clicked");

GetMouseButtonDown (2) )

Log ("Middle Mouse Button Clicked");

GetMouseButtonUp UCMOJNIb3YETCA ONA O6Hapy)KeHVIFI, Korga BbloeneHHas KHOoMkKa Mbliln oTnyllieHa.

9710 6y,ueT BO3BpaWwaTb TOJIbKO true , KaK TO/IbKO YKa3aHHasA KHOMKa MbllWK OTNyweHa. YT06bI
CHOBAa BEPHYTb true, ero Hy>XHO CHOBa HaXaTb N OTNYCTUTb.

void Update ()

{

if (Input.GetMouseButtonUp (0))

{

Debug.Log ("Left Mouse Button Released");
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if (Input.GetMouseButtonUp (1))

{
Debug.Log ("Right Mouse Button Released");

if (Input.GetMouseButtonUp (2))

{
Debug.Log ("Middle Mouse Button Released");

MpounTanTte BxogHas cuctema oHnaimu: https://riptutorial.com/ru/unity3d/topic/3413/BxoaHas-
cucTema
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rnasa 13: BbinonHeHue Knacca
MonoBehaviour

Examples

HeTt nepeonpeneneHHbIX METOLOB

MprynHa, No KOTOPOI BaM HE HYXXHO NepeonpenensTb Awake , start , Update M APYrOV MeTO,
3aKNo4yaeTcs B TOM, YTO OHU He SIBNSIOTCS BUPTyasbHbIMM MeToadaMu, onpeneneHHbIMA B
6a30BOM Knacce.

Mpw nepeom obpalleHnm K CLIEHAPWIO CLIEHAPWIA BbINONHEHUSI CKPUMTOB NPOCMaTpUBaeT CKpUMT,
4yT06bl ONPEeaennTb, onpeaeneHbl v HEKOTopble MeToAbl. Ecnn oHM ecTb, 3Ta MHopMauus
KawmpyeTcs 1 Metoabl 406aBNSOTCS B UX COOTBETCTBYHOWMIA CNINCOK. DTM CNINCKM 3aTEM MPOCTO
3aUMKNIMBAOTCS B pa3HOE BPeMsl.

MpunymnHa, No KOTOPOW 3TN METOAbI HE SBNAIOTCA BUPTYaNbHbIMU, CBS3aHa C
NpPOn3BOANTENBHOCTLIO. ECnn 6bl BCe cueHapuy UMenu Bbl awake , start , OnEnable , OnDisable ,
Update , LateUpdate W FixedUpdate , TOFAa BCE OHU ObinK 6bl 0o6aBNEHbl B UX CMINCKKW, 4TO 03HAYasNo
Obl, 4TO BCe 3TV MeToAbl 6yayT BbinonHeHbl. OBbI4HO 9TO He ByaeT 6onbliol NPobnemMoit, 0AHAKO
BCE 3TV Bbl30Bbl METOL0B OTHOCSATCS K MCXOOHOM cTopoHe (C ++) Kk ynpaBnsiemoii ctopoHe (C #),
KOTOpas NocTaBnsieTcs C NPOU3BOANTENbHOCTbIO.

Tenepb npenctaebTe cebe, HTO BCE 9TV METOAbl HAXOASATCS B UX CNMCKAX, @ HEKOTOpble /
OONbIIMHCTBO U3 HUX MOTYT JaXe He MMeTb PakTMYeckoro Tena Metona. 1o o3Ha4vano bbl, 4To
OrPOMHOE KONNYECTBO NPOM3BOANTENBHOCTY TPATUTCS HA BbI30B METOA0B, KOTOPbIE AaXe He
nenatT Huyero. YTobbl npenoTBpatuTb 970, Unity oTkazanacb 0T MCMOMb30BAHWS BUPTYabHbIX
METOOOB M caenana cuctemy obmeHa coobleHnsMn, KoTopas rapaHTMpyeT, YTO 3T METObI
OynyT BbI3BaHbl TONbKO TOrAa, Koraa oHn ByayT onpeneneHbl Ha cCaMoM Aene, CoXpaHsas
HEHYXHbl€ Bbl30Bbl METOOB.

Bbl MoXxeTe npounTtath 60nbwe 06 atom B 6nore Unity 3aeck: 10000 Update () Beizosbl u MHOroe
apyroe Ha IL2CPP 3gecb: Beenedve B IL2CPP Internals

MpountainTte BoinonHeHne knacca MonoBehaviour oHnaimH:
https://riptutorial.com/ru/unity3d/topic/2304/BbinoNHeHNE-K nacca-monobehaviour
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rnaBa 14: pacdomnuyeckas cuctema
NnoJsib30BaTesIbCKOro nHTepdeuca
HeMeONeHHoro pexuma (IMGUI)

CuHTakcuc

» public static void GUILayout.Label (cTpokoBbii TEKCT, napameTpbl GUILayoutOption [])
* public static bool GUILayout.Button (CTpokoBbI TeKCT, napameTpbl GUILayoutOption [])
» public static string GUILayout.TextArea (TekcTt cTpoku, napametpbl GUILayoutOption [])

Examples

GUILayout

Crapblil NTHCTPYMEHT NONb30BATENBCKOr0 UHTEPGOeca, Tenepb MCNONb3yeMbIA Ans ObICTPOro 1
NPOCTOro NPOTOTUMUPOBAHMS MW OTNALKW B Urpe.

volid OnGUI ()
{
GUILayout.Label ("I'm a simple label text displayed in game.");

if ( GUILayout.Button ("CLICK ME") )

{
GUILayout.TextArea ("This is a \n

multiline comment.")

dyHkumsa GUILayout paboTtaeT BHYTpU pyHKUmm OnGUI .

MpounTante ["padunyeckas cmcTtema nosib30BaTENbCKOro NHTEpAIEeNica HeMeaNEeHHOr0 pexmma (
IMGUI) oHnaiH: https://riptutorial.com/ru/unity3d/topic/6947/rpadnyeckasa-cncrema-
NONb30BaTENbCKOro-nHTEPenca-HemeneHHoro-pexuma--imgui-
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rnaea 15: UMnopTepbl 1 (NOCT) NpoLieccopbl

CuHTakcuc

» AssetPostprocessor.OnPreprocessTexture ()

3aMmedyaHusa

NcnonbayiTe string.contains () AN 06paboTKM TONbKO aKTUBOB, KOTOPbIE UMEIOT 3a4aHHYIO
CTPOKY B CBOUX NyTAX aKTUBOB.

if (assetPath.Contains ("ProcessThisFolder"))
{

// Process asset

Examples

NMocTnpoueccop TeKCTypbl
Co3paiite oain texturepostProcessor.cs NIOOOM MECTE MaNkn « AKTUBBI »:

using UnityEngine;
using UnityEditor;

public class TexturePostProcessor : AssetPostprocessor
{
void OnPostprocessTexture (Texture2D texture)
{
TextureImporter importer = assetImporter as Texturelmporter;
importer.anisolLevel = 1;
importer.filterMode = FilterMode.Bilinear;
importer.mipmapEnabled = true;
importer.npotScale = TextureImporterNPOTScale.Tolarger;
importer.textureType = TexturelmporterType.Advanced;

Tenepb, kaxaplil pas, korga Unity uMnopTupyeT TekcTypy, OH OyaeT MMeTb cneayowme
napameTpbi:
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Texture Type | Advanced

Mon Power of 2 | ToLarger ™
Mapping [ Mane ™
Convolution Type | Mone s

Fixup Edge Seams
Read/Write Enabled [ |
Import Type | Default

Alpha from Graysc|_|

Bypass sRGB Samq|_|

Encode as RGBM | Aute

Sprite Mode [ Mane
Generate Mip Maps [«

In Linear Space ||

Border Mip Maps ||

Mip Map Filtering | Box

Fadeout Mip Maps ||

A

Ak || A

A

Wrap Mode | Repeat sl
Filter Mode | Bilinear 4|
Aniso Level - 1

Ecnu Bbl cnonb3yeTte nNocTnpoLEeccop, Bbl HE MOXETE N3MEHATb NapameTpbl
TEeKCTYypbl, yNpasnsas HacTpoMKaMu UMNopTa B pefakTope.

Korna Bbl HaxxmeTe KHOMKY « MpUMeHnTb» , TekcTypa byaeT nepeuMeHoBaHa, a
NMOCTMNPOLIECCOPHbIV KO CHOBA 3anyCTUTCA.

OcHoBHOM MMnopTtep

Mpennonoxum, y Bac eCTb COOCTBEHHbIN dhaiin, ANs KOTOPOro Bbl XOTUTE CO34aTb UMMOPTEP.

9710 MoxXeT BbITb (haiin .xlIs nnm 4to-To ewe. B aToM cnyyae Mbl cobupaemcst MICNoNb30BaThb
dgoaiin JSON, NoTOMy 4TO 3TO NEerko, Ho Mbl cobupaemcs BbiIbpaTb Nob30BaTENbCKOE
paclmpeHne, 4Tobbl 6biN0 Nerko onpenennTb, Kakue ainbl ABNSOTCS HaWnUMm?

MNpennonoxwm, 4to cpopmat JSON-dphanna

"someValue": 123,

"someOthervValue": 456.297,
"someBoolValue": true,
"someStringValue": "this is a string",

[aBaliTe COXpaHNM 3TO KakK Example.test IAE-TO 3a Mpegenamy akTUBOB.

3aTeM c030alTe MonoBehaviour C MOIb30BATEIbCKMUM KACCOM TONIbKO ANS OAHHbIX.
Monb3oBaTenbCKUii KNacc npegHa3HayvYeH NCKTIYNTENBHO ANS 0bneryeHus necepuanmsaumm
JSON. Bbl He BOMXHbI UICMOIb30BATh MOMb30BATENLCKUIA KNACC, HO 3TO AenaeT 3TOT NpuMmep
kKopo4e. Mbl COXpaHMM 3TO B TestData.cs

using UnityEngine;

https://riptutorial.com/ru/home

78


http://i.stack.imgur.com/gkhQK.png

using System.Collections;
public class TestData : MonoBehaviour {

[System.Serializable]

public class Data {
public int someValue = 0;
public float someOtherValue = 0.0f;
public bool someBoolValue = false;
public string someStringValue = "";

public Data data = new Data();

Ecnn Bbl 4ONXHbI BPY4HYIO no6aBnTb 3TOT CKpuUnT B GameObject, Bbl yBUOUTE 4YTO-TO BpoLOe

v @ Test Data (Script) ﬁ &
Script TestData Q
¥ Data
Some Value 0

Some Other Value 0
Some Bool Value [
Some String Value

3ateM cospaiiTe nanky editor rae-HUbyab B pa3fene « assets . 9 MOry 6blTb Ha N1t06OM ypOBHE.

BHyTpI/I nanku Editor TestDataAssetPostprocessor.cs cpa|7|r| TestDataAssetPostprocessor.cs U
noMecCcTunTe ero B Hero.

using UnityEditor;
using UnityEngine;
using System.Collections;

public class TestDataAssetPostprocessor : AssetPostprocessor

{

const string s_extension = ".test";

// NOTE: Paths start with "Assets/"
static bool IsFileWeCareAbout (string path)
{
return System.IO.Path.GetExtension (path) .Equals (
s_extension,
System.StringComparison.Ordinal) ;

static void HandleAddedOrChangedFile (string path)
{
string text = System.IO.File.ReadAllText (path);
// should we check for error if the file can't be parsed?
TestData.Data newData = JsonUtility.FromJson<TestData.Data> (text);
string prefabPath = path + ".prefab";
// Get the existing prefab
GameObject existingPrefab =
AssetDatabase.LoadAssetAtPath (prefabPath, typeof (Object)) as GameObject;
if (!existingPrefab)

{
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// If no prefab exists make one
GameObject newGameObject = new GameObject ();
newGameObject .AddComponent<TestData> () ;
PrefabUtility.CreatePrefab (prefabPath,
newGameObject,
ReplacePrefabOptions.Default) ;
GameObject .DestroyImmediate (newGameObject) ;
existingPrefab =
AssetDatabase.LoadAssetAtPath (prefabPath, typeof (Object)) as GameObject;

TestData testData = existingPrefab.GetComponent<TestData> () ;
if (testData != null)
{

testData.data = newData;

EditorUtility.SetDirty (existingPrefab);

static void HandleRemovedFile (string path)

{
// Decide what you want to do here. If the source file is removed
// do you want to delete the prefab? Maybe ask if you'd like to
// remove the prefab?
// NOTE: Because you might get many calls (like you deleted a
// subfolder full of .test files you might want to get all the
// filenames and ask all at once ("delete all these prefabs?").

static void OnPostprocessAllAssets (string[] importedAssets, string[] deletedAssets,
string[] movedAssets, string[] movedFromAssetPaths)
{
foreach (var path in importedAssets)
{
if (IsFileWeCareAbout (path))

{
HandleAddedOrChangedFile (path) ;

foreach (var path in deletedAssets)
{
if (IsFileWeCareAbout (path))

{
HandleRemovedFile (path);

for (var ii = 0; ii < movedAssets.Length; ++ii)

string srcStr = movedFromAssetPaths[ii];
string dstStr = movedAssets[ii];

// the source was moved, let's move the corresponding prefab
// NOTE: We don't handle the case if there already being

// a prefab of the same name at the destination

string srcPrefabPath = srcStr + ".prefab";

string dstPrefabPath = dstStr + ".prefab";

AssetDatabase.MoveAsset (srcPrefabPath, dstPrefabPath);
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C coxpaHeHneM Bbl CMOXETE NepeTawmTb ain Exanple.test KOTOPbIA Mbl CO34a/NM BbIlE, B
Bawy nanky Unity Assets, 1 Bbl JONXHbI YBUAETb COOTBETCTBYOWMIA COOpHMK. ECnn Bbl
OTPEenaKkTUPYETE Example.test Bbl YBUAUTE, YTO AaHHble B prefab 6ynyT HemenneHHo 0OHOBMEHbI.
Ecnun Bbl nepeTtawnte cOOpKy B nepapxmio CLEH, Bbl yBUONTE ee 0OHOBNEHME, a TakXe
N3MEHEHWS Example.test . ECNIN Bbl NEPEMECTUTE Example.test B APYrytO Nanky, COOTBETCTBYHOWMIA
cbopHMK ByneT nepemelaTbcs BMECTe C HUM. Ecnuv Bbl nI3MeHMTE none B aK3eMnnsipe, To
N3MEHNTE Pain Example.test Bbl YBUAUTE TOSIbKO OOHOBNEHHbIE NOJS, KOTOPbIE Bbl HE U3MEHSINN.

YcoBepLweHcTBOBaHUS. B npuBeaeHHOM Bbilwe NpuMepe, Noc/e Toro, kak Bbl NepeTawmnim
Example.test B CBOI MamKYy « Assets », Bbl yBUOUTE, YTO €CTb NMPUMEP Example.test U
Example.test.prefab . BblI0 Obl 300POBO , 4TOObLI 3HATH , 4TOOLI caenatb ero paboty 6onee Kak
MOAENbHbIE UMNOPTEPLI PaboTaroT Mbl Bbl Obl BOMWEOHO BUAETb TONBKO Example.test W YTO 3TO
AssetBundle WM HEKOTOpPbIE Takme Bewn. Ecnu Bbl 3HaeTe, kKak, noxanyincra, ykaxumTte a1oT
npumep

[MpounTtante ViMnopTepsbl 1 (MOCT) NPOLLECCOPbLI OHNANH:
https://riptutorial.com/ru/unity3d/topic/5279/vMnopTepbl-MU--NOCT--NPOLLECCOPbI
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rnaesa 16: UHTerpauusa peknambl

BctynneHue

OTa Tema NocesleHa MHTerpaumm CTOPOHHNX PEKNaMHbIX CEePBUCOB, Takmx Kak Unity Ads nnm
Google AdMob, B npoekT Unity.

3aMmedyaHusa

9710 oTHOCUTCS K Unity Ads .

Y6enutecb, UTO peXuM TeCTUPOBaHUSA Ansi 06bsABNeHM Unity BKNIHOUYEH BO
BpeMs pa3paboTku

Bbl, Kak pa3paboTuuk, He MOXeTe co3aaBaTb NOKa3bl WU YCTAaHOBKU, HAXMUMas Ha
06bsiBNEeHUs B cBOen CO6CTBEHHOM Urpe. ATO HapyLUaeT cornatleHue 06 Ycnosusix
ucnonb3oBaHus Unity , 1 Bam 6ypet 3anpeLueHo ucnonb3osartb cetb Unity Ads ans
NonbITOK MOLUEHHMYECTBa.

Lns nony4yeHns [ONONHUTENbHON MHAPOPMaLIMM 03HAKOMbTeCh ¢ CornateHem ob Ycnosumsx
ncnonb3oBaHusa Unity .

Examples

OcHoBbI peknambl Unity B C #

using UnityEngine;
using UnityEngine.Advertisements;

public class Example : MonoBehaviour
{
#if !UNITY_ADS // If the Ads service is not enabled
public string gameId; // Set this value from the inspector
public bool enableTestMode = true; // Enable this during development
#endif

void InitializeAds () // Example of how to initialize the Unity Ads service
{
#if !UNITY_ADS // If the Ads service is not enabled
if (Advertisement.isSupported) { // If runtime platform is supported
Advertisement.Initialize (gameId, enableTestMode); // Initialize
}
#endif

void ShowAd () // Example of how to show an ad
{
if (Advertisement.isInitialized || Advertisement.IsReady()) { // If the ads are ready
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to be shown
Advertisement.Show(); // Show the default ad placement

OcHoBbI peknambl Unity B JavaScript

#pragma strict
import UnityEngine.Advertisements;

#if !UNITY_ADS // If the Ads service is not enabled

public var gameId : String; // Set this value from the inspector

public var enableTestMode : boolean = true; // Enable this during development
#endif

function InitializeAds () // Example of how to initialize the Unity Ads service
{
#if !UNITY_ADS // If the Ads service is not enabled
if (Advertisement.isSupported) { // If runtime platform is supported
Advertisement.Initialize (gameId, enableTestMode); // Initialize

}

#endif
}
function ShowAd () // Example of how to show an ad
{
if (Advertisement.isInitialized && Advertisement.IsReady()) { // If the ads are ready to
be shown

Advertisement.Show(); // Show the default ad placement

MpounTtante IHTerpaums peknamol oHnamH: https://riptutorial.com/ru/unity3d/topic/9796/
NHTEerpauns-peknamol
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rnaBa 17: cnonb3oBaHMe KOHTPOJS
ucTtoyHuka Git ¢ Unity

Examples

Mcnonb3oBaHune Git gns xpaHeHns 6onbimx cpamnos (LFS) ¢ Unity

npeaucnoBue

Git moxeT paboTatb ¢ pa3paboTkoit Bugeourp. OfnHaKo OCHOBHOE NpPenocTepeXeHne
3aK/oyaeTcs B TOM, 4TO goainbl ¢ 6onbwmm o6 bemom goainos (bonee 5 MB) B Bepcum ¢
60MbWUM KONMYECTBOM (paiifioB MOryT 6biTb NPobnemMoit B ONTOCPOYHON NepcnekTmBe, Tak Kak
BalLM UCTOPWM B3NIOMA UCTOPUU - Git NPOCTO He ObiN co38aH AN LBOUYHBIX (DARNOB BEPCUIA.

OTnnyHas HOBOCTb 3aK/o4aeTcs B TOM, 4TO € cepeanHbl 2015 roga GitHub BbinycTun nnarvH
ans Git Git LFS, koTopblii HanpsiMyto 3aH1MaeTcs aToi npobnemoii. Tenepb Bbl MOXETE NErKo u
3 heKkTMBHO co3naBaTtb 60NbWMe OBOUYHbIE dhaitnbl!

HakoHeu, aTa [OKyMEHTaLuMs OpUEeHTUPOBAHA Ha KOHKPETHble TPeBoBaHMSA 1 MHCPOPMaLNIO,
Heobxoammble ans obecneyeHuns xopowein xXun3Hu Git ¢ passmutmem sugeomnrp. B atom
PYKOBOACTBE He byneT pacckasaHo, Kak ncnonb3osartb Git.

YcraHoBKa Git & Git-LFS

Y Bac ecTb pag Onuuia, LOCTYNHbIX BaM Kak pa3paboTyuk, 1 nepsbiM BbiIBOPOM SBNSETCA
ycTaHoBka 6a30BOI KOMaHAHOW CTPOKKU Git MK BKNKOYEHUE B HEE OOHOI0 U3 NONYNSPHbIX
npunoxexnin Git GUL.

BapuaHT 1: ncnonb3sosartb npunoxeHue Git GUI

OT0 OeACTBUTENBHO IMYHOE NPeanoYTeHne 34echb, MOCKOJbKY CYWECTBYET MHOXECTBO
BapMaHTOB C TOYKW 3peHust rpadomnyeckoro nHTepderica Git nnmn Boobuie Mcnonb3oBathb
rpadomyecknii nHTepdoeinc. Y Bac eCTb HECKOJIbKO NPUNOXEHW Ha BbIOOp, BOT 3 U3 Hanbonee
NonynspHbIX:

» Sourcetree (becnnaTHo)
 Github Desktop (6ecnnatHo)
e SmartGit (Commerical)
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Mocne Toro, kak Bbl yCTAHOBU/IM CBOE NMPUIOXEHME NO CBOEMY BbIOOPY, NOXanyicTa, BoINONHATE
Google 1 cnegyinTe NMHCTPYKUMUSIM O TOM, Kak obecneyntb ero HacTporiky ans Git-LFS. Mbl
NPONyCTUM 3TOT War B 3TOM PyKOBOACTBE, TakK Kak 3TO NPUIoXeHne cneunduyHo.

BapuaHT 2: yctaHoBuTe Git & Git-LFS

OT0 OOBOMbHO NPOCTO - ycTaHosuTe Git . 3ateM. Ycrtanosute Git LES .

Hactponka 6onbLioro xpaHunuuia coannos
Git B BaLleM npoekTe

Ecnu Bbl ucnonb3yete nnaruvd Git LFS ong nydwen nogaepXxku ABOUYHbIX ¢painnos, Bam
HeobXx0AMMO YyCTAHOBUTb HEKOTOPbLIE TUMbI GoainoB, KoTopble ByayT ynpaeBnsaTtbcs Git LFS.
[o6aBbTe HMXE B CBOM (PaAiN .gitattributes B KOPEHb BALEro Peno3nTopust Ans noanepXxku
06wWwKmx OBOMYHbIX Goainos, UCNONb3yeMbIX B MpoekTax Unity:

# Image formats:

*.tga filter=1fs diff=1fs merge=1lfs -text
*.png filter=1fs diff=1fs merge=1lfs -text
*.tif filter=1fs diff=1fs merge=1lfs -text
*.jpg filter=1fs diff=1fs merge=1lfs -text
*.gif filter=1fs diff=1fs merge=1lfs -text
*.psd filter=1fs diff=1fs merge=1fs -text

# Audio formats:

*.mp3 filter=1fs diff=1fs merge=1fs -text
*.wav filter=1fs diff=1fs merge=1fs -text
*.aiff filter=1fs diff=1fs merge=1fs -text

# 3D model formats:
*.fbx filter=1fs diff=1fs merge=1fs -text
*.obj filter=1fs diff=1fs merge=1lfs -text

# Unity formats:
*.sbsar filter=1fs diff=1fs merge=1fs -text

*.unity filter=1fs diff=1fs merge=1fs -text

# Other binary formats
*.dll filter=1fs diff=1fs merge=1fs -text

Hactponka xpaHunuiwia Git gna Unity

Mpu nHmumnanmusaumm peno3utopus Git onsa passutns Unity He06x0aMMO BbINOIHUTL HECKObKO
Bewemn.

Unity Ignore Folders
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He Bce nonxHo 6biTb Bepcuei B peno3mtopuin. Bol MoxeTe 0ob6aBnTb WwabnoH H1UXe B CBOM
.gitignore 0A@WN B KOPEHb Bawero penosmtopus. nu, anbTepHaTnBHO, Bbl MOXETE NPOBEPUTb
Unity .gitignore ¢ OTKPbITbIM UCXOOHbIM KOon0M Ha GitHub n, anbTepHaTMBHO, reHepmupoBaTb OAVH,
ncnonb3ys gitignore.io ans eanHCTBA.

# Unity Generated
[Tt]lemp/
[L1]ibrary/
[Oo]bj/

# Unity3D Generated File On Crash Reports
sysinfo.txt

# Visual Studio / MonoDevelop Generated
ExportedObij/
obj/
*.Ccsproj
*.unityproj
¥ o glm

*.suo

*.tmp

*.user
*.userprefs
*.pidb

* .booproj
*.svd

# OS Generated
desktop.ini
.DS_Store
.DS_Store?
.Spotlight-Vv100
.Trashes
ehthumbs.db
Thumbs .db

MNMoppobHee 0 TOM, Kak HacTpouTb doain .gitignore, YiTanTe 3nece .

HacTpouku npoekTta Unity

Mo ymonyaHuio npoekTbl Unity He HACTPOEHbI Ha NPaBMbHOE YNPaBEHNE BEPCUSMU.

1. (NMponycTtuTe 70T wWwar B Bepcun 4.5 v Bbilwe) BknioynTte napameTp external B Unity -
Preferences - Packages - Repository .

2. I'IepeKmquTer Ha visible Meta Files B Edit - Project Settings - Editor - Version Control
Mode .

3. I'IepeKmquTer B « Force Text B « Edit - Project Settings - Editor - Asset Serialization
Mode .

4. CoxpaHuTe CLEeHY 1 NPOEKT U3 MEHIO « File .
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HdononHutenbHasa KoOHdUrypauus

OJLHVM N3 HEMHOTUX CEPbE3HbIX HEMPUATHOCTEN, C KOTOPbIMU MOXHO CTONKHYTHCS MpK
ncnonb3oBaHny NpoekToB Git ¢ Unity, aBnseTtcs 10, 4To Git He 3ab0TUTCA O KaTtanorax u ¢
pPafoCTbiO NOKMAAET NyCTble Katanorn nocne yaaneHus n3 Hux goamnos. Unity coenaet doannbl
*.meta ONIS1 BTUX KATANOroB U MOXET Bbi3BaTb OMTBY MeX Ay YneHaMn KoMaHapl, Koraa Git
06513yeTcst npoaonxartb 4006aBNSATb U yoansTe 3Tu Metadaninol.

IobaebTe aT0T Kprok Git post-merge B Nanky /.git/hooks/ AN PENO3MTOPUEB C NpoekTamm Unity
B Hux. MNMocne noboro Git pull / merge, oH ByneT cMOTpeTb, Kakune doarnsl 6binn yaaneHsl,
npoBepbTe, NYCT M KaTanor, B KOTOPOM OH CyWeCcTBOBas, U €CN OH €ro yaanser.

CueHbl U c60pKM COOPHBbIX

Obuwei npobnemoii npu paboTe ¢ Unity siBnsietcs 10, 4T0 2 unm 6onee paspaboTymkos
mMoandpuumpytoT cueHy Unity nnu prefab (dpannbl * .unity). Git He 3HaeT, Kak NpPaBUNbHO CAUTb KX
13 kopobku. K cyactbto, komaHga Unity passepHyna MHCTPYMeHT SmartMerge, KoTopblit
ynpolaeT aBToMatmyeckoe cnusiHue. lepBoe, YTO HYXHO caenatb, 3T0 806aBNTb cnenyowme
CTPOKW B BaW pamnn .git UIN .gitconfig : (WINAOWS: sUSERPROFILES\.gitconfig , LINUX / Mac OS X:

~/.gitconfig)

[merge]
tool = unityyamlmerge

[mergetool "unityyamlmerge"]
trustExitCode = false
cmd = '<path to UnityYAMLMerge>' merge -p "S$BASE" "SREMOTE" "S$LOCAL" "S$SMERGED"

B Windows nyTb k UnityYAMLMerge:
C:\Program Files\Unity\Editor\Data\Tools\UnityYAMLMerge.exe
nnm xe
C:\Program Files (x86)\Unity\Editor\Data\Tools\UnityYAMLMerge.exe

n Ha MacOSX :

/Applications/Unity/Unity.app/Contents/Tools/UnityYAMLMerge

Kak Tonbko ato 6yaeTt coenaHo, mergetool 6yneTt 0OCTyneH, eCnv BO3HMKAKT KOHQIMKTbI BO
BpeMs cnusHus / nepeagpecaumun. He 3abyabTe 3anyCTUTb git mergetool BPYYHYHO, 4TOObI
3anyctutb UnityYAMLMerge.

Mpountante VMicnonb3oBaHme KOHTPONSA nctoyHmka Git ¢ Unity oHnaimH:
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rnasa 18: Kak ucnonb3soBaTtb naketbl akTUBOB

Examples

MakeTbl akTUBOB

MNakeTbl akTMBOB (C hainoBbIM (POPMATOM .unitypackage ) ABNAOTCSA 0ObIYHO NCMONb3YEMbIM
cnocoboM pacnpocTpaHeHus npoekToB Unity opyrum nonb3osatensm. MNpu paboTte ¢
nepucepuinHbIMA YCTPOCTBaMK, MMEOWUMN cobcTBeHHbIe SDK (Hanpumep, Oculus ), Bac MoryT
NnonpoCUTb 3arpy3nTb U UMNOPTMPOBATbL OAMH U3 3TUX NAKETOB.

MMnopT nakera .unitypackage

YT106bI UIMNOPTMPOBATL NakeT, NepeinanTe B naHenb MeHio Unity 1 BbIBEPUTE « assets > Import

Package > Custom Package... , 3aTEM HepeVI,D,MTe K cpa|7|ny .unitypackage B .unitypackage 6paysepe
doannos.

Unity File Edit GameObject Compone
© Create >

[ | e ——— | - -
~| ferall Reveal in Finder

Camera
‘tional Light

Import New Asset...

Import Package
Export Package...

1ces In Scene
Select Dependencies

Refresh R
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Mpountante Kak ncnonb3oBartb nNakeTbl aKTUBOB OHMANH:
https://riptutorial.com/ru/unity3d/topic/4491/kak-ncnonb3oBaTb-NakeTbl-ak TUBOB
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rnasa 19: KBaTepHWUOHDI

CuHTakcuc

* Quaternion.LookRotation (Vector3 forward [, Vector3 Beepx]);
* Quaternion.AngleAxis (nonnaskosble yribl, ocb VectorOfRotation);
« float angleBetween = Quaternion.Angle (Quaternion rotation1, Quaternion rotation2);

Examples

BctynneHue K Quaternion vs Euler

Yron diinepa - aT0 «yrnbl rpagyca», takue kak 90, 180, 45, 30 rpanycos. KBaTepHMOHDI
OT/IMYAIOTCA OT YrnoB ditnepa TeM, 4TO OHM NPEOCTaBNAOT TOYKY HA eAMHMYHON cdhepe (paanyc
paBeH 1 eanHuue). Bol MOXeTe NpeacTaBuTb 3Ty CPepy Kak TPEXMEPHYH BEPCUID OKPYXHOCTH
EQoMHMUBI, KOTOPYIO Bbl M3y4yaeTe B TpUroHoMeTpun. KBaTtepHMOHbI OTINYAKOTCS OT yrnoB diinepa
TEM, 4TO OHWN UCNOJb3YIOT MHUMbIE YUCNa ANnga onpeneneHns 3D-BpalleHuns.

X0T5 8T0 MOXET NoKa3aTbCs CNOXHbIM (1, BO3MOXHO, 3TO Tak), Unity umeet 6onbine
BCTPOEHHbIe DYHKLMW, KOTOPbIE MO3BONAIOT NepeknoYaTbCs Mexay yrnamm dinnepa un
KBarepamu, a Takxe PyHKUUN ONsS UBMEHEHNS KBATEPHNOHOB, He 3Has HN OOHOW Bewu O
mMaremaTuke nos3agun HuX.

Mpeobpa3oBaHue mexay dunepom nu KBatepHUOHOM

// Create a quaternion that represents 30 degrees about X, 10 degrees about Y
Quaternion rotation = Quaternion.Euler (30, 10, 0);

// Using a Vector

Vector3 EulerRotation = new Vector3 (30, 10, 0);
Quaternion rotation = Quaternion.Euler (EulerRotation);

// Convert a transfroms Quaternion angles to Euler angles

Quaternion quaternionAngles = transform.rotation;
Vector3 eulerAngles = quaternionAngles.eulerAngles;

3ayem ucnonb3osBaTtb KBaTepH MOH?

KBaTepHMoOHbI pewatoT Nnpobnemy, N3BECTHYIO KakK domkcaumsa KapaaHHoro sana. 970
NPOUCXOOUT, KOrAa nepBMyHas OCb BPALEHNS CTAHOBUTCS KONNIMHEAPHOW C TPETUYHOW OCbIO
BpaweHuns. Bot HarngaHein npumep @ 2:09

Potauusa BpalleHusa KBaTepHUOHa

Quaternion.LookRotation (Vector3 forward [, Vector3 up]) CO30ACT NMOBOPOT KBATEPHMNOHA, KOTOprI7I
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CMOTPWT Brepe «BHM3» BNepea v MMeeT OCb Y, BbIPOBHEHHYIO C BEKTOPOM «BBepx». Ecnu
BEKTOP BBEPX He yKasaH, byaeT ucnonb3oBatbces Vector3.up.

NMoBepHUTE 3TOT UTPOBOM 06 BEKT, HTOObI MOCMOTPETH Ha LLe/IeBOM 0O BEKT Urpbl

// Find a game object in the scene named Target
public Transform target = GameObject.Find ("Target") .GetComponent<Transform> () ;

// We subtract our position from the target position to create a
// Vector that points from our position to the target position

// I1If we reverse the order, our rotation would be 180 degrees off.
Vector3 lookVector = target.position - transform.position;
Quaternion rotation = Quaternion.LookRotation (lookVector) ;
transform.rotation = rotation;

MpounTtante KBatepHuoHbl oHnamH: https://riptutorial.com/ru/unity3d/topic/1782/kBaTepPHUNOHDI
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rnasa 20: konnmaus

Examples

Konnangepbl

Kopo6uunk ¢ kopobkon

MepBObbLITHBI Konnanaep B goopme kKybuka.

CBOMUCTBA

 dBnsieTcs TpUrrepomM - ecnm otmeyeHo, Konnanaoep Box urHopvpyet omanky u
CTAHOBUTCS TPUITEPHBLIM KONNanaepoMm

* Matepwuan - ccbinka, ecnu oHa ykasaHa, pusmnyeckomy matepuany Box Collider
» Center - LleHTpanbHoe nonoxeHune Box Collider B MeCTHOM NpocTpaHCTBE

» Pa3mep - pasmep konnangepa Box, N3MepPEHHbIN B NTOKaNbHOM MPOCTPaHCTBE
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// Add a Box Collider to the current GameObject.
BoxCollider myBC = BoxCollider)myGameObject.gameObject.AddComponent (typeof (BoxCollider));

// Make the Box Collider into a Trigger Collider.
myBC.isTrigger= true;

// Set the center of the Box Collider to the center of the GameObject.
myBC.center = Vector3.zero;

// Make the Box Collider twice as large.
myBC.size = 2;

CdbepHbin Konnangpep

MepBObbLITHBIA KONnanaep B oopme Lwapa.

CBOMCTBA

+ SlBnsieTcst TPUrrepom - ecnu ranoykon, Sphere Collider 6yaeTt urHopmposaTtb OU3UKY U
cTaTb TPUrrepHbIM KONNangepom

Martepwman - ccoinika, ecnv ykasaHo, gousmdeckomy matepuany CopepHoro konnavagepa

Center - LleHTpanbHoe nonoxeHue Sphere Collider B nokanbHOM NpocTpaHCcTBe

Papuyc - pagunyc konnamngepa

https://riptutorial.com/ru/home 94


http://i.stack.imgur.com/QTSkO.png

npumep

// Add a Sphere Collider to the current GameObject.
SphereCollider mySC =
SphereCollider)myGameObject .gameObject .AddComponent (typeof (SphereCollider));

// Make the Sphere Collider into a Trigger Collider.
mySC.isTrigger= true;

// Set the center of the Sphere Collider to the center of the GameObject.
mySC.center = Vector3.zero;

// Make the Sphere Collider twice as large.
mySC.radius = 2;

KancynbHbi Konnanpep

I[Be nonycdoepbl, COEANHEHHBIE LNIMHOPOM.
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CBOMCTBA

+ SlBnsieTcs TpUrrepom - ecnv ranoykor, Capsule Collider 6yneT nrHopupoBaTb (OU3MKy 1
cTaTb TPUrrepPHbIM KONNangepom

» Martepwman - ccobinka, ecnv ykasaHo, gousmdeckomy matepvany Konnangepa kancy/bl

* LleHTp - LueHTpanbHoe NonoXeHre KancynbHoro Konnainepa B MECTHOM NPOCTPaHCTBe
« Papuyc - paguyc B nokanbHOM NPOCTPaHCTBE

 BbicoTa - 06was BbicoTa Konnanaepa

o HanpaBneHue - OCb OpneHTaunmn B 1OKasibHOM MPOCTPaHCTBE
npuMep

// Add a Capsule Collider to the current GameObject.
CapsuleCollider myCC =
CapsuleCollider)myGameObject.gameObject .AddComponent (typeof (CapsuleCollider)) ;

// Make the Capsule Collider into a Trigger Collider.

myCC.isTrigger= true;

// Set the center of the Capsule Collider to the center of the GameObject.
myCC.center = Vector3.zero;

// Make the Sphere Collider twice as tall.
myCC.height= 2;

// Make the Sphere Collider twice as wide.
myCC.radius= 2;

// Set the axis of lengthwise orientation to the X axis.

myCC.direction = 0;

// Set the axis of lengthwise orientation to the Y axis.

myCC.direction = 1;

// Set the axis of lengthwise orientation to the Y axis.

myCC.direction = 2;

Konnanpep konec

cBOMCTBaA

» Macca - Mmacca KonecHoro Kkonnangepa

« Papuyc - paanyc B NoKanbHOM NPOCTPaHCTBE
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* KoadhbdomumeHT nemnpuposaHns Konec - 3Ha4yeHne gemndurposaHns ona konnangepa
Konec

¢ PaccTosiHMe NnoaBecKM - MakC/ManbHoe yaIMHEHNE BOONb OCU Y B TOKASIbHOM
NPOCTPaHCTBE

« PaccTosiHMe b0 TOUKM NPUNIOXEHUs - TOYKa, B KOTOPOW BynyT NPpUMEHEHb CUnb,

 LleHTp - LleHTp konnarinepa konec B MECTHOM NPOCTPAHCTBE

MopnBecka BecHa

BecHa - CKOpPOCTb, C KOTOPOW KONECO NbiTaeTCa BEPHYTbCA B LIeNeBOoe NONoXeHne

Damper - 6onbliee 3Ha4YeHMe yMeHblaeT CKopocTb 6onblie, a NoABecka ABMXEeTCS
MensieHHee

LleneBas no3uums - no ymonydanuio - 0,5, npu 0 - HUXHAS HUXHAS YacTb Nogsecku, npu 1
- NPW NOJTHOM PaCTSAXEHUN

Mpsimoe / 60KOBOE TPeHMe - kak paboTaeT WKHa Npv OBUXEHUN Brepen unn B6ok
npumMep

CeTuaTtbi KOonnamnaep

Konnangep Ha ocHoBe Mesh Asset.
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CBOMUCTBA

 dBnsieTcs TpUrrepomM - ecnm otmeuyeHo, Konnanoep Box urHopvpyet omanky u
CTAHOBUTCS TPUITEPHBLIM KONNanaepoMm
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» Marepwuan - ccbifika, eCnm oHa ykasaHa, ouamyeckomy matepmany Box Collider
» Mesh - ccbifika Ha ceTKy, Ha KOTopow paboTaeT konnannep, OCHoBaHa Ha

* Convex - Convex Mesh-konnangepbl orpaHuyeHbl 255 nonuroHamm - ecnu 3ToT napameTp
BKJ/IIOYEH, 3TOT KONNnanagep MoXeT CTONKHYTbCA C ApYyrMMu Konnangepamum ceTku

npuMep

Ecnun Bbl npuMeHsieTe HeCKONbko kKonnangepos kK GameObject, Mbl Ha3bIBaEM 3TO CMIOXHbBIM
Konnanoepom.

Konnanpep konec

Konnannep koneca BHyTpy eQnHCTBA MOCTPOEH Ha konnangepe koneca PhysX ot Nvidia n,
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cnepgoBaTefibHO, 06nanaeT MHOTMMW aHaNorMYHbIMKM CBOMCTBAMU. TEXHUYECKM eAUHCTBO - 3TO
«becnnoTHas» nporpamma, Ho Ansl Toro, 4To06bl BCE MMENO CMbICH, TPebyoTCS HEKOTOpblE
CTaHOapTHblE eANHNLLbI.

OCHOBHbIe CBOMCTBa

* Macca - Bec Koneca B kmnorpammax, 370 UCNONb3yeTCcs ANs UMNynbca Koneca u MOMeHTa
B3aMMOLENCTBUSA NpU BpaLLEHNN.

» Pagwuyc - B MeTpax, paauyc konnangepa.

» KonecHas ckopocTb OeMNgMpoBaH1s - perynnpyeT, Kak «pearmpoBaTtb» Ha KPYTALWNNA
MOMEHT.

» PaccrtosiHne nogsecku - oblee paccTosHue B MeTpax, KOTOpoe KONeco MoXeT
nepeMellaTbcs

» Force App Point Distance - roe cuna oT NoABECKU NPUMEHSETCSA K MAaTEPUHCKON XEeCTKOCTH

* LleHTp - ueHTpanbHOe nonoxeHue koneca

HacTtpownkun noasecku
» BecHa - 310 nocTosiHHasA npyXuHsbl, K, B Hbl0TOHax / METP B ypaBHEHWN:
Force = Spring Constant * PaccTosiHue

Xopowei 0TNpaBHOM TOYKOM NS 3TOro 3HaYeHus NonxHa bbiTb obwas macca Bawero
aBTOMOOMNS, AeNeHHas Ha KONMYECTBO KOJNIEC, YMHOXEHHas Ha ymcno oT 50 go 100. Hanpumep,
€Ccnn y Bac ecTb aBToMobMb 06 bemMoM 2 000 Kkr ¢ 4 Konecamu, Toraa kaxnoe Koneco AonXHo
nogaepxka 500 kr. YMHOXbTe 3T0 Ha 75, 1 Bala NOCTOSHHASA NPYXWHbI AOMXHA cOCTaBnsATb 37
500 HbIOTOHOB / METp.

« [emndgoep - sKkBMBaNEHT amopTuaaTopa B aBTomobune. bonee Bbicokne nokasartenu
nenalwT oxXugaHue «bonee XecTkum» 1 bonee HU3KME CTaBKM OenatoT ero «bonee
MSIrKUM» 1 Bonee CKJIOHHbIM K KonebaHusMm.

9 He 3HaO eauHWL UM YPaBHEHWIA ONs 3TOro, S AymMato, YTO 3TO UMEET OTHOLWEHME K
4aCTOTHbLIM YPaABHEHUSIM B (pU3NKE.

BokoBble HACTPONKWN TPEeHUs

KprBas TpeHms B eAnHMLIE MMEET 3HAYEHMNE CKOMbXEHMS, ONpeaensieMoe TeM, CKOJb CKONb3UT
Koneco (B M/ C) OT XXE€NnaemMoro rnonoXeHns 0THOCUTENbHO dpakTUYECKOro NonoXeHus.

* Extremum Slip - 3T0 MakcnManbHOe KOINYECTBO (B M / C), KOrga Koneco MOXeT CKO/Mb3UTb,
npexnge 4eMm OHO NoTepseT cuenneHve

i 3KCTpeMaJ'IbHO€ 3Ha4YeHne - 3T0 MakCnMManbHOe KONMM4eCcTBO TPpeHNSA, KOTOpPOe OO0JTXHO
NMPUMEHATBLCA K KONECy.

3HaueHus gns Exrtremum Slip gonxHbl 6biTb 0T 0,2 00 2 M/ ¢ AN 60NbLIMHCTBA PeanncTUYHbIX
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aBTOMOOMNEN. 2 M / C COCTaBNSIET OKOMO 6 CPyTOB B CEKYHAY AN 5 MUNb B Yac, YTO SBNSETCS
60nblIMM KONMYECTBOM NPoMaxoB. Ecnu Bbl cumTaeTe, 4TO Balle TPAHCMNOPTHOE CPEACTBO
JOJIXHO UMETb 3HAYeHME Bbilwe 2 M/ C AN CKOMbXEHUS, Bbl LONXKHbI yYNTbIBATb YBENNYEHUE
MakCUManbHOro TPeHus (3Ha4YeHne aKCTpemyma).

Max Fraction (Extremum Value) - KoatpoUUNEHT TPEHNS B YPaBHEHUN:

Cwuna TpeHus (B HbtoToHax) = KoagopuumeHT TpeHns * Cuna HACXOAAWEro ABUXEHNS
(B HbIOTOHAX)

OT0 03Ha4vaeT, 4To C KOoa(ppuumMeHToM 1, Bbl npUMeEHAeTE BCHO CUNY aBToMobunNs + noaBecky,
NPOTMUBOMONTIOXHYIO HANpPaBNeHUto CKONbXeHns. B peanbHbIX MPUNOXEHUAX 3HaA4YEeHNs,
npesbillakoumne 1, penkn, HO He HeBO3MOXHpblI. Lnsa wnHel Ha CYXOM acdoanbTe 3Ha4YeHUsa Mexny
an.9 peanncTtnyHbl, NO3TOMY npennodYTunTenbHee 3Ha4eHmne no yMmoJsi4aHuto 1,0.

OT0 3HaYeHMe He JONXKHO peanncTtnyHoO He npesbliaTb 2,5, TaK KakK npom30|7|,ueT CTpaHHoOEe
nosegeHne. HaanMep, Bbl HA4YMHaeTe noBopavYmMBaTb HaMpaBo, HO NMOCKOJIbKY 3TO 3HA4YeHue
HaCTO/NbKO BENUKO, 6onblas cuna npmnMMeHseTCca NpPpoTuB Ballero HanpasiieHns, U Bbl HA4NHaeTe
CKO/Ib3UTb B NMOBOPOT, a He MNMpoYb.

Ecnu y Bac ectb maxed ob6a 3Ha4YeHNs, Bbl 4ONXHbI HAYaTb NOAHMMATb aCMMNTOTUYECKOE
CKOJ/Ib>XEHUE M 3HaYeHne. ACUMNTOTMYECKMIA COBUI JONXEH ObiTb Mexay 0,5u2m/cn
onpenenseTt KO3 MUUMEHT TPEHMS AN Mtoboro 3Ha4eHUs CKOMbXEHMUS 3a NMPOMYCKOM
Asymptote. Ecnn Bbl 06HapyXxmuTe, 4TO Bawmn TPaHCNOPTHbIE CPeACcTBa BeOyT cebs xopoLwo, noka
He CNoMaloT TSAry, B 3TOT MOMEHT OH AECTBYET Tak, Kak 6yATo Ha NbAy, Bbl AONKHbI NMOBLICUTb
3HayeHue Asymptote. Ecnv Bbl 06HapyXuTe, 4TO Baw aBTOMOOU/b HE MOXET ApelidooBaTh, Bbl
LOMXHbl CHU3UTb €ro 3Ha4YeHue.

Mpsmoe TpeHue

I'Ip;lMoe TpeHune NoeHTN4YHoO 6OKOBOMy TpeHWto, 3a NCKNKOYEHNEM TOro, 4YTO 3TO Onpepnenser,
HaCKOJNbKO T4ra Koneco nMeet HarnpaBneHne nBn>XeHuns. Ecnn 3Ha4YeHns cnnwKom HM3KKne, Baln
aBToOMOOUNN 6y,ﬂ,yT [enatb BbirOPaHUA N NPOCTO BpallaTh WWHBbI, NpeXane 4eM OBuratbcs
Bnepen, MenneHHo. Ecnu oH cnnwkom BbICOK, Bawe TPaHCNoOpPTHOE CpedCTBO MOXET UMEeTb
TeHOeHUUIO NbiTaTbCA Aenatb Unn, 4To ewe Xyxe, nepesopadynBaTbCs.

JononHutenbHble NpUMeYaHus

He oxupainte, 4T0 CMOXeTe co3aaTtb KNOH GTA nnn gpyro roHOYHbIA KNOH, NMPOCTO U3MEHMB
3TV 3Ha4YeHNs. B 6ONbWNHCTBE Urp BOXAEHMS 3TN 3HAYEHNS MOCTOSIHHO MEHSILOTCS B CLieHapun
ON8 pasHblX CKOPOCTEN, NnaHaWadgpToB 1 NOBOPOTHbLIX 3HA4YEHUn. KpoMe Toro, ecnv Bbl NPOCTO
npUMeHsieTe NOCTOSAHHbIN KPYTAWNIA MOMEHT K KONnangepam Konec npu Haxartum Knasuwmn, sawa
urpa He byneT Bectu cebst peanmctnyHo. B peanbHoM Mrpe aBTOMOBUNM UMEIOT KPUBbIE
KPYTSALWEro MOMeHTa U TPaHCMUCCUN ONS USMEHEHNS KPYTAWEro MOMEHTa, NPUNoXeHHOro K
Konecam.
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[Nsi [OCTVXEHNS Hanny4Wwmnx pesynbTaToB Bbl LOMXKHbI HACTPOUTb 3TW 3HAYEHMSI [0 TeX Mop,
noka aBToMObUNb He ByoeT NOCTAaTOYHO XOPOLO pearnpoBaTh, a 3aTEM BHECUTE U3MEHEHMS B
KPYTALWMUIA MOMEHT KOJNleca, MakCMasbHbI Yyrof NoOBOpPOTa U 3HA4YEHUS TPEHUS B CLIEHAPUN.

Bonee noapobHyto MHCbopMaLMO O Konnakaepax KoNnec MOXHO HanTu B gokymeHTaumm Nvidia:
http://docs.nvidia.com/gameworks/content/gameworkslibrary/physx/guide/Manual/Vehicles.html

TpurrepHble Konnangepsbl

MeToAdbl

® OnTriggerEnter ()
® OnTriggerStay ()
® OnTriggerExit ()

Bbl MOXeTe coenatb Konnannep B TPUrrep , 4Tobbl MICNONb30BaATb onTriggerEnter () ,
onTriggerStay () Ml OnTriggerExit () . | PUrrep-konnannep qouanyecku He pearupyert Ha
CTONKHOBEHUS, apyrne GameObjects NpocTo NpoxoasaT yepesd Hero. OHW NoNe3Hbl ANng
obHapy>xeHus, korga gpyroin GameObject HaxoanTcs B onpeneneHHon obnact unm Her,
Hanpumep, npu cbope anemMeHTa, Mbl MOXEM 3aX0TeTb MPOCTO 3anyCTUTb ero, HoO 0BHapPYXK1Tb,
Korga aTo npov3onger.

CkpunTtbl TpUrrepa-Konnangepa

npumep

Huxe npuBeneH npMmep TPUrrepHoOro NpocnywmnsaTens, KoTopbli 06HapyXuBaeT, Koraa opyrow
konnammep sxogut B konnangep GameObject (Hanpumep, Urpok). TpurrepHoie MeToabl MOTYT
6bITb fob6aBneHbl B N06OIN CKpUNT, Ha3Ha4YeHHbIn GameObject.

void OnTriggerEnter (Collider other)
{
//Check collider for specific properties (Such as tag=item or has component=item)

[MpounTante konnnausa oHnamH: https://riptutorial.com/ru/unity3d/topic/4405/konnusuns
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rnasa 21: MarasvH aKkTMBOB

Examples

J,ocTyn K XpaHUIULLY aKTUBOB

CywecTByeT Tpu cnocoba gocTyna K XpaHunuily akTueos Unity:

¢ OTkpoWiTe OKHO «MarasunH akTUBOB», BblbpaB «OKHO» — «XpaHWIULLE aKTMBOB>» B FMaBHOM
MeHI0 «EQnHCTBO>.

* Vcnonbayiite knasuwy 6eicTporo goctyna (Ctrl + 9 B Windows / 9 B Mac OS)

 [lpocMoTpuTe BeG-nHTEepdeiic: hitps://www.assetstore.unity3d.com/

BoaMoxHo, BaM ByaeT npeanoxeHo co3natb 6ecrnnatHyto y4eTHYH0 3anuch nonb3oBaTtens unm
BOWITW B CUCTEMY, €CN Bbl BNEPBbIE NoJsly4aeTe AOCTYN K XpaHMuwy akTneos Unity.

I'IOKyn|(a adkTnBoOB

Mocne pocTyna K XpaHunuvuly akTMBOB U MPOCMOTPA akTuBa, KOTOPbIA Bbl XOTUTE 3arpy3unTb,
MPOCTO HAXMUTE KHOMKY « 3arpyauTb» . TEKCT KHOMKMN TakXe MoXeT ObiTb « MokynaTtb», ecnu
y 06bekTa ecTb COOTBETCTBYIOWAS CTOMMOCTb.

Unity Ads 7

Services/In-Game Advertising . K L
Unity Technologies ' -

Kk ko (L569)

Free LTOSS

=l A A B L o LRl AART I A L E D AAT el Al

Crossy Road eamed over §1 million in 45
dayson i0S alone just with Unity Ads.

Unity Ads is the top performing video ad
network, used by King and other developers
in hit games like Hill Climb Racing, Crossy
Road, and many maore.

Ecnu Bbl npocmaTtpueaeTe Unity Asset Store yepes Beb-UHTepdeinc, TEKCT KHOMKK « 3arpy3uTb»
MOXeT oTobpaxaTtbcst kak « OTKpbITb B Unity» . Bolbop 310 KHOMKM NpuBeaeT K 3anycky
ak3emnnsapa Unity n otobpaxeHunto akTnea B okHe Asset Store .
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BosmoxxHo, Bam 6ynet npennoxeHo co3narb 6ecrnarHyro yHETHyH 3annch Moib30Bartens i
BOWTU B CUCTEMY, €C/IN 3TO Bala rnepsas rnokynka s marasvHe Unity Asset Store.

Unity 3aTeM NpucTynnT K NPUHATUIO Bawero nnartexa, ecjin aTo npMMeHnMo.
MmnopT akTUBOB

Mocne Toro kak pecypc 6bin 3arpy>xeH B Unity, kHonka « 3arpyautb» unm « Kynutb cenyac»
n3meHuTcs Ha « AMnopTt» .

Bbibop 3TOro napameTtpa noackaxeT nofb3oBaTtento okHO Import Unity Package , B KOTOpoM
nonb3oBaTeslb MOXET BblbpaTb doalinbl akTMBOB, KOTOPbIE OHM XOTeNn 6bl UMNOPTUPOBATL B
pamkax cBoero npoekTa.

Bbibepute « UMnopT», 4T06bI NOATBEPAUTDL NPOLLECC, MOMECTMB BblOpaHHbIe doaibl akTUBOB B
nanky «AKTVBbI», MOKa3aHHbIE B OKHE «[lpOoCMOTP rpoeKkTa» .

[ ] & Import Unity Package ‘
Unity Ads '
¥ [ &5 Plugins | HEW
v M &5 Android (HIEM | []
¥ [ &5 unityads | FEW |
M | | AndroidManifest.xml | MEW |
M | | build.xml HEW |
v M & libs [HEW |
&) D unity-ads jar | FEW |
&) E] proguard-project.txt | FEW |
&) D project.properties | MEW |
v ﬁ res | MEW | |
¥ [ G5 drawable | FEW | |
&) D unityads_background_button_pause.xcm| GEED '
&) D unityads_icon_play.cml | FEW | |
&) D unityads_icon_speaker_basecml | |
&) D unityads_icon_speaker_trianglescml | FEW |
o | |unityads_icon_speaker_waves xml | HEW B
¥ M & layout | HEW RS

[ All H None ] [Cancel“lmpnrt]

N3paTtenbckue akTuUBbI

. clenatb y4eTHyIo 3anncb nspartens

. 006aBNTb aKTVB B y4E€THOI 3anucu napatens

. 3arpy3nTb MHCTPYMEHTbI XpaHUMLLA aKTUBOB (M3 XpaHUn1La akT1BOB)

. nepeinonTte B pasnen «/IHCTpyMeHTbl XpaHunmwa akTuBoB»> «3arpyaka nakerta»

. BblbeprTe NpaBUNbHbIA NAKeT M Nanky npoekTa B OKHE MHCTPYMEHTOB XpaHMMLLa ak TUBOB
. 3arpy3unTb KMk

. NMPeacTaBMTb CBOW akTUB B VIHTepHeTe

N o 0o~ WODN P
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TODO - nobaBbTe KapTUHKK, NoapobHee
NMonTBepaouTe HOMep cyeTa OOAHOU NMOKYMKKU

Homep cyeTa-goakTypbl ICNONb3yeTCa AN NPOBEPKN Npoaaxxun ons nsparenein. MHorue
n3partenu NnaTtHoOro akTuea unu nnarvHa 3anpawnsarT HOMep cyeTa-goakTypbl N0 3anpocy
nognep>Xxku. Homep cyeTa TakXe UCrnonb3yeTCs B KadeCcTBe JIMLEH3NOHHOIO KJilo4a on4
aKTMBaLUUKM Kakoro-nmbo akTmea Unm nnaruHa.

Homep cyeTa-goakTypbl MOXHO HaNTW B BYX MecTax:

1. Mocne TOro, Kak Bbl Kynunn akTuea, Bam ByaeTt oTNpaBneHO 3NeKTPOHHOE NNCbMO,
npeaMeToM KOToporo aensetcs «[oarsepxaeHne nokynku B MarasmHe Unity Asset Store
...». HoMep cueTa-gpakTypbl HaxoauTcs B npukpenneHHoM PDF-coobweHnmn aToro
3/IeKTPOHHOr 0 NNCbMa.

unity

UNITY3D.COM
Unity Technologies ApS
Vendersgade 28
1363 Kgbenhavn K
Danmiark

INVOICE

|Invoice Mo. [ =, IR

Date Sp——y- i |

Due Date gy R |

Order No. By "

2. OTtkponTe hitps://www.assetstore.unity3d.com/#!//account/transactions , 3aTeM Bbl MOXETE
HalT HoMep cyeTa B cTtonbue OnucaHue .

Credit Card / PayPal

Date Action Description
CREDIT CARD /  #{3( IBUI
PAYPAL Mesh Terrain Editor Pro

Mpountante MarasunH akTneoB oHNamH: https://riptutorial.com/ru/unity3d/topic/5705/marasmnH-
aKkTMBOB
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rnasa 22: MobunbHbie nnatcopmbli

CuHTakcuc

* public static int Input.touchCount
* public static Touch Input.GetTouch (MHaekc int)

Examples

O6HapyXxeHune KacaHus

YT1006bI O6Hapy)K|/|Tb NPUKOCHOBEHWNE B Unity, OOBOJIbHO NPOCTO, HAM NMPOCTO HY>XHO
MCNOJNIb30BATb Input.GetTouch() N NepeaaTb eMy NHOEKC.

using UnityEngine;
using System.Collections;

public class TouchExample : MonoBehaviour ({
void Update () {
if (Input.touchCount > 0 && Input.GetTouch (0).phase == TouchPhase.Began)
{
//Do Stuff

nnn xe

using UnityEngine;
using System.Collections;

public class TouchExample : MonoBehaviour ({
void Update () {
for(int i = 0; i < Input.touchCount; i++)
{
if (Input.GetTouch (i) .phase == TouchPhase.Began)
{
//Do Stuff

o1n npuMepbl NPUXoO4T B KOHTAKT C nocnenHemn I/IFpOBOI7I paMKOIZ.

TouchPhase
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BHyTpu nepeuncnenma TouchPhase ectb 5 pasnuyHbix Tunos TouchPhase

Hauancs - nanbueM KOCHyNCs akpaH

MNepemelweHo - Nnanew nepemMewaeTcs no akpaHy

CraumoHapHbIi - nanew oTobpaxaeTcs Ha aKkpaHe, HO He nNepemellaeTcs
3akoHYeHO - nanew 6bin CHAT € aKpaHa

OTMEHEHO - cCTEMA OTMEHSIET OTCNIEXUBAHNE KacaHUs

Hanpumep, 4tobbl nepemMecTuTb 06bEKT, 3TOT CKPMNT NPUBSI3aH K 3KPaHy Ha OCHOBE KacaHwusl.

public class TouchMoveExample : MonoBehaviour

{
public float speed = 0.1f;

void Update () {
if (Input.touchCount > 0 && Input.GetTouch (0).phase == TouchPhase.Moved)

{
Vector2 touchDeltaPosition = Input.GetTouch (0) .deltaPosition;
transform.Translate (-touchDeltaPosition.x * speed, -touchDeltaPosition.y * speed,

MpounTaiite MobunbHble NnaTdopMbl OHNawH: https://riptutorial.com/ru/unity3d/topic/6285/
MOBUNbHbIE-NNATZOPMbI
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rnasa 23: MynbTunnarcoopmeHHas
pa3paboTka

Examples

OnpeneneHus koMnunsitopa

Onpe,ueneva KOMMNUnsAaTopa UCnonb3yOT KOL, KOHKpGTHOVI nnaTtgoopMbl. |/|CI'IOJ'Ib3yH X, Bbl
MoXeTe aenaTb Hebonblwune pasnnyna Mexay pasnnyHbiMu nnatgopmamm.

HoctnxeHnsa Trigger Game Center Ha ycTporicTBax Apple n noctnxexHnsa Google Play Ha
ycTponcteax Android.

N3meHnTe 3Haykum B MeHto (norotmn Windows B Windows, Linux penguin B Linux).
Bo3MOXHO, B 3aBUCMMOCTM OT NAaTOPMbl BO3MOXHO HanMyme cneumdounyHom ang
nnaTgopMbl MEXAHUKMW.

N mHoroe gpyroe...

void Update () {
#if UNITY_IPHONE
//code here is only called when running on iPhone
#endif
#if UNITY_STANDALONE_WIN && !UNITY_EDITOR
//code here is only ran in a unity game running on windows outside of the editor
#endif

//other code that will be ran regardless of platform

}
[MonHbIA cnucok onpegeneHnin komnunatopa Unity MOXHO HaiTK 30ecb

OpraHmaau,ml cneuwuvanbHbiIX MeTO00OB ﬂHaTCbOprI And 4aCTU4YHbIX KJ/1lacCoB

HacTtunyHble knaccel obecnevmBaroT YUCThI crnocob OTAOENNTb OCHOBHYIO NIOTrMKY BalwnxX CKPUMNTOB
OT KOHKPETHbIX METOLOB I'IJ'IaT(*)OprI.

YacTunyHble Knaccbl 1 METOAbl OTMEYEHbI K/TIOYEBLIM CNIOBOM partial . OTO curHanmanpyert
KOMNNNATOPY OCTaBUTb KaCC «OTKPbITbIM» 1 NMOCMOTPETb B OPYTrUX q3a|7|nax ONg ocTanbHOWM
HacTun peann3auunin.

// ExampleClass.cs
using UnityEngine;

public partial class ExampleClass : MonoBehaviour
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partial void PlatformSpecificMethod();

void OnEnable ()

{
PlatformSpecificMethod () ;

Tenepb Mbl MOXEM co3aaBaTth goannbl 4Nsl HAWKMX CKPUNTOB, CNELUMMUYHBIX ON1s NNaTgopMbl,
KOTOpble peannaytoT YacTUYHbIA MeTod. YacTU4Hble MeToabl MOryT UMeTb napameTpbl (TakxXe

ref ), HO OOJIXHbl BO3BpaWaTb void .

// ExampleClass.Iphone.cs

#if UNITY_ IPHONE
using UnityEngine;

public partial class ExampleClass

{
partial void PlatformSpecificMethod ()

{
Debug.Log ("I am an iPhone");

}
#endif

// ExampleClass.Android.cs

#if UNITY_ANDROID
using UnityEngine;

public partial class ExampleClass

{
partial void PlatformSpecificMethod ()

{
Debug.Log ("I am an Android");

}
#endif

Ecnn yacTnyHblin MeTOLO HE peann3oBaH, KOMNUASTOP ONyCTUT BbI30B.
CoBeT. O70T WabnoH NoneseH Npy co3naHnm cneumanbHbIX METOLOB pefakTopa.

MpounTaiite MynbTunnatdopMeHHas pa3paboTka OHNaH:
https://riptutorial.com/ru/unity3d/topic/4816/mynbTnnatopmMeHHas-pa3paboTka
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rnasa 24: O6beonHeHe 06 bEKTOB

Examples

MNMyn o6bekTOB

WNHor na, korpa Bbl AenaeTe urpy, BamM Hy>XXHO co3faBaTh M YHUYTOXATb MHOrO 06 bEeKTOB OAHOMO
M TOrO Xe TuUna CHoBa M cHoBa. Bbl MOXeTe NpocTo caenatb 370, caenae cOopky u
WHCTaHUMPYATE / YyHUYTOXbTE 3TO, KOrAa BaM HY>XHO, 0HAKO, 3TO HEA(PEKTUBHO 1 MOXET
3ameninTb Urpy.

OpuH 13 cnocobos 060KTK 3Ty Npobnemy - o6 beanHeHne 06 bekToB. B OCHOBHOM 3TO 03HayYaeT,
4TO Y Bac ecTb nyn (c nnm 6e3 orpaHnyeHns Konnyectsa) 06 bekToB, KOTOpble Bbl cOBMpaeTech
MCnoNib30BaTh NOBTOPHO, KOrAa 3TO BO3MOXHO, YTOObI MPefOTBPaTUTDL HEHYXXHOE CO3aaHMe UK
YHUYTOXEHNE.

Huxe npveeneH npuMep NpPoCcToro nyna o6 b-ekToB

public class ObjectPool : MonoBehaviour

{
public GameObject prefab;
public int amount = O0;
public bool populateOnStart = true;
public bool growOverAmount = true;

private List<GameObject> pool = new List<GameObject> () ;

void Start ()
{

if (populateOnStart && prefab != null && amount > 0)
{
for (int i = 0; i < amount; i++)
{
var instance = Instantiate (Prefab);

instance.SetActive (false);
pool.Add (instance) ;

public GameObject Instantiate (Vector3 position, Quaternion rotation)
{
foreach (var item in pool)
{
if (!item.activelInHierarchy)
{
item.transform.position = position;
item.transform.rotation = rotation;
item.SetActive( true );

return item;
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if (growOverAmount)

{
var instance = (GameObject) Instantiate (prefab, position, rotation);
pool.Add (instance) ;
return instance;

return null;

MNepeiaem cHavyana Kk NnepeMeHHbIM

public GameObject prefab;

public int amount = 0;

public bool populateOnStart = true;

public bool growOverAmount = true;

private List<GameObject> pool = new List<GameObject>();

GameObject prefab : 3TO COOPHUK, KOTOPBIA Nyn 06 beKToB ByAeT MCnonb30BaTh AN
CO3[aHUNsl HOBbIX 0OHEKTOB B MNyJe.

int amount : OTO MakCMManbHOE KONMYEeCTBO NpeaMeToB, KOTOpble MOryT BbiTb B nyne. Ecnu
Bbl XOTMTE CO30aTb 3K3EMMNSAP OPYroro afNemMeHTa, 1 nNyn yxe AOCTUr CBOEro npeaena,
OyneT UCnonb30BaTbCSA APYroi 3NeMEHT 13 nyna.

bool populateOnStart : Bbl MOXETE BblOpaTb 3anofHeHWe nyna npu 3anycke nunm Het. 3T1o
npvBenET K 3anofIHEHUMIO Nyna 3k3eMmnnsapammn cbopHuKa, Tak 4To Npu NepPBOM Bbi30BE
Instantiate Bbl MONYYUTE YK€ CYLIECTBYIOWNIA 0O BEKT

bool growOverAmount . YCTAHOBKA 9TOro 3Ha4eHUs B true NO3BONSIET NyNy pacTu, BCIKWUIA pas,
Korpa 3anpawnBaeTcsi CyMMa B OMNpefeneHHbI NPOMeXyToK BpemeHu. Bbl He Bcerpa
MOXXEeTe TOYHO npeackasaTtb KOMMYECTBO NPeOMETOB, KOTOPbIE HY>XXHO NMOMIOXUTb B BaL
nyn, 41066l Npu HeobxoanmocTn fobaBnTb B CBOI BacceitH bonblue.

List<GameObject> pool : 9TO My, MECTO, € XPAHSTCS BCE BalM 9K3EMNNSPbI /
YHUYTOXEHHbIE 00 BHEKThI.

Tenepb gaBanite NOCMOTPUM HA OYHKLUMIO Start

void Start ()

{

if (populateOnStart && prefab != null && amount > 0)
{
for (int i = 0; 1 < amount; i++)
{
var instance = Instantiate (Prefab);
instance.SetActive (false);
pool.Add (instance) ;

B doyHKUMM 3anycka Mbl MPOBEPSEM, HYXXHO N 3aN0JIHATb CMMCOK NP 3anycke 1 aenatb 370,
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€CNN prefab OblNa YCTAHOBNEHA, a KONNYeCTBO bonble, Yem 0 (MHaye Mbl Bynem co3naBatb
H6EeCKOHEYHO).

OT0 NPOCTO NPOCTOM LUMKN, Co3aarwWwmii HoBble 06 beKThI 1 Nomelas nx B nyn. Cnenyet
06paTnTb BHUMAHME HA TO, YTO Mbl YCTAHOBUIN BCE 9KIEMMNSAPbI B HEAKTMBHbIE. TaknM 06pasom,
OHU €elle He BUOHbI B UTpe.

[anee, eCTb PYHKUUS Tnstantiate , B KOTOPOA NpOMCXoamnT 6onbluas 4acTb Marmu

public GameObject Instantiate (Vector3 position, Quaternion rotation)

{

foreach (var item in pool)

{

if (!item.activelInHierarchy)

{
item.transform.position = position;
item.transform.rotation = rotation;

item.SetActive (true);
return item;

if (growOverAmount)

{
var instance = (GameObject) Instantiate (prefab, position, rotation);
pool.Add (instance) ;
return instance;

return null;

Instantiate GQYHKLUMS BbIFASAONT TaK Xe , Kak U COBCTBEHHOE €AMHCTBO MO Instantiate GOYHKLUS,
KpoMe COOpHOM yXXe ykasaHa Bbllle B Ka4ecTBe YeHa knacca.

MepBbiit War PYHKUWMN Instantiate NPOBEPSIET, €CTb NN B NyJie HEeaKTUBHbIN 06 BbEKT NPSIMO
ceiiyac. 9T0 03HaA4aeT, YTO Mbl MOXEM MOBTOPHO UCMO/Ib30BaTh 3TOT 0O bEKT 1 BEPHYTb Ero
3anpawwvatowemy. Ecnv B nyne ectb HeakTUBHbI 06 BbEKT, Mbl yCTaHABAMBAEM NMO3ULIMIO U
MOBOPOT, YCTAHAB/IMBAEM €ro aKTUBHbIM (MHA4Ye ero MoXHO 6b1f10 6bl MOBTOPHO MCMOMb30BaTh
Cny4aiHo, ecnu Bbl 3abbiNn ero akTMBUPOBATL) U BEPHYTb €ro 3anpallvBarowemy.

BTOpOI7I war BO3MOXeH TOJIbKO B TOM C/iy4dae, eCnin B nyne HeT HeakKTUBHbIX 31eMEeHTOB, U Ny
MOXeT pacT No CPaBHEHUIO C HavasnbHOM CyMMOIZ. Bce NPOCTO: nobasnseTcs ,upyr0|7| AK3EeMMNNAp
CﬁOpHI/IKa n pobaensieTcsa B nyn. Pa3peu1eHV|e pocTa nyna noMoraet BaM MMeTb HYy>XHOe
KONM4yecTBo 06 BHEKTOB B nyne.

TpeTunit «war» NPoncxoauT TONbKO B TOM C/lyYae, €CNu B Nyfe HeT HEaKTUBHbIX 3/IEMEHTOB, U
nyn He moxeTt pacTtu. Korga ato nponsongeT, 3anpocymk nonyynT HyneBo o6 bekT
GameObject, 4T0 03HA4YaET, YTO HMYEro He ObINIo AOCTYMHO M O0NXHO HbliTb 06paboTaHo
LONXHbIM 0O6pa30M, 4TOObI NPEAOTBPATUTD NullReferenceExceptions .
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BaxHbin!

YT0ob6bl BaWwM npeagmMmeTbl BO3Bpawanncb B Ny, Bbl He OOJTIXHbI YHUYTOXATb UTPOBble 06bEKTHI.
EnonHcTBEHHOE, 4TO BaMm HY>XHO cOoenatb, 3TO YCTAHOBUTb X B HEAKTUBHbIE U COENaTb UX
OOCTYNHbIMM 014 NMOBTOPHOIo MCNOJNIb30BaHMA 4epes nyn.

NMpocTon nyn o6bEKTOB

Huxe npueeneH npumep nyna 06 beKTOB, KOTOPLIA NO3BONSET apeH10BaTb 1 BO3BpalaTh
3a4aHHblil Tn obbekTa. Ytobbl co3patb nyn 06bekToB, HEobxoAMM Func anst oyHKLMK create n
Action ons yHM4TOXEHUs 06bekTa, 4ToObl NPENOCTaBMTb NONb30BATENIO ’MOKOCTL. MNpwn
3anpoce 0b6bekTa, Koraa nyn nyct, byaet co3naH HOBbI 06bEKT 1 Npu 3anpoce, koraa nyn
nMeeT 06 bekTbl, TOroa o6 bekTbl yOansoTcs U3 nyna 1 BO3BpallatoTcs.

Myn o6bekTOB

public class ResourcePool<T> where T : class

{
private readonly List<T> objectPool = new List<T>();
private readonly Action<T> cleanUpAction;
private readonly Func<T> createAction;

public ResourcePool (Action<T> cleanUpAction, Func<T> createAction)
{

this.cleanUpAction = cleanUpAction;

this.createAction = createAction;

public void Return (T resource)

{
this.objectPool.Add (resource);

private void PurgeSingleResource ()
{
var resource = this.Rent();
this.cleanUpAction (resource) ;

public void TrimResourcesBy (int count)

{
count = Math.Min (count, this.objectPool.Count);
for (int i = 0; i < count; i++)
{

this.PurgeSingleResource () ;

public T Rent ()
{
int count = this.objectPool.Count;
if (count == 0)
{
Debug.Log ("Creating new object.");
return this.createAction();
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else

Debug.Log ("Retrieving existing object.");
T resource = this.objectPool[count-1];
this.objectPool.RemoveAt (count-1);

return resource;

Mpumep ucnonb3osBaHus

public class Test : MonoBehaviour

{

private ResourcePool<GameObject> objectPool;

[SerializeField]
private GameObject enemyPrefab;

void Start ()
{

this.objectPool = new ResourcePool<GameObject> (Destroy, () =>
Instantiate (this.enemyPrefab) );

}

void Update ()
{
// To get existing object or create new from pool
var newEnemy = this.objectPool.Rent();
// To return object to pool
this.objectPool.Return (newEnemy) ;
// In this example the message 'Creating new object' should only be seen on the frame
call
// after that the same object in the pool will be returned.

Ewe oauH npocTon nyn o6bekToB

HOpyron npumep: Opyxune, KoTopoe cTpenseT ua Mynu.

Opyxue neincTByeT Kak nyn o6bekToB ANns co3naBaemblx UM Mynu.

public class Weapon : MonoBehaviour ({

// The Bullet prefab that the Weapon will create
public Bullet bulletPrefab;

// This List is our object pool, which starts out empty
private List<Bullet> availableBullets = new List<Bullet>();

// The Transform that will act as the Bullet starting position
public Transform bulletInstantiationPoint;

// To spawn a new Bullet, this method either grabs an available Bullet from the pool,
// otherwise Instantiates a new Bullet
public Bullet CreateBullet () {
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Bullet newBullet = null;

// If a Bullet is available in the pool, take the first one and make it active
if (availableBullets.Count > 0) {
newBullet = availableBullets[availableBullets.Count - 1];

// Remove the Bullet from the pool
availableBullets.RemoveAt (availableBullets.Count - 1);

// Set the Bullet's position and make its GameObject active
newBullet.transform.position = bulletInstantiationPoint.position;
newBullet.gameObject.SetActive (true);

}

// If no Bullets are available in the pool, Instantiate a new Bullet

else {
newBullet newObject = Instantiate (bulletPrefab, bulletInstantiationPoint.position,

Quaternion.identity);

// Set the Bullet's Weapon so we know which pool to return to later on

newBullet.weapon = this;

return newBullet;

public class Bullet : MonoBehaviour ({
public Weapon weapon;

// When Bullet collides with something, rather than Destroying it, we return it to the

pool
public void ReturnToPool () {
// Add Bullet to the pool
weapon.availableBullets.Add (this);

// Disable the Bullet's GameObject so it's hidden from view
gameObject.SetActive (false);

Mpountaiite O6bennHeHne o6 bekToB oHNalH: https://riptutorial.com/ru/unity3d/topic/2276/
06bennHeHne-o0 bEKTOB
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rnasa 25: ontumm3sauus

3aMmedyaHusa

1. Ecnu BO3MOXHO, OTK/IIOYMTE CKPUNTbI HA 06 bekTax, Koraa OHW He Hy>XHbl. Hanpumep,
€CNn y Bac eCTb CKPUNT Ha 06'bekTe NPOTUBHUKA, KOTOPbIA UWET U CTPENSIET B UFPOKa,
nooymainTe 06 OTKOYEHNM 3TOr0 CKPUMNTa, KOraa NpoTMBHMK CAMWIKOM Oaneko, Hanpumep,
OT Urpoka.

Examples

BbicTpblie 1 3dpdoeKTUBHbIE MPOBEPKMU

N3beralite HeHyXHbIX OnepaLuii 1 BbI30BOB METOAOB, Fae Obl Bbl HYN HAXOAUIUCH, 0COBEHHO B
MeTone, KOTOPbIA BbI3bIBAETCA MHOMO pa3 B CEKYHAY, HAaNpUMep « update .

[lpoBepKa paccTosiHus / AnanasoHa

Mpwv cpaBHEHUW PACCTOSIHWUIA UCMONb3YATE sqrMagnitude BMECTO magnitude . OTO NMO3BONSET
n36exaTtb HeHYXHbIX onepaunii sqre . ObpaTnte BHMUMaHWE, YTO NPU UCMOb30BaHUN
sqrMagnitude NPaBas YacTb TakXe [oNXHa ObiTb B KBagpare.

if ((target.position - transform.position) .sgrMagnitude < minDistance * minDistance))

[MpoBepkKka rpaHuy,

MNepeceyeHnst 06bEKTOB MOXHO rpybo NPOBEPUTL, NPOBEPVB, NEPECEKADTCS N UX FPaHnLb
Collider / Renderer . CTPYKTYpPA Bounds TAKXE MMEET YLOOHbIA METOL ntcrsects KOTOPbINA
noMoraeT onpenennTb, NepecekarTcs N ABe rpaHuLbl.

Bounds TAKXE MOMOratT HaMm paccunTaTb NpMbnuanTenbHoe NpubnuanTensHoe gpakTmyeckoe (0T
MOBEPXHOCTM K MOBEPXHOCTMN) PACCTOSHNE MEXAY 00 BEKTAMU (CM. Bounds . sarbistance ).

[MpepocTepexeHusd

MpoBepka rpaHuy paboTaeT 04eHb XOPOLWO AN BbiNyK/blX 06 bEKTOB, HO MPOBEPKMN rPaHuLL
BOTHYTbIX 0O bEKTOB MOTYT MPMBOANTL K ropas3no 605ee BbICOKMM HETOYHOCTSM B 3aBUCUMOCTHU
0T oopMbl 06 bekKTa.
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Mcnonb3oBaHmWe vesh.bounds HE PEKOMEHAYETCS, MOCKONbKY OHO BO3BpallaeT rpaHuLbl
NOKasNbHOrO NPOCTPAHCTBA. MeshRenderer.bounds 9TOMO UCMONb3YNTE MeshRenderer.bounds .

MowHocTb Coroutine

UcnoJjib3oeaHue

Ecnu y Bac nnutenbHas pabota, ocHoBaHHas Ha HebedonacHoM Unity API, ncnonbayite
Coroutines, 4Tobbl pa3fennTb ee Ha HECKONbKO PPENMOB U OTKJIMKHYTbCS Ha Bale
NnpUNoXeHwue.

Coroutines TakXxe NoMoraeT BbINO/HATb JOPOrocTosiumMe AeNCTBUS NS KaX A0ro N-ro kaapa
BMECTO TOro, 4ToObl 3aMyckaTb 9T0 AEMCTBME B KaXA0M Kaape.

PaspeneHne oNIMHHbIX oyepenen Ha
HeCKO/IbKO KaapoB

Coroutines nomoratoT pacnpeaenstb AnMTeNbHbIe onepauun Hal HECKONIbKUMU Kaapamu, H4Tobbl
noanepXmBaTb CKOPOCTb PaboTbl BaWero NpuioXeHus.

Mpouenypbl, KOTOPbIE PUCYIOT UK FEHEPUPYIOT pefibedd B MPoLEeaype Uimn CoO34atoT WyM,
SBNATCS NpYMepamMn, KoTopble MoryT notpeboBaTb 06paboTky Coroutine.

for (int y = 0; y < heightmap.Height; y++)
{
for (int x = 0; x < heightmap.Width; x++)
{
// Generate pixel at (x, y)
// Assign pixel at (x, y)

// Process only 32768 pixels each frame
if ((y * heightmap.Height + x) % 32 * 1024) == 0)
yield return null; // Wait for next frame

MNpuBeneHHbIN Bbiwe KO SBNSETCS NPOCTbIM ANS NOHUMaHUS npumepoMm. B
Npoun3BOACTBEHHOM KoA€e Nnyylwe nsberatb Yek Ha NMKCeNb , KOTOPbIA NpoBepseT ,
KOrga yield return (BO3MOXHO Aenatb 9T0O Yepes kaxable 2-3 pana) u
npenBapuTenbHO paccynTaTb for ASIMHE NETNN 3apaHee.

BbinosiHeHMe OO0pPOrocTosLUX OeUcTBUNn
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MeéHeeé 4acCTo

Coroutines nomoraeT BaM BbINOHATb AOPOrocTosWmMeE AEACTBUS PeXE, TaK HTO 9TO HE Tak
CWNbHO, Kak 310 ObINI0 Obl NPY KaXXA0M Kaape.

MprBens cnenyowmin NpuMep HEMNOCPEACTBEHHO M3 PykoBOACTBA :

private void ProximityCheck ()
{

for (int 1 = 0; i < enemies.Length; i++)

{

if (Vector3.Distance (transform.position, enemies[i].transform.position) <
dangerDistance)
return true;
}
return false;

}

private IEnumerator ProximityCheckCoroutine ()

{

while (true)

{
ProximityCheck () ;
yield return new WaitForSeconds(.1f);

TecTbl 61M30CTM MOXHO ewe 6onee oNTMMM3NPOBaTb, ncnonbadys AP CullingGroup .

O6Lme npobnembl

PaspaboTymnku obuiel owmnbkn genarT 4OCTYN K pe3ynbTartam nam noboYHbIM aghdoekTam
conporpammbl BHE conporpammbl. Coroutines BO3BpallaeT ynpaeieHne Bbi3biBatoweMy aboHEHTY,
KakK TOJIbKO BCTPETUTCS ONepaTop yield return M PE3yNbTaT UK NOOOYHBIN 30 dEKT ewwe He
MOTYT ObITb BbINOIHEHBI. YTOObLI 060MTU NPOBNEMBI, KOrOa Bbl 40/1KHbI UICNONb30BaTb pe3ynbTaT
/ N0BOYHbIV 9P PEKT BHE COMPOrpamMbl, MPOBEPbTE 3TOT OTBET .

CTpyHbI

Mo>xHo yTBepxaatb, 4To B Unity 60onblue 60roB pecypcos, YeM CKPOMHasi CTpoka, HO 3TO OJMWH
13 caMbIX MPOCTbIX aCNeKTOB ANS UCMPABNEHNS Ha PaHHe cTaaun.

CTtpokKoBble onepaum co3naroT Mycop

BonblWMHCTBO onepaunii ¢ CTPOKOI CO3Aat0T KPOLWEYHbIE CyMMbl Mycopa, HO eCn 3TK ornepaumm
BbI3bIBAIOT HECKOJ/IbKO pa3 B Te4eHne 0AHOro 06HOBNEHUS, OH cknagbiBaetcsi. Co BpeMEHeEM 3T0
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BbI3OBET aBTOMATMYECKY0 COOPKY Mycopa, KOTopast MOXEeT NPUBECTU K BUAMMOMY BCMNECKY
npoteccopa.

K3l BalUnMX CTPOKOBbIX onepauum

PaccmoTpuM crneaytowmii npumep.

string[] StringKeys = new string[] {
"KeyO",
"Keyl",
"Key2"

}i

void Update ()
{
for (var i = 0; i < 3; i++)
{
// Cached, no garbage generated
Debug.Log (StringKeys[i]);

for (var i = 0; i < 3; 1i++)

{
// Not cached, garbage every cycle
Debug.Log ("Key" + 1i);

}

// The most memory-efficient way is to not create a cache at all and use literals or
constants.

// However, it is not necessarily the most readable or beautiful way.

Debug.Log ("Key0") ;

Debug.Log ("Keyl") ;

Debug.Log ("Key2") ;

OTO MOXET BbIrNsaaeTb rnyno un I/I36bITO‘-IHO, HO eC/nun Bbl pa60TaeTe C LUGVI,D,epaMVI, Bbl MOXETE
CTONNKHYTbCA C TAKUMN CUTYaLIUSMNA. K3LLII/IpOBaHI/Ie Knaswuil 6y,ueT MMeTb 3Ha4veHune.

O6paT|/|Te BHMMaHMe, 4TO CTPOKOBbIe /inTepal/ibl N KOHCTaHTbl HEe TeHepPUPYIOT HUKaKOro Mycopa,
TakK Kak OHW BCTaBnsAOTCA CTAaTU4eCKU B MPOCTPAHCTBO CTeKa Nporpamm. Ecnun Bbl reHepupyere
CTPOKW BO BpeMs BbINOJNTHEHUA U rapaHTnpoBaHHO reHepunpyete OoaHU U Te Xe CTPOKN Kaxxabli
pas, Kak B npnBegeHHOM Bbllle npumepe, KewmnposaHme onpeneneHHo nNoMoxer.

B opyrux cnyyasix, korna reHepupyemas CTpoka He SIBNsieTCsl OAMHaKOBOW KaX Ablid pas, HeT
LpYroin anbTepHaTMBbl 4SS reHepauumn aTux CTPoK. Takum 06pas3oM, BCNeck NaMsiT C PyYHbIM
reHepupoBaHNeM CTPOK Kax ablil pa3 06bl4HO HUYTOXHO, ECNN TONbKO OECSATKW ThICSY CTPOK He
reHepvpyloTcs 3a pas.

BONbLUMHCTBO CTPOKOBbIX ONnepauun ABNsiIOTCA
coobweHnsimm Debug
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BbinonHeHne CTPOKOBbIX onepaumin ans coobwerunin Debug, T.€. pebug.Log ("Object Name: " +
obj.name) B MOPSOKE N HE MOXET OblTb NPELOTBPALLEHO BO BpeMs pa3paboTku. Tem He MeHee,
BaXXHO 06ecneynTb, YTOObl HepeneBaHTHbIE OTNAA0YHbIE COOOWEHNS He nonagany B
BbIMyLLEHHbIA NPOOYKT.

OaunH 13 cnocobos - ncnonb3osatb atpubyT Conditional B BawmWX 0TNagoYHbIX BbI30Bax. OTO He
TONIbKO yOanseT Bbi30Bbl METOAA, HO 1 BCE Ornepauumn ¢ CTPOKOW, BXOASIWME B HETO.

using UnityEngine;

using System.Collections;

public class ConditionalDebugExample: MonoBehaviour
{
IEnumerator Start ()
{
while (true)
{
// This message will pop up in Editor but not in builds
Log("Elapsed: " + Time.timeSincelevelLoad) ;
yield return new WaitForSeconds (1f);

[System.Diagnostics.Conditional ("UNITY_EDITOR") ]
void Log(string Message)
{

Debug.Log (Message) ;

370 ynpoLieHHbI Nprmep. Bo3aMOXHO, Bbl 3aX0TUTE NOTPATUTL HEKOTOPOE BPEMS Ha
pa3paboTky 6onee NONHOLEHHOM PyTMHHON NPoLEenypbl PErNCTpaLnm.

CpaBHeHue CTPOK

9710 Hebonbwas oNnTUMU3aUns, HO CTOUT YNOMSIHYTb. CpaBHEHME CTPOK HEMHOro 6osblue, Yem
MO>XHO 6b1f10 66l NoAayMaTh. Mo ymonyaHuto cuctema bynet nbiTaTbCs yYMTbiBATb KYNbTYPHbIE
pasnmyns. BMecTo 3Toro Bbl MOXeTe NCMONb30BaTh NPOCTOE ABONYHOE CpaBHEHME, KOTOPOoE
BbINONHsieTCA ObiCTpee.

// Faster string comparison

if (strA.Equals(strB, System.StringComparison.Ordinal)) {...}
// Compared to

if (strA == strB) {...}

// Less overhead

if (!string.IsNullOrEmpty (strA)) {...}
// Compared to

if (strA == "") {...}

// Faster lookups

Dictionary<string, int> myDic = new Dictionary<string, int> (System.StringComparer.Ordinal);
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// Compared to

Dictionary<string, int> myDictionary = new Dictionary<string,

Ccbl/IKM Ha kel

Cchbinkun Ha kelw, 4yTObObLI M36EeXaTb AOpOorocTosdwnx sbi30BOB, 0COBEHHO B doyHKUMN 0bHOBNEHNS.
OTO0 MOXHO caenaTtb nyTeM KaWnmpoBaHMA 3TUX CCbIJIOK Npwn 3anycke, eCiin OHW OOCTYNHbI NN

KOrga OHW OOCTYMHbI, 1 NPoBepkn Hynesoro / bool flat, 4Tobbl n36exaTb NOBTOPHON CChINKK.

[MpvMepsbI:
Ccbl/IKN Ha KOMIMOHEHTbI K3lla

MEHATb

void Update ()
{

var renderer = GetComponent<Renderer>();

renderer.material.SetColor ("_Color", Color.green);

private Renderer myRenderer;
void Start ()
{

myRenderer = GetComponent<Renderer>();

void Update ()
{

myRenderer.material.SetColor ("_Color", Color.green);

CcblIKn Ha 06bEKTbI K3Lua

MEHATb

void Update ()

{
var enemy = GameObject.Find ("enemy") ;
enemy.transform.LookAt (new Vector3(0,0,0));

private Transform enemy;

void Start ()
{

this.enemy = GameObject.Find("enemy") .transform;
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void Update ()

{
enemy . LookAt (new Vector3(0, 0, 0));

Kpome TOro, kewvpyiTte Aoporve Bbl30Bbl, HANPUMep, 3BOHKM B Mathf, roe 310 BO3MOXHO.

U36eraiTte Bbi3biBaTb METOAbI, UCNONb3Ysi CTPOKMU

N3beraliTe BbI3biBaTb METOLbI, UCMONb3YS CTPOKM, KOTOPbIE MOFYT NMPUHMMAaTb METOAbIl. OTOT
noaxon 6yneTt Mcnonb3oBaTb OTPaXEHNE, KOTOPOE MOXET 3aMeannTb Bawy Urpy, 0COOEHHO Npu
NCNONb30BaHNN B OYHKLIMN OBHOBNEHNS.

Mpumepsbi:

//Avoid StartCoroutine with method name
this.StartCoroutine ("SampleCoroutine") ;

//Instead use the method directly
this.StartCoroutine (this.SampleCoroutine());

//Avoid send message
var enemy = GameObject.Find ("enemy");
enemy .SendMessage ("Die") ;

//Instead make direct call
var enemy = GameObject.Find ("enemy") as Enemy;
enemy.Die () ;

N3b6erante nycTbiXx METOAO0B €OAMHCTBA

N3beralite nycTbix METOLOB €ANHCTBA. [TOMMMO MIOXOro CTUAS NPOrPaMMPOBaHMs, BO BPEMSI
NCMNONHEHNS CLEHAPVEB O4EHb MaNio HaknadHbIX pacxonoB. Bo MHOMMX cnyyasix 370 MOXeT
co3naThb M NOBMAMSATb HA NPOU3BOANTENIbHOCTD.

void Update
{
}

void FixedUpdate
{
}

Mpountante ontummnsaumsa oHnamu: https://riptutorial.com/ru/unity3d/topic/3433/onTnmMnsaumns
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rnasa 26: OcBelleHMe egUHCTBA

Examples

Tunbl cBeTa

30HaNbHbIN CBET

CBeT n3nyyaeTcs no NoBepPXHOCTM NPSAMOYrobHoi obnacTu. OHU ncneyeHbl TONbKO, HTO
03Hay4aeT, YTO Bbl HE CMOXETe YBUOETb 3PEKT, NMOKa HE UCTIENETE CLIEHY.

O6nayHble orHn obnaparoT cneayowmMm CBONCTBaMU:

 LlnpuHa - wnprHa obnacTu ceeTta.

* BbicoTa - BbicOTa 30HbI CBETA.

» LiBet. HasHaubTe LBET CBETA.

* MHTEHCUBHOCTb - HACKO/IbKO cuneH ceet ot 0 Oo 8.

* MHTEHCUBHOCTb OTCKOKA - HACKOJIbKO MOLWHbIA KOCBEHHbIV CBET OT 0 0o 8.
» Hapucywnte Halo - Hapucynte opeon Bokpyr ceeTa.

* Flare - [No3BonseTt HasHa4YMTb CBETOBOM 30IEKT BCMbILWKM.

» Pexwum peHpepuHra - Asto, BaxHo, He BaxHo.

¢ Culling Mask - lNMosBonsieT BbIBOPOYHO OCBEWATb YacTu CLEHDI.
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HanpaBneHHbIN CBET

HanpaBneHHble OrHM ncnyckatT CBET B O4HOM HanpasneHumn (nogobHo conHuy). He umeet
3HayeHus, rae Ha cueHe HaxoouTcs doakTmyeckmin 06 bekT GameObject, nockonbky cseT
«MoBCAY>». VIHTEHCUBHOCTb CBETA HE YMEHbLAaeTCs, Kak U apyrve Tunbl ceeTa.

HaﬂpaBﬂeHHbIVI ceeT obnanaet cnegyrowmnmm CBOMCTBaAMMU:

* Bbineuka - B peanbHOM BpeEMEHW, 3ane4yeHHas unmn cMewaHHas.
» LiBeT. Ha3HaybTe UBET cBETA.

* MHTeHCUBHOCTb - Hackonbko cuneH ceet ot 0 0o 8.

* MHTEHCUBHOCTb OTCKOKA - HACKO/IbKO MOLWHbIA KOCBEHHbIV CBET OT 0 00 8.
e Tun TeHu - 6e3 TeHell, XEeCTKNX TeHe U MSATKUX TEeHeA.

» Cookie - lNo3BonseTt Ha3Ha4yaTb KyKU-goann ons OCBELWEHUS.

» Pa3Mep paiina cookie - pasmep HazHa4eHHoro danna cookie.
» Hapucywnte Halo - Hapucynte opeon Bokpyr ceeTa.

* Flare - [No3BongeTt HasHa4YMTb CBETOBOM 30DEKT BCMbILWKM.

» Pexwum peHpepuHra - Asto, BaxHo, He BaxHo.

¢ Culling Mask - lNMosBonsieT BbIBOPOYHO OCBEWATb YacTu CLEHDI.

ToYeuyHbIN CcBeT

To4yeyHblln cBeT n3ny4yaet CBeT N3 TOYKN B NPOCTPaHCTBE BO BCEX HaAMnpaB/IEHNAX. Yem panblue
OT TOYKWN NPONCXOX OEHNA, TEM UHTEHCUBHEE CBET.

https://riptutorial.com/ru/home 124


https://i.stack.imgur.com/ArDzK.png

ToyeyHble cBeTUNBbHUKK 0bnanatoT cnegyrouwmnmm CBOMWCTBAMMU:

* Bbineuka - B peanbHOM BpeEMEHW, 3ane4yeHHas Uan cMewaHHas.

« JlnanasoH - paccTosiHMe OT TOYKM, rae ceeT bonblue He oocTUraer.
* LBet. HasHaubTe LBET CBETA.

* MHTEHCUBHOCTb - HACKONIbKO cuneH ceet ot 0 Oo 8.

* MHTEHCUBHOCTb OTCKOKA - HACKOJIbKO MOLWHbIA KOCBEHHbIV CBET OT 0 00 8.
o Tun TeHU - 6e3 TeHel, XECTKMUX TEHEN UNN MATKUX TEHEN.

» Cookie - [No3BonseTt HasHavyaTb Kyku-cpanmn Ons oceeleHuns.

» Hapucywnte Halo - Hapucyinte opeon Bokpyr ceerTa.

* Flare - [No3Bonset HasHa4nTb CBETOBOWN 30PEKT BCMbILWKMN.

» Pexwum peHpgepuHra - Asto, BaxHo, He BaxHo.

* Culling Mask - lNMo3sonseT BbIBOPOYHO OCBEWATb YaCTW CLEHbI.

lMpoXxekTop

TouyeuHbIt CBET 04YEHb NMOXOX HA TOYEYHbIV CBET, HO U3JyHEHME OrPaAHMYEHO YT TIOM.
Pesynbtatom siBNsieTCs «KOHYC» CBETA, NONE3HblA Ans pap aBToOMOOMNEn nnm npoXxXeKkTopos.
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Spot Lights obnanatoT crenyowmmm CBOMCTBaMU:

* Bbineuka - B peanbHOM BpeEMEHW, 3arne4YeHHas nnm cMewwaHHas.

» JTmana3oH - paccTosiHMe OT TOYKW, rae cBeT Honblie He JocTuraerT.
* Yron naATHa - yron na3ny4yeHus ceeta.

» LiBeT. Ha3HaybTe UBET cBETA.

* MHTEeHCUBHOCTb - Hackonbko cuneH ceet ot 0 0o 8.

* MHTEHCUBHOCTb OTCKOKA - HACKO/IbKO MOLWHbIA KOCBEHHbIV CBET OT 0 00 8.
e Tun TeHu - 6e3 TeHel, XEeCTKUX TEHEN UNN MATKUX TEHEN.

» Cookie - lNo3BonsgeTt HasHavyaTb Kyku-cpamn ons ocBeLeHus.

» Hapucywnte Halo - Hapucyinte opeon Bokpyr ceeTa.

* Flare - [No3BonsgeT Ha3Ha4nTb CBETOBOWN 30PEKT BCMbILWKMU.

» Pexum peHpepuHra - Asto, BaxHo, He BaxHo.

» Culling Mask - lNMo3BonsieT BbIBOPOYHO OCBELWATb YaCTW CLEHDI.

MpumeyaHue O TeHsX

Ecnu Bbl BoibupaeTe Hard unu Soft Shadows, B MHCNEKTOpe CTAHOBATCA AOCTYMHbI Cleayowme
onuuun:

» Cuna - HackoNbKO TeMHbl TeHn oT 0 oo 1.

» Pesontouus - Kak nogpobHble TeHW.

b npe,D,BSSITOCTb - CTeneHb, B KOTOpOI7I TEeHeBble NOBEPXHOCTU NNTbA OTTANKNBAKOTCA OT
cseTa.

* HopmanbHoe cMewieHue . CteneHb, B KOTOPO NOBEPXHOCTM TEHEBOIO NNTbS
BCTaBNAIOTCA BHYTPb BAOSIb UX HOPMAanen.
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* TeHb okono nnockoctu - 0,1 - 10.

Shadow Type | Soft Shadows ol
Strenagth :)
Resolution | Use Quality Settings =
Bias e
MNormal Bias — —
Shadow Mear Plari_s

n3ny4dyeHue

BbiBpoc - 370 Koraga NoBepxHOCTb (MK, cKopee, MaTtepuan) nanyyaet ceeT. B naHenw
MHCMNeKTopa ANs Matepuana Ha cTaTU4eckoM 06 bekTe C UCMOb30BaHNEM CTAHOAPTHOro
Wwengepa cylecTByeT CBONCTBO 3MUCCUN:

|_| @ Qeclusion

@ocmisson WS

Global Illumi| Realtime al
'_| R e N e

Ecnu Bbl M3MeHMTe 3TO CBOMCTBO Ha 3HAYEHWe, NPEBbIWAOLLEE 3HAYEHWNE N0 yMonyaHuio 0, Bbl
MOXETEe YCTaHOBUTb LIBET U3NTyYEHNS UK NMPUCBOUTL KapTy uanydeHus matepuany. Jliobas
TeKcTypa, HadHa4eHHas 3TOMy CNoTy, NO3BOIUT 3MUCCUM UCMONb30BATb CBOM COBCTBEHHbIE
uBeta.

CywecTtsyeT Takxe onumsa Global lllumination, koTopas Nno3BoONSeT BaM yCTaHOBUTb,
ncnyckaeTcs nm BbIOpOC Ha cocenHne cTaTnyeckme 06 bekTbl UK HET:

+ 3aneueHHbIN - IMuccus ByaeT 3anekaTbCs B CLEHe
 Realtime - Omuccus 6yneTt BMATb HA AMHAMUYecKue 06 bekThl
» HeTt . OMuccus He BnvsieT Ha coceaHne 06beKThl

Ecnn 06bekT He HaCTPOEeH Ha CTaTUYecKuii, 3P PEKT BCE PaBHO 3acTaBUT 0O bEKT «CBETUTHCS»,
HO CBET He byaeT uanyyatbcs. Kyb 3necb cTaTUYecKuin, LMNMHAP He SBNSeTCS:

Bbl MOXeTe YyCTaHOBUTb UBET N3NTy4EHUA B KOOE Cnenyrwnm 06pa30M:

https://riptutorial.com/ru/home 127


https://i.stack.imgur.com/f0JYE.png
https://i.stack.imgur.com/GQToN.png
https://i.stack.imgur.com/myK2D.png

Renderer renderer = GetComponent<Renderer> () ;
Material mat = renderer.material;
mat.SetColor ("_EmissionColor", Color.yellow);

N3nyyaeMblii cBET ynaaeT ¢ KBaapaTUYHOW CKOPOCTbIO 1 ByaeT NEMOHCTPUPOBATLCS TONbKO
MPOTUB CTATUYECKMX MaTepranos B CLEHE.

MpounTtante OcBeleHne egmHcTBa oHnanH: https://riptutorial.com/ru/unity3d/topic/7884/
ocBelleHVe-eNHCTBA
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rnasa 27: NnarvHbl gpna Android 101 -
BBeneHue

BctynneHue

OTOT pasgen ABNsSeTCs NepBoi YacTblo Cepun O TOM, Kak codaasatb Android-mooynu ans Unity.
HayHuTe 3gecb, ecnu y Bac Mano onbiTa co3gaHusa nnaruHos u / unn OC Android.

3aMmedyaHusa

B aton cepunm A WNPOKO UCNOJIb3YH BHEWHME CCblJIKX, KOTOPbIE A4 peKoOMeHOYH0 BaM NpoynTaTb. B
TO BpPEMs Kak nepedpasnpyemble BEpCUn COOTBETCTBYIOWEro KOHTEHTAa 6y,u,yT BKO4YEHbl 30ECb,
MOryT ObIThb cny4dan, korga gonoJsIHuTenbHoe 4YTeHne noMoxXer.

HauuHaga ¢ Android-nnarmHos

B HacTosiwee Bpems Unity npenoctasnsieT asa crnocoba BbizoBa cobcTBeHHOro koga Android.

1. 3anuwunte cobcTBeHHbIN Android-koa B Java 1 BbI30BMTE 3TV (OyHKLUMKM Java, ncnonbdys C
#

2. Hanuwwute kon C # ona npsmoro BbizoBa oyHkLUmMI, Bxogsawmx B8 OC Android

Insi B3ammoneicTeusi ¢ cobcTBeHHbIM KoaoM Unity npefocTaBnsieT HEKOTOPble KNnacchl U
dPyHKUNN.

» AndroidJavaObject - 310 6a30Bbli1 Knacc, koTopblii Unity obecneynBaeT B3auMoaencTeme ¢
cobcTBEHHBIM KOOoM. Moyt ntoboit 06 beKT, BO3BpaLLaeMblii M3 CODCTBEHHOrO Koaa,
MoXeT ObITb coxpaHeH kak 1 AndroidJavaObject

» AndroidJavaClass - Hacnenyet o1 AndroidJavaObject. 3T0 ncnonb3yeTcs AN CpaBHEHMUS
KnaccoB B BalweM cOBCTBEHHOM KoAae

e [lonyuntb / YcTaHOBUTHL 3HAYEHUS aK3emnnsipa cobCTBEHHOro obbekTa u ctatuyeckmne
Bepcum GetStatic / SetStatic

» Call/ CallStatic ons Bbi30Ba COBCTBEHHbIX HECTATUYECKMX M CTATUYECKNX CPYHKLMIA

Cxema co3paHusa nnarvHa u TepMmHonorum

1. 3anncatb cobcTBEHHBIN Java-kon B Android Studio
2. 9kcnopTtupynTe koa B gpann JAR / AAR (warm 3gecb ans cpannoe JAR n channos AAR )
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3. CkonupynTte dpann JAR / AAR B npoekT Unity B Assets / Plugins / Android
4. Hanuwwute kopg B Unity (C # Bcerna 6bin ons aToro), 4Tobbl BbI3BaTbh PYHKUMUW B NnarnHe

ObpaTtnTe BHMMaHWe, 410 nepeble Tpu wara npumensitotcs TOJIbKO, ecnu Bl XoTUTE UMETb
CcOBCTBEHHbI nnarmH!

Otctona s 6yny ceoinatbest Ha gpaitn JAR / AAR Kak Ha pogHovM nnarnH , aHa C #-Ha C #

Bbl60p Mexay Mmetogamum co3naHusa nnarnHoB

Cpasy BugHo, 410 NepBblil cnocob co3naHns nnaruHoB LNUHHbIA, MO3TOMY BbIOOP MaplpyTa
KaxeTcs cnopHbiM. OgHako meTon 1 ABnNseTCs €AUHCTBEHHBIM CNOCOOOM BbI30BA
Nnonb30BaTENbCKOro koaa. Mtak, kak Bblbpatb?

Mpowe rosops, Baw nnaruH

1. MpuBneyeHne NonbL3oBaTENLCKOro koaa - Beilbepute meton 1
2. Bbi3biBaTb TONbKO cOBCTBEHHbIE (PyHKLUMM Android? - BoibepnTte MeTon 2

lMoxanyincTa, He NbiTanTecb «CMewmnBaTb» (T. E. YacTb nnaruHa, ucnonb3ys meton 1, a opyromn
C ucnonb3osaHnem Metona 2) asa meronal Xors 370 BMo/HE BO3MOXHO, HaCTO HENPaKTUYHO 1
60Ne3HEHHO ynpaBnsTh.

Examples

UnityAndroidPlugin.cs
CospainTe HoBbI ckpunT C # B Unity n 3aMeHUTe ero Coaep>XuMbiM Cneayowmm

using UnityEngine;
using System.Collections;

public static class UnityAndroidPlugin {

}

UnityAndroidNative.java

CospainTe HoBbI knacc Java B Android Studio n 3ameHnTe ero cnegyrowmm

package com.axs.unityandroidplugin;
import android.util.Log;

import android.widget.Toast;

import android.app.ActivityManager;
import android.content.Context;
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public class UnityAndroidNative ({

UnityAndroidPluginGUI.cs
CospainTe HoBbI ckpunT C # B Unity 1 BCTaBbTe 9T0 COAEPXKMUMOE

using UnityEngine;
using System.Collections;

public class UnityAndroidPluginGUI : MonoBehaviour {
void OnGUI () {

}

MpounTtante lNnaruvHbl ona Android 101 - BBegeHve oHNamH:
https://riptutorial.com/ru/unity3d/topic/10032/nnaruHbl-gng-android-101---eBeaeHne
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rnasa 28: NMNounck n c6op GameObjects

CuHTakcuc

public static GameObject Find (UM CTpoOkKW);

public static GameObject FindGameObjectWithTag (CTpOKOBbI Ter);
public static GameObiject [| FindGameObjectsWithTag (CTpokoBbI Ter);
public static Object FindObjectOfType (Tvn Tuna);

public static Object [] FindObjectsOfType (Tun Tnna);

3aMmedyaHus

Kakou meton Mcnonb30BaTb

BynbTte octopoxHbl npy noncke GameObjects BO BpeMs BbINONMHEHWS, MOCKO/NbKY 3TO MOXET
ObITb pecypcoeMknM. B yacTHocTu: He 3anyckainTe FindObjectOfType nnu Hangute B Update,
FixedUpdate unwu, B 6onee obwem nnaHe, B METOLE, HA3bIBAEMOM OOHUM UM HECKONbKUMM
MOMEHTaMu Ha Kagp.

» Bbl30BUTE METOIbI BLINOMHEHWUS FindobjectOfType M Find TONbKO B C/ly4ae HEOOX0AMMOCTH

* FindGameObjectWithTag UMEET OYEHb XOPOLLYHO MPOM3BOANTENBHOCTb MO CPABHEHUIO C
OpyrnMm Metonamm Ha ocHoBe CTPOK. Unity XpaHUT oTAeNbHble BKNaAKy Ha MOMEYEHHbIX
obbekTax 1 3anpawmBaeT Ux BMECTO BCEW CLIEHDI.

» Ilna «ctaTtnyeckmnx» GameObjects (Taknx Kak aneMeHTbl M0/Ib30BaTE/IbCKOro NHTEepgoenca
1 cbopHble painbl), CO30aHHbIX B PpeaakTope, UCNONb3yNnTe cepraniayemyio Cehlnky
GameObject B pepakTope

» XpaHute cBoun cnnckm GameObjects B cnucke nnm Mmaccueax, KOTOPbIMA Bbl ynpasBnseTe
camm

» B obwem cnyyae, ecnu Bbl co3aaeTe ak3eMnnsap MHoxectea GameObjects Toro xe Tuna,
B3rngHuTe Ha Object Pooling

» Kaw Bawmx pesynbTaToB noucka, 4Tobbl n3bexarb 4OPOrocToSWMX METOA0B NOMCKa CHOBA
1 CHoOBa.

Notn rnybxe

MNMomMuMo MeToOO0B, KOTOpblE NPUXoaaT ¢ Unity, OTHOCUTENbHO Nerko paspaboTatb COOCTBEHHbIE
MeTobl noncka u cobopa.

» B cnyyae rindobjectsofType () BAC MOTYT ObiTb BaWW CKPUNTbI, KOTOPbIE XPAHSAT CMMCOK B
static KONnekuun. Fopasno beicTpee nepebmpaTtb roToBbI CNMCOK 06 bEKTOB, YEM UCKATb
1 NPOBEPSATb 06 BEKTHI CO CLIEHDI.
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* Vnu co3parite CKpuNT, KOTOPbIA XPaHUT UX 9K3EMNASPbI B pictionary OCHOBE CTPOK, U Y Bac
€CTb NpocTas cMcTeMa TEroB, KOTOPYHO Bbl MOXETE PaCIMPUTb.

Examples

NMounck no Ha3sBaHU GameObject

var go = GameObject.Find ("NameOfTheObject") ;

Pros Cons

Nerko Mpon3BOAMTENBHOCTb YXYyAWAEeTCs NO KOMMYECTBY UrPOBbIX
1CrnonbL30BaThb 00bEeKTOB B CLEHe

CTpoKu - 3T0 cr1abble CCbiIKM U NOL03PEHUS HA OWNOKMN
nonb3oBarens

NMouck no teram GameObject

var go = GameObject.FindGameObjectWithTag ("Player");

Pros Cons

Bo3MOXHOCTb nouncka Kak oTAeNbHbIX CTpOKI/I - 9T0 cnabble CCbINIKN U nono3peHns
00BbEKTOB, Tak U LENbIX rpynn Ha ownbKn NonbL3oBaTens.

Ko He NepeHOCUTCA, NOCKOJbKY Ternm Xectko

OTHOCUTENBHO BLICTPbIN 1 3G EKTUBHDIN
3aK0MPOBaHbI B CLIEHAPUSIX.

BcTtaBka B CLueHapuum B peXxunmMme peagaktmposaHus

[SerializeField]
GameObject [] gameObjects;

Pros Cons

OT1nunyHoe BbICTYynneHne Konnekuusi 06 bekToB cTatnyeckas

MopTaTtusHbIN KO4 MoxeT ccbinatbecs ToNbko HA GameObjects ¢ Toi Xe CueHbI

NMouck GameObjects ¢ nomouibio ckpuntoB MonoBehaviour

ExampleScript script = GameObject.FindObjectOfType<ExampleScript> () ;
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GameObject go = script.gameObject;

FindObjectOfType () BO3BPAWAET null €CNN HN OONH He HangeH.

Pros Cons

Mpon3BOAMTENBHOCTb YXYAWAETCS MO KOMMYECTBY

CunbHO Hane4yaTaH
NrpoBbiX 06 bEKTOB, HEOOXOANMBIX AN OLEHKW

Bo3MOXHOCTb noucka Kak
OTAENbHbIX 06 BEKTOB, TaK U LienblX

rpynn

Hantn GameObjects no uMeHn N3 [oYepHNX 06 BHEKTOB

Transform tr = GetComponent<Transform> () .Find ("NameOfTheObject");
GameObject go = tr.gameObject;

Find BO3BPALWAET null €CNN HU OOUNH He HaaeH

Pros Cons

OrpaHuyeHHasi, 4eTKo onpeneneHHas obnacTb noucka CTpoku - cnabble CCbiNKu

MpounTaiite MNouck n cbop GameObjects oHnaiiH: https://riptutorial.com/ru/unity3d/topic/3793/
nonck-n-cbop-gameobjects
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rnaea 29: lNonb3oBaTenbckum uHTepdpeunc (Ul)

Examples

Mopnucka Ha cobbiTue B Koaoe

Mo yMonyaHuio cnenyeT NoAnMcbiBaTbCs HA COBbITUE C MOMOLLbIO MHCNEKTOPA, HO MHOraa Nyylle
nenatb 3T0 B Kone. B aTom npuMepe Mbl noanuncbiBaemMcst Ha cobbiThe Wenyka KHOMKK ONsl ero
0bpaboTKku.

using UnityEngine;
using UnityEngine.UI;

[RequireComponent (typeof (Button)) ]
public class AutomaticClickHandler : MonoBehaviour
{

private void Awake ()

{
var button = this.GetComponent<Button> () ;
button.onClick.AddListener (HandleClick) ;

private void HandleClick ()
{
Debug.Log ("AutomaticClickHandler.HandleClick ()", this);

KOMMNOHEHTbI N0Nb30BaTENLCKOr0 MHTGpCpGVIC& 0b6bl4YHO npenocTasnAdA0OT CBOMM OCHOBHbIM
cnywarensm nerko:

» KHonka: onClick

« Boinapatowee meHo : onValueChanged

 InputField: onEndEdit , onValidatelnput , onValueChanged
* onoca npokpyTku: onValueChanged

» ScrollRect: onValueChanged

* [MonsyHok: onValueChanged

* MNepekntounTb: onValueChanged

Job6aBneHne npocnywimsatenen Mbilln

NHorna Bbl xoTnte ob6aBuTb cnyLuaTene|7| K KOHKPETHbIM CO6bITI/IHM, KOTOpblE HE
npenycMoTpeHbl KOMMNOHEHTAMW, B HaCTHOCTU COObITUSIMUA MbILLN. Ilna atoro Bam npnaoetcs
nobaBnTb nx CaMOCTOATENNbHO, NCMNOJIb3YA KOMIMOHEHT EventTrigger .

using UnityEngine;
using UnityEngine.EventSystems;
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https://docs.unity3d.com/ScriptReference/UI.Scrollbar-onValueChanged.html
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[RequireComponent (typeof ( EventTrigger )) ]
public class CustomListenersExample : MonoBehaviour
{
void Start ( )
{
EventTrigger eventTrigger = GetComponent<EventTrigger> (
EventTrigger.Entry entry = new EventTrigger.Entry( );
entry.eventID = EventTriggerType.PointerDown;

entry.callback.AddListener( ( data ) => { OnPointerDownDelegate (

(PointerEventData)data ); } );
eventTrigger.triggers.Add( entry );

public void OnPointerDownDelegate ( PointerEventData data )

{
Debug.Log( "OnPointerDownDelegate called." );

Bo3moxHbl pa3nuyHble eventiD:

» PointerEnter

* PointerExit

* PointerDown

» PointerUp

» PointerClick

e TawmTb, TAHYTb
» Kanns

* MaHyckpunt

» UpdateSelected
» BbibpaTb

* OTMeHUuTe

» [lepeexatb

* InitializePotentialDrag
* BeginDrag

* EndDrag

e OTtnpasunTb

* OTMEHUTb

MpounTante Nonb3oBaTtenbckuin uHTepgenc (Ul) oHnamH:

https://riptutorial.com/ru/unity3d/topic/2296/nonb3oBaTenbCKMn-MHTEPdenc--ui-

https://riptutorial.com/ru/home

136


https://riptutorial.com/ru/unity3d/topic/2296/%D0%BF%D0%BE%D0%BB%D1%8C%D0%B7%D0%BE%D0%B2%D0%B0%D1%82%D0%B5%D0%BB%D1%8C%D1%81%D0%BA%D0%B8%D0%B9-%D0%B8%D0%BD%D1%82%D0%B5%D1%80%D1%84%D0%B5%D0%B9%D1%81--ui-
https://riptutorial.com/ru/unity3d/topic/2296/%D0%BF%D0%BE%D0%BB%D1%8C%D0%B7%D0%BE%D0%B2%D0%B0%D1%82%D0%B5%D0%BB%D1%8C%D1%81%D0%BA%D0%B8%D0%B9-%D0%B8%D0%BD%D1%82%D0%B5%D1%80%D1%84%D0%B5%D0%B9%D1%81--ui-
https://riptutorial.com/ru/unity3d/topic/2296/%D0%BF%D0%BE%D0%BB%D1%8C%D0%B7%D0%BE%D0%B2%D0%B0%D1%82%D0%B5%D0%BB%D1%8C%D1%81%D0%BA%D0%B8%D0%B9-%D0%B8%D0%BD%D1%82%D0%B5%D1%80%D1%84%D0%B5%D0%B9%D1%81--ui-

rnasa 30: PacwuupeHue pegakTopa

CuHTakcuc

[Menultem (string itemName)]

[Menultem (string itemName, bool isValidateFunction)]
[Menultem (string itemName, bool isValidateFunction, int priority)]
[ContextMenu (MMsa CTPOKK)]

[ContextMenultem (MMsi CTPOKM, CTPOKOBAs PYHKLMS)]
[DrawGizmo (GizmoType gizmo)]

[DrawGizmo (GizmoType gizmo, Tun drawGizmoType)]

napameTpbl

MenuCommand NCNnoJib3yeTcsd Onsd n3ejie4eHns KoOHTeKcTa ans

MenuCommand
Menultem
MenuCommand.context Ob6bekT, ABNAWNACS LieNbio KOMaHObl MEHIO

Int Ang nepepayn Nonb3oBaTeNbCKOM NMHGOOPMaLNK B MYHKT
MEHIo

MenuCommand.userData

Examples

Monb3oBaTenbCKUM MHCNEKTOP

Ncnonb3oBaHme NONb30BaTENbCKOr0 MHCNEKTOPA NO3BONSET M3MEHUTbL CNOCO6 prcoBaHMs
cueHapus B HcnekTope. ViHoroa Bbl XoTnTe 006aBUTb AONONHUTENbHYIO MHAOOPMaLMIO B
WHCNEKTope AN CBOEro CKpunTa, 4T0 HEBO3MOXHO cOeNnaTh C NOMOLLbIO Creumannu3npoBaHHOro
AUWKnKa CBONCTB.

Huxe npmeeneH NpocToi nprMep Nonb3oBaTeNbCKOro 06bekTa, KOTOPbIV C MOMOLLbHO
No/b30BaTe/IbCKOro MHCMEKTopa MoXeT oTobpaxatb 6onee nonesHyto MHopMaLmio.

using UnityEngine;
#if UNITY_EDITOR
using UnityEditor;
#endif

public class InspectorExample : MonoBehaviour ({

public int Level;
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public float BaseDamage;

public float DamageBonus {
get {
return Level / 100f * 50;

public float ActualDamage {
get {
return BaseDamage + DamageBonus;

#if UNITY_EDITOR
[CustomEditor ( typeof ( InspectorExample ) )]
public class CustomInspector : Editor {

public override void OnInspectorGUI () {
base.OnInspectorGUI () ;

var ie = (InspectorExample)target;

EditorGUILayout.LabelField( "Damage Bonus", ie.DamageBonus.ToString() );
EditorGUILayout.LabelField( "Actual Damage", ie.ActualDamage.ToString() );

}
#endif

CHavana Mol onpenendem Hawe noeegeHne ¢ HeKOTOPbIMA NONSAMAU

public class InspectorExample : MonoBehaviour {
public int Level;
public float BaseDamage;

[Mons, nokasaHHbIE BbiE, aBTOMATUYECKU PUCYIOTCA (663 cneunanbHoOro VIHCI'IeKTOpa), Korpna Bbl
npocMmatpmeaeTe CKpUnT B OKHE NHCNEeKTopa.

public float DamageBonus {
get {
return Level / 100f * 50;

public float ActualDamage {
get {
return BaseDamage + DamageBonus;

OTK CBONCTBA aBTOMATUYECKM HE CO34al0TCS Unity. YT0obbl NOKa3aTb 3TW CBOWCTBA B
npencrtasneHnmn <<|/]HCI'IeKTOp>>, Mbl LONXHbl UCMONb30BaTb HAl NOJSIb30BaTE/IbCKUN MHCNEKTOP.

CHayvana Mbl OONXHbI onpenenntb Haul Nnosfb30BaTeIbCKuUm MHCNEKTOopP, KaK 3TO
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[CustomEditor ( typeof ( InspectorExample ) )]
public class CustomInspector : Editor {

Monb30BaTeNbCKMIN MHCNEKTOP AOMXEH NONYYNTb OT peaakropa vi Hyxaaetcs B arpubyte
CustomEditor . MNapameTp aTpnbyTa - 370 TMN 06bEKTA, AN KOTOPOro AOXEH NCMONb30BATHCS
NnonNb30BaTEeNbCKUIA NHCMEKTOP.

Hanee cnenyet MmeTton OninspectorGUI. 9ToT MeTof Bbi3blBaeTCS, KOraa ckpunt otobpaxaeTtcs
B OKHE UHCMekTopa.

public override void OnInspectorGUI () {
base.OnInspectorGUI () ;
}

Mbl Bbi3biBaeM base.OnlnspectorGUI (), 4tobbl no3sonnTb Unity obpabaTbiBath Apyrue nons,
KOTOpble HaxoasATcs B ckpunte. Ecnm 6bl Mbl HE Ha3BanM 370, HaM NPUWNOCL Obl Aenatb 60bwe
paboTbl CAMOCTOSITENBHO.

Hunxe npueeneHbl HawWwm Nob3oBaTenbCKMe CBONCTBA, KOTOPbIE Mbl XOTUM nokasaTb

var ie = (InspectorExample)target;

EditorGUILayout.LabelField( "Damage Bonus", ie.DamageBonus.ToString() );
EditorGUILayout.LabelField( "Actual Damage", ie.ActualDamage.ToString() );

Mbl ONXHbI CO34aTb BPEMEHHYIO NEPEMEHHYI0, KOTOPas COOEPXMUT LUeNb, BblbpaHHyto Ans
Halero Nonb30BaTENbCKOro TUNa (Lenb AOCTYMHa, MOTOMY YTO Mbl MONy4aeM peaakTop).

3aTeM Mbl MOXEM pPellnTb, Kak HapucoBaTb HallW CBOWCTBA, B 3TOM C/lly4Yae J4OCTaTO4YHO ABYX
nabopaTopHbIX OKOH, TaK Kak Mbl MPOCTO XOTUM NoKasaTb 3HAYEHUSI U He B COCTOSIHUN UX
penakTMpoBarThb.

Pesynbrar

Jo

v Inspector Example (Script)

Level cg

Base Damage 160

MNMocne
¥ Inspector Example (Script)

Level

Damage

Actual Damage
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Monb3oBaTeNnbCcKun ALWUK CBOUCTB

NHorpa y Bac ecTb Nonb3oBaTenbckne 06 bekThbl, KOTOPbIE COAEPXAT AaHHbIE, HO HE BbIBOAATCS
13 MonoBehaviour. [lobaBneHue aTux 06 beKTOB B KAYECTBE NOJISA B KNacce, KOTOPbIin SBnsieTcs
MonoBehaviour, He ByeT UMeTb BM3yanbHOro ahpeKTa, €Cn Bbl HE HANWLWMNTE CBOWA
COBCTBEHHbIN NONb30BATENLCKUIA SWMK CBONCTB ANs TMNa obbekTa.

Huxe npueeneH NpocToi NpuMep Nonb3oBaTeNbckoro o6bekTa, nobaBneHHOro B
MonoBehaviour, 1 Nonb30BaTeNbCKUIA WMWK CBOWCTB ANS HACTpanBaeMoro obbekTa.

public enum Gender {
Male,
Female,
Other

// Needs the Serializable attribute otherwise the CustomPropertyDrawer wont be used
[Serializable]
public class UserInfo {

public string Name;

public int Age;

public Gender Gender;

// The class that you can attach to a GameObject
public class PropertyDrawerExample : MonoBehaviour
public UserInfo UInfo;

[CustomPropertyDrawer ( typeof ( UserInfo ) )]
public class UserInfoDrawer : PropertyDrawer ({
public override float GetPropertyHeight ( SerializedProperty property, GUIContent label ) {
// The 6 comes from extra spacing between the fields (2px each)
return EditorGUIUtility.singlelLineHeight * 4 + 6;
public override void OnGUI ( Rect position, SerializedProperty property, GUIContent label )

EditorGUI.BeginProperty( position, label, property );

EditorGUI.LabelField( position, label );

var nameRect = new Rect( position.x, position.y + 18, position.width, 16 );
var ageRect = new Rect ( position.x, position.y + 36, position.width, 16 );
var genderRect = new Rect ( position.x, position.y + 54, position.width, 16 );

EditorGUI.indentLevel++;

EditorGUI.PropertyField( nameRect, property.FindPropertyRelative( "Name" ) );
EditorGUI.PropertyField( ageRect, property.FindPropertyRelative( "Age" ) );
EditorGUI.PropertyField( genderRect, property.FindPropertyRelative( "Gender" ) );

EditorGUI.indentLevel-—;

EditorGUI.EndProperty () ;
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CHayana Mbl onpefensiemM nonb3oBaTenbckmii 06beKT co Bcemu ero TpebosaHmsamu. MNpocTo
NPOCTOW Knacc, ONUCbIBAOWMIA NONb30BaTeNSA. OTOT KNAcC NCMOMb3YeTCs B HAWEM Knacce
PropertyDrawerExample, koTopblit Mbl MOXeM gobaeutb B GameObject.

public enum Gender {
Male,
Female,
Other

[Serializable]

public class UserInfo {
public string Name;
public int Age;
public Gender Gender;

public class PropertyDrawerExample : MonoBehaviour ({
public UserInfo UInfo;

Monb3oBaTenbCKuii Knacc Hyxaaetcs B atpunbyTte Serializable, nHave
CustomPropertyDrawer He 6yaeT MCNofb30BaTbCs

Hanee cnenyet CustomPropertyDrawer

CHavana Mbl [ONTXHbl ONPeaenunTb Knacc, KoTopbli nponcxoanT ua PropertyDrawer. [ns
onpefeneHns knacca takxe Tpebyetcs atpnbyt CustomPropertyDrawer. MNpowenwnii napamMeTp
- 310 TMN 06 bEKTa, AN KOTOPOro Bbl XOTUTE UCMOJIb30BaTh 3TOT AWMK.

[CustomPropertyDrawer ( typeof ( UserInfo ) )]
public class UserInfoDrawer : PropertyDrawer ({

3arteM Mbl nepeonpenenmm gyHkumo GetPropertyHeight. 9310 no3sonseTt Ham onpenennTb
Nnonb30BaTeNbCKYo BbICOTY A1 HAWero CBONCTBA. B 9TOM cnyyae Mbl 3HaeM, Y4TO Y Halero
nmylectea byaeTt YyeTblpe YacTu: SpIblK, UMS, BO3PacT 1 Nnon. [109TOMy Mbl UCMONb3YeEM
EditorGUIUtility.singleLineHeight * 4 , nob6aBnsiem ewle 6 NMKCenein, NOTOMY Y4TO Mbl XOTUM
pas3MecTuUTb Kax,goe rnosne ¢ ABYMSA MUKCENAMN MeX Oy HUMAN.

public override float GetPropertyHeight ( SerializedProperty property, GUIContent label ) {
return EditorGUIUtility.singlelLineHeight * 4 + 6;

Hanee - 310 meTog OnGUI. Mbl HaumHaeMm ¢ EditorGUI.BeginProperty ([...]) n 3akaH4yBaem
yHkumto EditorGUI.EndProperty () . Mbl genaem aTo 1ak, 4Tobbl, ecnv 6bl 3T0 CBOACTBO ObINO
yacTblo cOOpHMKA, dpakTmyeckas npeamkaTHas norvka prefab 6ynet paborartb ons Bcero Mexay
3TVMMN OBYMS METOLAMM.
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public override void OnGUI ( Rect position, SerializedProperty property, GUIContent label ) {
EditorGUI.BeginProperty( position, label, property );

[Mocne aToro mMbl NOKaxxem MeTKYy, coaepXallyo nM4a nons, N Mbl yxXe onpenennnn
NPSMOYrONbHUKK AN HAWWX NONEN.

EditorGUI.LabelField( position, label );

var nameRect = new Rect( position.x, position.y + 18, position.width, 16 );
var ageRect = new Rect ( position.x, position.y + 36, position.width, 16 );
var genderRect = new Rect ( position.x, position.y + 54, position.width, 16 );

Kaxnoe none pasHeceHo Ha 16 + 2 nukcens, a BbicoTa paBHa 16 (970 TO Xe camoe,
410 1 EditorGUIUtility.singleLineHeight)

3artem Mbl OTCTYNnaem OT NONb30BaTENbCKOro UHTEPDEca C 0AHON BKNaakon ons 6onee
KpacvBOro MakeTa, oTobpaxaem CBOACTBA, OTCTYNaeM OT rpadomyeckoro nHtepderica u
3akaH4uBaem EditorGUI.EndProperty .

EditorGUI.indentLevel++;

EditorGUI.PropertyField( nameRect, property.FindPropertyRelative( "Name" ) );
EditorGUI.PropertyField( ageRect, property.FindPropertyRelative( "Age" ) );
EditorGUI.PropertyField( genderRect, property.FindPropertyRelative( "Gender" ) );

EditorGUI.indentLevel-—;

EditorGUI.EndProperty () ;

Mbl nokasbiBaem nons ¢ nomouwbto EditorGUI.PropertyField, 415 koToporo Tpebyetcs
NPSMOYroNbHWK Ans no3uumm u SerializedProperty ons otobpaxaemoro csoicTea. Mol
npvobpeTtaem CBOMCTBO, Bbi3biBasi FindPropertyRelative ("...") Ans cBoicTea, nepenaHHoro B
dyHKUMM ONGUI . ObpaTtnTe BHUMaHUE, YTO 3TO YYBCTBUTESIbHbIE K PEFUCTPY U HE NyONnYHbIe
CBOWCTBA He MOryT OblTb HalaeHbi!

B aTOM npumepe 5 He coxpaHso csoncTsa return from property.FindPropertyRelative
("..."). Bbl BONXHbI COXPaHUTb UX B 3aKPbITbIX NONSIX B KNacce, 4Tobbl NpenoTBpaTuTb
HEHY>XHbl€ Bbl30BbI

Pesynbrar

Jo

Property Drawer Example (Script)

MNocne
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Property Drawer Example (Script)

LI Info
Mame Thundernerd
Age 24

Gender Male

lMyHKTbI MEHI0

ONeMeHTbI MEHIO - OTNINYHBI cnocob AobaBMTb NONb30BATENbCKUE AENCTBUS B peaakTop. Bbl
MOXeTe [000aBNsTb 9NEMEHThI MEHIO B MAHENb MEHIO, CMOJIb30BaTh UX KAK KOHTEKCTHbIE KJIMKK
LNs onpeneneHHbIX KOMMOHEHTOB MW AaXe B KOHTEKCTHbIX K/MKax no NnosisiM BalWmMx CLEHApPUEB.

Huxe npuBeneH Nnpumep TOro, Kak Bbl MOXETE MPUMEHSATb MYHKTbl MEHHO.

public class MenultemsExample : MonoBehaviour ({

[Menultem( "Example/DoSomething $#&d" )]
private static void DoSomething() {

// Execute some code

[Menultem( "Example/DoAnotherThing", true )]
private static bool DoAnotherThingValidator () {
return Selection.gameObjects.Length > 0;

[MenulItem( "Example/DoAnotherThing _PGUP", false )]
private static void DoAnotherThing() {
// Execute some code

[Menultem( "Example/DoOne %a", false, 1 )]
private static void DoOne () {

// Execute some code

[Menultem( "Example/DoTwo #b", false, 2 )]
private static void DoTwo () {

// Execute some code

[Menultem( "Example/DoFurther &c", false, 13 )]
private static void DoFurther () {

// Execute some code

[MenulItem( "CONTEXT/Camera/DoCameraThing" )]
private static void DoCameraThing( MenuCommand cmd ) {
// Execute some code

[ContextMenu ( "ContextSomething" )]
private void ContentSomething () {

// Execute some code
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[ContextMenultem( "Reset", "ResetDate" )]
[ContextMenultem( "Set to Now", "SetDateToNow" )]
public string Date = "";

public void ResetDate () {

Date = "";

public void SetDateToNow () {
Date = DateTime.Now.ToString() ;

Y10 BHIrNAANT Tak

Example Window Help

DoOne Ctrl+4
DoTwo Shift+B
DoFurther Alt+C
DoSomething Ctrl+Shift+Alt+D
DeoAnctherThing Pglp

MNepengem K OCHOBHOMY MYyHKTY MeHI0. Kak Bbl MOXeTe BUOETb HUXE, BaM HYXXHO onpeaennTb
cTaTuyeckyto pyHkumio ¢ atpubyTom Menultem , KOTOpPbI Bbl NepeaaeTe B KAYECTBE 3aronoBka
NS 9neMeHTa MeHIo. Bbl MOXeTe NOMECTUTbL CBOW MYHKT MEHIO HA HECKOIbKO YPOBHEN, n06aBmB
a/ B ums.

[Menultem( "Example/DoSomething $#&d" )]
private static void DoSomething() {
// Execute some code

}

Y Bac He MoXeT OblTb MyHKTa MEHIO HA BEPXHEM YPOBHE. Bawm nyHKTbl MEHIO AONXHbl
HaxoOUTbCS B NOOMEHHO!

CneumnanbHble CUMBOSbI B KOHLE MMeHn Menultem npegHa3Ha4eHbl on4 coYeTaHWUn Knasuil, aTo
He siBnsieTcs ob6s3aTenbHbIM Tpe6OBaHI/IeM.

CyLI.I,GCTByPOT cneunanbHble CUMBO/Ibl, KOTOPbIE Bbl MOXeTe NCNONb30BaTb AN BallnX coyeTaHum
Knaswuul:

* 99 - Ctrl Ha Windows, Cmd Ha OS X
e #-CoBur
e &-Alt

OT0 03HayvaeT, 4YTo Apnblk % # & d o3HavaeT ctrl + shift + alt + D B Windows n cmd + shift + alt +
D B OS X.

Ecnun Bbl XOTUTE MCNONb30BaTh ApnbiK 6e3 kakunx-nmbo cneunanbHbIX KNasuul, Tak, HaNnpumep,
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TONbKO Knasmwy «Dx», Bbl MOXeTe 0o06aBMTb CUMBOJ _ (NOAYEPKMBAHME) K KNaBumwe BbiIcTporo
[OCTyna, KOTOPYH Bbl XOTUTE MCNOMb30BaTh.

CyLI.I,GCTByPOT n opyrme cneunanbHble KnaBullin, KOTOpble NOAOEPXKMNBAKOTCA:

* LEFT, RIGHT, UP, DOWN - ons knaeuil Co CTpenkamu
* F1..F12 - ona oyHKUMOHaNbHbIX KNasuLu
« HOME, END, PGUP, PGDN - ons knasuil HaBurauuu

Knasuwm 6bicTPOro Bbi3oBa A0NXHbl ObiTb OTAENEHbI OT NOOOro Opyroro Tekcta
NpPOCTPaHCTBOM

[anee nepeyncneHbl MyHKTbl MEHIO BanuaaTopa. SneMeHTbl MeHto «BanmpoaTtop» no3sonsioT
OTK/IIOYaTb MYHKTbl MEHIO (HEAOCTYMNHO, HE KNIMKAeTCsl), KOraa yCNoBUE He BbINOHAETCS.
MprMepoM 3Toro MoXeT BbiTb TO, YTO Bal NMYHKT MEHIO AEVCTBYET Ha TeKyLWMii Bbibop
GameObjects, KOTOpbI Bbl MOXETE MPOBEPUTHL B 3IEMEHTE MEHIO NMPOBEPKMU.

[Menultem( "Example/DoAnotherThing", true )]
private static bool DoAnotherThingValidator () {
return Selection.gameObjects.Length > 0;

}

[MenulItem( "Example/DoAnotherThing _PGUP", false )]
private static void DoAnotherThing() {
// Execute some code

}

Ins paboTbl anemMeHTa Banugartopa BaMm Heo6xoanMo co3naThb ABE CTaTMyeckme oyHKUMM, Kak C
aTpmbyToM Menultem, Tak 1 C OOHUM U TEM X€E MMEHEM (Knaeuiwa bbICTporo 4ocTyna He nmeeT
3HayeHuns). PasHuua Mexay HAMK 3akio4aeTcst B TOM, YTO Bbl OTMeYaeTe X Kak PyHKLMIO
Banmaatopa unu HeT, nepenasas NorMyeckuii napameTp.

Bbl Takxe MoXxeTe onpenenvTb Nopsaok NyHKTOB MeH0, nobasme npuoputeT. Mpuoputert
onpeLensieTcs LenbiM YACNOM, KOTOPOe Bbl MepeaaeTe B Ka4eCTBe TPeTbero napameTpa. Hem
MEHbLLE YMCNO, TEM BbILE YACNO B CNICKe, TeM BONblue YACNO HUXE B cnucke. Bol MoxeTe
n06aBUTb pasfennTenb Mexay ABYMS MyHKTaMU MeHto, y6eauBWnCh, 4TO MEX Y NPUOPUTETOM
MYHKTOB MEHI0 HaxoamuTcst He MmeHee 10 undp.

[Menultem( "Example/DoOne %a", false, 1 )]
private static void DoOne () {
// Execute some code

[Menultem( "Example/DoTwo #b", false, 2 )]
private static void DoTwo () {
// Execute some code

[Menultem( "Example/DoFurther &c", false, 13 )]
private static void DoFurther () {
// Execute some code
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Ecnn y Bac ecTb CNNCOK MEHIO, B KOTOPOM €CTb KOMOMHALMS NPUOPUTETHBIX U
HENPMOPUTETHbLIX NO3NLNIA, TO NPUOPUTET He ByaeT BblAENEH N3 NPUOPUTETHbIX
Mno3nNLVA.

Hanee nobaBnseTcs NyHKT MEHIO B KOHTEKCTHOE MEHIO Yy XK€ CyWeCTBYIOWEero KOMNoHeHTa. Bbl
DONXHbI 3anyctutb nMsa Menultem ¢ nomouwbio CONTEXT (c y4eToM pernctpa), v Bawa
JoyHKUMS npuHMaeT napameTp MenuCommand.

Cnepnytowmnii doparMeHT Ao6aBUT 3N1EeMEHT KOHTEKCTHOrO MEHIO B KOMMOHEHT «Kamepa».

[MenulItem( "CONTEXT/Camera/DoCameraThing" )]
private static void DoCameraThing( MenuCommand cmd ) {
// Execute some code

Y10 BbIrNngonT TaK

=: ¥ Camera
Clear Flags Reset
. ”| Aren d Remove Com Fll:lnent
Culling

Move Up

Mowve Down

Field of View
Clipping Pl

Copy Component

Paste Component As Mew

Viewport Rect Paste Component Values

DoCameraThing

Depth

Rendering Path Use Player Settings

Target Texture Mone (Render Texture)
1sion Culling e

Target Display Display 1

MapameTp MenuCommand npenocTaBnsieT BaM AOCTYMN K 3HAYEHMUIO KOMMOHEHTa 1 NtobbIM
NoNb30BaTENbCKUM AaHHbIM, KOTOPbIE OTAPABNSATCHA C HUM.

Bbl Tak>xe MoxeTe [06aBUTb 9M1EMEHT KOHTEKCTHOrO MEHIO K CBOMM COBCTBEHHBIM KOMMOHEHTAM,
ncnonbays atpubyt ContextMenu. 3ToT atpubyT NPUHUMAET TONBKO UMS, BANINOHOCTb UK
NPUOPUTET 1 JONXEH OblTb YAaCTbO HECTATUYECKOro MeToaa.

[ContextMenu ( "ContextSomething" )]
private void ContentSomething () {
// Execute some code

}

YT0 BbIrNSONT TaK
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Menu Items Examp —— .
Reset

Date

Remove Component
Mowe Up

Mowve Down

Copy Component

Paste Component As New

Paste Component Yalues
Edit Script

ContextSomething

Bbl Takxe MoxeTe 006aBNsATb 31€MEHTbl KOHTEKCTHOMO MEHIO B MONS Balero cO6CTBEHHOro
KOMMOHEHTA. DTW NYHKTbl MEHIO MOABATCA MPU KOHTEKCTHOM WWENYKe Mo MO0, K KOTOPOMY OHU
rpvHagnexart, U MOryT BbINONHATb METObl, KOTOPbIE Bbl ONPEAENNN B 3TOM KOMMOHEHTE.
Takum 06pa3oM Bbl MOXeTe A00aBUTb, HANPUMEP, 3HAYEHUS MO YMONYaHMIO NN TEKYLYO OaTty,
Kak nokasaHo Huxe.

[ContextMenultem( "Reset", "ResetDate" )]
[ContextMenultem( "Set to Now", "SetDateToNow" )]
public string Date = "";

public void ResetDate () {

Date = "";

}

public void SetDateToNow () {
Date = DateTime.Now.ToString() ;
}

YT0 BbIrNSONT TaK

Menu Items Example (Script)

Set to Mow

Reset imponent

Gizmos

Gizmos ncnonb3yTcs ONs PUCoBaHMS oUryp B cLeHe. Bbl MoXeTe ncrnonb3oBatb 3TW oUrypbl
LNs NONyYeHUst [OMONHNTENbHON MHApopMaumm o Bawnx GameObjects, Hanpumep, yceYeHHO
KOCOW nnu gmanasoHa obHapyXeHusl.

Huxe npueeneHbl aBa npuMepa, Kak 310 caenatb.

Mpumep 1
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B atom npumepe ucnonbaytorca merogsl OnDrawGizmos n OnDrawGizmosSelected (marus).

public class GizmoExample : MonoBehaviour ({
public float GetDetectionRadius () {

return 12.5f;

public float GetFOV () {
return 25f;

public float GetMaxRange () {
return 6.5f;

public float GetMinRange () {
return 0;

public float GetAspect () {
return 2.5f;

public void OnDrawGizmos () {
var gizmoMatrix = Gizmos.matrix;
var gizmoColor = Gizmos.color;

Gizmos.matrix = Matrix4x4.TRS( transform.position, transform.rotation,
transform.lossyScale );

Gizmos.color = Color.red;

Gizmos.DrawFrustum( Vector3.zero, GetFOV (), GetMaxRange (), GetMinRange (), GetAspect ()

Gizmos.matrix = gizmoMatrix;
Gizmos.color = gizmoColor;

public void OnDrawGizmosSelected() {
Handles.DrawWireDisc( transform.position, Vector3.up, GetDetectionRadius() );

B aTom npumepe y Hac ecTb ABa MeToa pMCOBAHWUS TM3MOCOB: TOT, KOTOPbINA pUcyeT, Koraa
00bekT akTmBeH (OnDrawGizmos), n 0auH, Koraa o6bekT BoibpaH B nepapxun (
OnDrawGizmosSelected).

public void OnDrawGizmos () {
var gizmoMatrix = Gizmos.matrix;
var gizmoColor = Gizmos.color;

Gizmos.matrix = Matrix4x4.TRS( transform.position, transform.rotation,
transform.lossyScale );

Gizmos.color = Color.red;

Gizmos.DrawFrustum( Vector3.zero, GetFOV (), GetMaxRange (), GetMinRange (), GetAspect () );

Gizmos.matrix = gizmoMatrix;
Gizmos.color = gizmoColor;
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CHayana Mbl coxpaHsieM MaTpuuy 1 LUBEeT gizmo, NOTOMY 4TO Mbl COBMpPaeMCs USMEHUTL €€ U
XOTMM BEPHYTb ee 06paTHO, KOra Mbl 3aKOHYMM, 4TOObl HE MOBANSATL HA Kakol-nnbo apyroi
PUCYHOK F1M3Mo.

3aTem Mbl XOTMM HApUCOBaTb YCEUKY, YTO Hal 0O BbEKT, OAHAKO, HAM HY>XXHO U3MEHUTb MaTpuULy
Gizmos, 4T06bl OHA COOTBETCTBOBAA MOIOXEHWIO, BpaLeHNO 1 MacwTaby. Mbl Takxe
ycTaHaBnmBaeM uBeT Gizmos Ha KpacHbI, 4ToObl NOAYepPKHYTb yceyeHune. Korpa ato bynet
cLenaHo, Mbl MOXeM Bbi3BaTb Gizmos.DrawFrustum, 4To6bl HAPUCOBATbL yCe4Ky B CLEHE.

Korpoa Mbl 3aKOH4YMM pycoBaTtb TO, YTO XOTUM PUCOBATb, Mbl BO3BpALLaeM MaTpuuy 1 UBeT
Gizmos.

public void OnDrawGizmosSelected() {
Handles.DrawWireDisc( transform.position, Vector3.up, GetDetectionRadius() );

Mbl TakXe XOTUM HapucoBaTb Anana3oH obHapyXeHus, koraa Mol Bbibepem Haw GameObiject.
970 menaeTtcs ¢ noMolblo knacca Handles , Tak kak Knacc Bewmibl He UMeeT Kakux - nmbo
MeToO0B ONs OUCKOB.

Mcnonb3oBaHune aToi popMbl pucoBaHUs gizmos npmBOoOUT K pe3dynbTaTty, NoOKadaHHOMY HUXE.

[Mpumep oBa

B aTtom npumepe ncnonb3yetcs atpmbyT DrawGizmo .

public class GizmoDrawerExample {

[DrawGizmo ( GizmoType.Selected | GizmoType.NonSelected, typeof ( GizmoExample ) )]
public static void DrawGizmo ( GizmoExample obj, GizmoType type ) {

var gizmoMatrix = Gizmos.matrix;

var gizmoColor = Gizmos.color;

Gizmos.matrix = Matrix4x4.TRS( obj.transform.position, obj.transform.rotation,
obj.transform.lossyScale );

Gizmos.color = Color.red;

Gizmos.DrawFrustum( Vector3.zero, obj.GetFOV (), obj.GetMaxRange (), obj.GetMinRange (),
obj.GetAspect () );

Gizmos.matrix = gizmoMatrix;
Gizmos.color = gizmoColor;
if ( ( type & GizmoType.Selected ) == GizmoType.Selected ) {

Handles.DrawWireDisc( obj.transform.position, Vector3.up, obj.GetDetectionRadius ()
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OT10T cnNocob No3BONSET OTAENNTL BbI30BbI §izMO OT Balwero ckpunta. bonbWwmnHCTBO M3 HKX
MCNoNb3yeT TOT Xe KO, YTO U ApYyrov NnpuMep, 3a UCK/OYEHNEM OBYX BELEW.

[DrawGizmo ( GizmoType.Selected | GizmoType.NonSelected, typeof ( GizmoExample ) )]
public static void DrawGizmo ( GizmoExample obj, GizmoType type ) {

Bam Hy>HO ncnonb3oBatb aTpmbyT DrawGizmo, KoTopbli NepeBoamnT nepeyncneHe GizmoType
B Ka4ecTBe NepBoro napameTpa v Type Kak BTOpol napameTp. Tun JONXeH 6biTb TUMOM,
KOTOpPbIV Bbl XOTUTE MUCMOMb30BaTb AN PUCOBAHNS F3MO.

MeToq prcoBaHMs gizmo OONXEH OblTb CTATUYHbIM, 0OWEA0CTYNMHBIM UAN HENYONNYHBIM, U €ro
MO>XHO Ha3BaTb NOObLIM, Y4TO Bbl XOTUTE. [lepBbiM NApaMeTpoM SABNSETCS TWM, KOTOPbIA OONXEH
COOTBETCTBOBATb TUMY, NEpedaHHOMY B Ka4eCcTBe BTOPOro napameTpa B atpmbyTe, a BTOpPbIM
napameTpoM siBnsieTcs nepeyvmcneHne GizmoType, KOTOPOE ONMUCLIBAET TEKYLEE COCTOSIHNE
Ballero obbekTa.

if ( ( type & GizmoType.Selected ) == GizmoType.Selected ) {
Handles.DrawWireDisc( obj.transform.position, Vector3.up, obj.GetDetectionRadius() );

Ipyroe oTnn4ne COCTOUT B TOM, 4YTO A5 NPOBEPKN TOro, 4TO Takoe 06bekT GizmoType, Bam
HY>XHO BbiNONHMTL AND 1 npoBepuTb napameTp U TUM, KOTOPbIX Bbl XOTUTE.

PesynbTtar

He BbIOpaH
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BblOpaHHbIN
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OKHO pepakTopa

NMouyemy OKHO pepakTopa?

Kak Bbl MOriv BUIETb, Bbl MOXETE AeNaTb MHOro Belei B 06bI4HOM UHCMEKTOPE (€CNK Bbl He
3HaeTe, 4TO Takoe NoNb3oBaTeNbCKUA MHCMEKTOP, MOCMOTPUTE NPUMEpP 34€eCh:
hitp://www.riptutorial.com/unity3d/topic/2506 / extension-the-editor . Ho B KakOn-TO MOMEHT Bbl
MOXEeTe 3ax0TeTb peann3oBaTtb NaHeb KOHUIrypauum nnn HactTpamBaemyro NannuTpy CBONCTE .
B aTux cnyyasix Bbl 6ygete ncnonb3osatb penaktop WindowWindow . Monb3oBaTenbckuii
nHTepdoeic Unity coctonT n3 pegaktopa Windows, Bbl MOXETe OTKPbITb UX (0ObIHHO Yepe3
BEPXHMi 6ap), BCTABNSATb UX U T. 4.

Cospante 6a3oBbin pegaktop WindowWindow

Mpoctoun npumep

Co3paHune Nonb30BaTENbCKOro OKHAa pefakTopa A0BOMbHO NPOCTO. Bee, 4TO BaM HYXHO
coenartb, 970 pacwmpntb knacc EditorWindow n ucnonb3osatb MeToabl Init () n OnGUI (). Bot
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NnpOoCTOW NpumMep:

using UnityEngine;
using UnityEditor;

public class CustomWindow : EditorWindow
{
// Add menu named "Custom Window" to the Window menu
[MenulItem ("Window/Custom Window") ]
static void Init ()
{
// Get existing open window or if none, make a new one:
CustomWindow window = (CustomWindow) EditorWindow.GetWindow (typeof (CustomWindow)) ;
window.Show () ;

void OnGUI ()
{
GUILayout.Label ("This is a custom Editor Window", EditorStyles.boldLabel) ;

3 BaXHbIX MOMEHTA:

1. He 3abynbTe pacwuputb EditorWindow

2. icnonbaynTe Init (), kak nokasaHo B npumepe. EditorWindow.GetWindow nposepseT, yXxe
cospaH nu CustomWindow. Ecnu HeT, OH co3nacT HOBbIN ak3emnnsp. Micnonb3ys aTo, Bbl
ybeanTechb, 4TO Yy BaC HET HECKONIbKMX 3K3EMMISIPOB BaLEro OkHa 04HOBPEMEHHO

3. Ucnonb3oBatb OnGUI (), kak 06bI4HO, AN 0TOOpaXeHNS NHGOPMALIMM B BAWEM OKHE

OkoHYaTenbHblil pesynbTat byaeT BoirnsaeTb Tak:

This is a custom Editor Window
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NoTtn rnybxe

KoHe4HOo, Bbl, BEPOSATHO, 3aX0TUTE YNPaBisaTb NN MOANGOULMPOBATL HEKOTOPbIE aKTUBHI,
ncnonb3ys aToT penakTop. Huxe npueeneH npuMmep Ncnonb3oBaHMs knacca Selection (ans

NoNy4YeHNs akTUBHOMO BbibOpa) 1 N3MeHeHMS BbIOpaHHbIX CBOMCTB akTuea Yepes SerializedObject
n SerializedProperty .

using System.Ling;
using UnityEngine;
using UnityEditor;

public class CustomWindow : EditorWindow

{
private AnimationClip _animationClip;
private SerializedObject _serializedClip;
private SerializedProperty _events;

private string _text = "Hello World";

// Add menu named "Custom Window" to the Window menu
[MenulItem ("Window/Custom Window") ]
static void Init ()
{
// Get existing open window or if none, make a new one:

CustomWindow window = (CustomWindow) EditorWindow.GetWindow (typeof (CustomWindow)) ;
window.Show () ;

void OnGUI ()
{
GUILayout.Label ("This is a custom Editor Window", EditorStyles.boldLabel);

// You can use EditorGUI, EditorGUILayout and GUILayout classes to display
anything you want

// A TextField example
_text = EditorGUILayout.TextField("Text Field", _text);

// Note that you can modify an asset or a gameobject using an EditorWindow. Here
is a quick example with an AnimationClip asset

// The _animationClip, _serializedClip and _events are set in OnSelectionChange ()
if (_animationClip == null || _serializedClip == null || _events == null) return;

// We can modify our serializedClip like we would do in a Custom Inspector. For
example we can grab its events and display their information

GUILayout.Label (_animationClip.name, EditorStyles.boldLabel);

for (var 1 = 0; i < _events.arraySize; i++)
{
EditorGUILayout.BeginVertical () ;

EditorGUILayout.LabelField (
"Event : " +
_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("functionName") .stringValue,
EditorStyles.boldLabel) ;

EditorGUILayout.PropertyField(_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("time"),
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true,
GUILayout.ExpandWidth (true)) ;

EditorGUILayout.PropertyField (_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("functionName"),
true, GUILayout.ExpandWidth (true));

EditorGUILayout.PropertyField (_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("floatParameter"),
true, GUILayout.ExpandWidth (true));

EditorGUILayout.PropertyField (_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("intParameter"),

true, GUILayout.ExpandWidth (true));
EditorGUILayout .PropertyField (

_events.GetArrayElementAtIndex (i) .FindPropertyRelative ("objectReferenceParameter"), true,
GUILayout.ExpandWidth (true)) ;

EditorGUILayout.Separator () ;
EditorGUILayout.EndVertical () ;

// Of course we need to Apply the modified properties. We don't our changes won't

be saved
_serializedClip.ApplyModifiedProperties();

/// This Message is triggered when the user selection in the editor changes. That's
when we should tell our Window to Repaint () if the user selected another AnimationClip
private void OnSelectionChange ()
{
_animationClip =
Selection.GetFiltered (typeof (AnimationClip),
SelectionMode.Assets) .FirstOrDefault () as AnimationClip;
if (_animationClip == null) return;

_serializedClip = new SerializedObject (_animationClip);
_events = _serializedClip.FindProperty ("m_Events");

Repaint () ;

BoT peaynbrar:
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CustornWindow
This is a custom Editor Window
Text Field Hello World
Take 001

Event : Event 1

Time 0.1779197
Function Mame Event 1

Float Parameter 10

Int Farameter 0

Object Reference Parame None (Object)

Event : Event 2

Time 04981752
Function Mame Event 2

Float Parameter 20

Int Parameter 0

Object Reference Parame None (Cbject)

Project
Create

Asset Store: 4/ 660

i
w
11}
i+
i

* Favorites Search: ' Assets A
Cl All Material ¥ Take 001
Cl All Models ¥ Take 001
Cl All Prefabs
Cl All Scripts
£S5 Assets
#5 Plugins
5 Vectrosity !
5 Vectrosityl

¥ Take 001.anim

PaclLuvpeHHble TeMbI

Bbl MOXeTe caoenatb HEKOTOpble AENCTBUTENbHO NPOABUHYTHIE BELWW B pefakTope, a Knacc
EditorWindow naeanbHo noaxoauT Ans otobpaxeHus 60nbworo o6bema nHgopmaLmu.
BonbwmHcTBO NpoaBMHYTHIX pecypcos B Unity Asset Store (Hanpumep, NodeCanvas nnm
PlayMaker) ncnonb3aytot EditorWindow onsi otobpaxxeHuns nonb30BaTeNbCKMX NpeacTaBneHnii.

PucoBaHue B SceneView

OpHa nHTepecHas Bellb, cBsi3aHHas ¢ EditorWindow, 3akntoyaeTtcst B 0TobpaxxeHum
NHAOPMaLMM HENOCPEACTBEHHO B BaweM SceneView. Takum 06pa3oM, Bbl MOXETE cO34aTb
MONTHOCTbIO HACTPOEHHbI penakTop KapT / Mupa, HanpuMmep, UCNoNb3ys CBOW COOCTBEHHbIN
EditorwWindow B ka4yecTBe nanuTpbl CBONCTB M MPOCyWwrBaHne KIMKOB B SceneView ons
€030aHns HOBbIX 06 bEKTOB. BoT npumep:
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using UnityEngine;
using System;
using UnityEditor;

public class CustomWindow : EditorWindow {

private enum Mode {

View = 0,
Paint = 1,
Erase = 2

private Mode CurrentMode = Mode.View;

[MenuItem ("Window/Custom Window") ]

static void Init () {
// Get existing open window or if none, make a new one:
CustomWindow window = (CustomWindow)EditorWindow.GetWindow (typeof (CustomWindow)) ;

window.Show () ;

void OnGUI () {
GUILayout.Label ("This is a custom Editor Window", EditorStyles.boldLabel);

volid OnEnable () {
SceneView.onSceneGUIDelegate = SceneViewGUI;
if (SceneView.lastActiveSceneView) SceneView.lastActiveSceneView.Repaint ();

void SceneViewGUI (SceneView sceneView) {
Handles.BeginGUI () ;
// We define the toolbars' rects here
var ToolBarRect = new Rect ((SceneView.lastActiveSceneView.camera.pixelRect.width / 6),
10, (SceneView.lastActiveSceneView.camera.pixelRect.width * 4 / 6) ,
SceneView.lastActiveSceneView.camera.pixelRect.height / 5);
GUILayout .BeginArea (ToolBarRect) ;
GUILayout.BeginHorizontal () ;
GUILayout.FlexibleSpace();
CurrentMode = (Mode) GUILayout.Toolbar (
(int) CurrentMode,
Enum.GetNames (typeof (Mode) ),
GUILayout.Height (ToolBarRect.height));
GUILayout.FlexibleSpace();
GUILayout.EndHorizontal () ;
GUILayout.EndArea () ;
Handles.EndGUI () ;

3710 0TOHPA3UT NaHENb MHCTPYMEHTOB HEMOCPEACTBEHHO B BalweM SceneView
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HsScene € Game # Profiler Asset Store

Shaded 2D e )

CustomWindow

This is a custom Editor Window

BoT kpaTkunii 0630p TOro, Kak Aaneko Bbl MOXETE NONTH:

https://riptutorial.com/ru/home


http://i.stack.imgur.com/CQu1p.png

Position sceneView camera
™ Camera Lock
T Draw Walkable Gizmao
T Draw Cover Gizmo
T Hide Map Hierarchy

T Show arid

T Draw GridCell Neighbors
Dimensions:
+ - + -
+ - + -
salag
5,.,:'
Map Editor Project Console Pro 3
Palette

Search Term

[Grid]

< oo -

feroport_01 Aeroport_0Z Aeroport_03  Aeroport_04 Aeroport_05 petferoport  petferoport  petferoport  arpetBlue_

.-!'!!;E;E_ ey}
> - = Ay, -
o G



http://i.stack.imgur.com/0uty1.gif
https://riptutorial.com/ru/unity3d/topic/2506/%D1%80%D0%B0%D1%81%D1%88%D0%B8%D1%80%D0%B5%D0%BD%D0%B8%D0%B5-%D1%80%D0%B5%D0%B4%D0%B0%D0%BA%D1%82%D0%BE%D1%80%D0%B0

pacwupeHve-peaakTopa
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rnaBsa 31: Pecypchbl

Examples

BctynneHue

C knaccom pecypcoB MOXHO ANHAMNYECKUN 3arpy>XaTb akTMBbl, KOTOPbIE HE ABJIAOTCA HaCTbiO
CUEHbl. OTO 0O4YEeHb MONE3HO, Korga Bam HY>XHO MCNob30oBaTb akTuMBbl NO Tpe6OBaHI/|lO,
HanpuMmep, nokannm3osartb MHOroA3bl4Hble ayano, TEKCTbl U T. .

AKTUBbI BONXHbI 6bITb MOMeLeHbl B Narnky « Pecypcbl» . Bo3M0OXHO, 4TO B Mepapxmm npoekTa
MMEEeTCs HECKOMbKO Manok pecypcoB. KNace resources MPOBEPSET BCE AOCTYMHbIE BaM Nanku ¢
pecypcamu.

Kaxablih akTuB, pa3MelleHHbln B Pecypcax, yneT BkioyeH B cOOpKy, Aaxe ecnu B BalweM Koae
He ykasaHo. Taknm 06pa3oM, He BCTaBnsiliTe akTuBbl B Pecypcbl 6e3 pasbopa.

//Example of how to load language specific audio from Resources

[RequireComponent (typeof (AudioSource)) ]
public class loadIntroAudio : MonoBehaviour ({
void Start () {
string language = Application.systemLanguage.ToString();
AudioClip ac = Resources.Load(language + "/intro") as AudioClip; //loading intro.mp3
specific for user's language (note the file file extension should not be used)
if (ac==null)
{
ac = Resources.Load("English/intro") as AudioClip; //fallback to the english
version for any unsupported language
}
transform.GetComponent<AudioSource> () .clip = ac;
transform.GetComponent<AudioSource> () .Play () ;

Pecypchbl 101

BcTynneHue

Unity nMeeT Heckonbko «crneumnanbHO Ha3BaHHbIX» Narnok, KOTopble NO3BONAT UCMOb30BaTh
pasnnyHble BUAbl UCnonb3oBaHus. OgHa M3 3TUX nanok HasbiBaeTcs «Pecypcbl»,

Manka «Pecypcbl» - 04MH 13 AByx cnocoboB 3arpy3ky akTMBOB BO BPEMS BbiNONHeHUs B Unity (
apyron - AssetBundles (Unity Docs)

Manka «Pecypcbl» MOXET HAX0OUTLCA rAe YrogHo BHYTPM Bawwei nanku «AKTUBbI», U Bbl
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MOXEeTe MMETb HECKOJIbKO Manok ¢ MMeHeM «Pecypcbl». CoaepXxunmoe Bcex nanok «Pecypchbl»
06 beanHAeTCs BO BPEMS KOMMUNSALMN.

OCHOBHbIM COCOOOM 3arpy3kun akTuea 13 nanku «Pecypcbl» SBNSETCS UCMONb30BaHNe PyHKLMN
« Pecypcbl» . 9Ta OyHKUMS NPUHUMAET CTPOKOBbIA NapamMeTp, KOTOPbI MO3BONSET yKasaTb
nyTb K cpaiinny OTHOCUTENbHO nanku «Pecypcbl». ObpatuTe BHUMAHMNE, HTO BaM HE HYXHO
yKasblBaTb pacWwmpeHnst ¢oanos npy 3arpy3ke akTnea

public class ResourcesSample : MonoBehaviour {

void Start () {
//The following line will load a TextAsset named 'foobar' which was previously place
under 'Assets/Resources/Stackoverflow/foobar.txt'
//Note the absence of the '.txt' extension! This is important!

var text = Resources.Load<TextAsset> ("Stackoverflow/foobar") .text;
Debug.Log(string.Format ("The text file had this in it :: {0}", text));

O6'beKTbI, KOTOpble COCTOAT U3 HECKOJIbKNX 06'beKTOB, TakXxe MoryT ObIThb 3arpy>xeHbl n3
pecypcCoB. anMepaMVI ABNAKOTCA Takne O6'beKTbI, kak 3D-mopenu c TeKCTypamu, ncnevyeHHbiMn
nnn HeCKOHbKMMVICHpaMTaMM.

//This example will load a multiple sprite texture from Resources named "A_Multiple_Sprite"

var sprites = Resources.LoadAll ("A_Multiple_Sprite") as Spritel];

O6benunHsAA BCe 3TO

BoT oanH n3 Mmonx BCcnomorartesibHbIX KNaccoB, KOTOPbIE S UCMONb3YI0 ON5 3arpy3ku BCeX 3BYKOB
ans noboin nrpbl. Bel MoXeTe npukpennTtb 310 K ntobomy GameObject B cLeHe, 1 OH 3arpy3nT
yKasaHHble ayanodoarnnbl U3 nanku «Pecypcbl / 3ByKu»

public class SoundManager : MonoBehaviour ({
void Start () {

//An array of all sounds you want to load
var filesToLoad = new string[] { "Foo", "Bar" };

//Loop over the array, attach an Audio source for each sound clip and assign the
//clip property.
foreach(var file in filesToLoad) {

var soundClip = Resources.Load<AudioClip> ("Sounds/" + file);

var audioSource = gameObject.AddComponent<AudioSource> () ;

audioSource.clip = soundClip;
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NTorosble 3aMeTKM

1. Unity siBnsieTCcsi pa3yMHbIM, KOraa neno JOXOAUT OO0 BKJIOYEHNS akTUBOB B Bally COOpKY.
JNioboit 06 EKT, KOTOPLIN HE cepuannadyeTcs (T.e. UICNONb3YETCS B CLEHE, BKITIOYEHHON B
cbopky), ncknovaetcs ua cbopku. OAHAKO, yto ato HE npumeHseTcs kK nioboMy akTvBy B
nanke Pecypcebl. [loaTomy, He nepexoante 3a 60pT Npu fobaBneHN akTMBOB B 3Ty nanky

2. AKTUMBbI, KOTOPbIE 3arpy>xarTcs C UCNofb3oBaHNeM pecypcos. Load nnu
Resources.LoadAll MoryT 6biTb BbIrpy>XXeHbl B Oy AyLeM ¢ NOMOLbLO pecypcoBs. Pecypchl unm
pecypcbl Pecypcbl.UnloadAsset

lMpounTtante Pecypcbl oHnaiH: https://riptutorial.com/ru/unity3d/topic/4070/pecypcsl
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rnaBsa 32: CBsi3b C cepBepoM

Examples

Monyuuntb

Get nonyyaeT gaHHble ¢ Be6-CepBepa. U new wwi ("https://urlexample.con"); C Url, HO 6€3 BTOPOro
napameTtpa genaert Get .

T.C.

using UnityEngine;
using System.Collections;

public class ExampleClass : MonoBehaviour
{
public string url = "http://google.com";

IEnumerator Start ()
{
WWW www = new WWW(url); // One get.
yield return www;
Debug.Log (www.text); // The data of the url.

MNMpocTtas noyra (No4YTtoBbie NONA)

Kax obii ak3emnnsp WWW co BTOpbIM NapaMeTpoM - 3TO CO0bLeHME .
Huxe npveeneH npuMep OTNPaBKn naeHTughukaTopa ronbL3oBaress v rnaposis Ha cepsep.

void Login(string id, string pwd)

{
WWWForm dataParameters = new WWWForm() ; // Create a new form.
dataParameters.AddField ("username", id);
dataParameters.AddField ("password", pwd); // Add fields.
WWW www = new WWW(url+"/account/login",dataParameters) ;
StartCoroutine ("PostdataEnumerator", www) ;

IEnumerator PostdataEnumerator (WWW www)
{
yield return www;
if (!string.IsNullOrEmpty (www.error))
{
Debug.Log (Www.error) ;
}
else
{
Debug.Log ("Data Submitted");
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CoobuweHue (3arpy3utb cpann)

3arpyaka halina Ha cepBep - 3To TakXxe cooblweHne. Bol MoXxeTe nerko 3arpysvTtb goain yepes
WWW |, Kak mnoKa3aHo HuXxe:

3arpy3ka Zip-cpanna Ha cepsep

string mainUrl = "http://server/upload/";
string savelLocation;

void Start ()

{
saveLocation = "ftp:///home/xxx/x.zip"; // The file path.
StartCoroutine (PrepareFile());

// Prepare The File.
IEnumerator PrepareFile ()

{

Debug.Log ("saveloacation = " + savelLocation);

// Read the zip file.
WWW loadTheZip = new WWW (saveLocation);

yield return loadTheZip;

PrepareStepTwo (loadTheZip) ;

void PrepareStepTwo (WWW post)

{
StartCoroutine (UploadTheZip (post)) ;

// Upload.
IEnumerator UploadTheZip (WWW post)

{
// Create a form.
WWWEorm form = new WWWForm() ;

// Add the file.
form.AddBinaryData ("myTestFile.zip", post.bytes, "myFile.zip", "application/zip") ;

// Send POST request.
string url = mainUrl;
WWW POSTZIP = new WWW(url, form);

Debug.Log ("Sending zip...");
yield return POSTZIP;
Debug.Log ("Zip sent!");

B aTOM nprMepe OH 1crnonb3yeT conporpammy a5 NOAroTOBKM U 3arpy3ku dpaina, ecnu Bbl
X0TuTe y3HaTb H6onble o conporpamme Unity, nocetute Coroutines .
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OTnpaBka 3anpoca Ha cepBep

CyLiecTByeT MHOXECTBO crnocoboB 0bWeHnsi ¢ cepBepamu, Ncrnonbayowmnmi Unity B Ka4ecTse
KNMeHTa (HeKoTopble MeToLONOrnn nyyle OPYrux, B 3aBUCUMOCTM OT Bawwew uenv). Bo-nepsbix,
Heo6xoAMMo onpenenMTb Heob6X0ANUMOCTb TOro, YTOObI cepBep Mor adpPeKTMBHO OTNPABNATb
orepauumn Ha cepBep U ¢ Hero. B aToM nprMepe Mbl OTNPaBMM HECKOJIbKO JaHHbIX HA Hal CepBep
LN IPOBEPKMU.

Ckopee Bcero, NporpaMM1cT YCTaHOBUT Ha CBOEM CepBepe CBoero poaa 06paboTyumk, 4Tobbl
nonyyatb coObITMSI U OTBEYaTb Ha 3aNpPOChl COOTBETCTBEHHO, OAHAKO 3TO BbIXOAMUT 3a PaMKu
3TOro npumepa.

C#:

using System.Net;
using System.Text;

public class TestCommunicationWithServer

{

public string SendDataToServer (string url, string username, string password)

{
WebClient client = new WebClient () ;

// This specialized key-value pair will store the form data we're sending to the
server

var loginData = new System.Collections.Specialized.NameValueCollection();

loginData.Add ("Username", username);

loginData.Add ("Password", password);

// Upload client data and receive a response
byte[] opBytes = client.UploadValues (ServerIpAddress, "POST", loginData);

// Encode the response bytes into a proper string
string opResponse = Encoding.UTF8.GetString (opBytes) ;

return opResponse;

MepBoe, YTO HYXXHO caenatb - 3T0 6poCnTb B CBOM OnepaTopbl, KOTOPbIE NO3BONAIOT HAM
ncnonb3osaTtb knaccbl WebClient 1 NameValueCollection.

B atom npumepe dyHkuma SendDataToServer npyHuMaeT 3 (Heobs3aTeNbHbIX) CTPOKOBbIX
napameTpa:

1. Url cepBepa, ¢ KOTOpbIM Mbl 0bLaemcst
2. NepBas 4acTb OaHHbIX
3. Bropas yacTb BaHHbIX, KOTOpPbIE Mbl OTAPABNSEM Ha CEpBEP

Nmsa nonb3oBaTens 1 naposb - 3TO AOMONHUTENbHbIE fAHHbIE, KOTOPbLIE S OTNPABNSAD HA CEPBEP.
B aTom nprmepe Mbl MICNONb3yeM ero Ans nanbHeweln NnpoBepky M3 6asbl JaHHbIX MK Noboro
LPYroro BHEWHEero XxpaHunumua.
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Tenepb, KOraa Mbl HACTPOUNM Haly CTPYKTYPY, Mbl co3aaanm HoBbli WebClient, koTopblii 6yneT
NCnonb30BaTbCa ANA PaKTUYECKOM OTMNPaBKN HAWNX OAaHHbIX. Ternepb HaM Hy>XHO 3arpy3nTb
Hawwn gaHHble B Haw NameValueCollection 1 3arpy3uTb faHHble Ha cepsep.

dyHkums UploadValues Takxe npMHuMaeT 3 HeobxoaMMbIX napameTpa:

1. IP-appec cepsepa
2. Metog HTTP
3. [laHHble, KOTOpble Bbl OTApaBnseTe (MM NONb30BATENS 1 NAPO/b B HALIEM Cly4ae)

STa pyHKUMS BO3BpalaeT Maccus 6aiToB oTBeTa 0T cepBepa. Ham HyXHO 3akoampoBatb
BO3BpallaeMblii Maccus 6aiToB B NpaBMbHYIO CTPOKY, 4TOObI hak TMHecKuii Mor
MaHWNyMpoBaTh U aHanM3MpoBaTb OTBET.

Mo>Ho 6bino 6bl caenaTb 4TO-TO BPOAE 3TOrO:

if (opResponse.Equals (ReturnMessage.Success) )
{

Debug.Log ("Unity client has successfully sent and validated data on server.");

Tenepb Bbl BCE ellie MOXeTe CMyTUTb, MOSTOMY, 5 AyMalo, S AaM KpaTtkoe 06 bsCHeHne Toro, Kak
obpalatbcs C CepBEepPOM OTBETOB Ha CTOPOHE.

B aTom npumepe s 6yay ncnonb3osatb PHP ans obpaboTtky otBeTa OT KNneHTa. A Obl
pekoMeHaoBan ucrnonb3osatb PHP B kayecTBe MCXOO4HOro Koga ans cueHapues, NOTOMY 4TO OH
cynep yHMBepcaneH, NpoCcT B UCMOJIb30BaHNM W, caMoe rnaBHoe, bbicTpo. OnpeaeneHHo ecTb
apyrue cnocobbl 06paboTky 0TBETA HA CEpBEpPE, HO, Ha Mol B3rnsa, PHP - camas npocTas v
npocrtas peanusaums B Unity.

PHP:

// Check to see if the unity client send the form data
if (!isset ($_REQUEST(['Username']) || !isset ($_REQUEST['Password']))
{
echo "Empty";
}

else

{

// Unity sent us the data - its here so do whatever you want

echo "Success";

Tak 4TO 3TO camas BaxHas 4acTb - «3x0». Korga Haw KAneHT 3arpyxaeT faHHble Ha CEepPBep,
KNIMEHT COXpaHsieT OTBET (MM pecypc) B 3TOT Maccue 6ainToB. Kak TONbKO KAMEHT NONYYnNT
OTBET, Bbl 3HAETE, 4YTO AaHHblE ObiN NPOBEPEHDI, U Bbl MOXETE NEPENTN HA KIMEHT Nocne Toro,
Kak 370 cobblTne npounsowsno. Bam Takxe Hy>XXHO noayMaTb O TOM, Kakoi TUM AaHHbIX Bbl
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oTnpaBnsieTe (B HEKOTOPOW CTENEHM) M KaK MUHMMN3MPOBATb CyMMY, KOTOPYIO Bbl OTNPaBnseTe.

Takmm 06pa3om, 370 TONbKO OJMH cnocod oTnpaBky / MONy4YeHns AaHHbIX oT Unity - ecTb gpyrue
cnocobbl, KoTopble MOryT 6bITb 6onee agpPEKTUBHBIMM A5 BAC B 3aBMCUMOCTW OT BaLEro
npoekTa.

MpounTtanTte CBA3b C cepBepoM oHNawH: https://riptutorial.com/ru/unity3d/topic/5578/cBa3b-c-
cepeepom
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rnasa 33: ceteun

3aMmedyaHusa

BesronoBbin pexum B Unity

Ecnu Bbl co3naeTe cepsep ONns passepTbiBaHWS B Linux, HacTponku Build nmerot onumio
«Bbesronosbi pexum». MNMpuknagHas cbopka ¢ aTOW onumen HUYero He otobpaxaeT n He YnTaeT
BBOL NONb30BaTeNs, 4To 06bIYHO TpebyeTcs Ans cepeepa.
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Examples

Co3pnaHue cepBepa, KJIMeHTa U OTNpaBKa COOOLLLEeHMS.

Unity networking npenoctasnsiet API Boicokoro ypoBHsi (HLA) anst o6paboTtkm abcTparmpoBaHus
CETEBbIX KOMMYHUKALMIA C peann3aunii HU3KOro YPOBHS.

B atom npmMepe Mbl yBnanm, Kak co3natb cepBep, KOTOprI7I MOXET CBA3blBATbCA C OOHUM NN
HECKO/IbKNMU KJTMEHTaMN.

HLA no3sonset HaMm nerko cepmnann3oBaTb KJjiaCC 1 OTNpPaBNATb 06bEeKTbl 3TOro Knacca no ceTu.

Knacc, KOTOprﬁ Mbl UCMOJIb3yEeM ONnsA cepuaaindauumumn

ATOT Knacc [oNXeH HacnenoeaTtb 0T MessageBase, B 3TOM NpUMepe Mbl MPOCTO OTNPaBuUM
CTPOKY BHYTpW 3TOro Knacca.

using System;
using UnityEngine.Networking;

public class MyNetworkMessage : MessageBase

{

public string message;

Co3paHue cepBepa

Mbl co3paem cepsep, KOTopbI npocnywusaeT nopt 9999, nonyckaet makcumym 10
NOIKJIIOYEHWIA N CUMTBLIBAET 00BEKThI N3 CETU HaWero Nonb3oBaTeNbCckoro Knacca.

HLA cBa3biBaeT pasnnyHble TUMbl CO0bLWeHWI ¢ naeHTUgukaTtopom. CylecTsyeT T1n
coobLweHniA No yMonyaHuio, onpeaeneHHblin B knacce MsgType 13 Unity Networking. Hanpumep,
TN NOAKNI0YEHUA UMeeT naeHTudukaTtop 32, N OH Bbi3blBAETCH HA cepBepe, Koraa KameHTt
NOAKOYAETCSA K HEMY UKW KIMEHT, KOr4a OH NoAKoYaeTcs Kk cepsepy. Bol MoxeTe
perncTpupoBatb 06paboTUnKK ANs yNpaBneHns PasnnyHbIMA TUMamMm coobLeHWIA.

Korga Bbl oTnpasnsdaeTe COOCTBEHHDbI Knacc, Hanpumep Haul cnyqa|7|, Mbl onpenensaem
O6p8.60T‘-IVIKI/I C HOBbIM NOEHTUUKATOPOM, CBA3AHHbIM C K/1aCCOM, KOTOprI7I Mbl OTrNpaBndeM no
ceTn.

using UnityEngine;
using System.Collections;
using UnityEngine.Networking;

public class Server : MonoBehaviour ({
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int port = 9999;
int maxConnections = 10;

// The id we use to identify our messages and register the handler
short messageID = 1000;

// Use this for initialization

void Start () {
// Usually the server doesn't need to draw anything on the screen
Application.runInBackground = true;
CreateServer () ;

void CreateServer () {
// Register handlers for the types of messages we can receive
RegisterHandlers ();

var config = new ConnectionConfig ();

// There are different types of channels you can use, check the official documentation
config.AddChannel (QosType.ReliableFragmented);

config.AddChannel (QosType.UnreliableFragmented);

var ht = new HostTopology (config, maxConnections);

if (!NetworkServer.Configure (ht)) {
Debug.Log ("No server created, error on the configuration definition");
return;

} else {

// Start listening on the defined port
if (NetworkServer.Listen (port))
Debug.Log ("Server created, listening on port: " + port);
else
Debug.Log ("No server created, could not listen to the port: " + port);

void OnApplicationQuit () {
NetworkServer.Shutdown ();

private void RegisterHandlers () {
// Unity have different Messages types defined in MsgType
NetworkServer.RegisterHandler (MsgType.Connect, OnClientConnected);
NetworkServer.RegisterHandler (MsgType.Disconnect, OnClientDisconnected);

// Our message use his own message type.
NetworkServer.RegisterHandler (messagelID, OnMessageReceived);

private void RegisterHandler (short t, NetworkMessageDelegate handler) {
NetworkServer.RegisterHandler (t, handler);

void OnClientConnected (NetworkMessage netMessage)
{

// Do stuff when a client connects to this server

// Send a thank you message to the client that just connected
MyNetworkMessage messageContainer = new MyNetworkMessage () ;
messageContainer.message = "Thanks for Jjoining!";
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// This sends a message to a specific client, using the connectionId
NetworkServer.SendToClient (netMessage.conn.connectionId, messagelD, messageContainer);

// Send a message to all the clients connected
messageContainer = new MyNetworkMessage () ;
messageContainer.message = "A new player has conencted to the server";

// Broadcast a message a to everyone connected
NetworkServer.SendToAll (messagelD,messageContainer) ;

void OnClientDisconnected (NetworkMessage netMessage)

{

// Do stuff when a client dissconnects

void OnMessageReceived (NetworkMessage netMessage)
{
// You can send any object that inherence from MessageBase
// The client and server can be on different projects, as long as the MyNetworkMessage
or the class you are using have the same implementation on both projects
// The first thing we do is deserialize the message to our custom type
var objectMessage = netMessage.ReadMessage<MyNetworkMessage> () ;
Debug.Log ("Message received: " + objectMessage.message);

KnueHT

Tenepb Mbl co3pnaem KnueHt

using System;
using UnityEngine;
using UnityEngine.Networking;

public class Client : MonoBehaviour

{
int port = 9999;
string ip = "localhost";

// The id we use to identify our messages and register the handler
short messageID = 1000;

// The network client
NetworkClient client;

public Client ()

{
CreateClient ();

void CreateClient ()

{

var config = new ConnectionConfig ();
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// Config the Channels we will use
config.AddChannel (QosType.ReliableFragmented);
config.AddChannel (QosType.UnreliableFragmented);

// Create the client ant attach the configuration
client = new NetworkClient ();
client.Configure (config,l);

// Register the handlers for the different network messages
RegisterHandlers () ;

// Connect to the server
client.Connect (ip, port);

// Register the handlers for the different message types
void RegisterHandlers () {

// Unity have different Messages types defined in MsgType
client.RegisterHandler (messagelID, OnMessageReceived);
client .RegisterHandler (MsgType.Connect, OnConnected);
client.RegisterHandler (MsgType.Disconnect, OnDisconnected);

void OnConnected (NetworkMessage message) {
// Do stuff when connected to the server

MyNetworkMessage messageContainer = new MyNetworkMessage () ;
messageContainer.message = "Hello server!";

// Say hi to the server when connected
client.Send(messagelD,messageContainer) ;

void OnDisconnected (NetworkMessage message) {
// Do stuff when disconnected to the server

// Message received from the server
void OnMessageReceived (NetworkMessage netMessage)
{
// You can send any object that inherence from MessageBase
// The client and server can be on different projects, as long as the MyNetworkMessage
or the class you are using have the same implementation on both projects
// The first thing we do is deserialize the message to our custom type
var objectMessage = netMessage.ReadMessage<MyNetworkMessage> () ;

Debug.Log ("Message received: " + objectMessage.message);

Mpountante ceter oHnamH: https://riptutorial.com/ru/unity3d/topic/5671/ceten
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rnasa 34: CUHINTOHbI B eOUHCTBE

3aMmedyaHusa

HecMoTps Ha TO, YTO ECTb MbIC/IW, KOTOPbIE NPUBOASIT K apryMeHTam, nodemy 6e3ycnoBHoe
ncrnonb3oeaHue Singletons - nnoxas nges, Hanpumep Singleton on
gameprogrammingpatterns.com , 6bIBalOT Cnyyau, Koraa Bbl 3axoTuTe coxpaHntb GameObject B
Unity B HECKONbKMX cLeHax (Hanpumep, ons 6ecloBHON POHOBO My3blku) obecneynBas npu
9TOM CyWecTBOBaHNE He 60nee 04HOro 9K3eEMNNNAPA; MaeasnbHbI BApUaHT NCMONb30BaHMS ANs
Singleton.

[o6asne aToT ckpunT B GameObject, kak ToNbko OH ByaeT co3naH (Hanpumep, BK/OYMB €ro rae
YroZHO B CLIEHY), OH OCTAHETCS akTMBHbIM BO BCEX CLEHApWsX, N TONbKO OAMH 3k3emnnsp bynert
Koroa-nmbo cyuecTsoBaThb.

ScriptableObject ( UnityDoc ) ak3emnnsipbl obecneymBaroT 4eNCTBUTENbHYIO anbTepHATUBY
OONHOYKKN ONS HEKOTOPbLIX CNydYaes NPUMEHEHUS. XOTS OHU He NoapasyMeBaloT
NPUHYONTENbHOE NMPUMEHEHWE NpaBuia eJUHCTBEHHOrO 9K3eMIspa, OHN COXPaHSIOT CBOe
COCTOSIHME MeX Yy CLUeHaMM U NpekpacHo nrpatT ¢ npoueccom cepuanuadaumm Unity. OHu Takxe
CMocoBCTBYIOT VIHBEPCUN KOHTPOJS, MOCKONbKY 3aBUCUMOCTM BBOASTCS Hepes penakTop .

// MyAudioManager.cs
using UnityEngine;

[CreateAssetMenu] // Remember to create the instance in editor
public class MyAudioManager : ScriptableObject {

public void PlaySound() {}
}

// MyGameObject.cs
using UnityEngine;

public class MyGameObject : MonoBehaviour

{
[SerializeField]
MyAudioManager audioManager; //Insert through Inspector

void OnEnable ()
{

audioManager.PlaySound () ;

aanbHeuLlee YyteHue
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Peanusauusa Singleton B C #

Examples

BbinonHeHue ¢ ucnonb3aosaHueM RuntimelnitializeOnLoadMethodAttribute

HauymHasg ¢ Unity 5.2.5 , MOXHO ucnonb3osatb RuntimelnitializeOnLoadMethodAttribute ons
BbINONIHEHUS NOTMKW MHULManu3auum B 0bxon nopsaka vernonHeHns MonoBehaviour . OH
obecneynBaeT BO3MOXHOCTb CO3LaHNs 6onee YNCTOW U HaLeXHOW peannsaumu:

using UnityEngine;

sealed class GameDirector : MonoBehaviour

{

// Because of using RuntimeInitializeOnLoadMethod attribute to find/create and
// initialize the instance, this property is accessible and

// usable even in Awake () methods.

public static GameDirector Instance

{

get; private set;

// Thanks to the attribute, this method is executed before any other MonoBehaviour
// logic in the game.

[RuntimeInitializeOnLoadMethod (RuntimeInitializelLoadType.BeforeScenelLoad) ]

static void OnRuntimeMethodLoad ()

{

var instance = FindObjectOfType<GameDirector> () ;

if (instance == null)
instance = new GameObject ("Game Director") .AddComponent<GameDirector> () ;

DontDestroyOnLoad (instance) ;

Instance = instance;
}
// This Awake () will be called immediately after AddComponent () execution
// in the OnRuntimeMethodLoad (). In other words, before any other MonoBehaviour's

// in the scene will begin to initialize.
private void Awake ()
{
// Initialize non-MonoBehaviour logic, etc.
Debug.Log ("GameDirector.Awake ()", this);

Pe3ynbTumpyowmii NopsaoK BbINOMHEHUS:

g ~AW NP

. GameDirector.OnRuntimeMethodLoad () 3aMYyLEH ...
. GameDirector.Awake ()

. GameDirector.OnRuntimeMethodLoad () 3aBEPLWEHO.
. OtherMonoBehaviourl.Awake ()

. OtherMonoBehaviour2.Awake () U T.Jl.
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MNMpocTton Singleton MonoBehaviour B Unity C #

B aTOM Nprmepe YacTHbI cTaTUYecKunid 3K3eMnnsp Knacca 06 bsaBnseTcs B Hayane.

3Ha4yeHue CTaTM4ecKoro nong pacnpenenseTcs Mexay aK3emnnsapamm, nodToMy , eCnm HOBbIN
9K3eMnnsp 3TOro knacca nonyyaeT co3naH , it OyaeT HalTK CCblKy Ha NepBblii 06 bekT
Singleton, paspylmB HOBbI 3K3eMnAsAp (MM ero UrPOBO 06 bEKT).

using UnityEngine;
public class SingletonExample : MonoBehaviour ({
private static SingletonExample _instance;
void Awake () {
if (_instance == null) {

_instance = this;
DontDestroyOnLoad (this.gameObject) ;

//Rest of your Awake code

} else {
Destroy (this);

//Rest of your class code

NMpoaBuHYTOE €AUHCTBO Singleton

B aTom npumepe coyeTaroTCs HECKONBbKO BapMaHTOB OLHOMONb30BATENLCKMX MOHOOIOKOB
MonoBehaviour, HangeHHbIx B IHTepHeTe, B OLHOM U NO3BONSAIOT U3MEHATbL €ro NoBefeHne B
3aBUCUMOCTHM OT rnobanbHbIX CTATUYECKMX NONE.

9T10T NpuMep HbIN NPOTECTUPOBAH C NcMoNb3oBaHWeM Unity 5. YTobbl ncnonb3oBaTb 3T0T
CUHINITOH, BCE, YTO BaM Hy>XXHO clenaTb, 3TO pacliMpuTb €ro cneayowwmm 06pasoM: public class
MySingleton : Singleton<MySingleton> {} . BaM TakxXe MoXeT NoTpeboBaTbCs Nepeonpenenuntb
AwakeSingleton YTOObI UCMONb30BATb €r0 BMECTO OObIYHOrO awake . [lN51 AanbHeWeR HAaCTPOVKM
N3MEHNTE 3HAYEHMS MO YMONHYaHMIO ANS CTaTUYECKMX MOMeM, Kak OnMcaHo HUXe.

1. 9T1a peannsaums ncnonbadyet atpmbyT DisallowMultipleComponent ons XxpaHeHUst 0AHOro
ak3emnngapa Ha GameObject.

2. OTOT Knacc sBnseTcs abCTpakTHLIM 1 MOXET OblTb pacwmpeH Tobko. OH Takxe
COLEPXMUT OAMH BUPTyasbHbIA METOL, AwakeSingleton KOTOPbLIA HEOOXOAUMO
nepeonpenennTb, BMECTO TOro 4TobObl peann3oBaTb 0ObIYHbIN aAwake .

3. O1a peanuzaumns sBnsieTcs NOTOKO6E30MaCHOIA.
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. OTOT CUHIITOH ONTUMU3NPOBAH. MICNOMb3YS instantiated PNaxka BMECTO ak3emnngpa null

check, Mbl n3beraem HaknanHbIX Pacxo4oB, CBA3aHHbIX C peanmdauuneit Unity onepartopa ==
. (YuTaTtb panbue )

. 9T1a peann3auunga He N03BOJISET Bbi3BATb BbI30Bbl OOMHOYHOI O 3K3emnnspa, Koroa oH

cobuvpaeTcs yHUYTOXUTb Unity.

. DTOT CUHTNTOH NOCTaBNSETCS CO cnegyroumnMn napamMeTpamn:

FindInactive : UICKATb APYrue aKk3eMnnsipbl KOMNOHEHTOB TOrO Xe Tuna, NoOAKNIOYEHHbIE K
HeakTuBHOMYy GameObject.

Persist : COXPAHATb NN XUBble 00 bEKTbl MEXAY CLEHAMN.

DestroyOthers | YHUH4TOXMUTb NN Kakme-nmbo Opyrne KOMNOHEHTbl OJHOro Tna 1 COXpaHUTb
TONbKO OOUH.

Lazy : YCTAHOBUTb OOMHOYHBIA 9K3EMNASP «HA NeTy» (B awake ) U TONbKO «MO
TpeboBaHuMio» (KOraa Bbi3blBAETCA reTTep).

using UnityEngine;

[DisallowMultipleComponent ]

public abstract class Singleton<T> : MonoBehaviour where T : Singleton<T>

{

private static volatile T instance;

// thread safety

private static object _lock = new object();

public static bool FindInactive = true;

// Whether or not this object should persist when loading new scenes. Should be set in

Init ().

public static bool Persist;

// Whether or not destory other singleton instances if any. Should be set in Init ().
public static bool DestroyOthers = true;

// instead of heavy comparision (instance != null)

// http://blogs.unity3d.com/2014/05/16/custom—operator-should-we-keep—-it/

private static bool instantiated;

private static bool applicationIsQuitting;

public static bool Lazy;

public static T Instance

{

get
{
if (applicationIsQuitting)
{
Debug.LogWarningFormat (" [Singleton] Instance '{0}' already destroyed on
application quit. Won't create again - returning null.", typeof(T));

return null;
}
lock (_lock)
{
if (!instantiated)
{
Object[] objects;

if (FindInactive) { objects = Resources.FindObjectsOfTypeAll (typeof (T)); }
else { objects = FindObjectsOfType (typeof (T)); 1}
if (objects == null || objects.Length < 1)
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GameObject singleton = new GameObject ();

singleton.name = string.Format ("{0} [Singleton]", typeof (T));

Instance = singleton.AddComponent<T> () ;

Debug.LogWarningFormat (" [Singleton] An Instance of '{0}' is needed in
the scene, so '{1l}' was created{2}", typeof(T), singleton.name, Persist ? " with
DontDestoryOnLoad." : ".");

}
else if (objects.Length >= 1)
{
Instance = objects[0] as T;
if (objects.Length > 1)
{
Debug.LogWarningFormat (" [Singleton] {0} instances of '{1}'!",
objects.Length, typeof(T));
if (DestroyOthers)
{
for (int 1 = 1; i < objects.Length; i++)
{
Debug.LogWarningFormat (" [Singleton] Deleting extra '{0}'
instance attached to '"{1}'", typeof(T), objects[i].name);
Destroy (objects[i]);

}

return instance;

}

return instance;

}
protected set
{
instance = value;
instantiated = true;
instance.AwakeSingleton () ;
if (Persist) { DontDestroyOnLoad (instance.gameObject); }

// if Lazy = false and gameObject is active this will set instance
// unless instance was called by another Awake method
private void Awake ()
{
if (Lazy) { return; }
lock (_lock)
{
if (!instantiated)
{
Instance = this as T;
}
else if (DestroyOthers && Instance.GetInstanceID() != GetInstanceID())
{
Debug.LogWarningFormat (" [Singleton] Deleting extra '{0}' instance attached to
'{1}'", typeof(T), name);
Destroy (this);

// this might be called for inactive singletons before Awake if FindInactive = true
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protected virtual void AwakeSingleton () {}

protected virtual void OnDestroy ()
{
applicationIsQuitting = true;
instantiated = false;

Peanunsauus Singleton yepe3 6a30Bbil Knacc

B npoekTax, KOTOpble MMEIOT HECKOBbKO OLHOSNEMEHTHbIX KNAcCoB (Kak 370 YacTo bbiBaeT),
MOXeT ObITb YMCTO 1 yOobHO abcTparmpoBaTh NoBeaeHue singleton k 6a3oBoMy Knaccy:

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

public abstract class MonoBehaviourSingleton<T> : MonoBehaviour ({

private static Dictionary<Type, object> _singletons
= new Dictionary<Type, object>();

public static T Instance {
get {
return (T)_singletons[typeof (T)];

void OnEnable () {
if (_singletons.ContainsKey (GetType())) {
Destroy (this);
} else {
_singletons.Add (GetType (), this);
DontDestroyOnLoad (this) ;

MonoBehaviour MOXeT 3aTeM peann3oBaTtb OLHO3NEMEHTHbIV WabGNoH, paclumpus

MonoBehaviourSingleton. Takoi noaxon No3BONSET NCMONb30BaTh WabNOH C MUHUMANbHbLIM
pa3mMepoM Ha caM CUHTNTOH:

using UnityEngine;
using System.Collections;

public class SingletonImplementation : MonoBehaviourSingleton<SingletonImplementation> {
public string Text= "String Instance";

// Use this for initialisation
IEnumerator Start () {
var demonstration = "SingletonImplementation.Start () \n" +
"Note that the this text logs only once and\n"

"only one class instance is allowed to exist.";
Debug.Log (demonstration) ;
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yield return new WaitForSeconds (2f);
var secondInstance = new GameObject ();
secondInstance.AddComponent<SingletonImplementation> () ;

O6paT|/|Te BHMMaHuMe, 410 0 OHUM N3 NpenmyLlecTB wabnoHa singleton ABN4eTCd 10, 4TO CCblnkKa
Ha 3K3eMnnsap MOXeT 6bITb nony4dyeHa Ctatn4eckun:

// Logs: String Instance
Debug.Log (SingletonImplementation.Instance.Text) ;

NmeiTe B BUAY, Y4TO 3Ty NPaKTWKy cneayet MMHUMU3NPOBATb, YTOObI yMEHbLWMNTb CLEMNEHNE.
OTOT NOAXOL TaKXe UMeeT HEOONbLIYIO MPON3BOANTENBHOCTD M3-32 UCMONb30BaHNS CNOBaps,
HO NMOCKO/IbKY 3Ta KONNeKuus MOXeT codepXaTb TONbKO OAMH 3K3eMNNAp Kaxaoro
OLHO3/MIEMEHTHOr 0 Kflacca, KOMNPOMUCC C TOYKM 3peHuns npuHumna DRY («He nosTopsiTe
cebs1»), YNTAeMOCTN 1 YO0OHbIA MaNeHbKUA.

LLlabnoH Singleton ¢ ucnonb3aosaHueM cuctembl Entity-Componity Unitys

OcHoBHasi nges cocTomT B TOM, 4TOObI ncnonb3oBaTb GameObjects ons npencraBneHns
CVHINEeTOB, KOTOPbIE UMEKT HECKOIbKO NPENMYLLECTB:

o CoxpaHsieT CNOXHOCTb OO MUHUMYMA, HO NOAOEPXMUBAET KOHLUEMNUMN, TaKMe KakK MHbEeKLNs
3aBucCUMoCTen

* CUHINTOHbI UMEKT HOPMAsbHbIA XU3HEHHbI LMK Unity Kak YacTb cuctemsl Entity-
Component

e CUHrNTOHbI MOTYT BblTb NIEHMBO 3arpy>XeHbl 1 K3WNPOBaHbI NOKaNbHO, Fae 3To He0HX0ANUMO
(Hanpumep, B UMKNax 0OHOBNEHUS)

* He TpebyeTcs cTatnyeckux none

¢ He HyXHO n3meHsTb cyuwecTtyowme MonoBehaviours / Components, 4Tobbl UCMONb30BaThb
nx kak Singletons

« Jlerko nepesarpy3utbcs (MpocTo yHU4ToXbTe GameObject Singletons), 6yneTt cHoBa
3arpy>XeH ¢ NieHn npu cneayrowem Ncnonb3osBaHum

* Jlerko BBOANTb HACMELWKHN (NPOCTO NHNLNANNINPYATE ero MakeToM rnepes ero
NCNonb30BaHUEM)

 [lpoBepka 1 HacTpoiika ¢ UCNoNIb30BaHNEM 0bbIYHOro peaakTopa Unity n Moxer
NpPoun3onTn yXe BO BpeMs pepaktopa ( CHuMok akpaHa Singleton, 4OCTyrHbIA B pefaktope
Unity )

Test.cs (KOTOpbI NCNONb3yeT npuMep singleton):

using UnityEngine;
using UnityEngine.Assertions;

public class Test : MonoBehaviour ({
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void Start () {
ExampleSingleton singleton = ExampleSingleton.instance;

Assert.IsNotNull (singleton); // automatic initialization on first usage
Assert.AreEqual ("abc", singleton.myVarl);

singleton.myVarl = "123";

// multiple calls to instance() return the same object:

Assert.AreEqual (singleton, ExampleSingleton.instance);
Assert.AreEqual ("123", ExampleSingleton.instance.myVarl);

ExampleSingleton.cs (KOTOpbI COAEPXUT NMPUMEP U OeACTBUTENbHbIN Knacc Singleton):

using UnityEngine;
using UnityEngine.Assertions;

public class ExampleSingleton : MonoBehaviour ({
public static ExampleSingleton instance { get { return Singleton.get<ExampleSingleton>();

public string myVarl = "abc";
public void Start () { Assert.AreEqual (this, instance, "Singleton more than once in
scene"); }

}

/// <summary> Helper that turns any MonBehaviour or other Component into a Singleton
</summary>
public static class Singleton {
public static T get<T>() where T : Component {
return GetOrAddGo ("Singletons") .GetOrAddChild ("" + typeof (T)) .GetOrAddComponent<T> () ;
}
private static GameObject GetOrAddGo (string goName) {
var go = GameObject.Find (goName) ;
if (go == null) { return new GameObject (goName); }
return go;

public static class GameObjectExtensionMethods {
public static GameObject GetOrAddChild(this GameObject parentGo, string childName) {
var childGo = parentGo.transform.FindChild (childName) ;

if (childGo != null) { return childGo.gameObject; } // child found, return it
var newChild = new GameObject (childName) ; // no child found, create it
newChild.transform.SetParent (parentGo.transform, false); // add it to parent

return newChild;

public static T GetOrAddComponent<T> (this GameObject parentGo) where T : Component {
var comp = parentGo.GetComponent<T>();
if (comp == null) { return parentGo.AddComponent<T>(); }
return comp;

IBa MeTona pacwupeHus ang GameObject nonesHbl U B opyrux CUTyaunsix, eCNv Bam He HyXHbl
OHW, Nepemellas nx BHyTpu knacca Singleton v genas nux 3akpbiTbIMU.

MonoBehaviour & ScriptableObject Ha ocHoBe Singleton Class
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BonbwuHcTBO NprMepoB Singleton ncnonbaytoT MonoBehaviour kak 6a30Bblit knacc. OCHOBHbIM
HeLOCTaTKOM SBNSETCSA TO, Y4TO 3TOT Knacc Singleton paboTaeT TONbKO BO BPEMS BbINOHEHWS.
OTO UMEET HEKOTOpPbIE HEQOCTATKN:

« HeT cnocoba npsiMoro penakTUpoBaHus nonew singleton, KpoMe M3MEHEHUs Koaa.

* Hwukakoi cnocob coxpaHuTb CCbiNKy Ha Apyrve akTuBbl Ha Singleton.

¢ HeBO3MOXHO YCTaHOBMTb CUHINTOH B KAYECTBE MecTa Ha3HayveHus cobbiTns Unity Ul. A B
KOHEYHOM MTOre UCMNob3yH TO, YTO S HAa3blBaK «[1POKCU-KOMMOHEHTbI», YTO €ro
€OUHCTBEHHOE NPeaNioXeHne COCTONT B TOM, 4TOObl UMETb 1 NNHENHbI METOA, KOTOPbIV
BbI3biBaeT «GameManager.Instance.SomeGlobalMethod ()».

Kak oTMeyanoch B npMMeyYaHunsx, CylWeCcTBYOT peanndaumm, KOTopbie NbiTaTCA PeEWnTb 3T0,
ncnonb3ays ScriptableObjects B kayecTBe 6a30BOro kfacca, Ho TepsiloT NPenMyLecTBa
MonoBehaviour BO BpeMsi BbINONHEHUS. DTa peanv3auus pewaeTt 3Tu Nnpobnembl, NCMONb3ys
ScriptableObject kak 6a30Bblit Knacc 1 ces3aHHoe ¢ HUM MonoBehavior BoO BpeMsi BbINOHEHUS:

¢ OTO aKTuB, MO3TOMY €ro CBOWCTBA MOryT ObITb OBHOBNEHBI B peakTope, Kak 1 noboi
npyron pecypc Unity.

» OH oTnnyHO paboTaeT ¢ npoueccom cepuranunsaumm Unity.

* Mo>XHO HasHau4nTb CCbIIKMN Ha Ssingleton opyrum pecypcam u3 penakropa (3aByuCcCUMOCTH
BBOLSTCS Yepes penakrtop).

» CobbITust Unity MOryT HanpsiMyto Bbi3blBaTb MeToAbl Ha Singleton.

* MoXHO BbI3BaTb €ro n3 nbow ToukM B 6ase koaa, MCNoNb3ys «
SingletonClassName.Instance»

» ViMeeT gocTyn K cobbiTUSM BpemeHn MonoBehaviour n Takum metonam, kak: O6HOBNEHNE,
MpobyxaneHune, Ctapt, PukcUpdate, StartCoroutine n 1. .

/************************************************************

* Better Singleton by David Darias

* Use as you like - credit where due would be appreciated :D
* Licence: WIFPL V2, Dec 2014

* Tested on Unity v5.6.0 (should work on earlier versions)

* 03/02/2017 - v1.1

* **********************************************************/

using System;
using UnityEngine;
using SingletonScriptableObjectNamespace;

public class SingletonScriptableObject<T> :
SingletonScriptableObjectNamespace.BehaviourScriptableObject where T :
SingletonScriptableObjectNamespace.BehaviourScriptableObject
{
//Private reference to the scriptable object
private static T _instance;
private static bool _instantiated;
public static T Instance
{
get
{

if (_instantiated) return _instance;
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var singletonName = typeof (T) .Name;

//Look for the singleton on the resources folder

var assets = Resources.LoadAll<T>("");

if (assets.Length > 1) Debug.LogError ("Found multiple " + singletonName + "s on
the resources folder. It is a Singleton ScriptableObject, there should only be one.");

if (assets.Length == 0)

{

_instance = CreatelInstance<T>();

Debug.LogError ("Could not find a " + singletonName + " on the resources
folder. It was created at runtime, therefore it will not be visible on the assets folder and
it will not persist.");

}

else _instance = assets[0];

_instantiated = true;

//Create a new game object to use as proxy for all the MonoBehaviour methods

var baseObject = new GameObject (singletonName) ;

//Deactivate it before adding the proxy component. This avoids the execution of
the Awake method when the the proxy component is added.

baseObject.SetActive (false);

//Add the proxy, set the instance as the parent and move to DontDestroyOnLoad
scene

SingletonScriptableObjectNamespace.BehaviourProxy proxy =
baseObject .AddComponent<SingletonScriptableObjectNamespace.BehaviourProxy> () ;

proxy.Parent = _instance;

Behaviour = proxy;

DontDestroyOnLoad (Behaviour.gameObject) ;

//Activate the proxy. This will trigger the MonoBehaviourAwake.

proxy.gameObject.SetActive (true) ;

return _instance;

}

//Use this reference to call MonoBehaviour specific methods (for example StartCoroutine)

protected static MonoBehaviour Behaviour;

public static void BuildSingletonInstance () {
SingletonScriptableObjectNamespace.BehaviourScriptableObject i = Instance; }

private void OnDestroy(){ _instantiated = false; }

// Helper classes for the SingletonScriptableObject
namespace SingletonScriptableObjectNamespace
{
#if UNITY_EDITOR
//Empty custom editor to have cleaner UI on the editor.
using UnityEditor;
[CustomEditor (typeof (BehaviourProxy)) ]
public class BehaviourProxyEditor : Editor
{

public override void OnInspectorGUI () {}

#endif

public class BehaviourProxy : MonoBehaviour
{

public IBehaviour Parent;

public void Awake () { if (Parent != null) Parent.MonoBehaviourAwake (); }
public void Start () { if (Parent != null) Parent.Start(); }

public void Update() { if (Parent != null) Parent.Update(); }

public void FixedUpdate () { if (Parent != null) Parent.FixedUpdate(); }
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public interface IBehaviour
{
void MonoBehaviourAwake () ;
void Start ();
void Update () ;
void FixedUpdate () ;

public class BehaviourScriptableObject : ScriptableObject, IBehaviour
{

public void Awake () { ScriptableObjectAwake(); }

public virtual void ScriptableObjectAwake () { }

public virtual void MonoBehaviourAwake () { }

public virtual void Start () { }

public virtual void Update () { }

public virtual void FixedUpdate () { }

3necb npuseneH npumep singleton-knacca GameManager ¢ ICNONb30BaHMEM
SingletonScriptableObject (¢ 60nblWMM KONMYECTBOM KOMMEHTAPUEB):

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

//this attribute is optional but recommended. It will allow the creation of the singleton via
the asset menu.

//the singleton asset should be on the Resources folder.

[CreateAssetMenu (fileName = "GameManager", menuName = "Game Manager", order = 0)]

public class GameManager : SingletonScriptableObject<GameManager> {

//any properties as usual
public int Lives;
public int Points;

//optional (but recommended)

//this method will run before the first scene is loaded. Initializing the singleton here
//will allow it to be ready before any other GameObjects on every scene and will

//will prevent the "initialization on first usage".

[RuntimeInitializeOnLoadMethod (RuntimeInitializeLoadType.BeforeSceneload) ]

public static void BeforeScenelLoad() { BuildSingletonInstance(); }

//optional,

//will run when the Singleton Scriptable Object is first created on the assets.

//Usually this happens on edit mode, not runtime. (the override keyword is mandatory for
this to work)

public override void ScriptableObjectAwake () {

Debug.Log (GetType () .Name + " created." );
}
//optional,
//will run when the associated MonoBehavioir awakes. (the override keyword is mandatory

for this to work)
public override void MonoBehaviourAwake () {
Debug.Log (GetType () .Name + " behaviour awake." );
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//A coroutine example:

//Singleton Objects do not have coroutines.

//1if you need to use coroutines use the atached MonoBehaviour
Behaviour.StartCoroutine (SimpleCoroutine());

//any methods as usual
private IEnumerator SimpleCoroutine () {
while (true) {
Debug.Log (GetType () .Name + " coroutine step." );
yield return new WaitForSeconds (3);

//optional,
//Classic runtime Update method (the override keyword is mandatory for this to work).

public override void Update () {

//optional,

//Classic runtime FixedUpdate method (the override keyword is mandatory for this to work).

public override void FixedUpdate () {

/*
* Notes:

* - Remember that you have to create the singleton asset on edit mode before using it. You
have to put it on the Resources folder and of course it should be only one.

* - Like other Unity Singleton this one is accessible anywhere in your code using the

"Instance" property i.e: GameManager.Instance

*/

MpounTtante CUHIATOHbI B €QMHCTBE OHNarH: https://riptutorial.com/ru/unity3d/topic/2137/
CUHT NTOHbI-B-€OMHCTBE
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rnasa 35: Cnou

Examples

NUcnonb3oBaHue cnoes

YPOBHU eanHCTBA MOXOXM HA Teru, Tak Kak OHWU MOTyT UCMONb30BaTbCA ANS onpeneneHms
00bEKTOB, KOTOPbIE AOMXHbI B3aMOLENCTBOBATbL MM ONXHbI BECTU cebs onpeaeneHHbIM
0bpa3om, 04HaKO CNov B OCHOBHOM UCMONb3YOTCS C (PYHKUUSAMM KNacca physics :
HokymeHTauns Unity - dpusnka

Cnowv npefcTaBneHbl LeNbIM YACNOM U MOTYT ObiTb NepeaaHbl TakKUM OYHKUUSM Takmm 06pa3om:

using UnityEngine;
class LayerExample {

public int layer;

void Start ()
{

Collider[] colliders = Physics.OverlapSphere (transform.position, 5f, layer);

Ncnonb3oBaHue cnos Takum obpasom byneT Bkntoyatb Tonbko Colliders, y GameEbjects
KOTOPbIX €CTb C/OW, YKa3aHHbIA B BbINOMHEHHbIX BbIYUCNEHNSAX. DTO yNpowaeT noruky, a Takxe
yny4waeT Npon3BoaNTENbHOCTb.

CtpykTypa LayerMask

CTPYKTYypa LayerMask - 3TO MHTEPENC, KOTOPbIA PYHKLIMOHMPYET MOYTU TaK Xe, Kak nepeaada
LLenoro 4Yncna B COOTBETCTBYIOWYO (yHKUMIO. TEM He MeHee, ero camoe 6onbluoe
NPEeNMyLLECTBO MNO3BONISIET NOMb30BATENIO BbIOpATh 3TOT CNO N3 PACKPbLIBAKOWENOCS MEHIO B
MHCNEKTOope.

using UnityEngine;
class LayerMaskExample {

public LayerMask mask;
public Vector3 direction;

void Start ()
{

if (Physics.Raycast (transform.position, direction, 35f, mask))

{
Debug.Log ("Raycast hit");
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OH Tak>Xe MMeeT HECKONIbKO CTaTUYEeCKMX (DYHKLIMIA, KOTOPble NO3BONAOT Npeobpas3oBbiBaTh
MMEeHa CNOEB B UHOEKCHI N MHAEKChHI B MIMEHA CNOEB.

using UnityEngine;
class NameTolLayerExample {

void Start ()

{

int layerindex = LayerMask.NameToLayer ("Obstacle");

Y106bl yNPOCTUTH NPOBEPKY YPOBHS, ONpeaennTe cneayownii MeTo paclmpeHmns.

public static bool IsInLayerMask (this GameObject Qobject, LayerMask layerMask)
{
bool result = (1 << @object.layer & layerMask) == 0;

return result;

OTOT MeTo NO3BONUT BaM NMPOBEPUTb, HAXOOUTCS NN UrPoBo 06 bekT B layermask (BbibpaHHOM
B pedakTope) Unm Her.

MpounTtante Cnon oHnamH: https://riptutorial.com/ru/unity3d/topic/4762/cnown
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rnaea 36: ConporpaMmbl

CuHTakcuc

obwenoctynHbii Coroutine StartCoroutine (npouenypa IEnumerator);

public Coroutine StartCoroutine (string methodName, 3Ha4yeHue ob6bekTa = null);
public void StopCoroutine (string methodName);

public void StopCoroutine (npouenypa IEnumerator);

public void StopAllCoroutines ();

3aMmedyaHus

TpeboBaHuMsi K NPOU3BOOUTENIBHOCTHU

Nyywe Bcero ncnonb3oBaTb CONPOrpaMMbl B YMEPEHHbBIX KONMYECTBAX, Tak Kak rmbkocTb
MPUHOCUT CTOUMOCTb NMPOU3BOAUTENBHOCTM.

« Coroutines B 60nbluoM KonnyecTBe TpebyeTt o1 CPU 6onbluero, 4eM cTaHoapTHbIE METObI
0BHOBNEHNS.

» B HekoTopbIx Bepcusx Unity cywecTtByeT npobnema, npy KOTOPOW COMporpaMmbl
NPOVN3BOASAT MyCOP KaxXabliA LMK 0OHOBNEHUS U3-3a Toro, 4to Unity 6okcnpyeT
BO3BpaLlaeMoe 3Ha4YeHne vovenext . [locnegHee Habnoganock B 5.4.0b13. ( OTtuyet 06
owunbke )

CokpalneHue mycopa nytem KawumpoBaHus Yieldlnstructions

O6L|.I,|/|M TPKOKOM ONn4 CoKkpalweHunsa mycopa, CreHepnpoBaHHOro B conporpammax, aBndeTcs
KOWNPOBAHWNE YieldInstruction .

IEnumerator TickEverySecond ()
{
var wait = new WaitForSeconds(1f); // Cache
while (true)
{
yield return wait; // Reuse

}

YTonuweHue nuil gaet NUWHEro Mycopa.

Examples
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ConporpaMmbl

Bo-nepBbix, BAXHO NOHSATb, YTO UIPOBbIE OBUXKM (Takue kak Unity) paboTatloT Hag napagnrMon,
OCHOBaHHOW Ha «ppermax».

Kopg BbiINONHAETCS BO BPEMS KaX A0ro kagpa.
970 BK/KOYAeT cOBCTBEHHBIN Koa Unity 1 Baw KOL.

Korna mMbl ilymaem o kagpax, BaxXHO NOHMMAaTb, YTO HET aB6COTHOTHO HUKAKUX rapaHTuiA Toro,
korga 6ynyT npovcxoanTb kaapbl. OHM He NponcxoasT B 06bl4HOM puTMe. [MpoMeXyTkn mex oy
Kagpamu MoryT 6biTb, Hanpumep, 0,02632, 3atem 0,021167, 3atem 0,029738 n 1. [1. B aTom
npuMepe Bce OHM «0kono» 1/50 cekyHabl, HO BCE OHM pasHble. V1 B ntoboe BpeMsi Bbl MOXETE
nony4nTb CPpeiMm, KOTopblil 3aHMMaeT ropasno 60blie BPeMeHN M KOPOoYe; U Ball KoL MOXET
6bITb BbIMOMHEH B Nt0OO MOMEHT B Npefenax gpema.

MoMHst 06 3TOM, Bbl MOXXETe CNPOCUTh: KaK Bbl MONy4yaeTe AOCTYN K 3TUM (ppeiiMam B CBOEM
kone, B Unity?

JlocTato4yHo NpocTo ucnonb3oBatb Nnbo Bbi3oB Update (), nmbo ncnonb3oBatb conporpammy. (B
CaMoOM [efne - OHM TOYHO Takue Xe: OHWU NO3BONSAIOT 3anyckaTtb KOA B KaXXAOM Kaape).

Llenb conporpaMmbl COCTOUT B TOM, YTO:

Bbl MOXETe 3anyCTUTb HEKOTOPbIN KO, a 3aTeM «OCTaHOBUTb M NOO0XAaTb» 40 HeKOTOPOro
6ynyLwero ¢hpenma .

Bbl MOXeTe nonoxaaTtbh A0 CNeAyloLLero Kagpa , Bbl MOXETe NoaoX.AaTb HECKONbKO KaapoB
, UM Bbl MOXXETE X AaTb HEKOTOPOE NMPUbIN3NUTEIbHOE BPEMS B CEKyHOax B OynyLeM.

Hanprmep, Bbl MOXeTe NofoXaaTh «OKONO OLHOM CEKYHAbI», TO eCTb OH ByAeT XAaTb 0KOJO
OLHOW CeKyHbl, a 3aTeM NnomelaTh Bal KoL B HEKOTOPbIA Kaap NPMMEpHO Yepes OOHY CEeKyHIY.
(VI peiicTBMTENBHO, B 9TOM ChpeiiMe Koa Mor BbiTb 3anylueH B ntoboe BpeMsi, kak bbl To HM 6biN0.)
MoBTOpWTb: 3TO ByeT He POBHO OfHA CeKyHAa. TOYHbIA MOMEHT BPEMEHW HE UMEET CMbIC/a B
NrPOBOM ABUXKE.

BHyTpw conporpammsi:

YTo6bl NOOOXOaTh OOUH Kagp:

// do something
yield return null; // wait until next frame
// do something

MonoxnaTb Tpw Kagpa:

// do something
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yield return null; // wait until three frames from now
yield return null;

yield return null;

// do something

Mopox.aaTte NPUMEPHO MOICEKYHbI:

// do something
yield return new WaitForSeconds (0.5f); // wait for a frame in about
// do something

JenanTte 4T0-TO KaX bl OTAENbHbIN Kaap:

while (true)
{
// do something
yield return null; // wait until the next frame

.5 seconds

9T10T NpuMep BykBaNbHO NOEHTUYEH NPOCTOMY MOMELLEHNIO Yero-To BHyTpY BbidoBa «OBHOBUTb»

Unity: KOA4 «OenaTb YTO-TO» 3anyckaeTcsa KaXabln Kaap.

npumep

MprcoeanHMTe TUKEP K Gameobject . [1OKA 9TOT MrpoBoi 06 bEKT aKkTUBEH, ranoyka bynet
paboTaTtb. ObpaTnTE BHUMAHWE, YTO CKPUNT TWaTebHO OCTaHaBMBaET CONpPorpamMMmy, Koraa
UrpPoBOIA 06 bEKT CTAHOBUTCS HEAKTUBHbBIM; 3TO, KaK NpPaBuo, BaXHbIA acnekT NpaBuibHOro

MCNonb30BaHMA NHXEHEPHbIX COMNPOoLEeCcCOpPOB.

using UnityEngine;
using System.Collections;

public class Ticker:MonoBehaviour ({

void OnEnable ()
{

StartCoroutine (TickEverySecond());

void OnDisable ()

{
StopAllCoroutines () ;

IEnumerator TickEverySecond ()

{

var wait = new WaitForSeconds (1f); // REMEMBER: IT IS ONLY APPROXIMATE

while (true)
{
Debug.Log ("Tick");

yield return wait; // wait for a frame, about 1 second from now
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3aBepLUeHne conporpamMmmbl

Yacto Bbl pa3pa6aTb|BaeTe conporpammbl Ond eCTeCTBEHHOIo 3aBepLlleHns, Koraga BbiNOJIHAOTCA
onpepnenexHHble uenu.

IEnumerator TickFiveSeconds ()
{
var wait = new WaitForSeconds (1f);
int counter = 1;
while (counter < 5)
{
Debug.Log ("Tick") ;
counter++;
yield return wait;
}
Debug.Log ("I am done ticking");

Y106bl OCTAHOBMTbL COMPOrpamMMy «BHYTPU» COMPOrpPaMMbl, Bbl HE MOXETE MPOCTO «BEPHYTLCS»,
Kak Bbl XOTENN Obl YATN OT 0ObIYHON (PyHKLUMW. BMECTO 3TOr0 Bbl UICNONB3YETE yield break .

IEnumerator ShowExplosions ()
{

. show basic explosions
if (player.xp < 100) yield break;
. show fancy explosions

Bbl TakXe MoXeTe 3acTaBuTb BCE COMPOrpammbl, 3anylleHHble CLieHapreM, 0CTaHOBUTbCS 40
3aBeplIeHms.

void OnDisable ()
{

// Stops all running coroutines
StopAllCoroutines () ;

MeTon ocTaHOBKM KOHerTHOﬁ conporpamMmbl OT Bbi3blBalOWEro 3aBUCUT OT TOro, Kak Bbl ee
Ha4yann.

Ecnu Bbl 3anyctmnm coroutine No NMMeHK CTPOKW:

StartCoroutine ("YourAnimation") ;

TO Bbl MOXETE OCTAaHOBUTb €ro, Bbi3BaB StopCoroutine C TEM Xe NMEHEM CTPOKW:

StopCoroutine ("YourAnimation") ;
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KpOMe TOro , Bbl MOXeTe COXPaHUTb CCbINIKY Ha /7[/160 B IEnumerator , BO3Bpa|.|.l,aeMb||7| MEeTOO0OM
conporpaMMHOro, u/in coroutine obbekTa , BOSBp&UJ,GHHbIVI StartCoroutine U Bbl3BATb
StopCoroutine HaA ntoboMm 13 aTux:

public class SomeComponent : MonoBehaviour

{

Coroutine routine;

void Start () {

routine = StartCoroutine (YourAnimation());
}
void Update () {

// later, in response to some input...
StopCoroutine (routine) ;

IEnumerator YourAnimation () { /* ... */ }

MeTtonbl MonoBehaviour, KoTopbie MOryT 6biTb Coroutines

Ectb Tpu MeToaa MonoBehaviour, KOTopble MOXHO cAenatb Conporpammamu.

1. HauyHuTe()
2. OnBecameVisible ()
3. OnLevelWasLoaded ()

OT0 MOXHO MCMNONb30BaTh ANS CO3OaHUS, Harnpumep, CKpUnToB, KOTOPbIE BbIMONMHAKTCA TOJIbKO
Toraa, Korga 006beKT BUOUM ONS KaMepbl.

using UnityEngine;
using System.Collections;

public class RotateObject : MonoBehaviour

{

IEnumerator OnBecameVisible ()

{
var tr = GetComponent<Transform> () ;
while (true)

{
tr.Rotate (new Vector3 (0, 180f * Time.deltaTime));
yield return null;

void OnBecamelInvisible ()

{
StopAllCoroutines () ;

LlenoBble conporpammsl
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KopyTrHUbI MOTYT BbIXWUTb BHYTpW cebs 1 XaaTb APYruX CONPorpamm .
Taknm 0bpa3om, Bbl MOXETE LENNATb NOCNEA0BATENIbHOCTN - «OANH 3a APYTM».
OTO 04YeHb NPOCTO U SABNSETCS OCHOBHOW, OCHOBHOW, TEXHONOrmner B Unity.

B nrpax abcontoTHO eCTECTBEHHO, YTO HEKOTOPbIE BELM LOMXKHbI MPOU30NTU «B NOPALKE».
MouTn Kaxaplil «payHa» Urpbl HAYMHAETCS C ONPeaeNeHHON cepumn CobbITUIA, MPOMCXOASIWNX B
TEeYeHMe HEKOTOPOro BPEMEHW B ONpeaeneHHoM nopsake. BoT kak Bbl MOXETe Ha4aTb FOHOYHYHO

nrpy:

IEnumerator BeginRace ()

{
yield return StartCoroutine (PrepareRace());
yield return StartCoroutine (Countdown ()) ;
yield return StartCoroutine (StartRace());

WTak, korpoa Bbl 3Bo0HMTE B BeginRace ...

StartCoroutine (BeginRace ()) ;

OH bypneT 3anyckaTtb PyTUHY «MNOArOTOBUTb FOHKY>». (BO3MOXHO, MUraHne HEKOTOPbIX OTHEW 1
3anyck wyma Tonnbl, cbpoc 6annos u 1. [0.). Korga ato 6yaeT 3aBeplieHo, OHO 3anycTUT Bally
nocnenoBaTtenibHOCTb 06paTHOro oTcYeTa, rae Bbl MOrin 6bl 0XXMBUTb, BO3MOXHO, 06paTHbIN
OTCYEeT BPEMEHU B NO/b30BaTENbCKOM UHTepdperice. Koraa ato yneT 3aBeplleHo, OH 3anycTuT
Ball KO 3anycka, B KOTOPOM Bbl, BO3MOXHO, 3anyCTUTe 3BYKOBble 30MEKThI, 3anyCcTuTe
HekoTopble Al-gpaliBepbl, NTOMECTUTE KamMepy onpeaeneHHbIM 06pa3om 1 Tak nanee.

Lna scHOCTM NoMUTE, YTO TPM BbI3OBA

yield return StartCoroutine (PrepareRace());
yield return StartCoroutine (Countdown ()) ;
yield return StartCoroutine (StartRace());

camu JONXHbl ObITb B conporpamme. To €CTb OHU JONXHbI BbiTb B OYHKLUMUM TWUMA IEnumerator .
NTak, B HaWwem npuMepe 3TO TEnumerator BeginRace . ITakK, N3 «HOPManbHOro» Koaa Bbl
3anyckaeTe 3Ty conporpamMmy C BblI3OBOM startCoroutine .

StartCoroutine (BeginRace ()) ;

Y106bI ewwe 60nblie NOHATb LLenoyky, BOT PYHKLMSA, KOTOpas HanpaBnseT cConporpamMmbl. Bbl
nepenaeTe Mmaccme conporpamm. CDyHKLI,I/IFI BbIMNOJIHAET CTOJ/IbKO COMporpamm, CKOJIbKO Bbl
npoxogunte, No NopsaaKy, 0OouH 3a 4pyruMm.

// run various routines, one after the other
IEnumerator OneAfterTheOther ( params IEnumerator[] routines )

{
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foreach ( var item in routines )
{

while ( item.MoveNext () ) yield return item.Current;

yield break;

BoT kak Bbl 6bl HA3BaNM 3TO ... AOMYCTUM, Y BaC €CTb TPU OYHKUMK. HanoMHMM, 4TO BCE OHU
DONXHbl ObITb TEnumerator :

IEnumerator PrepareRace ()
{

// codesay, crowd cheering and camera pan around the stadium
yield break;

IEnumerator Countdown ()
{

// codesay, animate your countdown on UI
yield break;

IEnumerator StartRace ()
{

// codesay, camera moves and light changes and launch the AIs
yield break;

Bbl Obl HA3BanNM 3aTo TaK

StartCoroutine ( MultipleRoutines ( PrepareRace (), Countdown (), StartRace() ) );

WX, BO3MOXHO, TakK

IEnumerator[] routines = new IEnumerator[] {
PrepareRace (),
Countdown (),
StartRace () };

StartCoroutine ( MultipleRoutines ( routines ) );

nOBTOpFHO, OAQHMM N3 CaMbiX OCHOBHbIX Tpe6OBaHVIM B Urpax aBnydeTcs 10, 4TO onpeneneHHbie
BeWwn NnponcxondaT oounH 3a Apyrmm «B nocnenosaTtenibHOCTU» C TEYHEHNEM BPEMEHN. Bbl
nocturaeTe atoro B EanHCTBE O4eHb npocTo, C

yield return StartCoroutine (PrepareRace());
yield return StartCoroutine (Countdown ()) ;
yield return StartCoroutine (StartRace());

Cnocob6bbl Bbixoaa

Bbl MOXeTe nogoxaatb A0 Cnenylowero kaapa.
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yield return null; // wait until sometime in the next frame

Bbl MOXETE UMETb HECKONIbKO 3TMX BbI3OBOB noapsn, 4TOObI MPOCTO NOAOO0XOAaTb CTONbKO
KaapoB, CKO/bKO Heobxoamnmo.

//wait for a few frames
yield return null;
yield return null;

Mopgoxoute npuMepHoO n CeKyHm. KpaVIHe Ba>XHO NMOHMMATb, YTO 3TO BCErO NNllb
npuﬁnusuTeanoe Bpems .

yield return new WaitForSeconds (n);

CoBeplUeHHO HEBO3MOXHO MCMONb30BaTh BbI30B «WaitForSeconds» nns noboit hopMbl TOYHOTO
BPEMEHM.

YacTo Bbl XOTUTE cBA3aTh AeicTeus. Mtak, coenaite 4to-Hmbyap, U korga ato 6yaeT caenaHo,
coenaiTe 4To-HMOYOb elle, 1 koraa ato byneT caoenaHo, coenanTte 4To-HMOyOb ewe. Ons aToro
NoOooX M ele OJHy COnporpammy:

yield return StartCoroutine (coroutine);

[MoMnTE, 4TO Bbl MOXETE BbI3bIBATb 3TO TONLKO U3 conporpammbl. Tak:

StartCoroutine (Test ());

BoT kak Bbl HA4YNHaeTe conporpammy U3 «HopMalibHOro» Koaa.

3artem BHYTPU NCMONHAEMO COMPOrpamMmbl;

Debug.Log ("A") ;
StartCoroutine (LongProcess());
Debug.Log ("B") ;

9710 HanevartaeT A, 3anyCTUT ONMTENbHBIA NPOLECcC 1 cpa3y Xe HaneyvartaeT B. OH He byneT
XJaTb 3aBepleHns nonroro npouecca. C opyroi CTOPOHbI:

Debug.Log ("A") ;
yield return StartCoroutine (LongProcess());
Debug.Log ("B") ;

OTo HaneyataeTt A, 3anyCTUT ANMTENbHbIA NPOLIECC, AOXAUTECb OKOHYaHUS 1 3aTEM
HaneyartaeT B.

Bcerpa ctonT NOMHUTD, 4TO conporpammbl abCoNOTHO He CBSA3aHbl HU C YeM, HU ¢ HUTKamun. C
NMOMOLbIO 3TOro Koaa.
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Debug.Log ("A") ;
StartCoroutine (LongProcess());
Debug.Log ("B") ;

nerko gymatb 06 8TOM Kak O «Kak», HaumHas ¢ LongProcess B opyrom notoke B 0OHOBOM
pexume. Ho 310 abCcontoTHO HEBEPHO. DTO BCEro NMwwb conporpamma. Mirposbie ABMXKKHN
OCHOBaHbl Ha dopermax, a «conporpammbl» B Unity IpoCTO NO3BONSAIOT BaM NONYy4YUTb AOCTYN K
dopenmam.

OyeHb NPOCTO JOXAATbCA 3aBeplieHNs Beb-3anpoca.

void Start () {
string url = "http://google.com";
WWW www = new WWW (url);

StartCoroutine (WaitForRequest (www) ) ;

IEnumerator WaitForRequest (WWW www) {
yield return www;

if (www.error == null) {
//use www.data) ;

}

else {

//use www.error);

[lng NONHOTBI: B O4EHb PEOKMX ClyYasx Bbl UICNONb3yeTe PUKCUpoBaHHOEe 0bHoBNEHME B Unity;
CYLECTBYET waitForFixedUpdate () KOTOPbIA 0ObIYHO HUKOT Aa He ByOeT NCMNoNb30BaTbCS.
CyuwecTtByeT onpeneneHHblil Bbl30B ( waitForEndofFrame () B TEKYWEN Bepcun Unity), KOToOpbI
NCMonb3yeTcs B ONpeneneHHbIX CUTyaumnax B CBA3N C CO34aHMEM 3axBaTta aKkpaHa BO Bpems
pa3paboTku. (TOYHbIA MEXAHN3M HEMHOrO MEHSIETCSA MO Mepe Toro, kak Unity passneaercs,
noaToMy google ans nonyYyeHns nocnenHe MHopmMauum, ecnm 3To Heobxoammo.)

MpounTtanTte ConporpaMmbl oHNamH: https://riptutorial.com/ru/unity3d/topic/3415/conporpammel
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rnaea 37: Term

BctynneHue

Ter - 370 cTpoOKa, KOTOpasi MOXET NMPUMEHSTbCS AN 0003HAYEHNS TUMOB GameObject . TaKNM
obpasoMm, ynpouaeTcs naeHTndprkaums onpeaeneHHbiXx 00 beKTOB Gameobject MOMOLBIO KOAA.

Ter MOXHO NPUMEHNTb K OAHOMY U/ HECKONIbKUM UrPOBbIM 06 bekTaM, HO UrPoBOI 06 bEKT
Bcerna 6ynet uMeTb TONbKO oaunH Ter. Mo ymonyaHuto Ter «Untagged» ncnonb3yetcs ons
NPencTaBNEHUS Gameobiect , KOTOPbIA HE ObIN crieumnanbHO NMoMeYeH.

Examples

Co3pnaHue U NpuMeHeHWe Teros

Terun 06bI4HO NPUMEHSIIOTCS Yepes pPeaakTop; 0AHAKO Bbl TAKXEe MOXETEe MPUMEHSITb Tern Yyepes
ckpunT. JTroboi nonb3oBaTeNnbCkuii Ter BonXeH ObiTb CO34aH Yepes OKHO « Teryu u crnon» nepen
TEM, KaK ero NpUMEHNTb K UTPOBOMY 0O BEKTY.

YcTaHOBKa Teros B pegaKkrtope

Mpw BbIGOPE OJHOMO MM HECKONBKUX UIPOBbLIX 0O BEKTOB Bbl MOXETE BbIOpaTh TEr 3
nHcnekTopa. O6beKTbl Urpbl Bceraa byayT MMeTb OOWH TEr; N0 YMONYaHWIO UrpoBble 06 bekThl
OynyT noMeyeHbl kak «be3 Teros» . Bbl TakXXe MoXeTe NepeiTu B OKHO « Teru u crnon» , Bbibpas
«JlobaBuTb TEr ...» ; OAHAKO BaXHO OTMETUTb, YTO 3TO NPMBEAET BaC TONbKO K OKHY Tags &
Layers . Jltoboii Tar co3paeTtcs He byneT aBTOMaTUYECKUN MPUMEHSTLCS K 00 BEKTY Urpbl.

8 Inspector ]
;" M [vourGameobject
Tag | Untagged

Ak
-

Y.~ v \Untagged
Positio q
: Respawn
Rotatic o
Scale Finizh —
T@ o EditorOnly E
Script MainCamera LR unne
Startir Player 1 (Tral
SEEEK GameController
Rotatit ]
Add Tag... ——

[ Eod Comyp
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Hactpowka Teros yepes ckpunt

Bbl MOXeTe HaNpsMYylo N3MEeHUTb Ter UrpoBbIX 06BbEKTOB yepes Koa. BaxHo 0TMETUTb, 4TO Bbl
AOJ/I>KHbI NPpenoCTaBUTb Ter U3 Crnncka Tekywunx Teros, ecnu Bbl nobasute Ter, KOTOprI7I eue He

6bln co3aaH, aTo NpuBedeT K ownbke.

Kak yKa3aHo B Opyrux npmumepax, NCrnoib30BaHNE CEPUN static string MEPEMEHHbIX B OT/in4ne

OT PY4YHOW 3anucKn Kax,ooro trera Mmoxert obecneynTb COrnacoBaHHOCTb U HAOEXHOCTb.

Cﬂe,ﬂ,yIOI.LI,I/IIZ cueHapvu?l OEMOHCTPUPYET, Kak Mbl MOXKXEM U3MEHNTDb pPAL TEroB UrPOBbIX 06'beKTOB,

NCNOJNIb3YA static string CCbIIKW HA static string AJIA obecneyeHnst cornacoBaHHOCTM.

O6paT|/|Te BHMMaHMe Ha npennofnoXeHne, 4To KaxXnas static string MPEOCTABNAECT coboi Ter,

KOTOpbI yXe Obin co3aaH B OKHe « Teru u cinou» .

using UnityEngine;

public class Tagging : MonoBehaviour

{

static string tagUntagged = "Untagged";
static string tagPlayer = "Player";
static string tagEnemy = "Enemy";

/// <summary>Represents the player character. This game object should
/// be linked up via the inspector.</summary>

public GameObject player;

/// <summary>Represents all the enemy characters. All enemies should
/// be added to the array via the inspector.</summary>

public GameObject[] enemy;

void Start ()

{
// We ensure that the game object this script is attached to
// 1s left untagged by using the default "Untagged" tag.
gameObject.tag = tagUntagged;

// We ensure the player has the player tag.
player.tag = tagUntagged;

// We loop through the enemy array to ensure they are all tagged.
for(int i = 0; i < enemy.Length; i++)
{

enemy[i].tag = tagEnemy;

Co3paHve nojib3oBaTteNlbCKUX Teros

HesaBucumo oT TOro, yctaHaBnvMBaeTe N Bbl TErv Yepesa Inspector nnm Yepes CKpunT, Teru
L0/1XHbI BbITb 00 bABNEHBbI Yepe3 OKHO Tags & Layers nepen ucnonb3oBaHmMeM. Bol MoxeTe
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MoNy4MTb JOCTYN K 3TOMY OKHY, BblbpaB «/JobaBuTs Teru ...» B pacKpblBaOWEMCS MEHIO Tera
nrpoBbix 06 bekToB. Kpome TOro, Bbl MOXETE HallTK OKHO B padaene « PepakTupoBaHue»>
«Hactponku npoekrta»> «MeTkn un cnom» .

© Inspector |
. Tags & Layers

%

¥ Tags
Tag 0 (Removed)
Tag 1l (Removed)
Tag 3 CustomTag
Tag 4 Custom Tag With Spaces
Tag 5 Custom Tag With Punctuation!!!
New Tag Name |Enter your custom tag name here| |
L‘_!-: There are removed tags. The [ Save ]

MpocTo BLIGEPUTE KHOMKY + , BBEAUTE HYXHOE UMS N BbIBEPUTE « Coxpanurs», YTOObI CO30aTb
Ter. [Npn BbIOOpPE KHOMKM - yaanseTcsa TekywWwnii BblAeNeHHbln Ter. ObpaTuTte BHUMaHME, 410
Takmm obpas3om Ter bynet HemenneHHo otobpaxartbes kKak «(Y.aaneHo)» n bynet NONHOCTbIO
yLaneH, korga npoekT 6ynet nepesarpyXeH.

Bbibop wecTepHn / 3ybua B NpaBoOM BEPXHEM Yry OKHa NMO3BOMUT BaM cOPOCUTL BCE
nonb3oBaTeNbCckne napameTpbl. 9TO0 HEMELNEHHO yAannT BCe NOJIb30BAaTENbCKNE TEMN BMECTE C
nobblM HAacTpavnBaeMbIM CIOEM, KOTOPbI Y Bac MOXeET bblTb B paszaene «CopTupoBKa Cnoes» n «
Cnon» .

NMouck GameObjects no Tery:

MeTkuy genatoT ero 0ocobeHHO yao6HbIM ANs onpeaeneHuns onpeaeneHHblX UrpoBbiX 06 bEKTOB.
Mbl MOXEM MCKaTb OJWH UrPOBOI 06 BEKT UK UCKATb HECKOJbKO.

MoncK eAUHOrO caneoviect

Mbl MOXEM UCMONb30BaTh CTaTNYECKYH (PYHKUMNIO GameObject .FindGameObjectWithTag (string tag)
INs noucka oTAeNbHbIX UTPOBbIX 06 bEKTOB. BaXHO 0TMETUTb, YTO TakMM 06pa3oM UrpoBbIe
06bekThbl He 3anpalnBaloTCs B KaKOM-MO0 KOHKPETHOM rnopsiike. Ecnv Bbl MweTe Ter, KoTopbIi
NCMNONb3YeTCs B HECKOMbKMX UrPoBbIX 06 beKTax B CLEHe, 3Ta PYHKLUNS HE CMOXET
rapaHTMpoBaTb, KaKkoy UrpoBoii 06 bekT byneT Bo3BpalleH. Takmm obpasom, bonee yaobHo,
KOrga Mbl 3HaeM, 4TO TONbKO O4MH UIPOBOM 06 bEKT UCMONb3YeT TaKoW Ter Un Koraa Hac He
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6eCcrnoKoUT TOYHbIN 3K3EMMNSIP Gameobject KOTOPbIA BO3BpalLaeTCs.

///<summary>We create a static string to allow us consistency.</summary>
string playerTag = "Player"

///<summary>We can now use the tag to reference our player GameObject.</summary>
GameObject player = GameObject.FindGameObjectWithTag(playerTag) ;

NMonck MmaccuBa 3K3eMMNNAAPOB caneobsect

Mbl MOXEM MCNONb30BATb CTATUYECKYH OYHKUMIO GameObject . FindGameObjectsWithTag (string tag)
4yTObObI UCKATb BCE UrPOBble 0O BEKTHI, KOTOPbLIE NCMONb3YIOT ONPeaeeHHbIn Ter. 3To NONesHo,
KOrga Mbl XOTUM UTepaLun Yepes rpynny onpeneneHHbiX UrpoBbiX 06 beKTOB. DTO TakXe MoOXeT
ObITb NnoNe3Ho, ECNIN Mbl XOTUM HAWTWN O4MH I/IFpOBOI7I 06'beKT, HO MOXEM UMEeTb HeCKO/1bKO
NrpoBbIX 06 bEKTOB C UCMONb30BaHNEM OOHOIro N Toro Xe Tera. nOCKOﬂbe Mbl HE MOXEM
rapaHTnpoBaTtTb TOYHbIN aKa3emnnsp , BosspamaeMbm GameObject .FindGameObjectWithTag (string

tag) , Mbl OOJTXHbl BMECTO 3TOro nony4nTb MacCmMB BCEX NOTEHUMNANbHbBIX GameObject AK3EMMNNAPOB
C GameObject .FindGameObjectsWithTag (string tag) , U JANIee aHaANN3NPOBaATb NOYYEHHbIA MACCUB ,
4yTOObl HANTWK aK3eMnnsap Mbl HaxooMMCs HaxoosCb B Noncke.

///<summary>We create a static string to allow us consistency.</summary>
string enemyTag = "Enemy";

///<summary>We can now use the tag to create an array of all enemy GameObjects.</summary>
GameObject[] enemies = GameObject.FindGameObjectsWithTag (enemyTag ) ;

// We can now freely iterate through our array of enemies
foreach (GameObject enemy in enemies)

{

// Do something to each enemy (link up a reference, check for damage, etc.)

CpaBHeHue Teros

Mpwn cpaBHeHUn OByx GameObjects no Teram cnegyeT OTMETUTb, YTO creaytolwee npmeeneT K
cbosim B paboTe cboplimka Mycopa, NoCKONbKY CTpOoKa co34aeTcs KaX Oblii pas:

if (go.Tag == "myTag")
{
//Stuff

Mpwv BbINONHEHWM 3TUX CpaBHeHW BHYyTpu Update () n apyroro o6patHOro BoliaoBa 06bIYHOr0 UK
eanHCTBEHHOro Unity Bbl BOMXHbI MICNONb30BaTh 9TOT MeToq 6e3 Kyuu:

if (go.CompareTag ("myTag")
{
//Stuff
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KpOMe TOro, sawun t1ern npouwe XpaHnTtb B CTaTU4eCKOM Knacce.

public static class Tags

{
public const string Player = "Player";
public const string MyCustomTag = "MyCustomTag";

Torna Bbl MOXeTe 6e30MacHO CpaBHMBATb

if (go.CompareTag(Tags.MyCustomTag)
{
//Stuff

Takum 06pas3om, Baly CTPOKM TErOB FrEHEepPUPYOTCS BO BPEMS KOMMAUASILWW, U Bbl OrpaHnYnBaeTe
rnocneacTeusi opdoorpadonyeckmnx owmnbok.

Tak xe, kak COXpaHeHne Teros B CTatn4eCKoM Knacce, MOXXHO TakXe COXpPaHUTb ero B
nepe4vyncneHni:

public enum Tags
{

Player, Ennemies, MyCustomTag;

N 3aTeM Bbl MOXKeETE CPpaBHUTb €ro C NoOMoWbio MeToda enum toString()

if (go.CompareTag (Tags.MyCustomTag.toString())
{
//Stuff

MpounTtante Teru oHnamH: https://riptutorial.com/ru/unity3d/topic/5534/tern
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rnasa 38: TpaHcdpopmaLuum

CuHTakcuc

 void Transform.Translate (Vector3 translation, Space relativeTo = Space.Self)

» void Transform.Translate (float x, float y, float z, Space relativeTo = Space.Self)

» void Transform.Rotate (Vector3 eulerAngles, Space relativeTo = Space.Self)

» void Transform.Rotate (float xAngle, float yAngle, float zAngle, Space relativeTo =
Space.Self)

» void Transform.Rotate (ocb Vector3, yron nonnaska, kocmoc relativeTo = Space.Self)

» void Transform.RotateAround (Vector3 point, Vector3 axis, float angle)

» void Transform.LookAt (Transform target, Vector3 worldUp = Vector3.up)

 void Transform.LookAt (Vector3 worldPosition, Vector3 worldUp = Vector3.up)

Examples

0630p

MNpeobpa3oBaHus cogepxaT 60NbWUHCTBO AAaHHbIX 06 06 bekTe B eAMHCTBE, BKIKOYAs ero
poanTtens (oB), pebeHka (0B), NONoXxeHue, NoBopoT 1 MacwTab. OH Takxe nmeeT PYHKUUK Ons
N3MEHEeHNs Kaxaoro n3 aTux ceoncTs. Kaxabim GameObject umeet Transform.

MepeBopn (NnepemeLLeHne) ob6beKTa

// Move an object 10 units in the positive x direction
transform.Translate (10, 0, 0);

// translating with a vector3
vector3 distanceToMove = new Vector3(5, 2, 0);
transform.Translate (distanceToMove) ;

MoBopoT o6bekTa

// Rotate an object 45 degrees about the Y axis
transform.Rotate (0, 45, 0);

// Rotates an object about the axis passing through point (in world coordinates) by angle in
degrees

transform.RotateAround (point, axis, angle);

// Rotates on it's place, on the Y axis, with 90 degrees per second

transform.RotateAround (Vector3.zero, Vector3.up, 90 * Time.deltaTime) ;

// Rotates an object to make it's forward vector point towards the other object
transform.LookAt (otherTransform) ;

// Rotates an object to make it's forward vector point towards the given position (in world
coordinates)

transform.LookAt (new Vector3 (10, 5, 0));
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Bonee noapobHyto MHPOPMALMIO U NMPUMEPBI MOXHO HATU B nokymeHTaumm Unity .

Tak>xe obpaTuTe BHMMaHWe, 4TO eCNu Urpa Ucnosb3yeT XecTkme Tena, To npeobpasoBaHne He
LOMXHO B3aMMOLENCTBOBATb HAMPsIMYytO (ECNN TONbKO TBEPAOE TEMO HE UMEET isKinematic ==
true ). B 3TOM cnyyae ucnonbayinte AddForce unm gpyrne nogobHble MeToabl, 4TOObI
[IencTBoBaTb NPSIMO Ha XecTkoe Teno.

BocnutaHve neten n neten

Unity paboTaeT ¢ nepapxusimm, 41obbl noanepxmneaTtb Baw NpoekT. Bbl MOXeTe HasHa4nTb
00 BbEeKTbI B epapxun ¢ NOMOLLbIO PefakTopa, HO Bbl TakXXe MOXeTe cienaTb 370 C MOMOLbIO
Koga.

BocnuraHue

Bbl MOXeTe YyCTaHOBUTb pOANTENb obbekTa cnegyrowmnmm cnocobamu

var other = GetOtherGameObiject () ;
other.transform.SetParent ( transform );
other.transform.SetParent ( transform, worldPositionStays );

Bcsiknii pas, korga Bbl ycTaHaBnvMBaeTe poanTEeNbCKMiA aneMeHT transforms, oH 6ynet
yoepXueaTb No3mumnio 06 bEKTOB Kak MMPOBOE NONOXEeHNe. Bbl MoXeTe caenatb 3Ty No3uumto
OTHOCUTeNbHOW, nepenas false onsa napameTpa worldPositionStays .

Bbl TakXxe moxeTe npoBeEpPUTb, ABNAETCA NN 06bekT OO4YEepPHMM NO OTHOLWEHUIO K OpYyromy
npeo6pasoBaH|/no cnegyrouwunm crnocobom

other.transform.IsChildOf ( transform );

MonyueHue pebeHka

Tak kak 06 bekTbl MOTyT ObITb OTCNEXEHbI APYr OT ApYra, Bbl TAKXXe MOXeTe HanTu aeTei B
nepapxum. Camblii NPoCTOi cnocob caenatb 3TO - UCNOMb30BATb CNeAyoWmMii MeToq

transform.Find( "other" );
transform.FindChild( "other" );

lNpumeyanue: Bbi3oBbl FINdChild Havigute noa kanorom

Bbl Takxe MoXxeTe nckatb geTtei no nepapxuu. Bol nenaete aT1o, nobasnss «/», 4T0bbl ykasaTtb
ypoBeHb riybxe.

transform.Find( "other/another" );
transform.FindChild( "other/another" );

Lpyroi cnocob nasneyveHms pebeHka - ncnonb3osatb GetChild
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transform.GetChild( index );

Ona GetChild TpebyeTcs uenoe 4mcno Kak MHOEKC, KOTOPbIA 4ONXEH OblTb MEHbLE
obuero yicna petei

int count = transform.childCount;

N3meHeHue nHpekca Sibling

Bbl MOXeTe naMeHnTb nopspok netert GameObject. Bol MOXeTe coenatb 370, 4TOObI
onpenenvTb NopsiLoK pUCOBaHUS Ans aeten (Mpu YyCNoBMMK, YTO OHW HAXOAATCS Ha OHOM
YPOBHE Z 1 TOT X€e NOopsiAoK COPTUPOBKN).

other.transform.SetSiblingIndex ( index );

Bbl TakXxe moxeTe 6bICTpO YCTaHOBUTb MHOEKC S|bI|ng 0514 nepsoro nnu nocsenHero, NCrob3y4
cnepywouwne MetTonbl

other.transform.SetAsFirstSibling () ;
other.transform.SetAsLastSibling () ;

OT1coeaonHeHue Bcex neten

Ecnu Bbl X0TTE ocBob0aANTL BCEX AeTei NpeobpasoBaHus, Bbl MOXETE cienatb 3T0:

foreach (Transform child in transform)

{
child.parent = null;

Kpome Toro, Unity npenoctaBnset meTon ANS 9TOW Lenu:

transform.DetachChildren () ;

B npuHumMne, n looping,  petachchildren () YCTAHABIMBAIOT POANTENSAM AeTel ¢ rnybuHON 0o
HYNs, 4TO O3HAYaEeT, 4YTO Y HUX He ByaeT poanTenen.

(et nepBovi rnybuHbI: Npeobpa3oBaHus, HerocPEnCTBEHHO CBS3aHHbIE C peobpas3oBaHNeMm)

Mpountante TpaHcdopmaunm oHnamH: https://riptutorial.com/ru/unity3d/topic/2190/
TpaHcopmaLnm
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rnaBsa 39: ousunka

Examples

Rigidbodies

0630p

KomnoHeHT Rigidbody naet GameObject gouanyeckoe rnpucyTcTeme Ha CLEHE B TOM, YTO OH
cnocobeH pearnpoBaTb Ha cuibl. Bbl MOXeTe NPUMEHUTL CUbl HeNnocpeacTBeHHO kK GameObject
NN NO3BONNTb EMY pearnpoBaTb Ha BHELWHWE CUJIbl, TAKME Kak rpasuTauuns, unm opyron
Rigidbody, ynoapstowmii no Hemy.

Eﬁaanel-me KoMnoHeHTa Rigidbody

Bbl MmoxeTe nobasmtb Rigidbody, Haxas Component> Physics> Rigidbody

[MepemeleHne ob6bekTa Rigidbody

PekomeHgyetcs, ecnu Bbl npumeHnTe Rigidbody k GameObject, KOTOpbIA UCNONb3YyeT CUMbI U
KPYTALWMA MOMEHT, 4TODbl MEPEMECcTMTb ero, a He MaHunynupoeaTtb ero Transform. ns aToro
I/ICI'IOJ'Ib3YI7ITe AddForce () MWW AddTorque () .

// Add a force to the order of myForce in the forward direction of the Transform.
GetComponent<Rigidbody> () .AddForce (transform. forward * myForce) ;

// Add torque about the Y axis to the order of myTurn.
GetComponent<Rigidbody> () .AddTorque (transform.up * torque * myTurn) ;

Macca

Bbl MoXxeTe nameHnTb Maccy obbekta GameGuide, 4TobObl MOBNUSATL HA TO, Kak OH pearvpyeTt Ha
npyrve Rigidbodies n cunbl. Bonee Bbicokas Macca o3HavaeT, 4To GameObject byneT nmeTb
bonbluee BANSHNE HA OpYrve OCHOBaHHblEe HA puanke GameObjects n notpebyeT 6onbliein cunbl
ans nepemeleHns. O6bekTbl pa3nnMyHoi Maccbl ByayT nafatb C 0AMHAKOBOM CKOPOCTbIO, €CNi
OHM UMEIOT OANHAKOBbIE 3HAYEHNS NepeTackmnBaHuns. YTobbl NIBMEHUTb Maccy B KoLe:
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GetComponent<Rigidbody> () .mass = 1000;

Tawuntb, TAHYTb

YeM BblWwe 3Ha4YeHNe nepeTackmnBaHusi, Tem 6onblie 06 bekT byneT 3aMennaTbcs npu
nepemelleHun. Mogymaite 06 3TOM Kak 0 MPOTUBOCTOSAHUW. HYTOObI NIBMEHUTH NepeTacknBaHme
Kopa:

GetComponent<Rigidbody> () .drag = 10;

ISKinematic

Ecnu Bbl oTMeTnTe Rigidbody kak Kinematic, To 970 He MOXeT BblTb 3aTPOHYTO APYrUMU
cunamu, HO BCe paBHO MOXET NoBnuATb Ha apyrue GameObjects. I3MeHnTb KoA:

GetComponent<Rigidbody> () .isKinematic = true;

OrpaHuyeHus

Takxe BO3MOXHO [006aBMTb OrpaHMyeHns ONst Kax Ao ocu, 4ToObl 3aMOPO3NTb NMOJIOXEHNE UK
BpaweHue Rigidbody B nokanbHOM npocTpaHcTBe. 10 yMOnyaHno ncnonb3yeTcs
RigidbodyConstraints.None KAdK NMOKa3aHO 30ECb:

Y Constraints
Freeze Position Ox Oy [z
Freeze Rotation Ox Oy [z

MNpumep orpaHu4yeHnn B Koge:

// Freeze rotation on all axes.
GetComponent<Rigidbody> () .constraints = RigidbodyConstraints.FreezeRotation

// Freeze position on all axes.
GetComponent<Rigidbody> () .constraints = RigidbodyConstraints.FreezePosition

// Freeze rotation and motion an all axes.
GetComponent<Rigidbody> () .constraints = RigidbodyConstraints.FreezeAll

Bbl MOoXXeTe ucnonb3oBaTtb Nob6UTOBLIA onepaTop OR | aAns 06 beanHeHns HECKONbKUX
orpaHnyeHun:
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// Allow rotation on X and Y axes and motion on Y and Z axes.
GetComponent<Rigidbody> () .constraints = RigidbodyConstraints.FreezePositionZ |
RigidbodyConstraints.FreezeRotationX;

CTOonNKHOBEeHMSA

Ecnun Bbl xoTnTeE, 4T066I GameObject ¢ Rigidbody Ha Hem pearmpoBan Ha CTONKHOBEHUS], BaM
TaK>Xe HY>XHO [0o6aBuTb K HEMY Konnanaep. Tunbl Konnangepa:

Konnangep kopobku
CooepHbin konnanoep
KancynbHbiin konnangep
Konnangep konec
Melwesbiin konnangep

Ecnu Bbl npumMeHsieTe HeckonNbko konnangepos Kk GameODbject, Mbl Ha3bIBAEM 3TO C/TOXHbIM
Konnanoepom.

Bbl MOXeTe coenatb Konnanoep B Tpurrepe , 4Tobbl UICMNONb30BATb OnTriggerEnter () ,
OnTriggerStay () Ml OnTriggerExit () . | PUITEPHbIA KONNanaep msanyeckn He pearvpyeT Ha
CTONKHOBeHus, apyrne GameObjects npocto npoxonaT Yyepesd Hero. OHM Nones3Hbl 4ns
obHapy>xeHus, korga gpyroin GameObject HaxoanTcs B onpeneneHHon obnactm unm Her,
Hanpumep, Npu cbope aneMeHTa, Mbl MOXEM 3aX0TeTb MPOCTO 3anyCTUTb €ro, HoO 0BHAPYXWUTb,
Korga ato npousonger.

FpaBMTau,vm B )XXECTKOM Tene

CBOWCTBO useGravity RigidBody KOHTPONIMPYET, BAUSET NN HA HErO rpaBuTaums unn Het. Ecnn
YCTAHOBJIEHO 3HAYEHUE false Rigidody OyET BECTU cebs Tak, Kak ecnv 6bl B KOCMUYECKOM
npocTpaHcTBe (6e3 NOCTOSHHOWM CUMbl, MPUMEHAEMON K HEMY B HEKOTOPOM HarnpasneHum).

GetComponent<RigidBody> () .useGravity = false;

3T0 04YeHb MOMEe3HO B CUTYaLMsIX, KOraa BaM HyXHbl BCE IpYrve CBOMCTBA RigidRody KPOME
LBVXXEHNS, yNpaBnseMoro rpaButaumeil.

Korpa BKNOYEHO, Ha rigidBody OYAET BAMSATL rPaBUTALIMOHHAS CUNa, CO3OaHHas B pasmene «

Physics Settings .
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I O Inspector

@ PhysicsManager

["paBuTaums onpenensieTcs B MMPOBbIX eANHULAX B CEKYHAY B KBaaparte 1 BBOAUTCA 30eCb Kak
TPEeXMEpPHbI BEKTOP: 3TO O3HAYaEeT, YTO C HAacCTpoikamm B 30bpakxeHnumn npumepa Bce
RigidBodies C CBOMCTBOM useGravity YCTAHOBEHHbIM B True Oy YT MCMbITbIBATL CMAy B 9,81

e[VHUL, B CEKYHOY B CEKyHAy B HanpasneHn BHN3 (Kak oTpuuaTenbHble 3Ha4yeHns Y B cucteme
koopauHat Unity BHU3).

MpounTanmte domsnka oHnamH: https://riptutorial.com/ru/unity3d/topic/3680/conamnka
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rnasa 40: LLIa6n10oHbl NPOEKTUPOBaHUS

Examples

MoaenbHbI WabnoH KoHTponnepa moaenu (MVC)

KoHTponnep npeactaBneHns Monenm BnseTcs O4eHb pacnpoCTpPaHEHHbIM WabnoHOM
NPOEKTMPOBAHNS, KOTOPbIV CYLWECTBYET yYXe AO0BOIbHO AABHO. DTOT wabnoH dhoKycnpyeTcs Ha
cokpalleHun Koaa crnareTty nyTem pasaeneHns Knaccos Ha doyHKLUMOHaNbHble YyacTu. HenasHo s
9KCNEepMMEHTNPOBan € 3TMM WabnoHOM NPOeKTUPOoBaHNS B Unity n xoten 6bl U3N0XunTb
OCHOBHOW npumep.

KoHcTpykumst MVC COCTOUT U3 TPEeX OCHOBHbIX YacTen: MoA4enn, Buaa u KOHTponnepa.

Mopenb: Mmogenb npeacTaBnseT cobow knacc, NpeacTaBNSAoWmniA YacTb AaHHbIX BAWEro
obbekTa. 970 MOXeT ObITb UTPOK, MHBEHTAPb MW BECb YPOBEHb. ECNn Bbl NpaBmnnbHO
3anporpamMMmupoBanu, Bbl CMOXeTe NCMNOb30BaTb 3TOT CKPUMT N UCMONb30BaTb €ro 3a
npenenamu Unity.

ObpaTute BHMMaHNE Ha HECKONbKO Bellein 0 Moaesu:

» OH He ponxeH Hacnepoatb 0T Monobehaviour

* OH He monXeH cogepXxaTtb creumanbHblil ko Unity Ang nepeHocMMocTun

 [lockonbky Mbl u3beraem Bbi3oBoB Unity API, 3T0 MOXET noMelaTb Belam Bpoae HesiBHbIX
npeobpasoBatenei B knacce Model (06xoaHble NyTU HEOHOXOAUMbI)

Player.cs

using System;

public class Player
{

public delegate void PositionEvent (Vector3 position);
public event PositionEvent OnPositionChanged;

public Vector3 position
{

get

{

return _position;
set

if (_position != value) {
_position = value;
if (OnPositionChanged != null) {
OnPositionChanged (value) ;

}
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}
}

private Vector3 _position;

Vector3.cs

Monb3oBaTenbckum knacc Vector3 ons Ncnonb30BaHUs C HaWeER MOAENbIO OAHHbIX.

using System;

public class Vector3
{
public float x;
public float vy;
public float z;

public Vector3(float x, float y, float 2z)
{

this.x = x;

this.y = y;

this.z = z;

Buna: npencrtaeneHne npeactaesnset cobow knace, NpeacTaBnsowmii YacTb NPOCMOTPA,
NPVBSA3aHHY0 K MoAenn. 9T0 NOAXOAAWMIA Knacc Ans Bbixoaa n3 Monobehaviour. 310 4ONXHO
copepxaTtb KoA, KOTOpbI B3auMOOENCTBYET HaNpsAMyto ¢ OTAenbHbIMU APl-nHTepgoeincamm
Unity, BKNtOYas oncollisinEnter , Start , Update U T. M. ...

» O6blyHO HacnepyeTcsa oT Monobehaviour
» CooepxwuT cneumanbHbiii koa Unity

PlayerView.cs

using UnityEngine;

public class PlayerView : Monobehaviour

{

public void SetPosition (Vector3 position)

{

transform.position = position;

KoHTponnep: KOHTPONNep - 370 KNacc, KOTOPbIVi CBA3bIBAET BMECTE U MOAENb, 1
npenctasneHne. KoHTponnepbl NoaaepXmMBatoT CUHXPOHU3ALMIO MOAENN 1 NPEAcTaBneHus, a
Takxe B3auMomencTene ¢ npneoaoM. KoHTponnep MoXxeT NpocnywmnBaTb coObITUS OT OJHOMO 13
napTHEPOB 1 0OHOBNATL COOTBETCTBEHHO.

i rlpl/IBFIBbIBaeT Kak mMomoenb, Tak n npeancrtasneHne no COCTOAHNIO CUHXPOHN3aunmn
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MoxeT ynpasnsaTb B3aMMOLENCTBUEM MEX Y NapTHepamu

KoHTponnepbl MOryT 6bITb UK He OblTb NEPEHOCMMBIMU (BaM MOXET noTpeboBaTbCs
ncnonb3osatb Ko Unity 30ecb)

Ecnu Bbl pewnnn He NepeHOCUTb CBOW KOHTPONNEP NOPTaTUBHBIM, MOAyMaNTe HAL TEM,
4yT0bbI coenatb ero Monobehaviour, 4To6bl NOMOYb C MPOBEPKOI pefakTopa

PlayerController.cs

using System;

public class PlayerController

{

public Player model { get; private set; }
public PlayerView view { get; private set; }

public PlayerController (Player model, PlayerView view)

{
this.model = model;

this.view = view;

this.model.OnPositionChanged += OnPositionChanged;

private void OnPositionChanged (Vector3 position)
{

// Sync

Vector3 pos = this.model.position;

// Unity call required here! (we lost portability)
this.view.SetPosition (new UnityEngine.Vector3 (pos.x, pos.y, pos.z));

// Calling this will fire the OnPositionChanged event
private void SetPosition (Vector3 position)
{

this.model.position = position;

KoHeyHoe ucnonb3oBaHve

Tenepb, Korga y Hac ecTb BCe OCHOBHbIE HacTU, Mbl MOXEM CO34aTb 3aBOJ, KOTOpbIA ByneT
reHepupoBaTb BCE TPW Y4acTu.

PlayerFactory.cs

using System;

public class PlayerFactory

{

public PlayerController controller { get; private set; }
public Player model { get; private set; }
public PlayerView view { get; private set; }

public void Load()
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// Put the Player prefab inside the 'Resources' folder
// Make sure it has the 'PlayerView' Component attached
GameObject prefab = Resources.Load<GameObject> ("Player");

GameObject instance = GameObject.Instantiate<GameObject> (prefab);

this.model = new Player();
this.view = instance.GetComponent<PlayerView> () ;
this.controller = new PlayerController (model, view);

N, HakoHeL, Mbl MOXXEM Bbi3BaTb pabpurky y MeHeaxepa ...

Manager.cs

using UnityEngine;

public class Manager : Monobehaviour
{
[ContextMenu ("Load Player")]
private void LoadPlayer ()
{
new PlayerFactory () .Load();

MNMpukpenute ckpunt Manager k nyctomy GameObject B cueHe, WeNKHNTE NPaBo KHOMKOW MbILN

KOMMOHEHT 1 BblbepunTe «3arpy3nTb NPOUrpbIBATENb».

Lnst 6onee CNOXHOWM NOrMKK Bbl MOXETE BBECTW HACNenoBaHme ¢ aﬁchaKTHbIMI/I 6a30BbIMM

Knaccamu 1 nHTepgoeicamMmn ons yny4weHHON apXnTeKkTypbl.

MpounTaiite WabnoHbl NpoekTUpoBaHns oHNaiH: https://riptutorial.com/ru/unity3d/topic/10842/

wa6ﬂOthﬂpoeKTMpOBaHMﬂ
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CnaBbl

Hayvano paboTbl ¢
unity3d

API CullingGroup

Prefabs

Raycast

ScriptableObject
Unity Animation
Unity Profiler
Vector3
ATpnbyThI
Ayano cuctema

BupTtyanbHas
peanbHocTb (VR)

BxogHas cuctema

BbinonHeHne knacca
MonoBehaviour

["pachuyeckas cucrema
Nnonb30BaTeNIbCkoro
NHTepdgenca
HemeOIeHHOro pexuma
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