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BBepeHue

Baxxnoe MecTo B mporpaMmMe MOJArOTOBKU OakandaBpOB MO HANpPaBICHUSIM
200100 «ITpubopoctpoenue», 230400 «MHpopmaImOHHBIE CUCTEMBI U TEXHO-
JIOTUW» M BBIMTYCKHUKOB 110 crienuaibHOCTH 23020165 «ubopmarimonnsie cuc-
TEMbl W TEXHOJIOTMH» 3aHUMAIOT MPOOJIEeMbl COBPEMEHHBIX —ammnapaTHoO-
MPOTPAMMHBIX CPEJICTB BHU3YyaJM3allM MHTCPAKTHBHOW TPEXMEPHOU rpaduKu
B quciuiuinHax «KommbrorepHasi rpaduka», «KomibroTepHas TreoMeTpus u
rpaduka», «MammHHas rpaguka», CoaepKaHue KOTOPBIX ONPEIENSIETCs] COBpe-
MEHHBIMH TOCYIapCTBEHHBIMU 00pa30BaTEIbHBIMU CTaHAAPTAMHU.

B MeTonuMueckux yKa3aHUSAX pPAacKphIBAIOTCA COBPEMEHHBIE METOMbI
u cpeactBa pa3padborku Unity3d — npodeccnonaibHOro MyJIbTUILIATGOPMEHHO-
0 MHCTPYMEHTA JJIs TEOMETPUUYECKOr0 MOJCIUPOBAHUS U MPOrPAMMHUPOBAHUS
MHTEPAKTUBHON TPEXMEPHOU rpadukH.

B ykazanusx onucaHbsl BU3yalIbHbIE HHCTPYMEHTHI JUTsl pa3paO0TKH U BU-
3yanu3anuu MHTepakTUBHbIX 3D-mpoektoB B Unity3d B pexume peanbHOro
BPEMEHU, B TOM YHCJIE C UCIIOJIB30BAaHUEM CKPHUINTOB Ha si3bike C#, a Takke onu-
CaHbl IyTH PELICHUS 33/1a4M SKCIIOPTA U UMIIOPTA TAHHBIX.

[TpuBoasATCS KOHKPETHBIE TPUMEPHI TUHMMYHBIX cuTyanuid B Unity3d c uc-
M0JIb30BAaHUEM IIPOrpaMMHUPOBaHUs Ha s3bike C# ¢ TOIpOOHBIM X Pa300pOM.

VkazaHus mnpeIHa3HAuYeHbl JUJIl HCIOJIb30BAHMS CTYACHTAMH Hapsay
¢ yueOHUKaMH, y4eOHBIMU TOCOOUSMH U JIEKIIMOHHBIM MaTEPHAIIOM.



1. BBegeHune B Unity3d

1.1. O6bwue ceedeHus o Unity3d

Unity3d — 3T0 MOIIHBIA MyJIbTUIUIATQOPMEHHBII MHCTPYMEHT JJIsl pa3-
paboOTKH W MPOrpaMMHUPOBAHUS HHTEPAKTUBHBIX Opay3epHBIX M HACTOJBHBIX
NPWIOKEHUHN C IBYX- M TpeXxMepHOM rpadukoii, 00pabdaTeiBaeMoil B peaibHOM
BpPEMEHHU.

[Tpoexktr Unity3d ocuoBan B 2005 romy B Jlanum xommanumeit Unity
Technologies, nmeet mrad-kBapTupy B San Francisco u padoune rpymmsl B Ko-
nenrarene, Jlonnone, Ctokronsme, Bunbnioce, Ceyie, Tokuo.

Bce Bepcum mpoexra Unity3d comep:kaT WMHTErpUpPOBAHHBIM penakTop
IPOEKTOB, MOAAEPKUBAIOT MUMIIOPT rpauuecKkux W HerpauyecKux pecypcoB
(Mojeneil, B TOM 4Kclie aHUMUPOBAHHBIX, TEKCTYP, CKPUIITOB U T. [I.), COJIEpPKAT
BCTPOEHHBIC JAaHAMADTHI, MEHICPHYI0 CUCTEMY, COYETAIONIYI0 MPOCTOTY WC-
M0JIb30BaHUsl, THOKOCTh U MPOU3BOAUTENLHOCTD. [IporpammupoBanue rpaduku
B Unity3d ocymectisiercsa cpeactsamu JavaScript, Boo (nuanekr Phyton) u C#
Ha ocHoBe .NET; peanu3zoBana paboTa ¢ CEThbIO, HCIOIL3YeTCS (U3UUYCCKHI
nBrkok Ageia PhysX, cmemmuBanue 3D-rpaguku peasbHOrO BPEMEHH C MOTO-
KOBbIM ayauo u Buueo. Cepsep pecypcoB Unity oOecrieduBaeT KOHTPOJIb BEp-
cuii B Unity.

Unity3d noanepskuBaet mupokuit nuamna3on niamgpopm: Windows (XP /
Vista / W7), MacOs X, iPhone, iPod, iPad, Xperia PLAY, PS3, Flash 3D player.
B 2012 pgomma no dwunanpHO#M ctamuu Bepcusi Unity 4.0, B KOTOpOH CIHCOK
nojajepxkuBaeMbix miatgopm pacmmpuics ao 10S, Android, Wi, XBox 360,
PlayStation 3, Linux. IlomnepxuBaembie Opayszepsi: IE, FireFox, Chrome,
Opera, Safari.

Pa3paboTunkaMu BBIITYCKAIOTCS JBE BEPCUU IMPOTPAMMHOTO MPOYKTa:
oObryHas Bepcus u miuatHas Bepcus Unity3d Pro. IlepBast otnuyaercst orpanu-
YeHHBIM (DYHKIIMOHAJIOM, BTOpasi MO3BOJISIET OCYIIECTBUTH BCE 3Tarlbl rpaduye-
CKOTO KOHBeiiepa, BKJIIOUasi peHaep B TEKCTYPY, 3P PeKTrl mocT-mporecca, yna-
JIHUE U3 TIpoliecca PEHACPUHTa HEBUIMMBIX BEPIIUH U MOJUTOHOB.



Nuctpymentapuii Unity3d noctpoeH Ha UCIONIB30BAHUU JI Pa3pabOTKU
MHTEPAKTUBHBIX IPUJIOKEHUHN C ABYX- U TpeXMepHOU rpadukoii, oopabaTbiBae-
MOl B peaJibHOM BpEMEHU, KOHLIENMHU UTpoBoro ABmxka (Game Engine).

Hecmotps Ha cneun@uuHOCTh Ha3BaHUs, UTPOBbIE JABMXKKU LIMPOKO HC-
NOJIB3YIOTCSL B JIPYTMX TUIAX WHTEPAKTUBHBIX MPUIIOKEHHM, HCIIOJIb3YHOLIUX
3D-rpa¢uky B peasbHOM BPEMEHM, TAKUX, KaK JIEMOHCTPALMOHHBIE PEKIAMHBIE
POJIMKH, apXUTEKTYpHbIE BU3YyaJIU3alUH, OOyYaIOIIHE CUMYJATOPBI M CpPEIbl
MOJIEJTMPOBAHUS.

1.2. KoHuenuyusi Game Engine e Unity3d

Urporoit nemwxkok (Game Engine) — 3To IeHTpaidbHBINA MPOTPaMMHBIN
KOMIIOHEHT MHTEPAKTUBHBIX MPUIOKEHHUH C TPEXMEPHOH rpadukoii, oOpadaTsI-
BaeMOM B pEaJlbHOM BpPEMEHH, B TOM YHUCJE KOMIBIOTEPHBIX W Buaeourp. OH
o0ecreuynBaeT OCHOBHBIE TEXHOJOTMH MoOjenupoBaHus M 3D-Busyanusaruw,
yIOpOIIaeT Mpolecc pa3padoTKH MPOEKTOB, 0OECIEYMBAET BOZMOXKHOCTh UX 3a-
MyCKa Ha HECKOJIbKUX IIaT(opMax, TAKMX KaK UTPOBbIE KOHCOJIM U HACTOJIbHBIC
oneparmonHeie cuctembl, Hanpumep, GNU/Linux, Mac OS X u Microsoft
Windows.

UrpoBoii 1BUKOK oOecneyrBaeT OCHOBHYIO (DYHKIIMOHAJIBHOCTh aKeTa
Unity3d. O BkItouaeT B ce0si MHOTOKPATHO HCHOJb3yE€MbIE IMPOTrpaMMHBIC
KOMITOHEHTBI: TpadUuecKuil JBUKOK («BHU3yalau3aTtop»), pu3nueckuid JBUKOK,
3BYKOBOW JBUYKOK, CUCTEMY CKPUIITOB, aHUMALINIO, UICKYCCTBEHHBI UHTEIICKT,
CETEBOM KO/, YIPaBJICHUE MAMSITHIO U MHOTOITIOTOYHOCTb.

B nononHeHne K MHOTOKPAaTHO HMCIHOJIB3YEMBIM MPOTrPAMMHBIM KOMIIO-
HEHTaM, UTPOBbIE JBIWKKHU, KaK MPaBUIIO, MPEAOCTABISIOT HAOOp BU3YalIbHBIX
WHCTPYMEHTOB [IJIsl Pa3pabOTKH MPOEKTOB. DTH MHCTPYMEHTHI OOBIYHO COCTaB-
JSI0T UHTETPUPOBAHHYIO CPENy JJIs YIPOILUEHHOM, ObICTPON pa3pabOTKU MHTE-
PAaKTUBHBIX MPUIIOKEHUNA HA MaHEp MOTOYHOTO MPOW3BOACTBA, MPEAOCTABIISSA
TMOKYI0 U MHOTOKPAaTHO MCIOJIb3YEMYIO MPOTPAMMHYIO IaT(opMy co Bcell He-
00x0omuMoN (HYHKIIMOHATIBHOCTBIO I Pa3pabOTKH MPUIIOKEHUS, COKpalas 3a-
TpaThl, CIOKHOCTb U BpEMsI pa3pabOTKHU.

UrpoBbie IBMKKU OOBIYHO MIATHOPMO-HE3aBUCUMBI U TIO3BOJISIIOT pa3pa-
0aTbIBa€MOMY IPOEKTY 3allyCKaThCsl HA PAa3IMYHbIX MaTGopmax, BKIKOYAs UT-



pPOBBIC KOHCOJHU W TMEPCOHAIBHBIE KOMITBIOTEPHI, C HEKOTOPHIMA BHECEHHBIMHU
B UCXOJHBIN KOJ M3MEHEHUSIMU (WJIH BOOOIIE O€3 HUX).

Yacto urpoBble JABMKKH HMEIOT KOMIIOHEHTHYIO apXHTEKTYpy, MO3BO-
JISIONIYI0 3aMEHSITh WM PACIIUPSATH HEKOTOpPbIE TOJICUCTEMBI JIBHXKKaA Oosee
CHeIUaTN3UPOBAaHHBIMY (M 4acTo OOJiee TOPOTHMH) KOMIIOHEHTaMU, HAIIpUMeED,
U1 CUMYJIAnuM - pusznueckoil mpuponabl B3aummonenctBus (Havok), 3Byka
(FMOD) wnu penaepunra (SpeedTree). OHaKO HEKOTOPBHIE UTPOBBIC JABUKKH,
Takue Kak RenderWare, NpoeKTHUPYIOTCS KaK HAOOp cl1abOCBSI3aHHBIX KOMIIO-
HEHTOB, KOTOpPHIE MOTYT BBIOOPOYHO KOMOWHHUPOBATHCS JJIS CO3/IaHUSI COOCT-
BEHHOTO JIBIJKKA, BMECTO 0o0Jiee TPAJAUIIMOHHOTO IMOJX0/1a, KOTOPhIN 3aKIIr04a-
€TCs B PaCIIMPEHUU WIH HACTPOIKE THOKOTO HHTETPUPYEMOTO PEIICHHUS.

PaccMoTpuM OCHOBHBIE KOMITOHEHTHI JIFOOOTO HUTPOBOTO JBHMIKKA — Tpa-
buyeckuii 1 GU3NIECKUN JBUKKU.

I'pagpuueckuii 3D-0suoxcox (aurn. 3D-graphics engine; cucmema penoe-
PpUHea WU «BU3YAIU3AMOP») — TPOMEKYTOYHOE MPOTpaMMHOE OOecIieueHue
(IIT1O), ocHoBHOM 3agadeil KOTOPOTO SBISICTCS BHU3yadu3amus (pPeHIACPUHT)
JByX- WIH TPEXMEPHON KOMMBIOTEpHON rpaduku. MOKeT CyIiecTBoBaTh
KaK OTACIBHBIA MPOIAYKT WJIM B COCTaBE UTPOBOTO JBWXKKA M HCIIOIH30BATHCS
JUTSI BU3yaJIM3aIlii OTACIIbHBIX M300paKCHHUH MM KOMITBIOTEPHOTO BUeo. [ 'pa-
dbudecKkrue IBMKKH, UCITOIB3YIONIUECS B IIpOrpaMMax Mmo padoTe ¢ KOMITbIOTEP-
HOUM rpadukoi (Takux, kak 3ds Max, Maya, Cinema 4D, Zbrush, Blender),
00BIYHO HA3BIBAIOTCA «PEHACPEPAMM», «OTPUCOBIIMKAMIY WIIN «BU3YyaJIU3aTO-
pamu». [Ipu 5TOM OCHOBHOE M Ba)KHEHIIIEE OTIMYHE «UTPOBBIX» rpadUdecKux
JIBIYKKOB OT «HEUTPOBBIX» COCTOHWT B TOM, YTO IEPBBIC JTOJDKHBI 00S3aTEIBHO
paboTath 6 peoxcume peanrbHO2O0 6pemeHU, TOTa KaK BTOPbIE MOTYT TPATUTh
110 HECKOJIBKO JIECSITKOB YacCOB Ha BBIBOJ| OJTHOTO M300pakeHusi. BropsiM cyiiie-
CTBEHHBIM OTJIMYHEM SBJISICTCS TO, YTO, HAUMHAS MPUOIHU3UTEIBHO ¢ 1995-1997
roja, rpaduuecKe IBYKKU TIPOU3BOMAT BU3YAIHM3AIHIO C ITOMOIIBIO Tpaduye-
ckux mporeccopoB (GPU) Bumeokapt. Ilporpammubie rpadudeckue IBUKKH
UCIIOIB3YIOT TOJIbKO IeHTpasibHbIe nporeccopsl (CPU).

Yame Bcero rpaduyeckue 3D-aBMKKH WM CUCTEMBI PEHJIEPUHTA B UTPO-
BbIX JIBI)KKax mNocTpoeHbl Ha rpaduueckom API, Ttakom kak Direct3D wnm
OpenGL, xoTopsIif 06ecreunBaeT MpOrpaMMHYI0 HE3aBUCUMOCTh. Mcrnonb3oBa-
HUE HU3KOYPOBHEBBIX OMOMMoTek, Hanpumep, DirectX, SDL u OpenAL no3Bo-

JseT 00ECIeUnTh armapaTHO-HEe3aBUCHUMBIN JIOCTYN K APYroMy ammapaTHOMY



o0ecreYeHn0 KOMIbIOTEPa, HAIPUMED, YCTPOICTBAM BBOJA (MBbIIllb, KJIIaBUATY-
pa M JPKONCTHUK), CETEBBIM U 3BYKOBBIM KapTaM.

Qusuueckuii 08udcox (aHri. physics engine) — NPOrPAMMHBIN JABUKOK,
KOTOPBIN MPOU3BOAUT KOMITBIOTEPHOE MOJEIUPOBAHUE (DUINYECKUX 3aKOHOB
pEabHOrO MUpPa B BUPTYaJIbHOM IIPOCTPAHCTBE 3D-CLEHBI C TOW MM UHOMU CTe-
NEHBI0 amnmnpokcuManuu. Yamie Bcero (¢U3HUECKUE JBHKKH HCIOIb3YIOTCS
HE KaK OTJ/IeJIbHbIE CAMOCTOSITENIbHbIE TPOTrpaMMHbBIE MPOAYKThI, a KaK COCTaB-
HbIE KOMITIOHEHTBI APYTUX NporpamMm. BeIJenstoT UrpoBbie U HayuHble (u3nye-
CKHE JIBUKKH.

[TepBblif TN UCTIOJIB3YETCA B KOMITBIOTEPHBIX UTPaX KaK KOMIIOHEHT WT-
pPOBOTO JBWXKA. B 3TOM cilydae OH Takke OJDKEH paboTaTh B PEKUME pealb-
HOTO BPEMEHH, TO €CTh BOCIPOM3BOJUTH (YU3UUYECKHUE MPOIECCHl B UTPE C TOU
K€ CaMOW CKOPOCTBIO, B KOTOPOW OHM IMPOUCXOIAT B peaibHOM mupe. Bmecte
C TeM OT UTPOBOTO (PU3UYECKOr0 JBUKKA HE TPEOYETCS TOUHOCTH BBIUMCIICHUIA.
[TosToMy B Takux ABUXKKAaX HMCIOJIB3YIOTCS OYEHb CUJIbHBIE aNMpOKCUMAlIHH,
NpUOIM>KEHHBIE MOJIENIA B3aUMOJICUCTBUS.

Hayunple ¢usnveckue MABUKKA HCIONB3YIOTCA B HAYYHO-HUCCIEIO-
BaTEJIbCKUX pacueTax U CUMYJIALMAX, T/ KpailHe BaKHAa UMEHHO (puU3HYeCcKast
TOYHOCTb BBIYUCIICHUM, & CKOPOCTh BBIYMCIICHUN HE UTPAET CYIIECTBEHHOM POJIH.

CoBpemeHHbIe (Pu3nUecKue IBUKKU CUMYIUPYIOT HE Bce GU3UYECKUE 3a-
KOHBl PEaJbHOI0 MHUpa, a JIMIIb HEKOTOPhIE, MPUYEM C TEUYEHUEM BPEMEHU U
nporpecca B 00J1acT MH(POPMAIIMOHHBIX TEXHOJIOTUM M BBIYUCIUTEIBLHON TEX-
HUKH CIIUCOK «IOJICPKUBAEMBIX» 3aKOHOB yBennuuBaeTcs. CoBpeMeHHbIE (Pu-
3UYECKHE JBIKKH, KakK MPaBWJIO, MOTYT CUMYJIUPOBATh Cleayromue ¢puznde-
CKHE SIBJICHUSI U COCTOSIHUS: TUHAMUKY a0COIFOTHO TBEPJIOTO U ehopMUpyeMo-
ro Teja, TMHAMUKY KUJIKOCTEeH U ra3oB, MOBEJACHUE TKaHEH U BEPEBOK (TPOCHI,
KaHaThl U T. 11.).

Ha npakTtuke ¢uznueckuil IBUKOK IMO3BOJISIET HAMOJHUTH BUPTyaIbHOE
3D-npocTpaHCTBO CTATHMUECKUMHU U JUHAMHYECKUMHU OOBEKTAMU — TellaMU
(anrn. body), ykazaTh HekHe OOIME 3aKOHBI B3aMMOJECHUCTBUSI TEI U CPElbl B
ATOM MPOCTPAHCTBE, B TOM WM WHOW Mepe MPHUOIMKEHHBIE K (PU3NYECKHUM, 3a-
JlaBasi TPy STOM XapaKTep U CTENEeHb B3aUMOJICUCTBUN (MMITYJIbCHI, CHJIBI U T. 1).
CoOCTBEHHO pacdeT B3aUMOJICHCTBUS TeJl IBMKOK M Oeper Ha cebs. Koraa mpo-
CTOr0 Habopa OOBEKTOB, B3AMMOJCHCTBYIOIIMX IO OMPEACICHHBIM 3aKOHAM B

BUPTYaJIbHOM MPOCTPAHCTBE, HEJIOCTATOYHO, B CHITy HEMOJHOTO MPUOIMKECHUS



(bU3UYECKON MOJICNIM K pealIbHOM, BOZMOXKHO J100aBJIATh K TelaM CBSI3U (QHIIL.
joint, «coedunernuey). CBI3U TPEJACTABISIOT COOON OrpaHUYCHUS OOBEKTOB (hH-
3UKH, KaXJ0€ W3 KOTOPHIX MOXKET HAKJIAJbIBaThCA HA OJHO WM JBa TeJa.
PaccunthiBasi B3auMoACHCTBHE Tel MEXIAy COoO0W M cO cpeaoi, (U3NYECKUit
JBHKOK TPUOJIMKAET (GU3UYECKYI0 MOJICNIb MOJy4aeMOM CUCTEMBI K PEalbHOM,
nepenaBasi yTOYHEHHbIE T'€OMETpPUYECKHE JaHHbIE B TpadUuecKuil JBUKOK.
Unity3d B kadecTBe pusnueckoro aBmkka ucmoiab3zyeT Nvidia's PhysX engine.

1.3. TepmuHonozusi Unity3d

OcnoBHoil koHuenuuet Unity3d sBisieTcst UCIONb30BaHUE B CLIEHE JIETKO
YIPABJISIEMBIX OOBEKTOB, KOTOPbIE, B CBOIO OYEpEAb, COCTOAT U3 MHOKECTBA
KoMIioHEeHTOB. Co3/1aHue OTAENbHBIX UTPOBBIX OOBEKTOB M MOCIEAYIOIIEE pac-
mupeHne ux QyHKIMOHAILHOCTU C MOMOINBIO TOOABIEHUS Pa3INIHBIX KOMIIO-
HEHTOB II03BOJISIET OECKOHEYHO COBEPIIEHCTBOBATh M YCIOXHSTH IPOEKT.
BinsHre KOMIIOHEHTa HAa MOBEAEHUE UIIU MOJI0KEHHE TOTO UM MHOrO0 00BEKTa
B CIIEHE (c80tuicmea KOMIIOHEHTA) OMPEIEISETCS C MOMOIIbIO nepeMeHHbIX KOM-
IIOHEHTA.

Pecypcer (Assets) mpoekTa — 3TO CTPOUTENIbHBIE/COCTABHBIE OJOKH BCEX
npoekToB Unity, B Ka4eCTBE KOTOPBIX MOTYT OBITh UCIOJIb30BaHbI (Pailyibl U30-
Opaxenuit (Texctyp), 3D-mozeneil, 3ByKoBble (ailiibl, KOTOpble OYIyT UCIONb-
30BaThCs MPHU CO3JAaHUU B KauecTBe pecypcoB. [loaToMy B m000ii nmanke nmpoek-
ta Unity Bcerja cyulecTByeT MOJAKATalIOr ¢ UMEHEM Assets, re XpaHsTcsl Bce
Gaiiisl pecypcos.

Korpa kakoi-nmu6o pecypc (Hanpumep, reomerpuueckas 3D-Mojens) uc-
HOJIb3YETCSl B CLIEHE UIPhI, OH CTAaHOBUTCS B TepMmuHOJoruu Unity ueposwvim
oovexmom (Game Object). Bce 3T 00BbEKTHI U3HAYAIBHO UMEIOT XOTsI ObI OJIUH
KOMIIOHEHT, 3aJIal0IIMii €ro MOJIOKEHHE B CLIEHE U BO3MOKHbIE MpeoOpa3oBaHus
(xommioneHnt Transform). Ilepemennsie komnoneHTa Transform omnpenensier no-
JoxkeHue (position), moBOpoT (rotation) m MacmTad (scale) oObekra B ero Jio-
KaJIbHOM JE€KapTOBOM IIPSMOYIOJIBHOU cucTteMe koopauHar X, Y, Z. Hamuune
INEPEMEHHBIX y KaXJI0r0 KOMIIOHEHTa 00YCIOBIMBAET BO3MOKHOCTh OOpaleHUs
K HUM U3 COOTBETCTBYIOILIEH TPOrpaMMbl (CKpPHUIITA).



Komnonenmuor (components) B Unity3d umeroT pasnnyHoe Ha3HAYCHUE —
OHM MOTYT BJIMATh Ha MOBEJCHHE, BHEIIHUM BUJ M MHOTHME Apyrue (QyHKIUU
00BEKTOB, K KOTOPBIM MpHKpemsitores (attaching). Unity mpegocTaBisieT MHO-
KECTBO KOMIIOHEHTOB Pa3JIMYHOIO HA3HAYECHMUSL.

JUis  oOecrieueHHs] HMHTEPAKTHUBHOCTH  pa3iuWyHbIX 3 D-npunokeHuid
B Unity3d ucnone3yrorcst ckpunmsi, KOTOpbIE TaKXKe pacCMaTpUBAIOTCS CPeloil
kaKk koMmroHeHThl. [Tomumo JavaScript, Unity3d Taxxke npenocTaBiseT BO3MOX-
HOCTb UCIOJIb30BaTh JUIsl HAIMCAHUsl CKpUNTOB s3blkK C# 1 Boo (mpon3BoHbIiM
ot s3bika Python). JIns HanMcaHusi CKpUNTOB MOXKHO BOCIIOJIB30BAaThCS BCTPO-
eHHbIM pegakropoM Unity3d MonoDevelop.
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2. Uutepdpenc Unity3d. CozgaHue npocteninx moaeneun
TBepAabix Ten. [lobaBneHne macchbl, rpaBuTaumm
K TBepaomMy Teny

Jl5is co3manus HOBOTO MPOEKTa HeOOXoAnMO 3amycTuTh cpeny Unity3d u
B OTKPBIBIIIEMCS OKHE c03/1aTh HOBBIN NpoekT (File = New Project, puc. 1).

o S T AT | g r———
ile | Edit Assets GameObject Component Terrain Tools Window Help

New Scene Ctrl+N

Open Scene Ctrl+0

Save Scene Ctrl+5
Save Scene as.. Ctrl+Shift+5

MNew Project...
Open Project...
Save Project

Build Settings... Ctrl+5hift+B
Build & Run Ctrl+B

T 8 e E

Puc. 1. OxHo co3nmanust HoBoro npoekra B Unity3d

Unity3d coaepxxut Habop ©0a30BBIX MAKETOB C pPa3IuYHbIMU (Pu3n-
YECKMMM CBOMCTBaMH. [l co31aHus CTaHAAPTHBIX I'€OMETPUUYECKUX MOAEIEN
(xy0, cdepbl U T. 1.) U 3aTeM 3aJaHUs TPABUTAIMOHHBIX CBOMCTB ATUM OOBEK-
TaM HaMm noTpeOytoTcs naketsl PhysicMaterials. UnityPackage n StandartAssets
(Mobile). UnityPackage. JIna no0OaBjieHUs] MaKEeTOB B HOBBIN MPOEKT B OTKPHIB-
memcsi okHe (puc. 2) BeiOupaeM Bkianaky Create New Project, yka3biBaeM IyTh
K TeKyIIeil paboyel manke ¢ IpoeKTOM U OTMEYaeM HEOOXOAUMbIC MTAKETHI.
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Unity - Project Wizard

' Open Projeck  “reate Mew Project |

Project Location:

Import the Following packages:

I A\ UsershadminiDocumentsiMew Uniky Project 2 Browse, .. |

[

O Particles.unityPackage

Pheysic Materials, unityvPackage

D Projectors.unitvPackage

O seripts. unityPackage

O skyboxes unityPackage

Standard Assets (Mobile), unityPackage

D Terrain Assets,unityPackage
— N N
1]

2l

| of

Create I

Puc. 2. OkHo BBIOOpA CTaHJAPTHBIX MTAKETOB

Paccmotpum okHo myctoro npoekta B Unity3d u ero ocHOBHBIE 31€MEH-

ThI (puc. 3).

¥ Unity - Untitled - New Unity Project 1 - PC and Mac Standalone™®
File Edit Assets GameObject Component Terrain Window Help

[ [ | maximize on Plav| State| Giamae 7] 0] Toxtured  =|lrea  oll & la!  |leeweeel (Rl |

z

o
o *

Top

s e

Tag [MainCamers | Layer

Puc. 3. Okno nyctoro mpoekta B Unity3d: 1 — okHO crieHsl (Scene); 2 — OKHO

3amycka u mpocMmotpa urpsl (Game); 3 — okHO uepapxuu o0bekToB (Hierarchy); 4 — OKHO UH-

criektopa npedadoB u pecypcoB (Project); S — OKHO TIpEABAPHUTEIBHOTO TIPOCMOTpPA CIIEHBI

(Camera Preview); 6 — OKHO HHCTIEKTOpPa KOMIIOHEHTOB M UX CBOUCTB (Inspector)
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Untepdeiic Unity3d aBnsercs ruOko HacTpauBaeMbIM MO HYK/IbI pa3pa-
oorunka. Tak, mpu BbIACIEHUU B JIIOOOM 3JE€MEHTE OKHA TEKYIIeH BKJIAIKU
C IOMOIIIbI0O KOHTEKCTHOIO MEHIO, OHAa MOXET OBITh JONOJIHeHa HOBOW (Add
Tab) v ynanena (Close Tab) (puc. 4).

Maximize
Close Tab

Add Tabh  » SCene

Game

Inspector
Hierarchy
Project

Profiler
Animation

Puc. 4. Hactpoiika Bknagok Unity3d B pabodem OkHE TpOeKTa

Hnucnexkmop npeghadosé u ucnonwvzyemuvlx pecypcoe (Project) conepxut
CCBUIKM Ha (Daiiybl TOOABICHHBIX B MPOEKT MOJECINICH, TEKCTYP, 3ByKOB, CKPHUII-
TOB, a TaK)Xe ClelHaAIbHbIE O0BEKTHI — Mpedadbl, MpeAHaA3HAYEHHBIE IS 1allb-
HEHUIIIETO TOBTOPHOTO UCIOJIb30BaHUSI OOBEKTOB B MPOEKTE.

Hepapxusa o6vexmoe (Hierarchy) — 310 criicok Bcex 00ObEKTOB Ha TEKY-
IeM ypOBHE, TOKAa3bIBAIOIIMKA TaK)Ke€ WX OTHOIICHUS HacienoBaHusi (Parent-
Child).

Hucnexkmop komnonenmoé u ux ceoiicme (Inspector) xapakrepusyer
BBIJICJICHHBIN B JIaHHBIM MOMEHT OOBEKT — MOJENb, TEKCTypy, npedad u T. 1.,
oToOpakaeMblil B OKHE uepapxuu o0bekToB (Hierarchy).

JloGaBieHne K TPOEKTY CTaHAAPTHOIO TE€OMETPUYECKOT0 OOBEKTa
Unity3d ocymecTBisiercs Ha BkIagke GameObject B TmaBHOM MeHI0. B kadecT-
B€ MPOCTEHIINX OOBEKTOB B CLEHY MPOEKTa MOTYT ObITh J100aBJIEHBI T€OMETPU-
yeckue oO0BeKThl (KyO, cdepa, HUWIMHAP W T.A.), UCTOYHUKH OCBCIICHHS,
Kamepa.
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= T Lot L — —— Sl “—

Create Empty Ctrl+Shift+M
Create Other » Particle System

Center On Children Comera
GUI Text

Make Parent GUI Texture

Clear Parent 30 Text

Apply Changes To Prefab

Break Prefab Instance Directional Light

Point Light
Spotlight
Area Light

Move To View Ctrl+Al+F
Align With View Ctrl+Shift+F

Align View to Selected
Cube

Sphere
Capsule
Cylinder

Plane

Puc. 5. Jlo6aBrneHre kK MpOeKTy MPOCTEHUIIIET0 T€OMETPUUECKOTO 00bEKTa

Bri6epem Ha sT0# BKIaake myHKT Cube 1muisi co3nanusi B TEKyIIen ClieHe
o0bekTa «ky0» (GameObject = Create Other = Cube, puc. 5), u3o0paxkeHue
KOTOPOTO B TPEXMEPHOM CUCTEME KOOpJMHAT TOKa3aHO Ha puc. 6, a.

23 Project
| Cr!at!'l
b [0 Standard Assets

b [ Standard Assets (Mobile)

a) 0)
Puc. 6. Coznanue npocreiiniero o0bekTa: a) 0ToOpakeHne 00beKTa B TpEXMEPHOM
cUCcTeMe KOOpIUHAT; 0) NaHeIb HHCIEKTOPa CBOMCTB 00BEKTA CO CIIMCKOM KOMIIOHEHTOB
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PaccmoTpum, uTo mpenactaBiasieT coOOW TOJBKO YTO CO3/IaHHBIA T'E€OMET-
pudeckuil 00bekT. Eciii BBIACIUTD €ro B OKHE UEPAPXUU OOHEKTOB HIIU B OKHE
CIICHBI, TO B OKHE HHCIIEKTOpPa MbI YBHJUM CIHCOK CBSI3aHHBIX C OOBEKTOM
KOMITIOHEHTOB (puc. 6, 0).

Transform — 5TO KOMIIOHEHT, OTBEYAIOIIMH 3a TOJOXKEHHE OOBEKTa B
IPOCTPAHCTBE B MUPOBOM CHUCTEME KOOPJMHAT U MMEIOIIMICS Y JI000T0 UTpo-
BOro o0bekTa. OH XpaHUT B cebe nepemenHvle — KOOPAUHATHI 0OBEKTA B TPEX-
MEpPHOM MPOCTPAHCTBE X, V, Z; JAHHbIE O TOBOPOTE €r0 OTHOCUTENIbHO OCEl KO-
OpJMHAT, a TAK)Xe Memoobl Il U3BMEHEHMsI 3TUX NapaMeTpoB. Takxke OH OTBe-
YaeT 3a HepapXui0 OOBEKTOB Ha CLIEHE: CBOMCTBO parent MOXET COJEpXKaThb
CCBUIKY Ha JPYTOd aHAJIOTHYHBIA KOMIOHEHT Transform, siBisrommiicss poau-
TEJIbCKUM IO OTHOLIEHUIO K JaHHOMY. Eciii poauTeNnbCKUN KOMIOHEHT IpHU
3TOM JIBUTa€TCS WIHA BPAIIAETCs, BMECTE C HUM JBUTAeTCsS U BPALAETCA WU JI0-
yepHuil. JlouepHuii ke MOXKET CBOOOIHO ABUTATHCS U BpallaThCsl, IPU ITOM €ro
HepeMelIeHUs] HE OKa3bIBAIOT BIIMSHUE HA POIAUTENBCKUNA KOMIIOHEHT. YTOObI
Jy4lle MOHATh 3TOT MOMEHT, IOCMOTPUTE Ha CBOIO PYKY: KOI'Jla Bbl JBUTAETE
JaJI0HBIO, MAJIBLbI IEPEMELIAIOTCS BMECTE C HEH, a IIEBEJICHNE NalbllaMi HU B
KOEW Mepe HE 3aTparuBacT JaJoHb. B 3TON cuTyaluu jJagOoHb SBIISIETCS POJIU-
TEJIBCKUM 3JIEMEHTOM JIJIS NAJIbLEB.

Mesh filter — KOMIIOHEHT, XpaHSIIUA B ce0e TPEXMEPHYIO MOJIETb 00bEK-
Ta, B JAHHOM CITy4ae — 3TO KyOM4ecKuii mpuMHUTHB (puc. 6, 0).

Mesh Renderer — KOMIIOHEHT, KOTOPBIM JOMNOJIHAET I€OMETPUYECKHUE
JAHHBIE O TPEXMEPHON MOJENM U3 BbIIICYKa3aHHOTrO KoMmiioHeHTta Mesh filter
TEKCTYpO (TEKCTYpHbIE KOOPAMHAT) U IPUMEHSET LIEHAEPhl, B pE3yJIbTaTe YETO
MBI T10JIy4aeM Ha 3KpaHe NOJHOLEHHYI MOJEIb TAKOM, KAK OHA JIOJKHA BBITJIS-
neTh. Takke 3TOT KOMIIOHEHT MO3BOJISIET BKJIIOYUTH/OTKIIOUYUTH CBOMCTBO OT-
OpachIBaHUs TeHEH 0OBEKTOM U Ha OOBEKT.

Box Collider — xommioHeHT, XpaHsmui B cebe TPEXMEPHYIO MOJEb
«KOJITU3HI», TO €CTh Ty MOJEIb, M0 KOTOPOH (M3UYECKUN ABUKOK PACCUUTHI-
Ba€T CTOJKHOBEHMSI MEXJy OObEKTaMU WIM €O cpenoil. Mopenb, yka3zaHHas
B JaHHOM ciy4dae kak Box Collider (puc. 6, 6), oToOpakaeTcs Ha CIICHE B BUJIC
3eJIEHOTO Kapkaca. Bapeupysi nepeMeHHbIMHU X,),z LieHTpa macc (Center) u ero
pasmepa (Size), BO3MOKHO CYIIECTBEHHBIM 00pa3oM MEHSTh XapakTep B3auMO-
NEeUCTBUSL 0OBEKTOB.
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Jlist Toro 9TOOBI CO3MAaHHBIM KyO WMen 1moj coOO0W OCHOBaHWE B BHIIC
IUIOCKOW TIOBEPXHOCTH, HEOOXOJMMO CO34aTh JUISI HETO OOBEKT «ILIOCKOCTH)
(GameObject = Create Other = Plane) (puc. 7).

Puc. 7. Co3gaHue mIOCKOCTH

+= | @ Project
._ | Create'|
|| > Standard Assets
| b (5 Standard Assets (Mobile)

Kak BUIHO M3 pUCyHKA, IBET Ky0Oa TepsAeTCs B MPOCTPAHCTBE CICHBI, T. €.
CJIMBAaETCS IO ILBETY C BHOBb CO3JIaHHBIM OOBEKTOM ILJIOCKOW IMOBEPXHOCTH.
JI1s1 NCKITIOYEHUSI TOr0 HE0OX0IUMMO CO3aTh ISl 00beKTa ocBemenue. Jlooas-
JCHHE K MPOEKTY TOYCUHOTO OCBCIICHUS OOBEKTOB TAaKXKE OCYIIECTBIISACTCS
B TOM ke MeHI0 (GameObject = Create Other = Point Light) (puc. 8).

eObject Component  Terrain - Window  Help

Gizmos 7

3 Project
i i

Puc. 8. JIob6aBneHne HCTOYHUKA CBETA B IPOCTPAHCTBO CIICHBI
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Tenepb npu HaxxaTuu ynpasisitolmied kHonku Play B okHe cpenbl Game
MBI TIOKa HE CMOKEM YBHJIETh CO3JIaHHBIE paHee 00beKThl. [ljig TOro 4ro0dsl BO-
IUIOTUTh Hall NPOEKT B BUPTYaIbHYIO )KM3Hb, B CLIEHE HE JOCTAET €Il OJHOrOo
00BEKTa — KaMephl.

Jl5is TOro 4toOBl pa3MeCcTUTh KaMepy HE MPOCTO B «IPOCTPAHCTBE Clie-
HbI», @ HA KOHKPETHOHN IUIOCKOCTH, HEOOXOIMMO B OKHE MEPAPXUM CO3JIaHHBIX
O00OBEKTOB MPOEKTa YKa3aTh CO3/IaHHYI0 HaMU paHee IUIOCKOCTh, MOCIE YEero
co3natb kamepy (GameObject = Create Other = Camera, puc. 9):

= Hierarchy | E 1 Project | -
| Create | (ar Al | Create - ar Al
Camera » [ Standard Assets

Cube b [ Standard Assets (Mobile)
Main Camera

Puc. 9. Jlo6aBnenue kamepsl

Bocmonb30BaBIIMCh KHOMKOM MEpEeTaCKUBaHUS 00 bEKTOB E, pacnoJio-
UM UX IPUMEPHO TAK, KaK 3TO Mokas3aHo Ha puc. 10. [Ipu 3Tom npeaBapureb-

HOE M300pakeHUe C KaMephl CLIEHbI COOTBETCTBYET N300pakeHUI0 Ha puc. 11.

Puc. 10. Pacronnoxeune 00ObEKTOB Ha CIIEHE
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B + ':";‘:'ln <) Gizmos = | (G ATl )

Camera Preview

= £ project [ =
(ar Al V| create - for All )

Puc. 11. [IpeaBaputenbHOE pacroioKEeHUE KAMEPhI CIICHBI

Tenepp npu HaxxkaTuu ynpasisitolled KHONKU «Play» B OKHE NpoeKTa
Game 0TOOpa3UTCS CTaTUYECKas ClIEHA, B KOTOPOH KyOWueckuii OObEeKT HaBH-
caeT HaJl IIIOCKOCThIO (puc. 12).

e ——

File Edit Assets GameObject Ceomponent Terrain Window Help

Puc. 12. Pe3ynbrar 3amycka B OKHE ITPOEKTa

Jns ycraHOBi€HUs B3aUMOJICUCTBUS MEXKIY CO3JaHHBIMU T'€OMETpHUYe-
CKUMHU OO0BEKTaMH HEO0OXOIMMO J00aBUTh K HUM COOTBETCTBYIOIIME (u3uye-
ckue cBoucTBa. OU3NUECKUM ABUKOK CPEAbl UCHOJIB3YKOT CUCTEMY JUHAMHUKH

TBEPABLIX TCJI AJIs1 CO3aHNs PCATUCTHIHOTO ABHUIKCHUA. 910 O3Ha4acT, 4TO BMC-
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CTO CTATUYHBIX OOBHEKTOB, HAXOJISIIUXCS B BUPTYATHLHOM MPOCTPAHCTBE CIICHBI,
Mbl MMEEM OOBEKTHI, Y KOTOPBIX MOTYT OBbITh TaKH€ CBOMCTBa, KaKk Macca
(Mass), rpaButauus (Use Gravity) u npyrue. Tak, CBOMCTBa MacChl WM I'PaBU-
TallMk J00aBIISIIOTCS K OOBEKTY ¢ TMOMOIIbI0 KommnoHeHTa Rigidbody
(Component = Physics = Rigidbody). B cOOTBETCTBYIOLIUX MOJISX MEPEMEH-
HBIX 3TOTO KOMIIOHEHTA mass U drag B OKHE MHCIIEKTOPAa KOMIIOHEHTOB BHICTAB-
JISIOTCS BETUYMHBI MACCHI U CKOPOCTH majieHus (puc. 13), mpu 3TOM B OKHE He-

papxuu Ky0 JOJIKEH OCTaBaThCs BbIICJICHHBIM.

Interpolate
Collision Detection

¥ & Rigidbody g %
Mass 10

Drag 2

Angular Drag 0.0%

Use Gravity [

Is Kinematic []

4K

| Mone

| Discrate ~

b Constraints

Puc. 13. Hactpoiika cBoiicTB kommnoneHTa Rigidbody

Teneps npu 3amycke mpoekTa BO BKJIaake Game MOXHO YBHIETh, KaK C
BBICOTHI Ha CO3JaHHYIO IJIOCKOCTh MajaeT KyO Moj JeHCTBHEM CHIIBI TSKECTH.
[Tpuuem nageHue 3To MOCIe COMPUKOCHOBEHUS € IIIOCKOCTBIO MPEKpaIaeTcs, 1
Ky0 ocTaercs Ha MJIOCKOCTH.

N3menenue pusnyeckux CBOWCTBA Ky0a MOXHO OCYHIECTBUTH B KOMIIO-
HeHte BoxCollider, oqnuM #3 mMapaMeTpoOB KOTOPOIO SIBJISIETCS MaTepual
(Material). 1o ymon4anuio 3Ha4eHUE 3TOTO NTapaMeTpa BHICTABISETCS B 3HAYe-
Huu None.

[TockonbKy MpH CO3JJaHUU MPOEKTA ObLIT MOJKIIOUYEH CTaHIAPTHBIN HAOOP
pecypcoB PhysicMaterials. UnityPackage, TO B TIpOEKTE MOSBISAETCS BO3MOXK-
HOCTh HCIIOJIb30BAHMSI HECKOJIbKUX CTAHJIAPTHBIX (U3MUECKUX MAaTEepUasoB
Unity3d. Yka3zanue B kauecTBe mapamerpa ynpyeozo marepuana (Bouncy) mo-
3BOJIIET JOOUTHCS OTCKOKA KyOa OT TIOCKOW MOBEPXHOCTH 32 CUET YKa3aHHOTO
($u3nIECKOro CBOMCTBA.
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JlabopaTopHnasi padora Ne 1

Lenu pabomui:

— 3HAKOMCTBO C OCOOEHHOCTSIMU MOJICTMPOBAHUS (PU3UUECKHX CBOWCTB
TpeXMepHBIX 00heKTOB B cpeae Unity3d;

— U3y4eHHE (PU3NYECKUX CBOMCTB TPEXMEPHOIrO Tena (MOAENIN) B CPEJE C
nomoIipio komnoHeHnTa Rigidbody (TBepmoe Temno);

— OCBOEHHE MPHUEMOB OpPraHU3alMU B3aUMOACHCTBHS OOBEKTOB 3a CUET
n00aBlIeHUs TpaBUTALMU U Macchl K 3d-00beKTy.

3ananme K JadopaTtopHoi padore

1) Ilo3HakoMbTECH C OCOOCHHOCTSAMHM MOJEIMPOBAHUSA MPOCTEUILINX
TpeXMEpHbIX reomerpuyeckux monened B cpene Unity3d (mo m. 2 meromuue-
CKHX yKa3aHHil).

2) OcBoiiTe MpUEMbI MOICITUPOBAHUS TPEXMEPHBIX TEOMETPUIECKUX 00b-
€KTOB M HUX (PU3MYECKUX CBOMCTB C TOMOLIBI0 KOMMOHEHTOB Transform,
Rigidbody, BoxCollider B HoBoM mipoekTe B cpene Unity3d.

3) OcBoiiTe mpueMbl OpraHU3alUu B3aUMOJEHCTBUS OOBEKTOB 3a CYET
no0aBlIeHNs TPaBUTAIIMU U MAacChl K 3d-00bEKTaM B 3TOM ITPOEKTE.

4) CoxpanuTte (haiis U MPoeKTa Mo M. 2 U MPEJOCTABLTE HA MIPOBEPKY Mpe-
[10/1aBaTEIIIO.

KonTposabHoe 3ananue

Co3narh (pu3HUecKyr MoJelb MaJalolIero Inapa, CKaThIBAIOIIETOCsS I10
HAaKJIOHHOW moBepxHOcTU. [locienoBaTebHOCTh MOJACIMPOBAHUSL  OIMKUCATH
B IIJITAHE-0TYETE 110 JJabopaTOpHOI padore.

KoHTpoJibHbIE BOPOCHI

1) KakoBbI OCHOBHBIE 3JIEMEHTHI pabodero okHa cpeasl Unity3d?

2) B 4em CymHOCTb HCTONB30BAHMS MPHUHIINIA POIUTENBCKUX M J0YEp-
HUX KOMIIOHEHTOB?

3) Kak u3aMeHuTCs B3aMMOEHCTBHE OOBEKTOB B CIICHE MPHU yBEIUYCHUH
nepemeHHou Size komnonenta BoxCollider?

4) O0bsicauTe Ha3HaueHue napamerpa Is Kinematic komnonenta Rigidbody.

5) OObsicHuTe Ha3HaueHUe mapamerpa Angular Drag KOMIOHEHTa
Rigidbody. Jlns yero npeaHasHaueHo cBoiictBo Cast Shadows komnonenTa Mesh
Renderer?
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3. OcHOBbI B3aumogencTBuA (CTONKHOBEHUSA) Mexay
o6bekTamu. NpmeHeHUe CKpUNTOB Ha A3blke C#

Bonbioe 3HaueHue mpu opraHuzaiuu B3aumojaeicTBus 3d-o0HEKTOB B
IpOCTpaHCTBE uMeeT oOHapyxkeHue croiakHoBeHuit (Collision detection).
Collision detection — 3T0 cnoco0, ¢ MOMOIIbIO KOTOPOro aHamuszupyercs 3D-
IPOCTPAHCTBO CILIEHBI HA MPEIMET CTOJIKHOBEHUM Mexay oObekTtamu. [Ipucsan-
Bast 00bekTy KoMnoHeHT Collider, Mbl (haKTUYECKH pa3MeIllaeM BOKPYT HEro He-
BUJIMMYIO CETKY — TaK Ha3bIBA€MbIN KOJUIAHEp, KOTOPBIA UMUTUPYET (hopmy
00beKTa U UHPOPMUPYET O HATUYUHU CTOJIKHOBEHHUS C IPYTUM OOBEKTOM.

Hampumep, B urpe-cumynarope OOyIHHTa mapsl OyIyT UMETh MPOCTYIO
chepuueckyro Gopmy kosuaiinepa (Sphere collider), B TO Bpemsi Kak Y 00beK-
TOB-KETJIeW Koyutanaep OyneT uMerb GopMy HWIMHIAPA/KANCybl WIH, JUIs
OoJbIIeH PEATUCTUYHOCTH CTOJIKHOBEHUM, OyJET MCMHOJIb30BaTh Mell (mesh),
KOTOPBIN SIBIISIETCA HE YeM WHBIM, Kak onucanuem reomerpun 3d-monenu. Mn-
dbopmalMsi O CTONKHOBEHHUU KOJUIAMAEpOB MOCTYMAET B (PU3MUECKHUI JBUXKOK,
KOTOPBIN COOOIIAeT CTOJKHYBIIUMCS OOBEKTAM UX JNATbHEHIIYIO PEaKIMIoO Ha
3TO CTOJIKHOBEHHE, OCHOBAHHYIO Ha HAIIPaBJICHUU M CHUJIE y/Iapa, CKOPOCTH U
npyrux ¢akropax. OTMETHUM, YTO UCIIOJIH30BAHUE KOJIJIAHAEPOB, MOBTOPSIOIINX
dbopmy Melia Mojeld, C OJAHOW CTOPOHBI, JaeT 0oJiee TOYHOE OIpeeeHUe
CTOJIKHOBEHHH, HO B TO K€ BpeMs NMPUBOJIUT K YBEIUYCHUIO 3aTpaT Ha UX BbI-
YHUCJICHUE.

PaccMoTpuM 0COOEHHOCTH CTOJIKHOBEHUN OOBEKTOB KaK C HMCIOJIb30Ba-
HUEeM HemocpencTBernHoro (yukmuonana Collision detection, mpenocTaBiIsieMo-
ro Unity3d, Tak U ¢ TOMOIIBIO TPOTPAMMUPOBAHUS TAKOTO B3aUMOJCHCTBUS HA
si3bike CH#.

Jlyist aTOr0 106aBMM B CO3JaHHYIO paHee CIIEHY HOBBIM KyOu4yeckuii 00b-
€KT, BBIIOJHSIOIUNA pPOJb HEKOTOPOro MPENSTCTBUA I MaJarolero Kyoa,
cMozienupoBanHoro panee (GameObject = Create Other = Cube), v ipunaaum
emy ¢opmy napannenenumnena (puc. 14).

Jlnst u3MeHeHust ero opMbl MOKHO BOCIIOJIb30BAThCSl CBOMCTBAMU KOM-
noHeHTa Transform Ha NaHEIW MHCIEKTOPAa KOMIIOHEHTOB, JUOO C MOMOILBIO

WHCTPYMEHTa MaciTabupoBanus «Scaley , IpeBapUTEIHLHO BBHIOPAB Teo-
MeTpudecKuii 00bekT. [Ipu 3TOM B CIleHE MOXHO YBHUACTh TPH Pa3HOIIBETHBIX
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KBaQJIpaTHBIX Ky0a 1O pa3HBIM CTOPOHAM OO0BEKTa (puc. 15), BBITOIHSIONIUX
pOJib Y3J0B JUISI UBMEHEHHUS €r0 pa3Mepa B HAIPaBICHUHU, COOTBETCTBYIOIIEM
0CSIM KOOPJIHMHAT CIeHBI. [leHTpanbHbIi Ky0 MO3BOJISIET U3MEHSATh pa3Mep OJIHO-
BPEMEHHO M0 BCEM OCsIM KoopauHart (puc. 15).

Puc. 15. 3menenue pazmepoB oobekta B Unity3d

[ Gizmos ¥ (oAl

Puc. 14. Co3nanue napasienenumneia Ha OCHOBE 00BEKTa «KyO»

YToOsI JIydille YBHIETh KAPTHHY B3aUMOCHCTBHUS KyOa M MPSIMOYTOJIBHO-
ro MPENATCTBHS, HEOOXOIMMO Pa3BEPHYTh MCXOHOE TOJOXKEHHE IMaJaroIIero
Ky0a — Ha pebpo. Bpaiienue BbiOpaHHOro o0bekTa (KyOa) OCYIIECTBISECTCS B
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™
Unity3d ¢ momomipio uacTpyMeHTa «Rotatey 2| [Ipu akTUBaIMK 3TOTO WHCT-

pPYMEHTa BOKpPYT 00bEKTa MOsABIsETCS cBoeoOpa3Has cepa, onpeaenstomas yr-
JIbl €TO BPAIICHUS B TPEXMEPHOM IMPOCTPAHCTBE. 3aXBaThIBas U MepeMenias o/l-
HY U3 €€ CTOpPOH (puc. 16), MOXKHO BpaliaTh 00bEKT MPOU3BOJIHLHBIM 00PA30M.

Puc. 16. Bpamenne o6bextoB B Unity3d

Jlanee MepeKIOYMBIINCH B PeKUM ITpocMoTpa Game, MOKHO HaOJII01aTh
CIIEHY B3aUMOJICHCTBYIOIIUX B HEH 00BbEKTOB (puc. 17).

m ‘*’ S | = Center| @ Global umm

# Scene € Game
Free Aspect 3

Maximize on Play

= Hierarchy -= | @ project
Create ~ ar All ) ‘ Create '| ar All
Camera Dialog
Cube v [ standard Assets
Main Camera ¥ (23 Physic Materials
Point light v (3 Standard Assets (Mobile)

Puc. 17. B3aumoneiicTByromire 00bEKTH B CIICHE
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Jlns onpenenenus ¢akta CTOIKHOBeHHsI 00hekTOB B Unity3d HeoOxomu-
MO OTJIMYaTh 3T OOBEKTHI MO MX Ha3BaHuio. [lepeumenoBaTh 00beKT «Planey
(ITmockocTh) B 00bEKT «Zemlyay, a mapanienenumnes], MpeaCTaBsSIONINi CTeHy
(mpensiTcTBHE), B 00BEKT «Stena», MOXKHO HEMOCPEIACTBEHHO BhIOpAaB OOBEKT B
OKHE MepapXuu ¥ MPUMEHUB K HeMy KoMaHay «Rename» M3 KOHTEKCTHOTO Me-
HIO (puc. 18), mocie yero 3anath HOBOE UM 00bekTa. OTMETUM, YTO TPHU pa3-
pabotke mpoekToB B Unity3d paspemraercst BBOJ PyCCKOSI3BIYHBIX CHMBOJIOB,
OJTHAKO MU PabOTe CO CKPUIITAMU HEOOXOAMMO UCTIOIB30BATh JIATHHUILY.

= Hierarchy
| Creata 7
Camera
Ccbe
Cub Copy
LI Paste
Plan
Pain Cuplicate
Rename
Delete

Puc. 18. TlepeumeHoBanne 00HEKTOB

Jlist Toro 4ToObl 3aCTaBUTh B3aUMOJICHCTBOBATH MEXAYy COOOM HMEro-
mMecs B CIEHE TPEXMEPHbIE MOJIEIH, CO3AaAUM CKPUNT Ha S3bIKE MPOrpaMMHU-
poBanust C# u HazoBeM ero «Dialog» (Project = Create = C# Script).
JIBOMHOW IIETYOK ITO3BOJIAET OTKPBITH CKPUIIT B PEAAKTOPE CKPHUIITOB

MonoDevelop
(puc. 19).
|53 Assembly-CSharp - Assets\Dialog.cs - MonoDevelop-Unity m;
Eile Edit View 5Search Project Build Run  Mersion Contrel Tools Window Help
OD=E& @@ lee DO SR KR & M R Debu T
o - *|| E] Dialog.cs %

= f=] Solution naGopaTopHan paBota Nei
F] Assembly-CSharp
€ Assembly-UnityScript

Mo selection
1 [ I_lsing UnitvEngine;
2 using System.Collections;

—|| puklic cla=ss Dialog : MonoBehawviour {

1
=)
i
o
o
=
H.
ta

h
il
4
l

T
i

|

i

T
il
il
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Puc. 19. Okno pegakropa ckpuntoB Unity3d MonoDevelop

Co3nanve CKpPUNTOB — OJWH W3 HAWBAXKHEUIITMX MOMEHTOB B pa3padoT-
yuke urp. Koxa, HanucaHHbIi miia ucnoias3oBanus B Unity, onupaeTcss Ha psij
TOTOBBIX BCTPOEHHBIX KJIACCOB, O KOTOPBIX BbI JOJIKHBI AyMaTh Kak 0 OuOIno-
TeKaxX KOMaH]l WJIK moBejieHus. [Ipu HanmMcaHWM CKPUIITOB BHI OyI€TE CO3/1aBaTh
CBOU COOCTBEHHBIE KJIacChl, HA OCHOBaHUU cyniecTByromux B Unity Engine.

IIpu cozmanum HoBoro C#-ckpunrta B Unity3d aBTOMaTnuecku co3aaercs
€ro KapkKac, KOTOpbIM Ha TEPBBIX MOpax MPOrPaMMHUPOBAHUS MOMXKET
HE MTOHAJJOOUTHCS, U BCE €r0 COACPKUMOE MOKHO YIAATUTh.

PaccmoTpum crenyrommit Koa:

using UnityEngine;
using System.Collections;

public class Dialog : MonoBehaviour {
// MeTonm-®yHKLMSI, BHSBLHBAEMAas NPU CTOJKHOBEHUU OOBEKTOB
void OnCollisionEnter () {

Debug.Log ("Hit Something"); // Illepemaem coofumeHMe B KOH-
conb Unity

}

[lepBble ABE CTPOKM MOJKIIOYAIOT K CKPUNTY MCIOJb3yEeMbI€ MPOCTPAH-
cTBa uMmeH. Jlaee HEOOXOMMMO 3alOMHUTH, YTO TJaBHBIM KiaccoMm B Unity3d
spisiercss MonoBehaviour. JIr000i 1M0Ib30BaTENbCKUM CKPUNT (B OMHUCAHHOM
cnydae 310 Dialog) moimkeH OBITH €ro HACJIEIHWKOM, W HE CIPOCTa — BEMb
MMEHHO 3TOT KJIACC peaju3yeT MHTErpalfio BceX OOBEKTOB B OCHOBHOM IIMKII
nporpaMmbl. VIMEHHO 3TO HacCJEIOBAaHHWE IIO3BOJISECT IOJIB30BATEIHCKOMY
CKpUNTY (KJIACCy) BBINOJHATH POJIb KOMIIOHEHTA U ObITh MPUBSI3aHHBIM K UTPO-
BOMY OOBEKTY.

3necs meron «OnCollisionEnter» ompenenser CTOJKHOBEHHE OOBEKTa
c npyrumu obbekTamu. A crarmdeckuii meton «Logy kmacca «Debugy mumer
cooOIeHne "Hit Something" B KOHCOJB Unity.

[Tocie coxpaHeHUsT CKpUIITA T00ABISIEM €r0 B KaUeCTBE KOMITOHEHTA IS
naJaroIIero Kyoa.

Jlsis 3TOro0 HEoOXOJMMO CHavajia BbIOpAaTh COOTBETCTBYIOIIMI OOBEKT B
OKHE HepapXWM M TEPETAlUTh Ha HETO BHOBH CO3JaHHBIA CKpUNT «Dialogy.
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[Tpu sToM HEOOXOMMMO OOpAaTUTh BHUMAHWE HA TO, YTO JOOABICHHBIA CKPHUIT
Tak)ke 0ToOpaxaeTcsi BHU3Y B OKHE «Inspector» B KayecTBE KOMIIOHEHTa 00bEK-
Ta, K KOTOPOMY OH MPUBS3aH

Teneps, nepeiias B pexxum Play, MmoxkHO Ha00AaTh, YTO B TOT MOMEHT,
KOTJ[a CO3/IaHHbI OOBEKT KyO KOCHETCS MIOCKON MOBEPXHOCTH, B KOHCOJIM Cpe-
ael Unity3d (Window = Console) nosiBisieTcst COOTBETCTBYIOIIEE COOOIICHHE.
3aMeTbTe, YTO Takoe cooOIieHne OyAeT BBIJABATHCS MPHU KaKIOM CTOJKHOBE-
HUU O0BeKTOB. IIpuyeM mociegHee KOHCOJIBHOE COOOIIEHHE OTOOpakaeTcsl B
cratyc (BHU3Y OkHa) (puc. 20).

| CI!ir| | Callapse | Clear an play| Errar pause |

@ There are 2 audio listeners in the scene. Please ensure there is always exactly one audio listener in the scene.

@ Hit Something
UnityEngine.Debug:Log{Object)

Puc. 20. IIpocmoTp coobmienuit koucomu Unity3d

Jljis BBISICHEHHSI TOTO, ¢ KAKUMH UMEHHO OOBEKTaMH CTOJIKHYJICS MCXO/I-
HbIi OOBEKT, HEO0OXOJMMO UCIOIb30BaTh 3HAUYCHHE TMapameTpa Kiacca
«Collisiony, kotopoe Oynet npuaumaTh Metos «OnCollisionEntery.

OTKpbIBaEM pEAAKTOP CKPHUIITA U BCTABIISIEM B HETO CIICIYIOLINM KOA:

// Temnepb MeTOn HpPMHMMAaeT o0O0BeKkT kjacca Collision, ¢ koTO-
PBEIM [IPOMCXOINUT CTOJIKHOBEHME

void OnCollisionEnter (Collision myCollision) {

// onpenesieHMe CTOJIKHOBEHMS C IBYMS PAa3HOMMEHHEMM OOBEK-—

TaMu
if (myCollision.gameObject.name == "Zemlya") {
// ObpamaeMcsa K MMeHU OBBEeKTa, C KOTOPHIM CTOJIKHYJIUCH
Debug.Log ("Stolknulsya s Zemlei");
}
else if (myCollision.gameObject.name == "Stena") {

Debug.Log ("Stolknulsya so Stenoi ");

[Tocne otkpeiTust kouconu (Window — Console) Mbl yBUIUM, C KaKUMHU
UMEHHO OOBbEKTaMHU B ClieHe CTOJKHYJCcsS KyO (puc. 21).Takum o6pazom, Uni-
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ty3d mo3BosiieT HaM OIEHUTH BO3MOKHOCTH B3aUMOJICUCTBUS OOBEKTOB BHYTPU

CpE/Ibl.
| Cllirl | Caollapse | Claar an playl Error pause |

@ There are 2 audio listeners in the scene. Please ensure there is always exactly one audio listener in the scene.

@ Stolknulsya s Stenoi
UnityEngine.Debug:Log(Object)

@ Stolknulsya s Zemlei
UnityEngine.Debug:Log({Object)

Puc. 21. IIpocMoTp coOOIIEHH O CTONKHYBIIUXCS 00beKTax B KoHcoau Unity3d

JlabopaTtopHast paGoTa Ne 2

Lenu pabomui:

— 3HAKOMCTBO C OCOOEHHOCTSIMH pa3paOOTKW M BHEIPEHUS CKPHUIITOB
Ha s13bIKE MporpamMmmupoBanus C#;

— W3yYCHHE OCHOB B3aMMOJCHCTBUS TPEXMEPHBIX MOJENEH C HCIIOIb30-
BaHUEM (DYHKIMI ¥ MPUMEHEHHEM CKPHIITOB;

— OCBOCHHE TNPHEMOB OpPraHU3AIMHM B3aWMOJICHCTBUS OOBEKTOB 3a CHUET
cronkHoBeHui (collisions) mexay 3d-o0beKTamMu.

3ananue K JadoparopHoii padore

1) [To3HakOMbTECh C OCOOEHHOCTSIMU Pa3padOTKU U BHEAPECHUSI CKPUIITOB
Ha s13bIKe nporpammupoBanust C# B Unity3d.

2) V3yuute crnocoObl OpraHU3alMK B3aUMOJEHCTBUS TPEXMEPHBIX MOJIE-
Jeil ¢ ucnoiab3oBaHueM QyHkuui u ckpuntoB Unity3d.

3) OcBoiiTe mpHeMbl OpraHU3alliy B3aUMOJICHCTBUS OOBEKTOB 3a CYET
CTOJIKHOBEHUH MEXTy 0OBEKTaMU Ha OCHOBE MPUKPEIUICHUS CKpUNTa Ha si3bike CH.

4) CoxpanuTe (Qaiiin mpoeKTa mo 1. 3 ¥ MpeJcTaBbTe MPENo/1aBaTeto.

KonTpoJsbHoe 3a1anne

N3menute ckpunt Dialog Ha sizpike C# Tak, 4TOOBI NIPU CTOJIKHOBEHUU
Ky0a co CTeHOW MPOUCXOAUIO0 paspylieHue ctreHbl. COCTaBUTH IJIAH-OTYET IO
nabopaTopHOil paboTe.

KonTposbHbIe BONPOCHI
1. Yem otnmuarotcst dynkuuu Destroy (gameObject) ot Destroy
(collision.gameObject)?
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2. O6bsacuute HazHauenue npouenaypsl OnCollisionEnter?
3. Kakum o00pa3oM yCTaHOBHTH CBSI3b «POJIUTENH-IIOTOMOK» IS

IPOU3BOJIBHBIX OOBEKTOB?

4. MNpedcabbl. KonupoBaHue n ynaneHme o6 LEKTOB cpeabl
B Unity3D. Co3naHune npedraboB ¢ npuMeHeHneMm
ckpuntoB C#

IIpead (Prefabs) — 3TO KOHCTPYKIUS TMOATOTOBICHHBIX OOBEKTOB M
KOMIIOHEHTOB, IIpPEJHAa3HA4YeHHass JUIsI MX MHOTOKPAaTHOIO HCIIOJIb30BaHHUS
B IIPOEKTE. DK3eMIULsIp npedada MOKET ObITh 100aBJIEH B JH000€ KOJUYECTBO
CLIEH, a TaK’K€ MHOTOKPAaTHO B OJHY CLIEHY. Bce 3K3eMILIAphI SBISIOTCS CChLI-
KaMH Ha OpUTMHAJIbHBIN npedad v, GaKTHUYECKH, €ro «KIOHAMUY»; UMEIOT T€ Ke
CBOMCTBA M KOMITIOHEHTBI, YTO U OPUTUHAIBHBIN OOBEKT.

[Ipedabpl mMoONE3HBI, KOrAa HYXHO CO3/1aTh HECKOJIBKO 3K3EMILIIPOB
CJIOKHOTO O0BEKTa. AJIBTEPHATUBHBIM CIIOCOOOM peajin3allid MHOTOKPAaTHOTO
UCIOJIb30BaHUSI 00OBbEKTOB M KOMIIOHEHTOB B ITPOEKTE SIBJISETCS CO3/IaHNE HOBBIX

00BEKTOB € IMTOMOIIBIO CKpHUIITa (puc. 22):

K& ane F Mo selection
1=-luzing UnitvEngine;
2 using Iystem.Collections;

3

4

S =public olass one @ MonoBehawviour |

&

il = wolid Start )l 4

g for (var v = 0; v < 3; v++) {

9 for (wvar x = 0O0p =% < 37 x++) |

10 GameChiject cube = GameCbject.CreatePrimicive (PriwmitiveType.Cube]
11 cube.transform.position = new Vector3 (x, v, 0):

1z H

15 |3

Puc. 22. Tlpocreiimmii ckpunt ass co3aanus 9 KyOndeckux oObeKToB

OnucaHHBIN BBINIE KO J100aBIsIeT 00BEKTHI 0€3 yyeTa X KOMIIOHEHTOB,
Takux Kak, Hampumep, Rigidbody. PaccmoTpum, kakum 0O6pa3oM MOKHO CO3-
JaTh MHOKECTBO TaKHX KyOOB C yXe N00aBJIECHHBIMU KOMIIOHEHTAMH, UCIIOb-

3ys KOHCTpYyKIUIO npedada.
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[Ipexxne Bcero HeoOxommmo mo0aButh mpedad B mpoekt (Project
= Create = Prefab). B pesynbrarte Ha naHenu Project B OKHE MPOEKTa IMOSs-
ButTcsa nipedad ¢ umeHem «New Prefaby. Ilepenmenyem ero B «UprugostCubey.
OOparure BHMMaHWE, YTO HA JAHHOM JTane cCchbUlka Ha npedad Ha maHenu
Project orobpaxkaercst cepbiM 1BeTOM. {711 TOTO, 9TOOBI T00AaBUTH OOBEKTHI K
npedabdbam, TOCTATOYHO BHIOpPATh OOBEKT B OKHE MEpapXUU OOBEKTOB U MEpPETs-
HYTb €ro Ha cooTBeTcTBYIoUMi npedad («UprugostCube») na nanenu Project.
CaoiicTBa coznannoro npedada «UprugostCubey» onuchiBaloTCs Ha MaHENIN UH-
CIIEKTOPA, a €ro MpeABapUTENIbHBIN BUJ JOCTyNIEH B okHE «Preview» (puc. 23).

UST CIgnt FTeTes (=)
¥ i Rigidbody G #
Mass 10

Crag 2

Angular Drag 0.05

2 Project .= | Use Gravity %)
| create -| ar All ' || 1s Kinematic O
Dialog Interpolate | Mone ™
vE tandar.d Asset_s Collision Detection | Discrete t]
» 3 Physic Materials )
¥ 3 Standard Assets (Mobile) v Constralnts- :
» 3 Control Setups Freeze Position Ox Oy Oz 9
» 3 Materials Freeze Rotation Ox Oy Oz -
bPrefabs | Preview |
> Scripts
¥ [J Shaders
b (£3 Textures

# UprugostCube

< roTosbli

Puc. 23. IIpocmoTp cBoiicTB npedada «UprugostCube»

JIist co3ganus maphl 3K3eMIUISIpoB mpedada Ha MIOCKOCTH HEOOXOAUMO
IPOCTO €ro IMepeTamuTs. B pesynbrare Ha IUIOCKOCTH MOSABITCS JBa KyoOa,
a B OKHE «uepapxuu» J00aBUTCS OOBEKT C KIMEHEM COOTBETCTBYIOILIETO mpeda-
6a «UprugostCubey (puc. 24).
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= Hierarchy : == | @ project

| Create | 2l O J| creste |
Camera Dialog
Cube v Standard Assets
Main Camera » (53 Physic Materials
Point light v Standard Assets (Mohile
Stena b+ (53 Control Setups

» £ Materials
Zemlya » (53 Prefabs

Puc. 24. JlobaBneHue 3k3eMILSIpOB pedada B CIICHY

[lepexrounBIIMCE B peXHM MpocMoTpa «(Game» W 3alyCTUB CIICHY,
MO>XHO yBHUJETh, 9TO JOOABIECHHBIN KyO BeleT ce0s TOYHO Tak e, KaK ¥ OpH-
TUHAIBHBIN, 00J1a71as8 OAMHAKOBBIMHU (PM3UYECKUMU CBOMCTBaMU (puc. 25).

| = Center| © Global | umm
-

»= | B3 Project

Puc. 25. Cuena c sx3emmsipamu npegada

30



Paccmotpum, kakuM o00pazoM MOXHO yaansaTh o0bekTsl B Unity3d
B ckpunTax Ha si3bike C#. [l aToro B okHe «Project» co3gaaum HOBBIM CKPUNT
c uMeHeM «Destroy» 1 OTKpOeM ero B peaktope ckpuntoB MonoDevelop.

Kak yxe rosopuiiocs, npu co3ganuu C#-ckpunrta Unity co3maer Hekui
KapKac, COCTOSIIUMN M3 MOAKIIOUYECHHBIX OMOIMOTEK M OCHOBHOTO Kiacca (uc-
MOJIb3YEMOT'0 CKPUIITOM) ¢ MeTofamu Start() u Update().

B npeaplaymux ciydasx Hamu paccMarpuBaics meton Update, KOTOpbIT
BBI3bIBAETCS KaXK/IbIM pa3 B HOBOM KaJIpe JJIsl KaX/10I0 KOMIIOHEHTa BCeX 00beK-
TOB Ha CIICHE.

B nanHOM ciyuyae Mbl BOCIIOJIb3yeMCsSI METOAOM Start(), KOTOPBIA BbIOJ-
HSETCS €AUHOXK/bI JUIsl KQXKI0I0 KOMIIOHEHTA Cpa3y IOCIIE HAaXaTHsl Ha KHOINKY
«Play» 1, COOTBETCTBEHHO, JIOJKEH MCIOJIb30BAThCS NJIs MHUIMAIU3ALUU TIe-
PEMEHHBIX U MPHUIAaHUS UM KaKUX-JIMOO HayaldbHbIX 3Ha4eHH. JJo0aBUM B Tesno
metona Start() byukiuto Destroy() u nepegaaum B Hee gameObject, ykaszaB Ta-
KUM 00pa3zoM, 4TO CKPHUINT JOJDKEH YHUUYTOXKUTh OOBEKT, KOMIOHEHTOM KOTOPO-

T'0O OH SABJIACTCA:

// MeTon Start () BHIOJIHAETCHS E€IMHOXIL, Cpasl3y I[10CJie OKOHUAHMUSA

3aTpPys3KM CLIEHH
Start () {
// YHUUTOXUTL OOBEKT, K KOTOPOMY IMPUKPEIJIeH IaHHBIM CKPUIT

Destroy (gameObject) ;

Jlo6aBUM 3TOT CKPHUIT K KyOM4eCKOMY OOBEKTY, KOTOPBIA TOJIKEH yJia-
JSITHCS, C TIOMOIIBI0 MEHIO KOMITIOHEHTOB (puc. 26). Tenepp nociue 3amycka cie-
HBl MOXHO yOEIUTHCS, YTO JT0OABICHHBIN KyO MpH 3amycKe MpOrpaMMBbl cpasy
pOMaaacT.
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= - T

File Edit Assets GameOhbje [Component] Terrain - Window  Help

M + B oo :
e Effects 2
#Scene | €Game

E Physics [

MNavigation [
Audio

Rendering

Miscellaneous

Scripts 2 Camera Relative Control
Destroy

Dialog

First Person Control
Follow Transform
Joystick
Oblique Mear

Player Relative Control

Roll ABall

Rotation Constraint

Sidescroll Control

Puc. 26. JIo6aBnenue C#-ckpurira K 00beKTamMm

Teneps monpoOyeM YHUYTOXXHUTH IPYTOM OOBEKT C MOMOIIBIO €r0 TOUCKA
B cpeze. [l 3TOro BOCHONB3yeMCsl CTaTUYECKHUM METOJIOM Find() OCHOBHOTO
kiacca GameObject:

// umeM oOBEKT C MMEeHeM Stena M eCcyiyM TaKOBOMW €CTbh — YHUU—
TOXaeM ero
Destroy (GameObject.Find (“Stena”)) ;

B ciyuae HEOOXOUMOCTH YHUUTOXEHUSI O0BEKTa HE Cpa3y, a CIyCTs Ka-
KOe-TO BpeMsi, MOKHO 33/1aTh 3HAYCHHE BO BTOPOM mapameTp ¢pyHkimuu Destroy:

// Temnepb YyHUUTOXAEM CTEHy, CIYCTS IOBE CEeKYHIH [10CJIe 3a-—
TPY3KM CLIEHH
Destroy (GameObject.Find (“Stena”), 2);

JlabopaTtopnas paGora Ne 3
Lenu pabomui:

— 3HAKOMCTBO C OCOOCHHOCTSIMHU CO3JaHHus, Ha3HaueHHeM mpedaboB B
cpeae Unity3D, a Takyke OCHOBaM UX B3aUMOJICHCTBUS;
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— U3Y4YCHUE OCHOBAMH B3aMMOJICHCTBHS TPEXMEPHBIX MOJEINEH ¢ TpuMe-
HeHueM ckpunrtoB Unity3D;

— OCBOCHHE IPUEMOB OPTaHU3AINN B3aUMOCHCTBHUS OOBEKTOB 3a CUET UX
yaaneHus, pazpyuieHus (destroy).

3ananue K JabopaTopHoii padorte

1) [TosnakomuThCs ¢ Ha3HaueHueM npedados B cpeae Unity3d, ocoben-
HOCTSIMHU WX CO3/IaHUS U B3aUMOJICUCTBUS, B YACTHOCTH, C IEJIBIO MX MOCIIE-
JYIOIIEro ynajaeHus (pa3pylieHus).

2) Pazpabotats B cpeae Unity3d crieny mo marepuany 1. 4, COXpaHUTh U
IIPEICTaBUTh MPEIIOAABATEINO.

3) Jo6aBuTh B MPOEKT HOBBIN OOBEKT — cdepy ¢ PU3NIECKUMHU CBOMNCT-
BaMH TBEPJIOTO TeJIa M3 METAUIMYECKOT0 Marepuaia. HakjIOHUTh MOBEPXHOCTH
U PACTOJIOXKUTh 00BEKT (cdepy) Tak, 4TOOBI NMPU MAJACHUHN C BBICOTHI MMPOUCXO-
T HaKaT cepbl Ha 00BEKTHI CPEIBI C MX MOCICAYIONEM yIaICHUCM.

4) Usmenuts MaTepuan cepsl Ha yrpyruid. Onucarh pa3HUILy.

5) CocTaBuTh IJIaH-OTYET 1O JIaOOpaTOPHOU padoTe.

KonTposbHoe 3axanne
Pa3paboTath HHTEPAKTUBHOE PUIOKEHUE K APKAHOU.
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