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1. NEPEYEHHb KOMIIETEHIIUM U DTAIIbI X ®OPMUPOBAHMUSI B ITPOIIECCE
OBYYEHMUMA 110 JUCHUIIJIMHE

Onenounsle Matepuanbl (cpeactBa) chopmupoBanbl B cooTBerctBHH ¢ PI'OC BO -
OakamaBpuaT IO 09.03.03 uH(pOpMaTHKaY,
YTBEp)KICHHBII MpHKa3oM MuHucTepcTBa 00pazoBaHus M Hayku Poccuiickoit denepamuu ot
19.09.2017 Ne 922 (¢ usmeHeHusiMu U AononaHeHussMu ot 26.11.2020, 08.02.2021). B cooTBeTcTBUMN
C Marpuued KOMIIETCHIMH OCHOBHOM TMpodeccHoHaNbHOM 00pa3oBaTeNnbHON MPOrpaMMbl
«IIpuknagnas wHPOpMaTHKa B IU(GPOBOH SKOHOMHKE» (YpOBEHb OakalaBpuara) B IpoIlecce
oOyuenuss mo aucuuiuinHe «Paspaborka mpunoxkenuid B Unity» HpouCXOIUT (GopMUpOBaHUE
3aKpEeIUICHHBIX 3a JUCLUIUIMHOW KoMmeTeHuui oOyuaromuxcs. OueHka c(GOpMHUPOBAHHOCTU

HaITpaBJICHUIO IIOArOTOBKH ((HpI/IKJ'IaI[HaSI

KOMHGTGHHI/Iﬁ Ha KaXXI0M JTaric 06y‘ICHI/I$I IMPOUCXOOUT YEPE3 OLUCHKY INNIaHUPYCMbBIX PE3YJILTATOB

00y4eHus Mo TUCIUILIMHE (3HAHUI, YMEHHH, HABBIKOB).

Pe3synbrarst Srar
OCBOECHUS Wnnukaropsl
. [Tnanupyembie pe3ysbTaThl 00yUCHHUS (hopMHUpOBaHUsI OrneHouHoe
00pa3oBaTeIbHOM ZIOCTIDKEHMS 110 e o S — CPeICTBO
TPOTPaMMBbI KOMITCTEHI U
(cemMecTphI ¥ TEMBI)
(KOMIIETEHIUN)
IIK-3 K-3.1 - 3HaTh: 6 cemecTp - IOJITOTOBKA
Cnocoben KOJMPOBaHUE - TEOPETHYECKHE OCHOBBHI Tema 1. BBenenne | rioccapus 1mo
pa3pabaThiBaTh Ha paspabotku 2D- B Unity, ocHOBHBIE | Teme 1
MH(GOPMAIIMOHHBI | COBPEMEHHBIX npwiokeHui u 3D- WHCTPYMEHTHI - PAKTUYECKHE
€ CHCTEMBI SA3BIKAX MIPIITIOKEHUH; BHIIBI I1aTHOpPMEI 3aJIaHuA TI0
MPOTrpaMMHUPO 00BEKTOB U KOMIIOHECHTOB Tewma 2. Temam 2-4
BaHUs, B TOM JUISL CO3/IaHus CIIeH; mopsnok | Pa3paborka 2D- - OTBET Ha
qHUCIe CO3/IaHUs POTPAMMHBIX TIPHUIIOKEHHH TEOPETHIECKUH
HCIIOJB3YS CKPHIITOB, MX TPUBS3KHU K Tema 3. BOIPOC
BO3MOXKHOCTHU 00BEKTaM. Paspat6orka 3D- 9K3aMEHe
CIEIMATTU3UPO | YMeETh: TIPHIIOKEHUH - BBITIOJTHEHHE
BaHHBIX - cosmaBatb 2D-crensl u 3D- | Tema 4. Co3ganme | TBOPUECKOTO
UG POBBIX CIICHBI; MOJIb30BATENBCKOT | 3a/1aHUs Ha
wtatopM Asist - pa3pabarbIBaTh CKpUNTHI s | O HHTEpdetica 9K3aMeHe
WHIUBULYAJIbH 2D-cuens! u 3D-c1ieHEI;
ol u Baagers:
COBMECTHOM - HaBBIKAMHU KOJWPOBAHUS Ha
pa3paboTku si3pike C#; paboThI ¢
WH(pOPMAIOH 00BEKTaMH, KOMIOHEHTaAMH
HBIX CHCTEM U TEKCTypaMu; OTJIAAKH
MIPOrpaMMHOT0 KOJIa.

2. OILEHOYHBIE MATEPHUAJIbBI (CPEACTBA) JIsA TEKYIIEI'O KOHTPOJIA U
OBECIIEYUBAIOIUX
®OPMHUPOBAHMS KOMIIETEHIIMI B IPOIECCE OBYYEHUS IO TUCIIATLJINHE

OLIEHKH

3HAHUM,

YMEHUM,

HABBIKOB,

IMoaroroBka riaoccapus no reme «BBegeHne B Unity, OCHOBHbI€ UHCTPYMEHTDI

3aganue:

nnatdgopmbiy»

1. Ucnonp3ys ydeOHO-METOIWYECKHE MaTepuaibl Tno0adbHOW ceTH, pazpaboTaTh TIiioccapuit
KJIFOUEBBIX TIOHATHH (HE MEHee 15 TepMUHOB):
2. I'moccapuit 0hopMHUTD B BUJIE TAOIHIIBL:

Tepmun / noHsiTHE

OrnpeneneHue

Hctounuk

Kputepuu onienuBanust rioccapus:




- OLIGHKA «OTJIMYHO» BBICTABISETCS CTYJEHTY, €CJIM OH MPEACTaBUI HE MeHee 15 KIoueBbIX
TTOHATHH ¢ «KITHKAOEITLHBIMI» CCHUTKAMU M KOPPEKTHBIM 0(POPMIICHUEM TaOJTUITBL;

- OIICHKa «XOpPOIIO» BBICTABJISETCS CTYIEHTY, €Cld OH mpeiacTaBuwy He MeHee oT 10 mo 14
KITIOYECBBIX TIOHATHHN C «KIIMKAOCITBbHBIMIY CCHUTKAMH U KOPPEKTHBIM 0(hOPMIICHUEM TAOJIHIIbI;

- OIIGHKAa «YJOBIETBOPUTEIBHO» BBICTABISETCS CTYIEHTY, eciu OH mpenctaBun ot 10 mo 14
KITIOYEBBIX MMOHATHH, HO JINOO CCHUIKAMHU HE «KIMKAOCIBHBIY, MO0 HE KOPPEKTHOE O(opMIICHHE
TaOJIMIIEL;

- OICHKA «HEYIOBJICTBOPUTEIIEHO» BBICTABIISICTCS CTYJEHTY, €CJIM OH HE MPEICTaBWII TJIOCCapuid
WM KOJIMYECTBO MOHATHUH B Tiioccapuu meHee 10.

IIpakTnyeckas padora nmo teme «Co3ganue noJIb30BaTeIbCKOr0 HHTEp(eiica»

l. 3anyctuth Unity3D

2. Coznats HOBBIM 2D-nipoekT

3. OsznakomuTthes ¢ okaamu cpenbl Unity3D (Hierarchly, Scene, Game, Inspector, Project,
Console)

4. [TpoBepuTh pabOTOCTIOCOOHOCTD MyCTOTO MPOEKTA

5. O3HaKOMUTKCS C epeyHeM (paiiyioB, cO3JaBaEMBbIX B IPOEKTE

gatenn » ul404309 » Lern-2d

Assets
Library
Logs
obj
Packages
ProjectSettings
UserSettings
| wsconfig
[ Assembly-CSharp.csproj
:E Lern-2d.sln

6. Hcnonb3ys okHo Inspector, HacTpouTs kamepy cuensl (MainCamera): Clear Flags (Solid),
Background (1iBet ¢ona), Size (paccTosiHue 10 KaMephl JIyUIle Cpa3y YBEIUIHUTh B 2-3 pasa)
7. [IpoBeputs paboTy ClIEHBI (IPUIIOKEHNUS) B Pa3HBIX PEKUMaX U CUMYJISTOPAX.
8. Boinonnuts komanny File-Build and Run. Y0enutsces B Hanuuue exe daiina (umu apk — npu
HACTpOIiKe Ha MOOMIIBHOE YCTPONCTBO) U MPOBEPUTH €ro padoTy Ha YCTPOMCTBE.
9. Pa3paboTtarhk CKpUNT JUIs BEIBOJA B KOHCOJIb COOOLICHUS O 3aIlyCKE MPHIIOKEHHSL:

a. B oxne Project B manke Assets ¢ HOMOIIbIO TPaBOW KHOIKK MBI CO3AaTh IyCTON

C#-cxpunt non HazBaHueM «scrConsole»

b. OTKpBITh ABOWHBIM ILETYKOM CKPHUINT (B TEKCTOBOM pefakTope miu Visual Studio,
YTO 3aBUCUT OT HACTPOEK MPOEKTA)

c. B ¢ynknuto Start Bimcats komanmy Print(“TIpunoskenue Hauano cBoro padory!”);



~ using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using TMPro;

v public class Hello : MonoBehaviour
{

- void Start()

{

print(“Bcem npuset!");

v void Update()
{

print("Pa6oTan :)");

d. CoXpaHUTh CKpUNT
10.  Jo6aButh «COIHBIINIKO» B BUJE CIPaiiTa Ha CLIEHY:
a. CkauaTh c HHTEpHETA JTIF000E IBYXMEpHOE M300pakeHue coHia 0e3 ¢hoHa B
dbopmare jpg.
b. B okne Project B manke Assets moananky Sprite 1 pa3MecTUTh H300pakeHue B HEl
c. [IleperammTs H300pakeHNE HA CIICHY, TOJIKOPPEKTHPOBATH Pa3MepHhl IPH
HeoOxoaumocTH B okHe Inspector. B okne Hierarchly mepenmenoBats cripaiiT B
objSun (eciiu U3HAYAIBHO HA3BaHUE HE OTPAXKAET CYTh)
11.  Jlo6aButh Ha creny ir060# 2D-00bekT (Hanmpumep, Kpyr) nmof HazBanuem objCloud.
HacTtpouts BHELIHMI BUJ] 10 CBOEMY YCMOTPEHHUIO (BBITSHYTBIA OBaJl, FOIyOOH 1IBET U T.I1.).
Y6enutbes, 4TO MPHU 3aIlycKe MPOeKTa 0ObEKT BUIEH B kKamepy. [Ipu He0OX0MMOCTH H3MEHUTD
MECTONOJIOXKEHNE O0BEKTA.
12.  Jo6aButs ckpunt scrConsole k 1160 00bekTy 0bjCloud 00BIYHBIM MTEpETaACKUBAEM MBIIIN
(60 B okHO Hierarchly, nu6o B okHO Inspector)
13. YOeauTncest, 9TO TEKCT COOOIIEHHUST BRIBOJUTCS B KOHCOJIbHOE OKHO. [IpoKOoHTpOIMpOBaThH
BpEMs OTPAKECHHSI COOOIIICHUA.
14.  BHecTu u3MeHeHHs B TEKCT ckpunrta scrConsole — BBIBOJUTH TEKCT COOOIEHHS (Hampumep,
[Ipunoxenue nponomxaer padorars) B pyHkuuu Update. YOeauThest, 4TO TEKCT COOOIICHUS
BBIBOJMTCSI B KOHCOJIbHOE OKHO. [IpOKOHTPOIMPOBATH BpeMs OTPasKEHHs COOOILICHHIA.
15.  JloGaBuTth Ha ciieHy 00bekT Canvas (xoicT). HacTpouTh X0NCT creayronmm o0pa3om:
a. Hcnonw3ys okHO Inspector, JOOUTHCS KOPPEKTHOTO pa3MeIleH sl X0JICTa Ha CIIEHE
(KOOpIMHATHI MECTOIOJIOKEHHUS JOJDKHBI COBIIAAATh C IEHTPOM CIIEHBI, pa3Mephl
XOJICTa MOTYT OBbITh UyTh OOJIbLIE CLIEHBI)
b. HacTtpouts xosct Ha kKamepy (OHa OJIHA M €€ IOCTaTOYHO NePETANTUTh MBIIITKOH B
okHO Inspector mist XoJcTa)

v Canvas = v canvas

ag Untagged World Space

m Main Camera (Camera)

- Rect Transform

Default
0
ader Channels TexCoordl, Normal, Tangent
/s In Gamm v

Anchors

(W ~ Canvas Scaler

16.  Jlo6GaBHUTbH Ha XOJICT JIEMEHTHI MOJIb30BaTeNbCKOro nuTepdeiica (Ul): TekcToBOE OKHO
(Text) — nuist BeIBOAA mpuBeTcTBHsL, OkHO BBoJA (InputField) — s BBoma MO, xkHomky (Button) —
JUISl TeHEpalluy IPUBETCTBUS. Bo BpeMst ycTaHOBKH 00BbeKkTa TeXT MOKET OHAT00UTHCS UMITOPT
JTAHHOTO 00BEKTA (IBaXKIBI, MOATBEpKAaeM). [laTh BceM oObekTaM HOBbIE Ha3BaHMs. Mcmonb3ys



okHO Inspector, JOOUTHCS KOPPEKTHOTO Pa3MEIICHHS BCEX KOMIIOHEHTOB Ha XOJICTE, oOparas
0co0oe BHUMaHHE Ha pa3Mep TeKcTa (OH, KaK MPaBUJIO, CIUIIIKOM OOJIBIIION; TAKXKE TTOMOTaeT
cBoMcTBO Scale).

fo InputField (TMP) |

17. Co3zaTh HOBBIIM CKPUIIT AJIs BBIBOJIA IPUBETCTBUS IIPHU CTAPTE MPHIIOKEHUS 110/1 HA3BaHUEM

scrCanvas. CBs3aTh mycToii cKpunT ¢ 00bexkToM Canvas

18.  OtkpsiTh ckpunt scrCanvas. Jlo6asuts 6nbanotexu: UnityEngine.Ul, TMPro. O0bsSBUTH
TPH OTKPBITHIE IEPEMEHHBIE JIJIS1 KaXK/I0T0 00BEKTa M0JIb30BaTeNIbCKOro nHTepdeiica. Bunumanue:
st 6osee panaux Bepcuit Unity3D MoryT nmotpe©oBaThesi Ipyrue TUITBI TEKCTOBBIX moseit (Text,
InputField)

public Button b;
public TextMeshProUGUI t1;
public TMP_InputField t2;
19. CoxpanuTth CKpunT, BepHYThes B Unity3D, Beigenuts B Mepapxuu o0bekT Canvas u

Y6CI[I/ITI>CSI, YTO B OKHE Inspector B pas3aciiC CKPHUIITA OTPAKAKOTCS 00BSBIIEHHBIE MICPEMCHHBIC. C
IMOMOUIBIO MBIIIN NEPETAIIUTD HYKHBIC 0OBEKTEI B ITyCTBIC IIOJISI IICPCMCHHDbIX.

B -~ scr (script)

20. BepHyTbes B ko ckpunrta v B PyHKIIMK Start B TEKCTOBOE I10JI€ BHECTH COOOIICHUE
«IIpuBer». CoXpaHUTh CKPHUIT, 3ayCTUTh npuiioxenue B Unity3D, yoenutscs B
paboTOCIIOCOOHOCTH CKPHIITA
21. OtpenaktupoBaTh ckpunt: B pyHkuu Update BHECTH U3MEHEHHSI B TEKCTOBOE OKHO
(MOXHO 100aBIATH OUH cUMBOJ). [IpoBepuTH pabOTOCTIOCOOHOCTH CKPUIITA.
22. Jlo6aButh coobiTre onClick st KHOIIKH
a. Jlo6aButh B ckpunt scrCanvas HOBYIO (PyHKILIHIO JUIsl 00pabOTKH COOBITHS (UMs
MOJKET OBITh JIFOOBIM)
public void Click()

{
tl.text += ", "+t2.text+"|";



b. K ob6wekty Button B okne Inspector B pazaene OnClick 1o6aBuTh 00BEKT CO
ckpunitoM — Canvas, ero CKpUNT | pa3paboTaHHYIO (GYHKIIHUIO JIs1 COOBITHS

Runtimea =+ SCR.Click

B Canve &)

23. [TpoBepuTh pabOTOCTIOCOOHOCTH KHOTIKH.

24.  OtpenakTupoBaTh GYHKIHIO 00paOOTKU COOBITUS — 100aBUTh MIPOBEPKY HAIUYMSI TEKCTA B
InputField. ITpoBeputh paboTOCIIOCOOHOCTD.

25.  Bomonnuts komanay File-Build and Run. Y6enutscs B Hanuume exe ¢aitna (uam apk — npu
HAacTpOHKe Ha MOOMIIBHOE YCTPOWCTBO) M IMIPOBEPUTH €ro paboTy Ha yCTPOICTBE.

26.  Ilokxasare paboTy mperoaaBaTelio.

JdomMamiHee 3aganme: NOCTPOUTH TJIOCCAPHUIl BCEX HOBBIX MOHSTHI

Buectn nzmenenus B koj: 100aButh B ckpunt scrCanvas cooeitue EndEdit nnst usmenenus
KOHCOJILHOTO BBIBOJIA: «Temnepr pabotaer»+ums. [lo aHanoruu ¢ n.22 npuBsA3aTh CKPUMT K
InputField. IlpoBeputs paboTy ckpunra.

Kpurepun oneHuBaHus NpaKTHYECKOH padoThI:

- OLIEHKA «OTJIMYHO)» BBICTABJISIETCSI CTYACHTY, €CJIM OH IMOJHOCTBIO BBIIOJHWII 3a/1aHusl, BKIItOYas
CaMOCTOSTENIbHYIO padoTy;

- OIIEHKA «XOPOULIO» BBICTABIISIETCS CTYJIEHTY, €CJIU OH IOJIHOCTBHIO BBIMIOJIHWI 3aJlaHUsl, HO HE
BBITOJIHUJI CAMOCTOSITENIbHYIO padoTy;

- OLIEHKA «YJOBJIETBOPUTEIBHO» BBICTABIISETCS CTY/IEHTY, €CJIM OH BBIMOJIHWII 3a/1aHUs YaCTUYHO U
HE BBITIOJIHUII CAMOCTOSITEIbHYIO PaboTYy;

- OIIGHKa «HEYJOBJIETBOPUTEIbHO» BBICTABISAETCS CTYAEHTY, €CIM OH HE MpPeICTaBUI
BBITIOJIHEHHYIO padoTy.

IIpakTyeckas padora no reme «Paspadorka 2D-npuiioxkenning
3ansTue 2 — [locTtpoenue 2D-npuJio:kennii (Bepcus peaaxkropa 2022)
Oo6miee 3aganne: pa3paboTaTh UTPOBOE MPHIIOKEHUE, B KOTOPOM Mrpok, ABUTasCh 10 CLEHE,
cobMpaeT «MaHIAPHHBI», IPU 3TOM YOUPAeT WM 00XOIUT NOTCHIIHAIbHbIE IPEnsTCTBI. [l
UHTEpeca Ha CLEHY HaK/IaJbIBAEM 3BYK.
TexHO/10TUSl BHINOJIHEHHS:
1. CraproBble geiicTBUS

1.1. 3anyctuts Unity3D

1.2. Coznate HOBBIN 2D-nipoekT (Bepcus penaxkropa 2022)

1.3. Beibupaem pexxum urpsl (Cumynarop nimn Game)

1.4. HactpauBaem kamepy (MainCamera) B okne Inspector: Clear-Flags — Solid Color (3anuBka
JKpaHa TeKylIuM (oHOBBIM 11BeTOM); Background — 6emnpii (vn 110601 apyroii no
xkenanuto), Clipping-Planes: Near-0, Far - 20

1.5. I[IpoBepsieM pabOTOCTIOCOOHOCTH MPOEKTA

2. Pabora ¢ 2D rpapuyecknmu nzodpaskenus — cosganue «3emam» u «Mrpoka»
2.1. Co3panue «3emnn»
2.1.1. Co3nats B okHe Project B manke Assets manky Sprite
2.1.2. Yepes 11000i1 MOMCKOBUK HAXOKy U CKAUMBaIO TpaduuecKkre n300paKeHus
(cmpaiiTer): ms Urpoka — player sprite (MmaccuB u3o0pakenuit), s 3emun — platform

png (6e3 ona)



2.1.3. Pa3mecTuts HaiifieHHbIE N300pakeHUs B Manke Sprite (JOCTaTOYHO MepeTaIUuTh
MBITITKOH)

2.1.4. YcranaBnuBaeMm miatdopmy (3eMiIr0) Ha CIIEHY — IEPETACKUBAEM MBIIIKOW B OKHO
cuensl uin B okHo Hierarchy. Beinonnsiem cnenyromue HacTpoiiku B okHe Inspector
WK OPSMO Ha CIICHE:

2.1.5. IlepeuMeHOBBIBAEM CIPANUT B «3eMIIs»

2.1.6. JlobuBaemcsi KOPPEKTHOTO N300paKEHHS Ha ClieHE (BHU3Y OKHA)

2.1.7. HacrtpauBaeMm macmTad Scale (MOXHO yMEHBIIATH/YBEIUINBATD X U Y, U3MEHSATH Z
HE UMEET CMBICIIA, T.K. CIIPANUT aOCOTIOTHO TUIOCKHH O JaHHOU pa3mepHocTH). Ecin
Scale e momoraer, TO MOXHO MOPaObOTATh C Pa3MEePOM KaMephbl — UBMEHHUTH Size
(yBenuuuts). BHuManue: kamepa He MOXKET HaXOIUThCS B OIHOM TOUKE CO crpaiToMm,
T.K. HU4ero He OyJ1eT BUJIHO.

2.1.8. IlpoBepsiem paboTy NPUIIOKEHUS.

2.2. Coznanue «Urpoka»

2.2.1. Jlns crpaiita «Urpox» (MaccuB n3o0paxeHuil) B okHe Inspector yctaHaBnmuBaem
Sprite Mode B 3Hauenune Multiple

2.2.2. B okse Inspector Haxxumaem Sprite Editor (Mo>keT BbInaThesl OMIMOKA, MOXKET
MTOMOYb TIepe3aIycK MPOeKTa), B TIOSBUBIIEMCSI OKHE HA)KUMaeM KHOIIKY CO
CTpEJIOYKOM BHM3, BEIOMPAaeM aBTOMaTHUYECKUI PEKUM pa30MBKU MacCUBa Ha
oTJeNbHbIE N300pakeHus u HaxkumaeM Apply (umu Slice?)

Sprite

A o

.

2.2.3. B okne Project nmposepsiem, uto cripaidT Irpoka pa3ouT Ha pparMeHThl, BBIICISEM
HY>KHYIO MTOCTIeI0OBATEIbHOCTh N300pakeHII MBIIITKOM (He BCeria Hy KHbI Bce
M300pakKeHMsI), Ha 3aIpOC O TIAKe XpaHEHHs H300paKeHUH UTPOKa BBOIUM JIFOOOH
Ha3BaHue (Hanpumep, Player-animy)

2.2.4. B urore Urpox gomxeH MosiBUTCS Ha ciieHe U B okHe Hierarchy. C moMoIso MbITm
W/WJIM CBOMCTB B OKHE Inspector MOXKHO M3MEHHUTH pasmep Mrpoka, OT3epKaiuTh €ro
(cBoiicTo Flip), n3MeHUTh Ha3BaHUE U T.II.

2.2.5. B okne Inspector qyist Urpoka nosiBuiarch KOMNoHeHThI: SpriteRenderer (HyxeH amns
KOPPEKTHOT0 0ToOpaXkeHus n300pakeHuii B Bue cupailToB B 2D- unu 3D-cuene) u
Animator (Hy>keH JUIsl yIpaBJICHUsI aHUMAIel IBYXMEpHBIX CIIpaidToB). YOoenumcs,
9T0 002 KOMIIOHEHTE COJIepKAT HACTPOUKY Ha CIpalT-Urpoka

2.2.6. B okne Project Beigensiem manky ¢ nzo0pakeHusiMu urpoka Player-animy, B okHe
Inspector Bkitouaem ranouky LoopTime (3auukiiiBanue ABMKEHUS 00BEKTa)

2.2.7. 1IpoBepuTh HENPEPHIBHOCTH ABMKEHUS Urpoka

2.3. Job6apnenne Gu3nMIeCKMX CBOWCTB JIBYXMEPHBIM H300paKEHUIM



2.3.1. Jlns TBepaoCTH «3eMIIN» MOBEPXHOCTH Ha0 n00aBuTh komrmoneHT BoxCollider2D
(co3naer HEBUAUMBIN KOHTYD ¢ (PU3MYECKUMHU CBOICTBaMHU TeJja, Yallle BCEro
HCITOJIB3YETCS I 00pabOTKN (PU3UIECKUX CTOJKHOBEHHI O0OBEKTOB) — HYXKEH, KOT1a
Ha «3eMIII0Y» YTO-TO «IagaeTy - npeiraeT Urpok, nmagaer kameHs u T.1. B okHe
Inspector s «3emnu» nodasnsem koMmnoHeHT — Add Component, BeIOMpaeM u3
6ompmioro cnucka komnoneHToB BoxCollider2D. B xomnonenTe BoxCollider2D
HaxkumaeMm EditCollider st yTouHeHus: pa3MepoB KOHTYpa C MMOMOIIBIO MBIIIIH.

2.3.2. JInsa «rpoka» cozmaem TOYHO Takoi ke komroHeHT BoxCollider2D. Banmanmue!
Ennnox el HactpoeHusiii komnoneHT BoxCollider2D y ognoro o0nekra (cripaiita)
MO>XHO CKOITMPOBATH B IPYTOM OOBEKT (CIIPAMT), eciu «(pu3nKa moBeaCHUS
UJCHTUYHAS.

2.3.3. Ins agpyrux ¢puznyueckux cBoiictB Urpoka (Hanmpumep, BO3JeiCTBIE IPaBUTALIUN
WM CTOJIKHOBEHUs1) no6aBnseM kommnoHeHT RigidBody2D (oTBeuaet 3a gusuueckoe
noBeJicHHe 00BEKTa B IBYXMEPHOH cpejie).

2.3.4. Jlns Bo3zaelcTBUA cuilbl TpaBuTaliMu Ha Mrpoka (IpuTsKeHHE K «3€MJIE») B OKHE
Inspector B komnonente RigidBody2D Bkimtouaem ranouxy Simulated (Hy>xHa ams
o0ecrieueHns ABIKEHHS 00BEKTa ¢ MPUMEHEHUEM TPABUTAIIMOHHBIX U (PU3NIECKUX
CHJI) U KOPPEKTHUPYEM Maccy o0bekTa Mass (mpu HeoOxoaumoctn). [Tomanmaem
Hrpoxka Ha/ MOBEPXHOCTHIO, TPOBEPSIEM JIBH)KEHUE BHU3.

2.3.5. Jlna nognpsiruBanus Mrpoka Ha «3emiie» BO BpeMsl MaIeHUs] IOMUMO KOMIIOHEHTa
RigidBody2D Ha Urpoka HyXHO HaJl0XHUTh (pu3ndeckuit Mmarepuai. s storo:

2.3.6. Co3naem B okHe Project B manke Assets manky Materials. B aToii nanke mpaBoit
KHOTIKOH MBIIIHN co3aeM pusnueckuit matepuan — Create-2D-PhisicalMaterial2D
(T03BOJIIET HACTPAUBATh TPEHUE M YIPYTOCTh, BOSHUKAIOILINE MEXTy IByXMEPHBIMU
¢uznyeckuMu 00bEKTaMU MPU UX CTOJIKHOBEHUN)

2.3.7. Mpemmbio neperackuBaeMm Ha Urpoka B okue Hierarchy mu6o na BoxCollider2D
Urpoxka B okHe Inspector

2.3.8. B oxkne Inspector mis ¢puszndeckoro matepuaina (BeionpaeM B okHe Project)
HacTpauBaeM cBolcTBa: Friction — k-T Tpenus (Hanmpumep, 0.4) u Bounciness —
CTENEHb OTCKAaKUBaHMs (Hanpumep, 0.5)

2.3.9. IlposepsieM Gpu3uKy nBmxeHus Mrpoxa.

3. JobaBienune 3D-00beKTa Ha clueHy — co3ianue «MaHaapuHa» (MOXXHO 100AaBUTH CIIPAUT

ManaapuH 1 HaCTPOUT ero Takxe kak rpoka)

3.1.

3.2.

3.3.

3.4.
3.5.

3.6.

3.7.

B okne Hierarchy npaBoit kHomko# meimu qo0aBisem TpexmepHyro cdepy: 3D Object —
Sphere (y chepsb! yke ecTh BCTPOCHHBIN KoJUIaiaep)

Bce 3D-00beKThI Ha ClIEHE YepHbIe, T.K. HET OCcBelIeHus. Jo0aBsieM HCTOYHHUK CBETa B
okHe Hierarchy npaBoit knonkoit mprmu: Light-DirectionLight. )KenaTenbsHo moctaBuTh
JIBa UCTOYHMKA CBETa — OJIMH HAMpaBJIEH BBEPX, APYroil BHNU3 (IOBOPOT HANpaBJICHUS CBETa
OCYILECTBIISATh MBIIIBIO). J[711 MCTOYHMKA, KOTOPBIM CMOTPUT BBEPX HEMHOT'O YMEHBIIUTh
MHTEHCUBHOCTH cBeTa Intensity (mpunumaet 3Hadenue ot 0 1o 1). L[BeT ncToyHNKOB cBETa
Jy4IlIe OCTaBUTh OEJIbIM.

Jlns noGaBieHus TEKCTYpbl (BHEILIHETO BUa) ckayaeM Qailsl TekcTypsl popmara jpg B
paHee co3aHHy1o nanky Materials B okHe Project

B okne Inspector miist ckauaHHOW TEKCTYphl HacTpouM cBoicTBO Texture Type — Default.
[Tepememaem tekctypy Ha cepy B okHe Hierarchy nim B okHe Inspector B pazaen
Materials.

Jlnist HacTpOMKU (PU3UUECKUX CBOMCTB MaIaloliero MaHaapruHa HaJo0 A00aBUTh KOJUTalaep
U QpU3HKY:

B oxne Inspector mpaBoii knonkoi Ml yaanseMm Sphere Collider (nnaue Oynet
koH(KTOBaTh) U Ho6aBisieM CircleCollider2D, mpoBepsiem, 4to cBoicTBO isTrigger



3.8.

3.9.

OTKITIOYEHO (3TO CBOKCTBO 3a7]a€T BO3MOXHOCTb MPOJIETATh OJHOMY OOBEKTY CKBO3b
Jpyroii)

B okne Inspector mpaBoii KHOMKOM MbIK Ao0aBisieM komrnoHeHT RigidBody2D u B HEM
nobaiisieM GU3NUECKUI MaTepuana C HacTpolkamu (MOXKHO 100aBUTh paHee CO3/1aHHbIN
matepuan st Urpoka) ¢ HacTpoiikoii cBoiicTB Friction u Bounciness (eciu HUuYero He
U3MEHHTD, TO Gu3uka Mrpoka 1 Mannapusa OyayT UICHTUYHBIMH).

[Iposepsiem ¢pusuky Urpoka u Mannapuna.

Job6aBnenue npuzkeHust Urpoky — Urpok JoJKEeH JBUTAThCSl OT OJJHOTO Kpasi CLEHBI J0
Jpyroro, IOTOM pa3BOPauMBaThCS U MPOAOIIKATh ABMKEHUE K APYTOMY Kparo CLEHBI

4.1.

4.2.

Pazpaboraem ckpunt mist nprkeHus Mrpoka: B okHe Project B manke Asset cozmaaum
nanky Script s akKKyMyJISIIIUN BceX CKpunToB npuiiokenus Create — Folder; B manke
Script co3ganum mycrtoil ckpunt noj HazBanue runlgrok (Create-C# Script); B okHe
Inspector nosiBiisiercst myctoit ckpunt. Ileperackuaem ckpunt runlgrok na o6bpext Urpoka
B okHe Hierarchy nim B okne Inspector.

JIBOWHBIM IIETYKOM OTKpbIBaeM CKpHUNT B VisualStudio, 0ObsBiIsieM 3aKphIThIC
nepemMeHHble it rpoka u CKOpOCTH IBMKEHUS, TTOJTydaeM cChlTKy Ha Mrpoka (ero
(u3nYeCcKuii KOMITOHEHT, OTBEYAIOIIHIA 32 ABIDKEHHE), IIPOITUCHIBAEM KOJ H3MEHEHUS
MO3UIMHA UTPOKA C 3aJJaHHON CKOPOCTBIO:

public class runIgrok : MonoBehaviour

{

43.
4.4.

4.5.

private Rigidbody2D _rb;
private byte speed = u;|

private void Awake()

{
}

_rb=GetComponent<Rigidbody2D>();

private void FixedUpdate()
{

}

_rb.position = _rb.position + Vector2.right * speed * Time.deltaTime;

CoxpaHuTh K01 ¥ poBepUTh ABmxkeHne Urpoka. Yoenutses, uto Urpok yXoauT 3a CLeHy.
st 0603HaueHUs JIEBOTO M IIPABOTO Kpasi CIIEHBI I00aBUM Ha CIIEHY «IIPO3pavYHbIC
CTEHKH» B BHJIE ITyCTOT0 00BbeKkTa: B okHe Hierarchy mpaBoif KHOMIKO# MBI JOOABHUTH /1B
obbekTa Create Empty, pasmecTuTs ux mo kpasm ciersl 1 umeHoBatbh WallRigth u
WallLeft. JIns Hauana Hy»KHBI UX KOOPAUHATHI X, 3a/1al01UE KPasl CLICHBI.

Jlo6aBuM B ckpunt runlgrok kox, mo3Bossomui KOHTPOIUPOBATh BeIX0 Mrpoka 3a
Mpeiesibl CLICHBI:

public class runIgrok : MonoBehaviour

{

private Rigidbody2D _rb;
private byte speed = U;
private bool isRigth = true;

private void Awake()
{
_rb=GetComponent<Rigidbody2D>();

}

private void FixedUpdate()
{
if (isRigth) _rb.position = _rb.position + Vector2.right * speed * Time.deltaTime;
else _rb.position = _rb.position + Vector2.left * speed * Time.deltaTime;
if (_rb.position.x>5.31) isRigth = false;
if (_rb.position.x < -5.27) isRigth = true;



4.6. IlpoBeputh nBmxkenne Urpoka. [Ipu HeoOX0AMMOCTH MOYKHO BKITFOUUTH CBOWCTBO
«mpo3pagHocTi» MangapuHa — isTrigger (4ToObI OH He OCTaHABIWBAJICS Ha 3emiie, a
IpoJIeTa CKBO3b Hee) Uit OTNIaaku Koaa. [IoToM MokHO OyIeT OTKIIOYUTh.

4.7. BHectu B KOA U3MEHEHHUsI JIsl TOBOpoTa Mrpoka mpu IBUKEHUH B IPOTUBOIIOJIOKHYIO
CTOpoHY. J{i1s1 3TOr0 106aBUTH 3aKpHITYIO IepeMeHHy0 st Tuma SpriteRenderer (Mmaccus
BBIJICTICHHBIX HAMU PaHee N300paXeHUI ), TOMYyUUTh CChUIKY Ha Wrpoka (1o aHaioruu ¢
(GU3UIECKUM KOMIIOHEHTOM) M OOPAaTUTHCS K JIOTHYECKOMY CBOMCTBY JAHHOTO KOMIIOHEHTA
— flipX.

4.8. UtoObI cTeHKH paboTanu 60Jee YHUBEPCAIBHO (T.€. HE 3aBUCUMO OT KOHKPETHOTO
MECTOIIOJIOKEHHUS ), MOYKHO JOOABUTh K HUM KOJLJIaiiep v MponucaTh KO JUis
crosikHOBeHUs1 Urpoka u Ctensl. [ aToro: nodasnsem k 00bexty WallRigth kommonent
BoxCollider2D, penaktupyem ero pazmepsl ¢ nomomibto EditCollider (umutnpyem cTeHKy)
U JUTSL OTJIA/IKM BKIIFOYaeM CBOMCTBO Mpo3pauHocTu — isTrigger, 3anaem o0bexty WallRigth
ter WRigth, B ckpunte runlgrok cozgaem o6paboturk coOpitust OnTriggerEnter2D:

private void OnTriggerEnter2D(Collider2D other)

! if(other.CompareTag("WRigth")) isRigth = false;|
}

4.9. 3akommenTupoBath nepsbii if B pynkuun FixedUpdate u mpoBeputs asmxenne Urpoka.
Ho6aButh pazBopot Urpoka.

4.10. AHaJIOTHYHO 0TpabOTaTh C JIEBOK CTEHOM.

4.11. Jnst ynpaBnenust UI'pokoM MBIIIBIO: OJUH MIETYOK — OCTAHABIUBAET, BTOPOU —
3aIrycKaeT ABIKEHHE Heo0X0auMo B cKpunT runlgrok 106aBuTh peakiuio Ha COObITHE
OnMouseDown(), B kotopoM isClicked — 3T0 3akpbITas jorudyeckas nepeMeHHast Juis
OTCIIC)KMBAHMSI IEPBOTO M BTOPOTO TIenuka (craproBoe 3HaueHue — false), CountClicked —
3aKphITast IETOYNCIICHHAs IEpEeMEHHas (CTapTOBOE 3HAUYCHHE - 1), oTpaxkaromas
KOJIMYECTBO IIEITIKOB MBIIIH, CACTAHHBIX TOJIb30BaTeeM. Takke OTKOPPEKTUPOBATH KOJT
dbynkuun FixedUpdate():

private void OnMouseDown()
{
if (CountClicked % 2 !=0) isClicked = true; else isClicked = false;
CountClicked++;
}
private void FixedUpdate()
{
if ('isClicked) if (isRigth) _rb.pesition = _rb.position + Vector2.right * speed * Time.deltaTime;
else _rb.position = _rb.position + Vector2.left * speed * Time.deltaTime;

}

4.12. [TpoBepuTh pabOTy MBIIIIH.

Job6assienne npuxenusi Manaapuny — MangapuH JTOJDKEH [TPONAAaTh MPU CTOJIKHOBEHUU C

Hrpokom 1 3aCUUTHIBATHCS KaK MOMMAaHHBIA UM IPU CTOJIKHOBEHUH 3eMJIEH, a 3eTaM

MOSIBIISITECSA CBEPXY B HOBOM MO3ULIMH

5.1. [loacuer konuyecTBa NoitMaHHbIX MaHIapUHOB (B XOJ€ CTOJKHOBEHHS C HUMU)
OCYILIECTBHUTD MO aHAJIOTHUH CO «CTOJIKHOBEHHEM» CO CTEHON: OOBSIBUTH OTKPBITYIO
LEJIOYHCIIEHHYIO NTEpEMEHHYI0 count (YTOOBI MOKHO ObUIO KOHTPOJIMPOBATH B OKHE
Inspector); o0bexkTy Mangapus npucBouts Ter Mandarin 1 B 00pab0TYUK COOBITUS
OnTriggerEnter2D Bnucath NpoBepKy Tera U HHKpEMEHT count; (makaice MOH#CHO
nonpobosams yoarums o6vekm Manoapun nocie mozo kaxk HMepok e2o notiman ¢ nomousio
memooa Destroy(other.gameObject), o nomom npudemcsi e2o cozoasams J).

5.2. IIpoBeputh paboTy cueTyrKa (Ipyu HEOOXOUMOCTH U3MEHUTH HAaYaJIbHOE TOJI0KEHUE
Hrpoka 1 BKIIIOUNUTH CBOMCTBO MPO3PAvYHOCTH MaHaapuHa).



5.3. No6asnsem ter Player nis Urpoka u Finish g 3emnm.

5.4. Coznaem ckpunt scrMandarin u mo6aBmnsieM ero kK Mangapuny

5.5. B ckpunTe co3maem 3aKkphITYIO IepeMeHHYo 111 komrnoneHTaRigidBode2D o6bekTa
Mangapus u B MeToie Awake moydaeM CCbUIKY Ha OOBEKT.

5.6. Jlo6asnsem B ckpunt codbiTre OnTriggerEnter2D u no6aBinsieM KoJ 110 MEPEMELICHUIO
ManjapuHa B Cily4aliHble KOOPAUHATBI BEPXHEH YaCTU CLICHBI.

public class scrMandarin : MonoBehaviour
{

private Rigidbody2D _rb;

private Vector2 _newPoint;

void Awake ()

{
_rb = GetComponent<Rigidbody2D>();
}
private void OnTriggerEnter2D(Collider2D other)
{
if (other.CompareTag("Player") || other.CompareTag("Finish"))
{
Debug.Log("A cpa6otan oT " + other.name.ToString());
_newPoint = new Vector2(Random.Range(-5,5),5);
_rb.MovePosition(_newPoint);
¥
}

5.7. IIpoBepum paboOTy CLEHBI (nouemy-mo yckopsiemcs nadenue Manoapun — modicem 6vimo

Haoo ece-maku yoanams Manoapun u cozoasame 0ob6vexm/npeghab 6Hogwv?).
6. JloGaBiieHHMe 3ByKa Ha CLieHY (2 TOYHee — HTPOKY)

6.1. Cxauatps Menoauio B popmate mp3 1 pa3MeCTUTh B OT/ICNIBbHOM Manke B Assets (3apaHee
co311aTh Manky, Hanpumep, Audio)

6.2. B okne Inspector 1o6aButh 00bekTy Urpox xommoneHT AudioSource (KHOIKa
AddComponent). [lepeTammth cka4aHHYIO MEIOIUIO B TaHHBIA KOMITIOHEHT (CBOMCTBO
AudioClip).

6.3. BBIMOTHUTE HACTPOWKY CIAEAYIOIMIMX CBOMCTB: BKIIOUNTH TaIouKy PlayOnAwake (st
3aIycKa 3ByKa IPHU CTapTe CLIEHBI), BKIIOYUTH rajgouky Loop (1715 mpourpsiBaHus 3ByKa 10
KpYT'Y), HACTPOUTH TPOMKOCTb B CBo¥cTBe Volume.

6.4. IIpoBeputhb paboTy 3ByKa.

CamocrosiTesqibHasi padora:
1. HoOGaButh Ha cuieHy cripailT «Kamenby» (ckauaTh n300pakeHue, 7100aBUTh HA CIICHY,

HACTPOUTh MECTOIOJIOKEHNE U Pa3Mephl, T0OABUTH KOJUIANUIEP).
2. Hanwmcatp K0of, ¢ TOMOIIb KOTOPOTO MOYXKHO yOUpaTh «KAMEHbY» C JIOPOTH.
3. Hamucatpb ko1 peakniuu Ha CTOJIKHOBeHHE Irpoka ¢ kamHeM (OCTaHOBKA JABUKECHUS ).

Kputepun oneHuBaHNs NPAKTHYECKOH PadOThI:

- OLICHKAa «OTJIMYHO» BBICTABJIETCS CTYAEHTY, €CIU OH HMOJHOCTHIO BBIMOJHUI 33JaHUs, BKIHOYas
CaMOCTOSITENIbHYIO paboTy;

- OLIEHKa «XOpOILIO» BBICTABIACTCS CTYACHTY, €CIM OH IOJIHOCTBIO BBIMIOJHHWII 3a/laHUsl, HO HE
BBITIOJIHWJT CAMOCTOSITENIbHYIO padoTy;

- OLIEHKA «YJOBJETBOPUTEIIbHO» BBICTABIISIETCS CTYJIEHTY, €CIIM OH BBINOJIHWII 33JJaHUs YACTUYHO U
HE BBITIOJHHII CAaMOCTOSITEIIBHYIO paboTYy;

- OLEHKa «HEYyJOBJIETBOPUTEIbHO» BBICTABIISAETCS CTYAEHTY, €CIM OH He MpeacTaBul
BBHITIOJIHEHHYIO padoTy.



IIpakTuyeckas padora no reme «Pazpadorka 3D-npuitokennin»

1. Co3naHue mpoeKTa M CUEHBI

1.1 Co3naem 3D mpoekt

1.2 CnpaBa cHm3y B maHenu Project B mamke Assets -> Scenes, M3MeHsIeM Ha3BaHUE CIICHBI HA
_0Scene (mocne Bei6opa SampleScene, MoxkHO HaxaTh F2)

2. Mmnopr acceToB

2.1 3axonum Ha caur oz CBOUM AKKayHTOM
https://assetstore.unity.com/packages/3d/characters/creatures/dragon-for-boss-monster-hp-
79398 u nobaBinsieM acceTbl

2.2 Ha Bepxueit nanenu BeiOupaem Windows -> Package Manager. B ¢unpTpax Beioupaem My

Assets U cKauMBaeM MOSBUBIIUICS aCCET ¢ JpaKOHAMU

2.3 Ilocne ckauynBaHusi UMIIOPTUPYEM

3. JlobaBJjieHuMe ApaKoHa

3.1 Ha mnanenu Project B manke Assets -> FourEvilDragonsHP -> Prefab ->
DragonTerrorBringer HaiiTu 3e€HOr0 ApakoHa W CO3/1aTh €ro AyOJuKaT (HaXaTh Ha HETO
MBILIBIO -> HaXxkaTh Ctrl+D)

3.2 Ileperamuth co3nanHyto konuto Green 1 B manky Scenes

3.3 IlepeumenoBars komnuto B Enemy

3.4 J1o6aBUTH qpaKkoHa Ha CLIEHY (MIE€PEeTALUTh MBIIIBIO)

3.5 Bo Bkitazake Inspector 3a1ath MO3UIIMIO
-Rotation 0,0,0
-Position 0,0,0
-Scale 1,1,1

3.6 B Project, B oTkpbiToii manke Scenes Haxatb IIKM wu co3mare Create ->
AnimatorController, 3anats emy umst EnemyCTRL

3.7 U3 manku Assets -> FourEvilDragonsHP -> Animations -> DragonTerrorBringer naiitu
anumanuio Flyldle u coznats ero komnuto (KIMKHYTH 110 HeMy U HaxaTh Ctrl+D)

3.8 IlepeTanuTh KONMUIO B MAIKy Scenes

3.9 OtkpeiTh EnemyCTRL u neperamuts Ty1a aHUMAIIMIO IpaKOHA

3.10 Bribpates Enemy u Bo Bknaake Inspector -> Animator nanpotuB mnomst Controller
BbIOpaTh EnemyCTRL

4. Co3naHue IpaKkoHbero Aina

4.1 Ha BepxHneit manenu Bo Bkiagke GameObject -> 3D Object coznath Sphere, Ha3BaTh ee
DragonEgg n 3anarts el mapaMeTpsl
-Rotation 0, 0, 0
-Position 0, 0, 0
-Scale 1, 1.5, 1

4.2 B nanke Scenes HaxkaTh [IKM u B MeHio co3nats Material. Hazpate Mat Egg

4.3 B oxHe Inspector 3agaTh MaTeprairy IpOU3BOJIbHBIE CBONCTBA

4.4 Ha3nauuts MaTepual 00beKTy siilla, epeTaliuB ero Molbo Ha DragonEgg

4.5 Beibpate DragonEgg u B okne Inspector Haxath add component. B moucke BbIOpaTh
Rigidbody

4.6 B okHe nHCIIEKTOpa HANIPOTHB Tag B BIMAAAMONIEM criucke HaxaTh Add tag

4.7 B oTkpbIBLIEMCS] OKHE HaXaTh Ha «+» U 3a71aTh uMs Tera DragonEgg, naxats Save

4.8 BepHyThcs Ha 0OBEKT siiilIa U 3a71aTh eMy Ter DragonEgg

4.9 U3 okna Hierarchy neperamuts DragonEgg Ha manens Project B manky Assets -> Scenes,
nocJse 3Toro yaanuth ero B Hierarchy

5. Co3nanue 00beKTa — JHEPreTHYECKOro IMUTA

5.1 Coznatb 311 00beKT — cepy, HazBath ero EnergyShield


https://assetstore.unity.com/packages/3d/characters/creatures/dragon-for-boss-monster-hp-79398
https://assetstore.unity.com/packages/3d/characters/creatures/dragon-for-boss-monster-hp-79398

5.2 3agatb eMy nmapameTpbl
- Position: 0, -6, O;
- Rotation: 0, 0, O;
- Scale: 3, 3, 3;
5.3 Co3patb Matepuan Mat_Shield
5.4 B cBoMcTBax ycTtaHOBUTb Rendering mode - Transparent
5.5 MNepeTawuTb MaTepman Ha 06bekT EnergyShield
5.6 lo6aBuTb Ha EnergyShield komnoHeHT RigidBody. BHyTpn KoMnoHeHTa cHATb paarkok Use
Gravity n yctaHoBuTb Is Kinematic
5.7 Co3patk npedab obbekTa (nepetawutb u3 Heirarchy Ha naHenb Project B nanky cLeHbI)
5.8 CoxpaHuTb cueHy (MKM no _0Scene -> Save Scene)
6. Hactpoika Kamepbl
6.1 YCTaHOBUTH MapameTpbl KaMEpbl
- Position: 0, 5, 10;
- Rotation: 20, - 180, O;
- Scale: 1, 1, O;
6.2 B nHcnekTope ans KomMnoHeHTa Camera yctaHOBUTb B nosie Projection - Orthographic, B
none Size 3HayeHne 14
6.3 Ha Bkiagke Game cBepxy BbIbpaTb COOTHOLLIEHWE CTOPOH 16:9

> 1

a® Game @ Asset Store
Display1 ~ 16:9 ¥ Scale

High Score: Low Resolution Aspect Ratios

VSync (Game view only)

pect

7. Ckpwunt ¢ain EnemyDragon
7.1 na Bkimagke Project cozmate ckpunt C# u HazBaTh ero EnemyDragon
7.2 OTKpbIBa€M CKPHUNT U BBOAUM CIEAYIOIIUN KOJI:

< > EnemyDragon.cs o
No selection
1 using System.Collections;
using System.Collections.Generic;
using UnityEngine;

[Header("Set in Inspector")]
public GameObject dragonEggPrefab;

2
3
4
5 public class EnemyDragon : MonoBehaviour
6
7
8
9 public float speed = 1f;

10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 10f;
12 public float chanceDirections = 0.1f;
13

14 void Start()

15 i

16 }

17

18 void Update()

19 {

20 }



B siuctuHre Mpl 10OaBUIIM ClieyIONIHe CTPOKU KOJIa:
— ¢ nomotpio komanasl [Header("Set in Inspector")] co3ganu3aroiioBok B okHe Inspector;
— public GameObject dragonEggPrefab coznaer npedad ans apakonsero siina DragonEgg;
— co3/1aHHas NepeMeHHas speed orpenesnsieT CKOpocTh OBIKeHUst o0bekTa DragonEgg;
— nepeMeHHas timeBetweenEggDrops orpezenser ckopocTb reHepaii 00beKTOB
DragonEgg;
— nepemenHas leftRightDistance onpezensier pacctosiHue OT Kpasi 9KpaHa, Ha KOTOPOM
MEHSIETCS HallpaBJIeHUE IBUKEHUS APAKOHA;
— chanceDirections onpezessieT BeposITHOCTh U3MEHEHU s HATTPABJIEHUS IBUKEHUS.

7.3 llogkmovaem ckpunt kK Enemy, neperackuBanuem ero Ha o0bekT Enemy. Tenepp MOKHO
MEHSTh MapaMeTpbl JpakoHa NpsMo B Inspector

7.4 Buytpu Update nuriem ciieayomnyi Ko

€ > EnemyDragon.cs o

No selection

1 using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4

5 public class EnemyDragon : MonoBehaviour

6 !

7 [Header("Set in Inspector")]

8 public GameObject dragonEggPrefab;

9 public float speed = 1f;
10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 1@f;
12 public float chanceDirections = 0.1f;
13
14 void Start()
15 {
16 }
B |
18 void Update()

19 {

20 Vector3 pos = transform.position; //1
21 pos.x += speed x Time.deltaTime; //2
22 transform.position = pos; //3

23 }

24 }

25
KaxaoMy 3akOMMEHTUPOBAaHHOMY HOMEPY COOTBETCTBYET CIIEAyIOILEe:

— Vector3 pos — 3T0 JIOKaJIbHasl IepeMeHHas1 JJIsi XpaHeHusi TeKyui nozurmu (//1);

— X YBEJIMUMBAETCS Ha IPOU3BEJEHNE CKOPOCTH U BpeMeHHOro uHreppaia Time.deltaTime
(//2). D10 BcTpOEHHAs IEpeMeHHast, KoTopasi OyeT U3MEHATh CBOE 3HAUCHUE NIPU Pa3HOM
4acTore

KaJpoB. Eciii roBOpUTh MPOCTHIMU CIIOBAaMH, TO OHA OTBEYAET 32 IJIABHOCTh UIPhI IIPU
pazHom FPS;

— M3MEHEeHMe 3HaYeHHs pos 3armchiBaeTcsi o0paTHO B transform.position (//3).



7.5 YtoObl OpakoH He yneTran 3a Kpail skpaHa podaeinssem B Update criemyonmii Kom:

< 7 EnemyDragon.cs
© EnemyDragon * No selection

1 using System.Collections;

2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class EnemyDragon : MonoBehaviour
6 {
7 [Header("Set in Inspector")]
8 public GameObject dragonEggPrefab;
9 public float speed = 1f;
10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 10f;
12 public float chanceDirections = 0.1f;
13
14 void Start()
15
16 }
17
18 void Update()
19 {
20 Vector3 pos = transform.position;
21 pos.x += speed * Time.deltaTime;
22 transform.position = pos;
23
24 if (pos.x < -leftRightDistance) //1
25 {
26 speed = Mathf.Abs(speed);
27 }
28 else if (pos.x > leftRightDistance) //2
29 {
30 speed = -Mathf.Abs(speed);
31 }
32
33 }

7.6 JlobGaBmsem METOT U1 CIIy4aitHOTO N3MEHEHUA HaIpaBJICHUSA oJIeTa:

< > EnemyDragon.cs o

& EnemyDragon * No selection

17

18 void Update()

19

20 Vector3 pos = transform.position;
21 pos.x += speed * Time.deltaTime;
22 transform.position = pos;

23

24 if (pos.x < -leftRightDistance)
25 {

26 speed = Mathf.Abs(speed);

27 ¥

28 else if (pos.x > leftRightDistance)
29

30 speed = -Mathf.Abs(speed);

31 }

32 ¥

33

34 private void FixedUpdate()

35 {

36 if (Random.value < chanceDirections)
37 {

38 speed *= -1;

39 }

40 }

41 +

EA v Enemy Dragon (Script)

Set in Inspector

Dragon Egg Prefab » DragonEgg
Speed

Time Between Egg Drops

Left Right Distar 10

Chance Directions 0.01

Add Component

apaMeTpsl:
7.8 IleperackuBaem DragonEgg B ctpoky Dragon Egg Prefab nnst nanpheiieit peanusanuu
cOpoca suil.



7.9 Tlocne monkiroueHUs: 00bEKTa, HY’)KHO co3nath MeTosl DropEgg m komaHmy BbI30Ba 3TOTO
MmeTona B Start

£ * EnemyDragon.cs
© EnemyDragon » [E] Update()

1 Ising System.Cc
sing System.Collections.Generic;

using UnityEngine;

lections;

public class EnemyDragon : MonoBehaviour

6 {

7 [Header("Set in Inspector")]

8 public GameObject dragonEggPrefab;

9 public float speed = 1f;

10 public float timeBetweenEggDrops = 1f;

11 public float leftRightDistance = 10f;

12 public float chanceDirections = 0.1f;

13

14 (void Start()

15 {

16 Invoke("DropEgg", 2f); // 1 1

1z J

19 [void DropEgg() // 2
20 {
21 Vector3 myVector = new Vector3(0.0f, 5.0f, 0.0f);
22 GameObject egg = Instantiate< >(dragonEggPrefab); :Z
23 egg.transform.position = transform.position + myVector;
24 Invoke("DropEgg", timeBetweenEggDrops);
% .
27 void Update()
28 {

- (yHkMA

Invoke B metone Start() Bbillie BbI3BIBAET (PYHKIMIO, 3aJlaHHYI0 MMEHEM Yepe3 yKa3aHHOe
YUCIIO CeKyH[. B maHHOM ciyvae — BeI3biBaetTcs (pynkumsa DropEgg(), ¢ mapamerpom 2f, T.€. ¢
OXKMJAHUEM 2 CEeKyH/bl Iepea KaXAbIM HOBBIM BBI30BOM. Takum 0Opa3oM, Mbl MOXEM
YCTaHOBUTHh HanOoJiee MOAXOASIIME 3HAYEHHS ISl YaCTOThl FeHepalu oObeKToB. Moxkere
CaMOCTOSATEBHO nmogo0paTh HauOoJjee MMOIXOAAIIEe 3HAYEHUE.
— ¢ynkuua DropEgg() cospaer sx3emmuisip GameObject ¢ mmenem dragonEggPrefab u
NpUCBaMBaeT ero mnepeMeHHou egg. Jlanee M3MeHseTCs MOJOXKEHUe egg, U (DYHKIMS
BBI3BIBACT camy ceOs1 CHOBa Yepe3 MHTEPBaIbl BpeMeHu, paBHble timeBetweenEggDrops.

8. Ckpunt DragonEgg

8.1 Co3nmaem ¢paiin ckpurta 1 Ha3biBaeM ero DragonEgg

8.2 JlobaBnsiem eme oaWH IMaK acceToB https://assetstore.unity.com/packages/vix/particles/fire-
explosions/fire-spell-effects-36825 He 3a0pIBaeM UMIIOPTUPOBATH B UNity

8.3 lo6aBum 1uiockocth Plane, koropas Oyner wurpaTb poJib  [OBEPXHOCTH  3EMIIM.
Taxxe Mbl 0(pOPMHUM ee B BUJIE paCKaJICHHOM JIaBbl, Mafasi HA KOTOPYIO JPAaKOHBY SIAIa OyayT
B3pbIBaThCS. UTOOBI JOOABHTH IUIOCKOCTh Ha CIIEHY, B BEpXHeM MeHI0 BbiOepuTe Windows —
GameObject — Plane. IlepenmenoBbiBaem ee B Ground.

8.4 YcranoBum pasmepsl oobekta Ground:
— Position: 0, -8, 0;
— Rotation: 0, 0, 0O;
—Scale: 5, 5, 5;

8.5 B okHe Inspector pazBepHem kommoHeHT Mesh Renderer (), HaxxmMeM Ha “MuIieHbp” U U3
nosiBuBIIerocst MeHio Select Material Beibepem Matepuan FireParticleMeteorMaterial

8.6 MOXHO TTOMEHSITh TEKCTYPY Y silia

8.7 Hanmiem kon B DragonEgg:



https://assetstore.unity.com/packages/vfx/particles/fire-explosions/fire-spell-effects-36825
https://assetstore.unity.com/packages/vfx/particles/fire-explosions/fire-spell-effects-36825

< 2 EnemyDragon.cs o DragonEgg.cs

No selection

1 using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4

5 public class DragonEgg : MonoBehaviour
6

7 public static float bottomY = -30f;
8

9 void Start()

10 {

11 }

12

13 private void OnTriggerEnter(Collider other)
14

15 ParticleSystem ps = GetComponent<ParticleSystem>();
16 var em = ps.emission;

17 em.enabled = true;

18

19 Renderer rend;

20 rend = GetComponent<Renderer>();
21 rend.enabled = false;

22 }

23

24 void Update()

25 {

26 if (transform.position.y < bottomY)
7 {

28 Destroy(this.gameObject);

29 }

30 }

31 }

—  co3jaerca  INepeMeHHas
bottomY, koTopass Oymer ykKa3blBaTh, Ha KAaKOM pAacCTOSHUM Y HYXKHO OyAeT yJassTh
OOBEKTHI DragonEgg.
— Ilo nazBanmio Meroga OnTriggerEnter (Collision Other) MOXHO NOHATH, YTO OH HAYMHAET
padoTy, Korja MporCXOIUT NiepecedeHue ¢ 0ObeKTOM, KOTOpbIi paboTaeT Kak Trigger

8.8 IloaxnrounM CKpUNT K A1y, IEPETAIIHUB €T0

Scenes

DragonEgg

Im Packages

8.9 Teneps mst DragonEgg no6aBum kommnoneHT ParticleSystem
8.10 B oxne Hierarchy Bribepem Ground u B Inspector moctaBum aBe rainouku Convex u
Is Trigger



8.11 UtoObl mapTUKIBI HE ObUIM CTaHAAPTHBIMH 3aJaJMM HACTPOMKH U 3aJaauM

Aud

Particle System o 3+ !
Open Editor...

, DragonEgg

None
Automatic
Disabled

MaTepHan
8.12 IToctaBbTe ranouky Bosne Emission u BBeanuTe napameTpbl, IOKa3aHHbIE HA PUCYHKE
HUKe (4TOObl JOOABUTh HOBYIO JIMHUIO C TlapamMeTpaMu “BCIUIECKOB” HaXMHTE “+7)

Disabled

v Emission

Rate over Time

Probability

+

8.13 Tenepb cHumuTe raniouky ¢ Emission. 1o nenaercs st TOoro, 4yroObl IpU 3aIlycKe
CIIEHBI 3TOT MapameTp ObUT BHIKJIIOUEH U 00BeKT He n3nyyan Particles ¢ apdpextamu B3pbiBa
8.14 [TocraBbre Trajouky HampotuB “Size over Lifetime”, w BbiOepWTe BUA KPHBOH,

KOTOpad pacTeT oT MHWHHUMYMa CJIEBa a0 MakCuMyMa CIipaBa.

SOIU

v Size over Lifetime

Siva by Crhaa
8.15 Bribepem B kauecTBe TeKCTypbl Marepuai ¢ HasBanueMm FireParticleSingleMaterial,
9Ta TeKCTypa TakKe HaxOAMTCS B CKauyaHHOM acceT-nake B mnanke PyroParticles

Billboard

® FireParticleSingleMateria

NMana

No Masking

Per Object Motion
Default

0

Off

Off




9. Ckpunr gaiin DragonPicker

9.1 Cozmanum ¢aiin ckpunt DragonPicker
9.2 IToakmrouaem ero k MainCamera

9.3 [lumem B HEM CIEAYIOIIMM KO

4 2 EnemyDragon.cs o DragonEgg.cs o DragonPicker.cs
No salection

1 using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

q

5 public class DragonPicker : MonoBehaviour

6 {

7 public GameObject energyShieldPrefab;

8 public int numEnergyShield = 3;

9 public float energyShieldButtomY = -6f;
18 public float energyShieldRadius = 1.5f;

11

12 void Start()
13 {

14 for (int 1 = 1; i <= numEnergyShield; i++)

15 {

16 GameObject tBasketGo = Instantiate< >(energyShieldPrefab);
17 tBasketGo.transform.position = new Vector3(®@, energyShieldButtomY, 0);
18 tBasketGo.transform.localScale = new Vector3(1 % i, 1 % 1, 1 % i);
19 }

20 }

21

22 void Update()

23 {

24 }

25 }

Kopx cozmaer 3 sx3emmsipa EnergyShield
9.4 3arem Hyx)HO noakiounTs EnergyShield k cuenaputo

10. Cxpunr ¢aiin EnergyShield

10.1 Co3maem ckpunr daiin EnergyShield u npukpemsiem ero k mabdmony Energy Shield
Prefab
10.2 UtoObl mMT TepeMemaics 3a KypcOpOM MBIIIM IHIIEM CICAYIONUH KO
€ > EnemyDragon.cs © ' DragonEgg.cs o DragonPicker.cs O EnergyShield.cs
No selection
1 -using System.Coll
2 using System.Coll ;
a using UnityEngine;
4
5 =public class EnergyShield : MonoBehaviour
6 {
5
8 - void Update()
9 {
10 Vector3 mousePos2D = Input.mousePosition;
11 mousePos2D.z = —Camera.main.transform.position.z;
12 Vector3 mousePos3D = Camera.main.ScreenToWorldPoint (mousePos2D);
13 Jector3 pos = this.transform.position;
14 pos.x = mousePos3D.x;
15 this.transform.position = pos;
16 }
17 }



10.3

Ne selection

10.4

L4

»

Janee peaqm3yem JIOBIIO  sWIl  JOOABJICHUEM  METOJa

EnemyDragon.cs o DragonEgg.cs o DragonPicker.cs o EnergyShield.cs
1 using System.Collections;

= using System.Collections.Generic;

3 using UnityEngine;

4

5 public class EnergyShield : MonoBehaviour

6

7 void Update()

8 {

9 Vector3 mousePos2D = Input.mousePosition;
10 mousePos2D,.z = -Camera.main.transform.position.z;
11 Vector3 mousePos3D = Camera.main.ScreenToWorldPoint (mousePos2D);
12 Vector3 pos = this.transform.position;
13 pos.x = mousePos3D.x;
14 this.transform.position = pos;
15 }
16
17 private void OnCollisionEnter(Collision coll)
18 {
19 GameObject Collided = coll.gameObject;
20 if (Collided.tag == "DragonEgg")
21 {
22 Destroy(Collided);
23 }
24 }
25 }

CoxpaHsieM CLIEHY U TECTUPYEM PE3YJIbTAT

11. Co3nanne c4yeTYNKA OYKOB
IBaxapl kvkHeM 1o _0OScene B maHenu Project, u B meHio Unity BeIOEpeM MyHKT
GameObject — UI — Legacy — Text
B okne Hierarchy Beigesum Canvas u B okHe Inspector pa3BepHEM KOMIIOHEHT
Canvas. YcranoBum B nojie Render Mode 3nauenue Screen Space — Camera, a B KayecTBe
Render Camera BeiOepem Main Camera (Camera). B mnone Plane Distance ycraHoBUM
3HaueHue pasHoe 10

11.1

11.2

11.3
114

11.5

[lepenmenyem ums Text Ha Score
3anaarM KOOPAMHATHI OUYKaM

L Layers v

O Inspector
v Score
Tag Untagged

Rect Transform

YyTh HYKE 33JalMM HAJKUCh HA SKpaHe U pa3mep tipudra

OnCollisionEnter

Layout



Aa Arial
Normal
80

1

Rich Tex v

Paragraph

Alignment
Align B

Wrap

Truncate

12. lo6aBjieHNE CYETUYNKA OYKOB

12.1 UtoObl co3maTh cueTuyuk OTKpoeMm ckpunt EnergyShield m moGaBuM HECKOIBKO
CTPOK KOJa
£ 3 EnemyDragon.cs ©  DragonEgg.cs o DragonPicker.cs ©  EnergyShield.cs
No selection
1 ising System.Collections;
2 ising System.Collections.Generic;
3 using UnityEngine;
: 1
5
6 public class EnergyShield : MonoBehaviour
7 {
8 public Text scoreGT;
9
10 void Start()
11 2
12 GameObject scoreGO = GameObject.Find("Score");
13 scoreGT = scoreG0.GetComponent<Text>();
14 scoreGT.text = "o";
15
16
114 void Update()
18 {
19 Vector3 mousePos2D = Input.mousePosition;
20 mousePos2D.z = -Camera.main.transform.position.z;
21 Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
22 Vector3 pos = this.transform.position;
23 pos.x = mousePos3D.x;
24 this.transform.position = pos;
25 }
26
27 private void OnCollisionEnter(Collision coll)
28
29 GameObject Collided = coll.gameObject;
30 if (Collided.tag == "DragonEgg")
31 {
32 Destroy(Collided);
33 }
34 int score = int.Parse(scoreGT.text);
35 score += 1;
36 scoreGT.text = score.ToString();
37
38 }

— C nomomeio koman il using UnityEngine. Ul noakmovaercst GuOIMoTeKa, TO3BOJISAIONIAs
ucnonb3oBatk uHTEpdeic noas3osarens .Ul (User Interface), noctynHas BHyTpU IBHKKA
Unity.

— Hanee oObsBisiercs nepemenHas scoreGT tuma public, koTopasi OyaeT XpaHuThb B ceOe
CYETYMK IMONMaHHBIX 00beKTOB DragonEgg.

— GameObject scoreGO = GameObject.Find(“Score”); — HaxoquT Ha cIieHe UTPOBOI OOBEKT
C UMeHeM Score, 1 MPUCBaNBaET CChUIKY Ha 00beKT nepeMmeHHol scoreGO.

—scoreGT = scoreGO.GetComponent<Text>(); — HaxoguT KOMIIOHEHT Text BHyTpu
UI'POBOTO

obbekTa scoreGO 1 mprcBaMBaeT cChUIKY Ha Hero B public-mone scoreGT.

— scoreGT.text = "0"; — myommunomy nofmo scoreGT mpucBanBaeTcsi Ha4YaIbHOE 3HAUCHHE
paBHOe Hymo. ObpaTuTe BHUMaHKE Ha TO, YTO TOJIBKO Oyiarogapsi CTpOKe B HauaJle CIieHapHUs
using UnityEngine.UI; MmoxxHO mony4ats AOCTyI K KoMrnoHeHTY Text B kone Ha C#;

— int score = int.Parse(scoreGT.text); — moayyaer TeKcT, 3anvMcaHHbii B nojie ScoreCounter u
npeoOpasyeT ero B LeJ10e YKo TuMna int. Jlanee 9To Yucio 3anMchBaeTCs B IEPEMEHHYIO C
HMMEHEM SCOTe;

— score += 1; — 3HaueHue NNepeMeHHON yYBeJIMUMBaeTCs Ha | ¢ KaXIbIM BHI30BOM (DYHKIIUU



OnCollisionEnter(Collision coll), T.e. ¢ KaXIpIM NOAMaHHBIM STUIIOM;
— scoreGT.text = score.ToString(); — nepeMeHHast score nmpeodpazyercst 0OPaTHO B
CTPOKOBYIO TIEpEMEHHYIO U 3aIMChIBAETCS B CBOMCTBO text o0bekTa scoreGT;

13. YBeaomiienue, UTO S0 He MOMMAHO

13.1 Haunewm ¢ n3menenuit B DragonEgg
< 2 EnemyDragon.cs <] DragonEgg.cs o DragonPicker.cs (=] EnergyShield.cs [+}
No selection
1 using System.Collections;

using System.Collections.Generic;
using UnityEngine;

2
3
4
5 public class DragonEgg : MonoBehaviour
6
7
8

i
public static float bottomY = -30f;

9 void Start()
10 {
11 }
12
13 private void OnTriggerEnter(Collider other)
14 {
15 ParticleSystem ps = GetComponent<ParticleSystem>();
16 var em = ps.emission;
17 em.enabled = true;
18
19 Renderer rend;
20 rend = GetComponent<Renderer>();
21 rend.enabled = false;
22 }
23
24 void Update()
25
26 if (transform.position.y < bottomY)
27
28 Destroy(this.gameObject);
29 DragonPicker apScript = Camera.main.GetComponent<DragonPicker>();
30 [apScript.DragonEggDestroyed(); ]
ai
32 }
33 }

— DragonPicker apScript = Camera.main.GetComponent< DragonPicker >(); — B J10KajbHYIO
MepeMeHHyI0 apScript 3ammchiBaeTcsi ccblika Ha KommoHeHT DragonPicker (Script) riaBHom
kamepsl Main Camera.

— Ilocne sToro nosiBaseTcss BO3MOXKHOCTh HANpsIMYI0 OOpallaThcsl K MEPEeMEHHbIM U MEeTOojAaM
Ik3emIuispa  kjacca  DragonPicker.cs, NOJKJIOYEHHOTO K IJIaBHOM  Kamepe.
— apScript.DragonEggDestroyed(); — 3Tto BbI30B MeToga DragonEggDestroyed() kmacca

DragonPicker.
13.2 Ho6asum meton DragonEggDestroy B DragonPicker
€ 3 EnemyDragon.cs o ' DragonEgg.cs C  DragonPicker.cs o ' EnergyShield.cs o
No selection

1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class DragonPicker : MonoBehaviour
6
7 public GameObject energyShieldPrefab;
8 public int numEnergyShield = 3;
9 public float energyShieldButtomY = -6f;
10 public float energyShieldRadius = 1.5f;
11
12 void Start()
13
14 for (int i = 1; i <= numEnergyShield; i++)
15
16 GameObject tBasketGo = Instantiate< >(energyShieldPrefab);
17 tBasketGo.transform.position = new Vector3(@, energyShieldButtomY, @);
18 tBasketGo.transform.localScale = new Vector3(1 # i, 1 % i, 1 * i);
19 }
20 }
21
22 void Update()
23 {
24 }
25
26 public void DragonEggDestroyed()
27
28 GameObject[] tDragonEggArray = GameObject.FindGameObjectsWithTag("DragonEgg");
29 foreach (GameObject tGO in tDragonEggArray)
30 {
31 Destroy(tG0);
32 }
33 }
4} — meroj DragonEggDestroy

umeeT THIl public (To ecTh sByIseTCS OOMIEJOCTYIHBIM), YTOOBI €r0 MOXHO OBUIO BHI3BIBATH U3
Jpyrux KJaccoB, HallpuMep, Takux Kak DragonEgg.cs; — cTpoku Koja BHYTPU CO34AHHOTO



METO/Ia BO3BpAIAIOT MACCUB BCEX CYIIECTBYIOIIMX HWIPOBBIX 00beKTOB DragonEgg u ¢
noMomplo 1ukjga foreach BbimonHAETC 00XO4 BCeX HalAEGHHBIX OOBEKTOB C HX
MOCTIEIYIOIIUM YHUUTOKEHUEM.

14. Yunuroxxkenue EnergyShield npu norepe siina
14.1 Tocne noTpwu siina Oyaem ynansath oaud mwut. Jlo6aBum B DragonPicker cnemyromuit

< 2 EnemyDragon.cs o ' Dragongg.cs o DragonPicker.cs

@ Drag > @ o

EnergyShield.cs

1 using System.Collections;

2 using System.Collections.Generic;
3 using UnityEngine;
4
5
6

(using UnityEngine.SceneManagement;’) 1 /71

public class DragonPicker : MonoBehaviour
0 )
B public GameObject energyShieldPrefab;
9 public int numEnergyShield = 3;
10 public float energyShieldButtomY = -6f;
11 public float energyShieldRadius = 1.5f;
12 (public List<GameObject> basketList;) 2 /72
13
14 void Start()
15 {
16 (basketList = new List<GameObject>();) 3 //3
17 for {int 1 = 1; 1 <= numeEnergyShield; i++)
18 {
19 GameObject tBasketGo = Instantiate< >(energyShieldPrefab);
20 tBasketGo.transform.position = new Vector3(@, energyShieldButtomY, 0);
21 tBasketGo.transform.localScale = new Vector3(1 = i, 1 % i, 1 * i);
22 (basketList.Add(tBasketGo);) 4 /4
23 }
24 }
5
26 public void DragonEggDestroyed()
27
28 GameObject[] tDragonEggArray = GameObject.FindGameObjectsWithTag("DragonEgg");
29 foreach (GameObject tGO in tDragonEggArray)
30
31 Destroy(tGO);
32 F
33 int basketIndex = basketList.Count - 1; /75
34 GameObject tBasketGo = basketList [basketIndex]; //5
35 basketList.RemoveAt(basketIndex); 74 5
36 Destroy(tBasketGo); //5
37 }
38 4

KO/ - 4acTh Koja #1

MoJKJIIoYaeT OudaMoTeKy SceneManagement Uisi BO3MOXKHOCTH paOOTBHI CO  CIICHAMMU.
— vacth kKoma #2 wu #3 onpegenser HOBbIM crnucok Tuma List<GameObject>;
— 4YacTb Kofaa #4 B koHile 1ukia for qodapinser kaxasiii co3nanubiii EnergyShield B cricok
basketList;

— YacTh KoAa #5 YHUYTOXAeT OJVH IMUT C KaXIbIM OYepelHBIM CcpadaThiBaHUEM METO/a
DragonEggDestroyed();

14.2 Jlo6aBuM ycioBue, MpU KOTOPOM IOCie TIOTEpU BCeX IIMUTOB, CcClieHa Oyaer

[epe3anyCcKaTbCs
26 public void DragonEggDestroyed()
27 ¥
28 GameObject[] tDragonEggArray = GameObject.FindGameObjectsWithTag("DragonEgg");
29 foreach (GameObject tGO in tDragonEggArray)
30 {
31 Destroy(tGO0);
32
33 int basketIndex = basketList.Count - 1;
34 GameObject tBasketGo = basketList[basketIndex];
35 basketList.RemoveAt(basketIndex);
36 Destroy(tBasketGo)
37 if (basketList.Count == @)
38 {
39 SceneManager.LoadScene("_@Scene");
490 }
41 }
42 }

CamocrosreabHasi pabora:
1. Co3spaHue crapToByIO cUeHY ¢ TpeMs KHonkamu: Wrpa, Onimu, Beixon
2. PazpabotaTh OTI\KJIMKM Ha HAKAaTUE KHOMOK
3. PaszpabotaTh nepexoapl Mexy CTApTOBOUM U UTPOBOU CIIEHON

Kputepun oneHuBaHus NpaKTHYeCKOH padoThI:

- OLIEHKA «OTJIMYHO)» BBICTABJISIETCSI CTYACHTY, €CJIM OH IMOJHOCTBIO BBIIOJHWII 3a/laHus, BKIIIOYas
CaMOCTOSTENIbHYIO padoTy;



- OIICHKA «XOPOII0» BBICTABJISICTCS CTYICHTY, €CIIM OH TOJIHOCTHIO BBIMOJHWI 3aJaHHs, HO HE
BBITOJIHUJI CAMOCTOSITEIIHYIO padoTy;

- OLIEHKA «YIOBJETBOPUTEIILHO» BBICTABISCTCS CTYICHTY, €CIIH OH BBIMIOJHKII 33JaHHsT YaCTHYHO U
HE BBITIOJIHUJI CAMOCTOSITEIIBHYIO pa0oTYy;

- OIICHKAa «HEYJOBJICTBOPHUTEIILHO» BBICTABISACTCS CTYACHTY, €CIM OH HE MPEACTaBUII
BBITIOJTHEHHYIO PaboTy.

3. O EHOYHBIE MATEPHAJIbI (CPEACTBA) JJIA NNPOBEJEHUSA
MMPOMEXYTOYHOM ATTECTAIIAU 110 JUCHUIIINHE

OLIEHKA 3HAHUI OBYYAIOIIMXCS HA DK3AMEHE
BOITPOCHI J1J15 TIOATOTOBKU K DK3AMEHY

IIK-3 CriocoGeH pa3pabaTsiBaTh HHPOPMALIMOHHBIE CUCTEMBI
ITK-3.1 - OcyuiecTBisieT KOAMPOBAHUE HA COBPEMEHHBIX A3bIKaxX MPOrpaMMUPOBAHMSI, B TOM YHCIIE
HCIIOJIb3Ysl BO3MOYKHOCTH CHEIHATM3UPOBAHHBIX HUGPOBBIX IMIATGOPM ISl MHAUBUAYAIbHON H
COBMECTHOM pa3paboTKu HHPOPMAIIMOHHBIX CHCTEM
OO0yuamomuiicsi 3HAeT: TEOPETHIESCKHE OCHOBBI pa3paboTku 2D-npunoxenui u 3D-npuiioxeHuid;
BUJIbI OOBEKTOB M KOMIIOHEHTOB IS CO3/IaHUS CIICH; MOPSAIOK CO3JaHUs MPOTPAMMHBIX CKPUITOB,
UX MPUBS3KH K O0BEKTaM

1. CocraB mnardopmsl Unity.

2. AcceTbl, 00bEKThI, KOMIIOHEHTHI, IIIA0JIOHEI.

3. Tlopsmox pa3pabotku 2D-npunoxkenusi. OCOOEHHOCTH pa3padboTKku 2D-NPUITOKESHHUS.

4. Tlopsaok pa3padotku 3D-npunnoxenusi. OcobeHHocTH pa3padboTku 3 D-npunokeHus.

5. TlonsTHe cueHbl, CO3/IaHUE CIIEHBI U yIIpaBiieHHe €10. Vcnonb3yeMmsble kinaccbl. Otianune 2D-
cueH u 3D-cren

6. PaGota ¢ ocemenuem 2D-criieH u 3D-cuien

7. TlonsTue oOBEKTa, pa3MelleHne 00beKTa Ha CIICHE, HACTPOiika 00bEeKTa

8. TlonsaTme TEeKCTyphl, pa3paboTKa W HaKJIaJbIBaHUE TEKCTYyp Ha 00beKT. B3ammopeicTue ¢
MaTepHagaMH.

9. TloHsATHe M Ha3HAYCHUU IIEHIepOB. MoauduKalus CyeCTBYONIHNX IeHIEPOB.

10. JIBmxenue oOBEKTOB 110 crieHe, otiauyust 2D ¢usuku ot 3D dpusukm.

11. Coznanne annmanuu B Unity. Mcronb3yemble KIIacChl.

12. Pabota ¢ anumanueii B 2D, cripaiitel, 3D dusuka. [Ipuemsr u ocoberHocTr padoTsl ¢ 2D.

13. Pabora ¢ anumanueii B 3D, cipaiitsl, 3D ¢usuka. [Ipuemsr u ocobennoctu padotsi ¢ 3D.

14. UMnopT 1 UCTIOJIb30BAHUE CITPANTOB.

15. IlonsAiTHE CKpUITA, OCHOBBI HAalMCAaHWUsI CKPUNTOB Ha si3bike C#, CTpyKTypa CKpUITAa,
NPUCOEAUHEHNE CKPUNTA K 00BEKTY

16. Otnanka npuioxkenusi. Okuo Debug. AHanu3 ommOoK B NPHIIOKEHHH.

17. BcTpoeHHBIN MHCTPYMEHTAPUil 1Sl CO3/IaHuUs TI0JIb30BaTEIbCKOr0 HHTEpdeiica.

18. KanBac u Tpu ero pexxuma, anneMenTsl Ul, Layout, Event System.

19. Ilepenoc koopauHat u3 mnpocTtpaHcTBa Canvas (overlay) B MuUpoBOe MpPOCTPaHCTBO, U
HA000pOT.

OLIEHKA YMEHUI 1 HABBIKOB OBYUAIOIUXCS HA SK3AMEHE

ITK-3 CniocoGeH pa3pabaTbiBaTh HHPOPMALIMOHHBIE CUCTEMBI
IIK-3.1 - OcymiecTBisieT KOIUPOBAHUE HA COBPEMEHHBIX SI3bIKaX MPOrpaMMHUPOBAHUS, B TOM YHCIIE

UCTIONb3Ysl BO3MOXKHOCTH CIELUATU3UPOBAHHBIX LU(POBBIX IUIATPOPM A MHIAUBHIYATbHOH U
COBMECTHOM pa3pab0TK1 HH(POPMALIMOHHBIX CHCTEM

Ooyuawmmuiicsa ymeer: co3naBath 2D-cuensl u 3D-cuensl; pazpabaTbiBaTh CKpUNTH Uit 2D-
cueHsl U 3D-cueHsl.



OOyuamwmmiicss BJajgeeT: HaBBIKAMH KOJAMpPOBaHUS Ha s3bike C#; paboTel ¢ oOBEKTamW,
KOMIIOHEHTaMU M TeKCTYpaMH; OTJIaIKU TPOrPaMMHOTO KO/ia.

OueHka 10CTHKeHHSs: 00YUYaIOUUMCS 3allNIAHUPOBAHHOTO Pe3yJibTaTa 00y4YeHHs OCYIIECTBIISETCS
M0 pe3ylbTaTaM BBHINIOJHEHUS TBOPUYECKOTO MPOEKTHOTO 3aJaHUsl U €ro 3alluThl BO BpeMs
9K3aMEHa.

TBopuYeckoe MPOEKTHOE 3a/1aHHE
TBopueckoe TPOCKTHOE 3aJlaHHE .BBIOJHSAEMOE Ha DJK3aMEHe, IPEJICTaBIsIeT COo00i
HEeOOJIBIION (parMEeHT UTPOBOTO TIPUOJHKEHUSI.

IIpumepHBIH CIMCOK TeM /ISl TBOPYECKOI0 IPOEKTHOI0 3a1aHus:
Urposoe npunoxenue «I IMHIOHT.
Hrposoe npunoxenue «lIpsarkmy.
Hrpooe npunoxenue «JIabupuaT.
Urposoe npuinoxenne «Co3uaanue».
Hrposoe npunoxenue «['oHKm».
Hrposoe npunoxenne «CIOPTUBHOE COCTSA3aHUEY.
Jenosas urpa «Kommnac abutrypueHTa.
JHenosas urpa «TpeHaxep 3HaHUIY.
HenoBas urpa «MapupyTtuzarop.
10. HUrpoBoe npuiioxeHue «3MenKa.
11. Urposoe npunoxenue «OxoTa.
12. Urposoe npunoxenue «bamHsay.
13. Urposoe npunoxenue « CTpoikay.
14. Urposoe npunoxenue « TaHkn».
15. HUrposoe npuiioxenue «KomuaTa.

e A Al

TpeOoBaHus K TBOPUYECKOMY NIPOEKTHOMY 3a1aHHUI0:

OrmpeneneH UrpoBOM MEPCOHAXK U €r0 MUHUMATBHBIA Ha0Op MEeHCTBUMA
Pazpabotana cuena

PeanuzoBanbl aHuMaIoHHbIe ) (PEKThI

Peanu3oBan monp3oBaTenbCkuii HTEPdEiic

AW~

OBPA3EIL] DK3AMEHAIIMOHHOI'O BUJIETA
DK3aMEHAIMOHHBIN OUJIET COCTOUT U3 TPEX TEOPETUUECKUX BOIPOCOB.

Jucrunnmaa
Pa3paboTka UrpoBBIX TPHITOKEHUI
BapuanTt 1

TonpSITTHHCKAS aKaJcMus yIIpaBJICHUA

1. CoBpeMeHHbIE MHCTPYMEHTHI JUIsl pa3paOOTKU UIPOBBIX MPUIOKEHUH. JKU3HEHHBIH UK
pa3pabOTKU UTPHI.

2. TlonsTue nmepcoHaxa u ero coznanue. Vcronb3yemble KIacchl.

3. JlemoOHCTpanus ¥ 3aIInuTa TBOPUECKOTO MPOSKTHOTO 3aaHUSL.

4. METOAUYECKHUE MATEPHAJIbBI, OIIPEJAEJIAIOLIHUE ITPOLEAYPbI
OIEHUBAHUS 3HAHWM, YMEHHWM, HABBIKOB, XAPAKTEPU3YIOIINX JTAIbI
®OPMUPOBAHUA KOMIIETEHIIUM

KPUTEPUH OLIEHVBAHM S COOPMHUPOBAHHOCTH KOMITIETEHLIMIM




[Inanupyemslie
Ppe3yIbTATHI
o0ydeHus
(Toxazarenu
JOCTYDKCHHS
3aJJaHHOTO
YpOBHS
OCBOEHUS
KOMITCTCHIIUIN)

Kpurepun olieHHBaHMsI pe3yAbTATOB 00YUSHUS

IIK-3 CriocobeH pa3pabaTeiBaTh HHGOPMALUOHHBIE CUCTEMBI
IK-3.1 - OcymecTBiasieT KOAUPOBAaHHE Ha COBPEMEHHBIX SI3BIKAX IPOrPaMMHUpPOBAHUS, B TOM 4YHCIE
WCTIOJIB3YSI BO3SMOXXHOCTH CIIEIMATM3UPOBAHHBIX HU(POBHIX MIaT(GOpM ISl HHAUBUAYAIBHON 1 COBMECTHOM
pa3paboTK¥ HHPOPMAIMOHHBIX CHCTEM

3HaTh: He 3naet O®parmenrapusl | OOmue, HO HE Cdopmuposan | ChopmupoBanH
TEOpETUUECKHUE € 3HaHus CTPYKTYpUpOBa | HBIE, HO 3
OCHOBBI (YHKIMOHAIBGH | HHbIC 3HAHHS coJlep)kame | CHCTeMaTH3UPO
paspabotku 2D- BIX (YHKUMOHAIBH | OTHENbHBIE BaHHBIC
NPUIOKEHUH U BO3MOXKHOCTEH | BIX poOebl MIPOYHBIE
3D- m1aTopmbl BO3MOXHOCTEH | 3HaHUSA 3HAHMS
MIPUIIOKEHHUIA; Unity 3D, TIaThOPMBI ¢GyHKUMOHANE | (YHKUMOHAILH
BUJBI OOBEKTOB IIPUHIUIIOB Unity 3D, HBIX BIX
1 KOMIIOHEHTOB pa3paboTKH MPUHIIMIIOB BO3MOXKHOCTE | BO3MOXKHOCTEH
JUTS CO3AaHUs UTPOBBIX pa3paboTKH i mnardopmbl | TIATGOPMEI
CLIEH; IIOPAJIOK MIPUIIOKEHUH UTPOBBIX Unity 3D, Unity 3D,
CO3JIaHMSA MPUI0KEHUH IPUHIIMIIOB MPUHIIMIIOB
MIPOTPaMMHBIX pa3paboTku pa3paboTku
CKPHITOB, X UTPOBBIX UTPOBBIX
NPUBS3KH K NPUWIOKEHUH | MIPUIOKEHUH
00bEKTaM
YMeTh: He ymeer YacTtuuHO B neizom B nieizom Ycnemno
co3nasats 2D- OCBOCHHBIE OCBOCHHBIC, HO | chopmHpoBaH | cHhOPMHUPOBAHH
cueHsl 1 3D- YMEHUs HE HBIE U BIC,
CIICHBI; pa3pabaThiBaTh | MOAKPEIISIEMBIE | CAMOCTOSTENb | CAMOCTOSITENIEH
pa3pabaTsiBaTh MPOTOTHUIIBI 3HaHUAMU U HO 0 1 OCO3HAHHO
CKPHIITHI IS 2D- CaMOCTOSITEIBHO | BBIIOJIHSAEMBIE | BBIIOJIHSEMBIE
2D-cuenst u 3D- MIPWIOKEHUH U | CTBIO , HO HE BCeTa | yMECHHS
CIICHBI 3D- BBITIOJTHEHHUS MHTEJUIEKTyal | pa3pabaThiBaTh
MPUIIOKEHUH yMeHus BHO 2D-u 3D-
pa3pabaTeiBaTh | OOOCHOBAHHBI | MPHIIOKCHUS
npototunsl 2D- | e ymeHust
u 3D- paspabaTbiBaT
MIPUIIOKEHUS b 2D-u 3D-
TTPHUIIOKECHHS
Baagers: He Brnageer ®parmeHTapHo | B nemom Cdopmuposan | YcmenHo
HaBBIKAMHU chopMHUPOBaHH | COPMUPOBAHH | HBIE, HO HE c(hopMHUPOBaHH
KOAMPOBaHMS Ha bl€ HaBBIKU bI€, HO YCTOMYMBBIE B | BIE,
a3b1ke CH#; KOAMPOBAHUS BBITIOTHSIEMbIE CJIOKHBIX YCTOWYMBEIE,
paboTsl ¢ Ha Ha CUTYaIUsIX TEXHOJIOTHYECK
o0BbeKTamu, COBPEMEHHBIX 9JIEMEHTapHOM | HaBBIKH Y TPaMOTHO
KOMIIOHEHTaMH U S3BIKAX YPOBHE HaBBIKM | KOAHUPOBAHHUS | BBIIIOJIHSAEMBIC
TEKCTypaMu; MPOrpaMMHPOB | KOJUPOBAHMS Ha | Ha HaBBIKH
OTJaJKN AHMS COBpPEMEHHBIX COBPEMEHHBIX | KOIMPOBAHUS
IIPOTPAMMHOI'0 A3BIKAX A3BIKAX Ha
Ko/ MPOrpaMMHUpPOBa | MIPOrpaMMHUPO | COBPEMEHHBIX
HUS BaHUSA A3BIKAX
IPOrpaMMHUPOB
aHus

IIPOLIEYPA ITPOBEJEHU S ITPOMEXYTOYHON ATTECTALIUU U KPUTEPUU
OLEHKU PE3YJIbTATOB OBYUEHUA 110 JUCHUIUIMHE




Jnst  KOHTpONS YCBOGHHUS OOYYAIOIIMMHCS JAHHOW JIUCHMIUIMHBI W JOCTHIKCHHS

3alJIaHUPOBAHHBIX PE3yJIbTaTOB 00y4eHHUs YYEOHBIM IUIAHOM IMPEAYCMOTPEHBI 3K3aMeH. DK3aMeH

IMPpOBOOUTCA B (bopMe YCTHOI'O OTBETAa Ha TCOPCTHYCCKHUC BOIIPOCHI. PCSYJ'IBTaTBI TCKYLICTO

KOHTPOJIA SABJIAKOTCA JOIIYCKOM K 3K3aMCHY: o6yqa10m1/1171c51 JOJIDKCH BBIIIOJHUTH U MMOATOTOBUTH K

3aIIUTC TBOPUCCKOC IMTPOCKTHOC 3aIaHUC.

B xo1e npoMexyTOYHO# aTTecTaluu NepeBol pe3yIbTaToB paboThl o0yyaromuxcs (pe3yib-

TAaTOB TEKYILIEro KOHTPOJS) B CUCTEMY OLICHKM 3HAHUHW OCYILIECTBISIETCS C OpUEHTALMEH Ha

KPUTEPHH OLIEHUBAHHS C(HOPMUPOBAHHOCTH KOMITETECHIIHIA CIEAYIOUIM 00pa3oM:

OLIEHKA «OTJIMYHO» BBICTABIIIETCS OOydYaromeMycsi, KOTOPBIH MoKa3zan c(hOpMUPOBAHHEIC
CHUCTEMAaTHU3UPOBAHHBIC TPOYHBIC 3HAHUsA O paszpaborke 2D um 3D npunoxkenuit B Unity;
TBOPYECKOE 33/1aHHE BBIMOJIHEHO HA OTMETKY «OTIUYHOY.

OLIEHKAa «XOpOIL0» BBICTABISIETCA O0yYaroleMycsi, KOTOPBI Moka3al chopMHpOBaHHbBIE, HO
coJiepKalle OTJeNbHble MpoOenbl 3HaHus 0 paspabotke 2D u 3D npunokenuit B Unity;
TBOPYECKOE 3a/I1aHUE BHIMOJIHEHO HA OTMETKY «XOPOIIO).

OLIEHKA «YyJIOBJICTBOPHUTEIBHO» BBICTABIISCTCS 00ydaromIeMycs, KOTOPBIA MOKa3aja oluiue, HO
HE CTPYKTypUpOBaHHbIE 3HaHUs O pa3paborke 2D m 3D mpunoxenuit B Unity; TBopueckoe
3aJJaHHe BBIMTOJIHEHO HA OTMETKY «YJIOBICTBOPHTEIHHOY.

OlIEHKAa  «HEYJOBJICTBOPHUTEIBHO»  BBICTABISCTCS  OOydJaromeMmycsi, KOTOPBIH  HMeeT
(dbparmenTapubie 3HaHUA 0 pazpadorke 2D u 3D npunoxkenuii B Unity; TBOpUecKkoe 3aaHue HE
BBITIOJTHEHO WJIH BBHITIOTHEHO HA OTMETKY «HEYI0BJIETBOPUTEIHHOY.



5. JIUCT COI'”TACOBAHMUAA

CocraBui:

H.B. Ctpekanosa, 11.11.H., TOIEHT

3aBenyromnuii kadenpoit

H.b. Crpekanosa, J1.11.H., TOUEHT

3aBenyromuii BeITycKarolei kadeapoit

H.b. Crpexanosa, J1.11.H., TOIEHT
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(moxmnuce)

(moxrucs)

(moxmce)



