IIpakTHyeckas padora

[{ean 3ansTHus: coznanue oobekta Knomka, co3ganue npedada, 3arpyska mpedada

Ha CIICHY.

ObopynoBanue: [1K

IIporpammuoe odecneuenune: Unity, Visual Studio.

3apanue: Craenarb nporpaMmmy, B KOTOpoi OyJeT Ha CIIeHE JIBe KHOTKHU: Brixoa u

[[BeToukwu. [Tpu memnuke no kHomke [[BeTouku Ha ClieHY HOJKHBI 3arpyskatbest 10

AK3EMILISIPOB LBeTOUKa (U3 nmpedabda) co caydyailHIMU KOOPIMHATAMMU.

Beinosinenue:

1.

OTKpoWTE MpOrpaMmy U CO3JanuTe HOBBIM ITPOEKT, KOTOPBIM HA30BUTE CBOEN
dbamunueit (TpaHCIUTOM).
Bo Briagke nmpoekta Project B manke Assets 4 manku: Prefabs, Scenes, Scripts,

Sprites, BeimosHuB Assets — Create - Folder

Create ~
¥ i Favorites | Assets >
Ol All Materials
All Models

R i i i i

%Prefabs Prefabs Scenes Scripts Sprites

ﬁScenes

& Scripts

&3 Sprites
» &l Packages

CosznaiiTe HOBYIO CIIeHY B mamke SCenes, BeimostauB Assets — Create — Scene

JIBOMHBIM LIETYKOM MO MUKTOTPAMME, OTKPOMTE CO3AAHHYIO CLIEHY

¢

3arpy3uTe HOBBIN acceT u3oopaxenue 1BeTka (Assets — Import New Asset) B
nanky Sprites. Hazosure ero ciosom Cvetok.
A
ITeperammure ero Ha CLEHY.
Temneps U3 3TOro IBETKA HYKHO caenath npedad. J{jas 5Toro u3 OKHa HepapXuu

nepetamuTe 00bekT Cvetok B manky Prefabs.



=)

File Edit Assets

@ Project | [E

GEmE[ | Craate '|

ORAS X

= Hierarchy

| Create "'| o All

v & 52+

8. VYimamnre 1IBETOK CO CILIEHBI.

9. B mamke npedaboB MIETKHUTE IO MUKTOTPAaMMKE I[BETKA U B OKHE MHCIIEKTOPA

oTKpoiiTe mpedao.

ERIETER

Guto Save

@ Inspector

n Cvetolk

Eu% Main Camera

HUCUUnL

-

v {:f Favorites

@AII Material
(@ all Models
@lﬁll Prefabs

¥ 53 Assets

&3l Scenes
53 Scripts
&3 Sprites

» 3 Packages

-

Layurs

Assets > Prel

-

LayuLL

I-T—"|

[

Open Prefab

10./To6aBwTe B Tag Hazsanue Cvetok. Add Tag, BBenuTe Ha3BaHUE M IIEITKHUTE

Save.

£ Collab -

® Inspector

Account

-

-

Layers

Layout

-

[ '] [ [Cvetok
i

| [] static v

Tag

Untagged

+| Layer | Default

YA T

Position
Rotation
Scale
v [E sy
Sprite
Color
Flip
Material
Draw M

Sorting
Order in
Mask In
Sprite S

Untagged

Respawn
Finish
EditerOnly
MainCamera
Player
GameController
pchel

dog

Kosty

I
dlaSerdec

serdce

Add Tag... |

38,

'0,4266531 Z [0 |
0 120 |
1 |z[1 ]
3 &

R

|2

ult -]
|

d|

]

d|

:]

@ %,

-]

’ Add Component ]




& Collab - | [ O |

© Inspector

ﬁ} Tags & Layers

¥ Tags

_—

gAutu Save

Tag 0 pchel

Tag 1 dog

Tag 2 Kosty

Tag 3 ZZZ

Tag 4 dlaSerdec

Tag s serdce
New Tag Name [Cvetok] |_+-__|
[ Save ]

11.Tlocne coxpaHeHust OnsATh OTKPOUTE UHCIIEKTOP I[BETKA U BHIOEPUTE U3 CIIUCKA

€ro Ha3BaHMHC.

o ag—

@ Inspector

] # [Cvetok | [ Static +
7" Tag [Cetsk ] Layer | Defaulr ™
YA T Untagged 45

Position Respawn 0,4266531|Z 0

Rotati 0 zZo

SN Finish
Scale 1 zZ1
EditorOnt — =
Y G

Sprite MainCamera

Color Player 2

Flip GameController

Material ult

pchel

Craw M

dog
Sorting "
Ko

Order in i

Mask In 22 4

Sprite 5 dlaSerdec e

d serdce s
J[¥] cvetox -
Add Tag... E——
T AT COMpOTTeT

Jlst mpaBuiibHOTO co3anus npedada nocMotpute Buaeodaiin: Cozmanue

npedada.mov

12.J1oGaBbTE K CBOIMCTBAM €IIle JIBa CBOMCTBA, KOTOPHIE TOTPEOYIOTCS IS
B3aUMOJIEHCTBHSA OOBEKTOB:
12.1. Poligon Collider 2D, naxas Ha kHonky Add Component u BeiOpaB
Physics 2D, 3atem Poligon Collider 2D



Add Component

a]

£ Physics 2D

— Fixed Joint 20 .
®~ Friction Joint 2D

JHinge Joint 2D

..QPIatform Effector ZD

° ! Paoint Effector 2D

__'Polygon Collider 2D
% Relative Joint 2D
- Rigidbody 2D

— &lidar Taint T

12.2. Rigibody 2D, naxxaB na xaonky Add Component u BeiOpas Physics
2D, 3arem Rigibody 2D

Add Component

(al

£ Physics 2D

ﬁ Constant Force 2D -
g’Distance Joint 2D

M Edge Collider 2D

= Fixed Joint 2D

® Friction Joint 2D

o’Hinge Joint 2D

.,QPIatForm Effector ZD

" I Point Effector 2D

# Polygon Collider ZD

“4 Relative Joint 2D

“ Rigidbody ZD
— Slider Joint 2D

13.B cBoticte Gravity Scale (I'paBurarus) mocraBste 3HaueHue 0, YTOOBI IIBETHI
HE MaJiaid BHU3 Ha CIICHE.
14 Tlepetinute Ha cuieHy. Ha Hell moka HaXOAUTCs TOJIBKO KaMmepa.

15.Tenepp B manke SCripts cozmaiTe HOBBIM CKpUIIT U Ha3oBuTe ero Cvetki.

File Edit | Assets | GameObject Component Window Help
B

Create 3 Folder

1

= Hierarcl Show in Explorer

T
Create ™ Open .C ST ad -

v & s2* Shader »

16.Co3ganumM CKpUMT, TPU KOTOPOM MPU HAXKATUU HA KHOMIKY OyAyT 100aBISITHCS
10 1BETKOB €O CiIyd4aliHBIMU KOOPAWMHATAMHU.
17.0T1KkpoiiTe CKpHUIIT, EIKHYB Ha HEM JIBaX kI, 3amyctutcs Visual Studio.
OO0bsiButTe nepemennyro Cvetok, coxpanure u3mMeHenus, nepeiante B FOHUTH.
// Co3iaHue mepeMeHHOMN 1IBETOK
public Transform Cvetok;

18.IIpukpenure CKpUIT K Kamepe, MePETaIINB €ro B OKHO HHCIIEKTOPA.



19.A temnieps B okHO niepeMenHoi Cvetok meperamure mukTorpaMky npedada
[BETOK. DTO JENAeTCs AJsl TOro, 4T00bI mpedad MOXKHO ObLIIO0 J0OABUTH HA

crieny metoaom Instantiate.

.
[ & Collab = ] @ [Account - ] [Layers - ] [Layout - ]
+= | O Inspector =
_
¥ |Main Camera ] Static =
Tag | MainCamera 4| Layer | Default |
¥ .~ Transform -
Position X0 Y0 Z|-10
Rotation X0 Y0 Z\0
Scale M1 1 Z1
v & v Camera Q@ 5!
Clear Flags | Skybox al
Background I,
Culling Mask | Everything + |
Projection | orthagraphic &l
Size 5
Clipping Planes Near 0,3
Far 1000
Viewport Rect X0 Y0
Wil HI1
Depth -1
Rendering Path | Use Graphics Settings 4|
Target Texture More (Render Texture) o]
Ocelusion Culling [
Allow HDR [«
Allow MSAA 4
Allow Dynamic Resoluti[_|
MSAA is requested by the camera but not enabled in quality
& settings. This camera will render without MSA&A buffers, If you
want MSAA enable it in the quality settings.
Target Display | Display 1 al
¥ ! M Cvetki (Script) @
Script Cwetki o]
= Cwvetok A Cvetok (Transform) (o]
& (@) ¥ Audio Listener @ 5 %
— [ Add Component l

Bs1 moxxete mocmotpets Buzco [IprcBoenue npedada nepemeHHONR. MoV,

YTOOBI HAYYUTHCS IEPEMEHHOM CKPHIITA MPUCBAUBATh 3HaUeHUE Tipedada.

20. Ilepetinute B ckpunt. Co3maiiTe aBE KHOIMKH: BBIXOJA W3 IMPOTPAMMBI |
n00aBJICHUS 1IBETKOB Ha ClydaiiHbIe KoopAauHaThl. KHONKM OyAyT cO3/1aBaThCs
nporpaMmHo, ¢ momoibio kiacca GUI. DToT kiacc oTBeuaer 3a AJIEMEHTHI
YIOpaBICHUs, TaKM€ KaK KHOIKH, MEPEKII0YaTeIu, TEKCTOBBIE MOJISI M TIp.
MPOTPaMMHO CO37aTh AJIEMEHT YIMPaBICHUS MOXHO TOJBKO B 00paboTuhKe
cooprtuit ONnGUI. BayTrpu KHONKH, KOTOpas n00aBiiieT IBETHI Ha CIICHY,

ucnonp3yeM mukia for co cuerunkom 1. B crpyktype Vector3 mnumryrtcs



kopauHatel X, Y, Z. Jlng xoopmuHatel Z ykaxeM 10, d9TOOBI IIBETHI

pacnojiaraiuCb AajblIC BCCX OT KaMCphbI, T.C. ObUIH Ha 3aJHCM IIJIaHC. I[J'IH

reHepaluu ciy4dailHeix koopauHat X, Y wucnoiibdyem meron Range kiacca

Random. Bech ko1 CKpUIITa BBITIISIIUT CIICTYIONTUM 00pa30M:

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

public class Cvetki : MonoBehaviour

{

// Co3paHne nepemeHHOW LUBETOK
public Transform Cvetok;

void OnGUI()

{

//TnobanbHell UBeT, noAcBe4YuBawwmi GoH snemeHTOB GUI.
GUI.backgroundColor = Color.yellow;

//UBeT rnobanbHoit noacBeTku gnAa GUI. BnvseT Ha uBeT ¢oHa M TekcTa.
GUI.color = Color.blue;

// KHOMKa BbIXoAa

if (GUI.Button(new Rect(10, 10, 100, 30), "Bbixog"))

{
}

// KHOMKa AnA Ccny4yaHoOro nosAB/EHUS LUBETOYKOB
if (GUI.Button(new Rect(1e00, 10, 100, 30), "UBeTouku"))

{

Application.Quit();

for (int i = 0; 1 < 10; i++)
{
// nobaBneHue LBETOB Ha CUEHY
Instantiate(Cvetok, new Vector3(Random.Range(-10.0f, 10.0f),

Random.Range(-5.0f, 5.0f), 10), Quaternion.identity);

}

}
}

21. CoxpaHHUTE CKPUNT U MTPOBEPHTE MPOTPAMMY.

22. CoxpaHHTE MPOEKT.



