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MeTtoauveckasi pa3padoTka y4e0OHOro 3aHITHS
Yueonas nucuumiauna: M/IK 12.02 [IporpammupoBanue u pa3paboTka Ha miatdopme
Unity
CrnenuaabHoctb: 09.02.07 UHpopManimoHHbIe CUCTEMBI U MPOrPaMMHUPOBaHUE
Kpanudukanus: nporpaMmMucT
Kypc: 3
Tema 3ansiTusi: /J{o6aBneHue 00bEKTOB (KIOHMPOBAHKUE) HA CIIEHY IMPOTrPaMMHO.
Buj 3anHsiTUsi: KOMOWHUPOBAHBIH
IponoxuTe bHOCTD 3aHATHS: 90 MUHYT
C uenpro oBnageHus Npo(ecCHOHaTbHBIMU KOMIETEHIUSAMH 00YYaIOLUXCs B X0/1€
OCBOCHMSI TUCLMIUINHBI T0JHKEH
YMETb:
- pa3pabaThiBaTh NPOrPAMMHbBIE MOIYJIH JIJISl TOJIH30BATENBCKOTO HHTEP(ETiCa,
UTPOBBIX YPOBHEU U 0OBEKTOB,
- MPaBUJILHO COCTABIIATH MPOTPAMMHBIN KO/ B COOTBETCTBUU C OOIIECTPUHATHIMU
napajgurMamMu;
- UCHPAaBIIATH, BO3HUKAIOLIUE B MPOLIECCE HATUCAHMSI, U B IIpoLiecce COOpPKH,
OIITNOKU;
- BBINOJIHATH IOCTaBJIEHHBIE B COOTBETCTBUE ¢ T3 3a1auu;
3HATh:
- MPUHIUIBI pa3pabOTKU MPOTPAMMHOTO KOJIa;
- MeTOABI pabOThI C BCIIOMOTaTENIbHBIM CIEIUATU3UPOBAHHBIM MPOTPAMMHBIM
o0ecreyeHrneM, CONpOBOXKAAOIIEM pa3pabOTKy UTPHI;
- 0COOEHHOCTH BcecTOpoHHEHN padoThl ¢ Unity;
- OCHOBHBI€ NMPUHIIUIBI U METO/Ibl HAITUCAHUSI KOMIIBIOTEPHBIX TPOTPAMM Ha SI3bIKE
IpOrpaMMHPOBAHUS BHICOKOTO YPOBHS;
- OCHOBHBIE MPUHITUIIBI CHCTEMATH3alMK WH()OPMAITUHU K PEIICHUIO TTPAKTUISCKUX

3a/1a4 MO MPOTPaMMHUPOBAHUIO.



®opmupoBanue OK 1: OcylecTBisTh NIOKUCK, AHAIN3 U UHTEPIPETALIMIO
uH(pOpMaIuu, HEOOXOAUMOM JIJIs1 BBIIMOJHEHHUS 33/1a4 MPO(PECCUOHATBHOMN
JEeSTENBHOCTU

®opmuposanue OK 2: [InannpoBaTh 1 pean30BbIBaTH COOCTBEHHOE
npodeccroHanbHOE U TUYHOCTHOE PA3BUTHE.

®opmupoBanue OK 3: PaboTaTh B KOJIEKTHBE U KOMaH/E, 3(PPEKTUBHO
B3aUMO/ICICTBOBATh C KOJJIEraMH, pyKOBOJACTBOM, KIIHEHTAMH.

®opmupoBanue OK 10: PabGotath B KOJIJIEKTHBE U KOMaH[ 1€, 3((HEKTUBHO
B3aUMO/ICICTBOBATh C KOJJIEraMH, pyKOBOACTBOM, KIIHEHTAMH.

®opmuposanue 1K 12.6: Boimonusats padoty B Unity, Pabotats ¢ KOMIIOHEHTaMH,
CLIEHaMH, MI0JIb30BaTEIbCKUM UHTEp(dercoM

®opmuposanue 1K 12.7: OcymectBusats padoty ¢ pynkuusmu Unity

®opmupoanue [1K 12.8: [Ipon3BoaUTh THCIIEKTUPOBAHUE KOMIIOHEHTOB
IPOrpaMMHOT0 OOecreueHus Ha MPeAMET COOTBETCTBUS CTaHAapTaM KOJUPOBaHUS

®opmuposanue 11K 12.9: Pa3pabareiBaTh IporpaMMHbIe MOAYJIU B COOTBETCTBUU
C TEXHUYECKHUM 3a/1aHuEM

ean 3ansTHS:

Oo0yuaromas: c nenpio GOPMUPOBAHKS Yy 00YUAFOIITUXCS YMEHUN BIIAICHUS
aKTyaJIbHBIMH METOJaMU PabOThI B MpodeCcCuoHAIBHON chepe 1 UCTIOIb30BaHUS
COBPEMEHHOTO MPOTPAMMHOI0 00ECTIEUEHHSI CTYAEHT T0KEH

3Hath cuctemy Prefab Unity;

yMeThb co3iaBath npedad u3 00bekTa, peakTupoBaTh npedad, mporpaMMHO
co3JlaBaTh K3eMIUIsAp npedada Ha ciieHe

Pa3BuBaromasi: pa3BuBaTh yMeHHE 00yUYalolUXCsl CAMOCTOSTEIBHO paboTaTh ¢
110 UHCTPYKIMSM JJIsI IOJYYCHUS HAaBBIKOB pa0boThl B iporpamme Unity. PazsuBath
TPYAOJI00UE, OTBETCTBEHHOCTh, BHUMATEIbHOCTh, KOMMYHUKAaTUBHOCTb.

BocnuraresbHasi: BocUTaHHe MPOo(hecCHOHAbHBIX KaYeCTB JINYHOCTH
00y4aroIerocs, TAaKMX Kak akKypaTHOCTh U CAMOCTOSITEIbHOCTD MPU BBITTOJIHEHUU
3amanuii. DopMHUpOBaHUE UHTEPECA K TPO(DECCHOHATBLHOM NeITETFHOCTH TI0

CHEINAILHOCTH.



Xoxa ypoka:
[{ens paboTh

CeromHst Mbl JJOJKHBI HAYYUTHCS

B xome 3aHATHS MBI JOJDKHBI MTO3HAKOMHUTHCS C HOBBIM MAaTE€pHAIOM IO TEME:
«/lobaBnenne 0OBEKTOB (KJIOHMPOBAHME) Ha CIEHY MporpaMMHO». W BBINOIHUTH
MIPaKTUYECKYIO paboTy MO U3y4aeMoil TeMe.

Cucmema Prefab Unity

IIpedad (Prefab) B Unity - 310 1m1abgoH 00beKTa, KOTOPBIH MOXET OBITH
MCIIOJIb30BaH JIJIsl CO3aHUsI UTPOBBIX OOBEKTOB B CIICHE WX B Iporiecce urpkl. [Ipedadsr
OOBIYHO WCTIONB3YIOTCS I MHOTOKPATHOTO HCIOJIB30BaHUSI acCeTOB, Takux kak 3D
MOJICITTN, MaTEPHUAIIbI, aHUMAIIH U CKPHUIITHI.

Cuctema Prefab Unity mo3Bomnsier co3naBaTh, HacTpauBaTh W XpaHUTh MrpoBoii
00bekT ( GameObject) B KOMIUIEKTE CO BCEMU KOMIIOHCHTaMH, 3HAYEHUSIMHU CBOMCTB U
J0YEPHUMH UTPOBBIMH OOBEKTAaMHM Kak MHOTOpa3oBbIi 00bekT. Prefab meiicTByeT kak
mrabJoH, Ha OCHOBE KOTOPOTO BbI MOXETE CO3/1aBaTh HOBBIC dK3eMIULIpbl Prefab Ha
Cuene.

Eciu HyXHO TOBTOPHO MCHOJIb30BaTh HIPOBOM OOBEKT, HACTPOCHHBIN
ornpeeneHHbIM 00pa3oM (Hampumep, HeurpoBoi nepconax (NPC), peKBU3UT WK 4acTh
JIEKOpAIlNH), B HECKOJIBKUX MECTax CIIEHbI WJIM B HECKOJBKHX CIIEHAX MPOEKTA, CIeIyeT
npeoOpazoBath ero B Prefab. DTo myumie, yem mpocTtoe KONMMpPOBaHHWE M BCTaBKa
GameObject, nockoabKky cuctema Prefab mo3Bosisier aBToMaTHYECKH CHHXPOHU3UPOBATh

BCC KOIIHNH.

.| © Inspector

i Scene
| Shaded




JIroOble U3MEHEeHHsI, KOTOPhIE BHOCSTCS B Mpedad, aBTOMAaTUYECKH OTPAXKAIOTCS B
AK3EeMILIsIpax 3Toro npedada, 4To MO3BOJISAET JETKO BHOCUTh 3HAYNTEIbHBIC U3MEHEHUS
BO BECh MPOEKT 0€3 HEOOXOIMMOCTH MOBTOPHO BHOCUTDH OJHO U TO K€ PEAAKTUPOBAHUE
B K&XKIYIO KOIIHIO aKTHBA.

Unity nojiepxuBaeT uepapxuto mpedadoB, 4To MO3BOJISET CO37aBaTh CIOXKHBIC
CIEHBl C MKCMOJB30BAHHEM HEPAPXUU POIUTEIBCKUX U JOYEPHUX OOBEKTOB. ITO
oOecrnieunBaeT OOJBIIYI0 THOKOCTh U KOHTPOJIb HaJ CTPYKTYPOH CIICHBI M MOBEACHUEM
00BEKTOB B HEM.

MosxHo BKJIaabBaTh npedadsl B apyrue mpedaldbl, yToOBI CO3/1aBaTh CIOMKHBIC
uepapxun 00bEKTOB, KOTOPHIE JIETKO PEAAKTHPOBATH HA HECKOIBKUX YPOBHSX.

OpHako »TO HE O3HAaYaeT, 4YTo Bce Ok3eMiuisipbl Prefab momkHbl OBITH
UACHTUYHBIMUA. MOXHO TIepeorpeienTh HACTPOHKH OTAETBHBIX SK3eMILTIPOB npedabda,
€CJIM XOTUTE, YTOOBI HEKOTOPBIE IK3EMILIAPHI Npedada oTuyanuch oT Apyrux. Taxke
MOKHO CO3/1aBaTh BapUaHTbl MpedadoB, KOTOpbIE MO3BOJIAIOT IPyNIUPOBaTH HaOOp
nepeonpeesicHui B 3HAaUMMbI BapuaHT npedada.

MosHO ucnosib30Bath npedadbl, €Clu XOTUTE BO BpEeMs BBINOJIHEHHUS CO3/1aBaTh
AK3EMIUIPHl UTPOBBIX OOBEKTOB, KOTOPHIE HE CYIIECTBOBAJIM B CIIEHE B Hadajie -
HarpuMmep, 4YToObl OOHYCHI, creruanbHblie 3(PGEKThl, CHApPAIbl WM HEUTPOBHIC
NEPCOHAXH MOSBISUINCH B HY’KHbIE MOMEHTBI BO BPEMS UTPBI.

HexkoTopsie pacnipocTpaHeHHBIE IPUMEPHI UCTIOTIB30BaHus Prefab

* DKOJOTHYECKHEe aKTUBBl — HaNpuMep, OMNpeAeNIEeHHBI THI JepeBa,
UCIIOJIb3yEeMbIIl HECKOJIBKO Pa3 Ha YpOBHE

* Heurpossie nepconaxku (NPC) — Hanpumep, poOOT onpeieIeHHOTO THIIA MOXKET
MOSIBIISITBCSL B Ballled MTPe HECKOJIBKO pa3 Ha pPa3HbIX ypoBHAX. OHM MOTYT
OTINYAThCS (C MCIOJNBb30BAHUEM nepeonpeoesienuti ) CKOPOCThIO JBUKCHUS WU
3BYKOM, KOTOPBIN U3JAIOT.

* CHapsabl — HanpuMmep, TUpaTCKas MyIIKa MOXKET co37aBaTh dK3eMIULsIp npedada
MYIIEYHOTO SApa KaXKAbIA pa3 Mpu BhICTPEIIE.

* ['naBHbIN repoil urpoka - npedad Urpoka MOKeT ObITh pa3MeIleH B HaYaJIbHON

TOUYKE Ka)XJO0r0 YPOBHS (OTAENbHBIX CIICH) BAllIEl UTPBHI.



Coznanue mpedada
Coznanue pedadba COCTOUT U3 CO3IaHUS IK3EMITISIPA 0OBEKTA B CIICHE, HACTPOUKHU
€ro CBOMCTB U COXpaHEHUs ero Kak npedada.
IIpumep:
» 3arpy3uTe HOBBIM acceT m3o0paxeHue 1Betka (Assets — Import New Asset) B

nanky Sprites. Hazosure ero Cvetok.

° HepeTaHIHTC €ro Ha CICHY.

File Edit Assets Gamel

“= Hierarchy

| Create "'| iﬂ."ﬁ”




# Scene
Dl.",ramr::r v

* Cospnarite manky Prefabs B mamke Assets

Tenepr u3 1BeTKa HYXHO cienarh npedad. g 3Toro u3 oOkHa HEpapXUU

neperamute 00bekT Cvetok B manky Prefabs.

@1 Project | El Console

| Create =
TﬁFavnrites Assets > Prel
|@}jlﬂhll Material
0 All Models
@A” Prefabs

Tﬁﬂssets
ﬁs::enes
53 Scripts
Gl Sprites
» 53 Packages

*  VYpamure co CIEHEBI IIBETOK

Co30anue Ik3emnaapa npegada npozpammuo
Uto06sl co3math dK3eMIusip npedada Bo BpeMs BHITIOJHEHUS CKPHINTA, KOAY HYXHA

cchika Ha 3TOT Tpedad. MoxKHO caenaTh 3Ty CCHUIKY, CO3/1aB B CBOEM KOJE

obmenoctynuyro (public) mepemennyro mis xpanenus ccoliiku Ha Prefab. Otkpeitas



(public) mepemennas B Kkoae oOToOpakaeTcsi KakK Ha3HadYaeMoe TI0jie B
WNucnekTope. 3areM HyXHO Ha3zHauuTh B MHcmekTtope daktudeckuii mpedad,
KOTOPBIH JIOJDKEH UCITOIh30BaThCS.

[Tpumep: Co3gagum aksemnnsap npedaba UBETKA Ha CLLEHe NPOrpammHo. [111 3Toro
cO34a4MM CKpUNT, Hasosem ero Cvetki. OTKpoem CKpMNT U B HEM 06BABUM

nepemeHHyto Cvetok

using UnityEngine;

public class InstantiationExample : MonoBehaviour

{

public GameObject Cvetok;

CoxpaHUM CKPHIIT ¥ BepHeMcs orsaTh B Unity

B okno nepemennoii Cvetok, tam rie oTpakaercsi J00aBICHHBINA CKPHUIIT, IIEPETAIM

nukTorpammy npedada Cvetok u3 manku npedadoB.

v = ¥ Cvetki (Script) -2
Script Cvetki (o]
| vem Cvetok A Cvetok (Transform) (o]

st coznanust sx3emIuisipa (kiaoHa) npedada B s3bike C# UCTIOIB3YETCS METO/

Instantiate ( ucxomHbIi 00BEKT , o3uIMs Vector3 , BpaiieHue KBaTePHUOHA );
apryMeHTaMu KOTOPOTO SIBJISIOTCA Ha3BaHue mnpedada, ero KoopauHaAThl Ha CIICHE U
yYroJI BpalleHus Ha CLICHE.

B  mpuBeneHHOM — mpuMmepe  CLEHapus ~ €CThb  OJHAa  OOIIEIOCTYIHAs
nepemennas «Cvetok» , kotopas sBusercs cchuikoit Ha Prefab. OH  cosmaer
sK3eMILTAp 3Toro npedada B metoze Start() .

using UnityEngine;

public class InstantiationExample : MonoBehaviour

{

public GameObject Cvetok;

void Start() {

Instantiate (Cvetok, new Vector3(0, 0, 0), Quaternion.identity);



¥
¥

Peoaxmuposanue npegada u3 e2o IK3eMniaapos
HNucniekTop sk3eMinisipa mpedada COmEepKUT TPH KHOMKH, KOTOPBIC Y OOBIYHBIX
00BEKTOB orcytcTByHOT: Select (Beinenuts), Open (OTKpbITH)
u Overrides (ITepeonpenenuts).
Knomka Select Beigensier ¢aiin npedada, U3 KOTOpOro OBUT IOJNYYCH TaHHBINA
AK3EMIUISP. DTO MO3BOJISET OBICTPO HAWTHU TIpedad.
Knonka Open mo3BosIeT OTKPBITh U OTPEAAKTUPOBATH OPUTHHANBHBINA mpedad,

IMPUMCHASA N3MCHCHHUA KO BCEM €TI0 OK3CMILIISIPpaAM.

O Inspector & Mavigation (O

da

da Layer Default

aefabh §Wda
Over - Select Open
Review, Revert or Apply Overrides

A
__ on yw da
Pasition
in ’.'f'

T

aLerne

Rotatior -T-
Mo overrides

=cale

Takke Bbl MOXKETE COXPAaHUTh MEPEONpPEIeIEHHBIE CBOMCTBA U3 DK3EMIUISIpa B caM
OpUTHHANIbHBIN Tpedad ¢ momoinbto kKHomku Overrides . 9T1o mo3BosiseT 3hHEeKTHBHO
pPEIaKTUPOBATh BCE IK3EMILISIPHI Yepe3 000 U3 HUX, U I3TO OBICTPHIM U MPABUIHHBIM

CI0co0 BHOCHUTH INI00aIbHBIE U3MEHCHHS.

Teneps nepelineM K MpakTUIECKON padoTe.



IIpakTHyeckas padora

[ean 3ansTus: cozganue oobekra Knonka, co3nanue npedada, 3arpyska npedada Ha

CIICHY.

Obopynosanue: [1K

IIporpammuoe ooecnieuenne: Unity, Visual Studio.

3aganme: Cruenarb nporpaMmmy, B KOTOpPOi OyeT Ha CIIeHE JIBe KHOMKHU: BbIxoa u

[[BeToukwu. [Tpu menuke no kHorke [{BeToUkM Ha ClieHY AOJIKHBI 3arpykatbes 10

AK3EeMILISIPOB IBeTOYKa (U3 npedada) co caydaitHBIMU KOOPIMHATAMU.

Boinoanenue:

1.

OTKpoWTE MPOrpaMmy U CO3JaNuTe HOBBIM ITPOEKT, KOTOPBIM HA30BUTE CBOEH
dbamunuent (TpaHCIUTOM).
Bo Briagke npoekra Project B manke Assets 4 manku: Prefabs, Scenes, Scripts,

Sprites, BeimonauB Assets — Create - Folder

Create ~
vy Favorites | Assets >
© all Materials
Il Models

R i i i i

%Prefabs Prefabs Scenes Scripts Sprites

ﬁScenes

& Scripts

&3 Sprites
» &l Packages

CosznaiiTe HOBYIO CIleHY B mamke Scenes, BeimotHuB Assets — Create — Scene
JIBOMHBIM MIETYKOM MO MUKTOTPAMME, OTKPOUTE CO3AHHYIO CLEHY

¢

3arpy3uTe HOBBIN acceT n3o0paxenue 1Betka (Assets — Import New Asset) B manky

Sprites. Hazosute ero cmoBom Cvetok.

£8

[Ieperamure ero Ha CLIEHY.
Tenepp 13 3TOrO 1IBETKA HYKHO clenath npedad. [ 3Toro U3 okHa uepapxuu

neperamute 00bekT Cvetok B manky Prefabs.
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File

= Hierarchy

| Create "'l arAll

Edit Assets

ORAS =k

@ Project

GamE[ | Create

- |

v & 52+

Eu% Main Camera

8. VYmamnre 1IBETOK CO CILIEHBI.

T{}Favurites
@AII Material
) all Models

@lﬁll Prefabs

¥ 53 Assets

» G5 Packages

Assets » Prel

Scenes
Scripts
Sprites

9. B mamke npe¢aboB HIETKHUTE MO MUKTOIPAaMMKE [IBETKA U B OKHE HHCIIEKTOpa

oTkpoiiTte rpedad.

RIS

Gute Save

@ Inspector

“ Cvetok

Ao -

LdyErs

- -

Ly uLL

Iu_—"|

[

Open Prefab ]

10./Io6aBnTe B Tag HazBanue Cvetok. Add Tag, BBeauTe Ha3BaHUE H MICIKHUTE Save.

4 Collab - ol Account - Layers - Layout -
 Inspector
| J [ [Cvetok | [ static v
M Tag | Untagged +| Layer | Default ™
v A T| Untagged o &
Position Respenn [0,4266531] Z [0 |
Rotation - 0 lzo |
Finish
Scale [1 lz[x |
— EditerOnl
v sy Y 3
iy MoinCame I
Color Player f
Flip GameController
Material ult [o]
pchel
Draw M ]
dog |
Sorting &
Ko
Order in i |
Masle In 7z al
Sprite 5 dlaSerdec ]
D d serdce @ %
» g Add Tag... i )

’ Add Component ]




& Collab - [ O |

@ Inspector

ﬁ:} Tags & Layers

¥ Tags

_—

gAutu Save

Tag 0 pchel

Tag 1 dog

Tag 2 Kosty

Tag 3 ZZIZ

Tag 4 dlaSerdec

Tag 5 serdce
New Tag Name [Cvetok] |_+-__|
[ Save ]

11.T1ocne coxpaHeHus ONsATh OTKPOMTE UHCIIEKTOP I[BETKA U BHIOEPUTE U3 CIIUCKA €ro

Ha3BaHUC.

TS rE

@ Inspector

= ] @ [Cvetok | O Static >
7" Tag [Cvewsk 4] Layer | Defaulr ™
YA T Untagged e
Position Respawn 0,4266531/ Z 0
Rotati 0 zZo
SN Finish
Scale 1 zZ1
= EditorOn
v ’ &
e MainCamera
Color Player 2
Flip GameController
Material peres ult
Craw M.
dog
Sorting 4
Ko
Order in i
Mask In 22 4
Sprite 5 dlaSerdec e
d serdce #
. ¥ cvetox -
Add Tag... E——
al AT COMpoTTeT

Jliist mpaBuiibHOTO co3nanus npedada nocmotpute Buaeodaitn: Co3nanue

npedada.mov

12.JloGaBbTe K CBOMCTBAM €Ille JIBa CBOWCTBA, KOTOPHIE TOTPEOYIOTCS IS
B3aNMOJEUCTBUSI OOBEKTOB:
12.1. Poligon Collider 2D, naxxas Ha kaonky Add Component u Beiopas Physics

2D, 3arem Poligon Collider 2D



Add Component

Q]

£ Physics 2D

— Fixed Joint 20 .
®~ Friction Joint 2D

JHinge Joint 2D

..QPIatform Effector ZD

° ! Paint Effector 2D

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

— &lidar Taint 2

12.2. Rigibody 2D, naxxaB na xaorky Add Component u BeioOpas Physics 2D,
3areM Rigibody 2D

Add Component

(al

£ Physics 2D

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

@ Edge Collider 2D

= Fixed Joint 2D

® Friction Joint 2D

o’Hinge Joint 2D

.,QPIatForm Effector 2D

" I Point Effector 2D

# Polygon Collider 2D

“4 Relative Joint 2D

“ Rigidbody ZD
— Slider Joint 2D

13.B cBoiicte Gravity Scale (I'paBurarust) nocraBsTe 3HaucHHEe 0, YTOOBI IBETHI HE
najiajid BHU3 Ha CICHE.
14 Tlepeiiaute Ha cuieny. Ha Hell moka HaXOAUTCS TOJIBKO Kamepa.

15.Teneps B nmanke SCripts cozmaiiTe HOBbIM CKpUNT U Ha3oBHUTe ero Cvetki.

File Edit | Assets | GameObject Component Window Help
B

Create 3 Folder
= Hierarcl Show in Explorer T :
#
e o .C Script ~IE
J—LYQST" ,.p. . Shader 4

16.Co3mamuM CKpUIIT, TPU KOTOPOM TPU HAKATHH HA KHOMKY OyayT qo0aBiatbest 10
IIBETKOB CO CITy4ailHBIMU KOOPJMHATAMH.

17.0T1KpoiiTe CKpHUIIT, MECIKHYB Ha HEM JIBaxbl, 3amyctutcs Visual Studio. OowsBuTe
nepemennyto Cvetok, coxpanute uzmenenus, nepeiure B FOHUTH.

/I Co3anuie mepeMeHHON 1IBETOK
public Transform Cvetok;

18.IIpukpenure CKpUNT K KaMepe, TepEeTaIINB €r0 B OKHO HHCTIEKTOPA.



19.A rerniepn B okHO niepeMenHo# Cvetok meperamure mukTorpaMky npedada 1BeToK.

D70 Aenaercs sl TOro, YToOkI mpedad MOKHO OBLTO T00aBUTH HA CIIEHY METOJIOM

Instantiate.
=
[ & Collab = ] @ [Account - ] [Layers - ] [La\rout - ]
+= | O Inspector =
_
¥ |Main Camera [[] static =
Tag | MainCamera 4| Layer | Default |
¥ .~ Transform -
Position X0 Y0 Z -10
Rotation X0 Y0 Z\0
Scale M|l ¥l Z|1
v v camera Q@ 5!
Clear Flags | Skybox &l
Background I,
Culling Mask | Everything 3
Projection | ©rthographic m
Size 5
Clipping Planes Near 0,3
Far 1000
Viewport Rect X0 Y0
Wil H1
Depth -1
Rendering Path | Use Graphics Settings 4|
Target Texture Mone (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 &l
¥ o [ cvetki (Script) @ 5 %
Script Cuetki o]
| Cwetok A Cvetok (Transform) (o]
& () ¥ Audio Listener @ 3 %
. [ Add Component l

Bs1 moxkete mocmotpets Buzco IIpucBoenue npedada nepemMeHHONH. MoV, 4TOOBI

Hay4IUTHCS MIEPEMEHHOMN CKPHUIITA MPUCBAUBATh 3HaUCHHE Mpedada.

20. Iepeitaute B ckpunt. Co3maiTe 1Be KHOTKU: BBIX0Ia U3 TIPOTPAMMBI U TOOABICHHS
I[BETKOB Ha Ciy4yailiHble KOoOpAWHAThl. KHOTKKM OyayT CO37aBaThCsl MPOTPAMMHO, C
nomoipo knacca GUI. DToT kiacc oTBedaeTr 3a 3J€MEHThl YIIPABJICHUS, TAKUE KaK
KHOIIKH, TEPEKII0YaTe, TeKCTOBBIC TMOJISI M Ip. MPOTPAaMMHO CO3/1aTh JJIEMEHT
YIOPABJICHUS] MOKHO TOJIbKO B oOpabotumke coOwrtuii ONnGUI. Buytpu kHOmMKH,
KoTopass M00aBJsIeT IBETHl Ha CIIEHY, MCIOJb3yeM Ik for co cuerymkom i. B

ctpykrype Vector3 nmumyrcs kopauHatel X, Y, Z. J{ns koopaunatel Z ykaxkem 10,



YTOOBI IIBETHI pacrlojaraiich AalblIe BCEX OT KaMephbl, T.€. ObUIM Ha 3aJHEM ILJIaHE.
Jlns renepaunu ciydaiHblx koopauHat X, Y ucnonb3dyem Meroa Range kiacca

Random. Bech Ko CKPHUIITA BBITTIAIUT CACAYIOIIIM 00pa3oM:

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

public class Cvetki : MonoBehaviour

{

// Co3paHue nepemMeHHOW LBeTOK
public Transform Cvetok;

void OnGUI()

{
//TnobanbHbii UBeT, noAcBe4YuBawwWMin ¢oH snemeHTOB GUI.
GUI.backgroundColor = Color.yellow;
//UBeT rnobanbHoin noacBeTku anAa GUI. BnuAeT Ha uBeT ¢oHa M TekcTa.
GUI.color = Color.blue;
// KHoOMKa BbIXo4a
if (GUI.Button(new Rect(10, 10, 100, 30), "Bbixon"))

{
¥

// KHOMKa AnA Cny4arlHOro nofBAeHUA LBETO4YKOB
if (GUI.Button(new Rect(1000, 10, 100, 30), "LBeTou4kun"))

{

Application.Quit();

for (int i = 0; i < 10; i++)

// nobaBneHue UBETOB Ha CLEHY
Instantiate(Cvetok, new Vector3(Random.Range(-10.0f, 10.0f), Random.Range(-

5.0f, 5.0f), 10), Quaternion.identity);

}

}

21. CoxpaHHTe CKPHUIIT U TTPOBEPHTE MPOTpamMMy.

22. CoxpaHHTE MPOEKT.

KonTpoabHbIE BONPOCHI:
- Yro Takoe Prefab?
- Pacckaxwute anroput™ co3aanus npedada u3 oobekra’?
- Kak coznats crienapwii B mporpamme Unity?
- Kakoit meTon mpumensiercs Juisi KJIOHUPOBaHUS 00bEKTOB U3 Tipedada Ha ciieHe?
- Kak 00BABUTH 001IEIOCTYITHYIO IEPEMEHHYIO B CKPUIITE?
- Kaxk mpukpenuts dhaxktudeckuii mpedad Kk 0OBIBICHHON B CKPUIITE
00111e1I0CTYTHOM TIepeMEHHOM B cpeie pazpadorke Unity?
MeToanuyeckoe odecreyeHue 3aHSITHS:

DNEeKTPOHHBIC U3AAHUS (ITEKTPOHHBIC PECYPCHI)
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cuctema. — URL: https://e.lanbook.com/book/191482 (nata oOparieHus:
28.09.2023). — Pesxum gocTyma: Ijs aBTOPH3. MOJIb30BaTEIICH.
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URL: https://e.lanbook.com/book/176569 (nata obpamenus: 28.09.2023). —
Pexxum moctyma: i aBTOpHU3. MOJIb30BATEICH.
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