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1.1 Co30aHue npoekma u rnodkKsIro4eHue OornosIHUMesibHbIX pecypcoe

1.1.1 Co3paHue NpoeKTa U HaCTPOUKU OKHa peaakTopa

ITocae 3amycka Unity co3maiite HoBbIi mpoekT (kHomka New), ykaxure umst UnityArcanoid2D u ycraHoBuTe
draxox 2D.
Y 100HO HACTPOWTH OKHO PEIAKTOpa CISAYIOINIUM 00pa3oM:

Q Unity 2017.4.0f1 Personal (64bit) - Untitled - UnityArcanoid2D - PC, Mac & Linux Standalone <DX11> || |
File Edit Assets GameObject Component Window Help
& | S [ = E G| [ 8rivet [ @Local | Cra [ @ Collab - | & ] [Account - | [Layers | [_GameDe: |
@3 Project o »= | = Hierarchy o = | 7 Scene += © Inspector &=
| Ereate -| (@ | & % ||| create - EAT Shaded MEIEIE IS Gizmos *| (oAl
» € untitled =
4| Free Aspect #| Scale (e 1x Maximize On Play | Mute Audio Sta‘t:
[El Console .
| Clear | | Collapse | Clear on Play | Error Pause | Editor - |@o| Ao @0
iﬁﬁ—ﬁ — —

- ] =

Taxast HaCTpo¥iKa IMO3BOJISIET OJTHOBPEMEHHO BHIETh OKHO UTPHI U B pE&XKUME pa3pabOTKH U B HTPOBOM PEKHIME.

Jlnst u3MEHEeHMsI B3aUMHOTO PAacHOJIOXKEeHHs yacTel OKHAa pPeJaKTopa JOCTATOYHO 3aleNHTh SPJIbIYOK TpeOyeMoit
YaCTH M MEPETAIIUTH €0 Ha HOBYIO TIO3HIIUIO.

Kpome Toro, B okne npoekta (Project) ycTaHOBJICH PeXUM «B OAUH CTOJOEI», YTO MO3BOJISICT MCIOJIb30BAThH
MIPOCTPAHCTBO dKpaHa 0oJiee SKOHOMHO (I YCTAHOBKH 3TOTO PEKMMa HAJI0 BBI3BAaTh MEHIO OKHA MPOEKTa (3HAYOK
B IIPaBOM BEPXHEM YTITy) M BRITOTHUTH KomMany One Column Layout).

XKenatensHo Takke UMETh Ha dKpaHe okHO KoHcoau (Console). Ecim oHO OTCYTCTBYET, TO €r0 MOXKHO OTOOpa-
3uTh KoMaH0i MeHro Window | Console.

[Tocrne 3aBepreHUs HACTPOWKH KOH(GUTYpAIMH OKHA €€ IeJIecCO00pa3HO COXPaHUTh, HA)KaB Ha KPAWHIOK Tpa-
BYIO KHOIIKY B BEpXHEH 4acTH OKHA, BBITIOJIHUB B MOSBHUBILIEMCS MEHIO KOMaHIy Save Layout... U BBeis HOBOE UM
(3TO MMSI TOSIBUTCS HA KHOTIKE; B IaHHOM city4dae Obuto BBeAeHo umsi _GameDev).

1.1.2 [Job6aBneHue BHeWwHUX channos

B mpoekrte Oyzner ucnoiab30BaThCsl HAOOp BHEIIHUX (DaiijioB (CHpalThl AJISi UTPOBBIX OOBEKTOB, PUCYHKU IS
(oHOB U 3BYKOBbIE (ailnibl). DTU (ailsibl MOXKHO JOOABUTH B MPOEKT HEMOCPEICTBEHHO C MOMOIIbIO JH000ro daii-
JIOBOTO MEHE/KEPa, CO3/aB /Ui HUX COOTBETCTBYIOIIHE MTOIKATAIOTH KaTajora Assets.

B noaxkaranor Sounds Hamo ckonupoBatk 3ByKOBbIe (aiiibl hit.mp3 (yaap mapuka 1mo npensTcTBUio), point.mp3
(momyueHre HOBBIX 04KOB), lose.mp3 (moteps miapuka) u Ricochet Xtreme.mp3 (poHoBast My3bIKa MPOIOTKUTEb-
HOCTBIO IPUMEPHO 2 MUH.).
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B monkaranor Sprites Haio CKOMMPOBATh M300paKEHUS MIApUKa W OJIOKOB Pa3HOTO I[BETA, KOTOPhIE OH OyIeT
pa3buBarts: ball.png, cube_blue.png, cube_red.png, cube_green.png, cube_yellow.png. Biioku cunero 1Bera OymyTt
TaKXKe MCIIOJIb30BaThCSI TSl CO3JIAaHMSI CTEH, & YBEJIMUEHHBIH IIapHK (TOYHEe, €ro BEPXHsIS YacTh) OyJEeT HCIOb30-

BaThCs B KAYECTBE PAKETKH MOTYKPYTIIOH (POpMBI.

B nonkaranor Resources Hano ckonupoBaTh 30 n300paxkeHuit s poHa (110 0THOMY M300paKEHUIO Ha KK IbIi

ypoBenb urpsl) ¢ umenamu 01.png, 02.png, ..., 30.png. B 3Tux n300paxeHusx UCHOIH30BaHA KOCMUYECKasi TeMa-

THKa, Bce N300pakeHust umeroT opmat 1024 x 768.

[Tocne Bo3Bpata B OkHO pemakTopa Unity mpoHM30HIeT aBTOMATUYECKOE UMIOPTUPOBAHUE BCEX JTOOABICHHBIX
(baitoB, 1 OHU MOSABSITCS B COOTBETCTBYIOIIMX Iankax OKHa npoekTa (pucyHok ciesa). [lanky Resources ynoono

CBEPHYTb, a OCTAIBHBIE MOXKHO OCTABUTh PA3BEPHYTHIMU (PUCYHOK CIIpaBa).

3 Project |
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3 Project S —
Create * i, . . . %

» ﬁﬂesnurces
¥ G Sounds
i hit
“lose
“— point
“ Ricochet ¥treme
v ﬁﬁprites
. Jball
b cybe blue
b B cube_green
b bl cube_red
b cube_yellow

1.1.3 HacTpo#uka Bu3yanbHbIX XapaKTepUCTUK Urpbl

Jlns okna urpsl (Game) B criMcke pa3MepoB (BTOPOM BBIMAAIONINIA CITUCOK B BEPXHEH YacTH OKHA) BBHIOGPHTE
BapuanT Standalone (1024x768); B pe3yabTare IS CLEHBI OYAET YCTAaHOBICHO YKa3aHHOE pas3pelieHue (PHCYHOK
cieBa). PaMka ciieHbl B OKHE CIIeHBI (Scene) Toke OYAeT COOTBETCTBOBATh ATOMY Pa3pelICHHUIO; Bpallias KOJISCUKO

MBI B OKHE CII€HBI, MOKHO MPUOIH3UTh €€ WM OTIAIUTH (PUCYHOK CTIpaBa).



€ Game _ # Scene

Shaded

Display 1 #| | Standalone (1024x768) %| Scale (= 0.51: | Maximize On Play | Mute Audio | Stats

Beimonuute komanay Edit | Project Settings | Player; B okue uncrnekropa (Inspector) mosiBUTCS CIIUCOK HACTPOEK
Urpbl. YOEeIuTech, 4TO Ha3BaHUE MIPhl COOTBETCTBYET Ha3BaHuio npoekTa (UnityArcanoid2D); ato Ha3BaHue mosi-
BUTCS B 3ar0JIOBKE OKHa 3amyiieHHor urpbl. Ms kommanuu (DefaultCompany) MOKHO HE U3MEHSITb.

B pasnene Resolution and Presentation ayis HactonbHbiX PC yKaxuTe Ciieayroine HaCTPOMKH.

3 | #
Settings for PC, Mac & Linux Standalone

Resolution and Presentation

Resolution
Default Is Full Screen* [

Default Screen Width 1024
Default Screen Height 768
Mac Retina Support =
Run In Background* =

standalone Player Options
Capture Single Screen [
Display Resolution Dialog | Enabled &l
Use Player Log (o
Resizable Window =
Mac Fullscreen Mode | Fullscreen Windaw With Menu Bar And Dock? |
D3D11 Fullscreen Mode | Fullscreen Window :]
Visible In Background 4
Allow Fullscreen Switch
Force Single Instance
¥ Supported Aspect Ratios

4
o
4:3 [
o
o
=

5:4
16:10
16:9
Others

O

* Shared setting between multiple platforms.
Hacrpoiiku pa3mepoB OkHa OyayT yCTaHOBJICHBI aBTOMATHYeCKH, eciu cHITh (iaxok Default Is Full Screen.
3nauenne Enabled mus coiictBa Display Resolution Dialog mo3BonsT BEIOMpaTh pa3pelieHHe OKHa cpa3y IMocie
3amrycka urpbl (B Bepcun Unity 2019 sta Hactpoiika Obina ynanena). s moaaepkxuBaeMbIX COOTHOIIEHHH CTOPOH
(Supported Aspect Ratios) ocraBieH TOJIbKO BapHaHT, COOTBETCTBYIOIINN HCXOTHOMY COOTHOIICHUIO (4:3).

1.2 Hacmpolika HernoO8UXHbIX 3JIEMEHMOoe CUEHbI (hOHa U CMeH)
6 pexxume du3aliHa

Jlnst moGaByieHHUsT U HACTPOHKHU HETOJBIIKHBIX JJIEMEHTOB CIICHBI pa3pa0doTKa CKPUITOB HE TpedyeTcs, JocTa-
TOYHO CO3/IaBaTh HYKHBIE UTPOBBIE OOBEKTHI C MMOMOIIBIO OKHA HEPAPXUH, CHA0XKATh WX JOTOJHUTEIBHBIMU KOM-
MOHEHTAaMH U HaCTPauBaTh X CBOWCTBA.

C nomomipto kHomku Create OKHa MepapXuu co3zaiite HoBbI 00bekT Sprite (2D Object | Sprite) n nepenmenyii-
te ero B Background (310 MOXKHO cienath, ABaXIbl MEIKHYB HA €r0 MMEHH B OKHA UEpapXUU WM U3MEHUB BEpX-
Hee 10JIe B OKHE MHCIIEKTOPa).

Ha cBoiictBo Sprite xommonenta Sprite Renderer B okHe umHCrekropa nepetammure ¢aitn 01.png w3 manku
Resources okHa npoekTa. Eciu Teneps m3MeHUTh HACTpOWKK KoMIoHeHTa Transform Tak, Kak yka3aHO Ha PHCYHKE,
TO (hOHOBOE M300paKEHUE TIOTHOCTHIO 3ATMIOJHUT CIIEHY.



; #: Scene += | © Inspector | Foopn
v|| 3 | @) - i v| (Al | = ) ]
Seaed 2Dl Snes el J ¥ Background || Static ¥
- ———— ] | | ——
Tag | Untagged ¢+ | Layer | Default 4|
¥ .~ Transform @ %=
Position X 0 Y 0 Z0
Rotation X 0 Y 0 Z0
Scale X113 ¥i1.3 Z11
v 5l ¥ Sprite Renderer G %
Sprite .01 fo]
Color [ |2
Flip Ox Oy
Material & Sprites-Default (o]
Draw Mode | Simple 3l
Sorting Layer | Default s
Order in Layer 0
Mask Interaction | Mone s

Sprites-Default @ %

S Shader | Sprites/Default

Add Component }

| € Game al v

Display 1 % | Standalone (1024x768) + Scale (=== 0,51:  Maximize On Play A Mute Audio | Stats

[Tocne mepBoro U3MeHEHUs CLEHBI Iesecoo0pa3Ho coxpaHuTh ee. [l atoro gocrarouno Haxats Ctrl+S. Ilpu
MIEPBOM COXpaHEHUU CIEHBI OyJeT MpeIokKEHO yKa3aTh ee uMs. Beenute ums MainScene, nocie 4yero cooTBercr-
BYIOILIMH 3JIEMEHT MOSBUTCS B OKHE MTPOEKTA.

B nampHeiimem mocie Kakaoro OOHOBIICHHS COJEPKMMOTO CIIEHBI CIIEYET COXPAHSTh €€ ¢ MOMOIIBI0 TOH Ke
KOMOWHAIMK KJIaBHILI.

Tenepp m06aBuM creHbl. CO3aMM YETHIPE CTEHBI, U3 KOTOPBIX BEPXHsA, JieBas U MpaBas OyIyT BUIAHBI HAa JK-
paHe (0T HUX OYAYT OTpa)kaTbCsl IIAPHKH), @ HYDKHSS CTeHa He OyJeT BUJIHA, HO TpU NOMaJaHUM Ha Hee LIapuK Oy-
JeT YHUYTOXKATHCS (TIPpU ATOM OyJIeT BOZHUKATh BIIEYATIICHHE, UYTO MIAPHK YIIETEN C HTPOBOTO TIOJIS).

Jlnst co3naHus BceX cTeH OyleM MCHOJib30BaTh CHOPAaWT Aiisi Oyioka cuHero useta. [[ns Oonpliel HariasaHOCTH
co3maauM mycroit oobekt Wall, s kotoporo Bce crensl OyayT nodepaumu: Create | Create Empty B okHe uepap-
XHMH; TIepeuMenyiTe 3ToT 00bekT B Walls. [l qanHOro o0bhekTa ycTaHOBUTE 3HAUeHUs cBoiicTBa Position B okHe
WHCTIEKTOpa paBHBIME () (3TO BayKHOE JCHCTBUE, TaK KaK BCE JIOUYEPHUE OOBEKTHI TIO3ZUITMOHUPYIOTCSI OTHOCHUTEIBHO
CBOETO POJIUTENICKOTO OOBEKTA).

Jlst co3ganust JoUYepHUX OOBEKTOB IMPOIIE BCETO MICIKHYTh NPABOM KHOMKOW MBIIK Ha o0bekte Walls 1 BbI-
OpaTh M3 MEHIO COOTBETCTBYIOIYIO KoMaHny (B HamieMm ciyuae 2D Object | Sprite). Tlepenmenyiite co3naHHbIM
o0wekT B Left Wall u meperammure B mosie Sprite pucyHok cube_blue u3 manku Sprites OkHa TPOEKTa.
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Ham Hajmo HacTpouTh pasMepbl 100aBICHHOTO 0OBEKTa TaK, YTOOBI OH 00pa30BaJl BRICOKYIO Y3KYIO JIEBYIO CTE-
Hy. [nsg «rpy0oii» HacTpoiiku yaoOHO HCIONB30BaTh BU3YyalbHbIE CPENCTBA, MPEIOCTABISIEMbIE UHCTPYMEHTOM
Rect Tool, koTopslii BEIOpaH 10 YMOJTYAHHIO JJISI UTPOBBIX 2D-TIPOEKTOB.

KA =

Hcnonp3yst 3TOT HHCTPYMEHT, MOYKHO TIepeMeNIaTh 00BEKT 1O CIICHE, U3MEHSTh €ro pa3Mephl, a TAK)Ke BpalllaTh
ero (IOCJICTHIO BO3MOKHOCTh MBI HE Oy/IeM HCITIOJIb30BAaTh).

[Teperammure o6bekT Left Wall k 1eBoit rpaHuIie CIieHBI, CI€aliTe €ro y3KKUM U BBICOKHM. MITOTOBBIN BHT MOX-
HO TIpoBepuTh 1o okHY Game. [Tocne rpyOol HACTPOWKH BBHITIOJHHUTE «TOHKYIO» HACTPOWKY CBOMCTB Position u
Scale B pasnene Transform okHa HHCIIEKTOPA.

#: Scene | .= © Inspector | A=
Shaded =||2D || ¢ | <) | & Ir Gizmos v | (arAll & TeRwal 1 [ Static v
Tag | Untagged 4| Layer | Default 4]
¥ A Transform @ %,
Position X -6.6 Y0 zZi0
Rotation X0 Yo Z 0
Scale X0.2 Y 18.5 Z1
v [l ¥ sprite Renderer @ %
Sprite _“.cube_blue (o]
Color I
Flip Ox Oy
Material & Sprites-Default (o}
Draw Mode | Simple 3]
Sorting Layer [Defaule 4]
Order in Layer 0
Mask Interaction  [MNene 4]

Sprites-Default %,

'S Shader | Sprites/Default

Add Component ]

€ Game | =
Display 1  #|| Standalone (1024x768) | Scale (=== 0,51: Maximize On Play | Mute Audio | Stats |

YrtoObl 00eceYnTh BBIBOJ N300paKEeHHs CTEHBI MOBEPX (POHOBOTO PUCYHKA, YKakeM cBoiicTBo Order in Layer
paBHBIM 1. 3amMeTHM, YTO CTE€Ha U paHee pUCOBANACh MOBEpX (POHOBOTO PUCYHKA, OJTHAKO B JAJIbHEHIIEM, IPHU T10-
CIIEAYIONICH 3arpy3Ke TaHHOTO MPOEKTa, TaKas CUTYyaIusl MOKET U3MEHHUTHCS, U TAPAHTUPOBATh MPABIIBHBIN T10-
PAIOK MOXKHO OYZIET TOJIBKO yKa3aB JUIsl JaHHBIX OOBEKTOB pa3Hble HOMEpa YpOBHEH (00BEKT TeM oanbuie OT 3pu-
TEJsl, YEM MeHblUle eTO HOMED).

[Ipexne yeM mpHUCTynaTh K CO3AaHUIO0 HOBBIX CTEH, CHAOAMUM JIEBYIO CTEHY BaXKHBIM JOMOJHUTENHHBIM KOMIIO-
HEHTOM, KOTOPBIIl 00ECTIEYUT €€ B3aMMOJICHCTBHE C IIApUKOM. UTOOBI Ipyrue 0ObEeKTHl pearupoBaiv Ha CTEHY (Kak
Ha (hu3nYecKoe MpensaTCTBUE), HE00X0AUMO CHAOAUTH €€ KOMIOHEHTOM-KOIatioepom. JIJis 3TOro HAXKMHUTE KHOII-
ky Add Component B okHe nHcniekTopa mpu BeiopanHoM o0bekte Left Wall u Beidoepute B criricke Bapuant Physics
2D | Box Collider 2D. O6parute BHUMaHUE Ha TO, YTO B pe3yJbTaTe I'PAHHIIBI CTCHBI OYAyT OOBEACHBI 3EIEHON
paMKO, pa3Mepbl KOTOPOH COOTBETCTBYET pa3MepaM CTCHBI. Takum oOpa3zoM, (GU3NYeCKre TPaHMIlbl CTEHBI (0T KO-
TOPBIX Oy/ET OTCKAKMBATh LIAPUK) OYAYT COBIIAAATh C IPaHUIIAMH €€ U300pakeHus. IMEHHO MOATOMY MBI BHIOpa-
nu Bapuant Box Collider 2D, To ecTh koutaiiiep npsMoyrojibHOTo pa3Mepa.

Pazymeercsi, 706aBUTh 3TOT KOMIIOHEHT MOKHO OBUIO M BIIOCIEICTBUH, KOTJAa MBI 3aiiMEeMCsl peaju3aluen
B3aUMOJICHCTBHUS UTPOBBIX OOBEKTOB, HO Oarofaps TaKOMy «paHHEMY» JTOOABJICHHUIO MBI CMOXKEM OBICTpee co3za-
BaTh HOBBIE OOBEKTHI, UCIOIB3YS MEXaHU3M KOIMPOBAHUSI.
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Co3nmaaum TpaBylo CTeHy Kak komuio oobekTa Left wall, mocie gero usmenum ee ums u nosoxxenue. s aToro
BeienuTe 00bekT Left Wall B okne nepapxum u Haxkmurte Ctrl+D. Byzner co3nan oowvekr Left Wall (1), koTopsrii
Haj0 epenmeHoBaTh B Right Wall u mepemectuTh Ha HOBYIO MO3UIMIO. B TaHHOM ciiydae i EpPEeMEIICHHS YKe
HeT HeoOxomuMocTu B MHCTpymeHTe Rect Tool, Tak kak BMOJHE JOCTATOYHO MPOCTO YAAIHTh 3HAK «MHHYC» B
cBoticTe Position X (u3menuB ero 3nauenue ¢ —6.6 Ha 6.6). O6paTuTe BHUMaHUE HA TO, YTO CO3JaHHAs KOS I10-
Jy4uiia Bce KOMIIOHEHTHI OPUTMHAJIA, B TOM YHCJIE€ U KOMIIOHEHT-KoJuaiiiep, a ee cBoiictBo Order in Layer Toxe

paBHO 1.
ltccene. = Wl o=
. 3 | < - 8 v| forAll = o o y
Shaded 120 L L) L SRR G § & [Right wall [] Static ¥
- —_—
Tag | Untagged ¢/ Layer | Default 3|
¥ .~ Transform @ %
Position X 6.6 Y 0 Z0
Rotation X 0 Y 0 Z0
Scale X10.2 Y |18.5 Z1
v 5l |# Sprite Renderer @
Sprite .cube_blue Q
Color | |74
Flip e M
Material & Sprites-Default [o]
Draw Mode | Simple s |
Sorting Layer | Default s
Order in Layer 1
Mask Interaction | Mone :]
v B ¥ Box Collider 2D @ %

>

4% | Edit Collider
one (Physics Mater ©

=

Material

Is Trigger
Used By Effector
Used By Composite
Auto Tiling
Offset

X0 Y 0
Size

Xi1.28 Y 0.64
Edge Radius 0

» Info

LI

€ Game [
Display 1  # | Standalone (1024x768) Scale (m== 0,51: | Maximize On Play A Mute Audio | Stats}

Sprites-Default @ #

S Shadet | Sprites/Default

[ Add Component J

Tenepb cozmaauM BepxHIOKO cTeHy. s Hee Mbl YCTaHOBUM OOJIBLIMM pa3Mep 10 BEPTUKAIH, YEM pa3Mephl Jie-
BOW WM TIPABOM CTEHBI MO TOPU3OHTAIH, TaK KaK B JATbHEHIIIEM MbI J0OABHM Ha 3Ty CTEHY TEKCT ¢ WH(popmarmei o
COCTOSIHUM MT'PBI U JJOCTYIHBIX KJIABHUIIIAX.

BrimonauTe konmuposanue ro60i u3 cteH Left Wall wm Right Wall, nepenmenyiite nmomydennyro komuro B Top
Wall u ycraHoBute ee cBoiicTBa u3 rpymnmbsl Transform Tak, kak yka3aHo Ha pucyHke. OOpature BHUMaHHE Ha TO,
YTO MaciiTad Mo BEPTUKAIU JUIsl TAaHHOW CTEHBI paBeH 1; 3TO 3HAYUT, YTO BHICOTA BEPXHEW CTEHBI paBHA BBICOTE
HCXO/HOTO cuHero 01o0ka. ObparuTe Takke BHUMaHHUE Ha TO, YTO pa3Mephl KoJllaiiepa aBTOMaTHUeCKU MOICTpau-
BalOTCA 1101 HOBBIE pa3Mepbl 00bEKTA.

YroObl rapaHTUPOBATh, YTO JaHHAs CTEHA OyJeT PHCOBAThCS MOBEPX JIEBOM W MpaBOW CTEHBI, 33/1aifTe AJs Hee
3HadeHue cpoiictBa Order in Layer paBHBIM 2.



3 Scene = ) Inspector | & .=
v 0 > i v | (erAll - = — 3
Shaded [20 || 2t | <) | & Gizmos A ’ W [Top Wall . Static v
3 Tag | Untagged +| Layer | Default
¥ .~ Transform @ %
Position X 0 Y 4.7 Zi0
Rotation X 0 Y0 Z0
Scale X113 Y|1 Zi1
v ¥ sprite Renderer [ #,
Sprite ~.cube_blue Q
Color [ 1#
Flip Ox Oy
Material & Sprites-Default o]
Draw Mode | Simple 3]
Sorting Layer | Default s
Order in Layer 2
Mask Interaction | Mone ™
v B ¥ Box Collider 2D @ %

|/ | dit colider

Material None (Physics Mater ©
Is Trigger ]
Used By Effector [ |
Used By Composite [ |

Auto Tiling LJ
€ Game | = Offset
Display 1 + | Standalone (1024x768) +| Scale (=== 0,51: Maximize On Play A Mute Audio | Stats] X0 Y0
_—_— Size
X1.28 Y 0.64
Edge Radius 0
» Info
Sprites-Default @ =
> Shader | Sprites/Default ¥

[ Add Component ]

Hawm octanoch 100aBUTh HMKHIOIO, HEBUIUMYIO JUISL UTPOKA, CTEHY, YAApPHUBILUCH O KOTOPYIO IIApUK JIOJIKEH
ucue3HyThb. Ilpome Bcero co3marh 3Ty CT€HY B BHJE KOIMUHM BEPXHEH CTEHBI, TOCIIE Yero NMepeuMEHOBATh €€ B
Bottom Wall u u3menuTs 3HaueHue ee cBoiictBa Position Y Ha -6 (paccTosiHHE OT BEpXHEro Kpasi HIKHEH CTEHbBI
710 HWDKHEW TPAHUIIBI CIIEHBI IOJKHO OBITH MPHUMEPHO PAaBHO BBICOTE ATOM CTEHBI, TaK KaK JHMAMETp IIAapUKa y HAC
TOKe OyJIeT MPUMEPHO pPaBEH 3TOH BHICOTE).

JU1st UTPOBBIX OOBEKTOB CO CXOTHBIMHU (DYHKIMSMH ITOJIE3HO 33/1aTh TAKyI0 OOIIYIO XapaKTEPUCTHKY, KaK METKa
(Tag). Hapsiny ¢ yxe uMeromumMcsi HabOpoM CTaHIAPTHBIX METOK, MbI MOXKEM CO37aBaTh CBOM MeTKH. J[iis 3Toro
JI0OCTaTOYHO pa3BepHYTh crucok Tag (ans moboro urpoBoro o0bekTa) U BHIMOIHUTH KoMaHny Add Tag...; B pe-
3yJIbTaTe MOSIBUTCS CIIMCOK CO3JJaHHBIX HAMHM METOK, B KOTOPOM HaJ0 HAXaTh CUMBOJ «+» U BBECTH UMs HOBOM
MeTkH. B Hamewm ciyqae BBequte umsa Wall.

ITocne 3TOro MOXHO HEPEeHTH K HY)KHOMY OOBEKTY B OKHE MEepapXHM M YCTAaHOBUTH JUIS HEro 3Ty METKy. Tak
KaK MBI XOTHM YCTaHOBHTH METKY JUISI BCEX CTEH, YZIOOHO BBIIEIUTH BCE OOBEKTHI-CTEHBI (BBIJICIIUB TIEPBYIO CTEHY,
Left Wall, u 3aTem mienkHyB MbIibio Ha nocieaneii, Bottom Wall, nepxxa naxkatoit kimaBumny Shift), mocne yero
cpa3dy 3anath MmeTky Wall 11 Bcex BBIOpaHHBIX CTEH.

Kpome Toro, nosie3Ho onpeaenuTh Ui BCEX CTeH CIelHaibHbIA cinoi Layer (3ta HacTpoiika pacmonoxeHa ps-
noM ¢ Metkoi). [IpenBapurenbHO HagO CO3AATh CIOM ISl CTEH, pa3BEPHYB CIHMCOK CJIOEB M BBIOJHUB KOMAaHIY
Add Layer..., mocie gero ykaszats uMsi HOBOro ciost Wall B mepBom goctymHoMm mojie BBoaa (User Layer 8). IMocie
3TOT0, BBIIETHNB BCE OOBEKTHI-CTEHBI B OKHE HepapXUH, MOXKHO Cpa3y 3aJ1aTh i HUX cioit Wall.

3ameTnm, 4TO citon Layer UrparoT Ipyryro poiib IO CPaBHEHUIO cO ciosiMu Sorting Layer, KOTOpble yKa3bIBaIOT-
csi B KoMmroHeHTe Sprite Renderer u oOecrieunBaiOT HY>KHBIN MOPSAIOK O0TOOpakeHHsI 0O0BEKTOB Ha cueHe. Cioun
Layer mo3BoyiIIOT onpenenuTh, Kakue 00BEKTHl UTPHl MOTYT B3aMMOJICHCTBOBATh MEXIY coO0M (Kak (hu3mdeckue
Tena). B nanpHeiiieM Mbl BOCIIOJIb3YyEeMCsI 3TOM BO3MOKHOCTBIO.
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1.3 Co30aHue pakemku u HacmpolKa ee yrnpaesieHUsi ¢ MOMOWb MbIWU

1.3.1 Co3aaHue pakeTKU 1 HacTpouKa ee CBOUCTB

Tenepb co3gaiuM pakeTKy — HUIPOBOI 0OBEKT, KOTOPHIM MOXKET YIPABISATH UTPOK.

OOBIUHO paKeTKH B UTPEe «APKAaHOMI» PEaU3yIOT B BUJE TOPU3OHTAIBHON MIaT(HOPMBI HEOOIBIION IUPUHBL.
OpnHako Tako BapUaHT PAKETKH OCTABIIIET UTPOKY MajoO BO3MOXXHOCTEW /I YIPaBJICHUS IIAPUKOM, IMOCKOJIBKY
IpU y/Aape IapuKa MOYTH B JIF0OOH YacTH Takoil maTdopMbl (3a UCKIIOYEHHUEM KpaeB) OH OyIeT OTpakaThCs MO
OJIHUM U TeM ke yriioMm. Ecnu Obl pakeTka umena oBabHYIO (OpMY, TO 3TO MO3BOJUIO Obl UTPOKY OOJee TOUHO
YIPaBJIATH HIAPUKOM, MOJICTPAUBAsl TOJIO0KEHNE PAKETKH TaKUM 00pa3oM, 4TOObI MIApUK MPH YAAape O Hee OTPaA3HII-
csl B JKeJaTenpHOM HampaBieHuH. [Ipu 3ToM oT mporpammucta He MOTpPeOyeTcs peanu30BbIBATH CIOXKHBIN alro-
PUTM pacueTa yriia OTPa)XXeHHUs, TaK KaK Bce MoJ00HbIe IeHCTBHUS BO3BMET Ha ce0sl (PM3NYECKHIA IBUKOK CHCTEMBI
Unity. Heo0xoanmMo JHIIb KCIOJB30BATh MOJXO/SIINE KOJUIAMIEphl JUIS PETUCTPALMU COYAApCHUs LIaphKa W
OBaIbHOM pakeTku. K cokaleHuio, oBaibHBIX KoyuiaiiepoB B Unity HE mMpeayCMOTPEHO, OJHAKO MUMEETCS KPYro-
BbI€ KOJUIalIepbl, KOTOPBIMU MBI MO>KEM BOCIIOJIb30BaThCS.

[IpencraBuM pakeTKy B BHJE BEpXHEH YacTH MIapuKa (Tak, YTOOBI OCHOBHAS YacTh ATOTO IApHKA pacroJiara-
J1ach MOJ UTPOBOM crieHoi). Toraa BeICTynaromias HaJl HIXKHEH rpaHUlIel CLIeHbI YacTh IIapuka OyJeT BHITTISICTD
Kak miardopMa ¢ OBAIbHOW I'paHHIIECH, M HAM YAACTCSl B TOYHOCTH COBMECTUTH C 3TOW T'PAHUIICH COOTBETCTBYIO-
LIMI KpYyroBOM KoJU1auep.

Peanmzyem sty nzero. [1ockoabKy pakeTKa sIBISIETCSI OCHOBHBIM UTPOBBIM 00BEKTOM, HazoBeM ee Player. Co3na-
MM B OKHE HepapXuu HOBBI UrpoBoi 2D-00beKT Sprite C umeneM Player u nepetamum Ha cBOWCTBO Sprite KOM-
noHenra Sprite Renderer pucynox ball u3 nanku Sprites okHa poekTa.

Hactpoum paszmeps! u nonoxkenue oobekta Player Tak, kak moka3zaHo Ha pucyHke. KpoMe Toro, moiaoxum 3Ha-
yenue cporictBa Order in Layer paBHbIM 3, 4TOOBI Hallla pakeTKa H300pakaiach MOBEPX CTEH.

JTobaBuM K co3maHHOMY 00BeKTy KpyroBoii kosutaiiaep (Add Component | Physics 2D | Circle Collider 2D). Mst
MOJKEM YOEIUThCS, YTO IpaHHIIAa KOJJIaiiepa COBIIAAET C IPpaHUIei N300paKeHHsI, TO €CTh, B YaCTHOCTH, C BEpXHEH

rpaHuULIeH Halllel pPaKeTKH — TOM YacThl0, OT KOTOPOU JAOJIKEH OTPaX)aTbCsl IIapHK.
[#5scene | = ®Inspector | Sy

W« [Player |[]sStatic ¥
Tag | Untagged 4| Layer | Default &

Shaded |20 || % | <) | & Ir | Gizmos ~| (@Al

¥ .~ Transform (g8
Position X 0 X|-5.8 Z\0
Rotation X 0 Y0 zZo
Scale X2 Yi2 zZ1

v ol sprite Renderer  [@
Sprite L ball o]
Color —
Flip e
Material m (]
Draw Mode [Simple 3]

Sorting Layer [Default &
Order in Layer 3
Mask Interaction  |Mome &

v ® /circle Collider 2D @ #
£ | Edit Collider
Material None (Physics Mater ©
Is Trigger CJ
Used By Effector L
Offset
X0 Y 0
"5?\ Rafdlus 0.64
| Display 1 /|| Standalone (1024x768) | Scale (=== 0.51: Maximize On Play | Mute Audio | Stats ¥ Info
Sprites-Default @

Add Component ]




10

CBspKEM CO3/IaHHBIH 00beKT ¢ MeTKoM Player (3Ta MeTKa yke MPUCYTCTBYET B CTaHIAPTHOM HAOOpPE METOK) H,
KpOMe TOT0, 3aJ1aiuM JJisi Hero cioit Player (3Tot cioit moTpedyercs co3naTh).

dusnueckuii 1BKoK Unity 0ocoObiM 00pa3oM 00pabaThIBacT HEMOBIKHBIE O0BEKTHI, CHAOKEHHBIC KOJUIal1e-
pamu (B HaIleM ciy4dae 3TO CTEHBI), Cpa3zy omperenss uX (PU3nYecKre XapaKkTepUCTUKH U B JalbHEHIeM HE BbI-
noJHss ux nepecueT. Ecin 00beKT, CHAaOKEHHBIN KOJUIAHAepOM, IepeMenaeTcs, TO MPUXOJUTCS MOCe KaKI0Tro
NepeMEIeHHs TIePECYNTHIBATh €r0 XapakTepUCTHKH. [t moBbImeHHs 3((EKTUBHOCTH TAaKOTrO IepecyeTra Hajlo
CBSI3BIBATH C JIFOOBIM JBIKYIIUMCS OOBEKTOM, CHAaOKEHHBIM KOJLIaimepoM, ocoObiii kommoneHnT Rigidbody 2D
(maxonsmiics B Tou xe rpymnne Physics 2D, 4to u Bce AByMEpHbIE KOJLIaiiephl). ITO MO3BOJIMUT HE TOIBKO OoJiee
3¢ dexTHBHO 00pabdaThIBaTh CTOJKHOBEHHUS JTaHHOTO OOBEKTA C IPYTUMHU UTPOBBIMU OOBEKTaMU, HO U 0OECIICUUT
MOBEJICHHE 3TOT0 00BEKTa KAK «HACTOSIMIETO» (PU3NYECKOTO Tela, MOJUUHSIONIET0Cs (PU3HMUECKUM 3aKoHaM (UTO
MPUTOIUTCS HaM MIPH PeaTH3aliy JBIKCHUS [apUKa).

Urak, nobaBum k 00bekTy Player kommonenT Rigidbody 2D (Add Component | Physics 2D | Rigidbody 2D).
Jlnist pakeTku He TpeOyeTcs MOMYUHATHCS (U3NIECKUM 3aKOHAM, MOCKOJIBKY OHA OYJET MOJIHOCTBIO YIPABIISATHCS
urpokoM. [loaromy HeoOxoaumo monoxuth 3Hadenne Body Type paBubim Kinematic. MoXHO 3aMeTUTh, YTO TO-
CcJie ATOro MHOTHE cBolcTBa KoMrioHeHTa Rigidbody 2D mpocTo ncue3HyT U3 OKHa MHCIIEKTOpA. 3aMETHM, 4TO Ha-
psny co 3HaueHneM Body Type paBHbIM Dynamic (OCHOBHBIM BapuaHTOM, OOECIIEUHMBAIOIINM TIOBEICHHE O0BEKTA
KaK «(pU3MUECKOTO Teay), MPeAyCMOTPEH BapuaHT Static, KOTOpPbI (PaKTHUECKH COOTBETCTBYET MOBEACHUIO 00b-
eKTa, UMEIOILETro KoJUTaiiiep, HO He CHa0keHHOoro KomrnoHeHToM Rigidbody 2D. Ml Morin ObI ¢BS3aTh KOMIIOHEHT
Rigidbody 2D, umetomiuii 3Hadenue Static, ¢ HEMOABUKHBIMU CTEHAMH, HO 3TO HUKAK HE CKa3aJloCh Obl Ha UX I10-
BeZIcHWH (M HE crenano Obl 3To nmoBeneHue 6onee 3 dexkruBHBIM). [103TOMY OCHOBHBIMU BapuaHTaMU HACTPONKH
coiictBa Body Type aBnstotcs Dynamic u Kinematic. 3ameTnm Takxe, 4To 00BEKTHI ¢ KOJUIaliiepaMu, HEe UMEIO-
mue komrnoHeHTa Rigidbody 2D unm mMeromyie KOMIOHEHT co cBoiicTBamu Static i Kinematic, odnanaror «bec-
KOHEUHOW MacCoi»; 3TO BBIPAXKACTCS B TOM, YTO IPH CTOJKHOBEHUSX C APYTUMH (IMHAMHYCCKHMMH) MTPOBBIMHU
00BEKTaMU OHM OCTAIOTCSl HETIOABIKHBIMHU (B OTJIIMYHE OT JMHAMHYECKUX OOBEKTOB, OTPAXKAIOUIMXCSA OT HUX II0
3aKOHaM (hU3UKH).

1.3.2 HacTpouka maTtpumubl B3aMmmoaencTtBumn

Ouznueckuit 1BIKOK Unity B OOJBIIMHCTBE CUTYAllM HE KOHTPOJIUPYET B3aMMOJICUCTBUE MEXKIY KOJulaiiiepa-
MU CTaTHUYECKHX U «KHWHEMATUYECKUX» 00beKTOB. OIHAKO B HEKOTOPBIX CUTyalusxX (Korjaa Juis KoJulaiijepa ycra-
HOBJICH pexkuM Is Trigger) takoe B3aMMOJEHCTBUE BCE Ke KOHTPOIUPYETCS, YTO MOXKET HMPUBOJUTH K M3ITHUIITHUM
BbIUUCIIeHUsIM. MMeeTcst mpocToil M yHUBepCallbHBINA CIOCO0 OTKIIOUUTH MPOBEPKY B3aUMOJCHCTBUN MeXAy 00b-
€KTaMHU, JUIsl KOTOPBIX 3TO He TpedyeTcs. JlJig 3TOro A0CTaTOYHO pa3MECTUTh OOBEKTHI B PA3HBIX CIOSX U HACTPO-
UTh MaTPHULLy B3aUMOJICHCTBHI MEXy 00BEKTaMHU 3TUX CIOEB.

[IponemMoHCTpHpyEeM 3Ty BO3MOXKHOCTb, OTKJIIOUMB JIHOObIE B3aMMOJECHCTBUS (M MPOBEPKY UX HAIUYHS) MEKIY
oobekToM Player u ctenamu Ha criene. Bommonnum komanay Edit | Project Settings | Physics 2D; B pesynbrate B
OKHE MHCIIEKTOpA MOSBSTCS COOTBETCTBYIOIINE HACTPOUKH, U3 KOTOPBIX HAac OyJIeT MHTEpecOBaTh MOCIEIHUN die-
MEHT, Ha3bIBAEMbI MAaTPHULIEN B3aUMOICHCTBUS CIIOEB.

DTOT 37€MEHT BKJIIOYAET BCE CIIOU, KaK CTaHJapTHBIE, TaK U J0OABICHHbIE Pa3pabOTUYMKOM, IPUYEM 110 yMOI4Ya-
HUIO pa3pelleHbl B3aMMOJAEHCTBHS BCeX CIIOeB (PUCYHOK cieBa). HaMm 10CTaTOYyHO OTKIIIOYMTH B3aUMOJEHCTBUE
Mexay ciosimu Wall u Player, mony4uB B pe3ysibTare MaTpHUIly, IPUBEACHHYIO HAa PUCYHKE CIIpaBa.

¥ Layer Collision Matrix ¥ Layer Collision Matrix
a o a o
5 g 5 g
oz oz
oW Ao
S. =2dg = =248
tac2uJs tecea s
Default (o o (o o [ [+ [+ Default (o o (o (o o o [+
TransparentF [of o (o (o [ [+ TransparentF [« (o (o (o [ [+
Ignore Raycast o (o [« [« [+ Ignore Raycast (o (o (o [« [«
Water (o (o [« [+ Water (o [ [« [+
Ul & U [
Wall [+ [+ Wall [ ] [+
Player [« Player [«

[TomuepkHeM, 4TO B JaHHOM CITydae dTO JIEHCTBUE HE SBISETCS 00s3aTENbHBIM, TaK KaK OHO JIUIIb MOXET o0ec-
neuuth Oosee 3pdexTuBHOE (DYHKIIMOHMpPOBaHWE (U3MYECKOTO IBIKKA. OAHAKO B APYTHX CHUTYalUSX TOJBKO
KOPPEKTHPOBKA MATPHILIbI B3aMMOACHCTBHS CIIOEB MO3BOJISIET OPraHU30BaTh NMPaBMIIbHOE (DYHKIIMOHHUPOBAHUE UTPHI
(MBI BCTPETUMCSI C TAKOW CUTYaIlMel, KOTAa OyZeM peain30BhIBaTh BAPHAHT UTPHI C HECKOJIBKUMH IIAPUKAMH ).
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1.3.3 YnpaBneHue pakeTkomn

Teneps oOecrieunM BO3MOKHOCTh TEPEMEIICHUST PAKETKH UTPOKOM. J[Jist 37TOro MokHO OBUTO OBl HCIIOJTB30BATh
KJIABUIITHN CO CTPEJIKaMH, OJJHaKO OoJiee yIOOHBIM U OBICTPBIM SIBIISIETCS IEPEMEIICHIE PAKETKHU C IIOMOIIBIO MBIIIIH.
[Tpu >TOM TpOrpaMMe JAOCTATOYHO pearupoBaTh Ha TOPH3OHTAILHOE JBMKECHHE MBIIIU, IPUYEM HUKAKUX CIEIU-
QJIbHBIX JICHCTBUI TI0 «3aXBaTy» PAKETKH MBIIIbLIO BHIIOJHSITH HE TpeOyeTcs.

Peanu3zanus onrcaHHON BO3MOXHOCTH Y€ TpeOyeT pa3padOTKu MPOrpaMMHOTO CKpHIiTa. Bce ckpumThl, co3na-
BaeMbIC B IIPOEKTE, Oy/IeM pa3MeliaTh B Manke Scripts, KOTOPYI MOXXHO CO3[aTh HEMOCPEACTBEHHO B OKHE MPOCK-
ta (komanoi Create | Folder) nnm B mogkaTtamore Assets KaTajaora ¢ IpOEKTOM.

Beienum co3naannyro nanky Scripts U co3naaum HoBbil ckpunT (Create | C# Script). Crenyer HeMeaJIeHHO Tie-
PEHMEHOBATh ATOT CKPHIIT, MOCKOJIBKY €CIIM 3TO HE CIeNIaTh Cpasy, HCXOTHOE UMs OyIeT MCIOIb30BAHO MIPU I'eHe-
pauuu 3arotoBku ckpunrta. HazoBem ckpunt PlayerScript.

YroObl OTKPBITH 3TOT CKPUIT B OKHE cpeibl MonoDevelop, 10cTaTOYHO BBITOIHUTH JBOWHOM IIETYOK HA UMEHH
ATOr0 CKpPHUNTA B OKHE MPOEKTa. 3aMETUM, UYTO M3MEHHTH Cpely, NMPEeIHA3HAUCHHYIO JUIsl pPEeAaKTUPOBAHUS TPO-
IrPaMMHBIX CKPHIITOB, MOXHO ¢ momorisio komauael Edit | Preferences | External Tools, yka3aB HOBBIM BapuaHT B
nose External Script Editor.

Co3aHHas 3aroToBKa OyeT UMETh BU]I

using System.Collections;
using System.Collections.Generic;
using UnitykEngine;

public class PlayerScript : MonoBehaviour {

// Use this for initialization
void Start () {

// Update 1is called once per frame
void Update () {

J

B manbHeiitiieM Mbl OygeM TOJIB30BaThCS APYTUM CTHIEM PACCTAHOBKH (DUTYPHBIX CKOOOK, MPH KOTOPOM OT-
KpbiBaromasi (urypHas ckoOka Bcerja HaxXxOTUTCS Ha YpPOBHE 3akpbiBaromieidl. UToObI peaakTop Cpejbl
MonoDevelop moanep:xuBai Takoi CTHIIb M 00ECHEUMBAT aBTOMATHYECKOEe (OpPMATHPOBAHHE, HAJIO BBIOJIHUTH
komanay Tools | Options u B pasaene Source Code | Code Formatting mist monst C# source code BeiOpaTh BapuaHT
Microsoft Visual Studio. Bipouem, 3Ta HacTpoiika He MOBJIUSACT HA BHUJ UCXOJHBIX 3arOTOBOK, KOTOPBIC MPUICTCS
OTKOPPEKTUPOBATH CIIEAYIOIINM 00pa3oM (MOXKHO TaKKe YIATUTh KOMMEHTAPHH, IPEABAPSIOIINE OMUCAHUSI METO-
JI0B, ¥ IPOOEIIBI MEK/Ty HMEHEM METO/Ia U OTKPBIBAIOIIEH CKOOKOI):

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

public class PlayerScript : MonoBehaviour

{
void Start()
{
}

void Update()

{
}
}

Jlo6aBuM B METOJIbI HOBBIE ONIEPATOPHI (OHHU BBIICIIECHBI MOTY>KUPHBIM MIPU(TOM):
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void Start()
{

Cursor.visible = false;

void Update()
{

var mousePos = Camera.main.ScreenToWorl1dPoint(Input.mousePosition);
var pos = transform.position;

pos.Xx = mousePos.x;

transform.position = pos;

J

CoxpaHuM u3MeHeHHBIN ckpunt (HaxaB Ctrl+S), Bepaemcs B pegaktop Unity U CBSKEM 3TOT CKPHIIT ¢ 00BEK-
toM Player. [IpocTeiimmm crioco6om it 3TOro ABIseTcs BBIOOp oObekTa Player B okHe nepapxuu U nepeTackuBa-
HUE CO3JJaHHOT'O CKPUIITA U3 OKHA MPOEKTa B OKHO MHCIEKTOpa (KOTOpOe B JAHHBIII MOMEHT 0TOOpa)kaeT Bce KOM-
noHeHTH 00BbekTa Player). B pesynprare B HUKHEH 4acTH OKHA MHCIIEKTOPA TOSBUTCS HOBBI KOMIIOHEHT 00BEKTa
Player ¢ umenem Player Script.

Komnumnsiiust co31aHHOTO M COXPAHEHHOTO CKPHIITA BBITIOIHIETCS aBTOMATUYECKH. Eciu ommOoK mpyu KOMITH-
JSUUU He BBIABIEHO (TO ecTh okHO Console He COAEPKUT COOTBETCTBYIOUIMX COOOIICHUI), TO MOKHO 3allyCTUTh
HAIll IPOEKT Ha BHIMONHEHUE B cpene Unity, HaxaB komOuHaruio Ctrl+P unm kHONKy 3amycka HajJ OKHOM CLEHBI
(9T0i1 5)xe KOMOMHALIMEH U KHOTIKOW MOKHO OCTAaHOBHUTD BBITIOJTHEHHE MPOEKTA).

Ecnu mipu 3amycke mepeMecTHTh MBIIIb B OKHO MBI, TO M300pakeHUE Kypcopa MBIIIN HMCYE3HET, a paKeTKa
HAYHET JBUTATHCA BCIE 32 TOPU3OHTAIBHBIM IEPEMEIIEHUEM MBIIIH.

3ameuanue 1. BmecTo Tpex nocnennux onepatopoB merona Update Henb3st MCIOIb30BaTh €IMHCTBEHHBIN OIe-
paTop Buaa

transform.position.x = mousePos.x;

3TO CBA3aHO C TEM, YTO position SBISIETCS HE MOJIEM, a CBOMCTBOM Kitacca transform, u mo3ToMy He MOXKET OBITh
M3MEHEHO «I10 YacTsIM». MOXKHO JIMIIb COXPAHUTh €r0 BO BCIIOMOTATENIbHON MePEMEHHOM, U3MEHUTh 3Ty MepeMeH-
HYIO ¥ 3aT€M IIPHUCBOUTH 3HAYCHUE 3TOW NMEPEMEHHOIN CBOMCTBY position «B IIeTOM.

3ameuanme 2. [Ipu Takoil peanuzanuu nepeMelIeHNs PaKeTKH €€ MOXKHO MEPEeMECTUTh U 3a I'PaHMILy CICHBI.
Koneuno, MoHO OBLIO OBl JOOABUTH OTPAaHWYCHHUE, HE MO3BOJISIONIEE PAKETKE IMEePEMEIIaThCsl 32 BEPTUKAIbHBIE
CTEHBI, OJIHAKO MCII0JIb30BaHHbII BapuaHT SIBIIIETCS HE TOJIBKO OoJiee MPOCTHIM, HO U OoJiee yOOHBIM, TaK Kak Mo-
3BOJISIET OTOMBATH IIAPHK, JICTAIINNA B YrOJI CIEHBI, TOW 9aCThIO PAaKEeTKH, KOTOpas UMEEeT HauboJiee MoaX0 SN

YTOJI HaKJIOHA (CM. PUCYHOK).
€ Game
Display 1 Standalone (1024x768) +| Scale .51:  Maximize On Play  Mute Audio | Stats

MEI MOXEM TaKKe 3aIyCTUTh IMPOCKT B BUAC OTHGHLHOﬁ IporpamMmal. ,21.]'[5[ 9TOIr0 JOCTATOYHO BBIIIOJIHUTH KO-
manny File | Build and Run wnu naxxats knaBumny Ctrl+B. TIpu nepBoM TakoMm 3amycke OyneT NpeaiokeHo yKa3aTh
ums exe-(aiina. YkaxkeM uMs, COBIaaaromiee ¢ mmenem mpoekra: UnityArcanoid2D.

[Tpu 3amycke mporpaMMbl MOSIBUTCSI OKHO HACTPOEK, B KOTOPOM MOKHO BBIOPATh pa3pelieHue Uik TeCTUPOBA-
HUS IIPOTPaMMBbI WIIH YCTAHOBUTH MTOJIHOKPAHHBIA peskuM (CHsB ¢uaxkok Windowed).
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Q UnityArcanoid2D o] & [

UnityArcanoid2D Configuration @

Graphics | Input

Screen 640 X 480 v | [ViWindowed
Graphics quality Ultra v
Select monitor Displayl—v

[ Play! l | Quit |

[Toka 3aBepmIUTh WUTPY MOXKHO TOJBKO CTaHIAPTHBIMH cpeactBamu Windows (B YacTHOCTH, KOMOWHaIuen
Ctrl+F4). B nanbHeiineM Mbl peainsyem 0osiee yaoOHbIN C1oco0 ee 3aBepIIeHUs.

1.4 Co30aHue wapuka u Hacmpolika e20 noeedeHuUs1 8 Pa3IuUYHbIX PeXumMax

1.4.1 Co3paHue o6bekTa Ball u HacTponka ero cBOoUCTB

[Ipexne yeM MBI co3gaauM mapuk — o0beKT Ball — m HauHeM HacTpamBaTh €ro CBOWCTBA, MBI CO3JIaJAMM
BCIIOMOratenbHbIil pecype Tuma Physics Material 2D, kotopslii, Oyayun moakioueH k o0bekty Ball, obecnieuut
IUIs1 HETO HE0OXOIMMOE TTOBEICHHE.

ITomecTrM 3TOT HOBBIN pecypc B OTAeNbHYIO nanky Physics, mockonbpky ¢usnueckue marepuanbl MO3BOJSIOT
HACTPOUTh UMEHHO (PH3MUYECKUE CBOWCTBA T€X OOBEKTOB, IS KOTOPHIX 3amatorcs. C momomipio komanasl Create
OKHa IMpoeKTa 100aBuM B 3Ty nanky pecypc Physics Material 2D u nazoem ero BallMaterial. CBoiicTBa 3T0r0 Ma-
Tepuaga 3aJaauM cleayromuM obpasom: Friction nomoxxum paBHbiM 0 (TpeHHE y HIapUKa OTCYTCTBYET),
Bounciness monoxum paBHbIM | (YIPYTroCTh y MIApUKa SBIISETCS MAKCUMAIbHOM).

Tenepb co3naauM B OKHE UEpapXHUU HOBBIM UrpoBoit 2D-00bekT Tuna Sprite, HazoBeM ero Ball u HacTpoum psin
€ro CBOMCTB.

Ha cBoiictBo Sprite kommonenTa Sprite Renderer meperamnium prcyHok ball u3 okHa mpoekTa.

Pa3zmMepsl U noJiokeHHe IMapuka HaCTPOMM TakUM 00pa3oM, 4TOOBI OH pacrojiarajics Ha MpaBoi MOJOBUHE pa-
KETKH, TIOCKOJIBKY TIPH 3aITyCKE OH IOJIETHT BBEPX H BIIPABO.

Jo6aBuM k o6bekTy Ball kpyrosoii xomnaiinep u oobekt Rigidbody 2D. Jlns o6bekra Rigidbody 2D npu 3Ha-
yenun Body Type, paBHom Dynamic, o0Hynmum cBorictBo Gravity Scale (uroOsl B cuTyanuu, Korjia mapuk HauHeT
JIBUTAThCS, HA HEro He JCHCTBOBAJa CHJIa MPUTSKEHHS), TOCe Yero ycraHoBuM 3Hauenue Body Type, paBHOe
Kinematic (mockosbpKy B Ha4albHbII MOMEHT MIPhI MAPHK JOJKEH HAXOIUTHCS HA PAKETKE M JIBUTATHCS BMECTE C
HEi).

Ycranoum i oowekta Ball metky (Tag) u cimoit (Layer) ¢ TakuM e MMEHEM, CO3/IaB ISl 3TOTO HOBYIO METKY
Y HOBBIH CIION.

Hakonern, 3agaaum mi1s KoJutaiaepa mapuka co3aHHbli panee Gusznueckuit matepuan BallMaterial, mepetamms
3TOT pecypc M3 OKHa TpoekTa Ha cBoiicTBo Material kommnonenta Circle Collider 2D (maTepuan koMmoHeHTa
Rigidbody 2D mensith He TpeOyercs).

B pe3ynbrate cenaHHbIX HACTPOEK CBOMcTBA 00bekTa Ball 1omKHBI IPUHSATH BUA, TPUBEICHHBIN Ha PUCYHKE.
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| i Scene | ® Inspector | =l
St L0 A B Eizzes el (A ¥ Ball |_| Static =
" Tag[Ball_____ ¢ Layer [Ball |
¥ .~ Transform (i %=
Position X 0.6 Y -4.35 Z0
Rotation X 0 Y0 Z0
Scale X|0.5 Y 0.5 211
v (5l |4 sprite Renderer (&g %=
Sprite . ball fo]
Color | 12
Flip LIx Ly
Material & Sprites-Default o]
Draw Mode | Simple 2}
Sorting Layer | Default all
Order in Layer 3
Mask Interaction | None 3]
v ® [/ circle Collider 2D (i %
| 4 | Edit Collider
Material *Ballmaterial o]
Is Trigger (]
Used By Effector ]
Offset
X0 YO0
C@iCame l o Radius 0.64
’ Display 1  + | Standalone (1024x768) ¢! Scale (=== 0,51: | Maximize On Play A Mute Audio ‘Stats_.[ » Info
v~ Rigidbody 2D [ %,
Body Type | Dynamic s
Material None (Physics Mater @
Simulated v
Use Auto Mass [
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 0
Collision Detection | Discrete s
Sleeping Mode | Start Awake s}
Interpolate | Mone 2.1
b Constraints
» Info
Sprites-Default @ %=
- Shader | Sprites/Default -
[ Add Component J

1.4.2 CkpunT gna peanusauvm noBeeHUs LLapuKa

Tenepbs HeoOX0AUMO pa3paboTaTh CKPUNT, ONpPENENAIONUil MoBeAeHue mapuka. Onumem JeTaad 3TOro Mmose-
NeHus. B HauarbHBII MOMEHT MIAPUK «IIPUKIEEH» K paKeTKe W JBMXKETCS BMecTe ¢ Hel. J[iis 3amycka mapuka Ha1o
BBITTOJTHUTH HIETYOK JIEBOW KHOTKON MBIIIM (WM HaxkaTh JieByto knasumry Ctrl). Cpasy mocie storo mapuk nepe-
XOJUT U3 «KHHEMAaTHYECKOTO» COCTOSIHUS B IMHAMHUYECKOE W HAYMHACT JABUTATHCS IO ACWCTBUEM HAYaIbHOW CH-
JIbl, TOAYMHSACH PU3MUECKUM 3aKOHAM U OTPaXKasiCh OT CTE€H U OT pakeTKU. Eciu mapuk BBUICTHT 3a HUXKHHUNA Kpaii
CIICHBI (M KOCHETCS HW)KHEH, HEBUANMOW CTEHBI), TO OH Pa3pyIIHTCS.

3aMevarenbHbIM 0OCTOSATENILCTBOM SIBJISETCS TO, UTO HauOoJIee CIIOKHBIE MPOLIECCH, CBA3aHHBIE C OTPAKEHHEM
[IapuKa OT JPYTUX UTPOBBIX 00BEKTOB, CHAOKEHHBIX KOJUIAlJepaMH, pealn30BbIBaTh HE TPEOyeTCs: OHU aBTOMa-
TUYeCKU obecrieunBaroTcst pusnueckum ArkkoM Unity. Takum oOpa3om, HaM Ha/l0 peain30BaTh JHIIb CHHXPOH-
HOE TIepeMelIeHNe MapruKa BMECTE ¢ PaKeTKOW Ha HAYaJIbHOM JdTalle WrPbl, TIEPEBOJ] €T0 B JUHAMUIECKOE COCTOS-
HUE TPU BBIMOJHEHUH COOTBETCTBYIOIIMX JIEHCTBUIN MONb30BaTeNs (M MPUAAHUE €My HAYaJIbHOIO MMITYJbCa), a
TaK)kKe ero pa3pylleHHe NPH KaCAHUN HUKHEH CTCHBI.

Co3maauM HOBBIN CKpHIT, Ha30BeM ero BallScript u BHeceM B Hero cienyromue 100aBaeHNs (BbIICICHHbIE, KaK
OOBIYHO, TTOTYKUPHBIM IIPUPTOM):
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BallScript : MonoBehaviour
{
public Vector2 ballInitialForce;
Rigidbody2D rb;
GameObject playerObj;
float deltaX;

void Start()

{
rb = GetComponent<Rigidbody2D>() ;
playerObj = GameObject.FindGameObjectWithTag("Player");
deltaX = transform.position.x;

J

void Update()
{
if (rb.isKinematic)
if (Input.GetButtonDown("Firel"))
{
rb.isKinematic = false;
rb.AddForce(ballInitialForce);
}

else

{
var pos = transform.position;
pos.x = playerObj.transform.position.x + deltaX;
transform.position = pos;

}
}

CoxpaHuM JaHHBINA CKpHUINT B penakrope MonoDevelop, BepHemcs B penaktop Unity U mepeTamum 3TOT CKPUIIT
B OKHO MHCIIEKTOpa Ipu BblOpaHHOM 00bekTe Ball. B pesynbrare B OKkHE MHCIIEKTOpa MOSIBUTCS pa3Aes JUIsl 3TOro
CKpHIITa, B KOTOPOM JIOMOJHHUTENBHO OyeT comepxathes none Ball Initial Force. B aTo mone Hago BBeCTH KOMITO-
HEHTBI HAYAJIbHOM CWJIBL, AecTBYomIel Ha mapuk. [lonoxnm komnoneHTs! paBHbMHU 100 1 300.

¥ |z ¥ Ball Script (Script) [ %
Script BallScript o]
Ball Initial Force
* 100 Y300

Tenepr mocie 3amycka mporpamMMsbl MApUK OyJeT IBUTaThCS BMECTE C PaKETKOW, MOKa He OyJeT HaaTa JieBas
KHOTIKa MBIIIU WK JieBas kiasuina Ctrl, mocie yero mapuk nepeier B AMHAMUYECKUI PEKUM U HAYHET JIeTaTh M0
CIIeHEe, OTpaXkasiCh OT CTEH (B TOM YHCIIC U OT HEBUIMMOW HYDKHEH CTEHBI), a TakXkKe OT pakeTku. OOpaTuTe BHUMa-
HHE Ha TO, YTO 3a CUET BHIOOpA MO3UIIMU COYAAPCHUS IapUKa U PAKETKU OH OYJET OTPaXaThCsi OT Hee MO/ pa3ind-
HBIMH yTJIaMH.

Ocrasioch peaan30BaTh HCYC3HOBCHUE IIAPHUKA TPH BBUIETE 32 HW)KHIOK TPaHMILy CleHbI. J[JIsl 3TOTO BhIZACTHTE
o0bekT Bottom Wall u ycranoBure miist Hero ¢uraxok Is Trigger B komnonente Box Collider 2D:
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v M ¥/ Box Collider 2D #,
Edit Collider
Material |Nune (Physics Mater| ]
Is Trigger [

Used By Effector L
Used By Composite [
Auto Tiling -
Offset

®0 Y0 |
Size

%|1.28 Y 0.64 |
Edge Radius |U |

b Info

Tem camMbIM MBI U3MEHIIIN TTOBEICHNE KOJUIaliepa, CBI3aHHOTO C HIDKHEH cTeHOU. Terneps oH OyneT BecTH cels
HE KaK «TBEpJOE TEeJO» MPH COYIAapeHUHU C APYrUM OO0bEeKTOM (oOecreunBas OTpakeHHE 3TOT0 0OBEKTa), a Kak
«TaTYHKY» KacaHUs, KOTOPBIH OyaeT cpabaThiBaTh MPU MOMAJAHUHA HA HETO IPYroro 00bheKTa.

Ecnu Tenepp yMEHBUINTH MaclITal CLIEHBI, YTOOBI OBUIO BHAHO MPOCTPAHCTBO MOJ HUXKHEH CTEHOM, 3allyCTUTh
MporpamMMy U JOKJaThCs MaJCHUS IapUKa Ha HIDKHIOIO CTEHY, TO MbI YBUJUM, YTO IIAPUK MPOJETUT CKBO3b HU K-
HIOIO CTE€HY U MOJICTUT JajIbIlle BHU3.

# Scene
| Shaded

Hawm ocranoce Hamucath Ko, KOTOPBIH pacrio3HaeT CTOJIKHOBEHHE MIApHKa C HIDKHEH CTEeHOH M oOecriednBaeT
HEME/JICHHOE YHUUYTOKEHHE IaprKa. ITOT KO BBITSIIUT Kak 00paborunk ocoboro coowitrst OnTriggerEnter2D,
KOTOpBIM HaJl0 MOMECTUTH B oncanue o0bekTa BallScript:

void OnTriggerEnter2D(Col1ider2D other)

{
}

C nomornkio napamerpa other MOXKHO ONIPEAEIUTh TOT 0OBEKT, KOTOPBIH BBI3BAJI JaHHOE COOBITHE, HO, TOCKOJIb-
Ky CBOMCTBOM KoJlIaiiiepa-Tpurrepa o0aiaeT ToJbKO HIKHSSL CT€HA, B aHaJIN3€ 3TOr0 mapaMerpa HeT HeoOXou-
MOCTH.

Ecnu coxpaHuTh M3MEHEHHBIH CKPHUNT U OIAThH 3aIyCTUThH MPOTpamMMy, TO Mbl YBUJIUM, YTO KaK TOJIBKO IIAPUK
JOCTUTHET HUYKHEN CTEHBI, OH HEMEUICHHO HCYE3HET.

Destroy(gameObject) ;

1.4.3 [Job6aBneHue 3BYyKOBbIX 3dpcheKToB

ITpu pazpabotke urp B cucreme Unity oueHb JIErKo CHaOUTh UX Pa3IMYHBIMU 3BYKOBBIMHU 3(deKkTamu, KOTo-
pble 3HAYUTEIHFHO MOBBICAT HAIIAAHOCTh U NMPHUBIIEKATEIFHOCTh UIPHI JUIS TONb30oBarenei. JlobaBum Kk Hamei mpo-
rpamMMme KOMIIOHEHTBI U POTPaMMHBINA KO/, 00eCcTIeUnBaIONINi BOCTIPOU3BEICHHE BYX 3BYKOBBIX 3(p(eKToB: mpu
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yaape Iapuka o MPEensTCTBUE U MPU €ro MCYE3HOBEHUH 3a HIDKHEHN rpaHuiieii. COOTBETCTBYIONINE 3BYKOBBIE (aii-
7B HEOOJIBIIOTO pa3Mepa yKe MPHCYTCTBYIOT B HAIlleM MpoeKkTe B KaTtanore Sounds: 3to hit (3Byk ymapa) u lose
(3BYK MCUE3HOBEHHUS).

JUis MHTEerpaluy UX B IMPOrpaMMy HEOOXOIMMO MCIIONB30BaTh KOMIIOHEHT I BOCHpou3BeneHus 3Byka. [lo-
CKOJIbKY B JIaJIbHEHIIIEM MBI Oy/IeM HCIOJIb30BaTh U HACTPAMBATh 3TOT KOMIIOHEHT HE TOJILKO B 00bekTe Ball, Ho u
B JIpYTuX 0OBEKTaxX, [eIeCO00pa3HO pa3MECTUTh €r0 B KAKOM-JIMOO CTaHAAPTHOM OOBEKTE HAIIeH UrPbI, JOCTYH K
KOTOPOMY SIBJISIETCSl MAaKCHMMaJbHO MPOCTBIM. XOPOIIMM KaHIUIATOM siBisieTcs o0bekT Main Camera. B To xe
BpeMs, CAaMH MY3BIKaJIbHBIE KJIUITBI MOKHO JOOABUTH HETOCPEACTBEHHO B cKpunT BallScript, mockonbky onn OymayT
UCTIOJIB30BaThCS TOJILKO B HEM.

Wrak, BHayasne BeiOepeM o0bekT Main Camera u no6aBum k Hemy HOBbIM komnoneHT: Add Component | Audio |
Audio Source.

Teneps BepHemcs k ckpunty BallScript B penakrope MonoDevelop u 1o6aBuM kK HeMy HOBBIE (hparMeHTHI (Me-
ton Update He TpeOyeT H3MEHEHUs, IIOATOMY €T0 HE YKa3bIBaeM):

public Vector2 ballInitialForce;
Rigidbody2D rb;

GameObject playerObj;

float deltaX;

AudioSource audioSrc;

public AudioClip hitSound;

public AudioClip loseSound;

void Start()

{
rb = GetComponent<Rigidbody2D>() ;
playerObj = GameObject .FindGameObjectWithTag("Player");
deltaX = transform.position.x;
audioSrc = Camera.main.GetComponent<AudioSource>();

void OnTriggerkEnter2D(Collider2D other)

{
audioSrc.PTayOneShot (ToseSound) ;

Destroy(gameObject) ;

void OnColTlisionEnter2D(ColTlision2D collision)

{
}

OOparuTe BHUMaHHE HA TO, YTO TIPU COMPUKOCHOBEHHH KOJUIAHIEPOB, U KOTOPHIX HE YCTaHOBIIEHO CBOHCTBO
Is Trigger, Bo3Hukaer cobbiTe OnCollisionEnter2D ¢ mapamerpom apyroro tuma: Collision2D (u3 xoroporo,
BIIPOYEM, TOKE MOXKHO U3BJICYb HHPOPMAIIHIO U O IPYrOM KoJUIaiiepe, U O CBSI3aHHOM C HUM O0BEKTE).

[Tocne coxpaHeHuss U3MEHEHHOTO CKpUNTAa W Bo3Bpara B pegakTop Unity Mbl YBUAMM, YTO BHJ CKpHUITa
BallScript usmenuiics: B Hem nosisuinch nosis Hit Sound u Lose Sound, Ha KOTOpbIe HAJI0 MEPETANIUTH 3BYKOBBIC
knunsl hit u lose u3 manku Sounds okHa MPoOeKTa.

Ecnmu Temeps 3amycTUTh MporpamMmy, TO MPH KaXKIOM COYJapeHHH MIapuKa CO CTEHOW WIIM C pakeTKoW Oymer
CIIBIIIICH LIETYOK, a IPU UCUE3HOBEHUH IIapHKa O]l CLIEHOM — 3BYK pa3pyLIeHUs [IapHKa.

Henouer. [llequok ciblilieH U B Ha4aJlbHBIM MOMEHT, KOTJIa IIAPUK OTPHIBAETCS OT PAKETKH. DTO 0OBICHIETCS
TEM, 4TO IPU YKa3aHHBIX HACTPOMKaX MOJOXKEHHUS IIapuKa M PaKeTKU UX KoJUlaiaepsl conpukacatorcs. Ecnu yBe-
JTMYUTH (PParMeHT CIEHBI C PAKETKON W MIAPUKOM, TO MOXXHO 3aMETUTh, YTO KOHTYp KOJUIaiiiepa sl pakeTKu He-
CKOJIbKO OOJIbIIIE, YeM BUIUMBIN O€JIbIi KOHTYp caMOi pakeTKH (PUCYHOK CIIEBA).

audioSrc.PTayOneShot (hitSound) ;
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Shaded Xl x Gizmos 7| (arAll Shaded - v Gizmos | (O All

[TosTOMY MOXHO HEMHOTO YMEHBIINTH pajinyc KoJUlaiiiepa, CBA3aHHOTO C paKeTKoi, Harpumep, ¢ 0.64 1o 0.62
(pucyHOK cripaBa). Tereps mpH 3arycKe MporpaMMBI IETY0K B HaYalbHbIIi MOMECHT He Oy/IeT 3Bydars.

1.5 Co30aHue u Hacmpolika 06 Lekmos-6Js10Ko8: crnpalimbl ¢ MeKcmom, paboma
¢ wabnoHnamu (prefabs)

Urpa «ApkaHou1» COCTOUT B TOM, UTO IIAPHUK, YIPABIAEMON paKkeTKol, pa3duBaeT OJIO0KHU, PacloIOKEHHbIEC Ha
UTPOBOM II0JIE, U TEM CaMbIM 3apabaTrbhiBaeT O4KH. [l MpUAaHus TOTOIHUTEIFHOTO HHTEPECa MOXKHO HCIOJIB30-
BaTh OJIOKH C pa3jIMYHbIMH CBOMCTBAMHU, HAIIpUMeEp, OJI0KH, Oojiee UM MEeHee YCTOWYUBBIE K yaapy (Oosee ycTo-
YKBbIE pa30MBAIOTCS TOJBKO IOCIJIE ONPEAEICHHOIO YKCia y1apoB IIapyuKa U MPU 3TOM IPUHOCAT OOJIBIIE OUKOB).
MOo3HO TaKke MpeayCMOTPETh 0COOBIN BUJT OJIOKOB, BEAYIIMX ce0s M0I00HO CTEHaM, TO €CTh HE pa3pylIAIONINXCs
Jaxke npu OosblIoM yucie yaapoB. OAHAKO U Ui HUX MOYKHO IIPEIYCMOTPETh «IIpeeil IPOYHOCTUY, CAENaB TakK,
9YTOOBI OHH BCE K€ pa3pylIainch, HarpuMep, nocie 30 yaapoB (XOTs UX pa3pyllieHue U He SBIIeTCs 00g3aTeNbHbIM
YCIIOBUEM JJISl IEPEX0/1a K CIIEAYIOIEMY YPOBHIO).

HHTepecHble TOMOIHUTENbHBIE BO3MOXKHOCTH CBSI3aHbI C MaJAl0IIMMH BHU3 «OOHYCaMMU», KOTOPbIE MOSBIISIOTCS
IIPU pa3pylIeHUH OJIOKOB CHEIMATIbHOIO BUJIA U aKTUBU3UPYIOTCS B CIy4yae MOoMaJaHusl Ha pakeTKy. BapuaHntsl 60-
HYCOB MOT'YT ObITh OYEHb Pa3HOOOPA3HBIMU, IPUYEM KaK «XOPOLIMMUY» (OTOJHUTEIbHbIE OUKH, JOMOIHUTEIbHbIE
pe3epBHbIE MIAPUKU WIM HIAPUKH, Cpa3y MOSABISAIOIIMECS HAa UTPOBOM I0JIE, 3aMEJICHUE IIapUKOB, YBEIMYEHUE
pa3MepoB pakeTKH, 0COObIE «OTHEHHbIE) IIApUKH, pa30UBaIOIIMe 3a OJIMH yap J1to0ble OJIOKH, U T. 1.), TaK U «IUI0-
XUMI» (YMEHBIIEHUE Pa3MEpPOB PAKETKH, YCKOPEHHE IIApPUKOB, «O0MOay, YHHUUTOXKAIOIIAs PaKeTKy, OTMEHA «OT-
HEHHBIX» LIApUKOB M T. 11.). KpoMe TOro, Mo>xHO MCHOJIB30BaTh OJIOKH, JBIDKYIIUECS M0 ONPEAETICHHON TpaeKTo-
pun. OJTHAKO 3T BO3MOXKHOCTH MbI HE OyJ1eM pean30BbIBATh.

1.5.1 Co3aaHue obbeKTa ana 6510Ka n HaCTpoMKa ero OCHOBHbIX CBOUCTB

B nabope nmeromuxcst n300pakeHui MpeaycMOTpeHbl OJI0KHM YeThIpeX BHJIOB, paziauuaronyecs nuseramu. Cs-
KEM C KaXKJBIM IIBETOM OJIOKOB 0COOBIE CBOMCTBA: MyCTh CHHUE OJIOKU (KOTOPBIE MBI YK€ MCIOJIb30BAIM TIPH CO3-
JaHUU CTeH) OyAyT 0co00 MPOYHBIMH OJOKaMH, pa3pylLIalonMKcs ToJbKo nocie 30 ynapoB u npunocsummu 100
OYKOB (XOTS pa3pymiaTh UX HE0O0s13aTeIbHO), KpAaCHbIE OJIOKH MOTPEOYIOT MIJIsi CBOETO pa3pylIeHus 4 yaapoB U Ja-
ayT 40 o4koB, 3e1eHble 010KK MoTpedyroT 2 yaapa u 1aayT 20 04KoB, a JKelTbie OyayT pa3pylaThCs Mocie nepBo-
ro xe ynapa u npuHocuts 1o 10 ouxos. Ilpu »kenaHum Bce 3TH UMCIOBBIE XapaKTEPUCTUKU MOXKHO OyIeT u3Me-
HSTh, IPUYEM B PEKUME TU3aiiHa, HE BHOCS U3MEHEHHs B IPOrpaMMHbIE CKPHIITHI.

Jlst GonbIeit HarisigHOCTH OyaeM n300pakaTh Ha Oyokax, TpeOyromux 0ojiee 4eM OJHOTO yapa JJIsi CBOETO
paspylleHus], YUCII0, MOKa3bIBAIOIIEe, CKOJIbKO YAapOB OCTAIOCh HAHECTH (MCKIIOUEHHEM OYyIyT TOJIBKO 0C000
MpoYHble OJOKH, Ha KOTOPBIX ATH JaHHbIE HE OTOOpaxarorcs). Tak Kak CBA3BIBAHHE C JBYMEPHBIMHU CIipaiiTamu
TEKCTOBBIX JaHHBIX sBNseTcs B Unity 10CTaTOYHO CIIOKHOM 3a7ayeil, HauHeM ¢ pa3pabOTKH UMEHHO TaKOro THIa
OJIOKOB.

Wtak, 1o06aBUM Ha ClieHy KpacHbIil OJOK M HacTpouM ero cpoiictBa. Co3aaauM B OKHE MepapXuu HOBbIH 2D-
o0bekT Sprite, nepenmenyem ero B Red Block, meperamum Ha cBoiicTBo Sprite kommonenTa Sprite Renderer pucy-
HOK cube_red u3 manku Sprites OKHa IIPOEKTa M yCTaHOBMM 3HaueHue 1 st cBoiictBa Order in Layer Toro sxe KoMm-
nmoHeHTa. TakuMm 00pa3om, OJI0K OyaeT oToOpaxaThes nepen GOHOM, «Ha OJTHOM YPOBHE» CO CTEHAMH U IAPUKOM
(3TO HE MPUBEAET K TOMY, YTO KaKOH-TO OOBEKT OYyAET 3aCIOHATH APYToil, Tak Kak OJ0KHU He OyIyT MepeKphIBATHCS
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HHU CO CTCHAMH, HY C mapukoMm). i1 6osbleii HarJISAHOCTH Pa3MECTHM CO3aHHbIH 00BEKT UyTh BBIIIE OCHOBHOM
Kamepsl, monoxuB Position X =0, Y =1, Z = 0. MacmtabupoBaTh OJIOKH MBI HE OyAEM.

Kpome Toro, mob6asum k o0bekty Red Block mpsimoyronbHbIii Koutaiizep — kommoneHT Physics 2D | Box
Collider 2D; pa3mepsl kosutaiiiepa aBTOMaTHYECKH TTOACTPOSITCS O] pa3Mepbl OJioka. Bripodem, eciin yBeITHuUTh
MaciTab 0ToOpakeHHs CLICHbI, TO MOXKHO 3aMETHUTh, YTO Pa3Mephl KoJlaiaepa (3eeHasi paMka) BCE )Ke HECKOIBKO

IIPEBBILIAIOT pa3Mepbl BUIMMOI YacTH cIipaiiTa, XOTs U COBIAAAIOT C pa3MeEPOM U300pakeHUs, IOMEYEHHOI'O CHU-
Hell paMKOH M CHHUMM MapKepaMH B yIilax (PUCYHOK CJIEBA).
#scene | "

Shaded

== || #Scene
||| shaded

o | <) | |-

e
Gizmos ~| (G-All

YrtoObl 3TO MCIPABUTh, OTKOPPEKTHPYEM pa3Mephl Koutaiiepa, u3MeHuB B komroneHtre Box Collider 2D 3ua-
yerne Size X ¢ 1.28 na 1.17, a 3nauenue Size Y ¢ 0.64 na 0.57 (pucyHOK crpaBa).

HaKOHeH, CBAXKEM C CO3JaHHBIM 00BEKTOM HOBYIO MCTKY Block 1 HOBBIH CIIOH C 3THUM K€ UMEHEM.

[Tociie BBITIONHEHHS BCEX OMMCAHHBIX HACTPOCK CIICHA M OKHO MHCIEKTopa s HoBoro oObekra Red Block
IIpuUMyT BUNI, HpI/IBe,Z[eHHHﬁ Ha PUCYHKC.

T&Scene \
Shaded »|[2D || % | <) | & Ix

B o e | 3=

i «| forAll =3 - i

Gizmos | ¥ Red Block [_] Static =
Tag | Block :

¥ .~ Transform

@ %,
Position X 0 Y1

Z0
Rotation X 0 Y 0 Zi0
Scale X1 Y1 Zi1
v 5l ¥ Sprite Render:r_____@ %,
Sprite icube_red (o]
Color [ |Z
Flip Cx Oy
Material W Sprites-Default [0}
Draw Mode | Simple

4]
Sorting Layer | Defaule 3]
Order in Layer T ]
[ None 3

¢
(@) 2=

Mask Interaction

v M ¥/ Box Collider 2D

4% | Edit Collider

None (Physics Mater, @
Is Trigger L

Used By Effector [ |
Used By Composite [_|
Auto Tiling |
Offset
X0
Size
X117
Edge Radius
» Info

Material

€ Game
Display 1 :

Standalone (1024x768)

-

Scale (Jw== 0,51: Maximize On Play | Mute Audio | Stats [

Y 0.57

v |@ ¥ Block Script (Script) (& %,
Script BlockScript @
Text Object ¥Block Text

Sprites-Default

[ Sprites/Default

@

Add Component }
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1.5.2 [Job6aBneHue K 6MOKy TeKkcTa

Ternepp HaO MOMECTUTH HA JAHHBIH 00BEKT TEKCT «4» — KOJMUYECTBO yIApOB, TPEOYIOMIUXCS ISl pa3pyIICHUS
6noka. K coxxanenuto, B Ha0Op IBYMEPHBIX 0OBEKTOB HE BXOAUT 00BEKT «TeKcT», XOT A TPEXMEPHOro ciaydast
Takoi 00beKT mpeaycMoTper: 3To 3D Text u3 rpynmbl 3D Object. Kak npaBuiio, TpexMepHble 00bEKThI B IByMEp-
HBIX WIPax HE UCIOJB3YIOTCS, OJHAKO TPEXMEPHBIH TEKCT BIIOJIHE MOYKHO TOMECTHUTh Ha JIBYMEPHBIA CIIPAMT,
npaBJa, 0TOOPa3UTh CaM TEKCT MPU ATOM yJIACTCs TOJBKO TPH 3aITyCKe UTPHI, & HEKOTOPHIC Ba)KHBIE CBOWCTBA 00b-
exta 3D Text MOXHO OYyAET YCTAHOBUTH TOJIBKO MPOTPAMMHBIM CITIOCOOOM.

O6bexT 3D Text cmemaeM mouepHUM OOBEKTOM 1O OTHOmIEHHIO K 00bekTy Red Block. Jlns sToro Bhimenum
o0wsekT Red Block B okHe mepapxuu, BBI30BEM €r0 KOHTEKCTHOE MEHIO M B 3TOM MEHIO BBIMOJTHUM KoMmaHay 3D
Object | 3D Text. Ilepeiins Ha co3manubiii 00beKT (¢ uMeHeM New Text), usmenum ero ums Ha Block Text u 3ana-
JIMM HOBBIC 3HAUCHHMSI JUII HEKOTOPBIX CBOMCTB KommoHeHTa Transform u Text Mesh.

st kommoneHnTa Transform mosoxkum 3Hauenust Scale paBHbiMu X = 0.05, Y = 0.05, qns kommonenTta Text
Mesh n3menum cBoiictBo Text Ha 4 (XOTs 3TO ¥ HE00A3aTENILHO, TAK KaK 3HAYCHHE 3TOTO CBOMCTBA Oy/IeT HacTpau-
BaThCsl MPOrpaMMHO), cBoiicTBO Anchor mosoxxum paBasiM Middle center, cBoiicTBo Alignment — paBubiM Center,
a corictBo Font Size — paBubiM 100. 3HaueHUs METKH | €105 ocTaBuM cranaapTHbimu: Untagged u Default coot-
BETCTBEHHO.

[Tocne cnenaHHBIX HACTPOSK OKHO MHCIIEKTOPA MPUMET BHJI, IPUBEICHHBINA HA PUCYHKE.

| #: Scene | .= © Inspector | .=
Shaded zl| 20 | o L) L gizzmasz (A | ¥ Block Text [ | Static ¥
" Tag[Untagged ¢ Layer [Defaule ¢
¥ .~ Transform @ %
Position X 0 Y 0 Z 0
Rotation X 0 Y0 Z0
Scale X0.05 Y 0.05 Zi1
¥ . ¥ Mesh Renderer @ .
¥ Lighting
Light Probes | Blend Probes a
Reflection Probes | Blend Probes 4|
Anchor Override None (Transform) (o]
Cast Shadows | On 4]
Receive Shadows ¥
Motion Vectors | Per Object Motion 2:}

Lightmap Static [ |

Lightmapping settings are currently
(1 disabled, Enable Baked Global
= Illumination or Realtime Global
Illumination to display these settings.

b Materials
Dynamic Occluded [
v TextMesh @ %
Text
4
| € Game | e
Display 1  + | Standalone (1024x768) | Scale (=== 0.51: | Maximize On Play  Mute Audio | Stats } Offset Z 0
EE—— - | e e e Character Size 1
Line Spacing 1
Anchor | Middle center |
Alignment | Center ™
Tab Size 4
Font Size 100
Font Style | Normal 2]
Rich Text ¥4
Font + Arial [0}
Color [ | 2

l Add Component J
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Kak oTmeuanock panee, Mbl HE YBUANM TpeOyeMbIii TEKCT Ha OJIOKe, pa3MeIeHHOM Ha ciieHe. UToObl OH Mmos-
BUJICA IIPH 3aIlyCKe MPOrpaMMbl, HAM HEOOXOAMMO CO3JaTh CKPUIT, COJIEP KAl HACTPOHKHU, KOTOPhIE HEBO3MOXK-
HO YCTAaHOBUTH B PEXXUME pPEIAKTOpA.

Co3magum HOBBIN cKkpunT ¢ UMeHeM BlockScript 1 BHeceM B HEro cienyronue U3MeHEHUS:

using System.Collections;
using System.Collections.Generic;
using Unitykngine;

public class BlockScript : MonoBehaviour
{
public GameObject textObject;
TextMesh textMesh;

void Start()

{
if (textObject != null)

{
textObject .GetComponent<Renderer>() .sortingLayerName = "Default”;
textObject .GetComponent<Renderer>() .sortingOrder = 2;
textMesh = textObject .GetComponent<TextMesh>() ;
textMesh.text = "4";

J

CoxpaHuTE 3TOT CKpHUINT, BepHUTECH B pepakrop Unity u mepeiinute Ha 00bekT Red Block B okHe mepapxum.
[TeperamuTe ckpunt BlockScript B okHO MHCHEKTOpa /Ui JaHHOTO 00BeKTa. [Ipu 3TOM B MOSBUBIIEMCS pa3Jele
Block Script (Script) momonuuTensHo mosiButcs nose Text Object, B koTopoe Hamo neperanuth 00bekT Block Text
U3 OKHA HEPAPXHH:

¥ || [« Block Script (Script) B,
Script BlockScript (o]
Text Object WBlock Text ]

Tenepsp mocie 3amycka mporpaMMbl Mbl YBHJIUM TEKCT Ha OJIOKEe (PUCYHOK clieBa). MOXHO HEMHOTO OIYCTHTh
TEKCT, n3MeHuB 3HaueHue Position Y ¢ 0 Ha -0.02 (pucyHok cripasa).

0.51: | Maximize On Play | Mute Audio | Stats spla 2 | Scall 0.51: | Maximize On Play | Mute Audio | Stats

. i
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1.5.3 3aBeplialome KOPPEKTUPOBKM CKPUNTA, CBA3aHHbIe C HACTPOUKOMN
XapakTepucTmuk bnoka
Hononaum ckpunt BlockScript, n006aBuB OTKpBITBIE MO, ONpeAeTsAiomre TpeOyeMoe YHCIO YIapoB
(hitsToDestroy) u KoIM4ecTBO OYKOB, MOIy4aeMbIX 3a paspyiienue 0moka (pPoints). Ilpu kaxmaoMm yaape mapuka o
6mok Oynem ymeHblnaTh 3HaueHue nois hitsToDestroy m koppekTupoBaTh TEKCT Ha Onoke. DTH JeHCTBHS OyIayT
BBINOJIHATECS B 00paborurke OnCollisionEnter2D (ananorn4neiii 00pabOTYNK MBI HCIIOIB30BAIN JJIsi 00bEKTa
Ball nns renepanuu 3Byka ynapa). Ecnu 3nauenue hitsToDestroy craner paBHbM 0, TO 670K OyneT YHHUTOXKEH.
[Toka MbI HUKaK He OyaeM 00padaThIBaTh MOJIE POINts, MOCKOIBKY MBI €Ile He PeaTM30Bald B UTPE MOJICYET OYKOB.
[Tonydaem cnegyromumii BApUaHT CKPUIITA.
public class BlockScript : MonoBehaviour
{
public GameObject textObject;
TextMesh textMesh;
public int hitsToDestroy;
public int points;

void Start()
{
if (textObject != null)
{
textObject .GetComponent<Renderer>() .sortingLayerName = "Default"”;
textObject .GetComponent<Renderer>() .sortingOrder = 2;
textMesh = textObject .GetComponent<TextMesh>();
textMesh.text = hitsToDestroy.ToString();

void OnCollisionEnter2D(Collision2D collision)

{

hitsToDestroy--;
if (hitsToDestroy == 0)
Destroy(gameObject) ;

else if (textMesh != null)
textMesh.text = hitsToDestroy.ToString();

}

MBI TakXke OTKOPPEKTUPOBAIM MOCIEIHUI onepaTop B MeTone Start, YT0ObI HaYaJbHBIM TEKCT COOTBETCTBOBAI
HavalpHOMY 3Ha4yeHuto mois hitsToDestroy. OOpature BHUMaHue Ha TO, YTO ACUCTBHs ¢ MoisaMu textObject u
textMesh BBITIOJHSAIOTCST TOMBKO MPU HATMYKUU TEKCTOBOTO O0BEKTA, MPUCOETUHEHHOTO K 00BEKTY-0JIOKY. ITO TI0-
3BOJIUT UCIIOJIb30BATh JAHHBIA CKPHUIIT U JUI T€X BAPUAHTOB OJIOKOB, /Ul KOTOPBIX HE HY)KHO OyJIeT BHIBOIUTH TEK-
CTOBYIO HH(GOPMAIIHIO.

ITocne coxpaHeHMsI HOBOIO BapuaHTa CKPUIITA €r0 BUJ B OKHE MHCIIEKTOPA U3MEHUTCS . B HEM IOSBSTCS J1Ba HO-
BBIX I10JIS, B KOTOPBIE HAJI0 BHECTH HY)KHbIE TaHHBIE.

v @l I« Block Script (Script) ﬁ i,
Script BlockScript @
Text Object WBlock Text ]
Hits To Destroy 4
Points 40

Teneps npu 3ammycke mporpaMMbl IOCie KaKA0To yapa mapuka o 0JI0K 4icio Ha 0Jioke OyaeT yMeHbIIaThCs, a
IPU AOCTIKEHUH TPEOYEMOT0 YHCIIa yIapoB OJOK NCUE3HET.
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1.5.4 OdopmneHmne obbeKkTa Kak wabnoHa (prefab)

Pazpaborannbiit Hamu o0bekT Red Block MoxkeT mcmons30BaThes uisl CO3/aHUs OOJIBIIOTO Yhciaa OJOKOB Ha
Pa3IMYHBIX YPOBHSIX UTPBL. DTH IK3EMILISIpPHl OJOKOB MOKHO CO37aBaTh Kak B pexkume pemakropa Unity, Tak u
MIPOTrpaMMHBIM ITyTE€M; 0COOEHHO YJ00HO 3TO nenaTh, eciiu opopmuth 00bekT Red Block kak ma6non (B cucreme
Unity a5 Takux mabJ0HOB UCIOb3yeTcs: TepMmuH prefab).

YroObl co3naTh mabdIoH JOCTATOYHO J00AaBUTH B OKHO MPOEKTa nanky Prefabs u meperammts B Hee co31aHHBIN
Hamu 00bekT Red Block u3 oxHa uepapxumu.

3 Project | 8 .= | =Hierarchy | a .=
Create 7| (2 | 4% | %% Create | (arAll
¥ 53 Physics ¥ @M:jlinﬁcene* =
V* BallMaterial Main Camera
¥ &3 Prefabs Background
b i) Red Block b walls
» & Resources Player
¥ &3 Scripts Ball
@ BallScript ¥ Red Block
|| BlockSeript Block Text
@ PlayerScript

MoOHO 3aMeTUTh, YTO HOCIIE BBIIOIHEHHUs 3Toro aeicTBus 00bekT Red Block B okHe mepapxuu (u ero pouep-
Huit 00bekT BlockText) M3MEHHT I[BET Ha CUHMI. DTO 03HAYAET, YTO JAHHBIA OOBEKT SIBIISCTCS KOMUECH 1IabiioHa, U
eciy B 11a0oHe OyAyT clielaHbl U3MEHEHUs, TO OHM aBTOMAaTH4YecKH OyyT IepeHeceHbl Ha 00BbEKThl OKHA Hepap-
XHH, CBSI3aHHBIE C 3TUM mabdionoMm. Hanpumep, eciu B mabiioHe H3MEHUTH I0JI€ POints, TO aHAJIOTUYHBIM 00pa3oM
M3MEHUTCS U 3TO I0JIe B 00BEKTE B OKHE Mepapxuu. B To jxe Bpemsl, eciii U3MEHUTh CBOMCTBO B OOBEKTE OKHA He-
papxuu, TO 3TO HE MOBJEYET U3MEHEHUS 111a0JI0Ha, IPUYEM B 3TOM Cllydyae U3MEHEHHOE 3HaYEHUE CBOMCTBA B 00b-
eKTEe OKHa Mepapxuu OyAeT BbLAEICHO MONYKUPHBIM IIPU(TOM (IPU3HAK TOTO, YTO 3HAYEHUE OTIMYAETCS OT aHa-
JIOTMYHOTO 3HAa4eHUs JuIs mabiaoHa). Eciy B 3TOM citydae M3MEHHUTH JaHHOE CBOICTBO B I1a0JIOHE, TO aBTOMaTHY e-
CKOT'0 U3MEHEHMsI CBOMCTBA B 0OBEKTE OKHA UEPAPXUH HE IPOU30MIET.

Kpome Toro, usmMeHUTCs BUJI BEpXHEN 4acTU ONHUCAaHUS 00BEKTA B OKHE UHCIIEKTOPA.

© Inspector | I
¥ [ Red Block [ static =
- - [
Tag | Block al Layer | Block s |
Prefab | Select | Rewert |  aApply |

Teneps B HEM MOSIBATCS TPU TOMOJHHUTENbHBIC KHONKK. Haxkatne Ha mepByio u3 HUX (Select) HeMemIeHHO BbI-
JIeTISIET B OKHE MPOEKTa Ia0JIOH, CBA3aHHBIN ¢ JaHHBIM 00bekTOM. HaxkaTre Ha Bropyio (Revert) oTMeHseT Bce u3-
MEHEHUSI, KOTOpble OBUIM ClIeTaHbl B 00BEKTE MO CPAaBHEHUIO C MIab-
JIOHOM (HE W3MEHSIOTCS TOJBKO JaHHbIe B KoMmmoHeHTe Transform,
CBsI3aHHBIE C TO3UIMEN 00bekTa). HakoHer, kHomka Apply mo3BosseT
BBITIOJTHUTH OOPAaTHOE JICWCTBHE: H3MEHHUTH IA0JIOH B COOTBETCTBUU C
TEeKYIIMMH HacTpolkamMu OOBeKTa (IMpHUYeM H3MEHSTCS U JaHHbIE,
CBSI3aHHBIE C MO3HUITUEN O0BEKTA).

Mgl MmoxeMm mepetamuTh U3 nanku Prefabs cozmanubiii mabnoH B
OKHO MepapXHUH HECKOJIBKO pa3, ¥ MPH 3TOM Ha CIeHe OyIyT CO3/IaHbI
HOBBIEC DK3EMILIAPBI JaHHOTO mabmoHa. OcTaHeTcs JIUIIbL U3MEHUTh
ux nonoxenne. [Ipu 3amycke mporpaMMbl OHH OyIyT BECTH ceOsl CO-
BEPILIEHHO OJMHAKOBBIM 00pa3oM.

MOXHO TIOCTYIIMTh U TO-IPYTOMY: MOJIHOCTBHIO YIATUTh OOBEKTHI
Red Block co crieHbl ¥ co37aTh WX SK3eMIUISIPBI TPOrPAMMHO, B MO-
MEHT HadaJia Urpsl (WA 3arpy3KH OYepeHOTO ypoBHs). IMeHHO Tak
MBI U TIOCTYIIHM B JTATbHEHUIIIEM.

Koppektupys cBoiicTBa 0JHOTO U3 100aBIEHHBIX OJIOKOB, MBI MO-
KEM co3JaTh IPYrod BapHaHT OJIOKA, KOTOPBIN TOXKE MOXKHO O(op-
MUThH B BHUje mabnona. [Iponenaem 370 Ha mpUMepe CO3IaHUS 3elie-
HOTO O)IoKa. BeibepeM oauH u3 OJ0KOB, CO3JaHHBIX HA OCHOBE I1a0-
nona Red Block (manpumep, jeBblif), 1 U3MEHHM TPH €rO CBOMCTBA:
neperamuM B Toje Sprite kommonenTa Sprite Renderer pucynHok
cube_green u3 nanku Sprites okHa mpoekTa, a B komnoHneHTe Block
Script usmenum 3uaucHue moist Hits To Destroy nHa 2, a 3HadeHue 1mo-

Display 1 ¢ || Standalone (1024x768) ¢! Scale O
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a1 Points Ha 20. Kpome Toro, nepernMeHyem 3TOT 00BEKT B OKHE Hepapxuu, Ha3aB ero Green Block. Ocramocs re-

peTammTh 3TOT 00BeKT B nanky Prefabs okna mpoexra.

AHaJIOTUYHBIMU JEHCTBUSAMH CO3AaIUM IIIA0JIOH JIJIs KeNToro 00ka. JIJist 5TOro M3MEHUM CBOMCTBA, HAIIPUMED,
npasoro 010ka cuensl (ums — Yellow Block, pucynox cube _yellow, Hits To Destroy = 1, Points = 10). B nanaom
Ccllydae BBIBOAMTH TEKCT «1» Ha OJOKEe He HYXKHO, [I0ITOMY Iepe/l CO3JaHUeM LIabJIoHa YIAIUM JTOYePHUH 00BEKT
Block Text, a B coiictBe Text Object komnonenta Block Script BeiOepem Bapuant None (M3 cnmcka, KOTOPBIA

MOABHUTCA €CJIM IICJIIKHYTh Ha KPYIJIOM 3HAYKE CIIpaBa OT 3TOI'O CBOﬁCTBa).

[ #,

v @ ¥ Block Script (Script)

Script BlockScript (o]
Text Object Maone (Game Object] @
Hits To Destroy 1

Points 10

Te ke neicTBUS BBHIIOIHUM IS CO3JaHMs IIabaoHa I CHHEro 0J0Ka, HACTPOUB BEPXHUM obOpaser] OiioKa Ha
cuene (ums — Blue Block, pucynok cube _blue, Hits To Destroy = 30, Points = 100). J{ist 3Toro mabsoHa Toxe
HAJI0 YIAIUTh JOYEPHHUH 00BEKT U MOJI0KHUTh Hosie Text Object paubivM None. Kpome Toro, mjst CMHETO GJIOKa MBI

M3MEHUM METKY, TIOJI0XKHB ee paBHoi Wall.

B pesynbrate okHo cpenpl Unity pH 3amycke MporpaMMbl IPUMET CIEAYIOMNN BU:

@ Unity 2017.4.0f1 Personal (64bit) - MainScene.unity - UnityArcanoid2D - PC, Mac & Linux Standalone <DX11>

File Edit Assets GameObject Component Window Help

Bl &[S = B &) [orivet [ Socal]
@1 Project =
|Create'| Q l4l\|

¥ & Physics
V* BallMaterial
¥ i Prefabs
W Ball
A Blue Block
¥ i Green Block
¢ Block Text
¥ i Red Block
A Block Text
A Yellow Block
» G Resources
¥ & Scripts
BallScript
BlockScript
PlayerScript
¥ & Sounds
hit

“ point
ﬁ Ricochet Xtreme
v & Sprites
> )ball
b s cube_blue
b i cube_green
b Wl cube_red
» I cube_yellow
€ MainScene

= Hierarchy e

| Create " oAl

v € MainScene =
Main Camera
Background

» Walls
Player
Ball

» Red Block
Blue Block

¥ Green Block
Yellow Block

Standalone (1024x768)

EConsoIe =
Clear | | Collapse | Clear on Play | Error Pause | Editor = @o| Ao 0
!

MOHO POBEPUTH, UTO JUISL pa3pylIeHHUs 3eJIeHOro 0J0Kka TpedyeTcs ABa yaapa, Kenroro 0J10Ka — OJHUH yAap,
a CMHMI OJIOK OyZeT OCTaBaThCsl HA MECTE MOCIE JOCTATOYHO OOJIBIIOTO KOJINYECTBA yIapOB, TO €CTh UTPaTh POJIb

+| Scale (=== 0.51;: | Maximize On Play A Mute Audio | Stats

[E=8 FER 55

& Coliab - | [ & ] [Layout -]

| © Inspector

(@A D)

Sizmos v ¥ Blue Block [_] Static ¥
Tag | Wall +| Layer | Block |
Prefab | Select | Revert | Apply ]
¥ .~ Transform *
Position X 0 X3 0
Rotation X 0 Y0 Z\0
Scale X1 Yi1 Zi1

Sprite
Color

Flip
Material
Draw Mode

Sorting Layer
Order in Layer
Mask Interaction

Material
Is Trigger
Used By Effector

Auto Tiling
Offset

v M ¥ Box Collider 2D

Edit Collider
None (Physics Mater, ©

@

LJ
m]

Used By Composite [_|

(]

X0

Ivio |

Size

x{1.17

lylo.57 |

Edge Radius
» Info

a

Script

Text Object
Hits To Destroy
Points.

v |G| ¥ Block Script (Script)
. BlockScript o)

%
None (Game Object. ©
EC—

30

100

Sprites-Default
> Shader | Sprites/Default

@ =

Add Component

«BHYTPEHHETO y4acTKa CTeHbI» (X0Ts rmocie 30 ynapoB U OH pa3pyLIuTCs).

YToOb! JOTOTHUTEIBHO MPOBEPUTH, YTO MIPU pa3pyLICHUH OJOKOB OYyAET HAUUCISTHCS TpeOyeMoe YHCIO OUKOB,
MO>KHO IPOCTO BBIBOJUTB TO YHCJIO B KOHCOJIBHOM OKHE. [[J151 3TOro 10CTaTOYHO BHECTH CIIEAYIOLIEE U3MEHEHHE B

meron OnCollisionEnter2D ckpunta BlockScript:
void OnCollisionEnter2D(Collision2D collision)

{

hitsToDestroy--;
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if (hitsToDestroy == 0)

{
print(points);
Destroy(gameObject) ;

}
else if (textMesh !'= null)

textMesh.text = hitsToDestroy.ToString();

J

Ecnu teneph mocienoBaTenbHO pa3pyIIUuTh KENThINA, 3€TICHBIA U KPaCHBIA OJIOK, TO KOHCOJILHOE OKHO IMPHUMET
BUI
El console | -
| Clear | | Collapse | Clear on Play | Error Pause | Editor ~ [LL)3] N | o
(1) 10 . . . .
= UnityEngine MonoBehaviour:print{Object)
(1) 20, : . : .
= UnityEngine . MonoBehaviour:print{Object)
(1) 40 : . ) .
= UnityEngine . MonoBehaviour:print{Object)

UToOb! 3aBepIINTh pa3jiel, CBA3AHHBIN C CO3/1aHHMEM ILA0JIOHOB, CO3/aJUM TAKKe IIA0JIOH s wapuka. s
3TOrO JOCTATOYHO nepeTamuTh 00beKT Ball u3 okna nepapxuu B nanky Prefabs okna mpoekra.
[Tanka Prefabs teneps nmpuMer okoHYATEIbHBINA BU/I;

E3 Project | =
Create ™ < | & | %

¥ &l Physics
V* BallMaterial
¥ &3 Prefabs
W Ball
iy Blue Block
¥ o Green Block
L Block Text
¥ o Red Block
L Block Text
L rellow Block
b G Resources
¥ &3 Scripts
@ BallScript
@ BlockScript
@ Playerscript

1.6 TleHepauyusi yposHeU uzspbl

[Tpumenum pa3paboTaHHbIE AOIOHBI Ul TeHEPAIlMK PA3IUYHbIX YpoBHEH Urpsl. [Ipu pazpaboTke Urp MOKHO
100 co3/1aBaTh KaXAbli HOBBIN YPOBEHb B BUE OTAEIBHOM CLIEHBI, UCMONB3Ys cpeacTBa penakropa Unity, 1ubo
IIPOrpaMMHO T'€HEPHUPOBAaTh KOMIIOHEHTHI KaXJI0OTO YPOBHSI HA OCHOBE €IMHCTBEHHOH CIieHbI. Bocmonbs3yemcs BTO-
PBIM TTOAXOJIOM.

Kaxip1if ypoBeHb UTPBI OYJET pa3indyaThCsi COCTABOM M PACIONIOKEHUEM OJIOKOB, (POHOBBIM PUCYHKOM, @ TaKKe
HaYaJIbHOM CKOPOCTHIO MIAPHKOB (YE€M BEIIIE YPOBEHb, TEM HaYalIbHAsI CKOPOCTh Ooubiie). C yBeTHUeHHEM YPOBHSI
OyZIeT TakKe YBEIUYMBATHCSA KOJUYECTBO OJIOKOB. MBI peann3yeM NMpocTeHIInii BApHaHT TeHepaliy OJI0OKOB, MPH
KOTOPOM TpeOyemMoe KOJUYECTBO OJIOKOB Pa3IMYHOTO THUITA OYJET CIIy4allHBIM 00pa30M pacroJiaraThCs B BEPXHEH
MIOJIOBUHE UTPOBOM CIIEHBI (XOTS B AaJbHEUIIIEM MOKHO MIPEIYCMOTPETh BAPUAHT 3arpy3Ku KaXJ10i KOHPHUTypauu
OJIOKOB U3 CHEIHAIbHBIX HACTPOCUYHBIX (ailyioB, a JUIsl MOATOTOBKU TakuX (aiioB MOKHO pa3padoTaTh KOHCTPYK-
TOp ypoBHei). [Ipy akTUBanMK Kaxa0ro ypoBHs OyaeM J100aBIsATh HA paKeTKy He OJIMH, a JIBa IIapuKa, YToObI, C
OJTHOW CTOPOHBI, YCIIOKHHUTD YIIPABJICHUE UMH, a C IPYTOi — Cpa3y peain30BaTh BapHaHT UTPOBOM CHTYAIlUH, KO-
IJla YUCIIO IIAPUKOB Ha CIIEHE MOXKET OBbITh OoJbile oaHoro. Iloka npu morepe Bcex MapukoB OyJaeM MpOCTO BOC-
CTaHABIWBATh 00a IIapuKa, a MPU pPa30MBAHUM BCEX OJIOKOB — BBIBOJAUTH COOOIICHHE O MPOXOXKICHUH YPOBHS B
KOHCOJIbHOM OKHE (yIIpaBJIeHUE YPOBHIMHU UTPHI Oy/I€T pealin30BaHO B CIEAYIOIIEM pa3/elie).

OrpannunM 4uciIo ypoBHeH 3HaueHHEM 30 (TI0 KOJTUYECTBO UMEIONTUXCST (POHOBBIX M300PAKECHUMN ).
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1.6.1 Co3aaHue HOBbIX UFPOBbLIX 06HLEKTOB Ha OCHOBE LIaGNIOHOB

[Tpu co3manuu HOBOTO YPOBHS MBI OyeM 3aHOBO I€HEPHPOBATh Ha CIICHE BCE MIPOBBIC OOBEKTHI, KPOME PaKeT-
KU U CTeH (MCHOJIb3ys UMEIONINECs Ia0I0HBI), TO3TOMY YJAIUTE CO CLIEHBI PacloyIoKeHHbIE Ha Hel OJI0KH, a Tak-
e IapuK.

JloGaBbTe ClieAyIONIMIA KO B onMcaHue kiacca PlayerScript:

const int maxLevel = 30;

[Range(1, maxLevel)]

public int level = 1;

public float ballVelocityMult = 0.02f;
public GameObject bluePrefab;

public GameObject redPrefab;

public GameObject greenPrefab;

public GameObject yellowPrefab;

public GameObject ballPrefab;

void CreateBlocks(GameObject prefab, float xMax, float yMax, int count, int maxCount)
{
if (count > maxCount)
count = maxCount;
for (int i = 0; i < count; i++)
Instantiate(prefab,
new Vector3((Random.value * 2 - 1) * xMax, Random.value * yMax, 0),
Quaternion.identity) ;

}
void CreateBalls()
{
int count = 2;
for (int i = 0; i < count; i++)
{
var obj = Instantiate(ballPrefab);
var ball = obj.GetComponent<BallScript>();
ball.ballInitialForce += new Vector2(10 * i, 0);
ball.ballInitialForce *= 1 + Tevel * ballVelocityMult;
}
}
void StartLevel()
{
var yMax = Camera.main.orthographicSize * 0.8f;
var xMax = Camera.main.orthographicSize * Camera.main.aspect * 0.85f;
CreateBlocks(bluePrefab, xMax, yMax, level, 8);
CreateBlocks(redPrefab, xMax, yMax, 1 + level, 10);
CreateBlocks(greenPrefab, xMax, yMax, 1 + level, 12);
CreateBlocks(yellowPrefab, xMax, yMax, 2 + level, 15);
CreateBalls();
}

void Start()
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Cursor.visible = false;
StartLevel();

J

Bce neiicTBus 1o co3qaHMI0O HOBOTO YPOBHSI MBI peanu3oBaiv B pyHkiun StartLevel, koTopas BbI3bIBaeTCs B
Mmetoze Start. B 1ol GyHKIME BHaUasie onpeaenseTcs pa3Mep o0JIacTH, B KOTOPOH OyIyT TeHEpHpPOBATHCS OJIOKU
(3Tra nHOpMaNHs onpeaenseTcs Ha OCHOBE JIAHHBIX, MOJIy4aeMbIX OT TJIABHOM KaMephl). 3aTeM co3aaercs Tpedye-
MOE YHMCIIO OJIOKOB KaXIOTO BHJA (3TO YHCIIO 3aBUCHT OT HOMEpa YPOBHS, a TAK)KE HE MOXET MPEBOCXOUTh yKa-
3aHHOT'O0 MaKCUMAaJIbHOTO 3HAa4eHUs ). B KOHIIe co31at0TCs 1Ba MapuKa.

Jlnst co3aanust 0ObeKTa Ha OCHOBE MIa0iioHa IpeycMOTpeH MeTon Instantiate. B HeM MOKHO SIBHO yKa3aTh HO-
BOE IOJIO’KEHHE 00BEKTa UM UCIIOIB30BATh MO3MIINIO, YKA3aHHYIO JUIA mabaoHa (IepBbIil BApHAHT MBI TPUMEHUITN
JUTs1 OJIOKOB, BTOPOW — JUISI IIIAPUKOB).

[Tocne co3manus mapuka Mbl JBaKIbl MOJU(PHUIMPYEM HAYaIbHYIO CHILy, KOTOpas Ha HEro NeHCTBYET: mepBas
Mo uUKaIKs 00ecreunBacT HeOOIbIIOe U3MEHEHHE TPACKTOPUH JUIsl BTOPOTO IIApUKA, a BTOpasi YCKOPSET JIBU-
’KCHHE IIAaPUKOB B 3aBUCIMOCTH OT HOMEpA YPOBHSI.

YroObl yIIPOCTHTH TECTHPOBAaHKE YpOBHEM, MbI onmcanu mous level u ballVelocityMult kak otkpsiThie; 3T0 10-
3BOJIUT HACTPaWBaTh UX 3HAYCHUs HemocpeacTBeHHO B penakTope Unity. [Tone level cHaGxeno atpubyrom, KOTO-
pBIi 0OecrieunBaeT OTOOPaKECHUE B PEIAKTOPE HE TOJBKO TEKCTOBOTO TOJSI JUIs BBOJIA 3HAYCHHMS, HO ¥ IMOJI3YHKA.
bnaronmaps 3ToMy B KauecTBE 3HAYEHHS MOXKHO yKas3aTh TOJBKO II€JIbIC YHCJIAa B JAMAna3oHe OT | 70 KOHCTAaHTHI
maxLevel, pasuoit 30.

B BHUze OTKPHITHIX MOJIEH TakKe MPeACTaBICHbBI UCTIONb3yeMble 1alnoHsl. [lepen 3amyckom mporpaMMbl Ha Ka-
KJI0€ M3 ATHX IOJICH B pElakTOpe HAJ0 MEpeTalluTh HYXHBIH mabnoH. B pesynerate xommoneHT Player Script
IIPUMET CJIETYIOIUNA BUJL:

v @ |« Player Script (Script) ﬁ &,
Script PlayerScript (o]
Level (— 1 ]
Ball Velocity Mult 0.0z
Blue Prefab iy Blue Block |
Red Prefab iy Red Block |
Green Prefab Iy Green Block (o]
Yellow Prefab wiellow Block o]
Ball Prefab L Ball (o]

YcraHoBuB 3HadeHue ypoBHs Level paBabiM 30 ¥ 3alyCTHB MPOrpaMMy, MOXHO MPOBEPUTH BEINYNHY MaKCH-
MaJIbHOTO YBEJIMYEHHUS CKOPOCTH IIapUKa U MPU HEOOXOAMMOCTH OTKOPPEKTHPOBAThH €€, YBEIIMYNB WM YMEHBIIUB
3naueHue noss Ball Velocity Mult.

1.6.2 OTKnNYeHUe B3auMOAEUCTBUS LLAPUKOB

ITpu 3amycke nmporpaMMbl MOKHO OOHApY)KHUTh, UYTO LIAPUKU TOXKE B3aUMOIEHUCTBYIOT MEXIy co0o0il (oTpaxka-
10TCs1 IpyT OT apyra). O0baHO B urpe Arcanoid mapuku He B3aMMOJICHCTBYIOT, IOITOMY B HAIIIEH HUTPEe MBI TOXKE
OTKJIFOUYMM 3Ty BO3MOKHOCTb. J[JI1 3TOr0 JOCTaTOUYHO BHECTH JONOJIHUTEIbHBIE H3MEHEHNS B MATPHILy B3aUMOJEH-
CTBUSI CIIOEB, CHSB B Hell (iakok Ha nepecedenun napel cioes Ball — Ball (mamomuuM, 910 0TOOpa3uTh MaTpuily B
OKHE MHCIIEKTOpa MOXHO ¢ moMoInbto koman el Edit | Project Settings | Physics 2D).

¥ Layer Collision Matrix
2 o
i
m = =2
g m= = o3
QLB RMEDR w g
Default (v (v [ [ [ [ [ [
TransparentFX (v (v (o [ [+ [ [« [«
Igrnore Raycast o (o (o o [+ [+ [+
Water W v [+ [ [+ [+
UI [ [ o [ [+
Wall [ [ ] [+
Player [w [+ [+
Ball [
Block [+
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1.6.3 Pa3mMmelueHune 6nokoB 6e3 HanoXxXeHuu
Jlyst ypoBHE# ¢ O0NBITMMH HOMEPAaMH CO3/1aBaeMble OJI0KH OYyT YaCcTO HAKJIAABIBATHCS APYT HA JApyTra.

UYtoOBl 3TO UCIIPaBUTH, T00aBUM ¢ onucaHue kinacca PlayerScript 1Ba BcrioMoraTenbHBIX MOJISI U OTKOPPEKTUPY-
eMm Metoj CreateBlocks:

static Collider2D[] colliders = new Collider2D[50];
static ContactFilter2D contactFilter = new ContactFilter2D();

void CreateBlocks(GameObject prefab, float xMax, float yMax, int count, int maxCount)
{
if (count > maxCount)
count = maxCount;
for (int i = 0; i < count; i++)
for (int k = 0; k < 20; k++)
{
var obj = Instantiate(prefab,
new Vector3((Random.value * 2 - 1) * xMax, Random.value * yMax, 0),
Quaternion.identity);
if (obj.GetComponent<Collider2D>()
.OverlapCollider(contactFilter.NoFilter(), colliders) == 0)
break;
Destroy(obj) ;
}
}

Temnepsb Bce O0KHU pasMCIIAOTCA Ha CIICHC 0e3 HaJIOKECHUI.



29

Mps1 ucnionsizoBanu mMeton OverlapCollider, mo3Bonsttomuii HaWTH I JTFOOOTO KoJUTaiiiepa Bce KOJUIAWIepHl,
KOTOpBIE IepeceKkaroTcs ¢ HuM. HaliieHHbIe KoJutaiiiepsl 3aHOCSATCS. B MACCUB, KOTOPBIN HAJ0 CO3/aTh MEpe.l BBI30-
BOM METO/Ia M yKa3aTh B KaUeCTBE MOCIEAHETO apamerpa. UYToObl He co3/aBaTh TAKOH MAacCHB MHOTOKPATHO, MBI
OIMHCAJIM €Tr0 Kak cTaruyeckoe moye kinacca PlayerScript (Takum 00pa3oM, STOT MacCUB Ha MPOTSHKEHUU BCEH UTPHI
OyzeT CyIiecTBOBaTh B €AMHCTBEHHOM 3K3eMIutsipe). [Ipyroi BcmoMmorarenbHblii mapameTp meroaa OverlapCollider
MBI TOXKE OTHCAII KaK CTaTUYEeCKOE ToJIe Kiacca.

[TockobKy BO3MOYKHA CHTYaIlUsl, KOTa MPH OOJIBIIIOM YHCIIE YK€ UMEIOIINXCS OJIOKOB HOBBIM OJIOK HE yJaacTcst
J00aBUTH Ha CIleHY 0€3 HaJOKEHUH, MBI IPEAYCMOTPENn MaKCUMyM 20 MOMBITOK AJIs T00aBJICHUS HOBOTO OJIOKa.
Ecnu Bce 20 mombITOK OKa3aluch HEYJaUHBIMH, TO HOBBIH OJ0K He J00aBiseTcs.

1.6.4 OO6HoBneHue ¢poHa: ucnonb3oBaHNe pecypcoB

Jlist 3aBepiieHust CO37aHMsI YPOBHSI HAM OCTAJIOCh OOHOBUTH (DOH CIICHBI B COOTBETCTBUU C HOMEPOM YPOBHSI.
[Tockoabky MBI pazMecTHiid Bce (hOHOBBIE M300pakeHHs B manmke Resources u cHaOAMIM WX MOPSAIKOBEIMH HOMeE-
pamu ot 1 10 30, A UX 3arpy3KH JJOCTATOYHO MCIIOJIb30BaTh MeTo]] Resources.Load.

Onumure B knacce PlayerScript meton SetBackground u no6aBbTe ero Bri30B B Hauano meroaa StartLevel:

void SetBackground()

{
var bg = GameObject.Find("Background") .GetComponent<SpriteRenderer>();

bg.sprite = Resources.Load(level.ToString("d2"), typeof(Sprite)) as Sprite;

void StartlLevel()

{
SetBackground() ;

J

[Tpu npeobpazoBaHuK HOMEpPaA YPOBHS B CTPOKY MBI HCIIOIB30BAIM (POPMATHYIO HACTPOUKY d2, KOTOpast JOMOJI-
HSET LIEJIOE YUCIIO CJIeBa HYJISIMH JI0 ABYX ITUQD.

BrezoB meroma SetBackground B Hauane merona StartLevel yckopsier momck xommoneHTa Background, mo-
CKOJIbKY Ha JJAHHOM 3Tarle CIieHa COJICPXKUT TOJIbKO (POH, CTEHBI U pakeTKy. MOXHO ObLIO OBl OnucaTh 0OBEKT bg B
KadecTBe ToJist kitacca PlayerScript u onuH pa3 3a1aTh ero 3HaueHUe B MeToie Start, HO 3TO HEIeIecoo0pa3Ho, TakK
KaK B JPYTUX YacTsIX MPOrPAaMMHOTO KOJia 3TOT 00BEKT He OyJeT MCIoyib30BaThes, a meton SetBackground Oyxer
BBI3BIBATHCA JOCTATOYHO pe)IKO, nu HOC—)TOMy BITIOJIHE }IOHYCTI/IMO, '—ITO6BI HpI/I Ka>XXI0M €rO0 BBI3OBC HpOI/I3BOJII/IJ'IC$I
MOBTOPHBII MOUCK HY)KHOTO KOMITOHECHTA.
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1.6.5 BoccTaHOBNeHue WapuKOB NMpU UX NoTepe: conporpaMmmbl

Ecnu mapuk yneraer 3a HUKHIOIO TPaHUILY, TO OH YHUUYTOXKAETCS, MO3TOMY JJIsi OTCIICKUBAHUS CUTYaIlUH, [IPU
KOTOPOH MOTEpsiHbI BCE MIAPUKHU, TOCTaTOYHO IMPOBEPUTH, YTO HA CIIEHE OTCYTCTBYIOT 00BEKTHI ¢ MeTKoi Ball. B
3TOM CJIy4ae Hajo CO3AaTh IIAPUKH 3aHOBO:

if (FindGameObjectsWithTag("Ball").Length == 0)
CreateBalls();

I'ne pasmectuts naHHbi GpparmeHT? ECTECTBEHHO BKIIIOUUTH €T0 B «TJIABHBII) OOBEKT UTPHI, TO €CTh B KJacc
PlayerScript. IIpocTeiimum BapuanToM ObLTO OBI TOMEIIIEHUE 3TOTO (pparmenta B meroa Update; 3To rapaHTUpyeT,
YTO Y€ B IIEPBOM KajJipe, B KOTOPOM OyIyT OTCYTCTBOBaTh BCE LIAPUKHU, OHU CO3aAyTcs 3aHOBO. OIHAKO TakKou
BapuaHT sABIseTCA HeI(D(HEKTUBHBIM, MOCKOIBKY OH TPeOyeT 10CTaTOYHO OOJBIIOro oObeMa BBIYUCICHHH Tpu 00-
HOBJICHUU KaXKJIOTO KaJipa, TOT/a Kak aHalu3upyeMoe coObITHE (MCUe3HOBEHHE BCEX LIApPUKOB) OyHeT MpOHCXOo-
IMTb PEIKO.

[Toatomy myurie cBsi3aTh TpeOyeMble AEMCTBUSI C CUTYallMel, KOT/Ia UCYEe3aeT OJUH U3 HIAPUKOB. DTy CUTYAIHIO
JeTKo pacro3Hath B o0bekTe BallScript, mockonbky oHa cBszaHa ¢ ero coositnem OnTriggerEnter2D. Urak, onu-
meM B kiacce PlayerScript meton BallDestroyed u BeizoBeMm ero B metoze OnTriggerEnter2D knacca BallScript:

/] HoBbiti MeTog Knacca PlayerScript
public void BallDestroyed()

{
if (FindGameObjectsWithTag("Ball").Length == 0)

CreateBalls();

/] n3meHeHHb metogq Knacca BallScript
void OnTriggerEnter2D(Collider2D other)

{
audioSrc .PTayOneShot (ToseSound) ;

Destroy(gameObject) ;
playerObj.GetComponent<PlayerScript>() .Bal1Destroyed() ;

}

OnHako Mpu 3amycke HOBOTO BapHaHTa UIPhl Mbl OOHAPYXKHUM, YTO B CIIydae MCUE3HOBEHUS BCEX IIAPUKOB HO-
BbI€ IIAPHKH HE co3narotcs. JlobaBuM oreparop oTiagouHoi neyaru B metoa BallDestroyed:

print(FindGameObjectsWithTag("Ball") .Length);

3amycTHB UTpy MOBTOPHO, MBI MOXKEM YOEIUThCS, UTO mpu notepe mapuka mero BallDestroyed Bei3biBaercs,
HO BO3BpalllaeMOe B HEM YHCJIO [IAPHKOB BCE €I1l€ YYUTHIBACT TOJBKO UYTO MOTEPSIHHBIN MapuK (MpH MoTepe nepBo-
IO IIapuKa BBIBOJIUTCS YHUCIIO 2, a IPU NOTEPE BTOPOro — yucio 1). ITo cBsi3aHO ¢ TeM, YTO BbI30B MeToza Destroy
HE NMPUBOJIUT K HEMEJUICHHOMY YAAJCHUIO 0OBEKTa CO CLIEHBI (XOTs yJaJIeHUE U IPOUCXOJUT OUY€Hb OBICTPO).

OnHUM U3 BapUaHTOB PEIICHHS BBISBICHHON MPOOJIEMBI SBISETCS «OTIOKEHHOE) ONPENeICHNE TeKYIETro YHC-
7a mapukoB (Hanpumep, depe3 0.1 ¢ mocie MCYe3HOBEHMSI OYEPEAHOro mapuka). st peann3anuu OTI0KEHHBIX
neiictuii B Unity mpeaycMOTPEHO HECKOIBKO MEXaHU3MOB, OJTHUM M3 KOTOPBIX SIBIISTFOTCSI COMIPOTPAMMBI.

ITpu BBIMONHEHUH COPOrPaMMBbl MOXHO yKa3aTbh B HEil TpeOyeMyo nay3y, KOTOpasi IpUOCTAaHOBUT BBIITOJHEHHE
ATOM COMPOTpaMMBbl, He TPUOCTAHABIINBAsI BHIMOJIHEHUE BCEH UTPHL. B HamieM cirydae comporpammy Hazo 3arryc-
KaTh U3 00bekTa PlayerScript, Tak kKak eciu ee 3anmycTUTh U3 o0bekTa BallScript, ona Oyzner HeMeuIeHHO 3aBepiie-
Ha MPH pa3pyIIeHNH dTOT0 00BEKTa, M MOITOMY HE YCIIEeT BHIIOJIHUThH TPeOyeMble NeHCTBHUS.

Hrak, onmiiem BcriomoratenbHyro conporpammy BallDestroyedCoroutine B kiracce PlayerObject, nepemecTus B
Hee JIelicTBus, paHee ykaszaHHbie B Metone BallDestroyed, a 8 merone BallDestroyed mpocro BeI30BeM 3Ty compo-
rpammy:

IEnumerator BallDestroyedCoroutine()

{

yield return new WaitForSeconds(0.1f);
if (FindGameObjectsWithTag("Ball").Length == 0)
CreateBalls();

public void BallDestroyed()
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{
}

Tenepb IIpHU UCUYC3HOBCHHU BCCX MAPUKOB HAa PAKCTKEC aBTOMATUYCCKU IMOABJIAIOTCSA ABAa HOBBIX LIApUKA, JJIA 3a-
ITyCKa KOTOPbIX, KaK O6BI‘IHO, HaJ10 IICJIIKHYTb JIEBOM KHOITKOM MBIIIN WJIM HaXKaTh JICBYIO KJIaBHUITY Ctrl.

StartCoroutine(Ball1DestroyedCoroutine());

1.6.6 T[lpoBepkKa NpoxoxaeHUsa ypoOBHA

YPpoBEeHb CUMTACTCSl IPOUICHHBIM, €CIIM Pa3pylICHBI Bce OJIOKHM (32 HCKIIOYSHHEM 0CO00 MPOYHBIX CHHUX 0JI10-
KOB, KOTOpPbIE pa3pylIaTh HE00A3aTeNbHO). 3aMETUM, UYTO BCE OJIOKH, KpOME CHHMX, HMEIOT MeTKy Block, mostomy
JUISL TIPOBEPKHU MPOXOXKICHUS YPOBHSI JJOCTATOYHO MPOAHAIU3UPOBATH YKHCIIO OJOKOB, OCTABIIMXCS HA CIICHE, MPU-
YeM STOT aHAJIU3 MOKHO IPOBOJUTH JIUIIIb B MOMEHT pa3pylleHus] Kakoro-immoo 6ioka. Takum oOpa3oM, cuTyanus
OYCHB MTOX0KA Ha paHEee PACCMOTPEHHYIO CUTYAIIMIO C aHAIIM30M YHCJIa OCTaBIINXCS TIAPUKOB.

Omumem c¢ kmacce PlayerScript HoBbii Meron BlockDestroyed u cBsi3aHHYIO € HHM CONpOrpamMmy
BlockDestroyedCoroutine. IIpenycmorpum B Meroae BlockDestroyed mapamerp points, B KOTOpoM OyneT yka3bl-
BaThCs YHMCIIO OYKOB, MOJTYUYECHHBIX B PE3YJbTaTe pa3pylieHHs O0JoKa (3TOT mapaMeTp MbI UCIOIb3yeM BIOCIE/CT-
BUH, KOrna OyJaeM peaar30BbIBaTh CUCTEMY IOJICUYeTa OYKOB). DakT MPOXOXKACHUS YPOBHS OylieM IMOKa OTMEdaTh
JIMIIB BBIBOJOM COOTBETCTBYIOMIETO COOOIICHUS B KOHCOJIBHOM OKHE.

IEnumerator BlockDestroyedCoroutine()
{
yield return new WaitForSeconds(0.1f);
if (GameObject .FindGameObjectsWithTag("Block") .Length == 0)
print("Level complete!");

}

public void BlockDestroyed(int points)
{

}

Meton BlockDestroyed 6yaer Bei3biBaThest w3 merona OnCollisionEnter2D kmacca BlockScript. s Toro uto-
ObI M3 3TOr0 METO/Ia MOKHO OBIJIO 00paTHTHCS K MeToaM kiacca PlayerScript, no6asum k kimaccy BlockScript mo-
ne playerScript u uHHIIHANTH3UPYEM €ro B KOHIIe MeToa Start:

PlayerScript playerScript;

StartCoroutine(BlockDestroyedCoroutine());

void Start()
{

playerScript = GameObject.FindGameObjectWithTag("Player")
.GetComponent<PTayerScript>() ;

J

void OnCollisionEnter2D(Collision2D collision)

{

hitsToDestroy--;

if (hitsToDestroy == 0)

{
Destroy(gameObject) ;
playerScript.BlockDestroyed(points) ;

}

else if (textMesh != null)
textMesh.text = hitsToDestroy.ToString();
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1.7 XpaHeHue obuwjux GaHHbIX U2Pbl U NepeKIrnYeHue Mexaoy ypoeHsIMU

CMmeHa ypoBHS B UTPE OOBIYHO COTIPOBOXKIACTCS 3arpy3Koi HOBOH CIICHBI; P 3TOM CTapasi CIICHa pa3pymiaceTcs
BMECTE€ CO BCEMM HaxOIIIIUMHCS Ha Hel oObekramu (xora y kimacca GameObject mpenycMOTpeH MeETOo[
DontDestroyOnLoad(obj), koTopslii oTMEHSIET pa3pylicHHe 00BEKTa Obj IpHu cMeHe clieHbl). B TO ke BpeMs s
KaX/101 UTpBl UMeeTCss HaOOp NaHHBIX, KOTOPBIN JOJDKEH COXPaHATHCS MPU CMEHE YPOBHEH (B 3TOT HAbOp, B 4acT-
HOCTH, MOXKET BXOJHMTh TEKYIIHI HOMEP YPOBHs). DTOT HA0OP MOKHO XPaHUTh B BHJIE CTATUYECKUX ITOJICH KaKOTo-
100 CKPHUIITA, MOCKOJBKY CTATHUECKUE TOJISI KJIacca COXPAHSIOTCS MPH Pa3pyHICHHH €ro SK3eMIUsipoB. OHaKo
cpena Unity npenoctaBisieT aabTePHATUBHBIA MEXaHU3M JUTS CO3JJaHUS «TIOCTOSIHHBIX» 00BEKTOB, CYIIECTBYIOIINX
HE TOJBHKO Ha MPOTSHKEHUHM BCEH WIPbI, HO Ja)Ke TOCIE ee 3aBepIueHHs (IpU yCIOBUHU €€ 3alycKa U3 pedaKTopa
Unity). 310, B 9aCTHOCTH, YIPOIIAET OTIAJKY UTPBHI, TAK KaK JaeT BO3MOXXHOCTh SBHOH HACTPOWKHU €¢ MapaMeTpOB
B penakrope Unity HemocpencTBeHHO mepea 3amyckoM. OTMedeHHass BO3MOKHOCTh 00ECTIEYMBACTCS C TIOMOIIBIO
0COOBIX OOBEKTOB, SIBIISIONTUXCS MOTOMKaMH Kiacca ScriptableObject. [IpommoctpupyeM ee Ha puMepe Haleu
UTPBIL.

1.7.1 Co3paHue obbekTa TMna ScriptableObject n ero noaknoyeHne K UrpoBomy
06 BbeKTy

Co3naiite HOBBIM ckpunT ¢ uMeHeM GameDataScript 1 U3MeHUTE ero 3aroTOBKY CI€IYIOIINUM obpazoM:
using System.Collections;

using System.Collections.Generic;

using Unityengine;

[CreateAssetMenu(fileName = "GameData", menuName = "Game Data", order = 51)]
public class GameDataScript : ScriptableObject

{
public int level = 1;
public int balls = 6;
public int points = 0;
}

OO6patuTe BHUMaHKME Ha TO, YTO MPEIKOM JAHHOTO Kjiacca J0JDKeH ObITh He kiacc MonoBehaviour (kak mpemia-
raercs 1o ymoidaHuio), a kimacce ScriptableObject. Mer momectrnu B kimace GameDataScript mosnst, coaepxariue
uHpOpMaIHIO 00 UIpe «B LIEJIOM»: TEKYLUIHH HOMEpP YPOBHS, KOJMUYECTBO UMEIOIIUXCS APUKOB M YHUCIO HaOpaH-
HBIX OYKOB.

JIro6oit oowexT Tuna ScriptableObject Hago coznaBate Ha dTane pa3paboTku urpsl. Jis peanusanuu 3Toi BO3-
MOXXHOCTH TI€pe/] OITMCAaHUEM COOTBETCTBYIOIIETO Kiiacca ykasbiBaeTcsi atpuOyT CreateAssetMenu, 100aBIs FOIIHI
B MeHIO Assets | Create HOByr0 KOMaHIy JUIsl CO3JIaHUS DK3EMILIsIpa JaHHOro Kiacca. B mapamerpe fileName yka-
3BIBACTCS UMSI, 1TOJI KOTOPBIM CO3JIAaHHBIN SK3EMILISP MOSIBUTCA B OKHE MPOEKTa (B JabHEHUIIIEM 3TO MMS MOYKHO
M3MEHUTH), B TapaMeTpe menuName yka3bIBaeTcsl UMsi KOMaHIbl, KOTopas OynaeT no0aBieHa B MEHIO, a TapaMeTp
order Mo3BOJISET 3a7JaTh MOJIOKEHNE 3TOM KOMaH bl CpeN UMEIOUINXCA KOMaH [ (3HaueHue 51 momenaer KoMaHay
cpa3y mociie komanabl Folder, mockonbky kaxaas rpymnmna komana MeHio Assets | Create CBSI3bIBaeTCS C Uarnaso-
HOM u3 50 HOMepOoB).

Coxpanute ckpunt GameDataScript, Bepaurecs B penakrop Unity u BeimosinuTe komanay Game Data, kotopast
nosiBUTCA B MeHIo Assets | Create. B pesynbrare B okHe npoekTa nosButcs o0bekT GameData. IleperamuTe ero B
nanky Scripts; Mpu 3TOM MHanka IpuMeT CIeAYIOIUN BUI:

¥ & Scripts

@ BallScript

BlockScript
_ GameData
@ GameDatasScript
@ FlayerScript
ITpu BeIennenun oobekta GameData B OkHe HHCTIEKTOpa 0TOOPaXaroTCs €ro MoJs:
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@ Inspector | a =

E GameData @ #,

| Open |

Script GameDataScript @
Level 1
Balls &
Points ]

[TonxmrounTe co3aHHBIN 00BEKT K UTpoBOMY 00BeKkTy Player, no6aBuB B onucanue kiacca PlayerScript qomon-
HUTEJIBHOE OTKPHITOE MOJIE:
public GameDataScript gameData;
[Tocne coxpaneHust ©I3MEHEHHOTO TeKCcTa ckpunta PlayerScript B ero paszene B OKHe HHCIIEKTOpA MOSBUTCS HO-
Boe nosie Game Data, Ha KoTopoe Hano neperammTh 00bekT GameData u3 okHa mpoekTa:

¥ || ¥ Player Script (Script) g #
Script PlayerScript @
Level ((— 1 ]
Ball Velocity Mult 0.02
Blue Prefab W Blue Block ]
Red Prefab WRed Block @
Green Prefab W Green Block ]
Yellow Prefab wiellow Block @
Ball Prefab i Ball ]
Game Data L GameData (Ga @

Tenepb MBI MOKEM TONTy4YaTh U MU3MEHATH JaHHbIe 00bekTa GameData u3 oowvekra PlayerScript, mpuuem stu
TaHHBIE COXPAHATCS Jake MpH pa3pylieHnn oobekTa Player (koTopoe OyaeT mponucxXoanuTh PH CMEHE CIEHB).

1.7.2 TMopacuyeTt o4ykoB

Bhauaie peaqnsyeM IMpOCTEHITYI0 BO3MOKHOCTE: MTOJCYET OYKOB M MX coxXpaHeHne B 00bekTe GameData. Jlnst
3TOr0 J0CTaTOYHO J00aBHUTh €IMHCTBEHHBIN HOBEIM omeparop B metoa BlockDestroyed kiacca PlayerScript:
public void BlockDestroyed(int points)

{
gameData.points += points;
StartCoroutine(BlockDestroyedCoroutine()) ;

J

JUist MpOBEPKH 3aIyCTUTE UIPY, MPEABAPUTEILHO BBIIEIUB B OKHE IpoekTa 00bekT GameData, 4To0b! ero gan-
HBbIE OTOOpaXaluch B OKHE WHCHeKTopa. [Ipu pa3pymieHun O610KOB 4HCIIO OYKOB B Toje Points Oyzer yBenndu-
BaThCSL.

Korga wurpa Oynmer ocraHoBieHa, naHHble B moje Points coxpanarcs. OTo oTian4aeTr OOBEKTHl THIMA
SriptableObject or 06bekToB MonoBehavior, 17151 KOTOPBIX MMOCiE 3aBEPLISHHUS UTPbl BOCCTAaHABIMBAIOTCS JaHHBIE,
yKa3aHHbIE Tepe]] ee 3amyckoM. Takoe noBezeHne oobekTa SriptableObject MoxkeT okazarbest yA0OHBIM JUIsl OTIa -
KU UTPBI, HO B CTaHAAPTHOM peXHMe HEOOXOIMMO HAUMHATh UTPY C UCXOIHBIX HacTpoek. [ToaTromy npenycMoTpum
BapHaHT aBTOMAaTHYECKOTro cOpoca HacTpoek oObekTa GameData.

N3mennte ckpunt GameDataScript:

public class GameDataScript : ScriptableObject

{
public bool resetOnStart;

public int Tevel = 1;
public int balls = 6;
public int points = 0;

public void Reset()
{

level = 1;
balls = 6;
points = 0;
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J

Kpome Toro, mamenute ckpunt PlayerScript, 106aBUB Kk HEMY HOBOE CTATHYECKOE TOJIC€ W JOMOJHUB METOJ]
Start:

static bool gameStarted = false;

void Start()
{

Cursor.visible = false;
if (!gameStarted)

{

gameStarted = true;
if (gameData.resetOnStart)
gameData.Reset();

}
StartlLevel();

J

Tenepp B Havane urpsl, koraa o0bekT PlayerScript co3maercst mepBblii pa3, ero crarmueckoe mose gameStarted
Oyzner paBHo false, B MeTozne Start ero 3HaueHue OyAeT M3MEHEHO Ha true W B JaJbHEWIIEM yxe He Oymer u3Me-
HATHCSI HA IPOTSDKEHUH BCel Urpbl. B MOMeHT u3MeHeHus mos gameStarted Ha true poBepsieTCsl 3HAYCHUE TIOJISI
gameData.resetOnStart, u eciu oHO paBHO true, MPOUCXOIUT cOpOC BeeX HacTpoek oobekTa GameData.

Takum 00pa3oM, eciii Mbl XOTUM, YTOOBI IIPH 3aITyCKE UTPhI COXPaHEHHBIC paHee HACTpoiikh 00bekTa GameData
aBTOMATHYECKH COPaChIBAIINCH, HAM JIOCTaTOYHO yCTAaHOBUTH (uraxok Reset On Start (KOTOpPBIi Tenephb MOSIBUTCS B
OKHE WHCIIEKTOPA JIJIsl 3TOT0 00BEKTA):

© Inspector | =
GameData @ #

< (Open)

Script GameDataScript | @

Reset On Start [+

Level 1

Balls 6

Points 150

Ecmu TCICPh 3aIyCTUTh UT'PY CHOBA, TO MOXHO YBUACTD, UYTO YUCJIO OYKOB 06Hy1'II/ITC$I.

[TomuepkHem, uto naHHbIe 00BekTa GameData coxpaHstoTCs TOCe OCTAHOBKU UTPHI TONBKO B peaakTope Unity.
Ecnu crenepupoBath exe-¢haii ajs Halled Urpsl, TO IPH KaXJA0M ero 3amycke 00bekT GameData Oyner nHuUIMA-
JTU3MPOBATHCA 3aHOBO, C YUYETOM T€X HACTPOEK, KOTOPhIE yKa3aHbl B OKHE HHCIIEKTOPA.

1.7.3 CwmeHa ypoBHeu
Teneps peanuszyemM CMEHY YpOBHEH MpU pa3pylIeHHUU BceX OJIOKOB. JIJis 3TOro JOCTATOYHO BHECTH B CKPHUIIT
PlayerScript Tpu HEGOIBIINX U3MEHEHHUS.
Jlo0aBbTE B CIIUCOK AUPEKTUB USINE HOBYIO TUPEKTUBY:
using UnityEngine.SceneManagement;
Nsmenute metoa BlockDestroyedCoroutine:
IEnumerator BlockDestroyedCoroutine()
{
yield return new WaitForSeconds(0.1f);
if (GameObject .FindGameObjectsWithTag("Block") .Length == 0)

{

’

if (level < maxLevel)
gameData.level++;
SceneManager .LoadScene("MainScene") ;
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J

Jlo6aBbTe HOBBIM omeparop B MeTox Start:
void Start()

{

Cursor.visible = false;
if (!gameStarted)

{

gameStarted = true;
if (gameData.resetOnStart)
gameData .Reset () ;

)

level = gameData.level;
StartlLevel();
}

Teneps mpu pa3pymieHuu BceX OJOKOB MPOUCXOAUT aBTOMATHUECKUN MePEX0/1 Ha HOBBIM YPOBEHbB, 3a UCKITIOYE-
HUEM CUTYallld, KOoTJa yke npoiineH nociueanuii, 30 yposens. Ecnu npoiinen 30 ypoBeHb, TO OH OyaeT 3arpyxeH
3aHOBO.

3ameuyanue. AbTEPHATUBHBIM BAPUAHTOM IPH YCIIEITHOM NMPOX0KIeHUHU 30 ypOBHS SBIISETCS 3aBEPILICHUE Te-
KYIIEH UTPBI C BBIBOJAOM Ha SKPaH COOTBETCTBYIOIIETO COOOIICHUS. DTOT BapHaHT TpeOyeT paboThl ¢ HHTEpdEiic-
HBIMU DJIEMEHTaMH, KOTOPBIE MBI 3/I€Ch MOAPOOHO HE paCCMaTPUBACM.

1.7.4 [OewnctBusi npm noTepe wapuka

Hakonen, peann3yeM AONOJHUTENBHBIE ACUCTBUSA MPU NOTEPE MIapuKa. Bo-NepBbIX, IPU KaXK10M TaKOW IOTepe
HaJ0 YMEHbIIATh YHCIIO JOCTYIHBIX MIapuKoB (B 00bekTe GameData), BO-BTOpPBIX, IPH MOTEPE BCEX IIAPHKOB Ha
UIPOBOM I10JI€ HAJI0 UX BOCCTAHABIIMBATH 33 CYET UMEIOLIETOCs pe3epBa.

Kpome Toro, Hano npeaycMoTpeTh clienuanbHble JEHCTBUS NIPU UCYEPIIAHUN pe3epBa apuKoB. B aToil cutya-
11U (KaK U B CUTYyalluu ¢ NpoxoxaeHueM 30 ypoBHsI) MO>KHO ObLIO Obl 3aBEPILIATh UTPY C BHIBOJOM COOOILEHUS, HO
MBI peanu3zyeM 0oJiee MPOCTON BapUaHT: HEMEIJICHHO 3aIlyCTUM HOBYIO MDY, 3arpy3uB €€ | ypOoBEHb.

Kak u npu cmeHe ypoBHeM, /Ui peaqn3alyuy BCeX OMUCAHHBIX BO3MOXHOCTEH J1OCTAaTOYHO BHECTH HEOOJbIINE
u3MeHeHus B ckpunt PlayerScript.

B metozne CreateBalls npeaycmoTpuM cutyarmio, Korja B pe3epBe 0CTaics TOJbKO OJWH IIAPHK, U TIOATOMY TIPU
BOCCTAHOBJICHUM IIAPUKOB HA CLICHE NIPUAETCS CO3AaBaTh €AUHCTBEHHBIN IAPHK:

void CreateBalls()
{
int count = 2;
if (gameData.balls == 1)
count = 1;
for (int i = 0; i < count; i++)
{
var obj = Instantiate(ballPrefab);
var ball = obj.GetComponent<BallScript>();
ball.ballInitialForce += new Vector2(10 * i, 0);
ball.ballInitialForce *= 1 + level * ballVelocityMult;

J

[Ipu notepe mapuka 6yaemM yMEHbIIATh UX PE3EpPB:
public void BallDestroyed()
{
gameData.balls--;
StartCoroutine(BallDestroyedCoroutine());
}
HpI/I IOTEPE BCEX MIAPHWKOB HA MT'POBOM IIOJIC 6y,Z[CM BOCCTAaHABJIMBATh IIapHUKKU U3 PE3C€pBa, a €CIU PE3CPB HC-
4yepraH, TO HAYMHATh UTPY 3aHOBO:
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IEnumerator BallDestroyedCoroutine()
{
yield return new WaitForSeconds(0.1f);
if (GameObject .FindGameObjectsWithTag("Ball") .Length == 0)
if (gameData.balls > 0)
CreateBalls();
else
{
gameData.Reset();
SceneManager .LoadScene("MainScene") ;

}

YroObl yCKOPUTH TECTHUPOBAHUE JOOABICHHBIX BO3MOXKHOCTEH, y100HO CHATH (uaxkok Reset On Start mist 00b-
exta GameData u yMEHBIINTD YUCIIO PE3EPBHBIX MIAPUKOB (10 TpeX, ABYX MM OAHOro). [l TECTUpPOBAaHUS CUTYa-
LIUH, CBSI3aHHOW C HA4aJOM HOBOW UIPhI (U 3arpy3KOl IEPBOIr0 YPOBHs), MOKHO 33aTh HadyajlbHbIH YPOBEHb PaB-
HBIM 2.

1.8 Omob6paxeHue meKyu,e20 COCMOSIHUS U2pbl

B Hacrosiiiee Bpems JaHHBIE, CBSI3aHHBIC C UTPOM (HOMEp YPOBHS, YHCIIO JOCTYIHBIX HMIAPUKOB M KOJIUYECTBO
HaOpaHHBIX OYKOB) OTOOPAXKAIOTCS TOJBKO B OKHE MHCIEKTOpA MpH BeIOOpe oObekta GameData. /lo6aBum 3Ty nH-
¢dopmanuro Ha cueHy. [l 3Toro Bocronp3yemMcs MpOCTEHIINM BApHaHTOM UIPOBOTO HHTEpdelica, OCHOBaHHBIM Ha
obpadoTtunke coObrtust OnGUI (3ameTm, uto 1t mocieaaux Bepeuit Unity peKOMEHIyeTCsl UCTIONb30BaTh APYron
BapuaHT rpaduyeckoro uHrepgeiica, B KOTopoM Bce MHTEp(hEiiCHbIe 00BEKTHI CO3AI0OTCS M PEIAaKTHPYIOTCS I10-
NO0OHO OOBIYHBIM UTPOBBIM OOBEKTAM).

Jlo6aBbTe B onmcanue kiacca PlayerScript HOBbIN MeTO:

void OnGUI()
{
GUI.Label(new Rect(5, 4, Screen.width - 10, 100),
string.Format(
"<color=yellow><size=30>Level <b>{0}</b> Balls <b>{1}</b>"+
" Score <b>{2}</b></size></color>",
gameData.level, gameData.balls, gameData.points));

}

Tenepb ITpU 3aIlyCKE UI'PDBI HA BerHeﬁ CTCHC BBIBOAUTCA I/IH(I)OpMaI_II/IH, CBA3aHHas € €€ TCKYIIUM COCTOAHUCM.

€ Game
Display 1

OOparuTe BHUMaHUE HA TO, YTO JUIsl HACTPOMKM pa3Mmepa M LBeTa MIpUQTa, a TAKXKe ero CTUI (IOTyKUPHBINA
WM KyPCUBHBIN) MOYKHO HCII0JIb30BATh TErH, aHaornuHble TeraMm HTML.
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1.9 JononHumenbHbIe 38yKo8ble 3¢hgheKmbI U yripassieHuUe umu

B nanHoMm paszene Mbl 100aBUM K UTpe JOIMOJHUTENbHBIE 3BYKOBBIE A3PGEKTHI U MPETyCMOTPUM CpEICTBA s
UX OTKJIIOYECHUSI.

1.9.1 CwurHan npu yBenn4eHMM KOnm4yecTtBa O4KOB
Brauane 1o6aBumM 3ByKOBO# 3¢ (eKT, CBSI3aHHBINM ¢ YBETUYCHUEM OYKOB. J[Jis1 3TOr0o J00aBUM MOJIS 711 KOMITO-
HeHTa Audio SOUrce m cooTBeTCTBYIOIIETO 3BYKOBOro ¢aina k kiaccy PlayerScript, B MmeTone Start mogkimodnm
HY>XHBII KOMITOHEHT M BBI30BEM 3BYKOBOH (aiin B meTone BlockDestroyed:
AudioSource audioSrc;
public AudioClip pointSound;

void Start()
{

audioSrc = Camera.main.GetComponent<AudioSource>();

public void BlockDestroyed(int points)
{
gameData.points += points;
audioSrc.PTayOneShot (pointSound) ;
StartCoroutine(BlockDestroyedCoroutine());
}
[Tocne coxpaneHusi ckpurnrta U Bo3BpaTa B penakrtop Unity HaIo mepeTamuTh 3ByKOBOW (ailn point Ha moie
Point Sound kommonenTa Player Script.
Tenepb IIpU YBCIMYCHHUU YHCJIA OUKOB BbIAACTCA 0COOBIN SBYKOBOﬁ CUT'HAJI.

1.9.2 ®oHoBas My3bika

Jlo6GaBuM Takxke (OHOBYIO MY3BIKY. [l 3TOr0 ITOCTaTOYHO MEpeTaniuTh 3BYKOBOM daitn Ricochet Xtreme Ha
nosie AudioClip komnonenta Audio Source oobekTa Main Camera. [Ipu 3TOM *kenaTenbHO YMEHBIIUTh YPOBEHb
rpomkoctu 70 3HadeHus 0.2. Kpome Toro, He06X0auMO yCcTaHOBHUTH (hrakok Loop, uToObl oHOBass My3bIka BOC-
IIPOU3BOAUIACH HENPEPHIBHO HA MPOTSHKEHUU IPOXO0XKIECHUSA BCEr0 YPOBHS.

Henouer. Ilpu 3amycke Urpbl MOXKHO OOHApY>KUTh, YTO Temeph 3BYKOBbIE () (HEKThl BOCIPOU3BOISATCS THUIIIE,
4YeM paHblle. ITO OOBSCHIETCA TEM, UYTO MPU UX BOCHPOU3BEICHUH HMCIIOJIb3YETCS YPOBEHb T'POMKOCTH, YCTaHOB-
neHHbl B komnoHeHTe Audio Source. UToObI yBEIUYUTH TPOMKOCTH 3BYKOBBIX 3()PEeKTOB, HE N3MEHSSI TPOMKOCTH
(OHOBOM MY3BIKH, IOCTATOYHO HUCIIOJIb30BaTh BapuaHT MeToja PlayOnShot ¢ nByms napamerpamu, BTOPBIM U3 KO-
TOPBIX SABIISETCS MHOXKUTEIb, HA KOTOPBIN YBEJTMUYHUBAETCS YCTAHOBJICHHBIN YPOBEHb IPOMKOCTH:

/] un3meHenne B metoge BlockDestroyed knacca PlayerScript
audioSrc.PlayOneShot (pointSound, 5);

/] n3meHenne B metoge OnlriggerknterZD Knacca BallScript
audioSrc .PTayOneShot (1oseSound, 5);

/] n3meHeune B metrofe OnCollisionEnterZD knacca BallScript
audioSrc .PTayOneShot (hitSound, 5);

1.9.3 OTtkntoveHue 3ByKOBbIX 3dpheKkToB U hOHOBON MY3bIKN
Hpe,Z[YCMOTpI/IM TaKKC KOMaHABI, IMTO3BOJIAOIMINEC OTKIIFOYATh (a B ,[[aJ'IBHCI\/'IIJ_ICM IMOBTOPHO BI(J'IIO‘-IaTB) 3BYKOBBIC
a3 dexThr 1 GOoHOBYIO MY3BIKY. [I0CKONBKY 3T EWCTBHS JAOHKHBI BIUSATH HA UTPY B IIEJIOM, & HE Ha OT/ACIIbHBIC
YPOBHHU, CICAYCT CBA3aTh COOTBCTCTBYHOIIUC HaCTpOﬁKH ¢ oopexkToM GameData. HOBTOMy I[OG&BLTC B CKpPHUIIT
GameDataScript 1Ba HOBBIX ToJist THIIA bool:
public bool music = true;
public bool sound = true;
B kinacce PlayerScript onummte BcrioMoraTellbHYIO () yHKITHIO
void SetMusic()
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{
if (gameData.music)
audioSrc.Play();
else
audioSrc.Stop();
}

B meton Start 106aBbTE BBI30B 3TOM (DYHKIHH:
void Start()

{

SetMusic() ;
StartlLevel();
}
B meton Update no6aBsTe 00paboTky kiaBuil M u S (riepBasi HepeKiIrouaeT peKUM BOCIIPOU3BeIeHHS (POHOBOM

MY3bIKH, BTOpasi BKJIIFOYAET WK OTKIIOYAET 3BYKOBBIC D (DEKTHI):
void Update()

{
var mousePos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
var pos = transform.position;
pos .x = mousePos .x;
transform.position = pos;
if (Input.GetKeyDown(KeyCode.M))
{
gameData.music = !gameData.music;
SetMusic();
}
if (Input.GetKeyDown(KeyCode.S))
gameData.sound = !gameData.sound;
}

Haxkonerr, 100aBbTe COOTBETCTBYIOIIYIO MpoBepKy B MeTo 1 BlockDestroyed:
public void BlockDestroyed(int points)

{
gameData.points += points;
if (gameData.sound)
audioSrc.PlayOneShot (pointSound, 5);
StartCoroutine(BlockDestroyedCoroutine()) ;
}

AHanornyHble TPOBEPKH Ham0 A00aBUTh M B ckpuntT BallScript, omHako mepea 3TUM HaAO CBsI3aTh JAHHBIN
ckpunTt ¢ oobexkToM GameData. J{7st aToro 106aBbTe B Habop moseii kiacca BallScript HoBoe more:
public GameDataScript gameData;
Hcnonw3yiiTe mpoBepky moist gameData.sound mepes Bocpon3BeieHHEM 3BYKOBBIX 3P HEKTOB:
/1 n3meHeune B metoge OnTriggerknterZD knacca BallScript
if (gameData.sound)
audioSrc .PlayOneShot (loseSound, 5);
/] n3merHenne B metoge OnCollisionEnterZD knacca BallScript
if (gameData.sound)
audioSrc .PTayOneShot (hitSound, 5);
[Tocne coxpanenus ckpunta BallScript u Bo3Bpamienus B penakrop Unity HeoOxoaumo BeienTh mabdiaon Ball
B narnke Prefabs u meperamuts 06bpexT GameData na mone Game Data kommonenta Ball Script B okHe nHCnIEKTOpa
(B KOTOPOM B 3TOT MOMEHT OyIyT OTOOpakaThCsi KOMIIOHEHTHI madinona Ball):
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v || ¥ Ball Script (Script) Qg #
Script BallScript @
Ball Initial Force

X100 ¥ 300
Hit Sound ~ hit o]
Lose Sound ~ lose @
Game Data L GameData (Ga ©

[Tpu TecTupoBaHUU UTPHI yI0OHO OTOOpPA3UTh B OKHE MHCIIEKTOpa 00bekT GameData; B 3TOM citydae npu nepe-
KJIFOUCHHHU 3BYKOBBIX PEKHMOB MBI JOOJTHUTEIBHO YBHIUM, KaK H3MEHSIOTCS COCTOSHUS (piaskkoB music u sound.
YroObl IpY TECTUPOBAHUU HOBBIX BO3MOXKHOCTEH WTPBI BPEMEHHO OTKIIOYATh 3BYKOBBIE 3()()EKThI, JOCTATOYHO
CHATBH COOTBETCTBYIOIINE (pIIayKKK B OKHE MHCIIEKTOpa U1t 00bekTa GameData.

Ilepen renepanueii exe-(haiina He0OOXOAUMO YCTAaHOBUTH 00a (iaxkKa, CBSI3aHHBIX CO 3BYKOBBIMH 3¢ (deKramu,
€CJIM MBI XOTUM, YTOOBI 3TH 3 (PEKTHI OBUIH BKIIOYECHBI P 3aITyCKE UTPHI.

1.10 JonosnHumenbHbIe u2po8bie 803MOXXKHOCMU
3aBepias pa3paOOTKy HaIIeH UTPhl, J0OABUM B HEE €I11e HECKOJIBKO MMOJIE3HBIX BO3MOYKHOCTEH.

1.10.1 HeGonbloe naMmeHeHMe TPaeKToOpUU LapuKoB

B mpomecce Urpbl MOXHO 3aMETHTh, YTO WHOTJA IIAPUKH BBIXOIST HA «CTAIIMOHAPHYIO» TPACKTOPUIO, HAIIPHU-
Mep, HAYMHAIOT JICTaTh 110 TOPU3OHTAIH OT OJIHOW CTEHBI 110 Apyroi. [IpeaycMoTpuM crienuanbHyrO KIaBumny J s
HEOOJIBIIIOr0 W3MEHEHUSI TPACKTOPHH, MO3BOJISIFOIIECTO BBHIBECTH MIAPHKU M3 CTAlIMOHAPHOTO pekuma. J[s 3Toro
no6asuM B meto] Update kinacca BallScript HOBBI# parmeHT:

if (!rb.isKinematic &% Input.GetKeyDown(KeyCode.J))

{
var v = rb.velocity;
if (Random.Range(0,2) == 0)
v.Set(v.x - 0.1f, v.y + 0.1f);
else
v.Set(v.x + 0.1f, v.y - 0.1f);
rb.velocity = v;

}

B manHOM (parMeHTe MPOUCXOAUT HEOOJIBIIOE M3MEHEHHWE CKOPOCTH IIApHKa, TMPUYEM CIy4alHBIM 00pa3oM
BbIOMpPAeTCst OUH U3 IBYX BapHaHTOB. J[j1s1 BEIOOpa BapHaHTa MCIOJIb3YeTCs aTYUK CIyYalHbBIX YUCceNl — OOBEKT
Range, Bxonsaumii B crangaptHyto 0ubnnotexky Unity.

1.10.2 [o6aBneHue pe3epBHbIX LLAPUKOB NpU NOJSy4eHUU AOCTAaTOYHOIO YUCIIa OYKOB

EcTtecTBeHHO 0XM1aTh, YTO HAYaJIbHOIO KOJIMYECTBA M3 6 PE3EPBHBIX IIAPUKOB OKAXKETCS HEIOCTATOYHO IS
MPOXOKIACHUs BceX ypoBHEH. [TockonbKy MBI HE MIAHUPYEM BKIIOYATh B UTPY BO3MOXHOCTH, CBS3aHHBIC C Ta-
JAIONMMMU BHU3 OOHYCaMHU, KOTOPhIE MOKHO MOJIOMPATh PAKETKOU, peaTu3yeM CIEAYIONIYI0 BO3MOKHOCTh: J100aB-
JICHHE HOBOT'O PE3EPBHOIO IIAPUKA MOCIIE HAKOMJICHUS ONPEeIEHHOI0 KOJIMYECTBA OYKOB. DTO KOJIMUYECTBO OyAeT
3aBHCETh OT HOMEpPA YPOBHS: 4YeM OO0JIbIlle YPOBEHb, TEM OOJIbIlIE OYKOB Ha/l0 HaOpaTh, HAXO/SCh HA TOM YpPOBHE,
9TOOBI MOJTYYUTHh HOBBIA pe3epBHBIN IIapuk. HakomeHHbIe 0YKH, pa3ymeeTcs, OyayT MepexoauTh Ha CIETyIOII Ui
YPOBEHB, TaK YTO HOBBIM MIAPUK MOXKHO OY/IET MOJYyYUTh, HAIPUMEP, HAKOITUB OYKHU MPH MPOXOKIACHUH JIBYX WITH
TpeX ypoBHeW. bynem cuutarh, 4TO /IS IEPBOTO YPOBHS YUCIO TpeOyeMbix 0ukoB paBHO 400, a /i KaXA0To Mo-
CJIEYIOIIET0 YPOBHS 3TO 4ucio Oyaer yBenuuuBaThes Ha 20 (Tak uto Ha mocieaneM, 30 ypoBHE JUIsl MOJy4EHUS
HOBOT'O IIApUKa NOTPeOyeTcst HAKOMUTH yxke 980 0uKkoB).

B o6bexTe GameData OyneM XpaHHUTh TEKYIIYI0 CyMMY HaKOIUICHHBIX OYKOB, €III€ HE «IIEPEBEICHHYIO» B II1a-
puk; Ha3zoBeM ee pointsToBall. B o0wekte Player 3aBegem cBoiicTBO TobKO Jutst uteHus requiredPointsToBall; ato
CBOMCTBO OyzAeT BO3BpalllaTh KOJIMYECTBO OYKOB, HEOOXOAMMOE JUIsl MOJIyYEHHsS HOBOIO IIApUKa Ha TEKYyIIEeM
YPOBHE.

Urak, BHecem B ckpunt GameDataScript cneayromniye n3MEeHEeHHS:

public class GameDataScript : ScriptableObject

{
public bool resetOnStart;

public int level = 1;
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public int balls = 6;

public int points = 0;
public int pointsToBall = 0;
public bool music = true;
public bool sound = true;

public void Reset()

{
level = 1;
balls = 6;
points = 0;
pointsToBall = 0;
}

J

B ckpunt PlayerScript mo6aBum ommcanue HoBoro csoiictBa requiredPointsToBall u momomnum meTon
BlockDestroyed:

int requiredPointsToBall
{ get { return 400 + (Tevel - 1) * 20; } }

public void BlockDestroyed(int points)

{
gameData.points += points;
if (gameData.sound)
audioSrc.PTayOneShot (pointSound, 5);
gameData.pointsToBall += points;
if (gameData.pointsToBall >= requiredPointsToBall)
{
gameData.balls++;
gameData.pointsToBall -= requiredPointsToBall;
}
StartCoroutine(BlockDestroyedCoroutine()) ;
}

YroObl yIpoOCTUTH TECTHPOBAHKE JTOOABICHHON BO3MOXKHOCTH, YIOOHO cpa3y HACTPOUTH JaHHBIC JII 00BEKTa
GameData TakuM 00pa3om, yTOOBI NOIYYUTh TPeOYEeMOE YHUCIO OYKOB, pa3pyllUB JIMIIb HEOOJBIIOE KOJIMUYECTBO
0JI0KOB (HarpuMep, MOKHO cpasy noJoxuTh nosie Points To Ball pasusim 380). [Ipu 3TOM, pazymeeTcst Halo CHSTh
¢dnaxok Reset On Start, yToObI 3HaUeHUs nosiel 00bekTa GameData He ObITN cOPOILIEHBI B HAYaJIe UTPHI.

[IproGpereHne HOBOIO PE3EPBHOIO LIApHUKAa MOXHO TaKyK€ OTMETUTh KaKMM-JMOO 3BYKOBBIM 3(dekrom. Bme-
CTO TOT'O YTOOBI 100aBIATh HOBBIA 3((EeKT, MOCTYIHM MO-APYroMy: BOCHPOU3BEAEM TOT ke 3(deKT, 4yTo u npu
MOJIyY€HUHU OYKOB, HO oBTOpHUM ero 10 pa3 ¢ mayzamu B 0.2 cexyHabl. [ mOJOOHBIX NEHCTBUI XOPOIIO MOIXO0-
ISIT COMPOTPAMMBI, TOITOMY peallu3yeM elle OJHY COIporpamMmmy, cBsizaHHyto ¢ metogoM BlockDestroyed, u BbI3o-
BEM €€ B TOM METO/IE:

IEnumerator BlockDestroyedCoroutine2()

{
for (int i =0; i < 10; i++)
{
yield return new WaitForSeconds(0.2f);
audioSrc.PTayOneShot(pointSound, 5);
}
}

public void BlockDestroyed(int points)
{
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gameData.points += points;
if (gameData.sound)
audioSrc.PTayOneShot (pointSound, 5);
gameData.pointsToBall += points;
if (gameData.pointsToBall >= requiredPointsToBall)

{

gameData .balls++;

gameData.pointsToBall -= requiredPointsToBall;

if (gameData.sound)
StartCoroutine(BlockDestroyedCoroutine2());

J

StartCoroutine(BlockDestroyedCoroutine());

J

1.10.3 Pexum naysbl

CaspxeM KiaBUILy IIpo0esia ¥ MPaByro KHOIKY MBIIIN C BKJIIOUEHUEM U BBHIKIIOYEHUEM PEXHUMa 1ay3bl.

Jlnia enuHO0Opa3Hoit 00pabOTKM OMUCAHHBIX JEHCTBUI BOCHONIB3YeMCs CIleUaibHONH BO3MOKHOCTBIO Unity —
HACTPOMKON 0COOBIX KOMaH/I, HA3bIBAEMBIX «OCSIMUY (axes), ¢ KOTOPHIMH MOKHO CBSI3aTh JIFOObIC KJIABHUIIH, a TaK-
K€ Ha)KaTHsI KHOIOK MBIIIH. 3aMETHM, YTO PaHee MbI YK€ BOCIOIb30BAIUCH oHOM U3 oceil (Firel), kotopas obec-
MIEYMBaET 3aIyCK IIapuKa (3Ta och CBs3aHa ¢ JieBoil kinaBumei Ctrl u neBoit kHonkoi Mpin). Ceiiuac Mbl HCTIOTb-
3yeM ellle OJIHY OCh, IPUYEM IPeIBAPUTEIILHO HACTPOUM €€ CBOWCTBA.

Bemonnure xomanay Edit | Project Settings | Input. [Ipu 3ToM B OKHE MHCIIEKTOpA MOSIBUTCS CIIUCOK «OCEH»
Axes. Pa3BepHUTE 3TOT CITUCOK (€CIH OH SIBIIICTCSA CBEPHYTBHIM) U IepeiiinTe Ha nepByro ochk Fire2. M3menute ee
ums Ha Pause, B mosie Positive Button BBeaute space, yoeautech, uro B mosie Alt Positive Button ykasano 3nauenue
mouse 1. [IpoepbTe Takxke, uto nose Type comepxxut Bapuant Key or Mouse Button. OcranbHble 3HaueHHS MOJIei
WU3MEHSTh HE TpeOyeTcsl.
© Inspector | o=

InputManager @ #

t;

¥ Axes
Size 18
P Horizontal
b ertical
b Firel
¥ Pause
Mame Pause

Descriptive Mar

Descriptive MNec
Megative Buttor

Positive Button space
Alt Negative Bu
Alt Positive But mouse 1

Grawvity 1000

Dead 0.001

Sensitivity 1000

Snap -

Invert -

Type | Key or Mouse Buttan 4 |
Axis | ¥ axis t |
Joy Num | Get Motion fram all Joys# |

Jlyist mpoBepKHM TOTO, 9TO OCh Pause mpaBMIIBHO HAacTpoeHa, 100aBbTe cienyroniuii ¢parmeHT B meton Update
kiacca PlayerScript:
if (Input.GetButtonDown("Pause"))
print("Pause”);
Ecnu Tenepp mocie 3amycka Wrphl HaXKaTh Ha MPOOEN MM Ha MPaBYIO KHOIKY MBIIIH, TO B KOHCOJIBHOM OKHE
Oynert BbIBeZIcH TeKCT Pause.
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YT10OBI OCTAHOBUTH JBMKEHHE BCEX UTPOBBIX OOBEKTOB, JOCTATOYHO «OCTAHOBHTH MIPOBOE BPEMsD», TOJIOKHB
ero MaclITaOHbI MHOKUTENB Time.timeScale paBHbIM HYIIIO:
if (Input.GetButtonDown("Pause"))

’

if (Time.timeScale > 0)
Time.timeScale = 0;
else
Time.timeScale = 1;
OnHaKo 3TOr0 HEJOCTATOYHO, YTOOBI OTKIIOYUTH YIPABICHUE PAKETKOW. J[Isi OTKIIIOYEHUsT YIPaBICHHUS paKeT-
Kol mobaBbTe B Hauaso mMeroaa Update emre oaHy mpoBepKy:
if (Time.timeScale > 0)

{
var mousePos = Camera.main.ScreenToWorldPoint(Input.mousePosition);
var pos = transform.position;
pos .x = mousePos .x;
transform.position = pos;
}

1.10.4 Bbixopa ¢ coOXpaHeHMeM TeKyLero COCTosiHUA Urpbl 1 BOCCTaHOBJIEHUEe
COXpPaHEeHHOro COCTOSsIHUA

Ecnu urpy tpeOyercst mpepBaTh, TO ObIIIO OB YIOOHO COXPAaHHUTH €€ TeKyIIee COCTOSHHUE, YTOOBI B CIICTYIOLTHIA
pa3 He HauMHaATh Urpy cHaudaja. B Hamem ciyuyae Bce HaCTPOWKHM Urpbl coOpanbl B 00bekTe GameData, moatomy
JAOCTaTOYHO COXPAHUTH BCE TMOJIS JaHHOTO 00bekTa. OhopMHUM 3TO COXpaHEHHE B BHJIE BCIIOMOTATEIBHOTO METOA
kiacca GameDataScript:

public void Save()

{
PlayerPrefs.SetInt("level”, level);
PlayerPrefs.SetInt("balls", balls);
PlayerPrefs.SetInt("points", points);
PlayerPrefs.SetInt("pointsToBall", pointsToBall);
PlayerPrefs.SetInt("music", music ? 1 : 0);
PlayerPrefs.SetInt("sound", sound ? 1 : 0);

}

Be13biBath 3TOT MeToJ Oynem B kiacce PlayerScript B creruanbHOM 00pabOT4HKe, KOTOPBI BBI3BIBAETCS MPU
3aBEpILICHUH [TPOTrPAMMBI:

void OnApplicationQuit()
{

}

B ki1acce GameDataScript HCO6XOI{I/IMO TAK¥KEC OIMUCATb MCTO JIs1 BOCCTAHOBJICHHUA COXPAHCHHBIX JAaHHBIX:

public void Load()

gameData.Save();

{
level = PlayerPrefs.GetInt("Tevel", 1);
balls = PlayerPrefs.GetInt("balls", 6);
points = PlayerPrefs.GetInt("points", 0);
pointsToBall = PlayerPrefs.GetInt("pointsToBall", 0);
music = PlayerPrefs.GetInt("music", 1) == 1;
sound = PlayerPrefs.GetInt("sound", 1) = 1;

}

DTOT METOJ HAaJ0 BBI3BIBATH NPH 3amycke mporpamMMbl. COOTBETCTBYIONIME JICHCTBUS yXKe MPEeTyCMOTPEHBI B
Mmetoze Start kitacca PlayerScript; octanioch BHECTH B 3TOT METOJ HEOOJIBIIIOE U3MEHEHHE:

void Start()
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audioSrc = Camera.main.GetComponent<AudioSource>();
Cursor.visible = false;
if (!gameStarted)
{
gameStarted = true;
if (gameData.resetOnStart)
gameData-Reset O+
gameData.Load() ;

}
level = gameData.level;
SetMusic();
StartlLevel();

}

[TporecTupoBaTh HOBYIO BO3MOKHOCTh MOKHO HEIOCPEICTBEHHO B peaakrope Unity: Py OCTaHOBKE UTPHI U €€
BO300OHOBJICHHN BOCCTAHABIIMBAETCS MMOCICIHUN YPOBEHb, YHUCIIO PE3EPBHBIX MIAPUKOB M KOJIMYECTBO HAOPAHHBIX
6amtoB. Kpome TOro, BoccTaHaBIMBaeTCs MPEABIAYIINN 3BYKOBOUW pexxuM. Tenepb ¢uiaxxok Reset On Start ne
cOpachIBaeT Mojisi B UX HavalbHOE COCTOSHHE, a 00ECIIeYnBAcT BOCCTAHOBJICHHE PaHEE COXPAHEHHBIX 3HAYCHUI.
Ecmu cusare ¢naxxox Reset On Start, To mo-npexHEMY MOXHO 3a7aBaTh Ha4aJbHBIE HACTPONKH, UCIOIB3YS OKHO
MHCIIEKTOPA.

[Tpu KOMIHISAIMK UTPHI TS CO37aHus €XEe-(aiiia HeoOX0aMMOo yCTaHOBUTH (praskok Reset On Start.

1.10.5 BbICcTpble KOMaHAbI ANA HaYana HOBOW Urpbl U ee 3aBepLUeHns

Nrpok MOKeT 3aX0TETh Ha4aTh HOBYIO UIPY, HE TOKUAAICH 3aBEPIICHU Npeablaymen. [IockonbKy Teneps Bbl-
X004 M3 IMporpaMMhbl U €€ HOCJ’ICI[YI-OIJ_II/Iﬁ 3aIlyCK HC NMPHUBOAUT K HaAYaAly HOBOH HUI'pBI, IPpECAYCMOTPUM IJIA 2TOI'O
necTBus ocoOyro kiaaBuiry N u Jo0aBUM COOTBETCTBYOIHMI Ko B Metoa Update kiacca PlayerScript:

void Update()
{

if (Input.GetKeyDown(KeyCode.N))
{
gameData.Reset();
SceneManager .LoadScene( "MainScene") ;

J

[IpenycMoTpuM Takke OBICTPBINA CIIOCOO 3aBepIleHHUs MPOrpaMMbl — HakaTtue kiaBuimu Esc. CooTBeTCTBYyIO-
i pparMeHT Toxe nomectum B Meto1 Update kmacca PlayerScript:

void Update()
{

if (Input.GetKeyDown(KeyCode.Escape))
Application.Quit();
}

B ominume oT mpeaplaymux BO3MOKHOCTEH, 3Ty BO3MOXKHOCTh MOXKHO HPOTECTHPOBATH TOJIBKO MpPU 3aIlycKe
OTKOMITUJIMPOBAHHOTO exe-(paiina.

1.10.6 BbiBOA MHdOpMaLUKM O Ha3HAYEHUU KNaBULL

Mag1 pcajii30Bajin B Haleun HUI'p€ MHOI'O KOMaH/[l, CBA3aHHBIX C KJIAaBUATYPHBIMU KOM6I/IHaI_II/I}IMI/I. Bou1o Ob1 y,[[06-
HO OT06paSI/ITB Ha UTPOBOM IOKpPAHE OTHU KOM6I/IHaHI/II/I C KpaTKUM OIIMCAHUECM KOMAaHI. KpOMe TOIrO, JIs1 KOMaHA,
CBA3aHHBIX C HaCTpOﬁKOﬁ 3BYKa U pCKUMOM I1ay3bl, MOKHO TAKXKC 0T06pa)KaTL I/IH(I)OpMaI_II/IIO 0 TOM: K YEMY IIpHU-
BCACT JaHHAas KOMaHa:. K BKIITOUCHHIO MJIM OTKJIFOYCHUIO I[aHHOﬁ 3BYKOBOI>'I HElCTpOﬁKPI HJIN pEKUMa Iay3sbl.
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Bocrnonbs3yemcst 1J1st 3TOT0 TeM e MPOCTEHIITNM crocoOoM, ocHOBaHHBIM Ha oOpabotunke OnGUI. Ilpensapu-
TEJNBHO omuieM BcrioMoraTenbHyto Gynkinuto OnOff(boolVal), Bo3spamiarornyro TekcT «on» uian «off» B 3aBucu-
MOCTH OT 3HA4Y€HHMS JIOTHUECKOro mapamerpa boolVal:

string OnOff(bool boolVal)

{
return boolVal ? "on" : "off";
}
void OnGUI()
{
GUI .Label(new Rect(5, 4, Screen.width - 10, 100),
string.Format(
"<color=yellow><size=30>Level <b>{0}</b> Balls <b>{1}</b>"+
Score <b>{2}</b></size></color>",
gameData.level, gameData.balls, gameData.points));
GUIStyle style = new GUIStyle();
style.alignment = TextAnchor .UpperRight;
GUI .Label(new Rect(5, 14, Screen.width - 10, 100),
string.Format(
"<color=yellow><size=20><color=white>Space</color>-pause {0}" +
" <color=white>N</color>-new" +
" <color=white>J</color>-jump" +
" <color=white>M</color>-music {1}" +
" <color=white>S</color>-sound {2}" +
" <color=white>Esc</color>-exit</size></color>",
OnOff(Time.timeScale > 0), OnOff(!gameData.music), OnOff(!gameData.sound)),
style);
}

Jlnst BBIBO/IA MOSICHAOLIEH MH(pOpPMAMKU Mbl UCIOJIb30BATIM MIPU(T MEHBLIETO pa3Mepa M BBIPOBHSUIM 3Ty MH-
(opmanuo 1o MpaBoMy Kparo UrPOBOTO OKHA.

Ha pucyHke npuBeieH BHJI OKHA B peXKHUME May3bl IPH BKIIOUYEHHBIX 3BYKOBBIX 3(PeKTax U OTKIIOYEHHOU ¢o-
HOBOH MY3BIKE.
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Ha stoMm pa3paboTky Hallero BapuaHta urpsl Arcanoid MoO>KHO CUNTaTh 3aKOHYEHHOM.



