Unity - I



Ccbinku

https://unity.com/ru/download
https://www.visualstudio.com/products/visual-studio-community-vs
https://docs.unity3d.com/hub/manual/index.html

https://learn.unity.com/learn/

https://unity.com/ru/how-to/beqginner-video-game-resources

NCTOYHUKKM acceToB:

https://assetstore.unity.com/

https://sketchfab.com/ - momenu (6ecnnaTHble - OTKAWYUTbL BbI6Op NuueH3ui Standard, Editorial), nocTaBuTb ¢nar Downloadable.
https://www.turbosquid.com/

https://free3d.com/

https://www.mixamo.com/ - aHuMmauum (3arpyawTb TyAa MoLeflb, MPUMEHUTb aHMMauuw, BbLIFPY3UTb COOPKY MogeNb + aHuMauus)

https://www.flaticon.com/ - WMKOHKW ANsA WHTepdeinca

https://freesound.org/ - 3BYyKM

https://www.freesfx.net/sfx/safe - 3BykoBbie adpdeKThl
WHCTpYMeEHTbI
Unity

Visual Studio / VSCode / Rider

Blender (aHanor 3D Max) - cosfgaBaTb Mofesnu

Gimp (aHanor Photoshop) - pa6oTaTb C TeKCTypamu

Audacity - pepakTuMpoBaHMe 3BYKOB

FL Studio - cospgaHue My3biKM (NpodecCUoHanbHbIN UHCTPYMEHT)

YcTaHoBKa
B aToM pykoBofcTBe paccMoTpeHa ycTaHoBka Unity 2022 g Windows. [lns nonb3oBaTenen Linux Hapgo 6yaeT 03HAKOMUTbCA C MaTepuanamu:
YctaHoBka Unity B Linux, + Rider, Github Desktop u Git

https://habr.com/ru/articles/654525/

Unity Hub

CHavana Hago ycTtaHoBuTb Unity Hub - 3To nayH4yep pgns ycTaHOBKM pas3Hbix Bepcun geumxka Unity.

B Unity Hub cospawTcs npoekTbl Urp, COAEPXATCHA CChHUIKM Ha obydawuwme MaTepuansl U pasHble pecypchl.
CkayaTtb Unity Hub: https://unity.com/ru/download

Ina ucnonb3oBaHua Unity noHago6buTcsa co3faTb YYeTHyw 3anucb - 6ecnnaTHeil Tun Personal.

Visual Studio

Ana pa6oTbl C NporpaMMHbiIM KOAOM HAaAo YCTaHOBUTb cpepy pas3paboTku pns C# - Visual Studio Community 2022 (6ecnnaTHas Bepcus), nm6o
3anycTuTb ee ycTaHOBKY BMecTe Unity Ha cnepgyiwouwem ware.

https://www.visualstudio.com/products/visual-studio-community-vs

Unity Heob6xogmma Visual Studio pnsa komnunauuMM npoekTa, [hOaxe ecny paboyMm pefakTopoM Kopa 6yaeT gpyras nporpadmMa.

XoTken gna Visual Studio

TAB - aBTOMaTM4YecKM “ponedaTaTb” TEKCT, KOTOPLIM MpegnaraeT cpefa MpU aHanM3e KoMaHA Mojfib3oBaTesns
Alt + cTpenka BBepx/BHM3 - MnepeMewaeT TEKylWyw CTPOKY Koga BBEPX/BHU3

Ctrl + D - npoay6nMpoBaTb TeKylyld CTPOKY kKoga (Mo yMonyaHuio MOXeT 6biTb MHOE covyeTaHue KilaBull)
Ctrl + L - ypanuTb TeKylyl CTPOKY

Ctrl + K, Ctrl + D - aBTOdOpMaTUpOBaAHME BCEFrO Koga B OTKPbLITOM danne - OTCTYymbl, NPOGEbI

Ctrl + R, Ctrl + R - nepeuMMeHoBaTb BblAENEHHYI NMEPEMEHHYl BO BCEM Koge

Ctrl + K, Ctrl + C - 3aKOMMEHTWpOBaTb BbifeNeHHbe CTPOKW Koga (mocTaBuTb // B Hadane)
Ctrl + K, Ctrl + U - packOMMeHTMpOBaTb BbigenieHHble CTPOKM koga (yZanuTb // B Hadane)
Ctrl + npoben - pacKpbiTb OKHO Bbi6opa ¢YHKUMIA/MEeTOQOB Mocnie To4dku: random.

MpumevaHue: anbTepHaTmBHbie IDE - Visual Studio Code unm Jetbrains Rider - wnmu MoxHO 3ameHuTb Visual Studio B HacTpomkax Unity:
MeHio pepakTopa Edit / Preferences / External Tools / External Script Editor.


https://unity.com/ru/download
https://www.visualstudio.com/products/visual-studio-community-vs
https://docs.unity3d.com/hub/manual/index.html
https://learn.unity.com/learn/
https://unity.com/ru/how-to/beginner-video-game-resources
https://nit.com.ru/page/materialy-k-knigam-3
https://assetstore.unity.com/
https://sketchfab.com/
https://www.turbosquid.com/
https://free3d.com/
https://www.mixamo.com/
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https://www.freesfx.net/sfx/safe
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https://unity.com/ru/download
https://www.visualstudio.com/products/visual-studio-community-vs

Unity 2022

Mpn ycTaHoBKe [ABUXKa Bb6paTb Bepcuio Unity 2622 LTS (LTS = cTabwunbHaa Bepcusi U AONrOCpo4YHasl NMoadepxka) :

Unity Hub 3121

Installs Locate Install Editor

Projects
All Official releases Pre-releases

Installs

Install Unity Editor

Official releases Pre-releases Archive

Unity 6.1 SUPPORTED
Recommended version

Unity 6.0
Installed

Unity
Installed

N3 HeobxoguMmbix MoOLYNen:
* Microsoft Visual Studio Community 2022 (Community 6ecnnaTHas Bepcus) - eClM yXe YCTaHOB/ieHa, TO YCTaHOBUWMK ee HalgeT.
* llenesasa nnatdopma onsa c6opkum uUrpel, B pamkax aToro pykoBoacTBa - Windows Build Support.

Add modules Required: 8.07 GB Available: 290.73 GB

Microsoft Visual Studio Community 2022 Installed

Android Build Support 223.26 MB

Universal Windows Platform Build Support 435 MB 2.56 GB
Web Build Support 864.11 MB 4.04 GB

»| Windows Build Support (IL2ZCPP) 212.62 MB 768.93 MB

Back Install




Co3paHue npoekTa

Bknagka Project - [New project]. EcnuM ycTaHoOBNeHO HecKonbKo Bepcuit Unity, To moMmMeHATb Ha Bepcuw 2022 :

Unity Hub 3.12.1

P r0je CtS New project

Projects

Installs
MODIFIED EDITOR VERSION

Learn

Unity Hub 3121

New project
Editor Version: 2022.3.62f1 urs

All templates

2D (Built %

3D (Built-In Render Pipeline)
& 2022.3.62f1 urs This is an empt; ) project that uses Unity's

Boi6paTb wa6bnoH B 3aBMCUMMOCTWM OT TWMNa co3gaBaeMon Urpbl. Ecnn He Hago AenaTb KacCUMYecKyl ABYXMepHyl urpy, To waénoH Bcerga 3D.
NpoekT 6yaeT cosgaH NpW Hanuuuu wabnoHa. Ecnu wabnoH elle He cKadaH, TO cHa4yana oH 6yAeT 3arpyxeH.
HacTpolku npoekTa - WM, pas3MelleHWe Ha JMCKe, WUMA opraHvMs3auun noka He nNpeacTaBnsalwT MHTepeca. CosmaTb - [Create project].

New project
Editor Version: 2022.3.62f1 urs

All templates

Core

2D (Built-In Render Pipeline)

Core - .
Sample ore 3D (Built-In Render Pipeline)
This is an empty 3D project that uses Unity's

Learning built-in renderer.
3D (Built-In Render Pipeline)

Core s Read more

B npoekTe XpaHUTCA BCe COAEpPXMMOEe Murpbl - daisill U3 KOTOPBIX OHA cOCTOUT - Assets. AcceTbl cogepxaT B cebe BCe: MOHENM MepPCOHaxXew,
OKPYXEHMUS, TEKCTYpbl, WKOHKMW, aHuMauuu, 3BYKW, WA6/OHbl UFPOBbIX CYWHOCTEN, YPOBHU (KapTbl), CKPUMTSHI.

Tunbl urp

Bbibop wabnoHa-3aroTOBKM MpOeKTa onpefenseTca TeM, Kakasa urpa 6ypeT cospgaBaTbces.

3To nuub yCTaHaB/nBaeT HaCTpOVIKVI B HYXHO€ MnoJioXeHune, ”n npun XxXenaHnWnm BCe MOXHO MNMOMEHATDL.

B 3D npoekTbl M306paxeHMs 3arpyxawTca Kak TeKCTypbl, B 2D nsobpakeHWsa 3arpyxawTcCs KakK crnpauThbl.

3D WyTtep (Counter-Strike) 3D + kamepa C nepcnekTuBoil (rny6uHomn) .

2.5D IpagocTpor (SimCity) 3D + kamepa M BuUL CUEHb B op¢porpaduyeckKom pexume.

2D NMnatdopmep (Mapuo) = 2D + kamepa M BuO cueHbl B opporpaduueckoMm pexume.

2D urpa c 3D rpa¢ukon (Mortal Combat) = 3D + cueHa B opdorpadmueckom pexume, “cKofnb3slas” Kamepa C NepCrneKTUBOM.
MNepcoHax urpoka nepemewaeTcsa Mo 2 OCHAM.

Tema pepakToOpa
C HefaBHMX Mop TeMHas TeMa cTasa 6ecniaTHOM, M MOXHO MepekiyaTbCs AHEM Ha CBETAYK, HOYbl Ha TEMHYI.
MeHio pepakTopa Edit / Preferences / General / Editor Theme



Pabouyne okKHa

(& Administrator: My project (4) - SampleScene - Windows, Mac, Linux - Unity 2022,3.62f1 <DX11> — O x

File Edit Assets GameObject Component Services Window Help

‘= Hierarchy
4+~ [a Al .
v i SampleScene

71 Main Camera
7] Directional Light

|&| || [E]centon> 3 Local

¥ W Favorites Assets

Al Materials
2 Al Models

. All Prefabs -

OTo6paxaeT CMUCOK BCEX OOGBEKTOB Ha aKTUBHOW CLEeHe M B3auUMOOEMCTBYET C aKTMBHOW CLEHON.
lnAa 6onbliel NPaKTUYHOCTU 3TO OKHO Jydle MepeTauuTb M3 NeBOW 4YaCcTW dKpaHa B MpaByl, Mnobnuxe K okHy [Inspector].

[Hierarchy]

[Scene]

OTob6paxeHMe COOEPKMMOrO aKTUBHOW CLeEHb - 3[eCb MNPOBOAMTCA OCHOBHas paboTa Hajg MpPOeKToM - no6aBUTb MOOENU M CMApalThl, Kamepbl, CBET U
Ipyrve WUrpoBble 3JIEMEHTH, COCTaBAsWWE WUFPY.

CTRL + S :: CoxpaHUTb TeKyljee COCTOSHWE CLEHbI.

[BepxHAa naHenb 3apgay] B okHe [Scene] (MaHenb MOXHO MepeTacKMBaTb M MEHATb OPMEHTALMI0 PaCroSIOKEHUA - Yepe3 ee KOHTEKCTHOE MEHI)

Ha aTonm naHenu ecTb BCe UHCTPYMEHTH / ¢yHKHMM ONA N3MEHEHUs] 06BEKTOB CLEHDI.

# Scene ‘= Hierarchy © Inspector
| ElcCenter *+ (Rlocal> || == 5 « W~ || QO+ 20 e, - mi~ o+~ (o |

— - v f SampleScene
| W O3 Bl s &g ¥ 0 Main Camera

7 Directional Light

1. [Q] - MepememeHne B cueHe

2. [W] - NepememeHne obbvekTa

3. [E] - NosopoT

4. [R] - Pasmep

5. [T] - 2D nameHeHune

6. [Y] -~ TpaHcdopmaumsa
[Game]

B okHe [Game] MOXHO NOCMOTpPEeTb Ha pe3ynbTaT p860TH C obbekTaMM Ha aKTMBHOM CLEHe - KakK ee YBUOUT UIPOK.

[Inspector]
B okHe MHcnekTopa po6aBnsawTCA M HacTpaMBawTCs JSiwbble CBOMCTBA BbIGPAHHONO UrpPOBOFO O6bEKTA.

[Project]

OKHO npoekTa cofepxuT Bce acceTol (pecypchl / ¢ainnbl), ucnonb3yemble Urpon. [na yno6cTBa Hajo OpPraHU30BbLIBATL acceThl MO MankaMm BHYTpU
nanku [Assets]. Bce 4To co3gaeTcA B mnpouecce paboThl (M CLEHb B TOM YMClle) peKOMeHAyeTCs CKiagbiBaTb BHYTPM OTAENIbHOW Manku, He
cMewvBaA Cc noAarpyxaembiMm pecypcamu. [Packages] - HacTpoiku Momynei, KOTOpbie He CTOMT TporaTb 6e3 onbiTa pa6oTh B Unity.

[Console]
OKHO Mcronb3yeTcs ASIA OTAaAKWM MPOEKTa WAM BbLBOAA CUCTEMHbIX COOBWEHWA - OWMBKM M T.n.

OKHa MOXHO MeHATb MO pas3Mepy, MepeMellatb, cosfaBaTb Ay6nMKaTh OAHOrO OKHa.

CoxpaHeHMe KOHOMrypauum OKOH B pacKpsbiBakueMmca cnucke [Layout] / [Save Layout...] (BepxHui MpaBbiil yron oKHa pegakTopa).

TaMm Xe Bb6paTb FOTOBble KOHPUrypaLMM UNU CBOKW COBCTBEHHYH.

Y HEKOTOpbX OKOH B MPaBOM BEepXHeM yrjy ecTb KHOMKa B BWAe 3aMmKa, OH 6/0KMpyeT O6HOBJIEHME COAEPXMMOro OKHa (MHOrga 9TO HYXHO) .



Game Object

Bce 4To ucnonbayeTcA B WUrpe W pasMeumaeTcd B WUIPOBOM MPOCTPaHCTBe ABNAeTcA o6bekTamu - Game Object. 06beKT MOXeT 6bITb MYCTbIM.
MycTon 06bEKT He BWAHO Ha CLEHE, WU C HUM MOYTU HUKAK HeNb3sA B3aumogencTBoBaTb. (O BceMy 06beKTaMu MOXHO B3auMMOJENCTBOBATL Yepes
MporpaMMHbIl KO, B KOTOPOM 2TWU OOBLEKTH MpefcTasfieHtl axk3eMmnnapamy knaccos. [pu go6aBneHUM 06bEKTY KOMNOHEHTOB B OkHe [Inspector] oH
npuo6peTaeT pasfiMyHble CBOMCTBA - BUAUMOCTb, LUBET, MNoBedeHMe U T.f4.

[Hierarchy]

OKHO Mepapxunm 06BEKTOB OTObGpaxaeT CMUCOK BCEX O06BbEKTOB Ha aKTUBHOM CLUEHe M B3auUMOOENCTBYET C aKTUBHOW CLEHOM.
BbibpaTb 06beKkT, HaxaTb KHoMKy [F] - nepemecTuTb B3rnAg Ha BblGpaHHbLIA 06bEKT.

Mo3BonAeT BKJWYaTb U OTKIKNYATb BUAUMOCTb 06HEKTOB (A1 OTO6GpaXeHuUs HaAO HaBeCTW KYPCOP MbILKM) .

MNosBonaeT 3a6/0KMpoBaTb BbIGOp 06beKTa B OKHe cueHbl (418 oTo6paxeHMA HaAo HaBeCTU KYpCop MbIlIKM) .

© Inspector -IIIIIII
@ v MainCz |5

Tag Mairv  Laye

= Hierarchy
|+~ oA
v i SampleScene
0 Main Camera

() Directional Light

# Scene

[

(R il

v. Trar @ 3 !

Position A
Rotation A
Scale &= W

YE v Cam @ 3t

NmMeeT OKHO noucka Mo Tpem ¢uIbTpaMm:

UMA ob6bekTa
UMSA KOMMOHeHTa (yKasaTb Ha3BaHME KOMMOHEHTa LEeSIMKOM)
UMA ob6bekTa + MMA KOMMOHEHTa

MosBonseT ynpaenATb BJIOKEHHOCTbI0 06bEKTOB (B3aMMOCBH3bm) - nepeTawnTb OAUH 06beEKT B ﬂperﬁ B OKHeE uepapxum 06bEKTOB.

B 3aBucCUMMOCTM OT MNONIOKEHMA [ NaBHOro O6beKTa, B/IOXEHHble / CBSA3aHHbE C HUM O6BLEKTHI 6yﬂyT COXpPaHATb OTHOCWUTEJIbHble KOOpAMHATHI -
rnojioxeHne OT LeHTpa OCHOBHOIO obbekTa. Ecnu 9Ty CBA3b YyAJanauTb, TO BJIOXEHHbIe 06beKTbl W3MEHAT CBOW robasnbHble KoopAauHaTbhl Ha
06HOBJIEHHbIE, cooTBeTCTBYWWHE UX MOJIOKEHUK Ha cueHe OTHOCUTENIbHO UeHTpa CueHbl.

[Scene]
CueHbl 3TO ¢annbl, KOTOpbie XpaHAT CBOM CMUCOK OOGBEKTOB, MX KOOpAMHAT M pa3MmepHocTen. CueHa = MrpoBON YPOBEHb.
NapameTpbl Kamepbl Ans OTOH6PaXeHUs COLEPKUMOrO CLEHbI :

# Scene ‘= Hierarchy _ © Inspector -I

| [©]1center * [RlLocal * || ! | O L2 @ «| MainCz | SI
¥ i SampleScene :

| W ¢ @ & ¥ €7 Main Camera " Tag Mair~ | Laye
fp) Directional Light v L Trar @ = i
M::"‘e" Wiretrame Position A
Shagxximscmmﬁ Rotation 3
Render Paths Sl =2
Alpha Channel Y ~ Cam@ 3
Mnsaerlrsias

Pexumbl oTo6paxeHusa cueH - rpynna [Draw Mode]:

e [Shaded] - BapuaHT no ymon4aHuw, oTo6paxaTb KaK B uUrpe
e [Wireframe] - 6e3 oTo6paxeHWss TEKCTYpP, TONIbKO KOHTYpbl O6bEKTOB (BEpwMHb, pe6épa W rpaHu)
e [Shaded Wireframe] - coBMeleHHbI pexunm

[2D] - kHomka nepekni4yeHus Mexgy 3D B 2D pexumamu oTo6paxeHusi. B 2D pexume y Kamepbl mnpornagaeT MepcrneKkTWBa, W MNpornagaeT BO3MOXHOCTb
penakTUpPoOBaHUA O6BEKTOB MO ocu Z.

[TMH OCBemeHMﬂ] - Npu BKJIYEHUN WUCNONBb3YKNTCA TOJIbLKO UCTOYHUMKM CBeTa pacrosiokeHHble Ha cueHe. Korga oOHa BbK/KWYeHa Ha CueHe
UMUTUPYETCA CBET, UCXOOAWNN OT TOYUKM 0630pa.

[BocnpouzBefeHue 3ByKa] - BKIWUUTb / BbIKJOYUTL.
[MeHiw oTo6paxeHus BusyanbHbXx 3dPeKTOB] Ha cleHe.

# Scene = Hierarchy _ ® Inspector -I

| [F1center * (Plocal» || = = i « Wi~ || Q~ 20 - [ (R £ (ol @ @ v| Maincz|| |81
K2 & BRI B0 e " 120 (aire
Il | & Fog fr] Main Camera Tag Mair~ | Laye
Flares 7] Directional Light Y T @ &
Always Refresh Pasition %
Post Processing
Particle Systems Ratation :
Scale Tl

YyE v Cam® 3+

30ecb MOXHO Bbi6paTb Kakue MMeHHO 3¢peKkThl Hafgo MM He Hafgo oTobpaxaTb Ha ClUeHe.

Skybox - Heb6o

Fog - TymaH

Flares - 65uku

Always Refresh - o6HoBneHne aHuMMauum MaTepuana
Post Processing - nocTto6pa6oTka

Particle Systems - yacTuupl

[CokpbiTUEe HeBMAMMbIX 06bEKTOB] - MHOrA4a HYXHO Ha BpeMs CrnpsATaTb KakoW-/M60 06bekT, 4To6bl OH He oToBpaxasnca Ha cueHe.



[HacTpoilku Kamepbl] - B3rfisf Ha CLEHY.

# Scene

" o5 Game { | = Hierarchy | 2 i | ®inspector | B i
| [S1Center »  @Local v || Ei7% &5 « v || Qv 20 Ll | iv (I TE « A 2 ) 7 Mainc: st
| W cene Camera o

O |0 &

Field of View & 60

Tag Maitr  Laye

Dynamic Clipping  + v.  Trar @ 3

L8 Clipping Planes Mear 0.03 Pasition A
Far 10000 Rotation A
Ccclusion Culling Scale = W
Navigation v ®l v Cam @ 3+
Camera Easing '
— Main Camera Camera Acceleration e M
Camera Speed ® 1 Background .
Min  0.001 Culling Mask i
Max 2 Projection -
I | FOV Axis h

Field of View - none 3peHus - yron o63opa W [aNbHOCTb MPOPUCOBKM

Dynamic Clipping - AguHamuyeckas perynMpoBka OTPUCOBKW O6BLEKTOB

Clipping Planes (pocTynHo ecnu BbikakuuTb Dynamic Clipping) - oTBevaeT 3a [JanbHOKW M GANXHIK MIOCKOCTbL KaMmepbl
Near - Kak 6/JIM3KO K UrpoKy [O/XeH 6bITb 06beKT, 4YTOo6bl OH He oTobpaxancs B Kagpe

Far - kak Janeko K WrpokKy [OoJikeH O6bTb 06beKT, 4YTo6b OH He oTob6paxancsa B Kagpe

e Occlusion Culling - WHCTpPYMEHT OMTMMU3aAuUWM, KOTOPHIA PEXeT CLeHbl Ha 6/I0KM U OTPUCOBLIBAET TONbKO Te, YTO BWUAHbL UIPOKY
e Camera Easing - nnaBHOCTb [JBUXeHWs Kamepbl (B3rnsga)
e Camera Acceleration - yckopeHue nOBuXeHUs kKamepbl (B3rnsga)
e Camera Speed - cKOpoCTb [BMXeHUs Kamepbl (B3rnsga)
[Onuuu Gizmos] - oTo6paxeHue rpaHUL O6bEKTOB - BepuwWHb, pebpa M rpaHn Mopdenen v Apyrue BCMOMOraTesibHbie 3JIEMEHTSHI.

% HaBurauua Ha cueHe

B pexuMe nepemewmeHus o6bekToB [W] (pexuMMm Mo ymMonyaHuio) KHOMKWU MbiliM MOFYT MEHATb BWA B3aMMOAENCTBMA B 3aBMCUMMOCTU OT MoaupukaTopa:

[F]

ALT
ALT
ALT
CTRL
CTRL
CTRL
CTRL
CTRL
CTRL
SHIFT
SHIFT
SHIFT
SHIFT
SHIFT

SHIFT

JIKM

MKM

Koneco

Koneco

nnun

JIKM

[TKM

Koneco

JIKM

[TKM

Koneco

JIKM

NKM

Koneco

JIKM

NKM

Koneco

JIKM

[TKM

Koneco

JIKM

[TKM

Koneco

06BbEKT

NPOKPYTKa

JIKM+J1KM

oBunxeHune

OBunxeHune

OBunxeHune

IBUXEHMne

IBUXEHMne

OBunxeHune

IBUXKEeHne

ABUXEHne

ABUXEHUNe

IBUXEHne

IBUXEHne

OBunxeHune

BblAenieHne 06bEeKTOB

ynpaBneHue B3rnsanoM Ha cueHy (pexum noneta), kHonku WASD+QE - cmeweHve, npubnuMxeHve / oTpaneHue
OTUEHTPUpOBaTb B3rnAg Ha 06bekT

oThanuTb / NpubNU3nTb B3rnAg MeaseHHo

OTLEHTPUpOBaTb B3rjiAg Ha O6bEKT, €C/IN yXe OTLeHTpupoBaH - Npuénu3uTb / OTAaNUTb
pamka BblAefieHUa 06beKTOoB

NoBepHyTb B3rAg Ha CleHe

CMeCTUTb B3rnAg Ha cleHe

BpawaTb B3rfan BOKPYr LieHTpa TeKylen no3uumum / obbekTa - [OBUXKEHWe Mo opbuTe
oTaanuTb / NpU6GNAM3UTbL B3rnAg

CMeCTUTb B3rnAg Ha cleHe

rnoo4yepenHoO Ha obbekTax - Bblae/nneHne HeCKOJIbKUX 06beKTOB / Ha BblAe/lIeHHbIX - CHATb BblaeneHune

paMKa AnAaA CHATUA BblaeN1eHnAa 06beKTOB

nooyepefHo Ha o06beKTax - BblAeSieHNe HEeCKOJIbKMX O6bEKTOB / Ha BbiAENIEHHBIX - CHATb BbloesieHune
pexuMm noneta Kamepbl C 60Sbliel CKOPOCTb U C YCKOpPEHueM

OTLEeHTPUpPOBaTb B3rjsg Ha 06bEKT

paMKa BblAeNeHns 06beKTOB

NoOBepHyTb B3rjfAg Ha CleHe

CMecTUTb B3rnAfg Ha cueHe (6bICTpO)




X Pa6boTa c o6beKTamu

CosfaTb HOBbIN 06BHEKT Ha CLEHEe MOXHO 4uepe3 MeHWw pefakTopa, /M60 aHasioruuHyll KOMaHOy KOHTEKCTHOro MeHlo B OokHe [Hierarchy] wnn [+].

KaxaoMy HOBOMY O6beKTYy Hajo AaTb MMA (MM OCTaBUTb TeKylee WabfioHHOE) .

File Edit Assets

Gamelbject  Component

SErVICES

Window Help

Create Empty Ctrl+5Shift+ M
i Create Empty Child Alt+Shift+M = Hierarchy © Inspector
Create E Parent Ctrl+Shift+G ar o
” Gehter v [ rea e_ mpty Paren rl+5hift+ e Wi ar All @ @ v Main Cz g
e 30 Object ¥ Cube v i SampleScene : -
Tag Mairv  Laye
Effects ) Sphere 1 Main Camera g Malrv - Lay
71 Directional Light s _P
Light » Capsule Yo Trar @ =
Audio H Cylinder Paosition A
Video H Plane Rotation A

Takue NMPUMUTUBLI 06bIYHO MCMNONb3YKWTCA BpPEMEHHO MNpun TeCcTupoBaHUU, NOKa HEeT nonxonﬂmeﬁ Moaenn 06beKTa.

Plane - no YMOJ14aHUI pa3MellaeTcA MOpM3OHTalsIbHO, KaK MOBEPXHOCTb - UMUTUPYET MNONT U 3eMnda.
Quad - no YMON4aHUI pa3mellaeTCcAa BepTUKalbHO, KakK CTeHa, UMUTUPYA oThAa/lIeHHble M306aneHMﬂ.

BolbpaTb MHCTPYMEHT Ansa paboThl ¢ 06beKTaMuM Ha cueHe:

[Q] - 0630p B cueHe

[W] - NepemeueHne obbeKkTa

[E] - NoBopoT, uUBeTHbie Ayru MoBopayMBanwT MO OOHOW OCM, Cepbliii Kpyr CBO60AHO BpauWaeT 06beKT OTHOCUMTENIbHO TOYKM o630pa
[R] - Pasmep - W3MeHeHWe pa3MepoB MO OJHOW OCHU

[T] -~ 2D n3MeHeHMe - U3MeHeHMe pa3MepoB 06beKTa B MIOCKOCTU

[Y] - TpaHcdopmauma - M3MeHeHMe MeCTOMOJSIOKEHUA, pa3MepoB W MOBOPOTa cpasy
MpU OTKPLITUM MpoeKTa [ANA CLeHb aBTOMaTMYeCKU Bui6paH WMHCTPYMEHT nepemeueHus o6bekTos [W].

MoaToMy ANns nepeMelieHns o6bekTa Ha ClLeHe JOCTaTOYHO BbAENUTb €ro U MOTSAHYTb 3a Of4HY M3 CTPEesioK HYXHOrOo HanpasfieHus .
BokoBble LBEeTHbie MOBEPXHOCTU MepeMelanT 06beKT cpasy B [ABYX OCAX KoopAuHaT.

aHaJIorn4Ho ¢

B pexuvMme nepeMmeweHnss C 3axaTbiM Ctrl o6bekT 6yneT nepemellaTtbCcA Ha ¢MKCMDOBaHH06 paccToAHMe - MarHUTUTbCA K CeTKe,
noBOpoOTOM o6beKkTa U U3MEHEHWEM ero pa3mMeposB.

B pexume nepemeweHnss Ctrl + Shift nomorawT BbINONHWUTL MNPUBA3KY O6bEKTa K MOBEPXHOCTM (K Mony, K 3emne). 3TO MO3BONAET u3beraTb

BUCAWNX B BO3AYyXe OOHLEKTOB.

PexvMm nepemeweHnss o06b-LEKTOB C MPUBSA3KOM K BEpWMHAM aKTUMBUPYeTCs MNMpu 3axaTon kKHonke [V].

3apaTb napameTpbl onA UHTepBaJioOB MpU nepemeweHnn, noBopoTte U MaCNTa6MDOBaHMM - KHOMNKa Ha naHeJn [Snap Increment]:

|| E71Pivot * &5 Global » || ¥ v b | @+ 2 %, v Wi~ v
™ 5@ e Increment Snapping : —
— Move @ X [0.25 | ¥ 0.25 Z 0.25
Rotate 15 -l
Scale 1 L T

CocepHas onuua noseonseT nepeﬁTM B pPeXuMm npumar HH4MBaHuA 6e3 Heo6Xx0AMMOCTM WUCMONb30BaTb KHOMKY Ctrl:

# Secene

|| &7Pivot * @B Global » ||
| W

* 5y v v | O« = e -

CAvailable when
bal.

Toggle Grid Snapping on an
you set toal handle rotation to




B pexume noeopoTa Ctrl + Shift nomoraiwT noBepHYyTb 06bEKT B HYKHOM HamnpaBieHuW. B3rnag BbAeNeHHOro o6beKTa HanpaBnseTcss Ha TOuKy
NoBepXHOCTM (Konnaigep) Apyroro o6bekTa.

YcTaHoBfieHa 3aBUCUMMOCTb O6beKTa cpepa OT ob6bekTa Ky6 uyeped okHo [Hierarchy], cdepa nepememeHa B Ky6:

# Scene = Hierarchy | |
| [e]Center * RLocal » || v 15w - | O~ = %, v Wi~ v |+~ (o
— : p— v P SampleScene*
| W SRR L 71 Main Camera
d i 0 Directional Light
¥ [7] Cube
(1 Sphere
71 Plane

KonupoBaTb 06bekT - Ctrl + D.
YpanuTte o6beKT - Delete.

Ecnn 06beKT COCTOUT M3 HECKOJSIbKUX BJIOXEHHbIX 06beKTOB, TO npun ypaneHnMn OCHOBHOIO 6YAYT yhaneHol BCe CBA3aHHble BJIOXEHHble B Hero
06bEeKThI. Mpwn yAaneHnn BJIOXKEHHOr o ob6bekTa - yoannutca TOJIbKO OH CaM. AHaNOrM4yHO C nepemeweHneM, MNOBOPOTOM, MaCNTa6MPOBaHMeM.

Mpun akTuBHOW onuumn [Center] rpynna BbiAesieHHbX 06bHEKTOB MOBOpavMBaeTCA Kak OAuH 60MbWoi, BOKpYr obwero ueHTpa.

# Scene
| [=]cepter + @5 Global = || * 5w e | O« 20 8 - TR -

I A O # 4 =

C aKTuBHOM onumeﬁ [Local] npun noBopoTe 06bEKTOB BMECTE C HUM noBopaynMBanTCA MHOUKATOPbL BpaleHUA, CMelWeHud, MaCNTa6MPOBaHMH.

Mpn nepeksioyeHnn Ha onuuio [Global] mapkepbl NMepexofAT Ha MOCTOSIHHYW OpWeHTauui B NpocTpaHcTBe no ocam X, Y, Z:



# Scene

| Pivot » dBGlobal» || 0w i v ji | O« 20 " - W -
| W BT & 4 =
-

Directional Light - 6a30Bbii MCTOYHMK MPSIMOrO OCBEWEHUS Ha CLeEeHe, co3haBaeMblii aBTOMaTUYECKM [ONs KaX4oW HOBOM CLEHbI.
Mo ymMon4yaHuio OH UMUTUPYET COJIHEYHbIM CBET, WU €CNN ero MOKPYTUTb, TO MOXHO MOMY4YUTb TEHM OT OOBEKTOB A/ PAa3HOr0 BPEMEHM CYTOK.

SHerarchy ||

# Scene

| [@]center * [RLocal * || w 5w v | O« = e, — Wi~ |+~ (o
¥ I SampleScene®
Ik W | < KRR — &‘@ M;n{:an'lera
i () Directional Light
¥ [ Cube
7] Sphere
0 Plane

[Inspector]

% CBoMcTBa Ob6bEKTa

CeoilcTBa 06bekTa oTob6paxeH B okHe [Inspector].

= Hierarchy Omspector | ail

* (oAl —_ —
” O - 2D it - | TR - + a @I @ + | Directional LHM Static |+
o v i SampleScene* :
- 7] Main Camera Tf&- Untagged hl Layer{Default v
D) Directional Light P 7
; ¥ oon Transform e it

Paosition X 0 i 3 Z 1|0
Rotation X 53887 ¥ 191,288 (2 214874

[MUMa o6bekTa]
NMA MOXHO MeHATb 6e3 orpaHudeHuUi, MOXeT MOBTOPATbLCA Y HECKOSIbKUX O6bEKTOB.

[ AkTMBHOCTD |
B aKTMBHOM COCTOSAHUN 06BEKT (YHKLUMOHUPYET KaK MOSIOKEHO, B BbIK/IIOYEHHOM He pearuvpyeT Ha OKpyXawWwuid MUP U CTaHOBUTCH HEBUOUMbLIM.

[Static]
Insa onTummsaumm urpbl. CTaTWUHbie 06bEeKTH 06pabaThiBAlTCA TOMbLKO MPM 3amnyckKe CLEeHb .

[Mapkepbi ]
NKoHKa nomoraeT 6GbicTpee HaxoAWTb HYXHbIA 06bEKT Ha ClLeHe, 0C060 MONe3HO ONA HEeBUAMMbLIX O06bEeKTOB - TOYeK crnaBHa M T.M.

[Tag]
Tern nomorawT rpynnupoBaTb 06bEKTb MO CMbICNIOBOM Harpyske. Hanpumep, Player - Bce, 4TO KacaeTcsa Mrpoka.

[Layer]

K KakoMy cnokl OTHOCUMTCS Bbl6paHHbIN 06beKT. CnouM HyXHb ANS HACTPOMKM TOro, Kakume 06bekT MOryT B3auMMoAenCcTBOBaTb APYr C APYroMm C
nomoubio dU3nKM. MOXHO MCNOMb30BaTb FOTOBbLE CJIOM MAM co3[JaBaTb COGCTBEHHble. Kakve cnou oTobpaxaTh YKasbBaeTCHA B HACTPOMKAaX KaMepsbl.



% KOMNOHeHTb o06beKkTa

Game Object npuobpeTaeT Bce Heo6XOA4MMble CBOMCTBA Korja emy [Lo6aBNST KOMMOHEHT C OnpefesfieHHbIM MOBefeHWEM.

KoMNOHeHTh - 4yacTu UrpoBOro obbekTa, OTBevawwme 3a ero noBegeHue B rnpouecce uUrpbol - nepemeleHne Uin peaxkuuw Ha Tpurrepsbl.

KomnoHeHTh 06bekTa oTo6paxeHbl B OokHe [Inspector]. B Hem oTo6paxalTcs BCe KOMMOHEHTb 06bekTa, NnapaMeTpbl, a TakXe CBOMCTBa O6beKTa.

KomnoHeHT [Transform] po6aBnseTcA Ha 06beKT B MOMEHT co3faHMA o6bekTa, ero Hefnb3s yaanuTb C o06bekTa.

OH oTBevyaeT 3a nosoOxeHue,

noBOPOT, pa3mep / nponopunMn OTHOCUTEJZIbHO Ha4allbHbIX MNMapamMeTpoB.

v ' SampleScene*
71 Main Camera

ff) Directional Light

© Inspector =
t‘ﬁ v Plane Static -

- Tag Untagged ¥ Layer Default -
v A Transform [ 7 s

Paosition
Rotation
Scale

v HH

Plane (Mesh Filter)

Y napameTpa Scale no ymon4yaHui0 OTKJ/lo4eHa onuus (3a4epkHYT OBas) MPOMOPLMOHANIbHOrO YBEJIMYEHUS pa3MepoB 06bekTa MO BCEM OCHM.

HoBble KOMMOHeHTb Ao06aBnAnTCA 06beKTy no KHomnke [Add Component] (BHM3Y OKHa MHcRekTopa).

Dynamic Occlusion  ~
v B v Mesh Collider @
Convex
Is Trigger
Provides Contacts
Cooking Options Everything -
Material Mane (Physic Material) ®
Mesh # Plane ®
\Layer Cverrides
Default-Material (Material) o :
> der Standard » | Edit... = -
Add Companent
KomnoHeHT [Mesh Filter] oTBedaeT 3a ¢opMmy ob6bekTa.
KomnoHeHT [Mesh Renderer] oTBevyaeT 3a Bu3yanusauuiw o6bekTa - 6e3 3TOro KOMMNOHEHTa O6bEKT He CMOXET 6blTb BUAMMLIM.
KomnoHeHT [Material] BMemaeT B ceba TekCTypy W weidep.
KomnoHeHT [Collider] rpaHuubl o6bekTa (XMT60OKC) - oTBe4YaeT B3aWMOLENCTBWE MPU CTOJIKHOBEHWU C APYrMMM OOGbEKTaMM.
KomnoHeHT [Rigidbody] po6aBnseT ¢usuky anAa B3aMMOAEMCTBMA C OKpyXawouum MuMpoM (MafeHuMe M3-3a rpaBuTalUKM, OTTanKuBaHue).
KomMnoHeHT [Script] npuBAsbiBaeT K 06beKTY CLEHapui MporpamMmMHOro Koga.
KomnoHeHT [Audio Source] po6aenaeT cnoT AnA 3BYKOBOro ¢aina - ayauMo Kauna, 06beKT CTaHOBUTCA UCTOYHMKOM 3BYyKa.
KomnoHeHT [Light] penaeT 06beKT MCTOYHMKOM CBeTa.
KomnoHeHT [Character Controller] anemeHT ynpaBneHusa, Oo6aBnAeT HEKOTOPY PU3NKY O6BEKTY.
KomnoHeHT [Animator] aneMeHT ynpaBfeHWs aHUMaUMen MOAenu.
B pykoBoAcTBe omnMcaHbl TOJNIbKO HeKoTopble aneMeHThl Unity M mx napameTpbl, C MNOACHEHUSIMU MO MPAKTUYECKOMY MCMOJSIb30BaHMUIO.
Mony4ynTb crnpaBKy Mo J06OMY 3JIEMEHTY MOXHO KJ/IMKHYB Ha 3HaK Bornpoca, B 6paysepe 6yAeT OTKpbiTa CTpaHULA C MOJIHBIM OMUCAHUEM :
] Directional Light ; ~
F0) Cubef ¥ A Transform /ﬂ s
0 Cube2 Position X -10 Y -5 Z 5
[0 Cube3 Rotation X 0 Y 0 Z 0
0 Cubed -
Eﬂ Sphere Scale x 1 ¥ 1 £ 1
0 Capsule _
v Plane (Mesh Filter e 3
7 Cylinder = ( ) P .
Mesh  Plane ®
0 Quad "
&0 Terrain v B ~ Mesh Renderer e
# Materials Open Reference for Mag Renderer.
¥ Lighting
Cast Shadows On -
Receive Shadows w




»% UCTOYHUKKU cBeTa

Directional Light - ucTouyHMK npAMOro oceeweHus. TakKoW MCTOYHUK OCBEWEHWUA MO YMONYaHUKW MMUTUPYET conHue - Directional:

= Hierarchy 2 i | @ Inspector S i
| O~ 20 g T~ A 2 ff] ~ Directional Light Static ~
v i SampleScene* : -
0 Main Camera Tag Untagged v | Layer Default A
tmnaInght v % Tramafomm e+ :
0 Sphere Position X 0 ¥ 3 20
G0 Plane Rotation X 53.887 | Y 191299 Z 214.874
Scale LS ¥ |1 Z 1
v 41 v Light @ 3
[Type Directional -]
Color
Made Mixed -
Intensity 1
Indirect Multiplier 1

B cBoncTBax 4epes nosie Type MOXHO WU3MEHUTb PEXMM PaboOThl:

Spot - ny4d cBeTa - NpoXeKTop MM ¢oHapuK, 4YeMm pganblie 06beKT OT CBeTa, TeM MeHee OH OCBeleH

Directional - HanpaBfieHHbIW CBET - COJIHUE

Point - ToueuHn cBeT - namna / daken / KocTep, ocBewaeT OO6BLEKTb B OMpeAeneHHOM paguyce OT cebs

Area (baked only) - kpyrnas wnu npsiMoyrofsibHass 30Ha, paboTaeT TONbKO B pexXuWme 3apaHee “3anedeHHoro” cBeTa, 3Ta 30Ha WUcCNyckaeT
CBET TONbKO B OOHOM HarpaB/leHMM - B BuLe fydya M3 UeHTpa ourypsl (OKHO), 3aTeHeHue 6osiee MArkoe W peanucTUyHoe, 4YeM To4dedHoe

Color - uBeT, MO YMOJlYaHMIO yCcTaHaBAUBAeTCs OGNIM3KUNA K COJIHEYHOMY .
Mode - kak 6ypeT ob6bpabaTbiBaTbCA CBET UCTOYHUKA:

e Baked - 3apaHee npocuMTaH M “3aneyeH” - 3KOHOMWA PECYPCOB BO BPEMSA MIpbl
e Realtime - o6pab6oTka B npouecce urpbl, 6osiblle Harpyska Ha Mpoueccop BO BpPeMsi UFpbl, Urpa 3aHMMaeT MeHblle MecTa Ha JuCcKe.
e Mixed - coeMewaeT ob6a BapuaHTa

Intensity - MHTEHCUBHOCTb OCBEWEHMUS .
Indirect Multiplier - ApKoCTb OTpaXeHHOro cBeTa.

% Baked
Baked Shadow Radius - yron HaknoHa nonyTeHen, AONA YyNyYlWeHUs MACKOCTU TeHewn.

3 Realtime
Shadow Type - kakoro Tuna TeHW 6yayT oT6pachiBaTb O6bEKTHI:

e Soft Shadows - MmMArkue, rnagkuve
e Hard Shadows - peskue, kKBagpaTHble, JleCEHKOM
e No Shadows - 6e3 TeHen

Realtime Shadows npu Soft Shadows / Hard Shadows

Strength - HackonbKo TeMHbMM 6yAyT TeHW, Mpu O TakoW pexuMm TeHel He MMeeT CMbiciia, TaK KakK pecypchl Ha 06paboTKy BblAenswTcA
Resolution - paspeweHve, MO YMONYaHWIW M3 HACTPOEK MpoekTa (HU3Koe - KBajpaTHble M pasMbiThie, YNbTpa - KaudeCTBEHHble CrilaxeHHbe)
Bias - nomoraeT HacTpOMTb TEHW Ha HEPOBHbIX MOBEPXHOCTSX, OBUXOK XPaHUT KapTy TeHer OnsA KaX4oro nukcens

Normal Bias - noMoraeT HacTPOUTb TEHW Ha HEPOBHbLIX MOBEPXHOCTAX, [OBUXOK XPaHUT KapTy TeHeh OnA Kax4oro nukcens

Near Plane - MMHUManbHOe paccTOsHWE MeXLy WCTOYHMKOM CBeTa U O6bEeKTOM, MpM KOTOPOM TeHb He 6yaeT oT6pachiBaTbCs

Cookie - npuHuMaeT B cebsi TeKcTypy, 3¢deKT KoTopon 6ymeT MPUMEHATLCH Ha CBeT - BOSIHACTaAsA TeKcTypa - CBeT Mnojg BOOOW.
Size - pasmep npumeHeHust TekcTypbl gnsa Cookie.

Draw Halo - onpepensieT pucoBaTb S Opeosl cBeTa BOKPYr WMCTOYHMKA CBeTa, MOXeT MMUTUPOBATb CBEYEHME JTaMMOYKWU.

Flare - 6ynyT nm 6JMKM Ha cBeTy OT MCTOYHMKA CBeTa, BUA O/IMKOB 3afaeTcs TEKCTYpol, [o6aBnsieTCsl O6bIYHO TOJIbKO COJIHLY .
Render Mode - npuopuTeT MCTOYHMKA CBeTa.

e Auto - aBTOMaATUYECKUN PEXMM MO YMOSYAHUI
e Important - BaxHbi, cBeT 6yfeT PEHAEPUTb KaXgpil MUKCeNb OTAENbHO, MPUMEHATb TOMbKO K KJIWYEBBIM MCTOYHMKA cBeTa (dapbl MawuHbl)
e Not Important - peHOepuTb He KaxAbli MUKCeNb, a OTHOCUTENIbHO BepuuvH Mogenw

Culling Mask - Bb6paTb C/OM, Ha KOTOpble O6yneT BO3[eNCTBOBaTb CBET.

YTOo6b O6BLEKTH OTOpachiBanM TEHM, Y HUX OONKHO 6biTb BKI4YeHO cBoucTBO Cast Shadows.
YTo6bl 06BbEKTHl MOTJIN MPUHATbL YYXYK Te€Hb WU OTO6Pa3UTb €e Ha CBOEN MOBEPXHOCTWU, Y HUX OOJXeH 6biTb mocTaBfieH ¢nar Receive Shadows.

» B cube (Mesh Filter) @ 3 !
v H] ~ MeshRenderer [ 7 L

¥ Materials 1

= Element 0 D New Material &

¥ Lighting
Cast Shadows On o
Receive Shadows «
Contribute Global lllumination

Receive Global llumination Light Probes -
¥ Probes




X NCTOYHMKM 3BYyKa

Ana vMuTaumm addeKToB, 3aBUCAWUX OT MOJIOKEHUS UCTOYHMKA 3ByKa B npocTpaHcTBe, Unity TpebyeT uTo6b BCE 3BYKM WUCXOAUIU OT OBBHEKTOB.
3BYKWM YynaBAMBAKWTCHA CliywaTeneMm, TMOAKJ/IWYEHHbBM K [pyromMy o6bekTy (kamepe). 3aTem Unity cumynupyeT a¢pekTbl pacCTOSHUA U MOJIOKEHUSN
MUCTOYHMKA OT cllywaTens, M BOCMPOM3BOAMT pe3ynbTaT nonb3oBaTeni. Unity He MoXeT paccuMTbiBaTb 3XO B 3aBUCUMOCTWU OT FEOMETPUU CLEHBI,
HO 3XO0 MOXHO WMMUTUpPOBaTb 4Yepe3 pobaBreHUe QUNLTPOB K 06bEKTAM-UCTOYHWKAM 3ByKa. EcnvM uCTOYHMK 3ByKa 6LICTPO MepeMewlaeTcsi, TO MOXHO
no6aBUTb 3¢PeKT peBepbepaumm (MawMHa B TOHHese). MuKluep cMewvMBaeT 3BYKWM pPasHbIX UCTOYHUKOB U MPUMEHSIET 3QPEKThI.

Niw6oMmy 06bEKTY Hafo Ao6aBuUTb KOMMNoHeHT [Audio Source], ¥ OH CTaAHOBUTCS UCTOYHWMKOM 3BYKa.
Ccbinika Ha 3BykoBoM ¢awmn 3apgaeT B none AudioClip:

 ———
= Hierarchy = i | O Inspector ® |ighting =
+ L ar A @ @ o sphere Static -

v i SampleScene* : .
7 MainCamera Tag Untagged *  Layer Default -

Directional Light
% Plane e v ). Transform 9

0 Sphere Position X 2 Y 5 Z 1.83

Ratation X0 ¥ 0 Z 0
Scale L ¥ 1 ol

4

» Bl sphere (Mesh Filter)
» B v Mesh Renderer

» & ~ Sphere Collider
—i ¥ ~  Audio Source

AudioClip 40_forest_day_1 ®

h

4

LR

Output Mane (Audic Mixer Group) O]
Mute

Bypass Effects

Bypass Listener Effects

Bypass Reverb Zones

Play On Awake v

Laoop

Priority @ 128
High L

Valume & 1

Pitch & 1

Stereo Pan & 0

Spatial Blend L 0

Reverb Zone Mix & 1
k3D Sound Settings

w Defanlt-baterial (Materiall 8 ;|

Output - Kkyaa / KOMy BbIBOOMTb 3BYK, 3HA4eHMe MO YyMONYaHWI0 BMOJSIHE cripaBiseTcs C O6bIYHON CUTyauuen.

Mute - 3ByKkoBOWM daitn MpourpeiBaeTCcA, HO caM 3BYK 3arfylleH.

Bypass Effects - He npuMeHATb 3¢PeKTbl, KOTOpble [LOMKHb MEHATb MPUMEHATHCHA K UCTOYHMKaM 3BYyKa.
Bypass Listener Effects - BKJIOUMTb / BHKIWUYATb 3QPeKTh, NPUMEHseMble K MosydaTesio 3ByKa.

Bypass Reverb Zones - BKAW4YMTb / BbIKIKWYATL 30Hb peBepbepauun (peBepbepauus - OoTpaxeHue 3ByKa).

Play On Awake - 3ByK HauMHaeT BOCMPOU3BOAWTLCA Cpa3y Mocie 3arpy3ku CLeHbl, eCnyM OTKJIYEeHO, TO 3anyckaTb BOCMpPOU3BeAeHVEe Hafjo
KoMaHgon us ckpunta 4yepes metog Play().

Loop - 6€CKOHeYHbIN MOBTOP.

Priority - npuopuTeT MCTOYHMKA 3BYKa (O cambil BaxHbi, 256 HauMMeHee BaxHbIM), O - 4YTO6b M36eXaTb CYyYaNHOrO MEePEKSINUYEHNS MY3bIKU .
Volume - HaACKOSIbKO COXpaHAeTCHA FPOMKOCTb MpW yaaneHun crywaTensa OT MCTOYHMKA 3BYKa Ha 1 MmeTp.

Pitch - 3amepneHue / yckopeHue BocnpousBefgeHuss, 1 - HopmanbHasA CKOPOCTb, MPW OTKJIOHEHUW BbICOTA TOHA WMCKaxaeTCHA WCKaxaeTcs.
Stereo Pan - Kak 3ByK pacrnpepensieTcsa Mexay JieBbiM M MpaBbiM KaHanaMmuM CTepeo Bbixoga.

Spatial Blend - kak ponxeH BOCNpuHMMaTbCA 3BYK - B 2D / 3D, B 3D MCTOYHMK 3BYyKa Y4MTbiBaeT MOMOXEHMEe cnywaTensa B NPOCTPaHCTBE.
Reverb Zone Mix - konuyecTBO 3ByKa, HanpaBiseMoro Ha peBepbepauuiw - ana nonydeHusa adpdekTa 6NMKHEro / ypaneHHOro MCTOYHMKA 3BYKa.

06bi4HO cxaToe aygmo (Compression Format y aymguo-¢ainna B npoekTe) - Vorbis nydwe wucnonbsoBaTb ANS OJIMHHbLIX alnoB - ¢(OHOBOW MY3biKM
WM O3BYYEHHbIX AuanoroB. [lnA KOPOTKMX 3BYKOB - BHICTPEJSIOB - Nyylle MCNOSib30BaTb He cxaTbii PCM.

NoppepxuBaemsie 3ByKOBble dopmaThi:
.mp3

-0gg

.wav

.aiff / .aif

.mod

.it

.s3m

< XM



Kamepa

O6bl4HanA Kamepa urpoka AO6aBﬂHeTCH aBToOMaTU4eCKM npu co3pgaHn CLUEHbl.

Mpn BblAENEHUN Kamepbl Ha CLeHe OTOo6paxawTcsA rpaHuupl 0630pa Kamepbl - TO, 4YTO YBUAUT MIPOK, W OKHO npearnpocmoTpa.

# Scene | oBGame

| [e]center * RLocal » ||
| W

* 5 v e | O« 20 e, -

- =— Main Camera

(O ||| & =

! | = Hierarchy 2§ | @ Inspector
Wi~ w |+~ [~ I3 @ Y
v i SampleScene* - v
1) Main Camera Tag Mi

Directional Light
@ 9 v/ Tra

¥ (7] Cube
£D Sphere Positien
EB Plane Rotation
Scale

¥ Wl Can

Clear Flags
Backgroung
Culling Mag

Projection
FOV Axis
Field of Vie
Physical Cg

B Pienicas = .

MocMOoTpeThb Ha CLeHy rnasaMu urpoka (4Yepes Kamepy WUrpoka) MOXHO B OkHe [Game].

3aernI/ITb KaMepy 3a nepcoHaxem = urpa Cc Buagom OT TpeTbero Jsivuda.
MpukpennTb Kamepy K roJjiope nepcoHaxa = urpa c¢ BuMgom OT nepBoro nuua.
HenoasuxHas KamMepa = KapTO4Hble WUIpbl.

lMepeMmewarnwanca Kamepa = cTpaTeruu.

% HacTpownka kKamepbl

Kamepy urpoka MOXHO HacTpoMTb KakK W Nw6oM ApYroii KOMMOHEHT B okHe [Inspector].

oénar akKTUBHOCTMU KaMmepbl - BKJIWYaeT / BblKMKW4YaeT ee - ynpaBnAada M306pa)KeHVIeM B OKHe [Game], HO Heé BbIKJI04HaeT OKHO npeannpocMoTpa CUEHbI.

&

L = Main Camera

v lla mera o
Clear Flags Skybox -
Background I,
Culling Mask Everything -
Frojection Perspective -
FOV Axis Vertical -
Field of View & B0
Physical Camera
Clipping Planes MNear 0.3

Far 1000
Viewport Rect X0 ¥ 0

W1 H 1
Depth =1
Rendering Path Use Graphics Settings v
Target Texture Mone (Render Texture) ®
Ceelusion Culling v
HDR Use Graphics Settings -
MESAA Use Graphics Settings -
Allow Dynamic Resolutic
Target Display Display 1 -
{1 ~ Audio Listener o

Add Compoanent

Clear Flags - 4yTo 6ymeT OTpPMCOBAHO TaM, rge HeT OOBEKTOB:
Skybox - Heb60

Solid Color - opgHopogHbI uUBET
Depth only - TO uTO 6bIJIO Ha MpownoM Kagpe, HO OBHOBAAA FNYO6MHY KapTUHKWU

e Don’t clear - kamepa 6ymeT LeNMKOM OCTaBfsATb u3o6paxeHue c npowsnoro kagpa (co3paeT 3¢PpeKT pasMbiTUA, O6bLIYHO He MCMoJib3yeTcs)

Background - uBeT 3anuBku gns Solid Color.
Culling Mask - Bb6paTb cnowu,

KoTopble Kamepa 6yheT MokasbiBaTb UrpokKy. B wyTepax yacTo pewaiT npobrneMmy oTo6paxeHus opyxusi. Opyxwue c

PpyKamMn peHpOepAaT OT,IJ,eJ'IbHOVI Kamepoﬁl M HaKnagblBawT MNoBepX M306pa)KeHVIF| OT OCHOBHOM KaMmepbl. Tak opyxune He npoxogunTt CKBO3b CTEHbLI.

Projection - pexumbl pa6oTbl Y HUX pasHble CBA3aHHble NapameTpbi:

e [Perspective] - nepcnekTuMBHas Kamepa C O6beMHbIM OTO6paXeHUeM
e [Orthographic] - opTorpadusa - kamepa AaA MAOCKUX N306paXEHN

% Perspective - nepcnekTMBHas KaMmepa C O6bEMHbIM OTOBpPaXeHWEM.
FOV Axis - ropusoHTanbHas win BepTUKaNbHaA opueHTauus.

Field of View - yron o63opa.

Physical Camera - aMmynsuusi o6bekTUBa Yy KaMepbl.




% Orthographic - opTorpa¢ma - kamepa Ans MNOCKUX U306PaXEHUN.
Size - ob6bwmn pasmep MNpAMOYrofibHOM o6nacTu, KOTOPYKW 3axBaThBaeT Kamepa.

Clipping Planes - oTBeuyaeT 3a najibHIOKL " 6JINKHION MIOCKOCTb KaMmepbl, HaACKOJIbKO pgajibHue " 6N1MKHNE O6BEKTHI 6y,D,YT oTpucoBbiBaTbCA :

e Near - paccTosiHWe GAMXHASA MJIOCKOCTb
e Far - paccTosiHMe [0 fAajibHER MIOCKOCTM
Viewport Rect - nosBonsieT MeHATb MOJIOKEHME KapTMHKM Ha 3KpaHe:

e X, Y - cmeuweHue Bneso / BnpaBo, BBepX / BHU3
e W, H - wnpuHa u BbICOTaA BMAUMOIrO B KaMmepe npocTpaHcTBa
C nomowbi 3TMX MapaMeTpPOB MOXHO cpheflaTb YepHble MOOCH KakK B KWHO WU MWHM pajap.
Deapth (rny6uHa) - NOpsfOK HaJIOKeHUS U306paxeHUsi C HECKONbKUX KaMmep, WiuM odyepedb OTPUCOBKM. MoxHo coBMmewaTb ¢ Culling Mask.
Mpumep: cHa4vana BLIBOAMTCH M306paxeHne c Kamepbl -1, 3aTeM noBepx M3o6paxeHMe C Kamepbl B, notom 1 u T.4.
Rendering Path - kakowm Bup peHpepa 6yneT ucnonb3oBaTb Kamepa:

Use graphics settings ncnonb3yeT HacTpoWKu, KoTopble cTOAT B npoekTe - Forward

Forward - onTtumanbHo B 99% cny4aes

Deferred

Legacy Vertex Lit

Target Texture - ciopga MOXHO BCTaBUTb TEKCTYpY, Ha KOTOpyl 6yneT BbBOAUTbCA U306paxeHMe OT 3TOW Kamepbl. A MOTOM 3Ty TEKCTYpPY MOXHO
HaNOXUTb Ha pasfn4dHble 06bEeKTbl. TakKk MOXHO cO3[aTb peanMCTUYHbleE MWUHM KapTbl, ONTUYECKME Mpuuesnb, KOMHATy OXpaHbl C MOHMTOpaMu, Ha
KOTOpbIX O6YyAYyT OBUrawwmecs KapTUHKM OT OXPaHHbIX KaMep, 3epKasio 3agHero Buga.

Occlusion culling - Kkamepa He 6ypeT o6pabaTbiBaTb OObBEKTH, 3aKpbiThle APYruMM ob6beKTamu. [laHHble 06 06beKTax, KOTopble He Hajo
peHOepuTb xpaHaTca B 03Y BuAaeokapThl. T.K. Ha MO6MAKaAx WM MnaHweTax HeT rpa¢uyeckoro npoueccopa, TO BCS Harpyska WOET Ha UeHTpasbHbii
npoueccop (M TaM COXpeT pecypchl), MO3TOMY BKJWYaTb 3TOT MapameTp LS MOGWUIbHbIX YCTPOUCTB HE CTOUT.

HDR - ucnonbs3oBaTb LBeTa WWMPOKOro guanasoHa.

MSAA - He cTouUT ucnonb3oBaTb AOSI9 OEWEBOW KaMepbl HaGMOOEHUA WM CO3[aHUS MUHUKApPTHI.

Allow Dynamic Resolution - pguMHamuyeckoe pa3pelweHue, OBMXOK MOXET MOHU3UTb €ro Mnpu BHICOKOWM Harpyske.
Target Display - Ha KakoW 3KpaH BbLIBOAUT M306paxeHuMe Kamepa.



[Game]

B okHO [Game] BbHBOAUTCA TO, YTO YBUAUT MIrPOK, Korga 06bEKTh CLEHb nonagalT B Mofie 3peHUs ero Kameph.
Y OKHa ecTb MapameTpbl, W 3HaA4YeHUsA MepBOro MnapameTpa OMNpeaensiT AOCTYM K APYrMM HAcTpOWKaMm.

e [Game] - uMMTauuMsa aKpaHa C onpefesfieHHbHM paspelieHnem
e [Simulation] - cumynAuuA sKpaHa Kakoro-nnéo ycTpoWcTBa

& Game

Dpay1 v |Froehspect v Scals —@———————1ax _ vyrooused v| | | |msus
q“ '.

. Game

Simulator

X Game
[Display 1] - Bb6op gucnnesa gna oTo6paxeHWs M3obpaxeHua (Bcero nopaepxupaeTtcs 8).

PasHbiM KaMepaM MOXHO 3afaTb BbIBOA Ha pasHble Aaucriien. MoXHO pacCTaBUTb HECKONIbKO KamMep B pasHbiX TouyKax Moj pasHbiMM Yyriamu, 3agaThb
UM pasHble AUCnen, W nepekswyascb Mexay Kamepamu BbibpaTb Hambonee MHTEPECHbI pakypc.

[Free Aspect] - Bbi6Op paspemweHusa. 3To nomoraeT npu TecTupoBaHuMu UI. BuaoHO TO, 4YTO YBUAMT UrpoOK Ha MOHMTOpax pasHoro ¢opmaTa.
Ecnn HyXHOro paspeweHuss MaM COOTHOWEHUS CTOPOH HeT, TO MOXHO ero cosfaTb.

= | Display1 = Free Aspect
Low Resolution Aspect Ratios
 WSync (Game view only)

+ Free Aspect

16:9 Aspect

16:10 Aspect

Full HD {1920x1080)
WXGA (1366x768)
QHD (2560x1440)

[Scale] - cnaipep pasmepa 3aKpaHa - npubnuxeHve / oTAaneHue, yOO6HO MPOBEPsATb €CTb JiM BU3yasibHble AedeKTbl.

[Play Mode] - Bbi6GOp nMoBegeHusa Mpu TecTUpoBaHMM WUrpbl B pefakTope. [pu Bkw4veHun PlayMode OKHO reHepupyeT TpU Tuna MoBeLeHUS :

Play Focused (no ymonyaHuio) - npu 3anycke okKyc nepeksioyaeTcs Ha OKHO [Game], urpa cuuMThiBaeT HaxaTue KHOMOK Ha KnaBuaType
Play Maximized - Play focused + okHO pasBopaymMBaeTCsi Ha BeCb 3KpaH

Play Unfocused - 3anyckaeT TecT, He nepeknw4yas ¢OKYC Ha OKHO WUrpbl, 3TO MOXeT O6blTb MOSIe3HO MpM MpoBepKe 3anycka KaTCLeEHb,
ponvka, Mnpu KOTOPOM BBOJA C KJiaBMaTypbl He HyXeH

[Mute Audio] - oTKnUMTbL 3BYK.
[Unity Shortcuts] - oTknw4yaTb cuuTbiBaHWe codveTaHuit knasuw Unity no Bpema MpOBEPKU Urpbl.
[Stats] - BKAWUYMTL / BHIKIKYUTL OKHO CTATUCTMKM. CaMbiM HYXHbIM B Hem ABnaeTtca FPS.

[Gizmos] - oTo6paxeHue rpaHuL 06bLEKTOB, HaAO 4YTO6b OTCNEAMTb TeXHMYeckoe oTobpaxeHue O6BLEKTOB, MCMOJSib3yeTcsA peako.

X Simulation

CuUMynAuUMA 9KpaHa Kakoro-svM6o yCcTpoMCTBa.

[Scale] - cnanpep pasmepa 3aKpaHa - npubnuxeHuwe / oThaneHue, yLO6HO MPOBEPsATb €CTb JiM BU3yasibHble AedeKTbl.

[Fit To Screen] - nogorHaTb pa3Mmep 3My/JMpPYeMmMoro fAeBanca Moj pasMep OKHa.

[Rotate] - noeepHyTb ycTponcTBo (ero gucnnen).

[Safe Area] - oTo6pasuTb 6es3onacHylw 30HYy - Ty 4acTb 3dKpaHa MO6GUIbHOrO YCTPOMCTBa, KOTOpPYKW He neperopaxuBaeT ¢poHTanbHaA Kamepa.
[Play Mode] - BbiGOp mMoBegeHMsA aHaNoOrM4yHO Kak B pexume Game, HO pexum no ymondaHuw Play Unfocused.

[Control Panel] - naHenb ynpaBneHus Mo3BONSSeT BbI6GpPAaTb A3bIK OMYJIMPYEMOrO YCTPOWCTBA, BbIXOA B MHTEpPHET.



[Project]
B okHe npoekTa oTo6paxeHb BCe pecypchl MpoeKTa Mo aHanorum c npoeogHvkoMm Windows. 3gecb OKHO MepeMeweHo, B HeM ¢ain TeKylWen CUEHb.
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b Im Code Coverage

b Im Custom MURIit

b Bm Editor Coroutines

b Im JetBrains Rider Editor

- Il Profile Analy zer

- Il Settings Manager

> BB Test Framework

b Im TextMeshPro

b Im Timeline

b Bm Unity LI

= Im Version Control

- Il Visual Seripting

b Il Visual Studio Code Editor

= Im Visual Studio Editor

¥ Tunbl pecypcoB

3D mopgenu - ¢amnel FBX mn pgpyrue (Unity nogxopmaTt DAE, FBX, OBJ). MESH - mopenbHaa ceTka 3D momenun. Mogenb nepcoHaxa COOEPXUT Bce
CKWHbl nMepcoHaxa (3a oTo6paxeHMe KOHKPEeTHOM 4yacTu Modenn oTBedaeT ¢nar aKTUBHOCTU HYXHOIrO 3JIEMEHTA).

Mooeno MoxeT XpaHUTb B cebe aHuUMaumm, KOTOpble OHa MOXeT BOCNpPOM3BOOUTDL. Tunel aHMMaUWUNK :

e Legacy - cTapbihn ¢opmaT, KOTOPLIA HYXeH B O4YeHb CTapbiX MPOeKTax W Mpu IKCTPemMasibHOW OnTUMMU3auuu
e Generic - npuMeHsieTCA B OCHOBHOM K O6beKTaM W He FyMaHOWAHbIM cylecTBaM, WMHOrAa K FyMaHOWOHbIM
e Humanoid - npuMmeHsieTcsa K rymaHOWAHbLIM MepcoHaxam. AHMMaumm paboTawT B CBSA3Ke C aBaTapamu

Npedabelr - crnocob6 co3paHMA WabMOHHOrO O6beKTa M3 HEeCKONbKMX ANA MOBTOPHOrO MCNOMb30BaHMA. [lpM M3MeHeHMM napameTpa npedaba BCe KOMUM
06BbEKTOB Ha clUeHax Takke nony4vyaT wuaMmeHeHus. Prefab Variant HacnegyeT cBolcTBa M KOMMOHEHTb OT OpUrMHama, HO MOXET COXpPaHATb
U3MEHEHUA KakK cob6cTBeHHble oTnnuusa. KomaHga Unpack B KOHTEKCTHOM MeHl npedaba B cueHe KOHBepTupyeT npedad B O6bIYHbIN O6BEKT, KOTOPLIN
yXe He O6yJeT CBA3aH C OPUrMHaNbHbLIM MCTOYHUKOM.

llns cospaHus npe¢aba Hano MepeTaWMTb COCTABHOMW O06BEKT CO cuUeHbl (MM M3 OKHA MepapXuMuM) B OKHO MPOEKTa B HYXHYl Manky.

MaTepuanel - onpegensAnT MapamMeTpbl W MpaBuia oOTo6paxeHus o6bekTa - Ccrnoco6 BU3yanusauunm MOBEpXHOCTM. B ToM umcne ccbikM Ha
ncnonb3yemble TEKCTYpbl, WHPOPMaUMIO O Mo3amKe, LBETOBbie OTTEHKM M npodee. [loCTynHble MapamMeTpbl AN MaTepuana 3aBUCAT OT TOrO, KaKoM
wengep wcnosibdyeTcs B HeM. MaTepuwan nepepaeTcs CCHJIKOM B Mogenb o6bekTa. Mogenb MOXeT MMeTb KakK OAMH, TaK WM HeCKONbKO MaTepuanoe -
no OA4HOMY Ha Kaxabin Mesh wnu yyacTok mogenwu.

TekcTypbl (crnpaiTel) - pacTpoBble M306paxeHWss - KapTuUHKM B ¢opmaTax PNG, JPEG, PSD. [ogrpyxaem B MNPOEKT HyXHOe Wn306paxeHune, MeHsieM
HaCTPOMKN KapTWUHKU, TpUMEHAEM KapTUHKY K MaTepuany (MaTepvan noJlydaeT CCbUJIKYy Ha TeKcTypy). lleiaep MaTepvana MOXeT WMCMNONb30BaTb
TeKCTypy MNpu pacyeTe LBeTa MNOBEPXHOCTW o6beKTa. B [OononHeHWe K OCHOBHOMY UBeTy (anb6efo) MNOBEpXHOCTW MaTepuana, TeKCTypbl MOryT
npefocTaBfATbL MHOrMe [pyrve napaMeTpbl MOBEPXHOCTU MaTepuana - oTpaxaTesibHas CMOCO6GHOCTb, WEpPOXOBATOCThb.

CnpaiThl MOXHO MCMOSIb30BaTb KakK CaMOCTOSATEsbHbie MrpoBble 06BEKTbl - M3 HUX COCTOAT BCe 2D urpl.
CnpanTbl npuMeHsalTca B UL - OKHa M KHOMKM, HO TaM MCMosib3yeTcs KoMmnoHeHT Image BMecTo Sprite Renderer.

lleiigepbl - nporpamma, KOTOpasl BLIMOJIHAETCS Ha BuaeokapTe, W onpepenseT Kak 6yneT peHOepuTbCcs 06beKT (OTPUCOBLIBATHCS €ro MOBEPXHOCTb
Ha 9KpaHe). llengep coOOEepXUT MaTeMaTUYECKUE BLIYUCIEHUS W anropuTMbl [ONs BbUMCIIEHUS LUBeTa KaxAoro BM3yaslbHOMO TMUKCENsT Ha OCHOBE
BXOJHOrO OCBEWEHUs W KOoHPUrypaumm maTepuana. Kakume HacTpoWku uMmeeT wMaTepuan, 6ygneT nu Ha Hem paboTaTb cBeT, 6yneT 1M OH
UCMoNIb30BaTb TEKCTYpbl W Mpo4yee - BCeE 9TO OnNpelenseT wenaep, KOTOpbM ucnonb3yeTcAa B MaTepuane. lleipgep 3agaeT OOHY WM HECKOMbKO
NMepeMeHHbIX-TEKCTYP, KOTOpble OH oxugaeT Ha Bxon (6yaeT ucnonb3oBaTb), a MWHCNEKTOp MNO3BONAET Ha3HauYUTb 3TUM TakuWe TEeKCTypbl Kak
BXOJHbIE MapameTpsl.

CTaHAapTHHﬁ meﬁnep aBTOMaTU4YECKU ﬂ06aBﬂﬂeTCﬂ HOBOMY MaTepuany. OH UCMNoJib3yeT CJIOXKHbIE pacydeTbhl M XOPOWOo crnpaBndeTcd C OTpMCOBKOﬁ
C1MBOIJIOB, AeKOpaHMﬁ, OKPYXeHunaA, CrJioWHbIX (KaMeHb, noepeso, MeTaﬂﬂ) N MNMpo3payHbIX 06bEKTOB (CTeKﬂO), TBepOblX U MArKunx ﬂOBerHOCTeﬁ.

FX - BopgHbie n cBeToBble cneuadpoexTsl

GUI - oTo6paxeHue rpapuyeckux MHTepdencoB nonb3oBaTensa, ANA TeKcTa

Mobile - ynpoweHHble wenpepsl AN MOOUIIbHBIX YCTPOWMCTB

Nature - pepeBbsA M 3eMHas MOBEPXHOCTb

Particles - a3¢dekTb cucTemb 4yacTuy

Skybox - pgna peHpepuHra ¢oHoBow cpeppl (Heb6a)

Sprites - pgna 2D

UI - uHTepdenc nonb3oBaTensa

Unlit - gna peHgepuHra, KOTOPLIA MOSIHOCTbI O6GXOAUT CBET U TEHMU

VR - BupTyasibHas peasibHOCTb

Autodesk Interactive - gns ob6ecneyeHus kKayecTBeHHOW Buayanusauum 3D-o6bekToB, co3paHHbiXx B Autodesk Maya unm 3ds Max
Standard - no ymonuaHuw

Standard (Specular setup) - 4na MaTepuanoB C UMUTALMEN OTPaXeHUA cBeTa - MeTalyIMYeCKUX U MOJSIMPOBAHHbIX MaTepuanos

CTaHOapTHbIM wenpep 3aMeHseT 60MbWLOM CAMCOK cTapbix wengepoB (Legacy). ®akTuMyecKuM cTaHOaApTHbHI wehgep 3TO Habop MHOXecTBa [LpYrux,
wennepoB, Kaxgbh M3 KOTOPbLIX WMCNONb3yeTcs Mo cuTyauuu. Wcnonb3oBaHuMe TOro MAM MHOFO lWengepa 3aBUCUT OT TOFO, Kakue onuuu 6binu
3afeNCcTBOBaHb Y CTaHOapTHOro uwengepa. 9TO YAO6HbLIN Crnoco6 ONTMMMU3AUUKM Harpy3Ku.



Ayouo - 3BYKM U ¢OHOBas My3blka, O3BYYKa AMaNioroB - MOoAXogAaT o6bidHble ¢annsl popmata MP3 u HekoTopble gpyrme. YTo6b C HUMMM paboTaTb
HYXHbl [Ba KOMMOHEHTA:

e Audio Source - onpepensieT rge BOCMpPOU3BOAMTCH 3BYK, QOHOBasi My3biKa M 3BYKWU, SM60 BOCMPOU3BOAMTCH B OMpefesieHHON TO4uKe
e Audio Listener - nepepaeT 3BYK B HaYWHWKWU, OOBLEKT C 3TUM KOMMOHEHTOM [JOSXeH 6biTb TONbKO OAWH Ha cueHe (Kamepa urpoka)

AHMMAUMM - aHMMALMOHHBIE KAMMbI, MO CXemam KOTOPbIX MepcoHaxu 6y,D,yT OBuUraTtbCA B 3aBUCUMOCTU OT yCJ'IOBVIVI aKTMBaUMM aHUMaLUN.

CkpunTbl - ¢aisibl ¢ NMporpaMMmHbiM KogoM. [ncaTb cO6CTBEHHbE CKPUMTH Hago [ANs peanv3auuy CJIOXKHOM JIOFMKM B3auMMOLEWCTBUS MeXLy O6bekTaMu.
CpencTBa BM3yasbHOrO MporpaMMMpoBaHMs MO3BOMAKT caenaTb He Bce.



X Co3,anMe MaTepuana

llo6aBnsieM B CTPYKTYpy npoekTa B pa3gene Assets HoBbie nanku (Folder): Materials u Textures.
CkauMBaeM M3 MHTepHeTa boe M306paxeHue Ojsi MOBEPXHOCTM - MAMTKA, AOCKM M T.4.

KapTuMHKY nepeTackuBaeMm B nanky TeKCTYp M MeHseM ee cBoWcTBa B okHe [Inspector].

lnA coxpaHeHuA ee M3MeHeHMN KHonka [Apply].
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v A SampleScene* :
71 Main Camera \ Sl
) Directional Light Y
¥ [ Cube Texture Type Sprite (2D and UI) -
CD Sphere Texture Shape 2D o
7] Plane
Sprite Mode Single -
Pixels Per Unit 100
Mesh Type Tight *
Extrude Edges —& 1
Pivat Ceanter -
Generate Physics Shape ol
Sprite Editar
¥ Advanced
sRGE (Color Texture) “
Alpha Source Input Texture Alpha d
Alpha |s Transparency v
Read/Write
Generate Mipmaps \
Wrap Mode |Repeat -]
Filter Mode Bilinear -
Aniso Level @ 1
Default -
Max Size 2048 -
Resize Algorithm Mitchell -
Farmat Automatic -
Compression Mormal Quality -
Use Crunch Compression \
Revert | Apply

B nanke maTepuanoB co3gaeM HOBbLIM MaTepuan - KOHTEKCTHOe MeHw / Create / Material.
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OTKPbITb OKHO BbI6OpPa TEKCTYpPbl - TKHYTb B MENKWA KPYKOK, NM60 nepeTauuTb TEKCTYpy Ha MmaTepuan.

Onuus Metallic npupaeT MmaTepuany MeTannMyeckuin oT6neck, a perynvpoBka napameTpa Smoothness npugeT a¢pekT rnagkocTm u 6necka.
Onuusa Normal Map - KapTa HepoBHOCTel Ha MOBEpPXHOCTU MaTepuana, MMMTauusa BrnaguH (MorsoueHWe cBeTa) 4Yepe3 PUCYHOK.

Onuua Height Map - kapTa BbCOT Ha NOBEPXHOCTW MaTepuana, MMUMTaLUA BLHICTYyMNalWMX 4acTel yepes3 PUCYHOK.



Tiling - KOAMYECTBO MOBTOPEHUN TEKCTYypbl, HaAo noabupaTb MOA KaXAblh KOHKPETHbIN chy4an.

Pexumb peHgepuHra Rendering Mode:

Opaque - 6e€3 MPO3payvyHOCTW, MO YMOJSIYaHWUI0
Cutout - XecTKue Kpas Mexgy Mpo3pauyHbiMM U Hemnpo3payHbiMX MaTepuanamu,
Fade - 3HayeHWs Npo3padyHOCTM 3aTyweBaTb, y6upaa 6/IMKM M OTpPaXeHMsA, HO MPO3PayHOCTb OcTaeTcs
Transparent - yacTu o6beKkTa Mpo3payHbl, OT HUX OTpaxaeTcs CBeT, MOABAANTCH 6AUKK

noaxoouT AN Tpasbl,

JINCTbeB, TKaHK
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ﬂﬂﬂ NMPpUMEHEHNA HaCTpPOEeHHOro MaTepualna K 06beKTy OOCTAaTO4YHO MNepeTawnTb MaTepuan Ha HyXHHﬁ 06BbEKT B OKHe [Scene].

Nn6o BbIGpaThb 06bEKT B OKHe [Inspector], paseepHyTb cBoicTBO Materials, cHoBa 4epe3 Masnbii Kpyr pacKpbuiTb CMUCOK, W Bbi6paTb MaTepuan.

Nony4yaeTcA YNOXEHHbM MANTKOM MOA.
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Cast Shadows On JJ"-SEEE| Scene _._| 75 A
Receive Shadows

Contribute Global lllumination

Receive Global lllumination
¥ Probes

Light Probes

Reflection Probes

Ancher Override

v
Light Probes

Blend Probes

FY

I
)
Q Brick

Mone

Blend Probes

Mone (Transform)

w
w

@®

-




X WmnopT pecypcos

Ha caunTte n3paTtenbcTBa HayKa U TeXHUuKa B pas3pene MaTepMaﬂbl K KHUram u3s 61510Ka KOManOTepHaFl NMTepaTypa CKa4daTb U pacnakoBaTb apxuB:

21. UNITY. MonHoe pykoBopcTBO, 2-e mnap._KopHunos A. B.
https://nit.com.ru/page/materialy-k-knigam-3

Mpn MMNOpTe pecypcoB M3 CTOPOHHUX MCTOYHMKOB MOXHO CKa4yaTb MPOrpaMMHbIM KoL C BMpycamu / ManHepamu U T.04.,

nosatomy Unity 6ygnet

npegynpexgatb 06 OMAcHOCTW, €CNIM OH 3anyleH ¢ npaBamMu agMMHUCTpaTopa. CTaHOAPTHbBIA MCTOYHUK PECYPCOB - OodMUMAsNbHBIA MarasuH.

NMnopT pecypcoB M3 MaKeTOB - B KOHTEKCTHOM MeHi nanku Assets unmM B MeHi pepakTopa Assets / Import package / Custom package. Haintu
cpeau pacnakoBaHHbIX pecypcoB B nanke Assets ¢ainn Standard Assets.unitypackage, noaTBepauTb UMMOPT pecypcoB - KHomka [Import].

- 2 2 8 | # | x| =14|| Blcenter v Rlocalv ||l 5 v b
¥ W Favorites Assets — =
O, All Materials | W (O @ 0@
O, All Models
B Mater Credte > IR Standard Assets
Bm Scene Shog in Explorer
I Textul
v @ Packags Op All Mare
» mCode:  Delge v ~ M Standard Assets [ New JES
» Bm Custo Rendme ¥ v/ 2D | New |
» Bm Editor ¥ v B Animations | New |
» B JetBr: Copj Path Alt+Ctrl+C + (¥)RobotBoyCrouch.anim =3
» B Profile o ~ (¥)RobotBoyCrouchingWalk.anim =3
o S Additiv —
» Bm Settin pef ~eene Addive ~ (*)RobotBoyFalling.anim | New |
> I TestF Viewdin Package Manager 2 () RobotBoyldle.anim G
» B TextM + ()RobotBoyJump01.anim =3
» Bm Timell Impyrt New Asset.. v (*) RobotBoyJump02.anim =3
» Bm Unity + | (*)RobotBoyJump03.anim [ New |
| rt P Custom P - =
» B Versio mport Package —— Custom Package + ()RobetBoyJump04.anim [New |
» B Visual Export Package.. + (*)RobotBoyJump0S5.anim [ New |
b I Visual Find References In Scene & GHDMBWJummaﬂnlm [New |
> Im Visual ol RebotBoyJump07.anim | Mew |
Find References In Project = Q- - ._w. pEl.. - r—
Select Dependencies Cancel | Import

Tak KakK MakeT He HOBbI, TO Mnpu umnopTe Unity coobwmT o HalAeHHbIX ownbkKax B pecypcax, WM cam MonpaBuUT MPo6JeMHble LeTasnu.

Ecnm Unity He MoxeT wcnpaBuTb OWMEKY, TO WMMMOPTUPYEMbI O6BbEKT MOXET MOTEepATb CBOMCTBA,

I'IOTpe6OBaTbCF| NMo4YnHKa nepen MUCNnojib3oBaHUEM.

TeKCTypbl M T.O. HekoTopbiM 06bEeKTaM MOXET

Mpu nepeTackuBaHuu ¢anna Cc gucka B OKHO o6bnacTu [Project] ¢ann KOMUPYETCA (a He nepemewaeTcA) B nanky Assets, M co3gaHHaa Konus

CTaHOBUTCA ,D,OCTyI'IHOl‘/‘I ona UcnoJib3oBaHUA .

B 6onblMHCTBE cfiyYyaeB oJieMeHTHl B o6nacTu [Project] aTo ¢annbl Ha OMCKe KoMMbloTepa,

MoSTOMY MpU WX YLaNeHUW B OKHE MPOEKTa 3TU

dannbl nepeMewanTcs B KOP3MHY, HO OpPUrMHam, M3 KOTOPOrO OHM 6blIn CKOMUPOBaHbl OCTaeTcs .

Ecnu kakon-nuéo damn us aygumo unam rpad¢uyeckoro pepakTopa 6b1 co3faH / coxpaHeH cpa3y B nanky npoekTa Assets,

TO Npu ypaneHun B

OKHe MnpoeKTa aToro ¢anna-pecypca, 6yneT yganeH eAMHCTBEHHbI 9K3eMnnisp aToro pecypca!

YpaneHHole ¢ansibl MOXHO HaWTWM B KOpP3MHE, eCc/iM OHW yaananucb kKHonkoi [Delete] 6e3 moaupukaTopa [Shift].

% MarasuH acceToB

OTKpbITE OodUUMaAnNbHLIN MarasuMH acceToB MOXHO Mo cchike u3 Unity, nuéo cpasy no npsamon ccebinke: https://assetstore.unity.com/

File Edit Assets GameObject Component  Services  Mobile Input | Wind

s Froject
+ -

v % Favorites
2 Al Materials
2, All Models
2, All Prefabs

Assets

Matarials

I Materials
s Scenes

> e Standard Assets
Im Textures

Scenes Standa

ow Help

Panels

Mext Window

Previcus Window
Layouts

Unity Version Centrol
Search

Aszzet Store
Package Manager

i Y

Ctrl+Tab
Ctrl+5hift+Tab

YTo6bl [06ABNATL B CBOM Mpoduib acceTbl HEO6XOAMMO 3anorMHUTLCA MOA4 YYEeTHOM 3anucblo, COo3AaHHOW Npu ycTaHoBke Unity.

llanee c nomoupblw (UNLTPOB HaNTU Nw6ol GecnnaTHbit acceT (Free) um go6aBuTb ero B cBoit mpodunb - [Add to My Assets],

ackages/3d/environments/low

ol

-environment-nature-free-medieval-fantas

[Accept].
-series-187052

assetstore.unity.com

https:

ackages/3d/vegetation/environment-

ack-free-forest-sample-168396


https://nit.com.ru/page/materialy-k-knigam-3
https://assetstore.unity.com/
https://assetstore.unity.com/packages/3d/environments/lowpoly-environment-nature-free-medieval-fantasy-series-187052
https://assetstore.unity.com/packages/3d/vegetation/environment-pack-free-forest-sample-168396

2D Add-Ons Audio Al Decentralization Essentials Templates Tools

VFX

Sell Assets

Home » 3D » Environments »* Lowpoly Environment - Nature Free - MEDIEVAL FANTASY SERIES

il Over 11,000 five-star assets @ Rated by 85,000+ customers @ Supported by 100,000+ forum members @ Every asset moderated by Unity

Lowpoly Environment - Nature Free -
MEDIEVAL FANTASY SERIES

P&l Polytope Studio ok vk (54) | @ (8224

FREE

@ 2195 views in the past week

@

License agreement  Standard Unity Asset Store EULA

License type Extension Asset
File size 521 MB
Latest version 1.1
Latest release date Jan 2, 2025
Original Unity version 2021.3.40
Support Visit site

B nakeTHOM MeHeaxepe HaWTU HYXHbIA acceT M 3anycTWUTb ero 3arpy3ky [Download], nocne sarpysku umnopTupoBaTb [Import].

R Unity- Asset Store

The Asset Store has
moved

You can visit the Asset Store website from 2020.1 onwards, and also
import your purchases from the Package Manager.

‘ Search online ‘ BAlways open in browser from menu

= Package Manager
=+ ~ | Packages: My Assets ~ | Sort: Name (asc) = | Filters = | Clear Filters

Aluminum Can "Standard” 1.0
Gridmap Maker 1.1.0 &
HexMap Tools 111 4
Importing your assets frq |eonardo.ai 11.2
To download or view your purch Lowpaly Modular Armars - Free - MEDIEVAL FANTASY SERIES 1.2.1 L
Manager and select My Assets Low Paly RPG Fantasy Weapons Lite 1.0 4
button below. Low Poly Shaders 1.0 4
Maze Generator ¥ 1.22 L

Open Package Manager Lowpaly Environment - Nature Free - MEDIEVAL FANTASY S...  1.1.1

Overview

i SampleScene*
Ff Main Camera

F) Directional Light Information
¥ (71 Cube
1 Sphere Display name
f0) Plane Version
Category
Description

| Doc (https:/jdocs.gooy
Discord {(https:f/discord
(https://assetstore.unity
RoadMap (https:/trello)

Cheele auk oair laroare an

Lowpoly Environment - Nature Free - MEDIEVAL ...

1.1.1 - January 02, 2025

G

Store | Publisher Website | Publisher Su

pport

Releases Images

Supported Unity Versions 2021.3.40 or higher

Package Size Size: 52,15 MB (Number of files: 127)

Purchased Date June 11, 2025

Hl ¢

Download

O6bIYHbIN CLEeHapui Npu paboTe C acceTamMy M3 MarasuHa:

e (Co3paTb HOBBHIM MPOEKT

WMnopTnpoBaTb B HErO0 MHTEpECYWWUn acceT

[locMoTpeTb copepxumoe

OTo6paTb MOHpaBUBWMECHA MaTepuasnbl, MOOENN M Mpovyee, U SKCMOPTUPOBaATb
9KCMOPTUPOBaHHbIE 3N1EMEHTH MMMNOPTMPOBATb B pabounii MPOEKT

3 9KcnopT pecypcos

3KCI'IOpTI/IpOBaTb MOXHO pecypcCbl, XpaHAWwnecA B nMankax TnpoeKTa (He N3 OKHa CLleHbI).

BeibpaTb HyXHbIA ¢ann,

B KOHTEKCTHOM MEHI0 KOMaHOa

[Export Package]. OTKpoeTCcs OKHO, B KOTOPOM HaAo MpPOCTaBUTb MPOCTaBUTb ¢naxku (06bYHO Hado CHATb ¢nar co ckpuntoB), M [Export].

Mpn akcrnopTe pecypcoB, 0CO6eHHO npepaboB, Henb3s BbikawdaTb onuuiw Include dependencies, nMHaye He Bce 4acTu COHOPHbLIX OO6BLEKTOB 6yayT

QKCMoOpTUPOBaHbI - MOIyT MOTEPATbCA MaTepualibl, TEeKCTYpbl U T..4.



X% Mporynka no cueHe
Cpegn BCero B MMMOPTMPOBAaHHLX pecypcax eCTb aHMMMpOBaHHas Boja:
Assets / Standard Assets / Environment / Water / Water / Prefabs / WaterProDaytime

YTo6bl cO3paTb O6BEKT Ha CLEHEe W3 MMMOPTUMPYEMbiX PECYpPCOB - HaAo MNepeTauWuTb €ro U3 MNankM-UCTOYHMKA Ha caMmy CLUeHY, WM B CMUCOK
06BbEKTOB B OKHE Mepapxuum 06beKToB. [loMeleHHyl BoAy OTperynuMpoBaTb MO BbiCOTE, 4YTOOb OHa 6blla HUXE Mona, W YBENUYUTb pasMep.

U3 ppyroro paspena fo6aBuTb ynpaBAsieMyl KaMmepy Aas MPOryJku Mo cueHe:
Assets / Standard Assets / Characters / FirstPersonCharacter / Prefabs / FPSController

Takaa kKamepa-6pofunka No3BosiseT nepeMewaTbCA MO cueHe C nomouwbi knasuw - WASD u npbiraTb - npo6en.

3anyck TecTOBOW Mporynku no kHonke [Play] (sanycTuTb unu npepeaTtb - Ctrl + P):

‘= Hierarchy
|+~ e
v i SampleScene*
7 Main Camera
7 Directional Light
¥ () Cube
0 Sphere
7 Plane
P WaterProDaytime
> i@ FPSController

N3 Takom TecToBOM NPporyakn CtTaHOBUTCA ACHO 4YTO MnaBaTb MO BOAE HeJNIb3A, a KaMepa npoBasumBaeTCdA nog BoAy WM nagaeT B 6e3,tu.

Bo Bpemsa pexuma Play nw6ble M3MEeHEHUS MapamMeTpoB OO6bEKTOB CLEHbl MPUMEHANTCHA Ha Xody, 4UYTO 3HAUUTENIbHO obfieryaeT TeCcTUpOBaHUE.
MNocne oCTaHOBKM BCe W3MEHEHWA, MNpoBefdeHHble Mociie 3anycka pexuma Play, aBTomaTudecku cbpocATcs.

HoBas cueHa
CospaTb HOBYW CUEHy, AaTb €/ WMA U OTKPHITb:

s Project # Scene
+ - | [e]Center * Rlocal || =% 5 + [~
v # Favorites Assets > Scenes — -
O, All Materials Il W O @0 @
1, All Models
1, All Prefabs
v [ Assets
= I Kevin Iglesias SampleSc...
I Materials
» I Polytope Studio
» Bm Standa Create » Folder
B Texture Show in Explorer .
v @ Packages o C# Script
» B Code C pen 20
b= I Custon Delete Visual Scripting
» i Editor C Fename
» Bm JetBral Shader
> I Profile LI PRI Shader Variant Collection
- I Setting iy .
>
> Ba Test Fr Open Scene Additive Testing
> I TextMe View in Package Manager Poni= ?
> I Timelin Azzembly Definition
b B Unity U . I
> ‘u’ergnn :mpu: :EtASSEt , Azzembly Definition Reference
» M Visual ¢ e TextMeshPro >
> B Visual : Export Package.., Text .
> I Visual £ Find References In Scene

Scene

Find References In Project




X Cos3pgaHue naHpwadTa

Ha HoBomn cueHe co3daTb 06bEKT Terrain, 9TO TUN NOBEpPXHOCTH, KOTOpHﬁ MOXHO WU3MEHATb NPAMO B OKHe CLEHbI:

‘= Hierarchy 0 Inspector
Create Empty
Create Empty Child
3D Object ¥ Cube
Effects » Sphere
Light H] Capsule
Audio » Cylinder
Video ] Plane
Ul > Cuad
Ul Toolkit ’ Text - TextMeshPro
Carnera e
Visual Scripting Scene Variables
— Ragdall...
e Terrain
Tree
Wind Zone
| [e]cCenter * RLocal » || v L ov | O« = ", - [ 1R
WO &

Y obbekTa naHAma¢Ta HECKOJIbKO pa3[efsioB CBOMCTB B OKHE WMHCMEKTOopa, C XOpOoWo rOBOPAWMMU MKOHKaMWU.

PasMepbl pefjakTupylTca B HacTpoikax [Terrain Settings]:

= Fierarchy 0B 0] © hspecior

» [ar Al - -
i @ @ v Terrain ~ Static ~
v i@ New Scene* : -
71 Main Camera Tag Untagged v Layer Default
Directional Light
. %Tmin 9 v ). Transform L

Position X 0 0 Z 0
Rotation x 0 ¥ 0 £ D
Scale & X1 Y 1 £ |1

¥ o ~ Terrain

¥ Basic Terrain

ALy

Gemdindne 15 M
O6bwmn pasMmep MNONS YMEHbLUEH :

¥ Wind Settings for Grass (On Terrain Data)
Speed @ 0.5
Size & 0.5
Bending & 0.5
Grass Tint

¥ Mesh Resolution (On Terrain Data)
Terrain Width 100
Terrain Length 100
Terrain Height 600
Detail Resolution Per Pateh 32
Detail Resolution 1024




% W3meHeHue naHpwadTa

OcTanbHblie pasfnesibl HaCTpoeK OTHOCATCA K pefakKTUpoBaHWUIO MOBEPXHOCTU C MNOMOIUbK pa3JZIN4HbIX MHCTPYMEHTOB . Terrain Tools.

[Paint Terrain] - pasgen c napameTpamu (dopmamu) KUcCTel ONA M3MeHeHUs penbeda - pefaKTUpOBaAHME BLICOTH OTAESIbHbIX Y4YacCTKOB.
[New Brush] - 3arpyska HoBoM KMCTWU (Ha TeKyleMm 3Tane 3To He TpebyeTcs).

Brush Size - papguyc kucTu.

Opacity - Henpo3payHOCTb KUCTM - BAMAET Ha PE3KOCTb BHOCUMbIX M3MEHEHMWN.

¥ == + Terrain @ -
€@k | 8w |k
[Set Height A =

Laft click ta sat the height. /

Hold ghift and left click to sample the target haight.

Space World -
Height 0
Flatten Tile = Flatten All

Brushes Mew Brush...

/

Brush Size & 25
Opacity &® 100

Y pefakTUpOBaHUS BbLICOTb HECKOJIbKO PEXMMOB :

Y = ~ Terrain o =
Wl s | e
Set Height v |
~  Set Height
Smooth Height jut height.
Paint Texture
Woarld -
Paint Holes 0

Stamp Terrain Flatten Tile = Flatten All

Raise or Lower Terrain

¥ o

Set Height - ycTaHoBKa 3apaHHOM BbicoThl (3HayeHue napameTpa Height), uem npospayHee KUCTb, TeMm 6onee nnaBHbiN nepexon (CKMOH).

Mew Brush...

e Flatten Tile 3apaeT ykasaHHYW BbICOTY BCEMY Y4acTKy MOBEPXHOCTWU
e Flatten All 3apaeT ykasaHHYW BbICOTY BCeM 06beKTa B ClieHe Ha Bbi6paHHOM y4dacTKe MOBEPXHOCTU

Smooth Height - crnaguTb nepenagbl BbICOTHI.

Paint Texture - packpacka MOBEpPXHOCTU TeKCTypoh - noTpebyeTcAa A06aBUTb TeKCTypy depe3 ¢yHKumw [Edit Terrain Layers], [Add layer].
NepBas po6aBfieHHas TeKCTypa 3aKpacUT BeCb Y4YacTOK MOBEPXHOCTU LESTUKOM.

Paint Holes - Bbipe3aTb y4yacTok noBepxHocTu (cTepeTb) JIKM / Shift JIKM - oTMeHUTb cTupaHwue.

Stamp Terrain - BbgaBAMBaHWE y4yacTKa MO PUCYHKY KUCTW Ha 3afaHHyw BbicoTy. Max <--> Add perynupyeT Tun nNogHATUS - MaKcCuManbHas
BbicoTa, [0 KOTOpOM Hafo MOAHATb Y4acToOK, uAM BboicoTa, HA KoTopyw Hajo MOOHATb pefaKTUPYEMbIM y4YacToK penbeda.

Raise or Lower Terrain - perynupoBka BbicoThl 4Yepes JIKM / Shift JIKM - BBepx / BHUS.

OnuuoHanbHO: AcceT [nnA pacuuMpeHus pab6oTel ¢ BbicoTamu: Terrain Tool Kit 2017 (ecTb B ckadaHHoOM apxuBe Terrain Tool Kit
2017 .unitypackage)

Mocne ero wumnopTa Hago Bbb6paTb B MeHw pegakTtopa Component / Terrain / Terrain Toolkit. 3arpyxeHHbin acceT A06aBUT KaxAoMy O6bEKTY
Tuna Terrain HoBbiM KoMnoHeHT Terrain Toolkit, c momowbld KOTOPOrO MOXHO FeHepuMpoBaTb M pefaKTUpoBaTb NaHAawadT npouedypHo.

MpuMep : crinaxuBaHue MNPUMEHAETCA KO BCEN MOBEPXHOCTU o6beKTa:

¥ # -+ Terrain Toolkit e
TerrainJoolkit
4 Toolkit £, Terrain models
205 Create 205 Erode £ Texture D options
Varonoi Fractal Perlin / Smooth Mormalise
[terations $ 5
Elend & 1

Smooath Terrain




[Create Neighbor Terrains] - aBTOMaTuyeckasa OTPMCOBKA HOBbIX YYaCTKOB MOBEPXHOCTWM MO KJIMKY Ha Mpufieranuylo 30HY :

¥ == v Terrain e

PR

Create Meighbor Terrains
Click the edges to create neighbor terrains

Fill Heightmap Using MNeighbars e

Fill Heightmap Address Mode [Clamp -]
v @ v Terrain Collider p Clamp e

Provides Contacts Mirrer

Ll pinl hloae s M acamion KENabnoinll ]

HoBble y4acTku 6yAyT [o6aBnATbCA B nanky pasmeleHna MncxogHoro obvekTa Terrain co CreHepunpoBaHHbIMM MMEHaAMU .

Tun OTPUCOBKMU Clamp npononxaeTt COCGAHMM y4acCTOK, Crnaxmead YpOB€Hb BbLICOTH Ha rpaHuue Ao o6mero YPOBHA .

Tun oTpucoekm Mirror cospgaeT Moxoxue nepenagpl BHCOTH W CKNagku penbeda.
| [©]center * RLocal * || w {5 - | O« =0 i, - W~ v
W < O R E =

[Paint Trees] - po6aBneHuWe fOepeBbeB.
UYTo6b 006aBNATb AepeBbA KUCTbI0, Hafo cHavana nogo6paTb ucnofnb3yemble mogenn - [Edit Trees] / [Add Trees].

OTKpbITb OKHO MOUCKa, B OKHe HabpaTb tree M Bhb6paTb NoAxoAsuwMe MOOESU:

¥ = v Terrain o

(8] w | u

FY o
=

Paint Trees
Click to paint trees,

Hold shift and click to erase treas.

Hold Ctrl and click to erase only trees of the salected type.

it_Tree_01_ _Trea_01_gnuit_Tree_01_Jit_Tree_01_

Trees

Mass Place Trees Add Tree A L Eclit Trees... | Refresh
Settings
EBrush Size 40
Tree Density Tree Prefab o None (Game Object) 3] ® a3
Bend Factar 0
Tree Height —— 2
Select Game Object nl
o tree
| Assets | —e |14
_Fruit_Tree_01.. @ PT_Fruit_Tree_01.. @ PT_Fruit_Tree_01.. &#PT_Fruit_Tree_01.. @WPT_Fruit_Tree_01.. @PT_Fruit_Tree_01.. @ PT_Fruit_Tree_01...

BoibpaB Monenb pepeBa (MNpefnoyTUTENbHO Bbi6upaTb MNpedab) Hapo 3apaTb pa3Mep KUCTUM M MIIOTHOCTb MNocagku pepeBbeB. Onpefenue [gvanasoH
c/llyyaliHoro pas6poca Mo pasMepaM, MOXHO Jlerko pas3MewaTb fgepeBbs Ha MecTHocTu KucTbl (JIKM pasmectuTb / SHIFT + JIKM cTepeTb):



Settings

Brush Size .

Tree Density @ 75

Tree Height Random? -~ o —
Lack Width to Height v

Tree Width Random? 4

Random Tree Rotation w
Color Variation & 1
Tree Contribute Glabal [lluminaticn

[Paint Detail] - kucTb ANs pasMmelleHVMA MeNKWUX aeTaneid - TpaBbl, KYCTApHUKOB, KaMHel U Mpouux He6oMbliX 06BHEKTOB.
TpaBa po6aBnseTcs MO aHanoruM c MOAENSAMU OepeBbeB C HeOONbWUM OTJINYMEM :

e Add Detail Mesh po6aBnseT 06beMHyl MoAesb
Add Grass Texture po6aeuT nnockoe 2D nsobpaxeHue Tpasbl

Details

v/

Detail Prefab i None (Game Object) © 1| % Edit Detalls... | Refresh

/ A H s P all Skt il =% -

Select G?é:lhject H
: )

[ grass|
Assels \ @ ®a .|
Wforestpack_foliag... @forestpack_foliag... @forestpack_foliag.. @ forestpack_foliag... @ Mobie_forestpac.. @ Mobile_forestpac... 9 PT_Grass_02
[

MnoTHOCTbL pas3MeweHna 06bEKTOB 3afaeTcs napameTpoM kucTtum Target Strength:

Brush Size @ 25
Opacity / ® 1
Target Strength & 0.8




% HacTpoiika Heba
MeHio pepakTopa Window / Rendering / Lighting, B oTKpbiBueMcCs OKHe HacTpauBaeTcs obuee ¢OHOBOE OCBelWEHME ONIA CLEHbI.
OTKkpbITb BkNagky Environment n panee Bbi6op MaTepuana nna Heba:

>

Ctrl+Tab
Previous Window Ctrl+ Shift+ Tab
Layouts » B I @ ® Lighting
Unity Version Control Scene | Environment | Realtime Lightmaps | Baked Lightmaps
Search »

= L) Erﬂ \E) -

Asset Store kybox Material Q@ PT_Skybox_mat
Package Manager Sun Source Mone (Light) ®
Text H] Realtime Shadow Ce
TextMeshPro * Envirenment Lighting
General > B _ Source Skybox -
Rendering ; Lighting Intensity Multiplie ——@ 1

3apaTb CTaHoapTHOEe HauMeHOBaHWE OJ5id Nouncka SkybOX n Bbl6paTb OAVMH M3 BapWaHTOB:

| [e]center * RLocal » || w {5 v e | O« = " - B~ -
a5 O RO

o)
@,

® Lighting

Scene | Environment | Realtime Lightmaps | Baked Lightmaps

¥ Environment \
Skybox Material | @ PT_Skybox_mat ]

| Select Matery
= skybox|

Assets | Scene

MNone @forestpack_skybo... @forestpack_skybo... PT_Skybox_mat

NapameTp Intensity Multiplie onpepenseT HacKoONbKO CU/IbHO UBET Heba BMSeT Ha LBET OOGBLEKTOB CLEHbI.
Ero MOXHO OTKMouUnTb, ecnn B Source Bbi6paTb napameTp Gradient unm Color M ykasaTb py4Hble HAaCTPONKM.

W (e O RO e

® |ighting

Scene | Environment | Realtime Lightmaps | Baked Lightmaps

¥ Environment
Skybox Material @ PT_Skybox_mat =
Sun Source [None (Light) 5}
Realtime Shadow Col R,

Envirenment Lighting
Source Skybox .
Intensity Multiplier @ 1

OkHo [Lighting] uenecoo6pasHo cpa3y 3aKpenuTb Ha 9KpaHe, KakK OfHY M3 afbTepHaTMBHbLIX BKMALOK PAAOM C WMHCNekTopom. [oMumo ceBeTa B
HEeM HacTpauMBawTCA TeHW, cneusaddekTvl M Mnpodyee.

= Hierarchy © Inspector
hx oA L | LocatgAT (Scene Asset) Gl
v fA Locatel E $ 0
7 Directional Light _JPen |
0 Terrain_1
7 Terrain_{0.00, 0.00, 100.00)
7 Terrain_{-100.00, 0.00, 100.




% CTeHa W3 Konnauhpepa

HeBupgnmbie CTeHbI BOKpPYTI Mrposoﬁ 30HbI Cco3paeT Konnaﬁ,u,ep. Ina cospgaHuA Konnaﬁp,epa CHa4yajla co3paeTcHd HYCTOVI 06beKkT Create Empty:

= Hierarchy

T [>A ol
Create Empty
Create Empty Child
3D Object »
Effects ]
Light »
Audio ]
Video »
Ul ]
Ul Toalkit »
Camera
Visual Scripting 5cene Variables

T I

JToMy 06beKTy [nobaBnAeTcs KomrnoHeHT Box Collider, u emy BbLICTaBNSWTCA KOOPAWHATH M pa3Mepbl TakuM o6pas3oM, 4TO6bL MoJlyyunacb CTeHa:

Add Companent
(ke )
Search
# Color Correction (3D Lookup Textu «
# Color Correction (Curves, Saturatio
# Color Correction (Ramp)
Box Collider
O Box Collider 2D
& Capsule Collider
= Hierarchy 2 { | O Inspector ® |ighting =
- ar &
+ B —— “E" fi‘j v | Collider 4 Static ~
£ Directional Light Tag Untagged v Layer Default -
) Terrain_1 | .
@ % » i House 01 LITE [ = BT T AT -
£ Terrain_{0.00, 0.00,100.00)| | Paosition X 50 Y 0 Z 100 |
EfjTerra!n_{—m[}.m},[}.E}[},'I[}E}. Botation X 0 Y 0 7 0
Eijerram_{—H}[}.[}[},[}.[}E},D.[}[} -
£ Terrain_{100.00, 0.00, 100.0] Scale X1 LN £
0 Terrain_{100.00, 0.00, 0.00) -
g d v ~ Box Collider e
0 Terrain_{100.00, 0.00, -100. ﬁ .
) Terrain_(0.00, 0.00, -100.00,  Edit Collider
0 Terrain_{-100.00, 0.00, -10¢ _
7 Collider 1 Is Trigger
1 Collider 2 Provides Contacts
Collider 3 Material None (Physic Material) ®
Collider 4
| ¥ @ FPSController > Cghter =0 =0 =0
0 FirstPersonCharacter Size X 100 ¥ 100 Z
¥ Layer Overrides
Layer Override Priority 0
Include Layers Mathing -
Exclude Layers Mathing -

BoicTaBfieHWe 3arpaxieHuMid M3 TaKuxX CTeH co3faeT rpaHuuy JloKauuu, W npu MonbiTKe BLIMTU 3a Mnpepesbl JIoOKauun nepcoHax YrnpeTcs B HEBUOUMYH
CTEHKY - B OOWH U3 6JI0KOB-KOJaNaepos :

[ SARARER Rl Fi




X% Konnanpep
KomnoHeHT Collider 570 ¢u3nyeckne rpaHuubl 06bEKTA, OHWM MOFYT He coBMagaTb C €ro Bu3yanbHOW ¢opmoM - MewoMm. Kyby MOXHO p[aTb
Konnangep coepel, U Torga OH OymeT KaTUTbCA Kak MAY. Ecnm y ob6bekTa HeT Konnangepa, TO CKBO3b HEro MOryT MPOXOAUTb OpYrve O6beKThl.

Ecnn 06bekT He AONXeH ABUraTbCA B cueHe (MOM, CTeHbl), TO OH ABASETCHA CTaTUUYECKUM, U [06aBNATb eMy KomnoHeHT Rigidbody He Hagmo. He
Hafo Mocne 3anycka Wrpsl CKPUNTaMy MEHATb MONIOXKEHWEe CTaTUYeCKUX KoNnanaepoB W3MeHAA napameTpsl Transform - 3To cunbHO BAWseT Ha
NPou3BOAUTENBLHOCTL ABMXKa. Konnaingepsl Ha o6bekTe ¢ KomrnoHeHToM Rigidbody HasbiBaloT guHammuyeckumm.

Y 6a30BbX 06bEKTOB Tuna Ky6, cbepa v kancyna (uunuHgp) Habop napameTpoB MOYTM OAUHAKOBLIN .
Konnanpepbl 6a30BbiX O6HLEKTOB ABASAWTCA MPUMUTUBHLIMY .

Cube / Sphere / Capsule Collider

Edit Collider - pepakTupoBaHMe rpaHuL Konnangep AOCTYMNHO TOJSIbKO Ans Tpex 6a30BbiXx dopM ob6beKkTa.

Is Trigger - npeBpauaeT 06beKT B 30HY B3aMMOAeIhCTBMH, KOTOpaA OoTCcnexumBaeT nonagaHne B Hee [pyrux 06bEKTOB C KOﬂﬂaﬁﬂepaMM, n He
OTTankmBaeT UX, 06bl4YHO B nape ¢ 3TUM NapaMeTpoM OTKJH4YaKwT 0To6pa)|(eHme BVI3yaJ'IbH0ﬁ (I)OprI - BOAda AnA nnaBaHUA, 4YEKMNOWMHTbI B MOHKaX.

Provides Contacts - korga oH akTuMBeH B cucTemy ¢usuku Unity 3anuceiBawTcA BCe COOGbHTUA O €ro B3auMMOLENCTBMM; KOrAa OH BLIKJIOYEH, B
CUCTEMY 3anuchLBanTCs TONbKO OEWCTBUSA, ornpefefieHHble pa3paboTumkoMm (cTaHgapTHasa cuTyauus) .

Material - onpegensieT ¢usudeckue cpovicTBa (¢u3nyeckuin maTepuan) o6bekTa (cuna TpeHusa, ynpyroctb M T.4.).

Center - 3ajaeT OTK/OHEHME OT LeHTpa 06bekTa, MO YMOMYaHui0 BCe CMeleHua = 0.

Radius - pna cédepbl M Kancynbs - paguyc.

Size - pna ky6a pasmepbl MO TPeEM OCHAM.

Height - pna kancynel - BbiCOTa.

Direction - gnAa kancynel - BAOJNb KakKoOW OCKU BbITAHYTa Kancyna.

Layer Overrides - maTpuua CTOJIKHOBEHWUN.

Terrain Collider - konnampgep o6bekTa Terrain, ero oTAMYMTENbHbIE CBOMCTBA:

Terrain Data - ccbhika Ha 06bBEKT, K KOTOpPOMY MpUMEHSIeTCA Konnaugep.
Enable Tree Colliders - BK/MOYNTb WM OTKIKWYMTb KONManepbl OEpPEBLEB.

Mesh Collider - konnaingep o6bekTa C MPOM3BOJSILHON Modesbi (He MPUMUTUBHLIM) - cTpouTcA no MESH mogenu o6bekTa (3aTpaTHo no CPU).
Convex - ynpowaeT UCXOoAHYyl ¢OpMy TaKoro Kosnnamgepa, OKPYrJfAf ero KOHTYpbl, PUCYA KOHTYpP MO BHEWHUM BepwuHam (BbiNyKSbIA Konnanmgep).
Cooking Options - onuuu onTuUMM3auun.

Mesh - ccoinka Ha Mesh.

dopma Convex konnangepa (BbMYKAOro), mMpubnuxeHHass K ¢opMe CHNoXHoro o6bekTa, 6o0see BbIFOgHa B MjaHe MPOM3BOAUTENILHOCTU, YeM
opurunHanbHoin Mesh-konnangep. MpuMuTUBHbIE ¢OpPMbl KOoNnamgepa Hambosiee MNPOM3BOAUTENbHbLI. W3 MPUMUTUBHLIX KONNangepoB MOXHO cobpaTb
cocTaBHyl ¢opMy, KoTopas 6yneT MNOBTOPSATb OOWME KOHTYPbl CHOXHOrO 06bekTa, Ho 6bTb Nerdye Mesh-konnamgepa - nonyuyuTcsa adanor Convex
Konnamgepa.

0gHaAKO HaAfo YYecCcTb HI0AHCh:

MpMMMTUBHbIE KOMMamgepsl B COCTaBHOWM ¢uUrype MJAOXo paboTawT CO CMEWEeHUsMM, BpalWeHUsIMA U HEeOOQHOPOAHbIMM MacwTabaMu B Mepapxuu
npeo6pasoBaHus .

Mesh-konnangep o06bidHO HE MOXeT CTONIKHYTbCcA C ApyruMm Mesh-konnaipgepom. Mesh-konnangep MoxHo npeo6pazoBaTb B Convex (BbiMyKibii),
Torpa OH 6ymeT cTankMBaTbCsa C Agpyrum Mesh-konnamgepom.

Xopowee obuwee npaBuno - ucnonb3oBaTb Mesh-konnangep 45 reoMeTpuM CUeHbl, a O/s ABUXYWUXCA O6BLEKTOB MCMOSIb30BAaTb MPUMUTUBHbBIE U
COCTaBHble KOJulangepbl.

C KonnailgepamuM TecTo cBs3aHbl ¢u3nmuyeckue maTepuanbl (Material), OHM [ONXHB OTpaxaTb CBOWCTBA MOBEPXHOCTM. Jlef rnagkun v Xpynkui, no
HEMY CKONb3AT Apyruve o06bekTbl. Pe3snMHa wepwaBas M ynpyras. Y nbja HM3KOe TPeHWe U MPOYHOCTb, Pe3MHbl BbICOKME TpeHue U MNPOYHOCTb.

Konnangep B pexume Is Trigger uMMUTMpYyeT 30HY, MO3TOMY 4alle BCero 06beKT C 3TWM MapamMeTpoM JfiMweH Bu3yasnbHOM ¢opMbl. Takon Konnangep
ucrnofib3yeTca [ANA 3arnycka CO6bITUA U MO YMONYaHWUI0 UFHOPUPYETCA [ABUXKKOM.



TecToOBbIA NMEepCOHaX

OcHoBa nepcoHaxa (VIJ'IVI aHaJsior n4Horo O6'beKTa) - Mopgenb, aHuMMauuA, Kamepa, ynpaeneHue. OpgHako pgnsa NMpoBepKMN KapTbl ypPOBHA I'IOJ'IHOLl,eHHbIl‘/'I
nepcoHax He ob6sasaTeneH. B kadecTBe TecToBOWM Mooenn p[OCTaToO4YHO 3arpys3nTb n6on I'IpVIMVITVIBHbII‘/'I KOHTpoNnep pnOnAa nepcoHaxXxa M3 Mara3uHa
acceToB.

becnnaTHb nNpuMep, M3 KOTOPOrO HYXKHO MWHUMYM BCero gBa ob6beKkTa:
https://assetstore.unity.com/packages/tools/physics/easy-peasy-first-person-controller-317073

= Package Manager
+ - | Packages: My Assets = | Sort: Name (asc) = | Filters = | Clear Filters i o
3D_Game_Assets_Ci 1.0.0 B2 .
Assets Cly = Easy Peasy First Person Controller Import | Re-Download
Anime Natural Environment loz2l@ - - . /1
Lsset Store
I Import Unity Package n
Publisher Website | Publisher Support
I Easy Peasy First Person Controller Images
I All Mone
¥ ~ MmEasyPeasyFirstPersonController =2
. ¥ MDemoScene | New |
v  BDemoScene | New |
- 4 LightingData.asset [New I | 1]
L | ElLightmap-0_comp_dir.png | New |
| ElLightmap-0_comp_light.exr | New |
i | ElLightmap-1_comp_dir.png [ New |
| | [E Lightmap-1_comp_light.exr [ New |
~ [ELightmap-2_comp_dir.png | New |
- | Bl Lightmap-2_comp_light.exr | New |
| ElLightmap-2_comp_dir.png [ New |
I | [E Lightmap-3_comp_light.exr [ New |
| [ Lightmap-4_comp_dir.png [ New -
| ElLightmap-4_comp_light.exr | New |
i | [# ReflectionProbe-0.exr | New |
L | [E ReflectionProbe-1.exr [ New |
. DemoScene.lighting =2
-  FP DemoScene.unity | New |
| = Documentation.txt [ New | P
v B Materials | New | h easy
- D capsule.mat =2
QD Tile_Cube.mat [ New |
| Hdme=m =t Person Controller
: ~ Q Tile_Wall.mat [ New |
v - MPrefabs ‘(’, =3
i i@ FirstPersonController.prefab | New |
. ¥ v MScripts [ New |
v  mEditor [ New |
i  # ReviewWindowEditor.cs “;” [ New [
~ | # FirstPersonCantroller.cs | New N
v | EETextures | New |
~ ETiepng [ New |
Cancel | Import
1

Mocne uMmnopTa pasmMecTUTb Ha KapTe Mmofesnb FirstPersonController, cpenaTb 3anyck [Ansi NpPoOBEpKU.
YNPABJIEHUE :

IBuxeHune: WASD unu knasBuum co cTpefikamu
ber: nebimm Shift+W

NpucepnanHune: neBbin Control

CkonbxeHue: nesbin Control Bo Bpems 6era
MpbXoK : npoben

YnpaBneHue mnepcoHaxXeM BO3MOXHO M3-3a HaluuMA Ha HeM cKpunTa M KomnoHeHTa [Character Controller].

X% KoHTponnep nepcoHaxa

KomnoHeHT Character Controller paeT nepcoHaxy npocToW Konnamgep B ¢opme Kamncynsl, KOTOpbIM Bcerga HaxoAUMTCA B BepTUKasIbHOM
MOJIOKEHUUN, YACTUYHO UMUTUPYET ¢U3UKY (MMNYNbC UrHopupyeTcs). Y Hero ocobbie ¢yHKLUUM [LNs Ha3HaUYeHWss CKOPOCTM W HanpaBsfieHus o6bekTa,
N OH He TpebyeT Hanuuua KomnoHeHTa Rigidbody (¢usmnueckoe Teno).

MepcoHax C 3TUM KOMMOHEHTOM He MOXEeT MNpPOXOAMTb CKBO3b CTaTUYECKMe Konahpepbl B CLEHe - He MpoBanuBaeTCA CKBO3b MOJI, U He XOoauT
CKBO3b CTeHbl. [lpu ABMXEHUM OH MOXEeT oTTankuBaTb 06bekTh ¢ Rigidbody, Ho korga oHu TonkawT ero, MepcoHaxX He nojslyyaeT UMMYJbC.

MNepcoHax 6yneT NoAHMMAaTbCHA MO fecTHWUaM, €ecli BbicoTa CTYMEeHbKWM Huxe 3HadyeHus cBoncTBa Step Offset,
MNepcoHax 6yneT MOAHMMATbCA MO CKJIOHY €CAW YroJl HakK/loHa Y CKJIOHa MeHblie 3HayeHusi cBolcTBa Slope Limit.

CeonctBo Skin Width nossonAeT pgpyrum o6bekTam (Konnangepam) crnerka nepecekaTb KOHTpossep. 39TO yMeHbWaeT TPACKY Mpu
COMPUKOCHOBEHUSAX W 3awuwaeT OT 3acTpeBaHuWa. PekomeHaoyemoe 3HadeHue 6onee 0.01 u 6onbwe 4em Radius / 10.

YMeHbWUTb TPSACKY MpY OBUMXEHUMM MO3BONSAET yBenuyeHuve Min Move Distance, HO vawe Bcero ero ocTaBnsiwT @ wnvM 651M3KOM 3HavyeHuM - 0.0001.


https://assetstore.unity.com/packages/tools/physics/easy-peasy-first-person-controller-317073

MeHi0 urpsl

CospgaTb HOBYK ClLeHy, nepeuMMmeHoBaTb ee B MainMenu, OTKpbTb clUeHYy M 006aBUTb B OKHe uepapxuum o6bekToB UI / Panel:

i | = Hierarchy | 2 i | ©Inspector | ® Lighting
| O~ 20 i, - m ISR (o A &
Create Empty
Create Empty Child
3D Object »
Effects »
Light b
Audio b
Video »
Ul H] Image
Ul Toolkit b Text - TextMeshPro
Camera Raw Image
Visual Scripting 5cene Variables Panel
Teggle
Shder
Scrollbar

06bekT Panel aBTomaTu4deckum cospgan xoncT Canvas B cueHe. Y o6bekTa Canvas ecTb pexumbl peHaepuHra Render Mode:

e Screen Space

Overlay

Canvas HanpsiMylw MpuBA3aH K 3KpaHy,
W3MEHUT CBOM MacwTab Ha COOTBETCTBYHWUN.

npn wW3MeHeHNM pa3Mmepa 3KpaHa WIn paspelweHund,
Ul 6yneT OTpucoBeiBaTbCA NoOBepX ApYyrux 06bEKTOB. an 3TOM BaXeH NnopAnoK pa3MelleHund

06beKTOB B nepapxmm. XoncT [oNXeH HaxoAUMTbCA Ha caMoM Bepxy B uepapxumm, unHa4de OH MOXeT nponacTb M3 BuUAOy.

e Screen Space
COOTBETCTBOBaTb XOJICT.
BMOMMOCTU KaMepbl.

Camera

- XONICT npuKpennsieTcsas K Kamepe. [N TakoW HAcTPOMKM Hago o6A3aTeNlbHO YyKasaTb KaMmepy,
XoncT 6ygeT MeHATb CBOM MacuwTab B 3aBUCUMOCTW paspelleHnsas U pasmepa 9KpaHa,
BaxHO pasMelleHMe OTHOCUTENIbHO [ApYyrvMx O6bEKTOB - Ha nepegHeM nnaHe 6yayT O6bEeKTbl,

HEe3aBUCUMO OT TOro oTHocATCA OHM K UI wmnm HeT.

e World Space - xoficT pasMewaeTcss KakK OOblYHbLIA 06BEKT 6e3 MPUBA3KM K KaMepe M 3KpaHy,

Render Mode ycTaHoBUTbL Ha Screen Space - Overlay unn Screen Space - Camera.

Canvas Takxe

KoTopon 6ypeT
a Takxe oT o6nacTtu
KoTopble 6/MKe K KaMmepe,

MOXeT O6biITb OpPUEHTUpOBaH JObLIM 06pPa30M.
Pasmep 3apaeTtcsa c¢ nomowbkw RectTransform, Ho TO, Kak ero 6ymeT BWOHO BO BpeMsi Urpbl 6yleT 3aBUCETb OT MOJIOKEHWUS KaMepbl UFpoKa.

CeonictBo UI Scale Mode - kak 6ygeT NpoucCXoguMTb MacwTabupoBaHMe MOJIb30BATENbCKOro MHTepdenca B 3aBUCUMOCTU OT paspelleHus aKpaHa unu

pa3MepoB OKHa MPUJIOXEeHUA. Kak anemeHThl MHTep¢eﬁca 6yﬂyT afganTmpoBaTbCA K pa3/inyHbIM 3KpaHaM MU pa3peleHunAam.

Constant Pixel Size (NOCTOAHHbIA pasMep B MUKCENSAX): JNeMeHTbl COXPaHAKWT pa3Mep B MNUWKCeNAX He3aBUCUMO OT paspeueHua okpaHa. C
BbICOKUM pa3peleHneM 3fieMeHThH MHTepdenca 6yayT BhIrNA4EeTb MeHblle, a Ha YCTPOMCTBAxX C HU3KWUM paspeueHnem — 6Gonble.

Scale with Screen Size (macwTabupoBaTb): 3neMeHTb MacwTabupywTcA B 3aBUCMMOCTM OT pa3Mepa 3dKpaHa.

Constant Physical Size (nocTosiHHbIA ¢u3MYeckuin pasmep): MacwTabupoBaHue INIEMEHTOB MHTepdeilca NMPoOoUCXOoAUMT B 3aBMCUMOCTU OT
dn3nYecKMX pasMepoB 3KpaHa, COXPaHUTb OOMHAKOBbIE pa3Mepbl HA YCTPOMCTBAX C pPasHbIMM MIOTHOCTAMM MUKCENEN.

UI Scale Mode ycTtaHoBuMTb Ha Scale With Screen Size - 3anonHeHMe BO BeCb 3KpaH.

MNomeHATb napameTpbl o6bekTa Canvas:

= H|.Erar.|:h1j|' | = i ] |I'|5FIE'EIDF | ® Um =l
v [a Al |
+ [ IEH @ < Canvas Static -
¥ P MainMenu* : v
7 Main Camera Tag Untagged v | Layer Ul T

7] Directional Light

|  vocCanvas

1) Panel
7] EventSystem

v 3% Rect Transform

Some values driven by Canvas.

Pos X Pos Y Pos Z
498.5 189 0
Width Height
800 319.3581 E3| R
¥ Anchors
Min X0 ¥ O
Max X0 Y O
Pivot X 05 ¥ 0.5
Rotation X 0 ¥ 0 Z 0
Scale X 124625 ¥ 1.24625 Z 1.24825
v ®m v Canvas e
Render Mode - Screen Space - Overlay -
Pixel Perfect
Sort Order 0
Target Display Display 1 -
Additional Shader Channels Mothing -

Vertex Color Always In Gamma Color Space

A Keap vartex color in Gamma space to allow gamma to linear color space conwversion to happen in Ul shaders. This will enhance Ul color precision
in linear color space.

¥ [ ~ Canvas Scaler

Ul Scale Mode »| Scale With Screen Size - |

Reference Resolution X 800 ¥ 600




06bekTy Panel fno6aBuTb KoMmnoHeHT [Vertical Layout Group].

HoBomy komnoHeHTy cBoncTBOo Child Alignment ycTaHoBuTb B Middle Center - Bce poyepHue aneMmMeHTb 6yAyT BblpaBHMBATbLCA MO LEHTPY
9KpaHa, u cHATb ¢nar y ceoncTtBa Child Force Expand, 4TO6bl fOo4YepHMe 3/ieMeHTb BbiCTpauBanvMCb ApYyr nog APYroMm.
v E ~ Vertical Layout Group @ i
b Padding
Spacing o /
Child Alignment Middle Center o
Reverse Arrangement
Coantrol Child Size Width Height
Use Child Scale Width Height
Child Force Expand Width ] Height |
Default Ul Material {(Material) o :

Y o6bekTa Panel oTKpbTb KOHTeKCTHoe MeHi u BhibpaTb UL / Button - TextMeshPro - po6aeBuTb gBe kHonkum - Button - TextMeshPro.

X KHONKuU MeHI

BepxHwi KHOMKy nepeumeHoBaTb B StartButton.
HagnuMcb ONA KHomku - Start game.

HuxHAS KHonmka no aHanoruwm 6ygneT ExitButton, c TekcTom Exit.

[lpy nepBOM coO3[aHUWN KHOMOK,

B OTKpbiBWeMcA okHe TMP Importer Hago 3anyCcTUTb MMMNOPT PeCcypcoB,

Y ee podepHero anemeHTa Text (TMP) cmeHuMTb wMma Ha Start,

B none Text Input BBecTu

M Hagnncb 3arpysmTcA B KHOMKY.

= Hierarchy = § | O Inspector ® Lighting =)
+ . &E‘ GE] ~ Start Static
A MainMenu® : -
fr] Main Camera Tag Untagged ~ | Layer Ul -
Directional Light
v &) Canvas ' > ?_: Rect Transform e
¥ (7] Panel Y@ Canvas Renderer e
v (7] StartButton
W
&) Stant Cull Transparent Mesh
v (7 ExitButton v [T] v TextMeghPro - Text (UI) o
0 Exit i‘
f0) EventSystem | Text Input Enable RTL Editor
Start game

X ®OHOBasA KapTUHKa

Nlo6aBUTb B MpOEKT N6yl KapTUHKY ONA ¢oHa MeHw. U3o06paxeHne Hago KoHBepTuMpoBaTb B Sprite (2D and UI), v npuHATb u3meHeHua [Apply]:

Alpha Source

Alpha |s Transparency e
Read/Write
Generate Mipmaps
Wrap Mode Clamp -
Filter Mode Bilinear -
Aniso Level o
Default (.
Max Size 2048 -
Resize Algorithm Mitchell o
Format Automatic -
Compression Marmal Quality -

Use Crunch Compression

= Hierarchy = O Inspector ® Lighting o
+ -~ : & i Menwodon (Texture 2D) Import Settings [ Rl
P MainMenu* : Open
7 Main Camera P
Directicnal Light j”f
v (7] Canvas Texture Type Sprite (2D and L) -
¥ () Panel Texture Shape Defaul
v ) StartButton - " ault
0 Start Sprite Mode Mormal map -
hd ﬁéx'f:“ﬂ” Pixels Per Unit Editer GUI and Legacy GUI :
X
7] EventSystem Mesh Type ~  Sprite (20 and UI) -
Extrude Edges Cursor 1
Pivot Cookie M
Generate Physics Shape Lightmap
Directional Lightmap Sprite Editor
¥ Advanced Shadowmask
sRGE (Color Texture) Single Channel

|rrp|:'1—rwrt|:'r1..—.|-n'prm—

N\

Revert = Apply




Mocne npeo6pas3oBaHMA M306paxeHMe MOXHO WUCMoNb3oBaTb Kak ¢oH ans o6bekTa Panel - ceonctBo Source Image:

¥ (@  Canvas Renderer e
Cull Transparent Mesh ol

v [&] v Image / / o
Source Image [* MeHwo®oH &
Color Vi
Material Maone (Material) 3]
O mmssim ot T oo prmmd =aF

B kamepe cueHbl cBoncTBo Clear Flags ycTaHoBuTb Depth only, 4T06b $OH CLEHb He OTpUcCOBaNCA B Kagpe, TaK MEHK BbLIrNaAMT MHTepecHee:

@& Game
Gan'ha ~ | Display 1~ Free Aspect v | Scale @ 1x Play Focused ~ B |Stats |Gizmos | v

e

w

 Start game

X CKpunT 3anycka

CospaTb CKpUNT O/ MeHw - 06beKT Tuna C# Script, u nepeumeHoBaTb B MainMenu.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{
public void PressedStartGame()
{
SceneManager.LoadScene("GameScene"); // GameScene - ykasaTb WMs CLEHbl, B KOTOPYW Hajo 3arpyxaTb WUrpoka
}
public void PressedExit()
{
Application.Quit();
}
}

B cueHe MainMenu cospgaTb nycton obbekT Create Empty, nepemmeHoBaTb B MainMenu v po6aBuTb €My KOMMOHEHT - CO3[aHHbIA CKPUMNT:

= Hierarchy | 2 £ | © Inspector | ® Lighting &
* | o Al |
+ @ @ ~ MainMenu Static ~
v i MainMenu* : -
fr1 Main Camera Tag Untagged v | Layer Default v
) Directional Light . o
v &) Canvas ¥ n Transform +
> ﬁj Panel Position X 2534702 ¥ 197.6185 £ 7986298
7] EventSystem Rotation X 0 Y 0 Z 0
| ) MainMenu
\ Seale \‘ ® X1 ¥ 1 Z 1
Add Component
[~ menu J
Search
Main Menu
Mew script >

06beKThI CUEHbl MOXHO cCrpynnupoBaTb B uepapxun pgnsa y,D,O6CTBa, HO 06beKkT Panel OONKeH ocTaBaTbCA BJIOXeH B Canvas, a KHOMKW B MNaHenu.

Y ob6bekTa-kHonku StartButton B o6nactu On Click() po6aBuTb CnoOT:




B HMXHEM OKHe cO03[aHHOro cJloTa B KayecTBe LeneBoro o6bekTa Bbl6paTb 06bekT MainMenu:

RuntmeOny N\ v Nofuncton

Select Object n

Bbi6paTb QYHKLMIO M3 CO3AAHHONO paHee CKpuUMTa, KOTopaa oTBedvaeT 3a 3arpysky cueHb - PressedStartGame():

2 MainMenu @ . No Fundiion

GameObject

Transform

. bool enabled

string name
bool runinEdithode

string tag

bool useGUILayout
BroadcastMessage (string)
Cancellnvoke (string)
Cancellnvoke ()
PressedExit ()

SendMessage (string)
SendMessagelpwards (string)

AHanoruyHo cpenatb Ana kHonku Exit - ¢yHkums PressedExit.




X% MapameTpbl cHOpPKM

B meHw pepakTopa File / Build Settings po6aBuMTb 3ageldCTBOBaHHbE CLEHbl - CLEHa C MEeHW, M cleHa, B KOTopyl 6yaeT 3arpyxeH WUIrpok.
Yepes kHonky [Add Open Scenes] MOXHO [06aBUTb aKTUBHYK CLEHY, MO3TOMYy MNoTpebyeTcs NocfiefoBaTellbHO 3aXOAWTb B HYXHble CLEHb.
CueHbl MOXHO nepeTackuMBaTb M3 OKHa MpOeKTa B OKHO HaCTPOMKM COOpPKM:

File Edit Assets GameObject Component  Services Window Help

ew Scene Ctrl+M
Opsp Scene Ctrl+0 o e
Open Recent Scene > | ~|Scale ®— 1x |PlayUnfocused Y || [S]Center v (Rlocal v || =% i3 « i~
5 Ctrl+5

e ” Build Settings
Save As.., Ctrl+5Shift+5 E In Build
Save As Scene Template... ~ Scenes/MainMenu 0

. v Scenes/GameScene 1 LS
Mew Project...
Open Project...
Save Project
Build Settings... Ctrl+5hift+B \
Build And Run Ctrl+B Add Open Scenes -
Exit Platform L Windows, Mae, Linux
L_.___l Windows, Mac, Linux Target Platform Windows -

Nocne npopenaHHbIX OEACTBUN MpU 3anyCcke WrPOBOrO pexuMMa B CLEHEe C MEeHI Ha 9KpaHe O0To6pa3nTCsA CO34aHHble KHOMKMW.
Mo HaxaTuiw Ha KHoMKy [Start game] 6ymeT sarpyxeHa cueHa GameScene.
KHonka [Exit] npu TecTe u3 Unity Hudero He cpenaer.

X 3nemeHTh UI

Canvas - xoJscT
Event System - 06pa6oTuyMK COOGBITUA B3aUMOAENCTBUA C UHTepdencom

Image - KapTuHKa

Text - TekcToBasA HafMUCb - HEUHTEPAKTMUBHbIA $parMeHT TeKkcTa

Raw Image - BbLIBOOUT N6yl TEKCTYpPY, a He TONbKO crnpanT (KOHBEpTWPOBaTb B CMpalT He 06A3aTesibHO)
Panel - naHenb

Toggle - nepeknw4yaTenb (4Yek60Kce)

Slider - nonsyHok (MNpyM M3MeHEeHWW TeKylero 3HadeHus reHepupyeT cobbiTve OnValueChanged)

Scrollbar - nonoca NpoKpyTKMU

Scroll View - npokpyTKa MoJioTHa TeKcTa

Button - KHornka

Dropdown - Bhinagawwui cnvcok (Ans BbiGopa Monb30BaTeNeM OAHOrO 3d/leMeHTa M3 chnucka, reHepupyeT cobbiTue OnValueChanged)
Input Field - none pgna BBOJa TekcTa
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