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Mocksa, 2020 1.
Urto Takoe urpa?

a. 3TO Mporpamma
b. MO NpPocpamma, paspabomaHnHas ¢ Yenvio pa3eiedetusl
C. »T0 3d mporpamma

Kakoit ocHOBHOI s13bIK pa3paboTku Unity

a. C++
b. F#
C. C#

HazoBute ocHOBHBIE 11a0NOHBI 17151 pazpadboTku Ha Unity

a. 2D

b. 3D

C. 2.5D

d. AuB

€. Bce BrienepeuncieHHoe

[lepeuncianTe OCHOBHBIE KOMIIOHEHTHI, HCTIOJIb3yeMbIe MpHU pa3padoTke B Unity

a. Cxpuntsl, Cripaiitsl, CLIeHBI
b. Cxkpuntsl, CripaiiTsl, 3ByKu, AHUMAIIUU
C. Ckpunmest, Cnpatimol, 36yku, Anumayuu, Cyenul

B kaxoif MOMeHT BbI3bIBaeTCa MeTos Start()

a. Ilepen co3ganueM oObeKTa
b. B nauane svinonnenus ckpunma
C. B KoHIIe BBINOJHEHUS CKPUIITA

B kakoit MomeHT BoiTioniHsieTCs nporeaypa Update()

a. Kaoicowuii kaop
b. B navasne 3amycka ckpunrta
C. Kaxxnpre 60 kanpos

Kakue 3HaueHne npuHuMaeT BUpTyaidbHas ock Horizontal



a.  [0...1]
b, [-1..1]
c.  [0...100]

8) Kakas cucreMa KOOpAMHAT UCIIOJIB3YETCA ISl MO3UIIMOHUPOBAHUS OOBEKTOB Ha

CIICHE

a. Mupoegvle koopounamoi

b. JlokasibHbBIE KOOPIUHATHI

C. KoopauHats! B mosie 3peHust KaMepbl
d. Koopaunate! s5xpaHHbIe

9) 3auro orBeuaer mapameTp «Pixels Per Unity» B cBoiicTBax cripaiiTa:
a. 3a KOIMYeCTBO MUKCENeH cripaiiTa, OTPUCOBAaHHBIX Ha OJHOM IOHHTE B
TUPUHY
b. 3a KOMMYeCTBO MUKCEINICH CIipaiiTa, OTPUCOBAHHBIX Ha OJHOM FOHHTE B
BBICOTY
c. AuB

10) 3a uto orBewaeT 2D Collider

a. 3a OTPUCOBKY cpaiTa
b. 3a pa3mep oObekTa
C. 3a 603M0OMCHOCMb CIMONIKHOBEHUS 00bEeKMa ¢ Opy2umu 00beKmamu

11) 3a uro orBeuaet Rigidbody 2D

a. 3a cumynayuio ¢uzuu
b. 3a OTPHUCOBKY cIipaiiTa
C. 3a CUMYJISILUIO CTOJIKHOBEHUH

12) B kakoM MeTO/Ie MPOUCXOIUT OTPUCOBKA UHTEpderica

a. Update()
b. FixedUpdate()
C. OonGUI()

13) Kakas npoueaypa 3anmyckaeT COObITHE B aHUMATOpE:



a. SetBool
b. SetTrigger
C. SetFloat

14) B xakoii MomeHT BbI3biBaeTcst OnTriggerEnter2D

a. Bo BpeMms BXoxkAeHUS TeKyIlero oobekra B ipyrou ¢ ¢arom IsTrigger
b. Bo epems 6xosicoenus opyeoco obvexma 6 mexkywutil ¢ gracom IsTriger
C. AuB

15) 3a uto oTBeuaer dnar isHidden:

a. [Toka3bIBaeT COCTOSTHUE HIUTIOB (CIIPSATAHBI WU HET)
b. Tloxazvieaem, umo OanHvie WUNBL AGTAIOMCI CKPLIMbIMU
C. IToka3pIBaeT, UTO JAHHBINM OOBEKT HE BUACH Ha CLIEHE

16) [Ipedabd moxeT comepxaTh B CBOCH CTPYKTYypeE:

a. JI1obvie 0O6vexmul
b. Tonp cupalThl U CKPUIITHI
C. Tonbko cepuanuzyembie 0ObEKTHI

17)Yto nenaet pynkuus Mathf. Abs(...)

a. OkpymisieT 3HaueHue
b. Bozepawaem snauenue no mooynro
C. Bo3sBpataer cpennee MeX 1y HECKOIBKUMH 3HAUYCHUSMHU

18) 3a uro oTBeuaet nepemenHas flipX B kommonente SpriteRenderer

a. [ToBopauuBaeT 00BEKT 110 OCH X B IPYTYIO CTOPOHY
b. Ompadicaem cnpaiim obvekma no ocu X
C. MemnsieT TekylIiee HarpaBieHUE ABIKCHHS 00bEKTa

19) Kakoe 3nauenue comexxput nepemeHHas Time.deltaTime

a. 1
b. Bpems meancoy kaopamu
C. 60

20) CKOJIBKO CIOE€B MOXKET ObITh Y 00BhekTa Tilemap?



a. 3
b. 1
c. He oepanuueno

21) Kakumu mapameTpamu 1o nopsiaKy 3agaetcst oo0bekT Rect()

a. [[Tupuna, BBICOTA, MOJIOKEHUE X, ITOJTOKEHUE Y
b. llonoorcenue x, nonooicenue y, wupuna, 8lcoma
C. [Tonoxenue x, MUpHUHA, MOJIOKEHUE Y, BHICOTA

22)3a uto otBeuaet ckpunt InventroyCotroller

a. 3a cOop npeamMeToB

b. 3a UCIoTB30BaHUE MPEIMETOB
C. 3a XpaHEeHUE IPEIMETOB

d. Bce gvluenepeuucnennoe

23) 3a yto oTBeyaeT MeHIo Input Manager

a. 3a HaCTpPOMKHU BBOJIA TEKCTA
b. 3a HACTPOMKHU KJIaBHUII yIPABICHUS
C. 3a onpedenenue nonvb308amenbCKUXx ocell YnpaeieHus

24) Kakue mapameTpsl noaaroTcst Ha BXxo npouenype Application.LoadLevel(...)

a. M4 crieHbl
b. [TopsinkoBEIiT HOMEp CIICHBI
c. AuB

25) [1pu kaxom 3Hauennu Render Mode untepdeiic Oyner pacnonararbcsi ToBepX
HKpaHa:
a. Screen Space — Camera
b. World Space
c. Screen Space - Overlay
26) [1ns uero Hy>keH kommoneHT Ul -> Panel
a. YtoOBI KOMIIOHOBATH dJIEMEHTHI HHTEp(deiica

b. 3anaBaTh 3aAHUNA (HOH 7S DTIECMEHTOB



C. AuB

27)UYro nenaet mporieaypa SetActive

a. Brigenser oObekT
b. JlemaeT 00bEKT BUAUMBIM
c. Brarouaem unu omxaiowaem xasxicowviii KoMnonenm oovekma

28) Kak Benet cebs 3ByK mpu uctonbzoBanuu Logarithmic Rolloff:

a. I pomrocms 38yKa 8bICOKA, K020A 8bl OIUZKO K UCHOYHUKY, HO NpU

yoaneHuu om 00beKma oHa 0080JIbHO DbICMPO naoaem.

b. Yem BBI JajIbIlle OT HICTOYHHUKA 3ByKa, TEM XY)KE BbI €TO CIIBIIINTE.

C. 3ByK UCTOYHHKA ayInO0 BENET ceOs COOTBETCTBECHHO TpaduKy 3aTyXaHUH.
29) Yto nenaet nporneaypa PlayOneShot

a. BocnpousBoaut 3ByK, mpephiBasi TEKYIEee BOCIPOU3BEICHUE

b. Bocnpouzeooum 368yk, He npepvisas meKyujee 60Cnpou3gedeHue

30) Kakue ¢popmatsl ayauo noaaepxkuaet Unity:

a. Mp3

b. Ogg

C. MP2

d. AuB

€. Bce BrlienepeunciaeHHoe

31) CxonbKo «cayarenein» MOKET ObITh Ha CIICHE

a. 1
b. 3
C. Heorpannuenno

32) Kakue 3naueHus npuHUMaeT nepeMeHHas volume kommnonenta AudioSource
a. [0...100]
b. [-1...1]

c. [0...1]



