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Unity Heo6xoauma Visual Studio anAa koMnunauuuM npoekTa, Aaxe ecsivM pabouyMMm pefaKTOpoM Koga 6ymeT Apyras nporpamma.

X TopAuMe KnaBuwm

XoTken gna Visual Studio

TAB - aBTOMaTUYecKM “pornedvaTaTb” TEKCT, KOTOPbLIM MpepnaraeT cpefa MpyM aHanM3e KOMaHfL MoJib3oBaTens
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D - nmpopy6nupoBaTb TeEKYyWyl CTPOKY Koga (MO YMONYaHMIO MOXET 6biTb MHOE COYeTaHue KJaBull)

L - ypanutb
K, Ctrl + D
R, Ctrl + R
K, Ctrl + C
K, Ctrl + U
npo6en

TEKylWyw CTPOKY

aBToO¢OpMaTMpOBaAHNME BCEro Koga B OTKPbLITOM danne - OTCTYymbl, NPO6Gebl

nepemmeHoBaTb BblieJIeHHYI MNepeMeHHYK BO BCeM Kone

3aKOMMeEHTUPOBATb BblAeJIeHHble CTPOKU KoAa (HOCTaBMTb // B Haqane)

pacKOMMEHTMpOBaTb BbiAeNieHHble CTPoKU kopa (ymanuTb // B Hadane)
- pacKpbiTb OKHO Bbli6opa ¢YHKLMIA/METOOOB Mnocfie Touyku: random.



CkpunTbl

an/I co3fnaHnMn CKpunTta UMA Kiacca 6y,qu B3ATO U3 WUMEHU ¢aﬁna cKpunTa. Ecnam noTtom rnepemmeHoBaTb CKpUNT, TO UMA KJlaCCa B CKpuUnrte HE
NW3MEHUTCA aBTOMaATUYECKMWU. CKpVIFIT 6y,u,eT pa60TaTb, HO OnA n3bexaHus nyTaHUUbl Hago MEHATb WUMA KijlaCcCa B CKpuUNTE Ha HOBOE UMA CKpunTa.

% BaxHble Knacchl

MonoBehaviour - 6a30Bbil KJlacC fgnAa BCeX HOBbX CKpuUNTOB (cueHapueB), MpefocTaBfsieT CMUCOK BCeX OQYHKUWA M COOBLITUIA, [HOOCTYMHbIX ASs
CTaHOApTHbIX CLeHapueB, MNPUKPErIEHHbIX K WUIrpOBbiM O6beKTaM.

Transform - y kaxgoro o6bekTa ecTb MNo3uuusa, poTauusa, MacwTab. Bce 3TU XapaKTepUCTMKM onpedenanTcA KomrnoHeHTom Transform, u ans
B3aUMOLENCTBUA C HUMM Ha[O MOJSIb30BATbCA STUM KJ1AaCCOM.

Rigidbody - pnna 6onbwMHCTBaA 3/1IEMEHTOB OU3MYECKUA ABWXOK MNpPefoCTaBliieT caMblii NMPOCTOM Habop WHCTPYMEHTOB [AfiA MepeMelleHus 06beKkToB,
O6HapyXKeHUss TPpUrrepoB M CTOJIKHOBEHWUN. [laHHbIM Knacc npepocTaBiseT BCe CBOWCTBA WM ¢yHKUUKM, Heobxopumbie ans paboTel ¢ ¢uaukon B Unity.

X ATpubyTHI

ATpn6yTb 3TO creuuanbHbie MapkKepbl B Kofe Mnepej KiaccoMm, nonaAmMuM (nepemeHHbMW, cBoMcTBamMu) M MeTogdamu (QGyHKUMAMKM), Heob6xoauMble ANA
yKasaHua Ha oco6oe noBefeHue. HekoTopble U3 HUX:

[Header] - saronosok

[HideInInspector] - He nokasbBaTb B MHCMNEKTOpe, fAaxXe ecnn cTouMT MoaupukaTop mocTyna public.

[SerializeField] - nokasbiBaeT B WMHCMNEKTOpe, [axXe ecniu MoNAsA MNpuBaTHbIE.

[Range] - 3HauyeHuWe 6yaeT orpaHMYEHO AManNasoHOM, PeryauMpyeTcs B WHCMEKTOpe MOJI3YHKOM.

[Min] - orpaHuuMBaeT MUHMManbHoe 3HayeHWe rpaHuuen (Max).

[Tooltip] - ycTaHaBnuMBaeT MOACKA3Ky ANA OTO6paxXeHWs B MHCMEKTope.

[RequireComponent] - fgo6aBnsAeT KOMMOHEHT YyKa3aHHOrO TuMa O6bEKTY, €CNiM ero ee HeT Ha o6bekTe. HyXHO AN rapaHTUM UYTO HEO6XOOUMbIN
TUN pecypca Bcerja 6yaeT Ha HacTpauMBaeMOM O6beKTe Ha CleHe.

[RequireComponent (typeof (AudioSource))]
[Header ("Mpumep 3aronoeka")]

[HideInInspector]
public int Strength;

[SerializeField]
private float _scale = 1f;

[Tooltip ("Mpumep TekcToBoOW noackasku'") ]
[Range (10, 30)]
public float Duration;

[Min (10)]
public float Speed;

X 06paboTKa MCKIIOYEHUN

TeMa 06pabOTKM MUCKIIIOYEHMA HE TaK HykHa B Hayane 3HakomcTBa ¢ Unity, Ho eé€ Bce paBHO Hago 6ymeT MpomTM, KOrpga-HUOYnOb. ..

B koHTekcTe Unity Hapo o6pab6aTteiBaTb uckiwdyeHne NullReferenceException, koTopoe npoucxoguT Mpu MOMLITKE MOAYYUTb JOCTYMN K CChISIOYHOW
NMepeMeHHON, KoTopas He CccChilaeTcss HU Ha OoAauH 06bekT. Ecnu cchinodyHasi mepeMeHHasl He CchilaeTcA Ha O06beKT, OHa 6yfeT paccmaTpuBaTbCs
kak null. Cpepa coobwMT YTO MONMYYUTb HOCTYN HEBO3MOXHO M BbiGpocuT uckiwdeHne NullReferenceException.

using UnityEngine;

public class ExampleScriptException : MonoBehaviour

{
private void Start()
{
try
{
GameObject player = GameObject.Find("player ");
Debug.Log(player.name);
}
catch (NullReferenceException ex)
{
Debug.Log("HeT o6bekTa c umeHem player ");
}
}




¢ OCHOBHble MeTOpbl

Awake() - BbinosiHsAeTcHA cpa3y Mnocfie co3faHuWs 06beKTa Ha CUeHe, BbIMOMHAETCHA oAMH pas3 WM Bcerpga go Mmetoga Start().
Start() - BbMNOMHAETCHA TONbKO OAMH pas3, MNpu 3anycke CLEeHb.

Update() - BbIMOMHAETCS KaxAbli Kagp, 4YacToTa BHIMOMHEHWs 3aBucuT oT FPS.

FixedUpdate() - BbiMoNHAeTCA Kaxgpil ¢UKCMPOBAHHbLIA OTPE30K BPEMEHM.

LateUpdate() - BoinonHsetcsa nocne Update() u FixedUpdate(), ucnonb3ayeTcs Ans pacyeTa MOJIOKEHMS Kamepbl (MOBEpHYTb B3r/Af MepcoHaxa) .
OnEnable() - BbIMONHSeTCSA NpW BKJWYEeHUM o6bekTa - ycTaHoBke ¢nara SetActive(true). OkHo [[naBHoe MeHK]| BkwYawT Ha Bpewms.
OnDisable() - BbiMoOMHAETCA MNpWU BbIKIKYEHUM 06bekTa - ycTaHoBke ¢nara SetActive(false). OkHo [HacTpoiiku] BbikflodaeT [[naBHoe meHw0] .
OnDestroy() - BbMonHAETCS OAWH pa3 MpU YHUUYTOXEHUM O6bEKTA.

OnGUI() - B 3TOM MeTode Bbi3biBAaeTCH KOO CUCTEeMbl OTPUCOBKM 3/1eMEHTOB MHTepdeiica noeepx Bcero ocTtanbHoro (GAME OVER).

B meHw pepakTopa Edit / Project Settings / Time / Fixed Timestep MOXHO ycTaHOBUTb WMHTepBan BbidoBa MeToma FixedUpdate().

NpoBepuTb MOPAAOK 3amnmyckKa OMUCAaHHbIX MEeTOAOB MOXHO CO34aB CKPWUNT C KOAOM, W Oo06aBMB CKPUNT JIWOGOMY O6BEKTY Ha CLeEHe:

using UnityEngine;

public class MyNewScript : MonoBehaviour

{
private int i = 1;
private void Start()
{
Debug.Log($"Start {i++}");
}
private void Update()
{
Debug.Log($"Update {i++}");
}
private void Awake()
{
Debug.Log(S$"Awake {i++}");
}
private void FixedUpdate()
{
Debug.Log($"FixedUpdate {i++}");
}
}

B okHe [Console] BknwunTb onuuw [Collapse]. Mpu 3anycke 3gecb 6ymeT oTob6paxaTbCsA BbIBOA COO6WEHWA B JIOF C KOJIMYECTBOM MOBTOPOB:
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Ecnu ckpunT po6aBneH 06beKTy (CTan KOMMOHEHTOM), TO 06paTUTbCS K 3TOMY O6bEKTY B CKPUMNTE MOXHO 4Yepe3 Ki4yeBoe cjioBo gameObject.
Komanga SetActive(false) cpenaeT KJo4YeBOW O6BHEKT HEAKTUBHbLIM - aHANIOr CHATWUS rafioykKu B CBOMCTBaxX 06bekTa (OKHO MHCMEKTOop) :

private void Start()

{
}

gameObject.SetActive(false);

private void OnDisable()
{

print($"{gameObject.name} :: Be3ob6bpasue! MeHs oTkuw4yawT!");
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Ecnn Hapo nonyunTb OOCTYN K ApPYroMy o6beKkTy Ha clueHe, Heo6XoOMMO chepBa cO3[aTb CCbUIKY Ha 3TOT O6bEKT B CKpuUMTE.
JIS CO3[laHuUsl CCbUJIKU 06bsABUTb Ny6/M4YHYI0 NepemeHHyl Tuna GameObject.

using UnityEngine;

public class OffTarget : MonoBehaviour

{
public GameObject box; // cospacT cChKY C UMeHeM Box
public GameObject tower; // cospacT ccChiKy C MMeHeM Tower
private void Start()
{
Debug.Log(gameObject.activeSelf); // BbBecTM B jOr cTaTyC aKTUBHOCTU 06beKTa, Ha KOTOPOM BUCUT CKPUNT (BK/OYEH WM HET)
box.SetActive(false); // o6pawaeMmca Kk 06bekTy box (Cube) u 4yepes onepaTtop "." Bbkik4daem ero - meTon SetActive(false)
// nocne nonydeHus OocTyna K O06beKTYy MOXHO obpawaTbCA K ero KoMmrnoHeHTam 4depe3 GetComponent<Component>(), npumep:
Destroy(tower.GetComponent<CapsuleCollider>()); // yHuuTOXaem kKomnoHeHT CapsuleCollider pgna o6vekTa tower (Cylinder)
}
}

Nocne cospaHus nyénuuHon (public) cceinkm B ckpunTe, B Unity y KOMMNOHEHTe cKpunTa MOABUTCSH MOjie C MMeHeM 3Ton cchiiku (Box u Tower).
WsHavanbHO Mone cospaeTcA nycThM. Hajo nepeHecTu B 9To none kiw4veBon GameObject, k koTopomy 6yaeT o6pawaTb KOMaHAa B cKpunTe:
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I'Ip|/| 3anyckKe CueHbl Ky6 CTaHeT HeBUOUMbIM, UWNUNHOP 6y,u,eT BWOHO, HO CKBO3b HEro MOXHO 6y,ueT Xo0OUThb .




Yepes cKpuMATbl MOXHO cO3f[aTb Ha CLUEHe MOJIHOUEHHbIn 06bekT. Co3pgaTb ckpunT CreateWall:

using UnityEngine;

public class CreateWall : MonoBehaviour

{
private void Start()
{
for (int y = 0; y < 5; y++)
{
for (int x = @; x < 5; x++)
{
GameObject cube = GameObject.CreatePrimitive(PrimitiveType.Cube); // cozparth HOBhU Ky6
cube.transform.position = new Vector3(x, y + @0.5f, 5); // nojokutb Ky6 B 3afadHHbe KOOPAMHATH
// pa3mep Kyb6a 1x1x1 NMO3TOMy HaAo MOAHATb €ro Ha MOJIOBMHY €ro BbLICOTH - Ha +0.5 oT mona, mon Ha BhicoTe ©
cube .AddComponent<Rigidbody>(); // pno6aeBuTb Ky6y ¢u3Myeckoe Teso - OH CMOXeT nagaTb
}
}
}
}
CospaTb Ha cleHe nycTon o6bekT (B npuMmepe aTo WallCreator), noBecuMTb Ha Hero cO3AaHHbIA CKPUNT, 3anycTUTb CLUEHY - B uUTore npwu

3anycke 6yfeT MoCTpoeHa cTeHa M3 6enbix Ky6oB 5x5:

YTo6bl He A06aBNSATb KaXAOMYy HOBOMY O6bEeKTYy 4epe3 KOoA Heo6XOAMMble KOMMOHEHTH, jydwe co3faTb npedab ob6bekTa, Ha KOTOPOM yxe 6yayT
HacTpOeHbl BCE HYXHble KOMMOHeHTbl. [J06aBUTb pa3MelleHHOMY Ha cueHe Ky6y nbyw TeKcTypy, M KomnoHeHT Rigidbody (¢usuuyeckoe Teno):
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Co3paTb B CTPYKType npoekTa nanky ansa npedabos. [lepeTawnTb B Hee HACTPOEHHbHN Ky6 M3 OKHa Mepapxum O06BHEKTOB.
B nanke nosiBuTCA npe¢ab Ky6a (C CUHWM MapKepom), a Ky6 Ha CUEHe CTaHeT CChiIKoW Ha 3ToT npedab M Toxe MocuHeeT.
Ky6 Ha cueHe yjanuTb WM pacnakoBaTb B O6blYHbIA 06bEKT (B KOHTEKCTHOM MeHl o6bekTa cueHbl - Prefab - Unpack).
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Bce konuu npedaba 6ynyT WMMeTb OOHM M Te Xe MUCXoAHble napaMmeTpbl. [N Toro 4YTo6bl COXPaHATb pas3fiMuMs Yy IK3EMNNsipOB Ha cleHe, Hafao
co3faBaTb BapuaHTbl npe¢aba. KOHKpPeTHO B 3TOM MpuMMepe 3TO He 06s13aTefbHO, HO A/ 0O3HAKOMMEHUS U OEeMOHCTpauun caenaHo TakuM 06pasoM.
Co3paTb BapuaHT npedaba (Prefab Variant) MOXHO M3 KOHTEKCTHOro MeHIw 3Toro npedaba:
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Tenepb CKpUNT MO CO34aHMI0 OOBEKTOB 6yheT BLIMISALETb KOPOYEe, HO HYXHO MOSYYMTb CCbUJIKY Ha O6bEeKT, KOTOphM O6yaeT co3paBaTbCA B CKpUMTe
- Ha BapuaHT npedaba. [lo6aBUTb B CKPUNT Ny6AUYHYK NepeMeHHyw prototype n mameHnTb Kona MeToma Start():



using UnityEngine;

public class CreateWall : MonoBehaviour

{

public GameObject prototype;

private void Start()

{

for (inty = 0; y < 5; y++)
for (int z = 0; z < 5; z++)
Instantiate(prototype, new Vector3(5, y + ©0.5f, z), Quaternion.identity);

}

}

B onuuax ckpunTa nosiBUTCA cchinka Prototype, po6aBuTb B Hee BapuaHT npedaba - Cube Variant:

‘= Hierarchy O Inspector
* (o Al - -
T | I"'E'l] @ ¥ WallCreator Static -
v f Scenel* : -
0 Main Camera Tag Untagged *  Layer Default - |
Directicnal Light
0 g v ) Transform e 3
() Plane Position X 0 Y D Zo
"%Qm;:em“c"“‘m”er Rotation X 0 Y 0 Zo
re
Eﬁcﬂbe Scale = X Y 1 Z 1
f0 Cylinder v # ~ Create Wall (Script) o 1
Script ¢+ CreateWall 3]
Prototype |® Cube Variant @ |

Tenepb rnocrsie 3anyckKa CueHbl, 6yAeT co3faHa CTeHKa U3 yXe HaCTpPOEHHbIX Ky6OB:

X HepememeHMe 06beKTOB
HoBbit ckpunT MovableObject cuuTbiBaeT HaxaTble KHomkuM. CkpunT pob6aBuTb cdepe, KoTopas 6yneT nepemewaTbCcsi MO CLeEHe.

using UnityEngine;
public class MovableObject : MonoBehaviour
{
private void Update()
{
// Translate 6ygneT gBuraTb 06bEKT Ha eguMHULY paccTosiHUsA, cpabaTbiBaTb pa3 B Kagp, W 4YTO6b OO6BLEKT He yneTen paneko
// Hago 3TO KOMMEHCMpPOBAaTb [HONAMU OT CEKYHObl Mexay TeKyuwuMMm Kagpom W npowsnbiM - Time.deltaTime, npu 40 kagpax gons 1/46
// HanpaBfieHVe [BWXeHUs Mo ocsaMm 6yneT 3ajaBaTb MHOXMTeNnb -1 wuamM +1 M3 ¢ KHOMOK ynpaBneHus ocsamuM Input.GetAxis()
transform.Translate(Vector3.forward * Time.deltaTime * Input.GetAxis("Vertical")); // GetAxis("Vertical") - WS
transform.Translate(Vector3.right * Time.deltaTime * Input.GetAxis("Horizontal")); // GetAxis('Horizontal") - AD
// forward / back - ocb Z, right / left - ocb X, up / down - ocb Y
// Time.deltaTime - pasHuUa BO BpPEMEHU MexAy rpaduyeckuMmu Kagpamu
// Time.fixedDeltaTime - pasHuLa BO BpeMeHU Mexay ¢u3MyeckuMu Kagpamu, nogpobHee o Kagpax B pasgene o RigidBody
}
}

KoHTponep urpoka B cuUeHe Hafo OTKJ/YUTb, BKJIWYUNTb KaMmepy, U BbLICTaBUTb en KoopauHaTel AnA ynO6HOFO HabnwoeHUs 3a CLEHOW.

Tak Kak y céepbl HeT ¢mM3mMyeckoro Tena, OHa CBOGOAHO MapuT M He nagaeT. Yawe Bcero oHa 6yneT MPoOXOoAuTb Ky6bl B CTEHKe KYB6OB HaCKBO3b,
VWb WHOrJa OTTalikuBas WX.




X Tpurrep
06bekT ¢ Konnangepom B pexume Tpurrepa (Is Trigger) 6ymeT Bbi3bBaTb Yy cebs B ckpunTax Mmeton OnTriggerEnter() kaxgpin pa3, Korpa ero

Konnangep 6ypeT nepecekaTb Apyron o6beKT. OOMH M3 06BLEKTOB B3aMMOOENCTBMUA Bcerga OosxeH ob6nagaTb kKoMmnoHeHToM Rigidbody (¢uamueckum
TenoMm) - nmMbo Tpurrep, nM60 3axofsAuWMih B Hero 06beKT. ITO OTHOCUTCHA M K 06paboTKe CTOSIKHOBEHUN / COMPUKOCHOBEHWI O6GBHEKTOB.

Ha cueHy po6aBreH HOBbM 06beKT - cdepa, KoTopas nepeuMmeHoBaHa B GreenTrigger. OHa 6yneT KonnangepoMm, paboTawuWuMm B pexuMme Tpurrepa,
¢ komrnoHeHToM Rigidbody, y koToporo HacTpoeHo conpoTuBneHuve Bo3gyxa Drag = 5.
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3Tton cdepe pobaeneH HoBbiM cKkpunT Trigger c KOOOM:

using UnityEngine;
public class Trigger : MonoBehaviour
{
private void OnTriggerEnter(Collider other) // other - 06bekT, KOTOPbLIV BH3bBaeT cpabaThiBaHue Tpurrepa
{
int x = 0;
if (other.name == "Sphere") // npoBepka uUMeHM 06bEKTaA, MrpoKa MOXHO MpoBepATb Mo Tery: other.CompareTag("Player")
x = 10;
transform.Translate(Vector3.up * (10 + x));
}
}

Ecnn 3eneHbn wap, C KonjangepoM B pexuMme Tpurrepa, 6ygeT conpukacaTbCs C MOJIOM, TO 3efieHb wap TenenopTupyeTcsa BBepX Ha 10 MeTpoB.
Ecnn 3seneHbin wap KocHeTcs ¢ o6bekTa ¢ MMeHeM = Sphere (ynpaBfisieMmbii KpacHbIi Wap), TO 3eJieHbI Wap TesienopTUpyeTcs Ha 20 MeTpoB.

OnTriggerEnter(Collider other) cpa6aThBaeT B MOMeEHT Bxoga o6bekTa other B Konnangep.
OnTriggerExit(Collider other) cpab6aTbiBaeT B MOMEHT Bbixofa o6bekTa other n3 konnanpgepa.
OnTriggerStay(Collider other) cpab6aTbiBaeT Kaxapli Kagp Moka MpPOUMCXOAMT MepecevyeHue Konnangepa o6bekToMm other.

MeToppl o6pabaTbiBalumye CONPUKOCHOBEHUA :

OnCollisionEnter(Collision collision) cpa6aTeiBaeT B MOMEHT YCTaHOB/IEHUs KacaHus c o6bekToMm collision.

OnCollisionExit(Collision collision) cpab6aTbiBaeT B MOMEHT MpeKpaleHUs KacaHus ¢ o06bekToM collision.

OnCollisionStay(Collision collision) cpab6aTbiBaeT Kaxapld Kagp, MoKa MpoAoSiKaeTCs cornpukacaHue ¢ o6bekToM collision.
ConpuKocHOBeHUA o6pabaTbiBalTCA TOJIbKO MoKa 06beKThl ABMXYTCS. B uensax onTtuMmmsaumm ob6paboTKa 3TUX COOGHITUA MpeKpawaeTcs KaK TOJIbKO
IBUXEHNEe CUNbHO ocnabeBaeT MM 06bEKT MNpekpawaeT OBMKeHWe (3aTyxaHue).

Konnanpepsl B3avMoLeNCTBYIOT APYr C [OPYroM B 3aBUCUMMOCTWM OT TOrO, KakK HacTpoeHb MX KomrnoHeHTh Rigidbody. Tpu BaxHbie KoHGMrypaumu:
CtaTtnyeckuit - 6e3 Rigidbody, [uHamumuyeckuit - ecTb Rigidbody, KuHemaTuueckuit - ectb Rigidbody c ¢narom Is Kinematic (He napaeT).




dnsndyeckoe Teno

KomnoHeHT Rigidbody po6aBnseT obbekTaMm ¢maMyeckme CBOMCTBA - Maccy, MIOTHOCTb, MHepuui. [lonyyaTb UMNYyNbC, KPYTSAWWNA MOMEHT.

lBuxok Unity cocTouT M3 [ABYX 4YacTen - rpaduyeckoro [ABMXKA W ¢U3MYECKOro [HABUXKA. [paduyeckuin pucyeT KapTUHKY, OGU3UYECKUN
paccunTbiBaeT ¢U3UKY .

MeTon Update() cpa6aTbiBaeT C 4acTOTOM OTPUCOBKW KagpoB rpaduyecKum OBUKKOM.
MeTton FixedUpdate() cpabaTbiBaeT C 4YacTOTOM pacyeTa PU3NYECKMX KaApoB - 4YacToTa paboThl PU3NYECKOrOo ABUKKA.

Mass - Macca onpegensieT cuiy B3auMOAEWCTBUSA MpU CTOJNIKHOBEHUM (Macca + CKOpoCTb = cuna appekTa).

Drag - nNNOTHOCTbL OKpyXawwen cpefgpl BOKPYr o6bekTa - 4S8 UMUTALUM COMNPOTUBIIEHUA BO3AyXa WM BOAbI.

Angular Drag - MJOTHOCTb OKpyXalowen cpefbl BOKPYr 06bekTa - ANS MMMTaUMM COMPOTMBIIEHWS BpalleHWI0 B BO3AyXe UM B BOJe.

Automatic Center Of Mass - Touyka paBHOBecus ornpefenseTCcs [OBMXKOM, €CNM OTK/YMTb, TO MOXHO HacTpOMTb CMelleHMe LeHTpa MaccChl.
Automatic Tensor - aBTOMaTM4YeCKMMA pacyeT MHEPLUMM - €CNM OTKJIIIYMTb, TO MOXHO HacTpPOUTb KakK TPyLHO MOBEPHYTb O06BLEKT BOKPYr OCEN.
Use Gravity - npuMmeHeHue rpasuTauuu.

Is Kinematic - ecnu BKJINYEHO OOGBEKT MepecTaeT B3auMMOAeNCTBOBaTb C (U3UKOM, €ro Henb3A TOJNIKHYTb, 3acTaBUTb KPYTUTbCSA, HO 06 Hero
MOXHO ygpapuTbcsa. lepemeweHMeM o6beKTa MOXHO YNpaBAATb TONIbKO 4Yepe3 KOMMoHeHT Transform. 3To nonesHo gnsa nepemeweHuns nnaToopm.

KuHemaTn4yeckue RigidbOdy OOJIDXHbI MNCMNOJIb30BAaTbCA Y 06beKTOB, KOTOpble MOryT OBUraTbCA, WA BKJlOMATbCA/BbIKNYATbCA . Hanpwmep, OBepb.
06blYHO OBEepb HenoaBMXHa (ee Helnb3A OBWUraTb, €CJIn B Hee ynepeTbCH), HO OHa CaMa MOXeT OBUraTbCA Korpga €e OTKpbiBawT / 3aKpbiBakwT .

Interpolate - TOYHOCTb BbIHUCJIEHUNA ¢M3MKM Ha O6beKTe, onuna npumeHdaeTCcda MNpU Hann4nm TPpACKWM B Mnpouecce nepemelleHnsa:

e None - He MPUMEHATb WHTEPMNONALUI
e Interpolate - HaxoxgeHWe TOYKM Mexmy OBYMs Toukamy (BblUMC/IEHWE Cliefywllero Kagpa Ha OCHOBe 2 MpenbaywMXx KaapoB - cpelHee)
e Extrapolate - npoposfixeHWe TOUYKM Ha OCHOBe Mpenbiaywmx (BblYUCIEHWE-MPOrHO3MPOBaHWE Ccliefywllero Kaapa Ha OCHOBe Mpenbaylero)

Interpolate crnaxuBaeT pesynbTaT paboThl rpapuueckon dacTu ABmxka Unity, korpa pacyeToB ¢M3NYECKUX B3aMMOAENCTBUA B Kaape Marso.

Collision Detection - oTcnexuBaHve (o6HapykeHWe) CTONKHOBEHUN U TOYHOCTb MX 06pabOTKU:

Discrete - cambil NMpPoCTOM M HauMeHee HaAeXHbi (06bEKT Ha BbICOKMX CKOPOCTAX MOXET MPOXOAUTb CKBO3b ApYrue o6beKTbl)
Continuous - TOYHOCTb CTOJIKHOBEHUS paccyuThHBaeT MPENSATCTBME Ha NyTWM OPYroro OBUXYWErocss ob6bekTa

Continuous Dynamic - cTonkHOBeHMe o6pabaThiBaloTCs Ha BCeM MyTW ABMKEeHMs o6bekTa (O0OMH O6BEKT He MOXeT MPOCKOYMTb ApYron)
Continuous Speculative - MUHMMM3UMpPYeT BEPOATHOCTb 'MpocCKanb3biBaHUA" MAM "npoBanuBaHusa" 06BEKTOB CKBO3b APYr Apyra

Discrete - pacyeT CTOJIKHOBEHUN NMPponcxoguT nNpepbiBUCTO, OTAE/IbHO B KaXOom ¢M3quCKOM Kagpe. HOSTOMy eCcJZin B ¢M3quCKOM Kanope 06bEKTHI
Heé rnepeceKawTCA, TO HET CTOJIKHOBEHUA, N MNO3TOMY 6HCTpO ABMXyMMﬁCH 06beKT MOXeT nponeTteTb ﬂperﬁ.

Continuous - pacyeT CTONIKHOBEHWM nponcxoguT HenpepbBHO, T.e. TeJI0O y4YUTbiBaeT CBOE€ MOJIOXeHWe B npegbioyuwem ¢M3quCKOM kKagpe. Ecnu
Mexany TeKyuuMm noJsioxeHnem u npousibiM ecTb ¢M3quCKoe Tesno, 3Ha4YuT CTOJIKHOBeHWe npousowsno. logxoguT AnA 6HCTpMX 06bEKTOB - nynb, HO
3TOT pPEeXumM He paccyuTaeT CTOJIKHOBEHMe ABYX NneTAlux nynb.

Continuous Dynamic - paccuMTaeT CTO/IKHOBEHME ABYX ObICTPO ABUXYUWMXCA PU3NYECKUX Ten.

Constraints - 6nokupoBKa ¢M3MKKM MO OTHAESNbHBIM OCAM - OBUXKEHUS WM BpaweHus.
Layer Overrides - maTpuua CTOJIKHOBEHWUN.

06bekThl C KomnoHeHToM Rigidbody (c ¢u3MyeckMMM Tenamm) HEKOPPEKTHO [ABUraTb, MPUHYAUTENIbHO MEHAS WX KOOpPAWHATH B KOMMOHEHTe
Transform. JlormyHee npuknagbiBaTb K HMM BO3[OEVCTBYWWWE CUMbl, a fasblie BCE pacCyMTaeT [OBUKOK.

X Pdusn4yeckKue cunbl

FpaBuTauma: Unity umuMTupyeT rpasBuTaumio, NpuTArusanlylo o6bekThl BHM3. KomnoHeHT Rigidbody, korpa npukpenneH K 06bekTy, pearupyeTt Ha
rpaBuTauMio. MoXHO HacTpauBaTb MapameTpbl FpaBuMTauMu, TaKue Kak HanpasBfieHMe M cuna.

Cunbl n Topku: Cunbl M TOPKM MOryT 6bITb MPUMEHEHH K O6bekTaM C nomouwbl KomnoHeHTa Rigidbody. Cunbl ucnonb3ywTcs AN M3MEHEHUs
JIMHENHON CKOPOCTU, a TOPKWU - [OJiS UBMEHEHUs YrjoBOW CKOPOCTU OObEKTa.

ConpoTueneHne Bospgyxa u TpeHue: Unity nosBosiseT BKJw4YaTb COMPOTUBJIEHME BO3[yXa W TpeHMe A/ 06BLEeKTOB, 4YTO AeflaeT UX [OBMXeHue 6onee
peanuMcTUYHbIM. ITU MapaMeTpbl MOryT 6bTb HacTpoeHb B KomnoHeHTe Rigidbody.

Umnynbcol M MomeHTbl: WUMnynbchl MNpefncTaBnsioT CO60M pe3koe W3MEHEeHWe KonmM4yecTBa [ABUXEHUA o6bekTa. MOMEHTb MPUMEHSsKTCS O M3MeHeHus
Yr/I0BOM CKOPOCTM. UMNYSbCbl M MOMEHTb MOryT O6biTb MCMOSb30BaHbl OJs1 CO3[aHMSA B3pPbIBOB, YAAPOB M APYrUX PEe3KUX WU3MEHEHWUN.

KOM6MHMpOBaHMe 9TUX 3JIEMEHTOB U HaCTpOﬁKa napameTpoB ¢M3MKM NMo3BOJIAKNT CO3[4aBaTb pa3Hoo6pa3HHe N yBlieKaTellbHbleé CLEHbl C pea/IMCTUYHbIM
N NHTEpEeCHbIM OBUXEHUEM 06bEeKTOB.

dnsuyeckme cunbl Hago obpabaTeiBaTh B MeTomde FixedUpdate(). HoBbilt ckpunT ans neMoHCTpauuu ucrnonb3oBaHus ¢usuku PhysicsTester:

using UnityEngine;

public class PhysicsTester : MonoBehaviour

{
private Rigidbody rigidbody;
private void Start()
{
rigidbody = GetComponent<Rigidbody>();
}
private void FixedUpdate()
{
rigidbody.AddForce(0.5f, 0, 0, ForceMode.Acceleration);
rigidbody.AddRelativeTorque(0.5f, 0.5f, 0);
}
}

KOOpAMHaTH, 3apjawplne HanpaBJZieHNne AOBUXEHUA pa60TamT no pasHoMy B 3aBUMCUMOCTU OT WUCNOJIb3OBaAHHOIo0O MeTona.



AddForce() npuknagpiBaeT cuny B rno6anbHbiX KoopAuMHaTax, 06bekT 6yAeT ABMraTbCA MO robasibHbiM OCSAM KOOpPAMHAT.

AddRelativeForce() npuknagbiBaeT CWly B JoKalbHbIX KoopauHaTax, 06beKT 6yaeT ABMraTbCA MO CBOMM OCHAM, Y4uTbiBas CBOM Yr/bl MOBOpOTA.
AddTorque() 3agaeT BpauweHue B rnobanbHbX KoopauHaTax.

AddRelativeTorque() 3agaeT BpaleHWe B JIOKaJIbHbIX KOOpAMHaTax.

lna onTMMM3auMM Hado KaWWpoBaTb CCHISIKM Ha 06beKTh, 3TO yao6HO genaTb B MeTomax Start() u Awake().

HoBbin 06beKT ana oneiToB - Ky6 Tester. OH gonxeH o6nagaTb KomMnoHeHToM Rigidbody, Ho ¢ oTknw4yeHHOW rpaBuTauuen, U CKPUNTOM BblleE :
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Ky6 yneTaeT CO cuUeHbl, Bpawasicb B nofete:

% MocToAHHbIE CUNbI

MocTosAHHOE ¢U3MYecKoe BO3AeNCTBME Ha O06bLEKT MOXHO MoNy4uTb AobaBneHnem KomnoHeHTa [Constant Force], B KoTOpoMm:

Force - BekToOp cunbl B rno6asnbHbIX KoopauHaTax.

Relative Force - BEKTOpP CWbl B J1IOKaJIbHbIX KOOpAMHaTax.

Torque - BEKTOp KpyTAwero MOMeHTa B rno6anbHbiX KoopauHaTax.
Relative Torque - BeKTOp KpyTAWero MOMeHTa B JiOKaJibHbIX KOOpAMHaTaxX.

X dusnyecknin matepuan

dnsnMyeckMn MaTepuan 4acTUYHO OnpefenseT B3auMMOLeNCTBME O0O6BLEKTOB C ¢Ou3nMveckuMmuM Tenamum. OH uvcnonb3yeTcsa [Af HacTPOWKUM TpeHus u
ynpyrocTu (OoTTanKuMBaHWA) NpU CTONIKHOBEHUAX. OU3NYecKUin maTepuan 3ajaeTcsa B KOMMNoHeHTe Konnangep [Collider].

Dynamic Friction - TpeHue BO BpeMsi OBUXEHUS, Korga O6bEeKT ABMraeTcs - 3aMeniMTb OO6beKTbl MPU CTOSIKHOBEHUU APYr C OPYroM.

Static Friction - TpeHue B cOCTOSHMM MNOKOSs, Korga O06beKT HeMNoABUXEH - He gaTb O6bEeKTYy ABUraTbcsa 6€3 BO3AeNCTBUA (U3MYECKOW CUJbI.
Bounciness - ynpyrocTb.

Friction Combine - kak KOM6GMHMpyeTCs Mexay cob6on TpeHue ABYX O6bEKTOB.

Average - 3HauyeHus OBYX TPEHUN ycCpeOHAKNTCS
Minimum - u3 ABYX 3HayeHUn 6GepeTcsA MeHbliee
Maximum - u3 ABYX 3HayeHUn 6epeT MaKCUMalbHOe
Multiply - 3HadeHus OBYX TPEHUA YMHOXawTCH

Bounciness Combine - Kak KOM6UHMpYeTCA YMpYyrocTb [ABYX CTaJIKUBAWWWXCA O6bHEKTOB.

[lp KOHTakTe AOBYyX 06bEKTOB K KaxXgoMy W3 HUX OTTalIkKmBaHWe U TpPeHue NPUMEHAEeTCA MHOAMBMAYallbHO B 3aBUCUMOCTWU OT MUX NapaMeTpoB. [BUXOK
Unity HaCcTpoeH Ha Npoun3BOoAUTEJIbHOCTb, MO3TOMY CuUMynAaunA ¢M3MKM nponcxogunT TOJIbKO HpM6HM3MTeHbHO.



CouneHeHun

06beKTbl MOXHO COEOMHATb Mexay Co60M creunanbHOM CBA3bl, MNpuaanwen coeAuHeHulo onpefeneHHble CBOMCTBA. [N YCTaHOBJSIEHUS TakKOW CBA3MU
o6a coefuHSAIEMbIX O6bEKTa [LOJMXHb 06rafaTb KoMNoHeHToM ¢uanyeckoe Teno (Rigidbody).

KomnoHeHT [Character Joint] B OCHOBHOM WcMonb3ywTcs ANA 2¢pekToB TpAnMYHOM Kyknel (Ragdoll). 3To waponogo6Hoe coeAvHeHMe, KOTopoe
nossoJsideT OrpaHuuYMBaTb ABUXKEHWE MO KaxXOon ocu.

KomnoHeHT [Fixed Joint] (HenoaBuxHOe coeAvMHeHWe) orpaHuuMBaeT [OBUXEHWe o06beKTa, CBA3bBAas €ro C ApYyrum 06bLEKTOM. 3TO MOXOXe Ha
onpefeneHne povYepHero 06beKTa MO OTHOWEHUK K [pPYroMy - pPOOUTENbCKOMY, HO peanu3oBaHO C Momowbld PUM3MKM, a He MepapXvMM KOMIMOHEHTOB
Transform. Wcnonb3yeTcAa ecnu Hago COeAMHWTb WU pas3belvHWTb ABa O6bekTa 6e3 Heo6XOAUMOCTU W3MeHeHWsa uepapxuu. Korpa Hapgo ABuUraTb
06beKThl BMecTe (BpPEeMEHHO MM MOCTOSHHO), 3TOT KOMMOHEHT yrnpowaeT peanu3auuio, HO Hago A06aBnATb KoMmnoHeHT Rigidbody.

KomnoHeHT [Configurable joint] - BkJlvawT B cebs BCe BO3MOXHOCTM [APYrMX BUAOB COEAMHEHWI, MO3TOMY €ro HacTpOMKWM cambie obuupHble. C
BKJl4eHHon onuueint Configured In World Space aBuxeHus 6yayT OrpaHM4YeHbl OCAMM MUpa, a He JIoKaslbHbiMU OCSAMM O6beKTa.

KomnoHeHT [Hinge Joint] - uMMTMpyeT coefuHeHWe C MOMOWbI0 ABEpPHbIX MeTesb.
KomnoHeHT [Spring Joint] - uMuUTMpyeT coeguHeHWe MNPYXUHON.

lnA HarnagHoOM AEeMOHCTpauuMM MOXHO cobpaTb B TeCTOBOW ClEeHe KonbacKy M3 3/1eMeHTOB:

cpepa, c ¢usumyeckum Tenom, n ¢narom Is Kinematic;

kKancyna 1, ¢ ¢usnyeckum TenoM, KoTopas Kpenutcsa 4yepes coeauHeHne K Fixed Joint k céepe;

Kancyna 2, ¢ ¢usMyeckuM TenoM, KoTopas Kpenutcsa 4yepes coeauHeHue K Character Joint k kancyne 1;
kancyna 3, ¢ ¢usnYyeckuMm TenoM, KoTopas Kpenutcsa 4yepes coeauHeHue K Hinge Joint k kancyne 2;
Kancyna 4, ¢ ¢uU3MYyecKUM TenoM, KOoTopas KpenuTcsa 4yepes coeauHeHue K Spring Joint k kancyne 3.

3anycTuTb Play, nepekiouyMTbCs Ha OKHO CLEHb M noaBuraTb cdepy B MpPOCTpaHCTBE, Habnigas KakK OBUralTCs MPUKPEnseHHble K Hel Kancysbl:
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X TpAnuyHasa KykKna

Komanga Ragdoll Bbi3biBaeT MacTep YCTAHOBKM COYSIEHEHWA MexAy KOMMOHeHTamMu. WToroeBas KOMMO3MUMSA Ha OCHOBE ¢U3UYECKUX B3aMMOLENCTBUM
MOXeT 3aMeHUTb aHUMauuMnm O6BEKTOB WM YacTMYHO OCYWecTBUTb B3auMogencTeBme C O¢U3MKOW Mupa. TpaAnuYHaa Kykna uUcronb3yeT Mewn C
npmeAskon K KocTaAM (skinned meshes), T.e. Mew nepcoHaxa, OCHalWeHHbIA KOCTAMU B nporpamme 3D MogenupoBaHus.

Ragdoll Bbi3biIBAETCA B OKHE Wunepapxuu 06beKTOB - T.e. B paMKax CueHbl, W pa60TaeT TOJIbKO C O6'beKTaMI/I, pa3MelleHHbIMM Ha CueHe. I'IoaTomy
nepen BbLISOBOM MacTepa CoOo3haHUA KYKJbl Hago AO6aBMTb Ha CUeHY HYXHYW MofeJib HMNC wn pacrnakoBaTb €€ B 06beKkT. 3aTeM B OKHe nepapxmm
06beKTOB pa3BepHYyTb OpeBOBUAOHYHW CTPYKTYpPY, YTO6bl MOXHO 6bISIO BblgenATb 4acTh Onda yﬂO6CTBa naaneﬁmero cornocTaBieHnsa.

Npu cosgaHum o6bekTa Ragdoll Hago yCTaHOBUTb CCHIJIKM Ha Y4yacTKM MOAenu MepcoHaxa, KoTopble 6yayT coeAuHeHbl B COOTBETCTBUM C UX
nosfioxeHnem B Tene. Korga BcCe CCHAKM U Mona 6yayT 3anofiHeHbl - 3aBepuuTb co3gaHue [Create].

Ecnv Bce cooTBeTCTBMA 4YacTed Tena 6ynyT ycTaHOBEHb BepHo, To mogenib HIMC 6ypeT BecTM cebsi Kak TpsANUYHasl Kykna:
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Ecnu pesynbTaT MONMIOXUTENbHbLIA, CrieqyeT COXpaHuTb 06bekT Kak npedab / BapuaHT npedaba.

TpFlrII/I‘-IHaFl KyK/la MOXeT 6bITb UCMNOJIb30BaHa ona aHnMmauunm y6VITbIX HMNC - korpga oHW nagjawT Ha 3eMnlw B Henensix nosax, u T.n.



KopyTuHbI

OYHKUMM  [OJXKHbBl BHIMOAHATHCA OO KOHUA, 4YTO6b BEepHYTb pe3yfibTaT. Bbi30B ¢yHKLUMM MpoOMCXOOMT B KakXOOM Kagpe, M B TeyeHuu Kappa OyHKUMS
LOMKHA BHIMONHUTBCS 00 KOHUA. Ho HekoTopble Mpouecch MPOLOSIKUTENbHB MO BPEMEHWU, MO3TOMY O6blYHblE QYHKLUMM K HUM HENpuUMeHumbl (3BYK,
npouenypHasi aHuMauusi, BusyanbHble 3ddekTh). B 3TMx cnydasx ucnonb3ywTcs conporpammbl - KopyTuHbl (Coroutines).

X% W3meHeHMe maTepmana

B kayecTBe npumepa - W3MeHeHMe MpPO3payHOCTM o6bekTa. Co3AaH HOBLHIM MaTepuan, KOTOPOMY YCTaHOBJIeH pexum peHgepuHra Transparent:
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Ha cueHe cospgaH ky6 Wall, koTopoMmy npuaaHa dopma CTeHbl, Ha3Ha4YeH HOBbIM MaTepuan u Hoebil ckpunT FadeTexture:
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Koo ckpunTta 6yneT pearvpoBaTb Ha HaxaTue KHonku [F] Bo Bpema Play moga, M nocTeneHHO fAenaTb Ky6 MOYTM MOSIHOCTbK MPO3pauyHbIM.

using UnityEngine;

public class FadeTexture : MonoBehaviour

{

private Material material;
private Color color;

private void Start()

{
material = gameObject.GetComponent<Renderer>().material;
color = material.color;
}
private void Update()
{
if (Input.GetKeyDown("f")) // cuuTbiBaeT HaxaTuMe KHOMKM 1 pas, HO He ee yaepxaHue
StartCoroutine(Fade());
// StartCoroutine("Fade"); // Tak Toxe pab6oTaeT
}
private IEnumerator Fade()
{
var wait = new WaitForSeconds(0.2f);
for (float f = 1f; f >= 0; f -= 0.05f)
{
color.a = f;
material.color = color;
yield return wait;
}
}




X MpourpbiBaHne 3BYyKa

B rnpunMepe pacCcMOTpeHO YynpaBJieHne BoOCrnpounseBeneHMeM 3BYyKa 4epe3 KOoMaHObl B CKpuUNTe.

CospaTb TECTOBYK CLeHy, co3faTb 06beKT C KoMmrnoHeHToMm AudioSource. HasHauuTb 3BYKOBOM ¢ain M BbiKN4YMTb ¢nar Play On Awake.
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* '.’f.\ éampleScene* @ ﬁi}]‘ ¥ Sphere Static ~
ff) Directional Light Tag Untagged * | Layer Default o
%g::;e A Transform o
] Camera » H  sphere (Mesh Filter) @ 3t
» B ~ Mesh Renderer e 3t
» & v Sphere Collider e it
¥ «  Audio Source e 3t
AudioClip 42_forest_night ®
Output Mane (Audio Mixer Group) ®
hMute
Bypass Effects
Bypass Listener Effects
Bypass Reverty Zones \
Play On Awake
| g

Co3paTb CKpPUNT C KOAOM M [006aBMTb K 06bekTy. [lpu 3anycke Ha aKpaHe 6yaeT OTPUCOBaHbl ABe KHOMKWM - MOCTaBUTb Ha MNaysy W MPOAOHXUTD :

using UnityEngine;
public class PlaySound : MonoBehaviour
{
private AudioSource audioData;
private void Start()
{
audioData = GetComponent<AudioSource>();
audioData.Play();
}
private void OnGUI()
{
if (GUI.Button(new Rect(100, 70, 150, 30), "Pause"))
audioData.Pause();
if (GUI.Button(new Rect(1066, 170, 150, 30), "Continue"))
audioData.UnPause();
}
}

MpeoblAywun ckpunT OTKAWYUTL. Co3jaTb HOBLIM CKPUNT M A06aBUTb KakKoMy-nn6o 06bekTy Ha cueHe (HampuMmep, K MNycTOMYy O6bekTy, B KOTOPbIA
6yoyT BJIOXEHb HOBble 3BYKM). O6bEKTY C HOBbLIM CKPUMTOM [O6ABUTb HOBble 3BYKM. CKpUNT 6yneT MpourpbiBaTb ClyYaWHbil KAUM M3 CrUCKa.

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

public class MusicMaster : MonoBehaviour
{
public List<AudioClip> audioClips;

private void Start()

{
StartCoroutine(PlayRandomClip());
}
private IEnumerator PlayRandomClip()
{
while (true)
{
int randomIndex = Random.Range(®, audioClips.Count);
float duration = audioClips|[randomIndex].length;
float wait = duration + Random.Range(26, 60);
AudioSource.PlayClipAtPoint(audioClips|[randomIndex], transform.position);
yield return new WaitForSeconds(wait);
}
}




AHuMauunA

AHVMMauMs CTPOUTCA M3 KIAMMNOB. AHMMAUMOHHbIE KAUMbI CO6UpPalTCs B 06Uyl CTPYKTYpPY - aHMMaUMOHHbIA KOHTposanep [Animator Controller]. OH
OTC/IeXMBaeT Kakas aHuMmauus [OoJIXKHA MPOUrpbLBaTbCs B OaHHbBI MOMEHT, KOrga aHuMauuu [OOSXKHbl MEHSATbCHA WM CMewnBaTbCS.

Mpn OTKPLITUM AHMMALMOHHOIO KOHTpOJIepa OTO6PA3UTCA CXeMa COCTOAHUA. COCTOAHUA Mogenu oTo6paxawTCsA KaK Y3.bl, COeAUHEHHble JIMHUAMMW.
Mogjenb nepcoHaxa uMeeT 0co6ylT KoHOUrypauuio KocTei - ckeneT (Rig), koTopble cobupanTcs BMecTe B CTPYKTYypy BHyTpu aBaTapa [Avatar].

JlnA HasHauyeHWsa aHWMaLUMM MOMENM MnepcoHaxa K MepcoHaxy no6aBnsieTcA KOoMnoHeHT [Animator]. AHumaTOopy HasHaudaeTcsa [Animator Controller]
n [Avatar], cchnka Ha aBaTap HyXHa TOMbKO [NA aHWMauMuM 4eNioBeKomnoAo6Hbx cyuwecTs. Onuma Apply Root Motion - aHumauus o6bekTa
CTAHOBUTCA CBA3aHHOW C pasMepamMy M MOJIOXEHMEM B MpocTpaHcTBe (06blYHO He HaAo BKJWYaTb AN aHMMauuM O06bEeKTOB).

% AHMMauMA 06bEKTOB

CospaTb HOBYW CLeHy, co3fjaTb Ha cueHe o06bekT Cube (Cube).
CospaTtb Animator Controller (New Animator Controller).
CospaTtb Animation (New Animation).

CospaTtb Script (NewBehaviourScript).

i | = Hierarchy | =

I O~ 2o 1t - TR o+~ (o &

- v i Scene2*
R — & Main Camera

0 Directional Light
0 Plane
7 Cube

a [ 8 [€| |x|®s

BS Assets » Scenes
wterials A Mew Animation
bdels Ta New Animator Controller
efabs #+ MewBehaviourScript
SampleScene
Scenel
PeasyFirstPersonController g Seana?

HEA P

HasHaunMTb Ky6y cosfaHHbL CKPUMNT, WU A06aBUTb KOMMOHeHT [Animator], u B HeM HasHauuTb KoHTponnep New Animator Controller.

= Hierarchy | & i | ® Inspector | ® Lighting a i
» [a- |
+ IZJ.F_[I @ ~ Cube Static ~
v i Scene2* : -
7 Main Camera Tag Untagged ¥ Layer Default -
Directional Light
gplane 9 k)N Transform e
| [Cube » B Cube (MeshFilter) @
» B ~ MeshRenderer e
» §# ~ Box Collider o
¥ # ~ New Behaviour Script (Script) e it
script MewBehaviourscript
v + ~ Animator \ @ 3
Cantroller 5 Mew Animator Cantroller 3]
Avatar Mane (Avatar) ®

Apply Root Motion

OTKpbiTo New Animator Controller - pasBepHeTcsA OKHO [Animator]. 3TO OKHO MOXHO OTKpbITb TONIbKO B OAHOM 3K3eMmnispe.

CospaTb HoBoe cocTosHue (Create State - Empty), nepeumeHoBaTb ero B Normal. CBAsb oT anemeHTa Entry 6ygeT cosgaHa aBTOMaTUYECKMU.
Co3paTb HoBoe cocTosiHWe (Create State - Empty), nepeumeHoBaTb ero B MouseDownState.

OT Normal 4yepe3 KOHTEKCTHOe MeHi co3paTb cBsA3b ¢ MouseDownState - Bhi6paTb Make Transition M ykasaTb Ha 9neMeHT.

OT MouseDownState uepe3 KOHTEKCTHOe MeHW cos3paTb cBA3b ¢ Normal - Boi6paTb Make Transition M ykasaTb Ha 9neMeHT.

# Scene  o®Game @ Animation Animator =)
|Layer5|Parameter5| & | Base Layer Auto Live Link

~ Base Layer




BoibpaTb cBA3b OoT Normal k MouseDownState u cHATb ¢nar Has Exit Time (He npepbiBaTb Npegpiaywyl aHumauumio). 3ToT ¢nar Hago yéupaTb C
aHMMauMn xoAb6bl, MOKOS U MPOYMX MOAOOGHBIX, YTOGB UX MOXHO 6bIIO MpepbiBaTb B JI0OOM MOMEHT, a C LenoykamMu CBA3aHHbLIX aHMMaLUMA HaobopoT.

= Hierarchy | 2 i | O lnspector | ® Lighting o i
+ = [ Al @J e Normal -> MouseDownState @
v 7P Scene2* : | W@ 9 AnimatorTransitionBase
7] Main Camera
fr) Directienal Light Transitions Solo Mute
7] Plane
71 Cube Normal -> MouseDownState
- o o
oa
Marmal -= MouseDownState
Has Exit Time
b Settinas
Bbi6bpaTb MouseDownState u HasHaunTb B Motion co3pgaHHyk aHumauuio New Animation:
= Hierarchy | 2 i | @ Inspector | @ Lighting 5
T (oAl = 4.! MouseDownState @ s
v i Scene2* H T
) Main Camera 29
£ Directional Light Motion | & New Animation @]
0 Plane
& Cube Speed 1 ’T‘/
Multiplier = Paramgfler
Motion Time Parameter
Mirror Parameter
Cycle Offset 0 Parameter
Foot K
Write Defaults o
Trsmeitimme Crle Bl ke
BbibpaTb Ky6 Ha cueHe, Ctrl + 6 - oTkpoeTcA okHo [Animation]. [lo6aBuTb csoicTBo - [Add Property] / Transform / Rotation / [+].

# Scene  owGame  © Animation | Animator

Preulew|@|m|li|l|hl|m| 0
Mew Animation d | | & | Oy | [+
|

Add Property o

A Scale
» HH Cube (Mesh Filter)
» HH Mesh Renderer
» &# Box Collider
b # MNew Behaviour Script (Script)

. Transform
/ JI\. Pasition il il +

+

K

BbibpaTb OCb Z M Ha TaWMnanHe 4epe3 KOHTEKCTHOe MeHi co3gaTb Touky - Add Key:

# Scene  owGame @ Animation ™ Animator
Preuiew|@|m|l4|b-|hl|m| 0
New Animation '| | 4 |<>+ | [+
¥ A Clbe : Rotation @

-~ Rotation.x 0 Lo

#« Raotation.y o &

8]
Add Property

Add Key
Delete Key

lepedBMHYTb Nosuuuio HaCTpOﬁKM (6enaﬂ J'IMHMH) CTpeﬂKOﬁ nepeMoTkKn K CO3[aHHON TOYKe W BbLICTABUTb B

Hel noBopoT nNo Z Ha 90 rpanycos:

# Scene @& Game © Animation = Animator

LLL]

Preview @|H-I|H | > |yﬁ| 120
*| |

New Animation 4 |<}+ | IN

w S Cube : Rotation &
< Rotation.x 0 (=}
<~ Rotation.y 0 (-]
A Rotation.z &

Add Property

BHecTn maMmeHeHna B co3paHHbin ckpunT NewBehaviourScript:

using UnityEngine;




public class NewBehaviourScript : MonoBehaviour

{
private void Update()
{
if (Input.GetMouseButtonDown(@)) // onpenennTh Haxata X JieBas KHOMKa MbllKK
{
var ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit raycastHit;
if (Physics.Raycast(ray, out raycastHit, 100))
{
var colliderHit = raycastHit.collider; // monyuuTb Konnamgep, MO KOTOPOMY KJIUKHYM
var gameObjectHit = colliderHit.gameObject; // nony4uTb 06BEKT WUrpbl, K KOTOPOMY MpMBSA3aH KoJlangep
var animator = gameObjectHit.GetComponent<Animators>(); // nonyunts adumaTop o6LexTa
animator.Play( 'MouseDownState"); // BOCMpOM3BECTM aHWMaLMi0 MO YKa3aHHOMY Ha3BaHWI0
}
}
}
}

[pogenaHHbIX M3MEHEHUN [OCTaTOYHO YTO6b Ky6 Ha cCcueHe noBopayumeBanca nNpn KIKWKY MO HeEMY. Tak KakK aHuMMaums BO3BpaTa B MUCXoQHoOe
NMnoJioxXeHne He noéaBneHa, TO MocJjie 3aBeplueHna noBopoTa Ky6 aBToMaTU4eCKMU BepHeTCA B UCXOAHOEe MOJIOKeHUe pbIBKOM - B COCTOAHUE Normal.

AnbTepHaTUBHLIN BapuaHT CO3[4aHWMA aHMMaUMM - 3anucb W3MeHeHWd o6beKTa B OKHe CLeHbl. BbibpaTb Ky6, B OKHE aHMMauuMM co3AaTb HOBbIA KIWM:

Animation

New Animation Samples T| & | Cog | 1N

~  MNew Animation

Create Mew Clip...

X Rotation.y
A Rotation.z

| Add Property ]

B aTom npumepe cosgaH ¢ann New Animation2.anim. [lanee BKAWYMTL 3annCb M3MEHEHMMA MO KHOMKe, W Bbb6paTb CTapTOBYK no3uvuumi Kyéa:

© Animation
Preview Me 14 Db e 0 | :

Enable/disable frame recording mode. | Oy | [+
Ny
| '}dHFaneny ]

B aHuMauuwo 6yayT 3anMcaHoO CBOWMCTBO CO CTapTOBbMW KoopauHaTamu. [lepemMecTuTb Mo3uuui Tekywero Kappa (6enas nuHWs) Ha TanmnanHe (unwu
yKasaTb HoMep Kagpa). [lepelTu OKHO CUEHb M MepeMecTuTb Ky6 Ha HOBOe MecTo, 4YTo6b B CBOWCTBa 3anucanucb HOBbe KOOpAMHaTh O6bekTa:

© Animation
Preview HH|I1| [ 2 |hl

New Animation2 = |Sample5 W| & | Oy

w 2~ Cube : Position &
A Position.x 0 =1
A Position.y 4 ®
A Position.z 0 =1

| Add Property ]

Ecnmn BH6paTb nosnuuiw Kagpa C MapkKepamun B BuUAe p0M6a, TO MOXHO 6yneT cKonmuMpoBaTb KOOpAOuMHaThl, U BCTaBUTb UX Ha TanMmnanHe nanee:

© Animation
Preview H4|I4| [ 2 |PI

New Animation2 '|Sample~5 W| < |0+ | I

OcTaHOBUTb 3annCb aHUMauuu. [Mpy npourpsiBaHUM aHUMaLun 6yneT BMOHO, KaK KY6 n3 CTapTOBOﬁ TOYKKU NnepemellaeTca B KOHEeYHYKW M Ha3afg.
HoBbI aHMMAUMOHHLIA KNUN npun cospaHuun 6bl1 aBTOMaTUYECKM nogKnwyeH K HOBOMYy CO3aHHOMY COCTOAHUIO.

B okHe npocmoTpa cocTosHui [Animator] Hago cos3maTb CBA3M MexAy HOBbIM COCTOAHMEM UM cocTosHMeMm Normal.
C o6eux HOBbIX CBA3el He cHuMMaTb ¢nar Has Exit Time, aHumauuma 6yaeT npourpbiBaTbCA B LMKIe, 6e3 BHelWlHed aKTuMBaLMM U 6e3 OCTaHOBKMU:



# Scene o Game = Animator 8 i

| Layers | Parameters | & | Base Layer Auto Live Link
o Name + -
List is Empty

OgHako npu KJuke Mo KY6y OH BCe elle 6yneT BO3BpalWaTbCA B UCXOAHYI MNO3UUUI0 M 3anyCKaTb MOBOPOT, TaK Kak aHUMALMOHHBIN KAWUM COoXpaHun
B cebe pa60Ty C rno6anbHbiMK KoopagunHaTaMn, a He C JioKaJibHbIMU .

B okHe [Animation] MoxHO nepeknwuuTbCA Ha Bknagky [Curves]. [Jlo6aBnsas B TalmnalH HOBble NosuuUMM ANs Kiwdesbix kagpos (Add Key) wunwu
yhansaa cywecTByWWMe, PerynMpysa 3Ha4yeHus M MAaBHOCTb KPUBLIX MOXHO 60siee geTanbHO YNpaBAATb aHMMauuen OBUKEHUN.

Tak MOXHO MEHATb He TOJIbKO KoopAauHaTbel, MNOBOPOT W pa3Mmep O6beKTa, HO W 3Ha4deHua [Opyrux napameTpoB - UBeT MaTepuana U T1.040. AHumMaums
ﬂepCOHaXEM yCTpOeHa aHalornm4yHo, TOJIbKO TaM aHumauuna pa60TaeT C ABUXEHNAMU (KOOpAMHaTaMM) KocTeMn aBaTapa.

# Scene o®Game  ~ Animator  © Animation =
Preview @ M4 | 14 | B | Pl | »bl | 0 0:00 0:05 (010 015  (0:20 ,0:25 |0:30 0:35 (0:40 ,0:45 |0:50 :55  |1:00 - K
New Animation2 = |Samples B0 |~‘$} |<>+| [+
¥ A Cube : Position =

A= Position.x 0 -

<~ Pasition.y 2 (=]

A~ Position.z 0 -

Add Property
Dopesheet Curves

MMnopTuUpoBaHHbe aHMMaUWUU HesNb3A pefgakTUpoBaTb, TOJIbKO CMOTpPeTb / yuTaThb.

X% WUmnopT aHumauum

FOTOBYI aHMMaUMi0 MOXHO 3arpysuTb U3 MarasuHa acceToB M Apyrux cauTtoB. [lpumep - https://www.mixamo.com - Bb6paTb MOAENb U aHUMALMIO :

|@| m|xam0 Characters

Q 45 Per page ~ o

AR

Buirpyska aHumauuu [Download] penaeTcsa BMmecTe ¢ Mogenbw, unn 6e3 mogenu. dopmaTt - FBX ana Unity. WUmnopT B npoekT Unity kak 06blYHO -
nepetaunTb $ann B OKHO NpoekTa. Ecam mogenb 3arpysumnacb Cepol, pacnakoBaTb TEKCTYpbl U MaTepuarbl:

= Hierarchy | g ! i ] Inspector | L ] Um 2 i 1
T [ Al & Maria J J Ong@Great Sword Slash Import Settings L
v A Scenel ; Open

71 Directional Light
7 WallCreator

1 Plane Madel | Fiig| Animation | Materials

» 7] FirstPersonController

71 Cube Material Creation Mode Impart via MaterialDescription -
7 FlyCube Location Use Embedded Materials -
0 Cylinder Textures Extract Textures...

(0 Main Camera Materials Extract Materials... ’/

7 GreenTrigger



https://www.mixamo.com

CTpyKTypa momenu
ﬂﬂﬂ OEMOHCTpauun npouecca cosfaH HOBbIN NMPoOeKT, un3 MarasmMHa acceToB UMNOPTUPOBaH 6ecnnaTHbIN Ha6op - C MogendaMm ”n aHuUMaunAaMU :

https://assetstore.unity.com/packages/p/human-melee-animations-free-165785
B KoMMieKTe C HWUM Xopouwo nogonpeT ewe oauH Habop (B NakeTe obumMe aHMMaUUW), HO ero Jydiule ckadaTb Mocflie U3ydeHus TeMmbl 3TOW rJiaBbl.

https://assetstore.unity.com/packages/3d/animations/human-basic-motions-free-154271

Npedab mopenn nepcoHaxa cobupaeTcA KaK KOHCTPYKTOP U3 KOMMOHEHTOB:
Mesh + Material oTBe4yawT 3a BM3yasbHyld COCTaBNsWWYl, 06pa3ys CKUH.

CKUH CBfi3aH CO CKeneToM Mojenu, [Afs FYMaHOMAHbIX CYyWecTB cKeneT ynakoBaH B ABaTap.

CkeneT co6paH M3 KOCTeM B MepapxM4ecKyl CTPYKTYpy. AHMMauUus 4YacTeill Tena nepcoHaxa CBfidaHa C [BUXKEHUEM KOCTeMl.
KocTb 9TO ycnoBHO-abCcTpaKTHas CYWHOCTb, KOCTb MOXeT O6bTb BOsOCax, rnasax, ywax, XBOCTax, 3d/JeMeHTax ofexAbl U T.[.

[Rig] - Tun anumaumm mogenu u ABaTap (HyXeH TONbKO [ANA TyMaHoOMAoOB) .

Tunbl aHUMaUUK :
e Legacy - cTapbin popmaT, KOTOPHIA HYKEH B OYEHb CTapbiXx MPOeKTax W MNpU 3KCTPeMasibHOW ONTUMU3auuu
e Generic - npuMeHsieTCA B OCHOBHOM K O6beKTaM M He T'yMaHOMAHbLIM CyWwecTBaM, WMHOrga K ryMaHOWAHbLIM
e Humanoid - npumeHseTcA K rymMaHOMAHbIM MepcoHaxaMm, aAHuMMaumMm paboTawT B CBA3KE C aBaTapamu

[Animation] - Cc6OpPHMK aHUMALMOHHBIX KAUMOB (B AAHHOM MpuUMepe MycTo).
[Materials] - ucnonbayemble MaTepuans (B AaHHOM MpuvMepe MycTo).
e
= Hierarchy 2 { | O Inspector ® |ighting =
Ty (A Al Human M_Model Import Settings @ i
i SampleScene* : Open
Maodel | Rig | Animation | Materials
Animation Type Humanoid v
Avatar Definition Create From This Maodel -
\ ~ | Configure...
Skin Weights | Standard (4 Bones) v |
Strip Bones v
Optimize Game Objects

06blYHO He Tpe6yeTCH B MMNOPTUPOBAHHLIX MOAeENAX BJie3aTb B aBaTap U 4YTO-TO B HEM MEHATb. Camn mopenun, cO CKeneToMm penawT B nporpamMmm
3D MooennpoBaHuAa. Tam Xe MOXHO cos3paBaTb aHMMaUuK.

llo6aBuTb Ha cueHy Mopenb M3 npepaba, B npuMmepe 6yneT MyXckas Kykna (OTpaXeHO B Ha3BaHUAX), M pacnakoBaTb B 06BbEKT Ha CLUEHe:

ax

a Froject

+ - Al & | #
v W Favorites Assets > Kevin Iglesias » Human Animations > Models
g: i:: Ei:::ls i'-i Avatar Masks
b W§ HumanF_Model
O, All Prefabs » §# HumanM_Model
v [ Assets

v [ Kevin lglesias
¥ [@ Human Animations
» B Animations
I Materials /
¥ = Models
» BB Avatar Masks
I Scripts

Y pacnakoBaHHOIro Ha cleHe 06beKTa eCTb KOMMOHeHT Animator co cceiikoi Ha Avatar, HO OoH 6e3 aHMMaLMOHHOrO KOHTposepa.

Co3paTb HOBbIM aHUMAUMOHHLIM KOHTponnep Animator Controller (RobocopController) u po6aBuTb ero B Animator wmogenu.
MCNoNb30BaTbCA aHUMauuu, CcnocobHble ABUraTb MepcoHaxa Ha cueHe, noatomy onuus Apply Root Motion ponxHa 6bTb BKJIYEHA:

B npumepe 6yayT

Lindate bdocde Mormal

= Hierarchy & & | O Inspector ® Lighting =
Ty (x4 2 (7] ~ HumanM_Model Static ~
i SampleScene* i -
0 Main Camera Tag Untagged v | Layer Default -
Directional Light
%Plane B A~ Transform . {2 Jr
) HumanM_Maodel v + ~ Animator \ @ 3
- g :iL;manMjody il Controller 2 RobocopController ®
Avatar \ # Humanh_MaodelAvatar ®
Apply Root Mation v



https://assetstore.unity.com/packages/p/human-melee-animations-free-165785
https://assetstore.unity.com/packages/3d/animations/human-basic-motions-free-154271

% AHMMALMOHHBIN KOHTpoONNep

AHMMauuKM [ensaAT Ha KaTeropuuM, COOTBETCTBYWUWME HEKOTOPOMY COCTOSIHUI, HEKOTOPble U3 HUX:
idle - cToATb

walk - ugTwm

run - 6exaTb

jump - npbiraTb

OTKPbITE aHUMALMOHHLI KOHTpoJUlep M A06aBWTb TyAa M3 UMMNOPTMPOBAHHOIO acceTa aHumMauuio oxupaHus - HumanM@IdleO1:

-

i i Scene o®Game @ Animation > Animator
v Unfocused | Layers | Parameters | & | Base Layer A
o- Name + -

Listis E
Stls Smpry Any State
e

|

Sceneas/MNew Animator Conl
M Project | /
i - =K
v % Favorites Assets » Kevin Iglesias » HumanXhimations » Animations » Male > Idles
g: ::: Ei:::ls ¥ 4@ HumanM@idled

2, All Prefabs @ Rig

Y106bl nepcoHax nepemewanca no cueHe Hafgo ,D,O6aBI/ITb B CXeMy aHuMauunm nepenBunxeHunsa . Yy MCMNOJIb3YyEMbIX BapuMaHTOB B OKHe TnMpenrnpocmoTpa
aHUMaLuum non KyKJ'IOVI OBNXETCA CeTKa (OKHO npeonpocmoTpa B HUXHEM rnpaBoOM YrJjly, OHO MOXeT 6bIThb YMEHblIeHO B pasmepax). ﬂ,OéaBMTb KNI :

e HumanM@Run®1_Forward [RM]
e HumanM@Run®1_Left [RM]
e HumanM@Run®1_Right [RM]
e HumanM@Run@1_Backward [RM]
s Froject |
+- : EE
¥ % Favorites Assets » Kevin lglesias > Human Animations > Animations > Male > Movement > Run > RootMation
C. All Materials v @ HumanM@Run01_Backward [RM]
C. All Models A HumanM@Run01_Backward [RM] »
, All Prefabs @ Rig
v i Assets > i HumanMERun01_BackwardLeft [RM]

[ 3 l‘ﬁ HumanME@Runl1_BackwardRight [RM]
v E;eriln |9|Eia|5 . ¥ §# HumanM@Run01_Forward [RM)] »
v uman Animations A HumanM@Run01_Forward [RM]
v (@ Animations @@ Rig

> Bm Female » @ HumanM@Run01_ForwardLeft [RM]

’ E:il:e bat » G HumanM@Run01_ForwardRight [RM]
g n |c|Tm ¥ @ HumanM@Run01_Left [RM]
v EME:en'Ient & HumanM@Run01_Left [RM] »
W@ Rig
= Eiu;wumm ¥ §# HumanM@Run01_Right [RM]
» Im Strafe b
Ri
I Masked Poses @ j}
I Materials

e T Rl o

AHuMauMM npbXKa B 9TOM KOMMEKTe HeT (OHa BO BTOpOM), Ao6aBOYHO B3sTa aHumauus HumanM@Death@1. MocTpoeHbl CBSI3M C COCTOSIHMEM MOKOS :

# Scene o®Game @ Animation > Animator | = 1|
| Layers | Parameters |~:!: Base Layer Auto Live Link
a- Mame -+ -

HumanM@RunQ1_Forward [RM
List is Empty

Any State
-

HumanM@IdleO1

@DeathO1

B pamKkax onucaHHOro 3[ecb MpuMepa y BCEX CO3AaHHbIX CBSA3eM Mexhy aHuMMmauusmyM Hapo cHATb ¢nar Has Exit Time. BknwdeHHb dnar Ha aToW
onuuu 3anpewaeT aHUMMauuMM MpepbiBaTb MNpenbaywyl aHMMauui 0O 3aBepueHusi, TYT 3TO He HYXHO.



_ | —
£ HumanM_BodyMesh ‘ HumanhM@ldled1 -> HumanM@Run01_Right [RM] |
» (7 Rig - T

7 Main Camera —

A

Humani@ldle01 -= HumanM@Runl1_Right [RM]

Has Exit Time

P

AHUMaUMOHHOMY KOHTpoOJNNepy po6aBrieHbl MepeMeHHble Tuna Bool:

e isDeath
e isMoveForward
e isMoveBack
e 1isMovelLeft
e isMoveRight
= Animator
Layers Parameters | - ]
| a: Mame + -
= jsDeath | Float
= isMoveForward —
Bool
= IsMoveBack :
Trigger
= IsMoveleft [ ]
= |5MQ‘H’EH|ght B |_|

HumanM@ldle 01

Y Bcex CO3fAaHHbIX CBSA3eil HacTpoeHbl ycnoBusa BocnpoussepeHus (Conditions):

e OT cocTtosAHna HumanM@Idle@1 k cocTosHuMsAM 6era - COOTBeTCTBYylWas nepemeHHas = true.
e 06paTHO K cocTosiHMo HumanM@Idle®1 - cooTBeTcTBYywwas nepemeHHasa = false.

Has Exit Time
k- Settings

'~ Conditions |

. ishoveRight A ltrue \ A I

Add to the list

% KoHTponnep nepcoHaxa

WHdopmauua u3 nepBoil yacTu:

KomnoHeHT Character Controller paeT nepcoHaxy npocToW Kofnnamgep B ¢opme Kamncynbl, KOTOpbIM Bcerga HaxoAUMTCA B BepTUMKasIbHOM
MOJSIOXEHUN, YACTUYHO UMUTUPYET ¢U3UKY (MMNYNbC UrHopupyeTcs). Y Hero ocobble ¢yHKLUUM [fs Ha3HaUYeHWss CKOPOCTM W HanpasfieHUs o6bekTa,
N OH He TpebyeT Hanuuma KomnoHeHTa Rigidbody (¢usmnueckoe Teno).

MNepcoHax C 9TWMM KOMMOHEHTOM He MOXeT MPOXOoAMTb CKBO3b CTaTUUYeCKMe KoJnangepbl B ClieHe - He npoBajiuBaeTCA CKBO3b MOJSI, U He XoauT
CKBO3b CTeHbl. lpn OBUXEHUM OH MOXeT oTTankmBaTb 06bekTb ¢ Rigidbody, HO Korga OoHM ToNKawT ero, MepcoHax He nojslydaeT WUMMYJbC.

MNepcoHax 6yneT NOAHMMAaTbCHA MO JeCTHWUaM, €eclin BbicoTa CTYMEeHbKWM Huxe 3HadyeHus ceoncTBa Step Offset,
MNepcoHax 6yneT MOAHMMATbCA MO CKJIOHY €CAW YroJl HakK/loHa Yy CKJIOHa MeHblie 3HayeHusi cBoncTBa Slope Limit.

CeonctBo Skin Width nossonAeT pgpyrum ob6bekTam (Konnangepam) crnerka nepecekaTb KOHTpossiep. 39TO yMeHbWaeT TPACKY Mpu
COMPUKOCHOBEHUSAX W 3awuwaeT OT 3acTpeBaHWs. PekomeHayemoe 3HadeHue 6onee 0.01 u 6onbwe Radius / 10.

YMeHbWMUTb TPSACKY MpU OBUMXEHUMM MO3BONSAET yBenuyeHuve Min Move Distance, HO vawe Bcero ero ocTaBnsiT @ WM 65M3KOM 3HAYEHUM.

YTo6b ynpaBnsieMbin MEpCcoOHaxX MOr ToJiIkaTb Apyrue o6bekTohl, obnapawwme Character Controller wnu Rigidbody, Hago npuMeHATb K HWUM Cuibl
yepes cKkpunTbl npu nomown ¢yHKuUum OnControllerColliderHit().

llo6aBUTb Kykne KoMmnoHeHT Character Controller u oTperynupoBaTb B €ro HacTpoOWKax pacrnofioXeHWe LeHTpa Ha BbicoTe oT 1.
Ilna ypo6cTBa clieXeHUA 3a MepCcoHaXeM-KYKJIOW KaMepy Ha cCleHe Hajo nepeTaluTb B 06beKT MepcoHaxXa M 3akpenuTb B YAO6HbIX KoopAMHaATax.



% CKpUNT ynpaBiieHusA

Ina ynpaBneHuss Kyknoh co3gaH ckpunT Robocop, KoTopbin fo6aBfieH 06bEeKTY KyKJbl Ha cueHe. CKpuUNT nepepaeT Yynpasfsowue CUrHambl B
AHUMaLMOHHbI KOHTpoOMNiep rnepcoHaxa. CKpuUNT npepycmaTpuBaeT [o6aBfieHMe CChIIKM Ha KamMepy WUrpoka.

= Hierarchy = & | O Inspector ® Lighting =
T (x4 @ fij ¥ HumanM_Model Static ~
i SampleScene* ; =
) Directional Light Tag Untagged v | Layer Default -
Plane
v%HumanM_Mndel » N Transform e 3t
) HumanM_BodyMesh » v Animator o 3t
» £ Rig » ‘0 - Character Controller e
0 Camera
¥ # ~ Robocop (Script) @ 3+
Script Robocop
Can Move ]
Is Look \ o
Player Camera ®m Camera (Camera) @
Mouse Sensitivity & 75
Ard Compnnent

lna BO3MOXHOCTHU ynpaenATb B3rndagoM Kamepbl M noBOpOoTaMun 4epes MblllKy B CKpUNT ,D,O6aBJ'IeHO YTeHne [hOaHHbLIX C BUPTYaJibHbIX ocen - GetAxis.

using UnityEngine;

public class Robocop : MonoBehaviour

{

public bool canMove = true;

public Camera playerCamera;

[Range(@, 100)] public float mouseSensitivity = 75f;
[Range(0f, 200f)] private float snappiness = 100f;
private float xRotation, yRotation;

private float xVelocity, yVelocity;

private float currentTiltAngle = Of;

private float tiltVelocity = Of;

private Animator animator;

private void Start()

{
animator = GetComponent<Animator>();
Cursor.lockState = CursorlLockMode.Locked;
Cursor.visible = false;
}
private void Update()
{
if (Input.GetKeyDown(KeyCode.I))
{
animator.SetBool("isDeath", 'animator.GetBool("isDeath"));
canMove = !canMove;
}
if (!Cursor.visible)
{
float mouseX = Input.GetAxis("Mouse X") * 10 * mouseSensitivity * Time.deltaTime;
float mouseY = Input.GetAxis("Mouse Y") * 10 * mouseSensitivity * Time.deltaTime;
xRotation += mouseX;
yRotation -= mouseY;
yRotation = Mathf.Clamp(yRotation, -90f, 90f);
xVelocity = Mathf.Lerp(xVelocity, xRotation, snappiness * Time.deltaTime);
yVelocity = Mathf.Lerp(yVelocity, yRotation, snappiness * Time.deltaTime);
currentTiltAngle = Mathf.SmoothDamp(currentTiltAngle, Of, ref tiltVelocity, 0.2f);
playerCamera.transform.localRotation = Quaternion.Euler(yVelocity - currentTiltAngle, 0f, of);
transform.rotation = Quaternion.Euler(@f, xVelocity, of);
}
}
private void FixedUpdate()
{
animator.SetBool( "isMoveForward", Input.GetKey(KeyCode.W) && canMove);
animator.SetBool( "isMoveBack", Input.GetKey(KeyCode.S) && canMove);
animator.SetBool( "isMovelLeft", Input.GetKey(KeyCode.A) && canMove);
animator.SetBool( "isMoveRight", Input.GetKey(KeyCode.D) && canMove);
}




06bIY4HO MPUHSITO WMCMONb30BaTb HE MHOXECTBO MEepEeMeHHbIX C pasHbiMM HasBaHusMuM (isMoveForward, isMoveBack u T.4.), a ogHy - state, Ho c
pasHbIMU YUCNIOBLIMM 3HAYEHUAMWU ONS aHWMauuin. Torja ycTaHOBKa 3HayeHUs aHuMmaTopy 6yheT BbuIFrNsafeTb Kak:

Input.GetKey(KeyCode.D) ? animator.SetInteger("state", 5); // X0Ta 2TO TOKe FOBHOKOL, BCE Taky He raif rno nporpaMMmpoBaHumio
COOTBETCTBEHHO MO APYroMy O6yayT BbIAA4eTb WM YCNOBUA BKAKWYEHUA aHuMMauuin. O BO3MOXHOCTAX UYTEHMA BUPTYyallbHbIX OCEN cnpaBka ganee.

MonyyeHHbin Habop HaJo 3KCMOpTMpoOBaTb. [nA 9TOro B MpoekTe co3gaTb Nanky. llepeTawMTb B HOBYK Manky M3 OKHa CLEHbl HaCTPOEHHYK MOofesb
(C KOMMOHEHTOM aHMMaTop, BHYTPUM KOTOPOro YyKa3aH aHWMaLMOHHbIA KOHTpONJiep M aBaTap, W C YnNpaBlsoWUM CKpUNTOM). B aTy xe nanky
nepeMecTuUTb YNpaBnAwWWA CKPUNT U AHUMALMOHHBIN KOHTpPOSEp.

}
<
Bs Project | @ Animation
¥ W Favorites Assets » Robocop

g: i:: Eitd.a;lals ¥ HumanM_Model
5 # Robocop

C, All Prefabs 4 RobocopController

£

4

v @@ Assets
> Im Kevin lglesias
im Robocop
b Scenes
v @@ Packages
> Im Code Coverage

U askcnopTupoBaTb npe¢ab Kyksbl, ccbiikM Ha ckpunTbl Include all scripts npu akcnopTe OTKANYUTD :

Bs Project | @ Animation

¥ & Favorites Assets » Robocop
2, All Materials & HumanM_Maodel
O, All Models # Robocop Create >
©, All Prefabs T2 RobocopController Show in Explorer
¥ [ Assets Open
> Im Kevin Iglesias Delete
B Robocop r
M Scenes ename
¥ = Packages Copy Path Alt+Ctrl+C
b Im Code Coverage
+ Bm Custom MUt Open Scene Additive
» B Editor Coroutines o
» Bm JetBrains Rider Editar Yiew in Package Manager
- Il Profile Analy zer
» Im Settings Manager Import New Asset...
» Bm Test Framework Import Package >
- B TextMeshPro Export Package...
b Im Timeline
TR Find References In Scene
- ee———
Exporting package n

Items to Export

All Mone

¥ « ImKevin lglesias N

¥ ~ B Human Animations

¥ |+ M Animations
¥ ~ BMale

¥ |+~ I Combat

© Anima + §# HumanM@Death01.fbx 5
¥ v Blidles

+ G HumanM@Idle01.fox

Fs ¥ | I Movement
aterials v v BRun _
}':ELS ¥ | Im RootMotion
plabs v @ Humanpf@Run01_Backward [RM].fbox
@ HurpdnM@Run01_Forward [RM].fbx
Iglesias R e T 4 M
0P | “linclude dependencies  Include all scripts Export...
ps B
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* Input Manager

BupTyanbHble OCU M KHOMKM MOryT 6bTb co3faHbol B Input Manager, a KoHe4yHble MOSb30BaTENM MOryT HacTpauMBaTb BBOJ C KJlaBMaTypbl Ha aKpaHe
KOHOUIypauMoOHHOr 0 ANaNIorOBOrO OKHa.

3TO MUHM-pas3fen HOCUT O3HAKOMUTESIbHO CﬂpaBOHHHﬁ XapakTep, npuMmepsl pa60Tu C 3TUMU LOaHHbBIMW BCTpedakwnTCA Mo Xoay nena.

BMpTyaanme OCWU OOCTYNHb M3 CKPUNTOB NO MUX UMEHaM. MMpy cospgaHMK npoeKTa Mo YMON4aHUI co3panTcA crnenywume oCch BBOAa MO YMOJTHaAHWIO :

Horizontal npuBssaHa K knasuwam [W] (+1), [S] (-1)

Vertical npusAsaHa k knaesuwam [A] (-1), [D] (+1)

Ocb MOXeT uMeTb 3HaudeHme oT -1 po +1, Ha HeﬁTpaanoe NnoJioxXeHne yKa3blBaeT 0.

Fire1l - knaBuwa Ctrl (Control)

Fire2 - knaBuwa Alt (Option)

Fire3 - knaBuwa Command (macOS)

Mouse X 1 Mouse Y npuBaAsaHbl K NepeMeleHnaM Mol

Window Shake X u Window Shake Y npuBsasaHb K nepemelweHui OKHa

MoXHO [06aBUTb HOBbLIE BUpPTYyasibHble OCu B MeHw pepakTopa Edit / Project Settings / Input Manager.

B Input Manager MOXHO WM3MEHWTb HACTPOMKM Kaxpoh ocu. Ocb MpMBA3bLIBAETCHA K OBYM KHOMKaM Ha OXOWCTWUKE, MblM WAW KNaBuaType.

CBONCTBO

OyHKUMA

Name

Ums, ncrnosibdyemoe pOjid gocTtyrna K OCUM N3 CKpunTa.

Descriptive Name

UMa monoxumTenbHOro 3HadeHusi, oTobpaxaemoe Ha Bknagke Input guanorosoro okHa Configuration B
aBTOHOMHbl CHOpKax.

Descriptive Negative Name

UMa oTpuuaTenbHOro 3HadeHus, oTobpaxaemoe Ha Bknagke Input guanorosoro okHa Configuration B
aBTOHOMHbl C6HOpKax.

Negative Button

KHonka, ncnonbldyemada OonAa cumelleHnA 3HaydYeHnAa OoCu B OTpuuaTesIbHOM HanpaBJiIeHUU.

Positive Button

KHonka, ncnonbsdyemad OonAaA cCcMmeleHuA 3HadYeHUAa OCU B MOJIOXKUTENIbHOM HanpaBJIeHUU.

Alt Negative Button

AﬂbTepHaTMBHaH KHOMKa, wucnoJibdyemad AJid CMelweHnAa 3HadeHuA OCUM B OoTpuuaTesibHOM HaripaB/1€HUN.

Alt Positive Button

AﬂbTepHaTMBHaH KHOMKa, ucnonbsyemaa AnAa cmeleHuna 3Ha4deHMA OCU B MOJIOXKUTEJSIbHOM HanpaBJieHUWu.

Gravity CkopoCcTb B eAuMHuLUax B CEKyHOy, C KOTOpOW OCb BO3BpawaeTCA B HeWTpanbHOE MOJSIOKEHUE, KOrga KHOMKW He
HaxaThl .

Dead Pasmep aHanoroBon MepTBOW 30HbI. Bce 3HauyeHMsA aHaNoOroBbiX YCTPOWCTB, Monagjaklwme B 3TOT AManasoH,
CUNTAKTCA HenTpanbHbIMU.

Sensitivity CkopocTb B efuMHMLUax B CEKYHOY, C KOTOpPOM OCb [OBUXKETCA K 3afaHHOMY 3HadeHuw. Tonbko ansa umopoBbiX
YCTPOUCTB.

Snap Ecnu BKJWYEHO, 3HayeHMe ocu 6yneT cbHpachiBaTbCs B HOMb MPU HaxXaTUW KHOMKWM B MPOTMBOMOSIOXKHOM
HarnpaBJIEHUN .

Invert Ecnu Bknw4yeHo, Negative Buttons 6yayT BbigaBaTb MONOXMTENbHble 3HadeHusi, a Positive oTpuuaTenbHbie.

Type Tvn BBOJA, KOTOpLM 6yaeT ynpaBnATb ocbi. Hanpumep, Key or Mouse Button, o3HayaeT, 4TO 9TOM OCbW
OyLeT ynpaBnsiTb WIM KHOMKa KnaBuaTypbl MM KHOMKa Mblwv. 3HadveHne Mouse Movement o3HauyaeT, 4TO OCbW
6yneT ynpaBnsiTb nepeMmelweHve Mbiwn, a 3HadeHne Joystick Axis - ynpaBneHue 6yneT OCyuwecTBNATbCA 4epes
OXONCTUK .

Axis Ocb nopgkmw4yeHHOro ycTpoucTBa, KoTopas 6yneT ynpaBfATb 3TOW OCbl.

Joy Num MNoAKAWYEHHbBIM OXONCTUK, KOTOpPLW 6yaeT ynpaBnsTb 3TOW OCbW.

NepeMmelleHne No ropusoHTanbHon ocu [AD], no BepTukanbHon [WS]. HenTpanbHoe nonoxeHne 9.

Korpa vrpok noifeT BAeBO, TO 3HayeHWe [OPU3OHTANbHOM OcW 6yleT yMeHbWaTbCs.

CooTBETCTBEHHO CMOTPMM Kakas kKjnaBuwa HasHadeHa gnsa Negative Button u Alt Negative Button.

9To 6yayT kHonku [left] (cTpenka BneBo) u kHomka [a][A].

Korpa vrpok nompgeT BOpaBo, TO 3HA4YeHUE COPWU30OHTaNbHOW Ocu 6yaeT yBenuMymBaTbCs .
CooTBETCTBEHHO CMOTpPUM KaKasa KnaBuwa HasHadeHa ans Positive Button n Alt Positive Button.

9To 6yayT kHonku [right] (cTpenka BnpaBo) v kHonka [d][D].

3anpocuTb TeKkylee cocTosiHMe M3 ckpunTa (BepHeT gpo6Hoe float 3HauyeHue oT -1 pgo 1):

value = Input.GetAxis("Horizontal");

Ocb MOXeT mMeTb 3HadeHue oT -1 pgo 1, HeﬁTpaanoe NMnoJioXeHne yKa3blBaeT 0.

MonyunTb MOATBEPXAEHWE HaxaTWUs KHOMKW B CKpUNTe (BepHeT 6YneBO 3HaYEHWe):

value = Input.GetKey("a");

3To B cnydae AXOﬁCTMKa nnn KnaBuaTypbl. WameHeHne ocen Mouse n Window Shake nokasbiBaeT HACKOMbKO Mblllb WM OKHO COBUHYJIOCb MO
CpaBHeEHUK C nocsegHMM Kagpom, 3TO 3HAYWUT YTO OHWU MOIyT 6bITb 6onblie 1 UM MeHblie -1, ecnun nonb3oBaTesb 6HCTpO OBUTraeT Mbllb .



Tnn KHOMOK

3Ha4veHune

O6blYHbIE KHOMKWU

a..z

LUndpoBbie KHOMKM

0..9

CTpenku

up, down, left, right

UndpoBon 610K

1,2,3,+,equals

CrneunanbHbie KOM6UHaLUUN

right shift, left shift, right ctrl, left
alt, right cmd, left cmd

ctrl, right alt, left

Mblwka

mouse®, mousel, mouse?2

IIxoncTuk

joystick button 0, joystick button 1, joystick button 2..

3aJaHHbIN OXONCTUK

joystick 1 button @, joystick 1 button 1,

joystick 2 button @..

CneunanbHble KHOMKMU

home, end, page up, rage down

backspace, tab, escape, return, space, delete, enter, insert,

¢yHKHMOHaﬂbHHe KHOMKU

f1, f2, f3..

U3meHeHne mopenu

Co3paTb HOBYW CLEHY W MoArpy3WTb 6ecnniaTHbl acceT (ecnu cueHa B

HOBOM MPOEKTEe - WUMMOPTUPOBATb CO3[AAHHbLIN paHee MakeT C KYKJION) :

Ha HOByK UeHy noMecTWTb MOAYJIbHYK MOAeNb nepcoHaxa (B MpuMepe MoLeflb MyXCKasi) M pacnakoBaTb B OKHE Mepapxuv B OOBEKT:

e

Bs Project | @ Animation

> I Kevin lglesias
¥ [ Polytope Studio
v [ Lowpoly_Characters
= Animations
¥ [ Prefabs
F B Modular_Armors
> Im Sources

¥ % Favorites Assets > Polytope Studio] > Lowpoly_Characters » Prefabs > Modular_Armors
1, All Materials Im Separate_Parts
2L All Models 7] PTJ_nwpnlyjmmrsiFemale_Mnduar_Free
C, All Prefabs W# PT_Lowpoly_ArmorsIMale_Moduar_Free

¥ [ Assets ‘N\\‘

Co3paTtb HoBbin ckpunT (CharacterCustomization). CkpunT pgo6aBuMTb pa3MeweHHOMY Ha CLeHe MNepcoHaxy. B ckpunTe 3ameHUTb Kop:


https://assetstore.unity.com/packages/3d/characters/lowpoly-modular-armors-free-medieval-fantasy-series-199890

using UnityEngine;

public class CharacterCustomization : MonoBehaviour
{
public GameObject PLAYER_CHARACTER;
public GameObject[] PT_Male_Heads;
public GameObject[] PT_Male_Hairs;
public GameObject[] PT_Male_Beards;
public GameObject[] PT_Male_Armors;
private int currentHead = 9;
private int currentHair = 0;
private int currentBeard = 9;
private int currentArmor = 0O
private bool isRotateModel = false;

private void Update()

{
if (Input.GetKeyUp(KeyCode.R))
isRotateModel = !isRotateModel;
if (isRotateModel)
PLAYER_CHARACTER.transform.Rotate(new Vector3(@, 1, 6), 30 * Time.deltaTime);
if (Input.GetKeyUp(KeyCode.Alphatl))
ChangeHead() ;
if (Input.GetKeyUp(KeyCode.Alpha2))
ChangeHair () ;
if (Input.GetKeyUp(KeyCode.Alpha3))
ChangeBeard() ;
if (Input.GetKeyUp(KeyCode.Alpha4))
ChangeArmor () ;
}
private void OnGUI()
{
if (GUI.Button(new Rect(50, 100, 150, 30), "R - MoBopoT momenu"))
isRotateModel = !isRotateModel;
if (GUI.Button(new Rect(50, 150, 156, 38), "1 - lonoma"))
ChangeHead() ;
if (GUI.Button(new Rect(50, 200, 1506, 30), "2 - Bonoch"))
ChangeHair () ;
if (GUI.Button(new Rect(50, 250, 150, 30), "3 - bopoma"))
ChangeBeard() ;
if (GUI.Button(new Rect(50, 300, 150, 30), "4 - bpoHa"))
ChangeArmor () ;
}
private void ChangeHead()
{
PT_Male_Heads[currentHead].SetActive(false);
if (++currentHead == PT_Male_Heads.Length)
currentHead = 0;
PT_Male_Heads[currentHead].SetActive(true);
}

private void ChangeHair ()
{
PT_Male_Hairs[currentHair].SetActive(false);
if (++currentHair == PT_Male_Hairs.Length)
currentHair = 0;




PT_Male_Hairs[currentHair].SetActive(true);

}
private void ChangeBeard()
{
PT_Male_Beards[currentBeard].SetActive(false);
if (++currentBeard == PT_Male_Beards.Length)
currentBeard = 0;
PT_Male_Beards[currentBeard] .SetActive(true);
}
private void ChangeArmor ()
{
PT_Male_Armors[currentArmor].SetActive(false);
if (++currentArmor == PT_Male_Armors.Length)
currentArmor = 0;
PT_Male_Armors[currentArmor].SetActive(true);
HideHair(currentArmor <= 1); // ecnu mepcoHax FoMbil UM B OAexAe, TO BOJIOCHl AOJKHbI ObITb BUIHbI
}
private void HideHair(bool value)
{
for (int 1 = 1; i < PT_Male_Hairs.Length; i++)
PT_Male_Hairs[i].GetComponent<SkinnedMeshRenderer>().enabled = value;
}

=Hewrchy | ail]
a: Al &
v i SampleScene* :
7 Main Camera
1) Directional Light
7 Plane
¥ () Character
» () PT_Hips
¥ (1) BodyHead
71 PT_Male_Armor_head_01
) PT_Male_Armor_head_10
¥ [7) BodyHair
) PT_Male_Armor_hair_none
) PT_Male_Armor_hair_01
) PT_Male_Armor_hair_20
¥ (1) BodyBeard
) PT_Male_Armor_beard_none
0 PT_Male_Armor_beard_01
) PT_Male_Armor_beard_20
¥ (71 BedyNaked
7 PT_Male_Armor_naked_00_body
0 PT_Male_Armor_naked_00_boots
71 PT_Male_Armor_naked_00_gauntlets
0 PT_Male_Armor_naked_00_legs
¥ (7] BodyCloth
0 PT_Male_Armor_cloth_00_body
f0 PT_Male_Armor_cloth_00_boots
£ PT_Male_Armor_cloth_00_gauntlets

= | & | # SR f0 PT_Male_Armor_cloth_00_legs
Assets > Scenes ¥ () BodyArmor01
CharacterCustomization (0 PT_Male_Armor_01_A_body
Q Material 0 PT_Male_Armor_01_A_boots
i SampleScene 7 PT_Male_Armor_01_A_cape

F0 PT_Male_Armor_01_A_gauntlets
F0 PT_Male_Armor_01_A_helmet
f0 PT_Male_Armor_01_A_legs

¥ (1) BodyArmor05
) PT_Male_Armor_05_C_body
f0 PT_Male_Armor_05_C_boots
f0 PT_Male_Armor_05_C_cape
f0 PT_Male_Armor_05_C_gauntlets
f0 PT_Male_Armor_05_C_helmet
f0 PT_Male_Armor_05_C_legs




YTo 6bLINO cAenaHo B MOAENnbid MepcoHaka Ha CLueHe:
lna rpynnupoBKW aeTanei 6bAM co3faHbl nycThie 06bekTh Create Empty v nepemmMeHoBaHbl COOTBETCTBEHHO TeMe FpYMNMNUPOBKMU :

BodyHead
BodyHair
BodyBeard
BodyNaked
BodyCloth
BodyArmor01
BodyArmor05

B 06bekTbl Ons FPYNNUPOBKWU CHOXEHb AeTanu MoAesM C HebOosbWWM HI0aHCOM :

lletanb PT_Male_Armor_hair_01 npogy6nupoBaHa, py6nb nepeummeHoBaH B PT_Male_Armor_hair_none.

Jlletanbe PT_Male_Armor_beard_01 npogny6nupoBaHa, ay6nb nepeumeHoBaH B PT_Male_Armor_beard_none.

Y py6nupoBaHHbix geTanen PT_Male_Armor_hair_none u PT_Male_Armor_beard_none oTkniwdyeH mesh, nonyuuncsa BapuaHT 6e3 6o0oponbl / BoOsoC:

= Hierarchy g i | O Inspector ® | ighting =
4+~ (oA I@ D V- (2)  sState ~

v i SampleScene* : 3
7] Main Camera Tag Untagged *  Layer Default -
1) Directional Light
71 Plane

¥ () Character Position X Y

. % ;-;;WH:-TS ) Rotation X 0 Y -169.649 Z 0

v ea
71 PT_Male_Armor_head_01 Scale & X1 Y1
= PT_Male_Armo ad_10

vﬁ'él};dal:'”- irmor_head_1 » | |skinned Mesh Renderer o
£ PT_Male_Armor_hair_none PT_Armors_Material (Material) 7 Rl
. E:-:“J '“*:"‘-"””'“'-:'“?’-E’: . Shader  Polytope Studio/ PT_Medieval Armors Shader PBR «|[Edt. || = ~
o PT_Male_Armor_hair_20

v (7] BodyBeard
0 PT_Male_Armor_beard_none e

o PT_Male_Armor_beard_01

v A Transform e

Y Bcex ocTalibHbiX geTanen mesh BkJoYeH.
Y Bcex 06bekToB-peTaslel MOLEenn BKJIWYEeHa aKTMBHOCTb, KpoMe geTaner U3 cnucka:

PT_Male_Armor_head_10
PT_Male_Armor_hair_01
PT_Male_Armor_hair_20
PT_Male_Armor_beard_01
PT_Male_Armor_beard_20

Mpynnupywuwmm o6bekTam BodyCloth, BodyArmor01, BodyArmor@5 oTkJi4yeHa aKTMBHOCTD:

= Hierarchy = & | O Inspector ® Lighting g
4+ = a4 ] _

v @ SampleScene® : fj?'( BodyCloth Static v
71 Main Camera Tag Untagged v Layer Default -
%g:ﬁ:lmal Light S —— o =

¥ () Character Position X -1.009474 Y -0.1069334 Z -4108093
:% E;FHE:EH Rotation X 0 Y 169.649 z 0
7 PT_Male_Armor_head_01 Scale ® X1 Y Z1
0 PT_Male_Armor_head_10
¥ (71 BodyHair Add Component
71 PT_Male_Armor_hair_noene
F0 PT_Male_Armor_hair_01
F0 PT_Male_Armor_hair_20
¥ 7] BodyBeard
) PT_Male_Armor_beard_none
0 PT_Male_Armor_beard_01
0 PT_Male_Armor_beard_20
¥ [ BodyMaked
) PT_Male_Armor_naked_00_body
) PT_Male_Armor_naked_00_boots
() PT_Male_Armor_naked_00_gauntiets
() PT_Male_Armor_naked_00_legs
) BodyCloth
0 PT_Male_Armor_cloth_D0_body
F0 PT_Male_Armor_cloth_D0_boots
FADT hdala Armear sleth B0 ssgetlare

B pe3yfibTaTe OCTaeTCd nepcoHaxX, Yy KOTOpPOro akTMBHO TeJsi0o, rosioBa, w” ﬂy6ﬂMpOBaHHHe BOJIOCbl U YCbl 6e3 mewen.
Mopenu rnepcoHaxa 6bi1 AO6aBﬂeH COSﬂaHHHﬁ paHee aHMMauMOHHHﬁ KOHTpoOnnep, YTOOGbI npun 3anycke CcueHbl He CTOATb B CTaHﬂapTHOﬁ T-nose.

CkpunT, pgo6aBfieHHbI Mogenu nepcoHaxa (B npumepe Mohefibka Ha ClLeHe rnepeuMMmeHoBaHa B character), cospgaeT cnvcok Mnosie, B KOTopbie Hano
[06aBUTb CCHUJIKM Ha 06bekTh Momenu. [na rpynn Tena Halo [o6aBfATb CCHIKY Ha rpynnoBol o6bekT, a B pasfgenax Mog rosioBy, BOJIOCH,
6opofy Hapo [o6aBNATb CCbUIKM Ha OTAEsbHble OOBEKTHI.



‘= Hierarchy
+ = [ Al =)
v F SampleScene* :

0 Inspector

~ Static ¥

@ v Character

7 Main Camera
0 Directional Light

Tag Untagged

v | Layer Default

b . Transform

h

) Plane - (7]
| ¥ Character » =+ ~ Animator @
» [0 PT Hips ¥ # ~ Character Customization (Script) P
¥ (L RaduHasd
) PT_Male_Armor_head_01 Script CharacterCustomization
F0 PT_Male_Armor_head_10 iSR! = | ) Character

¥ (Tl BoavHaIr

¥ PT_Male_Heads

£ PT_Male_Armor_hair_none :
7 PT_Male_Armor_hair_01 Element O 0 PT_Male_Armor_head_01
0 PT_Male_Armer_hair_20 ~  Element 1 0 PT_Male_Armor_head_10

v (I BoOvEeard

0 PT_Male_Armor_beard_none
0 PT_Male_Armor_beard_01

3
v ﬁ%% Element O 2 PT_Male_Armor_hair_none @
7 PT_Male_Armor_naked_00_body ~  Element 1 0 PT_Male_Armor_hair_01 ®
£p PT_Male_Armor_naked_00_boots =~ Element 2 ) PT_Male_Armor_hair_20 ®
7 PT_Male_Armor_naked_00_gauntlets
+ -

0 PT_Male_Armor_naked_00_legs
¥ (71 BodyCloth

0 PT_Male_Armor_cloth_00_body

¥ PT_Male_Hairs

¥ PT_Male_Beards

&3 PT_Male_Armor_cloth_00_boots Element O 2 PT_Male_Armor_beard_none
0 PT_Male_Armor_cloth_00_gauntlets — Element 1 i PT_Male_Armor_beard_01
£0 PT_Male_Armor_cloth_00_legs = Element 2 0 PT_Male_Armor_beard_20

¥ () BodyArmorQ1

0 PT_Male_Armer_01_A_body

7 PT_Male_Armor_01_A_boots ¥ PT_Male_Armors 4
0 PT_Male_Armor_01_A_cape :
0 PT_Male_Armor_01_A_gauntlets Element 0  BodyNaked ®
0 PT_Male_Armor_01_A_helmet Element 1 f) BodyCloth ®
£0 PT_Male_Armor_01_A_legs Element 2 ) BodyArmor05 ®
¥ () BodyArmaor05 :
E['j PT_ME'E_ArmUr_DE_C_de}" Element 3 Eﬂ Eﬂdyﬁrmﬂrﬂ1 ':3'
£0 PT_Male_Armor_05_C_boots + =
0 PT_Male_Armor_05_C_cape
7 PT_Male_Armor_05_C_gauntlets ¥ #  Robocop (Script) e
F0 PT_Male_Armor_05_C_helmet :
Script Robocop
PT_Male_Armor_05_C_legs e
Ea g Can Move o
Is Look ]
Player Camera m fain Camera (Camera)

Mouse Sensitivity
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R - MNoBopoT MOAEN!

1 - Mlonoea

2 - Bonochi

[lpn 3anycke cueHbl 6yp,yT OTpucoBaHbl KHOMKW, MNOTbIKaB KOTOpPble MOXHO MNOKPYTUTb NepCcoHaXa U MU3MEHWUTb 0T06pa)KeHVIe yacTen Momenu:




lpecnepoBaHue uenu

Ha cueHy c ynpaBnsiemoil Mogenbi nepcoHaxa Ao6aBuTb ABa o6bekTa. Coepy (Follower), koTopas 6ymeT npecnefoBaTb CBOW LeNb (nepcoHaxa).
Ky6 (Observer), KoTopblii 6yaeT MoBopayMBaTbCA B CTOPOHY HabniogaeMoi Lenw:

| [Elcenter v RLocal » || i i v o~ » KN « EISEDSN w~ 18

.-""‘!.fsx.‘

CospaTb CKpuUNT pis Kaxgoro ob6bekTa. Ckpunt ana cdepbol - Follower:

using UnityEngine;

public class Follower : MonoBehaviour

{
[SerializeField] private Transform target;
[SerializeField] private float speed = 1.5f;
[SerializeField] private float followDistance = 1.5f;
[SerializeField] private float heightOffset = 1f;
[SerializeField] private float chaseDistance = 2f;
[SerializeField] private float runSpeed = 4;
private void Update()
{
if (target == null)
return;
float distance = Vector3.Distance(transform.position, target.position);
if (distance < chaseDistance)
return;
speed = 1.5f;
if (distance > chaseDistance * 2)
speed = runSpeed;
Vector3 endpoint = target.position + (target.forward * -followDistance) + (Vector3.up * heightOffset);
Vector3 direction = (endpoint - transform.position).normalized;
transform.Translate(direction * Time.deltaTime * speed);
}
}

CkpunT pns ky6a - Observer:

using UnityEngine;

public class Observer : MonoBehaviour

{
[SerializeField] private Transform target;
private void Update()
{
Vector3 direction = (target.position - transform.position).normalized;
transform.forward = direction;
transform.LookAt(target);
}
}

[lepen TecToM Kaxgomy 06'beKTy YKa3aTb 06beKkT-uenb - c¢epe ona npecnepgoBaHWA ynpaBnAeMoro nepcoHaxa, KY6y - NepCcoHaxXa unun c¢epy.



ﬂepeKnmquue Kamepbl
Jlo6aBMTb ynpaBnsAeMoOMy MepcoHaxXy BTOpYyl Kamepy, KoTopas 6yaeT HaxoAuTbCA Ha 6osiee yaaneHHOW AMCTaHuuM, YeMm nepsas.

Ha HoOBOM Kamepe OTKJIOYMTb KOMMOHEHT AONS npocfywvBaHua 3Byka - [Audio Listener]:

= Hierarchy = i | O Inspector | ® Lighting =
w | ar A
+ 'E E[j « | Cameral0 Static
¥ i GameScene* : =
£ Directional Light Tag Untagged v Layer Default
Plane
v % Player » M. Transform e
1 HumanhM_BodyMesh » Wi~ Camera e
> [0 Rig Audio Listener o
fl CameraS j{ff
fp Camera10 Add Companent
71 Elevator
b 7] Observer
CospaTb HoBb ckpunT SwitchControl c kogoMm, M [06aBUTb €ro MEepCOHaxy :
using UnityEngine;
public class SwitchControl : MonoBehaviour
{
private Animator animator;
public Camera playerCameral;
public Camera playerCamera?2;
private void Start()
{
animator = GetComponent<Animator>();
playerCameral.enabled = true;
playerCamera2.enabled = false;
}
private void Update()
{
if (Input.GetKeyDown(KeyCode.Tab))
{
animator.applyRootMotion = !animator.applyRootMotion;
playerCameral.enabled = !playerCameral.enabled;
playerCamera2.enabled = !playerCamera2.enabled;
ToggleCursorLock();
}
}
private void ToggleCursorlLock()
{
if (Cursor.lockState == CursorLockMode.Locked)
{
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;
}
else
{
Cursor.lockState = CursorLockMode.Locked;
Cursor.visible = false;
}
}
}
0O6e kamepbl Hano Ao06aBUTb B MapaMeTpbl CKPMMATa Ha MepcoHaxe:
= Hierarchy = & | O Inspector ® Lighting =
- ar A
+ 'EI @ ¥ Player Static
v P GameScene* : -
ff) Directional Light Tag | Untagged v | Layer Default
Plane
T%me b ). Transform e
) HumanM_BodyMesh » 7+ ~ Animator o 3
» [ Rig » B~ Character Controller @ i
) Camera5s
@cam&ra1n \ F # + Robocop (Script) @
Efj Elevator \ . ch Control ls.cripti [+ i
» ) Observer — r—
7] Follower =Crpt SwitchContro
7 CallMenu Player Camera 1 m Cameras (Camera)
¥ (71 3D construct Player Camera 2 ® Cameral0 (Camera)

Tenepb Mpu HaxaTuu KHonku Tab 6ymeT nepekyaTbCA aKTUBHasA Kamepa mepcoHaxa.

Tekywnini CKpUNT MEPEeKSINYEHUA KaMmepbl HYXeH Ons ypo6Horo o63opa npuv MCMONb30BaHMM HaBuMraTopa B ClefywueMm

pasgene.




X YMHaa Kamepa

OguH wus BapMaHTOB KaMmepbl AOJid Ha6ﬂwﬂeHMH OT TpeTbero nuua. PeannsoBaHo yepes HOBbIN cKpunTt SmartCamera:

using UnityEngine;

public class SmartCamera : MonoBehaviour

{

[SerializeField] private Transform player;

[SerializeField] private Vector3 offset = new Vector3(e, -1, 1);

[SerializeField] private float pitch = 2f;

[SerializeField] private float zoomSpeed = 3f;

[SerializeField] private float minZoom = 5f;

[SerializeField] private float maxZoom = 10f;

[SerializeField] private float rotateSpeed = 120f;

private float currentZoom = 8f;

private float currentRotate = Of;

private void Update()

{
currentZoom -= Input.GetAxis("Mouse ScrollWheel") * zoomSpeed;
currentZoom = Mathf.Clamp(currentZoom, minZoom, maxZoom) ;
currentRotate -= Input.GetAxis("Horizontal") * rotateSpeed * Time.deltaTime;

}

private void LateUpdate()

{
transform.position = player.position - offset * currentZoom;
transform.LookAt(player.position + Vector3.up * pitch);
transform.RotateAround(player.position, Vector3.up, currentRotate);

}

}

B aTom BapuaHTe Hapo [o6aBUTb CKPUMNT Ha Kamepy, yKasaTb el CChJIKYy Ha yrnpaBfiIAeMoro MepcoHaxa M OTperynMpoBaTb MnapaMmeTpbl.

Kamepa 6ymeT cneauTb 3a MepcoHaXeM U KPYTUTbCA BOKPYr Hero rno opbuTe Mpu HaxaTum KHomok [AD].
Mpu NpPoOKpyUYMBaHUKM Kosleca Mol NpUGANKATLCA/ OTAANATHLCA.

B Tekywem Buage c uCrnonb3oBaHWEM KHOMOK [AD] €CTb HeCTbhiKOBKa C KJlaBullaMKU ynpaBJZieHUA Ha KyKJe,

HO [/ O3HaKOMJIEHMA C anbTepHaTUBHOWM

CUCTEMOMN yrMpaBfieHUs nepeaBuxXeHneM nogonaeT (MM Kak UCXOAHWMK ANA C6OpPKM APYron CUCTEMbl yrpasfieHus) .



HaBuraTtop AI

PasmecTntb Ha cueHe C yrnpasndaemMbiM nepcoHaxXem HeCKOJIbKO O6'beKTOB, 4aCTb U3 HUX ABNAKNTCA NPendaATCTBUAMU. 06beKThl capenaTtb CTAaTUYHbLIMU L

# Scene

LIl Bicenter | @BLocel v || IR i~ Wi~

I O @A o E

‘= Hierarchy O Inspector
v [a Al - —
- IE] @ ¥ 3D construct v Static |+
v i GameScene* : .
£ Directional Light Tag Untagged v | Layer Default -
Flane
,% Player ¥ ) Transform o
fp Elevator Position X 0.4 Y 10 Z 0
» () Observer Rotation o m n
0 Follower
1 CallMenu Scale = X ¥ 1 Z 1
| w0 3D construct
A platform_1 Add Component
0 platform_2
(7 bridge
(0 step0

llo6aBUTb nepcoHaxy KomnoHeHT [Nav Mesh Agent], u ycTaHoBUTb nakeT ans Al:

‘= Hierarchy © Inspector
<+ oAl & - -
+ | Player Static -
v A GameScene* : @, Y
£ Directional Light Tag Untagged ~  Layer Default -
Plane
o '% Player » J. Transform @ -+
71 HumanM_BodyMesh b ¥+~ Animator o
h%gfmmﬁ » '8 -~ Character Controller o
fp Cameral0 » # < Robocop (Script) @
£ Elevator » # v Switch Control (Script) o
" g Ecm :rr ¥ i+ < Nav Mesh Agent @ -
1 CallMeru / Install Al Mavigation Package
v @%Dpf;t:::ﬂ Agent Type Humanoid ol
0 platform_2 Base Offset 0
@ bridge Steering

OTKpbITb OKHO B MeHw pepakTopa Window / AI / Navigation (Obsolete). B okHe [Navigation (Obsolete)] nepeiTn Ha Bknagky Bake.
Bknagka Bake cofepXvMT HacTPOMKW 3anekaHWst KapTbl MPOXOAMMOCTMW ANA HaBurauum c nomoupblo AL, Ha pe3ynbTaT CYWEeCTBEHHO BAUSIOT:
Max Slope - yron Hak/joHa MJOCKOCTU, MO KOTOPOW MOXHO MOAHATbLCS.

Step Height - BbicOTa cTyneHeK, MO KOTOPbIM MOXHO MOOHUMATbCS.

3anekaHue KapTbl MPOXOAUMOCTU YUYMTbHIBAeT TOJIbKO O06bEKTh Ha cueHe B cocTosHuM Static. CoopmupoBaTb KapTy - KHonka [Bake].

# Scene

| [©]1Center * [RLocal » || ! | @« || @+ =
| W ¢J | B2 | T

Bknagka Agents nosBonfeT peryavMpoBaTb HAacTPOWKM B pexuMe peasibHOro BpPEeMeHM - BO BpeMms TecTa.



Tenepb NepcoHax CMOXeT nepeaBuraTbCs MO cueHe C nomolblo AL, HO HEeKOTOpble 30Hbl OWMOGOYHO OblsIM OLEHEeHbl KaK AOCTYMHble A MOoCeweHus .

Ecnn kakom-nmbo 06BEKT He [HOOSIKEH ObiTb LOCTYMNEH [LNSA MOCeleHus,

TO Hajo ero Bb6paThb,

nepeknuynTcs Ha Bknagky Object u ponsa ceoiicTBa

Navigation Area Bbi6paTb 3HadeHue Not Walkable. MMocne KoppeKTMPOBKM KapTy Hago 6yaeT MoBTOpHO 3anedyb - [Bake].
= Hierarchy | & i | @ Inspector  ® Lighting % Navigation (Obsolete) | i
+~ oA =)
- Agents | Areas | Bake | Object
v ' GameScene* : g€ | | |
% Bl Scene Filter: /
ane
» (0 Player fo Al ESMesh Renderers sz Terrains
7 Elevator
> 5 Obsarver B Cubel (Mesh Renderer)
£ Follower Mavigation Static v
7 CallMenu Generate OffMeshLinks v /
v 71 3D construct ‘ Navigation Area Walkable A pl
&) Cube2 ~ | Walkable
7 Cube3 Mot Walkable
£ Column Jump

lnA He cTaTU4YHbIX (ABUXYWWUXCA) O6BEKTOB Ha cleHe Hafo A06aBnATb KomrnoHeHT [Nav Mesh Obstacle] u Bknw4aTb y HUX ¢nar

Shape - ¢opma, KoTopass BMecTe C pa3MepamuM OTPEryvMpywT rpaHuupl o6bekTa AN CUCTeMbl HaBurauumu (aHanor konnawgepa).

Carve.

= Hierarchy | = i  @lInspector  ® Lighting 38 Navigation (Obsolete) 2 i
» (o All '
+ EJ fij v Elevator Static ¥
v FiP GameScene* i -
£ Directional Light Tag Untagged ~ | Layer Default -
Flane
> % Player » /. Transform e
|  FEevator » B Cube (Mesh Filter) @ i
> G Observer » B~ Mesh Renderer e
0 Follower
[0 CallMenu » §# ~ Box Collider @ =
¥ (7 3D construct » = ~ Animator @ =
f1 Cubel .
v ol L
) Cube2 o Mav Mesh Obstacle e
) Cube3 Shape Box -
%‘3‘3'““‘“ Center X |0 Y 0 Z o
platfarm_
&2 platform_2 Size \x 1 ¥ 1 Z 1
0 bridge Carve

CospaTb HOBb crioM - Ground.

= Hierarchy | 2 i | @ lnspector @ Lighting 3 Navigation (Obsolete) '-;‘fe"ﬁhl .
: | veryt
Ty LA (=] . . Tags & Layers / v
v fp GameScene : w Nothing o
fr) Directienal Light 0: Defaul =
frl Plane » Tags 1: TransphrentFX =
> (7] Player b Sorting Layers 2: lgnore Raycast =
7 Elevator - 4: Water -
> (7] Observer ayers 5 Ul -
1) Follower Builtin Layer 0 Default & Ground =
[0 CallMenu Builtin La ansparentF) :
o ik L
¥ () 3D construct - Edit Layers...
(71 Cubel Builtin Layer 2 lgnore Raycast
7 Cube2 User Layer 3
[0 Cube3 Builtin Layer 4 Water
0 Column
0 platform_1 Builtin Layer & Ul
() platform_2 User Layer B Ground
kri
% 51;;& User Layer 7
FA etend Llser | aver 8

N Bce obbekTb-MecTa Kyjha [LONKeH [fobupaTbCs MepcoHax nepeHecTu B cson Ground.

=
= Hierarchy | & i | ©lInspector @ Lighting 3 Navigation (Obsolete) a i
= | ar Al |
= EJ @ +| 3D construct « Static -
v P GameScene : 4
£ Directional Light Tag Untagged * | Layer Default v
Plane .
> % Player » /. Transform ¥ 0:Default @
fp) Elevator 1: TransparentFX
» [ Observer Add Companent 2: Ignore Raycast
Q) Follower £ Water
1 CallMeru
\ 5: Ul
0 Cube1 6: Ground
f7 Cube2
0 Cube3 Add Layer...
1 Celumn

CospaTtb ckpunT AgentEngine, koTopbii 6ymeT ynpaBfsiTb OBUXEHVMEM MepcoHaxa 4Yepe3 CUCTEMY HaBWUraLuK:



using UnityEngine;
using UnityEngine.AI;
[RequireComponent (typeof(NavMeshAgent)) ]
public class AgentEngine : MonoBehaviour
{
[SerializeField] private LayerMask movableMask;
private NavMeshAgent agent;
private void Start()
{
agent = GetComponent<NavMeshAgent>();
}
public void MoveToPoint(Vector3 point)
{
agent.SetDestination(point);
}
}
flo6aBUTb CKpPUNT Ha MogeNlb U B OMNuMAX yKasaTb cron Ground:
D nllld L ) fural) -
+| |Player Static -
A GameScene®* : EE], Y
() Directional Light Tag Untagged v Layer Default v
b [ Player
%Ele:atnr > . Transform e
b (71 Observer » ;+ +~ Animator e
() Follower » '0 ~ Character Controller e
0 CallMenu
¥ (0 3D construct » # + Robocop (Script) @
£ Plane » # + Switch Control (Script) e
[0 Cube? » {+ v NavMesh Agent @
0 Cube2 :
71 Cube3 ¥ # « Agent Engine (Script) e
£ Column Script AgentEngine
latf 1
g o 2 Movable Mask Ground v
CospaTtb ckpunT AgentNavigator, KoTopbii 6yneT onpefensaTb LeNeByw TOYKY ANS MNepeMeleHus :
using UnityEngine;
[RequireComponent (typeof (AgentEngine)) ]
public class AgentNavigator: MonoBehaviour
{
private AgentEngine agent;
[SerializeField] private Camera camera;
[SerializeField] private LayerMask movableMask;
private void Start()
{
agent = GetComponent<PlayerEngine>();
}
private void Update()
{
if (Input.GetMouseButtonDown(0))
{
Ray ray = camera.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast(ray, out hit, 100, movableMask))
agent.MoveToPoint(hit.point);
}
}
}
flo6aBUTb CKpPUNT MepcoHaxy, B OMNUWSX CKpUMNTa yKasaTb CChHKY Ha BTOpPYw Kamepy v cnoi Ground:
7 CubeT 5 : _,
i » {+ +~ NavMesh Agent @
= g 1 Cube3 » # ~ Agent Engine (Script) 9
£ Column v # ~ Agent Navigator (Script) o
) platform_1 _ :
0 platform_2 script AgentNavigator
0 bridge Camera = Cameral0 (Camera) ®
£ step0 Maovable Mask Ground v
1 stepl

Tenepb nepcoHax Ha cueHe 6yp,eT 6eraTtb non ynpaBJsieHMeM areHTta HaBurauuMm B TOYKY, MOJIYHEHHYI OT KaMepbl NMpu Kinke NeBON KHOMKOW MbllK .



X% WHTepaKTMBHOe B3aumogeucTBue

Ha cueHy po6aBneH o6bekT - Ky6 (nepevmeHoBaHHbi B Item), c KOTOpbM 6yneT B3auMMOLEMNCTBOBATb MEpPCOHaX Ha cCLeHe:

=Hercny ||

| @~ | Q~ = e - Wi w |+ [

v FA GameScene*

7 Directional Light
» [0 Player

1 Elevator

» (0 Observer

0 Follower

0 CallMenu

» (7 3D construct

e

- ﬂa v | -
L %

2 A

lna Hero m Bcex O6LEKTOB, C KOTOpPbIMM 6y,u,eT BO3MOXHO B3auMmogencTBue co3faH cKpunT Interactable:

using UnityEngine;

public class Interactable : MonoBehaviour

{
public float interactRadius = 3f;
private void OnDrawGizmosSelected()
{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, interactRadius); // oTo6pasuTb cdepy gizmos BOKpyr 06beKTa Mpu MPOCMOTPE CLiEHb
}
}

Mpn pob6aBneHMn cKpunTa OO6BLEKTY paguMyc gizmos ymo6HO oTobpaxaeTcsa Ha CLeHe - 3TO 6yaeT 30HOM akTMBauuM B3aUMOLENCTBUSA C OOBHEKTOM:

# Scene
| [e]center * RLocal » || v i1 e | @« || Qv ",

I W OB # ]

[lna ob6ecneyeHus B3aMMOeWCTBUS HafO BHECTUM M3MEHEHUs B CO3faHHble paHee CKpuMTb, [o6aBMB HEMHOrO JIOFMKW U FeoMeTpuu.
CkpunTt AgentEngine:

using UnityEngine;
using UnityEngine.ATI;

[RequireComponent(typeof (NavMeshAgent)) ]

public class AgentEngine : MonoBehaviour

{

[SerializeField] private LayerMask movableMask;
private NavMeshAgent agent;
private Transform target;

private void Start()

{
agent = GetComponent<NavMeshAgent>();
}
private void Update() // npaBunbHee [OenaTb 4Yepe3 KOPYTMHY - 4YTO6bl pexe 3amnyckaTb
{
if (target != null)
{
agent.SetDestination(target.position); // pBurarbcsa K Lenn
LookAtTarget(); // cmoTpeTb Ha uenb
}
}

public void MoveToPoint(Vector3 point)




{

agent.SetDestination(point);

}
public void FollowTarget(Interactable newTarget)
{
agent.stoppingDistance = newTarget.interactRadius;
agent.updateRotation = false;
target = newTarget.transform;
}
public void StopFollowingTarget()
{
agent.stoppingDistance = 0;
agent.updateRotation = true;
target = null;
}
private void LookAtTarget()
{
Vector3 direction = (target.position - transform.position).normalized;
Quaternion lookRotation = Quaternion.LookRotation(new Vector3 (direction.x, @, direction.z));
transform.rotation = Quaternion.Slerp(transform.rotation, lookRotation, Time.deltaTime * 3f);
}

CkpunTt AgentNavigator:

using UnityEngine;
[RequireComponent (typeof (AgentEngine)) ]

public class AgentNavigator : MonoBehaviour

{
private AgentEngine agent;
[SerializeField] private Camera camera;
[SerializeField] private LayerMask movableMask;
[SerializeField] private Interactable focus;

private void Start()

{
agent = GetComponent<AgentEngine>();
}
private void Update()
{
if (Input.GetMouseButtonDown(0))
{
Ray ray = camera.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast(ray, out hit, 100, movableMask))
{
agent.MoveToPoint(hit.point);
RemoveFocus() ;
}
}
else if (Input.GetMouseButtonDown(1))
{
Ray ray = camera.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast(ray, out hit, 100))
{
var interactable = hit.collider.GetComponent<Interactable>();
if (interactable !'= null)
SetFocus(interactable);
}
}
}
private void SetFocus(Interactable newFocus)
{
focus = newFocus;
agent.FollowTarget(newFocus);
}
private void RemoveFocus()
{
focus = null;
agent.StopFollowingTarget();
}




bnok-cxemMa XU3HEHHOro uuKia CKpunTa B Unity

Resetis called in the Editor when the script is attached or reset.

Start is only ever called once for a given script.

The physics cycle may happen maore than once per frame if

the fixed time step is less than the actual frame update time.

Internal physics update -

If a coroutine has yielded previously but is now due to
resume then execution takes place during this part of the
update.

Internal animation update

OnDrawGizmos is only called while working in the editor.

OnGUlis called multiple time per frame update.

OnApplicationPause is called after the frame where the

pause occurs butissues another frame before actually pausing.

OnDisable is called only when the script was disabled during
the frame. OnEnable will be called ifitis enabled again.

F{e.s et

Awake
I
OnEnable

|
Start

FixedUpdate
|
| yield WaitForFixedUpdate |
I ;

I
OnTrigger:id

|
CnCollisionic

OnMous e

v

Lpdate

I

yield null
yield WaitForSeconds _

yield W

yield StanCoroutine
I

LatelUpdate

v

CnWillRenderObject
COnPreCull
OnBecameVisible

OnBecamelnvisible
OnPreRender
OnRenderObject
OnPostRender
OnRenderimage

v

OnDrawGizmos

v

OnGUI

| yield WaitForEndOfFrame |

'

OnApplicationPause

Y

OnDisable

W

Y

([ OnApplicationQuit

v

| OnDisable

v

OnDestroy )

Editor

Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering
GUI rendering

End of frame
Pausing

Disable/enable

Decommissioning



MopAapoK BbIMOJAHEHUS PYHKLUMUKA CO6bLITUN

B CKpUNTUHIr e Unity €CTb HEeKOTOopoe KOoJn4ecTtBoO ¢)/HKL|,VI17I CO6bITVIF|, KOTOpble WUCNOJIHANTCA B 3apaHee 3ajgaHHOM nopAake no Mepe UCNOJIHEHUA
cKpunTa. aToT nopAaoOK MUCMNOJZIHEHUA ONnncaH Huxe:

% PepakTop
e Reset(): Reset (c6poc) Bbi3biBaeTCA OIS MHMUMANM3aUMM CBOMCTB CKpPUNTaA, Korga OH TOJNIbKO MpucoeauHAeTcA K 06beKTy M Torga, Korpga

ncrnosibayeTcsa KomaHga Reset. WcnonbayeTcsa peako.
% Mepeafa 3arpyska cCLeHbl

OYHKUMM BbI3bIBAWTCSA NMpU 3anycke cueHbl (oAMH pas AN Kaxgoro o6beKkTa Ha cueHe).

e Awake(): Bcerpa BbisbiBaeTcs Ao Jiobbix ¢yHKUMA Start u nocne Toro, Kak npedab 6bu1 BbidBaH B cueHy (ecnn GameObject He akTuBEH Ha
MOMeHT cTapTa, Awake He 6yneT Bbhi3BaH, Noka GameObject He 6yneT aKTMBMPOBaH, WM QYHKUMSA B KaKOM-HUOYOb MPUKPENSIEHHOM CKpUNTE
He BbisoBeT Awake).

e OnEnable(): BboisbiBaeTcs TOJIbKO ecnn O06bEKT aKTMBEH - cpa3y Mocfie BKJ4YeHUss o6bekTa (Mpu 3arpys3ke YpOBHS).

Ilna o6bekToB, QHOo6GaBNEHHbIX B cueHy cpa3y, ¢yHkumn Awake n OnEnable gns Bcex ckpuntoB 6ygoyT Bbi3BaHb o BbidoBa Start, Update u T1.p4.
EcTecTBeHHO, [N 06bEKTOB Bbi3BaHHbIX BO BPEMSA MrpoOBOro Mpouecca Takoro He 6ypeT.

X TMepepn nepBbiM O6HOBNEHUMEM Kappa

e Start(): BuspiBaeTca o o6HoBneHWs nepeoro kagpa (first frame) ToNbKoO ecnu CKpPUNT BKIIOYEH.
Ina o06bekTOB [fo6aBfieHHbIX Ha cueHy, OyHKuus Start 6yneT Bbi3biBaTbCA BO Bcex ckpuntax go ¢yHkuumm Update. EcTecTBEHHO, 3TO He MOXeT
6bITb 06ecnevyeHo MpU co3JaHUM 06beKTa HEerNoCPeACcTBEHHO BO BPEeMs Wrpbl.

X Mexpy Kappamu

e OnApplicationPause(): Bbi3biBaeTca B KOHLe Kafgpa, BO BpeMa KOTOPOro Bbi3biBaeTcA Maysa, 4UTO 20PeKTUBHO Mexay OO6bIYHbIMK
o6HOBNeHUAMN KaapoB. OOMH OOMONHWUTENbHbIA Kaap 6yaeT BbugaH nocfie BbidoBa OnApplicationPause, 4T06b MO3BOAUTH Mrpe 0TO6pPasnUTb
rpaduKy, KoTopasa ykasbiBaeT Ha COCTOsHME nays3bl.

¥ Mopapok o6HOBNEHUSA

Korpa Bb OTClexuBaeTe WIrpoOBYW JIOFMKY W B3aWMOLENCTBUS, aHWMauuM, MO3ULUUM Kamepbl M T.[. €CTb HECKOSIbKO pasHbiX CO6bITUA, KOTOpbie Bbl
MOXeTe ucrnonb3oBaTb. [0 obueMmy wabnoHy, 6onbwas 4YacTb 3apay BbINONHAETCA BHYTpU ¢yHKuMm Update, HO ecTb Takxe ewe Apyrue ¢yHKUUH,
KOTOpbie Bbl MOXeTe WCMOoNb30BaTh.

e FixedUpdate(): 3auacTyw cnydaetcsa, 4yto FixedUpdate BbhisbiBaeTcs 4awe dyem Update. FixedUpdate MoxeT 6biTb Bbi3BaH HECKOJSIbKO pas
3a Kagp, ecnm FPS HM30K M PyHKUMA MOXeT 6biTb M BOBCE He Bbi3BaHa Mexay Kagpamu, ecnu FPS Bbicok. Bce ¢usmyeckue BbYMCIIEHUA U
o6HOBNEeHUR npoucxoaaT cpasdy nocne FixedUpdate. [pu npumeHeHun pacyeToB nepenuxeHuss BHyTpu FixedUpdate, Bam He HyxXHO
YMHOXaTb Bawu 3HadeHus Ha Time.deltaTime, noTomy 4To FixedUpdate Bbi3biBaeTCs B COOTBETCTBMM C HafEXHBIM TaMMEpPOM, HE 3aBUCAWMM
OT 4YacToThl Kagpos.
Update(): Update BbisbiBaeTcA pas 3a Kagp. ITO OCHOBHasA ucnofbayemasa ¢yHKUMA, 6Gofblias 4yacTb 3ahad BHINOJMHAETCHA B HeW.
LateUpdate(): LateUpdate Bbi3biBaeTcs pa3 B Kagp, nocre 3aBepuweHus Update. Jlw6bie BbhiuncneHus npoumsseneHHole B Update 6ynyT yxe
BbIMOSIHEHB Ha MOMeHT Hadana LateUpdate. Yacto LateUpdate wucnonb3ywT pnsa npecnepnywuwen Kamepbol OT TpeTbero nuuya. Ecnu Bl
nepeMmewaeTe W noBopauymBaeTe nepcoHaxa B Update, Bb MoxeTe BbHMOJHUTL BCE BbHYUCIEHUA TMepeMeweHns U BpaleHUs Kamepb B
LateUpdate. 3710 obecneunT TO, 4YTO MepcoHax 6yneT OBUraTbCs OO TOro, Kak Kamepa OTCrneguT ero nosuuuio.
% PeHpepuHr
e OnPreCull(): BbisbiBaeTcs [0 TOro, KakK Kamepa oTcekaeT cueHy. OTceyeHue onpegenseT, Kakue o06beKTb O6yayT BWAHbB B Kamepe.
OnPreCull Bbi3biBaeTCHA MNpAMO nepen TeM, KakK Ha4yMHAeTCHA OTCeYeHue.
OnBecameVisible() / OnBecamelnvisible(): Bbi3biBaeTcs Korga 06beKT CTaHOBUTCH BUOUMbIM/HEBUAUMbIM NIW6ON Kamepe.
OnWillRenderObject(): BbisbiBaeTcA OAMH pa3 O/ Kax[oW KaMmepbl, ecnu 06beKkT B Mofie 3peHus.
OnPreRender(): BbuisbiBaeTcs nepen TeM, KakK KaMmepa HauyHET peHOepuTb CLEeHY.
OnRenderObject(): BbisbiBaeTcss, MNocne TOro, KakK BCe O0O6bl4Hble peHAaepbl CLUeHbl 3aBepwaTcsi. MoxHO wucnonbsoBaTb khnacc GL  umnu
Graphics.DrawMeshNow, 4T06bl pucoBaTb MOSIb30BATENIbLCKYID MEeOMETPUI B OAHHOM ToOuke.
OnPostRender(): Bbi3biBaeTcs Mocne TOro, Kak Kamepa 3aBepunT peHOep CLEHbI.
OnRenderImage() (Tonbko B Pro Bepcum): BbisbiBaeTcA nocrsie 3aBeplieHUs peHaepa CLeHbl, A9 BO3MOXHOCTM MOCT-06paboTKU M306paxeHust
aKpaHa.
e OnGUI(): BbidbiBaeTCs HECKONbKO pa3 3a Kagp M oTBe4yaeT 3a aneMeHTh MHTepderica (GUI). CHavyana o6pabaTbiBawTcsA COGBITUS MakeTa U
packpacku, nocsie 4yero uMayT COGLITUA KiaBMaTypbl/MbILKW Of5 Kaxgoro cobbiTusi. CTapas cucTema, celyac MNOYTU He UCMoNb3yeTcs.
e OnDrawGizmos(): MWcnonbayeTca pAONnA OTPUCOBKM TIU3MO B OKHe Scene View (B pepakTope) B Uensax Bu3yanuMsauMm ans  ypo6cTea
pa3paboTUNKOB .
3 Conporpammbl (Coroutines)

HopmanbHble O6HOBJIEHMS COMpPOrpaMm 3anyckawTcsa nocne 3aBepuweHns u3 ¢yHkuum Update. Conporpamma 3To ¢yHKUMA, KOTopas MpMOCTaHaBNMBaeT
cBoe BbinosHeHne (yield), noka paHHble YieldInstruction He 3aBepwaTcsi. PasHble Cnoco6bl MCMONb30BaHWS COMPOrpaMM:

yield ConporpamMma npogonXuT BbINOSIHEHWE, Mocne Toro, kKak Bce Update ¢yHKuUuM 6bIM Bbi3BaAHbl B CriefywWeM Kagpe.
yield WaitForSeconds [lpogonkaeT BbIMOJIHEHNE MOC/e 3afaHHOM BpPEMEHHOMW 3ajepkku, wun nocne Bcex Update ¢yHKLUMA, BbIBBAHHbLIX B
WTOrOBOM Kajgpe.
e vyield WaitForFixedUpdate lpogonxaeT BbiNosHEHMe nocne Toro, kak Bce ¢yHkumm FixedUpdate 6binin Bbi3BaHb BO BCEX CKpuMATax
e vyield WWW npoponxaeT BbinosHeHWe nocrne 3aBepuweHna WWW-3arpysku.
e yield StartCoroutine cuennseT conporpammy, u 6yaeT xAaTb, MOKa He 3aBepunTcs conporpamma MyFunc.
¥ Mpu yHUW4YTOKEHMM O6BEKTA

e OnDestroy(): Boi3biBaeTcAa nocfie BCex OOGHOBNEHUN Kagpa B MocCneAHeM Kajape o6bekTa, Moka OH ewé cyuwecTByeT (06bEKT MOXKeT 6biTb
yHU4TOXeH npu nomown Object.Destroy / Destroy(Object) wvnv npu 3akpbiTUM CLEHbI) .
% Mpu BbhIXOZE
3T ¢YHKLUMM BbI3bBIBAIOTCA BO BCEX aKTMBHbBIX O6bEKTax B BaWen CLeHe:

e OnApplicationQuit(): BbisbiBaeTcA A/ BCeX WrpoBbiX O6BEKTOB Mepen TeMmM, KakK MNpuioxXeHne 3aKpbiBaeTcs. B pepakTope Bbi3biBaeTCA
Torpa, Korja Wrpok OocTaHaB/iMBaeT MIPOBOM pexum. B Beb6-nneepe Bbi3biIBAeTCA MO 3aKpbiTUS Beb6 OKHa.
e OnDisable(): 9Ta ¢yHKuUMs BbI3bIBAaeTCH, Korpa O6beKT OTKJW4YaeTCs WIN CTAHOBUTCS HEAKTUBHbLIM.
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