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Dragon Picker #Yactp 2
CO3JlaHIE€ UTPOBOT'0 IIPOTOTHIIA

Yactp 1. Onucanuve Urpsbl

BcnoMHUTE OCHOBHYIO UJIEI0 UTPhI, KOTOPYIO MbI pa3pabaTbiBaeM. CM. IIDE3eHTAIINIO.

Yactb 2. OCHOBHBIE UTPOBbIE OO BEKTHI

B mepBoii wactu O6bLIH M00aByieHbl 6a30Bble UTPOBBbIE OOBEKTHI. OTKPOUTE MPOEKT, BHIMOJHEHHBINA B
IIpeibITyIIel padoTe.

Yacts 3. IIporpaMmMupoBaHue UTPOBBIX 0O BEKTOB

BBegenue

[Ipy HammcaHUM CIleHapueB MBI OyJIEM IOIIAaroBO JI00ABJISITh CTPOKH KOJAa B CKpUNT-(aMIbI, JaBas
OIMCcaHUe KOMaH/I 10 X0y CO37laHusI HOBOTO ¢yHKIMOoHAIa. Kak y:ke ObLJIO OTMEUEHO paHee, JIENCTBUS UTPOBBIX
00BEKTOB OMHUCHIBAIOTCA B TaK Ha3bIBaeMbIX Script-daiinax. Oty ¢daiibl cozep:kar Ko Ha s3bike C# U UMEIOT
pacmpenue .cs. [Ipu 5ToM ciiefyeT OTMETUTD, UTO MIPeABAPUTEIbHAS KOMIWIAIUA ¢aiiyioB He Tpedyercs, Unity
OepeT 3Ty paboTy Ha ce0s B perKMMe peaJIbHOTO BpEMEHH B IIpoIiecce pabOTHI B cpefie Pa3pabdOTKH.
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B myHKTe 3.1 MBI CO31aIUM CKPUNIT-(hAII, KOTOPBIX Oy/IeT BBITIOJIHATD CAeyIole AeUCTBUA:
- IepeMenIaTh UTPOBOTO MepcoHaxka Enemy BjieBO U BIIPABO;
- yepe3 cilydaliHble HWHTEpPBAJIBl BPEMEHU BEPOATHOCTh H3MEHEHUs HaIlpaBjeHUsA JBUKEeHUS OyaeT

HU3MEHATHCA,

- Bpar Enemy 6yzet copaceiBath o (DragonEgg) uepes ciryuaiiHble HHTEPBAJIbl BpEMEHU.

1. Cospaiite ciieHapuil ¢ umeHeM EnemyDragon.cs B nanke Assets - Scenes. [1J1 5TOro KJIMKHUTE IIPaBOM
KHOIIKOM MBIIIU BHYTPHU COAEPKUMOTr0 OKHa Scene (Tak ke Kak Mbl paHee cO3/1aBajid MaTepUasIbl U KOHTPOJLIED
aHUMAaITUM) U U3 BBIMTaJaroIero MmeHto Beioepure Create - C# Script, gaiite ums dairy EnemyDragon:
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O, All Materials
O, All Models
O, All Prefabs

v (@ Assets
» Bm FourEvilDragonsHP
s Scenes
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_OScene DragonEgg Enemy EnemyCTRL
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3
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EnergyShield

2. Otkpoiite creHapuii EnemyDragon.cs, KJIMKHYB 10 HeMy ABa pa3a (daiiyi aBTOMaTUYECKH OTKPOETCS B

cpene paspaboTtku Microsoft Visual Studio) u BBeguTE CiteAyOMui KoJt:

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class EnemyDragon : MonoBehaviour
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[Header("Set in Inspector")]

public GameObject dragonEggPrefab;
public float speed = 1f;

public float timeBetweenEggDrops = 1f;
public float leftRightDistance = 10f;
public float chanceDirections = 0.1f;
void Start()

{

¥
void Update()

{
)
h
// End Code
JlucmuHe dybaupyemeces Hudxce 8 sude ckpuHwoma u3 MS Visual Studio.
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< > EnemyDragon.cs o}

No selection

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

{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;

1
2
3
4
5 public class EnemyDragon : MonoBehaviour
6
7
8
9 public float speed = 1f;

10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 10f;
12 public float chanceDirections = 0.1f;
13

14 void Start()

15 {

16 }

17

18 void Update()

19 {

20 +

21 b

22

B stmcTrHTE MBI T00aBUITH CJIEIYIOIIHE CTPOKH KOJIa:

- ¢ momoibio komaHAbl [Header("Set in Inspector")] co3manuzarosnoBok B okHe Inspector;

- public GameObject dragonEggPrefab co3gaer npedab ai1s npakonbero siira DragonEgg;

— co3faHHas nepeMeHHas speed ompeziesiieT CKOPOCTh ABMKeHUA 00bekTa DragonEgg;

— nmepemenHas timeBetweenEggDrops ompesiesisier ckopocTh reHepanuu 00bekToB DragonEgg;
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— mnepemenHas leftRightDistance ompesensier paccrosiHme OT Kpash 5KpaHa, Ha KOTOPOM MeEHSETCs
HalpasJieHUe JABUKEeHUA IPAKOHA;
- chanceDirections ompezesisieT BEpOATHOCTh U3MEHEHUS HAITPaBI€HU JBUKEHM .
3. IlogkiiounTe clieHapui K UTPOBOMY 00BeKTy Enemy. CresaTh 5TO MOXKHO TaK Ke, KaK U paHee -
neperackuBanueM ckpuiita EnemyDragon.cs, Ha 06bekT Enemy:

@ Unity File Edit Assets GameObject Component Window Help
° <]
1 - BlIEIEEIES

= Hierarchy
+v (aAl
v & _OScene*
£ Main Camera
() Directional Light

» ¢ Enemy
W9 EnergyShielt

O T u [oi]

Animator

Gizmos | ¥

# Scene Asset Store
Display 1 ¥ 16:9 Aspect v Scale @ 1x

s Project & Console
+ v Q

v 7« Favorites Assets > Scenes
O, All Materials

O, All Models
O, All Prefabs ._|
v (@ Assets
» I FourEvilDragonsHP
I Scenes

» Bm Packages _OScene DragonEgg Enemy EnemyCTRL EnemyDragon EnergyShield

4. Tenepp, ecsiu BeIOpaTh 00beKT Enemy B okHe Hierarchy, To MOKHO yBUIETH, UTO B MHCIIEKTOPE 00BEKTA
(B mpaBoil yactu cpesipl pa3paboTku) A00aBUIICS KOMIIOHEHT C COOTBeTCTByIOIIMM HMeHeM Enemy Dragon
(Script). O6paTtuTe BHUMaHHE, YTO KOMIIOHEHT COAEPIKHUT IOJIA, JUII KOTOPBIX MBI CO3/1aId MEPEMEHHBIE HA
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sa3bIKe C#. 9TO 3HAYUT, UTO B JAJIbHEUIIIEM MbI CMOKEM U3MEHATh 3HAUEHUS IIEPEMEHHBIX MMPSIMO B 3TUX IOJIAX,
HaXOo7sACh B cpefie pa3padoTku Unity 6e3 JUITHEr0 0OpaleHus K Koy .
5. Bayrpu ckpunrt-daityia EnemyDragon.cs mo6aBpTe B Meroz, Update ciemyiomue CTPOKU KOJAAQ,
BbIJleJIEHHBIE JKUPHBIM HIPUPTOM:

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class EnemyDragon : MonoBehaviour
{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;
public float speed = 1f;
public float timeBetweenEggDrops = 1f;
public float leftRightDistance = 10f;
public float chanceDirections = 0.1f;
void Start()
{
)
void Update()
{
Vector3 pos = transform.position; //1
pos.x += speed * Time.deltaTime; //2
transform.position = pos; //3
¥
¥
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// End Code
Jlucmune dybaupyemcs Hudce 8 sude ckpurwoma u3 MS Visual Studio.

< > EnemyDragon.cs 0

No selection

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

{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;

1
2
3
4
5 public class EnemyDragon : MonoBehaviour
6
7
8
9 public float speed = 1f;

10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 10f;

12 public float chanceDirections = 0.1f;

13

14 void Start()

15 {

16 }

17

18 void Update()

19 {

20 Vector3 pos = transform.position; //1
21 pos.X += speed *x Time.deltaTime; //2
22 transform.position = pos; //3

23 }

24 }
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Kaxk1oMy 3aKOMMEHTHPOBAHHOMY HOMEPY COOTBETCTBYET CJIEAYIOIIEE:

- Vector3 pos — 2To JIOKaJIbHAsA IepeMeHHas JIJIs XpaHeHUs TeKYIU Mo3uIuu oobekTa (//1);

- X YBEJIUUMBAETCSA HA MPOU3BEJIEHHE CKOPOCTH U BpeMmeHHOro mHTepBasia Time.deltaTime (//2). Oto
BCTPOEHHAas IepeMeHHas1, KoTopasi OyZieT U3MeHTh CBOe 3HAUYEHHE MTPU Pa3HOU "yacToTe KajipoB. Ecii roBopuTh
IIPOCTHIMH CJIOBAaMH, TO OHA OTBEYAET 3a IUIABHOCTH UTPHI ITpH padHoM FPS;

- I3MEeHeHNe 3HaYeHHUsI POS 3aluchIBaeTcs oopaTHo B transform.position (//3).

6. Coxpanute creHapuii u Haxkmute Play B Unity. Tenepsr apakon (urpoBori o0bekT Enemy) mosmkeH
MeJIJIEHHO HauvaTh JBUTAThCA 10 SKpaHy. MOKeTe caMOCTOSITEILHO MOZI00paTh Takoe 3HaUeHue CKopocTu Speed
B OKHe Inspector, KoTopoe mokakeTcss BaM HarboJiee IOAXOIAIIIM.

7. UToOBI IpAaKOH He yJIeTasl 3a Kpail skpaHa cieayeT 1o6aButh B Meto, Update cTpoku Koza ¢ ycjIOBUEM,
IIPU HACTYIUIEHUU KOTOPOTO, HAITPaBJIEHHE IBKEHUA OyZIeT MEHATHCA:

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class EnemyDragon : MonoBehaviour

{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;
public float speed = 1f;
public float timeBetweenEggDrops = 1f;
public float leftRightDistance = 10f;
public float chanceDirections = 0.1f;
void Start()

{
¥
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void Update()

{
Vector3 pos = transform.position;
pos.x += speed * Time.deltaTime;
transform.position = pos;
if (pos.x < -leftRightDistance) //1

d
speed = Mathf.Abs(speed);
¥
else if (pos.x > leftRightDistance) //2
d
speed = -Mathf.Abs(speed);
¥
¥
¥
// End Code

Jlucmune dybaupyemeces Huxce 8 8ude ckpuHwoma u3 MS Visual Studio.
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< > EnemyDragon.cs

Q EnemyDragon » No selection

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class EnemyDragon : MonoBehaviour

[Header("Set in Inspector")]
public GameObject dragonEggPrefab;
public float speed = 1f;

public float timeBetweenEggDrops =
public float leftRightDistance = 10f;

1f;

public float chanceDirections = 0.1f;

void Start()

{
}

void Update()

{

Vector3 pos = transform.position;
pos.x += speed x Time.deltaTime;
transform.position = pos;

7

if (pos.x < -leftRightDistance) //1
{

}
else if (pos.x > leftRightDistance) //2

{

speed = Mathf.Abs(speed);

speed = -Mathf.Abs(speed);

}

\.
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KaxkioMy 3aKOMMEHTHPOBAHHOMY HOMEDPY COOTBETCTBYET CJIEAYIOIIEE:

- ecJiM 3HaUeHHEe POS.X OKazaysioch MeHbIe 3HadeHus leftRightDistance - mepemennass speed umeer
IIOJIOXKUTEIbHOE 3HaUeHue (JIBHKeHUe BIIpaBo) (//1);

- WHaYe ecJIM 3HAa4YeHHe PO0S.X OKasajoch Oosibliie 3HaueHus1 leftRightDistance - mepemenHout speed
IIPHCBanBaeTCsA OTPUIATEIbHOE 3HaUeHe (JIBUKeHHeE BJIeBo) (//2).

8. Coxpanure crieHapuii EnemyDragon.cs B Unity u HasxkmuTe Play. [IpoBepbTe KOPPEKTHOCTD JIBUIKEHUS
urpoporo obbekta Enemy, corjlacHO HamWCaHHOMY CcIleHapwio. Temeph OH JOJKEH MEHATh HaIlpaBJIeHUE
JIBIDKEHUS IIPU IPUOIMIKEHUH K KPasM SKpaHa.

9. s nobGaByieHHWs CiIydalHOTO W3MEHEHUs HampaBJIeHUs IlepeMEINeHUs] JIpaKoOHa, CO3JauTe IO
metozoMm Update() HoBbiii MeTon ¢ mmeHeM FixedUpdate(). FixedUpdate BbI3pIBaeTcs TOUHO 50 pa3 B CEKYHAY U
B oTsingue oT Update() He 3aBHUCHUT OT OBICTPOAENUCTBUA KOMIIbIOTEPA (2 TOUHEEe — OT YacTOTHhI KajipoB, FPS).

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class EnemyDragon : MonoBehaviour
{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;
public float speed = 1f;
public float timeBetweenEggDrops = 1f;
public float leftRightDistance = 10f;
public float chanceDirections = 0.1f;
void Start()
{
)
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void Update()
{
Vector3 pos = transform.position;
pos.x += speed * Time.deltaTime;
transform.position = pos;
if (pos.x < -leftRightDistance)
{
speed = Mathf.Abs(speed);
h
else if (pos.x > leftRightDistance)
{
speed = -Mathf.Abs(speed);
¥
¥
private void FixedUpdate()

{

if (Random.value < chanceDirections)

{

h
h
h
// End Code

Tax xax aucmuHe 0ocmamovHo OAUHHDBILL, MO 049 Yyoobcmea Ha CKPUHULIOMeE NPUBOJUMCS AU €20 HUNCHSSA
yacmo, 8KA0OUAN Yiice co30aHHblil paHee memod Update u Hoswiil memod FixedUpdate.

speed *= -1;
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< > EnemyDragon.cs o]

¢ EnemyDragon » No selection

17

18 void Update()

19 {

20 Vector3 pos = transform.position;

21 pos.x += speed x Time.deltaTime;

22 transform.position = pos;

23

24 if (pos.x < -leftRightDistance)

25 {

26 speed = Mathf.Abs(speed);

27 b

28 else if (pos.x > leftRightDistance)
29 {

30 speed = -Mathf.Abs(speed);

31 b

32 }

33 { N
34 private void FixedUpdate()

35 {

36 if (Random.value < chanceDirections)
37 {

38 speed *x= -1;

39 }

40 }

41} S g

10. IlompoOy¥iTe €aMOCTOATEIBHO IO3KCIIEPUMEHTHPOBATh CO 3HAUEHHEM II€DEMEHHBIX CO37/[aHHOTO
ckpunT-daiiyia B OkHe WHCIIeKTopa. Hampumep, mogbepuTte Hanbosiee MOAXOISINEe Ha Balll B3IVIAJ 3HAUYEHHE
nmepeMeHHOll chanceDirections TakuMm o0pasoM, 4uToObI 00BeKT Enemy ciaydaiiHO MeHsI HallpaBJIEHHE B
cpenHeM 1 pas B cekyHAy. [logoOparh moaxosinee 3HaUeHHe moMozkeT ¢opmysaa: 50 Bei3oBoB FixedUpdate B
CEKYH/Ty * BEPOATHOCTh = Cpe/lHee YMCJIO cpabaThIBAaHUM B ceKyHAy. HallOMHUM, 4TO MOAOUPATH IOAXOISIINE


https://bigdigital-gamelab.ru

powered by Denisov D.V. |

BigDigital game development lab |

bigdigital-gamelab.ru |

3HaUEHUs MOXKHO B oKkHe Inspector (cpa3y nmocsie coxpaHeHus ckpuita). MHe, HallpuMep, IToKa3aauch Hanboiee
IIOAXOAAIIMMUA CJIEAYIOIINE SHAYEHUA IIEPEMEHHBIX CKle’IT-(I)&fIJ’I&:
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Sat 19 Mar 09:47

© Inspector
ﬁv v Enemy | Staticv
Tag Untagged v  Layer Default v
Prefab Open | Select Overrides v
» ). Transform @ +
» » v Animator @ i+
v # v Enemy Dragon (Script) 0 + :
Script # EnemyDragon ®
Set in Inspector
Dragon Egg Prefab None (Game Object) ®

Speed 4
Time Between Egg Drops 2
Left Right Distance 10
Chance Directions

Add Component
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11. 3amyctute urpy, HakaB Run. IIpoBepbTe KOppEKTHOCTHh cpabaThIBaHUSA BEPOSTHOCTU U3MEHEHUS
HallpaBJIeHUs ABUKEHUA JpakoHa Enemy.

12. Jlasmee mbl peanusyeMm cbpackiBanue o0bekToB DragonEgg m3 npakona Enemy. [Ija sToro BbIOEpUTE
urpopoii o0bekT Enemy um B oOkHe Inspector HaiauTe mosie A AobaBieHus mpedaba (mepeMeHHaAs
-DragonEgg.prefab), u qo6aBbre B Hero npedab urpooro ob6bekta DragonEgg. 9To MOXKHO czie1aTh TakkKe, Kak
MBI 3TO JIeJIAIU paHee - IepeTaCKuBaHuEeM, JTU00 Ha)KaB MHUIIIEHb U BRIOPATh HY>KHBIU U3 JOCTYITHBIX ITpedaboB:

omponent  Window Help @ 3 [@rc @ ~ @@ Q & @ Sat19Mar 09:50

- u Account ¥ | |Layers ¥ || Layout

AssetStore  @®Game > Animator i | @ Inspector | 3 i

19 Aspect v | Scale @ 1x Maximize On Play | Mute Audio | Stats | Gizmos | v

.” v| Enemy ~ Staticv
- Tag Untagged v | Layer Default v

Prefab Open \ Select Overrides v

» /. Transform e
» » v Animator e
v # v Enemy Dragon (Script) e

Script EnemyDragon ©

Set in Inspector

Dragon Egg Prefab ¥ DragonEgg ®©
Speed 4

Time Between Egg Drops 2 /

Left Right Distance

[ 4
Chance Directions Oy

/dd Component

a i
a &[] & [®0

DragonEgg EnemyCTRL EnemyDragon EnergyShield

13. ITocme Toro kak mpedab DragonEgg moakiroueH, 700aBUM HeOOXOJHMMBbIE CTPOKU KOJia JJIsl HUX
reHepanuu Ha creHe. /[yig1 3Toro B ckpunrt-daijie HaM HY»KHO co371aTh HOBBINM Metoji DropEgg() u xomaHmy
BBI30Ba 5TOr0 MeTozia BHyTpu Meroza Start(). Meron DropEgg OyzeT co3/iaBaTh 9K3eMIUIAP PAKOHBETO AWIA
DragonEgg B Touke HaxOxk[eHUs ApakoHa Enemy. M3 wmeroma Start Oyzmer 3amyckaThCsi TeHepamus
00beKTa- U0 Yepe3 3aJITaHHOE KOJIMYECTBO CEKYH/T:
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// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class EnemyDragon : MonoBehaviour
{
[Header("Set in Inspector")]
public GameObject dragonEggPrefab;
public float speed = 1f;
public float timeBetweenEggDrops = 1f;
public float leftRightDistance = 10f;
public float chanceDirections = 0.1f;
void Start()
{
Invoke("DropEgg", 2f); // 1
h
void DropEgg() // 2
{
Vector3 myVector = new
Vector3(o.of, 5.0f, 0.0f);
GameObject egg =
Instantiate<GameObject>(dragonEggPrefab);
egg.transform.position =
transform.position + myVector;
Invoke("DropEgg", timeBetweenEggDrops);
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void Update()

{
Vector3 pos = transform.position;
pos.x += speed * Time.deltaTime;
transform.position = pos;
if (pos.x < -leftRightDistance)

{
speed = Mathf.Abs(speed);
¥

else if (pos.x > leftRightDistance)
{

¥
)
private void FixedUpdate()
{

if (Random.value < chanceDirections)

{

¥
¥

h
// End Code

Ha ckpuHwome aucmuHaa NoOKasaHsvl nepevle CMPOKU, 8KAOUAOWUE HOBble KOMAHObL 8HYMpu memooos
Start() u DropEgg().

Taxxke s1 ObI XOTeJI O6paTI/ITb BaIlle BHHMMAHHUE Ha cneny}omm‘/’l MOMEHT: CJIMIIKOM AJIMHHBIE CTPOKH KO/4 B
JIUCTUHTE BBIIIEe ObLIN pa36HTbI Ha HECKOJIBKO CTPOK (CZ[e.TIaHO ITO OJIA obecrieueHus Tpe6OBaHHﬁ BEPCTKU

speed = -Mathf.Abs(speed);

speed *= -1;
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IeYaTHOTO U3AaHus). ATa 0COOeHHOCTh fA3bika C#, KOTOPYIO BaM MoJjie3HO OyzeT 3HaTh. B sa3bike C# HeT
TpebOBaHUU K TOMY, YTOOBI OIIEPAaTOPHI PACHOIarajvuch B OTHOU cTpoke. IIpobesibl 1 CUMBOJIBI IIEPEHOCA CTPOKU
UTHOPUPYIOTCS KOMITUJITOPOM, TIO3TOMY MBI U MOKeM ceO€e MO3BOJITUTh IEPEHOC CTPOK. B CKPUHIIIOTHI JIUCTUHTA
HUKE MbI IPUBOJIUM ITPOTPAMMHBIN KO7| 6€3 mepeHoca CTPOK.

< > EnemyDragon.cs o

©® EnemyDragon » ([ Update()

1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class EnemyDragon : MonoBehaviour
6 {
7 [Header("Set in Inspector")]
8 public GameObject dragonEggPrefab;
9 public float speed = 1f;
10 public float timeBetweenEggDrops = 1f;
11 public float leftRightDistance = 10f;
12 public float chanceDirections = 0.1f;
13
14 (void Start()
15 {
16 Invoke("DropEgg", 2f); // 1 1
17 Y
18
' )
19 void DropEgg() // 2
20 {
21 Vector3 myVector = new Vector3(0.0f, 5.0f, 0.0f);
22 GameObject egg = Instantiate< >(dragonEggPrefab) ; :Z
23 egg.transform.position = transform.position + myVector;
24 Invoke("DropEgg", timeBetweenEggDrops);
25 \} J
26
27 void Update()
28 {

- ¢yskmusa Invoke B mertozme Start() Bblmie BbI3bIBaeT (PYHKIWIO, 33IaHHYI0 MMEHEM Uepe3 yKa3aHHOe
YHUCJIO CeKyHH. B ymaHHOM ciyuae - BoisbiBaercs: ¢pyHknusa DropEgg(), ¢ mapamerpom 2f, T.e. ¢ oxkumanuem 2
CEKYH/IbI TIepe/i KaKJbIM HOBBIM BBI30BOM. Takum 00pa3oM, MBI MOXKEM YCTAaHOBUTH HauboJsiee MOAXO/IAIINe
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3HAUEHUA I YaCTOTHI TeHepalnu OOBeKTOB. MOKeTe caMOCTOATEIBHO IOA00paTh HamboJiee IMOAXOzsIee
3HAUYEHUE.

- ¢pyukmusa DropEgg() cozpaer skzemmisap GameObject ¢ mmenem dragonEggPrefab u mpucauBaer ero
riepeMeHHOU egg. /lajsiee n3MeHseTCs MMOJIOKeHNe egg, v GYyHKITHUA BbI3BIBAET caMy cebsi CHOBA Uyepe3 WHTEPBAJIbI
BpeMeHH, paBHbIe timeBetweenEggDrops.

14. Teneppb ecau HakaTh KHOMNKY Play, To ABMKyIIUUCA MO SKpaHy APakoH OyJieT cOpachIiBaTh APaKOHbE
SIUIT0 Yepe3 paBHbIE HHTEPBAJIbI BpEMEHH.

3.2 Ckpunrt-daitn DragonEgg

B aTOM pasjiesie MBI ommuIeM paboTy IpaKOHbeTo Aita. [lepes TeM Kak OTKPHITh (AUl CO CIIeHAPUSIMH U
IEpENTH K MPOrpaMMHPOBAaHUIO, JaBauWTe HECKOJbKO M3MeHHM O(OpMJIeHHWe Hallled ClleHbl. B uJacTHOCTH,
7100aBUM HECKOJIBKO HUTPOBBIX OOBEKTOB U 3JIEMEHTOB BHU3YaJIbHOTO odopMmiieHUsA. MbI ¢ciejlaeM 3TO JIJIs TOTO,
yTOOBI HaM cTayIo OoJiee HATJISAAHO paboTaTh, K TOMY K€ B 3TOM pasziesie Mbl 100aBuM criendddeKThI, a paboTaTh
C HIUMHU KOHEYHO ke 3P PEKTUBHEMN, KOT/Ia MOKHO BU3YAJILHO OIIEHUTH UX padoTy.

1. JlomoJIHUTEIbHBIE BU3yaJsibHble 3(G@PEKTHI MBI BO3bMEM H3 yKe 3HakKoMoro Asset Store. 3aiiaurte B
assetstore.unity.com u HCITOJIB3Ys CTPOKY IorcKa HauuTe Asset ¢ umenem Fire & Spell Effects. /lo6aBbTe ero B
CBOU MPOMIIIH U BEPHUTECH B cpety pasdpaborku Unity.
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B Fire & Spell Effects

—=mn @ Digital Ruby (Jeff Johns..
el %k kkk 5|75 Reviews

RN FREE
®s @

. ‘ © 248 views in the past week

Open in Unity ‘ <@

0 yahyabarroh
%% % %% 4 months ago

Awesome asset

very useful and so handy thanks .
thank you for provide .

Read more reviews

@ License agreement Standard Unity Asset Store EULA

License type Extension Asset

ST T T T R &
Latest version 103

° Latest release date Jul 28, 2018

2. B cpene paspaborku Unity orkpoiite Window - Package Manager, B criricke Package: My Assets HaluTe
nobasyienHbIN acceT ¢ umeHeM Fire & Spell Effects (ecsiu BbI ero He BuiTE BOZMOKHO ITOTpeOyeTcss 0OHOBUTH
ciucok, HaxkMuTe Refresh List B HukHel yactu okHa Package Manager). /lasmee Haxkmute Download u mocite
aToro — Import (1 B HOBOM BCILIBIBAIOIIEM OKHE ellle pa3d Import). OnrcanHas mocjief0BaTeIbHOCTD JIENCTBUN
n300pakeHa Ha CKPUHIIIOTE HIUKE:
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@& Unity File

cee@

= Hierarchy
+v (oAl
v & _OScene*

» W9 Enemy

W7 EnergyShield » Autumn Mountain

B Project | B CM » Free 2D Adventu%ch Background

+v
v /- Favorites
O, All Materials
O, All Models

2 - EIEEIE]

~ = Package Manager
) Main Camera + - | Packages: My Assets v | Sort: Name & v
P Directional Li

Edit Assets GameObject Component

» Adventure/Exploration Music Pack

> Bolt

» Bolt Kit: First Person for Unity

Window
Minimize
Zoom

Help

> | bl

Bring All to Front

Panels >

Layouts > i o o
Collaborate | Effects
Plastic SCM Johnson)

" uly 28, 2018

o Store . Publisher Website - Publisher Support

» Bolt Kit: Platformer Tutorial Assets

Package Manager

» Bolt Kit: Third Person for Ui
> conifersBotD] A

» Dragon for Boss M

Fire & Spell Effects

> Free Orchestral MusicN

» GitHub for Unity N

» Grass And Flowers Pack 1 \

Asset Mana

gement >

TextMeshPro >

General
Rendering
Animation
Audio
Sequencing
Analysis

Al

Ul Toolkit

v VvV vV V VvV Vv v

Purchased Date

O, All Prefabs
> Grass Flowers Pack Free 1.0 L
vimA
» Bm FourEvilDragonsHF 16 of 29 Loa
= Scenes

> Im Packages

August 04,2021

%Iease Details

Iruby.com/download/temp/PyroParticles)
effects that will ignite your inner pyro, and that of your

[deos on Asset Store

Supported Unity Versions

mber of files: 100) 5.6.5 or higher

Last update Mar 20, 14:00

C|™

’ Import

Re-Download
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3. ITocsie Toro kak UMIIOPT OyAeT 3aBeplleH, B OkHe Project, B mamke Assets/PyroParticles mosiButcs
m06aBIEHHBIN HAO0P TeKCTyp U 3¢ PEKTOB.
4. anee mbl 106aBUM ILUTOCKOCTh Plane, kotopast Oy/ieT UrpaTh poJib HOBEPXHOCTH 3eMJIU. TaKKe MBI
odopMHM ee B BHJIE PaCKaJI€HHOU JIaBbl, IMa/iasg Ha KOTOPYIO U0 PaKoHa OyayT B3pbIBaThCA. UTOOBI 106aBUTH

IUIOCKOCTh Ha CIIEHY, B BepxHeM MeHIo Bbioepute Windows - GameObject — Plane.

5. Ilepenmenyiite 00bekT Plane B Ground. YcraHoBuTe ciieaylomiye pa3sMephbl M MHOJOKEHUE O0BEeKTa

Ground:

- Position: 0, -8, 0;
- Rotation: 0, 0, 0;
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- Scale: 5, 5, 5;

6. Taxke uaMeHuM BusyasibHOe odopmieHue snemeHTa Ground. B oxne Inspector (B mpaBoii yacTw)
pasBepHuTe KoMIoHeHT Mesh Renderer (), HakMuTe Ha “MuIlleHb” W U3 MOSBUBIIETOCS MeHIO Select Material
BbIOepuTe Matepuas FireParticleMeteorMaterial.

@ T © 3 @Brc @ = @ Q & ® Sun20Mar 14:13

][ & |[sccomnt < |[Layers < [[Layour -

O Inspector

aximize On Play | Mute Audio | Stats Gizmos | v @ N Ground M Static >
® © Select Material o Tag Untagged v Layer Default v
Q
I . Transform
Assetsl Scene & —  #10 =
Q FireParticleFirebalisheetMaterial || oSO
It T ri
ireParticleFireballSheetMateria B ftion

Q FireParticleFlame3SheetMaterial
Q FireParticleFlameL ickSheetMaterial Scale
@ FireParticleFlameSheetMaterial

. =
Q FireParticleGlowMaterial > B _ Hers (L P ® =
@ FireParticleMeteor2Material v 5 v Mesh Renderer e 3
@ FireParticleMeteor3Material B Materials 1
®) FirePa eMeteorMateria = Element0 Q FireParticleMeteorMaterial ®
@ FireParticleSingleMaterial
@ FireParticleSoftMaterial
@ FireParticleSparkMaterial » Probes
O FireParticleSparkSheetMaterial b Additional Settings
Q GreenHP
O GreanHP Il » B v Mesh Collider e 3 i
' :,:;etz?i;tlicleMeteorMaterial Fire Particle Meteor Material (Material) @
Assets/PyroParticles/Prefab; Shader | Standard v  Edit...

>

Add Component
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7. B KauecTBe aJIbTePHATHBHOIO BapHaHTa HAJIOXKEHUSA TEKCTyPhl Ha OOBEKT, MOXKETEe HAUTH HYKHYIO
TEKCTYPY B MaIlKe CKaYaHHOTO acceT-Iaka u neperamuth FireParticleMeteorMaterial B 11oste BpibOpa MaTepuaia,
HanpoTuB Haamnucu Element o.

8. TekcTyphl U3 CKAUYaHHOTO acceT-Iaka MOKHO HCIIOJIb30BaTh U JJIsI IPYTuX 00beKTOB. Hampumep, BMecTo
CO3/IAaHHOTO BPYYHYIO MaTepuasia JipakoHbero sAiumna Mat_Egg, MOXKHO TakKe HCII0JIb30BaTh TOTOBYIO TEKCTYPY
u3 Asset Store. /[y aToro Beibepute mpedad DragonEgg n3 namku Scenes 1 BHyTpu kKommnoHeHTa MeshRenderer
BBIOEpUTE MOIXO/IAIIYIO TEKCTYPY, HanipuMep FireParticleMeteor2Material:

» ). Transform @
T e Material » B Sphere (Mesh Filter) o 3
a ] v B8 v| Mesh Renderer o I+
Q
V¥ Materials
Assets o— #&10
5‘6"‘;“;""“‘:;' ~ — Element 0 Q FireParticleMeteor2Material ®
i arkBlue
" @ FireParticalSmokeMaterial
" @ FireParticleFireballSheetMaterial » Lighting
8 FireParticleFlame3SheetMaterial » Probes
FireParticleFlameLickSheetMaterial - .
> Addit | Sett
 FireParticleFlameSheetMaterial S
S > S (2 s
e : v &  Rigidbody 9
Q FireParticleMeteordMaterial ace 1 v
Q FireParticleMeteorMaterial DragonEgg i
 FireParticleMeteorSheetMaterial
Q FireParticleSingleMaterial
Q FireParticleSoftMaterial
Q FireParticleSparkMaterial .
i Y PO P S I SO P . ¥ T D S |
FireParticleMeteor2Material
Material
¥ Assets/PyroParticles/Prefab; o
| /| AssetBundle None ¥ | None v

9. Tereps MOXKeTe 3aIyCTUTH CIIEHY U MPOBEPUTH €€ paboTy. Eciiu Bbl BHIIOJHUIN BCE IIYHKTHI BHIIIIE, TO
CIleHa JIOJDKHO BBITVIAJZIETH TAK, KaK M300paKeHO Ha PUCYHKE HIKE:
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10. Pagom co ckpunrt-daitsiom EnemyDragon cospmaiite HOBBIN crieHapuil (kiuk IIKM — Create — C#
Script) m HazoButre ero DragonEgg.cs. Iloxmrmounte creHapuii DragonEgg.cs kK HIpoBoMy OOBEKTY
DragonEgg.prefab. 9ToT urpoBoii 00beKT ApaKkOH cOpachIBaeT uepe3 paBHble BpeMeHHble NHTEpPBabl. [lanee B
CKpHUNT-(aiiyl MbI I00ABUM CJIeIyIOIIUN GYyHKITNOHA:

- Ilpu cronkHOBeHUM C ITOCKOCThIO Ground mbl co3zaauM 3¢ @eKT B3pbIBa SIUIA. A UMEHHO, Oyzer
3amyckatbcsl Particle System — 5TO KOMIIOHEHT, KOTOPBIM MOKET UMUTHPOBATh T'€HEPAIUI0 YaCTHUI] PA3HOTO
BH7Ia (MCIIOJIB3YeTCsA IIPH J00aBIeHUH B3PBIBOB, 3¢ GEKTOB IbIMa, MOJTHHUH, TYMaHa | T. /1.). B Halrem cydae MbI
OyzeM ucIoJib30BaTh Particle System a1 uMuTanuu B3phiBa.

- 'enepupyembie 06beKkTHI DragonEgg Bce BpeMsi CyIIecTBYIOT Ha clieHe mocie co3zanus. Co BpeMeHeM uX
KOJIMUECTBO Oy/IET yBEJIMUYUBATHCS, ITIOATOMY Oy/eT IpaBUIbHEE yAAIATh 00beKThl DragonEgg mocie Toro, Kak
OHHU Oy/IyT YXOAUTH 32 IIPEIEIbI CIIEHHI.

11. Hactpoliky Bu3yasibHBIX 3(pPEKTOB Mbl MOKEM pa3/ie/IUTh Ha J[Ba STamna:
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- HallMCcaHUe Koja B ckpumT-gauna B DragonEgg.cs;

- HacTpolika cBoricT Particle System, B okae Inspector asriementa DragonEgg.prefab.

12. [Ipuctynum k HamucaHuioo Koja. /s atoro gobaBbTe B ckpunT-daiin DragonEgg.cs ciemyromue
CTPOKM KOZa:

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class DragonEgg : MonoBehaviour
{
public static float bottomY = -30f;
void Start()
{
h
private void OnTriggerEnter(Collider other)
{
ParticleSystem ps = GetComponent<ParticleSystem>();
var em = ps.emission,;
em.enabled = true;
Renderer rend;
rend = GetComponent<Renderer>();
rend.enabled = false;

¥
void Update()

{

if (transform.position.y < bottomY)
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{

¥
¥

h
// End Code

Kax u paHee, CKpuUHWOmM AuCmuHea noxKalicem Hudxce.

Destroy(this.gameObject);
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< 2 EnemyDragon.cs © ' DragonEgg.cs e}
No selection
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

{

1

2

3

4

5 public class DragonEgg : MonoBehaviour
6

7 public static float bottomY = -30f;
8

9

void Start()

10 {

11 }

12

13 private void OnTriggerEnter(Collider other)
14 {

15 ParticleSystem ps = GetComponent<ParticleSystem>();
16 var em = ps.emission;

17 em.enabled = true;

18

19 Renderer rend;

20 rend = GetComponent<Renderer>();

21 rend.enabled = false;

22 }

23

24 void Update()

25 {

26 if (transform.position.y < bottomY)
27 {

28 Destroy(this.gameObject);

29 }

30 }

31 b

B ckpunt (aityie ocHOBHOE (PYHKITMOHATbHBIE OJIOKH BBITIOJHAIOT CJIEAYIOITHE JIEHCTBUS
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- co3paercsa mepeMeHHas bottomY, koropas Oyzer ykasbhIiBaThb, Ha KaKOM PACCTOSIHUHM Y HY}KHO Oyzer
yaansaTh 00beKThl DragonEgg.

- ITo nazBauwmtio meroza OnTriggerEnter (Collision Other) Mo:XHO OHSITH, YTO OH HaUMHAEeT paboTy, KoT/ia
MIPOUCXOJUT TepeceueHre ¢ OOBEKTOM, KOTOpPbIM paboraer kak Trigger. B Hamem ciaydae Takum
00BEKTOM-TPUTTEPOM OyAeT BbICTymaTh IUTockocTh Plane. Ilpu cpabaTbiBaHWM TpUITepa 3alrycKaeTcs
npourpeiBanue Particle System (em.enabled = true), u stitiio cranoButcst HeBuAUMBIM (rend.enabled = false).

- BHyTpHu MeToa Update nmpoucxoaut yanmurokenne oobekta DragonEgg (Destroy(this.gameObject)), eciu
SIAIO0 T1a/laeT HUKe YpoBHSA -10f. TO mo3BoJisieT n30eKaTh HAKOIUIEHUS HEHYKHBIX OOBEKTOB 3a IpeJielaMu
HUTPOBOMH CIIEHBI.

13. Coxpanute crenapuii DragonEgg.cs u nmoaksmounte ero k mpedaby (mmabsony) DragonEgg.prefab B
nmaHesi Project. /1151 3TOTO BBI MOXKETe MPOCTO IepeTtaruTh dai DragonEgg.cs Ha mpedab DragonEgg.prefab:
W & Console

+ -

v Favorites Assets > Scenes
O, All Materials

O, All Models
O, All Prefabs

v [ Assets
» Bm FourEvilDragonsHP
» Im PyroParticles
Im Scenes _0Scene
» Im Packages

DragonEgg DragonEgg

EnergyShield Flyldle 1 Mat_Egg
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14. Ilocne 3TOrO MOXKHO YyOeIUThCS, UTO B OKHE HHCHEKTOpa Inspector mosABUTCA KOMIIOHEHT C
MIOAKJIF0YEeHHBIM Script-daiimom.

15. asnee mbl go6aBuM 3ddeEKT B3phIBa B MOMEHT Ia/IEHUSA HA 3eMJIIO JIPAKOHBEro sAina. /s s3Toro B
nanke Assets/Scenes Hy:kHO BbIOpaTh npedadb DragonEgg.prefab u B okae Inspector 06aBUTH eMy KOMIIOHEHT
(Add component) Particle System:

> Probes
» Additional Settings

S
= ‘ & ‘ e x |Q10 » € v Sphere Collider
» &  Rigidbody

Fire P @
‘ («par )
h > Shader Search v || Edit...
q 1 1 S Parent Constraint T EEEEEEE—
| Particle System

L
Enemy EnemyCTRL EnemyDragon EnergyShield ‘ &3 Particle System Force Field

kg New script

DragonEgg

Mat_shield

AssetBundle

16. Tenepp HacTpoum 00BeKT Ground, uToOBI OH paboTay B KauecTBe Tpurrepa. CaeiaThb 3TO MOXKHO
JIOCTAaTOYHO IpocTo, B okHe Hierarchy Bribepute 06bekT Ground u mocsie 3Toro B okHe Inspector rmocraBbTe /1Be
rasouku B komrmioHeHTe Mesh Collider - Convex, Is Trigger:
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Mon 21 Mar 09:10

5 )| @ [ sccout ~[[Layers ~ | [Layour +

© Inspector
@ v Ground | Staticv
" Tag Untagged v Layer Default v
» ). Transform @ + :
» B Plane (Mesh Filter) @ i+
» B v MeshRenderer @ i+ :
v B v Mesh Collider 0 i+ :

Convex
Is Trigger

Cooking Options Mixed... v
Material None (Physic Material) ®
Mesh B Plane ®
0 Fire Particle Meteor Material (Material) 7 JirLa
Shader Standard v  Edit...

>
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17. Yb6enuTech, 9YTO MPU HAKATUHU KHOINKU Play urpoBbie 00bekThl DragonEgg jieTsiT BHU3 ¢ TeHepanuen
anemeHTOB Particle System u umcuesaroT u3 mepapxuu 0OBEKTOB IOCJIE TOTO, KaK JOCTUTHYT HHKHEro Kpas
(3a1aHHOTO YPOBHA B JINCTUHTE BHIIIIE -30).

18. B manHBII MOMeEHT BH7, 371eMeHTOB Particle System He HacTpoeH, MO3TOMY OHU OTOOPa’KalOTCs B BUJIE
CTaHJAAPTHBIX (GUOJIETOBBIX YACTHUII, BhIETAIOIINX U3 00beKkTa DragonEgg.

19. NIamennMm Hactpoiiku Particle System, 4yToObI OHM WMeJIM BHENIHWIN BHJ, MOXOXKUU HA B3PBIB. [l
aToro BbiOepuTe seMeHT DragonEgg, B okHe Inspector pazBepuuTe koMmoHeHT Particle System. OH cozep:xut
60JIBIIIOE KOJTUYECTBO JIOMIOJTHUTEIbHBIX HACTPOEK, HUKE BbIJIeJIEHbI OCHOBHBIE, HA KOTOPBIE CJIe/IyeT 00paTUTh
BHUMaHUe. HacTpoliTe KOMIIOHEHT TaK, KaK IIOKA3aHO HA PUCYHKE HUKE:



https://bigdigital-gamelab.ru

Mon 21 Mar 09:30

5 ) @ [ rcooun ~[[iayers ~J[Loyou ]

i | O Inspector =) 5
)n Play | Mute Audio | Stats Gizmos |~ | » &  Rigidbody @+ i
vy Particle System e 3
Open Editor...
DragonEgg
*
Duration 5
Looping [ ]
Prewarm
Start Delay 0.2 v
Start Lifetime 0.4 v
Start Speed 0 v
= = . 3D Start Size [ ]
- Start Size 40 v
Start Rotation 0 v
Flip Rotation 0
Start Color v
Gravity Modifier 0 v
Simulation Space Local v
- Simulation Speed 1
Delta Time Scaled v
Scaling Mode Local v
Play On Awake* ]
Emitter Velocity Transform v
Max Particles 1000
Auto Random Seed [ ]
Random Seed 0 Reseed
Stop Action None v
Culling Mode Automatic v
Ring Buffer Mode Disabled v
~ Emission
EnemyDragon EnergyShield 20 hé
DragonEgg g
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20. Tam ke B Hacrpoukax Particle System mocraBbTe rajouky Bo3jie cBoiicTBa Emission u BBemure

rapaMeTpbl, TIOKa3aHHble Ha PUCYHKe HIKe (YTOOBI /100aBUTH HOBYIO JIMHUIO C IapaMeTpaMU “BCILJIECKOB”
HaxMure “+7).

R R R R L 1T R

+ Emission

Rate over Time 20 v
Rate over Distance 0 v

Bursts

Time Count Cycles Interval Probability
0.000 1 v 1 v 0.010 1.00

-+

v Shape
Velocity over Lifetime

21. Terneppr cHUMUTE TaJI04YKy ¢ Emission, 4TOObI 37IeMEHT CTaJl HE aKTUBHBIM. JTO JieJaeTcA JJis TOro,
YyTOOBI IPHU 3aIlyCKe CIIEHBI 3TOT ITapaMeTp ObLI BBIKJIIOUEH U 00bEKT He uairydas Particles ¢ addekramu B3pbiBa
cpasy mocJjie MOsBJIEHUs Ha clieHe (OH JIOJDKEH HauMHATh PaboTaTh TOJIBKO MOCJie cpabaThIBAaHUA TPUTTEPA, T. €.
KacaHUsA 3eMJIN).

22. [locraBbTe Tasmouky HampoTuB “Size over Lifetime”, u BbIOepuTe BHUJI KPHUBOM, KOTOpas PacTeT OT
MHHHMYyMa CJIEBA JI0 MaKCUMyMa CIIpaBa. JTa KpHUBasi 0O3HauvaeT, uTo 3jeMeHT Particle OyzieT pacmpocTpaHsThCs
OT IIEHTPa B pa3HblE CTOPOHBI, KaK 5TO IPOUCXOAUT BO BpeMs B3pbIBa. Ecim obpaTuTe BHUMAHUE, YTO
CYIIIECTBYeT HECKOJIbKO THIIOBBIX BHJ/IOB KPHUBBIX, KOTOPBIE IIO3BOJISAIOT CO3/IaBaTh COBEPIIEHHO pa3HbIE
2P eKTHI.
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23. [TocienHui 2y1eMEHT, ¢ KOTOPHIM MbI mopabotaeMm BHyTpu Particle System — 310 Renderer, B HeM
Ha3HAYaeTCsA TEKCTypa YacTHIbl, KOTOpas TeHepupyeTcs IpU 3amycke. PasBepHuTe cBoiicTBO Renderer,
BhIOEPUTE B KauecTBe TEeKCTyphl Marepuan ¢ HasBaHueM FireParticleSingleMaterial, sTa Tekcrypa Takske
HaXOJIUTCS B CKAUAHHOM acceT-Take B mamnke PyroParticles. Takke yctanoBuTe 3HaueHue Min Particle Size — o u
Max Particle Size — 1.
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Billboard v

o FireParticleSingleMaterial
None

No Masking

24. Ternepb BBl MOKeTe 3alyCTUTh CI€Hy W IPOBEPUTH, UTO HPU CTOJKHOBEHHU JPAKOHBETO SHIA C
IIOCKOCTBIO 3eMJIH, co3zmaeTca 3ddexT B3pbiBa. Ho ecii OBITh TOYHBIM, TO Ha CAMOM /Jejie IPOHCXOJHUT
cyIeyIoIIee:

- IIpU CTOJIKHOBeHUHM 00BbekTa DragonEgg ¢ Ground cpabaThIBaeT TPUITEP, ITOCIE 3TOTO SUIO IEPECTAET
otobpaskaTbes (rend.enabled = false);

- 3amryckaeTcs pabota Particle System, numeroreit BusyairbHoe opopMmiieHre B3pbiBa (em.enabled = true);

- 00bekT DragonEgg yHumuTOXKaeTCs Ipu MaJIeHUu U HUKe YPOBHA y = -30f.
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Takum o0Opa3oM, B MyHKTe 3.2 Mbl IPOJAEJIANHN JOCTATOUYHO OOJIbIIyI0 paboTy, YJIYYIIUB BU3yaJTbHOE
obopmiieHne Hallel UTpoBOH cleHbl. Taxke Mbl Hamucanu ¢yHKIHoHan obbekTta DragonEgg, Hayumimch
co3/1aBath 5 GEKT B3PhIBA, CKPHIBATH U YIAIATH O0BEKTHI IPU HACTYIIEHUH PA3TUIHBIX COOBITHH.

3.3 Ckpunr-daiin DragonPicker

[IpakTHuecKku BO BCEX UTPAX CYIIECTBYET CIleHAPHU, KOTOPBIN YIIpPaBJIsieT Urpoi B 1esioM. OH oTBedaeT 3a
3aMycK U Iepe3amyCK CIleHbl, COXpaHsAeT JOCTUKEHUs W yIpaBiisieT 3arpy3Koul W T. 1. B Hamem mpumepe Mbl
CO3/IaIUM TaKOU CIleHapuil, oH OyzaeT HasbiBaThcsi DragonPicker.cs. IToaxiriouars clieHapuu, yIpapsIOIe
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UTPOM, celyeT K TeM 00beKTaM, KOTOPble TapaHTUPOBAHHO ITPUCYTCTBYIOT B JIFOOOH ClieHe, HAaIIpUMep K 00BEKTY
Main Camera. /laBaiiTe 5TO ceIaeM.
1. Cospmatite crenapuii DragonPicker.cs m mogxiatounTe ero (MOXKHO Tak ke, KaK W paHee -
repeTacKkuBaHueM) K asieMeHTy Main Camera B okHe Hierarchy:

21 % iy AB L Q = 0 ar 09:56
G || @ || Account v | |Layers ¥ || Layout v
© Inspector
Sliis b | @ v Main Camera  Staticv
- ag MainCamera v Layer Default v
» ). Transform @ i !
> Bt v Camera 2 LA
O e 0 i :
v | # 2 LA
Scrip DragonPicker ®

Add Component

2. [ToMmuMoO ymIpaBjIeHUs UTPOM 3TOT ClieHApUH OyAeT co3maBarh Tpu sk3eMIuisipa EnergyShield - o6bexra,
KOTOPBIA OyZleT JIOBUTH JIETAIWE BHU3 sUIA JIDAKOHA. YCJIOBHO UTPOK OyJIeT yIpaBjATh SHEPTeTHYECKUMU
mapamu EnergyShield, koTtopsle B TO ke Bpems OyIyT CHMBOJHU3UPOBATh KOJIMYECTBO >KU3HEH. /[0 3TOTO
MoMmeHTa 00bekT EnergyShield cratuuno Bucen Ha creHe. Cosmarite u3 Hero mpedab, meperanuB U3 OKHA
Hierarchy B manky Assets/Scenes k apyrum npedgabam. Tak kak EnergyShield Teneps Oymer reHeprupoBaThes ¢
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IIOMOIIBI0 CKPUIIT-daiijia, TO Mbl MOXKEM yIAJIUTh CTATUUYHBINA 0OBEKT, KOTOPBIN BHCEJ BCE 3TO BPEMS CTATUIHO

Ha crieHe. Haiiure EnergyShield B mepapxuu 00beKTOB U yZaIUTE €0 CO CII€HBI:
@ \Unity File FEdit Assets GameObject Component Window Help

. &
K2 - FIEEEIES

‘= Hierarchy # Scene

+ v (oAl Shaded v
v & _0Scene*

P Main Camera

) Directional Light

» §g Enemy

Y | W v |Gizmos | ~

3. [lasiee oTKpoiiTe HEAABHO CO3/IAHHBIN cKpUNT-daiy1 ¢ umeHem DragonPicker. Hammumure Koz, KOTOPBIi
OyzmeT co3maBaTh TpU sK3eMIUIsapa mabsona EnergyShield, pacrionarast ux Ha skxpaHe BHYTPH ZIpYT ApyTa.

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class DragonPicker : MonoBehaviour
{
public GameObject energyShieldPrefab;
public int numEnergyShield = 3;
public float energyShieldButtomY = -6f;
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public float energyShieldRadius = 1.5f;
void Start()
{
for (int i = 1; 1 <= numEnergyShield; i++)
{
GameODbject tBasketGo = Instantiate<GameODbject>(energyShieldPrefab);
tBasketGo.transform.position = new Vector3(o, energyShieldButtomY, 0);
tBasketGo.transform.localScale = new Vector3(1 *1i, 1 *1i, 1 * 1);

h

¥
void Update()

{
)
h
// End Code
CxpuHwom aucmuHeaa npusedem Huice.
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< > EnemyDragon.cs o DragonEgg.cs o DragonPicker.cs ]
No selection

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

{
public GameObject energyShieldPrefab;
public int numEnergyShield = 3;
public float energyShieldButtomY = -6f;
10 public float energyShieldRadius = 1.5f;

1
2
3
4
5 public class DragonPicker : MonoBehaviour
6
7
8
9

12 void Start()

13 {

14 for (int i = 1; i <= numEnergyShield; i++)

15 {

16 GameObject tBasketGo = Instantiate< >(energyShieldPrefab);

17 tBasketGo.transform.position = new Vector3(@, energyShieldButtomY, @);
18 tBasketGo.transform.localScale = new Vector3(1l x i, 1 * i, 1 % 1);

20 }

22 void Update()
23 {

24 }

25 }

4. Uto6n1 noaxstiounth EnergyShield k cienaputo, Beioepute Main Camera, B Inspector g1 mosist Energy

Shield Prefab ycranoBute ma6soH EnergyShield. I1Iabsion EnergyShield mMoxHO MOJKIIOUNTh, KaK U paHee
IIepeTacKuBaHUEM, JINOO BHIOPATh M3 BHITAJIAIONIETO CIIUCKA (KJIUKHYB HA « MUIIIEHD» ).
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3 i Rendering Path Use Graphics Settings v
S & | ¢ x |20 Target Texture None (Render Texture)
Occlusion Culling v
HDR Use Graphics Settings v
MSAA Use Graphics Settings v

h Allow Dynamic Resolution
H Target Display Display 1 v

DragonEgg DragonPicker Enemy EnemyCTRL v | Audio Listener @ i+

ragon Picker (Script) @ i
Script DragonPicker
Energy Shield Prefab W EnergyShield O]

Num Energy Shield 8
Energy Shield Buttom Y -6
EnergyShield Flyldle 1 Mat_Egg Mat_sShield Energy Shield Radius 1.5

Add Component

5. Hacxkmure kHomky Play u yOenuTech, uTO HalMCAaHHBIN KOJ co3/iaeT Tpu sk3eMiuisipa EnergyShield B
HIDKHEH 9acTH dKpaHa. KOppeKTHO TPOBEPUTH FeHEPAIINIO ATUX 00bEKTOB MOYKHO B OKHE HepapXuu 00BbeKTOB (B
JIEBOM YaCTHU Cpebl pa3paboTKM).

3.4 Cxpunt-daitn EnergyShield

1. B saTom myHKTe OyZeT HammcaH KOJ /I IlepeMelneHus1 urpoBoro oobvekra EnergySheild Beien 3a
ykazarejgeM Mblmu. lIpu kejaHUM BBl MOXKeTe HU3MEHUTh “WHTepdeiic BBOJA”, aJlalITUPOBAHHBIN 1JIA
kiaBuarypel, Touch Screen MOOWJIBHBIX YCTpoHcCTB (cMapT¢OHOB, IJIAHIIETOB) M H3MEHUTh TEM CAMbIM
MEXaHUKY UTPHI.

2. Cospaiite crieHapuit EnergyShield.cs u moaxsriounTe ero k mabsioHny EnergyShield.prefab:

3. Hanmmmure B co3jaHHbIN cKpUNT-haiia KoJl, IpuBefeHHbIN HIKe. OH OyZieT OTBeUaTh 3a IepeMeleHHe
sHepreTudeckux muToB Energy Shield Besies 3a kypcopom MbIu:

// Start Code
using System.Collections;
using System.Collections.Generic;
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using UnityEngine;
public class EnergyShield : MonoBehaviour
{
void Update()
{
Vector3 mousePos2D = Input.mousePosition;
mousePos2D.z = -Camera.main.transform.position.z;
Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
Vectors pos = this.transform.position;
pos.x = mousePos3D.x;
this.transform.position = pos;
h

h
// End Code

CKPUHWOm JAUCMUHZA NOKA3AaH HUJice.
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< > EnemyDragon.cs

No selection

o~NOOUAE WN R

9
10
11
12
13
14
15
16
17
18
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o DragonEgg.cs [e] DragonPicker.cs [e] EnergyShield.cs [e]

-lusing System.Collections;
using System.Collections.Generic;
using UnityEngine;

=public class EnergyShield : MonoBehaviour

{

- void Update()

{

}

Vector3 mousePos2D = Input.mousePosition;

mousePos2D.z = —Camera.main.transform.position.z;

Vector3 mousePos3D = Camera.main.ScreenToWorldPoint (mousePos2D);
Vector3 pos = this.transform.position;

pos.x = mousePos3D.x;

this.transform.position = pos;

4. IIpoBepbTe, UTO MpPU Ha)KaTUU Ha KHOMNKY Play, sHepreTmueckue Iaphbl mepeMenialoTcs Beesd 3a

yKasareJjieM MBbIIIIH.

5. PeaymmzoBaTh s10Bi1I0 00bekTOB DragonEgg moxkHO ¢ momompio Meroga OnCollisionEnter. B ToT ke
ckpunt-daiis EnergyShield.cs mo6asbsre HOBBIH MeToa OnCollisionEnter aHuzke meroga Update():

// Start Code

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

using UnityEngine;

public class EnergyShield : MonoBehaviour

{
void Update()

{
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Vector3 mousePos2D = Input.mousePosition;

mousePos2D.z = -Camera.main.transform.position.z;

Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
Vectors pos = this.transform.position;

pos.x = mousePos3D.x;

this.transform.position = pos;

}
private void OnCollisionEnter(Collision coll)
{
GameObject Collided = coll.gameObject;
if (Collided.tag == "DragonEgg")
{
Destroy(Collided);
h
¥
h
// End Code

CxpuHwom aucmuHaa npugedeH Huvice.
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< 2> EnemyDragon.cs o] DragonEgg.cs [e] DragonPicker.cs (e) EnergyShield.cs o
No selection
1 using System.Collections;
using System.Collections.Generic;
using UnityEngine;

2
3
4
5 public class EnergyShield : MonoBehaviour
6
7
8

{

void Update()

{
9 Vector3 mousePos2D = Input.mousePosition;
10 mousePos2D.z = =Camera.main.transform.position.z;
11 Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
12 Vector3 pos = this.transform.position;
13 pos.x = mousePos3D.x;
14 this.transform.position = pos;
15 H
16
17 private void OnCollisionEnter(Collision coll)
18 {
19 GameObject Collided = coll.gameObject;
20 if (Collided.tag == "DragonEgg")
21 {
22 Destroy(Collided);
23 +
24 }
25 +

- metos; OnCollisionEnter cpabatpiBaer (BhI3bIBAETCs) KaXK/IbIM pa3, Korjaa ¢ kosuaiigepom EnergyShield
YTO-TO cTajdkuBaeTca. B jokanpHyio mepeMeHHyl Collided 3amuceiBaeTcss cchblika Ha HWIPOBOU OOBEKT
(coll.gameObject), cTOMKHYBIIMUCA ¢ SHEPTETHYECKUM IapoM. Jlajsee ciieyeT MpoOBEpKa, €ClId 3TOT OOBEKT
umeet Ter DragonEgg (cMm. pasaen 2.4, n1.8), - To oH yHuuToxkaetcs - Destroy(Collided);

6. CoxpaHuTe crieHapui, 3amyctute urpy (Haxkmmre Play) m mpoBepbTe uTO Zipakonbu aimna DragonEgg
JIOBATCA (TOUHEE YHUYTOXKAIOTCSI) IIPU B3aUMOJIEMCTBUH € SHepreTudeckuMu mapamu EnergyShield.

7. Coxpanure cieHy _0Scene (IIKM mo umeHm ciieHbl B okHe Hierarchy u u3 BBIIaaionero MeHIO
BbIOepuTe Save Scene).
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CamocTogaTe/IbHOE 3a/IaHue

ITocsie BBINIOJIHEHUS IIYHKTOB B pasjiese 3, Wrpa craja II0XOXKa Ha KJIACCUYECKYI0 U BIIOJIHE
paboToCcIocOOHYI0 UTPY C JIOBJed oO0bekToB. Ha maHHOM 3Tarie 3TOT (GYHKIIMOHAJ IMO3BOJIAET MPU KeJIaHUHU
MoAU(UINPOBATh HEKOTOPHIE ITPABUJIa U aCIIEKTHI UTPHI, 10/100paTh ONITUMAIBHBIN YPOBEHD CJIOKHOCTH U T. [,

CytiecTByeT 0OJIBIIIOE KOJUYECTBO UTP C TMoxoxked Ha Dragon Picker mexaHukoi, BO3MOKHO BBI YK€
OTMETHJIM CXOXKECTh C ThICSTYaMu NTOAO00HBIX urp. Jlaxke TpaaunmonHb Flappy Bird mokHO mOMydnTh u3
Hamrero Dragon Picker’a, mepeBepHyB crieHy Ha QO rpazycoB, co3ziaB 3(deKT mosieTa IBUKEHUEM 33/THETO (HOHA
CIleHbl, 1 W3MEHUB HEMHOTO yCJIOBHE, MPU KOTOPOM VHUYTOXKATbCS IPHU IlepeceueHuur ¢ oObeKToM OyzeT
“kop3uHa”, a He MaIAI0INN OOBEKT.

B kauecTBe JONOJHUTEJBHOTO 33/]JaHUSI MOYKETE CAaMOCTOATEIHHO MOAYyMaTh HaJl TEM, YTOOBI PaCIIUPUTD
dyHkIroHan U nmpaBuiaa urpsl Dragon Picker. Hanpumep:

® BBl MOXKeTe J00aBUTHh BTOPOM BUJ MAJAIOIUX 00BEKTOB, KOTOPhIEe OYAYyT JINO0 HAHOCUTH YPOH IIPU
JIOBJIE,
e 1100 HA00OPOT - JOOABJIATH JKU3HU.

[IpuaymanHblie MpaBmwia U (PyHKIIMOHAJ JIOJKHBI IeIaTh UTPY Oosiee mHTEpeCcHOU. Jl06aBANTe TOJIHKO TE
3JIeMEeHTBI, KOTOPBIE Bbl ObI CMOTIJIM PeaIn30BaTh C HE3HAUUTEIbHBIMU BpeMEHHBIMU 3aTpaTamu. [loMHUTE, UTO
BHECEHUE JIJa’Ke CAaMbIX MaJIEHbKHUX JOTIOJTHEHUU B UTPY MOKET KapANHAJIbHO U3MEHUTD ee BoctpusaTre. Ho B To
)K€ BpeMs MOXKeT IIpUBECTH K HepabOTOCIOCOOHOCTH WM HEKOPPEKTHONW paboTe HUTphl B CAMBIX
HeIpeJIBU/IEHHBIX MECTax.

[Ipwinoxkenue A.

Ina ynobctBa B «IlpuinoskeHmu A» TPUBOAUTCA COJIep:KaHME BCEX CKPUNT-(AWIoB, KOTODHIE MBI
HCIIOJIb30BAJIU IIPU CO3/JaHUU UTPBI.
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DragonEgg.cs

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class DragonEgg : MonoBehaviour
{
public static float bottomY = -30f;
public AudioSource audioSource;
private void OnTriggerEnter(Collider other)
{
ParticleSystem ps = GetComponent<ParticleSystem>();
var em = ps.emission;
em.enabled = true;
Renderer rend;
rend = GetComponent<Renderer>();
rend.enabled = false;
audioSource = GetComponent<AudioSource>();
audioSource.Play();
}
void Update()
{
if (transform.position.y < bottomY)
{
Destroy(this.gameObject);
DragonPicker apScript = Camera.main.GetComponent<DragonPicker>();
apScript.DragonEggDestroyed();
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¥
)
h
// End Code

DragonPicker.cs

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class DragonPicker : MonoBehaviour
{
public GameObject energyShieldPrefab;
public int numEnergyShield = 3;
public float energyShieldButtomY = -6f;
public float energyShieldRadius = 1.5f;
public List<GameObject> basketList;
void Start()
{
basketList = new List<GameObject>();
for (int i = 1; i <= numEnergyShield; i++)
{
GameODbject tBasketGo = Instantiate<GameODbject>(energyShieldPrefab);
tBasketGo.transform.position = new Vector3(o, energyShieldButtomY, 0);
tBasketGo.transform.localScale =
new Vector3(1 *1,1 %1, 1 *1);
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¥

b

basketList.Add(tBasketGo);
¥

void Update()

{
¥

public void DragonEggDestroyed()

{

¥

GameObject[] tDragonEggArray =
GameODbject.FindGameObjectsWithTag("DragonEgg");
foreach (GameObject tGO in tDragonEggArray)

{
Destroy(tGO);
¥

int basketIndex = basketList.Count - 1;
GameObject tBasketGo = basketList[basketIndex];
basketList.RemoveAt(basketIndex);

Destroy(tBasketGo);
if (basketList.Count == 0)
{
SceneManager.LoadScene("_oScene");
¥

// End Code
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EnemyDragon.cs

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class EnemyDragon : MonoBehaviour

[Header("Set in Inspector")]

public GameObject dragonEggPrefab;

public float speed = 1f;

public float timeBetweenEggDrops = 1f;

public float leftRightDistance = 10f;

public float chanceDirections = 0.1f;

void Start()

{
Invoke("DropEgg", 2f); // 1

h

void DropEgg() // 2

{
Vector3 myVector = new
Vector3(0.0f, 5.0f, 0.0f);
GameObject egg =
Instantiate<GameObject>(dragonEggPrefab);
egg.transform.position =
transform.position + myVector;
Invoke("DropEgg", timeBetweenEggDrops);
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void Update()
{
Vector3 pos = transform.position;
pos.x += speed * Time.deltaTime;
transform.position = pos;
if (pos.x < -leftRightDistance)
{
speed = Mathf.Abs(speed);
h
else if (pos.x > leftRightDistance)
{
speed = -Mathf.Abs(speed);
}
h
private void FixedUpdate()

{

if (Random.value < chanceDirections)

{
b

speed *= -1;

¥

h
// End Code

EnergyShield.cs

// Start Code
using System.Collections;
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using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UI;
public class EnergyShield : MonoBehaviour
{
public Text scoreGT;
public AudioSource audioSource;
void Start()
{
GameODbject scoreGO = GameObject.Find("Score");
scoreGT = scoreGO.GetComponent<Text>();

n,.n,

scoreGT.text = "0";

¥
void Update()

{
Vector3 mousePos2D = Input.mousePosition;
mousePos2D.z = -Camera.main.transform.position.z;
Vector3 mousePos3D = Camera.main.ScreenToWorldPoint(mousePos2D);
Vectors pos = this.transform.position;
pos.x = mousePos3D.x;
this.transform.position = pos;

h

private void OnCollisionEnter(Collision coll)

{
GameObject Collided = coll.gameObject;

if (Collided.tag == "DragonEgg")
{
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Destroy(Collided);
b
int score = int.Parse(scoreGT.text);
score += 1;
scoreGT.text = score.ToString();
audioSource = GetComponent<AudioSource>();
audioSource.Play();
}
}
// End Code

MainMenu.cs

// Start Code

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;
public class MainMenu : MonoBehaviour

{
public void PlayGame()

{

SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex + 1);

¥
public void QuitGame()

{
Application.Quit();
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h
// End Code

Pause.cs

// Start Code
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class Pause : MonoBehaviour
{

private bool paused = false;

public GameObject panel,;

void Update()

{
if (Input.GetKeyDown(KeyCode.Space))

{
if (!paused)
{
Time.timeScale = 0;
paused = true;
panel.SetActive(true);
}

else

{

Time.timeScale = 1;
paused = false;
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panel.SetActive(false);

¥

)
if (Input.GetKeyDown(KeyCode.Escape))

{

SceneManager.LoadScene(SceneManager.
GetActiveScene().buildIndex - 1);

¥
)
h
// End Code
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