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i #Ha LinkedIn: www.linkedin.com/in/ryanswatkins.



Npeancnosue

Kaura «MckycerBo co3nanns ciienapres B Unity» — 3To cxkatoe u crie-
MUATTU3UPOBAHHOE HWCCJE0BAHNE HEKOTOPBIX TPOJBUHYTBHIX, HETPAIH-
UOHHBIX U 3(PHEKTUBHBIX METOLOB Pa3pabOTKU UTPOBBIX CIEHAPUEB Ha
C# B Unity. JTo sesaeT KHUTY OY€Hb aKTyaJbHOH, TOTOMY YTO, HECMO-
TPst Ha OOJIBIIIOE YHCJIO KHUT <«/IJIsl HAUMHAROMINX> U YIeOHBIX TOCOOUH 110
Unity, oueHb HEMHOTHE U3 HUX OTTUCHIBAIOT TIPUEMBI TTPO(ECCUOHATBHOM
paspaboTKU B SICHOU M CTPYKTYPUPOBAHHON (hopMe. ABTOP KHUTH TIPe/I-
MOJIATAET, YTO BbI YK€ 3HAKOMBI ¢ ocHOBamM¥ Unity, TAKMMH KaK UMIIOPT
PECYPCOB, POEKTUPOBAHNE YPOBHEI, KAPTHI OCBENEHWS U OCHOBBI Pa3pa-
6otk crienapues Ha C# niu JavaScript. KHura cpasy HaurHaeTcst ¢ pac-
CMOTPEHUsI TPUMEPOB TBOPYECKOTO MCIIOJIb30BAHUS CIIEHAPUEB [IJIST pe-
MIEHUs CJIOKHBIX 33/1a4, TAKMX KaK OTJIa/[Ka, UCKYCCTBEHHBI MHTEJIIEKT,
HecTaHgapTHoe 0ToOpaXKeHue, pacliMpeHre peJakTopa, aHUMaIUsT 1 JBU-
JKeHUe, U MHOTOe JIpyroe. [JTaBHast 1eJib 3aKJII0YaeTCsl He B IEMOHCTPA-
111 a0CTPAKTHBIX PUHIIUIIOB U TEOPETUYECKUX OCHOB, a B TOM, YTOOBI
Ha peasibHbIX IIPUMePax MoKa3aTh, Kak MPUMEHNUTb TEOPUIO Ha ITPAKTHUKE,
YTO TIOMOJKET BaM B ITOJIHYIO CUJIY 3a[eCTBOBATh CBOW 3HAHWS B 00J1aCTH
[IPOTPAMMUPOBAHUS JIJIsSI CO3/IaHMsST KaYeCTBEHHBIX UTD, KOTOPbIE HE TIPO-
€TO paboTaroT, HO PaboTAOT ONTUMAIBHO. YTOObI MOJYYNTh MAKCHMAJIb-
HYIO OTJIa4y OT 9TOM KHUTH, YUTANTE ee TIaBbl MO MOPS/IKY, OT Hayaia J0
KOHIIA, ¥ MCIIOJIb3yiiTe HaBbIKK 000OIIEHHOTO 1 abCTPAKTHOTO MBIIILIe-
Hust. To ectb, paccMaTpuBaiiTe Kask/Iyio IJ1aBy, KaK KOHKPETHBIN TTPUMep
U IeMOHCTpaInio 6oJiee 0OIUX IPUHIUIIOB, COXPAHSIOINXCS BO BPEMEHN
1 [IPOCTPAHCTBE; MX MOKHO BBIZIEJIUTH U3 KOHKPETHOIO KOHTEKCTA B JlaH-
HOU KHWTe ¥ MOBTOPHO UCIIOJIB30BaTh B MHBIX CUTYAIUSX, I Obl OHU HE
norpebosasuch. Ilpolne rosops, paccMaTpuBaiiTe NPUBEIEHHBIE 3/€Ch
CBEJIeHMs BHE CBS3U C KOHKPETHBIMU IIPUMEPAMU ¥ BLIOPAHHONH MHOM
TEMaTHKOM, a KaK BechMa aKTyaJbHble 3HAHUS JIJIST BAlIX COOCTBEHHBIX
npoexToB. MTak, naBaiite HaUHEM.
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O 4em pacckasbiBaeTcs1 B 3TOW KHUre

Inasa 1 «Ocnosor C# ¢ Unity» KpaTKO HATIOMUHAET OCHOBBI HATIMCAHUS
cirenapues 1151 Unity. Ona He sIB/sIeTCsl TIOJHBIM U UCYEPIIBIBAIONINM
PYKOBOJCTBOM 110 ocHoBaM. CKopee, 3TO KypC MOBTOPEHUSI JisI TeX, KTO
patiee yKe U3ydas OCHOBBI, HO, BO3MOKHO, He IMUCAJ CIIeHAPHH HEKOTOPOe
BpeMs 1 ObLI OBl Pajl OCBEXKUTH IIAMATH Iepell TeM, KaK HadaTh paboTy
B CJIEIYIOIIUX IJIaBaX. ECJu Bbl 3HAKOMBI C OCHOBAMU ClleHapueB (TaKUMU
KaK KJIacChl, HACJe[0BANe, CBONCTBA U TTOJTUMOPMU3M ), MOXKETE TIPOITY-
CTUTD JTY TJIABY.

Iasa 2 «Omaadxa» TiaybOKO ucciaepyeT nporecc oTaaaki. Hamex-
HOCTH U 3((PEeKTUBHOCTD KOJIA HEPEKO 3aBUCUT OT BO3MOXKHOCTH YCITEIII-
HO HAaXOJUTh U UCTIPABJSTH OMUOKK MPU UX MOSIBJIEHUH. ITO JIEJAET OT-
JIAIKY OYeHb BOKHBIM yMeHueM. B aToli riiaBe Mbl He TOJBKO PACCMOTPUM
OCHOBBI, HO W onuineM oTjaajaky B unrepdeiice MonoDevelop, a Taxixe
YCTaHOBUM MOJIE3HYIO CUCTEMY PErUCTPAIlN OMINGOK.

Iasa 3 « Cunzamonwl, cmamuyeckue uienvl, uzposvle 006eKmbl U MUPbL>
ucceyeT MUPOKUN CIIEKTP BO3MOXKHOCTEN st OCTYIA, M3MeHeHUs
U yIPaBJIEHUST UTPOBBIMU OObEKTaMU. B 4aCTHOCTH, MBI TTO3HAKOMUMCSI
¢ mabsonoM TpoekTrpoBanust «OaMHOYKAY (CHHTJITOH) JIJIST CO3/IAHIsT
r106aTbHBIX 0OBEKTOB, a TAKKE CO MHOTUME MPUEMAaMH TIOVCKA, Mepe-
YHCJIEHUST, COPTUPOBKU 1 pasMerieHust 00bektoB. Ciienapuu B Unity ma-
HUIYJIUPYIOT OOBEKTAMU B €INHOM UTPOBOM MUPe (IIPOCTPAHCTBE KOOP-
AUHAT), 00eCTeunBast PEATUCTUIHOCTD UTP.

Tasa 4 «Cobvimuiinoe npozpammuposanues pacCMaTpuBaet coOObITHIA-
HO€ ITPOrPaMMUPOBAHIE KAK BAXKHbII MOAXO/ K IEPECTPOIIKe apXUTEKTY-
PBI UTPBI C T1eJ1bI0 onTrMu3anuu. [lepesokus Ts:Kenyio Harpy3Ky ¢ 4acTo
BOBHUKAIOIINX COOBITUI U COOBITHIT OGHOBJIEHMS Ha KOMILIEKC JAPYIHUX
COOBITHIT, MOKHO BBICBOOOAUTH MHOTO I[EHHOTO BPEMEHU [IJIsI PEIIEHIST
IPYTHUX 3a/a4.

Iasa 5 «Kamepvl u omobpascernue cyenv» TIyOOKO Uccaenyer pabory
Kamep, TOPOOHO OIHMCHIBAET UX APXUTEKTYPY U HACTPOUKY OTOOPAKEHIIST
crieHbl. Mbl U3y4rM TIPOBEPKY MOMAaHus B 00JaCTh BUAMMOCTH, HCCIe-
JLyeM BOIPOCHI OTOPAKOBKH, MO3HAKOMUMCS € TAKUMU TOHATHAMH, KaK
psiMast BUJMMOCTD, OPTOTOHAIbHAST TIPOEKIIHSI, TIyOUHa, CII0H, 3 (HEKThI
mocToOPabOTKHU U poUee.

Iasa 6 «Paboma c ¢ppeiimeopxom Mono» uccaenyer obmupHyo 6u6-
aroteky Mono u HEKOTopbie U3 ee Harbosee TTPAKTUUHBIX KJIACCOB, OT
CJIOBApeii, CIIMCKOB M CTEKOB JI0 TaKUX (DYHKITMI W MOHSATHH, TAKUX KaK
CTPOKH, peryJiapHble BbIpaskeHnd u ppeitMBopk 3ampocos Ling. K xoniy
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9TOH rJIaBbl BbI OBJIajeere mprueMaMu ObICTPOoii U ahhexTuBHON 06paboT-
K11 6OJTBIINX 06BEMOB JIaHHBIX.

Inasa 7 «Hckyccmseennoiil unmennexms COAEPKUT MPUMepP TIpaKThye-
CKOTO TIPUMEHEHUST TIOUTH BCETO OMUCAHHOTO PaHee B OJHOM IPOEKTE
JUISL CO3/IaHUS MCKYCCTBEHHOTO WHTEJIJIEKTA, & TOYHee — YMHOTO Bpara,
CIIOCOOHOTO XOJIMTh, MPECJEI0BaTh, TaTPYJINPOBaTh, HallaAaTh, yOeraTh
1 WICKAaTh allTeYKH JIJIsT BOCCTAHOBJICHWS 3/I0POBbBsL. B mporiecce co3panus
HTOTO MEPCOHAKA MBI PACCMOTPUM BOTIPOCHI TIPSIMOIN BUIUMOCTH, OOHAPY-
JKEHUST Y TPOKJTAIKA MapITPYTOB.

Iasa 8 «Hacmpoiika pedaxmopa Unity» onuceiBaet pegaktop Unity,
(OYHKIIMOHATIBHOCTh KOTOPOTO CIOCOOHA Y/IOBJIETBOPHUTD CaMble PasHbIC
noTpeOHOCTH, HO MHOT/IA OBIBAaET HY;KHO HeuTO Oosibinee. B aT0il TiaBe
paccKasbIBaeTCs, KaK CO3/[aBaTh KJIACCHI [T HACTPOUKHU CAMOTO PEAKTO-
pa, 9TOOBI ¢/IeIaTh paboTy B HeM yao0Hee 1 addexTruBHee. MBI CO3MaIM
COOCTBEHHBIIT MHCIEKTOP CBOWCTB W MOJHO(DYHKIIHOHAIBHYIO CUCTEMY
JIOKaJIM3AIIUH JIJIsT Pa3pabOTK MHOTOSI3BIYHBIX UTP.

Tasa 9 «Paboma ¢ mexcmypamis, MOOCAAMU U 08YXMEPHOU ZpAPUKOLU>
COJIEPIKUT OMICaHe (DYHKIUH 1JIst paGOTBI € IBYXMEPHBIMU rPapUUECKU-
MU 3JIEMEHTaMU, TAKUMW KaK CIPAMTHI, TEKCTYPBI U JEMEHTBI MOJIb30-
Baresbckoro mHTepdeiica. /[ByxMepHbIe aJIleMeHTHl UTPAIOT BAKHYIO POJTh
Jake B TPEXMEPHBIX UTPaX, M 371eCh MbI PACCMOTPUM Psil 33724 pabOThI
¢ IByXMepHOU rpadukoil u a(pheKTUBHBIE CIIOCOOBI UX PEIICHHS.

Tasa 10 «Ynpasaenue ucxoOnvimu mexcmamu u opyeue noocKkasku» 3a-
BepinaeT KHUTY. OHA COAEPKUT MHOXKECTBO COBETOB M PEKOMEHJIAIINIA,
KOTOpBIE HE BIUCHIBAIOTCS B KaKyHO-JTMO0 KOHKPETHYIO KaTerOpuio, HO
B TI€JIOM OYeHb BayKHBI. MBI PaCCMOTPUM TIOJIe3HbIE HABBIKU MTPOTPaM-
MUPOBAHMS, COBETBHI TI0 MOJIEPKAHUIO YUCTOTHI KO/A, CEePUaTU3AINI0
JAHHBIX, TPUMEHEHNE CUCTEM YIPABJIECHUS BEPCUSIMHU MCXOIHBIX KOIOB
1 MHOTOE JIPYTOE.

YTo noTpebyetcs ana paboTbl C KHUMON

ITa KHWUTA, KaK CJIE/yeT U3 ee Ha3BaHUsl, OMUCHIBaeT pabory ¢ miatdop-
moii Unity, a 910 3HauuT, 4T0 MoHazoduTca ToabKko Komus Unity. Unity
MOCTABJISAETCS CO BCEM HEOOXOAUMBIM JI1st PabOThI ¢ KHUTOMH, B TOM YUCJIE
CO BCTPOEHHBIM pefakTopoM koga. Juctpubytus Unity MokHO 3arpy-
3UTH ¢ caiiTa http://unity3d.com/. [Ipunoxkenune Unity nojaep;xuBaet ase
OCHOBHBIE JIMIIEH3WH, OeCIIaTHyio U Tpodeccuonanbuyio. becruarHast
JINTIEH3US OTPAHMYNBAET JIOCTYII K HEKOTOPBIM (DYHKITUSAM, HO COXpaHseT
JOCTYTTHOCTh OGIIUPHOTO HabGopa OCHOBHBIX (hyHKIHUiL. B 1emom 6oiib-
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[IMHCTBO TJIaB ¥ TIPUMEPOB B 3TOH KHUTE COOTBETCTBYIOT OeCIIaTHOW
BEPCUH, TO €CTh, /ITIsT OTTPOOOBAHIST TPUMEPOB MOXKHO TIOJIB30BATHCS Hec-
IaTHOH Bepcueil. TeM He MeHee, HEKOTOPBIE TJIaBbI U TIPUMEPhI TPEOYIOT
HaJMuud 1podeccnoHaNibHON BEpCU.

KoMy aaApecoBaHa 3Ta KHUra

JTa KHUTA aJ[pEcCOBaHa CTY/IEHTaM, TIPEIo/IaBaTesisiM U CIEeIUaInucTaMm,
3HAKOMBIM ¢ ocHoBamu Unity U ¢ mpuemMaMu co3jianus ciienapuen. He-
Ba)XKHO, KaK JIaBHO BbI 3HAKOMBI ¢ Unity, aTa KHUTA HAWET, YTO MPEI0-
SKUTH BaM, YTOOBI IIOMOYb YCOBEPIUIEHCTBOBATH IIPUEMbBI pa3pabOTKU UIp.

CornaweHus

B aT0il KHUTE UCIIOJIb3YeTCs] HECKOJbKO Pa3HbIX CTUJel O(hOpPMIIEeHUs
TeKCTa JIJIs1 BBIJICIEHNs Pa3HbIX BUAOB wHbopMaiun. Huske mpuBeeHb!
MIPUMEPBI ATUX CTUJIEH ¢ 00bSICHEHNEM MX Ha3HAUCHIISL.

ITporpamMMHBIiT KO B T€KCTe, UMeHa Tabauil 6a3 TaHHLIX, HMEHa Tia-
MoK, nMeHa (ailyios, paciupenus Gaiijos, ajpeca ctpanuil B VIntepuere,
0JIb30BATEIbCKUI BBOI 1 CCHUIKY B Twitter OyayT Bhirasaers tak: «Ilo-
cjle co3[aHust HOBBIU (haily cueHapust OyzieT coXpaHeH B Tarke Project
C pacHIMpeHneM .CS».

Baoxu mporpaMMHOTO K0/ O(OPMIISIOTCS TaK:

01 using UnityEngine;
02 using System.Collections;
03

04 public class MyNewScript : MonoBehaviour
05 {

Korma Ham motpebyercs mpuBJIedh Ballie BHUMAHIE K OMPEIeTeHHOMY
(dparmenTy B 6J0KE MTPOrPAMMHOTO KOJIa, MBI OY/IeM BBIJICJSATH €T0 JKUP-
HBIM TpUdTOM:

// OBBEKT ClemyeT CKPHTb, €CJY er0o KoopamHara Y

// nomyumna 3Hauenue some 100
bool ShouldHideObject = (transform.position.y > 100) ? true : false;

// VIBMEHUTH BUIUMOCTH OOBEKTA
gameObject.SetActive (!ShouldHideObject) ;

Hogbie TepMUHBI 1 BasKHbIE ONPEIETEHHs OYIYT BBIICIATHCS B 00bIU-
HOM TEKCTe KUPHBIM. TeKCT, 0TOOpaskaeMbIil Ha 9Kpame, HATPUMED B MEHIO
WK B IMATIOTax, OyzeT oopMIIsIThest Tak: « Bpibepurte B MEHIO TIPHIIOKE-
Hust myHKT Assets = Create = C# Script».
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A Tak 6yayT opopMIATLCS NPenynpexXneHns 1 BaxHble MPYMeYaHuns.

O Tak 6yayT opOpPMIATLCS COBEThI U peKoMeHJaLnn.

OT3biBbl N NOXEASHUS

MpbI Becerzia pajbl OT3bIBaM HalIMX unTareseil. Pacckakure HaMm, 4TO BBI
nymaete 06 3TON KHUTE — 4TO TIOHPABUIIOCH UJIH MOKET ObITh HE TOHPaBU-
J0ck. OT3BIBBI BasKHBI JIJIST HAC, YTOOBI BBITTYCKATh KHUTH, KOTOPBIE OYIyT
JUId BaC MaKCUMAJIBHO MTOJI€3HDL.

Bor MoskeTe HanucaTh OT3BIB IIPSIMO Ha HalleM caiite www.dmkpress.
com, 3aii/1g Ha CTPAHUILy KHUTH 1 OCTaBUTh KOMMeHTapuii B paszeie «Ot-
3BIBBI U pelleH3nn». Takke MOKHO TI0CJIaTh ITMCbMO TJIaBHOMY PeZIaKTOPy
1o aapecy dmkpress@gmail.com, Ipy 3TOM HalUIIATE Ha3BaHue KHUTU
B T€Me IIUCbMa.

Ecan ectb Tema, B KOTOpO#1 BbI KBaIM(UIIMPOBAHDI, U BbI 3aUHTEPECO-
BaHbI B HAIIMCAHWU HOBOW KHUTH, 3aMoJHUTe (hOPMY Ha HAIleM caiiTe 110
azapecy http://dmkpress.com/authors/publish_book/ min nanuimre B 13-
JaTeJIbCTBO 110 ajpecy dmkpress@gmail.com.

3arpy3ka UCXOAHOro Koaa NPMMepoB

Cxkauath (hailsibl ¢ OMOJHUTENbHON WHMOPMAIUel /I KHAT W3/1aTeslb-
crBa «/IMK Ilpecc» MmosxHo Ha caiiTe www.dmkpress.com Wi www.aAMK.pd
B pazzesie «Uuraressim — Daiiibl K KHUTAM».

3arpy3ka LBeTHbIX WINIOCTPAUUl K KHUre

Ber rakke MoskeTe ckavath aitn B popmate PDF ¢ iBeTHBIME HILTIOCTPA-
[USMU U uarpaMMaMil K 9Tol KHure. I{BeTHbIe M306pakeHUsT TOMOTYT
BaM JIydllle TIOHSATH CoJiepKaHne KHUTH. 3arpy3uThb TOT (hailsl MOKHO TI0
azapecy https://www.packtpub.com/sites/default/files/downloads/06550T _
Coloredlmages.pdf.

Cnncok onevyaTok

XOTsI MbI IPUHSLIN BCE BO3MOKHbBIE MEPHI /I TOTO, YTOOBI YAOCTOBEPUTD-
¢ B KayecTBe HAIIMX TEKCTOB, OIIMOKU BCe PaBHO CaydaioTcs. Ecim Bbl
Haiizere omuoOKy B OJHON M3 HAIIMX KHUT — BO3MOKHO, OIMUOKY B TEKCTE
WJIN B KOJIe — MBI Oy1eM 04eHb OJ1aroJapHbl, €CJIM BbI COOOMINTE HAM O Heil.
CnenaB 910, BbI M30aBUTE APYTUX YUTATEIEH OT PACCTPONUCTB 1 IIOMOKETE
HaM YJIYYIITUTh TOCJIEAYIONTNE BEPCUN OTOW KHUTH.
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Ecuin BbI Haiiziete kakue-s1160 ommoOKN B KoJie, MOXKaIyiicTa, coodmmuTe
0 HUX IJITaBHOMY peJlakTopy 110 ajipecy dmkpress@gmail.com, 1 MbI MCIIpa-
BIM 9TO B CJICAYIOIIUX THPaKaX.

HapyweHve aBTopckux npas

[TupatcTBo B MHTEpHETE MO-IIPEKHEMY OCTAeTCsl HACYIIHOM IPOOIEMOIA.
Wznarenscrsa JIMK Ilpecc u Packt ouenb cepbesHo OTHOCUTCS K BOIIPO-
caM 3allliThl aBTOPCKUX TIPaB U JUIEH3UPOBaHUsI. EC/N BBl CTOJIKHETECH
B VIHTepHeTEe ¢ HE3aKOHHO BBITIOJIHEHHOM Komuelt 060il Halllel KHUTH,
Moskaryicra, CoOBIMTe HaM ajipec KON Win Beb-caiita, 4ToObI Mbl MOT-
JIV IPUHSTD MEPBDL.

[ToxamyiicTa, cBsSIKMTECh C HAMM 10 a/ipecy dJeKTPOHHOH MOYTHI
dmkpress@gmail.com co CCBIJIKOI Ha ITOJI03PUTENbHbIe MaTePUAJIbL.

MBI BBICOKO I[eHUM JII0OYIO TIOMOII[b MO 3aIlUTe HANIUX aBTOPOB, U MO~
MOTAIONIYIO HaM IPeJI0CTaBJIATh BaM KaueCTBEHHbIe MaTepHaJIbl.

Bonpoceil

BbI MOsKeTE IIPUCHLIATD JIIOObIE BOIIPOCHI, KACAIOIIMECS JAHHOM KHUTH, T10
anpecy dmkpress@gmail.com min questions@packtpub.com. Msr iocta-
paemcsl pa3pentuTb BO3HUKINNE TPOOIEMBL.
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OcHosbl C# B Unity

JTa KHUTA IOCBSIEHA OCBOEHUIO NMPUEMOB CO3/IaHUs CIIEHAPHUEB [T
Unity, B vacTHOCTH UTPOBBIX ciieHapueB Ha si3bike C#. Ilepen tem kak
JIBUTATHCS JAJIbIle, HEOOXOAUMO JIaTh OMPEIETICHIEe MOHATHST OCBOCHUS
NPUEMOB CO3/IaHUs clleHapueB. [lon ocBoeHmeM TopasyMeBaeTcsi, 4To
9Ta KHUTA TIOMOJKET BaM COBEPIIUTH II€PEX0/l OT TEOPETUIECKUX 3HAHII
K 6osiee CBOGOHOMY, MPAKTHYECKOMY U TIPOJIBUHYTOMY OBJIAJICHUIO Ha-
BBIKAMU Pa3pabOTKHU ClleHAPUEB. 3/I€Ch KIIOYEBBIM SIBJISIETCS CIOBO «CBO-
6oztoe». C caMoro Havaia M3y4eHus Jo60ro s3bIKa MTPOrPaMMUPOBAHIS,
B IIEHTPE BHUMAHUsI HEM3MEHHO OKA3bIBAETCS €r0 CHHTAKCHC, TIPaBUJIA
U 3aKOHBI, TO eCTh (OPMaJIbHAST YACTb S3BIKA, BKJIIOYATOIIAs] TAKIe TOHSI-
THSI, KaK lepeMeHHble, IUKJIbI 1 pyHKInn. OHAKO, 10 Mepe HAKOILTIeHUsT
OIIBITA, BHUMaHKE MPOTPAMMICTA CMEIAETCS OT CaAMOTO SI3bIKA K TBOP-
YECKUM CIocobaM ero MPUMEHEHUs 7T PENIeH sl HACYIIHBIX 3a/1a4; OT
3a/1a4, OPUEHTUPOBAHHBIX HA CaM SI3bIK, K BOIIPOCAM KOHTEKCTHO-3aBH-
cumoro npumenenwst. Ciie[oBaTeIbHO, 60JIbIIAs YacTh 9TOH KHUTH Gy/IeT
MOCBSIIIIEHA BOBCe He (hOpMabHOMY CHHTAKCHUCY si3bika CH#.

B caenyiomux riaBax st Gy/Iy CUMTATh, YTO BBI yKe 3HAKOMBI C OCHOBA-
mu s3pika C#. [loaTomy nasee peusb MOMIET 0 KOHKPETHBIX TPUMEHEHISIX
U peasIbHBIX IpUMepax ucrosb3oBanust C#. OxHako cHavasIa B 9TOM T1a-
BE OCHOBHOE BHUMamue Oyzer yaejaeHo umenno ocaosam C#. 11 ato He
caydaiino. Jrta riaaBa KpaTKo OXBaTHT Bce OCHOBHBIE moHsaTrs C#, Heo6-
XOJIMMBIE JIUIST TIPOYKTUBHOW pabOTHI ¢ MOCJAEYIONMMH TIaBaMu. S Ha-
CTOSITEIBHO PEKOMEH/YIO ITPOYECTh ee OT Havyasla 70 KOHIIA, He3aBUCHUMO
ot Barrero onbita. OHA a7[PECOBAHA, TPEJKJIE BCETO, YNTATEIISIM, UMEIOIITHM
MOBEPXHOCTHOE 3HAKOMCTBO ¢ C#, HO CTpeMAIINMCS yTIyOUTh CBOM 3Ha-
must. OIHAKO, OHA TaKsKe MOJKET TIOMOYb OTBITHBIM pa3paboTyrKam 3a-
KPEIUTH UMEIOTIHECsT 3HAHWST U, BO3MOKHO, TPUOOPECTH HOBBIE, CBEKUE
uzen. B artoii riaBe s kpaTko onwuiry ocHOBbI C# ¢ HyJIs, IIar 3a IIaroMm.
S1 6ymy usmarath Tak, Kak GyATO BBI y5Ke 3HAKOMBI ¢ OCHOBAMHU TIPOTPAM-
MUPOBAHUS, MOJKET OBITH Ha JIPYTOM sI3BIKE, HO HUKOT/IA HE CTATKUBAJIHCH
¢ C#. Utak, HauHeM.



20 <« OcHosbl C# B Unity

Moyvemy C#?

Korma geno moxoxut 1o ciienapues st Unity, mepes HagaaoM paboTh
HaJ[ HOBOI MIPOM Bcerja BO3HMKAET BOIPOC, KaKOi s3bIK BBIOPATh, 10-
tomy uto Unity npesmaraer Boibop. OdurmaibHo Ha BIOOD Mpejiara-
etcs Tpu BapuanTa: Boo, C# u JavaScript. B nacrosiiee Bpems He yTuxa-
10T 71e6aThl 0 TOM, KaK TpaBubHee Ha3biBaTh JavaScript — «JavaScripts
nin «UnityScript», — n3-3a psana crieliuyHbIX U”3MEHEHWH, BHECEHHBIX
B a3bik 1718 Unity. Ho He 3TO M0O/KHO Hac cefiyac BOJIHOBaTbh. Borpoc
B TOM, KAKOH SI3bIK BHIOPATD J1J1sT TpoeKTa. Kpome Toro, MOJKeT MOKa3aThCs,
YTO Y HAC €CTh ellle OJ[MH BAPUAHT — MOKHO BBHIOPATh 002 sI3bIKA ¥ TIHCATh
o/iHM (hailsibl crieHapus Ha OJTHOM A3bIKE, & I[PyTHe — Ha JAPYTOM, (hakTrye-
CKM CMelIaB sI3bIKN. TexHndyeckn a3To Bo3MoskHo. Unity He 3ampeliaeT Tak
oCTYNUTh, TeM He MeHee HTO TIOXO, TIOTOMY 4TO TIO[I00Has TPaKTHKA,
KaK TPaBUJIO, TPUBOMUT K TIyTaHUIIE, & TaKKe K KOH(MIUKTAM TPU KOM-
MUJIAINAN, 3TO BCE PABHO, UTO MBITATLCSA PACCYMTATD PACCTOSHUE B MUJISAX
1 KMJIOMETPAX OIHOBPEMEHHO.

PekoMeH/[yeMblil TIOIXO/I COCTOUT B TOM, YTOOBI BHIOPATH OJUH SI3BIK
1 MCIIOJIB30BATh €T0 TIOBCIOZY B IIPOEKTE B KAYECTBE TITABHOTO A3bIKA. DTO
YIPOCTUT PaboTy, HO ATO TaKikKe 03HAUAET, YTO TPHUIETCS BHIOPATH OIMH
SI3BIK, & OT JAPYTUX OTKasaThesl. B aroil kHure BhiOpan s13bik C#. Tloue-
My? Bo-1iepBbIX, He oToMmy, uTo A3bik C# y4tie apyrux. Ha Mol B3,
HeT aBCOMOTHO «JIYYIIEro» UK abCOMIOTHO «XY/IIIEr0» A3bIKa TPOTPaM-
MUpOBaHud. Kaskaplli A3bIK MMeeT CBOM JIOCTOMHCTBA M HENOCTATKU,
M BCE SA3BIKM OIMHAKOBO XOPOIIO TOAXOAT Jijid co3fmanus urp B Unity.
OcHnorast ipuunHa B ToM, uto C# siBisteTcst, moxanyil, Hanbosee -
POKO MCTIOJIb3YEMBIM U TOJIIEPKUBAEMbIM 43bIKOM B Unity, 1 1M0o3BOJIS-
eT GOJIBIIUHCTBY Pa3pabOTUNKOB MPUMEHUTH YKe UMEIONecs 3HAHMWS.
Bosbimtcero yue6Hnkos mo Unity opuenTtupoBatbl Ha C#, OTOMY 4TO
OH YaCTO MPUMEHSIETC /1715t pa3pabOTKU TPUIOKEHNUHN B IPYTUX 0OJIaCTSIX.
Azbik C# ucropuuecku npussasdan k miatdopme .NET, kotopast ucmosib-
gyerca B Unity (ox umenem Mono), k Tomy xe C# nanomunaer C++,
KOTOPBIN OYeHb TIONYJIApeH y pa3paboTunkos urp. Kpome toro, usyuus
31k C#, BbI OOHAPYIKUTE, UTO BAIlM 3HAHUA U yMeHus paborars ¢ Unity
BOCTPeOOBAHBI B COBPEMEHHON WTPOBON WHAyCTpuH. Takum ob6pasom,
s BIOpast C#, uToOBI 06eCTIeunTh 9TOM KHIUTE HoJIee MUPOKYIO AYAUTOPHIO
U TI03BOJINTH BaM JIOTIOJHUTETBHO UCTIOIBb30BAaTh OOMMPHBIN HabOpP yIKe
CYIIECTBYIONMX YUeOHUKOB U JIUTEPATYPHL. ITOT BHIOOP MO3BOJUT HANTH
MpUMeHeHNe 3HAaHWTH, TIOJTYYeHHBIX TTPUA YTEHUH JAHHOW KHUTH.
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Co3aaHve ¢annos cueHapues

Yt00bI OMPENETUTH JIOTHKY UTPBI HJIH OBEJIEHUE €€ MEPCOHAXKEN, TToTpe-
Gyercs Hatmcath clieHapun. Paspaborka crienapues B Unity HaumHaeTcst
C CO3/IaHUsT HOBOTO (haliyia clieHapust — 0OBIYHOTO TEKCTOBOTO (haiinia, 10-
GaBIAEMOTO B IPOEKT. ITOT (Pailil COMEPAKUT POrPaMMHbBIE UHCTPYKITUH,
Kak[ast U3 KOTOPBIX siByigeTcd Komannoil nis Unity. Kak yke yrmomuna-
JIOCh, TPOTPAMMHBII KOJ[ MOKET OBITh HATIMCAH HA OHOM U3 s13bIK0B: CH#,
JavaScript wiu Boo. B aroii kuure Oyzaer npumensitbes si3bik C#. B Unity
€CTh HECKOJIBKO CIIOCOBO0B co3/tantst (DAliIOB CIleHAPHSI.

O/1H 13 HUX COCTOMT B BbIOOPE IyHKTa Assets = Create = C# Script
(Pecypent = Cosnatb = Crienapuii C#) B MeHIO TPUJIOKEHNS, KaK T10-
KazaHo Ha puc. 1.1.

JIpyroii crnoco6 — MEeJIKHyTh IPaBOil KHOIMKOW MBIIIN Ha IIyCTOM IIPO-
crpaHcTBe B j060M Mecte manes Project (IIpoekr) u BoIGpaTh B KOH-
TekcTHOM MeHIo yHKT Create = C# Script (Cosnats = Cuienapuii C#),

<

File Edit | Assets GameObject Component Window Help

@ E: Create 3 Folder

= Hierarcl shousin Explorer Javascript
Create ~ Open C# Script
Main Ca Delete Boo Script L\‘?
Import New Asset... Shader
Import Package 3 Compute Shader
Export Package... Prefah
Find References In Scene
Select Dependencies Material
Cubemap
Refresh Ctrl+R Lens Flare
Reimport Render Texture
Reimport Al Animator Controller
Sync MencDevelop Project Animation

Animator Override Controller

HAovatar Mask

Physic Material
Physics2D Material

GUI Skin

Custom Font

Puc. 1.1. CospaHune darina cueHapusi C NOMOLLBIO MEHIO MPUIOXEHNS
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Kak rmokaszato Ha puc. 1.2. ITpu atom daiin crieHapust OyaeT co3IaH B OT-
KPBITOH B JAaHHBII MOMEHT TTaITKe.

Create I Folder

Show in Explorer Javascript

Open C# Script s
Delste Boo Seript
Import Mew Asset... Shader
Import Package 3 Compute Shader
Export Package.. Prefab
Find References In Scene
3 Project [l console Select Dependencies Material
Creare ~ Cubemap
7./ Favorites Assets Refresh Ctrl+R
5 Lens Flare
All Materials Reimport .
Al Models P Render Texture This falder
All Prefabs i
Al Seripts Reimport Al Animator Contreller
Sync MenoDevelop Project Animation
Animator Override Controller
Avatar Mask
Physic Material
Physics2D Material
GUI Skin
Custom Font

Puc. 1.2. CospaHue danna cueHapus
C NOMOLLLbIO KOHTEKCTHOIO MeHI0 naHenu Project

IToce aToro B nmarnke Project OyzaeT cosmaH HOBBIH (haiisr ¢ paciupe-
HueM . cs (cokparerto ot C Sharp). Vims daiiia 0coGeHHO BajKHO, U €10
n3MeHeHue OyIeT UMeTh Cephe3HbIe TTOCIEACTBIS, TIOTOMY uTo Unity mc-
TTOJTb3yeT NMeHa (haiisioB /i onpesieiennst nMeH KiaccoB C# B aTuXx daii-
nax. Kiacesr 6yayT paccMoTpeHbl Oosiee TIOAPOOHO [ajiee B 9TOI TJIaBe.
ITpotie roBops, BeIOUpaiiTe st cBOUX (HallIOB YHUKAJIbHBIE U 3HAYNMBIE
MMeHa.

[Ton yHUKaIBLHBIM UMEHEM UMEETCSI B BULY, UTO HU KAKOH JAPYTOii (haiin
B IPOEKTE He JOJKEH UMETh TO JKe MMsI, He3aBUCUMO OT TOTO, B KaKOi
Tarke OH HaxoJuTcs. Bee Gaiisbl crieHapust J0KHBI IMETh YHUKAJIbHOE
UMSI B paMKaxX IpoekTa. MIMa 10/KHO ObITh OCMBICJICHHBIM U SIBHO BbI-
pakath HazHaueHue ciieHapusi. Kpome TOro, CyIIecTBYIOT MMpaBuJia, orpe-
NeNISIoNINe IOTYCTUMOCTh UMeH (haliioB, a Takke nMeH KyaccoB B CH#.
DopmasibHOE OTIpeiesieHUe ATUX TTPABUIT MOSKHO HAWTH TT0 ajipecy http://
msdn.microsoft.com/en-us/library/aa664670%28VS.71%29.aspx. [Iporme
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roBOPsT, MMst (pailjia MOKET HAUMHATHCS TOJBKO ¢ OYKBBI MM CHMBOJIA
moguepKuBanust (MrGPHI A TIEPBOTO CUMBOJIA HE TTOAXOMIIT), 1 MMST He
JIOJKHO BKJIFOUATh TIPOGETIOB, UX PEKOMEH/IYETCS 3aMEHSITh CHMBOJIAMU
nojuepkuBanus (), Kak IIokasaHo Ha puc. 1.3.

3 Project | [ console
Create ™

¥ avorites Assets

Il Materials

Il Models

Il Prefabs - [E

LAl Scripts -
|
My ScriptFile

Puc. 1.3. NmeHa ¢aiinos foxkHbl ObITb YHUKANbHBIMM
1 COOTBETCTBOBATL NPUHATBIM B C#
cornatieHusmM o6 MMeHax KnaccoB

Daiiner crierapues st Unity MOKHO OTKPBIBATH M IIPOCMATPUBATDH
B JIIOOOM TEKCTOBOM PEIAKTOPE WJIM UHTETPUPOBAHHOI cpejie pa3padoT-
ku (IDE), B8 tom uncie B Visual Studio miu Notepad ++, HO B cocTa
Unity Bxoaur OeciuiaTHbId pepakTop ucxoxHoro koga MonoDevelop.
JTa IporpaMMa ABJISETCS YacTblo OCHOBHOTO makera Unity u BXOAuT
B YCTaHOBOYHBIIT AUCTPUOYTUB, HO HE MOKET OBITH 3aTPyKeHA OTIEIbHO.
Ecnu pBasxipl menknyTh Ha aiiie ciienapus B nanesu Project (I1po-
exT), (hailn aproMaTudecku oTkpoercs B peaakrope MonoDevelop. Eciu
MIOTOM BBI PENIUTE TIePEMMEHOBATD (haliJl ClieHAPHS, BaM TaKKe MPUAETCS
nepenMenoBath kiace C# B daiiiie, 4T00bI €10 UMST B TOYHOCTH COOTBET-
CTBOBAJIO HOBOMY MMeHU (hafiia, Kak 1okazaHo Ha puc. 1.4. B nporuBaoM
ciyyae OyayT BO3HUKATh OIIMOKU BO BPeMsl KOMIIMJISIIMKA U IIPOOJIEMbI
[pU MOAKI0UeHn (haiiia crieHapust K 00bEeKTaM.
A Komnunaumsa kopa. Y1obbl ckomnunmposaTk ko, B Unity, JocTaTo4HO coxpa-
HUTb daiin cueHapusi B MonoDevelop, BbiGpas nyHkT meHto File = Save (Paiin

= CoxpaHnTb) (nnn Haxas Ctrl+S Ha knaBmnaTtype), U BEpHYTbCS B [MTaBHOE OKHO
pepnakTopa Unity. Npn noBTopHOM NonyveHnn pokyca BBoaa, Unity aBTomatmye-
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File Edit View 5Search Project Build Run Version Control Tools Window Help

I\r/l v ® MonoDevelop-Unity

4 4 ;’{ MyScriptFile.cs O\\

L

@ MyNewScript » Mo selection
1[5 using UnityEngine;
2 L using system.Collections;
3
4 public class MyNewScript : MonoBehaviour

5|1

6 // Use this for I
b= void Start () {
&

S+ H

10

11 // Update is called once per frame
129 void Update () {
13

14 H

15 L1}

Puc. 1.4. MNMepenmeHoBaHMe knacca
[N COOTBETCTBUSA UMeHU dpanna

CK1 0BHAPYXUT N3MeHeHus B daiinax n ckomnunupyet ux. Ecnv npu komnuns-
LN BO3HWUKHYT OLLNGOKN, UTPYy HEBO3MOXHO By[ET 3anyCcTuUTb 1 B OKHE KOHCOMN
nosiBuTCcst coobleHme 06 owmnbkax. Ecnn komnunaums npoLuna ycnewHo, urpy
MOXHO 3anyCTUTb NMPOCTbIM LWEN4YKoM Ha kHornke Play (Mrpatb) B naHenn uH-
CTPYMEHTOB pefakTopa, nocse 4yero urpa OyaeT 3anyLiieHa B TECTOBOM peXnME.
VmeiiTe B BUAY, 4TO €cnv 3abbiTb COXPaHUTL daiin nocne BHECEHUSI USBMEHEHWIA,
Unity 6yneT ncnonb3oBaTh CTapylo BEPCUIO KOAA, CKOMMUINPOBAHHYIO NPexae.
Mo 370l NpuynHe, a TakxXe B LLENIX PE3EPBHOI0 KOMMPOBAHUS BAXHO PErYNSiPHO
coXpaHsiTb daisibl, Tak 4TO He 3abbiBaiTe HaxmnmaTb Ctri+S.

MoakAlOYeHVe cueHapues

Kaxmprit daiin crienapus s Unity onpesesisieT OiMH TJIABHBIN KJacc,
KOTOPBIH, MTO06HO MIabJIOHY, MOKHO HCIIOJIb30BATh JIJIsI CO3/IaHSI DK3EM-
mwistpoB. OH TpefcTaBisieT cOO0H COBOKYITHOCTD CBSIBAHHBIX MEKIY CO-
6oit TepeMeHHbIX, (PYHKITHIT 1 COOBITHIT (C KOTOPHIMU MBI CKOPO MTO3HA-
komumes ). Dopmanbio daili crieHapus moA00eH JH0OBIM IPYTUM BUIAM
pecypcoB B Unity, takum Kak et (mesh) nim ayanodaiiast. OH xaer
CBOEIT ouepe/In B Tarke Project u HUUETo He JeJaeT, Moka He OyeT 106aB-
JIEH B OTIpeJIeJIEHHYIO ClleHy (TOYHee, MOJKII0UEH K 00bEKTY B KAaueCTBe
KOMHOHGHT&), T/1e OH OKMBET BO BPEMA BBITTOJTHEHNA CIICHBI. CHeHapI/H/I,
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MMEIONINE JTOTHYECKYIO, MM MATEMATHYECKYIO TIPUPOLY, He T0OABISIOT-
¢S B CIIeHY KaK MaTepUATbHbIE, HE3ABUCUMBIE OOBEKTHI, TOTOOHO METITaM.
Bl He yBUiMTE U He YCIBINIATE UX HEMOCPEICTBECHHO, TIOTOMY UTO OHH HE
WMEIOT HUKAKOTO BUIMMOTO WJTH CJIBITIIUMOTO BOILIONIeHNs. BmecTo aToro
OHU TIOJIKTIOYAIOTCS K OOBEKTAM UTPBI B BUIE KOMIIOHEHTOB, OTIPEIEsI-
IOTHX WX ToBeferue. [Ipotiecc BOBIeUEHUsT CIieHApHsT B PabOTy B BHIE
OTZETHHOTO KOMITOHEHTA KOHKPETHOTO OGHEKTA HA3BIBAIOT CO3/TAHNEM €TO
aK3eMIIIsIpa. VI3 omHOTrO hatfisa criieHapust MOJKHO CO37IaTh MHOKECTBO 9K-
3EMIIISIPOB JIJIST HECKOJIBKIX OOBEKTOB, €CITH MX TIOBE/IEHNE IOTKHO OBITD
MOXOKUM, 3TO TIO3BOJISIET M30EKATh CO3MAHUS OTAETHLHOTO (haiima st
KaKI0TO 00heKTa, HATPUMED KOT/IA HECKOTBKO BPAKECKUX TEPCOHAKeN
NOJKHBI UMETh OJIMHAKOBBIM MCKYCCTBEHHBIN MHTEJJIEKT. B neane Ha-
3HAYEHNe CIIEHAPHS COCTOUT B TOM, YTOOBI OTIPEIETUTD HEKYIO aOCTPaKT-
HYI0 HOPMYyITy WM MOJETh MOBEMEeHIsT 0OBEKTA, KOTOPAst MOXKET OBIThH
VCIENIHO MPUMEHEHa KO MHOTUM TIOJOOHBIM OOBEKTaM BO BCEBO3MOK-
HBIX 00CTOATENbCTBAX. UTOOBI MOAKIIOUNTD (hafls ClieHapust K 00beKTY,
neperaiute ero us manesnn Project (ITpoekT) Ha HYKHBIA OOBEKT B CIie-
He. B pesynbrate OyzeT co3an 9K3eMILISIP TJIABHOTO KJIAcca B CIIEHAPUN
U TIPUKPETITIEH KaK KOMITOHEHT, & €T0 0OTIe0CTYHbIE TTepEMEHHDIE CTa-
HYT BUJIHBI B MHCIIEKTOPE ITPU BBIOOPE 00BEKTA, KaK MOKa3aHo Ha puc. 1.5.

T sphere (Mesh Filter) Go.
e Twsehe n
* 4 ¥ Sphere Collider Y
Material Beone (Physic Materai} a
Ei) Ll
Padiun s
v Wmesh menderer

Cast Shadons
eceiv

Add Componant

Puc. 1.5. MopkntoyeHre cueHapns K 00bekTy Urpbl
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IMompobHee mepeMeHHbIe GYAYT OMUCAHBI B CIEAYIONIEM Pa3Iee.

O Bonee noapo6Hyo MHGOPMaLMIO O CO3OAaHUN U MUCMOMb30BaHUM CLEHapueB
= B Unity MoXxHO HaiTu no agpecy http://docs.unity3d.com/412/Documentation/
Manual/Scripting.html.

MNepemeHHble

CaMbIM Ba)kKHBIM, TOKAJIYHl, TIOHSITUEM B IPOrPAMMHUPOBAHIK BOOOIIE
n B a3pike C# B yactHOCTH fABJIAeTCS NepeMenHas. Ilepemennble yacTto
COOTBETCTBYIOT GYKBaM, UCIOJIb3YEMbIM B aJreOpe JIJIst 3aITiUCH YUCTIOBBIX
pesnduH, Hanpumep X, Y u Z uin a, b u ¢. Ecin norpebyercst XpaHUTh He-
KOTOPYT0 MH(MOPMAITHIO, TAKYTO KaK UM UTPOKA, CUET, MTOJIOKEHIE, OPHEH-
TAIUIO, KOJHYECTBO OOETIPUITACOB, 3JI0POBbHE UJIH JIFOObIE JIPYTUE CBEIEHUST
(KoTOpble MOXKHO BBIPA3UTh CYLIECTBUTENbHBIMU ), IIepEMEHHbIE IOMOTYT
BaM B 9TOM. IlepeMeHHas npeacTaBisger coO0il eAMHUYHBIN 9JIeMEHT WH-
opmannn. To ecTb, /711 XpaHeHUST HECKOJIBKUX 2JIEMEHTOB HH(OpMAIn
HOTPeOyeTCsT HECKOJIBKO MTEPEMEHHBIX, 110 OJ[HO MepeMeHHO 115t KasK 10~
ro anemenTta. Kpome Toro, Kaskiblii sieMeHT Gy/ieT UMETh OTIPEIeIeHHBIIT
TUT, Wn BUJ. Harpumep, MMst UTPOKa OIpe/iesisieTcsl IOCae0BaTeIbHO-
CThIO OYKB, TakuX Kak «/[sxon», «Tom» mun «/laBua». 310poBbe UTrPOKa,
HaIPpOTHB, OTpeiesisieTcs B YncaoBoM Bujie, Harrpumep 100 mportentos (1)
uu 50 portentos (0,5), B 3aBUCMMOCTH OT TOTO, KAKHE MOBPEKIEHUS 110-
Jyunst urpok. Mtak, Kaskaas rnepeMeHHast 06s13aTeslbHO UMeeT TUTI JlaH-
Hbix. B C# mepeMeHHBIE CO3/IAI0TCST C TOMOIIBIO CIIETIMATBHOTO CUHTAKCH-
ca. Barnanure Ha ipumep daiisa ciieHapud B iuctunre 1.1, conepskariero
KJIace ¢ nmeHeM MyNewScript, B KOTOPOM 00BSBIIEHBI TPU TIEPEMEHHBIE Pas3-
HBIX TUTIOB ¢ 00JIACTHI0 BUAUMOCTH Kiiacca. CJI0BO «OOBSIBUTY O3HAUAET,
YTO MBI, KaK TIPOTPAMMHUCTHI, coobiaeM Kommuisitopy C# 0 HeobXo1nmMo-
CTH CO3/1aTh TIepeMeHHbIE:

NncTtudr 1.1. Tynbl nepeMeHHbIX

01 using UnityEngine;

02 using System.Collections;

03

04 public class MyNewScript : MonoBehaviour
05 {

06 public string PlayerName = "";

07 public int PlayerHealth = 100;

08 public Vector3 Position = Vector3.zero;
09

10 // DTOT METOX BHIIOJHAET MHMUMATMBALMIO
11 void Start () {

12
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13 }

14

15 // Bu3BIBaeTCS NPY OTOOPAXEHMY KaXIOTO KaIpa
16 void Update () {

17

18 }

19}

A Tunbl faHHbIX NepeMeHHbIX. Kaxaas nepeMeHHas UMeeT onpeaenieHHbl TUn
naHHbix. Hambonee ynotpebutensHeiMu sensiotes: 1nt, float, bool, string
n Vector3. Huke npMBoanTCS HECKOMBKO NPUMEPOB NEPEMEHHbIX 3TUX TUMOB:
e int (uenoeuucno)=-3,-2,-1,0,1,2, 3...
o float (BewecteeHHoe, unu pecatudHoe ymeno) = 3.0, -2.5, 0.0, 1.7, 3.9...

O6pature Buumanue Ha crpoku 06—08 B muctunre 1.1, re Kaxzaoii
MepeMeHHOI MPUCBANBAETCS HAYAJIbHOE 3HAUEHUE W SIBHO YKa3aH ee TUTI
JMAHHBIX Kak int (11esoe umncio), string (cTtpoka) u Vector3, KOTOPBIH TIpe-
CTaBJISIET KOOPAWHATBI TOUKW B TPEXMEPHOM IPOCTPAHCTBE (ATOT TUI
MOJKET TaKyKe MPECTABJSATh HAPABJIEHUsI, Kak Oy/eT MOKA3aHO HITKE).
3TO He IIOJIHBII CIIMCOK BCEX BO3MOKHBIX TUIIOB JTaHHBIX, a TOJIBKO Ca-
MBIX PACIIPOCTPAHEHHBIX 13 HUX. IlepeueHb UCTIOMb3yeMbIX THITOB OyIeT
3aBUCETH OT BaIIEro MPoeKTa (2 KpOMe TOTO, BbI CMOXKETe CO3/IaBaTh CBOU
cob6erBennble Tuibl!). B aToll kKHure Mbl OyieM pabotaTh ¢ HanboJiee pac-
IIPOCTPAHEHHBIMU TUITAMU TAHHBIX W BBl YBUAUTE MACCy IPUMEPOB UX
ucnosb3oBaHus. HakoHell, Kaskias cTpoka 00bsIBJIeHUs IEPEMEHHON Ha-
YUHAETCS C KII0UEBOTO ¢10Ba public, Onpenessionero cTeneHb A0CTYTHO-
cru iepeMeHHON. OOBIUHO TTIepeMeHHbIe 00BSBISIOTCS KakK OOIIEOCTYTI-
Hble (public) mm 3akpeiThie (private) (CylmecTBYeT ellie 3aliUINeHHbIe
(protected) mepemeHHbIe, HO OH 371eCh HEe PacCMaTpUBAETCs). JHAUEHUS
00IIe0CTYHBIX public MEpPEeMEHHBIX MOKHO M3MEHSITh B WMHCIIEKTO-
pe 00BeKTOB (KaK MBI CKOPO 3TO YBU/IMM, MOKETe TaKKe B3TJISAHYTh Ha
puc. 1.5) wiam o6paraThest K HUM U3 IPYTUX KJIACCOB.

HepeMeHHbIe Ha3BaHbl TaK IIOTOMY, YTO UX 3HAYCHUA MOTYT MEHATHCA
B pa3Hble MOMEHTHI BpeMeH!. KoHeuHO, OHM MEHSIOTCS He TIPOU3BOJIBHO
WJIH HETIPEICKa3yeMO, a TOJIbKO KOT/[a MBI SIBHO M3MEHSIEM UX: JINOO Iy TeM
[IPUCBaMBAaHUsS HOBOTO 3HAUEHUS B KOJIe, JIMOO M3 MHCIIEKTOPA 0O BEKTOB,
JII/I6O BbI3bIBas METO/IbI 1 (byHK]_II/II/I OHI/I MOTYT U3MEHATHCA HEIIOCPE-
CTBEHHO NJIN KOCBEHHO. HepeMeHHbIM MOJKHO ITpUCBanBaTb 3HAUYCHUA HE-
MTOCPE/ICTBEHHO, HATTPUMeEP:

PlayerName = "NewName";

njam KOCBEHHO, C IIOMOIIbIO Bpra)KEHI/If/,I, Yb€ OKOHYATEJIbHOE 3HAYCHHE
JLOJIZKHO OBITH BLIYMCJIEHO 10 €10 IIprucBanBaHuA HepeMeHHOﬁZ
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// TlepemeHHasa mnojyumT 3HaueHye 50, noromy uro: 100 x 0.5 = 50
PlayerHealth = 100 * 0.5;

& O6GnacTb BMUAMMOCTU NepeMeHHbIX. Kaxaas nepeMeHHast 06bABNSETCS C He-
ABHOM 06nacTbio BUAMMOCTU. O6nacTe BUOAUMOCTY ONpeaensieT BPeMs XU3HU
nepeMeHHo, To ecTb 06nacTu B aiine, roe Ha nepemMeHHyo MOXHO CocnaTbest
M NONy4uTb K Hel poctyn. Obnactb BUOAMMOCTU ONpeaensieTcs MectoM oOb-
ABJIEHNS NepeMeHHOol. s nepeMeHHbIX, 00bsABNEHHbIX B inctuHre 1.1, obna-
CTbtO BUOVMOCTU SIBSIETCS KJIACC, MOTOMY YTO OHM OObSIBNEHBI B HAYasIe Knacca
1 BHE GYHKUMIA. DTO 3HAYUT, YTO OHU AOCTYMHbLI BO BCEM KJlacce, a Takxke (0yay-
4m o6LLenocTynHeIMK (public)) n3 opyrux knaccos. MNepemMeHHbIe MOryT Takxe
00bABNATLCS BHYTPU PYHKUMIA. Takme nepemMeHHble Ha3blBaloT JIOKabHbIMM,
NoTOMY 4TO 061aCTb UX BUOUMOCTU OrpaHnyeHa GyHKLMEeN, TO eCTb oKanbHas
nepemMeHHasi HelOCTynHa 3a npegenamm GyHKUMK, B KOTOPOK oHa Oblna 00b-
aneHa. Knaccbl n gyHkumm 6yoyT pacCMOTPEHBI MO3XE B 3TOW Xe rMaBe.
Bonee noapoGHylD WHDOPMALMIO O MNEPEMEHHBIX UM WX WCMONbL30BAHUN
B C# MOXHO Hantu no agpecy http://msdn.microsoft.com/en-us/library/
aa691160%28v=vs.71%29.aspx.

YcAOBHbIE onepaTopbl

3HAYCHUS TIEPEMEHHBIX MOTYT U3MEHSATLCS BO MHOKECTBE PA3HBIX CUTY-
aIMil: UTPOK MOMEHSI CBOKO TOBUIIMIO, BPard ObLIN YHIUYTOKEHBI, PO-
M30IIJIa CMeHa YPOBHS U T. 1. Cre[oBaTeIbHO, HEOOXOMNMO YacTo MPoBe-
PATh TIePEMEHHbBIE, YTOOBI 06ECTIEYNTh BHIMOJIHEHUE B CIICHAPUU PA3HBIX
JIeHiCTBUH, B 3aBUCUMOCTU OT UX TeKylux 3HadeHuii. Hampumep, ecau
3HaueHue IepeMeHHo PlayerHealth, ompezesisiolniee 3/10poBbe MTPOKa,
nocturHeT () TIPOTIEHTOB, CIIEHAPUH TOJIKEH BBITOJIHUTL (hparMeHT KO/a,
OTMeYaloInii CMePTh UTPOKA, a ecJii 3HaUeHue TepeMeHHol Playerfealth
craso paBHo 20 MPOIEHTAM, MOJKET OBITH JKEJTaTeTbHO BBIBECTH TIPE]-
yrupexaenue. B 3TOM KOHKpeTHOM IIpuMepe 3HayeHue IepeMeHHON
PlayerHealth nampaBut crienapuii B yKazanHOM HanpasjeHuu. S3pik C#
1pejilaraeT JiBa OCHOBHBIX YCJIOBHBIX OllepaTopa /ISl TAaKOTO BEeTBJIEHUS
MIPOrPAMMHOTO KOia. ITO ottepaTopsl 1f u Switch. O6a OHU OUEHD TIOJIE3HBI.

Onepartop if

Omneparop if nmeer HeckosbKO pa3ubiX hopm. OcHoBHas dhopma mpoBe-
PSIET YCJIOBHE U BBITTOJHSET CIEAYIONINI 3a Hell GJIOK KOJIa, €CJIM 1 TOJBKO
€CJIi yCJIOBUE UCTUHHO, TO €CTh €T0 3HaueHue paBHO true. PaccMoTpum
caeyIomui mpuMep B inctunre 1.2.

Nnctudr 1.2. Onepatop if

01 using UnityEngine;
02 using System.Collections;
03
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04 public class MyScriptFile : MonoBehaviour
05 {

06 public string PlayerName = "";

07 public int PlayerHealth = 100;

08 public Vector3 Position = Vector3.zero;

09

10 // DTOT METOX BHIIOJHSET VHULMAIMZALNO

11 void Start () {

12 }

13

14 // Bui3BIBAeTCHA NPY OTOOPAXEHMV KAXIOTO KaIpa
15 void Update ()

16 {

17 // TpoBEPUTH 3IOPOBbE MUIPOKA — CKOOKM {} HeoBsS3aTesbHH
18 // DS OmHOCTpOUHOTO omeparopa if

19 if (PlayerHealth == 100)

20 {

22 Debug.log ("Player has full health");
23 }

24 }

25}

ITOT clleHapuil MOKHO 3aIyCTUTD TAK JKe, Kak JIOO0U JPyroil ciieHa-
puii — meaukoM Ha kHonke Play (rpaTh) B aHejn MHCTPYMEHTOB —
1 OH OyJIeT BBIMIOJIHSTHCS, OKA 9K3EMILISIP KJlacca CIIEHAPHsT OCTAeTCsT
CBSI3AHHBIM € 0OBEKTOM B aKTUBHOII ciiene. Omepartop if B cTpoke 19
HeIIpepbIBHO IIPOBepsieT TeKylllee 3HaueHue nepeMeHHOl PlayerHealth
kytacca. Ecaiu ona B TouHocTu paBHa (==) 100, GyeT BBIIIOJHEH KOJI BHY-
Tpu cK0OOK {} (cTpoku 20—22). DT0 0OBSICHSIETCS TEM, UYTO PE3YJIBTATHI
BCeX MPOBEPOK MPUBOJSTCS K 3HAYEHUIO JIOTHYECKOTO THIIA: JIuHO true,
6o false; HA caMOM JieJie YCJIOBHBIN OepaTtop MPOBEPsieT PaBEHCTBO
yeaoBust (PlayerHealth == 100) 3nauenuio true. TeopeTnuecku Koj B pu-
I'YPHBIX CKOOKAX MOJKET COJIEP:KATh HECKOJIBKO CTPOK U BhipaskeHuit, Ho
371€Chb OH CONIEPKUT €IMHCTBEHHYIO CTPOKY 21 — BbI3oB hyHKIIMH Debug.
1og, KOTOpast BBIBOAUT B KOHCOJIb cTpOKY «Player has full healths», kak
nokazaHo Ha puc. 1.6. Koneuno, oneparop if MoxeT HAIIPaBUTH BBITIOJI-
HEHUE KO/la U B JIPYIOM HAIPABJEHUM, TO €CTh, €CJAU 3HAUCHUE Tepe-
MeHHOI1 PlayerHealth ne paBuo 100 (Bo3mozkHO, oHO paBHO 99 nm 101),
coobuienue He Oyzer BbiBegeHO. IlogBieHure cOOOIIEHUS 3aBUCUT OT
PaBEHCTBA YCJIOBHOTO BBIPAKEHUS B MpEABLIyIIeM omeparope if 3Ha-
YEeHUIO true.

JlonostauTe bRy 0 nHbopMaluio o6 onepatopax if, if-else u ux uc-
nosb3oBanuu B C# MOKHO HAlTH B 110 ajipecy http://msdn.microsoft.com/
ru-ru/library/5011f09h.aspx.



30 <« OcHosbl C# B Unity

El consale
Clear | | Collapse | Clear on Play | Error Pause

0 Flayer has full health
UnityEngine.Debug:Log({Object) *

Flayer has full health
UnityEngine.Debug:Log{Object)
MyScriptFile:Update() (at Assets/MyScriptFile.cs:19)

Puc. 1.6. KoHconb Unity yno6Ho ncnonb3oBaTb
0719 BbIBOAA OTNaA04HbIX COOBLLEHNI

A KoHconb Unity. Kak nokazaHo Ha puc. 1.6, koHconb Unity sBnseTca MHCTPYMEH-

TOM OTNnazku. ATo To MecTo, kyaa dyHkumsa Debug. Log (byHkuUMa BbIBOAA B KOH-

CoJib) BbIBOAUT co0bLLeHms. KoHconb yao6HO MCrnonb30BaTh 4SS ANArHOCTUKN

npo6sieM BO BPEMSI BbINMOJIHEHUS U KoMNunsumn. Ecnmn Bo Bpems koMnnnsaumm

VAW BbIMOSIHEHMS ByayT BeiBeAeHbl CO0OLLEeHNs 06 oLmnbKax, UX MOXHO HanTK

B cnucke Ha Bknagke Console (KoHconb). 1o ymonyaHuio aTa BkNazka BUAHA

B pepakTtope Unity, HO ecnv 370 He Tak, ee MOXHO caenaTb BUAUMOM, BbiOpaB

nyHkT Window = Console (OkHO = KoHconb) B MeHio npunoxexus Unity. Bo-

nee noapobHyo MHGopmaLumio o yHkumn Debug. 10g MOXHO HaTK No agpecy
http://docs.unity3d.com/ScriptReference/Debug.log.html.

Kpome nipoBepku paBeHcTBa (==), Kak 1M0OKa3aHOo B JJUCTUHTE 1.2, MOXK-
HO TIPOBEPSTH U Ipyrue ycaoBust. Harpumep, ¢ IIOMOIIBIO ONepaTopoB >
" < MOKHO TIPOBEPUTD, SABJSAETCS JIM TIEPEMEHHAs OOJIbIIE VI MEHbIIE
3a[JAHHOTO 3HAYEHMs, COOTBETCTBEHHO. C MOMOIIIBIO OTleparopa != MOKHO
[IPOBEPUTH HEPABEHCTBO IIEPEMEHHOIT 3aJaHHOMY 3HaueHu0. Kpome Toro,
MOXKHO JIake 00beIMHUTh HECKOJBKO IIPOBEPOK € MOMOIIBIO OIIEPATOPOB
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&& () m || (MJIN). Hanpumep, B3TIISTHUTE HA CJAEAYONUN otiepaTtop if.
On BBITIOMHSET GJIOK KOIA MEXKIY CKOOKAMHU {}, TOJTBKO €CI 3HAUYEHE
nepemenHol PlayerHealth maxomurcesa B mHTepBase Mexay 0 m 100, u He
paBHo 50:

if (PlayerHealth >= 0 && PlayerHealth <= 100 && PlayerHealth !=50)
{
Debug.log ("Player has full health");

}

Oneparop if-else. OaHol 13 pasHoBUAHOCTEN onepartopa 1f asnaeTtca onepa-
Top if-else. Onepatop if BeInOnHAET 6510K KOAA, ECNN YCNOBME UCTUHHO. One-
patop if-else aBnaetca ero pacwmpennemM. OH BbINONHUT 650K koga X, ecnu
YCJIOBUE UCTUHHO, 1 6510k Koaa Y, ecnuv yCnoBue NIOXKHO:
if (MyCondition)
{

// X - 2TOT OJIOK BHIIOJIHAeTCs, ecau ycjuosBme MyCondition mcTmHHO

}

else

{
// Y - aTOT OJIOK BHIIOJIHAeTCs, ecau ycjuosme MyCondition soxHO

}

Onepartop switch

Kak mbr Buziesu, onepatop if mpoBepsieT HCTUHHOCTD YCJIOBUS W Ha OC-
HOBaHUW PE3YJABTATOB MPOBEPKU NPUHUMAET PEMICHNE, BBIMTOJHATDL JIN
caeayommii 3a HUM 0J1ok Koga. Omepartop switch, HAMPOTUB, TTO3BOJISIET
MTPOBEPUTH HECKOJIBKO YCIOBUN €Pa3y M MPOMOJIKAET BBIIOJHEHUE TIPO-
TpaMMBbI B OTHOM M3 HECKOJIbKNX BO3MOKHDBIX HaHpaBJIeHI/IfI, a He TOJIb-
KO B OJTHOM WJIU IPYTOM, KaK B ciydae ¢ oriepatopom if. Hampumep, ecan
[EPCOHAXK Bpara MOKET HAXOIUTHCS B OJIHOM U3 HECKOJBKUX COCTOSTHUI
(moronst (CHASE), 6erctso (FLEE), Goit (FIGHT), 3acaza (HIDE) u T. /1.), BaM MO-
HaL00UTCSA HECKOJIBKO BETOK KOJa, 4TOObI 06paboTaTh KasK10€e COCTOSHUE.,
KiroueBoe c10Bo break UCIOIB3yeTCst 715t BBIXOAA U3 00pabOTKH HEKOTO-
POTO COCTOSIHUS U TIepexojia B KoHell orieparopa switch. B smctunre 1.3
MMOKA3aHO, KaK YIIPABJATD I€HCTBUSIMU Bpara ¢ TOMOIIBIO TIEPEYNCTEHUS.

Jnctunr 1.3. Onepatop switch

01 using UnityEngine;

02 using System.Collections;

03

04 public class MyScriptFile : MonoBehaviour

05 {

06 // Onpenenenue BO3MOXHHX COCTOSHMII Bpara B BUIE [€PEUMCIIEHUS
07 public enum EnemyState {CHASE, FLEE, FIGHT, HIDE};
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08

09 // Texyumee coCToAHME Bpara

10 public EnemyState ActiveState = EnemyState.CHASE;
11

12 // DTOT METOH BHIIOJHSET MHULMAIN3ALYIO

13 void Start () {

14 }

15

16 // Bbi3BIBaeTCHA NPY OTOOPAXEHMM KaXIOTO KaIpa

17 void Update ()

18 {

19 // TpoBepuTsb nepeMmeHHyn ActiveState

20 switch (ActiveState)

21 {

22 case EnemyState.FIGHT:

23 {

24 // PemmzoBarh Gon

25 Debug.log ("Entered fight state");

26 }

27 break;

28

29

30 case EnemyState.FLEE:

31 case EnemyState.HIDE:

32 {

33 // BercTBo u 3acama peanmusylnTCsa OOVHAKOBO
34 Debug.log ("Entered flee or hide state");
35 }

36 break;

37

38 default:

39 {

40 // Cmyuyal Mo yMOJIUGHMIO, KOTIA HUKAKOM APYTOM Cilydait
41 // ne nomxomut. Ceituac oBpabBaTEIBAET COCTOSHMUE MOTOHU.
42 Debug.log ("Entered chase state");

43 }

44 break;

45 }

46 }

47

Mepeuncnenusa. Ctpoka 07 B nnuctuHre 1.3 o6baBASeT nepeyncrieHme (enum)
¢ nmeHem EnemyState. Mepeuncnenve — 310 cneumanbHaa CTPYKTypa, XpaHs-
Las amManasoH AOoMyCTMMbIX 3HAYEHUI O OOHOW unu 6osee nepemMeHHbIX.
Camo no cebe nepeuncreHne He SBNSIETCS NepeMeHHO Kak TakoBOW, 3TO NMLUb
cnocob onpeneneHns HAbopa 3HaYeHUI, KOTOPbIE NEPEMEHHAs MOXET UMETb.
B nuctuHre 1.3 nepemenHas ActiveState oGbsBneHa B ctpoke 10, kak nepe-
MeHHasa Tuna nepedncneHus EnemyState. Ee 3HayeHnem moxeT 6biTb oboe
13 3Ha4YeHNnin nepeuncneHmns ActiveState. MNepeuncneHns gaoT OTANYHYIO BO3-
MOXHOCTb KOHTPOMIMPOBATbL NEPEMEHHbIE, OrPaHMYMBas UX 3HAYEHUS onpeae-
JIEHHBIM HABOPOM WS CMINCKOM BapUaHTOB.
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Ette oiHO GOJIBINOE MTPEUMYIIIECTBO TIEPEUNUCTECHUN B TOM, UTO TIepe-
MEHHBIE-TIEPEUNCICHUST 0TOOPAKAIOTCS B MHCIIEKTOPE OOBEKTOB B BHJIE
PACKPBIBAOIIETOCS CITUCKA JTOCTYITHBIX BAPUAHTOB 3HAUYEHUH, KaK TTOKa-
3aHo Ha puc. 1.7.

Ts Trigger I

Material Mone (Physic Material) @
Center x o Y0 Zo

Radius 0.5

¥ .. M Mesh Renderer &
Cast Shadows ")

Receive Shadows (%)

b Materials
Use Light Probes -

v [ ¥ My Script File (Script) @ %
Script I My ScriptFile @
Active State | cHasE = 1

' Default-Diffuse ELUSE [b & =
Shader | Diffuse FLEE Edit...
FIGHT
Main Color [y
Base (RGB) HIDE Hane
Tiling Offset (Texcure)

¢ 1 [i
y 1 o Eelact

Add Component

ol /o °u=

Puc. 1.7. NepeyuncneHne B BUAE packpbiBaOLLLErOCS CNNCKA BapUaHTOB
0151 NEPEMEHHON B MHCMNEKTOPE 0OLEKTOB

[omnonmnutenpnyio nH(GoOpMamio o MepeyrcaeHndax U X HMCIOIb30-
Baunu B C# MoKHO HaiiTu 110 azpecy http://msdn.microsoft.com/ru-ru/
library/sbbt4032.aspx.

Hwoke mpuBoAnTCA HECKOIBKO KOMMEHTApUeB K JIMCTUHTY 1.3:

O Crpoxka 20: navano omeparopa switch. B ckobku () 3axmiodyeHa

nepeMeHHasi, Ybe 3HaYeHHe WK COCTOSTHUE JIOJIKHO TIPOBEPATHCS.
B nannowm ciryvae aTo ActiveState.

O Crpoxka 22: iepBblii o1IepaToOp case BHyTpu onepartopa switch. Cie-
ayiomuii 3a HUM 6J10K Koga (cTpoku 24 1 25) Oyner BBIIOJIHEH,
€cJIM 3HaueHue nepeMeHHoil ActiveState paBHO EnemyState.Fight.
B npotusHOM ciryuae 510T 6JI0K Kojia 6YAET TIPOTYIIEeH.

O Croku 30 u 31: 31ech /1Ba oreparopa case CJaeAyioT APYT 3a JIpy-
roMm. Biok xoma B crpokax 33 1 34 OyzeT BbIIIOJIHEH, ECJIM U TOJIb-
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KO ecJii 3HaUeHNe TTepeMeHHo ActiveState paBHoO EnemyState.Flee
nin EnenyState. Hide.

O Crpoka 38: oneparop default, KOTOpBIi sIBJsIETCS He0OsI3aTE b=
HBIM B omeparope switch. Korza aToT onepaTop mpucyTcTByeT, oH
MOJIyYaeT yIpaBJeHe, eCIU He TIOIOTIeN HU OINH OIEePaTop Case.
B nannHOM cirydae aTO MpOM30MIET, eciu epeMeHHast ActiveState
GymeT mMeTh 3Hadenme EnenyState. Chase.

O Crpoxku 27, 36 u 44: ortepatop break n0JKeH HAXOAUTHCS B KOHIIE
Kask10ro oriepaTopa case. OH BBITIOTHSIET BBIXOJ 32 IIPEIEIBI OTlepa-
Topa switch, BHyTpH KOTOPOTO HAXOIHUTCS, BHITOJHEHUE TIPOTPAM-
MBI TIPOJIOJKUATCST CO CTPOKH, CJIEMYIOIIEN 3a OTepaTopoM switch,
B ITAHHOM CJTydae 9TO CTPOKa 45.

Maccusbl

CHMCKH 1 TOC/IeI0BATEIbHOCTH TPUCYTCTBYIOT B UTpax nosciofy. [lo atoii
MPUYIHE Y4acTO ObIBAET HYXKHO XPaHUTh HaOOPBI JAHHBIX OJHOTO BUJA:
BCE BParu B YPOBHE, BCE BOOPYKEHU, KOTOPbIE ObiliI coOpaHbl, Bece HoHy-
ChI, KOTOPbIE MOTJIH ObI OBITH COOPAHDI, BCE 3aKJINHAHS ¥ TYHKTHI WHBEH-
TapHON BeZIOMOCTH U T. . OJIHOI 13 Pa3HOBUIHOCTEH CIINCKOB ABISAETCS
MaccuB. Kax/blil aJ1eMeHT B MacCuBe, TI0 CyTH, ABJSETCS eIUHUICH UH-
bopmain, KoTopas MOKeT U3MEHATHCS BO BPEMS UTPBI, U [IJIs1 XPaHEHUS
KaKJIOTO BJIEMEHTa MacCUBa MOTPe6GoBaIach OBl OT/IEJbHAS TIePEMEHHAsT.
OpnHako ropasfio yo6Hee ornepupoBaTh HaOOPOM OJHOTHUITHBIX MEpeMeH-
HBIX (BCE Bparu, BCe OPysKKe U T. JI.), COOPaHHBIX B €IMHYIO, JUHEHHYIO
U TIepeuncasieMylo CTPyKTypy. ITo U ecTb MaccuB. B C# ectb iBa BUIa
MAaCCHBOB: cTaTH4eckue u AnHamudeckue. CtaTudyeckre MacCUBBI MOTYT
XpaHuTh He Gosiee GUKCMPOBAHHOTO YNCJIA HIEMEHTOB, 3aJJaHHOTO 3apa-
Hee, W 9TO YMCJIO OCTAETCS HEM3MEHHBIM B T€UEeHHE BCErO BPEMEHU pa-
GOTBI TPOTPAMMBI, JIAXKE €CJU MOTPeOyeTCst XPAHUTh MEHBIIE 9JIEMEHTOB,
YeM paHee IPe/IoJarajoch. ITO 03HAYAET, YTO HEKOTOPBIE CJIOTHI, WJIN
9JIEMEHTBI MOTYT 3aHUMATH MaMsITh Oe3 MOJb3bl. J[HHaMIYecKue Maccu-
BBl MOTYT PACTH U YMEHBIIATHCA JIJIs Pa3MeNeHrst HeOOXOUMOTO YHCIa
aneMenToB. Co cTaTMYeCKUMHU MaccuBamMu paboTaTh Jjierde u oHu o6pa-
GaTbIBAIOTCsT GBICTPEE, HO AMHAMUYECKUE MACCUBBI MO3BOJISIOT U36eraTh
norepb naMATH. B aTo# riiaBe paccMaTpUBAIOTCH TOJBKO CTaTUYECKUE
MACCUBBI, IMHAMUYECKIE MACCUBBI OYAyT paccMoTpeHbl mosaree. [Ipu-
Mep CTaTUYECKOTO MACCHUBA TIPUBOAMUTCA B UCTHHTE 1.4.
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NucTtuhr 1.4. Ctatuyeckuin maccus

01 using UnityEngine;

02 using System.Collections;

03

04 public class MyScriptFile : MonoBehaviour
05 {

06 // MaccuB MUIPOBEIX OOBEKTOB B CLEHE

07 public GameObject[] MyObjects;

08

09 // DTOT MeTOX BHIIOJHSET MHULMAIN3ALNIO
10 void Start ()

11 {

12 }

13

14 // BbI3BIBaeTCS NpY OTOOPAaxeHMy KaxIoTo KaIpa
15 void Update ()

16 {

17 }

18 }

Bcrpoke 07 (yiuctunr 1.4) 00bsiBIsieTcst ycToil MaccuB MyObject s ¢ TUIIOM
GameObjects. JlJist cO3/1aHMsT MACCUBOB HCTIOJIB3YETCSI CHHTAKCHC, C KBa/IpaT-
HBIMU CKOOKaMUM [ ], CIIEYFOIIUMU 32 TUIIOM GameObject, 9T0 03HayYaeT, 4To
00BABIAAETCS CIUCOK 00beKTOB GameObjects, a He oauH 00beKT GameObject.
B naHHOM 1puMepe 00bsIBIEH MacCUB, KOTOPbIiL OYIeT CIIMCKOM BCeX 00b-
eKTOB B clieHe. VI3HaYaIbHO OH ITYCT, HO C TIOMOIIbIO MHCIIEKTOPA 00BEKTOB
B pezakrope Unity MOXKHO 3aIOJIHUTh 3TOT MAaCCUB BPYYHYIO, YCTAHOBUB
€ero eMKOCTb 1 J00aBUB B HETO Bce HeOOXOAMMbIe 00BEKThI. UTOObI CiieaTh
970, BbIOEpUTE 0OBEKT, K KOTOPOMY TIPHKPEILIEH ClleHapuii, 1 B paseie My
Objects (Mou oObexThl) BBeauTe B moJje Size (Pasmep) sHaueHue, cOOT-
BETCTBYIOIIEEe EMKOCTH MacCHBa. ITO 3HAYEHHE J0JKHO ObITh PABHO KOJIM-
4ecTBY 0ObEKTOB, KOTOPBIE BBl XOTUTE B HETO TIOMECTUTD, 3aTeM IIePeTaluTe
MBIIIBIO OOBEKTHI 110 OJIHOMY U3 [IAHEJIH C HePapXUeil CLIEHBI B CJIOTHI MACCH-
Ba, YTOOBI 3AMOJIHUTH CITUCOK, KaK I0Ka3aHo Ha puc. 1.8.

MaccuB MOKHO TakKe 3aIlOJIHUTB TPOTPAMMHO, MCIOJb3Ys (DyHK-
o Start BMeCTo MHCIEKTOpa 00beKTOB. 3alloTHEHe MaccuBa B (QyHK-
U Start rapaHTUPYyeT 3ar0JTHEHe MACCHBA B MOMEHT 3aITyCKa YPOBHSI.
W Tot, u Apyroii MeToabl paboTaloT OAUHAKOBO XOpOLIO. Bropoii MeTos
JIeMOHCTpUpyeTcs B iucTuHre 1.5.

JlnctuHr 1.5. 3anonHeHne maccuea

01 using UnityEngine;

02 using System.Collections;

03

04 public class MyScriptFile : MonoBehaviour
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Position [0

x[1 o

i o

0
Rotation X0 Y0
Scale X1 1
¥ || Sphere (Mesh Filter) @ =
Mesh W Sphere ®
¥ @ M sphere Collider @ =
1s Trigger
Material None (Physic Material} )
Center X0 Y[o zo
Radius 0.5
¥ . M Mesh Renderer @
Cast Shadows
Receive Shadows o
» Materials
Use Light Probes -
v [ M My Script File (Script) @ =
Script [ MyScriptfile °
¥ My Objects
size [3 T
Element 0 Main Camera ©
Element 1 Cube @
Element 2 Cylinder =}
Dafault-Diffuse @+
Shader | Diffuse Edit...
Main Colot 1
Base (RGB) Vians
Tiling Offset Jetue

Belsct]

Add Component

05
06
07
08
09
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11
12
13
14
15
16
17
18
19
20
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23
24
25
26

Puc. 1.8. 3anonHeHne MaccuBa n3 nHcnekTopa o6wekToB Unity

{
// MaccyB MTPOBEHX OOBEKTOB B CLEHE
public GameObject[] MyObjects;

// DTOT MeTOX BHIIOJHSET MHULYAIN3ALYIO

void Start ()

{
// CKOHCTPYMpPOBATh MAaCCHUB MNPOTPAMMHO
MyObjects = new GameObject[3];
// CueHa HOJXHa MMETb KaMepy, OOO3HauYeHHYD kak MainCamera
MyObjects[0] = Camera.main.gameObject;
// Vicnosmb3oBaTh odyHxumio GameObject.Find nms
// nomucka OBBEKTOB B CliEHE IO MMEeHaM
MyObjects[1l] = GameObject.Find("Cube");
MyObjects[2] = GameObject.Find("Cylinder");

// BhI3BIBaeTCS Npy OTOOPaXeHMM KaxIOTOo Kampa
void Update ()
{
}
}

Huske npuBoanTCst HECKOJIBKO KOMMEHTApUeEB K JTUCTUHTY 1.5:

O Crpoxka 10: hynkims Start BbI3bIBAETCS B MOMEHT 3aIlyCKa YPOB-

Ha. DyHKIMN OyyT pacCMaTPUBATHCA B ATOM TJIaBe HUIKE.
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O Crpoka 13: kK0U€BOE CJIOBO NEW UCTIOJIB3YETCS IS CO3/IaHUS HO-
BOTO MacCUBa € TPeMs aJieMeHTaMU. JTO O3HAYAET, YTO MACCUB He
CMOJKET XPaHUTh HoJiee Tpex ajeMeHTOoB. [1o yMoIYaHuto Bee aJre-
MEHTBI TIOJIyJafoT HauvajgbHOe 3HadeHue null (To ecth, HUYETO).
OHU yCTBL

O Crpoxka 15: 311eChb B IEPBBII 9JIEMEHT MACCUBA 3AITHCHIBAETCS CCHLI-
Ka Ha 0OBEKT OCHOBHON Kameps B ciierie. CenyeT OTMETUTD 1B
BayKHBIX MOMEHTA. BO-11ePBBIX, K 9JIeMEHTaM MacCHBa MOKHO 00pa-
MIAThCS TI0 UHAIEKCaM, ¢ TIOMOIIBIo ortepatopa []. To ecTp, K TepBO-
My 2JIeMEeHTY MaccuBa MyObjects MOKHO OOPATUTBCSI € TOMOIIIBIO
BbIpakeHust MyObjects[0]. Bo-Bropeix, B C# HyMmepainus ajieMeH-
TOB MacCHBa HAYMHAETCS C HYJIA. DTO 3HAYUT, UTO TIEPBLII 2JIeMEHT
3aHMMaeT To3UIHo 0, CIAeAYIONMN — MO3UNHIO 1, Caenyommui —
mo3unuio 2 u T. 4. Jaa maccuBa MyObjects ¢ Tpems ajeMeHTaMu
JOCTYIT K 3JIEeMEHTAM MOJKHO TIOJIYYUTh C TIOMOIIBIO BBIPAKEHUI
MyObjects[0], MyObjects[1] u MyObjects[2]. ObGparure BHUMaHME,
YTO ITOCJIELHUN IJIEMEHT UMeeT MHIEKC 2, a He 3.

O Crpoxku 18 u 19: B anemenTst 1 u 2 maccuBa MyObjects sanucbiBa-
IOTCSI CCBLIKM Ha OOBEKTHI, MOJYYEHHBIE C MOMOIIBI0 (DYHKI[UH
GameObject.Find. Dta GyHKIMS TPOUSBOIUT MIOUCK UTPOBOTO 00B-
€KTa B aKTUBHON CIIEHE TI0 €T0 MMEeHU (C YUEeTOM PErucTpa), 3aTeM
MOJIydeHHAsT CChLIKA TIOMEIAETCS B YKa3aHHBINM 2JIEMEHT MacCHBa
MyObjects. Ecim 06beKT ¢ 3aJJaHHBIM HMeHeM He OyjeT HalijieH,
B 3JIEMEHT MaccuBa OyIeT 3alicalo sHaueHue null,

O Bonee noapobHyio MHGOpMaLMIO 0 MaccmBax U UX UCMONb30BaHUN B CH# MOXHO
= HaKrTK no agpecy http://msdn.microsoft.com/ru-ru/library/9b9dty7d.aspx.

UnkAbl

[uksbI IBASIOTCS OJJHUM U3 CAMBIX MOIIIHBIX MHCTPYMEHTOB B MTPOTPaAM-
MupoBaHuu. IIpeacTaBpre Urpy, rae Ha ypoBeHb MOXKeT ObITh cOpOIeHa
atommast 6omba. Korma ato cayuures, ciieHapuil TOJUKEH YHUUTOKHUTD
IIOYTH Bce, YTO Haxoautrcs B cuene. CresaTb 9T0 MOXKHO [IPOrPaMMHO,
yIassis OOBEKTH TI0 OJIHOMY, HATIHMCAB [T KAKAOTO OTAETBHYIO CTPOKY
Koza. JIyist HeGOMBINOTH CIIEHBI N3 HECKOTBKUX 00HEKTOB KO/ YAATEeHMST 3a-
HIMET BCETro HECKOIBKO CTPOK, UTO He mpobaemarnyio. Ho mist 60mbimix
CIIEH C COTHSIMU OOBEKTOB MPUAETCS HATHCATH MHOTO CTPOK KOIA, 1 9TOT
KOJI TIPU/ETCS] UBMEHSITh TIPU M3MEHEHUH COEP;KUMOTO CIIeHbI, DTO GyIeT
yroMutesbHo. ITUK/IbI IOMOrYT C3KaTh KOJ 10 HECKOJIbKUX CTPOK, He3a-
BUCHMO OT CJIOXKHOCTH CIIEHBI U KOJINIeCTBA 00HeKTOB. OHU TIO3BOJISIOT
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MHOTIOKPATHO BBINOJHATD OJHU U T JK€ OIePaLiU HaJl MHOKECTBOM 00b-
extoB. B C# mMeeTcst HECKOTBKO BUIOB IIUKJIOB. /laBaiiTe Tenepb paccMo-
TPUM HECKOJBKO TTPUMEPOB.

Uukn foreach

CambiM TIpocThIM, TIOXKaMYH, 1nKa0oM B C# aBinsgercs muka foreach. C mo-
MoIIbI0 Toreach MOKHO IiepeOparh Bee 2JIeMEHThI MACCHBA 10 OJHOMY, OT
[IEPBOro JI0 MOCJIEAHEro, U BBIMIOJHUTD ¢ KaXK/IbIM U3 HUX HEOOXOIMMBbIE
onepanuu. PaccmorpuMm mpumep B smctunre 1.6, yaansonuii Bce 00b-
eKThI GameObjects m3 MaccuBa GameObject.

Jluctuhr 1.6. Lnkn foreach

01 using UnityEngine;

02 using System.Collections;

03

04 public class MyScriptFile : MonoBehaviour
05 {

06 // MaccuB MIPOBHIX OOBLEKTOB B CLEHE

07 public GameObject[] MyObjects;

08

09 // DTOT METOX BHIIOJHSET MHUUMATMBALNO
10 void Start ()

11 {

12 // BHIOJIHUTBH ONepauuo CO BCeMy OOBEKTaMM B MACCUBE
13 foreach (GameObject Obj in MyObjects)
14 {

15 // YHUUTOXUTH OOBEKT

16 Destroy (0bj);

17 }

18 }

19

20 // BbI3BIBaeTCS NpY OTOOPAaxeHMy KaxIoTo KaIpa
21 void Update ()

22 {

23 }

24}

C 3arpy3ka npumepos koga. Paiibl ¢ npMMepamMn MOXHO 3arpy3uTb C canTa
www.dmkpress.com unv www.amk.pd B pasgene «4utatensm — Painbl K KHU-
ram».

ITuks foreach BeinosHseT 610K Koia B crpokax 14—17, 3ak/I04eHHbII
B (urypHbie CKOOKH {} TI0 OTHOMY pasy JIJisl KasK/I0TO SJIEMEHTAa MacCUBa
MyObjects. Kamabril IpOX0/I, MW TIOBTOP IIUKJIA HA3bIBACTCH UTEPAITUCH.
BpeMst BBITIOTHEHMS TIUKJIA 3aBUCUT OT pa3Mepa MacCuBa — 4eM OOJIbIIe
MaccuB, TeM OoJibiiie TpebyeTcst ureparuii U 0OJIbIe BPEMEHH Ha WX BbI-
nosHenue. [[UKI Takxke CONEPKUT JIOKAJIbHYIO TepeMerHyio obj. Ona
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o0bsiBIIeHa BHYTpHU omepaTopa foreach B ctpoke 13. ITa mepemenHast co-
JIEPsKUT BHIOPAHHBIN, MM aKTUBHBIN 9JIEMEHT MacCUBa B KayK/I0# utepa-
1A TIUKJIA, TO €CTh, TIPU BBITIOJTHEHUW TEPBO MTEPAINy IUKJIA Tepe-
MeHHast 0bj GyJIeT CoiepKaTh TEePBbIil 9JIEMEHT, TPU BBIMOJHEHUH BTOPOT
WUTepanuu — BTOPOU 3JIeMEeHT U T. [I.

O Bonee noapobHyo nHdopmMaumio o upknax foreach n nx ncnonbsosaxHum B C#
= MOXHO HalTu no agpecy http://msdn.microsoft.com/ru-ru/library/ttw7t8t6.aspx.

Uukn for

uxkm foreach yﬂo6e}g KOorjia HYKHO ITOCJIeIOBATEJIbHO Hepe6paTb aJ1e-
MEHTDBI O/THOT'O MaCCHBa OT HadaJia /10 KOHIIA. Ho nHOorga MOJKET ITOHa10-
6uThCst GoJiee TIOJHBIA KOHTPOJIb HaJl uTepaiusiMu. Hampumep, MoKeT
HOTpe6OBaTbCH BLBIIIOJTHUTDH ITUKJI B O6paTHOM HallpaBJIEHUU, OT KOHIIA
K Haudary; oOpaborarh cpasy JiBa MacCHBa OJMHAKOBOU JIMHBI WJIN 06-
paboTaTh TOJIBKO OIPEAEIEHHDIE DJIEMEHThI MACCUBA. ITUX 1ieJIell MOKHO
JIOCTUYD C MIOMOIIIBIO ITUKJIa for, HaIpuMep:
// ObpaboraTh 3JEMEHTH MacCyBa B OOpaTHOM HalpaBIIEeHUM
for (int i = MyObjects.Length-1; 1 >= 0; i--)
{ // YHUYTOXUTH OBBEKT

DestroyMyObjects[i]);
}

Huxe mpuBoanTCS HECKOJIBKO KOMMEHTapHeB K TIPebIIyTemMy dpar-
MEHTY:
O 3xech nmka for BHIMOMHSAET 06X0/] 3IEMEHTOB MaccuBa MyObjects
B 00paTHOM HAallPaBJEHUH, OT KOHIIA K Havasly, yAaJsist Kajk/Iblil
GameObject B ciene. [Ipn aTomM OH HMCTOJB3yeT JOKATBHYIO TIepe-
MeHHYI0 1. Ee nHOT/1a HAa3BIBAIOT UTEPATOPOM, TaK KaK OHA yIPaB-
JIIeT XOJIOM BBITIOJTHEHUEM ITUKJIA.
O Oneparop nukaa for COCTOUT M3 TPEX OCHOBHBIX Pas3fiesioB, OT/ie-
JIEHHDBIX JIPYT OT JipyTa TOYKOH C 3algTOM:
® i WHUITMAJW3aIus TepeMeHHol 3HaueHmeM MyObjects.Length
- 1 (WHAEKC TIOCIEHETO 2JIeMeHTa MaccuBa). HarmomH1o, uTo mH-
JIeKCaIs MAaCCMBOB HAUYMHAETCS C HYJIS, TO3TOMY WHJEKC TI0-
CJIeTHETO 2JIEeMEHTa MAacCUBa BCET/la PaBeH JIJIMHE MacCuBa MU-
HyC eIuHUITY. Pasnesr MHUIMATU3aIUK TaPAHTUPYET, YTO TIHKJI
HavHeTCsT ¢ KOHIA MacCHUBa;

e i >= (: BeIpaskeHUe, ONpeIesIsTolee YCA0BUe TPOOJIKEHNS TTUK-
sa. [TepemenHas 1 feiicTByeT Kak 06paTHbIIL CYETUNK, YMEHbIIIA-
sichb 1o Mepe 00xoza MaccuBa. LTuki GyeT mpoaoJKaThes, TIOKa
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3HaYeHune 1 6obIe WM paBHO (, Tak Kak 0 SBISETCS HHIEKCOM
1IePBOrO 2JIeMEHTa MaCCUBa;

® i--! 9TO BbIpaKeHME BBIIOJHAETCS B KOHIE KayK/OW uTepalun
U OTIpe/iesIsieT N3MeHeHne TepeMeHHo 1. 3mech 1 6yaeT yMmenn-
MATHCsT Ha €IMHUTTY B KOHIIE KaXKI0H UTEPAIi, TO eCTh 1 OymeT
BBIYUTATHCS 13 1 MPH Kak/10M Ipoxojie nnkiaa. Omeparop ++, Ha-
pOTHUB, OyaeT 100aBIATH 1.

Q I[JIH O6paHleHI/I$[ K9JIEMEHTAM MaCCBa B TEJIE ITUKJIA NCITOJIB3YyETCA

\ {

BBIpakeHme MyObjects[i].

Bonee noapo6Hyio nHbopMaLmio o umknax £or n nx ncnonbaosaHmm B C# Mox-
HO HanTK No aapecy http://msdn.microsoft.com/ru-ru/library/ch45axte.aspx.

Uukn while

ITuxket for u foreach XOpoIIIo MOAXOAAT /7Ist 06X0/[a MACCHBOB C BBITIOJTHE-
HUEM OTpeeJICHHBIX IeWCTBUN B KaxK101 uteparnuu. [luks while, Hammpo-
TUB, TIOBTOPSIET OIpe/ie/IeHHbIe IEHCTBUS, TTOKA 3aJ[aHHOE YCJIOBHUE OCTa-
ercs uctuHubIM. Hanpumep, eciin norpebyercst, 4ToObl UTPOK MIPOLOJIKAI
MOJIy4aTh TOBPEsK/IEHNUS, TOKA CTOUT Ha ropsTuel JiaBe, i TPAHCIIOPTHOE
CPEeJICTBO JIBUTAJIOCH, TIOKA HE CJIOMAETCs, B TAKMX CUTYAIUSIX IIPUTOIATCS
1ukJ while. Ero npumenenne gemMonctpupyet Juctunr 1.7.

Jincturr 1.7. Unkn while
01 using UnityEngine;
02 using System.Collections;

03

04 public class MyScriptFile : MonoBehaviour

05
06
07
08
09
10
11
12
13
14
15
16
17
18
19
20
21
22

{

// DTOT METOX BHIIOJHSET MHULVMAIN3ALYIO
void Start ()
{
// Cuerumk umcjyia COOOCWEHMI IJig BEHBOLA
int NumberOfMessages = 0;

// TpomosxaTh, [NOKA B KOHCOJIb He OyIeT BLHBEIEHO 5 COOBWEeHMN
while (NumberOfMessages < 5)
{

// BriBecTu coofueHue

Debug.log("This is Message: " + NumberOfMessages.ToString());

// YBIMUUTBH CUETUUK
++NumberOfMessages;

}
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23
24
25
26
27

?

L 4

}

// BhI3BIBaeTCHa NpM OTOOPaXeHMM KaxIOTo Kampa
void Update ()

{

}

dyukuusa ToString. MHorve knaccel 1 06bekTbl B Unity nmeroT dyHKLMIO
ToString (cTpoka 16 B nucTuHre 1.7). 9Ta byHKuMa npeobpasyeT 06bEKT, Ha-
npumep integer (uenoe 4ucno), B yooGOYUTAEMbIA TEKCT, KOTOPbIA MOXHO
BbIBECTN B OKHO Console (KoHconb) nnu Debugging (Otnagka). OHa moxeT
npuroguTbCs ANs BbIBOAA OOBLEKTOB U AAHHLIX B KOHCOJIb BO BPEMS OTNALKM.
O6paTtuTe BHUMaHWE, 4TO BbIBOJ, YNCOBbIX OOLEKTOB B BUJE CTPOK TPEOYET He-
ABHOrO NpeobpasoBaHuns.

Hwuxe MIPpUBONTCA HECKOJIBKO KOMMEHTapUueB K JIMCTUHTY 1.7

)

O
o

Crpoka 13: Hauasio HuKJa while ¢ ycaoBreM, KOTOpoe 00ecIiednBaer
MOBTOPEHHUE IIUKJIA, TIOKA 3HaYeHue repeMenHoil NumberOfMessages
OCTETCSI MEHBbIIIE 5.

Biok xoma B crpokax 15—19 moBropsiercst Kax Teso 1uka while.
Crpoxka 19: yBesmuuBaer 3Hauenue mepeMeHHol NumberOfMessages
B KKJIOI UTEPAIIVH.

PeSy.III)TaTOM BBIIIOJIHEHUS Cll€HapuA B JIMCTHUHIE 1.7 6leeT BbIBO/]
IIATHU TEKCTOBBIX COO6HI€HI/II./JI B KOHCOJIb, KaK ITIOKa3aHO Ha pUcC. 1.9.

3 Project | B consale |

| Clear | | Collapse | Clear on Play | Error Pause

1 This is Message: 0
=" UnityEngine. Debug'Log(Object)

17y This is Message:
= UnityEngine. Debug Log(Object)

17y This is Message: 2
“= UnityEngine .Debug:Log(Object)

1 This is Message: 3
“* UnityEngine .Debug:Log(Object)

This is Message: 4

UnityEngine.Debug:Log(Object)

Puc. 1.9. BbiBog, cOO6LLEHNI B KOHCOb B LiMKe while

Bonee nogpobGHyo nHpopmMaumio o umknax while n nx ncnonbsosanHun B C#
MOXHO HanTu no agpecy http://msdn.microsoft.com/ru-ru/library/2aeyhxcd.
aspx.
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BeckoHeyHble UuKibl

OpHoli U3 onacHOCTel IPU UCHOJIL30BAHUU IIUKJIIOB SIBJISICTCS BO3MOXK-
HOCTDb CJIyYalHOTO cO3/aHusi OECKOHEYHOTO IUKJA, TO €CTh IUKJA, KO-
TOPBII He MOKET 3aKOHYUTHCsI. OCOOEHHO 3TO XaPAKTEPHO JIJIST IIUKJIOB
while. Korga urpa BXoauT B 66CKOHEYHbIH HMKJI, OHAa OOBIYHO 3aBUCAET 1 €€
MIPUXOUTCST TPEPHIBATH TIPUHYAUTEIbHO. VIHOT/IA ake BXO B GECKOHEY-
HBII [IMKJI MOKET rpuBecTH K kpaxy cuctembr! Hacto Unity ycreBaet Bo-
BpeMst 0GHAPYKUTD TIPOOIEMY U IPEpPBaTh CIIEHAPHUIL, HO He MoJIaraiTech
Ha s10. Hanpumep, ecan u3 nucrunra 1.7 yépars crpoky 19, nomyuurcest
GeCKOHEUHBIN IUKJI, TIOCKOJIbKY 3HaUeHUe TiepeMeHHoi NunberOfMessages
HUKOT/IA HE JJOCTUTHET BEJMYUHBI, YIOBJIETBOPSIONIEN YCIOBUIO BHIX0O/A
u3 1ukIa. OCHOBHON MOCHLT IAHHOTO pas/iesia MOSKHO BBIPA3UTH CJIOBAMM:
«Byznbre 0CTOPOKHBI, UCTIOMB3YST TIUKIBI, 4TOOBI M30EKATH 3AINKIIBA-
Huist». Huske MpUBEIECH ellie OfinH KIACCUYECKUi TiprMep GECKOHEYHOTO
[IMKJIA, KOTOPBIH, 6E3yCIOBHO, MOKET CTaTh UCTOYHUKOM TIPOGJIEM B Ba-
1Iell urpe, IMO3TOMY MOCTapaliTeCh U30EKATH UX:

// BECKOHEUHENI LMKJI

while (true)

{
}

OpHako, XOTUTE Bepbre, XOTUTE HET, HO MHOT/IA TPABUIIBHO TIOATOTOB-
JIeHHBIE OeCKOHEUHbIe IUKJIbI MPocTo HeoOxoauMmbl! Eciin BaM 1TOHAI0-
6uTcst miar@opMa, TIOCTOSTHHO ABUIKYINASCS BBEPX U BHU3, HEIIPEPBIBHO
KPYTSIIUANCS BOMEOHBIN MIap WIN TIOBTOPSIONIHICS TIUKJI CMEHBI THST
U HOYM, peajin30BaThb WX BaM IIOMOKET IIPABUJIBHO OPraHW30BaHHBII
GecKoHeuHbI UKL [lasee B 9TOI KHUTe Mbl PACCMOTPHUM IIPUMEPBI, TIIe
C YCTIEXOM MOJKHO MCIOIB30BATh OeCKOHeuHble TIMKIBL. UK — MOTII-
HBII U yZI00HBIIT MHCTPYMEHT, HO P HEMPABUJILHOM MTPUMEHEHUN OHU
MOTYT CTaTh MCTOYHUKOM aBapuil, 3aBUCAHUI ¥ TIPOOJIEM ¢ TIPOU3BOIH-
TEJBHOCTBIO, TIOATOMY OY/IBTE aKKypaTHee. B aToll KHure MBI elie paccMo-
TPUM IIPUMEPBHI YCIIENIHOTO IPUMEHEHN 1IUKJIOB Ha IIPAKTHKE.

DYyHKUUN

B aT0il1 T71aBe MBI yrke ncmonb3oBann yHKINY, Takue Kak Start u Update.
OJIHAKO TOJIBKO ceifyac TPUIILIO BPEMs PaCCMOTPeTh 1X GoJiee (hopMaiib-
HO 1 TI0/ipo6OHO. B cytiHocTH, (hyHKIMS npeicTaBisieT co60i MHOKECTBO
0TIepaTopoB, OOBEAMHEHHBIX B €IHHBII CMBICTIOBOI GJIOK, KOTOPOMY ITpU-
CBAMBAETCST MMST M KOTOPBII MOKHO BBITIOJHSATH 0 TpeboBauuio. [Ipu
peajiu3alui JIOTHKKA UTPhI OBIBAIOT CUTYAIIMU, KOT/Ia HY’KHO BBITIOJTHSITh
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¢ 00beKTaMK HEKOTOPBIE OBTOPSIOIIMECs AeHCTBYS, TAKUE KAaK BbICTPE-
JIBL U3 OPYJKUs, MPBIKKKA B BO3AYX, YHUYTOKEHHE BParoB, OOHOBJIEHHE
cueTa WM BOCIIPOU3Be/ieHIe 3ByKa. MOKHO ITPOCTO KOITUPOBATH 1 BCTaB-
JIITh COOTBETCTBYIONIMIT (hparMeHT Koja BesJie, Te OH MOHaI00MICs, HO
3TO OuUeHb HeXopolias mpuBbiuka. [opasno mpoire ohopMUTh TOBTOPSsIE-
MbIil KOl B Bu/ie (DYHKITUU U BbI3bIBATD €€ B HYKHbIE MOMEHTBI 110 UMEHH,
KaK TToKaszaHo B juctufre 1.8:

JncTtuHr 1.8. dyHkummn

01 using UnityEngine;
02 using System.Collections;

03

04 public class MyScriptFile : MonoBehaviour

05 {

06 // 3axpeHTas NepeMeHHas IJig IOACUYeTa OUKOB

07 // IlocTymHa TOJLKO B IaHHOM KJjacce

08 private int Score = 0;

09

10 // aToT MEeTOJ BBHIIOJIHAET MHMUMAJIMI3ALNMIO

11 void Start ()

12 {

13 // Bbi3BaTb OYHKUMIO OOCHOBJIEHMA CUeTa

14 UpdateScore (5, false); // TpubaBuUTh NATH OUKOB
15 UpdateScore (10, false); // NpubaBuTb HECATH OUKOB
16 // TpubaBuUTb NATHAILATL OYKOB M COXPAHUTH Pe3yJbTaT
17 int CurrentScore = UpdateScore (15, false);

18

19 // YIOBOWUTL UMCIIO OUKOB

20 UpdateScore (CurrentScore) ;

21 }

22

23 // Bu3BIBaeTCHA NPY OTOOPAXEHMV KAXIOTO KaIpa

24 void Update ()

25 {

26 }

27

28 // OBHOBIAEeT cueTr

29 public int UpdateScore (int AmountToAdd, bool PrintToConsole=true)
30 {

31 // TpubaBUTH UMCIIO OUKOB K CUETY

32 Score += AmountToAdd;

33

34 // BEIBECTUM B KOHCOJIb?

35 if (PrintToConsole) {Debug.log ("Score is: "+Score.ToString());}
36

37 // 3aBepunTh (QYHKLMO M BEPHYTh TEKyUMiI CYET

38 return Score;

39 }

40 '}
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Hwmxe TIPUBO/TUTCA HECKOJIbKO KOMMEHTAPHUEB K JIMCTUHTY 1.8:

o

o

Crpoxka 08: 06bsiBIICHHUE JTOKAIBHOI TI€JIOUNCICHHON TepEeMEHHOM
Score It XpaHEHUST cueta. JTa repeMeHHas Oy/er ganee B (PyHK-
nuu UpdateScore.

Crpoxku 11, 24 u 29: kmacc MyScriptFile comep:RuT Tpu GyHKIUNA
(Jarre nxX Ha3pIBAIOT METO/IAMY, WJIN (DYHKITUSMU-YJIeHaMN ): Start,
Update u UpdateScore. Dynkuuu Start m Update sBisioOTCS Crie-
MUATBHBIMU (DYHKIIMSAMU U TPEAOCTABISIOTCS Ay Hyka Unity,
¢ 9TUMU (QYHKITUSAMHU MBI TIO3HAKOMUMCST 9yTh Himke. DyHKIUI
UpdateScore — 910 oObIuHas DyHKIS Kaacca MyScriptFile.
Crpoxka 29: pyrkims UpdateScore — 910 IeJIbHBII GJIOK KOIa MEKILY
crpokamu 30 1 39. OHa JJoJI’KHA BBI3BIBATHCS MPU KayK/IOM M3MeEHe-
HUU cyeTa B urpe. Korja mponcxopuT BbI30B 9TON (DYHKITNHN, BbI-
nosastercst 6siok kogaa (crpoku 30—39). Takum 06pasoM, HyHKIIUS
obecTieunBaeT MOBTOPHOE UCIIOIb30BAHUE KO/IA.

Crpoku 14-20: pynrnms UpdateScore HECKOJBKO pa3 BHI3bIBA-
etcst u3 yHkiuu Start. IIpw KaXaoM TaKOM BbI30Be, (DYHKITUS
Start TpUOCTAaHABJIWBAET BBITIOJHEHUE /IO 3aBEPIIEHUS] BHI3BAH-
HOU (dyHKIMU UpdateScore, a 3aTeM MPOIOJIKAET CO CJAEAYIONIE
CTPOKH.

Crpoka 29: ¢ynkius UpdateScore MpUHUMAET JIBa TapamMeTpa, Uin
apryMeHTa. JTO TeJOYNCTeHHbIH mapamerp AmountToAdd u Jorude-
ckuii mapameTp PrintToConsole. [TapameTpsl 1eiiCTBYIOT KaK yCTPOTi-
CTBa BBOJIa, KOTOPBIE MOKHO MOJIKJIIOUATh K (DYHKIIHSIM, YTOOBI OKa-
3bIBATh BJHUSIHUE HA WX paboTy. 3HaueHue mapamerpa AmountToAdd
OIPEIEIISIET YUCJIO OUKOB, TIPUOABISEMbBIX K TEKYIIEMY 3HAUCHUIO
TTepeMeHHOM Score, a 3HaYeHUe mapameTpa PrintToConsole ompene-
JISIeT HeOOXOIMMOCTD BBIBOJIA 3HAUECHUS TIEPEMEHHON SCore B KOH-
couib. KosmaecTBO apryMeHTOB (DyHKIIUY TEOPETHUECKU HEe OTPaHU-
4eHO, GoJiee TOro, (YHKITUST MOJKET BOOOIIE He UMETh apIyMEHTOB,
Kak pyHKInu Start u Update.

Crpokn 32-33: coOOCTBEHHO, 3/1eCh U3MEHSETCS CUeT U BbIBOLUT-
cs1 B OKHO KOHCOJIH, e HeoOxoanmo. ObOpaTute BHUMAHWE, YTO
napameTp PrintToConsole mosrydaeT 3HaYeHUeE 110 YMOJTYAHUIO true,
yKasaHHOEe B 00bsBJIeHUN (DYHKIMU, B cTpoke 29. ITO memaet ap-
T'YMEHT HeoOsI3aTeIbHBIM 1IPU BBI30Be (yHKINU. B cTpokax 14,
15, u 17 3HaveHUe 1O YMOJYAHUIO MTEPEOIIPEIEISIETCS U B Tapa-
MeTpe PrintToConsole siBHO Tiepenaetcs 3HaueHne false. B cTpoxke
20, HarpOTUB, BTOPOI apTYMEHT OTIYIIEH U TI0TOMY B ITapameTpe
PrintToConsole mepemaeTcst 3SHAYEHNE IO YMOJIAHUIO trUe.
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O Crpoxku 29 u 38: hynkims UpdateScore Bo3BpaIaeT 3HaueHUE, THIT
KOTOPOTO yKa3aH B cTpoKe 29 nepes nMeHeM (pyHkiuu. B rannom
caydae UpdateScore Bo3Bparaer 3Hadenue tumna int. To ecTs, 1o 3a-
BepieHnN (hYHKITUS BEPHET IeJI0e YMCJI0 — TeKYIINii cueT. Beixos
C BO3BPATOM 3HAYEHUsI OCYIIECTBIISIET OMEPATOP return B CTPOKe
38. dyHKIMYU He 0OsI3aHbI BO3BPAIIATh 3HAYEHIS, €CJIU B 9TOM HET
HeoOxoxuMmocTu. Eciiu He TpeGyeTcst BO3BpalliaTh 3HAYEHIE, TUII
BO3BPAIAEMOT0 3HAYEHUS OTPeIeSIeTCs Kak void, YTo U cremaHo
B 00bsiBIIEHUSX (DYHKITMIT Start u Update.

O Bonee noapobHyio MHGOopMaLMO 0 GYHKLMAX U UX UCTIONb30BaHUN B CH# MOXHO
= HanTK no agpecy http://csharp.net-tutorials.com/basics/functions/.

CobbiTng

Co0bITHsI, TIO CYTH, SBJISIOTCS (DYHKIUSIMU, UCIIOJIb3yEMBIMI OCOOBIM
crrocoboM. Yike sHaKOMble HaM (pyHKIK Start u Update — He YTO HMHOE,
Kak creruanbabie coObitust Unity. CoObiThst — 9T0 (QYHKIUY, TPEIHA-
3HAUEHHbIE JJIS YBEAOMJIEHUsT 00bEKTa O 3HAUUTEIBHBIX IIPOUCIIECTBY-
AX: 3allyCKe YPOBH, Ha4yajle HOBOIO KaJ/lpa, yHUUTOXKEHUU Bpara, IIPbIIKKe
urpoka u ap. OyHKIUN COOBITHI BBISBIBAIOTCS B KDUTHUECKUE MOMEHTHI,
maBasi OOBEKTY TIMAHC aeKBATHO OTPEATrPOBATH, €CIM 9TO HEOOXOINMO.
Oyukiws Start BLI3BIBAETCS aBTOMATHYECKH TIPH CO3MAHUT OOBEKTa, KaK
[IPABUJIO, 9TO IPOUCXOAUT TIpH 3arycke ypoBHs. Dyukims Update takxke
BBI3LIBAETCST aBTOMATUYECKN B Hadaje Kaxaoro Kaapa. Dymknus Start
JTaeT BO3MOKHOCTD BBITTOJTHUTH HEKOTOPbIE IEWCTBUS TIPU 3aITyCKe YPOB-
ns, a pyuxuus Update BbI3bIBaeTCs I KasKJO0IO Kajipa, HECKOJILKO Pa3
B cekyHmy. [Tosatomy dyuximst Update 0cOOEHHO TTOMIE3HA TSI CO3TAHMST
aHMMaIMOHHBIX a(pdekToB B urpax. B mucrunre 1.9 dyHkims Update obe-
clleunBaeT BpaiieHne 00beKTa ¢ TeUeHHEM BPEMEHU.

Jnctudr 1.9. MpocToi aHMMaUVOHHbIN 3P dEKT — BpallleHe 06bekTa
01 using UnityEngine;

02 using System.Collections;

03

04 public class MyScriptFile : MonoBehaviour

05 {

06 // DTOT METOX BHIIOJHSET MHULMATMBALNIO

07 void Start ()

08 {

09 }

10

11 // BH3BBaeTCa NpK OTOOPaXEHMM KAaXIOTO Kanpa
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12 void Update ()

13 {

14 // TloBepHYTb OOBEKT Ha 2 Tpalyca BOKPyID ocm Y

15 transform.Rotate (new Vector3(0.0f, 2.0f, 0.0f));
16 }

17 }

Orneparop B cTpoke 15, B inctunre 1.9, BhI3bIBAETCS OJIMH pa3 B HayaJIe
KKIOTO KaJIpa 1 00eCTIeuBaeT HelTPePBIBHOE BpaleHie 00beKTa co CKO-
pocTbio 2 rpajiyca 3a Kajap Bokpyr ocu y. IIpousBopumbiii acdext 3aBucur
OT YaCTOThI KaJ[POB, & 3TO 3HAUUT, UTO OOBEKT OY/IeT BpaIaThcst ObICTpee Ha
KOMIIBIOTEPaX, CIIOCOOHBIX 06ECTIEYnTh HOJBIIYIO YACTOTY Ka[POB, TaK KaK
dynkims Update Gyzer Bbi3biBaThest yare. CyIecTBYIOT METOIbI, TO3BO-
JISTIOTIHE IOOUTHCST HE3aBUCUMOCTH OT YaCTOThI KAJIPOB U TaPaHTUPYIOIIIe
OJIMHAKOBYIO PabOTy WP HA BCEX KOMITBIOTEPAX, HE3aBUCUMO OT YacTOThI
Ka/ipoB. MBI pacCMOTPUM UX B cye/yfoniel TiaBe. Ber MojkeTe y3HATD Ua-
CTOTY KaJIPOB JIJIsl CBOEN MTPbI TIPsIMO BO BkJajike Game (Vrpa), B okHe
penakropa Unity. Beibepure Briraaky Game (Mrpa) u meJKHUTE Ha KHOTI-
ke Stats (CTaTUCTUKN) B TIPAaBOM BEPXHEM YIJIy TIAaHEJIU UHCTPYMEHTOB.
ITpu 5TOM OTKpOETCs NaHeb CTaTUCTUKK Stats, ¢ 0011l cTaTuCTHYecKoil
uHbOpMAIeil 0 MPOU3BOAUTEILHOCTH WIPBI. JTa MaHETb OTOOpaKaer
yactory kazpoB B cekynnay (Frames Per Second, FPS) urpsi, kotopas
OTIpe/IeNisIeT W KaK 9acTo Bb3biBaeTcst (hynkius Update, n o6Imyio mpons-
BOZIUTEILHOCTh UTPBI B IAHHO# cucteme. B obieM ciyuae, eciim yactora
Ka/[POB B CEKYH/Y HUKe 15, 9T0 YKa3bIBaeT Ha 3HAYMTEIBHBIE TTPOOIEMBI
€ MPOU3BOAUTENBbHOCTBIO. HysKHO cTpemMuThes K yactore KanpoB 30 muam
Boimire. Ha puc. 1.10 nmokaszano, kak BbI3BaTh nanesb Stats (Craructukn).
O Yucno TMnoB coObITUIA CAULLIKOM BeNnKo, 4TOObI nepe4yncnnTb nx 3gecb BCe.

TeM He MeHee, HekoTopble obLme cobbiTua Unity, Takne kak Start m Update,
MOXHO HawWThn B knacce MonoBehaviour. Bonee noapobHylo mHbOpMAaLMIO

o knacce MonoBehaviour mMoxHo HaiiTM no agpecy http://docs.unity3d.com/
ScriptReference/MonoBehaviour.html.

IKnaccbl 1 0bbeKTHO-OpueHTUpoBaHHOe
NporpaMmmMmmnpoBaHne

Kuace npescrasiister coboii cMeleHne MHOTUX B3aUMOCBSI3AHHBIX Tepe-
MEHHBIX ¥ (DYHKIMH, COOPAHHBIX B OTAEIbHBIA MOJYJIb UJIH <CYIIHOCTb>.
WNubimu cioBamu, nipejictaBbTe Urpy (HarpuMep, pPoJieByIo UTPY B CTHJIE
(banTE3M), HAMTOIHEHHYIO MHOKECTBOM HE3aBUCHUMBIX CYITHOCTEH, TAaKMX
KaK BOJIIEOHUKH, OPKU, JIEPEBBST, IOMa, UTPOK, PBIIAPH, TIPEAMETHI, OPY-
JKUe, 3aKJINHAHWS, IBEPHBIE TPOEMBbI, MOCTBI, CUJIOBBIE TIOJIS, TIOPTAJIBI, OX-
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Puc. 1.10. OJoctyn k naHenu Stats Bo Bknagke Game
[J19 MPOCMOTPA 4acTOThl KAAPOB B CEKYHAY

PaHHUKH ¥ T. 1. MHOTHE 13 9THX 00BEKTOB COOTBETCTBYIOT OOBEKTAaM B pe-
aspHOM Mupe. Ho camoe BaxKHOE, UTO KaK/[ast U3 9TUX CYIITHOCTEH SIBJISIETCST
HE3aBUCUMBIM OOBEKTOM, BOJIIIEOHUK SABJISETCSA OTAENbHON CYIIHOCTDIO,
OTJIMYHON OT CUIIOBOTO TIOJIsT; OXPAHHUK SIBJISIETCST OTAEIBHO CYIIHOCTBIO,
OTJINYHON OT siepeBa. Kakyio u3 cymHocTeil MOKHO PACCMATPUBATH KaK
0OBEKT OMPEIESIEHHOTO THIA. ECIU COCPEIOTOYNTH BHUMAHIE HA OJIHOM
KOHKPETHOM OOBEKTE, HAPUMED BPAKECKOM OPKe, MOYKHO OIPE/E/IUTh
cBOWiCTBa 1 moBeeHre aToro oobekTa. Opk GyIeT UMETH ONPe/IeJIEHHYIO
MO3UIUIO U PA3MEPDIL, U TIOBEPHYT B OIPE/IeJIEHHOM HAMPABJIEHUN — KaK-
0¥ M3 9TUX XapPaKTEPUCTUK OyJIET COOTBETCTBOBATD CBOSI TIEPEMEHHASI.
OpK MOXKeT Tak/Ke BJIAJIETh HECKOJIbKUME BUIAMU HAIIA/[CHUSI, HATIPHU-
Mep B OJskHEM OOI0 ¢ TOTIOPOM 1 JlajibHeM 0010 ¢ apbajieToM. JTH Ha-
MaJIEHNsT PEANU3YIOTCS ¢ MOMOIIbI0 (DyHKIwit. Takum o6pazom, HaGOPBI
MepeMeHHbBIX U (DYHKIHIT COEAUHSIOTCS] BMECTE BaXKHBIMU CBSI3SIMU. DTOT
mpoitecc OObeIMHEHIST HA3bIBAETCsI MHKATICYJIsiueil. B aToM mpumepe
CBOMCTBA U MIOBEJIEHUE OPKA MHKAIICYIMPOBaHbI B Kiacc. Kirace B tanHOM
caydae npejcrasiser mabaon o61ero, abecTpakTHOTO OpKa (KOHIEIIHs
opka). OGbEKTHI — HATPOTHB, YACTHBIE, KOHKPETHBIE HK3EMILISIPBI KJIacca
Orc. Maiin cuenapus B Unity onpezaensier kiaacc. IToObl co31aTh 9K3eM-
IJISIP ATOTO KJlacca B yPOBHE, HYKHO 100aBUTh ero B GameObject. Kax Mbl
BUJIEJIH, KJIACCHI MOJIKIIOYAI0TCS K UTPOBBIM OOBEKTaM B BUJI€ KOMITOHEH-
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TOB. KOMIIOHEHTBI — 3TO OGBEKTHI, @ MHOKECTBO KOMITOHEHTOB 00pasyer
GameObject. Caemyrormii iuctunr 1.10 comepruT HAOPOCOK Kiacca Orc.

Jnctunr 1.10. Knacc Orc

01 using UnityEngine;

02 using System.Collections;

03

04 public class Orc : MonoBehaviour

05 {

06 // Ccruika Ha TpaHcobpMauuon OOBEKTA OpKa

07 // (mosuums, HamnpasJieHue, MacuTat)

08 private Transform ThisTransform = null;

09

10 // Tepeuncienne C HaOOPOM COCTOSIHMM OpKa
11 public enum OrcStates {NEUTRAL, ATTACK_MELEE, ATTACK RANGE};
12

13 // Tekymee COCTOSHME OpKa

14 public OrcStates CurrentState = OrcStates.NEUTRAL;
15

16 // CKOpOCTBH NepeMeleHVs B MeTPax B CEKyHIY
17 public float OrcSpeed = 10.0f;

18

19 // IpyXeCTBEHHOCTbL K UTPOKY

20 public bool isFriendly = false;

21

22 [/ =
23 // DTOT METOX BHIIOJHSET MHULVAIN3ALYIO

24 void Start ()

25 {

26 // TosyunTb TpaHchopMaLMO OpKa

27 ThisTransform = transform;

28 }

29 [ =

30 // Bu3BIBaeTCHA NPY OTOOPAXEHMV KAXIOTO KaIpa
31 void Update ()

32 {

33 }

34 [ = e
35 // IleiicTBMA OpkKa B PAa3HEIX COCTOSHUAX

36 public void AttackMelee ()

37 |

38 // Peamusauusa NpPUEMOB OJIKHETO GOs

39 }

40 [ = e
41  public void AttackRange ()

42 {

43 // Peamusauusa NpueMoOB OajibHETO 60d

44 }

45 e e e L e e e e L L L

46 '}
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Hwske mpuBoanTest HECKOJIBKO KOMMeHTapueB K uctunry 1.10:

O Crpoxka 04: 37eCh ¢ TOMOIIBIO KIFOUEBOTO CJI0BA Class ompeessieT-
cst kymace 0rc. DTOT KIIacce SIBISETCS TPOU3BOIHBIM OT MonoBehaviour.
B cuieyrotiieM pasjieie 9ToM TIaBbl Mbl IOAPOOHEE PACCMOTPUM Ha-
CJIEIOBAHIIE ¥ TIPOU3BO/IHBIE KJIACCHL

O Crpoku 10-20: B kiracc Orc 1006aBJICHO HECKOJIBKO TTEPEMEHHBIX
u nepeuncienue. [lepeMeHnHble UMEIOT Pa3HbIE TUIIBI, HO OHU CBI-
3aHbI ¢ 0011eil KOHIIEIIel OpKa.

O Crpoxku 36—46: opk mmeeT 1Ba MeToa: AttackMelee m AttackRange.

O Bonee noapobHyto nHbOopMaLIMIO O Kiaccax U UX MCNoJib3oBaHUK B C# MOXHO
= HarTK no agpecy http://msdn.microsoft.com/ru-ru/library/x9afc042.aspx.

KAaccbl 1 HacAneAOBaHVE

ITpexcraBbre, YTO BB CO3AAMN Kiacc 0rC Ui UTPOBBIX OOBEKTOB U TIO-
TOM PEIINJIN CO37aTh ellle /Ba MOJECPHU3MPOBAHHBIX THUIA OPKOB: OPK-
BOEHAYAJIBHUK, C YJIYUIIEHHBIMU OPOHEN U OPY/KUEM U OPK-Mar, KOTOPBbIi,
KaK CJIe/yeT M3 Ha3BaHUs, MCIOAb3yeT 3akanuanus. O6a MOryT jearh
Bce, UTO OOBIYHBIN OPK, U KOe-4TO elie. J[JIst 3TOro MOKHO CO3/1aTh TPH OT-
JeJbHBIX Kiacca 0rc, OrcWarlord m OrcMage myTeM KOIMPOBaHUS OOIIETO
KOJIa.

ITpobsieMa B TOM, Y4TO OPK-BOEHAYAJIBHUK U OPK-MAar UMEIT MHOTO
06I1IeTO ¢ OOBIYHBIM OPKOM 1, CJIE/IOBATEIBHO, TPUJIETCS TOBTOPUTH MacC-
cy OOIIero Kojia, 4To caMo 110 cebe SIBJISIeTCST HEHYKHBIM PaCcTOUNTEb-
crBoM. Kpome Toro, ecaiut o6HapyskuTest onmbKa B 0611eM KoJie B OJIHOM
13 KJIACCOB, BaM TIPHUIETCS CKOMMPOBATH UCIPABJIEHUS B PYTHE KIACCHI.
ITO U YTOMUTEBHO, M TEXHUYECKHU HE OIIPABIAHO, TAK KaK BbI 3PS TOTPa-
THUTE BPEMST U MOJKETE JIOMYCTUTD OMUOKY, CO3/[aB HEHYKHBIE CJIOKHOCTH.
Peruth Ty mpobiieMy BaM TIOMOKET 00bEKTHO-OPHEHTUPOBAHHAST KOH-
nenius HacjaezoBanusd. HacnenoBanue no3BosigeT co3iaTb COBEPIIEHHO
HOBBIN KJIACC, HESIBHO BKJITIOUAOINN (DYHKITMOHATBHOCTD JIPYTOTO KJIac-
€a, TO eCThb, CO3/IATh HOBBIN KJIACC, KOTOPBIA paciiupsieT CyIIeCTBYIONINA,
He 3aTparmagd 1Ipu 9ToM opurunaia. [Ipm nacienoBanuyu Mexay ABYyMs
KJIaccaMu 0OpasyIoTCsT Ope/ie/IeHHbIe B3aUMOOTHOIIIeH!sT. OQpUrHHAIb-
HBIH KJylacc (Harpumep, kjacc 0rc) Has3bIBAeTCS CYIEPKJIACCOM, KJac-
COM-TIPEIKOM, WU POAUTETbCKUM KiaaccoMm. HoBbIfi kmacc (Hampumep,
Orcliarlord mim OrcMage), pacMpAIONIUN POAUTEIbCKUI KIacc, Ha3bIBa-
€TCsT IOYePHUM MJIN TTPOU3BOHBIM KJIACCOM.

Q Bonee noapobHyio nHdopmaumo o HacnegoBaHum B C# MOXHO HanTK No aape-
cy http://msdn.microsoft.com/ru-ru/library/ms173149%28v=vs.80%29.aspx.
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[To ymoruanmio Kaskapiii HOBbIH aitn crienapust Unity cosaet HOBbIT
KJIacC, MPOM3BOJIHBIN OT KJiacca MonoBehaviour. DTo 3HAYUT, YTO KaKIbIN
HOBBIH CTIeHApWH COZIePKUT Bech (DyHKITMOHAJ Kiacca MonoBehaviour u ro-
TEHI[HAJIBHO PACIIUPSIET €r0 € MOMOIIBIO JOMOJHUTETBHOTO Koaa. IToOb!
JIOKasaTh 31O, o6paTuMcs K jiuctunry 1.11.

Jinctudr 1.11. HacnepoBaHue

01 using UnityEngine;
02 using System.Collections;

03

04 public class NewScript : MonoBehaviour

05 {

06 [ ==

07 // DTOT METOX BHIIOJHSET UHULVAIN3ALYIO

08 void Start ()

09 {

10 name = "NewObject";

11 }

12 [/~
13 // Bu3BIBaeTCHA NPY OTOOPAXEHMV KaXIOTO KaIpa
14 void Update ()

15 {

16 }

17 }

Hwoxe mpuBOANTCS HECKOIBKO KOMMEHTapueB K inctunry 1.11:

O Crpoka 04: knacc NewScript moposkiaen ot kiacca MonoBehaviour.
Bipouem, nmst MonoBehaviour MOJKHO 3aMEHUTH Ha J1I000€ JAefCTBH-
TeJIbHOE UMST KJIacca, CBOMCTBA U METOBI KOTOPOTO JIOJKEH YHAC-
Jie/IoBaTh Balll KJIacc.

O Crpoka 10: 37ech 1TepeMeHHOI name BHYTPHU COOBITHS Start mpu-
cBauBaercst ctpoka. O6paruTe BHUMAHUE, UTO TIEPEMEHHASI Name He
00bsBJIeHA IBHO B MCX0AHOM (haiisie NewScript. Ecim Obr NewScript
GBI COBEPIIIEHHO HOBBIM KJIACCOM, HE MMEIOIINUM TIPE/IKA, KOMITH-
ssarop obHapyskua Obl ombKy B crpoke 10. Ho, us-3a roro, uro
k7aacc NewScript moposkaeH oT kiacca MonoBehaviour, oH aBTOMaTH-
YECKHU HACJIEYET BCE €T0 IEPEMEHHBIE, UTO MO3BOJISIET 00PAIIAThCS
K HUM B Kjacce NewScript.

A Korna npumenaTs HacnepoBaHue. licnonb3dyinTe HacnegosBaHue, TOJbKO
ecsin 3To ﬂ,eVICTBVITeJ'IbHO HeO6XO,EI,VIMO; B NMPOTMBHOM Ciy4ae Bbl cOeniaeTte
BaLUW KaccChbl 6OJ'IbLIJVIMVI, TAXeNbIMU 1 3anyTaHHbIMW. Ecnu HOBbIN kKnacc aon-
XEH UMETb MHOI0 06LLIMX PYHKLNIA C OPYTrMM KJTACCOM, MMEET CMbIC/ YCTaHO-
BUTb CBA3b MEXAY HUMWN 1 NCMNOJIb30BaTb HacJsiegoBaHMe. ELLl,e OOHO rnpnmeHe-
HVe HacnenoBaHud, Kak Mbl YBUOVM Janee, 3akno4yaeTcd B nepeonpenesieHnmn
DYHKUNIA.
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IKnaccel ' noAMmopguam

Nnmoctparuio nosumopdusama B C# HauHeM ¢ pacCMOTPEHUS TIpruMe-
pa B smctunre 1.12. ITOT IpUMep He ABJISAETCS MPSMOU NEMOHCTPAIIN-
eil mosumMopdu3Ma, a MPeACTaBIseT UCXOAHYI0 CUTYAIMIO, TJie MOXKET
npuroanuThes nosumopduam. OH coepsKUT GA30BBIN KJIacC MepcoHaKa,
He siBJIsioNnerocst urpokom (non-player character, coxkpamnienno NPC)
B TunuyHoi posesoii urpe (RPG). Kinacc namepenno c/iesiad HemoTHbIM
U COIEPKUT TOJBKO caMble HEOOXOIUMbIE TIEPEMEHHbIE, HAMEUYAIOTIHE OC-
HOBY U1 cO3/IaHus TepcoHaxka. Camoe TJIaBHOE 371eCh, UTO KJIACC UMeeT
bynkmmio SayGreeting, KoTopas 10JKHA BBI3BATHCA, KOT/IAa UTPOK HAUMHA-
eT PasroBop ¢ TepCoHaKkeM. DTa (PYHKIUS BHIBOAUT B KOHCOJb 0OBIYHOE
MPUBETCTBUE, KaK TTOKA3aHO HIKE:

Jvetuhr 1.12

01 using UnityEngine;

02 using System.Collections;

03

04 public class MyCharacter

05 {

06 public string CharName = "";

07  public int Health = 100;

08 public int Strength = 100;

09 public float Speed = 10.0f;

10  public bool isAwake = true;

11

12 // TpMBETCTBOBATbL UIPOKA IPM BCTYIUIEHMM B IOMAJIOT
13 public virtual void SayGreeting()
14 {

15 Debug.log ("Hello, my friend");
16 }

17 }

Ecau nonbITaThest peAcTaBuTh, Kak o Oyzaer paboTaTh B UTpe, cpa-
3y JKe BO3HHMKaeT TepBas npobiemMa, CBsI3aHHas ¢ pazHooOpasueM IMpu-
MEHEHUIT ¥ PeajmCTUIHOCTH TT0Be/leHrsl. B 4acTHOCTH, BCe MepCoHaKH,
CO3/IaHHBIE KaK OK3eMILISPhI Kaacca MyCharacter, 6y/lyT OTBeYaTh OHUM
U TeM jKe TIPUBETCTBUEM TIPU BBI30BE (DYHKIMK SayGreeting: My KUMHBbI,
JKEHIIUHBI, OPKU U BCE OCTaNIbHbIe. Bee OHM CKaskKyT OIHO U TO JKe, a MIMEH-
no: «Hello, my friend» («IIpuser, MOii Apyr»). ITO HENPaBAONOLOGHO
u HexkenaresbHo. [Tporie Beero 6b110 Obl 106aBUTH B KAacc 0OIEL0CTYI-
HYIO [IePEMEHHYIO, TI03BOJIMB TEM CaMbIM OTIPEJEUTh JKEeJaeMblil TEKCT
coo0meHus pu HacTpoiike oObekta. Ho, 4To6bI moKazath moammMopdusm
B JleficTBuH, TTONpoGyeM apyroe penierne. MokHO ObLIO Obl CO31aTh He-
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CKOJTHKO JIOTIOJTHUTEJbHBIX KJIacCOB, Hacaenyonmx MyCharacter, mo ogHo-
MY [T KasKIOTO THUIIA MEPCOHaKEN, M KasKAbIi K1ace MOT OBl BBIBOIUTD
VHUKQJIbHOE TIPUBETCTBHE TIPU BBI30Be (hyHKIMM SayGreeting. B coayuae
¢ KiaccoM MyCharacter aTo BIOJIHE BO3MOKHO, TIOTOMY YTO (hyHKIIUAS
SayGreeting oObsiBIeHA ¢ KJIOUEBBIM ¢JioBOM virtual (ctpoka 13). Bua-
TOJIapst ATOMY TIPOU3BOJIHBIE KJTACCHI CMOTYT TIEPEOTIPE/IENISITh TIOBEIEHE
bynkm SayGreeting n3 kmacca MyCharacter. ITo o3Havaet, 4To (PyHKITUN
SayGreeting B MPOM3BOAHBIX KJIaccax OYAYT MOAMEHITD NCXOAHYIO (hyHK-
o B 6azoBoM kiacce. Takoe penienne npuBoguTes B aucrtunre 1.13.

Jnctunr 1.13. MepeonpeneneHne GyHKUMM

01 using UnityEngine;

02 using System.Collections;

03 //=====mmmmm
04 public class MyCharacter

05 {

06 public string CharName = "";

07 public int Health = 100;

08 public int Strength = 100;

09 public float Speed = 10.0f;

10 public bool isAwake = true;

11

12 // TpuBEeTCTBOBATbH UIPOKA I[IPY BCTYIUIEHMM B IUAJIOT
13 public virtual void SayGreeting()

14 {

15 Debug.log ("Hello, my friend");

16 }

17 }

18 //=====— e
19 public class ManCharacter: MyCharacter

20 {

21 public override void SayGreeting()

22 {

23 Debug.log ("Hello, I'm a man");

24 }

25}

I
27 public class WomanCharacter: MyCharacter

28 {

29 public override void SayGreeting()

30 {

31 Debug.log ("Hello, I'm a woman");

32 }

33}

L
35 public class OrcCharacter: MyCharacter

36 {
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37 public override void SayGreeting()
38 {

39 Debug.log ("Hello, I'm an Orc");
40 }

41 }

31ech Cc/leJTaHbl HEKOTODbIe YIIYUIIEHUS: CO3JIaHBI pPasHbIE KJIACCHI
JUTS KaKIOTO THUIIA TTepcoHaskeld, a mMeHHO ManCharacter, WomanCharacter
u OrcCharacter. Bce oHM BBIBOJSAT pa3Hble TPUBETCTBUS B CBOMX (DYHKITU-
sIX SayGreeting. Kpome Toro, Ka/Iblil mepcoHax HacjemyeT odIiee moBe-
nerue ot 6a3oBoro Kiaacca MyCharacter. OIHAKO BOSHUKAET TEXHUUYECKAS
npobiiemMa, CBsI3aHHasA CO CelnpUIHOCTHIO Kiaccos. [IpeacTaBbre TaBep-
HY, BHYTPH KOTOPOI PACIHOJOKIJINCh HECKOJBKO MEPCOHAXKEN PasHBIX
THUTIOB, MOTMBAIONIUX I'POT U3 KPy:KeK. Korja Urpok BXOIUT B TaBEPHY,
BCE TIEPCOHAXKU JIOJLKHBI BBIBECTH CBOE YHUKAJIbHOE MpUBETCTBUE. [l
3TOTO OBLIO OBI 3[0POBO UMETH MACCUB BCEX TIEPCOHAKEN U TIPOCTO BBI3bI-
BaTh (hyHKIMU SayGreeting sieMeHTOB MACCUBA B IIUKJIE, YTOOBI KaXK bl
TIepCOHA’K BBIBEJ CBOe MpuBeTcTBUE. Ho, moxoke, ceifyac Mbl He MOXKEM
ClIeJTaTh 9TOTO. JTO CBI3AHO C TEM, YTO BCE DJIEMEHTHI B O/IHOM MacCHBe
JIOJKHBI IMETD OJIMH U TOT JKe THIT IaHHbIX, HarpuMep MyCharacter [] nin
OrcCharacter[]. Mbl He MOKeM CMeNINBATh TUIIBI JAHHBIX B OJJHOM Mac-
cuse. MoKHO ObLIO ObI 0OOBSIBUTH HECKOJIBKO MACCHUBOB, 110 OJHOMY /IS
KQKIOTO THUIIA MEPCOHAKEN, HO 3TO He Jydlllee pellleHre, U OHO He II0-
3BOJIUT JIETKO OGABJISATH HOBBIE THUIIBI IEPCOHAKEI, TOCJE TOTO KaK KOJ
06paboTku MaccuBOB Oyaetr HanucaH. YToObl PENTh 9Ty IPOOIeMY, Hy K-
HO npyroe penrenne. B aTom Ham momozkeT moaumopdusm. [Tocmorpure
Ha cJeiyIonuii mpuMep B mctunre 1.14, e onpepesnsercss HOBBIN Kiaacc
Tavern B OTIETIBHOM (aiisie crieHapusi.

Jinctunr 1.14. Knacc Tavern

01 using UnityEngine;

02 using System.Collections;

03

04 public class Tavern : MonoBehaviour

05 {

06 // Maccus nepcoHaxel B TaBepHe

07 public MyCharacter[] Characters = null;

08 [/ ==
09 // 2TOT MEeTOH BHIIOJHSET MHMUMATMBALLIO

10 void Start () {

11

12 // MaccuB MOXeT comepxaThb IO 5 mnepcoHaxen
13 Characters = new MyCharacter([5];
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14

15 // IoBaBUTb NepCOHaxel pasHHX TUIOB B Maccue MyCharacter
16 Characters[0] = new ManCharacter();

17 Characters[l] = new WomanCharacter();

18 Characters[2] = new OrcCharacter();

19 Characters[3] = new ManCharacter();

20 Characters[4] = new WomanCharacter () ;

21

22 // Temnepb MIPOK BXOOUT B TaBEPHY

23 EnterTavern () ;

24}

25 [ =

26 // Bu3BIBaeTcs, KOTZA MIPOK BXOIOUT B TABEPHY
27 public void EnterTavern ()

28 {

29 // Bce NPUBETCTBYWT MIPOKA

30 foreach (MyCharacter C in Characters)

31 {

32 // BH3OB SayGreeting B mouepHeM kjacce

33 // IlouepHMI KJlacC LOCTyIeH uepes3 Ga30BEIL KJACC
34 C.SayGreeting();

35 }

36 }

37 [ =
38 }

Hwoke mpuBoAnTCS HECKOIBKO KOMMEHTapUeB K incTtuHry 1.14:

O Crpoxka 07: 11719 XpaHEeHUS CCBIJIOK HA BCEX TIEPCOHAXKEH B TaBEPHE,
HE3aBUCUMO OT UX TUIIOB, 00bsiBIIsIeTCst MaccuB (Characters) Tuma
MyCharacter[].

O Crpokn 16-20: maccuB Characters 3amoJsiHgeTCd HECKOJbKUMU
MEPCOHAYKAMU PA3HBIX THUIOB. DTO BO3MOKHO, TIOTOMY YTO MEPCO-
HaKM PA3HBIX TUIIOB MPOUCXOAAT OT OJJHOTO M TOTO Ke 6a30BOTO
KJIacca.

Crpoka 27: ¢yHkiug EnterTavern BBI3bIBAETCH IPU 3aIyCKe
YPOBHSI.

Crpoxka 34: riukit foreach nepebupaet mepcoHaskeil B MaCCHBE U JIIst
KayKJ[0T0 BbI3bIBaeT (DyHKIUIO SayGreeting. Pesyssrat paboThl ipu-
Mepa nokaszat Ha puc. 1.11. Bmecro o61iero coobienus, ompee-
JIEHHOTO B Ga30BOM KJIACCE, BBIBOAATCS YHUKAIBHBIE COOOIIEHUS
IS Kaskioro niepconaska. [losmMopduam mo3BoJiser 3aMeHuThb Me-
1071 6A30BOTO KJIACCA B TPOU3BOJIHBIX KJIaccax.

O Bonee noapobHyto nHdopmauunio o nonumopduame B C# MOXHO HaWTL No
agpecy http://msdn.microsoft.com/ru-ru/library/ms173152.aspx.
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X
un
wn

3 Project | B consale |

Clear | | Caollapse
| |

= Hello, I'm a man

1y Hello, I'm a woman
~= UnityEngine.Debug:Log(Object)
4 Hello, I'm an Ore
UnityEngine .Debug:Log(Object)
1y Hello, I'm a man
= UnityEngine.Debug:Log{Object)
17y Hello, I'm a woman
UnityEngine.Debug:Log(Object)

Clear on Play | Error Pause

" UnityEngine.Debug:Loa(Object) Ih

Puc. 1.11. Monnmopdunam obecneyrBaeT 06paTHyIO CBA3b AJ15 TUMOB,
MIMeloLMX 06LLYI0 POAOCIOBHYIO

Csoiictea B C#

[Tpu nprcBanBaHy 3HAYEHUIT TEPEMEHHBIM KJ1acca, Harpumep, MyClass. x
= 10;, ecTb 1apa BasKHbBIX aCIIEKTOB, KOTOPBIM CJIE/IY€eT YIeJTUTh BHUMAHMWE.
Bo-11epBbIX, Kak IIPaBuI0, HEOOXOAUMO IIPOBEPSITh IIPUCBANBAEMOE 3HA-
YyeHKe Ha COOTBETCTBHE 3aJaHHbIM TPeOGOBaHUAM. THIIMYHBIMU CIyYasiMU
SIBJISTIOTCST OTPAHMUYEHUE [1€JI0T0 3HAYEHUS] MUHUMAJIBHBIM 1 MaKCUMAaJIb-
HBIM TIPE/IeJIaMU WJIU OTPaHUYEHMe BBOJA JIJIsi CTPOKOBOI TIepeMEeHHOI
OIIpe/ieIeHHbIM HaOOPOM CTPOK. BO-BTOPBIX, MOKET IOTPeGOBATHCS OIIpe-
JIETUTh MOMEHT U3MEHEHUST 3HAUEHUST IePEMEHHOM JIJIsT MHUIUATH3AIInN
Apyrux sapucuMbix ¢pyHkuuil. CeoiictBa C# no3Bossior obecednTts 0de
9TH BO3MOKHOCTH. B sinctunre 1.15 peasmsoBaHbl orpaHYEHIE 3HAYE-
HUII 11€J1011 IIepeMeHHOit AuanasoroM ot 1 10 10 u BbIBOJ COOOIIEH M IIPU
€ro U3MEHEHUH.

Jlnctuur 1.15. CeolicTBa

01
02
03
04
05
06

using UnityEngine;
using System.Collections;

// TlpuMmep kjacca — MOXeT NONKJNUYATLCA K MIPOBOMY OOBEKTY

public class Database

{

: MonoBehaviour
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08 // OBmemocTyrnHOe CBOMCTBO IJig 3aKPHITOM NepeMeHHO! 1MyNumber

09 // 2T0 0OBWemoCTyNmHOEe CBOMCTBO IJIS 3aKPHTOM nepeMeHHOM iMyNumber
10 public int MyNumber

11

12 // BhI3BIBaeTCS NpM I[OMNBITKE M3BJIEYb 3HAYEHME

13 get

14 {

15 return iMyNumber; // BepHeT 3HaueHye iMyNumber

16 }

18 // BH3BBaeTCS NPM [OIBTKE MNPUCBOUTH 3HAUEHME

19 set

20 {

21 // Eciu 3Hauvenme B mmanaszone 1-10, npuBOUTH €T0
22 if(value >= 1 && value <= 10)

23 {

24 // VI3MEHUTb BaKpHTYO [ePEMEHHYO

25 iMyNumber = value;

27 // BH3BaTh COGHTUE
28 NumberChanged () ;

33 // BHYTpeHHsS NepeMeHHas, YMCJIO B IuanasoHe 1-10
34 private int iMyNumber = 0;

36 // DTOT METOX BHIIOJHSAET MHULVAIN3ALYIO
37 void Start ()

38 {

39 // TpucBouTs umcyo caoiicTBy MyNumber

40 MyNumber = 11; // Huuero He npomus30imeTr, MNOTOMy UYTO uMcyo > 10
41

42 // TpucBouTh uMcio caoycTBy MyNumber

43 MyNumber = 7; // /3MeHuMTCH, TaK Kak YMCJIO B AmanasoHe 1-10

44 }

45 [/ ==

46 // CoOrTMe, BE3EIBaeMOe Npu MaMeHeHuy iMyNumber
47 void NumberChanged ()

48 {

49 Debug.log("Variable iMyNumber changed to: "+iMyNumber.ToString());
50 }

51 [/ ==

52 }

53 /)=

Hwske mpuBoANTCST HECKOJIBKO KOMMEHTapueB K Juctunry 1.15:
O Crpoka 10: 06bsBIIEHNE ETOYMCIEHHOTO OOIIENOCTYITHOIO CBO¥-
ctBa. /larmHoe CBOICTBO He SBJSIETCS HE3aBUCUMOW IMepEeMEHHOM,
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9TO JUTTH 06epTKa, WA MHTepdec MOCTyma K JOKATHHON mepe-
MeHHO 1MyNunber, 00bsIBICHHOI B cTPOKe 34,

Crpoxka 13: 11pu [OIBITKE YTeHUsI U3 cBolicTBa MyNumber Oyner Bbl-
3BaHa BHyTpeHHAs DyHKIM get.

Crtpoka 14: ipu NOTIBITKE IPUCBOUTH 3HAUEHUE CBOMCTBY MyNumber
OyleT BbI3BaHa BHYTPeHHsIst (DyHKIUS set.

Crpoka 25: GyHKIM set B KauecTBe HESIBHOTO apTyMeHTa TIPUHU-
MaeT IIprCcBanBaeMoe 3HaYCHHTE.

Crpoxka 28: npu n3MeHeHUY 3HaYeHKs IiepeMeHHol 1MyNumber Oy-
JIeT BBI3BaHO coObiThe NumberChanged.

©c O O O

A CeoiicTa u Unity. CoricTBa 0cO6€HHO yA06HbI [J19 MPOBEPKN 3HAYEHWIA, NPU-
cBamBaeMbIx nepemeHHbIM. OCHOBHOWM nNpobnemoit ceoiicTB B Unity siBnsieTcs
MX HEBMOMMOCTb B MHCMEKTope 06bekToB. To ecTb, cBonicTBa C# He oTobpa-
XalTCcs B MHCMNEKTOPE 0ObEKTOB. Bbl HE CMOXeETe nony4yatb 1AV NpuceavBaTh
MM 3HadyeHust B pegaktope. OgHako, coobuiectsom Unity co3agaHo MHOXeCTBO
CUEHapmeB 1 peLLEHUI, U3MEHSIIOLLMX Takoe NoBeAEHME No YMOIHaHWIo 1 aena-
oLwmx ceorictea C# BUAMMBbIMK B pefakTope. OTU CLLEHApUM 1 PELLEHNS MOXHO
HanTK no aapecy http://wiki.unity3d.com/index.php?title=Expose_properties_
in_inspector.
Q Bonee nogpobHyto nHdopmaumio o ceoncTeax B C# MOXHO HalTK NO agpecy
http://msdn.microsoft.com/ru-ru/library/x9fsaOsw.aspx.

KommeHTapun

Kommenrtapuu — ato coobiieHust B KOJie, MOSICHATONINE, YTO 3TOT KO/ Jie-
naetr. B C# omHocTpoutble KOMMEHTAPUU HAYMHAIOTCS C TIAPBI CHMBOJIOB
//, a MHOTOCTPOUYHbIE —HAYMHAIOTCSI C CUMBOJIOB /* U 3aKaHYUBAIOTCS
cumBosiamMu */. KoMMeHTapuu MCIoib3yioTcsT BO BCEX MPUMEPAX B ITOU
kHUTe, KOMMEHTapUW Ba)KHBI, U 1 PEKOMEH/IYIO B3SITh B TIPUBBIUKY TTHCATh
WX, €CJIV BBI eTlle He UMeeTe TaKOi MPUBbIYKU. OHU TIPUTOISATCS HE TOTBKO
APYTUM pa3paboTunKaM Baleil KoMaH/ bl (ecu Bbl paboTaeTe He OfIHM),
Ho u Bam Toke! OHUM HAOMHST, YTO JIeJIaeT KOJ, KOr/a Bbl BEPHETECH
K HEMY CITyCTSI HECKOJIBKO HEJIeJIb MJIU MECATIEB, U JJaKe TIOMOTYT JOCTHYD
SICHOCTH B TIOHUMAHWU CBOETO KOJIa, KOTOPBIN BBI MUTIIETE TIPSIMO ceifuac.
KoHeuHo, Bce 9TH MPEUMYIIECTBA 3aBUCSAT OT TOTO, MUIIETE Bl KPATKHUE
U cofeprKaTeTbHble KOMMEHTAPUH WJIN [ITUHHBIE W NIPOCTPAHHBIE 9CCe.
Kpome Toro, MonoDevelop faeT BO3MOXKHOCTL MHCATh KOMMEHTApHH,
ocHoBanuble Ha XML, onuceiBaonue (pyHKIUM U apTyMeHTbI, 1 UHTe-
TPUPYIOITHECS ¢ MOICKa3KaMU, KOTOPBbIE MOKET BBIBOAUTD PEAAKTOP. ITH
KOMMEHTApUHU TIOMOTYT YCKOPUTH Pabouuii mpoiiece, 0cOOEHHO KOT/Ia BbI
pabotaere B KoMat/ie. /laBaiiTe MOCMOTPYM, KaK MX MCIOJIb30BaTh. Hau-
HEM C TTPOU3BOJIbHON (DYHKITNH, TIpe/icTaBIeHHol Ha puc. 1.12.
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4 » | sampleClass.cs O\

@ sampleClass » No selection
1E using UnityEngine;
2 Lusing System.Collections;
3

45 public class SampleClass : MonoBehaviour

5|4

=] int AddNumbers(int Numl, int Num2) b
7 {

-] return Numl + Num2;

9 ¥

Puc. 1.12. Beoa koga dyHkumm Addumbers B pegaktope MonoDevelop
(noaroToBka K KOMMEHTUPOBAHMIO KOAA)

3aTeM BCTaBUM TPH CUMBOJIA KOCOU 4epTsl (///) Hax CTPOKOI ¢ 3aro-
JIOBKOM (DYHKIIUM, KaK 1ToKazano na puc. 1.13.

! ! : SampleClass.cs =] :

@ sampleClass » Mo selection
1E using UnityEngine;
2 L using system.Collections;
3
45 public class SampleClass : MonoBehaviour

£ . .
int laddNumbers (1nt Numl, i1nt Num2)

=]
9 \: return Numl + Num2;

e

Puc. 1.13. Jo6aBneHne /// Hap, 3aronoBKOM QYHKLMN
ona co3gaHma XML-koMmmeHTapus

ITocsie aTtoro MonoDevelop aBToMaTudecky BCTaBUT FOTOBBIN H1a0JI0H
XML-koMMeHTapust, KOTOPBIN BBl MOKETE 3aII0JTHUTh COOTBETCTBYIOIIN-
MU CBEAECHUSMU. DTOT MAbJIOH COAEPKUT CBOAHBINA pasjesl I 00IIero
OTIMCAHUS W 3AMUCH JIJIT KayKI0T0 TTapameTpa (hyHKIINY, KaK TTOKa3aHo Ha
puc. 1.14.

3anosHuTe MabJIOH ONKcaHreM (QYHKIIUE. YIOCTOBEPHTECh, UTO KaskK-
JIBIH TTapaMeTp MOJIYYUI COOTBETCTBYIONTNN KOMMEHTapHii, Kak TTOKa3aHo
na puc. 1.15.
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@Es

ampleClass » No selection

1E using UnityEngine;

2 L using System.Collections;

3

4|T_| public class SampleClass : MonoBehaviour
54

6 S/ =summary=

7 /7 Adds the numbers.

8 S/ =fsummary=

9 //f =returns=The numbers.</returns=
10 S/ =param name="NumI"=Numl.=</param:-
11 |+ S/f <param name:“Nqu“bNqu.ijaramb
129 int AddNumbers(int Numl, int Num2)
13 {

14 return Numl + Num2;

15 | H

15 LY

17

Puc. 1.14. Jo6asneHwne /// Hap, 3arofioBKOM GYyHKLMN
npueeno kK co3gaHmnio XML-kommeHTapus

Mo selection

1E using UnityEngine;

2 L using system.Collections;

3

4|T| public class SampleClass : MonoBehaviour

s|

64 S <summary=

7 //f Adds two numbers together.

g S0 = summary= [s

9 S/ =returns=The numbers.</returns=

10 [/ <param name="Numl"=First Number to Add</param=
11 | [/ =param name="Num2"=Second Number to Add</param=
124 int AddNumbers(int Numl, int Num2)

13 {

14 return Numl + Num2;

15 | ¥

15 L3}

17

Puc. 1.15. OnucaHne dyHkumii ¢ nomoubio XML-KoOMMeHTapues

Ecam Tenieps B peakTope MoTbITaThCS HATUCATD KOJI BBIZ0BA (DYHKITHT
AddNumbers, Ha 9KpaHe OSBUTCS BCILIBIBAIOIIEE OKHO ¢ OOIIMM OIUCAHMN-
eM (QYHKIIUU ¥ KOHTEKCTHOH MO/ICKA3KOMN JIJIT KasKJ0TO TTapameTpa, Kak
rokasano Ha puc. 1.16.
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! ! ! SampleClass.cs [+] !

@ sampleclass » E] Start ()
15 using UnityEngine;
2 L using System.Collections;
3
40 public class SampleClass : MonoBehaviour
5 | {
= [ <SUmmarys
7 Adds two numbers together.
g </ summary=
] <returns=The numbers.</returns=
10 <param name="Numl"=FLrst Number to Add=/param=
11 - <param name="Num2"=Second Number to Add</param=
129 AddNumbers (1nt Numl, int Num2)
13
14 return Numl + NumZ;
15 | ¥
16
175 void Start()
18
19 int Answer = AddNumbers(z2,
jg _v}v_vm} int AddNumbers (
- int Numl,
22 int Num2
Parameter
Num2: Second Number to Add
Summary
Adds two numbers together.
e

Puc. 1.16. MNoackaska c onMcaHnem GyHKUMn
NpW NOMbITKE HaNMcaTb €€ BbI30B

BnanmocTb nepemeHHbIX

OpHolt u3 3amevartesibHbIX 0cobeHHocTelt Unity siBiisieTcst (DyHKIIUS OTO-
OpaskeHus OOIIEA0CTYIIHBIX IePEMEHHBIX B MHCIIEKTOPE 0OBEKTOB PelaK-
topa Unity, MO3BOJIAIONAL TIPOCMATPUBATh M PEIAKTUPOBATD 3HAYCHUS
[EPEMEHHBIX JIAJKE BO BPEMSI BBIIOJHEHUS. DTO OCOOEHHO YIOOHO st
orsaaku. OIHAKO, [0 YMOJTYAHUIO WHCIIEKTOP 0OBEKTOB HE 0TOOpaKaeT
3HAYEHUS JIOKAJTbHBIX TIepeMeHHbIX. OHU, KaK MMPaBUJIO, CKPBITHI OT IIPO-
cMOTpa. DTO He BCeraa yA00HO, MOTOMY YTO 4acTO OBIBAET JKEJATeNTbHO
UMeTh BO3MOJKHOCTh M3MEHHUTh WJHU XOTsI Obl MPOBEPUTH JIOKAJIHHYIO
[EPEMEHHYIO B MHCIIEKTOPE 0OBEKTOB, HE MEHsIST 00JIACTD UX BUIUMOCTH.
EcTb iBa IPOCTBIX PEIIEHUST HTO TIPOOJIEMBIL.

TlepBoe MO3BOJISIET IPOCMATPUBATD BCE OOIIEOCTYITHBIE U 3aKPBITHIE
nepeMeHHble Kiacca. VIHCTIEKTOp 0O0BEKTOB MOXKHO MEPEBECTU B PEKUM
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oTaaku. JIJist 9TOTO MEJKHUTE Ha 3HAYKe KOHTEKCTHOTO MEHIO B ITPABOM
BEPXHEM YIJIy OKHa WHcIekTopa U BbiOepure myHKT Debug (Oriaaka),
Kak TokasaHo Ha puc. 1.17. B pesyJbrare GyjyT oToOpakeHbl Bee 001ie-
JOCTYIIHBIE ¥ 3aKPBIThIE TEPEMEHHbIE KJIacca.

[ Layers - ] [ Layout

= | ©® Inspector |
| Maximize an P|Ey| Stats  Gizmos ~ X " @ GameObJect Normal
s Tag | Untagged 4+ | Layer | Defaul;

Debug

¥ .~ Transform
Position ¥ |-0.3678255 | ¥ -0.03 Lock

Rotation el Y0

Scale %[1 v[1 Maximize
Y@@My Class (Script) Close Tab

Script [ MyClass Add Tab N

Public Var 1 0

Add Component

Puc. 1.17. BknioyeHne pexnma oTnagkm B MHCNeKTope 06bekToB

Bropoe 1no3BossieT yBuieTh KOHKPETHBIE 3aKPbIThIE IEPEMEHHbIE, IBHO
OTMeUeHHbIe IS 0TOGPaKeHNsT B MHCTIEKTOpe 06hekToB. OHn 6yayT BUjI-
HbI B 00oux pexkrMax — Normal (O6brutbiit) u Debug (Otinanka). st
3TOTO OGBSIBUTE 3aKPBITYIO TEpeMEHHyTo ¢ aTpubyToM [SerializeField].
AtpubyTer C# 6yayT paccMaTpuBaThes fasee B 9Toil kuure. Hike mpu-
BOJIUTCST TIPUMED OOBSBIEHUS 3aKPBITON TIEPEMEHHON ¢ aTprOyTOM
[SerializeField]:

01 using UnityEngine;
02 using System.Collections;
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03

04 public class MyClass : MonoBehaviour

05 {

06 // Bcerma GymeT 0TOOpaxaThCs B MHCIEKTOPE OOBEKTOB
07 public int PublicVarl;

08

09 // Bcerma GymeT 0TOOpaxaThCs B MHCIEKTOPE OOBEKTOB
10 [SerializeField]

11 private int PrivateVarl;

12

13 // BymeT oToOpaxaThCs TOJBKO B DPEeXMME OTJALKA

14 private int PrivateVar2;

15

16 // BymeT oToOpaxaThCs TOJBKO B DPEeXMME OTJALKA

17 private int PrivateVar3;

18 }

Q Mo>HO Takxe ncrnosib3osatb atpnbyT [HideInInspector] ons oTkAOYEHMs OTO-
BpaxeHnsa 006LWen0CTYMHbIX NepeMeHHbIX B MHCMEKTOpe.

OnepaTop ?

Omneparop if-else tak yacto ucnosbsyercss B C#, uro ajist Hero ObLia
co3/Iana CIelraIbHast COKparniennas hopma 3amich, Hosee TpocTast U He
3aHUMAIOIIAs HECKOJIbKUX CTPOK KOJIa, KaK MOTHAas (hopMa 3alICH olepa-
Topa if-else. Ta coxpamenHas hopma HaszbIBaeTCs onepaTopoM 2. Hike
MIPUBOAUTCST Ha30BBIN CHHTAKCUC OTIEPATOPA:

// Ecmu ycCloBMe MCTMHHO, BHIIOJHAETCS BEPaxeHMe 1, MHaue BHpaxeHune 2
(ycnosue) ? Bepaxenue 1 : BhHpaxenue 2;

PaccmoTtpum ipuMmeneHne oniepaTopa ? Ha MPaKTHIECKUM TTPUMeEpE:

// OOBEKT CIiemyeT CKPHTb, €CJM ero KoopIuHara Y
// momyumna snHaueHue Beme 100
bool ShouldHideObject = (transform.position.y > 100) ? true : false;

// VI3MEHUTb BUIOMMOCTL OOBEKTA
gameObject.SetActive (!ShouldHideObject) ;

O Onepatop ? yaobHO MCnob30BaThb AN KOPOTKMX MHCTPYKLNIA, HO MPU UCMNOJIb-
30BaHWM C ASIMHHBIMU 1 CIIOXHBIMY ONepaTopamMu, OH MOXET caenatb Ko, TPYA-
HO YATaEeMbIM.

MeTtoabl SendMessage v BroadcastMessage

Kiace MonoBehaviour, Bxomsmuit B cocta B Unity API u ncnosib3yembrii
B KauecTBe 6a30BOTO [Jist OOJBIIUHCTBA CIIEHAPUEB, MIPEIOCTABIISET Me-
toibl SendMessage u BroadcastMessage. C X TTOMOIIBIO MOKHO BBI3BATH 110
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HMEHaM(byHKHHH BJHO6HX,KOMHOH6HTaX,HpHerHHeHHHXZK 06BGKTy
Jlist BBI30Ba MeTo/la Kjiacca 00BIYHO HY’KHA JIOKQJbHAsl CChLJIKA HAa 3TOT
KJ1acc, I{TO6bI ITOJIYUIUTb K HEMY AOCTYII 1 BbI3bIBATH €T0 (DYHKHI/II/I, 4qyToO
BepHO U TiepeMeHHBIX. MeTonpr SendMessage m BroadcastMessage, Hampo-
THUB, II03BOJIAIOT BbI3bIBATb (l)yHKI_[I/H/I 110 X "M€HaM, KOTOPBIE TepeaarT-
Cs1 B BUJIE CTPOKOBBIX 3HAUCHUIA, DTO OUeHb Y0OHO U JIeJIaeT KO/ HAMHOTO
MpoIIie U Kopoye, Kak ToKazaHo HuKe, B ucturre 1.16.

Jinctunr 1.16. Bbi3oB byHKLMIA MO UMEHAM B BUAE CTPOK

01 using UnityEngine;
02 using System.Collections;

03

04 public class MyClass : MonoBehaviour

05 {

06 void start()

07 {

08 // Bu3BaTh OyHkuyo MyFunction Bo BCEX KOMIOHEHTaXx/CLEHapusx,

09 // TOOKIIOYEHHHX K OOBEeKTY (M MMEnUMX 5Ty OYHKLMIO)

10 SendMessage ("MyFunction", SendMessageOptions.DontRequireReceiver);
11 }

12

13 // Bu3eBaercsa c nomouwpbio Meroma SendMessage
14 void MyFunction ()

15 {

16 Debug.log ("hello");

17 }

18 }

Hwoxe mpuBOANTCS HECKOBKO KOMMEHTapueB K inctuHry 1.16:

O Crpoka 10: Bei3biBaetcst Metos SendMessage /i BbI30oBa (DyHKIIUN
MyFunction. B manHOM ciiydae Oyzer BbizBaHa (hyHKIus MyFunction
HEe TOJBKO B JIAHHOM KJacce, HO M BO BCEX JPYTUX KOMITOHEH-
Tax, MOJK/IIOYEHHbIX K GameObject, ecii OHU UMEIOT (DYHKITUIO
MyFunction, BKtovyast KoMoHeHT Transform u gpyrue.

O Crpoka 10: apryment SendMessageOptions.DontRequireReceiver
OTIPE/IeJISIET, UTO JIOJKHO MTPOU30MNTH, €CJIM KOMIIOHEHT He MMeeT
ynxmmm MyFunction. OH yKa3bIBaeT, YTO TAKOH KOMIIOHEHT CJie-
JIyeT IIPOCTO UIHOPUPOBATH M JOJKEH ObITh BBIIIOJIHEH IEPEXO/l
K CJIeIyIOIIeMy KOMIIOHEHTY.

O TepMuHbl «DYHKUMSA» U «METOO» O3HAYaOT OAHO U TO Xe, ecnun GYyHKUNSA npu-

= HaanexuT knaccy. OyHKUMIO, NprHaaiexallyo Kiaccy, Ha3biBaloT METO40M
Knacca.

Mpur Buzesnu, uto MeTo SendMessage BBI3bIBAET 3aJaHHYIO (DYHKITUIO
BO BCEX KOMIIOHEHTAX, MOJAKJIIUYEHHBIX K 00bekTy GameObject. Merox
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¢ OcHosbl C# B8 Unity

BroadcastMessage ziesaeT ToO ke, 4TO U MeTo/i SendMessage, HO B bouee mu-
POKOM MaciiTabe — OH BBbI3bIBAET YKa3aHHYIO (DYHKIIUIO BO BCEX KOMIIO-
HeHTaX 00beKTa GameObject, a 3aTeM MOBTOPSIET ATOT MPOIECC PEKYPCUBHO
JUIA BCEX €T0 JOYEPHUX 06’beKTOB B M€papXuu CIICHbI, ABUTAACHh BHU3 I10
nepapxuu.

9

A

Bonee noapobHyto nHdopmaumio o metopax SendMessage n BroadcastMessage
MOXHO HaWTu Mo agpecam: http://docs.unity3d.com/ScriptReference/
GameObject.SendMessage.html n http://docs.unity3d.com/ScriptReference/
Component.BroadcastMessage.html.

Pednekcusa. Metoanl SendMessage n BroadcastMessage obecneunBaioT apdek-
TVBHbI CNOoco6 B3anMOoAencTBrs 06 bEKTOB U KOMIMOHEHTOB. TO €CTb, OHU ABNS-
I0TCS OT/IMYHBIM CNOCOOOM OpraHn3aumm obLLeHNS KOMMOHEHTOB ApYr C ApY-
roMm, ecnv NoTpedyeTcs CUHXPOHM3MPOBaTb UX AEACTBUS UM BOCMOb30BaTbCS
nx pyHkumammn. OgHako metoabl SendMessage n BroadcastMessage ocHOBaHbI Ha
MexaHuame C# c Ha3BaHuem «pednekcus» (reflection). Mpu BbiI3oBE DYHKLNN
no ee MeHN B BUJE CTPOKM, NPUIIOXEHNIO TpebyeTcst ocMOoTpeTh cebs BO Bpe-
M$1 BbINOSIHEHUS!, YTOObI HATX TOYKY BXOAa B UCKOMYIO DYHKLMIO. DTOT npouecc
TpebyeT AOMNOSHUTENbHBIX BbIYMUCINTENBbHBIX 3aTPAT, MO CPABHEHMWIO C BbI3OBOM
bYHKUMN B 0ObIMHOM pexurme. Mo aTol npuyinHe ctapanteck He Nob30BaThCs
metopamu SendMessage m BroadcastMessage, oco6eHHo B cobbiTusax Update nnm
B ApYyrux PpyHKLUMAX, YacToTa Bbi30Ba KOTOPbIX HAMPsSIMyIO CBi3aHa C 4acToOTOM
Ka[poB, TaK Kak OTpMLLATENbHOE BIMSIHME HA MPOM3BOAUTENBHOCTb MOXET ObITh
3HaYUTENbHBIM. OTO HE 3HAYUT, YTO Bbl HUKOIAA HE AOMKHbI UCMOMb30BaTh UX.
CyLiecTByIOT CUTyaumu, KOrga ux pefkoe, HeyacTtoe MUCnonb3oBaHue yaobHo
M MpakTUYeCcKn He OKa3blBaeT 3aMETHOro BAUSIHUS Ha MPOWU3BOAUTENIbHOCTb.
B nocnepyiowmx rnaBax 3ToM KHUrKM OyAyT NpencTaBneHbl anbTepHaTUBHbIE
1 6onee ObICTPbIE MPUEMBI C UCMOJSIb30BaHMEM AeNeraToB 1 UHTepdEencoB.

Ecuiit BbI MHTEPECHO y3HATH O0JIbIIIE O st3bike C# U €ro MCIoIb30BaHNH,
Mpesk/ie YeM TPOIOJIKUTD YTeHNe 9TON KHUTH, 5T PEKOMEH/IYIO CJIe/IyIolIe

NCTOYHUKU:

O Teppu Hoprou (Terry Norton). «Learning C# by Developing
Games with Unity 3D Beginner’s Guide». Packt Publishing;

O Auan Topu (Alan Thorn). «Intro to C# Programming and Scripting
for Games in Unity» (Bugeokypc no aapecy https://www.udemy.
com/3dmotive-intro-to-c-programming-and-scripting-for-games-
in-unity/);

O Auan Topu (Alan Thorn). «Pro Unity Game Development with
C#>». Apress.

U emie HeckombKo pecypcoB B MHTepHeTe:

O http://msdn.microsoft.com/ru-rulibrary/aa288436%28v=vs.
71%29.aspx;

O http://www.csharp-station.com/tutorial.aspx;

O http://docs.unity3d.com/ScriptReference/.
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NTorn

B a10ii riaBe 6611 npeacrasiaen obmuit 0630p C#, B KoTopoM ObLIN pac-
CMOTpeHbl HanboJjiee pacrpocTpaHeHtble (GYHKINU A3bIKa, TTUPOKO UC-
oJib3yemble B pazpaborke urp st Unity. B cireyoniux riraBax Mbl BHOBb
BEPHEMCST K HEKOTOPBIM U3 PACCMOTPEHHBIX 3/1eCh POOJIEM U TPUMEHIM
JUIST UX pelienust GoJiee TPOABUHYTHIE METO/IbI, HO BCE 3aTPOHYTHIE 3/1€ChH
BOTIPOCHI OY/IyT UMETh pelraioliee 3HaYeHe JIJIsT MOHUMAHUST U HATIACA-
HUS KOJIA B CJIEYIONIUX IJIaBax.



[NaBa
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OTnaAKka

Orsajika — 910 MPOIECC TTOUCKA, WAEHTU(DUKAIIMN U UCTIPABJIEHUS <«iKyd-
KOB» (OIMMOOK MK OmeyaTok ) B Koze. YTo6bt 3(h(HeKTUBHO MIcaTh ClleHa-
pHH, HyKHO 3HATH OCHOBHBIE MPUEMBI OTJIAAKNA M MHCTPYMEHTBI, TTOJIEP-
sxuBaembie B Unity. [Tpesk/ie ueM HayaTh UX pacCMOTPEHHE, OCTAHOBUMCS
Ha OOIUX OrPaHUYEHUSAX OTJIAJKU, TO €CTh HA TOM, YE€r0 OHA HE MOKET
npeokuTh, OTaaKa — He BOJIIEOHbIN aJIUKCHDP OT Beex OOJIe3HEl, OHa
He B COCTOSTHUM U30aBUTH KOJ[ OT BCEX ONMMOOK U TapaHTUPOBATH OE3011IH-
Gounyio pabory npumnosxkenust. Crieruaanct B 061acTu HHOOPMATIMOHHBIX
rexaosoruii Jzcrep Bube etikcrpa (Edsger Wybe Dijkstra) ckasair:
«TectupoBanue MOKeT OBITH UCTIOTBL30BAHO JIJISI IEMOHCTPAIINT HATTUY ST
o1mbOK, HO HUKOIZA ISl KX OTCYTCTBUS». TO €CTh, BO BPeMsl TeCTUPO-
BaHUS MOKHO CTOJIKHYTHCS C OJTHOM WJIM HECKOJLKUMMU OMTUOKAMU. DTH
OMmUOKU GYIyT BHISBJIEHBI, UACHTU(DUIIUPOBAHBI 1 UCTIPABJIEHBI TIPH OT-
mazke. V1 Bce Jke, TECTBI, Tayke OUeHb OOITUPHbBIE U IETATbHbIE, HITKOT/IA He
OXBATAT BCEX BO3MOKHBIX CHTYAI[Ml Ha BCEX allllapaTHbBIX TaTdhopMax
MPY BCEBO3MOKHBIX YCJIOBUAX, TAK KAK YMCIO TAKUX KOMOMHAIIUI MpaK-
Trdeckn Geckoneuno. [ToaTomy, HUKTO He MOKET ObITh aBCOMIOTHO yBe-
PEH, Y4TO HAIIIeJI 1 UCIIPABUIT BCE BOBMOJKHBIE OITUOKH. /[ake B MOMEHT BbI-
MyCKa UTPBI OHA BCE €TIe MOJKET COEPIKATD «KYUIKI», KOTOPBIE HE CMOTJIN
BBISIBUTD TIPU TeCTUPOBaHNH. KOHEUHO, B TIpOTpaMMe MOKET HE OCTaThCst
HUKAKKUX OMUOOK, HO 3HATh HaBEPHsSKA BbI 9TOTO He Moxere. [Toatomy
OTJIA/IKA He MOKET TapaHTHPOBATH HE30TTHOOUHYT0 PAOOTY TIPUITOKEHTIS.
Ee 11e1b ckpommee. ITO CHCTEMATHYECKOE TECTHPOBAHIE UTPBI [JIsT 60D+
IIUHCTBA TUIMTHYHBIX CUTYAIUiT, UTOOBI HAWTH ¥ UCTIPABUTH CTOJIBKO OTITH-
OOK, CKOJIbKO BO3MOKHO O0HAPY/KUTh, WM, II0 KpailHeil Mepe, BLISIBUTh
KPUTHYECKHUE OTMTIOKH, HACKOIBKO TIO3BOJISIT BPEMSI, OTITYIIEHHOE Ha Pas-
paboTKy, 1 Gio/KeT. B moboM cirydae, OTIaIKa SIBISETCS BAKHON 4aCcThIO
nporiecca pa3paboTKU CIIEHAPUEB, MOTOMY 4To 6e3 Hee BbI BoobIIe He Oy-
JIeTe UMETh BO3MOKHOCTH BBIABJIATH M UCTIPABJISATH o1OKu. CyrecTsyer
MHOTO METOJIOB OTJIAJIKH, TPOCTHIX ¥ CJIOKHBIX. B 3TOM T/1aBe MbI OXBATHM
JIOCTATOYHO IMMPOKKI X JUATA30H.
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Ownbikn KoMNUASILMN N KOHCOAb

ITox oTagKoi 0OBIYHO TOHIMAETCS BHIABJIEHNE OIIIOO0K, OOHAPYKIBAIO-
X ceOs1 BO BpeMsI BBIITOJIHEHNA KO/, TO €CTh, 9TO IIOMCK 1 UCIIPABICHIE
oImMOOK, BO3HUKAIONUIIX BO BPEMsI BBIIIOJHEHNS UTPhL 1Ipy TakoM II0HHU-
MaHNU OTJIAAKH IPEIIOIATAETCs, 9YTO IIPOrPAMMHEBIN KO YK€ CKOMIIMIM-
POBaH U 3amyied. JTO 3HAYNT, BBl IIPABU/IBHO 3aIIICAJIM BCe OIEPATOPHI,
KOJI CKOMIIMJIMPOBAJICS U BbI XOTUTE HAWTH OIIUOKK BPEMEHNU BBINOJIHE-
HISI, KOTOPBIE SBJISIOTCS PE3YJIBTaTOM IIPOCYETOB B JIOTUKE PAGOTHI IIPO-
rpaMMmbL. To eCTb, B IIeHTPe BHUMAHUS HAXOAUTCS He CHHTAKCHUC, 2 JIOTHKA,
U, B 00IIEM, TaK 1 A0JKHO ObITh. OLHAKO, B 9TOM pasielie s O4eHb KPaTKO
OCTaHOBJIIOCH HA KOMITUJIALAY KOZa, TOYHEe Ha HAMCAHUY JOILY CTIMOTO
KOJIa, a TaKyKe BBIABJIEHUH 1 MCIPABICHIH OIIOOK KOMIIMJIAIIM, KOTO-
Ppble IPOSIBJIAIOTCS B BULE COOOIIEHNI B KOHCOIM. J[JIs1 5TOro BasKHO 3HATh
OCHOBHBIE ITPUEMbI PAGOTHI ¢ OKHOM KOHCOJIM U UMETh IIPOYHYIO OCHOBY
1151 Goee TyOOKOro MOHMMAHUA OTIAAKI. PacCMOTpUM IIPUMEp B JIUC-
tunre 2.1.

Jnctunr 2.1. daiin cueHapus ErrorScript.cs ¢ olwmbkamm
01 using UnityEngine;
02 using System.Collections;

03

04 public class ErrorScript : MonoBehaviour
05 {

06 int MyNumber = 5;

07

08 // JTOT MEeTOX BHIIOJHSET MHMUMATMBALLIO
09  wvoid Start () {

10

11 mynumber = 7;

12 }

13

14 // BhI3BIBaeTCS NpM OTOOPaXeHMM KaxIOTO Kampa
15 void Update () {

16 mynumber = 10;

17 }

18 }

YT0o0bl CKOMITUIIMPOBATH IPUMeEp U3 JucTUHTA 2.1, TPOCTO COXpaHUTE
caiin cuenapusi B MonoDevelop (Ctrl+S), a 3atem nepeksiounrech u3
okHa pefakropa Unity u o6patHo. B MOMEHT TIOBTOPHOTO moJrydeHus ¢ho-
Kyca BBOJIa OKHOM pPe/IaKTOPa, aBTOMATHUYECKU 3AITYCTUTCS KOMITUJIATIHA.
Ecau atoro He mpousoriio, meaKHUTE MPaBOi KHOMKOM MbITIH Ha daiie
ciieHapusi B manesin Project (ITpoekT) u BoiGepuTe B KOHTEKCTHOM MEHIO
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nyHkT Reimport (VmMmoptupoBaTh TOBTOPHO). [Ipn KoMTIwasIium mpu-
Mepa us JucTrHTa 2.1 OyyT HaliIeHbl Be OIMUOKU, U COOTBETCTBYIOIIIE
COOOIIIEHNS TIOSIBITCST B OKHE KOHCOJIH. ECJIM OKHO KOHCOJIU €IIie He OT-
KPBITO, OTKPOIATE €ro, BBIGPAaB B MEHIO MpuiokeHus myHKT Window =
Console (OkHo = Koncosib). OKHO KOHCOJIM UTPAET OUeHb Ba)KHYIO POJIb
W TIOCTOSTHHO JIOJKHO TIPUCYTCTBOBATH B MHTEpdeiice. Yepe3 aTo OKHO
Unity oburaercst ¢ BaMu Kak ¢ pazpabotankoM. Ecsin B BallieM Kojie mMe-
H0TCS OMUOKK KOMIHJIATIE, Unity cOOOIIHT 0 HIX Yepe3 KOHCOJb.

ITpumep B suctunre 2.1 creHepupyer ABe OMMUOKA KOMITUJISIINH, KaK
9T0 oKa3aHo Ha puc. 2.1. Onu Bosuukm B crpokax 11 u 16 uz-3a obpaine-
HUS K HECYTIECTBYIONIEH TepeMeHHOM mynunber, XOTs B CIIEHAPUN TIPUCYT-
CTByeT mepeMeHHast MyNumber (4yBCTBUTENBHOCTD K peructpy). Oumbru
KOMITUJISTINY UMEIOT KPUTUYECKOe 3HaUeHHe, TTOTOMY UTO JIeJIafoT BeCh
KOl HEPABOTOCTIOCOOHBIM. DTO 3HAUYWT, UYTO BBl HE CMOKETE 3aIyCTUTD
UTPY, TOKA 9TH OMIMOKY He Oy T UCIPABICHBIL.

@ Prajact [l Cansale
Cleas || Collapsw | Clear oo Play  Evvor Pauss

v Assebs/ErrerSamt.aa(11,17) error CE0193; The name " mynumber® does not mxst in the current cantest

o Aeeale/FrooiSenples{16,17): wivar CRO1AT: The tWhme @ o diame ot woiih in the cursenl contest

feeets ErrorSanpl.oe{11,17): erves CEOL03: The marve ‘mynumber’ does nol exist m the curnent conteat

! ipt.ce(11,17): error CS0103: The name ~mynumber doss not axist in the currént context

Puc. 2.1. OwmnbKM KOMNUNALUMN B OKHE KOHCOJIN

Eciit omimbKy KOMIUISIIUN HE TIOSIBUJIMCH B KOHCOJIM, KAK 9TO OKU-
JaJI0Ch, YOEAUTECH, YTO BKJIOUEH (DUJIBTP BBIBOAA OMHOOK. J[Jist aTOTO
[IEJIKHUTE Ha sIpJIbike (huibrpa omubok (M300paskeHre KPacHOro BOC-
KJIMIIATEebHOTO 3HAKA) B MPABOM BEPXHEM YIJIy OKHA KOHCOM. OKHO
KOHCOJIU uMeeT Tpu puiibTpa: kKommenTapues (A), npenynpexaenuii (B)
n onmbok (C), Kak 1I0Ka3aHo Ha puUC. 2.2, I IePEeKII0YeHUsT MEXKILY pe-
JKUMaMF COKPBITUST U OTOOPAKEHMSI COOTBETCTBYIONIMX COOOIIEHMT, DTr
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HEePEKJIIoUATE/IU OIPEAEIAIOT BUMMOCTD BCEX TUIIOB COOOINEHMIT B OKHE
koHcos. KoMMeHTapuy OTHOCATCS K COOOIIEHUSIM, KOTOPbIE BbI, Kak
TIPOTPAMMIUCT, BBIBOJIUTE B OKHO KOHCOJHW M3 TIPOTPAMMHOTO KOJa C TI0-
MOTIBIO ortepaTopa Debug.log. MbI TO3HAKOMUMCST C 3TUM TTPUEMOM Uy Th
HUzKe (JIJIS BBIBOJIA MOYKHO TaksKe MUCIIOb30BaTh (hyHKIMIO Print). Ilpea-
VIPEKICHUST OMPEAETSIIOT (hParMeHThI KO/Ia, MOTEHITMAIBHO CIIOCOOHbIE
BBI3BaTh IPOOJIEMBI, WU IPUCYTCTBUE «<MyCOpa». DTH YIaCTKH KOJIa IPo-
XOZSAT CUHTAKCUYECKUI KOHTPOJIb U HE BBI3BIBAIOT OLIMOOK KOMIIUJISIIINAH,
HO €CJIV ITPELYTPEKICHUST TPOUTHOPUPOBATH, OHU MOTYT CO3/IaTh IIPobJie-
MBI TIPU BBITIOTHEHUH U TIPUBECTH K HETIPEABU/ICHHBIM Pe3yJbTaTaM Win
K PACTOUYUTEILHOMY HCITOJB30BaHI0 pecypcoB. CoobineHust 06 onbKax
CBSI3aHbI C JIIOOBIMU HAWAECHHBIMK OHMIMOKAMU KOMIIMJISIUUA, KOTOPbIE
JIeJIAl0T KOMITUJISIINIO BCETO CIIEHApHs HEBO3MOKHOM, KakK, HampuMmep,
ombKu B iuctunre 2.1.

Puc. 2.2. BktoyeHue u BbiktloYeHne
GUNBLTPOB B OKHE KOHCON

Ecau B KOHCOJIb BBIBOAUTCS OOJIbIIE OHON OMUOKK, OHM, KaK TIPaBH-
JI0, TIEPEUNCIISIOTCA B MOPSAAKE OOHAPY/KEHUS KOMITUIATOPOM, TO €CTh
CBEpPXY BHU3. DTO CYNUTAETCS JIyUILINM CIIOCOOOM 0TOOpakeHUs OIMOOK,
OTOMY 4TO OoJiee paHHKE OIMOKU MOTYT NPUBECTH K BOZHUKHOBEHUIO
6ostee nosanux. To ecTb, UCHpaBiIeHne PAaHHUX OMIUOOK MOKET CleJIaTh
HEHYKHBIM HcHpaBjierue Gojiee mo3auux. s ucnpasieHus ommOKn
JBasK/IbI MEJTKHUTE HA COOOIIEHUU B OKHE KOHCOJIHU, B PE3YJIBTaTe aBTOMa-
THYECKU OTKpoeTcst pesaktop MonoDevelop, B kotopom Oyzer BbiesieHa
CTpOKa ¢ OMMOKOM, UK CTPOKa, Iie oubKa OblLia BIIEpBble OOHAPY KeHA.
Ormetsre, uto MonoDevelop Bbienut cTpoky, rae omubka Oblia Biep-
Bble OOHAPY/KEHa, XOTS caMa olMOKa He 00513aTeIbHO OYAeT HaXOAUThCS
MMEHHO B 9T0ii cTpoKe. B 3aBHCHMOCTH OT TPOGIEMbI MOKET IIOHAI00UTh-
CsI BHECTU U3MEHEHUS B JIPYTYIO CTPOKY, @ He B Ty, KOTOpasi ObLia Bbljiesie-



70 < O1ranka

Ha. Ecain [Baskbl MEJKHYTh Ha BepxHeil (1epBoil) omubke B KOHCOJIH,
TOSTBUBINEHICS TIPH TIOTIBITKE CKOMITMIMPOBATh JUCTUHT 2.1, oTKpoeTcs
MonoDevelop u Boizesut ctpoky 11. Jlanmyio ommOKy MOKHO HCITPABUTD
ABYMsT criocobami: Tubo mepenMeHoBaTh nynumber B MyNumber B cTpoke 11,
Ji00 TIepenMeHoBaTh IepeMeHHy o MyNumber B mynunber B ctpoke 6. Terrepb
pPaccMOTPUM TIPUMEP B JIUCTUHTE 2.2,

Jnctunr 2.2. ®daiin cueHapus ErrorScript.cs nocne ncnpasneHnst owmbok

01 using UnityEngine;
02 using System.Collections;

03

04 public class ErrorScript : MonoBehaviour
05 {

06 int MyNumber = 5;

07

08 // DTOT METOX BHIIOJHSET VHULMAIMZALNO
09 void Start () {

10

11 MyNumber = 7;

12 }

13

14 // Bui3BIBaeTCHA NPY OTOOPAXEHMM KAXIOTO KaIpa
15 void Update () {

16 MyNumber = 10;

17}

18 }

B sucrunre 2.2 vcnpaBiieHbl OMMUOKY, AOMyIeHHbIe B juctunre 2.1,
Ho, Tenepb BMecTo coobiennii 06 ommbKax MOABASETCS HPELYIIPEKIe-
Hue (Kak mokazano Ha puc. 2.3). OHo yKa3bIBaeT, uTo rmepeMeHHast MyNumber
HUT/Ie He Ucrosb3yeTcs. Eif mpucBanBaeTcs 3HaueHue B cTpokax 11 u 16,
HO 9TO 3HAYEHUE HE UCTIOJIB3YETCS B TIPUIOKEHUN. ITO MPELYIIPEKTEHIIE
MOKHO ITPOUTHOPUPOBATh, OHO HUKAK HE BJIUsIET Ha PabOTOCIIOCOOHOCTh
koza. [lpemynpeskmenus Haj0 paccMaTpUBaTh Kak PEKOMEHAINH, Clle-
JIAaHHBbIE KOMITMJIAITOPOM Ha OCHOBAaHWM aHain3a Koza. Kak ¢ Humu mo-
CTYIIUTH — BaM PEIIaTh, HO sI PEKOMEH/IYIO YCTPAHSITh U OIMTHOKHU, U TTPE/I-
VIIPEKIECHUS BE3JIE, TII€ 3TO 1[eJ1eCO00PasHO.

OTnaaka ¢ nomoubio Debug.log -
onpeAeAsieMble NPOrpaMMnUCTOM coobuleHns

[Toskamyii, caMbIM CTapbIM M CaMbIM M3BECTHBIM METO/OM OTJIJKU
B Unity asisierca wucnosb3oBanue omneparopa Debug.log s BbIBOJA
JMATHOCTHYECKUX COOOIIEHUHN B KOHCOJIb, OTPAKAIONIUX XOJ BBITOJTHE-
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3 Project E console |

Clear | | Collapse | Clear an Play | Error Pause
‘ Assets/ErrerSeript.cs(6,13): warning C50414: The private field " ErrorScript.MyNumber' is assigned but its value is never used

Bssets/ErrorScript.cs(6,13): warning CS0414: The private field "ErrorScript. MyMumber' is assigned but its value is never used

Puc. 2.3. Crapaiitecb ycTpaHsTb 1 OLIMOKM 1 NpenynpexneHns

HUST [IPOTPAMMBI M TEKYIIFE€ CBOUCTBA OOBEKTOB. ITOT METOJ SIBJISICT-
Cd YHUBEPCAJbHDBIM U JIOCTYIHBIM, ITOTOMY YTO MOJKET MUCIIOJIb30BATbCA
MPaKTUUYECKU B JII0O01 HHTErpupoBanHoi cpene paspadorku (Integrated
Development Environment, IDE), a #e tosisko B MonoDevelop. Kpome
TOr0, Bce 00beKThl Unity, B TOM YHCJie BEKTOPBI 1 00BEKTBI, TPEICTABIISIO-
IIHE [BET, UMEIOT Y1001y 0 HyHKIMIO ToString, MO3BOJSIONLYO BBIBOAUTH
B KOHCOJIb 3HaUeHUs UX 4ieHoB (Takux Kak X, Y, u Z) B yno6ountaeMoM
Bujie. [lJ1s WuLTIoCTpaIiuy pacCMOTPUM TIPUMEp B JTUCTUHTE 2.3. ITOT MpH-
Mep JIEMOHCTPUPYET BAKHBIIH JIJIST OTJIAJKU TIPOTIECC, a UMEHHO BBIBOJT CO-
OOIIIEHNST O COCTOSTHUN TIPU CO3IaHMK SK3EMILISIPA. ITOT CIIEHAPUH, TIPU
IIPUKPEIJIEHUN K O6'beKTy CI€HbI, BBIBO/IUT B KOHCOJIb €TI0 KOOP/IMHATDI
BMECTE C MOSICHSTIOIIUM COOOIIEHHUEM.,

JnctuHr 2.3. OTnagoyHbI cueHapuii

01 using UnityEngine;

02 using System.Collections;

03

04 public class CubeScript : MonoBehaviour
05 {

06 // 2TOT METOI BHIIOJHAET MHULMAJIM3ALMIO
07 void Start () {

08 Debug.log ("Object created in scene at position: " +
09 + transform.position.ToString());

10 }

11 }

Ha puc. 2.4 mokasan BBIBOJI, TPOM3BEIEHHBIN 3TUM KOJIOM, [TOCJIE TIPH-
coepiMHeHus clieHapus K obbekty urpbl. CamMo coobiieHue, 4To BbIBO-
autca GyHknueil Debug. 10g, BKIIOYAETCs B IIABHBIA CIIMCOK COOOIIEHMIA
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El Console
Clear | | Collapse | Clear on Play | Error Pause

®° tion: (0.0, 0.0, 0.8)
Ul

Eng L3
r Y
[Dbject created in scene at position: (0.0, 0.0, 0.8)
LinityEngine.Debug:Log(Object)
Ebesunpt:start() {at Assets/CubeScript.cs:8) )

Puc. 2.4. B coobuieHusix Debug.log
06BbEKTbI MOXHO NPeobpasoBbIBaTbL B CTPOKM, U, KDOME TOr 0,
B OKHE KOHCOJIM TaKkxe oTobpaxaroTcs nms dpaiina n Homep CTPOKU

B KOHCOIH. Ecin BBIGHPATH 5TO COOBIIEHIE ¢ TOMOIITHIO MBIIIH, B KOHCO-
JIW T10ABATCA UM (pailyia ciieHapus 1 HoOMep CTPOKH € OIIepaTOPOM.
OCHOBHBIM IPEIISATCTBUEM K UCIIOJIb30BAHMIO oliepaTopa Debug. Log ayia
OTJIQ/IKU SABJISIOTCS CTPEMJICHHE K COXPAHEHUIO YUCTOTBI KO/Ia U JKeJlaHue
n36eKaTh U3JIUITHEH CI0KHOCTH. BO-TIepBBIX, TIPUMEHEHHE OTIePaToOpoB
Debug.log Tpebyer siBHO 106aBJIATh WX B ciieHapuu. [To okoHUaHUU OT-
JAJIKK BaM moTpebyercst b0 BPYUHYIO YAQJIUThH omepatopbi Debug. log,
J6O OCTABUTH UX TaM, YTO MPUBE/ET K CHIKEHUIO TPOU3BOUTEIBHOCTH
U K Ty TaHUTIE, 0COOEHHO €CJIU BBI UCITOJIB30BAIH OTlepaTopbl Debug. 1og BO
MHOTI'MX MecTax. Bo-BTopbIX, X0Ts onepatop Debug. 1og rosiesen s pettie-
HYVsT KOHKPETHBIX TPOGJIEM U MOHUTOPUHTA 3HAUYCHUH TIEPEMEHHBIX, B KO-
HEYHOM cyeTe 9TOT OIlePaTOP COBEPIICHHO He MOAXOAUT IS [TOJy4eHUs
06111l KaPTUHBI O XO/IE BBITIOJHEHSI CIIEHAPUST U OTCJIEKUBAHST OMIUGOK,
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Ube MPUCYTCTBHE OBLIIO OOHAPYKEHO, HO MECTOTIOJNIOKEHUE OCTACTCS He-
W3BECTHBIM. BripoveMm, N3 aTX KPUTHUYECKUX 3aMEUYaHNi He CJIe/lyeT, YTO
HY’KHO TIOJTHOCTBIO OTKa3aThCsl OT orepaTopa Debug.log. PacemaTtpuBaii-
Te UX KaK PEKOMCH/IAIMU 110 NTPAaBUJIBHOMY MCITOJIb30BAHUIO OllepaTopa.
Omneparop Debug.log MpeKpacHO CIIPABJSETCS € 3aavei, Korjaa omuoKy
WJTH TTPOOJIEMY MOSKHO TIPOCJIEIUTH OT OCHOBHOTO TI0/I03PEBAEMOT0 0OBEK-
Ta 1 HeOOXOAUMO ITOCMOTPETH, KAaK U3MEHSIIOTCS €ro CBOICTBa, 0COOEHHO
B MOMEHTBI TAKUX COOBITHH, Kak OnStart.

YpaneHue onepatopoe Debug.log. [Mocne okoH4yaHus pa3paboTku Urpbl, He
3abyabTe yaanuTb UM 3akOMMEHTMPOBATL BCe onepaTopbl Debug. Log.

MNepeonpeaeneHne metoaa ToString

[Tpumep B JircTuHre 2.3 IEMOHCTPUPYET yA0OCTBO MeToja ToString st
OTJAJKH, TIPU NCTIOJIH30BAaHNN B coueTaHuu ¢ Debug.log. Metom ToString
[03BOJISIET TIPe00OPa30oBaTh OOBEKT B UNTAEMYIO CTPOKY, KOTOPYIO MOKHO
BBIBECTU B KOHCOJIb. B C# kaxkzpIil Kiacc HacaemyeT Meton ToString mo
YMOJTYAHUIO. JTO O3HAYAET, YTO C TIOMOIIBIO HACTEOBAHUS W TTOJTUMOP-
(puzma MoxxHO TepeomnpezieinTh MeTO ToString, OTKOPPEKTUPOBATH €TO
U IPUBECTH CTPOKY B OOJIee YMTaeMbIil BUI, TOYHEE OTPaKAIOIIIIi COCTO-
sSHUEe 4JeHOB Kyacca. Ecam BB Bo3bMeTe B NMPUBBIYKY MEPEOTIPEIEIITh
MeTo ToString B KaskI0M CBOEM KJjiacce, WX OyAeT ropasio Mmpolie oTJa-
JKUBaTh. PaccMOTpUM ciieiyfoniuii mpuMep B JIUCTUHTE 2.4, T7ie Tiepeotipe-
nemnsiercs Metos ToString.

Nnctuir 2.4. MNMepeonpeneneHve metoga ToString
01 using UnityEngine;
02 using System.Collections;

04 // Tpumep KJjacca 3J0T0 Orpa

05 public class EnemyOgre : MonoBehaviour

06 {

07 [ =

08 // Bumel HanameHuit orpa

09 public enum AttackType {PUNCH, MAGIC, SWORD, SPEAR};
10 // Texywmyi BuI HanaleHUS

11 public AttackType CurrentAttack = AttackType.PUNCH;
12 // 3mopoBbe

13  public int Health = 100;

14 // 3Bamepxka nepeln BOCCTAHOBJIEHMEM (IIOCJE [OBPEXIEHUS)
15 public float RecoveryTime = 1.0f;

16 // CkOpOCTb NepeMelmeHus orpa — B METPax B CEKyHIY

17 public float Speed = 1.0f;
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18 // Vs orpa
19 public string OgreName = "Harry";

21 // Tepeonpernenenre Meroma ToString
22 public override string ToString ()

23 {

24 // BepHYTb CTPOKY, NPEICTABJISAOLYD OOBEKT

25 return string.Format ("***Class EnemyOgre*** OgreName:
26 {0} | Health: {1} | Speed: {2} | CurrentAttack: {3}
27 RecoveryTime: {4}", OgreName, Health, Speed,

28 CurrentAttack, RecoveryTime);

29 }

30 // ===

31 void Start()

32 {

33 Debug.log (ToString());

34 }

35 /e

36}

37 [/ mmmmm e e

Ha puc. 2.5 nokasan BbIBOJ| B OKHE KOHCOJIH, IPON3BE/IEHHDII CIleHa-
pueMm.

3 Project B console 1

| Clear | | Collapse | Clear on Play | Error Pause

o **kC|ags EnemyOgre®™™** OgreName: Harry | Health: 100 | Speed: 1 | CurrentAttack: PUNCH | RecoveryTime: 1
UnityEngine.Debug:Log(Object) »

4 Class EnemyOgre*** OgreMame: Hary | Health: 100 | Speed: 1 | CurrentAttack: PUNCH | RecoveryTime: 1
UnityEngine.Debug:Log(Object)
EnemyQgre:Start() (at Assets/EnemyQqgre.cs:34)

Puc. 2.5. MNepeonpepenerHne metona ToString
015 BbIBOAA HECTAHOAPTHOIO OTNa404HOro COO0LLEHMS

dyukuusa String.Format. Ctpoka 25 B nuctuHre 2.4 ncnonb3yeTt dyHKLMIO
String.Format ons cosmaHus pes3ynsTUpyoLLen CTPOKU. ATy GyHKUMIO YyAOBHO
MCMONb30BaTh, KOrAa HYXHO MOMYYUTb OOHY CTPOKY, BK/OYAIOLLYID OObIYHbIN
TEKCT M 3HAYEeHUs NMepemMeHHbIX pasfimyHbix Tunos. Jlekcembl {0}, {1}, {2} ...
BHYTPY CTPOKOBOrO aprymeHta ¢yHkums String.Format 3ameHuT Ha cnepyto-
LMe ganee apryMmeHTbl GYHKLMW, MOPSAKOBLIE HOMEPA KOTOPbIX COOTBETCTBYIOT
yrcnam B purypHbix ckobkax. Tak, nogctpoka {0} 6yaeTt sameHeHa Ha pesysib-
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Tat OgreName.ToString (). Bonee noapo6Hyto nHdopmMaLmio o yHkumm String.
Format moxHO Hamtm no agpecy http://msdn.microsoft.com/ru-ru/library/
system.string.format%28v=vs.110%29.aspx.

B Unity mmeeTcst BOBMOXKXHOCTD BBIJIETUTh (DParMeHThbl KOJA, TPEJI-
Ha3HA4YeHHbIE /U1 OTJAQJKH, YTO MO3BOJIUT YCTAHOBKOHN OIIPeIe/ICHHOTO
(bmaxxka BBITOTHATL OTIa0uHBIN KoM, [Ipu oTmazmke urpol, HaTpuMep,
MOZKHO HCIIOJIb30BaTh /[Ba BapUaHTa KOJA: KOJ jiuisi paboueil Bepcuu pe-
JIn3a M KOJ i oTyiaaku. [IpencraBbre, 4TO HY;KHO BBISIBUTD U UCTIPABUTD
omm6Ky B Koje. J{Jist 5T0To BbI BCTaBJisieTe onepaTopsl Debug. 10g, BEIBOIS-
IFe 3HAYCHNST TEPEMEHHBIX U CBOHCTB KIaccoB. MOKHO Jaxke 106aBUTH
JIOTIOJTHUTEIbHBIE CTPOKK KOJIA, OMepaTopbl 1f ¥ UK, 4TOOBI TIPOBE-
PUTH aJIbTePHATUBHBIE CUTYAIINU W BBIIBUTH PEAKIINIO 0OBEKTOB HA HUIX.
ITocie BHECEHUST UBMEHEHUH B KOJI Ha KAKOE-TO BPeMsT TPoOIeMa KaKeTCst
PEIEeHHOM, BBl yaJiseTe JOMOJHUTEIbHBIA OTJIAJ0UHBIN KO U TIPOIOJI-
skaete tectrpoBanrie. Ho uepes HeKoTOpoe BpeMsi 0OHaPY/KUBAETCs, UTO
npobJiemMa MosiBUIACh BHOBb MJIH BO3HUKJIA TOX0kast. Celfuac Koj oTraji-
KU CHOBA HeOOXOIMM, U €ro Haio ObLIo Obl COXpaHuTh. Bbl oOemmaere cebe
B CJIEYIOIINI Pa3 3aKOMMEHTHPOBATD OTJIAJIOYHBIN KOJI, & He YAAJIATH €T
MIOJTHOCTB0. ITO TIO3BOJIUT ITPOCTO yOPATh CUMBOJIBI KOMMEHTAPUEB, €CIIU
KOJl TIoHazo0uTcst cHoBa. HO KOMMEHTHPOBATh M PaCKOMMEHTHPOBAThH
KOJI TaKKe YTOMUTEJIBHO, 0OCOGEHHO €CJIM B HEM MHOTO CTPOK ¥ OHU Pas-
GPOCAHBI IO HECKOJIBKUM (haiiiaM B pasHbIX MecTax. Penmuth aty mpobJie-
MY MOKHO € TIOMOIIIBIO IJI0GAbHBIX CUMBOJIOB. B cyiHocTH, III06ambHbIiI
CHIMBOJI IIPEACTAB/IAET 0001 CriennaIbubIi (pJ1ar, COOOIAIOINI IPEIIPO-
1eccopy, Kakue (hparMeHThl KoJla OH IOJIKEH BKJIIOUUTD B TIPOIECC KOM-
MUJISIIIAN Wi yOpaTh, TO €CTh 00ECIeUMBACT KOMITUJISIIIO 10 YCIOBHIO.
[Ipn ycranoBke daxkka B 3Hauenue true Unity aBToMaTudeckn CKOMITH-
JIUPYET OJIHY BEpPCHIO KOJIa, a IIPU yCTAaHOBKE B 3HaueHue false — npyryio.
ITO MO3BOJIUT BaM MMETD /IBa BapUaHTa Balllero Ko/ia 1Py OJIHOM U TOM
JKe Habope MCXOAHBIX (hallJIoB: OUH — JIJIST OTJAIKU U OJUH — JIJIST OKOH-
yaTesJbHOU Bepcuu. /[aBaiiTe TOCMOTPUM, KaK 3TO BBITJISI/IAT HA IIPAKTHKE.
Bsrisguure na muctunr 2.5.

JlucTtuhr 2.5. an/lMep 1CMoJIb30BaHWUSA F06anbLHOro CMMBOJIA Ana otnagku
01 using UnityEngine;

02 using System.Collections;

03

04 public class CubeScript: MonoBehaviour

05 {

06 // DTOT METOX BHIIOJHAET MHMUMATMBALMIO

07 void Start ()

08 {
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09 #if SHOW_DEBUG MESSAGES

10 // eemomusercs, TOJIbKO ecom cmmpos SHOW DEBUG MESSAGES ompemernex
11 Debug.log ("Pos: " + transform.position.ToString());

12 #endif

13

14 // BEIIOJHSETCS BCEIOAa, TakK KAaK HAXOOUTCH

15 // 3a npemenamm 6yoxa #if #endif

16 Debug.log ("Start function called");

17 }

18 }

Crpokn 09—12 oKpy:KeHBI YCJIOBHBIMU JUPEKTUBAMU MPENPOIIECCO-
pa #if u #endif. DTU AUPEKTUBBI ONPEAEAIOT YCIOBUSA, KOTOPBIE MPO-
BEPSIIOTCS HE BO BPEMsI BHIMOJHEHUS KOJIa, KaK B OOBIUHBIX OIEPaTOpax
if, a Bo Bpemsa kommuissnnu. Bo Bpems komnuistiiun Unity mpoBepsier,
CyIIeCTBYeT Jiu r100aabHblil cMBOJI SHOW DEBUG MESSAGES. Ecan ycaoBue
BBITIOTTHSIETCS, B PE3yJIbTaT KOMITUIISIIIN 6y1:[yT nobasyierbl cTpoku 10
u 11, B IPOTUBHOM cJIy4ae KOMITUJISTOP IIPOUTHOPUPYET 3TH CTPOKH, Pac-
cMaTpUBask UX Kak KOMMeHTapuu. VIcrosib3yst aTy 0cOOEHHOCTb, MOKHO
OKPY>KUTh BECh OTJIQJIOUHBIN KO AupektuBamu §if #endif u BroyaTh
1 OTKJII04YaTh hparMeHThbl Ko/la BO BCeX UCXO/iHble (haiiaxX IIpoCcTo olpeie-
75151 T100aIbHBIE cMBOJI SHOW DEBUG MESSAGES. OcTaeTcs TOJIBbKO PEIIHTh,
KaK 3a/[aTh TI0GAIbHBI cHMBOJI. UTOGHI OMPEAeTUTh TI0GATIBHBI CHM-
BoJI, BbiOepuTe B MeHto nmpusioskerust myHkT Edit = Project Settings =
Player (IIpaska = Hacrpoiiku npoekra = IIpourpsiBatenn). Beequre
ums cumBosia B iosie Scripting Define Symbols (Onpenenutb ciMBOJIBI
/IS clieHapreB) U HaxkMuTe Kiasuily Enter ocsie BBoj1a UMeHM /1715 1101~
TBEpIKJeHUS, KaK 1I0Ka3aHo Ha puc. 2.6.

Vn.aneHMe n AOﬁaBﬂeHMe HOBbIX CUMBOJIOB. BBECTUN NMs rnobanbHOro cum-
BOJ1la — 3TO BCe€, 4TO HYXHO, 4TOObI UBMEHEHNS B Koge BCTynunm B cUy BO BCEX
NCXOOHbIX TEKCTAaxX. Bbl mOXxeTe yaoannTtb M4, 4TOObI YAaNnUTb onpeneneHne rmo-
6anbHOro CMMBONA, a Takxke A06aBUTL CUMBOA / Nepes MeHeM (Hanpumep, /
SHOW DEBUG MESSAGE), 4TOGbI OTK/IIO4UTL M0GasIbHBIA CUMBOJI, YTO OGNErimnT no-
BTOPHOE ero Bkj4eHune. MOoXHO Takxe ,D,O6aBI/ITb HECKOJIbKO rN00anbHbIX CUM-

BOJIOB, PasfesnnB UX MMeHa TOYKOM ¢ 3anaton (Hanpumep, DEFINEL; DEFINEZ;
DEFINE3 ...).

BusyanbHas O0TAaAKa

Yacto 6bIBAET HOCTATOUHO OOBIYHON OTJIAJIKY C IPUMEHEHUEM abCTPaKT-
HBIX MJIM TEKCTOBBIX IPEJCTAaBJIEHUI JaHHBIX (II0JIyYeHHBIX, HAIIpUMED,
¢ moMoIbio Debug.1og), HO UHOTAA yH0oOHEE MCIIOAB30BATh APYTUE CIIO-
cobbr. [Topoto Jiydiiie OfH pa3 yBHU/ETb, Y€M CTO pa3 yCJbIIATh. Tak,
HalpUMep, I[IPU IPOrPAaMMMPOBAHUM (YHKIIMH, ONpefessionmnx oJe
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@ |+ | 0% & | A

Settings for PC, Mac & Linux Standalone

Resolution and Presentation
Icon
Splash Image

Other Settings

Rendering

Rendering Path* | Farward ™
Color Space* | Gamma s |
Use Direct3D 11* o

Static Batching i)
Dynamic Batching i)
GPU Skinning* O
Stereoscopic rendering® [

) ) B
Configuration ‘
Scripting Define Symbals

SHOW_DEBUG_MESSAGES | |
2] B

optTTration
Api Compatibility Level | .MET 2.0 Subset 3 |
Optimize Mesh Data™ O

* Shared setting between multiple platfarms,

Puc. 2.6. Job6asneHune rnobanbHOro cumeosa B pegaktope Unity
Aand yCJ'IOBHOIZ KoMnunaumm koga

3PEHUS BPAroB M JIPYTUX MTEePCOHAKEH, KOTOPBIE TIO3BOJISIOT UM YBHU/IETH
UTPOKA U TTpoUre 0GHEKTHI, MOTE3HO OBITTO GBI MMETD KIBOE TpahuaecKkoe
TIpeicTaBJIeHNEe B OKHE TIPOCMOTPA, OTpaskatolee UxX mose 3peHus. [loie
3PEHUST JIOJKHO OBITH MPECTABJICHO B BUJIe TPAHUYHBIX JIMHUH WJIH KyOu-
YeCKOTO KapKaca. AHATTOTUYHO, €CIT OOBEKT IBIKETCS IO OTPEIETeHHOMN
TPaeKTOPUH, OBLITO OBI XOPOTIIO TIPOBECTU TIBETHYIO JINHUIO 9TON TPAEKTO-
pun. Ilems Takoil BU3yaTu3aiiuy 3aKJII0UaeTCsI He B CO3/TAaHUN HATJISITHBIX
MO/ICKA30K UTPOKY B 3aKOHYEHHOI UTPE, & B 0OJIETUEHNH TIPOTIECCA OTTA]I-
KU ¢ TOMOTIIBIO TTOTyYeH st H0JIee TIOJTHOTO OTpaskeHust paboThi urpbl. Cos-
MaHue TaKNUX HATJIAHDBIX BU3YaJTbHBIX HpeZ[CTaBJIeHI/Iﬁ ABJIACTCA 9aCTbIO
BU3yasbHOH oTyaziku. Unity M3HayaIbHO IIPEAOCTABIIAET HaM B 110JIb30-
BaHNe HECKOJIbKO BU3YAJIBHBIX ITIPECTABICHNH, HalpuMep KapKac KOJ-
Jafiiepa Wiy TPaHNIIBI TOJIsT 3peHusT kaMep. OTHAKO MBI MOKEM CO3/1aBaTh
CBOM COOCTBEHHbBIE BU3YyaJbHbBIE TPEACTABIEHUS /TSI CBOUX OOBEKTOB,
0 UeM PaCCKa3bIBAETCS Jlajiee B 3TOM pasjiedie.
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Kax ysxe ymomuaanzoch patee, MHOTHE 00HeKThI Unity, Takne Kak KOJI-
Jaiigepsl, Tpurrepsl oObema, NavMesh Agents, kamMepbl U UCTOYHUKU
CBeTa, yKe OCHAIIEHBI COOCTBEHHBIMU BU3YAJbHBIMU MPEICTABICHUSIMIL
BusyasbHbre mpeacTaBaeH st Mo YMOTIaHIO 0TOOPAKAIOTCS B OKHE TPO-
CMOTpa CIleHbI Scene, ecv Bbl HE BBIKJTIOUNIN UX WJIW HE YMEHBITUIN
X pasMep /0 HyJs. TO ecTh, ecau BbI [0OABIIN BCTPOEHHBIN 0OBHEKT
7 He YBHU/IEJIN eT0 BU3YalbHOE TIPE/ICTaBJIeHIE B OKHE TIPOCMOTPA CIIEHHI,
otkpoiite manesb Gizmo (BusyanbHoe mpencTaBieHue), MEIKHYB Ha
kHotke Gizmos (BusyasbHble Ipe/icTaBIeHNs ) B TAaHEJIW HHCTPYMEHTOB
BkIaKN Scene (Criera). Briounte BU3yasbHBIE TIPE/ICTABICHNS, KOTO-
pble XOTUTE BUJIETDh, M OTPEryJIUpyliTe nX pasmep noasyHkom Size (Pas-
Mep), Kak MOKa3aHo Ha puc. 2.7.

V3D Gizmos
M Show Grid

icon gizmo &

Recently Changed
Camera “h ™

Scripts

GizmoCube [k
Terrain |+

Built-in Components
Animation
AudioReverbZone
AudioSource
BoxCollider
BoxColliderzD
Camera

a
HEERER

CapsuleCollider - 2
Show/Hide Ico

:

CharacterController
Character]oint
CircleColliderzD
Configurableloint
DistancelointzD
EdgeColliderzD
Hingeloint
HingelointzD
LensFlare

Light o
LightProbeGroup

LOD Group

MeshCollider

HERRE HERERERR

Puc. 2.7. BknioyeHne BU3yanbHOro npeacTaBieHus
B OKHEe NPOCMOTpPA CLEHbI



Bu3yanbHas OTAaAka < 79

A BuayanbHble npeacTaBneHus Bo Bkiagke Game. o ymonyaHuio Bu3yarsb-

Hble NMpeacTaBneHns He oTobpaxatoTcs BO Bkiaake Game (Mrpa). Bl nerko

CMOXeTe 9TO MUCNpaBUTb, OTKPbIB NaHenb Gizmo (BudyanbHoe npepcrasne-

Hue), WenkHyB Ha kHonke Gizmo (BuayanbHoe npencrasneHne) cnpasa BBEPXY

BO Bknagke Game (Mrpa). MaHens Gizmo (BusyanbHoe npencrasneHne) nem-

CTBYET TOYHO Tak Xe, kak naHenb Gizmos (BusyanbHble npenctaBfieHnst) BO
Bknaake Scene (CueHa), n306paxeHHon Ha puc. 2.7.

Pacemotpum nipumep B sinctunre 2.6. OH CONEPKUT KJIACC, KOTOPbII
MOJKHO TIOJIKJTIOUUTD K 0OBEKTY, 4T0ObI 100aBUTH B HETO ONPEAETEHHOTO
THITa BU3yaJIbHOE IIpe/icTaBeHue. Bosee mogpoOHy 0 nHMOPMAITHIO MOK-
HO HaiiTu 1o ajzpecy http://docs.unity3d.com/ScriptReference/Gizmos.
html. IToT KJy1acc MPOpUCOBBIBAET chepryecKuii KapKac 3a/laHHOTO Pau-
yca ¢ 00bEKTOM B TIEHTPE, KOTOPBII TPEACTABISET 00JaCTh, JOCTYITHYIO
o0bekTy st ataku. Kpome TOro, OH 0TOOpasKaeT BEKTOP HAIPABJIEHISI
JBYZKEHUST 00beKTa, 00eCIeunBast BU3YAIbHYIO HH/IMKAIUIO TPAEKTOPUU
o6bekTa. TIpoprcoBKa BU3YaJIbHOTO MPEICTABJIEHUS BBIIOJIHSIETCS] B Me-
Tojie 06paboTKu cobbiThst OnDrawGizmos kiacca MonoBehaviour, mpu yciro-
BMM, UTO 3HAUEeHHe ITlepeMeHHoii DrawGizmos paBHO true.

Jinctunr 2.6. Knacc ons pucoBaHmy BU3yasibHOro NpeacTaBneHuns
using UnityEngine;
using System.Collections;

public class GizmoCube : MonoBehaviour
{
// BEIBOIMTH OTJIALOUHYD MHOOPMALIMD?
public bool DrawGizmos = true;

// Bbl3blBaeTcCs IJig PUCOBAHMS BM3YaJIbHOT'O NPEACTaBJIEHMUS.
// BymeT pucoBaTb BCerIa.

// Ecim HyXHO HapuCOBaTh BM3yaJslbHHE [PENCTABJIEHMS TOJIbKO
// nns BHOPaHHHX OOBEKTOB, TOTHA BH3LIBANTE

// OnDrawGizmosSelected

void OnDrawGizmos ()

{

if (!DrawGizmos) return;

// YCTAHOBUTH LBET BUBYAJLHOTO NPENCTABJIEHUS
Gizmos.color = Color.blue;

// HapucoBaTb BEKTOP IBVIXEHMS
Gizmos.DrawRay (transform.position,
transform. forward.normalized * 4.0f);

// YCTaHOBUTH LBET BM3YaJbHOTO NPEICTABIIEHNUS
// HapucoBaThs cbhepy, ONMUCHBADLIYD KyO
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// Ecim xy® - 9TO Bpar, OH CMOXET OIPENeJIUTh MNPUCYTCTBUE
// UIpoKa, Kak TOJIBKO TOT IolaneT BHYTPb C@epf:,l
Gizmos.color = Color.red;

Gizmos.DrawWireSphere (transform.position, 4.0f);

// BOCCTAHOBUTH OeJENi LIBET
Gizmos.color = Color.white;

Ha puc. 2.8 mokazaHo, Kak BU3yajabHOE TIPEJCTABJICHUE TIOMOTAaeT MPu
OTJIAJIKE.

Puc. 2.8. BusyanbHoe npencrasneHne

Pernctpauns owmnbok

ITocse cOOPKK UTPBHI U TIEPEfAYN €€ TECTUPOBIINKaM, Tjie Obl OHU He Ha-
XOJUJIUCH, B TOM ke o(uce, YTO U BbI, HJIH PasOPOCAHBI 110 BCEMY MUPY,
BaM MOHAAOOUTCS CPEJCTBO JUJIS 3aITUCH CBeAeHH 06 OMOKaX U MCKIIIO-
YEHUSX, TPOUCXOAAIINX BO BPEMSI BBITOJHEHUS UTPbl. OIHUM U3 TaKUX
CPEJCTB ABJISAIOTCS (haiinbl perucrpariun, wiu daiiis skypraios (logfiles).
Daiisbl perucTpa — 0ObIYHBIE TEKCTOBbIE (hailyibl, MpeaHa3HAYCHHBIE
ISt uTeHus yeoBekoM. OHE CO3/IAI0TCS HA JIOKAJBHOM KOMITBIOTEPE BO
BpeMsT BBITIOJIHEHUsI UTPhI U COZEpKaT cBeaeHus o6 omubkax. O6beM
nHGOPMAIIK Ui 3aIiCH B (alisl 10/KeH ObITh TIIATEIBHO TPOLYMaH.
CommikoMm JieTasibHast nHGOpMAIUs cieiaeT (hailr 3amyTaHHbIM, a CJTHII-
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KOM KpaTkas — GecronesuniM. OnHako GyIeM CIuTaTh, YTO HY)KHBIIH Oa-
JIAHC JIOCTUTHYT, U TECTUPOBIIUKN OTIIPABJSIOT BaM PETUCTPAIIMOHHBIE
baitrer 7 TpocMoTpa. ITO, KaK MBI HAIEEMCST, TIO3BOJUT BaM GBICTPO
BBISIBJISITH ONTHOKHU U 3(h(HEKTUBHO UCTIPABJISITH UX, HE BHOCSI HOBBIX OTITH-
6ok! B Unity cymiectByer MHOTO crioco6oB perucrparun. OIuH 13 HUX
OCHOBaH Ha BCTPOEHHOM KJjacce Application, mosywatormem yBemomie-
HUST 06 MCKITIOUEHUSAX TYTEM IEIETHPOBAHISI. PacCMOTPUM CITeyIonuit
puMep B JINCTUHTE 2.7:

JlucTtuhr 2.7

01 //=====mmmmmm oo
02 using UnityEngine;

03 using System.Collections;

04 using System.IO;

05 //======—mmmmmm e
06 public class ExceptionLogger : MonoBehaviour

07 {

08 // BHYTpEHHSS CCEUIKA HA OOBEKT [IOTOKA 3alUCKU

09 private System.IO.StreamWriter SW;

10

11 // Vua daruia perucrpaunu

12 public string LogFileName = "log.txt";

13

14 [/ ===

15 // DTOT METOX BEIIOJHAET MHULMUAIUBALUD
16 void Start ()

17 {

18 // ChenaTb NOCTOAHHO XPAHMMBEIM B NaMATH

19 DontDestroyOnLoad (gameObject) ;

20

21 // Co3maTb OBBEKT 3amMCy B CTPOKY

22 SW = new System.IO.StreamWriter (

23 Application.persistentDataPath + "/" + LogFileName);
24

25 Debug.log(Application.persistentDataPath + "/" + LogFileName);
26 }

27 [ )= e

28 // 3BaperncTpupoBaTh 0BPABOTUMK MUCKIIOUEHUI

29 void OnEnable ()

30 {

31 Application.RegisterLogCallback (HandleLog) ;
32 }

33 [/ ==
34 // OTkyounTh 00PaBOTUMK MCKIIOYEHUN

35 void OnDisable ()

36 {

37 Application.RegisterLogCallback (null) ;

38 }
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39 [/ === e

40 // 3Bamnucars mHpopMaumo 00 MUCKIWUEHVM B (art

41 void Handlelog(string logString, string stackTrace, LogType type)
42 {

43 // Ecim uckioueHye wiy oumbka, 3amnmcarb B dai

44 if (type == LogType.Exception || type == LogType.Error)

45 {

46 SW.WriteLine ("Logged at: " + System.DateTime.Now.ToString() +
47 " - Log Desc: " + logString + " - Trace: " + stackTrace +
48 " - Type: " + type.ToString());

49 }

50 }

51 [/ === e

52 // BbI3BIBAETCS MNPY YHUUTOXEHMY OOBEKTA

53 void OnDestroy ()

54 {

55 // BakpuHTb dain

56 SW.Close () ;

57 }

58 [/ === e

59

Hwoke mpuBOANTCS HECKOTBKO KOMMEHTAPUEB K JIMCTUHTY 2.7:
O Crpoxka 22: cozaercst HOBbII 00beKT Streamiriter g 3anucu oT-

JIAIOYHBIX CTPOK B (haiy Ha JiokanibHOM KoMmibiotepe. Daiin co3-
JaeTcst B rarke Application.persistentDataPath, koropas Bcerna
JIOCTYITHA JIJIsT 3AITUCH.
Crpoka 31: Bbi3biBaeTcs Meton Application.RegisterLogCallBack
co cchlikoil Ha dyHKnmio Handlelog B KavyecTBe apryMeHTa. JTO
CBA3aHO ¢ gesierupoBanueM. [Iporie roBops, ccbliika Ha (HYHKITHIO
HandleLog Hy:KkHa, 4TOOBI BHI3BATH €€ TIPH BO3HUKHOBEHUH OIINOKY
WJIV UCKJTIOUEHWS U 3aITMCATD JIaHHBbIE B (haiil perucTparuu.
Crpoka 43: BbisbiBaeTCst MeToz iriteLine oObekTa Streamiriter aus
BBIBOJIA JIAHHBIX B (Daill py BO3HUKHOBeHUN omnbOku. CBeieHust
00 omubke nepeparoTest cpenoil Unity depes apryMeHTbl QyHKITHH
HandleLog: logString, stackTrace u LogType. Kimacc Streamiiriter sB-
JigeTcs yacThio ppeiiMBopka Mono, oTKpbIToi peasinzaiiun Micro-
soft NET Framework. BoJiee moapo0Hyt0 nHGOPMAIIIO 0 KIacce
Streamiiriter MOXKHO HalITU TIO azpecy http://msdn.microsoft.com/
ru-ru/library/system.io.streamwriter%28v=vs.110%29.aspx.

OaHMM 13 camblx BbICTPbLIX CNOCOO0B NPOBEPUTL Halle CPencTBO pernctpaunmn

OLIMBOK — BHECTW B KO, OLUMOKY AeNeHnst Ha HoMb. He 3abyabTe BCTaBUTb B KOZ,

ctpoky Debug.log(Application.persistentDataPath), 4ToGbl BbIBECTM MyTb
K dainy B OKHO KOHCOMIN. DTO NOMOXET ObICTPO HaNTK daii C NOMOLLbIO MPO-



7

PerncTpaumns olwmbok < 83

BoaHuka Windows unn Mac Finder. O6paTuTe BHUMaHWE, YTO BMECTO abCOoNtoT-
HOrO NMyTW UCNONb3yeTcs NepemMeHHas persistentDataPath, 3HaueHne koTopoi
MEHAETCHA B 3aBUCUMOCTU OT OI'IGp&LI.VIOHHOVI CUCTEMBbI.

Pucynox 2.9 1eMOHCTPUPYET, KaK BBIBOAATCS CBEAEHUsT 00 OTTHOKAxX
B (aii.

E| log.txt - Notepad -0

File Edit Format View Help

Logged at: 9/18/2014 3:86:81 PM - Log Desc: DivideByZeroException: Division by zero - Trace:
ErrorMaker.Update () (at Assets/ErrorMaker.cs:13) - Type: Excepticﬁ

Puc. 2.9. BbiBog, onbG0K B TEKCTOBLIN (aiin
nomMoraeT ynpoCcTUTb OTIaZKY U UCNpaBieHne owmnboK

Yro Taxoe «zenernposanues B C#? IlpencraBrre, 9TO y Bac eCTh BO3-
MOKHOCTB CO37IaTh ITepEeMEHHYT0 U MPUCBOUTD €H CCHIIKY Ha (DYyHKITHIIO,
a He 00bIYHOe 3HaueHne. B aTOM cirydae BBI CMOJKETE BBI3BATH TIEPEMEH-
HYI0 Kak 00braHyio dyHKimo. [To3aHee BbI CMOJKETe aske TTPUCBOUTD
ATOW TIePEMEHHON CCHIKY Ha ApyTyio hyHKImo. [IpruMepHo Tak paboTaet
nenernpoBanue. [lesieratpbl MPaKTUYECKN IKBUBAJIEHTHBI YKA3aTeJsIM Ha
¢bynkmm B C++. To ecTb, nenerar SBIseTCs CHETUATbHBIM THIIOM JIaH-
HBIX, KOTOPBIH MOXKET COJIepPXKaTh CCBUIKY /st BbizoBa dyHkiunu. OHu
UIATHHO TIOAXOAAT [T CO3MaHMs CHCTEMBI OOPATHOTO BBI30BA U yBe-
JTOMJICHUA O CO6bITI/IE[X. HaHpI/IMep, Ipn HAJIUYNUN CITMUCKa WJIN MaCCHBa
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JIeJIETaTOB, MHOTHE KJIACCHI CMOTYT 3aPETMCTPUPOBATLCS B KAUECTBE TTOJTY-
vaTesieit 0OpaTHBIX BBI3OBOB, /100aBUB ceOs B criucoK. BoJiee moapobHy0
uHopmaImio o jeneratax B C# MOKHO HaliTh 1O azapecy http:// msdn.
microsoft.com/ru-ru/library/ms173171.aspx. PaccmoTpuMm mpumep wc-
nosib3oBanms feseratoB C# B Unity (em. sinctunr 2.8).

NucTtuHr 2.8. MNpumep ncnonb3oBaHus generatos C# B Unity
using UnityEngine;
using System.Collections;

public class DelegateUsage : MonoBehaviour
{
// OnpemenuTh TUNa OejieraTa CO CHIMCKOM apaMeTpoB
public delegate void EventHandler (int Paraml, int Param2);

// OBBABMUTL MAaCCUB CCHUIOK Ha OyHxumy Tuna EventHandler
// emxocTeio mo 10 ccrulok

public EventHandler[] EH = new EventHandler[10];

/// <summary>

/// RAwake BbI3HBaeTCS [epel HadasoM paboTe. JoOaBiseT mejerara

/// HandleMyEvent B cmmcok

/// </summary>

void Awake ()

{
// IobaBuTh obpaborumka coburusa (HandleMyEvent) B CHMCOK LOeJeraToB
EH[0] = HandleMyEvent;

/// <summary>
/// BrIosiHAeT OOXOX CHMCKa HeJeraToB M BHBHBAET 0OpaboTuMKy [0 ONHOMY
/// </summary>
void Start()
{
// lukja no BCeM pejeraraM B CIMCKe
foreach (EventHandler e in EH)
{
// Be3BaTh 00paboTuMKa, €CHM CChUIKE He paBHa null
if (e!=null)
e(0,0); // 2To BEBOB O6paboTumMka

/// <summary>
/// Tpumep obpaborumka COCHTMA. [IO3BOJISET CCEUIATHCS Ha HETO
/// wax Ha gmenerar Tuna EventHandler
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/// </summary>

/// <param name="Paraml">IpmMep mnapamerpa</param>
/// <param name="Param2">lpmMep mnapamerpa</param>
void HandleMyEvent (int Paraml, int Param2)

{
Debug.Log ("Event Called");

OTAasKka C NOMOLLLIO peAaKTopa

Hexoropsle xanytorcst, uto Unity He nMeeT BCTPOEHHBIX WHCTPYMEHTOB
OTMaIKN, HO 9TO He coBceM BepHO. B Unity MOXHO 3aIlyCTUTD UTPY U pe-
JIAaKTUPOBATh CIIEHY OJIHOBPEMEHHO C ee BBINIOJHEHHEM. MOXKHO maske
POCMATPUBATh U PEAAKTUPOBATH OOIIEAOCTYITHBIE U 3aKPBITHIE CBOWCTBA
B MHCIIEKTOPE 0OBEKTOB. ITO MO3BOJISAET TIOAYUUTH MOJTHYIO ¥ HATJISITHYIO
KapTUHY TPOMCXO/ISIIETO B UTPE BO BPEMs BBITIOJHEHNUS, BBISIBJISTD U Ha-
GJIOIATD MIUPOKUN CIIEKTP BCEBO3MOMKHDIX OMIMOOK. ITY (hOPMY OTIAIKU
He CJIe/lyeT HefooeHnBaTh. UT06b! TTOJTHOCTBIO NCTTOTB30BATH BO3SMOKHO-
CTH OTJIAJIKY B PEAAKTOPE, BKIIIOUUTE PEKUM OTJAKH B UHCIIEKTOPE OOBEK-
TOB, II[EJIKHYB HA SIPJIbIKE KOHTEKCTHOTO MEHIO B [IPABOM BEPXHEM YTJIy UH-
criekTopa 1 BbiOpas myHkT Debug (Orraznka), kak mokasaHo Hu puc. 2.10.

Pacriosioskure OKHa TPOCMOTPA Tak, YTOOBI OJHOBPEMEHHO BUJIETDH
06a okHa — Scene (Cuena) u Game (Mrpa) — B peskume Play (rpatp),
BMecte ¢ nanesbio Stats (Crartucrtuxn). /s aToro cuumute (hrakox
Maximize on Play (PaciiaxHyTh Ha BpeMs UIPbl) Ha [TaHE I HHCTPYMEH-
TOB BO BkJaske Game (Mrpa), eciii OH yCTaHOBJIEH. 3aT€M TIOMECTHUTE
saxianku Scene (Ciiena) u Game (Mrpa) psiioMm Apyr ¢ Apyrom, Ju6o
pasHecuTe WX 1O Pa3HbIM MOHUTOPAM, €CJU €CTh TaKas BO3MOKHOCTb.
HacrositeibHo peKOMEHYIO UCIIOIb30BATh HECKOJIBKO MOHUTOPOB, €CJIN
Bl OI0/KET 9T T03BOJIsteT. Ho 1 01HOTO MOHUTOPA BIIOJTHE TOCTATOYHO,
€CJIM BBl TIOTPATUTE JOTIOJTHUTEJIBHOE BPEMsI Ha HACTPOUKY MOJOKEHUS
U Pa3MepoB KaKIOr0 U3 OKOH Mo cBoM noTpebHocTu. Takske xemaTesb-
HO CJIeJIaTh BUAMMBIM OKHO KOHCOJIM U CKPBITh TAHENb MPOEKTa, YTOOBI
PEOTBPATUTD CJYYallHbIil BEIOOP U TIepeMelleHIe PECYPCOB, KaK MOKa-
3aHo Ha puc. 2.11. Kpome TOTO, MOKHO HACTPOUTDH PEKUM KOMIIOHOBKHU
rpaduueckoro uarepdeiica Unity. Bosee nmoapobuyio mrbopmanuio o6
3TOM MOJKHO HalTH 10 ajipecy http://docs.unity3d.com/Manual/Customiz-
ingYourWorkspace.html.

Korza BbI Gy/ieTe TOTOBBI IPUCTYIIUTD K OTJAAKE B PEAAKTOPE, MIETK-
Hute Ha kHonke Play (Mrparh) B IaHeg i WHCTPYMEHTOB U UCIIOJb3Yii-
Te Tay3y /I OCTAHOBKU UTPBI 1 TTPOBEPKHU 3HAUEHWH CBOWCTB HY>KHOTO
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0 g | ©® Debug
os v | farAll If ,J gm P
Tag \Meaddoxan: IO T ek
|| Prefab Select | %
¥ .~ Transform Lock
Instance ID —
: . Maximize
Local Identfier In File
| » Local Rotation Close Tab
Local Position | Add Tab "
X 3.702908 Y 1
Local Scale
X|1 ¥l e 1
5? @ [MMood Box Manager (Script) ﬁ o,
Instance ID 58852
Local Identfier In File 22732
Script m @
| b Current Data
Bloom m o]
Noise m o]
Fog [None (Render Fog ©
Start Mood Box m o]
Default Player Refle:m @

» Player Reflection Materials
Apply Nearest Mood []
Current Mood Box = MainEntrance (Mo @

I Add Component ]

Puc. 2.11. Otnagka nrpel B pegaktope Ha eGUHCTBEHHOM MOHUTOpPE
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00BeKTa B HHCIEKTOPE 00bEKTOB. I[TOMHUTE, UTO BBI BCE €IIle MOKETE HC-
MOJIb30BAaTh MHCTPYMEHTBI TTO3UITMOHUPOBaHMS (MTOJI0KEHNEe, HalpaBJie-
HUe 1 MaciTab) B Urpe, YT0ObI HBMEHUTH MECTOTIOIOKEHHE UTPOKA 1 €T0
BPAaroB, 3ajiaBasi PasHble 3HAUCHUST M HAOJTIO/1asT, K KaKUM PE3yJIBTaTaM 9TO
npuBouT. CamMoe TJIaBHOE, OJTHAKO, YTO BCe M3MEHEHWS B WHCIEKTOPE
00OBEKTOB BO BPEMsI HTPBI HOCSIT BPEMEHHbIH XapakTep 1 OYAyT OTMEHEHBI
pH ee 3aBepieHrr. [109TOMY, eciii Hy;KHO, 4TOObI H3MEHEHUST COXPAHSI-
JIVCh, TPOU3BOINTE UX B PEKNMe peflakTUpoBanus. MokHO, KOHETHO, KO-
POBATh ¥ BCTABJIATH 3HAUCHUS, TIEPEKIII0UASICh MEKIY pexknMamu Play
(Urpatp) u Edit (TIpaBka) ¢ mOMOIIBIO KOHTEKCTHOTO MEHIO KOMIIOHEHTA,
KaK 9TO MoKa3aHo Ha puc. 2.12. OxHako ropasyio yaooHee mepekgdaThest
MESK/LY 3THMHU PEKUMAMU C TTOMOIIIBIO Topstueil komOuraru Ctrl+P (emre
onra komOuHarwst — Ctrl+Shift+P — mosBoJisier BKIOYATh 1 BBIKJIIOUYATH
peskuM may3ser). [oaHerii crincok ropstanx kiaasuit B Unity MoskHO HaliTH
110 azpecy http://docs.unity3d.com/Manual/UnityHotkeys.html.

MpoduanposaHne

Emte oanH MHCTPYMEHT, IpeIHA3HAYEHN JIJId OTJIAJKM U ONTUMHU3a-
n, — okuo Profiler (IIpoduiuposimk), 10CTyTHOE TOJIBKO B BEPCUU
Unity Pro. Yto6sl yBuzersb ero, meiakuure Ha skaaake Profiler (ITpo-

Direction |ﬂs
Center
%0 Yo z'o |
¥ A Rigidbody @ #.
Instar Reset
Local
Mass Remove Component
Drag Maove Up
Angul
Use &
Is Kin
Interp
Collis aste Component Values
v I]_Sl ¥ Free Movement Motor (Scrw r
Instance 1D W
Local Identfier In Fils 23353
Script m (o]
Walking Speed 6—
Walking Snappyness 50
Turning Smoothing 0.3

Mowve Down

Copy Component

Puc. 2.12. KonnpoBaHue 1 BCTaBka 3Ha4E€HWI CBOMCTB KOMMOHEHTA
N3 KOHTEKCTHOIrO MEHIO KOMIMOHEHTA
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dumuposiuk) B Merto Window (OKHO) IpHJIOKEHNUs, Kak TIOKa3aHO Ha
puc. 2.13. IIpopuanpoBIIUK TTO3BOISET TTOMYIUTH CTATUCTUIECKYTO WH-
(hopManuio o pacrpeneseHs Harpy3Ku MeK/y Pa3HbIMU 9aCTSIMUA UTPBI
" 3JIeMeHTaMi 060PYI0BaHUs, TAKIMU KaK MPOIECCOP U BUIEOKApPTa.
C moMoIbio TpoGUINPOBITIKA MOKHO OTIPEIETUTD, HATIPUMED, CKOJIb-
KO BPEMEHHU PACXOYETCsT KaMepoil Ha 0ToOpakeHUE CIIEHBI, U CPAaBHUTD
co BpeMeneM Ha (haKTHYECKUEe PACUEThI, MM Ha BOCIPOU3BENECHIE Ay-
A0, NJIN Ha 4YTO-TO /IPYyTOE. BTO TTO3BOJIUT U3MEPUTDH ITPOU3BOANTEIIb-
HOCTDH, CPABHUTDH PE3YJIbTATHI U OIEHUTDH, YTO HYKHO YJIYYIIUTD. HpO-
dbumupoBaHue He TPEIHAZHAYCHO KOHKPETHO JIJIST BBISIBICHUS OIHOOK
B koze. Ho, ecnu Habmogaiorcs npodieMbl ¢ IIPOU3BOAUTEIHLHOCTHIO
WUTPDI, TAKWE KaK 3aMe/JIeHre U 3aMUPaHUe, OHO TIOMOKET HalTH yda-
CTOK, Hy:KAafonuiicsa B ontumusanuu. [lo atoit mpuunne npohuanpos-
MUK — 3TO TOT WHCTPYMEHT, K TIOMOIIH KOTOPOTO CJIEAYET OOPaTUTHCS,
€CJIN TPOU3BOANTENTBHOCTD CTAHET MTPOBJIEMOI JIJIST UTPbI, 1 BbI TOJKHBI
6y[_[6T6 TIpoOBECTN FpaMOTHbIﬁ aHaJIN3 N BBISABUTH MECTO AJIsI BHECCHUA
VIIy4lIeHUH.

i Davp Praile Drskls Eiites Acter Poallar * Clear

1
o s s Lt}

Puc. 2.18. MpodunrpoBaHne 06bIHHO NCMOSNb3YETCA
0N AMArHOCTUKN NOTEPb NPOU3BOANTENIBHOCTH
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Eciu 3amyctuth urpy ¢ oTkpbiThiM okHOM Profiler (ITpoduiupos-
MUK ), TPaUKN B HEM 3ATIOJHSATCS CTATUCTHYECKON WH(MOpMaIuel o mo-
ceHUX Kaapax. [IpoduaupoBIInK 00bIUHO 3aMChIBACT HH(MOPMAIIHIO
He 060 BCeX Kaapax ¢ Hauaia UTPhI, & TOIBKO O MOCAEHUX, YTO Pa3yMHO
C TOUKH 3peHNsI 9KOHOMNUN MaMsATH. CyIIecTBYeT BO3MOKHOCTD EPEKJITIo-
YEHUST B PEKUM «TIIYOOKOTO TPOMOUINPOBAHIS», €T0 TIEPEKTI0YATENh 10-
CTYTIECH B BEPXHEI TaHe I MHCTPYMeHTOB, B okHe Profiler (TTpoduiipos-
MIUK). ITOT PEKUM TI03BOJISIET (B TEOPUU) MOJIYIUTH JOMOJHUTETHHYIO
uHbopMaImio 06 urpe, HO S PEKOMEHYIO M30eraTh eT0 UCIOTb30BaAHS,
TaK KaK 3TO MOJKET BBI3BATH MPOOIEMBI ¢ TIPOU3BOANUTETHHOCTHIO B pe-
mpaxTope Unity mpy NCTIOTB30BAHUH <TSIKEITBIX» PECYPCOB U «TSKEIOTO»
KO/ia, BILIOTDb /IO 3aBUCAHUs Bcero pegakropa. Mcnosnbayiite Tosabko pe-
KM TI0 YMOJYaHUI0. B 9TOM peskume 0OBIYHO GBIBAET JKeTaTeTbHO OT-
KJIOYUTH BU3yasm3aiuio curHasta VSynce B paznene CPU Usage (3arpys-
Ka TIPOTIECCOPA), ITOOBT MTOTYIUTH O0JIee TOUHOE TTPEICTABIEHIE O IPYTHX
XapaKTEePUCTUKAX, TAKUX KaK OTOOPaKEHMe 1 CIIeHAPHN, KaK TTOKa3aHo Ha
puc. 2.14. JI1s1 5TOTO TPOCTO TETKHNTE Ha spibike VSync B obactn Jie-
reH;IbI rpaduka.

& Profiler
Add Profiler

s
.~ CPUUsage
[ Rendering
B Scripts
[l Physics

ﬁ) GPLU Usage
L\ Opaque
W Transparent
Shadaows/Depth
W Deferred PrePass
Deferred Lighting
W PostProcess
W Cther

Puc. 2.14. OTknioveHuve Budyanusaumm curdana VSync
B pasnene CPU Usage (3arpy3ska npoueccopa)

TopusonTambHast 0Ch rpaduKa COOTBETCTBYET KaPAM — CAMBIM TIOCTE]T-
HUM, 100aBJIEHHBIM B Oydep maMsaTi. ITa OCh MOCTOSTHHO 3aTIOJTHSETCST
HOBBIMU JTaHHBIMU B TIPOIIECCE BBITTOJTHEHWA UTPBI. BepTI/IKaJIbHaH OCb CO-
OTBETCTBYET 3aTpaTaM BPEMEHU WJN BbIYUCJIUTEJIBHBIX PECYPCOB!: 60JH)‘
I1THe 3HAYEHNST COOTBETCTBYIOT O0sIee BHICOKUM TPEOOBAHUSIM K TTPOU3BO-
MUTETHLHOCTH 1 OOJTee 3aTPATHBIM IO BPEMeHH KafipaM. [TocJre 3amoHeHus
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rpadrka HEKOTOPBIM KOJUYECTBOM JAaHHBIX B peskume Play (Mrpats),
MOKHO MPHOCTAHOBUTH MTPY U MTPOAHAIU3UPOBATh ee COCTOsiHUE. Bhibe-
pHTE OTAETBbHBIE KAJPbI U3 Tpadrka, UT0ObI MOJMYIUTH GoJiee TOAPOOHYO
WHGPOPMAIIHIO O TIPOU3BOIUTEIBHOCTH UTPHI B ATUX KajipaX. Koraa BbI 31O
crenaere, nanens Hierarchy (Mepapxust) B HUKHeil yactu okHa Profiler
(ITpouAMpPOBIKK) 3aMTOJHUTCS IAHHBIMU O KOJI€, BBITTOJTHEHHOM B BBI-
GparnoM kazipe. [Tpu mpocMoTpe rpadika sKeTaTeTbHO OTCAENTD BHE3al-
HbIe BCIUTeCKU (MUKW WJIN HIUIIBT), KaK TTOKazaHo Ha puc. 2.15. Oun yka-
3BIBAIOT HA KA/IPBI C HEOKMIAHHOW MHTEHCUBHOM esTeTbHOCTRI0. VTHOT 1A
HTO MOTYT OBITh PA30BbIE CJIyUal, KOTOPbIE HEM30EKHBI N3-3a allllapaTHBIX
oreparuii Wim BroJiHe 00bSCHUMBI M HE SIBJISTIOTCST HICTOUHUKOM TIPOGJIEM
C TIPOU3BOJIMTENILHOCTHIO, TAKUE KaK CMEHA CIIEH MJIM 3arpy3Ka 9KPaHOB.
Ho nHOT/Ia OHM MOTYT YKa3bIBATh HA TPOOIEMDI, 0COOEHHO €CIT TOBTOPSI-
10TCST Perysipro. To ecTb, TPU AMATHOCTHKE TPOGIEM € TIPOM3BOIUTEb-
HOCTBIO TIUKK — 9TO MMEHHO TO, C YETO HA/I0 HAYMHATH UCCIIEOBAHIS.

10ms (100FPS)

Puc. 2.15. Bbibop kagpa Ha rpaduke
B OKHEe NpodUIMpoBLLmMKa

B nanesin Hierarchy (Mepapxust) miepedncieHbl Bce OCHOBHbBIE (DYHK-
MU U COOBITHS, BBINOAHABIIMECS U 00pabaThIBaBIINECs B BLIOPAHHOM Ka-
npe. J1ns kaxoit GyHKITUT TPUBOANTCS HECKOTHKO BAsKHEHTIINX XapaKTe-
pucTuk, Takux Kak Total (Bcero), Self (Cama dyukiust), Time ms (Bpewms,
Mmcek) 1 Self ms (Cama dyHKINS, Mcek), Kak TIOKazaHo Ha puc. 2.16.
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=3 Memory
Tatal Allocared

u Terture Memory
Hierarchy

Overview

WaitForTargetFPs
Camera Render

Camera ImageEffects N

Culling

Drawing

UpdateDepthTexture

Camera.GUILayer

RenderTexture.SetActive
ReflectionFx LateUpdate()
Overhead
Physics.Simulate
GUIRepaint
RainBox.Update()
Particle.Update
PlayerMoveController Update()
RenderFogPlane.Update()
LaserScope.Update()
AudioManager Update
Rendering.UpdateDirtyRenderers
Animation.Update
FreeMovementMotor FixedUpdate()
KamikazeMovementMotar FixedUpdate()
Monobehaviour.Onbouse_
PerframeR aycast Update()
PlayerAnimation LateUpdate()
AudioManager FixedUpdate
Meshskinning.Update
PlayerAnimation FixedUpdate()
SimpleR otate Update()
GlowPlane.Update()
MoodBoxManager.Update()
PlayerAnimation Update()
Physics.Interpolation

0.0%

0.1%

Puc. 2.16. XapakTepuncTuKn GYHKLMIA, BbI3bIBABLUMXCS B KaApax

OO6cyanM 3TH XapaKTEPUCTHKH TOAPOOHEE:

O Total (Bcero) u Time ms (Bcero mcek): cronter; Total (Bcero)
OTpakaeT OTHOIIEHWE BPEMEHH, 3aTPayeHHOr0 Ha BBITOJHEHUE
(YHKIHM, KO BPEMEHHU, 3aTPAueHHOMY Ha BeCh Kajp. 3HaueHUe
49,1%, nanpumep, osnavaer, 4o 49,1 nporenra o61Iero BpeMenu,
3aTPaveHHOro Ha BHIOPAaHHBIN Ka/p, ObLIO MOTJIONEHO (YHKITHEH,
CIO0JIa BXOAWUT M BPEM, 3aTpadyeHHOE (l)yHKHI/IHMI/I, BbI3bIBABIIIN-
mucst BHyTpu Hee. Cronber Time ms (Bpemst, Mcex) orobpakaer
3aTpayeHHOe BpeMst B MIJLTMCEKYH/IaXx. BMecTe aTH J1Ba 3HAUEHIISI
MO3BOJISIIOT TIOJIYYUTh OTHOCUTENBHYIO U aOCOJNIOTHYIO OIIEHKY
BPEMEHU, 3aTPaYeHHOTO Ha BBI30B (DYHKITUIL B KasKJIOM Kajpe U Ha
BECh KaJIp.

O Self (Cama ¢ynkius) u Self ms (Cama yHKIHs, MceK): 3HaUe-
nus B crosbuax Total (Becero) u Time ms (Bcero mcek) orpaska-
10T 3aTpaTbl BDEMEHHN Ha BBINTIOJTHEHNE beHKHI/H/I JJIA BbI6paHHOFO
Kajlpa, HO OHHU BKJIIOYAIOT TAK/KE BPEMs BBIOJHEHUS (DYHKIIHIA,
BbI3BaHHBIX U3 pyHkimn. 3HaveHus Self (Cama bynknus) u Self
ms (Cama GyHKIHSA, MCEK) OTPAKAIOT TOJBKO BPEMS BBITTOJHEHUS
caMoil (pyHKIMM, 63 yueTa BpeMeHN OKUIAHWsI 3aBEPIIEHUsT BbI-
3BAHHBIX U3 Hee APYTUX (HYHKIMH. DTH XapaKTePUCTHKI 0COOEHHO
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BayKHBI JIJIsT BbIIEJICHUsT (DYHKITUH, BBI3BIBAIOIINX TPOOJIEMBI C TIPO-
U3BOJUTEIbHOCTBIO.
Bosee moapobHyto nHbopmaliio o mpoduarnposann B Unity MOKHO
HailTH 110 ajipecy http://docs.unity3d.com/Manual/ProfilerWindow.html.

OtAaaka ¢ nomouwbio MonoDevelop -
Ha4Yano

Panee Mbl y’xke TO3HAKOMUJIMCH C METOJIOM OTJa/iKku Debug. 1og /111 BBIBO-
JIa BCIIOMOTATEJbHBIX COOOIIEHNN B KOHCOJb B KPUTHYECKHE MOMEHTHI,
BO3HUKAIOIIIE B XO/I€ BBITIOJHEHUS porpamMbl. HecMoTpst Ha yo6¢TBO,
HTOT METOJI UMEET Psi/l CYIECTBEHHBIX HEAOCTATKOB. BO-1IepBbIX, B 60JIb-
HIUX [TpoTrpaMMax MHOKECTBO orepaTopoB Debug.l1og oueHb JIETKO MOXKeT
HABOJIHUTDH KOHCOJIb OOJIBIIINM KOJIMYECTBOM COOOIEHUN. DTO YCTOKHUT
3ajlauy BBIJEJICHUST HYXKHBIX COOOIIEHUH. Bo-BTOPHIX, M3MEHEHNE KOJIa
BCTaBKOH omnepartopos Debug.1og TOIBKO /J1s1 MOHUTOPUHTA BBITTOJTHEHNS
MPOTPAMMBI ¥ BBISIBJICHUS OIMTUOOK, CYMTAETCS IIOXO0i PakTUKO. B mye-
asie JI0JDKHA UMEThCS BO3MOJKHOCTD MEPEXOIUTh B PEKUM OTJIAAKU Oe3
BHECEHUsI U3BMEHEHUH B Koj. Takum 06pa3oMm, y HaC eCTh BECKUE TPUYNHBI
JUIST TIOMCKA aJIBTEPHATUBHBIX CIIOCOOOB OTJIAJIKU. B 9TOM HaMm TOMOKeET
MonoDevelop. B ugacrthnoctu, nocaegaue Bepcun MonoDevelop moryT
HANPSAMYIO MOJKJII0YAaThed K 3amyniennomy mporeccy Unity. [Ipu aTom
MBI TIOJIy4aeM JIOCTYIl K MHOKECTBY WHCTPYMEHTOB OTJIAJIKH, ITUPOKO
HCIIOJIb3YEMBIX MIPU Pa3paboTKe APYTUX BUAOB TPOTPAMMHOTO obecriede-
HU, TAKMX KaK TOYKM OCTAHOBA M TpacCUpOBKa. B HacTosiiee BpeMd 11pu
ycraHoBKe cBs13u Mexay MonoDevelop n Unity MOKeT BO3HIKATh OLINO-
K4, HO TOJIbKO Y HEKOTOPBIX IT0JIb30BaTeIeH HEKOTOPBIX cUcTeM. Tem He
MeHee, IpH HOpMasibHOI pabote MonoDevelop MoskeT npeiiokuTh 6o-
ratble CpPeACTBa OTJAJKU, YTO TO3BOJIIET OTONTH OT MPAKTUKU BCTABKU
orepatopos Debug. log.

HauHeM 3HAKOMCTBO ¢ BO3MOKHOCTsIMU OTJIajiku B MonoDevelop ¢ To-
vek octanoBa. [Ipu oTsajike 9acTo ObIBaeT HYKHO IIPOBEPUTH COCTOSTHIE
MIPOrpaMMBbl TI0 JIOCTUKEHUHN 33J]aHHON cTpoku. Touka ocTaHoBa 103BO-
JIZeT OTMETUTH OJIHY MJIM HECKOJIBKO CTPOK B MCXOJHOM haiijie 1 ocTa-
HABJIMBATD BBITTOJHEHNE TIPOTPAMMBI B TIEPBOI TOUKE OCTAHOBA. JTO 1a€T
BO3MOKHOCTb M3YYUTDb KOJI M COCTOSIHME MEePEMEHHBIX, a TaKKe MpoBe-
PUTD U OTPEJIAKTUPOBATDH MX 3HAUeHNA. Takke MoJIePKUBACTCS BO3SMOSK-
HOCTD ITPOJIOJIKUTH BBIMTOJHEHUE € 3TON TOYKHU. DTO MO3BOJISAET TIepeiT
K CJIE/IYIONIUM CTPOKaM, B COOTBETCTBUHU C OOBIYHOI JIOTUKON BBITIOJIHE-
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HUS IPOTPaMMBIL. BbI mosTyyaete BO3MOKHOCTD TIPOBEPUTH KO/ B KaXKI0H
CTPOKE, TIO ee MOCTHKeHUU. PaccMOTpUM MpakTudeckuit mpumep. B ou-
cruHre 2.9 npeacTaBieH npocToil cienapuit. [Ipu mogkIOYeHIN K 00b-
€KTY, CIICHAPUH MOJIyYaeT CIUCOK BCeX 0OBEKTOB B clieHe (B TOM YHCIe
U CBOU 0GBEKT), a 3aTeM, B BbI30Be (DYHKIINU Start, mepeMeliacT ux B Ha-
yajio koopauHat (0, 0, 0).

JnctuHr 2.9. MNMpumep cueHapus ansg oTnaaKu

using UnityEngine;
using System.Collections;
public class DebugTest : MonoBehaviour
{
// DTOT METOX BHIIOJHAET MHMUMATMBALNIO
void Start ()
{

// TonyumTb BCe OOBEKTH B CLEHE
Transform[] Objs = Object.FindObjectsOfType<Transform>();

// OBoitTy BCe OOBEKTH B LUKJIIE

for (int i=0; i<Objs.Length; i++)

{
// TlepemecTuTb OOBEKT B HAUAJO KOOPAMHAT
Objs[i] .position = Vector3.zero;

}

[laBaiiTe yCTaHOBUM TOYKY OCTAHOBA B BBIIEJIEHHON cTpoKe. OHa Ipro-
CTAaHOBUT BBITTOJTHEHME IIPOTPAMMBI 11O JOCTHUKEHUN ITOU CTPOKM. IITO6I)I
YCTAaHOBUTDH TOYKY OCTaHOBQA, IOMECTUTE KYPCOP MBIIIN Ha BBIJACJICHHYIO
CTPOKY, IIEJIKHUTE TPABON KHOTIKON MBIIIH Ha CEPOM I10JIe CJIeBa U BbiOe-
pute B KOHTeKCTHOM MeHI0 myHKT New Breakpoint (Hosast Touka ocra-
HOBA), WK B MeHIO nipuaokerns MonoDevelop Beibepute myskt Run =
New Breakpoint (Boiosnnuts = Touka ocTaHoBa), WK HAKMUTE KJIaBH-
1y F9 (6o mesikHuTe JIeBOM KHONKON MBIIIN Ha HOMEPE CTPOKM ), KaK
1okasaHo Ha puc. 2.17.

CrpoKa ¢ TOYKOH ocTaHoBa OyJIET MO/ICBEUeHA KPACHBIM IIBETOM. U TOOBI
OCTaHOBUTb CIIEHAPUI B HTON TOYKe 0OCTaHOBa, ToAkao4dnTe MonoDevelop
K nmericTBytoremy mpoiieccy Unity. [l atoro samyctute pegaktop Unity
BMecte ¢ MonoDevelop u B Merto npuiiokerrst MonoDevelop Beibepure
nyHkT Run = Attach to Process (BbimosmanTs = [ToAKIIOUUTHCS K TIPO-
1eccy), Kak mokasato Ha puc. 2.18.

IMocie sroro nossutcs auajnor Attach to Process (IlozpxioueHue
K TIpoIieccy ), T/ie B CIIMCKE MPOIECCOB TOJIKEH MPUCYTCTBOBATD PEAAKTOD
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Assembly
File Edit View Search Project Build | Run | Version Control Tools Window Help

@ Release E Deran ® Stert Without Debugging Ctrl+F5 O S
& Start Debugging £5
! ! ,Dabug'rgst,cs Run With N

@ DebugTest » E] Start () @ stop Shift+F3
15 using UnityEngine;
2 L using System.Collectio Debug Application...
3
6| Attach to Process...
4 public class DebugTest
5] ¢ & Detach
6 / Use this for in| o B
= void Start () “» Step Over me
8 & StepInto F11
B} //Get all game L - .
10 Transform[] ob| # StepOut Shift+F11 Rnsform=() ;
1 Show Current Execution Line Alt+
1z //Cycle throug
SE ?’f(lf‘t 1=0; 1 @ New Function Breakpoint...
15 “Setrobje| @ NewBreakpoint... .
if . 0bjs[11.p0l @ ToggleBreakpoint [
18 } Add Tracepoint Ctrl+Shift+F3
PR @ cEnable/Disable Breakpoint Ctrl+F9
@y Disable All Breakpoints
&P Clear All Breakpoints

Exceptions...

Run Unit Tests Ctrl+T

Puc. 2.17. CospaHune HOBOW To4kM ocTaHoBa B MonoDevelop

Unity. B packpsiBatoriemcst crincke Debugger (OTiagunk), cieBa BHI3Y,
noskeH ObiTh BoiOpaH myHKT Unity Debugger (Otiagunk Unity). Bbi-
6epute niporiecc Unity Editor u menkuute Ha kHornke Attach (IToakirro-
YUTH), KaK TTOKa3aHo Ha puc. 2.19.

Korma MonoDevelop moaxmiountest x mporteccy Unity, B HukHel va-
cru unrepdeiica MonoDevelop mosiBarcest a1Be HOBbIe Hanenn, Watch
(TIpocmotp) u Immediate (HemocpeacrBeHHast oT/IaaKa), Kak MOKa3aHo
Ha puc. 2.20. DTi TaHe N MPEeIOCTABIISIOT TOTOJHUTENBHYIO OTIa/I09HYI0
MH(GOPMAIIIO TIPU BBITIOJHEHUH UTPBI B pefakTope Unity, Kak Gy/er 1mo-
Ka3aHo B CJIEYIONIEM pasziee.

3atem BepHUTEeCh B pemaktop Unity n momksounte (aiia crieHapus
DebugTest.cs u3 aucTunra 2.9 K 06HEKTY B CIIE€He, TIPH HTOM JKeJIATETHHO,
9TOGBT CIIEHa BKITIOYATIA TaKIKe APYTHE 00HEKTHI (JII0ObIe, HATTPUMED KyOBI
WM IAJIMHAPBL). 3amyctuTe urpy ¢ nomorinbio kHonku Play (Mrparts)
B maHesn mHCTpyMeHTOB Unity, kak mokasano Ha puc. 2.21.

ITocne memnuka wa kaonke Play (Mrpath), korma Gyaer AOCTUTHYTA
TOYKa OCTaHOBa (peXuM ocTaHOBa), penakTop Unity 3amper u yrpasiie-
Hue nepeiizer 8 okHo MonoDevelop, rie ctpoka ¢ Toukoil octanoBa Gyer
MOJICBEYEHA JKEITHIM IIBETOM, UTO YKa3bIBAET HAa TEKYIIUIA ITar BHITOJIHE-
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File Edit View Search Project Build | Run | Version Control Tools Window Help
s & start +F5
| P | |Release ) :
~ ] @ Start Deb F5
4 4 / DebugTest.cs Run With '
No selection .
1 using UnityEngine;
z Lusing system.Collectio Debug Application...
3 -
. =5 Attach to Process...
45 public class DebugTest| - E‘
s &! Detach
3 // Use this for in
= void Start () 5
g i ¥ -
9 //Get all game -
10 Transform[] ob| E - nsform={);
11 Alt+
12 /iCycle throug
143[_] Eor(lnt =01 (@ New Function Breakpoint...
15 f t obj @ New Breakpoint...
1= - oggle Breakpoint
P Toggle Breakp: Fo
18 L ¥ Add Tracepoint Ctrl+Shift+F9
19} Enable/Disable Breakp Ctrl+Fg
Disable All Breakpoints
% Clear All Breakpoints
Exceptions...
Puc. 2.18. MoakntoyeHne K npoueccy
] Attach to Process ﬁ
Attach to: |
18] Frocass Mamea
5172 Unity Editor {Ursty)
Debugger:  Undy Debugger ~
Cancel m:hm

Puc. 2.19. Bbibop penakTopa Unity

B AManor
(Mon

e okHe Attach to Process
KJt0YeHme K NpoLLeccy)
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] Assembly-CSharp - DebugTest.cs - MonoDevelop-Unity o
Ee [dt Yew fesch Project Puid RBun gersion Control JYooks Window Help
0 i) [y .
L1 ree——" v
o ]
ing UnityEngine; g
System.Collactians; i
kg b 7 Mot AL ]
£
P E
e () 2
¢ - !
transtornl] objs = bject. FindobjectsofTypestransforms(]; =
3
for [sn §=8; i<0bys.Length; i++) S
1 i
@
} o]
I ¥ -4
1 g
i
2
Hvetch - | dLocals (@ Breakponts of Threads Ei Jeall Stack =« | [Timmediate o
| M File Language address. z
H

chick here to add 3 neww;

PapicionDulpd  [JEron [ Tasks

Puc. 2.20. Mpwu nogkntoyeHnm MonoDevelop
K npoueccy Unity nosiBnsioTcs ABe HOBbIE NAHENn

Puc. 2.21. 3anyck B pegaktope Unity urpsl,
noaroToeneHHom k otnagke B8 MonoDevelop

HUS, KaK 1MO0Ka3aHo Ha puc. 2.22. B aTom pekuMe Bbl He CMOJKETe HU UC-
0JIb30BaTh pegakTop Unity, HU MEPEKTIOUATHCS MEK/ILY OKHAMU ITPOCMO-
Tpa, HU Ja’ke PeJaKTHPOBATh apaMeTPhl B MHCIIEKTOPE 00bhEKTOB, KAK 9TO
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o5 Pazenbhy-LShaip - Detugl erics - MonoDevelop-Uniy =
e il Vem Seevh P Dudd R VewenCowwl Tesh Windes  Hidp

(] - W & Nismimabuy

wlwrll owill

ES
fr=—"rr

s Chjelil Enitizn = vetardooeie,
.

Wk - ek Otraimsres 4 Thesath Cul rack “unmedone
Narma Waki Type Hawa Fla
o DobgPest. St {1 Eruse_datafsor_ohot amensboc L b bimastrg_o_ihaemiman

Sung wswroog |

# appiomen mpr  [limen [

Puc. 2.22. Bxopg B pexum octaHoBa B MonoDevelop

OBIJIO BOBMOJKHO MPU OTJIajike B pepakrope. MonoDevelop sker ot Bac
TOJIBKO KOMaH/IbI Ha TTPOIOJIKEHNE BBITIOTHEHUS. B ce1yonmx HecKoIb-
KUX pasziesiax OyayT pacCMOTPEHBI HEKOTOPBIE MOJIE3HbIe MHCTPYMEHTHI
OTJIAJIKU, KOTOPBIE MOXKHO UCITOJIB30BATh B PEKIME OCTAHOBA.

OtAaaka ¢ nomowbio MonoDevelop -
okHo Watch

Oxno Watch (IIpocmoTp) mpeaHasHadeHo i IPOCMOTPa 3HAYEHUI
MEPEMEHHBIX Ha TEKYIIEM IIare BBITOTHEHI. TO MOTYT ObITh 3HAYCHUST
JIOKQJIbHBIX WJIU [JI00AIbHBIX epeMeHHbIX. YT0ObI OBICTPO IPOCMOTPETH
COCTOSTHUE TIEPEMEHHOI BO BpPEMSI OCTaHOBA, JOCTATOYHO BBIAETUTH €€
B PeZIaKTOpe M HABECTU HA Hee yKazareab MBI, Ecau ocTaBUTh yKasa-
TeJTh MBIITA B TAKOM TIOJIOKEHWHW Ha HECKOJBKO CEKYHJI, aBTOMATHUECKN
MOSIBUTCS BCILTBIBAIOIIEE OKHO, TTO3BOJISIONIEE MOJHOCTBIO NCCIE0BATD
nepeMeHHyTo, Kak TToKazaHo Ha puc. 2.23. Bl MoxkeTe paciaxHyTh KJIacc
W UBYYUTH COCTOSTHHUE BCEX €TI0 IIEPEMEHHBIX.

Wcmomp3yst MeTo/l HaBEeZIEHUST MOSKHO HCCTEIOBATH TPAKTUYECKHU JITO-
Oble TIepeMeHHBIE B JT060M akTHBHOM 00bekTe. OMHAKO, 4acTo ObIBaeT
JKeJIATeTbHO 3aKPEMUTh HAOJMIOICHUE 32 IEPEMEHHON U [IasKe 3a TPYTION
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HE=] void start ()
{

8
] //Get all game objects in scene
10 Transform[] Objs = Object.FindObjectsOfType<Transform=();
11
12 //Cycle through all objects
134 for(int 1=0; 1<0Objs.Length; 1++)
14 {
15 JfSat nhiart tn warld nrimin
@ 16 0b ~ Objs[i] {Cube {UnityEngine Transform)} E d
7k
18 L 3 b 3 E base {UnityEngine .Component}
19} childCuu& o
v [ eulerangles {(0.0. 0.0. 0.0}
» [ f d 0.0, 0.0, 1.0
i watch o« | @ Locals orwar € b =
hasChanged true
Name
8 » [[J] localEulerAngles  {(0.0. 0.0. 0.0)}
Click here to add a new wq .
+ [ localPosition {(-9.4,-1.3.-1.1)3
» [ localRotation {(00.00. 00 10)}
» [ localScale {i1.0.1.0. 1.0}

{1.00000 0.00000 0.00000 -5.42019
0.00000 1.00000 0.00000 -1.32026

> localToWerldMatrix  0.00000  0.00000  1.00000 -1.12860
0.00000 0.00000 0.00000  1.00000
¥

b [ lossyScale {(10.10.101}
parent {null)
3 position {(-8.4,-1.3,-1.1)3
» [ right {(1.0. 0.0. 0.01}
> roct {Cube {UnityEngine Transform)}
b [ rotation {(0.0.0.0.00.10}3
v [ up {i0.0. 1.0. 0.0)}

{1.00000 0.00000 0.00000 9.42019
0.00000 1.00000 0.00000 1.32026

> worldTeLecalMatrix 0.00000 0.00000 1.00000 1.12860
0.00000 0.00000 0.00000  1.00000
¥

Puc. 2.23. NpocMoTp nepeMeHHon
BO BCIMJ1bIBAIOLLEM OKHE BO BPEMSI OCTaHOBA

MepEMEHHBIX, YTOOBI BUIETh UX 3HAYEHUST COOPAHHBIMU BMECTE B OJTHOM
criicke. JIJ1s 9TOro MOKHO Mcrosib3oBath naneib Watch (IIpocmorp)
B HIZKHel yactu okHa MonoDevelop. Yto0bl 106aBUTh HOBYIO IIEpEMeH-
HYIO B 3Ty TIAHEJb, EJKHITE TIPABOIl KHOITKOI MBIIITH Ha CITHCKE B OKHE
Watch (ITpocmotp) u BeiGepute B KoHTeKcTHOM MeHIo myHKT Add watch
(o6GaBuTh 111 IPOCMOTPA), KaK MOKa3aHO Ha puc. 2.24.

ITpu pobGasieHnr HoBoro HaboxeHus, B noje Name (VM) MOKHO
BBECTH JI0O0E JIOMYCTUMOE BBIPAKEHVE WJIH WMsS TIEPEMEHHON, U pe-
3ysbraT Oyzer mnokasaH B c¢Tosione Value (3HaueHue), kak MOKa3aHO Ha
puc. 2.25. 3Hauenus B obmactu Watch (ITpocMoTp), COOTBETCTBYIOT Te-
KYIIIEeH BBITIOTHAEMON CTPOKE W MEHSIOTCS TIO X0y TporpamMMsbl. [lomHM-
Te, 4TO 106ABUTH MOKHO JTIOOYIO IOMYCTUMYIO IEPEMEHHYIO, Ha KOTOPYIO
MOKHO COCTIATBCS B TEKYIIEH 061acTH BUANMOCTH, B TOM YHCJIE name, tag,
transform.position mT. .
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12 fC t gh all objects
139 r 1=0; 1<0bjs.Length; 1++)
15 //5et object to world origin
@ 16 Objs[1].position = Vector3.zero;
7 h
15 H
IR
i Watch o Locals @) Breakpoints =g Threads
Name Value
Click here =
Add watch {k;
[ Copy Ctrl+C
Rename F2
Delete Delete

Puc. 2.24. JobaBneHne HOBOW NepeMeHHOM
B okHe Watch ([MpocmoTp)

=] :f Obi; [1‘ip;é1t1;nw; V:ac::o‘r:S‘zero,
18 } ’
19}
i watch a0 Locals (@ Breakpoints = Threads
Name Value
» Objsli] {Cube (UnityEngine.Transform)}
i 0
name @, "GameObject"
tag @, "Untagged"
» || transform.position {(-1.8,-1.3,-1.9)}
Click here to add a new

Puc. 2.25. lNepemeHHble,
Habntopnaemble B okHe Watch (MpocmoTp)

Oxno Watch (ITpocMoOTpP) MOKHO MCIOJIB30BATh JJISE IPOCMOTpA 3Ha-
YeHUN JIIO6BIX TIepeEMEHHBIX 1 Bpra}KeHHﬁ, OTHOCAMINXCA K aKTUBHOMY
KJIACCY WJIN CTPOKE KOJA. ITO O3HAYAET, YTO MOKHO TPOCMATPUBATD 3HA-
YeHUST TJI00ATBHBIX U JIIOOBIX IPYTHX TIEPEMEHHBIX, CBSIBAHHBIX C JIPYTUMU
KJIACCAMU WK 00bEKTAMU, €CJT OHU 10CTYITHBL OTHAKO, €CITU BaC MHTEpe-
CYIOT TOJIBKO JIOKQJIbHbIE TEPEMEHHBIE, TO €CTh TIePEMEHHbBIE, 00JIACTD BU-
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JMMOCTH KOTOPBIX OTPAHUYMBAETCS TEKYIIUM OJIOKOM KOJIa, BMECTO OKHA
Watch (IIpocmorp) mMoxuO uctosnbsoBath okHo Locals (JIokanbHbie).
ITO OKHO aBTOMATHYECKU J00aBJISIET JJIsT HAOJMIOICHUST BCE JIOKATbHBIE
MepeMeHHbIe — MX He HYKHO J06aBJIsITh BpyuHyo. Briraaka okna Locals
(JIokampHBIE) TIO YMOJYAHUIO PACTIOJiaraeTcs cpa3y BCJel 3a BKIAIKOU
Watch (IIpocmortp), kak nokasaHo Ha puc. 2.26.

T F
i watch i Locals (@ Breakpoints = Threads
Name Value Type
¥ =] this {GameObject (DebugTest)} DebugTest
i 0 int
»  Objs {UnityEngine.Transform[14]} UnityEngine. Transi

Puc. 2.26. MpocmoTp NnokanbHbIX NepeMeHHbIX B okHe Locals (JlokanbHbie)

Eciin BBI He yBUINTE KAKUX-TO OKOH JIJI OTJIAIKHU B nHTepdeiice Mono-
Develop, nanpumep Watch (IIpocmorp) mim oxna Locals (JIokaibHbie),
WX MOJKHO BBIBECTH UJIH CKPBITH, BBIGpaB yHKT View = Debug Windows
(Bun = Oxna 111 oTsiagkn) B MeHio npuioskennss MonoDevelop (cwm.
puc. 2.27).

File Edit | View | Search Project Build Run Version Control Tools Window Help

{x.\\jl Solution |ml
— * Debug

4 » Visual Design

No selact Unit Testing {

E|L = New Layout...
= Delete Current Layout

= MonoBehaviour
5 Pads 4
Debug Windows | @ watch Ctrl+D|W
é-El Show Disassembly |£| Locals o Cti+DIL
»
] Message Bubbles @ Breakpoints I’\‘Ctrl+D|l':‘»
10 Assembly browser
10 y <& Threads Type=Transfor|
@ ZoomIn Ctrds+ | T Call Stack Ctrl+D|C
2, Zoom Out Cri+- | =) Immediate
@ Toworld orion
to world origin
o 15 tion = Vector3.zero;
17 L Focus Document Alt+C

15 || 4 Welcome Page

o Full Screen

Puc. 2.27. Bkno4yeHne OKOH A5 OThaakum
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Inasubim gocrouncTsom okon Wateh (ITpocmorp) u Locals (JTokaiib-
HBIE) SIBJISIETCST IOCTYITHOCTD 3HAYEHUH MEPEMEHHDIX HE TOJIBKO JIJIST UTe-
HUsI, HO ¥ JIjisI 3aIich. 1O eCTh, BBl MOJKETE HE TOJIBKO IIPOCMATPUBATDH
3HAYEHUsI MEPEMEHHDIX, HO ¥ M3MEHSITh uX. [[JIsT 9TOTO TPOCTO ABasK/IbI
menkanTe Ha moJie Value (3nauenue) B okae Watch (ITpocmoTp) wim
Locals (JIokabHbIe) 1 BBEUTE HOBOE 3HaueHwMe (cM. puc. 2.28).

opject 1o wWorid origl

& 1 Obi;[i] .bosition 3

Vector3.zero;
17 H
15 ¥
19}

i watch & Locals @) Breakpoints =g Threads =
Mame Value Type =
3 Objsli] eEgoine. Transform) } UnityEngine. Transi

i int

name ) b string

tag @ "Untagged" string
» [ transform.position {{0.0, 0.0, 0.0)} UnityEngine.Vecto

Click here to add a new

Puc. 2.28. PepaktupoBaHue 3Ha4yeHnii B okHe Watch (MpocmoTtp)

OtAnaaka ¢ nomouwbio MonoDevelop -
NPOAO/KEHVE W MOLLArosbIA PeXxum

[Tocse OCTUIKEHNST TOUKU OCTAHOBA U TIPOBEPKM KOJA 4acTo ObIBAET
JKeJIaTeJIbHO BBINTH U3 peKMMa 11ay3bl U IIPOIOJIKUTD BBIIOJHEHME [1PO-
rpammbl. /17151 3TOr0 10CTaTOYHO MPOCTO TiepeiaTh YIpaBJicHHe [TPOrpaM-
Moii cpeie Unity. DTo MO3BOJUT TPOJOJKUTH BBIIOJHEHUE B OOBIYHOM
PEKMMe, TIOKa He BCTPETUTCS CJIe/lyI0Ias TOUKa OCTAHOBA, €CJIM OHA €CTh.
To ecTb ciieHapwii TPOJOJIKUT BhITOJIHEHUE Ge3 OCTAHOBOK JI0 JIOCTHIKe-
HUSI CJIeIyToNel TOYKKU ocTaHoBa., YTo6bl BO3OGHOBUTE BBIMOJIHEHUE 13
MonoDevelop, Haskmure kiaasuimny F5 miau menkuure na kuonke Play
(Mrpatp) B manean uncrpymedTos MonoDevelop. Miau ke BeiOepure
nyaktr Run = Continue Debugging (Bsimonnuts = IIponomkuts ot-
JaaKy) B MeHio npuiokenns MonoDevelop, kak nmokasano Ha puc. 2.29.
Ho unora tpebyercst BBITIOMHATH KOJI 110 araM, CTPOKY 32 CTPOKOIA,
4TOOBI OIEHUTD XOJ| BBIMOJHEHUS TIPOTPAMMBI B KajKJIOM CTPOKE U yBU-
JIeTh, KaK MEHSIOTCS 3HAUEHUs mepeMeHHbIx. HaburoaTh 3a X010M Bbi-
MOJIHEHUSI TIPOTPaAMMBI [103BOJISIET PEKUM IOIMIATOBOTO  BBIIOJHEHUS.
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[ Assembly-CSharp - Debug
File Edit View Search Project Build | Run | Version Control Tools Window Help
(m) i rl ® MonoDevelop-Unity
~ & Continue Debugging h‘ F5 (|
4« » [ Run With L4
| DebugTestcs
[E DebugTest » K] start () @ Stop Shift+F5
e e
4 public class DebugTest
EN IR ) B
6 [ Use This TOr 10| g| Detach
= void Start ()
¢ t - . “* Step Over F10
9 //Get all game
10 Transform[] ob| ¥ Stepinto FI1 hsform=();
oo e ] + Step Out Shift+F11
for(int iz Show Current Execution Line Alts*
15 //5et obje| @ New Function Breakpoint...
< _E | } objs[il.po @ New Breakpoint...
16 | H @ Toggle Breakpoint F9
15 Add Tracepoint Ctrl+Shift+F9
#l watch i Locals ©Br @) Enable/Disable Breakpoint Ctrl+Fo
hlame Value f@ Disable All Breakpoints b 2
» Objs[i] {Gar| UnityEngine. Transforn
. ‘_? Clear All Breakpoints
i 5 int
Exceptions...
name @ "G string
tag (oL T] Expression Evaluator Shift+F9 string
» [ transform.position {(o.0 UnityEngine Vector3
Click here to add a new wat

Puc. 2.29. Bbixoa n3 pexuma ocTaHOBa M BO3OOHOBMIEHWE BbIMOIHEHUS
C NoMoOLLbIO NyHKTa MeHio Run = Continue Debugging
(BbinonHnTb = MpoaomknTs 0Tnaaky)

EcTb TpM OCHOBHBIX BWJA TIOIIATOBOM OTJIAJIKU: <II€peIIaruyTh> (Step
Over), «mmarayTh B» (Step Into) u «marayTts u3» (Step Out). Koman-
Jla OTJIAJIYNKA <IIEPEITarHyTh» BBI3BIBACT MEPEXO/l K CJEAYIONIEH CTPOKe
KOMIa ¥ OCTAHOBKY [IJIs TIPOBEPKH, KaK €CJI OBl CIEAYIONasi CTPOKa Co-
JiepKajia TOYKY OCTaHOBA. EcJM BBITIOJIHSIEMAs CTPOKA COMEPKUT BBIZOB
(OYHKIIMHU, OTJIAYUK BBITIOJHUT €T0 KaK OOBIYHO, a 3aT€M HepPenjieT K cJie-
nyiotieit crpoke. To ectb on «iepemarters depe3 dyukiuio. OyHKIms
Oy/IeT BbI3BaHA M BBITIOJHEHA, HO HTO MPOU3ONAET B PEKUME OOBIYHOTO
BBITIOJIHEHUS, ¥ PEXKUM OCTAHOBA BKJIOUUTCS HA CIELYIONIEH CTPOKe KO/Ia,
rocsie Bbi3oBa (hyHKIUH. YTOOI BBITOTHUTH KOMAH/Y OTJIaJUMKa <IIepe-
HIATHYTb», HaxkMuTe Kiaapunry F10, o eiGepure nynktr Run = Step
Over (Bomosnuts = llepenarayTb) B MEHIO TTPUJIOKEHUS, WU TIEJI-
kHuTe Ha KHOmKe Step Over (IlepemarnyTb) B MaHeJgu WHCTPYMEHTOB
MonoDevelop, kak riokazaxo Ha puc. 2.30.
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File Edit View Search Project Build Run Version Control Tools Window Help

(m) D_a t t &

bg
Step Ow
4 12 ‘;'( DebugTest.cs ® \\\ M_

[ DebugTest » L] Start ()

s B B e

0

El public class DebugTest : MonoBehawiour

{

Iomon B w

/ Use this for initialization

H void start )
g {

g ; +

10 Transf

orm[

through all ebjects

12 JALycLe

Puc. 2.30. KomaHpa «nepeLuarHyTb» BbIMOJHUT NEPEXOL,
K cnepyioLLemy onepatopy, 6€3 Bxoaa BO BOXEHHYIO PYHKLMIO

Ecim crpoka conmepxxut BbI30oB dyHKInA, Komanaa Step Into (Illar-
HyTh B) (F11) mo3BoJigeT TPOMOLKUTL OTIAIKY, BOWIS BHYTPH HTOMN
bynkmu. BeimoHeHrEe OCTAHOBUTCS Ha MEPBOIA CTPOKE PYHKIUU., ITY
KOMaHIy YAOOHO MCIOTB30BATH /7SI HAOMIOMEHNST 32 B3aUMOIEHCTBHEM
dyurimit, YTo6bt BIiTH 13 (DYHKIIUU U TPOIOJIKUTD BBITTOJHEHUE, MOJK-
HO BOCIOJIb30BaThest komaHaoi Step Out (IMarayts u3) (Shift+F11),
KOTOPast BO30OHOBUT BBITIOJIHEHIE T OCTAHOBUTCS HA CTPOKE, CAEMYIONTEl
32 BBI30BOM (DYHKITHTL.

OThaaka ¢ nomouwbio MonoDevelop -
CTeK BbI30BOB

CiioskHBIE TIPOTPaMMbI OOBIYHO COJIEPKAT MHOTO (DYHKIMI U UX BBI30-
BOB. Bo BpeMs1 BBITIOJTHEHUST OHOM (DYHKIIMKM MOTYT BBI3BIBATHCS IPY-
rue pyHKIUU, U 3TH DYHKIUU MOTYT, B CBOIO OY€Pellb, BHI3BATH JAPYTHE
(yHKIIMM, co3aBast CIOKHYIO TIETIOYKY BBI30BOB (QYHKINHI U3 (DYHKITUI.
ITO 3HAYUT, YTO TIPHU JOCTHKEHUHM TOYKU OCTAHOBA BHYTPU (DYHKIIUU
HUKOT/[A HEJIb3sT TOUHO 3HATh, OTKy/A JAaHHAsA (YHKIMs OblTa BbI3BaHA.
Touka ocTaHOBa COOGIAET TOIBKO, YTO BHITIOTHEHUE TIPOTPAMMBI JIOCTUT-
JIO YKA3aHHOW CTPOKU, HO HUYETO He TOBOPUT O TOM, KAKUM ITyTE€M IPO-
rpaMMa TIPUIILJIA B 9Ty CTPOKY. VIHOTIa 9TO JIETKO BBISICHUTD, HTHOT/IA OYEHb
CJIOKHO, 0COOEHHO KOT/Ia (DYHKIINS BBI3BIBACTCS B IUKJAX, B YCIOBHBIX
WHCTPYKIIMAX WM BO BJIOKEHHBIX ITMKJIAX U YCJIOBHBIX MHCTPYKIIUSIX.
Pacemorpum npumep B iuctunre 2.10, KOTOPBIN ObLI TOJYYEH U3 TIPUMe-
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pa B ymmctuHre 2.9. 311ech KJIacc COAEPKUT HECKOIBKO (DyHKIINI, KOTOPbIE
BBI3LIBAIOT JPyTHE (DYHKIUH.

Jnctunnr 2.10. Mpumep cueHapus ois oTiaakm
01 using UnityEngine;

02 using System.Collections;

03

04 public class DebugTest : MonoBehaviour

05 {

06 // DTOT METOX BHIIOJHAET MHMLUMATMBALNIO
07 void Start ()

08 {

09 // TonyunMTb BCe OOBEKTH B CLEHE

10 Transform[] Objs = Object.FindObjectsOfType<Transform>();
11

12 // OBoitTy BCe OOBEKTH B LUKJIIE

13 for (int i=0; i<Objs.Length; i++)

14 {

15 // TlepemecTuTb OOBEKT B HAUAJO KOOPAMHAT
16 Objs[i].position = Vector3.zero;

17 }

18

19 // BuzBarh odyHxuyo 01

20 FuncO01();

21 }

22 /=

23 // BuseBaer ¢yHkumo Func02
24 void FuncO01 ()

25 {

26 Func02 () ;

27 }

28 /=

29 // BuseBaer ¢yHkumo Func03
30 void Func02()

31 {

32 Func03() ;

33 }

34 /=

35 // BuBOOMT cooOumeHue
36 void Func03()

37 {

38 Debug.log ("Entered Function 3");

39 }

40 /)=
41 '}

Ecsm ycTaHOBHTH TOUKY OCTaHOBA B CTpoKe 38 (Kak MOKAa3aHO Ha
puc. 2.31), BeimoiHeHIE OyIET TPUOCTAHOBJIEHO 110 ee focTuxReHnr. [Tpo-
CMOTPEB 3TOT ITPUMEP, MOKHO 3aMETUTD, YTO OJINH MapIIPYT K 3TON TOUKe
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HaumHaeTcs B pyHKIMN Start, BeidbiBatomieil pynkimro Funcll, dyHkims
Func0l BeI3piBaer (ynkiuio Func02, a 3arem ¢yHKIus Func0? BbI3bIBACT
¢dynkimo Func03. Ho oTkyza MBI 3HaeM, YTO 3TO €IMHCTBEHHBIN MYTh?
TexHUYIECKH BO3MOKHO, HalrpuMmep, 4to (yHKius Func03 Oblia Bbi3BaHa
13 IPyTOTO KJacca, B [PYyroM MecTe TIpoekTa. VTak, Kak ke y3HATh ITyTh,
KaKWUM MBI JIOCTHUTJIN 3TON (DYHKITUN HA JAHHOM HTaTie BO BPEMs OTJIaIKN?
C moMOITbIO y3Ke 3HAKOMBIX HaM WHCTPYMEHTOB — HUKak. Ho MBI MokeM
ncnosnbzoBath okHO Call Stack (Ctek BbI30BOB). DTO OKHO 110 yMOJIYa-
HUIO0 0TOOpaskaeTcs B MPaBoOM HIKHeM yriy uHrepdeiica MonoDevelop,
B HEM IEPEUNCIICHBI BCE BBI30BBI (DYHKIIHIA, KOTOPBIE GBI CECJIAHbI 10
JMOCTHKEHUST TeKyTeld (QYHKIMU. ITOT CIIUCOK U TPUBEIET Hac 0OpaTHO
K TIepBOH, Wi HavaibHOU (yHKIMKU. OKHO CITHCKA BBI30BOB OTpPakaeT
BeCh TIPOUIEHHBIN MTyTh B BUJIE CITUCKA UMEH (DYHKITUH, OT TeKymieH 10
MepBOM, WM HaYanbHOH (hyHKIMH. CIIMCOK BBI3OBOB YIIOPSIOUEH OT aK-
TUBHON, WJIM TIOCTeIHEH (DYHKITMU B Hayase CIHCKa 0 HAYaJIbHOM, 1N
TepBoil GYHKINH B KOHIIe criicKa. C TOMOTITBIO CITHCKA MOXKHO TaKiKe T10-
JIVIUTH JOCTYI K JT1060M U3 (DyHKIINH, 9TOOBI TPOCMOTPETh 3HAYCHUST UX
repeMeHHbBIX, KaK MoKa3aHo Ha puc. 2.31.

M=} void FuncB2()
{
Fune@z();

aupng e wnIeg[E

sel veid Funcesl) :
7 {

& Debug.Leg [*Cntered Functaen 3%};

CEO |
Hvatch & Locals @ Breakpamts g Throads: ) call Stack Climmecdate

Name Value Type Name File
Click here to add a n DebugTest.Func0 l.%‘uaar_dala\wer_dacmumﬂuun«mbwb«nnnﬁg_e_
DebugTest Funco? ({7 By «_documentsidocumentsibooksimastenng_c
Debugest Funco {} £ r_documentsdocumentsbonksymastering_ o
DebugTeststart () Exuser_dataluser_documentsidacuments\baoksimastenng_c_|
@ pplicstion Output | I Erors [ Tasks

Puc. 2.31. Vicnonb3oBaHme cTeka BbI3OBOB
[OJ19 TPACCUPOBKN BbI3BaHHbIX QYHKLNA

OTAaaka ¢ nomowbio MonoDevelop -
OoKHO Immediate

Oxno Immediate (Henocpencrsernas otyaka) moxosxe Ha okHo Console
(KoHcosib) B UTpax, ero MOXHO HAWTH BO MHOTHX IITyTepaxX OT TIEPBOTO
auna, takux kak Unreal, Half Life wvim Call of Duty. Oxno Immediate
(HemocpenctBennad oTJyagka) MO yMOJYAHUIO HAXOAUTCS B TPABOM
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HIKHeM yray uaTepdeiica MonoDevelop. OHO cTaHOBHUTCS aKTHBHBIM
B peXXMMe OCTaHOBAa. B HeM MOXKHO BBOJINTH BBIPAKEHUS W OMEPATOPBI,
KOTOPBIE CPasy ke OYIyT BBIOJIHATHCS, KaK eIl Obl OBLIN YaCThIO MPO-
TPAaMMHOTO KOJIa Ha 9TOM Trrare. MOKHO TT0TydaTh U yCTaHABANBATH 3HA-
YeHUs] aKTUBHBIX MEPEMEHHBIX, a TaKyKe BBITIOJHATDH JOMOJHUTETbHBIE
omeparnu. MoKHO HaIicaTh J1t060e JOTyCTUMOE BBIPaKEHIe, HAalTPUMep
2 + 2wnm 10 * 5. Pe3ysibraThl 9TUX BBIPAKEHUIT OY/IYT BBIBEJCHBI B ClE-
nytorieii crpoke B okie Immediate (HermocpeacTBeHHast oT/IaaKa), Kak
MoKa3aHo Ha puc. 2.32.

k& Threads [l call stack =Iimmediate

Type = 242
4
= 10%5
58

-1 [y

Puc. 2.32. BbluucneHue BoipaxeHuii B okHe Immediate
(HenocpencTteeHHasa otnagka)

KoneuHo e, Bbl He OrpaHUYeHbI BBOJIOM ITPOCTBIX OIIEPATOPOB, BKJIIO-
YafoNuX OCHOBHBIE apuMeTHUECKHe OTepaIliy, TaKhe KaK CJIOKEHUEe
1 BbrunTanune. Bol Mokere BBOAUTDH JIIO6bIe BbIpaK€HU A, BKJIIOYAIONINE
aKTUBHbIE TlepeMeHHbIe (cM. puc. 2.33).

B uenom oxkno Immediate (Henocpezacrsennas oriagka) 0ocoOEHHO
yIOOHO JUIsSI TECTUPOBAHUS KOJA, BBOJA AJIbTEPHATUBHBIX OIIEPATOPOB
U [IPOCMOTPA PE3YJILTaTOB UX BbIYNUCICHUA.

_icall stack Elimmediate

= 1+5 * Objs[1].position.x
1.942265
[

Puc. 2.33. Beoa 605n1ee CNoXHbIX BbIpaXXeHWN’
B okHe Immediate (HenocpencrtBeHHas otnaaka)
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OtAnaaka ¢ nomowbio MonoDevelop -
TOYKN OCTaHOBa C YCAOBUEM

Touku ocTaHOBA OYEHD BAXKHBI IPU OTJIAJIKE U MPEJICTABISAIOT TOUKH, IIE
BBITIOJIHEHUE TTPUJIOKEHUH B PeKUME OTJIAJIKU OCTaHaBauBaeTcsa. YacTto
BCe, UTO BaM HY’KHO, — 3TO 3a/IaTh TOYKY OCTAHOBA M HavaTh OTIaKy! Oz-
HAKO WHOT/Ia TOUKU OCTAHOBA B OOBIYHOM VX BHJI€ HAUMHAIOT PAa3/IPaskaTh.
[IpumepoM MOKeT CIy:KUTh TOUKA OCTAaHOBA BHYTpPHU IuKiIa. MHOTIA
HY’KHO, UTOOBI TOYKA OCTAHOBA MPEPbIBaia BBIMOJIHEHUE, TOJBKO TTOCTE
3a/IaHHOTO YKCJIa UTepallnii, a He B epBoil ske utepannu. [To ymosyanuio
TOYKA OCTAHOBA BHYTPHU ITUKJIA OY/I€T OCTAHABJIMBATD BHITIOJTHEHIE B KaK-
JIOW WTeparuy, U eCJaU IUKJ IJIUHHBIN, TaKOe TTOBeJIeHUEe CTAaHET YTOMU-
TeJMbHBIM. UTOOBI PENUThL ATy TIPOOIEMY, MOKHO HCIOJIBb30BATh TOUKY
OCTaHOBA C YCJIOBUEM, KOTOPOE OTIPE/IETTUT COCTOSTHUE, TIPU KOTOPOM TOY-
Ka 0CTaHOBa JI0JIKHA HauaTh paborarh. UToObI 3a/1aTh YCJAOBHE IS TOUKU
OCTaHOBA, IEJKHUTE MPABOW KHOTKOW MBIIIN HA TOYKE OCTAHOBA W BbI-
Gepure B KOHTEKCTHOM MeHio TiyHKT Breakpoint Properties (Csoiictsa
TOUYKHM OCTAHOBA), KaK MMOKA3aHO Ha pucC. 2.34.

139 for(int i=6; 1

[~
Teggle Bookmark Ctrl+M|T
@ Clear Bookmarks Ctrl+M|C .
@ Mew Breakpoint...
Remove Breakpoint |-
Toggle Breakpoint Fa |©
&) Ena isable Breakpoint trl+
Enable/Disable Breakpoi Ctrl+F3
©

) Disable All Breakpoints

¢

L

Clear All Breakpoints |- --------ooooooo

Breakpoint Properties

am — {:i_,,_Eioints =5 Threads

Puc. 2.34. JlocTyn K CBOMCTBAM TOYKM OCTAHOBA
Ons onpeaeneHns ycnoBums

ITocne BeiGOpa nyHkTa Breakpoint Properties (CsoiictBa TOUKM
OCTaHOBA) TIOSIBUTCS JIMAJIOT CO CBOMCTBAMU TOYKHU OCTAHOBA, IIe MOKHO
omnpeaennTh yenosue. B pasgene Condition (Yenosue) Boibepure Bapu-
ant Break when condition is true (OcraHaBuBaTh 1IPU BBIIIOJIHEHUN
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@ Breakpoint Properties EX)
Location

Function:

78 Break when condition is true

Bruak when the expression changes

Condibon expression: |1 > § N

Hit caurit before breal
Action

whaon the breakpoint i b

¥ Break

Wite expression to the sutput

Cancel oK

Puc. 2.35. Onpepenexne ycnosus
011 TOYKM OCTaHOBa

yCJI0BHsT), a 3aTeM BBeuTe yeaosue B mojie Condition expression (Y-
JIOBHOE BbIpakeHue). JlJst UKia BIIOJTHE TTOOW/IET yCaoBue 1>5, KoTo-
pO€ BBI3OBET OCTAHOBKY BBITIOJTHEHUS, KOTIA UTEPATOP IIUKJIA TPEBBICUT
sHavyenue 5. Koneyno, nMs mmepeMeHHoi 1 J0JKHO ObITh 3aMEHEHO Ha UMS
(baxTHUeckoit IepeMeHHO1.

OTnaaka ¢ nomouwbio MonoDevelop -
TOYKN TPaCCUpPOBKU

ToukH TPaCCUPOBKU MOTYT MPEJIOKUTH YAOOHYIO abrepHATUBY Orepa-
Topy Debug. log, mpuMeHEHNE KOTOPOTO COIIPOBOKIAETCS HEXKETATETbHBIM
M3MEHEeHUeM KOJIa TIPH OTJIaKe. TOYKU TPACCUPOBKY OMPEAEISIIOTCS TaK
JKe, KaK TOYKU OCTAHOBA, TO €CTh OHU YCTAHABJIMBAIOTCS B OTIPEIeIeHHBIX
CTpOKax B (haiiie ¢ MCXOAHBIM KOJIOM. [[JIs1 X MCTOMB30BaHuUs He TpeOyeT-
Cs1 UI3MEHSITh TPOTPAMMHBII KO/, HO (B OTJIMYIE OT TOUEK OCTAHOBA) OHU He
OCTAHABJIMBAIOT BBITIOJTHEHHE ITPOTPAMMBI TIPH OTJIa/IKe. BMecTo aToro onn
ABTOMATUYECKU BBITIOTHAIOT 3aJaHHYI0 WHCTPYKIo. Kak mpaBuio, oHu
BBIBOIAT coobiienne B okHo Application Qutput (BbiBoz mpuiokeHns),
are BKoHcosb Unity. YToObI yCTaHOBUTDH TOUKY TPACCUPOBKH B CTPOKe 16
muctunra 2.10, yeranosure Kypcop B ¢ctpoky 16 u Bei6epute nyskT Run =
Add Tracepoint (Bsinoanuts = [[06aBUTh TOUKY TPACCHPOBKN) B MEHIO
npustoxkenus (i Haxmute Ctrl+Shift+F9), kak nokasano Ha puc. 2.36.
ITocne BoiGopa nynkTa Add Tracepoint ([lo6aBUTh TOUKY TPaCcCUPOB-
k) MonoDevelop seisener auanor Add Tracepoint ([Jo6aBuTh TOUKY
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File Edt View Search Project Build Run | Version Control Took Window Help

|m | P
s & Contrnm Debugging Bo
L fre—— Run With L]
@ DebugTest » £ Start () Q@ s e
TR System  ColIRETIE " P e
ause o Bireal
45 public class DebugTest
511
| tha o d
"E=l woid Start () & Dobach
Transforn[] gp =+ SepOver Lo
¥ Steplmts E1
115 far(int jso; 3| T pOut Shalts E11

b'b}:-[-ll-[-';l @ Men Functicn Breskpeint..
@ Mew Breakpaant
11 @ Toggle Breakpoint 2]

Funco(); ‘Add Tracepoint a Ctrke Shifte P9

]
Y= werd rur.n:ﬂ]..fll %
*

Func2{); [ —

nE void Funcoz()
{

Funce3(];

Puc. 2.36. [lo6aBneHne TO4YKM TPaCCUPOBKM
B MonoDevelop

tpaccuposkn). ITose Trace Text (Tekct TpacCUPOBOYHOIO COOOIIEHY)
[peJHa3HAYeHO ISl BBOJZA TEKCTa, KOTOPbI OyAeT HaredataH B OKHE
Application Output (BbiBox NPUIOKEHUsT) NMPH HPOXOKAECHUH TOUKU
TPACCUPOBKHU BO BPEMSI BBITIOJIHEHUST. B TEKCT MOJKHO BCTABJISATD MAPHI OT-
KPBIBAOIINX U 3aKPBIBAIOIINX (QUTYPHBIX CKOOOK € BBIPAsKEHUSIMU MEKIY
HUMU. TakuM croco60M MOKHO BBIBOAWUTH 3HAYEHUS [IEPEMEHHBIX, Ha-
mpumep: "Loop counter is {i}", Kak mokaszaHo Ha puc. 2.37.

ITocne memuka Ha kHonke OK B BoIGpaHHYIO CTPOKY Gy/er nobaBieHa
TouKa TpaccupoBKku. B pepakrope MonoDevelop cTpoku ¢ ToukaMu Tpac-
CHPOBKH OTMEUYAIOTCSA POMOUKAMM, B OTJIHYUE OT KPY/KKOB, OTMEUYAOIINX
TOYKHM OcTaHOBa (cM. puc. 2.38).

ITocite ycTaHOBKK TOYKM TPACCUPOBKH B BBIOPAHHOI CTPOKE 1 3aIlyCKa
IPUJIOKEHUsI, Urpa OyzeT padoTaTh B HOPMAJbHOM DEKUME, HEIOCPe/-
cTBeHHO B penakrope Unity. [Ipu 1ocTHREHMT TOUKU TPACCUPOBKY MTPH-
JIO’KEHUE HE CTAHET OCTAHABJIMBATHCS WJIM BXOJUTh B PEKMM OCTAHOBA,
KaK 9T0 ObLJIO IPH JOCTHKEHUH TOYKU OCTAaHOBA. BMECTO 9TOro B OKHO
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Application Output (BbiBox npuiosxenus) Oyaer BbIBEJEHO coollie-
Hue. [lo ymosuanmio aTo OKHO HaXO/UTC B HUKHEN yacTu nuHTepdeiica
MonoDevelop (cm. puc. 2.39).

] Add Tracepoint

Trace Text: [Laop counter is {i}| I ]
N

Expressiens to be evaluated by the debugger can be included in the text by
surrounding them with curly braces. for example: "Value is {n}".

Condition: [ ]
When set, the text will be printed only when this condition evaluates to true.
Puc. 2.37. OnpegeneHne TekcTa
0151 BbIBOAA B TOUYKE TPACCUPOBKM

al of

n scene

//Get all 0 cts In scene
10 Transform[] Objs = Object.FindObjectsOfType<Trans

1 objects

1<0bjé.\.ength: 1++)

11s
Ea =) void Funcel()
{

26 Funcez();
h

Hwatch o x ‘ & Locals @ Breakpoints < Threads () call Stack - x | Slimmediate
Name Value Typ:

ype Name File
Click here to add a n

& Application Output
Loop counte s
Loo ounte 6

Puc. 2.39. Toukn TpacCuUpoOBKM NO3BONSIOT BbIBOAUTb
B OkHO Application Output (BbiBog npunoxeHns)coobLeHuns,
nogo6Ho onepartopam Debug. log
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Touku TpaccupoBKU — 3TO ya0OHas W 3hheKTUBHAS anbTepHATHBA
ornepatopy Debug.log, 1 camoe BasKHOE UX TPEUMYIIECTBO B OTCYTCTBUU
HEOOXOIMMOCTH BHOCUTD U3MEHEHUS B KOJI, KAK ATOTO TPEOYET MCIOIb30-
BaHue orneparopa Debug. log. K coskaneHunto, OHM He BBIBOSAT COOOTICHYST
HEMOCPEICTBEHHO B KOHCOJ b Unity. BMecTo 9T0r0 cooBIIeH s TTOsIBASIOT-
ca B okHe Application OQutput (Bbeisoa npuiioxenus), B MonoDevelop.
Tem He MeHee, Clle/lyeT MPU3HATh, YTO TOUKH TPACCHPOBKU MOTYT OBITH
MOTITHBIM U TIOJIE3HBIM CPEJICTBOM TTOUCKA ¥ MCTIPABJICHUS OMUOOK.

NTtorm

Ita riaBa ObLIA MOCBSIIEHA OTJA/KE, TIOUCKY U MCIPABICHUIO OMMHOOK
B urpe. CyllecTByeT MHOTO CIIOCOOOB JIOCTHIKEHUST 9TOM T[eJId, 0COOEH-
Ho B Unity. B uactHocTy, 311ech ObLIT OIUCAH CIIOCO0 OTIAAKK C TOMOIIBIO
oreparopa Debug.Log, HaBepHOE, CAMbIil IIPOCTON M3 BCEX BUJIOB OTJIA/IKN.
OH 3akJroyaeTcs BO BCTaBKe o1iepatopoB Debug. 1log B KpuTHUECKUE MeCTa
B KOJIE /LIS BBIBOJA IUATHOCTHYECKUX coo01eHni B koncoab Unity. anee
MbI IIO3HAKOMUJINCH C FJIO63JIIJHIJIMI/I CUMBOJIaMU, ITO3BOJIAIONIUMU BbIC-
JIUTH U U30JIUPOBATH OJIOKH KOJIa JIsI OKOHYATEJIBHOI 1 OTJIAI0YHON Bep-
cuil. DTO TIO3BOJISIET BBITIOJIHATD TP OTJIAJIKE ONPEIETICHHBIN KO/, KOT/Ia
YCTaHOBJICH 3a/laHHbIN (hyrar. 3aTeM Mbl OCTAHOBUJIUCH HA PETUCTPAIIUN
ommb6oK. B aT0ii T1aBe OBLIO TTOKA3aHO, KaK CO3/IaTh KJIACC PETUCTPATO-
pa omubOK, HHTETPUPYIOIIHUIACS CO BCTPOEHHBIM KJIACCOM TIPHJIOKEHUST
Unity ¢ noMmonibio jiesierupoBanusi. Mbl y3HaIu O HPOGUIUPOBIIUKE
B Unity, moctymHoM TobKO B Bepcun Unity Pro, koTopblii mpesioctaBiisieT
CTAaTHCTUYECKUE JJAHHBIE O PACIIPE/ICIEHUN BPEMEHH U PACXO/IOBAHUH CH-
CTEMHBIX pecypcoB. Kpome TOTO, MBI UCCJIEOBAIN TTPUEMbBI BU3YaTbHON
OTJIaJIKK B PEAKTOPE, TOMOTAOIIKE MOJYIUTH H0Jiee YeTKOEe BU3YaTbHOE
IpeJIcTaBJIeH e O clieHe 1 (haKTopaX, BJAUSIONINX Ha MOBeleHE 0OBEKTOB.
Hakowert, MbI paccMoTpesiu cpejcTsa otnanxu 8 MonoDevelop, He Tpeby-
IOI[11€¢ BHECCHUA M3MEHEHUN B KOZA. B nx unciao BXOZAT TOYKHM OCTaHOBA,
TOYKH TPACCUPOBKH, MOIIATOBOE BBITIOJHEHME U HaOJ0IeHuE, Jlaee Mbl
paccMoTpuM paboTy ¢ UTPOBBIMU OOBEKTAMU.
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CUHIATOHBI,
CcTaTun4deckue YAeHsl,
nrposble obbeKTbl

N MUpbI

Kasxplii ypoBens, ujm urposoii Mup B Unity npeacrasiisier coOoil CIieny,
a CIleHa SIBJISIETCST KOJUIEKI[HEN UTPOBBIX 0OBEKTOB, MOMENIEHHBIX B JIe-
KapTOBY CHCTEMY KOOPJIMHAT C OCSIMU X, ¥ U 2. PaccTosiHus B clieHe n3me-
psatores B exnauiax Unity, coorBercTByIOMNX (yCI0BHO) MeTpaM. UToOb!
0CBOWTH pa3paboTKy ciieHapues /st Unity, BasKHO TIOHUMATh, KaK yCTPO-
eHBI CIIeHbI U OOBEKTBI, U KaK PaboTaioT MeXaHU3Mbl B3aUMOJICHCTBUIL
06bekTOB. To eCTh, BasKHO 3HATD, KAK OT/ICJBHBIE U HE3aBUCHMbIE OOBEKTHI
B CIIEHE MOTYT BO3/ICHCTBOBATH IPYT HA IPYTa, YTOOBI BBIOJIHUTE TO, YETO
BBl OT HUX sk/eTe. Kak ciefictBiie, o0CHOBHOE BHUMaHUE B 9TOM Tyiase Gy-
JIET YIETIEHO BCTPOECHHBIM METO/[AM TIOMCKA OOBEKTOB, TIOJMYUEHUST CCHIIIOK
Ha HUX U JIOCTYTIA K 00BEKTaM B ClieHe. 3/1eCh TakKe Oy/IyT PacCMOTPEHBI
JOTIOJTHUTETbHbIE TIOHSTHUS, TAKIe KaK CTATUYeCKUE YJIeHbl U CHHTJITOHBI
(06BEKTBI-OIMHOYKN ), CITYIKAIIUE JIST CO3AHMS OOBEKTOB, MyTEIIECTRY-
IOTUX MEKIY CIIeHAMU ¥ COXPAHSIONINX CBOM JlaHHble. KoHeyHo, B aTOI
riaBe GyayT 06CYKAATHCA HE TOJIBKO METO/BI CaMU TI0 cebe, HO 1 ITPOU3-
Be/leHa OTIeHKA UX TPIMEHUMOCTH B TPAKTHYECKUX CUTYAIUIX, UX TPOU3-
BOZIMTEIBHOCTD 1 3(PHEKTUBHOCTb.

Wrposble obbekTbl

I/II‘pOBbIe O0OBEKTHI BO MHOTUX OTHOIIEHUSIX SABJISAIOTCS OCHOBHBIMU enn-
HUTIAMU, WX CYHNTHOCTAMU B CIIE€HE. EcrectBennee ObL10 GBI Ha3bBIBATD
X pexeusumamu B TTOBCETHEBHOM CMBICJIEC. He nmeer 3Ha4YeHuA, KaKnue
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MMEHHO PEKBU3HTHI U KaKOE UX MOBEJICHUE MMOHAM00UTCS B UTPaX, B JIFO-
GOM cJIydae JIJIsh MX peau3alliil Bbl I0JUKHBI OyIeTe CIOIb30BaTh UTPO-
Bbie 00BEKThI. VIrpoBbie 0OBEKTHI HE BCET/Ia BUIHBI UTPOKY, JOCTATOUHO
YaCTO OHU OBIBAOT HEBUAMMBIMU. 3BYKU, KOJIIAHIEPBI U YIIPABJISIONIIE
KJIACCBI — BOT HEKOTOPBIC TPUMEPHI HEBUIWMBIX HWIPOBBIX OOBEKTOB.
C Apyroii cTOPOHBI, MHOTHE UTPOBbIE OOBEKTHI BUIUMBL: MEIIH, AHUMUPO-
BaHHbIE MEIIH, CIIPANTHI U T. /. B JII060M cJiydae, BUAMMbIC U HEBUIUMbIE
UTPOBBIE OOBEKTHI B CIICHE SIBJISTIOTCS COBOKYITHOCTHIO B3aUMOCBSI3aHHBIX
koMrnoHeHToB. KoMIoHeHT — 5T0, 10 CyIIecTBY, KIacc, TPOU3BOIHBIN OT
MonoBehaviour. Ero MOKHO HPUKPENUTH K UTPOBOMY OOBEKTY U OIpejie-
JIATD ero nosegerne. Kaxapiii urpoBoii 00bekT uMeer, 110 KpaiiHeil Mepe,
OZIMH OOIIUII KOMITOHEHT, KOTOPBIH HEBO3MOKHO YIQJIUTh, a WMEHHO
koMmioHeHT Transform (usm RectTransform st 0ObeKTOB TrpadrUecKoro
unTepdeiica). ITOT KOMIIOHEHT OTBEYaeT 32 MO3UITMOHUPOBAHIE, OPUEH-
Taluo U MacirabupoBanue oobekTa. Hampumep, eciiv co3iaTh B ClicHe
HOBBIIT yCTON UTPOBOI 00beKT, BBIOpaB myHKT GameObject = Create
Empty (GameObject = Cosuarb mycToil 00beKT) B MEHIO IPUIOKEHIS,
KaK M0Ka3aHo Ha puc. 3.1, HOBBII UTPOBON OOBEKT TTONYUHUT TOJBKO ONH
KomioHeHT Transform. To ecTh, ake HOBBIH MyCTON UTPOBOI OOBEKT HE
SIBJISIETCSI, CTPOTO TOBOPST, TYCTBIM, OH TIYCTOH TOJIBKO KaK UTPOBOT 00b-
exT. OOBEKT BCeria HysKAaeTcsl B KOMIIOHeHTe Transforn ajist ompeseie-
HUS CBOETO MECTOTIOTIOKEHMS B CIIEHE.

File Edit Assets | GameObject | Component Window Help
(OEAS] Create Empty . GOSTR > m
= Hierarchy | Create Empty Child Alt+Shift+ M e ©lInspector | e
Create | (AT | Create Other » | 20| # | ) | Effects | Gizmos *| (GrAT % ™ [GameObject [static w
Center On Children T e
Make Parent Positon X0 |
Clear Parent Rotation X0 |
Apply Changes To Prefab gl
Breck Prefab Instance ‘add Component
Set as first sibling Ctrle=
Setaslast sibling Ctrls-
Move To View Cirl+Alt-F
Align With View Ctrl+ShifteF

Align View to Selected
Teggle Active State Al Shift+ A

Puc. 3.1. Bce urpoBbie 06beKTbl OCHALLLEHbI KOMMOHEHTOM Transform

KOHe‘-IHO, I/IFPOBOﬁ 00BEKT MOYKET MMETh MHOKECTBO KOMIIOHEHTOB,
n IioBeaeHume oObeKTa orpeaessdeTrca CoO4eTaHneM KOMIIOHEHTOB M HX
BSaHMOHeﬁCTBHeM. Bwr moxere I[O6aBJI§ITb K O6'beKTy npeaBapuTeJIibHO
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GameObject | .Componen-t_: Window Help

@ B Add... Ctel+Shift+A | TR

e » || MeshFilter |

- Effects 3 Text Mesh
Physics i’ Mesh Renderer

I Physics 2D k

Mavigation ¥

Audio 4

-z

Rendering 3

Miscellaneous

Puc. 3.2. MpukpenneHne KOMMNOHeHTa K UrPOBOMY 0O BbEKTY

MOITOTOBJICHHBIE KOMIIOHEHTHI, ¢ ToMoIibio MeH0 Component (Komrio-
HEHT), WJIH CBOYM COOCTBEHHBIE, TPUKPEILISAST CBOU CIIEHAPUHU K OOBEKTY.

Wrak, urpoBbie 00bEKThI COCTOST U3 KOMIOHEHTOB. Ha 60Jiee BBICOKOM
YPOBHE CIIEHBI — 3TO KOJUIEKIIUU UTPOBBIX 0OBEKTOB BHYTPU OJ[HOTO UTPO-
Boro mMupa. Kpome T0ro, caMu 0OBEKTBI COCTOSIT B TECHBIX CBSI3SX APYT
C ZIPYTOM, OmpeesieMbIX uepapxueii cieHbl. OGbeKThI MOTYT OBITH J10-
YEPHIMH M0 OTHOTIIEHWIO K IPYTHM 00HEKTaM, KOTOPBIE, B CBOIO OY€EPE/b,
MOTYT UMETh CBOMX pojuTesnel (transform.parent). JTa cBsi3b BJaMSIET HA
nepemeniene oGbEKTOB 1 uX TpaHchopmarmio. [Iporie roBops, 3HAYCHMsT
cBOIiCTB KOMIOHeHTa Transform oObeKTa mepealoTcs BHUS 10 MepapXuu
U T0OABJISTIOTCST K 3HAYEHNSIM CBOICTB KOMITOHEHTOB Transform Beex z10-
qepHIX 00HeKTOB. Biarogaps aToMy [ouepHUit UTPOBOiT OGBEKT Beerma
COXPaHsIET CBOIO MO3UINIO OTHOCUTETBHO POAUTETHCKOTO 00heKTa — TM0-
BUIMST POJUTEIIST BCET/Ia OMPeEIesisieT MO3UIHIo odepHero obbekra. Ho,
ecan 0OBEKT He UMeeT POJUTENs, OH Beerja Oy/eT MO3UIIMOHUPOBATHCS
OTHOCHUTEJIbHO Hauasa koopauHat urposoro mupa (0, 0, 0). Ha puc. 3.3
MOKa3aHa TTaHeIb HepapXun.

B3anmoaenctsns KOMNOHEHTOB

Kak Mmbr yoKe onpeaeaniin, I/IFPOBOfI 00OBEKT ABJAETCS COBOKYITHOCTbBIO
KOMIIOHEHTOB U HHU4YeM OoJiee. Toraa BO3HUKAET BOIIPOC O BBaI/IMO,ZIeI';I-
CTBUM U O6III€HI/II/I KOMITOHEHTOB /IpyT C /PYyTrOM. Kamamﬁ KOMITOHEHT
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= Hierarchy # scene
Create ~| foxaAll Lightmap Resoluti

* Enemies
* Environment{dynamic)
¥ Environment(semi-static)
¥ Environment{sounds)
¥ Environment(static)
¥ Colliders
> Barrels
¥ Cannisters
¥ Catwalks
¥ catwalk_B_T
pCubezs0
polySurfaced87
P catwalk_A k
P catwalk_A
P catwalk_A
P catwalk_A
b catwalk_A
b catwalk_A
W catwallk_A_1
W catwalk_A_T
b catwalk_B
b catwalk_B
b catwalk_B
P catwalk_B
P catwalk_B
P catwalk_B
e catwalle B Corner
3 project | B console
Create = Q

¥ Favorites = Assets v

Puc. 3.3. NIrpoBoit 06bEKT 3aHMMAET CBOE MECTO B MEPAPXMNU CLIEHDI

peaji30BaH B BUEe aBTOHOMHOIO (haiijia ciueHapus 1 060cob/ieH oT apy-
I'MX KOMIIOHEHTOB, HO KOMITOHEHT JIOJI?KEH B3aUMOJIECTBOBATH C JIPYTH-
Mmu. B yactHoCTH, eMy HEOOXOAMM HOCTYII K NEePEeMEHHBIM 1 (OYHKIIHSIM
APYIUX KOMIIOHEHTOB, IIPUKPEILIEHHBIX K OZHOMY UIPOBOMY OOBEKTY, U,
BO3MOJKHO, 9TO HY’KHO JIeJIaTh B KaXK/IOM Kajipe. B aToM pasjiesie Mbl 110-
CMOTPUM, KaK B3aUMOJIEHCTBYIOT KOMITOHEHTHI.

Yacro g BbI3oBa (YHKIMN B JPYTUX KOMIIOHEHTAX UCIIOJIb3YIOTCS
SendMessage u BroadcastMessage, kak 1o ObL10 onucano B rmase 1 «Oc-
HoBbl C# B Unity». It GyHKIIMN He 3aBUCAT OT TUIOB. B yacTHOCTH,
9T (PYHKIMU MOKHO HCIIONB30BaTh B JIIOOO0N TOUKE CIIeHAPUS I Bbl-
30Ba 110 UMEHaM J100biX METOLOB, 00bIX KOMIIOHEHTOB, IIOAKII0YeHHbIX
K TOMY K€ UIPOBOMY OOBEKTY, HE3aBUCHMO OT MX THUIIA. DTU (YHKLUU
BoO0OIe He MHTEPeCYIOT TUIIbI KOMIIOHEHTOB. IJTo aejaer SendMessage
u BroadcastMessage oueHb ynoOHbIM. OZHAKO, OHU MUMEIOT ABa HeJLOCTaT-
ka. Bo-1iepBbIX, 3TN QYHKINY JEHCTBYIOT 10 TIPUHITUITY «BCE WU HUYeE-
ro»: OHU JIOO BBI3BIBAIOT METOJI 110 MMEHM BO BCEX KOMIIOHEHTaX, 100
He BbI3BIBAIOT HUYero. Mbl He MOKeM BbIOpaTh, KAKOMY KOMIIOHEHTY OT-
IPaBUTh COOOIIEHNE, IIOTOMY YTO COOOIIEHH BCera apecoBatbl BCeM
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KoMmIoHeHTaM. Bo-Bropbix, o6a metoza (SendMessage u BroadcastMessage)
MOJIATAI0TCST Ha MEXaHU3M PedJIEKCHU, YTO MOKET BBI3BATh POOJIEMBI
C IPOM3BOAUTEIbHOCTBIO ITPU UX YaCTOM MCITOJIb30OBAHN U, HAIIPUMED IIPN
MpUMeHEeHUN 9TUX (QYHKIUI B coObiTiu Update WM, 4TO elle XyiKe, B CO-
Obrtim OnGUI. TlosToMy Beerza crapaiiTech HMCIOJIB30BaTh aJbTePHATHB-
HBbIE CITOCOOBI TaM, TJIe 3TO BO3MOKHO. /laBaiiTe pacCMOTPHUM 3TH CIIOCOGBI
B CJIEYIONINX Pas/esax.

®dyHkuna GetComponent

Ecim HeoGxomuM MpsIMOil IOCTYII K ONPEIETEHHOMY KOMIIOHEHTY UTPOBO-
ro 00bEKTa ¥ U3BECTEH ero THII, MONPOOYHTe UCIIOJIb30BaTh (DYHKIMIO Get-
Component, kak TokazaHo B juctuHTe 3.1. ITa HyHKIMS JaeT JoCTyH K Tep-
BOMY KOMIIOHEHTY COOTBETCTBYIOIIETO TUTIA, MOJIKJIIOYEHHOMY K UTPOBOMY
o6bekTy. [Tocie mosyyeHust CChIKU Ha KOMIIOHEHT, OH CTAHOBUTCST JJOCTYII-
HBIM Kak OOBIYHBII OOBEKT, ¥ € TIOMOIIIBIO 9TOI CCHUIKMA MOKHO YMTATh/ 13-
MEHSTb OOIIEAOCTYITHbIE IEPEMEHHBIE KOMIIOHEHTA U BBI3BIBATH €10 METO/IBL.

Juctunr 3.1. NMpumep ncnonb3doBaHnsa dyHkumm GetComponent

01 using UnityEngine;
02 using System.Collections;

04 public class MyCustomComponent : MonoBehaviour

05 {

06 // Ccruika Ha TpaHCchopMauuon OOBEKTA

07 private Transform ThisTransform = null;

08 [/ ==
09 // DTOT MeTOX BHIIOJHSET MHULMAIN3ALNIO

10 void Start ()

11 {

12 // TIONyuMTb COXPaHEHHY CCEUIKY Ha TpaHchopMaumio

13 ThisTransform = GetComponent<Transform>();

14 }

15 [ = e

16 // Bu3BIBaeTCH NPY OTOOPAXEHMV KaXIOTO KaIpa

17 void Update ()

18 {

19 // VI3MEHUTbH [O3ULMIO

20 if (ThisTransform !=null)

21 {

22 ThisTransform.localPosition +=

23 Time.deltaTime * 10.0f * ThisTransform.forward;
24 }
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Hwxe mpuBoANTCS HECKOJIBKO KOMMEHTAPHEB K JTUCTUHTY 3.1:
O Crpoxkn 07 u 13: iepemertas ThisTransform 0ObsIBICHA KAK 3aKPBITASL.

A

Eii mpucBanBaeTcst cebliika Ha KOMITOHEHT Transform, MpUKperieHHbIN
K UTPOBOMY OOBEKTY, MOJIYUYeHHAsT ¢ TIOMOIIbIO BbI30Ba GetComponent
B cobObITuu Start. B wactHOCTH, YTOOBI TIOJMYYUTH JOCTYIT WMEHHO
K KOMITOHEeHTY Transform, MOKHO Tak:kKe UCTIOTb30BATh YHACIEIOBAH-
Hoe cBOicTBO transform, Hampumep: ThisTransform = transform;.
Crpoxka 22: 37ech ccpimka ThisTransform mcmosrbayeTes aJist 3aiicn
B localPosition HOBOM O3MIMK UTPOBOTO 00beKTa. OIATh Ke, ecin
TOBOPHUTH KOHKPETHO 0 KOMITOHEHTe Transform, MOKHO ObLIO ObI Hc-
nmoJib30Bath transform,localPosition. OpHako, mpu 3TOM ObLT ObI
BBITIOJTHEH BBI3OB BHYTPEHHEH (DYHKITUH, TaK Kak transform sBiseT-
cst coiictBoM C#, a He 0OBIYHOIT TIepeMeHHOiT. Bosiee TOTHY 0 UH-
(opmaruio o coiictBax C# moskno Haiitu B ryiaBe 1 «OcHoBbl C#
B Unity». [1o aToii npuunte ncmomrpzoBanne (pyHkimm GetComponent
B cOOBITHSIX Start mim Awake JIJIsI IOJTYYEHUS CCHLIOK HA KOMIIOHEH-
TBI, CYUTAETCS OJIHUM W3 caMbIX 9(P(HEKTUBHBIX CITIOCOOOB JOCTYIIA
K BHEITHUM KOMITOHEHTaM, OCOOEHHO €CJIM CChLIKA HAa KOMIIOHEHT
PEryJISIPHO MCIOJIb3YETCsI, HAaIpuMep, B coObith Update.

CeoiicTBa localPosition u position. KomnoHeHT Transform npenocraengeT
[lBa OCHOBHbIX M0Ms A1 No3uumoHmposanus: position n localPosition. Ycra-
HOBKa N1t060ro N3 HUX UBMEHSIET MOJIOXEHNE 06bEKTA, HO NO-pa3HoMy. CBOMCTBO
position Bcerma onpepnenser nonoxeHne obbekTa B MobasbHOM MPOCTPaH-
cTBe. [109TOMy 3Ha4YeHne, NPMCBaNBAEMOE ATOM NEPEMEHHO B CLIEHApUnN, MO-
XEeT He COOTBETCTBOBATb 3HAYEHMIO, OTOOPaXaeMOMy MHCNEKTOPOM 0ObEKTOB
B komnoHeHTe Transform. Ecnv 06bekT ABAgeTcs NOTOMKOM Apyroro ob6bekTa,
TO €CTb, €ECIN €ro NO3NLUUSA ONPEeaensaeTcs NonoxeHnem pogutens, torga Unity
CMeCTUT OOBLEKT OTHOCUTENBHO POAUTENS HACTOJIbKO, HACKONbKO 3TO OyneT
HeobxoauMo, YTOObI PacroNoXWTb ero B yka3aHHOM MecTe rnobasibHOro npo-
cTpaHcTBa. CeoictBo localPosition, HampoTvB, COOTBETCTBYET 3HAYEHWIO,
oTobpaxaemomy B kKoMroHeHTe Transform B MHcnekTope 06bekTOB. B yacTHo-
CTW, OHO ONpeaensieT NONoXeHe 00beKTa Kak CMeLLLEHE OTHOCUTENBHO POAN-
Tens AN Havana KoopauHaAT UrPOBOro MUPa, ECIN OOBEKT HE UMEET POAMUTENS.
B nocnenHem cnyyae ceoiictea position n localPosition GyayT naeHTUYHbI.
Bonee nogpo6Hylo mHbopmaumio o byHkumm GetComponent MOXHO HaTL
B OJIEKTPOHHOM pokymeHTauuun: http://docs.unity3d.com/ScriptReference/
GameObject.GetComponent.html.

JokymeHTaums no Unity Takke goctynHa B MonoDevelop, B BUAE MyHKTa MEHIO
Help = Unity API Reference (Cnpaska = Cnpaso4Huk no Unity API).

I'Ionyqel-me HEeCKOJIbKUX KOMMOHEeHTOB

MNuorza GbiBaeT HEOOXOAMMO MOJYYUTh CIMCOK M3 HECKOJIbKUX KOMIIO-
HEHTOB: IIOJIHBIA CIIMCOK BCEX KOMIIOHEHTOB WJIM CIIMCOK KOMIIOHEH-
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TOB ompejeseHHoro Tuna. Creiarb 3T0 MOXKHO € TIOMOIIBIO (DYHKITUN
GetComponents. Paccmorpum sinctuar 3.2. Tak ske Kak 1IPU UCIIOJTb30BAHUHT
ynkmm GetComponent, BbI30B GetComponents Jsrydire MOMECTUTb B OJHO
COOBITHI, BLI3bIBAEMbIX JIMIIb Pa3, TAKOE Kak Start uim Awake.

Jnctunr 3.2. Mpumep ncnonb3oBaHus GyHkumn GetComponents

01 using UnityEngine;
02 using System.Collections;

04 public class MyCustomComponent : MonoBehaviour

05 {

06 // MaccuB CCBUIOK Ha BCE KOMIIOHEHTEH

07 private Component[] AllComponents = null;

08 e
09 // DTOT METOX BHIIOJHAET MHMULUMATMBALNIO

10 void Start ()

11 {

12 // TONyuYMTH CHOMCOK BCEX KOMIIOHEHTOB LAHHOTO OOBEKTa
13 AllComponents GetComponents<Component> () ;

14

15 // OBOMTM KOMIIOHEHTH B CHMCKE U BEHBECTM MX B KOHCOJIb
16 foreach (Component C in AllComponents)

17 {

18 // BbIBECTM B KOHCOJIb

19 Debug.log (C.ToString());

20 }

21 }

22}

23 [/~

Ewe o komnoHeHTax. Unity npegnaraet AONOAHUTENbHbIE Pa3HOBUAHO-
ctn dyHkumn GetComponent m GetComponents, ynpolwaioowime B3auMoaencTems
Mexay KOMMnoHeHTaMu, KOTopble MOTyT npuHaaaexat pa3HbiM obbekTaMm. B nx
uucno exomat: dyHkums GetComponentsInChildren, nossonsiowas nony4uTb
CMMCOK BCEX KOMMOHEHTOB BCEX A04EPHUX 0OBEKTOB, a Takxke pyHkums GetCom-
ponentsInParent, Bo3BpalyaioLlas BCe KOMMNOHEHTbI POAUTENLCKOro 0ObekTa.
Bonee noppobHyto vHpopmaumio 0 PyHkumm GetComponents MOXHO HanTu
B OQJIEKTPOHHOM gpokymeHTauuun: http://docs.unity3d.com/ScriptReference/
Component.GetComponents.html.

KoMnoHeHTbl U cooOLLeHus

Oynkmy ceMeiicTBa GetComponent crmocoOHBI YIOBIETBOPUTH MPAKTHYE-
CK JTI0ObIE TOTPEGHOCTH, CBSI3aHHBIE CO B3AMMOEHCTBUSMHU MEKITY KOM-
norertamu. OHU JIydlite CIPABJSIIOTCS ¢ 9TOM 3amaveit, uem SendMessage
nnn BroadcastMessage, TP TPABIJIBHOM WX WCTOJb30BaHu. OHAKO,
OBIBAET JKeTaTeTbHO BHI3BATh MeTO Senddessage TOMBKO 011 00H020 KOM-
nonenma BHIOGPAHHOTO UTPOBOTO 0OHEKTA, HE 3HAST HUYETO O THTIE KOMIIO-
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HeHTa. JTY 33/1a9y MOKHO OLITIO OBI PETNTD, NCTIOTb3YS EETUPOBAHITE
u uHTepdeiicsl (paccMarpuBaloTes B cienytomniei riase). OnHaKko 37ech
MBI PACCMOTPUM TIPHEM, MOA00HBI BbI30BY MeTona SendMessage. Takast
BO3MOKHOCTD OBl GBI OCOOEHHO TOIE3HA [T CO3/IAHMST PACITHPEHNU.
Hanpumep, 1peacraBbTe, 4TO UIPa COAEPKUT HECKOJILKO BUJIOB BParos
1 €CTh BO3MOKHOCTH MOOABISITH HOBBIE WX BUDI, KAKIBIA M3 KOTOPBIX
uMeeT CcBolo peasnusaiuio. Hecmorpss Ha uX pasinyus, IIpU coxXpate-
HUW UTPDI TEKYIITIE CBEIEHNST 060 BCEX Bparax JOUKHBI OBITH 3aTMCAHBI
B (pails1. /1yt TOr0 MMeeT CMbICJI IIPEYCMOTPETh B peasln3aliiy Kask/10ro
Bpara MeToz OnSave, pealM30BaHHbIN B cIlellMaJIbHOM KoMioHenTe. Ecte-
CTBEHHO, TIPU COXPAHEHWH UTPDHI OBLTO OB JKeTATENHLHO BBI3BATH TOJIHKO
yHKIMIO OnSave 9TOTO KOMIOHEHTa ¢ moMmorbio SendMessage. Ho, econ
MUMEIOTCS APYTHe KOMIOHEHTHI ¢ (GyHKIHeN OnSave, nX (YHKINH C Ta-
KM UMeHeM Takke OyAyT OmuO0YHO BbI3BaHbL. UTOOBI TPEMOTBPATHTD
9TO, MOJKHO TIPHOETHYTH K TIOMOIIH MeToa Invoke. PaceMoTpim mprmvep
B JcTHHTE 3.3.

Jnctunr 3.3. Mpumep ncnonb3oBaHmns GyHkLmKM Invoke

01 using UnityEngine;
02 using System.Collections;

04 public class MyCustomComponent : MonoBehaviour

05 {

06 // Ccbulka Ha KOMIOHEHT, OYHKLMS KOTOPOTO MHOJDKHA BHI3EHBATHCS
07 public MonoBehaviour Handler = null;

08

09 e
10 // DTOT METOX BHIIOJHAET MHMUMATMBALNIO

11 void Start ()

12 {

13 // BH3BaTb QYHKLMIO HENOCPEICTBEHHO

14 Handler.Invoke ("OnSave",0.0f) ;

Huxe npuBonTCS HECKOJIBKO KOMMEHTAapUEB K JIUCTUHTY 3.3:

O Crpoka 07: 3zech 00bsiBiseTcs OOIEAOCTYIIHASA IepeMeHHas
Handler. B uHcHekTOpe 0OBEKTOB Ha HEe MOKHO MEPETAIUTh Ka-
KOI-IM60 KOMIIOHEHT. DTO OYyZeT KOMIOHEHT, KOTOPOMY aJIpeco-
BaHO coobrierne. ObpaTute BHUMAaHUE, YTO TUIIOM TIEPEMEHHOIT
MOsKeT ObITh MonoBehaviour WM NPOU3BOAHBIN OT HETo Kjacc. ITO
O3HAYAET, YTO HE3aBUCHUMOCTD OT TUIIA JOCTUTHYTA — HaM HE HYKHO
3HATh THIT KOMITOHEHTA 3apaHee.
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O Crpoka 14: meTox Invoke kiacca MonoBehaviour mpeHazHAu€eH /ISt

BBI30Ba JI000T0 METO/IA 110 €r0 UMEHH. BTOPOIT apryMeHT, ecsaTid-

HOE Y1CJIO, ONpesiesisieT BpeMs 33/IeP>KKM B CeKyH/IaX Tepesl BbI-

30BOM (yHKIMKU. Eci ykasarh 3aiepkKy, paBHyIo 0, MeTox Oy/1er
BbI3BaH HEMEIJIEHHO.

O Bonee noapobHyo nHpopmaumio o0 yHKLMM Invoke MOXHO HANTU B 3NEKTPOH-

= HOWM pokymeHTauuu: http://docs.unity3d.com/ScriptReference/MonoBehaviour.
Invoke.html.

Mrposble 0bbekTbl 1 Urposon MUp

Etite oxHo BaxkHOiIT 3amaueil B Unity siBJisieTcst HOMCK 0ObEKTOB B CIIEHE,
0COOEHHO €CJIU IK3EMILISIPbI 00bEKTOB CO3/IAF0TCS BO BPEMSI BBITIOTHEHNSL.
3azaun, Takue Kak «Ilosyunth 06beKT Urpokas win «IloydnTh CrucoK
BCEX BParoB B CIl€HE», UCITOJIB3YIOTCS BO MHOTHX OIEPAIUSIX, OT TIOBTOP-
HOTO CO3/IaHKsI BParoB 1 cOOpa MPEAMETOB 0 CMEHbI MOJIOKEHIS UTPOKa
U [IPOBEPKH CTOJKHOBEHUN MeskIy oObeKTaMu. JIJIst TIOTydeHUsT CChLITOK
Ha KOHKpeTHbIe UTpoBbie 00bekThl B Unity npeaycMoTpeH Habop GyHK-
111, CBSI3aHHBIX ¢ KJ1accoM GameObject. DT hyHKIINHN ya00HbI, HO 3aTpar-
HBI, TIO9TOMY ITOCTapaiiTeCh BHI3BIBATDH UX TOJBKO B OTHOKPATHO BBITTOJTHSI -
€MBIX COOBITHSX, TAKUX Kak Start u Awake, ecamt aT0 Bo3MoOskHO. /laBaiite
PacCMOTPUM WX BMECTE C JIPYTUMHU METOJIAMU, TIPeIHA3HAYEHHBIMU JIJISI
paboThl ¢ HaliJIeHHBIMU OOBEKTAMU.

Mouck urpoBbix 00bLEKTOB

Haiitu 06beKT B cLieHe MOMKHO € IIOMOIIbIO ABYX (YHKIMiL: GameObject.
Find u GameObject.FindObjectWithTag. [Toutu Bcerma npeamodyTuTETHHEE
HCIIOJIb30BATh MOCJEHION U3 HUX, 13 COOOPasKeHUiT MPOU3BOIUTEIHHO-
ctu. Tem He MeHee, aBaiiTe HauHeM ¢ GameObject.Find. Ita dpyHKIMSA TIPO-
CMATPUBAET COAEPIKUMOE CIIEHBI JI0 MEPBOTO 0OBEKTA C UMEHEM, TOUHO
COBIIQ/IAIONINM C 33/JaHHBIM (C Y4eTOM PerucTpa), 1 Bo3Bpalaer HaiijieH-
HbIIT 00beKT. /7151 MOoNCKa MOJIKHO UCTIOTb30BATHCSA UMsI 0OBEKTA, KaK OHO
orobpaskaercsi B mamnesu vepapxuu. K coskaennio, hyHKIUST BBITOJHSIET
ollepaluio cpaBHEHUS CTPOK B IIOMCKAX COBIIAJICHUS, KOTOPasl BBIITOJIHS-
eTCs JI0CTaTOYHO Me/JIeHHO. Kpome Toro, oHa XOPOIIO HOAXOJUT TOJIbKO
JUISL CIIeH, T/Ie Bce OOBEKThI TAPAHTHPOBAHHO UMEIOT YHUKATbHbIE MMEHa,
6e3 oBTOPOB. TeM He MeHee, (hyHKIUs GaneObject.Find ocraercs 1moses-
HOIT /1715 TIoUCKa 06BEKTA TI0 €70 UMEH:

// Touck obrexkTa C mMmeHeM Player
ObjPlayer = GameObject.Find ("Player");
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A MeToa Find knacca GameObject. Ecnu 3arnaHyTe B onpeneneHve knacca
GameObject, MOXHO yBUzeTh, 4To Find — aTo ctatnyeckas dyHkums. To eCTb, YTO-
6bl BLI3BATH €€, He HYXHO Co3aaBaTh akdemnnsap knacca GameObject. Ee MoxHO
BbI3BaTb, 3anucaB MHCTPpyKumto GameObject.Find. Crtatuyeckme 4neHsl u rno-
GanbHas 061acTb BUAMMOCTY ByOyT paccMaTpuBaTbCs Aasiee B 3TON rnaBe.
Bonee noapoGHyto uHdopmaumio o dyHkumm GameObject.Find MoxHO HaiiTh
B 9JIEKTPOHHOM pokymeHTauum: http://docs.unity3d.com/ScriptReference/
GameObject.Find.html.

O ®yHkums GameObject.Find BbINOAHAETCA MEAIEHHO, MO3TOMY MPUMEHSINTE ee
TOJbKO B COOLITUSIX, BbI3bIBAEMbIX OJVH Pa3, Takux kak Awake nnm Start.

Hamtoro s deKkTuBHee BbIMOJHIETCS MOUCK 110 Tery. Kaskaplii 06beKT
B CIIEHE MMeeT CBOIICTBO-TET, KOTOPOMY TI0 YMOTYAHWIO TIPHUCBAMBAETCS
3Havenne Untagged. Ter — aTo yHUKATBHBII MACHTU(PUKATOP, KOTOPHIM
MOKHO OTMETHTD OJINH WJIH HECKOJIBKO 00BEKTOB, OOBEIMHIB WX B KOJI-
sekiio. EcTecTBeHHO, 9TOOB! MOJYYUTH BO3MOKHOCTD MCKATH OOBEKTHI
TI0 TeTaM, CHaYaJIa HysKHO TIPUCBOUTD Tern oObekTaM. CrenaTh 9T0 MOKHO
MPOTPAMMHO, UCTIOJIB3YsT 00IIE0CTYTHOE CBOICTBO GaneObject.tag. Ox-
HaKO Yallle /T 9TOTO Ucmosb3yercst peaktop Unity. UToObr MpHCBOUTH
Ter BRIGpaHHOMY 00BeKTY B pemakrope Unity, MeJKHUTE Ha PacKphIBa-
tomeMcs cicke Tag (Ter) B uHcnekTope 00beKTOB U BhIGepUTE Ter. Tak
JKe eCTh BO3MOYKHOCTH cO3/[aBaTh cBou TerH, BoiOpas myHkT Add Tag...
(Hdobasurts Ter...). Ha npaktuke yacto ucronssyior teru Player (rpok),
Enemy (Bpar), Weapon (Opy:xue), Bonus (bonyc), Prop (PexBusur),
Environment (Oxpysxkenue), Light (Vcrounuk csera), Sound (3Byk)
u GameController (KonTpoJuiep urpst). Barusinure Ha puc. 3.4.

| @ Inspector | &=
o [Cube []static -
s Tag | Untagged + | Layer | Default 3
¥~ 7+ | Untagged @ #
Positio Y0 Z0
_ Respawn
Rotatic . ¥ 34.22825 Z 0
Scale Finish ¥[1 z[1
Y | EditorOnly Y
Mesh MainCarnera be 3
vigd| Player @ %
Is Trig GameCDn%uller
Materi (Physic Material) @
Cente Add Tag.. ¥ o z'o
Size H1l Tl 2|1
¥ . [¥MMesh Renderer 3 =
Cast Shadows )
Receive Shadows i)

b Materials
Use Light Probes O

Puc. 3.4. NpuceanBaHue Tera 06bekTy



122 <« CVHMATOHBI, CTaTVHeCKe YAeHbI, NMPOBble OBbeKThl U MUPHLI

ITocste iprCcBauBaHUsI TETOB OJJHOMY MJIK HECKOJIBKIM 00'bEKTaM B CIie-
He MOKHO 3(h(HEKTUBHO HaXOAUTh 00BEKTHI 110 Tery. DyHKIms GameObject.
FindGameObjectWithTag uier ¥ Bo3BpalllaeT MEPBbIA HAUJACHHBI 0OBEKT
¢ ykazauubim Terom. Oyukins GameObject.FindObjectsWithTag Bo3Bparia-
€T MACCHB BCeX TMOAXOJSINX 00BEKTOB. PaccMOTpUM TIprMep B JIMCTHH-
re 3.4. O6parute BHUMaHNUE, 4TO XOTS (yHKIM FindGameObjectsWithTag
MIPUHUMAET CTPOKOBBIN aprymenT, Unity BHyTpeHHE TpeoOpasyeT CTPOKY
B YHCJIO /IJISI YBEJIMYEHUST CKOPOCTH CPABHEHUS TETOB.

NucTtuhr 3.4. Nonck 06bEKTOB MO Teram

using UnityEngine;
using System.Collections;

public class ObjectFinder : MonoBehaviour
{

// VMg Tera myis MOMUCKA OBEKTOB

public string TagName = "Enemy";

// MaccuB HalIeHHEX OOBEKTOB
public GameObject[] FoundObjects;

// DTOT METOX BEIIOJHAET MHULMUAIUBALUIO
void Start ()
{

// HaiTy OOBEKTH C yKa3aHHEM TEIOM
FoundObjects = GameObject.FindGameObjectsWithTag (TagName) ;

O WHorpa GbiBaeT XenatenbHO MPUCBOUTbL HECKOJIbKO TErOoB OAHOMY OGLEKTY.

K coxanexuio, Unity He noaaepXuBaeT Takytlo BO3MOXHOCTb. TeM He MeHee, Bbl
MoxeTe 060iTN JaHHOE orpaHnyeHmne, cos3aas NnycTble AoYepHe 06bEKTbI 415
OCHOBHOI0 06beKTa 1 MPUCBOMB UM Tpebyemble Teru. BbinoHas nonck oobek-
TOB MO TEry B 3TOM CJlydae HY>XHO NMPOCTO MOMHUTb, YTO HAaZO0 MOJYYUTb CChIIKY
Ha POAUTENBCKUI 0GBEKT, KOTOPbIN, COBCTBEHHO, BaM 1 HYXKEH.

CpaBHeHne 00beKTOB

OyHkMy oucka B Kiaacce GameObject ymoOHbI IS OUCKA KOHKPETHDIX
00BEKTOB, HO OBIBAIOT CUTYAIMM, KOTJA HYKHO CPABHUTD [ABa ysKe Haii-
neHHbIX 00bekTa. Kak mpasuiio, OblBaeT HyKHO CPABHUTD UMeHA MU Tern
IByX 00bekToB. CpaBHUTH TErU MOMKHO C IIOMOLIbIO (pyHKIMK CompareTag:

// CpaBHMTbL Ter HaHHOTO 0OBEKTa C Terom obeexTa Obj Y
bool bMatch = gameObject.CompareTag(Obj_Y.tag);
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Kpowme Toro, mrora Tpebyercst cpaBHUTD iBa 00hEKTa Ha PABEHCTBO,
4TOOBI OTPEIETITD, OJUH 1 TOT K€ 3TO 00BEKT WU ITO J[Ba PA3HBIX 00b-
eKTa ¢ OIMHAKOBBIMHU TETAMU. ITO 0COOEHHO BaXKHO TP TPOTPAMMIPOBA-
HUW aJITOPUTMOB IPUHSATHS TIOBe/leHYecKnX pereHnit. Hampumep, perras
BOIIPOC, CJEYET JIN BPAKECKOMY TTEPCOHAKY CPAKATHCS M OEKATH OT
UTPOKA, HETIIIOXO GBITTO GBI 3HATH, CKOJIBKO €TIle BPAKECKUX MepCoHasKei
CMOTYT TO/IEPKATE €ro. YToObI OTBETUTH HA 3TOT BOIIPOC, KAK MBI YiKe
3HaeM, TIOUCK BCEX BPAroB B CIIEHE MOKHO BBITTOJTHUTH 110 TeTy. OHaKO,
PE3YJIBTATHI TAKOTO TOMCKA OYIYT TaKKe BKIIOYATH IEPBOTO BPara, 1 €0
HEOOXOIMMO MCKITIOUNTD W3 Pe3yIbTaToB. JIMCTHHT 3.5 TeMOHCTPHUPYET,
KaK PeLInTb 9Ty 3a/a4y ¢ [IOMOIIbI0 MeToaa GetInstancelD.

Jinctunr 3.5. CpaBHeHME 06BLEKTOB

01 // Hamty BCe OOBEKTH C YKA3aHHBHIM TETOM

02 FoundObjects = GameObject.FindGameObjectsWithTag (TagName) ;
03

04 // HaxommuT yka3aHHHM OOBEKT B CIOMCKE M MCKJYaeT ero

05 foreach (GameObject O in FoundObjects)

06 {

07 // ECIu 3TO OOMH U TOT X& OOBEKT

08 if (0.GetInstanceID() == gameObject.GetInstanceID())
09 continue; // IMepeiTu k cremyomern urTepaunn

10

11 // [...] BLIOOJHMUTE HEOOXOAMMEIE ONEpPaLuUn

12 }

MonyyeHue Onuxaiwero oobekTa

VMeeTcst MACCHB UTPOBBIX 0OBEKTOB UTPbI, TIOTYUEHHBIH, HAITPUMED, B Pe-
syJbrare noucka. Kak waiitu 06bexT, GvKalinii K 3aJaHHOMY, B CMbIC-
sie paccroguusa? [Ipumep B iuctunre 3.6 1eMOHCTPUPYET, KaK PEIIUTD ATY
3a/layy ¢ IIOMOIIIbIO (byHKuI/II/I Vector3.Distance, BBIYUCJIAIONIEH paccTOd-
Hue (B METpax) MexIy JIOOBIMU ABYMSI TOUKAMU B CLIEHE.

JlucTtuhr 3.6. NMouck bnuxaniiero oobekTa

// Bos3BpamaeTr Oyxanilnii UTPOBOM OOBEKT
GameObject GetNearestGameObject (GameObject Source, GameObject[]
DestObjects)
{
// VI3BJeYb CCEUIKY Ha [EPBENI OOBEKT
GameObject Nearest = DestObjects[0];

// BHUYMCIUTB PaCCTOSHUE
float ShortestDistance = Vector3.Distance (
Source.transform.position,
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DestObjects[0].transform.position);

// OBoitTy B uUMKJIE BCE OOBEKTH
foreach (GameObject Obj in DestObjects)
{

// BHUYMCIUTB PACCTOSHUE
float Distance = Vector3.Distance (
Source.transform.position, Obj.transform.position);

// Eciu 3TOT OOBEKT OJjiMmxe K 3aIJaHHOMY, BalOMHUTL €TI0
if (Distance < ShortestDistance)

{
// Biuxe, 3anoOMHUTH
Nearest = Obj;
ShortestDistance = Distance;

// BepHyTb Oimxanumiti 0GBEKT
return Nearest;

Mouck nio6oro o6bLeKTa onpeneneHHoro Tuna

WHorza ObIBaET HY;KHO TOJIYYNUTD CITMCOK BCEX KOMIIOHEHTOB OITPeIe/ICH-
HOT'O THIIA, HE3ABMCUMO OT TOIO, K KAKUM UTPOBBIM OOBEKTaM OHU IOJ-
KJIIOYEHBI. DTO MOTYT OBITh KOMIIOHEHTHI, IIOAK/II0UEHHBIE KO BCEM Bparam,
BCeM cOOMpaeMbIM [IPEAMETAM, BCe KOMIIOHEHTbI ONIPEIEIeH s MECTOIIO-
JIO’KEHWSI, BCe KOJIIalijiepbl U T. 1. PermuTh aTy 3a/1a4y MOXKHO C TTOMOTIBIO
(ynaknmm Object.FindObjectsOfType, kKak OKa3aHO B JIUCTUHTE 3.7, TIPE/I-
Ha3zHAYEeHHOMU /1715 TIOJTyY€eHUs CITICKA BCEX 9K3EMIIIISIPOB 33/[aHHOTO TUTIA,
3a MCKJII0YeHNeM HeaKTUBHBIX 00beKToB. Ho, 13-3a HEBBICOKOI CKOPOCTU
paboThl aTOI (DYHKLMU cTapaiitech nsberath ee B COOBITHAX, CBA3AHHBIX
¢ KajipaMu, Takux Kak Update. Ee nMeeT cMbICT NCITOTB30BaTh B PE/IKO BbI-
3bIBAEMBIX COOBITUSIX, TAKUX KaK COOBITH Start u Awake.

Jlnctunr 3.7. MNonyyeHne crnvcka Bcex 06bEKTOB 3a4aHHOro TUna

void Start ()
{

// TONyuMTb CHOMCOK BCEX KOJJIaMIEepOB B ClLeHe
Collider[] Cols = Object.FindObjectsOfType<Collider>();

MpoBepka NpenaTCTBMA MeXAy UrpoBbiMU O00beKTaMu

YacTo BO3HMKaeET 3a/a4a IPOBEPUTH OTCYTCTBHUE IPENSITCTBUN MEX1y
JBYMsI BHIODAHHBIMU UTPOBBIMU OOBEKTAME, TAKUME KaK UTPOK M Bpar,
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Puc. 3.5. NpoBepka OTCYTCTBUSA NPENATCTBUN
Mexnay ABYMst UrPOBbIMY 06 bEKTaMM C MOMOLLbIO Physics.LineCast

WHave rOBOPsI, TPOBEPUTH PUCYTCTBUE KOJLIAW/IEPOB, IEPECEKAIOIINX BO-
oOpaskaeMylo JIMHUIO MeKLy 00beKTaMU. DTO MOKET IPUTOAUTHCS B CU-
cTeMax, ONPEAEIIONINX IPSMYIO BUANMOCTD, Kak OyIeT IOKa3aHo HITLKE,
i, B Gojiee 001ieM ciyyae, A1 BbI60Opa 0OBEKTOB B pea3alusax Uc-
KYCCTBEHHOTO MHTEJLTIEKTA U JIP.

CyiectByeT MHOKECTBO crioco6oB pelnerust 3Toil 3agaun. OpuH us
HUX OCHOBaH Ha MCIOJb30BaHUM (GyHKIMN Physics.LineCast, kak moka-
3aHo B iuctunre 3.8.

NuctuHr 3.8. OnpeaeneHne oTCyTCTBUS NPEnATCTBUI MexXay 06bekTaMmm

01 using UnityEngine;

02 using System.Collections;

03 // TNpoBepseT OTCYTCTBME NPENATCTBMM Ha BOOOpPaXaeMOM JIMHUMA MEXIY
oBBeKTaMmn

04 public class ObjectPath : MonoBehaviour

05 {

06 // Ccrulka Ha BPaXeCKMii OOBEKT

07 public GameObject Enemy = null;

08

09 // Macka CJioeB [jig OTPaHMUYEHMsS ONpPelesieHMs NPENsaTCTBUIA Ha JIMHUK

10 public LayerMask LM;

11 F e e E L e T e e

12 // BH3BBaeTCd NpK OTOOPAXEHVM KAXIOTO Kanpa

13 void Update ()

14 {
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15 // TPOBEPUTH OTCYTCTBME NPENATCTBUM MeXOy OOBeKTaMu

16 if (!Physics.Linecast (transform.position,
Enemy.transform.position, LM))

17 {

18 // Tpenarcrsuil HeT

19 Debug.log ("Path clear");

20 }

21 }

22 [ = e e

23 // Tlokaz3aTb BCIOMOTATEJILHYH JIMHUO B DEXVME OTJIAIKM

24 void OnDrawGizmos ()

25 {

26 Gizmos.DrawlLine (transform.position, Enemy.transform.position);

27 }

28 [/ ==

29 }

9

Huske IpUBOAMTCA HECKOIBKO KOMMEHTAPHEB K IMCTUHTY 3.8:
O Crpoka 07: 5T0T KiIacc AOJKEH OBbIThb IPUKPEIIEH K OOBEKTY

Player, a B ero oOIIEA0CTYITHYO [IEPEMEHHYIO Enemy OKHA OBITH
3almcafa CChlKa Ha OOBEKT, OTCYTCTBHE IIPEISTCTBUNA Ha IIyTH
K KOTOPOMY IOJIZKHO OBITh IIPOBEPEHO.

Crpoka 10: nepemennas LayerMask — a1o GUTOBas Macka, ompese-
JISTIOTIAst, KaKue CJIOW B CIleHE CJIeyeT YYUTHIBAaTh MPHU MPOBeEp-
ke. Bosiee mogpobHy0 HHGOPMAIHIO 0 OUTOBBIX MAacKaX MOXKHO
HAWTH B 3JIEKTPOHHOI jokyMenTanuu: http://docs.unity3d.com/
Manual /Layers.html.

Crpoka 16: dyuxiusa Physics.Linecast ompesessieT, BO3MOKHO
JIM COEJIMHNTH JiBa 0OBbEKTa B CLEHE HEeIPEPBIBHON MPSIMOii Jin-
Hueit. O6paruTe BHUMAHUE, YTO €CJIM J[BA IIPOBEPIEMbIX 00bEKTA
cHaOKeHbl KoJuIaiiiepaMy, TaKUMH, HalpuMmep, Kak KoJuiaiizep
BoxCollider, oHu Oy/yT paccMaTpUBaThCs Kak MPEnsTCTBust. J[py-
TUMH CJIOBAMH, COOCTBEHHBII KOLIalinep 0ObeKTa MOKET IIOBJIU-
saTh Ha pedyabraTel QyHkuu LineCast. [Toatomy wucmombayiiTe
nepeMeHHyio LayerMask /It BKJIIOUEHUST M MCKJIOUEHUST HYKHBIX
CJIOEB.

MpoekT nprvmMepa ucnonb3oBaHus yHkumMm Physics.LineCast MoxHO HaliTh
B COMPOBOAUTENbHLIX hainax K kHure, B narke Chapter03/LineCast.

JdocTtyn K nepapxmm o0bEKTOB

IManens Hierarhy (Mepapxus) B Unity siBisiercst rpaduuecKuM Tpes-
CTaBJIEHUEM MEPAPXUIECKUX CBSI3eH MKy UTPOBBIME OOBEKTaMHU B CIle-
He. DT OTHOIIEHUS UTPAIOT BAKHYTO POJTb, TOTOMY UTO [0UepHIE 0OBHEK-



7

IrpoBble O0LeKThI 1 UrPOBO MP % 127

TBI HACJIEIYTOT TPaHC(HOPMAITUHN CBOUX pojiuTeseil. OTHaKO BO3MOKHOCTH
OTIPEJIETISATh ¥ PEJITAKTUPOBATH MePapPXUUECKIe B3AMMOCBS3U TOJBKO B pe-
JIaKTOpe, KaK MPaBUJIO, He 10CTaToYHO. YacTo GhIBaeT HY/KHO CBSI3aTh JIBa
00OBEKTA TPOrPAMMHO, a TAKIKE epedpaTh B IIUKJIE BCE JOUePHUE 00BEKTHI
BBIOPAHHOTO 0ObEKTA ISt UX 06PabOTKY MJTH BbI30Ba UX (hyHKINN. JaBaii-
Te cHAvYasIa MOCMOTPUM, KaK YCTAHOBUTH OTHOIIEHNE POAUTETb-TIOTOMOK
MeskLy obbektamu. B cirenytomem npuMepe (JucTHHT 3.9) 1eMOHCTPUPY-
eTcst, KaK TPUCOEAUHUTD OJUH 0OBEKT K APYTOMY B KAUeCTBE JJOUEPHETO
€ TOMOIIBI0 KoMTOHeHTa Transform.

Jnctunr 3.9. MNpucoeanHeHne o6bekTa

using UnityEngine;
using System.Collections;

public class Parenter : MonoBehaviour

{
// Ccpulka Ha LOOYEPHUM OOBEKT
private GameObject Child;
// Ccrulka Ha POIOUTEJNILCKUI OOBEKT
private GameObject Parent;

// DTOT METOX BEIIOJHAET MHULMUAIUBALNIO

void Start ()

{
// TOJydYnTH CCHUIKM Ha POINUTEJbCKUM ¥ INOUEPHMIA OOBEKTH
Child = GameObject.Find("Child");
Parent = GameObject.Find("Parent");

// YCTAaHOBUTH CBA3b MEXIy HUMU
Child.transform.parent = Parent.transform;

Tenepp OCMOTPUM, KakK IepedpaTh B LUKJIE BCe HOYepHHE OOBEKTHI
BBIOPAHHOTO POAUTENLCKOr0 00beKkTa. ClenaTh 9T0 MOKHO C IOMOIIBIO
TOrO ke KoMIroHenTa Transform, Kak moxasano B mctunre 3.10.

Juctuhr 3.10. O6xoa Ao4EepPHNX OOBEKTOB
using UnityEngine;
using System.Collections;

public class CycleChildren : MonoBehaviour

{
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// DTOT METOI BHIIOJHAET VHULUMUAIAZALNO
void Start ()
{
// OBoiTy BCe mouepHMe OBBEKTEH
for (int i=0; i<transform.childCount; i++)

{
// BEIBECTM MMS TOTOMKA B KOHCOJb
Debug.log (transform.GetChild (i) .name);

Wrposoin mup, sBpemsi 1 obHoBAeHWe

Criena B Unity — 9T0 KOJUIEKIINS UTPOBBIX OGBEKTOB B OJTHOM TPEXMEPHOM
IIPOCTPAHCTBE, a TAKKE BO BpeMeHN. Kakast urpa Hy»K/IaeTcs B Ompesie-
JIEHVW €JIMHOTO TIOHSATHS BPEMEHHU JIJIST CHHXPOHU3AI[MK aHUMAIUU 1 00-
HOBJICHU, TOTOMY YTO aHUMAITUS — 9TO MI3MEHEHWE C TEYeHUEM BPEMEHM.
B Unity mst paboThi co BpeMeHeM TIpUMeHsieTcs Kiace Tine. YMenune pa-
6OTaTh ¢ HTUM KJIACCOM OUEHD BAYKHO 7T CO3AHVISI TTPEICKA3YEMBIX U TT0-
CJle/IOBATEbHBIX J[BUKeHN B urpax. [logpo6Hee Mbl 00CYIUM 3Ty TEMY
YyTb HIKE.

Kaxzmas urpa nMeeT CBOIO 4acTOTY CMEHBI KaJ[pOB, KOTOpasl M3Mepsi-
ercs B Kaapax B cekynay (Frames Per Second, cokpamenno FPS). Ysu-
7IeTh 3HAUEHHE 3TOTO TTOKa3aTesist MOKHO B maHesn Stats (Cratncetuxn),
Bo Bruasike Game (Mrpa). Hactora KaJpoB OlpeiesieT, CKOJIbKO pa3
B cexynay Unity MoXkeT BBIIOJHUTb KOJ UIPDIL, IIpeJHa3HAYeHHbIN /111
BBIBOZIA M300paKeHnit ¢ Kamep Ha okpare. Kakzas takast ureparust Ha-
3biBaetcst kaapoM (frame). Hacrora KajipoB MOXKET PE3KO MEHSITHCSI C Te-
YeHNeM BPeMeHNU W Ha Pa3HbIX KOMITbioTepax. OHa 3aBUCUT OT MOTIHOCTH
KOMIIBIOTEpA, HAJIMYMS JIPYTUX TIPOIECCOB, CJIOKHOCTHU CIIEHBI IS TEKY-
1Iero Kajpa u Apyrux HakTopoB. ITO 3HAUUT, UTO HUKOI/IA HEJIb3s 110JIa-
raThCs Ha HEM3MEHHOCTH YaCTOTBI KQJIPOB BO BpEMEHU HA OJIHOM 1 TOM K€
KOMTIBIOTEPE, a TeM HGoJtee TIPH cMeHe KoMITbioTepa. Barsaure Ha prc. 3.6.

Jlnst pabote ¢ Kagpamu B Unity mpeaycMOTpeHbI TPH BUjia COOBITHIA,
KOTOpPbIe MOTYT ObITh Pealn30BaHbl B JI060M Kiacce MonoBehaviour st
BBITTOJTHEHUST HEMIPEPBIBHOTO OOHOBJICHNUS ¢ TeueHeM BpeMeHu. C aTumu
cobprtusimu — Update, FixedUpdate u LateUpdate — MbI yJKe 3HAKOMBI, Te-
mepb PaCCMOTPHM UX GoJtee MOAPOOHO ¥ TIPEAMETHO:

O Update: cobbitie Update BBI3BIBAETCS 00U Pas JUIS KaKIOTO Kajl-

pa B KaXK/JOM aKTMBHOM KOMIIOHEHTE KasKJIOI'O aKTHMBHOI'O UIPO-
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€ Game -
ize on Play | Stats | Gizmos

1.5 FPS {14.0ms}

Puc. 3.6. HYacTtoTa kaapoB BaxHa
[J19 CO3aHNSA OCHOBAHHbIX HA BDEMEHU AENCTBUIM 1 aHUMaLUi

Boro obGbekra. Eciu OOBEKT BBIKIIOUEH C IIOMOIIBIO METOAA
MonoBehaviour.SetActive, cobbiTne Update He GymeT BLI3BIBATHCS
11 9TOTO 00BEKTa, IOKa OH He OyeT akTHBHpOBaH. IIpore To-
Bops, coObiTre Update HamboJjiee TOYHO COOTBETCTBYET MOHSITHIO
kazpa B Unity u mpuMeHseTcs /s BBITIOJHEHUS TTOBTOPSIONINX-
ca medcTBUil min BbizoBa (DYHKIMU OOHOBJIEHMS WM HabJoze-
HUSI, HATIPUMED, 3a COOBITHSMU BBOJA: HAKATUSMU KJIABUIIL WJIK
merykaMu Mbiibio. O6patuTe BHUMaHUE, 4TO B IIpeleax Kaapa
ouepesHoCTh 00paboTKN coObITHIT Update B pasHBIX KOMIIOHEHTAX
He orpeieieHa, TO eCTh HeJIb3sl YTBEPKIAaTh, 4To (hyHKIMs Update
obbekTa X Oyzer Bbi3BaHa paHblie, ueM GyHKius Update oObekTa
Y, ui Hao6opoT.

O TFixedUpdate: 910 cOOBITHE He IPUBA3AHO K KaAPaM U MOKET BbI3bI-
BaThCST HECKOJBKO pa3 B Kajipe. OIHAKO, OHO BBI3BIBAETCS PETYJISIP-
HO U HOpPMUPOBAHHO, Yepe3 (hUKCUPOBAHHbIE MHTEPBAJIBI BDEMEHU.
Yaite Bcero cobbiTue FixedUpdate MCIIONb3yeTCs MJIST OMYJIALUK
(busMUeCKNX XapaKTEPUCTUK 00BEKTOB. Ecin, K TIpUMepy, HYKHO
0OHOBJISATH CKOPOCTD MJIM CBOMCTBA KOMITOHeHTa Rigidbody ¢ Teue-
HIEeM BpeMeHH, cobbiTre FixedUpdate mOMOUAET ISt 9TOTO JIydllle,
yeMm Update.

@] LateUpdate: ato COOBITHE BBI3BIBACTCS B KKIOM KaJpe, Kak U COo-
6eitrie Update. C Toii mumb pasuuiieid, uto LateUpdate Bcerna Bbi-
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3bIBaeTcs nocje coobiTuii Update u FixedUpdate. Dto 3HaumT, 4To
P BBI30Be cOObITHS LateUpdate MOKHO OBITH YBEPEHHBIM, UTO CO-
Obitust Update u FixedUpdate yske GbLIN BHI3BAHBI JJIsI BCEX OOBEKTOB
B TEKyIIeM Kajipe. ITo jesaet Latelpdate yoOHBIM MECTOM JIJIst 13-
MEHEHUSI TTOJIOKEHIS KaMePbl, 0COOEHHO B UTPaX OT TPETHETO JINIIA,
TaK KaK TapaHTUPYETCsI, YTO MOJIOKEHIME KaMePbl Beeria OyIeT co-
BIA/JIATh C MOCJIEHUM TIOJIOKEHHEM 00hEKTa B TEKYIIIEM Kajpe.
Hioancel ncnosbsosanns coObituii Update, FixedUpdate m LateUpdate
B COYCTAHMUU C MOHATUAMU BPEMEHU M YaCTOTBI KaJPOB OKa3bIBAIOT 3Ha-
YUTEJIbHOE BIUSHUE HA MTPOTPAMMHUPOBAHUE JIBUKEHUI B UTpax. B vact-
HOCTH, CYIIECTBYIOT /IBa OCHOBHBIX HAIIPABJIAIONMUX MIPUHITUATA, PacCMa-
TPUBAEMBIX B CJICIYIONIUX [[BYX ITOJ[pa3/ieiax.

MpaBuno N2 1 — BaXHOCTb COObITUII OOHOBNEHUS
KaapoB

Kaapbl I0/KHBI CMEHSATHCS MHOTO Pa3 B CEKYH/Ly, MHa4ye urpa Oyjer 3a-
MEJUISTBCS U IEPraThest. B KaKioM Kajipe [1st KaskI0ro ak THBHOTO 9K3€eM-
mispa Kaacca MonoBehaviour ofnH pas BbIsbiBaeTcst coObiThe Update. D10
3HAYUT, YTO CJIOKHOCTb PACYeTOB (U MPOU3BOAUTENBHOCTD) B KAXKIOM
KaJ[pe B 3HAYUTEILHONU Mepe 3aBUCUT OT MPOMCXO/AIIEr0 BHYTPU COObI-
Tuii Update. Bosbimuii 06beM Bo3aMoskHOCTEl TpebyeT GoJibiiie BpeMeH! Ha
06paboTKy ¥ yBEJMYUBAET HAPY3KY Ha IPOIECCOP WK Ha rpadhuyecKuit
comporieccop. B 60bHnX ciieHax, ¢ MHOKECTBOM 00bEKTOB U KOMIIOHEH-
TOB, OGHOBJIEHHE KAJIPOB JIEFKO MOKET BBIATH U3-110J] KOHTPOJIS, €CJIH HE
1103260 THTHCS O CHUKEHU M HArpy3KK Ha coObITHst Update, TIIATEIBHO IL1a-
HUPYsT UX KO/ BakHO parmoHaibHo OTHOCHTHCA K Update u o0bIM py-
TUM PETYJISIPHBIM BBI3BIBAEMBIM COOBITHSM, CBI3AHHBIM ¢ Kagpamu. I1po-
11le TOBOPsI, OHM JOJIKHBI COAEPIKATH TOJBKO CaMblil HEOOXOMMMBbINA KO/,
HAIPUMeP JIJIs YTEHHsI BBOJIA MTPOKA UJIN HAOJIOIEHNUS 3a IePEMETIeHUEM
Kypcopa. Cepbe3Ho yMEHBIITUTh HATPY3Ky Ha (yHKImu Update BaM MoMo-
xKeT cobprTnitnoe nporpammuposanre. CoObITUHHOE MPOrPAMMUPOBAHIE
1 cucteMa coObITHIT OYLyT PACCMOTPEHBI B CIIE/IyOIIEH TIaBe.

MpaBsuno Ne 2 — pBuXEHME AONKHO OCHOBbIBATbCS

Ha BpPpeMeHuU

Tak Kak HeJIb3s rapaHTUPOBATH HEM3MEHHOCTD YaCTOThI KapoB (oHa Oy-
IeT K0J1ebaThCsl ¢ TEUEHUEM BPEMEHU U OTJIHYATHCST HA PA3HBIX KOMIIBIO-

Tean), HYXHO T1UCaTb KO/ /IJIs1 peajin3ainm JBUKEHUI U UI3MEHEHU I TakK,
4YTOOBI BHE 3aBUCUMOCTH OT YaCTOTDI Ka/IpOB OHU BBITJIALEJIN OJMHAKOBO
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y BCEX MTPOKOB. PaccMOTpuM MPOCTOii ciydail paBHOMEPHOTO Iepeme-
eHust 00bekTa Kyomdaeckoil ¢opmbr. OuH U3 c1iocoO0B (He CaMblil JIyd-
mMit) peasnsanuy Takoro IBUKEHUS pUBeaeH B auctunre 3.11.

Jinctunr 3.11. Peanusaums (He camas nyyiiasi) paBHOMEPHOrO
nepemMeLlleHns obbekTa
using UnityEngine;
using System.Collections;
public class Mover : MonoBehaviour
{
// PaccToguue nepeMeleHnda obrekTa B KaxIoM Kalpe
public float AmountToMove = 1.0f;
// BhI3BIBaeTCS NpM OTOOPaXeHMM KaxIOTO Kampa
void Update ()
{

// TepemecTurb KyO BIOJb OCU X
transform.localPosition += new Vector3 (AmountToMove,0,0);

ITOT KoJI paboTaeT 1 B KaKIOM KaJ[pe epeMeriaet o6bekT, K KOTOPOMY
OH TIPUKPEILJIEH, Ha PACCTOSHUE, ONpeiesisieMoe 3HaUeHUeM TTepeMeHHOT
AmountToMove. IIpobiemMa — B €ro 3aBUCUMOCTH OT YaCTOTHI KaipoB. Tak kak
4acTOTa KAJPOB MEHSAETCS W OTJINYAETCS /I PA3HBIX KOMITBIOTEPOB, KasK-
B TOTE30BATENb OY/IET BUIETh PA3HYIO KapTUHY, B HAIIEM CITy4ae aTO
ABUKeHNe Kyba ¢ PA3HBIMU CKOPOCTSIMU. JTO IJI0XO0, TIOTOMY YTO HeJIb-
351 TIpe/IcKa3aTh, Kak urpa GyaeT paboTath y KOHKPETHOTO MOTb30BATES.
Yro6bl UCTIPABUTD ATO, HYXKHO CBA3ATH JBUXKEHUE CO BPEMEHEM, a HE CO
CMEHOU KaapoB. HacToTa Ka[poB MEHSETCS, HO XO/I BpeMEHU TTOCTOSTHEH,
OJlHA CEKYH/Ia — BCET/la O/IHA CeKyHIa. UTOOB TOGUTHCS HY;KHOTO PE3YJTh-
TaTa, UCIoJIb3yeM IepeMeHHy10 DeltaTime, koTopas sBJseTCsl CBOHCTBOM
knacca Time. PacemotpuM caenytomuii mpumep B inctuare 3.12. 10 1c-
rpaBJieHHas Bepcus mpuMepa u3 auctunra 3.11.

JnctuHr 3.12. UcnpaBneHHas peannaaums pPaBHOMEPHOro nepemMeLLeHns
obbekTa
using UnityEngine;
using System.Collections;
public class Mover : MonoBehaviour
{
// CKOpOCTb NepeMemeHns
public float Speed = 1.0f;

// Bb3BIBaeTCsS MpyY OTOOPAaxeHMy KaxOoTo KaIpa
void Update ()
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// TlepemecTuTb Ky© B COOTBETCTBUM C 3aIaHHOM CKOPOCTBI
transform.localPosition +=
transform. forward * Speed * Time.deltaTime;

IIepemennast DeltaTime XpaHUT BellleCTBEHHOE YHCJIO, BbIpaskaloliee
BpeMs B CEKyH/IaX, ITPOIIe/Iee ¢ MOMEHTA MPEeAbIIYIEero Bbi3oBa QyHK-
nun Update. 3nauenue 0.5, HapUMep, 03HAYAET, YTO C MOMEHTA CMEHbI
Ka/lpoB IIpoULIO IosiceKyHabl U T. A. Iloatomy mnepemennyio DeltaTime
MO’KHO HMCIIOJIb30BaTh KaK MHOYKUTE/Ib. YMHOKAsd 3HaYeHle CKOPOCTH Ha
3HavyeHue nepeMeHHoi DeltaTime B Ka/10M Kajipe, MbI ITOJIYYUM PacCTOsI-
HUE TIePeMENIeHNs U1 0OBEKTA, TAK KaK PACCMOSANUE = CKOPOCTIb X BPEMSL.
To ectb, nepemennas DeltaTime obecrieunBaeT HE3aBUCUMOCTD JIBUKCHIST
06BeKTa OT YaCTOTEI KAJIPOB.

HeyHun4TO)Xaemble obveKkThl

ITo ymomuanuio Unity paccMarpuBaeTr Kaxablii 00bEKT, KaK CYIIECTBY-
IOIIMI B IIPOCTPAHCTBE M BPEMEHM TOJbKO OJJHOM aKTUBHOMN CIICHDL
Pasnuita Mekay clieHaMu 11000Ha pasHUIlEe MEXKIY OTHEJbHBIME BCe-
sennbiMu. Kak cieicTBie, 00beKThl HE MOTYT CYIIECTBOBATh BHE CI[EHBI,
KOTOPOI OHM MPUHAJJIEKAT, TO €CTh OHM YHUYTOXKAIOTCS ITPU CMCHE aK-
TUBHOI ciieHbl. Kak mpaBuiio, 9T0 UMEHHO TO, YTO HY’KHO, IOTOMY 4TO
CIIEHBI OOBIYHO COBEPIIEHHO HE3aBUCUMBI M JIOJUKHBI OBITH OT/EICHBI
apyr ot apyra. Tem He MeHee, a’ke B 9TOM CJIydae eCTh 00bEKTHI, KOTO-
pble He JIOJIKHBI YHUUTOKAThCs. IIpuMepamMmu 0ObeKTOB, KOTOPbIE 00IC-
HbL NEPEeHOCUMBCS U3 CUEHDL 8 Cljety, MOTYT CJIY’KUTh: TIEPCOHAXK UTPOKA,
cucrema mojicyera GaJIoB WK Kjaace GameManager. DTo, KaK MPaBHIIO,
06BEKTHI BBICIIETO MOPSI/IKA, CYIIECTBOBAHUE KOTOPBIX HE J0JIKHO Orpa-
HUYUBATHCA OJJHON KOHKPETHOM CIIeHO — OHU JI0JIKHBI IPUCYTCTBOBATD
B HECKOJIBKUX CIleHax. Bompoc coxpanenust 06bhekTa TIpr CMEHE CIIEHbI
JIETKO paspentuM ¢ moMonibio ¢pynkimnu DontDestroyOnLoad, HO TpUMeHe-
HUe 9TOH (HYHKIUU TpUHECET ¢ cOOOH BaKHbIE TTOCJAEICTBUS, HA KOTO-
PBIX HY/KHO OCTaHOBUTBHCS TTOAPOOHO. B3TJIsTHUTE HA CJEAYIONIUN TTPH-
Mep B auctunre 3.13.

Nnctunr 3.13. HeyHnuTOXaeMble 06bEKTbI

using UnityEngine;
using System.Collections;
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// dToT OOBEKT OymeT nepeMeulaThCs MexAy ClLeHaMmyu
public class PersistentObj : MonoBehaviour

{

// DTOT METON BEIIOJHAET MHULMUAIUBALINIO
void Start ()
{

// CnenaTb OOBEKT HEYHMUTOXAEMBM
DontDestroyOnLoad (gameObject) ;

ITepexo; 0ObEKTOB M3 CIIEHBI B CLIEHY HEOOXOAUM, HO Nymeulecmsyio-
wue obvexmol 6epyT ¢ cobOi Garask, KOTOPBIU MyTEIIECTBYET 110 CIIeHAM
BMeCTe ¢ HUMHU. ITO 3HAUUT, YTO TaKKe He OyAyT YHUUTOKATHCS BCE J10-
yepHue 00bEKThI IEPEHOCHMOT0 00bEKTa 1 JII0ObIe PECYPChI, KOTOPbIE OH
MCIOJIb3YeT, HAI[PUMEP MELIN, TEKCTYPbI, 3BYKHU U IIpodee. ITO He ABJISeT-
cs1 1pobJIeMoii camo 110 cebe, HO BaskHO, YTOObI Bbl 3Ha 1 00 9TOM. I10 aT0i
[IpUYMHE MHOTME HEeYHUYTOKaeMble OOBEKTBI CO3JAI0TCS MaKCUMAJIbHO
JIETKOBECHBIMU, TO €CTb U3 I1yCThIX UTPOBBIX 00HEKTOB, 6€3 J0YePHUX 0Ob-
€KTOB, TOJIbKO C CaMbIMM OCHOBHBIMU KOMIIOHEHTAMU, HEOOXOIAUMbBIMU
JUI UX (PYHKIMOHUPOBAHUSL. JTO rapaHTUPYET, UTO TOJbKO CaMble BaiK-
HbI€ JJAHHbIE OY/IYT [IePeHeCeHbl B IPYIUe CIIEHBL.

A CmeHa cueH. [1na cMeHbl akTUBHOW cueHbl B Unity ncnonbdyetca dyHKumns
Application.LoadLevel. CyliecTBYIOT HECKOILKO PA3HOBUAHOCTEN 3TOMN (yHK-
umm: LoadLevelAsync, LoadLevelAdditive m LoadLevelAdditiveAsync. Bonee

noApoOHY0 MHDOPMaLMIO 0 DYHKUMSAX 3arpy3ku CLLEH MOXHO HaliTK No agpecy
http://docs.unity3d.com/ScriptReference/Application.html.

Kak MbI BU/IeJIU BBIIIIE, [JIsI 3aIIUTHI 00bEKTA OT PA3PYIIEHUS TIPH CMe-
He CIleH, BbI3biBaeTcst ero hyHkiwms DontDestroyOnLoad. Ho mpu aTom nHo-
rjia Bo3HMKaeT mpobsemMa aybaupoBanust 00beKTOB. B yacTHOCTH, ecim
03/[Hee MPOM30UIET BO3BPAT K MCXOIHOM CIIeHE, Tie OBLIT CO3/[aH HEYHUY-
TOKAEMBbIil 00BEKT, CIIeHaPUIl CO3ACT €ro KON, TO €CTh B CI[eHe OYyT
[IPUCYTCTBOBATh HEYHUUTOKEHHBIN OPUTHHAIBHBINA OOBEKT, TIPHUIITEIITHNA
W3 TIPebIAYIIell CIleHbl, 1 HOBbIN, BHOBb CO3/IaHHBIN JJIs1 3aTPYysKEHHON
cienbl. [Tpuuem sTa mpobiaeMa OyaeT yeyryOJsThest ¢ KasKIbIM BO3Bpa-
TOM K CII€He, TaK KaK KasKABIH pa3 Oy/eT co3MaBaThCsT HOBasT KOS 00b-
exta. Takoe mybGaMpoBanie, Kak MPaBUJIO, BOBCE HE TO, UTO BaM HY’KHO.
OOGBIYHO HYIKEH TOJIBKO OINH 9K3EMILISIP 00BEKTa: OJ[IH UTPOK, OJIIH JIHC-
feTvYep Urphbl WK 0HO Tabsio ¢ GasiamMu. YToObl 10OUTHCS HTOTO, HY/KHO
co3/1aTh 0OBEKT-OANHOUKY, UM CHHTIITOH (singleton), kak omuceiBaeTcst
B CJIe/IyTOIIeM pasjierie.
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CWMHIATOHbI U CTaTU4YeckKne nepemMeHHble

ITpaBuiia co3MaHust 9K3EMILISIPOB HEKOTOPBIX KJIACCOB MOTYT TIPHHITU-
MUAJTBHO OTJIUYATHCS OT TPABUJ CO3/[AHUST HK3EMILISIPOB JIPYTUX KJIac-
COB. BOJIBIMHCTBO KJIACCOB TIPEACTABIAIOT COO0H MabIoHbl ¢ HabopaMu
CBOICTB 1 METO/IOB, KOTOPBIE MOTYT OBITH MHOTOKPATHO BOCCO3/IAHBI B CIle-
He B BHUJIE UTPOBBIX 00HEKTOB. Kitace BpaKecKoro mepcoHaxa MOKHO HC-
MOJIB30BATD JIJIST CO3/IAHIST MHOKECTBA SK3EMILISIPOB IIPOTUBHUKA, 2 KJIACC
AIEKTPUIECKON Oartapen — JIJIsl MHOXKeCTBa OODBEKTOB Oarapeil u T. [I.
Onnako HEKOTOPbIe KJIACCHI, TaKWe Kak GameManager, HighScoreManager,
AudioManager man SaveGameManager, JIOJIZKHBI CYIIIECTBOBATh B €JIMHCTBEH-
HOM 3K3eMIuIsApe. Takass 0cOOEHHOCTh OOBENHAET UX B €IMHYIO TPYIITLY.
ITpotite TOBOPSI, B KAJK/bIiT MOMEHT BPEMEHHU MOJKET CYIIECTBOBATH OJIUH
U TOJIBKO OJINH 9K3eMILISP TaKoro Kiacca. CylecTBOBaHUE HECKOJIBKUX
AK3EMIUISIPOB JTMOO GeceMBICJAEHHO, MO0 cenaer (HYHKIIMOHUPOBAHIE
00BEKTa HEBO3MOKHBIM WJIA BPEJAHBIM. DTU BUJIBI OOBEKTOB HA3BIBAIOT
cunraroHamu’'. CUHIJITOHBI 4aCTO SIBJSAIOTCS HEYHUYTOKAEMBIMU OOBEK-
TaMU, COXPAHSIONIMUCS TIPH CMEHE CII€H, XOTSI 9TO U He 00s13aTeNbHO.
EnuHcTBEHHAS CyIleCTBEHHAst 0COOEHHOCTh CUHTJTOHOB (YTO ¥ JI€JIaeT
UX CUHTJITOHAMHU, TO €CTh, OJMHOUYKAMH) — 9TO HEBO3MOMKHOCTDH OJIHO-
BPEMEHHOTO CYIIECTBOBaHMsI GoJiee OTHOTO aK3eMIuisipa. /laBaiite Terepnb
CO3/IajIM CHHTJITOH B BUJIe 9K3eMILIsIpa Kiacca GameManager.

ITpakTHUeCKN KasKjiast UTPA MMEET B CBOEM COCTABE WJIM IK3EMILIISIP
kjracca GameManager, WM 9K3eMILISIP KJacca GameController, kak mpa-
BIJIO, 3TO HEYHUUTOKaeMble CUHTJITOHBL Kiacc GameManager oTBedaer
B WUTPe 3a BCE BBICOKOYPOBHEBbIe (hyHKIMU. OH JOJKEH OTPEIENSITh,
MPUOCTAHOBJIEHA JIU UTPA, ObLIA JIN JOCTUTHYTA TT0Oe/1a M MMETh Ha/eK-
HBIN ¢rocob 3HATh, YTO TIPOUCXOAUT B UTPe B JOOOH MOMEHT Bpeme-
Hu. PaccMOTpUM THUIUYHBIN TPUMeEp peausaliuu Kjiacca GameManager
B iuctunre 3.14.

Jlnctunr 3.14. TunuyHbii NnpumMep peanusaummn knacca GameManager

using UnityEngine;
using System.Collections;

// Tpumep kjacca IMUCIeTYepa UIPE
public class GameManager : MonoBehaviour

// BeICUMI pes3yJbTAT

' Or anruL singleton — ogunouka. — IIpum. peo.
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public int HighScore = 0;

// Tlpy3HaK MNPMOCTAHOBKM MIPH
public bool IsPaused = false;

// TlpysHaK MOONEPXKM BBOLA I[OJIb30BATENS
public bool InputAllowed = true;

// DTOT METOX BHIIOJHSET MHULMAIN3ALYIO

void Start ()

{
// CnenaTb mucrneryepa MIPH HEYHUUTOXAEMEM
DontDestroyOnLoad (gameObject) ;

ITOT 00BEKT OYAET COXPAHATHCS IIPH CMEHE CIIEH, HO KaK CAEIATh €r0
(nu mo6oit Apyroi 06beKT) cuHraToHOM? OTBET Ha HTOT BOTIPOC JIEMOH-
crpupyert suctunr 3.15.

JNnctudr 3.15. CospgaHne cuHrnToHa

01 using UnityEngine;
02 using System.Collections;

04 // Tpumep Kjacca OuCleTYepa UIPH — CUHIJITOHA

05 public class GameManager : MonoBehaviour

06 {

07 [/ ===

08 // CeoiticTBo C# Ijid HOCTyNa K BK3EMIJIAPY CUHIUITOHA

09 // IOCTYNHO TOJILKO HJiS YTEHMS — MeTOX Set OTCyTCTByeT
10 public static GameManager Instance

11 {

12 // BEPHYTH CCEUIKY HA BSK3EMILIIP

13 get

14 {

15 return instance;

16 }

17 }

18

19 et ittt
20 private static GameManager instance = null;
21 [/ ==

22 // Brelcumit pesysbTaT

23 public int HighScore = 0;

24

25 // TpusBHaK MNPMOCTAHOBKM MIPH
26 public bool IsPaused = false;
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27

28 // TpusHaK NOOINEPXKM BBOIA I[OJIb30BATENS

29 public bool InputAllowed = true;

30 /)=

31 // DTOT METOX BHIIOJHSET MHULMAIN3ALYIO
32 void Awake ()

33 {

34 // TpoBEePUTH HalMuyMe SK3EMIILpa Kjacca

35 // ECIM NPUCYTCTBYET — YHUUTOXUTH TEKYUMIA SKIEMILIIIP
36 if (instance)

37 {

38 DestroyImmediate (gameObject) ;

39 return;

40 }

41

42 // CnenaTe aKTMBHEM M €IMHCTBEHHHM HNaHHEM SK3EMIUISIP
43 instance = this;

44

45 // CnenaTb mucrneryepa MIPH HEYHUUTOXAEMEM

46 DontDestroyOnLoad (gameObject) ;

47 }

48 it it

49 }

50 //====mmmmmm e

Hwuske mpuBoanTCst HECKOJIBKO KOMMEHTAPUEB K JTUCTUHTY 3.15.

O Crpokn 10—20: B ksacc Manager gobaBjieHa 3aKpbiTas lepeMeHHast
instance, oObsBIEHHAs KakK craTnyeckas (static). ITo osHauaer,
YTO TIepEMEHHAst COBMECTHO MCIMOJIB3YETCS BCEMU AK3EMIIISIPAMA
KJIACCA, a He SIBJISIETCST COOCTBEHHOCTBIO KAKIOTO OT/AETBHOTO 9K-
3eMILISIpa. JTO TIO3BOJISET MPU CO3IAHUN KaKI0TO HOBOTO 9K3€M-
MJIIipa ONpeNle;TUTh TMPUCYTCTBHUE CO3JIAHHOTO PaHee 9K3eMILISpa.
ITa mepeMeHHas cielaHa OOIIeI0CTYITHOM ¢ TIOMOTIBIO CBOWCTBA
Instance, IMEIOIIETO TOIBKO OJMH METOJI get, TO eCTh 3TO CBOMCTBO

TIpeAHa3HAY€HO JINIIb JJTAd YTEHUA.

O Crpoku 36—43: 31¢ech, B coObiTun Awake (BbI3bIBAETCS MIPU CO3/A-
HUW 00BEKTA), BBITIOTHSIETCS TIPOBEPKa MEPEMEHHON instance, uTo-
ObI OTIPEIEIUTD TPUCYTCTBUE B TEKYIIEN CIIEHE PaHee CO3MaHHOTO
9K3EMILISIPA Kjacca. Eciu Takoi 9K3eMILISpP CYIIECTBYET, TEKY-
MUH 00BEKT YAAISETCS, TOTOMY UTO JIOITYCKAETCST CYNIECTBOBAHUE
JIUTIIb OTHOTO HK3EMILISIPA ITOTO KJIACCa U OH yiKe cyliecTByet. Ta-
KM 06pa3oM, 00bEKT Kiacca GameManager OyeT COXPAHATHCS TIPH
CMEHe CIleH, U Beeria Oy/IeT CYIIECTBOBATh TOJBKO OJIH, TIEPBbIil

CO3MTAHHBIN IK3EMTILIISP.
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A CoG6biTna Awake u Start. Knacc GameManager B nuctuHre 3.15 ncnonb3yet
dyHkumio Awake BMecTo Start. PasHuua mexay dyHkumamm Start w Awake 3a-
K/IOYAETCSH B C/IEAYIOLLEM:
o dyHkuma Awake Bcerga Bbi3biBaeTcs nepep dyHkumen Start;
o dyHKUMa Awake Bcerga Bbi3biBaeTCs Npu co3gaHnm oobekTa. dyHkumsa Start
BbI3bIBAETCS B MEPBOM Kaape, rae UrpoBoi 0OBbEKT CTAHOBUTCS aKTUMBHbLIM.
Ecnn urpoBoii 06beKT HaYMHaET CLEHY B HEAKTMBHOM COCTOSIHUM, DYHKUNSA
Start He ByneT Bbi3BaHa, Noka 00bEKT He OyAeT akTUBUPOBaAH. 1151 akTUBHbIX
Mo yMon4yaHuio 06bekToB PyHKLMA Start BbI3bIBAETCSA NPY 3anycke CLEeHbI, NO-
cne oyHkunn Awake.
Ecnn notpebyeTcs KaLmMpoBaTh CCbISIKM HA KOMMOHEHTbI B JTOKaJIbHbIX MEPEMEH-
HbIX Kflacca, kKak, HarnpumMep, ceblika Ha KommnoHeHT Transform 6bna nomMelleHa
B nepemMenHyio ThisTransform, nyywe ncnonbaosars Ana aTOro cobbiTre Awake,
a He Start. Mpu obpaboTke cobbiTus Start npeanonaraeTcs, 4TO BCe NoKab-
Hbl€ CCbINIKN Ha 0OBEKTbI Y>Ke MNOArOTOBEHbI.

I1aBHOE TIPEMMYIIECTBO HaJUYKs IJI006aJbHOIO CTaTUYECKOIO CBOi-
crBa Instance B kyacce GameManager B TOM, 4TO OHO HEIIOCPEACTBEHHO [0~
CTYITHO B J11060M apyrom dailje ciienapust, 6e3 HeoOX0MMOCTHU UCIIOJIb-
30BaThb Kakue-1160 JOKalbHble nepeMeHHble WM CChLIKK Ha OOBEKTBI.
ITO 03HAYAET, YTO KAKIBIN KIacc 6y,z[eT UMETb HEMOCPEeICTBEHHBIN J10-
CTYII KO BCeM CBOMCTBaM 3K3eMILIgpa Kiacca GameManager v MCIHOJIb30-
BaTh (DYHKI[MOHAJ BBICOKOTO ypoBHs. Hanpumep, 4ToObl H3BMEHUTD CYET
UTPBI U3 JPYroro KJjacca, J0CTaTOYHO HCIIOJAb30BaThb KOJ U3 JIMCTUH-
ra 3.16.

Jlnctunr 3.16. MpocToTa Cnosib30BaHUsA CTaTUYECKOro CBOMCTBA Klacca

using UnityEngine;
using System.Collections;

public class ScoreSetter : MonoBehaviour

{

// DTOT METOX BHIIOJHSET MHULMATMBALNIO
void Start ()
{
// V3MenuTb cuer B GameManager
GameManager.Instance.HighScore = 100;

O Bonee noapobHyio MHDOPMALMIO O CUHITITOHAX MOXHO HaliTu no agpecy http://
unitypatterns.com/singletons/.
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NTorn

B a10ii riiase 61 PACCMOTPEHBI UTPOBBIE OOBEKTHI, CIIEHbBI, KOMITOHEH-
TBI U UX COBMECTHOE MCITOJIb30BaHKE. DT BOMPOCHI, HA MEPBBIM B3TJIA/,
MOTYT TOKA3aThCsl TIPOCTBIMU, HO WX TIOHUMAaHKUE U CIIOCOGHOCTH UX UC-
MOJIb30BAHMUS JIJIs1 YTIPABJICHNST OOBEKTaMK COBEPITEHHO HEOOXOANMO JIJIst
paspaborku urp B Unity. B uacTHOCTH, MBI PACCMOTPEJIN UTPOBON 0OBEKT,
KaK HabOp KOMIIOHEHTOB, B3aUMOJIEHCTBYIONINX [IJIsI CO3[[AHUST €[HHOTO
noBeienust. [loguepkuynin 0cobyio 3HAYUMOCTH KOMITOHeHTa Transform.
Mbpr takke paccmorpesu ciienbl. CiieHa mpejicTaBisieT cO00i eIMHCTBO
BPEMEHU U TIPOCTPAHCTBA, BHYTPU KOTOPOTO CYIIECTBYIOT UTPOBBIE 00b-
exThl. Kak mpaBuJio, CiieHa sIBJISIETCST U30JIMPOBAHHON CPEIOit, 0OBEKTHI
KOTOPOII He MOTYT CYIIeCTBOBAThH 3a ee Tpezesamu. Kpome Toro, Kax-
Jlasi CIIeHA BBITIOJHSAETCS BO BPEMEHU, UTO JleTaeT BO3MOKHBIM U3MEHe-
HUs U aHUMAaIio. BpemMs MoxkeT ObITh U3MEPEHO ¢ TOMOIILIO CBOWCTBA
DeltaTime, KOTOPOE MCIOMB3YETCSA KaK MHOKUTEIb 1 TTIO3BOJISIET I0OUThHCSE
HE3aBUCUMOCTHU OT YaCTOThI Ka[poB. HakoHeIl, MbI HCCJIEI0BAN TTA0TOH
npoekTupoBauus «OauHOYKa» (CUHTJITOH), WCHOJB3YIONIMH cTaTnye-
CKHe TIepeMeHHbIE B ONPe/IeICHUN KIacca, JJIs KOTOPOTO MOKHO CO3/1aTh
TOJILKO OJIMH aKTUBHBIN 9K3eMILIAp. B ciemyioriell TyiaBe Mbl miepeiiieMm
K COOBITHITHOMY TIPOTPAMMUPOBAHMUIO.
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CobbiTnnHoe
nporpaMmmmnpoBaHue

Cobbitust Update st o6bekTOB MonoBehaviour KaskyTcst yHOOHBIM Me-
CTOM JIJISI BBITIOJTHEHUST OTIePAITIH, PETYJISIPHO TTOBTOPSIONINXCS B TeueHNe
JUIATEJIBHOTO TIePUO/Ia BPEMEHH, OXBATBIBAIOIIETO HECKOJBKO Ka/lpoB H,
BO3MOXKHO, HECKOJIbKO clieH. ITpu co3panum ycToiMunBOro NOBEAEHUS BO
BpeMeHH, HAIIPUMeP UCKYCCTBEHHOTO MHTEJIIEKTA JIJIE BPAaroB WJIN Herpe-
PBIBHOTO JIBUJKEHUSI, MOXKET [TOKA3aThCs, YTO IPAKTUYECKU HeT ajbTepHa-
TUBBI 3aN0JHeHNI0 (DyHKIMN Update MHOTOYMCJICHHBIME OrniepaTopamu if
u switch, cayskammmu /71l BeTBJIEHUS KO/la B Pa3HbIX HAIIPABJIECHUSX, B 3a-
BUCHMOCTH OT TOTO, YTO JIOJUKHBI CHAETaTh OOBEKTHI B TEKYI[HI MOMEHT
spemenn. Ho, eciin pacemarpusath coObiTre Update Kak MECTo o yMoJIa-
HUIO JIJIS1 Peaiu3aluy JIMTeIbHbIX AeHCTBUH, 9TO IIpUBE/eT K CePbe3HbIM
mpobJieMaM ¢ TIPOM3BOIUTENFHOCTBIO B KPYITHBIX U CJOKHBIX Urpax. [1pu
GoJree TIIy6OKOM aHAM3e HETPY/HO JOTAATHCS, TIOYEMY HTO UMEHHO TaK.
Kak mpaBujio, Urpa 3armojiHeHa Maccoi JeCTBUH, KOTOPbIE TTPOUCXO/ST
OJTHOBPEMEHHO U B OTHOM MECTe, M peajusalius uX BceX TOJIbKO C TIOMO-
uibio gynkiuil Update mpocto HeBo3MoskHa. PaccMoTpuM 11epcoHasku Bpa-
TOB B COCTOSHUH TTOKOSI, OHU JIOJIKHBI 3HATH, KOT/Ia UTPOK BXOJIUT B 30HY UX
IPAMON BUIMMOCTH M BBIXOJUT U3 Hee, KOT/la YPOBEHb UX 3/10POBbSI CJIHII-
KOM HU30K, KOT/Ia 3aKAHYMBAIOTCST GOETTPUTIACDHI, KOT/IA OHM HAXOMSITCS HA
OIACHOI MECTHOCTH, KOT/Ia OHU [IOJIy4YalOT IIOBPEXKIECHUS, KOT/IA IBUKYTCS
TJTH CTOSIT Ha MECTe T MHOTOE IpyToe. IIpu pasMBITIITEH U 00 9TOM CITEKTPE
COCTOSTHUIT KasKeTCs1, YTO BCe OHUM TPEGYIOT TIOCTOSTHHOTO ¥ HEMPEPBIBHOTO
OTCJIEKIBAHNS, TTOTOMY YTO BPATH BCET/IA MOJKHBI OBITH TOTOBLI MTHOBEH-
HO OTpPearupoBaTh Ha W3MEHEHWs, BBI3BAHHbBIC [ECHCTBUSAMU WTPOKA. ITO
U eCTb IJIaBHas [PUYMHA, TouyeMy dyHKIus Update BBIMJISIUT CaMbIM T10/1-
XOJISITITAIM MECTOM B TaKOW CUTYaINH, HO €CTh U JIydlliee pellieHue, a itMeHHO
cobbITUiTHOE (M COOBITHITHO-OPUEHTHPOBAHHOE) MPOrpaMMUpPOBaHuE',

U https://ru.wikipedia.org/wiki/Co6bITHiIHO-OpHEHTHUPOBAHHOE TPOTPAMMU-
posanue. — Ipum. peo.
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BsriisiHyB Ha UTPY ¢ TOYKHU 3PEHUST COOBITHI, BB CMOYKETE 3HAUUTEIHHO
VBEJIMYUTH €€ TPOU3BOANUTEIBHOCTh, JTa TJaBa TOCBSIIEHA COOBITHSIM
7 YTIPABJIEHUIO NTPOH € X MOMOIIIBIO.

CobbiTng

WrpoBbie MUPBI PEACTABISAIOT COOON TOMTHOCTBIO JETEPMUHUPOBAHHBIE
cucrembl. B Unity ciiena mpejcrasisier o6iiee IeKapToOBO TPEXMEPHOE
MPOCTPAHCTBO U BPeMsl, BHYTPU KOTOPBIX CYIIECTBYET KOHEUHBIH HaGOP
UTPOBBIX 06BEKTOB. COOBITHS B 9TOM MPOCTPAHCTBE TIPOUCXOJIAT, TOJb-
KO KOT/[a JIOTHKA UTPbI U KOJ[ MO3BOJISTIOT 3T0. Harpumep, 00beKThl MOTYT
JIBUTATHCS, TOJBKO KOTJIA HEKOTOPBIN KO/l YIIPABJSeT UX TepeMeleHmsI-
MU, WJIU TIPU BBITIOJIHEHUH OTIPE/ICJICHHBIX YCJIOBUMN, TAKUX KaK HasKaThe
KJIABWIIK HA KJIaBUAType. 3aMETHM, 4TO TTOBejieHIe 0OBEKTOB He SIBJISI-
eTCs CJIYYAHBIM, OHO BCET/IAa YeM-TO OOYCJIOBJICHO: OOBEKTHI JIBUKYTCS,
TOJIKO KOT/[a TTPOUCXOJAT COOBITHS BBOJA C KJIABUATYPBI. 3/eCh yCTa-
HOBJIEHA BayKHAS CBS3b MEXKY I€HCTBUAMMU, O/THO IEHCTBUE BJICUET 3a CO-
GOl pyroe. DTH CBSI3M W HA3BIBAIOTCS COOBITUAMM; KAJK/AsA €IMHUYHAST
CBsI3Ka Tpe/IcTaBisierT ofHo cobbitre. COOBITUSI HE aKTUBHbBI, OHU Tac-
CHBHBI; TIPEICTABJSIOT COO0I MOMEHTBI BO3MOKHOCTH JIEHCTBUH, HO He
neficTBYSE caMu 110 cebe, HampuMep HaxKaThe KJIABUIIN, IEJUOK MBIIIbIO,
0OBEKT BOIIIEJ BHYTPD KOJUTAN/IEpa, UTPOK TIOIBEPTCST HATIAJECHWIO U T. JI.
Bee atu cobbiTrs He COOBIMIAIOT MPOrpaMMe, U4TO OHA JIOJKHA CJIeIaTh,
a TOJILKO YBEJIOMIISIOT 0 ipousotieaieM. CoObITHIHOE TTPOTpaMMHIPOBa-
HIE HAUMHAECTCS ¢ TIPU3HAHKS 32 COOBITUSMU POJIM BCEOOIErO MOHATHS,
U PACCMOTPEHMUST TTOUTH KAJKAOTO OOCTOSATENBCTBA B UTPE KaK IK3EMILISIPa
COOBITHS, TO €CTh KaK COOBITHUS BO BpeMeHU. He Kak TOHATUS COOBITHS
BOOOIIIE, & KaK KOHKPETHOTO COOBITHS, TIPOMCXOASAIIETO B OTPEIe/eH-
HBIIT MOMEHT BpeMmeHu. [Ipu TakoM Toaxo/e K COOBITUSAM BCe JACHCTBYS
B UTPE MOKHO PACCMATPUBATD KaK IMPsSIMbIe OTKJIMKU Ha TTPOUCXOSAIINE
cobbITust. B wacTHOCTH, COOBITHS CBSA3aHBI C OTKIMKAMK; COOBITHE MTPO-
MCXO/IUT M BBI3bIBaeT OTKJIMK (peakiinio). Kpome Toro, peakius MoKeT
MOWTH Jajibllie U, B CBOIO OYEPE/b, CTaTh COOBITUEM, KOTOPOE 3amyCTUT
cJIe/lyIole OTKJIUKU U T. 1. JIpyrumu cjioBaMu, UTPOBOM MUP SIBJISAETCS
HOJIHOM 1 MHTErPUPOBAHHOI CUCTEMOI COOBITUI U OTKIMKOB Ha HuX. [To-
cJie TOTO Kak OOIINI TTOIX0]L OITPE/IesieH, BOSHUKAET BOIPOC, KAK 3TO MO-
JKET TIOMOYb YJIYUIIUTD TPOU3BOAUTENBLHOCTD, 10 CPABHEHUIO C ITPOCTBIM
npuMeHenueM dyHkimu Update, 11 BBITTOJTHEHNUS U3MEHEHUH B KaXKI0M
kajgpe. OTBeT 3aKi0oUaeTcss B TOWCKE CMOCOGOB YMEHBIIUTH YacTOTY
BO3HUKHOBEHUST COOBITUI. DTa CTPATETHSI MOKET TIOKA3AThCST ChIPOiL, HO
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B Heil 3akJo4eHa cyTb MeToa. [l WIocTpalu pacCMOTPUM 1IpUMep
pearn3annm cTpensObl BPAXKECKOTO MePCOHAkKa B ITPOKA BO BPEMsT GO

B npornecce urpol Bpar JoJKeH OTCJIEKUBATh MHOKECTBO II0Ka3aTesIeil.
Bo-1miepBbIx, CBOE 3/10pOBBE, TIOTOMY YTO KOT/IA €70 YPOBEHb CUITHHO TIOHMKA-
eTcsl, eMy Hy KHO 3aHATbCA IIOMCKOM allTeuKH /IS €ro BoccTaHoBeHus. Bo-
BTOPBIX, TATPOHBI, TOTOMY YTO KOT/Ia OHWM 3aKaHUYNBAIOTCS, €My TaKKe HYy K-
HO Oy/IeT 3aHATHCS WX TOMCKOM U, KPOME TOTO, Oepedh TMAaTPOHBI, CTPEISIST
B MTPOKA, TOIHKO KOT/IA OH OKa3bIBAETCS B 0OIACTH TIPSIMOTT BUIUMOCTH. BOT
TaK, TIPOCTO PA3MBITIIIISIsE 00 HTOH TTPOGIIEME, MBI YKe HAMETHIIN HEKOTOPHIE
CBSI3U MEKITY JEHCTBUSMHU, KOTOPhIE MOKHO PACCMATPUBATDL KAk COOBITHSL.
Ho mipesknie uem pa3BuTh aTy TeMy, AaBaiiTe TOCMOTPUM, KaK PeaTn30BaTh
TaKoe TIOBeJIeHre ¢ ToMoIIbio (pyHKInu Update (cm. smcTHT 4.1). A 3aTem
06Cy MM, KaK COOBITHS CMOTYT TIOMOYb YITYUIINTD 9Ty PEATHIAITHIO.

JlnctuHr 4.1. YnpolueHHasa peannsaums ¢ noMoLpo dyHkumm Update

// Bui3BIBaeTCHA NPY OTOOPAXEHMM KAXIOTO KaIpa
void Update ()
{
// TIpOBEPUTH 3HOPOBBHE Bpara
// Your?
if (Health <= 0)
{
// CHMUTMPOBATH CMEPTH
Die();
return;
}
// YpoBeHb 3LOPOBbS CJMIKOM HUBKUI?
if (health <= 20)
{
// YpoBeHb HM3KMII, OTNPABMUTLCS HAa [OMCKM alTeuKy
RunAndFindHealthRestore () ;
return;
}
// TpOBEPUTH MNATPOHEL
// TIaTPOHEl KOHYMJIMCH?
if (Ammo <= 0)
{
// OTHpaBUTbLCHS Ha MOUCKM NATPOHOB
SearchMore () ;
return;
}
// 3BOpoBbe B IMOPSLKE, [ATPOHE €CTh.
// Virpoxk B moJsie 3peHusa? EciM ma — BHICTPENIUTH
if (HaveLineOfSight)
{
FireAtPlayer();
}
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B suctunre 4.1 npuBenena «tsokenast» (pynkius Update, HamoJsHeH-
Hasi MHOYKECTBOM TIPOBEPOK COCTOSTHUI M BBI3OBOB OTBETHBIX PEAKIINIA
B cymrocTy, dyHkims Update mbitaetest o6beIMHUTD B cebe 00paboTKy
COOBITHI U PeakI[iio Ha HUX, a 9TO U3JIUIITHE 3aTPAaTHO. ECJIU MpoCIenTh
CBSI3U JIJIsT HAOMIOIaeMBbIX TIOKasaTesiell (ITpoBepKa 3/[0POBbs U TIPOBEPKa
GOEIPUTIACOB), MOSKHO HANUTH Iy TH 3HAYUTEIBHOTO yryuliieHns koja. Ha-
pUMep, KOJMYECTBO OOCTTPUITACOB MBMEHSIETCST TOJBKO B JIBYX CJyUasiX:
KOTJIa OPY’KHE CTPeJIsieT U KOorja moabupaeTcst HOBbIN Goesamnac. TouHo
TaK Ke U 3[[0POBbE MEHSIETCST TOJIBKO B JIBYX CJIydYastX: KOT/[a Bpar yCIiel-
HO aTaKOBaH MTPOKOM M KOT/[a Bpar moaobpast anTeuky. B mepsom ciryuae
MTPOUCXONT YMEHBITIEHNE, BO BTOPOM — yBeJIMYCHHUE.

[TockosIbKY 3TO €IMHCTBEHHBIE MOMEHTBI, KOT/[a TIPOUCXOIUT U3MEHe-
HUE CBOHCTB (COOBITHS ), TOJIBKO B 3TH MOMEHTbI 3HAUEHMSI HTUX CBONCTB
U HY)KHO TIPpOBepsTh. Paccmorpum ciemytonuii npumep (JUCTUHT 4.2)
VIIPaBJIEHUS BPAKECKUM TIEPCOHAKEM, KOTOPBII colepsKuT cBotictBa C#
¥ 3HAUYNUTEJBHO YMEHbIMUBITYTOCs (hyHKImIo Update.

JInctuHr 4.2. YnyyueHHas peann3awms Ha OCHOBE COObITUIA

using UnityEngine;
using System.Collections;

public class EnemyObject : MonoBehaviour

{

// CoiicTBa C# OJIs BaKPHTHX [ePEMEHHBIX
public int Health
{
get{return health;}
set
{
// TpuBecTy ypoBeHb 3m0pPOBbsa B mmanaz3oH 0-100
_health = Mathf.Clamp (value, 0, 100);

// yéur?
if (_health <= 0)
{
OnDead () ;
return;

}

// TpoBEPUTH ypPOBEHbL 3I0POBbLA
// ¥ CTeHepUpOBaTb COBHTME MPM HEeOBXOOUMOCTU
if(_health <= 20)
{
OnHealthLow () ;
return;
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public int Ammo
{
get{return _ammo;}
set
{
// Tpuectn Goeszanac B muanazoH 0-50
_ammo = Mathf.Clamp (value,0,50);

// TpOBEPUTH OTCYTCTBME [IATPOHOB

if (_ammo <= 0)

{
// BHBBATbL COOHTME OIyCTOWEHUA Goesarnaca
OnAmmoExpired() ;
return;

// BHyTpeHHMe NIepeMeHHbBe ! YPOBEHb 3I0POBbHA M KOJMUUECTBO IAaTPOHOB
private int _health = 100;
private int _ammo = 50;

// BbI3BIBaeTCHA NPy OTOOPaXeHMM KaxIOTo Kaipa
void Update ()

// 9TO COOBITME BHI3EIBAETCS IPY HUBKOM YPOBHE 3IOPOBLS
void OnHealthLow ()
{

// Peanmmu30BaTh 3IeCh OTKJIMK HA COOHITUE

// 3TO COGHTME BEH3HBAETCsH, KOTIA Bpal mnorubaeT
void OnDead ()
{

// Peanmm30BaTh 3IeCh OTKJIMK HA COOHITUE

// 3TO CoOBHTMe BHBHBAETCH, KOTJa 3akKaHuMBaeTcHa 6oesanac
void OnAmmoExpired ()
{

// Peanmmu30BaTh 3IeCh OTKJIMK HA COOHITUE
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Kiace Bpara B jmactunre 4.2 ObLI HiepepaboTaH B CTUJIE COOBITUIHHOTO
MIPOTPAMMUPOBAHUS, M Telepb TaKhe CBOWCTBA, Kak Ammo u Health, mpo-
BepsTioTCs He BHYTpH (DyHKIMH Update, a B MOMEHTBI IPUCBAUBAHUS UM
HOBBIX 3HaueHn . [T09TOMY COOBITHS BO3HUKAIOT, TOJHKO KOT/Ia OHU HE0O-
XoauMbL. [TPUHSB 32 OCHOBY COOBITHIHBIN MOAXO0/I, MbI JOCTUTJIN OTITUMIE-
3aI[UU TPOU3BOAUTEIBHOCTH U HABEJIM YUCTOTY B HaleM Koje. Mbl n36a-
BWJIMCH OT JIMIITHUX TTPOBEPOK B (QyHKITNN Update 1 TO3BOJIUIIN OTIEPATTHSM
[IPUCBAMBAHUS HOBBIX 3HAUCHWI 3allyCKaTh KOJ COOBITHI, 3HasT, UTO OHU
OY/IyT BBI3BIBATHCS TOJBKO B COOTBETCTBYIOIIHE MOMEHTBI BDEMEHTL.

YnpasAeHvne cobbiTusimmn

CobbITHiiHOE TIPOTPAMMUPOBAHIE MOKET 3HAYUTEIHHO YIPOCTUTH HAM
ku3Hb. Ho, HauaB pazpabOTKy, OCHOBAHHYIO Ha COOBITHSIX, MbI CTATTKUBA-
eMcsl ¢ 4epesioil HOBBIX TIPO6IIeM, TPeOYIONNX PauKaIbHOTO PEIICHHSL.
B yactHocTH, MbI BUZI€/IN B JIMCTUHTE 4.2, KaK UCIIOIb30BaTh cBolicTBa C#
JUISL IPOBEPKU 37I0POBbs ¥ HAJIMYUSA GOCTIPUNIACOB, W MTPU 0OHAPYIKEHUN
COOTBETCTBYIONUX U3MEHEHUI UHUIIUUPOBATH APYTrUe COObITHs (HATIPU-
Mep, OnDead), Kora aTo HEoOGXOAUMO. DTO MPEKPAcHO paboTaeT B MPHH-
Iuie, Mo KpaiiHeil Mepe mepcoHax Bpara GyIeT YBEJOMISATHCS O COObI-
TUAX, TIPOUCXOAANIMX B HeM camoM. OJiHaKko, 4TO eciau Bpary HyKHO
3HATH O CMEPTH J[PYTOTO Bpara WK OH J0JIKEH Y3HATD, KOT/a ObLI0 yOUTO
ofpe/ieJIeHHOE KOJIMYECTBO APYTUX BParoB? B aTOM KOHKPETHOM cJlyyae
MBI MOTJIN ObI BEPHYThCS K KJIACCY Bpara B JIUCTUHTE 4.2 1 UIBMEHUTD €ro,
BbI3BaB coObITHE OnDead HE TOJBKO ST TEKYIIEro HK3eMILISIPa, HO U JIJIst
BCEX JIPYTUX BParoB C MOMOIIbIO TakoW (dyHKINHU, Kak SendMessage, Kak
MBI 9TO BUJIEJIN B IPEBIYIINX riaBax. Ho 210 He permut Hatiei mpobe-
MBI B 001I1eM BHjie. A Terepb gaBaiite chopMyIUPyeM Cpasy UaealbHbIil
MO/IXOJI: HAM HY’KHO, 4TOOBI KayK/bli 0OBEKT OTCAEKUBA HEOOXOIMUMbIE
THUIBI COOBITHI U MOJTyYad YBEJOMJICHUS O HUX TaK JKe JIETKO, KaK eCJin
6bl COOBITHE GBITIO CBSI3aHO HEMOCPECTBEHHO ¢ HUM caMuM. Terephb Mbl
CTOJIKHYJICh C BOIIPOCOM CO3/[aHNS ONTUMU3NPOBAHHON CHUCTEMBI, T10-
3BOJISIONIEH C JIEFKOCTBIO KOHTPOJIMPOBATH COObITH. [Ipotie roBops, Ham
HY’KEH KJIACC yIpaBieHus coObITrsiMU EventManager, KOTOPDIA TO3BOJIUAT
06BEKTaM TI0JIYYaTh YBEOMJICHHS O KOHKPETHBIX COOBITHSIX. JTa cCHcTeMa
OCHOBaHa Ha TPEeX OCHOBHBIX U/€X, & UMEHHO:
O EventListener: ompegeneHne <I1oaydaresab COOBITUI» IIPUMEHIMO
K JII060MY 00BEKTY, KOTOPBIIT I0JIKEH MOTYyYaTh YBEIOMIEHUS O CO-
OBITHH, [IaXKe eCIIU HTO COOBITHE CBA3AHO ¢ HUM camuM. Ha mpakTu-
Ke MOYTH KayKIbIi 06beKT Oy/IeT MojydaTesieM, o MEeHbIIeil Mepe,
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OJTHOTO cOOBITHST. Bpar, HarpuMep, Cpein BCETO MPOUYEro HyKAaeT-
CS B YBEJIOMJICHUSIX O HU3KOM YPOBHE 3/I0POBbS M O MAJIOM KOJIH-
vecTBe Goempumacos. B atom ciydae on GyzmeT momydaTtesem, mo
MEHbIIEeH Mepe, IBYX OTAeNbHBbIX coObITHil. To ecTb, BCsAKMil pas,
KOr/a 0OBEKT OXKUIAET, YTO MY COOOTIAT O COOBITHH, OH CTAHOBHUT-
sl IoJIydaTesieM.

Q EventPoster: Korja 0ObeKT OOGHAPYKUBAET, YTO MPOUSOIILIO COObI-
THe, OH JIOJUKEH YBEJIOMUTH BCEX TIoJIydaresiell, i pa3MecTUTh
oObsiBaieHne 0 cobbitum. B smnctnnre 4.2 kiace Bpara 0OHapy KuBa-
eT COOBITHST CHUYKEHUST YPOBHSI 3/[0POBbsI U HICUEPITaHst Hoe3amaca,
HCIIOJIb3YsI CBOUCTBA, U BBI3BIBAET BHYTPEHHUE COOBITHS, ECJIH 3TO
tpebyercss. Ho 4To6bI 9T0 B MOJIHOI Mepe COOTBETCTBOBaIO 0006-
IIEHHOMY MOJIXOLY, TPpeOyeTCst, UTOOBI 00BEKT HHUITUUPOBAJ COOBI-
TSI Ha 1JI06AJTbHOM YPOBHE.

O EventManager: U HaKOHeEII, BCeOOBEMIIIONIIIT CHHTITOH EventManager,
KOTOPBIN COXpaHsSIeTCs MPU Mepexo/ie MeX/ly YPOBHSIMU U JIOCTY-
el rao6anbHo. ITOT 06BEKT HhGHEKTUBHO CBA3BIBAET MOJTyYaTe-
Jgieit ¢ ormpasutessivu. OH IPUHUMAET YBEIOMIEHUSI O COOBITHSIX,
MOCBIIIAEMBIX OTHPABUTEJSMM, U CPa3y ke IepefaeT UuX COOTBeT-
CTBYIOIINAM HOJIydaTeIsIM B (hopMe COOBITHIA.

OCHOBbI ynpaBneHus COObITUSMM C NMOMOLLbIO
uHTepdencos

ITepBbiM, WU HayalbHBIM CYOBEKTOM B chucTeMe 06pabOTKE COOBITHIL
SIBJISIETCST TIOJTy4YaTelib, KOTOPBIH MOJIKEeH YBEIOMJIISITHCSI O KOHKPETHBIX
COOBITHAX TIO Mepe WX HACTYIUIeHus. [IoTeHIMANbHO MoTydaTesaeM Mo-
sKeT ObITh 0OBEKT JII0OOr0 TUIIA, OH IIPOCTO JKAET yBeJOMIEHUN 00 ompe-
neeHHbIX cobbITusX. [Ipole ToBOPsI, TodyYaTesb A0JKeH ObITh 3ape-
TUCTPUPOBaH B EventManager B KadecTBe TOJIydaTeNist OHOTO Win GoJiee
KOHKPETHBIX COOBITHII. 3aTeM, KOrja coObITHE IeHiCTBUTETBHO TIPOUCXO-
JIAT, TIOJIyYaTesIb J0JKEH ObITh YBEIOMJICH MOCPEACTBOM BbI30Ba (DYHK-
1uu. TyT BO3HUKAET TeXHIYECKUN BOIPOC 00 OTPeIeIEHUI MEHEKEPOM
EventManager THIIA MOJTydYaTesisi, KOTOPOTO OH JIOJIKEH YBEIOMUTH O COObI-
THH, TTOTOMY YTO TIOJyYaTeseM MOKeT OBITh 06beKT Jioboro tuma. Ko-
HEYHO, ATOT BOTIPOC MOXKHO 060ITH, 3a/1eiicTBOBaB (hyHKIHIO SendMessage
nian BroadcastMessage. U nefictBuresnbHo, B VIHTEepHETE MOXHO HAMTH
OecriaTHble ccTeMbl 00paboTKN cOOBITHH, Takne Kak NotificationCenter,
OCHOBaHHBIE Ha 3THX GYHKIIAX. OTHAKO B 3TON TJIaBe BMECTO HUX MBI
OylleM HCIOJIb30BaTh HHTEPMENCH U TTOMUMOP(U3M, TaKk Kak (DyHKIIUN
SendMessage u BroadcastMessage OCHOBaHbI Ha TSKEJIOBECHOM MeXaHU3Me
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pedaiexkcun (mogpobHee HSTOT MEXaHU3M paccMaTpuBaercs B riase 8, «Ha-
ctporika peraktopa Unity»). B wacTHOCTH, MBI cO3anm nHTepdeiic, n3
KOTOPOTo Gyj1eM 00palaThest Ko BceM 00beKTaM TToJIydaTesiei.

O Bonee noapobHyo nHpopmauuio o 6ecnnatHoi cucteme 06paboTkn CoObI-

Tuin NotificationCenter (B Bepcum ans C#) MOXHO HaiTv no agpecy http://wiki.
unity3d.com/index.php? title=CSharpNotificationCenter.

B sspike C# umHTepdeiic MOX0K Ha IMycTONW abCTPAKTHBIN Ga30BbIN
kiace. [Tomo6HO Kiaccy, nuTepdeiic 06beMHIET KOIEKIUI0 METOI0B
u pyHKIWiT B eaunblii 610K, Ho, B oTiimune ot kiacca, nHTEpdEc mosBo-
JIET ONPEIeIUTh TOJIBKO MPOTOTUIIBI (DYHKIINH, coepsramiye nms hyHK-
IIUH, TUT BO3BPAIIAEMOT0 3HAUYEHUST Y TUTIBI apryMeHTOB. OH He MO3BOJISI-
eT omnpenesaTh peanmmusanuio Gyukiuit. [Ipuunna B Tom, 4To unTepdeiic
omnpesessier Juib o6t Habop GyHKIUH, KoTopbie GyayT yHACTEN0-
BaHBI IPOM3BOIHBIM KJIaccoM. [Tpon3BoHBIN KIacc MOKET Peasn30BaTh
BCe WJIM HekoTopble hyHKIMKM uHTepdeiica, a Hammyre uHTepdeiica mo-
3BOJISIET APYTUM OOBEKTaM BBISHIBATH 9T (DYHKIMM, OCHOBBIBAsICh Ha
nosmMopdu3aMe, He 3Has KOHKPETHOTO THIIA TIPOM3BOAHOTO KJjacca. ITO
nemaet uHTEpGENC TOAXOAANNM KaHAUIATOM sl CO3MaHUs 0OBEKTOB
nosyyareseil. C nomonipio narepdeiica Listener, or KOTOPOro OyayT Hpo-
U3BEICHBI BCE OOBEKTHI, KKl 0OBEKT TTOAyYaeT BO3MOKHOCTD CTATh
HOJTy4aTeIeM COOBITHSL.

Crenyiomuii mpuMep B JINCTUHTE 4.3 IEMOHCTPUPYET MPOCTON UHTEP-
(eiic Listener.

Nnctunr 4.3. HTepdeiic Listener

01 using UnityEngine;

02 using System.Collections;

03 /) mmmm e
04 // NepeuncreHue ONpemesideT BCE BOBMOXHBE COCHTUS

05 // IomONMHMTeNbHbE COBHTUSA IOJIXHE NOBABJIATHCHA CioIa

06 public enum EVENT TYPE {GAME_INIT,

07 GAME_END,

08 AMMO_EMPTY,

09 HEALTH_CHANGE,

10 DEAD} ;

1l /e

12 // Unredeitc Listener mig peanmmuzaumm B KJIACCAX I[OJydaTeJseil COOBITMIL
13 public interface IListener

14 {

15 // Bui3bBaeTcda, KOTZAA BO3HMKAET COOHTHE

16 void OnEvent (EVENT TYPE Event Type,

17 Component Sender, Object Param = null);
18 }

R
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Hwxe mpuBoOANTCS HECKOBKO KOMMEHTAPUEB K JIUCTUHTY 4.3:

O Crpoku 06—10: 910 TIEpeUnCIEHNE OIPEAE/sSIeT MOJHBIA CIHUCOK
BCex COOBITHI, BO3HUKAIOUIUX B UIPe. B mpuMmepe mepeuncieHsl
BCETO IATH COOBITUIA GAME INIT, GAME END, AMMO EMPTY, HEALTH CHANGE
u DEAD. B Barmreil urpe ux HaBepHsika OyzeT MHoro Gosibiie. Ha ca-
MOM JieJie HeT 0c000ii HeoOXOANMOCTH UCII0JIb30BaTh TIepedncie-
HUS JIS1 KOAMPOBAHMS COOBITUM, MOKHO IIPOCTO 0OOMTUCH LEIBIMI
yucaamu. Ho s ucrosib3oBast epedrcyienue JIJisl yaydineHus YuTa-
6eJbHOCTH COOBITUI B KOJIE.

O Crpoku 13—18: o6bsasieHne nHTepdeiica moydaTesis ¢ MIMEHEM
IListener. On oAJep;KuBaeT TOJIbKO OJHO cobbITre OnEvent. dta
dyHkuusa Oyzer yHacjeloBaHa BCeMHU IIPOU3BOAHBIMU KJjacca-
MU U BBI3BIBATHCS JAUCIETYEPOM BCSIKUI pa3, KOTJa MPOUCXOUT
coObITHE, HA KOTOPOE 3apervucTpupoBaH mosydareiab. O6parure
BHUMaHUe, 4To OnEvent — 9TO MPOTOTUN (DYHKIIMU, OH HE UMeeT
TeJia.

O Bonee noapobHyto nHdpopmaumio 06 nHtepdeicax C# MOXHO HaNTK Mo agpecy
o http://msdn.microsoft.com/ru-ru/library/ms173156.aspx.

Tenepsp, ¢ momotbio nHTEpdeiica IListener Mbl MOKEM CIEJIATH TTOJTY-
aTesieM JiI060i 00bEKT, UCIOJIb3YST TOJBKO HACIEA0BAHHUE KJIacca, TO €CTh
J1000i1 06 BEKT MOKET 00bSBUTH CeOsI TIOJTyYaTeIeM 1 TT0JIyYaTh COOBITHSL.
Harpumep, BHOBDb CO3ZIaHHBIN KOMITOHEHT MonoBehaviour B sinctunre 4.4
MOZKHO TIPEBPATUTH B MOJIYYATENs. ITOT KOJI, KAK 3TO y3Ke OBLIO B MIPEIbI-
JYTIUX TJaBax, UCIOJb3yeT MHOKECTBEHHOE HacJIe/l0BaHNe, TO eCTh Ha-
caeryert iBa Kiacca. bosee moapo6Hyo nHHOOPMAIIHIIO 0 MHOKECTBEHHOM
HacJieJOBAaHUU MOXKHO HailTu 1o agpecy http://www. dotnetfunda.com/ar-
ticles/show/1185/multiple-inheritance-in-csharp.

Jinctunr 4.4. OnpepeneHvie nonyyarens coobbITuin
using UnityEngine;
using System.Collections;

public class MyCustomListener : MonoBehaviour, IListener
{

// DTOT METOX BEIIOJHAET MHULMAIUBALUD
void Start () {}

// Bui3BIBAeTCHA NPY OTOOPAXEHMVM KAXIOTO KaIpa
void Update () {}

// PeammzoBarh QyHkumio OnEvent mnis npuema COGHTMIA
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public void OnEvent (EVENT TYPE Event Type, Component Sender,
Object Param = null)

Co3pnaHue knacca EventManager

Kax mbr y6eannuch, mo6oil 06bEKT MOKHO MPEBPATUTh B MOJIYYATEs.
Ho momywaTtenu g0JUKHBI 3apEerHCTPUPOBATBCS B OOBEKTE JAUCIETYEPA
cobbITnii. OBsI3aHHOCTBIO UCTIETYEPA ABJISETCS BBI3OB COOBITUH Y TIOMTY-
gaTesel, Koria coObITHsT ACHCTBUTEIBHO MpoUCcXoaaT. /laBaiite Temepn
06paTHMCsT K CO3/IAHUI0 CAMOTO JIUCIIETYEPa U JICTAISAM €T0 PEeaTH3aIiii.
Kurace aucrnierdepa 6yzier Ha3biBaThCst EventManager, Kak MOKA3aHO B JIVIC-
TuHTe 4.5. ITOT KIace, OyAydn HEYHUYTOKACMBIM CHHIJITOHOM, OyeT
MOJIKJTIOYATHCS K IYCTOMY UTPOBOMY OOBEKTY B CIIEHE W HEIIOCPE/ICTBEH-
HO JIOCTYIIEH JIJIsI BCEX JPYTUX OOBEKTOB Yepes CTaTHYECKOe CBOMCTBO.
[Toxpo6Hee 06 HTOM KITacce U ero UCIOIb30BAHUN PACCKA3BIBACTCS B KOM-
MEHTApUAX, CICAYIONINUX 32 IPUMEPOM.

Jnctunr 4.5. Iucnetyep cobbiTuin

001 using UnityEngine;

002 using System.Collections;

003 using System.Collections.Generic;

004 //=======mm e

005 // Cuurmron EventManager miis OTHPaBKM COOBITVIA [OJIydaTesisM
006 // Paboraer c peaymmzauusvu IListener

007 public class EventManager : MonoBehaviour

008 {
009 #region caorcrBa C#
010  //==m=mmmm e

011 // OBumii mOCTyN K BK3EMIIAPY
012 public static EventManager Instance

013 {

014 get{return instance;}

015 set{}

016 }

017 #endregion

018

019 #region nepeMenHbEe

020 // Dk3eMmiAp OuCHeTdepa COGHTWMIA (CHMHTJITOH)
021 private static EventManager instance = null;
022

023 // Maccup mnosiy4aTeseyn (BCce 3aperuCTpMpOBaBUMECS OOBEKTEH)

024 private Dictionary<EVENT TYPE, List<IListener>> Listeners =
new Dictionary<EVENT TYPE, List<IListener>>();



7

YnpasaeHve cobbitvsivn - % 149

025
026
027
028
029
030
031
032
033
034
035
036
037
038
039
040
041
042
043
044
045
046
047
048
049
050
051
052
053
054
055
056
057
058
059
060
061
062
063
064
065
066
067
068
069
070
071

072
073

#e

#r
//
vo

{

ndregion

egion meToms

BhI3EIBaeTCS Iepel HadasoM paboTH IJI8 MHMUMATMBALUN
id Awake ()

// Eciu 5K3eMIyigp OTCYyTCTBYET, COXPaHUTb NAHHHM B3K3EMIISP
if (instance == null)
{
instance = this;
DontDestroyOnLoad (gameObject) ;
}
else
DestroyImmediate (this);

/ <summary>

/ ®yHKUMS noOGaBJIeHMS [OJydaTessd B MacCCUB

/ </summary>

/ <param name="Event Type">CoGwTve, oxmmaemoe noyydarenem</param>
/ <param name="Listener">00beKkT, oxumaowumy COCHTMA</param>

public void AddListener (EVENT TYPE Event Type, IListener Listener)

{

// Chnucok mnoJjydaTesey jd IaHHOTO COOHTUSA
List<IListener> ListenList = null;

// TpoBepuTh TUN COCHTMUA. ECIM CylecTByeT - NOOABUTbL B CIMCOK
if (Listeners.TryGetValue (Event Type, out ListenList))
{
// CHUCOK CymecTByeT, NoOOaBUTh HOBEI 3JIEMEHT
ListenList.Add(Listener);
return;

// VlHaue CO3maThb CIMUCOK KaK KJIOU CJIOBApPS
ListenList = new List<IListener>();
ListenList.Add(Listener);
Listeners.Add (Event Type, ListenList);

/ <summary>

/ TloceulaeT COGHTUSA MOJydaTesaMm

/ </summary>

/ <param name="Event Type">CoOmTve nna Be30Ba</param>
/ <param name="Sender">BrsbBaeMent 00BeKT</param>

/ <param name="Param">HeoOGs3aTesbHEII apTyMeHT</param>

public void PostNotification (EVENT TYPE Event Type,

{

Component Sender, Object Param = null)

// TlocnaTb COBHTME BCEM IMOJIydaTesiaM
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074

075 // CHnucok mnoJjydaTejel TOJbKO OJA NaHHOTO COOHTUA

076 List<IListener> ListenList = null;

077

078 // Eciu mojiyyaTesieil HeT - BEIATK

079 if (!Listeners.TryGetValue (Event Type, out ListenList))

080 return;

081

082 // TlonyuaTenu ecThb. IlocnaTb UM COBHTHE

083 for (int i=0; i<ListenList.Count; i++)

084 {

085 if (!ListenList[i].Equals (null))

086 ListenList[i] .OnEvent (Event_Type, Sender, Param);

087 }

088 }

089 [ =

090 // Ymamnser coCHTME M3 CJOBaps, BKJIOYAsS BCEX MOJIydaTeseit

091 public void RemoveEvent (EVENT TYPE Event Type)

092 {

093 // YOamiTh 3ammMcb U3 CJOBApS

094 Listeners.Remove (Event Type) ;

095 }

096 [ =

097 // Ymanser Bce M3OHTOYHHE 3BalMCU M3 CJOBAps

098 public void RemoveRedundancies ()

099 {

100 // Co3maTb HOBHII CJIOBAapb

101 Dictionary<EVENT TYPE, List<IListener>> TmpListeners =
new Dictionary<EVENT TYPE, List<IListener>>();

102

103 // OBoiTy BCe 3ammucu B CJOBape

104 foreach (KeyValuePair<EVENT TYPE, List<IListener>> Item in Listeners)

105 {

106 // O6oiTU BCEX MOJydaTesei, yHaJuThb [yCTHE CCBUIKUA

107 for(int i = Item.Value.Count-1; i>=0; i--)

108 {

109 // EcIu CCRUIKA NyCTad, YyNaJUTh BSJEMEHT

110 if (Item.Value[i].Equals (null))

111 Item.Value.RemoveAt (i) ;

112 }

113

114 // Ecim B CHMCKE OCTajiIMCh DJIEMEHTH, HOBGaBUTH €r0o B CJIOBApb tmp

115 if (Item.Value.Count > 0)

116 TmpListeners.Add (Item.Key, Item.Value);

117 }

118

119 // 3BaMeHuTb 0CBeKT Listeners HOBEM CJIOBapeM

120 Listeners = TmplListeners;

121}

1
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123
124
125
126
127
128
129
130

4

// BhI3BIBaeTCS NpM CMeHe CLeHH. OumuaeT CJOBapb
void OnLevelWasLoaded ()
{

RemoveRedundancies () ;

#endregion

Bonee nogpobHyo nHdbopmauuio o cobbitun OnLevelWasLoaded MOXHO HanTK
no agpecy http://docs.unity3d.com/ScriptReference/MonoBehaviour.OnLevel-
WasLoaded.html.

Hwusxe npuBoanTCs HECKOJIBKO KOMMEHTAPUEB K JIMCTUHTY 4.5:
O Crpoka 003: o6paTriTe BHEUMaHKe Ha A00aBJeHUE IIPOCTPAHCTBA

nmen System.Collections.Generic, kKoTopoe JaeT NOCTYN K JOIOJI-
HUTEJBHBIM KJlaccaM ¢peiiMBopka Mono, B TOM uucie K Kjaccy
Dictionary. DTOT KiIacc UCIOIb3YETCS B HECKOJIBKUX MECTAX B KJIac-
ce EventManager. Bosee moapobHo (ppeiiMBopk Mono 1 ero KJacchl
OyIyT paccMOTpeHbI HUXKe, B IiiaBe 6 «Pabora ¢ (dpeiiMBOpPKOM
Monos. Ecin kopotko, To kiace Dictionary sBsigercs AByMepHbIM
MacCHBOM 0COGOTO BH/A, MO3BOJSIONIUM XPAaHUTh (a3y JAHHBIX
B BUJe Habopa map kiioy—s3HavyeHue. Bosee moapobHyio uHbOp-
MaIHio 0 KJacce Dictionary MoskHO HaiiTu 1o aapecy http://msdn.
microsoft.com/ru-ru/library/xfhwa508%28v=vs.110%29.aspx.
Crpoxa 007: knacc EventManager siBJIsIeTCST TPOU3BO/IHBIM OT KJIAC-
ca MonoBehaviour u 0JI5KEH MPUKPEIVIATHCS K IIyCTOMY UTPOBOMY
06BEKTY B CIICHE, T/Ie OH Oy/IeT CYNIeCTBOBATh KaK HEYHUYTOKAC-
MBIl CUHTJITOH.

Crpoka 024: sakpbiTas 1epeMeHHas Listeners oObsiBJeHA C THU-
oM JlaiHbIX Dictionary. OHa mpeacTaBisieT coG0H CTPYKTYPY IS
XpaHeHUs! XIMI-TabJUIbI ¢ TTapaMyu KJII0Y—3HaYeHHe, B KOTOPOU
MOKHO OCYIIECTBJIATH TOUCK Kak B Gase gaHHbIX. [lapa kiioy—
3HaveHue s Knacca EventManager nmpunumaeT dpopmy EVENT TYPE
u List<Component>. Eciim KopoTko, 910 3HAYUT, 4TO GYAET COXpaHEH
CIIMCOK THIIOB COOBITHII (TAaKUX KaK HEALTH CHANGE) M 2714 KasK/[OTO
THIIA MOKHO 33/1aTh HOJIb, OJJMH UJIN HECKOJIbKO KOMIIOHEHTOB, KO-
TOpBIe OY/YT MOTYYATETIMU ¥ TOJKHBI YBEOMIISTHCS O COOBITHSIX.
B cymnmnoctu, cBoticTBo Listeners siByisieTcsl TJIABHOW CTPYKTYpPOU
JIAHHBIX, HA KOTOPOI OCHOBaHA IO/I/IEPKKa [ToJIydaTeseil Kjaaccom
EventManager. Bousee moapobhyio uHdopmaimio o (peiiMBopke
Mono u ero Kjaccax MOKHO HaiiTi B riase 6, «Pabora ¢ ¢dpeiim-
BOpKOM Monos.
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O Crpoxkn 029-039: dynxmus Awake oTBeuaeT 3a TpeBpalicHUE

Kyacca EventManager B CHHIJITOH, TO €CTh, OHa TapaHTUPYET, YTO
B cIleHe OYyJIeT CYIIECTBOBATh €AMHCTBEHHBIN 9K3EMILISP Kjacca
EventManager ¥ COXPaHSIThCS TPU CMEHe CIieH. 3a bosiee Toapoo-
HOU nH(bopMaIeil 0 HeyHUYTOKaeMbIX CHHIJITOHAX 0OparaiTech
K riaBe 3 « CHHIJITOHBI, CTATUYECKUE TTePEMEHHbIE, UTPOBbIE 00b-
€KTBI 1 UTPOBOW MUP».
Crpoku 046—-063: metos AddListener kmacca EventManager ciaemyer
BBI3BATH U3 OOBEKTA-TIONYYATEIST OJUH Pa3 JJIsT KasKI0TO COOBITHS,
KOTOPOE OH JIOJIKEH ToJTydarh. MeTo mpiHUMaeT /iBa apryMeHTa:
THUIT COOBITHSI (Event Type) ¥ CCBIIKY Ha 00 BEKT-TI0JTyYaTe b (TIPO-
M3BO/IHBIN OT IListener), KeJarOMMi MOTyIaTh yBETOMIEHUS O CO-
Obrtusix atoro tuna. Oyukims AddListener obpalaercs K cJoBapio
nosrydaTesieil Listeners u reHepupyeT HOBYIO TMapy KJ0d—3Hade-
HUE JIJIst COXPAHEHUST CBSI3U MESK/LY COOBITHEM U TIOJTyUaTEIIEM.
Crpoku 071-088: dynximio PostNotification MOKHO BBI3BaThH U3
JI000TO 00BEKTA, HE3ABUCUMO OT TOTO, SIBJISIETCS OH IOJIydaTe-
JIeM WJTH HET, B MOMEHT oOHapyskeHust coObiTust. [Ipu BBI30BE 9TOI
dbynrmn 06bekT EventManager mepebupaeT Bee 3aMucy B CIOBape,
HAXOJUT BCEX MOJIyJaTesieii cCOOBITUI TAHHOTO THUIIA U YBEIOMJISI-
€T WX, BBI3bIBasi MeTo/bl OnEvent mosydarteseil yepe3 unTepdeiic
IListener.
Crpoku 098—127: 3akyounTesbHbIE METO/BI Kylacca EventManager
HECYT OTBETCTBEHHOCTb 32 IOJJIEPKAHUE I[EJIOCTHOCTU JIaHHbBIX
B CTPYKTYpe MOJIydaTesiell pyu CMEHe CIIEHBbI U COXPaHEHUH 00b-
exTa EventManager. XoTs ax3eMIisp EventManager coxpaHseTcs Ipu
CMEHeE CIIeH, OOBEKThI-TIOIyYaTe I, CCHIKA HA KOTOPBIE XPAHSITCSI
B TIepeMeHHO Listeners, MOTyT 6BITh YHUUTOKEHBI. Ecii 910 mpo-
M30MH/IeT, TTOCJIe CMEHBI CIIEHBI HEKOTOPBIE TTOTyJaTe N TIepecTaHyT
CYTIECTBOBATDh, OCTABUB B 00BeKTe EventManager HemeHCTBYIONTITE
sanucu. Meroyn RemoveRedundancies jjo/ken HallTH U yJalUuTh Bee
takue sanucu. CobbiTre Onleveliasloaded BbI3BIBAECTCS] aBTOMATH-
YECKHU, KOT/J1a IIPOUCXOJUT CMEHA CLICHBI.
CnoBapu. Bonblioe NpermyLLeCcTBO C/IOBapel He TONMbKO B CKOPOCTM 0CTyna
K HAM, HO 1 B BOBMOXHOCTWN pa60TaTb C HUMW Hepe3 TUMbI 06BbEKTOB U NHAOEKChI
MaccuBa. B 06bl4HOM MaccuBe KaxOplh 3NeMeHT AOOCTyneH no uenovyncneH-
HOMy uHAekcy, Hanpumep MyArray[0] wnm MyArray[l]. Ho co cnoBapsimu neno
obcTouT nHave. B HYAaCTHOCTWM, OOCTYMN K 3/ieMeHTaM CJsioBapsad MOXHO MOJ1y4UTb,
1CNosb3yst 06BLEKTLI C TMMOM AaHHbix EVENT TYPE, kOTOpbI NnpeacTasnseT co-

60V KoY AN Napbl Klo4-3HaveHne, Hanpuvep MyArray [EVENT TYPE.HEALTH
CHANGE]. 3a 6onee noapobHo nHdopmMaLmer o cnoBapsix obpallantecsb K obu-
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umanbHor pokymeHTaumm Microsoft no agpecy http://msdn.microsoft.com/
ru-ru/library/xfhwa508%28v=vs.110%29.aspx.

AvpekTnBbl #region n #endregion
ANS ceepThiBaHNS Koaa B8 MonoDevelop

Penakrop MonoDevelop mojepskuBaet gBe AUPEKTUBBI MPEIPOIECCO-
pa — #region u #endregion — KoTOpBIE (B coueTaHnuU ¢ (hyHKITHEH CBEPTHI-
BaHUS KOJ[a) BeChbMa TTOJIE3HBI 71T YIydIIeHns] YUTaeMOCTH KOjla U yBe-
JIMUEHUST CKOPOCTH TTEPEMEIIEHNUST TT0 UCXOAHOMY Koy, OHU 106aBJISIOT
B MCXOHBIN KO OPTAHU3AINIO U CTPYKTYPHOCTD, HE 3aTParnBas ero CyTil-
HOCTH U He BJIMSIS HA €TO BhITIoJiHEeHe. J[upekTrBa $region orMedaeT Ha-
vajio 6JI0Ka Koja, AUpeKTuBa fendregion — ero okonwanue. Ilocie Toro
Kak 06J1acTh OTMEUEHA, OHA CTAHOBHUTCST CBOPAYMBAEMOI, TOUHEE, OHA CTa-
HOBHUTCSI CBOpaunBaeMoil B pegakTope koga MonoDevelop, mpu yeiosu,
9TO0 (QDYHKITNS CBEPTHIBAHUS Ko/1a BKJIOUeHa. CBopaunBanue (hparMeHTOB
MOZKET TIPUTOANUTHCS JIJIST UX COKPBITHSI, YTOOBI COCPEIOTOUNTHCS Ha UTe-
HUW IPYTUX, HY/KHBIX BaM cefiuac obaacTell, kKak mokazaHo Ha puc. 4.1.

] Options
¥ Environment
General

% Author Information

i# Language Coding

[2J Key Bindings Enable code completion

A4 Fonts

Aggressively trigger code completion list

TJ Updates

E] Tasks Enable parameter insight

X External Tools . ) .

. Line ending conversion: | Always ask for conversion w

¥ Projects L

(= Load/Save Code Folding

/* Build Enable cede folding

45 \NET Runtimes Fold #regions by default

4 Debugger [] Fold comments by default
¥ Text Editor e

[#4 General Use anti aliasing

1= Markers and Rulers

» [ Behavior

|=t| syntax Highlighting

|=| Code Templates

{5} Source Analysis v

Cancel OK

Puc. 4.1. BknoyeHne ceBepTbiBaHUS koga B pegaktope MonoDevelop
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O Y100bl BKIOYMTL GYHKUMIO CBepThiBaHUSA koga B MonoDevelop, Bbibepute

nyHkT Tools = Options (MHCTpymeHTbl = MapamMeTpbl ) B MEHIO NPUIOXEHUS.
Mocne atoro nosisutcs ananor Options (MapameTpsl). B Hem BbiGepuTe BKNaL-
Ky General (O6wue) B pasgene Text Editor (Pepaktop Tekcta) n yctaHoBUTE
dnaxku Enable code folding (Paspelwwmnts ceBepTky kona) n Fold #regions by
default (CBopaunBaTtb obnacTu #region no ymonyaHuio).

Ucnonb3oBaHne EventManager

Temneps maBaiiTe MOCMOTPUM, KaK TPUMEHUTH Kiacc EventManager Ha mpak-
THKE, B CIIEHE C TOJTyYaTeIIMU U OTITPABUTEIAMY cOOOTIEHIH. Bo-TIepBhIX,
JUIST TIOJTyYeHUST YBEJOMJIEHUN 0 cOObITUN (JII0OOM COOBITHI ) TIOJTyYaTe b
JOJDKEH 3apeTUCTPUPOBAThCSA B JK3EMILIAPE CUHIVITOHa EventManager.
OG6BIYHO 9TO JIeTAETCS TIPH TIEPBOH JKe BOSMOKHOCTH, HATTPUMED, B (DYHK-
mun Start. He ucnonbayiite n7s atoro (pyHKIMIO Avake, TOTOMY 4TO OHA
3ape3epBUPOBAHA /IS BHYTPEHHEH WHUINATIH3ANNT 0OBHEKTOB, a He JJIsT
oTepaIii, KOTOPBIE BBIXOAT 3a TPEEbl TEKYIIEro 00bEeKTa, ST CMEHBI
COCTOSTHUN W HACTPOUKHU JAPYTUX OOBEKTOB. B3rIsTHUTE HA CIIEYIOIUil
npuMep B jucTuHre 4.6 1 oOparuTe BHUMaHWE, YTO B HEM KCIOJIb3YeT-
¢ cTaThyeckoe CBOMCTBO Instance Jjid MOJy4eHUs CChIJIKU HAa aKTUBHBII
CUHIJITOH EventManager.

JlnctuHr 4.6. Peructpaumsa nonyydatens coobituin
// Bbi3ElBaeTCA B MOMEHT 3allyCKa

void Start()

{

// Ilob6aBUTb ceba Kak MOJydaTesd COOBITMS M3MEHEeHUS yPOBHA 3IOPOBLA
EventManager.Instance.AddListener (EVENT TYPE.HEALTH CHANGE, this);
}

[Mocae perucrpanuu moaydareseil oHoro uin Gosee coOLITHIT 00D-
eKTbI MOTYT 3aT€M YBEJIOMUTH CHHIJITOH EventManager 06 oGHAPYKEHHOM
cOOBITUM, KaK [TOKA3aHO B JIUCTUHTE 4.7.

JlucTuHr 4.7. YBegomneHne o coobiTum

public int Health
{
get{return health;}
set
{
// TpuBecTy ypoBeHb 3m0pPOBbs B mmanaz3oH 0-100
_health = Mathf.Clamp (value, 0, 100);

// Tocyars yBemomsieHre 00 M3MEHEHMM yPOBHS 3LOPOBbS
EventManager.Instance.PostNotification (EVENT TYPE.EALTH CHANGE,
this, _health);
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Haxkoneri, ocsie oTIpaBKN yBEJIOMJIEHUS O cOOBITIH, BCE TIOJIIN-
CaBIMECS Ha HETO IOJyYaTesn 6y11yT aBTOMATUYECKN YBEIOMJICHBI
CUHTITOHOM EventManager. B gacTHOCTH, 00BEKT EventManager BBI3OBET
dbysriuo OnEvent Kaaoro mojydaresis, JaBas BO3MOXKHOCTb obpabo-
TaTh COOBITHE U CPEarupoBaTh B cayvae HeO0OXOMMOCTH, KaK ITOKa3aHo
B aucTtuHre 4.8.

Jlnctunr 4.8. O6paboTka coObITUS Nony4YaTeNEM

// Be3BIBaeTCH, KOTZA MNPOMCXOIUT COOHTME
public void OnEvent (EVENT TYPE Event Type, Component Sender,
object Param = null)

{
// Onpemenmurbs TUI COCHTNUS
switch (Event Type)
{
case EVENT TYPE.HEALTH CHANGE:
OnHealthChange (Sender, (int)Param);
break;

}

O Mpumep ncnonbdoBaHua EventManager MOXHO HaMTK B nanke events, B nakere
NnPUMEpPOB A719 3TON rMasbl.

AnbTepHaTUBHbIA CNOCO0, OCHOBaHHbIMN
Ha AenervpoBaHum

Nurepdeiichl siBistiorest aHEKTUBHBIM W TIPOCTBIM CIIOCOO0M peasinsa-
UK cucteM 06paboTKU COOBITUI, HO 9TO HEe eAMHCTBEHHBI c110co0. Tak-
JKe MOKHO MCITOJTh30BaTh MexaHu3M C#, Ha3bIBaeMbIil IeJIErIPOBAHUEM.
CyTb €ro B ToM, 4TO0OBI cO3/aTh (DYHKIIUIO U COXPAHUTH CCBLIKY Ha Hee
B [IepeMeHHOI. DTa MepeMeHHas MO3BOJINT 00pabaTbiBaTh (GYHKIMHA KAK
nepeMeHHbIe CCHIJIOTHOTO TUTA. TO ecTh JielernpoBaHye TTO3BOJISIET Xpa-
HUTD CCBLITKU Ha (DYHKIIMY U UCITOJIB30BATD UX JIJISI BBI30BA 9TUX (DYHKITUIA
Jlpyrue g3biky, takne kak C++, mpearaioT peausanuio mog00HOro
MO/IX0/1a C TIOMOTIBI0 yKasaresiell Ha (pyaknmm. [Ipn peanmsarum cucteMbl
COGBITHIT ¢ UCITOJIB30BaHIEM JIEJIETUPOBAHIS HaM He MOHA 00 TCs HHTED-
eiicpl. PaccMoTpuM careyonuii ipuMep B JIMCTUHTE 4.9, KOTOPBII sIB-
JISTeTCsT aIbTePHATUBHOM peasn3aliueil kiacca EventManager, HCIOIb3yT0-
mieit neserupoBanue. COOTBETCTBYIONINE U3MEHEHUST B KOJIA BBIIEJICHBI
JKUPHBIM, YTOOBI MOKa3aTh PasIiuiis MEKIY PealusallisMi Ha OCHOBE
unTepdeiicoB u aenernpopanus. [lToMUMO HE3HAUUTETTHHBIX M3MEHEHWH,
HEOOXOIMMBIX JIJIst pabOThI ¢ JejieraTaMu, Bce OCTalbHble (DYHKIIMU OCTa-
JINCh HEN3MEHHBIMHU.
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Jlnctuir. 4.9. Peannsaums noanep Xk cobbiTUiM Ha OCHOBE AefleratoB
001 using UnityEngine;

002 using System.Collections;

003 using System.Collections.Generic;

004 //======—mm e
005 // Nepeuncnenue omnpefneysieT BCe BOBMOXHEE COBHTUS

006 // HononuuTenbHme COBHTHSI NOJIXHH NOBABJISTHCS Cioga

007 public enum EVENT TYPE {GAME INIT,

008 GAME_END,

009 AMMO_CHANGE,

010 HEALTH_CHANGE,

011 DEAD} ;

012 //mmmmmmmm e

013 // Cuuraron EventManager Ijis OTHNPABKM COGHEITMM [OJIydYaTeJisM
014 // Peamms3auysa OCHOBAHa Ha [ejleraTax
015 public class EventManager : MonoBehaviour

016 {
017  #region ceoyicrBa C#
018  / /===

019 // OBumit HOCTYI K SK3EMIIEPY
020  public static EventManager Instance

021 {

022 get{return instance;}

023 set{}

024 )

025 #endregion

026

027 #region nepemenHble

028 // Dk3emmuAp mucnerdepa COGHTWMA (CHMHIUITOH)
029 private static EventManager instance = null;
030

031 // Tun nmemerara, o6GpafaTHBAOWETO COBOBITMS
032 public delegate void OnEvent (EVENT TYPE Event Type,
Component Sender, object Param = null);
033
034 // MaccuB mnosydaTeneit
035 private Dictionary<EVENT TYPE, List<OnEvent>>
Listeners = new Dictionary<EVENT TYPE, List<OnEvent>>();
036 #endregion
037 [ ==
038 #region Merozbl
039 // BhI3BIBaeTCs Iepel HadajioM pafoTH AJNf MHMULMANM3aLUK
040 void Awake ()

041 {

042 // Eciy 5K3eMIyigp OTCYyTCTBYET, COXPaHUTb IAHHEM B3K3EMILISP
043 if (instance == null)

044 {

045 instance = this;

046 DontDestroyOnLoad (gameObject) ;
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047
048
049
050
051
052
053
054
055
056
057
058
059
060
061
062
063
064
065
066
067
068
069
070
071
072
073
074
075
076
077
078
079
080
081
082

083
084
085
086
087
088
089
090
091
092
093
094
095

}
else
DestroyImmediate (this);

/// <summary>
/// ®yHKUMSA HOOAaBJIEHMS [OJydaTesis B MaCCUB
/// </summary>
/// <param name="Event Type">CoCwTue, oxmmaemoe nojyywarenem</param>
/// <param name="Listener">O0BeKT, OXumawwmi CoOHTUA</param>
public void AddListener (EVENT TYPE Event Type, OnEvent Listener)
{
// Chnucok mnoJjydaTesey jd IaHHOTO COOHTUSA
List<OnEvent> ListenList = null;

// TpoBepuTh TUN COCHTMUA. ECIM CylecTByeT - NOOABUTbL B CIMCOK
if (Listeners.TryGetValue (Event Type, out ListenList))
{
// CHUCOK CymecTByeT, NoOOaBUTh HOBEI 3JIEMEHT
ListenList.Add(Listener);
return;

// VlHaue CO3maThb CIMUCOK KaK KJIOU CJIOBApPS
ListenList = new List<OnEvent>();
ListenList.Add(Listener);
Listeners.Add (Event Type, ListenList);

/// <summary>

/// TlochiaeT COBHTUA MOJydaTesaM

/// </summary>

/// <param name="Event Type">CoGuTve mna Be30Ba</param>

/// <param name="Sender">BrI3rBaeMbli 00BEKT</param>

/// <param name="Param">HeoOg3aTesbHbl apryMeHT</param>

public void PostNotification (EVENT TYPE Event Type,
Component Sender, object Param = null)

{

// TlocnaTb COBHTME BCEM IMOJIydaTesisaM

// CHnucok mnoJjydaTejel TOJbKO OJd NaHHOTO COOHTUS
List<OnEvent> ListenList = null;

// Eciu mojiyyaTesieil HeT - BEIATK
if (!Listeners.TryGetValue (Event Type, out ListenList))
return;

// Tomnyuarenu ecThb. llocnaTe UM COGHITUE
for (int i=0; i<ListenList.Count; i++)

{
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096 if (!ListenList[i].Equals (null))
097 ListenList[i] (Event Type, Sender, Param);
098 }
099 }
100 [/
101 // Ymansier coCHTME M3 CJOBaps, BKJIOYas BCEX MOJydaTeseit
102 public void RemoveEvent (EVENT TYPE Event Type)
103 {
104 // Y@amuTb 3ammuch M3 CJIOBapA
105 Listeners.Remove (Event Type);
106 }
107 /[
108 // Ymanser Bce M3OHITOYHHE 3alMCU U3 CJOBAPS
109 public void RemoveRedundancies ()
110 {
111 // CosmaTb HOBHII CJIOBapb
112 Dictionary<EVENT TYPE, List<OnEvent>>
TmpListeners = new Dictionary<EVENT TYPE, List<OnEvent>>();
113
114 // O6oitTu BCe 3amnmucu B CJIOBApe
115 foreach (KeyValuePair<EVENT TYPE, List<OnEvent>> Item in Listeners)
116 {
117 // OBoiTy BCEX MOJydaTesei, yINaluTb NyCTHE CCHIIKUA
118 for(int i = Item.Value.Count-1; i>=0; i--)
119 {
120 // Ecnm cchulka mycras, yOajUTh SJIEMEHT
121 if (Item.Value[i].Equals (null))
122 Item.Value.RemoveAt (1) ;
123 }
124
125 // Ecim B COMCKE OCTajiIMCh DJIEMEHTH, HOBGaBUTH €r0 B CJIOBApb tmp
126 if (Item.Value.Count > 0)
127 TmpListeners.Add (Item.Key, Item.Value);
128 }
129
130 // 3BamenuTtb oGBeKT Listeners HOBEM CJIOBapeM
131 Listeners = TmpListeners;
132 }
133 [/ = e e e e e e

134 // Bu3BIBAETCH NPY CMEHEe CLeHH. OuMiaeT CJIOBapb
135 void OnLevelWasLoaded ()

136 {

137 RemoveRedundancies () ;

138 }

139 [ = e
140 #endregion

141 }

O Bonee noapobHyio nHbopmMaumio o gaenervposannn B C# MOXHO HanTu B O0-
= KymeHTauum Microsoft no apgpecy http://msdn.microsoft.com/ru-ru/library/
2a288459%28v=vs.71%29.aspx.
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Hwxe mpuBoANTCS HECKOBKO KOMMEHTAPUEB K JIUCTUHTY 4.9:

O Crpoku 005-011: nepeurcieHne TUIOB COOBITHIT OBLIO TIEpeHe-
cero u3 daiina ¢ unrepdeiicom IListener B ailn ¢ peanusanmeii
ksacca EventManager. IlockosbKy npreM jieJieripoBaHust yCTPaHs-
eT Heo6XOAUMOCTh B MHTepdelicax, B 4acTHOCTH HEOOXOIMMOCTh
B nHTepdetice IListener, mepeuncienre CTago0 BO3MOKHBIM TTOMe-
CTUTH HEMTOCPEACTBEHHO B MUCXO/IHBIN (haiis ¢ peanusarued 1ucmeT-
gepa.

Q Crpoxka 032: obuenocrynnas pyHxius OnEvent oObsiBIeHA € TH-
nom siesierata. O6parure BHUMAHKE, YTO 3TO 0OBABJICHUE SIBJISICT-
¢Sl THOPUHBIM, TOCKOJIBKY coueTaeT B cebe 0ObsBICHUE B CTUIIE
nepeMeHHol ¢ mpoToTUIioM (GpyHKIMNU. OHO OnpenessieT MPOTOTHI
(dbyHKIMH, KOTOpasi MOKeT ObITh MPUCBOECHA TiepeMeHHOM. Tlepe-
MEHHOH MOKeT ObITh HaszHauyeHa Jt0Oast (DYHKIUS ¢ TAKOU JKe
CTPYKTYPOIi, 13 JII060r0 Kacca Wi Jo6oro Apyroro gaiiia cieHa-
pust. To ecth, byHkIUst OnEvent cTaHOBUTCS MEPEMEHHON € THIIOM
meserara v fajee GyIeT UCIoab30BaHa JIJIst CO3/[aHUs BHYTPEHHETO
CTIOBapSI.

O Crpoka 033: 00baBIIEHNE JTOKAILHON IIepeMeHHON-cioBapst 1iste-
ners, B KOTOPOM JIJIsT KasKIOTO THIIA COOBITUI Oy/IeT XPaHUTHCS Mac-
cuB JiesieratoB (BMecTo mHTepdeiicoB). Kaskplii neserar apisercs
CCBIIKO#T Ha (DYHKIINIO, KOTOPast I0JKHA ObITh BBI3BAHA, KOT/A MTPO-
U30H/IET COOBITHE.

O Crpoka 097: hynknus PostNotification kiacca EventManager mpen-
HazHa4YeHa It BbI30BA BeexX jesieratoB ((yHKINN morydaresei),
KOIJIa IIPOUCXOAUT COObITHE. DTO HPOUCXOAUT B cTpoke 097 ¢ ore-
patopom ListenList[i] (Event Type, Sender, Param);.3JTOT omepa-
TOD BBI3BIBAET JleJieraTa Kak (PYyHKIINIO, KaK TTOKAa3aHOo Ha pucC. 4.2.

O Peannzauunio knacca EventManager, nCnonb3yioLLyo AeneratoB, MOXHO HanTu
= B nanke events delgateversion, B nakeTe NPUMEPOB AS STOV MMaBbl.

CoObiTua knacca MonoBehaviour

[Tepen 3aBepinieHreM 3TOi TIaBbI PACCMOTPUM HEKOTOPBIE TIPEIOTIPEIe-
JieHHbie coObITHs, TpesaraeMbie Unity. Kirace MonoBehaviour yike cosep-
JKUT TTUPOKUNA CIIEKTP COOBITHIH, KOTOPBIE BBI3BIBAIOTCS aBTOMATHUECKU
IIPU OMPEJEJICHHBIX YCIOBUAX. DTH (DYHKIIUHU, WK COOBITHS, HAUMHAIOT-
cs ¢ npechukca On ¥ BKIIIOYAIOT TaKue coObITHS, Kak 0nGUI, OnMouseEnter,
OnMouseDown, OnParticleCollision u ap. B aToM paszese paccmaTpuBaoTcs
HEKOTOPbIE JIeTaJIA 9TUX OOLIMX TUIIOB COOBITHUI.



160 <« CoObITiMHOE NPOrPaMMIMPOBaHIE

File Felit Ve Search  Bromel  Budd Bun Veon Cenbol  Tool Window  Help

P | Oeoeg - @ Salution lnaden

q LuwensManagear.cs LrernyObject ez
& tnemyObject = L] Ammo = | set

tybngine;
ten.Callactions:

blic class Enenyobject : MonoBehaviour

pesblic xnt Mealth

get{return _health;}

set
_health = Mathf.C{lemplvalue, 2, i
FventManager. inatance. Postuotification(EVENT TYPE.HEALTH CHaMGE, this, health);
int Areme

'|"|':' turn ||II'II-:-‘::'

set

_ammo = Mathf.clamp{value.o.

FvantManager. Instance PostNotification[FVENT TYRE AMMO CHANGE, this, health);

y ! la

Puc. 4.2. ccneposaHune npoekta EventManager

O MonHbIN cnnMcok cobbiTnii, noaaepxmBaemblx knaccom MonoBehaviour, Mox-
= HO HanTn B gokymeHTaumm Unity no agpecy http://docs.unity3d.com/Script-
Reference/MonoBehaviour.html.

CoObITMA MbIWN U CEHCOPHOW NaHenu

OnHUM U3 MHTEPECHBIX HAOOPOB COOBITUI SABJISETCS MHOKECTBO COOBI-
THII OT MBIIU U ceHcopHOoro maHesun. OHO BKIHOYAET B ceOst COOBITHS
OnMouseDown, OnMouseEnter m OnMouseExit. B pamnux Bepcusix Unity atm
coObITHs ObLIN CBSA3aHbI TOJIBKO € MbilIbio. HO HejaBHO OHU ObLIN CBSI-
3aHbl M CEHCOPHOII ITaHe/bI0. TO 3HAYKT, YTO CEHCOPHasl ITaHeab Oyaer
Terepb 10 YMOJIYAHUIO PETUCTPUPOBATLCS TaK ke, Kak Mblib. CoObiTHE
OnMouseDown BbI3BIBAETCS OAUH Pa3 MPH HasKaTUM KHOIKU MBbILIM, KOTZa
ee Kypcop HaxoauTcst Haj 06bekToM. CoObITHe, OHAKO, HE BbI3bIBAETCS,
IIOKa KHOIIKa He 6y11eT OTIIYIIEHA. CobbiTre OnMouseEnter Takke BbI3bl-
BaeTcd OAMH Pas, KOrla Kypcop BXOAUT B 00J1acTh 0ObeKTa, a cOObITHE
OnMouseEx1it BbI3BIBAETCSI, KOTA KyPCOP MOKUAAET IPaHuIibl 00beKkTa. Bbi-
30B 9TUX COOBITUIL OIIpe/Ie/IIeTCs KOJLIaiaepoM 00beKTa, COObITUS BbI3bI-
BAIOTCA TIPY HAXOMKIEHUM KyPCOPa MBILIK B IIpejejax ero oobeMa. ITo
3HAYMT, YTO HU OLHO M3 COOBITHII MBI He cpadarbiBaeT st OObEKTOB,
He MMeoIINX KoJiaiigepa.
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OpHako WHOT/A COOBITUM MBI He cpabaThiBalOT U st 0O0BEKTOB
¢ KoJUTaiifiepaMu, TIOTOMY 9TO Jpyrue oObeKThl (¢ KoJIaijepamMu) 3a-
CJIOHSIIOT WX TpU 0630pe ¢ aKTUBHOU Kamepbl. TO ecTh MHTEPAKTHBHBIC
0OBEKTHI HAXOAATCS Ha 3ajlHEM TIaHe. MOKHO, KOHEYHO, PEIIUTH BOIIPOC
(1o kpaiiHeil Mepe, BO MHOTHX CJIyYastX ), IPOCTO YCTAaHOBUB JIJIst 00BEKTOB
TepeIHero TIana caoi IgnoreRaycast, 9To cesmaeT NX HeYyBCTBUTEIbHBI-
MM K OTIEPAIISIM OTCJICKUBAHUS JTydei.

Yro0bl HA3HAUNTH CJIOH IgnoreRaycast, MpocTo BeIOepUTe 0OBEKT B CIie-
He, a 3aTeM IEJTKHUTE Ha pacKpbiBaoiiieMcs criicke Layers (Ciion) B uH-
criekrope 00bekToB 1 BhiGepuTe myHKT Ignore Raycast (He yuacTBoBath
B OTCJICKUBAHWY JIydeHl ), Kak MOKa3aHo Ha puc. 4.3.

lLayers 2 ] l Layout - ]
| © Inspector | 4 Lightmapping =
\ M [cube [[]static -
7" Tag [Untagged 4| Layer [Default i)
¥ .~  Transform Default
AT | TransparentFx
Rotation ] 1
Scale 1 Ignore Raycast l}
Wat
¥ |2/ Cube (Mesh Filter) ater
Mesh lili Cube ul
¥ iy [ Box Collider Add Layer...
Is Trigger O
Material None (Physic Material) ©
Center X0 Y0
Size X1 Y1
¥ |... M Mesh Renderer @ %
{| Cast Shadows (i)
Receive Shadows )
» Materials
Use Light Probes O
¥ Mouse Test (Script) @ %,
Script li- MouseTest ©
. Default-Diffuse =
Shader | Diffuse » || Edit.

Puc. 4.3. HazHaueHue o6bekTy cnos Ignore Raycast

Ho Taxoe 1mpocToe pelnene moMoraer He Beerza. YacTo ciieHa BKJIoua-
eT MHOKECTBO KaMep U 0OBEKTOB ¢ KoJUIalijiepaMiu, 1 HHoraa ObIBaeT He-
SCHO, KaKie UMEHHO 0ObEKTHI J0JIKHBI 00pabaThiBaTh COOBITHS OT MBIIIH.
B 3Tux cirydasix MOKeT ToTpebGOBaThCs BPYUHYIO 06pabaThiBaTh COOBITUS
OT MBIIIIHN, KaK IIOKa3aHo B iuctuHre 4.10, Huxe, Tie COOBITUA BBI3BIBAIOTCA
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BPYYHYIO Ha OCHOBE BXO/IHBIX JAHHBIX. B CyIITHOCTH, 3TOT KO/ NCTIOIb3YEeT
CUCTEeMY OTCJIeKUBaHMA Jydyell Raycast /71 IlepeHalipaBieHusl BPyYHyIo
0OHAPYKEHHBIX COOBITUI MBI, TAKKE B 9TOM MPUMEPE UCTIOTb3YHOTCS
COMPOrPaMMbI, KOTOPBIE GYIYT PACCMOTPEHBI HITKE.

JNnctuHr 4.10. O6paboTka cCoObITUN OT MbILLN BPYHHYIO

using UnityEngine;
using System.Collections;

public class ManualMouse : MonoBehaviour

{

// Komyanmep, NONKJIOUEHHEN! K IAHHOMY OOBEKTY
private Collider Col = null;

// BH3BBaeTCH Iepel HadajioM PAa0OTH MIJis MHULVAIM3ALUN
void Awake ()
{

// COXpaHMUTb CCRUIKY Ha KOJuIaimep

Col = GetComponent<Collider>();

// Comporpamma Start
void Start ()

{
StartCoroutine (UpdateMouse () ) ;

public IEnumerator UpdateMouse ()
{

// Tpu3aHAK NepecedeHus

bool bIntersected = false;

// KHONKa HaxaTa MM OTIyIEeHAa
bool bButtonDown = false;

// BECKOHEUHEN! LVIKJI
while (true)
{
// TOJyunTb SKPAaHHBE KOOPAMHATH X ¥ Y yKaszaTess My
// MoxeT moTpeBOBAaTLCA MUCMOJIL30BATL APYTY Kamepy
Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
RaycastHit hit;

// TpOBEPUTH CTOJIKHOBEHME JIydya C KOJIJIANLEPOM
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if (Col.Raycast(ray, out hit, Mathf.Infinity))
{
// Jlyu nepecex OOBEKT
if (!bIntersected)
SendMessage ("OnMouseEnter",
SendMessageOptions.DontRequireReceiver) ;

bIntersected = true;

// TpoBEPUTH COGHTMUS OT MEIIN
if (!'bButtonDown && Input.GetMouseButton (0))
{
bButtonDown = true; SendMessage ("OnMouseDown",
SendMessageOptions.DontRequireReceiver) ;
}
if (bButtonDown && !Input.GetMouseButton (0))
{
bButtonDown = false; SendMessage ("OnMouseUp",
SendMessageOptions. DontRequireReceiver);

}
else

{

// Hpe)KJ:(e YKazsaTeJjb BXOOMJI B TI'PAHMIIEL obbeKTa U TEelepb BHIUET

if (bIntersected)
SendMessage ("OnMouseExit",
SendMessageOptions.DontRequireReceiver) ;

bIntersected = false;
bButtonDown = false;
}
// Xmarb crjemyoumero xanpa
yield return null;

Conporpammbl. ConporpamMmbl 3T0 0C00bIV BUA GyHKUMIA. OHM BeayT cebs no-
[06GHO MNOTOKaM BbIMOJIHEHMS, MOCKOJIbKY KaXyTCs paboTaloLmMMmy napanienbHo
VAN @CUHXPOHHO C OCHOBHBIM LIMKJIOM UMPbl, TO €CTb B GOHOBOM pexnme. Bbli-
NOJIHEHME KOAA HE MPUOCTAHABMBAETCS U HE XAOET 3aBEPLUEHMS CONPOrpamm,
KaK 3TO MPOVCXOAUT C 0ObIYHBIMY PYHKLUMAMU. [10 3TOM NpUYMHE CONPOrpamMmMbl
OTINYHO NOAXOAAT AS19 CO34aHNSA aCUHXPOHHbIX AENCTBUIA. TEXHNYECKU BCE CO-
nporpamMmMbl 4OMKHBI BO3BpALLaTh 3HaYeHne Tmna 1Enumerator, cogepxarb XoTs
6bl 0aVH onepatop yield n 3anyckatbesa ¢ nomoLubio dyHkumn StartCoroutine.
Onepatop yield — 310 0cobbIii onepaTop, OH NPUOCTaHABINBAET BLINOJIHEHME
COMnporpamMmel, MOKa ero COCTOsIHME He n3meHuTcs. OnepaTop yield, BosBpa-
LaoLLmMii peaynbstar Beidosa aitForSeconds (), NPUOCTAHOBUT BbIMOJIHEHNE HA
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X CEKYH, a 3aTEM NPOJOIKMT Er0 CO CreayoLLel CTpoku. Onepatop yield, Bo3-
BpawaloLmn null, npMocTaHoBUT BbINOMHEHME B TEKYLLIEM Kaape v BO30OHOBUT
BbINOJIHEHNE CO CreayloLlel CTPOoKM B creaytoweM kagpe. Bonee noapobHyio
MHbOPMALIMIO O CONpPOrpamMmmax 1 Ux NCMosb30BaHNM MOXHO HaNTV B [LOKYMEH-
Taumm Unity no agpecy http://docs.unity3d. com/Manual/Coroutines.html.

®dokyc npunoxeHus u naysa

Tpu ONONHUTENBHBIX COOBITHS MonoBehaviour OTJIMYAIOTCS TEM, YTO Ya-
CTO BBI3BIBAIOT 3AMEIATEABCTBO M yAMBJICHHE. DTO cOObITUs: Onkpplica-
tionPause, OnApplicationFocus m OnApplicationQuit.

CobGpitne OnApplicationQuit mocbLiaercss BceM 0ObeKTaM CIEHBI Iie-
pel 3aBeplIeHreM UTPBI, HO JI0 YHUUTOKEHUS CIIEHBI U €€ COAEPIKIMOTO.
Eciu urpa tecrupyercss B pefakrope, coObiTre OnApplicationQuit BbI-
3bIBAETCS TIPU OCTAaHOBKE BocnpousBeneHus. IIpumevaresnbHo, 4yTO C€O-
ObiTie OnApplicationQuit He BBISBIBA€TCSI Ha YCTPOIiCTBAX, pabOTAIOIIUX
noJ; yupassienueM i0S, r7ie, Kak IPaBUJIO, TIPUJIOKEHUS HEe 3aKPbIBAIOT-
cs1, a TIPUOCTAHABJIWBAIOTCS, OKU/IAsl, TTOKA MOJIH30BATEIN 3aHUMAIOTCS
JAPYTUMHU JI€JIAMHE, YTO TIO3BOJISIET UM BEPHYTHCS W BO30OOHOBUTH padoOTy
€ TOTO MeCTa, TJIe¢ OHU OCTAaHOBWJIMCH. Ecjii BaM HY)KHO TIOJy4aTh yBe-
noMyieHre o cobbITnr OnApplicationQuit mpu NPUOCTAHOBKE, BBI JIOJKHBI
YCTaHOBUTDH COOTBETCTBYIOIINI (hjlar B OKHE HACTPOEK IIPOUTPbIBATEIS
Player Settings (Hacrpoiiku npourpeiBateist). YToObI IOIYyYUTh ZOCTYIT
K HuM, BbiGepuTe yHKkT Edit = Project Settings = Player (ITpaBka =
Hactpoiiku npoexrta = [IpourpsiBaTesb) B MEHIO TPUJIOKEHNS, a 3aTeM
B MHCIIEKTOPe 00beKToB, packpoiite Bkaaaky Other Settings (IIpoune
Hacrpoiikn) 1yist i0S, yeranoBute durakok Exit on Suspend (3asepiiarh
[IpU IIPUOCTAHOBKE ), KaK TTOKa3aHO Ha puc. 4.4.

Cobbitue OnApplicationFocus mepezmaercst BceM 00bEKTaM B CIieHe, KOT-
Jla OKHO UTPBI TepsieT (hOKyc, HAPUMEP, KOT/[a OHO JICAKTUBUPYETCST TIPU
MEPEKJTFOYEHUN Ha JAPYTYIO IPOrpaMmy. ITO COOBITHE MOKET OBbITh 3HAUM-
TEJIBHBIM COOBITHEM JIJIST UTP, OCOOEHHO JIJIST MHOTOIOJIb30BATEIbCKIX, T/Ie
NECTBUS U COOBITUSA B 001IIEM MUPE MPOIOJLKAIOTCS, JIAsKe €CJIA OJIH UITN
HECKOJIbKO UTPOKOB He IPUHUMAIOT B UTPe y4yacTus. B aTux ciydasx, Bo3-
MO3KHO, TIOTpebyeTCsT TPUOCTAHOBUTh WM BO30OGHOBUTH OTPEIETCHHBIE
JEHCTBIS JIOO IPUTITYIIATH UIH YCUIIATh 3BYKOBOE COITPOBOSKICHUE UTIPHI.

CobGpitne OnApplicationPause gBJISETCS HEOAHO3HAYHBIM COOBITHEM,
MOTOMY 4TO MOHsTHE Nay3bl B Unity yeTko He onpenenerno. C Moel TOUKH
3pEHUsI CYIIECTBYET JBa BUJIA May3, a MMEHHO aOCOJIOTHAS 1 OTHOCUTE b=
Hast may3sl. [Ipu abcoTioTHOM may3e Bee AeHCTBIS 1 COOBITHS B UTPe MOJT-
HOCTBIO MPUOCTAHABIUBAIOTCS. B 9TOM COCTOSTHUYM HET TeueHUs BpEMEHH,



AMPeKTVBLI #region 1 Zendregion AASI CBepThIBaHMSI KOAa  +* 165

-m O Inspector U Lightmagping i P
Default Cursor 2
SN 1T
Cursor Hotspot %[0 ¥

e 3 o + @ A a]
Sattings for W05

Resolution and Presentation

Tean

Tplash Tmage

other Settings

Rendering

Rendering Path* Forvard '

Dynarmic Batching o

Eraric Basching requires I0F Bra Licanss

identification
Bundle [dentifier cam Company Freducthame
Bundls Veruan® R
Configuration

Tasget Device
Target Rassluticn

Graphics Level*
am|| Aecelersmeter Frezuemey | 60 H2 :
o 0 @0 l| Override IPod Music

# oo

T Heaquires Persistent Wi

Bptimication

Api Compatibdity Level  LHET 2.0 Sbant

Puc. 4.4. BknioyeHune ¢pnara Exit on Suspend
(3aBepLiaThb Npu NnpuocTaHoBke) aiag i0S

W HAYTO HE MOKET JBUTAThCs. OTHOCUTETHHAS MAy3a TPUMEHSIETCS Jallle.
3ech urpa ocosHaer cebs ¥ OHMMAET, YTO HaXOMTCS B COCTOSIHUU T1ay-
3bl. OHa OCTaHaBJIMBAET HEKOTOPbIE COOBITHUSI, HO TTO3BOJISIET APYIUM CO-
OBITUSIM BBIIOJIHSITHCS, YTOOBI TIPOAOJIKUTH B3aUMOJEHCTBHE C BBOAOM
[0JIb30BATEIsl, KOTOPBII MMeeT BO3MOKHOCTb BO30GHOBUTH Urpy. CobbI-
Tre OnApplicationPause mMeeT OTHOIIEHKE K TIEPBOMY BUY TIay3. ITO CO-
ObiTHE OYIET BBI3bIBATHCS TIPH BBIIOJIHEHUH HECKOJBKUX yCa0BUi. OHU
OYIyT PACCMOTPEHbI HITKE.

Bo-1iepBbix, cobbiTie OnApplicationPause BbI3bIBAETCs, TOJBKO €CJIN
copomred duar Run In Background (3amyckaTh B (hoHE) BO BKJIaIKE
Player Settings (Hacrpoiiku npourpsiatesisi), B rpyiie Resolution
(Paspermenne), Kak IoKkasaHo Ha puc. 4.5. Beiksoyenne aToro mapameTpa
MIPUBEJIET K ABTOMATUYECKOI TPUOCTAHOBKE UTPBI, KOT/IA €€ OKHO TIOTePSI-
er ¢dokyc. ITo 3HAYMT, 4TO cobbiTHe OnApplicationPause GyaeT BHIZBAHO
nocJe cobbitust OnApplicationFocus.
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Puc. 4.5. BoiknoyeHne napameTpa Run In Background
(3anyckaTtb B pOHe)

B iOS coGbitie OnApplicationPause OyzeT BBI3BIBATLCSI BCSAKWIA Pas,
KOT/Ia IPUJIOKEHIE CBOPAUMBAETCST WU IEPEHOCUTCST Ha 33 [HUI T1JIaH.

O He nonaraiiteck Ha coGbiTve OnApplicationPause npu peanuaaumm co6CTBEH-

| HOWM peakumMn Ha OTHOCUTENbHYIO nay3y. Icnonb3yiite onsg 3Toro NepeMeHHyto
Time.timeScale nnu cospaite 6onee NOMHOLIEHHYIO CUCTEMY, KOTOPAs CMOXEeT
cama BbIOUpaTh, Kakue 3/1eMeHTbI MPYOCTaHABNNBATb.
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NTorn

ITa TaBa OblIa TOCBSAIIEHA MPEMMYIECTBAM, KOTOPBIE JaeT CHUCTeMa
yIpaBJieHust COOBITUSIME, OCHOBaHHAs Ha Kjacce EventManager. JIjist pe-
AJIM3AIUH JIUCTIETYEPa COOBITHIT MOKHO UCIIOJIb30BaTh MHTEPGhEHCH Wn
nesiernpoBanue — 06a METO/IA SIBJISTIOTCST MOITHBIME U PACIIAPSIEMBIMHU.
Mbl yBUEIM, KaK JIETKO 70 OECKOHEYHOCTH H0GABJIATH U 100ABJISATDH
HOBBIE omeparuu B pyHkimio Update, M Kak 3TO IPUBOJUT K CEPHE3HBIM
pobJieMaM TIPOU3BOUTETHHOCTH. MBI TIPOAHATTM3UPOBAJIH CBSI3U MEKIY
JENCTBUSMU U 1TepepadOTaIN KOJL B CTUJIE COOBITHITHOTO TPOTPaMMUPOBa-
Hst. [To cyTH, COOBITUS SIBIISTIOTCSI CBIPHEM JIJIs CHCTEM YITPABJIEHUS COOBI-
tusim. OHE 00eCTIeYNBAIOT CBSI3b MEK/LY OJHUM JleiicTBHeM (IIPUYMHA),
a apyruM (peakiust). JIJist yrpaBieHust COOBITUSIMHU, MbI CO3/IaIH KJIACC
EventManager — MHTETrpUPOBAHHBIN KJIaCC MJIM CUCTEMY, CBSI3BIBAIONLYIO
ormpasuresieil ¢ monydaresnsiMu. OH TPUHUMAET YBEAOMJIEHUST O COOBI-
THUSIX OT OTIIpaBUTeJIel, a 3aTeM CPa3y K€ BbI3bIBaeT COOTBETCTBYIOIINE
dbynkmmu nosryuatesieir. B caemytomnieil TyiaBe Mbl paCCMOTPUM KaMepbl
1 0TOOpasKeHye CIIEHbI.
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IKamepbl
N oTobparkeHwe cueHbl

JTa TJIaBa MOCBAIeHa HEKOTOPBIM U3 MHOKECTBA JAEHCTBUII ¢ KaMepaMu
1 0TOGPAKEHNEM CIIEH, A TAKJKE MHTEPECHBIM KOMOUHAIIMSIM UX COBMECT-
HOTO MCHOJIb30BaHust. Boobie roBopsi, kamepa — 3T0 Touka 0630pa 0To-
GpakaeMOIl CIIEHbL. DTO TOYKA B TPEXMEPHOM MPOCTPAHCTBE, U3 KOTOPOIi
OTKpBIBaeTCs BUJ Ha ciieHy. Kamepa ompejessieT MmepcrekTHBY W TI0Je
3peHUs, 3aXBaThIBAECT U Pa3bUBaeT TEKCTYPhI 110 muKcesei. [Tocie atoro
OHV BU3YJM3UPYIOTCS HA 9KPaHe, CMEITUBAsICH ¢ H300PaKEHUSIMU, TIOJTY -
YEHHBIMHU C JIOOBIX APYTHX Kamep. TakuM 06pasoM, KaMepsl, CIIEHBI 1 UX
oToOpaskeHne TeCHO CBSI3aHbl. B 9TOH I71aBe Mbl yBUINM, KaK OKUBUTD Ka-
Mepy 1 co3aTh adeKT ee 1MoIeTa, KaK MepeMelaTtb KaMepy BI0JIb KPH-
BOJIMHEHHBIX TPAEKTOPHil, M PACCMOTPUM, KaK OOBEKTHI MOTYT Y3HATH,
BUJIHBI JIV OHU [IJIs1 OTIpe/iesIeHHOI kamepbl. Kpome ToTo, MBI yBUINM, KaK
BPYYHYIO 06pabarbiBaTh M306PAKEHUsT ¢ KaMep JIJIst CO3AaHSI TOTIOIHI-
TeJbHBIX 3((EKTOB, a TaKKe KaK HACTPOUTHh OPTOrpaduuecKue KaMepsbl
IUIST OTOOPasKEHUS TTHKCEEH IBYXMEPHOI TEKCTYPBI B IBYXMEPHOI UTpe
1 TpacduvecKoM MoJIb30BaTeabCcKoM nHTepdeiice. Mtak, Haunem.

BusyanbHOe npeAcTaBAeHVe Kamepbl

Korza kamepa Boibpana Bo Briaagke Scene (Ciiena) u paspenieHo oTobpa-
JKeHUe BU3YaJbHOTO MTPEICTABJIEHUST KaMePbI, pedpa yCedeHHOU Mupamu-
JIBI SICHO TIOKA3bIBAIOT, T/I€ HAXOIUTCSI KAMEPA U YTO OHA MOKET BUIETH U3
9TOH TOUKM 0630pa, C yUETOM JPYTUX €€ CBOICTB, TAKUX KaK yroJ 0630pa,
KaK ToKa3aHo Ha puc. 5.1.

BusyasibHble TIpeICTaBIeHNUsT KaMep OCOOEHHO TOJIE3HBI TIPU MX Pas-
MEIEeHU] JIUIsT TIOJIyYeHust Hauydiero o63opa cieHbl. OHAKO WHOT/A
MOJKET HOHaL00MTCs 00paTHOE, TO €CTh PA3MECTUTh OOBEKTHI B I0JIE 3Pe-
HUs He BbIOPAHHOM B HACTOAIIUMI MOMEHT Kamepbl. Harpumep, Moxer
MOHA0OUTCST TTIOMECTHUTH OT/EIbHBIE OOBEKTHI B IMOJI€ 3PEHUST KaMepbl
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Puc. 5.1. Mpwu BbIBope kamepsbl Bo Bkiaake Scene (CueHa),
OHa oToGpaxaeTcs B BUAE 3HAYKA U YCEHEHHOW nupamuibl

1 yOeIuThCst, UTO OHU BUHBI jiJis1 Hee., CemaTh 3T0 CI0KHO, TIOTOMY 4TO
0 YMOJTYAHHUTO BU3YAJTbHBIE TIPEICTABIEHIS TSI KaMep He 0TOOpasKaioT-
Csl, €CJIM OHU He BBIOPAHbL. DTO 3HAUUT, UTO MPH MIePeMeieHn 00bEKTOB
MIPUIETCST TIOCTOSTHHO BBIOUPATH KaMEPY, YTOOBI IPOBEPUTh, MOMAIAIOT JIN
0OBEKTHI B MOJTE 3PEHMST KAMEPDI TOCIIe TIEPEMETIEHTS, 1 OTKOPPEKTHPO-
BaTh UX MO3UIUH, €CJU 9TO TOTpedyeTcst. PelleHnIo 9Toi 3a1aun OueHb
OMOTJIa OBl BO3MOKHOCTD MTPOCMATPUBATH BU3YaJbHbIE MTPEICTABICHUST
KaMep MOCTOSTHHO, TasKe eCJIM OHU He BHIOPAHBI, HO, TAKasT BO3MOKHOCTD
OTCYTCTBYET, 110 KpaliHell Mepe, Ha MOMEHT HallncaHus 3Tol KHUTH. YTo-
ObI OOOUTH ATOT HEAOCTATOK, MOKHO HAMUCATH CIIEHAPUH, TPEICTABJICH-
HbIil B sinctunre 5.1.

NnctuHr 5.1. CueHapuii oTobpaxKeHUst BU3yanbHOro NPeacTaBAeHNs Kamep
01 using UnityEngine;

02 using System.Collections;

03 //=====mmmmm e

04 [ExecutelInEditMode]

05 [RequireComponent (typeof (Camera)) ]

06 / /=== =

07 public class DrawFrustumRefined : MonoBehaviour

08 {

09  //=mmmmmmm e

10 private Camera Cam = null;
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11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
217
28

29
30

31
32
33
34
35
36
37

38

39
40
41
42

public bool ShowCamGizmo = true;

void Awake ()

{

Cam = GetComponent<Camera> () ;

void OnDrawGizmos ()
{
// OroBpaxaTh BM3YyaJIbHOE NpPEICTaBJIeHue?
if (!ShowCamGizmo) return;
// TomyunTb pa3Mepe OkHa Game (Mrpa)
Vector2 v = DrawFrustumRefined.GetGameViewSize ();
float GameAspect = v.x/v.y; // BHUMCIUTH OTHOWEHME CTOPOH OKHA
float FinalAspect = GameAspect / Cam.aspect;

Matrix4x4 LocalToWorld = transform.localToWorldMatrix;

Matrix4x4 ScaleMatrix = Matrix4x4.Scale(new Vector3(Cam.aspect *
(Cam.rect.width / Cam.rect.height), FinalAspect,1));
Gizmos.matrix = LocalToWorld * ScaleMatrix;
Gizmos.DrawFrustum(transform.position, Cam.fieldOfView,
Cam.nearClipPlane, Cam.farClipPlane, FinalAspect);

Gizmos.matrix = Matrix4x4.identity; // COpocuTs MaTpuily

// Bo3BpaumaeT pasMephl OKHA MUIPH
public static Vector2 GetGameViewSize ()
{
System.Type T =
System.Type.GetType ("UnityEditor.GameView, UnityEditor");
System.Reflection.MethodInfo GetSizeOfMainGameView =
T.GetMethod ("GetSizeOfMainGameView", System.Reflection.
BindingFlags.NonPublic | System.Reflection.BindingFlags. Static);
return (Vector2)GetSizeOfMainGameView.Invoke (null,null);

}

Huzke nprBOIUTCST HECKOJIBKO KOMMEHTAPUEB K JIUCTUHTY 5.1.

O Crpoxn 27-31: bynxing Gizmos.DrawFrustum npuHUMAaeT apryMeH-
TBI, TAKME KaK TTO3UIIUSI U YTOJI T0OBOPOTA, BBIPAXKEHHbBIE B IJI0OAIb-
HBIX (MUPOBBIX ) KOOPAMHATAX. DTO 3HAYUT, YTO BCE APTYMEHTDI 110-
3UIMOHUPOBAHYS JIOJIKHBI OBITH IPEBAPUTEIHHO TPEOOPAZOBAHBI
C TIOMOIIBI0 MATPHUILBI TPEOOPA3OBAHUSA JIOKAIBHBIX KOOPIAUHAT
B T7106aJIbHBIE KOOPAMHATLL. JTO TPe0OPa3OBaHIEe BHITOIHSIET Me-
Ton localToWorldMatrix kusacca Transform. Kpome Toro, apryment
FinalAspect TpebyeT pacyera COOTHOTIECHMS MEK/LY ITMPIUHOMN ¥ BbI-
COTOI OKHa IIPOCMOTpPA U ITUPUHON U BBICOTON OKHA UTPDL.
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O Crpoku 35-40: byuxims GetGameViewSize BO3BpaIIaeT ABYXMEp-
HbBII BeKTOp, BhIpakaioiuili (axkruueckue pa3mepbl okHa Game
(Urpa) B nukcensx. OHa ToJydaeT 3TH 3HAYEHUS, MCIIOJTH3YS
HEJIOKYMEHTHPOBAHHbIE BO3MOXKHOCTH penaktopa. Caemyer 1moj-
YEPKHYTb, YTO KO/, I/ICHOJIbSyIOH_[I/Iﬁ <«HEJOKYMEHTHUPOBaHHbIC»
BO3MOJKHOCTH, MOJKET TepecTaTb paboTaTh B OYAYIINX BEPCHUSIX
peiakTopa.

Ha puc. 5.2 u3obpaskeHa moTydeHHAs MHPAMUA, TTPEACTABISIONTAS

110JI€ 3PEHMS KAMEPBDI.

| #5Scene | € Game
| Textured

= Hicrarchy |
Greats »| (67AT

+|| 20 | 5% | 4) | Effects -

Camera

1
Point light

Puc. 5.2. BusyanbHoe npeacTaBiieHe HEBbIOPaHHOM kKamepbl

BbiTb Ha BUAY

Ectb MHOTO ciry4yaeB, KOT/Ia BO BpeMsI UTPBI BOBHUKAIOT BOIIPOCHI O BUIH-
MOCTH 00BEKTa, KaK (PaKTHUECKOMH, TaK U THIIOTETHIECKOH. OTHOCHTETBHO
(hakTHYeCKOI BUMMOCTH €CTh HECKOIBKO BOITPOCOB, OTBETHI HA KOTOPbIE
MBI XOTEJTH ObI MOJYYUTh, B TOM YHCJIE BUIUM J1 00heKT X JI7Ist Kamephl Y
PSIMO ceiuac, BUAUM Ji 00beKT X /I 110601 KaMephl IPSIMO ceifyac wmin
Kor/a 00beKT X CTAHOBUTCST BUAUMBIM WJTH HEBUIMMBIM JJIsI KOHKPETHOT
KaMepbI W 17151 060 Kamepsl. UTo KacaeTcst THIIOTETHYECKO BUINMO-
CTH, BOITPOC MOKET OBITH ChopMyINpoBaH Tak: Oyaet i 06bekT X BUIEH,
ecm kKamepy Y TepeMecTuTh B roJioskenne Z. B Borrpocax o hakTudeckoit
BUIMMOCTH HAC 3a00TUT AEHCTBUTEIBHAST BUAUMOCTh OGBEKTOB B TEKY-
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IEM KaJpe, 3aBUCAIIAs OT TEKYIEeH MO3UIINU KaMePhbl, a B OTHOIEHUY TH-
HOTETUYECKON BUIMMOCTH HAC OECIIOKOUT, 4TO ObLIO Obl, ec/in Obl KaMepa
ObLa OB IepeMelleHa B ONpeieIeHHOe ToIokenne. 1 o6a 9Th BapuaHTa
BUINMOCTH UMEIOT BaKHOE 3HAUEHME [T UTPBI. 3Hasd, 9TO 00BEKTHI (Ta-
KIe KaK BParn) JeliCTBUTENHLHO BUAHBI /1T KAMEPHI, BayKHO OIIPEIEIUTD
UX TOBEJEHNE U PEAKIINIO. ITO OOBSICHAETCS TEM, YTO KOTa 00HEKTHI He
BU/IHBI, MHOTHE JIEHCTBUS M PACYETHI MOKHO TPUOCTAHOBHUTD, YMEHDIINE
HarpysKy 3a cdyeT oTkasza oT ux oOpaborkm. Kpome Toro, nndopmarms
0 BUAMMOCTH 00BbEKTa, ecim Kamepa Oy/ieT epeMeIena, mo3BOJUT TIPe/i-
BUJICTD, KaKne 0OBEKTHI, €CJI OHU MMETOTCST, CTAHYT BUANMBIMU CO CITE/LY-
IOIIETO Ka/ipa, 9TOOKI ITOATOTOBUTD UX 3apanee. Temeps, Ipeske 4eM mepe-
TN K pacCMOTPEHUIO OTBETOB Ha 9TH BOIPOCHL C TIOMOIIBIO CIIeHAPUEB,
PaccMOTPUM BUAMMOCTD B Y3KOM CMBICJIE 9TOTO TIOHSTHS.

Buaumocts Gasupyercs Ha ABYX OCHOBHBIX MOHATHSIX: MOJIE 3PECHMUS
u nperarcTsua. Kaxkmas kaMmepa, padoTaiomas B pesKIMe IepPCIeKTHBEL
nMeeT T10Jie 3peHus B (hOpMe yCEeYeHHON MUpaMuIbl — TpanernneBuIHbI
00BeM, TPOCTUPAIOIINICA OT KaMephl M COAEPKAMNI 06/1acTh, OIIpee-
JIIEMYIO YTJIOM TIOJISI 3PEHUST M OTCEKAIONMMU TLTOCKOCTSMU (OMmKHeR
U fabHell). YcedeHHas MUpaMIia MaTeMaTHIeCKN ONpefessaeT 001acTh
CIIEHBI, KOTOPYIO KaMepa MOTEHIMAIbHO MOKET BUJETh TPSAMO ceiivac.
3aMeyaHue <«IOTEHINANBHO» BaKHO, MOTOMY YTO JIasKe KOT/Ia aKTHBHBII
U BUANMBIIA OOBEKT HAXOAWUTCS B IIPeeaax IIOJs 3PEHUS KaMephbl, 9TO
He 003aTebHO 03HAYAET, YTO OH BUAEH /I KaMephbl. JLeo B TOM, 4To
0OBEKTBI B MOJIE 3PEHUS MOTYT MEPEKPHIBATHCA APYTUMHU OOBEKTAMU, TO
eCTh HaXOAAMMECs OIMKe K KaMepe 0OBEKTBI MOTYT 3aCJIOHATH OOBEKTHI,
PaCIOIOKEHHBIE 32 HIMU, TIOJTHOCTBIO WM 9aCcTUYHO. 110 9TOi mpuunne
IpaBUIbLHAA MTPOBEPKa BUANMOCTH JO0JKHA BKJIIOYATh B ce0sI, IO MEHD-
meii Mepe, IBa IPOoIecca: BO-TIEPBEIX, ONPeeIeHIe HaX0KIEeHN 00beKTa
BHYTPH TI0JIS1 3PEHUS, 2 BO-BTOPBIX, ONPEAETCHNE HATMINS TPENATCTBYS,
CKpBIBAIONIETO 00BEeKT. TOMbKO ecn 0OBEKT MPoiieT 00e MPOBEPKH, ETO
MOKHO MPU3HATH BUIMMBIM JUTSI KAMEPBI, M TO TIPH YCJOBHHM, YTO OH HE
CKPBIT TTOJB30BATENBCKUME MIeHaepaMyu uin ApyruMu addexramu mo-
crobpaborku. TIpoiie roBops, €cTh MHOTO MPUYKH, TOYEMY TTOJTHAs TPO-
BEpPKa BUANMOCTH SIBJISIETCS CTOKHBIM TIPOIIECCOM, HO 371€Ch Sl OTPAHNYYCh
JBYXCTYIIEHYAaTON MPOBEPKOM, KOTOPOIl AOCTATOYHO st GOJIBIIUHCTBA
3aj1au.

OnpepeneHne BUAUMOCTU 00bEKTa

HaBepHoe, CaMbIM ITPOCTbBIM 1 HpHMO]II/IHeI;,IHbIM crocoboM ITPOBEPKH BU-
JNMOCTH 00BEKTOB B Unity ABJIACTCA ollpeaesieHe BUJIMMOCT U HEBU-
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JIMMOCTH JIJISt HEKOTOPOII KaMepbl. [[Ba COMYTCTBYIONTIX 3TOMY COOBITHS —
OnBecameVisible m OnBecameInvisible — aBTOMaTH4eCKU BBI3BIBAIOTCS /IS
JM060ro 0ObEKTa ¢ KOMIIOHEHTOM OTOOPasKeHMs, TAKUM KakK MeshRenderer
uim SkinnedMeshRenderer. DTo, KOHEUHO, HE KacaeTcst IyCThIX OOBEKTOB,
Jlaske TTOTA/IAfoTMX B 1TOJIe 3PEHMST KaMephl, TOCKOJIBKY OHU (TeXHUYEeCKN
TOBOPST) He coiepsKaT BUAUMBIX YacTell, HeCMOTPST Ha TO, UTO HaXOASTCS
B IpocTpaHcTBe. Bbl MojkeTe 00pabarbiBaTh 9TH COOBITHSI, KaK [TOKa3aHO
B JINCTUHTE 5.2:

JlcTuHr 5.2

using UnityEngine;
using System.Collections;

public class ViewTester : MonoBehaviour

{

void OnBecameVisible ()

{
Debug.log ("Became Visible");

void OnBecameInvisible ()

{

Debug.log ("Became Invisible");

EcTb HECKOJIBKO BasKHBIX aCIeKTOB cOOBITHIT OnBecameVisible u OnBe-
cameInvisible, Ha KOTOpBIE CTOUT OOPATUTH BHUMaHUe. Bo-1epBbIX, BUIHU-
MOCTb 3/IeCh O3HAUAET JIUIITh, YTO OGBEKT MOMAJ B [0JI€ 3PEHUST KAMEPBI, HO
OH MOJKET OBITh TIEPEKPBIT APYTUMU OOBEKTAMU, HAXOAAIMMUCS OJIHIKe
K KaMepe, 1 eCJIM 9TO TaK, ero MOKET ObITh He BUHO BooOIe. Bo-BTOPHIX,
COOBITUST OTHOCSITCSI KO BCEM KaMepam, a He K KOHKpeTHoil kamepe. Co-
ObiTrie OnBecameVisible BBIZBIBACTCSA OJIMH Pas, YTOOBI COOOIIUTD, YTO OOb-
eKT, KOTOPOTO paHblile HUT/IE He ObIJIO BUIHO, BCTYIUII B T10JIe 3PEHUS, 110
KpaiiHeit Mepe, oxiHOU kKamepbl. TouHO Tak ke coObITue OnBecameInvisible
BBI3BIBAETCSI OJIMH Pa3 U TOBOPUT O TOM, YTO OOBEKT, KOTOPBIN paHee MOT
ObITh BUJIEH, TEIIEPb OCTABUJI [IOJIE 3PEHNUsT Beex Kamep. V HakoHell, BechMa
HENPUATHASA OCOOEHHOCTD ITUX (DYHKI[MI COCTOUT B TOM, YTO OHU OTCJIe-
JKUBAIOT TaK:Ke BUAUMOCTD KaMePbl CIIEHBI. ITO O3HAYAET, UTO MIPU TECTU-
POBAHMM UTPBI C OTKPBITON M BUAMMOI BKiIaiKkoil Scene (Criena), ecan



174 < Kawmepbl 1 OTODpa)eHe cueHbl

00bekT BueH Bo BKTake Scene (Ciiena), oH GyIeT CAUTATHCST BUITMBIM.
[Ipore roBopst, MeToabl OnBecameVisible m OnBecamelInvisible ToJsIe3HBL,
TOJILKO €CJIN ICHCTBUS U PENICHUS 3aBUCAT OT 001Iei BUAUMOCTH WU He-
BUIMMOCTH B CI[CHE, T/I¢ BUAMMOCTH COOTBETCTBYET IIPUCYTCTBUE B I1OJIC
3peHust Kamepbl. [IpyriuMu CJI0BaMU, 3TH COOBITHS XOPOIIIO TIOAXOIST JJIsT
MIEPEKII0YCHUS TIOBEJACHN, 3aBUCSIIETO OT BUJUMOCTH, HAIIPUMEP UCITYT
MepPCOHaKa M JPyTHUe BUIBI B3AMMO/ICHCTBUN MEXKIY TIepCOHAKaMU.
O Bonee nompoGHyo nHpopMaumio o cobbitnax OnBecameVisible n OnBecame-
= Invisible MOXHO HaliTK B 9neKTpOHHOM AokymeHTauum Unity no agpecam:
http://docs.unity3d.com/ScriptReference/MonoBehaviour.OnBecameVisible.

html n http://docs.unity3d.com/ScriptReference/MonoBehaviour.OnBecame-
Invisible.html.

MoppoOHee 0 BMAMMOCTHU

Jpyras BaskHas [IPOBEPKa BUAMMOCTH, He CBI3aHHAS C BXOAOM OObEKTa
B [10JI€ 3PEHK KaMePbl U BHIXOJIOM U3 HETrO OIIPE/e/IsieT, BULEH JIU 00beKT
B HACTOSILIMI MOMEHT JIJIsI OIIPeeIeHHON KaMepbl. B oTimmune oT coObi-
it OnBecameVisible m OnBecameInvisible, KOTOpBIE BHI3BIBAIOTCS OMH Pa3
IIPU BXO/I€ B T10JI€ 3PEHUS U BBIXOJIE U3 HETO, ATOT BUJ| IIPOBEPKHU CBsI3aH
TOJIbKO C TEKYILIMM COCTOSHUEM OObeKTa 1 He TpebyeT HUKAKUX IIpe/Ba-
PUTENTBHBIX 3HAHUN O HeM. /[ ero peannsanii MOKHO MCIIOTh30BATh
coObITre OniillRenderObject. ITo cOOBITHE BHI3BIBAETCS PETYJISIPHO, OAUH
pa3 B KaK/JOM Kajipe JJIsl KayKIOW KaMmepbl, JJisi KOTOPOW OH BUJIEH, BCe
BpeMs, [0Ka OOBEKT OCTAETCSA BUAUMbIM JIJIsE 9TOW Kamepbl. Tlox «Bumm-
MOCTbBIO» 3/I€Ch IOHUMAETCsI «<HAXOIUTCS B 110Jie 3peHusi». OTsATh e, 1Ipo-
BepKa 3aCJIOHEHUS APYTUMU OO0bEKTaMU He IpuMeHsieTcs. Barusnure Ha
JIUCTUHT 5.3, 1 o6paruTe BHUMAHUE, YTO BHYTPU HTOTO COOBITUS MOKHO
UCII0JIb30BaTh CBOMCTBO Camera.current, 4ToObI IOJYYUTD CChLIKY Ha Ka-
Mepy, Il KOTOPOil 00bEKT B HACTOSAIIEE BPEeMs BUIEH, B TOM YMCJIE U Ha
Kamepy 0030pa CIICHBIL.

Jnctunr 5.3. Cobbitne OnWillRenderObject

void OnWillRenderObject ()
{

Debug.log (Camera.current.name);

}

MpoBepka nonsa 3peHus — oToOpaxaemMble KOMMNOHEHTbI

YacTo BCTpoeHHBbIX coObITuil Unity, ¢ KOTOPHIMU MbI [TO3HAKOMUJIKCH
BBIIIIE, HE[OCTATOYHO /I TPOBEPKU BUMMOCTHU T HAXOK/ICHUS 0OBEK-
TOB B TI0OJIE 3pEHsT Kamep. B yacTHOCTH, MOXKET GBITH HY/KHO BCETO JIHIIh
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MTPOBEPHUTD, BUEH JTH OOBEKT TOTBKO OTHON OTIPEIETIEHHON KaMepe; ToTa-
JIET JIM HEBUMMBIN OOBEKT B I0JI€ 3PEHUsI, CCJIM CTAHET BUMMBIM; BUIHA
JIM KaMepe yKazaHHast TOYKa B IPOCTPAHCTBE; WU OYIIET JI KaMepe BUeH
OTIPe/IETTEHHBIN 0OBEKT, eCITU TIEPEMECTHUTD €T0 B HOBOE TOJOKeHNe. Bee
MIPOBEPKHU BUANMOCTH BaKHBI B PA3HBIX CUTYAIIUsIX, U BCE OHU TPEOYIOT
pyuHOIT TopaboTkM. [I7TsT peaTnsariiy 3THX MPOBEPOK MPUETCS HAICATD
ZOCTATOYHO MHOTO KOJa. B cireryfonix pasiesax Mbl CO3/[a/INM HECKOJIb-
KO CTaTHuecKuX (DyHKITUI U TOMECTUM UX B BBIIEJICHHBIN JIJISI 9TOTO KJIacC
CamUtility. /laBaiiTe HAUYHEM C TPOBEPKN HAXOXKAEHWST KOHKPETHOTO OTO-
GpakaeMOTO0 KOMTIOHEHTa BHYTPU TIOJS 3PEHUsT HEKOTOPOTO 0OBheKTa
Camera, Kak MOKa3aHO B JINCTUHTE J.4.

JlnctuHr 5.4. MpoBepka nonagaHus oobekTa B NoJie 3peHnst Kamepbl

01 using UnityEngine;
02 using System.Collections;

03 // ===

04 public class CamUtility

05 {

06 [/~

07 // TpoBepseT mnonagaHre OTOCPaxaeMoTo OOBEeKTa B [IOJIe 3PEeHMS KaMepPH
08 // BosBpamaer true, eciyu nonamaer, u false — B NPOTMBHOM CJlydyae

09 public static bool IsRendererInFrustum(Renderer Renderable,
Camera Cam)

10 {

11 // CKOHCTPYMPOBATBH IJIOCKOCTY, OTpPaHMUMBAWWME I0OJI€ 3PEHMS KaMeph
12 // Kaxmas MJIOCKOCTb MNPEenCTaBJigeT I'PaHb yCEUEHHOM NMpaMuUmIE

13 Plane[] planes = GeometryUtility.CalculateFrustumPlanes (Cam) ;

14

15 // TpoBepuThb nonamaumne oOOBEKTA BHYTPb yCEUEHHOM MNMPaAMMIE!

16 return GeometryUtility.TestPlanesAABB (planes, Renderable.bounds);
17 }

18 et it

19 }

B crpokax 10—17 c momorpio kacca GeometryUtility co3maeTcss MaccuB
TIOCKOCTEH, OTPAaHUYUBAIONINX 00IACTh TMOJIST 3perust Kamephl. [1rocko-
CTH B TPEXMEPHOM TIPOCTPAHCTBE TOAOGHBI TIPAMBIM B IBYMEPHOM: OHH
OTMEYaIoT BOOOPAKaeMyIo MOBEPXHOCTh B TPEXMEPHOM MPOCTPAHCTBE.
MaccuB BKJIIOYAeT 1IeCTb IIJIOCKOCTEl, pa3MelleHHbIX B IIPOCTPaHCTBe
Tak, 9To66I 06Pa30BaTh MOJIE 3PEHIST KAMEPBI TPATIEIMEBUIHON (GOPMBL.
ITOT MaCcCUB 3aTeM UCIIONb3yeTcs GyHKIueil TestPlanesAABB, rie abbpe-
suarypa AABB paciindpossiBaercs kak Axially Aligned Bounding Box,
YTO MOJKHO TIEPEBECTH KaK «06HEM, OTPAHUYEHHBII OCSIMU» . Ta (HYHKITHS
MIPOBEPSIET, HAXOAUTCS JIM MOBEPXHOCTH, OTPAHUYMBAIONIAsT OTOGpaKae-
MBIi1 Melll, BHyTPH 110151 3PEHMs KaMePbl, OLIPe/esIs1eMOro [1JIOCKOCTSMU.
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lMpoBepka nons 3peHUs — TOYKU

KoneuHo, He Bcerga Oyer HysKHa [IPOBEPKa BUAMMOCTH LEJbIX 00beK-
ToB. MHorma tpebyercst IPOBepUTh BUAMMOCTh OAHON TOUKU. ToMy MO-
ryT ObITh JBE€ OCHOBHbBIE IPUYMHBI. BO-IIEPBBIX, BOBMOKHO JOCTATOUHO
3HATh, BUAEH JIM TAKOH OOBEKT, KaK YaCTHIA WM TOYKA IIPULIETNBAHISL.
Bo-BTOpBIX, ObIBAET KeJaTebHO 3HAaTh HE TOJIBKO BUAMMA JIM TOYKA, HO
U Ille Ha DKpaHe oHa Oy/eT MoKasaHa Kamepoil. Takas mpoBepka peajiu-
3oBaHa B jicturre 5.5. OHa BBISICHSIET, HAXOIUTCS JIK TOYKA B TIPEesax
T0JIsI 3PEHMST KaMePbI, M BO3BPAIIAET €€ KOOPAMHATHI B HOPMATU30BAHHOM
Buzie (Mexay 1 u 0), B okHe TpocMOTpA.

Jlnctunr 5.5. MpoBepka nonagaHnsa TOHKU B NOJ1e 3PEHNS KaMepbl

// Ompenesnser mnonamaHye TOUKM B IOJIe 3PEHVA KaMep:

// BosBpamaer true, eciu nonamaeTr, u false - B NPOTMBHOM CJlydae

// BuixomHoM napaMerp ViewPortLoc ompemesnsgeT KOOPIMHATH

public static bool IsPointInFrustum(Vector3 Point, Camera Cam,
out Vector3 ViewPortLoc)

// Co3maTb HOBHE TPAHMUE C HYJEBEMM pasMepamu
Bounds B = new Bounds (Point, Vector3.zero);

// CKOHCTPYMpPOBATh IJIOCKOCTM, OTPaHMUMBALUME [OJE€ 3PEeHUS KaMeps
// Kaxmas MJIOCKOCTb MNPEenCTaBJIgeT I'PaHb yCEUEHHOM NMpaMUmIEl
Plane[] planes = GeometryUtility.CalculateFrustumPlanes (Cam);

// TpoBEepUTH MONaLaHME TOUKY BHYTDPb yCEUEHHON NMpaMMIE!
bool IsVisible = GeometryUtility.TestPlanesAABB(planes, B);

// TIPUCBOUTH KOOPAMHATH B BMIVMOM OBJACTH
ViewPortLoc = Vector3.zero;

// Eciu TOYKa BMI¥MA, BEPHYTb €€ KOOPAMHATH
if (IsVisible)

ViewPortLoc = Cam.WorldToViewportPoint (Point);
return IsVisible;

MpoBepka nons 3peHus — 3acJioOHeHue

Kak yske ynmoMuHasioch, TpoBepKa BUIUMOCTH B CTPOTOM CMBICJIE SBJISET-
Cs1 IBYXaTaITHBIM TIpolieccoM. Bee mpoBepkn BUAMMOCTH /10 CUX TTOP TIPe/I-
CTaBJISLIIA COOOM TOJIBKO MPOBEPKY MPUCYTCTBUSA OOBEKTA B TI0JIE 3PEHMST
kaMepbl. JacTo 3TOTO JI0CTATOYHO, HO WHOT/A HET, MOTOMY YTO OOBEKTHI
B T10JI€ 3pDEHUST MOTYT TIEPEKPBIBATD JPYT IPYTa, TO €CTh OJMKHUE K KaMe-
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pe 00BEKTHI MOTYT 3aKPBIBATh JAJbHUE TIOJTHOCTHIO UJIH YaCTUIHO. ITO He
BCET/Ia ABJAETCS MPOGIEMOit, TOTOMY UTO Yallle BCEro OCHOBHOM MHTEPeC
COCTOUT B TOM, YTOOBI OTPEEJUTH — JIOCTATOUHO JIK OJIM3KO HAXOJUTCS
Kamepa JiUIs BLIO0pa COOTBETCTBYIONIEH peakinu (HAmpuMep, Peakiinm
HUCKYCCTBEHHOTO MHTeIeKTa). [lesbio ABisieTcs He mMpoBepKa BUIUMOCTH
KaK TaKOBOI1, a 61M30CTh KaMepsl K 00beKTaM. B aTux cirydasx 3aciome-
HUE OJJHUX OOBEKTOB JAPYTMMHU HE MMEET 3HAUCHUS, BAKHO TOJBKO, UTO
00OBEKTHI HAXOATCS B TI0Je 3penust. Ho WHOT/Ia BO3MOKHOCTD 3aCIOHe-
HYsT HeOOXOMIMO YYUTBIBATH, HAIIPUMED, TIPU OTOOPAsKEHUH DJIEMEHTOB
uHTepdeiica Nin BCIIBIBAIOIINX YBEIOMICHUN, WA 4TOOBI Y3HATD — BU-
JIAT JI UTPOK KOHKPETHBIE 06BEKTHI. BaskHOCTH MOKHO TIPOUJLIIOCTPUPO-
BaTh BO3MOKHOCTBIO OTOOpakeHUs1 aieMeHTa rpadudeckoro uurepbeii-
ca 3a TIyXol creHoit. VIHOTa 9T CUTyaIluu MOKHO OOOUTH, TBOPYECKU
UCTIONIB3YST KOJUIAiIePbl, TPUTTEPBI U TIATEABHO pPasMelast OObEKTHI,
a MHOTJIA JIeUCTBUTENILHO HET BBIOOPA, KpoMe jajibHeliineil (puibrpanmu
00BEKTOB B TI0JIE 3PEHUST MPOBEPKOI 3aCTOHEHUS OHUX OOHEKTOB JPY-
rumu. Takast poBepka cpegn 00bEKTOB BHYTPU MOJIS 3PEHUS SABJISAETCS
oreparineii, KOTopast IpU HEKOTOPBIX CIIOCOOAX PeaTnu3allii MOKET [IPHU-
BECTH K 3HAYMTEJILHOM 1oTepe 1npousBoautesbHocT. Ilo aToit npuunne
JIVUIITUM CYUTAETCsT MCITOIb30BaHMe POCTOro MeTona Physics.LineCast,
OIPEJIEIISTIONIETO  TIEpecevere BOOOPasKaeMON JIMHIH, COEIUHSIONIEN
00OBEKT ¢ KaMepOii, IPYTUMH KoJutaiiepaMu. TOT cnocod, Kak MpaBuiio,
paboTaeT XOpPOIIO, HO UMEET HEKOTOpbIe OrpaHuueHUst. Bo-TepBbIX, OH
[PE/INOJIaraet, Yto BCe BUAUMbIE OOBEKTHI UMEIOT KOJUIAiephl; JoOble
HCKJTIOUEHMUSI 13 9TOTO TIpaBuia He OyIyT oOHApysKeHbl METOOM LineCast.
Bo-BTopbixX, KoIaiifiepsl TOIbKO MPUGIU3UTENBHO MOBTOPAIOT TPaHU-
IIbI MeNIei U JINIIb OKPY’KAIOT BEPITUHBI MeIIei, 3TO MOKeT TTOCIYKUTh
MPUYIHON ommOKY MeTofia LineCast, HampuMep KOT/ia MEIiu UMEIOT BHY-
TPEHHME OTBEPCTHS, OKPYKAIONNN KOJUIAKHZEp TPEAOTBPATUT TTPOHUK-
HOBeHUs B HUX Jyd4a LineCast. Hakoner, B coemHeHUN ¢ TTPO3pavHBIMUI
MaTepuaiaMiu, KOTOPbIE JENAI0T BUAMMBIMU OOBEKTBI, PACTIONOKEHHBIE
3a HUMH, MeTo[ LineCast Bcerma TepnuT Heymady. PaccmoTpum npumep
B JINCTHHTE 5.6.

Jlnctunr 5.6. OnpeneneHve BOMMocTy o6bekTa ¢ noMoLLbio MeToaa LineCast

// Ompemernser BMIMMOCTb OBBEKTA
public static bool IsVisible (Renderer Renderable, Camera Cam)
{

// Ecnu HaxOOMTCA B MOJIe 3PEHMHA, MNPOTAHYTb JIMHMUIO

if (!CamUtility.IsRendererInFrustum(Renderable, Cam))
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return false;

// TpOBEpPUTH, HE [EepeCceKaeTCs JM JIMHUSA , COENMHANWAS KaMepy C OOGBEeKTOM
If (!Physics.Linecast (Renderable.transform.position,
Cam.transform.position);
return false; // Jluaua nepecexkaercs, OOBEKT HEBUAMUM

return true; // OOBeKT BuUIUM

BuaumocTb ana kamepbl — Brepeau uaum nosagm

B HekoTopbIx urpax, Takux Kak CTpaTeruu PeayibHOro BPeMeHM MJIN Ka-
3yaJibHble UTPhI, TOPU30HT KaMePbl (MJIN JATbHSIS TIIIOCKOCTh OTCEYEHMST )
He MMeeT GOJIBILIOro 3HAYEeHUs, IIOTOMY YTO KaMepa BCeria BUANT BCe, YTO
HAXOAUTC Iepell Hell. B aTux ciryyasx, 0ObeKThl OKasbIBAIOTCs BHE MOJIS
3PEeHMUsI, TOJTbKO KOT/Ia HAXOSTCS 32 MJIOCKOCTSIMU X U I/, @ PACCTOSTHUE TI0
JIOKaJIbHOM OCH z He UMeeT 3HaueHus1. To ecTh CKPbITbie 0OBEKTHI HE BU/I-
HBI TOJIBKO MTOTOMY, UTO Kamepa He HampaBJieHa 1mpsamo Ha Hux. OHako,
KOTJIa KaMepa OpUEeHTHPOBaHa IPaBUJIbHO, PACCTOSIHIE 10 0OBEKTOB He
rpaeT HUKAKOTO 3HAYEHUs JIJIsI UX BUJIMMOCTU. B Takux curyarnusx mpo-
BEPKY BUIUMOCTH YaCTO MOKHO CBECTH K OBICTPBIM 1 IIPOCTBIM IIPOBEP-
KaMm opueHTaluu. To ectb, Bonpoc: «Haxoaures g 0ObeKT B moJie 3pe-
HUS U He 3aCJIOHEH APYTUM 00BEKTOM?», — MOKHO 3aMEHUTh BOIIPOCOM:
«Haxonures i 06beKT nepe KaMepoii i 1osaau Hee?». 31ech U OTBET
OyleT APYTUM, TaK Kak BOIIPOC OyJeT CBA3aH He ¢ BUAUMOCTBIO, a C OpHU-
eHTanueil — OyayT Ju Kamepa U 0ObeKT OPUEHTUPOBAHbI TAK, YTO OOBEKT
HaXOUTCS TIepe/ KaMepoil Uiu 1mo3aiu Hee. /[y Takoil TpoBepKH MOKHO
WCIIOJTh30BATh CKAJIIPHOE IPOU3Be/ieHre BeKTopoB. CrayisgpHoe nmpounsse-
JleHue YMHOJKAeT /iBa BEKTOPA M BO3BPaAIllaeT CKAJISIPHOE YNCJIOBOE 3HAUE-
HUe. JTO 3HAYEHHNE OMUCHIBAET YIJTIOBOE OTHOIIEHWE MEXKIY BEKTOPAMU.
B cienyiomem sctunre 5.7 mpenacrasiien kiaace CamFieldView, KOTOpBIT
MOKHO IIPUKPEIUTh K KaMepe, U OH GyjieT 0OHApy KMBaTh, MOKET JIM Ka-
Mepa BUIETh LEJIE€BOM 0OBEKT, TO €CTh, HAXOAUTCS JIU 1IeJIeBOil 00bEKT
repeJ KaMepoil B IpejiesiaX ee OrpaHNnYeHHOr0 TI0JIsI 3PEHUS.

JNinctudr 5.7. Knacc CamFieldView

using UnityEngine;
using System.Collections;



7

OpTorpadpuyecke kavepbl < 179

// YTOJ mojys 3peHus KaMepe
// VaMepsercs B Tpamycax OT HalpaBJeHMs Blepen (BJIEBO MJM BIPABO)
public float AngleView = 30.0f;

// lemneBolt OBBEKT
public Transform Target = null;

// JlokanbHas TpaHchopMaLusa
private Transform ThisTransform = null;

// Vcnonb3yercda mJid UHULUAIUBALUA
void Awake ()

{
// TonyumThb JOKaJbHYD TpaHchopMalmio
ThisTransform = transform;

// BbI3BIBaeTCHA NPy OTOOPaXeHMM KaxXIOTo Kampa
void Update ()
{
// OBHOBUTL BUIUMOE MPOCTPAHCTBO MEXIY KaMepol U LeJbio
Vector3 Forward = ThisTransform.forward.normalized;
Vector3 ToObject = (Target.position - ThisTransform.position).
normalized;

// BHUYMCIMTBL CKaJISPHOE NPOM3BEIEHNE
float DotProduct = Vector3.Dot (Forward, ToObject);
float Angle = DotProduct * 180f;

// TpoBEepUTHL MNONAaLaHME B IOJIe 3PEHUS
if (Angle >= 180f-AngleView)
{

Debug.log ("Object can be seen");

OpTorpaduyeckue Kamepsl

Kaxpiit BHOBb co3/1aHHbIN 00bekT Kamepbl B Unity 110 yMOJTYaHUIO Ha-
CTPOEH HA PEKUM MEPCIEKTUBBI, €CIM Bbl HE M3MEHUJIU TTAPAMETPBI 110
ymosrganuio. Kamepst atoro Bua Hanbosiee 61M3K0 COOTBETCTBYET Peasib-
HBIM KamepaM, Pa3MelleHHbIM B TPEXMEPHOM ITPOCTPAHCTBE, NMEIOIINM
U30THYTYIO JIMH3Y U MCIOJIb3YIOMUM METO/ (DUKcany n300paskeHust Ha
IJIOCKOH /IBYMEPHOIi TTOBEPXHOCTH, WJIN dKpaHe. [JTaBHBIM ITPU3HAKOM Ta-
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KOI KaMepbl sSIBJISIETCSI PAKYPC, KAK HA3bIBACTCS MUCKAKEHE, TIPUMEHSIE-
Moe K oToOpaskaeMbIM 00bekTaM. B uacTHOCTH, 0TOOpaskaeMbie 00bEKThI
CTAQHOBSITCSI MEHBIIIE, ¢ YBEJMUEHUEM PACCTOSTHIS, (hOpMa U BHEIITHUH BH]
00bEKTOB U3MEHSIOTCS TeM OOJIbIIIEe, YeM JaJIbliie OHU OT IIEHTPA 3PEHMUS,
U BCE TapaJiyieIbHbIe JIMHUU CXOASATCS TIe-TO B YAAJIEHHOW TOUKe, JTIOO
Ha JIMHUW FOPU30HTA, MO0 Ha KaKou-To apyroii iuauu. Ho, Kpome mep-
CIIEKTUBHBIX KaMep, CYIIECTBYIOT eliie 1 oprorpaduueckue kamepsl. OHU
TOJIE3HBI JIJIST CO3/IaHUST IBYXMEPHBIX UTP ¥ HACTOSIIINX H30METPUIECKUX
UIP, B OTJIMYKME OT UIP, HOXOKUX Ha U3oMerpudeckue. B oprorpaduue-
CKUX Kamepax OOBeKTHB CTPOTO IJIOCKHUE, paKypca He CYIIECTBYET, TO
ecThb Napajle/ibHble JIMHUM OCTAlOTCS HapajuleIbHBIMU, OObEKTbl He
YMEHBIIAITCS C PACCTOSTHUEM, O0BEKTBI He HCKAKAIOTCS IIPU OTIAICHUN
OT 1I€HTPa 3PEHUs U T. J. BbI JIerko MokeTe BKIIOYNTL OpTorpahudyecKuii
pesknM Kamepbl, 3ameHnB TTapameTp Perspective (IlepcriektuBHast) ma-
pamerpom Orthographic (Oprorpaduueckas) 8 osie Projection (IIpo-
eKIHs ), B MHCIIEKTOPEe 0OBEKTOB, KaK MOKa3aHO Ha puc. 5.3.

¥ @& [V camera @ '3}
Clear Flags | Skybox

Background _f

Culling Mask |Everything &

Projection | Perspective

Field of View Perspective
Clipping Planes

Orthographic E —
Viewport Rect X0 Y0
Wil H 1

Depth -1

Rendering Path | Use Player Settings

Target Texturs None (Render Texture) @
Occlusion Culling [

Puc. 5.3. MNpeBpalLeHne NepcnekTUBHOM kKamMmepbl
B opTOorpadunyeckyto

[Tocie namenenus Tumna Kamepbl ¢ TEPCIEKTUBHON Ha opTorpaduye-
cKy10, (hopMa TI0JIsA 3PEHMsT KaMepbl TOJKE M3MEHUTCS ¢ 0OheMHON Tpa-
MENUEBUIHON Ha TIPSIMOYTOJIbHYI0. Bce, BHIMMOE MPOCTPAHCTBO Oyer
uMeTh (hOpMy TIPIMOYTOJNbHUKA, OJMMKHUE OOBEKTBI TO-TIPEKHEMY OYIyT
repekpbIBaTh OoJiee lajieKue, HO OILyIieHue TIyOMHBI YTPATUTCST, KaK T10-
KasaHo Ha puc. 5.4. Takast Kamepa GOJIbIIIE TTOAXOAUT JJIsA AIBYXMEPHBIX UID.

ImaBHOi mpobGsemoii npu pabore ¢ oprorpaduyecKMMU KaMepaMmu
SBJISIETCsT co3lanue cooTHormenus: 1:1 MeXIy eIuHUIIAMU PACCTOSHIIT
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HScene =]

Textured +| | RGB || 2D | % | <l | Effects - Gizmas | oAl

Puc. 5.4. MNone 3peHns optorpadmnyeckon kamepsbl
MMeeT BUA, NpPsiIMOYrosibHMKa

(B cuene) u nukcensaMu (Ha skpane). dTa IpodaeMa BO3HUKAET IIOTOMY,
4TO B IBYXMEPHBIX UTPaX U rpadudeckux nHrepdeiicax skeiaTeabHO 0TO-
GpakaTh rpahuKy HA IKPaHE B ee M3HAYAIbHBIX M IPABUJILHBIX pa3Mepax,
KaK OHU 3a/[aHbl B (hailiax TeKcTyp. B OOJIBIIMHCTBE TPEXMEPHBIX UTP
pPaKypc U IepcreKTUBa UCKAKAIOT TEKCTYPbI, TO €CTh IPU IPOEIUPOBa-
HUU HA MOBEPXHOCTH TPEXMEPHBIX 0OBEKTOB OHUM OTOOPAKAIOTCS HE MPsi-
MO, KaK B IIPOTpaMMe JIJist peflakTupoBanust hotorpaduii, a B epcrexTu-
Be. B ciryuae ¢ 1ByXMepHBIMU UTPAMU U CIIPARTAMU CUTYAllUs MHASL. JTa
rpacduka orobpaskaercs HanpsamMyto. [109TOMy JKeJaTeqbHO COXPAHUTD ee
CTaHjIapTHbIe Pa3Mepbl, IMUKCeJb B MUKCENIb. Takoil BUJ BU3yalIu3aiuu
HA3bIBAETCSA OE3YNPEUHBIM, TIOTOMY KaKbIH MTUKCEIb B TEKCTYPE BHIBO-
nauTes Ha aKpan 6e3 maMmenenuit. Ho peamusaius ero tpebyer ocoboro
nozxoza. [potie roops, it otobpaskenust 1 urpoBoil euHuIb B 1 TMK-
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cesib 3navyenue B noJie Size (Pazmep) Bo Briazike Camera (Kamepa) mosx-
HO OBITH PABHO MTOJIOBUHE BEPTUKAIBHOTO PaspelieHus auciiest. To ecTsb,
ecsi urpa OyzieT 3amyiineHa B okHe ¢ paspemnienueM 1024x768, mose Size
(Pa3mep) moskHO coziepskaTh 3HaUeHue 364, motomy uto 768 / 2 = 364,
KaK TI0Ka3aHo Ha pPuc. 5.5.

Position A 205.849 Y B£.29126 Z 280,934
Rotation ®|26.9864 Y |62.3209 £ 359.988
Scale X 0,99999 Y 1 Z0.99999
v &% M camera 3 %,
Clear Flags | skybox s |
Background P
i Everything 3 |
o
Projection | Orthographic \ 3 |
Size 364 j
ipRing Planes Mear 0.3 ___,..-’
Far—TLou0
Viewport Rect x[lo  |rfo
wi  HL1 |
Depth -1
Rendering Path | Use Player Settings s |
Target Texture None (Render Texture) @
Occlusion Culling [
HOR (|

Puc. 5.5. None Size (Pa3amep)
ynpasnseT npeobpasoBaHNEM eANHNL, PACCTOSAHWIA
B Urpe B nnkcenm akpaHa

Bbr Mmoxkete ycranoBuTh 3HaueHue B noJie Size (Pasmep) nemnocpen-
CTBEHHO B PEJAKTOPE, HO B 9TOM CJIydae urpa Oyuer paboraTh IpaBHIbHO
TOJIBKO B OKHE C TIOCTOSTHHBIM HEM3MEHHBIM pazpenierreM. Eciu mosb3o-
BaTeJIh MMEET BO3MOKHOCTb U3MEHSTh Pa3Mep OKHA UTPhI UJIM paspeliie-
HIe, BaM HYKHO OylieT 0OHOBHUTD pasMep KaMepbl IIPOrPpaMMHO, KaK 9TO
MOKa3aHO B JINCTHHTE 5.8,

Jlnctuhr 5.8. I3ameHeHne pa3mepa kamepbl NPOrpamMmMHO

01 /)= e e e e
02 using UnityEngine;
03 using System.Collections;

04 //===m=mm e e
05 [RequireComponent (typeof (Camera)) ]

06 //======= e e
07 public class OrthoCam : MonoBehaviour

08 {

09 // 3akpeHTas CChHJKa Ha KOMIIOHEHT KaMephl
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10 private Camera Cam = null;

12 // Uwcyo nukcejyiey B enmvHuMie pasmepa Units
13 public float PixelsToWorldUnits = 200f;

14 /)=
15 // DTOT METOX BHIIOJHSET MHULVAIN3ALMIO

16 void Awake ()

17 {

18 // TOJNyuMTBH CCHUIKY Ha KaMepy

19 Cam = GetComponent<Camera>();

20 }

21 /)=

22 // Bu3BIBaeTCS NPY OTOOPAXEHMY KaxXIOTO KaIpa

23 void LateUpdate ()

24 {

25 // Vi3MeHMTBH OpTOTpadMueckuit pasmep

26 Cam.orthographicSize = Screen.height / 2f / PixelsToWorldUnits;

Ob6parute BHUMaHME Ha epeMeHHy0 PixelsTolorldUnits B cTpoke 13,
OIPEIEIISTIONTY 0 MACIITad OpTOrpadhuIecKoro pasMepa B COOTBETCTBUU
¢ nosiem Pixels To Units (TTukceseli B euHUIE pasMepa) UMIOPTHPO-
BAaHHOU TEKCTYPbI CIIPANTOB, KaK IIOKA3aHO HA PUC. 5.6. DTO rapanTupyer,
YTO CIPAUTBI OTOOPA3SITCS ¢ MPABUJILHBIME Pa3MepaMy [IPU BBIBOJE HA
9KpaH. JTO BBI3BAHO HEOOXOIMMOCTHIO MACIITaOUPOBATH BCE CIIPANTHI
B COOTBETCTBUU C 9TUM 3HAYEHUEM J[JIs1 OTOOPAKEHSI TUKCEJIEH TEKCTYPBI
B MUPOBBIE €IUHUTIBI U3MEPEHUS.

BbiBOA 1306paXkeHns C Kamepbl
n noctobpaboTtka

B odunmansroii gokymenraiyyu Unity BbIBOA M300pakeHUS ¢ KaMepPhl
1 mocTo6paboTKa YIIOMUHAIOTCS CPaBHUTENBHO peiko. TeM He MeHee,
3TO He CJIe/lyeT BOCIIPUHMMATH KaK CBUJIETEJbCTBO, YTO JIaHHAs TeMa
He Tpebyer HuKakux nosicienuil. Hanporus, kamepbl 1 o6bekTbl Unity
[PEAOCTABISIOT MIMPOKKE BO3MOKHOCTU YIIPABJIEHUs OTOOpaKeHIeM
ciieHbl. Bee cBsIzaHHBIE ¢ 9TUM BOIIPOCHI HA3bIBAIOTCS TOCTOOPAOOTKOIA.
B yacTHOCTH, 9TO OTHOCUTCST KO BCEM JIOTIOJTHUTEbHBIM ITPaBKaM U 13-
MEHEHMIM, BHECEHHbIM B M300pajkeHKe ¢ KaMepbl, He OTHOCAIINMCS
K 00bIuHON Busyaausanuu. OHKM BKIOUYAOT B cebst a((EKThI PasMbITHS,
peryJiMpoBKH 11Beta, 3dekT ppidbero riasa u T. 1. Ciemayer OTMETUTb,
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-]

9TO BCe ITH (DYHKIUU JOCTYITHBI Inspector NN & e
TOJIBKO B HpO(beCCI/IOHaJIbHOﬁ BEP- £ robot_wall_00001 Import Set @ #.
cun Unity. ITo aToit mpuamHe m0Jb- '
30BaTe OECIIATHOW BEPCUM HE
CMOTYT Ha TpaKTHUKe TPUMEHUTH

Packing Tag

CBEJICHUSI, TTOYEPITHYThIE U3 ITOTO Pixels To Units

pasziesia. Tem He MeHee, MOJIb30Ba- Pivot

TeJisiM TIPo(eCCHOHAIbHON Bepcuu

JIOCTYTIEH TITUPOKUN CIIEKTP BO3- Filter Mode [ Trilinear
MOKHOCTEH BbIBOJA M300paskeHui pefaue | @ [ & [0 | # | @ | E]

¢ KaMep, OJIMH U3 IPUMEPOB KOTO- Max Size 1024

pBIX TIOKasaH Ha puc. 5.7. B atom Format Cempressed
pasjesie OyZeT PacCMOTPEHO CO3- Revert | [ Apply

JTaHUEe CHUCTEMBI BHECEHUS W3Me-
HeHWI B M300pa’keHUe ¢ KaMephl,
obecrieunBaroIeil TIaBHBIN 1epe-
XO0JI U300pakKeHUsT C OJIHOM KaMephl
B u3obpaskenue ¢ apyroit. Ilepexosn
O3HauaeT He MPOCTO BPE3Ky M30-
OpaskeHUsI ¢ OJIHOI KaMepbl B U30-
OpaskeHUe ¢ JAPYroil KaMepbl, 4TO
(cyuaitHo) MOKET OBITh JOCTUTHY-
TO NIPU U3MEHEHUU 3HAYEHUS TMOJIS
IyOMHBI KaMepbl. DTO O3HAYAET,
4TO M300paskeHNe ¢ IEPBON KaMephl
OyIeT MOCTETEHHO CTAHOBUTHCS BCE
mpo3pavyHee, OTKPLIBas M3006pake-

Irt'.iImt_\l.lraIk_l:ll:ll:ll:l1 =l

HUE CO BTOPOIl KaMepbl, 1 HA06OPOT. Puc. 5.6. 3HaueHMe Nons
Wrak, HauHeM. Pixels to Units (Mukcenei
Cos/iaifTe IPOEKT €O CLEHOI, Co- B eAUHULIE pa3mepa)

mepKamiell JBe OTJeNbHBIE 30HEI A5 TEKCTYPbI CNPaiiToB

wim  00JlacTH, KakK MOKa3aHO Ha

puc. 5.7. Ilpumep mpoekTa MOKHO HAlTH B TaKeTe TMPUMEPOB K KHHUTE,
B marnke Cameras. Kaxoii 30He B ciieHe 0/KHA ObITh TIPUIaHA OT/ETbHAST
KaMepa, BCEro JIBe KaMepbl B CIleHe, U 00e KaMepbl JOJUKHBI OBITh Jeak-
THBUPOBAHBL. DTO MO3BOJIUT U30EKATH aBTOMATHYECKOTO BBIBOJIA M300pa-
JKEHUH ¢ Kamep. 371echb Mbl Oy/IeM yIPaBJIsTh U300paKeHUSIMEI BPYUHYIO,
HTO TIO3BOJIUT CKOMOMHUPOBATDH N300PaKEHIS U HATOKUTH U300pakeHe
C OJTHOW KaMepbl Ha U300pakeHue ¢ APYTOil.
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Puc. 5.7. Co3paHune CLEHbI C HECKONIbKMMW KaMepamu

O KomnoHneHTbl AudioListener o6emx kamep O0MKHbI BbiTh yaaneHsl, Tak kak Unity
= paspeLuaeT NpUCyTCTBME TOJIbKO OAHOIr0 aKTUBHOMO KOMMoHeHTa AudioListener
B CLIEHE.

[lanee cospmaiite TpeTbio Kamepy ¢ TeroM MainCamera B Hauasie KOOP/N-
HAT CI[EHBI M YCTAHOBUTE €l TYCTYI0 MACKy OTOPaKOBKHU. YOEANUTECH, UTO
KaMepa aKTUBHA, HO HU4ero He oTobpaskaet. Ona GyIeT mpeicTaBIsiTh Co-
GO TEeHTPANBHYTO, OCHOBHYIO KaMEPY CIIEHDI, COEANHSIONTYI0 n300paske-
HUS C IBYX JIPYTHUX KaMep, KakK MoKa3aHo Ha puc. 5.8.

Temeps crieHa mMeeT TP KaMePhI: IBe HEAaKTUBHBIC KaMePhI B PAa3HBIX
MecTax (kamepsl X 1 Y) 11 o/lHy OCHOBHYTO KaMmepy citeHbl (kamepa Z). [Tpu
TMOAIKITIOYEHNHT KO/ M3 JINCTUHTA 5.9 K KaMepe Z, OH 00eCeInT MIaBHYI0
cMeHy uzobpakeHuii ¢ kamep X u Y mocsie HaKaTHH KJIABUIIN TTpobesia.

JlncTtuHr 5.9. Peannsaums HanoxeHns n3obpaxkeHunii ¢ AByx kamep

001 // Kmacc mns HajoxeHus m3oCpaxeHmyt ¢ kamep 0 m 1

002 // TpepnosnaraeT NPUCYTCTBME B ClIEHE IBYX IOIOJIHUTEJbHEX KaMep
003 //========——mmmmm e

004 using UnityEngine;

005 using System.Collections;

006 //========——mmmmm e

007 public class CameraFader : MonoBehaviour

008 {

009  //===—mmmmmmm e

010 // Bce kaMep: B CLeHe nNd OObeIMHEHMs MU300paxeHun
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= Hierarchy -= | # Scene ,El
Create ~| (o AT Textured 2| | 2D | ¥ | <) | Effects 7| | Gizmos -] (G AT

¥ EnvOl
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Plane
Plane
Plane
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Paint light

Env02

¥ Env02
Camera_0z
Plane
Plane
Plane
Plane
Point light
Cube
Cube
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Puc. 5.8. Co3pnaHue TpeTbeil, OCHOBHOM KaMepb

011 public Camera[] Cameras;

012

013 // lpeT Oja yMHOXEHMS

014 public Color[] CamCols = null;

015

016 // Bpewms pacTBOpeHNS/NPOSBIIEHMS B CEKYHIAX
017 public float FadeTime = 2.0f;

018

019 // Marepuas myis OKOHUYATEJIbHOTO OTOBpaxeHus
020 public Material Mat = null;

021  //=mmmm e e e

022 // DTOT METOX BHIIOJHSET VHULMAIMZALNO

023 void Start ()

024 {

025 // TpUCBOUTL TEKCTYPH KaxHOM KaMepe

026 foreach (Camera C in Cameras)

027 C.targetTexture = new
RenderTexture (Screen.width, Screen.height, 24);
// CosgmacT TekcTypy

028 }

029  //mmmmmm e o
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030
031
032
033
034
035
036
037
038
039
040
041
042
043
044
045
046
047
048
049
050

051
052
053
054
055
056
057
058
059
060
061
062
063
064
065
066
067
068
069
070
071
072
073
074
075
076
077
078

// Bu3BIBaeTCS OOVH pa3 B KaxIOM KaIpe MOCJe MOJIyUYeHMs U300paxeHus
// C KaMmeph, HO Mepen BEBOIOM €I0 Ha SKpaH
// Tapzas ¢yuxums: OnPreRender
void OnPostRender ()
{
// Onpenenurtb NPAMOYTOJIBHUK SKpaHa
Rect ScreenRct = new Rect (0,0,Screen.width,Screen.height);

// VICXOIHEWI NPAMOYTOJIBHUK
Rect SourceRect = new Rect(0,1,1,-1);

// BuiBeCTM n300paxeHMe KaxIoM KaMepe B VX TEKCTYPEH
for(int i = 0; i<Cameras.Length; i++)
{

// BriBeCcTy mnzobpaxeHue

Cameras[i].Render () ;

// HapucoBaTh TEKCTypH Ha KpaHe C [OMOWbO KaMephl
GL.PushMatrix () ;

GL.LoadPixelMatrix () ;

Graphics.DrawTexture (ScreenRct,

Cameras[i].targetTexture, SourceRect, 0,0,0,0, CamCols[i]);
GL.PopMatrix(); // COpocuTs MaTpuiy

// Dra byHxumua BEBEIBaeTcd nocye OnPostRender,

// xorpma nukceyy u300paxeHus BEBONATCS Ha BKpaH

// src = Tekyumee u300paxeHME C KaMEpPH

// dst = TekcTypa mJis BHBOLA Ha DKpaH

void OnRenderImage (RenderTexture src, RenderTexture dst)

{
// BbBECTM Ha DKpaH OKOHUATEJIbHEIE NMKCEJNIM C MaTepualsioM Mat
Graphics.Blit(src, dst, Mat);

// Cvena upera B TeueHue nepmozma TotalTime
// Vi3MeHuTH anbda-KaHaJ U300PaxXeHUs CBEPXY
public IEnumerator Fade(Color From, Color To, float TotalTime)
{
float ElapsedTime = 0f;

// BHIIOJIHATH LMKJ, [IOKa BPEMs HE MCTEKJIO
while (ElapsedTime <= TotalTime)
{
// VI3MEHUTBH LBET
CamCols[1l] = Color.Lerp(From, To, ElapsedTime/TotalTime);

// XmaTb cremyomero kazupa
yield return null;
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// OBHOBUTBL BpewMs
ElapsedTime += Time.deltaTime;

}

// TpYMEHUTH KOHEYHE LIBET
CamCols[1l] = Color.Lerp(From, To, 1f);

// Tpumep TecTVpoBauusa OYHKUMOHAJIBHOCTM KaMEpH
// Haxwmmre kyaByuy npodesia 4YTOOB BKIIOUMTL [UIABHYID CMEHY M300paxeHuit
void Update ()
{

// PacTBOPMUTHL MM NPOSBUTH M300paXeHMEe C KaMephl

if (Input.GetKeyDown (KeyCode. Space) )

{

StopAllCoroutines () ;

// PacTBOPUTHL MM NPOSBUTH?
if (CamCols[1l].a <= 0f)
StartCoroutine (Fade (CamCols[1], new Color(0.5f,0.5f,0.5f,1f)

FadeTime)); // TposaBUTH
else
StartCoroutine (Fade (CamCols[1], new Color(0.5f,0.5f,0.5f,0f),
FadeTime)); // PacTBOpuTh

Huzke nprBOIUTCST HECKOJIBKO KOMMEHTAPUER K JIUCTUHTY 5.9:
O Crpoku 011-020: kiracc CamerFader oTBeyaer 3a IJIABHYIO CMEHY

usobpaskenuii ¢ kamep Camera[0] u Camera[l]. st 9TOrO CO3MAHO
HECKOJIbKO ITepeMeHHbIX. MaccuB Cameras coIepsKUT CITUCOK Kamep,
B HaleM ciydvae /e kamepbl. MaccuB CamCols ¢BsizaH ¢ MacCBOM
Cameras. OH ompe/essieT 1IBeTa, ¢ KOTOPHIMHU OYIyT CMEIINBAThCSI
U300pasKeHUsT ¢ KaMep, 9TO MO3BOJISIET ¢ IIOMOIIIbIO alb(a-KaHaua
crenarh u3oOpaxeHue mpospadnbiM. IlepemenHas FadeTime ompe-
nesisier obliee BpeMs B CEKYH/IaX, 3a KOTOPOE IIPOMCXOAMT OIHAS
cMeHa nzobpakennit. Hakomer, nepemenHas Mat cOIepKHUT CChLIKY
Ha JiI000ii IOCTYIIHBINA MaTepUaJl, KOTOPBI OyAeT IPUMEHEH K OKOH-
YaTebHOMY U300pasKeHUI0 OCHOBHOI KaMepbl, TO €CTh K M300pasKe-
HUIO, COOPaHHOMY U3 U300PAKEHUI CO BCEX APYTHUX KaMep.

Crpoxku 023-038: B MeTozie Start /st Kaxkaoi KaMepbl CO3/Ia€eT-
cst tekctypa RenderTexture, KoOTOpasi TPUCBAUBAETCSI CBOMCTBY
TargetTexture kamepbl. B cymiHOCTH, 3TO O3HAYAET, YTO KAXKIOU
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KaMmepe TIPUCBAaUBACTCsI BHYTPEHHSIS TEKCTYPa, Kyaa OyIeT BBIBO-
JITHCS N300PaKeHUE.,

O Crpokn 033—-052: coObiTre OnPostRender BbI3bIBAECTCS aBTOMATHYE-
CKH JIist JTIOOBIX aKTUBHBIX KaMepP B CIIEHE, B KAKJIOM Kajipe, TOcJIe
3aBEPIICHUS €r0 OTOOPAKEHUS. DTO JaeT BO3MOKHOCTD BKJIKOUYHTh
1300paskeHMsI ¢ IOTOJHITETbHBIX KaMep, HAJIOKUB UX TTOBEPX JIPY-
TUX M300PaKEHUH, TTOMYIEHHBIX KaK 00BIUHO. 3/1€Ch BBI3BIBACTCS
MeTojT Render Kask10# KaMepbl U3 MaccuBa Caneras. ITOT METO/[ BbI-
BOJIMT N300paskeHre ¢ KaMepbl, HO He Ha 9KPaH, a B TekcTypy. [Tocie
noJrydeHus TeKeTyp (pyHkius Graphics. DrawTexture MpoprCOBbLIBaA-
€T Ha 9KpaHe TeKCTyPbI RenderTexture KaxkI0i KamMepsbl, B TIOPSIIKe
UX BXOJK/ICHUsI B MACCHUB, OJIHY MOBEPX Apyroit. O6pature BHIMA-
HUe€, UTO MPU KaK/I0M BbI30Be (hyHKIM Drawlexture mpuCOeaMHSIET
1BeT CamCols K TEKCTYPe, OH SIBJISICTCS MHOKUTEIEM [T alibda-Ka-
Hauta, obecrieunBast cosanue ahdekra mpPo3PauHOCTH.

O Crpokn 059—-063: cobbiTre OnRenderImage, Tak e kak OnPostRender,
BBI3bIBAETCA aBTOMATUYECKHU JIJI aKTUBHBIX KaMep O/IUH Pa3 B Kaap,
nocye cobbitust OnPostRender, 10 BbIBOAA M300pakeHUI ¢ Kamep
Ha 9KpaH. ITO COObITHE MPUHUMAET J[Ba apryMeHTa — Src u dst.
APTyMeHT src OJIKEH COIePKaTh CChIJIKY HA TEKCTYPY, B KOTOPOH
HAXOJIUTCST OKOHYATEbHOE U300paskeHMe, MOJTYYeHHOE TIOCIIE BbI-
noJtHeHust coObITHst OnPostRender, apryMeHT dst IOJKEH COEPIKaTh
CCBLIKY TEKCTYPY JIJIst 0TOOpaskeHUsI Ha 9KPaHe MOCJIe 3aBePIICHUST
cobpitust OnRenderImage. IIpote roBops, 3Ta (GYHKIMMS JacT BO3-
MOKHOCTDh M3MEHUTDH TTUKCETN U300paKeHUsT BPYUHYIO UK C TI0-
MOIITBIO TeliiepoB. 3aech hyHKINS Graphics.Blit BbI3bBaeTcs s
KOTIMPOBaHUs U3 Src B dst ¢ Mcmosb30BaHMeEM Iiieiiiepa, OCHOBaH-
HOTO Ha Marepuase Mat.

O Crpoku 067—083: Gyukims Fade siBisieTcst COMPOrpaMMON U TIPO-
M3BOJIUT TTepexo/ia OT IBeTa From K 1iBeTy To 3a BpeMs TotalTime. Dta
corporpaMmma MCIoIb3yeTcs Ik U3MeHeHUs asib(ha-KaHasa 1IBeTa
oT 3HavyeHud 0 10 3HAUEHU 1, KOTOPBIE, COOTBETCTBEHHO, OTIpe/ie-
JIAIOT IIPO3PAYHOCTD U HEIIPO3PAUYHOCTD.

PucyHok 5.9 nokassiBaeT aheKT mepexoia u300paskeHu.

ApoykaHve Kamepbl

A tenepb paccMoTpuM 3G GEKT, ZOCTYIHbI B OecruaTHoii Bepcun Unity:
nposkanue Kamepsi! /Iyt 6oes, cTpenabObl U MpUKIoueHuii Boobiie, ag-
ekt mpoxxanusa kamepol oueHb BakeH. OH 1iepeziaeT TOTUOK, OTIACHOCTD,
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Puc. 5.9. MnaBHas cmeHa n3obpaxeHuii ¢ kamep

neicTBre, IMHAMU3M U BOJIHEHME B (hOpMe KMHETUYECKON 00paTHOM CBsI-
3. ITOT 9dDeKT MOKHO UCIIOTH30BATH BMECTE CO MHOKECTBOM JIPYTHUX
2 PeKTOB, IMUTHPYST BCEIIPOHUKAIOIIEE [BUKEHNE U OMOIIUU B OTIpe/ie-
JIEHHOM MecTe cIleHbl. B aToM cmbicie apdekT IposkaHms KaMepbl MOJKET
n36aBUTh OT Macchl PAGOTHI MO CO3/AHUI0 BCEOOHEMITIONIEH aHMMAIIUH,
Kak Mokazato Ha puc. 5.10.

Puc. 5.10. 3¢ dekT apoxaHus kamepsbl
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Ectp MHOTO c11oco60B co3ath addekT AposkaHis KaMmepsl, HO BCe
OHM OCHOBAHBI Ha KOJIEOAHUSIX MTOJIOKEHNUST KAMEPBI B [HANIA30HE MEXKILY
MUHMMAaJIbHBIM M MaKCUMaJbHBIM IIpejielaMy, C UCIOJb30BaHUEM He-
KOTOpO# (YHKIINN TTOTYIeHNs CIyJIaliHbIX 3HaUeHWH. VHoTa ciayJaii-
HOCTb UCIOJIb3YETCS B YUCTOM BHUJIE, @ MHOI/IAa OHA CIJIa)KUBAETCA C 110~
Motbio GyHKINN AemidupoBaHus, 4TOOBI CO3/aTh Ooslee MEIIEHHOE
nsn Gosiee 1IaBHOe jiposkanue. Paccmorpum npumep B anctunre 5.10,
KOTOPBIN MOKHO HPUKPENNTD K 000 Kamepe /st coznanus ahdexra
APOKAHUS.

Jnctunr 5.10. Peanusaums addekTa opoxkaHns Kamepsl

using UnityEngine;
using System.Collections;

public class CameraShake : MonoBehaviour
{

private Transform ThisTransform = null;

// Obumee BpeMsa OPOXXAHMA B CEKyHIAX
public float ShakeTime = 2.0f;

// BMIUIMTyOa OPOXKaHMS — CMeljeHue B JioOOM HalpaBIlIeHUn
public float ShakeAmount = 3.0f;

// CKOpOCTBb NepeMeleHNs KaMmepsl
public float ShakeSpeed = 2.0f;

// DTOT METOX BHIIOJHSET UHULVAIN3ALYIO

void Start ()

{
// TONyuMTb KOMIIOHEHT TpaHchopMaumm
ThisTransform = GetComponent<Transform>();

// HauaTb IpoxxaHye
StartCoroutine (Shake());

// IpoxxaHue KaMephl
public IEnumerator Shake ()
{
// COXpaHUTb MCXOOHYH MMOBULMIO KaMepsl
Vector3 OrigPosition = ThisTransform.localPosition;

// CueTuMk NpoOWEIuero BPEMEHY B CEKyHIax



192 < Kawvepbl 1 OTOOpa)keHie cueHbl

float ElapsedTime = 0.0f;

// TIOBTOPATH, MNOKA BPeMsd OPOXXAHMSA HE UCTEKJIO
while (ElapsedTime < ShakeTime)
{
// Bubpatb Touky B chepe
Vector3 RandomPoint = OrigPosition +
Random. insideUnitSphere * ShakeAmount;

// VIBMEHUTH T[O3ULKD

ThisTransform.localPosition = Vector3.Lerp(
ThisTransform.localPosition, RandomPoint,
Time.deltaTime * ShakeSpeed);

// TPUOCTaHOBMUTLCHA OO CIENyOWEero Kanpa
yield return null;

// OBHOBUTBL BpewMs
ElapsedTime += Time.deltaTime;

// BOCCTAHOBUTL MCXOIHYK [O3MLMID KaMepH
ThisTransform.localPosition = OrigPosition;

IKamepbl 1 aHUMaUWS

[Iposier Kamepbl yepes ClleHy — 3TO AHUMAIMOHHBIN 3 hEKT, B KOTOPOM
KaMepa IepeMelaeTcs 1 oBOPAUYUBAETCS C TeYEHUEM BPEMEHU TI0 OTIpe-
JIeJIEHHBIM TIO3UIUSAM JIJIsI CO3/laHusl KuHeMmarorpaduueckoro addekra.
OOGBIYHO IIPOJIET KaMePbl IPUMEHSIETCS 1l CO3JAHUs 3aCTABOK B UTPax,
x0T u He Beeryia. OH MOXKET MPUTOAUTHCS JIJIs CO3/IJaHUS KaMep MePCoHa-
JKeil OT TPeThero Jivia u st 00630pa cBepXy 10 OIpeeIeHHOMY 3apaHee
mapuipyTy. Hacro s nostydenust agdexra mposera KaMepsl IIpe/Bapu-
TEJIbHO CO3/IaeTCs TPACKTOPU ee MoJieTa B peflaktope aHumMaruii Unity
WM B IaKeTaX CTOPOHHHUX IPOM3BOAUTENEH, Taknx Kak Maya, Blender
u 3DS Max. OzHako, nHora 6bIBaeT 10CTaTOYHO IIPOCTOTO IIPOrPAMMHO-
o yIIpaBJieHUsI KaMepoii, 4TOObI IIJIABHO IIPOBECTH €€ OT 3aJlaHHON 1031~
11U Yepe3 Psijl TOUEK 110 TIPeJIOTIPe/ieIeHHOMY MapiipyTy. B aTom pasnesne
OyIyT pacCMOTPEHBI BCE TPU IIOAXOIA.
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ConpoBoxpaiowme Kamepbl

[Toskasmyii, OTHUM M3 CaMbIX PACIIPOCTPAHEHHBIX BUIOB KaMeP SIBJISTIOTCS
COITPOBOK/IAIONINE KAMEPBI, TO €CTh KaMepbl, KOTOPbIE OTCJIEKUBAIOT 3a-
JIaHHbBIII OOBEKT B CLIEHE U CJIEAYIOT 3a HUM. Takue KaMepsl JepsKaTcs Ha
HEKOTOPOM PACCTOSTHUM OT 00bEeKTa, Kak Mokasano Ha puc. 5.11. Tak neii-
CTBYeT KaMepa IIePCOHaKa OT TPEThEro JIKIlA, Pealusyolas 0630 U3-3a
TJie4ya Ui CBepXxy.

Puc. 5.11. CosgaHue kamepsbl, NNaBHO creaytoLlel 3a 06bekToM

OTOT NPOEKT MOXHO HANTU B NakeTe ¢ NpuMepamu K KHure, B nanke Camera
Smooth Damp.

Jlist Takux Kamep IPOCTOTO CJIeOBaHUs, KaK IpaBuio, ObIBaeT He-
nocratouro. Ecau 6bl TpeGOBAIOCh TOJIBKO 9TO, MOKHO OBLIO GBI IIPO-
CTO cZieJIaTh 0OBEKT POAMUTEIEM KaMePhl 1 Ha 9TOM 3aKOHYUTh. OIHAKO,
KaK IIPaBUJIO, JKeJaTeIbHO JOOUThCS HEKOTOPOil CTEleHH CraKUBaHNUs,
i geMindUpoBaHUs ABYKEHUST KaMephl, TO eCTh cleJlaTh CMeHY CKOPO-
cTell TIABHOM, YTO TO3BOJIUT KaMepe MOCTEIIEHHO 3aMeIJISThCs 10 T10J1-
HOIl OCTaHOBKH IIPU JOCTHKEHUU ILI€JIM, a He OCTaHABJIMBAThCS BHE3all-
HO ¥ pe3Ko. i 5TOT0 MOKHO MCIIOJIb30BaTh (OyHKIMU Quaternion.Slerp
u Vector3. SmoothDamp. PaccMorpum ciieyiomiuii ipumep B inctunre 5.11,
cogep Kalinil KJaace, KOTOPBI MOKHO MOAKIIOUUTD K 0001 KaMepe, 4To-
OBl 3aCTABUTD €€ IIJIaBHO CJIELOBaTh 3a 0OHEKTOM.

JinctuHr 5.11. Peannsauuys conpoBOXAAOLLEN KaMepbl
using UnityEngine;
using System.Collections;
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public class CamFollow : MonoBehaviour

{

// llenap nys npecliefoBaHMd
public Transform Target = null;

// Celka Ha JIOKaJbHYD TpaHchopMmalmo
private Transform ThisTransform = null;

// JluHelHOe pacCTOsSHME OO Leju (B MMUPOBHIX E€OMHMIAX M3MEPEHNd)
public float DistanceFromTarget = 10.0f;

// BHCOTa KaMeps Haz LEeJbo
public float CamHeight = 1f;

// DemnoupoBaHue BpaleHUST
public float RotationDamp = 4f;

// IemnovposaHue MNO3ULUK
public float PosDamp = 4f;

void Awake ()

{
// TonmyunTb TpaHCOOPMALMIO HJIS KaMEPH
ThisTransform = GetComponent<Transform>();

// BhI3BIBaeTCS NpM OTOOPaXeHMM KaxIOTO Kampa
void LateUpdate ()
{

// ToIyuYnTh CKOPOCTH

Vector3 Velocity = Vector3.zero;

// BHUMCIIVTBL yTOJ [IOBOPOTa MHTEPNOJSLMUEN

ThisTransform.rotation =
Quaternion.Slerp(ThisTransform.rotation,
Target.rotation, RotationDamp * Time.deltaTime);

// BHEUMCIMTBL HOBYK I[103MULIMI
Vector3 Dest = ThisTransform.position =
Vector3.SmoothDamp (ThisTransform.position,
Target.position, ref Velocity,
PosDamp * Time.deltaTime);

// OrmamuTe OT L
ThisTransform.position = Dest - ThisTransform.forward *

DistanceFromTarget;

// BHUMCIIUTL BHCOTY
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ThisTransform.position =
new Vector3(ThisTransform.position.x, CamHeight,
ThisTransform.position.z);

// HamnpaBiieHue Ha LeJb
ThisTransform.LookAt (Dest) ;

O Bonee noapobHyo MHpopmaumo o dyHkumm Quaternion.Slerp MOXHO Haii-

= Tm no apgpecy http://docs.unity3d.com/ScriptReference/Quaternion.Slerp.
html, a o dyHkumm Vector3. SmoothDamp — no agpecy http://docs.unity3d.com/
ScriptReference/Vector3.SmoothDamp.html.

YnpasAeH/e ABWKeHVemM Kamepsbl

Jlng 3actaBok, (poHa MEHIO UM OPraHU3alui 00BIYHOTO [IPOJIETa KaMePhI
MOJKET MOHAZ00UTHCS Peann30BaTh JBUKEHUE KaMepbl 110 IPSIMOi, ¢ U3-
MEHEHHEeM CKOPOCTH, IPU 9TOM KaMepa J0JIKHA IIJIABHO HAYMHATh U 3a-
KaH4YMBATh CBOE JBUKEHME. JTO 3HAUMT, YTO Kamepa J0JKHA Habparhb
CKOPOCTbH B HauaJse MyTH, a 3aTeM MTOCTENIEHHO CHU3UTh CKOPOCTh B KOHIIE
myTH. /ly1g 9TOT0, MOXKHO MCIIOTH30BATh 3 (EKT, MOATOTOBJIEHHBIN C T0-
MOIIbIO pelakTopa anuMaiuii B Unity, WM UcnoJsib30BaTh aHUMAIMOH-
HbIE KPUBbIE, 00eCIIeYnBaIONIIe BBICOKYIO CTEIIEHb THOKOCTH U KOHTPOJIS
Ha/{ IpeoOpa3soBaHUAMK OOBEKTA ¢ TEYEHUEM BPEMEHH, KaK M0Ka3aHo Ha
puc. 5.12.

Yro0bl cO34aTh CLIEHAPUI YIIPABJIEHMsI CKOPOCTBIO ABUKEHUS KaMepPhl
C TeYEHNEM BPEMEHH, B TOM YKCJIE JIJII Peajiu3aluu JABUKEHUS 110 KPu-

Puc. 5.12. NepemelueHne kamepsbl
C NPUMEHEHNEM aHUMALIMOHHbIX KPUBbIX
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BOJIMHEITHOH TPaeKTOPHUH U CTIAKUBAHIL NN PETYINPOBAHNUS CKOPOCTH,
MOJKHO HCITOJIb30BATh ClIeHAPUH U3 JucTuHra 5.12.

NuctuHr 5.12. YnpaeneHve ABUXEHMEM KaMepbl

using UnityEngine;
using System.Collections;

public class CameraMover : MonoBehaviour

{

// BpeMmsa IJMTENIbHOCTM aHUMALVOHHOTO 3bbexTa
public float TotalTime = 5.0f;

// PaccTosHMe NepeMelleHus [0 KaxIOoM OCHu
public float TotalDistance = 30.0f;

// KpuBbe IJid NepeMeleHys

public AnimationCurve XCurve;
public AnimationCurve YCurve;
public AnimationCurve ZCurve;

// TpeoBpas3oBaHre mJis OAHHOTO OOBEKTA
private Transform ThisTransform = null;

void Start()

{
// TIONyuMTb KOMIIOHEHT TpaHCcopMaumm
ThisTransform = GetComponent<Transform>();

// 3anyCcTuUTh aHMMaLMo
StartCoroutine (PlayAnim());

public IEnumerator PlayAnim()

{
// Bpewms, mnpouenuee C Hadajla aHUMaLA
float TimeElapsed = 0.0f;

while (TimeElapsed < TotalTime)
{
// HopMmanmn30BaTb BpeMs
float NormalTime = TimeElapsed / TotalTime;

// BHUMCIUTEL CMeljeHre 1o ocaM X, Y u 2
Vector3 NewPos = ThisTransform.right.normalized *

XCurve.Evaluate (NormalTime) * TotalDistance;

NewPos += ThisTransform.up.normalized *
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YCurve.Evaluate (NormalTime) * TotalDistance;

NewPos += ThisTransform.forward.normalized *
ZCurve.Evaluate (NormalTime) * TotalDistance;

// VIBMEHUTH T[O3ULKD
ThisTransform.position = NewPos;

// XmaTb cremyomero kazupa
yield return null;

// OBHOBUTH Bpems
TimeElapsed += Time.deltaTime;

Q [MpoekT, AEMOHCTPUPYIOLWMIA MICMOJSIb30BAHME aHMMALMOHHbIX KPMBLIX A1 nepe-
MELLEHNS KaMepbl, MOXHO HANTKX B NakeTe NPUMEPOB, COMPOBOXAAILLMNX KHUTY,
B nanke Camera}nimﬁCurves.

Yro06bl 3a1eiicTBOBATh Kaacc Camerabover, IPUKPeNUTe CleHapuil K Ka-
Mepe U B HHCIIEKTOPe 00BEKTOB IEJKHUTE Ha KaKI0OM U3 oJIel ompe/ie-
JleHnst KpuBbIX 110 ocsiM X, Y U Z 717151 HAaCTPOUKN M3MEHEHUST CKOPOCTH
Kkamepbl ¢ TedeHueM Bpemenn. [lleskas Ha rpaduke, MOKHO OTpe/laKTH-
poBarhb ero, 106aBJIsisd TOUKN U U3MEHsIsl KpUBbIE J1Jis1 BhIOpaHHoi ocu. O6-
paruTe BHuManue, uto ocu X, Y u Z npuBg3aHbl K JTOKAJbHBIM OCSIM 00b-
exTa (BIIepel], BBEPX U BIIPaBO), a He K IJI06aIbHbIM ocsiM (&, iy 1 z). C ux
[IOMOIIBIO 3a/1a€TCS OTHOCUTENIbHOE ABMKeHIe 00beKTa, Kak I0Ka3aHo Ha
puc. 5.13.

O Bonee noppo6Hyio mHbopMauuio 06 aHUMMALMNOHHBIX KPUBbLIX MOXHO Hali-

TW B 3NIEKTPOHHOIM gokymeHTauumn Unity no agpecy http://docs.unity3d.com/
Manual/ AnimatorCurves.html.

TpaekTopus kamepsbl — iTween

OJIHUM U3 TI0JIE3HBIX CBOMCTB, KOTOPOE, KAK HU CTPAHHO, JI0 CUX TIOP He
peasnuzoBano B Unity, SIBJSTIOTCS TPOrPaMMUPYyEMbIe TPAEKTOPHH JBUKE-
Hust. TTo[ 9THM TEPMUHOM [TOHUMAETCST BO3SMOKHOCTD 00bEKTa, HAIIPUMED
KaMepbl, IJIABHO CJIE[IOBATh [0 TPAEKTOPUH, ITPOJIOKEHHOM € TIOMOTIBIO
chepuueckoil MHTEPIOJISIINH, KOT/A ITyTh OTIPEIEJISIeTCST CepUeil CBsI3aH-
HBIX UIPOBBIX 06BEKTOB. JTa MYHKIIMS YKe CYLIECTBYEeT B TOM CMBbICIIE,
YTO JBUKEHME KaMePbl MOXKHO OTIPEIEJIUTD € MMOMOIIBIO aHUMAIU, CO3-
naHHbIX B pepakrope Unity. OmHaKo, xejaTteJbHO UMeTh Oosiee THOKMIA
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Puc. 5.18. Npoknaaka TpaekTopumn ABUXEHUS
C MOMOLLbIO KPUBbIX aHUMaLMN

croco6 POrpaMMHOTO YIIPABJICHUSA TPACKTOPUEH JBUKEHUST, OTIPEIEIs-
eMoil HabOPOM TOYEK, TIO3UIUU KOTOPBIX MOKHO KOPPEKTHPOBATH MPO-
IPaMMHO, B OTIPE/Ie/IEHHbIE MOMEHTBI BpeMeHH. JTa (DyHKIUA 0COGEHHO
10JIe3Ha, HATIPUMED, JIsI KOCMUYECKUX UTP, TJie TOJIEeT BPAKeCKUX Kopa-
GJIell UeTKO CJIeyeT TIIaJKuM, KPUBOJMHEHHBIM TPAEKTOPUSIM, COOTBET-
CTBYIOTIMM TIOJIOKEHUIO KOCMUYECKOTO KOPabJist UTPOKa, KaK MOKa3aHo
Ha puc. 5.14. Ectb MHOrO cnioco6oB gocTuskenus atoil mean 8 Unity, Ho
GBICTPOE PEIICHUE COCTOUT B UCTIONB30BAHNK HECTIIIATHOTO PACTITUPEHHST
iTween Boba Bepkebaiina (Bob Berkebile), xotopoe Mo:HO 3arpysuThb
U MUMIIOPTUPOBATH HENOCPeNCTBEeHHO ¢ caiita Asset Store Unity. Bosee
noApo6HyIo nHGOPMAIMIO 0 pacurpenun i Tween MOKHO HAiiTH 110 agpe-
cy http://itween.pixelplacement.com/index.php.

B nonosrenue k camomy makery iTween MOKHO Takske ckadaTh Gec-
IJIATHOE paciiupenue s i Tween — BU3yasbHBIN PENAKTOP TPAEKTOPHIT
iTween (Visual iTween Path Editor), noctynusiii o agpecy http://pixel-
placement.com/2010/12/03/visual-editor-for-itween-motion-paths/.
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Puc. 5.14. Co3gaHune TpaekTopuin ABUXKEHNS Kamepbl
c nomoLuupto iTween

Nmnopruposas oba nakera i Tween, X MOKHO HCIIOJIB30BATb [IJIsI aHU-
MaIiy JABUKEHUsT 06BEKTA BOJb TpaeKTopuu. UToObl peasr3oBarh mpo-
JIeT KaMephl, reperainure ciieHapuii iTweenPath na o6bexT Kamepbl. OH
MO3BOJISIET CO3/IaTh HE3aBUCUMBbIN U UMEHOBAHHDBIN I1yTb, COCTOSIINN 13
HECKOJIBKUX ITyTEBBIX TOYEK, KAK TIOKA3aHO Ha puc. 5.15.

33 Project | El console
Create ~

Favorites Assets » Pixelplacement » iTweenPath »

All Prefabs -
All Scripts .‘;hl
FEsl Assets Editar iTweenPath
¥ & Pixelplacement
25
&3 Plugins

Puc. 5.15. Cuenapwuii iTweenPath no3sonseT onpenenvtb
TPAEKTOPUIO C MOMOLLLbIO NMYTEBLIX TOYEK
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qTO6bI OIpeIEJINTD HECKOJIBKO ITyTEBBIX TOYECK, BBEAUTE 06]_[[66 nxguc-
jo B mosie Node Count (Yucsio y3joB), a 3ateM BbIOEPUTE BU3YAJTBHOE
Npe/icTaBAeHre KasK/AI0TO y3/1a B OKHE TIPOCMOTPA CIEHBI 1 TOMECTUTE UX
B HysKHbIe MecTa. O6paThTe BHUMAHUE Ha JIMHNIO, COEANHAIONIYIO TOY-
KU — 3TO TPAEKTOPUST KaMephl (CM. prc. 5.16).

[ e came #Scene -= ©Inspector | Qlightmapping G|
| ed +|| RaB 0 3 | )| Effects - izmos -| (oAl o Wam Camera | Cstatic
[ ™ tag [VainCam

+] Layer [Defauk

7 A Transform

Pasition x[0 v[1.01268 z[-10
Rotation x[0 o zlo
Scale x[L Tt z1

| v ¥ camera
Clear Flags
Background
Culling Mask
Projection
Field of View

Clipping Planes  Near 0.3
Far 1000

Wiewport Rect
Yo
w1 H1
Depth -1
Rendering Path
Target Texture

Qcclusion Culling M
HDR

layer Settings [}
Texture) | @

|7 L MGUILayer @ #
I Flare Layer @ #
. &
ITween Path (Script) @
Path Visible /]
. . Path Name Camera Fly
(‘gaipiera Fy* segin : Path Color [— 4

Node Count a
Node 1 I3
X[-0.8734% v [0.59775( 2/-10,3385
Node 2

x[-14.864C ¥ 0 z/6.28867:

Node 3
ol X[7.67423] v (& 882751 2 [19 31007
- B Node 4
4% k %[0 0 z
VM Cam_itween_mover (script) (4 %
Seript T cam_itneen_mover | ©
Add Component

Puc. 5.16. OnpeneneHvie NyTeBbIX TOYEK SIS TPAEKTOPUN

3ateM, 4TOOBI 3aCTaBUTH KaMepy JBHUTAThCsl BIOJb TPAEKTOPUH, [0-
GaBbTe K KaMepe CIleHapHii, IPe/ICTaBIeHHbII B jiucTiHTe 5.13.

NucTtuHr. 5.13. CueHapuii, ynpaBnsioLwmin ABMXEHNEM KamMepbl BAO b
TpaekTopuun

using UnityEngine;

using System.Collections;

public class cam itween mover : MonoBehaviour
{

// 2TOT METOI BHIIOJHSAET VHULMAIMBALMIO

void Start ()

{

iTween.MoveTo (gameObject, iTween.Hash("path",
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iTweenPath.GetPath ("Camera Fly") , "time", 4f, "easetype",
iTween.EaseType.easeInOutSine)) ;
}

}
O Bonee nogpobHyo MHGOpMaLMo O paclumpeHnn iTween 1 ero NCrnosbL30BaHNN
MOXHO HanTK No agpecy http://itween.pixelplacement.com/gettingstarted.php.

NTtorm

B aroil riaBe Bce BHUMaHUE OBLJIO COCPEOTOUCHO Ha PEIICHUN 3ajad,
CBSI3aHHBIX ¢ Kamepamu. Kamepsl mmMeror Gosibiiioe 3HadeHue B Unity,
Kak U B JIOOOM JIPYTOM UTPOBOM JBYIKKE, TIOTOMY YTO MpPeIHAZHAYECHBI
JUTST BU3YAJIU3AIMK CIIEHbI Ha 9KpaHe. DoJbiiasg dacTh (hyHKIIMOHATb-
HOCTU KaMmepsl BcTpoeHa B Unity, U, Kak cIeICTBUE, 3TO BeIeT K TMOTepe
ruOKOCTH U BOSMOKHOCTEI YIIPABJICHUS KaMePaMU, MHOTHE 13 KOTOPBIX
TJI0XO TOKYMEHTHUPOBAHDI. B YaCTHOCTU, 3IECh MbI BIIEPBBIC PaCCMOTpPEIN
BO3MO’KHOCTB MOCTOSTHHOTO OTOOPaKEHUST BU3YATbHOTO TIPE/ICTABIECHIISI
KaMep B OKHE CIIEHbI, [IajKe eCJIi KaMepa He BbiOpaHa. Bo-BTOPBIX, MBI y3-
HAJTH, KaK OTPEIEeIUTh, Kakie OOBEKThI BUIHBI [IJIsI KAMEDBI, a KaKie HeT.
ITO peannsyeTcs HECKOJbKUMH BUAMH TIPOBEPOK, TAKUX KaK TIPOBEPKa
Ha HAXOKJIEHUE TI0Jie 3PEHUS 1 BBISBJICHIE 3aCTOHSIONNX TPENSTCTBUN.
B-TpeTbux, MBI yBUEIU, KaK CO3/[aBaTh U HACTpaWBaTh opTorpaduue-
CKHe KaMepbl, 0TOOPaKAIIHe IBYXMEPHBIE 3JIEMEHTBI 0€3 MCKaKEHHIL.,
B-ueTBepThIX, MBI Y3HAIHU, KAaK U3MEHSITh W YJIYUIIATh U300pakeHUsI, T0-
JIy4eHHBIE ¢ KaMep Yepe3 MPOMEXKYTOUHbIe TeKCTyphl. [l aToro moTpe-
6GOBAJIOCH TIEPEOTPEAETUTh HECKOJIBKO BaKHBIX COOBITUN KaMepbl U Op-
raHU30BaTh CMeNIMBaHNIe U300PaKeHUI ¢ Kamep st cosganus s dexTa
pacTBOpPEeHMs /IIPOABIEHNUS U300paKeHUH TP cMeHe Kamep. B-1gTbix,
MBI YBUJIEJIN, KaK PEATU30BaTh [BUKEHUE KaMepbl, HAapuMep, IposKanue
KaMmepbl. V1 HakoHEeTI, MBI Y3HAJIU, KaK OMPE/ICTIUTh TPACKTOPHUIO JIBVKEHUS
KaMepbl, TO €CThb OPraHM30BaTh ee TepeMeleHrne KaMephl 110 3a/laHHOMY
MapIIpYyTYy, ONPECTEHHOMY CEpPHeil MTyTeBBIX TOYEK, NN TIPOCTOE COMPO-
BOKIeHue oObekTa. Jlasee Mbl 3aiiMeMcsa uccaegoBanueM (GpeliMBOpKa
Mono.
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Pabota
c dbpenmsopkom Mono

Unity moiepsKkuBaeT 1Ba OCHOBHBIX s13bIKA IIPOIPAMMUPOBAHUS, & UMEH-
Ho C# u JavaScript. PazpaboTunku I0JKHBI BBIOPATh OJMH U3 HUX U 110-
CJIeZIOBATETHHO MTPUMEHSTh €T0 Ha MPOTSIKEHUU BCETO MPOEKTA, TO €CTh
mcaTh BCe ClieHapuy Ha BBIOpaHHOM sisbike. OTKa3 OT 3TOTO MpaBHJia
(cMmemmBanve GailjioB ClieHapUEB Ha Pa3HbIX S3bIKAX) OOBIYHO BbI3bI-
BAaeT TOJIOBHYIO OOJIb W M3JIUIIHIOW myTaHuily. OJHAKO OTIPeIeTUBIIIChH
C sI3bIKOM, BbIOpaB, Haripumep, C#, BbI IOHUMAETE, YTO OH He MPEIOCTaB-
JIIET BCETO HEOOXOUMOTO IS CO3aHust UTP. SI3BIK TIPOTPAMMUPOBAHUS
C# cam mo cebe He MOKET HM 3arpyskarth, HU pasbuparh (aiiasr XML
JUIST TIOJUIEPIKKU COXPAHEHUsI UTPbI, HE MOJKET CO3/1aBaTh OOBEKTHI OKHA
1 KOMIIOHEHTBI TI0JIb30BATEIbCKOTO MHTEP(hElica, BHITIOIHATD PACITUPEH-
HBII TIOVCK U 3aPOCHI K CJIOKHBIM HaOOpaM JaHHBIX U KOJUIEKITHit. JIJist
ATUX JIONOJHUTENBHBIX (DYHKIUI U MHOTUX JPYTHX MPUXOAUTCS 06pa-
AThC K BHEIHUM OubinorexaM. Hekotopsie GUOIMOTEKN MOKHO IIPHU-
obpectu HemocpeacTBenHo B Marazute Unity, HO OHH, KakK MPaBUJIO, UC-
TTOJTB3YIOTCA JIJI KOHKPeTHBIX Teseir. Oxnako, Unity pacmpoctpansercs
BMecTe ¢ Mono — GeciiatHbiM, Kpocc-maaTGopMeHHbIM (HpeiMBOPKOM
C OTKPBITHIM UCXOIHBIM KOJOM Ha ocHOBe Gubanoreku Microsoft NET
Framework, u nmpeocTaBiisier MHOKECTBO KJIACCOB, IOCTYITHBIX B JIAHHO
6ubmoreke. B .NET Framework nmeiorcs knaccesl ajist paGoThl CO CTPO-
KaMu 1 QafiiaMu, TONCKa U COPTUPOBKU JAHHBIX, OTCJAEKUBAHUS TMHA-
MWUYECKHUX CITUCKOB, aHasm3a (aitsioB XML n MHOTHE ipyTHE. ITO 3HAYUT,
uro B BuAe Mono BaM J0CTyTieH OOUUPHBIN HAGOP WHCTPYMEHTOB, T10-
3BOJIAIONMNX 3(PDEKTUBHO W MPOJYKTUBHO YIPABIATH JAHHBIMUA B TIPU-
JloxkeHUU. B aToll rimaBe paccMaTpUBAIOTCS HEKOTOPBIE U3 BO3MOKHOCTEH
Mono, focTyHbIX B puiokernsax Unity, Takie Kak NOJIep:KKa CIIUCKOB
U CTEKOB, A3bIK HMHTerpupoBaHHbix 3anpocos (Language Integrated
Query, LINQ), peryJisipHble BbIpa)KeHUs, CYCTUUKN U T. [1.

Ha puc. 6.1 mokasana goMalinss crpanuia npoekta Mono Framework.
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*J Mono SR - B

Cross platform, open source .NET framework

d (1.1

Mono is a software platform dessgned to allow developers to easily create cross platform applications

rin, Mono 15 an open source implementation of Microsofts NET Framework based on the ECAMA standards for s
busting © is helping

Sponsored by
and the Ces 1e Runtime. A groving family of solutons and an active and [
position Mono to become the keading choice for development of cross platform applications.

Get Mono Read the docs Community

The latest Mono release is waiting for youl We cover evarything you need to know, As an open source project. we love gatting
from conbgunng Mono 1o how the intarmals contribubons from (he commundty.

& Download are implemented File 8 bug report. add new code or chat
Cur documentation is open source loo. 50 with the developers.

you can help us improve it
€ Contribute 1o Maono

& Learn mare

Puc. 6.1. ®peiimBopk Mono
NoCTaBNSETCA BMECTE C UIPOBbIM ABMXKOM Unity

Cnnuckn n Koanekuumn

[Toxamy#i, camoil pactipocTpaHEHHON 3aj[adell Tpr TTPOrPaMMHUPOBAHNN
WUTP SBJISETCS XpaHEHWe CIHMCKOB JaHHbIX. [[puposa aTuX JaHHBIX MO-
JKeT 6I)ITI) paSHOfI: CYET UTPDbI, CTATUCTHUKA UTPOKOB, CTAaTUCTHUKA BParos,
CIIMCKU TIPEJIMETOB, OPYsKust, GOHYCOB, YPOBHEH U MHOTOE Apyroe. Tam,
rJie 9TO TOJBKO BO3MOJKHO, CJIEAYET BBIOMPATH JJIsI XPAHEHUs JTaHHBIX
CTaTUYeCKKe MACCUBBI, M3-3a BBICOKOU ckopocTu ux obpaborku. Cra-
THYECKHE MACCUBBI OBLIH MOAPOOHO paccMoTpeHbl B TiiaBe 1 «OCHOBBI
C# B Unity». [Ipomie ToBOps, cTaTHYECKHE MACCUBBI CO3AIOTCS 3apa-
Hee, M UX MaKCUMaJIbHAsi EMKOCTD OTIPEIeNISIeTCS ¢ CaMOTo Havasia. B Hux
MOJKHO 100aBJISITh ¥ YAAJISATH 3JIEMEHTbI, HO OOIIHIA pa3Mep CTaTHIECKUX
MaCCUBOB HEJb3sl U3MEHUTD. Ec/M UX MaKCUMasibHasi eMKOCTh TTOJTHO-
CTBIO He UCIIOJIb3YETCsI, IPOCTPAHCTBO OyeT moTpadeHo Buycryo. Cra-
TNYCCKNE MaCCUBDBI ABJIAIOTCA OTJINYHBIM BbI60pOM JUUIA XpaHEHUA ITOCTO-
STHHBIX CITMCKOB JIJAHHBIX, HAIPUMeEP BCEX YPOBHEH B UTPe, BCETO OPY KU,
KOTOPOE MOKET ObITh COOPaHO, BceX GOHYCOB, KOTOPBIE MOTYT OBITH CO0O-
PaHbI, U T. [I.
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OpmHaKko He MeHee YacTO MCIONB3YIOTCS U JINHAMWYECKIEe MACCHBHI,
KOTOPbIE MOTYT YBEJUUUBATHCS U YMEHbBIIATHCS, MO Mepe M00aBJIeHUsT
W yJIaJeHus TaHHbIX, HAllpUMep, TIPU CO3/IaHNN U YHUUTOKEHWH BPAros,
MTOSIBJIEHUSI U ICYE€3HOBEHUS TTPEAMETOB WU OPYsKusi, 1 T. 1. DpeiiMBOpK
Mono 1pejitaraeT MHOKECTBO KJIACCOB JJI4 OJIEPIKKU CIIUCKOB JJAHHbIX.
OCHOBHBIX TaKMX KJaccoB Tpu: List, Stack u Dictionary. Kaskmpiii u3 Hux
1I0JIe3€H /IS OlIpe/le/IeHHbIX 1ieJIeil.

Knacc List

Ecou #Heo6X0IMM HEYTIOPSIIOUEHHBIH, MTOCTEI0BATETLHBINA CITUCOK 3TeMEH-
TOB JTIOOOTO OTHOTO THUTIA IAHHBIX, TO €CTh CIIUCOK, KOTOPBII PACTET U CHKH-
MaeTcst B COOTBETCTBHUH € 0GBEMOM XPAHUMBIX IAHHBIX, Kiace List sBser-
CsI MIeaTbHBIM BEIGOPOM. B criricok 0cobeHHO y106HO 106ABISATH U YIATATH
AIIEMEHTBI ¥ IOCIIEIOBATETLHO MepebrpaTh 1x ajeMeHThl. Kpome Toro, 06b-
eKThI KJ1acca List MOTyT u3MeHsIThCs B MHcnekTope o0bekToB Unity. B cie-
AytomeM jcTunre 6.1 mpejcrasieno copepsknumoe afina Using List.cs.

Nnctuhr 6.1. ®aiin Using_List.cs

01 using UnityEngine;

02 using System.Collections;

03 using System.Collections.Generic;

04 //=====m——mmmmm e

05 // NpwMep kyacca N XPaHEHMs [OaHHHIX O Bparax
06 [System.Serializable]

07 public class Enemy

08 {

09 public int Health = 100;

10  public int Damage = 10;

11 public int Defense = 5;

12 public int Mana = 20;

13 public int ID = 0;

14 }

15 //====m—mmm e

16 public class Using List : MonoBehaviour

17 {

18 it
19 // ChnycOK aKTMBHEX BParoOB B CLEHe

20 public List<Enemy> Enemies = new List<Enemy> () ;

21 [/
22 // DTOT METOX BHIIOJHSET MHULVAIN3ALYIO

23 void Start ()

24 {

25 // IobaBurb 5 Bparos B COMUCOK

26 for (int i=0; i<5; i++)

27 Enemies.Add (new Enemy())

// Meron Add BcTaBisieT SJIeMEHT B KOHel, CHMCKa
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// YmamiTe Bpara B Hadajle cmmucka (c mHmexkcoM 0)
Enemies.RemoveRange (0,1) ;

// OBOMTM BJEMEHTH CIMCKA

foreach (Enemy E in Enemies)

{
// BeiBecTM 3HaueHue cBo¥icTBa 1D Bpara
Debug.log (E.ID);

Bonee noapobGHyto nHpopmMaumio 06 UCMoJib30BaHUK kKnacca List MoxHo HanTu
B MakeTe NPUMEepPOoB Ans KHuru, B nanke Chapter06\Collections. JokymeHTaumio
¢ onucaHuem knacca List moxHo Havitu B MSDN: http://msdn.microsoft.com/
ru-ru/library/ 6sh2ey19%28v=vs.110%29.aspx.

Hwuxe TIPpUBO/IUTCSA HECKOJIBKO KOMMEHTApUEB K JIMCTUHTY 6.1:

o

o

)

o

o

Crpoka 03: 4To6BI MCIIOAB30BATh KJIace List, Heo6XoauMo 1mos-
KJTIOYUTD MTPOCTPAHCTBO MMeH System.Collections.Generic.
Crpoka 06: ectm TWTT JaHHBIX CITUCKA HACJTEIyeT Kiacc System.
Serializable, cricok GyeT ZOCTYIIEH B HHCIIEKTOPE 0OBEKTOB.
Crpoxka 20: Bbl MOXeTe 00BSIBUTh W TYT K€ MHUIMAIU3UPOBATH
HOBBIN 9K3EMILIADP CIMCKA B OZHOM OIEPaTOpe IPU OOBIBIEHUH
YJIEHOB KJIacca.

Crpoka 27: HOBble 0OBEKTHI J00ABJISIOTCS B KOHEI CIIMCKA C 110-
MOIIIbIO MeTozia Add.

Crpoka 30: s1eMeHTbI MOTYT YIAJATBCS C TIOMOTIBIO HECKOJIBKUX
MeToI0B. MeToj RemoveRange yajisieT HECKOJIBKO TTOCJIE/I0BATE b=
HBIX 2JIEMEHTOB M3 CITHCKa. [|pyruMu MeTosaMu yaaieHust siJisi-
10TCsI: Remove, RemoveAll 1 RemoveAt.

Crpoka 33: ectb BOBMOKHOCTH 00O0ITH BCe 2JIeMEHThI CIICKA C 110~
MOIIIbIO TUKJIa foreach.

Crpokn 27—33: 06b14HO IPU 06X0/IE 9JIEMEHTOB B IIMKJIE OIIePALUN
noGaBJIeHN U yIAJIeHNsI 9JIEMEHTOB He BBIIIOJHAIOTCS.

Ha puc. 6.2 nokazano, Kak BBITJISIUT 9K3eMILISAP Kiacca List B mHCIeK-

Tope

0OBEKTOB.

Kiace List moamep:kuBaeT HECKOJIBKO METO/IOB Y/IAJI€HUS HIEMEHTOB,
10 OAHOMY WJIN TPYTIITaM¥, MPEAHASHAYCHHDIX /I UCITOJb30BaHUSA BHE
urepanuii mo crnvckam. TeM He MeHee, nHOTA OGBIBAET yA06HEe W MPOIIE
YIAJISITh 3JIEMEHTBI BO BpeMst MX 00X0/1a B IIUKJIE, HATIPUMED KOT/Ia HY/KHO
YIAIUTH 9JIEMEHT Tocie ero obpaborkn. Knaccuyeckuii cyyaii — yaase-
HIEe BCeX 0OBEKTOB CCHIIOUHOTO THITA B CIIEHE, HAITPUMED BPAroB, a TakKe
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v |G| M Using_List (Script) W
Seript It Using_List @
¥ Enemies
Size 4

¥ Element 0
Health 100
Damage 10
Defense £
Mana zZ0
D o

¥ Elerment 1
Health 100
Damage 10
Defense |5
Mana |20
5] 0

¥ Element 2
Health 100
Damage |10
Defense £
Mana 20
D 0

¥ Element 3
Health 100
Damage 10

Puc. 6.2. Ok3emnnsap knacca List B uHcnekTope 06bekTOB

CBA3aHHBIX C HUMM 3JIEMEHTOB CIIICKA, YTOOBI U30€KaTh IPUCY TCTBUS ITy -
CTBIX CCHLIOK. YaJIeHUE JIEMEHTOB B IIMKJIE MOKET BbI3BATh IIPOOJIEMbI,
MTOTOMY YTO TIPH YAAJEHUN UTEPATOP TIEPECTAHET OTCIEKNBATD TTPABIIIb-
HOE MOJIOKEHNE JIEMEHTA B CIIUCKE, U 00111ee KOJTMYECTBO UTEePAIUI I{UK-
Jia He OyzeT COOTBETCTBOBATDH JJIMHE ciucKa. YToObl COBMECTUTH 00XO0/I
9JIEMEHTOB CIIUCKA B IIUKJIE U yIaJeHNUe dJIeMEHTOB, Iepebop 2JIeMEHTOB
CITHCKA CJIE/LyET TIPOBOIUTD B 0GPATHOM TIOPSIIKE, OT KOHIIA K HAYAJY, KaK
I0Ka3aHo B JIuCTUHTE 6.2.

JIncTtuHr 6.2. YoaneHue aneMeHToB crnucka B Uukne

// YoamuT BCe DJIEMEHTH CHMUCKa B LMKJIE
void RemoveAllItems ()
{
// OGOMTV CHMCOK B OOPATHOM NOPAIKE
for (int i = Enemies.Count-1; i>=0; i--)
{
// Bbi3BaTb QYHKLMIO BJIeMEHTa Mepel yIajleHMeM
Enemies[i] .MyFunc();

// YOamuTh SJEMEHT U3 COUCKA
Enemies.RemoveAt (i) ;
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Knacc Dictionary

Kmace List siBsieTcst, moskajyil, OJHUM M3 CaMbIX IMOJIE3HBIX KJACCOB
B dpeiiMBopke Mono jist XpaHeHust JaHHbIX B namsaTu. OQHako He Oy-
neM 3abbiBaTh 1 0 Kjacce Dictionary (aHasiore kjiacca std::map B C ++).
ITOT KJacc 0COOEHHO T10JIe3€eH, KOoraa Hy KHO HeuTo OoJibliee, YeM Ipo-
CTOIi CIMCOK 3J1eMeHTOB. Eciin HyKHa BO3MOKHOCTH OBICTPO HAXOIMTh
3JIEMEHTBI TI0 KJTIOUY, JIy4dllie BCETO MCIIOJIb30BaTh Kiacc Dictionary. /s
KQK/IOTO 9JIEMEHTA CIIUCKA CJIEIYeT YKa3aTh KJIOY, WA UIeHTU(DUKATOP,
OTHO3HAYHO OIpeesioniuii ameMenT. Kimace Dictionary mo3BossIeT mo-
JIYYUTh MTHOBEHHBIN JIOCTYII K 3JIEMEHTY, OCHOBBIBASICh UCKIIOUUTETHHO
Ha 3HAHUU ero Kitodya. JTo JAejaer paboTy ¢ KiaaccoM Dictionary moxoxei
Ha paboTy ¢ OGBIYHBIM CIOBAPEM, HAIIPUMED, €CJIU HYKHO HAWTH TOJIKO-
BaHMEe HEKOTOPBIX CJIOB B GOJIBIIIOM CJIOBape WK Oase JaHHBIX CJIOB, CAMO
cJ10BO OYyJIET KJIIOUOM, a TOJIKOBaHIE — 3HAUCHHEM.

Koneuno, MOJKHO peasm3oBaTh aHAJIOr Kjacca Dictionary ¢ moMoubio
HECKOJIbKUX 00beKToB Kiacca List. Ho kamacce Dictionary pabGoraer o4eHb
ObICTPO, TOYTH MOJIHUEHOCHO. Bbl MOsKeTe XpaHuTh GOJiblie 00bhEMbI
JaHHBIX B cjIoBape 0e3 OIYTUMbIX IOTEPh MPOU3BOAUTENBHOCTH. JTO
JIeJIaeT €ro BechMa I10JIE3HBIM, KOI/Ia HYsKeH ObICTPBIN MOMCK JaHHBIX 110
KJI0YeBbIM 3HaueHusiM. [Ipumenenue kimacca Dictionary mokasaHno B Jimc-
tusre 6.3.

JNnctunr 6.3. NMpumeHeHne knacca Dictionary

01 using UnityEngine;

02 using System.Collections;

03 using System.Collections.Generic;

04

05 public class Using Dictionary : MonoBehaviour

06 {

07 // Basza maHHEIX CJIOB. [lapel kJjodu/3Havenyue: <Word, Score>

08 public Dictionary<string, int> WordDatabase = new
Dictionary<string, int>();

09

10 // DTOT METOH BHIIOJHSET MUHULMAIN3ALYIO
11 void Start ()

12 {

13 // OnpenenuTh HECKOJIbKO CJIOB

14 string[] Words = new string[5];
15 Words[0]="hello";

16 Words[l]*"today"'

17 Words[2]=

18 Words[3]= vehlcle"'

19 Words [4]="computers";

20
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21 // mOBGaBUTL B CJIOBAPb C UMCJIOM OUKOB

22 foreach (string Word in Words)

23 WordDatabase.Add (Word, Word.Length);

24

25 // BuOpaTb CJOBO M3 CIOMCKa C MCIOJIb30BAHMEM KJIOYa

26 // Vicnosib3yeTcs CUMHTAKCUC MaCCUBOB!

27 Debug.log ("Score is: " + WordDatabase["computers"].ToString());
28 }

29 }

Huke npuBonTCst HECKOJIBKO KOMMEHTAPUEB K TUCTUHTY 6.3:

O Crpoka 03: kak u a5 paboThl ¢ KJIaccoM List, HeOOXOMMMO MO~
KJIIOYUTD IMTPOCTPAHCTBO MMeH System.Collections.Generic.

O Crpoxka 08: ciioBapb 0OBABASETCS U CO3JAETCS B OAHON CTPOKE;
B OTJIMUHE OT KJ1acca List, cioBapu He 0TOOPAKAIOTCS B MHCIIEKTO-
pe o6bekroB Unity.

O Crpoxkn 13 — 23: ksacc Dictionary 3anosingercs ¢ IOMOIIBIO METO-
J1a Add.

O Crpoka 27: ob6pamaTbhes K 3j1eMeHTaM Kjiacca Dictionary MOKHO
TaK ke, KaK K 2JIeMEHTaM MacCUBa, UCIOJb3ysl 3HAUYEHUE Kfoda
BMECTO MH/IEKCA MACCUBA.

O Bonee noapobHyo nHbopmMaumio 06 UCMonb30BaHMN CIOBAPEn MOXHO HanTH

B rnaee 4, «CobbITUIIHOE NporpaMmMrpoBaHne», B pasaesne 06 yrnpasieHnumn co-
ObITMAMK C NOMOLLBIO knlacca EventManager.

Knacc Stack

Ecin Bbl paszpabarbiBaere KapTOUHYIO UIPY, IJIe UTPOKM CHUMAIOT BEPX-
HIOIO KapTy € KOJIOJIbI, €CJIN HY’KHO OTMEHUTD CJIeJIAaHHBIN XOJI, €CJIU Bbl
MporpaMMUpyeTe TOUCK IyTH, CO3/IaeTe CJO0KHYIO CUCTEMY MpOoU3Hece-
HUST 3aKJIMHAHWN WM UTPY-TOJOBOJOMKY Xanolickas Gamurast (https://
ru.wikipedia.org/wiki/XaHoiickas_6aliuHs), oueHb BO3MOKHO, YTO BaM IIO-
Hajoburca crek. CTek — 9To 0coObIN BUJL CIIUCKA, OCHOBAHHBIN HA MOJIEJIN
«IMocaeannm Bowen — nepsbiM Boimen> (Last in, first out, LIFO). Kon-
IEMIHst ero 6a3upyeTcst Ha CTOIKE JIUCTOB OGymaru. Bor MokeTe 100aBIIsATh
9JIEMEHTBI B CIIMCOK, M OHU OyIyT YKJIaJAbIBAThCs OAUH Ha JPYroii B Bep-
TUKAJIbHYIO CTOIIKY, B KOTOPOIi IOCJIEHUIT 9JIeMEHT Beeria Oy/IeT CBepXy.
3aTeM Bbl MOXKETE CHUMATh 3JIEMEHTHI C BEPIIMHBI cTeKa (yAaJIsITh UX U3
criicka) 1o ogHomy. ITopsiiok, B KOTOPOM BbI IIOJTydaeTe 3JIEMEHTI, BCeT-
11a 0OpaTeH MOPSIZIKY, B KOTOPOM OHU ObLIH I0OABJIEHBL.

Bor nouemy kiacc Stack 0ocobeHHO 1oJie3eH I OTKaTa MU OTMOT-
Ku Hazaji. PaccmorpuM JsinctuHr 6.4 ¢ IpUMepoM MCIIOJIb30BAHUS KJlacca
Stack.
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NuncTtuHr 6.4. MNpumep ncnosb3oBaHus knacca Stack

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

[System.Serializable]
public class PlayingCard

{

pu

blic string Name;
public int Attack;
public int Defense;

public class Using Stack : MonoBehaviour

{

//
pu

//
vO

{

Cromnka KapT
blic Stack<PlayingCard> CardStack = new Stack<PlayingCard>();

STOT MeTOH BHIOJHAET MHMLMAIN3ALMO
id Start ()

// Co3paTh MacCuB KapT
PlayingCard[] Cards = new PlayingCard[5];

// Co3maTb HECKOJBKO KapT
for (int i=0; i<5; i++)
{

Cards[i] = new PlayingCard();
Cards[i].Name = "Card 0" + i.ToString();
Cards[i].Attack = Cards[i].Defense = 1 * 3;

// BTOJIKHYTBH KAapTy B CTEK
CardStack.Push (Cards[i]);

// YoamuTb KapTH U3 CTeKa
while (CardStack.Count > 0)

{
PlayingCard PickedCard = CardStack.Pop();

// BelBeCU MMs BEIOPAHHOM KapTH
Debug.log (PickedCard.Name) ;
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MHTepdeinckl IEnumerable n IEnumerator

ITpu pabore ¢ KOJUIEKIMSIMU JAHHBIX, OY/Ib TO CIUCKH, CJIOBAPH, CTEKH
WJIU 4TO-TO JIPYTOE, 4acTO OBIBAET HYKHO OOONTH BCE BIEMEHTHI KOJIIEK-
LMY I JINIITh HEKOTOPbBIE N3 HUX, OIINPasCh Ha OIpe/e/IeHHbIe KDUTEPUU.
B HEKOTOPBIX CIIydasix HY:KHO mepedpaTh B IIUKJIE BCE 3JIEMEHTBI MOCJIe-
JIOBATEIbHOCTU WJIM HEKOTOPBIE U3 ee 37eMeHTOB, Yaie ObiBaeT Hy;KHO
000 TH BJIEMEHTDI B IPSIMOIT TIOCJIEIOBATEIBHOCTH, HO WHOT/IA SKEJIATeb-
HO c/leJIaTh 9T0 B 06paTHOM mopsiike. Bbl MoeTe cieath 910 ¢ OMO-
MIbIO CTAHIAPTHOTO oTepaTopa nukia for. OaHako, Mpu 3TOM BO3HUKHYT
HEKOTOpbIe HeyA00CTBA, OT KOTOPHIX OMOTYT U30aBUTHCA MHTEPhEICH
IEnumerable u IEnumerator. /laBaiiTe mOCMOTPHUM, UTO 32 HENPUSATHOCTH
MOTYT BO3HUKATh. PACCMOTPUM ITUKJI B JIUCTHHTE 6.5.

JlctuHr 6.5. O6x04 3/IEMEHTOB KOJIIEKLMN

// Co3maTb mnepeMeHHyo C OCWMM CUETOM
int Total = 0;

// OCOMTM CIMCOK OOBEKTOB CJIeBa HANpPaBo
for(int i=0; i<MyList.Count; i++)
{

// BHOpaTh YMCIIO M3 CIMUCKA

int MyNumber = MyList[i];

// YBenuuuTh OOuMiIt CcueT
Total += MyNumber;

C koM for cB43aHbl TPU OCHOBHBIC HerlpusTHOCTH. Haunewm ¢ miep-
BBIX JIByX. BO-TIepBBIX, CHHTAKCHUC HE 0COOEHHO TIOXOUT 1KY, BO BCEM
TeJte 1K £0r MBI BBIHY K/IEHBI HCIIOJIb30BATh YU CJI0BON utepatop (1) 1
JOCTyTA K KKAOMY 2JIEMEHTY MaccuBa. Bo-BTODBIX, caM UTEpaTop He ra-
pPaHTHUPYET 3alUTBI OT BBIXO/A 32 TPAHUIIBI TTOce0BaTeabHOCTH. OH MO-
JKET YBEJIMYMBATHCH, BBIXO/IS 32 BEPXHUI TIpe/iel MacCuBa, M YMEHbIATb-
Cs1, BBIXOJIST 32 HUJKHUH MIPE/IeT, BHI3bIBAst OMMMOKY BBIXO/[A 32 TPAHUIIBI.

It Po6JIEMbI MOKHO PEITUTD JI0 OIPEIEIEHHO CTEeleHN pUMeHe-
HueM 1ukia foreach, KOTOPBIN He BBIXOAWT 32 IPAHUIIBI U UCHOJIB3YET
MIPOCTON CUHTAKCHC, KaK TT0Ka3aHo B iucTuHre 6.6.

JlnctuHr 6.6. Onepatop uukna foreach

// Co3maTh NepeMeHHYD C OOWMM CUeTOM
int Total = 0;

// OBoMTu Crnucok OBBEKTOB CJIEBA HANPABO
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foreach (int Number in MyList)

{
// YBemuuuTh obumMit cuer
Total += Number;

wxa foreach mpoire u rydine YuTaeTcs, HO B HEM COIEPKUTCS HEUTO
GoJbllee, YeM 9TO KaxkeTcss Ha 1epsbiii B3rusiu. [{ukn foreach paboraer
TOJIBKO C KJIaccamy, peaim3yonmmu uatepdeiic IEnumerable, KoTopbie
TOJIKHBI BO3BPAIATH 9K3eMILIAp uHTepdeiica IEnunerator. Mtak, 06bekrT,
[IPUTOAHBIN /151 PaGOTHI B IMKJIe foreach, Jo/KeH peain3oBaTh 9TH JBa UH-
Tepdeiica. BozHukaet BOIpoc, /J1s 4ero Takasi CJI0KHOCTD IIPU peainsalinn
mpocToro 00xoza 3aeMeHToB. Jlesio B ToM, uto uHTepdetiicor IEnumerable
1 IEnumerator He TOJBKO PELIAIOT BE MePBbie MPOOIEMbI — YITPOIIAIOT CHH-
TaKCHUC U TapaHTUPYIOT OTCYTCTBYE BbIX0/1a 3a IPAHULIbI, — HO TaKJKe pellla-
0T TPETBIO 3a/1auy. B 4acTHOCTH, OHU TTO3BOJISIIOT 000HTH B IIHKJIE 0OBEK-
TbI, KOTOPblE He gBJAI0TCa MaccuBaMu. To ectb unrepdeiicot IEnumerable
u IEnumerator mo3BOJISIIOT nepedrparh OOBEKThI PA3HBIX TUIIOB, KAK €CJIN
ObI OHM GBI MacCHBaMU. ITO, HECCOMHEHHO, MOIIHbIE HHCTPYMeHTHI. [la-
BaliTe pacCMOTPUM UX B IECTBUU HA ITPAKTUYECKOM IIPUMeEDE.

Mepebop BparoB ¢ nomoubio UHTepdeiica IEnumerator

BosbMeM, K IIpuMepy, POJIeBYIO UTPY Ha CPEIHEBEKOBYIO TEMY, T/l€ UTPOBOI
MUP HaceJieH 3JbIMu BostiieGHuKamu (Kracce Wizard). TlycTh aTu BoJe6-
HUKU TIOSIBJISTIOTCS B CJYYaiTHBIX MECTAX U B CJIyYaiiHble MOMEHTBI BPEMe-
HU, OHW MOTYT HAaHECTH BPeJl UTPOKY CBOMMU 3aKJINHAHUSAMU W TPOIUMHU
3nonmestHUSIMU. VI3-3a coryyaifHOCTH MX TIOSIBIEHUST MBI HE MOKEM 3HATh
3apaHee, CKOJIbKO BOJIIIIEOHUKOB HAXOJUTCS B CIIEHE B TEKYIIUN MOMEHT
u r7ie oM HaxosTcst. OIHAKO, eCTh BaKHbIE MPUYMHBI OTHICKATh BCEX
BOJIIIEOHUKOB, HAITPUMED, YTOObI IEAKTUBUPOBATH UX, CKPHITh, 3aCTABUTH
3aMepeTh, YHUUTOKUTD UJIH, MOKET OBITh, TIEPECUUTATh UX, YTOOBI TIPe-
JOTBPATUTH MEPEHACHINCHIE CIEHBI 3JbIMU BoJeOHnKamu. Mtak, He-
3aBUCUMO OT CIYYaWHOTO XapaKTepa TOsBIEHUS BOIIIEOHIKOB B CIEHE,
€CTh BECKHE TPUYNHBI IMETH JIOCTYTI KO BCEM BOJIIEOHUKAM.

Mpur yike Buzmenu B TiaBe 2, «OTaaakas, OIuH crocob TOJYIeH s TT0JI-
HOTO CITUCKA BCEX BOJMIEGHIKOB, KaK TTOKa3aHo B JucTumTe 6.7.

Jlnctunr 6.7. MNonyyeHre cnvcka 06beEKTOB ONPEAENEHHOro TUna

// TOJyuMThb CHOMCOK BOJILEBHMKOB
Wizard[] WizardsInScene = Object.FindObjectsOfType<Wizard>() ;

// OBOMTM 3JIEMEHTH CIUCKa



212 < Pabota ¢ ppermsopkomM Mono

foreach (Wizard W in WizardsInScene)

{

// ObpatuTbcsa k kaxzoMmy obvery Wizard uepes W

ODOyuknus FindObjectsOfType nMeerT OIWH CyIIeCTBEHHbII HemOCTa-
TOK — OHa BBIIIOJIHAETCA MEJIEHHO 1 CEPbE3HO CHUIKAET ITPOU3BOJUTE b~
HocTb. [laxke B fokymenTtannu Kk Unity (http://docs.unity3d.com/ScriptRe-
ference/Object.FindObjectsOfType.html) MOXKHO HAlTH PEKOMEHIAIINY He
HCITOJIB30BATDH €€ B TeX MeCTaX, I'/le OHa 6y/:[eT YaCTO BbI3bIBATbHCA.

[MpoekT, [EeMOHCTPUPYIOLWNIA  1Cnonb3oBaHne uHTepdencos IEnumerator
n IEnumerable, MOXHO HaWTV B NakeTe NPMMEPOB K kHure, B nanke Chapter06\
Enumerators.

O/1HAKO, TOT Ke Pe3yIBTaT MOKHO MOJYUUTD C TIOMOIIBIO MHTEP(hEicoB
IEnumerable m IEnumerator, M 3TO MO3BOJIUT N30€KATh 3HAUNTEIBHBIX I10-
Tepb MPOU3BOAUTENbHOCTA. C MOMONIBIO ATUX JIBYX WHTEP(HENCOB MOK-
HO 3(hHEKTUBHO 0O6OUTH BCEX BOJIIEOHUKOB B CIIEHE, UCIIONb3YS UK
foreach, Kak ecjiu Obl OHUM HAXOAMIUCH B MaccuBe (cM. TuCTUHT 6.8).

JlnctunHr 6.8. O6x04 Bcex 06BbEKTOB C MOMOLLIO MHTepdelicoB IEnumerable
n IEnumerator

01 using UnityEngine;

02 using System.Collections;

03 using System.Collections.Generic;

04 //====—m—m oo
05 // Kmacc HacnenmyeT IEnumerator

06 // TNommepxka TpaHull OJid GE30MACHOCTY MUTEPAaLUi

07 public class WizardEnumerator : IEnumerator

08 {

09 // Texyumyt oBBEKT, Ha KOTOPHM yKa3hHBaeT MUTEPATOP

10 private Wizard CurrentObj = null;

11 [ == o
12 // TlepeonpenennTb METOX Mepexola K CIEAyleMy 3JIEeMEHTY
13 public bool MoveNext ()

14 {

15 // TONyuMTh CJenyomero BOJLeOHUKA

16 CurrentObj = (CurrentObj==null) ? Wizard.FirstCreated :
CurrentObj.NextWizard;

17

18 // BeEpHYTH CJemyonmero BOJEOHUKA

19 return (CurrentObj != null);

20 }

21 /)

22 // TlepeyCTaHOBUTbL UTEPATOp Ha [EPBOTO BOJLEOHMKA

23 public void Reset()
24 {
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25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59

61
62
63
64
65
66
67
68
69
70
71
72
73
74

//

CurrentObj = null;

// CsoitcTBo C# mjid HOCTyNa K TeKyleMy BOJIIEOHUKY
public object Current

{
get{return CurrentObj;}

HpMMep KJjlacca, onpenendanumero 0OBEKT BOJIIEOHMKA

// Hacrnenmyer IEnumerable, uTo Mo3BOJISET OOXOIUTH OOBEKTH B LMkje foreach

[s

ystem.Serializable]

public class Wizard : MonoBehaviour, IEnumerable

{

// Cchulka Ha MOCJIeDHETO CO3IAaHHOTO BOJIEDOHMKA
public static Wizard LastCreated = null;

// Cchulka Ha MepBOTO CO3ITAHHOTO BOJIEBHMKA
public static Wizard FirstCreated = null;

// Ccrulka Ha cJjienyomero BOJLEeOHMKA B CIMCKE
public Wizard NextWizard = null;

// Ccrulka Ha NpeIpOylero BoJuebHMKA B CHIMCKE
public Wizard PrevWizard = null;

// VMg maHHOTO BOJECHMKA
public string WizardName = "";

// KoHCTpPyKTOpP
void Awake ()
{
// OBHOBMTBH CCEJIKY Ha [NEPBOTO CO3NAHHOTO BOJILEOHMKA?
if (FirstCreated==null)
FirstCreated = this;

// OBHOBMTB CCHUIKY Ha [OCJIEJHEI'0 CO3LAaHHOTO BOJUEOGHMKA?
if (Wizard.LastCreated != null)

{
Wizard.LastCreated.NextWizard = this;
PrevWizard = Wizard.LastCreated;

Wizard.LastCreated = this;

// BeIBEIBAETCH nepen yHUUYTOXEHMEM 0bBEKTA
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75
76
71
78
79
80
81
82
83
84
85
86
87
88

void OnDestroy ()
{
// TlepeyCTaHOBUTH CCEUIKM, E€CJIM YHUUTOXAETCS OOBEKT B CEPeIMHE LIENOUKM
if (PrevWizard!=null)
PrevWizard.NextWizard = NextWizard;

if (NextWizard!=null)
NextWizard.PrevWizard = PrevWizard;

// Bos3BpamaeT OaHHENI KJIACC KaK MUTEPaTop
public IEnumerator GetEnumerator ()

{

return new WizardEnumerator();

Hwoke mpuBOANTCS HECKOTBKO KOMMEHTAPUEB K JIMCTUHTY 6.8:

o

Crpoxku 07 u 39: o6bsiBisiioTCsT [1BA Katacca. [lepsbiii Kiace, Wizard-
Enumerator, peanusyet untepdeiic IEnumerator, u BTOpPO#l Kiacc,
lliizard, peanmusyer mHTepdeiic IEnumerable. IK3eMIISAp KJiacca
WizardEnumerator mpocto mepebupaer KOJIEKIIUIO BOJIIEOHUKOB,
3all0MMHasE TEKYIIEro BoJebHIKa B Ipoliecce urepaiuii. s ne-
pebopa Beex BOJIIEOHUKOB B CLiEHE OH UCIIOJIb3YeT YIeHbI Kacca
Wizard, KaKk Mbl 3TO YBUJMM B CJIEAYIONIUX pas/esax.

Crpoku 13, 23 u 29: knacc WizardEnumerator peasuszyet MeETO/IbI
1 cBoiicTBa IEnumerator, B 4acTHOCTH MeTO/IbI MoveNext (BbIHOJIHH-
eT mepexo/l K CJAeAYIoNeMy BoJIeOHUKY ), Reset (TiepeycTaHaBiiu-
BaeT UTEPATOP B HAYAJIO, HA TIEPBOTO BoJieOHMKA) u Current (Bo3-
BpAIlaeT TEKYIIETO BOJIIEOHUKA).

Crpoka 39: kiacc izard mHKaNCyaupyeT CBONCTBA U METO/IBI BOJI-
meOHIKA U HACJIeIyeT [iBa Kiaacca: MonoBehaviour u IEnumerable. To
€CTh, BCE CBOUCTBA 0OOUX KJIACCOB COOPAHBI BMECTE B 9TOM MTPOU3-
BoJHOM Kiiacce. OH obecrieunBaeT MOJIEPKKY HECKOIBKUX TIepe-
MEHHBIX, TO3BOJISIIOIINX B JII0O0I MOMEHT BBITIOJIHUTH 00XOJI BCEX
BOJIIIEOHUKOB B ciieHe. Bo-11epBbix, Kiace Wizard cogeps:KuT craTu-
vyecKkue cBoWcTBa FirstCreated u LastCreated (sBJstioTCST T106AID-
HBIMU JIJII BCEX 9K3EMILIAPOB Kiacca Wizard). ITH mepeMeHHbIe
YCTaHABJIMBAIOTCST TIPU CO3[aHUN 00beKTOB (0OpartnuTe BHUMAaHUE
Ha CTPOKY 58 B hyHKuu Awake).

Crpoxu 48 u 52: kmacc Wizard TaksKe IMONIEP/KUBAET TEPEMEHHDIE
ak3emIiapa Nextliizard u Previiizard. OHu peanusyioT ABYCBS3-
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HBII CITMCOK, TO €CTh KasK/IbIi 9K3eMILISP Kaacca Wizard ykaspBaeT
Ha IPeJbLIYIINH 1 ciIeyI0INil 9K3eMILIAPDL, 4TO II03BOJIUT I10C.1e-
JIOBaTeIbHO OOXOAWTh BCeX BOJINEOHUKOB. [TepBBIN BOJIIEOHITK
OyJleT XpaHUTh B IepeMeHHOM Previlizard sHaveHue null, a moces-
HUI — TO ke 3HaueHue null B mepemennoit Nextliizard. dtu mepe-
MEHHBIC U JICJIAI0T BO3MOKHBIM TTepebop MacTepoB 6e3 co3MaHust
MacCHBa MaCTEPOB.
O Crpoka 86: meroy GetEnumerator Bo3BpalaeT 9K3eMILISIP Kjacca
Enumerator. dtoro Tpebyer mHTepdeiic IEnumerable mist ob6xoma
B 1uKJie foreach Beex BOMIEGHUKOB.
Bwmecte kmacewr Wizard m WizardEnumerator obecredmBarOT MIPOCTON
U ObICTPBI criocob 06xoxa 00beKTOB Wizard B uKIIe, 63 CO31aHus Mac-
cuBa. YToObl yOeaInuThCsT B 9TOM, PACCMOTPUM TIpUMEp B JuctuHre 6.9,
MEPEUHCIISIONIIIT BCeX BOMIEGHIUKOB B CIICHE.

Jnctunr 6.9. MNepeuncneHne Bcex BoNLLEOHNKOB B CLIEHE

void Update ()
{

// Haxwmmre npobes, uTOCH 3alyCTUTL [EePEUMCIIEHME BOJILEOHNKOB
if (Input.GetKeyDown (KeyCode. Space) )

{
// ToJyumTb NepBOTO BOJLECHMKAE
Wizard WizardCollection = Wizard.FirstCreated;

// Eciu ecTb XOTs Ob OOMH BOJIUEOHMK, HayaTb OOXOX
if (Wizard.FirstCreated !'= null)
{

// lIuKJa 1o BCEM BOJLEBOHMKAM
foreach (Wizard W in WizardCollection)
Debug.log (W.WizardName);

TaksKke ecTb BO3MOMKHOCTD IIEPEYHCIUTD BCEX BOIIEOHUKOB 6€3 UCII0JIb-
30BaHUs 1MKJIa foreach, a HapsAMyto oOpaiasch kK 00beKTy Enumerator,
KaK TToKaszaHo B aucTunre 6.10.

Jnctunr 6.10. MNepeyncneHne Bcex BoWLEOHNKOB 6€3 NCMOb30BaHMSA
umkna foreach

void Update ()
{

// Haxvmre npoGej, UTOOH 3alyCTUTL [IE€PEeUVCIIEHME BOJILEOHUKOB
if (Input.GetKeyDown (KeyCode. Space))
{
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// TonyumTb uTEepaTop (SK3eMmidap Tuia Enumerator)
IEnumerator WE = Wizard.FirstCreated.GetEnumerator();
while (WE.MoveNext ())

{
Debug.log (((Wizard)WE.Current) .WizardName) ;

}

CTPOKN W perynsipHble BblpaXkKeHns

Pabota ¢ TEKCTOBBIMU JIAHHBIMU BajKHA, U BaXKHA 110 MHOTHM IIPUYU-
HaMm. Ec/iu HYKHO BBIBECTH CyOTUTPBI, MOKA3aTh B UTPE TEKCT, a TAKIKE
peann30BaTh TOJIEPKKY HECKOJBKUX SI3BIKOB, BaM TPUETCs paboTarh
C TEKCTOM, B YaCTHOCTH € TeKCTOBbIMU pecypcamu. B Unity kK TecTOBbIM
pecypcam OTHOCSITCST JitoOble TEKCTOBbIE (hailyibl, BKIOUEHHbBIE B TPOEKT
Unity, u KaXIblil TeCTOBBIN pecypc MHTEPIPEeTUPyeTcs Kak OfHa JIJINH-
Has CTPOKA, Jlaske KOT/la peub UJIET O HECKOJIbKUX CTPOKaX (pas3zienTesieM
CTPOK CJIY;KHUT YIIpaBJistioninii cuMBost \n). Kak Tobko B Kojie T1OsIBJISI-
I0TCS TaKKe CTPOKH, TYT Ke 0OBIYHO BO3HUKAET HEOOXOAUMOCTh UX 06pa-
GOTKH pasHbiMU criocobamu. JlaBaiiTe paccMOTPUM HEKOTOPbIE TJIABHBIE
ofiepalyu co CTPOKaMU.

Null, nycTtble cTpokn u npobenbl

ITpu 06paboTKe CTPOK HE BCETa MOXKHO IIOJIOKUTHCSI HA MX KOPPEKT-
HOCTb, MHOT/IA CTPOKU HETPaBUJIbHO c(hOPMUPOBAHBI U JATbHENINas pa-
6oTa ¢ HUMHU He UMeeT CMbIcya. 110 aTol mpuYnHe 4acTo OGbIBAET HYKHO
mpoBepuTh UX mepes 06pabotkoit. OOBIYHO CHaYala TPOBEPSIETCS — HE
NepeIaHo JIM B KayecTBe CTPOKU 3HaueHue null, a 3atem (ecyv 3HaUeHNE
He null) onpenensieTcs JIMHA CTPOKH, TOTOMY UTO €CJIU ee IJInHA paBHa 0,
3HAUUT CTPOKA MyCTast U, CI€JI0BATETHHO, HETIPABUJIbHAS.

Takke 4acTo OBIBAET JKEJATEIBHO WCKJIOUUTH CTPOKH, COCTOSIINE
TOJIBKO U3 TPOGETIOB, IOTOMY YTO 0OBIUHO TAKKE CTPOKU HE COEPIKAT HU-
yero, 4To TpeboBano Ob1 06PabOTKU. MOKHO IIPOBEPATH CTPOKK Ha COOT-
BeTcTBUE (TOUHEE, HECOOTBETCTBIE) KAYKIOMY U3 9TUX YCJIOBUN B OT/IE]b-
HOCTH, omHako Kiace string B . NET mpensiaraeT BO3MOKHOCTD BBITIOJTHUTD
BeCh KOMILJIEKC TTPOBEPOK Cpa3dy — ¢ ToMoTIbio MeToza IsNullOrithiteSpace.
ITpobJiema, 0ZIHAKO B TOM, YTO JIaHHbBII MeTO 1osiBUICA TOJIbKO B NET 4.5,
1 Mono He TOJIEPKUBAET ero. ITO 03HAYAET, YTO ATOT METOJ TIPUJIETC
peasn3oBaTh BPYYHYIO, KaK 1OKa3aHo B JucTunre 6.11.
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Jinctunr 6.11. Peanvsaums KOMNIEKCHOW NPOBEPKM CTPOK

using UnityEngine;
using System.Collections;

// PacumpenHrlt Kjacc, nobBamigoumit NpoBepkKy Ha null u npoBeser
public static class StringExtensions {
public static bool IsNullOrWhitespace (this string s){
return s == null || s.Trim().Length == 0;

public class StringOps : MonoBehaviour
{
// TIPOBEPUTH CTPOKY
public bool IsValid(string MyString)
{
// TpoBepuTb Ha null ¥ npoGesbHEE CUMBOJIL
if (MyString.IsNullOrWhitespace()) return false;
// BHIOJIHWTH OPyTUE MNPOBEPKM
return true;

CpaBHeHue CTpoK

YacTo ObIBaeT HYKHO CDABHUTH [IBE CTPOKU, 0OBIYHO HA PABEHCTBO, UTO-
ObI OIIPEICTUTD, SIBJISIFOTCS JIM [IBE CTPOKU MAeHTHIHBIMU. Clesarh aTo
MOKHO € TIOMOIIIBIO OTlepaTopa ==, HampuMep Tak: stringl == string2, HO
11t GOJTBIITEN CKOPOCTHU JIydIlle WCTIOMh30BaTh MeTos theString.Equals.
ITOT METOZI MeeT HECKOJBKO BEPCUIT M BCe OHM BBITIOTHSIOTCS C Pa3HOH
CKOPOCTEI0. B 006111eM citydae mpemouTuTebiee BEIONPATh BEPCHIO C Ta-
pameTpoM, nMmeroruM Tut StringComparison. Ecam cpaBHMBaeMbie THTIBI
yKa3aHbl sIBHO, OTEPAIHsl CpaBHEHNUsT OyzeT paboTaTh OBICTpee, KAk TMo-

KasaHo B jiuctuHre 6.12:

Jinctunr 6.12. CpaBHEHME CTPOK

// CpaBHeHye CTPOK
public bool IsSame(string Strl, string Str2)
{
// Bes ydera perucrpa CUMBOJIOB
return string.Equals(Strl, Str2,
System.StringComparison.CurrentCulturelIgnoreCase);
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O Bonee noppobHyto uHdopmaumio o metome String.Compare MOXHO HalTh
B MSDN no agpecy http://msdn.microsoft.com/ru-ru/library/system.string.
compare%28v=vs.110%29.aspx.

ZIpyFOﬁ'CHOCO6 6HCTpOFO CpaBHEHUA JIBYX CTPOK Ha PAaBEHCTBO 3a-
KJIIOYaeTCA B CPAaBHEHUN XIII-KOJOB, /IJI 3TOTO CTPOKN Hp606p33y10TCH
B YHUKaJbHbBIC IICJIbIE YNCJIA, 4 3aTEM BbIIIOJIHAECTCA CpaBHEHNE 9TUX 1€~
JIBIX YMCEJI, a HEe CaMUX CTPOK, KaK ITOKa3aHO B JINCTUHIE 6.13.

JlnctuHr 6.13. CpaBHEHME CTPOK MO NX X3LLU-KO4AM

// CpaBHEHME CTPOK IO MX XBU-KOIaM
public bool StringHashCompare (string Strl, string Str2)
{
int Hashl = Animator.StringToHash (Strl);
int Hash2 = Animator.StringToHash (Str2);
return Hashl == Hash2;
}

O Ons nonyyeHnst X3LlW-KOAOB CTPOK MOXHO Takxke WCMoSb30BaTb (YHKLMIO
String.GetHashCode na 6ubnuotekn Mono. 3a Gonee noapobHol MHbOPMaLM-

eli obpawantecb no agpecy http://msdn.microsoft.com/ru-ru/library/system.

string.gethashcode%28v=vs.110%29.aspx.

OHako MHOT/IA HY?KHO BBISICHUTH HE PABEHCTBO CTPOK, a OTIPE/IESIUTD
JIeKCUKOTpa(hUIeCK il TIOPSIZIOK CTPOK, TO €CTh KAKasi U3 CTPOK OYIET pac-
rnoJjiaratbcd Bepeiin B asdaBuTHOM nopsike. Peaqn3oBaTb 9TO MOKHO
¢ nomorpio dhyHkiuu String.Compare. OmHAKO, ONATD Ke, CTapaliTech nc-
M0JIb30BATh BEPCHUIO ¢ TTapaMeTpoM Tumia StringComparison, Kak moxasaHo
Buctunre 6.14. B a0l Bepcun uncsio -1 Bo3Bpariaercs, ecau Strl pacro-
Jaraercs nepest Str2, 1 — ecau Str2 pacnosaraercst nepes Strl, u 0 — ecan
JIB€ CTPOKH PaBHDIL.

NuctuHr 6.14. OnpenenexHne nekcnkorpaduruyeckoro nopsaka cinegoBaHus
CTPOK

// Onpenesnser MNOPSHOK COPTMPOBKMA
public int StringOrder (string Strl, string Str2)
{
// Bes yueTa perucrpa CUMBOJIOB
return string.Compare (Strl, Str2,
System.StringComparison.CurrentCultureIgnoreCase) ;

}

O XoTa dyHkumsa string.Compare n Bo3spaluaet 0, coobLuas 0 paBeHCTBE CTPOK,

He UCMoJb3yNTE ee C Lienblo NPOBEPKM paBeHCTBA. [1ns 3TOro nyylle UCnoJib-
30BaTb GyHKUMIO string.Equals unm xaw-kompl, Tak kak oHu paboTatoT ropasao
6bicTpee, yem string.Compare.



7

CTpOKV 1 peryAsipHble BolpadkeHsl < 219

dopmaTtupoBaHue cTpok

[Ipu cozmanum 37eMEHTOB TIOJb30BATEIBCKOTO UHTEPdeiica, TAKUX Kak
TabJIo ¢ pesyJibTaTaMu, CIIMCOK UMEH UTPOKOB, 0TOOpasKeHNe JIEHEKHBIX
pacyeToB WJIM UHIUKATOPBI PECYPCOB, IPUXOIUTCST BBIBOJUTD HE TOJbKO
MOCTOSTHHBIN TEKCT, HO U BCTABJISITh B HETO YMCJIOBbIE 3HAYEHMUSI, HAIIPH-
Mep COeMHUB CJIOBO «Score:» CO CTPOKOH, cojep:Kamieil (hakTHIecKuit
pesyJIbraT, KOTOPbIil OYAyT MEHSTHCS CO BPEMEHEeM, B 3aBUCUMOCTU OT
neiicTBuil urpoka. Jljisi Toro MOKHO MCIOJIb30BaTh, HAIIPUMEDP, METO]
String.Format, Kak mokasaHo B iucTuHTe 6.15.

JlnctuHr 6.15. KOHCTpynpoOBaHME CTPOKN U3 TPEX HYMUCEN
// KoHCTpyMpOBaHME CTPOKM M3 TPEX UYMUCEJ]

public void BuildString(int Numl, int Num2, float Num3)
{
string Output = string.Format (
"Number 1 is: {0}, Number 2 is: {1}, Number 3 is: {2}",
Numl, Num2, Num3);
Debug.log (Output.ToString("n2"));

Uukn no cumBonam CTpoke

Mpr yxe 3HakoMbl ¢ uHTepdelicamu IEnumerable u IEnumerator. K cua-
CTBIO, 3TU UHTEPPEHUCH MOIEPKIUBAIOTCS CTPOKAMU M MOTYT MCIOJIB30-
BaThCs 171t 00X0/1a CAMBOJIOB B HUX. [IJIs1 9TOTO MOKHO HCIIOJIH30BATH CaM
unTtepdeiic TEnunerator waw ks foreach. Pacemorpum o6a criocoba, Kak
MOKa3aHo B ucTuHTax 6.16 1 6.17.

JincTtuHr 6.16. O6xon, cumBosioB B Lmkie foreach

// ObBxonm cumBosioB B umkje foreach
public void LoopLettersForEach(string Str)
{
// IIna Kaxmoro CUMBOJIA
foreach(char C in Str)
{
// BEIBECTM CUMBOJI B KOHCOJIb
Debug.log (C);
}
}

JlnctunHr 6.17. O6x04 CMMBOJIOB C MOMOLLIbIO UTepaTopa

// OBXOIm CMMBOJIOB C IOMOIBI UTEPATOPa
public void LoopLettersEnumerator (string Str)
{

// TONYyuYNUTH NEPEeuMnCINTENb
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IEnumerator StrEnum = Str.GetEnumerator();

// TlepeiTy K CrenyoueMy CUMBOJY
while (StrEnum.MoveNext () )

{
Debug.log ((char)StrEnum.Current);

}

Co3paHue cTpoK

YT06b1 KO 10JIyYrIics 6ojiee YnTaeMbIM, YMCThIM, HaJeKHBIM 1 BOOOIIE
noJiree coorserctBoBas crusuctuke NET, npumensiiite ciemyioiiee mpa-
BMJIO IIPH CO3JIAHNUHU CTPOK. V36eraiiTe MHUIMANIN3AIUN CTPOKOBbIX IIepe-
MEHHBIX TaKKM crioco6oM: string MyString = "";. BmecTo aTOro npume-
HstiiTe crtocob OOBSABIEHNUS CTPOK € OJHOBPEMEHHBIM ITPUCBAUBAHUEM MM
HayaJIbHBIX 3HAYEHUN € MOMOTIBIO (DYHKIMK String.Empty:

string MyString = string.Empty;

Mouck B cTpokax

Ecov BBI MeeTe /1e710 ¢ HECKOJTBKUMU CTPOKAMU TEKCTa, IIPOYUTAHHBIMU
u3 (aiiia, MoKeT HoTpeboBaThC HATH [ePBOe BXOXK/IEHUE CTPOKK MEHb-
IIero pasMepa B CTPOKe GOJIbIIEro pasMepa, HalpuMep, olpeieJieHHOe CJI0-
BO B cTpoke. Peanmn3oBaTh 3TO MOKHO € TOMONBIO MeToza String. indexOf.
Ecnu coBnasienue HaiiieHo, (hyHKIINsI BEPHET TTOJIOKUTEBHOE 1EI0e YnC-
JI0, YKa3bIBAIOIIee TIO3UITAI0 TIEPBOTO CUMBOJIA HAWICHHOTO CJIOBA B CTPO-
Ke, KaK CMellleHre OT Havajia CTPOKU 0 11epBOil OYKBbI ciioBa. Eciu co-
BITQ/IEHUH He HaliieHo, (DyHKInS BepHeT -1, Kak moka3aHo B jincture 6.18.

JlncTtuHr 6.18. Mowuck cnosa B CTpoke

// ViweT CJI0OBO B CTpOe ¥ BO3BPAWAET MHAEKC
// MepBOTO HAMOEHHOTO BXOXIEHNS
public int SearchString(string LargerStr, string SearchStr)
{
// Bes3 yuera perucrpa CUMBOJIOB
return LargerStr.IndexOf (SearchStr,
System.StringComparison.CurrentCultureIgnoreCase);

PerynapHble BblpaXeHuUs

MHorza MoKeT HOTPeOGOBATHCS BLITOJHUTD GOJIEE CIOKHDINA IIOMCK B 0YEHD
GOJIBIIMX CTPOKAX, HAIIPUMEP, HAliTH BCe CJI0BA B CTPOKE, HaUMHAIOII[1e-
CsI ¢ OTIpeieJIeHHOI OYKBbI, HAUMHAIOMINEC € a U 3aKaHYMBAIONIecs Ha t
U T. 1. B 91X ciryyasx HysKHO, 4TOObI PE3YJIBTAThI IIOMCKA, €CJIU TAKOBbIE
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MMETOTCSI, COXPAHSJINCh B MaccuBe. Peaqn3oBarh 3TO MOKHO € TTOMOTITBIO
PETYJISSPHBIX BBIPAKEHUI. PerysspHble BBIPAKEHUS TO3BOJISIOT OIpe-
JEeIUTh FICKOMYIO CTPOKY, MCIIOJIB3Ysl CHelNaTbHBIH CHHTAKCHUC, 3371aB
mabron moucka. Hampumep, cTpoka [dw]ay o3HawTaeT: «HAWTH BCe CJIOBa,
KOTOPBIE 3aKaHUYMBAIOTCS HAa ay ¥ HAauMHAIOTCA ¢ d uian wy. To ecTh HaliT!
BCe BXOXKJICHWS cJI0B day niau way. IIpiMeHnTh peryssipHOe BhIpaskeHHe
K GOJIBIIIEH CTPOKE MOKHO € MOMOIIBIO Kiaacca Regex. MpeiimBopk NET
TIPEIOCTABISET JOCTYT K PETYJISIPHBIM BBIPAKEHUSM C TIOMOIIBIO PO-
CTpaHCTBa NMeH ReqularExpressions, Kak aTo MoKaszaHo B aucTuHTe 6.19.

JInctunr 6.19. PerynsipHble BolpaXeHust

01 / /=== mmm e
02 using UnityEngine;

03 using System.Collections;

04 // TNOOKIOYNTE NPOCTPAHCTBO MMEH C PETYJISPHEIMM BHIPAXEHMAMA
05 using System.Text.ReqgularExpressions;

06 //======——mm— o
07 public class RGX : MonoBehaviour

08 {

09 // llaByon mnowucka

10 string search = "[dw]ay";

11

12 // Bosbliasg CTpOKa OJIS [OMUCKA

13 string txt = "hello, today is a good day to do things my way";
14

15 // DTOT METOI MUCHOJNb3YEeTCS IJS MHULMAIUBALUN

16 void Start ()

17 {

18 // BHIIOJHUTBL MOUCK ¥ BEPHYTH INEPBHII Pe3yslbTaT B M
19 Match m = Regex.Match (txt, search);

20

21 // Tloka OOHAPYXMBAKTCS BXOXIEHMUSA, MNPOLOJIXATH MOVCK
22 while (m.Success)

23 {

24 // BbBECTM OUEpEenHOV Pe3yJsbTaT B KOHCOJb

25 Debug.log (m.Value);

26

27 // TonyunThb CIylemyoumii pes3ysibTaT

28 m = m.NextMatch () ;

29 }

30 }

31 }

32 /=== e

Hwoxe mpuBOANTCS HECKOIBKO KOMMEHTApHeEB K JINCTUHTY 6.19:

O Crpoka 03: pocTpancTBO nMeH RegularExpressions obsi3aTeIbHO
JIOJIZKHO TIOJIKJTIOUATBCST BO BCEX MCXO/HBIX (hailyiaxX, UCI0Ib3yio-
MUX TMTOUCK C TTIOMOIIBIO PETYJIAPHDBIX Bpra)KeHI/IfI.
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O Croku 09 n 13: cTpoka search onpeessieT peryasipHOe BhIpakeHMeE.
Crpoka txt ompesessier GOJBIMYIO CTPOKY, B KOTOPOI HYKHO Haii-
THU CTPOKY, COOTBETCTBYIOIYIO PETYJISIPHOMY BbIpaskeHu0. CTpoka
search ompeziesisieT IONCK BCEX BXOKAEHUI CIIOB day 1 way.

O Crpoxka 19: MeTos Regex.Match BbI3bIBaeTCS /I IOUCKA PETYJISP-
HOTO BBIpAKEHMsI search B cTpoke txt. Pe3ysbrarel moncka coxpa-
HSTIOTCSI B JIOKQJIbHOI TTepeMeHHO# m. C IOMOIIBIO 9TOil TlepeMeH-
HOI MOKHO TIPOCMOTPETH BCE PE3YJIBTATHI B IIUKJIE.

O Crpoka 23: pesysbrarhl B m OyayT BKJIOUYATH TPU COBMaieHMs (He
JIBA) JUUIST CTPOKH txt: TIOACTPOKY day, SIBISIONLIYIOCS YaCThIO CJIOBA
today, a Takske oT/e/IbHbBIE CII0Ba day U way.

O Bonee noapobHyto MHOPMALMIO O PETYNIIPHBIX BBIPAXEHNSIX MOXHO HaTX No
appecy https://ru.wikipedia.org/wiki/PerynsipHble_BblpaxeHus.

NMponssonbHOE KOAMYeCTBO aprymMeHTOB

Xors Mbl He BaaBaiuch B rexuundeckue nogapoonoctu NET uau Mono,
Hallle KccjiefoBane 06erx 9TUX OMOIMOTEK KOCHYJIOCh HECKOJIbKUX
(yHKIMH, KOTOPbIe MPUHUMAIOT, Ka3aJoch Obl, GECKOHEUHYIO Iellb ap-
ryMeHTOB, Hanpumep GyHKIusa String.Format. Dyuknum String.Format
MOKHO II€PEAATh CTOJIBKO aPIyMEHTOB, CKOJIBKO IIOHAA00UTCS JIsT BKJIIO-
YeHUs B OT(HOPMATUPOBAHHYIO CTPOKY. B 3TOM pazjenie st Xouy cienathb
HeGOoJIbIIoe OTCTYILIEHNE, YTOObI II0Ka3aTh, KaK MucaTh (GOYHKIMH, KOTO-
pble TIPUHUMAIOT U 00pabaThIBAIOT HEOrPAaHUYEHHOE YMCJIO apryMEHTOB;
OHM CO3/IAI0TCST OYEHD JIeTKO. B3TJIsTHUTE Ha CIeAyIonyto (GyHKIUIO B JIU-
crunre 6.20, KoTopast mpeiHa3HavYeHa JJIs CyMMUPOBAHUSI MACCUBOB Iie-
JIBIX YKCeJl HEOTPAHWMYEHHON JIJTNHBIL:

Jlnctunnre.20
01 public int Sum(params int[] Numbers)

02 {

03 int Answer = 0;

04

05 for(int i=0; i<Numbers.Length; i++)
06 Answer += Numbers[i];

07

08 return Answer;

09 }

Huxe npuBouTest HECKOJIBKO KOMMEHTapueB K TucTuHry 6.20:

O Crpoka 01: uTo6bl (HYHKIMS MOTJIA TPUHUMATh HEOTPAHUYEH-
HOE YKCJI0 apTYMEHTOB, HY;KHO JJ0OaBUTD KJIIOYEBOE CJIOBO Params
1 00BSIBUTH apryMEHT-MaCCHB.
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O Crpoka 03: aprymeHT params MOKHO 06pabaThiBaTh KaK OOBIYHbIN
MACCUB.

$13biK NHTErpMpoBaHHbLIX 3anNpOCOB

OueBuiIHO, YTO UIPbl PABGOTAIOT ¢ OOJIBIIMM KOJIMYECTBOM [IAHHBIX, HE
TOJIBKO CO CTPOKAMMU, HO TaKKe ¢ 0ObeKTaMu, bazaMiu JJaHHbIX, TaOJIUIaAMU,
[[OKyMeHTaMI/I 1 MHOTUMUN IIpyTI/IMI/I BuJaMU 1aHHbIX, UX CJAUIIIKOM MHOTO,
4yTOObBI IIEPeYnCIUTh X Bee. OHAKO, HECMOTPS Ha OOIIMPHOCTD U PA3HO-
oOpasue JaHHbIX, BCerja ecTh 001as oTpeGHOCTh (DUIBTPOBATh JaHHbIE
U IPOCMATPUBATh OrpaHUUYeHHble HX ITOAMHOKECTBA, UMEIOIIIe OTHOLIe-
HUe K TekyllleMy MoMeHTY. Hampumep, ecin mMeeTcsl MOJIHBIN MaccuB
(MM CIIMCOK) BCeX BOJIIEOHUKOB B CIIEHE, MOKHO ObLIO Obl OIPaHUYUTD
€ro, OCTaBUB TOJbLKO BOJIIEOHUKOB, UbE 30POBbE COCTaB/sieT MeHee 50
[POIEHTOB U Ybl 00OPOHHbIE TIOKA3aTEN MEHbIIIE 5 IIYHKTOB., DTO MOKET
HOHAZIO0MThC U1 OPraHU3aLUU MacCOBOro GErcTBa BOJIIEeOHIKOB Ha 110~
UCKH 3€JIbsI, BOCCTaHABIMBAIONIET0 30POBbE, IIPEK/E YUeM OHI BO30OHOBSIT
aTaky Ha Urpoka. [laBaiiTe Temepb pacCMOTPUM PeaIM3aIIIO STOTO CLIeHa-
pus € TIOMOTIBIO TEXHOJIOTUY sI3bIKa MHTETPUPOBAHHBIX 3a1rpocoB Ling.

3aKOHYEHHbI NMPOEKT NMprMepa UCMosib30BaHNA A3biKa MHTErPUPOBaHHbIX 3arpo-
COB MOXHO HaNTV B NakeTe ¢ npuMepamMm ans kauru, B nanke Chapter06\Ling\.

Jlist Havasa Co3a/ MM yIPOIIEHHBIN TIPIMeEp KJTacca 37I0TO BOJIIeOH M-
Ka, KaK TOKa3aHo B JUCTUHTE 6.21. ITOT KIacc BKIIOYAET MepeMeHHbIe
Health u Defense, mMelolue pernaoiiee 3Ha9eHIe JIJIsT peaT3aiuy Halei
JIOTUKHU TTOBEJIEHMSL.

JNncTtuHr 6.21. Knacc 3noro BoswledbHuka

using UnityEngine;
using System.Collections;

public class Enemy : MonoBehaviour
{

public int Health = 100;

public int Mana = 20;

public int Attack = 5;

public int Defense = 10;

Terneps, MOJTYYNB KOJJIEKIIUIO BCeX 00bEKTOB BOJIICOHUKOB B CIICHE, €€
MO’KHO OT(hUJIBTPOBATH B COOTBETCTBUH C HAIIIMMU KPUTEPHUSIMU, U TTOJIY-
YUTh MEHBIINI MaCCUB, KaK II0Ka3aHO B JIUCTUHTE 6.22.
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ITOT KOJI TIepebUpaeT Bee 3JIEMEHTBI KOJUIEKITAH, TIPOIYCKAeT UX 4epes
YCJIOBHBIH OTI€paTop 1f, U, €CJII OHN YIOBIECTBOPSIOT YCJIOBUIO, T00ABJISIET
WX B Pe3yJBTUPYIONIIH MaCCUB. YCJIOBUEM B HAIIIEM CJIydae sIBJISIETCST YPO-
BEHb 3710pOBbsT MeHee 50 MIPOIEHTOB U 3allUTHBIE CIOCOOHOCTH MEHBIIE 5
TTYHKTOB.

JInctunr 6.22. dunstpaums 06LEKTOB

// Tomydyaer OTQMIILETPOBAHHEN CHOUCOK BPATOB
public void FindEnemiesOldWay ()
{

// TomyuYuThH CIOMCOK BCEX BPAaTOB
Enemy[] Enemies = Object.FindObjectsOfType<Enemy> () ;

// OTOWUIBTPOBAHHE CIMCOK
List<Enemy> FilteredData = new List<Enemy>();

// OBoiTy B LMKJIE BCEX BPATOB U NPOBEPUTH
foreach (Enemy E in Enemies)

{
if (E.Health <= 50 && E.Defense < 5)

{
// CooTBeTCTByWMI Bpal HaMIeH
FilteredData.Add (E);

// Tenepb MOXHO 00paBoTaTb OTOUIILTPOBAHHEIE HAHHHE
// Bce osneMenTH B FilteredData COOTBETCTBYOT KPUTEPUSIM
foreach (Enemy E in FilteredData)

{
// OBpaborars Bpara E
Debug.log (E.name);

ITOT KOJI BBIIEJSIET U3 OOJIbIIEro Habopa IEMEHTHI, OMUPAsCh Ha 3a-
JTAaHHBIE YCJIOBUS, U TIOMEIIAeT UX B MEHDBIITUH Ha6op. OxHako, A3bIK UH-
TETPUPOBAHHBIX 3AIPOCOB Ling Mo3BOJSET JOCTUYD TEX JK€ PE3yJTBTaTOBR
MEHBIITUM KOJIMYECTBOM CTPOK KOJIA, M 9acTo obecreunBaeT Hoiee BbICO-
KYIO TTPOU3BOAUTENHHOCTD. SI3bIK MHTETpUpOBaHHBIX 3aripocoB Ling sB-
JIAETCS CIEIUATU3UPOBAHHBIM SI3BIKOM BBICOKOTO YPOBHSI JIJIS BBITIOJTHE-
HUS 3alIPOCOB K HAOOpaM JIaHHBIX, TAKUM KaK MAacCUBbI, 00bEKTbI, Oa3bl
nauHbIX 1 1oKyMeHThl XM L. 3ampocs! Ling aBToMatndecku nepeBosaTes
HA $13BIK, COOTBETCTBYIOIIMIT MCIOIb3yeMOMY HaOOpy MaHHBIX (HAIpu-
Mep, SQL st 6a3 maHHbIX). 11ebio SBJISIETCS U3BJIEUEHIE PE3YIIBTaTOB
B OOBIYHBIN MACCHB.
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B nuctwaTe 6.23 MeMOHCTPUPYETCST aJbTEePHATUBHBIN TIOAXOM C HC-
OTb30BaHMeM Ling, pemaromnuii Ty ke 3aa4y, YT0 1 (DYHKINAS B INCTUH-
re 6.22.

JInctuHr 6.23. Gunbtpaums 06LEKTOB C MOMOLLbIO Ling
01 using UnityEngine;

02 using System.Collections;

03 using System.Collections.Generic;

04 using System.Ling;

05 //===mmm e e e
06 public void FindEnemiesLingWay ()

07 {

08 // TOJNyuMTBH CIOMCOK BCEX BparoB

09 Enemy[] Enemies = Object.FindObjectsOfType<Enemy> () ;
10

11 // BHMOJIHUTL MOUCK

12 Enemy[] FilteredData = (from EnemyChar in Enemies
13 where EnemyChar.Health <= 50 && EnemyChar.Defense < 5
14 select EnemyChar) .ToArray();

15

16 // Temepb MOXHO 00paBoTaTbh OTOUIILTPOBAHHBIE HAHHBE

17 // Bce snementh B FilteredData COOTBETCTBYOT KPUTEPUIM
18 foreach (Enemy E in FilteredData)

19 {

20 // Obpaborars Bpara E

21 Debug.log (E.name);

22 }

23}

O B

Hwuke mpuBOAMTCS HECKOIBKO KOMMEHTAapUEB K JINCTUHTY 6.23:

O Crpoku 03—04: uToObI MCHI0b30BaTh Ling, HEOOXOAUMO MOIK/IIO-
YUTh IPOCTPAHCTBO NMeH System.Collections.Ling, a 751 ncmosb-
30BaHUsT 00BEKTOB List ciieyeT MOAKIIOUUTD IIPOCTPAHCTBO UMEH
System.Collections.Generic.

O Crpoxkn 12—14: ocHOBHAs YacTh KOJIa, CBsI3aHHasI ¢ Ling, HaxoauT-
cst 371ech. OHA COCTOUT M3 TPEX OCHOBHBIX dacTell. Bo-1iepBbiX, yKa-
3BIBAETCST NCTOYHUK MCXOAHBIX JaHHBIX, B TAaHHOM CJIydyae — Mac-
CUB BparoB Enemies. Bo-BTOPBIX, OMPeNENSIOTCS KPUTEPUH TIONCKA,
amMeHHO, EnemyChar.Health <= 50 && EnemyChar.Defense < 5. 3arem,
1OCJIe OIpe/e/IeHrsl KpuTepusi, BolOupaercss 00beKT [ BKJIIO-
YeHWs] B MHOKECTBO Pe3yJIbTaTOB, B IAHHOM cJyiyuae — EnemyChar.
W, Hakomell, pe3yJbIaThl IpeoOpasyloTcss B MACCHB € MOMOILBIO
yukumm ToArray.

O Bonee noapobHyto nHdopmaumio o Ling moxHo HanTn B MSDN no agpecy http://
msdn.microsoft.com/ru-ru/library/bb397926.aspx.
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Ling n perynsipHbie Bblpa>keHus

SI3bIK MHTErPUPOBAHHBIX 3aIIPOCOB Ling, KOHEUHO, He 00513aTENBHO JI0JI-
JKeH paboTaTh B 30K, Ero MOKHO 0OBE/IMHUTD, HATIPUMED, C Pery-
JIAPHBIMM BBIPAKEHUAMU, [JII U3BJICUEHUS CTPOK, COOTBETCTBYIONTUX
3a7laHHOMY TTabJIoHy, W PeoOPa3OBaHUsA PE3yJIbTATOB B MacCuB. Takoe
coesIMHEHNE TOJIe3HO Tipu 06paboTke BailyioB ¢ JaHHBIMU, Pa3/ieIeHHbI-
mu 3araTeiMu (CSV-daitnos), — cnenmanbHo 0ThOPMaTHPOBAHHBIEC TEK-
cToBbIe (hailyibl, 3HAYEHUS B KOTOPBIX OT/AEJIECHBI IPYT OT Pyra 3argaThl-
MHU. SI3BIK MHTErpUPOBAHHBIX 3alIPOCOB Ling 1 peryJisipHble BbIPAsKeHUsT
MOKHO HCTIONB30BATh I OBICTPOTO M yA0OHOTO TIEPEHOCA KaKAOTO U3
3HAYeHUH B OT/IeJIbHBII a1eMeHT MaccuBa. Hampumep, paccMoTpuM Urpy,
rJ/ic BHOBb CO3/IaHHBIM TEPCOHAKAM JJAI0TCA YesoBedeckne nMeHa. Camu
nMeHa xpanarcs B (popmare CSV u zmensitcs Ha JBe TPYIIBL MYKCKHE
u KeHckue. [Ipu co3anmm My>KCKUX U JKECHCKUX TIEPCOHAKEN MM TOJIK-
HBI OBITH IPUCBOEHBI COOTBETCTBYIOIIIE UMEHA, TIOJyYeHHbIE U3 JTAHHBIX
B hopmare CSV, kak nokasaHo B jiuctunre 6.24.

JIcTuHr 6.24. I3BnevyeHne MMeH 13 CrimckoB

01 // TenepupyeT XeHCKME MMEHa
02 // PerymnsapHOoe BhpaxeHye - wabJOH OKUCKA
03 // W3BjeueHye BCcex MMeH, HauuHawoumyxca c ‘female:’,
HO 0Ge3 BKJOUeHMs npedurca B pes3yjbTaT
04 string search = @" (?<=\bfemale:)\w+\b";
05
06 // CSV-maHHEIE - VMMeHa [epCOHaxemn
07 string CSVData =
"male:john,male:tom,male:bob, female:betty, female:jessica,male:dirk ";

08

09 // Vi3Byneub mmeHa c mnpebmuxcoMm ‘female’.

10 string[] FemaleNames = (from Match m in Regex.Matches (CSVData,
search)

11 select m.Groups[0].Value).ToArray();
12

13 // BelBeCTM BCe HAMIEHHEE XEHCKME VMMeHa

14 foreach(string S in FemaleNames)

15 Debug.log (S);

16

17 // BuiOpaTh Cly4ajHOe XEeHCKOe MM M3 KOJJIEKLMM

18 string RandomFemaleName =
FemaleNames[Random.Range (0, FemaleNames.Length)];

Huske mpuBoanTCst HECKOJIBKO KOMMEHTAPUEB K JTMCTUHTY 6.24:
O Crpoka 04: nepemennag Search ornpeessieT peryJispHoe BbIpaske-
HUE JUIA TTOUCKa 1o mabaony. B aHHoOM ciiydae ata mepeMeHHas
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oTipejiesisieT Bee cyioBa ¢ mpedukcom female:. Omaakxo cam mpedukc
He Oy/IeT BKJIIOUEH B TIOJTyYeHHBIE CTPOKH.

O Crpoxka 07: mepemennas CSVData ompenensier ctpoky CSV ¢ Myx-
CKUMH ¥ JKEHCKUMU MMEHaMK, 0T(DOPMATHPOBAHHYIO HYKHBIM 00-
pasoM. ITa CTPOKA, IO CYTH, IPEICTABJISIET OO0 6asy TaHHBIX HJIH
HUCTOYHWK JIAHHBIX.

O Crpoxku 10—11: 31ech Ling nucmosbayeTcst B COUETaHUH C PETYJISP-
HBIM BBIPQKEHUEM JIJIsT U3BJIedeHrs 13 cTPOoKH CSV Bcex JKeHCKUX
uMeH Ge3 mpeUKCOB. 3aTeM CIHCOK MPeobpasyercss B MAacCHB
CTPOK FemaleNames.

A CTpoku u cumson @. O6paTuTe BHMaHWe Ha CTPoky 04 B nincTuHre 6.24: nepen,
CTPOKOI PEry/IIPHOro BbipaXeHust cTout cumeon (. 31oT npedukc B C# onpene-
NngeTcd cormalleHmeMm, No3BoNALWLMM 3arnncaTtb JIMTePasibHYIO CTPOKY B ICXOOHbIN

kof. Takasi CTPOKa MOXET CoaepXaTb YrpassioLme NocnefoBaTelbHOCTU (Ha-
npvmep, \), He HapyLLAIOLLME LENOCTHOCTM CTPOKM U HE Bbi3bIBAOLLME OLLNGOK.

PaboTa c TekcToBbIMM pecypcamun

Bo Bcex paccMOTpeHHBIX HaMU TIpUMepax TEeKCT XPAHWUJICS HEMOCpes-
CTBEHHO B CTPOKaAX, HO B Unity CyIiecTByeT BO3MOKHOCTH PAOOTHI C TEK-
cTOBbIMU (haiimamMu. B yacTHOCTH, TEKCT MOKHO 3arpysKaTh U3 BHENTHUX
ncToyHnKoB. Celivyac 5 OIuUIILy, Kak 9TO J1eJ1aeTCs.

TekcTOBbIe pecypcbl — cTaTU4eckas 3arpyska

Ilepsbiii crocob 3akaYaeTcss B IepeTacKUBaHUKM TEKCTOBOro (aiina
B ipoekT Unity, pu 9ToM TeKCT 6yeT MMIOPTHPOBaH B pecypc. mmop-
TUPOBAHHBIN (haiin nMeeT TuT TextAssets, Kak MOKa3aHo Ha puc. 6.3.

Bbr MoskeTe TOydnTDh OCTYT K (Daiily U ero TeKCTOBBIM JIAHHBIM U3
soboro (daiisa ciienapus, 06bABUB OOLIEAOCTYIIHYIO IIEPEMEHHYIO C TH-
ITOM laHHbIX TextAsset, Kak [TOKa3aHo B JUCTUHTE 6.25.

JlucTtuHr 6.25. locTyn K TEKCTOBOMY PECYPCY

using UnityEngine;
using System.Collections;

public class TextFileAccess : MonoBehaviour
{

// Cchulka Ha TEKCTOBHIA (aiin

public TextAsset TextData = null;

// DTOT METOX BEIIOJHAET MHULMUAIUBALNIO
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3 Project | E console
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Puc. 6.3. UmnopT TekcToBbIX dhannos B Unity
KaK pecypcoB Tuna TextAssets

void Start ()
{

// BuBecTu TexcT u3 Qania

ITOT TPUMEp TOAPA3yMEBAET, UTO BBl JIOJIKHBI TIepeTanuTh (haiia
TextAsset B caioT Text Data (TexcroBblie manHbIe) clieHapus, B MHCIIEKTO-
pe 00BEKTOB, KaK MOKa3aHo Ha puc. 6.4.

TekcToBble pecypcbl — 3arpy3ka U3 sloKasbHbIX ¢ainos

Jlpyroii MeTo ITpeTHA3HAYEH /7S 3arPY3KU BHEITHNX TEKCTOBBIX IAHHBIX,
TO ecTh U3 (hailJIoB ¢ JIOKATHHBIX JUCKOB. TeKCTOBbIE TaHHbBIE, 3arpy:Kae-
MbI€ TaKKM CIIOCOOOM, UNTAIOTCA JUHAMUYECKH, U3 CIIEHAPUS, IIPUYEM He
00s13aTeJIbHO MPH 3aITyCKe CIIEHBI, @ KOT/IA BBITOJHIETCS COOTBETCTBYIO-
HMH KO/, ITO 3HAYUT, 4TO JJIsI GOJIBIINX TEKCTOBBIX (halIOB CO CIOKHON
00paboTKON 3aMezjieHne BBIIOJHEHUS CTAHOBUTCS CePbe3HbIM (HaKTO-
pom. [loatomy TIpeAnmouTUTEIbHEE HCITOIH30BATh CTATHUECKYIO 3arPy3KY
TEKCTOBBIX PECYPCOB. Sl PEKOMEH/IYIO BBITIOIHSATH THHAMUYECKYIO 3arPy3-
Ky 1 06pabOTKY BCEX PECYPCOB TIPH 3aITyCKe CIIEHBI, UTOOBI n30eKaTh 3a-
Me/IJIEHWST UTPBI, KaK TTOKa3aHo B JTUCTUHTE 6.26.
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.= © Inspector | Cee
4 ¥ [TextFile [Jstatic
& Tag | Untagged # | Layer | Default 3|
¥ .~ Transform @ %
Position w0 Y0 Zo
Rotation X0 Y0 Z|o
_Scale 1 A Lzl
@ [ Text File Access (Script) ﬁ
Script - TextFileAccess =}
Text Data b SampleText @
Ei =

[ Add Component

Puc. 6.4. JocTyn K TEKCTOBOMY daliny 13 cueHapus

JNucTtuHr 6.26. IuHamunyeckas 3arpyska TEKCTOBbIX
using UnityEngine;

using System.Collections;

using System.IO;

pecypcoB

// OyHKUMSA 0719 3aTPy3KM TEKCTOBBIX IAHHHIX M3 BHemHero daina
public static string LoadTextFromFile (string Filename)

{
// Ecnmu dain He HalleH, BEPHYThb MNYyCTYD CTPOKY
if (!File.Exists(Filename)) return string.Empty;

// ®aiy HaMmeH, 3arpy3UTh TEKCT M3 HEero
return File.ReadAllText (Filename) ;

Oyuknus B jguctunre 6.26 3arpy’kaer Bechb TEKCTOBBIN (Al B O/IH
CTPOKOBBIII 00BEKT. BbI MOXKeTe MPeAnovyecTb IMOCTPOUHYIO 00pabOTKY
TeKCTOBOro (haitaa, 0cobeHHo eciu 910 (ail ¢ HACTPONKAMMU, T/I€ OT/IE/Ib-
Hbl€ 3HAUEHUST YKa3aHbl B OT/EIbHBIX CTPOKAX. DTOT CIOCO0 3arPy3KH Jie-

MOHCTPUPYET IIpUMep B JucTuHre 6.27.

JlncTtuHr 6.27. MNocTpoyHasa 3arpyska TEKCTOBOro pecypca

// OyHKLMSE IUIsS [NOCTPOYHOM 3arpy3KyM TEKCTOBHX [aHHHX B MacCCHUB

public static string[] LoadTextAsLines(string Fil
{
// Ecnu daln He HalilleH, BEPHYThb MyCTOM MaCCuUB
if(!File.Exists(Filename)) return null;

// TpounTaTb CTPOKM
return File.ReadAllLines (Filename) ;

ename)
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TekcToBble pecypcbl — 3arpy3ka u3 INI-¢dpainos

B uucno noazmep:kuBaeMbix (hopMaToB TEKCTOBBIX (halljIOB BXOAAT TaK-
ske INI-cpaiispr. [Ipu cozmanuu urp B Unity atoT hopmat ncnosib3yercs
HEYacTo, TaK KaK 0OBIYHO Pa3pabOTUMKU TIPUMEHSIOT I/l XPaHEeHUs Ha-
cTpoek kjacc PlayerPreferences. Tem ne menee, INI-(aiinbl obnagaior
MPEMMYIIECTBOM XPaHEHWS BCeX HACTPOEK MPUJIOKEHUS B OJTHOM MecTe
1 B 0iHOM (hopmare, HE3aBUCUMO OT TIAT(OPMBL. ITO MOKET CTATh Be-
CKOI TpUYNHON rctoJib3oBaTh INI-daiisbl. B suctunre 6.28 npuBoaurces
npumep INI-datina ¢ mapamMu Kiiod/3HadeHne.

Jnctunr 6.28. Mpumep INI-dainna

ApplicationName=MyTestApp
Date=1st Nov 2014
Author=Alan Thorn
Engine=Unity
Build=Production

WneanpHoli cTpyKTYpOI /17151 Xpanenus janubix u3 INI-daiina asisercs
CJIOBapb, KOTOPBII TaK)Ke OCHOBAH Ha Mapax KJto4,/3Hadenue. [1o atoit mpu-
qyuHe Jiyuiie Bcero 3arpyskarb INI-aiin B ciioBaps. Oxnako, nu Unity, Hu
Mono He 1peoCcTaBIIsIIOT BCTPOEHHOI MOJIEPSKKHY JIJISE 9TOTO, TO €CTh, Mbl
JOJDKHBI CAMF HAIIFCATh TAKY1O TIOIEPIKKY, KaK TOKA3aHO B JICTHHTE 6.29.

Nnctunr 6.29. 3arpyska INI-dalina B cnoBapb
using UnityEngine;

using System.Collections;

using System.Collections.Generic;

using System.IO;

using System.Text;

// OyHKUMS IJid UTeHusd NPOCTeXx INI-0aitjioB B CJIOBAph
public static Dictionary<string, string> ReadINIFile(string Filename)
{

// Ecmm Qarn He HaiimeH, BepHyTh null

if(!File.Exists(Filename)) return null;

// Co3maTb HOBHII CJIOBapb
Dictionary<string, string> INIFile = new Dictionary<string, string>();

// Co3paTb HOBBII OOBEKT YTEHMS U3 [OTOKA
using (StreamReader SR = new StreamReader (Filename))
{

// TlepeMeHHas NJig XPaHEHMUS TEeKylel CTPOKM

string Line;

// TPOmOJIXaTh UMTATH LNONYCTMMEE CTPOKM
while (!string.IsNullOrEmpty(Line = SR.ReadLine()))
{
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// YoamuTb Benmyuye ¥ KOHEUHHE NIPOOEeJEl
Line.Trim();

// pa3buTb CTPOKy Ha KUY ¥ 3HAYEHUE
string[] Parts = Line.Split(new char[] {‘="});

// DIoBaBuTb B CIOBAapb
INIFile.Add (Parts([0].Trim(), Parts([l].Trim());

}

// BepHyTb CJIOBAapb
return INIFile;

CJioBapsb, Bo3BpalllaeMbIil 9To (yHKIINEH, OyaeT UMETh Ty JKe CTPYK-
Typy, uTo 1 INI-baitn. CooTBeTCTBEHHO, 3HAUCHUS MOKHO TIOJIy4aTh CJIe-
aytonmM obpasom: Value = MyDictionary["Key"];. Takxke ecThb BOSMOXK-
HOCTB Trepebparth Bee KITIOUH 1 3HAYCHUST U3 CI0Bapst B IinkJe foreach, kak
mokazano B smctuare 6.30.

Jlnctunnr 6.30. O6x04 BCeXx Kitovel U 3Ha4YeHui B crioBape

// Cosmares cioeapb u3 INI-baiuia
Dictionary<string,string> DB = ReadINIFile (Q@"c:\myfile.ini");

// OBoTM BCEe 3ammcu B CJOBape
foreach (KeyValuePair<string, string> Entry in DB)
{
// IMKJ 1O Kaxmoil rape KJod/3HavyeHue
Debug.log ("Key: " + Entry.Key + " Value: " + Entry.Value);
}

TekcToBble pecypcbl — 3arpy3ka s CSV-¢gaiinos

Panee B 3T0i TJ1aBe MbI Bujies, Kak o6paborats CSV-dhailn ¢ MysKCKUME
U JKeHCKUMU nMenamu. /laBaiiTe Teriepb HOCMOTPUM, KaK 3arPy3UTh IaHHbIE
n3 CSV-aiina Ha 11cKe B MACCUB CTPOK, KaK MOKa3aHo B nctunre 6.31.

Jnctunr 6.31. 3arpyska CSV-darnna B Maccus CTPOK

// OyHKUMSE umTaeT comepxumoe oaitsa CSV B MAacCuB CTPOK
public static string[] LoadFromCSV(string Filename)
{

// Ecmm darn He HaiimeH, BepHyThb null

if (!File.Exists(Filename)) return null;

// TpounTaTh BECb TEKCT
string AllText = File.ReadAllText (Filename);

// BEpHYTH MAcCCUB CTPOK
return AllText.Split (new char[] {‘,’});
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TekcToBble pecypcbl — 3arpy3ka 3 UHTepHeTa

Ecuit BbI pazpabaThiBaeTe MHOIOIIOJIB30BATENbCKIE UIPHI U HYKHO MOJIY-
YUTH JIOCTYII K JJAHHBIM UTPOKA UJTH K JIAHHBIM UTPBI Yepe3 VIHTepHeT, Ha-
npuMep YTOObI CBEPUTH HAPOJIU € XILIeM 1au 06paboTarh 2JieMeHThl BeO-
CTPaHMIIbI, BAM IIPUTOAUTC Kaacc Willl, ciocoOHbII N3BJIEKAaTh TEKCTOBbIE
nannable 3 MHTEepHEeTa, Kak MOKa3aHo B TUCTHUHTE 6.32.

JnctuHr 6.32. cnonb3oBaHue knacca WWW

// Vi3BjekaeT TeKCT u3 JHTEepHeTa B CTPOKY
public IEnumerator GetTextFromURL (string URL)
{

// Co3pmaTb HOBEM 00BEKT WWW
WWW TXTSource = new WWW(URL) ;

// XmaTb 3arpy3KyY OAHHBIX
yield return TXTSource;

// ObpaboraTh MOJyUYEHHEN TEKCT
string ReturnedText = TXTSource.text;

}

O Bonee nogpobHyto nudpopmaumio o knacce WWW MOXHO HalTW B 9/1IEKTPOHHOW
pokymeHTauum Unity no appecy http://docs.unity3d.com/ScriptReference/
WWW.html.

NTorn

B aToii r1aBe paccMarpuBasics NIUPOKUN CIIEKTP TPUMeHEHN T PpertMBOP-
ka Mono Ha npaktuke. /{Jist aToro norpeboBaioch Tpu pasiea. B nepsom
MBI HCCJIEI0BAIH ODIIe CTPYKTYPbI XPAHEHUSI TaHHbBIX, UCIIOJIb3yeEMbIe
B C#, Takue Kak CIIMCOK, CJIOBapb U CTEK. 3aTeM MBI IIEPEILIN K PACCMO-
TPEHUIO OOIIUX MOAXO0B K XPAHEHUIO M MOMCKY JAHHBIX, a TaKKe 00-
paboTKe cTPOK. MbI TaKsKe TTO3HAKOMIJIUCH C TIPUMEHEHUEM PeryJIsipHBIX
BBIPAKEHUH JJI1 TOUCKA CTPOK 110 MABJOHY U € A3BIKOM WHTETPUPOBaH-
HbIX 3a11pocoB Ling /it hpusibTpaiuy He TOJIBKO CTPOK, HO M KOJIJIEKIIHI
00BEKTOB JIIOOBIX TUIIOB, JOCTYIHBIX B Mono. VI, HAKOHeIl, MbI PaccMo-
TPeJId Pas3InyHble METO/IbI UMIIOPTA TEKCTOBBIX JIAHHBIX: U3 BHYTPEHHUX
PECYPCOB IIPOEKTA, U3 JIOKATbHBIX (hailyioB, a Takke n3 Murepuera. B cie-
JIyIolIeii TJiaBe MbI MepeMecTUMCS B MUP MCKYCCTBEHHOTO MHTEJJIEKTA
U MO3HAKOMUMCS ¢ BBIGOPOM MapIIPyTOB, KOHEYHBIMU aBTOMATAMMU, 30-
HOH MPSAMOY BUUMOCTH, CUCTEMOU IPUHATUS PellleHu , orepaiusgaMu OT-
CJIE’KUBAHUS JIydell © MHOTHM JIPYTUM.



[NaBa

NcKyccTBeHHbIN
NHTeNnNeKT

ITa riaBa MMeeT KOHKPETHYIO TPAKTHYECKYI0 HAIPABICHHOCTD. 3/eCh
MbI PacCMOTPUM Pa3paboOTKy IPOEKTa OT Havyaja U 10 KOHI@A — UTPbI
¢ JJaGUPUHTOM, KOTOPbIN HACENISIOT BPpakaeOHble MePCOHAKU € UCKYC-
CTBEHHBIM MHTEJUIEKTOM. JTH MEPCOHAKU CIIOCOOHBI HAXOAUTh UTPOKa,
IpecJie/IoBaTh €ro, HalagaTh 1 yOerarh, KOrja UM MOHa00UTCs BOCCTa-
HOBUTb CBOE 3110POBbE, Haii/ist U BbINUB 3esibe. Ha puc.7.1 nokasana ciiena
JabUpUHTA.

Puc. 7.1. Cuena nabupuHTta

MpoekT Al Ana 3TOM KHUIMM MOXHO HaWTX B NakeTe NPMMEPOB AN 9TOWN rnasbl,
B narke ai.
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[Ipn peasmsanum mpoeKkTa MBI MCHOJB3YyeM IMOUTH BCE KOHIENINN
W UJIen, KOTOPBbIe PACCMOTPEJN B YMCTOM BU/JIE BBIIIE, BMECTE C MTOHSTHS-
MW MCKYCCTBEHHOTO MHTEJJIEKTA, TAKNMH KaK KOHeYHble aBTOMATbI, Ha-
BUTAI[MOHHBIEC MEIIN, 30HbI TIPSMON BUAUMOCTH U T. 1. UTOOBI TIOTyUUTH
MaKCHUMaJIbHYIO TI0JIb3Y OT YTEHWST 3TOW TJIaBbl, I PEKOMEH/YI0 CO3/IaTh
HOBBII ITYCTOM ITPOEKT U TIPONTH CO MHOIT BCe MIaru pa3paboTKH OT Havaia
JI0 KOHIIA. 3aKOHYEHHBIN MPOEKT /IJIs HTOMN TJIaBhl MOKHO B TTAKETE TIPU-
MEepPOB JIJI5T 9TOU TJIaBhl, B MaIKe ai.

NcKyCcCTBEHHbIN UHTeAAEKT B Urpax

Konteniuio MHTEIEKTa MOKHO PACCMATPUBATD C PA3HBIX TTO3UIIMI: 11CH-
XOJIOTUYECKOM, HAyIHO, (PUITOCOPCKOI, TyXOBHO, COITUOJIOTMYECKON U T.
1. MHorre u3 HUX BechbMa cyliecTBeHHbl. OIHAaKO, B BUIEOUTPaX 3TO, IIpe-
JKJle BCEro, MoBeJIeHue, 1 UMEHHO B Pa3yMHOCTH TIOBE/ICHUS TTPOSIBIISACT-
csl MHTEJTEKT. MOJKeT GBITh TI09TOMY CJIOBO <UCKYCCTBEHHBII» SIBJSCTCSE
yacTpio HazBauus. Ves Bujeonrp 3akiovaeTcs, Ipexkiae BCero, B MOJy-
YEeHUU YIOBOJBCTBUSL M TproOpereHru ombita. To ecTh, mpasaononos-
HOCTb JIJIs TIOOUTEIEH KOMITBIOTEPHBIX UTP O3HAYAET COOTBETCTBUE COObI-
THH, IPOUCXOMAIINX B UTPE, UX PeallbHOMY OIbITY. Besxuit pas, koraa He
YIIPaBJIsIeMble UTPOKOM TIEPCOHAXKM, TAKHE KAK 3JIbIE BOJIIEOHUKH, IETAI0T
YTO-TO «TJIYTHOe»> (HE3yCIHEIIHO MBITAIOTCS TPOUTH CKBO3b TBEPABIE CTEHBI
niu GecIeTbHO XOMAT B33/l U BIIEPE/l, BIIAB B CTYIIOP), UTPOKHU YYBCTBYIOT,
YTO Y4TO-TO UJIeT He Tak. OHU BUAT HEPAa3yMHOCTD TIEPCOHAKA, Hea/leKBaT-
HOCTD €r0 TIOBeJIEHNsI KOHKPETHOM CUTYaIlii, KOTOPAst U HE MOKET ObITh
o0bsICHEHA TIPOMCXOAANINM B urpe. «HeasexBartHoe» Wi «riayroe» 1o-
BejleHUe TIepCOHAKa 3aCTABJISIET UTPOKA TIPU3HATD, YTO OH BUIUT <IJIIOK»
WTPBI, @ 3TO BBIBOAUT €r0 U3 UTPOBOTO Mupa. IloaTomy riiaBHagd 11espb nc-
KYCCTBEHHOTO MHTEJIJIEKTA B UTPE 3AKIIOUAETCsI B 0OecedeHIn Crocob-
HOCTH TIEPCOHAXKEH aJIeKBaTHO pearupoBaTh Ha cUTyaluu. B urpax, rae
MPUMEHSETCS MCKYCCTBEHHDIN MHTEJJICKT BPAroB UM TPOTUBHUKOB, He-
06X0IMMa HACTPOIKA €TO CJIOKHOCTH, UCKYCCTBEHHBINH HWHTEIICKT I0JIKEH
OBITH HE CJUITKOM TIPOCTHIM U HE CJAUIIKOM CJI0sKHBIM. C 3TON TOUKHM 3pe-
HUS, CO3/IaHe UCKYCCTBEHHOTO MHTEJJIEKTA COCTOUT HE B TIOCTPOEHUU Ma-
TeMaTUYEeCKON MOJICJIN YeJIOBEYECKOTO pa3yMa U CO3HAHMS, & TOJILKO B CO3-
JAHUM TTOBE/ICHUSI, COOTBETCTBYIONIETO HAIIUM OKUanugaM. Peub nolizer
0 CO3/IAHUH TIOBE/ICHUS TIEPCOHAKA, TIOKA3aHHOTO HA PUC. 7.2, 0XKUAaeMOT0
urpokamu. CiiejoBaTesibHO, 3T0 GyIeT NCKYCCTBEHHBIN WHTEJIEKT B BUJIE
BHeItHel Gopmbl 6e3 BHYTPEHHETO COEPKAHUS, HO 3T0 humocodcroe Ha-
Gumiofietue, U Mbl He GyJIEM €ro B Ia/ibHEHIIeM KacaThCsl.
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Prefabs

0

Puc. 7.2. Bpaxecknii NnepcoHax C MICKYCCTBEHHbLIM MHTENNEKTOM,
KOTOPbIN CO34aH C NOMOLLLbIO KOHCTPYKTOpa mewen Unity

B a70ii TJ1aBe MbI CO3MAAUM UTPY, T1€ UIPOK HAXOAUTCI BHYTPH Jabu-
pHHTA. 3[eCh UIPOK CMOKET aTaKoBaTh BParoB, a Bparu OyAyT HamajaaTbh
Ha Urpoka. MeIr Bpara onupaercst MepcoHak aHMMUPOBAHHOTO HHKeHe-
pa, Bxozsuero B coctas Unity, ciiocoOHbI X0AUTh, OeraTh U IIPHITaTh.
WHxeHep OyIeT CCIef0BaTh OKPY/KAIOLIYIO CPE/LY, IIbITasACh HATH UIPO-
Ka, U [IPU ero 0OHAPYKEeHUU HaCTUIaTh 1 Halla[aTh Ha Hero. VIHKeHep cam
MOKeT ObITh aTaKOBaH M, IIOJIyYUB HOBPexIeHus1, Oyaer cracarbes Oer-
CTBOM M MCKaTh JieueOHOe 3eJibe I HOIPaBKU CBOETo 310poBbs. MTaK,
naBaiite HauHeM!

Ha4vano npoekTa

[ navana co3zaauM HoBblid Iycroil npoekT Unity ¢ noBoil cueHoil.
B sTom mipumepe s UMITIOPTUPOBAJ HECKOJIBKO TTakeToB pecypcoB Unity,
BbIOpaB B MeHIo yHKT Asset = Import Package (Pecypcor = Vmiiop-
tuposaTh naker). Bor atu nakersr: Character Controller (KorrpoJuiep
nepconaxa), Skyboxes (He60) u Particles (QacTuiibr), Kak moKasaHo Ha
puc. 7.3. ITaker Character Controller (KonTposiep nepcotasa) cozuep-
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File Edit | Assets | GameObject Compeonent Window Help

Create 3

Show in Explorer

= Hierarcl Animatar
Greate ~ | | Open
> First Pers Delete
¥ root

% | o) | Effects *

Import Mew Asset...
maze
maze

» Enemy Character Controller

b Enemy Find References In Scene Glass Refraction (Pro Only)

= Bz Select Dependencies

» Enemy Image Effects (Pro Only)

Direction Refresh Ctrl+R Light Cookies
> WayPoin:
> Teleports
> Teleportt
> HealthRe

Import Package 3
Export Package...

Custom Package...

Reimport Light Flares

Reimport All _Partic\es [}‘r
Physic Materials

Sync MonoDevelop Project Projectors

Scripts
Skyboxes
Standard Assets (Mobile)
Terrain Assets

Teszellation Shaders (DX11)
Toon Shading
Tree Creator
Water (Basic)
Water (Pro Only)

Puc. 7.3. IMnopT pecypcoB B NPOeKT

JKUT MeIll MH)KEeHEePa U ero aHUMalliy, a TakyKe 3apaHee MO/IrOTOBJICHHBIN
koHTposiep urpoka. ITaker Skyboxes (He60) comepsKuT mpuBIeKaTe b=
Hble BUjbl Heba, a naker Particles (Yactuiibr) Gyer UCTONb30BaH JJIsT
CO3/IaHUS YCTPOMCTBA TEJETIOPTAIIH.

Kpowme Tor0, 100aBbTE B CIIEHY KOHTPOJIIIEP UTPOKA U Ml JAOUPUHTA
(MOXHO HalITH B MaKkeTe ¢ MPUMepPaMu 75T 9TOW KHUTH, B Tarke assets
JUIS 9TOM TJIaBbl), U CO3/IaliTe HEKOTOPOE OCBEIIEeHUE, YTOObI U3HAYAIBHO
BCe BBITJISIIENIO KpacuBo. Melil OB CO3[[aH B MPOrpaMMe TPEXMEPHOTO
MoOJIeJTUpoBaHust, B gaHHoM caydae Blender (http://www.blender.org/).
Hw onuu m3 3TUX pecypcoB He MMeET MPSMOTO OTHOIIEHWS K UCKYyC-
CTBEHHOMY HHTEJIEKTY, HO OHU CO3/AI0T Tpe3eHTabebHOe OKPY KEHHE,
COOTBETCTBYIOIEE CIIEHAPUIO Haliell Wrphl. /leTaqbHoe omnmucaHue Ha-
CTpOIl/)IKI/I OCBEHICHWA BBIXOAUT 3a PaMKN ITOU KHUTHU, HO H606XO,III/IMbIe
(YHKIMKM CTAaHOBATCS JOCTYIHBI pU BbIGOpe TyHKTa MeHio Window
= Lightmapping (OxHo = OcBelieHue), KaKk MOKa3aHO Ha puc. 7.4.
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Bosiee oapo6Hy0 HHGOPMAIIHIO 0 HACTPOWKE OCBEIIEHMST MOKHO Hali-
TH B 2JIeKTPOHHOU sokyMmeHTarun Unity 1o azgpecy http://docs.unity3d.
com/Manual/Lightmapping.html.

Puc. 7.4. CospaHune HavyanbHOW CLUEHbI

BHeapeHVe HaBUraUMOHHOMO Mela

Bpaskeckue mepcoHaku IOKHBI YMETh Pa3yMHO IT€PEMEIAThCS 0 YPOB-
HIO, HAXO/IUTH U MIPECJIeZIOBATH UTPOKA, & TAKKE MCKATD CPEICTBA I/ BOC-
CTAHOBJICHUS CBOETO 37I0POBbs. VICKyCCTBEHHOMY MHTEJITIEKTY HElOCTa-
TOYHO CIIOCOOHOCTHU TEPEMEIaThes Mo TPAMON MEKILY JTIOOBIMU JIBYMS
TOYKAMHM, TaK KaK €My MOTYT MOMENIATh TPENATCTBUS, TaKue KaK CTCHBI
U Ipyrue nepcoHaxku. VICKycCTBEHHBIN MHTEIIIEKT T0JKEH U3MEHSTD Ha-
[paBJIeHUE CBOETO JIBIKEHUSI TIPH BCTPEUe ¢ IpyruMu o0bekTamu. IToOb!
TOOUTHCST TaKOH pasyMHOCTH, OyeT MCHOJb30BATHCS HABUTAI[MOHHDIN
Merit. OH mipesicTaBisier cob0ii pecype HEBUAMMOTO Meliia, KoTopbiii Unity
aBTOMATUYECKHU CTeHEPUPYET, ONUPASACH HA JJOCTYITHOCTD JIJIST TPOXO07IA TO-
PHUBOHTAIBHBIX TIOBEPXHOCTEN B YPOBHE, TO €CTh TIOBEPXHOCTEN, KOTOPBIE
uneaTudunupyores kak mos. CaMa HaBUTAIIMOHHAS CETKA HE COMEPKUT
HUCKYCCTBEHHOTO MHTesUIeKTa. HaBUTAIMOHHBIN Melll aBJseTCs, cKopee,
MaTeMaTUYecKOl MOJIETbI0 CO BCEMHM HEOOXOAWMBIMU JAaHHBIMHU, T10-
3BOJIIONIUME 0OBEKTAM € UCKYCCTBEHHBIM MHTEJJIEKTOM YCIEIIHO pac-
CYMTBIBATH MAPIIPYT U TIPOITH BeCh MYTh, 0OXO/S TPENATCTBIS, KOT/A
310 Tpebyercs. JIJist co3anust HABUTAIIMOHHOTO Mella YPOBHS BIGEpUTE
nyukt Window = Navigation (Oxuo = Hauraiusi) B MEHIO TIPUJIOKE-
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Hust. B pesysbrare nosiButcst Bkiaajgka Navigation Mesh (Hasuraruon-
HBII MeIIr), KOTOpast MOKET OBITh MIPUCTHIKOBAHA K MHCIIEKTOPY 0OBEKTOB.
Onuncanune MPUHUMMOB BHEOQPEHNSA HABUTALMOHHOIO MeLla MOXHO HaWnTV B 9NeK-

TPOHHOM pokymeHTaumm Unity no appecy http://docs.unity3d.com/Manual/
Navmeshes.html.

[Ipu BHesipeHN HABUTAITMOHHOTO MeIla MOKHO BOCTIOJIB30BAThHCS He-
KOTOPBIMH HAaCTPOIKaMK, H300paskeHHBIMU Ha PUC. 7.5.

Layers - H Layout & ]
© Inspector 2 Lightmapping | 53 Navigation .;

General
Radius 0.2

Height

Max Slope —— —| 15
Step Height 0.4

Generated Off Mesh Links
Crop Height o
Jump Distance 0

- Advanced

Puc. 7.5. NMoarotoeka HaBMrauMoHHOro MeLla K BHeAPEHUIO

Bo-miepBbIx, moutn Beerjga TpebyeTcss UBMEHUTh 3HAYCHUE TTapaMeTpa
Radius (Paguyc). ITOT mapaMerp oIpeaesseT paanyc BooOpaskaeMoil
OKPY’KHOCTH BOKPYT HOT TIepCOHAXKeN, aTa OKPYKHOCTD 3a/1aeT MX Taba-
puthl Ipu xob0e. Eciu paguyc COMIIKOM OOJBINON, HaBUTAI[OHHbIN
MeII 0TOOPAKAETCS HEMPABUIBHO UITH Pa3PBIBAETCS, & €CIN OH CITUTITKOM
MaJI, TeHepaIis Melia 3aiftMeT MHOTO BPeMeHH, a KpOMe TOTO, TePCOHAKH
CTaHyT TTPOCAYNBATHCST CKBO3b CTEHBI. JKCIIEPUMEHTAIBHBIH TTOXO, OC-
HOBaHHBII Ha TPodax, oNMOKaX 1 KOPPEKTUPOBKAX, TIO3BOJIUT HOJTYUUTh
3HaYeHNe, ONTUMAJIbHOE JIJIST Balllero mpoekTa. /L1 aToro mpuMepa ydiie
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Bcero nozioiiziet 3aadenne 0,2. Ecam pagnyc cIUNIKOM BeJWK, HAaBUTAIIN-
OHHbHL/,I MeIn 6szeT HOpBaH B ySKI/IX MecTax, 4To Hexopomo, HOTOMy qToO
MEPCOHAKK HE CMOTYT TPOXOAUTH Yepe3 3aysKeHHbIE MTPOXO/bI, KaK T10-
KazaHo Ha puc. 7.6.

“

Puc. 7.6. Pa3pbiB HABMraLuMOHHOIO MeLla
B Y3KNX MeCTax

Bo-BTOpBIX, HABUTAIIMOHHBIN Mell (TeHepupyeTcsl OJUH Pa3) MOKeT
OKa3aThCsI PACIIOJIOKEH BbIIIE Mella 1moJjia. Eciim aTo mponsoiineT, Bbl MO-
JKeTe YMEHbIUTD 3Havenue 1 B mapamerpe Height Inaccuracy % (He-
TOYHOCTH TI0 BhicoTe %) u3 rpymmsl Advanced (/[omoMHUTETBHBIE), KAK
MOKa3aHO Ha pUC. 7.7. DTO MPEAOTBPATUT MTAPEHUE TIEPCOHAKEN B BO3/Y-
xe. [TomHUTE, UTO TIOCTIE KOPPEKTUPOBKU HACTPOEK HY;KHO TOBTOPHO BHE-
JIPUTH HABUTAIIMOHHBIN Melll, YTOObI IPUMEHUTh U3MEHEHUSI.

Ha pucyHkax MOKHO 3aMETUTD, YTO CIIEHA COAEPKUT JIBA OTHEJbHBIX
JabupunTa (JIEBBII U TIPaBblii), He COeANHEHHBIX MEKILY c000iT IPoxo1a-
Mu. B 3TOM TIpuMepe MepcoHaki UMEIT BO3MOKHOCTh CBOOOIHO Iepe-
MEIAThCS MEXK/LY JTAOUPUHTAME C TIOMOIIBIO TEJIETIOPTAIUH.

Jlnst peasuzaiyl coeTMHEHUST MEK/TY Pas3/leIeHHBIMI HABUTAI[UOHHbI-
MU MelllaMU, TI03BOJISIONIETO NCKYCCTBEHHOMY WHTEJJIEKTY MPOKJIA/IbI-
BaTh MapIIPYThl, MbI MOTJIM ObI UCITOJB30BATh CCHLIKUA MEKIY MEITaMHu.
Jlo6aBrM HOBBIN MeIll, KOTOPbIA J0JKEH HMOCHYKUTh TLIOMAAKON Wu
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.= © Inspector Q Lightmapping | 5 Navigation =
Ghjec 2ake
Y General
ave Radius [0.2 |
Height 4
Max Slope —— .5
\ Step Height 0.4
Generated Off Mesh Links
Drop Height [i}
\ Jumnp Distance 0
¥ Advanced
Min Region Area Z
Width Inaccuracy % =i r——————————————— 16.666E
Height Inaccuracy % O—[:i_\ 1
Height Mesh O
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Puc. 7.7. YmenblieHne Height Inaccuracy %
(HeTo4HOCTb MO BbICOTE %) NOMOraeT NpuénN3nTb
CreHepupoOBaHHbI HABUTALMOHHbIV MeLl K Noay

maropMoit st tenenopraiun. st aTOro mpuMepa s UCIOJIb30BaJ
CTaHIAPTHBIN MapajleIeNuIe]l ¢ CUCTEMON YaCTHIL /IS CO3/IaHMsT HYXK-
HOTO 2(hheKTa, HO ITO HE CYNECTBEHHO. 3aTeM MPUCOEAMHUTE KOMITOHEHT
CCBLIKU MESKy MeIaMu K 00bEKTY Mellla, Kak TIoKa3aHo Ha puc. 7.8.

[ToBTOpPHUTE TIpOIIEAYPY /IS CO3AAHUS BTOPOU TIJIOMIAIKKA TeJIenopTa-
un. Ceskure nosie Start (Hauasio) tpancdopMaimum Kaxaoro oobexra
€ KOMIIOHEHTOM CCBIJIKU MesKy MemaMu. IIpu aToM BhIOpaHHast TLIOTIA/-
Ka TeJeropTaluy CTaHeT CTapTOBOH Toukoil. 3aTeMm caskute nose End
(Kownerr) tpancdopmannm Kaxa0ro o00beKTa ¢ MECTOM HazHaueHus. B pe-
3yJbraTe OyAeT yCTAHOBJICHA CBSI3h MEKY ABYMSI ILIOTIAKAMU TEJIETIO-
pramu. Eciim manesrh HaBUTAIK OTKPBITA B pegakTope Unity 1 akTHBHA,
MOCJIEe YCTAHOBKY COCMHEHMS B OKHE 0030pa CIIEHBI T0JIKHA TIOSIBUTHCST
CTPeJTKa COeTMHEH NS, KaK TTOKa3zaHo Ha puc. 7.9. CChlIKM MEXKITy MeTaMu
MOKHO TaKKe CO3/[aBaTh aBTOMaTUYECKH. 3a JOMOJHUTENbHON nHGOp-
Mareil obparaiTech 1o azapecy https://www.youtube.com/watch?v=w3-
sSozYph4.

3aroToBKy NpoekTa Afis 9TOM raBbl, FOTOBYIO K peann3aummn NCKyCCTBEHHOIO
VIHTENNEeKTa, MOXHO HalTW B NakeTe NPMMEepPOB A5 9TOM KHWUMM, B nanke Start.



BHeApeH/e HaB MaUOHHOo Mela < 241

Puc. 7.8. Co3paHne nnowanku tenenoprauumn
C MOMOLLbIO CChINIKM MeXAy MeLLamMm

ne

G (e K]
et

Puc. 7.9. OnpeneneHne cBs3ei C MOMOLLbIO CCbIJTOK MeXAay MeLLamMm
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Co3aaHMe areHTa UCKYCCTBEHHOMO WUHTeAAeKTa

Tenepb co3aiM areHTa UCKYCCTBEHHOTO MHTEJJIEKTA, KOTOPbI Oy1eT
pearupoBath Ha JIEfCTBUST MTPOKA. BO-TEPBBIX, areHT JOJUKEH MMETh
MeIll Jisi 0TOOpaskeHust ero B ciieHe. J[Jist 9TOro sl MCHOJIb30BAJ Ml
Constructor, KoTopbIil siBjstercst yacthio makera Character Controllers
B Unity, umnopruposantioro panee. [leperamure ero us manesnu Project
(IIpoexT) B ClleHy M yAaJuTe KOMIOHEHT aHUMATopa Kak MOKa3aHo Ha
puc. 7.10. Aunmarus 6yzer BaskHa, HO TpeOyeMblil Ham aHuMatop Oyaer

CO31aH ITO3Ke.

Puc. 7.10. JobaeneHune mewua Constructor
0151 CO34aHNs BPAXXECKOro nepcoHaxa

O HanomHIO, 4TO Mbl HE BOCMOJIb30Ba/IMCb FOTOBLIM KOHTPOJIIEPOM TPETLErO
nnua, a ucnonb3oBanu nuib meww Constructor.

3arem goGaBbTe KOMIOHEHT NavMeshAgent Kk 0OBEKTY, BBIGPAB B MEHIO
nyukT Component = Navigation = Nav Mesh Agent (Komnonenr =
Hapuranus = AreHT HaBUTALMOHHOIO MeEIIA). JTO HO3BOJIUT OOBEKTY
UCII0JIH30BATh HABUTAIIMOHHBIN MeIll ¥ IIPOKJIAJIbIBATh MAPIIPYThL. YcTa-
nosure 3Hadenus noJeii Radius (Paauyc) n Height (Boicora) komiio-
HEHTA B COOTBETCTBUU C PA3MEPAMU MeIa. YCTAHOBUTE 3HAYEHUE I10JIsI
Stopping Distance (PaccTostHite 0cTaHOBKI) PaBHBIM 2, OHO OIpeeisi-
er, Kak 6JIM3KO K MeCTy Ha3HaueHWs MOKHO MOAONTH, KaK MOKa3aHO Ha
puc. 7.11. Koneuno, 11 Bammx coOCTBEHHBIX [IPOEKTOB 3HAYEHHE [10JIS
Stopping Distance (Paccrosiue 0oCTaHOBKK ), BEPOITHO, OyIeT APYIHM.
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YEENEV Mesh Agent ﬁ %,
Radius 0.32
Speed 3.5
Acceleration g
Angular Speed 120
Stopping Distance 2 Ih
Auto Traverse OFf MM
Auto Braking &)
Auto Repath "}
Height Fd
Base Offset 0.92
Obstacle Avoidance | High Quality 4 |
Avoidance Priority 50
NavMesh Walkable | Everything 4 |

Puc. 7.11. Hactpoika komnoHeHTa NavMeshAgent
015 NPOKAaAK1 MapLIpyTOB

Tenepb no6aBuM KommoneHT Rigidbody u Brmounm duaxok Is Kine-
matic (Kunemaruuecknii), Kak mokasato Ha puc. 7.12. 910 nozBoJmt 00b-
€KTy CTaThb TPUTTEPOM M YACTBIO (DU3NIECKON CUCTEMBI, BBI3bIBAS U MPU-
HuMas pusndeckue codbiTust. OHAKO, ¢ YCTAHOBIECHHBIM (aaskkoM Is
Kinematic (Kunematuueckuii), cpena Unity e nepeoripe/iesisieT TpaHc-
dhopmaruio o6bekta (MMO3UIKsL, HATpaBJaeHe U MaciiTad). TO MO3BOJIUT
UCI0JIb30BaTh NavMeshAgent MCKIIIOYUTENIBHO I YIIPABICHUA BUKCHU-
€M TIepCoHasKa.

¥ A Rigidbody @ %
Mass 1
Crag ]
Angular Drag 0.05
Use Gravity %)
Is Kinematic %)

Interpolate | Mo =1

| Discrets 2 |

Collision Detection

¥ Constraints

Puc. 7.12. HacTtpoiika komnoHeHTa Rigidbody
ONs B3anMOOENCTBUA C PU3NYECKON CUCTEMON

Temepnb m06aBBTE K 00HEKTY KOMITOHEHT BoxCollider u BroumTe (ha-
koK Is Trigger (Tpurrep), uro6bI peoOpPa3oBaTh €T0 B TPUTTEP U 3aTIPe-
THUTB APYTUM 0GBEKTAM TPOXOUTH CKBO3b HETO. ITO GYIET HCITOTH30BATh-
s MICKYCCTBEHHBIM MHTEJIEKTOM IS pacueta obmacTi 0630pa arenra.
VcKycCTBEHHBII MHTEIEKT OY/IET TPOCMATPUBATH 3TY 0OJIACTH 1 TOJBKO
0OBEKTHI, MOMAIANOIIUE B 9Ty 00IaCTh, OYIYT YUUTHIBATHCS MPU BBIOOPE
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cooTBeTcTBYMOIIEH peaknnu. UToObl UBMEHUTH pasmep obsactu 0630pa
arenTa, 3ajaiite 3nauenus nosieir X, Y, u Z, Kak rokasaHo Ha puc. 7.13.

Hane (Physic Haterial]

258

Puc. 7.13. icnonb3oBaHue KoMnoHeHTa BoxCollider
0151 HAacTpokM obnacTn o63opa areHTa

Haxonen, cosmaiite Hobiii aitn cienapusa AL Enemy.cs na C# jis
peasm3aliii UCKYCCTBEHHOTO WHTEJJIEKTa Bpara. DTOT CIeHapwil Oyzaer
cozepskaTh BECh KOJ MCKYCCTBEHHOTO WHTEJJIEKTA, U OH OyET HamucaH
B a10i1 TotaBe. [Tocse cosmanust (aiisia OAKIIOUNTE ero K 00bEKTY Bpara
B ciieHe. Terepb MOJKHO MEPEXOUTH K TIPOTPAMMHUPOBAHUIO ¥ TIOCTPOEHUIO
rpaoB UCKyCCTBEHHOTO NHTe/eKTa!l HaureM ¢ co3manust KOHEYHOTO aB-
TOMAaTa 1 TIOJITOTOBKU COCTOSTHUI, KOTOPBIE OIPEJIEISTIOT IOBEIEHIE Bpara.

KoHe4Hble asTOMaTbl B Mecanim

C 9TOro MOMEHTa MBI COCPELOTOYMMCS Ha Pa3pabOTKe UCKYCCTBEHHOIO
HHTEJLIEKTa BPask1e0HOTo IepcoHaKa Ha ssbike C#, 1 BU3yaIbHOM IIPO-
rpamMupoBanun rpacda Mecanim. Mecanim — 2To cucTeMa aHUMAIMK
B Unity (http://docs.unity3d.com/Manual/MecanimAnimationSystem.html).
B ciepyomumx pasgenax Mbl CO3JaJNM TIOJHBIM KJacc, MpocMaTprBast
n obCcyxKaast OT[ebHbIe YIACTKH KOJA, M UCXOAHBIN KO MOJIHOTO KJacca
Oyzner narmcan Hamu BMecte. Ero MoskHo Haiitu B (haiine AL Eneny.cs 3a-
KOHUYEHHOTO TIPOEKTA.

Jl1s Havasa paBaiiTe pacCMOTPUM KOHIIEIIMIO KOHEYHOIO aBTOMATa.
Ecin 3ajymarbest 0 OBeIEHUN BPakKeCKHUX MEePCOHaKel, MOKHO BbIJe-
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JIUTh HECKOJIBKO MoJIeJieii moBeieHust. [Ipu 3amycke ciieHbl Bparu 0e3-
NEHCTBYIOT, a 3aTeM TEPEXO/ISAT K maTpyaupoBannio. Bo BpeMs marpyiu-
POBaHMSI OHU MOTYT HaTKHYThCS Ha UTPOKA. B 3TOM ciiydae OHU HAaYHYT
npec/ie/loBaHue UTPOKa, OKa UTPOK He OKaKeTCsl B 00J1acTy HAlaIeHIS.
Korma urpok Oyzer ZOCTYIIEH JIJist aTaKK, OHU Hala aoT Ha urpoka. Mc-
KJIOYCHWEM U3 ATUX MPABUJ SABJSETCS CUTyallus, KOT/la Bpary HaHeceH
cepbesHbI yiiepb u oH 6sin30K K cMepTi. OKa3aBIIMCh B KPUTUIECKOM
COCTOSTHUHM, Bpar, BMECTO TOTO YTOOBI JEHCTBOBATh arpecCUBHO, GyeTr
crracathCst GETCTBOM U UCKATh 3€JIb€ JIJIST BOCCTAHOBJICHUS 3/I0POBbsI, TOKa
YPOBEHD 3/I0POBbSI HE BEPHETCSI B HOPMY.

TTosryurB HaGOP BO3MOKHBIX TAGJOHOB MOBEACHHSI IPOTHUBHUKA, MBI MO-
JKEM OTIPEIC/TUTD PSIIT IUCKPETHBIX KITIOYEBBIX COCTOSTHUN. DTO OKUJIAHNUE,
HaTpyJIMPOBaHue, MOTOHS, HallaJleHue U OercTBo. B Kax/pIii MOMEHT Bpe-
MEHU Bpar MOKET HAXOJUTHCS B OZTHOM U TOJBKO B OJTHOM U3 HTUX COCTOSI-
HII, ¥ KaKJI0e COCTOSTHUE OITpe/Ie/IsieT, Kak Bpar Oyzet cebs Bectu. st pe-
AJTM3AINH 9TOU JIOTUKU MOKHO MCITOJIb30BATh rpad KOHEYHOTO aBTOMATA.
OH oTHOCHTCS HE K KOHKPETHOMY KJIACCy WJIH THITYy 00beKTa (HAIpumep,
MonoBehaviour uim ScriptableObject), a gBistercs mabJIOHOM IIPOEKTHPOBA-
HIISI FUTH CIIOCOOOM MTpOrpaMMupoBaHiist. KOHEUHBI orpe/ie/isieT KOHETHOEe
MHOZKECTBO COCTOSTHWH (0XKUIaHue, TTaTPyIMPOBAHNE, TOTOHS U T. [I., KaK
yoKe YIIOMUHAJIOCH BBITIE) U JIOTUKY CBSI3eH MEKIY COCTOSHUSIMH — KOT/Ia
1 KaK OJIHO COCTOSTHIE TIEPEXOAUT B Ipyroe. Bpar B Harteit cutyarum Oyet
3aBUCETH HA CAMOM JIeJie OT JIBYX MEXaHU3MOB YITPABJICHUS: TIPOTPAMMHOTO
kozia Ha C# v rpacda annmaruii Mecanim. [Tocsietauit KOHTPOMPYET TOJIb-
KO aHUMAITMOHHBIE A(D(HEKTDI, KOTOPHIE BOCIIPOU3BOAATCS MEIIAMU BPAaroB
B Kaxk/ioM cocTostanu. [Toctponm cravasa rpacd Mecanim.

[[lesxkanTe TpaBoii KHOMKOW Mbru Ha maHenun Project (ITpoekr)
u cosmaiire HOBbII pecypc Animator Controller (KouTposuiep anumaro-
pa). OTkpoiite pecypc B okHe Animator (AHUMATOp), IOCTYITHOM B BUJIE
nyakra Window = Animator (OkHO = AHUMATOP) B MEHIO MPIJIOKE-
HU, KaK TIOKa3aHo Ha puc. 7.14.

Ipad anmmaruu Mecanim onpeziesisieT Bce BO3MOXKHBIE COCTOSTHUS
aHUMAIUU JIJIT Mellla, U OHU JIOJZKHBI COOTBETCTBOBATH COCTOSTHUSIM,
TIEePEYNCIEHHBIM BBIITE, & UMEHHO OKU/IaHUE, TTaTPYJINPOBAHNE, TIOTOHS,
HanajieHre u 6erctBo. JIJIst HACTPONKN aHUMAI[UK STUX COCTOSIHWIA BbI-
6epute pecype Metna Constructor (MuxeHep) B naneiu Project (TTpo-
€KT) U cJieJlaliTe Bce aHMMAIMK TOBTOPSIOMIUMHUCS, YCTAHOBUB (DITasKKU
Loop Time (IloBropsaTts anumanuio) u Loop Pose (I1oBTOpSTH 1103BI)
B MHCIIEKTOPE 0OBEKTOB, KaK TOKa3aHO Ha puc. 7.15. DTo mpeaoTBpaTuT
OCTAaHOBKY aHUMAITUI IIEPCOHAKEN TIOCTIEe TIEPBOTO JKe BOCTIPOU3BECHIS.
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Puc. 7.14. JocTyn Kk rpady aHMmaumm

Tenepp 106aBuM B rpad aHUMALIK COCTOSHIIL, 110 OJHOM /IS KaxK 10~
ro cocrosinus. B cocroanuu oxupanus Idle momxkia BocpousBoguThest
anuManusg Gespelictust. B cocrosgnuu narpysiuposanus Patrol momxkna
BOCIPOM3BOAUTHCS aHUMALUA XOAbObI, TAK KaK IIEPCOHAXK TOJIKEH XO-
muth. g cocrosnuii npecaegosanus Chase u Gercrsa Flee momoiizer
anuManug Oera, a 11 coctosaus Attack — anmmanysa npbokka. Mozeb
Constructor He COEPKUT AHUMAIIUK HATIAJIEHUST, TAK YTO B JAHHOM ITPH-
Mepe ee 3aMEHUT aHUMAITUsT ITPBIKKA.

JobGasbre ux B rpad, meperackuBasd KasKAylo aHUMAIMIO U3 IaHeJu
MPOeKTa B peakTop rpaca u aBasi COOTBETCTBYIONINE Ha3BAHUST KaK/0-
MY COCTOSIHUIO, KaK TT0Ka3aHo Ha puc. 7.16.

B pomnonHeHue K yke paHee J06ABIEHHBIM COCTOSHUSIM A00aBUM elle
OJIHO IIyCTOE€ COCTOsIHME. ITO OyleT HayaJlbHOE COCTOSHUE Bpara, MJId
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[KoHe4Hble aBTOMaThI B Mecanim < 247

Puc. 7.15. NoarotoBka aHMMauun
0151 KOHe4YHoro asTomata Mecanim

Any State

- Standard Assets » Character Controllers » Sources » PrototypeCharacter -

Bip00L

Puc. 7.16. NocTpoeHne KOHEYHOro aBTomaTa B OkHe Animator
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COCTOSTHUE TI0 YMOJIYAHWIO; 9TO COCTOSIHUE He BOCITPOU3BOJUT HUKAKOM
aQHVMAIMK U MPEACTABJISIET, IO CYTH, COCTOSTHIE O€3 COCTOSTHUS, TO €CTh
COOTBETCTBYET MOMEHTY, ITOKA MBI SIBHO HE OMPEJCIMINA COCTOSTHUE TTPO-
TUBHHMKA IIPU 3allycKe ypoBHsL. UTOOBI €O3[aTh IyCTOE COCTOSTHUE IO
YMOJTYAHUIO, MIEJKHNATE TTPABON KHOMKOW MBINN HA MYCTOM ITPOCTPAH-
CTBe BHYTPHU pelaktopa rpada u Beibeprure B KOHTEKCTHOM MEHIO MYHKT
Create State = Empty (Cosznatb cocrosinue = [lycroe) (Tiepenmenytite
ero B Start mym Init), a 3arem czesaiiTe €ro COCTOSTHUEM IO YMOJTYAHNIO,
IIEJIKHYB Ha HeM TIPaBOi KHOTIKOM MbITIH 1 BeIOpas myHKT Set As Default
(YcTaHOBUTD 1O YMOJTYAHUIO ), KaK TTOKa3aHo Ha puc. 7.17.

Make Transition
Set As Default

s

Create new BlendTree in State

Copy

Delete

Puc. 7.17. YctaHoBka y3na Empty kak COCTOSIHMSI NO YMOMYaHUIO

Ipad Terepn copepsKUT MO OHON AHUMAITUH JIJIST KAXKI0TO COCTOSTHUS
MePCOHaKa, HO COCTOSTHUST He CBSI3aHbI MEKLY COO0IT; KasK/10€ COCTOSTHIE
M30JINPOBAHO. B 4acTHOCTH, HET HUKAKON JIOTMKU MEpPexojia U3 OHOTO
coctostHus B ipyroe. YToObl HCIIPAaBUTH 3TO, CO3ANTE MATH HOBBIX TPUT-
TepoB, ucnosb3ys naHeah Parameters (Ilapamerpsr) B HUXKHEM JieBOM
yray okda Mecanim. Tpurrep — 3T0 creluagbHast GyJeBa mepeMeHHasl.
Unity aBTOMaTHW4ecKN IMpUCBaWBaeT TPUTTepaM 3HaueHne false — cMeHa
UX 3HAUEHUI Ha true MIpUBEACT K HEME/IJIEHHBIM N3MECHECHUAM, HalIpUMED
K CMeHe COCTOSTHUS. TpurTepsl, Kak Mbl YBUUM HUKE, IOCTYITHBI B TIPO-
rpaMMHOM Kojie Ha C#.
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Teneps cospaiire nars rpurrepos: Idle, Patrol, Chase, Attack u Seek-
Health, kax nokasano na puc. 7.18.

Parameters

Patrol

Idle

Chase
Attachk
SeekHealth

Float

Int

Bool

Trigger

ooood

4 Assets » Controllers

Puc. 7.18. CospaHune Tpurrepos
0151 aHUMaLUMKM KaXKA0ro COCTOSIHUSA

C MOMOTI[BIO COCTOSTHUI U TPUTTEPOB MOKHO OIIPEIEUTD CBSI3U MEX-
1y cocrosiusiMu B rpade. B wactHocTH, npu ycranoske tpurrepa Patrol
caepyer nepeiitu o cocrosuus Idle k cocrosinuio Patrol; npu ycranos-
ke tpurrepa Chase my:xHo tmepeiitu ot cocrostaust Patrol x cocrosinuio
Chase, korza ycranasiusaercs Tpurrep Attack, 1osmkeH ObITh BBITOJHEH
nepexoy ot cocrosiing Chase k cocrosnuio Attack, u 1. 1. Kpome roro,
CBSI3U MESK/Ly OOJIBITMHCTBOM COCTOSIHUU SIBJISTIOTCSI JIBYHAIIPABJICHHBI-
mu: cocrosiiue Patrol moxer nepeiitu B cocrostiue Chase (mampumep,
KOTJla Bpar BUAWT Wrpoka), a u3 cocrosinuss Chase moxker BepHYTHCS
B cocrosiHue Patrol (Koraa tepser urpoka us Bugy). Itobbl cBsA3aTH 1BA
COCTOSAHMS, MIEJKHUTE MPABON KHOIKON MBIIIM HA COCTOSAHIU, BhIGEpHUTE
B KOHTeKCTHOM MeHI0 myHKT Make Transition (Cosmath miepexop), a 3a-
TeM IIEJTKHUTE Ha COCTOAHUN Ha3HAYEH U, C KOTOPHIM JIOJIZKHO ObITh yCTa-
HOBJIEHA CBSI3b.

Ipad omnpenensier Terepb NMOJNHBINH KOHEYHBII aBTOMAT COCTOSHUN JIJIsT
o0bekTa MpoTUBHUKA. [IPUBsI3Ka €ro K 0ObEKTY Bpara B CIIEHe peajii3yer-
Cs1 OY€Hb IIPOCTO.

Jlo6aBbre KOMIIOHEHT Animator K 0GBeKTy, a 3aTeM MepeTaIuTe KOH-
tposiep Animator u3 nanenu Project (IIpoekt) B mosne Controller
(Kontpounep) komnonenTa Animator, kak mokasano ua puc. 7.20.
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O Inspector | U Lightr 52 Navigation
Auto LiveLink | < pase Layer.Idle -> Base Layer.patrol
= 1 Transition

Transitions
Base Layer.Idie -> Base Layer.patrol

Any State

== Base Layer.1dle -> Base Layer.patrol
seek_health

Atomic ™
a0

patrol

Conditions

] pewm
L

Idle

Chase
Attack
SeekHealth

Exit Time

Contollers/Enemy_Contrallercontraller

0:00 (000.09%)

Puc. 7.19. HacTtporika cBsi3en Mmexay COCTOSHUSMU

¥ .~ Transform
Position 0.9328858
Rotation 0

ks

Controller |EEnemy7Controller’
Avatar [None (Avatar)
Apply Root Maotion ™

Update Maode | Mormal

Culling Made | Always Animate

Clip Count: 5
. Curves Post 275 Row 275 Scales 275 Muscles: 0 Generici 0 PPtn O
Q) Curves Count: 825 Constant: 1646 (199,5%) Dense: 1104 (133.8%)
Stream: O (0.0%)

¥ |@ M AI_Enemy (Script)
Script = AI_Enemy
Current State | IDLE
Dist Eps [2.1
Field Of View (60
Sight Mask | Envirenment

Chase Time Out 2
Attack Delay 1
Attack Damage 10
Health 100
Health Danger Level 20
Can See Player -

Puc. 7.20. NpucoeanHeHne koHTponnepa Animator Kk 06bekTy Bpara
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[KOHEeYHbIM aBTOMAT COCTOSIHWA B C# — Ha4ano < 251

KOHe4YHbIn aBTOMAT cocTosiHUA B CH# -
Ha4aNo

Tenepn, Korjia co3/lanrie KOHEYHOTr0 aBTOMATa /Il aHUMalluii 3aBepleHo,
MBI JIOJUKHBI 00paTUTh BHUMaHUE Ha KOHEeYHBbIN aproMaT B C#, KOTOPDIiA
yIpaBJisieT TOoBe/leHneM ITPOTUBHUKA, a TakKKe WHUIIMUPYET TPUTITEPHI
B rpace Mecanim /it aHUMaIMK COOTBETCTBYIONIMX AEHCTBHIT (XOAbOBI
u 6Gera) B Hy)KHbIe MOMEHTHI BpeMeHu. J[Jis Havasma 1obaBsTe crenyioniee
00IIe0CTYITHOE TIepevrcieHne B Havauo daiiia crieHapust AT Enemy.cs,
KaK TIOKa3aHO B JUCTUHTE 7.1. ITO mepedyncyienre onpeesseT Bce BO3-
MOKHBIE COCTOSTHUSI Bpara B KOHEYHOM aBTOMaTe 1 ITPUCBanBaeT KaKI0MY
COCTOSTHUIO CBOM YHUKAJIBHBIN X31I1-KOJl CTPOKU, TO €CTh COCTOIHUIO IDLE
npucBoeHo 3Hadenue 2081823275, KoTopoe sBJSIETCST X31I-KOJOM CTPOKHU
IDLE, 1 T. &. DTO moHAZOOUTCA mosgHee s paboTel ¢ Mecanim, 4ToObI
WHUIIMUPOBATh TPUTTEPHl. [logyunTh X31I-KOJ CTPOKH MOKHO C TIOMO-
mibio hyHknmm StringToHash kiacca Animator, Kak mokasaHo HILKe.

JIncTuHr 7.1. @YHKUMA AN NONyYeHUs XaLU-KoAa CTPOKU

// OnpenesneHue BO3MOXHBIX COCTOSHUMI

public enum AI ENEMY STATE {IDLE = 2081823275,
PATROL = 207038023,
CHASE = 1463555229,
ATTACK = 1080829965,
SEEKHEALTH = -833380208};

O Bonee noapobHyio nHdopmaumio MOXHO HariTn no agpecy http://docs.unity3d.
com/ ScriptReference/Animator.StringToHash.html.

Omnwmpasce na mepeunciaenue AI ENEMY STATE, kmacc AL Enemy Gyner
MOJIIEP/KUBATh B aKTYaJbHOM COCTOSTHUM OOMIEAOCTYITHYIO MEPEMEHHYTO
CurrentState, KOTOpasi OTPakKaeT COCTOSIHUE OOBEKTa Bpara B TEKYIIUI
MOMEHT. 3HaueHue 9TON MepeMeHHOI Oy/IeT MEHSIThCS ¢ TeUECHHEM BpeMe-
HU, [10 M€PE U3MEHEHU COCTOSHUA, KaK II0OKa3aHO HUIKE:

// Texkymee cocTOogHME Bpara
public AT ENEMY STATE CurrentState = AI ENEMY STATE.IDLE;

Kak 1 6osbImmHCTBO 06bEKTOB, Kiacce AL Enemy cozepkut GyHKIMIO
Awake, rzie coszaer Kalll CChIJIOK HA APYyTHe KOMIIOHEHTBI, B TOM YMCJIie Ha
JIOKaNbHBINA KoMoHeHT Transform o6bexTa NavMeshAgent, a Takske Ha KOM-
HOHEHTHI IPYTUX 0OBEKTOB CIIEHBI, TAKUX Kak 00BEKT UTPOKa, KaK IT0Ka3a-
HO B JINCTUHTE 7.2. DTH CCHUIKU OYIyT MCIOJb30BATHCS B APYTHX MECTaxX
B CIIEHApUMU.
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Jnctunr 7.2. dyHkums Awake B knacce Al_Enemy

// ToJyuMTh CCBUIKY Ha 06BeKT Animator
ThisAnimator = GetComponent<Animator>();

// TONyuYMTH CCEUJIKY Ha areHTa HaBUTAUMOHHOTO Mella
ThisAgent = GetComponent<NavMeshAgent>();

// TIOJyuuTh CCBUIKY Ha CBOM KoMmroHeHT Transform
ThisTransform = transform;

// ToNyuMTh CCEUIKY Ha koMrIoHeHT Transform mrpoxa
PlayerTransform = GameObject.FindGameObjectWithTag ("Player") .transform;

// TONYyuYMTH CCEUJIKY Ha KOJUIAMIEep
ThisCollider = GetComponent<BoxCollider>();

O 30echk MCnonb3yeTcs MpueM KawmpoBaHus B nepemMeHHbix ThisAnimator,

ThisTransform, ThisAgent u ThisCollider. STo no3sonsieT NoAy4UTL MPSMbIE
CCbIJIKM Ha Apyrve KOMMOHEHThI NMPK 3arnycke YPOBHSA 1 36exaTtb Heob6XxoanmMo-
CTV BbI3blBaTb PYHKLMM JOCTYyNa K cBOMCTBaM (get mn set) kaxapi pas, korga
noHazobuTca o6paTnTbea K 06bekTy. To ecTb, ucnosb3osaHme This. Transform
naeT O0MbLLIYIO HarpysKy, 4yem nepemeHHom kawa ThisTransform.

KaskoMy COCTOSTHUIO KOHEYHOTO aBTOMAaTa OYIYyT COOTBETCTBOBATH
oraesbHas conporpamma. CornporpamMmma 6yIeT BbITOJTHATH OECKOHEUHBIIT
IINKJI, TOKA COCTOSTHHE OCTAeTCsT aKTUBHBIM, ONPE/IETIsIsl TOBEIEHNE Bpara
B 9TOM coctosiiru. OcHOBHast paboTa KOHEYHOTO aBTOMATA COCTOUT B BbI-
Gope 1 HHUIHATM3AIIY COOTBETCTBYIOINIETO COCTOSHISI TIPH KOPPEKTHBIX
ycsoBuAX. /laBaliTe HAUHEM C CO3/[aHMUS COMPOTPAMMBL JIJIST COCTOSTHUS
Idle — coCTOAHMS 110 YMOJYAHUIO BPAsKECKOTO MIEPCOHAKA.

Co3saaHue coctosiHus Idle

OO6beKT Bpara HAUMHAET UTPY B COCTOSTHUN TIPOCTOSI (COCTOsTHUE Gesieii-
CTBUSA), K KOTOPOMY OyJIeT BBITIOJHEH TIEPBBI 11epexo. B atom cocrosi-
HUU BPary CTOST TaM, T/ie HaXO/SATCs, BOCIIPOU3BOS aHUMAIINIO TIPOCTOS.
ITepexos B 3TO COCTOSIHME BBITIOJHSIETCS OJUH pa3 IPU 3aIyCKe CI[EHBDI,
HO K HEMY MOKHO BEPHYTBCS IIPH BBIXOJIE M3 HEKOTOPBIX JIPYTUX COCTO-
STHWH, KaK K TIPOMEKYTOUHOMY IIary Iepes] IIepexo/ioM B HOBOE COCTOsI-
Hue. B aToM cocTostHiM Bpar Bceraa 10JKeH BOCIIPOU3BOIUTD AaHUMATIHIO
O’KUJIAaHWS TOJIBKO OJIMH Pa3, a 3aTeM, 110 3aBEPIICHIH aHUMAIIUH, TIepEeHTH
B JIPyTO€ COCTOSHME. Bpar aBToMaTnyecku JI0JKeH MepeiTh B COCTOSTHUE
MaTPYTMPOBAHUS, YTOOBI HAYATH MOUCK UTPOKA B CIlEHE. DTOT MEPexo]]
BBITIOJIHSIETCS B /IBa 9Tara. Bo-TiepBbIX, HYKHO HauyaTh BOCIIPOU3BEIEHNE
annMaruu Idle. Bo-BTOPBIX, MBI IOJCKHBI TTOJYYUTh YBEOMJICHUE O 3a-
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Co3AaaHVe COCTOSHVS Idle < 253

BepieHry aHuManuu Idle, 4ToObI HAYaTh MEPEXOJ B COCTOsTHUE Patrol.
PaccmoTpnm peanmsariiio coctostHus Idle B metnHTe 7.3.

JlucTtuHr 7.3. Peanuaaunsa coctosHus ldle

02 // BBIHOJ'IHHGTCH, KOTa OOBEKT HaxXOIOUTCS B COCTOSHUM OXMUIAHMA
03 public IEnumerator State Idle()

04 {

05 // YCTAHOBUTBH TeKylee COCTOSHME

06  CurrentState = AI ENEMY STATE.IDLE;

07

08 // BAKTUBMPOBATb COCTOSHME OXMIOaHus C IoMoubio I'papa Mecanim
09 ThisAnimator.SetTrigger ((int) AI ENEMY STATE.IDLE);
10

11 // OCTAaHOBUTH MNepeMelleHye areHTa HAaBUTALMOHHOTO Mela
12 ThisAgent.Stop();

13

14 // BeCKOHEUHEN! LUMKJ Ha BpeMs NpeChBaHMSA B COCTOSHMM OXMUIAHNS
15 while (CurrentState == AI ENEMY STATE.IDLE)

16 {

17 // TIPOBEPUTH BUIOVMOCTL UIPOKA

18 if (CanSeePlayer)

19 {

20 // WIPOK BMIEH, HadaTb NpecJefOBaHME

21 StartCoroutine (State Chase());

22 yield break;

23 }

24

25 // Xmarb cremyoumero xampa

26 yield return null;

27 }

28 }

29 /)

Hwxe mpuBoARTCS HECKOBKO KOMMEHTAPUEB K JIUCTUHTY 7.3:

Q Crpoxka 03: o6bsBiIeHne conporpaMMsl State Idle ayst cocTostHUS
oxuaanust. 3a 6osee MOAPOOHOM MH(OpPMaIKeil 0 comporpaMmMax
obparmaiitech K 2JeKTPOHHOM HokymeHTaruu Unity 1o aapecy
http://docs.unity3d.com/Manual/Coroutines.html. Ecam kopoTko,
TO COMPOTPAMMBI PaGOTAIOT KaK ACHHXPOHHbIE (DYHKINHN (Kak OJI0K
KOJIa, KOTOPBIN BBITIOJNHSETCS B (POHOBOM pEKMMeE, TTapajiieJbHO
¢ apyrumu GysakinusMn). 1o aToil TpuunHe GECKOHEYHBINH TIHKJT
B CcTPOKe 15 He BBI3OBET 3aBHCAHUS, TIOTOMY UTO COIIPOTPaMMa pa-
6oTaet Kak OT/IebHbIN TTOTOK. COomporpaMMbl BCer/ia BO3BPAIaioT
pe3yabTaT ¢ TUIIOM JAaHHbBIX [Enumerator u Bcerma comepskar B CBOEM
TeJie omepaTop yield.
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O Crpoxka 09: Bb30B (hyHKIMHN SetTrigger aHMMATOPa, OHA MOJyYa-
€T X3MI-KOJ CTPOKM Idle B KauecTBe apryMeHTa W yCTaHaBJINBACT
tpurrep Idle B rpade Mecanim, WHUIIUUPYST BOCIPOU3BE/CHUE
aHUMaIMu okuganust. TakuM crmocoboM KoHeuHbiil aBromar C #
CBSI3BIBACTCSI ¢ KOHEUHBIM aBroMaToM Mecanim. O6parure BHU-
MaHue, YTO B CTpoKe 12 Bbi3biBaeTcst (yHKIUSA Stop KOMIIOHEHTA
NavMeshAgent, yTOOBI OCTAHOBUTH JIIOOOE JIBUKCHUE, KOTOpoe 00b-
€KT, BO3BMOKHO, BBITTOJTHSIET. DTO CBSI3aHO C TEM, UTO B PEsKUME BOC-
MIPOM3BEIEHUS AaHUMAITH OKUIAHUS BPAT He TOJIKEH JIBUTATHCS.
Q Crpoka 15: 3zech dynkuns State Idle BXoauT B OGeCKOHEUHbII
IIIKJI, TO €CTh 9TOT IUKJI OYAET MEPEXOAUTh U3 KajApa B KaJp, TIOKa
Bpar HaxoauTcs B coctostarm Idle. IToka cocTosTHIE OXKUTaHUS aK-
THUBHO, BCE, UTO €CTh B IIUKJIE, OY/IET BBIOJHSITHCS B KAKIOM KaJIpe,
YTO TO3BOJUT OGBEKTY OOHOBJISITH U U3MEHSITH CBOE ITOBEACHUE
C TeYEHUEM BPEMEHM.
O Crpoka 18: mpoBepsieTcst eIMHCTBEHHOE YCIOBUE BBIXO/IA U3 COCTO-
auud Idle, kpoMme okuZaHUS 3aBepllieHusd aHuManuu Idle, — BUu-
MOCTb UTPOKA. BUANMOCTH UTPOKA olpe/iesisieTest OyIeBoii mepeMeH-
HOIi CanSeePlayer (ToapoGHee O TIPSIMOIA BUAMMOCTH PACCKA3bIBAECTCST
Hike). Ecom 3navenne nepemennoii CanSeePlayer paBHO true, BBI3O-
BoM (yHKIMM StartCoroutine akTuBUpYyeTCs coctogHue Chase 1 co-
CTOSTHVIE O’KUIAHWS TIPEPhIBAETCS BRI30BOM ortepaTopa yield break.
Cocrositiue Idle TPOMOJKAETCS, TTOKA BBIMOJHSAETCS OGECKOHEYHBIN
IIUKJI, 2 OH BBITTOJIHSETCS, TOKA He OyaeT BueH UTpok. OHAKO COCTOSTHIE
Idle 1O/KHO OBITH BDEMEHHBIM, MTOKA HE 3aBEPIIUTCS OJHOPA30BOE BOC-
MIPOM3Be/IEHNEe aHUMAITUU TIPOCTOS, TTOCJE HTOTO MBI JIOJLKHBI TIOJYYUTh
COOO0IIIEH E O 3aBEPIICHUN BOCTIPOU3BeieH s, JIJIsT peansaliiy yBeaoM-
JICHUST MOKHO WCIIOJIb30BaTh coObITUs aHnManuu. /I atoro BeiGepuTe
Mertr niepcoHaka Constructor (Unxenep) B manemn Project (I1poexT)
U OTKpOUTE BKJIaAKY Animation (AHuMAaIws ), 4TOOBl HATH aHUMAI[IIO
GeselicTBUST B MHCIIEKTOPE 00BhEKTOB. 3/1eCh paciaxHuTe paszaen Events
(CobbiTHs), Kak 1oKasaHo Ha puc. 7.21.

3areM JABaKIbI MEJTKHUTE HA TKaJIe BpeMEHW aHUMAIlM B TOUKE, CO-
OTBETCTBYHOIIEH MOMeHTY BpeMern 1 (B KOHIIe), 4T0ObI T0GABUTH BBI30B
(YHKIIMU B 9TOT MOMEHT, KOTOPast OTIIPABUT COOOIIEHIE OOBEKTY Bpara,
KOT/Ia aHUMAIUs 3aBEPITUTCS, KaK TOKa3aHo Ha puc. 7.22. /1 aToro s
nobasui Metoy OnldleAnimCompleted B kmacc Al Enemy.

Oynukims OnldleAnimCompleted GymeT aBTOMATIHYECKH BBI3BAHA MO 3a-

BEPIIEHUN aHUMAITUU OKUJIaHusL. Peannsalist aToro MeTo/1a ipeicTaBie-
Ha B JIUCTUHTE 7.4.
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E idle @ =

Length 2,400 25 FPS
| e o0 e 2000 i B0 140885 | R |'
Start 2 End 62
Loop Time )
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Cycle Offset 0

Root Transform Rotation
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Puc. 7.21. Paspnen Events (CobbITus1) B MHCNEKTOpe 00beKTOB

JNucTtuHr 7.4. Peannzaumsa metoga OnldleAnimCompleted

// ToceuiaeT COGHTME [I0 3aBEPUEHUM aHVMALMA

public void OnIdleAnimCompleted()

{
// TlpepBaTb aKTUBHOE COCTOSHUE OXMUIAHMS
StopAllCoroutines();
StartCoroutine (State Patrol());

}
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Puc. 7.22. Bbi30B pyHKLMI NO 3aBEPLUEHNN aHUMALMN

Co3aaHne coctosiHus Patrol

B cocrosgnuu marpyaupoBanus Patrol Bpar go/KeH 00XOAUTh OKPYKAIO-
Y10 TEPPUTOPUIO B TIOUCKAX UTPOKA. [lepcoHask MoKeT mepeiT B CoCTOsI-
Hue Patrol uz cocrosnus Idle, mocse 3aBeplleHUs] aHUMAIUU OKUIAHUS,
a Takke M3 cocTtostHus Chase, ecau MOTEpsiJl UTPOKA M3 BUJIA BO BPEM:
norouu. CocTosiHue NaTpyJUpOBaHUsl OCHOBAHO HA IMKJIUYHOU JIOTH-
Ke. B yacTHOCTH, Bpar HOJKEeH BbIOPATh CAYYallHbLl IIYHKT Ha3HAYEHI
B Mellle HaBUTAIIMK U OTIIPABUTHCS B 9TOT MYHKT. [0 MpuOBITUN B MyHKT
Ha3HAYEHUs MPOIlecC MOBTOPsieTcss. EAMHCTBEHHBIM YCJIOBUEM, KOTOPOE
BBIBEJIET Bpara M3 3TOTO COCTOSIHUS, SBJISIETCS TOSIBJIEHIIE UTPOKA B 30HE
BUJIMMOCTHU, YTO TIEPEBEJIET €T0 B COCTOsIHUE TIpeciesioBanus Chase.

XoTs1 BCe BBITJISIIAT MTPOCTO, PeaN3alinsl TOTO COCTOSTHUST 3aBUCUT OT
PeIIeH s IBYX CJOKHBIX BOIIPOCOB: BBIOOPA CIIyYaiiHOTO MeCTa U IPOBep-
KU BUIMMOCTH UTpoKa. Haunem co caydaiiHoro Ber6opa Mecra.

Bo Brnanke Scene (CiieHa) s co3iasr KOJJIEKITUIO TyHKTOB Ha3HAYEHU ST
(IycThIX UTPOBBIX OGBEKTOB), KOTOPbIe OT™MeueHbl TeroM Waypoint (TTy-
TeBast TOUKa) ¥ Hy KHbI TOJBKO JJIsI 0003HAYEHHUST MECT B HABUTAI[HOHHOM
Mertire NavMesh. BMecte OHU MIPEICTABIISIIOT COOON BCe BO3MOKHBIE MECTA,
B KOTOPBIE BPar MOKET HAIIPABJISATHCS BO BpeMs TaTpyaupoBanusi. Bpary
OCTAETCST TOJMBKO CIyYaifHBIM 00pasoM BBIOPATh OIHO U3 ITUX MECT, KaK
3TO TIOKA3aHO Ha puc. 7.23.
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Puc. 7.23. CospaHune nyTeBbix To4ek BO Bkaake Scene (CueHa)

Jluist BBIOOpA MTyHKTA Ha3HAYEHUsI B COCTOSTHUU Patrol dynkiumst Awake
B KJyiacce AT _Enemy JIOJIDKHA ITOJIYYUTD CITMCOK BCEX Iy TEBBIX TOYEK B CIIEHE.
MBI MOKeEM ¢IeaTh 3TO ¢ TOMOTIbIo Ling, Kak MoKa3aHo B JIUCTUHTE 7.5.
B aTom mprMepe cosmaeTcst craTudeckuii MaccuB laypoints Beex 0ObeKTOB
IIyTEBBIX TOYECK B CIIEHE.

JInctuHr 7.5. MNMony4eHne cnnucka nyTeBbiX TOYEK

01 // mHaviTu BCe MI'POBHE OOBEKTH C TeroM Waypoint
02 GameObject[] Waypoints =
GameObject.FindGameObjectsWithTag ("Waypoint");

03

04 // BeOpaTh BCE KOMIIOHEHTH TpaHCOOpMaLyy u3 NyTEBHIX TOYEK C HoMombi Ling
05 WayPoints = (from GameObject GO in Waypoints

06 select GO.transform).ToArray();

Wmes crimcok Bcex IIYHKTOB Ha3HAY€HUA, MOKHO IMIPUCTYIIATH K peaIn-
3alluM COCTOAHMHA Patrol, KaK IIOKa3aHO B JIMCTUHTE 76, KOTOpas nmepuo-
HquCKHJﬂﬂ6Hpa€THOBbHiHyHKTbIHaSHaquHH.

JIncTtuHr 7.6. Peannaaumsi COCTOSIHUS NaTPyJIMPOBaHUS
01 /) mmmmm e m

02 // BBIHOJ'IHHETCH, Korma 0OBEKT HaxomuTcd B COCTOAHUM NATPYJIVMPOBAHUA
03 public IEnumerator State Patrol()

04 {

05 // YCTAaHOBUTH TeKyllee COCTOSHUE

06  CurrentState = AI ENEMY STATE.PATROL;

07
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08 // BKTMBMPOBATH COCTOSHME MNATPYIMPOBAHUS

09 ThisAnimator.SetTrigger ((int) AI ENEMY STATE.PATROL);

10

11 // BuOpaTh ClydYalHyn OYyTEBYl TOUKY

12 Transform RandomDest = WayPoints[Random.Range (0, WayPoints.Length)];

13

14 // OTnpaBuTbLCS K BHIOPAHHON! TOUKE

15 ThisAgent.SetDestination (RandomDest.position);

16

17 // BECKOHEUHENI LMKJI Ha BpeMs NPeChHBAHMS B COCTOSHMM [ATPYJIMPOBAHMA

18 while(CurrentState == AI_ENEMY STATE.PATROL)

19 {

20 // TpOBEPUTH BUOMMOCTBH MTPOKA

21 if (CanSeePlayer)

22 {

23 // WTPOK BUOEH, HAauaThb [peCiefoBaHue

24 StartCoroutine (State Chase());

25 yield break;

26 }

27

28 // TNpoBepUTE HOCTUXKEHMSI [YHKTA HaBHAUEHUS

29 if (Vector3.Distance (ThisTransform.position,
RandomDest.position) <= DistEps)

30 {

31 // 3amaHHas TOUKa HOCTUTHYTa. BEPHYTbCH B COCTOAHUE OXUOAHMA

32 StartCoroutine (State Idle());

33 yield break;

34 }

35

36 // XmaTb ciemyomero xampa

37 yield return null;

38 }

39 }

40 / /=== mmm e

Huxe IIPpUBOINTCA HECKOJIBKO KOMMEHTapueB K JIMCTUHTY 7.6:

QO Crpoxka 12: 31ech ¢yHkIms Random.Range BBIOGUpaeT CirydailHblii
IIYHKT Ha3HA4Y€HUMA N3 MaCCUBa Waypoints. JroT ITYHKT Ha3HAY€HU
nepegaercs Kak apryMeHT dyHkiuu SetDestination xomroHeHTta
NavMeshAgent, KOTOpBIi OTIIpaBJIsIeT Ty/la Bpara.

O Crpoxka 28: dynkuus Vector3.Distance ompesesger HI0CTHKEHHUE

1eJ. JTO peajn3yeTcd He MPOBEPKON Ha COBIA/IEHWE MO3UIUU
Bpara C Mo3uiiMeil MyHKTa Ha3HauYeHUs, [I0TOMY YTO IIPU Ollepaliy-
AX ¢ IJ1aBaloleil TOYKOM BO3MOJKHBI TIOTpeltHocTh. Bmecto aToro
BBITIOJIHSETCS TIPOBEPKA, He MOJOIIe JIM BPar K IIyHKTY Ha3Haye-
Hust GJIvsKe, ueM Ha 3ajianHoe paccrosinve (DistEps), uTo u cunTa-
eTcst IPUOBITHEM.
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O Crpoka 32: ecaiu Bpar HaXOIUTCS B TIYHKTE Ha3HAYCHUS, OH Tiepe-
xoaut B coctosiiine Idle. [Tocie 3aBepiiiennst aHUMAIIH OSKUIAH ST
Bpar CHOBA BXOJIUT B COCTOsTHUE Patrol.

O Crpoka 21: u cHoBa coctostHue Patrol mpepbIBaeTcs, ecjau Bpar
yBUIET UTPOKa. B aTOM cirydae on mepexoaut B coctosinue Chase.

3HaueHue JIOTUIeCKOl TepeMeHHo CanSeePlayer ornpezesisier, BUIAT

JIY Bpar UIPOKa B TEKYIeM Kajpe. 3HaueHMe 9TOil IiepeMeHHON 00HOBIsI-
eTcst B KaxioM kajipe. [Iporecc arot naunnaercs B pyukiuu Update, Kak
OKa3aHO B JIUCTUHTE 7.7.

JlvuctuHr 7.7. NpoBepka BUAMMOCTU UrpoKa

01
02
03
04
05
06
07
08
09

10
11

void Update ()

{
// IOmyCTWUTBH, YTO UTPOK HEBUIVM
CanSeePlayer = false;

// Ecnu MIPOK BHE TPaHNL BUIOVMMOCTM, BEIATH
if (!ThisCollider.bounds.Contains (PlayerTransform.position)) return;

// Eciu MTPOK B T'PaHMLAax BUIMMOCTY, MPOBEPUTH €TO0
HaxOXJIeHMe B MPSAMOV BUIMMOCTM
CanSeePlayer = HavelineSightToPlayer (PlayerTransform);

}

KioueBoii Bonpoc 1711 pynkimm Update — HAXOAMTCA JIM UTPOK BHYTPHU

KoJLTaliiepa, MPUCOEMHEHHOTO K Bpary. ITOT KoJuiaiiep onpeenaser 06-
JIACTH BUAUMOCTHU Bpara. ECJIM UTPOK HAXOAUTCS BHYTPU 3TOH 00JacTH,
HUTPOK MOKET ObITh BUAUM Bpary. B aToM cirydae Tpebyercs ganbHeas
nposepka. OHa ocHoBaHa Ha yHkIuK HaveLineSightToPlayer. Jta hyHK-
111 BO3BpaIaeT Jornyeckoe 3Hauenue (true/false), ykaspiBaioliee, Bu-
JIIT Bpar UTPOKa WJIN HET, KaK OKa3aHOo B JINCTHHTe 7.8.

JlnctuHr 7.8. MNMpoBepka HaxoXAeHss Urpoka B NPsiMor BUOUMOCTHU

//
pr
{

OnpernensgeT BUAMMOCTHL MIPOKA B TEKyWMiI MOMEHT
ivate bool HaveLineSightToPlayer (Transform Player)

// BHUMCIIMTBL yTOJI MEXIY JIMHMEM 3peHys Bpara ¥ HalpaBJieHMEeM Ha MUIPOKa
float Angle = Mathf.Abs (Vector3.Angle (ThisTransform.forward,

(Player.position-ThisTransform.position) .normalized)) ;

// Ecmm yros Gojiblie yTJjia [OJid 3PEeHNs, WUIPOK HEBUIUM
if (Angle > FieldOfView) return false;

// TpOBEPUTH, HEe CKPHBAET JIM MUIPOKA HENpos3paydHas CTeHa
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if (Physics.Linecast (ThisTransform.position,
Player.position, SightMask))
return false;

// VITPOK BUOMUM
return true;

Kax Mbl 3HaeM 13 TIpeIbIIY X TJIaB, OTIPejiesieHrie BUAMMOCTHU SIBJISIET-
s IBYXCTYTIEHYATHIM TIPOTIECCOM. BO-TIepBbIX, BUIMMOCTD OIPe/eseTcs
YIJIOM MEK/Y BEKTOPOM HAIPaBJIeHNUsI B3IJIsi/la Bpara 1 HOPMUPOBAHHBIM
BEKTOPOM HAIPABJICHUS OT Bpara K UTPOKY. Eciu yrosr MeHblie, 4eM yroJt
0030pa Bpara, U'POK HAXOAMUTCS IepPeJ BParoM U OH BUIUM, €CJIM Bpara
U UTPOKA He PA3JIeISIIoT PEISITCTBUSA, TAKUe Kak cTenbl. Bropas nposep-
Ka BBITIOJTHSIETCS ¢ TIoMOTIbio hyHKITMYM Physics.Linecast, koTopas ompe-
JIeJISIeT, MOKHO JIM COEJIMHUTD Bpara U UTPOKa HETIPEPBIBHON MPSIMOIT JIn-
Hueii. Eciii 9T0 BO3MOXKHO, 3HAUYNT HUKAKUX TIPETISTCTBUN MEXIY HUMU
HET U UTPOK BUJIEH.

Co3saaHue coctosiHus Chase

Ecan Bpar BUAUT UT'POKA M HE HAXO/IUTCA Ha PaCCTOAHUUN aTaKu, OH T10-
OEKUT K UIPOKY. DTO COCTOSHUE, IPU KOTOPOM Bpar OGEKUT K UIPOKY
¢ Bpak/JeOHbIMU HaMePEeHUsIMHU, saBjsgercs cocrosnueM Chase. VI3 aroro
COCTOSHUS €CTh /BAa OCHOBHBIX BbIXoza. Eciin Bpar cokpariaer pacctos-
HUE 10 PACCTOSHUSA, JJOCTATOYHOTO JIJId HallaJleHusl, ero cocrossnue Chase
mepexoAuT B coctosgume Attack. Ecam HeT, u UTpok mcuesaeT u3 IMOJI
3peHud Bpara, Bpar MpoJ0JIKUT IIPecjejoBaHe HEKOTOPOe BpeMs, a 3a-
TeM OTKa)KeTCsT OT MOTOHU, eCJIM UTPOK BCe elle He BUuauM. PaccMoTpum
JICTUHT 7.9.

Jlnctunhr 7.9. Peanmsauus cocTosHUS npeciiefoBaHns

01 // BemomHseTcs, KOTAa OOBEKT HAXOOUTCS B COCTOSHMM [PECIIeNOBAaHMUS
02 public IEnumerator State Chase()

03 {

04 // YCTAaHOBUTH TeKyllee COCTOSHUE

05  CurrentState = AI ENEMY STATE.CHASE;

06

07 // BKTUBMPOBATH COCTOSHME IPeCIIeNOBAaHNUS

08 ThisAnimator.SetTrigger ((int) AI ENEMY STATE.CHASE);

09

10 // BeCKOHEUHEHN! LMKJ Ha BpeMs NpebhBaHMA B COCTOSHMM IIPECJIeHNOBaHMS
11 while (CurrentState == AI ENEMY STATE.CHASE)

12
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13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51

52
53
54
55
56
57
58
59
60
61

// YCTaHOBUTBH TOUKY Ha3HAa4eHMS B MNO3MUUM UTPOKAE
ThisAgent.SetDestination(PlayerTransform.position);

// ECIy MTPOK INOTEpSAJCA M3 BUOY, NPOLOJXATH MPeCieloBaHMue
if (!CanSeePlayer)
{

// COpocuUTb BpeMs NpeciefoBaHMs HEBUIOMMOT'O MIPOKA

float ElapsedTime = 0f;

// TpomosxaThb NpecienoBaHyue
while (true)
{
// YBenmMumuTb BpeMd
ElapsedTime += Time.deltaTime;

// YCTaHOBUTBH TOUKY Ha3HAa4eHMS B MNO3MUUM UTPOKAE
ThisAgent.SetDestination(PlayerTransform.position);

// XmaTp crenyomero xanpa
yield return null;

// BpeMs MCTEeKJo?
if (ElapsedTime >= ChaseTimeOut)
{
// EcC;iy MTPOK HEBMIMM, OCTAHOBUTBLCS
if (!CanSeePlayer)
{
// TlepeiTn B COCTOSHMUE OXULAHMUSI
StartCoroutine(State Idle());
yield break;
}
else
break; // MTpoxk CHOBa BMIMUM

// VIIPOK HACTUTHYT, HavaTh aTaky
if (Vector3.Distance (ThisTransform.position,
PlayerTransform.position) <= DistEps)
{
// TlepeiT B COCTOAHME aATaKU
StartCoroutine (State Attack());
yield break;

// XmaTp cremnyomero xanpa
yield return null;
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Hwxe mpuBoANTCS HECKOBKO KOMMEHTAPUEB K JIMCTUHTY 7.9.

Q Crpoxku 17-48: B o10i1 (hase 1y B State Chase onpezenser more-
PIO UTPOKa 13 BUAUMOCTH. Koria aTo npoucxout, Bpar mpoioJiKUT
mpecyiefioBaHre B TedeHne BpemMeHn ChaseTimeOut. [lo ncteuennu
9TOTO BPEMEHU BHOBB OY/IET POBEPEHA BUANMOCTh UTpoKa. Eciu
UTPOK CHOBA BUJIEH, TIOTOHS MPOAOJUKUTCSA. B MPOTUBHOM cirydae
Bpara Tepeiizier B coctosHue Idle, TO ecTh, TOTOBHOCTU K Hayasy
HOBOTO MATPYJUPOBAHUS B TOMCKAX UTPOKA.

O Crpokn 531—-59: 371ech BHITIOTHSIETCS TTPOBEPKA JTOCTIKEHUS INC-
tanmy ataku (DistEps). B aTom cydyae KoHEUHBIN aBTOMAT TTepeii-
JIeT B cocTosTHMeE Attack.

Co3aaHne coctosiHus Attack

B coctoguum Attack Bpar aTakyeTt UTpoka, moka oH BujieH. [loce ouepes-
HOI aTaKM MPOTUBHUK JIOJIKEH OCTAHOBUTDHCS, IPEKE YeM HauyaTh HOBYIO
araky. EquHcTBeHHON NMPUYUHON BBIXO/IA U3 3TOTO COCTOSIHUS SABJSETCS
MoTeps UTPOKA U3 BUAMMOCTU. Korja aTo MPONCXOUT, Bpar BO3Bpala-
€TCs B COCTOsIHME TIpecseioBanusd Chase, a OTTy/la BHOBb 1IEPEXOJUT B CO-
cTosguue Attack wim B cocrognue Idle, B 3aBUCUMOCTH OT TOTO, ObLI JI1
Hali/leH UTPOK, KaK 9TO 1MoKa3aHo B yiuctunre 7.10.

JinctuHr 7.10. Peanusauus COCTOSAHUS aTaku

// BeIIOJHSETCH, KOTHA OOBEKT HAXOOUTCS B COCTOSHUM ATAKU
public IEnumerator State Attack()
{

// YCTaHOBUTH TeKyllee COCTOSHUE

CurrentState = AI ENEMY STATE.ATTACK;

// AKTMBMPOBATL COCTOSHME aTaKu
ThisAnimator.SetTrigger ((int) AI ENEMY STATE.ATTACK);

// OCTaHOBUTHL [epeMeleHre areHTa HABUTALUMOHHOTO Meuwa
ThisAgent.Stop() ;

// YCTAaHOBUTH TaiiMep 3aIEepPXKU MEXIy aTaKaMu
float ElapsedTime = 0f;

// BECKOHEYHEN! LMKJI Ha BpeMs NpeChHBaHMs B COCTOSHMM aTaku
while (CurrentState == AI ENEMY STATE.ATTACK)
{

// OBHOBMTBL TamMep

ElapsedTime += Time.deltaTime;
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// TIpOBEPUTH, HAXOOUTCA JIM MIPOK Ha OMUCTAHUMUM aTaKU
if (!CanSeePlayer || Vector3.Distance(ThisTransform.position,
PlayerTransform.position) > DistEps)

// HauaTb npeciienoBaHue
StartCoroutine (State Chase());
yield break;

// TpOBEPUTH MNPOLOJXUTENIBHOCTb 3aIePXKU
if (ElapsedTime >= AttackDelay)
{

// CGpocuts TarMep
ElapsedTime = 0f;

// HauaTb araxky
PlayerTransform.SendMessage ("ChangeHealth", -AttackDamage,
SendMessageOptions.DontRequireReceiver) ;

// XmaTb cremyomero kazupa
yield return null;

Co3aaHue cocTtosiHnsl berctea SeelkHealth

Cocrosgnue SeekHealth HacTymaer, Korza ypoBeHb 3/I0pOBbs Bpara masa-
€T 1 OH JIOJIZKEH TOTIbITaThCsI BOCCTAHOBUTD ero, Hailist anTeuky. [lepexos
B 9TO COCTOSIHUE, B OTJIUYUE OT APYTUX, MOKET OBITH BHITOJHEH U3 JTH000-
ro Apyroro coctosuust. HeobHX0AnMOCTh 9TOT0 COCTOSHUSE ONPEEIAETCS
TOJIbKO YPOBHEM 3/10pOBbsI Bpara. B yacTHOCTH, 11epexo/i B 3TO COCTOSIHIE
JIOJIKEH OBITH BBITIOJIHEH, KOT/IA 3/[0POBbE BPara yMEHbBIIMIOCH HIKE MU-
HUMaJILHOTO TIopora. [ToaTomy coctosinue Seekiealth 0JKHO OBITH CBsI-
3ano B rpacde Mecanim ¢ y3inom Any State (JIro6oe cocTostHie), 4TO 110-
3BOJIUT 3aITyCTUTH AHUMAIIWIO TIPU cpabaTbIBAHUN TPUTTEPA, HE3ABUCUMO
OT TEKYIIETO COCTOSHMS, KaK M0OKa3aHo Ha pUc. 7.24.

Kasxpiii Bpaskeckuii mepcoHak mmeeT rnepeMennyto Health, sHauenue
KOTOPOIl yBeJIMUYMBaETCs, KOT/la Bpar HaXO/AUT alTeuKy, W1 yMeHbIla-
eTcsl, KOT/la Bpar IojiBepraercst HanajieHuto. Ee nusmMeHeHne mponucxoauT
B MeTo/ie ChangeHealth, u uMeHHO 3/1€Chb 10JIKHA ONIPEEIAThCS HeobXoMu-
MOCTbD Ifepexojia B coctostue SeekHealth. Dyukiust ChangeHealth ob1e/10-
CTYITHAS; 9TO MO3BOJISET BbI3BIBATD €€ C MOMOIIbIo GhyHKIni SendMessage
n BroadcastMessage, kak 1iokazaHo B jiuctunre 7.11.
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Puc. 7.24. B cocTosiHme SeekHealth
MO>XHO nepenTn n3 coctosHua Any State

seek_health

NucTtuHr 7.11. Peannzdaums metoga ChangeHealth

// BHB3LIBAETCHA [PV M3MEHEHVM yPOBHS 3IOPOBbLS
public void ChangeHealth (float Amount)
{

// VI3MEHUTbL YpPOBEHb 3IOPOBLS

Health += Amount;

// Hacrymmia cMepTh?

if (Health <= 0)

{
StopAllCoroutines();
Destroy (gameObject) ;
return;

}

// TpoBEpMUTL, HACKOJbKO ONACHO MAaJeHMe YpPOBHS 3I0POBLS
if (Health > HealthDangerLevel) return;

// YpOBEHb 3IOPOBbs ONACHO Majl, HauyaTb [OMUCK alTeuyKy
StopAllCoroutines();
StartCoroutine (State SeekHealth());

Meron State SeekHealth, peamusyromuil COCTOSIHUE IIOMCKA AITEYKH,
MPUBOMUTCS B iucTuHTe 7.12.

JIncTtuHr 7.12. Peannsauma coOCTOAHUSA NOMUCKaA anTeykn

01 // BumnosHseTcsd, Korja OOBEeKT HAaXOOUTCA B COCTOSHMM IOMUCKA alTeuKu
02 public IEnumerator State SeekHealth()

03 {
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04
05
06
07
08
09
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33

}

// YCTaHOBUTH TeKyllee COCTOSHUE
CurrentState = AT ENEMY STATE.SEEKHEALTH;

// AKTUBMPOBATbL COCTOSHME IOVICKA AlTEUKM
ThisAnimator.SetTrigger ((int) AI ENEMY STATE.SEEKHEALTH);

// Biuxaitmasg anreuxra
HealthRestore HR = null;

// BeCKOHEUHENI LUMKJ Ha BpeMS [OMUCKA alTedKy
while (CurrentState == AI_ENEMY_STATE.SEEKHEALTH)
{
// EcCIu anTeuyky HET, MCKAThb OJMXalilyn
if (HR == null) HR = GetNearestHealthRestore (ThisTransform) ;

// AnTeuka HalileHa, HAdaTh OBUXEHME K HeEl
ThisAgent.SetDestination (HR.transform.position);

// Eciu HR == null, 3HauuT anreuek OoJjblle HEeT, 6e3IeliCTBOBATH
if (HR == null || Health > HealthDangerLevel)
{
// TlepeiTy B COCTOSHME OXMUIOAHUA
StartCoroutine (State Idle());
yield break;

// XmaTe clemyomero Kampa
yield return null;

Hwxe mpuBOANTCS HECKOTBKO KOMMEHTAPUEB K JINCTUHTY 7.12.
O Crpoka 17: o6paborka coctosinus HealthSeek HauMHaeTCs ¢ TIOUC-

Ka OursKaliiiell alTeykn U UCIIOJIb30BAHNS €€ TIO3UIHU B KaUeCTBe
MyHKTA Ha3HAYEHUSA /IS aTeHTa. ITO B ONPEAETEHHOM CMBICJIE MO-
IEHHMYIECTBO, TTOTOMY YTO (KOHEYHO) 6e3 BO3SMOKHOCTH y/IAJIeH-
HOTO 0030pa Bpar He JOJIKEH 3HATh, TJ€ HAXOAUTCsS OJIsKaiiimast
anreuka. OIHAKO MOMHHUTE, YTO 3HAYEHNE UMEET HE TO, YTO Bpar
3HAEeT WM He 3HAET, a TO, KaK 9TO BOCIIPUMET UIPOK. Ecm Urpok
He 3HaeT 00 9TOH JIOTUKE U He MOXKET 00 3TOM JOTalaThCs, 3HAUNT
9TO He MMEET HUKAKOro 3Ha4eHus. Takxke 0OpaTuTe BHUMAaHUE, 9TO,
BO3MOKHO, TOT JK€ UTPOK MJIH IPYTHE BPATH YKe TTOAOEPYT arTeuKy,
TIpesk/ie YeM Bpar NMpueT B MyHKT HagHavdeHus. [lo aToil mpuunne
B KaK/IOM KaJlpe Bpar JOJUKEH TPOBEPSATD, OCTYITHA JIN €lle Ha-
3HAUYEHHAs anTeyKa, M €CJU HeT — BBIOpaTh APYTYIO OIMKaiuyo
anTeuKy.
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O Crpoka 23: ecsan He 0CTATOCh OCTYIHBIX anTedeK WJIN YPOBEHD
3/10pOBbs ObLI BOCCTAHOBJIEH, Bpar BEpHeTcs B cocTosinue Idle.
Il obpaborku cocrosiiug SeekHealth HeoOXoaMMO HaiiTu B clrieHe
GJIVDKAIIIITYIO allTeuKy W BEPHYTh CCHUIKY Ha Hee. DTOT MOUCK Peasiay-
eTcst MeTojioM GetNearestHealthRestore, mpejacraBiiennl B jinctunre 7.13.

Nuctuhr 7.13. Peannsauuya metona GetNearestHealthRestore

01 // Vmer anreuxy, Ommxarmyo k o6bekTy Target

02 private HealthRestore GetNearestHealthRestore (Transform Target)

03 {

04 // TONyuUMTBH CHOMUCOK BCEX alTeder

05 HealthRestore[] Restores = Object.FindObjectsOfType<HealthRestore>();
06

07 // PaccTosHye 1o Ommxainumei
08 float DistanceToNearest = Mathf.Infinity;
09

10 // BruiOpaHHas amnredka

11 HealthRestore Nearest = null;

12

13 // TlepeGparh BCE anTeuyKu

14 foreach (HealthRestore HR in Restores)

15 {

16 // OmpemenuTh pPacCTOSHME OO INAHHOM ANTeuyKu

17 float CurrentDistance = Vector3.Distance(
Target.position, HR.transform.position);

18

19 // Ecnu maHHas anTeuka OJuke MNPENHIylelr, SaloMHUThL ee

20 if (CurrentDistance <= DistanceToNearest)

21 {

22 Nearest = HR;

23 DistanceToNearest = CurrentDistance;

24 }

25 }

26

27 // BepHyTb Oimkalumyno anTeuxky s null
28 return Nearest;
29 }

NTorn

Bech IpoekT peainsaiui KCKYCCTBEHHOTO HHTEJIJIEKTa, IPeACTaBIeHHbIIl
B 9TOIl IJIaBe, MOYKHO HAUTH B [AKETe ¢ IPUMEPAMU JJIs JaHHOM IJIaBhl,
B marnke ai. 51 peKOMEH/IYI0 OTKPBITh €ro U MPOTeCTUpoBath. Mcmob3o-
BaHMe KOHTPOJLJIEpA UTPhI OT MEPBOIO JIMIA [O3BOJISIET UTPOKY TIepeMe-
IATHCS 110 YPOBHIO, YXOAKUTh OT BParoB, a TaKyKe HaIlaJaTh, KOTAa Bparu
HAXOSATCS JOCTATOYHO OJU3KO, HaxKKMasl Ha KJIaBHILy I1pobesia, Kak Io-
KasaHo Ha puc. 7.25.
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Puc. 7.25. TectuposaHue knacca AL Enemy

EcTtp MHOTO BO3MOKHOCTEH AajbHelero yayuiieHus mnpoekrta. Ha-
IpUMepP, MOXKHO J00aBUTh HECKOJbKO THIIOB BPAroB, CO3aTh PasHble
CTPATETUH JIJIs KaXKJIOTO THIIA, OT HATIaIeHUsT U3 3aCabl 10 YMEHUS MPU-
TBOPSTBHCS MEPTBBIM, 1 T. /1. OJTHAKO, MBI MIPOIIJIN TOJTHH TTyTh U CO3/1a-
JIN ICKYCCTBEHHBIM MHTEJIEKT, OCHOBAHHBII HA KOHEYHOM aBTOoMaTe CH#,
a TakKe Ha KOHeYHOM aBTomare Mecanim /171l BOCIIPOU3BEIEHUS aHNMA-
nuii. B caemyroreii riaBe Mbl TOKWHEM MUP NCKYCCTBEHHOTO MHTEJIEKTa
1 nepeiiieM K PacCMOTPEHUIO HACTPOEK PeaKTopa, 4TOObI CAeIaTh pas-
paboTKy urp 6osee yao6HOI!
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HacTponka
peaakTopa Unity

Penaxrop Unity — 3TO MOIIHBIN, YHUBEPCATBHBIN NHCTPYMEHT /ISl pa3-
pabotkn urp. Ho nrorma mpu pa3paboTke BO3HUKAIOT CHUTYAIWH, KOTA
HEeOOXOMMBI HEKOTOPbIE 0coOble (DYHKIIMH PEeTaKTOPa, KOTOPBIE OH He
MOJKET BaM IIPEJOCTaBUTH, CBSA3AHHbIC € BAIIUMU IIPEANOYTCHUSIMU WUIU
¢ ocobeHHoCTAME pa3pabaThiBaeMoil Urpbl. Hanpumep, BaMm MOTYT MmoHa-
HOOUTHCST (DYHKIMU PEJIAKTUPOBAHUS IIyTeH, BO3MOKHOCTD TAKETHOTO
MePENMEHOBAHMS, THCTPYMEHTBI CO3/IAaHMS MeTel, Wi 4To-To ere. B Ta-
KUX CJIy4asiX BBI MOKETe MOCeTUTh MarasuH pecypcos Unity 7y momcka
noaxodux paciupennii. Ho u TaM Bbl MoskeTe He HAliTH TOTO, YTO BaM
HY>KHO. Tor/1a MOJKHO TIOIBITATBCS HACTPOUTD WM aJalITUPOBATh PeaK-
TOP, YTOOBI JIyUIlle TPUCHOCOOUTDH ero JuIs Bamux 1eneil. K cuacteio, cy-
[IECTBYET MHOTO ¢110c0060B HacTpoiiku Unity Kak UHCTPYMEHTA, U B 9TOU
rJlaBe Mbl OCHOBHOE BHUMAHWE y/I€JTUM 3HAKOMCTBY C KOHKPETHBIMU Me-
TOJIAMU TaKOI HACTPONKN. BO-1TepBBIX, MBI y3HAEM, KaK CO3/IaTh MHCTPY-
MEHT TTaKeTHOTO TlepenMeHoBanus Batch Rename st mepenvenoBamvist
HECKOJIbKUX BBIOPAHHBIX 0OBEKTOB B OJHOI omeparui. Bo-BTopbIX, Kak
CO3/IaTh TIOJIE TIBETOBON TAMMBI B MHCIIEKTOPE OOBEKTOB JIJIsT CMETTBAHVST
JIBYX I[BETOB IPU MOMOIIM MMOJ3YHKA. B-TPeTbUX, KaK 0TOOPA3UTD TJI0-
GasbHbie cBolicTBa C# B MHCIIEKTOPE OOBEKTOB U C/IE/IATh UX JIOCTYTHBIMU
JUIST YCTAHOBKY M TTOJTyYeHWs 3HaYeHNH. V1 HaKoHel], Kak MCIOIb30BaTh
arpubyTel C# 1711 CO3MaHust HHCTPYMEHTA JIOKAJIU3AIiU, KOTOPBIH 1mo-
3BOJIUT aBTOMATUYECKU MEHSTH SA3bIK (AHTJIMUCKU, (DPAHITY3CKUH U T. [1.)
BCEX TEKCTOB B UTPE HAKATUEM OJ[HON KHOTIKU.

MakeTHOe nepenmeHOBaHWe

ITpu cosmaHuy CIIEHBI ¢ MHOTOUNCJICHHBIME BparaMiu, OOHyCcaMu, DEKBU-
3UTAMU WU 9K3EMIUISIPAME IPYTUX OOBEKTOB, KaK MPABUIO, UCTONB3Y-
etcst hyHKIms kaornpoBanust 06bexToB (Ctrl+D). Ito mpusoauT K MMO-
STBJIEHUTO MHOJKECTBA OOBEKTOB € OANHAKOBBIMU nMeHamit. Camo 1o cebe
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nyOMpoBaHue UMeH He Oyjer ommOKOl, HO 9TO HEyZI00HO, TOTOMY YTO
[PUBOJUT K OTOOPAKEHUIO B TTAHEN UePAPXUH MHOTOUUCJIEHHBIX OOBEK-
TOB C OJIMHAKOBBIMU MMEHAMH, YTO HE TO3BOJISIET PasindaTh 0OBEKTHI MO
umeHaM. Kpome Toro, ipu norcke o6beKTa B ClieHapUHU ¢ MOMOIIBIO (QYHK-
K GameObject.Find OyzeT 1oydeH He Hy KHbI BaM KOHKDETHBIH 00b-
€KT, a OINH 13 0OOBEKTOB, UMEIOIIUX OJMHAKOBOE UMsI, Peruthb mpobiemy
MOJKHO, €CJIU TIPUATH KaKIOMY 00bEKTY YHUKaIbHOE UMs1. Ho 910 MOXKeT
3aHSATh MHOTO BPEMEHH, OCOGEHHO €CJIi TaKUX 00BEKTOB 0ueHb MHOTO. To
€CTb, BAM HYKEH HHCTPYMEHT AKETHOTO TIePEMMEHOBAHUS.

TeopeTryecky Takoil WHCTPYMEHT JOJIKEH MO3BOJISATH BRIOUPATH He-
CKOJIBKO OOBEKTOB B TIAHEJIN HEPAPXHU, & 3aTEM aBTOMATHUYECKHU TIepenMe-
HOBBIBATH UX, B COOTBETCTBHUY C MPABUJIOM HyMeparuu. [Ipobiema B ToMm,
gyT1o Unity nu3HauaapHO He OJIepsKuBaeT Takoil pyHkimu. Ho Mbl MoskeM
HaIlMCaTh ee KOJl CaMU, KaK 1ToKa3aHno Ha puc. 8.1.

[lng mavana coznatite manky Editor BHyTpr npoekTa. 1o BaxkHo. [Tarka
Editor siBisieTcst criennajJbHOM MANKOM, ITpeiHa3HauYeHHO! 7151 pa3Meliie-
HUS BCeX ClieHapueB HaCTPOMKHU pelakTopa. To ecTb, eciu Bbl IJ1aHUpyeTe
HacTpauBath pegakTop Unity, ybeaurecs, 4To Bee CIIeHApUK ¢ HaCTPOIKa-
MU HaxoATcA B narke Editor. He umeer 3HaueHus1, CKOJIbKO B BalleM I1po-
eKTe TalloK ¢ UMeHeM Editor, nMeeT 3HaueHUe TOIbKO HaJInuue XOTs1 Obl OJ1-
HOM marnku Editor u clieHapusg HACTPONKM B Hell, Kak MOKa3aHo Ha puc. 8.2.

[anee cosgaauM yTUJINTY IIAKeTHOTO IlepeMMeHOBaHus BatchRename
B BHUJIe TIOTOMKa KJiacca Scriptableliizard. ITOT Kiace cUYUTAETCS TTPEKOM
JIJIS1 BCeX KJIaCCOB HACTPOEK pe/lakTopa. Bee moposkieHHbIe 0T Hero KJ1acchl
JIEHICTBYIOT KaK IUAJIOTH, KOTOPBIE MOKHO BBI3BIBATh W3 IJIABHOTO MEHIO
Unity. Okno m060ro takoro guaaora Oyaer coaepkaTh HaOop BapUAHTOB,
BBIOMPAEMBIX TTOJIb30BATEIEM TIEPE] HasKaTHEM KHOIIKU TTOATBEPIKACHNS,
KOTOpasi 3aIyCKaeT BBITIOJHEHWE oniepaiuu. /[pyrumMu cioBamMu, KIacChl,
Hacsenyionme ScriptableWizard, ujeanbHO MOAXOAAT /I BBIIOJTHEHUS
Pa30BBIX OTEPAIil HaJl OHUM WU HECKOJIBKUMHU 00bEKTaMHU.,

O Bonee noppobHyto mHbopmaumio o knacce Scriptableliizard moxHo Haii-

TN B 3NIEKTPOHHOM gokyMeHTauuun Unity no agpecy http://docs.unity3d.com/
ScriptReference/ScriptableWizard.html.

B muctunre 8.1 mpuBoANTCS TTOTHAST pean3anust yTUINTHI TAKETHOTO
TTepenMeHOBAHMSI.

Jlnctuhr 8.1. YTunurta nakeTHOro nepenMeHoBaHns

02 using UnityEngine;
03 using UnityEditor;
04 using System.Collections;
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File Edit Assets GameObject Component Window Help

S [ [E]] [o9 pivot | © Global]

“=Hierarchy |

.= Hscene | P2 Animator € Game
Create = (orAll Textured 3| RGE | 2D | ) | Effects |-
Main Camera
MyObject_0 Batch Rename
MyObject_1
MyObject_2

Number of objects selected: 1
Script

i BatchRename
Base Name MyObject_
Start Number 0

Increment 1

s

Puc. 8.1. CospaHune paclumpeHns nakeTHoOro nepemmMeHoBaHns

M Project B E console
Create ~

hd

Favorites

Assets »

Editor

&5 Editar

Puc. 8.2. CospgaHue nanku Editor
191 BCEX CLLEHapneB HACTPOIKN peaakTopa
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06 public class BatchRename : ScriptableWizard

07 {
08
09
10
11
12
13
14
15
16
17
18
19
20

21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41

42
43
44
45
46
47
48
49
50
51

// Bazsosoe uMs
public string BaseName = "MyObject ";

// HaudaJsibHBIE HOMEP
public int StartNumber = 0;

// lar
public int Increment = 1;

[MenuItem("Edit/Batch Rename...")]
static void CreateWizard()
{

ScriptableWizard.DisplayWizard(
"Batch Rename", typeof (BatchRename) , "Rename") ;

// BeIBEIBAETCSH Py NIepPBOM INOABJIEHUM OKHAa
void OnEnable ()
{

UpdateSelectionHelper () ;

// Bu3eBaeTcs, koTma M3MeHseTcs o0JacTb BHOOpPa B CLEHEe
void OnSelectionChange ()
{

UpdateSelectionHelper () ;

// VI3MeHseT CuUeTuMK BHOPAHHHIX OOBEKTOB
void UpdateSelectionHelper ()
{

helpString = "";

if (Selection.objects != null)
helpString = "Number of objects selected: " +
Selection.objects.Length;

// TlepenMeHOBaHME
void OnWizardCreate ()
{
// Ecny Hu4ero He BHOpPaHO, BHIATHU
if (Selection.objects == null)
return;

// Texyumit mar
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52 int PostFix = StartNumber;

54 // UyKJ nepeuMeHOBAaHMS

55 foreach (Object O in Selection.objects)
56 {

57 O.name = BaseName + PostFix;

58 PostFix += Increment;

Hwoke mpuBOANTCS HECKOTBKO KOMMEHTAPUEB K JIMCTUHTY 8.1:

O Crpoka 03: pacmmpenue pemakTopa AOJKHO TOAKJIIOUATH MPO-
cTpaHcTBO MMeH UnityEditor, 4TOOBI MOJYYUTH JOCTYI K KJIACCaM
1 00bEKTAM PelaKToPa.

O Crpoxka 06: kmacc BatchRename Hacienyet He kiacc MonoBehaviour,
Kak OOJIBIIMHCTBO KJIACCOB B (hailyiax clieHapueB, a Kjacc Scrip-
tableliizard. Haciennukn kiacca Scriptableliizard npeacraBisior
coboii He3aBucuMbIe YTHUTH Unity, KOTOPbIe MOTYT OBITH BbI3bI-
BaTbCS U3 MEHIO TPUJIOKEHUS.

O Crpoxku 17-21: atpubyt Menulten ciayxut npedurcom QyHKIUU
Createliizard. OH ompezessgeT MyHKT B MEHIO TIPUJIOKEHUS U BbI-
3biBaer (yHkimio Createllizard miust orobpakeHus: okHa Batch
Rename (ITakeTHOE neperMeHoBaHUE).

O Crpokn 8-16: BbI30B Createllizard BbIBe/eT OKHO BatchRename.
B Hem OyayT comepsKarbess pefakTHpyemble MoJst /s BeeX 00-
HIEZIOCTYIIHBIX TIEPEMEHHBIX Kiacca (B HaIIeM CJIydae 3TO TOJA
Base Name (BasoBoe umst), Start Number (HauanbHbiit HOMED)
u Increment (I11ar)).

O Crpokn 45-60: Gpyuxima OnliizardCreate BbI3bIBAETCS KaK COObI-
THe, KOT/Ia 0JIb30BaTe b niesakaeT Ha kHomke Rename (Ilepenme-
HoBaTb) B okHe Batch Rename (ITakeTtHoe iepenmeHoBanue). VmMst
kHONKM Rename B manHOM cirydae 3amano B ctpoke 20. DyHKIus
OnWizardCreate mepebupaer Bce BbIOpAHHbBIE OOBEKTBI, ECIH TAKO-
Bble UMEIOTCS, U TIOCTIE/IOBATEIBbHO TIEPEUMEHOBBIBACT UX B COOT-
BETCTBUU CO 3HaUeHusaMu noJieii Base Name (basoBoe ums), Start
Number (Hauansubiii Homep) u Increment (I11ar), kak mokasaHo
Ha puc. 8.3.

YT00BI BOCIOIB30BATHCSI HHCTPYMEHTOM TAKETHOTO [IEPEMMEHOBAHUS,

[IPOCTO BbIOEpHTE TPYIILY 00OBEKTOB B CII€HE, a 3aTeM BbIOEpUTE MYHKT
Edit = Batch Rename (ITpaBka = [TakeTHOE NlepeMEHOBaHIE) B MEHIO
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Batch Rename
Number of objects selected: 3

Script I BatchRename
Base Name MyObject_
Start Number 1}

Increment 1

Puc. 8.3. MHcTpymeHT Batch Rename
(MakeTHOE NeEpenmMeHoOBaHME)

npusioxkenus. 3Hadenue 1mosss Base Name (basoBoe nmst) omnpepenser
CTPOKY, KOTOpast JIOJEKHA CTaTh MPE(hUKCOM [T BCEX MMEH OOBEKTOB,
a 3navyenue oyt Increment (I1lar) ompenensier BemmunHy n3aMeHeHUsT
cyeTymrKa mepes fobaBieHneM K 6a30BoMy UMEHU. 3HaueHue mosist Start
Number (HauanbHblii HOMED) CAYKHUT HauaJIbHBIM 3HAUECHUEM CUETUNKA,
KaK TI0Ka3aHo Ha puc. 8.4.

= Hierarchy | = | #Scene | 22 Animator € Game
Create ~ | (crAll Textured +| | RGB +|| 2D | 2 | <) | Effects -

Main Camera
MyObject_0

MyObject_1
| MyObject_2

Batch Rename

Number of objects selected: 3
Script Iz BatchRename @
Base Name MyObject_

Start Number 1]
Increment 1

Rename

Puc. 8.4. NepermeHoBaHMe 06BEKTOB C MOMOLLbIO NHCTPYMEHTa
Batch Rename ([lakeTHOe nepevmeHoBaHme)
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ATpnbyTtbl C# n pedpnexkcnsn

C a10TO MOMEHTA B JIaHHOI TJIaBe BCE PACHIUPEHUST PeakTopa OyayT
OCHOBBIBATHCST HA MOHATUSAX aTPUOYTOB U pedpieKcui. ITU MOHSATHS HE
SABJIAIOTCS CHIENUATBHBIME MOHATHAME it Unity, 510 6osiee obiime 1o-
HATUSA B UH(pOpPMATHKE, TIPOTPAMMUPOBAHIH, U TIPUMEHSIOTCS B TaKUX
a3pikax, kak C#, a taxke B dpeitmBopke .NET. IIpexkae uem mpucty-
MUTD K CIEAYIONEMY PACIIUPEHIIO, PACCMOTPUM aTPUOYTHI U CBSI3aHHOE
¢ HUMU TIOHsITUE pediekcnn Ha TpuMepe aTpubyTa Range, BCTPOEHHOTO
B Unity. BaristHuTe Ha cieyioniyio CTpOKy KoJa:

public float MyNumber = 0;

Ira obIeocTyMHAs TIepeMeHHast OyeT 0ToOpaKaThCsl B MHCIIEKTOPE
00BEKTOB B BUJE TOJIS PEAAKTUPOBAHMUS, YTO MO3BOJHUT MOJb30BATEIO
BBECTH B HETO JII0O0E IEHCTBUTETLHOE YUCJI0, YCTAHOBUB, TAKMM 00PasoMm,
3HaueHne mepeMeHHoi MyNumber, Kak moKasaHo Ha puc. 8.5.

| .= | ©® Inspector | U Lightmapping 5§ Navigation .=
@ ™ GameObject []static =
b Tag | Untagged 4| Layer | Default 3|
¥ .~ Transform [ %=
Paosition Ho Y0 Z0
Rotation Ho Y0 Z0
Scale X|1 N Z[1
¥ My Test Class (Script) @ %
Script li= MyTestClass @
My Number 0 e
b |

Add Component

Puc. 8.5. BBoa, AeNCTBUTENBHOMO YXACHA B UHCMEKTOPE 0OBbEKTOB

ITOro JI0CTaTOYHO [JI MHOTUX CUTYallui, HO MHOIJA KeJaTeJbHO
MMeTb BO3MOKHOCTD TIPOBEPATH BBOJ| HA TIPUHA/JICKHOCTD YMCJIA HEKO-
TOPOMY JMAIla30HYy 3HaYeHU . Bbl MoskeTe c/ies1ath aTo B KOJie, UCIIOb3Y s
ynkimio Mathf . Clamp, HO €CTh BO3MOKHOCTD ITPOBEPUTH BBO/I, UCIIOJIB3YSI
aTpubyT. Bel MOKeTE IPUKPENTh aTprOyT Range K BENIECTBEHHOI mepe-
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MeHHOU (MyNumber), 4ToObI 0TOOPA3UTh MOJ3YHOK B OKHE PEIaKTUPOBA-
HUS, KaK [I0Ka3aHO HUXKe:

[Range (0f,1£)]
public float MyNumber = 0;

O Bonee nogpobHyto nHdopmaumio 06 atpmbytax MOXHO HaTL B 3/1I€KTPOHHOWN
nokymeHTauum Unity no agpecy http://unity3d.com/learn/tutorials/modules/
intermediate/scripting/attributes.

TMocse TOTO Kak 3TOT KO/ OYAET CKOMITUINPOBAH, TOJE TTePEMEHHOIT
MyNumber B WHCIIEKTOPe OOBEKTOB OY/ET BBHITJISIETh WHAUYE — MOSIBUTCS
nuanasoH yucest Mexay 0 u 1, kak mokasaHo Ha puc. 8.6. O6parute BHU-
Mamue, 9TO BCe YNCa, 33/laBaeMble B arpnOyte Range B kauecTBe apry-
MEHTOB, JOJI’)KHBI UMETDh ABHbIC 3HAUYCHUA, U3BECCTHbIC HA MOMEHT KOMIIN-
JIATMNU, 1 HE MOTYT 6IJIT]J BbIpAKEHUAMU, 3aBUCAIINMI OT ITEPEMEHHDIX,
3Ha4Y€HNA KOTOPbIX MOTYT U3BMEHUTDHCA BO BPEM:A BBIITOJTHEHU . Bce 3nHa-
YCHUA anI/I6yTOB JTOJIKHBI 6bITb MN3BECTHBI HA MOMCHT KOMITUJIAITNH.

.= © Inspector | {Lightmapping 5 Navigation Fl oy
 [Gameobject []Static «
7" Tag [Untagged 4| Layer | Default : |
¥ .~ Transform @ %
Position Ho |0 Z0
Rotation Ho Y0 Z0
Scale H1 ¥ |1 Z(1
v @ My Test Class (Script) ﬁ £,
Script lix MyTestClass @
My Number I
Wi

Add Component

Puc. 8.6. Micnonb3oBaHue aTpnbyToB
D1 HACTPOWMKM 0TOBPaXKEHUSI B UHCNEKTOPE 0ObEKTOB

Tax kax e AefcTBYOT aTpruOyTHI? ECI KOPOTKO, aTPUOYTHI SIBJISIIOT-
€51 pa3HOBUIHOCTHIO METAJIaHHBIX, OHU JIeHCTBYIOT Kak MeTKu. [Iporpam-
MHUCTBI MOTYT TPUKPEIUTH aTpUOyT K KJIACCy, IEPEMEHHOW MU METO/LY,
4TOOBI CBSI3aTh ¢ HUMU JIaHHbBIE, KOTOPBIE CTAHYT U3BECTHBI KOMITUJISITO-
py. Cam atpubyT ¥MeeT TOJBKO ONUCATENbHBIN XapaKTep, OH HIUYero He
JIeJTaeT, 9TO TMPOCTO Aanibie. [10b3a aTPHOYTOB B TOM, 4TO KOJI, TOCTPO-
eHHbIll Ha ocHOBe (hpetiMBopka NET (nam Mono), nmeet BO3MOKHOCTD
«B3TJITHYTh Ha ¢e0sT CO CTOPOHBI», TO €CTh TPOCMOTPETD BCE KJIACCHI, THITBI
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JTAHHBIX U 9K3eMILISIPbI, IMEOInecs B iporpamme. JI7ist Kaskaoro o6beKkTa
B IIPOTPaMMe MOTYT OBITh 3alPOIIEHbI 1 TIPOCMOTPEHBI €r0 MeTajlaHHbIe
(aTpubyThI). DTa CIIOCOOHOCTH TIPOTPAMMBI «B3TJISTHYTh Ha ceOs CO CTO-
POHBI» Ha3biBaeTcst pediiekcreli (MM OTPaskeHUEM), 3TO TO K€ camoe,
4TO MOCMOTPETh Ha cebs1 B 3epkasio. KoHeuHo, mporpaMMa BUAUT cebst
He UCKaKEHHO, B 0OPaTHOM OTPaKEHWHU, a TPABUJIBHO, B TOM YHCJIE U BCE
cBOM MeTajiaHHble. 7151 OBICTPOTO 3HAKOMCTBA ¢ PedhiIeKCHel paccMOTPUM
CTEIYIONIMH TpUMep B JIUCTUHTE 8.2. DTOT KO/ TIEPEUNCTISIET B IIUKJIIE BCE
KJIACCHI TPOEKTa, BO BCEX MCXOAHBIX (haitax. Obparute BHUMAHUE, YTO
OH TIEPEYHCISIET HE TOJTBKO BCE HK3EMILISPBI KJIACCOB B CIIEHE, HO U CaMU
KJIACChI (TO €CTh, 00Pa3HO BBIPAKASICh, AETAET KCEPOKOIIUIO).

Jlnctuhr 8.2. O6x04 BCEX KNacCoB B MPOEKTe

01 using UnityEngine;

02 using System.Collections;

03 using System.Reflection;

04 using System;

05

06 public class MyTestScript : MonoBehaviour
07 {

08 // DTOT METOX BHIIOJHAET MHMUMATMBALNIO
09 void Start ()

10 {

11 // OBoiTy BCe KJaCCH B COOpKe

12 foreach(Type t in Assembly.GetExecutingAssembly () .GetTypes())
13 {

14 Debug.log (t.Name);

15 }

16 }

17 }

Huxe npuBoMTCS HECKOJBKO KOMMEHTAapUeEB K JTUCTUHTY 8.2:

O Crpokn 03-04: HeOOXOMMMO MOAKIOUUTE TPOCTPAHCTBA MMEH
Systemu System.Reflection, HOTOMY 4TO OHM COEPIKAT KJIACCHI U 0OB-
eKTbI, HeOOXOAMMbIE JIJIs IoCTyTIa K Mexanusmy peduiekcun B NET.

O Crpoxka 12: aror 1k foreach BBIIOJHAET 00X0/ BCEX KJIACCOB
(TUIIOB) B aKTUBHOI cOOpKe (TO €CTh B CKOMITUIMPOBAHHOM KOJIE,
B TOM YHMCJIe ¥ BO BeeX (pailax ciieHapueB, CO3JAHHBIX MTOJTh30Ba-
TeJeMm).

Bbr MoskeTe cenath elne mar BIepes W, HallpuMep, BMECTO TIepeyunc-
JIEHUS BCEX THUIIOB, KaK IMOKA3aHO B JIMCTUHTE 8.2, TIepPeYrCTIUTh METO/IbI,
CBOICTBA M nepeMeHHblIe (T10J151) olpeiesIeHHOro Thna. PaccmoTrpum cie-
JYIOIIUN [IpUMep B JIUCTHHTE 8.3, KOTOPBIN MepeuncsieT Bee 00Meno-
CTYITHBIE TIePEMEHHbBIC YKA3aHHOTO TUTIA.
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Jlnctunhr 8.3. O6x04 Bcex 06LeA0CTYMHbIX MEPEMEHHbIX
// TlepeuucrngeT Bce OOWENOCTYIHHE [EPEMEHHHE Kijlacca t
public void ListAllPublicVariables (Type t)
{
// OGoiTy BCce OOWENOCTYIHEE [epeMeHHbE
foreach(FieldInfo FI in t.GetFields (
BindingFlags.Public | BindingFlags.Instance)

// BbBECTM ¥MMS NEPEMEHHOM
Debug.log (FI.Name);

O Bonee noapobHyid MHGOPMALMIO O MOPa3pPsAHbIX Onepauusx, UCMonb3ye-
MbIX B 3TOM MNpuUMepe, MOXHO HanTu no agpecy http://www.blackwasp.co.uk/
CSharpLogicalBitwiseOps.aspx.

I/I, CaMO€ BasKHOE, MOKHO ITEPEUYUNCITUTD anI/I6yTI)I, Ha3Ha4Y€HHbIC TUITY.
ITO TIO3BOJIUT IOJIYYUTb ME€Ta/laHHbIC THUIIa 1 ITPOCMOTPETDH €Iro CBOICTBA
BO BPE€Ms BbIITOJTHEHN S, KaK ITIOKa3aHO B JINCTUHTE 8.4.

Nnctunr 8.4. O6xon aTprbyTOB TUNA

01 public void ListAllAttributes(Type t)

02 {

03 foreach (Attribute attr in t.GetCustomAttributes (true))
04 {

05 // OBOWTM BCE HaMIEHHHE ATPUOYTH
06 Debug.log (attr.GetType());

07 }

08 }

JluctuHr 8.4 IeMOHCTPUPYET BO3MOKHOCTD TIOJIyYEHUs BCeX aTpuOy-
TOB [IJISI 33JIaHHOTO THUIIA JJAHHBIX BO BPEMsI BBITIOJHEHUS. JTO 3HAYUT,
YTO THUIIBI JJAHHBIX U TIePEMEeHHbIE MOTYT UMETh MeTaJlaHHbIe, CBI3aHHbIE
C HUMH, KOTOPbIe MOKHO M3BJI€Yb W MUCIOJIb30BATH JIJIST IPUHSATHS peliie-
HUIT, Kacatomuxcs 00paboTKU 3TUX 0GBEKTOB. ITO MOIIHOE CPEACTBO I
COB/IaHUS PACHINPEHNIT PeJAKTOPa, IIOTOMY 4TO, CO3/IaBasi COOCTBEHHbIE
aTpuGyThl, KOTOPbIE MOKHO TIPUCOEANHATH K TUIIAM JaHHBIX 1 [IePEMEeH-
HBIM, MBI MOKEM MHTEIPUPOBATh HaIll KO ¢ pegakropom Unity 6e3 uame-
HEHUSI ero JIOTMYeCKON CTPYKTYPBI U He Hapyias ero paboThl. To ecTh Mbl
CMOJKEM, IOMETHUB [IepeMeHHbIe aTpUOyTaMu, HACTPOUTh UX 0TOOpasKeHMe
B pegaktope Unity 6e3 HapyllleHUsT ero JJOTUKU U CTPYKTYPhL. [Janee Mbl
VBUIMM, KaK CO3[aTh I10JIb30BATEJbCKIE aTPUOYTHI JIJIsI HACTPOIKU pe-
JIAKTOpA.
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CmewmnBaHne uBeToB

AtpubyT Range, paccMaTPUBABIIUIICA BBIIIE, MOKHO TIPUCOEMHUTD K Iie-
JIOMY WJIH JIEHCTBUTEIbHOMY YMCITY TIPH €10 OObABIEHUH, YTOOBI OTPaHU-
YUTh AUATIA30H 3HAYEHUH, TOCTYTHBIX /17151 BBo/a B pefakTope Unity. [Ipu
ATOM peflakTupyemoe Tose B pefakrope Unity Gymer 3aMeHeHO MOI3yH-
KOM, OTPAaHUYMBAIONINM JMANA30H JOTYCTUMBIX 3HAUYCHUN TIepEeMEHHOM.
ITO, KOHEYHO, HUKAK He MOBJIUACT Ha IPUCBAMBAHNE TIEPEMEHHDBIM 3Ha-
YeHUl B IIPOrPaMMHOM Kojie. Bo Bpemst BbimosiHeHUsT aTpubyT Range He
MMeeT HUKaKOH cuiibl. ATpuOyT Range omnpesiesisieT mpejcraBaetnne ooiie-
JIOCTYTIHBIX MEPEMEHHBIX B MHCIIEKTOPE OOBEKTOB ¥ YIIPABJISAET BBOIOM
UX 3HAYEHWH TT0Jb30BaTesIeM. 3a KyJcaMu kiacc Editor mosydaer o0b-
eKT aHHBIX Attribute ¢ moMoOMIBIO MexaHU3Ma pedeKcuu, 4ToObI oTpe-
JEJTUTD TIOPSIIOK OTOOPAsKEHUS B UHCIIEKTOPE 0OBEKTOB.

ATtpubyT Range Xopomio MoaxoauT st uncest. Ho Gbuio 6b1 3/10pOBO
pacIpoCcTpaHuTh €ro AeicTBUe W HA JIpyTue TUIbI JaHHbIX. Hampumep,
4acTo npuMeHsaeMblil a(pheKT CMEHBI 1[BETOB, TAKOH KaK BBII[BETAHUE OT
YEepHOTO /10 TIOJIHOM TIPO3PAYHOCTH, € 1EbI0 co3ianus a(DheKToOB Mm1aB-
HOTO TOSIBJICHUS U TIOCTETIEHHOTO PACTBOPEHNUS IIPU CMEHE CIIeH. ITO Ha-
3bIBaeTCS JUHEHHON nHTepHosAiueil 11BeToB. IIpomMekyTOUHbIN 1IBET Te-
HepUpyeTcs Kak CMech JIBYX IIBETOB € UCIOJBb30BAHUEM JICHCTBUTEIBLHOTO
3HaYEHUS HOPMAJIU3AINH, 33/[aBaeMOT0 3HaueHneM mosdynka (ot 0 o 1).

CootBercTByToIiee CBOMCTBO Inspector /71 9TOTO THIA TAHHBIX MOT-
JI0 OBl YIIPABIATHCSA MOJ3YHKOM, TI0 aHAJIOTHU ¢ aTpubyTom Range, u ocy-
MECTBJIATH MHTEPIIOJAIHIO I[BeTa B inana3one ot 0 710 1, Kak MOKa3aHo Ha
puc. 8.7.

& Inspector W Lightmapping o=
[ [ColorBlender []static «
v Tag | Untagged # | Layer | Default $
¥ .~ Transform @ %,
Position ®o Y0
Rotation X0 Y0
Scale Kl Tl
v [G| cColor Adjuster (Script) @ =
Script i Coloradjuster o
color Lerp I
lag
l Add Component ]

Puc. 8.7. JlnHeiHas nHTepnonaums oByx LLBETOB
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B cymiHocTH, HaM HY’KHO HACTPOUTH PEAAKTOP TaK, YTOObI BCIKUN
pas, Koraa B ClleHe BLIOWPAETCsT 00BEKT, COMEPIKATIIH 0OTIETOCTYITHYIO
MepeEMEHHYIO OTIPEIEIEHHOTO THUTA, OH HYKHBIM 00pazoM OToOpaskas
3Ty TEPEMEHHYIO B WHCIEKTOPE O0HEKTOB. ITO TO3BOJUT MOGABISTEH
CBOU BJIEMEHTBI YIIPABJICHUS B HHCIIEKTOP 0OBEKTOB U TIPOBEPSITH BBOIU-
Mbie B HeM JaHHbie. UTOOBI HAYaTh PEaTU3aIliio0 STOH 3aauu, CO3/Ma M
110JIb30BaTEJ]bCKUI KJIacC U OIlpejle/IuM BCe JJaHHble I CMELIMBAHUA
nBeroB. Ham morpebyrorest yeThipe mepeMeHHble. J[Be mepeMeHHbIe [T
TpaHNYHBIX 1BeTOB SourceColor m DestColor. ITepemennas BlendFactor
IJISL IeCTBUTENIBHOIO Ync/a B Aualazone Mexay 0 u 1 (Hadano U Ko-
HEIl), OTIPeIesITIONIero MPOMeKyTOUHBIH 11BeT. 1, HaKoHeT, mepeMeHHast
175t pesyJsibtaTta BlendedColor. I[ToHOe onpenesiennie Kacca MPUBOIATCS
B jctunre 8.5.

NucTtuhr 8.5. Knacc cmellBaHms LIBETOB

[System.Serializable]

public class ColorBlend : System.Object

{
public Color SourceColor = Color.white;
public Color DestColor = Color.white;
public Color BlendedColor = Color.white;
public float BlendFactor = 0f;

Tak kak kiacc ColorBlend umeer arpubyr [System.Serializable], Unity
aBTOMATHUYECKH OTOOPasKaeT KJAacC M ero OOIIeA0CTYIIHbIE YIeHbl B UH-
ciiekTope 00bekToB. ITo ymomyanuio OyayT oToOpaskeHbl Bee 00Ieno0-
CTyIHbIE YieHbl Kiacca ColorBlend, a mojie BlendFactor Gyaer npejcrasJie-
HO B BU/E 110JIs1 BBOJA Yrces1 Oe3 IPOBEPKH PUHAJIEKHOCTH [UATIA30HY
ot 0 710 1, kak nmokazaHo Ha puc. 8.8.

JlaBaiite Tenepb HaYHEM HACTPOIKY OTOOPasKEHKS TOTO KJAACCa B MH-
criektope 00bekToB. Co3annM HOBBIN Kiace atpubyra ColorRangeAttri-
bute, kak 1mokasaHo B jauctuHre 8.6.

Jnctunr 8.6. Knacc atpmbyta ColorRangeAttribute

01 public class ColorRangeAttribute : PropertyAttribute

02 {

03 A
04 public Color Min;

05 public Color Max;

06 [ =
07 public ColorRangeAttribute (float rl, float gl, float bl, float al,
08 float r2, float g2, float b2, float a2)

09 {
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10
11
12
13
14 }

-—= e Inspector | W Lightmapping & .=
M [ColorBlender []static «
b Tag | Untagged | Layer | Default s
¥ .~  Transform @ %
Position o Y0
Rotation X0 Y0
Scale X1 Tl
¥[& Color Adjuster (Script) @ %
Script - ColorAadjuster o]
¥ My Color Blend
Source Color [ | 2
Dest Color P
Blend Factor 0.335
Add Component ]

Puc. 8.8. OTobpaxeHune knacca Color Adjuster NO ymMony4aHuo
1 NSBMEHEHNE ero CBONCTB

this.Min = new Color(rl, gl, bl, al);
this.Max = new Color(r2, g2, b2, a2);

Hwke mpuBoANTCS HECKOTIBKO KOMMEHTAPUEB K JIMCTUHTY 8.6:
O Crpoxka 01: kyacc ColorRangeAttribute ompezenser CTPyKTypy Me-

TaJ[AHHBIX, KOTOPOU MOKHO OTMEYaTh J[PyTHe TUIBI JaHHbIX. O6-
paTuTe BHUMAHUE, YTO OH HAcJeyeT Kiacc PropertyAttribute. Ato
3HAYUT, KPOMe BCEro ocTajJbHOro, 4yTo ColorRangeAttribute sBiis-
€TCs1, IPEKJIE BCETO, CTPYKTYPOil aTprOyTOB M METAaHHBIX, a HE
006bruHbIM Ki1accoM. OH He ITpeiHa3HAYEH JIJIST CO3/IaHsI 9K3EMILISI-
POB, KaK CTaH/IapTHBIH KJacc.

Crpoka 07: arpubyr umeer (DYHKIMIO-KOHCTPYKTOP, KOTOPbIiL
IIPUHUMAET BOCEMb BeIlleCTBEHHbBIX YU CEJI, OIIPECIAIONINX KaHAJIbI
RGBA ucxoznnoro u konednoro nsetos. OHu OyayT UCIIOIb30BATh-
Cs1 TOJIBKO MPH TIPUCOEAUHEHNN aTPUOYTA K TIEPEMEHHOIL.

Terepb Mbl HATIUIIIEM KJIACC, 00bsIBUB 9K3eMILIsIp ColorBlend ¢ arpuly-
ToM ColorRangeAttribute. [axke ceituac gobasienue arpubyra ColorRange-
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Attribute, o cyTH, HIUETro He MEHSET, TOTOMY YTO KJIacC peflakTopa JJist
ero 06paboOTKH ellle He HAmucaH. Mbl MOKEM YBUIETh 9TO B CJAECAYIONEM
KOJE:

public class ColorAdjuster : MonoBehaviour

{
[ColorRangeAttribute (1£,0£,0£,0£, 0f,1£f,0f,1f)]
public ColorBlend MyColorBlend;

}

Cosnanne kiacca Editor aus oroOpaskenus ColorBlend B MHCIIEKTO-
pe 00bEKTOB B BU/E TIOJI3YHKA BKJI0YaeT 06paboTKy Kiaacca ColorRange-
Attribute. B wacrtHoctu, Unity mnpeaiaraer pacuimpsieMbiii 6asoBbiii
Kjacc PropertyDrawer, OT KOTOPOTO MOKHO HACJEIOBATh HOBBIE KJIACCHI
U TIEPEOIPEENATh B HUX ClIoco6 0TOOpaskeHusT JIF0ObIX aTpubyTOB B MH-
criekrope 00bekToB. IIpoiie roBopst, Kiaace PropertyDrawer II03BOJISIET Ha-
CTPOUTH TIPOPHUCOBKY MHCIIEKTOPA JIIST BCEX MEPEMEHHBIX, OTMEUYEHHBIX
ob6uM aTpubyTom. Mtak, cospaiite B nanke Editor mpoekTa HOBBIN KJacce
ColorRangeDrawer, KaK TTOKa3aHO B JTUCTHUHTE 8.7.

Jnctuhr 8.7. Knacc ColorRangeDrawer
01 using UnityEngine;
02 using UnityEditor; //Be sure to include UnityEditor for all

extension classes
03 using System.Collections;
04 |/ /==
05 // Arpmbyr CustomPropertyDrawer, mnepeonpenessoumi

oTobpaxenne Bcex uneHoB ColorRangeAttribute
06 [CustomPropertyDrawer (typeof (ColorRangeAttribute)) ]
07 public class ColorRangeDrawer : PropertyDrawer
08 {
09 ettt it
10 // CobmTMe BHBHBaeTcCsa pemakTopoM Unity mms
oToDpaxeHMs 3JIEMEHTOB I0JIb30BATEJILCKOTO MHTepdeiica
11 public override void OnGUI (Rect position,
SerializedProperty property, GUIContent label)

12 {
13 // TonyunMTh aTpubyT OMANa30HA LBETOB
14 ColorRangeAttribute range = attribute as ColorRangeAttribute;
15
16 // IoGaBMThb NONNVCH B MHCIEKTOP OOBEKTOB
17 position = EditorGUI.PrefixLabel (position,
new GUIContent ("Color Lerp"));
18
19 // OnpemenuTh pa3MepH LBETHHX NPSAMOYTOJILHMKOB ¥ [OJI3YHKOB
20 Rect ColorSamplerRect = new Rect(position.x, position.y,

100, position.height);
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21

22
23
24

25
26
27

28
29
30

Rect SliderRect = new Rect (position.x+105, position.y,
200, position.height);

// BHIBECTM LBETHBE NPAMOYTOJIbHUKA
EditorGUI.ColorField(ColorSamplerRect,
property.FindPropertyRelative ("BlendedColor") .colorValue) ;

// BHEBECTM I[OJ3YHOK

property.FindPropertyRelative ("BlendFactor") .floatValue =
EditorGUI.Slider (SliderRect,

property.FindPropertyRelative ("BlendFactor") .floatvValue, 0f, 1f);

// OBHOBUTb Pe3yJbTAT CMEUMBAHMSA B 3aBUCMMOCTM OT IOJIOXEHMS MOJI3YHKA
property.FindPropertyRelative ("BlendedColor") .colorValue =
Color.Lerp(range.Min, range.Max,

property.FindPropertyRelative ("BlendFactor") .floatValue) ;

Hwoxe mpuBoANTCS HECKOTBKO KOMMEHTAPUEB K JIMCTUHTY 8.7:

o

Crpoka 01: arpubyr CustomPropertyDrawer HCIOJIB3YETCsl, YTOObI
cBsi3aTh KJacc PropertyDrawer ¢ arpubyrtom ColorRangeAttribute.
Penaxtop Unity npumeHseT 2T MeTaflaHHBIE 78 ONpe/eeHusS
TUIOB, TPeOYIOIUX 0c000ro OTOOPaKEHS B UHCIIEKTOPE 00bEK-
ToB. B anHOM ciryuae Bce uienbt ColorRangeAttribute OyayT mpo-
pHucoBaHbI BpyuHyIo, (hyHkimeit OnGUI kiacca PropertyDrawer.
Crpoxka 11: nepeonpesienisiercst pyHKIms: OnGUI 6a30BOTO KJracca,
peanusyionas oTobpaskeHue Bcex Tmosieit arpubyra ColorRange-
Attribute B mHCcmekTope 00bekTOB. Kitace EditorGUI — aT0 BeIo-
MoOTaTeJbHBIM Kjacc pezpakrtopa Unity, npeaHasHadyeHHBIH 71
IIPOPUCOBKY 3JIEMEHTOB MHTep(deiica, TaKUX KaK KHOIKH, TEKCTO-
BbIE MOJIsE U TTOA3YHKHU. Bosee 1oapobHyo nudopMaimio o Kiacce
EditorGUI MokHO HAWTH B 3JIEKTPOHHOU sokyMeHTannu Unity mo
anpecy http://docs.unity3d.com/ScriptReference/EditorGUI.html.
Crpoka 14: ¢pyuxius OnGUI BbI3bIBAETCS OAMH Pa3 It KasK0TO
YHUKAJIBHOTO YJIeHa, 0TOOPaKaeMOTO B HHCIIEKTOPE OOBEKTOB, BO3-
MOKHO MHOTO pa3 B CEKyHJY. 3/IeChb U3BJICKAIOTCS JIaHHbIC aTpH-
Gyrta ColorRangeAttribute, 4To JaeT HAM JIOCTYIT HEITOCPEICTBEHHO
KO BCEM 4YJIeHaM TEKyIero orobpaxkaeMoro obbekra. YTobbl 1mo-
JIYIUTH JIOCTYII K TEPEMEHHBIM CaMOro 00beKTa (JIJIs1 YTEHUsT 1 3a-
CH ), HeOOXOAUMO HCIOJIb30BaTh apryMeHT SerializedProperty,
Kak, HarpuMmep, B Metojie FindPropertyRelative. Bosee moapobHyo
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nH(pOPMATIITIO MOKHO HAWTH B AJIEKTPOHHOM ToKyMeHTaruu Unity

o agpecy
Property.html.

http://docs.unity3d.com/ScriptReference/Serialized-

O Crpoka24:znecbuaneecnoMolnbioyHKIMUFindPropertyRelative
U3BJIEKAIOTCS OOIIEI0CTYTTHBIE TlepeMeHHbIe SourceColor, DestColor
u BlendedColor BEIOpaHHOTO OGBEKTA, U YCTAHABJIMBAIOTCS UX 3HA-
YEHWUS, B 3aBUCHUMOCTH OT TIO3UIUHN ITOJI3YHKA.

O Bonee noopo6Hyio nHPopmaumnio o knacce PropertyDrawer MOXHO HawlTw
= B 9NeKTPOHHOM pokymeHTaumm Unity no agpecy http://docs.unity3d.com/
Manual/editor-PropertyDrawers.html.

B smcrunre 8.7 mepeonpeensercs MpoprucoBKa B MHCIIEKTOPE 00beK-
TOB JITOGBIX 9K3eMILIAPOB ColorBlend, orMeyeHHbBIX aTpuGyTOM ColorRange-
Attribute. 10 obecrneynBaeT MPOCTOIl ¥ yAOOHBI B MCIOJIb30BAHUN
cnocob co3faHusd CMellaHHbIX 1[BeTOB. IIOMHNTE, 4YTO HAYaJbHBIA U KO-
HEYHBIIT I[BeTa MOJKeTe CeIaTh OOIIEeJOCTYITHBIMHU, sl OTOOPasKEHUST UX
B MHCIIEKTOPE OOBEKTOB, KaK M0Ka3aHo Ha puc. 8.9.

| ® Inspector | 4 Lightmapping & =
4 M ColorBlender []static
7" Tag [untagged # | Layer | Default %]
¥ .~ Transform ﬁ £,
Position ] Y0
Rotation x|0 ¥ (0
Scale H1 ¥l
¥|@  color Adjuster (Script) &
Script = ColarAdjuster @
Color Lerp 5} N
i ]
add Component ]

Puc. 8.9. Co3paHune otobpaxeHus ColorBlender
ons knacca ColorBlend

OTobparkeHne cBoONCTB

ITo ymosyanuio MHCIEKTOP 0OBEKTOB OTOOPasKaeT BCe OBIIEOCTYITHBIE
nepeMeHHble Kiacca, Ho B pexkume Debug GyayT Takske oToOpaskaThest
JIOKaJIbHbIE TIepeMentbie. KpoMe Toro, JIoKaibHbIe TiepeMeHHble 0ToOpa-
JKAIOTCS, €CJI OTMETUTD UX aTprbyToM SerializeField (em. puc. 8.10).
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| © Inspector | 4 Lightmapping & =
¥ [GameObject []static -
. Tag | Untagged # | Layer | Default 3|
¥ .~ Transform @ %
Position X0 Y0
Rotation H0 Y0
Scale X1 Y1
v|@ Larger Class (Script) @ %,
Script ' LargercClass @
MyIntProperty gl
MyFloatProperty 4]

MyColorProperty I

Add Component ]

Puc. 8.10. JocTyn kK CBOWMCTBAM U3 MHCMEKTOpa 06bekToB

Opnaxko cBoiictBa C# HUKOra He 0TOOPAKAIOTCS B UHCIIEKTOPE 00b-
eKTOB HU 110 yMOJIYaHuio, o B pesknmax Release i Debug. Kak yike
rosopuiioch B r1aBe 1 «Ocnosot C# Unity», cBolictBa C# peann3oBatbl
Kak (pyHKIUM focTyna K mepeMeHHbIM. OHU MOTYT BBITIOJHSATH TPOBEPKY
B KayK/ION omeparuu get u set, MOTOMY UTO Kak/asi onepanus get m set
BJIeveT 3a c0OO0il BBI30B BHYTpeHHEH GyHKIII. TeM He MeHee, He3aBUCHMO
OT OrpaHUYeHn HHCIEKTOpa 00bekToB Unity, MOJKHO HAITUCATh PACIIN-
peHHe peakTopa, KoTopoe 06ecednT 0ToOpaskeHre BCeX CBOUCTB Kiracca
B MHCIIEKTOPE OOBEKTOB ¥ TIO3BOJUT TI0Jy4YaTh U YCTAHABJIMBATH 3HAUE-
HUs HerocpencTBeHHO. O6 3TOM TOAPOOHO PacCKasbiBaeTCs B JaHHOM
paszesie. V1 cHoBa MbI Oy/IeM OITUPAThCST Ha MEXAHU3M pedIieKcru.

O Bonee noopobHyio uHdopmaumio o knacce SerializeField moxHo HanTh

B 9NeKTPOHHOM pokymeHTaumm Unity no agpecy http://docs.unity3d.com/
ScriptReference/SerializeField.html.

Barsgnure Ha mpuMep B siuctunre 8.8, KOTOPBIN COJEPKUT HECKOJBKO
CBOIICTB.

JincTtuHr 8.8. Knacc ¢ HeCKONbKMMN CBOCTBAMU

using UnityEngine;
using System.Collections;
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[System.Serializable]
public class ClassWithProperties : System.Object
{

// Kjacc C HECKOJBbKUMMU CBOMCTBAMU

public int MyIntProperty

{
get{return myIntProperty;}

// BLHIIOJIHMTEH NPOBEPKY NPUCBAMBAEMEHX 3HAUEHMIA
set{if (value <= 10) myIntProperty = value;else myIntProperty=0;}

public float MyFloatProperty

{
get{return myFloatProperty;}
set{ myFloatProperty = value;}

public Color MyColorProperty

{
get{return myColorProperty;}
set{ myColorProperty = value;}

// JloKaJibHEE YJIeHH

private int myIntProperty;
private float myFloatProperty;
private Color myColorProperty;

IToT Kace OyIeT UCIIOIb30BaThC BHYTPU APYTOTO Kjlacca B KauecTBe
001 I0CTYITHOI TIepeMEeHHOH, KaK MoKa3aHo B iucTutre 8.9.

Jlnctuhr 8.9. Micnonb3oBaHue ak3emMmnigpa kacca B KayecTBe
006L1e10CTYMHOM NEPEMEHHOM

using UnityEngine;

using System.Collections;

public class LargerClass : MonoBehaviour

{
public ClassWithProperties MyPropClass;

}

ITo ymosraanuio 00MIex0CTYIHBIH uieH MyPropClass (XOTs U OTMeUeH-
HBI Kak System.Serializable) He oTOOpasKaeT CBOMX YIE€HOB B MHCIIEKTO-
pe 00BEKTOB. DTO CBS3AHO C TeM, UTO JJist cBoicTB C# He MpesycMoTpeHa
BCTpoeHHas nojyiepskka (cm. puc. 8.11).
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© Inspector | 4 Lightmapping =
o [Gameobject []static -
™ Tag [Untagged | Layer | Default $ |
¥ .~ Transform @ %
Position X0 Y0 Z[0
Rotation bl Y0 Z0
Scale X1 Y1 Z(1
v | Larger Class (Script) (@ %
Script v LargerClass o]
My Prop Class N
e ]

Add Component ]

Puc. 8.11. o ymonyaHuio MHCNEKTOP 0ObEKTOB
He oToOpaxaeT cBoricTBa C#

Yro0bI PeruTh 3Ty MPOGIEMY, MOKHO BEPHYTBHCS K KJIaccy Property-

Drawer, CBsI3aB €T0 HA TOT Pa3 C OIMPEIETEHHBIM KJIACCOM, a He ¢ aTpuldy-
TOM, Kak mokasamo B auctunre 8.10.

JNnctmHr 8.10. BcnomoratenbHbIN knacc Ans oTobpaxeHus
00LLLEe0CTYMNHbIX CBOMCTB

01
02
03
04
05
06
07
08
09
10
11
12
13
14
15
16
17

// BCHIOMOTATEJBHEN KJIACC I OTOOpaxeHus OOWENOCTYIIHEX CBOMCTB

using UnityEngine;

using UnityEditor;

using System.Collections;
using System.Reflection;

[CustomPropertyDrawer (typeof (ClassWithProperties))]
public class PropertyLister : PropertyDrawer
{

// BHCOTa MaHenu MHCIEKTOPa OOBEKTOB

float InspectorHeight = 0;

// BricoTa OOHOM CTPOKM B NMKCEJAX
float RowHeight = 15;

// TpoMexyTOK MeXIy CTPOKaMu
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18 float RowSpacing = 5;
19
20 // Orobpas3muTh CBOMCTBO B Npelesax 3amaHHOTO NPSAMOYTOJIbHUKA
21 public override void OnGUI (Rect position,
SerializedProperty property, GUIContent label)
22 {
23 EditorGUI.BeginProperty(position, label, property);
24
25 // TIoJIyunuTb OBBEKT IO CCHUIKE
26 object o = property.serializedObject.targetObject;
27 ClassWithProperties CP =
o.GetType () .GetField (property.name) .GetValue (o) as
ClassWithProperties;
28
29 int indent = EditorGUI.indentLevel;
30 EditorGUI.indentLevel = 0;
31
32 // Paszmerka
33 Rect LayoutRect = new Rect (position.x, position.y,
position.width, RowHeight);
34
35 // HaiiTu BCe CBOMCTBa OOBEKTA
36 foreach(var prop in
typeof (ClassWithProperties) .GetProperties (
BindingFlags.Public | BindingFlags.Instance))
37 {
38 // Ecnu LeJounciieHHOe CBOMUCTBO
39 if (prop.PropertyType.Equals (typeof (int))
40 {
41 prop.SetValue (CP, EditorGUI.IntField(
LayoutRect, prop.Name, (int)prop.GetValue(CP,null)), null);
42 LayoutRect = new Rect (LayoutRect.x,
LayoutRect.y + RowHeight+RowSpacing,
LayoutRect.width, RowHeight);
43 }
44
45 // Eciu BemecTBEHHOE CBOMCTBO
46 if (prop.PropertyType.Equals (typeof (float)))
47 {
48 prop.SetValue (CP, EditorGUI.FloatField(LayoutRect,
prop.Name, (float)prop.GetValue (CP,null)), null);
49 LayoutRect = new Rect (LayoutRect.x,
LayoutRect.y + RowHeight+RowSpacing, LayoutRect.width, RowHeight);
50 }
51
52 // Eciu CBOMCTBO XPaHUT 3HAUYEHME LBeTa
53 if (prop.PropertyType.Equals (typeof (Color)))
54 {
55 prop.SetValue (CP, EditorGUI.ColorField(LayoutRect,

prop.Name,

(Color)prop.GetValue (CP,null)),

null);
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56 LayoutRect = new Rect (LayoutRect.x,
LayoutRect.y + RowHeight+RowSpacing, LayoutRect.width, RowHeight);

57 }

58 }

59

60 // OCHOBUTB BEICOTY MHCIEKTOPA

61 InspectorHeight = LayoutRect.y-position.y;

62

63 EditorGUI.indentLevel = indent;

64 EditorGUI.EndProperty();

65 }

66 [ == e e

67 // Bo3BpamaeTr BEHCOTY [OJIg B MMUKCENIX

68 // 3T0 Heobxommmo, uTOCH M30eXaTb HAJIOKEHMS IOJeM OPyT Ha IpyTra

69 public override float GetPropertyHeight (
SerializedProperty property, GUIContent label)

70 {

71 return InspectorHeight;

72 }

73 [ ==

74}

75 //====—mmmmm e

Huke npuBouTest HeCKOJIbKO KOMMeHTapueB K auctunry 8.10:
O Crpoxka 08: obpaTuTe BHUMaHMe, 4TO arpudyT CustomPropertyDrawer

TEnepb CBsI3aH ¢ 0OBIYHBIM KJIACCOM, a He ¢ arpubyTom. B atom ciry-
Yyae HacTpamBaeTcsl 0ToOpakeHne KOHKPETHOIO KJacca, a He BCex
CBOICTB PasHbIX TUIIOB, UMEOIIUX OOIIiT aTprOyT.

Crpoku 12—-18: 06BABIAIOTCS HEKOTOPBIE OOIIEAOCTYITHbIE UJIe-
HbI, HEOOXOIMMBIE JIJIsE BBIYMCIIEHUS BHICOTHI (B IUKCEJISAX) OJHON
CTPOKHU B UHCIEKTOPE 00beKTOB. I10 yMOJUaHMIO MHCIEKTOP 00b-
€KTOB BbIJIEJISIET OHY CTPOKY ISl OTOOPaKeHMs U Bee oToGpaskae-
MBbIE TIOJISI JIOJIKHBI BITUCATHCST B 3Ty 00J1acTh. Eciin 0011ast Beicota
oTo0OpakeHUsl IPEBBILIAET BHICOTY OJHON CTPOKH, BCE JOINOJJHU-
TeJIbHbIE DJIEMEHTHI YIIPABJIEHU U JaHHbIe OYIyT IIEPEKPhIBATHCS
U CMEIINBATHCS C OPraHaM¥ YIIPaBJIEHUS U BUKETAMMU, PACIIOJNO-
JKeHHBIME HIKe., UTOOBI PEliuTh 3Ty MpodseMy, HeOOXOIMMO HC-
oJib30BaTh (HyHKIMIO GetPropertyHeight (cTpoka 69) mis Bo3Bpa-
Ta BBICOTHI 0TOOpasKaeMoil 00/1aCTU B IIMKCEJISIX.

Crpoku 26—27: 511 cTpoKK UMeIOT 0coboe 3Hayenne. OHU UCIOJIb-
3YIOT MEXaHU3M peJIeKCUH JIJIST TOJTYUYEHUS CCHIITKU TTPABUIIBHOTO
TUna Ha 3Kk3eMIiap ClassWithProperties, moATrOTaBIAMBAEMBIN IS
TeKyniero Bbi3oBa OnGUI. B uwacTHOCTH, M3BJIeKaeTCS CCbLIKA Ha
targetObject (BbIOpaHHBIN OOBEKT), @ 3aTeM M3 HErO M3BJIEKAETCsI
ax3eMIysIp ClassWithProperties. B pesysibrare Mbl osryyaem mps-
MOIi tocTyn K o6bekty ClassilithProperties.
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O Crpoxu 37—58: UK 110 BceM 00TIEI0CTYITHBIM CBOHCTBAM 00bEK-
Ta U 0TOOpaKeHNEe B MHCIEKTOPE OOBEKTOB CBOICTB MOIEPKUBA-
€MBIX THIIOB, TP 9TOM 06ECIICUMBACTCST UX UTCHHUE U 3aITUCh, €CIIH
€aMo CBOCTBO TIOZIEPKIBAET 002 METOJIA.

Ha puc. 8.12 mokasaHo, kak BeITJIsAAAT cBolicTBa C# B MHCIIEKTOPE 00B-

€KTOB.

.= | @ Inspector W Lightmapping =

¥ 'GameObject []static

h Tag | Untagged # | Layer | Default $

¥ .~ Transform [ %,
Position X0 Y0
Rotation X0 Y0
Scale H1 Tl

vz Larger Class (Script) @ =

Script - LargercClass (]
MyIntProperty 5
MyFloatProperty 0

My ColorProperty ———— ¢

Add Component ]

Puc. 8.12. AocTyn k cBoricTBam C#

N\oKann3aumns

Bo3MOJKHO, OJTHUM 13 CAMbIX HEOOIIEHEHHBIX 1 ¢J1a00 IOKYMEHTHPOBAH-
HBIX aCMEKTOB PazpaboTKu UTp sABJsgeTCs Jokaausanus. K neii ornocur-
CS MMUPOKUH CIEKTP TEXHUYECKUX, SIKOHOMUYECKUX W JIMHTBUCTUYECKIX
Mep, KOTOpbIe pa3paboTUUK TPEATPUHIMAET JIJIs TIO/IEPIKKN HECKOTLKUX
A3BIKOB B UTpaXx, HAIIPUMEP aHTJINHCKOTO0, (PPAHILY3CKOTO, HEMEITKOTO, 1C-
MMAHCKOTO, 3CTEPAHTO U T. 1. TeXHUYECKH 11eJTb COCTOUT HE CTOJIBKO B TTO/I-
JIepKKe KOHKPETHOTO SI3bIKa, CKOJBKO B CO3/ITaHUN MH(MPACTPYKTYPBI, KO-
TOpast MOKET MOAJePKaTh 000N A3bIK, H00ABAEHHBIN B J1000€ BPeM:,
ceftuac nm mosske. Best 06acTh JIOKATU3AIMU U ee PoJib B pa3paboTke
BBIXO/IAT 32 PAMKH 3TON KHUTH, HO 37IeCh MBI PACCMOTPUM OJIMH U3 CIO-
cobos HacTpoiiku pegakropa Unity st yekopeHust u obyerdeHus mpo-
necca Jjokanmusaiuu. Hampumep, pacemorpum caenytonuit XM L-daiin,
B KOTOPOM HAJIITMCH JIJIsI KHOTIOK TJIABHOTO MEHIO WTPBI OIpe/ieIeHbl Ha
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AHTIUICKOM 1 HECYHIECTBYIOIIEM A3bIKE I/Ioz[a:

<?xml version="1.0"?>
<text>
<language id="english">
<text entry id="text 01"><![CDATA

[ new game]]></text entry>
<text entry id="text 02"><![CDATA

[

[

]
load game]]></text entry>
save game]]></text entry>
exit game]]></text entry>

<text entry id="text 03"><![CDATA
<text entry id="text 04"><![CDATA

</language>

<language id="yoda">
<text entry id="text 01"><![CDATA[new game, you start]]></text entry>
<text entry id="text 02"><![CDATA[load game, you will]]></text entry>
<text entry id="text 03"><![CDATA[game save, you have]]></text entry>
<text entry id="text 04"><![CDATA[leave now, you must]]></text entry>

</language>

</text>

O O6paTtunTe BHMMaHWe, YTO BCE NONb30BaTENbCKME TEKCTOBbIE Y3Sibl 3aKJIIOYEHbI

B aniemeHT CDATA, 4ToObl MOXHO OblSI0 UCMOJIb30BaTL J0ObIE 3HAKM 1 CUMBOJIbI.
Bonee nogpobHyto nidpopmaumio o CDATA MOXHO HaTK no agpecy http://www.
w3schools.com/xml/xml_cdata.asp.

B sTom baiine onpenensioTcs 4eTbipe TEKCTOBBIX 9JIEMEHTA, TI0 O/
HOMY JIJISI Ka)K/IOW KHOIIKM MEHIO I10JIb30BaTeIbCKOTO uUHTepdeiica.
Kaxkmomy TEeKCTOBOMY 2JIEMEHTY MPUCBAMBAETCS YHUKAJbHBIN HJICH-
tudukartop: text 01, text 02, text 03 m text 04. DTu upenruduxaropnt
OJTHO3HAYHO OTIPEAECISIOT KaKIbIH 3JIeMEHT TeKCTa U OyAyT OJMHAKO-
BBIMU [IJI1 BCEX MMOJAEPKUBAECMBIX A3BIKOB. I_[eJIb COCTOUT B TOM, I{TO6I)I
UMIIOPTUPOBATH TEKCTOBbIN (aii B Unity, 4To 103BOJUT pa3paboOTUUKY
MEPEKII0OYATBCS MEKY S3bIKaMH HakaTUeM KHOIKHU, TIPU 9TOM BCE CO-
OTBETCTBYIOIIIME TEKCTOBBIC IJIEMEHTDHI UT'PBI 6yI[yT MEHATHCA aBTOMa-
TUYECKHU, B COOTBETCTBUU C BbIOPAHHBIM SI3bIKOM. JlaBaiiTe HocMOTpUM,
Kak 9T0 paboTaer.

Cravasa UMIOPTUPYHTE JTOKATU30BAHHBIN TEKCT B TIANKy Resources
npoekra. Co3zaiite Manky ¢ UMeHeM Resources M UMITIOPTUPYIATE JIOKAJIH-
30BaHHBIN TEKCTOBBIN (haiisl B Hee, Kak 1mokazaHo Ha puc. 8.13. Tereps Jio-
60it 0OGBEKT MIIH KJIACC CMOJKET 3aTPY3UTH UJIH OTKPBITH TEKCTOBBIN (haiii
¢ oMotIbio pyHKIIE Resources. Load, Kak OyIeT MOKa3aHO HIKeE.

O Bonee noapobHylo MHGOPMAUMIO O pecypcax MOXHO HaWTU B 3NI@KTPOHHOW

pokymeHTauum Unity no appecy http://docs.unity3d.com/ScriptReference/
Resources.html.

NmnopTrpoBaHHBIN TEKCTOBBIN (haliyl COMEPKUT TEKCTOBbBIE JIAHHBIE,
KavK/Iblil 2JIEMEHT KOTOPBIX CBSI3aH C OIPE/IeJIeHHbIM UJCHTU(PUKATOPOM.
To ecTb, Kaxkz0e CTPOKOBOE 3HaueHUE [IPUBA3AHO K MIEHTUMUKATODY,
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@ Project | El console

Create ©

v Favorites Assets » Resources
Il Materials
Il Models

L All Prefabs R
LAl Scripts :"""‘?"
v Assets
(&5 Editor Ih

= LocalText.txt

Puc. 8.13. IMnopT nokanrMaoBaHHOIo TEKCTa B MPOEKT

a IS KaKJIoTO MIEeHTU(UKATOPA MMEETCsT COOTBETCTBUE B SI3BIKOBOM
cXeMe, 4TO MO3BOJISIEeT IPOM3BECTH CMEHY A3BIKOB (3 JUIIHUX XJIOIOT.
WnentuduraTop SIBISIETCST CBS3YIONUM 3BEHOM, KOTOpPOE JeJlaeT BO3-
MO’KHBIM aBTOMaTH3UPOBAHHYIO JOKaau3anuio. /st peasnsaiiu cucre-
MBI JIOKAJIM3aLU1 MbI CHaYaIa CO3AaLUM aTprOyT, KOTOPBIii JOJIKEH ObITh
IPUMEHEH KO BCEM JIOKAJIM30BAaHHBIM CTPOKaM. ATPUOYT OIpeneser
HUAEHTU(PUKATOP, TPUCOETNHEHHBI K KOHKPETHON CTPOKOBOI TTepeMeH-
HOI1, Kak IMokasaHo B jictunre 8.11.

JncTtuHr 8.11. ATpubyT AN NPUCOEANHEHNS K CTPOKOBbLIM 3HAYEHUSAM

using UnityEngine;
using System.Collections;

// ATpubyT OIS NPUCOEIOVHEHMS K CTPOKOBEIM 3HAUEHMAM
public class LocalizationTextAttribute : System.Attribute
{

// TpuUCBaMBAEMEI UIEHTUOUKATOP

public string LocalizationID = string.Empty;

// KOHCTPYKTOpP
public LocalizationTextAttribute (string ID)
{

LocalizationID = ID;
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Cosmas arpubyT LocalizationTextAttribute, MbI MOKEM TPUMEHUTH €TO
B CIIEHAPUH K CTPOKOBBIM UJIEHAM, CBSI3bIBAS UX C KOHKPETHBIMU UIE€HTH-
(bukaTropamu, Kak moxazaHo B JucTUHTE 8.12.

JNnctudr 8.12. Micnonb3oBaHue atpmbyTa LocalizationTextAttribute

using UnityEngine;
using System.Collections;

public class SampleGameMenu : MonoBehaviour
{
[LocalizationTextAttribute ("text 01")]
public string NewGameText = string.Empty;

[LocalizationTextAttribute ("text 02")]
public string LoadGameText = string.Empty;

[LocalizationTextAttribute ("text 03")]
public string SaveGameText = string.Empty;

[LocalizationTextAttribute ("text 04")]
public string ExitGameText = string.Empty;

Knacce SampleGameMenu oToOpakaercss B MHCIIEKTOPE OOBEKTOB Kak
00bIYHBIN KJIace, Kak BUAHO Ha puc. 8.14. TTosxke ¢ IOMOIIbIO Kjacca
Editor MBI pear3yeM aBTOMaTHYECKYIO CMEHY SI3bIKA JITIST BCEX €T0 CTPO-
KOBBIX YJIEHOB.

Tenepb peanusyem Kacc Editor s TepeKIIOUeHNs MEKITY S3bIKAMH.
ItoT K1ace OyneT 1oOaBIIATh 9JIeMEHTHI B MEHIO IIPUIOKEHUSI, Ie/IKasT Ha
KOTOPBIX MOKHO MEHSITh aKTUBHBIN SI3bIK, KK 1IOKa3aHo B jincTrHre 8.13.
ITOT NMPUMEP OTMPAETCS HA Psijl BBAUMOCBSI3aHHbBIX TOHSTHI, 4acTh U3
KOTOPBIX HaM y:;Ke 3HaKOoMa. B 4acTHOCTH, 371eCh UCITOJIb3YIOTCS KJIACCHI
Reflection, Ling u Editor, a Tak:ke Kjacchl i pabotsl ¢ hopmarom XML
u3 ¢peiiMBopka Mono:

JinctuHr 8.13. Peanusauus knacca CMeHbI A3blka

01 / /=== o
02 using UnityEngine;

03 using UnityEditor;

04 using System.Collections;

05 using System.Xml;

06 using System.Ling;

07 using System.Reflection;

08 //=mmmmmmm e e
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09
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32

) Inspector | W Lightmapping e
@ ¥ Textobject [ static =
h Tag | Untagged 4+ | Layer | Default ™
¥ .~ Transform @ %
Position X0 ¥ 0
Rotation X0 ¥ (0
Scale H1 ¥l
Y@ Sample Game Menu (Script) ﬁ 3,
Script lx SampleGameMenu @

MNew Game Text

Load Game Text

Save Game Text

=i

Exit Game Text

Add Component ]

Puc. 8.14. Knacc SampleGamelMenu BKIKOHAET BCE TEKCTOBbIE S/IEMEHTbI

0J11 IprMepa 9KPaHHOMO MEHIO

public class LanguageSelector

{
[MenuItem ("Localization/English")]
public static void SelectEnglish ()

{

LanguageSelector.SelectLanguage ("english");

}

[MenuItem ("Localization/French")]
public static void SelectFrench ()
{

LanguageSelector.SelectLanguage ("french") ;

}

[MenuItem ("Localization/Yoda")]
public static void SelectYoda ()
{

LanguageSelector.SelectLanguage ("yoda") ;

}

public static void SelectLanguage (string LanguageName)

{
// OTkpHTb XML-bars

TextAsset textAsset = Resources.lLoad("LocalText") as TextAsset;
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33

34 // 3arpysurh TekCT B 00BEKT ureHus XML
35 XmlDocument xmlDoc = new XmlDocument () ;
36 xmlDoc.LoadXml (textAsset. text) ;

37
38 // TONyuMThb y3Jibl, ONpenesdolye S3HK
39 XmlNode[] LanguageNodes = (from XmlNode Node in

xmlDoc.GetElementsByTagName ("language")

40 where Node.Attributes["id"].Value.ToString() .Equals(
LanguageName.ToLower ())

41 select Node) .ToArray();

42

43 // Eciu HM OIMH y3eJ He HalifeH, BEIATU
44 if (LanguageNodes.Length <= 0)

45 return;

46

47 // B34Tb NEpBHI y3es

48 XmlNode LanguageNode = LanguageNodes[0];

49

50 // TIOJIy4UTb TEKCTOBHM OBBEKT

51 SampleGameMenu GM = Object.FindObjectOfType<SampleGameMenu> ()
as SampleGameMenu;

52

53 // BHIOJHUTE OCXOXL LOUYEPHMX Yy3JIOB

54 foreach (XmlNode Child in LanguageNode.ChildNodes)

55 {

56 // ToNyunMTh MOEHTUOMKATOP TEKCTOBOTO BJIEMEHTAa
57 string TextID = Child.Attributes["id"].Value;
58 string LocalText = Child.InnerText;

59

60 // BHIIOJHUTH OBXOI BCEX TOJER

61 foreach (var field in GM.GetType () .GetFields (

BindingFlags.Instance | BindingFlags.Public |
BindingFlags.NonPublic | BindingFlags.FlattenHierarchy))
62 {

63 // Ecim 3TO CTPOKOBOE I[OJIe

64 if (field.FieldType == typeof (System.String))

65 {

66 // TonyunTb ero aTpubyTr

67 System.Attribute[] attrs =
field.GetCustomAttributes (true) as System.Attributel];

68

69 foreach (System.Attribute attr in attrs)

70 {

71 if (attr is LocalizationTextAttribute)

72 {

73 // Mel HAUUIX TEKCT

74 LocalizationTextAttribute LocalAttr =

attr as LocalizationTextAttribute;
75
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if (LocalAttr.LocalizationID.Equals( TextID ))

{
// VimeHTuduraToOp COBMNAIAET, YCTAHOBUTL 3HAUEHME
field.SetValue (GM, LocalText);

Hwoke mpuBoAMTCS HECKOIBKO KOMMEHTapHeB K JincTuHry 8.13:

o

o

Crpoku 02—07: He 3a0bIBaeM MOKIIOUNTH JJIMHHBII CIIUCOK IIPO-
CTPAHCTB UMEH, KaK [TOKa3aHo 3/iech. Hatil Koyt Oy/1eT HCrnob30BaTh
KaK/I0€ U3 HUX.

Crpoku 11-23: B 5TOM 1puMepe B MEHIO MPUIOKEHIS MOXKHO BbI-
6path OJIMH M3 TPEX SI3bIKOB: aHTJIMUCKUH, (hpaHILy3CKUil U Hoja.
Jljist Balmmx MPOEKTOB CIUCOK SI3BIKOB MOKET ObITh Apyrum. Ho
CYTb B TOM, 4TO, Ha OCHOBE TIPUBE/ICHHON 3/1eCh CUCTEMbI JIOKAJH-
3aI[UU MOKHO C JIETKOCTBIO JI00ABJISTD SI3BIKK KOT/IA YTOJIHO.
Crpoka 32: ¢yukius Resources.Load BbI3bIBAETCS JIJISI 3arPy3KU
TekctoBoro XM L-aiina u3 nmanku Resources mpoexTa: ero TeKCTo-
BOE COZIEP’KMMOE TIOMEIAETCS B IMHCTBEHHYIO CTPOKOBYIO TIepe-
MEHHYIO.

Crpoku 35-36: XML-crpoka 3arpyskaercst B 00bekT XmlDocument,
BXOZISAIIET0 B cocTaB Mono, A/s1 MHKaCyadgiun moanoro XML-
(haitna, naxozsiierocst na aucke uian B namatu. Kiace rakxe mpo-
BepsIeT 3arpPy’KEHHBIN JOKYMEHT, T€HEPUPYsS HMCKIIOYCHHE, eCyiu
XML-dails copep:KUT CHHTAKCUYECKUE OMIMOKH.

Crpoka 53: nocie BoiOOpKU st3bika u3 X ML-aiisia BBITOTHSETCS
00X0/ BCEX JI0UEPHUX Y3J10B (KasKIbIil y3eJl ABIsSeTCs YHUKAIbHON
CTPOKOI ) B IOMCKAX COOTBETCTBYIOIIETO UACHTH(UKATOPA.
Crpoka 61: 11519 Ka:K0T0 CTPOKOBOTO 3JIEeMEHTA TPOCMATPUBAIOTCSA
BCe 00IIIeI0CTYITHbIE CTPOKOBBIE YJIEHBI KJIACCa, [IJIst BRIOOPA TIepe-
MeHHBIX ¢ arpubyTtom LocalizationTextAttribute. ITocse u3Beue-
HUS CTPOKA CPaBHUBACTCS € TeKyIUM uaeHTUhUKaTopoM. Ecim
OHU COBIAJIU, CTPOKOBOU MEPEMEHHOU TPUCBAUBAETCS COOTBET-
CTBYIOIIAs JIOKAJIM30BAHHAL CTPOKA.

YT06bI UCIIOJIB30BATH IPUBEIEHHYIO 3/16Ch CUCTEMY JIOKAIM3ALH, J10-
GaBbre 00beKT SampleGameMenu B ciieHy, Kak MokasaHo Ha puc. 8.15.
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File Edit Assets GameObject Component | Localization Window Help
m ". B [ Add... Ctrl+5hift+A
= Hierarchy Mesh v | € Game 28 Animator
Crearte - | (G AT Effects v RGB #|| 20| % | <4) | Effects |-
Main Camera Physics 3
Physics 20 v
Mavigation 3
Audio 3
Rendering 3
Layout 3
Miscellaneous 3
Event 3
ul 3
Scripts Sample Game Menu

Puc. 8.15. No6aBneHne ob6bekTa SampleGameMenu
B CLLeHYy /15 jioKanusauumm

3arem BIGEpUTE B TIIABHOM MeHIO mpusioskeHus nmyHkT Localization
= English (JTokanuzaius = Anruniickuii) uian Localization = Yoda
(Jlokanuzanusa = Mopa), kak nmokasano Ha puc. 8.16.

File Edit Assetse GameObject Component | Localization | Window Help

[ & BN S [ H [T [earivot [€  English

| French

= Hierarchy
Create ~| (arAll Yoda

Main Camera
TextObject

Puc. 8.16. Bbibop a3blka AN urpbl

IToce BBIGOPA sI3bIKAa OyayT OOHOBJIEHBI BCE CTPOKU € aTpuOyTOM
LocalizationTextAttribute, Kak mokasaHo Ha puc. 8.17.

NTorn

B aroii riaBe ObLI HOAPOOHO PACCMOTPEH MeXaHu3M ped/IeKCUU U €ro
MPAKTUYECKOE IPUMEHEHHUE JIJIsA CO3/IaHUS KITaCCOB, T0OABJISAIONIUX HOBBIE
BO3MOKHOCTHU B PEAAKTOP. ITU BO3MOKHOCTH He Beeria HeoOX0IMMbI C00-
CTBEHHO /U pazpaboTku urp B Unity, HO oHM MOTYT 06J1€TYnTh BaM pabo-
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.= | ® Inspector | W Lightmapping a .=
M [TextObject [Jstatic -

s Tag | Untaggad ™ Layer | Default |

¥ .~ Transform @ %

Position Mo Y0 Z0
Rotation X0 Y0 Z|0
Scale W1 Y1 Z[1
v@ Sample Game Menu (Script) ﬁ £,
Scri o}
New Game Text new game
Load Game Text load game
Save Game Text save game L\il
Exit Game Text exit game _)

Add Component ]

Puc. 8.17. TekcToBble 3HAYEHUS
M3MEHWUNNCb Noce Bbibopa akTUBHOMO s13blKa

ty. Kpome Toro, paspaGaTbiBast paciiupeHs, KOTOpble IIOMOIYT B paboTe
APYruM paspaboTdyuKaM, Bbl CMOKETE 3apaboTaTh Ha 9TOM, Pa3MECTHB UX
marasute pecypcoB Unity. 3/1ech Bbl y3HAJIU, KAK CO3/IaTh MHCTPYMEHT I1a-
KETHOTO IIePEMMEHOBaHMs ¢ IIOMOIIbIO KJaacca Scriptableliizard u otoGpa-
JKeHUe B MHCIIEKTOPe 00bEKTOB 5JIEMEHTOB YIIPABIEHMsI /IS CMEITBAHUST
L[BETOB. 3aTeM MbI HCIIOJIb30BAIN MeXaHI3M pedIeKcun Il 0ToOpasxKe-
HUS B MHCIIEKTOPE 00BEKTOB 001Ie0CTYIHBIX ¢BoiicTB C#, 4T00bI MOJIY-
YUTH MPSIMOI JTOCTYT K MeToziaM set 1 get Bo BpeMs BbinosiHeHud. [lanee
MbI PACCMOTPEJIN CHOCO0 JIOKAIM3aluu ¢ IOMOIbio 0Opaborkn XML-
aiinoB B kyacce Editor, KOTOPBIIT TO3BOJISIET ABTOMATHYECKU U3MEHSTh
CTPOKOBbIE IIEPEMEHHBIE JJIsI COOTBETCTBUSI UX BBIODAHHOMY SI3BIKY. 3a
6osiee moxpobHON uHMGOpMaLKell obpamaiTech K CAEAYIONMM CTPAHU-
nam: http://catlikecoding.com/unity/tutorials/editor/custom-data/ u http://
catlikecoding.com/unity/tutorials/editor/custom-list/. B ciexnyioiieii rinase
MbI TIOTIOJTHUM HAIll TeOpeTUYeCcKue U IpaKTUYecKue Mo3HaHus, PacCMO-
TpeB ¢1a00 JOKYMEHTHPOBAHHBIE BOIIPOCHI ABYXMEPHOIO MUPA.



[NaBa

PaboTa

C TeKCTypamu,
MOAEASIMU

N AByXMepHbIMU
n3obparkeHnsIMmn

Ceropias GOIBITUHCTBO UTPOBBIX IBUKKOB OPUEHTHPOBAHO Ha CO3/[aHUE
Tpex-, a He ABYXMepHBIX urp. Kak ato HU mapajoKcaabHO, 3TO JeJIaeT
nporecc pazpaboTKU TPeXMEPHBIX Urp GoJiee TPOCTBIM, YeM JBYXMEp-
HBIX, 110 KpailHeil Mepe Ha HayaJabHOM 3Tarle. B aToil ryiaBe Mbl paccMo-
TPUM HEKOTOPBIE BOMPOCH! Pa3paboTKH IBYXMEPHBIX UTP ¢ HEKOTOPHIMU
orosopkamu. C momenra Bbixoga Unity 4.3 B pemakrop ObL1 m06aBiieH
IUPOKUI CrIeKTDP MYHKIMI 1151 paboThI ¢ ABYXMEPHOI rpadUKOIi: BCTPO-
eHHast TO//IEPyKKa CIPAiTOB U HOBask CUCTEMa OTOOPasKEHUs MOIb30Ba-
TeJIbCKOTO MHTepdelica. X0Ts OHM M MOJIE3HbI BO MHOTUX CHUTYalusX,
OCHOBHOE BHUMaHHe B 9TOH riaBe GYIET COCPEOTOYEHO HE HA ITHX
dyukiuax. [lepasg IpUYUHA B TOM, YTO BO MHOTUX YY4€OHBIX TTOCOOUSX
OHU y3Ke JIOBOJILHO MOAPOGHO OTMCAHBI, a BTOpast U HanboJsiee BakHast —
naxe mocJie 1006aBIeHust 9T (hYHKIHIT OCTaINCh HEPeleHHbIMU (hyH1a-
MEHTAJIbHBIE BOTIPOCHI, KOTOPbIE BO3HUKAIOT MPH PaboTe ¢ ABYXMEPHOIT
rpacduKoOii: MaHUITYIUPOBAHIE TEOMETpUEil — BepIIUHAMEU U pebpaMu
IBYXMEPHBIX IIJIOCKOCTEH, HACTPOITKA M aHUMAITHsT TEKCTYPHBIX KOOD/IH-
HAT, PeJIaKTHPOBAHNE TEKCTYP, & TAK)KE ITPOPHCOBKA TEKCTYP B PEKIIME
pPeayibHOrO BPEMEHHU, C UCIOJIb30BAaHIUEM CUCTEMbI KUCTEI, /I HaJIoXKe-
HYST U300PaKEHUHT, TAKUX KaK MATHA KPOBHU U T. Il. TU BOTIPOCHI HOJIbIIE
OTHOCATCS K JABYXMEPHOI rpacduke, 4eM K TPEXMEPHOI, TOCKOJIbKY Ka-
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CAIOTCSI TEOMETPHUH M TEKCTYP ABYXMEPHBIX MJIOCKOCTEH, HO B I1€JIOM OHU
AKTyaJIbHbI JIJIs1 JTFOOBIX UTP, ABYX- 1 TPeXMEPHBIX. CEeroHs 3TH BOIPOCHI
UMEOT OOJIBIIIOE 3HAYECHHUE, XOTST U HEJOCTATOUHO OCBEICHBI B yUeOHBIX
MOCOOMSX, MOITOMY I I PACCMOTPIO UX 37ech. OMHAKO, ST OTPAHUTYCH
B 9TOH TJIaBe B OCHOBHOM €J1ab0 JIOKYMEHTUPOBAHHBIMU CTOPOHAMU Pa-
GOTBHI C IBYXMEPHO#T Tpad UKo,

Ckainbokc

MoskeT oKasaThCs CTPAaHHBIM HAUMHATH PACCMOTPEHNE IIPUEMOB PabOThI
¢ IBYXMepHOI rpaduKoii co ckaitbokca, HO BCe IeJI0 B TOM, 4TO paboTa
€ HUM JIEMOHCTPUPYET BO3MOKHOCTH HACTPONKH KaMepP U UCTIOJIb30BaHNe
cinoes. Ckaiibokc, 110 CyTH, IIpeAcTaBaseT coboii o Ha KyOuueckoii oc-
HOBe I 0ToOpakeHus 001aKoB, Heba U APYTUX OTAAJEHHBIX AeTajel,
KOTOPBIE BCETIA HOJKHBI OBITH B CIIEHE TOJBKO OTAATEHHBIM (POHOM, K KO-
TOPOMY MIPOK HHMKOIZA He cMOKeT npubimsnutbes. OH Beerga B oTaane-
HWH, KaK TToKa3aHo ua puc. 9.1.

Puc. 9.1. Ckanbokc co3paet GoH Heba aNs kKamepbl

OcHoBHast mpobieMa cKailboKCOB, BCTPOeHHBIX B Unity, B TOM, 4TO OHU
[0 YMOJTYAHUIO OCTAIOTCS HEU3MEHHBIME U HETIOBHKHBIME. BOJIBIITHH-
CTBO pa3pabOTUNKOB, OZHAKO, XOTAT, 4T00BI HeOO U 00J1aKa ME/JIEHHO 110~
BOPAYMBAJIUCD, JAKE €CJIU KaMepa HelOABIKHA, 4TOOBI OTOOPA3UTh CMe-
HYy IHS ¥ HOUM WJIW TedeHue BpeMeHU. /[aBaiiTe co3/ainM yIydIeHHBIN
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BapuaHT cKaiiboKca ¢ ToMoIbio pecypcoB Unity, KaMepbI ¢ IBYMST CIOSIMU
u (aiina ciienapus Ha C#.

O OKOHYaTeNbHbIA NPOEKT BPALLALLEroCs CKanbokca MOXHO HalTu B MakeTe
o NPVMEPOB OJ151 KHUTMN.

Jluist Hy K/ TIPOEKTa, CO3IaHHOTO 31eCh, uMIopTupyem maker Charac-
ter Controllers ¢ KOHTPOJIJIEPOM UIPbI OT IIEPBOTO JiKIA, aker Terrain
Assets ¢ Tekctypamu jlannmadToB, KOTOPble MO’KHO HAHOCUTDH HA MECT-
HocTb, U maker Skyboxes ¢ TekcrypaMu ckailGOKCOB, Kak IOKa3aHO Ha
puc. 9.2. Bece a10 npuroautes npu paspaboTke mpuMepa IIpoeKTa ¢ Bpa-
IAOIINMCS CKAliOOKCOM.

JlaBaiiTe HauHeM ¢ CO3J@HMsI BpallaloOLIerocst ckailbokca B Buze 00b-
exTa. DTOT 06BEKT GYJeT COCTOATh U3 TPEX OCHOBHBIX YacTeil, MJIK I10-
HOOBEKTOB: KOHTPOJLJIEpa UIPbl OT MEPBOrO JIKIA, YTOOBI JaTh UTPOKY

File Edit | Assets | GameObject Component Window Help

Create v

= Bl Show in Explorer
Creats * Open ) | Effects -
Main Car Delete

Import Mew Asset...
Import Package C Custom Package...

Export Package... Character Controller

i r sln s
Find References In Scene Glass Refraction (Pro Only)

Select Dependencies Image Effects (Pro Only)

Refresh Ctrl+R Light Cockies
Reimport Light Flares
Reimport All ST

Physic Materials
Sync MonoDevelop Project

Projectors
Scripts
Skyboxes
Standard Assets (Mobilg)
Terrain Assets
Teszellation Shaders (DX11)
Toon Shading

Tree Creator
Water (Basic)
Water (Pro Only)

Puc. 9.2. Umnopt naketoB Character Controllers,
Skyboxes 1 Terrain Assets
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BO3MOKHOCTB JIBUTAThCST M 0TOOPaskaTh OGBEKTHI CIIEHBI, BTOPON KaMepbl
(xaMepbl cKaitboKca), pacioNoKeHHON HUKe KaMepbl OT IePBOro JIMIA
1 TOKa3bIBAOIIEH TOJIBKO CKAtOOKC, U KyOMIecKoro 00beKTa ¢ mepeBep-
HYTBIME HOPMAJISIMHE, OKPY’KAIOIIEro KaMepy cKaitbokca u oToGpaskarore-
IO KaK/IyI0 TEKCTYPY CKaitboKca Ha KaskI0i CTOPOHE.

Jliist Havasia co3aiiTe HOBBII TyCTON 0OBEKT B MCXOHOM TOUKE CIIEHBI
(HazoBeM ero SkyBoxCamera) u Jo6aBBTE K HEMY KOHTPOJLJIED UTPBI OT ep-
BOTO JivIla. 3areM cosjaiite 1ecTh 06beKTOB Quad (BBIOpaB MyHKT MEHIO
GameObject = 3D Object = Quad (Mrposoii 06bekT = TpexmepHbie
06bexThl = Quad)), coBMecTHB 0GBEKTHI 10 YIJIaM U PACIOJIOKUB Bep-
[IWHBI TaK, YT00BI C(hOPMHUPOBATH HHBEPTUPOBAHHBIN Ky0, TO €CTh KyO,
IPaHd KOTOPOTO BOTHYTHI BHYTPbh, Kak mokazano Ha puc. 9.3. Ou Oyxer
CJIY5KUTH METIeM JIJIsT YIPaBJISIeMOTo CKaitbokca.

N3meHnnTe pasmepbl 06bekToB Quad, ecnn aTo notpedyeTcs, n ybeamntech, 4TO

| OHW OXBaTbIBAIOT KOHTPOJUIEP UrPbl OT MEPBOrO NMLA, KOTOPLINA JOMKEH ObiTh
B LLEHTpe ckaibokca.

File Edit Assets | GameObject | Component Window Help

=+ BE Create Empty Ctrl+Shift+N
m Create Empty Child Alt+Shift+N

Create ~| (Al 3D Object Cube
¥ SkyBoxCamera 2D Object Sphere

¥ First Person C¢ Light
Graphics
Main Camer Audio

| ___cube Faces V]

Left
o Particle System Quad N

Right Camera
Back
Bottorn
Top

Capsule
Cylinder

Plane

Ragdoll...
Center On Children Cloth

Make Parent Terrain
Clear Parent Tree
Apply Changes To Prefab Wind Zone

Break Prefab Instance

Set as first sibling Ctrle=
Set o5 last sibling Cirle-
Move To View Ctrl+Alt+F
Align With View Ctrl ShiftF
Align View to Selected

Toggle Active State Alt+Shift+ A

Puc. 9.3. CospaHune ynpaBnsgemoro ckarbokca
13 wectn o6bekToB Quad
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Hasnaubre rpansam ckailbokca HOBBIN cJioii SkyBoxLayer, BbIOepUTE Ka-
Mepy KOHTPOJLIEpA UTPBI OT IIEPBOTO JInIa, a 3aTeM usMenute noJje Culling
Mask (Macka orOpakoBKn) s MCKJII0YeHus cios SkyBoxLayer. Kamepa
OT TIEPBOTO JINIIA JI0JKHA 0TOOPaskaTh TOJIBKO 00BEKTHI TIEPEIHETO IITaHa,
urHOPUPYS (hoHOBBIE. JLJIsT TOCTUKEHUS 9TOH 11T U3MEHUTE 3HAYeHUE
noJist Clear Flags (®uaru ouncrkw) #Ha Depth only (Tosibko okpyskeHme)
B MHCIIEKTOPE 00BEKTOB, KaK TIOKa3aHo Ha prc. 9.4. ITo ciesaet (OH mpo-
3payHbIM JIJIST KAMEPBI, YTO TTO3BOJUT KamepaM (oJiee HU3KOTO MOPsIIKa
BU/IETH CKBO3b HETO, €CJTN OHU €CTh.

Tenepb cospaiiTe HOBBIN AOMOJHUTEIbHBIN 00bEKT Camera, Kak j04ep-
HUI 00BEKT KaMEPbI OT TIEPBOTO JIUIIA, C COBIATAIOIUMU C HEll TOJI0KEH-
€M, HalrpaBJIeHUEM 1 MacIITaboM. DTO MMO3BOJIAT BHOBb CO3/IaHHO Kame-
pe MOBTOPSITH Bee TIepeMeleH sl KaMepbl OT TiepBoro Juia. [leas BTopoit
KaMepbl — 0TOOpaskaTh TONTBKO 00BEKT CKaiiboKca Kak CJIOH, COBMECTHO
€ KaMepoii OT TIePBOTO JIUTIA, TOBTOPSIS MMO3UIINIO W HATIPaBJICHUE KaMePhl
OT TIEPBOTO JITIA.

Jlst aToro usmennte 3Havenue mosist Depth (IryOuna) HOBOI KaMepbl
Ha Jiro00€e 3HaYeHne, MeHbIee, ueM 3Hadenue mosst Depth (Tiny6uHa) ka-
MEPBI OT TIEPBOTO JINIA, HApuMep -1. Yraaure Bce KOMIIOHEHTBI CITyIIa-
Tesielt ayIno TaMm, Tie 3TO MoTpedyeTcst.

Rendering Path
Target Texture
Occlusion Culling
HDR

© Inspector | & Lightmapping &=
M 'Main Camera []static «
h Tag | MainCamera # | Layer | Default 4|
Prefab | Select | Revert | Apply |
¥ -~ Transform @ %
Position ®ao ¥ 0.9070835 2|0
Rotation X0 0 Z 0
Scale X1 ¥l Z(1
v ¢ ¥ camera [ %
Clear Flags [ Depth only + ]
Culling Mask Skybox $]
Projection Solid Color s |
Field of View Depth only N (60
Clipping PI
Tt iD=t Don't Clear
Viewport Rect X0 Y0
W1 H1
Depth 1}

| Use Player Settings

None (Render Texture)
)
O

Puc. 9.4. HacTpoiika kamepbl a5 npo3pavyHocTn doHa
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i= Hierarchy o= | #scene
-t

Create v | (arAll

¥ SkyBoxCamera
¥ First Person Controller
Graphics
¥ Main Camera
SkyBoxCamera k
¥ Cube_Faces
Left
Front
Right
Back
Bottom
Top

Puc. 9.5. Co3pnaHune BTOpPOI kamepbl
nns otobpaxeHus ckanbokca

HasHaubre YHUKAJbHYIO TEKCTYPY CKaliboKca Kakaou rpaHu KyOa
1 1103260TbTeCh 00 UX BBIPABHUBAHWK C ITOMOILIBI0 HEOOJIBIIMX TOBOPO-
TOB ¥ cMelleHuil 00bekToB Quad. 3arem usmenute T Matepuana Shader
(Ietimep) mns rexcryp ckaitbokca va Unlit/Texture (HeocseteHHbIiT/
TEKCTypa), UTO cAeJaeT cKaitboke nHANMMEPEHTHBIM K OCBEIEHUIO CIie-
HbL Meln ckailboKca 0JKeH BhIJISAAeTh, Kak oKazaHo Ha puc. 9.6.

W, nakoHel, MOAKJIOUUTE ClieHAPUI U3 juctunra 9.1 K poanTebcKo-
MY 00BEKTY CKallhoKCa, peau3y oIl ero BPAllleHUE U TOCTOSTHHOE COOT-
BETCTBHUE MOJOKEHUTIO KAMEPBI. DTO TaPAaHTUPYET TO, YTO CKaitboOKC Beerna
OyJIeT pacrosaraTbcs Tak, 9To Kamepa Oy/eT HAXOAUThCS B €0 NEeHTPE,
Ky/sa OBl OHA He EPEMECTUIACH B CIIEHE.

Jnctunr 9.1. CueHapuii, peanvsyioLmii BpalleHne ckaribokca
1 ero COOTBETCTBME MOJIOXKEHWIO KaMepbl

02 using UnityEngine;
03 using System.Collections;

05 public class SkyBox : MonoBehaviour

06 {

07 [/ == e
08 // Kamepa mjisa OTOOpaxeHus

09 public Camera FollowCam = null;

10

11 // CkoOpOCTb BpalleHus (TPamyCoB B CEKYHIY)

12 public float RotateSpeed = 10.0f;

13

14 // TpanchopmaLms
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sm ©inapester | QUshimapeing v

. & Matarials e
Shader | UniivTasary -] (Bl

Base (RGB)
Tiing o
wli 5
¥t o )

Puc. 9.6. HanoxeHune TekcTyp Ha 06bekTbl Quad

15 private Transform ThisTransform = null;

16 [ = e e
17 // 3TOT METOH MCIHOJb3yeTCd IJIS MHULMAJIM3ALNA

18 void Awake () {

19 ThisTransform = transform;

20 }

21 /)

22 // Bhl3BIBaeTCS Npy OTOOPaXeHMM KaxIOTO Kadpa

23 void Update () {

24 // VI3MEHUTBH [OJIOXEHME

25 ThisTransform.position = FollowCam.transform.position;

26

27 // VI3MEHUTb yTOJ NOBOPOTA

28 ThisTransform.Rotate (new Vector3 (0,RotateSpeed * Time.deltaTime,0));
29 }

30 i

31}

Wrak, Terepb y HAC eCTh YCOBEPIIEHCTBOBAHHBINA CKaWOOKC, Beeraa
OKPYSKAIONMI KaMepy U BPAIAIONIUICs st PUAAHUS ClieHaM GOJIbIIeit
peamucTuaHOCTH. MOXKHO TOWTH [ajibiie, T00aBUB HECKOJIBKO BJIOKEH-
HBIX JIPYT B JIPyTa CKalGOKCOB, KAJKBIN C OIPe/IeJIEHHOM CTENEeHbIO MPo-
3PAYHOCTH, JIJISI CO3/IaHUS JOTOJHUTENBHBIX 3(D(hEKTOB, TAKMX KaK TyMaH,
JIBIMKA 1 T. ]I
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Puc. 9.7. 3akoHYeHHbIN yripaBnsiemblii CKaiboke

MNpoueaypHble mMewu

Xota Unity u npepjiaraeT IPUMUTUB YETHIPEXYTOAbHUKA Quad, ZOCTYII-
ublil B Buze nynkra GameObject = 3D Object = Quad (Mrposoii 065b-
exT = Tpexmepuble 00beKTh = Quad) B MEHIO IIPUIOKEHNS, HO IIOJE3HO
TaK)Ke 3HaTh, KaK CO3JaBaTh IOLOOHBIE reoMeTpudecKue (UTyphl BPyd-
HyI0. V1 Ha 9TO €CTh HECKOJIbKO IPUYKH. BO-IIEPBBIX, 4aCTO OBIBAET HYKHO
CKOPPEKTHPOBATh KOOPAUHATHI BEPLIMH 13 CLEeHAPUS IJIs1 CO3MAHUS AHU-
MAaIIOHHOro 3(hheKTa MM NCKaKEHUST MEIla C 11eJIbI0 UMUTAILMK PA3HbIX
BU3YaIbHBIX 3 (HEKTOB, HAIPUMED KeJIe0OPa3HOro M0JIa, KOTOPbIi U3IH-
GaeTcs U Ka4aeTcsl, KOraa MepCoOHaKy HACTYIIAIOT Ha Hero. Bo-BTOPBIX, BB
JOJDKHBL Oyzere oTpenakTupoBarh UV -KOOpANHATEL MEIa [JIs1 CO3MaHusT
AHMMUPOBAHHBIX TEKCTYP MU d(DPEKTOB MPOKPYTKH TEKCTYP, KaK [IOKa-
3aHo Ha puc. 9.8.

PaccMoTpuM cienyomuil npuMep B aucTuare 9.2, KOTOPBIA Caeayer
IOMECTUTh B Ianky Editor mpoexra. OH peaqusyeT paciupene peiakTo-
pa I/ CO3MaHMs MIPUMUTHBOB Quad U3 CLEeHAPHs ¢ BO3SMOKHOCTBIO OIIPe-
JeJIeHns MO3UIUH LEHTPa Bpalienus Memma. Kak Mbl yBUIMM B KOMMEHTA-
PHIX, STOT IIPUMEP COLEPIKUAT MHOTO MOJIE3HBIX IPUEMOB.

JlncTtuHr 9.2. PaclumpeHne pegakropa Asas co3gaHus npummutieoB Quad

001 // Kmacc pacumpeHnus pemakTopa OJis CO3maHus NpuMuTuBOoB QUAD
C 3aIaHHOM TOYKOM BpalleHMA

003 using UnityEngine;
004 using UnityEditor;
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File Edit Assetz GameObject Component Window Help

wi Pivot | @ Global

= Hierarchy .= Hscene I

-
~

Create = (OrAll Textured

#| 2D | ¥t | &) Effects - Gizmos = (arAll

Main Camera

Create Plane

Seript I CreateQuad
Mesh Name Quad

Game Object Name Plane_0QObject
Asset Folder Assets/Editor
Width 1

Height 1

Anchor | Center

Anchor X Top Left
Anchaor ¥

Top Middle
Top Right
Right Middle
Bottem Right

Bottorn Middle h_
Bottom Left
Left Middle

Center

Custom

Puc. 9.8. InHamnyeckoe co3aaHne MeLLen B cugHapum
005 using System.IO;

007 // Wcnomesyercsa pemakropoMm Unity

008 public class CreateQuad : ScriptableWizard
009 {

010 // Touka BpameHus mJisd Mema

011 public enum AnchorPoint

012 {

013 TopLeft,

014 TopMiddle,
015 TopRight,
016 RightMiddle,
017 BottomRight,
018 BottomMiddle,
019 BottomLeft,
020 LeftMiddle,
021 Center,

022 Custom

023 }

024

025 // Vs pecypca Quad
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026
027
028
029
030
031
032
033
034
035
036
037
038
039
040
041
042
043
044
045
046
047
048
049
050
051
052
053
054
055
056
057
058
059
060
061
062
063
064
065
066
067
068
069
070
071
072
073
074
075

public string MeshName = "Quad";

// VMsi uT'POBOTO OGBEKTA
public string GameObjectName = "Plane Object";

// VMs manku c pecypcamu
public string AssetFolder = "Assets";

// llvpyHa NPYMUTMBA B MMPOBHX EIOMHMLAX (MMKCEJISX)
public float Width = 1.0f;

// BHCOTa NPUMUTMBA B MMPOBHX EIOMHMLAX (MMKCEJISX)
public float Height = 1.0f;

// To3uLMsa TOUKM BpalleHUs
public AnchorPoint Anchor = AnchorPoint.Center;

// Topw30OHTajbHAS MO3ULMA TOUKY BpAUlEHUS Ha [JIOCKOCTHU
public float AnchorX = 0.5f;

// BepTuxasibHasg MNO3ULMS TOUKM BPALEHNMS HA IJIOCKOCTU
public float AnchorY = 0.5f;

[MenuItem ("GameObject/Create Other/Custom Plane")]
static void CreateWizard()

{

ScriptableWizard.DisplayWizard("Create Plane", typeof (CreateQuad));

// Bb3bHBAeTCA B MOMEHT CO3IaHMA OKHAa
void OnEnable ()
{
// BH3BATb COOEITME M3MEHEHUS BHOOPA
OnSelectionChange () ;

// Bu3mBaercsa 10 pas B CekyHIy
void OnInspectorUpdate ()
{
switch (Anchor)
{
// Touka BpamweHMs yCTAHOBJIEHA B JIEBHM BEPXHUI yTOJ
case AnchorPoint.TopLeft:
AnchorX = 0.0f * Width;
AnchorY = 1.0f * Height;
break;

// Touka BpamweHMs YyCTAHOBJIEHA BBEPXY B LEHTPE
case AnchorPoint.TopMiddle:
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076
077
078
079
080
081
082
083
084
085
086
087
088
089
090
091
092
093
094
095
096
097
098
099
100
101
102
103
104
105
106
107
108
109
110
111
112
113
114
115
116
117
118
119
120
121
122
123
124

125 }

AnchorX = 0.5f * Width;
AnchorY = 1.0f * Height;
break;

// Touka BpameHus yCTaHOBJEHA

case AnchorPoint.TopRight:
AnchorX = 1.0f * Width;
AnchorY = 1.0f * Height;
break;

// Touka BpameHus yCTaHOBJEHA

case AnchorPoint.RightMiddle:
AnchorX = 1.0f * Width;
AnchorY = 0.5f * Height;
break;

// Touka BpameHus yCTaHOBJEHA

case AnchorPoint.BottomRight:
AnchorX = 1.0f * Width;
AnchorY = 0.0f * Height;
break;

// Touka BpameHus yCTAHOBJEHA

case AnchorPoint.BottomMiddle:

AnchorX = 0.5f * Width;
AnchorY = 0.0f * Height;
break;

// Touka BpameHus yCTaHOBJEHA

case AnchorPoint.BottomLeft:
AnchorX = 0.0f * Width;
AnchorY = 0.0f * Height;
break;

// Touka BpameHus yCTAHOBJEHA

case AnchorPoint.LeftMiddle:
AnchorX = 0.0f * Width;
AnchorY = 0.5f * Height;
break;

// Touka BpameHus yCTaHOBJEHA

case AnchorPoint.Center:
AnchorX = 0.5f * Width;
AnchorY = 0.5f * Height;
break;

case AnchorPoint.Custom:
default:
break;

B INPaBHl BEPXHMI yTOJ

ClipaBa B LEHTpe

B IIPaBBI HVKHUM YTOJI

BHM3Y B LEHTpe

B JIEBHI HMXHUM YT'OJI

CJleBa B LEeHTpe

B LIEHTpe
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126 }

127 [/ ==

128 // BHIBEIBAETCH, KOTZA BHIIOJHAETCA OOHOBJIEHME OKHA

129 void OnSelectionChange ()

130 {

131 // TpoBepuTh BHOOP [NOJIL30BATENS B PEeLaKTOpe

132 if (Selection.objects != null && Selection.objects.Length ==

133 {

134 // ToJiyumMTh NyTb U3 BHOPAHHOTO pecypca

135 AssetFolder = Path.GetDirectoryName (AssetDatabase.
GetAssetPath (Selection.objects[0])) ;

136 }

137 }

138 [/ === e

139 // ®yHKUMS OJIS CO3LAaHMsA Mella YeTHPEexyTOJibHUKA
140 void OnWizardCreate ()

141 |
142 // Co3maTb BEpUMHE

143 Vector3[] Vertices = new Vector3[4];
144

145 // CoszmarTb xoopIuHaTH UV

146 Vector2[] UVs = new Vector2[4];

147

148 // IlBa TPeyroJIbHMKA B UETHPEXyTOJIbHUKE
149 int[] Triangles = new int[6];

150

151 // CBsAs3aTh BepuUMHB, ONMPASCh Ha TOUKY BpPalleHUS
152

153 // CneBa BHUBY

154 Vertices[0].x = -AnchorX;

155 Vertices[0].y = -AnchorY;

156

157 // CnpaBa BHUBY

158 Vertices[1l].x = Vertices[0].x+Width;
159 Vertices[l].y = Vertices[0].y;

160

161 // Cnesa BBEpPXY

162 Vertices[2].x = Vertices[0].x;

163 Vertices[2].y = Vertices[0].y+Height;
164

165 // CrnpaBa BBepxy

166 Vertices[3].x = Vertices[0].x+Width;
167 Vertices[3].y = Vertices[0].y+Height;
168

169 // TpucBOUTL KOOPIMHATE UV

170 // CneBa BHUBY

171 UVs[0].x=0.0f;

172 UVs[0].y=0.0f;

173

174 // CnpaBa BHUBY
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175
176
177
178
179
180
181
182
183
184
185
186
187
188
189
190
191
192
193
194
195
196
197
198
199
200
201
202
203
204

205
206
207
208
209

UVs[1l].x=1.0f;
UVs[1l].y=0.0f;

// Crnema BBEpXY
UVs[2].x=0.0f;
UVs[2].y=1.0f;

// CrnpaBa BBEpXy
UVs[3].x=1.0f;
UVs[3].y=1.0f;

// TpUCBOUTL TPEYTOJIbHUKM
Triangles[0]=3;
Triangles[1]=1;
Triangles[2]=2;

Triangles[3]=2;
Triangles[4]=1;
Triangles[5]=0;

// Cos3pmaTb Mem

Mesh mesh = new Mesh();
mesh.name = MeshName;
mesh.vertices = Vertices;
mesh.uv = UVs;
mesh.triangles = Triangles;
mesh.RecalculateNormals () ;

// Cos3pmaTb pecypc B 0as3e HaHHBX
AssetDatabase.CreateAsset (mesh,
AssetDatabase.GenerateUniqueAssetPath (
AssetFolder + "/" + MeshName) + ".asset");
AssetDatabase.SaveAssets() ;

// Co3maTb MJIOCKMIA UIPOBOM OOBEKT

GameObject plane = new GameObject (GameObjectName) ;
MeshFilter meshFilter =
(MeshFilter)plane.AddComponent (typeof (MeshFilter);
plane.AddComponent (typeof (MeshRenderer)) ;

// CBsasaTp Mem C QUIBTPOM
meshFilter.sharedMesh = mesh;

mesh.RecalculateBounds () ;

// IoBaBMUTH KOMIIOHEHT KOJuIanIepa KyOuueckoi (GopMer
plane.AddComponent (typeof (BoxCollider)) ;
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Hwxe mpuBOANTCS HECKOTBKO KOMMEHTAPUEB K JIUCTUHTY 9.2:

O Crpoka 004: sToT IpUMeEp IPEJACTABJISIET PACIIUPEHNE PelaKTOpPa.
VImenHO T0sTOMY OH MOJIKITI0UAeT TPOCTpaHCTBO nMeH UnityEditor.
3a 6ostee oAPOOHOI MHOOPMAIKEN 0 CO3JaHIK PACIIUPEHUIT pe-
nakropa obparaiitech K riase 8 «Hacrpoiika pegakropa Unity».

O Crpoka 135: cobbitiie OnSelectionChanged BBI3BIBAaETCSI, KOTZA
MOJIB30BATEIb IPOU3BOAUT BBIOOD B pegakTope Unity ¢ MOMOIIBIO
MBIIN WJIN KJIABHATYPBL. 371ech MeTo/ GetAssetPath BBI3BIBaeTCs
JIUISI BOCCTAHOBJIEHUSI OTKPBITOM B JJAHHBIH MOMEHT ITAITKU B TIAHEJTH
Project (ITpoekr).

O Crpoxka 140: dpynxius OnliizardCreate BBI3BIBAETCS /Ui CO3/MAHUS
Mernra Quad. Ona 3arosHsieT MaccuBbl BepiinH u koopauHat UV,
a 3aTeM HATIOJTHSIET cojiepskaHieM 00beKT Mesh, CO3/IaHHBIN B CTPO-
ke 196.

O Crpoka 204: BasKHO OTMETUTD, YTO MEIIl COXPAHSETCS He KaK 00b-
€KT B OIpeNeJIEeHHON ClleHe, a KaK Pecypc, U3 KOTOPOTO MOKHO
€03/1aTh HECKOJIbKO 9K3eMILISPOB. [[JI1 3TOTO UCTIOIb3yeTC s KIIace
AssetDatabase. DTo 1O3BOJIUT, IPU HEOOXOAMMOCTH, UCITOJIb30BATh
MeIll B HECKOJIBKUX CIIeHAX, a TAKKe TIePEHOCUTD €T0 U3MEHEHUS U3
CIICHBI B CIICHY.

O Bonee nogpobHyio uHGopmauumio O knacce AssetDatabase MOXHO HanTm

B 3NeKTPOHHOM pokymeHTaumm Unity no agpecy http://docs.unity3d.com/
ScriptReference/AssetDatabase.html.

AHnmaunsa UV-KoopAMHAT - NPOKPy4YMBaHWe
TeKCTyp

[Tprem mpoKpyYNBAHUS TEKCTYP OYEHB YACTO TPIMEHSIETCS B UTPaX, M BCE
JKe OH He MMeeT BCTPOeHHOM nojzep:kku B Unity, 109TOMY €CTb CMBICJI
HaNmcath CIeHapuil A ero peanusanun. [IpoxpydymnBanme TeKCTyp wc-
IOJIB3Y€ETCS /TSt Co3/1anust adeKTa CMeIeHnsT: ABIKeHIsT 00JIaKoB, Iie-
PEeMeTIeH ST TIOBEPXHOCTEH, TeKydell BO/BI U TIOT9ePKUBAHUS ABVKEHITH
B urpe. Kak 1npaBuio, Takue TEKCTYpPbI IIPEJICTABIISIOT COO0i GeCIIOBHbIE
M300paskeHNs O BEPTUKAIN U 110 TOPUZOHTAIN. DTO MO3BOJISIET BBINOJ-
HATh OECKOHEUHOE UX IIPOKPYUMBAHNE, KaK II0KazaHo Ha puc. 9.9.

[Tpn moxkTIOUEeHNH K TPUMUTHBY Quad, CJeYIOMUii TpIMep B JTUCTHH-
re 9.3 OKUBUT €T0 TEKCTYPY C COOTBETCTBYIOMUMI CKOPOCTSIMU IO TOPHU-
30HTAJN 1 BEPTUKAJIIL.
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Puc. 9.9. Mpokpy4rBaHme TEKCTYPbI Ha YeTbipexyronbHuke Quad

Jlvcturr 9.3. Knacc a1t npokpy4vBaHus naocknx TEKCTYR

01

02
03
04
05
06
07
08
09
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24

// Kjacc Ijsa NPOKPYyUYMBAHMUS IJIOCKMUX TEKCTYP.
MoxeT MCIOJIb30BATLCS IJis COo3maHus shdexTa IOBUKEHMS OOJIAKOB

using UnityEngine;
using System.Collections;

[RequireComponent (typeof (MeshRenderer))]
public class MatScroller : MonoBehaviour

{

// OBmenoCTyNHEE NepeMeHHEe

// TOpM30OHTaJbHAS CKOPOCTb NPOKPYTKM
public float HorizSpeed = 1.0f;

// BepTukajbHas CKOPOCTb MNPOKPYTKM
public float VertSpeed = 1.0f;

// MuHyManbHAS ¥ MaKCUMalbHAas KOOPIMHATH UV [0 T'PU3OHTANM M BEPTMKAIIA
public float HorizUVMin = 1.0f;
public float HorizUVMax = 2.0f;

public float VertUvMin = 1.0f;
public float VertUVMax = 2.0f;

// JlOKaJibHEIE TEpPEeMEHHEE
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25 [ )=
26 // Ccpulka Ha KOMIIOHEHT OTOCpaxeHMs Mela
27 private MeshRenderer MeshR = null;

28

29 // Merons

30 [ )=
31 // DTOT METON BEIIOJHAET MHULMUAIUBALUIO

32 void Awake ()

33 {

34 // TOJNyuMTh KOMIIOHEHT OTOCpaxeHMs Mela

35 MeshR = GetComponent<MeshRenderer>();

36 }

37 [ )=
38 // Bbu3BIBaeTCHa NPY OTOOPAXEHMY KaXIOTO KaIpa

39 void Update ()

40 {

41 // TpOKpyuMBaThL TEKCTYPY MEXIY MUHMMAJIBHOM ¥ MAaKCUMAJIbHOM KOOPAVHATAMA
42 Vector2 Offset = new Vector2 ((

MeshR.material.mainTextureOffset.x > HorizUVMax) ?
HorizUVMin : MeshR.material.mainTextureOffset.x +
Time.deltaTime * HorizSpeed,

43 (MeshR.material.mainTextureOffset.y > VertUvMax) ?
VertUVMin : MeshR.material.mainTextureOffset.y +
Time.deltaTime * VertSpeed);

45 // OBHOBUTHL UV-KOOPAMHATH
46 MeshR.material.mainTextureOffset = Offset;

O Knacc MatScroller pa6oTtaeT ¢ nobbiM koMnoHeHTOoM MeshRenderer n 06bEKTOM
Quad. MonHbI NPOEKT MPOKPYYMBAHNS TEKCTYPbI MOXHO HATW B MAaKeTe npume-
POB NS KHUTW.

[MoakiounTE TOT CIieHapuil K 06beKTy Quad M HACTPONTE €ro CKOPOCTh
MPOKPYTKU JUUIST TIOJYIEHUsT HEOOXOAMMOTO addeKTa, Kak MOKa3aHO Ha
puc. 9.10. OH npuroauTcs s CO3JAHMI aHUMUPOBAHHOrO (oHa Heba
u GoHa I UIP-CTPEJIIOK ¢ OOKOBOI MPOKPYTKOil. OH TakKe MOXKeT
OBITH MOJIE3EH MIPU CO3/AHUY TIIABHO TEKYIIEH BOABI U 06HEMHOTO OCBE-
HIEHWST, TPU IPUMEHEHIH B COYETAaHUH C ITPO3PAYHOCTHIO!

PucosaHne Ha TeKcType

Ha mpakTike 9acTO BOBHUKAIOT CUTYAINH, KOT/Ia HEOOXOIMMO PUCOBATH
MUKCEJIN Ha TEKCTyPe MPsIMO BO BpeMs Urpsl. VIHOT/AA Takas 3a/1aua perra-
€TCs1 TPUBUAJIBHO, HATPUMED 0TOOPAKEHIE MOJIYITPO3PAYHBIX BCTABOK Ha
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v .. M Mesh Renderer [ %
Cast Shadows &

Receive Shadows

- Materials
Use Light Probes -

4 @ [ Mat Scroller (Script) ] 'ﬂ
Script « MatScroller [0}
Horiz Speed
Vert Speed
Horiz UVMin
Horiz UVMax
Vert UVMin
Vert UVMax

o Tiles
Shader E_?-iF'fa;'e-__'

Main Colar
Base (RGB)
Tiling Offset
x |1 (4]
v 0

&7

L1 T I e =

Puc. 9.10. HacTpoiika NpoKpyTKy TEKCTYPbI
B MHCMEKTope 0ObEeKTOB

TekcType (Kak cJieibl HOT WM HaJIIUCK ). B aTHUX ciIy4asx MOKHO ITPOCTO
HAJIOJKUTD TIOJIYIIPO3pavHbie (hparMeHThl H300pakeHuil Ha (GOHOBYIO T0-
BepxHOCTh. Ho mHoraa tpebyercs Hedto GoJiee CI0KHOE, KOT/a TIOMOXKET
TOJIBKO ITOJIHOIIEHHOE prucoBaHue Ha TekcType. Harpumep, urpsl ¢ yianu-
HBIMH J[PAKAMH, T/l JKeJIaTeabHO W300pa3uTh OPbI3TH KPOBU OT Y/APOB,
[aJIAI0IMe Ha 3eMJII0 1 OKPYIKAIOI[He TIPEIMETHI TaK, YTOOBI OHU CTAJIN
YacTbI0 OKPYKAIOMIMX TeKCTYp. [IpyruM mpuMepoM MOXKeT MOCJTYKUTh
Urpa B BU3AKKCTA, I7I€ UTPOK JOJKEH HANOKUTH MAKHSIK Ha M300paske-
HUe JINIA.

31ech HY’KHO He IPOCTO HATSAHYTH IIJIOCKYIO TEKCTYpy Ha Melll, Kak
OT/IEJIBHBIN 0OBEKT, YTOOBI CO3/IaTh JEKOPATUBHBIN ahheKT, a popuco-
BaThb TEKCTYypy (Hanpumep, ¢ MOMOIILIO KUCTH) Ha (OHOBOI TEKCType
Mela. 371ech KapTuHKa U (DOH He JIOJKHbBI OBITh IBYMSI HE3aBUCHMbBIMU
TEKCTypaMU, U TIPU UX COEMHEHUN JOJIKHBI YYUTBIBATLCS MEII U ero
UV-koopauHatel. [[pyruMu cJI0BaMu, HCXOIHAS TEKCTYPA JAOJKHbBI ObITH
cIpoenypoBaHa Ha IOBEPXHOCTb Mellla, a 3aTeM IIPOPUCOBAHHbIC TTUKCe-
JIM BO3BPAIIEHbI HA TEKCTYPY ¢ momotbio UV-orobpaxkenus Meria. 1o
rapaHTUPYET, YTO MUKCEeaN OY/IyT IPOPUCOBAHBI B IPABUIBHOM MECTE Ha
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TEKCType Ha3zHaueHWs], Kak MokaszaHo Ha puc 9.11. ITOT MeTo/1 MO3BOJIs-
€T POPHUCOBATh JIIOOYIO UCXOAHYIO TEKCTYPY JF0OOTO pasMepa Ha J00i
TPEXMEPHOI MMOBEPXHOCTH ¢ HAJIOKEHHOU TEKCTYpOi JIF0O0TO pasMepa,
yepes UV-orobpaskenue.

Puc. 9.11. PucosaHue Ha TEKCTYpe TEKCTYPUPOBAHHOM KUCTbIO
BO BPEMS BbINOSIHEHMS C UICNONb30BaHMEM MeLla
n ero UV-oTtobpaxeHus

B stom pazzese MbI paccMOTpUM, Kak 3(h(HEKTUBHO peaan3oBaTh 3TO
Ha mpaktuke. Ilepesx TeM Kak HauaTh, CJaeLyeT OTMETUTD, YTO PUCOBAHUE
Ha TEKCType JOJKHO PACCMATPUBATBHCS KaK MOCIEAHEe CPEACTBO, KOTa
aJIBTePHATUBHBIC METO/BI (HATTPUMED, Bpe3Ka TIOCKUX KyCOUYKOB) He TO/1-
XOZAT. DTO CBSI3AHO C TeM, YTO PUCOBAHIE Ha TEKCTYPe IPEIbSBISET T10-
BbIILIEHHbIE TPeOOBAHNS K BbIYMCIUTEIbHBIM PECYPCaM.

3aKOHYEHHbIN NPOEKT PUCOBAHNSA HA TEKCTYPE MOXHO HaWTK B NaKeTe C npu-
= Mepamu Ans KHUTK.

War 1 - co3paHme wenaepa CMeLUMBAHUS TEKCTYp

[laBaiiTe mO3HAKOMUMCS C TIPUEMOM HATOKEHUS IBYX CJIOEB, KOTOPLIHN
UJIeIbHO TIOJIXO/IUT B IAHHOM cJiydae. Bo-TiepBbIX, y HAC €CTh TeKCTypa
KICTH, KOTOpast OyyT HaprcoBaHa Ha (hOHOBOIT TEKCTYPE, KOT/A TT0JIb30-
BaTeJIb IIeJIKHET HA MeTIIe B CIleHe, OHa TToKa3ana Ha puc. 9.12.

¥ Hac ecTb Takxke (hOHOBAS TEKCTYpa, HATAHYTAd HA METIl, KOTOPas Ipu
PHCOBAHUM JIOJIZKHA MTEPEKPBIBATLCSA TEKCTYPON KUCTH, OHA MOKa3aHa Ha
puc. 9.13.
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Puc. 9.12. TekcTypa KMCTM YepHOro uBeTa
C NPO3PayHOCTbIO

Puc. 9.13. ®oHoBas TekcTypa,
Ha KOTopoW ByaeT NnpopucoBaHa
TeKkcTypa KUCTu

OnHako, 06bIYHO He TpeGyeTcst, YTOOBI TIPU PUCOBAHUHT TEKCTYPA KUCTH
repeKkpbiBaja UM U3MeHsIa UKcean (POHOBOH TEKCTYPbl. ITO CBSA3AHO
¢ TeM, 4To (hOHOBAsI TEKCTYPa MOKET OBITh HATIOKEHA HAa HECKOJIBKO 00b-
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eKTOB B cIleHe (IT0 KpaiiHeil Mepe, TeOPeTHYeCKn), M TMePeKPhITHe WJII
M3MeHEeHUe TTUKCeIeil NCXOIHOM (DPOHOBOI TEKCTYPBI TPUBE/IET K PACIpo-
CTPaHEHUIO U3MEHEHUI Ha Bce OOBEKTHI C 9TOM JKE TEKCTYPOU.

BwmecTo aTOTO JTydine BBIIETUTH PE3YJLTAT PUCOBAHUS B OTIECTHHYIO
TEKCTYPY C MPO3PAYHBIM (DOHOM, KOTOPYIO MOKHO HAJOXKHUTH BTOPBIM
coeM Ha (POHOBYIO TEKCTYPY. ITO MO3BOJUT PaseJUTh (DOHOBYIO TEK-
CTYPY U TEKCTYPY C Pe3yJIbTaTaMi PUCOBAHUS KUCTBIO, XOTS 110 BHEIITHEMY
BUIy OHU OYJIyT BBITJISIIETh KaK OflHA CBOAHAS TeKcTypa. JIJist gocTiske-
HUsT 3TOTO 3 deKTa HEOOXOAMMO HAMCATD CBOH IIeiiep, MPUBEACHHBIN
B JiucTUHTE 9.4, DTOT Teliiep HaKIAIbIBaeT TEKCTYPY KUCcTH (C aimbpha-
MTPO3PAYHOCTHIO) TIOBEPX TEKCTYPHI (hoHA.

Jnctunr 9.4. Lenaep HanoXeHns 0AHOM TEKCTYPbI HA APYryto
01 Shader "TextureBlender"

02 {

03 Properties

04 {

05 _Color ("Main Color", Color) = (1,1,1,1)

06 _MainTex ("Base (RGB) Trans (A)", 2D) = "white" {}

07 _BlendTex ("Blend (RGB)", 2D) = "white"

08 }

09

10 SubShader

11 {

12 Tags { "Queue"="Geometry-9" "IgnoreProjector"="True"
"RenderType"="Transparent" }

13 Lighting Off

14 LOD 200

15 Blend SrcAlpha OneMinusSrcAlpha

16

17 CGPROGRAM

18 #pragma surface surf Lambert

19 uniform fixed4 Color;

20 uniform sampler2D MainTex;

21 uniform sampler2D BlendTex;

22

23 struct Input

24 {

25 float2 uv_MainTex;

26 i

27

28 void surf (Input IN, inout SurfaceOutput o)

29 {

30 fixed4 cl = tex2D( _MainTex, IN.uv_MainTex );

31 fixed4 c2 = tex2D( _BlendTex, IN.uv MainTex );

32

33 fixed4d main = cl.rgba * (1.0 - c2.a);
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34 fixed4 blendedoutput = c2.rgba * c2.a;

35

36 o0.Albedo = (main.rgb + blendedoutput.rgb) * Color;
37 o.Alpha = main.a + blendedoutput.a;

38 }

39 ENDCG

40 }

41 Fallback "Transparent/VertexLit"

42 '}

Tocsie coxpaHeHus mieiiepa, OH CTAHOBUTCST JIOCTYIIEH [t BHIGOPA
B KauecTBe THIA MIelijiepa Juist JI0O0ro MaTepuaa, CO3[aBaeMoro B Iia-
Hesin Material (Marepuain) B uHCIIEKTOpe OOBEKTOB. DTOT TIEHIED 0
JKEH WMCIIOJIb30BAThCs IS JII0OBIX OOBEKTOB, KOTOPbIE Bbl COOMPAETECH
pHCcoBaTh, Kak mokaszano na puc. 9.14. Cror MainTex onpezenser dono-
BYIO TEKCTYpPY, Ha KOTOPYIO OyJEeT HAJOKEHO M300pasKeHUue U KOTOpast

= ©Inspector | .=
Maximize an Play | Stats | Gizmos |7 . Custom D"}'
Shader | TextureBlender || Edit..
Main Color Bumped Diffuse
Base (RGB) T Bumped Specular
Tiling Decal
Blend (RGB) Diffuse Detail Tone
Tiling Parallax Diffuse (e o)
) PR Parallax Specular k R |
78 Specular Eelec
+  TextureBlender [E
VertexLit
Custom 3
FX 3
GUI 3
Maobile 3
Mature 3
Particles 3
Reflective 4
RenderFi 3
Self-llumin 3
Sprites 3
Transparent 3
ul 3
Unlit 4
Legacy Shaders 3

Puc. 9.14. Nonb3oBaTenbCckumii LWenaep Ans CMeLnBaHuUs TEKCTYP
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He JIoDKHA pepakTuposathes. Cnor  BlendTex onpesesisgeT NPO3PAyHyIo
TEKCTYPY, HaKJIa/(bIBaeMy1o Ha hOHOBYIO TeKCTypy MainTex. OObIYHO 5TOT
CJIOT 3aTTOJTHSIETCST MPOTPAMMHO U3 CIIeHapHs, TeHepUPYIOIIeTo Ipo3pad-
HYIO TeKCTYPY KUCTH, KaK MBI BCKOPE YBUANM.

Lar 2 - co3paHue cueHapus PUCOBaHUSA TEKCTYpbI

Mpr1 cospanu metiziep, MPUHUMATOTINN JIBE TEKCTYPHI (BEPXHIO W HIDK-
HIOIO) M HAKJIA/IBIBAIOIINI BEPXHIO TEKCTYPY Ha HUZKHIO. B pesysibrate
BosHUKaeT 3P eKT, MOX0KUI Ha UCIIoJb3oBanue caoeB B Photoshop. 9o
MO3BOJISIET TIOMECTUTh HAPUCOBAHHYIO TEKCTYPY B BEPXHUII CJIOH, coxpa-
HUB HEM3MEHHBIMU TTUKCETN (DOHOBOI TEKCTYPBI MO/ HEll, KaK MOKA3AHO
Ha puc. 9.15.

. [[IMesh Renderer @ %
Cast Shadows )

Receive Shadows )

Materials

Use Light Probes I

|

G [ Texture Painter (Script) E‘m
Script i~ TexturePainter (o]
Brush Texture circle_alpha a

Surface Texture Width 512
Surface Texture Height 512

Surface Texture None (Texture 2D) a
Dest Mat & Custom @
: %
i O
Material None (Physic Material) @
Convex O
Smooth Sphere Collisions []
Mesh @iPlane ]

Puc. 9.15. CospaHune cueHapus pucoBaHus TEKCTYPbI

[Ipesknie yem ABUTATBHCS AJIbINe, MBI JIOJDKHBI CHAYaJIa OTPEAAKTHPO-
BaTh PECyPC TEKCTYPbI KUCTHU, YTO MBI U CJIEJIAE€M C TIOMOIIHIO WHCIIEKTO-
pa 00beKkTOB. B yacTHOCTH, BBIOEPHUTE TEKCTYPY KUCTH B TTaHe u Project
(ITpoekt) pemaxropa Unity n uamenute Texture Type (Tum TexcTypsr) Ha
Advanced (Ynyumennsiii). Yeranosute duaskok Read/Write Enabled
(Paspemutsb yTeHue,/3auch), 9TO IIO3BOJIUT IIOJYYUTD 1OCTYI K PYHKIHU-
SIM PETAKTUPOBAHUS TEKCTYPHI.

Kpowme Ttoro, ycranosute ¢iaxok Alpha is Transparency (IIpospau-
HbII anbda-KaHai) u copockre (uaxok Generate Mip Maps (Tenepupo-
BaTh Mip-TEKCTYPY ), Kak MOKa3aHo Ha puc. 9.16.
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«= @ Inspector | =
Elzme= circle_alpha Import Settings & #.
Cpen
Texture Type | Advanced s |
Mon Power of 2 Toldearest
Generate Cubemap one 4 |
Read/Write Enabled E)
Import Type [ Default s |
Alpha from Grayscale
Alpha Is Transparency lh
Bypass sRGE Sampling
Sprite Mode | Ione 4 |
Generate Mip Maps ' L] '
Wrap Mode | Repeat 3 |
Filter Mode | Bilinear 3 |
Aniso Level - 1
Default @ 3 D ] e E
Max Size 32
Format RGBA 32 bit 3
Revert || Apply

Puc. 9.16. NMoarotoeka TEKCTYPbI
151 PUCOBaHUSA Ha APYron TEKCType

Tenepp HalUIEM CIIEHAPUI PUCOBAHUST HA TEKCTYPE, KOTOPBIH MO3BO-
JIUT TPOPUCOBATH TEKCTYPY KHUCTH C ITOMOIIBIO MBI HAa TPEXMEPHOM
oObekre ¢ ucnoabzoBanueM ero UV-koopaunar. ClieHapuil npejcrasiieH
B iucTunre 9.5.

Jnctunr. 9.5. CueHapuii pycoBaHUs Ha TEKCTYpe

002 using UnityEngine;
003 using System.Collections;

005 public class TexturePainter : MonoBehaviour
006 {

007 // KBagmpaTHas TeKCTypa C [NPO3PAauHOCTHI
008 public Texture2D BrushTexture = null;

009

010 // llvpuHa ¥ BECOTa TEKCTYPH MHJIg PUCOBAHMA
011 public int SurfaceTextureWidth = 512;

012 public int SurfaceTextureHeight = 512;
013

014 // Ccpulka Ha TEeKCTypy IJjid PMUCOBAHMSA

015 public Texture2D SurfaceTexture = null;
016
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017
018
019
020
021
022
023
024

025
026
027
028
029
030
031
032
033
034
035
036
037
038
039
040
041
042
043
044
045
046
047
048
049
050
051
052

053
054
055
056
057
058

059
060
061
062
063

// Cchulka Ha MaTepuall TeKCTYPH HJIg PUCOBAHMA
public Material DestMat = null;

// DTOT METON BEIIOJHAET MHULMUAIUBALUIO
void Start ()

{

// Co3maTb TEKCTypy IJig PUCOBAHUS
SurfaceTexture = new Texture2D (SurfaceTextureWidth,
SurfaceTextureHeight, TextureFormat.RGBA32, false);

// BanonuuTe uepHEMM OMKCeNsMM (npospauHsle; alpha=0)
Color[] Pixels = SurfaceTexture.GetPixels()
for (int i=0; i<Pixels.Length; i++)

Pixels[i] = new Color(0,0,0,0);

SurfaceTexture.SetPixels (Pixels) ;
SurfaceTexture.Apply() ;

// YCTAaHOBUTH KaK OCHOBHYD TEKCTypPYy
renderer.material.mainTexture = SurfaceTexture;

// Ecnv MaTepuas TEeKCTYphl IJid PUCOBAHMSA, yCTAHOBUTH TEKCTYPY KUCTMU
// Vicnmosib3yeTcs C HECTAaHAAPTHEM WENIEepOM
if (DestMat)

DestMat.SetTexture ("_BlendTex", SurfaceTexture);

// BhI3BIBaeTCHA NPy OTOOPaXeHMM KaxIOTo Kampa
void Update ()

{

// Ecyy KHONKa MBI HaxaTa, HadaTb PUCOBAHME
if (Input.GetMouseButtonDown (0))

{

// Touka MoI yKa3aTejeM MbIl
RaycastHit hit;

// TpeoOpazoBaTh TOUKY Ha 3KpaHe B JIyd B CLEHEe
if (!Physics.Raycast (Camera.main.ScreenPointToRay (
Input.mousePosition), out hit))

return;

// TonyunTh KOJIIANOEp
Renderer renderer = hit.collider.renderer;
MeshCollider Collide = hit.collider as MeshCollider;

if (renderer == null || renderer.sharedMaterial == null ||
renderer.sharedMaterial .mainTexture == null || Collide == null)
return;

// Toayuntb UV-KOOPAMHATH NMOBEPXHOCTM
Vector2 pixelUV = hit.textureCoord;
pixelUV.x *= renderer.material.mainTexture.width;
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064
065
066
067
068
069
070
071

072

073
074
075

076
077
078
079
080
081

082
083
084
085
086
087
088
089
090
091
092
093
094

095
096
097
098
099
100
101

102
103
104
105

pixelUV.y *= renderer.material.mainTexture.height;

// YCTaHOBUTBH LEHTP TEKCTYPH KMUCTM B KOOPIMHATH Kypcopa
pixelUV.x -= BrushTexture.width/2;
pixelUV.y -= BrushTexture.height/2;

// TpuBecTM 3HaueHus NOMKCesel k muanasoHy 0-width
pixelUV.x = Mathf.Clamp (pixelUV.x, O,
renderer.material.mainTexture.width);

pixelUV.y = Mathf.Clamp (pixelUV.y, 0,
renderer.material.mainTexture.height);

// HapucoBaTh Ha TEKCType IJIs PUCOBAHMS
PaintSourceToDestTexture (BrushTexture,
renderer.material.mainTexture as Texture2D,
(int)pixelUV.x, (int)pixelUV.y);

// PUCyeT MCXOIHYy TEKCTYypy Ha TEKCType IJig PUCOBAHUS
// HapucyeT TEeKCTypy KUCTM Ha TEKCType IJIs PUCOBaHMUS
public static void PaintSourceToDestTexture (
Texture2D Source, Texture2D Dest, int Left, int Top)
{

// TONMyuMTb NMKCEJNM TEeKCTYPH KUCTHU

Color[] SourcePixels = Source.GetPixels();

// ToNyunTb NMKCENM TEeKCTYPH IJiS PUCOBAHMS
Color[] DestPixels = Dest.GetPixels();

for (int x=0; x<Source.width; x++)
{
for (int y=0; y<Source.height; y++)
{
// TOJYyuMTh MCXOIHBIA MUKCEJb
Color Pixel = GetPixelFromArray(SourcePixels, x, vy,
Source.width) ;

// TonmyumTb CMeleHye B TEeKCType OJIsS PUCOBaHMUS
int DestOffsetX = Left + x;
int DestOffsetY = Top + y;

if (DestOffsetX < Dest.width && DestOffsetY < Dest.height)

SetPixelInArray (DestPixels, DestOffsetX, DestOffsety,
Dest.width, Pixel, true);

// VI3BMEHMTBH TEKCTypYy IJIS PUCOBAHUSA
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106
107
108
109
110
111

112
113
114
115
116
117

118
119
120
121
122
123

124
125
126
127
128
129
130
131
132
133
134

Dest.SetPixels (DestPixels);
Dest.Apply () ;

// UMraeTr UBET U3 MACCUBA NUKCEJENR
public static Color GetPixelFromArray (Color[] Pixels, int X, int Y,
int Width)
{
return Pixels[X+Y*Width];

// BanuceBaeT LBET B MACCUB NUKCEJENR
public static void SetPixelInArray(Color[] Pixels, int X, int Y,
int Width, Color NewColor, bool Blending=false)
{
if (!Blending)
Pixels[X+Y*Width] = NewColor;
else
{
// 3mecb cMemMBaeTCs LBET TEKCTYPH C LBETOM [OBEPXHOCTH,
C CcoxXpaHeHMeM BHAuUeHMs [PO3PauHOCTU
Color C = Pixels[X+Y*Width] * (1.0f - NewColor.a);
Color Blend = NewColor * NewColor.a;

Color Result = C + Blend;
float Alpha = C.a + Blend.a;

Pixels[X+Y*Width] = new Color (Result.r, Result.g, Result.b, Alpha);

Husxe npuBoanTCst HECKOJIBKO KOMMEHTAPUEB K JTUCTUHTY 9.5:

o

o

Crpoxka 008: o61ie10cTyITHAS] TIePEMEHHAST B 9TOU CTPOKE XPAHUT
CCBIJIKY Ha PECypc TEKCTYPbI, UCIIOJIb3YEeMOI B KauecTBe PUCYHKA
kucTr. [1o KasoMy MUKy MBIIIBIO 3Ta TEKCTypa Oy/IeT HaKJa-
JIbIBaTbCSI HA TEKCTYPY U3 llepeMeHHol SurfaceTexture.

Crpoxa 015: nepemennas SurfaceTexture XpaHuT CChLIKY Ha [H-
HAMUYECKHN CTEHEPHUPOBAHHYIO TEKCTYPY C MPO3PAYHBIMU TTHKCE-
JISIMH, KOTOPAst ChITPAET POJIb HUKHETO CJIOsL. JTa TeKCTypa Oy/er
MPUHUMATD BCe MAa3KU KUCTHIO ITPU pricoBaHuu. [Ipoiie roBops, aTa
Tekcrypa Oy/er mepejiana B reiiiep TextureBlender B iepeMeHHOI
_BlendTex.

Crpoxku 026—-031: HOBasg TEKCTYpa reHEPUPYETCS BO BPEMS BBITIOJ -
Henus Gynkiun Start. Texctypa umeet hopmat RGBA32, noanep-
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sKuBatonil anbgha-kananr. Oyukims SetPixels UCMOMB3yeTCs s
MAKETHOTO 3AIMOJTHEHUS (3aJTMBKI) TEKCTYPBI MUKCEISIMHI OJHOTO
nBera. Bostee oapobHO (GyHKIMKM GetPixels u SetPixels paccma-
TPUBAIOTCS HITKE.

Crpoka 046: B pynkiun Update OTCACKUBAIOTCS METUKH MBITITHIO
TS 3aITyCKa MPOIe/lypbl PUCOBAHUS HA TEKCTYPE.

Crpokn 048-059: npu HaKaTUM KHOIKHM MBI HEOOXOAUMO
MPOPUCOBATH TEKCTYPY KUCTU B HazHadyeHHOM MecTte. DyHKIMA
Physics.Raycast BBI3BIBAETCS B CTPOKE 52 JIJIsI BBISICHEHIIST HECKOJTb-
KUX BOIIPOCOB, OJIMH U3 HUX: SIBJISIETCS JI MeleM 0OBEKT B CIICHE,
Ha KOTOPbIi yKasbIBaeT Jryd. Takoit 0ObEKT JOJKEH METh KOMIIO-
HeHT Collider.

Crpoxku 062—-072: ecsin o6bekT 00HapyskeH, UV-KOOpArHATHI Me-
CTa TaJIeHUs Jiyda MOKHO TIOJIyYUTh U3 TlepeMeHHol textureCoord
CTPYKTYPbI RaycastHit. Bosee moapobHyto nHOOPMAIUIO O JaHHOI
TepeMeHHO MOKHO HalTH B 3JIeKTPOHHOU foKyMeHTannn Unity
1o ajapecy http://docs.unity3d.com/ScriptReference/RaycastHit-
textureCoord.html. JTa mepeMeHHas XPaHUT HY’KHBIC 3HAUCHIS,
TOJIBKO €CJii 0OBEKT, Ha MEII KOTOPOTO MOMaJ JIyd, BJAaJCeT KOJ-
naiimepoM tuma MeshCollider, a He KaKUM-TO APYTHUM, TaKUM KakK
BoxCollider mum CapsuleCollider. To ectb, 000H 00BEKT, Hpe/-
Ha3HAYEHHBIN JI7T1 TIPOPUCOBKY Ha HEM TEKCTYPBI, IOJLKEH UMETh
KoMITOHeHT MeshCollider, Tak Kak TOJIbKO OH nMeeT JaHHble 0 UV-
KooparHaTaX. B cTpokax 63—72 BBINOJHSETCS TPEOOpasoBaHME
UV-koopauHaT B aGCOTIOTHYO TIO3UIMIO B TIMKCEJISIX MEHTPA TEK-
CTYPBI KUCTHU TIPU 33/IaHHOM TIOJIOKEHUN Kypcopa. Pesysibratom
SBJISIETCST TOUHO OTIpefieJieHHas MO3UINS Ha UCXOJHOHN TEKCTYPE,
COOTBETCTBYIOIIAS TOUKE C KOOPAMHATAMHU X, i, B KOTOPOI TEKCTypa
JIOJKHA OBITH TIPOPUCOBAHA HA TEKCTYPE JIJIST PUCOBAHMSL.

Crpoka 075: dhyukius PaintSourceToDestTexture CJysKUT Jis ca-
MO MTPOPHUCOBKHU.

Crpoka 081: pynkius PaintSourceToDestTexture MpUHUMAET YeThI-
pe aprymenTa: Source, Dest, Left u Top. Ha ocHOBaHUM nX 3HAUEeHWH
TEKCTypa Source MPOPUCOBBIBAETCS Ha TeKcType Dest B MecTe ¢ KO-
opauHatamu Left u Top. ITa HyHKIMs 00bsIBICHA KaK CTaTHUYECKAT,
TO €CTh JIJISI €€ BBI30BAa HET HEOOXOAUMOCTH CO3/IaBaTh IK3EMILISIP
KJracca.

Crpoxku 084—087: Ha 1epBbLIM IIare MPoTecca MPOPUCOBKHU TEKCTY-
PBI U3BJIEKAIOTCS BCE MUKCEJNU TEKCTyp Source u Dest. /Iyt aToro
ucnosb3yercst pyHKIms GetPixels. Bosee moapobHyo nHbopMa-
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1o o hyHKINK GetPixels MOXKHO HAlITH B 9JIEKTPOHHON JTOKYMEH-
tanimu Unity 1o azpecy http://docs.unity3d.com/ScriptReference/
Texture2D.GetPixels.html. /lasmee, HecMOTpS Ha TO, UTO KasK/I0€ MU30-
OpaskeHHe BHEIIHE BBITJISIUT KaK JBYMEPHBII MacCUB ITUKCEJIEH,
bynkms GetPixels Bo3BpalmaeT JUHEWHBIN (OHOMEDHBIIT) Mac-
cuB. TToaToMy mst TipeoOpa3oBaHms KOOPAMHAT X U Y TIHKCeTei
B WH/IEKCBI JMHEHHOTO MAacCHBa WCIOJB3YIOTCS JBe (DyHKINM:
GetPixelFromArray m SetPixelFromArray.

Crpoxn 089—-101: 31ech KaxK/IbIi TTIKCETb N3BIEKACTCS U3 TEKCTY-
PBI KUCTH W PUCYETCST B HY;KHOM MecTe. /[omosHuTeThHO TTPOBe-
psIeTCsT — HaXOUTCS JIM TPOPUCOBBIBaeMast 4aCTh TEKCTYPBI KUCTH
B IIPeJiesiaX TeKCTYPHI ISt PUCOBAHUSL, U IIPU HEOOXOAMMOCTH TIPO-
U3BOJIUTCS OTCEUEHUE. ITO CBSI3AHO C TEM, UTO KUCTh, B TIPUHITUTIE,
MOJKET MPUOIM3UTHCS K KPato TeKCTYpoL. B aToM ciaydae dakrmye-
cku GyIeT TPOPUCOBAHA TOMBKO YaCTh KUCTH, 4 HEKOTOPHIE TTHK-
cenn OYIyT «OTpe3aHbly. [TUKCENN IUTAIOTCS U3 TEKCTYPBI KUCTH
¢ oMonTpi0 (DyHKINN GetPixelFromArray n 3amMCBIBAIOTCS B TEK-
CTYPY U1 PUCOBAHUS € TIOMOTIBIO (hyHKIMM SetPixelInArray.
Crpoku 106—107: Bbi30B (hyHKIINN Apply TOCTE 3aTTUCH TTHKCETei
B TEKCTYPY /TSI PUCOBAHUS CIYKUT JJIST TTOATBEP:KICHNS Omepa-
mun. Kpome dynkmmm SetPixels (MHOXKecTBeHHOE umncno) Unity
nmoziziep;KuBaeT Takke HyHKINIO SetPixel (eMHCTBEHHOE YMCJIO).
Opmnako GyHKIMA SetPixels mokaswpIBaeT JIYUNIYIO TTPON3BOIN-
TEJIbHOCTH, YeM MHOTOKPATHBIN BBI30B (DyHKIMH SetPixel.

Crpokn 111-114: dynxius GetPixelFromArray mpwHMMAeT Mac-
CUB TIUKCEJIEH, KOOPAWHATHI X W Y TIMKCENS U TMHUPUHY TEKCTYPBI
B muKcesnsx. Ha ocHOBaHMM 3THX TapaMeTpoB OHA BO3BpalaeT
JIMHENHBII WHJIEKC B MACCHUBE TMKCEIEH, T/Ie HAXOIUTCS NCKOMBII
MHKCEb.

Crpoku 117-131: bynkmms SetPixelInArray usMeHsieT 1[BET MUK-
censt B suHelHOM MaccuBe. Croco6 M3MEHEHUST OMpPeesisTeTcst
aprymenToM Blending. Ecsm apryment Blending mmeeT 3HaueHme
false, MMKcesIb B TEKCType TTPOCTO 3aMeIIaeTcs THKCeIeM, Tepe-
nauabiM hyHKIUA. Ecsin apryMmeHT Blending mMeeT 3HaueHune true,
Gy/IeT BBIMTOJHEHO CMEITUBaHYE I[BETa IIMKCEJIst B apTyMEHTe C 11Be-
TOM TIMKCEJIST B TEKCTYpPE, C COXpaHEHUeM ayb(da-TPO3pavHOCTH.
Aprymenrt Blending csefyeT yCTaHOBUTD B true JJIs1 PUCOBAHUS 110-
JIYTIPO3PAYHON KMCTBIO HA TEKCTYPe /IJIST CJIOKEHNST M CMEITNBAHNS
3HAYEHWI 11BeTa.
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LWWar 3 — HacTpoiika TeKCTypbl pUCOBaHUS

Tenepp y Hac ecTh PabOTOCIIOCOOHBIIT 1IeiiIep, ClieHAPHii PUCOBAHUS Ha
TEKCTYPE U TOJITOTOBJIEHHbBIE TEKCTYPBHI, OCTAJIOCH MPOUTHU IITaT 32 MIAroM
HAcTpoWKy pucoBanus Ha Tekctype B Unity. Haunem c mycroro mpoexra,
COJIepIKAIIEeTO NIei/iep, ClieHapuii PUCOBAHUS HA TEKCTYPE U J[BE TOJTr0-
TOBJIEHHbBIE TEKCTYPBI: TEKCTYPY (DOHA M TEKCTYPY KHCTH, KaK ITOKa3aHO

Ha puc. 9.17.

Assets

£ project | E consale

Create ~

S C# 5

ﬁ circle_alpha floar_pattern TexBlender TexturaPai..

Puc. 9.17. HavanbHbI NPOEKT pUCOBAHUSA Ha TEKCTYype

Hacrpotite Tekctypy kuctu B nanesu Project (IIpoekr), ykazas He-
Goubiioil pasmep (Hampumep, 32x32) u BbiOepure B ee noJe Format
(Mopmar) B sHauerne RGBA 32 bit mia  ncnonb3oBatust anbha-mpo-
3pavHOCTH, KaK IMoKa3aHo Ha puc. 9.18.

Cospnalite HoBbII MaTepuall, UCIIOJb3Y 1eiifep TextureBlender, u BbI-
Gepute (oHoBYIO TeKcTypy B ciore MainTexture, kak MOKasaHO Ha
puc. 9.19.

JlobaBbTe B CIieHy HOBBIIT 00heKT Quad, Plane min Mesh u yaamire y Hero
Kosmatizep, ecin umeercst. Ha atom 00bexTe GyIET BBITOTHSITHCS PHCO-
BaHUe, XOTs OGHAPY KEHHUE MIETIKOB MBIIIBIO OY/ET IPOUCXOIUTh HA €0
nybmukare. S pasmesit Mel [Tt PUCOBAHUS W METT [T OOHAPYKEeHUs
IIETYKOB, UTOOBI MEII JIJIsI PUCOBAHIS MOT IMETh IPYTO KOJLIaiaep nin
JPyTrue KOMITIOHEHTBI, €CJIN 3TO MOTPEGYeTCsl.

ITocie noGaBieHUS YeThIPEXyroibHUKA Quad HasHAYbTe €My I10Jib-
30BaTeJbCKUI MaTepuas ¢ meiizepoM TextureBlender, Kak ImoKasaHO Ha
puc. 9.20.

Crkonmpyiite o6bexT Quad, nobassre Mesh Collider, orkitounre Mesh
Renderer u HasHaubTe emy mycToil auddysHbIil MaTepuas. ITOT — He-
BUUMBII MEIIl, U OH OYeT CIIYKUTH JIJIst OOHAPY KEHUS TIEJTUKOB MbIIIIHIO
Y BBITTOJTHEHUS OTIePAIlUN PUCOBAHMS.
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© Inspector o=
circle_alpha Import Settings %,
[Open]
Texture Type | Advanced +]
Mon Power of 2 | Toldearest L
Generate Cubemap | Mene s |
Read/Write Enabled )
Import Type | Default s |
Alpha from Grayscale O

Alpha Is Transparency i)
Bypass sRGB Sampling []

Sprite Mode | Mene s |
Generate Mip Maps O
Wrap Mode | Repeat s |
Filter Mode | Bilinear t]
i 1
Default @ |+ [0+ & EIE
Max Size |32 ¢ ]
Format | REBA 32 bit L :]
¥ |

Puc. 9.18. HacTpoiika TekcTypbl KUCTU

@ Inspector | =

' Custom_Mat @ %
Shader | TextureBlender v | | Edit... |

Main Color :lf

Base (RGB) Trans (A)

Tiling Offset

= [1 [¥]

yli 0

Blend (RGB) lane
(Texture)

Tiling Offset

= [1 [¥] .

vl [1} elact

Puc. 9.19. Co3gaHne HOBOro matepmana
C wengepom TextureBlender
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€ Game | ©Inspector | A=
- ™ [Quad [static
™" Tag [Unsagged +] Layer [Dsfaukc +l|
¥ A Transform @ =
Pasition X0 Y0 z0
Rotation X 90 Y0 zo
Scale X|4.075263 Y 4.075264 Z 4.075264
¥ Quad (Mesh Filter) ["ES
Mesh WQuad ©
¥ . MMesh Renderer @ =
Cast Shadows
Receive Shadows )

» Materials
Use Light Probes [}

Custom_Mat
Shader [ Texturelender

Main Color
Base (RGB) Trans (A)

Blend (RGB)
Tiling Offeet
<[ o
N o elec

Add Component

Puc. 9.20. Jo6aBneHne HOBOro oobekTta Quad

Kpome Toro, nopkiounTe creHapuil TexturePainter kK 0ObEKTY U BbI-
6epute B noJie Brush Texture (Texcrypa KUCTH) TEKCTYPY KUCTH, B TIOJIE
Dest Mat (Matepuas HasHaueHus ) Bpibepute Custom Mat, Kak MokasaHo
Ha puc. 9.21.

Teneps 3amycture NpUIOKEHUE U HAYHUTE 1IEJKATh MBIIIBIO Ha Mellle.
[Tpu aTOM Ha GOHOBOIT TEKCTYPE OYYT TPOPUCOBLIBATHCS MA3KU KUCTHIO,
KaK IMoKa3aHo Ha puc. 9.22.

NTtorm

B aro0ii riaBe GbLIN PAaCCMOTPEHBI MHOXKECTBO JeTasieil paboThl ¢ JABYX-
MepHOii rpadukoii. TTos iByxMepHOl rpad Kol 0OBIYHO MOAPA3yMEBAIOT
TOJIBKO JIByXMEPHBIE UTPBI, HO 3716Ch OCHOBHOE BHUMAaHHUE ObLIO y/IeJeHO
TEKCTypaM, 4TO BAKHO HE TOJIbKO /I ABYXMEPHDLIX, HO U JJI TPexXMmep-
HbIX UI'P. B TJIaBy BKJIIOYEHBI IIPUEMbI U HU/I€H, KOTOPbIE MOKHO OTHECTU
U K IBYXMEPHOU TIJIOCKOCTH, U K IByXMEPHOMY IIPOCTPAHCTBY. B yacTHO-
cTH, OBLT CO3/IAH BPAIIAIONINNCS CKAIOOKC, KaK COeNNHEHIe yIIpaBJsie-
MOT0 CKaitboKca ¢ HaCTPOUKaMU TTyOUHBI KaMePBI JIJs BU3YaM3aIluu 110
cJ10s1M. 3ateM ObIT TIPOPabOTAH BOIIPOC TPOTPAMMHOTO CO3AHIST TEOMET-
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Puc. 9.21. Co3paHuns 4eTbIpexyrosibH1Ka
DNst oNpefeneHns LWen4ykos

Puc. 9.22. Pe3ynbTaTt pycoBaHuUs Ha TEKCType
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pudeckux ¢puryp Ha npumMepe mockoctu. [ocie nobasienus 8 Unity Bos-
MOKHOCTH CO3/IaHUSI TPUMUTHUBOB YETHIPEXYTOJTBHUKOB Quad, TeMa co3/1a-
HUS TIJIOCKOCTEH HECKOJBKO PACTEPSia CBOK aKTyaJbHOCTb, HO METObI
U MOHSATHUST CO3IaHUs 00BEKTOB Quad COXPaHSIIOT CBOK 3HAYMMOCTb, TAK
KaK [MO3BOJISIIOT PEAaKTUPOBATH M HACTPANBATh JIDOBIE MEIITH, a HE TOJIBKO
Quad. PemaktupoBanue Meniell B peskrMe PeabHOTO BPEMEHU MO3BOJIS-
€T CO3/IaTh MUPOKUI CIeKTP 3(hHEKTOB, OT YAAPHOH BOJHBI B3PBIBOB /10
JKeJIeno00HbIX 6aTyToB. MBI pacemorperu anuManmto UV-mernreil. C ee
MOMOII[BI0 MOKHO peai30BaTh GECKOHEUHYIO MPOKPYTKY OECIIOBHON
TEKCTYPBI IByXMEpHOTO (hoHa Ha 00bekTax Quad, 4ToOBI co31aTh ahdeKT
nepeMenieHns, a TakKe JIJIT UMUTAITMHA TeKydell BOIBI U IPYTUX JBUKY-
MUXCS TTOBepXHOCTel. HakoHel, MbI pacCMOTpPEJN TMHAMIYECKOE PHUCO-
BaHME HA TEKCTYyPE MEIIIa, 3aIyCKaeMoe MIETIKAMHU MBITITBIO, ¢ TTOMOIIBIO
UV-koopawHat u aibha-Tpo3padHOCTH /IS CMEITUBAHUS TEKCTYP. DTOT
[IPUEM YaCTO TIPUMEHSIETCS JIJIST HAJIOKEHUS N300PaskeHUI Ha TEKCTYPBI,
TaKUX KaK ITyJIeBbIE OTBEPCTHUS, OPBI3TH KPOBHU UJI PHCOBAHHUE HA XOJICTE.
B caemyromieit TiiaBe Mbl pACCMOTPUM PSIJT COBETOB U ITPUEMOB TI0 TIOBbI-
nrernio s dekruBHOCTH PAGOTHI ¢ TpoekTamu B Unity.
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YnpasneHune
NCXOAHBIMN TeKCTaMU
N Apyrme NOACKa3Kn

B aroii rmaBe GyayT paccMOTPEHBI TPU PEKOMEHAINHU O pa3paboTke
nporpaMMHOTo Kozia Ha C# 1 paboTe co crieHapusiMi. ITH PEKOMEH AN,
HECOMHEHHO, BaXKHbI, HO UX TeMaTUYECKU HeJb3s OTHECTU HU K O/THOM 13
npeablaymux rias. Pekomenjanuu npuBesieHbl 3/1eChb B IPOU3BOJIBHOM
HOPSIIIKE, U [VIABHOE, YTO CJYKUT OIIPABJaHUEM BKJIIOYEHUS UX B KHUTY, —
9TO WX II0JIE3HOCTD, & TAKJKe UX OTCYTCTBUE WJIM JIMIIL IIOBEPXHOCTHOE
ylIOMUHaHUe B Apyrux ucroynukax. CrenoBaresbHo, B 9TOH IJiaBe JlaH
HabOp COBETOB U MOJICKA30K, KOTOPbIE, COOPAHHbBIE BMECTE, MPE/JIaraioT
IpPUMEHUMbIe Ha IPAKTUKE 3HAHWUA. ITU TPU PEKOMEHJAIUM KacaloTCs
CJIEJIYIOIINX TEM:

O ympaBieHUe UCXOIHBIMH TEKCTaMU ¢ MOMOIIbIo Git;

O manku pecypcoB u BHelTHHE (aiiibr;

QO 3arpyska u COXpaHeH¥e UTp.

Git - ynpaBAeHMe UCXOAHbIMWN TeKCTaMU

ITox TepMUHOM yNpaBieHHE HCXOAHBIMU TEKCTaMu (source control) uiu
ynpagienue BepcusiMu (revision control) moHUMaOT JI0O0E TIPOTPaMM-
HOe obecTieuenne, UMEIOIee MeJb CIEeNaTh MPAKTUIECKYI0 pa3paboTKy
TPIJIOKEHUH TIPOTIe U Oe30TIacHee, HACKOIBKO 9TO BO3MOKHO. Ecim ko-
POTKO, TaKOe MPOTPaMMHOe 0OecTiedeHre MO3BOJISET JIETKO 1 OBICTPO OT-
CJIeKUBATh U3MeHeHUs B (ailyiax u mpu HeOOXOAUMOCTA OTMEHSITH WX,
a Takke 0OMEHMBATHCS M3MEHEHMSIMI ¢ IPYTUMi pazpaboramkamu. Kax
MPaBIIIO, Pa3paboTKa TPOTPAMMHOTO obecriedennst (B TOM YHCJIe pa3pa-
GOTKa UTP) OCHOBBIBAETCS HA JIBYX BAJKHBIX ACTIEKTAX, MJIH HHIPEIUEHTAX.
Bo-1epBbIX, 9TO KOJUIEKTUBHbBIE YCUIUS, T/Ie HECKOIBKO Pa3paboTINKOB
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paboTaroT BMeCTe Kak 4acTh KOMaH/Ibl B OJJHOM MecTte (Harpumep, B opu-
ce) WK B yIAJIEHHBIX PYT OT IPYTa MeCTaX, a 0OOMEH BEAETCs Uepes BUPTY -
aJIbHOE MPOCTPAHCTBO (HATIPUMED, BUPTYAJIbHBIH oduc, hopyM Win Taxke
9JIEKTPOHHAs 1o4Ta). Bo-BTOPBIX, B mporecce pa3paboTKU MPOrpaMMu-
CTBI HACTPAUBAIOT, PEAAKTUPYIOT M BHOCAT YJIYUIIECHUS B NCXOIHBIN KOJI.
W3 5TUX ABYX, Ka3ajoch Obl, TPOCTHIX ACIIEKTOB BBITEKAET P/ BaXKHBIX
HOTPeOHOCTE, KOTOPbIE U JIOJIKHO YAOBJIECTBOPUTH IPOrpaMMHOE 0bectie-
YeHWe YITPaBICHUS BEPCUSMI.

AT NOTPEOHOCTH 3aKIIOUAIOTCS B CIIEAYIOIIEM.

O CoTrpyaHuuecTBO: KOT/[a HECKOJIBKO Pa3pabOTIMKOB pabOTAIOT HaJl
OOIIIM TIPOEKTOM, M 0OBIYHO HYKHO HCIIOJIb30BaTh 00IIHE HCXO/I-
Hble daiiabl. VX MOKHO TIepechliaTh O 3JeKTPOHHOU MOYTe WU
KaKUMHU-TO JPYTUME CcHocobaMu, HO 1pu paboTe Hajl OOIbIINME
U JI0JIFOCPOYHBIMU TIPOEKTAMU TIOAJEPKUBATh TaKO 0OMEH CTa-
HOBUTCS ¢J0xkHO. C TeueHreM BpeMEHU O4YeHb ObICTPO HapacTaer
CJIOKHOCTH MOHUTOPUHTA U3MEHEHWH ¥ MHTETPAIUN IBYX BEPCUIA
baitma B euHbIN haiis.

O Ortkar: uHOT/Ia BHECEHHBIEC UBMEHEHUS UJTH YJIyUIIeHUs] OKa3bIBa-
10TCsI OIIMOOUHBIMU. PelakTupoBaHme Wi KCIIPaBJIeHIs He BCEria
MPUBOJAT K OKUIAEMOMY PE3YJIbTaTy W JOJKHbBI OBITh OTMEHEHBI,
KOJI CJIEZTyeT BEPHYTD B MpeskHee cocTosiHne. MoKHO, KOHEYHO, CO-
XPaHSTh KOTMN MPEABIAYIINX (DailIoB BpyUHYI0, HO paboTa ¢ TaKu-
MU KOMUSMU B T€UEHUE JITUTETHHOTO BPEMEHU MOKET CTaTh yTO-
MUTEIBHON 1 4epecyyp 3aIyTaHHOI.

O OrciaexkuBanie HCTOPUHM U3MEHEHHIA: 4acTo HEOOXOAUMO OTCJIe-
JKUBATh BHECEHME U3MEHEHUN B KOJI, OCOOEHHO IIPU €ro OTJIaJKe.
Eciu KTO-TO BHEC TpPaBKHU, BbI HABEPHSIKA 3aXOTUTE 3HATDH, KTO
U3MEHWJT KOJI, ToueMy U Koria. OmnsTh jKe, BBl MOXKETe BPYUHYTO
BECTHU KyPHAJbl U3MEHEHUH, MICaTh KOMMEHTApUU MJU KaK-TO
HHaye JOKYMEHTHPOBATh U3MEHEHUsI, HO 9TO OYAeT A0CTaTOYHO
TPYIOEMKO.

YipaBiienrie BEPCUSIMU TPeJHA3HAYEHO JIJIsI PEIEHUsT BCeX TPeX OC-
HOBHBIX TIPOOJIEM: COTPYIHMYECTBA, OTKATa U OTCJCKUBAHUS HU3MEHe-
Huil. CyIecTByeT MHOKECTBO TIPUJIOKEHUH YITPABICHIST BEPCUSIMHU, 9TO
Git, Perforce, Microsoft Team Foundation Server u ap. B aroii ritaBe 6y-
net paccMoTpeH nakeT Git, OH MoJIb3yeTCst Oy ISIPHOCTHIO, GECTIaTEH,
Kpocc-T1aT(OPMEHHBIN ¥ ¢ OTKPBITHIM MCXO/HBIM KO/IOM. Vcriosib3oBa-
Hue Git HauMHaeTCsd ¢ HACTPOIKM clielranbHON 6a3bl JaHHBIX, HA3bIBA-
eMOH XpaHWIMILEM, U1 peno3utopueM (Tepository), KOTopas MOXKeT
OBITB JIOKATBHON (Ha KOMITBIOTEPE) WK yaajieHHoH (B cetr). ITocte Ha-
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CTPOUKHU BBI Oy/IeTe UMETh BO3MOKHOCTD OTCJICKUBATH JI00bIC H3MEHE-
HUS B Balux mpoektax Unity, OTKaThiBaTh UX MIPH HEOOXOAUMOCTH 1 00-
MEHUBATBCSI, WJIH COTPYAHUYATH C APYTUMHU paspaborurkamu. /[aBaiite
MMOCMOTPUM, Kak HacTpouTh Git, ucmonb3ys rpadudeckuii nnrepdeiic
TTOJIb30BATES.

llar Ne 1 — 3arpy3ka

Ectb MHOTO crioco6oB yceranosku Git aig npoexktos Unity. B atoii riase
paccMaTpuBaeTcs coefinHenne opuimaabHoro nakera Git ¢ BHEITHUM WH-
tepdeiicom TortoiseGit. C MOMOIIBIO 9TUX ABYX IAKETOB PazpaboTYnKU
MOTYT OTCJICKMBATH M YITPABJISATH BCEMU U3MEHEHUSIMU B CBOUX ITPOEKTAX,
HE3aBHCUMO OT TOTO, PaGOTAIOT OHU OJHK W B KOMaH/Ie.

Jlist Havajia 3arpysute W YCTaHOBUTE IMPOrpaMMHOEe oOeciieueHue
¢ opurmanpHoro caiita Git http://git-scm.com/.

Q Bonee noapobHyio nHdopmaumio 06 ncnonbzosaHun Git MoOXHO HanTh B HGec-

0 git --fast-version-control Q

Git is a free and open source distributed version control system
designed to handle everything from small to very large projects
with speed and efficiency.

Gil is easy to learn and has a tiny footprint with lightning fas:
performance. It outclasses SCM tools like Subversion, CVS,
Perforce, and ClearCase with features like cheap local branching,
convenient staping areas, and multiple workfows.

g Learn Git in your browser for free with Try Git.

#  About a  Documentation
& =
ﬁ The advantages of Git [T] Command reference pages, Pro = Releace
campared ta ather souree ™ Git baok content, videasand 220
control systens ather material =

(2004-01-26}

Downloads for Windows
Downloads . Community
‘ GUT cliints and binary releases % Getinvolved: Malling list, chis,
for all major platforms. development end more.
.
’ Pro Git by Scott Chacon and Ben Straub is availabbe to read enline for (e, ¥ Windows GUIs WMl Tarballs
= Dead tree versions are avallable on Amazon.com.
® Mac Build X soucce Code

Puc. 10.1. 3arpyska n yctaHoBka Git



334 < VYnpaBAeHME NCXOAHBIMU TEKCTaMV A APYIriie MOACKA3KN

NiaTHOWM 3NeKTPOHHON KHure «Pro Git», CkoTTa YakoHa (Scott Chacon) n bena
LLItpayba (Ben Straub), BbinyLeHHON 13paTenbCTBOM Apress 1 AOCTYNHOW No
agpecy http://git-scm.com/book/en/v2'.

[Mocne 3arpysku u ycranoBku Git UMeeT CMBICTT YCTaHOBUTD U TTakeT Tor-
toiseGit. OH He gBJIgeTCS YaCTbIO OPUTHHAIBHOTO NakeTa Git, 9T0 J010THN-
TeJbHBIN rpaduueckuii naTepdeiic aast Windows, KOTOpbIil O3BOJIUT BaM
unrerpupoBath Git ¢ obosoukoit Windows, a takke B3auMOJIEHCTBOBATD
c Git gepes rpacduuecknit nHTEpdEiic, a He C TTOMOIIHIO KOMAaHHOM CTPOKH.

tortoiseqit
Projoct Home | Downicads Wi  lsswes  Sowce

Summnry Peops

Project Information TortoiseGit - The coolest Interface to Git Version Control
Prosget taeds
TotomseUd @ Wrdows Shell Intedace Lo Gt and based on TedoseSVN.

Cod licanss

Tortocsedit SURROIE you by reguiar 133ks, SUCh 88 committing, shawing logs, difing tws versions, creating branches and tags, creating patchas
and 50 on {389 our Sgrpenshots o dRCUMENtalion) You'e walcoms fo comnbute 10 shis projact (hneip on coging, documentation, TEnglaton
besting prewevs reluases or belpng other users on the maling lists i3 really appreciated)

Download & Install

The latest and recommended release of TocisaGit is- L8120 ses Releasstiples tor datals

mnload Toreizad
18 Maenbacs Dammload Torcizadii
Lzn_ Gegmai com Sydlam pravecn ol iveiblabion howis
astnck @googlemail com
1 committer it fge Wéindons 1.7.10 or above i3 8l racuired for TortoiseGit (necommanded order inatal ToroiseGat frst)
e
Featured

< Wiki pages

Fi T

E2Q
HOWTD Dabug
Sereenshots
SatugHowly

Open HUB

Show gll s

Puc. 10.2. 3arpyska u yctaHoBka TortoiseGit

[ns sarpyskm u ycranoBku TortoiseGit mepeiiimre Ha CTpaHUILY
https://code.google.com/p/ tortoisegit/.

LWar Ne 2 — po6aBneHue nNpoekTa B peno3UTopuii

OcHoBHas 11€71h ycTaHOBKHU Git COCTOUT B BO3MOXKHOCTH OTCJIEKUBATH U3-
MEHEHUSI B ITPOEKTE, OTKATBIBATH WX MPU HEOOXOAUMOCTH, UCTIOIH30BAThH
B KQUeCTBE PE3ePBHOM KOMUM MPU TIOTEPE NCXOMHBIX (haliJIOB M COBMECT-
HOM C JIDYyTUME Pa3paboOTYMKaMu BHeceHMM u3MeHeHuil. [lasee Hamo
OIIPEIETNTHCST, KAKOI CYIIECTBY IO TPOEKT BbI Oy/IeTe TOIIEPKUBATD.

! Dra Bepcust (V2) KHUTH TIepeBe/ieHa HA PYCCKUIA SI3BIK JIUIb YACTUIHO U [I0-

CTYIIHA TaM JKe, TI0 azpecy http://git-scm.com/book/ru/v2, ogaaxo Bepcus (v1)
repeBezieHa MOJHOCTBIO: http://git-scm.com/book/ru/v1. — Ipum. pea.
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To ectb, mocsie yecranosku u Git, u TortoiseGit Hamo co3naTh HOBBII MTPO-
ext Unity uin BeIGpaTh yoKke cyuiectByiommii. Huske nmokasano runmndtoe
conepsknmoe ankn rmpoexrta Unity (puc. 10.3).

BbiOpaB mMpoekT, OTKpoiTe Manky mpoekra B mpoBogruke Windows,
uyTo0BI yBUIETH (ailiibl poekTa. Eciin BbI He 3HaeTe Wi He MOMHHUTE TJe
HaXOJMTCS TIaIKa, €e MOKHO OTKPBITh B TIPOBOJTHUKE TIPSIMO U3 PEAAKTO-
pa Unity. /st aToTo TMETKHUTE TPaBOM KHOMKOW MBITIN BHYTPHU TTaHe-
s Project (IIpoekTt) u BoiOepuTe B KOHTEKCTHOM MeHIO TyHKT Show in
Explorer (ITokasaTh B IPOBOAHKKE), Kak MOKa3aHO Ha puc. 10.4.

EFAITEN unity_git_project - B
Home Share View v @
© = 1 |« manuscript + chapter 10 b source_code b unity_git_project v ¢  Searchunity_git_project »
[ Name ’ Date moedified Type Size
] . Assets h 01/12/201411:34 File folder
. Library File folder
1 . ProjectSettings 01/12/2014 11:34 File folder
L . Temp 01/12/2014 11:34 File folder

v

4 items

Puc. 10.3. TunnyHoe coaoep>xxmmoe nanku npoekta Unity

Create >
Show in Explorer

Open Ik
Delete

Import New Asset..

Import Package 3
Export Package...

Find References In Scene

Select Dependencies

| 3 Project | O console

Create ~
iTl
L

5 Reimport Al
y Sync MonoDevelop Project
© Al seripts

Refresh Ctrl+R

Assets Reimport

Puc. 10.4. JocTtyn K nanke npoekta u3 pegakropa Unity
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War Ne 3 — HacTpoiika Unity ana ynpasneHus
MCXOAHbIMU TEKCTaMM

Git paGoTaer 1 ¢ JBOUYHBIMU, U C TEKCTOBBIMHU (hailaMu, HO OTaeT IPe/l-
HoYTEHNE TEKCTOBBIM daiiiam. B nporecce paborst pegakTop Unity rexe-
pUpyeT MHOKeCTBO (paiijioB MeTa/[aHHbIX /IS TTPoeKTa U (PaiijioB MMIIOP-
TUPOBAHHBIX pecypcoB. JTH (alibl Haxo/ATcs B nanke mpoekrta Unity.
[To ymosmganuio oHU CKPBITEI 1 UMeIOT aBondHoi dopmar. HexkoTopsere
n3 MeTadailIoB 3aBUCAT OT ycTaHoBJeHHOU Bepcun Unity, Hanpumep
HaCTPOMKK MHTepdeiica, TOra Kak APyTHe OTHOCATCA K Pecypcam 1 JlaH-
HBIM, SIBJISTIONITUMCS YACTHIO TPOEKTA, TAKUM KaK MEIIH, TEKCTYPbI 1 (pailirbl
cueHapueB. UToObI TTOIYyYUTh HAUJIyUIIne pe3yJbraThl npu padore ¢ Git,
HY’KHO U3MeHUTH roBezierre Unity 1o ymosdanuio, cienaB Metadaiiibl
BU/JIMMBIMU B TIAHEJIU TIPOEKTA, U HACTPOUTDH 3aMEHY JBOUYHBIX (haiijIoB
tekcroBbiMu. [liist atoro nenu Beibepure nmyHkr mexto Edit = Project
Settings = Editor (ITpaska = Hacrpoiiku nipoexta = Pemakrop).

[lanee mactpoiite B uHciekrope oObektos mnose Version Control
(Yupasnenue Bepcusmu), BbiOpas sHauerue Visible Meta Files (TToka-
3bIBaTh MeTa-(haiiibl), u moJst Asset Serialization (Cepuaiusaius pecyp-
coB), BbiOpaB sHauernue Force Text (ITpuHyanTeabHO IPeoOPasOBhIBATH
B TEKCT), KaK rmokasano Ha puc. 10.5.

om0 fngpector LR
t Editor Satbngs k-

ity Bemaote
Device lisma .

Yerslen Contral
Made Visibla Mrta Files Y

WWW Security Emulatisn
Hast LIAL

Asset Serialization
Mode Fares Taw [i T

pefault Behavier Mode
HMads o L

mwen mydoman.cem/mygame aniy 3d

Sprite Packer
Male Mruys Enabled 1

Puc. 10.5. HacTtporika Unity onsa ynpaeneHnsa Bepcusmu
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[Tocne cMeHbI 3HAUEHWIT 9TUX MAPAMETPOB CTAHYT BUIUMBIMU (haiiTbl
C pacIIMpeHneM .Meta, COOTBETCTBYIONTIE KAXKIOMY PECYPCy ITPOEKTa, B TOM
uncsie u criere. Kpome toro, Metadaiisb Gyy T mpeoOpasoBaHbl B UM TAEMBbIIA
TEKCTOBBIN (hopMaT, UTO CETAeT BOBMOKHBIM UX PETAKTUPOBAHUE (XOTS
py4YHOE pe/lakTHpPOBaHNe He pekoMeHyeTcst). BarsnsganTte va puc. 10.6.

T I0000D0RY, b: . I0N0e0RN, a: 1}

M et file length: 521 lines : 748 Ln=14 Col:1 Sel:783)31 UNLY ANE a5 UTE.2 ot

Puc. 10.6. Conoepxnmoe pecypca CLeHbl (TEKCTOBLIM dopmar)
B TEKCTOBOM peakTope

LWWar Ne 4 - co3paHue peno3utopus

Cremytomuii atam mocJjie CO3/[aHus U HACTPOWKHU TIPOEKTa — CO3/IaHue
6asbl gaHHbIX Git, WM PernosuTopus, Ik OTCJACKUBAHUS U TOMAEPKKI
BCex M3MeHeHUl B (ailmax. Penosutopuii Moxer GbITh yiaJeHHBIM (B
CeTH WJIM Ha BHENTHEM KOMIBIOTEPe) WM JIOKAJIbHBIM (Ha TOM K€ KOM-
nbtoTepe). B xpanuiuiie OyayT XpaHUThCSI OPUTHHAIbHBIE (ailJibl U BCe
M3MeHEeHUs, CielaHHble B TeYeHUe JVIUTEeJbHOTO BPEMEHH, YTO TTO3BOJTUT
BEPHYThCs K GoJiee paHHUM BepcHsiM (haiiioB, €cJid 3TO MOTpebyeTcs.
XpaHuuine Takske MOKeT ObITh CJIeJTaHo OOIUM U 0OBEANHEHO C IPY-
TUMU XPaHUJIUIIAME JIJIS COBMECTHOTO MCIOJIb30BaHus (aitioB. B aToi
rJlaBe PaccMaTpuUBAIOTCST TOJBKO JIOKAJTbHbIE XPAaHUJINIIA, /aBaiiTe cO3-
A M o/iHO 13 HUX. /[y aToro oTkpoiite manky mpoekta Unity (kopHe-
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BYIO TIATTKY), & 3aTeM IEJTKHUTE MPaBOil KHOTKOM MBITITH, 4TOOBI BHI3BATH
kontekcTHoe Menio Windows. Boibepute mynkt Git Init Here (Co3nath
PETTO3UTOPUI 3/1€Ch ).

maileiing ¢ sheip + mansicigt ¢ chapte 10 » tourte code » uniy_git_picject

] Agpets
Libesey
Prepectiatbngs

Wt
Sortby

Group by
Refrech

| Cuntemnise this folder...

Undo Deete Cied
Gt ik Here L
it G -
% it Bask

Share with

" &1 GieCleme..

S Aoy T Gt Create reposnesy mere. -

W ToroiseGn ¢
New '
Fregedies

Puc. 10.7. Co3panne penosutopus Git

ITocne artoro 6leeT CO3/laHa HOBaAd

: .git
CKpBITas mamka .git. OHa comeps:KuT Bce ol Assets
daiiyrpl XpaHUIUIA TPOEKTA. SPJIBIKT : m
. Library

(aitnoB 1 mamok 6yayT OTMEUEHDI Kpac-

HBIMH 3HAYKaMU, yKasblBalOIuMu, uto | @ ProjectSettings

(aiiyibl B malke npoekTa eie He 106aB- . Temp

JieHbl B perto3dutopuii u Git He MOKeT OT-

CJIE’KUBATh BHOCUMBIE B HUX U3MEHEHUS Puc. 10.8. Manku

(aTUM MBI 3aliMeMcst B GJIvsKaiiiiee Bpe- C KpPaCHbIMW 3HaYKaMm

Ms). ITo mokazaHo Ha puc. 10.8. coaepxart ¢aiinsl,
He BKJIIOYEHHbIE

Lar Ne 5 - urHopupyembie B penosntopuii Git

dannbi

Wrax, perosuropuii Git cosmaH 1 roToB K IIpueMy nepsoro Habopa daii-
J0B (commit). OpHako 1epe/ ux H06aBJICHUEM 3aMETHM, YTO €CTh OIIpe-
nesieHHble (ailIbl, KOTOPble UMEET CMBICT UTHOPUPOBaTh. [Ipuioskenue
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Unity wucmosib3yeT creruagbible CUCTEeMHbIC (Daiiabl, OTHOCSIIAECS
K TIPOEKTY MJIN KO BCEll cUCTeMeE B 11€JIOM, KOTOPbIE B IAHHOM KOHTEKCTE
He BaKHBI. ITO (hailsIbl HACTPOEK TTOJH30BATEIbCKOTO MHTep(deiica, daii-
JIBI TOJTBKO JIJISI YTE€HUS, BpeMeHHbIe (hailibl M coziepskaiime HEKOTOpbIe
JpyTUe JaHHbIe, KOTOPbIE HE JT0JIKHBI J00aBISAThCS B XpaHumiie. ITo6b!
WTHOPMPOBATH WX, HYKHO CO3/1aTh TEKCTOBBIN (hailsr .gitignore B KOopHe-
BOI TIaTTKe MPOEKTA U MEPEYUCTUTD HeM Bee (DaMJIbl M TTATTKU, KOTOPBIMHU
MOJKHO TIpeHeGpeub, Kak mokasato Ha puc. 10.9.

.git
. Assets
. Library
0. ProjectSettings
. Temp

& .gitignore Ik

Puc. 10.9. Co3pgaHne darna ona NcknoyYeHmns
onpeaeneHHbIX TMNoB GansoB U3 XpaHuamLa

g Unity daiin (.gitignore) goKeH BBITJIS/IET, KAK TOKA3aHO HIKE.
YnocToBepbrech, 4To (Al moMeleH B KOPHEBYTO TaIKy:

[Ll]ibrary/
[Ttlemp/
[0o]bj/
[BbJuild/
/*.csproj
/*.unityproj
/*.sln
/*.suo
/*.user
/*.userprefs
/*.pidb
/*.booproj
sysinfo.txt

War Ne 6 — nepBasi pukcauus 3MeHeHu

Ternepb peno3uToprii HACTPOEH JIJIsT TIOJTYYEHUST TIepBOTo Habopa (ailios
npoekrta Unity. YTo6bl 106aBUTH X, IEJKHUTE MTPABOH KHOIIKOW MBIIIH
B OKHE KOPHEBOM MAITKK U B KOHTEKCTHOM MeHIo BeiGepuTe Git Commit =
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Master (Ilepenars B Git = TnaBhast Betsb). B Git daiiibl 00bIYHO HIpeji-
CTaBJIEHBI He TI0 OIHOMY, a B Bujie aptuii. OxkHo Commit (3adukcupo-
BaTh) TIO3BOJISIET BBIOPATH (Dailyibl 1Jist TOOABJICHUS B XPAHIJIHUIIE.

Haxwure kronky All (Bee), uroObl BBIOpaTh Bee (haiiiibl B Marke, a 3a-
TeM BBEJUTE OlMcaHue Tekyiieil Bepcuu B osie Message (Coo0iienue).
ITesb coobtIeHUsST — 1aTh TIOHITH JTI0OOMY MOJIB30BATENIO, UTO COJEPIKAT
HoBbIe Bepcuu (aitiios. Korga Bce Gyer TOTOBO, MENKHATE HA KHOIKE
OK, uro6bl niepenath (aiinb B perniozutopuii (em. puc. 10.10).

" BE\user_data\user_documents\documents\book..\unity_git_project - Commit - Tort.. — =
Commit to:  master [Inew branch
Message:

Unity Project in Original form. This is the first :nmmit_l

1/58

Amend Last Commit
[[] set author date
[ set author Add Signed-off-by

Changes grerdg, (double-dick on file for diff):
Check: one Unversioned Versioned Added Deleted Modified Fles Submodules
th . A

Fai Extension Status L. L.

Mot Versioned Files
| .gitignore .gitignore  Unk...
|_ Assets/Standard Assets.meta meta Unk...
| Assets/Standard Assets/Character Controllers....  .meta unk...
| Assets/Standard Assets/Character Controllers/... .prefab Unk...
| Assets/Standard Assets/Character Controllers/... .meta Unk...
| Assets/Standard Assets/Character Controllers/... .prefab Unk...
| Assets/Standard Assets/Character Controllers/... .meta Unk...
| Assets/Standard Assets/Character Controllers/... .meta Unk...
| Assets/Standard Assets/Character Contrallers/... .meta Unk...

W

Show Unversioned Files 47 files selected, 47 files total

[[] Do not autoselect submodules View Patch=>
‘Whole Project

[ Message only Cancel Help

Puc. 10.10. Nepepaya opurruHanbHbix GparinoB npoekTa

[Tocsie 3aBepiienus repenavyn 3HAYKH, OTMeYalole (haisibl, CTAHYT
3eJIEHBIMH, YTO YKa3bIBAaeT HA WIEHTUYHOCTH (hAailJIOB B MAIKe MPOEKTa
n daitnos B pertosdutopun (puc. 10.11).
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War Ne 7 — uameHenne damnnos

Git moJKeH TIOTHOCTHIO OTCIEKUBATh BCe N3MeHeHHs (ailioB, a 3HAUUT
OH JIOJIKEH XPaHUTh HE TOJHKO UCXO/IHBIE (DAKIbI, HO U BCE MOCIEYIONINE
WU3MEHEHUsI U TIPABKH, TIO3BOJISISI BEPHYTHCS K IIPEIBILY UM BEPCHUSIM.

Eciiu renepb BepHyThes B Unity u usMeHUTh (ailjibl, 100aBUB HOBbIE
pecypcehl WM OTPEIAKTUPOBAB CYIIECTBYIONINE, 3HAYKN HA U3MEHEHHBIX
(aitrax B npoBoaHruKe Windows BHOBb CTaHYT KPaCHBIMHE, YKa3bIBas Ha
HECOOTBETCTBUE MEXKIY JOKAJIbHBIMU (haiiiaMu 1 hailzaMmu B pero3nTo-
pHUH.

git ,git

% Assets 0. Assets

. Library . Library

. ProjectSettings . ProjectSettings

o Temp . Temp
|Q_, .gitignore &  .gitignore

Puc. 10.11. dainbl B nanke Puc. 10.12. NameHeHune

MpOeKTa COOTBETCTBYIOT dannos

daiinam B xpaHunuile

EcJii BbI perure, 4To MocieH1e M3MeHeH1st ObLIM OMIMOKOI, 1 3aX0TH-
T€ BEPHYTHCSI K MPEBILYIIEMY COCTOSTHUIO, 9TO MOKHO CJIEIATD, IEJTKHYB
[PaBON KHOIKOI MBIIIU B OKHE IAIIKK IPOEKTa U BBIOPAB B KOHTEKCTHOM
menio nyHKT TortoiseGit = Revert... (TortoiseGit = BepHyTb...), kKak
mokasano Ha puc. 10.13.

B nossusmmemcst auasore Revert (BepHyTb) MOKHO BbIOpaTh BoccTa-
HaBrBaemble (ailyibl. Boibepure Bece HeoOXoauMble (aiiibl, a 3aTeM IeJI-
kuure Ha kHonke OK. Git Boccranout BoiGpannbie (aiiibl, epesanmcan
WX JIOKQJIbHbBIE BEPCUU TTOCJEIHUMU BEPCUSIMU U3 XPAHUJIUIIIA.

Ho vare He TpebyeTcst OTKaThiBaTh MJIM OTMEHSTH IOC/IEHIE U3MEHe-
HUsL. BbI MOTJTH BHECTH IEHCTBUTEIHHO HYKHbIE U3MEHEHUST U TEIEPh UX
HY>KHO COXpaHUTh B perto3dutopun Git, Kak MocyeIHIo0 Bepcrio (hailios.
Ecs aTo Tak, mpocTo cHOBa OTHpaBkTe (hailJibl B PENO3UTOPUIL: MEJTKHUTE
MIPABO KHOTIKOW MBIIITM B OKHE TIAITKU MMPOEKTa U B KOHTEKCTHOM MEHIO
BoiGepute nyHkr Git Commit = Master (ITepenats B Git = I1aBHas
BeTBb). BHecuTe HOBOe 3HaUnMOe coobierue B noje Message (Coobuie-
Hue) u neskHuTe Ha kKHOTIKe OK.
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- unite_ it nroiect
5| p
Home Share View
- g
\(—:\ (—): - 1t <« mastering_c_sharp » manuscript » chapti a2 v G Search
-
_ ™ Name @, Diff Size
] it &, Diff with previous version Ider
@ Assets 4= Showlog Ider
i Library @ Daemon Ider
L} . ProjectSettings £\ Revision graph Ider
| Temp G, Repo-browser Ider
&, -gitignore Bz, Check for modifications eument 118
= % Rebase..
* AL Y1 A stash Save
Sort by 3
i Group by N Bisect start
& Refresh i Resolve..
Customise this folder... Rl [Reveits Ih
B¢ Cleanup...
Paste
AT R B Switch/Checkout...
Undo Delete Cuz | ¥ Merge-
d 1 Create Branch...
g Git Add all files now T Create Tag..
Git Commit Tool B Export..
v Git History
&items Git Gui * |Add
Git Branch v | @& Submodule Add...
Git Bash

Create Patch Serial...

Share with 3 Apply Patch Serial...

Gt Sync... Settings
A Git Commit -> "master”... Help
& TortoiseGit , Abaut

New 3

Properties

Puc. 10.13. Otkat (0OTMeHa) NnocnegHUX U3SMeHeHUn

&° FAuser_data\user_documenish\documentshbook_\unity_git_project - Revert - Toro.. — P
Fath St L. L.
1 € assersjmainscene unt Mad L
o eietideseiert ol
[ Corcel Helg
&

Puc. 10.14. Beibop ¢darinoB ans BOCCTaHOBIEHUSA
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LlWar N2 8 — nonyyeHune ¢painoB M3 xpaHunuuia

[Tocsre HauaspHONM OTIPaBKU BceX (ailoB, ecam _
BBl HAMEPEHHO WJIH CJIyYaitHO yjanuTe Bce (aii- gt

JIBI B TIAITKE TTPOEKTA, 32 UCKII0YeHNEM TIaTKy . git |'9— -gitignore
n daiiyma .gitignore, BRI CMOXKETE BOCCTAaHOBUTH
rnocJieiHne Bepcuu (aiios, Tak Kak onu nmerotcs  Pvic. 10.15. YaanenHsle

B xpanuamniie Git. Panibl MOXHO
BOCCTAHOBUTH
KOHe"lHO, €eC/in MpPn 4HTeHUN KHUTU Bbl MOBTOpPAETE 13 XpaHunuuia Glt

onuncblBaemMble OENCTBUS U yaanseTe cBon dannbl,
He 3a0yabTe BPYYHYIO COXPaHUTb UX PE3EPBHbIE KOMUM Ha Cllyyait, eCln 4TO-TO
nonaeT He Tak BO BPeMS TECTUPOBaHus!

[171s1 BocCTaHOBIIEHWS TIETTKHUTE [IPABOIT KHOIIKOI MBIIIN B OKHE Tall-
KM TIpoeKTa ¥ BbibepuTe B KoHTekcTHOM IyHKT TortoiseGit = Switch/
Checkout (TortoiseGit = BeiOparb/I3Bieub), Kak [OKa3aHO Ha
puc. 10.16.

= unity_git_project J Push.. - olEM
“ Home  Share  View @, Diff 7]
(€) (3) = 1 | <« mastering_c_sharp » manuscript » chapter 10 » source_code » unity_git_project B, Diff with previous version et o
. & Showlo
A Name Date modified Type ol 9
¢ @ Daemon
] git [ Filefolder| @ Revision graph
2| .gitignore [ Tet Docul @y - Repo-browser
S, Check for modifications
N 5 Rebase.
A Stash Save
View .
= Sort by . Bisect start
« Group by v & Resolve
Refresh 9 Revert..
a
o
Customise this folder... Cleanup
. — S Switch/Checkout.. N
Paste shortcut ¥ Merge
¢ Create Branch...
Git Add all files now T CresteTag..
Git Commit Tool o —
q Git History
‘ it Gui & Add.
Git Branch | &  Submodule Add
v Gt Bazh % Create Patch Serial..
2items Share with v & Apply Patch Serial
L Git Sync..  Settings
Git Commit -> "Branch_daala121908771bded90230ed420a deafdfec22" .. ) Help

TortoiseGit About

New

Properties

Puc. 10.16. BoccTaHoBneHe nocneaHnx Bepcuii pannos
13 peno3utopus
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B muanore Switch/Checkout (Bbi- .
Oparb/VI3Biieub) BbIOEpUTE  3HAUEHME 9
Master (ItaBHast BeTBb) B mojie Switch G Assets
To (Bui6pats). . ProjectSettings
Bam Takske MOKeT TOTPeOOBATHCS |O_. -gitignore
ycranoBuTh (aaxkox Force (Ilpumymm-

TeJbHO) (MOAPOOHOCTH WIHUTE B JIOKY-
MEHTAaInn ). 3aTeM IeJKHUTE Ha KHOTIKE
OK nis BoccTanossieHust ¢aitnos. Cpasy
mocjie usBjiedeHus: (HaioB BbI YBUAUTE
KapTuHY, 300paskeHHyo Ha puc. 10.17.
MHoraa GbIBaeT jKeaTeIbHO BEPHYTH He caMoe TIoceHee 3auKCu-
POBaHHOE COCTOSTHHE MPOEKTA, a MOJyYUuTh GoJsiee paHHUE Bepcuu aii-
JIoB. JIJist aTOTO CHavYaa BhIOepHUTE B KOHTEKCTHOM MTyHKT TortoiseGit =
Switch/Checkout (TortoiseGit = BoiGpars/13Bieub), 4T0OBI OTKPHITH
muasior Switch/Checkout (BoiGpars/I3Bieun). A 3aTeM BbIOepHUTE Tie-
peksouaresib Commit (Bepcust) B rpymie Switch To (Boiopats).

Puc. 10.17. BoccTaHoBneHue
nocnenHux Bepcuin Gannos
¢ nomoluubio onumm Checkout

4" BE\user_data\user_documents\docum..\unity_git_project -.. “
Switch To

master

Option
[ create New Branch

|:| Force |:| Merge

Track

[Joverride branch if exists

Puc. 10.18. Bbibop nepekntoyatens Commit (Bepcus)
0N BOCCTAHOBNEHMS 3aPUKCMPOBAHHOIO paHee COCTOSIHUSA

Haxmure KHOIKY 0030pa (...) psaom ¢ nojem Commit (Bepcust) st
OTOOPaKEHUST CIIUCKA JOCTYITHBIX BEPCUEL U BBIGEPUTE HY/KHYIO BEPCHIO.
3arem wesnkaure Ha KHonke OK, uTo6b1 BuiiTh 13 quanora Repo Commits
(Bepcuu B penosutopun), u menkauTe Ha knorke OK ms moarsep:xe-
HUS U3BJIeUeHMs BBIOpaHHOI Bepcuu. Daiiyibl BEIOpaHHOI Bepcuu OYIyT
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BOCCTAHOBJICHBI B MANKy MpoekTa. [loMHUTE, 4TO Kaxkaast BepCUsi uMeeT
aBTopa (JIst TeX, KTo paboTaeT B KOMAHJIE), U 3TO TO3BOJISIET TIOJTYUUTh
CBEJIEHUS O TOM, KTO U KaKue BHEC U3MEHEHMS.

4" E\user_data\user_documents\document..\unity_git_project - Log Messages .. — o
master From: |01,|f12j2014 v| To: |01,|f12£2014 V||LP9erAUﬂ-i Author Email v IEHE
Graph . Actions . Message . Author . Date .

Working dir changes

SHR-1: daalal2lf08771bde45022%d42%deafdtfeci?

* Unity Project in Original form. This is the firat commit.

Path Extension Status L. L. ~
|| .aitignore .giignore  Added 13 0
|| Assets/Standard Assets.meta .meta Added 5 O
|| Assets/Standard Assets/Char... .meta Added 5 O
|| Assets/Standard Assets/Char... .prefab Added 2.. O
|| Assets/Standard Assets/Char... .meta Added 4 O
|| Assets/Standard Assets/Char... .prefab Added 3. O v

Showing 2 revision(s), from revision daalal2 to revision 2c6669¢ - 1 revision(s) selected, 0 file(s) selected

Show Whole Project — -
[ all Branches |é‘) Filter paths | | Help |

| Refresh || Statistics || Walk Behaviour || View | | OK | | Cancel |

Puc. 10.19. Bbibop 60nee paHHel Bepcumn
15 BOCCTaHOBJIEHUS N3 PENO3UTOPUS

War Ne 9 — npocmoTp peno3utopus

MHor/a He HYKHO HU 106aBJISAITH (hailJibl B PEMO3UTOPHiL, HU U3BJIEKATD X
OTTY[Ia, BCE, UTO HY;KHO, — IPOCTO TPOCMOTPETD, UTO COAEPIKUT PETIO3UTO-
puit. DTO MOKHO CIIEJIATh JIETKO U OBICTPO € MOMOIIBIO Opaysepa pernosu-
TOPUsI, KOTOPBIiA siBJIsieTcst yacThio TortoiseGit. UToObI TTOMYUUTE JOCTYIT
K Opaysepy, Bbibepure B KOHTeKCTHOM MeHIo nyHKT TortoiseGit = Repo
Browser (TortoiseGit = bpaysep pernosutopusi).

bpaysep pemnosutopus (Repo Browser) mo3BossieT mpocMaTpuBaTh
baitnbl v mepapxuu B nepapxudeckom suze (cm. puc. 10.21).
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®,

% YNpaBAeHMe ICXOAHBIMI TEKCTaMW N ADYTAe NMOACKE3K

e Limit ait meminct
- € Pull..
Kl o o e ol
(€) (3) = 1 | « mastering_c_sharp » manuscript » ch B Push..
A Name ’ @, Diff
i
1 4t @, Diff with previous version
@ Assets &= Showlog
i @ ProjectSettings @ Daemon
[ & gitignore A Revision graph
I @, Repo-browser
S5 Check for modifications
L I Rebase..
- A Stash Save
View
0 Sortby Bisect start
& Group by 4 Resolve..
Refresh 9 Revert..
=t
Customise this folder... Clean up...
Docte B Switch/Checkout...
Paste shorteut Y Mee.
€ 4#  Create Branch.
Git Add all files now
z T Create Tag..
Git Commit Tool & Eport.
. Git History
Git Gui * | Add..
4items
Git Branch & Submodule Add...
Git Bash % Create Patch Serial..
Share with % Apply Patch Serial...
Git Syn % Settings
Git Commit -> "master” % Help
TortoiseGit About
New
Properties

ject v ¢
pe Size
e folder
e folder

le folder
xt Document

Puc. 10.20. OTkpbiTE Opay3epa peno3utopust

Search unity_git_project 2

@ E:\user_data\user_documents\do..\unity_git_project - Repository Browser - TortoiseGit - B -
Path:  [ProjectSettings Revision: HEAD
! Filename ’ Extension Size
. Assets
| Standard Assets || AudioManager asset asset 233bytes
| Character Controlers |_| DynamicsManager asset .asset 665 bytes
| Sources || EditorBuidSettings. asset .asset 138 bytes
PrototypeCharacter || EditorSettings.asset Jasset 354bytes
| Materials || GraphicsSettings. asset asset 348 bytes
. Textures || tnputManager.asset .asset 5.77kB
| Scripts |_INavMeshl ayers.asset .asset 1.86 kB
J ProjectSettings || NetwarkManager.asset Jasset 151bytes
|| Physics2DSettings asset asset 854bytes
| ProjectSettings.asset .asset 6.77K8
| QualitySettings.asset .asset 2.95K8
|_| TagManager asset Jasset 791bytes
|| TimeManager.asset asset 175 bytes
N —
Shoning 13 les, 0 submoches and O folders, 13,1 1t (eeres] Help

Puc. 10.21. MpocmoTp ¢pannos B peno3utopummn
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Manka pecypcos 1 BHewHWe ¢anAbl

Batmt urpnt 9acto OyAyT HYKAAThCS B IAHHBIX, 3aTPY/KEHHDIE U3 BHEII-
Hux Gaitnos, Takux kak XML-(aiiibl ¢ cyoTUTpaMu U JIOKaJIN30BaHHbI-
MU TEKCTAMU, UJIN CepUaN30BaHHble yPOBHU. Barmsanute na puc. 10.22.

text file asset This is a message from a text file asset

This is a message from 3

Puc. 10.22. BbiBOA, cO00OLLEHUS,
3arpy>XeHHoro n3 BHELWHEero TeKkCToBoro ganna,
CKOMMNUIMPOBAHHOIrO BMECTE C MPOEKTOM

B arTux ciyyasx Bam MOHamoOUTCs peausaliust onpeesieHHoOro Habo-
pa BoaMoskHOCTel. [IepBoii 13 HUX ABJISETCS BO3SMOKHOCTD AMHAMUYECKN
3arpy:kath JlaHHbIe U3 (DANIOB B aMsITh, 4T0OBI cpefia Unity cmorsia ux
pazobpaTh U UCIOJIB30BaTh. BO-BTOPHIX, BO3MOKHOCTh PEIAKTHPOBATDH
conepsxumMoe (haiinos mocse ummopra B Unity, ¢ mocaeayonmm 0OHOB-
JIEHVEM UTPbI, YUYUTHIBAIONIUM BHECEHHbIEC M3MEHEHUsI, Oe3 MPaBKU KoJa.
B-TpeTbux, BO3MOKHOCTh CO3/IaHUsI aBTOHOMHOTO JUCTPUOYTUBA UTPHI
B BUJIE OJIHOTO BBITIOJIHsAEMOTO (haiisa, Tie BHerHre (haiiibl 6yyT BKIIO-
denbl B (haiin c6opku Unity, a He BXOAUTH B AUCTPUOYTUB B BUJL OT/IEIb-
HBIX, IOCTYTTHBIX /TSI pelakTupoBanus (aiijioB. MHOTHE TTPEAIIOYNTAIOT
HE PaclpoCTPaHATh UTPY B BUJIE AUCTPUOYTUBA, COAEPIKAIIETO BHEITHIE
aiinbl, Takue kak XM L-daiisibl, OTKPBITHIE /11 peflakTupoBaHus. Bme-
CTO 3TOTO MHOTHE PEAKTUPYIOT U U3MeHsIoT (haitsibl B pemaxtope Unity,
a 3aTeM KOMITUJIMPYIOT M BCTPAMBAIOT UX B OKOHYATEJIbHYIO aBTOHOMHYIO
c60OPKY, BMeCTE ¢ IPYTUMHU pecypcamiu. Bee aTo MOJKHO peas3oBarh ¢ 1o-
MOTIIBIO TTAITOK PECYPCOB.

Yro6bl MCTIOMB30BATH TIATIKM PECYPCOB, CO3/aiiTe MankKy ¢ UMEHEM
resources B mpoekTe Unity. [IpoekT MokeT nuMeTb HU OZHOMW, OJHY WJIU
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3 Project | [ console

Create ~

Yff Favorites Assets » resources

All Prefabs Hequapom

- All Seripts m"%
Yﬁ Assets TextData

Puc. 10.23. Job6aBneHne BHeLWIHNX ¢ainnos
B Marky resources

HECKOJIbKO MAIOK resources. B aTy manky mo6aBbre Bee TEKCTOBbIE (haiiibl,
KOTOPBIE 3aTPY’KAf0OTCSI BO BPEMsI BBITTOTHEHTIS.

MMocne mobasienus aiiia B TATIKY reSOUrCES, €T0 MOXKHO 3aTrPy3UTh
B IIaMATh ¢ TOMOMIBIO pyHKIMH Resources.Load. B smctunre 10.1 mokasa-
HO, KaK 3aTPY3UTh TEKCTOBHII pecypc B KOMIIOHEHT MHTepdeiica.

Jinctunur 10.1. 3arpy3ka TEKCTOBOro pecypca

using UnityEngine;
using System.Collections;
using UnityEngine.UI;

public class LoadTextData : MonoBehaviour
{
// Cchbulka Ha KOMIIOHEHT MHTepbherca
private Text MyText = null;

// Cchulka Ha TEKCTOBHII PEeCypC B Malke resources
private TextAsset TextData = null;

/)=
// DTOT METOH BHIIOJHSET UHULMAIN3ALMIO
void Awake () {

// TONyuYMTb CCEUJIKY Ha KOMIIOHEHT MHTepberica
MyText = GetComponent<Text>();

// 3arpysmuTh TEKCT M3 ManKy resources
TextData = Resources.Load("TextData") as TextAsset;

// Bui3BIBaeTCHA NPY OTOOPAXEHMM KAXIOTO KaIpa
void Update () f{
// VI3MEHMTbL TeKCT B KOMIIOHeHTe uHTepdeiica
MyText.text = TextData.text;
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Q Bonee noapo6Hyto nHdopMaLmio o narnke resources v knacce Resources MoxHo
HaWTM B aNeKTPOHHOM gokymMmeHTaumn Unity no agpecy http://docs.unity3d.com/
ScriptReference/Resources.html.

MakeTbl pecypcos v BHelWHWe ¢ainAbl

Ecam BoI ncnosmeayere Bepcuto Unity Pro u xoTuTe m1pe/ocTaBUTh MOJIH-
30BaTEJISIM BO3MOKHOCTh MOAUGUKAIMKA COAEPKMMOIO UIPBI, TO €CThb
BO3MOKHOCTb JIOOABJIATH PECYPChl U DPACHIMPEHUs, BaM IOHAZL00STCS
MaKeThbl pecypcoB. [1akeTbl pecypcoB MO3BOJISIOT YIIAKOBATh BMECTE MHO-
JKECTBO Pa3HOPOJHBIX PECYPCOB B OJIMH BHENIHUI (haiiJi, OT/IeJIEHHBII OT
OCHOBHOTO ITPOEKTA, KOTOPBII MOKHO 3arpy3uTh B Jito6oii mpoekt Unity
JIMHAMWYECKH — U3 JIOKaJIbHOTO haiiyia Ha arcke nian u3 Marteprera (cMm.
puc. 10.24).

[l Havasia UMIIOPTUPYITE CIIEHAPUE PETaKTUPOBAHUS TTAKETOB pe-
CYPCOB, KOTOPBIM IO3BOJISIET CO3/[aBaTh MAKETbl PECYPCOB W3 IMAaHETU
Project (IIpoexr). [/lust aToro coznaiite daitn crienapust Ha C# B marke

File Edit | Assets | GameObject Component Window Help

Create 3

Show in Explorer

= Hierarc

| Create '| Operl
Main Car Delete
Plane
Point ligh Import New Asset...
Import Package »
Export Package..,

Find References In Scene

Select Dependencies

Refresh Ctrl+R
Reimport

Reimport All

Sync MonoDevelop Project
Build AssetBundle From Selection - Track dependencies
Build AssetBundle From Selection - No dependency tracking

Puc. 10.24. C6opka naketa pecypcoB
n3 Bbl6paHHbIX aKTNBOB
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Editor mpoekTa u nmomecTure B Hero cojepkumoe jguctunra 10.2 win xe
3arpysuTe TOTOBBIM CIleHapuil co cTpaHuisl http://docs.unity3d.com/
ScriptReference/BuildPipeline.BuildAssetBundle.html.

// Tpumep Ha C#

// Co3maeT makeT pecypCcoB M3 OOBEKTOB

// BHOPAaHHHX B NPeNCTaBJIEHMM IPOEKTa.

// Tocye xoMOuiAUyM BHOepuTe NyHKT MeHo "Menu" -> "Assets" u ykaxure
// omuH M3 BapMaHTOB COOPKM MaKeTa PecypCoB

using UnityEngine;

using UnityEditor;

public class ExportAssetBundles {
[Menultem ("Assets/Build AssetBundle From Selection - Track dependencies")]
static void ExportResource () {
// BbBECTV OMAJIOT COXPAaHEHMUs
string path = EditorUtility.SaveFilePanel ("Save Resource",
"New Resource", "unity3d");
if (path.Length != 0) {
// Co3pmaTb Qaiyl makeTa pPecypCoOB M3 BHOPAHHBIX (Qanjos.
Object[] selection = Selection.GetFiltered(typeof (Object),
SelectionMode.DeepAssets) ;
BuildPipeline.BuildAssetBundle (Selection.activeObject, selection,
path,
BuildAssetBundleOptions.CollectDependencies |
BuildAssetBundleOptions.CompleteAssets) ;
Selection.objects = selection;

nn
’

}
}
[MenuItem("Assets/Build AssetBundle From Selection - No dependency tracking")]
static void ExportResourceNoTrack () {
// BHIBECTV OMAJIOT COXPaHEHMUs
string path = EditorUtility.SaveFilePanel ("Save Resource",
"New Resource", "unity3d");
if (path.Length != 0) {
// CoszpmaTb daiyl makeTa pecypCoB M3 BHOPaHHEX (ansos.
BuildPipeline.BuildAssetBundle (Selection.activeObject,
Selection.objects, path);

nn
’

Jlist cosmanus MmakeTa pecypcoB BBIOEPHUTE BCE PECYPCHI B MaHENN
Project (IIpoexT) il BKIIOUEHUsI B IIAKET, a 3aT€M BBIOEPUTE B MEHIO
nyHkT Assets = Build AssetBundle from Selection (Pecypcsr = Cos-
NaTh TIAKET PECYPCOB U3 BHIOpaHHBIX ). [Tociie aToro BeIGepuTE ManKy /s
COXPaHEHUs TTaKeTa.

Yro6bl TPOBEPUTDH TIAKET PECYPCOB, CO3ANTE HOBBII TPOEKT UM OT-
KpOiiTe CyIecTBYIONUH, 63 PeCypCoB, U 3arpy3uTe MaKeT B CBOH MPOEKT
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3 Project | El console

| Create ~

Y":j Favorites Assets » MyAssets
() all Materials

(L All Prefabs

G:.'{_AII Scripts [h

v Assets
% editor

Puc. 10.25. Bbibop pecypcoB Ansi BK/IIOYEHMS B NaKeT

BO BpeMsI BBITTOJIHEHU € TOMOIIbIO KJacca Willl. PaccMoTpum ciemyonuii
npumep Bnctunre 10.3, KOTOPBIH 3arpyskaeT HakeT pecypcoB U3 JTOKaJb-
Horo (aiisa, U3BJIeKaeT TEKCTYPY U HAKJIABIBACT €€ Ha MEIIL.

Jinctnur 10.3. MNMpoBepka naketa pecypcosB

using UnityEngine;
using System.Collections;
public class LoadAssetBundle : MonoBehaviour

{

// Ccruika Ha Memwm
private MeshRenderer MR = null;

// 3TOoT METOI BHIIOJIHAET MHMUMAJIM3AUMIO
IEnumerator Start ()

{

\ 4

// TloJyunThb JIOKAIbHENM Galyl nmakera pecypcosB
WWW www = new WWW (@"file:///c:\asset_ textures.unity3d");

// XmarTb 3aBepueHyrs 3arpy3Ku
yield return www;

// VI3BNeYbL TEKCTypy M3 NakKeTa
Texture2D Tex = www.assetBundle.Load
("texture wood", typeof (Texture2D)) as Texture2D;

// HajoXuTb TEeKCTypy Ha Mel
MR = GetComponent<MeshRenderer> () ;
MR.material.mainTexture = Tex;

Hwuxe ITOKa3aHO, KaK BBITJIAANUT TECKCTypa U3 ITaKE€Ta PEeCypPCOB.

Bonee noopobHyo nHGOPMaLMIO O NakeTax PecypCoB MOXHO HANTN B 3NEKT-
poHHOM pokymeHTaumm Unity no apgpecy http://docs.unity3d.com/Manual/
AssetBundlesintro.html.
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#scene . s : € Game . e
Textured 4 4 <) i Free Aspect Maximize an Play | Stats | Gizmos =

Puc. 10.26. 3arpy3ska TEKCTypbl U3 NakeTa pecypcos

XpaHMMble AaHHble U COXpaHeHne Urpbl

[IpenocraBieHre BO3MOKHOCTH COXPAHATh M BOCCTAHABIMBATH COCTO-
SJHUE WI'PbI H€O6XOI[I/IMO BO MHOTUX HIpax, OCO6eHHO C JINTEJIbHbBIM
UTPOBBLIM IIPOLECCOM, TaKUX KaK IMPUKIIOYEHYECKNE UTPBI, CTPATErN 1
posieBbie Urpbl. J{Jist peasqusanuu mog00HON BO3MOKHOCTH HAJI0 TIO3BO-
JIUTD TTOJTH30BATEJI0 COXPAHATH COCTOSTHUE UTPBI BO BHENTHUH (haii u 3a-
rpy>kKath ero U3 BHeIHero (aiimna.

It1o peanusyercs B Unity ¢ nmomMolibio cepuainsanuu faHHbix B XM L-
aitnbl nin B 1BoMuHbIe aitiab (cMm. puc. 10.27).

Cepuamsanusa (Serialization) — 510 mpouecc npeo6pa3oBaHus TaH-
HBIX, XPaHANUXCA B MaMATH (HAIPUMEP, COCTOSTHUE KOMIIOHEHTA UTPO-
BOro 0OBEKTA) B IIOTOK, KOTOPbIi MOJKHO 3a1ucarh B (hailji, a 3aTeM BHOBbD
3arpy3uTh U3 (aiiia /711 BOCCTAHOBJICHUS COCTOSHUS KOMIIOHEHTA B T1a-
MSATH Ha MOMEHT coxpaHeHus. Kak pe3yJibrart, mpoiecc COXpaHeHUs UTPBI
3aKJIIOYAETCS] B BBIOOPE JIAHHDIX [IJIs COXPAHEHUSI U 3arPY3KH (/I KasK101
KOHKPETHOI UTPBI), U CO3IaHIK HOBOTO KJIacca JIJist pAOOTHI C STUMHE JlaH-
wpiMu. PacemoTpum careytomumii ipumep B iuctunre 10.4 (ObjSerializer.
¢s). DToT (aitsl MOKHO MOAKIIOUUTH K JTIOOOMY UTPOBOMY OOBEKTY JIJIst
cepuan3aliy CBOMCTB ero KOMIIOHeHTa Transform U 3anmc BO BHEITHUI
aitn B popmate XML, naripumep, niu B 1sonunom dopmate. [l mpe-
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Puc. 10.27. CoxpaHeHue CBOCTB KOMMNOHeHTa Transform B XML-daiin

obpaszoBanus 00beKTa B maMsTi B popmar XML Kirace ucnobsyer 00b-
exT XmlSerializer, a a1 mpeoOpasoBaHusl B ABOMYHBII (hopMaT — 0OBEKT
BinaryFormatter. XML-daiiiabr — aTo TeKcTOBBIE (haIbI, TOCTYITHBIE JIJIS
YTEHUS, TOT/IA KaK IBOUYHBIE (DAFIIBI He MOTYT OBITH IPOYNTAHBI JTIOIHM.

JNucTtuHr 10.4. Peanusaums COXpaHEHWS: 1 BOCCTAHOBIEHWSI COCTOSIHUS UMbl

001 //===mmm e e
002 using UnityEngine;

003 using System.Collections;

004 using System.Collections.Generic;

005 using System.Xml;

006 using System.Xml.Serialization;

007 using System.Runtime.Serialization.Formatters.Binary;
008 using System.IO;

009 //====mm e e
010 public class ObjSerializer : MonoBehaviour

011 {

012 // DauHEE 0719 COXPaHEHMS

013 [System.Serializable]

014 [XmlRoot ("GameData") ]

015 public class MySaveData

016 {
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017
018
019
020
021
022
023
024
025
026
027
028
029
030
031
032
033
034
035
036
037
038
039
040
041
042
043
044
045
046
047
048
049
050
051
052
053
054
055
056
057
058
059
060
061
062
063
064
065
066

// TlpeobpasyeT maHHHE IJId 3arpy3KM U3 daruia wim coxpaHeHums B daiin,
// npencraBnsgouye OGBEKT TpaHchopmauuu,
// B OpOCTHE 3HAYEHUS
[System.Serializable]
public struct DataTransform
{

public float X;

public float Y;

public float Z;

public float RotX;

public float RotY;

public float RotZ;

public float ScaleX;

public float ScaleY;

public float ScaleZ;

// KoMIOHeHT TpaHchopMaumy IJig COXPaHEHMs
public DataTransform MyTransform = new DataTransform();

// OBBEKT C COXpaHSeMbMM IaHHEMMA
public MySaveData MyData = new MySaveData/();

// 3anosHser cTpykTypy MyData maHHBEMM

// 9Tu nmaHHele OyIyT COXPaHEHH B (art

private void GetTransform()

{
// TONyuMTh KOMIIOHEHT TpaHchopMaLmy OJjis OaHHOTO OOBLEeKTa
Transform ThisTransform = transform;

// BamoJIHUTL CTPYKTYPy ZIAHHEX

MyData.MyTransform.X = ThisTransform.position.x;
MyData.MyTransform.Y = ThisTransform.position.y;
MyData.MyTransform.Z = ThisTransform.position.z;
MyData.MyTransform.RotX = ThisTransform.localRotation.eulerAngles.x;
MyData.MyTransform.RotY = ThisTransform.localRotation.eulerAngles.y;
MyData.MyTransform.RotZ = ThisTransform.localRotation.eulerAngles.z;
MyData.MyTransform.ScaleX = ThisTransform.localScale.x;
MyData.MyTransform.ScaleY = ThisTransform.localScale.y;
MyData.MyTransform.ScaleZ = ThisTransform.localScale.z;

// BoccTaHaBiMBaeT KOMIIOHEHT TpaHchopMmauym
// Bbu3BIBaeTCH MNOCJe 3arpys3KM OAHHHX U3 (aiia Ijid BOCCTAHOBIIEHUS
private void SetTransform()
{
// TONyuMTb KOMIIOHEHT TpaHchopMaLmy mJjis OaHHOTO OOBLEeKTa
Transform ThisTransform = transform;
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067
068

069

071
072
073
074
075
076
077
078
079
080
081
082
083
084
085
086
087
088
089
090
091
092
093
094
095
096
097
098
099
100
101
102
103
104
105
106
107
108
109
110

// BOCCTaHOBUTbL [aHHEHE

ThisTransform.position = new Vector3
(MyData.MyTransform.X, MyData.MyTransform.Y,
MyData.MyTransform.z) ;

ThisTransform.rotation = Quaternion.Euler (
MyData.MyTransform.RotX, MyData.MyTransform.RotY,
MyData.MyTransform.RotZ) ;

ThisTransform.localScale = new Vector3(
MyData.MyTransform.ScaleX, MyData.MyTransform.ScaleY,
MyData.MyTransform.ScaleZ) ;

// CoxpaHseT cocrosHMe UTpH B XML-baiin
// BhI3BIBaeTCH IUIS COXPAHEHMs IaHHHX B XML-dain
// BhI3BIBaeTCa Kak Save
public void SaveXML(string FileName = "GameData.xml")
{
// TonyunTb HaHHEE [Ji1 KOMIOHEHTa TpaHchopMaLmm
GetTransform() ;

// COXpaHMUTHL IaHHHE

XmlSerializer Serializer = new XmlSerializer (typeof (MySaveData));
FileStream Stream = new FileStream(FileName, FileMode.Create);
Serializer.Serialize (Stream, MyData);

Stream.Close();

// 3Barpyxaer naHHele n3 XML-daitia
// Bu3bBaeTcsa g 3arpy3Ky OaHHEX M3 XML-daitia
// BuseBaercsa kak Load
public void LoadXML(string FileName = "GameData.xml")
{
// Eciu dain He HaimeH, BEIATU
if(!File.Exists(FileName)) return;

XmlSerializer Serializer = new XmlSerializer (typeof (MySaveData));
FileStream Stream = new FileStream(FileName, FileMode.Open);
MyData = Serializer.Deserialize(Stream) as MySaveData;
Stream.Close();

// BOCCTAHOBMTL KOMIIOHEHT TpaHchopMaumn
SetTransform() ;

public void SaveBinary(string FileName = "GameData.sav")

{
// TonyumMTh HAaHHBE M3 KOMIIOHEHTa TpaHchopMaumun
GetTransform() ;

BinaryFormatter bf = new BinaryFormatter();
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111 FileStream Stream = File.Create (FileName) ;

112 bf.Serialize (Stream, MyData);

113 Stream.Close();

114}

115/ /mmmmm
116 public void LoadBinary(string FileName = "GameData.sav")
117 {

118 // Ecim daitn He HaimeH, BEIATKU

119 if(!File.Exists(FileName)) return;

120

121 BinaryFormatter bf = new BinaryFormatter();

122 FileStream Stream = File.Open (FileName, FileMode.Open);
123 MyData = bf.Deserialize(Stream) as MySaveData;
124 Stream.Close();

125

126 // BOCCTaHOBMTL KOMIIOHEHT TpaHchopMaumn

127 SetTransform() ;

128 }

129 [/ ==
130 }

131 //=======—m

O [MonHbIM NpUMep 3arpy3kn U COXPaHEHUS UTPbl MOXHO HANTX B NakeTe npume-
poB As kHurv, B nanke Chapter10/XML and Binary.

NTorun

B sT0il nocseanei raase ObUIM PACCMOTPEHBI TPY PEKOMEHIAINH, TJIaB-
Hasg M3 KOTOPBIX Oblja CBsI3aHa C YIIPaBJIEHHEM HCXOAHBIME TEKCTaMIL.
[TepBag pekoMeHIalus Kacauach lakera yipasjieHus sepcusivu Git, 6ec-
ILJTATHOTO ITPOrPAMMHOI0 00€CHeUeHHs ¢ OTKPBITHIM MCXOAHBIM KOLOM
JUISL YIIPABJIEHUST BEPCUSIMU MCXOJHBIX TEKCTOB, TIO3BOJISIIONIETO OTCJIe-
JKUBaTh U3MEHEHUS B TIPOEKTE, & TAKyKe YIPOIIAIOIIETO COTPYAHIUECTBO
¢ ApyruMu paspaboTurkaMu. Bropas pekoMeHgalust CBsI3aHa ¢ AMHAMU-
YeCKOii 3arpy3Koii (pailioB JaHHbBIX, C TOMOTIIBIO, BO-TIEPBBIX, BHYTPEHHHUX
(bait;oB TIpoeKTa M3 IMarKu resources, U BO-BTOPBIX, MAKETOB PECYPCOB.
[MocneaHuii BapraHT 0COOEHHO I0JIe3€H Ui CO3[aHuUsT BHEIHUX PECyp-
COB, KOTOPbIe MOTYT ObITh OTPEJAKTHPOBAHbI KaK paspabOTUMKAMM, TAK
U CaMUMM UTPOKaMu. TpeThsl M IOCJEHsISI PEKOMEH/AIUsl JeMOHCTPH-
PYET MCIIOJIb30BAHKE CEPUAMBAIUN JIJISI COXPAHEHUSI COCTOSIHUST UTPHI
B (haiin u ero mocsnenytotieit 3arpy3xu. C MMOMOIIbBIO CepUaTN3aIny MOJb-
30BaTEJISIM JIAETCSI BO3MOKHOCTD COXPAHATh U BOCCTAHABIUBATD UTPY TSI
BO300HOBJIEHUS €€ C TOTO 7K€ MECTa, Ha KOTOPOM OHa OblLla 3aKOHYEHA.
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