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3ATCAJIBHUU BCTYII

HapyanpbHuii Moaynb CKIAAEHUM BIAMOBIAHO 1O MPOTpaMH HaBYAIBHOL
aucUIUTiHg « TeXHOIoT1T po3po0Ku Kpoc-TaTGOpMHUX KOMIT FOTEPHUX 1TOP», SKa
BXOJUTh A0 TUCIMIUIIH MIATOTOBKM CTYIEHTIB cremnianbHocTi 121 «ImxenHepis
IpOrpaMHOTro 3a0e3MeueHHs 3a cremianizaiieo «Po3podka KOMIT IOTEPHUX 1rOp»,
sIKa BIPOBAKEHA B paMKax BUKOHAHHS MIXKHApOAHOTO IpoekTy Epazmyc+ 561728-
EPP-1-2015-1- ES-EPPKA2-CBHE-JP «GameHub: CmiBpoOITHUIITBO MiX
YHIBEpPCUTETAaMU Ta MiIPUEMCTBAMU B cepi IrpoBoi 1IHAYCTPii B YKpaiHi».

OCHOBHOIO METOI0 HaBYAJILHOI'O MOJIYJISI € y3arajlbHEHHS M cUCTeMaTH3allis
TEOPETUYHUX HaJ0aHb B rajay3i po3poOKu Kpoc-TaTGOpMHUX KOMIT IOTEPHUX 1rop
Ta CTBOPEHHS IrPOBOT0 KOHTEHTY 3a Jiornomoroto cucreMu Unity 3D.

HapyanpbHuit MOIynb JOBIAHUK JTUCHMIUIIHM, JICKIIMHUNA  MaTepia,
METOJMYHI BKa31BKU /10 BUKOHAHHS KOXKHOI TEMH, MUTAHHA IJII CAMOKOHTPOJIIO,
3a/1a4l JUisi CaMOCTIHHOTO PO3B'SA3KY, KpUTEPIi OI[IHIOBAaHHS MPAKTUYHUX 3aBAaHb Ta
CIIUCOK PEKOMEHIOBAHOI JIITepaTypH.

[Tepmmii po3/ia HABYAIBHOTO MOYJISt MICTUTD JOBITHUK TUCITUTUIIHU.

Jlpyruii po3Ail HaBYAIBHOTO MOAYJS Ma€ TEOPETHUHY CHPSAMOBAHICTH 1
nepeadavae 03HAHOMIICHHS YUTAYiB 3 CYYaCHUMHU TEXHOJIOTISIMUA PO3POOKH KPOC-
m1aTOPMHUX KOMIT FOTEPHHUX Ir0p, a caMme: TEXHOJIOTIEI0 aHIMaIlli Ta CTBOPEHHS
IrPOBOT0 KOHTEHTY, TEXHOJOTIE€I0 (P13UYHOTO MOJEIIOBAHHS 00'€KTIB, TEXHOJIOTIEIO
JIOAUHO-KOMI'IOTEPHOT  B3a€MOJIi, IrPOBUMH  MOOUIBHHUMH  TEXHOJOTISIMHU,
TEXHOJIOTIEI0 PO3POOKH IMPOBUX JOJATKIB 3a JOMOMOTOK Cy4YacHUX KpoOc-
m1aTGOPMHUX MOB MPOTPaMyBaHHS, sIKI BUKOPUCTOBYIOTHCS Ha PIBHSAX KOMIIIAIIT
Ta BUKOHAHHSI.

3MICTOBHICTb, JIOTIYHICTh 1 JJOCTYMHICTh BUKJIAly TEOPETUYHOTO MaTepiary
poOUTh MOXJIMBUM MOr0 BHKOPUCTAHHA CTYJCHTAMH, $IKI HaBYAIOThCA 32
criemanbHICTIO 121 «IHXEHepis MporpaMHOro 3a0e3MeUeHHs» NP MiATOTOBIN 0
MPaKTUYHUX 3aHSATh, HAMMCAHHI KYPCOBUX POOIT, a TaKOX KBaT(ikariiHUX pooIT
piBHIB «0aKasaBpy 1 «MaricTpy.

Tpetiii po3ail HaBUANBHOIO MOJIYJS Ma€ MPAKTUYHY CIPSIMOBAHICTH 1
nependavae HaOyTTS BMiHb:

— BUKOPHCTAHHS CY4aCHOTO IHCTPYMEHTapito /Uit poO60oTH 3 rpadikoro mpu
MpOeKTyBaHHI irpoBoro 3D-koHTeHTY 3a qonomorow Unity 3D;

— BUKOpPUCTaHHS BIANOBIAHUX KommoHeHTiB Unity 3D nns pobGotu 3
¢b13ukoro 3D- 00'eKTiB;

— BHUKOPUCTAHHS MOKJIMBOCTEH 1HTErPOBAHOIO CEPEAOBUINA PO3POOKH
MonoDevelop, sike moeaaye B 001 GyHKITIT TEKCTOBOTO peAaKkToOpa 3 T0AATKOBUMU
MO>KJIMBOCTSIMH JJIsl HAJIATOJKEHHS 1 BUKOHAHHS 3aBJaHb 3 YIPABIIHHS ITPOBUMU
IPOCKTaMU;

— BHUKOPUCTAaHHS BiAMOBiMHMX KOoMMoOHEeHTIB Unity 3D nmns  awnimarii
00’ €KTIB;
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— BUKOPDUCTAaHHS BIAMOBITHUX ayAl0-KOMIIOHEHTIB TMpPU MPOEKTYBaHHI
ITPOBHX JOJIATKIB,;

— BUKOpHCTaHHA BiAMOBIAHUX 1HCTpyMmeHTiB Unity 3D mnsa pobGotu 3
cuctemotro noaii Unity 3D;

— BUKOPHCTaHHA BIANOBIAHUX 1HCTpyMeHTIB Unity 3D 1ms cTBOpeHHs
Kpoc-maTdopMuux koM roTepHux irop (Windows, Android).

Y TpeThOMy PO3AiJIi PO3TIIAAAIOTECS TAKOXK BHUIW MPAKTUYHUX 3aBIaHb, IS
nepeBipku HaOyTUX 3HAHb, YMiIHb T4 HABUYOK.

VY KiHIII KOXHOTO PO3iTYy HAaBYaJIBLHOTO MOIYJs HABOIATHCS KOHTPOJBHI
MUTAHHS Ta 3371241 11 CAMOCTIHHOTO BUBUCHHS MaTepiay.

HaBuanbHuii Monynps 3abe3mneuye peaqbHy MOXIMBICTH (OpPMYBaHHS Yy
CTYJEHTIB a0CTPAaKTHOIO MHCIIEHHS, PO3BUTKY 310HOCTEN 10 TeHEPYBAHHS HOBHUX
1€l (KpeaTHBHICTb), CAMOCTIHHOTO MNPUHHATTS OOTPYHTOBAHUX pIIEHb MO0
CTBOPEHHS 1 CYIIPOBOXKEHHS KPOC-TIIAT(POPMHOTO MPOTPAMHOTO 3a0€3MEUSHHS.

Buxopucranmii mig yac miJroTOBKM HABYATHHOTO MOJYJISI METOIOJIOTUHHMA
NpUiioM, 3aCHOBaHUN Ha MPOOJIEMHO-OPIEHTOBAHOMY HaBYaHHI, A€ 3MOTY
dbopMyBaTH KpeaTHBHE MMUCIJICHHS Ta KOTHITHBHI 3710HOCTI Yy CTYICHTIB dYepe3
BUPIIICHHS MPOOJIEMHO-OPIEHTOBAHUX 3aJlay B 00JIaCTI PO3POOKH KOMIT IOTEPHUX
irop.

BuxopucrtanHsi el1eMeHTIB MpoOJIEeMHO-OpIEHTOBAHOTO HABYAHHS JI03BOJISIE
e(heKTUBHO PO3MOJIIJIUTHA HaBYAIbHUN MaTepiall Ha MMEeBHI MOPIIii, 1110 BIMOBIIAI0Th
OKPEMHM €JIEMEHTaM 3aCBO€HHS, Ta 32 PaXyHOK HAasIBHOCTI B KOXKHIM Takiil mopiii
po0OJIEMHOTO 3aBAaHHS, IKE CTYJCHT Ma€ BUKOHATH, 3a0e3Meuye 1HANBIAyaTi3alio
HaBYaHHS 3 HAJEKHUM 3BOPOTHHUM 3B’SI3KOM Ta CaMOKOHTPOJIEM Yy BHMKOHAHHI
KOKHOT'O 3aBJIaHHSI.

Taxuit MeToi0NOT1UHUHN TPUIIOM, 0€3yMOBHO, Oy/1€ CIIPUSATH IM1ABUIIICHHIO HE
gumie e(OEeKTUBHOCTI MiATOTOBKM (axiBIIB 3 PO3POOKH KpOC-TIaThOPMHOTO
OporpaMHOro 3abe3meueHHs, a W iX MOTHBAIlI0O HIOJO0 OTPUMAHHS HOBHX
TEOPETUYHUX Ta MPAKTUIHUX 3HAHb.
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Beryn

[IpenmMeTroM HaBYAIBHOI AMCUMIUIIHM € Cy4YaCcHI METOIM Ta TEXHOJOTIi
pO3poOKH  Kpoc-TIaTGOPMHUX  KOMIT'IOTEPHUX  IrOp, TEXHOJOTii  Kpoc-
w1aTGOPMHOIO MPOrpaMyBaHHS, TEXHOJOTI JIIOJHMHO-KOMIT'IOTEPHOI B3a€EMOII,
TEXHOJIOT1i BIPTYaJIbHOI Ta JIOMIOBHEHOI pEeabHOCTI.

MeTta JTUMCHHUAILTIHA

Mertor BUKIaJaHHS HaBYAIBHOI AUCIUILIIHA « TexXHOooT1i po3poOKu Kpoc-
1aTGOPMHUX KOMIT FOTEPHUX 1rop» € (POpMYBaHHS y CTYACHTIB LIIICHOI CUCTEMHU
3HaHb MIO0J0 TEXHOJIOTIA CTBOPEHHS KOMIT'IOTEPHHX  ITPOBUX JIOAATKIB 13
3aCTOCYBaHHSM CY9acHUX KPOC-TUTATOPMHUX MOB TIPOTPAMYBaHHS.

OuikyBaHi pe3yJbTaTu

OCHOBHUMH 3aBIAHHSMH BUBYEHHS IUCHUILIIHU «TexHomorii po3poOku
KpOC-TIaT(GOPMHHUX KOMIT IOTEPHHUX IrOp» € HaOYTTS 3HAHb PO CyYacH1 METOAM Ta
TEXHOJIOT1i pO3pOOKHU KPOC-TUIaT(HOPMHUX KOMIT IOTEPHUX ITOP, a came: TEXHOJOT1i
a”iMarlil Ta CTBOPEHHS ITPOBOTO KOHTEHTY, TEXHOJIOT1 (h13MYHOTO MOJEITIOBAHHS
00'€KTIB, TEXHOJIOTIi JIOAMHO-KOMI'IOTEPHOI B3aeMojii, TpadidyHi TEXHOJOTIi
KOMI'TOTEPHUX 1TOP 1 BIPTyaIbHO1 peajibHOCTI, IrpOB1 MOO1IbHI TEXHOJIOT11, Cy4YacHi
Kpoc-1aTOpMHI MOBHM TPOrpaMyBaHHS, SIKI BHKOPHUCTOBYIOTHCS Ha PIBHSX
KOMMUIAII, BUKOHAHHS Ta KpocC-TIaTGOpPMHI IHTEPHPETaTOpHU, a TaKOX
dbopMyBaHHS y CTYJIEHTIB NpoQeciiHUX YMiHb 1 HABUUOK MO0 PO3POOKH KpPOC-
m1aTOPMHUX KOMIT IOTEPHUX IMOp Ta CTBOPEHHS IrPOBOTO KOHTEHTY 3a
nonomoror Unity 3D.

[IpencraBnennii Marepiaia 30pI€EHTOBAHO HA CTYJEHTIB BHUIMUX HABUYAIHLHUX
3axmaniB I'T — coerianbHOCTEH, SKI BUBYAIOTH TaKi MOBH MPOTpaMyBaHHs K Java,
C# ta JavaScript.

3MICT HaBYAJIbHOI JUCLMILIIHY MTepe0avyae OTPUMAHHS CTYACHTaAMH CUCTEMU
3HaHb Ta (POpPMyBaHHS CHCTeMHU MPOQECIHHUX yMiHb 1 HABUYOK IIOJO PO3POOKU
KOMIT FOTEPHUX 1rop Ta CTBOPEHHSI IrpOBOT0 KOHTEHTY 3a nonomoroto Unity 3D.

[lepury monoBUHY HaBYaJIbHOI JUCIUIUIIHM IPUCBSUEHO 3HailoMcTBY 3 Unity
3D, a came 0a30BOI0 CHCTEMOIO KOMIIOHEHTIB, Oa3zoBumu 3D-momensimu 1
TEKCTypamu.

Hpyry mojioBUHY HaBYaldbHOI TUCUHUILUIIHU TMPHUCBIYEHO PO3POOII BIACHUX
3D- mopneneii Ta ix po3ropranHio Ha margopmax Windows ta Android.

HarmpukiHili BUBUEHHS HABYAJIbHOI JTUCHUIUIIHU CTYJIEHTU MATUMYTh 3MOTY
CTBOPIOBAaTH BJACHI TPUBUMIPHI MOJEINI, JOJaBaTH 1HTEPAKTUBHI MPUCTPOI Ta
€JIEMEHTH JI0 IrPOBOTO JOAATKY, 3BYKOBE CYMPOBOKEHHS Ta PO3rOpPTAaTH irpoBi
JOJJaTKW Ha CY4acCHHX T1aTopmax.
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1 Onuc HaBYAJILHOI AUCIHUILTIHA

["amy3s 3HaHb: 12 «IH(pOpMAaLIIHHI TEXHOIOT1I».

CrenianbHicTh: 121 «IHXeHepis MporpaMHOTo 3a0e3MeYSHHDY

PiBeHb miAroTOBKU: TIepInii (OakagaBpChKUii) pIBEHb BUILIOT OCBITH

Haza  guctnmmmiau:  «TexHomorii  po3poOku  Kpoc-IiaTGopMHHUX
KOMII FOTEPHUX irop»

Cemectpu: 5,6
KinbkicTh KpeIUTHUX OJAUHUIIb: nucruIniiza - 7,0
OpieHTOBHA KIJBKICTh YacCIB: nucrmiuiiga - 210

Buxmagad: x.1.H., joueHt JIsmenko O.M.

2 Tlepestik KOMIETEHTHOCTEH Ta Pe3yJbTaTH HABYAHHS

3aranabHi (yHiBepcaJIbHI) KOMIIETEHTHOCTI

3K-1
3K-2
3K-3

3K-4

3K-5
3K-6

3naTHICTh 10 aOCTPaKTHOTO MUCJICHHS, aHATI3y Ta CUHTE3Y.

31aTHICTh 3aCTOCOBYBATH 3HAHHS B MPAKTUYHUX CUTYaLIIfAX.

3MaTHICTh BUMTHUCS W OBOJIOAIBATA CyYaCHUMH 3HAHHSMH, 3IIHCHIOBATH
MOITyK, 0OpoOJIeHHS 1 aHami3 1HGOopMalii 3 PI3HUX JHKEpE.

31aTHICTh TEHEPYBaTH HOBI 171€i (KpeaTHBHICTD), MPAIFOBAaTH B KOMaH/I,
OyTH KPUTHYHUM 1 CAMOKPHUTHYHHUM, PO3POOJISATH MPOEKTH, MPUHAMATH
0OTPYHTOBAHI1 PIIICHHS.

31aTHICTh OI[IHIOBATH Ta 3a0€3MevyBaTH SKICTh BUKOHYBAaHHUX POOIT.
3MaTHICTh 3aCTOCOBYBAaTHM MaTeMaTHYHUH amapar, a TaKoX TEOpPEeTHYH,
METOJMYHI i aJITOPUTMIYHI OCHOBH 1H(OPMALIHHUX TEXHOJIOTIH MiJ 4ac
BUPIIICHHS MPUKIAAHUX 1 HAYKOBUX 3aBJaHb B 00JacTi iH(OpMaLiiHUX
CHUCTEM 1 TEXHOJIOTIH.

CneuniaabHi (paxoBi) KOMIIETEHTHOCTI

®K-1 3paTHICTH  OMAHOBYBATH  CyYacHI  TEXHOJOTIi  MaTeMaTHYHOTO

MOJIETIOBaHHSI 00 €KTIB, MPOLECIB 1 ABHIL, PO3POOIATH OOUHUCITIOBAIbHI
MOJIeNII Ta QJITOPUTMU YHCEIHHOTO PO3B’S3aHHS 3a7a4 MAaTeMAaTHYHOTO
MOJICTIIOBaHHSI 3 YypaxyBaHHAM TOXHMOOK HAOIMKEHOTO YHCEIBHOTO
pO3B’si3aHHs TpodeciMHMX 3ajad; 31iMCcCHIOBaTH (opMasi3oBaHUN OIHUC
3a7a4 JIOCIIJKEHHS OIepallii B opraHizaliiiHO-TeXHIYHUX 1 COLIaJIbHO-
CeKOHOMIYHUX CHCTEMax Pi3HOTO MPU3HAYCHHSI, BUBHAYATH iX ONTHUMAaJIbHI
pilieHHs, OyayBaTH MOJEJl ONTUMAJBbHOTO BUOOpPY YIpaBIiHHS 3

OcsiTHBO-TIpObeciviHa mHporpama mepiroro (0akaJlaBpCbKOro) piBHS BUINOI  OCBITHL

CrentianphicTs 121 «[HXKeHepid mporpaMHoro 3abesneueHHs», crieniasizanis «[IporpamHa iHXeHepis».
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ypaxyBaHHAM 3MIH [apamMeTpiB €KOHOMIYHOI CHTYyallii, ONTUMi3yBaTu
MPOLIECH YIIPABIIHHS B CHCTEMaX PI3HOTO MPU3HAYEHHS Ta PIBHA 1€papXii.

®@K-2 3paTHICTH peali3oByBaTH OaraTopiBHEBI 00UMCIIOBAIbHI MO/IEN HA OCHOBI
apXITEeKTypH KIIi€HT-cepBep (BKIIOYAIOYM CXOBUINA, 0a3u Ta OaHKH JTaHUX
1 3HaHb) I 3a0€3MeUeHHs OOYHMCIIOBAIIBHUX IOTpPeO OaraThox
KOPHCTYBaYiB.

@K-3 3natHicTe ¢dopmynroBaTH Ta 3a0e3leuyBaTd BHUMOTH IIOJO SKOCTI
MPOTPaMHOTO 3a0€3MEeUeHHS Yy BIAMOBITHOCTI 3 BHMOTaMH, TEXHIYHUM
3aB/IaHHSM Ta CTaHJIAPTAMHU.

®K-4 3paTHICTB 3M1ACHIOBATH aHam3 1 GyHKITIOHATIHLHE MOICITIOBAaHHS TIPOIIECIB,
noOyZoBy Ta 3acTOCyBaHHS (YHKIIOHATBHUX MOJCICH CHUCTEM;
3aCTOCYBAaHHS METOJIIB Ta 1HCTPYMEHTAJbHUX 3acO01B AJiA yNpaBIiHHS
IpOLECaMH KUTTEBOTO LIUKITY CUCTEM BIAIOBIIHO 10 BUMOT 3aMOBHHKA.

®K-5 3paTHICTH OMAHOBYBAaTH Ta KOMIUIEKCHO 3aCTOCOBYBAaTH 0a30Bi 3arajibHi
3HaHHA B o00jacTi mnporpamyBaHHS (y TOMY UYHCHI, CTPYKTYPHOTO,
(YHKIIIOHATBHOTO, JIOTIYHOTO, O0'€KTHO-OPIEHTOBAHOTO, MAapaeIbHOIO)
Ta Bi3yaJIbHOTO MPOEKTYBaHHS CHCTEMHOTO Ta MPHUKJIATHOTO MPOTPAMHOTO
3a0e3reueHHs; BOJIOMITA aNTOPUTMIYHUM MHCICHHSIM; TPOEKTYBAaTH Ta
pPO3pOOIISITH TIporpaMHe 3a0e3MeyueHHs] Ha OCHOBI 1HTErparlii MpoBiIHUX
Cy4acHUX TEXHOJIOT1H (13 3aCTOCYBaHHSIM BIJIIOBIIHUX MOJEJIEH, METO/IIB
Ta aJITOPUTMIB OOUYUCIIEHb, CTPYKTYp JaHHMX); 3aCTOCOBYBATH 00'€KTHO-
OpIEHTOBAHUW TMIJAX1J MiJ Yac MIPOEKTYBAHHS CKJIATHUX MPOrPAMHUX
CHUCTEM METOJIaMU TMPOTPaMHOI 1HXKEHepil Ui peanizaiii mporpaMHOro
3a0€3MeUYeHHs] 3 ypaxyBaHHSM BUMOT JO MOro $KOCTi, HaJIHMHOCTI,
BUPOOHUYUX XaPAKTEPUCTHUK.

®K-6 31aTHICTH OMAHOBYBATH Ta KOMIUJIEKCHO 3aCTOCOBYBAaTH 0a30Bl 3HAHHA B
00JacTi MPUHIIMUIIB, METOAIB 1 AITOPUTMIB KOMI'IOTEPHOI rpadiku mij yac
po3po0ku rpadidHNX IHTEPDEUCIB B3AEMO/I1T JTIOJUHU 3 KOMITIOTEPOM.

@K-7 3paTHICTH 3MIMCHIOBATH TPOIEC IHTETpallii CHCTeMH, 3aCTOCOBYBATH
CTaHJIapTH 1 MPONEAYPU YIIPABIIHHS 3MIHAMHM JJIs MIATPUMKH LUITICHOCTI
3araJibHO1 (PYHKIIIOHAJIBHOCTI 1 HAJIHHOCTI MPOTPaMHOTO 3a0€3MeUeHHS.

IIporpamHi pe3yibTaTH HABYAHHS

IIPH-1 3natHicTh aHaJi3yBaTH TPOOJIEMH MO0 CTBOPEHHS IMPOTPAMHOTO
3a0e3ne4eHHs.

IIPH-2 3natHicTh, aHATI3yBaTH, IIJICCIPIMOBAHO IIyKAaTH 1 BUOUpPATH HEOOXiTH1
Ul BUpIMICHHS mpodeciiHnX 3aBaaHbh 1HGOPMAIITHO-TOBITHUKOBI
pecypcH 1 3HaHHS 3 ypaxyBaHHSIM Cy4YaCHUX JOCATHEHb HAYKU 1 TEXHIKU.

IIPH-3 3natHicTh  BUKOPUCTOBYBATH 3HAHHS IOJO METOJIB Ta 3aco0iB 300Dy,
dbopMyITIOBaHHS Ta aHAIN3y BUMOT 0 TPOTPaMHOTO 3a0€3MeUeHHS.

IIPH-4 3natHicTh  3aCTOCOBYBATH 3HAHHS €(PEKTUBHUX MIAXOMIB  IIOAO
MIPOCKTYBAHHS IPOTPAMHOTO 3a0e3MeUeHHS.
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IIPH-5 3natHicTh pO3yMITH OCHOBHI mpotiecH, (ha3u Ta iTepalii KUTTEBOTO IIUKITY
IPOrPaMHOTO 3a0€3MeUeHHH.

IIPH-6 3naTHICTh PO3YMITH 1 3aCTOCOBYBATH 3HAHHS Cy4aCHHX MIAXOAIB IIOAO
OI[IHKU Ta 3a0€3MeUeHHsI IKOCTI IPOrPaMHOTO 3a0e3MeUeHHSI.

IIPH-7 3naTHICTh PO3YMITH 1 3aCTOCOBYBAaTH 3HAHHSA IIIOJI0 BIJAMOBIIHUX
MaTEeMaTHYHUX TOHATh, METOJIB JIOMEHHOTO, CHCTEMHOTO 1 00’€KTHO-
OpIEHTOBAHOTO aHAJI3IB Ta MATEMAaTHYHOTO MOJCIIOBAHHS TSI PO3POOKH
IPOrPaMHOTO 3a0€3MEUCHHS.

IIPH-8 3natHiCTh 3aCTOCOBYBaTHM Ha MpakTuill (yHIaMEHTaldbHI KOHIEMIi 1
OCHOBHI MNPHUHLUMNU (YHKLIIOHYBAHHS MOBHHUX, IHCTPYMEHTAJIbHHUX 1
00YHCITIOBAIBHUX 3aC001B 1HXKEHEPIi MPOrpaMHOTO 3a0€3MEUCHHS.

IIPH-9 3natHicTh 3aCTOCOBYBaTH 3HAHHS METOJIB KOMIIOHEHTHOI PO3pOOKHU
nmporpamMHoro 3abe3medeHHs, BHUIUISAI0UM 1HTepdeiicu 1 peamizaii Ta
B32EMO/IIF0 MK MOJTYJISIMH, TTiICHCTEMaMH 1 KOMIIOHCHTAMH.

IlepeJiik KOMIIETEeHTHOCTEH Ta Pe3yJIbTATH HABYAHHS
Hapuanbna mucoumiiina «TexHoJiorii po3podku Kpoc-nmiaTgopMHUX
NMPOrpaMHMX JA0AATKIB 3a nonoMorow Unity 3D»

3arasbHi (yHiBepcaabHi) KomneTeHTHOCTI | 3K-4, 3K-5, 3K-6
CrnenianbHi (paxoBi) KOMIIETEHTHOCTI OK-1, DK-2, PK-3, DK-5, DK-6
[TporpamMHi pe3yapTaTH HABUYAHHS 1IPH-4, I[IPH-7, [IPH-8, IIPH-10

3 MizkauCUMILIiHAPHI 3B’ A3KH

J1J1s 3aCBO€EHHS MaTepiaty BUKOPUCTOBY€ETHCS TAKUH MEpeiK TUCHUIUTIH, IO
3a0e3MevyyloTh 3aCBOEHHS HaBYAJBHOTO Matepiany auciuruiind  «TexHomorii
PO3pOOKH KpOC-TIaTHOPMHUX KOMIT FOTEPHUX ITOP»:

— Bwuma maremaruka

— OCHOBM NpOrpamMyBaHHs

— OcHOBU NpOrpamMHoi 1HXeHepii

— AJTOpUTMHU Ta CTPYKTYPH JaHUX

— OO’€eKTHO-OpPIEHTOBAHE MTPOrPaMyBaHHs

— ba3u nanux

— Kowmrm’rorepna rpadika

— Po3poOka mob6inbHUX noAaTKiB Ha maaTdopmi Android
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4 Meta Ta nepeadavyBaHi pe3yibTaTH BUBYCHHS HABYAJIbHOI
JTUCHHUILIIHHA

4.1 MeTa HaBYAJbLHOI AUCHUILTIiHA

MeTorw HaBYAJIbHOI AUCHUILIIIHA € (JOPMYBaHHS y CTYACHTIB IpodeciiHuX
yMIHb 1 HaBUYOK IIOJI0 PO3POOKH KOMII FOTEPHUX IrOp Ta CTBOPEHHS IrPOBOIO
KOHTEHTY 3a nonomoroto Unity 3D. CTyneHTH TOBHHHI 03HAHOMHTHUCH 3 CUCTEMOIO
komnoHeHTiB Unity 3D Tta Meromamu po3poOku 3D - moxeneil Ta BMITH
BUKOPHCTOBYBaTH iX TPH CTBOPEHHI KOMIT IOTEPHHX Irop HE3aJekKHO Bia
m1aTHopMH.

4.2 Pe3yJbTaTH HABYAHHA
3HaHHSA Ta IX BUKOPUCTAHHA

VY pa3i ycmimHOTro OBOJOMIHHS MaTepialaMi HaBYaIbHOI JIUCIUILTIHH
CTYJEHT OyJe BMITH BUKOPHUCTOBYBATH Cy4YacHI METOJM Ta TEXHOJOTIi po3poOKU
KOMIT FOTEpHUX irop Ta irpoBoro 3D-konTeHty 3a gomomororo Unity 3D, a came:
Metoau pobOotu 3 Tpadikoro (OCBITICHHsS, KaMmepH, MaTepiaiu, TEKCTypH,
JaHAmadTH,  PEeHIEPUHT); METOAM  poOOTH 3  KOMIIOHGHTaMH,  SIKi
BUKOPHUCTOBYIOTHCS 3 3D-(i3uKoro; MeTou poOOTH B IHTETPOBAHOMY CEPEIOBHIIII
po3pobku MonoDevelop, sike moeanye B co01 (yHKIIT TEKCTOBOTO peaakTopa 3
JOJJATKOBUMHU MOJKJIMBOCTSMH JUISI HAaJaro/pKeHHS 1 BHUKOHAHHS 3aBlaHb 3
yYIpaBJIiHHS I'POBUMHM MPOEKTAMU; METOIN POOOTH 3 ay10-KOMIIOHEHTaMH (IMIIOPT
1 HaJIaIITYBaHHS 3BYKY); METOJIM aHIMaIlii 00’ €KTiB (aHiMallis cripaiTaMu, aHIMaIlis,
3aCHOBaHa Ha (pi3uIli, aHIMallisl 3a JOTMIOMOT0I0 cucTeMH Mecanim); MeToaAu poOOTH
3 KOMIIOHEHTaMH, $KI BUKOPHCTOBYIOTHCSI JJII CTBOPEHHS KPOC-TIATHOPMHHX
koM toTepuux 3D-irop (Windows, Android).

JocaignunbKi HABUYKH

VY pasi ycminmHOTO BUBYECHHS HABYAIBHOI MUCIMILIIHA CTYACHT OyJe BMITH
KOMITJIEKCHO 3aCTOCOBYBATH TE€XHOJIOTIi Ta METOJU PO3POOKHU KPOC-TUIATPOPMHOTO
IpOrpaMHOro 3a0e3MeueHHs] TMPU MPOEKTYBaHHI KOMII IOTEPHUX IrOp; BMITH
KOMITJIEKCHO 3aCTOCOBYBATH TEXHOJIOT1I Ta METOJU T€OMETPUIHOTO MOJCITIOBAHHS
00'€KTIB, sIKI 3aCHOBAaHO Ha MaTEeMaTUYHUX METOJaX aHATITHYHOI TeoMeTpii mpu
PO3pOOII KOMIT IOTEPHHX 1TOp Ta IrPOBOTO KOHTEHTY; BMITH 3aCTOCOBYBAaTH CY4YacHi
Kkpoc-matdopMHi MoBu TiporpamyBaHHsi (C#, Java, JavaScript) mpu po3poOiii
IrpOBUX JIOAATKIB; BMITH 3aCTOCOBYBAaTH METOJM aHiIMaIlli 00’ €KTIB IIPH pO3poOIIi
IrpOBOr0 KOHTEHTY; BMITH 3J1MCHIOBATH amnpoOallil0 OTPUMaHUX pe3yJIbTaTiB,
NpuiMarYu yd4acTh Yy BIANOBIAHUX (opMax opraHizaili HAyKOBHX 3aXOJiB
(ceminapax, KOH(EpEHIAX, KOHTpecax, CHMIIO3lyMax  TOIIO); BMITH
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BIIPOBA/KYBATH OTPUMAaHI PE3yJbTaTH Yy MPAKTUYHY AISUIbHICTH MIATNIPUEMCTB Ta
oprasizarii.

CrneniajgbHi BMiHHA

VY pasi ycrmimHoro BUBUEHHS! HABYAJIBHOI TUCIUIUIIHU CTYACHT Oy/ie BMITH:

— BHUKOPUCTOBYBATH BIAMOBIIHI IHCTPYMEHTH JJIsI poOOTH 3 rpadikoro mpu
MpOeKTyBaHHI irpoBoro 3D-koHTeHTY 3a qonomorow Unity 3D;

— BUKOPUCTOBYBATH BiM0BIIHI KomMnoHeHTH Unity 3D st po6oTH 3 (pi3ukoro
3D- 00'exTiB;

— BUKOPHCTOBYBATH MOXJIMBOCTI 1HTETPOBAHOTO CEPENOBHINA PO3POOKU
MonoDevelop, sike moeHye B co0i (GyHKITIT TEKCTOBOTO PEIAKTOPa 3 10aTKOBUMHU
MO>KJIMBOCTSMH JJIs HAJIATO/KCHHSI 1 BUKOHAHHS 3aBJaHb 3 yIPABIiHHS irPOBHMHU
IPOEKTaAMU;

— BUKOPUCTOBYBATH BiMoBiIHI KomnoHeHTH Unity 3D niist aHiMariii 00’ €KTiB;

— BHUKOPUCTOBYBAaTH BIAMOBIAHI ayAl0-KOMIIOHEHTH TIpU MPOEKTyBaHHI
ITPOBHX JOJIATKIB,;

— BHUKOpUCTOBYBaTu BianoBiAHi iHCTpymeHTH Unity 3D nns pobotu 3
cucremoro noaiit Unity 3D;

— BUKOPUCTOBYBATH BiANOBIAHI iHCTpYMeHTH Unity 3D niis cTBOpeHHS Kpoc-
wiarpopmuux komn’ 1otepHux irop (Windows, Android).

ConiajJbHi BMiHHSA

VY pasi ycminmHOTO BUBYECHHS HABYAIBHOI MUCIMILIIHA CTYACHT OyJe BMITH
MPAIIOBATH B CKJIAJI MTPOQECIiHHOT MPOSKTHOT KOMAaH/IH, III0 BUKOHYE JTOCIIKEHHS
Ta po3poOKy B cdepi Kpoc-mIaThOPMHOTO TPOrPaMHOTO 3a0e3TMeUCHHS,
YCBIAOMJIIOIOYM TPU3HAYEH1 MEPCOHAIbHI OOOB’SI3KH, 3allJlaHOBaHI BUTPATHU Ta
KOHKPETHY BIMOBIIABHICTH 3@ Pe3yIbTaTH POOOTH.

Oco0ucTi saxkocti

VY pasi ycrnimHoro BUBYEHHS! HABYAJIBHOI TUCIUIUIIHU CTYACHT Oy/ie BMITH:
—  00poOJisITH Ta cUCTeMaTH3yBaTh NMpodeciiiHi 3HAHHS 11070 CTBOPEHHS 1

CYNPOBOKEHHSI KPOC-TIAT(OPMHOTO MPOTPAMHOT0 3a0€3MEeYCHHS;

—  po3po0sATH, peaTi3oByBaTH 1 KOOPIMHYBATH TporiecH, (ha3u Ta itepartii
XKHUTTEBOTO ITUKITY KPOC-TIIATPOPMHUX MIPOTPAMHHUX JTOIATKIB;

—  OOrpyHTOBaHO OOMpAaTH Ta OCBOIOBATH 1HCTPYMEHTApii 3 PO3POOKH Ta
CYNIPOBOIKEHHSI KPOC-TTIATGOPMHOTO MPOTPAMHOTO 3a0€3MeYCHHST;

—  aHami3yBaTH, LIJIECIPSMOBAHO IIyKaTH 1 BUOMpPATH HEOOXIAHI JJIs
BUpIIIEHHS podeciifHuX 3aBIaHb 1H(HOPMaliiHO-TI0BIIHUKOBI PECYpCH 1 3HAHHS 3
ypaxyBaHHSAM Cy4aCHUX JTOCSITHEHb HAYKH 1 TEXHIKH.
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5 KajieHgapHMi IUIaH CEMECTPY I CTPYKTYpPa HABYAJIbHOI U CHUILIIHH

5.1 CTtpykTypa HAaBYAJBHOI IUCIUILIiHA

Homep 3MiCTOBHMI MOAYJIb TukeHb
BHBYAHHS
1 Texunoumorii PO3pOOKHU Kpoc-11aThOPMHOTO 1-4

nporpaMHoro 3aoesnedeHHs. OcoOIUBOCTI PO3pOOKHU
Kpoc-T1aTGOpMHIX KOMI FOTEPHUX irop.

2 Kpoc-mnargopmui moBu mporpamyBanus (C#, Java, 5-9
JavaScript).

3 Po3pobka xomm’roTepanx irop 3a momomoroto Unity 10-16
3D.

5.2 IndopmaniiiHe HANOBHEHHHI 3MICTOBHX MOIYJIB HABYAJIbLHOI
TUCHUILTIHHA

Homep 3mict
THKHSA
1 bazoBi koHuenii kpoc-miaThopMHOTO MporpaMyBaHHs. TUnu Kpoc-

mwiarpopmuocti.  Kpoc-mardopmHicTh Ha  piBHI  amapaTHOl
mwiatdopmu. Kpoc-natrdopmuicts Ha piBai OC.

2 Kpoc-mmnatgopmui cepenoBuiia BukoHaHHi. Kpoc-miatdopmue
nporpamMue 3abe3nedeHHs. MoOUIbHICTh MPOTrPaMHOTo 3a0€3NeUeHHS.
Oco6a1BOCTI PO3p0OKH KPOC-TIIATHOPMHUX KOMIT FOTEPHUX 1TOp.

4 O0'ekTHO-Opi€HTOBaHA KOHIICTIITis KpOC-T1aT(OpMHOTO
nporpamyBaHHs. YcnanakyBaHHsA. [Hkancymsmis.  Ilomimopdizm.
ITnatdpopma .NET.

W

5 Kpoc-nnatgopmMHi MOBH TpOrpaMyBaHHSI.

6 Oco0nnBocTi pO3pOoOKH KPOC-TIIATPOPMHUX KOMIT IOTEPHUX 1rOp
MOBOIO CH.

7 Oco6auBOCTI PO3pOOKK KpOC-TIATGOPMHUX KOMIT FOTEPHUX 1rOp
MOBOIO Java.

8 Oco6auBoCTI PO3pOOKK KpOC-TIATGOPMHUX KOMIT FOTEPHUX 1rOp
MOBOIO JavaScript.

9 Ornsg cydacHUX 1HCTPYMEHTAJbHHMX 3ac00iB pO3pOOKH IrpOBHUX
JIOJTATKIB.

10 OcnoBu po6otu B Unity 3D. InTepdeiic nporpamu: TojI0BHE MEHIO,

OTJISIZT IPOEKTY, 1€papxis, CIIeHa, ITPOBUI BUJ, IHCIIEKTOP.

Pob6ora 3 rpadikoro (OCBITICHHsS, KaMmMepHu, Marepiajiu, TEKCTYpH,
Ja"aAmadTH, pEHIEPUHT).

11 PoGota 3 kommonentamu Unity 3D gs pobotu 3 dizukoro 3D-
00'exTiB (Rigidbody, Colliders, Joints, Character Controller).

12
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12 Po3poOka Ta Bukopuctanus ckpuntiB B Unity 3D. CtBopenHs i
3HUIIEHHS irpoBUxX 00'ekTiB (GameObjects). YnpaBiiHHsS IrpOBUMU
o0'ekTaMH 3a JOMOMOTIOK BIAMOBIAHHX KOMIIOHEHTIB. PobOora B
IHTErpoBaHOMY cepeqoBuIlll po3podku MonoDevelop. Cucrema
noxiit EventSystem.

13 PoGota 3 aymio-komnonentamu Unity 3D. Immopt 1 HanamTyBaHHS
3BYKY.
14 AmniManiis o0’extiB B Unity 3D. Amimamis cnpaiitamu (okpemi

CIpaiiTh, arjac COpalTiB). AHIMaIls, 3acHOBaHa Ha (i3uUIl
(BuxopuctanHus ¢i3uuHoi cuctemu Unity). AHIMAIS 32 JOTIOMOTOIO
cuctemu Mecanim.

15 PoGota 3 iHcTpymMentamu Unity 3D, siki BUKOPHUCTOBYIOTBCS JIJIs
CTBOpPEHHSI Kpoc-uiatrGopMHuX KoMil oTepHux 3D-irop (Windows,
Android).

16 Kontpoarna pobota

[Ipe3enTaltist iHAMBIIyaIbLHOTO 3aBIaHHS

6 ®opMu HABYaAHHSH

HaBuanbHuii mpornec 3A1MCHIOETbCS y TaKUX (popMax: HaBYAJIbHI ayIUTOPHI
3aHATTA (€Ki, 7ad0paTopHi, KOHCYIbTAI]), BUKOHAHHS 1HAUBIAYyalIbHHUX 3aB/JaHb,
camocTiiiHa poboTa, MpaKTUYHA MiArOTOBKA, KOHTPOJIbHI 3aX0/IH.

Aynuropna po6ota Bkitouae 24 nekuii ta 30 1abopaTopHUX POOIT.

Jlexmisi - ocHOBHA (hopMa MPOBECHHS HABYAJbHUX 3aHSATh, sIKa MPU3HAUYCHA
U1l 3aCBOEHHS TEOPETUYHOTO MaTepiaiy.

JlaGopaTopHi 3aHATTS - (popMa HAaBUANBHUX 3aHATh, HA SIKUX CTYACHTHU
NOrMOJIIOI0Th TEOPETHYHI 3HAHHS 3 HABYAJIbHOI NUCHUIUIIHM Ta HaOyBalOTh
MpakTUYHUX HaBU4oK pobotu 3 Unity 3D 3a pomomororo cheriaiizoBaHOIO
IrpoBOro 00JIaTHAHHS.

Koncynpraliii - 11e HaBUaibHI 3aHATTS, HA SIKUX CTYJEHT OTPUMY€E BiATOBIII
BUKJIa/ladya HAa KOHKPETHI 3amUTaHHsA a00 TOSICHEHHS IE€BHUX TEOPETUYHUX
MOJIO’KEHb UM MPAKTUYHUX acrekTiB poootu 3 Unity 3D.

InauBinyaneHi 3aBAaHHS — MepedadaroTh MPOEKTYBAHHA Ta PO3POOKY
BJIACHOTO IrpOBOT0O jaoAaTtky Ta irpoBoro 3D-kontenty B Unity 3D. Tema
IHIWBITyaTbHOTO 3aBIAHHS BUOWPAETHCS CTYJAECHTOM CaMOCTIHHO. [HaMBigyambHI
3aBJIaHHS BUKOHYIOTHCS CTYICHTOM CaMOCTIMHO 3 KOHCYJIbTAIIEI0 BUKIIaAaua.

CamocrTiitHa poOOoTa 31HCHIOETHCSA y BUIBHUN BiJl ayJUTOPHUX HABUYAIBHUX
3aHATH Yac. BoHa cipsiMoBaHa Ha OBOJIOIIHHS CTYACHTOM HaBYAJIbHUM MaTepiajiom,
NPaKTUYHUMU HaBHYKaMH, rependadae OTpUMaHHS HOBHX 3HaHb Ta CaMOCTiiHE
BUPILLICHHS 3aB/IaHb.
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7 IlopsiioK NpoBeIeHHS aTecTamil

VY HaBUanbHIN AUCUUIUTIHI Mepea0ayeH0 BUKOHAHHS JaOOpaTOpHHUX pOOIT,
KOHTPOJIbHOT pOoOOTH Ta 1HIMBIIyalbHOTO 3aBAaHHs. [liACyMKOBa peWTHHrOBa
OITIHKa BKJIFOYAE OIIHKY 32 BUKOHAHHS 1 3aXUCT JIA0OPATOPHUX POOIT, KOHTPOJIBHOI
po0OOTH Ta IHAMBITYaTLHOTO 3aB/IaHHS.

Kypc ominroerbes 3a 100 6anbpHOO HIKaiow. MakcumaabHa CyMapHa OLlIHKA
3a BUKOHAHHS Ja0OpaTOpHUX POOIT B MeXaxX HaBYAIbHOI JAMCIMUIUIIHM CKIajae 6
OaniB. Y koxHiil po6oTti 30% HapaxoByeTbCs 32 BAKOHAHHS MPAKTUYHOT YACTUHHU 1
il BIANOBIAHICTH MOCTaBieHIN 3anaul 1 70% — 3a 3aXUCT poOOTH (apryMEHTOBaHE
MOSICHEHHS X0y pOOOTH 1 BIZIMOBI/Il HA TECOPETUIHI TUTAHH).

KonTponbha po6ota oriHioeTses y 35 6amniB. PoboTa npoBoautses y popmarti
TECTY, SIKHH MICTUTh 25 TEOPETUYHUX MUTaHb, K1 OLIHIOIOTHCS MO 1 Oamy KoXKHE
Ta 5 MPaKTUYHUX IMUTaHb, SKI OIIHIOIOTHCA MO 2 0aidu KOXXHE (MakCUMalbHO 35
0aiB 32 BUKOHAHHS KOHTPOJIBHOT pOOOTH).

Bukonanuss Ta mpeseHTtamis (iHATBHOTO 1HAWBIAYaTbHOTO 3aBIaHHS
OLIHIOETHCS Yy 29 OamiB.

I'padix npoBeeHHSI MOTOYHOI0 OL[IHIOBAHHA

Homep THxkHs OuiHloBaHHSA
2 Orrinka BUKOHaHHS JJabopaTopHOi podoTH 1
4 Orrinka BUKOHAHHS JJabopaTopHOi podoTH 2
6 Or11iHKa BUKOHAHHSI JJa0OpaTOpHOi podoTH 3
8 Or1iHKa BUKOHAHHSI J1abopaTopHOi poboTu 4
10 O1iHKa BUKOHAHHSI JJabOpaTOpHOi poObOTH 5
12 Orinka BUKOHAHHS J1a00paTOpHOT poObOTH 6
16 O1riHKa BUKOHAHHS! KOHTPOJIBHOI poOOTH
Or1iHKa BUKOHAHHS 1HWB1IyaJIbHOTO 3aBJaHHS

IHoganus 3BITY 11010 BUKOHAHHS J1a00PATOPHUX POOIT

JlaGopaTopHi poOOTH BUKOHYIOTHCS MPOTATOM ayJUTOPHOTO 3aHATTS. Y KiHII
KOKHOTO 3aHATTS CTYJIEHT 3000B's13aHUI TTPOJEMOHCTPYBATH BUKOHAHE 3aBaHHS.

VY Mexax A1BOX THIXKHIB CTYJIEHT 3000B's13aHUI CaMOCTIMHO 0(hOPMUTH 3BIT 10
nonepeaHbOo1 J1abopaTopHOi pOOOTH, /i€ MOBUHHI OYTH BKa3aHi OCHOBHI KPOKH, IO
OyJIM BUKOHAHI Y X011 IaHO1 pOOOTH.

[IpoTsroM aymUTOPHOTO 3aHATTS, BIIBEJCHOTO IS BUKOHAHHS HACTYITHOI
71a060paTOpHOT pOOOTH CTYICHT MA€ 3aXHUCTUTH TIOTIEPETHIO POOOTY, BIAMOBIBIIY HA

14



Jlosionux nasuanbHol oucyuniinu
«Texnonozii po3pobxu Kpoc-naamegopmMHux Komn 10mepHux icop»

MUTAHHS MO0 TEOPETUYHOTO MaTepiady Ta HAJaBIIW MOSCHEHHS MpO Xia 1
pe3ynbTaT 1a00paTOPHOI POOOTH.

OmnintoBanHs 1a00paTOpHUX POOIT:

— 3a KOXKHY JIabOpaTOpHY poOOTY CTYyAEHT OTpUMY€e 6 OaliB (MakCcuMasbHa
cyMapHa OIliHKa 3a yci JlabopaTopHi poOOTH B MeXaxX HABUYAJbHOI JUCIUILIIHU
ckiiazae 36 6aiiB);

— Ko poboTa BHUKOHAHA HE CaMOCTIHHO, TO 3HiIMaeTbess 50% Bin
MaKCHUMaJILHOI KIJIBKOCTI OaJIiB;

— SKIOI0O B TporpaMi HE BUTPMMAHO OCHOBHI TMpaBWiIa CTBOPEHHS
IPOrpaMHUX MPOIYKTIB (HAIPUKIaA, MOLYIbHICTh, APYXKHIH iHTepdEiic, HasBHICTH
KOMEHTapiB) 3HIMA€ThCS 5%.

3a KOXEH TWXACHb 3ali3HeHHs 3aXUCTy JabopaTopHoi pobotu
(KOMIT FOTEpHOTO MPAKTUKYMY) HapaxoByeTbcs mTpadui — 0,2 6anu (MakCUMalIbHO
5 nHIB).

MeToau OIiIHKHM 3MICTOBHUX MO/YJ/IiB HABYAJIbHOI JMCHUILIIHA

KinpkicTe GaniB B 3arajibHiil OINHII 3MICTOBHMX MOIYJIB BiAMOBIAAE
HACTYITHOMY:

Bukonanns naboparopHoi pobotu 1 MaKCHUMAaJIbHO 6 OaTiB.
Bukonanns naboparopHoi po6oTu 2 MaKCHUMaJIbHO 6 OaTiB.
Bukonanns nabopaTopHoi pobotu 3 MaKCHMAaJIbHO 6 OaTiB.
Bukonanns naboparopHoi pobotu 4 MaKCHMaJIbHO 6 OaTiB.
Buxonanns naboparopHoi podotu 5 MaKCHUMaJbHO 6 OaiB.
Buxonanns naboparopHoi pobotu 6 MaKCHUMaJbHO 6 OaiB.
BukoHaHHSI KOHTPOJIBHOT pOOOTH MaKCUMaJbHO 35 GaiB.
BukoHaHHs 1HANBIAYaJIbHOTO 3aBJAaHHS MaKCcUMaJbHO 29 GaiB.

VYci HaOpani O6anmu miACyMOBYIOThCS (MakcumanbHO 100 GaumiB), mrpadmi
Oanu 3a 3aIi3HEHHS B MIPEICTaBICHH] 3BITY 3 JAOOPAaTOPHOi POOOTH BiTHIMAIOTHCA.

MeToa OMIHKH JUCHMILTIHA B WIJIOMY

OLiHKY CTYACHTIB 3a pe3yJbTaTaMH BUBUCHHS 3MICTOBHUX MOIymiB 1 — 3
HiCYMOBYIOThCS. TaKMM YHHOM pPO3pPaxOBYETHCS CyMapHa OIliHKa CTyJIEHTa B
Oaax 3a JUCILMILUIIHOXO.

CymapHa olliHKa B Oajlax TMEpeBOJIUTHCS 3a HIDKYCHABEACHOIO IIKAJIOH0
oIliHIOBaHHs B HamioHanbHY Ta ECTS — ominky.
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Taomun 1.1 - [Hkana ouinroBadus: HamionaiapHa ta ECTS

Cyma 6aJiB 3a OuiHka 32 HANIOHAJILHOI0 HIKAJIOK0
BC1 BHIH Oninka AJIs1 eK3aMeHY, KypPCOBOI0
HaBYa.TLHOI ECTS npoeKTy (po6oTn), IS 3ATiKY
AisILHOCTI NPaKTHKH
90 —-100 A BIIMIHHO
82-89 B 106pe
74-81 C P 3apaxoBaHO
64-73 D 3aJ0BUIBHO
60-63 E
. HE 3apaxOBaHO
HE3aJJ0BUIBHO 3 :
: 3 MOXKJIUBICTIO
35-59 FX MO>KJIUBICTIO TOBTOPHOIO
MIOBTOPHOTO
CKJIaZIaHHS
CKJIaJIaHHS
HE 3apaxOBaHO
HE3a0BUILHO 3 3 000B’SI3KOBUM
0-34 F 000B’SI3KOBUM MTOBTOPHHUM NOBTOPHUM
BUBYCHHSIM JTUCIUTLUTIHA BHUBYCHHSM
TUCHUATUIIHA

8 3BoporTHiii 3B’5130K

IIpo pe3ynbraTtul 3aXUCTy J1aOOpaTOPHUX POOIT CTYJAEHTH JAI3HAIOTHCS M1 Yac
3aHSTTA.

[Ipo pe3ynbTaté KOHTPOJBHOI POOOTH CTYASHTH [i3HAIOTHCS MPOTATOM
OJTHOTO THIKHSI.

KoncynpTarii as CTyAeHTIB MPOBOAATHCS BUKIIAJa9€M BIIPOIOBXK CEMECTPY
7IBA pa3y Ha THKJICHb.

[Hdopmarris 1010 OMIHKY 32 JUCIHUILIIHOIO B I[IJIOMY HaJAa€ThCS CTYACHTaM
Ha 16 THKHI HAaBYaHHS.

KonTakTHi gaHi 114 on-line 10mMoMoru Ta KOHCYJIbTYBaHHA:
Buknanaui: k.1.H., norient Jlsimenko O.M., e-mail: olenakntu@gmail.com
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9 BukiaganbKkuid CKJIaJ Ta JONMOMIKHI JKepesia

O00B's13KH BUKJIAAa4iB

OcHOBHI 00OB'A3KM BUKJIAAa4yiB HABYAJIBHOI JUCHUIUIIHM TOJSATAIOTh Y
MPOBEJICHHI JIEKIIA 1 Ja00OpaTOpHUX 3aHSTh 3TiHO HABYaJbHOI MPOTpaMH Ta
MPOBEJICHHI KOHTPOJIIO SIKOCTI OTPUMAHMX 3HaHb, YMIHb 1 HABUYOK.

O00B'sI3KH KOOPAMHATOPA TMCIUIIIHH

["0710BHI 000B’SI3KM KOOPIWHATOPIB HABYAIBHOI TUCIUILUTIHA TOJISATAIOTh Y
pO3pOoO0IIi Ta BHECEHH1 3MiH JI0 3MICTOBHUX MOJYJIB Y BIJMOBIAHOCTI 3 HOTOYHUMHU
notpedbamMu, HaBYAIBHUMU IUTAaHAMU TOINO; KOOPJWHAIT 1  yNpaBiIiHHI
pohecopChKO-BUKIIAAAIBKUM CKJIaI0M; KOOPAUHALIIT TPOBEIECHHS 3aJIiKiB.

O00B's13KM 10TMIOMi’KHOT'0 NEPCOHATY

JIOOMIKHUN TIepCcOHAN 3IIMCHIOE MiATOTOBKY KOMIT FOTEPHOI TEXHIKH Ta
CHEI[1ai30BaHOTO IrpOBOr0 OONAagHAHHS 1O BUKOHAHHS JAaOOpaTOpHHUX pOOIT
CTyACHTaMH Ta HaJa€ TEXHIYHY MIATPUMKY CTyAE€HTaM I Yac BHUKOHAHHS
1abopaTOpHUX POOIT.
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10 HayanbHa nporpama i marepiaiu

10.1 Tema 1: OcnoBu podotu B Unity 3D.

AHoTAaliA

Jlekisa 3HaiioMuTh 3 ocHOBaMu poOoTH B Unity 3D - cuctemMoro po3poOku
kpoc-matdopMuux 2D- 1 3D-irop Ta IHTEpaKTUBHOTO KOHTEHTY.

Merta Jekmii

O3HallOMUTU CTYJEHTIB 3 IepeBaraMu Ta HEJI0JIKaMH PO3POOKH IrpOBHX
JIOJATKIB Ta I'POBOT0 KOHTEHTY 3a jornomoroto Unity 3D; 3 HOBUM (GyHKIIIOHATIOM
Ta BIAMOBIZHUM 1HCTpyMmeHTapiemM cuctemu Unity 3D, saxuii momomoske
pO3pOOHMKAM YCIIIIHO CTBOPIOBATH aHIMAIiiiHI Ta IrpoBl cieHH; cdepamu
3aCTOCYBaHHS KOMIT FOTEPHUX irop, po3podieHux 3a gornomoroio Unity 3D.

OuikyBaHi pe3yJbTaTu

CTyneHT OBOJIOJI€ MOHATTAMU: KOMII I0TepHa Kpoc-mardopmua 2D- 1 3D-
rpa, I1HTEpaKTUBHHMI KOHTEHT, IrpoBa clieHa. byne 3HaTH OCHOBHI mepeBaru Ta
HEJOJIKM PO3POOKH ITPOBUX JAOAATKIB Ta IrPOBOTO KOHTEHTY 3a Aornomorow Unity
3D, ¢yHkiioHan Ta BIAMOBIIHMM 1HCTpyMeHTapiii cuctemu Unity 3D s
CTBOPEHHS aHIMAIIfHUX Ta IrpOBUX CIEH, cepHu 3acCTOCYBaHHS KOMIT IOTEPHUX
irop, po3po0iaeHux 3a gonomororw Unity 3D.

KoHTpoJibHI 3an1uTaHHA

e JlaiiTe BU3HAYEHHS TOHSTTIM «KOMII'IOT€pHa Kpoc-miatdgopmua 3D-rpay,
«IHTEPaKTUBHUN KOHTEHT», «I'POBa CLICHA.

e Has3BiTh OCHOBHI IIEpeBaru po3poOKH iIrpOBUX JIOJATKIB Ta IrPOBOTO KOHTEHTY
3a noromororo Unity 3D.

o Sxwmit iHcTpymenTapii Unity 3D BHKOPUCTOBYETbCS JJIsi CTBOPEHHS
aHIMaIlIfHUX Ta ITPOBUX CIICH?

e V YoMy TMONATAIOTH  BIAMIHHOCTI  KpOC-TIATGOPMHOI  PO3pOOKH
KOMIT FOTEpHUX 1rop?

e HasBiTh cdepu 3acTocyBaHHS KOMIT'IOTEPHHUX 1rop, po3poOJieHHX 3a
gornomoroto Unity 3D.
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10.2 JIabopaTtopHa poGora Ne 1.
Pexxumu podotu Ta intepdeiic Unity 3D. PodoTa 3 rpadikoro.

AHoTAaliA

JlaGopatopHa poOoTa oOpi€eHTOBaHa Ha O3HAWOMJIEHHS CTYACHTIB 3
iHTepdeiicom cucremu Unity 3D (rojioBHE MEHIO, OIS TPOCKTY, i€papxXis, CIieHa,
IrpOBUI BUJI, THCIIEKTOP) Ta METOJIaMH poOOTH 3 Tpadikoro (OCBITIEHHS, KaMepH,
Marepialid, TeKCTypH, JaHamad T, peHISPUHT).

Meta 1a00paTopHOi pod0oTH

OcBoit 0cHOBHI TipuiioMu podotu 3 2D- 1 3D-pexxumamu cuctemu Unity 3D,
iHTepdeiicoM cucteMu Ta MeToAamMHu poOOoTH 3 rpadikoro. BuBUUTH MOXIMBOCTI
po6otu 3 ocBitieHHsM B Unity 3D (Directional Light, Point Light, Spot lights, Area
Light). BuBuutu MoxmuBocTi pobotu 3 kameporo B Unity 3D (Perspective and
orthographic cameras). OcBOITH OCHOBHI NpUiOMH POOOTH 3 Marepialamu Ta
tekctypamu B Unity 3D. BUBUMTH MOXJIMBOCTI CTBOPEHHS Ta peIaryBaHHs
nanamadTis (Terrain). OcBoitu ocHOBHI ipuiiomu peHaepunary B Unity 3D.

OuikyBaHi pe3yJbTaTH

VY pa3i ycrminiHoro BUKOHaHHS J1a0OpaTOpHOi pOOOTH CTYJIEHT OyJie 3HATH Ta
BMITH 3aCTOCOBYBAaTH OCHOBHI MpuUiioMu poOoTHu 3 2D- 1 3D-pexxumamMu cucTeMu
Unity 3D, BMITH 3acTOCOBYBaTH OCHOBHI TpadiyHl KOMIIOHEHTH CHUCTEMH JJIs
poOOTH 3 OCBITJICHHSIM Ta KaMeporo, 3aCTOCOBYBaTH OCHOBHI MPUHOMH POOOTH 3
MarepiaJlaMM Ta TEKCTypaMH IIpU pO3poOIll IrpoBUX CIIEH, CTBOPIOBATH  Ta
penaryBatu JaHAmadTH, BMITH 3aCTOCOBYBAaTH NPHUUOMHU PEHIACPUHTY  TPH
pO3pOoO0ITi ITPOBUX AOJATKIB.

KoHTposbHi 3annuTaHHs

e Hasgith 6a30B1 rpadiuni kommnoHeHntu cuctemu Unity 3D ans po6otu 3
OCBITJICHHSIM Ta KaMepOoIo.

e [llepepaxyiiTe ocHOBHI eneMeHTH iHTepdeiicy cuctemu Unity 3D.

e HasgiTh 0a30Bi kommnoHeHTH cucteMu Unity 3D mis cTBOpeHHs Ta
penaryBaHHs JaHAMAQTIB.

e JlaiiTe BUSHAYEHHS ITOHATTIO «PEHAECPHUHI.
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10.3 Tema 2. ®izuxka 3D - 00'eKTiB.
AHoTAaLiA

Jlextist 3HAHOMUTH 3 OCHOBHUMHU KOMITOHEHTAMH, SIK1 BAKOPUCTOBYIOTHCS TSI
po6otu 3 pi3zukoro 3D - 00'ekTiB.

Merta Jekmii

O3HallOMHUTH CTYACHTIB 3 OCHOBHIUMH KommoHeHTamu Unity 3D mist pobotu
3 ¢i3ukoro 3D - 00'ekTiB. O3HAHOMUTH CTYAEHTIB 3 BJIACTUBOCTSIMU KOMIIOHEHTIB
Rigidbodies, Colliders, Joints, Character Controllers Ta MOXJIUBOCTSIMHU, SIKI BOHU
HAJA0Th PO3POOHUKAM IrPOBOTO KOHTEHTY.

OuikyBaHi pe3yJbTaTH

VY pasi ycHilmHoro BUKOHaHHS J1JabopaTOpHOi poOOTH CTYAEHT OyJe 3HATH Ta
BMITH 3aCTOCOBYBaTH OCHOBHI KOMIIOHEHTH Ta 1X BJIACTHBOCTI Al poOOTH 3
¢i3uxoro 3D - 006'ekTiB pu po3poOILIl IrPOBUX JOIATKIB.

KoHnTposbHi 3annuTaHHs

e Ha3sgite 6a30Bi kommoHeHTH cuctemu Unity 3D mis po6otu 3 (i3ukoro
3D - 00'eKTiB.

e Ha3BiTh ocHOBHI BiiacTMBOCTI KoMrnoHeHTY Rigidbodies.

e Ha3ssite ocHoBHI BiacTuBocTi KomnoreHTy Colliders.

e Jlns yoro B cuctemu Unity 3D BUKOpHUCTOBYIOThCS Joint — KOMIOHEHTH?

e HasgiTe ommii Joint - KOMIOHEHTa, SKI MOXXHA BKJIFOUUTH JJIsI PI3HUX
e(eKTIB.

e Jlna woro B cuctemu Unity 3D BHUKOPHCTOBYIOTHCS KOHTpPOJEPHU
nepconaxa (Character Controllers)?

e Ha3siTh ocHOBHI BiactTuBOCTI KomnoHeHTy Character Controllers.

e SIKi MOXJIMBOCTI HAJAAIOTh PO3POOHHUKAM ITPOBOTO KOHTEHTY KOMIIOHEHTH
Box Collider, Capsule Collider, Character Joints, Configurable Joint,
Fixed Joints, Sphere Collider, Spring Joint?
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10.4 JIabopaTtopna po6ora Ne 2. KomnonenTu Unity 3D nist podoru 3
¢pizukoro 3D- 00'ekTiB.

AHoTAaliA

JlabopatopHa poOOTa Opi€HTOBaHA Ha OBOJIOJIHHS CTYJECHTAMH HABUYOK
poOOTH 3 OCHOBHMUMH KOMIIOHEHTH, SIKi BUKOPUCTOBYIOTHCS ISl pOOOTH 3 (P13HKOIO
3D - 00'eKTiB.

Meta 1a00paTopHOi pod0oTH

CrBopennsi 3D - o00'exTiB Ta BUKOpHCTaHHsA KommoHeHTIB Rigidbodies,
Colliders, Joints, Character Controllers st po6oTu 3 ¢izukoro 3D - 06'exTiB.

Po6ora 3 BnactuBictio «Is Kinematic» kommonenta Rigidbody, sika Hamae
MOJKJIMBICTh BUKIIFOUEHHS 00'€KTa 3-MiJ KOHTPOJIO (PI3UYHOTO IBUXKKA, 1 IO3BOJISIE
nepeMilaTi Horo KIHeMaTUYHO 3a JOMOMOTOI0 BIATIOBITHOTO CKPUIITA.

OuikyBaHi pe3yJbTaTH

VY pa3i ycmimHOro BUKOHAHHS JabopaTopHOi poOOTH CTyAEHT Oyae BMITU
BUKOpHucTOByBaTH KommoHeHTH Rigidbodies, Colliders, Joints, Character
Controllers  Ta ix BiactuBOoCTI 1 pobotn 3 ¢i3ukor0 3D - 00'exTiB,
BUKOPHUCTOBYBaTH BiacTUBICTh «Is Kinematic»  kommnonenTta Rigidbody s
BUKJIIOUCHHS O00'€KTa 3-M1JI KOHTPOIK (I3UYHOTO JBHMXKKA, 1 KIHEMAaTUYHOTO
nepeMilIeHHs 00'eKTa 3a JIOMOMOT'0K0 BIJIMOBIAHOTO CKPHUIITA.

KoHTpoJibHI 3anuTaHHA

e Ha3ssith etanu crBopeHHs 3D - 00'ekTiB B cuctemi Unity 3D.

e Jlnsa yoro y kommnonenta Rigidbody BukopucTtoByeThCsi BIacTUBICTD «ls
Kinematic»?

e Has3BiTh T HEDIZUIHOTO PYXY, AKUH 3A1HCHIOETHCS 32 JOTTOMOT OO KOJTY.

e Skuil KOMIIOHEHT JI03BOJIsIE 3AilicHIOBaTH oOepTaHHs 3D - o0'ekra
HABKOJIO 33JJaHO1 TOYKH Ta 0Ci?
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10.5 Tema 3: Po3poOka Ta BukopucTaHHsa ckpunrtiB B Unity 3D.
Cepenosume po3pooxu MonoDevelop. Cucrema noaiii (EventSystem).

AHoTAaliA

Jlek1is 3HaHOMUTB 3 TEXHOJIOTIE Po3poOKK cKpunTiB B cucteMi Unity 3D,
METOJlaMU CTBOPEHHS 1 3HHUIIEHHS ITPOBUX OO'€KTIB, YMHpPaBIiHHS 1TPOBUMU
00'eKTaMHM 3a JIOTIOMOTOK0 BIJTMOBIIHMX KOMIIOHEHTIB, MeToJaMu poOOTH B
IHTErpoBaHOMY cepeaoBHII po3poOku MonoDevelop, ske noeanye B codi GhyHKIIil
TEKCTOBOTO pPEeJaKTopa 3 JOAATKOBHUMH MOYJIHMBOCTSMH JUIS HAJArofpKCHHS 1
BUKOHAHHS 3aBIaHb 3 YNPaBIiHHSA ITPOBUMH TIPOCKTAMH, CHUCTEMOKO TMOJiN
«EventSystem» Unity 3D.

Merta aekuii

O3HalOMUTH CTYAEHTIB 3 METOJIaMU CTBOPEHHS, YNPABIIHHS 1 3HHUILEHHS
IrpoBUX 00'€KTiB, METOAaMU POOOTH B IHTETPOBAHOMY CEPEIOBHIII PO3POOKU
MonoDevelop, cnocobamu BiampaBKu MOJiN 10 00'€KTIB B IrpOBOMY JOAATKY —
cuctemoro noaii «EventSystemy.

OuikyBaHi pe3yJbTaTH

CdopmyBaTu y CTYACHTIB 3HaHHS 11010 OCHOBHUX METOJIB CTBOPEHHS 1
3HUIIEHHS 1rpoBUX 00'ekTiB B cuctemi Unity 3D, OCHOBHHUX KOMIIOHEHTIB, SKi
BUKOPHCTOBYIOTBCSL I YOPABIIHHA  ICPOBUMU  00'€KTaMH, OCHOBHUMH
NPUHIUAIIAMU POOOTH B IHTETPOBAHOMY cepeaoBuIlll po3podku MonoDevelop,
OCHOBHHUX METOJIiB poOOTH 3 cucTeMolo molind «EventSystem.

KoHTpoJibHi 3anuTaHHA

e SIxi MoBH mporpamyBaHHs nmiaTpuMye cuctema Unity 3D?

e SlkuM YMHOM 3AIMCHIOETHCS  YIpPaBIiHHSI ITPOBUMH 00’ €KTaMu
(GameObjects) B cuctemi Unity 3D?

e Ha3BiTh nepeBarn BUKOPUCTAHHS IHTETPOBAHOTO CEPEOBUIIA PO3POOKU
MonoDevelop 111 HamarokeHHs 1 BUKOHAHHS 3aBJaHb 3 YNPaBIIHHS
ITPOBUMU MPOEKTaAMHU.

e Ha3BiTh OCHOBHI MeTOAM POOOTU 3 cucTemoro moaii «EventSystem» B
Unity 3D.
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10.6 JIaGopaTtopHa podora Ne3.
PoGora B iHTerpoBanomy cepenosuili po3podokun MonoDevelop.

AHoTAaliA

JlabopatopHa poOOTa Opi€HTOBaHA Ha OBOJIOJIHHS CTYJECHTAMH HABUYOK
poboTH B IHTErPOBAaHOMY cepeaoBHII po3podku MonoDevelop.

Meta 1a00paTopHOi pod0oTH

3HalOMCTBO 3 1HTErpOBaHUM cepeAoBHIleM po3podku MonoDevelop,
HajamTyBaHHs MonoDevelop, penaryBanns BuxigHoro koay B MonoDevelop.

OuikyBaHi pe3yjabTaTn

VY pa3i ycmimHOro BUKOHAHHS JabopaTopHOi poOOTH CTyAEHT Oyae BMITU
CTBOPIOBATH, pEOaryBaTH CKPUNTOBI (ailii 3 BUKOPHCTAHHSAM CEPEIOBUILA
po3pobku MonoDevelop.

KoHTposbHi 3antuTaHHs

Ha3BiTh OCHOBHI eTamu MPOIECYy YCTAHOBKU CEPEIOBUINA PO3POOKU
MonoDevelop.

Ha3BiTh OCHOBHI eTamyW HaJalTyBaHHS IHTETPOBAHOTO CEPEIOBHUIIA
po3podku MonoDevelop B cuctemi Unity 3D.

Ha3sBiTh ocHOBHI ¢yHKIIIT cepenoBuiia po3pooku MonoDevelop.

Ak 3pificHioeThes  cuHXpoHIZalis  Unity MpoekTy 3 IPOEKTOM
MonoDevelop?

Jlnis woro B MonoDevelop BukopuctoByetbes mikana Breakpoint Bar?
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10.7 Tema 4: Aynio-komnonentu Unity 3D. ImnopT i HaJlamryBaHHA
3BYKY.

AHoTAaliA

Jlekmis 3HaiioMuth 3 ayaio-kommnoHeHTamu Unity 3D, MOXIMBOCTSIMHU
IMITOPTY 1 BIATBOPEHHS 3BYKOBUX €(PEKTiB, METOJJaMU aKTHBAIlll 3ByKOBUX €(EKTIB
3a JOIOMOTO0 MPOTrPaMHOTO Koy, MeToaamu pobotu 3 AudioManager B Unity 3D.

Merta Jekmii

O3HallOMUTH CTYJIEHTIB 3 CHCTeMOl aymaio-kommnoHeHTiB Unity 3D.
Po3rnsiHyTH MOXIMBOCTI IMIIOPTY 1 BIATBOpeHHs 3ByKoBUX edekTiB B Unity 3D,
METOJM aKTHBAIlll 3BYKOBUX €(EKTIB 3a JOMOMOTOI0 TMPOTPaMHOIO KOAY, METOAU
HaNalTyBaHHA Ta pobotu 3 AudioManager B Unity 3D.

OuikyBaHi pe3yJbTaTu

ChopmyBatn y CTyHEHTIB 3HAHHA MIOJI0 peamsamii 3BYKOBOTO
CYNpOBOJKEHHsSI ITPOBUX JOAATKIB 3a JOMOMOTOI0 BUKOPHUCTAaHHS ay[io-
komnoHeHTiB Unity 3D Ta MeToniB akTuBallli 3BYKOBUX €(EKTIB 3a JIOIMOMOIOIO
IPOrpaMHOTO KOTY.

KoHTpoJibHi 3anuTaHHA

e Jlns voro B Unity 3D BuxopuctoByroThcsi kommnoHeHTH AudioClip,
AudioSource, AudioListener?

o Sxum ynnom B Unity 3D 311liCHIOETHCS aKTHBAIII] 3BYKOBHX €()EKTiB?

e Hasgits komnonenTu Unity 3D amnst po60TH 31 3BYKOM.

e Jlns goro B Unity 3D BukopuctoByeThcss AudioManager?

e Ha3BiTh OCHOBHI e€TamM HaJAIITYyBaHHA IIEHTPAILHOTO JUCIIETYEpa
ynpasiiHHs 38yKoM B Unity 3D.
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10.8 JIabopaTtopHa poGora Ne 4.
ImmopT ayxiokuinis B irposi nroxatku. Podora 3 nucneruyepom
AudioManager B Unity 3D.

AHOTALlA

JIabopatopHa poOOTa Opi€eHTOBaHAa HA OBOJIOJIHHS CTYIACHTAMH METOJaMHU
poboTH 31 3ByKOM 3a joroMoroto aucrierdepa AudioManager B Unity 3D.

Meta 1a00paTopHOi pod0oTH

CdhopmyBatu y CTYyICHTIB 3HaHHSA ILIOJO0 HAaJAIITYBaHHS LEHTPAIBLHOTO
nucrietdyepa ynpasiiHHs 3BykoM AudioManager B Unity 3D, MeToiB po3poOKu
iHTepdeiiciB KoprcTyBaya AJis HAJAIITYBAaHHS 3BYKOBUX €(EKTIB Ta PEryItOBaHHS
TYYHOCTI 3BYKY, METOIB IMIIOPTY ayAi0-KJIIMiB B iIrpOBi JOAATKH.

OuikyBaHi pe3yJbTaTu

VY pa3i ycmimHOro BUKOHAHHS JabopaTopHOi poOOTH CTYyAEHT Oyae BMITU
CTBOPIOBaTH ITPOBI JOJATKA 31 3BYKOBUM CYIPOBODKEHHSAM 3a JIOTIOMOTOIO
mucrneryepa AudioManager.

KoHTposbHi 3annuTaHHs

e Ha3BiTh OCHOBHI (PYHKIIIT IIEHTPATILHOTO JUCIIETUYEpA YIIPABIIIHHS 3BYKOM
AudioManager.

e Ha3BiTh OCHOBHI METOAM PO3POOKH 1HTEp(eiciB KopucTyBada JJIs
HaJIAIITYBaHHA 3BYKOBHX €(eKTIB Ta PETYIIOBAHHS I'yYHOCTI 3BYKY.

e Ha3BiTh OCHOBHI €Tanu IMOOPTY ay/110-KIIIMiB B IrPOB1 TOJATKH.

e B yomy nomsirae BigMiHHICTb 2D 1 3D 3BYyKYy?

e 3a /0MOMOIOI0 SKOrO KOMIIOHEHTa MOJKHA JIETKO pEeryjioBaTH Ha
r7100aTbHOMY PiBHI T'yYHICTh 3BYKOBUX €(EeKTiB?

e Jlns goro B Unity 3D BukopuctoBytoTbcs daitnu popmary WAV?
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10.9 Tema S5: Animanis 00’exriB B Unity 3D.
AHoTAaLiA

Jlek1is 3HAMOMHUTH 3 OCHOBHUMM ITOHATTIMH a”HIMalli Ta THIIAMA aHiMalii
00’extiB B Unity 3D.

Merta Jekmii

O3HalOMUTHU CTYICHTIB 3 OCHOBHUMHU THUIIaMHU aHIMarlii 00’ ekTiB B Unity 3D.
PosrnsHyT MmeToau aHiMaIlii TBEpIOro TijIa, aHIMAaIlll Ha OCHOBI CKeJieTa, aHiMallli
cripaiiTamu (OKpeMi CIpaiTH, aTjiac CIpanTiB), aHIMaIIll, [0 3aCHOBaHa Ha (13Ul
(BukopuctanHs  (Pizuunoi cuctemu Unity), BimeoaHimalli (BIATBOPEHHS
Bieo(ailsliB y BUIIISII aHIMOBAHUX TEKCTYp), aHIMAIlll YaCTUHKaMH, aHiMallii 3a
JI0TIOMOT 010 crucTeMu Mecanim, aHiMallii mepcoHaxiB.

OuikyBaHi pe3yJbTaTu

ChopmyBatu y CTyAEHTIB 3HaHHs IIOAO peaji3alii B IFPOBUX J0JAaTKax
OCHOBHHUX THIIIB aHIMallii 00’€KTiB, aHIMallli MEPCOHAXiB, 3aCTOCYBAaHHS aHIMaIlil
IpeaMeTiB 3a JOMIOMOT0I0 cucTeMu Mecanim.

KoHTposbHi 3annuTaHHs

e Jlns goro B Unity 3D BUKOPHUCTOBYIOThCS cucTeMa Mecanim?

e Sxum ynHOM B Unity 3D 311l CHIOETBCS aHIMAIIisl CIIPANTIB?

e Ha3sgite Tunu animarii 06’extiB B Unity 3D.

e [llo Take atnac crpaiTiB?

e Sxum unHoMm B Unity 3D 3a1iiCHIOETbCS BIATBOPEHHS BiAeo(aillliB y
BUTJISIII aHIMOBAHUX TEKCTYpP?
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10.10 JlaGopatopna poOota Ne 5. Animania cnpaiitamu. PoGora 3
cucreMoro a”imanii Mecanim.

AHoTAaliA

JlaGopaTopHa po0OoTa Opi€eHTOBaHAa Ha OBOJIOJIHHS CTYJIEHTaMHU METOIaMH
aHIMarIlii 3a TOMOMOTOI0 cucTeMu Mecanim, METo1aMu aHiMallli cripaiiTamMmu (OKpemi
CIIpaiTH, aTjac CIPanTIB).

Meta 1a00paTopHOi pod0oTH

CdopmyBaTu y CTYACHTIB 3HAHHS IIOJAO METOMIB PO3POOKHM aHIMOBAHMX
MepCOHaX1B, TEXHOJIOT1i aHiMaIlli 3a JOMOMOIOK cucTeMH Mecanim, METOiB
a”iMarlii cnpaiitamu (OKpemi cripaiiTi, atiac crpaiitis) B Unity 3D.

OuikyBaHi pe3yJbTaTu

VY pa3i ycmimHOTro BUKOHAHHS Jab0opaTopHOi poOOTH CTYyAEHT Oyae BMITU
CTBOPIOBATH ITPOBI I0OAATKH 3 aHIMOBAaHUMH MEPCOHAKAMH, 3aCTOCOBYBATH METOAU
a”iMaIlil cnpaiiTaMu pu po3poOIll iIrpOBOTO KOHTEHTY.

KoHTposbHi 3antuTaHHs

e SIKUM YKMHOM 31MCHIOETHCS IMIIOPT CIIPANTIB Ta X HaJAIITyBaHHS?

e Jlyist 4Oro BUKOPUCTOBYETHCS pexuM Sprite Mode?

e Jlyig 4Ooro BUKOPUCTOBYIOThCS akTUB Animation Controller?

e SlkuM yMHOM 3JIHCHIOETHCS CTBOpEHHA Tpada cucremMu Mecanim amis
aHIMarlii npeamery?

e Jlns goro B Unity 3D BUKOPUCTOBYIOTHCS TpUTepU?

o Slkum yMHOM 3IHCHIOETHCS TECTYBAHHS TPUTEPIB?

e J[ns 4oro BUKOPUCTOBYIOThCS MaHesb yMOB «Conditionsy B 1HCIIEKTOPOBI1
00'ekTiB?
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10.11 Tema 6: TexHosoria po3podku  Kpoc-maTGpopmMHUX
koM’ 0TepHux irop B Unity 3D.

AHoTAaliA

Jlek1iis 3HalOMUTB 3 TEXHOJIOTIEI0 CTBOPEHHS ITPOBUX JIOJAATKIB I PI3HUX
matdopMm (Windows, Android) B Unity 3D.

Merta Jekuii

O3HalOMUTH CTYHIEHTIB 3 TEXHOJIOTIEI0 CTBOPEHHS KPOC-TUIAT(HOPMHUX
komm rotepHux 3D-irop (Windows, Android).

OuikyBaHi pe3yjabTaTn

CdopmyBaTu y CTyACHTIB 3HAHHS IIOJ0 TEXHOJIOTII PO3TOPTAHHS ITPOBUX
JO0JIATKIB Ha pi3HUX Miardopmax 6e3 mpus's3ku g0 Unity 3D.

KoHnTposbHi 3annuTaHHs

e Jlna sikux matopm MOKHA CTBOPIOBATH 1rpoBi gonatku B Unity 3D ?
e Jlns yoro BUKOpHUCTOBY€EThCSl KoMaHaa BuildSettings?

e Has3BiTh BiAMIHHOCTI I'eHepaIllli MakeTiB JJi1 MOOUTbHUX MPUCTPOIB.

e Jlns yoro BUKOpUCTOBYeThes napametp Bundleldentifer?

e Ha3BiTh OCHOBHI e€Tamu HaJalITyBaHHA I1HCTPYMEHTIB 301pKH JJIst
Android ?
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10.12 JlabopatopHa poOora Ne 6. Po3podka  kpoc-miardopmHux
koM’ 0TepHux irop (Windows, Android).

AHoTAaliA

JlabopatopHa poOoTa Opi€eHTOBaHAa Ha OTPHMAaHHS HABHKIB HaJlalITyBaHHS
THCTpYMEHTIB 301pKH IrpoBUX MpoeKTiB maia 1miatdopm Windows ta Android Ta
reHeparlii iIrpoBUx MakeTiB 3a JOMOMOTr'0I0 BIIMOBITHUX 1HCTPYMEHTIB.

Meta 1a00paTopHOi pod0oTH

ChopmyBaTu y CTYACHTIB 3HAHHSA IIOJI0 TEXHOJIOTIT PO3POOKH KpOC-
maT@opMHUX KoM toTepHux irop B Unity 3D.

OuikyBaHi pe3yJbTaTH

VY pa3i ycmimHOro BUKOHAHHS JabopaTopHOi poOOTH CTyAEHT Oyae BMITU
3MIACHIOBATH HAJAIITyBaHHS IHCTPYMEHTIB 30IpKM IrpOBHX MPOEKTIB JUis
miatpopm Windows Tta Android Ta reHepyBaTd irpoBi MakeTH 3a JOMOMOTOIO
BIJIMOBIAHUX 1HCTPYMEHTIB.

KoHTposbHi 3antuTaHHs

e Ha3BiTh 0COOMMBOCTI HANAIITYBaHHS I1HCTPYMEHTIB 30IpKH ITPOBHUX
npoekTiB Ayt Android?

e Sxum ynnoMm B Unity 3D 3miiicHioeTbes renepartis daitniB popmary APK?

e Ha3BiTh 0COOJIMBOCTI CTBOPEHHS KPOC-TUIAT(HOPMHUX KOMIT IOTEPHHUX 10D
B Unity 3D?

e Ha3BiTh 0COOMMBOCTI HAJANITYBaHHS I1HCTPYMEHTIB 30IpKH IrpOBUX
npoekTiB 111 Windows?

e ki yoro notpiben cnucok TargetPlatform?

29



Jlekuii Ta MeTOIMKA 1X IPOBEACHHS
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

Beryn

Jlekmii € OCHOBHOIO (OPMOIO TPOBEACHHS HABYAIBHUX 3aHATH, IO
IpU3HAYEHI JJI 3aCBOEHHS TEOPETUYHOTO MaTepiaiy.

IIpu nmpoBeneHH! JeKUid HaBYAIbHOTO MOAyJs «Po3poOka koMl HOTEpHHUX
irop 3a nonomororo Unity 3Dp» 1ekTop MOBUHEH JOTPUMYBATHCh TAKMX BUMOT:

1. [loBemeHHs 10 CTYJEHTIB METH JICKIIIi Ta HajexkHe ii MoTUBYBaHHs. Lle
BHUXOBYE B HUX YMIHHS 0ofpa3y, 0€3 3BOJIKaHb, 3aJIy4aTUCs A0 MPOLECY CIyXaHHs
JIEKI].

2. JlocTymHicTh 1 HayKOBICTh BHUKIanLy. JlocTymHicTh mnepenbavae
BpaxyBaHHS PIBHS CTYJAEHTIB, IX 1HIUBIAyaJIbHUX OCOOJIMBOCTEH, a HAYKOBICTh —
PO3KPUTTS NPUYMHHO-HACITIIKOBHX 3B'S3KiB, SIBUIL, MOJ1{, NMPOHUKHEHHS B iX
CYTHICTh, MDKAMCUMIUTIHAPHI 3B'A3KM TOowo. Marepian Mae OyTH IIKaBO
BUOYTyBaHM, 00 JIETKO CIIpUIiMaBCs 1 TOBHIIIE i BCceOlUHIIIE YCB1IOMITIOBABCS
CTyaeHTOM. Bukiagauy mae BIACTEXKYBaTH, IIO 31 CKa3aHOTO HUM 1 SIKOIO MIPOIO
COPUUHATO ayIUTOPIEIO, YN HE BUHUKIIM y CIyXauiB 3allMTaHHS Yepe3 HEJAOCTaTHE
PO3YMIHHS 3MICTY JIEKIIii, HEMIATOTOBIEHICTh J0 11 CHPUMHSATTS; Y4 BCTUTAIOTh BOHU
YCBIJIOMHUTH KO>KHE HOBE TMOJIOKEHHS, UM BMIIOTh IMOEIHYBATH HOBY 1H(OpMaIlito 3
HOTIEPETHBOIO TOLIIO.

3. BxiroueHHs MeXaHI3My 3BOPOTHOrO 3B'si3Ky. Lle mae 3mory nekropy He
JMILIE KOHTPOJIIOBATH PIBEHb CIPUIIMAaHHS, a W PEryytoBaTH MPOLEC PO3AYMIB
3aJI€KHO B1J] p€ajbHOIO CTAHY CTYJEHTIB.

4. TloBTOpeHHS Ba}JIMBUX TEOPETHYHUX TOJIOXKEHb. Taki TMOBTOpU
OiABUIIYIOTH  IMOBIPHICTh  3amam'siTOBYBaHHS, a OTXe, 1 PO3YMIHHA,
CUCTEMAaTH3AIlI0 MaTepiay, SIKUM I'PYHTY€ETHCS Ha MILTHOMY (YHIaMEHT1 3aCBOEHHUX
(axkTiB.

5. 3aBeplueHHS KOXXHOTO NHUTAHHS JIEKIli MIACYMKOM 1 MOTHBOBaHHM
MEPEXO0JIOM JI0 HACTYITHOTO.

6. EmouiiinicTs BuKiany. Bona e 3acobom moOimi3anii 1 miaTpuMaHHs yBaru
CTyAeHTIB. EMOIIHICTh HOCSITaeThbcsi Hacammepesa 4YiTKOK, >KUBOIO, 0O0pa3HOIo,
IHTOHOBAaHOK0 MOBOIO BHKJIaJaya. i CHOPUATUMYTh TakoXX adopu3MH, Bal
aHaJorii, 11lOMaTUYH1 BUpa3H.

7. HamaromkeHHs >KHBOTO KOHTaKTy. MeThcs Tpo BMiHHA BHKIIajgaua
TPUMATH B I10JII CBOTO 30py KOKHOT'O CTYZI€HTA, CBOEYACHO 1 IPaBUJIBHO pearyBaTu
Ha 1X MIMIKY, PETUTIKH, )KE€CTH, BJIaJI0 BUKOPUCTATH KapT, A0TeM, TyMop. Taki 3acodu
30IMKYIOTh BUKJIAZaua 3 ayAUTOPIEIO 1 COPUAIOTh CTBOPEHHIO HACTPOIO IS OLIbII
OCMMUCIIEHOTO CIIPUIMAaHHSI 3MICTY JIEKIIii.

8. CTBOopeHHS TpPOOJIEMHUX CHUTyalid. YCBIAOMJIEHHS CTYJICHTaMH
npo0JieMy HANAIITOBYE iX Ha ii pO3B'sI3aHHs, CIIOHYKA€E A0 PO3AyMiB, aKTUBI3YE X
Mi3HaBAIbHY JTISJIBHICTb.

PiBeHb Ta MOCHITOBHICTh BHUKJIAQJCHHS JIEKIITHOTO MaTepialy BiIMOBIIAE
OCBITHRO-TIpO(ECIiiHIA  mporpami  MIATOTOBKKM  (axiBIIB HAa  NEPIIOMY
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(OakanmaBpchbKOMY) PpIBHI BHILNOI OCBITH Tamy3i 3HaHb 12 «lHpopmariitHi
TEXHOJOr1», cnemianbHocTi 121 «lmkeHepis mporpaMHOTO 3a0e3MeyYeHHs» 3a
crneriamzaiiero «Po3podka KOMIT IOTEPHUX 1TOPY.

3MICT JIEKIIHOT0 MaTepiay XapaKTepH3y€eThCsI TOCTATHHOIO MPOCTOTOIO, 1110
JI03BOJISIE CIIOIBATHCS HA MOTO IIIHMOOKe 3aCBOEHHS CTYICHTAMHU.
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JIEKIIA Nel
TEMA: «OCHOBHA POBOTH B UNITY 3D»

AHOTALlA

Jlekiisa 3HaiioMuTh 3 ocHOBaMu poOoTu B Unity 3D - cuctemMoro po3poOku
kpoc-matdopMuux 2D- 1 3D-irop Ta IHTepaKTUBHOTO KOHTEHTY.

Merta Jekuii

O3HallOMUTH CTYNIEHTIB 3 TepeBaraMu Ta HEIOJIKAMH PO3POOKH ITPOBHX
JOJIATKIB Ta IrPOBOT0 KOHTEHTY 3a nonoMoroio Unity 3D; 3 HOBUM (yHKIIIOHAJIOM
Ta BIAMOBIZHUM 1HCTpyMmeHTapiemM cuctemu Unity 3D, saxuit momomoske
pO3pOOHMKAM YCIIIIHO CTBOPIOBATH aHIMAaIliiiHI Ta IrpoBl cieHH; cdepamu
3aCTOCYBAaHHS KOMIT IOTEPHUX 1rop, po3podaeHux 3a gornomorow Unity 3D.

OuikyBaHi pe3yjabTaTn

CryneHT OBOJIOIE TOHATTSAMM: KOMIT FOTepHa Kpoc-tiaTtdopmua 2D- 1 3D-
rpa, IHTEPAKTUBHUI KOHTEHT, irpoBa clieHa. byne 3HaTH OCHOBHI mepeBaru Ta
HEJIOJTIKUA PO3pOOKH IPOBUX JOJATKIB Ta I'POBOTO KOHTEHTY 3a JoromMororw Unity
3D, ¢yHkiioHan Ta BIAMOBIIHMM 1HCTpyMeHTapiii cuctemu Unity 3D s
CTBOpPEHHSI aHIMallWHUX Ta ITPOBUX CIIEH, cepu 3aCTOCYBAHHS KOMII IOTEPHHUX
irop, po3pobsienux 3a gonomororo Unity 3D.

Beryn

Unity - 11e iIHCTpYMEHT J1s pO3pOOKH IBOX- 1 TPUBUMIPHHX ITPOBUX AOJATKIB.

B nBomipuux (2D) irpax irpoBHii IpOCTIp CKJIAJAETHCS 3 TOTOBHUX IJIOCKUX
300pakeHb. 3aBIaHHS KOMII'IOTEpA 3BOAUTHCSA TYT JUIIEC N0 KOMOIHYBaHHS ITUX
300pakeHb BIJIMOBIIHO JO QJITOPUTMIB T'PU, UMM MOSCHIOIOTHCS HU3bKI BUMOTHU
JBOMIPHHUX iTOp A0 MOTYXHOCTI KoMIT'ioTepa. CBoOo/1a epecyBaHHs MEPCOHaXa B
JBOMIPHHMX Irpax OOMEXKEHa: BIH MOXeE IepecyBaTHCs JIMIIE 3a IependadyeHuM
PO3POOHUKAMHU MaPIIPYTOM.

MoxuBi mpoMikHi BapianTy Mix 2D 1 3D (1HO1 1711 HUX BUKOPUCTOBYETHCS
TepmiH 2.5D):

1. IlpocTip Tpu TPUBUMIPHUINA, ajie MOJENI IrpOBUX OO0'€KTIB - OyiBelb,
POCIIHH, TEPCOHAXKIB - MPEACTABIAIOTH COOOI0 TIIOCKI KapTUHKH, cripaiitu. [Ipukian
- paHH1 TpUBUMIpHI irpH, Taki 1k Wolfenstein 3D 1 Doom. B cyuacHux TpuBumipHIx
Irpax CrpaTh BUKOPHUCTOBYIOThHCSA JIMIIIE JJIs1 B1IOOpakKeHHs 00'€KTIB, IPUCYTHIX B
IyXe BeIMKINA KIIBbKOCTI (HampuKiIaa, TpaBU Ta JEpPEB), a TaKOX 00'€KTiB,
BI/IJIAJICHUX BiJ NIEPCOHAXKa HA BEJIMKY BiJICTaHb. Lle 3A1MCHIOETBCS I €KOHOMIT
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00YMCITIOBAIBHUX PECYpPCiB KOMI'IOTEpa: HAIMPHUKIAA, MOJCITIOBAaHHS ITOBHICTIO
TPUBUMIPHOTO Ji€peBa 3 THUCSYaMM JIMCTIB - JyXK€ CKIaJHe 3aBOaHHS s
KOMI'tOTepa, a MOJICJIFOBAHHS IILJIOTO JIICY - 3aBJIaHHS HE3/IIMCHEHHE, 1 0€3 CIpaiTiB
TYT OOIMTHCS HEMOKJIUBO.

2. IlpocTip TpWM JBOBUMIpHUI, aje MOJEIl TMEepPCOHaXIB BUKOHAHI
TPUBUMIpHUMHU. Taka TEXHOJIOTisI BUKOPHUCTOBYEThCS B OarathoX KBecTax. BoHa
JI03BOJISIE TIOEHATH BUCOKOSKICHUM JBOBUMIpHUN pucoBaHHUM (OH (SK MpaBHIIO,
YaCTKOBO aHIMOBAaHHI) 3 «CKMBHMM» MEPCOHAXKAMHU, K1 BIJILHO PYXarOThCS 1 MpHU
IIbOMY HEBHUMOTJIMBI JI0 TIOTY>KHOCTI KOMIT'IOTepa. SIckpaBuii mpuKiaa Takol rpu —
«Syberiay.

Komn'totepna tpuBumipHa rpa (3D, aurn. Three-dimensional) - rpa,
BI3yaJbHHM MPOCTIP AKE LIJIKOM MOOYAOBaHO 3 TPUBUMIpHHUX 00'ekTiB. [lepconax
3HAXOJUTHCS B TPUBUMIPHOMY IPOCTOPl 1 B AESIKUX Irpax Ma€ MOBHY CBOOOMY
nepecyBaHHS.

YnpaBiiHHS B TPUBUMIPHHUX irpax, sK MPaBWIO, 3IACHIOETHCS OJHOYACHO
KJIaBiaTypor 1 MHIIKOIO. 3a JOTIOMOTOI0 KHOTOK MOJKHA 3IiHCHIOBATH pPyX
nepcoHa)ka B MOTpiOHOMY HampsMKy (3a3Buuai me kiasim W, S, A, D, piame -
KJIaBIII-CTPUIKK). PyX MuIil 3myIye nepcoHaxa rnoseprarucs. Haruckanss J1iBoro
KHOTIKOIO MHUIII1 BIATIOBIJIA€ SIKIM-HEOY b 1T - B 3aJI€KHOCTI BiJl )KaHPY T'PH 11€ MOXKE
OyTH, HANPUKIIAA, yIap MeueM, B3aeEMO/Is 3 TPEAMETOM ab0 1HIITHUM MEePCOHAKEM.
HaTuckanHsl MpaBOO KHOMKOIO MHIII, SK MPaBHUIIO, B IIyTepax 1 poJIbOBUX irpax
BIJIMTOBI1a€ OJIOKYBAHHIO aTaku ab0 albTePHATUBHIN aTalli, a B KBECTaX - BIIKPUTTS
mento. Knagima Space 3a3Budail BiAmoBigae CTpUOKY, a OJJHOYACHE HATHUCKAHHS
koMOiHamii knaBim Shift 1 W 3mymye nmepconaxa Oirtu. IIpu3HaueHHsS i1HIIMX
KJIaBILI KJIaBlaTypH 1HAUBIAYaTbHO JIJISl KOKHOT TPH.

CrtBopeni 3a gomomororo Unity mporpamu MpamolOTh MiJ ONepaliiHuMu
cuctemamu Windows, OS X, Windows Phone, Android, Apple 10S, Linux, a Takox
Ha irpoBux npucraBkax Wii, PlayStation 3, PlayStation 4, Xbox 360, Xbox One 1
MotionParallax3D aucnesx (mpuctpoi i BIATBOPEHHS BIPTyaJIbHUX T'OJIOTPaMm),
Hanpukiana, Nettlebox.

Unity TakoX Mae MOXIHMBICTh CTBOPIOBATH JOJATKW [JISl 3aIyCKy B
Opay3epax 3a gomnomororo creriaasHoro moayist Unity (Unity Web Player) 3a
JTOTIOMOT OO peai3atii TexHosorii WebGL.

JHonatku, ctBopeHi 3a gornoMoroto Unity, miarpumytots DirectX 1 OpenGL.

Taxum ynHOM, 32 Moromoror Unity MOXHa CTBOPIOBATH KpPOC-TIAaTPOPMHI
KOMII FOTEpHI ITpPH.

[Tin kpoc-mnaThOpMHICTIO Ma€ThCS HA YBa3l 3/aTHICTh MPOTPAMHOTO
3a0e3MeyeH s MpaiioBaTi OUIbII HDK Ha OJAHIW amapatHid riatdopmi 1 (abdo)
oTIepalliifHIi cuCTeMI.

PosrnsgHemMo nani MOHSATTS 1HTEPAKTUBHOCTI Ta IHTEPAKTUBHOTO IrPOBOTO
KOHTCHTY.
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InTepakTuBHicTh (Bix anri. Interaction - «B3aemofisi») - MOHATTA, SIKE
PO3KpPHUBAE XapaKTeP 1 CTYyMiHb B3aEMOII Mk 00'ekTaMu a0 cy0'ekTamu.

B iHTepakTUBHUX CHUCTEMaX JOJATOK CKIAJAEThCS 3 OJHUX 1 TUX K€ 00'€KTIB
1 mja gac po3poOKH, 1 MiJ yac BUKOHAHHA. Majo Toro, BiICYTHICTh PO3OUTTS Ha
IHCTpYMEHTAJIbHY 1 BUKOHABYY CEPEJIOBHIIE JI03BOJISIE BUKOPUCTOBYBATH OJTHI 1 Ti
K 3ac0o0M 1 M 4Yac po3poOKH, 1 MiJ yac BHUKOHAHHS, TOMY MOXHa 3MiIHIOBATH
MPaIoYUi JOAATOK 1 HeraiHO OaYUTH pe3yJIbTaT II€T 3MiHHU.

KonteHnT - Oynp-sikuii Bua iHpopmarii (Tekct, ayaio, Bieo, 300paKeHHs,
TEKCTYpH, MaTepialin), [0 CTAHOBUTH 3MICT MIPOTPAMHOTO MPOAYKTY.

InTepakTUBHMI irPOBUI KOHTEHT - 1€ OyIb-SIKUH KOHTEHT, KM Mae Ha
yBa31 aKTUBHY Y4acTh KOPUCTYBAUYiB 1, KWW CIIOHYKA€ 1X JO BUMHEHHSI IEBHUX JI1H.

Orasa HoBux MmoxmnBocTeid Unity 2017

Odiuiiinuii caitt Unity https://unity3d.com

Bepcii Unity:

Personal free for beginners, students and hobbyists
Plus 35 $ month for serious creators

Pro 125 $ month for professionals and studios

VY rpynni 2016 poky, komnanis Unity Technologies 3asBuiia, 1o moTouHa
ocHoBHa Bepcisa Unity 5.6 6ye ocTaHHBOO B L1 JiHINII, micis yoro Unity nepeiine
Ha HOBUH Qopmat oHoBieHb. HoBa Bepcis Oyae HazuBatucs Unity 2017, a HacTymH1
3a Hero Bepcii HyMepyBatuMyTthes Tak: 2017.1.0, 2017.2.0 1 T.1.

Po3po6HuKN akueHTyIoTh yBary Ha TpboX HOBUX (yHkuisx Unity 2017:
Timeline (TumuacoBa mkana), Cinemachine (Habip «po3ymHux» xKamep) i Post-
Processing Stack (HaGip iHCTpYMEHTIB JIsI IOCT-0OPOOKH).

JlaBaiiTe po3rasiHEMO iX OUTBII YBaXHO.

Timeline - myxe 3py4yHuil IHCTPYMEHT JIJI1 CTBOPEHHS aHIMallli, SIKUM BKe
JTAaBHO € B O€3J1141 BIJIMOBIIHUX MTPOAYKTIB. 3a gqornmomororo Timeline Mo)kHa MIBUJIKO
CTBOpIOBaTH aHiMarii TpaHcdopmarii, aHiMmaiii iHTtepdeiicy 1 T.1. Bcee
3MIIACHIOETHCS 32 JOMOMOTOI0 CTaHIAPTHHUX KIIFOUOBUX KaApiB, MK skumMu Unity
caMa 3MIHIO€ CTaH BalluX 00'€KTIB.

Timeline - 11e BiAMiHHA agbTepHATHURA 1 JOTIOBHEHHS 10 CTAHIAPTHUX KIIIITIB
a"imarlii. OcobIuBO 3py4HO CTBOPIOBATH MPOCTI CUt-CLIEHH, IHTPO- 1 1HIII MOIT, K1
poOmsTh Bamry rpy Oimbin 1ikaBoro. Kpim Toro, B Timeline MoxHa mpaioBaTe 3
ayJio- 1 MpUB'sI3yBaTH ayai0-KIIIIN J0 MOIIH.

Bigkputn Timeline Editor moxna 3a momomororo Mmenr «Window—
Timeline Editor» (puc. 1.2 -1.3). 3ayBaxkumo, 1110 CIIOYaTKy J0 IrpoBOI CIIEHU Tpeda
noxatu 3D - 00'ekT.
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PHcyHOK 1.1 — Menw «Window— Timeline Editor»

Cinemachine - Ha0ip po3yMHHUX Kamep, 3a JOIIOMOTOI0 SIKUX BU MOXKETE
poOUTH cut-ClIeHHM 3 BHUKOPHCTAaHHAM KaMmep, POJIMKM Ha JBIXKKY, a TaKOX
NOB'A3yBaTH BCe 1€ 3 MOxJMBOCTAMU Timeline.

Pazom 3 Cinemachine B Unity Bmepiie BHHUKA€ TOHSTTA BipTyaJbHOI
KaMepH, 3a JOTIOMOTOI0 KO B MOKETE MAalCTEPHO yNPaBJIATH KaMEPaMH Ha CLIEHI
1 poOUTH BIIMIHHI Mepexoau Mk ciieHaMu. KpiM Toro, BIpTyalibHI KaMepH J1at0Th
MOXJIMBICTh CIIITyBaTH 3a TNEPCOHaKeM O€3 BUKOPUCTAHHSA CKPUIITIB THITY
SmoothFollow. Bce noctynHo «3 KOpoOKm».

Haitnpuemnime - te, mo Cinemachine no3Bossie podutu 6e3mid edexTiB
MOB'SI3aHUX 3 KaMmepamu (Tpsicka, XUTaHHs 1 T.M) 0€3 BUKOPUCTAHHS CTOPOHHIX
Tween mariniB 1 6€3 €IMHOT CTPOYKHU KOAY.

Inctpyment Post-Processing Stack, sikuit  Unity nmo3uiionye sk Jxepesno
NOTY>KHOTO (DYHKIIOHATY AJIsl AU3AWHEPIB, SIK1 XOUYTh MOJIMIINTH Bi3yaJlbHUN Psill
cBoei rpu. Post-Processing Stack cioyxuTe 11 qogaBaHHS MOCT-eexTiB. Y
nonepenHix Bepcisix Unity Bxke Oyra peanizoBaHa Taka MOKIIUBICTB: MOCT-€(PEKTH
MOKHa OyJI0 J0JlaBaTH Ha KaMEpH y BUIJISAAI OKPEMHUX KOMIIOHEHTIB, ane Post-
Processing Stack - 1ie equHuii MexaHi3M, B IKOMY 310paHi 1 JOCTYIIHI JJIsl BUKJIUKY
Taki e€(eKTH SK 3ria/KyBaHHS, 3Ma3yBaHHsS, CBITIHHS 1 T. I. 3pYYHICTh I[bOTO
IHCTPYMEHTY B TOMY, III0 BaM O1jIbIIIe HE MOTPIOHO 3BEPTATUCS IO KOKHOTO 3 HUX
OKpeMoO. 3aMiCTh IOTO MPEJCTABICHUN CTeK €(eKTiB, SKi MOXKHA 3MIHIOBATH SIK
3aBrOJTHO.

Takox mo Unity 2017 nonano Asset Bundle Browser, 3a 101oMorozo skoro
MOXKHa JIETKO 1 3py4HO cTBoptoBath Asset Bundle s 3aBaHTakeHHsI Balmx
pecypciB. Jlna 3aBanTaxkeHHs Asset Bundle Browser no Unity — mpoexty
HeoOx1mHO ckopuctatucs Asset Store (meHro Window — Asset Store).
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Q) Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> - o X
Assets GameObject Component Window Help

7@ ¥ sphere Collider

@
Edit Collider
-
None (Physic Mat: ©

@ Project

Assets » C#

olle

Collisions  ExampleCl. SphereTime..

1 0 PPtr: O
stant: 0 (0.0%)
tream 0 (0.0%).

Pucynox 1.2 — Timeline Editor mist 06'exty Sphere

Asset Store - 11e 610110TeKa, B K1 310paHi 0€3KOITOBHI 1 KOMEpIliiHI Asset,
ctBopeHi sk Unity Technologies, Tak 1 uinenamu cniibHOoTH Unity. JlocTymHuii
BEIUKUN BUOIp Asset - TEKCTypH, MOZENl Ta aHiMallii, NPUKIaTud TPOEKTIB,
OIAPYYHUKH 1 PO3MIMPEHHS Ui penakTtopa. Asset JOCTYNHI 4Yepe3 MNpPOCTHUH
iHTepdeiic, BOynoBanuii B pegakrtop Unity, depe3 HbOTO MOXKHA 3aBaHTAXHUTH 1
IMIIOPTYBaTH O€3MOCEPETHHO B BAIll MPOEKT.

O06epith B Asset Store Opay3ep Asset Bundle Browser ta 3aBanTaxxre ioro
3a nonomoroto kHonku Download 1o Unity — npoekty (puc. 1.3).

Bigkputu Asset Bundle Browser moxHa 3a qonomororw Menro Window —
Asset Bundle Browser (puc. 1.4).

Kpim Toro, B Unity 2017:

BrnockonaneHo cucreMy BimoOpakeHHS TIHEW B peaqbHOMY 4Yaci i poboTa 3i
CBITJIOM B IILJIOMY.

HNonano mexanizm Analytics Event Tracker, 3a 7omoMororo sikoro Mo>xHa
IIBUJIKO 1 0€3 BUKOPUCTAHHS KOy J10/IaBaTH MOIIi JIJIs1 BIICTEKEHHS 3a JOTIOMOT 010
Unity Analytics.

3’saBuBcst Unity Teams, sikuii cknagaersest 3 Unity Collaborate 1 Cloud
Build. Tenep mokHa criiibHO peJlaryBaTH CIIEHU, CKPUIITH 1 Tipedadu B 3araJilbHOMY
noctymi. JlonatkoBo 110 1isoro Unity Editor oHoBIIeHO J1s1 O11b11I 3pYy4YHOT poOOTH 3
3aralbHAMH PECYpPCaAMHU
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€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>

= x
File Edit Assets GameObject Component Window Help
= & > 1 [ & collab - | { & | Account_- | [ Layers - J[Layout -]
“=Hierarchy | & .= d#Scene € Game | @ Asset Store |8 Animater: Timeline . . . ==| O Inspector | Services =
Cé': o 'd"‘ P ® @ v &2 Lengusgengish - olenalty ~| G [Sphere Static v
v € untitled* =
Main Camera - Tag | Untagged ¢ Layer | Default :
Directional Light x Filters a n ¥ .~ Transform (Ve
| sphere Position X -9.8795] Y [-6.7829] 20,0043
® Home Rotation X 0 Y 0 zo
A > 3DModels Scale X1 v zt
Asset Bundle 3D bodel
> Atimatich ¥ .. Sphere (Mesh Filter) (W
Browser Mesh Tsphere 1o
E ¥ @ ¥ Sphere Collider [V
£ | Edit Collider
1s Trigger o
Material None (Physic Materi) ©
Center
X0 Yo z0
Radius 0.5
¥ ¥Mesh Renderer Qe
» Lighting
¥ Materials
Size 1
Element 0 WDefault-Material ' ©
Default-Material (VK-8
@ Project O Console A
i ST Add Component
@ Sound 4| Assets » C#
¥ (&l Standard Assets
v & Effects
¥ &l GlassRefraction 4
& Materials 1T 7"
& Shaders
lisions  Examplecl..
& Textures Collisions  ExampleCl
& Imagetffects
» G LightCaokies
» G LightFlares

Pucynok 1.3 — Asset Store Opaysep Asset Bundle Browser

AssetBundles | e

) |

¥ glassstainedalbedo

: Asset Bundle Size |
w glassstainednormals * L '

 glassstainedbumpdistort ' GlassStainedNorr glassstainednorma 0.6 MB

¥ glassstainedalbedol
¥ glassrefractive

¥ glassstainednarmals
Size: 0,6 MB
Dependent On: - None
Messages: - None

Pucynok 1.4 — Asset Bundle Browser

Honano TtexHosorito Ambisonic audio 17151 CTBOpeHHST 3BYKOBOTO
otoueHHs Ha Bcl 360°. Moxkna OyJe BUKOPUCTOBYBATH JDKEpENa 3BYKY HE TUIbKU
crpaBa 1 37iBa BiJ rpaBiil, ane 1 Buiie abo Hmwkye. I[g cuctema Takox Moxe
BUKOpHCTOBYBaTHCs B 360 ° Bizneo.

Honano Ul npodaiinep, sskuii 103BOJISE OIMIHATH, HACKUTBKU BAHTAXHUTH TPy
BaIl iHTepQEHcC.
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[Toxpameno niarpumky Visual Studio, Bkmtouatoun Visual Studio ans Mac
OS.

Jlogano Universal Windows Platform 3amicte Windows Store. Universal
Windows Platform Bxitrouae B cebe ourau g Xbox One, Windows 10, Windows
Phone 10 1 HoloLens.

OcnoBu poootu B Unity 2017

Penakrop Unity mae npoctuit Drag&Drop iHTepdeiic, sIKuil CKIIagaeTbes 3
pI3HHX BIKOH, 3aBISKH YOMY MOXHA TPOBOJIUTH HAJATOKCHHS TPU MPSMO B
penakTopi. J[Bmkok miaTpumye nBi ckpuntoBi MoBu: C#, JavaScript (Mmonudikarris).
Pospaxynku ¢izuku 3aivicHioe ¢iznaanii 1Bmwkok PhysX Bix NVIDIA.

[Tpoekt B Unity ninuthbes Ha cueHnH (PiBHi) - okpemi (aitnu, 110 MICTSITh CBOT
IrpOB1 CBITH 31 CBOIM Ha0OpOM 00'€KTIB, ClIeHapiiB, 1 HanamTyBaHb. CIIEHM MOXKYTh
MICTUTH B €001 fIK, BiacHe, 00'€ekTH (MOei), TaKk 1 MOPOXKHI IrpoBi 00'€KTU -
o0'ekTn, sKi He MaioTh Mojeni. OO0'€ekTH, B CBOIO 4Yepry MICTITh HaOopu
KOMIIOHEHTIB, 3 SIKUMHU 1 B3a€MOJIIIOTh CKPUITH. Y Oy/b-SKOTO 00'€KTa Ha CIIEHI
000B'sI3K0BO TIPUCYTHIA kKommoHeHT Transform - BiH 30epirae B co01 KOOpAUHATH
MICIISl PO3TaIlyBaHHS, IIOBOPOTY 1 pO3MIpiB 00'€KTa MO BCIX TPhOX OCSAX. Y 00'€KTIB
3 BUJIUMOIO TE€OMETPIEI0 TAKOX 32 3aMOBUYYBAHHSIM MPUCYTHINH KOMIOHEHT Mesh
Renderer, 1110 poouTh MOAEH 00'€KTa BUIUMOIO.

Kosxxen Unity - mpoeKkT MICTUTh Tanky Assets. BMICT 11i€i manku mojaHo B
Project View. Ile pecypcu rpu: ckpuntu, 3D-moxeni, Texkctypu, aymiodaiinm,
npedadbu (Prefabs). MoskHa BIgKpUTH TanKy, sika MICTUTh pecypc uepes
craunaptauii [lpoBimHuk Windows, HaTUCHYBIIM MPaBOK KHOIMKOI MHUIII IO
HboMY 1 BuOpaBuu Reveal in Exlorer.

Cnig  3ayBakuTu, IO TpPU TEPEMILICHHI PecypciB  30BHILIIHIMHU
iHCTpyMeHTamu (Hampukian, [IpoBimHukom) OynyTh BTpayeHi BCl MeTajaHi,
MOB'sSI3aH1 3 HUM.

Meranani 30epiraroTh iH(QOpMaIlilo Mpo pecypc 1 HOro 3B'S3KM 3 1HIIUMU
pecypcaMu. 3aBxIU MepemiliaiTe pecypcu TUIbkU B Project View.

Icnye nBa criocoOu A0/1aBaHHS pecypcy B MPOEKT:

1. Ilepetsaraytu daiin 3 [IposigHuka B Project View.

2. Ha manemni Project View 00epiTh Assets — Import New Assets.

Pecypc Oyzae aBToMaTHYHO IMIIOPTOBAHO B IMPOEKT 1 BiH CTaHE JOCTYITHUHN JIJIst
BUKOPHCTAHHSI.

Cuenu Tak camo 30epiraroTbes B marili Assets i BigoOpaxkaiotbes B Project
View. IX MoHa BBaXaTu OKpEMUMH PiBHAMH.

CrtBOpUTH HOBY ClIeHY MOHa 3a joroMoroo MmeHio File — New Scene (Ctrl
+ N). 30epexeHHs CIIEHH MOXHa 3MIMCHUTH 3a jomoMoror MmeHio File — Save
Scene (Ctrl + S).
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Jlesiki pecypcu CTBOprOIOThCs  Oesmocepeanbo B Unity. Jlng mporo
BUKOpUCTOBY€eThCsI MeHIO Create B Project View (puc. 1.6).

Mento Create 103BOJIsSIE 10aBaTH B MPOEKT CKPUIITH, npedadu, manku ta
iHIe. byap-skuit pecypc abo manky MokHa neperiMeHyBaTu: F2 abo nBa kitika 1o
iMeHi. Skmio 3aTucHyTH Alt, TO TIpU PO3KPUTTI AUPEKTOPii OYIyTh PO3KPHUTI 1 BCI
M1TAPEKTOPI].

[Tanens Hierarchy mictuth Bci 00'ektu (GameObject) BIIKpUTOI CLIEHHU.
Jleski 3 HUX - 1€ eK3eMIUIIpU pecypciB (3D-momeni Ta iHIIe), 1HII - eK3eMIUISIPU
npedabiB. Y Hierarchy o0'ekTiB MoOkHa 3amaBatv ycnajakyBaHHs. OO'€KTH, IO
JOJAI0TBCA B CIieHy a00 BHIAISAIOTHCA 3 HEi, BiIoOpakaroTbcsi ab0 HaBIAKU
nepecrtaroTh BinoOpaxarucs B Hierarchy (puc. 1.7).

€0 Unity 2077.1.11 Fersonal (64biti - Uniitled - New Unity Project - PC. Mec & Linux Standalone® <OX11> - o %
File Edit Assets GameObject Component Window Help

A e

a
Directional Light
Sphere.

Plane.

Show in Explorer
Open
Delete
Open Scene Additive
Import Mews Asset ..
Imgort Package

Reimport All

Run AP Upiclate Scone_i

¥ i AssetBundleBrowser
Atlas

NewTerrain  New Terrain  NewTerrain  hew Terram

il Open C# Project
(& Matsrisls

& single

- sound

Pucynox 1.5 — Import New Assets

39



Jlekuii Ta MeTOMKA 1X IPOBENACHHS
«TexHom0Tii po3p00KN KPOC-IIATHOPMHHUX KOMIT IOTEPHUX irop»

Pucynok 1.7 — Ilanens Hierarchy

Unity BHKOpHUCTOBYE KOHUemNLil0 ycnaakyBaHHs (Parenting). Bynb-sxuit
00'eKT MOXXe OyTH JOYIPHIM IO BIJHOIICHHIO JO 1HIIOrO. JIJIsi hOro JIOCTaTHHO
nepeTsIrHyTu Horo Ha «Oatbka» B Hierarchy. [louipHiii 00'ekt Oyne pyxartucs 1
obepraTucs pa3zom 3 6aTbkoM (puc. 1.8).
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“= Hierarchy | o= I = Hierarchy - .=

Create = | (arAll J | Create ~| (GAT )
7 € untitled* = v € untitled* =
gr:!n:er ¥ Cylinder
FORSRY Cylinder
a) 0)

Pucynox 1.8 — ITanens Hierarchy: a) nsa HesanexHi 00'ektr; 0) ouH
00'€KT € TOUIpHIM.

[Tanens iHcTpyMeHTiB (Toolbar) ckmamaerbcss 3 n'stu 6a30BUX TPYyI
iHCcTpyMeHTIB. KoxHa rpyrTia BiANOBIA€E 32 CBOIO JIISIHKY PEIaKTopa.

L S [ [[51] [ o8 rivot | @Local | [ & collab ~ ] (& | [Account - | [Layers - ||[Layout -]

Pucynok 1.9 — Ilanens inctpymentiB Toolbar

Transform  Tools -  iHcTpymMeHTn  TpaHcdopmariii  00'eKTiB,
BUKOPHCTOBYIOTHCS B Scene View.

OEAS = E]

Transform Gizmo Toggles - iHcTpymentd mma pobotu 3 ['usmo-
KOHTEITHEpOM, BUKOPUCTOBYIOThCA B Scene View.
| #8 Pivot | ®Local |

Play/Pause / Step Buttons - IHCTpyMEHTH TIeperyisiay IpH,
BUKOPUCTOBYIOThCA B Game View.

(> 11 M

Layers Drop-down - Bu3Hauae, siki 00'ekTu OyAyTh BijloOpakaTucs B Scene
View.

A

Layers  ~ | |Layout - |
Layers
Everything
Nothing
Default
TransparentFx
Ignore Raycast
Water

u1

Edlt Layers...
Pucynok 1.10 — Layers Drop-down

99999L 9
-

Layout Drop-down - Bu3Haua€ B3a€MHE pO3TalllyBaHHS CEKTOPIB BiKHA.
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JLayers - Wayout - B

2by3
4 Split
Default
Tall
Wide

Save Layout...
Delete Layout...

Revert Factory Settings...

Pucynok 1.11 — Layout Drop-down

Scene View BUKOPUCTOBY€THCA ISl MO3UIIIOHYBaHHS 00'€KTIB (OTOYEHHS,
MepCOHaX1, KAMEPH, CUCTEMHU YACTUHOK Ta 1HIIIE).

Ocb gesiki npuiiomu pobotu B Scene View:

1. 3atucuyta I[IKM akTuBy€e peXxuM BUIBHOTO MOJBOTY.

2. Ilepemimarucs moxHa kinaBimamMu WASD na manep FPS.

3. Bubepits 00'ekt 1 HatucHiTh F. Scene View Oyne uentpoBaHuii i
MaciTaboBaHMM 10 00'€KTY.

4. Ilpu 3atucayromy Alt, JIKM Oyne kpyTutu kamepy HaBKOJO MOTOYHOI
TOUYKH OTIIOPH.

5. Ilpu 3atucuyromy Alt, CKM Oyne nepemiiatia Kamepy.

6. [Ipu 3atucuyromy Alt, [IKM Oyne maciraOyBaTtu Scene View.

7. * ANIbTEpHATUBHUM PEKUM MepeMmilieHb - kiasima Q.

# Scene
Shaded

Pucynok 1.12 — Scene View
Positioning GameObjects
J11s po3MillieHHS 00'€KTIB B IrPOBOMY CBITI BUKOPHUCTOBYIOTHCS IHCTPYMEHTHU

rpynu Transform Tools: Translate, Rotate 1 Scale. Koxen o0'ekt mae xoHTeiHED
['m3amo, omnmcaHuii HaBKOJIO HbOro. MaHINyawOBaTH 00'€KTaMH  MOKHA
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BUKOPHUCTOBYIOUH «pYUKi» ['m3mMo ab0 BBOASYM YHCIIOBI 3HAUYEHHS Yy BIAMOBIJIHI
BIacTUBOCTI KoMmoHeHTa Transform B Inspecor View.

Translate Tool - Hotkey "W" Rotate Tool - Hotkey “E" Scale Tool - Hotkey "R"

Pucynok 1.13 — Positioning GameObjects

3atucHytuii Alt npu nepeminieHH1 ['M3Mo0 akTUBY€ MPUB'SI3KY BIAMOBIAHO A0
HanamtyBanb Snap Settings (Edit — Snap Settings ...).

HenTp ['u3mM0 103BOIISIE IEpEMIIIIATH HOTO O BCIX OCAX OJHOYACHO.

3atucuytuii Ctrl mpu nepemimienHi ' u3Mo akTUBY€e IpUB'SI3KY 10 IEPETHHY 3
KOJIAaHUJIEPOM.

CKM no3Bosisie nepemimard ['M3Mo mo oci, sKa MiJACBIYYEThCS B JAaHUU
MOMEHT 0€3 HaTUCKaHHSI Ha 1110 BICh.

Gizmo Display Toggles BUkopucTOBY€TbCS 1151 3aBAaHHS MO3uIliil [ 'u3Mmo.

wf Pivot | @ Local |

Position:

Center po3minrye ['u3mo B 11eHTp1 00'eKTa, AKUN BI3yaTi3y€eThCs.

Pivot po3mintye ['u3mo Ha TOUIll OMTOPH.

Rotation:

Local noseprae I'm3Mo mapasneinbHO OCSX JIOKAJIbHOI CUCTEMU KOOPAUHAT
00'exTy.

Global noseprae [ 13m0 napasneabHO OCSIX CBITOBOI CHCTEMH KOOPIUHAT.

VY BepxHbOMY MpaBoMy KyTi Scene View po3TamoByeThest Scene Gizmo. Bin
MO3HAYAE TIOJOKEHHS KaMepu CIEHU 1 JIO3BOJIAE MIBUAKO 3MIHIOBATH PaKypC
ormsny. Hatuckanns Ha pyuku Scene Gizmo nepemiilye Kamepy B BiINOBIIHY
MO3UIIII0 (BUI 3BEPXY, 3J1iBa, Criepeny 1 T.A4.) AOO BKIIOYAE 130METPUUHUN PEKUM
(Isometric Mode). BxiroueHHS/BUMKHEHHS 130METPHUYHOTO PEKUMY 31HCHIOETHCS
3a qornomororo komOiHanii knasim Shift + CKM.
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Pucynok 1.14 — Scene Gizmo

Scene View Control Bar

| shaded_ NI [ Gizmas -] (AT |
Pucynok 1.15 — Scene View Control Bar

[lepie meHto, 10 BUIMAAA€E A03BOJISIE BUOpPATH pexuM BiaTBopeHHs (Draw
Mode) Scene View.

Bapiantu: texcryposani o0'ektu (Shaded), xapkacha citka (Wireframe) 1
koMOiHoBaHui BapianT (Shaded Wireframe).

Ham iinyTs 181 kHoniku: Scene Lighting and Game Overlay.

Bxmtouennst Scene Lighting 3aminuth ocBitieHnHs cueHu. Game Overlay
BKJIIOYA€ BIJIOOpaKEHHs B CIIEHI eleMeHTiB Ha kKmTaldr Heba (Skyboxes) 1
iaTepdeiicy (GUI Elements).

Game View - peHzep 3 iIrpoBoi kKamepH, Nornepeaniil neperisg rpu. MoxxHa
BUKOPHCTOBYBATH OJIHY KaMmepy abo OiybIie.

i € Game tore % r mel
Display 1 &  Free Aspect | Scale () Masximize On Play | Mute Audio | Stats | Gizmos ~

Pucynok 1.16 — Game View
Play Mode

> 1w

Tpu KHONKM BIAMOBIIAIOTH 3a YIPABIIHHS MOMEPEAHIM MEPErJsiioM TpH.
Play, Pause 1 Step.
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Bcei 3minm, 3po0iieHi miJ 4ac MOMepeHbOro Meperisiay, CKUAAIOThCS IpU
BUXOJI1 3 HhOTO. BUHATKOM € 3MiHU B Tipedad.

Game View Control Bar

Display 1 ¢ | Free Aspect 2| Scale Maximize On Play | Mute Audio | Stats | Gizmos *

Pucynok 1.17 — Control Bar

Free Aspect B Game View - 11e KOHTpOJIb TTponopiiii 300pakeHHs (Aspect
Drop-down). Ha peskux paucruiesx 1€ CIIBBIJHOIICHHS BIAPI3HAETHCA Bl
cTannapTHoro 4:3 (Hanpukiaja, Ha MUPoKopopMaTHUX MOHITOpax - 16:10).

Knonka Maximize on Play. flkmo Bona nHatucHyta, To Game View
PO3TATy€EThCA HA BCE BIKHA PEIAKTOPA MPH MONEPETHFOMY HEePEerIIs/IL.

Knonka Gizmos Bxirouae BinoOpakeHHs KoHTeitHepiB [ m3mo B Game View.

Knonka Stats mnokasye craructky penaepunra (Rendering Statistics),
KOPHCHY MpHY ONTHUMI3AIII] TPH.

Inspector

OOG'ekt Moxke MicTUTH B cobOi memm (meshes), ckpuntu (scripts), 3BYKH,
mxepena csitina (Lights) Ta iHm enementu. Inspector BimoOpaxkae AeTabHY
iH(dOopMaIIio PO BUALUIEHUM 00'€KT 1 BCIX MPUKPIMUICHUX /10 HHOIO KOMITIOHEHTaxX
(Components), a TakoX iX BJIaCTMBOCTI. TakoX TyT MOKHA peaaryBaTH Iil
BracTuBOCTI (puc. 1.18).

Bbyab-sxi BiacTuBOCTI, SIKI BimoOpaxkaroTbcst B Inspector, MoOXyTb OyTu
3MiHEHI TaM xke. Lle BITHOCUTBCS 1 10 3MIHHUX CKPHUIITIB, MPUKPITJICHUX 10 00'€KTa.

MosxHa BUKOpPHCTOBYBaTH Inspector mansi 3MiHM 3MIHHMX TIiJ 4ac
MOTIEPETHBOTO TEeperysiay. SIKImo B CKpUNTI BU3HAYeHAa TyOjaiyHA 3MiHHA
00'€EKTHOTO THIy, MOXKHa TEpeTArHyTH 00'ekT abo mpedad mpsimo B Inspector 1
3p0oOUTH TIPUBIACHEHHS 3HAYCHHS.

HaTtuckanHsl Ha 3HaK MUTaHHS MPABOPYY BiJ HA3BM KOMIIOHEHTa B Inspector
BUKJINYE CTOPIHKY JOBIJIKH IO IIbOMY KOMITOHEHTY.

Status Bar
Psanox crany Status Bar po3ramoBanuii y HUXKHIM 4acTHHI BIKHA PeIaKTOPA.
Bin BigoOpaxkae momuiku koMmiuanii 1 toru Debug. SIkmo BuHuKatoTs mpobiemu

3 TPOIO, BApTO 3aIJIIHYTH B PAJOK cTaHy. [loBiiiHEe HATUCKaHHS HA HHOTO BUKIIUYE
BikHO KOoHcoJ1 (Console), B sIKOMY BiA0Opa)Kar0ThCs BC1 TOMIJIKH.
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© Inspector | Services a .=|
1’? ¥ Sphere [] static =
Tag [ Untagged ¢ Layer | Default &
¥ .~ Transform [WE-3
Position X 0 |yiosg Z\0
Rotation X 0 Y0 Z0
Scale Xil 0 S Zil
¥ . Sphere (Mesh Filter) (-2
Mesh W Sphere (o]
¥ ¥ Sphere Collider (K-
| & | edit collider
1s Trigger -m
Material 'None (Physic Materi, @
Center
X0 | ¥ |0 Z 0
Radius 0.5
v . ¥ Mesh Renderer Wl =
* Lighting
¥ Materials
Size (1
Element 0 Windex o]
o index @ =
b Shader [ Standard .
l Add Component ]

Pucynok 1.18 — Inspector
Console

[TonBiiiHEe HATUCKAaHHS Ha MOMUJIKY B PSAKY cTaHy a00 komanaa Window —
Console Bukiinue koHcouib (puc. 1.19).

Konconp nokasye noBiiomMiIeHHs, TONEPEHPKEHHS 1 TOMUIIKH, a TaK Camo JIOTi
Debug. MoxHa HajcuiaaTH BIacHI MOBIAOMIJIEHHS B KOHCOJb, BUKOPHCTOBYIOUH
dbyukiii Debug.Log () 1 Debug.Error (). [Toasiitnuii K1k 1Mo mOBIIOMJIEHHAM ab0
HNOMMWJIKY BIJIKPHE CKPHIIT, IPH BUKOHAHHI SIKOT'O BOHU BUHHUKIIH.

B Unity MoxxHa HanamToByBaTu postamryBadHs (Layout) cekrtopis,
HEepeTATYIOUM iX 3a 3aKIaJKH. SIKIIO MepeTSIrHyTH 3aKiIaJKy B 00JacTh 3aKJIaoK
BXE 1CHYIOYOTO BiKHA, TO BOHa Oyje JAoJaHa 0 MPHUCYTHIX TaM 3akiIafoK. Takox
MO’KHA IIPUKPIMUTH CEKTOP A0 Kparo eKpaHy abo Kparo 1HIIOTO CEKTOopa.

3aKnanku MOXKYTh BIIKPIIUIATHACA BiJl TOJIOBHOTO BIKHAa penakropa 1
BKJIFOYATHUCS IO CKJIaay IJIaBalOyoro BikHa penakropa. [lmaBaroue BIKHO MOXe
MICTUTH CEKTOpA 1 3aKJIaJIKA TaK CaMo, K 1 TOJIOBHE BIKHO.

Konu posranryBaHHs CEKTOPIB 3a/1aHO, HOTO MOYKHA 30€PETTH 1 3aBAaHTAKUTH
B OTpiOHMIT MOMEHT uepe3 MeHto Layout (Save 1 Load).
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£ Project B console | .
Clear || Collapse | Clear on Play | Error Pause | Connected Play: - ! 3| @o
/\ Look Dev is designed for linear color space. Currently project is set to gamma color space. This can be changed in player settings. 1
£ UnityEditor.CreateBuiltinWindows: ShowLookDevTool()

/\ Look Dev switched rendering mode to deferred shading for display. 1
£ UnityEditor.CreateBuiltinWindows: ShowLookDevTool()

/\ No AssetBundle has been set for this build, 1
£ UnityEngine.GUIUtility :ProcessEvent(Int32, IntPtr)

/\ No AssetBundle has been set for this build.

Pucynok 1.19 — Console

KoHTposbHi 3antuTaHHs

e JlailiTe BHU3HAUEHHS MOHATTSAM «KOMII IOTepHa Kpoc-tuatdopmua 3D-
rpa», KIHTEPAKTUBHUN KOHTEHT», «IrPOBa CLEHAY.

e Ha3BiTh OCHOBHI TiepeBaru pPo3poOKH IrPOBUX JOAATKIB Ta 1rPOBOTO
KOHTEHTY 3a fornomororo Unity 3D.

o Sxuii iHcTpymeHTapii Unity 3D BUKOpPHCTOBYETbCS ISl CTBOPEHHS
aHIMaIIHHUX Ta ITPOBUX CIICH?

e VYV YoMy MOJATalOTH BIJIMIHHOCTI KpOC-IUIaT(GOPMHOT  PO3POOKH
KOMIT FOTEPHUX 1rop?

e Ha3sith cdepu 3acToCyBaHHS KOMIT IOTEPHHX Irop, pO3pOOJICHHX 3a
nonomoroto Unity 3D.
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JIEKIIISA Ne2
TEMA: «®I3UKA 3D - OB'EKTIB»

AHoTAaliA

JIexist 3HAHOMUTH 3 OCHOBHUMH KOMIIOHEHTAMH, SIKi BUKOPHCTOBYIOTHCS JJIS
po6otu 3 pi3zukoro 3D - 00'ekTiB.

Merta Jekuii

O3HallOMHUTH CTYACHTIB 3 OCHOBHHUMH KomroHeHTamu Unity 3D mist pobotu
3 ¢i3ukoro 3D - 00'ekTiB. O3HAHOMUTH CTYAEHTIB 3 BJIACTUBOCTSIMU KOMIIOHEHTIB
Rigidbodies, Colliders, Joints, Character Controllers Ta MOXJIUBOCTSIMHU, SIKI BOHU
HAJAI0Th PO3POOHUKAM ITPOBOTO KOHTEHTY.

OuikyBaHi pe3yJbTaTu

VY pasi ycHilmHoro BUKOHaHHS J1JabopaTOpHOi poOOTH CTYAEHT OyJe 3HaTH Ta
BMITH 3aCTOCOBYBAaTH OCHOBHI KOMIIOHEHTH Ta 1X BJIACTHBOCTI Al poOOTH 3
¢i3uxoro 3D - 006'ekTiB mpu po3poOIIl IrPOBUX JOIATKIB.

KoMnoHeHTH, IKi BUKOPHCTOBYIOTHCH 1JI1 po0oTH 3 (iznkoro 3D -
00'exTiB

Unity BuxopuctoBye nBmwkok Ageia PhysX Bim NVIDIA nns cumyssiii
bi3uKmu.

Ageia PhysX € mepmuM mporiecopoM, creniaibHO po3poOJIeHUM 3 METOIO
3pOOUTH PEBOJIIOIIIO B CBITI KOMITHOTEPHUX 1MOp 3aBASIKU HEHMOBIpHUM (DI3UUHUM
B3aEMOJISIM B Tpi, IO JO3BOJSE OTPUMATH HEMEPEBEPIICHY JIUHAMIKY 1
peaiCTUYHICTb.

Croromui mporecop Ageia PhysX € xiatogoBuM amapaTHUM €JIEMEHTOM Yy
3a6e3neyenHi onTHMi30BaHoi irpoBoi (isuxu. HMoro B3aemomiroui PhysX spa, mo
BOJIOJIIIOTH HeI/IMOBlpHI/IMI/I MOXJIMBOCTSIMH I TapaJielbHUX OOYHMCIICHbD,
ONTHMI30BaHl MiA OOpOoOKy HAMHaMIYHOI 1 BeTUKOMAacIITaOHOI (i3uku, 1100
3a0€e3MeYUTH MPUCKOPEHHS (I3MYHOTO PyXy 1 B3a€EMOJIi Ha PiBHI, IO CHUIBHO
NEPEBUIILYE MACIITA0U 1 SIKICTh, SIKI HAJAIOTh 3BUYAITHI MPOLIECOPH.

Rigidbodies (TBepae Tiy10)
Jlns Toro, o6 mignopsakyBath o0'ekT 3akoHam ¢izuku B Unity 3D,

HEO0OX1IHO JoaaTH 10 1boro 00'ekta komnoHeHT Rigidbody. Toxai Ha 00'exT Oyne
JUATH TpaBiTallis 1 BiH OyJie CTUKATUCS 3 IHIIUMH 00'€KTaMHU.

48



Jlekuii Ta MeTOIMKA 1X IPOBEACHHS
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

Honatu xommnonent Rigidbody no 00’exTa MOXHaA 3a JOTIOMOTOIO KHOIIKH
«Add Component—>Physics— Rigidbody». Jloctyn 1o BiactuBocten
komnoHeHTy Rigidbody BigkpuTo Ha naneni «Inspectory.

Komnonent Rigidbody mae BnactuBicth «Is Kinematicy, sika mo3Boise
BUJIIYYUTH OO'€KT 3-TiJ KOHTPOIIO (PI3UYHOTO JABHIKKA, 1 TO3BOJIUTH MEpPEMIIIATH
foro kKiHeMaTW4yHO 3a Jomnomororo ckpunta. 3HaueHHs «Is Kinematic» MoxxHa
3MIHIOBaTH 32 JIOMOMOIOI0 KOAY, 100 BBIMKHYTH a00 BUMKHYTH (I3UKY AJis
o0'ekTa, ase 1151 MOXKJIMBICTh BUMArae J10J4aTKOBUX PECYpCIB.

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> - X

(> 1 p [ collab - (& ] [account -] [Layers - ][ Layout -]

Timeline == | © Inspector | Services a-=

W ¥ [Cyiinder [ static v
Tag [Untagged + Layer [ Default 0

£ Asset Store % Animator

%[-9.879544 Y [-6.782977 |2[0.004998922
x[0 ¥[o zo
X[1.213595  |¥[3.770363  |2[2.810167
a»
°

¥ .. Cylinder (Mesh Filter)
Mesh W Cylinder

¥ | ¥ capsule Collider @»

Edit Collider
1s Trigger ]
Material None (Physic Material) o
X0 Yo z0
0.5
2
(Y-Axis n
h Rendere: [vE-S
1
Windex o
v .4 Rigidbody e
Mass 1
Drag 0
Angular Drag 0.05
Use Gravity 7]
ic (]
Interpolate [dione N
Collision Detection [Discrete Dl
¥ Constraints.
. index @ =
» Shader [ Standard -
Add Component
—

Pucynok 2.1 — Bnactuocti kommnoneHnty Rigidbody

Kinematic Rigidbodies He cxuibH1 10 BIUIMBY CHJI, TpaBiTallii 1 31TKHEHb.
HuMmu kepyroTh, BCTAHOBIIOIOUH iX MOJIOKEHHS 1 KyT MOBOPOTY ab0 aHIMYIOYH iX,
ajie BCE X BOHU MOXYTh B3a€MOJIATH 3 1HIIMMHU HekiHemaTHuHuMHU Rigidbodies
(mpocTuii mpUKIaA: aHiMallisg Oiry - e kinemaruka, a Ragdoll - e He kiHemaTuka,
a ¢izuka.)

Kinematic Rigidbodies BUKOpHCTOBYIOTbCS B HACTYITHUX BHITAJKAX:

1. Tmomi moTpiOHO, MOO 00'€EKT 3HAXOMMBCS MMl KOHTpoJeM (i3UKH, ajie B
JeSIKUX CUTYyallisiX IM MOTPIOHO YMpaBJIsATH SIBHO 3a JOMNOMOIOI0 CKpulita abo 3a
JoToMororo a"imarii. Hampukian, Bu Morim 3poOUTH aHIMOBAHHMA MEPCOHAXK, IO
CKeJeTy sikoro 3actocoBaHo Rigidbodies, 1 skuii B CBOIO YePTy MOB'A3aHO 3 By3/1aMU
(joints) nns BukopucTtaHHs B skocTi Ragdoll. binpmicte wacy mnepcoHax
3HAXOJIUTHCS 1] KOHTPOJIEM aHIMallli, TAKHM YHHOM 3aCTOCOBYeThcsi Kinematic
Rigidbody. Ane konu nepconaxx yourto, motpioHo, o0 BiH nepeTBopuBcs B Ragdoll
1 OyB mianmopsakoBanui Pizumi. 1106 nmocsartu 1poro, HEOOXITHO MPOCTO
BIAKIIOYMTH BiacTuBICTh isKinematic.

2. Kinematic Rigidbodies kpamie B3aemonitore 3 iHmmMH Rigidbodies.
Hampuxknan, sikimo y Bac € aHiMmoBaHa 1uiatopma, 1 BU XO4YeTe MOMICTUTH JEsKl
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ookcu Rigidbody 3Bepxy, Bu noBunHiI 3pooutH mwiarpopmy Kinematic Rigidbody
3aMICTh TOTO, 100 3pobuTH TITEKK Komaiaepu 0e3 Rigidbody.

Colliders (Koaaiiaepu)

Komnaiinepu 11e HacCTynmHUM TN KOMIIOHEHTIB, SIKI TIOBUHHI OyTH J0JIaHl J0
TBEPJUX TUI, OO 3a19TH 31TKHEHHS. SIKIIIO JBa TBEPAMX Tija BPi3alOThCSA OJIMH B
0JHOTO, (PI3MYHMM JBHXKOK HE Oyje MpopaxoByBaTH 31TKHEHHS, MOKH 10 000X
00'exTiB HEe OyJie 1oAaHo Konaiaep. TBepal Tiia, SKi HE MalOTh KOJalaepiB Oy 1yTh
MIPOCTO MPOXOIUTH KPi3b OJMH OJHOTO MPHU MPOPAXYHKY 31TKHEHb.

Buau koaaiinepis B Unity 3D

Box Collider 6a30Buii KyO14HHI TPUMITHB 31TKHEHb.

v iy ¥ Box Collider QG =
| b | Edit Collider
Is Trigger -
Material None (Physic Material) (5]
Center X 5.960464e-0 Y O Z -8.940697e-I
Size Xl Y 2 211
Pucynok 2.2 — Box Collider
BrnactuBocti komnonenty Box Collider mogano y ta6mn. 2.1.
Ta6muig 2.1 - BnactuBocti komnoneHnTy Box Collider
Bnactusicte DyHKIIISA
Is Trigger Komnaiiiep BUKOPHCTOBYEThCS IS 3allyCKy TOAIH, 1
ITHOPYETHCS (PI3UYHUM JIBHXKKOM.
Material Busnauae, sk 1€l Konaiiiep B3a€EMOJII€ 3 IHITUMH.
Center [To3uirist komaiinepa.
Size Posmipu konaiinepa B Hanpsimkax X, Y, Z.

Honatu komroneHT Box Collider 10 06’ekTa MmokHa Ha nanen «Inspectory
3a gonomororo kHonku «Add Component—Physics— Box Collider». Joctyn no
BrnactuBocteli  komrmoHeHTy Box Collider takoxx Oyme BIAKPUTO Ha MMaHENl
«Inspector».

Capsule Collider
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Capsule Collider cximamaetscs 3 nBox miBcep, 3'€MHAHUX MK COOOIO
mutiaapom. Lle Taka x dopma, sk 1 y mpumiTuBy Karcyna (Capsule).
BrnactuBocti komnonenty Box Collider mogano y ta6mn. 2.2.

Ta6mug 2.2 - BnactuBocti komnoneHnty Capsule Collider

Bnactusicte DyHKIIISA
Is Trigger Komnaiinep BUKOpPHCTOBYETbCA MJsl 3amyCcKy MOAIM, 1
ITHOPYETHCS] (PI3UYHUM JIBHXKKOM.
Material Busnauae, sk 1€l Konaiiiep B3a€EMOJII€ 3 IHITUMH.
Center [To3umis Komaiiaepa y J0KaIbHOMY NMPOCTOP1 00’ €KTY.
Radius Paniyc mupuHu KoJsaiiiepa B JIOKAILHOMY MPOCTOPI.
Height 3araibpHa BUCOTA KoJlaiiepa.
Direction Ocb, y310BXK SIKO1 pO3TalllIOBAHUIN KOJAWIEP B JOKAIBHOMY
pocTopi 00'eKTA.

v & ¥ capsule Collider - Q) &,
| 4 | Edit Collider
Is Trigger L]
Material Nene (Physic Material) o]
Center X0 Yo 20
Radius 0.5
Height .
Direction | ¥-Axis :

Pucynok 2.3 — Bnactusocti Capsule Collider

Bu moxere mamamryBatu pazaiyc (Radius) 1 Bucory (Height) xomaiimepa
HE3aJIe)KHO OAMH BiJl O0gHOTO. LI MOXIHMBICTH BUKOPHUCTOBYETHCSI B KOMIIOHEHTI
Character Controller 1 Hermorano mpairoe Ijsi JOBTUX MPEIMETIB, a TAKOXK Hajaae
MOXJIMBICTh KOMOIHYBAaTH KOJANAEPH /11 HE3BUUAMHUX (POPM.
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A “A
,-f/ Raéiius \E

! 1

.' Y \

-4

Height

v '\5____;_/ |

Pucynok 2.4 — Capsule Collider

Opuum 3 mapametpiB komnoHeHTa Collider € Physics Material, sixuit 3a
3aMoBUyBaHHAM Mae 3HaueHHsI None (Physics Material).

Jnia Toro, uo0 ctBopuTH HOBMi (izmunuil Material ckopucTaiitecs MeHIo
«Assets—Create—Physic Material».

BnactuBocti Physics Material nogano y Ta6:m. 2.3.

Tabmums 2.3 - Baactusocti Physics Material

BnactusicTh

DyHKIIS

Dynamic Friction

Tepts, 1m0 BUKOPUCTOBYETHCS MiA Yac Pyxy. 3a3BUYAil
BUKOPHCTOBYIOThCSl 3HaueHHs B aiama3oni Bix 0 mo 1.
3Ha4eHHs, sIKEe JOPIBHIOE | BIJMOBIAAE TEPTIO SIK HA JILOLY,
B TOW 4ac sIK 3HA4eHHs, sike AopiBHIOe (0 03Haudae crmabke
TEPTs, B Pe3yJbTaTi IKOTO 00'€KTy Oyie CKJIaHO pyXaTUCs
0€3 BIUTMBY 30BHIIIHIX CHUIIL.

Static Friction

Teptsi, MO BHUKOPUCTOBYETHCS KOJM OO'€KT IJIEKUTH Ha
NOBEpxHI. 3a3BUuYaii BUKOPHCTOBYIOTHCSI 3HAYCHHS B
nianasoni Big 0 mo 1. 3nauenns, sike popiBHIOe 0 03HAUYa€E
BIJICYTHICTb TE€PTs, B TON Yac sIK 3HaYEHHS, sIKe JOPIBHIOE 1
Mmo3HavaTuMe abCcomOTHE TepTs (TOOTO 00'€KTaM MO Takid
noBepxHi Oy/ie CKIIaHO NEPECYBATHUCS).

Bounciness

Bkasye HacKiIbKM TMPY>KHOIO € MOBEpPXHS. 3HAYEHHS, SKE
nopiBHio€e (0 03HAYa€ HEMPYKHY NOBEPXHIO. 3HAYCHHSI, SIKE
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nopiBHIOE | mpu3BeAe A0 MPY>KHOCTI, IpU SIKIA 00'€KT He
Oyze BTpayaTH MOYaTKOBY €HEPTIIO.

Friction Combine

Bkaszye Ha Te, Ik KOMOIHYETbCS MK COOOIO TEepTS JABOX
00'€KTIB.

- Average

Cepenne 3HaYEHHS

- Minimum

3 IBOX 3HaU€Hb BUKOPHUCTOBYETHCSA TE, 1[0 MEHIIIE.

- Maximum

3 IBOX 3HaU€Hb BUKOPUCTOBYETHCSA TE, 110 OLIIbIIIE.

- Multiply

3HaueHHs! MHOXKAThCsl OJTMH HA OJIHE.

Bounce Combine

Bkasye Ha Te, ik KOMOIHY€ThCS MPY>KHICTh JABOX 00'€KTIB.
Bounce Combine nigTpumye Ti * cami PEXUMH, IO 1
Friction Combine pexumM.

Bnactusocti Physics Material nogano na puc. 2.5.

Pucynok 2.5 — BnactuBocTti Physics Material

Sphere Collider

Sphere Collider - 6a3oBuii konaiinep B hopmi chepu.

Pucynox 2.6 — BracTueocTi Physics Material

BnactuBocti komnonenty Sphere Collider nogano y ta6in. 2.4.

53



Jlekuii Ta MeToaMKA TX IPOBEACHHS
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

Tabmuus 2.4 - BnactuBocti kommoHneHTy Sphere Collider

Bnactusicte DyHKIIISA
Is Trigger Komnaiiiep BUKOPHCTOBYETBhCS IS 3alyCKy TOAIH, 1
ITHOPYETHCS (PI3MYHUM JIBHIKKOM.
Material Busnauae, sk 1€l Konaiiiep B3a€MOJII€ 3 IHITUMH.
Center [To3urist Konaiaepa y J0KaIbHOMY MPOCTOP1 00’ €KTY.
Radius Po3mip komatinepa.

B3aemonis koaaigepis

Komnaiinepu B3aeMOIII0Th OAWH 3 OJTHUM TI0 Pi3HOMY, B 3aJI€KHOCTI BiJl TOTO,
K HaJamToBaHi ix komnoHeHTH Rigidbody. Tproma BaxauBuMHU KOHGITYypaIlisiMU
e cratnuHuil konaiaep (Static Collider) (To6To komnonenT Rigidbody BincyTHIN
B3araini), Rigidbody konaiinep (Rigidbody Collider), i kinemarnunuii Rigidbody
konarnep (Kinematic Rigidbody Collider).

Crarnunuii koJaiaep (Static Collider)

Ile irpoBumii 00'ekT, y sIKOTO € Konaizaep, ane Hemae Rigidbody. CraTuuni
KOJIaiiiepy BUKOPUCTOBYIOTHCS JJIsl TEOMETPIi PiBHIB, SIKa 3aBXKIAM CTOITh HA MICIII 1
30BCiM He pyxaetbes. 3yctpiuni Rigidbody 00'exktr OymyTh Bpi3aTrcs B CTATHYHUAN
KOJIANAEP, aJIe MOTO HE 3pYyIIaTh.

B ¢iznunmnii ABMKOK 3aKiIaJieHO TPUITYIICHHS, [0 CTaTHYHI KoJaWaepu
HIKOJIM HE PYXalOThCs 1 HE 3MIHIOIOTHCS, 1, HA OCHOBI I[LOTO MPUITYIIISHHS, TBUKOK
pobuTh KOpHUCHI onTuMizallii. OTKe, CTaTUYHI KOJaWJIepu HE MOXKHA BMHUKATH/
BUMUKATH, PyXaTu a00 MaciTabyBaTH ITi]1 4ac iIrpoBOro nporecy. SAKIo B 3MiHUTE
CTaTUYHUM KOJIAaep, TO B pe3yjbTari (pI3UMYHUM JIBWKKOM OyJle BUKIMKAHUN
JOJTATKOBUY BHYTPIIIHIN MepepaxyHOK, KU Oyae CympoBOKYBATHCS TMaJiHHAM
MPOAYKTUBHOCTI. [ipiie TOro, 3MIHM 1HOJI MOXYTh 3aJMIIUTH KOJauaep B
HEBU3HAYEHOMY CTaH1, B PE3yJIbTaTi 4OTO Oy1yTh MPOBOIUTHUCS MOMUIKOBI (Di3U4HI
poO3paxyHKH. 3 IUX NPUYHH, 11 3MIHIOBAaTH TUIbKH KoJaiiaepu 3 Rigidbody.

Rigidbody koaaiigep (Rigidbody Collider)

Lle irpoBuii 00'€KT, 10 SIKOTO MPUKPIIUICHUN KONaiaep 1 HeKiHEeMaTHYHUN
Rigidbody. Rigidbody komnaiiiepu MOBHICTIO CUMYJIIOIOTHCS (PI3MYHUM JABUIKKOM 1
MOXXYTh pearyBaTh Ha KOJIi3il 1 CWJIM, MPUKIAJACHI 3 CKpunTa. BoHM MOXYTh
CTUKATUCA 3 IHIIMMH oOO0'ekTaMM (BKJIIOYAIOYM CTaTU4YHI KoJIaijepu) 1 €
HaWIMOIIMPEHINIO KOHQIrypalli€ro Kojaijaepa B irpax, sSKi BHUKOPHUCTOBYIOTH

b13uKy.
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Kinemarnusi Rigidbody kousaiinepu (Kinematic Rigidbody Collider)

Ile irpoBuii 00'€KT, 7O SKOTO MPUKPIIUICHUN KoJlaijiep 1 KiIHEMaTUYHUN
Rigidbody (To6T0 BactuBicTh IsKinematic kommonenra Rigidbody BkiiroueHo).

3miHoun koMmrnoHeHT Transform, Bu Moxkere mnepemimard OO0'€KT 3
kineMatuuauM Rigidbody, ane BiH He Oyae pearyBaTu Ha KoJi3ili Ta JoJaHI CHUIIU
Tak camo, sk 1 HekiHemaTuuHi Rigidbody. Kinemarnuni Rigidbody noBuHHI
BUKOPHCTOBYBATHCS IJIsl KOJIAWJEpiB, SKI MOXYTh pyXaTHcs a0o MepioJudHO
BUMUKATUCSA/BMUKATHUCS, 1HAKIIIE BOHU OyIyTh BECTU ceOe SIK CTATUYHI KOJIalepu.

Ha Biaminy Bin cratudHOro Konaimepa, kiHematuunwii Rigidbody Oyne
3aCTOCOBYBATH TEPTS 0 IHIIUX 00'€KTIB 1, B pa3l KOHTAKTY, Oyae «OyAauTH» 1HIII
Rigidbody.

HaBith komu BoHm Hepyxowmi, kiHematudHi Rigidbody xkonaiinepu
MOBOJATHCS 1HAKIIE, HA BIAMIHY BIJ CTaTUYHUX KojaiinepiB. Hampukian, skino
KOJaiiiep HaJalTOBAaHMM K TPUTEP, TO BaM TaKOX 3HAZOOUTHCS TOJATH 10 HHOTO
Rigidbody, mo6 MoxHa O0yji0 B BallomMy CKpHUNTI OpUiiMaTu MOAll Tpurepa. Ko
BU HE XO4YeTe, 1100 TpUrep majas Iij 1€ CUIM TpaBiTallii ado mijaaBaBcs BIUIUBY
Gb13uKH, TO TO1 BU MOXKETE BKIIOUUTH BiacTuBicTh IsKinematic.

Triggers (Tpurepmn)

Cucrema cueHapiiB MOXK€ BUSBJISTH, KOJM BiIOyBAarOTbCS 3ITKHEHHS, 1
iHinioBatn Aii 3a pomomoroio ¢yHkii OnCollisionEnter. Ognak Bu Takox
MO’K€T€ BUKOPHCTOBYBATH (P13MYHUIN ABMXKOK MPOCTO JJIS BHUSIBICHHS TOTO, KOJIU
OJIMH KOJaiiep BXOIUTh B MPOCTIp 1HIIOTO, HE CTBOpIOOUM 3iTKHEHH:. Komaiinep,
KU KOH(IrypoBaHO sIK TpHUrep (3 BUKOpUCTaHHAM BiracTuBoCTI Is Trigger) mpocto
JI03BOJISIE THIIMM KoJiaiiiepaM IpoXoAuTH Kpi3b cebe. Komu komaiinep BXOAUTH B
npocTip iHmoro, Tpurep Oyae Bukiukatu ¢yskiito OnTriggerEnter B ckpunrti
00'exTa Tpurepa.

Matpuus aiid KoJIi3ii

Komnu ctukarotbcest 2 00'€KTH, KITBKICTh PI3HUX MOJ1M B CKPUITI 3aJI€KUTh BiJl
KoH(pirypaiiii komnoHeHTiB Rigidbody 00'ekTiB, siki cTHKarOThCsa. CXxeMH IMojaH1
HIDKYE MICTATH I€Tall TOTO, sIK1 PYHKIIII o1l OyayTh BUKJIMKAHI, TPYHTYIOUUCH Ha
KOMITOHEHTaX, $KI MpueaHaHO A0 OO0'ekTiB. Y Jeskux KOMOIHAIAX eQeKT
PO3MOBCIOIKYETHCS TUTBKK HA OJIMH 3 IBOX 00'€KTIB, TaK MO MaM'ITAETE MPABHUIIO -
3aKOHU (PI3UKH HE 3aCTOCOBYIOTHCS A0 O0'€KTIB, y SIKUX HEMAaE€ MPUETHAHOTO
Rigidbody.

Tabmums 2.5 - BinOyBaeThcsi BU3HAUEHHS 31TKHEHb, 1 IPU 1X BUHUKHEHHI
HaJICUJIAIOTHCS TIOB1IOMJICHHS
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Static
Collider

Rigidbody
Collider

Kinematic
Rigidbody
Collider

Static
Trigger
Collider

Rigidbody
Trigger
Collider

Kinematic
Rigidbody
Trigger
Collider

Static
Collider

Tak

Rigidbody
Collider

Tak

Tak

Tak

Kinematic
Rigidbody
Collider

Tak

Static
Trigger
Collider

Rigidbody
Trigger
Collider

Kinematic
Rigidbody
Trigger
Collider

Ta6muig 2.6 - Tlpu kKomi315X BIICUIIAIOTHCS MOBIIOMIICHHS TpUTepa

Static Rigidbody | Kinematic Static Rigidbody | Kinematic
Collider Collider Rigidbody Trigger Trigger Rigidbody
Collider Collider Collider Trigger
Collider
Static Tax Taxk
Collider
Rigidbody Tax Taxk Taxk
Collider
Kinematic Tax Tax Tax
Rigidbody
Collider
Static Tak Tak Tak Taxk
Trigger
Collider
Rigidbody Tax Tax Tax Tax Taxk Taxk
Trigger
Collider
Kinematic Tax Tax Tax Tax Taxk Taxk
Rigidbody
Trigger
Collider

Character Controllers (KonTpoJjiepu nepcona:xa)
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Kommnonent Character Controller BUKOpUCTOBY€ETbCS JUIsl YIPABIIHHS BiJ
TpeThoi a00 mepioi ocodwu, e He moTpioHa di3uka Rigidbody.

Lle#t KOMIOHEHT Jja€ MIEPCOHAXKY MPOCTU KoJaiinep B Gopmi Kancymu, siKui
3aBXK]I 3HAXOUTHCS Y BEPTUKAITBHOMY TOJIOKEHHI.

Y xkommonenta Character Controller € cBoi ocoOnuBi ¢GyHKIIT s
MpU3HAYCHHS MIBUJIKOCTI 1 HanpsiMy 00'exrta (Ta6:1.2.7).

Taomung 2.7 - Bnactusocti Character Controllers

Biactusicts DyHKITIS
Slope Limit OOMexye MOXKIIHMBICT KOJaiiepa miaiiMaTucs o CxXuiax,
3HAaYeHHS SKUX JOPIBHIOE a00 MEHIIIe HIXK BKa3zaHe B Slope
Limit.
Step Offset IlepcoHak CTynuTh Ha IOBEPXHIO, TUIBKK SKIIO BOHA
omkde 1o 3emutl, Hik 3agaHe B Step Offset 3HaueHHSI.
Skin width JIBa komnaiaepu MOXYTh MEPETHYTHCS OJIMH 3 OJHHM Ha

rMOuHy, sKa JopiBHIOe 3HadeHHO Skin  Width.
HaiikpammmM BapiaHTOM € BCTAHOBJICHHS IIbOTO 3HAYCHHS
piBanm 10% Bix pamiyca.

Min Move S0 mepcoHax CHpoOye 3pyIIUTH HKKYE 3a3HAYEHOI
Distance BEJIMUMHHU, TO BIH HE 3pYLIUTh. Y OUIBLIOCTI CUTYaIllil 1Ie
3Ha4YeHHs BapTO 3aMIIUTH piBHUM HYIO (0).
Center 3pylIeHHs Kolaiaepa B CBITOBOMY IPOCTOP1 O€3 BILIMBY Ha
T€, SIK 00€PTAETHCS NEPCOHAK.
Radius 3HaueHHs pajiiyca Kojanaepa.
Height Bucora xomaiinepa Capsule Collider mepconaxka. 3miHa

3HaueHHs Height postarne xomaiigep y3moexk oci X B
o0OujiBa HAMPSIMKH.

Jlogatn komnoHeHT Character Controller 1o 00’ekTa MOXXHA Ha MaHEl
«Inspector» 3a gonomorow meHO «Add Component—Physics—Character
Controller».

Hoctyn o BaactuBoctet kommnoHeHTy Character Controller Takox Oyne
BiKpuTO Ha maHem «Inspectory.

Hnsa toro, mo6 mnepemimaru 3D-00'exT, SKUN BOJOAIE KOMIIOHEHTOM
Characler Controller, Heo6xigHo cTBopuTu C# -CKpUIT.
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v & ¥ Character Controller Qg =,
Slope Limit 45
Step Offset 0.3
Skin Width 0.08
Min Move Distance 0.001
Center x. 0 ¥i0 Z|0
Radius 0.5
Height 2

Pucynok 2.7 — Komnonent Character Controller
Fixed Joints (Hepyxome 3'exHaHHs)
Komnonent Fixed Joints o0OMexye pyx meBHOTO 00'€KTa, MOB'SI3yHOYH HOTO 3
THIIUM 00'€KTOM.
Haituacrime 1eil KOMIOHEHT BUKOPHCTOBYETHCA, SIKIO B MEBHUNA MOMEHT
4acy MOXeE 3HamoouTHcs pos'emHaTtd aBa 00'ekTH, ab0 HaBIMAKW, 3'€IHATH JIBa
00'exkTr 6€3 HEOOX1THOCTI 3MIHH i€papxii.

BnactuBocri Fixed Joints mogano y Ta6m. 2.8.

Taomung 2.8 - BmactusocTi Fixed Joints

Bnactusicte DyHKIIISA
Connected Body | Heo6oB'sa3koBe nocuinanHs Ha iHImmM 00'exT 3 Rigidbody, 1o
SAKOTO TIPUEAHYETHCS TOTOYHHMI 00'exT. SKkmo mose
3aJUIINTA TIOPOKHIM, OO'€KT TPUEAHYETHCS N0 3aAaHOI
TOUYKH B POCTOPI.

Break Force Cuna, Ky nMoTpiOHO MPUKIIACTH 10 00'€KTa, 1100 po3ipBaTH
3'€THAHHSI.
Break Torque KpyTHuit MOMEHT, KUl HEOOX1AHO MPHUKIIACTH 10 00'€KTa,

11100 po3ipBaTH 3'€THAHHSI.
Enable Collision | Skmio Bkimroueno Enable Collision, T0 1aBa 3'eqHaHMX
00'ekTa OyyTh CTUKATHCS OJIUH 3 OJHHUM.

Enable BumkHeHHs MOTIEPEAHBOT 00poOKHU J0TIoMarae
Preprocessing cTa01113yBaTH HEMOXJIMB1 KOH(]irypariii.

[Ipu cTBOpEeHHI Irop 1HOA1 BUHUKAIOTh BUMAJKH, KOJIH OTPIOHO, 1100 00'€KTH
pyxamuch pa3zoMm (tmmuacoBo abo mocrtiitHo). Kommonentn Fixed Joints
JO3BOJISIIOTH  CIIPOCTUTH  peali3alliio MOAIOHMX CHUTyallid, OCKIIbKA BaM HE
JIOBOJUTHLCS 3MIHIOBATH TOJIOKEHHSI 00'€KTa B i€papXii 3a JOMOMOTOI CKPHIITIB.
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MuHyC Takoro pilieHHsS B TOMY, III0 BaM JIOBEIETHCS TOMATH KOMIIOHEHTH
Rigidbodies na 06'exTH, sKi noTpiOHO 3'e1HaTH 3a qonomororo Fixed Joints.

v/ Fixed Joint IR =
Connected Body | A Capsule (Rigidbody) | @
Break Force Infinity
Break Torque Infinity

Enable Collision
Enable Preprocessing
Mass Scale
Connected Mass Scale 1

'_l

Pucynok 2.8 — Komnounent Fixed Joint
Spring Joint (IIpyxkHe 3'€qHaHHST)

Spring Joint 3'eqnye npyxuHoro aBa Rigidbody-06'exta. BnactuBocTi
Spring Joint noyxano y Tabu. 2.9.

Tabmuis 2.9 - Baactusocti Spring Joint

Biactusicts DyHKITIS
Connected Body | O0'ekT 3 TpYXKHHHUM 3'€THAHHSM 3'€THAHUN 3 1HIIAM
00’ekToMm. SAkimo o0'ekty He mpuszHaueHo Connected Body,
TO TpykuHa Oyne 3'enHaHa 3 (PIKCOBAaHOI TOYKOK B
IPOCTOPI.
Anchor Touka B JnOKaJIbHOMY mpocTopi o00'ekTa, Ha AKIH
3HAaXOJIUTKCS Joint.

Auto Configure | Unity aBTOMAaTHYHO OOYMCIIIOE TO3MINIO MIAKIOYEHOT
Connected Anchor | onopHoOi TOYKH.
Connected Anchor | Touka B JIoOKaJTbHOMY HPOCTOPI1 3'€IHAHOTO 00'€EKTY, HA SKIH
3HAXOAUTHCS Joint.

Spring Cuna npy>XuHH.
Damper 3HaYeHHS, MPU STKOMY MPYKUHY CKOPOUYEHO, SKIO BOHA €
aKTHBHOIO.
Min Distance HwxHs Mexxa aiana3oHy BiJICTaHI, HaJl SIKOKO TMPYKHMHA HE

OyJe 3aCTOCOBYBaTH Oyb-SIKY CHITY.
Max Distance Bepxnst mexxa giana3oHy BiJCTaHi, HaJ KO MPY>KWHA HE
OyJe 3aCTOCOBYBAaTH Oyb-SIKY CHITY.

Tolerance 3MIHIOE TOJICPAHTHICTH J0 TIOMUJIOK.
Break Force Cwuuta, Ky it nmpukiacTu Ao Joint, mo6 po3ouTu oro.
Break Torque KpytHuit MmomeHT, skuii Tpeba mpuxiacta 1o Joint, 1mo6

pO30UTH HOTO.

59



Jlekuii Ta MeTOIMKA 1X IPOBEACHHS
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

Enable Collision | BusBnenns komi3iii (3ITKHEHB).
Enable BumkHeHHSA nonepeaHbo1 00pOoOKH JoroMarae
Preprocessing cTab11i13yBaTH HEMOXKJIMB1 KOH(Iryparti.

KoHTpoJibHi 3anuTaHHA

e Ha3ssith 6a3oBi kommnoHeHTH cucTteMu Unity 3D miis po6otu 3 ¢i3ukoro
3D - 00'exTiB.

e Ha3BiTh ocHOBHI BiacTuBOCTI KOMIOHEHTY Rigidbodies.

e Ha3ssith ocHOBH1 BiactuBocTi koMmrnoHeHTy Colliders.

e Jlns voro B cuctemu Unity 3D BukopuctoByroThes Joint — KOMIOHEHTH?

e Ha3giTe ommii Joint - KOMIIOHEHTA, SKI MOKHA BKJIIOYUTH JUIS PI3HUX
e(eKTiB.

o Jlns woro B cucremu Unity 3D BHUKOPHCTOBYIOTHCS KOHTPOJICPH
nepconaxa (Character Controllers)?

e Ha3sgith ocHOBHI BiactuBocTi komnoneHnty Character Controllers.

e SIki MOKJIMBOCTI HAAIOTh PO3POOHUKAM ITPOBOTO KOHTEHTY KOMIIOHEHTH
Box Collider, Capsule Collider, Character Joints, Configurable Joint, Fixed Joints,
Sphere Collider, Spring Joint?
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JEKIIIS Ne3
TEMA: «PO3POBKA TA BUKOPUCTAHHS CKPUIITIB B UNITY
3D. CEPEJJOBHUIIE PO3POBKH «MONODEVELOP». CHCTEMA
MNOJIN «<EVENTSYSTEM»

AHOTALlA

Jlek1iisi 3HAMOMUTB 3 TEXHOJIOTIEI PO3POOKH CKpHUMTIB B cucTemi Unity 3D,
METOJlaMU CTBOPEHHS 1 3HHUIIEHHS ITPOBUX OO'€KTIB, YMHpPaBIiHHS 1TPOBUMU
00'eKTaMHM 3a JIOTIOMOTOK0 BIJTMOBIIHMX KOMIIOHEHTIB, MeToJaMu poOOTH B
IHTErpoBaHOMY cepeaoBHII po3poOku MonoDevelop, ske noeanye B codi GhyHKIIil
TEKCTOBOTO pEeIaKTopa 3 JOJATKOBUMH MOKJIWBOCTSMHU [IJISl HAJaroKeHHS 1
BUKOHAHHS 3aBIaHb 3 YNPABIIHHS ITPOBUMU TNPOEKTAMHU, CUCTEMOIO MOJIN
«EventSystem» Unity 3D.

Merta gekuii

O3HalOMUTH CTYAEHTIB 3 METOJIaMU CTBOPEHHS, YNPABIIHHS 1 3HHUILEHHS
IrpoBUX 00'€KTiB, METOAaMU POOOTH B IHTETPOBAHOMY CEPEIOBHIII PO3POOKU
MonoDevelop, cnocobamu BianpaBKu MOJiH 10 00'€KTIB B IrpOBOMY JOAATKY —
cucremoro noaiit «EventSystemy.

OuikyBaHi pe3yjabTaTn

CdopmyBaTu y CTYACHTIB 3HAHHS 11010 OCHOBHUX METOJIB CTBOPEHHS 1
3HUIIEHHS 1rpoBUX 00'ekTiB B cuctemi Unity 3D, OCHOBHHUX KOMIIOHEHTIB, SKi
BUKOPHCTOBYIOTBCSL I YOPABIIHHA  ICPOBUMU  00'€KTaMH, OCHOBHHUMH
MPUHIAIIAMUA POOOTH B IHTETPOBAHOMY cepenoBuIlll po3podku MonoDevelop,
OCHOBHHUX METO/IB poOOTH 3 cucTeMoro noii «EventSystemy.

CrTBOpeHHs Ta BUKOpHcTaHHs ckpunTis B Unity 3D

[ToBeninka irpoBuX OO'€KTIB KOHTPOJIIOETHCS 3a JOMOMOTOI0 KOMIIOHEHTIB
(Components), siki TpHEIHYIOTECS A0 HUX. HesBakaroum Ha Te, 1m0 BOyJOBaHI
koMnoHeHTu Unity MOXXyTh OyTH AyKe pi3HOOIYHMMHU, HEe3a0apoM BU BUSBHUTE, L0
BaM MOTPIOHO BUMTH 3a MeX1 X MOXJIMBOCTEH, 1100 peani3yBaTH Ballll BJIACHI
ocobnuBocti reiimmiero. Unity 103BoJisi€E BaM CTBOPIOBATH CBOi KOMITOHEHTH,
BUKOPUCTOBYIOUM CKPUIITH. BOHHM J03BOJSIIOTH aKTUBYBAaTW IrpoBi TMOJii,
3MIHIOBATH MTapaMeTPHU KOMIIOHEHTIB, 1 BIATOBIATH Ha Jii KOPUCTyBaya Oy Ib-SIKUM
crocoOom.

Unity miaTpuMy€ Taki MOBHM NIPOrpaMmyBaHHS:
1. C# - wmoBa noaiOna Java abo C ++;
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2. UnityScript - MoBa, SIKy pO3pOOJEHO CHEIliadbHO JJIT BUKOPUCTAHHS B
Unity 3a 3pa3kom JavaScript.

CTBOpeHHs1 CKPUIITIB

Ha BigMiny Big i”HmmX Asset, CKpPUNOTH 3a3BHYail  CTBOPIOIOTHCS
oe3nocepenabo B Unity. Bu MoOXeTe CTBOPUTH CKPHIIT, BUKOPHUCTOBYIOUH MEHIO
Create B niBOMy BepXHbOMY KyTKy maneni Project abo BuOpaBmm Assets—
Create— C# Script (a0o JavaScript) B T0JJOBHOMY MEHIO.

Hogwuii ckpunt Oyzae cTBOpeHO B Marlllli, SKy BU 00payii B maneni Project.

Crpykrypa daiiny ckpunra

[Ticas moaBifiHOrO HATHCKaHHS Ha (ail ckpurita, oro Oyae BIIKPUTO B
TEKCTOBOMY penakTtopi. 3a 3aMoBuYyBaHHAM Unity Oyae BHKOPHUCTOBYBATU
MonoDevelop, ane Bu moxetre BuOpaTu Oyab-sakuil pegaktop 3 maneni External
Tools B HanamryBanusax Unity.

Bwmict ¢aiiny Oyae BUTIsgaTH Tak:

using UnityEngine;
using System.Collections;
public class MainPlayer : MonoBehaviour {
// ' Use this for initialization
void Start () {
}
// Update is called once per frame

void Update () {

}
}

Ckpunt B3aemofie 3 BHYTpimIHIMEH MexaHisMamu Unity 3a paxyHOK
CTBOpEHHS KJIacy, yCIaJaKoBaHOTro Bi BOyaoBaHoro kiacy MonoBehaviour.

Koxen pa3, koiu BHU NPHUENHYETE CKPUIITOBHUI KOMIOHEHT IO IrpOBOTO
00'€KTy, CTBOPIOETHCSI HOBHH ek3eMIusip o0'ekTa. ImM's kacy 1 iM'st paiiny moBuHHI
OyTH OJIHAKOBHMH, ISl TOTO, 00 CKPUNTOBUN KOMIIOHEHT MIT OYTH MpHUETHAHUN
JI0 IrPOBOTO 00'€KTY.
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Oynkiis Update - nie miciie aist po3MilieHHsT KOOy, SKui Oyae o0poosTu
OHOBJICHHS Kapy Ijs irpoBoro o0'ekta. Lle mMoxke Oytu pyx, peakuis Ha il
KOpPHUCTyBada Ta BCE, 110 MOBUHHO OyTH 00poOieHo y irpoBoMy mporeci. 11106
no3Bosiutu (yHkIli Update BUKOHyBaTH CBOIO poOOTY, HEOOXITHO 1HIIIATI3yBaTH
3MIHHI 1 3IHCHUTH 3B'I30K 3 IHIIMMHU ITPOBUMHU 00'€KTaMH 10 TOTO, SIK OyayTh
31iicHeH1 Oyab-sKi Aii.

Oynkiito Start 6Oyae Bukiaukano Unity 10 mo4aTKy irpoBoro mpoiecy (To0to
no nepmoro BUKIWMKY (yHkuii Update), 1 me igeanpbHe Miclle JjIsi BUKOHAHHS
1H1I11aJ113a111].

Inimiamizaris 06'ekra B Unity BUKOHY€ETBCS HE B QYHKI[I1-KOHCTPYKTOP1 TOMY,
10 CTBOPEHHSI 00'€KTiB 0OPOOISETHCS PEJAKTOPOM 1 BiTOYBA€ETHCS HE HA MOYATKY
IrpoBoOTrO Tporiecy. Ko Bu cipo0yeTe BUSHAYUTHA KOHCTPYKTOP JUIsl CKPUIITOBOTO
KOMIIOHEHTa, BiH OyJe 3aBakaTh HOpMaibHIN poOoTi Unity 1 MoXe BUKIMKATH
CEepI03H1 TPOOIEMH 3 TIPOSKTOM.

YupapJiiHHs iIrpoBUM 00'€KTOM

Kox ckpunra He Oyae akTHBOBAHO /IO THX TIip, MOKUA €K3EMIUISP CKPHIITA HE
Oyze mpueaHaHO 0 irpoBoro 00'ekTy. Bu MokeTe MPUKPIMUTH CKPUMT J10IaBIIN
Asset ckpurnta Ha irpoBuii 00'ekT B anesni Hierarchy a6o depes BikHo Inspector
obpanoro irpoBoro o0'ekta. IcHye Takox migMeHto Scripts B MeHio Component,
SIK€ MICTUTh BCl1 CKPHUIITH, JOCTYIIHI B MPOEKTI, BKJIFOYAIOUU Ti, K1 BU CTBOPHIIH
cami.

[IpuMipHUK CKpHINTa BUIJISAA€ TaK CaMo, SK 1 1HIIN KOMIIOHEHTH Yy BIKHI
Inspector.

v G ¥ Example Class (Script) WS
Script ExampleClass @
Speed 6
Jump Speed 8
Gravity 20

Pucynok 3.1 — Cxpunr Ha nanemni Inspector

[Ticast mpuenHaHHS CKPUINT TMOYHE MpaloBaTH, KOJu BU HatucHere Play i
3aIllyCTiTh TPy. Bu MoxkeTe mepeBipuTH 1€ JOJAABIIN HACTYMHUU KOJ B (YHKIIIO
Start.

// Use this for initialization

void Start () {
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Debug.Log("I am alive!");
¥

Debug.Log 11e komanna, sixka MPoCTO BUBOJUTH MOBIIOMJICHHS Ha KOHCOJb
Unity. Axmo Bu HatucHere Play, To moGauute noBijomiieHHs B BikHi Console
(mernto Window— Console).

[1ix yac cTBOpEHHS CLEHApiIO BU, BIACHE Ka)KyuHd, CTBOPIOETE CBIil BiIacHUM
HOBHI TUII KOMIIOHEHTA, SIKUH MOYKHA MPHUEIHATH JI0 ITPOBUX 00'€KTIB, 5K 1 Oyab-
SIKAH 1HITNH KOMITOHCHT.

IToni6bHO 70 TOTO, AK I1HIINI KOMIIOHEHTH MAalOTh BJIACTHMBOCTI, SKI MOKHA
penaryBaTd B 1IHCIIEKTOPI, BU MOXKETE JO3BOJIUTH PE/IaryBaTH 3HAUYCHHS Y BAIIOMY
CIieHapii TaKOX 3a JOMOMOTOIO 1HCTIEKTOpA.

using UnityEngine;
using System.Collections;
public class MainPlayer : MonoBehaviour {
public string myName;
// ' Use this for initialization
void Start () {
Debug.Log("I am alive and my name is " + myName);
}
// Update is called once per frame

void Update () {

}
}
[lewn xox cTBOprOE moJie Juis peaaryBanHs B Inspector 3 Hazoro «MyName».
v | ¥ Main Player (Script) & .
Script MainPlayei
My Name User

Pucynok 3.2 — PenaryBanHs 3MiHHO1 3a JOIIOMOTO10 maneni Inspector
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Unity cTBOpro€ MITKY B BikH1 Inspector nuisixom 1o1aBanHs mpoOiTy BCIOAH,
7€ B IMEH1 3MIHHOI 3yCTpidaeThbcs Benwka jiTepa. OMHAK 1€ BUKIIOYHO B ITUISX
Bi10OpakeHHs, 1 BU MOBMHHI 3aBXKIU B KOJ1 BUKOPUCTOBYBATH 1M's 3MIHHO1. SIKII10
BU BiJIpeJlaryeTe 3HAUYCHHS 3MIHHOI 1 MOTiM HaTucHete Play, To moGauwute, 1110
TIOB1IOMJICHHS MiCTUTh BBEJICHUI BaMH TEKCT.

[ console
iﬂleir Collapse J Clear on Play | Error Pause | Connected Play: ~

@ I am alive and my name is User
UnityEngine.Debug:Log(Object)

Pucynoxk 3.3 — IloBimomienHs B BikHi Console

Unity 103BoJIsI€ 3MIHIOBATH 3HAYEHHS 3MIHHMX CKPHUIITa B 3amyIieHii rpi. Le
Jy’K€ KOPUCHO 1 HaJIa€ MOKJIMBICTh OJAMBITHCS BC1 €PeKTH Bijg 3MIH BiApas3y x, 0e3
3YMUHKU 1 mepe3amycky. Komm mporpaBaHHS 3aKiHUYWTHCSA, 3HAYEHHS 3MIHHUX
CKUJAIOTBCS B TOW CTaH, SIKWM BOHM Maju 10 HaTUCKaHHA KHonku Play. Ile
rapaHTye, 10 BU BUILHO MOKETE TPaTH 3 HACTPOilkaMu 00'€KTiB, He OOSIYMCH LIOChH
3iMCyBaTH.

YupasJiinns irposumu 06'ekramu (GameQObjects) 3a 1onoMorox
KOMIIOHEHTIB

Y penaktopi Unity MoXHa 3MIHIOBaTH BJIACTUBOCTI KOMITOHEHTA
BUKOPHCTOBYIOUH BikHO Inspector. Tak, Hanpukiaz, 3MiHa MO3HII KOMIOHEHTA
Transform npusBee 10 3MiHU MO3UIIIT IrPOBOTO 00'€KTa. AHANIOTTYHO, BU MOYKETE
3MIHUTH KOJIp MatTepiany komioHeHTa Renderer abo Macy TBepjioro Tijia
RigidBody 3 BiaMoOBiIHMM BIUIMBOM Ha BiJI0OpakeHHs a00 MOBEIIHKY IrPOBOIO
00'ekTa. 31€01IBIIIOT0 CKPUIITA TaKOX 3MIHIOIOTh BJIACTUBOCTI KOMITOHEHTIB IS
yIOpaBIiHHA ITPOBUMHU O0O0'ekTaMu. Pi3HHIA, OJHAaK, B TOMY, IO CKPUIIT MOXKE
3MIHIOBaTH 3HAYEHHSA BJACTHBOCTI TOCTYNOBO 3 YacoM. 3a paxyHOK 3MiHH,
CTBOPEHHSI 1 3HUILIEHHS 00'€KTIB B 3a/1aHUH Yac MOXe OyTH pealli30BaHu Oy 1b- KUl
IrpoBUi TpoIIecC.

3BepHEHHS 10 KOMIIOHEHTIB

Haii6isipi1 mpocTuUM 1 MOIIMPEHUM € BUITQJIOK, KOJU CKPUNTY HEOOX1JTHO
3BEPHYTHCS JI0 IHIITMX KOMIIOHEHTIB, IpU€eAHAHMX 10 Toro )k GameObject. Sk Bxe
3rajlyBajiocsi, KOMIIOHEHT HAacCIpaBAi € EK3eMIUIIPOM KJacy, TaK IO MepIIuM
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KPOKOM Oy/ie OTPUMaHHS IIOCHIJIAHHS Ha €K3EMIUISIP KOMIIOHEHTA, 3 IKHM BU XOUYETE
nparroBatu. [le 3miiicHIOeThCs 3a moromoroto GyHkIlli GetComponent. 3a3Buyaii
00'eKT KOMITOHEHTa 30epiratoTh B 3MiHHY, 1€ 3[1HCHIOEThCS B C# 3a 1ONMOMOTrOIO
HACTYITHOT'O CUHTaKCHUCY:

void Start () {

Rigidbody rb = GetComponent<Rigidbody>();
}

Sk TIIBKM y Bac € TMOCHWJIaHHS Ha €K3eMIUISIp KOMIIOHEHTa, BU MOJXKETE
BCTAHOBJIFOBATHU 3HAYEHHS MO0 BJIACTUBOCTEM.

void Start () {
Rigidbody rb = GetComponent<Rigidbody>();
// Change the mass of the object's Rigidbody.

rb.mass = 10f;

JlolaTkoBa MOMKJIMBICTh, IO HEAOCTYNHA y BiKHI Inspector — 1ie BUKIHK
GyYHKIN eK3eMIUIsipa KOMIIOHEHTA:
void Start () {
Rigidbody rb = GetComponent<Rigidbody>();
/l Add a force to the Rigidbody.
rb.AddForce(Vector3.up * 10f);

3BepHeHHs 10 iIHIIUX 00'€KTIB

3a3Bu4ail, CKpUNTH BIACTEXKYIOThH 1HIII 00'ekTu. Unity Hagae KinbKa NUISXIB
OTpUMAaHHS 1HIIMX 00'€KTIB, KOYKEH MIAXOAUTH ISl KOHKPETHOI CUTYaIlli.

3B’s13yBaHHs 00'€KTIB 32 J0MOMOI 010 3MiHHUX
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HatinpocTimmii crioci® 3HalTH NOTpiOHUMN ITPOBUIT 00'€KT - JOJATH B CKPHUIIT
sminHy Tuity GameObject 3 piBHem noctymy public:

public class Enemy : MonoBehaviour {
public GameObject player;
// Other variables and functions...

}

3MmiHHYy OyJie BUAHO Y BiKHI Inspector, sik 1 Oy1b-sK1 1HIIII:

v @ Enemy (Script) ) %
Script @ Enemy o
Player Mone (Game Object @

Pucynok 3.4 — 3B’s13yBaHHs 00'€KTIB 3a JOMOMOTOIO 3MIHHUX

Tenep Bu MoXkeTe epeTArHyTH 00'eKT 31 clieHu ado 3 nanen Hierarchy B 1o
3minHy. @ynkuis GetComponent i JOCTYyM 10 3MIHHUX KOMIOHEHTA JOCTYTIHI SIK
JUIsL 1IOTO 00'€KTa, TaKk 1 I I1HIIHMX, TOOTO BU MOXETE BUKOPHCTOBYBATH
HACTYITHUU KOJ:

public class Enemy : MonoBehaviour {
public GameObject player;
void Start() {
// Start the enemy ten units behind the player character.

transform.position = player.transform.position - Vector3.forward *
10f;

}

KpiMm TOrO0, SIKIIIO OroJIOCUTH 3MiHHY 3 nocTynoM public 1 3aganum Tunom
KOMITOHEHTA B BallIOMY CKPHIITI, BU 3MOKETE MEPETIATHYTH OYb-KUI 00'€KT, SIKUN
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MICTUTh TPHETHAHWA KOMIIOHEHT Takoro THmy. Lle 103BOJIMTH 3BepTaTHCS 0
KOMITOHEHTY Oe3mocepeIHb0, a He Yepe3 irpoBuil 00'€KT.

public Transform playerTransform;

3'enHaHHs 00'€KTIB yepe3 3MiHHI HalOUIbIII KOPUCHO, KOJIM BU MA€ETE CIIPaBY
3 OKpeMHUMH O00'€eKTaMH, 1[0 MAalTh MOCTIHHWIA 3B'130k. Bum Moxerte
BUKOPHCTOBYBATH MacHuB ISl 30epiraHHsi 3B's13Ky 3 JIeKIIbKOMa 00'€KTaMu OJHOTO
TUITY, ajié BOHM BCE OJIHO MOBWHHI OyTH 3ajaHi B penaktopi Unity, a He mijg dac
BUKOHAHHS. AJIe 4aCTO HEOOX1HO 3HAXOIUTU O0'€KTH M1 Yac BUKOHaHHS, 1 Unity
HaJa€ JBa OCHOBHUX CIIOCOOM 3pOOHTH II€.

IHomyk no4ipHix 00'eKTiB

IHoni irpoBa clieHa MOXXKe BUKOPHUCTOBYBATH KiIbKa 00'€KTIB OJHOTO THUILY,
TaKUX SIK BOPOTH, LUISIXOBI TOYKHU 1 MEpeImKoau. Moxke BUHUKHYTH HEOOX1IHICTh
BIJICTEKEHHS 1X B IEBHOMY CKPUIITI, IKUH yIIpaBiisie ado pearye Ha HUX (HampuKiIai,
BCl UIIXOBI TOYKHA MOXKYTh 3HAJOOUTHUCS AJI CKpUNTa MOUIYKY HUIAXY). MoxkHa
BUKOPHCTOBYBATH 3MiHHI JJis 3B'I3yBaHHS ITUX 00'€KTIB, aje 1€ 3pOOUThH MpOIec
NPOEKTYBAaHHS YTOMIIUBUM, SKIIO KOXKHY HOBY TOYKY MapIipyTy NoTpiOHO Oyme
NEPETATHYTH B 3MIHHY B CKPHUNTI. AHAJIOTIYHO, IPU BHUAJICHHI TOYKH MapIIPYTy
JIOBENIEThCS BUJANATH TMOCHIIAHHS Ha BiJCYTHIA 00'ekT. Y BHIaJKaxX, Ha 3pa3ok
I[bOT'0, HAWYACTIIIe 3pYYHO YIpaBIsATH HAOOPOM 00'€KTIB, 3pOOUBIIH iX TOUYIPHIMU
OJIHOTO 0aTbKiBChKOro o00'ekta. JlowipHi 00'€eKTM MOXYTh OyTH OTpUMaHI,
BUKOpHCTOBYIOUM KOMIOHEHT Transform Oatbka (Tak sik BCl irpoBi 00'€KTH HESIBHO
Mmictath Transform):

using UnityEngine;
public class WaypointManager : MonoBehaviour {
public Transform[] waypoints;
void Start() {
waypoints = new Transform|[transform.childCount];
inti=_0;
foreach (Transform t in transform) {

waypoints[i++] = t;
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}

}

Bu wMoxere Takok 3HAWTH 3amaHWil  JAOYIpHIA 00'€KT 1O iMeHi,
BuKopucToBytour GyHKIlir0 Transform.Find:

transform.Find(" Gun"");

Ile Moxe OyTH KOPUCHO, KOJIU 00'€KT MICTUTD JOUIPHIH €JIEMEHT, SIKUM MOXKe
OyTu nojgaHuii a00 BUIIYUYEHHMM B irpoBOMY Iporieci. XOpOIIMi MpUKIIag - 30pos,
Ky MOKHA MI10paTH 1 BUKUHYTH.

IHomyk 00'exTiB 32 JOIOMOTOI0 iMeHi a0 Tery.

'

Oxpemi o00'ekTH MOXyTh OyTH OTpUMaHi 3a JOMOMOTOI0 iM'd,
BUKOopHcToBYytour (pynkuiro GameObject.Find:

ameQObject player;
void Start() {

player = GameObject.Find(''MainHeroCharacter");
}

O0'exT 200 KOJEKIisl 00'€KTIB MOXKYTh OYyTH TaKOX 3HAWJICH1 32 JOIMIOMOTOIO
Tery, BUKOPHUCTOBYIOUU byHKIil GameObject.FindWithTag 1
GameObject.FindGameObjectsWithTag.

GameObject player;
GameObject[] enemies;
void Start() {
player = GameObject. FindWithTag("Player");

enemies = GameObject.FindGameObjectsWithTag('""Enemy");
}

CepenoBuie po3pooxku MonoDevelop
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MonoDevelop - 1e iHTerpoBane cepenoBuiie po3podoku (IDE), mio
nocTaBisieThes pazom 3 Unity. IDE moegnye B co61 GyHKITIT TEKCTOBOTO peIaKTopa
3 0JJaTKOBUMH MOXKJIMBOCTSMM JJIS HAJIArOJIPKEHHS 1 BUKOHAHHS 1HIIUX 3aB/IaHb 3
yYIpaBJIiHHS ITPOBUMH IIPOCKTAMH.

MonoDevelop BcTaHOBIIOE€THCS 3a yMOBUaHHsM pa3om 3 Unity. Ilix yac
ycranoBku Unity, Bu MoxkeTe ckacyBaTu ycraHoBky MonoDevelop.

[lepexonaiitecs, mo MonoDevelop BcTaHOBIEHHH B SKOCTI 30BHIIIHBOTO
penakTopa ckpuntiB B Preferences 3a momomororo meHio «Edit— Preferences», a
notim BuOepiTh BKIaaky External Tools. Skmo B onmii External Script Editor
BuOpana ormisi MonoDevelop (built-in), Unity 3anyctuts IDE MonoDevelop 1
OyJZile BUKOPHCTOBYBATH HOTO B SIKOCTI PEJAaKTOpa 3a 3aMOBUYBAHHSIM /JI BCIX
CKpUNTOBUX (haiIiB.

Cnin 3ayBaxkuty, 110 B omiii External Script Editor B sikocTi pegakropa s
BCIX CKpUNTOBHUX (aiimiB Moxe OyTu BuOpaHe cepefoBuine po3podku Visual
Studio.

[lepm Hix mouaru HanaromxeHHs koxy B MonoDevelop, Bam cniepiry ciif
nepeBiputH, 1110 B Preferences, na maneni External Tools Bxitouena omiist Editor
Attaching (puc.3.5).

[Tepexonaiitecs, mo B BuildSettings 1inroBoi mnathopmu (Mento: File—
Build Settings) Bxiroueni omirii Development Build i Script Debugging (puc.3.6).

Unity Preferences n

External Tools

General External Script Editor | MonoDevelop (built-in) $| &
Add .unityproj's to .sin v
External Tools Editor Attaching I
Colors Image application | Open by file extension |
Keys Revision Control Diff/Merge | ¢
. No supported VCS diff tools were found, Please
GI Cache L\’ install one of the following tools:
- SourceGear DiffMerge
2D - TkDiff
- PAMerge
- TortoiseMerge
Cache Server - WinMerge
- PlasticSCM Merge
Diagnostics - Beyond Compare 4 |
Android
SDK | Browse || Download |
JDK | Browse || Downiaia—-|
NDK | Browse || Download |

IL2CPP requires that vou have Android NDK r10e installed. | ¥
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Pucynox 3.5 - Bxnagka External Tools

Build Settings n

ac & Linux Standalone 24 *

Pucynok 3.6 - Bikno BuildSettings
CrBopenns npoexkry B MonoDevelop

Hdns crBopenHss HoBoro mnpoekty B MeHio «File» BuOupaemMo myHKT
«New—>Workspace». Binkpuerbcs maiictep npoekty (puc. 3.7).
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(@ New Project

Choose a template for your new project

. Other Generic

NET = , -
Miscellaneous i .i Blank Solution

i Generic Project

Workspace

A blank workspace

Cancel

Pucynoxk 3.7 - Maiictep nmpoekTy

VY texcroBomy noini Project Name BBoAMMO iM'st IPOEKTY, B TEKCTOBE IOJIE
Solution Name - im'st pimenHs (11 ABa MyHKTH B JAHOMY BHIAJKy 301raroThCs, a
MOXYTb 1 He 30iratucs), a B Location Bkazyemo MicIie po3TanryBaHHS IPOCKTY.

lNanouka mix Location mo3Hadae CTBOpPEHHS BHYTPINIHBOI MAmKH 3 1M'sIM
plIIeHHs, Ky OyyTh OMIIIEHI BC1 OPUTTHAIM - PEKOMEHYEThCS 3aJIUIINATH 110
MO3HAYKY SIK €, aJI€ SKIIO X0UEThCs 1HIIIOTO BapiaHTy, TO MOXKETE CMUIMBO JIISITH.

[H111 MyHKTH pU3HAYeHi 171 YIIPaBIIiHHS KOHTpoJieM Bepcii (puc. 3.8).
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() New Project

Configure your new workspace

PREVIEW

Project Name:

Workspace Name: ‘Unity ijecd ‘

Location: ‘ CAUsers\lunawaystDocuments\Projects ‘ | Browse... ‘

Version Control: Jse git for version contro

) Cancel

I Ch\Users\lunaways\Documents\Projects
I Unity Project
Unity Projectmdw

Pucynok 3.8 - CTBOpEHHs IPOEKTY

Hartuckaemo kHomky Create, micisi 4oro OTPUMYEMO IOPOXKHIO MANKy

npoekty (puc. 3.9).

(@ MonoDevelop-Unity - o X

File Edit View Search Project Build Run VersionControl Tools Window Help

O] -1 | [= it [(© tem savea. [ press ‘Control+, to searcn |

Solution ax ‘ “« ‘E
g

1 Unity Project & =
g
3
B
o
2
3
°
'g’.
=
S
5

Pucynok 3.9 - [Tanka npoekty
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CrtBopumo HoBuit C# - daitn 3a nonomororo MeHto File— New— File (puc.
3.10).

(% New File >
* Boo Empty Class Empty Class
v C# L ) Creates an empty class.
General Empty Enumeration
Misc :
Empty File
NURit
Misc Empty Interface
Unity

» VBNet : Empty Struct
Web
XML

Name: |EmptyClass

Cancel MNew

Pucynok 3.10 - CtBopenns HoBoro C# - Qaitiy

OtpumMyemo HOBUH (paiis, IKUN € YACTHUHOIO MPOEKTY 1 SIKUW B)KE BIIKPUTHUI
Ha peJaryBaHHsI.

Cucrema nogiit (EventSystem)

Cucrtema mofiit - cnoci® BiAMpaBKH oIk 10 00'ekTiB B 1oAaTky. Cucrema
CKJIQ/IA€THCS 3 JCKIJTbKOX KOMIIOHEHTIB, SIK1 MPAIIOIOTh Pa30M.

Honasimm kommnoHeHT EventSystem 10 irpoBoro 00'eKTy, BH MOMITHUTE, IO
BiH HE MICTUTh OCOOJMBOI (PYHKIIIOHAJBHOCTI, TOMY IO MPU3HAYCHUH JIJIsi
YIpaBJIiHHS 1 OpraHizallii 3B's13Ky Mi>XK MOTYJIIMH KOMITOHEHTA.

IlepBuHHI poJi cucTeMH NMOAIN:
1) Bu3Ha4Ya€ SKUH 00'€KT BBAKAETHCS BUJILJICHHUM;
2) BusHauae skuil InputModule BukopucToByeThCS;

3) ympaBisi€ palKacTIHTOM (SKIIO MOTPIOHO), OHOBJICHHSIM BCIX MOMYJIiB
BBeieHH (InputModules), sikio motpioHo.
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Mony.Jii BBe1eHHS

Y Mopynsx BBEIECHHS 3HAXOIUTHCS OCHOBHA JIOTiKa Oa)kKaHOI IMOBEIIHKH
EventSystem, BOHU BUKOPUCTOBYIOTHCS JIJISI:

1) o6poOku BBEACHHS;

2) ympaBJiHHS CTaHAMU TOJIH;

3) BigmpaBKH Mol 00'€eKTaM Ha CIICH.

Tiabku OIMH MOJYJIHL BBEICHHS MOXE€ OYTH aKTHBHHUM B CHCTEMI MOMIIN
olHOYacHO. BiH MOBMHEH 3HAXOIUTHUCS HA TOMY > IrpoBOoMYy OO0'€KTi, L0 1
koMmrnoHeHT EventSystem.

ko Bu OakaeTe HamUcCaTH BIACHUNA MOJYJIb BBEIEHHS, PEKOMEHIYEThCS
BIIIPABIIATH MO11, SIKI MIATPUMYIOThCS Bxke icHytouuMu Ul-komnonentamu Unity.

TpacyBanbunku npomenis (Raycasters)

TpacyBanbHUKM NPOMEHIB BUKOPUCTOBYIOTHCSA JIsi BU3HAYEHHS TOrO Haj
YUM 3HAXOJIUTHCS MOKAKUKK MPUCTPOIO BBEJICHHS.

3a 3aMOBYYBAaHHSM, HAIA€ThCS 3 TPACyBaJIbHUKA IPOMEHIB:

1) GraphicRaycaster - BukopuctoByetbcs 11t Ul-enemeHTis;

2) 2DPhysicsRaycaster - BUKOPUCTOBYETHCS ISl TBOBUMIPHUX (DI3UUHHUX
CJIEMEHTIB;

3) 3DPhysicsRaycaster - BUKOPUCTOBYETbCS AJII TPUBUMIPHUX (PI3UUHHUX
€JIEMEHTIB.

Cucrema o0Miny noBizomiaeHusamu Messaging System

HoBa cuctema KOpUCTYBaJIbHUIIBKOTO 1HTEp(ECy BUKOPUCTOBYE CHUCTEMY
oOMiHYy TOBIAOMJICHHSIMH, Npu3HaueHy s 3aminun SendMessage. Cucrtema €
grctoro C# 1 crpsMoBaHa Ha BHPIIICHHA ACSKUX NPOOJieM, IO TOCTalOTh Y
SendMessage. CricteMa Mmpaioe 3 BUKOPUCTAHHAM KOPUCTYBAIIbKUX 1HTEPQEHCiB,
K1 MOXKYTb OyTH peanizoBadi Ha MonoBehavior, 1 Bkasye, 1110 KOMIIOHEHT 3/JaTHUM
OTPUMYBATH 3BOPOTHHUM BUKJIMK 13 CUCTEMHU OOMIHY MTOB1IOMJICHHSIMU.

CuctemMa OOMIHY MOBIAOMJICHHSIMU JI03BOJISIE TIEpeaBaTH KOPHUCTYBAIlbKi
JaHl, a TakoXX Te, HaCKUIbKM Jajleko depe3 iepapxito GameObject
NOIIMPIOBAaTUMETHCS Mo 1isg. OKpiM 1IBOTO, CUCTEMA OOMIHY MOBIIOMJICHHSIMH Ha/1a€
nonomixkHI yHKii 1 momryky GameObjects, siki peani3yloTh eBHUN iHTepdeiic
0OMiHY TTOBIJTOMJICHHSIMHU.

Cucrema OOMIHY TMOBIIOMJICHHSMH € 3arajbHOI0 1 TpU3HAYCHA JIS
BUKOPHCTAHHA HE TUIbKM CHUCTEMOIO KOPUCTYBAJIBHUILKOTO 1HTEpdeiicy, ane 1
3arajJbHUM ITPOBUM KOAOM. J[OCHUTH TpHBIATBHUM € JOJABaHHS KOPUCTYBAIIbKHX
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NoJIi{ 17151 OOMiHY MOBIJOMJICHHSIMH, 1 BOHH IIPALIOBATUMYTh 3 TIEIO 5K CXEMOIO, SKY
BUKOPHCTOBYE cucTeMa iHTepdericy KopucTyBaya st 0OpOOKH BCIX MOA1H.

CrtBopennss Message

Y mnpocropi imen UnityEngine.EventSystems e 06a3zoBuii iHTEpdeEtic
IEventSystemHandler 3a mronomMororo sikoro 3/1icHIOeThCS Message.

public interface ICustomMessageTarget : IEventSystemHandler
{

// functions that can be called via the messaging system

void Messagel();

void Message2();
}

[Ticns Bu3HAaueHHS UBOTO 1HTEpdeiicy BiH Moxke OyTH peani3oBaHHMM 3a
nonomororo MonoBehaviour. Ilpu peanizaiii BiH Bu3Havae QyHKIIii, ki OyayTh

BUKOHYBATHUCh, SKIIO I MoBigomyieHHS Oyzae BunymeHo st GameObject
MonoBehaviours.

public class CustomMessageTarget: MonoBehaviour,
ICustomMessageTarget

{
public void Messagel()

{
Debug.Log ("Message 1 received");

}
public void Message2()

{
Debug.Log ("Message 2 received");
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Jist  toro, mo0 HamicIaTd TOBIIOMJICHHS, ICHYE CTaTHYHHM Kiac
ExecuteEvents. B sikocTi aprymeHTy 1 HbOro NoTpiOeH IIbOBUN 00'€KT, AesKi
KOHKPETH1 JIlaHI KOpUCTyBadya Ta (DYHKTOp, SIKMM BiI0Opakae MmeBHY (YHKIIIO B
iHTepdeici MOBITOMIICHHS:

ExecuteEvents.Execute = <ICustomMessageTarget>  (target, null,
(x,y)=>x.Messagel());

KoHTposbHi 3antuTaHHs

e  JSIxi MmoBH mporpamyBaHHsA miaTpuMye cuctema Unity 3D?

e JSlkuM YMHOM 3IIHCHIOETHCA YIPABIIHHA ITPOBUMH 00’ €KTaMuU
(GameObjects) B cuctemi Unity 3D?

e  Ha3sBiTh nepeBaru BUKOPUCTAHHS iIHTETPOBAHOI'O CEPEOBUIIA PO3POOKH
MonoDevelop st HanaroJkeHHA 1 BUKOHAHHS 3aBJaHb 3 YIPABIiHHS ITPOBUMHU
POEKTaMHU.

e  Ha3BiTh ocHOBHI MeToaM PoOOTH 3 cucteMolo nofiil «EventSystem» B
Unity 3D.
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JIEKIISA Ne4
TEMA: «<AYAIO-KOMITIOHEHTHU UNITY 3D. IMIIOPT 1
HAJIAIITYBAHHA 3BYKY»

AHOTALlA

Jlexuiss 3HaioMuth 3 ayaio-komrnoHeHTamu Unity 3D, MOXIMBOCTSMU
IMITOPTY 1 BIATBOPEHHS 3BYKOBUX €(PEKTiB, METOJJaMU aKTHBAIlll 3ByKOBUX €(EKTIB
3a JOTIOMOTOI0 MIPOTPaMHOro Koy, MeTosiamu pobotu 3 AudioManager B Unity 3D.

MeTta Jekmii

O3HallOMUTH CTYJIEHTIB 3 CHCTeMOI ayjaio-kommnoHeHTiB Unity 3D.
Po3rnsiHyTH MOXXIMBOCTI IMIOPTY 1 BIITBOpeHHA 3ByKOBuX edektiB B Unity 3D,
METOJM aKTHBAIlll 3BYKOBUX €(EeKTIB 3a JOMOMOTOI0 TMPOTPaMHOIO KOAY, METOAU
HaNaTyBaHHA Ta pobotu 3 AudioManager B Unity 3D.

OuikyBaHi pe3yJbTaTH

ChopmyBatn y CTyHEHTIB 3HAHHA MO0 peamsamii 3BYKOBOTO
CYNpOBOJKEHHsSI ITPOBUX JOAATKIB 3a JOMOMOTOI0 BUKOPHUCTAaHHS ay[lo-
komnoHneHTiB Unity 3D Ta mMeToniB akTuBallli 3BYKOBUX €(EKTIB 3a JIOIMOMOIOIO
HIPOTPaMHOTO KOJY.

IMmopT 3ByKkoBHX e(heKTIiB

[Ilo6 y Bac 3'aBuiacs MOXJIMBICTb BIATBOPEHHS 3BYKIB, MOTPIOHO
iMrnoptyBatu ayniodaiau B Unity-npoekt. I[lponeaypa moyumHaeTbes 3 MiI00py
daiiniB moTpidHOTO (hopMary, K1 MOTIM NepeHocAThCs B Unity 1 HAJIAIITOBYIOThCS
IT11 Bari iil.

®opmatu ayaiodaiiiais, axi miaxrpumye Unity:

WAVE, WAYV. Waveform Audio File Format (WAVE, WAV, Bix anrm.
Waveform - «B ¢popmi xBUIIi») - hopmar daitny-koHTeriHepa ass 30epiraHnHs 3amucy
ouudposanoro ayaionotoky, miaBua RIFF. Ileit konrteiliHep, K mpaBuio,
BUKOPHUCTOBYETbCA JUIsl 30epiraHHs HECTUCIOrO0 3BYKY B IMIYJbCHO-KOZOBOI
monyisamii. OqHaK KOHTEHHEp HEe HAKJIAIa€e KOJIHUX OOMEXEHb Ha BUKOPHCTAHHS
aJITOPUTMY KOJYBaHHSI.

AIFF. Audio Interchange File Format (AIFF) - dopmar
ayniogaiiiB, SKUi 3aCTOCOBYEThCS IS 30€piraHHs 3BYKOBUX JTaHUX.

AIFF OyB po3po0bnenuii komnaniero Apple Computer Ha ocHoBi popmaty [FF
kommnaHnii Electronic Arts 1 HalfuacTiilie BUKOPUCTOBYEThCA B KoMIT'toTepax Apple
Macintosh.
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3BYKOBI JaHi B cTaHnapTHomy Qaitni popmary AIFF mpeacrapnsiors coboro
HECTHCHYTY IMITyJIbCHO-KOJIOBY MOIYJIsIi0. Takox iCHYyE 1 cTucha Bepcis popmaty
AIFF, axy na3uBawotb AIFC (inoai AIFF-C), B skiii 1751 CTUCHEHHSI MOXYTh OyTH
BUKOPHUCTaH1 Pi3H1 KOJEKH.

AIFF, nopsin 3 CDA 1 WAV, € onaum 3 ¢hopmarTiB, 1110 BUKOPUCTOBYIOTHCS B
npodecifHUX ay/i0- Ta BIICOA01aTKaX, TaK AK Ha BIAMIHY BiJ OUTBII HOMYJISPHOTO
dbopmaty MP3, 3Byk B AIFF xoayeThcs 6e3 BTpaT B IKOCTI. SIK 1 OyIb-SIK1 CTUCHEHI
daiinu, ¢aiinmu AIFF 3aliMmaroTe Habarato OuIbIlle AMCKOBOTO IPOCTOPY, HIK iX
CTHUCJI1 aHAJIOTH.

MP3. MP3 - xomex TpeThOTrO piBHS, PO3POOICHUI KOMAHJIOIO
MPEG, d¢opmar ¢aiiny ana 30epiranns ayaioiHpopmarnii. dopmar OyB
ninen3oBanuit, ane 23 kBiTHA 2017 poky TepmiH [ii BCiX MATEHTIB 3aKIHYMBCS 1
Ji1eH311iH1 300pY TPUITHHUIHICS.

®opmar MP3  BHUKOPHUCTOBYE  CHEKTpalbHI  BIJCIKaHHSA,  3T1IHO
NICUX0AKyCTHYHOI MOJieJi. 3BYKOBHI CUTHAJI pO30MBA€ETHCS HA PIBHI 11O TPUBAJIOCTI
BIIPI3KU, KOXKEH 3 SKUX IICIs OOpOOKM YyMakoBYEThCS B CBi (peliM (kamp).
Po3kiananHs B CEKTp BUMarae 6e3nepepBHOCTI BX1IHOTO CUTHAITY, B 3B'SI3KY 3 IIUM
JUIsL pO3paxyHKIB BUKOPHUCTOBYETHCSI TAKOXK MOMEPEHIN 1 HACTYNmHUI (peiim. Y
3BYKOBOMY CUTHAJII € TAPMOHIKHM 3 MEHIIIOI aMIUIITYI010 1 TApPMOHIKH, 1110 JIEKATh
noOyu3y OlIbII IHTEHCUBHMX - Takl TapMOHIKM BIJICIKAIOThCA, TaK SK
CEpEeIHbOCTATUCTUYHE JIFOJCHKE BYXO HE 3aBXKAU 3MOXKE BU3HAUUTH HAsIBHICTH 200
BIJICYTHICTh TaKUX TapMOHIK. Taka 0COOJMBICTH CIyXy Ha3UBAEThCA e(eKToM
MacKyBaHHS. TakoX MOXJIMBA 3aMiHa JBOX 1 OUIBIIE CYCiTHIX TIKIB OJHUM
ycepeaHeHuM (1110, SIK TPABUIIO, 1 MPU3BOAUTD IO CIIOTBOPEHHS 3BYKY).

KpuTtepiii BiacikaHHS BH3HAYA€ThCS BUMOTOI [0 BHUXIJHOTO TOTOKY.
OCKIJIbKY BECH CIIEKTP aKTyaJIbHUI, BACOKOYACTOTHI TAPMOHIKH HE B1JICIKAIOThCS, a
TITBKA BUOIPKOBO BUAAISIOTHCS, MO0 3MEHIIMTH MOTIK 1HGOpPMAIIi 32 paxyHOK
po3pikeHHsT cnekTpa. llicis CcHekTpaidbHOI «3aUYUCTKH»  3aCTOCOBYIOTHCSA
MaTeMaTH4YHl METOJIM CTUCHEHHS 1 ynakoBKka y (ppeiimu. Koxken ¢peitm Mmoxe matu
KUIbKa KOHTEHWHEPIB, IO J103BOJIsIE 30epiratu iHGOpMalliio Mpo JAeKiIbKa MOTOKIB
(J1iBui 1 mpaBuil KaHal a0o0 IMEHTpaJIbHUN KaHad 1 pi3HULS KaHaiiB). CTymiHb
CTUCHEHHS MOXXHa BapilOBaTH, B TOMY YHUCJ1 B MeXax oJHoro ¢periMmy. Iareppain
MOXJIMBUX 3HA4YE€HB O1TpeiTy ckianae 8-320 koiT/c.

Pexxumu KoryBaHHS 1 OMITIT:

Icuye Tpu Bepcii MP3 dbopmary mnsa pizaux norped: MPEG-1, MPEG-2 1
MPEG-2.5. Biapi3usitoThcsi BOHM MOXKJIMBHMH Jiama30HaMu OITPEUTy 1 4acTOTH
JUCKPETH3aIlii:

32—320 k6i1/c npu yactotax nuckperuszaii 32000 I'u, 44100 ' 148000 Iy
st MPEG-1 Layer 3;

16—160 k6i1/c mpu yactoTtax nuckperusanii 16000 ', 22050 ' 1 24000 Iy
st MPEG-2 Layer 3;
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8—160 x6i1/c mpu yactorax auckpetu3aiii 8000 I'ir 1 11025 I'm nns MPEG-
2.5 Layer 3.

OGG. Ogg - BinkpuTHii cranaapt popmMaTty MyJIbTiMeIIaKOHTEHHEpa, KU €
OCHOBHUM (haiJIOBUM 1 MOTOKOBUM (POpMaTOM IS MYJIBTIMEI1aKOJAEKOB (POHIY
Xiph.Org, a TakoX Ha3Ba MPOEKTY, IO 3alMAETHCS PO3POOKOI0 IILOTO Popmarty 1
KOJIEKIB JiJIs1 HHOTO. SIK 1 BCl TEXHOJIOTII, 1110 po3po0stoThes mif erigoro Xiph.Org,
dbopmatr Ogg € BIAKPUTUM 1 BUIBHUM CTaHIAPTOM, sIKI HE MarOTh MAaTCHTHUX YHd
JIILEH31MHUX OOMEXKEHD.

Ogg € BchOro JUIIIe KOHTEHHEPOM. 3BYK a00 BiJIe0 CTHCKAIOTHCS KOJEKaMH,
a pesynpTaT 00poOku 30epiraeTbcs B moAiOHUX koHTelHepax. Konrteitnepu Ogg
MOJKYTh 30€piraTu MOTOKH, 3aKOJJ0BaHI JIeKUIbKoMa Kojaekamu. Hampuknan, daiin 3
BiJI€O 1 3BYKOM MO€E MICTUTH JIaHi, 3aKOJ0BaH1 ay/110- Ta BIICOKOJIEKAMH.

VY konreiinepi Ogg MoXkHa 30epiraT 3BYyK 1 BiIeO B pi3HUX (opmaTax (Takux
sk MPEG-4, Dirac, MP3 Ta iHmi), ane 3a3Buuaii Ogg BUKOPUCTOBYETHCSA 3
HACTYITHUMU ayJ{10KOJICKAMH:

3 BTpaTamu:
Opus (panime Harmony) - 3 HU3BKOI 3aTPUMKOIO KoayBaHHS (Bix 2,5
Mc 10 60 MC, HACTPOIOETHCS ) 1 O1ITBIIT BUCOKOIO KOMITPECIERO ay/Ii0, TaK CaMO OITpEHT
Bix 6 1o 510 x0Oit/c;
Speex - nnsi cTUCHEHHS MOBHOTO CUTHAJTY HAa HM3BKUX OiTpeitax (~ 8-
32 (xOit / ¢)/xanan);
Vorbis - 11 CTUCHEHHS 3BYKY Ha CEpeJHIX 1 BUCOKUX OiTperTax (~ 16-
500 (x6it / ¢)/xanHamn).
0e3 BTpar:
FLAC - ny1st 06po0Oku 3ByKOBHX apXiBiB Ta 1HIIUX ay/io0, [0 BUMAralTh
BHCOKOI SIKOCTI BIATBOPEHHS.

MOD. MOD - ¢opmar ¢aitnis, po3poOaeHuii 1751 CTBOPEHHS, 30epiraHHs Ta
BIATBOpEHHS My3nuHuX komno3uiiii Ha [IK Amiga. CBoro Ha3By OTpUMaB BiJ TOTO,
10 CTaB MepIuM GopMaToM, 1o 30epirae cBoi hparMeHTH (HAIPUKIIA, CEMILUIN) B
iHImMX  (Qaitax (mpuHOUO MOAyJbHOCTI). dainu 1poro GopmMary MawTh, SK
MIPaBUIIO, PO3IMIUPEHHS .mod.

Koxen daiin popmary MOD mictuth B 001 orrdpoBaHi 3anucy peaabHOTO
3By4aHHs 1HCTPYMEHTIB, Tak 3BaHi cemruii. Kommo3uTtop, sikuii numie B Gopmari
MOD, BUKOPUCTOBYE MPOTpaMy, sKa Ha3MBAETbCS TPEKEPOM, B SIKi BKa3ye, sIKUH
came IHCTPYMEHT, B SIKUH 4ac, KO0 HOTOIO 1 SIKOIO 3 OKTaB MOBHUHEH MPO3BYYATH.
[TocmiOBHICTP HOT 3allUCYEThCS B CHUCOK - TPEK, a KiJIbKa IapajeiabHO
BiI[TBOpIOBaHI/IX TPEKIB YTBOPIOIOTH OJIOK, SIKW HA3MBAEThCS marepHoM. [latepHu,
AK1 CTBOPIOIOTECS KOMIIO3UTOPOM OTPUMYIOTH HOMEpH, HICJST YOTO KOMIIO3UTOP
MOXX€ B JOBUTHHIN q)ole BKa3yBaTH KW MATEpPH 1 KOJIW IMOBUHEH MPO3BYYATH.
CyKymHICTh NAaTEPHIB 1 yTBOPIOE MOAYIIb - (aitn y popmati MOD.

XM. ®opmar XM — ne posmupenuid moayibr MOD, tum ayniodaiity
FastTracker 2, sikuii Oyyi0 BBEZIeHO PO3POOHUKOM - ieMorpymoro Triton.
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XM-daiin € MyIbTICEMIUTIHIOM 3a JOMOMOIOI0 JOCTYIHUX 1HCTPYMEHTIB 3
00'€eMHUM CHUTHAJIOM B TMaHOpPaMHIA OOOJIOHIN, & TaKOX CTHUCIOI CTPYKTYPOIO.
dopmat po3MHPUB CIIUCOK JOCTYIMHUX KOMaH[A €(eKTiB 1 KaHaliB, oaaB 16-01THY
HiATPUMKY 1 3alpONOHYBaB albTEPHATUBHY TAOMUII0 YAacTOT I MOPTAMEHTO
(coci0 BMKOHAHHSI, TIPU SIKOMY HACTyIIHa HOTa HE BiJpazy OepeThcsi TOYHO (B
3BYKO-BHCOTHOMY BIJTHOIIIEHHI), a BHUKOPHUCTOBYEThCS IUIABHUN Tepexia o
NMOTP1IOHOT BUCOTH BiJI MOINEPEIHHOI HOTH).

XM € ocHOBHUM (HhOopMaTOM 151 OUTBIIOCT] TPEKEPHOT MY3UKH.

Konexkuiro ayaiodaiiniB Heooxigno immopryBatu B Unity.

Jia iMnopty HeoOXimHuX pecypciB (aymiodaitniB) Ha Bkiaaui Project B
po3nii Assets  CTBOpIOEMO Mamnky aisi 30epiraHHs ayaiodaitnia «Soundy.
[lepexonumo B mamnky, BuOupaemMo MeHIO «Assets — Import NewAssets» Ta
IMITIOpTYyeEMO HeoOXiaHi aymiodainu (puc. 4.1). B namomy Bumaaxky ue ¢aiin
dbopmarty .mp3.

Ha maneni «Inspector» MOXHa 3a7aTH TTapaMeTpy IMIOPTY ayaiogaiis.

[Ipanopens «Force To Mono» 103BoJis€ BHOpaTH MK MOHO- 1
CTEPEO3BYKOM.

[Tpanopens «LoadInBackground» no3BoJisie 3aBaHTaXeHHS ayaiodailiiB y
(OHOBOMY PEKUMI.

[Ipanopenr «Ambisonic» Bkazye Ha Te, 10 ayaiodaia CTBOPEHO 3a
TexHozoriero Ambisonics.

Crucok «Load Type» mo3Boiisie BKa3zaTH, SKHM YHHOM KOMITIOTEp Oyne
3aBaHTa)XyBaTu naHi 3 (Qainy. [Tapamerp «Vorbis», Bkadye Ha Te, mo Oynue
3aBaHTaXEeHO ayaiodopmar 31 cTUCHEHHAM. KopoTki 3ByKoOBI (hailyin B CTUCHEHHI
HE TOTPeOyIOTh, TOMY IS HUX HeoOxigHO oOpatu BapianT PCM (Pulse Code
Modulation - immynbcHO-KOAOBa MoayJisaiis). [lapamerp ADPCM — e Bapiarti€ero
PCM Tta Hazae G1abl SIKICHUN 3BYK.

BinTBOopeHHsI 3ByKOBHX e()eKTiB

Jns BiatBopenHs 3ByKy B Unity HEoOXiIHO AOJaTH TPU KOMIIOHEHTHU
AudioClip, AudioSource 2 AudioListener.

Komnonent Audio Clip mictuth faHi ayzaio, sKi BUKOPHCTOBYIOTHCS B
mxepenax aynio. Unity mMATPUMYE MOHO, CTEPEO 1 MYJIbTHKAHAJIbHI 3BYKOBI
pecypcu (mo BoceMu KaHamiB). Unity Moke IMIOPTYBaTH Takl THIIH
daiimis: .aif, .wav, .mp3, .ogg. Takox, Unity MOe iIMIOPTYBaTH TPEKEPHI MOTYJI1
3 HACTYHHUX TUMIB QaiiiB: .xm, .mod, .it, .s3m. Pecypcu 3 TpekepHUMH MOAYISIMH
MPaIIOITh TaK camo, sIK 1 Oyab-sKi 1HII ayio pecypcu B Unity, monpasaa 11t HUX
HEJIOCTYIHUM Tneperisig GOpMu CUTHATY B 1HCIIEKTOP1 IMIIOPTY.
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Kommonent Audio Source BinTtBoptoe Audio Clip B cueni. Sxmo Audio
Clip € 3D kninom, gKepeso mporpaeThes B 3alaHOMY MOJIO0KEHH1 B TpocTopl 1 0yae
OPUTTYIIATACA B 3aJIEKHOCTI BiJ BiACTaHi. Ayaio Moke OyTH PO3MOJIICHE IO
KOJIOHKAX 3a JJOTIOMOT00 BiacTUBOCTI Spread 1 TpanchopmyBaTucs Mixk 3D 12D 3a
nonomoror BiactuBocTi Panlevel. MokHa KOHTpOJIOBAaTH 3alIeXKHICTh IHX
edeKTIB BIJ BIJCTaHI 3a JOIMOMOIOK KpHWBHUX 3aracaHHs. [ljis 30araueHHs ayJio
pAny, 10 JKepena MOJKHA 3aCTOCOBYBATH OKpeMi ayaio GpiabTpH.

Komnonent Audio Listener moBoautbcs sk MikpodoH. Bin oTpuMye BX1JHI
JaHi 3 Oyab-sSKOoro Jpkepena 3Byky (Audio Source) B CiieHl 1 Iporpae 3ByKH uepes
nuHaMmikd. Jlns OumebmiocTi gomaTkiB Mae ceHc jpoxaBatu Audio Listener o
roJIOBHOI KamepH - 00'ekTy Main Camera. binbin Toro, 10 Audio Listener moxHa
J0/1aBaTH ayaio ePpeKTH, MO0 3aCTOCYBATH 1X /10 BCIX UyTHUX B CIICHI 3BYKIB.

V kommonenta Audio Listener nemae Bractuocteii. Floro mocuts mpocto
nonatd, MO0 BiH 3ampaifoBaB. 3a 3aMOBUYBAaHHSM, BIH 3aBXIU JOJAETHCS O
00'exkty Main Camera.

Audio Listener mpaitoe B 3B's3111 3 JKepenaMu 3BYKYy (KoMrmoHeHT Audio
Source), 103BOJISAI0YM BaM CTBOPIOBATH aKyCTHYHE OTOUYEHHS B irpax. SAkio Audio
Listener nonano 1o GameObject B ciieH1, TO OyIb-SK1 JOCUTH OJU3bKI JI0 ClIyXaya
JoKepena OyayTh YyTHI B AWMHAMIKax. Y KOXHIM CIIeHI MO)Xe OyTH TIJIbKH OJIMH
Audio Listener 111 KOpeKTHOT pOOOTH CUCTEMHU.

Axmo mxepena y ¢opmati 3D, Toai ciayxad Oyjae IMITyBaTH TOJIOKEHHS,
HIBUJIKICTB 1 opieHTaIii0 3ByKYy B 3D npoctopi. B 2D pexxumi Oyae irHopyBaTucs
Oynb-sika 3D o6poOKa.
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© Inspector

: Sound_Unity_Game Import Settings @,
| Open
Force To Mono L]
Normalize ¥4
Load In Background L
Ambisonic L
Default | ks [ #
Load Type | Decompress On Load %]
Preload Audio Data !
Compression Format | Warbis %
Quality ) 1100 |
Sample Rate Setting | Preserve Sample Rate %
Original Size: 6.6 MB
@ Imported Size: 6.1 MB
Ratiot 91.80%
| Revert || Apply |
Imported Object
z Sound_Unity_Game &,

Sound Unity Game

chill

chiZ,

Vorbiey I L0 0 HZ) Stereoy 02°530065

Pucynox 4.1 — Immopt ayaiodaiiny

BinTBopenHs ayaiokiainmy

Hanamryemo 3Byk B Unity. AudioClip Bxxe iMnopToBaHo, 10 KaMEPH A0JAHO
koMmrnioHeHT Audio Listener 3a 3amMoB4yBaHHSM. 3alUIINAIOCS JOJATH TUIBKU
koMnoHeHT Audio Source.

Audio Source BHucTynae B poJii KOHTpPOJIEpa, KM 3allyCKae 1 3yMHUHSE
BIJITBOPEHHS Ay I1OKJIIITY.
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Jlnst cTBOpeHHst HOBOTO JKepena 3ByKy Audio Source HeoOXigHO BUOpaTh
nyHKT MeHI0 «GameObject— Create Empty».

Ha nanem «Hierarchy» Buainite moiHo ctBopeHuit GameObject. Ha
naneni «Inspector» 3a nonomoroto kHonku «Add Component— Audio— Audio
Source» nopaiite komrnoneuTt Audio Source.

Pucynok 4.2 — BnactuBocti komnoHeHTy Audio Source

Ha naneni «Inspector» Bkaxith Biactubictb AudioClip komnonenta Audio
Source (ayamiokmin, sikuil Tpeda npociayxatu). st 1boro HeoOXiAHO NEPETITHYTH
daiin 31 3BykoM 31 BkiaJiku Project na yapynky AudioClip naneni «Inspectory.
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© Inspector [ Services o=
'.;:‘ o GameObject [[] static =
Tag | Untagged 4+ | Layer | Default 4|
¥ .~ Transform (P
Position X -9.879544 Y -6.782977 | 2/0.004998922
Rotation X0 Yo Zo
Scale Xi1 Yl Zl1
v ] ¥ Audio Source @
AudioClip “Sound_Unity_Game ©
Output ‘None (Audio Mixer Group) @
Mute |
Bypass Effects L
Bypass Listener Effects =
Bypass Reverb Zones L]
Play On Awake i
Loop L]
Priorit . 128
< High = Low
Volume ®
Pitch 9 1
Stereo Pan r 0
Left Right
Spatial Blend 0
£ %0 3B
Reverb Zone Mix O |1

» 3D Sound Settings

l Add Component J

Pucynok 4.3 — Bnactupicte AudioClip komnonenta Audio Source

Bcranosits npamnopiii Play On Awake ta Loop, 000B's13k0B0O nepexkoHanTecs,
1o npamnopet Mute 3HATO.

Mucneryep AudioManager

Audio Manager (MeHemKep 3BYKIB) JI03BOJSIE  HAJAIITOBYBATU
MaKCHUMaJbHY T'y4HICTh BCIX 3BYKIB, 5Kl Oyze BigTBOopeHO B cueHl. {06 Biakputu
e meHemxkep, BuOepiTh MyHKT MeHIO «Edit — Project Settings — Audio» (puc.
4.4).

Baacrusocti nucneryepy AudioManager:

Global Volume.I'yuHicTb BCiX 3BYKIB.

Volume Rolloff Scale. BceranoBnioe rnoOanbHMI  (aKTOp  CTyHEHS
3aracaHHs JUid JIOTapupMIYHUX 3racarouux JKepeln 3ByKy. Uum Bulle 3Ha4YeHHS,
TUM UIBUALIE TYYHICTh OyJe 3aTyXaTd, 1 HaBIaKW, YAM MEHIIE 3HAYCHHS, TUM
NOBUIbHINIE BOHA OyzAe 3aryxatu (Mpu 3HaueHHI | Oyae IMITOBaHO «peanbHUI
CBIT»).
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Doppler Factor. Crymiap uyTtHOCTI edekty Jomnepa. Edekr
BiKiIFOueHH pu 3HaveHH1 (. 1 o3Hadae, mo edexT Oyae T0CUTh 100pe YyTHO IS
00'eKTIB 3 BUCOKOIO HIBUAKICTIO TIEpEeCyBaHHS.

Default Speaker Mode. Bu3nauae pexuMm JUHaAMIKIB JJIS  Balloro
MPOEKTY. 3a 3aMOBUYBaHHSIM Ma€ 3HAYEHHS 2 - CTEPEO KOJIOHKHU.

System Sample Rate. Buxigna gacrora BuOipku. SKiio BCTaHOBJIEHO
3HadyeHHs 0, Oyje BUKOPUCTOBYBATUCA KOE(DIIIEHT BHUOIPKH CHCTEMHU. Takox
3ayBaXKTe, IO JUIIE JesKl MIaTGOpMH J103BOJSIOTH 3MIHUTU L€ Mapamerp,
Hanpukiana, 10S abo Android.

O Inspector | Services - =
AudioManager @ =
‘- : Open
Global Volume B
Volume Rolloff Scale 1
Doppler Factor i1
Default Speaker Mode | Stereo )
System Sample Rate 0
DSP Buffer Size | Default i
Max Virtual Voices {512
Max Real Voices 3z
Spatializer Plugin | None 8
Ambisonic Decoder Plugin | Mone $
Disable Unity Audio LJ
Virtualize Effects i

Pucynok 4.4 — lucnieruep AudioManager

DSP Buffer Size. Po3mip DSP Oydepa mMoxHa BCTaHOBUTH IS
ONTUMI3allli MIXK JJATEHTHICTIO 1 TPOIYKTUBHICTIO.

Default. Po3mip 6ydepa 3a 3aMoBUyBaHHIM

Best Latency. Kparia naTeHTHICT 32 paXyHOK 3HI)KEHHS TTPOYKTHBHOCTI

Good Latency. bananc Mix JIaTEHTHICTIO 1 IPOIYKTUBHICTIO

Best Performance. Kpama mnpoayKTUBHICTh 3a paxyHOK MOTIPIICHHS
JATEeHTHOCTI.

Max Virtual Voices. KinbkicTh BIpTyaldbHHX TOJIOCIB, SKHUMH Kepye
aymiocucteMa. lls BemmumHa 3aBXKAM TOBUHHA OyTH OUIBIIOK, HIXK KUIBKICTh
TOJIOCIB y Tpi. SIKIIO Hi, B KOHCOJI 3'SIBUTHCS MOTMEPEIKCHHS.

Max Real Voices. KinbKkicTh peanpbHUX TOJOCIB, SKi MOXKHA TPOTPaBaTH
OJIHOYACHO. Y KOKHOMY KaJipi OyAyTh BUOpaHI HAUTYYHIII TOJOCH.

Spatializer Plugin. Tinbku ans Bepcii Unity Pro

Ambisonic Decoder Plugin. Tinbku nis Bepceii Unity Pro
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Disable Audio. Bigkmouae aymiocucremy B standalone 36ipkax. Bpaxyiite,
110 1€ TAaKOX BIUTMBAE Ha 3Byku MovieTexture. ¥V pemakropi ayiio cuctema Bee I11e
Oyzae mpairoBatu 1 OyJe MATPUMYBATU MOMEPEAHIN ayAlo KIIMiB, aje BUKIUKU
AudioSource.Play 1 playOnAwake He OynyTh 00poOsiTHCS, 100 1MITYBaTH
MOBEJIIHKY ayJio cuctemu standalone 30ipku.

Disable Unity Audio. Bigkitouenns 38yky B Unity.

Virtualize Effects. Bipryanizaiis 3BykoBux e(eKTiB.

AKTHBaLis 3BYKOBHUX e()eKTIiB 3 KOIY

Bu moseTte nporpaBatu oOpaHuii ayaiokJiin, Bukopuctoryrouu Play, Pause 1
Stop. Bu Takoxx MokeTe HaJalITOBYBaTH HOTO TYYHICTh MiJl Yac BIATBOPEHHS,
BUKOPHCTOBYIOUHM BJIAcTUBICTh volume, a0 mepemMoTyBaTH, BUKOPHUCTOBYIOUU
time. [Ipu Buxopuctanui PlayOneShot na oqnomy AudioSource MoxyTh OyTu
mporpasi Bigpa3y Kijgbka 3ByKiB. Bu MokeTe mporpaBaTu KTl B CTATUYHIN TOYIIl B
TpUBUMIpHOMY TIpocTopi, BukopuctoBytoun PlayClipAtPoint.

AudioSource.Play

public void Play (ulong delay = 0);
public void Play (ulong delay = 0);

IMapamerpu:

delay @param delay 3atpumka, BHUMIPIOETBCS B KUIBKOCTI CEMILTIB,
BUKOPHCTOBYIOUHM YacTOTOIO AMCKperu3auii (4actoTy cemrumoBanHs) 44100 '
(maroum Ha yBa3i, mo Play (44100) 3a6e3meuuTh 3aTpUMKY PiBHO B 1 CEKyHIY).

AudioSource.Play nporpae clip 3 3aTpuMKO¥0 miepe 1 T0YaTKOM BiITBOPEHHS
(OTIIIOHATIBEHO).

Cnin 3ayBaxkuTH, 1m0 mapameTp 3arpumku delay 3actapiB. 3aMicTh HBOTO
BUKOpHUCTOBYeThbca Oinmbin HOBa (yHKIia PlayDelayed, sxa 3amae 3aTpumky B
CEKyH/Iax.

Jlns nocsirnenHst Tounoro BiaTBopeHHs AudioClip 3 BimMinHOO Bijx 44.1 kI'1t
4aCTOTOI AUCKPETH3allii, CJIiJI CAMUM POOUTH BIATIOBIHI OOYMCIICHHS. 3aTpUMKa
Ha jpkepeni ayaio 3 npus'szanuM AudioClip 3 4acTOTO JTUCKpETU3allii, CKaKiMo,

32 k', 3 16k cemmutamu (0.5 cekyHn) 3A1HCHIOETRCA 3a noroMororo Play (22050).
((44100/32000) * 16000 = 22050

using UnityEngine;
using System.Collections;
[RequireComponent(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour {
void Start() {
AudioSource audio = GetComponent<AudioSource>();
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audio.Play();
audio.Play(44100);

}
}

Cnin Takox 3ayBakut, 1o AudioSource.PlayScheduled API 3a6e3ne4ynTh
O11bIII TOYHUM KOHTPOJIb 111 Yac MPOTrpaBaHHs 3BYKY.

AudioSource.PlayScheduled
public void PlayScheduled(double time);
ITapamerpu:

time @param time Yac B cexyHmax Ha aOCOMIOTHIN YacOBI# MIKaJTi, HA KA
nocunaetbesi AudioSettings.dspTime sik Ha yac moyaTky BiATBOPEHHS 3BYKY.

AudioSource.PlayScheduled nporpae clip B 3amanuii yac Ha aOCOJIOTHIN
yacoBii mkani 3 AudioSettings.dspTime.

e xpammuii crmocid posminieHHs AudioClips B My3WyHUX MporpaBayax,
OCKUJIbKY BIH HE 3aJICKHUTh Bl YaCTOTH KaJPIB 1 1a€ ay1I0CUCTEMI JTIOCUThH Yacy, 1100
MIJTOTYBaTH BIITBOPEHHS 3BYKY IPU OTPUMAaHHI MOTr0 3 JUKEpena, /1€ BIAKPUTTSA 1
Oydepuzariisi 3aiimaroTh Oarato 4Yacy (IIOTOKOBE BIATBOPEHHs) 0€3 pamToBHX
MiKOBUX HaBaHTaxkeHb Ha CPU.

using UnityEngine;
using System.Collections;
[RequireComponent(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour {
public float bpm = 140.0F;
public int numBeatsPerSegment = 16;
public AudioClip|[] clips = new AudioClip[2];
private double nextEventTime;
private int flip = 0;
private AudioSource[] audioSources = new AudioSource|2];
private bool running = false;
void Start() {
inti=0;
while (i <2) {
GameObject child = new GameObject(''Player");
child.transform.parent = gameQObject.transform;
audioSources[i] = child. AddComponent<AudioSource>();
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it++;
}
nextEventTime = AudioSettings.dspTime + 2.0F;
running = true;
}
void Update() {
if (!running)
return;
double time = AudioSettings.dspTime;
if (time + 1.0F > nextEventTime) {
audioSources|flip].clip = clips[flip];
audioSources[flip].PlayScheduled(nextEventTime);
Debug.Log(""Scheduled source " + flip + " to start at time " +
nextEventTime);
nextEventTime += 60.0F / bpm * numBeatsPerSegment;
flip =1 - flip;
3
}
}

[Tpuknan AudioSource.SetScheduledEndTime nemoHCcTpye, K MOXKHa
MporpaBaTH 3ByKO3aIucu 0e3 rnepexoaiB MK HuMHU. [linxin noysrae B Tomy, o0
MaTH JBa JDKEpelia aylio 3 MPUB'SI3aHUMH KITINMaMH 1 CKIIaaTh 4epry sl KOXKHOTO
KJIITy, BUKOPUCTOBYIOUH HOTO JIXKEPEIO.

AudioSource.SetScheduledEndTime

public void SetScheduledEndTime(double time);
ITapamerpu:

time @param time Yac B cekyHaax.

3MiHIOE Yac, B SIKUM 3BYK, BJK€ 3aIUIAaHOBAHUI Ha BIATBOPEHHS, 3aKIHUMUTH
BIATBOPEHHS. 3BEpHITH yBary, IO B 3aJIEKHOCTI B 4Yacy, HE KOXKEH 3aluT Ha
neperaHyBaHHS MOKe OyTH BUKOHAHUIA.

Cnin mam'aTaTy, 110 3aJaHHi Yac 1€ BCe IIle Jac Ha aOCOIOTHIN 4YacoBIH
IIKai, 110 O3HAa4ya€ 3yMHUHKY BIJTBOPEHHS 3BYKY NpPH JOCATHEHHI I[HOTO 4Yacy,
HE3aJIe)KHO BiJl TOTO, KOJM BiH MOYaB BiITBOPIOBATHCS. Tak, SKIIO y Bac € 3BYK
JOBKUHOIO 5 CeKyH] 1 BM XO4eTe MporpaTu Horo B MoMeHT T i 3ynuHUTH depes 3
CEeKyHJIH (TOOTO 3ariaymIuTH OCTaHHI 2 CEKYH/IM 3BYKY), BaM CII1J] 3aJaTH Yac KiHI
BiaTBopeHHs sk T + 3. Lg pyHKiis Moxke OyTH KOpHUCHA B MY3UUHUX CUCTEMAaX Jis
MOJIOJIAHHSL PO3PUBIB y CHUTHalaX, BUKIMKAHUX KOJAEKaMH 3 BTpaTamu, SsKi
IPALOIOTh MO KaJapaM.
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using UnityEngine;
using System.Collections;
[RequireComponent(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour
{
public AudioClip sourceClip;
private AudioSource audiol;
private AudioSource audio2;
private AudioClip cutClip1;
private AudioClip cutClip2;
private float overlap = 0.2F;
private int lenl = 0;
private int len2 = 0;
void Start()
{
GameODbject child;
child = new GameObject(''Playerl");
child.transform.parent = gameObject.transform;
audiol = child.AddComponent<AudioSource>();
child = new GameObject(''Player2");
child.transform.parent = gameObject.transform;
audio2 = child.AddComponent<AudioSource>();
int overlapSamples;
if (sourceClip != null)
{
lenl = sourceClip.samples / 2;
len2 = sourceClip.samples - lenl;
overlapSamples = (int)(overlap * sourceClip.frequency);
cutClip1l = AudioClip.Create(''cutl', lenl + overlapSamples,
sourceClip.channels, sourceClip.frequency, false, false);
cutClip2 = AudioClip.Create('' cut2', len2 + overlapSamples,
sourceClip.channels, sourceClip.frequency, false, false);
float[] smp1 = new float[(lenl + overlapSamples) *
sourceClip.channels];
float[] smp2 = new float[(len2 + overlapSamples) *
sourceClip.channels];
sourceClip.GetData(smpl, 0);
sourceClip.GetData(smp2, lenl - overlapSamples);
cutClipl.SetData(smpl, 0);
cutClip2.SetData(smp2, 0);
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else

{
overlapSamples = (int)overlap * cutClip1l.frequency;
len1 = cutClip1l.samples - overlapSamples;
len2 = cutClip2.samples - overlapSamples;

3
3
void OnGUI()
{

if (GUL.Button(new Rect(10, 50, 230, 40), "Trigger source'))
audiol.PlayOneShot(sourceClip);

if (GUL.Button(new Rect(10, 100, 230, 40), "Trigger cut 1"))
audiol.PlayOneShot(cutClip1);

if (GUL.Button(new Rect(10, 150, 230, 40), "Trigger cut 2"))
audiol.PlayOneShot(cutClip2);

if (GUL.Button(new Rect(10, 200, 230, 40), "Play stitched"))
{
audiol.clip = cutClip1;
audio2.clip = cutClip2;
double t0 = AudioSettings.dspTime + 3.0F;
double clipTimel = lenl;
clipTimel /= cutClip1l.frequency;
audiol.PlayScheduled(t0);
audiol.SetScheduledEndTime(t0 + clipTimel);
Debug.Log("t0 ="+ t0 + ", clipTimel =" + clipTimel + ",
cutClip1l.frequency =" + cutClip1.frequency);
Debug.Log(" cutClip2.frequency =" + cutClip2.frequency +
", samplerate =" + AudioSettings.outputSampleRate);
audio2.PlayScheduled(t0 + clipTimel);
audio2.time = overlap;

}

AudioSource.time
public float time;

[To3umisi BIATBOpPEHHS, B CEKyHAaX. BHUKOPUCTOBYETHCS Ui 3YUTYBaHHS
IOTOYHOTI'O Yacy BIATBOPEHHs a00 JJIsl IEPEMOTYBAaHHS HA HOBUM Yac B1AITBOPEHHS.
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using UnityEngine;
using System.Collections;

public class ExampleClass : MonoBehaviour {
AudioSource audio;

void Start() {
audio = GetComponent<AudioSource>();

}

void Update() {
if (Input.GetKeyDown(KeyCode.Return)) {
audio.Stop();
audio.Play();

;
Debug.Log(audio.time);

}

AudioSource.clip
public AudioClip clip;
OO6panwuii 3a 3amoBuyBanHsAM AudioClip ans mporpaBaHHs.

using UnityEngine;
using System.Collections;
[RequireComponent(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour {
public AudioClip otherClip;
IEnumerator Start() {
AudioSource audio = GetComponent<AudioSource>();
audio.Play();
yield return new WaitForSeconds(audio.clip.length);
audio.clip = otherClip;
audio.Play();

}
}

AudioSettings class in UnityEngine
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KonTposnioe 3aranbHi HalamTyBaHHA ayJio 3 CKPUMNTA. BCTaHOBIIOE BUXiJ
JUTSL TUHAMIKIB.

CraruyHi 3MiHHI:
driverCapabilities. IloBeprac MoxnIMBI KOH(}Iryparii AUHAMIKIB s
MOTOYHOTO ayJlio ApaiBepa.

using UnityEngine;
using System.Collections;

public class ExampleClass : MonoBehaviour {
void Example() {
AudioSettings.speakerMode = AudioSettings.driverCapabilities;

}
}

dspTime. [ToBepTae moTOYHUIA Yac ayi0CUCTEMH.

Ils BenmuMHA 3a/a€ThCA B CEKYHJAX 1 I'PYHTYEThCS HAa PEAIbHOMY YHCII
ceMIuTiB (KpOKiB IUCKPETHU3AIlii), 1K1 00pPOOIOIOTHCS ayA10CUCTEMOIO 1, BIIMIOBIIHO,
BOHAa Habararo TOYHIIA, HIK 4Yac, OTPUMaHUWA 3a JOMOMOTOK BJIACTHUBOCTI
Time.time.

using UnityEngine;
using System.Collections;
[RequireComponent(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour
{

public double bpm = 140.0F;

public float gain = 0.5F;

public int signatureHi = 4;

public int signaturel.o = 4;

private double nextTick = 0.0F;

private float amp = 0.0F;

private float phase = 0.0F;

private double sampleRate = 0.0F;

private int accent;

private bool running = false;

void Start()

{

accent = signatureHi;
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double startTick = AudioSettings.dspTime;
sampleRate = AudioSettings.outputSampleRate;
nextTick = startTick * sampleRate;

running = true;

}
void OnAudioFilterRead(float[] data, int channels)
{
if (running)
return;
double samplesPerTick = sampleRate * 60.0F / bpm *
4.0F / signatureLo;

double sample = AudioSettings.dspTime * sampleRate;
int dataLen = data.Length / channels;

int n =0;
while (n < dataLen)
{
float x = gain * amp * Mathf.Sin(phase);
inti=0;
while (i < channels)
{
data[n * channels + i] += x;
it+;
}
while (sample + n >= nextTick)
{
nextTick += samplesPerTick;
amp = 1.0F;
if (++accent > signatureHi)
{
accent =1;
amp *= 2.0F;
}
Debug.Log("Tick: " + accent + "/"
+ signatureHi);
}

phase += amp * 0.3F;
amp *= 0.993F;
n++;
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outputSampleRate. 3uutye a00 BCTAaHOBIIOE TMOTOYHY MIBUAKICTH
BUBEJICHHS MiKIIIEepa.
speakerMode. BcTanoBitoe ab0 3UunTye MOTOUHY KOH(DIrypaliito TUHAMIKIB.

KoHTpoJibHI 3anuTaHHA

e Jlna yworo B Unity 3D BukopucroBytothcsi kommnoHeHTH AudioClip,
AudioSource, AudioListener?

o Sxum uynnom B Unity 3D 31iliCHIOETHCST aKTHBAIII] 3BYKOBHX €(eKTiB?

e Hasgith komnonenT Unity 3D asnst po60TH 31 3ByKOM.

e Jlnsa yoro B Unity 3D BukopucroByetbest AudioManager?

e Ha3BiTh OCHOBHI eTanmu HalAITyBaHHSA IEHTPAJIBHOTO AHCIIETYEpa
ynpasiiHHs 38yKoM B Unity 3D.
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JIEKIISA NeS
TEMA: <KAHIMALISA OB’EKTIB B UNITY 3D»

AHoTAaliA

Jleknis 3HaHOMUTH 3 OCHOBHMMM IIOHATTIMHU aHIMAaIlll Ta TUIIAMUA aHIMaIll
00’extiB B Unity 3D.

Merta Jekuii

O3HalOMUTHU CTYICHTIB 3 OCHOBHUMHU THUIIaMU aHIMarlii 00’ ekTiB B Unity 3D.
PosrnsHyTi MeTOIM aHIMAallisl TBEPOTO Tija, aHIMaIlisl Ha OCHOBI CKeJieTa, aHiMaIlli
cripaiiTamu (OKpeMi CIpalTH, aTjiac CIpalTiB), aHIMaIIll, 1[0 3aCHOBaHa Ha (13Ul
(BukopuctanHs  (izuuHoi cucremu Unity), BigeoaHiMmanii (BIATBOpEHHS
Bieo(ailsliB y BUTIISAAI aHIMOBAaHMX TEKCTYyp), aHIMallli YaCTUHKaMH, aHIMaIlis 3a
JI0TIOMOT010 crucTeMu Mecanim, aHiMallii mepcoHaxiB.

OuikyBaHi pe3yJbTaTH

ChopmyBatu y CTyAEHTIB 3HaHHs IIOAO peaji3alii B IFPOBUX J0AATKax
OCHOBHHUX THIIIB aHiIMallii 00’€KTiB, aHIMallli MEPCOHAXiB, 3aCTOCYBAaHHS aHIMaIlil
IpeaMeTiB 3a JOMIOMOTr0I0 cucTeMu Mecanim.

Tunu animanii 00’exriB B Unity 3D

Unity 3D miaTpumye HAcTymHI THIM aHIMallli: aHiMaIlis TBEpJIOro Tijia,
aHIMaIlisi Ha OCHOBI CKeJieTa, aHiMmalli chpaidtamMu (OKpemi CIpalTd, atiac
CIIpalTIB), aHIMaIlisl, 10 3aCHOBaHa Ha (i3uIl (BUKOpUCTaHHS (PI3UYHOI CHCTEMHU
Unity), Bizeoanimariis (BiATBOpeHHS BifieodaiisiiB y BUTJISAA1 aHIMOBAHUX TEKCTYD),
aHIMaIlis YaCTUHKaMH, aHIMaIlis MePCOHAXIB 3a JIOMOMOT0r0 cucTeMu Mecanim.

AHiMauis TBepAOro Tijia

AHIMaLlig TBEPAOrO Tida BHUKOPUCTOBYETHCS JMJII CTBOPEHHS TOTOBUX
MOCIIOBHOCTEH aHiMallii, sIKi MepeMillyoTh a00 3MIHIOIOTh BIaCTUBOCTI 00'€KTIB,
3 ypaxyBaHHSM TOTO, 10 00'€EKTH € €TUHUM ITiJTHM.

[Ipu animamii TBEpAOro TiNAa 3MIHM B KIIOUOBUX KaJpaxX MOIIHPIOIOTHCA
TITBKH Ha 1111 00'€KTH 1 iX BIACTUBOCTI BUCOKOTO PiBHSA. BOHU HE CTOCYIOTHCS MMijT
BJIACTUBOCTEH 1 BHYTPIIIHIX KOMIIOHEHTIB 1 HE 3MIHIOIOTh CyTi 200 BiacHOi hopMu
00'eKTiB.

96



Jlekuii Ta MeToIMKA TX IPOBEACHHS
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

AHiMaNifg HA OCHOBI cKeJieTa

Ie#i Tvm aHiMaIii 3MIHIOE B KITFOYOBUX KaJpax HE CTAHOBUIIE, OOepTaHHS 200
MaciiTad 00'ekta, a pyx 1 Aedopmaliiro HOro BHYTPIIIHIX YacTHH. Sk mpaBuio,
aHIMaIlisi Ha OCHOBI CKeJieTa CTBOPIOETHCS SIK MOBHA IMOCIIAOBHICTH aHIMalli B
nporpami 3D-monemoBaHHs Ta IMIIOPTyeThess B Unity sk yactuHa (aiiiny, skui
MOXke OyTh 00poOJIeHHH 1 TOCTYITHUM 3a JOTIOMOTOI0 CUCTEMU aHIMarllii Mecanim.

AHimMalis cnpairamMmu

AHIMaIIs CKJIaIa€ThCs 3 MOCTIAOBHOCTI 300pakeHb ab0 KaapiB 1 mporpae ix
B MOTPIOHOMY TOPSIKY 1 3 3aJIaHOI0 IIBUJKICTIO JUIsl OTPUMAaHHS Oe3MepepBHOI
agiMari.

AHiMauisi, o 3acHoBaHa Ha ¢i3uni (BUxkopucTaHHsa GizM4HOI cucTeMHn
Unity)

Tun animanii, sskuil 103BOJIE€ KEPYBATH MOBEIIHKOIO 00’ €KTIB 3a JOTIOMOTOI0
¢i3uynoi cucremu Unity. Hanpuxknaa, maainHa o0'ekTa Ha 3eMITIO MMiJ €K CUIIU
TSKIHHSL.

Bineoanimauia (BixTBopeHHsi BigeodaiyiiB y BHIVISAAI AHIMOBAHUX
TEKCTYP)

MoOXIMBICTh BIATBOPIOBATH Bijieodaili y BUTJISAAI aHIMOBAaHUX TEKCTYp SIK
Ha HACTIIBHHUX IUIaTGopMax, Tak 1 Ha MOOLIBHUX HPUCTPOAX, Takux gk 10S 1
Android.

AHIiMaIis YaCTHHKAMHU

Buxopuctanns cucremu yactuHok ctopikeH (Shuriken particle system) as
CTBOpEHHS 0Ly, CHITY, (heepBepKiB, ICKOpP 1 B 1HIIOI HEeMaTepiadbHOI aHiMaIii 3
0€371YYI0 PyXOMUX YaCTHUHOK.

AHiMallisi mepcoHaxiB 3a 10OMOror cucreMu Mecanim

MOXIMBICTh CTBOPIOBATH aHIMOBaHI MEPCOHAX1 3a JOMOMOTOI CHUCTEMHU
agiMaiii Mecanim.

Unity npomnoHye MIMPOKHMA CIIEKTP IHCTPYMEHTIB Ui CTBOpeHHS aHiMarii. L1
IHCTPYMEHTH Ha3MBaIOTHCS BOYJOBAaHUMHM (PYHKIIISIMU aHIMaIlli, BOHU BKJIIOUAIOTh
B ce0e HaACTyIIHE:

1. Pemaxtop animanii Unity (Unity animation editor) nns animarii TBepanx
TiJ1, HAIPUKIAJ JJi CTBOPEHHs ABEped, Kamepu, M0 JdiTae, miaaTdopmu midra i
1HIIIOTO;
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2. Cucrema 4aCTUHOK cmleeH (Shuriken partlcle system) JUISL CTBOPEHHS
J01ITy, CHIry, (heepBepkiB, ICKOp 1 B 1HINOI HEMaTepiaabHOI aHIMarii 3 0e3Iu4io
PYXOMHX YaCTUHOK.

Bikno animanii Animation window

Bikno animariii (Animation window) - 11e moBHO(YHKIIOHAJILHUM PeIaKTOp
aHiMarrii. BiH 103BoJisie BAKOHYBATH aHiMalliro 00'ekTa Ipy B 4aci, 30epirarouu JaHi
PO aHIMAIIiI0 y BUTJISIZII OKPEMOTO HE3aJIe)KHOT'O aKTUBY, SIKU HA3UBAETHCS KIIITIOM
aniMarii (animation clip), B manesi npoekry.

Jns  nemoHcTpamii poOOTH BiKHA aHiMalli CTBOPUMO JITAalO4y Hajl
naHamadToM Kamepy.

Jisa cTBopeHHs naHmadTy HEOOXiTHO JoAaTH B BikHO «Scene» 3D Object
«Terrain» Bubpasmm meHio «Game Object 3D Object — Terrain».

Jam HeoOXigHO 3amaTu oMy TekcTypy. s mporo B 1HCIEKTOpP1 0O'€KTIB
HATUCKAEMO Ha MEeH3JMK a noTiM Ha kHonky Edit Textures. O0upaemo mynkt Add
Texture.

Binkpuerncs BikHO momaBanHs TekcTyp 10 00'ekty Terrain «Add Terrain
Texture».

V BikH1 «Add Terrain Texture» Hatuckaemo «Select Texture 2D .

V BikHi «Select Texture 2D» BuGupaeMo TeKCTypy, HOKHUMAEMO Ha KHOIKY
«Add» Ta nogaemo ii 10 00'exty Terrain.

Jlist ctBOpeHHs Kamepu ckopuctaeMocst MeHIo «GameObject—Cameray.
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1106 BiAKpWTH BIKHO aHIMAIll JJII CTBOPEHHS KJIIOYOBHX KaJpiB aHIMaIlii
ckopuctaiitecss MeHIO Window — Animation (a60 HaTUCHITH KOMOITHAI[IFO KJIABIIII
Ctrl + 6 na xnaBiarypi).

JI1st CTBOpEHHS KJIFOYOBHUX KaJIpiB aHiMallli 00'ekTa rpu BUOEpITh 00'€KT Ha
cuieHi abo B mauneni iepapxii. [lotiMm HatucHiIT, Ha kHONIKY Add Property y BikHI
aHiMarlii. /{7 cTBOpeHHS aHIMOBAHOI JIITal0u01 KaMepy BUOEPITh KaMepy CIICHH, a
noTiM HaTucHITH Add Property y BikHi animariii. Jlam Unity BuBene giaisorose
BIKHO /IS 3a3HAYE€HHS MICIS pPO3TalllyBaHHS B MAaMIli MPOEKTY JaHWX aHiMarlli
(kmimmy aniMarii), 3aBlaHHS MOro 1MEHI 1 MIATBEP/PKCHHS. 3ajaiTe iM's aHiMarlii
Animation.anim.

[Ticns mporo Unity cTBOPUTH 1Ba aKTUBH: aKTUB aHIMAIIIMHOTO KTy (SIKHIA
MICTUTh JaHl BCIX KJIIOYOBI KaJpiB) 1 aKTHB KOHTpoJjepa aHiMmaiii (Animation
Controller), sikuii € npus'sa3koro 10 cuctemu Mecanim.

€ Unity 2017.1.111 Personal | (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> = o X
File Edit Assets GameObject Component Window Help

M + FEAE D> 11 i) [ coten - JIL W accoure - JMcovers—Piavour -]

Timeline .= © Inspector | Services A=

@ Project | O console

¥ G Assets
> & AssetBundleBrowser

& Atlas

¥ G Standard Assets
¥ & Effects

& ImageEffects

Pucynok 5.2 — CtBopeHHs KMy aHiMalii Animation.anim

[Io6 aHiMyBaTH MOJIT KaMepH, HATUCHITH Ha KHOTIKY Add Property y BikH1
aHIMaIlii 1 3 KOHTEKCTHOIO MEHIO BHOEpITh KaHadu I aHiMaIli. 3oKpema,
HATUCHITH KHOMKY «+» 1 nepeiiaite 70 Transform. IToTiM Bu MokeTe nepeiitu abo
no kanany mosnoxkeHHsi (Position), abo mo kanamy oOeptanus (Rotation). Ilpu
IIbOMY Y BIKHI aHiMaIlii OyayTh JoAaH1 JIBa KaHaIu (IOJOXKEHHS 1 00epTaHHs), SIKi
Ternep MOXYyTh OYTH aHIMOBaHI.

Kanan - 11e npocTo BIacTUBICTh, 3HAUEHHSI SIKE MU MOKEMO MPUB'A3aTH 10
KITIOYOBHX KaJIpiB.

3a 3aMOBYYBaHHAM JJIs1 000X KaHAJIB MOJOXKEHHS 1 TOBOPOTY aBTOMAaTUYHO
TEeHEPYIOTHCS JBA KIIFOYOBHX KaJpa: OJIMH KaJp Ha TToyaTKy aHiMmariii (dac: 0 cekyH)
1 onuH B KiHII ("ac: 1 cekyHzaa).

99



Jlekuii Ta MeTOMKA 1X IPOBENACHHS
«TexHom0Tii po3p00KN KPOC-IIATHOPMHHUX KOMIT IOTEPHUX irop»

I Cepushuet GRS i
Pucynok 5.3 — CTBopeHHs KaHaTiB aHiMalii

MosxHa Bpy4YHY CTBOPUTH KJIIOUOBUH Kajp I 3alHUCy CTaHy Oylb-SKOTO
kKaHanmy (a0o Bcix KaHamiB) Juisi Kamepu. i IbOro HEOOXiIHO MEPEeTATHYTH
POMOOBUIHI 3HAYKU KJIIOUOBUX KaJpiB Ha IIKaJl Yacy, 3MIHIOIOYM JJI HUX Yac.
Takox Mo>kHa poIyOI0BaTH 1X 3a fonomororo komoinamii kinasim Ctrl + C 1 Ctrl
+ V 1 Bupanuty BUOpaHi KJIKOYOBI Kajpu 3a jaonomororo kinasim Backspace a6o
Delete.

Dopesheet

Pucynok 5.4 — CTBOpeHHS KIIOYOBUX KaJpiB aHIMaIli
B Unity icHye MOXIMBICTh T€HEPYBATH KIIOUOBI KaJph aBTOMATUYHO,
IPYHTYIOUHCH Ha pyXax 00'€KTIB B CIEHI.
Jnst mporo HEOOXITHO MOMICTUTH TOB3YHOK aHIMalli y BIKHI aHiMmarii B
nmonoxeHHs 0, a TOTIM MOBEPHYTH O0'€KT Kamepu B CIIHI B ii OakaHe BHUXiJIHE
MOJIOXKEeHHsT 1 opieHTarito. Unity aBTOMaTUYHO 3amlMINe IOJOKEHHS 1 MOBOPOT
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KaMmepu JUisi KaHaTB Ha OOpaHWii BaMM MOMEHT dYacy. [loBTOpiTh 1ieil mporec
reHeparii KJIto4iB KaJpiB, 0 BU3HAYAIOTH MOJ0KEHHS 1 TOBOPOT I KaMepH, JUis
KOXHOTO 3 MOMeHTIB 4acy: 0:10, 0:20, 0:30, 0:40, 0:50, 1:00.

© Inspector
o Main Camera [ | Static =
Tag | MainCamera : | Layer | Default s |
¥ .~ Transform L &,
Position X8.69 |Y 657 [Z-246 |
Rotation X111.565 |Y D 1Zo ]
Scale X 3.0864Z ¥ 1.4684¢ Z 147171

Pucynoxk 5.5 — IlosoxeHHsI 1 TOBOPOT KaMepH JJIsl KaHaJIIB Ha OOpaHUid
MOMEHT Yacy

Unity Mae mupoKuii J1arma3oH NONEPeaHbO MATOTOBIEHUX CUCTEM YaCTUHOK
JUISL CTBOPEHHS HalOUIbII MOMIMPEHUX e(eKTiB, TAKUX K BUOYX, BOTOHB, Map abo
auMm. J{7st oTpuMaHHs AOCTYMY A0 KX e(eKTiB iX HeoOxiaHo iMnopTyBatu 10 Unity-
MPOEKTY 3a onoMoror MeHio Assets ->Import Package— Particle Systems.

Import Unity Package n

ParticleSystems

»

¥ o G standard Assets

¥ & G crossPlatformInput —

[=ler latf idelines.txt e

¥ o Gaprefabs e

¥ L4 carTiltControls.prefab G

¥ L4 DualTouchControls prefab GE

¥ L4 MobileAircraftControls prefab e

¥ 1. MobileSinaleStickControl prefab et

¥ L. MobileTiltControlRia.prefab =

¥ o G scripts (rev]

¥ [¢:| AxisTouchButton.cs e

¥ [ ButtonHandler.cs i §

¥ (G| CrossPlatformInputManager.cs —

¥ [ InputAxisScralibar.cs i |

¥ [c:130stick.cs e

¥ [ MobileControlRia.cs i |

v ¥ GiplatformSpecific { e |

o || MobileInput.cs {HEn ]

™ [ Standalonelnput.cs i |

™ (G Tiltinput.cs {HEH )

¥ [ TouchPad cs i

¥ [¢:) virtualnput.cs s

¥ M G sprites i |

o [ leratorOverSprite.pna i

4 s ButtonAcceleratorUpSprite pna e

¥ | ButtonArrowOverSprite.ona —

=] i ButtonArrowUpSprite png =

' | ButtonBrakeOverSprite.pna G

¥ | ButtonBrakeUpSprite pna =

¥ | ButtonCameraCycleUpSprite.ona e

I | ButtonResetSprite.pna [NEH ]

¥ i ButtonSpacebarSprite.ona e

- T i Sprite.ona -

¥ | ButtonThumbstickUpSprite.ona —

' | ButtonTimescaleFullUpSprite .pna { NEW |

& i ButtonTimescaleSlowlpSorite.ona s

¥ | SliderBackaroundSorite.ona s

' | sliderHandleSprite.pna G

¥ | Touchpadsprite pna =
¥ M @editor A

¥ ¥ S crossPlatformInout Lol

i

Pucynox 5.6 — Jliama3on nmonepeaHpo MiATOTOBIEHUX CHCTEM YaCTHHOK
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@rProject | []Gonsole
| Create = .S D 4[]
v & Materials _1 Assets » Assets + Par + Materials

& Materials
& Single I
& Sound T
v G standard Assets

¥ & CrossPlatformInput
& Prefabs

» &l Scripts
@l Sprites
¥ &l Editor
> Gl Effects

¥ & ParticleSystems.

4
&l Prefabs v G Materials =

Pucynok 5.7 — IMnopt HailOUIbII MOMIUPEHNX €(EKTIB

Bci cucremu yacTHHOK MaroTh TpU CHijibHI pucu. [lo-nepiue, 11e HasBHICTD
emiTepa (emitter), sikuii, Bunmyckae yactunku. [lo-mpyre, caMi 4acTUHKH - ApiOHI
peIMETH, SIK1 TeHEpYIOThCs eMiTepoM. [lo-TpeTe, yacTHHKY MaroTh TEPMIH CITyKOu
—Iepioj yacy, MPOTATOM SIKOTO BOHHU 1CHYIOTh, @ TAK0K TPAEKTOP110 a00 MIBUAKICTD,
sKa BU3HAYAE, 1110 CTAHETHCS 3 YACTUHKAMHU MIPOTATOM iX TEPMIHY CIIy>KOU (SIK BOHH
OyIyTh pyXaTucs, SIK MBUAKO MEPEMIIIATUC 1 T.]1.).

s pobotu 3 yactuHkamMu B Unity BUKOPHCTOBYETbCS CUCTEMA YACTUHOK
CropikeH (Shuriken particle system).

CTBOpMMO HOBY CHCTEMY 4YacTMHOK B IrpoBiii cueHi. Jus 1mporo
ckopucraemocs meHro Game Object —>Effects— Particle System.

[Ticast BuGOpY MEHIO cCcTeMa YaCTUHOK aBTOMATUYHO MOYHE (DYHKIIOHYBAaTH
B BiKHI CIICHHU.

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> - o X

'\ 7~ Transform
Position x[669 Y132 |z[-
i X[ 90 000 v z a

H

cel-HuuoclQu

A ::

& Project
Create - Rigidbody

1000

v & Materials A\ Assets » Standard Assets » ParticleSystems » Materials A
& Materials o
& Single
& Sound STy
¥ & Standard Assets L i
'ﬁc“" ""‘f""“'""“‘ hM Particl l Dus. ParticleFire. ParticleFire. Particleir..  ParticleFla.. ParticleGlow  ParticleSm.  ParticleSm..  ParticleSm...

Vﬁv-md-s stems articleSpl..  ParticleSpr—.  ParticleSte..  ParticleSte..  ParticleWat..

ﬁ Prefabs ——

Pucynoxk 5.8 —ABromaTuuHe (pyHKIIOHYBaHHS CUCTEMHU YACTUHOK

BiiacTuBOCTI cucTeMU 4YaCTHHOK JIOCTYMHI Ha raHenm «Inspectory.
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¥%  Particle System (FIE-S
|  Open Editor.,. |

n Particle System .
Duration 5.00
Looping vy
Prewarm ]
Start Delay 0 v
Start Lifetime S -
Start Speed 5 -
3D Start Size (]
Start Size 1 -
3D Start Rotation ]
Start Rotation 0 v
Randomize Rotation (1]
Start Color l | =
Gravity Madifier v] -
Simulation Space Local $
Simulation Speed 1
Delta Time Scaled $
Scaling Mode Local ]
Play On Awake* "
Emitter Velocity Rigidbody 3
Max Particles 1000
Auto Random Seed ¥,
v Emission
v Shape

Velocity over Lifetime

Pucynok 5.9 — BnacTuBOCTI CUCTEMHU YaCTUHOK

Komnonent Particle System mae Oe3nmiu HanmamrtyBaHb 1 Ui 3pYYHOCTI,
1HCIIEKTOp BHIOPSAKOBYE iX y cekuii abo «momyni». KoxHa cekuis moxe OyTu
pPO3rOpHYTA 1 3rOPHYTA MPU HATUCKAHHI Ha 3ar0JIOBOK. 3 JIIBOTO OOKY pO3TaIIOBaHI
yeKOOKCH, SIK1 MOJKHA B1J3HAYATH JUIs BKJIFOUEHHS a00 BIAKIIIOUEHHS THX YH 1HIITHAX
HanamTyBaHb. Hampukian, SKIo BU HE X0ueTe 3MIHIOBATH PO3MIpP YaCTOK Mij Yac
iX BUIPOMIHIOBaHHS, BU MOXETE MPOCTO 3HATH TajJouKy 3 mapaMmerpa «Size over
lifetime».

Kpim MopayimiB, B 1HCIIEKTOpP1 € 1€ KiJbKa IHIIUX €JIEMEHTIB YMpaBIiHHSA.
Knonka Open Editor BimoOpakae omilii B OKpeMOMY BiKHI peJlakTopa, SIKe TaKOX
JI03BOJIIE penaryBaTd OJHOYACHO Kinmbka cucteM. A uekOokc Resimulate
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BIJNOBIIa€ 3a T€, OyAyTh uM HE OYIyTh 3aCTOCOBYBATHUCS 3MIHU BJIIACTUBOCTEN 10
IIOWHO CTBOPEHUX CHCTEMOIO yacTuHOK. KHonka Wireframe BigoOpakae KOHTypu
MEII-00'e€KTIB, 11100 MTOKA3aTH YaCTUHKH, SIK1 3HAXOATHCI 32 HUMHU.

3HaueHHs moas TpuBajnocTi Duration Bu3Hauae 3arajbHy TPUBANICTD
aHIMallli CHCTEeMH YaCTUHOK, TIEPII HI’K BOHA TTOYHETHCA CIIOYATKY 1 3aI[UKIIUTHCS.

3HayeHHs T0JS TMOYaTKOBOro po3Mipy Start Size ympapise po3MipoM
3reHepOBAaHUX YACTUHOK.

KosxHa cucTteMa 4acTUHOK Ma€ eMiTep — Miclie BiJOOpa’keHHS YaCTUHOK, SIK1
reHepyroThes. Cam emitep Mae popmy. Lls hopma Moske OyTH TUIOLMIMHOK, TOYKOIO,
KyOoM, Kynero abo 3BUYaiiHUM MEIIEM, 1 BOHA € TIOBEPXHEI0 abo Ti0M, BCepennHl
SIKOTO T€HEPYIOThCSl YACTUHKH.

Jlns ympaBmiHHS (OPMOIO eMiTepa BHUKOPUCTOBYETHCS 3aknanka Shape B
Shuriken particle system.

v  Particle System W =,
| Open Editor.., |

u ‘Particle System

Duration 5.00
Laoping

Prewarm

Start Delay

Start Lifetime
Start Speed

3D Start Size
Stait Size

3D Start Rotation
Start Rotation b
Randemize Rotation Sphere
Start Color Hemisphere b 3%
Gravity Modifier e
Simulation Space ¥ Cone
Simulation Speed Denut
Delta Time
Scaling Mode
Play On Awake* Mesh
Emittar \":'t“‘w Mesh Renderer ’
Max Particles

Aute Random Seed Skinned Mesh Renderer
+ Emission
v Shape

Shape

mi.

Ao ||
"

a

i

Box

A Aw

Circle
Edge

ar

Pucynok 5.10 — 3aknanka Shape

3a yactoTy ab0 MBUAKICTh I'€HEpallii HOBUX YaCTUHOK 3 eMiTepa B CeKYHIY
BianoBigace cexmiss Emission.
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Pucynox 5.11 — Cexiiist Emission

[TapameTpu, 110 KepyHOTh 30BHIIIHIM BHUIJISIOM YaCTUHOK, 3HAXOMAATHCS B
cekii Renderer.

[Tone Render Mode Bu3Hauae, K BI3yami3ylOThCS YAaCTHHKHU. PexxumiB
BChOTO J1Ba: pexxuM O1100paa Billboard 1 pexum memriB Mesh.

Pucynox 5.12 — Cekuist Renderer
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KpiM HanamtyBaHHsS pexuMy peHAEpY, YaCTKU MOTpeOyloTh B Marepiaii,
kUil Oyne mpusHaueHuit Merry.

Mo>xHa BUKOPUCTOBYBATH MOMEPEIHBO MiATOTOBJICHI MaTepiaiu sl CUCTEM
YaCTUHOK, IO MOCTABJISIOTHCSA B ckianal akTuiB Unity. s 1miporo HeoOXigHO
MepeTATHyTH BUOpaHUI MaTepian B yapyHKy Mmatepiany Material B iHcnekTopi
00'eKTiB.

[IIBHaKICTH YACTUHKY B MEPi0J ii ICHyBaHHS BU3HA4YA€ThCs B cekilli Velocity
over Lifetime.

X0 Yo Z£0

Space | World |

Pucynok 5.13 — Cekuis Velocity over Lifetime

Cek11ito 3MiHU KOJILOPY MPOTITroM icHyBaHHS yacTUHOK Color over Lifetime
MO’KHa BUKOPHCTOBYBATH JIJIs1 3MIHU KOJIOPY YaCTUHOK B 4acl.

i bject Component Mobile Input Window _Help
O S [ 2 [ [1) [ o8 Pivot | ©Global > 1l M & Collab - | & | [Account_~ | [ Layers - || Layout -~

# Scene ] © Inspector
Shaded =[l20|| % | <) & - Gizmos = @Al | | Auto Random Seed v E

Coor N 7 ocaton (65

Presets =

8 Project

Create -

v & Materials Assets » Standard Assets Htrll

& Materials
i Single
& Sound
¥ i Standard Assets
Partic

¥ (@ CrossPlatformInput
7 e Particlei ParticleFire..  Partil Pa P
B protabs ParticleAfte..  ParticleDus..  ParticleFire. ric leFir..  ParticleFla.  Parti

» &l Scripts
& Sprites
¥ & Editor
P Gl Effects

¥ & ParticleSystems ParticleSm..  ParticleSm_  ParticleSm..  ParticleSm.. Particlespa.  ParticleSpl.  ParticleSpr..  Particleste...

Hex Color #[D83737

¥ Presets =
(@) Click to add new preset

Pucynok 5.14 — Cexkuist Color over Lifetime

AHIMaIig 32 10MOMOI 010 CIIPANTIB

[Tepen moyaTkoM CTBOpPEHHsI aHIMaIli1 HEOOXITHO 3/IIMCHUTH IMIIOPT CIIPAMTIB.
[Ticnst Toro sik BU iIMIOpTyBaJIM HaAOIp O0'€KTIB CcrpaiTiB (HE Mae 3HAYCHHS, SK
OKpeMi 300pakeHHs ab0 SK TEKCTYpy aTjiacy), BU TOTOBI 3allyCTUTH aHIMAIIIIO 3 1X
y4acTIo.
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Ha maneni mpoekty Unity BuOepiTh BCl CHOpaiiTH, IO BXOASTh B IOBHY
MOCIIZOBHICTh aHIMAallli, a MOTIM MEePeTATHITh iX BCl pa3oM Ha MaHeNb iepapxii
cueHu. Skmo Bu 3pobuTe 1€, 3’SBUTHCS J1ajOrOBE BIKHO 30epekeHHs Save,
MPOTIOHYIOYM BaM CTBOPUTH HOBY TIOCHIJOBHICTH  aHiMamii (dain 3
pO3IIMpPEHHM .anim). 3anaiite imM's daiiny animanii (Hanpukiaa, PlayerRun.anim)
1 BUOEpITh KHOIIKY Save.

VY cueni Oyae CTBOPEHO O0'€KT CHpaiTy, BIH MOBUHEH CTaTH BUJIUMHUM Ha
BKJIQJIKaX CIIEHH i TPH. SIKIIO BU MPOTECTYETE BAIlly CIICHY, TO BaIll IEPCOHaX Oyjie
aHIMAIIHHKUM, BY TTOBUHHI MTOOAYUTH BC1 300paK€HHS MOCIIJOBHOCTI. 3a3Ha4YUMO,
mo Unity ctBopuiio HoBuit akTuB Animation Clip (.anim), Skuif BU3HAYA€ KITFOYOBY
nocnigoBHICTh KanapiB. Kpim Toro, Unity ctBOopmio xoHTposep Mecanim ass
3alyCKy BIATBOPEHHsS aHIMalii MpH 3aBaHTaXKEHHI PIBHA 1 Ui YOpPaBIIHHA
MIBUKICTIO BIATBOPEHHS, TOJAJ0 KOMIIOHEHT aHiMartopa 10 00'€KkTa CrIpanTy B
clIeHi, o0 3B'A3aTH 00'€KT 3 HOr0 JaHWMH MO aHIMAIIii.

<

File Edit Assets

51 + =) > il >l e
= Scene
T

= | O Inspector | Services A
25 Obiects

the Selection:

& Project | Ocensole
Create -

¥ Favorites  Assets - Atlas

I Pa6ouwii cron

6 =
(©LAll Prefabs
55 “Za Windows 10 (C)

= Mloxanswsii gnc

ssef —]
| B

<
P IEIRY oieyerfiun.anim]
aiina:

wn anim

oIS

— > G T
‘Atlas_01.PNG - _

Pucynok 5.15 — CtBopeHHs ¢aiiny aniMarii
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€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> - X
[ coie - L M Account - M covers - Mltovout <)
= © Inspector | Services &=
J ™ [Atlas010 (] static ¥
Tag [Untagged 2] Layer [Defauic :
Transform
Position x[4.808343  |v[0.6962283 | 2|-2.9401
Rotation X0 Yo z[o
Scale x[1 A 2T
v .. ¥ Sprite Renderer (7
Sprite [Atias_01_0 °
Color [ 12
Flip oxoy
Material O Sprites-Default °
Draw Mode [ Simple 0|
Sorting Layer [Defauic al
Order in Layer 0
Mask 1 ion [tione o
¥ £ ¥ Animato; ["E
Contraller HAtlas_01_0 °
[ Oconsole a-= Avatar None (Avatar) °
Apply Root Motion O
rites “ ets » Atlas Update Mode [Hormal ol
[Always Animate |
. Al Model |. T
Al Prefabs | L ungy Bos: nQ 0 Eulers 0 scale
[BEBEEDIL 3 (0.0%) Dense: n(o 0%) Seream 1 (100.0%)
v i Assets
Adas_01  Atlas 01
Sprites-Default o,
Shader [ Sprites/Defauic -

01  Adas Ol  AdasOl.  Atas Ol  Adas Ol. AtasOl.  AdasOl. Adas 01  Adas Ol

01.  Atas 01  AdasOl. Adas 010 PlayerRun

- Atas 0L

——

Add Component

Pucynok 5.16— CtBopenHnst HoBoro aktuBy Animation Clip (.anim) ta
KOHTposiepy Mecanim

HanamryBanHs a”HimMaiii 3a 10nmoMororw incrpymenty Mecanim

SIKo aHimaris crpaiTamMu BIATBOPIOETHCS 3aHAATO IIBUAKO ab0 3aHAATO
MOBUIBHO, TO BU MOBUHHI OyJeTe BiApeAaryBaTH Alarpamy CHOpauTy 1HCTPYMEHTY

Mecanim.

Jlis nocsirHeHHs 1i€i MeTh BHOEpiTh 00'€KT crpailTy B cueHl. B iHcmekTopi
o0'ekTiB ABiul KiamHITh Ha akTuB Animation Controller Bcepenuni crnora

Controller xommouenTa Animator .

Q) Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>

== © Inspector

x

[ & collab - | & | {Account - | Layers

Pleevout -]

| services.

< 3 Asset Store 8 Animator
o || % | <) [ -

@ Project | OcConsole

| Create -
vy F.vnma
| All Materiale
© All Models
| All Prefabs

Assets » Single

s (BS990 E

A,, \01  Anim 02  Anim 03  Anim_ 03  Anim_04 Hew Ani

Tag [Untagged

f‘ o [Anim_04

(] Static v

+] Layer [Default

Position %[1.010214

¥~ Transform

¥[-0.09567118 | 2/-0.9507957

Rotation x0 ¥[o 20
Scale X1 Y[T z1
¥ . ¥ sprite Renderer Q@
Sprite TTAnim_04 °
Color { 12
Flip Ox Oy
Material © Sprites-Default °
Draw Mode [Simple 0|
Sorting Layer [ Defaufc ol
Order in Layer 0
Mask Interaction [ tone |
¥ §£ ¥ Animator @
Controller [EAnmoa o
L Ee= Avatar None (Avatar) °
A% % | Apply Root Motion O
Update Mode [ Hormal 0|
Culling Mode [Always Animate 4]
clip Court 0
D 40 Quat 0 Euler 0 Scal: 0 Mus
(D Eirves Eene S ot (o:0%) banser 3 (5100 Serasr b 5:0%)
Sprites-Default @
> Shader | Sprites/Default .
Add Component
—_—

Pucynox 5.17— HamamryBanHs animairii
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[Tongiitauii BuOip aktuBy Animation Controller cnipaiiTy BUkiinkae niarpamy
iHCTpyMeHTY Mecanim juist cripaiiTy. 3 Hei MO)KHA KepyBaTH IIBUIKICTIO aHIMAIIi.
Ls giarpama MIiCTUTB KiJIbKa BY3J1iB, IOB'SI3aHUX MIXK CO0O0I0.

VYV npiarpami HaTUCHITH Ha By301 Anim_04, skuil npeacraBisie B Jiarpami
CripalT aHiMarlii, mo0 BUOpaTH MOro 1 TMEperjsiHyTH WOro BJIACTUBOCTI B
1HCIIEKTOPOBI 00'E€KTIB.

[IBuakicTe aHiMalli pEeryaroeThCs 3a JOMOMOror mapamerpa Speed.
3navenHs 0 - 3ynuHKa, 3Ha4eHHs | - MBUIKICT 32 3aMOBUYBaHHIM, 3HaueHHs 0,5 -
IIOJIOBUHHA IIBHUJKICTH, 2 - MOABIMHA IIBUAKICTH 1 T.A. SIKIIO aHIMAaIisg 3aHaaTO
ITOBLIbHA, TO 30UIBINTE 3HAYCHHS IIBUIKOCTI, 1 SKIIO BOHA 3aHAJTO IIBHIKA, TO
3MEHIIUTE 3HAa4eHHs MBUIAKOCTI. [Ticast TOro sk BU 3aKiHYMTE, MPOCTO 3aIMYyCTITh
rpy, 1100 mo0aynTu e(eKT.

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> - X
File Edit Assets GameObject Component Window Help

] [ & coliab - | [ & | [Account - | [Lavers - | [Layout -]
= B —

.= #Scene € Game {8 Asset Store | °2 Animator | Inspector | Services
| | Layers || Parameters. ®  Base Layer Auto Live & A ,

Multiplier (] Parameter

Write Defaults %]
Transitions Solo Mute
List is Empty

Add Behaviour

@ Project | OcConsole.
Create 4N
¥ | Favorites  Assets » Single

). All Materiale

L All Models = =
L All Prefabs D » " O
i Assets
& AnmO1  ANm0Z  AmmO03  Anm_O§  AnmOS  Anim 04  NewAnimat.

& Atlas

Asset Labels
3

Pucynok 5.18— Jliarpama inctpymenty Mecanim

| Ed Anim_04.controller —C—

3a 3aMOBYYBaHHSIM CIPANT aHIMallli 3aI[UKICHHI, TOOTO BIATBOPIOETHCS 3HOBY
1 3H0BY 0Oe3 kiHms. Komm BiaTBOpeHHsI aHIMarlii 3aBEpIIy€e MUK, BOHO MPOCTO
MOBEPTAETHCS JI0 TTOYATKY, 1 B1I0YBA€THCSI HOBE BIATBOPEHHS.

[HOMI MOTPIOHO BIATBOPUTH aHIMAIlIO TIILKH OJUH pa3, a MOTIM 3YNHHUTH.
Jns uporo moTpiOHO OTpUMATH JOCTYH JI0 JAaHMX aHiMallii (BOHHU 3HAXOIATHCS
BCEPE/IMHI aKTHBY .anim) 1 BiAKopuryBaTH ix BiacTuBocTi. IIlo6 3pobutu 1€,
BUOEPITh aKTUB CHPANTYy aHIMAIlil B MaHeN MPOEKTy. AKTUBH aHIMaIlli moMideH1
ikoHkoto Play 1 MatoTh iM's, iK€ BU IPUCBOIIN iM npu iX cTBOpeHHI. [Ticis BuGopy
aKkTUBY CKuHbTe mnpanoperb Loop Time B iHcniekropi 06'exTiB. Tenep aniMmalio
OyJie BIITBOPEHO TIJIBKH OIHMH pPa3.
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Q Unity 2017.1.1f1 Personal (64bit) - Untitied - New Unity Project - PC, Mac & Linux Standalone* <DX11> ] X
File Edit Assets GameObject Component Window Help

=1 + BEFEio) (> 1 [ & coliab - | (& | [Account_- | [Layers -] [Layout - |

& .= #Scene € Game. Store | °¢ Animator | a..\m spector | Services
Layers || Parameters er o Live

- s
@

[Open

1295

eneri 0 PPt 1
" 0 (o os)o e 0 (01 FHA I ioo0m)

hP )n | Oconsole

i eustae Atrslql

(e} AIIM a |
All Prefabs
VHA u
m

Anim_0:

Pucynok 5.19— HanamryBanus animartii. Bnactusicts Loop Time
PenaryBanns kaapis animanii. Bikno Animation.

Axmo copaT animaiii Mae 6arato KaapiB, TO, MOXJIHMBO, IIPU TeHepallii
aHIMaIlii BOHU OyayTh PO3TaIllOBaHI B HEMIPABWJIBHOMY MOPSIKY, B PE3YIbTaTI YOTO
JesIK1 KaJIpy CTaHyThb 3'SIBJSITHCS paHilie ado Mi3Hille MOTPIOHOTO MOMEHTY.

PenaryBatu kaapu animarlii MoxHa y BikHI Animation. Ile BikHO MoOXxHa
oTpuMary, nepeimosmm 10 Window — Animation B roJIOBHOMY MEHIO.

[Tpu BimkpuTOMy BikHI Animation BuOepiTh 00'€KT CIpaldTy B CLIEHI, 1 HOTO
a”IMaIliiiHl JaHl aBTOMAaTUYHO OyAyTh BimOOpakeHI Ha yacoBiil mikam. ['padik
MICTHUTH B CO01 BECh MEPi0]] aHIMaIli1, BiJ] MOYATKY 1 10 KiHLsA. POMOOBHIHI CHMBOIH,
PIBHOMIPHO PO3MOAUICHI MO IIKadi, € KIIYOBl KaJapH, B SKUX 3MIHIOIOTHCS
300pakeHHs crpaiTiB. Bu MokeTe BHUOpaTHM KOHKPETHUM KIFOYOBUH KaJp Ha
yacoBid 1iKasi, oOpasmu Horo. [loTiM B MokeTe NeperisitHyTH WOro CIpanTOBI
BJIACTUBOCTI B IHCTIEKTOPOBI1 00'EKTIB.
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e e i
1@ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>

| File Edit Assets GameObject Compenent  Window Help

Next Window Ctrl+Tab >0
= . Previous Window Ctrl+Shift+Tab ¥ Animator /
E e TS ,
Anim_04 Services Ctrl+0 m
Scene Ctrl+1 = m
Game Ctrl+2
Inspector Ctrl+3
Hierarchy Ctrl+4
Project Ctrl+5
Profiler Ctrl+7
Audio Mixer Ctrl+8
Asset Store Ctrl+9
Version Control
: Collab History
i Animator Single/Anim_04.controller
| create - Sprite Packer (& D 4[| * ||
¥ Favorites  Assets - Single Experimental >
%::: ::&:’Ii:l Holographic Emulation
. all Prefabs Test Runner
i e Timeline Editor

e Aumol  ANMOZ :

Occlusion Culling
Frame Debugger

Navigation

s

Pucynok 5.20— BikHo Animation

BubpaBmu kirouoBuid kaap rpadika, B SKOMY 3HaAXOJIUTHCS T€ 300paK€HHS,
sKe HE MOBMHHO OYyTH TMOKAa3aHO B IIEW Yac, BM MOXKETE II€ JIETKO BHIIPABUTH,
HATUCHYBIIM Ha 1oje Sprite B 1HCMEKTOpI 00'€KTIB 1 BUOPABIIM HOBUM CHpPalT B
Opay3epi cmpaiitiB. Unity aBTOMaTHYHO BHECE MOTPIOHI 3MiHU, 1 OOpaHUil BaMu
CIpaiT Oyze BiIOOpakaTHCs B LIbOMY KIIFOUOBOMY KaJpi.

© Animation
Preview | @ (M€ | 1 [ » [ »1 (DM | o
INew Animation Samples- [12 || & | 04 |

Add Propeity

]
|

e
Pucynok 5.21— KirouoBi kajpu aHiMarii
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AHiMauis nepcoHaxiB

ImnopTyemo 3a3nmaneriip MiATOTOBIEHOTO MEpCcOoHaXka 3 «Asset Store» 3a
nornomMoroto meHto «Window — Asset Store» (Ctrl + 9).

€ Import Unity Package [ .
p

Free Animated Space Man

| @ Asset Store | % Anim:
v

© Inspector

BE8 | LenguegeEngish +

FreeAnimatedSpaceMan
& animations leaacy.
1| desktop.ini

W i 1dle FBX
¥ Gl pun FBX
W [l Run Back FBX
™ GilRun Left.FBX
W ilRun Right.Fex
¥ o & animations mecanim
[ desktop.ini
¥ i 1dle FBX
W il Run FBX
¥ [l Run back FBX
W i Run Left.FBX
o GiRun Right.FBX
¥ "space man controller.controller
™[ desktop.ini
v ¥ GMaterials
¥ [ desktop.ini
¥ @ plane.mat
¥ @ spaceMan Rank 02 Blue.mat
¥ @ SpaceMan Weapons Rank 02.mat
v ¥ G odels
¥ [ | desktop.ini
¥ [l Lona Rifle 03.FBX
W il plane.FBX
W il space man model.FBX
v ¥ Gprefab
(| desktop.ini
W 4space man model prefab
v ¥ Gascene
W [ desktop.ini
¥ Qmain scene.unity
v ¥ GTextures
| desktop.ini
\m/SpaceMan Rank 02 Blue.pna
¥ s /SpaceMan Weapons Rank 02.pna

B 4%

o

+ Materials

of-§:1 J-1 =] |

ParticleFire_  ParticleFire..  Particlefir.  ParticleFla.. ParticleFla.. ParticleGlow  ParticleSm..  ParticleSm..  Particlesm..

HEEEEEEEEEEEEEEEEEEEEEEBEEEEEEEEEEEE

Al [_None | . ParticleSpl.  ParticleSpr..  ParticleSte.. ParticleSte..  ParticleWat..
=

28102017

Pucynok 5.22— Imnopt nepcoHaxa 3 «Asset Storey

[Ticns  iMmopty 3HaxomuMo Yy BikHI «Projecty» mpedad mnepcoHaxka
«FreeAnimatedSpaceMany. Ilepetsaryemo 1eil npedad Ha cueHy, 1 0auuMo Haill
MIEPCOHAK.

& Unity 2017.1.111 Personal (64bit) - Untitied - New Unity Project - PC, Mac & Linux Standalone* <DX11> - o x
File Edit Assets GameObject Component Mobilelnput Window Help

(OB S [ Bl [coriot [©labal

¥ [space_man_model (] static ¥
Tag [ Untagged +] Layer [Default ol

v € untitled
Main Camera

Prefab [ Select | Reverr | Apply

sp
Directional Light v~ Transform

Position
| Rotation

Scale

x19.775 ¥/

¥ 35 ¥ Animator
Controller ' space_man_controller ] o

| Avatar [% space_man_modelAvatar | ©
Apply Root Motion ¥

Update Mode
Culling Mode Cull Update Transforms D
Clip Count: 5

urves Post 0 Quat: O Eulen: 0 Scale: 0 Muscles:

(T) 650 Generic: 0 PPtri O

(L) Curves Count: 650 Constant: 255 (39.2%) Dense: 0
(0.0%) Stream: 395 (60.8%)

Play Automatically ¥
Animate Physics [
. Culling Type Al imats
& Project L #e= v Rigidbody
| Create - Mass

LA Materials 4| Assets » FreeAnimatedSpaceMan » Prefab

Drag

L All Models AngularDrag | |
(O Al Prefabs Use Gravity 7]
L] .. g

¥ i Assets -8 (ene n

¥ & AssetBundleBrowser PRI e A

Detectior| Discrete §
s

atedSpaceMan

1s Trigger
Material
Center

Pucynoxk 5.23— Ilepconax «FreeAnimatedSpaceMan»
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Hatuckaemo kaonky «Add component — Physics — Rigidbody» 1 «Add
component — Physics — Capsule Collider». Y «Capsule Collider» BucTtaBisiemo
PO3MIpH KaIlCyJid y BIMOBITHOCTI 3 pO3MipaMu MepCOHAXKA.

VY kommnonenta «Rigidbody» aktuByemo Bmactuicth «Use gravityy.
PoskpuBaemo Bkmanky «Constraints» 1 BuOupaemo Bci 3 ramouku Ha «Freeze
Rotation». L{e moTpi6HO A1 TOTO 1110 6 MEPCOHAXK HE MPOBATIOBABCS KPi3b 3€MITIO.

Jlami HeoOX1THO CTBOPUTHU CKPHUIT MEPEMIILICHHS TIEPCOHAXKaA.

using UnityEngine;

using System.Collections;

public class Move: MonoBehaviour {

public GameObject player;

public int SRotation = 5;

public int sp =7;

public AnimationClip SpaceMan;

public int JSpeed = 30;

void Start () {

player = (GameQObject)this.gameObject;
animation.AddClip(SpaceMan, " FreeAnimatedSpaceMan'");
}
void Update(){
if (Input.GetKey(KeyCode.W) || Input.GetKey(KeyCode.UpArrow))
{
player.transform.position += player.transform.forward * sp *
Time.deltaTime;
animation.CrossFade(''FreeAnimatedSpaceMan'"');

}
if (Input.GetKey(KeyCode.S) || Input.GetKey(KeyCode.DownArrow))

{

player.transform.position -= player.transform.forward * sp *
Time.deltaTime;

if} (Input.GetKey(KeyCode.A) || Input.GetKey(KeyCode.LeftArrow))
{ player.transform.Rotate(Vector3.down * SRotation);
if (Input.GetKey(KeyCode.D) || Input.GetKey(KeyCode.RightArrow))
{ player.transform.Rotate(Vector3.up * SRotation);
if} (Input.GetKeyDown(KeyCode.Space))
{
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player.transform.position += player.transform.up * JSpeed *
Time.deltaTime;

}
}
}

[Ticyist cTBOpEHHS CKpUIITa HOro HEOOX1aHO aojaTh 10 3D-00'ekTy nuisxom
NepeTATyBaHHS CKPUIITA Ha 00'€KT B CIICHI.

& Unity 2017.1.111 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> - o X
File Edit Assets GameObject Component Mobilelnput Window Help

+] Layer | Default

2,
x[0.69 Y262 z[758
x[19.467 | ¥[7.105 z[-0.716

v ¥ camera
Clear Flags
Background
Culling Mask

Projection
Field of View
Clipping Planes

Viewport Rect

Depth
Rendering Path
Target Texture
Ocelusion Culling
Allow HDR
Allow MSAA

[ Display 1

& ¥ GUI Layer
w ¥Flare Layer

4 Assets » C#

. e ¥ Audio Listener
& animations_legacy
& animations_mecanim " A | ] EA"Illmaur =

o1 .  ru Controller Wain Camera
GHCh (G i

& Materials

& Models
i Prefab Collisions  ExampleCl.  MainPlayer Apply Root Motion a
i Scene
i Texture: ‘ (L) Root position or rotation are controlled by curves
¥ & Materials
& Materials Update Mode i
& single Culling Mode e :
& sound Clip Counts 1
» (@ Standard Assets Curves Pos: 1 Quat: 0 Euler: 1 Scale: 0 Muscles: 0 Generic: 0 PPt

OFF %

Pucynox 5.24— Ilepconax «FreeAnimatedSpaceMany

Pucynox 5.25— Animanis nepconaxy «FreeAnimatedSpaceMany

AnimoBaHna Tekcrypa (Movie Texture)
114



Jlekuii Ta MeToIMKA TX IPOBEACHHS
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

Movie Textures 1e animoBani Textures, cTBopeHi 3 Bigeodaiiis.
[Tepemimaroun Bifeo ¢aiin B manky Assets Folder Bamoro mpoekty, Bu MoOXeTe
BUKOPUCTOBYBATH IMIIOPTOBAHE BIACO K 3BUYANHY TEKCTYpPY.

Bigeo iMmnoptyrotecs uepe3 Apple QuickTime. ®opmatu daitnis, ki Moxke
BiaTBOoproBaty QuickTime (3a3Buyaii .mov, .mpg, .mpeg, .mp4, .avi, .asf). [Ipu
iMIopTyBaHHi Bigeo B Windows, MOTpiOHO MaTh BCTAHOBJICHHM B CHCTEMI
Quicktime niporpasau.

[Ipu nomaBaHH1 B IPOEKT Bijgeodaiiny, BiH Oyae aBTOMAaTUYHO IMITIOPTOBAHUM
1 meperBopenuii B ¢Qopmar Ogg Theora format. Bigpasy, micas immopTy
aHIMOBAaHOI TEKCTYpH, BH MOXKXeT€ Mpu3HauuTH ii Oynb-sikuii GameQObject abo
Material, TouHO TakoX 5K 1 OyAb-sIKii 3BUYANHIN TEKCTYPI.

IIporpaBanHs pojuka

AHIMOBaHa TEKCTypa He Oy/1e aBTOMATUYHO MTPOTPABATHUCS TIPH 3aITyCKY TPH.
J171st 1bOTO MOTPIOHO CTBOPUTH CKPUIT.

((MovieTexture)GetComponent<Renderer>().material. mainTexture).Play();

Jlami HeoOX1IHO MPU3HAYMTH HEOOXIITHWM CKPHUIIT MapaMmeTpy «BKirounuTu
BIITBOpEHHS TeKCTYpn» (toggle Movie playback) micis HaTuckaHHS POOiTy:

public class PlayMovieOnSpace : MonoBehaviour {
void Update () {
if (Input.GetButtonDown ("'Jump")) {
Renderer r = GetComponent<Renderer>();
MovieTexture movie = (MovieTexture)r.material. mainTexture;
if (movie.isPlaying) {
movie.Pause();

}

else {
movie.Play();

}

KoHnTposbHi 3anuTaHHs
e Jlns yoro B Unity 3D BHUKOPHUCTOBYIOThCS cucTemMa Mecanim?

e Sxum ynHOM B Unity 3D 311iCHIOETBCS aHIMAIIIsl CIIPANTIB?

e Ha3sgiTe T animaiii 06’extiB B Unity 3D.
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e [llo Take arnac cipaifTiB?
e Skum unHom B Unity 3D 3miiicHIOETBCSI BIATBOPEHHS BineodaiiiiB y
BUTJISA/II aHIMOBAHUX TEKCTYp?
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JIEKIISA Ne6
TEMA: «TEXHOJIOI'TA PO3POBKH KPOC-IIVIAT®OPMHHUX
KOMII'IOTEPHUX IT'OP B UNITY 3D»

AHOTALlA

Jlek1iisi 3HAMOMUTB 3 TEXHOJIOTIEID CTBOPEHHS 1TPOBUX JOJATKIB JIJISi PI3HUX
miatdopMm (Windows, Android) B Unity 3D.

Merta Jekmii

O3HalOMUTH CTYJIEHTIB 3 TEXHOJIOTIEI0 CTBOPEHHS KPOC-TUIAT(HOPMHUX
komm rotepHux 3D-irop (Windows, Android).

OuikyBaHi pe3yJbTaTH

CdopmyBaTu y CTyACHTIB 3HAHHS MIOJO TEXHOJIOTII PO3TOPTAHHS ITPOBUX
J0JIATKIB Ha pi3HUX Miardopmax 6e3 mpus's3ku g0 Unity 3D.

IonsaTTS! KPOoC-NMI1aTGOPMHOI KOMIT'OTEPHOI IPH

CtBopeni 3a gomomoror Unity mporpaMu MpaiolOTh Mif OnepariiiHuMH
cuctemamu Windows, OS X, Windows Phone, Android, Apple 10S, Linux, a Takox
Ha irpoBux npucraBkax Wii, PlayStation 3, PlayStation 4, Xbox 360, Xbox One 1
MotionParallax3D aucrniesx (mpucTpoi uisi BIATBOPEHHS BIPTYyaJIbHUX T'OJIOTPaMm),
Hanpukiana, Nettlebox.

Unity Tako»X Mae MOXJIMBICTh CTBOPIOBATH JOAATKH JUIS 3aITyCKy B Opay3epax
3a gomnomororo cremianbHoro Mmoayisa Unity (Unity Web Player) 3a momomororo
peamizaiiii Texnosorii WebGL.

Jonatku, ctBopeHi 3a nonomororo Unity, miarpumytoTs DirectX 1 OpenGL.

Takum ymHOM, 32 gomomororo Unity MOXKHA CTBOPIOBaTH Kpoc-IuiaT(opmHi
KOMII FOTEpHI ITpPH.

[Tin kpoc-miaaT@OpMHICTIO  MaeTbCs Ha YBa3l 3JaTHICTh MPOrPAMHOTO
3a0e3MeyeH s MpaioBaTi OUIbII HDK Ha OJAHIM amapatHid riatdopmi 1 (abo)
oTIepalliifHii cUCTeMI.

CrtBopenns irposoro npoekry ajasa OC Windows

ITin cTBOopeHHsIM Kpoc-TaTGOPMHUX J0JIaTKIB MAEThCS Ha yBas3i TeHeparlis
MPUKIIAJIHUX TIAKETIB, SKI 3alyCKalThCsd Ha pi3HMX IaTdopmax. Ha koxHii
matdopmi (Windows, Android Ta iH.) cBosi dopma makera, aje K TUIBKH BU
3reHepyBajl BUKOHYBaHUU (aiis, 3'IBISETHCS MOXKIWBICTH TOUIMPIOBATH TPy 1
rpatu B Hel 0e3 mpuB's3ku 10 Unity.
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Opun mpoekt Unity MOKHa pO3rOpHYTH Ha pi3HUX MaTdopMmax - MOro He
NMOTPiIOHO KOKHOTO pas3y T€HepyBaTH 3aHOBO.

[lomuButHCcs Bci BapianTH minaTtdopM MoxkHa y BikHI «Build Settings».
Binkputu BikHO «Build Settings» moxHa 3a gomomororw MeHio «File—Build
Settings» (puc. 6.1).

Bikno «Build Settings» MicTUTh MiHIMaNIbHI HaNAIITYBaHHSA, HEOOXIAHI IS
30ipku mpoekty. [lepire, mo HEoOX1AHO 3pOOUTH - TOAATH B IPOCKT ITPOBY CIIEHY.
3pobutn 1e mMoxHa 3a gomomMoroio kHomku «Add Open Scenes», abo mpocTo
nepeMicTuT ¢aiis ClieHu 3 BiKHA MPOeKTy B noJie «Scenes In Buildy.

Scenes In Build
|
]
[Add Open Scenes | I
Platform r
|
é‘, PC, Mac & Linux Standalone I
Target Platform [ Windows 3]
Architecture | xB86_64 &)
Copy PDE files L
Development Build )
w1y tvos Autoconnect Profiler
Script Debuaging
% Tizen Scripts Only Build
-
"‘ Xbox One
PS Vita 1
=1 a PS4
— '_ Learn about Unity Cloud Build
[ Switch Platform || Player Settings... | | Build |[ Build And Run |

Pucynok 6.1— BikHo «Build Settings»

3BepHITh yBary Ha 1u(py Hylb, IpaBOpyY Bix Ha3Bu (aitny cruenu. Lle ii
NOPSAIKOBUI HOMED. SIKILIO CLIEH B BAIIOMY IIPOEKTI KUJIbKA - MaM'Ta€eTe, IO CIICHA,
sKa TIOBUHHA OyJie 3aBaHTa)XXyBaTHCS MEPILIOI, TOBUHHA OTPUMATH 11€HTU(IKATOP
HyJb. [Hakme, Unity aBTOMaTHYHO 3aBaHTaXHUTh 3aMICTh BCTYITHOTO POJIMKA CIIEHY,
10 BUMIAJKOBO OTpUMaJa FOJIOBHHUM 11€HTHU(IKATOP.
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[lepenik mnardopm, ski miarpumye Unity, mogaHo y JiBii 4acTUHI BiKHA.
AxtusHI atgopmu no3nayeHo 3HaukoM Unity. JloctaTHpo BuALINTH IaThopmy
3 BOTO MEpeNiKy Ta HaTUCHYTH KHOTIKY «Switch Platform».

Jam npaopyu Ha Bkianui «Target Platformy» BuOupaemo miardgopmy
«Windows», Ha Bkianii «Architecture» BuOuUpaeMo apxiTeKTypy, sika Oyne
H1ATPUMYBATHUCS TPOEKTOM.

Jlns reHepariii irpoBOro MpPOEKTy Y HIDKHIA 4YacTUHI BIKHA 3HAXOISTHCS
kHonku «Build» 1 «Build and Run». Knonka «Build and Runy Bifpi3HseThCS Bijl
kHONKU «Build» TM, 1110 aBTOMaTHYHO 3aITyCKa€ 3T€HEPOBAHUN 1TPOBHI 10JJATOK.

Binkputu mepenik HalamTyBaHb ITPOBOTO J0JaTKy Ha maHem «Inspector»
MO’kHa 3a gonomororo kHonku «Player Settings» (puc. 6.2). Lli HanamTyBaHHs
KOHTPOJIIOIOTh P13HI ACTIEKTH TOTOBOTO JI0/1aTKA.

© Inspector | Seivices o o=
PlayerSettings @ =
%5, | Open
Company Name DefaultCompany
Product Name New Unity Project

Default Icon

Default Cursor

Cursor Hotspot X0 ¥ o

L . #
Settings for PC, Mac & Linux Standalone

Resolution and Presentation
Icon
Splash Image

Other Settings

Pucynok 6.2— Bikno «Player Settings»

[Tons «Company Name» i «Product Name» 103B0JISITh BKa3aTH Ha3BY I'pH 1
po3poOHuKka. 3a qonomorow «Default Icon» MokHA BCTAHOBUTH 1KOHKY ITPOBOTO
nonatky. s 1poro HeoOxigHO oOpatu 300pakeHHS (P HEOOXITHOCTI
IMITOpPTYBaTH Horo) Ha BkiaAll «Projecty Ta nepetsaraytu oro y po3ain « Texture
2D» na manemn «Inspector». Kpim Toro, 3a nonomororo «Default Cursor» MoxHa
TaKOX 3aJ1aTh 300pa’KeHHsI Kypcopa.

119



Jlekuii Ta MeTOIMKA 1X IPOBEACHHS

«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

[Ticnsa natuckanHs Ha kHONKY «Build» Bimkpuerbcs BikHO BUOOpPY (aitna, B
SIKOMY TTOTPIOHO BKA3aTH ajipecy s TeHepallii makera irpoBoro qoaarky. Bigpasy
micisl BKa31BKM MICIS PO3TALyBaHHS MOYHETHCS MPOIEC MOOYAOBH, MICIS YOO
Unity cTBOpUTH BUKOHYBaHUH (aiiil 11 aKTUBHOI B IaHU MOMEHT IiaThopmu. Y
HaIIoOMY BUMAJKY 1€ atgopma « Windows.

Scenes In Build

Platform

-‘P‘: PC, Mac &

&1y tvos

% Tizen

Xbox One

PS Vita

~ra PS4

I Building Player

Packaging assets - sharedassets0.assets

Copy POB O
Development Build m
Autoconnect Profiler L
Script Debugaing
Seripts Only Build

Add Open Scenes

Learn about Unity Cloud Build

| Switch Platform

|| Player Sal:hnqs...] | Build

H Build And Run |

Pucynok 6.3— Iporiec moOy10BU irpoBOTO MPOEKTY

| M = | New Unity Project
[nagxan MogennTecA

= MizoBpaxenuna

B Myzbika

3]
<

m Pabouwii cton
% Windows 10 (C)
- data (D3
o JloxkansHbIA arck (X:)
wh Ces
v

Jnementos: 7 BoiGpad 1 3nement

Bug
= v 1 » 3707 KomnbtoTep * data (D) > Unity > MNew Unity Project >
A e

= 3107 KOMMbIOTED Wmn [ata nsmeHeHua
E Buaeo Assets 15.10.2017 18:24
& NokymerTal Library 15.10.2017 18:26
3 3arpyaku ProjectSettings 15.10.2017 18:23
Temp 15.10.2017 18:24

15.10.2017 18:26
14.10.2017 9:54
31.08.2017 12:49

Unity_Game_1_Data
New Unity Project
Unity_Game_1

v O

— O *
Maowuck: Mew Unity Project P
Tun Pasmep
Manka c dainamu
Manka c dainamMm
Manka c harnamm
Manka c Gafnamm
Manka ¢ dainamun
Microsoft Visual 5t.., 1KB
MpunoxeHue 22 897 Kb

Pucynox 6.4— ®aitnu npoexty 11 argopmu «Windowsy
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Jlekuii Ta MeTOIMKA 1X IPOBEACHHS
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

Ha nmomatok TakoX BIDIMBAIOTh HAJAIITyBaHHS, JOCTYH JO SIKHAX
3MIACHIOETHCS 3a Aonomororo MeHo «Edity. 3okpema, came TyT HalalTOBY€EThCA
Bi3yasibHa SIKICTh TOTOBOTO JI0/IaTKa.

Bubepite B Mmentio «Edit» komanny «Project Settings», a mnoTiM B
JI0OAaTKOBOMY MEHIO - kKoMaHay «Quality» (puc.6.5).

Q) Ity 70171111 Prrscnal (40ir) - Acene_Lunity - New Lnity Project - 2, Mar & 1ty Standaiane <011 et Rl
| File [EdE | Aszet: GameObjest Compo ndew Help
i Unéo Selection Change Cri-Z > 1 & Collab Account Leyers - | leyout -
= Racko 2 © Inspector
| - AT O —— . 5
dewt . R INEAETI] Girmos — LT @ e
= Copy Chisc Lopanl
E ] Paste cul-v En s e Levels LR g
b ] very low ¥ &
§ Duglicate Ctrl+D s @ E
Delete. Shifi+ Del " Medium E= E
¢ % v 3 High 4
1 Frame Selected F . g very Wigh ¥ W T
Lock View to Selected ShifteF
§ Find Ctris £ A 3 Default L2 2
i Select All CtilsA Liadd 0ualibeizxal
] Preferences.. z
{ Moduies... Ny [Diera 1
§ Play cul-p 2 Rendering
1 Pauca Chil-Shift-p - Piel Light Count iq }
{ 5 Texture Qualty Full Res. .
! stey Crle AP
1 > Arisctropic Textures Fecasd on -
: sign in. Anti Aliasing
3 Sign out Soft Particles o
Selecti - (
—_ Droject Settings > Input 2 Realtms Reflaston Prokas. ]
[mP = i e Bilbcards Face Camera Positon 4
e Graphics Emulation o= EILIEN isn Sealing pixed DPI Fact 1 ]
et ek Ermulation
! i Shacows
LB Player - Srading
Physics Shadow Pesaluton
Physics 2D Shadow Projection
= Atlas Ada: Materials ot wTeralr. MewTerain. NewTerain. —Scens_l  Tpara_?  Thasa_Lo Shadow Distance.
© G Materials Quality Shadowmask Made
|l single Graphics Shadaw Near Plans Offser
| » i Standard a: Natwerk Shadow Cascades

Pucynok 6.5— Meo «Edit

Ha naneni «Inspector» 3'sBIsSThCS €IEMEHTH YIIPABIIHHA SKICTIO, HAHOIBII
BXUIMBUMH 3 KHX € MPANOPI B pO3TAIIOBaHIN 3BEpXY IpyMi. Y BEPXHbOMY PSJIKY
3HAXONATHCA 3HAYKM MOXJIMBHX MiatrgopMm, a 300Ky BKas3aHi BaplaHTU
HAJNAIITYBaHb SKOCTI. BcTaHOBIEHI mpamopii MOKa3yloTh IOCTYMHI JJIs JAaHOi
m1aTopMU HaJAIITYBaHHS, a Ti, IO BUAUICH] 3€JICHUM - TIOTOYHI HAJTAIITyBaHHS.

VY O6i7bIIOCTI BUMAAKIB 32 3aMOBUYBAHHSIM 3aCTOCOBYETHCSI BapiaHT «Very
Low» (MiHIMabHa KICTh), ajie Mo>kHa BUOpaTu Bapiant «Very High» a6o «Ultray
(MakcumasbHa AKICTh) (puc. 6.6).
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«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

| @ Inspector | Services - -
QualitySettings Q@ =

L e

Levels

3
Very Low )
Low 4
Medium ]
High ™
Very High ™

i
ittt

Default ¥

4

| Add Quality Level |

Pucynok 6.6— EnemeHTH ynpaBiiHHS SKICTIO
CrtBopenns irposoro npoekry ajasa OC Android

Unity mae wmoxnuBicTh renepyBatu ¢daiimm dopmary APK (Android
Application Package). Jlnsa niboro Heo0xiaHo nojaty B Unity nuisix 10 cepenoBuIna
po3pooku Android SDK, sike Bxke MiCTUTh HEOOX1THUI KOMITUISITOP.

Android - omepamiitna cuctema (OC) s cMapT@OHIB, TUIAHIIETHUX
KOMI'IOTEPIB, €JIEKTPOHHUX KHUT, HU(GPOBUX MpOrpaBayiB, HETOYKiB, CMapTOYKIB,
ouok Google, TeneBi30piB, CUCTEM aBTOMAaTUYHOI'O KEPyBaHHS aBTOMOOLIEM Ta
iHmmMu  npuctposimu. OC  6a3yerscss Ha Linux-sapi Ta BiacHoi peamizarii
BipTyaibHOi Mamuau Java Big Google.

Ha nanuii MomMeHT ocTanHbOIO Bepcieto € Android 7.1 Nougat, sika Buiinuia B
»k0BTHI 2016 poky:

Ta6mug 6.1 — Bepcii Android

Bepcist Konose im'st Mara PiBennb API Yacrtka
BHILYCKY punky (2017
PiK)
4 KOBTHS 0
7.0 Nougat 2016 25 0,4%
22 cepnHs 0
7.0 Nougat 2016 24 2,4%
5 )KOBTHs o
6.0 Marshmallow 2015 23 31,3%
. 9 b6epesHs o
5.1 Lollipop 2015 22 23,1%
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5.0 Lollipop | ° “Hz"gffaﬂa 21 9,4%
4.4 KitKat S peomin 19 20,8%
43 Jelly Bean 242%?1;“ 18 1,5%
42 Jelly Bean | peon 17 5.4%
4.1 Jelly Bean | 9 numnusa 2012 16 3,7%
vo | el [ e s

23 Gingerbread 7 H;SBFO 10 1%

HanamryBanns Android SDK

Android SDK — me cepemoBuiiie po3poOKH JOMATKIB JIsi ONepariinHol
cuctemu Android. Android SDK no3Bossie crBoproBatil i TectyBaTd Android-
JOJATKW, 110 BUKOPHUCTOBYIOTH KaMepy MOOLIBHOTO MPHUCTPOIO, aKCEIEPOMETD,
komrac, gani GPS, noctyn o Bluetooth, Wi-Fi, EDGE 1 3G.

Android SDK niatpumye poOoTy 3 MyJIbTUMEAINHUM KOHTEHTOM (ayio,
Bijieo, 300paxkeHHs B opmarax MPEG4, H.264, MP3, AAC, AMR, JPG, PNG i1
GIF), 6azamu panux SQLite, iHTerpoBanuM Opay3zepoM Ha JBmWXKYy WebKit,
BipTyanpHol0 MammHow Dalvik, GSM rtenedoniero 1 T.1. KopucryBaui Android
SDK MaioTh MOXJIMBICTh TECTYBaTH CTBOPEHI HUMHU JOJATKUA 32 JOIMIOMOTOIO
BOYTOBAaHOTO EMYJIATOPA.

3aBantaxxutu Android Studio 3 Android SDK MoxHa 3 odiiitHOTO caiTy
3a nocuwianHsaM https://developer.android.com/studio/index.html

Binkpuemo Android Studio. Buu3y ctapToBOro ekpana nporpamu 3HaiaeMo
kHOonKy «Configure» 1 HATUCHEMO Ha Hef.
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® Welcome te Android Studio —~ X

Android Studio

¥ Start a new Android Studio project

1 Open an existing Android Studio project
¥ Check out project from Version Control ~
. Import project (Eclipse ADT, Gradle, etc.)

¥ Import an Android code sample

#* Configure ~ Get Help =

SDK Manager [o—

Settings
Plugins

Import Settings
Export Settings
Settings Repository...
Check for Update
Project Defaults  »

Pucynok 6.7 - CraproBuii ekpan nporpamu Android Studio

B mento natucuemo Ha myHKT «SDK Manager». Ilicas uporo BiaKpHeTbCs
BIKHO 3 HacTpoikamu 11t Android SDK Manager:

® Defaut Settings x
@ | Appearance & Behavior ; System Settings » Android SDK
Appearance & Behavior Manager for the Android SDK and Tools used by Android Studio
Appesrance Android SDK Location: | C\Users\Eugene\AppData\Locah\Android\sdic Edit
Menus and Toolbars SDK Platforms | SDK Tocls | SDK Update Sites |
System Settings Each Android SDK Platform package includes the Android platform and sources pertaining to an APl level by
P default, Once installed, Android Studio will automatically check for updates. Check "show package details” to
dis| individual SOK components,
HTTP Proxy ok
Name AP Level Rewision Status
Updates l:l Android 7.1.1 (Nougat) 235 3 Partially installed
Usage Statistics ] Android 7.0 (Nougat) 24 2 Partially installed
. Android 8.0 (Marshmallow) 3 3 Update available
Android SDK () Android 5.1 (Lollipop) 2 2 Partially instalied
Notifications Android 5.0 (Lellipop) Fal 2 Update available
i () Andraid 4.4W (KitKat Wear) X 2 Not instalied
Quick Lists ] Android 4,4 (KitKat) 19 4 Partially installed
Path Variables [ Android 43 (elly Bean) 18 3 Partially installed
() Android 4.2 Uelly Bean) 17 3 Partially instalied
Keymap [ Android 4.1 (Jelly Bear) 16 5 Partially instalied
Editor I7| Android 4.0.3 (IceCreamSandwich) 15 5 Partially installed
([ Android 4.0 (iceCreamSandwich) 14 4 Not installed
Plugins ] Andraid 3.2 (Honeycomb) 13 1 Not installed
Build, Execution. Deployment B Android 3.1 (Honeycomb) 12 3 Installed
[_] Android 3.0 (Honeycomb) 1 2 Not installed
Teols Android 233 (Gingerbread) 10 2 Installed
[Z) Show Package Details
Launch Standalone SDK Manager
o T [ e

Pucynox 6.8 - Android SDK Manager

Tyt Mu Mmoxemo nodauuT, siki Bepcii SDK BcTtaHoBieHI. Alie KOKHaA Bepcis
nepeadavyae MUPOKE KOJIO KOMIOHEHTIB. He BCl 11l IHCTpYMEHTH MOXYTh
3HaI00UTHUCS, TOMY HEMA€E CEHCY BCTAHOBIIIOBATH BCi Bepcii SDK moBHICTIO.
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JUi GUIbIII AETaTBHOTO MEPEriisiay BCiX KOMIIOHEHTIB MO KOXHIM miaTdopmi
HaThucHeMO Ha nocwianHs Launch Standalone SDK Manager, sike po3TtamoBaHe
BHU3Y BikHa. lle mocunmanHs 3HOBY 3amyctuth Android SDK Manager, ane B
OKpPEMOMY BIKHI.

F3 Android SDK Manager - a b4
Packages Tools
SDK Path: C:\Users\Eugene\AppData\Local\Android\sdk
Packages
W Name API Rev.  Status 2
O Android SDK Build-tools 21.1.2 [ Installed
1+ Android SDK Build-tools 20 Not installed
[0+ Android SDK Build-tools 19.1 Not installed
v [JE.2 Android 7.1.1 (API 25)
[ SOK Platform 25 3 7 Installed
(158 Android TV Intel x86 Atom System Image 25 2 Net installed
[ [#8 Android Weor ARM EABI v7a System Image 25 1 Not installed
[]#8 Android Wear Intel x86 Atom System Image 25 1 Not installed
[][i8# Google APIs Intel x86 Atom_64 System Image 25 3 [ Installed
[]#8 Google APIs Intel x86 Atom System Image 25 3 7 Installed
17 Sources for Android SDK 25 1 Not installed
v [z Android 7.0 (API 24)
[ [s Documentation for Android SDK 24 1 Net installed
D'i' SDK Platform 24 2 % Installed
[ 8 Android TV Intel x86 Atom System Image 24 9 Not installed
I8 ARM 64 vBa System Image 24 7 v Installed
[C][#8 ARM EABI v7a System Image 24 7 o Installed v
< >
Show: [ Updates/New [/]Installed  Select New or Updates tall package
[ Obsolete Deselect All
M
v
Done loading packages.

Pucynoxk 6.9 - ITocunanns Launch Standalone SDK Manager

Crpykrypuo SDK Manager noOynoBanuii TakuMm 4uHOM. CrodaTky Wjie
cekiiist Tools. Bona MicTUTh makeTu, HEOOX1/IH1 IS pO3POOKU MPOTrpaMH.

Ham iinyts cekmii miatdgopmu Android. Tyr Mm geTtagpbHO MOMXKEMO
MOJIMBUTHUCS, SIKI MAKETHU I KOXKHOI IaTgopMu BcTaHOBIIEH!. B qanomy Bumanky
Hac niepir 3a Bce Oyae mikaBut myHKT SDK Platform.

SDK  Platform wMictuTh Bechb  OCHOBHMHM  (DYHKILIOHAN,  AKHUM
BUKOPHCTOBYETbCA MPHU po3poodii. Jlanuii MyHKT MOXHa BHIUTUTH JUIsl BCIX THX
wiatdopm, mif siKi Mu 30upaeMocst kommniaoBatd Unity-101aToK.

Kpim SDK Platform koxna mnatdopma, SK NpaBuiIo, MICTUTHh IIE Pl
KOMITOHEHTIB:

Google API: pizui API Bix Google, 30kpema, iHTepdeticu mo podoTti 3 Google
Maps, inmmmu cepBicamu Google.

ARM EABI v7a System Image: o0pa3 cucremu, 10 eMyJoe poOOTy
nporiecopa ARM, HeOOX1THUH 17151 3ayCKY eMYJISITopa.
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Intel x86 Atom System Image / Intel x86 Atom_64 System Image: o6pa3
cuctemu (s 86-x 1 64-x mnatdopm) Bix kommanii Intel, Takox HEOOXiTHUN HIIs
3aIlyCKy eMYJIATOpA.

Google APIs ARM EABI v7a System Image: Google API nns o6pa3zy
cuctemu ARM EABI v7a System Image.

Google APIs Intel x86 Atom System Image / Intel x86 Atom_64 System
Image: Google API st 06pa3y cuctemu Intel x86 Atom System Image a6o Intel
x86 Atom 64 System Image

Akmo TecTyBaHHS J0JaTKy Oyjae BiAOyBaTHCs Ha €MYJATOpl, TO CIHij
BCTAHOBUTH [JIsl I[bOTO O0pa3 CHCTEMH, SKHM BIANOBIJAE TOTOYHIA poOOoUii
MaruHi, 1 BignosigHe Google API.

[Ticas Beix mnatrgopm B SDK Manager posramoBana cekiis Extras. Tyt
nepepaxoBaHi JOJATKOBI MAKETH, HE TPUB'sI3aH1 10 MIATHOPM.

B cekii Extras BayxiuBi Taki MakeTy sK:
Android Support Repository

Android Support Library

Google Play Services

Google Repository

Google Usb Driver

Ili makeTn BcTaHOBIOIOTH peno3utopii Android i1 cepsicu Google Play.
KpiMm Toro, SIKIo BM Xx0ueTe BUKOPUCTOBYBATH JIJIsl TECTYBaHHS I0AATKIB CMapT(OH,
To HeoOximHo Oyae BcraHoButn USB-mpaiiBep Oe3nocepeHbO0 BUPOOHHMKA
cMapTdhoHy.

Sk mpaBuio, mMpU MIAKIIOYEHHI cMapTPoHa cHUCTEMa CcaMa HaMAaraeTbCs
BCTAHOBUTH JpauBeED.
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Android SDK Manager - (] X
Packages Tools
SDK Path: C:\Users\Eugene\AppData‘\Local\Android\sdk
Packages
@ Name APl Rev. Status "~
5 [Cz Android 2.2 (API 8)
y O E; Android 2.1 (API7)
~v [ Extras
[ B Android Support Repository 41 [ Installed
[ B Android Support Library 2321 [ Installed
[] & Android Auto Desktop Head Unit emulator 1.1 :l Not installed
[ £ Google Play services 38 [ Installed
[ @ Google Repository 41 [ Installed
[0 &3 Google Play APK Expansion library 1 ["| Notinstalled
[1& Google Play Licensing Library 1 ] Notinstalled
[0 & Google Play Billing Library 5 [ | Notinstalled
[ & Android Auto AP! Simulators 1 | Not installed
A & Google USB Driver 1 [ Installed
[J & Google Web Driver 2 [ Notinstalled
[ & Intel x86 Emuiator Accelerator (HAXM installer) 605 [« Not compatible with |‘v
< ' >
Show: [7] Updates/New []Installed  Select New or Updates . Install packages.. |
[] Obsolete D Al | Delete 5 packages.. |

Done loading packages.

Pucynok 6.10 - Cekuist Extras

Bxaxite nuisx go ¢aitny Android SDK na Bkinanii «External Toolsy y
BikH1 «Unity Preferences».

Bigkputu BikHO «Unity Preferences» mosxHa 3a nonomororw MeHio «Edit—
Preferences».

@ Unity 2017.1.1f1 Personal (64bit) - Scene_T.unity - New Unity Project - PC, Mac & Linux Standalone <DX11>
File =Edit Assets GameObject Component Window Help

g Redo Ctrl+Y
J&g Cut Ctr+X
v

@ P

Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctri+Alt+P

Copy Ctrl+C e
Paste Ctri+V g
Duplicate Ctri+D ;
Delete Shift+Del e
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Select All Ctri+A
Modules...
Sign in...
Sign out
Selection >
Project Settings >
Graphics Emulation >
Network Emulation >

127



Jlekuii Ta MeTOMKA 1X IPOBENACHHS
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Unity Preferences

Pucynox 6.12— Bxknanka «External Tools» y BikHi «Unity Preferences»

[Ticns mporo HeoOximuo 3amatu mapameTp «Package Name» B po3mim
«Other Settings» Ha naHenl «Inspector» y BUTJIA
COM.Ha3BAKOMIAHII.HA3BANPOAYKTA Ta 3allyCTUTh Mpolec 30ipKH IrpoOBOrO
MIPOEKTY 3a I0MOMOTror0 KHONKMU «Buildy.
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Build Settings nl © [nspector. 1
Scenes In Build Default:1con
Isd Scene_1 0
Default Cursor
Cursor Hotspot X0 Yio |
£ | &
Add Open Scenes Settings for Andraid
Platform Resolution and Presentation ‘
é, PC, Mac & Linux Standalone ' Android o ‘
- Splash Image |
Texturs Compression Don't ovarride 3
Build System Internal (Default) N Other Settings
= i0s Export Project L Rendering
Development Build - Color Space* | Gamm E
&y tves Autocannect Profiler - Auto Graphics APT 4
Script Debugging L Multithreaded Rendering* =
ﬁ Tizen Seripts only Build C Static Batching ”
=z Dynamic Batching o
'.‘ Xbox One fo GPU Skinring* L
BOsETer Npp SHenes Graphics Jobs (Experimental)* [
PS Vita ml s anml MiGeme Carber Installation and Setup Virtual Reality. Supportad -
- Protect Graphics Memary o
~ra PS4

|__Switsh Platform || Player Settings... |

Learn about Unity Cloud Build

Build Build And Run

Tdentification

Package Name com.Company ProductName
Version* 1.0

Bundle Version Code 1

Minimum AP Level
Target API Level

Pucynok 6.13— HanamryBanns napametpy «Package Name»

Otpumanuii APK mnaker irpoBoro moatky HEOOXiJTHO BCTAaHOBUTH Ha

MOOLTEHUI PUCTPIH.

KoHTpoJibHI 3an1uTaHHA

e Jlns sikux ruiatopM MOKHa CTBOPIOBATH irpoBi qonatku B Unity 3D?
e Jlns yoro BUKOpUCTOBYEThCS KoMaHa BuildSettings?

e Ha3sBiTh BiAMIHHOCTI reHeparlii makeTiB I MOOUTHHUX MPUCTPOIB.
e Jlnsa yoro BukopuctoByeThcs nmapameTp Bundleldentifer?
e Ha3BiTh OCHOBHI €TanM HaJalITyBaHHS 1HCTPYMEHTIB 30IpKu JJis

Android?
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Meroau4HI BKa3iBKU O BUKOHAHHS Ja00OpaTOHUX poOiT
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

Beryn

Kommekc naboparopuux pooiT monynsa «Po3poOka koMI’ IOTEpHUX 1rop 3a
nornomoroto Unity 3D» BHUKOHYETbCS BIAMOBIAHO [0 MPOrpaMH HAaBYAIBHOI
qucuUIUIiHE «TexHoJorli po3poOKHU KpOoC-TIaTGOPMHUX KOMIT FOTEPHUX 1ropy» Ta
nependadae MOTAUOICHHS TEOPETHYHWX 3HAHb 3 HABYAIBHOI JUCIMIUTIHU Ta
HaOyTTS MPAaKTUYHUX HAaBUYOK poO6oTH 3 Unity 3D 3a qomomororo cneriiaii30BaHoro
IrpoBOro 00JIaHAHHS.

Jlo KoMIuIeKcy 1abopaTopHUX POOIT BXOAATH 1HAMBIAyaldbHI 3aBIaHHS, SKI
nependadaroTh MPOSKTYBAHHS Ta pO3pOOKY BIACHOTO irpOBOTO IOAATKY Ta irpOBOTO
3D-kontenty B Unity 3D. Tema iHIUBIZyadbHOTO 3aBJAaHHS BUOHMPAETHCS
CTYJEHTOM CaMoOCTiiHO. [HIWBiTyanbH1 3aBJAaHHS BHUKOHYIOTHCA CTYICHTOM
CaMOCTIWHO 3 KOHCYJbTAIII€I0 BUKIa1a4a.

MaxkcrMasnbpHa CyMapHa OIlIHKA 3a BUKOHAHHS JIa0OpaTOPHUX POOIT B MexKax
HABYAJIBHOI TUCIIUILIIHYU CKIagae 6 6amiB. Y koxHii po6oTi 30% HapaxoByeThCs 3a
BUKOHAHHS MPAKTUYHOT YaCTUHMU 1 11 BIAMOBIAHICTh OCTaBNeHIH 3aqaui 1 70% — 3a
3aXUCT POOOTH (apryMEHTOBAHE MOSICHEHHS X0y pOOOTH 1 BINOB1/I1 HA TEOPETHYHI
MATaHHS).

BukonanHs Ta mnpeseHTtarlis (iHAIBHOTO 1HJIMBIAYaJbHOTO 3aBAaHHS
OITIHIOEThCA Y 29 OaiB.

I'padix npoBeeHHSI MOTOYHOI0 OI[IHIOBAHHA

Homep THxkHs OuiHloBaHHS
2 Orrinka BUKOHaHHS JJabopaTopHOi podoTH 1
4 Or1riHKa BUKOHAHHS J1abopaTOpHOi poOoTH 2
6 Or11iHKa BUKOHAHHSI JIJaOOpaTOpHOi podoTH 3
8 Or1iHKa BUKOHAHHSI J1abopaTopHOi poboTu 4
10 Or11iHKa BUKOHAHHSI JJabOpaTOpHOi poObOTH 5
12 Orinka BUKOHAHHS J1a00paTOpHOT pobOTH 6
16 OriHKa BUKOHAHHS 1HWBIIyaJIbHOTO 3aBIAaHHS

IHoganus 3BITY 11010 BUKOHAHHS J1a00PATOPHUX POOIT

JlabopaTopHi poOOTH BUKOHYIOTCS MPOTSTOM ayTUTOPHOTO 3aHATTSA. Y KIHIII
KOKHOTO 3aHATTS CTYJIEHT 3000B's13aHUI TTPOJEMOHCTPYBATH BUKOHAHE 3aBIaHHS.

VY Mexax A1BOX THIXKHIB CTYJICHT 3000B's13aHUI CaMOCTIMHO 0(hOPMUTH 3BIT 10
nonepeaHbOo1 J1abopaTopHOi pOOOTH, Ji€ MOBUHHI OYTH BKa3aHi OCHOBHI KPOKH, IO
OyJIM BUKOHAaHI Y X011 IaHO1 pOOOTH.

[IpoTsromM aymUTOPHOTO 3aHATTS, BIABEJACHOTO JUISI BUKOHAHHS HACTYITHOI
Ja00paTOpHOT POOOTH CTYICHT Ma€ 3aXUCTUTH MOTEPETHIO pOOOTY, BIAMOBIBIIN Ha
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MUTAHHS MO0 TEOPETUYHOTO MaTepiady Ta HAJaBIIW MOSCHEHHS MpO Xia 1
pe3ynbTaT 1a00paTOPHOI POOOTH.

OmnintoBanHs 1a00paTOpHUX POOIT:

— 3a KOXKHY JIabOpaTOpHY poOOTY CTYyAEHT OTpUMY€e 6 OaliB (MakCcuMasbHa
cyMapHa OIliHKa 3a yci JlabopaTopHi poOOTH B MeXaxX HABUYAJbHOI JUCIUILIIHU
ckiiazae 36 6aiiB);

— Ko poboTa BHUKOHAHA HE CaMOCTIHHO, TO 3HiIMaeTbess 50% Bin
MaKCHUMaJILHOI KIJIBKOCTI OaJIiB;

— SKIOI0O B TporpaMi HE BUTPMMAHO OCHOBHI TMpaBWiIa CTBOPEHHS
IPOrpaMHUX MPOIYKTIB (HAIPUKIaA, MOLYIbHICTh, APYXKHIH iHTepdEiic, HasBHICTH
KOMEHTapiB) 3HIMA€ThCS 5%.

3a KOXEH TWXACHb 3ali3HeHHs 3aXUCTy JabopaTopHoi pobotu
(KOMIT FOTEpHOTO MPAKTUKYMY) HapaxoByeTbcs mTpadui — 0,2 6anu (MakCUMalIbHO
5 nHIB).

MeToau OIiIHKHM 3MICTOBHUX MO/YJ/IiB HABYAJIbHOI JMCHUILIIHA

KinpkicTe GaniB B 3arajibHiil OINHII 3MICTOBHMX MOIYJIB BiAMOBIAAE
HACTYITHOMY:

Bukonanns naboparopHoi pobotu 1 MaKCHUMAaJIbHO 6 OaTiB.
Bukonanns naboparopHoi po6oTu 2 MaKCHUMaJIbHO 6 OaTiB.
Bukonanns nabopaTopHoi pobotu 3 MaKCHMAaJIbHO 6 OaTiB.
Bukonanns naboparopHoi pobotu 4 MaKCHMaJIbHO 6 OaTiB.
Buxonanns naboparopHoi podotu 5 MaKCHUMaJbHO 6 OaiB.
Buxonanns naboparopHoi pobotu 6 MaKCHUMaJbHO 6 OaiB.
BukoHaHHSI KOHTPOJIBHOT pOOOTH MaKCUMaJbHO 35 GaiB.
BukoHaHHs 1HANBIAYaJIbHOTO 3aBJAaHHS MaKCcUMaJbHO 29 GaiB.

VYci HaOpani O6anmu miACyMOBYIOThCS (MakcumanbHO 100 GaumiB), mrpadmi
Oanu 3a 3aIi3HEHHS B MIPEICTaBICHH] 3BITY 3 JAOOPAaTOPHOi POOOTH BiTHIMAIOTHCA.
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Oo0aagnanusa

Kommekc naboparopuux pooiT monyns «Po3poOka komm’roTepHUX irop 3a
nornomoroto Unity 3D» BHKOHyeTbCSI B IrpoBiii HaBYalbHIA Jaboparopii
«GameLaby.

3a mpu3HauYCHHIM ITPOBY HaBYaIbHY JlabopaTopito «Gamelaby moaiieHo Ha
4OTUPU poOOU1 30HHU:

1. 3oHa po3poOku Ta TecTyBaHHs irop B cepenonuini Android, sika MICTUTB
po6oUl MICIIS 3 HACTYITHOO KOMIT IOTEPHOIO TEXHIKOIO:

- 15 pobouux MicClb CTYACHTIB IJIsi PO3POOKH 1rop, KOXKHE 3 SKHUX
ocHaieHe HoyTOykom HP Pavilion 15-ab246ur, irpoBoro knaBiaTtyporo Logitech
G103 ta maninynstopom Logitech F310;

- 5 cmemiami3oBaHUX pOOOYMX MICIlh, KOXXHE 3 SKHX OCHAIICHE
wianmeToM Lenovo Tab 3 Business X70F, o6mamHanHsSM irpoBOi BIpTyalbHOI
peanmpHOCTI Razer Virtual Reality (OSVR) ecosystem&headset, mromomamu
BipTyanbHoi peanbHocTi EMOTIV Insight 5 Channel Mobile EEG + USB Receiver
Ta irpoBoto rapuityporo Tracklr 5 Premium Head Tracking for Gaming.

2. 30Ha po3po0OKH Ta TeCTyBaHHs irop B cepenoBuiill Apple 10S, sika MiCTUTB
2 criemiaai30BaHUX poOOYMX MICIISI, KOXKHE 3 SIKUX OCHAIlleHe KoMIT roTepoM Apple
A1418 iMac 21.5" ta nnanmerom Apple A1566 iPad Air 2.

3. 3oHa 3ammcy, OOpoOKM Ta TPOCITYXOBYBaHHS aydiOKOHTEHTY TpH, sKa
ocHartieHa 38ykoBuM USB-intepdeiicom 2x4 BEHRINGER U-Phoria UMC204HD
3 mikpoponamu BEHRINGER, ka6ensmu PROEL BULK250LUS, mikpodoHHUMH
ctitikamu PROEL RSM180 Ta naBymnukamu Sennheiser HD558 nns sikicHoro
3aMuCcy ayai0irpoBOro KOHTEHTY.

4. 30Ha po3poOku (GOTO- Ta BiJIEOITPOBOTO KOHTEHTY TPH, SIKA OCHAICHA
3epkasibHOIO  (porokameporo Canon EOS700D 18-55mm, ckanepom Epson
Perfection V370 Photo, nazepuum npuntepom Canon i-SENSYS LBP6030W mis
npyky uepe3 WiFi ta 3 MOOLTEHUX MIPUCTPOIB.

Cepep HP ProLiant ML350 Gen9 3abe3neuye Oe3nepebiiiHe
dbyukiionyBanHs mepexi Wi-Fi HapuanbHoi 1adopatopii «GameLaby.

Kpim Toro, irposa maboparopiss «Gamelab» ocHamieHa 1rpoBUMHU
npucTaBKaMu Jijis TecTyBaHHs irop Sony PlayStation 4 500GB ta XBOX 360 Slim
250Gb Kinect.

B irpoBiii = HaBuanpHi = maboparopii = «GamelLab»  mepeBakHO
BUKOPHCTOBYETHCS ITPOTpaMHe 3a0€3MEYCHHS 3 BIIKPUTUM KOJIOM, IO TIepeaacThCs
y BIUIbHE KOPUCTYBaHHS ISl CTYJAEHTIB Ta BUKIAJaYiB JJII HEKOMEPIHHOI
eKCIUTyaTarii.

Ile wacammepen kpoc-tuiaTopMHI CcepefoBHIa Ta 3aco0u  PO3pPOOKH
oMaTKiB [ytst onepariiaux cucteM Android, 10S, Windows 3 BUKOpUCTaHHSM MOB
nporpamyBaHHs Java, JavaScript, Python, C++.
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Ane UIsi CTBOPEHHS SIKICHOTO ITPOBOTO KOHTEHTY 3allyuy€HO TaKOX
KOMEpIliiHe TMporpaMHe 3a0e3MedeHHs, /I SKOTO BIJICYTHI SKICHI BUIBHO
PO3MOBCIOKYBaH1 aHAJIOTH, a CaMe:

- Kkpoc-tatdopMHul npodeciiini rpadiyHi nporpamu s 0OpoOKH Ta
MOKPAIIEHHs] PAacTPOBHX 1 BEKTOPHUX 300pakeHb, (Qortorpadiii, rpadiyHOro
nuzaiiny (Adobe Photoshop CC ALL Multiple Platforms);

- mpodeciitHi rpadiuHi MporpaMu MOJETIOBAHHS BHCOKOIOJITOHATBHIX
UGPOBUX CKYNBNTYp 1 TeKcTypHOro ¢apOyBanHs 3D momernei misi CTBOPEHHS
nudpoBux 3D 00'ekTiB 1 2D CKeT4iB 3 HIMPOKHUM CIIEKTpOM TeKCTyp 1 (ap0
(Autodesk Mudbox);

- cmermiaii3oBaHe MporpamMHe 3abe3nedeHHs i sSKicHOi 3D-animarii,
peHACpUHTa, MOJCITIOBAaHHS Ta Bi3yaii3amii 13 3aCTOCYBaHHSM Bileoe(deKTiB
(Autodesk Maya 2016);

- cmemiajizoBaHe  TporpamMHe  3a0e3MeYeHHs NI MIATOTOBKH,
KOMITOHYBAHHS, pearyBaHHs, 3alliCy Ta 3aBAHTAXKCHHS ayJ[IOKOHTEHTY BHUCOKOI
sxocTi (Sound Forge Audio Studio 10);

- Crieliaii3oBaHe  IporpaMmHe  3a0e3nedyeHHs IS IJATOTOBKH,
KOMIIOHYBaHHSI, pelIaryBaHHs, 3allUCy Ta 3aBAaHTAXKCHHS BiJCOKOHTEHTY pPi3HOI
posnuibHOi 3aaTHOCTI Ta sikocTi (Corel VideoStudio Pro X9 ML).

Takum unHOM, 00JIaTHAHHS Ta IPOrpaMHe 3a0€3MEYCHHS iTPOBOI HABYATBHOT
naboparopii «GamelLaby» BiamoBigae cydacHMM BHUMOTaM IIATOTOBKU (paxiBIiB 3
PO3pOOKH KpOC-TIATPOPMHUX KOMIT IOTEPHUX Ir0p Ta IrPOBOTO KOHTEHTY.

-

HP ProLiant ML350  MapmpyTmsatop i-SENSYS
Gen? Server TP-Link Archer C59 LBPS030W

—
= = H
-,
&

TTnarmern Lenovo Tab 3 Business X70F

. ! [ 3

Hoy'roym HP Pavilion 15-ab246ur

SGHYA Monobnorn Apple A1418 iMac 21.5"
PlayStation

=

XBOX 360 IInanmeTn Apple A1566 iPad Air

. .

30Ha po3poOKH Ta TecTYBaHHHA irop B cepenosumi Apple iOS

3oHa 3anmcy, 06podKH Ta OPOCIYXOBYBaHHAN AYTIOKOHTEHTY IPH 3ona po3pobrH doTo- Ta Bizeoirposoroe
i KOHTeHTY IPH

Smniciscr BEHRINGER BEHRINGER C1 BEHIRINGERCIZE .

Epson Perfection
U-PhoriaUMC204HD  HD 558  ULTRAVOICE XM1800S Canen EOS 700D —

Pucynoxk 1.1 - Konuenitist irpoBoi HaBYaJIbHO1 na60paTop11 «GameLaby
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JIABOPATOPHA POBOTA Ne 1
TEMA: «PEJKUMH POBOTHU TA IHTEP®ENC UNITY 3D.
POBOTA 3 I'PA®IKOIO»

AHOTALlA

JlabopatopHa poboTa Opi€HTOBaHA Ha O3HAHOMJICHHS CTYJICHTIB 3
iHTepdeiicom cucremu Unity 3D (TojioBHE MEHIO, OIS TPOCKTY, i€papxXis, CIieHa,
IrpOBUIl BUJI, THCIIEKTOP) Ta METOJaMH poOOTH 3 Tpadikoro (OCBITICHHS, KaMepH,
MaTepiaiu, TeKCTYpH, JaH A TH, PEHIECPHUHT ).

Meta 1a60paTopHOi podoTH

OcBoitu 0ocHOBHI npuitomu po6oTH 3 2D- 1 3D-pexkumamu cuctemu Unity 3D,
iHTepdeiicoM cucteMu Ta METoAamMHu poOOoTH 3 rpadikoro. BuBUHTH MOXKIMBOCTI
po6otu 3 ocBitieHHsM B Unity 3D (Directional Light, Point Light, Spot lights, Area
Light). Buuutu MoxiauBocTi podoTtu 3 kamepor B Unity 3D (Perspective and
orthographic cameras). OcBOiTM OCHOBHI HPUHOMH POOOTH 3 MarepiajlaMH Ta
tekctypamu B Unity 3D. BUBUMTH MOXJIMBOCTI CTBOPEHHsS Ta peIaryBaHHs
nauamadTiB (Terrain). OcBoiTu ocHOBHI nipuiiomu peHaepunry B Unity 3D.

OuikyBaHi pe3yjabTaTn

VY pasi ycHilmHoro BUKOHaHHS J1JabopaTOpHOi poOOTH CTYAEHT OyJe 3HaTH Ta
BMITH 3aCTOCOBYBAaTH OCHOBHI IpuiioMu po6otu 3 2D- 1 3D-pexxumamu cuctemu
Unity 3D, BMITH 3aCTOCOBYBAaTHM OCHOBHI TIpa)iuHi KOMIIOHEHTH CHUCTEMH IJis
po0OTH 3 OCBITJIICHHAM Ta KaMepolo, 3aCTOCOBYBATH OCHOBHI MpHUiloMU poOOTH 3
MaTepiaJjaMi Ta TEKCTypaMu MpH po3poOIl IrPOBUX CIIEH, CTBOPIOBATH  Ta
penaryBatd JjaHAmadTH, BMITH 3aCTOCOBYBaTH MNPUHOMH PEHACPUHTY  MpHU
PO3pOOII ITPOBUX JIOJATKIB.

Pesxxumu podotu Ta intepdeiic Unity 3D

Po6oue BikHOo Unity 3D po36uTte Ha 6 B3aeMornoB'sizanux oosacteit (puc. 1.1).
(3a 3amoBuyBanHsM B Unity 3D Bxiroueno Buj «Default» ado «Tally. Akmio y Bac
IHIIMA BUJT pOOOYOTrO BIKHA, TO MOXKETE MEPEKIIOYUTH 1Horo B MeHIo «Layout» y
BEPXHbOMY MPABOMY KyTKY BIKHA).

[epenik Bcix pobounx obnacteit BikHa Unity 3D mogano y ta6m. 1.1.
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) Untitled

ty Project 1 - PC. Mac & Linux Standalone <0X11>

Taoauus 1.1 - Ilepenaik podouux obJacreii Bikna Unity

Iepenik po6ouunx
obaacreit

IIpusHayeHHst podo4unx odJacrei

1. Main menu
(I'onoBHE MeHIO)

Psanok TekcTy 3Bepxy, /A€ pPO3TalIOBYIOTHCS BCl KOMAaHIH,
noctymHi B mporpami. baratro komaHa mpomyObOBaHO
KHOIIKaMH 1 MEHIO B pOOOUYNX 00IaCTAX, TOMY TOJIOBHE MEHIO
HE 000B'SI3KOBO BUKOPHUCTOBYBATH.

2. Project View
(Orasg npoekry)

Cnucok, B IKOMy MoKa3aH1 BCl (aiim, sKi BAKOPUCTOBYIOTHCS
B rpi: ¢aiin cruenu, Qaitn mporpamHoOro kKoay, rpadivsi i
ayaiodaiu.

3. Hierarchy

Cnucok 00'ekTiB, fAKI J0JaHO Ha cLeHy. TyT MoxHa
npaioBaTH 3 00'€éKTaMU, KOMIIOBaTH iX, MEPEHMEHOBYBATH,

Iepapxis
(Tepapxiz) BHIQJISTH.
4. Scene O6nactp, e BimoOpax)aeThCs IrPOBHM CBIT 200 irpoBa CIieHa.
(éueHa) Tyr My MOXeMO n01aBaTH HOBI O0'€KTH, NEPETATYBaTH iX,
3MIHIOBaTH BHU]I.
5. Game OO0nacTb nonepeaHbOro neperisny, € BUIHO, K CLIeHa Oyae
.(Fpa) BUTIsAaTd B Tpi. TyT MoOXHA HaJalITOBYBAaTU Pi3HI

HaJIAIITyBaHHS €KpaHy 1 PeKUMY B1J€O.
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Cnucok, 1o CKJIAAEThCs 3 JEKUIBKOX PI3HUX MO BUAY
po3ainiB. Ilokasye Bci BmacTHBOCTI OOpaHOTO 00'€KTa:
pO3MipH, MOJIET, TEKCTYPH, CKPUIITH.

6. Inspector
(ImcnexTop)

I'osioBHe mento Unity 3D

['onoBue mento Unity 3D cTannapTHO po3TalloBY€eThCA y BEPXHBOMY JIIBOMY
KyTKY BikHa (puc. 1.2).

VY ro10BHOMY MEHIO MICTSITHCS B3arajii BCl KOMaHIH IPOrpaMu, a B OCHOBHHX
o0JacTsx BIKHA BOHU JIMIIE TyOIIOIOTHCA.

T@ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project 1 - PC, Mac & Linux Standaione <DX11=
| File Edit Assets GameObject Component Window Help

Add... Ctri=Shift+ A
| = Hierarchy Mesh * lgame. :
‘| craste | GAT Effects > fll2p || & | <]
'+ € untitled Physics >
: Physics 2D b

Mavigation >

Audio >

Video >

Rendering >

Layout >

Playables >

AR »

Miscellaneous >

Analytics >

Scripts »

Event >
: Metwork ]
‘E’ ul >

Pucynok 1.2- 'onoBue mento Unity 3D
Orasg npoexry (Project View)
Koxen mpoekT MICTUTh manky «Assets». BMICT 1i€l manku npeacTaBieHo B

obusacti «Project View» (puc. 1.3). Lle pecypcu rpu: ¢ainu-ckpuntu, 3D-mozaeni,
TEeKCTypH, ayaiodaitim, npedadu (00'ekTH, sIKI MOKHA KJIOHYBATH ).
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3 Project
| Create * |

¥ | Favorites
(0 Al Materiale
QAN Models

Assets

ey N N NS
m

Prefabs Textures

"Matarlil Material
@ Prefabs
&l Textures

|Gs Move.cs

Pucynox 1.3- O6nacte «Project View». Daiinu npoekTy

[lepemimenns ¢ainiB MOXKHA BUKOHYBaTH uepe3 crangaptauil IlpoBignuk
Windows, BuOpasmu «Reveal in Exlorer». Ane mpu mepemimieHHi pecypciB B

IpoBignunky Windows OyayTs BTpaueHi BCl OCUIAHHS MK 00'€KTaMu.

Kpamie 3aBxau nepeminiatu Qaitiin BcepeanHi NPOeKTy TUbKU B «Project

View».

JlonaTu HOBUM pecypc B IPOEKT MOXKHA JJBOMA CIIOCOOAMU:
[lepersaraytu ¢aiin 3 [IpoBinnnka Windows B o0nacts «Project View».
Bukonatu koManny «Assets» — «Import New Assets».
[IpoekTu rpu CKiIamaTbes 3 OAHOTO abo AeKuIbKox ¢aitni cuenu. Koxna
OKpeMa CIeHa - I1e OKpeMui piBeHb rpu. CIieHH Tak camo 30epiraroThCsl B TAIIIIl
«Assets» 1 BigoOpaxatoTscs B «Project Viewy.
Jlesiki irpoBi pecypcu He € (paitiamu, 1 CTBOPIOIOThCS Oe3nocepeanbo B Unity.
JI1s1 CTBOpEHHS pecypcy BUKOPUCTOBYeThCst MeHIO «Create» (puc. 1.4).

@5 Project
| Create *

Create

¥ Favorites

O All Materiale
LAl Models |

L

@ Material
Wl Prefabs
& Textures

Assets

Material

Prefabs

Textures Move

Pucynok 1.4 - Mento «Create»

Show in Explorer
Open
Delete

Open Scene Additive

Import New Asset...
Import Package
Export Package...

Find References In Scene

Select Dependencies
Refresh

Reimport

Reimport All

Run AP Updater..

Open C# Project

Ctrl+R

Folder

C# Script
Javascript
Shader

Testing

Playables
Scene
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture

Sprite Atlas

Sprites

Animater Controller
Animation

Animator Override Controller
Avatar Mask
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Mento «Create» 103BoJIsi€ J0JaBAaTH B IPOEKT CKPUNTH, pedadu, Manku Ta
iHme. bynp-skuii pecypc abo manmky MO)KHa mepeidMeHyBaTH, HaTUCHYBIIH «F2)
abo 3poOuWBIIM JABa KIiKa MO IMEHI. SIKIIO 3aTUCHYTH KHOMNKY «Alt», To mpu
PO3KPUTTI AUPEKTOPIi OyyTh PO3KPUTI 1 BC1 MIAAUPEKTOPII.

Iepapxis (Hierarchy)

Iepapxist mictuth Bei 00'exktu (GameObject) Binkpuroi cuenu. O0'exTH, 110
JOMAIOThCS B CILIEHY a0o0 BHUIAISAIOTBCA 3 HEl, BII0OpakaroThcsi ab0 HaBIaKH
nepecrtaroTh BinoOpaxarucs B Hierarchy (puc. 1.5).

CnanxkyBanns (Parenting). B iepapxii Unity 00'exTiB MOXHa 3a1aBaTu
ycnankyBaHHs. Byab-skuit 00'eKT MOXe OyTH JOUIPHIM MO BIAHOIICHHIO A0 1HIIOTO.
Houipsiii 00'ekT Oyzae pyxatucs i obepraTics pa3om 3 0aTbKiBCbKUM 00'ekToM. 115
CTBOPEHHSI JOYIPHBOTO 3B'SI3KY JOCUTh NEPETATHYTH HEOOXiAHUU 00'€eKT Ha
OatpKiBchKUi 00'ekT B Hierarchy.

= Hierarchy - - i
| Create - | (@A 1 1 M| #* | Gizmos *| (BrAl
v € untitled*

Main Camera
¥ Directional Light
Point light

Terrain

Pucynok 1.5 — Iepapxist 00'exTiB
Cuena (Scene View)

IrpoBa cileHa BHKOPHUCTOBYETHCS JUIsI PO3CTAHOBKH OO0'€KTIB (OTOYCHHS,
MEPCOHAXI, KaMepH, CHCTEeMH 4YacTHHOK Ta iHmie). CiieHa Moxke OyTH irpoBUM
piBHEM, TOJIOBHUM MEHIO, 3aCTaBKOIO (puc. 1.6).

B 2D pexxuMi yripaBiiHHS € IHTYITUBHO 3po3yMiiuM. Y 3D pexumi € 6e3miu
MPUHAOMIB JIJISI IEPEMIIIICHHS 10 CLICHI:

1. 3atucuyra mpaBa kHomka wmumn  (IIKM) akTuBye peXum BUIBHOTO
MOJILOTY.

2. Ilepemimarucs moxHa kiasimamMu WASD Ha manep rpu B xxanpi FPS.
3. Bubepith 00'ekT y cnucky iepapxii 1 HaTUCHITH «F». Bua crenu Oynae
IIEHTPOBAHO 1 MAaCIITAOOBAHO MO BUOPAHOMY O0'€KTY.
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4. 3aruchyti kinaBima Alt Ta miBa xkHomka mumi (JIKM) Oyne xpytutu
KaMepy HaBKOJIO MOTOYHOI TOYKH OTIOPH.

5. 3arucuyti knaBima Alt Ta cepemus knomka mumi (CKM)  Oynyts
nepeMiIlaTi KaMepy.

6. 3artuchyTti kiasima Alt ta [TKM OyayTs MaciitaOyBaTH BUTJISIT CLIEHU.

7. 3acTocyBaTv aJlbTEPHATUBHUM PEXKUM MEPEMIILIEHh MOXHA 32 JIOOMOTOI0
kiaBimmi Q.

# Scene
| Shadad RIEEEAE =1 | Gizmos -| (GAT

Pucynok 1.6 - IrpoBa cuena
IrpoBuii Bua (Game View)

Game View - momepemHidi ormsin rpu (peHmep 3 1rpoBoi kamepw). Y
po3TailyBaHHI BIKOH 3a 3aMoOBUyBaHHsAIM «Game View» BiacytHiil. [[ns iioro
BKJIFOUEHHS OTPIOHO BUOpaTH BKIaAKy «Game» HaJ irpoBolo cueHoro (puc. 1.7).

Play Mode

Tpu kHOMKM y BepxHiif yacTuHi BikHa Unity 3D BianmoBigaroTh 3a ynpaBiIiHHS
nonepeAaHiM oriisiioM rpu: «Play», «Pause» 1 «Step». Bci 3minu, 3po6iieHi mijg yac
NONEPEHBOI0 MEPETISAY, CKUAIOTHCS MPU BUXO1 3 HbOT0. BUHIATKOM € 3MiHU B
npedadax.

Game View Control Bar

[Tepmie mento, mo Bumnagae B «Game View» - 1€ KOHTPOJb MPOIMOPINT
300pakeHHs1 (Aspect Drop-down). Ha neskux aucriesx 1€ CIIBBIJIHOIIEHHS
BIIPI3HAETHCS BIJ CTaHAapTHoro 4:3 (Hampukiaa, Ha MIHMPOKOGOPMATHUX
MoHITOpax - 16:10).

Ham #fine kaomnka «Maximize on Playy. fkmo Bona HatucHyta, To «Game
View» po3TATyeThCs Ha BC1 BIKHA PEeAKTOpa MPH MOTEPETHOMY MEePEerIIsi.
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Knonka «Gizmos» Bkiouae BimoOpakeHHs KoHTelHepiB Gizmo B «Game
View».

Octanns kHomka - «Stats». Bona mokasye CTaTHCTKy peHIEpHUHTa
(Rendering Statistics), kopucHy Ipu onTUMi3allii.

Maximize On Play | Mute Audio | Stats | Gizmos ~|

+ Free Aspect
5:4
4:3
3:2
16:10
16:9
Standalone (1024x768)

Pucynoxk 1.7 - Game View
Incnexkrop (Inspector)

GameODbject - e 6ynp-sxuit 00'ekt B Tpi. CaM 10 c001 00'€KT HE BUKOHYE
niit. oMy moTpibHi creriaibHi BIACTUBOCTI, EPII HIXK BiH CTAHE IIEPCOHANKEM,
OTOYEHHSAM a00 Bi3yaJbHUM €(PEKTOM.

O0'exkTn - 1e nume KoHTeWHepu. BOHM MOXYyTh MICTUTH B €001 pi3HI
eJIEMEHTH, KOMOIHalii SIKUX TEepPEeTBOPIOIOTh OO'€KT B MEPCOHAX, AEKOpaIlilo,
cuenedexr. [i enemenTn HazuBarOThCst KoMroHeHTamu (Components). 3a1eKHO Bijl
TOro, IO TOTPIOHO CTBOPUTH, OO'€KTYy TPUCBOIOIOTHCS PI3HI KOMOiHAIIT
KOMITOHEHTIB.

ITepenik 06'exTiB MicTUThCS B 00JacTi «Hierarchyy. Slkmio B cnucky iepapxii
MU BHOepeMo Oynb-sikuii 00'ekT, To B oOjacti «Inspector» BimoOpa3saThCcs BCl
BJIACTUBOCTI IIOTO KOHKpEeTHOTO 00'ekTa (puc. 1.8). TyT ke MokHa peaaryBaTH BCl
11l BJIACTUBOCTI 200 J01aBaTH HOBI.

OO6'ekT MOXK€ MICTUTH B €001 Taki THUIM KOMIIOHEHTIB: pO3TAallyBaHHS B
npoctopi (Transform), mermu (meshes), ckpuntu (scripts), 3Byku, JpKepena CBiTiIa
(Lights) Ta iam1 eneMeHTy.

Status Bar

Pamox crany (Status Bar) posrtamoBanuil y HWKHIM 4YacTWHI BiKHA
penakropa. BiH BimoOpakae MOMIIIKM KOMIUISAIII. SJKII0 BUHUKAIOTH MPOOIeMu 3
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TPOI0, BapTO 3arJITHYTH B PAMOK cTaHy. [loaBiliHe HATUCKAHHS Ha HHOMY BIIKPHE
BikHO KOHCOJ1 (Console), B sskomy BimoOpakaroThCs BCi moMuiiku (puc. 1.9).

© Inspector
W [Plane | [ static ¥
Tag|Untagged ¢ Layer [Default 3]

Default-Material
Shader | Standard

Pucynox 1.8 - BnactuBocTi 00'ekta B 06s1acti «Inspector»

Pucynok 1.9 - Bikno xoncomi (Console)

HanamryBanHst po0040ro BikHa

MoskHa HanamroByBatu posramyBaHHs (Layout) cekTopiB, mepeTaryrouu ix
3a 3aKjIaJKU. SIKI0 MEepPEeTATHYTH 3aKJIaJKy B 00JIACTh 3aKJIaJIOK BXKE i1CHYIOUOTO
BiKHAa, TO BOHa OyJe aodaHa A0 MPUCYTHIX TaM 3aKJIagoK. TakoXX MOKHa
MPUKPIITUTU CEKTOP JI0 Kparo eKpaHy abo Kparo 1HILIOro CEKTOopa.

CexTop MOke OyTH TOJaHO IO OJHIET 31 CTOPIH ICHYIOUOTO BiKHA.

3akaa K MOXKYTh BIJIKPITUIIOE BiJl TOJIOBHOTO BIKHA PEIAKTOPA 1 BKIIFOUATHUCS
JI0 CKJIay TIaBAlOUYOTO BiKHA pemakTopa. [TnaBatoue BIKHO MOKE MICTHTH CEKTOpa
1 3aKJIaJIKH TaK caMo, K 1 TOJIOBHE BiKHO.

[InaBatoye BIKHO peJaKkTOpa CXO)KE€ Ha TOJOBHE BIKHO, ajie HE Mae€ MaHell
iHcTpyMeHTiB (Toolbar).
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Komnu po3ranryBaHHs CEKTOPIB 3a/1aHO, HOTO MOYKHA 30€PETTH 1 3aBaHTAKUTH
B OTpiOHMIT MOMEHT uepe3 MeHio Layout (Save 1 Load).

CrtBopenns npoekty Unity. IMmopT HeoOXiTHHUX pecypciB.

3anyckaemo Unity.
O6upaemo Ha Bkiaani On Disk mynkr New Unity Project (puc. 1.10).

nity A
Unity 2017.1.1f1 x

Projects 3 NEw OPEN (g My AccOUNT

In the Cloud
New Unity Project 1

Pucynok 1.10 - CtBopenns HoBoro npoekty Unity
JI1s iMIIopTy HEOOX1THUX pecypciB (MaTepiaiu, TEKCTYpH) BUOMPAEMO MEHIO

«Assets — Import package — Custom package» 1 mepexoauMo B Mamnky 3
iMIopToBaHuUMH pecypcami (puc. 1.11).
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e

@ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11>
| File Edit Assets GameObject Component Window Help

Create >
| = Hierarcl Showin Exploces
|| create - | Open
v Q untit Delete
Main C
Directi Open Scene Additive
Import New Asset...
D 3y
Export Package... k)

Find References In Scene

Select Dependencies

Characters
Refresh Ctrl+R CrossPlatforminput
Reimport Effects
Reimport All Environment
ParticleSystems
Run AP| Updater... P
‘ Open C# Project Utility
C@proies — TOCET e

} Create ~

Cameras

S tMateria

S |4 N*l

Search:

Selected folder

Asset Store: 999+ / 999+

0 All Madels
(© Al prefabs

LightProjec... o T

~10] |0

vﬁuuu
: @ Atlas
1 Gl Single
| ¥ standard A
» (i Effects

ToenLit

Pucynok 1.11 - IMmnopt HeoOXigAHHUX pecypciB

6. I'enepanisa nangmadry

Jnsa crBopenss nanamadty B Unity BukopuctoByetbes 3D Object « Terrainy.
Jnsa ctBopeHHs nanamadTy HeoOXiaHO noxatu B BikHO «Scene» 3D Object
«Terrain» Bubpanum meHio «Game Object -3D Object — Terrain» (puc. 1.12).
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e e e ememeeneree
:Q Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11=>

iFiIe Edit Assets GameObject Component Window Help

Create Empty Ctrl+Shift«N
= Hierarch Create Empty Child Alt+Shift+N
| Create | (@A 3D Object > Cube | Gizmes *| |
¥ € untitled 2D Object > Sphers
Main Camera
Directional Ligl Effects > Capsule
Light » Cylinder
Audio t] Plane
Video > Quad
o f Ragdoll...
Camera
Terrsi
Center On Children T
ree
Make Parent Wind Zone

Clear Parent

3D Text
Apply Changes To Prefab

Break Prefab Instance

: Set as first sibling Ctrls=
@ Project I Set as last sibling Ctri+- -
i Move To View Ctris Alt+F ST D 4% %]
. E re: 999+ / 999+

> Align With View Ctrl+Shift+F E 2

Align View to Selected

i Toggle Active State Alt+5Shift+A
¥ [ Assets - - .
i &l Atlas Flare50mm  GlassRefra. GridProject.. LightProjec.. ShadowProj. Tesselated. T T lated. ToonBasi ToonBasi ToanLit

© @ single
| ¥ @ Standard
: » Gl Effects

Pucynoxk 1.12 - CtBopenns 3D Object «Terrain»

[Ipu upomy, nanamadT cnovyaTky Oye MpocTo MIOCKOI0 pIBHUHOW. OHAK,
SKIIIO BH IOJIMBUTECS HA IHCIIEKTOP MpH BUAIeHOMY 00'ekTi Terrain, Bu mobauure,
10 TaM MpPEACTaBICHUI P IHCTPYMEHTIB, SIKI BU MOKETE BUKOPUCTOBYBATH IS
CTBOpEHHS OyAb-IKUX MOTPIOHMX BaM JaHamadTiB (puc. 1.13).

Otxe, nanamadT rotoBuid. 3ajaMo oMy TeKkcTypy. B iHcmekTopi 00'€KTiB
HATHCKAEMO Ha NeH3IMK a noTiM Ha KHonKy Edit Textures. O6upaemo nyHkt Add
Texture.

Bigkpuerbest BikHO nojaBaHHsl TeKCTyp 710 00'ekTy Terrain «Add Terrain
Texture» (puc. 1.14).

V BikHiI «Add Terrain Texture» Hatuckaemo «Select Texture 2D» .

V BikHI «Select Texture 2D» BUOHUpaEMO TEKCTYpPY, HAKUMAEMO HA KHOMKY
«Add» ta nogaemo ii g0 06'ekty Terrain (puc. 1.15).
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Pucynox 1.13 - [HcTpyMeHTH J1st CTBOpEHHS JaHAIA(TIB

Add Terrain Texture n

Pucynox 1.14 - Bikno nonaBanns tekctyp A0 00'ekty Terrain «Add Terrain
Texture»
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Select Texture2D n Add Terrain Texture
D

_(Ew.;[

27 MBS
ASSELs /rpasal I5PY

Pucynok 1.15 — Bikno Bubopy tekcryp «Select Texture 2D»

B incnekTopi 00'ekTiB HaTHCKaemMo Ha KHOMKY «Raise/Lower terrainy,
BUOMPAEMO TMEH3JIMK, BCTaHOBIOEMO po3Mip (Brush Size), iHTeHCUBHICTH

(Opacity) (puc. 1.16).
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@ - wces - TiRmne

..
4.
. o

Pucynok 1.16 — Incniexkrop 00'ektiB. KHonka «Raise/Lower terrain»

Hartuckatoun JIKM nigHiMaeMo BeplIMHYy, a00 HAaTHUCKalO4YM KOMOIHAIIIO
Shift + JIKM onyckaemo. Hatuckatoun kHonky «Smooth Height» mpubupaemo
roctpi kytu (puc. 1.17).
@ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> - X

File Edit Assets GameObject Component Window Help
& [+ | S| 5G] [center| @Local ] T

Pucynok 1.17 — CtBopenns o0'exty Terrain

147



Meroau4HI BKa3iBKU O BUKOHAHHS Ja00OpaTOHUX poOiT
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

7. PoOoTa 3 OCBITJIEHHSIM i KaMepoIo

JI>xepena CBITIIa BUKOPUCTOBYIOTHCS JJISI OCBITIICHHS CIIEHU Ta 00'€KTIB.

B Unity po3po0GHUKY TOCTYIIHI 5 THIIIB JPKEepeN CBITJIA:

Directional Light. Haitnpocrimie mpkepeno cBiTia, IMITye COHSYHE CBITJIO.
Directional Light € HeckiHU€HHOIO MHOKMHOIO MapajieIbHUX ITPOMEHIB.

Point Light. ToukoBe mkxepeno cBiTiia, TOOTO MPOMEH1 PO3XOAATHCS B Pi3HI
OOKH 3 OHI€] TOYKH.

Spot lights. J[>xepeno cBiTia, M0 CBITUTH 3 TOUYKU B JESIKOMY HAIpPSIMKY 1
BUCBITIIFOE 00'€KTH TIJILKHA BCEPEIMHI KOHYCA.

Area Light. J[>epeno cBiTia, 1m0 Mae Iionry. YsBiTb c001 IPSIMOKYTHY
HaHelb, 3 IKOi BUXOJUTH CBITIIO, Lie 1 Oyae Area Light.

Light Probe Group. Oco6iuBe 1xepesno CBiTIa, 0 BIJIMBAE BUKIIOYHO Ha
IUHAMIYHI 00'€KTH.

Jlns cTBOpeHHs Jpkepena cBiTia Bubepemo meHio «GameObject—Lighty
(puc.1.18).

Q Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Window Help

‘m Create Empty Ctrl+Shift«N

WL Create Empty Child Alt+Shift+N & Asset Store 8 Anim

Create -| &R 3D Object R AN~

7 € untitled* 2D Object >

Main Camera
Directional Ligl Effects 2 - =

Light > Directional Light
Audio > Point Light
Video > Spotlight
ul > Area Light
Camen Reflection Probe
Center On Children Light Probe Group
Make Parent
Clear Parent
Apply Changes To Prefab
Break Prefab Instance
Set as first sibling Ctrl+=
Set as last sibling Ctrl+-
Move To View Ctri+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected
Toggle Active State Alt+ Shift+A

CunpsmoBamne cBitJi0 Directional Light.

Jl>xepena CHOpsIMOBAHOTO CBITJIA B OCHOBHOMY BHUKOPHUCTOBYIOTHCS MJIs
COHSYHOTO 1 MICSTYHOTO CBITJIa Ha CIIEHAX 3 BIAKPUTHM MPOCTOpoM. Jl>kepena cBiTia
JIAHOTO THUITY BIUITMBAIOTh Ha MOBEPXHI BCiX 00'€KTIB CLIeHU. TaKkoX Lie HaileneBIe
JOKEPEIIo CBITIA JJIst TpaigHOTO Tporiecopa.

Jnsa cTtBopeHHs kepena cBiTia Directional Light BuGepemo Mento
«GameObject—Light—Directional Light» (puc.1.19).
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File Edit Assets GameObject Component Window Help

Rl 4 (S (= [El] [=center] @Local |
= y |

Tag [ Untagged _+| Layer | Default

¥ .~ Transform
Position X0~ Yo 1z]o —
1

|

a@».

x50 Y30 1z[o
x[1 J¥{1 J2[1

[ Dirsctional - |
{ 12

Realtime .
L ]

Indirect Multiplier T ]

Shadow Type [ Ho Shadows n

Cookie None (Texture) ]o
Cookie Size 0 |
Draw Halo (m)

Flare [None (Flare) o
Render Mode Auta +]
Culling Mask [ Everything +]

Add Component

Pucynok 1.19 — CTtBOpeHHs xepena cpitna Directional Light
Toukoe ocBitiienHs (Point Lights)

Point light cBiTuTh Ha BCi 60ku 3 oaHieT Touku. [{e HalimommpeHie mKepeno
cBiTia B irpax. /laHuii TWI OCBITJICHHS Ma€ CEPEIHIO PECYPCOBUTPATHICTH MJIS
rpagigHOro MmpoIecopa.

Jlns  ctBopeHHst kepena cBiTiaa Point Lights BuGepemo MeHto
«GameObject—Light— Point Lights» (puc.1.20).

B incnexropi Ha Bkiaami «Lights» BcTtanoBuMo mnapamerp «Range=60»,
napametp «Color» 3minuMo Ha «Red», BctanHoBuMO mapameTp «Intensity=50».

File Edit Assets GameObject Component Window Help

;| © Inspector .
@ [Point light | (] static v
Tag [Untagged i) Layer [Default i)

¥~ Transform

p - - Y
Paint light . . 7 Position x[10.83 ¥19 123763 |
- g - zo

Rotation x0 Yo

X[ 43 12i1 |
*

[ Point Iy
60 ]
_________P4
Realtime |
L
(50 ]

Indirect Multiplier 1 |

(1) Realtime shadowing is for Spot and Point lights.

Shadow Type [ Mo Shadows |

Cookie [None (Texture) ‘e

Draw Halo

Flare [None (Flare) )

Render Mode Auto n

Culling Mask Everything 4]

Pucynok 1.20 — CtBopennst pxepena cpitia Point Lights
OcsiTyienns npomuneM (Spot Lights)

Jlxepeno ceitia Spot Lights cBiTUTH B OJHOMY HamlpsIMKy, BCEpEIMHI
KoHyca. J[>keperna cBiT/ia JaHOTO TUITY 1I€JIbHO MIAXOASTh 1JI PYYHUX JIIXTAPUKIB,
aBTOMOOLTbHUX (¢ap abo JiXTapHUX CTOBMIB. JlaHWW THUO OCBITJICHHS €
pecypco3aTpaTHHUM.

149



Meroau4HI BKa3iBKU O BUKOHAHHS Ja00OpaTOHUX poOiT
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

Jnst  cTtBopeHHs kepena cBitna Spot Lights BuGepemo MeHIo
«GameObject—>Light— Spot Lights» (puc.1.21).

B incnexropi Ha Bkiamil «Lights» BctanoBumo mnapamerp «Range=60»,
napameTtp «Color» 3miHuMoO Ha «Red», BctanoBuMO mapameTp «Intensity=60».

Q Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> - X
File Edit Assets GameObject Component Window Help
(O [+ RN =[G [oarivet | @tocal | (S [ coliab - | & ] [Account - | [ Layers - || Layout -]
= Hi a 3 Scene - aat Bhan N : == ©Inspector | Services &=
- o ;“ |# [Spotiight (] Static v
Tag [Untagged i) Layer | Default i
¥ .~ Transform (WS
Position X6.08 Yo z-114
Rotation X11.615 ¥[31437 2[-86.97201
Scale X1 Y[z 21
v SLight ,
Type [Sper )
Range [e0 ___1
Spot Angle - 63,9635
Colr ——— ¢
Mode [Reaitime 0
Intensity 60
Indirect Multiplier 1

(1) Realtime indirect bounce shadowing is not supported for Spot and Paint lights,

Shadow Type. [ 1o Shadows. N

Cookie None (Texture) °
Draw Halo

Flare None (Flare) °
Render Mode [[Auto +)
Culling Mask | Everything i)

& Project O Console. o=

Pucynok 1.21 — CtBopeHHs ixepena cBitiia Spot Lights

ILinocke mkepesio cBitia (Area Lights)

[Tmocke mxepesno CBiT/Ia BUITPOMIHIOE CBITJIO OHIET 31 CTOPIH MPSMOKYTHOI
oOnacti ionuHi. JlaHuii TUN JpKepena CBITJIA BIUIMBAaE Ha O0'€KTH BCEpeanHI
obmacTi mii. Po3mip mpsmokyTHUKA 3a1a€Thes BacTuBocTsMU « Widthy 1 « Heighty.
CBITI0 BUIIPOMIHIOETHCS 3 YCI€I0 MOBEPXHI MPAMOKYTHOI 00sacTi. OCKiIbku Area
Lights Bumarae Bemukux oOOYHCIEHB TMpOIECOpa, IUIOCKI JpPKepena CBITIA
HEAOCTYIIHI MiJ] Yac Tpu. ToMy MOXKITMBE TUIBKH 3aliKaHHS B CBITJIOBI KapTH.

Jlns ctBopeHHs Jkepena cBiTia Area Lights BuGepemo MeHo
«GameObject—Light— Area Lights» (puc.1.22).

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> e x
File Assets GameObject Component Window Help

c:ncmli

| &collab - | & | Account - | [ Layers - | Layout - |
== © Inspector | Services &=

™ [Area Light (] static ¥
Tag [Untagged i) Layer [Default a
Y.~ Transform [FE2
Position X -6.86 Y 3.84 z[-8.22
Rotation X 162314 v [-205.142 21159.767

Scale %[0.4573403 Y 0.3091148 z[0.4573403

v [_| ¥ Light &
Type [Area (baked only) ol

Range 1788.007

width ~67.30266

Height [28.27175

Colr ——

Intensity 80

Indirect Multiplier 1

Oraw Halo

Flare None (Flare) o

Render Mode [Auto |

Culling Mask [ Everything +)
Add Component

@ Project | Oconsole. .=

Pucynok 1.22 — CtBopeHHs xkepena cBiTiia Area Lights
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Kamepu € npucTtposiMu, sIKi 3aXOIUTIOIOTH 1 BiIOOpakaroTh irpoBuil cBIT. Bu
MOJKETE MaTH HEOOMEKEHY KUIbKICTh KaMep B CIIEHI Ta HAJAIITYBaTU PEHIEPUHT
KaMepamM B OyAb-IKOMY TOpPSAKY, Ha OyIb-SKOMY MiClll €KpaHy, a00 TIJIbKU B
NEeBHUX HOro 4acTHHAX.

JLitst
(puc.1.23).

CTBOPEHHsSI Kamepu BHOEpEMO MEHIO

iFiIe Edit Assets GameObject Component Window Help

‘WL Create Empty Child Alt=Shift+ N
1| Create = | (arAll 3D Object >
v € untitled* 2D Object >
Main Camera
Sphere Effects >
Light >
Audio >
Video >
ul >

ply Changes To Prefab

Create Empty

Break Prefab Instance

Ctrl+Shift+N

,,,,,,,,,,,,,,

«GameObject—>Camera»

Pucynok 1.23 — Menio «GameObject—>Camera»

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>

File Edit Assets GameObject Component Window Help

w0 [ 1) [earivet [ @Local |

[ &cCollab - | [ & | [ Account - |

[Layers - |{Layout - |

=| #Scene | € Game .=| © Inspector | Services e
| Shaded zll20] # | Gizmos ~| (Gl @ @ Fmcmn O static v
Ml Camara Tag | MainCamera i) Layer [ Default ™
¥~ Transform Qe
Camera Position X[-2.61 Y107 2[-6.77
Rotation x[0 ¥ /-39.001 zo
Scale x[T Y[ 2737
V¢ ¥ camera w»
Clear Flags [ Skybox :
Background LV
Culling Mask [ Everything :
Projection [ Perspecti
Field of View 60
Clipping Planes Near 0.3
Far 1000
Viewport Rect X0 Yo
w1 H1
Depth 1
Rendering Path | Use Graphics Settings i
Target Texture None (Render Texture) o
Ocelusion Culling
Allow HOR o
Allow MSAA 4
] [ Censol Target Display [ Display 1 +
Project | Console -
Craate * a8 * &' ¥ GUI Layer ﬁ_ﬁ_
¥ Favorites  Assets w ¥Flare Layer [
OLAll Material ) ¥ Audio Listener ]

PI/IcyHOKT.24_— CtBOpEHHs KamepH
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Taoauuga 2 — BaacruBocri 00'ekra «Camera»

BaacTuBicTh DyHKIist
Clear Flags Busnauae, siki yactunu exkpany OyayTh ouuiieHi. Lle 3pydno
MIpU BUKOPUCTAHHI JEKUIBKOX KaMep JJIsl BIATBOPEHHS P13HUX
€JICMEHTIB TPH.
Background | Komip, sikuif 3acTocoByeThCs Ui (DOHY MICHSI BiATBOPEHHS
BCIX €JIEMEHTIB, B pa3i BIICYTHOCTI CKalboKca.
Culling Mask | Bxiarouenns a0o BUKITIOUEHHS IIapiB 00'€KTIB HA PEHIEP LIEI0
kameporo. [Ipu3HauenHs mapiB 00'€KTiB MPOBOJUTHCS Yepes3
Inspector.
Projection [lepemukae 31aTHICTh KAMEPHU CUMYJIIOBATH MEPCIIEKTUBRY.
Perspective
Kamepa O0yne pucyBatu 00'€KTH B IEPCIIEKTHBI.
Orthographic
Kamepa Oyne pucyBaTu 00'€eKTH PIBHOMIpHO, 0€3 edeKTy
TIEPCTICKTHBH.
Size (xoJm Po3mip 30HHM BHIMMOCTI KaMepu Mjig OporpadiuHoro
oOpaHui peXUMY.
oporpagiyHuii
PeKUM)

Field of view
(ko011 oOpaHmid

[IIupuHa KyTa OISy KaMepH, BUMIPIOETLCS B Tpajlycax Io
JIOKAJIBHIN oCc1 Y.

peKUM
NEePCHEeKTUBH)
Clipping Planes | [luctaniis, Ha sSiKiil KaMepa MOYMHAE 1 3aKIHUYE PEH/ICPUHT.
Near
Haii6nmxya Touka BITHOCHO KaMepH, sika Oyjie pUCyBaTUCH.
Far
JlaJibHs TOUKa BIIHOCHO KaMepH, ska Oy/ie pucyBaTHUCS.
Normalized YoTtupu 3HauYeHHS, IO BigoOpakaioTh Te, B SKiM 00JacTi
View Port Rect | ekpany Oyne BHBEIAEHO 300pa)K€HHS 3 KaMepH, B €KPAHHUX

koopauHaTax (Big 0 mo 1).

X

[ToyaTkoBa 1mo3wuIliss 00JaCTI O TOPU3OHTAII BUY KaMeEpH,
KW OyJie puCyBaTHUCS.

Y

[ToyaTkoBa mo3uilis 00JIacTi MO BEPTUKAM, J€ BUJ KaMepu
Oyzne pucyBatucs.

W (Illnpuna)

upuna BUIy KaMepy Ha €KpaHi.

H (Bucora)
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Bucora Buny kamMmepu Ha ekpaHi.

Depth [To3umiss xkamepu B dYep3l Ha mnpopucyBaHHs. Kamepu 3
BEJIMKUM 3HAYCHHSAM OYIyTh HApUCOBaHI MOBEpPX KaMep 3
MEHIIIUM 3HAYEHHSIM.

Rendering Path | Omuii a1 BU3HAYEHHS! METO/IIB PEHIEPUHTA JIJIsl KaMEpH.
Use Player Settings

Kamepa BuKopucTOBY€E METOJ Bizyaui3allii, BCTAHOBJICHUI B
Player Settings.

Vertex Lit

Bci o0'ektn, 1m0 PUCYIOTBCSA 1€ KaMepow OynyTh
peHnepuThes sk Vertex-Lit-00'ekTH.

Forward

Bci 00'extu OyAayTh pEeHAEPUTHCS 3 OJHHUM MPOXOJOM Ha
Marepia

HDR Bxotouenns texnonorii High Dynamic Range.

3aBaanHs 10 jadopaTopHoi poooTu Nel

1. CtBoputu HOBuU# ipoekT Unity.

2. 3a1iCHUTH HAJAIITYBaHHS 1HTEp(]EcCy.

3. 3aiiicCHUTH IMIIOPT pecypciB (MaTepialiB, TEKCTYP).

4. 3a nonomororo 3D-00'exty «Terrain» 3reHepyBaTH JanamadTt Ta A01aTU
TEKCTypy JaHAmagdry.

5. 3a nonomororo MeHto «Game Object— 3D Object—Sphere» ctBopuTu 3D-
00'exT «Sphere» Ta mpuB’s3aTu 10 HbOro 4 Tunu mxepen citia (Directional Light,
Point Light, Spot lights, Area Light).

6.3a pgomomororo wmeHio «Game Object—Camera» cTBOpUTH 00'€KT
«Cameray» Ta mpuB’sa3aTH HOTO 70 00'€KTYy «Spherey.

7. 3MIMCHUTH PEHIAEPUHT.

KoHTpoJibHI 3an1uTAHHA
e  Ha3sgith 0a30Bi rpadiuni komnoHeHTu cuctemu Unity 3D miist po6oTh 3
OCBITJICHHSIM Ta KaMepoIo.
e  [lepepaxyiiTe ocHOBHI eneMeHTH iHTepdeticy cuctemu Unity 3D.
e  Ha3Bith 6a30Bi kommoHeHTH cuctemu Unity 3D myist cTBOpeHHs Ta
penaryBaHHs JIJaHAIIA(TIB.
e  JlaiiTe BU3HAUCHHS MOHSATTIO «PCHICPHHD.
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JJABOPATOPHA POBOTA Ne 2
TEMA: «KKOMIIOHEHTH UNITY 3D JIJIs1 POBOTH 3 ®I13UKOIO
3D-OB'EKTIB»

AHOTALlA

JIabopaTtopHa poOoTa Opi€eHTOBaHA Ha OBOJIOAIHHS CTYIACHTAMH HaBHUYOK
poOOTH 3 OCHOBHUMH KOMIIOHEHTH, SIKI BUKOPUCTOBYIOTHCS ISl pOOOTH 3 (P13HKOIO
3D - 00'eKTiB.

Meta 1a60paTopHOi podoTH

CrtBopenns 3D - o0'ekTiB Ta BUKOpHCTaHHA KoMmoHeHTiB Rigidbodies,
Colliders, Joints, Character Controllers st po6otu 3 gizukoro 3D - 00'ekTiB.

Po6ora 3 BnactuBicTio «Is Kinematic» kommonenta Rigidbody, sika Hagae
MO>KJIMBICTh BUKJTFOUEHHS 00'€KTa 3-T111 KOHTPOJIO (hI3MIHOTO ABMKKA, 1 TO3BOJIUTH
nepeMiIaTi HOro KIHEMaTUYHO 3a JIOMTOMOTOIO BIJIIIOBIIHOTO CKPHIITA.

OuikyBaHi pe3yjabTaTn

VY pa3i yCHimHoro BUKOHAHHSA JIabOpaTOpHOi poOOTH CTYJEHT Oyle BMITH
BUKopucToByBaTH KommnoHeHTH Rigidbodies, Colliders, Joints, Character
Controllers  Ta ix BiactuBOoCTI 1 pobotH 3 ¢i3ukor0 3D - 00'exTiB,
BUKOpHCTOBYBaTH BiacTuBICTh «Is Kinematic»  kommonenta Rigidbody ans
BUKJIIOUEHHSI 00'€KTa 3-M1J KOHTPOJIO (I3UYHOTO IBUKKA, 1 KIHEMAaTHYHOTO
nepeMinieHHs 00'eKTa 3a JOMOMOTO0 BIAMOBIHOTO CKPHUIITA.

KomnonenTu niist podoru 3 ¢iznkoro 3D - 00'exTiB

Jlns toro, mo6 ¢izuyHa MoBeAiHKAa O0'€KTIB B IFPOBOMY JOAATKy Oyia
pealicTUYHOI0, 00'€KT y rpl MOTPIOHO MPABUIIBLHO MTPUCKOPUTH 1 3a/T15ITH 31TKHEHHS,
rpagiTaiito Ta iHmi cuid. Boynosani B Unity i3uuHi ABMKKH 3a0€3MEUYyIOTh Bac
KOMIIOHEHTaMHU I 00pOOKHM cUMyIAIii (Gi3uku. 3a JONMOMOTOK HalallTyBaHHS
BChOT'O JICKIJIBKOX TapaMeTpiB, MOXKHAa CTBOPUTHU OO'€KTH, SIKI MOBOJATH cebe
MACUBHO PEaTICTUYHO (TOOTO BOHM OyIyTh MEPEMIIIATUCS B pPe3yJIbTaTl 3ITKHEHb 1
najiHb, aje He MOYHYTh pyXaTHucs caMi 1o co6i). Kepyrouu ¢izukoro 3a 10moMororo
CKPHUINTIB, BU MOXETE MPUAATU 00'€KTY TUHAMIKY.

Unity mae aBa okpemMux (hi3MUHUX ABHMKKA, OAuH s 3D-¢hi3uku 1 onuH yis
2D-¢i3uku. OCHOBHI MOHATTSA 1AEHTHMYHI B 000X JBIKKAaX (32 BHUHATKOM
noJaTKoBOro BuMipy B 3D), aje BoHM peani3oBaHi 3 pi3HUMHU KOMIOHEHTaMu. Tak,
Hanpukiag, icnye komnoHeHT Rigidbody nns 3D ¢izuku 1 ananoriuamii Rigidbody
2D s 2D di3uku.
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Posrnsnemo nani OCHOBHI KOMIOHEHTH 7Sl po0oTH 3 (i3uKoto 3D - 00'eKTiB.
Rigidbodies (TBepae Tis10)

Rigidbody - 11e 0oCHOBHUII KOMITIOHEHT, 1110 BKJII0UYa€ (Pi3MUHY MOBEAIHKY IS
o0'exta. ko gqomatu komrnoHeHT Rigidbody 1m0 006'ekTy, TO BiH HETalHO MOYHE
pearyBaTu Ha rpaBiTallito.

CTBOpITH HOBUM IPOEKT a00 HOBY CLIEHY B TOTOBOMY MPOEKTI.

HNonaitite 3D-00'ekt Sphere 3a gomomororw MeHio «GameObject—3D
Object —»Sphere», 3D-00'ext Plane 3a monmomoroio MeHo «GameObject—3D
Object—Plane» 1 ToukoBe mxepeno cBiTia Point Light 3a gomomororw MeHro
«GameObject—Light— Point Light» (puc.2.1).

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - Android* <DX11 on DX9 GPU> x

Tag [ er [ Default

v~ Transform ["E

Pasition x[0 Y08 J2[71 |
Rotation x/0 ‘vo z[o )
Scale X1 ¥l zl1 |
| v & ¥ camera @
Clear Flags Skybox s
Backaround I ¢
Culling Mask Everything I
Projection (Perspective :
Field of View 60
Clipping Planes Near (0.3
Far 1000
Viewport Rect X0
wi H 1
Depth [ )
Rendering Path Use Graphics Settings :
Target Texture ‘None (Render Texture) | ©
Occlusion Culling
—_— Allow HDR E4
faproject B pllow MSAA 7]
| Create 4% x
VQF.wm- Assets & ¥GUI Layer )
L\Au Materiale w Y Flare Layer 5,
©1 All Models @ ¥ Audio Listener [VE:3
N T T T ] PR

ﬁAﬂn Materials Single
» & Materials

& single
@ sound
» & Standard At
Ta

——

Pucynox 2.1 — CtBopenns 3D-006'exTiB

Bubepits 3D-00'exT Sphere na nmaneni «Hierarchyy. Ilicns goro Ha maneni
«Inspector» Oyzae BiakpuTo nocTymn A0 BiactuBocTeil 3D-00'ekty Sphere. 3a
nonoMororo kHonku «Add Component—>Physics— Rigidbody» nonaiite
koMrioHeHT Rigidbody 1o o6'ekty Sphere. locTym 10 Bl1acTuBOCTEN KOMIIOHEHTY
Rigidbody Takox Oyzae Bimkpurto Ha nanen «Inspector» (puc.2.2).

Sxmo HatHCcHYTH Ha KHOmKy «Play», Bu mob6aunte sx 3D-00'ekt Sphere
najae Ha 3D-00'ext Plane mix aiero cunu TsoKiHHS (puc.2.3).

Komnonent Rigidbody mae BnactuBicth «Is Kinematicy, sika mo3Boiise
BUJIYYUTH OO'€KT 3-TiJ KOHTPOIIO (PI3UYHOTO JABHIKKA, 1 TO3BOJIUTU MEPEMIIIATH
foro kKiHeMaTW4yHO 3a Jomnomororo ckpunta. 3HaueHHs «Is Kinematic» MoxxHa
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3MIHIOBaTH 3a JOMOMOTOI0 KOIy, 100 BBIMKHYTH a00 BUMKHYTH (i3UKy s
o0'ekTa, ane 1151 MOXKJIMBICTh BUMArae JI01aTKOBUX PECypCiB.

O Inspector | EEEE
@) [Sohere | L static ~
Tag [Untagged o) Layer (Bafauls 2

Pucynok 2.2 — Bnactuocti kommnoneHty Rigidbody

Q Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - Android* <DX11 on DX9 GPU>
File Edit Assets GameObject Component Window Help

Pucynok 2.3 — Knonka «Play»
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BrnactuBocti komnonenty Rigidbody nogano y ta6m. 2.1.

Ta6mung 2.1 - BnactuBocti komnoneHTy Rigidbody

Bnactusicte DyHKIIISA
Mass Maca 00'ekTa (32 3aMOBYYBaHHSIM B KUJIOTpaMax).
Drag [loBiTpsiHuii omip, SAKW i€ Ha OO0'€KT TOKH BIH
nepeMillyeTbes MiAg BIUIMBOoM 1ux cwi. 0 o3Haydae
BIJICYTHICTb OIOPY, @ HEeCKIHUEHHICTh (infinity) mpumnuHse
nepeMinieHHs 00'eKTa.

Angular Drag IToBiTpstHuUi omip, AKUM Ji€ Ha 00'€KT MOKK BiH 00€PTAETHCS
miJ BIUIMBOM cuiau oOepTaHHsA. (0 o3Hayae BIJCYTHICTh
onopy. Crig 3a3HaUMTH, IO HE MOYKHA 3yIIMHUTH 00epTaHHS
00'eKTa IMIJITXOM YCTAaHOBKHM HOTO KyTOBOTO oropy (Angular
Drag) B HeckiHueHHe (infinity) cTaHoBHIIIE.

Use Gravity [Tpu BKIIFOUEHHI HA 00'EKT Ji€ rpaBiTaIlis.

Is Kinematic

[Ipu BKITtOUEHH1 BUITy4a€e 00'€KT 3-T111 KOHTPOIIO (P13HUHOTO
JBKKA, 1 JTO3BOJISIE TEPEMIMATH HOro KIHEMAaTUYHO 32
JIOTIOMOTO0 CKPHIITA.

Interpolate

3aCTOCOBYETHCS, SIKIIO TMOMIYEHO TPSACKY B IMEPEMIIICHHI
TBEPJIOTO TiJIA.

- None

He 3acTocoBaHo »0MHOT IHTEPIOJIALIII.

- Interpolate

3rmamKkyBaHHS — TpaHcdopmaliii, 10 3acHOBaHEe Ha
TpaHcopmarliii 3 HONepPeIHbOTO KaApy.

- Extrapolate

3rnampkyBaHHs  TpaHchopmartii, 110 3aCHOBaHE Ha
npuOan3HO1 TpaHchopMaIllii HAaCTYITHOTO KaJpy.

Collision Detection

BukopuctoByerbcst  ans 3amo0iraHHA — MPOHUKHEHHS
00'eKTIB, fIKI MIBUJIKO PYXarOThCS Kpi3b 1HII 00'exTH O€3
BU3HAYEHHS 31TKHEHb.

- Discrete
JIns BCIX KoJIaiiepiB CIIEHM HEOOX1JHO BUKOPHUCTOBYBATH
Discreet-BusiBiieHHS 31TKHEHb. Takox KOJIauIepu

BUKOPHCTOBYBAaTUMYTh Discreet-BUsBICHHS 31TKHEHb IPH
nepeBipill Ha 31TKHEHHS NMpoTH HuX. 3HadeHHs Discreet
BCTAHOBJICHO 332 YMOBYAHHSIM.

- Continuous
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BuxopuctoByeThCst JUIsi  BUSABJICHHS 3ITKHEHb TIPOTH
IUHAMIYHUX  KOJaWaepiB (3 TBEpAMMH  TuUIaMu) 1
Oe3nepepBHE BUSBJICHHS 3ITKHEHb MPOTH CTATHYHUX MEII
KoJaiepiB (6e3 TBepAUX TiJ).

TBepni Tina, BcraHoBieHi sk Continuous Dynamic OynyTh
BUKOpHCTOBYBaTH (Continuous-BUSBIECHHS 3iTKHEHb MPH
TECTYBaHHI Ha 3ITKHEHHS NpOTH HuUX. [HII TBepai Tina
TakoX OyayTh BukKopucToByBaTH Continuous-BHSBIICHHS
31TKHEHb.

BukopuctoByerbecst st 00'€KTiB, 3 SIKUMU MOTPiOHO
3ITKHYTHCS 32 JIOTIOMOTOI0 JUHAMIYHOTO BHSBICHHS
3iTKHeHb. Bce 1me ayxe BmmMBae Ha  (Pi3uuHy
MPOAYKTUBHICTh, TOMY  3aJHINTEe JaHE  3HAYCHHS
BcTaHOBJNIeHUM B Discrete, sSKio He BigdyBaeTe mpoodieM i3
31ITKHEHHSIM 00'€KTIB, K1 IIIBUIKO PYXarOThCA.

- Continuous Dynamic

BukopucroByeThcs 6e3nepepBHe 1 Oe3nepepBHE JUHAMIYHE
BUSBJICHHSI 3ITKHEHb MPOTH OO0'€KTIB HANAIITOBAHUX Ha
OesnepepBHE 1 Oe3nepepBHE TUHAMIYHE 3ITKHEHHS. TaKox
OyZe  BHUKOPUCTOBYBAaTHUCA  Oe3mepepBHE  BUSBICHHS
31TKHEHb IPOTH CTATMUYHHUX MeEIIl KoJiaiiepiB (0e3 TBepaux
Ti). J{s1 BCiX 1HIMX KoMaiaepiB Oyne BUKOPUCTOBYBATHCS
Discreet-BusiBIieHHS 31TKHEHb.

BukopucTOBYETHCS 17151 00'€KTIB, SIKI HIBUAKO PYXAIOTHCS.

Constraints

OOMesxeHHs pyXy TBEPJOTO Tijia

- Freeze Position

BubipxoBo 3ynuHsie€ nmepeMileHHs TBEPJOTO TiJIa MO OCIX
X, YiZ

- Freeze Rotation

BubipkoBo 3ynuHsie 06epTaHHs TBEPAOro TiIa 1o ocsax X, Y
iZ.

Colliders (Kousaiinepn)

Konaiinepu e HacTymHHI TUI KOMIIOHEHTIB, sIKI MOBUHHI OyTH J0JaHi A0
TBEPAUX T, 100 3aiATH 31TKHEHHs. SIKIIO JBa TBEPAUX Tijia BPi3alOThCs OJIMH B
OJIHOTO, (I3MYHUN IBUKOK HE Oy/e MpOpaxoOBYBaTH 3ITKHEHHS, MOKU O 000X
00'exTiB HE OyJie 1oAaHo Konaiaep. TBepal Tiia, SKi HE MalOTh KOJaiaepiB Oy 1yTh
MIPOCTO MPOXOIUTH KPi3b OJJUH OJTHOTO MPH MPOPAXYHKY 3iTKHEHb.

JlaBaiiTe Tpoxu 3MiHUMO (i3uyH1 BiacTUBOCTI 3D-00'ekty Sphere. 3HOBY
BuOepiTh 3D-00'exT Sphere. Ha naneni «Inspectory 3a nonomororo kHonku «Add
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Component—Physics— Box Collider» nonaiite xomnonent Box Collider no
00'exty Sphere. [loctyn 1o BnactuBocteit komrnoneHTy Box Collider Takox Oyne
BiJIKpUTO Ha naHem «Inspector» (puc.2.4).

Box Collider 6a30Buii KyO1YHUM TPUMITUB 31TKHEHb.

Pucynok 2.4 — Komnonenty Box Collider
BnactuBocti komnonenty Box Collider nogano y Tabi. 2.2.

Ta6muig 2.2 - BnactuBocti komnoneHTy Box Collider

BracTtuicth DyHKITIS
Is Trigger Komaiinep BUKOpPHCTOBYETbCA MJsl 3amyCcKy MOAIM, 1
ITHOPYETHCS (PI3UYHUM JIBHXKKOM.
Material Busnauae, sk 11 konaiiiep B3a€EMOJI€ 3 IHITUMH.
Center ITo3wuitis kosaiiepa.
Size Po3mipu konaiifepa B Hanpsamkax X, Y, Z.

Omuum 3 mapametpiB komnonenta Box Collider € Material, sxuit 3a
3amMoBuYyBaHHSIM Mae 3HaueHHs: None (Physics Material).
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Jlnsa Toro, uo0 ctBopuTH HOBMi (izmunuil Material ckopucTaiitecs MeHIo
«Assets—Create—>Physic Material» (puc. 2.5).

| File Edit | Assets GameObject Component Window Help
Creste =
Show in Explorer

Folder

Open

Delete

Open Scene Additive
Import New Asset...
Import Package
Export Package..
Find References In Scene
Select Dependencies
Refresh

Reimport

Reimport All

Run API Updater...

Open C# Project

C# Senpt

Javascript

Shader

Testing

Playables

Scene

Prefab

Audio Mixer

Material

Lens Flare

Render Tedure
Lightmap Parameters
Custom Render Texture
Sprite Atlas

Sprites

Animator Controller
Animation

Animatar Qverride Controller
Avatar Mask

Timeline

Physics Material 2D
GUI Skan
Custom Font

Legaey

Pucynok 2.5 — CrBopennst HoBoro Physics Material
BnactuBocti Physics Material nogano y ta6:m. 2.3.

Tabmuns 2.3 - BnactuBocti Physics Material

Bnacrtusicth

DyHKITIS

Dynamic Friction

Tepts, 10 BUKOPUCTOBYETHCS MiA Yac Pyxy. 3a3BUYAil
BUKOPUCTOBYIOThCSI 3Ha4yeHHs B jiama3oHi Big 0 mo 1.
3HayeHHs, SIKe JOPIBHIOE | BIJMOBIAAE TEPTIO K HA JILOIY,
B TOM 4Yac sIK 3Ha4YeHHs, sike nopiBHIOE () O3HaAYae ciabke
TEpTs, B pe3yJIbTaTi IKOTO 00'eKTy Oyjie CKIagHO PyXaTUCs
0€3 BIUTMBY 30BHIIIHIX CHUIIL.

Static Friction

Teprs, MO0 BHUKOPUCTOBYETHCS KOJM OO'€KT IJIEKUTH Ha
MOBEpPXHi. 3a3BUYail BUKOPUCTOBYIOTHCS 3HAYCHHS B
nianasoni Big 0 mo 1. 3HaueHns, sike popiBHIOe 0 03HAYa€E
BIJICYTHICTb TE€PTs, B TON Yac sIK 3HaYEHHS, sIKe JOPIBHIOE 1
o3HaYaTUME a0COIOTHE TepTA (TOOTO 00'€eKTaM MO Takiit
MMOBEPXHi Oy/Ie CKJIaIHO IEPECYBATHCS).

Bounciness

Bkasye HackibKU NPYKHOIO € MOBEPXHS. 3HAUEHHS , SIKE
nopiBHioe 0 03HAaYa€ HEMPYKHY NMOBEPXHIO. 3HAYEHHS, SIKE
JOpiBHIOE |1 mpwu3Bene A0 MPYKHOCTI, NMpU SAKIH 00'€KT HE
OyJie BTpavyaTH MOYaTKOBY €HEPTIIO.

Friction Combine

Bkazye Ha Te, K KOMOIHYETbCS MK COOOK TEpTs JBOX
00'eKTIB.

160



Meroau4Hi BKa3iBKU O BUKOHAHHS Ja00OpaTOHUX pooiT
«TexHom0Tii po3p00KN KPOC-IIATHOPMHHUX KOMIT IOTEPHUX irop»

- Average

CepenHe 3HaYEHHS

- Minimum

3 IBOX 3HaUEHb BUKOPUCTOBYETHCS TE, 1[0 MEHIIIE.

- Maximum

3 IBOX 3HaY€Hb BUKOPUCTOBYETHCS T€, IO OLIbIIE.

- Multiply

3HAYEHHS! MHOYKaThCsl OJITUH HA OJIHE.

Bounce Combine | Bka3ye Ha Te, siIKk KOMOIHY€THCSI IPYKHICTh IBOX O0'€KTIB.
Bounce Combine minrpumye Ti X cami PeXHUMH, L0 1
Friction Combine pexum.

3anaiite 3HaueHHsa Physics Material, sik noka3ano Ha puc. 2.6.

AT

Pucynox 2.6 — BnactuBocti Physics Material

Hopnatite moiino ctBopenuii Physics Material 1o komnonenty Box Collider.
Sxuio HaTUCHYTH Ha KHOTNKY «Play», Bu mobauute sk micis namiHas 3D-
o0'ext Sphere nmoune BigckakyBatu BiJ noepxHi (3D-06'ekt Plane).

Fixed Joints (Hepyxome 3'exnanHs1)

Kommnonent Fixed Joints oOMmexxye pyx nmeBHOro 00'ekTa, MOB'sI3yr04l HOro 3
IHIIUM 00'€KTOM.

Haiiyacrime 1eii KOMIOHEHT BHUKOPUCTOBYETHCS, SIKIO B MEBHUH MOMEHT
yacy MOXKe 3HaJ00UTHCS po3'eqHaTH JBa 00'€kTH, ab0 HaBMaKW, 3'€HATH JBa

00'exT 0€3 HEOOX1AHOCTI 3MIHU 1€papXii.

Bnactuocti Fixed Joints monano y ta6. 2.4.
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Taomung 2.4 - Bimactusocti Fixed Joints

Bnacrtusicth

DyHKIIISA

Connected Body

Heo06oB's3k0Be nocunanxs Ha iHImMi 00'exT 3 Rigidbody, 10
SAKOTO TIPUEAHYETHCS TOTOYHHMIA 00'exT. SKkmo mose
3aUIIATA TIOPOKHIM, OO'€KT TPUETHYETHCS N0 3aJaHOI
TOYKH B MPOCTOPI.

Break Force

Cuna, Ky MOTpiOHO MPUKIIACTH 70 00'€KTa, OO Po3ipBaTH
3'€e THAHHSI.

Break Torque KpyTHuii MOMEHT, KUl HEOOX1HO MPUKIACTH 10 00'€KTa,
100 po3ipBaTH 3'€THAHHSI.
Enable Collision | Skmio Bkimroueno Enable Collision, 10 1Ba 3'eqHaHmX
00'ekTa OyyTh CTUKATHCS OJIUH 3 OJHHUM.
Enable BumkHeHHSA nonepeaHbO1 00pOoOKH JoromMarae
Preprocessing cTab1i3yBaTH HEMOKJIMBI KOH(Iryparti.

[Ipu cTBOpEeHHI Irop 1HOA1 BUHUKAIOTh BUMIAJKH, KOJIH OTPIOHO, 00 00'€KTH
pyxamuch paszoMm (tmmuacoBo abo mocrtiitHo). Kommonentu Fixed Joints
JO3BOJISIIOTH  CIIPOCTUTH  peami3allifo MOAIOHMX CHUTyallld, OCKIIbKA BaM HE
JIOBOJUTHCS 3MIHIOBATH TOJIOXKEHHS 00'€KTa B 1€papXii 3a TOMOMOTOI0 CKPUIITIB.

MuHyc Takoro pilieHHs B TOMY, 110 BaM JOBEAETHCA J10aTH KOMIIOHEHTU
Rigidbodies Ha 00'exTH, siK1 TOTPiOHO 3'eqHATH 3a HoroMororo Fixed Joints.

Jlonante no

3D-o00'ekty Sphere xommnonent Fixed Joints. Ha manemni

«Hierarchy» BuGepith 3D-00'ekT Sphere. Ha maneni «Inspector» 3a 10MoMororo
kHOTIKM «Add Component—Physics—Fixed Joint» nonaiite komnoneHnt Fixed
Joint 10 00'exty Sphere. /loctynm no BmactuBocTedt kommoneHTy Fixed Joint
TakoX Oyne BikpuTo Ha naneni «Inspector» (puc.2.7).

'v ] Flue-d Joint

Connected Body
Break Force
Break Torque
Enable Collision

Enable Preprocessing

Mass Scale

Connected Mass Scale

FES
| A Capsule (Rigidbody) | @
Infinity
Infinity
1
1

Pucynok 2.7 — Komnonent Fixed Joint
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3'ennaiite 3D-00'exT Sphere 3 OyAb-sIKUM 1HIIIMM KOMIIOHEHTOM Ha CIIEHI 3a
nonomoroto BiactuBocTi Connected Body (B namomy Bumaaky ue 3D-o0'ekrt

Capsule).

Komnonent Fixed Joints oomexuts pyx 3D-00'ekty Sphere, 3'ennaBiiu
rioro 3 inmuM 3D-06'ektom Capsule .

4.4 Spring Joint (IIpyxHe 3'€qHaHHS)

Spring Joint 3'eqnye npyxuHoro na Rigidbody-06'exTa.

BrnactuBocti Spring Joint nonano y ta6m. 2.5.

Tabmuis 2.5 - Baactusocti Spring Joint

Bnactusicte DyHKIIISA
Connected Body | OG'ekT 3 mnpyXMHHUM 3'€qHAHHAM 3'€HAHUN 3 1HIIUM
00’ekToMm. SAkimo o0'ekty He mpuszHaueHo Connected Body,
TO TpykuHa Oyne 3'enHaHa 3 (PIKCOBAHOI TOYKOK B
POCTOPI.
Anchor Touka B InOKadbHOMY TMpocTOpi 0O0'ekTa, Ha  AKIH

3HAXOOUTHCH Joint.

Auto Configure
Connected Anchor

Unity aBTOMaTWUyHO OOYHWCITIOE TIO3UINIO IMiIKIFOYEHOT
OMOPHOI TOYKHU?

Connected Anchor

Touka B JIOKaJIbHOMY HPOCTOPI 3'€IHAHOTO 00'€KTY, Ha AKIN
3HAXOAUTHCS Joint.

Spring

Cuna npy>XuHH.

Damper

3HAYEHHS, NPU SIKOMY MNPYKUHY CKOPOYEHO, SIKIIO BOHA €
AKTUBHOIO.

Min Distance

HwxHsa mexa mianazoHy BICTaHI, HAJl SIKOIO MPYXKUHA HE
OyJe 3aCTOCOBYBAaTH Oyb-SIKY CHITY.

Max Distance

Bepxnst mexa giana3oHy BiJCTaHi, HaJl KO MPYKWHA HE
OyJie 3aCTOCOBYBATU OYb-5IKY CHUITY.

Tolerance 3MIHIOE TOJIEPAHTHICTH 10 TIOMUJIOK.
Break Force Cwuuta, Ky ciiiji nmpukiacTu Ao Joint, mo6 po3ouTu oro.
Break Torque KpyTHuii MomeHT, skuil Tpeba mpukiacta 10 Joint, o0
pO30uUTH HOTO.
Enable Collision | BusBnenns komi3iii (3ITKHEHB).
Enable BumkHeHHS MOTIEPEAHBOT 00poOKHU J0TIoMarae
Preprocessing cTab113yBaTH HEMOXKJIMBI KOH(Iryparti.
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Character Controllers (KonTposiepn nepcona:xa)

Kommnonent Character Controller BUKOpUCTOBY€ETbCS JUIsl YIPABIIHHS Bij
TPEeTHOi ab0 mepioi ocodu, ne He notpidHa Pizuka Rigidbody.

Ile¥t KOMIIOHEHT Ja€ MEPCOHAXKY MPOCTUM Kojaiaep B popMi Karcymu, sKun
3aBXK/IM 3HAXOJUTHCS Y BEPTUKATHHOMY MOJIOKEHHI.

Y xkommonenta Character Controller € cBoi ocoOmuBl ¢GyHKIIT s
MpU3HAYCHHS MIBUJIKOCTI 1 HanpsiMy 00'exta (Ta6:1.2.6).

Taomuis 2.6 - Bnactusocti Character Controllers

Biactusicts DyHKIIS

Slope Limit | OOMexxye MOXIUBICTH KoOJaljaepa MigiiiMaTHCs MO CXuiax,
3HAYEHHS SIKMX JOPIBHIOE 00 MEHIIe HiK BKazaHe B Slope Limit.
Step Offset | IlepcoHak CTYNUTh Ha MOBEPXHIO, TUTBKH AKIIO BOHA OJIMKYE 10
3emutl, HIk 3a1ane B Step Offset 3naueHHs1.

Skin width | JIBa koyaitiepu MOXKYTb IEPETHYTHUCS OJIMH 3 OJHUM Ha IITUOUHY,
ska gopiBHioe 3HaYeHHI0 Skin Width. Haiikpamium BapianTom €
BCTAHOBJICHHS 1TbOTO 3Ha4YeHHs piBHUM 10% Bix pamiyca.

Min Move | flkmo mepcoHax crnpoOye 3pyIIUTH HIDKYE 3a3HAYCHOl

Distance BEJIMYMHU, TO BIH HE 3pYyIIUTh. Y OUIBIIOCTI CUTyalid Iie

3Ha4YeHHs BapTO 3aMIIUTH piBHUM HYIO (0).

Center 3pylLIeHHs KoJlaiiiepa B CBITOBOMY IIPOCTOp1 O€3 BILUIMBY Ha Te€,
K 00€pTaETHCSI IEPCOHAK.

Radius 3HayeHHs pajiyca Kojanaepa.

Height Bucora xomaiinepa Capsule Collider mnepconaxa. 3miHa
3HaueHHs Height po3tsarae komaiinep y3moBxk oci X B oOuiBa
HANPSIMKH.

Honaiite 3D-00'exkt Capsule 3a gomomoroiro menio «GameObject—3D
Object — Capsule», 3D-00'ext Plane 3a gonomorow mexHio «GameObject—3D

Object—>Planey.
Ha manem «Inspector» Bu mobGauute, 1o o0'ekty Capsule mpuzHaueHO
KancyJbHUH Konaiaep (puc.2.8).
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Q Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - Android* <DX11 on DX9 GPU> = X
File Edit Assets GameObject Component Window Help

© Inspector

= Hierarchy %3 Anir
(. — ade. - 5 - izmos - | (
ed* z o ¥ [Capsule
~ L] Tag | Untagged ¢ | Layer [ Default
' v~ Transform @
Position xo Jy[zaa _ z[003 |
Rotation X0 1[0 1zlo ]
Scale X1 Tvfa z{1 |
¥ Capsule (Mesh Filter) ﬁ.
Me: W Capsule o
#
Edit Collider
1s Trigger (]
Material [None (Physic Material) le
x0 —Jv[o z[o
05
|2
| Y-Auis
¥ . ¥ Mesh Renderer @
¥ Lighting
[ |
U Default-Material To
Default-Material ,
5 Project Shader [ Standard -
| Create - G [N |
¥ Favorites 4| Assets » Standard Assets » Effects | Add Component
©LAll Materials o

Pucynox 2.8 — 3D-00'ekT ICapsule

KancynpHuii komnadjgep HEOOX1IHO BHAAIUTH. [[I IIbOro HATHCHITH Ha
3HAYOK 13 300pakKeHHSAM IIECTEPHI MPaBOPYyY BiJ iIMEHI KOMIIOHEHTA, SIK TTOKa3aHO
Ha puc. 2.9. Bigkpuerbca MeHIO, B SIKOMY BH 3Haijere KomaHay Remove
Component.

© Inspector  [[SEices II———

¥ Capsule | [ Static =
Tag [ ¢ d #| Layer | Default s]
¥ .~ Transform 3,
Position X0 T 214 Z{-0.03
Rotation X0 Y0 zjo
Scale X1 Yii Zil
¥ | capsule (Mesh Filter) [WE-
Mesh [ Capsule o
v |y ¥ capsule Collider o,
Edit Colli  Reset
I8 S J Move to Front
Material Nene (Physic M, o
Center xD Move to Back
Radius A Remove Component
Height 2 Mowelp
Direction ¥-Axis M Diviin
:Ll:ilhgn:“h Reriderzr Copy Component
¥ Materials Paste Component As New
Size 1 Paste Component Values
Element 0 w Default-Material e
Default-Material ,
S Shader | Standard =

[ Add Component J

Pucynok 2.9 — Komanna Remove Component

3aMICTh KalcCyJbHOTO Kojailiepa NpU3HAYUMO OO0'€KTYy KOMIIOHEHT
Character Controller. Ha maneni «Inspector» Bu 3Haiinere kHomky «Add
Component», 3a JOMOMOIOI0 SKOI MOXHa BIAKPUTH MEHIO 3 MEPETiKOM THITIB
JOCTYITHUX KOMIOHEHTIB. Y po3auilt Physics 3HaxoauThcss moTpiOHMIT Ham
komrioHeHT Character Controller. Ilpuznauumo #oro 3D-o0'ekty Capsule
(puc.2.10).
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© Inspector | Services a -=
« Capsule [_] static =
Tag | Untagged +| Layer | Default i
¥ .~ Transform @ =
Position X0 Y214 Z -0.03
Rotation X0 Y 0 Z 0
Scale Xil YiL Z|1
¥ capsule (Mesh Filter) Q) 2
Mesh W Capsule (]
v .. ¥ Mesh Renderer i &
» Lighting
¥ Materials
Size 1
Element 0 W Default-Material Q
¥ 45 ¥ character Controller Q=
Slope Limit 45
Step Offset 0.3
Skin Width 0.08
Min Move Distance 0.001
Center X0 Y0 Z0
Radius 0.5
Height 2

Default-Material @ =,

> hade! Standard

I Add Component J

Pucynok 2.10 — Komnonent Character Controller

Komnonent Character Controller 3a0e3neuuTs NPUPOIHE MEPEMIIICHHS
3D-o00'exty Capsule.

Jns toro, mo6 mnepemimaryd 3D-00'€eKT, SKWA BOJOJIE KOMIIOHEHTOM
Characler Controller, Heo6xiaH0 cTBOopuTH C# -CKpPUINT B JAHOMY BUIAJKY 3 IM'SIM
ExampleClass.

Ha maneni Project B mamii Assets 3a JOMOMOrol0 KOHTEKCTHOTO MEHIO
«Create—C# Script» ctBopith (aiin C# -ckpunra 3 im'ssm ExampleClass.

[Tpuknan C# -ckpunta ais nepemiiieHHs 3D-00'exTy 1mojgaHo y gicTuHry 2.1.

3a nonomororw kHomku «Open» Ha naHen «Inspector» 3aBanTtaxre Visual
Studio ta Bigpenaryiite C# -ckpunt ExampleClass 3rigHo mgictunry 2.1.

Honatu ctBOpeHuid ckpunt 10 3D-00'ekty 3 komroneHtoMm Characler
Controller MoXxHa IUTSIXOM MEPETATYBAaHHS CKPUITA Ha 00'€KT B CIEHI.

Jlicrunr 2.1 Ilepemimennsi komnoHenty Character Controller

using UnityEngine;
using System.Collections,

public class ExampleClass : MonoBehaviour {
public float speed = 6.0F;
public float jumpSpeed = 8.0F;
public float gravity = 20.0F;
private Vector3 moveDirection = Vector3.zero;
void Update() {
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CharacterController controller =
GetComponent<CharacterController>(),
if (controller.isGrounded) {
moveDirection = new Vector3(Input. GetAxis("Horizontal"), 0,
Input. GetAxis("Vertical"));
moveDirection = transform.TransformDirection(moveDirection);
moveDirection *= speed;
if (Input.GetButton("Jump"))
moveDirection.y = jumpSpeed;

/

moveDirection.y -= gravity * Time.deltaTime;
controller.Move(moveDirection * Time.deltaTime),

/
/

HaruchiTe Ha kHOmky «Play», mo6 mnobauutu pesynbratr podboru C# -
ckpunta. [lepemimaru 3D-06'ekt Capsule Mo>kHa 32 JOTIOMOTOO CTPIJIOK.

3aBaaHHs 10 J1a00paTOPHOI podoTH Ne2

1. CtBopiTh HOBHIA TTpoekT Unity.

2. Honaiite 3D-00'ekt Sphere 3a gomomororo meHio «GameObject—3D
Object —»Sphere», 3D-00'ext Plane 3a nonomoroio MeHio «GameObject—3D
Object—>Plane» 1 ToukoBe mxepeno cBiTia Point Light 3a momomoroio meHro
«GameQObject—Light— Point Light».

3. Jlonatite komnoHeHT Rigidbody 10 06'exty Sphere.

4. HatucHiTh Ha kHOTIKY «Play», mo6 nobauntu sk 3D-00'ekt Sphere nagae
Ha 3D-00'exT Plane mig mi€ro CUiIn TSKIHHSA.

5. 3a ponomororw kHonku «Add Component—Physics— Box Collider»
nonaiite komrnoHeHT Box Collider 1o 06'exty Sphere.

6. CtBopith HOBUM  (izuunuii Material 3a gomomororo  MeHIO
«Assets—>Create—>Physic Material». 3analite Bci HE0OXiJHI BJIACTHUBOCTI
Gb13U9HOTO MaTepiaty.

7. Honatite ctBopenuii Physics Material 1o komnonenty Box Collider.

8. Hatucuith Ha kHOTIKY «Play», 100 mobaunTu sk miciis naainag 3D-00'ekt
Sphere noune BijckakyBaTH BiJ moBepxHi (3D-06'ext Plane).

9. CtBopiTh HOBHH TIpoekT Unity.

10. Homaiite 3D-06'ext Capsule 3a mronomororo MeHio «GameObject—3D
Object — Capsule», 3D-00'ekt Plane 3a qomomorow mernio «GameObject—3D
Object—Plane».
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11. Honaiite no 3D-00'ext Capsule kommonent Character Controller.

12.  CrBopits C# -ckpunt ans nepemimeHHs 3D-00'ekty Capsule.
13. HarucHite Ha kHONIKY «Play», mo6 mobauntu pesynbrat podotu C# -
CKpHIITA.

KoHTpoJbHi 3anuTaHHA
e Ha3sgith eTanu ctBopeHHs 3D - 06'exTiB B cuctemi Unity 3D.

Jns goro y komnonenta Rigidbody BukopuctoByeThes BnacTuBiCTh «Is
Kinematic»?

e Ha3Bith TUII HEDIZUIHOTO PYXY, KU 31HCHIOETHCS 32 JIOTIOMOT'OI0 KOJTY.

Sxkuil KOMIOHEHT J03BoJisie 3iaiiicHIOBaTH obOepranHs 3D - o06'exrta
HABKOJIO 3aaHOI TOYKH Ta OC1?
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JIABOPATOPHA POBOTA Ne 3
TEMA: «POBOTA B IHTET'POBAHOMY CEPEJOBHIII
PO3POBKHN MONODEVELOP»

AHoOTaLisA
JIabopaTtopHa poOoTa Opi€eHTOBaHA Ha OBOJIOAIHHS CTYIACHTAMH HaBHYOK
poboTH B IHTErPOBAaHOMY cepeaoBHIIi po3podku MonoDevelop.

Meta 1a00paTopHOi pod0oTH
3HallOMCTBO 3 IHTETPOBAHUM cepenoBuiieM po3podku MonoDevelop,
HanamTyBanHa MonoDevelop, penaryBanns BuxigHoro koay B MonoDevelop.

OuikyBaHi pe3yJbTaTu

VY pa3i ycmimHOro BUKOHAHHS JabopaTopHOi poOOTH CTYyAEHT Oyae BMITU
CTBOPIOBATH, pEOaryBaTH CKPUNTOBI (ailii 3 BUKOPHUCTAHHSAM CEPEIOBHILA
po3pobku MonoDevelop.

HanamryBanusa MonoDevelop

MonoDevelop - 1e iHTerpoBane cepeaoBuiie po3pooku (IDE), o
nocTaBisieTbes pazom 3 Unity. IDE noegnye B co61 pyHKIIIT TEKCTOBOTO peIaKTopa
3 J0JJaTKOBUMH MOKJIMBOCTSAMM JJISI HAJIArO/I>KEHHS 1 BUKOHAHHS 1HIIUX 3aBAaHb 3
YIPABITIHHS ITPOBUMH MMPOESKTAMHU.

MonoDevelop BcTtanoBmOeTbCs 3a ymMoBuaHHSAM pa3zom 3 Unity. Ilix uac
ycranoBku Unity, Bu MoxxeTe ckacyBaTH ycraHoBKy MonoDevelop.

[lepexonaiitecs, mo MonoDevelop BcTaHoOBieHMII B SIKOCTI 30BHIIIHBOTO
penakTopa ckpuntiB B Preferences 3a momomororo meHio «Edit— Preferences», a
notim BuOepiTh BKIaaky External Tools. Skmo B onmii External Script Editor
BuOpana omuist MonoDevelop (built-in), Unity 3anyctutes IDE MonoDevelop 1
OyJZile BUKOPHCTOBYBATH HOTO B SIKOCTI PEJAaKTOpa 3a 3aMOBUYYBAHHSIM /JI BCIX
CKpUNTOBUX (haiIiB.

Cnin 3ayBakuTH, 1110 B ormiii External Script Editor B sikocTi pegakropa st
BCIX CKpuUnToBHX (DailliB Moxke OyTu BHOpaHe cepenoBullie po3poOku Visual
Studio.

[Tepmn Hik movaTH HanarojpkeHHs kogxy B MonoDevelop, Bam criepiny ciij

nepeBipuTH, 1o B Preferences, na manem External Tools Bxitouena ommist Editor
Attaching (puc.3.1).

[lepexonaiitecs, mo B BuildSettings minboBoi mnatrpopmu (mento: File—
Build Settings) sxitoueni omiii Development Build 1 Script Debugging (puc.3.2).
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Unity Preferences

PI/IcyHO 3.1 - Knazuca nl ools

Build Settings B

standalone 4y !

Pucynok 3.2 - BikHo BuildSettings
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OrJusaa MOKJIUBOCTEN HAJTAIITYBAHHS.

Jlns nanamryBands MonoDevelop Binkpruemo BikHO Options 3a 10MOMOTroo
MeHio Tools— Options.

Po3aiia Environment
Author Information. 3amoBHIO€TECA 3a Oa’kaHHSIM, MOJKHA BKa3aTH CBOE

iM's, €JEKTPOHHY aJpecy, Ha3By opranizaiii, iH()OpMaILiI0 MPO TOBApHI 3HAKU 1
aBTOPCHKI TIpaBa (puc. 3.3).

(% Options x

¥ Environment -
Author Information
1 Author Information

11 Language

MName: User
Key Bindings z
Email: User@gmail.com
Fonts
» Updates Copyright: |User
Tasks

Company: |Ltd. User
M External Tools =

~ Projects Trademark: | Cop User

Load/Save
|» Build
# NET Runtimes
Debugger
¥ Text Editor
General

Markers and Rulers

Cancel oK

Pucynok 3.3 - Bikno Options. Po3nin Environment

Language. HanamryBanHs MOBH. PexoMeHIyeMO BCTAaHOBUTU aHTIIIHCHKY
MOBY (puc. 3.4).
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(&4 Options

~ Environment

Language

I Author Information
71 Language
Key Bindings
Fonts
& Updates
Tasks
B External Tools
~ Projects
Load/Save
|» Build
# .NET Runtimes
& Debugger
¥ Text Editor
General

Markers and Rulers

User Interface Language: |English

Cancel

0K

Pucynox 3.4 - Bikao Options. Po3nin Language

Key bindings. HanamryBaHHs Kj1aBiaTypHUX KOMOIHAIIM, TPUYOMY € 1 Taka
plu sIK cXema KJiaBlaTypHHX KoMmOiHalii (puc. 3.5).

% Options

¥ Environment
I Author Information
71 Language
Key Bindings
= Fonts
w Updates
Tasks
B External Tools
* Projects
Load/Save
| Build
# NET Runtimes
& Debugger
¥ Text Editor
General
Markers and Rulers
¥ 0 Behavior
: | Code Completion
B Syntax Highlighting
Code Templates
XML Schemas
b = Source Analysis

~ Source Code

AICT Mameine Doliciac

Key Bindings

Scheme: |MonoDevelop 2.0 j

Q |
Command
v Code Mavigation
Find Derived Symbols
Find References
Find References of All Overloads
Go to Declaration
Next Error
Next Issue in File
Previous Error
Previous Issue in File
v Debug
Add watch
Attach to Process...
Breakpoint Properties
* Clear All Breakpoints

» Continue

Edit Binding
~

Key Binding

Shift+F12

F12

Alt+Shift+Page Down
Alt+Page Down
Alt+Shift+Page Up
Alt+Page Up

X
Description
Add expression to watch pad
Continue Execution W
>
Apply
Cancel oK

Pucynok 3.5 - Bikno Options. Po3ain Key bindings

Cxemu KIaBlaTypHUX KOMOIHAIIH JIO3BOJISIIOTH HaJaIlTyBaTH MPHUB'SI3KU
KJIaBilI Takl K Hanmpukiajd, B Visual Studio. Haiinikasima pid - 11e MyHKT, SKUN
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3'SBISIETHCS. B pa3l HASBHOCTI OAHIET 1 Tiel X 1ii Ha pi3HI KOMOIHAIi, 1 BIH
HaszuBaeTbcss View Conflicts. s ommist mokaxke komOiHaiii 3 KoHDIIKTaMu 1
JIOTIOMOKE X YCYHYTH, @ KOPUCHOIO BOHA CTa€ 4epe3 Te, M0 JAyXKe 4acTo 3BUYaNHI
koMmOiHalli B Monodevelop nounHaoTh 3 HE3pO3yM1JI0T MPUUYUHH BIMOBIISTH - 1,
SKIIO0 BU CIOCTepiraeTe take B cebe, To Bapto ckopuctatucsa View Conflicts i
YCYHYTH KOH(MJIIKTH TIPUB'SI30K.

Fonts. HanamryBanus mipudTiB, Sk 115 iHTEpdeEicy, Tak 1 11 peakTopa
(puc. 3.6).

% Options X

¥ Environment
Fonts
I Author Information

71 Language Text Editor

Key Bindings Arial 10 Set To Default

=7 General Pad Text

W Updates
Tasks

Arial 9 Set To Default

Output Pad Contents
M External Tools .

. Arial Black, Heavy 10 Set To Default
¥ Projects i
Load/Save
|» Build
# NET Runtimes
v
Cancel OK

Pucynok 3.6 - Bikno Options. Po3nin Fonts
Pozain Projects

Build. 3aransni HacTpoiiku miporiecy 30ipku (puc. 3.7).

(8 Options X

¥ Environment Build
I Author Information

n Language General | Assembly Folders

Key Bindings i } i
[ Build project before running
= Fonts
Run project if build completed with warnings
& Updates
Tasks [ Build project before executing unit tests
B External Tools Log verbosity: Normal L]
v Projects File Save Options Before Building
Load/Save ® Save changes to open documents
I» Build

) Prompt to save changes to open documents
¥ NET Runtimes = .
) Don't save changes to open documents

% Debugger
¥ Text Editor Jump to first error or warning: | Error
General

Markers and Rulers

=
Show error pad: Never j
i

» 0 Behavior Show message bubbles: For Errors and Warnings

Code Completion

- .

Cancel oK

Pucynok 3.7 - 3aranbHi HACTPOUKH TIPOIIECy 301pKH
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[licns wamamryBanHs mnapamerpiB B posnuni  Build otpumyemo Taki
MOJKJIMBOCTI: aBTOMAaTW4Ha 30ipKa Mepel BUKOHAHHSM/3aIyCKOM IOHIT-TECTIB,
aBTOMAaTHYHE 30€pEeKEeHHsI 3MIH ITiJ] 4ac 3amycKy/301pKH, J1eTali30BaHU BUCHOBOK
iHdopMallii Mpo MOMHUJIKH, aBTOMAaTHYHE MiJACBIYYBAaHHS YEPBOHUM KOJIHOPOM
PANIKYU 3 TIOMIJIKOIO TUTFOC Y CIUTMBAIOYOMY BiKHI OyJie BUBEJEHO 1HGOPMAIIIIO PO
Te, 10 cTajocs (IHIIMMHU CIOBaMHM, MiJCBIUYBaHHS MOMMIIOK 3 1HGOPMAIIIEIO PO

HUX 3 MEPIInX).

Pozain Text Editor

General. Bcranosnroemo taki omii (puc. 3.8):

(%2 Options

¥ Environment
1 Author Information
7 Language
Key Bindings
= Fonts
» Updates
Tasks
B External Tools
¥ Projects
Load/5ave
|¥ Build
# NET Runtimes
» Debugger
¥ Text Editor
General

Markers and Rulers

General

Coding

Line ending conversion: | Always ask for conversion j
Code Folding

O éEnabie code Ioldmg%

[l Fold #regions by default

Fold comments by default

Cancel OK

Pucynok 3.8 - Bikno Options. Po3ain General

VY miacyMKy, OTPUMYEMO 3TOPTKY KOMEHTapiB 3a 3aMOBUYYBAaHHSM, 3TOPTKY
pErioHIB KOy 1 3aIUTH Ha KOHBEPTALII0 CUMBOJY psJKa (SKIIO BUHUKHE TakKa

norpeba).

Markers and Rulers. HanamryBanss BCSKOTro poly MapKepiB, IIO3HAYOK, SIK1
JI0TIOMAraroTh OpieHTyBaTHCS B Kol (puc. 3.9).
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(& Options %

~ Environment
Markers and Rulers
1 Author Information

71 Language General
Key Bindings 4 Show line numbers
Fonts Underline errors
& Updates 4 Highlight matching braces

Tasis [ Highlight current line

B External Tools
[ Show column ruler

~ Projects
G Enable animations
Load/Save
Highlight identifier references
I> Build

E [ZliShow indentation guides‘
# NET Runtimes. ?

Débutiger [ Visualize changed lines

~ Text Editor Show invisible characters: Never L]
General [ Include Spaces
Markers and Rulers Include Tabs

* ¥ Behavior & Include Line Endings

:  Code Completion
& Syntax Highlighting
Code Templates
XML Srhamac
Cancel oK

Pucynoxk 3.9 - Bikao Options. Po3znin Markers and Rulers

[licns wamamtyBanHs mnapametrpiB B po3aim  Markers and Rulers
OTPUMYEMO  BIJOOpa)K€HHS  HOMEpIB  PSAAKIB,  MIAKPECICHHS  MOMHIIOK
(Bi3HAUYAIOTHCS MPSMO Ha XOJY: MOCh TOMIIKOBO HaOpai Ha JyMKY aHali3aTopa
- 1 e BiApasy x Oyze MiAKPECIeHO), MiACBIuyBaHHS 30iry Ay>KOK, TIOCHJIaHb Ha
i1eHTu(dikaTopu, a KpiM TOTO MAaEMO BiJOOpaKeHHS JIiHIHN 1HAEHTY (TOOTO rpadiuHe
B1I00pakeHHs piBHA BiACTYITY). HI>KHI OMIIii BIAKIIOUAKOTH Bi3yasli3allito 3MIHEHUX
PAIKIB 1 BiIOOpaK€HHS HEBUIUMUX CHUMBOJIIB (TIPOITYCKH, MEPEKIaIN PSIIKIB, KIHII
daiiniB 1 T.10).

Behavior. HanamryBanus qis oopmaryBanss koay (puc. 3.10).

(%) Options X

¥ Environment Behavior

I Author Information

71 Language
Key Bindings
Fonts
& Updates
Tasks
B External Tools
~ Projects
Load/Save
|» Build
# .NET Runtimes
Debugger
¥ Text Editor
General
Markers and Rulers
¥ - Behavior
XML
. Code Completion
& Syntax Highlighting

Code Temnlatec

Automatic behaviors

[ Insert matching brace

[iEnable on the fly code formatting:

Format document on save

[J Automatically set search pattern case sensitivity

[ Generate additional undo steps for formatting
Indentation

Indentation mode: | Smart j

[ Interpret tab keystroke as reindent command
Navigation

[ Use Vi modes

Word break mode: |Windows L]

Cancel oK
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Pucynok 3.10 - Bikno Options. Po3ain Behavior

Code Completion. HanamryBanusi aBToionoBHeHs (puc. 3.11).

[Ticnst HamamTyBaHHS MapaMmMeTpiB B PpO3aLII

Code Completion B

aBTOJIOTIOBHEHH1 OyAyTh MOKa3yBaTUCA 1 OOCSATH IMIIOPTY, WICHH KJaciB OYIyTh
MOKa3yBaTUCS B PO3IIMPEHOMY BUTJIAAI 1 JOTIOBHEHHS IO HUM TakKOX Oyne
PO3IIUPEHO.
Kpim TOrO, B CHHCKY MiJi aBTOJOMOBHEHHSIM (CIHMCOK BWHUKAE TIICIS
HaTucKkaHHs kiasimi Tab) Oyne sk miHimym 10 psiakiB (ToO6TO 301sIbLIEHO 0OCST
CITUCKY).

3.12).

Syntax

(8 Options

* Environment
I Author Information
71 Language
Key Bindings
Fonts
& Updates
Tasks
M External Tools
* Projects
Load/Save
|b Build
# NET Runtimes
Debugger
* Text Editor
General
Markers and Rulers
¥ “% Behavior
XML
Code Completion
B Syntax Highlighting

Coda Temnlatac

Code Completion

Show completion list after a character is typed
[ Show import items

[ Automatically insert parentheses after completion:

Completion list has |10 rows
[ Filter members by [EditorBrowsable] attribute
) Show Normal members only
EditorBrowsableState Always
@® Show Normal and Advanced members

EditorBrowsableState Always and EditorBrowsableState. Advanced

Cancel oK

Pucynoxk 3.11

Highlighting.

- Bikno Options. Po3zain Code Completion

3MiHa KOJIPHOI CXEMH IiJICBIYyBaHHS KOAy (puC.
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(% Options K

B Syntax Highlighting

I Author Information

71 Language Color scheme
Key Bindings Default - The default color scheme. New
Fonts Monokai - A smooth, dusky scheme.

W Updates Nightshade - An inky scheme with vibrant highlights.
Tasks Oblivion - '..where the soul at last is lost in utter peace'

B External Tools Solarized Dark - An artful, dark scheme that's easy on the eyes,

¥ Projects Solarized Light - An artful, light scheme that's easy on the eyes.

Load/Save Tango - A light scheme using colors from the Tango Project.

1> Build Visual Studio - Reminiscent of Microsoft Visual Studio's default colors,

# .NET Runtimes
& Debugger
¥ Text Editor
General
Markers and Rulers
¥ 9 Behavior
XML

Code Completion

i3 Syntax Highlighting Export Add

Cnde Temnlatas.

Cancel oK

Pucynok 3.12 - Bikao Options. Po3ain Syntax Highlighting

Source Analysis. Bkitouae anani3 Buxigaoro koxay (puc. 3.13).

% Options *

MIdIKEIS allld RUIers A

» 0 Behavior Source Analysis

Code Completion ; :
{Enable source analysis of open files!

- SIAEHahIgn [ Enable text editor unit test integration
Code Templates
XML Schemas
¥ Source Analysis
c#
¥ Source Code
MET Naming Policies
¥ - Code Formatting
XML document
Text file
C# source code
Standard Header
Name Conventions
¥ Version Control
Cancel 0OK

Pucynok 3.13 - Bikao Options. Po3ain Source Analysis
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CrtBopenns npoekty B MonoDevelop

Jlns cTtBopeHHsT HOBoro mnpoekty B MeHIo «File» BuOupaemo myHKT
«New—>Workspace». Binkpuerbcsa Maiictep npoekty (puc. 3.14).

(&) New Project x
Choose a template for your new project
. Other Generic

NET
Miscellaneous

ox

(gﬁ Blank Solution

@ Workspace

[ Generic Project

Workspace
A blank workspace

Cancel Next

Pucynok 3.14 - Maiictep npoekTty

VY tekctoBomy noJji Project Name BBoaUMO iM'st POEKTY, B TEKCTOBE MOJIE
Solution Name - iM'st pimenHs (1 ABa MyHKTH B IaHOMY BUIAJKYy 301raroTbcs, a
MOXYTh 1 He 30iratucsi), a B Location BkazyeMo Miciie po3TalllyBaHHs MPOEKTY.

lNanouka mixg Location mo3Hadae CTBOpPEHHS BHYTPINIHBOI MAnKH 3 1M'IM
pillIeHHs, Kyau OyIyTh MOMIIIEHI BCl OPUTIHAIM - PEKOMEHIY€ETHCS 3AIUIIUTH IO
MO3HAUKY SIK €, aJie SIKIO0 XOUYEThCS 1HIIOTO BapiaHTy, TO MOXKETE CMUIUBO JISATH.

[HII1 MyHKTH NpU3HaYeH] A yIpaBiIiHHSI KOHTpoJeM Bepceii (puc. 3.15).
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3.17).

(& New Project

Configure your new workspace

Project Name:

Workspace Name: |Unity Prujecﬂ ‘

Location: | C\Users\lunaways\Documents\Projects ‘ | Browse...

Version Control:

Cancel

PREVIEW

I CA\Users\lunaways\Documents\Projects

) Unity Project
Unity Project mdw

Previous Create

Pucynok 3.15 - CTBOpeHHs IpOEKTy

Hatuckaemo kHomky Create, miciii 4oro OTPUMYEMO IOPOXKHIO MAaIKy
npoekTy (puc. 3.16).

(@ MonoDevelop-Unity o x

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

(m) ~| [ © item saved ]

Solution ox [N ‘a
g

.2 Unity Project & =
g

saniadosq |

uipNg Wawn0g

BRI

Pucynok 3.16 - ITanka npoekty

CtBopumo HoBuil C# - aitn 3a qonomororo mexto File— New— File (puc.
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(8% New File X

* Boo Empty Class Empty Class
v C# L ) Creates an empty class.
General Empty Enumeration
Misc
NUnit
Misc
Unity
» VBNet Empty Struct
Web

XML

Empty File

Empty Interface

Name: |EmptyClass

Cancel MNew

Pucynok 3.17 - CtBopenns HoBoro C# - dailmy

OtpumMyemMo HOBUH (paiis, SIKUW € YACTHHOIO MPOEKTY 1 SIKUW B)KE BIIKPUTUI
Ha peJaryBaHHsI.

Hanarom:xeHHsi BUXiJTHOTO KOXY

Bigkputi daitnu Bimoopaxkaroteesi B MonoDevelop sik BKJIagku 1 MOXYThb
OyTu BijapenaroBaHi B CTaHJIAPTHOMY TEKCTOBOMY peIakTopi. 3iiBa BiJl HaHesl
penakTopa 3HaXOAUThCA cipa Ikaia Touok octaHoBa (breakpoint bar). Kiix ITIKM
Ha 111 IIKaJIl JoAa€ Mapkep To4ok nepepuBanHs (breakpoint) HanmpoTH NOTOYHOTO
pAaKa KOMy.

JlonaBaHHs TOYKHW TepepuBaHHS Ha mikamy noBimomursie Unity, mo micis
JOCSITHEHHSI 1€l JIiHIT B PEXWMMI BIATBOPEHHS CIIJ TPU3YIUHUTH BUKOHAHHS
cueHapito. Koam CKpunT Tak «3aMOpPOXKYEThCS, BU MOXKET€ BHKOPHCTOBYBATHU
Debugger st BU3HaY€HHS TOTO, 110 caMe POoOUTh CKpunT (puc. 3.18).

[Ipu mpunuHEeHHI BUKOHAHHS Ha TOYI[l MEPEPUBAHHA, Y BKIAJKaX B HIDKHIN
yactuHi BikHa MonoDevelop BimoOpaxkaerbcs iHpOpMaIlis mpo MOTOYHUN CTaH
BUKOHaHH:. Haitbib BaxxmuBoto 3 BKiIaa0kK € Locals.

VY miit BKIIaI MMOKa3aHi 3HAaYEHHS JIOKAJIbHUX 3MIHHUX B TTOTOYHIN (PyHKIIIT
(nceBmo-nokaabHa 3MiHHA 3 iM'siM this aBTOMaTHYHO AOCTYIIHA B KOXKHIM (DYHKITIT,
X0Y BOHA 1 HE OTOJIONICHA SIBHO; 1€ TIOCUJIAaHHS Ha MOTOYHUH €K3eMIUIAp CKPUIITa,
Tak 3a J0mMoMoror «this» MokHa OTpEMaTH IOCTYN 1O BCiX 3MIHHHX, IO
OTOJIOIICH] B CKPHIITI).
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(@ Assembly-CSharp - C#\ExampleClass.cs - MonoDevelop-Unity = X
File Edit View Search Project Build Run Version Control Tools Window Help

u - <] [n © MonoDevelop-urity Q Press Contral-+, to search
: E] | RNy

Solution

v L& New Unity Project
~ 5| Assembly-CSharp
» | References

BETRITT

ExampleClass.cs ] = s
CharacterController controller = GetComponent<CharacterControllers();

if (controller.isGrounded)
{

moveDirection = new Vector3(Input.GetAxis("Horizontal"), @, Input.GetAxis("Vertical®));
moveDire on = tran: ran irecti irecti

aclosg

san.

auIpNo JuBWNIOQ

# Watch “ Locals © Breakpoints Threads Call Stack 8 Immediate

New Function Breakpoint 4 New Exception Catchpoint Name File Language Address
Name Condition Trace Expression Hit Count Last Trace
(© & DAUnity\New Unity Project\Assets\C#\ExampleClass.cs:15,0

Errors Tasks ' Application Output

Pucynok 3.18 - JlonaBaHHs TOUKY NE€PEPUBAHHS

Bu MoxeTe BUKOPUCTOBYBATH TOUKH IEPEPUBAHHS pa3oM 3 BKJIaakoro Locals
JUIsl OTpUMaHHs e(eKTy, aHAJIOTIYHOrO JI0JIaBaHHIO BHpa3iB print B Balll KOJ - BU
MO>KET€ MEeperisiIaTi 3HAY€HHsI 3MIHHUX B Oy/Ib-SIKUI 3py4yHUN BaM MOMEHT 4acy.

VY Bruamii Locals Bu Takox MoxkeTe pefaryBaTu 3HaueHHs 3MiHHUX. Lle
MO>K€ BUSIBUTHCS] KOPUCHUM B pasi, SKIIO BU 3HAUIIIIN HEBIPHO BCTAHOBJIEHY 3MIHHY
1 Xouere MEpeBIpUTH, YU Tpomaje Il MpodiieMa NPH YCTAHOBI MPAaBUIBLHOTO
3HAYECHHS.

Inma xopuchHa ¢yskmiss MonoDevelop - mocninoBHe BukoHanHs. Komnu
BUKOHAHHS TPHU3YNUHUTHCA HA TOYIl 3 TIEPEpUBAHHS, CTaHE JOCTYIHA IIKaJa
IHCTPYMEHTIB HaJAIITyBaHHS y BepXHiil yacTuHi BikHa MonoDevelop.

> 3 ¢

-

Pucynok 3.19 - [HcTpymeHTH MOKpOKOBOTO HajarokeHHs MonoDevelop

[Tepuri yotupu kHonku 11e Continue (ipooBxutH), Step Over (Kpok uepes),
Step In (kpok Bcepeauny) 1 Step Out (Kpok Ha30BHI), SIKI TaKOXX MOXYTh
cnpauboByBaTH 1o komanzaaMm 3 MeHio Run (IIpaBy kHomky, Detach moxe Oytu
BUKOPHUCTAHO ISl 3aKiH4YeHHs cecii). Continue mpoJ0BKy€e BUKOHAHHS JI0 YEProBOi
ToukH nepepuBaHHs. Step Over 1 Step In BUKOHYIOTH OJMH PSAAOK KOAY B OJUH
MOMEHT 4acy. BiAMIHHOCTI M)k HUMHU B TOMY, 10 Step Over MOBHICTIO BUKOHYE
Oyab-ski QyHKLIT 3a OHY JiHII0, a Step In 103BOIsE «3pOOUTH KPOK» BCEPEAUHY
byHKIIii.
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3acrocyBannst MonoDevelop npu cTBopeHHi irpoBHX 10JaTKiB

[TpogemoncTpyemo 3actocyBanHs MonoDevelop npu BusiBjeHHI 31TKHEHb
(collisions) mixk 00'ekTamu.

Jlns iboro cTBOpuMO HOBY ciieHy. Jlogamo o0'ekt «Plane», 06'ektu «Cubey
«Sphere» (puc. 3.20).

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> e x

= © Inspector

9 ¥ [Cube

Tag [Untagged

¥~ Transform ("
Position xo 1¥[I57 lz[z26 |
Rotation x[o Yo 1zlo
Scale X1 ¥[L JziT

]

]

[V

(W Cube "o
Qe

¥ Cube (Mesh Filter)
Mesh
vy ¥Box Collider
Edit Collider
Is Trigger L
Material [None (Physic Material) o
Center %0 [0 1zo |
x[1 [ zl1 |
@,
1 |
Element 0 [Windex ‘o
. index 2,
> Shader | Standard =)
Add Component

Ly [EJEYES

Single
& Sound
v i Standard Assets
¥ & Effects
¥ i GlassRefraction
G Materials
{& shaders M tBu:

Pucynok 3.20 — HoBa cuena 3 06'ekramu «Planey», «Cube» Ta «Sphere»

VY Project View 3a nonomororo KoHTeKcTHOro MeHio «Create— C# Script»
cTBOPITH HOBHM (aitn C# - ckpunrta. Ha3siTe Horo «Collisionsy». J[Biui HATUCHITH
I[TKM Ha daiini ckpumnTa i BU BIIKpUETE HOTro B penakTopi ckpuntis MonoDevelop
(puc. 3.21).

3BEpHITH yBary, 110 Ha3Ba KJacy 3aBXKIU Mae€ 30iraTUcs 3 Ha3BOIO CKPHIITA
(peecTp OYKB TeX Ma€ 3HAUCHHS):

public class Collisions : MonoBehaviour {
// Use this for initialization
void Start() {
}
// Update is called once per frame
void Update() {
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(@) Assembly-CSharp - C#\Collisions.cs - MonoDevelop-Unity - X

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

») |Debug ~| | unity editor | @ solution loaded Q Press Control+; tasearch

Solution 4 v | Bampleciasscs Colisions.cs

v New Unity Project (5] No selection g
» [l Assembly-CSharp 1 stem.Collect
.Collec

neric;

void Update () {

BUIRNO JUBLINIOQ

5 3
',’

9591 3N

This file has line endings (UNIX) which differ from the policy settings (Windows). |Convert to Windows line endings j oK
<
¥ Test Results Errors Tasks

Pucynok 3.21 — C# - ckpunt «Collisions» B pegakropi ckpuntis MonoDevelop

3a 3amoBuyBanHsIM Unity cTBoproe kapkac mist C # -ckpurnra. Buganits 3 Tina
kiacy «Collisions» Bech BMICT 1 3aMiHITh HACTYITHUM:

/l MeToa, AKMii BUKJIMKAETHCH NPH 3iTKHEHHI 00'€KTa
void OnCollisionEnter() {
Debug.Log(""Hit Something');// Ilepenaem cood0menue B kKoHcoab Unity

}

Oynkiis  OnCollisionEnter Bu3Hayae 3iTKHEHHS O00'€ekTa 3 I1HIIMMU
o0'extamu. A cratuuHuii metos Log kinacy Debug nuiie moBigoMiIeHHS! B KOHCOJIb
Unity. [licnsa 306epexeHHs] CKpUIITa, JOJAalTe MOro SIK KOMIIOHEHT JIJIs T1aJ1al0uoro
KyoOa.

Tenep sikuo Bu HatucHere Play, B MOMEHT KoM KyO TOPKHETHCS MIiAJIOTH
KOHCOJIb BUJACTh BIJTMOBITHE TMOBIMOMJICHHS. BIIKpUTH BIKHO KOHCOJII MOJKHA
koMOiHamiero ctrl + shift + ¢ B Windows. OctanHe KOHCOJIbHE TOBIIOMIICHHS
BiI0OpaXkaeThCs B cTaTyc 0api MpoeKkTy (BHU3Y BIKHA).

[Tpruomy noBigoMieHHs Oyie BUJABATUCS MPU KOXKHOMY 31TKHEHHI.

Jliist Toro, 100 3p03yMITH 3 SIKUM came 00'€KTOM 31TKHYBCS Ky0, MU Oy1eMO
Opatu 3HaueHHs mnapamerpa kimacy Collision, sxke Oyne npuiiMatu MeTO[
OnCollisionEnter:
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// Tenep meton npuiimae 00'ekt kiacy Collision,
// 3 AxUM BiI0OyBa€THCH 3ITKHEHHS
void OnCollisionEnter(Collision myCollision) {
// BU3HAYEHHS 3iTKHEHHS 3 AIBOMA 00'€KTaMHu
if (myCollision.gameObject.name == "Floor") {
// 3BepTaemocs 10 iMeHi 00'€KTa 3 IKMM 3ITKHYJIUCH
Debug.Log("Hit the floor");
}
else if (myCollision.gameObject.name == "Wall") {
Debug.Log(""Hit the wall");

}
}
}

HatucHits kHonky Play 1 micnsa Toro sik Bam Ky0 TOPKHETBCS KiJbKa pasiB
cdepu 3ynuHITH TPY 1 BIAKPHUIITE KOHCOJb. Tenep npu 31TKHEHHI Oy/ie BUIaBaTUCA
BIJIIIOBIIHI ITOB1IOMJICHHS.

3aBaaHHs 10 JadopaTopHoi podoTn Ne3

1. 3aBanTaxkutu npoekT Unity.

2. CrtBoputu HOBY creny. Jlomatu o0'ekt «Plane», o0'ektu «Cubey
«Sphere».

3.V Project View ctBopiTh HOBuii (paiin C# - ckpunrta. Ha3Bite Horo
«Collisionsy.

4. Biagkpuiite C# - ckpunt B peaakTopi ckpuntis MonoDevelop.

5. Bigpenaryiitre C# - CcKpunrt, JoJaBIIM HOBUM  MeTox  void
OnCollisionEnter.

6. Hatucuites xHomky Play Ta oTpumaiiTe BigNOBiAHE MOBIJOMJICHHS B
KOHCOJTI.

KoHTpoJibHI 3anuTaHHA

e Ha3BiTh OCHOBHI €TamM MpPOIECY YCTAaHOBKH CEPEJOBHINA PO3POOKH
MonoDevelop.

e Ha3BiTh OCHOBHI €TamM HaJAIITYBaHHS IHTETPOBAHOTO CEPEIOBUINA
po3podku MonoDevelop B cuctemi Unity 3D.

e Ha3sBiTh ocHOBHI QyHKIIIT cepenoBuiia po3pooku MonoDevelop.

e Sk 3miiicHioeThbcst cuHXpoHizamiss  Unity 1mpoekta 3 IPOEKTOM
MonoDevelop?

e Jlns yoro B MonoDevelop BukopuctoByeThcs mmikana Breakpoint Bar?
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JIABOPATOPHA POBOTA Ne 4
TEMA: «(IMHOPT AYAIOKJIIIIB B IT'POBI JOJATKHN. POBOTA
3 JUCIIETYEPOM AUDIOMANAGER B UNITY 3D»

AHoOTaLisA
JlabopatopHa poOoTa Opi€eHTOBaHA Ha OBOJOJIHHS CTYJCHTAaMH METOJaMU
poboTH 31 3ByKOM 3a joroMoroto aucrierdepa AudioManager B Unity 3D.

Meta 1a00paTopHOi pod0oTH

ChopmyBat y CTyHEHTIB 3HaHHS WIOJ0 HAJAIITYBAaHHS LIEHTPAIBLHOTO
nucnetyepa ympasiiHHS 3BykoM AudioManager B Unity 3D, meToniB iMmopTy
ayJIIOKJIIITIB B ITPOBI JJOJIATKH.

OuikyBaHi pe3yJbTaTH

VY pa3i ycmimHOro BUKOHAHHS JabopaTopHOi poOOTH CTyAEHT Oyae BMITU
CTBOPIOBAaTH ITPOBI JOJATKA 31 3BYKOBHUM CYIPOBODKEHHSAM 3a JIOTIOMOTOIO
nucrnetdyepa AudioManager.

IMmopT 3ByKkoBHX e(eKTIiB
Jlns  BIATBOpEHHS 3BYKIB MOTPIOHO iMmopTyBaTu ayaiodaiaun B Unity -
MIPOEKT.

®opmatu ayaiodaiinis, siki miarpumye Unity nogano y tadm. 4.1.

Tabnuis 4.1 - opmaru ayniodaiinis, ski marpumye Unity

Tun daiina [lepeBaru Ta HEIOJIKH
WAVE, Waveform Audio File Format (WAVE, WAV, Bix anru.
WAV Waveform - «B dhopmi xBuii») - hopMar ¢ainy-koHTelHHepa I

30epiranHs 3anucy onu@poaHoro ayaionotoky, masug RIFF. Iei
KOHTEHHEp, SK TMPaBWUIO, BHUKOPUCTOBYETHCS s 30epiraHHs
HECTHCIIOTO 3BYKY B IMITYJIbCHO-KOJOBOT Moxynsmii. OnmHak
KOHTCHHEp HE HaKjIaJa€ >KOJHUX OOMEKEHb Ha BHUKOPHCTAHHS
ANTOPUTMY KOJTyBaHHSI.

AIFF Audio Interchange File Format (AIFF) - dopmar
ayniogailniB, SKHM 3aCTOCOBYEThCS HJsi 30epiraHHs 3BYKOBHUX
JTaHHX.

AIFF OyB po3pobnenuit kommanieio Apple Computer Ha
ocHoBl ¢opmaty IFF komnanii Electronic Arts 1 Halyacrtime
BUKOPHUCTOBYEThCS B KoMIT'tI0Tepax Apple Macintosh.

3ByKOB1 JaHi B cTaHgapTHomy aitm  ¢dopmary AIFF
PECTABISIOThH COOO0  HECTHCHYTY  IMIYJIbCHO-KOJOBY

185




Meroau4Hi BKa3iBKU O BUKOHAHHS JIa0OpAaTOHUX pOOiT
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

monynsniro. Takox icHye 1 ctucna Bepcis ¢opmary AIFF, sxy
HazuBatoTh AIFC (inomi AIFF-C), B axiii 1yisi CTUCHEHHSI MOXKYTb
OyTH BUKOPHCTAHI1 Pi3HI KOJICKHU.

AIFF, nopsin 3 CDA 1 WAV, € ongaum 3 ¢dopmaris, 110

BUKOPHUCTOBYIOTHCSI B MpodeciiiHuX ayaio- Ta BiJeoJ0/aTKaX, TaK
SK Ha BIIMIHY B1J1 Outbi onysspHoro ¢gopmaty MP3, 3Byk B AIFF
KOJy€EThCsl 0€3 BTpaT B sKOCTI. Sk 1 Oyab-siki CTHCHEH1 (ailiu,
daitnu AIFF 3aitmaroTs Habarato OuIbIIe TUCKOBOTO IIPOCTOPY, HIK
iX CTHCIII aHAJIOTH.
MP3 MP3 - kozmek TpeThoro piBHs, PO3POOJICHUH KOMaHIOO
MPEG, dopmar daitny nmst 30epiranns ayaioindopmariii. @opmat
OyB minen3zoBanuii, ane 23 xBitHa 2017 poky TepmiH aii BCiX
MATEHTIB 3aKIHYMBCA 1 JIILIEH31H1 300pH MPUITUHUIKCA.

®dopmat MP3 BUKOPHUCTOBYE CIIEKTpabH1 BiJICIKAHHS, 3T1THO
MICUX0aKYCTUYHOI MOJieJi. 3ByKOBHI CUTHAJI pO30UBAETHCS HA PIBHI
0 TPUBAIOCTI BIJPI3KA, KOXEH 3 SAKUX TICIs1 0O0poOKu
YIaKOBY€EThCS B CBiM hpeiim (kasp). Po3kinagaHHs B CIIEKTP BUMarae
Oe3MepepBHOCTI BXIIHOTO CHUTHANy, B 3B'S3Ky 3 [HUM A
PO3paxyHKIB BUKOPHCTOBYETHCSA TAKOXK IMOMEPEIHINA 1 HACTYIMHHIM
¢bpeiim. Y 3ByKOBOMY CUTHAJII € TAPMOHIKH 3 MEHIIIOIO aMILTITYI00
1 FapMOHlKI/I 0 JieXaTh MOONMU3y OiibIl 1HTEHCHMBHHX - Takl
TapPMOHIKHM BIJICIKAIOThCS, TaK K CEPEAHBOCTATHCTHYHE JIOJCHKE
BYXO HE 3aBXIM 3MOXE BU3HAYWTH HASBHICTH a00 BIJCYTHICTH
TaKuX TapMOHIK. Taka OCOOMUBICTH CIYXy HAa3MBAETHCS e(beKTOM
MacKyBaHHs. Takok MOKIJIMBA 3aMiHa IBOX 1 OLIbIIIE CYCITHIX MIKiB
OTHUM YyCEpeaHCHHM (10, SIK TPaBWiIO, 1 MPU3BOIUTH O
CTIOTBOPEHHS 3BYKY).

Kpurepiii BificikaHHSI BU3HAYAETHCS BUMOTOIO JI0 BUX1THOTO
noToky. OCKiTbKHM BeCh CIEKTp aKTyaJlbHUW, BHCOKOYACTOTHI
TapMOHIKM HE BIJCIKAIOTHCS, a TIIbKHM BUOIPKOBO BHJIAJISIOTHCS,
mo0 3MEHIIUTH TOTIK 1H(OpMaIli 3a pPaxXyHOK pPO3PiIHKEHHS
cnektpa. Ilicisg cHekTpanbHOI «3aYMCTKH» 3aCTOCOBYIOTHCS
MaTeMaTU4YHI METOJM CTHUCHEHHS 1 ymakoBka y ¢gpeiimu. Koxen
¢bpeiiM MOXXKe MaTH KiTbKa KOHTEWHEPIB, IO JO3BOJIAE 30epiraTu
iHbopMallil0 TPO ACKiJbKa MOTOKIB (JMiBUIl 1 MpaBuUil KaHal abo
LEHTPaJbHUI KaHai 1 pi3HUI kKaHaiiB). CTymiHb CTHUCHEHHS MOXHA
BapilOBaTH, B TOMYy 4YHCJII B MeXax omHoro ¢peiimy. [HTEpBan
MOKJIMBUX 3Hau€Hb OITpelTy ckiaaae 8-320 kOiT/c.

Pexxumu xomyBaHHS 1 OMIII:

Icnye Tpu Bepcii MP3 dopmaty mis pizaux norped: MPEG-
I, MPEG-2 1 MPEG-2.5. Biapi3HSIOTbCSI BOHU MOKJIMBUMU
niara3zoHaMu OITperTy 1 4aCTOTH AMCKPETH3aIlli:
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32—320 xOit/c mpu wactorax muckperm3arii 32000 I,
44100 I'm 148000 't nyis MPEG-1 Layer 3;

16—160 xOit/c mpu uactorax auckperuzamii 16000 I,
22050 I'm 1 24000 I'y nis MPEG-2 Layer 3;

8—160 k6i1/c mpu yactoTax auckperuzari 8000 I'ir1 11025
I'u nust MPEG-2.5 Layer 3.
0GG Ogg - BIJIKpUTHI CTaHIapT dbopmaty
MyJbTIMEIIaKOHTEHHEepa, SAKUM € OCHOBHUM (ailoBum i
MOTOKOBUM (popmaTom i MyibTiMeaiakoaekoB Gouay Xiph.Org,
a TaKOXX Ha3Ba TMPOEKTy, IO 3aWMa€ThCA PO3POOKOIO IHOTO
dbopmaTy 1 KOAEKIB Mg HBOro. Sk 1 BCi TEXHOJIOTIi, IO
po3pobisitoThes i erigoro Xiph.Org, popmat Ogg € BIAKPUTUM i
BUIBHUM CTAaHJIAPTOM, SIKI HE MArOTh MATEHTHUX YM JIIEH31MHUX
00OME>KEHb.

Ogg € BchOro JmIIe KOHTEHHEpoM. 3ByK abo Bigeo
CTHUCKAIOThCSl KOJICKAaMH, a pe3yJbTaT OOpoOKH 30epiraeTbcsi B
noaioHux koHTekHepax. Kontelinepu Ogg MoxyTh 30epiratu
MOTOKH, 3aKOJIOBaHi JeKiIbKoMa Koaekamu. Hampukmnanm, daiin 3
BiJICO 1 3BYKOM MOJKE€ MICTUTH JaHi, 3aKOJIOBaHI ayaio- Ta
BIJIEOKOJEKAMU.

VY xonteitnepi Ogg mMoxkHa 30epiraTv 3BYK 1 BiZIeO B Pi3HUX
dopmatax (takux ssk MPEG-4, Dirac, MP3 Tta inmri), ane 3a3Budai
Ogg BUKOPUCTOBYETHCS 3 HACTYITHUMHU Ay 110KOJCKAMH:

3 BTpaTaMH:

Opus (panime Harmony) - 3 HH3BKOIO 3aTPUMKOIO
KoAyBaHHA (Bix 2,5 Mc 10 60 Mc, HACTPOIOETHCS) 1 OLIIBII BUCOKOIO
KOMITIPECIEIO ayaio, Tak caMo OITpelT Bix 6 1o 510 k6iT/c;

Speex - mnsi CTUCHEHHSI MOBHOTO CHUTHANTy Ha HH3BKHUX
oiTpeiiTax (~ 8-32 (k01T / c)/kanan);

Vorbis - i CTUCHEHHS 3BYKY Ha CEPEIHIX 1 BUCOKUX
oiTpeittax (~ 16-500 (k61T / ¢)/kanan).

0e3 BTpar:

FLAC - nns 06po0ku 3ByKOBUX apXiBiB Ta 1HIIMX ay/io,

1[0 BUMAraroTh BUCOKO1 SIKOCTI BIITBOPEHHSI.
MOD MOD - dopmar ¢aiiniB, po3poOieHuil a1 CTBOPEHHS,
30epiraHHs Ta BIATBOPEHHS My3W4YHHMX KoMro3uilii Ha [IK Amiga.
CBor0 Ha3By OTpHWIMAB BiJl TOTO, IIO CTaB MepruM (HopMaToM, 0
30epirae cBOi (parMeHTH (HAMPUKIIAJ, CEMIUIH) B 1HIUX (aiiax
(mpuHIUTT MoayibHOCTI). Daitnmu 1BOro ¢dopmary MawTh, SK
MPaBIJIO, PO3IMIKPEHHS .mod.

Koxen ¢aitn popmaty MOD wmictuth B co0i ouudpoBaHi
3allCH PEaJbHOTO 3BYYaHHS IHCTPYMEHTIB, TaK 3BaHi CEMILIH.
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Komnoszutop, skuii mume B Qopmari MOD, BHUKOPHCTOBYE
nporpamMy, sika Ha3UBA€ThCA TPEKEPOM, B AKiM BKa3ye, SIKHI came
IHCTPYMEHT, B SIKUH 4Yac, KO HOTOIO 1 KO 3 OKTaB MOBHUHEH
npo3Bydatu. [1oCHiOBHICTh HOT 3alUCY€ThCS B CIHCOK - TPEK, a
KUJIbKa TMapajeabHO BIATBOPIOBAHUX TPEKIB YTBOPIOIOTH OJIOK, SIKUN
Ha3MBA€ThCs  maTepHoM.  llaTtepHu,  sAKi  CTBOPIOIOTHCA
KOMITO3UTOPOM OTPUMYIOTH HOMEPH, TICIS YOrO KOMIIO3UTOP MOKE
B JIOBUIbHIM (opMi BKazyBaTH SIKMH MMaTepH 1 KOJU TOBUHEH
npo3ByyaTd. CyKyIHICTh MATEPHIB 1 YTBOPIOE MOAYJb - (ailn y
dbopmati MOD.

XM

@®opmar XM — wne posmupenudi moayiar MOD, tun
ayniogaitny FastTracker 2, skuii Oyn0 BBEAEHO PO3POOHHUKOM -
nemorpymoro Triton.

XM-daiin € MyJbTICEMIUIIHIOM 3a JIOMMOMOTOK JOCTYITHUX
IHCTPYMEHTIB 3 00'€MHHMM CHTHAJIOM B TNaHOpaMHIM OOOJIOHII, a
TaKOX CTHUCJIOI CTpyKTyporo. DopmaT pO3UIMPUB CIHCOK
JTOCTYMMHUX KOMaH/] e(eKTiB 1 KaHaiB, 10JaB 16-01THY MIATPUMKY 1
3aMpONOHYBAB AJIbTEPHATUBHY TAOJUIIO YACTOT ISl MOPTAMEHTO
(croci6 BUKOHAHHSI, IPH IKOMY HAaCTyITHA HOTa HE Biipa3y OepeThCs
TOYHO (B 3BYKO-BHCOTHOMY BIJIHOIIIEHHI), @ BUKOPHUCTOBYETHCS
TUTABHUM Mepexif 10 NOTPiOHOT BUCOTHU BiJl MOMEPEAHBOT HOTH).

XM € ocHOBHUM (QopMaToM [Isi OLIBIIOCTI TPEeKEepHOI
MY3UKH.

Koaekuiro ayaiogaiiiiB Heooxigno imnopryBatu B Unity.

Jlns iMmopTy HeoOXimHUX pecypciB (ayamiodainiB) Ha Bkiail Project B
po3nuii Assets  CTBOpPIOEMO Manky st 30epiraHHs ayaiodaitmB «Soundy.
[lepexoqumo B manky, BuOHpaemMo MeHIO «Assets — Import NewAssets» Ta
IMIIOpTyeMO HeoOxiaHi aymiodaitnu (puc. 4.1). B namomy Bumaaky e ¢aiin
dbopmary .mp3.
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{Fille Edt Assets GameDbject Component Window Help

© Inspestar 2
z Sound_Unity_Game Import Settings

Force To Mane =)
Wormalize o
Load In Background -
Ambisenic O
Deia [
Load Type C iLoad 0
Preload Audio Data o
[ Marbiz ol
wie |k
[PresevasampleRas  :|;
Revart || appiy |!
:
Imparted Object |
z Sound_Unity_Game =

é » i Standard A:

& Sound Unty Game mp3

Pucynox 4.1 — Immopt aygiodaiiny

Ha maneni «Inspector» Mo)kHa 3aJaTu mapameTpu IMIOOPTY ayaiodaiinis
(puc. 4.2). Ilpanopens «Force To Mono» BcTaHOBIIOBAaTH He MOTpiOHO. BiH
JI03BOJIIE BUOpATH M1 MOHO- 1 cTepeo3BykoM. Haifuacrimie 3ByK 3aluCy€eThCs B
cTepeo, ToOTO B ¢aiisii MPUCYTHI OJJHOYACHO JIB1 XBUJI1, OJIHA JJIS JIIBOTO, 1HINA JIJIst
MpaBoOro HaByIIHMKAa a0o0 KkoJioHkH. I[I[06 3meHmuTH po3mip daiiny, MOXKHA
npuOpaTH MOJIOBUHY 3BYKOBOI 1H(OpMaIIii.
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© Inspector | Services
: Sound_Unity_Game Import Settings o,
(Sasn)
Force To Mono L
Normalize 4
Load In Background -
Ambisonic ]
Default | L
Load Type | Decompress On Load ¢
Preload Audio Data o
Compression Format | Vorbis s |
Quality ofies |

Sample Rate Setting

| Preserve Sample Rate

Original Size: 6.6 MB
(1) Imported Size: 6.1 MB
Ratio! 91,80%

[ Reverl:_l [_Apply J

Imported Object

z Sound_Unity_Game

@ o

Sound_Unity _Game

chil

chi2

Vorbis, 4 100HZy 'St_e reo; _[1‘2:53;;1 b5

Pucynoxk 4.2 — IlapameTtpu iMnopty ayaiodaiay

[Ticnst boro Ha oOWIBI KOJOHKU Oyje HAJCUIATHUCS OJIHA XBWJISI 3aMICTh

JIBOX.

[Tpanopenp «LoadlnBackground» no3Bosisie 3aBaHTaxkeHHS ayaiodaitiniB y

(OHOBOMY PEKUMI.
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3aBaHTa)KE€HHS 3BYKY Y (DOHOBOMY PEXHUMI1 JO3BOJISIE€ IPOrPaMi MPOIOBKUTH
cBo0 pobOoty. lleil BapiaHT B 3aranbHOMY BHUNAQAKY MIAXOAUTH JUIS JIOBIHX
MY3UYHHX KIIIIIB, aJieé BUKJIIOUYa€ MOXKJIMBICTh HETAITHOTO BIATBOPEHHS 3BYKY. Jlis
KOPOTKHUX 3BYKOBHMX KiimiB mnpamnopens «LoadlnBackground» 3a3Buuaii He
BCTaHOBJIIOETHCS, 1110 TAPAHTYE IX MOBHE 3aBaHTAKEHHS NIEPE]] BIATBOPEHHSIM.

[Ipanopenrr «Ambisonic» Bkazye Ha Te, IO ayaiodaiim CTBOPEHO 3a
TexHoJsoriero Ambisonics.

TexHosoris Ambisonics mnpu3HaueHa mepmr 3a Bce IS 3amucy 31
30epeKeHHSAM peanbHOi 3ByKOBUI KapTuHU. [Ipu BUKOpUCTaHHI 6araTokaHaabHOTO
3alyCy MOJKJIMBA IMITallis KPyroBoi (Tpu KaHamu) 1 cepuyHOi (YOTUPH KaHAJH)
naHopamiu. Icaye matpuuna cucrema UHJ, mo go3Bosisie koayBaHHs 3p0o0JIeHOT 3a
TexHojoriero Ambisonics OaraTokaHalbHOTO 3amUCy B J1Ba KaHanu. Pesymnbrar
KOJyBaHHSI CyMiCcHUU 31 cTtepeo 1 MoHO. [lopsim 3 HBOKaHATBHUM, MOXIIMBO 1
OaraTokaHaJbHE BIATBOPEHHS 3aMUCIB, 3pO0JICHUX 3a TEXHOJIOTiE0 Ambisonics.

[Ipy BHUKOpHCTaHHI YOTHPHOX KaHAIIB BIATBOPEHHS (TOOTO YOTHUPHOX
HE3aJIe)KHUX aKyCTUUYHHUX CHUCTEM) MOJKHA OTpPUMATU KpYroBy maHopamy. Jlms
chepuuHOi mMaHOpaMHu HEOOX1HO IIICTh KaHAJIB, MOXKJIMBE BUKOPHUCTAHHS 1 O1IBIIIO]
KUIBKOCT1 aKyCTUYHHUX CUCTEM.

Hait6inpm  BaxxknuBumMu mapamerpamu € «Load Type» (tum, 110
3aBaHTaXyeTbes) Ta «Compression Format» (popmar crtucHenus). OcTaHHiM
BINOBIAa€ 3a (hopMat 30epekeHuX 3BYKOBOI 1H(opMallii.

Crucok «Load Type» mo3Boisie BKazaTu, SKMM YMHOM KOMIT'IOTEp Oyne
3aBaHTaXyBaTu AaHi 3 (Qaitny. [lapamerp «Vorbis», Bkasye Ha Te, mo Oyne
3aBaHTaXXEHO ayniodopMaT 31 CTUCHEHHSIM. KopoTki 3ByKoOB1 (pailin B CTUCHEHHI
HE MOTpeOyIoTh, TOMY UIsi HUX HeoOximHo oOpatu BapianT PCM (Pulse Code
Modulation - immynscHO-KOmOBa MOAyJsisi). [Tapamerp ADPCM — € Bapiari€to
PCM Ta Hamae O11bIII IKICHUHN 3BYK.

5. BinTBopeHHs1 3ByKOBHUX e(eKTiB

Jlns BigTBOpeHHs 3BYKYy B Unity HEOOXigHO J0JaTH TPU KOMIIOHEHTH
AudioClip, AudioSource ra AudioListener.

Komnonent Audio Clip micTuTh maHi ayaio, Siki BUKOPUCTOBYIOTHCS B
mkepenax aynaio. Unity miaATpUMye MOHO, CT€PEO 1 MYJIbTUKAHAIbHI 3BYKOBI
pecypcu (m0 BocbMu KaHamiB). Unity MoOXe IMIOpPTYBaTH TakKi THIA
¢aiinis: .aif, .wav, .mp3, .ogg. Takox, Unity Moke IMOOPTYBaTH TPEKEPHI MOyl
3 HACTYIMHUX TUIMIB (aitniB: .xm, .mod, .it, .s3m. Pecypcu 3 TpekepHUMHU MOTyIIMU
IPALOITh TaK caMo, sIK 1 Oy1b-sK1 1HII1 ayaio pecypeu B Unity, mionpasaa A1 HUX
HEJOCTYMHUN neperisaa GOpMU CUTHATY B IHCIIEKTOP1 IMITOPTY.

Kommonent Audio Source BinTtBoptoe Audio Clip B cueni. ko Audio
Clip € 3D kJinom, JpKepesio MporpaeThes B 3aJJaHOMY TOJIOKEHHI B IIPOCTOP1 1 Oy1e
MPUTIIYIIATACS B 3aJIEKHOCTI Bij BiACTaHI. Ayaio MOxe OyTH pO3IOIiJIeHE IO

191



Meroau4HI BKa3iBKU O BUKOHAHHS Ja00OpaTOHUX poOiT
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

KOJIOHKaX 3a JOMOMOroro BiracTuBocTi Spread 1 TpanchopmyBaTucs Mixk 3D 12D 3a
nomomororo BiactuBocTi PanLevel. MoxHa KOHTPONIOBATH 3aJIeKHICTh ITHX
edekTiB BiI BiJCTaHI 3a JONOMOIOI0 KpUBMX 3aracaHHs. [lyis 30aradeHHst aynio
pAny, 10 JKeperna MOJKHA 3aCTOCOBYBATH OKpeMi ayaio GpiabTpH.

BnactuBocti komnoneHnty Audio Source mogano y tadi. 4.2.

Ta6mui 4.2 - BnactuBocti komnoneHTy Audio Source

Biactusicts DyHKITIS
Audio Clip [Tocumanns Ha ay/l KII JUIsl TPOTPABAHHS M JIPKEPEIIOM.
Output 3Byk MokHa BuBoAUTH 4yepe3 Audio Listener abo 3ByKoBHii
MIKIIIED.
Mute Axmio oOpaHa 11 BIACTHBICTh, 3BYK Bce Ie Oynae
nporpaBaTHcs, ajie He OyJie 3By4aTH.

Bypass Effects | 3actocoByeTbcsi [uisi MIBUAKOIO MPOMYCKY BCIX 3BYKOBUX
e(eKTiB, 3aCTOCOBAHMX JI0 JiXKepesna 3ByKy. [Ipoctuit musx
BKJIFOUEHHSI/BIJIKJIFOUEHHS! BCIX 3BYKOBHX €()EKTIB.

Bypass Listener | 3acTOCOBY€ThCS I MIBUIKOTO BKIIFOUCHHS/BIIKIIIOUCHHS

Effects BCIX 3BYKOBHUX e(peKTiB, 3acTocoBanux 10 Audio Listener.

Bypass Reverb 3aCTOCOBYETHCSI JIJISl IIBUAKOTO BKITFOUCHHS/BIIKITIOUEHHS

Zones BCIX 30H peBepoOepaiiii.

Play On Awake | SIkimio oOpaHa 11 BIIaCTUBICTbh, 3BYK ITOYHE B1ITBOPIOBATHUCS
oJlpazy MICJs 3aBAHTAXKEHHS CIEHH. SIKIO BIACTHUBICTH
BIIKIIIOYEHO, BaM TMOTPIOHO Oyjae 3amyCTUTH 3BYK
IPOrpaMHo, 3a ToromMororw meroay Play ().

Loop 3actocoByeThest ansi HeckiHueHHoro moBTopy Audio Clip
TiCIIsE HOTO 3aKiHYCHHS.
Priority Busnauae mpioputeT HaHOTO JKepena 3BYKY Cepel BCIX
1HIMX JoKepen y cueHl (0 = HaWOUIbII BaXKIMBUH, 256 =
HailMeHIl ~ BaxiauBWii, 128 3a  3aMOBUYyBaHHSIM).
BukopucroByiite 0 1 My3uk, 1100 YHUKHYTH il
BUIIaJIKOBOT'O MTEPEMUKAHHS.
Volume Busnadae HackiIbkM TYYHUM 3BYK Ha BIJCTaHI OJHIET
CBITOBOi oauHHUINI BuMipy (omHoro wMetpa) Big Audio
Listener.
Pitch CrymiHb 3MIHM BHCOTM TOHY TIpU  YHOBUIbHEHHI/
npuckopenHi Audio Clip. Benuunna 1 o3Hauae HoOpManbHy
IIBUJIKICTHh BIATBOPEHHS.
Stereo Pan BcranoBmoe nonoxeHHs B crepeo o6aacTi 2D 3ByKiB.
Spatial Blend Bcranosntoe crymine BBy 3D ABMXKKA Ha JKEpeNio
3BYKY.
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Doppler Level | Busnavae kinbkictsh edekty [lomiepa, mo 3aCTOCOBYETHCS
no manoro okepena (mpu 3HaueHHI 0 edexr
3aCTOCOBYBATHUCS HE Oy1ie).

Spread Bcranosnioe kyt mommpenHs s 3d  crepeo  abo
MYJIbTUKAHAJIBHOTO 3BYKY B IMIPOCTOP1 TMHAMIKIB.
Min Distance I'yunicTh 3BYKy Oyjae MaKCHMMajdbHOIO, HACKIJIBKH II€

MOKJIHBO, poTsiroM MinDistance. [To3a MinDistance Bona
Oyne mOCTymoBO 3HIKyBatucs. 30uapmre MinDistance
3BYKY, 1100 3pOOUTH HOTO «TOJIOCHINIE» B TPUBUMIPHOMY
CBITI, 3HHU3bTE, 1100 3pOOUTH 3BYK «THUXINIE» B
TPUBUMIPHOMY CBITI.

Max Distance Bincranp, Ha SIKOMY 3BYK IepecTae 3aTyxaTH. 3a MEKaMu
I11€7 TOYKU MOT0 T'YYHICTh 3aJMIIUTLCA HA PIBHI, HA IKOMY
BOHa Oysa 0 Ha BijcTaHi MaxDistance oquHuUIIb B clyxada
1 O11BIIIE HE OYJIe 3aTyXaTH.

Rolloff Mode [TapameTp BH3HAuae MBHAKICTh 3aracaHHs 3BYKYy. Uum
BUIIC 3HAUEHHS, TaM OJMXK4Ye TOBHMHEH OYTH cCllyXad [0
3BYKY TEPIII, HIXK HOT0 MOKHA OyJ1e MOYyTH (BU3HAYAETHCS
3a rpadikom).

- Logarithmic Rolloff

['y4HICTh 3BYKY € JAOCUTH BHCOKOIO, KOJM BU OJHM3BKO 10
JDKepena, aje y pasl BigajeHHs BiJ 00'€KTa BOHA JTOCUTh
IITBUJIKO TIAJIAE.

- Linear Rolloff

YumM namni BY Bij JKepesa 3ByKy, TUM Tipllie B HOTO YyeTe.
- Custom Rolloff

3ByK JKepesa ayaio MOBOJMUTHCS BIAMOBIIHO A0 rpadika
3aracaHHsl.

Komnonent Audio Listener moBoautscs sik MikpodoH. Bin oTpumye BXiaH1
naHi 3 Oyab-sKoro mkepena 3ByKy (Audio Source) B CIieHi 1 Tporpae 3ByKH depes
nuHaMmikd. Jlns OutebmIocTi gomaTkiB Mae ceHc npojaBatu Audio Listener mo
roJIOBHOI KamepH - 00'ekTy Main Camera. binbin Toro, 10 Audio Listener moxHa
J0/1aBaTH ayaio ePpeKTH, MO0 3aCTOCYBATH 1X JI0 BCIX UyTHUX B CIICHI 3BYKIB.

V kommonenta Audio Listener nemae BractuBocteii. Floro 1ocuth mpocto
nonatv, mo0 BiH 3ampalffoBaB. 3a 3aMOBUYBAHHIM, BiH 3aBXKIU JOJAETHCS [0
00'exty Main Camera.

Audio Listener npairoe B 3B's3111 3 JkepenamMu 3BYyKy (komnoHeHT Audio
Source), 103BOJISIFOYHM BaM CTBOPIOBATH aKyCTUYHE OTOUYEHHS B irpax. SAkmio Audio
Listener nonano 1o GameObject B ciieH1, TO Oy/Ib-SK1 JOCUTH OJU3bKI JI0 ClIyXaya
JoKepena OyayTh YyTHI B AWMHAMIKax. Y KOXKHIW CIIeHI MO)Ke OyTH TIJIbKH OJIMH
Audio Listener 15t KOpekTHOT poOOTH CUCTEMHU.
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SAxuo mxepena y ¢opmati 3D, Toai ciayxad Oynae iMITyBaTH IMOJIOKEHHS,
MIBUJKICTH 1 OpieHTalito 3ByKy B 3D mpoctopi. B 2D pexumi Oyne irHopyBatucs
Oynb-sika 3D o6poOKa.

BinTBopenHs ayaiokiainy

Hanamryemo 3Byk B Unity. AudioClip Bxxe iMnopToBaHo, 10 KaMEPH A0JAHO
koMmrnioHeHT Audio Listener 3a 3amMoB4yBaHHSM. 3alUIINAIOCS JOJATH TUIBKU
KOoMNOHEHT Audio Source.

Audio Source BucCTymae B pojii KOHTpoOJIepa, SIKMH 3aIllyCKae 1 3yMHUHSE
BIJITBOPEHHS Ay I1OKJIIITY.

JIyist cTBOpeHHST HOBOTO JiKeperna 3ByKy Audio Source HeoOXimHO BUOpaTH
nyHKT MeHI0 «GameObject— Create Empty».

Ha nanem «Hierarchy» Buainite moiHo ctBopeHuit GameObject. Ha
naneni «Inspector» 3a nonomororo kHonku «Add Component— Audio— Audio
Source» nonaiite komnoneHt Audio Source (puc. 4.3-4.4).

.| © Inspector

57 - Tag [ Untagged 4] Layer [Default al
L V.. Transform &

'%& Position x[13.4a141 | ¥[31.29297 z[3188281 |
N Rotation %[0 Yo zo |
Scale X[T [¥[T 21 ]

Add Component

i Create -
¥ | /Favorites  Assets » Sound
(LAl Material
O Al Models
(LAl Prefabs

|5 one
7 Audio Law Pass Filter
7 Audio High Pass Filter
v i Assets AW Audio Echo Filter
& Atlas /#Audio Distertion Filter
& Materials -Audio Reverb Filter
g S Single A Audio Chorus Filter
Audio Spatalizer

» & Standard A:

Pucynok 4.3 — CtBopeHHst KOMIIOHEHTY Audio Source
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Pucynox 4.4 — BnactuocTti komnoneHty Audio Source

Ha nmanemni «Inspector» BkaxiTh BiactuBicTh AudioClip komnonenta Audio
Source (aymioxmin, sikuii Tpeba mpocmyxatu). st 1boro HeoOXiJHO EPETITHYTH
daiin 31 3Bykom 31 Bkianku Project na yapynky AudioClip nmaneni «Inspectory.

Pucynok 4.5 — Bnactusicte AudioClip komnonenta Audio Source
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BceranoBite mpamopui  Play On  Awake Ta Loop, 000B's13k0BO
MepEeKOHanTeCs, o npanopeus Mute 3HATO.

Cain 3ayBaxuTH, 1110 AKII0 BU Xo4yeTe cTBopuTH Audio Source TUTbKH 11715
oaHoro kommnoHeHTa Audio Clip, skuii 3HaXoIUThCS B Tamill Assets Baiioro
MIPOEKTY, TO BU MOXKETE IIPOCTO MEPETATHYTH KJIII Y BikHO ciieHu - GameObject 3
kKoMrnioHeHTOM Audio Source s Bamoro kiimy Oyje CTBOPEHUNM aBTOMAaTHYHO.
[lepetaryBanns kiiny Ha icHyrounii GameQObject 1o1acTh 10 HHOTO KIIIM Pa3oM 3
HoBuM Audio Source, K10 IIbOI0 KOMIIOHEHTA TaM IIie HeMae. SKio Ha 00'€KTi
BKe € KoMTOHEHT Audio Source, To/1i HOBHIA KJIITI, SIKUH BU MEPETATHYJIN, 3aMIHUTh
TOU, IKAM BXKE€ BUKOPUCTOBYETHCS JKEPETIOM 3BYKY.

6. Po6ora 3 nucneryepom AudioManager

Audio Manager (MeHemKep 3BYKIB) J03BOJSE  HAIAMTOBYBATH
MaKCHMaJIbHY T'YYHICTh BCIX 3BYKIB, sIKi OyJie BinTBOpeHO B ciieHi. IIlo0 BiakpuTu
el Menexep, Buoepith myHKT MeHio «Edit — Project Settings — Audio» (puc.
4.6).

. © Inspector | Services - =
AudioManager @ =
\- Open
Global Volume il
Volume Rolloff Scale i
Doppler Factor i1
Default Speaker Mode | Stereo |
System Sample Rate 0
DSP Buffer Size | Default i
Max Virtual Voices 1512
Max Real Voices 32
Spatializer Plugin | Hone : |
Ambisonic Decoder Plugin | Mone &
Disable Unity Audio LJ
Virtualize Effects ™ |

Pucynok 4.6 — Jlucnetuep AudioManager

BnactuBocti nucneruepy AudioManager nojaHo y ta6i. 4.3.
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Tabmuis 4.3 - BaactuBocti aucnietyepy AudioManager

BiactuBicth DyHKIIIS

Global Volume I'y4HICTB BCIX 3BYKIB.

Volume Rolloff Scale | Bctanosmtoe rmobanpHuit paxktop cTyneHs 3aracanss J1jis
Jorapu(MIiYHUX 3racaroumx JpKepen 3ByKy. Uum Buie
3HAaYeHHS, TUM MIBUJIIE TYYHICTb OyJe 3aTyxatu, 1
HABIAKW, YAM MEHIIIE 3HAYCHHS, THUM IOBUIbHINIEC BOHA
Oyne 3aryxarm (mpu 3HadeHHI | Oyze 1MITOBaHO
«peanbHUM CBITY).

Doppler Factor Crymnins uytHOCTI epexty Jomnepa. Edext Biakarouennii
npu 3HaueHH1 0. 1 o3Hayae, 1110 eekt Oy1e JOCUTh 100pe
9yTHO JUIsl 00'€KTIB 3 BUCOKOIO NIBUAKICTIO TIEpECyBaHHSI.

Default Speaker Busnauae pexuM AuMHAMIKIB I BalloTO MPOEKTY. 3a

Mode 3aMOBYYBAHHSM Ma€ 3HAYCHHS 2 - CTEPEO KOJIOHKH.

System Sample Rate

Buxingna yactora Bubipku. SKI10 BCTAHOBJIEHO 3HAYCHHS
0, Oyage BHKOPUCTOBYBAaTHUCA KOE(QILIEHT BHUOIPKU
cucTeMH. Takoxk 3ayBa)kTe, L0 JIHMILE JAesKl Tuatdopmu
JI03BOJISIFOTH 3MIHUTH 11eH apameTp, Hanpukiag, 10S ado
Android.

DSP Buffer Size

Posmip DSP 6ydepa mokHa BCTAHOBUTH AJ1 ONITHMI3aITi{
MDK JJATEHTHICTIO 1 MPOAYKTUBHICTIO.

Default

Po3mip O6ydepa 3a 3amoBUyBaHHIM

Best Latency

Kpamia  nmaTeHTHiCTP 32 paxyHOK  3HHKCHHS
POAYKTUBHOCTI

Good Latency

bananc Mix JaTEHTHICTIO 1 TIPOAYKTUBHICTIO

Best Performance

Kpama mnpoayKTHUBHICTE 3a paxXyHOK MOTIpUICHHS
JIATEHTHOCTI.

Max Virtual Voices

KinpkicThb  BIpTyalnbHHX  TOJIOCIB, SIKUMH  Kepye
aymiocucrema. Ll BenmuumHA 3aBXIU TMOBHHHA OyTH
O1IBIIOI0, HIK KIIBKICTh TOJIOCIB y Trpl. SKI0 Hi, B
KOHCOJIi 3'IBUTHCS TIOTIEPEKEHHSI.

Max Real Voices

KinpkicTh peasbHUX T0JIOCIB, SIKI MOYKHA MpOTrpaBaTH
OJIHOYAaCHO. Y KOXHOMY Kajapi OyayTh BHOpaHi
HAWTYYHIII TOJOCH.

Spatializer Plugin

Tinbku ns Bepceii Unity Pro

Ambisonic Decoder
Plugin

Tinbku nms Bepceii Unity Pro
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Disable Audio Bigkmrowae aymiocuctemy B standalone  30ipkax.
Bpaxyiite, mo 1nme TakoX BIUIMBAE HA 3BYKH
MovieTexture. ¥ penakropi ayaio cuctema Bce Iiie Oyje
mpaioBatd 1 OyAe MATPUMYBATH TOIMEPEIHIN ayaio
kiimB, ane BUKIMKA AudioSource.Play 1 playOnAwake
He OyAyTh 00pOO0IsATHCS, 1100 IMITYBaTHU MOBEIIHKY ayai10
cuctemu standalone 361pku.

Disable Unity Audio | Binkmtouenns 38yky B Unity

Virtualize Effects | Biptyanizaiist 3ByKoBUX e(eKTiB

3aBaanHs 10 JadopaTtopHoi podoTu Ned

1. 3aBanTaxkutu npoekt Unity.

2. O6patu HeoOXi1HI ayaiodaitim.

3. 3aiiicCHUTH IMIIOPT KOJEKIii aymiodaiinie B mpoekT Unity Ta 3amatu
napaMeTpu IMIOpTy ayaiodainib.

4. Jlonatu 10 MpOeKTy HEOOX1HI KOMIIOHEHTH JJIsi poOOTH 3 ayIioKIinaMu
AudioClip, AudioSource ta AudioListener.

5. 3nilicHUTH HalamTyBaHHs KoMoHeHTy AudioSource.

6. 311iCHUTH BIATBOPEHHS ayI10KIIIMYy.

7. 3n1CHATH HaJAIITYBaHHS MaKCMMAaJbHOI T'YYHOCTI BCIX 3BYKIB, 5IK1 Oy/e
BIJITBOPEHO B CIICHI 3a JoroMoro aucnerdepy AudioManager.

KoHTposbHi 3antuTaHHs

e Ha3BiTh OCHOBHI (PyHKIIIi IIEHTPAJILHOTO JAUCIIETYEpa YIIPABIIHHS 3BYKOM
AudioManager.

e Ha3BiTh OCHOBHI €Tanu IMIOPTY ayA10-KJIIMiB B iIrpOBi OAATKH.

e B gomy monsirae BigminHicTh 2D 1 3D 3ByKY?

e 3a I0MOMOrOI0 SKOTO KOMIIOHEHTa MOXKHa JIETKO pEeryJroBaTH Ha
rJ100aMTbHOMY PiBHI T'YYHICTh 3BYKOBUX €(EeKTiB?

e Jlns yoro B Unity 3D BukopuctoBytoThes (paitnu popmaty WAV?

e Ha3BiTh HEOOX1IHI KOMIIOHEHTH JIJI1 pOOOTH 3 ayA10KJIITIaMH.
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JIABOPATOPHA POBOTA Ne §
TEMA: cAHIMAIISA CHPAUTAMMAX. POBOTA 3 CUCTEMOIO
AHIMALII MECANIM»

AHoTanis

JlaGopaTopHa po0OoTa Opi€eHTOBaHA Ha OBOJIOJIHHS CTYJICHTAMHU METOIaMH
aHIMaIlii 3a JIONOMOTOK 1HCTpyMEHTY Mecanim, MeTojaMu aHiMallii crpaiTaMu
(oKpeMi cripaiiTu, aTiiac CIpauTiB).

Meta 1a60paTopHOi podoTH

CdopmyBaTu y CTYIEHTIB 3HAHHS IOJ0 METOAIB PO3POOKHA aHIMOBAHHUX
NEePCOHaXIB, TEXHOJOTI] aHiMallii 3a JOIOMOrol0 1HCTpyMeHTy Mecanim, METOIIB
a”iMarlii cnpaiitamu (OKpemi cripaiiTi, atiac crpaiitis) B Unity 3D.

OuikyBaHi pe3yJbTaTH

VY pa3i ycmimHOro BUKOHAHHS JabopaTopHOi poOOTH CTyAEHT Oyae BMITU
CTBOPIOBATH ITPOBi IOJATKH 3 aHIMOBAaHUMH MTEPCOHAKAMH, 3aCTOCOBYBATH METOIN
aHIMalIlii cripaidiTaMu MpU po3poOIll IrPOBOT0 KOHTEHTY.

AHimMalisi cpairamMmu

IMnopT Ta HasamTyBaHHs cnpaiitiB. Crnpait (sprite) - 1ie cremiaabHul
2D-06'ekt Unity. Bin mo3Bossie BimoOpaxaTH B CILIEHI IMIIOPTOBaHy IIJIOCKY,
PETYJISpHY  TEKCTYDY. B irpax 3 TOPU3OHTANILHUM CIAWJIUHTOM CIPauTH
BUKOPHCTOBYIOTBCS 1 17151 aHIMOBAHUX HepCOHa)KlB 1 71T PEKBI3UTIB.

3acrocyBanHs 2D-cnpaiiTiB MOXKHa HpOlJHOCprBaTI/I Ha MPUKIAl KHUTH 3
PYXOMUMHU KapTHHKaMU (ﬂlp book), ne Ha KOXHIi CTOleHl 306pa)I(eHI/II/I €CKI3
OJIHOTO KITFOYOBOTO KaIPy 1 YMTay, IIBUAKO TOPTAIOUU CTOPIHKH, CTIOCTEpIrae ehext
a”imari.

€ nBa cmocoOu IMIOPTYBaHHS Ta HAJAIITyBaHHS aHIMOBAHUX CIIPANUTIB:

Oxpemi cnipaiiTu

SKI110 BU CTBOPWIM aHIMAIIMHUN CIIPaT, BAKOPUCTOBYIOUM OKpeMi (aitiu
300pakeHb I KOKHOTO Kaapy aHiMallii, To aJis iX iMIOPTY BH MOXETE MPOCTO
MEePETATHYTH 1X BCI BiApa3y B maHesb npoekty Unity.

L.

Anim 01.png Anim_02.png Anim_03.png Anim_04.png
Pucynoxk 5.1 - Animariiini ciaiiim 3 okpeMux (aiinin
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[Tpu 1boMy KOKeH (aits Oy1e IMITOPTOBAHO SIK 3BUYANHY TEKCTYpY (pHc. 5.2).

< Unity 2017111 Personal (64bit) - Untitied - New Unity Project - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Window Help

| € Game £ Asset Store
-||20| # |4) | &=

%

('S collab - L I Account - I covers

“@Project | \[)Console g
Craate - AN *
avorites  Assets
All Materials
©All Models
Al prefabs g
Anm01  Anm02  Anmo03  Anim_04
——

“m| © Inspector

&

I
Pucynok 5.2 - IMmopt aHiMaiiHUX Clai/IiB 3 OKpeMuX (haiisiiB B maHeNb

npoekty Unity

JIns mepeTBOpeHHs iX B CHpalTh BUOEPITh BCl IMIOPTOBAaHI TEKCTYpH B
MaHesl MPoeKTy. Y 1HCIEKTOpOB1 00'e€KTiB BUOEPITH OIIIiI0 Sprite 1 mapamerpa
Texture Type. [lepexonaiitecs, mo pexum crpaitiB Sprite Mode BcTaHOBICHUM
B Single, Tak K KOXHE OKpeMe 300paKCHHS € OJHUM KaJapoM MJIs 3arajibHOTO

CIpaiTy (OJHOTO 1 TOTO K IMEPCOHANKA).

Omis Pivot mns crpaiity moBuHHa OyTu BcTaHoBiieHa B Bottom. Taxwmii
BUOIp TO3BOJIUTH MPaBUIIBHO PO3TAIYBAaTH CIPAWT B Mexax cueHu. [licns uporo

HATHCHITH Ha KHONIKY Apply 1 miarBepakeHHs (puc. 5.3).

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11>

o X
File Edit Assets GameObject Component Window Help
(> 1w [ & collab - | [ | [Account - | [ Layers - [Layout - |
o= O lnspector | Serviees i
L 1; @ Anim_01 Import Settings [T
| Open
Texture Type [ Sprice 20 and u1)
Texture Shape D
Sprite Mode [ Single
Packing Tag
Pixels Per Unit 100
Mesh Type [ Tight
Extrude Edges 1
Pivot | Bottom 4]
Sprite Editor

|
onsol
e
¥ Favorites  Assets
2\ All Materials
Q lodels d
O\ All Prefabs
| " Assets |
[ Aot

Anim_02  Anim_03  Anim_04

[@lanim 01.0na

128x128 RGB Compressed DXT1 10.7 KB

Apply | +

Pucynok 5.3 - HanamryBaHHsI IMIOPTOBAaHUX TEKCTYP CIPAKNTIB
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ImMnopToBaHi Kajpu Temep HajJalITOBaHI 1 TOTOBI 10 aHIMAlil crpaiTaMu B
CIICHI.

ATJiac cipaTiB

Cnpaiitu MoXyTh OyTH 310paHi pa3oM Ha OJHOMY apKyIll CIPaWTIB, KN
HA3MBA€ThCS TEKCTyporo atnacy (Texture atlas). [Hmmmu crmoBamu, BCi Kaapu B
aHIMaIlii MOXXyTh OyTH MOMIIIEH] B PSIIKK 1 CTOBIIII OJHOTO (hailsTy TEKCTYpH, a HE
po3MmilyBaTucs B okpemux ¢aiinax (puc.5.4).

dolola]al0RR
dalo ol sl 2|22
ool sl 2|22

Pucynok 5.4 - Tekctypa aTinacy cupaiTiB

Lle#t BuA NHCTIB cpalTiB Takok miarpumyeThes: Unity, ane BiH BUMarae
JeSKNX JOJaTKOBUX HAJAIITyBaHb, B TOMY YHCJI 1 HA €Tarl IMIIOPTY.

o6 iMmopTyBaTu atiac CIOpauTiB, IPOCTO MEPETATHITH TEKCTYPY B MaHENb
npoekty Unity. Atnac Oyzae iMIopToBaHO SIK 3BMYaiHuil (aiin tekcrypu. Ilicms
IMITOPTY BiH 3'IBUTHCSI B TIAHEJNI MPOEKTY (puc. 5.5).

[Ticnst iMmmopTy BM MOBHHHI OyJeTe HajallTyBaTH TEKCTYpYy MJisi poOOTH B
akocTi crapauty. 1106 3poOutu 11€, BUOEPITh TEKCTYypy B MaHENl MPOEKTy. Y
1HCIIEKTOp1 00'eKTIB BHOEpiTh Sprite mis omiii tuny Tekctypu Texture Type.
[Totim BubGepitTh Multiple nns omiii pexumi copaiity Sprite Mode, Tomy, 1110
Gdaii TeKCTypu MICTUTh KUIbKa KaJpiB, a He OAWH. HampukiHIll HAaTUCHITH Ha
kHOTIKY Apply.

Q Unity 2017.1.111 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11> - X

File Edit Assets GameObject Com t Window Help

[> 1] [ coliab - LS Jaccount -~ W[ Loyers - Loyout -]
“= © Inspector | Services. &=
Atlas_01 Import Settings Qe
Gpen

Texture Type Sprite (20 and UT) D)
Texture Shape

Sprite Mode [ Mutiple
Packing Tag
Pixels Per Unit 100

Mesh Type [ Tight ol
Extrude Edges 1

| @Project | []Console
Create -

Revert | [Apply

“Atlas 01.PNG —C—
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Pucynok 5.4 - HanamryBaHHS iIMIIOPTOBaHOI TEKCTYpH aTJIacy CIIpaiTiB
BubGepits Multiple nns omnuii Sprite Mode, nasim 3po3ymita Unity, 1o B
TEKCTypl MPUCYTHI KiJIbKa KaApiB, asie Unity 111e He 3Hae, Jie caMe BOHU 3HaXOAAThCA
B TekcTypi. Ll[o0 Bu3HAUMTH 1Ie, MOXXHA BUKOPUCTOBYBATH PEIAKTOP CIpPANTIB
(Sprite Editor). Lleit iHCTpyMeHT nocTynmHuUM 3a JonoMororo kHornku Sprite Editor
B IHCIIEKTOPOBI 00'€KTIB, KOJIM TEKCTypa 0OpaHa B IaHes1 MPOoeKTy (puc. 5.5 — 5.6).

© Inspector | Services &=
= Atlas_D1 Import Settings @
L Open_
Texture Type | Sprite (2D and UI) : |
Texture Shape 2D $
Sprite Mode | Multiple $)
Packing Tag
Pixels Per Unit 100
Mesh Type | Tight $]
Extrude Edges - 1
Sprite Editor
» Advanced
Wrap Mode | Per-axis 8]
U axis | Clamp :
V axis | Repeat s]
Filter Mode | Bilinear 2]
aAniso Level > 1
Default | 4 w
Max Size | 2048 |
Compression | Mormal Quality $]
Format Auto :

Use Crunch Compression L

Revert || Apply

Pucynox 5.5 - [aciektop 06'ekTiB 3 kHOMKOIO Sprite Editor

i

-Sprite Editor |
Sprite Editor % Slice 3

Trim Revert | Apply

O | e—

L3 -]

Pucynok 5.6 - Penaktop Sprite Editor
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VY nianoroBomy BikHI pemakTopa crpaiitiB Sprite Editor Bu 3Moxxete Bpy4Hy
BKa3aTW KOPAOHU JJIsI KOKHOTO CIPANTy, MPOCTO MEPETATYIOYH PaMKy HaBKOJIO
KOXKHOTO 3 HUX B 300paKEHHI.

Bu Moxere ckopucTtatucs anbTEpHATUBHUM IMIIXOJ0M, aBTOMATHUYHO
3reHepyBaTH (PparMeHTH CIPaTy, 3aJaBIId PO3MIPH TUTUTKHU. Y TEKCTYpil 3 (aiisiB
Ha puc.5.6, KoKeH crpalT mae po3Mmipu 62 x 80. {715 iX Mo111y HaATUCHITH HAa KHOTIKY

Slice B BepxHbOMY JIIBOMY KYTKY BiKHa peaaktopa crpaitiB criput Editor (puc.
5.7).

Sprite Editor |

Sprite Editor % | Slice #| Tiim | Revert | Apply | O3 | C»

Type | Grid By Cell Size sl
Pixel Size X 62 Y 80

Offset X0 Y0

Padding X0 Y 0

Pivot | Bortam s
Custom Pivot %'0.5 Y 0

[ Slice J

Pucynox 5.7 - Penakrop Sprite Editor. I'enepartis cnaiinis

Haruckanns kHomku Apply B BiKHI pelakTopa CHpaWTIB NpHU3BEAE 0
reHeparii MmociaioBHOCTI 00'€KTIB CIIPaWTIB, sIKI 3'ABJSITECA B MaHENl MPOEKTY B
SKOCTI HE3aJIe)KHUX CY0'€KTiB, TOTOBUX J10 aHIMaIlli (puc. 5.8).
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€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11> e X
Eile Edit Assets GameObject Component Window Help

‘ B+ S = Bl [center] ®tocal TR [ & Coliab ~ | [ & | [Account - | [Layers - | [Layout -]
=Hierarchy | M= f#Scene | € Game a8 w=| © Inspector | Services a-=
e ATl Shaded -l|20|] % <) | @i~ izmos | (G- ATl = & -
e Atlas_01Import Settings ‘g

Texture Type [ Sprite (20 and UT) Al
Texture Shape 20

Sprite Mode [ Multiple i)
Packing Tag
Pixels Per Unit 100
Mesh Type [Tighe :)
Extrude Edges O 1

Sprite Editor

» Advanced

Wrap Mode [ Per-axis

U axis [Clamp.

V axis | Repeat

Filter Mode | Bilingar
@ Project OcConsole ?

¥ | Favorites  Asscts - Atlas

©L all Materials

1Al Models -
(L all Prefabs

¥ G Assets

. Atlas 01.  Atlas 01.  Atlas 0l. Atas 01. Atlas 01.  Atlas_0l.

Atlas_01.  Atas_01.

Atlas_01..  Adas 01.  Atlas 01.

Atlas 01.PNG —

Pucynoxk 5.8 - 3reHepoBaHa MoCJIiI0BHICTh 00'€EKTIB CIIPAMTIB

AHiMauis 3a 10IOMOT 010 CIIPANTIB

[Ticast Toro sk BM IMIOPTYBaiu HaOip 00'€KTIB CHpaiTiB (HE Ma€e 3HAUYEHHS,
K OKpeMi 300paskeHHs a00 K TEKCTYypY aTiiacy), BU FOTOBI 3aIyCTUTH aHIMAIIio 3
1X y4acTIo.

Ha maneni mpoekty Unity BuOepiTh BCi CHpalTH, IO BXOAATH B MOBHY
MOCIIZIOBHICTh aHIMAallli, a MOTIM MEePeTATHITh iX BCl pa3oM Ha MaHENb iepapxii
cuieHn. ko BW 3pobOute 1€, 3’SIBUTHCA J1aJIOTOBE BIKHO 30€peKeHHs Save,
MPOTIOHYIOYM BaM CTBOPUTH HOBY TOCHIJOBHICTH  aHiMamii (dain 3
pO3IIMpPEHHM .anim). 3anaiite imM'st daiiny animanii (Hanpukiaa, PlayerRun.anim)
1 BUOepiTh KHOTIKY Save (puc. 5.9).

VY cueHi 6yne cTBOpeHO OO'€KT CHpaiTy, BIH MOBUHEH CTaTH BUIAUMUM Ha
BKJIQJIKaX CIIEHH i TpH. SIKIIO B MPOTECTYETE BAIlly CIICHY, TO BaIll IEPCOHaX Oyjie
aHIMaIlIiHUM, BU TTIOBMHHI TTOOAYUTH BC1 300pa)KEHHS MOCIIIOBHOCTI. 3a3HAYNMO,
o Unity ctBopuiio HoBuit akTuB Animation Clip (.anim), Skuif BU3HAYa€ KITFOYOBY
MOCIIJIOBHICTh KaJIpiB. KpiM toro, Unity CTBOPHIIO KOHTpOIEp Mecanim st
3aIyCcKy BII[TBopeHHSI aHiMaIlli MpW 3aBaHTAXECHHI PIBHSA 1 I yOpPaBIIHHS
MIBUJKICTIO BIITBOPEHHS, JOJAT0 KOMIIOHEHT aHiMaTtopa 10 o0'eKkTa CIpailTy B
crieHi, mo0 3B's13aTu 00'€KT 3 H10T0 MTaHUMHU 1o aHiMarii (puc. 5.10).
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Component Window

[ & | [Account -

O Inspector | el
25 Obiects

Narrow the Selection:
[5]24 sprites

1 Texture 20

Q Create New Animation X
A |« Unity > New Unity Project » Assets > Atlas v ® | Mouce: Atias »
YnopraounTs ¥ Cosaats nanky v (2]
[ — fatawsmenernns  Tun Pasmep
& Buaco HeT 3N€EMEHTOB, YAOBNETEOPAIOLLMX YCIOBUAM NONCK3,
%) Hoxymentsi
@ Project ¥ 3arpyaan
Create ~ =
'Qémurihl i
All Material tyssica
& AL eiae I Pasouwi ron
Prefabs
""" “a Windows 10 (C:)
vﬁ - data ()
| = atas |
= Noxansweii anc
v >
Y daitna: v
Tun aiina: |anim v
Y =
Asset Labels

= Atlas 01.PNG

Pucynox 5.9 — CtBopenHs ¢aiiny aHiMaiii

& Unity 2017.1.111 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GomeObject Component Window Help

B S [ G [cener] @uoca ]

| @collab - | & || Account -

=| © Inspector
¥ [Atlas_01_0
Tag [Untagged

4] Layer [Default

¥ .~ Transform

Position X'4,808343 | Y 0.6962283

Rotation X0 y[o
Scale X1 T¥[
Sprite Renderer
“lAtlas_01_0
[
Ox 0y
[USprites-Default K
Draw Mode Simple )
Sorting Layer Default B
Order in Layer 10
Mask Interaction [Hone n
¥ 3% ¥ Animator 5,
- Controller [EAtlas_01_0 °
& Project Avatar [None (Avatar) °
Create ~ 14 % |* | apply Root Motion -
vﬁanmhs Assets » Atlas Update Mode Normal D
) all Material =
©\all Models Culling Mode Aluays Animate :)
Clip Counts 1
(LAl prefabs | Girvag Bk Chrc D Eulers |0 BCalr O MulRclwer 8 Asnarici 0 REnS
“/ Curves Count: 1 Constant: 0 (0.0%) Dense; 0 (0.0%) Stream; 1 (100.0%)
¥ G Assets
Adas 01 Atlas_0 Atlas 01.  Atlas 01  Atlas 1. Atas 01.  Atlas_01.
Sprites-Default L
» Shader | Sprites/Default -

Atlas_01..

Atlas_01..

Atlas 01 Adas 01.  Atas 01.  Atlas_C Atlas 01.  Atas 01. Adas 01.  Adas 01. Atas 0l  Atas 01

Atlas_01..  Atlas 0 Atlas_01.0  PlayerRun

——

Add Component

Pucynok 5.10— CtBopensst HoBoro aktuBy Animation Clip (.anim) Ta

KOHTpoJepy Mecanim

HanamryBanHs a”HimMaiii 3a 10moMorow incrpymenty Mecanim

SAkiio aHiMarlis crpaidTamMu BIITBOPIOETHCS 3aHAATO MIBHAKO ab0 3aHAATO
MOBUIBHO, TO BY MOBUHHI OyJeTe BiJpearyBaTu JiarpaMy CIpauTy IHCTPYMEHTY

Mecanim.
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Jlnis OCATHEHHs 11€1 MeTH BUOEPITh 00'€KT CIpalTy B clieHi. B iHcnekTopi
o0'ekTiB ABiul KianHITh Ha akTuB Animation Controller Bcepenuni crnora
Controller komnonenta Animator (puc. 5.11).

€ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Window Help

= X

('S cotan - L& M accourc. - Icevers < Mcevout <)

€ Game | © Inspector | Services Fie
RENEIEI-R «| (arAll

[ static ¥
+] Layer [Defauic E—

x1.010214 ¥[-0.09567118 |2 -0.9507957

X1 Y1 zT

To
FlAnim_04 o

[ 12
Ux Yy

@ Sprites-Default
(Simple |

| Dconsole

Creat
¥\ Favorites

L all Materials
CLAll Models e
. all Prefabs » > o
¥ Assets
Ga Atlas Anim01  Anm 02  Anm03  Anm 04  Anim 04 A

At Hew An
= single | Sprites-Default @e
> hader [ Sprites/Default -

Assets » Single

Add Component

——

Pucynok 5.11— HanamryBanus animarii

[TonsiitHuit BuOip akTuBy Animation Controller chopaiity BuKINKae
niarpamy iHcTpyMmeHTy Mecanim i cripaiiTy. 3 Hei MOKHA K€pYBaTH IIBUJIKICTIO
aHiMarii. [{g niarpama MiCTUTh KUJIbKa BY3JIiB, TIOB'SI3aHUX MK COOOIO.

VY nlarpami HaTHCHITH Ha By301 Anim_04, skuii npeactaBise B Jiarpami
CripalT aHiMarlii, mo0 BUOpaTH MWOro 1 TMEperjsiHyTH MOro BJIACTUBOCTI B
1HCTIEKTOPOBI 00'eKTIB (puc. 5.12).

[IBuaKicT, aHIMallli PETYIIOEThCA 3a JOTMOMOTO mapamerpa Speed.
3nauenns 0 - 3ynuHKa, 3Ha4€HHs | - MIBUAKICTH 32 3aMOBUYBaHHAM, 3HaueHHs 0,5 -
[IOJIOBUHHA MIBUAKICTH, 2 - MOABIMHA IMIBUAKICTH 1 T.O. SIKIIO aHIMAaIig 3aHAATO
IIOBLIbHA, TO 30UIBINTE 3HAYCHHS IIBUIKOCTI, 1 SKIIO BOHA 3aHAJTO IIBHIKA, TO
3MEHIIUTE 3HAa4eHHs MBUIKOCTI. [Ticast TOoro sk BU 3aKiHYMTE, MPOCTO 3aIMyCTITh
rpy, 100 nmodayuTu eexr.
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Q@ Unity 2017.1111 Personal (64bi) - Untited - New Unity Project - P, Mac & Linue Standalone* <DX11>

- X
File Edit Assets GameObject Component Window Help
5 + A (> it [»i] [e——
= chy | &-= #Scene € Game | % Animator | Me= Olnspector | Services e
AT Layers || Parameters ®  Base Layer & (s o,
ntit - + u Tag
Gk = Base Laver = Any State
—_ LN — Motion T None (Motion) o
= Speed 5 ]
Multiplier
Mirror u]
Cycle Offset 0
Foot 1K (W)
Write Defaults “
Transitions Solo Mut
Listis Empty
Add Behaviour
04.contraller
& Project | Oconsole A=
Crea 48 |*
T s Assets - Single
. A"P"fb @.. E E
¥l Assets
il Atlas
"! l

Asset Labels
£ Anim_04.controller —O0— »

Pucynok 5.12— Jliarpama inctpymenty Mecanim

3a 3aMOBUYYBaHHSM CIIPAWT aHIMaIli 3aUKIeHUH, TOOTO BIATBOPIOETHCS
3HOBY 13HOBY 0e3 KiHIs. Konu BIATBOpEHHS aHIMaIlii 3aBEpILy€e [IUKII, BOHO IPOCTO
MOBEPTAETHCS JI0 MOYATKY, 1 BiIOYBA€THCSI HOBE B1ITBOPEHHS.

IHoa1 MOTPiOHO BIATBOPHUTH aHIMAIUIO TLIBKH OAMH Pa3, a MOTIM 3yIHHHUTH.
Jns 1poro moTpiOHO OTpUMATH JOCTYI JI0 JaHMX aHiMallii (BOHU 3HAXOIATHCS
BCEPEIMHI aKTHBY .anim) 1 BiAKopuryBaTH ix BiacTuBocTi. IIlo6 3pobutu 1€,
BUOEPITh aKTUB CHPANTy aHIMAIlil B MaHeNl MPOEKTy. AKTUBH aHIMaIlli moMideH1
ikoHkoro Play 1 maroTh iM's, iK€ BU IPUCBOIIN iM npH iX cTBOpeHH]. [Ticis BuGopy

akTUBYy ckuHbTE npamnopelb Loop Time B iHcnekTopi 00'exTiB (puc. 5.13). Tenep
aHIMarlito Oyje BIITBOPEHO TIJIbKHU OJIMH Pa3.

€ Unity 2017.1.111 Personal (64kit) - Untitied - New Unity Project - PC, Mac & Linux Standalone* <DX11>

X
File Edit Assets GameObject Component Window Help
LOE2 > 1 [ & coliab - | [ & ] {Account - | [Layers - | [Layour -]
= ch Scene. € Game. £ Asset Store | ° Animator M= Olnspector | Services =
B a rs Base Layer ink u New Animation @
- L
el | Open
Anim_04
Length 0417 12FPS
Loop Time a
Low Pose L
0 Gen
o (n n%) Stream 1 una ow

o meab ‘. . . ‘“ E E
¥ Assets

Anm_02  Anm_03  Anm_04  Anim_04  Anim_04

ﬁAtln ArrDk

K New A

No model is availabl
0

Please drag a model int
0:00 (000.0%)
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Pucynok 5.13— HanamrtyBanus animaii. Bnactusicte Loop Time

PenaryBanns kaapis animaunii. Bikno Animation.

Axmo copaT animaiii Mae 6arato KaapiB, TO, MOXJIMBO, IIPU TeHepallii
aHIMaIlii BOHU OyyTh PO3TaIlIOBaHI B HEMIPABWJIBHOMY MOPSIKY, B PE3YIbTaTI YOTO
JesIKl KaJpyu CTaHYTh 3'IBJISITUCS paHillie ado Mi3HiIIe TOTPIOHOTO MOMEHTY.

PenaryBatu kanapu aHimarlii MoxkHa y BikHI Animation. Ile BikHO MoOKHa
oTpumartu, nepermoBiy 10 Window — Animation B rojioBHOMy MeHIO (puc.
5.14).

[Tpu BigkpuTOMy BikHI Animation BuOepiTh 00'€KT CIpaldTy B CLIEHI, 1 HOTO
a”IMaIliiiHl JaHl aBTOMAaTUYHO OyAyTh BimOOpakeHI Ha yacoBiil mkam. ['padik
MICTHUTH B CO01 BECh MEPi0j] aHIMAIli1, BiJ] MOYATKY 1 10 KiHLA. POMOOBHUIHI CHMBOIH,
PIBHOMIPHO pO3MOAUIECH] MO IIKajdi, € KIYOBI KaJpu, B SKUX 3MIHIOIOTHCA
300pakeHHs crpaiTiB. Bu Moxkere BHOpaTH KOHKPETHHMM KIIOYOBHMH KaAp Ha
YacoBii 1mKaii, oopaBy Horo. IloTiM BH MoOeTe MeperjsiHyTd MOro CIpailToBi
BJIACTUBOCTI B 1HCIIEKTOPOBI 00'eKTiB (puc. 5.15).

Efile Edit Assets GameObject Compenent Window @ Help

m [Center] §  NextWindow Ctrl+Tab
m‘ . e | Previous Window Ctrl+Shift+Tab Animator
Creats = | (GFAT ' Layouits y Auto Live Link
LY € untitled* =
Anim_04 |::“ Services Ctrl+0
‘ Scene Ctrl+1
= Game Ctrl+2
Inspector Ctrl+3
Hierarchy Ctri+4
Project Ctrl+5
Animation Ctri+6
Profiler Ctrl+7
Audio Mixer Ctri+8
Asset Store Ctrl+9
Version Control
llab Histor
| SAnntor Single/Anim_04.contraller
. @ Project TlConiale | Animator Parameter e
Create - | _ ) Sprite Packer G IEILIE
¥ Favorites  Assets - Single Experimental >

) all Materials

. all Models ‘ Holographic Emulation
¢ (LAl Prefabs Test Runner

b= Timeline Editor

v ﬁiAssuts

1 & Atlas Anim_01 Anim_02 Lighting 5
LT Occlusion Culling

Frame Debugger

Navigation

<

Pucynox 5.14— Bikao Animation

Bubpagmu kirouoBuii kajap rpadika, B SKOMY 3HAXOJUTHCS T€ 300paKEHHS,
sKe HE MOBMHHO OYyTH TMOKAa3aHO B IIEW Yac, BM MOXKETE II€ JIETKO BHIIPABUTH,
HATUCHYBIIIM Ha MoJjie Sprite B 1HCIEKTOP1 00'€KTIB 1 BUOpABIIM HOBUN CHPANT B
Opaysepi cropaittiB. Unity aBTOMaTU4HO BHece MOTPIOHI 3MiHU, 1 oOpaHUil BaMu
cripaiiT Oyie BijoOpa)kaTucs B IIbOMY KIIFOUOBOMY Kajpi (puc. 5.16).

208



Meroau4HI BKa3iBKU O BUKOHAHHS Ja00OpaTOHUX poOiT
«TexHomoTii po3po0KU KpoC-IIaTGOPMHHUX KOMIT IOTEPHHX irop»

© Animation L
Preview | @ |4 | M | » | M MM | 0
Mew Animation Samples (12 @4 | D¢ |

. =

Add Property |

4

[IROUpeEhER: Supes 1 SSSSSsssssssssss——————————
Pucynoxk 5.15— KnrouoBi kajapu animarii

3aBaaHHs 10 JadopaTopHoi podoTu NeS

1. CtBoputu HOBuU# ipoekT Unity.

2. 3A1iiCHATH IMIIOPT CHPANTIB KaJp 3a KaApOM 3 OKpeMHUX (ailiis.

3. 3miiiCHUTH IMIIOPT CHPANTIB SIK TEKCTypy aTiacy, IO MICTUTh HaOIp
KaJIpiB.

4. 3i0bpatn Kkagpu B aH”HIMAIiHy MOCHIIOBHICTb, BHUKOPHUCTOBYIOUU
1HCTpyMeHTH cTBOpeHHs aHiMarllii Unity (Taki sk Mecanim 1 Animation).

5. 3a1CHUTH  HaJAINTyBaHHS  IIBUJKOCTI  aHiIMallli, 3alMKIeHHS 1
NepeMIIlIeHHS KaJIpiB aHIMaIIii.

6. BukopucToByrouM OTprMaH1 aKTUBH, CTBOPUTH aHIMOBAHUN MEPCOHAK.

KoHTpoJibHI 3an1uTaHHA

e SKMM YMHOM 3MIHCHIOETHCS IMIIOPT CIPANTIB Ta IX HATAIITYBAHHS?
e J[ns 4Oro BUKOPUCTOBYETHCS peskuM Sprite Mode?
e J[ns yoro BUKOPUCTOBYIOThCS akTUB Animation Controller?
e kUM 4YMHOM 3HIMCHIOETBCA CTBOpPEHHs Tpada cuctemu Mecanim s
aHiMaIrii npeamMery?
e Jlns goro B Unity 3D BUKOPUCTOBYIOTBCS TPUTEpH?
e SKMM YMHOM 31IHCHIOETHCS TECTYBAHHS TPUIEPIB?

e J[ns 4oro BUKOPHUCTOBYIOTHCS MaHe b YMOB «Conditions» B 1HCIIEKTOPOBI
00'exTiB?
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JJABOPATOPHA POBOTA Ne 6
TEMA: «PO3POBKA KPOCIIVIAT®OPMHUX KOMII'IOTEPHUX
ITOP (WINDOWS, ANDROID)»
AHoTauia
JlabopaTopHa poOoTa OpieHTOBaHA HAa OTPHMaHHS HABHKIB HaJallITyBaHHS
IHCTpYMEHTIB 301pKH IrpoBUX MpoeKTiB maia 1miatgopm Windows ta Android Ta
reHeparlii iIrpoBUx MakeTiB 3a JOMIOMOT'0I0 BIIMOBITHUX 1HCTPYMEHTIB.

Meta 1a00paTopHOi pod0oTH
ChopmyBat y CTyIEHTIB 3HaHHS IMOJO0 TEXHOJOTIi  PO3POOKH
KpoctiaTpopMHUX KoMIl 1oTepHux irop B Unity 3D.

OuikyBaHi pe3yJbTaTu

VY pa3i ycmimHOro BUKOHAHHS JabopaTopHOi poOOTH CTYyAEHT Oyae BMITU
3MIACHIOBATH HAJAIITyBaHHS IHCTPYMEHTIB 30IpKM IrpOBHX MPOEKTIB JUIs
miatpopm Windows Tta Android Ta reHepyBaTd irpoBi MakeTH 3a JOMOMOTOIO
BIJIMOBITHUX 1THCTPYMEHTIB.

CrtBopenHs irpoBoro npoekry ajasa OC Windows

Unity 3D Personal (6a3oBa 0e3KOIITOBHA BEpPCisi) T03BOJISIE CTBOPHOBATH
JOJATKU JUTsl BEIMKO1 KIJILKOCTI irpoBux miargopm: Windows, Mac OS X, Linux,
Web, 10S, Android.

A 3a gomoMororw ocobnmuBuX Jiner3oBaHux MoayiiB Unity 3D  mosBossie
C
T [Tim cTBOpeHHSM NOAATKIB [l BEJIUKOI KUIBKOCTI ITPOBHUX IIATHOPM
BIAETHCSI Ha yBa3l reHepallis NPUKIAAHUX TAKETIB, SKI 3allyCKaloTbCid Ha IMX
onatdpopmax. Ha koxniét mmardopmi (Windows, Android ta iH.) cBost popma
pakeTa, aje SK TIIbKA BH 3TCHEPYBAJIM BHUKOHYBAaHUHN (aiii, 3'SIBISETHCS
MOXKJIMBICTH MOIIUPIOBATU TPy 1 rpaTu B Hel 6e3 mpuB's3ku A0 Unity.

B Opmun npoekT Unity MOKHa pO3TOpPHYTH Ha Pi3HUX IUiaTdopMax - HOTo He
HOTPIOHO KOXKHOTO pa3y TeHepyBaTH 3aHOBO.
T [TomquBuTHCs Bcl BapiaHTu miatrgopm MoxkHa y BikHI «Build Settingsy.

Binkputun BikHO «Build Settings» Moxkna 3a momomoroio meHio «File—Build
Settings» (puc. 6.1).

i Bikno «Build Settings» MicTUTh MiHIMaIbHI HAJIAITYBAaHHS, HEOOX1THI JJIs
80ipku npoekty. [lepiie, 1o HEOOX1AHO 3pOOUTH - 10J]ATH B IPOEKT ITPOBY CIICHY.
Bpobutu 1e moxkHa 3a nonomoroto kHomku «Add Open Scenes», abo mpocTo

aepeMicTUTH (aiiJl ClIeHH 3 BiKHA MPOEKTY B 1noJjie «Scenes In Buildy.
T

K
)41
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Scenes In Build
|
]
[Add Open Scenes | I
Platform r
|
é‘, PC, Mac & Linux Standalone I
Target Platform [ Windows 3]
Architecture | xB86_64 &)
Copy PDB files .
Development Build )
w1y tvos Autoconnect Profiler
Script Debuaging
% Tizen Scripts Only Build
-
Xbox One
PS Vita 1
=Jra P54
— '_ Learn about Unity Cloud Build
[ Switch Platform || Player Settings... | | Build |[ Build And Run |

Pucynok 6.1— BikHo «Build Settings»

3BepHITH yBary Ha 1udpy HyJb, IpaBOpy4 BiJ Ha3Bu ¢ainy cuenu. Lle ii
MOPSAIKOBUI HOMED. SIKILIO CLIEH B BAIIOMY IIPOEKTI KUJIbKA - TaM'ATa€eTe, IO CIICHA,
sKa TIOBUHHA OyJie 3aBaHTa)XXyBaTHCS MEPILIOI, TOBUHHA OTPUMATH 11€HTU(IKATOP
HyJb. [Hakme, Unity aBTOMaTHYHO 3aBaHTAXXUTh 3aMICTh BCTYITHOTO POJIMKA CIICHY,
110 BUITAIKOBO OTpUMAJia TOJIOBHUH i7IeHTH(IKATOP.

[lepenik mnardopm, ski miarpumye Unity, mogaHo y JiBiii 4acTUHI BiKHA.
AxtuBHI iiatgopmu no3nayeHo 3HaukoM Unity. JloctaTHpO BUALINTH IaTGopmMy
3 IILOTO TIEPENIIKy Ta HAaTUCHYTH KHOTIKY «Switch Platformy.

Jam npaBopyu Ha Bijianui «Target Platformy» BuOupaemo miardgopmy
«Windows», Ha Bkianami «Architecture» BuOUpaeMo apxiTeKTypy, sika Oyne
H1ATPUMYBATHUCS TPOEKTOM.

Jlns reHepariii irpoBOro MpPOEKTy Y HIDKHIA 4YacTUHI BIKHA 3HAXOISTHCS
kHonKkU «Build» 1 «Build and Run». Knonka «Build and Runy Biapi3HseThCS Bijl
kHONKU «Build» TM, 1110 aBTOMaTHYHO 3aITyCKa€ 3T€HEPOBAHUN 1TPOBHI 10JIATOK.
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Binkputu mepenik HalamTyBaHb ITPOBOTO JOJaTKy Ha maHem «Inspector»
MOkHa 3a ponomoroio kHonku «Player Settings» (puc. 6.2). Lli HanamTyBaHHs
KOHTPOJIIOIOTh P13HI ACTIEKTH TOTOBOTO JI0/1aTKA.

© Inspector | Services o=
PlayerSettings Q@ =
".' | Open
Company Name DefaultCompany
Product Name New Unity Project

Default Icon

Default Cursaor

Cursor Hotspot X0 Yo

L #
Settings for PC, Mac & Linux Standalone

Resolution and Presentation
Icon
Splash Image

Other Settings

Pucynok 6.2— BikHo «Player Settings»

[Tons «Company Name» 1 «Product Namey» [103BOJISTh BKa3aTH Ha3BYy Ipu
1 po3poOHnuka. 3a gonomororo «Default Icon» MokxHa BCTAHOBUTH 1KOHKY 1'POBOTO
nonatky. s 1poro HeoOxigHO oOpatu 300pakeHHS (P HEOOX1THOCTI
IMIIOPTYBaTH HOT0) Ha BKIaAMl «Project» Ta nmepersruytu ioro y po3ain «Texture
2D» na nanen «Inspector». Kpim Toro, 3a nonomoroto «Default Cursor» moxxna
TaKOX 3a/1aTH 300paXKeHHsI Kypcopa.

[Ticnsa matrckanHsa Ha kHONKY «Build» BimkpueTscs BikHO BuOOpy (aiina, B
SIKOMY TTOTPIOHO BKA3aTH ajipecy s TeHepallii makera irpoBoro qoaarky. Bigpasy
miciasl BKa31BKM MICIS PO3TALIyBaHHS MOYHETHCS MPOIEC MOOYAOBH, MICIS YOTO
Unity cTBOpUTh BUKOHYBaHUH (ailsl 111 aKTUBHOI B JaHU MOMEHT maTgopmu. Y
HalIoOMYy BUMAJKY 1e atgopma « Windows.
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a Settings

Scenes In Build

Add Open Scenes
Platform
'fg PC, Mac & | Building Player
! | — Cancel
avceoit ] | [ Cancel | .
ackaging assets - sharedassets0,assets =
& - D
Development Build L]
® 1y tvos Autoconnect Profiler -

Script Debugaing
Scripts Only Build

% Tizen
E Xbox One

PS Vita
P.ora PS4
Ja— b Learn about Unity Cloud Build
| Switch Platform || Player Settings... | [ Build [ Build And Run_|

Pucynox 6.3— Iporec moOy0BH iIrpOBOTO IPOCKTY

| M = | New Unity Project — O *
Fnaexas MogenntecA Bug o
- v P » 2707 KomnboTep » data (D:) > Unity > New Unity Project > v O | Mowck Mew Unity Project £
A % - HEL I
W 3101 KOMNbIOTEp Wn [aTta nameHesua Twn Pazmep
B Buaeo Assets 15.10.2017 18:24 Manka c dafnamu
2 fokymeHTsl Library 15.10.2017 18:26 Manka c fadnamm
3 3arpysw ProjectSettings 15.10.2017 18:23 Manka c dainamu
Temp 15.10.2017 18:24 Manka c halnamu
= Mz06paxenns
Unity_Game_1_Data 15.10.2017 18:26 lManka c Ganamm
5 Myzeika . 5 ; ;
m New Unity Project 14.10.2017 9:54 Microsoft Visual St.. 1KBE
Pabouwii cton
- € Unity_Game_1 31,08.2017 12:49 MpuaoxeH1e 22 897 KB
% Windows 10 (C)
- data (D2)
o JIOKaNEHBIA anck (X))
¥ Cets
v
3nemenToR: 7 Buibpan 1 3nement =

Pucynok 6.4— ®aiinu npoexty s miatgopmu « Windows»

Ha A0AAaTOK TAaKOK BIUIMBAIOTb HaAJIAIITyBaHHA,

IOCTYyH J0 SIKUX

3MIACHIOETHCS 3a Aonomororo MeHo «Edity. 3okpema, came TyT HalalTOBY€EThCA
Bi3yaJibHa SIKICTh TOTOBOTO JI0/IaTKa.

Bubepite B MmeHtio «Edit» komanny «Project Settings», a mnoTiM B
JI0OAAaTKOBOMY MEHIO - kKoMaHay «Quality» (puc.6.5).
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Pucynok 6.5— MeH};?Edit»

Ha naneni «Inspector» 3'sSBISATbCS €EMEHTH YIPABIIHHSA AKICTIO, HAWO1JIBII
BaXUIMBUMH 3 KHX € MPANOPI B pO3TAIIOBaHIN 3BEpXY Ipymi. Y BEPXHbOMY PSIKY
3HAXONATHCA 3HAUYKM MOXJIMBUX MiatrgopMm, a 300Ky BKas3aHi BaplaHTH
HaJalITyBaHb SKOCTI. BcTaHOBiEHI mpamopill MOKa3ylooThb JOCTYIMHI JJIsl JaHOi
maTdhOpMH HaJIAITYBaHHS, a Ti, IO BUAUICHI 3€JICHAM - TOTOYHI HAJIAIITyBaHHS.

Y OUIBIIOCTI BUMAAKIB 32 3aMOBUYBAaHHSIM 3aCTOCOBYETHCSI BapiaHT «Very
Low» (MiHiManbHa KICTh), ajie Mo>kHa BUOpaTu BapianT «Very High» a6o «Ultray
(MakcuMalbHa SIKICTh) (puC. 6.6).

© Inspector

Pucynox 6.6— EneMeHTH ynpaBiiHHS SIKICTIO
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CrtBopenns irposoro npoekry aias OC Android

Unity mae wmoxiuBicTh reHepyBatu ¢ainu ¢opmaty APK (Android
Application Package). Jlns niboro Heo0xiaHo nojaty B Unity nuisix 10 cepenoBHIna
po3poOku Android SDK, sike Bxke MICTUTh HEOOX1THUN KOMIIIISTOP.

Android SDK - 1e cepenoBuie po3poOKu MOJATKIB JJIsI ONEpariiHol
cucteMu Android. Android SDK no3Bossie ctBoproBatil 1 TectyBaTd Android-
JOJIaTKH, 10 BUKOPHUCTOBYIOTH KaMepy MOOITBRHOTO MPHUCTPOIO, aKCEIePOMETD,
kommnac, aadi GPS, noctyn o Bluetooth, Wi-Fi, EDGE 1 3G.

Android SDK niatpumye poOoTy 3 MyJIbTUMEAIMHUM KOHTEHTOM (ayio,
Bizieo, 300paxenHs B popmarax MPEG4, H.264, MP3, AAC, AMR, JPG, PNG 1
GIF), 6azamu manmx SQLite, iHTeTpoBaHUM Opay3zepom Ha HBWKKY WebKit,
BipTyasibHOIO MamuHOoto Dalvik, GSM rtenedowniero 1 1.1, KopuctyBaui Android
SDK MaioTh MOXJIHBICTH TECTYBAaTH CTBOPEHI HUMHU JOJATKU 32 JOIOMOTOIO
BOYIOBAaHOTO €MYJISTOPA.

3aBanTtaxkutu Android SDK MoxxHa 3 odiiiHOTO CalTy 3a MOCHJIAHHSAM
https://developer.android.com/studio/index.html

3aBantaxte Android SDK Ta BKkaxiTh HUISIX 10 IIbOTO (pailily Ha BKJIAIIII
«External Tools» y BikHi «Unity Preferences».

Bigkputu BikHO «Unity Preferences» mosxHa 3a nonomororw MeHio «Edit—
Preferences» (puc. 6.7).

P B e L T e T e s e e

@ Unity 2017.1.1f1 Personal (64bit) - Scene_1.unity - New Unity Project - PC, Mac & Linux Standalone <DX11>
File | Edit Assets GameObject Component Window Help

Undo Inspector Ctri+Z

= H Redo Ctrl+Y

~ Cut Ctrl+X
T Copy Ctri+C

| Paste Ctrl+V

i Duplicate Ctri+D

Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F
Find Ctri+F
Select All Ctrl+A
Modules...
Play Ctrl+P
Pause Ctrl+Shift+P
| Step Ctrl+Alt+P
e
Sign in...
Sign out
Selection >
— Project Settings >

Graphics Emulation >
Network Emulation >

Pucynok 6.7— Mento «Edit— Preferences»

IEYENEX
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Unity Preferences

General
External Tools
Colors

Keys

GI Cache

20

Cache Server

Pucynox 6.8— Brianka «External Tools» y BikHi «Unity Preferences»

[Ticns mporo HeoOximuo 3amatu mapameTp «Package Name» B po3mim
«Other Settings» Ha naHenl «Inspector» y BUTJIA
COM.Ha3BAKOMIAHII.HA3BANPOAYKTA Ta 3allyCTUTh Mpolec 30ipKH I1rpoBOroO
MIPOEKTY 3a JI0MOMOT0r0 KHONKHU «Buildy.

Build Settings

m' Miaomi Mi Game Center Installation and Setup

Package Name

Version® 1.0

Bundle Version Code :

Minimum APT Level [Andraid 4.1 Jelly Bean’ (APTlevel 18) ]
Target API Level [Auomatic (highestinstalled i)
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Pucynok 6.9— HanamryBanus napamerpy «Package Name»

Otpumanuii APK mnaker irpoBoro moaTky HEOOXiJTHO BCTAaHOBUTH Ha
MOO1TEHUN MPUCTPIH.

3aBaaHH4 10 JadopaTopHOI podoTH Ne6

1. 3aBanTaxkutu npoekt Unity.

2. 3A1iCHUTH HANAIITYBaHHS 1HCTPYMEHTIB 301pKH IrpOBOTO MPOEKTY AJIs
wiatpopmu Windows.

3. OTpumatu maker irpoBoro AojAaTKy 1 miaatdopmu Windows.

4. 3A1iiCHUTH HaNAIITyBAaHHS 1HCTPYMEHTIB 301pKH IrpOBOTO MPOEKTY AJIf
mwiatopmu Android.

5. OTpuMatu makeT irpoBOro AoAaTKy it miardgopmu Android.

6. BcranoButu APK naket irpoBoro 1o1aTky Ha MOOUIBHUN IPUCTPIi.

KoHTpoJbHI 3anuTaHHA

e Ha3BiTh 0COOIMBOCTI HaJaIITYyBaHHS I1HCTPYMEHTIB 30ipKH 1rpOBUX
npoekTiB 111 Android?

o Sxum ynHoM B Unity 3D 3miiicHIoeThCs TeHepaittis ¢aitniB ¢popmary APK?

e Ha3BiTh 0COOIMBOCTI CTBOPEHHS KPOCIUIAT(HOPMHHUX KOMIT FOTEPHUX 1TOp
B Unity 3D?

e Ha3BiTh 0COOIMBOCTI HaJalITYyBaHHS I1HCTPYMEHTIB 30ipKH 1rpOBUX
npoekTiB 111 Windows?

e Ski yoro notpiden cnucok TargetPlatform?
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