[ lepegBmxkeHne 2D B Unity



[psimonuHenHoe HecbuswquKoe
enue




transform.Translate(Vector2.
HanpaBrieHue );

[TpssMOnNMHENHO nepemMellaeT 0ObLEKT B HY>XXHOM HarnpasneHun. B
20 9T0: left, right,up,down.



[Mpumep

using UnityEngine;

using System.Collections;

public class ExampleClass: MonoBehaviour
{
void Update ()

{

// nepeMeCTMTb 00beKT Brnepe no ocu x Brpaso Ha 1 eaAnHULY B CEKYHAY.

transform.Translate(Vector2.right * Time.deltaTime);

// I'Iepemeu_laeM obbekKT BBEpPX B MMPOBOM MPOCTPaHCTBE Ha 1 eanHMLY B CEKyHAY.

transform.Translate(Vector2.up * Time.deltaTime, Space.World);



N3 nyHKTa a B NYHKT O (He pnuanvyeckun)
H3IMVHKTAABINVHKT,




Vector2.Lerp ( Vector2 a, Vector2 b, float t
);

JInHenHo nepexoanm 13 NyHKTa a B NYHKT b ¢ warom t.

"lapameTp t orpaHnyeH ananasoHom [0, 1].

{orga t= 0 Bo3BpaLlaeTca a (TO eCTb OCTaeMc4 B MyHKTe a).
Korga t= 1 Bo3BparT b (TenenapTnpyemcsi B rMyHKT 0).

Korga t= 0,5 Bo3BpallaeT cpeaHIo TOYKY a U b.




[Mpumep

using UnityEngine;

public class Example : MonoBehaviour

{

public Vector2 destination;

void FixedUpdate()
{

//Moves the GameObject from it's current position to destination over time

transform.position = Vector2.Lerp(transform.position, destination, Time.deltaTime);



TenenopTtauusa (He dpunsnyeckoe)

‘ .
8. L ‘}’
‘.a‘
il




Transform.position

[TepemeltaeT 0ObLEKT B yKa3aHHbIE KOOPAUHATHI.



[Mpumep

void FixedUpdate()
{
Vector2 position = transform.position;
position.x = position.x + 0.1f;
transform.position = position;



[BMnXXeHne B HanpaBfieHUU C YKa3aHHOWU
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Rigidbody2D.velocity

JInHenHas ckopoCTb TBEPAOro Tena B eAMHULAX B CEKYHAY.

CKOpOCTb 3aaeTcs Kak BEKTOP C KOMMOHEHTaMM B HanpaBneHnsix
XK1Y (B 2D-pmanke HanpasrneHmne Z oTCyTCTBYET). 3HayeHue
OObI4YHO yCTaHaBMMBAETCS He HaNpPsiIMyto, a C MOMOLLIbIO CUTMbI .



[Mpumep
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class MoveVelocity : MonoBehaviour
{

public Rigidbody2D rb;

void FixedUpdate()

{
rb.velocity = new Vector2(0.0f, 2.0f);

J
}



[BUXXeHUue Cc yCKopeHuem
(dbbn3nyeckoe)




Rigidbody2D .AddForce

public void AddForce(Vector?2 force, ForceMode2D mode =
ForceMode2D.Force);

[MpmeHnTe cuny K TBepAOoMY Teny(kak 0yaTo MHynn MAYKK)

Cwvna 3agaeTcs Kak AiBa OTAESbHbIX KOMMOHEHTA B HanpaBneHnax X n'Y (B
2D-bunsnke HeT HanpaBneHus 7). O0bekT ByaeT YCKOPATLCS CUITOU B
COOTBETCTBUU C 3aKOHOM cuIla = Macca * yCKopeHue - Yem borblue
mMacca, Tem borblule cura, Heobxognmasa ang yCKopeHust 4o 3agaHHOoM
CKOPOCTW.

Ecnu Bbl He yKaXkeTe ForceMode2D, OyaeT ncnonb3oBaTbCs 3HAYEHUE NO
ymon4yaHuto. ['1o ymonyaHuio B 3TOM crnyyae UCNonb3yeTcs
ForceMode2D.Force, KOTOPbIN A0BABAET CUMY C TEHEHUEM BPEMEHWN,
NCNONb3y4a Maccy.



YEM bOJIbLLE CHNA, TEM bONbLLE
YCHROPEHHE




[Mpumep 1

using System.Collections;

using System.Collections.Generic;
using UnityEngine;
public class Move : MonoBehaviour
{

public Vector2 direction;

public Rigidbody2D rb2D;

private float thrust = 1f;

void FixedUpdate()

{
rb2D.AddForce(direction * thrust);

}



[Mpumep 2

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class Move : MonoBehaviour
{

public Vector2 direction;

public Rigidbody2D rb2D;

private float thrust = 1f;

void FixedUpdate()

{
rb2D.AddForce(direction * thrust, ForceMode2D.Impulse);



