YIMNPABJIEHUE NMEPCOHAXEM
MblLLUBbIO
N KITABUATYPOW



Mouselook

using System.Collections;

public class MouselLook : MonoBehaviour {

public enum RotationAxes { <« OGvsBasem CTPyKTYpy AaHHbIX enum, kotopas Gyaet
MouseXAndY = @J COnoCTaBnATbL UMEHa C NnapaMeTpamMu.
MouseX = 1,
MouseY = 2

}

public RotationAxes axes = RotationAxes.MouseXAndY; < ObbsBnsem 06WEAOCTYNHYIO NEPEMEHHYIO,

koTopas nossutcs B pepaktope Unity.

void Update() {
if (axes == RotationAxes.MouseX) {

// 3TO NOBOPOT B FOPU3OHTANbHON MAOCKOCTH <« ClOAA MOMECTUM KOA ANS BPALIEHNS TONbKO

MO FOPU3OHTANN.

else if (axes == RotationAxes.MouseY) {
// 3TO NOBOPOT B BEpTUKaNbHOW MAOCKOCTM < C1OAA MOMECTUM KOA AN BpalleHns
} TONbKO NO BEPTUKANW.
else {
// 3TO KOMBUHMPOBAHHbIK NOBOPOT «— CioAa NOMECTUM KOA ANSi KOMOMHUPOBAHHOMO BpaweHus. 3



[lepekntoyeHne ynpaBneHusa

v || ¥ Mouse Look (Script) =,
Script > Mouselook | @
Axes | Mousex 3]

MNaHenb Inspector oTobpa)kaeT CONOCTaBNEHHbIE NEPEUYNCTIEHUAM
0obLeaoCcTynHble NepeMeHHble B BUAE PACKPbIBAIOLUMXCS MEHIO



BpallleHne no ropusoHTanu

[MOBOPOT MO roOpU30OHTaNN, MOKa HE CBA3AHHbIN C OBUXEHUAMMN yKa3aTens

. KypcuBom Bbifenen Koz, KOTOpbIA yXe NpucyTcTByeT

public RotationAxes axes = RotationAxes.MouseXAndY; _
B CLIEHapuu; 30eCb OH NpuBeaeH ans yaoobeTaa.

public float sensitivityHor = 9.06f; <« 00bsBNSemM nepeMeHHyI0 AN CKOPOCTU BPALLEHMS.

void Update() {
1f (axes == RotationAxes.MouseX) {

transform.Rotate(8, sensitivityHor, @); « ClofaMbi nomMecTiM komaray Rotate,

4TOOLI OHA 3anyckanach B KXAOM Kaape.

}



YnpaBneHue MbilbH Mo
rOpu3oHTanun

KomaHpga Rotate, pearnpytouias Ha ABUXEHUS yKa3aTens MblLLN

¢ e MeTopn GetAxis() nonyyaet
transform.Rotate(®, Input.GetAxis("Mouse X") * sensitivityHor, @); <« paHHble, BBOAUMbIE

C MOMOLLLbIO MbILLW.



MoBOPOT B BEPTUKAIbHOW NNIOCKOCTU gna cueHapuma Mouselook

public float sensitivityHor = 9.0f;
public float sensitivityVert = 9.0f; < Ob6basngeMm nepeMeHHble, 3a4al0LWLMe NOBOPOT B BEPTUKANILHON NNOCKOCTW.

public float minimumVert
public float maximumVert

-45.0f;
45.0f;

0; <« OObABNAEM 3aKPbITYIO NEPEMEHHYIO ANs YrNa NoBopoTa No BEPTUKANMN.

private float _rotationX

void Update() {
if (axes == RotationAxes.MouseX) {
transform.Rotate(0®, Input.GetAxis("Mouse X") * sensitivityHor, ©);

else if (axes == RotationAxes.MouseY) { YBenuyneaem yrosn nosopora
_rotationX -= Input.GetAxis("Mouse Y") * sensitivityVert; «— M0 BEPTAKAIU B COOTBETCTBUA
C NepeMeLLeHnsIMm ykasatens

MbILLK.

_rotationX = Mathf.Clamp(_rotationX, minimumVert, maximumVert) ; «— ®ukcupyem yron
noBOPOTA NO BEpTUKANU
B AWana3oHe, 3ajaHHOM
MUHUMANbHbIM
¥ MaKCUMaJIbHbIM
3HAYEHUSMMU.

float rotationY = transform.localEulerAngles.y; < CoxpaHsieM O1HAKOBbI yrosn
noBopoTa BOKpyr ocu Y (T. e.

BpaLLEHWe B rOPU30HTANbHON

NAOCKOCTU OTCYTCTBYET). Cosiscii

HOBbIV BEKTOP
13 COXPAHEHHbIX
} 3Ha4YeHUn
nosoporTa.

transform.localEulerAngles = new Vector3(_rotationX, rotationY, ©0); <«



OOHOBpEMEHHOE nepemMeLleHne
B3rmgganoxXumy

CueHapuinn MouselLook, noBopaumBatoLmin 06bEKT OAHOBPEMEHHO
MO rOPU30OHTaNIN U NO BEPTUKANA

else {
_rotationX -= Input.GetAxis("Mouse Y") * sensitivityVert;
_rotationX = Mathf.Clamp(_rotationX, minimumVert, maximumVert);

lpupallenre yrna nosopoTa Yepes

float delta = Input.GetAxis("Mouse X") * sensitivityHor; <« syayenue delta.

float rotationY = transform.1ocalEu1erAngles.y + delta; < 3nayenue delta — 310 BENMUMHA

W3MEHEHWS yrna NnoBopoTa
transform.localEulerAngles = new Vector3(_rotationX, rotationY, 0);



OTKJTHOYAEM BJIUAHUE CPEAbI HA UTPOKA

XOTsl ANs AaHHOro MpoeKTa 3TO He MMEEeT 0COboro 3HayeHusi, B GONbLUIMHCTBE COBPEMEHHbLIX UIrp OT
NepBOro NNLa Ha BCE 3N1EMEHTbI CLIEHbI IENCTBYET MoAdenb uandeckon cpeabl. OHa 3acTaBnsieT 06b-
€KTbl OTCKaKMBAaTb M OMPOKMAbIBATLCS; Takoe NoBeAeHne noaxoauT Ans 60NblUMHCTBA 06BEKTOB, HO
BpallEHMEe HALLEro Mrpoka AO/HKHO KOHTPOSIMPOBATLCS UCKIIOUUTENBHO MbIlbIO, HE mnornaaas noj
BNINSIHWE CMOAENNPOBAHHON (PU3NYECKON Cpeapbl.

Mo 3TOW NMpuUYMHE B CLUEHapUsIX, rae NPUCYTCTBYET BBOA C MOMOLLbLIO MbIlK, K KOMMOHEHTY Rigidbody
nrpoka obbiyHO Ao06aBnsaoT cBOUCTBO freezeRotation. MNomectute B cueHapun MouseLook BOT TakoM
meTopq Start():

void Start() {
Rigidbody body = GetComponent<Rigidbody>();
if (body != null) < lpoBepsiem, CyLLECTBYET NN 3TOT KOMMOHEHT.
body.freezeRotation = true;

Rigidbody — 3TO A0ONONHUTENbHbLIA KOMMOHEHT, KOTOPbIM MOXET obnaaaTb 06bekT. Moaenupyemas
dusnyeckas cpeaa BIMAET Ha 3TOT KOMIMOHEHT M YNpaBiseT 06bekTaMun, K KOTOPbIM OH NPUCOEAMNHEH.




FPSInput
nepemMeLlaem O0ObeKT

Kopa BpalieHnsa n3 nepsoro IMCTUHra ¢ napon HeGonbLnX U3MEHEHU

using UnityEngine;
using System.Collections;
public class FPSInput : MonoBehaviour {
public float speed = 6.0f; <« HeobszarenbHblit 3NEMEHT Ha Cyyait, ECNK Bbl 3aXOTUTE YBENNYUTL CKOPOCTb.
void Update() {
transform.Translate(©, speed, ©); < Meusem metoa Rotate() Ha meTop Translate()

}
}



Peakuusa Ha HaXXaTue KJ1aBMLLU

M3MeHeHne NoNoXeHs B OTBET Ha HaXKaTue KnasuLl

void Update() { . o
float deltaX = Input.GetAxis("Horizontal") * speed; « M:%T{?gﬁ:annggﬁ;;ﬂiﬁ::ﬁ:;&e;"“”'e
float deltaZ = Input.GetAxis("Vertical") * speed; '
transform.Translate(deltaX, 0, deltaz);

}



O6paTI/ITe BHUMaHHWE, 4YTO 3HAYCHUA IIEPEMECHICHUA MEHAIOTCA 110 KOOPp/UHATAM XuZ Bol
MOTI'JIN 3aMETUTDH B ITPOLECCE IKCIIEPUMEHTOB C METO/IOM Tr'anslate( ), 4YTO USMEHEHHE KO-
OpAHATDI X COOTBETCTBYET IBUKCHUNIO N3 CTOPOHDBI B CTOPOHY, B TO BPEM KaK U3MEHCHHNEC
KOOpP/INHATbI Z 03HayaeT JABUKEHUE BIIEPDE 1 HA34/l.

BcTaBuB B clieHapuii 3TOT HOBBIN KOJI TIepeMellleHUsI, Bbl MOJIYUYUTe BO3MOKHOCTD JIBUTATh
00BEKT TI0 CI[eHEe Ha)kaTHeM KJIABHII CO CTPeJKaMu Win KiaaBuil ¢ OykBamu WASD. 9to
CTaHJapTHasl CUTyalusI JJis8 OOJIBIIUHCTBA UTP OT mepBoro juia. CiieHapuii, ypasJisiio-
U 1TepeMelieHnsIMH, TTPaKTUYeCKH TOTOB, OCTATOCh TOJBKO BHECTU B HETO HEKOTOpbIE
U3MEHEHUS.



J1BXeHne ¢ He3aBUCUMOCTbLIO OT KapPOBOM YacTOThl 6narogaps
nepemMmeHHon deltalTime

void Update() {
float deltaX = Input.GetAxis("Horizontal") * speed;
float deltaZ = Input.GetAxis("Vertical") * speed;
transform.Translate(deltaX * Time.deltaTime, @, deltaZ * Time.deltaTime);

¥



}

Mepemewenne komnoHeHTa CharacterController Bmecto komnoHeHTa Transform

private CharacterController _charController; <« [lepemeHHas ans ccoliku Ha komnoxeHT CharacterController.

void Start() {
_charController = GetComponent<CharacterController>();

}

. ocTyn K ApYrvM KOMNOHEHTaM,
NPUCOEMHEHHBIM K 3TOMY X€ 00bexTy.

void Update() {
float deltaX = Input.GetAxis("Horizontal") * speed;
float deltaZ = Input.GetAxis("Vertical") * speed;
Vector3 movement = new Vector3(deltaX, @, deltaZ);

movement = Vector3.ClampMagnitude(movement, speed); «  OrpaHuium gBuXeHWe No auaroHan Tom xe
CKOPOCTbIO, YTO W ABUXEHME NapanieNnbHo OCsM.

movement *= Time.deltaTime;
movement = transform.TransformDirection(movement); -

_charController.Move(movement); <« 3acrasum 3T0T BEKTOp NepeMelaTh
komnoHeHT CharacterController.

ﬂpeo6pasyeM BEKTOP ABWMXEHWA OT JIOKa/IbHbIX
K rnobanbHbiM KoopAuHaTam.



XoauTb, a He neTaThb

Terepn, Korjga pacio3HaBaHUe CTOJKHOBEHUI paboTaer, B ClieHapWil MOKHO J0OaBUTb
CUJIY TSKECTH, YTOOBI UTPOK CTOsAI Ha 110J1y. OObSIBUM IIEPEMEHHYIO gravity U BOCIIOJIb3Y-
eMCsl ee 3HaueHueM JIJid Ocu Y, KaK 1I0Ka3aHo B CJIe/lyI0leM JUCTUHTE,

[lo6aBneHne cunbl TAXECTU B KOA, ABUXEHUSA
public float gravity = -9.8f;
void Update() {

movement = Vector3.ClampMagnitude(movement, speed);
movement.y = gravity; < Wcnonb3yem 3HayeHne nepeMeHHoN gravity BMECTO HyJis.



COBEPLUEHCTBOBAHWE roTOBOI0 CLLEHAPUA

using UnityEngine;
using System.Collections;
[RequireComponent (typeof(CharacterController))]

[AddComponentMenu("Control Script/FPS Input")]
public class FPSInput : MonoBehaviour {




loToBbI cueHapuin FPSInput

using UnityEngine;
using System.Collections;

[RequireComponent (typeof(CharacterController))]
[AddComponentMenu("Control Script/FPS Input")]
public class FPSInput : MonoBehaviour {

public float speed = 6.0f;

public float gravity = -9.8f;

private CharacterController _charController;

void Start() {
_charController = GetComponent<CharacterController>();

}

void Update() {
float deltaX = Input.GetAxis("Horizontal") * speed;
float deltaZ = Input.GetAxis("Vertical") * speed;
Vector3 movement = new Vector3(deltaX, @, deltaZ);
movement = Vector3.ClampMagnitude(movement, speed);

movement.y = gravity;

movement *= Time.deltaTime;
movement = transform.TransformDirection(movement);
_charController.Move(movement);

}
}



Job6asnsieM B urpy Bparos
U CHapsaabl

v Kak Urpok v ero sBparu nonay4yatoT BO3MOXHOCTb LEUTLCS U CTPENnATb
v TlonagaHus n peakuus Ha HUX

v’ 3acTaB/isieM BparoB rnepeMeLLaTbCs

v" TlopoxaeHne HOBbIX 06bEeKTOB CLIEHbI



s S

Hanucarp KO/, TO3BOJISIOUINI UTPOKY CTPEJISATD.

Co3iaThb cTaTUYHbBIE 1€, pearupyloliue Ha rmomnajiaHue.
3acTaBUTH 1[eJIU TlepeMeliaThCs 110 CIleHe.

Bbi3BarTh aBTOMaTHYECKOE MOSBICHUE HOBBIX OJIYIKIAIONINX TEJIEH.

ﬂaTb BO3SMOKHOCTb HGJIHM/BpaI‘aM KH/[aTbh B UTPOKA OCHCHHBbIC 1IAPbI.



Jlyy, npoxoasLui Yepes
TPEXMEPHYIO CLIEHY

Touka nepeceyeHmns,

TO €CTb MECTO CTONKHOBEHUS
McTouHmk nyya nyya ¢ npensiTcTeueM
(npepcTasbTe cebe nuctoner)

Jlyy npeacraBnsieT cobor BoobpaxkaeMyto NMMHUIO, 1 Npy BpocaHnm nyya BbISICHAETCS,
C YeM 3TOT /Iy nepecekaeTcs



CueHapwuin RayShooter, npucoegmnHgaemsblii K kamepe

using UnityEngine;
using System.Collections;

public class RayShooter : MonoBehaviour {

}

private Camera _camera;

void Start() {
_camera = GetComponent<Camera>(); <« [oCTyn K pyriM KOMNOHEHTaM, NPUCOEAUHEHHBIM K 3TOMY Xe 0ObEKTY.

}

void Update() {
if (Input.GetMouseButtonDown(@)) { <« Peakuus Ha HaxaTne KHOMKN MbilLW.

Vector3 point = new Vector3( <« CepeauHa 3kpaHa — 3T0 MOJOBMHA €r0 WMPHHBI U BbICOTI.
_camera.pixelWidth/2, _camera.pixelHeight/2, 0);

Ray ray = _camera.ScreenPointToRay(point); <« Co3ganue B 310l TO4Ke Nyya MeTonom ScreenPointToRay().

RaycastHit hit; WcnywuenHbiii nyy 3anonHseT uHdopmaLimeii

if (Physics.Raycast(ray, out hit)) { < nepemeHHyl0, Ha KOTOPYIO MMEETCS CCbINKA.
Debug.Log("Hit " + hit.point); <« 3arpyxaem koopauHaThi TO4KW, B KOTOPYIO MONan nyu.

}
}
}



CueHnapuin RayShooter nocne gobasneHns nHoQUKaToOpHbIX chep

using UnityEngine;
using System.Collections;

public class RayShooter : MonoBehaviour {
private Camera _camera;

void Start() {
_camera = GetComponent<Camera>();

}

void Update() { < 31a dyHkums no Gonblueit 4YaCTH COAEPXMT 3HAKOMbIIA HaM KOf BpocaHus nyya ua nuctuura 3.1.
if (Input.GetMouseButtonDown(@)) {
Vector3 point = new Vector3(
_camera.pixelWidth/2, _camera.pixelHeight/2, 0);
Ray ray = _camera.ScreenPointToRay(point);
RaycastHit hit;
if (Physics.Raycast(ray, out hit)) {
StartCoroutine(SphereIndicator(hit.point)); <« 3anyck conporpamMmbl B OTBET HA NONagaHue.
}
}
}

private IEnumerator SphereIndicator(Vector3 pos) { « Conporpammsl nonb3yiotcs dpyHkumsamu IEnumerator.
GameObject sphere = GameObject.CreatePrimitive(PrimitiveType.Sphere);
sphere.transform.position = pos;

Knioyesoe cnoeo yield ykasbiBaet conporpamme,

yield return new WaitForSeconds(1l); « KOTJIA CIEYET OCTAHOBMTECS

Destroy(sphere); <« Ypansem ator GameObject u ouniaem namstb.



Bu3ayanbHblii MHAMKATOP A1 TOYKU NPULLENNBAHUS

void Start() {
_camera = GetComponent<Camera>();

Cursor.lockState = CursorLockMode.Locked;

CkpblBaem ykasaTenb Mbllln
Cursor.visible = false;

B LIEHTPE 3KpaHa.

}

void OnGUI() {

int size = 123

float posX = _camera.pixelWidth/2 - size/4;

float posY = _camera.pixelHeight/2 - size/2;

GUI.Label(new Rect(posX, posY, size, size), "*"); <« Komanpa GUI.Label() oToGpaxaer Ha akpaHe CUMBOA.

}



Pacno3HaBaHue nonagaHumn B LEsb

if (Physics.Raycast(ray, out hit)) {
GameObject hitObject = hit.transform.gameObject; <« Monyyaem 06bexT, B KOTOPbLINA NONAN nyy.
ReactiveTarget target = hitObject.GetComponent<ReactiveTarget>();
if (target != null) { <« TMposepsem Hannuue y atoro obbekTa komnoxeHTa ReactiveTarget.
Debug.Log("Target hit");

} else {
StartCoroutine(SpherelIndicator(hit.point));

}
}



OTnpaBka coo0LEHNA LeneBoMy 0ObeKTy

if (target != null) {

target.ReactToHit(); <« Bbi30B METOAA ANS MULLEHN BMECTO reHepaunmn OTIaf04YHOro CO0BLLEHNS.
} else {

StartCoroutine(SpherelIndicator(hit.point));

}



CueHapuin ReactiveTarget, peanuaylowmin cMepTb Bpara npu nonagaHnm
using UnityEngine;
using System.Collections;

public class ReactiveTarget : MonoBehaviour {

public void ReactToHit() { <« Meroa, Bbi3BaHHbIN CLEHAPUEM CTPENLObI.
StartCoroutine(Die());

}

private IEnumerator Die() { <« Onpokuabiaem Bpara, Xaem 1,5 CeKyHabl ¥ YHUYTOXAEM €ro.
this.transform.Rotate(-75, 0, 0);

yield return new WaitForSeconds(1.5f);

Destroy(this.gameObject); <« OB6bEKT MOXET yHM4TOXATb Cam Cebs TOYHO TaK Xe, kak 060Vl Apyroit 0ObLEKT.

}
}



War 1:
HebonbLuoe cmelleHune
Bnepesa

e s e

LWar 2:

Bpocanue nyya

Bnepea Ans obHapyxeHus
NpensTCTBUN

War 3:
OTxog OT NpensaTcTeus

LWar 4:
Buayanusauus kagpa,
BO3BpaLLeHue K wary 1

Ba30Bbii CKYCCTBEHHbIV MHTEMNEKT: LMKINYECKUA NPOLECC ABWKEHNS Bnepea
c 06xo40oM NpensTCTBUN



OkoHuaTenbHbI BUA, cueHapusa MouselLook
using UnityEngine;
using System.Collections;

public class MouseLook : MonoBehaviour {
public enum RotationAxes {
MouseXAndY = 0,
MouseX b X
MouseY 2

}

public RotationAxes axes = RotationAxes.MouseXAndY;

public float sensitivityHor = 9.6f;
public float sensitivityVert = 9.0f;

public float minimumVert = -45.0f;
public float maximumVert = 45.0f;
private float _rotationX = @;

void Start() {
Rigidbody body = GetComponent<Rigidbody>();
if (body != null)
body.freezeRotation = true;

}

void Update() {
if (axes == RotationAxes.MouseX) {
transform.Rotate(®, Input.GetAxis("Mouse X") * sensitivityHor, 9);
}
else if (axes == RotationAxes.MouseY) {
_rotationX -= Input.GetAxis("Mouse Y") * sensitivityVert;
_rotationX = Mathf.Clamp(_rotationX, minimumVert, maximumVert);

float rotationY = transform.localEulerAngles.y;

transform.localEulerAngles = new Vector3(_rotationX, rotationY, @);

}

else {
_rotationX -= Input.GetAxis("Mouse Y") * sensitivityVert;
_rotationX = Mathf.Clamp(_rotationX, minimumVert, maximumVert);

float delta = Input.GetAxis("Mouse X") * sensitivityHor;
float rotationY = transform.localEulerAngles.y + delta;

transform.localEulerAngles = new Vector3(_rotationX, rotationy, @);



