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[loBTOpEeHHSA

Lllo make knac e OOI[1?

Knacu - ue, no cymi, wabrioHu, 3a SKUMU MOXHa cmeoprosamu
ob'ekmu. KoxeH o06'ckm micmumb OaHi ma Memoou, Kompi

MaHirnyrnroms Yumu daHumu.




[loBTOpEeHHSA

llJo make HacnidyeaHHSs1?

HacnidyeaHHs1 — ripouec, 3a80siku SKOMy OOUH Krac Moxe ompumamu
(Hacnidyeamu) ernacmueocmi [HWo20 Krnacy | 0Oodasamu pucu

xapakmepHi miribKu 051 Hb020 caMOg2o.

public class Monster : Unit{}

public class Zombie : Monster {}

Obstacle w



[loBTOpEeHHSA

Sk peanizyeamu obmiH aHumu Onsi cucmemu Scoring?

Cnio cmeopumu cKpunm ScoreManager, yepes  AKUU

gi0bysamumembcsi 06MiH OaHHUMU | cmeopumu 8 Hbomy public 3MiHHY:

public static int score;

Lnsg moao abu ompumamu 3MIiHHY 3@ MexaMu Kriacy, 3MiHHa rnoeuHHa

bymu 3a2aribHOOOCMYrHO i 38epmamucs 00 Hel ¢r1i0 Yepesd iM’a Knacy:

ScoreManager.score += 100;



AHiMaLI,iSI B <DevelopeR/>

Ha OaHomMy emarnii, He 3arexHo 8i0 HarpsMKy pyXy, Hauwl epcoHax
odusumbcs nuwe erpaso. LLob npu pyci enieo 8iH ousuUBCA 8 My X

CMOPOHY, €11i0 Uo2o 8idobpazumu o oci x (flip x):

v [ ¥ sprite Renderer =%,
Sprite Elframe-1 )
Color [ | 2
Flip x|y
Material @ Sprites-Default e
Draw Mode | Simple 2]
Sorting Layer | Default $ ]
Order in Layer 11 ‘
Mask Interaction | None $ ]
Sprite Sort Point | Center s




AHiMaLI,iFI B <DevelopeR/>

B ckpunimi _player cmeopumo ob6’ekm kracy SpriteRenderer:

private SpriteRenderer sprite;

B memodi void Awake() nepedamo cmeopeHoMy o0b’ekmy KOMIOHeHmMu

SpriteRenderer :

sprite = GetComponent<SpriteRenderer>();

Ockinbku 8 MmemoOi Run() 8iobysaembcsi 3MiHa HarpsMKy rnepemilieHHs

repCcoHaxy, mo 8 Hb020 CJ1i0 8HeCMU He3Ha4YHI 3MIHU.

direction.x<0.0f

sprite. flipX = direction.x < 0.0f;

direction.x>0.0f



AHIMaUISA

<DevelopeR/>

Cnio 3miHumu we ckpurim _bullet, wo6, 3anexHo 8I0 nosopomy

repCcoHax)xy, cHaps0ou riemirnu erpaeo/erigo:

private Vector3 direction;

Tenep mu He 3a0aemo cmarul Harnpsm, a byoemo 3miHreamu Uo20 3a

dormomoeoro enacmusocmi Direction. [nsa ubo2o 8 ckpunmi _player

3MiHUMO memod Shoot():

private void Shoot() {

_bullet temp = Instantiate(bullet, new

Vector3(transform.position. x+

(sprite.flipX ? -1.5f : 1.5f)L

transform.position.y, 0), bullet.transform.rotation) as bullet;

temp.Direction = temp.transform.right*(sprite.flipX ? -1 : l)F

}




<DevelopeR/>
TepHapHa ymoBHa onepallist
TepHapHa yMO8Ha onepauissi — 8 bazambox Moegax rpozpamyeaHHs
oriepauis, sika roeepmae csiu Opyauu abo mpemiu onepaHo 8
3as5iexXHocmi 8I0 3Ha4dYeHHs J102i4HO20 eupa3sy, 3adaHo20 rnepuwum

oriepaHooMm :

condition ? value 1if true : value 1if false

a<b ? a:b AHaso2i4Ho if(a<b)
return a;
—— else
if (trifgfalse) return b;

sprite.flipX)? (-1.5



AHiMaLI,iFI B <DevelopeR/>

AKkwo nepcoHax nosepHymudu ernigo (sprite.flipX = true) — ceHepyemo 06’

ekm bullet 3 giocmyrniom -1.5F (3a nepcoHa)xem):

_bullet temp = Instantiate(bullet, new
Vector3(transform.position.x + (sprite.flipX ? -1.5f : 1.5f),

transform.position.y, @), bullet.transform.rotation) as bullet;

Akwo nepcoHax rnosepHymuu enieo (sprite.flipX = true) — 3MIHUMO

memoO0 Direction Ha -1, 36epHy8wuck 00 Hb020 Yepe3 0b’ekm temp:

temp.Direction = temp.transform.right * (sprite.flipX ? -1 : 1);



Tk <DevelopeR/>

Budinumo Hawoz2o 2eposi i 8IOKPUEMO BIKHO aHiMaujl:

Window = Help

Next Window Ctrl+Tab [previen | ® [ 14 [ » [ M || o |00
[ T ————— S " 1 o e |

Previous Window Ctrl+Shift+Tab
Layouts

Package Manager
TextMeshPro

y B

General
Rendering

Animator
Animator Parameter

Audio

Sequencing
Analysis

Asset Management
2D

Al

XR

Experimental

v v ¥V vV VvV VvV VvV Vv
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Ckayamu 3a2omoeku Orid aHimauii 2eposs MOXHa 3 caumy
opengameart.org, abo x ckadamu SpriteSheet | 3a doriomozor Sprite

Editor «nopizamuy Uo2o:

_0 Inspector I Services o ~=
47 sprites_8 Import Settings @ = %
(Open]
Texture Type | Sprite (2D and UI) s 9 P ——
Texture Shape 2D
Sprite Mode | Multiple 3|
Packing Tag
Pixels Per Unit 100
Mesh Type | Tight ™
Extrude Edges > 1

Generate Physics Sty

Sprite Editor

b Advanced T
Wrap Mode | Clamp il 8%
Filter Mode | Bilinear :]

Aniso Level () 1
Default ol
Max Size | 2048 s |
Resize Algorithm | Mitchell &
Compression | Mormal Quality 3] ]
Format Auto

Use Crunch Compressil_|




AHiMaui;l Bl <DevelopeR/>

[licna moeo, K eu ropi3anu Ha crauou — po30inime iIX Mo OKpeMum

narnkam (Run, Jump, Shoot, mowo):

| Assets » Scenes » IMG » Run

20 2 . A 2
o F* 250 41 Ay 4 A .

sprites_8_0 sprites_8_1 sprites_8_2 sprites_8_3 sprites_8_4 sprites_8_5S

Y 8ikHI aHimaujii HamucHimb Create ma obepimb Micue, O0ris 3bepieaHHS

Kriirnie aHiMauii:

X
Anim | o n P
© Animation o v
Preview | @ |1 | 14 | » | b1 [pp 0 0:00 (9:10, 0:20 [2:30, [0:40, 10:50 | Aata wsmene T
samples  [60 1| < | Do |f ' . i | 28.12.2018 16 NIM

~floating-island-road-5agbg 3573015191081853611, ¢

TIwn daiina: anim
Create
nanku
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<DevelopeR/>

[lepemsicHimb criaudu rno4yepao8o Ha 4Yacosy wkany. HamucHims play

Orisi nepeasisoy:




AH|Maulﬂ <DevelopeR/>

Ha 2epoi 3’ae6umbcs KomrioHeHmM Animator:

© Inspector
Gravity Scale

|
Collision Detection | Discrete &}
Sleeping Mode | Start Awake s
Interpolate | None 4]

¥ Constraints
Freeze Position [ X []Y
Freeze Rotation W Z

» Info

v it ¥ Animator @ = %
Controller &d Sprite e
Avatar 'None (Avatar) @ ©
Apply Root Motion ||
Update Mode | Mormal : |
Culling Mode | Always Animate t |

Clip Count: 3
Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0
(17 Muscles: 0 Generic: 0 PPtr: 3
~:/ Curves Count: 3 Constant; 0 (0.0%)
Dense: 0 (0.0%) Stream: 3 (100,0%)




AHiMauiﬂ B <DevelopeR/>

Y eac e nanui Animations mae suumu OeKirnibKa ¢haunie aHimauii ma

Animator:

Assets » Anmations » idle

idle jump Spllte

[loositHUM KIliKOM 8I0Kpuume aHiMmamop, 8u rnoba4yume cmeopeHi samu

aHimauii, 3adaume repexoou Mix Humu depes briok Any State ([TKM ->

Make Transition):




AHiMauiﬂ B <DevelopeR/>

Hawm cnid cmeopumu Kepyrodul napamemp state:

l Layers H Parameters k- Base Layer
{arMame




.

o X

AHimalis

<DevelopeR/>

Budinimb cmpinoyky, ma 3adaume ymosy riepexody e cmaH Ildle - State

= 0 i 3HIMimb 2ano4ky i3 Can Transist to Self:

© Inspector

W% AnyState -> Run - 8
W= 1 AnimatorTransitionBase

Solo Mute

i E>
Wes  AnyState -> Run

Transitions

Has Exit Time ]
¥ Settings
Exit Time 10.75

Fixed Duration v
Transition Duration 10.25
‘Transition Offset 0
Interruption Source | None
Ordered Interruptior

-~
-y

Can Transition To Si[_]

Preview source state |Run s

" Conditions

= [State

l;l Equals :lo l
| + - |




AHiMaLI,iFI B <DevelopeR/>

B ckpurnimi _player Ha nodyamky cmeoproemo 06’ekm Animator, 8 MemoOi

Awake nepedaemo tioMy KOMINOHEHMU aHiMamopa:

private Animator animator;

voild Awake()
{

}

animator = GetComponent<Animator>();



AHiMaLI,iFI B <DevelopeR/>

B ckpunmi _player (no3a knacom!!), do0amo nepernik (enumerator):

public enum CharState

{
Idle,
Run,
Jump
J
Enumerator npuceoimb KoHcmaHmi Idle - 3HadyeHHs 0, Run - 1,

Jump-2. Cmeopimb yxXe 8CepeOuHi Kracy, Ha rodamky rpozpamu,

griacmusicms State:

private CharState State

{
get { return (CharState)animator.GetInteger("state"); }

set { animator.SetInteger("state", (int)value); }



AHiMaLI,iFI B <DevelopeR/>

3miHumo memod FixedUpdate:

if (isTouchingGround) State = CharState.Idle;
else State = CharState.Jump;

Tobmo, AKwWo mopkaemMock 3emsni — cmaH Idle, B iHWOMY BUNagKy —

cTaH Jump.

AHarozidyHo npu suKnuky yHkuir Run() amiHumo cmaH Ha Run:

if (Input.GetButton("Horizontal"))

{
Run();

if (isTouchingGround)

{
}

State = CharState.Run;



3aBAaHHA B <DevelopeR/>

Ha npuknadi rornepedHix ypokie 3pobimb cKopuH2 ma repexio Mix

PIBHSAMU.



