A e Dy T
[ rima g Py mryrs
o P [ e

TpeHuHr GameHub:
PaspaboTKa KOMNbIOTEPHbIX UTP
B Unity 3D.
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PlayMaker - Bu3yaabHbIN
CKPUIITOBBIN MHTEpPQeNc

PlayMaker - B1M3yQAbHbIM CKPUNTOBbIM MHTEPdOENC, PA3PABOTAHHBLIM HutoNg
Games.
PlayMaker no3BoAdeT pa3padaTbiBATb UMbl CO CAOXHbIM MOBEAEHMEM U
B3AMMOAEMNCTBUAMM OE3 HEODXOAMMOCTU MPOTPAMMMPOBAHMS.

bAQroAQpsa MCNOAb30OBAHMIO PlayMaker Mbl MOXEM COCPEAOTOYMTLCS HA
AOTUKE UTPbI, HE YBA3HYB B CUHTAOKCMCE KOHKPETHbIX 93bIKOB.

D70 30XBATLIBAKOLLIAA BO3MOXHOCTbL, CO3AQBAS NIPbl, MOAYHATb HABbIK
MOAEANPOBAHNA AOTUKKN, KOTOPbIE MOTYT HOM MOHAAODATCH AAY OBAQAEHMUS
A3BIKOM TTPOIrPAMMUNLOOBAHNA.
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FSM — Finite-state
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B ocHOBe MCNOAb30BAHUA PlayMaker Aexxmnt FSM (KOHe4YHbIM aBTOMAT). He
HY>KHO MYratbCsd 3TOrO NOHATHA.

FSM - 3T0 cueHapu MOBEAEHMUSA, KOTOPbLIM MPUMEHIETCH K UIPOBbLIM
OOBbEKTAM. FSM HE MOTYT CYLLLECTBOBAThH COMM NO Ccebe, OHU ABAAOTCAH
HEOTbEMAEMOM HYACTBIO OOBEKTA.

FSM NpeAOCTABASIET HOM METOA BM3YAAbBHOTO MPOEKTUPOBAHMS CLLEHAPMS.
CYLLECTBYIOT PA3AMYHBIE METOAbI, C MOMOLLIBIO KOTOPbIX MHXEHEPDI
NPOrPAMMHOro obecneyeHms MOoryT CO3ACBATb CUCTEMbI MAM MPOTPAMMEBI,
MCMOAb3YSl AMATPAMMBbI. FSM SBASIOTCS OAHMM M3 TOKUX MHCTOYMEHTOB.

Done Talking
FINISHED

State: Start
Talk Talk: "No Talking”

Item FINISHED
Look

Check Item: Phone
No
Yes

i Looking
h FINISHED Sequence: Being Hacked
FINISHED



FSM uzmeHeHUs 11BeTa
OOBeKTa

Paccmotpum npumep.Cdoepa
MEHSET LLBET MNPM HOXKATUM HO HEE Co3A0AMM CxeMy FSM B peaakTope
KYPCOPOM MbILLIN. Play Maker

P

Free Aspect

Change Color

__MOUSE EXIT

Ho npexae yem Mbl 3TO caenaem, Ham HY>XHO pasobpaTbes ¢ noHaTMeM FSM Gornee
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Marimaa COCTOSIHUM UAU
KOHEeYHBI aBTOMAT

FSM COCTOST M3 TPEX KAKOYEBBIX SAEMEHTOB!
CocTosaHMs [TOCAEAOBATEABHOCTU AEUCTBUM [lepexoasbl

COCTOSHME MOKA3AHO HA PUCYHKE B BUAE DEABIX MPIMOYTOABHMKOB. Y HOC €CTb ABA
COCTOSHMSI B DTOMN MmaLLmHe. OAHO 0003HAYaeTCq KAk «CoCTodHMe In 1 Apyroe

«CoCTOoaHME ).
“Cocrosanuel” Mepexopn CocrosHmne2
[TocaeA0BaTeABHOCTD _6 [Tocaea0BaTeALHOCTD
aencreuiil AEeCTBUI2

OBO03HAYEHME COCTOSIHUS IBASETCS O4EHb BAXKHBIM , MOCKOABKY MO3BOASET MOHUMATb,
KAKYIO OYHKLMIO OHO MOXKET BbIMOAHSTb.

“Oxuganne”
HaseaeH Kypcop MBI

“II3menenne isera”
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CocraBaeHue ClLieHapusi

KOraa mbl LLLEAKAEM MO 0ObeEKTY Cdoepa MOryT NPOM3OUTH PA3AMYHbBIE
COBObITMA. Mbl HOYHEM C TOTO, YTO M3MEHMM LIBET CAOEPDI, KOTAQ HOA HEMN
KYPCOp. 3aTEéM Mbl AOOABMM BO3MOXXHOCTb M3MEHITb LIBETA APYITMX OOBEKTOB,
KAMKHYB MO cdoepe. AAd HOYOAQ HOM HY>KHO MPEACTABUTb HALLI CLLEHAPUWM B

BUAE MOPKUPOBAHHOTO CMMUCKA, YTOObI YOEAUTBCS, HTO Mbl MOHUMOEM, YTO OH
AEAQET:

* YCTAHOBUTb LIBET MO YMOAYAHMIO

« KoOraa NOAb30OBATEAbL MEPEMELLAET YKA3ZATEAb MbILLIM HOA ODBEKTOM,
M3MEHMTb LIBET HO HOBbIM.

* KOraa ykasareAb MbILLIM OTXOAMT OT OOBLEKTQ,

BEPHYTb LLBET MO YMOAYAHUIO 1 MOBTOPMUTS.

ECAM NOAB3OBATEAL HODKMMAOET HO CAoepy,

YCTOHOBUTb LIBET DAOKQ KAK Y Coepbl.

Codunded by the
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llocTpoenne
rpap1aeckoro crieHapusl

YcraHoBUTE 11BET cpephl 1O YMOAYAHUIO

Koraa nnoaszoBaTteas nepeMeliiaeT ykazaTeAb MBIIIN Haj cpeporis,
MI3MEHUTD ITBeT Ha HOBBIIL.

Koraa ykasateab MBIV OTXOAUT OT cephl,
BePHYTD [IBeT I10 YMOAYaHUIO ¥ IIOBTOPUTD.

Ecan nmoap3oBaTeas HaKuMaeT Ha chepy,
YCTaHOBUTB 1IBET 010Ka KakK y cpepsl.
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[locTrpoenue FSM

e Cxema FSM

Cocrosinuel

YcraHoBuUTS 11BeT cpephl 11O
YMOAYaHUIO

YcraHoBuTh 11BET

cdepsl 11O
Korga yxasaTteab MbIIm
B YMOAYaHNIO
Hag, cepolii,
M3MEHNTD IIBeT cepnl Ha e —
HOBBIIA. Ha cepoit
Korpa
Koraoa
Korga yxaszaTean Mblm
XOAUT OT cpepbl
yxoa beprr, Cocrosanne?2
BEPHYTb LIBET 10
YMOAYaHUIO . Cocrosane3

M3MmeHnTs 1iBET
cdepsl Ha HOBBIIL.

Ecnn YcTaHOBUTH IIBET
040Ka Kak y cepsl

KanknyTts no

Ecan xaumkHyTh IO cdepe,
YCTAHOBUTB I1BET O10Ka

Kak y cepsl.

OkoHuaHmne

Ykazareap MBI fE—

XOAUT OT cheprl
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llocTtpoenne
rpap1aeckoro crieHapusl

« 3aAQHMUE:

[Tonaymamte n onmumnTe CUEHAPUM UIPOBOM CUTYALLMU
MAU U3 PEAABHOM XXM3HU B BUAE CXEMbI FSM A
HYMEPOBAHHOIO CMNMCKA.

[Moumep: Kak npurotoBmtb 4am BO Bpemsa Kodbe-Openk.
1. B34Tb CTOKAQHYMK.

2.  BKAIOYUTb YOMHMK.

3. Koraa 4yamHuK.....




[ loayyenue rmakera Unity
PlayMaker

CyLLEeCTBYET ABA PA3AMYHBIX METOAQ YCTAHOBKM PlayMaker.
[lepBbIM BAPUMAHT - MCMOAb30BATL Unity Asset Store.

BTopon BAOPUAHT - HEMNOCPEACTBEHHO C CAMTA PA3pAaboTYMKA PlayMaker:
http://hutonggames.com/.

KAK TOABKO Mbl KYMNTMM MNAKET, OH TEMEPDL OYAET AOCTYNEH AAT AOOOBAEHMS K
NPOEKTAM HYEPE3 MHCTPYMEHTbI MMNOPTA NAKETOB B Unity.

Fle L3t Amen  GameOtsct Componmn Meblsbe  Wondow  Hely

o e - e
v Taverhes Aasela '
A Mty —




Ycranoska Unity
PlayMaker

[Mpoouecc «yctaHoBkM) PlayMaker 9BR9eTCa npouecCcom MMMopTa naketa PlayMaker B

MPOEKT, HOA KOTOPbIM Mbl PODOTAEM.

Mbl MOXEM MCMOAB3OBATb AAS MMMNOPTA NMAkeTa PlayMaker B HOLL TEKYLLIMM MPOEKT ABQ

METOAQ.

o PlayMaker npmobpeteHHbin Yepes Asset Store Unity Oyaetr AOOOBAEH B
CTAHAQPTHble Packages, KoTopble AOCTYMHbI AAS MMMOPTA B HALLI NMPOEKT.

> [loCAe 3arpy3km NpoeKTa BbibepUTE (ASSETS) B BEPXHEM MEHIO, A 3ATEM
«Import Packageyn. BCNAbIBAIOLLMM CMMCOK BbIDOPA AOAXEH BKAKOHATb

PlayMaker.

File Edit | Assets| GameObject Component Window Help

Create >

= Herarc Show in Explorer
| Create ~| Open
v Q Untit Delete
Main C
Directi Open Scene Additive
Import New Asset... i
Import Package > Custom Package...
Export Package... 2D
Find References In Scene
Cameras
Select Dependencies P s
Refresh Ctrl+R CrossPlatformInput
Reimport Effects
Reimport All Environment
ParticleSystems
Run API Updater... Prototyping
Open C# Project Utility

Vehicles

3 Project
[ Create '|
¥ | Favorites Assets
(0 All Materials ‘ ;
@J_‘AII Models This folder is empty
@‘AII Prefabs
(Al Scripts

> Ecam naket PlayMaker
OTCYTCTBYET B CMUCKeE,
BbiOepuTe BAPUAHT «Custom
Packagen n nepemnamte B
nanky, rae naket PlayMaker
XPAHUTCS HA BALLIEM
KOMIblOTEPE.

APYyrov METOA MMNOPTA MAKETA B MPOEKT
Unity - 310 nepeTaLumts naket (doamna .lip) m3
MNAMKK, B KOTOPOW OH HOXOAMTCS B HACTOSLLLMM
MOMEHT, U MOMECTUTb ETO HA NMAHEAb
NpoeKTa.



Ycranoska Unity
PlayMaker

Irmporting peckage o

SEES [ToCAE 3TOro MOABUTCH AMAAOT AAS BLIODOPA YOCTEM
R MNAKETA AAS MMMOPTA. Mbl XOTUM UMMOPTUPOBATH
Srme o BCE YACTU NAKETA W HOXXMMaeEM «lmporty . Bo
i BPEMS PA3PADOTKM MPOEKTA BYAYT MOMEHTHI,
KOrAQ Mbl 30XOTUM MMMOPTUPOBATbL TOABKO
HEOOABLLIYIO HOCTb MAKETA, KOHKPETHYIO MOAEAD
o S¢ 1AM QyAMOdDaMA.

»)

PlayMaker

EEECEEEEEEOEREEE

T

ICEECREQEEE
¥
B

DliTween o
Impart

;
i

e KAK BUAHO MOSABMAOCH MAMKA
«Playmakem B «Assetsy. Ho Habeputecsh
TeprneHns eLLe HECKOAbKO LLIAroB.
| lastall PlayMaker ‘
B e B MOABMMLLIEMCS OKHE BbIBMPAEM
) e «Install Playmaken.
) i s s
hmﬁm. L = e ———
e
.‘.E Flayhar o
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Y CTaHOBKa Unity
PlayMaker

Project Scan |
— .

Update Notes

PlayMaker 1,83 Update Chec

PlayMaker 1.8.2
MOUSE UP AS B

(.T,‘ PARTICLE COLLISION,

Please remove
v

ANy CUSTEM Proxy components you used before to
send these events,

added the folloving system events:
UTTOMN JOINT BREAK, JOINT BREAX 2D,

PlayMaker 1,8.1

. = Physics2D Add-on
(1) = Mecanim Animator Add-on
ey 3

- 5

= Trigonometry A

integrated the following add-nns and actians:

ctions ‘

Q:H

The Updata Che.

1 f you think you have some of these actions In you v
- hakne.

ck did not find any of these filez in your project. ‘

| Run Upd ate Ch Ic Aqa |l_)l-°0 Chuck Findinqn _

<

Install MayMaker 1.8.3
The latest release version of PlayMaker.

NOTE: Projects saved with PlayMaker 1.8+ cannot be
opened in older versions of PlayMaker!

Always backup projects before updating Unity or
PlayMakes!

[ iMadeaBacap. GoAhead! | [ cancel |

B 3TOM OKHE BbIBOAUTCH COODLLIEHME O
BO3MOXXHOCTM MPOAOAXKEHUA YCTAHOBKM. [TpOEKT
NPOCKAHNPOBAH. KOHODAMKTOB HET-MPOOAOAXKAEM
YCTAOHOBKY. 3akpbiBaem okHO “Update Check” m
CHOBA BbIOMpaem «lnstall Playmaken.

Ham npeaAaratotr CAEAQTL Backup npoekta

Pomee LD DRI nepea TeM KAK MPOAOAXKMTL YCTAHOBKY.

« Haxmmaem “I Made a Backup. Go
Ahead!”

e 3ATem CHOBA «Importy .
.~ » Hoxumas “I Made a Backup” elue pas

er

u,s: :.

operation
Ux ol .

Mbl COTAQLLIOEMCSH C M3MEHEHMS B
npoekTe, Kotopble BHOCUT Play Maker.

Codunded by the
Erasmus+ Programme
of the European Union




CprKTypa [IpOeKTa

B Uity 5500 Personal G0 URGIRIENEY VNG~ TR e U > G

File Edit Assets Gachthct Componcﬂl 7 Window Help B e3 AbTOTe CTOHOBKM O/\)KeH

B wCenter] & PlayMsker ditor (> i »] Pe3y Y ’ A §
emrts ) _ NOABUTLCH 3AroAoBok “Play Maker” B
'@Untitied Help

AOBHOM MeHIO. B manky “Assets”
AOOQBAEHbI HOBblE MANKK. MNanka
“PlayMaker” aBAaeTCqd OCHOBHOM , ECAMU
Mbl €€ YAOAUM, Mbl HE CMOXEM
MCMNOAb30BATL PlayMaker.

Main Camera
Directional Light Tools

Welcome Screen

Addons

Crpykrypa nanok nakera PlayMaker

@ Project '?VAB’:Q!MOPO

| Create =

"':,T{,':;‘,,,., assets S Gizmos VIkOHKY, KOTOpPbIe MOsBITC B pegakTope Unity mpu HeoGxoaumoctn . Cioga
B8 et - - - - BXOASIT MKOHKM, KOTOpbIe 6y AyT 0TOOpaskaThCsl HEITOCPEACTBEHHO B
S Sy peaaxrope crieH u B «Inspector Pane»
[ ssers | (St

. . . . y

L iTween iTween siBAsIeTCsI pacipenueM Aas peaakropa Unity, KOTopbiit 400aBAsieT

i B KOHCTPYKIIVM aHMMAaLI VCIIOAb30BaHMe MHTEPIIOASIIVIA.

» Sl Plugins

AonoannTteasHas nHGOPMAINS AOCTYIIHA II0 agpecy:
http://itween.pixelplacement.com/index.php

Plugins Dra narnka coAep>KUT ILAarMHbl, KOTOpbIe CO3AaHbl 1A OyAyT CO3AaHbl AAs
PlayMaker. Hannpumep naarunst aa: passeptoibanusg WebGL 1 Windows
Phone 8.

PlayMaker Dra narmka cogep>Xut Heooxoaumele ciieHapun C #, KOTOpbIe ABASIOTCS

ocHosol1 PlayMaker.

s 5 Codunded by the
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NuTepderic

[Moeobpasyem mHtepdpemc npoekta Unity ang yaobcTtsa padoTtsl ¢ Play Maker
« Otkpoem “Play Maker Editor” n nepetaimm B naHesb “Project”
« OkHO "Game” NOMECTMM PAAOM CO CLLEHOM, AEPXKA MbILLIbIO 30 30roAOBOK.

Boibepem obbekThl “Sphere” 1 “Cube” 1 pasmecTtmm B cLeHE, BbIOPAB MX B
meHio “Game Object " -- “3D Object”

| GameObject | Companent  PlayMaker | Vindow  Help
Craste Empty
Creete Empty Child

30 Ctect
2D Ofpect

Light
Audio

ul
Patticle System

Camesz

\: . ® Co-unded by the
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CosaaHue matepuaaa

AAS TOTO, YTOObI M3MEHMTb LIBET OOBEKTY EMY HYXKHO HA3HAYMUTb MATEPUAA

Cos3aaamm nanky “Materials” B *Assets”

B CO3AQAMM ABO HOBbIX MATEPUMAAO AAT OAOKA U Ccdoepbl. MOXHO
MCMOAb30BATb KOHTEKCTHOE MEHIO HOXOAICH B MaAnke, Bbiounpag “Create” --

“Iv\o’rerlol”

Bty sscmmi\'d- Yied - Ve

H{ im Assets. c-amuOo,ea

3CITeN\ B “Inspec’ror HA3HAYMM N\OTepMOAy LBeT

v S untitled*
Main Camera
Dirmctianal Light
Cubs

“mroies Clceels MlayMaker

Creets

Shadau Cascades - 2D

Create
Show in Dplares

Open
Delete

Import Pew Asset
Impen Packege
Expoct Package

Salect Dependencion

Refresh
Rumrgpon

¥ Favarites Aveets © Materials Perrpont Al

AT Materioh
. Al Models
AL Prefabs
L AL Sougts

¥ Assets
W Gigmue
* s iTmeen

» rln;uh er
» W Plugine

Component ".aMllm Window Ndp
:p: E‘ {1(&&: ol bn.or.ul
er |r.r . awm # Scene xm&t

n '
& S v e

s conae - B & W Accoun

CosgaHue u peaakTMpoBaHue matepuana

folder
= Seript
Jwascopt
Shader
Testing

Scene
Prefal

Ao Mrver

Matenai

Loy Flare

Render Teatuse
Lightmap Parameters

Spntes

Acirrwtor Controlles

Arimatio

Animator Overnde Controller

Avatar Mak

Physic Matenal
Phyvics Material 2D

GUI Skin

Cuntom Funt

Legecy

'luk—-—Ll

Sl

m Olw--m

- Materials o,
Open

} ] Laxen -Jflinn;:t -—[E'

e —

Hex Color # F20909FF |
¥ Presets =

@ Click to add new preset

Main Maps

 oAlbedo !f
 oMetallic ——) | 1
Smoothness () (1 T—.
Source | Metallic Alpha ¢
© Normal Map
© Height Map

~ o0cclusion
© Emission B¢ (032352
Global Illumii Realtime %
o Detail Mask
Tiling X 1 [
Offset ‘Y

Secondary Maps
© Detail Albedo x

@ Normal Map 1 |
Tiling X1 8 @Y |
Offset X0 Yo
UV set uvo +

Forward Rendering Options
Specular Highlights

§ Reflections

SphereMaterial ———— L)




Play Maker Editor

* Bbiaeasem obbekT “Sphere”

* [lepexoamm B peAaakTop PlayMaker.

* B KOHTEKCTHOM MEeEHIO BbiDMpaem “Add FSM”

 CnpaBa BO BKAOAKE FSM meHdgem HassaHme Ha “Change Color”
B KOHTEKCTHOM MEHIO BbIDMpPpaem “Add State”

« Bo BKAOAKe State meHdem Ha3BaHMe Ha “Waiting”

Mbl CO3A0AU MEPBYIO CXeMY FSM AA9 Coepsl 1 ee NepBOE COCTOIHME
OXMAQHME AEUNCTBUM KYPCOPA MbILLIM.

= PlayMaker
<« | | = | Sphere | Change Color 7| Lock | Select =N FSM | State | Events | Varisbles.
Change Color
ﬁNon‘u (Fsm Template) lo[..]
'Description. .,
|Documentation Url... : I ' |

_ﬁgx{é@&p-@w ride 0 ]
[¥Reset On Disable :

Expose Events and Variables as controls in the Events
and Variables Tabs by checking the Inspector option,
While the game is running, you can use the contrals to
test and tweal the FSM.

| ﬁa&orﬁssync

Password | IC ook |
l!.Np.cr,rsrsl | Debug | | = | n | P| | TRy r—

\IJ’ o Co-unded by the
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Co3aaHue AeCTBUN

MbI AOAXHbI YCTAHOBMTb LIBET MO YMOAYOHMIO, K KOTOPOMY Mbl OYAEM BO3BPALLATLCS, KOFAQ
KYPCOP BYAET YXOAUTb. AAS DTOTO Mbl CO3AAAMM HALLIE MEPBOE AEUCTBUE:

Haxmumaem kHorky “Action Browser”.
* B nogsuBLLEMCH CcriMCKe BbiOMpaem “Material” — “Set Material Color”

1 H 1 FSM State Events Variables i "None (Physic Mat.
«  Hoxmumaem “Add Action To State T ‘ o] e oot <
Description... | X0 Yo 1z[o ]
= Radius 0.5 |
E = sxl @
o ; " ¥ ¥ Set Material Color @ # 'é;? s::::w':ender" %
SulClamant ; g Game Object [ Use Ouner 1| Receive Shadows
GUILayout Material Index 0 [=]] Motion Vectors
Input Material ©None (Material) | @ (= v Materials
Tween Named Color Color | (=] Size i —
il Color I 7 = Element 0 | SphereMaterial @
: Every Frame (] Light Probes
Lights Reflection Probes
Logic Anchor Override None (Transform ©
v@ﬂmay Maker FSM (Script) %,
Get: Material ¥ FSM || Edit
Get Material Texture Use Template [CNone{ @[ .. |
Set Material Description..,
:
Set Material Float ‘
Set Material Movie Texture \ I [_IDebug [ JHide Unused [ Action Browser -
S et Matari, | Tevhirs it - Documentation Url,,, l ' |
Set Material Color I ',’I_._“ dinalttl ] P"f'"“ Ty v

¥ Reset On Disable

Sets a named color value in a game object's material. 3] %, - . e
Garme Object [Usz ouner 5| 2 « Game Object — Use Owner, T.e. Hawa
rowsarto ::::::: e i‘None (Matenal) [0} ti; = Cq)epa
s e S — ] | « Mater Index — 0. Homep maTepuana
i 5 k- obbekTa. Y Hac matepuarn oauH.
M Preview ( Add Action To State It g HyMean‘Mﬂ C “O”
| — E . 13 »
T Were o « Material octaBnsiem “None”. Ecnu BblbpaTb
| |Description..,
; MaTtepwvar, TO MU3MEHUTLCS LiBET
: Documentation Url... @ MaTepmana '
i C— « 3atemc MOMOLLBLIO MUNETKU KOMNpPyeEM LUBET

cpepbl. °
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€ Unity 53,063 Parsans MADKS - UrTEed - Fiew Uriny Project 1 - PG MIc & Lives
Fie mqummw—mmmmmu

~ Co3A0em eLLe

.-s OAHO COCTOSHME
“ChangeSphereColor”
. HazHO4Yaem B HEM
LLBET CoePbl OTAMYHbBIM

APPLICATION FOCUS
APELICATION PAUSE
APFLICATION QUIT

BECAME DISEILE
BECAME VISELE
COLLISION EMTER
COLLSION ENTER 2D
COLLISION BEaT
COLLSION BEaT 20

v OT UuBeTd no
il YMOAYAHMUIO.
T weus o BbiBrpaem

MOUSE DRAG
Ags Glokel Transtion . Systern [yenty
MOUSE INTTR

MOUSE T

cocTogaHme “Waiting” B

Hettaction Fiybes w—u [T T

Set Cabe

o feom m:“:;‘ﬂ.::.i’._.._""z:ﬁ KOHTEKCTHOM MEHIO

Save Template MOUSE UP ASBUTTON » M Tde

e i s =Rl “Add Transition” -
e ‘ ' “System Events” —

TRIGSE STAY ID

“MOUSE OVER" mnam

CnmrcoK COObITUSAX MbILLIM MO YMOAYAHMIO, CO3AAHHBIX Unity "MOUSE ENTER™.

MOUSE DOWN  /leBas KHOIIKa MBIIIN Oblaa Ha>kaTa Haj OObEKTOM-BAAaAEAbIIEM.

MOUSE DRAG Vrpok Haxkaa Ha OObeKT-BAajeael] U Bee ellle yaep>KMBaeT KHOIIKY IIpu
IlepeMelleHN Kypcopa.
MOUSE ENTER  Kypcop Mbinu rmonaa B 004acTh KoAAaldepa BAadeAblia.

MOUSE EXIT Kypcop mbin noknHya 004acTh KoAlalidepa BAadeAblia.

MOUSE OVER BrI3biBaeTCs KaXKAbIN Kaap, KOrda yKasaTeAb MBIIIN Haj KOAAallAepPOM
BJAajeAblla
MOUSE UP Vrpok OoTIyCcTiA KHOIKY MBIII.
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PlayMaker

< |p | = | Sphere | Change Color  ~| Lock | Select

@ 1o errors | | Debug - 1 |
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AHOAOTMHYHO AAS COCTOAHMA “ChangeSphere
Color”. Aobasmum “MOUSE EXIT".

CoeAMHIEM CTPEAKAMM NEPEXOAOB COCTOAHMS,
KOK MepeTacKMBAS CTPEAKY OT OAHOTO COCTOSAHMS K

APYTOMY.

3anyctim urpy. Cdoepa MEHSET LBET Npu
HOBEAEHMM Kypcopdad. [ToHOBAIOAQEM 30
NEPEXOAAMM MEXAY COCTOTHUAMM.

FSM Events | Wariables
|State 2 [ %
Description...
¥ |« set Material Color %,

| Game Object | Specify Game Object 2l

\ | #Cube | o [=]

| Material Index o ]E]

| Material @ None (Material) ! E]

| Named Colar |_Color ]E]

| color . ==
Every Frame L]

; [ IDebug [ IHide Unused

Hints [F1]

Preferences

Tenepb 3aCTABMM
OAOK MEHSTH LIBET.

AN COCTOAHUS
“ChangeSphereColor”.
Aobasmm “MOUSE
DOWN". Aaaee
AODOBUM COCTOSIHME
“ChangeCubeColor”.
AAS HETO C MOMOLLLbIO
KOHTEKCTHOIO MEHIO
Bbibepem “Add
Transition” — “FINISHED"



Coszaanue FSM B Unity

“FINISHED" — o710 cneumdomyeckoe aemncrteme B Play Maker,

O3HAYAIKOLLLEE, YTO BCE AEMCTBMSA 3ABEPLLUEHDI M MOXEM MNEPEXOAMTDL K
CAEAYIOLLLEMY COCTOAHMIO. OHO MOXET ObITb MCMOAb3OBAHO KAK 3ATAYLLKAO - HET
COObITUM MAM OHM MOKA HE OMNPEAEAEHDI AAN NEPEXOAQ B CAEAYIOLLLEE

COCTOdHME.
l b Set Material Color 1%,
Game Object [ Specify Game Object #]
(@ Cube | @ L]
Material Index |l:| |g
Material | Hene al
Named Color _Caolar (=]
Color I~ |
R e [ e [ b

[[IDebug [ |Hide Unused

1 [T Femg1

2 s
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[ Action Browser ]

1 - r

B HOBOM COCTOSSHMM CHOBAQ
onpeaeAanm “Set Material Color”.

HA3HA4YMM HOBbIM LIBET AAS OAOKA. [TPM STOM
csomcTteo Game Object meHdem HA “Specity
Game Object” n nepetackmsaem Cube B
NOSBMBLLIEECH MOAE.

[MOABUABHO COEAMHUM BCE CTPEAKM MEPEXOAOB U 3AMYCTUM UTPY.

[lepBas UrPA C MCNOAB3OBAHMEM FSM roToBa. Nepenaem kK Boree MHTEPECHOMY
CLLEHAPMUIO UTPBI.
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I IpoTroTui urpsel Flappy Bird

« CO3A0AMM HOBYIO UTPOBYIO CLLEHY.

 [lomectmm Ha Hee Cube. Onpeaeamm pasmepsl 10; 0,5; 10. Position MO YMOAYQHMIO.
N3meHUm mms Ha Floor.

« 3arem eLe oamH Cube, lomecTmB ero Haa Floor HEMHOTO BAEBO OT LLEHTPA. AQAMM
emy nm4g Bird. Position no Z AoAXHA ObiTb “0”

« 3arem 2 oAMHAKOBbLIX Cylinder, pasmecTmB mMx KOK MOKA3AHO HA pUCYHKe. Position 1
Scale no Z, X AoAXHbI ObITb “0". Aaanm um nmeHa CylinderUp 1 CylinderDown

« Co3aaem nycton obbekt Game Object. PA3MECTUM €ro MeXAY LMAMHAPOMM.
Position nScaleno Z, X -- “0"

HacTtpoukun Kamepsl

Kamepy pasmecTmm nepea
Sie= s o TPOBBIM MOAEM.

| OnpeAeAM CBOMCTBA
Projection = Orthographic;

L Counded by the
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[TTabaoub! Prefabs

* Ha3zosem Haw Game Object — Obstacle (npenatcteme)

*  MbILLKOM MNEPETALLUMM B HETO LIMAMHAPDI, KOK MOKA3AHO
Ha KapTnHke. Obstacle Tenepb POAMUTEABCKMMN SAEMEHT
AAS LMAMHAPOB, OOBEAMHAET MX B OAMH .

« Co3a0em B Assets manky Prefabs ¢ momoLLbo
KOHTECTHOIO MEHIO

« B nanky Prefabs nepetackmeaem obbekT Obstacle. OH
CTAOA LLUABAOHOM U Mbl MOXEM YAQAUTb EIO U3 UTPOOBOM
CLLEHDI

Assets » Prefabs

i Obstacle.prefab — —

Co-unded by the
Erasmus+
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Flappy Bird. FSM

*  BbiOmpaem obbekT Bird.

30A0AMM HALLEMY OOBEKTY dOU3MYECKME CBOMCTBA, O MMEHHO
rpasuraumio. Hoxkmmaem kHonky “Add Component” — Phisics
3D — Rigidbody. Use Gravity AOAXHO OblTb OTMEYEHO.

« Co3aaem FSM - Bird Moving
«  A0BOBMM ABA COCTOdHUY — idle (BesaencTteme) 1 jump

e BbiaeAsem idle. AODABASEM HOBOE AEUCTBME. HOXKMMOAEM
Action Brouser — Input — GetMouse Button Down.

e Bo BkAOAKe Events cozacem B Add Event HoBoe cobbiTme —
Mouse Click

« B Get Mouse Button Down, B Send Event Bbibunpaem
MouseClick

g el T : m : - e Pone
o dils . L Preheances Erasmus+ Programme

GAMNEHUB
-".f,%i_“"'f'". In Game industry in Ukraine of the European Union



Flappy Bird. FSM

AAg 0ObekTa Bird B Rigidbody otmevyaem — Constraints — Freeze Position Z;
Freeze Rotation X;Y;Z

AHAAOTUYHO BbIOUPAEM AEUCTBUA AAS jJUMP
Phisics — Add Force Y =5

Phisics — Set Velosity Y =0,5
*  Ycaosume nepexoad aag jump “FINISHED”
AOOQBAIEM CTPEAKM MEPEXOAOB. [TpoBEPUM PADOTY FSM.

e 3ANyCTUM UrpY. Bird ABMXKETCS BBEPX MO HAXATUIO AEBOM KHOMKM MbILLIKM U
MEAAEHHO OMYCKAETCH, MOA AEMCTBUMEM CUAbI TIKECTU, KOTAC KHOMKC
OTMyLLLEHQ.
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* BbiOMpaem obbekt Obstacle B Prefalbs.

« Co3aaem FSM - Obstacle Moving

«  AOOQBMM ABO COCTOAHM : init 1 mMove

« Co3aaem nepemeHHyto new Y Position Tmna float Bo Bkaaake Variables.

* Bbiaeasem init. AOOOBAIEM HOBbIE AEMNCTBUA.
Math — Random Float min = 5; max = 6; Store Result = new Y Position
Transform — Set Position Y = new Y Position

« Ycaosue nepexoaa “FINISHED"

| @Noemors | [oebua=l | e | 001 DA
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*  AHOAOIMYHO BbIODMPAEM AENCTBUE AAT MOVE

Transform -- Translate X =-2. Otmevyaem Per Second, Every Frame.
 Ycaosue nepexoad and move “FINISHED”
AOOOBAIEM CTPEAKM MEPEXOAOB
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FSM 1 Spawn Point

« Koraa Hy>XHO c0O3AQTb FSM, HE MPKBA3LIBAICH K ODBbEKTY, MOXHO CO3AATb
MYyCTOM OOBLEKT, OH UTPAET POAb TOYKM BO3HMKHOBEHMSA KOAAEKLIMM ODBEKTOB.

« Co3a0AMM HOBbIM 0ObEKT Cube. Hazosem Generator. Pasmectmm Kak
MOKA3AOHO HA PUCYHKE. ITOT OObEKT OYAET TOYKOM rEHEPALMM MPENITCTBUMN.

PositionZ=0; Y =5, X=9
« Co3a0em AAd 0ObekTa Generator Hoyto FSM — Generating Obstacles

Codunded by the
Erasmus+ Programme
of the European Union

) [EnErdLor ] e Dau

Tag | Untagged | Layer | Default 3|

¥ .~ Transform o,
Position  %|9 |Y 5 20 |
Rotation X 0 Y0 1Zio |
Scale X1 YL {241 j

¥ . Cube (Mesh Filter) @@ 2
Mesh Wi Cube | ©

v iy ¥ Box Collider &,

Edit Collider

1Is Trigger (]
Material ‘None (Physic Materi, @
Center

X0 Rar 'z[o |
Size

X1 4! fZiL |

v . ¥ Mesh Renderer Gl %,

» Lighting



[IporoTun urpel Flappy
Bird

«  AOOOBMM ABO COCTOAHME — generate u wait

«  BblaeAdem generate. AOBABAIEM HOBOE AENCTBUME. HOXKMMAEM

Game Object — Create Object. B Game Object nepetackmeaem Obstacle
B Spawn Point — Generator

 Ycaosume nepexoad “FINISHED”

University-Enterprises Cooperation
¢ "'s"'u s In Game Mum; in Ululgo

Co-unded by the
Erasmus+ Programme
of the European Union




[IporoTun urpel Flappy
Bird

AHOAOTMYHO BbIDMPAEM AEUCTBUNE AN WAIT
Time - Wait Time = 2.

Ycaosme nepexoad “FINISHED"

AODQABAIEM CTPEAKM MEPEXOAOB

OOBbEKT MOXHO CAEAQTH HEBUAMMBIM, YOP OB BbIAEAEHME C Mesh Renderer B
OKHE CBOMCTB OObEKTA

3anycum urpy. NpenarcTBmg NePEABUIaOTCS MO MOALKD, MOABAIICH B HAYAAE, HO
HE MCYEe3AIOT B KOHLLE HETO.

+— ey
University-Enterprises Cooperation
¢ Ml,l)w Ein Game Mum; in uuul:o

Co-unded by the
Erasmus+ Programme
of the European Union




[Tpororun urpet Flappy
Bird

Aopabotaem FSM aAqa npengrctemi Moving Obstacle.
« Co3aaamMM nepemeHnHyto Current X Position

e B cocTtogHMe move Aobasmm Transform - Get Position. X = Current X Position

Logic -- Float Compare. Float1l = Current X Position; Float2 = -9; Less Than =
FINISHED

e  YCAQBR ( y SHED"

University-Entesprises Coopefaigs
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[Tpororun urps! Flappy
Bird

«  AoOaBagem cocTogHme destroy. Aobasmm aemcteme Game Object --
Destroy Self

*  YCAOBMA NEPEXOAQ HET. DTO KOHEYHOE COCTOIHUNE
«  AOOQBAIEM CTPEAKM MEPEXOAOB

3anyctmm urpy. MpenatcTBms NeEPEABUTAOTCS MO MOAID, MOABAAICH B HOYOAE U
MCYE30S B KOHLLE.




) : 1 - ot Prganme
. f University-Enterprises Cooperation Erasmus+ Progra
CAMEHUB 5 1
In Game Industry in Ukraine of the European Union

| lakeTt Ecosystem

« Ecosystem - naket 1 bpays3ep AEUCTBUM AAT MCMOAB30OBAHMA B PlayMaker,
KOTOPbIM Mbl 3ArPY>XKATb B HALL TEKYLLLMM MPOOEKT, KOTAQ HOM MOHAAODATCH
KAKMe-AMbO Apyrme AEUCTBMS, KOTOPbLIE HE BKAKOYEHbLI B HOCTPOMKM MO
YMOAYOHMIO.

e 3drpyska nakerta Ecosystem HOXOAMTCH MO AAPECY
hitps://hutonggames.fogbugz.com/eW1181 Ero MOXHO 3Arpy3mtb, HOXXAOB
HQ CCbIAKY «EcosystemBrowser Packagey. [locAe Toro, Kok doama nakeTa
ObIA 3ArPY>XEH, MEPETALLMTE ITOT NAKET B OOAACTb MPoeKkTa Unity, Kak
MOKA3AQHO HA pUCYHKE. KOK TOABKO MAKET MepeTaLLLEeH HO MAHEAb MNPOEKTA,
Unity pacnakyet NakeT  AEAEE MPEAAOXKMUT YCTAHOBUTb TAK XKE, KAK 3TO
ObIAO C Playmaker ——

_Duclarver | Retoegr - L

Ecosystem
opaysep u
MHTEPDEMC
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Ha Beb-camnte pas3pabotymka MOXHO O3HAKOMUTLCA C DOPYMAMM
http://hutonggames.com/playmakerforum/index.php).

DT POPYMBbI - 3AMEYATEABHBIM PECYPC AAT MOMCKAO OTBETOB HA BOMPOCHI,
KOTOPblE MOTYT BO3HUKHYTb MO Mepe NpoABMKeHMa B PlayMaker.

3arpyska naketa Ecosystem HAxXOAUTCSH MO AAPECY

Ypokum Unity PlayMaker
https://www.youtube.com/channel/UCII8FylIFgevUyLfd-ihhskA



https://www.youtube.com/channel/UCll8FyIFgevUyLfd-jhhskA

