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IIpu pa3paboTke MaTepuaaioB TPEHUHIA UCMOJIb30BAJNCH 00y4aloNIue YPOKH €
opuumnanbHoro caiira https://unity3d.com/ru/learn/tutorials/projects/tanks-tutorial.

PA3PABOTKA UTI'PBI «TANKS»
3TAII 1 <HACTPOMKA CHHEHBI»

1. 3arpysuts npoekt «Tanks Tutorial» u3z Asset Store.

2. WmmoptupoBaTh IpoeKT (HaxkaTh KHONKY «Downloady). [IpuHATE ycnoBHS 1 HaXKaTh
KHOIIKY «Accepty.

License Agreement
To the extent possible under law, Christoph
Peters has waived all copyright and
related or neighboring rights to the files in this
directory and its

subdirectories. This work is published from:
Germany.

3. Jlanee HaxkaTh KHONIKY «Import»

Importing Complete Project
Imperting a complete project will overwrite your current project settings. If you're not sure what this means, you should switch to an empty
project before importing this package

Cancel Import

4. B nosBUBIIEMCSl OKHE Ha)KaTh KHOIIKY «All», a 3atem « Import».

Erasmus+ N2561728-EPP-1-2015-1-ES-EPPKA2-CBHE-JP
«GameHub: University-enterprises cooperation in game industry in Ukraine»




% x Co-funded by the
Erasmus+ Programme G A M E H U B [0d5me ndusiry in Ukraine -0 0"
of the European Union

* b %
*

* x K

. Import Unity Package =~ =

Tanks Tutorial

¥ o G3_cComplete-Game CE | &
E@Lightingﬂata.anet { HEW |
E@Reﬂ:ctiunPrnhe-n.ur | NEW |
[ @_t’.:|:r‘r‘lpl:at\\:-taar'l'le.urlitl,lI { HEW |
¥ [ G5_cCompleted-Assets | HEW |
¥ & E3 Animators [ HEW |
[ DCnmpl:tePumpjack.cnntrnller | HEW |
¥ & £ audioMixers [ HEW |
| ﬁCnmpIEtEMainMix.mixer | NEW |
¥ |« G5 Prefabs [ HEW |
) ﬁﬂnmpl:te[ﬂusﬂrail.pr:fab | HEW |
s gCnmpInteLaveIAr‘c.prefab [ HEW |
[ ﬁCnmpIEtePumpJa:k.przfab | HEW |

s gCnmpInteshell.prefab [rEW T

[ [y N 1T 1 2

¥y L L
| A G

5. BriOpaHHBIE KOMIIOHEHTHI OYIYT 3arpyKeHbI B Assets.

<) Unity 5.5.013 Personal - Untitled - NewProject - PC, Mac & Linux Standalone <DX11on DXIOGPU> BR8]
File Edit Assets GameObject Compenent Window Help

© EASIEAIS] T ot~

‘= Hierarchy i Asset Store
| Create - | (arAl ) = | 3
v € untitled = A =
Main Camera
Directional Light

LanguageEnglish +

Fdk ok k (L899
Create a Unity Project ID

Import e (2 3 A Unity Project ID enables services for
- your project.

Select organization -

| already have a Unity Project 1D

Unite Training

8 project
| Create *|

Ialready have a Unity Ads game ID

_Complets.. _Complets Animators  AudioClips Editar Materials Models Prefabs Scripts Sprites

Standard A Tutoriallnfo  _Complete

&5 Materials

6. Cosznmats HOBYIO ciieHy. MeHto «File» - > «New Sceney». Jlanee He0OX0IUMO COXPaHUTH
creHy MeHIo «Save Scene as», ums daiina «Mainy.
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3 Project

Assets » _Completed-Assets

= SCEenes

Directional Light

8. B okue Project, manke «Assets»/ «Prefabs» Beinenuts LevelArt.

Erasmus+ No561728-EPP-1-2015-1-ES-EPPKA2-CBHE-JP
«GameHub: University-enterprises cooperation in game industry in Ukraine»



®

x*x Co-funded by the e ®
= Erasmus+ Programme G A M E H U B [ &Smenausiry in Okrathe 2ten
of the European Union

*

* gk

= Hierarchy | @52 © Inspector | e
| create - | (arall = s’ [ Levelart | B static ¥
v € Main* b .
S Tag | Untagged #| Layer | Default s
¥ .~ Transform #*,
Position X |0 [ |Z|o |
Rotation X0 (¥ 0 zo |
Scale x[1 |y (1 121 |
Add Component l
15 Project o=
iCl'eate'i'Q _|4|§|*
¥ i Favorites Assets » Prefabs
@_%AII Materials DustTrail
EQ_%AII Models ﬁmm_ _ LevelArt
[ Al Prefabs i Directional light
@AII Scripts Ly Cachi
I Rocks
¥ G Assets b Trees
&5 _Complete-Game g Military
» &5 _Completed-Assets i OilField
& Animatars ¢! Ground
& AudioClips i Dunes
&3 Editor i Ruins
» &5 Fonts i Helipad
&5 Materials i Boundaries
& Models | b= L Pumplack
» i ShellExplosion
» Gl Scripts | b I TankExplosion
&8 Sprites
» 5 Standard Assets
» G TuterialInfo
%
| bl LevelArt.prefab Cm——— tBundle  [Mane = WU

9. Tlepenectu LevelArt B okno «Hierarchy.
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ity 56,1 Perso bit) - main.unity - Tanks - PC, Mac & Linux Standalone” <DXI1> = ==

File Edit Assets GameObject Component Tutorial Window Help

3 Scene

fishaied Smec | G2 = B G o Static
= Tag Layer
¥ Levelart Prefab |_select Apply.
Directional light
P Cacti
» Rocks
“ e S P Trees
XA " | mitary
i P » Oilfield Y CIiff (Mesh Filter]
N
v » Ground Mesh Wi Cliff [}
TELX a
1 e 4 ::“"" v . M Mesh Renderer
i R » Lighting
elipa
¥ Boundaries |t
cliff £
Edit Collider
Cliff (2,
C‘JHEB; T ]
Material None (Physic Mat| ©
Center
Y3 Z-489
Radius 4.67
Height 18.6
Direction Y-Axis +
"' PWJET ‘ =7 B Fcapsule coll £
ate 7| (Q E
- Edit Collider
€ Game ¥ 7 Favorites Assets » Prefabs
Display 1 & || Free Aspect +] scale O 1 Maximize On Play | Mute Audio | Stats | Gizmos ~ (© Al Materials '\ DustTrail Is Trigger a
(1 All Models b g LevelArt Material None (Physic Mat] ©
(L All Prefabs b g Pumplack Center
(1 Al Modified b i shellExplosion X418 ¥ 0. z[548
(©all Conflicted | b 1 TankExplosion Radius 9.448458
Height 26.85
oLy, Direction ¥-Axis. &
_Complete-Game i T e T
_Completed-Asse ¥ i ¥ capsule Collider s
e e colider
::i‘;”'"' Is Trigger -
Fonts Material None (Physic Mat| @
Center
Materials
Models X-34.5 2.3 -55.78
PostProcessing Radius 119
brofabs Heighe [ —
Profiles Direction Y-Ausis .
:::‘:: v i ¥ capsule Collider =
» &5 Tutoriallnfo Edit Collider
Is Trigger L]
Material None (Physic Mat| ©
Center
Koz Jvzs _lzbass |

10. OtkpsiTh BKIaAKY « Window» -> «Lighting» u mepeMecTuTh €€ Ha IMaHellb HHCTIEKTOpA.

ighting

Object Scene ightmap

¥  Environment Lighting
Skybox W Default-Skybox
Sun o

Ambient Source | Skybox ™
Ambient Intensitymr— 1 |
Ambient GI | Realtime : ]

Reflection Source | Skybox
Resolution [ 128
Compression | Auto
Reflection Intensity =) 1
Reflection Bounces Cre—— 1
v ¥ Precomputed Realtime GI

Realtime Resolution Z texals per unit

CPU Usage [ Law (default) ™
v ¥ Baked GI

Baked Resolution texels per unit
Baked Padding texels

|
|
|

Compressed [
Ambient Ccelusion [
Final Gather ]
Atlas Size [ 1024 ™

Light Probes
Add Direct Light [+

11. Ha Bknaake Lighting otkirounts Auto Build

L=

[Aute | Build | v |
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12. Orxmounts «Baked Global Illumination» Ha Bkianke «Lighting.

¥ Mined Lighting
Baked Global Illumination [

13. YcranoButh 3HaueHue B noie «Indirect Resolutiony» paBubM 0,5.

¥ Realtime Lighting
Realtime Global Illurminaticlv

¥ Mined Lighting
Baked Global Ilumination ||

All Baked and Mixed lights in the Scene are currently being
/17y owverridden to Realtime light modes, Enable Baked Global
“2¢ Illumination to allow the use of Baked and Mixed light
modes,

aw

Lighting Maode Distance Shadawmask

¥ Lightmapping Settings

Lightmapper Enlighten i
Indirect Resolution 0.5 texels per unit

14. Usmenuts Ambient Sourcefrom Skybox to Color.
15. YcranoButh Ambient Color (72, 62, 113).

¥ Environment
Skybox Material W Default-Skybox | @
Sun Source Mone (Light) (o]

Environment Lighting
Source | Calar sl

Ambient Color I,
16. Haxxatp kHonKy «Generate Lighting»
¥ Other Settings

Fog L -

|_|Auto Generate [ Generate Lighting | *]

17. B manenu «Inspector» ycranoButh 3HaueHusi Position of the Main Camera paBHbIMEH (-
43, 42, -25)

18. YcranoButh 3HaueHus Rotation paBasiMu (40, 60, 0).

19. 3amenuts Camera component ¢ Projection ma Orthographic.

20. 3amenuts Clear Flags u3 Skybox na Solid Color.

21. Usmenuts 3HaueHust Background color Ha (80, 60, 50).

22. CoxpaHUTH CIIEHY.

9TAI 2 «CO3JAHUE TAHKA»
1. B manmke Models mpoekrta Project, HaliTu MOJenh TaHKA M MEPEHECTH €€ B IMaHEINb

«Hierarchy»
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2. B Bepxue#t yactu nanenu «Inspector», HeoOXonumo ycTaHOBHUTH cioi Players s
TaHKa.

3. Jnsa uamenenust Layer dialog nHeooxoaumo BeiOpaTh «No, this object only».

'E| i

JChangE Layer E]

. Tag | Untagged ¢ | Layer [Default 4

[ - J -

Do you want to set layer to Players for all child
objects as well?

¥es, change children ] [ Mo, this object only ] [ Cancel

Jlo6aButh KomMmoHeHT Rigidbody.

Pacmmpute Constraints area s Rigidbody.

B paznene «Constraints» yctanoBure naxok «Freeze Position» ams ocu Y.
BriOpats Freeze Rotation st oceit X u Z.

Jlo6aButsk komnoHeHT Box Collider s TankGameObject .

Jlnst komnorenTa Box Collider usmenuts Center Hao (0, 0.85, 0).

10. Taxxe mu3menuts Size Ha (1.5, 1.7, 2).

e e

v iy ¥ Box Collider @ %
Edit Collider
Is Trigger -
Material |None (Physic Material) [
Center X0 'Y 0.85 fZ'D |
S5ize X 1.5 Y 1.7 £ 2

11. HoGaButh kommoHeHT Audio Source mis TankGameObject.
12. Ins komnoreHnTa Audio Source mamennth AudioClip B Engineldleusing ¢ momorbro
KHOMKH circleselect.
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Select AudicClip =]
@]

Assets  Scene

A

Pl Pyt it

B F AT T

Mone Backgroun.. EngineDrivi.. m ShellExplos..

ShetChargi.. ShetFiring TankExplos..

FOCT LM Engineldle
" b ad o

' Audio Clip
Vorbis, 44100 Hz, Stereo, 00:06.521
m‘ Assets/AudioClips/Engineldle.aif
13. Taxoke BeIOpaTh Loop.

¥ =] ¥ Audio Source i,
AudioClip ‘Mone (Audio Clip) | ®
Output |_r_\ln_r_|e (Audio Mixer Group) | @
Mute -

Bypass Effects [
Bypass Listener Ef[ |
Bypass Reverb Zoi |
Play On Awake

Loop [

14. Jlo6aButh KommoneHT Audio Source.

15.Bo BTopom kommonente Audio Source yopats BeiOop Play On Awake.
16.Bei6pars manky Prefabs B manenu Project.

17.Haxate u neperamuth (JIKM) Tank Game Object u3 nmanenu Hierarchy B manens
Project.

18.CoxpaHuUTh CLIEHY.

19.13 manku Prefabs meperammute DustTrail prefab B o6bpexT Tank GameObject Ha
IIaHeJIn

¥ Tank
b TankRenderers

DustTrail

20.Hierarchyto, uto0bI cnenarts ero qouepaum GameObject.
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21. llponyonupyiite DustTrailso, ucions3yiite coueranue Ctrl-D.

22. Ilepeumenyiite nouepuuii GameObjects u3 DustTrail B LeftDustTrail.
23. Ycranosurte Position myist LeftDustTrailto pasaemm (-0.5, 0, -0.75).
24. Ilepeumenyiite BTopoii DustTrail GameObject B RightDustTrail.

25. Ycranosurte position s RightDustTrail pasaeim (0.5, 0, -0.75).

b TankRenderers
LeftDustTrail

RightDustTrail

26. B mamnke Scripts/Tank naititn ckpunt TankMovement // Playernamber
Edit-ProjectSettin-Input.

¥ Axes
Size 16
P HorizontalUI
b Verticalll
b Submit
b Cancel
P Horizontall
b Verticall
¥ Firel
Name Firel

Descriptive MNar Fire keyboard button for playver 1

Descriptive MNecg

Megative Buttor

Fositive Button space

Horizantall

Mame Horizantall

Descriptive Nar Horizontal keyboard axis for player

Descriptive Neg

Megative Buttor a
Positive Button | d
Alt Negative Bul
Alt Positive But

Gravity |3
Dead 0.001
Sensitivity E

27. Ileperamuts B TankGameObject
28. Ortkpeite ckpunt TankMovement wucmonb3ys MABOHHOE HakaTHe IO Script B
Projectview.

Script Checklist

1. GET THE INPUT

2. SETUP THE AUDIO

3. SETUP FORWARD/BACK MOVEMENT
4. SETUP TURNING
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private void Update()

{
// Store the player's input and make sure the audio for the engine is playing.
m_MovementInputValue = Input.GetAxis(m_MovementAxisName);
m_TurnlnputValue = Input.GetAxis(m_TurnAxisName);

}

private void EngineAudio()
{
/I Play the correct audio clip based on whether or not the tank is moving and
what audio is currently playing.
if (Mathf.Abs(m_MovementInputValue)<0.1f &&
Mathf.Abs(m_TurnIlnputValue)<0.1f)
{
if (m_MovementAudio.clip == m_EngineDriving)
{
m_MovementAudio.clip = m_Engineldling;
m_MovementAudio.pitch =  Random.Range( m_OriginalPitch -
m_PitchRange, m_OriginalPitch + m_PitchRange );
m_MovementAudio.Play();
}
}
else
{
if (m_MovementAudio.clip == m_Engineldling)
{
m_MovementAudio.clip = m_EngineDriving;
m_MovementAudio.pitch = Random.Range(m_OriginalPitch -
m_PitchRange, m_OriginalPitch + m_PitchRange);
m_MovementAudio.Play();
}
}
}

private void FixedUpdate()
{
// Move and turn the tank.

Move();
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Turn();

private void Move()
{
/I Adjust the position of the tank based on the player's input.
Vector3 movement = transform.forward * m_MovementInputValue * m_Speed
* Time.deltaTime;

m_Rigidbody.MovePosition(m_Rigidbody.position + movement);

private void Turn()
{
/I Adjust the rotation of the tank based on the player's input.
float turn = m_TurnIlnputValue * m_TurnSpeed * Time.deltaTime;

Quaternion turnRoration = Quaternion.Euler(0f, turn, 0f);
m_Rigidbody.MoveRotation(m_Rigidbody.rotation * turnRoration);
}

29.1ns mepemenHoit Movement Audio ucnons3yetcst iepBbiii komrnoHeHT Audio Source.
30. IlepeTamuTe UMl KOMIIOHEHTa B OPOCKTE €ro Ha MecTo psitoM ¢ Movement Audio
31. dnsa nepemennoit Engine Idling, BeiOpats kHomKy circle-select button u BbeIOpath
Engineldle aynuo-kaum u3 cnmcka.
32. Jlna nepemenHoit Engine Driving BeiOpaTh KHOIKY circle-select button & m3meHuts
EngineDriving.
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‘!’ [+ Tank Movement (Script) %
Script TankMovement a
Player Number 1
Speed 12
Turn Speed 180
Movement Audio |;i'_|'ank (Audio Source) J a8
Engine Idling '~ Engineldle | e
Engine Driving EngineDriving I8
Pitch Range 0.2

Select AudinClip =] ]

.:‘"o\ | \

-Assets ' Scene

Mane Eackgr:und EI'IgII'IF'DII‘u"II'Ig Engineldle

ShellExplaosi.. ShotCharging ShetFiring TankExplosi..

i EngineDriving
AN 4 i Clin
Vorbis, 44100 Hz, Stereo, 00:04,250
il thawal b ssets/AudioClips/EngineDriving.ai
MD&W-J‘M Assets/AudioClips/E (B f

33.B BepxHeit yacTu okHa Inspector mpuHuMaeM u3MeHeHus k Tank prefab, Haxumaem
KHOTIKY «Apply».

34. CoxpansieM crieny, ucroinsys File -> Save.

35. Haxxmute Play u monpoOyiiTe BOIUThH TaHK.

36. He 3a0yapTe HaXkaTh «BocmpousBecTm.

37. CoxpaHuUTE CLEHY.
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