Meroau4Hi BKa3iBKY O BUKOHAHHS JJaO0OpaTOHUX pOOIT
« TexHouorii po3poOKH KpoC-ITaTHOPMHUX KOMIT FOTEPHHUX iTr Op»

Beryn

Kommnekc nmadoparopuux poOir moayist «Po3poOka KoMIT IOTepHUX ITOp 3a
goroMororo Unity 3D» BHKOHy€TbCS BIAMNOBIAHO JO MPOrpaMH HaBYaJIbHOT
IUCTUILTIHU « TeXHOJOTTl PO3pOOKH KpOC-TIarpOpMHUX KOMIT IOTRPHUX Irop» Ta
nependavyae MOMIHOICHHS TEOPETMUHMX 3HAaHb 3 HABUYAJIbHOI JUCUMIUIHHU Ta
HaOyTT MPaKTUYHUX HaBUYOK poOomu 3 Unity 3D 3a 10MOMOI0I0 CHeliaai30BaHor o
IrpOBOT0 00JIaTHAHHSL.

Jlo xomruiekcy nabopaTtopHUX poOIT BXOIATH IHAWBIAyaJIbHI 3aBIaHHS, K1
nependavyaroTs MPOEKTYBaHHS Ta PO3POOKY BJIACHOIO IPOBOIO I0JATKY Ta IrPOBOTO
3D-kontenty B Unity 3D. Tema IHIMBITyaJbHOTO 3aBJaHHS BHOUPAETHC S
CTYJCHTOM CaMOCTIHHO. |HIWBimyanbHI 3aBJaHHS BHUKOHYIOTbCS CTYyJIEHTOM
CAMOCTIHO 3 KOHCYJIbTAIlI€}0 BUKJIaJaya.

MakcumanbHa cymMapHa OIliHKA 3a BUKOHAHHS J1aOOpatopHUX poOIT B Mexax
HaBYaJIbHOI JUCITUIUIIHU CKiaaae 6 6amiB. Y KoxHIM pooomi 30% HapaxoByeThCs 3a
BUKOHAHHS MPAaKTUYHOI YAaCTUHM 1 ii BIAMOBIIHICT, MOCTaBiIEHIM 3amadyi 1 70% — 3a
3aXUCT poOOTH (apTryMEHTOBAHE MOSCHEHHA X0y poOOTH 1 BIAMOBIII HAa TEOPETUY HI
TTATAHHS).

BukonanHs Ta mpe3eHTAls  (PIHAIBHOTO IHIMBIIYaJIbHOTO  3aBJAaHHS
OIIHIOETHCA Y 29 GaitiB.

I'padix npose e HHS MOTOYHOIO OL[IHIOBAHHS

Home p THxkHA OuiHoBaHHs
2 OniHka BUKOHaHHS JlabopatopHoi po6ot 1
4 O1niHKa BUKOHaHHS J1abopatopHoi poOotn 2
6 O1uiHKa BUKOHAHHS JIa0OpatopHoi poOoTH 3
8 OriHka BUKOHAHHS J1abopatopHoi poOotn 4
10 OriHKa BUKOHAHHS JJaOOpatopHoi poOoTM 5
12 O1niHKa BUKOHaHHS JIabopatopHoi poOoTH 6
16 O1niHKa BUKOHAHHS 1HJMBITYaJIbHOTO 3aBJaHHS

IlonanHs 3BiTY 1010 BUKOHAHHSA J1a00paTOPHUX POOIT

JlaGopatopHi poOOTM BUKOHYIOTHCS TIPOTATOM ayAUTOPHOTO 3aHATTA. Y KIHITI
KOKHOTO 3aHATT CTyACHT 3000B's13aHUI MPOAEMOHCTPYBAaTH BUKOHAHE 3aB/IaHHSL.

Y Mexax IBOX TWXHIB CTyJEHT 3000B's13aHUI CaMOCTIHHO O(DOPMUTH 3BIT 10
MoTepeIHBOI JJabopatopHoi poOOTH, Jie MOBMHHI OyTH BKa3aHi OCHOBHI KPOKH, IO
OyJIM BUKOHAHI Y X0l JJaHO1 poOoTH.

[IpoTsiroM ayJauTOPHOTO 3aHSITTSA, BIABEICHOTO ISl BUKOHAHHA HACTyMHOI
71a00paToOpHOi pOOOTH CTYJCHT MA€ 3aXMCTUTH TOTEPEIHIO pOOOTY, BITIOBIBIIIA Ha
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MATAHHS 1I0JI0 TEOPETMYHOrO0 MaTepialy Ta HAIaBIIM TOSCHEHHI TPO Xim 1
pe3yiibTam J1abopatopHoi poOOTH.

O1iHIoBaHHs J1a0OPaTOPHUX POOIT:

— 3a KOXHY J1a0opaTopHy poOOTy CTyJEHT OoTpuMye 6 GajniB (MakcHMallbHa
CyMapHa OIliHKa 3a yci jabopatopHi poOOTM B MeKax HaBYAJIbHOI JUCIUILIIHU
ckJyajnae 36 6aiB);

— gKImo poOOTa BHKOHAHAa HE CaMOCTIHHO, To 3HIMaetbcss 50% Bix
MaKCHUMaJIbHOI KUIBKOCTI OaliB;

— SKIIO B MporpaMi HE BUIPHUMAHO OCHOBHI IpaBWJIa CTBOPEHHS
MPOrpaMHMX MPOMYKTIB (HAMPHKIIA, MOAYJIBHICTh, APYKHIN HTepdelic, HasIBHIC Th
KOMEHTapIB) 3HIMAaeThCs 5%.

3a KOXKEH TWXKACHb 3alliBHEHHS  3aXUCTy JabopatopHOi  poOOTH
(KOMIT'IOTEpHOTO MPAKTUKYMY) HapaxoByeThcst mtpadui — 0,2 6amu (Makc UMabHO
5 nHIB).

MeToau OUIHKY 3MiCTOBHMX MOAYJIiB HABYAJIbHOI M CHUILIIHA

KutbkicTs OamiB B 3arajibHidi OITHIN 3MICTOBHUX MOJYJIB BIAMOBiIA€E
HACTYyITHOMY:

Bukonanns naboparopuoi pobom 1 MaKCUMAaIbHO 6 OaiB.
Bukonanns nadoparopHoi po6ot 2 MaKCHUMAaJIbHO 6 OaiB.
Buxonanus nabopartopHoi pobom 3 MaKCHUMaJIbHO 6 OaiB.
Bukonanns naGoparopaoi pobotu 4 MaKCUMAaJIbHO 6 6aiB.
Buxonannst naGopatopHoi pobom 5 MaKCHUMAaJIbHO 6 OaiB.
Bukonanust nabopatopHoi pobom 6 MaKCHUMaJIbHO 6 OaiB.
BukoHaHHS KOHTPOJIBHOT poOOTH MaKCUMaIbHO 35 GaiB.
BuikoHaHHS 1HIMBITYyaIbHOTO 3aBIaHHS MaKC UMaJIbHO 29 OauiB.

VYci HaOpani Oanu mincyMoByrOThesa (MakcumanbHo 100 OaniB), mtpadHi
Oanv 3a 3aMi3HEHHSI B TIPEJICTABIICHH] 3BITY 3 JIA0OPATOPHOI pOOOTH BiTHIMAIOTHCS.
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Oogannanus

Kommnekc nmadoparopuux poOir moayist «Po3poOka KoMIT I0TepHUX 1rop 3a
goromoroto Unity 3D» BUKOHYeThCSi B IrpoBii HaBUanbHId J1abopatopii
«GameLaby.

3a npu3HaYeHHsIM ITPOBY HaBYaNIbHYy jJabopatopito «Gamelaby» nmoauieHo Ha
4OTUpU poOOUl 30HMU:

1. 3oHa po3p0OKM Ta TeCTyBaHHA irop B cepenoBuini Android, sika MICTHTH
po00Ul MICIIs 3 HACTYTTHOIO KOMIT FOTEPHOIO TEXHIKOO:

- 15 pobouyux MiClb CTYIEHTIB MJisi PO3POOKH Irop, KOXKHE 3 SKUX
ocHamene Hoytoykom HP Pavilion 15-ab246ur, irpoBoto kmaBiatyporo Logitech
G103 ta manimynstopom Logitech F310;

- 5 crhemanidoBaHux PpoOOYMX MICIb, KOXHE 3 SKHX OCHAIlCHe
mianmeroM Lenovo Tab 3 Business X70F, oGmamHanHsM irpoBOi BIpTyaldbHOT
peansHOocTi Razer Virtual Reality (OSVR) ecosystem&headset, mionmomamu
BipTyanbeHOi peanbHocTi EMOTIV Insight 5 Channel Mobile EEG + USB Receiver
Ta irpoBoto rapuirypoto Tracklr 5 Premium Head Tracking for Gaming.

2. 3oHa po3poOKU Ta TeCTyBaHHS rop B cepenoBuiii Apple i10S, sika MICTUTD
2 cneniaiizoBaHuX poOOYHUX MICIS, KOXKHE 3 KMX OCHAaleHe KoMII toTepoM Apple
A1418 iMac 21.5" Ta mnanmeTtom Apple A1566 iPad Air 2.

3. 3ona 3amucy, oOpoOKH Ta MPOCIYXOBYBaHHSI ayJlIOKOHTEHTY TpH, SKa
ocHarnleHa 3BykoBuM USB-iHTepdeticom 2x4 BEHRINGER U-Phoria UMC204HD
3 mikpoonamu BEHRINGER, ka6emsmu PROEL BULK250LUS, wmikpodoHHUM U
criikamu PROEL RSM180 ta naBymumkamu Sennheiser HD558 nis sikicHOTro
3anucy aydioirpoBOro KOHTEHTY.

4. 3oHa po3poOku (POTO- Ta BIACOPOBOTO KOHTEHTY TpH, SKa OCHAIeHA
3epkaiabHOO  (poTtokameporo Canon EOS700D 18-55mm, ckanepom Epson
Perfection V370 Photo, nazepuum npuntepom Canon i-SENSYS LBP6030W nms
apyky yepe3 WiFi Ta 3 MOOUIBHUX HPHUCTPOIB.

Cepep HP  ProLiant ML350 Gen9 3abe3neuye OesmepebiiiHe
¢dbyukiionyBanas Mmepexi Wi-Fi HapganbpHO1 nabopartopii «GameLaby.

Kpim Toro, irpoBa mnaboparopis «Gamelaby ocHamieHa irpoBUMU
MpUCTaBKaMu JiJist TecTyBaHHsA irop Sony PlayStation 4 S00GB ta XBOX 360 Slim
250Gb Kinect.

B  irpoBii = HaByanbHIA  Jaboparopii «GamelLab»  mepeBaxkHO
BUKOPHCTOBYETHCSI TIPOrpaMHe 3a0€3MeUeHHs 3 BIIKPUTUM KOJOM, IO MEPEIAETHC 5
y BUIbHE KOPHUCTYBaHHS JUIS CTYyJCHTIB Ta BHUKIAJIAyiB JUIi HEKOMEPIHHOI
eKCILTyarartii.

Ile wnacammepen Kpoc-tuiarhOpMHI CEpeloBHUINA Ta 3aco0u PO3POOKH
noMatkiB Jy1s onepariiiianx cucteM Android, 10S, Windows 3 BUKOPUCTaHHSM MOB
nporpamyBanHs Java, JavaScript, Python, C++.
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Ane 11 CTBOPEHHS SIKICHOTO IrPOBOTO KOHTEHTY 3ally4€HO TaKOX
KOMEpIIiiiHe mporpamMHe 3a0e3leueHHs, [JIs SKOro BIACYTHI SKICHI BUIBHO
PO3MOBCIO/DKYBaHI aHAJIOTH, a CaMe:

- Kpoc-TiarpopmHi npodeciitHi TpadiuHi mporpamMu sl 0OpoOKH Ta
MOKpAIICHHSI PAcTpOBUX 1 BEKTOPHUX 300paxkeHb, QoTorpadiii, rpadigHOro
nu3aiiny (Adobe Photoshop CC ALL Multiple Platforms);

- npodeciiiHi rpadgiyHi mporpaMu MOJICTIOBAHHS BHUCOKOIOIITOHATBHUX
UPOBUX CKYJNBITYp 1 TeKcTypHOro ¢apOyBanHs 3D moneneil Ijisi CTBOPCHHS
uudppoBux 3D o00'ekTiB 1 2D ckeTdiB 3 MIHUPOKUM CIEKTPOM TeKCTyp 1 (apO
(Autodesk Mudbox);

- CreliaiBoBaHe TMporpamMHe 3abe3rneueHHs s sKicHOi 3D-animariii,
pEeHIepUHTa, MOJICNIIOBaHHA Ta Bi3yali3ailii 13 3acTOCYBaHHAM B11€0e(EKTIB
(Autodesk Maya 2016);

- CIIELAJII30B aHE nporpamMHe  3a0e3meyeHHs IS MITOTOBKH,
KOMITOHYBaHHSI, peJaryBaHHs, 3allUCy Ta 3aBAHTAKCHHS ayJIIOKOHTEHTY BHCOKOT
sxocTl (Sound Forge Audio Studio 10);

- CIIEIIAJTI30B aHE nporpamMHe  3a0e3meuyeHHs IS MITOTOBKH,
KOMIIOHYBaHHS, pElaryBaHHs, 3allUCy Ta 3aBAHTAXCHHS BIJICOKOHTEHTY PI3HOI
po3aieHOi 3aatHOCTI Ta sikocTi (Corel VideoStudio Pro X9 ML).

Taxkum ynHOM, 00JIaJTHAHHS Ta IIpOrpamMHe 3a0e3MeUeHHsT IrPOBOI HABYAJIBHO 1
naboparopii «Gamelaby» BiAnoBimae cydacHMM BHUMOTaM MIATOTOBKH (DaxiBIB 3
PO3POOKH KPOC-TIaThOPMHHX KOMIT FIOTEPHUX IFOp Ta irpOBOTO KOHTEHTY.

P2~

Inarmets Lenovo Tab 3 Business X70F

L] ] =

Hoy’roym HP Pavilion 15-ab246ur

HP ProLiant ML350 Mapmpytusarop 1-SENSYS
Gen9 Server TP-Link ArcherC39 [ ppgosow
(K81994)

Sony Morodnokn Apple A1418 iMae 21.5"
PlayStation

£

XBOX 360 TMnarmern Apple A1566 iPad Air

JE|
- — A
2
&

3083 po3podKE Ta TecTyBaHHd irop B cepexosnmi Apple iOS

Jona 3anucy, 06pobKE Ta NPOCIYXOBYBAHHS AYTIOKOHTEHTY IPH 3oma po3pobxa doTo- Ta Bigeoirposoro
i KOHTeHTY IPH

B a a i
€ VN « 9 -
Sennheiser BEHRINGER

BEHRINGER BEHRINGER C1 BEHRINGERC2 i Epson Perfection
U-PhoriaUMC204HD HD 558 ULTRAVOICE XM1800S if GesonRORI0D V370 Photo

;%

Pucynok 1.1 - Konnenuisi irpoBoi HaBuanbHOi Jaboparopii «GameLaby
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JIABOPATOPHA POBOTA Ne 1
TEMA: «PEXKMMH POBOTU TA IHTEP®EMC UNITY 3D.
POBOTA 3 I'PA®IKOIO»

AHoOTAIIA

JlaGopatopHa poOOTa OpiEHTOBaHA Ha O3HAMOMIICHHS CTyJCHTIB 3
iHTepdericom cucremu Unity 3D (rojioBHE MEHIO, OIS IPOEKTY, l€papXis, CIIEHA,
I'POBUM BHJI, IHCIIEKTOP) Ta METoAaMHU PoOOTH 3 rpadikoro (OCBITICHHS, KaMEpH,
MaTepiaiy, TeKCTypH, JIaHamad, peHIepuHT).

MeTa jgadopaTopHoi podoTH

OcBoiti 0cHOBHI npuiiomu po6ot 3 2D- 1 3D-pexxnmamu cuctemu Unity 3D,
iHTepdelicoM cucTeMu Ta MeTojlaMu poOoTM 3 rpadikor. BuBunu MOXKIMBOCTI
po6omu 3 ocBimienHsM B Unity 3D (Directional Light, Point Light, Spot lights, Area
Light). BuBunm moxmBocTi pobom 3 kameporo B Unity 3D (Perspective and
orthographic cameras). OcBoiTM OCHOBHI HpUAOMHU POOOTM 3 MaTepiajaMu Ta
TekcTypamu B Unity 3D. BuBuMmM MOXIMBOCTI CTBOPEHHS Ta peIaryBaHHs
nanamadm (Terrain). OcBoiti ocHOBHI npuiiomu penaepunry B Unity 3D.

OuikyBaHi pe3yJbTaTn

VY pasi ycHoilrHOro BUKOHAHHS J1a00OpaTopHOi poOOTM CTyJeHT Oy/e 3HaTU Ta
BMITH 3aCTOCOBYBATd OCHOBHI mpuiioMu pobomi 3 2D- 1 3D-pexxumamu cucteMu
Unity 3D, BMiTM 3acTOCOBYBAaTM OCHOBHI I'padiuyHi KOMIIOHEHTH CHUCTEMH sl
poOOTM 3 OCBITICHHSM Ta KaMepolo, 3aCTOCOBYBAaTHM OCHOBHI IMPUHAOMHU poOOTH 3
MatepiajiaMiM Ta TEKCTypaMH IMpU po3poOIl IrpOBUX CIIEH, CTBOPIOBATH  Ta
penaryBam JaHamad™i, BMITM 3aCTOCOBYBATM MPUAOMU PEHACPUHTY  TIPH
PO3po0IIi ITPOBUX JIOJATKIB.

Pe:xumu po6otu ta inTepdeiic Unity 3D

Po6oue BikHO Unity 3D po30ute Ha 6 B3aemoroB'si3anux oomnacreit (puc. 1.1).
(3a 3amoBuyBannsm B Unity 3D BximtoueHo Bua «Default» ado «Tally. Sxmo y Bac
IHIIMA BUJ poOOYOro BIKHA, TO MOXETe MEPEKNIIouMT Horo B MeHto «Layout» y
BEPXHBOMY MPABOMY KYTKY BIKHA).

[epenik Bcix pobounx obnacteit Bikaa Unity 3D momano y tabim. 1.1.
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o
- € untitied

- PC Mac & Linux Standalone <DX11>

) PHCH 1.- 06qe BikHO Unity 3D

Taoaunsa 1.1

- IlepeJik podo4ux odaacreii BikHa Unity

Ilepe.tik podounx
obsacTe

Ilpuznaue HHs1 poOounx odJacTeit

1. Main menu
(T'onoBHE MeHIO)

Psmox TekcTy 3BepXy, J€ pO3TAlIOBYIOTHCS BCi KOMaHH,
JOCTymHI B Tporpami. barato komaHjJ MpoayOIs0BaHO
KHOTIKaMH 1 MEHIO B pOOOYHX 00acTIX, TOMY T'OJIOBHE MEHIO
HE 000B'SI3KOBO BUKOPUCTOBYBATH.

2. Project View

Crmmcok, B IKOMY TIOKa3aHi BC1 (paiiny, siki BUKOPHUC TOBYIOTHCS
B rpi: ¢aiin cueHy, ¢ain mporpamMHOro Komy, rpadidHi i

Orusin mpoek o
( AL IPOCKTY) aymiodaiin.
3. Hierarch Cmmcok 00'eKTiB, sKI JOJaHO Ha cueHy. Tyt MoxHa
.(Ie a Xiﬂ)y npaiioBati 3 00'eKTaMy, KOIIOBATH iX, MEPeHMEHOBYBATH,
pap BUIAJISITH.
4. Scene Obiacte, fe BIT0OpaKaeThes irpQBHﬁ CBIT a00 irpoBa CIICHA.
(Criera) Tyt Mu MokemMo nofaBa™i HOBI 00'€KTH, TIEPETITYBATH iX,
B 3MIHIOBATH BH/I.
5. Game OGmacTh MONEPEHEOTO MEPErIisly, A BUHO, K ClieHa Oye
.(Fpa) BUIISAa™d B Tpi. TyT MOXKHAa HATAMITOBYBAaTM Pi3HI

HAJIAIITYBaHHI €KpaHy 1 PeKUMY BifI€o.

6. Inspector
(Incnektop)

CrIHcoK, 110 CKIaJa€Thesl 3 AEKUIBKOX PI3HUX IO BUIY
posautiB. Ilokadye Bci BracTMBOCTI OOpaHOro 00'€KTa:
PO3MIpH, MOJIET, TEKCTYpH, CKPHIITH.

134



Meroau4Hi BKa3iBKY O BUKOHAHHS JJaO0OpaTOHUX pOOIT
« TexHouorii po3poOKH KpoC-ITaTHOPMHUX KOMIT FOTEPHHUX iTr Op»

I'osioBHe meHio Unity 3D

['onoBue mento Unity 3D cTaHnapTHO poO3TaIIOBYETHCS Yy BEPXHBOMY JIIBOMY
KYTKy BikHa (puc. 1.2).

VY To0BHOMY MEHIO MICTATHCSI B3arajii BC1 KOMaH/IM MPOTPaMH, a B OCHOBHHIX
00JaCTAX BIKHA BOHH JIUIIIE Ty OTIOIOTHCA.

T@ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project 1 - PC, Mac & Linux Standalone <DX11>
| File Edit Assets GameObject Component Window Help

: m ‘i' _ Add... Ctrl+Shifts A
| = Hierarchy : ' Mesh 5
i Create~| GFA Effects X
» € untitled Physics i
:. Physics 2D »
Navigation »
Audio >
Video 3y
Rendering »
Layout »
Playables >
AR 3
Miscellaneous »
Analytics »
Scripts >
Event 3
i Network >
“ ul N

Pucynok 1.2- 'onoBue mento Unity 3D
Orasja npoekry (Project View)
KoxeHn npoekT MicTHTh mnanky «Assets». BMICT 1€l nmanku npencTaBiIeHO B

obnacti «Project View» (puc. 1.3). Lle pecypcu rpu: daitmu-ckpunm, 3D-moneni,
TeKCTypH, aymiodaimu, mpedadu (006'exkTH, IKi MOKHA KIOHYBATH).
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3 Project
| Create - |

¥ | Favorites  Assets
©L Al Materials
(©1 All Models

oy N X NS

& Material Material Prafabs Textures

il Prefabs
Wl Textures

|@ Move.cs

Pucynox 1.3- O6nacts «Project Viewy. ®@aiinu mpoekty

[lepemimienns: ¢ailiB MOKHa BUKOHYBaTH uepe3 ctaHnaptHuii IlpoBimHuk
Windows, BubOpaBmm «Reveal in Exlorer». Ane mpu mepemilieHHi pecypciB B

IpoBignuky Windows OynyTs BTpadeHi BCiIMOCWIAHHS MK 00'€KTaMM.

Kpare 3aBxau nepemimami ¢aiii BCepeIuHl MPoeKTy TUIbkU B «Project

Viewy.

Jlonati HOBHII pecypc B MPOEKT MOKHA JIBOMA CIIOCOOAMMU:
[lepevirnymu daiin 3 [poBinnuka Windows B o6sacts «Project Viewy.
Bukonam komanay «Assets» — «Import New Assets».
[Ipoexmn Tpu CKIIAMAIOTHCSA 3 OJHOTO a00 JMeKUTbKOX (haitmiB crieHn. KoxxHa
OKpeMa clieHa - I1e OKpemuil piBeHb rpu. CIieHH TaKk caMo 30epiraroTbCsl B Il

«Assetsy» 1 BimoOpaxkarotbesi B «Project View.

Jlesiki irpoBi pecypcH He € ¢ainamy, 1 cTBOpIoI0Thesa 6e3nocepentbo B Unity.

Jl1st cTBOpeHHST pecypcy BUKOPUCTOBYEThCA MeHIO «Createx (puc. 1.4).

Creste >

Imipart New Asset..,

Import Package 3
Export Package...
Fired Rieferences in Scere
Seiect Dependencies
— Refresh CtiisR
roje
| Croats - Reimport
il n:;mu 'a | Assets Reirripert Al
'l.lfmdnll Run AP| Updater
LAl prefabs
Open C# Project
-md aterial Prafaby Tartures m
o prefabs
W Textures

Pucynok 1.4 - Mento «Create»

Folder

€= Scnpt

Jmvascript

Shader
Testing
Playables
Scene
Prefab

Audic Mmer

Material

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture
Sprite Atlas

Sprites

Animator Controller
Animation

Animstor Overnde Controlles
Avatar Mask
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Menio «Create» 103B0JIsI€ J0JJaBaT! B MIPOEKT CKPUITTH, Nnpedaldu, manku Ta
iHie. bynp-axuii pecypc abo manky MoxHa NepeiMeHyBaTv, HaTUCHYBIIU «F2»
abo 3poOuWBIIM [Ba KIiKa MO IMEHL SIKIIO 3aTUCHY™M KHOIKY «Alt», T0 mpu
PO3KPUTI AUPEKTOPii OYIyTh PO3KPHUT 1BC1 MITUPEKTOPIi.

ILepapxis (Hierarchy)

lepapxis micTums Bci00'ekn (GameObject) Binkputoi cueHn. OO0'exTH, 110
JOJTAI0TECS B CIIEHY a00 BUIABIOTLCA 3 HEi, BigoOpakarotbcsi ab0 HaBMaKu
nepecTaloTs BigoOpaxkamics B Hierarchy (puc. 1.5).

CnaakyBanns (Parenting). B iepapxii Unity 00'exTiB MOXHa 3aJlaBaTu
yChnaaKyBaHHs. bynp-skuil 00'eKT MOXke OyTv TOYIPHIM IO BIAHOIIEHHIO JI0 HIIOTO.
JlouipHiii 00'exT Oye pyxatics 1 obepTamics pa3oM 3 OaTbKIBChbKUM 00'ekTOM. J1J1s
CTBOPEHHS JOYIPHBOTO 3B'SA3KY JOCHTh IEPETITHYTH HEOOXiTHUM 00'€KT Ha
OatbKiBChkuil 00'exT B Hierarchy.

Pucynok 1.5 — Iepapxist 00'exTiB

Cuena (Scene View)

IrpoBa ciieHa BHUKOPUCTOBYETHCS HJisi PO3CTAHOBKU OO'€KTIB (OTOYCHHS,
MEePCOHAKI, KaMepH, CUCTEeMU 4YacTUHOK Ta iHiie). CreHa Moxke OyTd IrpoBUM
piBHEM, TOJIOBHMM MEHIO, 3aCTaBKOIO (puc. 1.6).

B 2D pexwumi yrpaBiinHg € HTyTTMBHO 3po3ymimuM. Y 3D pexumi € 6e3miu
MPUAOMIB JIJIsl IEPEMILIIEHHS 10 CIIEHI:

1. 3amcHyra mnpaBa kHomka wMumii (IIKM) akmBye pexum BiTBHOTO
MOJILOTY.

2. llepemimatucs moxHa kiaBimamMu WASD Ha manep rpu B xaHpi FPS.

3. Bubepmps o00'exkT y cmucky iepapxii 1 HamcHib «F». Bux cuenu Oyne
IIEHTPOBAHO 1 MacIITabOBaHO MO BUOPAHOMY O0'€KTY.
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4. 3amcHyn kimaBima Alt ta miBa kHomka mwumi (JIKM) Oyne kpytutu
KaMepy HaBKOJIO TIOTOYHOI TOYKH OTIOPH.

5. 3amcuytni knaBima Alt Ta cepemust kHomka Mmum (CKM)  OymyTh
nepeMilaTd Kamepy.

6. 3amicHyT kiasima Alt Ta [IKM O6ynyts MacimitaOyBami BUIJIS] CIICHM.

7. 3acTocyBaTv albTCPHATUBHAM PEKUM TEPEMIllIEHh MO>KHA 3 JOTIOMOT OO
KiaBimi Q.

# Scene
| Shaded <l |2p || ¥ (<) | &7 | Gizmes * | (@Al

Pucynok 1.6 - IrpoBa cluiena
IrpoBuii Buja (Game View)

Game View - momepemHii orisa rpu (peHaep 3 IrpoBoi kamepu). Y
po3TallyBaHHI BIKOH 3a 3amMoBuyBaHHAM «Game View» BincymHid. [lns ioro
BKJIFOYEHHS MOTPIOHO BUOpami BKJIAJKYy «Game» Haj irpoBOrO ciieHoro (puc. 1.7).

Play Mode

Tpu xHOMKYK y BepxHiit yacTvHi BikHa Unity 3D BignoBifaroTh 3a ympaBiiHHSA
nonepenHiM orisiom rpu: «Play», «Pause» 1 «Step». Bci3minu, 3po0ieHi min yac
MOTIEPEIHEOTO TIEPEryIsay, CKUAAIOTHCS TPHU BUXO/I 3 HHOTO. BUHITKOM € 3MiHH B
npedadax.

Game View Control Bar

[lepmie menro, mo Bumagae B «Game View» - 11e KOHTPOJb MPOMOPILiH
300paxkeHns (Aspect Drop-down). Ha neskux mucriiesx 1e CITBBITHOIICHH S
BIIPBBHAETLCA  BiJ cTaHmaptHoro 4:3 (Hampukiag, Ha MIUPOKoGopMaTHUX
MoHITopax - 16:10).

Haumi iine xHomnka «Maximize on Playy. Skmo BoHa HamicHyTa, 10 «Game
View» po3TIryeThCcsi Ha BC1BIKHA pelaKTOpa TIPH MOTEPETHBEOMY TIEPETIIs/II.
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Knonka «Gizmos» BkJtouae BimoOpakeHHs koHTeiHepiB Gizmo B «Game
View».

OctanHs kHomka - «Stats». BoHa moka3dye CTamMCTKy pEHIEpPUHTa
(Rendering Statistics), kopucHY pu oMM BaLIii.

| Display 1 ¢/ [ Free Aspect . Maximize On Play | Mute Audio | Stats | Gizmos ~ |
< Free Aspect
5:4
413
x2
16:10
16:9
Standalone {1024x768)

Pucynok 1.7 - Game View
Incnexrop (Inspector)

GameObject - e Oyap-sxkuii 00'ekT B rpi. Cam 1o co0i 00'€KT HE BUKOHYE
niii. MoMy motpiGHi cremianbHi BIACTMBOCTI, MEpUI HDK BiH CTAHE IIEPCOHAKEM,
OTOUYCHHSIM 200 BI3yaIbHUM €(EKTOM.

O0'exTH - 1e nuIIe KOHTeWHepu. BoHM MOXYyTh MICTHTM B CcO01 pi3HI
eIeMEHTH, KOMOIHAIi SKHX IIePETBOPIOIOTH OO0'€KT B TEPCOHAK, JICKOPAIIo,
crnenedexrt. Li eneMen HazuBarothCcst KoMnoHeHTaMu (Components). 3aexHO Bij
TOrO, M0 TOTPIOHO CTBOpPHUTH, OO'€KTy TPUCBOIOIOTHCS Ppi3HI KOMOIHAIi]
KOMITOHEHTIB.

[lepenik 06'exTiB MicTuThCsl B 00acTi « Hierarchyy. fkiio B ciucky iepapxii
Mu BuOepemo Oyab-sikuii 00'ekT, T0 B obmnacti «Inspector» BigoOpa3sithcs BCl
BJIACTUBOCTI I[LOTO KOHKpeTHOro 00'ekTa (puc. 1.8). TyT ke MoxHa pearyBaty BCi
11l BJJaCTUBOCTI a00 10JaBaTH HOBI.

OO0'ekT MOke MICTHTM B €001 Taki TWIM KOMIIOHEHTIB: pO3TalllyBaHHSI B
npoctopi (Transform), memu (meshes), ckpurm (scripts), 3Byku, Jpkepena cBimia
(Lights) Ta iHII11 eeMeHTH.

Status Bar

Psnoxk ctany (Status Bar) posramoBaHumii y HIDKHIA dYacTWHI BIKHA
penaktopa. BiH BigoOpakae MOMWIKH KOMITUIAINL. SIKIIIO BUHUKAIOTh MPOOJIEeMH 3
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IpOI0, BApPTO 3aryisiHyTH B PsOK cTaHy. [lonBiliHe HamiCKaHHS HA HHOMY BIIKpHUE
BikHO KoHcoJ1 (Console), B sikoMy BiioOpakarotecs BC1moOMMIKH (puc. 1.9).

© Inspector :
@ %P | static >

Default-Material
Shader | Standard

Pucynok 1.8 - BnactuBocTi 00'exta B 06s1acti «Inspector»

Pucynoxk 1.9 - Bikno konco:i (Console)

HanamryBanHst po0040oro BikHa

MoskHa HamamToByBaT posTtamryBaHHsA (Layout) cekTopiB, mepemiryoun ix
3a 3aKJIaJKU. SIKIIO TMEepeTIrHyTH 3aKialKy B 00JacTh 3aKJIAOK BXKE iICHYIOUOTO
BikHa, TO BOHa Oyje Jd0JaHa [0 MPUCYTHIX TaM 3aKJIaJoK. TakoX MOKHa
NPUKPIUTA CEKTOp A0 Kparo eKpaHy ado Kparo IHIIOTO CEeKTopa.

Cektop MOke Oy JTOJaHO IO OJIHIET 31 CTOPIH ICHYIOUOTO BIKHA.

3akJa Ik MOKYTh BIIKPIIUTIOE BiJl TOJIOBHOTO BIKHA PEIaKTOPa 1 BKJIFOYATHUC 5
JI0 CKJIay TJIaBar0vyoro BikHA pemaktopa. [lmaBaroue BIKHO MOXKE MICTHTA CEKTOpa
13aKJIaJIKA TaK caMo, K 1 TOJIOBHE BIKHO.

[InaBaroye BIKHO pellakTOpa CXOXE€ HA TOJOBHE BIKHO, aje HE Mae€ MaHen1
iHctpymenTiB (Toolbar).
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Komnu po3TanryBanHs CEKTOPIB 3a7aHO, HOTO MOKHA 30€perTy 13aBaHTAX UTH
B MOTpiIOHMIT MOMEHT yepe3 MeHto Layout (Save 1 Load).

CrtBopenns npoekrty Unity. IMmoprt Heo0XiqHUX pecypciB.

3anyckaemo Unity.

Oo6upaemo Ha Briaam On Disk nynakr New Unity Project (puc. 1.10).

€ Unity 2017.1.771 X
Projects B New oPEN () My ccounT

In the Cloud
New Unity Project 1

Pucynok 1.10 - Cmopennst HoBoro npoekty Unity
Jlist iMmopTy HeoOXITHUX pecypciB (MaTepiaiu, TeKCTypu) BUOUPAEMO MEHIO

«Assets — Import package — Custom package» 1 mepexomumo B mamnky 3
IMIopTOBaHUMU pecypcami (puc. 1.11).
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e e e e e e e e e e e e e e e e e e e e e e e e = e

Q Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11>
| File Edit Assets GameObject Component Window Help

Create >

= Hierarcl Show in Explorer
1| Create - | | Open
vQuntit  poe
Main €
Directi Open Scene Additive

Import New Asset...

Export Package... )

Find References In Scene Carperss

Select Dependencies Characters

Refresh Ctri+R CrossPlatforminput

Reimport Effects

Reimport All Eiiapiect
ParticleSystems

Run APl Updater... Prototyping

Open C# Project Utility

—_— i
» @ Project ~ [TCORSOIETIINNIN  Vehicles

‘T tMaterial D [4[{*[

1*]®] |®

ToonLit

Selected folder Asset Store: 999+ / 999+

of LightProjec..

Pucynok 1.11 - IMmopt HeoOXimHUX pecypciB

6. I'enepanis Jangmadgry

s ctBopenns nannmadty B Unity BukopuctoByetbes 3D Object «Terrainy.
Jlnst ctBopenns nannmadTy HeoOXimHO aojaam™ B BIKHO «Scene» 3D Object
«Terrain» BuOpasmm meHio «Game Object —3D Object — Terrain» (puc. 1.12).
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____________________________________________________________________________________________________________________________________________________________

Q Unity 2017.1.1f1 Personal (84bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11>
| File Edit Assets GameObject Component Window Help

Create Empty Ctrl+Shift+N
= Hisrarchy Create Empty Child Alt+Shift+N A Renab
| Create *| [@AT 3D Object > Cube
¥ € Untitled 2D Object > Sphere
Main Camera
Directional Ligl Effects > Capsule
Light > Cylinder
Audio > Plane
Video > Quad
ut ¢ Ragdoll...
Camera
Terrain
Center On Children T
ree
Make Parent Wind Zene

Clear Parent

3D Text
Apply Changes To Prefab

Break Prefab Instance

i Set as first sibling Ctrl+=

m Set as last sibling Ctrl+- . rEe=
Gy Move To View Ctri+Alt=F S EMataria D 4% | x|

i Align With View Ctrl+ Shift+F pisisd ity dile

O Al Models
@) all Prefabs

Align View to Selected

Toggle Active State Alt+Shift+A

lIICJ

Tesselated.. Tesselated : ToonLit

¥ i Assets
L Atlas

.\ asingle
E ¥ @& Standard
i » Gl Effects

Pucynox 1.12 - Cmopennst 3D Object «Terrain»

FlareS0mm

GlassRefra. GridProject.. LightProjec. ShadowProj..

[Ipu upomy, nmangmadT crnoyaTky Oyjae MPOCTO MIOCKO piBHUHOW. OJHAK,
SIKITIO BY ITOJMBUTECS HA 1che1<10p 1010) BI/II[]J'IGHOMy o0'exTi Terrain, Bu mobaunte,
10 TaM TPEACTABICHUHN PsIi IHCTPYMEHTIB, SKi BH MOXKETe BUKOPUCTOBYBATU JIJIst
CTBOpEHHsI OyAb-IKuX MOTpiOHMX BaM daHAmadTe (puc. 1.13).

Omxe, naHamadT roToBui. 3a1aMo HoMy TeKCTypy. B mHcnekTopi 00'eKTiB
HATUCKAaeMO Ha MeH3MuK a noTiM Ha KHOTKy Edit Textures. Obupaemo nmyHkT Add
Texture.

Binkpuemcs BikHO nomaBanHs TeKcTyp 110 00'ekty Terrain «Add Terrain
Texture» (puc. 1.14).

V BikHI «Add Terrain Texture» namuckaemo «Select Texture 2D» .

V BikHi «Select Texture 2Dy BUOHpaeMo TeKCTypy, HOKUMAEMO Ha KHOIIKY
«Add» Ta nomgaemo ii 10 00'exty Terrain (puc. 1.15).
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Pucynoxk 1.14 - Bikno noaaBanHsi TekcTyp 110 00'ekTy Terrain «Add Terrain
Texture»
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Select Texture2D n Add Terrain Texture

IpaBa-9
Feitture 2D
IS 0U ) RGB ConipressediDii
2.7'MB |
ASShtc/ Tpasar dgpd |

Pucynox 1.15 — Bikao Bubopy tekctyp «Select Texture 2D»
B incnektopi 00'ekTiB HamickaemMo Ha KHOTKY «Raise/Lower terrainy,

BUOMPAEMO TEH3TUK, BCTaHOBMOeEMO po3Mmip (Brush Size), iHTeHCHUBHICTH
(Opacity) (puc. 1.16).
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Pucynok 1.16 — [ncniextop 06'extiB. KHonka «Raise/Lower terrainy

Hamickatoun JIKM mnigHiMaeMo BepilnHy, a00 HATMCKalO4d KOMOIHAIIIIO
Shift + JIKM onyckaemo. Hamuckaroun kHomky «Smooth Height» mpudupaemo

roctpi Ky (puc. 1.17).

€ Uimsty 2017.0,1F1 Personal {648) - Untitled - New Uinity Project - PC, Mar & Limg Standalone® «D11» - a x

Pucynox 1.17 — CmBopennst 00'ekty Terrain
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7. Po6oTa 3 ocBiT/Ie HHSIM 1 KaMepo1o

Jlxepena cBiDIa BUKOPUCTOBYIOTHCS JJIS OCBITICHHS CIIEHU Ta 00'€KTIB.

B Unity po3poOHHKY TOCTYIHI 5 TUIIB JKepe CBITIA:

Directional Light. HaiinpocTie mpkepeno cBimia, IMITYye COHSYHE CBITIO.
Directional Light € HeCKIHYEHHOIO MHOKUHOIO MapayieIbHUX MPOMEHIB.

Point Light. ToukoBe mxepeno cBimia, TOOTO MPOMEHI PO3XOIATHCS B Pi3HI
OOKHM 3 OHIET TOYKH.

Spot lights. [[xepeno cBimia, 110 CBITUTH 3 TOUYKU B JEAKOMY HAIpSMKY 1
BUCBITIIOE 00'€KTH TUILKU BCEpPEIHI KOHYCA.

Area Light. JIxepeno cBimia, M0 Mae IUIONIy. YSABITH C001 MPSIMOKYTHY
MaHesb, 3 IKOi BUXOAUTh CBITIO, 1ie 1 Oyne Area Light.

Light Probe Group. Oco0nuBe mxepeno cBiTia, 10 BIUIMBAE BUKIIOYHO Ha
TUHAMIYHl 00'€KTH.

Jns ctBOpeHHs kepelna cBimia Budoepemo MeHo «GameOQObject— Light»
(puc.1.18).

Q Unity 2017.1.111 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Window Help

|{'} Q» G Create Empty Ctrl+Shift+N
?mﬂ Create Empty Child Alt+Shift+N !’nn'ksﬂ ore: [MEAnim
| Craate - | (oAl 3D Object I P8 Anim
v €untitled* 2D Object I
Main Camera
Effects

Directianal Ligl
[ eran T

Directional Light

v v v N v v v

Audio Point Light
Video Spotlight
ul Area Light
Camera

Reflection Probe
Light Probe Group

Apply Changes To Prefab

Break Prefab Instance

Set as first sibling

Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected

Toggle Active State Alt+Shift+A

CupsimoBane cBit/10 Directional Light.

Jlxepena cUpsSMOBAaHOTO CBITIA B OCHOBHOMY BHKOPHUCTOBYIOTHCS IS
COHSYHOTO 1 MICSIYHOTO CBITIIAa Ha CIICHAX 3 BIAKPUTAM MpocTopoM. J[keperna cBimia
JTAHOTO TUITy BIUIMBAIOTh, HA MOBEPXHI BCIX 00'€KTIB ciieHU. Takox 11e HailmenenIie
JKEPENo CBiTIa JIsl TpadiuHOTO MpoIecopa.

Jnsa ctBopenns mxepena cBimia Directional Light BubGepemo wmenro
«Game Object— Light— Directional Light» (puc.1.19).
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File Edit fozets G

Pucynok 1.19 — CmBopenns mxepena cimia Directional Light
ToukoBe ocBiTieHHs (Point Lights)
Point light cBiTu™ Ha BC100KM 3 o/iHI€T Touku. Lle HalimommpeHie mKepeno

cBimia B irpax. JlaHWil TMI OCBITIEHHS MAa€ CEpEeIHIO0 PECYpPCOBUTPATHICTH IS
rpa¢uHOTO MpoIecopa.

Hns ctmBopenns mxkepena cBimia Point Lights BubGepemo wmenro
«GameObject— Light— Point Lights» (puc.1.20).

B incnektopi Ha Bkiaam «Lights» BctaHoBuMO mapametp «Range=60y,
napametp «Color» 3miaIMO Ha «Red», BcTanoBuMo mapametp «Intensity=50».

g {8 nat suppered for per sad Paine bghta

Shadaw Type | s Bhadney vl
o {Nens [Taxuurg) i

Hare Heon [Flare) e
Render Mode TN Al
Culling Mask | Exsrything n

Pucynok 1.20 — CtBopennst mxepena cimia Point Lights
OcsitieHHs npomuHeM (Spot Lights)

Ixepeno cimia Spot Lights cBitus B OJHOMY HampsMKy, BCeEpeauHI
KoHyca. Jl>xepena cBimIa JAHOTO TUIMY IICATHHO MIAXOASTH IS PYYHHX JIIXTAPHUKIB,
aBTOMOOUTbHMX (ap abo mixTapHux cTOBOIB. JlaHWit TWUN OCBITICHHS €
pecypco3aTpaTHIM.
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Hns  ctmBopennst mkepena cBimia  Spot  Lights

«GameObject— Light— Spot Lights» (puc.1.21).

BUOEpeMO

MCHIO

B iHcnektopt Ha Bkiaam «Lights» BctaHoBUMO mapametp «Range=60»,
napametp «Color» 3miHIMO Ha «Red», BcTanoBuMo mapametp «Intensity=60».

=
0 Cobiab - ] & Bl Acosurt._+ O Layuis I oyt - |,|i
 pprrem = = =
I 9« 'g?hr.buhl o | Etatic =
- Tag Untsgged Layer | Bl 0
Lo -,._ “Trandtorm Lo
% r Fasttion %800 Y0 Z 1A
I Iratatign Mo 11818 ¥ -31437 2 -8b.97201
e Soale %1 v i
v gt Lo
Trpe Spat ]
Rangn i
Sput Angle " W0 93E
Cinlar B
Mode Faaltins f
Intenuity 0
Indirect Humpber 1

Shadam Type

1) Eaalbima idiert besrcn shasusing

046 it s parad fur Seer sad Palint b

|ty Bhadews

Cookie Mane (Testured L]
Tiraw Hale -
Flars Noné [Flatw) e
Penitar Mode Aum -
—r— . E oy ything
M Projact e i Culling Maik Eveppthing

Pucynok 1.21 — CtBOpeHHs JKepena cBiTIa Spot Lights

IL1ocke m:kepeJio cBitiia (Area Lights)

[Tnocke mkepeno CBITIA BUMPOMIHIOE CBITIO OJHIET 31 CTOPIH MPSIMOKYTHOT
obnacti TuiomuHl. JlaHWi MO JpKepena CBiTIAa BIUIMBAaE Ha O0'€KTH BCepeIuHI
obnacTti aii. Po3mip mpsiMokyTHHKaA 3aaaeThesi BnacTuBocTIMU « Widthy 1 «Heighty.
CBITIO BUMNPOMIHIOETHCSL 3 YCIEIO MOBEPXHI MPSAMOKYTHOT oOsacti. OCKiTbku Area
Lights Bumarae Benukux O0O4YMCIIEHb WpOIECOpa, IUIOCKI JIKEpela CBiTIa
HEIOCTYIHI Mi yac rpu. ToMy MOXKJIMBE TUIbKM 3aIliKaHHS B CBITIOBI KapTH.

Jlnst  cmBopennst jpkepena cBimia Area Lights BubGepemo wmeHro
«GameObject— Light— Area Lights» (puc.1.22).
) Uminy 2017.0.1F1 Personaal {Bdiait) - Unite! - New Urity Project - PG, Mar & Ling Standalone® «<[15011 - o

| T | e (e e

# i fasets  GameObger -
1 2 Rt S
| spector |Serulied . deal
ey o e gt ttaic =
T u | Teu | Untigyed 4 Layes | Dulesiy
§hlrl ¥ n Tramdorm G
it i X -aBs ¥ 3B4 2-832
¥ 163314 0s3aT T 158787
W[DASTHMDI Y D30¥IIAR |2 DASTMON
[ G
Ares fhsba ssiy) .l
e
AR
JNITLTS
L
oo
Inndirmet Muftphef 1
rraw Hale
Flare Patie [Flain} o
Render Made [T — i
Culling Maik | Evtryahing

Add Compansnt

S wis

Pucynok 1.22 — CtBopennst kepena cBimia Area Lights

8 Project
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Kamepu € nmpuctposimMy, $IKi 3aXOIUTIOIOTH 1 BioOpakaroTh iIrpoBUi CBIT. Bu
MOXETe MaTi HEOOMEXKEHY KUIBKICTh KaMep B CIIEHI Ta HaJlallTyBaTH PEHICPHUHT
KaMepamMu B OyIb-SIKOMY TOpPSZIKY, Ha OyAb-SKOMYy MICII €KpaHy, a00 TUIbKH B
NEBHUX MOro 4acTUHAX.

Jlns  ctBopenHss kamepu BuOepemo MeHoo «GameObject— Camera»
(puc.1.23).

............................................................................................................................................................

Q Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11>
| File Edit Assets GameObject Component Window Help

E: m Create Empty Ctrl+Shift+N

. = Hierarchy L Create Empty Child Alt+Shift+N
| Create = | (oAl 3D Object >
¥ < Untitled* 2D Object >
Main Camera
Sphere Effects >
Light >
Audio >
Video >
ul >
Camera
Center On Children
Make Paren
lear Parent
pply Changes To Prefa
reak Prefab Instan
Ctrls-
Ctrl+ Alt+F
Ctri+Shift+F
Alt+Shift+ A
.
Pucynok 1.23 — Menro «Game Object— Camera»
) Unity 20171981 Pessomal if64his) - Untitlect - e Unity Projecs - PC, Mar & Linoy Santtaionet «DX11 o

File Edt Assets GameObyect Component Window Help

ll.m, :uc Ii_?u 1-F|nt.:~|nu.}

TR W e s prrrEm

edme B oA S oa| 0 mpecar | Saries -
Shaded = 20 J = - [ & Main Camera Statc =

Tag | MemEammra & Layer | Badauit i

Camura

Culling Mask

Projecoen
Field of Veew
Chgping Flanes

Vienport Rect

Depth
Randenng Path
Target Tasture
Bcdusien Culling
Allaw FDR

Aflnw MEAK
& Projest | CIcamiie o i Targat Daplay

i ; alnis ] & G0 Layer &
T Fawerites  Aseets B = Flare Layar Le

Al Hatariaiy |00 of Audin Listanar [+

Pucynox ¢ 1.24 - CtBOpeHHs1 Kamepu
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Taoaunsa 2 — BaacruBocti 00'ekTra «Camera»

BaacTuBicTh DyHKIis
Clear Flags Busnauae, siki vacTuHM expaHy OyayTh oumiieHi. Lle 3pyduHo
MIPY BUKOPUCTAHHI JIEKUTBKOX KaMep IS BIATBOPEHHS PI3HUX
€JIEMEHTIB T'pH.
Background | Komip, sikuif 3acTocOByeThes Ui (OHY TMICIIsL BIITBOPEHHS
BCIX €JIEMEHTIB, B pa3i BIICYTHOCTI CKalbOKca.
Culling Mask | Bxitouenns abo BUKITIOUEHHS 1IapiB 00'€KTIB HA PEHEP IIE 0
kameporo. [Ipru3HaueHHs mwapiB 00'€KTIB MPOBOAUTHCS Yepe3
Inspector.
Projection [lepemukae 37aTHICT, KaMEPH CUMYJIIOBATH TEPCIIEKTUBY.
Perspective
Kamepa O6yne pucyBam 00'€KTH B MEPCHEKTHUBI
Orthographic
Kamepa Oyne pucyBam 00'ekTd pIBHOMIPHO, 0e3 edekTty
TIEPCTICKTUBU.
Size (kouu PosMip 30HM BHAMMOCTI KaMmepw IS oOporpadigHoro
oOpaHuii peXUMY.
oporpagiyHui
PesKuM)

Field of view
(ko011 00Opanuid
peKuM
NepPCHeKTHBH)

[npuHa KyTa OISy KaMepH, BUMIPIOETHCS B Ipajycax Io
JIOKabHIA oci Y.

Clipping Planes

JucTaHIis, Ha sIKid KaMepa MOYMHAE 1 3aKIHIY€ PEHICPHHT.
Near

Haitommwkya Todka BITHOCHO KaMepH, sika Oyje pruCyBaTHCS.
Far

JlanpHs TOYKa BiTHOCHO KaMepH, sika OyJ1e pUCyBaTUCH.

Normalized
View Port Rect

Yomipu 3HaAYEHHS, IO BiAOOpakaroTh Te, B sAKid 00JacTi
eKpaHy OyJie BUBEJEHO 300paKeHHS 3 KaMepH, B C€KpPaHHHX
koopauHatax (Big 0 1o 1).

X

[louatkoBa moO3MIlA 00JACTI IO TOPU3OHTAII BUIY KaMEpH,
KU Oyjie pUCyBaTHCS.

Y

[louatkoBa mo3uiist 0OJACTI MO BEPTUKAI, /i€ BUJ KaMepu
OyJle pucyBaTUCH.

W (Illupuna)

[[upuna BUY KaMepH HA EKPaHL

H (Bucora)
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Bucota Buly KaMepu Ha €KpaHi.

Depth [lo3uriss kamepu B uep3l Ha mnpopucyBanHs. Kamepu 3
BEJMKMM 3HAaYeHHAM OyayTh HApUCOBaHI MOBEPX KaMmep 3
MEHIIIMM 3HAYECHHSM.

Rendering Path | Omii 1y1st BU3HaYEHHS METOJIB PEHIAEPHUHTA ISl KAMEpPH.
Use Player Settings

Kamepa BuUKOpHCTOBYE MeTON Bidyasi3allii, BCTAHOBJICHUN B
Player Settings.

Vertex Lit

Bci 00'ekn, 1m0 pHCYIOThCA LI€I0  KaMmeporo OyayTh
peHnepurbes K Vertex-Lit-00'exTa.

Forward

Bci 00'ekn OynyTs peHAEpUTHCS 3 OJHUM MPOXOJOM Ha
MaTepiai

HDR Bromrouennst Texnosorii High Dynamic Range.

3aBaanHs 10 JadopaTopHoi podoru Nel

1. CBoputi HOBHi TTpoekT Unity.

2. 3niiicHUTA HaJAIITYBaHHS HTEpQEICy.

3. 3niiicHUTH IMIIOPT pecypciB (MaTepialliB, TEKCTYP).

4. 3a nonnomororo 3D-00'ekTy «Terrainy 3reHepyBaTu JaHmmadT Ta 104aTU
TeKCTypy JaHamadry.

5. 3a nomomoroto Menio «Game Object— 3D Object—Sphere» ctBopumn 3D-
00'ekT «Sphere» Ta npuB’sa3a™ 110 HEOTO 4 TMTIH JHKepen cBimia (Directional Light,
Point Light, Spot lights, Area Light).

6. 3a pgomomororo MmeHr «Game Object—Camera» cTBOpuTM 00'€KT
«Camera» Ta TIpuB’ s13aTd  MOT0 110 00'€KTy «Spherey.

7. 3A1iCHUTA PEHICPHHT.

KoHTpoabHI 3anuTaHHsA
e  Haspims 6azoBirpadmni kommnoneHm cuctemu Unity 3D st pobotu 3
OCBITIICHHSIM Ta KaMeporo.
o [lepepaxyiite ocHoBHI eteMenTn iHTep(deticy cuctemu Unity 3D.
e  Ha3pims 6a3oBi kommoneHTn cuctemu Unity 3D nnst cTBOpeHHsS Ta
penaryBaHHs JaHAmadTB.
. JlaiiTe BUSHAUECHHS MOHATIIO «PEHIAEPUHTY.
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JJABOPATOPHA POBOTA Ne 2
TEMA: «kKOMIIOHEHTH UNITY 3D JJISI POBOTHU 3 ®I3UKOIO
3D-OB'EKTIB»

AHOTALA

Jlabopartopna po0OoTa opi€eHTOBaHAa Ha OBOJIOJIHHS CTyJICHTAMH HABHUYOK
po60TM 3 OCHOBHUMHU KOMIIOHEHTH, SIKI BUKOPUCTOBYIOTHCS ISl pOOOTH 3 (DIBUKO IO
3D - 00'exTiB.

MeTa JadopaTopHoi podoTH

Cmopenns 3D - o0'exktiB Ta BuKOpucTaHHS KommoHeHTIB Rigidbodies,
Colliders, Joints, Character Controllers st po6otu 3 pizuxoro 3D - 06'ekTIB.

Po6oTta 3 BnactuBicTio «Is Kinematic» komnonenta Rigidbody, sika Hamae
MOJKJIMBICTh BUKIIFOUEHHS 00'€KTa 3-TI{1 KOHTPOJIO (PIBUYHOTO ABMXKKA, 1 JO3BOJIUTH
nepeMilaTd Horo KiHeMaTMyHO 3a JIOTIOMOTOFO BIAMOBITHOTO CKPHIITA.

OuikyBaHi pe3yJbTaTn

VY pasi ycHnimHOro BUKOHaHHs JlabopaTopHoi poOOTM CTyneHT Oyne BMITH
BukopuctoByBa kommnoneHn  Rigidbodies, Colliders, Joints, Character
Controllers Ta ix BmacmBocTl it pobom 3 ¢PiBukoro 3D - o00'ekTB,
BUKOpUcTOBYBa™ BiacmuBicTh «Is Kinematicy ~ kommnonenta Rigidbody nns
BUKJIIOUEHHS OO0'€KTa 3-MiI KOHTPOJI (PBUYHOTO [BMXKKA, 1 KIHEMATUYHOT O
nepeMileHHsT 00'€KTa 3a JIONOMOTOI0 BIATIOBITHOTO CKPHIITA.

KoMmnione Htu i1t po6otu 3 ¢izukoro 3D - 00'exTiB

Hns Toro, mo6 ¢iBuyHa TOBEAHKA O0'€KTIB B IrpOBOMY J0JaTKy Oyiia
peaicCTMYHO0, 00'€KT Y Ipl MOTPIOHO MPABUIIBHO MPHUCKOPUTH 13a/19TM 31TKHEHHS,
rpaBiTamio Ta iHmi cuinu. BOymoBani B Unity ¢i3u4HI IBMKKHM 3a0€3MEUyIOTh Bac
KOMIIOHEHTaMHU I 00OpoOKH cUMyJislii (BUKU. 3a JIONMOMOTrOI HATAIITyBaHHS
BCHOI'O JCKUIBKOX IMapaMeIpiB, MOXHa CTBOPUTH OO'€KTH, fAKI MOBOASATH cebe
MAaCUBHO PEAiCTUYHO (TOOTO BOHU OYIyTh MEpEeMIlIaTics B PE3yibTaTi 31TKHEHB 1
NaJIiHb, aje He MOYHYTh pyXaTicsi caMiIio co0i). Kepyroun $izukoro 3a 10momMoror
CKpPHITIB, BU MOKETE NpUAATA O0'€KTy AUHAMIKY.

Unity Mae nBa okpemMux Qpi3UUHUX ABWXKKA, oauH s 3D-bBukH 1 oqud 11
2D-¢i3ukn. OCHOBHI TMOHITII 1IEHTUYHI B 000X JBIKKax (3a BHUHATKOM
Jn0atKoBOro BUMipy B 3D), ajie BOHU pealli3oBaHi 3 pI3BHUMU KOMIOHEHTAMH. Tak,
Harpukiaja, icHye komrnoHeHT Rigidbody st 3D ¢i3uku 1 anamoriunmnii Rigidbody
2D nns 2D pi3ukw.
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Posrisinemo nani ocHOBHI KOMIOHEHT! 171 pobotu 3 (pi3uKor0 3D - 00'eKTiB.
Rigidbodies (TBepne Tis10)

Rigidbody - 116 OCHOBHMII KOMIIOHEHT, 10 BKJIFOYA€ (PI3BUYHY MOBEAHKY JIs
o0'ekta. Skmo mogam xommoHeHT Rigidbody mo 00'ekTy, TO BiH HEraifHO TMOYHE
pearyBatyl Ha rpaBiTalliio.

CtBOpiTh HOBUIA MPOEKT 200 HOBY CIIEHY B TOTOBOMY ITPOEKTIL.

Honaitte 3D-o0'ekt Sphere 3a gomomorow MeHo «GameOQObject—3D
Object — Sphere», 3D-00'exT Plane 3a nonomororo MeHwo «GameObject—3D
Object— Plane» i ToukoBe mxepeno cBimia Point Light 3a momomororo meHro
«Game Object— Light— Point Light» (puc.2.1).

) Umsty 20171171 Personal (B44it] - Unatitiect - Mew Linity Project - Andrid® « D11 on DS G = a

A

oy v@ N —

Sewed Sumdud A (o Toirem  fias Tawm fbaw Toppain. fiow Torran. Sewne.t

Pucynok 2.1 — Cmopennss 3D-00'exTiB

Bubepims 3D-00'ekT Sphere na naneni «Hierarchyy. ITiciis yoro Ha maneni
«Inspector» Oyne Bimkputo nocTyn g0 BiactuBoctedt 3D-00'exkty Sphere. 3a
nonomororo  kHomkn «Add Component— Physics— Rigidbody» nonaiite
kommoHeHT Rigidbody 10 00'ekty Sphere. Jloc Ty 10 BnacTMBOCTEel KOMIIOHEHTY
Rigidbody Takoxx Oyne Biakputo Ha maHem «Inspector» (puc.2.2).

Sxmo HamcHy™ Ha KHOTKY «Play», Bu mobGaumte sik 3D-00'ekT Sphere
nanae Ha 3D-00'ext Plane min miero cumm sokiHES (puc.2.3).

Kommnonent Rigidbody mae BrnacmuBicts «Is Kinematicy, sika mo3Bosisie
BWIYYUTH OO'€KT 3-1i1 KOHTPOIIO (PIBUYHOrO ABUXKKA, 1 IO3BOJUTU IMEPEMIIIATH
foro kiHeMaTi4yHO 3a fomomoror ckpunma. 3HadeHHs «Is Kinematic» moxna
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3MIHIOBaTH  3a JIONIOMOTOI0 KOAY, L[00 BBIMKHYTM a00 BUMKHYT (QBHUKY AJs
00'exTa, ajue 11 MOXJIUBICT, BUMAarae JI0JaTKOBUX PECYPCIB.

© Inspector  [IEENEEIIEEE————
@ @ e 1) Static ~
Tag | Untagged #] Layer | Default ry|

Shader

Pucynok 2.2 — BnactuBocTi komnoneHty Rigidbody

@ Unity 2017.1.1f1 Personal (64bit) - Untitled - New Unity Project - Android®* <DX11 on DX9 GPU>
File Edit Assets GameObject Component Window Help

Pucynok 2.3 — Knonka «Play»
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BrnacmiBocTi komnonenty Rigidbody nogano y Tabm. 2.1.

Ta6numg 2.1 - BnactuBocTi komnonenty Rigidbody

BracuBicts D YHKITIS
Mass Maca 00'exTa (3a 3aMOBYYBAHHSIM B KUTOTpaMax).
Drag [loBitpsiHuit  omip, sKWM i€ Ha O00'€KT TOKU BIH

nepeMilyeTbess min  BmMBOM Iux cuia. 0 o3Hauae
BIZICYTHICTh OIIOpPY, a HECKIHYCHHICTH (infinity) mpumuHsie
nepeMileHHs1 00'eKTa.

Angular Drag

[oBiTpsiHuii omip, SIKMH /i€ Ha 00'€KT MOKHU BiH 00EPTAETHC 5
I BIUIMBOM CcWiId oOepranHs. (0 o3Ha4ae BiICYTHIC Th
oropy. Ciin 3a3Haul ™, 1110 HE MOXHA 3yITUHUTH O0CpTaHHS
00'e€KTa MUISIXOM YCTAaHOBKHU HOro KyToBoro omnopy (Angular
Drag) B HeckinuenHe (infinity) cTaHOBHUIIIE.

Use Gravity Ilpy BKJIFOUYEHH1 Ha 00'€KT JIi€ T'paBITalIis.
Is Kinematic [Ipu BKJIIOYEHH] BHIIyYa€e 00'€KT 3-1Ti1 KOHTPOJIIO (PIBUYHOTO
JBUKKA, 1 JO3BOJISIE TIEpPEeMINATd HOTO KIHEMATUYHO 3a
JIOTIOMOTOO CKPHIITA.
Interpolate 3aCTOCOBYETHCS, SIKIO MOMIMEHO TPSICKY B TMEpEeMIleHH 1

TBEpPJOrO TUIA.

- None

He 3acTocoBaHO K0JTHOT IHTSPHOJIAI.

- Interpolate

3riamKyBaHHs — TpaHc(opmarlii, 110 3acHOBaHE Ha
TpaHc Gopmalrlii 3 MONepeTHHOTO KaJIpy.

- Extrapolate

3raamKyBaHHs  TpaHc popmarii, 110 3aCHOBaHE Ha
MPHUOJIM3HOI TpaHC hopMalli HACTyTHOTO KaJpy.

Collision Detection

BukopucTtoBy€eThCS AN 3amoOraHHA — NPOHUKHEHHS
00'eKTIB, fIKl IIBUIKO PyXarOTbCsl Kpi3b IHINI 00'ekd O€3
BHU3HAYEHHS 31TKHEHb.

- Discrete
Jlis BCiX KonailnepiB CUeHM HEOOXITHO BUKOPUCTOBYBATH
Discreet-BusiBiIeHHA 31TKHEHD. Takox KOJIanzepu

BUKOPUCTOBYBATUMYTh Discreet-BUsIBJICHHSI 31TKHEHb IPHU
NepeBIpIl Ha 31TKHEHHS MNpoTM HMX. 3HaueHHs Discreet
BCTAHOBJICHO 32 YMOBYAHHSIM.

- Continuous
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BukopucToBy€eThCcst I BUSIBIICHHS 31TKHEHb  MPOTH
JUHAMIYHUX ~ KoJIaiimepiB (3 TBEepAUMMH  TUIaMH) 1
Oe3rnepepBHE BUSBIICHHSA 3ITKHEHb TPOTH CTATUYHHMX MEII
KoJaunepiB (0e3 TBepaux Til).

Tepai Tina, BcTaHoBieH1 sk Continuous Dynamic OyayTh
BUKOPHCTOBYBATH Continuous-BUsIBICHHS 31TKHEHb npu
TeCTyBaHHI Ha 31TKHEHHS MNPOTM HUX. [HII TBEepal Tila
TakoX OyayTs BukopuctoByBam Continuous-BHSBICHHS
31TKHEHb.

BukopuctoByeThcst st 00'€KTIB, 3 SIKUMH TOTPIOHO
3ITKHYTICS 32 JIONIOMOTOI0  JIMHAMIYHOTO  BUSBJICHHS
3iTKHEeHb. Bce 1me ayxe BrumMBae Ha  (BUYHY
OPOAYKTUBHICTh,  TOMY  3allUIITe  JaHe  3HAYCHHS
BCTaHOBJIeHMM B Discrete, K10 HE BiqdyBaeTe mpooiIeM 13
31TKHEHHSIM 00'€KTIB, SIK1 IIBUIKO PYyXarOThCSI.

- Continuous Dynamic

BukopuctoByeThcsi Oe3repepBHE 1 0e31epepBHE TUHAMIUHE
BUSIBJICHHS 31TKHEHb MpPOTH O0'€KTIB HATAlITOBAaHUX Ha
Oe3mepepBHE 1 Oe3lepepBHE AWHAMIYHE 3ITKHEHHS. TaKox
Oyle BUKOPHUCTOBYBATHCS  Oe€3lepepBHE  BUSBJIICHHS
31TKHEHb TPOTH CTATUYHHMX MeEIl KojauaepiB (0e3 TBepaux
Tu1). JJ1s BCIX HIIMX KoOJIaiepiB Oy/1e BUKOPUCTOBYBATHUCS
Discreet-BusiBIEHHsI 31TKHEHb.

BukopucToBy€ThCSl 11 00'€KTIB, SIKI IIBUAKO PYXAKOThCS.

Constraints

OOMexeHHsT pyXy TBEpJOTO TuIia

- Freeze Position

BubipkoBO 3ymuHSIE TIEpEMINIEHHS] TBEPAOrO Tila MO OCSX
X, YiZ.

- Freeze Rotation

BubipkoBo 3ynuHsie 00epTaHHs TBEPAOTO Tia 1Mo ocsax X, Y
7.

Colliders (Koanaiinepmn)

Konaiinepu 1e HacTynmHuMN TUI KOMITOHEHTIB, SIKI MOBMHHI OyTM JOAaHI 110
TBEpIUX TUI, 100 3aITM 31TKHEHHs. SIKIIO JBa TBEpJUX TUla BPI3al0ThCsl OJUH B
OJIHOTO, (BUYHUN JABUKOK HE OyJe MpopaxoByBaTW 3ITKHEHHsS, IOKU J0 000X
00'ekTiB He Oyze A0jaHo Konainep. TBepai Tina, sSKi HE MAarOTh KOJIAWAEepiB OynyTh
MPOCTO MPOXOAUTU KPi3b OJMH OJTHOTO MPH MPOPAXyHKY 31TKHEHb.

JaBaitre 1poxu 3MiHuMo (i3uyHi BracmBocTi 3D-00'ekty Sphere. 3HoBY
BuOepits 3D-00'ext Sphere. Ha nmanem «Inspector» 3a nonomororo kHonku «Add
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Component— Physics— Box Collider» nomaiite komnonent Box Collider mo
00'exty Sphere. JlocTymn 1o BiiactuBocteir komrioHeHTy Box Collider takox Oyje
BimkpuTo Ha maneni «Inspector» (puc.2.4).

Box Collider 6a30Buii KyO14HUN MPUMITUB 31TKHEH.

Pucynok 2.4 — Komnonenty Box Collider
BrnacmuBocti komnonenty Box Collider nomano y ta6in. 2.2.

Tabmung 2.2 - BractuBocti komnoneHty Box Collider

BrnacmuBicts DyHKITS
Is Trigger Konaiinep BHUKOpUCTOBYETbCS sl 3allyCKy MOMIH, 1
ITHOPYETHCSl (DIBUYHUM JIBHIKKOM.
Material BuzHauae, sk 1ieit KoJsiaiep B3a€MOJIIE 3 HIITIMH.
Center Io3uiist Konaiaepa.
Size Po3mipu konatinepa B Hanpsimkax X, Y, Z.

Omuum 3 mapametpie  kommnoHeHTa Box Collider ¢ Material, skuii 3a
3aMOBYyBaHHAM Mae 3HaueHHs None (Physics Material).
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st Toro, mo0 ctBOopuTM HOBUM (i3uuHKMii Material ckopucTaiitecss MeHIO
«Assets—Create—>Physic Material» (puc. 2.5).

€0 Unicy 2017111 Perscrnl (540 - Urratsad - New Lniy Prajecs - Aackoh ~D11 on DG CPU» = : ; s

Pom APt Updatar

Open CF Project

Pucynok 2.5 — CmBopennst HoBoro Physics Material
BrnactuBocti Physics Material mogano y tabin. 2.3.

Tabmuns 2.3 - BractuBocti Physics Material

BrnacmuBicts DOYHKITIS
Dynamic Friction | TepTs, 10 BHKOPUCTOBYETHhCS I Yac pyxXy. 3a3BUUai
BUKOPHCTOBYIOTbCSI 3HaueHHS B [iama3zoni Big 0 mo 1.
3HaueHHs, SKE IOPIBHIOE | BIATIOBiA€ TEPTIO SIK HA JIHOY,
B TOM 4Yac sIK 3Ha4eHHs, sike MopiBHIOE () o3Hauvae cradke
TepPT, B PE3YyIbTATI SKOTO 00'€KTy Oy/e CKIIATHO PyXaTHUCS
0e3 BIUTMBY 30BHIINIHIX CHUJL.
Static Friction Tepts, 1O BUKOPUCTOBYETHCS KOJMU OO'€KT JIEKUTH Ha
MOBEpPXHL. 3a3BHUYail BUKOPUCTOBYIOTHCS 3HAYCHHS B
mianazoni Bim 0 mo 1. 3HauenHs, ske nopiBHIoe () o3HAyae
BIICYTHICTh TepPTI, B TOM 4Yac SK 3HAYEHHS, SIKE JOpPIiBHIOE |
o3HaYaTMMe a0CONIOTHE TepTi (TOOTO OO0'€KTaM MO Takid
MTOBEPXHi OyJie CKIIAJTHO ITePECyBATUCH).
Bounciness Bkasye HacKUTbKH MPYKHOIO € TMOBEPXHA. 3HAUCHHS , SIKE
nopiBHIOE 0 O3HAYa€ HEMPYXKHY MOBEPXHIO. 3HAYEHHS, SIKE
JOpIBHIOE | mpu3Bese A0 MPYXKHOCTI, NpH KA 00'€KT He
OyJe BTpayaTi MOYaTKOBY EHEPTIIO.
Friction Combine | Bkazye Ha Te, sk KOMOIHyeTbCSI MDK COOOIO TepTI JIBOX
00'€KTIB.
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- Average
CepenHe 3HaYEHHA
- Minimum
3 IBOX 3HaY€Hb BUKOPUCTOBYETHCS Te, IO MEHIIIE.
- Maximum
3 IBOX 3HaY€Hb BUKOPUCTOBYETHCS Te, IO OUIBIIIE.
- Multiply
3Ha4YeHHS] MHOXKAThCSI OJTMH Ha OJIHE.
Bounce Combine | Bka3zye Ha Te, sk KOMOIHY€TbCS TPYKHICTH JBOX O0'EKTIB.
Bounce Combine migIpuMye TI X caMi PeXUMH, IO 1
Friction Combine pexum.

3anaiite 3HaueHHs Physics Material, sik moka3ano Ha puc. 2.6.

Pucynok 2.6 — BnactuBocti Physics Material

Honaitte moiino ctBopenuit Physics Material o komnonenty Box Collider.
Sxmo HamicHy™ Ha KHOTKY «Play», Bu moGauute sk micas nanmss 3D-
00'ekT Sphere noyne BinckakyBam Bix noBepxHi (3D-06'ext Plane).

Fixed Joints (Hepyxome 3'eqHaHHs1)

Komnonent Fixed Joints o6mexye pyx nmeBHOTo 00'e€KTa, MOB'A3yI0UH HOTO 3
HIIAM 00'€KTOM.

HaifyacTiie 1efi KOMIIOHEHT BUKOPHUCTOBYETHCS, SIKIIO B TMEBHUHA MOMEHT
yacy MOXe 3HaJoOMTMCs po3'e€qHaT™M ABa 00'€eKTH, a00 HaBMaKW, 3'€JHATH JIBa

00'ekTr 6€3 HEOOXITHOCTI 3MIHM i€papXii.

BrnactuBocti Fixed Joints mopaaHo y ta6i. 2.4.
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Tabmus 2.4 - BnacmBocti Fixed Joints

BrnactuBicts DyHKITIST
Connected Body | HeoGoB's3koBe mocunanHs Ha iHmmi 00'ekT 3 Rigidbody, mo
SKOTO TPUETHYETHCS TMOTOYHMIA 00'ekT. SIkmio mose
3IMIIATA TIOPOKHIM, OO0'€KT MPUENAHYETHCA 10 3aJaHOi
TOYKH B TIPOCTOPI.

Break Force Curna, siKy IOTpIOHO TPUKIACTH J0 00'€KTa, 1100 po3ipBaTu
3'€THAHHSL
Break Torque Kpym™uii MOMEHT, SIKMii HEOOXITHO MPHUKIJIACTH 10 00'€KTa,

100 po3ipBaTH 3'€THAHHSL
Enable Collision | Skmo Bkiaroueno Enable Collision, To 1aBa 3'emHaHuX
00'ekTa OYyTh CTUKATUCS OJUH 3 OJIHUM.

Enable BuMkHEHHS NonepeTHBO1 00poOKHU Jornomarae
Preprocessing CTaOUII3YBAaTH HEMOXKJIMBI KOHDIrypaitii.

[Ipu cTBOpEHHI IrOp 1HO/I BUHMKAIOTh BUMAJKH, KOJU MOTPIOHO, 00 00'€KTH
pyxamuch pazoM (TumuacoBo ab6o mocTtiiiHo). Kommonenn Fixed Joints
JI03BOJISIIOTH  CTIPOCTATA  peaiBalliio TMOMIOHUX CHUTyalliii, OCKUIbKM BaM HeE
JOBOJIUTHCS 3MIHIOBATU IMOJIOKEHHS 00'€KTa B lepapXii 3a JOMOMOTOK CKPHUIITIB.

MuHyC Takoro pilieHHsS B TOMY, IO BaM JOBEAETHCS 0JAaTM KOMIIOHEHTH
Rigidbodies Ha 00'exH, sKi mo1pidHO 3'eaHa™ 3a Horomororo Fixed Joints.

Honmaitte 10 3D-00'ekty Sphere xommnonent Fixed Joints. Ha maneni
«Hierarchy» Bubepite 3D-00'exT Sphere. Ha maneni «Inspector» 3a qonmoMorozo
kHOnKH «Add Component— Physics—Fixed Joint» nonaiite kommnonent Fixed
Joint 10 06'exty Sphere. Jloctyn no BimactuBoctTeir komrmoHeHTy Fixed Joint
Takox Oyze Biakputo Ha nasem «Inspector» (puc.2.7).

v« Fixed Joint =
Connected Body | & Capsule (Rigidbody) |1
Break Force Infinity
Break Torque Infinity
Enable Collision -

Enable Preprocessing 4
Mass Scale 1

Connected Mass Scale

Pucynok 2.7 — Komnonent Fixed Joint
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3'ennaiire 3D-00'exT Sphere 3 Oyab-SIKUM IHIITUM KOMITOHEHTOM Ha CIIEHI 3a
nonomoroto BnacBocTi Connected Body (B nHamomy Bumanky me 3D-o6'ext

Capsule).

Kommonent Fixed Joints oOMexut pyx 3D-00'ekty Sphere, 3'ennaBmiu
fioro 3 M 3D-06'ekTom Capsule .

4.4 Spring Joint (Ilpy:xHe 3'eqHaHHs)

Spring Joint 3'ennye npyxunHoro nBa Rigidbody-o00'ekTa.

BrnactuBocTi Spring Joint nogano y a6, 2.5.

Ta6mumg 2.5 - BnactuBocTi Spring Joint

BractuBicts DyHKITIS
Connected Body | O0'ekT 3 NpyXWHHHM 3'€THAaHHSM 3'€JHAHUM 3 IHIIKM
00’exToM. fkmo o0'ekty He mpmsHadeHo Connected Body,
TO TpykuHa Oyne 3'enHaHa 3 (PIKCOBaHOK TOUYKOKHO B
IIPOCTOPI.
Anchor Touka B JOKalbHOMY TpocTOpi 00'€KTa, HaA  SKIA

3HaxoauTbcsa Joint.

Auto Configure
Connected Anchor

Unity aBTOMaTIYHO OOYHUCIIIOE TIO3MITEO ITNKIIOYEHOT
OMOPHOI TOYKHU?

Connected Anchor

Touka B JJ0KaIbHOMY MPOCTOPI 3'€AHAHOTO O0'€KTY, Ha SIKIH
3HaxoauThCs Joint.

Spring

Cwia npyXKUHH.

Damper

3HayeHHs, MPU SKOMY MPYXKUHY CKOPOYECHO, SKIIO BOHA €
AKTUBHOIO.

Min Distance

Huwxna mexa aiana3oHy BIACTaHI, HaJ SIKOKO MPYKHHA HE
OyJie 3aCTOCOBYBAaTH OYIb-SIKY CHITY.

Max Distance

Bepxnsa mexa mianma3oHy BiICTaHi, Haj SIKOIO MPYKHUHA HE
OyJie 3aCTOCOBYBATH OYb-SIKY CHITY.

Tolerance

3MIHIOE TOJICPAHTHICTH JI0 TIOMUJIOK.

Break Force

Cuia, sIKy CJIJT IPUKIAcTH 710 Joint, 11100 po30uty oro.

Break Torque

Kpymuit momeHT, sxumii 1peba mpukiactd Ao Joint, mo0
po301TM HOTO.

Enable Collision

BusinenHst Koi3ii (31TKHEHB).

Enable
Preprocessing

BumkHeHHst MONEPEHBOT 00poOKu JoTIoMarae
CTaOUIBYBAaTM HEMOJKJIMBI KOHDIrypaitii.
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Character Controllers (KonTpo.siepu nepconaxa)

Komnonent Character Controller BUKOpUCTOBY€EThCSI sl YIPABIIHHA Bif
TpeThoi abo mepioi ocodu, ae He notpidHa ¢uka Rigidbody.

[leli KOMIOHEHT Jla€ IEPCOHAKY MPOCTUM KoJaiaep B GopMi Kamcyiu, KU i
3aBK/IM 3HAXOJAUTHCS Y BEPTUKAIHHOMY MOJIOKEHHL

Y xommnonenta Character Controller € cBoi ocobnmuBi (yHKIi 115
MpU3HAYCHHS IIBHUAKOCTI 1 HampsiMy o0'ekTa (Tadi1.2.6).

Tadomurs 2.6 - BmacmBocti Character Controllers

BrnacmiBicTs DyHKILIS

Slope Limit | OOMexye MOXJIMBICT, KoJalepa miiiiMatics MO CXWJax,
3HAUEHHS SIKMX JIOPIBHIOE a00 MeHIIe HDK BKaszaHe B Slope Limit.

Step Offset | [lepcoHax cTynuTh Ha MOBEPXHIO, TUIBKU SKIIO BOHA OJIMIKYE J10
3emiil, HDK 3aj1aHe B Step Offset 3HaueHHs.

Skin width | JIBaxonaiinepu MOXKyTb MEPETHYTUCS OJMH 3 OJHUM Ha I'IHOHHY,
ska nopiBHIoe 3HaueHH0 Skin Width. Halikpamum Bapiantom €
BCTAHOBJICHHS 1TbOr0 3Ha4eHHs piBHUM 10% Bix pajiyca.

Min Move |fkmo mnepcoHax cHOpoOye 3pylIMTM HWKYE 3a3HAUYCHOI

Distance BEIIMYMHY, TO BIH HE 3pYyMIHUTb. Y OUIBIIOCTI CHTyallii Iie
3HAQYCHHS BApTO 3IMIIMTA PIBHUM HYIIHO (0).
Center 3pyleHHs1 Koyaiiepa B CBITOBOMY ITPOCTOpi Oe3 BIUIMBY Ha Te,
K 00EPTAETHCS TIEPC OHAK.
Radius 3HayeHHs pajiyca KoJjanaepa.
Height Bucora «konaiinepa Capsule Collider mnepconaxka. 3MiHa

3HaueHHs Height postsarne konaiinep y3aoBxk oci X B oOuaBa
HaIPSIMKH.

Honaitte 3D-00'exkt Capsule 3a momomororo MeHo «GameOQObject— 3D
Object — Capsule», 3D-06'ext Plane 3a gomomorow meHio «GameObject— 3D
Object— Plane».

Ha maneni «Inspector» Bu moGaumre, 1mo o0'ekty Capsule mpm3HadeHo
KarcyiapHUM Komnaiaep (puc.2.8).
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Q Urdty 2017.0.111 Perstnsd (B0 - Untithed - New Unity Project - Androld® <DXY1 on DXS GPU» - o
Fle Edt Auet: GameObject Comporent Window Help

¥ Mk Randearar

* Lighting

¥ Hatarals

[ Eami e T atecial s
‘ Dafanit-Macsrial @

. fhader | snaudud .

lainis |

T, : I
Pucynox 2.8 — 3D-00'ext Capsule

KarcynpHuii xomaiinep HeoOXITHO BUIATWTH. J[Js IIbOTO HATUCHITL Ha
3HAUYOK 13 300paKEHHSM IIECTEPHI MPaBOPYY BiJ IMEHI KOMIIOHEHTA, SK TOKAa3aHO
Ha puc. 2.9. Bigkpuemcs MeHO, B sSKOMY BH 3Haiijgere komanay Remove
Component.

© Inspector  [SEices =

9 ¥ Capsule | [] Static *
Tag | Untagged +| Layer | Default 4]
YA Transform e,
Pasition X0 Y 2,14 Z -0.03
Rotation x[o Yo 1zlo
Scale X1 L E z1
¥ Ccapsule (Mesh Filter) (RS
Mesh | W Capsule I
¥ i ¥ capsule Collider @&
EditColli  Reset
Is Trigger ;)
) . Viov
Material None (Physich, o0l
:.m‘.r xio Move to Back
Radius 0.5 Remove Component
Height 2 Movelp
Direction ¥=Axis e e
¥ . ¥ Mesh Renderer
¥ Liariing Copy Component
¥ Materials Paste Component As New
-Siﬁ' 1 Paste Component Values
Element 0 | Default-Material T
Default-Material @,
3 Shader | Standard =
[ Add Component ]

Pucynok 2.9 — Komanga Remove Component

3aMmicTh  KamncCyjdbHOTO KoJlaliepa MpU3HAYUMO OO0'€KTy KOMITOHEHT
Character Controller. Ha manemi «Inspector» Bu 3Haiimere kHONKy «Add
Component», 3a JA0NMOMOT0I0 SIKOI MOXXKHA BIIKPUTM MEHIO 3 TMEPENIKOM THUIIB
JOCTYITHUX KOMIIOHEHTIB. Y posnuti Physics 3Haxoautscs mnotpiOHMIT  Ham
komrnoHeHT Character Controller. Ilpusznaunmo ioro 3D-o0'ekty Capsule
(puc.2.10).
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© Inspector | Services & o=
o Capsule || Static =
Tag | Un:ag_qcﬂ #| Layer Default ¥
¥ .~ Transform [wES
Position X0 Y214 Z -0.03
Rotation X0 Yo Z0
Scale X1 Yl r4EN
¥ capsule (Mesh Filter) (WS
Mesh W Capsule (o]
v . ¥ Mesh Renderer (TS
» Lighting
¥ Materials
Size 1
Element 0 & Default-Material (o}
v 4% ¥ Character Controller Q=
Slope Limit 45
Step Offset 0.3
Skin Width 0.08
Min Move Distance 0,001
Center X0 ht ] Zl0
Radius 0.5
Height 2
Default-Matearial Q@ &,
[ hade Standard z
L Add Companent J

Pucynok 2.10 — Komnonenr Character Controller

Kommnonent Character Controller 3abe3neunts npupoaHe NepeMilieHHS
3D-00'exty Capsule.

Hns toro, mo6 mnepemimati 3D-00'€kT, SKUHA BOJIOJIE KOMIIOHEHTOM
Characler Controller, HeoOxinHo ctBopu C# -CKPUNT B JAHOMY BHUIIAJIKY 3 IM'IM
ExampleClass.

Ha mnaneni Project B mammi Assets 3a JOMOMOTO KOHTEKCTHOTO MEHIO
«Create— C# Script» ctBopits (aitn C# -ckpunta 3 im'ssm ExampleClass.

[puknan C# -ckpunta ans nepeMiiierss: 3D-00'exkTy noxano y mictiary 2.1.

3a monomororo kHOTKH «Openy» Ha manem «Inspector» 3aBantaxxre Visual
Studio ta Biapenaryiite C# -ckpunt ExampleClass 3rigHo nmictunary 2.1.

Honatu ctBopenuid ckpunt g0 3D-00'exkty 3 kommnonentom Characler
Controller MoxHa IITIXOM MEPETATYBaHHS CKpUITTa Ha 00'€KT B CIICHI.

Jlicrunr 2.1 Ilepemimenns komnoHeHty Character Controller

using UnityEngine,
using System.Collections;

public class ExampleClass : MonoBehaviour {
public float speed = 6.0F;
public float jumpSpeed = 8.0F;
public float gravity = 20.0F;
private Vector3 moveDirection = Vector3.zero;

void Update() {
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CharacterController controller =
GetComponent<CharacterController>(),
if (controller.isGrounded) {
moveDirection = new Vector3(Input. GetAxis(" Horizontal"), 0,
Input. GetAxis("Vertical”)),
moveDirection = transform. TransformDirection(moveDirection),
moveDirection *= speed;
if (Input. GetButton("Jump"))
moveDirection.y = jumpSpeed;

/

moveDirection.y -= gravity * Time.deltaTime;
controller.Move(moveDirection * Time.deltaTime),

/
/

Hamichite Ha xHomky «Play», mo6 moGauumu pesynbrar pobomu C# -
ckpunma. [lepemimmam 3D-006'ext Capsule MoHa 32 10MIOMOTOIO CTPUIOK.

3aBaaHH4 10 JadopaTopHoi podoTu Ne2

1. CmBopits HOBUI npoekT Unity.

2. Honaiite 3D-00'exT Sphere 3a gomomorow meHio «GameObject— 3D
Object —Sphere», 3D-00'exT Plane 3a nomomororo MeHwo «GameObject—3D
Object— Plane» 1 ToukoBe mkepesno cBimia Point Light 3a momomororw MeHro
«GameObject— Light— Point Light».

3. Nomaiite kommoneHT Rigidbody 1o 06'exty Sphere.

4. HamucHite Ha KHOTKY «Playy, mo6 nobaunm six 3D-00'exT Sphere nanae
Ha 3D-00'exT Plane min Ji€r0 CUIU TSKIHHS.

5. 3a ponomoror kHomku «Add Component— Physics— Box Collider»
nonaiire komrnoHeHT Box Collider 1o 06'exty Sphere.

6. CmBopitb  HoBWI  ¢BuyHuii  Material 3a  g0mOMOror0  MeEHIO
«Assets—>Create— Physic Material». 3anmailite Bci HeoOXimHI BJIACTUBOCTI
GbBUYHOTO MaTepiany.

7. Honaitte ctBopenuii Physics Material 1o komnonenty Box Collider.

8. Hamichite Ha kHOTKY «Playy, 1100 no6auum sik micis naaiHHs 3D-00'exT
Sphere noune BinckakyBam Bix nosepxHi (3D-06'ekT Plane).

9. CtBopits HOBHII npoekT Unity.

10. Homatite 3D-06'ext Capsule 3a nomomororo meHio «Game Object— 3D
Object — Capsule», 3D-00'ext Plane 3a nomnomorow meHio «GameObject— 3D

Object— Plane».
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11. Jomatite no 3D-00'ekt Capsule xommnoneHnt Character Controller.

12.  Cmopite C# -ckpunt ajis nepemiinieHHst 3D-06'exty Capsule.

13. HamicHite Ha kHOTIKY «Playy, mo6 nobaunmu pe3ynbrat podom C# -
CKpHIITA.

KoHTpoabHi 3anuTanHs

e Ha3gims etamu ctmBopenns 3D - 00'ekTiB B cuctemi Unity 3D.

e Jlnsa doro y komnoneHnta Rigidbody BHKOpHUCTOBY€ThCSI BilacTUBICTh «IS
Kinematic»?

e Ha3Bite T HeBUYHOTO PyXY, AKUN 3MIHCHIOETHCS 3a IOTIOMOTOIO KOJY.

e Skumii KOMIIOHEHT J03BOJIsi€ 3ilicHIOBaTH oOeptanHs 3D - o00'ekta
HaBKOJIO 3a/1aHO1 TOYKH Ta OC1?
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JIABOPATOPHA POBOTA Ne 3
TEMA: «POBOTA B IHTEIT POBAHOMY CEPEJOBUIII
PO3POBKH MONODEVELOP»

AHoTanis
Jlabopatopna poOOTa OpieHTOBaHAa Ha OBOJIOJIIHHS CTyJCHTAMHU HaBUYOK
poOOTH B IHTETPOBAHOMY CepenoBHIIl po3podku MonoDevelop.

MeTa gadopaTopHoi podoTH
3HaMOMCTBO 3 IHTCTPOBAHMM CepeloBUIIEM po3podku MonoDevelop,
HaymamtyBanHs MonoDevelop, penaryBanns BuximHoro kojay B MonoDevelop.

OuikyBaHi pe3yJabTaTn

VY pa3i ycHiHOro BHUKOHAHHS J1abopaTopHOi poOOTM CTyACHT OyJe BMITH
CTBOPIOBATH, pearyBatd CKpUITOBI (ailii 3 BUKOPUCTAHHSIM CEpPEIOBUILA
po3po6ku MonoDevelop.

HasamryBanus MonoDevelop

MonoDevelop - ue interpoBane cepenoBuie po3podoku (IDE), mo
noctaBysieThes: pazom 3 Unity. IDE noenHye B co01 PyHKII TeKCTOBOrO peakTopa
3 J0JIATKOBUMHU MOYJTHBOC TSIMU JIJISl HATArO/PKCHHS 1 BUKOHAHHS 1HINUX 3aBJIaHb 3
VIIPaBIIHHA IIPOBUMH MPOCKTAMHL.

MonoDevelop BcTaHOBiIIO€THCS 3a yMOBUaHHsM pa3zoMm 3 Unity. Ilin uac
yctanoBku Unity, Bu MoxeTe ckacyBaTy ycTaHoBKY MonoDevelop.

[lepexonaiitecs, mo MonoDevelop BcTaHOBIEHMIT B SKOCTI 30BHIITHBOT O
penaktopa ckpunmB B Preferences 3a nomomoroto meHio «Edit— Preferencesy, a
nonM BuOepmb BkiIaaky External Tools. Skmo B onmii External Script Editor
BuOpana omiiss MonoDevelop (built-in), Unity 3anyctuts IDE MonoDevelop 1
OyZie BHUKOPHUCTOBYBATM MOTO B SIKOCTI pelaKkTopa 3a 3aMOBUYBAaHHIM Uil BCIX
CKpPHUITOBUX (pailiiB.

Crin 3ayBakum, mio B omitii External Script Editor B sikocTi pemaktopa mis
BCIX CKpurmmoBux (aimiB Moke Oy BuOpane cepenoBuine po3podOku Visual
Studio.

Ilepm mHik moyan HanmaropkeHHs koay B MonoDevelop, Bam creprny cliin
nepeBipu, 110 B Preferences, na maneni External Tools Bkitouena onms Editor
Attaching (puc.3.1).

[lepexonaiitecsi, mo B BuildSettings nuiboBoi muarhpopmu (menro: File—
Build Settings) Bkmtouenioniyi Development Buildi Script Debugging (puc.3.2).
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