I xoJa:

Jlara:

®UO yunteas: CopizapikoBa A.A.

Kiaacc:

YuacTBOBaJIM:

| He Y4acTBOJBAJIN.

Tema ypoka: Co3nanue coOCTBEHHOTO CKPHUIITa TOPH30HTAILHOTO NEpeABIKEHHS Ha si3bike CU #

Lean oOyuenus,

KOTOPbIE€ JOCTUTAKTCHA

HA JAaHHOM YpOKe

nepeaBuxkeHus Ha s3bike CU #

Hayuutb 00y4aromuxcs co31aHHI0 COOCTBEHHOTO CKPUIITAa TOPU30HTAILHOTO

ey ypoka

Bcee yuyammecs:
. 3HaTh BUBI CKPHUIITOB IJI NICPCABUKCHUA
BoabIIMHCTBO yYyammxcs:

HexoTopsble yuamuecs:
e co3/laBaTh MUHM NpoekThl Ha CU #

e Pacrno3HaTh Ha3HAYCHUS CKPHIITOB IAJId NICPCABUIKCHUA

Kpurepuu onennBanus

Bce yyamuecs: cMoOryT:
e 3HAIOT PA3HBLIC CKPHUIITHI JJIA NICPCABUKCHUA
BoJbmMHCTBO yYaluxcsi CMOIyT:

HexoTopble yuyammecss CMOIyT:
e co3maroT MuHHU TTpoekTel Ha CU #

e Pacrno3HalT Ha3HAYEHUS CKPUIITOB TSl JJIs IEPEIBUKEHUSI 0OHEKTOB

Bocnuranue ueHHocrem

Bocnuranue yBaxxeHusi K MHEHUIO APYT IPYra, OTBETCTBEHHOCTb,
KOMMYHUKATHUBHBIE CITOCOOHOCTH, KPUTHIECKOE MBITTIIICHUE

IIpeaBapurtesibHbIE Coznanue coOCTBEHHOTO CKPHUITAa FTOPU3OHTAIILHOTO MEPEABIKEHNUS Ha SI3bIKE
3HAHMS CU#
MexnpenmerHble cBsi3u | MHpopmaTika, MmaremMatuka
3amiaHMpoOBaHHbIE 3aniaHMpPOBaHHAA 1eATEJILHOCTh HA YPOKe Pecypcnl
JTaNbl ypoKa
HauaJio ypoka Opranu3anuoOHHbII MOMEHT.
5  ™muH [IpuBerctBue  ywammxcs.  Co3maHue  MOJIOKUTEIBHOTO
aMoIMoHaNbHOTO (hoHa. HacTpoii Ha pabounii ja.
[Toka3bIBao TeMy ypoKa U IeJIb YPOKa, 03BYUHBAIO KPUTEPUU Kaprouku ¢
JUIS LI YpOoKa uugpst
Jesenne Ha MOATPYyNIIbI.
Crparerus «Hymeparusa»
YuyeHHKH padoTaloT B rpyimne. [IpakTHueckas
Cepeauna ypoka | BhIIOJHAIOT NPAKTHYECKVIO padory Nel pabota Ne 1
30 mwuH

«IlepenBmxenue MIaATHOPMbI»

dDopMaTHBHOE OLICHMBAHUE:
Crpaterus «Cserodop»
KapTouyka KpacHOro 1BeTa. BHUMAHKUE, MHE HY)KHA ITIOMOIIIb;
KapTouka »eaToro nseTa: Hy)kHa HeOOIbIIas IIOMOIIb;
KapTouka 3eJI€HOrO0 I[BETA: MOXKHO ABUIaThCs AAJIBIIE, BCE
IIOHSTHO.

Kaprouku s
CTpaTeruu
ceetodop




BbINOJHAKT NPAKTHYECKYIO padoTy No2

YyeHuku co3Aar0T CBOUM MUHU NpoekThl Ha CU #

DOopMaTUBHOE OLICHUBAHUE: YUEHUKU OLEHUBAIOT IIPOEKTHI C
MOMOIIBIO cTpaTeruu «boapmon najseny»
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Konen ypoka

MHH
S Merton «PednekcuBHBIE KapTOUKM

Pedaexcus:

bru10 nHTEpECHO. ..

4 monsa, 9TO. ..

YV MeHs NOJTy4YusocCh. ..
Pacckaxy noma, 4ro...

«PednexcuBHbIe
CTHKEpBI»

&=
TSy

Juddepenunanus — kakum odpaszom Bel niianupyere

OueHuBanue — Kak

OxpaHa 310poBbs U

oka3aTh 0osbie noaaep:kku? Kakue 3axaun Bol Bb1 miianupyere codoIeHne
IUIAHMpYeTe MOCTABUTH Nepe/ 6oJiee COCOOHBIMH NMPOBEPUTH YPOBEHb TEeXHUKHU
yyamumucs? YCBOCHUSA 0e3omacHoCTH
MaTepuaJa
yyamummucs?

IIpakTH4YecKyIio padory Nel

«IlepeaBmxkenne NiaaTGopMuy

Wtak, mis co3gaHusl CKpUINTa TMepedjeM Ha BKIaaky Project, Haiizem Tam OJHOMMEHHYIO
nanky SCripts ¥ KIMKHEM Ha Hee NpaBoil KHOmKo# Mbid. Bwibepem Create -> C# Script. IMosiBurcs
HOBBIN (aiin ¢ HasBanueM NewBehaviourScript. Ilepeumenyiite ero B PlayerScript nus ymoo6ctsa. Ha

BKJIaKE InSpECtOl" BBI MOJKETC BUJACTH COACPKUMOEC CKPHUIITA.

using UnityEngine;

using System.Collections;

void Start () {
}

// Update BBI3BIBaETCS MPH OTPHUCOBKE KAXKIOTO Kaapa UTPBI

void Update () {

}

Bce CIICHAapHH1 Ha UIlity HMCIOT 110 YMOJYAaHUTIO IBa MCTOAA:

public class NewBehaviourScript : MonoBehaviour {

/] ucnionb3yiTe STOT METOI TS HHHUITHATN3AINH

JIBOWHBIM KJIMKOM OTKPOMTE CKPUNT. 3aIyCTUTHCS Cpelia pa3padoTKu
MonoDevelop, K0TOpyI0 BbI BIIOCIECTBUU MOKETE U3MEHHUTH Ha JIF000i1
yIoOHBIN A71s Bac penakTop. BoT To, 4To BBl yBUIUTE:!

. Start(): HCIOJIB3YCTCA UIA MHUIHUATIU3AllUU IICPEMCHHBIX HUJIU IMapaMETPOB, HCOGXOIII/IMBIX HaM B KOJE.




e Update(): BbI3BIBACTCSA KX/l KaJp UTPbI, HEOOXOIUM /1l OOHOBJICHUS COCTOSIHUS HT'PBI.

Jist TOrO, 4TOOBI CIBUHYTH IIATGOPMY, HaM NOTpedyeTcs ABa BH1a HH(POPMAIUH: TO3UIHS U CKOPOCTD.
Taxum 06pa3omM, HEOOXOMMO CO3JaTh JBE MIEPEMEHHBIE ISl COXPAHEHUs 3TOW HHPOPMALIUH:

public float playerVelocity;

private Vector3 playerPosition;

OOparuTe BHUMaHUE, YTO OJIHA IEpeMEHHas 0ObsBJICHA ITyOJUYHO, a BTOpasi — IpUBATHO. J{Jst yero

st0 nenaercs? Jlemo B Tom, uro Unity MO3BOJSIET PelaKTHPOBATH 3HAYCHUS MyONWYHBIX IMEPEMEHHBIX HE
nepexons B pemakrop MonoDevelop, 6e3 HEoOXOAMMOCTH M3MEHEHHS KojJa. JTa BO3MOXKHOCTH OYCHB
MIOJIE3HA B TEX CiIydasX. KOIJa HEOOXOIMMO «Ha JIETY» KOPPEKTHUPOBATh Kakoe-TO 3HaueHue. CKOpOCTb
1aT(OPMBI — OJTHO M3 TAKUX 3HAYCHH, 1 IMEHHO TIOATOMY MBI OOBSIBHIIN €TO MyOIINYHO.
Coxpanute cuenapuii B pempakrope MonoDevelop u mepeiigure B penakrop Unity. Tenepp y Hac ectsb
CIICHapHii ¥ HaAM HY)KHO TPHCBOUTH €TO0 KAaKOMY TO OOBEKTYy, B HamieM ciydae — rardopme. Beibepute
Hamry rtuiarpopmy Bo Bkiaake Hierarchy u B okse Inspectorno6aBpTe KOMIIOHEHT, KIMKHYB Ha
kHonky Add Component.

| JloGaBiieHWe HAIIETO CKPHUIITA B KOMIIOHEHT MOXKHO CIeNaTh W TO-
apyromy. Ileperammre Ham creHapuii B oOmacte kHomku Add
Component. Bo Bkiaake INSpector Bel J0KHBI  YBUICTH YTO-TO
noaoOHoe:

OOpartuTe BHUMaHHE, YTO B KOMIIOHEHTE CKPHIITa MOsABUIOCH moJie Player Velocity, kotopoe MOKHO TyT
e U3MEHUTh. DTO MOJYYHIIOCh BO3MOKHBIM O1aroapsi myOJIu4HOMY OOBSIBICHUIO IEPEMEHHOM.
YcranoBure napametp B 3HaueHue 0.3 u nepeitnure B pegakrop MonoDevelop.

Teneprs Ham Hamo y3HaThH o3uUIMIO TaThopMel: playerPosition. [[ist Toro, 4ToObl HHULIMATU3UPOBATH
MePEMEHHYI0, CIIeyeT 00paTUThCSA K 00BEKTY CrieHapus B metoje Start():

/] ucrione3yiiTe 3TOT METO TS MHUITHATH3AIIAH
void Start () {
/] omyYnM HaYATBHYIO TTO3UIINO TTAT(HOPMBI

playerPosition = gameObject.transform.position;

}

OTnu4HO, MBI ONPEAEIUIN HAYaJIbHYIO MO3UIMIO IIaT(GOPMBL, U TEMEpb MOXKHO €€ JBUraTh. Tak Kak Ham
Hamo, 4YroObl Mardopma mepemeniagach TOJABKO MO OCH X, TO MbI CMOXEM HCIOJIB30BaTh
meron GetAxis kiacca Input. Dtoii GpyHkiuu Mel nepenagum ctpoky Horizontal, u ona BepHeT Ham 1, eciu
OblIa Ha)kaTa KJIaBHIIA «BIPAaBO», U -1 — «BIEBO». YMHOXKUB MOJIY4YE€HHOE YUCIO HA CKOPOCTh U MPUOABUB
3Ty BEJIMYMHY K TEKYILIeH MO3UIMH UTPOKA, MBI U MTOJIYYHM JBUKECHUE.

Taxoxe 106aBUM POBEPKY Ha BBIXOJ U3 MPHUIIOKEHUS 110 HAXATHIO Ha KiaBuiy ESC.

BoT 10, 4TO Y Hac 10JKHO MOJTYYUTHCS B UTOTE:

using UnityEngine;
using System.Collections;

public class PlayerScript : MonoBehaviour {

public float playerVelocity;



private Vector3 playerPosition;

/] vcnionb3yiTe STOT METON TS HHUIHATN3AIAH
void Start () {
/I moyYNM HavaITBHYO TIO3UIUIO TIATGOPMBI

playerPosition = gameObject.transform.position;

/I Update BrI3bIBacTCSI MpU OTPHCOBKE KaXIOTO KaIpa UTPbI
void Update () {
/l ropu3oHTaNBHOE IBUYKEHHE

playerPosition.x += Input.GetAxis ("Horizontal") * playerVelocity;

/ BBIXOM W3 UTPBI
if (Input. GetKeyDown(KeyCode.Escape)){
Application.Quit();

/| OGHOBHM TIO3HIHIO TTATHOPMBI

transform.position = playerPosition;

}

CoxpaHuTe CKpUIT U BepHUTECH B peaaktop Unity. Haxkxmure kHonky Play u monpo0Oyiite mepeaBuHyTh
1aThopMy IPU OMOIIIN KHOTIOK «BJIEBO» U «BIIPABOY.

OnpeneneHue UrpoBor 00JIaCTH

Bbl1, ckopee Bcero, 3aMeTHIIN, UTO IIaTGopMa MOXKET IBUTAThCs U 3a Mpe/iellaMi UrPpOBOTO noJs. [eno B
TOM, YTO Yy HAaC HET HUKAKUX IMPOBEPOK Ha BBIXO/JI 32 PEEIIbl KAKUX-TO I'PAHULL.

JaBaiiTe 1006aBUM B HaIll CYILIECTBYIOIIHMI CKPUIIT €Ille OJIHY MYOJINYHYIO
IIEPEMEHHYIO U Ha30BEM €r0 boundary.

Ota nepeMeHHas OyJIeT XpaHUTh MaKCUMAJIbHYIO KOOPAUHATY
w1atgopMsl 1o ocu X. Tak Kak Mbl coOOMpaeMcs CTPOUTh YPOBHHU B
CUMMETpHUYHON (popMe BOKPYT Touku ¢ koopaunatamu (0, 0, 0), To
abCcoJIIOTHOE 3HAUYEeHHUE NTepeMEeHHOMN boundary OyaeT 0IMHAKOBBIM U AJIs
MIOJIOKUTEIILHON YacTH OCH X, U JIsl OTPULIATEIBHOM.

A tenepb no06aBuM napy yciaosuil. [Toctynum 1octaToyHo MpocTo: eciu
BBIUMCIIEHHAs! HaMU NO3u1ust Oy/eT 6osbie boundary MM MeHbLIIE -boundary, TO Mbl TPOCTO 3a/1a UM HOBYIO
MO3UIIMIO MO OCH X, paBHYIO 3HAUEHHIO IepeMeHHOM boundary. Takum 06pa3oM, Mbl TapaHTUPYEM, UTO
wiatgopMa He yeeT 3a Ipeesbl HallluX T'PaHMIl ¥ HUKOTIa He TIOKWHET UIPOBYIO 30HY. BOT Kox!

using UnityEngine;
using System.Collections;

public class PlayerScript : MonoBehaviour {

public float playerVelocity;



private Vector3 playerPosition;

// HCHOHLSyfITe 3TOT METOA I MHUIIMAJIU3allun
void Start () {
// monyduM HaYaIbHYIO MO3HLUIO TIATHOPMBI

playerPosition = gameObject.transform.position;

Add Component

// Update BbI3bIBaeTCS PH OTPHCOBKE KAXKIIOTO KaApa UIPhI
void Update () {
/l ropu3oHTaNBHOE IBUYKEHHE

playerPosition.x += Input.GetAxis (“"Horizontal™) * playerVelocity;

/ BBIXOM W3 UTPBI
if (Input.GetKeyDown(KeyCode.Escape)){
Application.Quit();

/| OGHOBHM TIO3HIHIO TTATHOPMBI

transform.position = playerPosition;

/] mpoBepKa BBIXO/a 3a TPAHHIIBI
if (playerPosition.x < -boundary) {
transform.position = new Vector3 (-boundary, playerPosition.y, playerPosition.z);
}
if (playerPosition.x > boundary) {

transform.position = new Vector3(boundary, playerPosition.y, playerPosition.z);

}

Teneps BepHHUTECH B PEAAKTOP U, IEPEKIIIOYASICh B UTPY, HAIUTE ONTUMAIbHOE 3HAYCHHE
nepeMeHHol boundary. B Hamewm ciydae nojouuio uucio 5.46. Otkpoiite Inspector u copochTe MO3UIUI0
wiatdopmsel 1o ocu X Ha 0, a mapametp Boundary BeicTaBbTe COTIACHO HAWCHHOMY BaMU 3HAYCHHUIO.

Haxxmute kHOIKY Play u yoenutech B TOM, 4TO BbI BCe cleianu npaBuibHo. [Inatdopma nomkHa
JBUTaThCs TOJIBKO B IIPEJIENAaX UTPOBOTO MOJIS.

Bxutouenue ¢pusuku

YrtoObl CTOJKHOBEHHUSI ObUTN 00JIee pealuCTUYHbIE — BOCHOJIb3yeMCs cCUMYJsien pusnuku. B 3Toif cratbe
MBI 100aBUM (hpU3HYECKHe CBOMCTBA MIUUKY, TU1aTdopMe U TpaHuLiaM nostst. Tak kak Mbl umieM 2D urpy,
To Oynem ucnoib3oBath 2D komnaiaepsl. Komnaiiaep — 3T0 OTIENbHBIN THII KOMIOHEHTOB, KOTOPBIi
MO3BOJISIET 0OBEKTY pearupoBaTh Ha KOJIJIalIephl APYyrux 0OBEKTOB.

B oxne Hierarchy Beibepem Hamry muiatdopmy, nepeiizem B Inspector u naxxmem Ha kHonky Add
Component. B nosBuBiemcs oxorike Habepem collider. Kak BbI MokeTe yBUI€Th — BapUaHTOB



J0CTaTo4Ho MHOTO. Kax/1plii KoJuIaiiep uMeeT crieupruuecKue CBOHCTBA, COOTBETCTBYIOIINE CBA3aHHBIM
00BEKTaM — MPSMOYTOJIbHUKAM, KpyraM U T.1.

Tak xak Hama matgopma UMeeT
IpSAMOYTOJIBHYIO (OpMYy, MBI OyIeM
ucnosibzoBats Box Collider 2D. Bribepurte
o - 8 1IMCHHO €ro, 1 KOMIIOHEHT aBTOMATHUYECKH
OTIPE/ICIIUT Pa3Mephl IIATGOPMEL: BaM HE
HYXXHO OyzeT 3a1aBaTh X BpydHyto, Unity
ClIeJIaeT 3TO 3a Bac.

¥ Player Script (Script)

¥ Box Collider

Cremnaiite To e camoe  JUIsl 3 TpaHuI]
(Hierarchy -> Inspector -> Add Component
-> Box Collider 2D).

ZS‘" it C MAYUKOM YyTb-4yTh 10 APYIrOMY: OH UMEET
s Kpyriayio ¢popmy. Beioepem M4 u 106aBuM
nis Hee komnoneHt Circle Collider 2D.

-
8 CL

Ha camom nene kosmaiaep OKpyKHOCTH U
NPSIMOYTOJIbHUKA OYEHB MMOX0XKH, 38 HCKITFOUCHUEM TOTO,
YTO BMECTO mapamerpa Size, onpeaessiFoUM IIUPUHY |
JUTHHY, B OKPY)KHOCTH Hcnojb3yeTcs Radius. OobscHeHus
371€Ch, TyMaeM, H3JIUIIHH.

Add Component

Yupyroe CTOJIKHOBEHUE

Jy1s Tor0, 4TOOBI HAIll MSIYMK OTCKaKMUBAaJ OT OJIOKOB, CTEH
1 watopMbl, HaM CIIEAYeT 3a1aTh MoBepxHOCTh (Material) 1 Gpusryeckoro KOMIOHEHTa, 100ABICHHOTO
panee. B Unity Bce y:xe nMeeTcsi, HaM OCTaeTcs TOJIbKO J00aBUTh HYKHBIN MaTepuall.

Otkpoiite okHO Project u Buyrpu nmanku Asset co3maiite HOBYIO manky moj Ha3BanueMm Physics. Kimukuure
110 TOJILKO YTO CO3JaHHOM IMaIKe MpaBoii KHOMKOU MbIiIH U BeIOepuTe Create -> Physics2D Material.
3anaiite Hazsanue BallPhysicsMaterial.

Kaxnast mosepxHocts B Unity mMeeT JBa mapamerpa:

tpenwue (friction) u ynpyrocts (bounciness). Bosee moapo6Ho
BBI MOXKETE MTPOYUTATH NP0 (PU3UYECCKUI IBUKOK U P
(U3MUECKHUX MAapaMEeTPOB B OJHOM U3 HAIIUX CTAaTeH PO
buznyeckuit koK. Eciu Bam TpeOyercst abComoTHO
yIIPYroe TeJo, TO CIeAyeT BBICTaBUTh TpeHue Ha 0, a ympyrocrb
Ha l.

Ceiivac y Hac eCTh TOTOBBIN MaTepua, HO OH MOKa HUKAaK He
CBsI3aH C M4YOM. BriOepuTe 00BEKT Msiua BO

BKJIasake Hierarchy u B okue Inspector Be1 yBuanTe

nosie Materialkomnonenta Circle Collider 2D. Ileperamiure
CIO/Ia HEJTABHO CO3JIaHHBIN MaTepHall.
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Collider 2D

Jlo6aBienue kommnonenta Rigid Body

Jli1g Toro, yTOOBI HAIll MSIYMK JIBUTAJICS MO KOHTPOJIEM (DM3HUKH, MbI IOJKHBI J00aBUThH €MY €Il OJUH
kommoneHT: Rigid Body 2D. Bribepure 00bekT Msiua B okHe Hierarchy u 1o6aBbTe BBIIICYTOMSHYThIH
KOMIIOHEHT — XOTh OH M UMEET HECKOJIBbKO MapaMeTpoB, HaC HHTepecyeT ToJbKo oauH: Gravity Scale. Tak
KaK Halll IapuK OyAeT JBUTaThCs TOJIBKO 3a CYET OTCKOKOB, TO MBI 33JaJIUM 3TOMY napamerpy 0 — Takum
00pa3oM MBI TapaHTUPYEM, UTO TpaBUTALIMS HE Oy/IeT pearupoBaTh Ha 00BEKT. Bce ocTaibHOE MOXKHO HE
MEHSTb.

IToBenenus mapuka

JaBaiiTe co3maaum ISl IapuKa OTAEIbHBIA CKPUIT
Linear Drag 0 (croBa Bocmosib3yeMcst C# B kauecTBe s3bIKaA
SHOREES .03 porpaMMHUpoBanus) U Ha3oBeM ero BallScript.

. CBspKHTE CO3aHHbIN cKpHnT ¢ 00nekT (Hierarchy ->
Inspector -> Add Component).

¥ Ball Script (Script)
Script [ BallScript

. Add Component
Add Component

Hepez[ TEM, KaK Ha4aThb IMUCAaTh CKPHUIIT, I[aBaﬁTC
OIIpeCAC/IMM MMOBCACHNEC HIapHKa:

1. Ilap umeer aBa COCTOSIHHSI: HEAKTHBHOE (KOTIa OH B Ha4yaJie UTPbl HAXOAUTCS Ha TUIATPOpME) U

aKTHBHOE (KOT/Ia HAXOJUTCS B JIBMXKCHUN ).

[Ilap OyzmeT cTaHOBUTHCS AaKTHBHBIM TOJILKO OJMH Pas3.

Korna map cTaHOBUTCS aKTUBHBIM, MBI IPUMEHSEM K HEMY CHITY JUIS TOTO, YTO OH Havaj JIBUKCHUE.

4. Ecnu mrap BBIIIEN 32 MPEJIENIbl UTPOBOTO TOJIsI, OH IIEPEBOIUTCS B HEAKTUBHOE COCTOSTHHE U TIOMEIIACTCS
Ha Tathopmy.

wmn

OCHOBEBIBasICh Ha 3TOH I/IH(I)OpMaI_II/II/I, ):[aBaﬁTe CcOo3JaauM riao0anabHBIE
nepemennsie balllsActive, ballPosition u balllnitialForce:

private bool balllsActive;
private Vector3 ballPosition;
private Vector2 balllnitialForce;

Temnepb, koraa y HaC ecTh HAOOp MEPEMEHHBIX, MbI JIOJDKHBI IOJITOTOBUTH 00BeKT. B MeTone Start() mer
JOJIKHBI:

e CO3/aTh CHIy, KOTOpasi OyJeT MPUMEHEHa K I1apy;
e IIEPEBECTH IIap B HEAKTUBHOE COCTOSTHMUE;



e 3AalIOMHUTH IMO3HULIMIO 1Iapa.

Bort, Kak 3T0 MOXXHO CCIAaTh:
void Start () {
Il cozmaem cuity
balllnitialForce = new Vector2 (100.0f,300.0f);

[/l mepeBoAMM B HEAKTUBHOE COCTOSIHHE

balllsActive = false;

/] 3aTTOMUHAEM TIOJIOKEHUE
ballPosition = transform.position;

by

Kak BBI Morin 3aMCTUTh, CHUJIa ITpUJIAracTCsa HE CTPOTro BEPTUKATIbHAA, 4 HAKIIOHCHHAS BIIPAaBO — IIAapUK
6yneT JABHUIaTbCA IO AUaroHaliu.

Hanee, B metoae Update() Mbr Boctiob3yemcst cTanaapTHO# kHomkoi Unity — Jump. M3HagansHO 1o
ATOM KHOTIKOM TMOApa3zyMeBaeTCs MpoOest, HO 3TO MOYKHO U3MEHUTH:

void Update () {
Il mpoBepka Ha)kaTHs Ha TIPOOE

if (Input.GetButtonDown ("Jump™) == true) {

¥

CJ'IG,Z[YIOH_II/IM marom ABJIACTCA IMPOBEpPKaA COCTOAHUA 11apa, IOCKOJIbKY 3a4aTh CUJIYy HaM HaJa0 TOJIBKO B TOM
cj1ydac, €CJIM Hiap HaXOAUTCA B HCAKTUBHOM COCTOSIHHUM:

void Update () {
Il mpoBepka Ha)kaTHs Ha IPoOe
if (Input.GetButtonDown ("Jump™) == true) {
/] mpoBepka coCTOSTHHMS
if (YballlsActive){

¥

Ecau MMPEAIIOJIOKUTDL, YTO Mbl HAXOJAUMCH B HAYAJIC UT'PBI, TO MbI NOJIKHBI IDUMCHUTDH CUITY K IIApy U
YCTAHOBHUTH €0 B aKTUBHOC COCTOSHHEC:

void Update () {
// mpoBepka HaxkaTusl Ha IPOOEI
if (Input.GetButtonDown ("Jump™) == true) {

I/l mpoBepka cocTosiHUS



if (balllsActive){
Il npumenum cuity
rigidbody2D.AddForce(balllnitialForce);
I/ 3amaaum aKTUBHOE COCTOSIHUE

balllsActive = !balllsActive;

ks

Ecnu Teneps BBl BKIIIOYHUTE UTPY, TO, HAKAB Ha MPOOEI, map JeWCTBUTEIFHO HaUYHeT ABMKeHne. OIHAKO BB
MOKETE€ 3aMETUTh, UTO MY B HEAKTUBHOM COCTOSIHUM BEJIET ce0s HE COBCEM MPaBUIIbHO: €CIIU MbI OyZieM
JBUTaTh MIaTPOpPMY, TO MY JIOJKEH JIBUTAaThCSl BMECTE C HEHM, HO Ha CAMOM JIEJIe OCTaeTCsl Ha peKHel
no3uuu. OCTaHOBUTE UTPY, JaBANUTE HUCIIPABUM 3TO.

B merone Update Mbl 10JDKHBI IPOBEPSITH COCTOSIHUE MIAPUKA, M B CIIydae €CIM OHO HEAKTUBHOE, HaM HAJI0
3a/1aTh MO3UIMIO MSYMKA 110 OCU X TaKUM K€, KaKO€ OHO Y MIaT(HOPMBI.

Pemenue nocrarouHo mpocToe, HO Kak HaM MOJYYUTh KOOPJAWHATY COBCEM JIpYroro oobekra? D1eMeHTapHO
— MBI c03/1a1uM nepeMennyto Trima GameObject u coxpaHuM cChIIKY Ha 00BEKT MIaTHOPMBI:

public GameObject playerObiject;
Bepuemcs x metoay Update():
void Update () {
Il mpoBepka Ha)kaTHs Ha TIPOOeET
if (Input.GetButtonDown ("Jump™) == true) {
I/l mpoBepKa coCTOSTHHS
if (YballlsActive){
/] mpuMeHuM crty
rigidbody2D.AddForce(ballinitialForce);
/] 3ama1M aKTUBHOE COCTOSTHHE

balllsActive = !balllsActive;

if (YballlsActive && playerObject != null){
// 3a1aeM HOBYIO MO3UIIMIO MIAPUKA

ballPosition.x = playerObject.transform.position.x;

/l ycranaBiMBaeM MO3MILHUIO HIapa

transform.position = ballPosition;

¥

CoxpaHuUTe CKpUIIT U BEpHUTECH B penakTop Unity. Bel HaBepHSKa 3aMeTHIIH, YTO
nepemeHnHas playerObject oObsiBICHA, HCIIOIB3YETCS, HO HUTJIE HE MHUIIMAIM3UPOBaHa. J{a, Tak U eCTb.



YroObl e MPOMHHUIIMAIU3UPOBATS, NiepeiiuTe Bo BKiIaaKy Hierarchy, naiinure map u B
okHe Inspector naitnute komnonent Ball Script. ¥V nannoro kommnonenTa ectb napametp Player Object, B
HACTOSIIEE BPEMSI IYCTYIOLIUIA:

Haitnute Bo BKiIagke Hierarchy namry miatdopmy u neperamute ee Ha mosie Player Object. 3anycture
Urpy, HaxxaB KHonky Play, u yoenurech, 4o Bce paboraer.
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