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Unity3D

Unity3D - 3170 KpOCHAQTAOOPMEHHbBIM MIOOBOM ABMXKOK

Wikipedia:
Unity — 370 MYyABTUNAQTAOOPMEHHbBIM MHCTPYMEHT AAS
PA3PADOTKM ABYX- M TODEXMEPHbIX MPUAOXKEHMM U UTP

NioHb 2005, Unity 1.0.1. [lepBbint peAmns.



VlrpoBon ABV>KOK



IlrpoBon ABVI>KOK
Wikipedia:

UrpoBoM ABUXKOK — 3TO

LLEHTPAAbHbIM MPOTNPAMMHbIM KOMMOHEHT
KOMIMbIOTEPHbLIX 11 BUAEOUID UAM APYTUX
MHTEPAKTUBHbBIX MPUAOXKEHUM C TOACOMKOM,

00pPADATLIBAEMOU B PEAABHOM BPEMEHM.




Vrpsor

Hearthstone: Heroes of Warcraft
King's Bounty: Legions

Game of Thrones: Seven Kingdoms
MechWarrior Tactics

Deus Ex: The Fall

Call of Duty: Strike Team

The Room

Gloria Victis

République

Wasteland 2

Dead Trigger 2



[IaaTpopmbl

Windows

Linux

Mac OS

Android

Apple iIOS

A TAKXKE UTPOBbLIX KOHCOAEU M APYTMX TOAXKETOB:
Wi
Sony
PlayStation 3
XBox 360
IPhone.



Hewnrposoe ripumMmeHeHune

CoO3A0HME BUAEO MPE3EHTALMM
PA3AMYHbBIE KMOAE3HbLIE) MPOTPAMMBI
AOMNMOAHEHHAA PEAABHOCTb

AN3ANH MHTEPbLEPOB







YUTo yMeeT

CyLLECTBYET BO3MOXHOCTb CO3A0BATbH MHTEPHET-
MPUAOXKEHUSA MOCPEACTBOM NCMOAb3OBAHMA MOAYAS,
MNOAKAKOHOEMOTO K Bpaysepy Unity3D.

Bce npuAoOXeHMa, CO3AAHHbIE C MOMOLLLBIO Unity
OOAQAQIOT NoAAEpPXKKOM DirectX m OpenGL.

AN OOPABOTKM APU3MKM MCMOAB3YET ABMXKOK OT
nVidia Ageia PhysX.




Hp()CTOTa

CO3A0HMNE UTP eLLLE HMKOTAQ HE ObIAO HOCTOABKO
AOCTYMHbIM U MPOCTbIM.

BCTpOEHHbIE B CpeAy pA3pADOTKM ABUXKKO
NPOrPAMMHbBIE CPEACTBA MO3BOAJIOT HO AETY
TECTUPOBATbL MPOU3BOANTEABHOCTb MPUAOXKEHMS,
CKOPOCTb OTPUCOBKM MOAJOUKM 1M MCTMOAb3OBAHUE
NPUAOXKEHMEM NMAMATA.




OcoOeHHOCTU

LLIMpOoKne BO3IMOXXHOCTU MMIMOPTA

MoOLLLb, TMOKOCTb M OECKOHEYHAS PACLUMPIAEMOCTD
Mope NAArMHoB

Assets Store - MarasmH KOMMOHEHTOB

HaAm4yme 6eCcnAATHOM BEPCUM C HEKOTOPbIMM
OrPAHMNYEHMIMM

CKUHHWMHT
KpoccnAaTdhoOpMEeHHOCTb



7
wads. amned ., "




CueHapum Ha C#, JavaScript (MoandomkaLms)
M Boo;

[TOAHQOS MHTErPALMSI UTPOBOTO ABMXKXKO CO CPEAOMU
PA3PADOTKM, 4TO AQET BO3IMOXKHOCTb
HEMNOCPEACTBEHHO B PEAOKTOPE MNPOBOAUTD
TECTUPOBAHME UTPBI;

Drag&Drop;

[TOAAEPXKKA UMMOPTA MOAEAEN U APYTUX PECYPCOB
113 OOABLLIMHCTBA MOMYAAPHbIX TOAdOMYECKMX
naketoB - 3DS MAX, Maya, Blender;




[TOAAEPXKKA AMHOMWYECKMX TEHEM M OOBEMHOTO
3BYKQ;

BCTPOEHHOI MOAAEPXKA CETUH,

OCYLLECTBAEHO CUCTEMA HOCAEAOBOHMA OOBLEKTOB;

ECTb peLLeHme AAT KOAAEKTMBHOM PA3DADOOTKM
—Asset Server;

BO3MOXHOCTb MCMNOAb3OBAHMA CUCTEM KOHTPOAS
BEPCUM;
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File Edit Assets GameObject Component Window

m 4*' l =) } o =8 Center| ® Local it
e . MHCTpyMeHTbI
# Scene | € Game e

.= ‘=Hierarchy |
| Textured +|| RGB % | | <) Gizmos ~ | (arAll

Help

[ Layers - | [ Tall - |

© Inspector | &=
Create v,,f‘,'AII,, P ) )
Main Camera \

Wepapxus 06bekToB

WHcnekTop 06beKTOB

4
L]

< Persp

KT

Create ~| (@ SN

. /Favorites | Assets

This folder is empty

Kamepalaa
.




m = Center| @ Local

# Scene [ € Game = Hierarchy

+| | RGB 3|

| Textured | <) | Gizmos ~ | (@rAll | Create ~| (GrAll

Button Menu
Button Menu
Button Menu

Directional light
Main Camera

New Text
New Text
New Text

< Persp

Player
wall
wall
wall
wall

Button Menu Levels

New Text Mepapxusi 06beKToB

& Project ‘
A Create Q
A A rFavorltes

v Assets

&l Materials
&l Menu

&l Object
&l Prefabs

i Levels
&l Scripts

MpoexkT

& Standard As

bEKTal QAQM,QPA’J_) [Layers - ] [Tall v ]
AN SIS S
\ © Inspector | &=
@ ™ Main Camera []static =
i Tag | MainCamera | Layer | Default 3
¥ .. Transform %,
Position
X 0.0985868 Y 1.524645 Z {-10
Rotation
X 0 Y 0 zZ 0
Scale
X 1 e 1 Z11
¥ ¢ [V Camera @ %
Clear Flags | Skybox 3
Background ==y
Culling Mask | Everything 3.
Projection | Perspective &
= -= Field of View — J— | 8 6
[4|% | % Clipping Planes
| Assets » Scene » |l o Far (1000
Levels “ | Normalized View Port Rect
X 0 0 0
w 1 H ik
Depth -1
Cevels Rendering Path | Use Player Settings :
Target Texture None (Render Texture) @
HDR Ll
» L' MGUILayer %,
» w MFlare Layer *
Menu ¥ @ ¥ Audio Listener *
@ [ Add Component
CueHbl NpoeKTa
Option A,g,,,,,,, 7PQ,,, o
—

(*) Default GameObject Tag: Finish already registered



= Hierarchy © mnspector  [I———"—

| Create - | (&ra ’ | Button Import Settings*— HazBaHue %,
Achive (all (3 o : 7
5 | Rl | Open... || Execution Order... |
ox
Box Door " ¥ None (GameObject) o)
Box
Button Imported Object
Directional light using UnityEngine;
:::.:.o';‘ public class Button : MonoBehaviour
inis {
Ground
> Player Wepapxus o6bekToB public GameObject door;
wall private int colliderCount = 0; -
wall Unbelievable code
& void OnTriggerEnter(Collider other)
wall { _
Wall if(colliderCount == 0)
wall i y
wall lf(door.actlv.eSeIf == true)
| door.SetActive(false);
@ Project transform.localPosition += new Vector3(0, 0, 0.3f);
J e '| @ \I o I N l * renderer.material.color = new Color(1, 0, 0);
! " }
V{} Favorites Assets » Scripts colliderCount++;
@AII Materials - - -
%AII Models npoOeKT - \\ N b
All Prefabs . . : : : :
1 1 void OnTriggerExit(Collider other)
©! All Scripts (‘ﬁ' c# Lt {
colliderCount--;
v &5 Assets Achive ButtonOpe... if(colliderCount == 0)
&3 Materials — = — b ;
if(door.activeSelf == false)
¥ & Menu j \‘ \\ door.SetActive(true);
& Button CKpUNTHI s I u transform.localPosition -= new Vector3(0, 0, 0.3f);
& Materials R (# C'ﬁ' (# renderer.material.color = new Color(0, 1, 0);
(& Scripts ; — b
ﬁText ButtonRepl.. ButtonStatic Finish ) }
& Object S N o
&3 Prefabs h \\
¥ 53 Scene ( i1 ( i C 13
&l Levels b3 # by

PlayerCont.. Teleport TextAction



3| © mspector GRS
‘ e PlayerSettings

Settings for PC, Mac & Linux Standalone
[Risolut'ion and Presentation

[I(Ol.

[Spllsh Image

B wocd  nnavdopma

e BlackBarry
&7 windows score apps
' windows Phone 8
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£\ Unity - AngryBots.unity - AngryBots - PC and Mac Standalone*

File Edit Assets GameObject Component Terrain Tools Window Help

& W S W eicenter T leea ST Layers v/ [Wide ol

# Scene € Game -= | © Inspector W=
Textured : RGB s ) Gizmos All ¥ RobotArm ¥ Staticv

}} S X y Tag |Untagged ¢ Layer Default 3

. Model Salect Revert Open
~ v | Transform %,
Position

X -2.51401 Y -3.376257 Z -49.51083
Rotation
X0 Y 1574707 20
Scale
X1 Yo
v B Poly Surface 479 (Mesh Filter) A 3%
Mesh & polySurface479
¢ M ¥ Mesh Renderer [8:3
Cast Shadows v
Receive Shadows 4
I Materials
Use Light Probes
. ¥ @ ¥ Animation W %,
Animation None (Animation Clip) 9
» Arimations
Play Automatically v
Arimate Physics i
Culling Type Always Animate

™~
(=

.
¥

BN robot_ Arm_Diffuse m %
"o Shader "AngryBots/ReflectiveBackgroundArbitrar)G « Edit..

~ Base
Tiling Offset
%3 1]
()
gt 0 Select

Normal None
(Texture)

Tiling Offset

E & 0
Wk 0 Select

Cube

= Hierarchy .= | = project = Tiling Offset
Create « U Create « Afl %1 0
» ComputerTerminals 8 AngryBots y 1 0

: ;I:ct:]: i::ﬁ-:qy:izt:s OneMinusReflectivity a
» Doorframes i Editor

» Generators i Explosions

» Hoses i Fonts

» LayOut i Gizmos

> LightCards % Materials

» Lights(prefabs) 8 Objects

» Pipes i physicMaterials
» Plants i Prefabs

¥ Railing % Resources

» RobotArm i Scenes

A Assets/Scripts/Editor/ReplacePrefabInstances.js(20,72): BCW0012: WARNING: 'UnityEditor.EditorUtility InstantiatePrefab(UnityEngine.Object)’ is obsolete. Use Prefabltility InstantiatePrefab
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GameOQODbiject (c#)

HacaAeayetcd ot Object

BA30BbIM KAQCC AASA BCEX CYLLLHOCTEM B UNity CLEHAX



Component (c#)

HacaAeayetcd ot Object

BA30BbIM KAQCC AAQ BCETO MPUKPEMNAEHHOIO K
GameObject

ACQHHbIM KAOCC HUKOTAQ HE MHULIMAAM3MPYETCS
HOMPSIMYIO

GameObject — COAEPXKUT KOMMOHEHTDI



GameObject + Component

B eD: Smspector [ I
@ ¥ Main Camera
HeBO3MO)KHO CO3Aqu Tag [MainCamera GJ Layer [Default :J
GameObjec:’r ¥ . Transform [ %,
Position
6e3 Transform — component. |5 e B0
Rotation
©nspector [ |45 Yo 20
| '.GameObject Scale
Tag | Untagged  # | Layer | Default : X [1 Y1 zZ1
» .  Transform % | |v &M Camera L,
Clear Flags Skybox :
2 Back Ground Color L W
KOTOPbIN 3AAQET MO3ULMIO,  |pNormalized View Port Rect
Near clip plane 0.3
[MOBOPOT U T.IM. Fac - lip plaie 1000

Ciald afiiiad.. =N



Apyryie KOMIIOHEHThL

©nspector  [IIIEE
@ o [Main Camera  * GUlLayer
| Tag | MainCamera.,iJ) Layer LDefaultui)

« Flare Layer

 Audio Listener



Behaviour (c#)

YHacAeAOBOH oT Component

[loBeAEHME, KOK KOMIMOHEHT, MOXXET ObITb OTKAIOYEHO U
BKAKOHEHO.



MonoBehaviour (c#)

HacAeAyeTcs OT KAacca Behaviour

BA30BbIM KAQCC AAS KOXKAOTO CKPUNTA
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Co3aaHue

STCHﬁ()' using UnityEngine;
) using System.Collections;

npu ctaprte
public class NewScript : MonoBehaviour {
UpdGTe(): // Use this for initialization
- void Start () {
HA KA>XXAbIN

Kaap :

// Update 1s called once per frame
void Update () {

}



# Scene € Game .= ®Inspector PR
| Textured :| | RGB |0 | <) Gizmos 7| (arAll ‘ ¥ Cube []Static v %
¥ Tag |Untagged 3| Layer |Default 3|
‘ b .~ Transform G %
> 8 v . Cube (Mesh Filter) i,
Mesh |#% cube o)
¥ iy ¥ Box Collider @ =
< Persp Is Trigger -
Material None (Phvsic Mate ©
Center
X |0 Y 0
Size
X i1 Y 1
¥ . [¥MMesh Renderer
Cast Shadows v
Receive Shadows [
¥ Materials
Size 1
Element 0 () Default-Diffuse®
Use Light Probes L]
‘ Default-Diffuse
Shader | Diffuse
Main Color
Base (RGB)
(Texture)
Tiling
1 L bBelect
1
Add Component -

Preview L

Preview L




W AN TV

; Q| ) } » .~ Transform o,
; ¥ . Cube (Mesh Filter) <,
" Scripts r' Mesh il cube o
: i ¥ s ¥ Box Collid < O
-] Button Open Two Door . u?rigger i .E) =
Button Replays Material [None (Phvsic Mate ©
|| Button Static Center
= , x [0 y [0 |2
5] Camera Relative Control si“l z Ad 210 I
G| Finish xi___ vl lzfi ]
|| First Person Control e— ¥ L Mesh Renderg ue
. Cast Shadows
@ Follow Transform Receive Shadows [
) Joystick - ¥ Materials
Size 1
[@ New Script Element 0 J Default-Diffuseo
D x| Oblique N..,‘ ' Use Light Probes [
U G| Player Controlier ™ g i (sr.;:s)usmm 6;
]_] Player Relative Control 9 :
s Default-Diffuse o,
hﬂw b Shader | Diffuse Edit
Add Component v s Main Color -
M_‘n ~  [Bose(RGE) Tione
- .
Qse LIgNT ¥rooes LJ . § Tiing Offset
' 5 (| [¥ New Script (Script) &, ?" g
v Secript (=] NewScript o
‘s: e D P . *’f Add Component
< ....------“' Preview L




NasMmeHM CKPUIIT U
3aHyCTMM!

1|=|/|using UnltyEnglne,
using System.Collections;

J

(98] [

(¥ 8

-/ public class NewScript : MonoBehaviour {

n

s

7 // Use this for initialization
g |- void Start () {

9 Debug. Log("- am alive™);

~ 3-- L BN BN BN BN BN BN

6 }




3amMeHM CKpUIIT

using UnityEngine; | © Inspector _
using System.Collections; §9 Micube _| LiStatic v
Tag | Untagged ¢ Layer Default $
) . ] b .~ Transform @
public class NewScript : MonoBehaviour { Y .. Cube (Mesh Filter) @ o
public string NameObjectTest:; Mesh il Cube
¥ iy ¥ Box Collider IR
TR SR A \ Is Tngger L)
// Use this for initialization Material ‘None (Phvsic Materi ©
void Start () { Center
Debug.Log ("I am alive" + NameObjectTest): X [0 (Y 0 'z
} Size
X 1 | ¥ i1 zZ 1
o e s ¥ _ ¥ Mesh Renderer (FIE-3
// Update 1s called once per frame Cast Shadows
VOJ.d Update () { Receive Shadows ﬂ
¥ Materials
Size 1
} é @enkOm = = @ Darfaylt- gﬁuu o
} #se Light Probes LJ e
¥ G| ¥ New Script (Script) Qo
Scnp ip
Name Object Test 1
Default-Diffuse &’
Shﬂdn - = o Edit..
([

[ AAdA Famnanmant ]
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Blur shader

Blur shader (Pro Only) v

Category: Shaders
Publisher: Anamaria Todor
Rating: * K & &

Price: Free

Open in Unity RIS ] $184

Requires Unity 4.1.0 or higher.

As Unity only provides blur as a post-processing
effect, | developed a simple shader that would
display the image behind it with a gaussian blur
effect applied to it. The intensity of the effect can
be tweaked using a slider.

IF YOU ARE SEEINGC THE DEFAULT PINK SHADER:
This Shader uses CrabPass for taking the image
behind it. CrabPass internally uses
RenderTextures, which are a Unity Pro feature. So
unless you have Unity Pro, I'm afraid you will not
be able to use this shader.

For a demonstration, access my blog.




Interactive Tutorials Series

Interactive Tutorials Series 1

By Coding Jar Studios, Free

The first interactive Unity tutorial. What does that mean?
Well it means you load up the tutorials inside the Unity
editor, hit play, and you're learning’ | guide you step-by-
step through the process of manipulating scenes, setting
up physics, and using cameras.

There are no tomes of text to read, no videos to wait
through, and no pictures to decipher. You'll hear my voice
tell you what to do and as soon as you've done it, we're
off to the next step. This is the fastest way to learn Unity!

Open Asset Store

Requires Unity 4.1 or higher. Update now.




Logitech Gaming SDK

Logitech Gaming SDK

Category: Scripting/Integration

Publisher: Logitech Gaming
Rating:
Price: Free

" open in uniy Jalow] 3

Requires Unity 4.0.0 or higher.

The package enables control to Logitech
Gaming products.

Asset content

- Logitech Gaming LED Backlighting SDK

- Logitech Gaming CG-Keys SDK

- Logitech Gaming LCD SDK

- Logitech Steering Wheel SDK

- Documentation

- Sample scripts to help integrate Unity games with
Logitech G-series products.




FPS Control

FPS Coanol

By Tornado Twins, Free

FFS Control is the largest open game project in the Unity
communities, lead by the TornadoTwins

Included in the package are:

- NEW: Weapon Control {create any fps weapon)
- NEW: Build Control {(medeling & texturing in Unity

€> FPSCONTROL

FULL FPS GAME WITH EDITING TOOLS




Unity Extras Toolbar

Unity Extras Toolbar v

Category: Editor Extensions /Utilities
Publisher: ByDesign Cames

Rating: * % K K
Price: Free Extras

open inunity Wala]v] £
Requires Unity 3.5.7 or higher. Pr Oj ect SC[[I n g S
Unity Extras Toolbar is an editor window that
provides easy-access buttons for several of Q%.’ .
Unity's extra built-in, "menu-only” features.

Notable Features:

« 1-click access to Project Settings (finally!)
» Tooltips on all buttons, for easy learning.
+ Clean editor code for Unity v3.x & v4+.

- Same order as menu for quick adoption.

+ Docks into any window layout.

Scene Settings & Creation

Work more efficiently with quick access to useful
FProject Settings, Render Settings, default
primitives (Cube, Plane, etc.), Camera, Lights, CU/
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YUacT HHKH

Kak 3nopogo! 3 106 yenosex
Fpynna Bce Gonbuwe
u 6onbue!

3pecb cobpanochb

CTONbLKO

B Unity npunsanu pewexune
caxarb obnapareneu
nuparckou konuu Unity

Ih-.i

B THOPbMY
pa3spaboruunkos! ApTem MuTasi
I ?N GameSetup.ru
WA |\
Muxamn Cepreit AnekcaHap

YUacT HHKH YYacTHHKH

3 106 yenosex i

I ?-‘ GameSetup.ru
WA |\

Muxamn
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Toadomk B BED MPUAOXKEHMAX

MO>XXHO ©6e3 0COBbIX MPOOAEM B3AAMbBIBATH
KOMMO3ULMM, CAEACQHHbIE HAO Unity

TpeboBaTteAbHbIN U1 «BMCALLLMMY GUI

2D rpadoumka




1 aTto Tenepb?



Kaem Unity 4.3




Oo0e1iaroT

«...Mpouecc
pa3paboTtkm 2D
Urp oyaet
CTOHAQPTU3UNPOB
QH, NMOSJBMTCH
HOBbIM HODOP
MHCTPYMEHTOB
AAS PAOOTHI C 2D
OACOUKON...)»

N1 MHOTOE
APYroe...
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http://en.wikipedia.org/wiki/Unity (game engine)

http://habrahabr.ru/post/141362/

http://docs.unity3d.com

http://unity3d.com/

http://unity3d.ru/
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AAeKCEM AYKOSIHbBIYEB
( @dizzystyle )



