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XoTuTe cAeiaTh CBOIO MEPBYIO UTPY - U HE MOTPATUTH HA 3TO Tpu ropa? Kxura-
MPAKTUKYM BEIET KOPOTKUM IMyTEM: OEpEM rOTOBYIO Ka3zyalbHYIO TOHKY Pursuit
(MarHa, 6eCKOHEeYHast Iopora, Tawollee TOIUIMBO, BCTPEYHbIe TPY30BUKH U Tapak)
U pazOupaeM e€ J10 nmocaeaHero ckpunra. [IarHaanaTh KOPOTKUX CKPUIITOB,
IIeCTh CIIEH - JIOCTATOYHO, YTOOBI UTpa OblJIa HACTOSAIIIEH, U TOCTATOYHO MAJIo,
YTOOBI TIOHSITh KaXk/1yl0 CTPOUKY. Bl 0cBOMTE (PU3MKY M KOHTPOJLIEP MAIIIUHBI,
MPOLIEAYPHYIO JOPOTY, CIIABH MPENSITCTBUM, UHTEP(ENC U NEPEXObI CLIEH;
MOYMHUTE peajibHble HEJOUYETHI MPOEKTA, CIIPOEKTUPYETE YIyUlIeHHs] KaK TeriM-
au3aiiHep W HayuuTech fopadateiBath urpy BMecte ¢ MM-accucrentom. dunan

- nyOnukanus B Opaysepe u Ha Suaekc.Urpax. CraproBble hailyibl TpoeKTa
CKA4MBAaIOTCsI TaM ke OecIlIaTHO, a B KOHIIE KHUTH - pelieOHUK ¢ pa3dopaMu Bcex
3aJaHUN.

© Jeunucos [I. B., 2026
© Astop, 2026
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BBenenue

DTa KHUra — O TOM, KaK coOpaTh CBOIO IEPBYIO TOHOYHYIO UTPY U IOBECTH €€ JI0 MyOIMKAINK B
opaysepe. He «korna-HuOyp, mociue Tpéx et o0ydeHus», a 3a HECKOJIBKO BeUYepOB — ¢ paOOTAIOIIUM
PE3YJIbTATOM, KOTOPIM MOKHO MOJEIUTHCS CChIIIKOM.

Ectp pacnpocTpaH€HHBIN MU(]: 4TOOBI CAETATh UTPY, HY)KHO CHAaYaJIa BELyYHTh IIPOr PAMMHPO-
BaHUE «OT U JJO», HAIIMCATh BCE C HYJIS ¥ TOJIBKO MTOTOM, MOKET OBITh, YBUZIETh pe3ynbTar. MHIycTpus
Tak He paboTtaeT. BeO-pazpadborurky onupaiotcst Ha ppeiiMBOPKH, MOOHJIbHBIE — Ha ToToBble SDK,
a B TeiiM/IeBe MBI HICTIOJIb3yeM ABMKKH, TIATMHBI U IIa0JI0HB!. Mrpa 1o cBoeii CyTH — 3T0 KOHCTPYK-
TOP: BBl COOMpaeTe MPOEKT U3 JieTallell — CLIeH, MpedadboB, MaTeprasioB, CKPUIITOB U MHTepderica.

[Tostomy mbI OWAEM He «C HyJIs1», a OT roToBoro npoekta. [lepen Bamu Pursuit (Ha 3actaBke
OHa TIpeJCTaBIIseTCs MOMHBIM MMeHeM Petrol Pursuit, HO MbI 1s1 KpaTKOCTH OynieM 3Bath €€ Mpo-
cro Pursuit) — Kka3yasbHasi TOHKa: MallliHA MYUTCS TT0 OECKOHEUHOM JI0pore, TOIUTMBO TaeT, JOpOry
MPUXOIUTCS JETUTh C TPy30BUKAaMH U aBTOOyCaMH, a Ha 000UYMHAX KIYT CIaCUTENIbHbIE KAHUCTPHL.
B rapaxe — Tpu MaImHbI Ha BHIOOP, JUTSI CMENBIX — CJIOKHBINA PEKHM CO BCTPEUHBIM [IBHKSHHEM.
Urpa yxe padortaet: oTkpoiTte https://sciencepub.ru/carcasual/ u mpoeapTe mapy 3ae3/10B MpSIMO B
Opaysepe. DT 1iesb, K KOTOPOH MBI MONIEM, — TOJIBKO TEeTeph Bbl OyeTe HE UTPOKOM, a aBTOPOM.

e owowmww o g

Fuel: 40 Distance: 0

Puc. B.1. Pursuit B Opay3epe: MammHa, 0pora, CIYETINKH TOIUIMBA U TUCTAHIINY.

UYeM 3Ta KHATA OTIIMYAETCS OT BUJICOKYPCOB U CIIPaBOYHHUKOB? TeM, 4To MbI pa3OripacM HACTO-
AU, )KUBOH MPOEKT — IIEJIMKOM, JIO MOCJIeHero ckpurra. B Pursuit Bcero nsatHaanaTh KOpoT-
KHMX CKPHUIITOB U IIECTh CIIEH: 3TOr0 JJOCTaTOYHO, YTOOBI UTPa OIIYIIAIACh HACTOSIIIECH, ¥ JOCTATOYHO
MaJIo, YTOOBI BBl TIOHSUTH KX IyI0 CTPOYKY. K KOHITy KHUTH B TTPOSKTE He OCTAaHETCs] HU OTHOTO «4&p-
HOTO SIIITUKA».

Orta KHUTA MPOIOJIKAET JIMHEHKY MPAKTUKYMOB «...KaK KOHCTPYKTOp»: B «IllyTepe kak KoH-
CTpYKTOpe» MBI coOmpamu kKocmuueckuil mytep Deep Space, B «Jloie [IpakoHOB» — apkajy ¢
HyJ1s1. YUTaTh UX 1epe;] 3Tor KHATOM He 00s3aTeTbHO: KaXKAbIi MPAKTUKYM camopioctaroueH. Ho ecm
BBI 7K€ TTPOIILTA OJIMH M3 HUX — 3JIeCh Bl YBUUTE 3HAKOMBIH ITyTh HA HOBOM KaHpPe, U 3TO JIy I
Croco0 3aKperuTh HABbIK.

Bor nam mapmipyT:


https://sciencepub.ru/carcasual/
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B nepBoii riiaBe — ObICTpBIiA cTapT: ycTaHOBUM Unity, OTKPOEM MPOEKT U 3aIyCTHM UTPY B
penakTope. Yke depe3 yac y Bac Ha 9kpaHe OyeT coOCTBeHHas1 padoTalomas TOHKa.

Bo BTOpOIi pa3zdepéM «CKeseT» UTPhL: MECTh CLIEH U IePeXO/Ibl MeX1y HUIMUA — MEHIO, 3ae3/1,
rapax, 3KkpaH nopaxenus. [lo3HaKOMUMCS ¢ MEHEIKEPOM UTPbl M TIAy30H.

B TpeTheii csanem 3a pysb: pazdepéM KOHTPOJUIEp MalllMHbl — (PU3HKY, YIIpaBJIeHHE, PACXOL
TOIUTMBA U 3BYK JBUTATEJNIsI. DTO CEPALIE UTPHI.

B 4eTBépTOii OCTPOMM OECKOHEUYHYIO JOPOTY: y3HaeM, KaKk UTpa CO3MAET TOJOTHO TPACCHI
BIIepeIy MAIIMHBI M yOMpAeT ero 3a CIUHOM, He Chbe/lask MaMsTh.

B nisiToii BBIITyCTUM Ha Tpaccy NPensITCTBUSL: CITyYaliHble MAIIMHBI, B3PBIBbI [TPY CTOJIKHOBEHUH
U «3aMHUpaHUe» MHpa B MOMEHT aBapuu.

B mecroii 3aiimémcs pecypcamu v UHTEpGENRCcOM: KAaHUCTPBI C TOTTMBOM, CYETUUK TUCTAHITUN
U Tepesiada peKopaa Mek/1y CLIeHaMH.

B ceabMoii oTkpoeM rapak: BHIOOP U3 TPEX MAIIMH — U MepBasi CephE3HAs CaMOCTOSITe IbHAS
JIOpabOTKa MPOEKTA.

B BocbMOI# TIOCMOTPUM Ha Urpy IVIa3aMU reiM-An3aiHepa: 1efb, s1po redMIuIes, YHUKAIIb-
HOCTb, MMHU-AU3/IOK U OaJIaHC — TO, YTO IPeBpallaeT «padoTaeT» B «MHTEPECHO .

B neBsTOM 3aliMEMCS pa3BUTHEM: CIIOKHBIA PEXUM CO BCTPEUHBIM JIBUKEHUEM, PEKOPIH,
HOBBIE MEXaHUKH — OT HUTPO 10 TIOJIUIIMU HA XBOCTE — U PAa3rOBOP O MOHETU3AIINY.

B necsaToii BipsokéM B padOTy HEHMpOCeTH: Kak cTaBHTh 3amaun M-accucTeHTy, nmpoBepsTh
€ro Koji M OTJIQXKUBATh UTPY BABOEM C MAIIMHOW — TaK, YTOOBI YCKOPSITHCS, & HE TePATh KOHTPOJTb.

B oqmanamnaroit — nmyonvkanus: cooepém opaysepuyio WebGL-Bepcrio, pazdepém miiarua
nyonukanmu Ha dunexkc.Mrpax 1 mocMOTpruM, Kak Urpa KMBET Ha COOCTBEHHOM CalTe C pEUTHHIOM
UTPOKOB.

BakHo: Bce MaTepuasbl KHUTY — CTapToBbIe (paitiibl poekTa Pursuit — ckaunBaiotcs Gec-
IUIATHO Ha caiite aBTopa. [ e MMEeHHO U Kak — moApoOHO HarmmcaHo B [Tpunoxenun «Marepuasl
K KHUTe» B KOHIIE; KOPOTKasi BepcHsi: OTKpouTe https://sciencepub.ru/carcasual/ u HaXMUTE KHOIIKY
«CrapToBble (hailsibl MPOEKTA - OECIIATHO.

CoBeT: ynTaiiTe 3Ty KHUTY 32 KOMITBIOTEPOM € OTKPBITBIM Unity. [IpakTiKyM paboTaeT TOIbKO
TOT/1a, KOT/Ja Bbl TIOBTOPSIETE IIard PyKaMU: IJ1a3aMH KOJ He BblyUMBAETCS.

HUrpa, koTopyio Mbl pa3dupaeM, HAMEPEHHO HaIMCaHa MPOCTO — TaK, KakK MUIIYT MepBbie Mpo-
eKkThl. Koe-rzie Bbl BCTpeTuTe perieHus, KOTOpble OIBITHBIN pa3paboTyuK ciieiasl Obl hHaYe, — U MBI
OylleM YeCTHO Ha HUX OCTaHABJIMBATHCA: MOYEMY TaK HAMMCAHO, YEM 3TO TPO3UT M KaK YIy4UIIUTh.
VYMeHre uuTath U 10padaThiBaTh Uy:KOM HECOBEPIIEHHBIN KO — 3TO, MOXAIyid, CaMblii BOCTPeOo-
BaHHBIN HABBIK MPOrPAMMHCTA BOOOIIIE.

IToexanu!
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I'naBa 1. beicTpbiil crapT: Unity n nepBblii 3amyck

,ZIOpOZCl HAYUHAemcst He C nepeo2o Kuiomempa, a ¢ noeoponia Karoud.
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BBenenue

3ajava 3TOi I71aBbl — MaKCUMAaJIbHO KOPOTKasl: K €€ KOHITy Urpa JoJiKHa paboTarh y Bac Ha
Komipiotepe. Ml ycranoBuM Unity, oTkpoeM rpoekT Pursuit, 1oxxaémcst ummnopra 1 Haxmem Play.
Huxkakoii Teopun cBepX HEOOXOAMMOTO — BCE MHTEPECHOEe HAYHETCS, KOrja repe ria3aMu Oyaer
JKABasi UTpa, KOTOPYIO MOXKHO «ITOLIyIIaTh».
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1.1 YcranasauBaem Unity Hub u penakrop

Unity craButcs B 1Ba miara: cHavasna Unity Hub — HeGosbinasi mporpamma-meHekep, KOTo-
past ynpapJsieT BEpCHsAMM PelakTopa M CIIMCKOM IPOEKTOB, 3aTeM Yepe3 He€ — caM pPelakTop.
Ckayaiite Unity Hub ¢ opunimansHoro caiira https://unity.com/download u yctaHoBute ero.

3anycture Hub u Boiimute B akkayHT Unity (win co3fgaidTe HOBBHIA — 3TO O€CIUIATHO).
JI71s1 HEeKOMMepUYecKoro oOydeHHsI M HeOOJBIINX MPOEKTOB JeHCTBYeT OecruiatHas ymreH3ust Unity
Personal.

Bo Brianke Installs naxmure Install Editor u BeiGepute Bepcuio Betku Unity 6 LTS —
MPOEKT 13 1ol KHUrK coopan Ha Bepcru 6000.3.18f1. IMonoiinér u 6omee cBexas Bepcust 6000.3.x.

B criucke moayneii ormersre WebGL Build Support — oH nmoHagoOurcs B OqUHHAALIATOM
riaBe i cOopku Opay3epHoi Bepcuu. OCcTaibHble MOLYJIM MOXHO HE CTAaBHTh.

CoBeT: ycTaHOBKa peJaKTOpa 3aHUMAeT HECKOJILKO TUrabaiiT u 3aMeTHOe BpeMsl. 3aIlyCTuTe
e€ M HaJIelTe Yalo — TOPOIUTH ITOT MPOoIecc OeCIoNe3HO.
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1.2 OTkpbiBaeM NpPOEKT

[TpoexT Pursuit pacripocTpansieTcss apXMBOM (Kak Bbl €T0O MOJYYWJINM — I10 CChUIKE U3 KHUTU
WIN KYTIMB TOTOBBIN TPOEKT — HE BaKHO, COIEPKUMOE OJJHO U TO KE).

Pacnaxyiite apxuB B ynoOHylo narnky. HangéxHee Bcero — myTh 6€3 KMPUJUTUIIBL U TIPOOEJIOB,
Hanpumep C:\Games\Pursuit nim ~/Games/Pursuit.

B Unity Hub Bo Bkiagke Projects naxxvute Add — Add project from disk u ykaxure
pacnakoBaHHyl0 mnanky. IlpaBuibHas mamka — Ta, BHYTpU KOTopou Jiexkar Assets, Packages u
ProjectSettings.

Kivknure no npoekty B criucke. [lepBblii 3armyck UAET HECKOJIBKO MUHYT: Unity cTpour city-
*keOHyIo nanky Library u uMnoprupyer Bce acceTsl. DTo pa30oBasi Oneparys — Aablie MPOoeKT OyaeT
OTKPBIBAaThCsI OBICTPO.

Bakno: nanku Library, Temp u Logs — 310 k3m1. VX He OblBaeT B apXuBe, UX HE HYKHO
KOMMPOBATh IIPY MEPEHOCE MPOEKTA U HE HYKHO KasleTh Mpu yaaaeHuu: Unity iepeco3acT ux aBTo-
MaTUYECKHU.

11
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1.3 Dkckypcusi Mo peaaKkTopy

A Transform
PositionX -3 Y 14

& FuelCan

Car 6 (Mesh Filter)

B8 v MeshRenderer
Materials

Lighting

Probes

Additional Settings

@ -~ Box Collider

B Project & Console
o

% Favorites a A s > Scenes

Nothing .
Nothing v

Puc. 1.1. Pegakrop Unity c npoekrom Pursuit: ciesa Hierarchy, B iieHTpe Scene ¢ BblA€I€HHON
MallMHOM, cipasa Inspector ¢ e€ komroHeHTaMu, BHU3y Project.

Ilepoe BredamieHue ot Unity y BceX OJMHAKOBOE: CIIMIIKOM MHOTO OKOH, M BCE 4EM-TO
3aHATHL. XOpoIlasi HOBOCTb — paO0YMX OKOH BCETO ISITh, M KaJOe OTBEYaeT POBHO Ha O/IMH BOIIPOC.
I1ATh MUHYT OPHEHTHPOBAHUS CeYac CIKOHOMSAT BaM M014aca pacTepPAHHOCTH ITOTOM.

Hierarchy (cneBa) — umo ecmo 6 cyere. OOBIYHBIN CIIMCOK BCEX OOBEKTOB OTKPHITON CIICHBI:
Kamepa, CBET, JI0pora, MaliiHa, uatepdeiic. TpeyroipbHUKH ci1eBa OT UMEH pa3BOPAYMBAIOT BJIOKEH-
HOCTb: 00BeKTH B Unity )KUBYT CEMbSIMU — POAUTEINb U JIETH.

Scene (B 1ieHTpe) — 632150 pedicuccépa. CBOOOAHAS KaMepa, KOTOPOW MOKHO OOJIETETh MUP
¢ MOOO¥ CTOPOHBI, BBIICUTH OOBEKT U MOIBHUHYTH €T0 MBIIIIKOM. 3/1€Ch BBl COOMpAETe CIEHY; UTPOK
3TOrO BUJA HUKOI/IA HE YBUJIUT.

Game (BKJIaKa pAAOM cO Scene) — 632150 Uzpoka: poBHO TO, UTO BUAUT UTPOBAs Kamepa.
MmeHHO 3Ta KapTHHKA MOSBUTCS B Opay3epe WM Ha TesiepoHe.

Inspector (cripaBa) — nacmpotiku evidenennozo. Beiienmmm oobekt B Hierarchy — cripaBa
BBINAJI CITUCOK €ro KOMIIOHEHTOB M BCEX MX MOJIEH. 3/1eCh KMBYT Te CaMble 3HAUEHH 1, KOTOPBIE MOOEK-
JAI0T KOJ: €C/IM B CKPHUIITE HAIMCAHO OJIHO, a B MHCIIEKTOPE BBICTABJIEHO JIpyroe, padoTaTh Oyaer
MHCIIEKTOp. MBI OyieM BO3BpaIlaThCsi K TOMY MPABIITY BCIO KHUTY.

Project (BHU3Yy) — 6ce paiinbt uzpul: ClieHbl, CKPUNITHI, MOJIENH, 3BYKH, TIpedadbl. D10 mpo-
BOJHUK IO Manke Assets, TOJIbKO BHYTPH PEAAKTOPA.

Ectb 1 mecroe okHO, KOTOpoe CTOUT OTKPHITh cpa3y xke: Console (Window — General —
Console). 910 MecTo, Kylia Urpa KaTyeTcsi — OINOKY KOMITISILIAY, TPeIyIPesKICHHUS U Ballly COO-
cTBeHHbIe cooOienus1. [Ioka B KOHCONM KpacHasi CTpOKa, KHomka Play padorars He Oyaer, Hoatomy
NPUBbIYKA 3aIIIbIBATh TyJa NEPBBIM JEJIOM OKYIAeTCsl C IIEPBOM K€ OIIMOKHU.

12
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Kak Jseratb B okHe Scene. Koneco Mbimm — 3ym. 3axarasi npaBasi KHOIKa — IOBOPOT
B3MJIsA/IA, U, HE OTITyCKasl e€, MOXKHO JieTeTh Kiapuiamu WASD, kak B mytepe. Boigenim oObeKT u
NoTepsuiu ero u3 Buny — Haxkmute F, kamepa nogetut BruiotHyio. Alt ¢ 3axkaroii JieBoW KHOIKOR
— OOJET BBIJICJICHHOTO TI0 opouTe. Be€, 3T0r0 Habopa XBaTUT Ha BCIO KHUTY.

Tenepb — KUBOI MPUMeEP, YTOOBI TOYYBCTBOBATD, KaK OKHA CBSI3aHBI MEX Iy co00i. OTKpoiiTe
B OKHe Project cuieny Assets/Scenes/Game.unity.

B Hierarchy passepuure oobvekr GameWorld n knukaute nmo newRoads. B Inspector
nosieutcsi kKoMrnoHeHT Road Controller — reneparop goporu, a B HEM uucia: Road Length 14,
Despawn Offset 30, Spawn Offset 42, Despawn Distance 56. [Jopora B Pursuit 6eckoHeyHasi, 1 BOT
9TH YeThIpe 3HAUCHUS 3a1AI0T, KAKMMHU KYCKaMH OHa CKJienBaeTcsl. B ueTBEpToii raBe Mbl pa3zdepém
UX TI0 KOCTOYKaM.

Paseepuute 00bekT carPrefab u knmvkHuTe 110 player_purple — 310 ManmHa urpoka. B uHcrex-
Tope BhICTpowicsl €€ «macropt»: Rigidbody (¢pusnueckoe Tesno — macca, TOpMOKeHHUE, OrpaHu-
yenusi), Box Collider (HeBuanMas kopoOka, KOTopoil MmammHa Kacaercss mupa), Car Controller
(ynpagnenve u Torvo) 1 Obstacle (Script) (o6pabotka aBapuu; 1a, UMsI CTpPaHHOE — 3TO OTHEIb-
Hasi ICTOPHSI U3 TATOM IJIaBHI).

Haxwmure F — okHo Scene nomnerur k mamuze. [lepexmountech Ha BkjIaaky Game u
oOpaTHO Ha Scene: O/IHA U Ta K€ CLIEHA, [Ba Pa3HbIX B3MVISAA.

Bor u Bech nmpuém ocmortpa: evideaun 6 Hierarchy — npouuman ¢ Inspector. im Mbl Oynem
TMOJTb30BaThCs B KAXKJION TIaBe, pa3Oupast 9yKOl MPOEKT O YacTIM.

CoBeT: OKHa pelakTOpa MOKHO TacKaTh 32 3aroJIOBKM, Kak BKJIAJIKK Opay3epa, — coOupaiTe
packiaaky mop cedsi, 3To HopMmasbHO. Eciti B miporiecce Bc€ pa3bexaioch U MOJIOBUHA OKOH MOTepsi-
J1ach, €CTh KHOIKA «Kak Obu1o»: Window — Layouts — Default. Huyero B npoekrte npu 3Tom He
JIOMaeTcsl — packKJIagKa OKOH M COIEP)KUMOE UTPbl HUKAK HE CBSI3aHBI.

3apanme: orkpouite cueHy Menu u Haiiiute B Hierarchy oobekt ButtonPlay (BHyTpu Hero
— JOYepHUH play, 3TO MPOCTO HAANKUCh-KapTUHKA). Beigeaure ButtonPlay u HaliauTe B MHCIIEKTOpE
komrioHeHT Button, a B HéM — 610k On Click (). TToka mpocTo mocMoTpute, 4To TaM JISKUT: BO
BTOPOM TJIaBe MbI BBISICHUM, MoYeMy KHomka Play népraer BoBce HE TOT CKPHIIT, KOTOPBIA MOXKHO
OBLIO OBl OXKUIATD.
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1.4 Yto JexuT B IpoeKTe

Terneps 3arnssHeM B okHO Project moomike — 310 (aiinoBas cucrema urpsl. [Tpoinémces no
[JIAaBHBIM I1alIKaM BHYTpU Assets:

Scenes — 1I1eCTb CILIEH UTPbl, OT MEHIO JI0 SKpaHa MOpakeHHsI; UX KapTy Mbl pa30epéM BO BTO-
po¥ I1aBe.

Scripts — Bcsl JIOTMKA UIPBI: MSITHAAIATh KOPOTKUX cKpunToB Ha C#. K KOHIly KHUTHY BB OyeTe
3HATh KaK/IBIH U3 HUX B JIMILIO.

Player, Road, Obstacle — mpeaObl 1 MOfIe/ I MaIluH, JOPOTH U MPETISITCTBUA.

Meshtint Free City Lite Pack Mega Toon, 48 Particle Effect Pack, 2D Casual UI,
Vehicle_Essentials — rotoBbie HaOOpbI: MOAEIN ropoAa, 3(peKThl B3PHIBOB, JIEMEHTH UHTEpderica
1 Oonblnas OMOMMOTEKa aBTOMOOMIIBHBIX 3BYKOB (JIEKUT MO 3arac — B CIIEHaX MOKa 3BYYUT OIUH
carSound.wav u3 nanku Audio). TUMUYHBI IPUMEpP «KOHCTPYKTOPHOTO» TOJXO/A: TOTOBbIE MaKu
CHUMAIOT BOIIPOC apTa, YTOOBI COCPEIOTOUNTHCS HA MEXaHUKE.

Audio — 3ByKU: ABUraTesib, MEHIO, CTOJIKHOBEHHE.

YandexGame nu WebGLTemplates — rutarus PluginYG ans nyonukanmu Ha SIlHaexc. Urpax;
0 HEM TIOrOBOPHM B OIMHHA/ILIATOM TJIaBe.

Editor — ciryxkeOnbiii ckpunt cOopkn WebGL (Toxke ToKIETCA OMMHHAIIATON TJIABHI).
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1.5 IlepBblii 3ae3.

[Topa 3a pyinb.
B okne Project otkpoiite Assets/Scenes/Menu.unity IBOIHBIM KJIMKOM.

Haxxmute xnonky Play nan cuenoit. IlosBurcs rimaBHoe MeHIo urpsl (puc. 1.2).

Knonka Play B MeHI0 3aryckaet 3ae3f]. YrpasieHue — crpeniku wim WASD: BBepx — ras,
BJIEBO M BIPABO — IEPECTPOEHUE Mesk 1y mojocamu. Crenure 3a CYETYMKOM TOIUIMBA: OH TaeT Ha
X071y, a MOTIONHSIETCsl KaHUCTPaMH, KOTOPbIE TIOSIBJISIIOTCS] HA JIOPOTe.

Bpesanuch B MallMHy WM COXIVIM BCE TOIUIMBO — yBUIUTE 3KkpaH Game Over ¢ NpoiJeHHON
IUCTAHIMEN. DTO U €CTh Balll CUET.

I
I
NI
NI

WA
WA
WA
(M

\

r
T

E

Puc. 1.2. I'naBnoe mento Pursuit: Play, Garage, Options.

3ajanme: celrpaiite TpU 3ae3[a M 3alullUTe Jy4dllylo AUCTAHUMIO. A Terneph 3arjisiHUTE B
rapax (kHorka Garage B MEHIO) ¥ ONPOOYHTE JPYryI0 MAIMHY. 3a0/IHO HAANTE B UTPe CIIOKHBIA
PEKUM — U NIOYYBCTBYWUTE pa3HULLY.

BakHO: oCTaHOBUTH Urpy B peJakTope — noBTopHOe Haxarue Play. Iloka urpa 3amynieHa,
KHOIIKA TIOJICBEUYEHA, a JIIOObIe MPAaBKU B CIIEHE KUBYT TOJBKO 1O OCTaHOBKM — Unity OTKaTUT HX.
ITO KJ1acCHYecKas JIOBYIIKA HOBUUKA: [I01Yaca HaCTpauBaTh CLEHy B pexuMe Play u norepsars Bcé
IIPA OCTAHOBKE.
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. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

BuiBoabI

Unity craBurcs yepe3 Unity Hub; 115 310i1 KHuru HyxHa BeTka Unity 6 LTS u moxyns WebGL
Build Support.

ITpoekT otkpbiBaercs uepe3 Add project from disk; mpaBuiibHast mamnka comepkur Assets,
Packages, ProjectSettings.

Library — nepeco3iaBaeMsblii K3111, €ro He KOMUPYIOT U He XPaHST B apXUBaXx.

Pabounx okoH pemakTopa Bcero nATh: Hierarchy (dro ecthb B crieHe), Scene (B3IJIsAA peKuC-
cépa), Game (B35 UTPOKA), Inspector (HacTpoMKH BbllIeIeHHOT0), Project (caitsibl urphi); mecroe
— Console — otkpsiBaetcs yepe3 Window — General — Console.

Bcest urpa — miects ClieH U mATHAAUATh CKpUINTOB B Assets/Scenes u Assets/Scripts; apT u
3(ppeKThl — U3 TOTOBBIX HAOOPOB.

3amyck ¥ OCTaHOBKA UIpHl B pefakTope — KHorka Play; npaBku B pexxume Play He coxpansi-
0TCS.

Hror: urpa 3amyckaercsi y BaC Ha KOMITbIOTEpe — 3HAYUT, HHCTPYMEHT HACTPOEH U MOXKHO
pa3duparbcs, Kak Bc€ ycTpoeHo. B cieqyrorei riaBe Mbl IOCMOTPUM Ha «CKeJieT» Pursuit: Kak mecTb
CLIEH CBSI3aHbI B €MHOE 1IeJI0e U KTO YIPAaBJIseT epexoJaMu MexX 1y HUMH.
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. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

I'naBa 2. CkeJieT Urphbl: ClleHbI U NEPEX0/Ibl

Hepa — smo ne oona komnama, a keapmupa. I'nasénoe — 3uams, 20e 0gepu.
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. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

BBenenue

[pex e yem n1e3Th B (PU3MKY MAIIMHBI ¥ TEHEPAIUIO TOPOTH, pa30epeéMCs, N3 KAKUX «KOMHAT»
cocrouT Pursuit u Kak Urpok Mexay HumH rnepemeniaercs. B Unity Takvie KOMHATBI Ha3bIBAIOTCS
CLHeHAMMU: KaX/1asi — OT/IEJIbHBII MUP CO CBOMMHU OObeKTaMu, KaMepoi U untepdeiicom. [Tonnma-
HHE KapThl CIIEH — 3TO MOJIOBUHA MOHUMAHUSI ApXUTEKTYPhI JTI000W HEOOJBIIION UTPHI.
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2.1 lllects cueH Pursuit

Ortkpoiite nanky Assets/Scenes:

Menu — rnaBHOe MeHIo: KHomku Play, Garage, Options.

Game — 0OBIUHBII 3a€3/1: BECh TPaUK eeT MOIMyTHO.

HardGame — cOXHBIA pekuM: K TIOIMyTHOMY TpapuKy 100aBISETCS] BCTPEUHBIM.

Garage — BBIOOP OJJHOU U3 TPEX MAIIIVH.

GameOver — 3KpaH MOpaxkeHusl ¢ MPOUACHHON TUCTAHIIUEH.

SampleScene — mycTas cueHa-3arotopka u3 miadnona Unity; B Urpe HE UCIIONb3YyeTcs, e€
MOXHO CMEJIO UTHOPUPOBATH (VI YOAIUTh — 3TO HU HA YTO HE MOBJIUSIET).

Cxema nepexoioB MpOCTa: U3 MEHIO — B 3ae€37] WM rapak; U3 rapaxa — B 3ae3[; U3 3ae371a
— Ha 9KpaH NopaxeHus (WK yepes nay3y Ha3ajl B MEHIO); C 9KpaHa MopakeHHsi — CHOBA B MEHIO.
Kpyr 3amknyscs.
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. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

2.2 Kto nepekawuaet cuedbl: MenuController

3a HaBUralyio U3 MEeHI0 oTBevaeT KpoueuHsll ckpunt MenuController.cs — oH BUCHUT Ha
oobekTe SceneManager ciieHsl Menu:
using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuController : MonoBehaviour

public void PlayGame()

SceneManager.LoadScene("Game"); // 3aepysrcaem cueny "Game"

public void OpenGarage()

SceneManager.LoadScene("Garage"); // 3azpyocaem cuyeny "Garage'"

public void OpenMenu()

SceneManager.LoadScene("Menu"); // 3azpyscaem cuyeny "Menu"

}

Bcst marus — B oHoM crpoke: SceneManager.L.oadScene("umMs'") BBITpy)kaeT TEKYIIYIO CLIEHY
U 3arpyxaer Ha3BaHHyl0. OOpaTuTe BHUMaHUE: CIIeHa BbI3bIBaeTCS MO mMeHHu. OTciofa Ba Mpak-
TUYECKUX ciieAcTBUsA. [lepBoe — MMeHa CIIeH Hellb3sl MeHSTh Oe3ayMHO: cTpoka "Game" B Koje
HE y3HaeT, uTo (pails nepeMeHoBaH. Bropoe — Kaxas CclieHa JOoJKHA ObITh J0OABJIeHA B CIIMCOK
coopku (File — Build Profiles — Scene List), nHade npu 3arpy3ke urpa «He HalIET ABEPb».

A Kak KHOTKH y3HaIOT 00 3TX MeTonax ? BelenuTe KHOMNKY B ClIeHe ¥ IOCMOTPUTE B MHCTIEK-
tope Ha 0ok On Click () komronenTa Button: Tyna neperackuBaetcsi OObEKT C HY)XHBIM CKpPHII-
TOM, a B BBITIAJIAIOIIEM CITUCKe BhIOMpaeTcst Metof. 1o cranaaptHbii mpuém Ul B Unity: KkHOMKa —
OTJIEJIbHO, JIOTUKA — OT/ENIBHO, CBSI3BIBAIOTCS] OHU B MHCIIEKTOPE.
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. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

N BOT TYT mNpPOEKT TMPENOJHOCUT TIePBBIM CIOPIPU3 — TOCMOTPUTE BHUMATENBHO,
umo umeHHo TIOAKJIIOYEHO K KHomkam MeHlo. Kxomka ButtonGarage 4ecTHO BbI3bIBaeT
MenuController.OpenGarage. A Bot kHomnka Play uaér B 06xoq MenuController: B e€ On Click
neperamieH oObekT GarageManager (1a, OH €CTb M B ClieHe MeHI0) ¢ MeToioM StartGame — Tem
caMbIM, KOTOPBIF MBI pa3depéM B IJIaBe PO Tapax: OH MPOBEPsIET, KaKas MallliHa BHIOPaHa, U TOJILKO
notom 3arpyxaet 3ae3q. Merog MenuController.PlayGame(), KOTOPbIil MBI TOJIBKO UTO MTPOYUTAIIH,
He BBI3bIBAETCSI HHOTKY/Ia — 3TO MEPTBBIIA KOJI, OCTABIIUICS OT paHHEW BEPCUH UTPHI. A KHOITKA
ButtonOptions 1 BoBce 6e3 00padoTUMKa: HAKUMAKNTE CKOJIBKO YTOIHO — HUYEro He MPOU30MAET.
Takue «OKaMeHeJIOCTH» €CTh TIOUTH B JIIDOOM peajibHOM MPOEKTe; yMETh MX 3aMeuarh — 4YacTh MPo-
(eccun.
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Cull Transparent Mes v

Ia] v Image

Source Image [*]GUI18

Color

Material

Raycast Target

Raycast Padding

Maskable v

Image Type Sliced
Fill Center v

Pixels Per Unit Mul 1

@ v Button

Interactable v
Transition Color Tint
Target Graphic la] ButtonPlay (Image)
Normal Color
Highlighted Color _
Pressed Color
Selected Color
Disabled Color
Color Multiplier
Fade Duration 0.1

Navigation Automatic

Visualize



. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

Puc. 2.1. Uucnextop kaonku ButtonPlay: B 610ke On Click () BMecto MenuController —
GarageManager.StartGame.

3amanne: 106aBbTe B MEHIO YeTBEPTYIO KHONKY — «Hard», — koTopas 3aryckaer CJI0KHBIH
pexxum. Bam monamo6utcst HoBbli Meton B MenuController ¢ LoadScene("HardGame") u konus
kHomkH Play ¢ HoBbIM 0Opadoturikom On Click — Ha 310T pa3 nogkmounte e€ Kk MenuController
CaMH, KaK MOJIOXKEHO. A €ClIi XOTUTe Pa3MATbCS — OXKMBUTE 3a01HO KHOMKY Options: 1mycTh OHa
XOTs1 OBl OTKPBIBAET rapak.
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2.3 MeHea:xep urpbl 1 naysa

B cuiene 3ae3na xuBET BTOpo# ympasisiomuid ckpunt — GameManager.cs. [TocmoTpum Ha
ero KJI0YeBble YacTu:
public class GameManager : MonoBehaviour

{

public static GameManager instance;

public Button PauseButton;
public Button ResumeButton;
public Button ExitButton;

private bool isPaused = false;

private void Awake()

{

instance = this;

}

public void PauseGame()

{

Time.timeScale = 0;
isPaused = true;
PauseButton.gameObject.SetActive(false);

ResumeButton.gameObject.SetActive(true);

}

public void ResumeGame()
{
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Time.timeScale = 1;
isPaused = false;
PauseButton.gameObject.SetActive(true);

ResumeButton.gameObject.SetActive(false);

}

37aech TpU BaXKHBIX MTPUEMA.

Cunraron. Crpoka public static GameManager instance 1 npucBavBaHue instance = this B
Awake() — 3T0 YIpOIIEHHBIN MMATTEPH «OJUHOYKA» : JTIOOOW CKPHIIT UTPHI MOKET OOPAaTUTLCS K MEHE-
mxepy yepe3 GameManager.instance, He pa3bICKMBasi €ro 1Mo creHe. [Jjisi MaJeHbKOW Urpbl — TO,
YTO HYXHO.

IIay3a uepe3 Bpemsi. Time.timeScale = 0 ocraHaBIMBaeT UrPOBOE BPEMSI LIEJIMKOM: (PU3MKa
3amupaeT, Time.deltaTime craHOBUTCS HYJEM, BCE, UTO IBUTAJIOCh, — OCTaHABJIMBaeTcs. timeScale
= 1 — oObIyHas cKOpocTh. O/IHA CTPOKA — U YeCTHas May3a roToBa.

Baxkno: Time.timeScale — rnoOanbHass HACTPOMKA, OHA TIEPEKMBAET 3arpy3Ky CIICH.
[Mostomy B Metomax mepexoma (GameOver(), ExitMenu()) meHemxkep o0si3aTelbHO BO3BpalaeTt
timeScale = 1: 3a0ygete — U cieayomas CleHa BCTPETUT Bac «3aMOPOKEHHOW». DTO peasibHast
OIMOKa, Ha KOTOPYIO HATBIKAETCS TIOUTH KaXkIblii HOBHUOK.
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2.4 K10 cBsa3bpiBaeT kHonku: GameUI

B mpoekte ecth 1 BTOpO# CriocoO CBsi3aTh KHOIKHU € JIOTUKON — KOOM. [IJ1sl 9TOro HarmcaH
ckpunt GameUI.cs:
public class GameUI : MonoBehaviour

private void Awake()

GameManager gameManager = GameManager.instance;

Transform gameUI = transform;

gameManager.PauseButton = gameUI.Find("Button_Pause").GetComponent<Button>();
gameManager.ResumeButton = gameUI.Find("Button_Resume").GetComponent<Button>();

gameManager.ExitButton = gameUI.Find("Button_Exit").GetComponent<Button>();

// Hacmpoums o6pabomuuxu codbimuii 0nsi KHOnoK
gameManager.PauseButton.onClick.AddListener(gameManager.PauseGame);
gameManager.ResumeButton.onClick.AddListener(gameManager.ResumeGame);

gameManager.ExitButton.onClick.AddListener(gameManager.ExitMenu);

}

transform.Find("ums") uimer qouepuuii oObekT o umenu, a onClick. AddListener(meron) nop-
MUChIBaET METOJ] Ha HakaTue — To ke camoe, uto 0ok On Click B MHCIIEKTOpe, TOJIBKO M3 KOJA.
Konogsiii crioco6 ynoOHee, Koraa KHOTIOK MHOTO MM UHTepderic co3MaéTcs Ha JIeTy.

A Tenepb — BTOpasi OKAaMEHEJIOCTh STOM TJIaBbl, M OHA BeIpa3uTelibHee mepBoi. [IpoBepbTe, Ha
kakom oObekTe Bucut GameUI.cs. OTBeT: HU HA KAKOM — BO BCEM MPOEKTE HET HU OJJHOTO OOBEKTa
¢ 3TUM KomnoHeHToM. KHorku may3sl B clieHe 3ae3qa HasbiBaoTcsl Pause, Resume u ExitMenu u
JaBHO MoAKoveHbl Kk GameManager uepes urcnexmop, Kak U KHOIIKM MEHIO. A CKPHIIT UIIET 00b-
exTsl Button_Pause, Button_Resume, Button_Exit — Takux UMEH B crieHe OOJIbIIE HET: ITOBECH €I0
ceituac — oH ynaaer ¢ NullReferenceException npsimo B Awake. Cyas 1o Bcemy, aBTOp Hauail ¢
KOJIOBOMU MPHUBSI3KH, MOTOM TEPENOIKJIIOUIIT KHOIKHU MBIIIIKOU U TIEPENMEHOBAJT MIX, & CKPHUIIT OCTAJICS
Jexarb. Ypok ToT ke, uto ¢ PlayGame(): Haauuue kooa 6 npoekme ewé He 3Hauum, 4mo oH paoo-
maem — TIPOBEPSIATE, KTO M OTKY/a €r0 BhI3bIBACT.

26



. HenucoB. «'OHKA KAK KOHCTPYKTOP. Cobepu u oryomukyii cBoto urpy Ha Unity»

Coger: nouck no crpokopoMy umenu (Find("Button_Pause")) Xpynok Tak ke, Kak 3arpy3ka
CLIEHBbI TIO IMEHH: TIepeUMeHyeTe KHOMKY — IMOTyYUTe OIIMOKY YK€ BO BPeMsI UTPh, a HE TIPH KOM-
TTHJIALUNA. HpHBbIKafITC YUTATb TAKHUE CTPOKU KaK «MECTa IMOBBIICHHOIO PUCKa» IMPOCKTA.
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BuiBoabI

Urpa cocTouT U3 1mecTu clieH; nepexojabl Mexay HuMu — SceneManager.L.oadScene("ums").

Bce ucrnonb3yembie crieHsl JOKHBI ObITh B criicke cOopku (File — Build Profiles — Scene
List).

GameManager — CHHIJITOH: IOCTYIEH U3 Jodoro ckpumnra yepe3 GameManager.instance.

[May3a — 310 Time.timeScale = 0; He 3a0bIBaliTe BO3BpaIaTh 1 repeja CMEHOM CIIeHBI.

KHorku B 3TOM npoekTe cBsizaHbl ¢ Joruko yepe3 On Click B mHCHeKTOpe; KOOBBIN CrIOCO0
(AddListener) noka3zan B GameUI.cs — ckpurte-okaMeHea0CT, KOTOPbIA HUKYAA He TTOBEIIEH.

HTor: y urpsl ecTh CKeJIeT — CLIEHBI U Mepexo/ibl, MeHekep U nay3a. [Topa HapacTUTh Ha HEro
MBIIIIIBL: B CIIEAYIONIEN IJ1aBe Mbl pa30epéM IJIaBHBIA CKPHIIT UTPbl — KOHTPOJUIEP MAIIMHBI — U
y3HaeM, KaK «OKHMBUTh» KYCOK ILJIACTUKA C KOJIECAMHU.
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. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

I'naBa 3. Cepaue urpbl: KOHTPOJJIEP MAIIMHBI

Mawuna 6 uepe ne edem — 3mo mup 002080puUACs 0eaame U0, UMo OHA e0em.

29



. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

BBenenue

CarController.cs — camblil OOJNBIIION ¥ CaMBIF BaXHBIA CKPUINT MPOEKTA: OH YUTAET BBOJ
HUI'POKaA, IBUIaCT MAIMHY, TPATUT U MOIOJIHACT TOIIMBO, CYUTACT AUCTAHLIMIO U YITPABJISACT 3BYKOM
npuraresis. CTo TpUIIATh CTPOK — W B HUX BCS CYTh XkKaHpa. B 3Tol 11aBe Mbl pa30epéM ero 1iesu-
KOM, I10 KYCOYKaM. 3a0[IHO MO3HAKOMHUMCs ¢ TpeMst KuTamu Unity-CKpHUIITHHIA: KU3HEHHBIM ITHK-
nom Start/Update, ¢pusukont Rigidbody u cucremoii BBoaa.
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3.1 I1oJs1: cocTOsSIHME MAIINMHbBI

public class CarController : MonoBehaviour
{
// Komnonenm Rigidbody ons mooeauposarus husuku MautuHvl

private Rigidbody rb;

// Ckopocmub 08udiceHUs: anepeo

public float forwardSpeed = 10.0f;

// Ozparumerue 0BUNCEHUSI MAWMUHBL NO OCU Z
private float zLimitMin = 1.25f;

private float zLimitMax = 4.75f;

// Koauuecmeo bensuna ¢ asmomoodune

private float fuel Amount = 40f;

// ObBekmpl 0151 8616004 MONAUBA U OUCTIAHUUU HA IKPAH
public TMPro.TextMeshProUGUI fuelText;

public TMPro.TextMeshProUGUI distanceText;

private Vector3 startPosition;
private float distanceTraveled = Of;
private bool isMoving = false;
private bool isGameOver = false;

private AudioSource carSound;
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. Henncos. «'OHKA KAK KOHCTPYKTOP. Cobepu u ony0Oiukyi cBoto urpy Ha Unity»

Puc. 3.1. «Ilacnopr» mamunsl urpoka B uHcnekrope: Box Collider, Rigidbody (Collision
Detection — Continuous Dynamic) u Car Controller ¢ nosnssmu ckopoctu 1 ccbiikamu Ha HUD.

OOparuTe BHIMaHUE Ha pa3HUILy Mekay public u private. [Tyomuunsie ot Unity HOKa3biBaeT
B MHCIIEKTOPE — MX MOXHO KPYTHUTh, HE Tporasi Koji: ckopocTb forwardSpeed u cChUIKM Ha TEKCTOBbIE
nonsa HUD HasHavaiores npsamo B cueHe. [IpuBatHele — BHYTpPEHHEE COCTOSIHME: 3amac TOIUIMBA,
MPOMJIEHHBIN Ty Th, (p1ary.

3nech ke — mepBasi 0COOEHHOCTh MPOEKTa, O KOTOPOW CTOMT cKas3aTh yecTHO. MaiuHa B
Pursuit ener BaoJsb ocu X Mupa, a ocb Z UCTIonb3yeTcs 1 NepecTpOeHUid MONepEK 10poru —
«TONOChI» JiexkaT Mexay zLimitMin u zLimitMax. [IpuBbruHee OblIo Obl eXaTh BAOJb Z («BHEPET»
B TepmuHax Unity), HO aBTOpbI BRIOpasT X — U BECh OCTAIBHOM KOJI (JOpora, MpensTCTBUsI, KaHHU-
CTpBI) CIIELYeT 3TOMY corlameHuo. 1 eme oHa OroBopka: pa3sMeueHHBbIX «II0JI0C» B UTPE HA CAMOM
JeJie HeT — eCTb HellpepbIBHbINA Kopuaop Mexay zLimitMin u zZLimitMax, mpocTo UrpoK YUTaeT ero
Kak 1oJiockl. MbI ToXke Oy/ieM TOBOPHTH «I10JI0Ca» JUIsl KpaTKOCTH. [I71s1 Hac Ba)KHO OJHO: BO BCEM
NMPOEKTe «BHEePEa» — 3TO +X, «nonepeék» — Z. 3arnoMHuTe, Aajbllie 3TO BCTPETUTCS HE pas.
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3.2 Start: noaAroToBKa

void Start()

rb = GetComponent<Rigidbody>();
fuelText.text = "Fuel: " + fuelAmount;
distanceText.text = "Distance: " + distanceTraveled;

startPosition = transform.position;

// [onyuenue ccolaxu Ha komnonenm AudioSource

carSound = GameObject.Find("CarSound").GetComponent<AudioSource>();

}

Start() BeI3BIBAETCSI OOMH Pa3, KOrjaa OOBEKT MOSBISAETCS B ClIEHe, — WICTbHOE MECTO IS
TMOJITOTOBKU. 371€Ch CKPHIT OEpET CChUIKY Ha coOcTBeHHbIN Rigidbody (KOMIOHEHT (PH3UKU — O HEM
HIKE), BHIBOJUT CTAPTOBBIE 3HAUYEHMS HA 9KpaH M HAaXoAuT B creHe oObekT CarSound co 3ByKOM
JBUTaTes.

Ba:kno: GameObject.Find("CarSound") umier o0beKT 1o UMeH! BO Bcell ciieHe. Ecimu 00b-
eKTa HeT WIM OH INeperMeHOBaH — BepHETcs null, u nmepBoe xe oOparmenue k carSound ypoHHUT
ckpunit ¢ ommoOkoir NullReferenceException. Takue ommOKM — TJIaBHBIA MCTOYHUK 3araJouHbIX
nosnioMok B Unity-TpoeKTax; HAyUYUThCSl YUTATh MX B KOHCOJIM BakHEe, YeM BblyuHTh Jii00oit API.
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3.3 FixedUpdate: nBuxkeHue

OcHoBHas joruka xkuB€t He B Update(), a B FixedUpdate():
void FixedUpdate()

// [onyuenue 3uauenuii oceli 6600a
float horizontal Axis = Input.GetAxis("Horizontal");

float vertical Axis = Input.GetAxis("Vertical");

// Pacuém OeusrceHusi mauiurvl
Vector3 movement = new Vector3(verticalAxis, 0.0f, -horizontal Axis)

* forwardSpeed * Time.deltaTime;

// Ozparuuerue osudcenusi no ocu Z (noaocel oopoau)
float newPosZ = Mathf.Clamp(transform.position.z + movement.z,
zLimitMin, zLimitMax);

movement.z = newPosZ - transform.position.z;

// Onpedenerue HANUUUs OBUNCEHUS

isMoving = (movement != Vector3.zero);

// [pumenenue osusxcerust k Rigidbody mawunol

rb.MovePosition(rb.position + transform.TransformDirection(movement));

Paz6epém 1o crpokam.

Iouemy FixedUpdate? Update() Bbi3biBaeTcs Kaxablil kKaap — 1o 30, To 144 pa3a B cekyHLy,
Kak noBe3eT. Pusuka ke B Unity cuutaercs ¢ (pMKCHPOBAHHBIM I11arom (1mo ymomvanuio 50 pa3 B
CEeKyH1y), 4 Bc€, uro apuraer Rigidbody, nonoxeno nenars B FixedUpdate() — unHaue nBuxeHue
CTaHeT AEPraHbIM U HENpPeICKa3yeMbIM.

Ocu BBOaA. Input.GetAxis("Vertical") Bo3BpaliaeT 4u1cio ot JIo : CTpesika BBepx uim W —
toc, BHU3 wim S — muHyc. To ke ¢ "Horizontal" qyis ctpenok BieBo/BnpaBo. BBoj 1iaBHbIN: pu
HaKaTHY 3HAYEHUE HApPaCTaeT MOCTENEHHO, TIO3TOMY MallliHA TPOTraeTcsl M OCTAHABIMBAETCS MSATKO,
0e3 phIBKA.
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Coopka BekTOopa. BeprrkanbHass och UAET B KOMIIOHEHTY X (BIepén/Ha3ag — TOMHUTE
Hallle corialieHye?), ropu30oHTalbHasi — CO 3HAKOM MHUHYC B Z (IiepecTpoeHue). YMHOKEHUE Ha
forwardSpeed 3agaér temn, a Ha Time.deltaTime — pgenaer ABUKeHUE HE3aBUCUMBIM OT YaCTOTHI
KaJpOB: «JIECATb METPOB B CEKYHAY», 4 HE «IECATh METPOB 34 KaJp».

Kuaerka nis mamunbl. Mathf.Clamp(3nauenune, MUH, Makc) 3a)KkMuMaeT KOOpAUHATY Z, B Tpe-
Aenax JOPOru: Kak Obl UTPOK HU JABWII HA CTPEJIKY, MalllMHA He BBIIETUT Ha 000unHy. [Iprém «mocuu-
Tal KeJAEMYI0 TIO3UIINI0 — 32KMH — BBIYTH OOPAaTHO» BCTPEYAETCs B UTpax MOCTOSTHHO.

JBu:kenne yepe3 ¢puszuky. rb.MovePosition(...) — 310 npockda K (PU3NIECKOMY JABHKKY:
«IepeaBrHb TEJIO Cl0AAa, YUYUTbIBAA CTOJIKHOBCHHA» . Ecu na IMYTHU CTOUT NPEIATCTBUC C KOJUIaﬁIIC-
poMm, (pU3MKa 3TO 3aMETUT — B OTIIMYME OT IPSMOM 3anmucy B transform.position, KOTOpast MPoOCTo
TEJIETIOPTUPYET OOBEKT CKBO3b CTEHBI.
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3.4 TomymBO: pacxo ] U KAHUCTPHI
// [lposepka na cmonkHogenue ¢ KAHUCMpOTi OeH3UHA
Collider[] fuelCans = Physics.OverlapSphere(transform.position, 1.0f);

foreach (Collider fuelCan in fuelCans)

if (fuelCan.CompareTag("FuelCan"))

fuelAmount += 10f;
fuelText.text = "Fuel: " + fuelAmount;

Destroy(fuelCan.gameObject);

// Ymenvuenue konuuecmea OeH3uHa moavko npu Haau4duu o8udiceHU s

if (isMoving)

fuelAmount -= Time.deltaTime;

fuelText.text = "Fuel: " + Mathf.Round(fuelAmount).ToString();

}

Co6op kanuctp ycrpoeH uepes Physics.OverlapSphere: BOkpyr MamiuHbI MbICJIEHHO Ha/TyBaeTCst
cepa paanycoM OIMH METpP, U METOJ BO3BpalllaeT BCE KOJUIAWAEpHI, MoNaBilivie BHYTpb. [aiibiie
— TpoBepKa Tera: y npedada KaHUCTphl B MHCTIEKTOpe BbicTaBieH Ter FuelCan, U TONBKO Takue
00beKThI Aal0T +10 TorumBa u ucuesaot (Destroy).

Pacxon ycTpoeH e mpoiie: moka MaiidHa JBHKETCs, TOIMBO yobiBaeT Ha Time.deltaTime
— TO €CTh POBHO Ha eJuHMILy B ceKyHIy. Ctouiib — He TpaTuiib. OTCIofa MPOCTasi MaTeMaTuka
Oananca: craproBbix 40 eguHul] xBaraet Ha 40 ceKyH e3/1bl, Kaxaas KanucTpa gaput emi€ 10.

CoBeTt: Tern Ha3HAYAIOTCS B MHCTIEKTOPE (BBIMAJAOIINN CITUCOK Tag Hag uMeHeM 0OheKTa)
u cpaBHuBatoTcs MeronoM CompareTag — oH ObicTpee U Oe3omacHee, YeM CpaBHEHHE CTPOK
fuelCan.tag == "FuelCan".
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3.5 Konen 3ae3/1a 1 cUéT

// [lposepka Ha okoHuaHue GeH3UHa

if ((fuelAmount <= 0 Il isGameOver) && !isGameOver)
{

isGameOQver = true;

carSound.Stop();

if (fuelAmount <= 0)

{
SceneManager.L.oadScene("GameOver");
}
}

// Yeeauuenue nporioeHH020 paccmosHus
if (isMoving)

{

Vector3 currentPos = transform.position;
float dx = currentPos.x - startPosition.x;

if (dx >=0)

{

distanceTraveled += dx;

}

startPosition = currentPos;

distanceText.text = "Distance: " + Mathf.Round(distanceTraveled).ToString();

}
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[pucmotputecsd k ycioruio (fuel Amount <= 0 Il isGameOver) && lisGameOver: oHO U30bI-
TOYHO — BTOpasi MOJOBUHA Bceraa oTcekaer ciaydaid isGameOver, Tak uto godaska Il isGameOver
B NepBoy He Aenaer Huuero. Padoraer? la. HyxHo? Her. 1O pOBHO TOT THUI MECT, O KOTOPBIX MBI
TOBOPWJIM BO BBE/ICHUH: «TaK HAMMMCAHO — YEeM IPO3UT — KaK YJIYUIIUTh». 31eCh HE TPO3UT HIUUEM,
MPOCTO YMTAETCS TsIKeliee, YeM MOoIIo Obl, — cMesio yrporaite 1o if (fuelAmount <= 0 && !
isGameOver).

JIMCTaHIMS CUMTACTCS «IIaraMu»: KaKAbIA Kaap CKPUNT CMOTPUT, HACKOJIBKO MAIlIMHA MPO-
ABUHYJAch MO X € MpONUIoro kaapa (dx), u mpubaBiiseT K CYETIMKY — HO TOJIBKO €CJIH IHar MoJjo-
JKUTEIbHBINA. EXats Ha3am, YTOOBl «HAMOTATE» CUET, HE BBIALET.

A Kak pe3ysbTar nonajgaeT Ha 9KpaH NopaxeHus, eciiv 31o apyras cueHa? Yepes PlayerPrefs
— BCTPOEHHOE XPAaHUJIMIIIE «KJTI0U — 3HAYCHUE» , KOTOPOE MEPEKUBAET U CMEHY CIIEH, U ITepe3amycK
UTPBL:

PlayerPrefs.SetFloat("lastPosX", distanceTraveled);

Ora crpoka crouT B Havyasne FixedUpdate() u coxpaHsier OUCTaHUMIO HNATHAECAT pa3 B
cekyHay. Paboraer? Paboraet. KpacuBo? He oueHb: nmpaBuibHEe COXpaHATH OIUH Pa3 — B MOMEHT
oKkoHuYaHM# 3ae31a. PlayerPrefs Ha HekoTOpbIX MuIaT(hopmax MUIIET HAa AUCK, U JEPTraTh €ro Kaabli
KaJp — pacTouuTesbHO. Bo3bMUTE HA 3aMETKY Kak MepBYI0 KaHAUAATYpPY Ha pedakTOpPHHT.

3ByK JABUTATENSI YCTPOEH HE3aTeHIMBO: €C/IM MAIIMHA IBUKETCS U 3BYK HE UTPaeT — BKJIO-
YUTh, €CJIU OCTAHOBUJIACH — BHIKIOUUTH. [Imoc carSound.Stop() rpu OKOHYaHUM TOTUIMBA, YTOOBI
JABUTATENb HE «IIeJl» Ha SKPaHe MOPaKESHHUSI.
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BuiBoabI

Bo BcéM npoekTe «BIepeén» — 3TO 0Ch X, «IOMEPEK TOPOTru» — OCh Z; IMOJIOCHl OTPAHUYEHB
Mathf.Clamp.

Bcé, uro ppuraer Rigidbody, xuér B FixedUpdate(); aBukeHue ymHOXaeTcsi Ha
Time.deltaTime.

rb.MovePosition — gBuxeHHE ¢ YI4ETOM (PU3MKHU; IpsiMasi 3anuch B transform.position UTHO-
pUpYET CTOJIKHOBEHHSI.

Co6op npenmeroB: Physics.OverlapSphere + mpoepka tera CompareTag + Destroy.

JaHHble Mex 1y clieHaMmu nepefaiotcs yepe3 PlayerPrefs; coxpaHaTh ux Kax/aplil Kap — IUIO-
Xast IPUBBIUKA.

GameObject.Find mo nmeHn — XpyIkoe MecTo: NieperMMeHOBaHUe OOBbEKTa JIOMaeT Wrpy B
paHTanme.

Hror: mammvHa caymaercsi UrpoKa, TPaTUT TOIUIMBO U CUMTaeT MeTphl. Ho exarh el moka
HeKy/a: Iopora Ioj KoJIécaMu JOKHA BO3HUKATh U3 HUOTKY/A U Mcde3ath 3a cimHoi. Kak ycrpoen
3TOT (POKYC — B CJIEAYIOLIEH IJIaBe.
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I'naBa 4. beckoneuHnas gopora

,ZIopoza OecKkoneura POBHO HACMOJ/IbKO, HACKO/IbKO Xeamaem 6321504. ﬂaﬂbme OHA He HYIICHA.
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BBenenue

Ecnu Obl qu3aiiHep ypOBHS BHIKJIA[IBIBA TPACCY BPYUYHYIO, UTPA 3aKOHYMJIACH OBl TaM, T y
HEro KOHYMJIOCh TeprieHne. B paHHepax MocTynaioT nHavye: MUp reHepupyeTcsi Ha xoay. Briepeau
MAIIMHBI JI0pOra J0CTPanBaeTCs, M03aau — pa3OdupaeTcs, a B MaMSATH B KaKIbIi MOMEHT XKUBET
JIMIIb HeOOJBINOE «OKHO» Tpacchl. B 3Tol riaBe Mbl pazdepém ckpunt RoadController.cs, KOTOpbIit
Y TIOKa3bIBaET 3TOT (POKYC.
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4.1 CTapToBbIil y4aCTOK U reHEPATOP

3arnsuuTe B ciieny Game: o oobsekToM GameWorld/roads Jie:kUT cTaTHYHBINA CTAPTOBBIN
Y4aCTOK — HECKOJIbKO IUTUTOK JIOPOTH, TPaBbI, AEPEBbsI U «PeKa» 1O KpasiM, pacCTaBJICHHBIC BPYY-
HYI0. DTO JIeKopalysl TIepBbIX METPOB 3ae3/1a. A PsIIOM BUCHT ITycToi 00beKT newRoads co ckpur-
toM RoadController — oH OTBedaeT 3a BCE, UTO JAJIBIIIE.

public class RoadController : MonoBehaviour

private Transform playerTransform;
public GameObject roadPrefab;
public float roadLength = 50f;
public float despawnOffset = -30f;
public float spawnOffset = 80f;
public float despawnDistance = 100f;

private List<GameObject> roads = new List<GameObject>();

private void Start()

playerTransform = GameObject.FindGameObjectWithTag("Player").transform;
Spawn();

}

3HaKoMasi KapTuHA: MyOJIMYHbIe TIOJISI-HACTPOMKH, CChIJIKA HAa UIPOKA Yepe3 MOUCK IO Tery,
CIIMCOK CO3JaHHBIX ceKlmil. OOpaTiuTe BHUMaHME Ha BXHYIO JeTanb Unity: 3HAYeHHs B HHCIIEK-
TOope Mo0eKJaI0T 3HAaUYeHHs B Koje. B ckpurnte Hanmcano roadLength = 50, HO B clieHe y KOM-
MIOHEHTa BhICTaBJIeHO 14 — padotath Oyzner umeHHo 14. [ledonTsl B Kojie — JHIIb HAaYaIbHAs TO/-
CKa3Ka; MpapJia Bceraa B MHCIeKkTope. 3adyaere 00 3ToM — OyfieTe moavaca rajarh, ouemy rmpaBka
YKcIia B KoJe «He paboTaer».
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4.2 Spawn: qopora u3 HHOTKY/1a

private void Spawn()

GameObject gameObject = Instantiate(roadPrefab);
gameObject.transform.position = roads.Count ==

? Vector3.zero

: roads[roads.Count - 1].transform.position + Vector3.right * roadLength;

roads.Add(gameObject);

}

Instantiate(ripea®) — rIaBHBIN TJ1AT0J MPOLIETYPHOU reHepalvn: co3aTh Konuio rmpedada B
cuene. [lepBas cekiysi BCTAET B HOMb, Kaxk/1asl CIEAYIOIIasi — BIUIOTHYIO K IPEBIAYILEH, CO CIBUTOM
Ha roadLength o X (Vector3.right — 370 (1, 0, 0); noMHuTe cornaiienue «prepen = X»?). Cekuus
— 3T0 1enblil npedad ¢ MOJOTHOM, OOOYMHAMH M JIEPEBbsSIMH, TaK UTO OJHA CTpouka Instantiate
BBIKJIAJIBIBAET CPa3y JECSITOK METPOB MUDA.
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4.3 Update: koHBelep ceKIUn

private void Update()

// Coz0aém Hogvle dopozu enepeou
if (playerTransform.position.x >

roads[roads.Count - 1].transform.position.x - spawnOffset)

Spawn();

// Yoansiem dopoau, ocmasuiuecs nozaou

for (int i = 0; i < roads.Count; i++)

if (playerTransform.position.x - roads[i].transform.position.x

> despawnDistance)

Destroy(roads[i]);

roads.RemoveAt(i);

}

Jloruka qByXTakTHas, KaKk KOHBEHep.

TakT nepBbiil — J0CTPOUTH. Kak TOIBKO UTPOK MPUOIM3UIICS K MOCNIeTHEN CeKIMU OITIKe,
yeM Ha spawnOffset, Brepeau nosiisiercs HoBasi. Irpok HMKOrAa He BUJUT «Kpail MUpa»: 1opora
BCEr/a yCrieBaeT MOCTPOUTHCS 32 TOPU30HTOM.

Takt BTOpOii — pa3zo6parb. Cekiyu, OTCTaBIIME OT WrpokKa Oosbllle, 4YeM Ha
despawnDistance, yHUUTOXaIOTCS. 3/1€Ch €CTh TOHKOCTb, Pal KOTOPON CTOUT OCTAaHOBUTKLCS: y/Aa-
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JIeHHe U3 CIICKa BO BpeMs 06xoaa. Korna mMbt getaem RemoveAt(i), Bece cieayroniye JieMeHThI
CIOBHUTAIOTCS HA OJIHY TO3UIIMIO BJIEBO — U €CJIM TIPOCTO MPOJOJIKUTD IIUKJI, OMH IEMEHT OKakKeTCs
nporyieHHbIM. CTpouKa i-- KOMIIEHCUPYET CABUT. DTO KJIACCHYECKasl JIOBYIIKA pabOThl CO CIHC-
KaMH B JI000M SI3BIKE, He TOIBKO B CH#.

BaxkHo: 6e3 «pa3dopku» Urpa paHO WM MO3JHO 3aXJIEOHETCS: Kakaash OpolieHHasi CeKIUs
— 3TO JIeCATKU 00BEKTOB, KoTOophle Unity MpojokaeT 00CUUTHIBATh U pUCOBaTh. [IpaBuiio paHHepa:
BCE, UTO UTPOK OOJIbINIE HEe YBUINT, IOJKHO OBITH YHHUTOXKEHO.

UYecTHas oroBopKa: JIMCTUHT Bbllle ciierka npuyécad. B Hacrosmem RoadController.cs nukiio
yOOpKH 06a — BTOpOH cpaBHUBaeT oTcTaBaHue ¢ noneM despawnOffset (B Kome 1axe OTpHULIaTeTb-
HbeIM: -30). D10 Hacyenue panHen Bepcuu: B ciiene y despawnOffset BeicTaBneHo 30, u pakTruecku
CeKIMM yOupaeT IMEHHO BTOPOH IMKJI, a TiepBblid (¢ moporoM despawnDistance = 56) modt# HUKO-
r71a He ycrieBaeT cpadborars. Mrpe 310 He Bpenut — Jopora yorpaercs, HaMsTh He TeUET, — HO J1Ba
[IUKJIA, JEJIAloNMX OJHY padoTy, 9TO KJIACCUYECKUI KaHAWAAT Ha pehaKTOPUHT; MBI BCTIOMHHM O
HEM B JEBATON IJIaBE.
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4.4 HacTpanBaeMm KOHBeiiep moj ceost

[Nourpaiite ¢ mapameTpaMu B UHCIIEKTOpe 00bekTa newRoads — 310 jrydrmmii crocod rnovys-
CTBOBATb MEXAHUKY:

roadLength — mymna cexkimu. JomkHa coBHagaTh C peayibHOW UIMHON mpedada, nHaue B
AOpOore MnosABATCA MEIN 1IN HaXJIECTHI.

spawnOffset — HacKoJIbKO 3apaHee qocTparBarh. CIUIIKOM MaJio — UTPOK Ha OOJIBINON CKO-
POCTH YBUOHWT, KaK MUP «POKIAACTCS»; CIMIIKOM MHOI'O — JIMIIHUE O6'beKTbI B I1aMATH.

despawnDistance — Kak Jajieko mo3aau pa3ouparb. YMeHbimTe 10 20 — U, OIJISIHYBIIHCH
(cMecTUB KaMepy), YBUIIUTE, KaK MUP MCUYE3aeT 34 CIIUHOM.

3amanme: BpeMeHHO nocraBbTe spawnOffset = 5 u mpoeabTe Briepén Ha MAaKCUMAIBHOW CKO-
poctu. Bbl yBUIHTE «CTPOMKY MUpPa» CBOMMHU I71a3amMu. BepHuTe 3HaYeHne Ha MECTO — U 3alIOMHHTE
9TOT Ka/Ip: TaK BRIIVISIIUT BHYTPEHHOCTD JTI0OOr0 paHHepa, ot Subway Surfers 1o Temple Run.
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4.5 Kamepa: XBOCT 3a MAaIIUHON

Pa3 yx Mbl rOBOpUM O TOM, KaK MHP JIBUKETCS BOKPYr UTPOKa, — J[Ba CJIOBa O Kamepe. 3a
Hell otBeyaeT CameraController.cs:
public class CameraController : MonoBehaviour

public Vector3 offset;

public float smoothSpeed = 0.125f;

void FixedUpdate()

GameObject player = GameObject.FindGameObjectWithTag("Player");

if (player != null)

Transform target = player.transform;

Vector3 desiredPosition = target.position + offset;

Vector3 smoothedPosition = Vector3.Lerp(transform.position,
desiredPosition, smoothSpeed);

transform.position = smoothedPosition;

transform.Look At(target);

}

Wpnes npocra: xenaemasi Mo3MLKMsI — 3TO TO3UIMS MAIIUHBI TUTIOC cMelieHue offset (B clieHe:
YyTh MO3aJ4 U BbIE), a Vector3.Lerp kKax/plii TaKT MepeaBuraeT kamepy Ha gomo smoothSpeed
MyTH K TIEJIM: YeM MEHbIlle 3HAaYeHUE, TeM JIeHUBee «XBOCT». LOOkAt JOBOpaunMBaeT Kamepy Ha
MaiuHy. Y BHOBb nipaBuiio uHcnekTopa: B koge smoothSpeed = 0.125, a B cuene BbicTaBieHo 0.9 —
Kamepa JIEpKUTCS 32 MAIIMHON TIOYTH KECTKO. XOTUTE MSATKYIO «PE3UHKY» — OITYCTHTE 3HAYCHHUE
70 0.1-0.2 1 mouyBCTBYITE pa3HUILY.
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Baxno: a Bor GameObject.FindGameObjectWithTag xascowiii gpusuueckuii maxm — pac-
TOYMTENILHOCT: TOKCK TI0 BCEH CIICHEe MATBHACCAT pa3 B CEKYH/y paau 0ObeKTa, KOTOPhId HUKYIa He
neBaetcsi. [IpaBUIbHBIN X0 — HAWTH UI'POKA OJIMH pa3 B Start() U 3alIOMHUTbH CCBUIKY, KaK JejiaeT
RoadController. PaboTtaeT u Tak — clieHa MajieHbKasi, — HO TIPUBBIUKY CTOHT MEPEHSITh MPABUIIb-

HYIO.
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BuiBoabI

BeckoHeUHbIN MUP — 3TO WITIO3US: KUBET TOIBKO «OKHO» BOKPYT MI'POKa, JaJIbIlle — TeHe-
pauus 1 yoopka.

Instantiate(ripead) co3aaéT ceKkImu Ha XOY; MO3UIHMS KaXIOH CIMTACTCS OT MPEIbIIYIIEH.

3HaveHus1 B MHCIIEKTOpe Bcera modexaaoT 1edoThl B KOJE.

[Tpu ynaneHuu U3 crvcka B IUKJIe He 3a0bIBaliTe KOMIIEHCUPOBATh CIIBUT MHJIEKCOB (i--).

Bc€, 4to ocrasiock mo3aay Urpoka, 00si3aHO ObITh YHUUTOKEHO — WHAYE MaMsATh U TIPOU3BO-
JUTEIbHOCTh YTEKYT.

Kamepa — 310 Lerp k mo3uiivy MamivHbl; CChUIKY HA UTPOKa UIIUTE OUH pa3 B Start(), a He
KaKIbI TaKT.

Hror: nopora crpoutcs u pazoupaercsi cama. Ho mycras Tpacca — 3TO He TOHKA, a METUTAITH .
B crnenyioiiieit riaBe Mbl BBITYCTUM Ha IOPOTY TpauK: ClTydaiiHbIe MAIlIUHBI, YECTHBIE CTOJIKHOBEHU I
1 3 PEKTHBIE B3PHIBHI.
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I'naBa 5. Tpaduk: npensATCTBUSI M CTOJKHOBEHMSA

T'onka 6e3 pucka — 3mo npocmo 0opoea Ha oauy.
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BBenenue

ITycras Tpacca He co31aer urpbl. UIrpy co3naér KOH(IMKT: TPy30BUKH B BallleM sy, Y3KHe
MIPOCBETHI, 1IeHa OMUOKU. B 3TOH 11aBe Mbl pa30epéM TpU CKPHUIITA, KOTOpbIE BMECTE OTBEYAIOT
3a Tpaduk: ObstacleManager paccrasisier Mamusbl, ObstacleMovement ux JBUraer, a CKpUNT U3
paitna Collision.cs mpeBpaliaetT KacaHue B aBapuIi0 — CO B3PHIBOM U SKPAHOM TOPAKEHUSI.
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5.1 ObstacleManager: cnaBH o nmporpeccy

public class ObstacleManager : MonoBehaviour
{

public GameObject[] obstaclePrefabs;

public float obstacleSpeed = 5f;

public float spawnDistance = 40f;

public float spawnOffset = 30f;

public float despawnDistance = 80f;

private GameObject player;
private float lastPlayerPosition;

private float currentDistance;

void Update()

{

currentDistance = player.transform.position.x - lastPlayerPosition;

if (currentDistance >= spawnDistance)

{

lastPlayerPosition = player.transform.position.x;

for (float spawnPosX = lastPlayerPosition + spawnOffset;
spawnPosX <= lastPlayerPosition + currentDistance;
spawnPosX += spawnDistance)

{

SpawnObstacle(new Vector3(spawnPosX, 1.4f, 1.7f));
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DestroyObstacles(player.transform.position.x - despawnDistance);

}

[Mpexnae yem pa3dupaTh JIOTUKY — 3HAKOMasl MO YETBEPTOH IJIaBe OrOBOPKA: 3HAYEHHS B
MHCIIEKTOpe TIOOeKIaI0T 3HaYeHus B kofe. B miuctunre spawnDistance = 40, a B ciiene Game y 00b-
exta Obstacle BbicTaBiieHo 35 (a emé spawnOffset 25 Bmecto 30 u despawnDistance 35 Bmecto 80)
— paboTaOT UMEHHO CLIEHOBBIE YMCJIa, MX MBI M BO3BMEM B pacuéThl OanaHca. U BTopas nerass:
PSIIOM B CIEHE JIEKUT GbIKAHOUEHHBIL
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KoHen 03HakoMuUTEJIbHOT0 (pparmMeHra.

Texkcr npenocrasinen OO0 «JIutpec».

IIpounTaiiTe 3Ty KHUTY LIEJIMKOM, KYIMB II0OJHYIO JIETaJIbHYIO Bepcuio Ha JluTpec.

BesomnacHo onnatuTh KHUTY MOKHO OaHKOBCKOM Kaprtoit Visa, MasterCard, Maestro, co cuera
MOOWIIBHOTO TenepoHa, C TUIaTeKHOro tepMuHana, B catone MTC wm Cesi3Hoii, yepes PayPal,
WebMoney, fAunekc.densru, QIWI Komesnek, 60HyCHbIME KapTaMu WX APYTUM YIOOHBIM Bam crio-
coOom.
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