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BBegeHune

B aTOM pyKOBOACTBE COBPaHO MHOXECTBO COBETOB, KOTOPbLIE MOMOTYT BaM 6bicTpee paboTaTb
C MHCTpYyMeHTamu Unity, 6yab Bbl XY[0XHWUK UK NPOrpaMMUCT. 34eCb pacCMaTpUBatoTCs
HOBble BO3MOXHOCTM Unity 6, a TakXe NPoBepeHHbIe CNOCOGbl 3KOHOMUU BPEMEHU U padoune
npoLecchl, KoTopble Ucronb3ytoTcsa B Unity yxe MHOro ner.

Korga Bbl pa6oTaeTe B Unity Kax /bl feHb, CAMOCTOATENIbHO UMM B KOMaHe, Kaxaas cekyHaa
N KaX bl LWENYOK MbILM UMEIOT 3HayeHne. Mbl XOTMM NOMOYb BaM He TpaTUTb BpeMs
BMNYCTYIO M paboTaTb NpoayKTUBHee. He3aBMCKMMO OT Ballero onbiTa pa3paboTku B Unity aTo
PYKOBOACTBO MOMOXET YCKOPUTb paBoune NPoLEcChl Ha KaXaoM aTane co3faHusa uUrpbl.

Mepengunte Ha Be6-cTpaHuuy Unity 6 unu k pasgenam «Hosoe B Unity 6.0» n «Hosoe B Unity
6.1» pokyMeHTauum Unity, 4To6bl NOAPOGHO 03HAKOMUTBLCS C HOBBIMU GYHKLMAMMU U
BO3MOXHOCTAMM Unity 6.

Hapeemcsi, 3To pyKOBOACTBO 6yAeT BaM MoJiesHo.
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Paboumne npoLecchl B
pegakTope

Jlerko HaCTpOMTe yLI,O@HbIe coyeTaHnd KnasuLl

Shortcuts Manager - UHTEpPaKTUBHbIN BU3YyarnbHbIN MHTEPOENC ANs NPOCMOTPA, HACTPOWMKK 1 yNpaBneHus
ropsiuMmMu Knasuwamu pegaktopa. OH NO3BOMSIET Ha3HaYaTb COYETaHWUS KNaBuULL AN PasMyHbIX
KOHTeKCTOB, Hanpumep Global, okHa Scene unu oTaeNbHbIX UHCTPYMEHTOB PefaKTopa, a Takxe
npocMaTpuBaTb TEKyLLME Ha3HAYEHUS [ANS YAaCTO UCMOMNb3YEMbIX MHCTPYMeHTOB. Kpome Toro, npodunu
COYeTaHUN MOXHO MMMNOPTUPOBATb M 3KCMOPTUPOBATL, YTOGbI UCMOMb30BaTb UX B KOMaHAE UK Ha
pasHbIX YCTPOMCTBAX.

Shortcuts i OX

Unassigned Key () Assigned Key [ GlobalKey [ Mixed Key

EI108 FE1TN FR1Z F13 F14 F15

Pg '
« Ins  Hom Up
Pg
|

Shift Shift

Control Control . . .

Default Import  Export

Category Command Context Shortcut
All Unity Commands “ 3D Viewport/Fly Mode Backward Camera Fly Mode Context S
Binding Conflicts 3D Viewport/Fly Mode Down Camera Fly Mode Context Q

Main Menu 3D Viewport/Fly Mode Forward Camera Fly Mode Context W

3D Viewport 3D Viewport/Fly Mode Left Camera Fly Mode Context

Analysis 3D Viewport/Fly Mode Right Camera Fly Mode Context

Animation 3D Viewport/Fly Mode Up Camera Fly Mode Context

Camera Analysis/FrameDebugger/Enable

Curve Editor Animation/First Keyframe Animation Window

Grid Animation/Frame All Animation Window

OkHo Shortcuts Manager

©2025Unity Technologies 8u3 1M |unity.com
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OTkpounTe Shortcuts Manager 13 rnaBHoro meHto Unity:

- B Windows u Linux Bbi6epuTe Edit > Shortcuts.

- B macOS Bbi6epute Unity > Shortcuts.
OCHOBHble coyeTaHUsl KnaBuLl

Huxe npuBepgeHbl HEKOTOPbIe CTaHAAPTHbIE COYeTaHUA KnaBULLL:

OencrtBue Windows Mac

[Moka3aTb Bbl6paHHOE E]

Oy6nupoBaTb 3NEMEHTbI + @ + E]
Ypanute GameObject + +
Bua/nepeHoc/noBopoT/pamka/TpaHcd. @ E] E]

MepeKtounTb PEXUM OMOPHOMN TOUKU E]

MepeKntoYnTb OPUEHTALIMIO OMOPHOM TOUKM

MpuBs3Ka K BepLUMHAM
MpuBAaska + +

M3onnpoBaTb BblGpaHHble 06bEKTblI B OKHE Sgene + E]

Pa3BepHyTb UMM BOCCTaHOBUTb OKHO [ Shift ]+[ Space ]

PepaktnpoBaTb npedad B KOHTEKCTE E]

©2025UnityTechnologies 9u3 M |ynity.com
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Command Shortcut
View
Move
Rotate
Scale
Rect

Transform

N < 4 D m s O

Toggle Pivot Position

>

Toggle Pivot Orientation

OCHOBHble COYeTaHWA KnaBuLl pefakTopa

PaboTanTe ¢ HECKONbKUMM OKHaMK Inspector

OkHo Focused Inspector no3BosisieT 0f4HOBPEMEHHO OTKPbITb HECKOTbKO OKOH Inspector n
npoCMaTpuBaThb B KaXX40M CBONCTBa onpefeneHHoro oo6bekta GameObject, KOMNOHEHTa Unu
acceTa. B TakoM OkHe Bcerga oto6paxatoTca CBOMCTBA TOr0 afIeMeHTa, AJ11 KOTOPOro OHO
6bI/I0 OTKPLITO, faXe eCln B CLieHe BbiBpaH ApYron af1eMEHT.

LLlenkH1Te npaBon KHOMKoN Mbllwn 06bekT GameObject unn KOMNOHEHT u BbiGepuTe Properties.
OTKpoeTcs oTAenbHoe NnasatoLwee OKHO Inspector, KOTopoe, Kak 1 1tboe Apyroe 0KHO, MOXHO
nepemeLlaTb, 3aKpPennAaTb N USMEHSATL ero pasmep.

Cut
Copy

Paste As Child

Rename

Duplicate

Delete

Select Children

Set as Default Parent —
Prefab > W4, ¥ PlayerConrolerfs
Create Empty
Create Empty Parent
3D Object

Effects

Light

Audio

Video

ul

Visual Effects
Rendering

Volume

Camera

X 24
X0
# Character Controller

4

Transform

r Controller

Add Componant

YVYYVYVYYY

Properties...

CpaBHeHMe OByx 06bekToB GameObject B okHe Focused Inspector

©2025UnityTechnologies
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Ecnn ogHoBpeMeHHO OTKPbITb HECKONIbKO OKOH Focused
Inspector, MOXHO o6paLlaTbCsi K HECKONbKUM 06beKTam
GameObject npu pefakTMpOBaHUN CLEHbI U YO06GHO
CpaBHMBATb UX BOK O BOK.

Copy Component

Find References In Scene

Properties...

Copy Position
Copy Rotation
Copy Scale

Copy World Placement

Takxxe MOXHO OTKpbITb Focused Inspector Tonbko ANa onpefeneHHoro KoMrnoHeHTa o6bekTa GameObject, UToGbl CIKOHOMWUTL MECTO Ha 3KpaHe.

HacTpoiTe 3HayeHnsa No yMonyaHuo ¢ NoMoLlbo Presets

HpeceTbl NO3BOJIAKOT HAaCTpanBaTb M NMOBTOPHO UCMNOJZIb30BaTb COCTOAHNE KOMIMOHEHTOB UK
aCCeTOoB Mo YMOJIYaHUIo B OKHe Inspector. Mpu cozgaHnmn npeceta Unity coxpaHseT Tekylume
HaCTPOWMKM KOMMOHEHTa UMK acceTa B BUE acceTa C paclumpeHuem .preset.

3aTeM 3Ty KOHOUrypaumo MOXHO NMPUMEHUTb K OPYrMM KOMMAOHEHTaM MM acceTaM TOro Xe Tuna.

McnonbayiTte npeceTsl Ana COBMOAEHUA CTaHOAPTOB UM 3a4aHua NOAXOAALMX 3HAYEHWUIA MO
YMOMYaHUIO HOBLIM acceTaM. 3To NoMoraeT NnoAaepXuBaTth eAnHble CTaHdapTbl B KOMaHe,
YTOBbl HACTO YNyCcKaeMble U3 BUAY HAaCTPOMKM HE CHUXaNMU NPOU3BOAUTENbHOCTb NPOEKTa.

oL Transform

Position

Rotation

Scale

3Hayok Preset BblAeneH KpacHOM pamKom.

©2025UnityTechnologies Mu3 M |ynity.com
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YTo6bl CO30aTb NpeceT:

1. LenkHnTe 3Ha4yoK Preset B NnpaBoOM BEPXHEM YTy KOMIMOHEHTA.
2. Haxxmute Save current to..., YTO6bl COXpaHUTb NPECeT KakK acceT.

3. BbiGepuTe oaMH M3 LOCTYMHbIX NPECeTOoB, YTO6bI 3arpy3nTb CQOTBETCTBYHOLMIA HABOP 3HAUEHUI.

Default
2D
4

Input Texture Alpha

Select Preset
Repeat

Trilinear

wood_tiled_01_a

AlbedoTexture_D...

2048x20488RGBIC O] DXTTSRGB 2.7 MB

—
!
—

undle None > None

NormalTexture Utility Texture e

Save current to...

B 3ToM npumepe npeceTbl cofepkaT pasHble Import Settings ans 2D-TeKCTyp B 3aBUCMMOCTY OT Ha3HaueHus: anb6e/io, KapTa HopManei Unu cnysxeeGHas TekcTypa.

[pyrue npaktnyeckne cnocobbl NCNONb30BaHUSA MpeceTos:

- Co3spaHue o6bekTa GameObject co 3HaYeHMAMN MO YMOMYaHUIO: NMepeTaLLNTE acCeT npeceTa
B OKHO Hierarchy. bygeT co3gaH HoBbln 06bekT GameObject ¢ COOTBETCTBYIOLLMM
KOMMOHEHTOM, 3an0OJIHEHHbIM 3Ha4YeHNUAMU NpeceTa.

- CBA3b onpegeneHHoro Tuna c npecetom: B Preset Manager (Project Settings > Preset
Manager) ykaxuTe ansi KaXxgoro Tuna oguH Uan HECKONbKO npeceTos. Nocne 3Toro npu
C03[aHMM HOBOrO KOMMOHEHTA MO YMO/YaHuto 6yayT UCNOJSIb30BaHbl 3HAYEHUS YKa3aHHOro
npecera.

- BbIGOp M3 HECKOMBbKUX NPECETOB C MOMOLLbIO PUNLTPOB: MOXHO CO34aTb HECKOMIbKO
npeceToB Ana O4HOMO Tvna v 3agaTtb B Preset Manager ¢ounbTpbl, onpegenstowne, Kakown
npecet 6ygeT NPUMeEHATLCS.

©2025UnityTechnologies 1213 M1 |unity.com
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- CoxpaHeHune 1 NOBTOPHOE NCMONb30BaHNE HACTPOEK MEHEO)KEPOB: NPUMEHANTE NpeceThl K
OKHaM MeHeXepoB, YTO6bl MOBTOPHO MCMOMNb30BaTb UX HACTPONKK, Hanpumep Tags and
Layers unu Physics. NpeceTbl COKpalLatoT BpeMS HACTPOMKN CNeAYIOLEro NpoeKTa.

Yb6epuTe N1Hee 13 okHa Scene ¢ nomMoLLbro Scene visibility

Mo Mepe yCNnoXXHeHUsa cueHbl MOXXHO BpeMEeHHO CKpbIBaTb OTAE/IbHbIE 06beKTbI, YTOObI
YNpOCTUTb BbIGOP M pefakTuposaHue o6bekToB GameObject.

BmecTo Toro 4toGhl feakTuBupoBaTb 06bekTbl GameObject, YUTO MOXET NPMBECTU K
HenpeasuAeHHOMY NOBeAEeHUIO, UCNOSb3YyNTe a1eMeHTbl ynpasneHus Scene visibility ans
nepekntoYeHnss UX BUAMMOCTH B OkHe Scene. LLlenkHuTe 3Ha4yoK rnasa psaom ¢ 06beKTOM
GameObject B okHe Hierarchy. O6beKT MCUYE3HET N3 OKHa Scene, HO ero akTMBHOE COCTOsIHME
W BUONMOCTb B Urpe He U3MEeHSITCA.

CKpbITUE 06bEKTOB B OKHe Scene ¢ NOMOLLbIO 3fIeMEHTOB yrnpasneHus Scene visibility.

©2025UnityTechnologies 13m3 1M1 |ynity.com
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O6paTute BHUMaHUWE: 3HaUKM COCTOSIHUS B OKHe Hierarchy MoryT MeHsITbCsi B 3aBUCMMOCTU OT
TOFO, CKPbITbl POAUTENbCKME UMK AoYEPHUE OB BEKTHI.

3Hauok Ctatyc

O6bekT GameObject BuAeH, HO HEKOTOPbIE ero foYepHUe 06beKTbl CKPbITHI.

O6bekT GameObject CKpbIT, HO HEKOTOPbIE €ro JoYepHUEe 06beKTbl BUAHbI.

O6bekT GameObject 1 ero goyepHre 06bEKTbI BUAHbI; 3HAaYOK 0TOGpaXkaeTcs
TONMbKO NpWU HaBefeHUM ykasaTensa Ha o6bekT GameObiject.

O6bekT GameObject 1 Bce ero go4yepHne o6beKTbl CKPbITbI.

© 0 @ Q0 ¥~| =

N

—

Bkntouyante n oTkNtOYanTe NaHesb ynpaBneHns okHa Scene, YToGbl Nepeonpefensitb rno6GanbHble HacTPOMKKN Scene visibility.

[ns paboTbl TONbKO C ONpeAeneHHbIM 06 bEKTOM U €ro O4EPHUMU 0GBbEKTAMMN MOXHO TakXe
ncnonb3oBaTb Isolation View. BeiGepute 06bekT GameObject B okHe Hierarchy n Haxxmute
Shift + H, 4ToGbI BKNHOYNUTb UM OTKKOYMTL 3TOT pexxmnm. [1o Beixoga u3 Isolation View oH
nepeonpegensieT octanbHble HACTPOMKK Scene visibility.

©2025UnityTechnologies 14 n3 1M |unity.com
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Isolation View nossonseT pegaktnposaTtb 06bekT GameObject, He OTBNEKasACb Ha OCTasbHbIE 3NTEMEHTbI.

MomHuTe: coyeTaHme Shift + NMpo6en no3BonsaeT pa3BepHyTb 06/1aCcTb MPOCMOTPa Ha BeCb
9KpaH 1 CKpbITb OCTallbHble OKHa pefakTopa.

B Unity MO>XHO paboTaTb C HECKONIbKUMU CLieHaMuK. OTO NOMe3HO Npw cCo3gaHum 60NbLIMX MUPOB
C MOTOKOBOW 3arpy3Koun n ans agpHeKTMBHOro ynpasneHus HECKONbKUMU CLieHaM1 BO BPeMs
BbINOSIHEHUSA. [JaHHble MOXHO 3arneKkaTb OAHOBPEMEHHO 11 HECKOMbKUX CLEH, BKNOYas KapTbl
ocseLlleHus, AaHHble NavMesh 1 faHHble oTCeYyeHUss No OKKIT3NKU. Kpome Toro, pefakTMpoBaTb
HECKOJIbKO CLEH C NMOMOLLbIO CKPUMTOB MOXHO Kak B peflakTtope, Tak U BO BPEMS BbIMONHEHWS.

136erante cnyyanHoro Belbopa 06bEKTOB B OKHe Scene

Unity nossonsieT 3anpeLatb BbIGOP OTAENbHbIX 06bekTOB GameObject B okHe Scene,
aHanorMyHo ynpasneHuto Scene visibility.

Ha naHenun nHctpymeHToB Scene visibility MoxxHO nepekntoyaTe cocTossHme Pickability
o6bekTa GameObject n Tem cambiM 6110KMPOBATL BbIGOP ONpeneneHHbIX 0O0beKTOB
GameObject B okHe Scene. 3To noMoraeT usbexarb Cny4yanHoro Bbibopa U pegakTnpoBaHus
He Toro o6bekTa GameObject B GONbLIMX U CMIOXHbIX CLEHaXx.
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= Hierarchy
4+ v o
¥ v € SampleScene
D Lighting
0 Directional Light Sun
9 Volumes
D Reflection Probes
0 Shadow Proxys
0 Density Volumes
D Light Probe Group
D Props
9 Room 1
& Ball_PF
& Ball
) Base
@ Room 2
&3 Room 3
D Structure
@ Decals
3 Room 1
7P FR_SectionA_01
zp FR_Platform_01
3 Room 2
2 Room 3
@ VFX

0 ButterFlies

Pickability B okHe Hierarchy

Mockonbky Pickability MmoxHO nepekntoyaTb Kak Ans Lesion BETBU, TaK U AN OTAENbHOro
06beKTa, HekoTopble 06bekTbl GameObject MoryT 6biTb [OCTYNHbI 415 BbIGOPA, @ UX
JOYepHME UK POAUTENBCKME 06BEKTbI MOMYT GbITb HEAOCTYMHbI. PasnnyaTtb 3TN COCTOAHUS
NoMOraroT criefytolme 3Hauyku.

3Hauok Ctatyc

0O6bekT GameObject MOXHO BbIGpaTb, HO HEKOTOPbIE ero AoYepHNe 06beKTbI BbiIGpaTb
Henb3s.

06bekT GameObject BbiGpaTh HEMb3S, HO HEKOTOPbIE €ro AoYepHME 0GBHEKTBHI MOXHO.

O6bekT GameObject 1 ero goyepHne 06bEKTbI MOXHO BbIGPaTh; 3HAYOK
oToGpa)kaeTcs TONbKO NpU HaBefeHUM yKasaTens Ha o6bekT GameObject.

X ¥ X &

I
K

Henb3a Bbi6paTb HM 06bekT GameObject, HM ero foYepHUe 06bEKTHI.
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[lpocMaTpuBanTe acceTbl NPAMO B OKHe Inspector

Asset Preview - naHenb B HMXXHeN YacTu okHa Inspector B Unity Editor, roe MoxHo
NPOCMOTPETb acCeT UK ero MUHMaTiopy, Hanpumep 3D-mogenb, MaTepuan Unu TeKCTypy.
OHa no3BonsieT 6bICTPO U UHTEPAKTUBHO OLIEHNBATbL acCeTbl NPSIMO BO BPEMS padoThl B
pepakTope.

Ons 3D-acceToB, TakMx Kak Mogenu n npedabbl, MOXHO LLEeNKHYTb o6nacTb Asset Preview B
HUXHEW YacTu OKHa Inspector n, He oTNycKas KHOMKY MbllWW, NOBOPaynMBaTb OGBHEKT,
ocMaTpuBas ero C pasHbiX CTOPOH. Tak MOXHO GbICTPO NPOBEPUTL FEOMETPUID, MaTepuanbl 1
OpUEHTaLMIO acceTa, He 406aBNss ero Ha CLeHy.

Ecnu o6nactb Asset Preview crviiKoM Mana, U3MeHUTe ee pasmep, nepeTalimns pasaenuresb
Haf, Hell B OKHe Inspector.

[ns aHuMuMpoBaHHbIX Mofaenel Asset Preview HepeKo BOCNPOU3BOAMT NMPOCTYO aHUMaLMIO Mo
YMOMUYaHUIO, eCNK OHA eCTb B acceTe. DTO MNO3BOJAET 6bICTPO OLEHUTb ABUXEHUE U PUTTUHT.

Unity Tak)ke MOXeT Nnoka3sblBaTb MUHUATIOPbI, TO €CTb YMeEHbLUEHHbIe Bepcumn Asset Preview,
npsMo B okHe Project. [1na aToro nepekntoumTe okHo Project B pexxum Two Column Layout u
HacTpomnTe NON3yHOK MacluTaba MUHUATIOP BHU3Y. Tak acceTbl Npolle npocMaTpuBaTh U
ynopspoyMBaTh BU3YyanbHO.

MaHenb Asset Preview B femonpoekTte Happy Harvest

©2025UnityTechnologies 1713 M |ynity.com


https://unity.com/releases/lts

Q Beenenune \ Pa6ouvne npoueccel B pefaktope | 2D \

yCKOpre MONCK B MPOEKTaxX

B Unity MOXHO appeKTMBHO UCKaTb acceTbl, 06BbEKTbI CLIEHbI, MYHKTbI MEHO, NakeTbl, API,
HaCTPOWMKM U MHOToe gpyroe. lMomumo nomcka B okHax Hierarchy u Project, MOXHO HaxaTb
3HAYOK MOUCKa B r1aBHOM CTPOKe MeHH0 uin ucnonb3osaTtb Ctrl + K B Windows nnu6o Cmd + K
B macOS.

Asset, Menu, Objects, Scene, Settings

VMcnonb3ynTe coyeTaHne KnaBuw nnm MeHto Help, 4to6bl oTKpbITe QuickSearch.

OTKpoeTcs OKHO Search, B KOTOPOM yA06GHO ¢dunbTpoBaTb pe3ybTaThl.

in | a in | Project § in | Hierarchy m Settings m Calculator m in | Static API

in | Packages ] in | Asset Store

OkHo Search
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Unity

our search

in | all Project § in | Hierarchy I in | Menus [ in | Settings m
in | Static API [ in | Packages ] in | AssetStore | In | Saved Queries

B cpegHen yacTn okHa 0TOGparkatoTcsi 3anpochbl, AOCTYMHble A5 BbIGpaHHON 061acTu Nomcka.
LLI,eJ'IKHVITe 3anpoc, YTOObI BbIMOSIHUTL €ro. Mo MMeHamM MOXXHO UCKaTb C y4yeTom Tuna:
Bbl6epI/ITe Type B pacCKpbiBaowemMca CnnMcke nnu MCHOHbSyVITe COKpaLLl,eHHbIVI CUHTaKCuUC t:,
Hanpumep t:scene Ans novcka no BCeM cueHaM unu titexture gns nomcka no BCEM TEKCTypaMm.

Kpome Toro, okHo Search nogaep>XXunBaeT HECKONbKO CNOCOB0B 0TOBPaXeHUs1 06 beKTOB:
KOMMAaKTHBIA UW KPYMHBIN CMIMCOK, @ TakXXe CeTKY CO 3HaYyKaMu pasHbix pa3MmepoB. O6beKTbl
MOXHO BbIBECTU 1 B BUAE TabNULbl.

Mogpo6Hee o noucke BHyTpu Unity 1 3a ee npepgenamMmu pacckasbiBaeTcs B pykoBogcTee QuickSearch.

Co3paBaiTe cO6CTBEHHbIE PUNLTPbLI NOUCKa € NomoLbio Query Builder

[Mpun paboTe co CNOXHLIMU NOUCKOBbLIMK 3arnpocamu Query Builder ynpoliaeT usyyeHue
npoekTa. Ero MoXKHO BK/IHOUYNTb NepeksoYaTeneM KOHCTPYKTOpa, TO €CTb KHOMKOM C Na3fiom
psgom ¢ nonem Search Field.
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Narrow your search

G G125 QR (TS G (D

Seart

ref waamples\:eme
in | Hierarchy IW vertices z 1024

Query Builder

OKOHOMbTE BpeMs, CO3[aBasi U COXPaHAsA COBCTBEHHbIe 3aMpochl AnA TUMNOBLIX 3a4au.
Hanpumep, ecnu Bam 4acTo NPUXoAMTCA UCKaTb Npedabbl MO Teram Unmn Heucrnosnb3yemMble
acceTbl, Co3faiiTe MOBTOPHO UCMO/b3yeMblil 3aNpoC 1 aBTOMaTU3MPYTe aTy paboTy. Query
Builder Tenepb BCTPOeH HeMoCcpeACTBEHHO B PpeAakTop v Gosblie He MOCTaBNsAeTCA Kak
OTAENbHbIN MaKeT, YTo yrnpoLlaeT pa6oune NpPoLecchl KOMaHabl.

OTO@pa)KaVITe OTNagoy4yHble AaHHbIe B OKHe Inspector

Ons Inspector kaxaoro o6bekta GameObject MOXHO NepektoyYaTbCsa MeXay pexnmMmamm
Normal n Debug. Haxxmute kHonky More ltems (B), uTO6bI OTKPBLITH KOHTEKCTHOE MEH!IO, 1
BblGepUTE HYXXHbIN pexxnm. B pexxume Debug B Inspector oTo6paxatoTcs Bce
cepuann3oBaHHble NoJis, BKOYasa 3aKpbITble, CKPbITbIE CCbUTKU M BHYTPEHHWE AaHHble Unity.
OTO NomMoraeT Npu NOMCKe HENCTPABHOCTEN M NO3BONISIET M3yYaTb KOMMOHEHTLI 3a NpeaenamMmm
NX 06GbIYHOTO OTKPBLITOro MHTEpdeNca.

@ Inspector =y

: Lock
63 v GameObject Stati

Tag Untagged Layer Default v Normal
Debug

L Transform

Position X0 Collapse All Components
Rotation X0

Scale v 1

Ping

Pe>xxum Debug B Inspector
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[Tonib3oBaTeNbCKMe rm3mMo 1 3Hauku o4 Bl/ISyaJ'IbHOVI OTNnaaKu

M3MO - BU3YyanbHble 3/1IeMeHTbI, KOTOpble MOABMSAIOTCA B OKHe Scene U NOMOratoT Haxo4uUThb U
pa3snuyaTtb 06bekTbl GameObject Bo BpeMsi pa3paboTki. OHM 0COBEHHO Nosie3Hbl Ans
0TOBPaXKEHNS NIEMEHTOB, KOTOPbIE HE OTPUCOBLIBAKOTCA B Urpe, HanpuMep TPUITepoB, ToYeK

noaBneHna n CKPpUNToB.

3Hayvok o6bekTa GameObject MOXHO M3MeHUTb B MeHto Select Icon. BeiGepuTte Other, 4ToGbI
3a4aTb COGCTBEHHbIN 3HAYOK.

el

© Inspector

- icw
.' v Cube Static

v

. FrT— v Layer Default
Selectlcon Select Overrides

[na nepekntoyeHns rMamMo UCMNonb3ynTe packpbiBakoLWMACA CIMCOK B Inspector.

"M3Mo MOXHO co3faBaTb NPOrpaMMHO 1 Aenatb UHTEPAKTUBHBIMU. Hanpumep, ¢ MoMoLbo
rM3MO MOXHO 0603HaYMTb 06bEM UM 06NacTb AENCTBUS MNOMb30BaTE/IbCKOr0 KOMMOHEHTA.

O Inspector =)
¢ v 0 B v X m>v Gizmos v o Q@ ~ Relic Static v

v

Tag Untagged * Layer Default =

L Transform o
Position X =-17.98 X -1.13 Z 12.46
Rotation X 0 Y O

Scale X1 il 1

Relic (Script)

Relic Type Bladed Pinchers

(=)
i Add Component

B aTomM npumepe cKpuNT U3MEHSIeT rM3mMo B 3aBMCUMOCTU OT BbIGPaHHOIO 06bekTa.
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Mcnonb3ynte guanorosoe okHo Gizmos Ha NaHenu ynpasneHns okHa Scene, 4Tobbl BKOYaTb
W OTK/TIOYaTb OTAeNIbHble TM3MO UK cpasy BCe.

Mpumepbl MCNoNb30BaHMA CM. B pykoBoacTBe «Co3faaHue nofib3oBaTeNbCKUX TM3Mo gns
paspaboTkm». Takxe o3HakoMbTecb ¢ APl Gizmos n Handles.

Icnonb3ynTte BNOXeHHbIe npedadbl M BapnaHTbl npedados

Mpedabbl NO3BONAOT COXPaHATL U NOBTOPHO UCMONb30BaTb NOMHOCTbLHO HACTPOEHHbIE O6BHEKTI
GameObject, a Takxe rM6ko n adpGeKTMBHO Co34aBaTh CLEHbl. BO3MOXHOCTK NpedpaboB 3TUM He
OrpaHMyYMBalOTCS: X MOXHO BKNafblBaTb ApYr B Apyra, co3gaBaTb BapuaHTbl U UICNONb30BaTb
05151 co3faHua ak3eMnnsapoB 06bekToB GameObject BO BpeMs BbINOMHEHUS.

Bno>xeHHble npedabbl N03BONSAIOT AenaTtb oaHU Npedabbl 4,O0YEPHMMU MO OTHOLLUEHUIO K
Apyrmm. Hanpumep, KpynHbiii npe¢a6 3gaHMsa MOXXHO co6paTb U3 He6oblunx npeda6oB
KOMHaT u me6enu. Tako nogxop nomoraeT pacnpepenvutb paéoTy Hap acceTaMu Mexay
XYA,0)XXHUKaAMU U pa3paboTYMKamu, 4To6bl OHU OQHOBPEMEHHO paboTanu Haf, pasHbIMU
YacTsIMU KOHTEHTa.

‘= Hierarchy i # Scene i
+~ . Shaded v 20 @ £ v $0 H v ¥ m~v Giz

€ Scenes '/,'i Unit_Skeleton_Damak v Auto Save

racter Is
V_Character_Skeleton_A
_Shadow_Drop

F

Mpumep BnoxeHHbIX Npepabos B AemonpoekTe Dragon Crashers

BapuaHT npegaba co3gaeTcs Ha OCHOBe gpyroro npedabda no NpuHLMNY, NOXoXxemy Ha
HacnepoBaHue B 06bEKTHO-OPUEHTUPOBAHHOM MPOrpaMmMmMpoBaHmu. B BapnaHTe MOXHO
nepeonpepenntb oTAENbHbIE YacTu, He 3aTparnsas opuruHasn. Bce nepeonpepeneHms MoXHo
B OGO MOMEHT yaanuTb, BEPHYBLUUCH K 6a30BOMY Npedady.

Y7106l N3MEHUTL CPa3y BCE BapuaHTbl, BHECUTE U3MEHEHMUS HEMOCPEACTBEHHO B 6a30BbIN
npedab.
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W U
WP ULS

(aw Unit
@ Ul_Unit_Displa
W9 UILUnitL
."’ ULUnit_Di

(@ Units
4@ Unit_Base

g
Unit_Skeleton_Damak

Unit_Skeleton_Jabban

Im Tilem

BapuaHTbl npedabos B femonpoekTe Dragon Crashers

YTOGbI 3aMEHUTb OOUH UMM HECKOMbKO NpedaboB Ha cueHe ApyruMm, yoepxnsante Ctrl B
Windows mnu Cmd B macOS u nepeTawuTe HOBbIN Npedad Ha 3amMeHsieMble npedadsl.

ample 1_A
ample 1_.B
ample 1.C

Duplicate
Delete

Select All
Deselect All
Invert Selection

Find References in Scene
Set as Default Parent
Prefab Select Root

Create Empty Replace...

Create Empty Parent

2D Object

3D Object

Effects

Light Remove Unused Overrides...
Audio

Unpack
Unpack Completely
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Select Game Object

mple 2_A
mple 2_A

3ameHa npedaba B okHe Hierarchy
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C NerkocTbto cospaBaniTe KPUBOMHENHbIE NMYTU C
MOMOLLbIO MakeTa Splines

MakeT Splines no3eonaeT co3faBaTh U pefakTMpPoBaTh CraiHOBbIe TPAEKTOPUM NPSMO B
pepakTope. CrnaiHbl NOAXOAAT AN MOCTPOEHUA NABHbIX KPUBOMMHENHBIX MYTEN, KOTOPLIMMU
MOXHO 3a4aBaTb AOPOrU, PEKU, PeibChbl, TPAeKTOpPUM KamMepbl 1 Nto6ble Apyrue BusyasbHble
WK UFPOBbIE 3/IEMEHTbI, OCHOBaHHbIE Ha ABUXEHWUW Mo 3afaHHOMY MYTW.

I'Ipwvlepbl npumMmeHeHua cnnavHoB crneea HanpaBo: Aopora 4yepes siec, TpaekTopua aHnMmauum n préanble mewwmn. MNMocne YCTaHOBKM MakeTa
Lpyrve NpuMepbl ero BO3MOXHOCTEN JOCTYMHbI Ha cTpaHuLue Splines B Package Manager.

Knot 3 (Spline 0) selected

82122 Y 0

A Linear A Auto ™5 Bezier
r Mirrored >
9.6611

9.6611

Split

Reverse Spline Flow

MaHunynsaTopbl 1 3neMeHTbl ynpasneHus cnnanHamu B Unity HanoMUHAKOT MHCTPYMEHTbI BEKTOPHOro U 3D-pucoBanuns B n3BeCTHbIX DCC-NpUnoXxeHusx.
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MNMocne co3gaHus cnnarHa NPorpamMMUCTbl U XYO0XHUKM MOTYT MPUMEHSITb €ro CamMbIMU
pasHbiMu cnocobamun. Hanprumep, NporpaMMUCT MOXET CUMTbIBaTb TOUKKM crinanHa Yepes API
W UCMONb30BaTb X B UTPOBOM NIOTUKE.

MNMocmoTpuTe BMAEOPYKOBOACTBO «Havano paboTbl ¢ NakeToM Splines»: B HEM NokasaHo, Kak
pelaTb TUNOBbIE 3aaun CO CrlaHaMm1, aHUMUPOBATbL MOSIOXEHUE U BpalleHUe 0GbekTa
GameObject Boonb cnnarHa u pasMeLlaTb BAOMb HEFrO 3K3eMnnspbl npedpados ans co3gaHus
OKPYXEHMUS.

HacTpaunBanTe c60pKn ¢ nomoLlbro Build Profiles

Build Profiles - HOBbIN paGouni NpoLuecc HacTponkn c6opok B Unity 6. OH no3sonset
co3faBaTb A/19 KaXK4on nnatoopmMbl HECKONbKO KOHOUIYpaLuuii ¢ pasHbIMU NapamMeTpamu.

Co3spasauTe B Unity 6 co6¢cTBeHHbIE npodunm B Build Profiles, yto6bl ygo6Ho 3agaBaTtb
napamMeTpbl CO0PKKN N9 pasHblX NIaTGOPM U cueHapueBs, HanpuMep Aas oTnagku,
TECTUPOBaHUA UK BbiNycka. Mexay TakuMn KOHOUIrypaumsiMmm MoXHO BbICTPO
nepeknYaTbCcs, oNnTMMU3NPYa paboymin npouecc.

Build Profiles

Window Debug
€ r

Build

Platform

£ Wind
=

tings

Wcnonb3ynte napameTpsbl Scripting Defines n Player Settings Overrides B Build Profiles, uTo6bl
3aaBaTb HaCTPOWNKN KOHKPETHOW CO0PKK, HanpuMep BKoYaTb CpeacTBa OTNaaKu Unu
BblGUPaTb 3aCTaBKy, U Nerko AennTbCa MU C KOMaHOoM Yepe3 CUCTEMY KOHTPOSISi BEPCUM.
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JononHutenbHble pecypchbl:

- YT0 Hy>XHO 3HaTb o Build Profiles B Unity 6

- Bce, UTO HyXHO 3HaTb o Build Profiles B Unity 6 | Unite 2024

3anucbeliBanTe NaBHOE BUAEO UIPOBOIo npouecca C
NOMOLLbHO NakeTa Recorder

MakeT Unity Recorder no3BonseT 3anucbiBaTb U 3KCMOPTUPOBaTb AaHHbIE MPOEKTa B peXnme
Play Mode. Nrpoeon npouecc, KnHemaTorpapuyeckme CLeHbl U Apyrve BbiNoHAEMbIE B Urpe
nocnefoBaTenbHOCTM MOXHO COXPaHsTb Kak Buaeodansnbl, NocnefoBaTenbHOCTH
N306paxKeHn NN aHMMaLMOHHbIE OaHHbIE.

OkHo Recorder HaxoauTcsa B rnaBHoM MeHto Unity Editor B pasgene Window. Mpwu oTKpbITUK
Recorder Unity BoccTaHaBnuBaeT napamMeTpbl NOCNeAHEro ceaHca 3anncu, NoaToMy 3anucb
MOXHO 6bICTPO NOBTOPUTb UM CKOPPEKTUPOBATb HACTPOMKMW.

Mo>HO 3anucbiBaTb N306paxeHnsa n BUAEO C Npo3payHbiM ¢oHOM. MpKn onpeaeneHHbIX
HaCTpoMKax, 3aBUCSLLUMX OT UCMONb3yEMOro KOHBeNepa peHgepuHra n napameTpoB Recorder,
Unity Recorder coxpaHsieT anbda-KaHan n Npo3payHoCTb.

START RECORDING
-

Manual

v ¥ Animation Clip Input

< [ Movie

Output Format

Output File

OkHo Unity Recorder
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CoBeTbl M0 paboTe B pefakTope

1. icnonb3ynTte atpmnbyT [HelpURL], 4TOGbI CBA3aTb 3HAaYOK BOMPOCUTENIBHOIO 3HaKa B
Inspector ¢ gokyMeHTaumen unmn gpyrmmu pecypcamMmu. Ecnm WwenkHyTb 3TOT 3HAaYOK B
Inspector, ykasaHHbIn URL 0TKpoeTcs B 6pay3epe Nonb3oBaTens No YMOM4YaHu1Lo.

Default

Transform
Cubea (Mesh Filtar)
v Mesh Renderer

+ Box Collider

~ Unity Tips (Script)

w]
dentfier In File

B UnityTips
Default-Material (Material)

Add Component

Update()

Unity Manual

Advanced best practice guides

preG—
st Art and d!slgn

mm_um 2ZD.game art. animation.  The Unity Gome User inferface desipn  Introduction o game:

ﬁv&zmm._] mqmw m.mmmym m"‘_mw Ievod dosion
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2. ExXxejHEBHO 3KOHOMbTE HECKOJIbKO LLENMYKOB MbIlK. Yaepxusante Shift + Alt + A (Windows)
unu Shift + Option + A (macOS), 4To6bl aKTUBUPOBATbL UK LEaKTUBMPOBAaTb BbIGPAHHbLIN B
OaHHbIN MOMeHT 06bekT GameObject.

Aain Camera

Tag MainCamera ayer Default

Transform

s Camera

AKTVUBaLMs 1 AeaKTnBaums BbiGpaHHoro o6bekta GameObject

3. Unity no3BonsieT HaCTpouTb CXeMy HyMepauum o6bekToB GameObject. OHa HaxoauTcsa B
Project Settings Ha Bknagke Editor. 3gecb MOXHO 3agaTb NpaBuia UMEHOBaHMUS, YUCIO
pas3psiAoB U OTCTYN Nepes HOMEepPoM aK3eMmnuspa.

Prefab (1)

Cxema HymepaLum

4. BoipezanTe n BcTaBnsnTe o6bekTol GameObject B okHe Hierarchy. B KOHTEKCTHOM MEHHO
TakXXe JocTynHa kKomaHga Paste As Child.

Copy
Paste

Paste As Child

Rename
Duplicate
Delete

Select Children

Set as Default Parent

KomaHnpa Paste As Child
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5. Haxxmute F, 4yTo6bl cPoKycnpoBaTb OKHO Scene Ha Bbi6paHHOM 06bekTe. B pexxnme Play Mode
Ha)xmuTe Shift + F, 4To6bl 3aKpenuTb BUA 3a BbIOPaHHbIM ABMXKYLUMMCS 06bekToM GameObject.

6. OTo6paxante UV-pa3BépTKy, HOpManu, kacatenbHble U Apyrue ceefeHns o Mesh B obnactu
npefBapuTeNIbHOro MPOCMOoTPa OkHa Inspector.

MpeABapuUTENbHBIM NPOCMOTP B OKHE Inspector

7. B meHto Layers oTkntoyante BUANMOCTb CNOEB, HanpuMep Ul, KoTopble MOryT 3aC/IOHATb
COLEPXMMOe OKHa Scene. 3a6noKMpynTe Cnown, YTobbl CTy4YarlHO He U3MEHUTb ero COCTOsTHUE.

Layers
Everything
Nothing
0: Default
1: TransparentFX
2: Ilgnore Raycast
4. Water
5: Ul
8: PostProcessing
9: Not in Reflection

Edit Layers...

ﬂepeKﬂI-O‘-leHI/Ie BUOMMOCTU U pefakTuposaHne Cnoés
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8. Ecnv BaM 4acTo NpuxoamTcs BbIGMpaTh B CLEHE OfHU N Te Xe 06bEeKTbl, COYeTaHUs KaBuL B
MeHto Edit > Selection No3BoNAOT BbICTPO COXPaHATL M 3arpy>aTb HabopP BblAENEeHHbIX
OObEeKTOB.

Selection

3arpyska 1 coxpaHeHue Ha6opOB BblAeNeHHbIX 06bEKTOB

9. NMomeTbTe Terom EditorOnly o6bekTbl GameObject, KoTopble He AOMXHbI MPUCYTCTBOBATL B
c60opKe NPUNOoXKEHUs.

v Untagged
Respawn
Finish
EditorOnly
MainCamera
Player
GameController

Add Tag...

Ter EditorOnly
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10. N3ameHunTe uBeTa uHTepdenca pegaktopa Yepes Unity > Preferences > Colors, 4To6bl
6bICTpee HaxoauTb HyXHble anemeHTbl Ul nnu o6bekTbl. HacTpownTe Play mode tint: atoT
OTTEHOK By[eT HarnagHo HanoMUHaTb, YTO aKTUBEH pexnm Play Mode, 1 nomMoxeT He
NnoTepsATb U3MEHEHUSA, KOTOPbIE Bbl XOTENM COXPaHWUTb Nepef BbIXOAOM U3 HEro.

£ Preferences

General
2D
Analysis

Profiler
Cache Server (global)
Colors
Core Render Pipeline
External Tools
Gl Cache
Scene View
Search Service
Shader Graph
Timeline

MapameTp Play mode tint

©2025UnityTechnologies

Colors

Animation

Property Animated
Property Candidate
Property Recorded
General

Playmode tint

Scene

Background
Background for Prefabs
Center Axis
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Q Beenenune \ Paboune npoueccel B peaaktope | 2D \

11. Mpw HacTporke kamep BbiBepuTe GameObject > Align With View, 4To6bl COBMECTUTb
UrpoBYIO KaMepy C KamMepon okHa Scene. [1ns o6paTHOro coemelleHus Boibepute Align View
to Selected: kamepa okHa Scene 6yAeT BbIpOBHEHa MO ApYrov kamepe, BbiIGpaHHON B OKHe
Hierarchy.

@ Unity Fis  Gat  Assats | GEWMOBRCE | Component Services Jobs  ResdMa  Window  Hep

KomaHnpa Align With View

12. MOXHO c034aTb CMMCOK BapUaHTOB LUENAEPOB, KOTOPbIe pefakTop UCMONb3yeT B CLEHE.
OTtkponTe Edit > Project Settings > Graphics. B pasgene Shader Loading npoBepbTe
KONMMYEeCTBO LUeNaepoB U UX BapuaHToOB. HaxmuTe Save to asset..., YTo6bl co3aaTb acceT
KONNeKLUMN BapuaHToB Lenaepos.

OkHo Graphics
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13. OBaxabl WENKHUTe Ntobyro BKNaaKy, Hanpumep Project, Scene unn Game, 4To6bl pa3BepHyTb €€ Ha
BeCb 3KpaH pefakropa.

Bknapgka Scene nocne ABOVHOrO Wwenyka
[lononHuTenbHbLIE pecypchl
EIJJ,é 6onbLue KOPOTKMX COBETOB MO NOBbIWEHNO NPOAYKTUBHOCTHU Bbl HaVI,EI,éTe B cnegyroumx matepuanax:

- YckopbTe padoune npouecchl B Unity ¢ NOMOLLbIO 3TUX COYETaHUI KNaBuLL
- MacluTabmpyemMble Xy[0XeCTBEHHbIE aCCeTbl: 6 COBETOB MO YyyLUeHWo paGoumnx NpoLeccos

- [naBHble coBeTbl N0 HanucaHuo ckpmntoB B Unity 2022 LTS
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CnpanTsl

B 2D-npoekTe BU3yasbHOE NpeacTaB/ieHne CO34aéTCs C MOMOLLbO CpanToB. OHU MOTyT
MCMOMb30BaTh pa3Hble acCeTbl TEKCTYP, MO3TOMY NMPU HENPaBUIIbHO HACTPOEHHOM GaTuMHre
MOXeT NoTPe6oBaTbCS MHOIO BbI30BOB OTPUCOBKMU.

[ns onTumu3aummn pecypcoB ncnonb3ynte Sprite Atlas (Asset > Create > Sprite Atlas): oH
Nno3BoNseT 06beMHATb B OANH 6aTy CnpanThl, UCNONb3YIOLWMe OAUH MaTepuan U ynakoBaHHYyo
TEKCTYpY.

136erante oy6nmMpoBaHMs aCCeTOB MNpu yYnakoBKe CNpanToB

B 2D URP cnpaiiTbl MOTyT cofiepaTb KapTbl HOpMarei 1 KapTbl-MacKu, KOTOpble TakXe CTOUT
ynakoBaTb B Sprite Atlas. 3To BaXHO A/ NPOU3BOANUTENBHOCTY 1 KaYecTBa: Takasi yNakoBKa
No3BONSET paLMOHanbHee UCMOoJb30BaTh NaMATb, COKPaTUTb YMCIIO BbI30BOB OTPUCOBKM U
YCKOPUTb 3arpysKy.

Ecnu Bbl fo6aBnseTe B Sprite Atlas uenble nanku, yéegutechb, YTO B HAX HAXOAATCS TONbKO
06blYHble CNPaWTbl NN TEKCTYpPbI anbbeno. KapTbl HOpManen 1 KapTbl-MacK1 aBTOMaTU4YeCKu
nonagyT B COOTBETCTBYHOLLME aTNachl, KOTOPble MOXHO Bbi6paTb B packKpblBatoWweMcsi Crmcke.
Ecnun e nomMecTuTb Takue KapTbl B [o6GaBNsieMble Nankun, OHWM 6e3 HEOBXOANMOCTUN OKaXyTCs
M B OCHOBHOM aT/lace, 3aHsiB B HEM MecCTO.

YéTKoe pasfeneHune aTnacoB KapT HopManein u KapT-MacoK No3BoNseT He3aBUcumo
HacTpauBaTb 4J19 HUX NapaMeTpbl CXXaTus. Hanpumep, paspelleHne KapT HopMasien MOXHO
YMeHbLWWTb BABOE, a 06bIYHbIE CMPaNThl OCTABUTL B MOSTHOM pa3peLleHny 6o nofobpaTb
Apyrve napamMeTpbl ¢ YY4ETOM LienieBol nnaTtGopmbl.
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Q Paboumne npouecchl B pefakrope \ 2D \ paduka 1 Xxy[oxeCcTBeHHble acceTbl

Objects for Packing

Spri Warehouse

Wsprite_T

prite_Tiles_Soil_Watered

MainTex - Page (0)
_MaskTex - Page (0)
v _NormalMap - Page (0)

S
S

*®2 Sprite_Tiles_Elevation
S

prite_Tiles_Pinetree BG

AssetBundle

Tpu TMNa atnacos Npu ynakoske 2D-cnpanTtos

CTPYKTYpUpYynTe nankuy, Ytobbl NOAAEPXKMBATbL €AMHOOOPa3Ne

MpoAyMaHHas CTPYKTypa nanok ans 2D-cnpaiToB ynpoLLaeT NoMcK acCeToB U ynpasneHue
UMM, MOMOraeT KOHTPONMPOBaTb MCMOJSIb30BaHWe NamMsATV 6larogapsi FpynnMpoBKe acCeToB Mo
MOMEHTY 3arpy3Kku, YETKO pasfensieT pa3Hble afIeMeHTbl Urpbl M AaET Apyrue npenmyLiecTsa.

Huxe npvBe&H TUMMYHbIN BapuaHT CTPYKTYpbl NanoK Ans npoekTa Unity:

- Sprites/Characters/[CharacterName]/Animations
- Sprites/Ul/[MenuType]/Elements

- Sprites/Environment/[LevelName]/Background

- Sprites/Effects/[EffectType]

- Sprites/Common/SharedElements

IMnopTupymnTe NUKCenbHY rpadpmky npsamo B Unity
C nomMolLbro Aseprite Importer

Aseprite - peflakTop CNPanToB 1 UHCTPYMEHT AN CO34aHUA NUKCENbHOW rpaduKm, CTaBLLUI
oTpacneBbliM cTaHJapToM cpean DCC-NpunoXxeHni ona nMKCenbHbIX XYO0XXHUKOB.

C Unity Aseprite Importer He HY>XHO NO OTAENLHOCTU 3KCNOPTUPOBaTbL COTHU CMPaNTOB B
dopmarte .PNG: dpann .aseprite MOXXHO [,06aBUTb HEMOCPEACTBEHHO B MPOEKT.
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@ | Pa6oume npouecch B peaaktope | 2D | Mpaduka u xy[oXecTBeHHbIe acceThl

Pa6oTanTe npamMo B Aseprite, HaxxumanTe Save 1 cpasy npocMaTpusanTe nsmeHeHus B Unity.
Aseprite Importer nopgaep>XxunBaet nepetackusaHne Gpannos .aseprite, aBToMaTM4yeckn co3gaér

W HacTpauBaeT roToBble K UCMOb30BaHNO 06bekTbl GameObject n aHMMaUNOHHbIE KNUMbI, a
TakXXe MOJSIHOCTbH MHTErpupyeTcs ¢ Habopom 2D-dyHkuun Unity.

B Unity 6 nosiBunacb aBTomaTnyeckas reHepauus accetoB Tilemap u3 pannos .aseprite ¢
Tannmanamu. IameHeHUss LCXOLHOro pansia aBTOMaTUYECKU MEPEHOCSTCS BO BCE NMPOM3BOAHbIE

acceTbl.

O Inspector

General

Layer Import
e H

Animated Sprite
Tight

Open Sprite Editor
Merge Frame

Canvas
Bottom

Export Animation Assets

Bird_Clip

Frame 0 | 38x48

)| [Bird.azeprite x|

Aseprite Importer B okHe Project B Unity: B aTom ¢pparmeHTe goknaga Unite 2024 «3HakoMbTecCh: HOBble paboune npouecchl 2D 1 ynyyweHus
Ha ocHoBe V» nokasaHa pa6oTa Aseprite Importer

MIMnopTupymTe NokagpoBYyHO aHMMaLUmMo 13 Aseprite B

Unity

OpuH 13 cambix Nosie3HbIX coBeTOB No paboTe ¢ Aseprite Importer B Unity: nepeg umnoptom

TWaTenbHO opraHn3ymnTe ¢annbl Aseprite ¢ nomolbto Tags 1 Slices. 3Tn cpeacTBa NO3BONAOT
KOPPEKTHO M aBTOMaTU4eCckn o6pabaTbiBaTb aHUMaLMK U Hape3aTb N306paXkeHUst Ha CNpanThbl
npsIMo B pefaKkTope.

Hanpumep, onpepensnte n opraHn3ynTe aHMmMaumm ¢ nomMoLLbio Teros Bpoge Idle n Walk, a

obnactu cnpaﬁTa Unun otTaenbHble YaCcTu, TakKne Kak ronoBa U opyxue, OTMeYanTe C MOMOLLbH

Slices. 310 ynpowaeT UMMNOPT N IKOHOMUT BPEMSI.

©2025UnityTechnologies
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AHUMauumsa, uMnopTupoBaHHas 13 Aseprite B Unity

YcKopbTe npouecc NoBTOPHOIo MMMopTa C NMOMOLLLbHO
PSD Importer

PSD Importer nmnopTtupyet dpannsl Adobe Photoshop B Unity n Ha ocHoBe ncxogHoro ¢anna
co3aaéT npedab n3 cnpanTos.

C PSD Importer MoXxHO yckopuTb UMnopT 2D-cnpanToB, anemeHToB Ul n Nro6bix Apyrux
acceToB, co3fgaHHbIX B Photoshop. PaHblue XyaoXXHMKam NpuxoamMnock sKCNopTupoBaTb
Kaxkabi cnon ¢anna Photoshop B oTaenbHbIM dpann .png gas Unity, a nocne kaxgporo
N3MEHEHUS 3aHOBO 3KCMOPTUPOBaTh BCe pannbl .png. Tenepb 310 He TpebyeTca: Unity
nopaep>XmMBaeT MHOrOCNONHbIN popmarT .psd.

AHMMUPOBaHHBIX 2D-nNepcoHaxen, y KOTOPbIX KaX[as KOHeYHOCTb UK gpyrasi YacTb
HaxoguTCAa B OTAENbHOM CNoe, MOXHO uMnopTMpoBaTh B Unity ana ganbHenwen paboTtbl B 2D
Animation. PSD Importer nogrotoBuT NepcoHax)a K NocreayowemMy PUITMHIY U aHuMauun.

Ecnu kaxxabin cnon PSD fonXeH cTaTb OTAEMbHbIM CNpanToMm, cHumMuTe ¢naxok Character
Rig. Torpa npedab co3pgaBatbca He GYAET, a pe3ynbTaTOM CTaHET 06blYHbIM HAGOoP
Hape3aHHbIX CAPaNTOB: KaXXabl CNOM MOXHO 6yaeT MCMONb30BaTb Kak CaMOCTOSITENbHbIN
cnpanTt.
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s peaakTope | 2D | Mpaduka 1 XyAoXecTBeHHbIe

UnityEditor.Texturelmporter (Default)
+ UnityEditor.U2D.PSD.PSDImporter

Open

Settings Layer Management

racter_mermaid

MMnopTupyite MHorocnonHble PSD-dainbl nMeHHo Yepes PSD Importer, a He yepes3 CTaHAaPTHbIN UMMNOPTEP TEKCTYP, YTOOGbI Gbln
AOCTYNHbI BC€ BO3MOXXHOCTU MMI‘IOpTépaA

[pyrue nonesHble COBETHI B EMUCTBUN CMOTPUTE B BuaeopykoBoacTee «M3 Photoshop B Unity
¢ nomolpbro PSD Importer».

Ynpoctute padoty ¢ Rule Tile B Tilemap Editor B Unity 6.1

Cuctema Tilemap B Unity xpaHuT 1 ob6pabaTbiBaeT acceThbl Tile, NpeaHa3HauYeHHble oS co34aHns
2D-ypoBHeWn Ha ceTke. bnarogapsi 3ToMy ypOBHM Nerko co3gasaTb U UTepPaTMBHO JopabaTbiBaTbh
npsimo B Unity.

Mpu paboTe ¢ Tannamm 6blBaeT CNOXHO CO34aTb acceTbl BCEX COCEAHMX BapuaHTOB Tanna u
Ha3HaunTb ux accety Rule Tile. B Unity 6.1 aToT npouecc ynpouiaeT HoBas pyHkuma AutoTile.
3arpysute n1CT TalnoB, BblAeNnTe BHyTPEHHWE 06n1acTun n coxpaHute ero: Unity cospgacT
acceT Taina, KOTopbI MOXHO UCMOMb30BaTh B NasnMTpe Tannos.
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Q \ Paboumne npouecchl B pefakrope \ 2D \ "paduka v xy[oXecTBeHHbIe acceThl

iplate  Load

Mpumep AutoTile

N3GeranTe 3aTekaHns TEKCTYP M 3a30p0B MeXdy Tannamu

Mocne Bcew pa6oTbl Hag, rpaduMKoN 1 TakiManamMum BaXKHO He LoNyCTUTb NPocaynuBaHus
TEKCTYpPbl 1 NOSIBNIEHNS HEGOSIbLUNX 3a30P0B MEXAY TaknaMm U3-3a MHTEPNONALMUN 1
CrnaxwuBaHus Kpaés. [na urp ¢ NMKcenbHOM rpaduKon, rae cnpanTbl He CraaXuBatoTcs, aTa
npo6nema HexapakTepHa.

Ecnu Bbl He ncnonb3yeTte NNCT TaluoB, peKoOMeHAyeM ynakoBaTb cnipanTbl B Sprite Atlas,
YTOObI CrNMafAnTb CThIKW, U BKITHOUYUTb BHYTPEHHIO copTUpoBKY B TilemapRenderer. 310
YNYyYLWWT OpraHn3aLmio NpoeKkTa, MPON3BOLAMTENBHOCTb M TBOPYECKUI KOHTPOb. HacTponkn no
YMOJTYaHUIO NOAXO0AAT 6OMbLINMHCTBY CNPanTOB, HO A5 Tak/IManoB MOXEeT noTpe6oBaTbCs
[ONONHUTENbHAA HacTpoMKa. YToObI Tarnbl COXPaHAIN YETKME Kpasi, MPU YNaKoBKe OTKOYMTE
Allow Rotation n ncnone3synte Alpha Dilation.
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Q \ Pa6ouve npoueccel B pefaktope \ 2D \ paduka 1 xyoxeCcTBeHHble acceTbl

[? Rl

Open

Master

MapameTp Alpha Dilation B Sprite Atlas

Ha neBom nso6pakeHnn 3amMeTHO NpocaynBaHue Nno Kpasm Tanos; NPo6nemMy yCcTpaHUIN, CKOPPEeKTMpOoBaB HacTpolku Sprite Atlas.
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cnonbayinte cuctemy 2D Inverse Kinematics ans
CO3[aHNA eCTeCTBEHHbIX OBUXEHUN

Unity BKtoYaeT KOMIMJIEKCHOE pelleHne ANsi CKETeTHOM aHuMaumm nog, HassaHmem 2D
Animation. [Ins ynpaeneHus gBuxXeHuem pura ucnonbdynte cuctemy Unity 2D Inverse
Kinematics (IK). C nomoLpbto IK MOXHO co34aBaTb €CTECTBEHHbIE U AUHAMUYHbIE ABUXEHUS,
Hanpumep crubaHme KoneHen Unn BbITArMBaHMe pyku, 6e3 pyyHor HaCTPOMKM KaXK4on KOCTH.

P hand_r
@ arm.r
D legr
@ foorr
& torso
Q@ legl
@ foot
@ hand.l
@am.l

@ root_bone

@ Arm_L_New LimbSolver2D
@ Arm_L_N imbSolver2D_Target
D Leg_R_LimbS
t_Lim|
_LimbSolv.

@
@ Foot_R_LimbSolver2D
& Foot_R_LimbSolver2D_Target
@ Foot_L_LimbSolverzD
(9 Foot_L_LimbSolver2D_Target
&9 shadow

Handle
ow Long
ow Blob
VFX_Step_Dust
@ Logic
@ Light 2D .8
s Project 8 Console Unity Version Control © Animation 1 Timeline Physics Debug Frame Debugger  Rendering Debugger  Tile Palette Recorder
Preview @ 4 |4 B Pl #M 18 0:00 |0:05 o10 0
ANIM_character._idle_side - 4 Lk

|
|
[
$° Arm_L_New LimbSolver2D : Limb Solver 2[ .~ |
Arm_L_New LimbSolver2D_Target : Position |
n_R_LimbSolver2D. [

A Foot L_LimbS |
A Foot R_LimbSolver2D_Target |
|

Aleg L _LimbSo _Target: Position

VMcnonb3osanue 2D IK npy aHMMaumm rnaBHoOro nepcoHaxa B AeMOoHCTpaLMoHHOM npoekTe Happy Harvest

TwaTenbHO NPOEKTMPYINTE nepapxmm kocten B Sprite Editor, yTo6bl 06€CcneuYnTb KOPPEKTHOE
ynpaeneHue. Hanpumep, caenante KOCTb KUCTU AOYEPHEN MO OTHOLLIEHUIO K KOCTU PYKM.
[poBepbTe nepapxumo Ha NPOCTbIX aHUMaUUSAX U yOeauTeChb, YTO UBMEHEHUS KOCTU BEPXHErO
YPOBHS NPaBUbHO BANSIOT Ha €€ o4YepHMe KOCTW.

Mcnonb3ynte Animation Blend Trees ofisi nfiaBHbIX NEPeXof0B MeXay aHMMauUsiMn XOLbOobl,
6era 1 NoKosi B 3aBUCUMOCTU OT TaKUX NEPEMEHHbIX, KaK CKOPOCTb WU HanpasneHne BBoaa.
OTO NO3BONSAET [OOBUTECSA €CTECTBEHHbBIX aHUMaLMIN 6e3 Pe3KNX NePEKIIOYEHNU MeXay
COCTOSIHUAMM.
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Q ‘ Pa6ouue npouecchl B pefakrope ‘ 2D \ paduka 1 XxyoxecTBeHHble acceTbl

Nmutnpynte npodunu IES ¢ nomoubto 2D-MCTOYHMKOB CBeTa

B 3D-npunoxeHusix, Hanpumep B HDRP, 3aTyxaHne cBeTa 4aCTo UMUTUPYIOT C MOMOLLbIO
npodunen IES. Cuctema 2D-ocBeuteHna Unity oueHb rmbkas u npegnaraet yaobHble
napameTpbl HACTPOWKM, BKIOYas LBET, MUHTEHCUBHOCTb, 3aTyXaHue 1 apdeKTbl CMeLLMBaHUS.
Ecnu TpebyeTca ToUHee HaCTPOUTb XapaKTep 3aTyXxaHUsi MICTOYHUKA CBeTa, Bblbepute Ans Hero
1N Sprite 1 ncnonb3ymnTe co3faHHbLI BaMy CBETOBOW addeKT.

CnpaiT c 0peosiomM BOKPYT MOABECHOK NaMnbl B AEMOHCTPALMOHHOM NpoekTe Happy Harvest

JononHutenbHble coBeTbl N0 2D-0CBeLeHNI0 MOXHO HalTK B aTon cTaTbe MapTuHa PaiHmaHa
n3 Odd Bug Studio, a npuémbl pa6oTbl ¢ 2D-cBeTom 1 TeHsimu B Universal Render Pipeline - Ha
3TON CTpaHuue.
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Q Paboumne npouecchl B pefaktope \ 2D \ paduka 1 xyoxeCcTBeHHbIe acceTbl

CospaBanTe feTanm3npoBaHHble 2D-0KpYyXeHWs
NPON3BOSILHOM GOPMbI C MOMOLLLIO 2D Sprite Shape
2D Sprite Shape no3BonseT co3gaBaTb AeTann3NPoBaHHbIe 2D-0KPYXXEeHNs NPOU3BOSIbHOM
$OpPMbI C MOMOLLbIO HArMAAHOrO Y UHTYUTUBHO NMOHATHOIO paboyero npouecca. MIHCTpyMeHT

YKnaabiBaeT CI'IpaI;lTbI BLOJIb KOHTYpa GUrypbl, aBTOMaTU4YeCKN edPopMUPYSa U 3aMeHSAS NX B
3aBNCUMOCTU OT yrna KOHTYpa.

202101 <DXI1

Mpumep ncnonb3osanusa 2D Sprite Shape B geMmoHcTpaunoHHom 2D-npoekTe Dragon Crashers

Sprite Shape Tak)e aBToMaTU4yecku cosgaeT komnoHeHT Polygon Collider 2D, ecnu Bbl XoTute
ncnonb3oBaTb KOHTYpPbl nnu ¢urypsl B cucteme Physics 2D.
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[Tonb3oBaTeNnbCckas OCb COPTUNPOBKN CﬂpamTOB

CopTUpyiTe CnpaiTbl B BLIGPAHHOM HanpasieHUn. OTO NOMe3Ho, KOrAa HECKOJbKO CrpainToB
Haxo4ATCA Ha O4HOM CJI0e, UMEHOT OAMHAKOBbIN NOPALOK COPTUPOBKM, HO AOMXKHbI
OTPUCOBLIBATLCA B ONpefeNieHHo NocefoBaTeNnbHOCTU. Hanpumep, npeacTaBbTe
KapTOUHYHO Urpy, rae KapTbl HEMHOMO MEePEKPbIBAOTCA: MPY 3TOM KapTa B HUXHeN YacTu
3KpaHa fo/MKHa OTPUCOBLIBATLCA NOBEPX OCTaSIbHbIX.

B URP oTkpouTe acceT 2D Renderer u Boibepute General > Transparency Sort Mode > Custom
Axis. Hanpumep, 3agante gna Transparency Sort Axis 3HadyeHune (0, 1, 0), 4To6bl COpTMPOBaTL
06beKTbl BOOb OCU Y CBEPXY BHU3.

Camera Settings

Custom axis

X0

Sort Axis: (1,0,0) Sort Axis: (-1,0,0)

Sort Axis: Sort Axis:
(0,1,0) (0,-1,0)

Mpumep HacTpoitku Transparency Sort Mode 1 Transparency Sort Axis; AONONHUTENbHbIE COBETbI CM. B 3TOM BUEOPYKOBOACTBE (OHO CO3/1aHO As 6onee paHHe
Bepcum Unity, HO NO-NpexHeMy akTyanbHo)

CospgaBaunTe ocBelleHme C wengepamm Sprite Custom Lit

Ecnu Bam Hy>XHbl 90 deKTbl OCBELLEHUS, HE 3aBUCALLME OT rN106anbHOro OCBELEHUS CLEHD,
paccMoTpuTe BO3MOXHOCTb UCMONb30BaHus Wwengepa Sprite Custom Lit.

OTO 0OUWH U3 NPUMEMOB, NCMOJIb30BaHHbIX A1 CO30aHNs BU3yasbHbIX 3adHeKToB B
OeMOHCTpaumnoHHoM npoekTe Gem Hunter Match. OToT Wwengep 3aMeHsIeT OCBELLEHME CLEHbI,
No3BOJISASt KOMaHAE U3MEHSITb flaHHble TEKCTYpPbl 2D-0CBeLLeHNs U YNPaBsaTb OCBELLEHNEM
KaXk[oro UrpoBoro anemMeHTa. B pesynbrate cnpanTbl NOyYatoT Bbipas3mMTeNbHOE OCBELLEHNE,
Hanpumep NepenuBatoLLMNCs 6K, OBMKYLUMACA MO UFPOBLIM 3/IEMEHTaM.

[laHHble 0 NONOXEHUM UCTOYHMKA CBETa NepefatoTcs B LWenaep, NosToMy oTaesbHble
06BbEeKTbl UCTOYHWMKOB CBETa B CLEHE He HY>XHbI, @ CaMa CLieHa OCTaéTcs uuue.
MHKancynmpoBaHHoe B LeNAepe OCBeLLeHNe KaXKaoro 06beKTa ynpoLLaeT He3aBUCUMYIO
HacTPOWKY U MacCoBOe pefaKTUPOBaHue, a TaMm, rae BO3MOXHa NaKeTHasi OTPUCOBKa,
MOBbILLAET MPON3BOANTENbHOCTb.
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Normal

Tangent

ffjpl-‘.L

2D lights and
Custom Sprite Lit
shader

LLenpep Sprite Custom Lit B Gem Hunter Match

Y3HaunTe 13 cTaTbm B 6510re «COKPOBMLLHULA OCBELLEHMS U BU3YalbHbIX 3QHEKTOB B HOBOM
match-3-npumepe Gem Hunter Match», kak komaHza ¢ nomolubto Wwengepa Custom Sprite Lit
noslyuyunna nosiHbIM TBOPUYECKUN KOHTPOSb Haf, OCBelleHneM Kaxgoro 2D-cnpanTa.
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CoKpaTtuTe n3BbITOYHYHO OTPMCOBKY MPO3PaYHbIX MMKCENen

YTOGbI NOBLICUTL MPOU3BOAUTENBHOCTL, N3BeraTe MHOFOKpPaTHOM OTPUCOBKM OQHUX U TEX Xe
nukcenen. B Import Settings yctaHoBuTe gna Mesh Type 3HauyeHue Tight (3HaueHne no
yMOn4YaHuto). Mo BO3MOXHOCTU OGbeAMHSINTE NepeKpbIBatoLLyoCcs rpaduky B OAMH CNpanT u
OTKNtoYanTe cnpamnTbl B GOHOBbLIX CNOSAX, ECNU OHWU HE UCMOMb3YIOTCA B Urpe. 3TO YMEHbLUUT
061acTb U36bITOYHOW OTPUCOBKU U BEPOSITHOCTb NEPEKPLITUSE C COCEAHUMU CnpanTamMu.

Overlapping pixels

1x Overdraw

2x Overdraw

3x Overdraw

1920x1080 game
(2,073,600 pixels)

@ 60 fps Pixels in that area are
overdrawn 4x every frame

CokpalleHne 13BbITOYHOM OTPUCOBKM MEXAY cnpaiTamu
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CoKpallanTte Hemcnonb3yemMble 06nactu B Sprite Editor

C nomouypbto 2D Sprite Editor MOXHO Takxe 3agaTb NOb30BaTENbCKUN KOHTYP OS5 KaXa0ro
cnpavTa. OTo NO3BONSAET CBECTU K MUHUMYMY HEUCNONb3yeMble 061acTu NPy yNakoBKe CnpanToB
N n3dexaTtb M3GbITOYHON OTPUCOBKMU.

& Sprite Editor

Sprite Editor

Custom Outlinir  Snap Revert Apply

Monb3oBaTeNnbCckuit KOHTYp B Sprite Editor

OpraHnsynte cnpanTbl M aHUMaLMK NpoeKTa C
nomolLlbto Sprite Libraries

Mcnonb3ynte Sprite Libraries, 4To6bl ya0o6HO opraHnM3oBaTb CNpanTbl A5 MPOEKTUPOBaHMUS
YPOBHEW U COCTaBHbIX MEPCOHaXeMN.

Sprite Libraries otnuyatotca ot Sprite Atlases, npegHa3HauYeHHbIX 15 rPYNNMPOBKK CMPanToB
C LeNnbto NOBbILLEHUSA MPON3BOAMTENBHOCTM OTPMCOBKN. NockonbKy Sprite Libraries, Sprite
Atlases n Addressables coBMeCTUMBbI, UX MOXHO UCMNOMb30BaTb BMECTe, YTOObI
nogaepXXmBaTtb NOPALOK B KPYMHbIX NPOEKTaXx.
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[ Sprite Library Editor

T Sprite Library Editor

Common assets Farm Area

Main Library ommon assets (Sprite Library Asset @

+ categories ~+ Labels
Inherited
r
Icons :
Animals L
Gems

Local

¢

4

Earm Water Can Basket Wheat

Corn seeds

OkHo Sprite Library Editor

I3MeHeHMe KOHTPObHbLIX TOYEK Sprite Shape

Sprite Shape nomoraeT NpPoeKTUPOBaTb ECTECTBEHHO BbIrNAAAWMN 2D-naHpwadT: XonMmbl,
AMHaMWYeCKM U3MeHsieMble fOPOrK, TPOMbl, FOHOYHbIE TPACChl U BOAOEMbI, @ TakXe
[EeKopaTUBHbIE 3N1EMEHTHI.

C ero nomoLLbto MOXHO CO3faBaTb M UTPOBble MexaHUKKN: 06bednHuTe Sprite Shape ¢
cuctemon Unity 2D Physics, 4To6bl co3gaBaTb MHTEPaKTUBHbBIE 061aCTH, KOTOPbIe CMOCOGHbI
afanTMpoBaTbCs U U3MEHATb GOPMY B peaslbHOM BPEMEHU, HanpUMep paspyLlaeMbli
nanvgwadTt unm gedopmMmmpyemMble NnaTtGopmsbl.

KoHTponbHble Toukn Sprite Shape MoXHO n3MeHsATb, a APl npegocTaBnsieT K HAM AOCTYN KakK
BO BpeMsi BbINOJIHEHMS], TaK U B pefakTope. 3T0 BAUSET Ha MPON3BOAMTENBHOCTb, HO NPU
NPOAYMaHHOWN MHTErpauumn MOXeT AaTb Urpe OLLYyTUMOE NMPeUMyLLECTBO.
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M3meHeHne KOHTpOonbHbIX Toyek Sprite Shape B gemoHcTpaumoHHom npoekTe Dragon Crashers - 2D URP

Y006HO 3aMeHANTE CI'IpaVITbI yepes3 KOHTEeKCTHOE MEHHKO

Sprite Resolver - KOMNOHEHT, KOTOPbIN paboTaeT BMecTe ¢ cuctemomn 2D Sprite Library u
No3BONSAET AUHAMUYECKN NEepPeKNoYaTbCst MeXAY Pas/IMYHbIMU BapuaHTamMu cnpainTa Bo Bpemsi
BbIMOSHEHUS.

OH no3BoNsieT MeHsTb cnpanT o6bekTa GameObject, He Ha3Hayas ero BPY4YHYO B OKHE
Inspector, 4To pacwmnpsieT BO3MOXHOCTU YNpaBieHust cnpanTamMm B NPOeKTe U AenaeT ero 6onee
rTMOKUM.

BoT Heckonbko Hanbonee yaayHblx cLeHapuveB Ucnonb3oBaHus Sprite Resolver:

- CUCTEMbI HAaCTPOMKM BHELLHEro Buaa nepcoHaxen

- [InHamuueckasi CMeHa BblpaXxeHuii iuua unu HactpoeHust NPC 1 nepcoHaxei

- CMeHa CnpaiToB OKPY>XeHUsi B 3aBUCUMOCTU OT BPEMEHU FoAa Unu BHYTPUUTPOBLIX COBLITUIA
- IameHeHue BHelWHero Buaa 06beKToB Npu YyUlWeHUn Unn yXyaweHUn X COCTOAHMS

- bonee adpdekTUBHAA U yNopaAoUYEeHHasd 3aMeHa CNpanToB B aHUMaLmaX

©2025UnityTechnologies 50u3 1M |ynity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.2d.animation@12.0/manual/SL-Resolver.html

@ \ Pa6ouve npouecchl B pefaktope \ 2D \ paduka 1 xyoxecTBeHHble acceTbl

B Unity 6 KoMnoHeHTbI Sprite Resolver MoXHO MCNONb30BaTb Kak B OKHe Inspector, Tak u B
KOMMOHOBKe pefakTopa.

Component

KomnoHeHT Sprite Resolver B Sprite Library
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XygoxecCrBeHHblE aCCeTbl

YTeukun cBeTa nNpu MCNofib30BaHNM CBETOBbLIX 30H00B

YTeukn cBeTa 4aCcTO BO3HUKAIOT, KOrga reoMeTpus nosyvyaeT OCBeLeHne OT CBETOBOMO 30HAA,
He HaxoadAuwerocqd s I'IpﬂMOVI BUOUMOCTWN, HanpumMmep pacrnoioXXeHHOro no Apyryro CToOpoHy
CTEHblI.

OTO cnoXHas TeMa, HO YCTPaHUTb YyTe4YKNU CBETa MOIyT NOMOYb cnejyrouine npmuembl:

- CpenaiiTe CTeHbl TosLie

- Jo6asbTe B cueHy Adaptive Probe Volumes Options Override
- Bknrounte Rendering Layers

- HacTtponte cBoncTBa Baking Set

- Ncnonb3ywnTte Probe Adjustment Volume
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Q 2D | Mpaduka 1 Xy[oXeCTBEHHbIE acCceTb \ Ul Toolk \

MpumMep yTeukun cBeTa

HacTponTe oTaenbHble UCTOYHUKN CBeTa AJ1A OnpeaesieHHbIX
06bekToB GameObject ¢ nomMolbto Rendering Layers

®yHKuma Rendering Layers no3BonsieT HACTPOUTb UCTOYHUKM CBETA TakK, YTOGbl OHU
BO3EMCTBOBaNM TONIbKO Ha onpefaeneHHble 06bekTbl GameObject.

C nomoubto ceBorcTBa Custom Shadow Layers MOXHO HaCTPOUTb OnpefesieHHble 0GbeKThl
GameObiject Tak, YTOObl OHM OTOPACHIBANIM TEHU TOMbKO OT YKa3aHHbIX MCTOYHMKOB CBETa, Aaxe
€eCc/i caMm 3T UCTOYHUKUN Ha 06bekTbl GameObject He BO3AENCTBYHOT.

0,

veperfornance  URP Global Settings

r:UniversalRenderPipelineGlobalSettings

ing La

Layer 0

Layer

Layer 2

Layer 3

Rendering Layers B rno6anbHbix HacTpoikax URP
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[lo6aBnanTe getanu Ha MeLln ¢ nomMollbko Decal Projector

KomnoHeHT Decal Projector - oTAMYHbIN cNoco6 A06aBUTb geTanu Ha Mel. C ero noMoLLbro
MO>HO CO3[aBaTb Takune 3fIEMEHTbI, KaK cfefbl OT NyJb U Waros, HagMUCK, TPELUUHbI U MHOroe

apyroe.
Bnarogaps NpoeKLuMoHHOMY MPUHLMNY AeKanu NOBTOPSOT HEPOBHYHO UM U3OTHYTYHO

noBepxHocTb. YTo6bI ncnonb3oBaTb Decal Projector B URP, HanauTte acceT Renderer Data n
pnob6asbTe Decal Renderer Feature.

Il

=
4

Decal Projector B okHe Scene

[TepeHecunTe nonb3oBaTenbckune wenaepbl 13 Built-In
Render Pipeline B URP

CBepbTech € 3TOM Tabnmuen B okymMeHTauum URP: B Hel noka3aHO COOTBETCTBME KaXaoro
wengepa URP ero aHanory u3 Built-In Render Pipeline.

Bbi6epuTe 0AMH MM HECKOMIbKO KOHBEPTEPOB, 3aTeM HaxxmuTe Initialize Converters unu
Initialize And Convert. B o6oux crnyyasax NpoekT 6yaeT NPOoCKaHUPOBaH, a acceThl, TpebytoLme
npeobpasoBaHXs, MOABATCA Ha NaHeNAX COOTBETCTBYHOLMX KOHBEPTEPOB.

Ecnu BbiGpaTb Initialize Converters, MOXXHO OrpaHM4YMTb HaGop NpeobpasyeMbiX 3/IEMEHTOB,
CHAB GnaXKku psgoM C HEHYXXHbIMKU. 3aTeM HaxmMmuTe Convert Assets, 4UTo6bl HayaTb
npeo6pasoBaHue. Mpu Boibope Initialize And Convert npeo6pa3zoBaHMe HauyHeTCA
aBTOMaTU4ecku
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rocne MHUUManu3aLmmn KoHeepTepoB. Mocne 3aBeplueHus npouecca Unity MOXeT NpeanoxuTb
MOBTOPHO OTKPbITb CLIEHY, KOTOPasi akTUBHa B pefakTope.

Render Pipeline Converter

Built-in to URP
Th r Pipali

v Ma 31items

This will

Render Pipeline Converter

BbINONHANTE LIBETOKOPPEKLUMIO C MOMOLLbIO LUT-TekcTyp

OddexT Color Grading M3MeHSAET UNN KOPPEKTUPYET LIBET U APKOCTb UTOrOBOIr0 M306paXKeHus,
co3paBaemoro Unity. C ero nomMoLLbio MOXHO U3MEHUTb BM3YyanbHbIN CTUIb 1 aTMOChepy
npoekTa.

YT06bI YyNpaBnaTtb gencremem Color Grading, ucnonb3ymTe napametpbl Lookup Texture n
Contribution B a¢p¢pekTe nocTtobpadoTkm Color Lookup, KOTOPbIN HEO6XO0AUMO [,06aBUTL B
HacTpownku Volume.
v  Color Lookup
ALL
v  Lookup Texture MMlut_tex 1

7 Contribution

Dynamic Range (LDR). As a result, this Lockup Table (LUT) will be applied after

0 The Grading Mode in the current Universal Render Pipeline Asset is set to Low
tonemapping and before the internal color grading has been applied.

MapameTpbl Lookup Texture un Contribution B Color Lookup
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Moppep>xxunBaeTtca cMellMBaHne Mexay Heckonbknmu LUT-TekcTypamu HU3KOro
AvHamuyeckoro gnanasoHa (LDR), HO oHO pa6oTaeT KOPPEKTHO, TONbKO eCNu BCe TEKCTYpbI
UMEIOT OMHAKOBbIN pa3mMep. No3ToMy pekoMeHayeTCsl UCMoMb30BaTb BO BCeM npoekTe LUT

OfHOro pasmepa: 256x16 nnm 1024x32.

Post-processing
Grading Mode High Dynamic Range

LUT size
Alpha Processing

Fast sRGB/Linear con

HacTpoiika pasmepa LUT B HacTpoikax acceta URP

VMcnonb3oBaHue pas3nuyHbix LUT-TekcTyp
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Co3pgaBaiTe peanucTuyHble onTuyeckmne sppexTsl 1
CTUNIN30BaHHbIN BUA, C MOMOLLBI BIMKOB 06bEKTNBA

BfMK 06beKTHBa - 3TO apTedaKT, BO3HWUKAIOLLIMIA, KOrga SpKuii CBeT nonagaeT B 06beKTUB
Kamepbl. OH MOXeT BbIrNaaeTb Kak OANH APKUI 3aCBET UM KaK MHOXECTBO LiBETHbIX
MHOrOYrofibHbiX 6/MKOB, GOopMa KOTOPbIX COOTBETCTBYET Anadparme Kamepbl.

YT06bI MO3HAKOMUTBLCA C 6IMKaMKN 06beKTUBaA, YCTaHOBUTE NpumMepsbl Yepes Package
Manager. B npoekT 6yaeTt nob6asneH Habop rotoebix acceTos Flare ana co3paHunsa addekTos
6/IMKOB, @ TaKXXe TecToBas CLeHa, rge MOXHO U3yuntb 3TN addeKTbl U HAYUUTbLCHA co3aBaTb
COBCTBEHHbIE.

MpuMepbl GNIMKOB 06BLEKTIUBA COAEPXKAT HABOPbI HACTPOEK - OT PEANUCTUYHBIX ONTUYECKUX IGHEKTOB 0 GoNee CTUNN3OBAHHbIX PELLEHNN; 3AeCh NoKasaH Npumep co
cueHon n3 HDRP Samples.

Bnvku o6bekTnBa COCTOAT U3 aneMeHToB Lens Flare. Kaxabin anemMeHT npeacTtaenseT
OTAEeNbHbIV apTedakT, co3gaBaemblin 6nkomM. PopmMon afieMeHTa MOXeT 6biTb
MHOIFOYrofIbHUK, KPYT WK NOb30BaTENbCKOE U306parKkeHme.

MapameTpbl aniemeHTa N03BONAOT HacTpanaTb Color, nonoxeHune Transform u gedpopmanmto,
a TakXXe pacrnosioXeHue, UBET U MaclTab aneMeHTa B MHOroaneMeHTHOM addekTe Lens Flare.
Ecnu addekT cBA3aH C MICTOYHMKOM CBETa, €ro 3/1IeMeHTbl MOrYT UCMO/Ib30BaTh OTTEHOK 3TOr0
WCTOYHMKa. Brnarogapsa aToMy oguH U TOT Xe acceT Flare MOXHO NpUMEeHSTb C pa3HbIMU
MCTOYHMKaMM CBeTa.

MoppoGHee o NpuHLMNax paboTbl 6/IMKOB 06bEKTUBA PacCKa3biBaeTCsA B 3TOM [0K/aae C KoHpepeHunn
SIGGRAPH.
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YnpaBnsgmnTe BapMaHTaMu LLENOepoB

YT06bl COKPaATUTL pasmep 1 BpemMsa C60PKM, TLATENbHO YNPaBnanTe BapMaHTamu Wwengepos. Ecnu
BapuMaHTbl HYXHbl TONbKO onpeAenéHHbIM MaTepuanam, ucnonb3ymnte #pragma shader_feature
BMecTO #pragma multi_compile. BapuaHTbl shader_feature nckntouyarotrcs n3 c60pkun, eCnm OHU He
MCNONb3YyTCA MaTepuanamMum 1 He BKNKOYAKOTCA BO BPEMS BbINOSIHEHWUS, TOrA4a Kak BapuaHThbI
multi_compile BkntoyatoTcs Bcerga. MpoBepsanTe KNtoyeBble cfioBa B oKHe Inspector wengepa.

Paspen Keywords B okHe Universal Render Pipeline/Lit (Shader) B npumepe Gem Hunter Match
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CospgaBaunte BapWaHTbl MaTtepmasoB

Material Variants no3sonsatoT co3faBaTh WabnoHbl U Npedadbl MaTepmanos. Ha ocHoBe
6a30BOro WabioHa MOXHO CO3[aBaTb BapuaHTbl, KOTOpble HacneayoT o6Lme CBOMCTBA
WwabnoHHOro MaTepuana 1 nepeonpeaenstoT TONbKO OT/IMYaloLMecs CBOWCTBA. VI3MeHeHus
06LLMX HenepeonpeaenéHHbIX CBOUCTB LWAaGNOHHOro MaTepuana aBToMaTMyecku oTpaxaroTes
B ero BapuaHtax. Kpome Toro, otgensHble CBOMCTBa MaTepuana MOXHO 3a6/10KUPOBaTb,
4YTOGbI BAapUaHTbl He MOrIM UX NepeonpegensTb.

Mpumep Material Variants: Bce BapuaHTbl UCNONb3YHOT OAWH 6a30BbIM MaTepuan U OTINYatoTCA TONbKO CBOWCTBOM LiBeTa

B 6onee cnoxHomn KoHUrypaLmm MoxHo cosgaBaTb BapuaHTbl Material Variant. Mepapxus
HacnepoBaHWUA MaTepuanoB CNOCO6CTBYET NOBTOPHOMY MUCMOJb30BaHWUIO, YCKOPSET utepauuu
1 ynpoLlaeT MacluTabuposBaHue rnpoLecca co3fgaHna MaTepunanos B NpoekTe.

[naHnpynTe rpynnbl acceToB s aGPeKTUBHOM paboThl

Ha aTane nofroToBKu K NPpOU3BOACTBY KOMaHZa AOMXHA COrlacoBaTb OpraHM3aLmio paéoThl C
acceTamMu: COCTaBUTb CMMCOK HEOBXOAMMbIX aCCETOB, ONPEAENUTb UX BIOLXET C YYETOM
TEXHUYECKUX TPEBOBAHMNI NPOEKTa 1 OLLEHWUTb CTOMMOCTL PaspaBoTKu.

Hanpumep, Heo6xoanMble afieMeHTbl YPOBHS MOXHO PasfennTb Ha criefytowme rpynnbl:

- KpynHble anemMeHTbl. [N Takux aN1eMeHTOB HeNb3s co3faBaTh YHUKaNbHbIE TEKCTYpPbI: cnegyeT
Mcnosib3oBaThb TaWoBble TEKCTYpPbl UMK MOAYSIbHbIE 3N1eMEHTbl. K HUM OTHOCATCA CTEHbI, 3eM/4,
CKanbl, KpbIln 30aHMA U T. M.

- O6BbeKTbI cpeHero pasmepa. 9To 06bEKTbI C COGCTBEHHBIMU NINCTaMK TEKCTYP, Hanpumep
6OYUKMU, ALLMKN, KaMHU U OBEPU.

- YacTo nosTopsowmecs Menkue aneMeHTbl. 3To NpeaMeTbl, KOTopble MOMOratoT BU3yasibHO
CcBs13aTb 0ObEKTHI C OKpYy>XeHunemM nnu nepenatb MacwTab: ranbka, IMCTbs, BUHTbI, 60NTbI U T. M.

©2025UnityTechnologies 59 m3 1M |unity.com


https://unity.com/releases/lts

@ | 2D | Fpaduka u xypoxectseHHble acceTsl | Ul Toolkit |

MnaHupyinTe co3paHne acceToB € YYETOM UX TUNa, pa3mepa 1 Gopmbl

OnpepgenuTe ANs KaXaoro accerta 61o0a)eT BPeMEHU, YCIIO MOSIMIOHOB U pa3speLleHne
TEKCTYp, a 3aTeM paccTaBbTe NPUOpPUTETHI 3aay. [ocne 3Toro cosaaBanTe BTOPOCTENEHHbIE
acceThl, a KOJIMYECTBO KPUTUUYECKM BaXHbIX aCCETOB CBEAUTE K HEOGXOAMMOMY MUHUMYMY.

ABTOMATU3NPYNTE N YCKOPbTE KOHBENEP NMMopTa C
nomMoLlbro APl AssetPostProcessor

Ecnu B MpoeKTe UCMoMb3yTCA ThICAYM aCCeToB, He HacTpanBanTe NapaMeTpbl Kaxgoro us
HUX BPYYHY}O B OKHe Inspector.

ABTOMaTM3MpoOBaTb NpoBepKy dannos accetos nossonseT API AssetPostProcessor. C ero
MOMOLLbIO MOXHO NMOAKN0YaTLCH K KOHBENepY MMNopTa U 3anyckaTb CKPUNTbLI 40 UK nocne
MMMopTa acceToB: A0CTaTOYHO A06aBUTb acceTbl, U CKPUMTbI BHECYT HEOBXOAUMbIE
n3mMeHeHus. MNapameTpbl MOXHO MEHATb B OAHOM CKPUMTe, KOTOPbI aBTOMaTUYeCKM
NMOBTOPHO MPUMEHUT UX KO BCEM acceTaMm MnpoekKTa.

L T ———
e v

CneBa Hanpaso: NpuMepbl MyA60pAa, KOHLENT-apTa, acCceToB NpedatoB, CTaHAaPTOB CTPYKTYPbl KAaTaloroB 1 UMEHOBaHUsA C
ucnonb3oBaHueM AssetPostProcessor, a Takxxe UTOrOBbIM BU, AEMOHCTPaLMoHHoro npoekTa Unity Megacity
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SdpPeKkTnBHEE paboTanTe B KOMaHAe C BapnaHTamu npedabos

ELwé oanH BaXkHbIN aTan MMNopTa acCceToB - co3faHune npedpabos ns 3D-mopenen. He
pekoMeHAyeTcs BO BpeMs NPOU3BOACTBa HanpsiMyto npeobpasosbiBaTb FBX-Moaens B
npedab: usmeHeHuss FBX-gawnna, Hanpumep U3MEHeHME Nepapxumn reoMeTpumn, MoryT
HapywuTb Npedab. Torga BCe ero aK3eMnasapbl B CLEHe NPUAETCA 3aMeHsITb OGHOBIEHHOM
Bepcuen. 3Ty npobnemy pewatot Prefab Variants.

Prefab Variants no3sonstoT co3gaBatb XyJ0XeCTBEHHbIE aCCEeTbl HE3aBUCUMO OT CLIEH,
NO3TOMY XOPOLUO NOAXOAAT A5l MPOTOTUNMPOBaHUA. VX pekoMeHayeTcsa ncnonb3oBaTb Npu
COBMECTHbIX UTEpaLMAX BO BPEMS MOCTPOEHNS UTPOBOro Mupa. OHM COXPaHsItOT
npenmMyLiecTea o6bl4YHbIX NpedaboB, HaNPMMepP BO3MOXHOCTb CO3faBaTb BapuaHTbl NCXOQHON
MOZENM, HO MPU 3TOM CNyXaT «cnabon» ccbiikon Ha npedad FBX-moaenu. bnaropgaps atomy
3MeMeHTbl MOAenu MOXHO A06aBNATb, pa3fenaTb U yaanaTb 6e3 nepecosgaHua npegpada.
XyOoXHUKK MOryT nameHsTb FBX-mopenu, a Prefab Variant 6yget o6HoBNsTLCA
aBToMaTnyecku. Kpome Toro, Prefab Variants no3BonsatoT XyA0XHUKaM OLEeHMBaTb U3MEHEHUS
rpadukun B KOHTEKCTE, He MEHSAA CaM NPOEKT.

OOHOBPEMEHHO C 3TUM PacCMOTPUTE BO3MOXHOCTb Ucnosb3oBaTb Nested Prefabs, uto6bl ynpocTuTb
COBMECTHYIO PaboTy Hag, CLLEEHOW.

Import Create in project Place in world

Prefab (FBX) - ~ Prefab Variant = Scene Hierachy

Overridden properties Scene local overrides only
+ added Game Object
(lights etc.)

PekomeHayembin npouecc paboThl ¢ Prefab Variants B npoektax ¢ 601bLUMM YACNOM y4YaCTHUKOB

PekomMeHaaumm no accetam ana XR 1 MOBUIbHOM pa3paboTKu

PelleHus, NpUHATLIE Ha paHHEM 3Tane co3AaHus Uy noaéopa XyAoXKeCTBEeHHbIX acCeToB ANns
XR- 1AM MOGUNBHON Urpbl, MOMOTYT C3KOHOMUTL BPEMSA B AanbHelwem. Cnegynte aTum
pekoMeHAauusaM, 4To6bl aGhEeKTUBHO Co3haBaTh NoGbIe XyA0XEeCTBEeHHble acceTbl - OT
HeBOosbLIMX OBLEKTOB A0 NEPCOHaXei.

- HaunHanTte ¢ 4ETKOro npefcTaBfieHns 0 TOM, YTO XoTuTe co3gaTb. OCOBEHHO Ha PaHHUX
3aTanax KOHUEeNuUMo MOXHO NPOUANKCTPUPOBATb NPOCTbHIM PUCYHKOM OT PYKK, YTOObI BbICTPO
CniaHUpOBaTb B3aMMOLENCTBMSA UK BU3yalibHOe OpopMIIeHKe.

- B KpyrnHoOWM CTyAuW Uaen MoXeT BOMJIOLWATh KOHLENT-XYOA0XHWUK; OTAENbHbIM
pa3paboTymMKam 1 HEGObLIMM KOMaHaaM BM3yann3mpoBaTb 3ambicen nomoxet UN.

- Co3paBavite Mogernb B nporpamme gnsa 3D-mopennposaHus, Hanpumep Blender, Autodesk
Maya nnun 3ds Max. Cnepgute 3a Y4CIOM NOJSIMIOHOB, MOCKOMbKY OHO BMSET Ha
NPOU3BOANTENBHOCTb, 0CO6EHHO B MOOUIbHON AR. CHayana MoXHo co3gaTb
BbICOKOMNONUIrOHaNbHYKO MOZESb, a 3aTeM ONTUMU3NPOBATL eé.
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- HacTtponTe onopHyto ToOYKy Mogenu B nporpaMmme ans 3D-moaennpoBaHus Tak, YTobbl eé
OpueHTaums CooTBETCTBOBaNa cucteme koopguHat Unity. Huxxe nokasaHo, Kak 3agatb
OMOpHYto TOUKy B 3ds Max, rae BepTuKanbHOM ABMSETCs OCb Z.

Before

Z is up axis Y is up axis

HacTpoiika BepTvkanbHoOn ocu
- OpmeHTau,mo MoJeNnn TakXxe MO>XXHO UCNpaBUTb B Unity, BbINOJIHUB ABa ,D,el7ICTBMF|§

a. Cospavite nycTton 06bekT GameObject B okHe Hierarchy.

b. Coenante mogenb podepHen pns atoro GameObject n 3aganTe en Position 0, 0, 0 no Bcem
0CsIM, YTOGbl TOYHO BbIPOBHATL €€ MO LEeHTPY.

B pe3ynbTate Mogenb 6ygeT npuesidaHa K poantenbckomMmy o6bekty GameObject ¢
HenTpanbHbIM Rotation 0 no Bcem ocsiM. Mogenb Takxe GyAeT npaBUiibHO
OpUEHTMpPOBaHa: ocb Z HanpaBneHa Brnepén, a Scale no Bcem ocsaAM paBeH 1. Kpome
Toro, B Importer MoxHo nonpo6oBaTb NapameTp Bake Axis Conversion.

- Hanoxute TeKkcTypbl, 4TO6bI MpUAATh MOLENN PEANTMCTUYHBIN MU CTUNM30BaHHbIM BUA. [Ons
OeTannM3npoBaHHbIX TeKCTYp ucnonb3ymte UV-pa3BepTKy. B 3aBUCMMOCTH OT BbIGpaHHOMN
CTUWIUCTUKM Urpe MOryT notpedoBaTbcsa PBR-TEKCTYpbI.

- lengepbl Ha 0OCHOBE PU3NYeCKM KOpPeKTHOro peHaepuHra (PBR) B Unity 06bl4HO

nopaepXunBatoT ABa 0OCHOBHbIX Npouecca: Metallic-Roughness 1 Specular-Glossiness.
Kaxgbli 13 HUX OTBEYaeT 3a pasHble CBOMCTBa MaTepunana. B pesynbTtate 3D-cLeHbI 1
06beKTbl B Urpax U cumynaumsax Ha Unity BeirnsgaT 6onee peannucTMyHo U AUHaMUYHO.
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3anonHsanTe 60nblUMe TEKCTYPMPOBaHHbIE 06NacTy
TPUM-NNCTaMM

-

.

W .

Vicnonb3oBaHue ofHOro TPUM-NTUCTa A9 Pa3HbIX mewen OKpYy>XeHunsa

TPUM-NCT - 3TO CPEACTBO TEKCTYPUPOBaHUS, NpuMeHsiemoe B 3D-MofenmpoBaHum 1
pa3paboTke urp. OH NpepcTaBnseT co60M OAHY TEKCTYPY C HAGOPOM AEeKOPaTUBHbIX Y30POB U
heTtanen: MoONgUHIoB, KPOMOK, OKAQHTOBOK U T. M.

TPUM-INCTbI MOMOratoT ONTUMU3NPOBAaTbL MPON3BOAUTENIBHOCTb UMPbl: OHU COKpaLlaloT
KONMYECTBO OTAENbHbIX TEKCTYP, HO NPY 3TOM NO3BONSAIOT CO34aBaTb BU3YallbHO CIIOXHOE U
pa3Hoo6pa3Hoe opopMIEeHNe MogeNen.

Skcnoptnpymnte 3D-Moaenu ¢ CO6MKAEHNEM
MaclTaba npu padote ¢ AR n VR

Co3paBaTb NPOTOTUMbLI U MOAenvMpoBaTb 3D-MeLn MOXHO B NpeanoYnTaemMom
DCC-npunoxeHun nméo HenocpeacTeeHHo B Unity ¢ nomoupeto ProBuilder, goctynHoro B
Package Manager. B ProBuilder MoXHO 6bICTPO cobpaTb MakeT YPOBHS, 3agaTb MacLluTab
06GDBbEKTOB U NpoBepUTb X BUg, B Unity. [Jo6MBLIMCH NpaBUIbHOro Maclutaba, aKcnopTupynte
MogZenu ans pansHenwen gopaboTkK, a 3ateM BepHUTe ux B Unity.
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B Unity ncnonb3yeTca MHTYUTUBHASA LWKana naMepeHui: 1 eanHmLa TOYHO cooTBeTcTByeT 1
MeTpy. YTo6bI OLEHUTb MacLTad MNOPTUPOBAHHOIO acceTa, Ao6aBbTe B CLEHY Ky6
GameObject. Ky6 pasamepomM 1 x 1 x 1M CRYXWUT NPOCTON U TOYHON MEPOW AN CPaBHEHUS
MaclwTaba ntoboro acceta. Mpu co3gaHnm OKpY>KEHUsI 1 OGBHEKTOB BaXKHO HanUTK 6anaHc
MeXAY 3CTETUKON N MPOU3BOAUTENBHOCTLHD, YTOGLI 06ECNEUYNTb MNABHYH N YBNEKATENbHYO
padoty AR- unu VR-npunoxxeHus.

YpOBHU MOXHO nNpoToTunupoBaTb B ProBuilder, a 3aTem akcnoptuposaTk ¢ nomoubto FBX Exporter B nporpammy ans 3D-mopenvpoBaHus U opaoTtaTtb TaMm.
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Shader Graph gna npoektos URP 1 HDRP

CospgaBasn wengepsl Lit n Unlit B Shader Graph, MOXXHO ynpocTuTb aganTtaumio acCeToB AN
npoekToB kak Ha URP, Tak u Ha HDRP. B Shader Graph KoHBeWlep peHAepuHra 3agaérca B
Master Node, a ocTanbHas norvka octaércs HeMaMeHHoW. bnarogaps sTomy npotuye
co3paBaThb Wengepbl, paboTatoLme B 060MX KOHBeepax.

Graph Inspector

Node Settings  Graph Settings
Precision Single

Vertex Target Settings

. Active Targets
Object Space *~=—O Ppgsition(3)

Universal

Object Space *==—=O Normal(3)

Universal

Material Lit
Allow Material Override

Workflow Mode Metallic

Object Space *~=0 Tangent(3)

Surface Type Opadque

Fragment

Render Face Both

® Base Color(3) Depth Write Auto
Depth Test L Equal
Alpha Clipping v
Cast Shadows v
Receive Shadows v
Supports LOD Cross Fade

=0 Metallic(1)

—C Smoothness(1)

—O Emission(3)
Additional Motion Vectors

Alembic Motion Vectors
—O Ambient Occlusion(1)

Master Stack
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CospaBanTe nHTepdernc no B1M3yanbHOMY pedpepeHcy

®oH Canvas nomoraeT ouUeHUTb 0obopMneHe aNeMeHTOB NOBEPX 3afaHHOro LBeTa unm
¢$oHoBOro nsobpaxkeHus. Beibepute UXML-dann B naHenu Hierarchy, a 3atem 3agavte
Canvas background, npnénmXeHHbIN K U TOrOBOMY UHTEpPdENCy, YTOBbl OLleHMBaTb U3MEHEHMS
CTUNS B KOHTEKCTE.

Ona Canvas background foCTYynHO HECKOSIbKO BapUaHTOB:

- Background Color - onpefenéHHbiv LBET UM OTTEHOK UFPOBOIO OKPYXXEHUS.

- Image - cnpaiT UM TekcTypa B KayecTse GpoHa; yA0GHO ANs BOCNPOU3BEAEHNSA MaKeTOB
SKPaHOB U pedepeHCHbIX N306PaKEHN.

- Camera - TeKyLLMI UTPOBON NpoLiecc Ha GpoHe, NO3BONAOLWMI OLeHUTb Ul HenocpeacTBEHHO
B KOHTEKCTE Urpsbl.
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Ul Builder

Canvas UXML-foKyMeHTa: HacTpolKa BHeLLHero Buaa ¢ nomoLlbto napametpos Color n Image

YCcKopbTe Utepaummn npu padote ¢ pannamm
Photoshop ¢ nomouwbro PSD Importer

Ecnu mHorocnonHbi PSD-¢dann nmnopTupoBaH B NpoekT ¢ nomolsto PSD Importer, Unity
aBTOMAaTMYeCcKM OGHOBNSIET COAEPXKALLUMECS B HEM CNpanTbl MPU KaX40M coxpaHeHun danna.
Bnaropgaps aToMy MOXHO GbICTPO CO3aTb YePHOBOW BapuaHT, AopabaTtbiBaTb €ro U cpasy
BUOETb M3MeHeHusa B Game view. Takon Noaxon 3aMeTHO 3KOHOMUT BPeMs U NOBbILLAeT
KauyecTBO pesyfibTaTa: Bbl OLeHMBaeTe ero B KOHTEKCTE, He 3aMeHsist dannbl U He obpallasicb
32 NOMOLLbIO K APYroMy pa3paboTymnKy KOMaHAbI.

icnonb3ynTte amMoa3n B Urpe

C nomoubto Teros Rich Text B TeKCT MOXHO f06aBnATb CApanTbl, HaNnpumep amoAa3un. [Ans
3TOro noTpebyeTcs acceT CNpPanToB, aHanornyHbln accety Gradient.

Mpy MMNopTe HECKOMbKUX CNPANTOB YNaKynTe UX B OAUH aTiac, YTobbl COKPaTUTb KONNMYECTBO
BbI30BOB OTPUCOBKU. Y6eauUTeCh, YTO pa3pelleHne aTnaca cCnpanToB NogxXoauT AN Lenesomn
nnaTpopmebl.

. - sespeoezoces
— : POOISS ST OE
H : . ARTERERDDD

L aaaewmﬁ

ceseseerase®
PTEOB OB ST ®E &SSP S

589D SDD

ess &S 60 9
“i@;ﬁ OSSO S

MMnopTupyiTe cnpaiTel, co3ganTe Sprite Asset B nanke Assets/Resources 1 Npu HEO6XOAMMOCTM HAaCTPOUTE CBEAEHUS O KaxXaoM raude.
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|/|CI'IOJ'Ib3yl7ITe CNCTEMHbIE SMO43U yCTpOVICTBa

Ecnu npunoxeHue npegHasHayeHo AN KOHKPETHOM NnaTtdopMbl BbINOHEHUS, Hanpumep i0S
unu Android, BMecTo f06aBneHns UCXOLHOro WpudTa B NPOEKT MOXHO UCMOMb30BaTb
BCTPOEHHbIN CUCTEMHbI WPUGT 3MOL3U. DTO SKOHOMMUT NaMsATb U U3GaBNSET OT
Heo6X0QMMOCTHU BKIOYaTb B MPUNOXEHUE 60bLUYIO KOMEKUUIO SMOA3MN.

YT06bl MCMONb30BaTb B NPOEKTE IMOA3MU OI'IepaLl,I/IOHHOVI CUCTeMbl, BbINONHUTE cnegyrouimne OencTBus:

1. Co3pgante Font Asset Ha ocHoBe WpudTa Lenesorn cuctemsl. B iOS oH HasbiBaeTcsa Apple
Emoji (aToT wpundTt ncnonbayetcs B npumepe), a B Android - Noto Color Emoji; B HacTosiee
Bpems nogaepxusaetcs Tonbko COLRVO. Y6eautecsb, uto ans Font Asset 3agaH tun Color,
3aTeM ycTaHoBuTe ana Atlas Population Mode 3HaueHue Dynamic OS. B aToM pexume He
TpebyeTcs BKAKOYATb UCXOOHbIN WPUPT B aCCET, YTO SKOHOMUT MECTO.

2. Y6eputechb, uto ans Font Asset BkntouyéH napametp Clean Dynamic Data On Build.

3. B Ul Builder Bkntounte Parse Escape Sequences 1 BBegUTE HY>XHble 3MO31 C NMOMOLLbHO
KnasuaTypbl amog3un macOS nnm Windows nuéo B popmate UTF. Hanpumep, cMannmk MOXHO
3apatb kak \UOOO1F601. UTF-kopg kaxaoro amoasu ykasaH B Character Table o6bekTa Font
Asset.

4. C6opka, 3anyweHHas B macOS, oTo6paXkaeT aMOA3M C NOMOLLbHO WpndTa onepaLoHHON CUCTEMBI.
5. B Hawewm TecTe pasmMep cO0PKU OKasancsa MeHblle pasMepa OTAENbHOro wpudTa amMoasu.

OTO NoATBEPXAAaeT, YTo WPUPT He Obll BKIKOYEH B NPOEKT, XOTS Npogosnyan ncnosb3oBaTbCs
ONnsi 0oToBpaXKeHus COOTBETCTBYHOLLMNX 3MO3N.
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Generation Settings

rce Font File Aa Annla Cnlar Emanii

Face Static

s Population Mode Dynamic
Atlas Render Mode v Dynamic OS
Sampling Point Size 90
Padding 9
Atlas Width
Atlas Height
i Atlas Textures
dth
Atlas Height
Multi Atlas Textures
amic Data On Build

Focusable

Language Direction Inherit

Editor Binding Path

Text 0S Emgoji font: \n \UOOO1F601 \UOOO1F973 \UOODOTF64A
Enable Rich Text v

Emoji Fallback Support v

Parse Escape Sequences v

Selectable

Double Click Selects Word

@ blank new

OS Emoji font:

© @ ¢

4 5 emojioS_test Info [ EON ) + Apple Color Emoji.ttc Info
- Apple Color Emoji.ttc 188,5 MB
emo"os_test 127'7 MB A Modified: Saturday, 7 December 2024 at 09.11
Modified: Today, 11.53
General:
_ Kind: TrueType® font collection
General: Size: 188.489.720 bytes (188,5 MB on disk)
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OTO6paxanTte OONONHUTENBHYKO NHGOPMALIMKO O
Visual Element B Ul Builder

HaXmuTe KHOMKY € BepTuKanbHbIM MHoroTouneM (f]) B 3aronoske Hierarchy, uto6bl 0T06pasuThb
OonofiHUTeNbHble cBeAeHNs 06 anemeHTax Ul.

B naHenu Hierarchy psgom ¢ TMNOM aneMeHTa NosBATCA AOMNONHUTENbHblE cBefeHus. Ecnu
BK/IFOUMTb COOTBETCTBYHOLUME NapamMeTpbl, 6yAyT NoKasaHbl cenekTop uMmeHu #options-bar n
cefleKTop knacca ctuns .options-bar.

v Type
¥ (Class List

sualElement

v Attached StyleSheets

®unbTpaums pasnnuyHbIX CenekTopos B NaHenu Hierarchy

MO>XHO 3aMeTUTb, YTO HEKOTOpPbIE CENEKTOPbI HaUMHAKOTCA ¢ npeduKca .unity-. 910
CTaHOapTHbIE CTUKX, MPUMEHSIEMbIE KO BCEM 3fieMeHTaM. JTtobble SIBHO 3afaHHble CENeKTopbI
nepeonpeaensoT 3TN 3HaYEeHUS.

OxBaTblBalTe 60/blle PbIHKOB, BHEAPSS
NoKanuaauuto Ha paHHeM aTane

Mpouecc nokanusaumm MOXHO YNPOCTUTb, UHTerpuposas nakeT Localization ¢ Ul Toolkit.
Takas uHTerpaums no3BonseT NPegoCTaBNATb UTPOKaM COAepXXUMoe ana nx pernoHa
He3aBMUCMMO OT TOro, rae OHW Haxo4ATCs.

Mcnonb3ynte packpbiBatowmmncsa cnmcok Game View Locale ana npegeapuTenbHOro npocmoTpa
Ul Ha pa3sHbIX si3blkax U MPOBEPKM NPaBUABHOCTU OTOBPAXEHUS 1EMEHTOB B KaXX 40N IoKasw.

Danish (da)

+ English (en)

Game View dropdown

MpenBapuUTeNbHbIM MPOCMOTP SOKanM3aLmmn ¢ MOMOLLbIO packpbiBatoLlerocs cnucka Game View Locale
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CTnunmnaymnTte BeCb MHTEPPENC C NOMOLLBIO FPaAANEHTOB

B Ul Toolkit rpagmeHTbl NPUMEHSAIOTCA C NOMOLWbIO Tera <gradient>. Y6eguTech, YTo napameTp
Rich Text BkntouéH: pesynbtat 6ygeT sugeH B Ul Builder n B8 Game view.

1. Co3panTe acceT rpagmeHTa yepes Create > Text Core > Gradient Color. NMomecTtute
dann B Assets/Resources nnm B ntobyto BIOXEHHYH nanky Resources.

2. CospawnTe accert Text Settings, Ha KoTopbIn 6yaeT cchinaTbca Panel Settings. Hanagnte B
HéM napameTp Color Gradient Presets 1 ykaxxute nanky unm BAOXEHHYO Nanky
Resources, rge HaxoguTca acceT rpagueHTa.

3. B Ul Builder go6aBbTe cnegytowme tern Rich Text:
<color=white><gradient="testColorGradient">Gradient Test</gradient></color>.

Ter color Bo3BpaliaeT 6enbii LBET WpUPTa, YTOGLI rpagneHT BbIrNsaAesn NpaBuibHO.
Mms B Tere gradient go/mKHO coBnagatb C MMEHeEM acceTa, Co3faHHoro Ha ware 1.
Y6epgutech, 4To napamMmeTp Rich Text BKNHOUEH.

4. Pe3ynbTaT nameHeHnn MoxHo yBuaeTtb B Ul Builder nnn B Game view.

© Inspector :
6> Test Color Gradient (Text Color Gradient) :

Open

Color Mode Vertical Gradient v

Colors A #FF1212FF

Bl ~ #FrrEFF

Color Gradient Presets 9

Path: Resources/ myGradients/

Line Breaking for Asian languages

Editor Binding Path 9
Text <color=white><gradient="testColorGradient">Gradient

Enable Rich Text v

Crammii Calllanals

- 0
raadaient f1est

Mcnonb3oBaHue Tera <gradient> B Ul Toolkit
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Q [paduka n XyAoXeCTBeHHble aCcCeTbl ‘ Ul Toolkit | Paboune r poueccChl pa3paboTymKa

AHnmupynTe Ul ¢ nomoLlbto nepexonos USS

[ns BU3yanbHbIX 3/1eMEHTOB aHUMaLMIO MOXHO peann3oBaTth 6e3 4OMOMHUTENbHOMO Koaa,
MocKonbKy y NceBfoknaccos (:active, :inactive, :hover 1 T. 4.) MOTyT 6bITb COBCTBEHHbIE
cenekTopbl. Korga ncespoknacce BoisbiBaeT M3MEHEHWe CTUMA, 3afaHHble nepexogbl
aBTOMaTUYeCKN aHUMUPYIOT 9TO M3MeHeHMe.

Hanpumep, KHoMKa MOXeT yBeNMUMBaTLCS UK YMEHbLIATLCS NPU HaBegdeHuu (:hover) nnm
HaxxaTuu (:active), a aneMeHTbl - MOCTENEeHHO UCYEe3aTb UM CTAaHOBUTLCA HEBUAMMbIMU B OTBET
Ha [eNcTBUA NoNb3oBaTenNs U Apyrne cobbiTUs.

Takne CMeHbl COCTOSIHMA 06GbIYHO BbI3bIBAOTCA AENCTBUSMW NOMb30BaTeNs, 04HaKo
ncesgoknaccsol :enabled u :disabled MOXXHO MeHATb NPOrpamMmMHO. BTO BPYYHYHO 3anyckaeT
CBsi3aHHble C HUMK aHUMauun USS 1 no3BoNsET Bbl3biBaTb aHMMAaLMIO U3 KOAA B HY>KHbIN
MOMEHT.

Button Button

.Ql'QEH‘bUttC’n ﬁ .green button

Duration

all 2s Ease Os

Property
Duration
Ea

Mpumep aHnmauum nepexopa USS

[TokasblBanTe PaMKWN BbIYNCITEHHbLIX CTWUEeEN B penakrtope

OrpaHuymBaroLLMe paMKn NOMOratoT BbISIBASATb OLUIMOKU KOMMOHOBKM U BblpaBHUBaHUS, a
TakXXe UHTePaKTUBHO oTnaxusaTb CTPYKTYpY Ul B pegakTope.

YT06bI 0TOOPA3UTb BbIYMCIIEHHbIE OrpaHnYnBatolme pamkun cpegersamu Ul Toolkit, BbiGepuTe
Window > Ul Toolkit > Debugger n otkponte Ul Toolkit Debugger. 3atem nHcTpymeHTOM Pick
Element BbiGepuTe HY>XHbIN anemeHT Ul n BkntounTte Show Layout. Mosepx Ul B Game view
NOSIBATCH OrpaHMunBaroLne paMkm U CBefeHnsi 0 KOMMNOHOBKE.
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Q paduka 1 XyLoXeCTBEHHbIE acceTbl \ Ul Toolkit | Pa6o4yune npouecchl paspaboTynka

~CRASHERS .

U1 Toolkit'Sample

~ Pick Element Show

Layout

TemplateContainer
VisualElement

margin

border

padding 0

TemplateContainer < 0 1629 x 1243

VisualElement #home
TemplateContainer
TemplateContainer
TemplateContainer
TemplateContainer
TemplateContainer
TemplateContainer
VisualElement #
VisualElement

Ul Toolkit Debugger conep>XuT HECKONbKO yA06HbIX CpeacTs oTnagku Ul.

[ToBTOPHO Mcnonb3ymnte dpannbl UXML Kak WwabnioHbI,
4YTOObI YCKOPUTbL PaboTy

®annbl UXML MOXHO MCNoNb30oBaTh aHanornyHo npedadam. Hanpumep, B NpoekTe MoxeT
6biTb UXML-MakeT co 3HaYKOM npegmMeTa U CYETYNMKOM KOIMYECTBA, KOTOPbIN TpebyeTcs
MHOroKpaTHO co3gaBaTb B MHBEHTape.

LénkHuTte no6on UXML-dann npaBon KHOMKOW Mbilwn 1 BbiGepute cosgaHue Template.
3aTeMm WwabnoH MOXHO 006aBUTb K TO60MY APYrOMY BMU3yasibHOMY 3/IEMEHTY B MaHenm
Hierarchy wnu co3paTtb ero aksemnnsp n3 koga. locne cosgaHus WabnoH JOCTyneH B Library
n B OKHe Project.
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Q paduka 1 Xy[oXeCTBEHHbIE acceTbl \ Ul Toolkit | Pa6o4yune npouecchl paspaboTynka

Hierarchy
test.uxml

BN #button Standard Project

Ul Documents (UXML)
Assets
n button-accept.uxml

Rename
Duplicate

Delete
tes ll

Custom Controls (C#)
TabbedView
Ed TabButton

Create Template

Add selector...

Library

Standard Project

LLla6noHbl - 3T0 NOBTOPHO Ucnonb3yemble UXML-daiinbl; oHM gocTynHbl B naHenu Library Ha Bknagke Project

[lononHuTeNbHLIE pecypcChbl

3arpyaute aneKkTpoHHYH KHUry «Co3gaHne Mmacwtabmpyemoro v npoussogutensHoro Ul c
nomolubto Ul Toolkit B Unity 6», 4To6bl NONY4YUTb NOAPOOGHbLIE pEKOMEHAALMM NO pa3padoTke
UHTePdENCOB AN CaMblX pa3HbIX YCTPOWUCTB.

K aneKkTpoHHOW KHWre npunaraeTcsa AeMoHcTpaunoHHbin npoekT. Ul Toolkit Sample - Dragon
Crashers goctyneH B Unity Asset Store. 9TOT NpoekT nokasbiBaeT, Kak npumeHsTb Ul Toolkit B
COOCTBEHHbIX NPUIOXEHUAX. [JeMOHCTpaUnNs COaePXUT NONHOPYHKLUMOHANBbHbIN MHTepdenc

ana pparmeHTa aByxMepHon MUHN-RPG Dragon Crashers 1 ucnonb3yet paéoumnn npouecc Ul
Toolkit B Unity 6 Bo BpeMsi BbINO/HEHWS.

Kpome Toro, o3HakombTecCh ¢ npoekToM QuizU B Unity Asset Store 1 conyTcTByOWMMHU
CTaTbsIMU:

- OemoHcTpaumoHHbI npoekT Ul Toolkit QuizU

- QuizU: naTTepHbl COCTOSHUI oSt yNpaBneHns XO040M Urpbl

- QuizU: ynpaBneHue akpaHamu MeHto B Ul Toolkit

- QuizU: nattepH Model View Presenter

- QuizU: o6paboTka cobbitnin B Ul Toolkit

- QuizU: coBeTbl No NoBbiWeHUIO NponssoguTenbHocTn Ul Toolkit
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Paboumne npoLecchl
Pa3paboTymKa

Knacc Awaitable

B Unity 6 nosisuncs knacc Awaitable - nérkui Tun 6e3 BblgeneHus NaMsti, cneunanbHo
pa3paboTaHHbIM ANS NOAAEPXKN aCUHXPOHHbIX paboumnx npoueccos C# Ha ocHoBe
async/await B Unity. OH cny>XuT Npon3BOSUTENbHOM aNlbTePHATUBOM KOPYTUHAM U yripoLiaeT
HanMcaHne aCMHXPOHHOIO KOfa, KOTOPbIN KOPPEKTHO BCTPaMBaeTCA B MOKaAPOBbIN LMK
o6HoBeHusa Unity.

using UnityEngine;

using System.Threading.Tasks;

public class LogWithDelay : MonoBehaviour

{
private async void Start()
{
Debug.Log(“Message 1");
await Task.Delay(1000); // Wait 1 second
Debug.Log(“Message 2");
await Task.Delay(1000); // Wait another second
}
}
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@ | Ul Toolkit | PaGoue npoLiecchl paspa6oTunka | IDE 1 oTnaaka

PaclwmpsaiiTe BO3MOXHOCTI OKHa Inspector ¢ MoMOoLLb aTpUGyToB

Unity npepgocTaBnsieT MHOXeCTBO aTpMBYTOB, KOTOPbIe MOXHO pasMeLlaTtb nepep, KinaccoMm,
CBOMWCTBOM UM OyHKLMEN, YTOGbI 3a4aTb 0COB0€e NoBefeHue: Hanpumep, L06aBuTb B Inspector

3arosioBoOK, OTCTYN nnn none ¢ orpaHN4YeHHbIM gnManasoHOM 3HaYeHUN.

header
serialized fields

ranged fields
space

E) v Player Script (Script)

Player attributes

lF

er Rigidb

Health attributes

| Health

None (G

None (Rig

multi-linefield————F

ATpunBYThI, BIUAIOLWME Ha NONs OKHa Inspector

B C# nmeHa aTpubyToB 3aK/OYaloTCs B KBagpaTHble CKOOKU. Huxe nepeuncrneHbl HekoTopble

pacnpocTpaHEéHHbIe aTpMBYThl, KOTOPbIE MOXHO f06aBASTh B CKPUMTHI.

[OO]}

ATpueyT

OnucaHue

Mpumep

SerializeField

3acTtaenset Unity
cepuanusosaTb
3aKpblTOe none u
JenaeT ero BUAMMbIM B
OKHe Inspector.

[SerializeField]

private GameObject m_myObject;

Range

OTOT aTpUBYT 3afaéT
AONYyCTUMbIN AnanasoH
Ana nepemeHHom float
unu int. B okHe
Inspector none
oTo6paxaeTcs B BuAe
nonsyHka.

[Range(1,6)]

public int IntegerRange;

[Range(0.2f, 0.8f)]

public float m_floatRange;

HidelnInspector

CKpblBaeT NepemMeHHyo
B OKHe Inspector, He
OTKNOYas eé
cepuanusaumio.

[HideInInspector]
public Int p = 5;
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RequireComponent

ABTOMaTUYECKU
pnobaBnaeT Heo6xoaMMmble
KOMMOHEHTbI KakK
3aBUCUMOCTH, MOMoOras
n3bexaTb OLWMBOK
HaCTPOWVKM.

MpumeyaHue. SToT
aTpPUBYT BbINOHAET
NPOBEPKY TOJIbKO B
MOMEHT fo6aBnieHuns
KOMMOHEHTa K 00beKTy
GameObject.

// PlayerScript requires the
GameObject to have a Rigidbody

[RequireComponent (typeof (Rigidbo
dy))]

public class PlayerScript:
Monobehaviour

{
private Rigidbody m_rBody;

void Start()

NOJTY>XUPHbIV 3aronoBoK
W OTCTYN, NnomMoras
ynopsgounTb
NepeMEHHbIE B OKHe
Inspector. NpumeHsanTe
aTpmnbyT TONBKO K
nepBoMYy MOJtO
COOTBETCTBYHOLLEN
rpynnebil.

{
m_rBody =
GetComponent<Rigidbody>();
}
}
Tooltip ggﬁf;?::ﬁ;ym public class PlayerScript:
nofcKasKy, Koraa Monobehaviour
nosb3oBaTeslb HaBOAUT | {
yKasaTeNb MbILN Ha )
nose B okHe Inspector. [Tooltip(“Health value between
0 and 100.")]
int m_health = 0;
}
Space [oGaBnseT He6osbLLON [Space(10)] // 18 pixel of spacing
OTCTYN MEXAy nonsimMn | - 41
6€e3 0oMNOSIHUTENBbHOIO
TeKCTa, BU3yasnbHO int p = 5;
pas3gensas ux.
Header Lo6asnser

public class PlayerScript:
Monobehaviour

{
[Header (“Health Settings”)]
private int m_health = 0;
private int m_maxHealth = 100;
[Header(“Shield Settings”)]
private int m_shield = 0;

private int m_maxShield = 0;
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Multiline

Lenaet cTpoky
pefakTupyemoi B
MHOFOCTPOYHOM
TEKCTOBOM MoJie.
Heob6s3aTensHbIn
napameTp int 3agaér
KONIMYECTBO CTPOK.

CogerT. Vicnonbsymnte
3TOT aTPMOYT, YTOOLI
[06aBNATb B CKPUMTHI
npumeYaHus ans cebs
Unn apyrmux
nosib3oBaTenemn.

[Multiline]
public string textToEdit;

[Multiline(20)]

public string m_moreTextToEdit;

SelectionBase

[MoneseH ans sbibopa
NMycToro o6bekTa
GameObject, goyepHue
06bEeKTbl KOTOPOro
cofepxart MeLu.
[Job6aBbTe aTOT aTpUBYT
K IO6OMY KOMMOHEHTY
6a30BOro o6bekTa.
Torpa npw Bbi6ope
06bEKTOB B pefaktope
oypaeT BblGpaH
GameObject ¢
aTpnéyToM
[SelectionBase], a He

€ro goyepHue o6beKThI.

// add this to the base GameObject
[SelectionBase]

public class PlayerScript:
Monobehaviour

{

ColorUsage

ATpunoyT [ColorUsagel
No3BONSAET YNPaBnsTb
TeMm, Kakue uBeTa
MO>XHO BbIBMpPaTh B
rnone useta. B
3aBUCUMOCTM OT
napamMmeTpoB MOXHO
BKMOUMTL HDR 1
OTKNHOUYNTb
anboa-kaHan.

public ColorUsageAttribute(bool
showAlpha, bool hdr, float
minBrightness, float
maxBrightness, float
minExposureValue, float
maxExposureValue) ;
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oune npouecchl paspadoTtyvka | IDE n oTnagka

RunOnce HyXHO aBTOMaTU4eCKM | hyplic RuntimeInitializeOnLoadMeth

BbIMNOMHUTL GYHKLIMIO ) . DR
WAL OANH Pa3 NpH odAttribute(RuntimeInitializeloadT

3anycke npoekTa? ype loadType);
MpocTon cnocob -
ncnonb3oBaTb
CTaTUYECKUI METOZA, C
aTpuéyToM
[RuntimelnitializeOnLoa
dMethod]. OH nogxoguT
ON1s1 OAHOKpaTHOM
MHULMann3aumm
NnpoeKTa, Hanpumep
3arpysumka, Kak
NnokasaHo B Npumepe
QuizU.

OTO NMWb Manas YacTb MHOXeCTBa AOCTYMHbIX aTPMOYTOB. HY>XXHO nepeMmeHoBaTb
nepemMeHHble, He NoTepsaB X 3Ha4YeHUA, NN BbIMONHUTb onpep,enéHHyro NOrnKy oe3 nycToro
o6bekTa GameObject? MoXxHO faxe co3gaTb CO6CTBEHHbIN PropertyAttribute n onpegenutb
nosib3oBaTesIbCKue aTpuobyThbl ANS NepeMeHHbIX CKpunTa. [MonHbI CNMCOK aTpUByTOB
npusegéH B Scripting API.

CospaBaunTte Mnob3oBaTeNlbCKMe OKHa M OKHa Inspector

OfHa 13 camMbiX MOLLHbBIX BO3MOXHOCTen Unity - paclumpsemMbli pegakTop. [Onsa cosgaHus
NMHTepdencoB pepakTopa, BK/oYasa nonb3oBaTeslbCKMe OKHa U OKHa Inspector, pekomeHayeTcs
ncnonb3oeatb naket Ul Toolkit.

O Inspector g @

@ v |GameObject] Static v

Tag Untagged v Layer Default v

M Transform

B} v My Player (Script)

Damage
IDEINETe[]

Armor
Armor

Gun Object None (Game Object)

Add Component

Monb3oBaTenbCKuin pegakTop U3MeHsieT npeactasnenHune ckpunta MyPlayer B okHe Inspector.

Moapo6Hee o0 peanu3aumm NONb30BaTENbCKUX CKPUMNTOB pefakTopa ¢ nomolubto Ul Toolkit unn
IMGUI cm. B pasgene «CosgaHue nosib3oBaTenbCkux nHTepdencos (Ul)». KpaTkoe BBeAeHME B
Ul Toolkit gocTynHo B pykoBoacTBe «Hayano paboTbl CO CKpUnTamMu pegaktopa.
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Co3aaBanTe NoNb30BaTENbCKME MEHIO

Unity no3sonseT nerko HacTpansaTb MeEHIO pefakTopa U UX NyHKTbl C MOMOLLbIO aTpubyTa
Menultem. Ero MO>XHO NpUMeHUTb K I060MY CTaTUY4eCKOMY MeTofy B CKpUNTax.

Ecnun HekoTopble pyHKLMM NPOEKTa UCMOMb3YHTCS YacTo, 0OPMUTE UX KaK MYHKTbl MEHHO.
Tak MOXHO €c03[aTb MPOCTOW NONb30BaTENbCKUIA MHTEPPENC BCEro C OAHUM MOANPUKATOPOM
PropertyAttribute.

DIELEONSEL G EICM Jobs  Window  Help

Tools Take Screenshot

ATpuGyT Menultem co3paét npocToit uHTepdenc ans Bbi3oBa cTatuyeckoro metoga Take Screenshot.

YckopbTe nepexon B pexum Play

Mpwv nepexofe B pexuM Play NpoekT 3anycKkaeTcs Tak Xe, Kak rotoBasi c6opka. Bce nameHeHus,
BHECEHHble B peflakTope B pexume Play, c6pacbiBaloTcs Moce BbIXofa U3 3Toro pexxuma.

Mpu Kaxgom nepexofde B pexxum Play Unity BbINOMHAET ABa BaXHbIX AeNCTBUSA:

- Domain Reload: Unity coxpaHsieT, BbIrpy>XaeT 1 3aHOBO CO30aET COCTOSAHNE CKPUMTOB.

- Scene Reload: Unity YHNYTOXaEeT CLEHY U 3arpy>aeT e€ 3aHOBO.

Mo Mepe YCJNTOXXKHEHNUA CKPUNTOB U CUEH 3TU OBa LEeNncTBMS 3aHMMatoT BCE Gonblue BpeMeHN.

Ecnu panbHenne n3MeHeHUs CKPUNTOB He NnaHupytoTcs, napameTpbl Enter Play Mode
Settings (Edit > Project Settings > Editor) nomoryT cokpaTuTb Bpems komnunsauuu. Unity
nossonseTt oTkNouYuTb Domain Reload, Scene Reload nnu o6a gencTeums, YTO YCKOPSIET BXOS, B
pexum Play v BbiIxof 13 Hero.

©2025UnityTechnologies 8031 |ynity.com


https://unity.com/releases/lts

lMomMHUTE: ecnu Bbl NNaHMpyeTe NPOAOIKATb U3MEHATb cKpunTbl, Domain Reload Heo6xoammo
CHOBa BK/IHOYUTb. AHANIOrMYHO, Nocie N3MEHEHUS MepapXxun CLUeHbl cnefyeT CHOBa BKNOYNUTb
Scene Reload. MiHauye BO3MOXHbI HEOXMAaHHbIE pe3yrbTaTbl.

Domain reloading . Scene reloading

enabled enabled
PlayModeStateChanged Backup open Backup, unload and PlayModeStateChanged
with ExitingEditMode H scenes recreate C# state Destroy and load scene Update with EnteredPlayMode

Domain reloading Scene reloading

disabled disabled
PlayModeStateChanged Backup openw (Simulate destroy and Und PlayModeStateChanged
with ExitingEditMode scenes J L reset scene pdate with EnteredPlayMode

PesynbTat oTkntoueHunsi napameTpos Reload Domain u Reload Scene

HaCTpaMBaVITe CTaHOapTHbIE LLIAONOHbI CKPHUMNTOB

Ecnu npu co3gaHnm KaXxaoro HOBOro CKpUMTa Bbl BHOCUTE OOHU U T€ XXe U3MEHEeHUs -
Hanpumep, cpasy gobaBnsieTe NPOCTPAHCTBO UMEH Unu yaanaeTte QyHKUmo cobbiTus Update,
- HACTPOMWTE UCXOAOHBIN LWABGAOH CKpUNTa. 3TO COKPATUT YMCNIO HaXaTUIN KNaBuL U o6ecneynT
efnHoobpasne B KOMaHge.

Mpwu co3gaHnM HoBOro ckpunTta unu wengepa Unity Mcnonb3yeT WabnoH U3 nanku
%EDITOR_PATH%\Data\Resources\ScriptTemplates:

—  Windows: C:\Program Files\Unity\Editor\Data\Resources\ScriptTemplates

- Mac:
/Applications/Hub/Editor/[version]/Unity/Unity.app/Contents/Resources/ScriptTemplates

Take AOCTYMHbI La6NoHbI Welaepos, APYrMX CKPUNTOB NoBeAeHWs U onpeaeneHnii COopoK.

Y7106kl NICNONB30BaTb LWAGMOHBI CKPUMNTOB TOSTIbKO B KOHKPETHOM MPOEKTE, CO3AanTe nanky
Assets/ScriptTemplates n ckonvpynte B Heé WaboHbl, KOTOPble AOMKHbI NepeonpeaennTb
CTaHOapTHble.

CtaHfapTHble WaboHbl CKPUNTOB MOXHO N3MEHUTb HENOCPEACTBEHHO A1 BCEX MPOEKTOB,
HO nepef 3TUM 0653aTeNlbHO COXPaHUTe pe3epBHbIE KOMUU UCXOOHbIX ¢a17|nos.

[loCcTaBnanTe UrPOKamM KOHTEHT MO 3anpocy ¢
nomoulbto Addressables

Addressables 1 Asset Bundles - MoLLHble CpeAcTBa, MO3BONAOWMNE Pa3fenunTb Urpy Ha
nornyeckue 6510kn. TN 610KN MOXHO 3KCMOPTMPOBaTb OTAENBHO U MPU HEOB6XOAUMOCTH
[06aBNsTb K OCHOBHOMY MUCMNONHsieMoMy danny.
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OHW NO3BONSIOT 3arpyXaTb U BbIrPy>aTb acceTbl, @ TakXXe HacTpauBaTb, COBUPaThb U
3arpy>aTb NMNakKeTbl aCCeToB, KOTOPble 3aTEM MOXHO AOCTaBNATb UTPOKaM MO 3anpocy.
Cunctema Addressables nocTtpoeHa nosepx Asset Bundles 1 cama paspeluaeT 3aBUCMMOCTU U
3arpy>aeT nakeTbl.

Addressables Groups i OX

Create Addressables Settings

Click the "Create" button above or simply drag an asset
into this window to start using Addressables. Once you
begin, the Addressables system will save some assets to
your project to keep up with its data

[o nHnumanusaumm cuctemsl Addressables B npoekTe Unity

Ecnun Bbl TONbKO HaumMHaeTe paboTaTtb ¢ Addressables, 03HakoMbTeCb CO cTpaHuuen Get
started B gokymeHTauum Unity.

CoBeTbl N0 apPeKTUBHOMY YyNpaBfeHUO acceTaMu:

- Ncnonb3ynTe Addressables ¢ camoro Hauyana paspaboTKu U perncTpupymnTe Kaxabii HoOBbIN
acceTt kak Addressable.

- I'pynnmpyPlTe acceTbl N0 TOMY, HAaCKOJIbKO YaCTO OHU 3arpy>kardTcda 1 UCNonb3yrTCA BMeCTe,
a He no TMny. 3TO yny4lwaeT UCMOob30BaHWe NaMATU BO BPEMS BbINMOMHEHUS, COKpallaeT
BpeMs 3anycka U, Kak crnefcTeue, Cnoco6CTBYET YAEPXKaHUKO UTPOKOB.

- CTapaiTecb co3gaBaTb HeGO/blUME NaKeTbl: 3TO COKPaLLAET LienoYku 3aBUCUMOCTEN U
CHUWXaeT pacxof NaMATi BO BPeMs BbIMOMHEHUS.

Mopgpo6Hee cM. B cTaTbe «BddeKTnBHOE ynpasneHne accetamu B Unity ¢ nomoulbto Addressables».

Co3sfgaBanTe YCNOBHO KOMMUIMPYEMbIN KOf, C
MOMOLLIbIO OMPEKTUB NnpenpoLieccopa

MnatdopmoszaBUCMMan KOMMUMALMA NMO3BONAET YCIOBHO KOMMUAMPOBATb U BbIMOMHATL KOf B
3aBMCMMOCTM OT LienieBoi nnatdopmsbl, Bepcum Unity Uam CKpMNToBoro 6akeHaa.

OTO NonesHo Npu paspaboTke KpoccnnatGopMeHHOro Koga, onTMMu3aLmm noBeaeHms gns
KOHKPETHbIX YCTPONCTB 1 patoTe ¢ API, LOCTYNHBIMKU TONBKO B ONpenenéHHbIX BEPCUSIX.
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Mpn TeCTUpOBaHUKN B peaKTope MOXHO 3afaBaTb COGCTBEHHbIE aupeKTMBbI #define.
OTtkponTte naHenb Other Settings B Player settings 1 nepengnte K napameTtpy Scripting Define
Symbols.

Script Compilation

STOM_DEFINE]

-
Copy Defines Revert Apply

MapameTp Scripting Define Symbols B pasgene Script Compilation

OToenanTe gaHHbIE OT NOTMKK C MOMOLLLHO ScriptableObject

ScriptableObject nomoraeT nogaep>XxunBaTb YACTYIO apXUTEKTYPY KoAa, OTAENSS AaHHble OT
noruku. bnarogaps aToMy NpoLue BHOCUTb U3MEHEHUS 6e3 HeXenaTelbHbIX MOGOYHbIX

30 deKTOB, a KO, CTaHOBUTCA 60nee TECTUPYEMbIM U MOAY/bHbIM. Takne 06beKThl TakXe
YB0GHbI MPU COBMECTHOM paboTe € XyAOXHUKAMU U fu3aliHEpPaMU: OHU MOTYT PefaKTUpoBaTb
UrpoBble AaHHbIE, HE N3MEHSS KOA,

Dragon Crashers oeMOHCTpUpYeT TUMUYHbIA CLeHapui ncnonb3oBaHusa. Knacc UnitinfoData
HacnepyeTtcs oT ScriptableObject. Kaxxabi ero ak3eMnnisip CO4ep>XUT UMs UTPOBOro
nepcoHaxa, CnpawT 1 napameTpbl 340POBbs. OTU AaHHble OCTaKOTCA HEM3MEHHbBIMU B XO4e
Urpbl, MOSTOMY OCOBEHHO XOPOLLO NOAXOAAT ANsA XpaHeHus B ScriptableObject.

ScriptableObject onpegensieT 06beKT-KOHTeMHEpP AaHHbIX.
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Utilities

Dragon Crashers > Info Data
SFX Data

TS Ability Data

C# Script

2D

Shader

Testing

Playables

Assembly Definition

Assembly Definition Reference
TextMeshPro »>

Scene

Data Scene Template

@@ Heroes
Post-processing Profile

Volume Profile
Prefab

&7, UnitData_|
EfwltCh Create Audio Mixer
' Reveal in Finder
Open
Delete Material
Rename Lens Flare
Copy Path Render Texture

Rendering

ATpubyT CreateAssetMenu co3aaéT NyHKT KOHTEKCTHOrO MeHIo Ans reHepaummn acceta ScriptableObject. Y KaXaoro urpoBoro nepcoHaxa
ecTb JoNoNHUTENbHble 06bekTbl ScriptableObject ansa 3BykoBbIX 3pPpeKTOB 1 0COBLIX CNOCOBHOCTEN.

MMocne co3gaHnsa acceToB B OKHe Project 3aanTe Hy)Hble 3HaYeHUsa B OkHe Inspector: Unit
Name, Unity Avatar (Sprite) n Total Health.

7, UnitData_Dragon_SFX @ Inspector
& Skeletons
[ Damak
&7 UnitData_Skeleton_Ability_BasicAttack_A
&2 UnitData_Skeleton_Info_Damak
& Jabban
&7, UnitData_Skeleton_Ability_BasicAttack_B

6), Unit ceton_Info_Jabban (Unit Info Data)

& UnitData_Skeleton_Info_Jabban Display Infos
I Shared Unit Name Skele Jabban
EI'—'E"W g Unit Avatar None (Sprite)
&7, UnitData_Skeleton_Ability_BasicAttack_C
&7, UnitData_Skeleton_Info_Yuanxing Health Settings
Bm _Prefabs Total Health
e Scripts

3apanTe 3HayeHus acceTa ScriptableObject B okHe Inspector. Bo Bpemsi Urpbl OHU He U3MEHSHOTCS.

O6bekT GameObject, B ;aHHOM cnydae UnitController, MoXeT ccbinatbCs Ha acceT
ScriptableObject. [Jaxe ecnu cLeHa 3anofIHUTCA MHOXECTBOM UIPOBbIX NepCOoHaXxen, faHHble
accera ScriptableObject He 6yayT Oy6nNMpoBaTbCH, YTO SKOHOMUT NaMsThb.
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© Inspector

8 Unit_S
il

Open Prefab

keleton_Ability_Bas|
ton_Info_Yuanxing

¥ Layer Default
~ Unit Controller (Script)

Data
Data &, UnitData_Skeleton_Info_Jabban (U ®

Health Settings
Health Bel ur B Unit_s eton_ 1 (Unit Health E@

Target Settings
ets Be 0 B Unit_ on_ 1 (Unit Ta

B ThirdParty
M Til Animation Settinas
e Timeline Unit_Skeleton_Jabban
s VFX
e VolumeProfile

@@ Packages

2D Tilemap Extras
im Bu

Hierarchy

GameObject
Monobehaviour

ScriptableObject asset ME:E;&?:;‘."

GameObject
Monobehaviour

OKOHOMbTe NamATb U NoaAepXunBanTe NOPSAOK ¢ NoMoLbio ScriptableObject. CTaTuueckne gaHHble M HACTPOMKM [OCTAaTOYHO 3a4aTh B
acceTe NpoeKTa OAMH pas, AaxKe ecnn y Bac MHOXeCTBO 06bekToB GameObject.
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[axe ecnu 0o6aBuTb B CLEHY ThiICAYY 3K3eMMNNAPOB rnpegabda, BCe OHM BYAYT CCbinaTbCsH Ha
OfHM 1 Te Xe faHHble, XpaHALlmecs B acceTe. [locTaTouHO OAWH pa3 3ajaTtb Habop 3Haqum7|,
YTOObI rapaHTUPOBaTb UX COrMacoBaHHOCTb.

Mo Mepe pocTa Urpbl 1 NOSBIEHUSI HOBbBIX TUMOB KOHUTOB MPOCTO CO3faBanTe
nononHuTenbHble acceTbl ScriptableObject n nogctaBnanTe HyxXHble. irpoBble AaHHbIE MOXHO
nopaepXunBaTb B akTyarlbHOM COCTOSIHUN, U3MEHSIS LLIeHTPaiM30BaHHO XpaHALWMeCs acCeTbl.

ScriptableObject He 3amMeHSAIOT XpaHeHWe NOCTOSAHHBLIX AaHHbIX B Gannax coxpaHeHus
NPWNOXEHWS, rAe AaHHble MOTYT U3MEHATLCA BO BPEMS Urpbl. OTOT MNOAXOA, Nydlle NoaxoauT
ONA CTaTUYECKUX UIPOBbIX HACTPOEK U 3HAaUYEHMI NO yMOoN4YaHuto. B otnnume ot pasdopa JSON
unn XML, uTeHune acceTa ScriptableObject He co3gaét Mmycopa (1M K TOMY Xe BbINoSHAeTCS
GbicTpee).

JononHutensbHble MaTepuansl o ScriptableObject:

- Co3spgaHue mogynbHoM apxuTekTypbl nrpbl B Unity ¢ nomowpro ScriptableObject
- [leMOHCTpauUmoHHbIM NpoekT ScriptableObjects Paddle Ball

- JokymeHTauus no ScriptableObject

[MoBblWanTe MoaynbHOCTb cKpmnToB ¢ Assembly Definitions

CbopKa - 3TO CKOMNUIMPOBaHHas 6MbnnoTeka koga C#, o6beanHAoWasa cBsi3aHHbIe TUMbI U
pecypchbl B eAnHYHo Nornyeckyto egunny. B Unity c6opkamMm MOXHO ynpaBasTbh C MOMOLLbIO
dannos Assembly Definition (.asmdef). PasgeneHme ckpunToB Ha Nonb30oBaTeNbCKMe CHOPKM
NoBbILIAET MOAY/TbHOCTb M BO3MOXHOCTb MOBTOPHOIO UCMOJIb30BaHMUS, a TakXKe cokpallaeT
BpeMs KoMnunsauun. Npun aToM CKpUNTbI He [,06aBNAOTCH aBTOMAaTUYECKN B CTaHAapTHblE
COOPKM, a AOCTYN K APYTMM CKpUNTamM MOXHO OrpaHuuunTb.

Ecnu Bbl ynopsagounsaeTe npoekT ¢ nomolbio Assembly Definitions, Ho ckpunTbl Editor
nonagatoT B 6unppl, cosgante Assembly Definition B nanke Editor un ykaxxuTte gnsa Heé Tonbko
nnatdopmy Editor.

©2025UnityTechnologies 86 u3 1M |ynity.com


https://unity.com/releases/lts
https://blog.unity.com/games/persistent-data-how-to-save-your-game-states-and-settings
https://resources.unity.com/games/create-modular-game-architecture-with-scriptable-objects-ebook?ungated=true
https://github.com/UnityTechnologies/PaddleGameSO
https://docs.unity3d.com/Manual/class-ScriptableObject.html?

General Options

Assembly Definition References

Platforms

Selectall Deselectall

Define Constraints

s Em

HacTpoinku Assembly Definitions B Inspector
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[lepexogute Ha Input System

Ecnu Bbl ewwé He nepewnn, obpaTnte BHUMaHWe Ha nakeT Input System - 6o5iee HOBYIO U
rMOKYHO CMCTEMY MO CpaBHeHuto ¢ Input Manager, KoTopas No3BoNsAeT yrnpasnaTb
cogep>XumMbiM Unity ¢ NOMOLLbIO YCTPONCTB BBOAA Nto6oro Tuna. E€ HasbiBatoT nakeTom Input
System nnun npocTto Input System. OHa Takxe noggep>XunBaeT NepeHasHavyaemMoe ynpasneHue,
accertbl Input Action n 6onee 4€Tkoe pasgeneHne NOrMkKn BBo4a U UrpoBoro npolecca, 4Yto
[aéT 3aMeTHble NPeuMyLLLeCTBa Nepes ycTapesLlen CUCTEMON.

[na Hayana o3HaKOMbTeCh CO c/egyroWnmMn MmaTepuanamm:

- YCKOpEeHHOEe NpoToTMNMpPOBaHMe MobuibHbIX Urp ¢ Input System B Unity 6 | Unite 2024
- Hayano pa6othbl ¢ Input System

- Cepusa u3 cemu Buaeoypokos no Unity Input System

VIHCTPYMEHTBI NPOoPUNNPOBaHUS

OonTUMU3NPYINTE UCNONIb30OBaHUE NamMATHU ¢ nomoubio Memory Profiler

Memory Profiler nossonsieT dunKcupoBaTb M aHaNM3npPoBaTb UCMNOb30BaHME NaMsTH B
MPOEKTEe, YTOObI BbISBATD YTeUKHn, yMeHbllaTb NMKOBOE notpebaeHne u oNnTUMN3NPOBaTb
npon3BognUTENIbHOCTb BO BpeMA BbIMOJIHEHUA. [enante CHUMKU NaMATU B KITHOYEBLIE
MOMEHTbI - HanpuMep, Npun 3arpy3ke cueH uian nocne gnntenbHbIX UrpoBbliX C€aHCOB - U
CpaBHVIBaIZTe MX, YTOOblI HAXOOUTb OO BEKTHI, KOTOpble He OCBOOOXOAKTCS AOSIKHbIM o6pa30|v|.

CospaBas pecypchl B Kofie, BO3bMUTE 3a MpaBuiIo NpucBanBatb UM MMeHa gnst Memory Profiler.
Kpome Toro, He 3abbiBanTe 0CBOGOXAaTb BCE, YTO BbIAENNIU, YTOObI U36GEXATb yTEYEK.

CHumMok namsTv B Memory Profiler
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HaxopguTte KpuTHUUHbIN KOopA ¢ nomolybio ProfilerMarker

BmecTo npocMoTpa NuLlb 06LWMX JaHHbIX O NPOU3BOAUTENbHOCTH MO, CTaHAapPTHLIMN
Mapkepamu Bpoae BehaviourUpdate MOXHO n3011MpoBaTb KOHKPETHbIE QYHKLUUN U TOYHO
M3MepuUTb BpeMs ux BbinonHeHus. C nomolubto ProfilerMarker otmevanTe 610ku Koga
CKPUNTOB, YTOGbI MOBLICUTL AeTanusauuio NpodunnpoBaHng. PesynbTaTbl 0TOOpaxaroTcs B
CPU Profiler n moryT 3anuceiBatbca ¢ nomolbto Unity Recorder. Tak Bbl nonyynte
NOAPOBHYIO KapTUHY 3aTpaT BPEMEHU B KOHKPETHbIX Y4acTKax Kofa, YTo yrnpoLiaeT nouck
Y3KUX MECT U ONTUMMU3aLMIO.

using UnityEngine;
using Unity.Profiling;
public class UnityTips : MonoBehaviour {

private static readonly ProfileMarker SetupProfileMarker = new Pro-
fileMarker(“Setup”);

private static readonly ProfileMarker ExpensiveProfileMarker = new
ProfileMarker (“Expensive”);

public void UpdatelLogic()
SetupProfileMarker.Begin();
// Setup your performance heavy things, Initializers, and so

SetupProfileMarker.End();

using (ExpensiveProfileMarker.Auto()) { //This starts and ends
automatically

// More expensive things here.

MpoBeauTe ayauT NpoU3BOaUTESNIBHOCTU NPOEKTa

Mcnonb3ynTte Project Auditor (OCTYNHBIN Kak NakeT HauuHas ¢ Unity 6.1), yToGbl aHanu3nposaTb
NPOU3BOANTENBHOCTb NPOEKTa, CO6/M0AaTb PEKOMEHLALMU N BbIABAATb BO3MOXHbIE MPO6IeMbl
M y3Kne MecrTa.

Bcero 3a HeECKOSBbKO LENYKOB MOXHO MPOCKaHWPOBaTb BECb MPOEKT U NOMYUYUTb I'IO,EI,pO6HbIl7I

OTYET O npo6aemax: 3aTpaTHbIX Bbl30BaX CKPUMNTOB, HEMCMOJIb3yEMbIX acCeTax, Ype3aMepHOM
Konn4yecTee CyLU.HOCTel‘/II n MHOIomM gpyrom.
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Summary | Magic Kittens_2024-12-16-16-07-56 *

MpepcTaBneHve Summary B Project Auditor

ChopmMUpoBaHHbIe OTUYETLI FPYNMMPYHOTCA MO CTENEHN CepPbEIHOCTU: OLUNGKY,
npeaynpexaeHus u HbopMaLMOoHHbIe 3aMeydaHus. Bnarogapsa sToMy nerko cHavana
COCPeaoTOUNTLCA Ha OLIMBKaX U NpedynpexneHusax, HanpuMmep Ha YpesMepHOM BblaeNieHUn
namsaTH UK CIIMLLKOM YacTol c6opke Mycopa.

O6bIYHO pekoMeHayeTcs 3anyckaTb Project Auditor Ha kKnto4YeBbIX aTanax paspaboTku -
HanpuMmep, nepeg KOHTPONbHbIMU TOYKaMW, 6eTa-BbliMycKaMn U GUHanbHbIMK Bungamu. 910
NO3BOJISET 3apaHee BbIIBUTb Y3KMEe MeCTa NpOon3BOANTENbHOCTU, HEUCMONb3yeMble acCceTbl U
yCTapeBLUUIM Ko, He fAaBas npo6nemMamM HaKanamBaTbCs Mo Mepe pocTa MpoekTa.

Project Auditor MOXHO HaCTPOUTb C MOMOLLbIO NOSIb30BaTENbCKMUX NPaBui U GUIbLTPOB.
Hanpumep, UCKNtouMTb M3 aHannsa 3aBefoMO HEUCMNOSb3yeMble NN SKCMEPUMEHTalbHble
CKpUNTbI U acceTbl 60 Co34aTb OTAENbHbIE NpaBuna Ans uenesblx nnatdopm, paspelueHus,
CXaTus TeKCTYp U APYrMx napamMeTpoB NPoeKTa, YTO6bl OHNM COOTBETCTBOBANM
YCTAHOBNEHHbIM «BIOKEeTaM».
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KpunBble aHUMaLnm

YnpaensiiTe MHTepnonsaunen ¢ NOMOLLbIO NOJIb30BaTeNbCKON GYHKLMM lerp

Mo ymonuanuio Mathf.Lerp(a, b, t) orpaHnunBaeT KoadpdULMEHT UHTEpPNONSALUMM t AMana3oHOM
oT 0 o 1, noaToMy pe3ynbTaT He BbIXOANUT 3a Npeaenbl 3Ha4YeHn a u b. Ecnu TpebyeTcs
BbIX0f, 32 BepXHIoH (t > 1) unm HMxHrow (t < 0) rpaHMuy, ucnonb3ymnTte
Mathf.LerpUnclamped(a, b, t). 9Ta dyHKUMS OaET NONHbBIA KOHTPOb Haf MHTEPNOoNsaumen 1
No3BONISIET co3aBaTh Takme addeKTbl, KaK IKCTPaNonAaumus Unn ABMXXEHUE No MHEPLUN.

using UnityEngine;
public class LerpComparison : MonoBehaviour
{
[SerializeField] private float start = Of;
[SerializeField] private float end = 10f;
[SerializeField] private float t = 1.5f;
private void Start()
{
// Clamps t to [0, 1]
float clamped = Mathf.Lerp(start, end, t);
// Uses full t value
float unclamped = Mathf.LerpUnclamped(start, end, t);
// Outputs 10
Debug.Log($"Mathf.Lerp: {clamped} (t = {t})");
// Outputs 15
Debug.Log($"Mathf.LerpUnclamped: {unclamped} (t = {t})");
}
}

MprMep Mcnonb3oBaHUS MONb30BaTEeNbCKOW IMHEMHOW MHTepnonaummn B Unity

NUcnonb3ynte AnimationCurve He TONIbKO A1 aHUMaL UK

0O6bekTbl AnimationCurve 06bl4HO NPUMEHSOTCS ANS aHMMaLMK 3HAaYEHUN CBOMCTB
KoMnoHeHToB B AnimationClip, 0AHaKO C NX NOMOLLbI MOXHO AMHAMWUYECKUN YNPaBisTb NHO6bIM
3HavyeHnem Tuna float.

KpuvBble aHMaunmn MOXHO pefakTupoBaTh B Inspector Kak OTKpbITble UK Cepuanu3oBaHHble
nepemMeHHble. VIX MOXXHO COXpaHsiTb, 9KCNOPTUPOBATb U 3arpy>aTb Kak B pexume
pefakTMpoBaHus, Tak U BO BPeMSs BbINONHEHUs. PefakTnpyemMble KacaTeNlbHble NO3BONSAT
ynpasnsite GOPMON KPMBOWN MEXAY KNHoYaMMu.
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meObject

Untagged Default

Presets

s Animeurve (Seript)

2]

New’
Add Component
Add new preset

CsoucTeo Animation Curve B Inspector: Wwenyok no Hemy oTKpbiBaeT Curve Editor, roe MoXHO U3MEHUTb KPUBYHO U COXPaHUTb eé B
COGCTBEHHON 6UGNMOTEKE, BbIGPAB 3HAYOK LUECTEPEHKN.

JononHutenbHble NpakTU4Yeckne CoBETbl U NpUMeEpbl Ucnonb3oBaHus AnimationCurve B npoekTe
npuBeneHbl B ny6nukaumm 6nora «Animation Curves - yHMBepcanbHbl pblyar gusamHa».

CHMXanNTe HarpyaKy ¢ MOMOLLbHO NMyN0B OOGBHEKTOB

Myn 06bEKTOB - 3TO MNATTEPH NPOEKTUPOBAHUS, KOTOPbIV MOMOraeT NoBbICUTb
NPOU3BOANTENBHOCTb, YMeHbLUas Harpy3ky Ha CPU OT MHOroKpaTHbIX BbI30OBOB CO34aHuUsA U
YHUUTOXEHUS 06bEKTOB. BMecTo aToro yxe cyuectayrowme GameObject MOXHO
MCMob30BaTb NOBTOPHO.

Cnoco6 NpuUMeHeHUs NynoB 06BEKTOB 3aBUCUT OT KOHKPETHOro npunoxeHus. Obuee
nosiesHoe NpaBuno: NPoGUANPYNTE KO BCAKUM pas, Korga cosfaére 60Mbloe KOMYecTBo
3K3eMNIAPOB 06BHEKTOB, MOCKOMbKY 3TO MOXET BbI3BaTb NMMK CEOPKKN Mycopa.

Ecnv Bbl 0GHapY>XWUn 3HaUYUTENbHbIE NMUKK, U3-3a KOTOPbIX VIFpOBOVI npouecc MOXeT Ha4vaTb
NoATOpPMaXkmBaTb, pacCCMOTPUTE NPUMEHEHNE MNyria 06bEKTOB. YUTUTe, YTO yrnpasreHue
HECKOJTbKUMU XXU3HEHHbIMU LIMKIIaMU1 MYJIOB YCNOXHAET KOAOBYO 6a3y. Kpome Toro, ecnu
co3aaThb CZIMWLIKOM MHOIO nNynoB 3apaHee, MOXXHO 3ape3epBupoBaTh NaMATb, KOTOpPad B
OEeNCTBUTENIbHOCTHU nrpe He Hy>Ha.

Moppo6Hee o0 nynax 06bEKTOB pacCKa3biBAaeTCH B 3NIEKTPOHHOM KHUre « COBEPLUEHCTBYMTE KO, C
NMOMOLLbIO NaTTepHOB NpoekTupoBaHnsa n SOLID» n B CONyTCTBYHOLWEM LEMOHCTPALNUOHHOM
npoekTe, 6ecnnatHo goctynHom B Unity Asset Store.

[1ononHuUTEenNbHbIE MaTtepumasbl

- PykoBogcTBO Mo cTMto CH# Ans YMCTOro M MacluTabupyemoro urpoBoro koga (usganune ansa Unity 6)
- CnNpaBoOYHWK renm-gusanHepa Unity

- Co3fiaHme MoaynbHOM apXxuTekTypbl nrpbl B Unity ¢ nomolubto ScriptableObject

- 90 pekTMBHOE ynpasneHne accetamu B Unity ¢ nomowybto Addressables

- YTto Hy>XHO 3HaTb o Build Profiles B Unity 6
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[MpnocTaHaBIMBanTe BbINOMHEHME C NOMOLLbIO Debug.Break

Ecnun npunoxeHne CnoXHo NPMOCTaHOBUTb BPYUHYHO, @ BaM HY>XHO MPOBEPUTb onpenenéHHble
3HayeHus B Inspector, BbizoBuTe Debug.Break, 4To6bl 0OCTaHOBUTL BbIMNOHEHWE B HYXXHOM MecTe

Kopa.

3aMeHanTe npoBepky if BbizoBoM Debug.Assert

Debug.Assert npoBepseT ycroBMe BO BPEMS BbINMOSIHEHUA U BbIBOAUT COOBLLEHME 06 OWNbKe
B Console, ecnu ycnosue Bo3BpallaeT false. B otnnune ot Debug.Log, KOTOpbIN BbINOAHAETCSH
BCerga, yTBepXaeHusi npegHasHadeHbl Ans BbisiIBAIEHUS HEOXKMAAHHbIX COCTOSHUIA 1 NOMOratoT
aQPeKTNBHEE NPOBEPATL NPEANONOXKEHUS, 3a10XKEHHbIE B KOAE.

if (health > maxhealth)
{

Debug.LogError(“Current health is greater than maxhealth!”,
Debug.Assert(health < maxhealth, “Current health is greater than max-

health!”, );
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cnonb3yinte Debug.Log C KOHTEKCTOM

Mpu Bbi3oBe Debug.Log BTOPbLIM NapamMeTpoM MOXHO nepefaTb 06beKT - 06blyHO GameObject
UM KOMMOHeHT. Torga coobLueHne XypHana CBs3biBaeTcs C 3TUM o6bekToM B Console: ecnu
LWENKHYTb NO coobLeHnto, Unity BbIAENNT COOTBETCTBYIOLWMI 06BbEKT B Hierarchy.

Debug.Log(“Enemy spawned”, gameObject);

BbliaenanTe BaXxHble COOOLWEHNA ¢ NOMOLLBbIO Rich Text

Console B Unity noggep>xunsaet B coobueHuax Debug.Log yacTb Teros Rich Text, Hanpumep
<b>, <i> un <color>. C nx NOMOLLbO MOXHO BbIAENATb, OKpaLIMBaTb AN NOAYEPKNBATD
oTAenbHble pparmMeHTbl BbIBOAA XYpPHana, YTobbl BaXKHble COOBLLEHNS BblNn 3aMeTHee BO
BpeMsi pa3paboTKu.

Debug.Log(“<b><color=red>Error:</color></b> Player health is critically

low!");

B Console

Clear ¥ Collapse Error Pause Editorv «

[09:28:12] Player health is critically low!
UnityEngine.Debug:Log (object)
Test:Start () (at Assets/Unity6ProtoypeSamples/_CoreSystems/Test.cs:8)

Ynansante Bbl3oBbl Debug.Log 13 pennsHbix 61igoB

Unity He ypansaeT APl xypHanupoBaHust Debug u3s 6ungos, He aensarowmuxca Development
Build, aBTomaTunueckun. O6epHuTe BbI3oBbl Debug.Log B COGCTBEHHbIE METOAbI Y MOMETbTE UX
aTpmnbyTtom [Conditional].

Ecnu ypganutb cootseTcTBYtowmin Scripting Define Symbol 13 Player Settings, Bce BbI30BbI

Debug.Log 6yayT MCKNOYEHbI NPU KOMNUAALUUK. Pe3ynbTaT Takon Xe, Kak npu 06opadnBaHnm
BbI30BOB B 6/10KM npenpoueccopa #if... #endif.

MpuMep NpuBeaéH B PYKOBOACTBE MO 06LLEe ONTUMU3ALMN.

[varHoctupyimnte Gu3nky, BU3yanmampys raycast-3anpochl

Bo3Huknu npobnemsl ¢ pusmkon? Debug.Drawline n Debug.DrawRay nomoryT BusyanusmpoBaTb
raycast-3anpochbl, pucysi IMHWUIO MeXAY 3afaHHbIMW HayanbHOM U KOHEYHOW TOYKaMMU.

void Start()
{

// draw a 5-unit white line from the origin for 2.5 seconds

( , new (5, 0, 09),

, 2.5f);
}
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Q Paboume npouecchl pa3paboTynKos \ IDE v oTnagka | Pa6oune npoueccel DevOps

Mcnonbaynte Debug.isDebugBuild gna Development Build

C nomoubto Debug.isDebugBuild MoXHO NpoBepuTb, 3aMNyLLEHO NN MPUNOXEHNE KaK
Development Build. 3To no3BossieT yCNOBHO BbINOMHATL KOZ, NPefHa3HauYeHHbI TONbKO AN
OTNapKu, - XXypHanuposaHue, AMarHoCTUKY UNN TECTOBbIE YTUNUTDLI - HE 3aTparnesas pefinsHole
oungabl.

if (Debug.isDebugBuild)

Debug.Log(“Running in Development Build mode.”);

Hactpownte Application.SetStackTraceLogType

Mcnonb3ynte Application.SetStackTraceLogType unu cooTBeTCTBYOWME Griaxku B
PlayerSettings, 4To6bl onpefennTb, A5 KAKUX TUMOB COOBLLEHUN XYpHana cnegyet
0006aBnATb TPACCUPOBKY CTeka. TpacCUpOBKa CTeKa rnonesHa, HO paboTaeT MegfieHHO U
CO34aéT mycop.

Stack Trace*
Log Type ScriptOnly  Full

Error 7
Assert

Warning

Log

Exception

HacTpoiku Stack Trace B PlayerSettings okHa Editor

HacTpolTe XypHannpoBaHue noj CBoW 3aaaum

APl Logger no3sonseT co3faBaTtb U HacTpanuBaTb COGCTBEHHbIE 3K3eMMNnApbl Logger ans
6oriee CNoXHOro unn MogysibHOro XypHannposaHusa. MOXHO NoNb30BaTbCs BCTPOEHHbIM
Debug.unityLogger, ogHako COGCTBEHHbIN norrep AaéT 60ee TOYHbIN KOHTPOSb Hag,
bopmaTmpoBaHmeMm, unbTpaumen n kaHanamm BbiIBoAa:

var logger = new Logger(Debug.unitylLogger.logHandler);
logger.Log(LogType.Log, “Custom log message”);

YckopbTe paboTy C MOMOLLbHO coyeTaHui knasumw Visual Studio Code

Ecnu BbI BbiGpanu Visual Studio Code B kauecTse IDE, BaM MOryT NpuUrogmTbCs cnegytowme coyetaHus
KnasuL:

—  Windows

—_ Mac
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HacTtponte Console Log Entry gns yoo6CcTBa UTeHUs

Mo ymonuaHuto Console Log Entry oTo6paxaeT gge CTpoku. YTobbl caenaTb BbiBOA YA00Hee,
MOXHO BbI6paTb OA4HY WM HECKOJSIbKO CTPOK B COOTBETCTBUM CO CBOMMMU NPeAnoYTEHNAMM
(cm. nsoGpaxkeHne HUXe).

Open Player Log

Open Editor Log

Show Timestamp

Log Entry > Vv 1line

Stack Trace Logging > 2 Lines

3 Lines

4 Lines

5 Lines

6 Lines

7 Lines

Ul Toolkit Debugger 8 Lines
9 Lines
10 Lines

Maximize
Close Tab

Add Tab

MapameTpbl Console Log Entry no3BonstoT 3agath KOMYECTBO CTPOK B COOBLLEHWUM XYypHana.

[lononHuTenbHbLIE MaTtepumalsibl

- OTnapgka urpoBoro Kkoga ¢ nomMoubto Roslyn Analyzers

- 3anyck aBToMaTM3MpPOBaHHbIX TECTOB Ans urp ¢ nomoupto Unity Test Framework
- YckopeHue npouecca oTnagkm ¢ nomouwpbto Microsoft Visual Studio Code

- OTnagka kopa ¢ nomoubto Microsoft Visual Studio 2022

- CoBeTbl N0 TECTUPOBaHUIO U 06GeCcneYeHnto KavecTsa NpoekTor Unity
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Paboumne npouecchl DevOps

CoBeTbl No Unity Version Control

Unity Version Control (UVCS) - macliTabupyemas, HeszaBucumasi oT UrpoBOro ABMXKa cuctema
KOHTPOJISi BEPCUI N yNpaBieHNss ICXOOHBIM KOLOM AN19 CTyAuin pa3paboTku urp noboro
pasmepa.

Ecnu Bbl yxxe ucnonbsyete Unity Version Control ¢ Unity 6, BOT HECKOSIbKO HEJABHUX
YNy4LIEeHUN N COBETOB, KOTOPbIE NPUrOAATCA Ballen KOMaHAe B NOBCEAHEBHOM paboTe.

PaGoTaiTe napannenbHO B HECKOJIbKMX BETKaxX 6€3 NoTepu U3MEHEHUMN C
nomouyblo Shelve u Switch

HauunHas ¢ Bepcum naketa UVCS 2.7.1 Habophbl OTIOXEHHbIX M3MeHeHnn (shelvesets)
NO3BONISIOT BPEMEHHO COXPaHATb TEKYLUME NPaBKW MPU NEPEKNIOYEHNN MeXAY BeTKamu. Tak
He3aBepLUEHHasa paboTa OCTaéTca B 6€30MacHOCTM U BCerga [oCTynHa.
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)Yre NpoLecch paspatoTynkoBs \ IDE n otnapka | Pa6oumne npoueccol DevOps

B okHe Unity Version Control WENKHWTe NpaBoi KHOMKOW MbILIW MO BETKE, Ha KOTOPYIO XOTUTE
nepewnTu, n Boibepute Switch workspace to this branch.

Handle pending changes

Handle pending ch

® Leave changes on main

Your changes will be saved on a shelve. You can apply or discard them later

Bring changes to FixChairsLocation

Your changes will be applied automatically on the destination. You will be notified if
any conf d to be red

Cancel Switch

OkHo Handle pending changes

3aTem BblGepuTe, NEPEHECTU U3MEHEHUS C COBOM UM BPEMEHHO OCTaBUTb UX. BapuaHT
Shelves o6ecneumBaeT 60/bLUYIO TMOKOCTb: K USMEHEHUAM MOXHO BEPHYTbCSH, MPUMEHUTb UX
NOBTOPHO U NOAENUTLCS MU C KOMaHLO0MN.

Control

Branches ~ile Q My Shelves +

5/13/2025 9:44:0¢ Automatic shelve created during switch operation (from () manuel.lucio@u =l
Highlighted the

usage update

|
]
R/
B/
B/
|

4
Show Notification M Shelved changes | View =

Bknagka Shelves B okHe Unity Version Control
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YnopspoubTe CMUCOK BETOK ¢ nomoubio pyHKUuuu Hide/Unhide

Ecnu npepcTtaBneHne BETOK NPOEKTa CTano neperpy>XXeHHbIM, UICNoAb3ynTe rnodanbHyto
¢yHKumto Hide/Unhide: BETKM MOXHO CKPbITb NPSAMO M3 KOHTEKCTHOrO MEHH, U OHU CTaHyT
HEBMAMMbIMU OJ1s1 BCEM KOMaHAbl Ha Bcex nnatdopmax UVCS - B nnarmHe Unity, Unity
Dashboard n HacTonbHOM MPUNOXEHUN.

YT06bI CHOBa NoKa3aTb CKPbITble BETKW, BOCMOJIb3YNTECH 3HAYKOM NMEPEUYEPKHYTOrO rnasa nnm
KOHTEKCTHbIM MeHto cnncka Hidden branches (cMm. n3o6paxeHns H1Xe).

# Al Time

Cloud Repositi manuel.lucio@unity3d.com 7117/2024 12:20:26 PM main branch

Cloud ) manu M 2n movement.
C ) manu

manu

manu

manu

manu
[main/FROO19 Clot t manu 9 24 5: M Implement g

/main/Fix231 C manu 9/ 24 3:2 Change

Show Notification M Shelved changes | View =

3Hayok nepeyépkHyToro rnasa B Unity Version Control

Create child branch...

Switch workspace to this branch
Merge from this branch...
Diff branch task504

Rename...
Unhide
Delete

New code review for this branch...

KomaHpga Unhide B KOHTEKCTHOM MEHIO BETKMU

3awuTuTte gaHHble acCeToB C MOMOLLbIO 3KCKJ/TIIO3UBHOM GHOKMPOBKM

MnarnH UVCS gna Unity Editor no3sonsieT 3a610KMpoOBaTh acceT, YTOGbl Apyrue nosb3osartenu
He MO/ ero U3MeHUTb. OTO NOMOraeT KOMaHAe He NoTepsATb He3aBepLEHHYIO PaboTy U
n36aBnsieT OT onepaumm cnmaHus gnsa Gannos, KOTOPble HEBO3MOXHO 06beaUHNUTD.
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YT06bI BKOUNTL NOAAEPXKKY 61OKMPOBOK, oTkponTe Configure rules Ha Bknagke File locks.

KomaHnpa Configure rules Ha Bknagke File locks

3aTeM yKaxuTte pernosnTopuil, LeneByro BETKY - 06bIYHO OCHOBHYIO - U pacluMpeHns Gannos,
LA KOTOPbIX TpeByeTca noaaep>kka 610KMPOBOK.

Create Lock Rule
These rules do not apply to your local repositories or to on-premise servers.

This rule will override the organization and project lock rules for the specified
repasitory.

Repository

my-farm-session-test

Lock destinations (branches)

mein (CRIZIED

Files must be ¢ e

admins his rule by

File extensions

* unity, *.prefab, *png

Lock files matchi (3[=F

Generate common rules

Branch prefixes to exclude

experimental-

s marked for testin
sitory lock rule. /

Cancel

OkHo Create Lock Rule B Unity Version Control
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YT06bl M36eXxaTb KOHGNNKTOB, Nepes BHECEHNEM U3MeEHEHUI 06a3aTeNbHO BbiNonHaNTe Checkout ans

acceToB.

Create

Reveal in Finder

Open
Delete
Rename
Copy Path

Import New Asset...
Import Package
Export Package...

Find References In Scene
Find References In Project

Select Dependencies

Refresh
Reimport

Reimport All

Unity Version Control
Update UXML Schema

Open C# Project

KomaHnpaa Checkout B KoHTeKCTHOM MeHto Unity Version Control

[Mogpo6Hee 0 cUCTEME UHTENNEKTYalbHbIX 6/TOKMPOBOK MOXHO y3HaTb Ha cTpaHuue Smart Locks.

3awuTute n3aMmeHeHus ¢ nomouybto Enable manual checkout for Unity Assets

[Mpun paboTe ¢ acceTamu, He nognexawmmm cnusaHuto, nnarnd UVCS gna Unity aBTomatmnyeckm
BbInonHsaeT Checkout ¢panna nocne ero smeHeHUs n coxpaHeHus. MNMpun Takom nopsake
paboTbl ApYroM Nonb3oBaTeNlb MOXET yCNeTb 3a6/I0KMPOBaTh TOT Xe gann, He NONYYMnB BalMX

U3MEHEHUN.

Y7106kl 3TOr0 M36EXaTb, OTKPOWNTE HAaCTPONKKM nNnarnHa UVCS, WENKHYB 3HAa4YO0K LIECTEPEHKN, U

BblGepute Enable manual checkout for Unity Assets.

Open in Desktop App
Open in Unity Cloud

Settings

Enable Manual Checkout for Unity Assets

MapameTp Enable Manual Checkout for Unity Assets
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Q Paboyme npouecchl pa3paboTynKoB \ IDE n otnapka | Pa6oumne npoueccol DevOps

OTOT napameTp genaet acceT AOCTYNHbIM TONbKO AN YTEHMS, NOKa ANS HEro ABHO He
BbinonHeH Checkout. MNMocne Boibopa Checkout B Inspector ¢ann ctaHOBUTCSA
pPeAaKTUpYeMbIM, @ Bbl MOMyYaeTe 3KCKIHO3UBHYHO 6IOKMPOBKY Ha €ro M3MeHeHue.

© Profiler © Inspector

Open
Checkout

Default

KomaHpa Checkout B Inspector

Asset Manager

Ecnu Bam Hy>Ha cucTemMa ynpasneHus uMdpoBbIMU acceTaMu - MOAENAMU, TEKCTYpamu,
ayanodannamu n gpyrumum matepmuanamu, - oépatute BHumanue Ha Unity Asset Manager. OH
nogaepxueaet 6onee 70 popmaTtoB $pannoB U NOMOraetT KOMaHgam LEeHTPann3oBaHHo
XpaHUTb, ynopaaovmMeaTth, HaXoAUTb M 6ECNPENATCTBEHHO UCMNOMb30BaTb acCeTbl B Pa3HbIX
npoekTax.

B 3aBncuMMoCTM OT 3agay paboTanTe ¢ Asset Manager Yepes Be6-MHTePdENC UK MHTErpaumto
c Editor.
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2 Cloud

Dashboard
1 Projects
Products

Administration

Shortcuts

YnpaensaunTte acceTamu, NnpocMaTpuBanTe U yrnopsigouMBante ux B ygo6Hom 6paysepe

Be6-uHTepdenc obecneynBaeT ObICTPYH aCMHXPOHHYH COBMECTHYH paboTy BCEX YYaCTHUKOB
KOMaHfbl U 3aMHTEpPeCcOBaHHbIX CTOPOH NpoekTa. B HEM MOXHO co3gaBaTb KOMIEKUUN U
ynpaBnsaTb MU, NepemeLLaTb acCeTbl MEXAY KOMIEKUMAMUN N MPOEKTaMM, a TakXKe
OTCNEeXuBaTb U3MEHEHMSA MO UCTOPUN BEPCUN.

MOXHO Nlerko 3arpyatb OfuH UM HECKObKO (palnios, cpasy A06aBnsas UX B HYXHbIe
KOMNEKLMN N Ha3Hauasa Tern. 3To yrnpoLlaeT CTPYKTYPUPOBaHNE acCeTOB U COBMECTHYIO
NMpPOBEpPKY M A0paboTKy MaTepuanos. ACCETbl MOXHO [JOMOMHATb NO/Ib30BaTE/IbCKUMM
MeTafaHHbIMU: aAMUHUCTPAaTOPbI, BNagesbLibl 1 MeHeaXepbl MOryT onpeaensaTe HoBble Mons -
TEKCTOBblE, TOrMYecKne 1 YNCNOBbLIE, - a BCe MOJSIb30BaTeNI MOryT [06aB/sATb Teru, B TOM
yucne npeanoxeHHble MM, 4To6bl eLwé nyydlle ynopaaoynTb CogepXmnmoe.

© Asset Manager & U Timi - Skidloader -~
All asse » U Timi - Skidloader >

All Assets

irites @| Models

+ Filters Name -

Unity Source Code

Asset Manager
DevOps

» Analytics

¢ Cloud Save

Player
" Ma nagement

Player
Authentication

Pixyz
i Parsec

y Cloud Content
~ Delivery

Projects

Demeo - Appli...

Feature Demos

S22 Lalomoo DataPrep FH Skid LoaderSol.. @ [ SkidLoaderST... ® [ Materialised Sk... o
. Demo - Data » 55 - ® @ o o] ®
'9:] Demo - Media »
&) Sandbox »

{® U - Capgemin... »

@ vractory »

@ U Japanese Office

B U Offices »

Pa6oTa c accetamu B Be6-nHTEpdence Asset Manager

Dependency Viewer HarnagHo nokasbiBaeT CBA3M MeXAY acceTaMu: YTo TpeByeTca KaX oMy
acceTy U Kakue aneMeHTbl 3aBUCAT OT Hero. B Dependency Viewer 4OCTYMHbI Kak BXoAsLme,
Tak ¥ UCXoAsLIME 3aBUCUMOCTMU.
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Materia!

adam-body-metal

Stable

Latest Material

adam-body-plastic
Tetune Stable
adam-normal
m-mask

Stable

ashed-mask

Stable

Stable

Mpumep 3aBucuMocTeit acceToB B Dependency Viewer

Edit | Add reference

Stable vers| Latest

Ynpaensnte accetamu B Editor 6e3 oTpbiBa OT pa6oTbl

MakeT Unity Asset Manager uHterpmpyetcs ¢ Unity Editor n nossonseT ynpaenaTb accetamu,
He npepbliBas pa6ouni npouecc. MNocne ycTaHOBKM MOXHO 3arpyaTtb acceTbl B Unity Cloud n
UMNOPTMPOBATb UX OTTYAA, a TaKXe NosyyaTb Yepes NoUCcKoBbIN nHTepdenc Editor gocTtyn K

acceTaM BCeX CBOUX MPOEKTOB.

PeweHwne, BcTpoeHHoe B Editor, Takxe ynpoliaeT NnoBTOpPHOE Ucnonb3oBaHue npedasdos,
CKPUMTOB U APYITUX MEXMNPOEKTHbIX KOMMOHEHTOB. OTO YCKOPSET UTepaumm 1 no3sonsiet
KOMaHaM COCpPefoTOUYNTLCA Ha COBEPLUEHCTBOBAHMM Paboymx NPOLLECCOB U ONTUMU3ALUN.

Projects

Loctyn Kk Asset Manager 13 Unity Editor
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&

Project
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Tags
shadergrapn
Status
Asset Type
Total Files.
Files Size

Upload date

Created by
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Last edit by

Reimport

Show In Project
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YTO6bI OBICTPO HAXOAMUTb HYXHblE acCeTbl, PUILTPYATE UX NO aBTOPY, COCTOSAHMIO, TUMY,
BpeMeHN 06HOBMNEHNS UM COCTOAHUIO MMNopTa. NnarH aBTomatMyecku onpegenser
3aBMCUMOCTU MeXy acceTaMu. Hanprumep, ecnm HecKosnbKo npepadbos UCMONb3YHOT OANH
MaTtepwuar, 6yYAeT 3arpy>XeH TONbKO OAWNH ero aK3emMnnsp. 3To ONTUMUINPYET XpaHuUmLe n
npefoTBpaLlaeT HEHYXXHOe Ay6nnpoBaHue.

Moapo6Hee o Unity Asset Manager MOXHO y3HaTb U3 cnefyoLwmnx MmaTepuanos:

- Bugeoypok: kpaTkoe pykoBoacTBo no Asset Manager B Unity
- Unity Learn: Unity Asset Manager - KpaTkoe pyKOBOACTBO MO Hayany padoThbl

- CTaTbs: BBeeHMe B cnocobbl nepefpaymn gaHHbix Asset Manager B Unity

Unity Build Automation

Unity DevOps Build Automation, paHee ussecTHbin kak Cloud Build, - rotoBoe peleHune gns
HenpepbIBHOM MHTerpaumm 1 passépTbiBaHus (Cl/CD), cnoco6Hoe BbIMONHATL U Pa3BEPTLIBATD
6unabl B o6nake. OHO NO3BONSET Yalle cobupaTth M BbiMycKaTb 60/1ee Ka4eCTBEHHbIE U
WHHOBALMOHHbIE BEPCUM.

Build Automation MOXHO 3a HECKONbKO MUHYT NOAK/OUYUTL K MHOBOMY PENO3UTOPUIO CUCTEMDI
KOHTPONS BEPCUM U HACTPOUTb Ha PYYHON 3amnycK 60 aBTOMaTUYeCKyo C6OPKY nocrne
duKcaumm nameHeHmin. CepBuc Nogaep>XKMBaeT MHOXECTBO nnathopm, Bktovas iOS, Android,
Windows u Unity Web, noaTomy He TpebyeTcsa 06CnyXuBaTb OTAENbHYIO MHOPACTPYKTYpY
CcO0pKM Ans Kaxgon nnatdopmbl.

HauunHas ¢ Unity 6.1 Build Automation nonHocTbo MHTerpupoBaH ¢ Editor: Tenepb MoXHO
3anyckaTb GbICTPble MPOBEPOYHbIE BUNALI U3 NOKaNbHbIX BETOK, UCMOJIb3ys CBOM HAaCTPOWMKM
aBTOMaTU3aUum CEOPKMK.

Jenutecb HacTpoMKaMu C60PKU U NMOBTOPHO UCNOJIb3YUTE UX B KOMaHAe

MakeT Build Automation Mo>XHO ycTaHOBUTb U3 okHa Build Profiles nnu yepes Package
Manager.

Mocne ycTaHOBKM NakeTa Nog, BblGpaHHbIM Npodunem nosiBUTCA HOBbIN pa3gen Build
Automation Settings. 3T\ napameTpbl onpefensatoT, kak Unity 6yaeT aBToMaTusnpoBaTb
COOpKM.
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> @
Refresh List

New

Cloud Build Switch Profile

[Onsa Android, iOS n gpyrux nnatoopm, TPeBYHOWMX YUETHBIX AaHHbIX, X HEO6XOANMO

HacTpouTb B Unity Dashboard. YTo6bl co3gaTb HOB
C packpsbiBatowmmcs cnmckom Credentials.

OTKpoeTcsa HoBoe OKHO B naHenu Build Automation
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CoxpaHuB Y4YéTHblE JaHHble, BepHUTECH B OKHO Build Profiles n Haxxmute Refresh list. Y4éTHble
OaHHble [OMKHbBI NOSABUTLCA B pacKpbiBatoLeMcs cnucke. MapameTtpbl c60pku
aBTOMAaTMYECKM COXPaHSOTCS B Npodune, NO3TOMY UX MOXHO NMOBTOPHO MCMOMb30BaTb U
nepegaeartb APYrMM yYacTHUKAM KOMaHAbI.

TecTupyinTe He3aBepLUEHHYIO pa6oTy ¢ nomolbto Shelve and Build

Korpga napameTpbl HaCTpoeHbl U BCE roToBo K c6opke, Haxxmute Cloud Build B npodune
Cc60pKU. Unity HayHET 06paboTky 6unga B obnake.

Build Profiles

Player Settings Overrides

&

New Refresh List

Cloud Build Switch Profile

MapameTpbl Cloud Build B npodune c6opkmn
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Ecnu B NpoekTe ecTb oXnaatoLne nsmeHeHus, nosieutcsa BapmaHT Shelve and Build. OH
Nno3BoNsAeT CO6paThb IOKaNbHbIE NU3MEHEHUS, HE OTMPABIISAS UX B OCHOBHOW PENO3UTOPUN, YTO
YAO6HO O TeCTUPOBaHNS He3aBepLUEHHOM PaboThl.

Build Profiles

MacDesktop - Dev

Yo

You have Pending Changes

You have some pending changes. Before
starting a Cloud Build, we'll create a new
shelve with your outstanding changes,
Platform Setti and build that shelveset.

Shelve and Build

Learn More

Cancel

Customize player

Shelve and Build gns oxugatowmx nusmeHeHun

Ecnu oxuparowmx nameHeHunin HeT, Unity cosgacT 6ung 13 nociiegHero KOMMUTa TeKylLlen
BETKM.

OTcneXuBanTe C60PKY, yCTpaHAUTe HEMONAAKU U 3arpyXxanTe pe3ynbTtathbl B Build History

Cpasy nocne Havana c6opku Editor oTkpoeT okHo Build History, rae MOXHO oTcnexmsaTb X0,
BbIMOJIHEHUA U COCTOAHME 6MNaa. B aToM npefcTaBieHnn AOCTYNHbI XXYpPHasbl U apTedakThbl
COOpPKU, NO3TOMY YCTPaHATb HEMOMAAKK U 3arpy>aTb pe3ynbTaTbl yA06HO.

Build History

OkHo Build History
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[nsa 6bICTPOro pacrno3HaBaHWsl KaX4oe COCTOsIHME UMEET CBOO LIBETOBYHO MapKUPOBKY;
TakXXe JOCTYMHbI HY>Hble AEUCTBUS - HaNnpPUMep, Nepes3anyck HeyaauyHo CGOPKN UK
3arpyska XypHana. MofHoe onvcaHve Bcex 3HaYKOB COCTOSIHUIA NMPUBEAEHO HA 3TON CTpaHuue
LOKYMeHTauumu.

Adenutechb ¢ y4yaCTHUKaMM KOMaHAbI CCbUIKaMU Ha apTedaKTbl C60PKHU

[Mocne ycnewHoro 3aBepLieHns C60pKM MOXHO 3arpy3nTb eé apTedakTbl UM NO4eNUTLCH C
YYaCTHUMKAMMN KOMaHAbl CCbIIKAMM Ha HUX.

Bulld History

-4

4

ZIP file

4

- - - e S

Al 5 BN
-

.

P
= & & &

4

3arpyska apTeakToB yCrewHbIX C60POK
Onsa Heyaa4dHbIX C60pOK MOXXHO 3arpy3mnTb XYypHanbl U U3Yy4YUTb UX nop,po6Hee.

Moppo6Hee o Build Automation pacckasbiBaeTcs B BUaeoypoke «Havano pa6otsl ¢ Build
Automation B Unity» n pykoogcTtae Unity Learn «Unity Build Automation: kpaTkoe pyKoBOACTBO
no Ha4vany paboTbl».

Unity Build Server

Ecnu TpebyeTca onTMMmn3npoBaTb 1 aBTOMaTM3NPOBaTb COOPKY, KOMAUASALMIO U YNAaKOBKY
npoekToB Unity - 0CO6EHHO B KPYMHbIX KOMaHAax U opraHusauusx, - nonpooynte Unity Build
Server.

OTO CpefcTBO yNpasieHUs NMMUEH3UAMN NpefoCcTaBnseT nNnasatowmne nNMLeH3nn Ha c60pKy Ans
Unity: HECKONbKO MaLLMH MOFYT BbINOSIHATE COOPKY 6€3 0TAeNbHON MNOMHON NuueH3un Unity
Editor ansa kaxgon n3 Hux. OHo CcTaHeT NoMe3HbIM AOMNOIHEHWEM K aBTOMaTU3MPOBAHHOMY
KOHBeNepy c60pKu 1 cpefaM HenpepbiBHOM MHTerpaumm (Cl).

Y706kl HayaTb paboTy ¢ Unity Build Server, passepHute Unity Licensing Server Ha
LeHTpanbHOM CepBepe CBOEN ceTu 1 fo6aBbTe Ha Hero nuueH3un Unity Build Server. 3atem
HaCTpoMTe KaxayH MalLnHy c60pKuK Tak, YToObl MpU HEOBXOAMMOCTH cobpaTb MPOEKT OHa
3anpalumBana nuueHsuo y Build Server.

Unity Licensing Server, ncnonb3yembiv B peweHun Build Server, MmoxeT ogHOBPEMEHHO
06CNyXMBaTb Ha OOGHOM CEpBEPE HECKOJSIbKO TUMOB MOAMMUCKU. DTOT XKe CEPBEP MOXHO
ncnonb3oBaTb 415 Bblgaun paspadboTymkam nnaBarowmx nuueHsmm no nognucke Unity
Enterprise Floating nnu Unity Industry Floating. Mpumep nokasaH Ha M306paXKeHnn Huxe.
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TpeboBaHus K Unity Build Server, nopsiiok HaCTpoWKu 1 Hayano paboTbl ONMcaHbl B
JokymeHTaumm Unity Licensing Server.

@Licensing Server % licensing-server-linux-xits 0 issue Administrator (A

(A Overview

Overview

) Download log files .,
Server up time: 41 days 11 hours 3 minutes 25 seconds

Server Licenses
Realtime Usage - :
Average active licenses

Historical Report

21Jun 21:00 22 Jun 19:00 23 Jun 12:00 24 Jun 05:00 24 Jun 22:00 25 Jun 15:00 26 Jun 08:00 27 Ju

Unity Build Server Unity Enterprise Floating

Server health report 0issue Download JSON &, Licenses View details

Unity Build Server

17% in use

Server Licenses Status: Healthy

. g — 999 total 170 used 829 available
License Signing Certificate Status: Healthy

Unity Enterprise Floating

Server Delegations Status: Healthy
999total 32used 967

Database Status Status:

Getting started HTTP Config Status Status: Healthy

[Be aktusHble nognucku: Unity Build Server (gna mawwmH c6opku) n Unity Enterprise Floating (ana paspa6oTunkos).

[1eMOHCTpaLMOHHbIE MPOEKTHI

B aToi nog6opke ecTb NPOEKTbl C UFPOBbLIMU MHTEPbEncCamMU, AEMOHCTPUPYIOWUMK paboune
npoueccobl Ul Toolkit u Ul Builder, npumepbl pasnnyHbix NaTTepHOB NPOEKTUPOBAHUS U
apXUTEKTYpPbl MPOEKTa, a TakxXe 06pasLbl BO3MOXHOCTEN ABYMEPHOr0 OCBELLEHUS U
BM3yanbHblx adppekToB Universal Render Pipeline (URP) B Unity 6.

- Happy Harvest - gemMoHCcTpauuoHHbIn 2D-npoekT

- Gem Hunter Match - geMoOHCTpaunoHHbIN 2D-npoekT

- Dragon Crashers - geMoHcTpauunoHHbIn npoekT Ul Toolkit
- QuizU - gemoHcTpaumnoHHbin npoekT Ul Toolkit

—  Paddle Game ScriptableObjects
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- CoBepLUEHCTBYNTE KOA, C NOMOLLbIO NaTTepHOB NpoekTnpoBaHuns n SOLID

- PykoBogacTso no ctunto koga C#

—  Fantasy Kingdom

- MNpumepsbl Shader Graph

- lemoHcTpauunoHHoe cogepxunmoe VFX Learning Templates

- NemoHcTpaumoHHbin 3D-npoekt URP

- leMmoHcTpaumoHHasa cueHa HDRP

—  HDRP Time Ghost

- Wa6énoH MHorononb3oBaTeNnbcKoro npoekrta VR

- Wa6énoH MHorononb3oBaTeNnbcKoro npoekta MR

- Mpumepbl UGS

MaTepwanbl ona Bcex nonb3oBartenen Unity

CREATE MODULAR
GAME ARCHITECTURE
IN UNITY WITH
SCRIPTABLEOBIECTS

e

2D GAME ART,
ANIMATION,
AND LIGHTING
FOR ARTISTS

%
B 8

SHADIRS CREATE A C#
AEEEEECRS STYLE GUIDE

Qe

80+ tips to increase
productivity with Unity
2022 LTS

The definitive guide  yia
to animation in Unity WAL e

OPFTIMIZE

YOUR MOBILE GAME
PERFORMANCE

INTRODUCTION TO
GAME LEVEL DESIGN

USER INTERFACE
DESIGN AND
IMPLEMENTATION
IN UNITY

Lighting and
environments in
the High Definition
Render Pipeline

I «-.s-'

UNITY GAMEDEV
FIELD GUIDE

ULTIMATE GUIDE
TO PROFILING
UNITY GAMES

ADVANCED VISUAL
EFFECTS IN UNITY

e i

B ueHTpe pekoMeHaaumi Unity MOXHO 3arpy3uTb MHOXECTBO APYIrUX 3NEKTPOHHbIX KHUM Ans
OMbITHLIX pa3paboTYNKOB U aBTOPOB KOHTEHTa Unity. BeiepuTte ntoboe ns 6onee yem 30

PYKOBOACTB, NOArOTOBJIEHHbIX OTpac/ieBbIMU 3KCNepTaMUn, MHXeHepaMun Unity n

TEXHUYECKUMU XYLOXHUKaMU: B HUX COBPaHbl peKoMeHaaumum no ahppeKkTMBHoON paspaboTke
Urp C MCMOJSIb30BaHWEM UHCTPYMEHTOB M cucTeM Unity.

CoBeTbl, peKoOMeHAaLMn 1 HOBOCTK Takxe AocTynHbl B Unity Blog, Ha dopymax coobuiecTsa

Unity, B Unity Learn u no xawrery #unitytips.
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