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1 Heab padoTsI

3HaKOMCTBO € (PU3MYECKUMU CBOMCTBAMU OOBEKTOB Ha IPUMEPE CLIEHBI, CO3JaHHOMN
B JIP No3. Peanusanus ¢pu3uku TBEPAOTO Tea IJs B3aUMOJIEHUCTBHS OOBEKTOB APYT
C IpyroM Ha UrpoBoM jaBmxke Unity.

2 BoinosiHeHne padoThbl

2.1 Hacrpoiika Ko/u1aiiiepoB

Jlnst neMoHcTpanun padboThl (PU3MUECKOTO JIBUKKA HA CIIEHY ObLIM YCTaHOBJICHBI
OO0YKH C pa3HON Maccoil:

Pucynok 1 — Brewnuii 6uo 60ouex Ha cyene u ux Xxapakxmepucmuxu

Ha xaxzapli w3 HUX ObU1 Ha3HaueH Moaudukarop RigidBody (maHHbBIN
MoIu(UKATOP YKa3plBa€T Ha TO, YTO OOBEKT SBISIETCS TBEPABIM TEJIOM U
MOJIUYMHAETCS 3aKOHaM (PU3MYECKOTO JIBHXKKA) U MO JBa Kosutaiinepa: Box Collider
u Capsule Collider. Takas koMOMHAIMS UACATBHO NOAXOUT I UUITUHAPUYECKHUX
00BEKTOB, KOMMHU SIBIISAIOTCS O0uku. HacTpolikun mMoaupukaTopoB NpHBEACHBI Ha
Pucynke 2.



& Rigidbody
Mass

Drag

Angular Drag

Use Gravity

Is Kinematic
Interpolate
Collision Detection
Constraints

Info

8¢ v Box Collider

Edit Collider

Is Trigger
Material
Center

Size

!} v Capsule Collider

Edit Collider

Is Trigger
Material
Center
Radius
Height

Direction

Pucynox 2 — Hacmpotixu mooughuxamopos 6ouex

None
Discrete

None (Physic Material)

©

X -5.960464 Y 5.960464e Z 1.525879¢
X 0.8259789 Y 1.208767 Z 0.8387217

None (Physic Material)

e

-
e

©

X -5.960464 Y 3.057718e Z -5.551115

0.4193608
1.208767
Y-Axis

Taxxe Ha cuenHy Obul BBeleH (GyTOONbHBIM Ms4. K Hemy Obul mpuKpersieH
chepuueckuit komnaiaep ¢ puznueckuM mMatepuanioM u moaudukarop RigidBody

(Pucynox 3).

€ . Sphere Collider

Edit Collider

Is Trigger
Material
Center
Radius

@ Rigidbody
Mass

Drag

Angular Drag

Use Gravity

Is Kinematic
Interpolate
Collision Detection
Constraints

Info

= New Physic Material
X0 Y 0
0.11

None

Continuous Dynamic

Pucynok 3 — Hacmpotixu moouguxamopos msaua



dusnueckuii Matepualn OnpeesieT To, Kak 00beKT OyJIeT B3aUMOJACHCTBOBATh C
ApYrUMU KoJulaiiiepaMu. B 1aHHOM cilyyae HacTpauBarOTCs MMapaMeTpbl TPEHUS U
ynpyroctu Msua (PucyHnoxk 4).

s New Physic Material (Physic Material)
=\

Dynamic Friction 0.8
Static Friction 0.5
Bounciness 0.9
Friction Combine Average

Bounce Combine Average

Pucynox 4 — Hacmpouixu mamepuana maua

2.2 Hacrpoiika urpoka

J171st TOrO, 4TOOBI UTPOK CMOT OpOCATh MY, HY>KHO CO3/1aTh COOTBETCTBYIOIIHIA
ckpunt (JIuctunr 1) u npuBs3aTh €ro K NEPCOHAKY

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
ThrowBall : MonoBehaviour {
GameObject ball;
Transform spawnBalls;
throwForce;
rate = 0.9f;
nextThrow = 0.0f;
FixedUpdate()
{
if (Input.GetButton("Firel") && Time.time > nextThrow)
{
nextThrow = Time.time + rate;
GameObject newBall = Instantiate(ball);
newBall.transform.position = spawnBalls.transform.position +
spawnBalls.transform. forward;
newBall.GetComponent<Rigidbody>().AddForce(spawnBalls.forward * throwForce,
ForceMode.Impulse);
Yl
¥

Jlucmune 1 — Koo ucnonv3yemozo konmpoanepa



@ v Player

Tag Untagged

S Transform

Position
Rotation

Scale

Staticv

v lLayer Default v

X -1.244064 Y 2.279
X0 Y -52.657
X1 i 1

E) v Throw Ball (Script)

Ball
Spawn Balls

Throw Force

¥ Soccer Ball
A Camera (Transform)
5

Pucynoxk 5 - Ilpusaska ckpunma x nepcouasicy

2.3 Coopka cueHbl

Pabota BeinonHsmack Ha mwargopme macOS ¢ mporeccopom ml, pexxum cOopku

COOTBETCTBYIOIIUN:

Build Settings

Scenes In Build
v Station_v3/DEMO_Scene

Platform

[; PC, Mac & Linux Standalone <4

iOS ios

= ]
|'| Android

l;\ Xbox One

Player Settings...

Build Settings

Add Open Scenes

;] PC, Mac & Linux Standalone

Target Platform mac0S
Architecture Apple silicon
Server Build

Create Xcode Project

Development Build

Compression Method Default

Learn about Unity Cloud Build
Build Build And Run

Pucynox 6 — Hacmpotixa coopku



Building Player

Packaging assets - sharedassets...ets/Station_v3/DEMO_Scene.unity = Cancel

Pucynox 7 - Ilpoyecc coopxu

[Tocne cOopku B yka3aHHOU MarKe MOSBIISIETCS UCTIOTHAEMbBIN (aiii (B ciydae ¢
macOS, ¢ pacmupeHruem .app):

® 3 353 © v Q

Name ~  Date Modified Size
Google Drive
@ build_m1.app Today, 22:21 101,5 MB Application
Desktop
Downloads
Applications
Dropbox

AirDrop

< iCloud Drive

[ Documents

=) Desktop M Macintosh HD > B Users > Bl omavel > [l My Drive > [ Maructpatypa > il Mynstumenva > il LR4

=9 Shared

1 item, 338,51 GB available

Pucynox 8 — Hcnonusemoiii ghatin

BoIBOABI

beimu u3ydensl HacTpoiiku (usmueckoro nBrkka Unity, peann3oBaHa (u3uka
TBEPJIOTO Teya JJIS B3aUMOACHCTBUSL OOBEKTOB JIPYT C APYTrOM, U3YUEHBI METO]IbI
COOPKH MPOECKTA.

BuneonemoncTpanus qocTynHa no cebiike: https://youtu.be/_afjW5djz-w




