JlabopaTopHa podora Nel2

CrtBopenHns cucremu inBeHTapo y Unity

Mema: o3natiomumu cmyo0eHmie 3 NPUHYUNAMU PO3POOKU CUCHEM THEEHMAPIO
6 ieposomy pywii Unity. Hasuumu cmyoenmie cmeoprosamu 0a308y Ccucmemy
iHBeHmapio, BKIOYAOYU O000ABAHHA, BUOANIEHHS Ma 8i000PAdNCEHH NpeoMemis.
Pozeunymu nasuuxu pooomu 3 Unity Ul ma C# ckpunmamu.

Jlimepamypa

CmeopenHsi IHeeHmapr ma cucmema cmeopents npeomemis ¢ Unity:
https://uk.sharpcoderblog.com/blog/unity-3d-inventory-and-item-crafting-system

Kooysauna npocmoi cucmemu ingenmapuzayii 3 inmepgheticom xopucmysaua Drag and Drop 6
Unity: https://uk.sharpcoderblog.com/blog/unity-3d-coding-a-simple-inventory-system-with-ui-drag-and-
drop

Unity 6.1 User Manual: https://docs.unity3d.com/Manual/index.html
Programming concepts (C#): https://learn.microsoft.com/en-us/dotnet/csharp/programming-
guide/concepts/

3MmicT podoTn

3ae0anns. CTBOPUTH CUCTEMY I1HBEHTapu3allii 3 1HTep(deicoM KOopUCTyBada
Drag and Drop B Unity
MeToau4Hi pekoMeHaalil
[HBeHTap — 1€ TAONUIS €JIEMEHTIB, sika 3a0e3rnedye MBUAKUM JOCTYI 0
MPEIMETIB TPaBLIB 1 MPOCTUH CHOCIO iX YIOPSAKYBaHHS.

Kpoxk 1: CrBopits ckpunru. L ganoi peasizanii mnorpioHi 3 ckpunrtu:

SC_CharacterController.cs
using UnityEngine;
mponent (typeof (Char: erController)) ]
MonoBehaviour
public float s

public float jumg
public float o

public Camera
public float 1
public



https://uk.sharpcoderblog.com/blog/unity-3d-inventory-and-item-crafting-system

public bool canMove = true;

void Start ()

{
characterController = GetComponent<CharacterController>() ;
rotation.y = transform.eulerAngles.y;

void Update ()
{
if (characterController.isGrounded)
{
Vector3 forward = transform.TransformDirection (Vector3.forward) ;
Vector3 right = transform.TransformDirection (Vector3.right)
float curSpeedX = speed * Input.GetAxis ("Vertical"):;
float curSpeedY = speed * Input.GetAxis ("Horizontal");
moveDirection = (forward * curSpeedX) + (right * curSpeedY):;

if (Input.GetButton ("Jump"))
{

moveDirection.y = jumpSpeed;

moveDirection.y —-= gravity * Time.deltaTime;
characterController.Move (moveDirection * Time.deltaTime) ;

if (canMove)
{
rotation.y += Input.GetAxis ("Mouse X") * lookSpeed;
rotation.x += -Input.GetAxis ("Mouse Y") * lookSpeed;
rotation.x = Mathf.Clamp (rotation.x, —-lookXLimit, lookXLimit):;
playerCamera.transform.localRotation = Quaternion.Euler (rotation.x,

transform.eulerAngles = new Vector2 (0, rotation.y):

SC_Pickltem.cs

using UnityEngine;

public class SC PickItem : MonoBehaviour
{
public string itemName = "Some Item";
public Texture itemPreview;

void Start ()

{
gameObject.tag = "Respawn";




public void PickItem()
{
Destroy (gameObject) ;

SC_InventorySystem.cs

using UnityEngine;

public class SC InventorySystem : MonoBehaviour

{
public Texture crosshairTexture;
public SC CharacterController playerController;
public SC PickItem[] availableItems;

int[] itemSlots = new int[12];
bool showInventory = false;

float windowAnimation = 1;
0;

float animationTimer

int hoveringOverIndex = -1;
int itemIndexToDrag = -1;
Vector2 dragOffset = Vector2.zero;

SCiPickItcm detectedItem;
int detectedItemIndex;

volid Start ()

(

1
Cursor.visible = false;

Cursor.lockState CursorLockMode.Locked;

for (int i
{

8

0; 1 < itemSlots.Length; i++)

itemSlots[1] =18

void Update ()

.
1

if (Input.GetKeyDown (KeyCode.Tab))

showInventory !showInventory;
animationTimer 0;




if (showInventory)
{
Cursor.visible = true;
Cursor.lockState = CursorLockMode.None;
}
else
{
Cursor.visible = false;
Cursor.lockState = CursorLockMode.Locked;

(animationTimer <

animationTimer += Time.deltaTime;

if (showInventory)

{
windowAnimation = Mathf.Lerp (windowAnimation, 0, animationTimer) ;
playerController.canMove = false;

}

else

{
windowAnimation = Mathf.Lerp (windowAnimation, 1f, animationTimer) ;
playerController.canMove = true;

if (Input.GetMouseButtonDown (0) && hoveringOverIndex > -1 &&
itemSlots[hoveringOverIndex] > -1)

(

1
itemIndexToDrag = hoveringOverIndex;

if (Input.GetMouseButtonUp (0) && itemIndexToDrag > -1)

(

1
if (hoveringOverIndex < 0)
{
L

Instantiate (availableltems[itemSlots[itemIndexToDrag]],

playerController.playerCamera.transform.position +
(playerController.playerCamera.transform.forward), Quaternion.identity);
itemSlots[itemIndexToDrag] = -1;
}
else

)
1
int itemIndexTmp itemSlots[itemIndexToDrag];
itemSlots[itemIndexToDrag] itemSlots[hoveringOverIndex] ;

itemSlots[hoveringOverIndex] itemIndexTmp;




itemIndexToDrag = -1;

if (detectedItem && detectedItemIndex > -1)
{
if (Input.GetKeyDown (KeyCode.F))
{
int slotToAddTo = -1;
for (int i = 0; i < itemSlots.Length; i++)
{
1f (itemSlots[i]
{
slotToAddTo
break;

if (slotToAddTo > -1)

itemSlots[slotToAddTo] = detectedItemIndex;
detectedItem.PickItem() ;

void FixedUpdate ()

.
1

RaycastHit hit;
Ray ray = playerController.playerCamera.ViewportPointToRay (new

Vector3(0.5F, 0.5F, 0));

if (Physics.Raycast(ray, out hit, 2.5f))

(

1
Transform objectHit = hit.transform;

if (objectHit.CompareTag ("Respawn"))
{

8

if ((detectedItem == null || detectedItem.transform !=

objectHit) && objectHit.GetComponent<SC PickItem> () != null)
{

SC PickItem itemTmp = objectHit.GetComponent<SC PickItem> () ;

for (int i = 0; 1 < availablelItems.Length; i++)

{

if (availablelItems[i].itemName itemTmp.itemName)
{

detectedItem itemTmp;

detectedItemIndex ig




}
else
{
detectedItem = null;

detectedItem = null;

void OnGUI ()

.
1

GUI.Label (new Rect (5, ), "Press 'Tab' to open Inventory"):;

if (windowAnimation < 1)

.
1

GUILayout.BeginArea (new Rect (10 - (430 * windowAnimation),
Screen.height / 2 - 200, 302, 430), GUI.skin.GetStyle ("box"))

GUILayout.Label ("Inventory", GUILayout.Height (25));

GUILayout.BeginVertical () ;
for (int 1 = 0; 1 < itemSlots.Length; i += 3)
{

8

GUILayout.BeginHorizontal () ;

for (int a = 0; a < 3; a+t+)
{

(i + a < itemSlots.Length)

if (itemIndexToDrag == i + a || (itemIndexToDrag > -1
hoveringOverIndex == i a))
{
GUI.enabled = false;

if (itemSlots[i + a] > -1)
{
if (availablelItems[itemSlots[i + a]].itemPreview)
{
GUILayout.Box (availableItems[itemSlots[i +
all].itemPreview, GUILayout.Width (95), GUILayout.Height (95)):;
}
else
{
GUILayout.Box (availablelItems[itemSlots[i +
all].itemName, GUILayout.Width (95), GUILayout.Height (95)):;
}




}
else
{
GUILayout.Box ("", GUILayout.wWidth (95),
GUILayout.Height (95)) ;

Rect lastRect = GUILayoutUtility.GetLastRect () :;
Vector2 eventMousePositon = Event.current.mousePosition;
if (Event.current.type == EventType.Repaint &&
lastRect.Contains (eventMousePositon))
{
hoveringOverIndex = i + a;
if (itemIndexToDrag < 0)
{
dragOffset = new Vector2 (lastRect.x -
eventMousePositon.x, lastRect.y - eventMousePositon.y);

}

GUI.enabled = true;

}
GUILayout.EndHorizontal () ;
}
GUILayout.EndVertical () ;

if (Event.current.type == EventType.Repaint &&
!GUILayoutUtility.GetLastRect () .Contains (Event.current.mousePosition))

(

1
hoveringOverIndex = -1;

GUILayout.EndArea () ;

if (itemIndexToDrag > -1)
{
if (availableItems[itemSlots[itemIndexToDrag]].itemPreview)
{
GUI.Box (new Rect (Input.mousePosition.x + dragOffset.x,

Screen.height - Input.mousePosition.y + dragOffset.y, 95, 95),
availableItems|[itemSlots[itemIndexToDrag]].itemPreview)

}

else

’

.
1

GUI.Box (new Rect (Input.mousePosition.x + d
Screen.height - Input.mousePosition.y + dragOffset.y, 95,
availableItems|[itemSlots[itemIndexToDrag]] .itemName) ;

}

ragOffset.x,
95),




reen.height -

.1temName) ;

en.height
dItem.itemName mrmy e,

Kpoxk 2: HanamryiiTe cucrteMy rpaBusi Ta iHBEHTApIO

HanamryBanHs rpaBus:
. CrtBopiTh HOBUI GameObject 1 Ha3BiTH ioro "Player"

. Ctopith HOBY Kamcyny (GameObject -> 3D Object -> Capsule),
Bunanite komrnoneHT Capsule Collider, moTiM TepeMiCTITh Karcyily BCepeauHy
o0'exta "Player" 1 3miHITS ii mosoxenHs Ha (0, 1, 0)

. [lepemicTiTh TONOBHY Kamepy BcepeauHy o6’ekta "Player" 1 3miHITS ii
nosioxkenHs Ha (0, 1,64, 0)



. Honaiite ckpunt 10 00’ekra "Player" (BiH aBTOMaTHYHO JOAACTh 1HIITHI
komnoHeHT Character Controller, Ta 3MiHUTB Horo nieHTpayibHe 3HaueHHs Ha (0, 1, 0))

. [Ipuznaute ronoBHy kamepy 3MiHHIM  "Player Camera" vy
SC_CharacterController

+ SC_Character Controller (Script)

Hanamryiite Pick Up items — ne Oyayth npegadu npeameris, siki MOKHA
BUOpaTH B rpi.

s mpukiaaay 0yneMo BUKOPUCTOBYBATH mpocti ¢gopmu (KyO, NMJIiHAP i
cepa), ajie MoKHA 101ATH Pi3HI MO,

. CrtBopiTh HOBUM GameObject 1 Ha3BiTH oro "Simpleltem"

. CrBopith HOBUH Ky0 (GameObject -> 3D Object -> Cube), 3MeHIIITH
rioro macmrad mo (0,4, 0,4, 0,4), a moTiM mepeMicTiTh Horo Bcepenuny "Simpleltem"”
GameObject



. Bubepite "Simpleltem" i1 nmomaiite kommonent Rigidbody i ckpunt
SC_Pickltem

Moxna nomituth, mo B SC_PickItem € 2 3mMiHHI:

Item name mae micmumu VHIKAIbHY HA36)y.
Item Preview - TekcTypa 1o Oyae BimoOpaxkaTHCS B iHBEHTapi, CIpoOyHTe 3HAWTH
KapTUHKY 110 300paKyBaTUME BaIll npeaMer.

VY mpukiani Ha3Ba enementa — "Cube", a momepemHii meperisg — 3eJIeHuiN
KyO:

Rigidbody

IHoBTOPITH Ti caMi KPOKH JIs iHIIKMX 2 eJIEMEHTIB.
Hdas enementa Hnminap:

. Ckomitoiite 00’ext "Simpleltem" 1 Ha3BiTH ¥oro "Simpleltem 2"



. Bunanite nouipHiit ky0 1 ctBOpiTh HOBUM nuiiHap (GameObject -> 3D
Object -> Cylinder). ITepemicTiTh #oro Bcepeauny "Simpleltem 2" i macmTa0yiite 10
(0,4,0,4,0,4).

. 3miHiTh Ha3By enementa B SC_ Pickltem na "Cylinder" 1 momepenniit
MIEPETJIsA]] €JIEMEHTA Ha 300pakKeHHS IIUTIHIpa

s exemenTa Sphere:
. Ckomitorite 00’ext "Simpleltem" 1 Ha3BiTh oro "Simpleltem 3"

. Bunamite mouipHiii ky0 1 cTBOpiTh HOBY chepy (GameObject -> 3D
Object -> Sphere). [lepemicTiTh ioro Bcepenuny "Simpleltem 3" i 3MiHITH MacIITad
1o (0,4, 0,4, 0,4).

. 3miHiTe 1M’ enemeHTa B SC Pickltem Ha "Sphere" 1 mnyHKT
«IToniepeaniit meperisa» Ha 300pakeHHs chepu

v SC_Pick Item (Script)

Tenep 30epe:xkiTh KoxkeH eemMenT y Prefab:

Prefabs

IIpeamern rorosi.
OcTaHHIM KPOKOM € HAJIAIITYBAHHA CUCTEMH iHBEHTapU3awii:
. Honaiite SC InventorySystem g0 06’exra "Player"

. [IpuzHaute 3MIHHY TEKCTYypu TpUILITY (BU MOXKETE BHKOPUCTATU
300pakeHHSI HIKYE, 800 CTBOPUTHU BIIACHY TEKCTYPY):



. [Tpuznaute SC CharacterController 3minniii "Player Controller" vy
SC_InventorySystem

. Jus "Available Items" mnpusHauTe mnoONEpeaHHO CTBOpPEHI Mpedadu
(ITpumiTka: e MaroTh OyTH ex3emiusipu Prefab 3 mepermsay npoekty, a He 00’ €KTH 31
CIICHHM):

'L.: v Character Controller




Kpok 3: Cucrema inBeHTapu3ailii roroBa, HACTYIIHUH eTal TeCTYBaHHS:

. [TpoTecTyiiTe BCl (DYHKINT CHCTEMH 1HBEHTApIO, BKIIOUAIOYM JI0JaBaHHS,
BUJIAJICHHS.

. [lepexonaiitecs, 1m0 iIHBEHTap KOPEKTHO BiOOpaKa€ThCS MPU 3MiHI HOTO
BMICTY.

. [lepeBipTe, 4yu mMpaIiOlOTh OOMEXKEHHS Ha KUIBKICTh TMPEIMETIB B
1HBEHTAap.

KoHTpoJibHI nUTAHHS:

1. Sxuii THD TaHUX HAWYacTille BUKOPUCTOBYETHCS ISl 30€piraHHs MPEAMETIB B
iuBeHTapi y Unity?

o A)Array

e B) List

o C) Dictionary
o D) HashSet

e E) Queue

2. Sxuit komnoneHT Unity Ul nalikpaiie miaxoauTs 17s BiToOpaKeHHs CIOTIB
1HBEHTapo?

e A) Button

e B)Image

o C) Rawlmage
e D) Panel

e E) ScrollView

3. Sxwuit MmeToM CJIiJT BUKOPUCTOBYBATH ISl JJOJIaBaHHS MPEIMETa J10 iHBEHTapto?

e A) inventory.Add(item)

o B) inventory.Addltem(item)
o C) inventory.Insert(item)

o D) inventory.Push(item)

o E) inventory.Append(item)

4. o Taxe Prefab y Unity?



e A) Cxpunr C#

e B) Komnounent Ul

e C) [lonmepennno cTBOpeHMit 1 30epekennii GameObject
e D) Marepian ans 3D 06'ekra

e E) 3BykoBuii edpexr

5. SIxuit MeTo HaWKpaIle MiAXOAUTh IJIs OHOBJICHHS BiIOOPaKeHHSI IHBEHTAPIO Ha
ul?

e A) Update()

o B) LateUpdate()
o C)OnGUI()

o D) UpdateUl()
o E) Render()

6. Sk mpaBMJIBHO CTBOPUTH CIOT IHBEHTAPIO 3 IKOHKOIO Ta JIYMIBHUKOM KUTBKOCTI?

e A) CrBoputu Image Ta Text sk nouipni 06'extu Panel

e B) CtBoputu Panel 3 nouipnimMu 06'ektamu Image ta Text
e () CtBoputu Text 3 gouipHim 00'ekToM Image

e D) CrBoputu Image 3 nouipuim 06'ektom Text

e E) CtBoputn Rawlmage 3 nouipnim 06'ektom Text

7. Slkuii TMI CKpUNTY 3a3BUYail BUKOPUCTOBYETHCA ISl OMTUCY XapaKTEPUCTUK
npeaMera (Ha3Ba, ONUC, 1IKOHKA)?

e A) MonoBehaviour
« B) Editor

e C) ScriptableObject
e D) cratnunmii knac
o E) Inrepdeiic

8. SIkuif METOJT CJIiJT BUKOPUCTOBYBATH JUIsl BUJIAJICHHSI TIPEIMETa 3 IHBEHTapIO?

e A) inventory.Remove(item)

o B) inventory.Deleteltem(item)
o C) inventory.Pop(item)

o D) inventory.Clear(item)

e E) inventory.Destroy(item)



9. IIlo Take "cnot" iHBEeHTapIO?

e A) Oxpemuii mpeMeT B IHBEHTapi

e B) Micue mis BimoOpaxkenHs onxnoro npeamera B Ul iHBeHTapro
e () Kareropis npeameriB B iHBEHTap1

e D) Cxpunr, o onucye npeamer

o FE) 3BykoBuii epexT npu nogaBaHHI MpeaMeTa

10. Sxuit komnoneHT Unity BUKOPUCTOBY€ETHCS AJIs BiTOOpaKEHHS TEKCTY?

° A) Text
o B) Label
e C) TextField
o D) TextMesh
e E) InputField

CamocriitHa po0ora:

JloormpairioBatu 1abopaTopHy poOoTy.


https://itvdn.com/ru/channel/video/it-game-development-blend-shapes

