NNekuia N23
Bctyn ao 2D
Di3nKu B Unity




I'MnaH

1.BBeaeHHA B pi3nKy Unity. FixedUpdate

2. KomnoHeHTun Collider2D/Rigitbody2D

5. MNepemilweHHa 3a gonomoroto Rigitbody2D
(MovePosition/AddForce/Velocity)

6. ®isnyHKUKM maTtepian PhysicsMaterial2D




BeeneHHA v Pi3nKy Unity Ta
FixedUpdate

diznka B Unity — ue cmmynAauia peasnbHUX 33aKOHIB PYyXyY
(rpaBiTauis, 3iTKHEHHA, cuau) B irpoBomy cBiTi. LWob6 uA
cumynauia byna ctabinbHOK Ta TOYHOKO, BOHA MPaLLOE Ha
OKpemMoMy LMKAI, He3a/1eXXHOMY Bia rpadiyHOro OHOBJ/IEHHSA.



MeToa FixedUpdate() @

KoxeH ckpmnnT y Unity mae aBa OCHOBHI UWUK/IN OHOB/IEHHA:

Update() BuknnkaeTbcs pas Ha Kaap (framerate-dependent). BukopuctoByeTbes
ONA BBeAeHHA AaHUX rpaBLUs, aHIMaLiX Ta HEPI3UYHOI N1OTIKM.

FixedUpdate() BUKNMKaeTbca 3 GpiKCOBAHO YacTOTO, HE3aNEXHO Big YacTOTU
KagpiB (framerate-independent). Lle ocHoB8HUU YUK 011 8CiX Qi3uvHUX
PO3PAaXYHKI8.

Yomy FixedUpdate?

Pi3nYHi po3paxyHKN NOBUHHI BiAOYyBaTUCA 3 NOCTIMHOK YacToTol (Hanpuknag, 50
Pa3iB Ha CeKyHAy), Wob YHMKHYTU MOMUNOK B iHTerpadii (Hanpuknaa, ob'ekT morke
"MpocKkounTn" Kpi3b iHWKMIMN 06'EKT HA HM3bKIM YaCTOTI KagpiB).

KntouoBe npaBuno. Yci KomaHau, WO CTOCYOTbCA Pi3uKM (HanpuKknaa,

3aCTOCYBaHHA CMAK, 3MiHa wBmnaKocTi Rigidbody), NOBUHHI BUKAMKATUCA BCEPEONHI
FixedUpdate().



KomnoHeHTU Collider2D T3 ®
Rigidbody2D

[Ona pobotun 3 2D ¢i3nkoto B Unity HeobxiaHO ABa OCHOBHI
KOMMNOHEHTMW:

* 1. Rigidbody2D (Tsepae Tino 2D)
e 2. Collider2D (Konaupgep 2D)




Rigidbody2D (Teepae Tino 2D)

Lleit KOMNOHEHT NepeTBOPIOE iIrpoBUM 06'EKT Ha di3NYHE TiNO, AKUM KepyE Pi3UYHUN pyLLin

* PyHKUiOHaNbHICTb. [103BONAE 0O'EKTY pearyBaTtu Ha cuAuM (rpasiTaLito, iMNyAbC) | B3AEMOAIATY 3
IHWUMMN Pi3UYHUMM OD'EKTamMMN.

* Bnacrtusocri:
— Mass (Maca) - Bn/iMBa€ Ha iHepL,ito Ta cuny, HeobxiaHy ANA MPUCKOPEHHS.
—Drag (Onip) - noBiTpAHMM oNip, AKWUN YNOBI/IbHIOE 0O'EKT.

— Gravity Scale (MacwTab rpasitauii) - MHOXHUK ONA CBITOBOI CUAM TAXKIHHA. 1 — HOPMaJIbHA
rpasitayia, O — BigKntoyeHa, -1 — 3BOPOTHaA rpasiTayia.

—Body Type (Tun Tina):
* Dynamic - ctaHaapTHUM TMN. O6'EKT, KEPOBAHMN CMNAMU Ta CKPUNTAMM.

e Kinematic - KepyeTbca TinbKKM cKpunTamu (Hanpuknag, pyxoma naatpopma). Ha Hboro He
Ai€ rpasiTauia.

e Static - He pyxaeTbca | He pearye Ha cuaun. |aeanbHO NiAXOAUTb ANA HEPYXOMUX €/IEMEHTIB
cBiTy (nignora, CTiHK).



Collider2D (Konangep 2D)

Lle KOMNOHEHT BU3HaYyae popmy 06'eKTa Ana Pi3sUYHUX 3ITKHEHD.
O6'eKT HE MOKe 3ITKHYTUCA 3 IHWKMM 06'EKTOM, AKLLO HE MaE

Konanaepa.
* MowmpeHi Tunu: BoxCollider2D, CircleCollider2D, PolygonCollider2D.

* Bnactusictb Is Trigger:

—AKWo BUMKHeHO (false) - konanaep € TBepaum Tinom i 3anobirae
NPOHUKHEHHIO iHWKNX 06'EKTIB.

—AKLLO YBIMKHEHO (true) - Konangep ctae Tpurepom. BiH He 3ynuHsAe
pyX, ane BUKNAmKae noaii (OnTriggerEnter2D, OnTriggerExit2D), aKi
MOXHa BUKOpPUCTOBYBATU ANnA 360py npeameTiB, BUABAEHHA rpasuA

TOLLLO.



[lepemilleHHA 3a 4ONOMOTOH0 @
Rigidbody2D

[Ona nepemiweHHA Gi3UYHUX OO'EKTIB HIKONU
He MOXXHa BUKOPUCTOBYBATU NPAMY 3MIHY
transform.position. LUe npnssoantb 40
HecTabinbHOCTI Pi3nYHOro pyLis. 3amicTb
Lboro Bukopuctosymnte metogm Rigidbody2D




MovePosition(Vector2 position)

[na ToyHOro nepemiweHHa 06'eKTa A0 HoBoi no3uuii. Unity po3paxos
PYX MiX MOTOYHOK Ta LiINbOBOK MNO3ULIAMU Mig vac Pi3UYHOro UUKAY,
3abe3neyyoum KopeKTHe 3iTKHEHHSA.

igxoanTb ANA pPyxy, KepoBaHOro Kopucrtysadyem abo LI, ae noTpibHa
BMCOKA TOYHICTb.

void FixedUpdate() {
// Pyx BnpaBoO

Vector2 targetPosition = rb.position + Vector2.right * speed
* Time.fixedDeltaTime;

rb.MovePosition(targetPosition);

}



AddForce(Vector2 force, ForceMode2D mode)

3actocoBye cuny Ao Rigidbody, 3myLiyioum noro npmuckoprosaTtuca. Lle
IMITYE peanbHi Pi3nyHi epeKTn (nowToBX, BUOYX, MOCTIMHUINA ABUIYH).
MiaxoanTtb ANA CTPUOKIB, paKeTHUX ABUNYHIB, 3iTKHEHb.

* ForceMode2D.Force - cTaHaapTHa cnaa. 3aCTOCOBYETLCA NOCTIMHO. Pyx
3a/1eXKUTb Bi MaACU.

* ForceMode2D.Impulse - mutTeBuM yaoap (imnynbc). ITHOpPYE yac Kagpy.

lneanbHO Ana cTpubKiB abo oagHOPa30BMX MOLLTOBXIB.
void Jump() {

// 3acTtocoByemo imnynbc Bropy rb.AddForce(Vector2.up *
jumpForce, ForceMode2D.Impulse);

}



Velocity

[MpAma ycTaHOBKAa abo 4YMTAaHHA nNOTOYHOI wWwBMAKocTi Rigidbo

BMKOPUCTOBYETHCA, KONM Bam NOTPIOHO MUTTEBO 3MIHUTU WBUAKICTb abo
KOHTPONOBAaTU MaKCMMaANbHY LUBUAKICTb 06'EKTA.

void FixedUpdate(){

float horizontalInput = Input.GetAxis("Horizontal");

//BCTAQHOBMWEMO HOBY WBMAKiICTb no X, 36epirawynm wBuAKicte no Y
rb.velocity = new Vector2(horizontalInput * maxSpeed, rb.velocity.y);

}



Pi3NYHUM maTepia
PhysicsMaterial2D .

PhysicsMaterial2D (®i3nyHmnm matepian 2D) — ue OKpeMMN aKTUB
(Asset), Ak moxHa ctBoput B Unity (Create -> 2D -> Physics Material
2D). BiH BUKOPUCTOBYETbCA A9 BU3HAYEHHA TOro, AK 06'€KT B3aemogaie

3 iHW MMM 06'eKTamMM Nia Yac 3iTKHEHb.



OCHOBHI BZ1aCTUBOCTI

Friction (TepTa):

* Bn3Ha4ae€, HACKiNbKN CUNbHO 00'EKTH
CMOBINIbHIOKOTLCA, KO/IM BOHU KOB3atOTb OA4MH MO
O4HOMY.

e Nliana3oH Bia O (mnoBHe KOB3aHHA, AK aia) ao 1
(BUCOKe TepTa, AK ryma).

Bounciness (Mpy»XHicTb):

* Bu3Hayae, HAaCKiNbKU CUIbHO O6'EKT BiACKOUYNTD
nicnA 3ITKHEeHHA.

e liana3oH Bia O (He Biackakye) oo 1 (ineanbHUM
BiCKOK, BTPaTa eHeprii BiaCcyTHA).



3aCTOCYyBaHHA

B cTBOplOETE LeU maTepian i NPOCTO NepeTaAryere
noro Ha none Material y KomnoHeHTi Collider2D
irpoBoro o6'eKra.

[Mpuknaagm BUKOPUCTAHHA:

* CtBOpeHHA cnnsbKoro nboay (Friction = 0.0,
Bounciness = 0.0).

* CtBopeHHA b6aTtyTa (Friction = 0.4, Bounciness = 0.9).




KNto4oBi MOMEHTH, AKI NOTPIOHO ®
3anam ATaTu:

Bukopuctosymte FixedUpdate() ona Bcix ¢pisnuyHMX po3paxyHKis.
Rigidbody2D pobutb 06'eKT di3nyHUM.
Collider2D pae 06'ekTy dopmy Ana 3iTKHEHHS.

MovePosition, AddForce Tta Velocity — ue npaBunabHi cnocobu
nepemiweHHA Rigidbody.

PhysicsMaterial2D KOHTpOAOE TepTA Ta NPYKHICTb NPU 3iITKHEHHAX.



