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[INHamMI4YHe CTBOPEeHHA Ta
BUOAaneHHAa 0b6'eKTiB

Y Unity binbuwictb 06’€KTiB CTBOPHOETHLCA MiA Yac PO3POOKM — TN NPOCTO
nepeTAryew X y cueHy.
Ane 4yacto Tpeba CTBOPIOBATU HOBI €K3emMnasapu nig 4ac rpu, Koau:
3'ABNAETLCA BOPOT;
rpaBeub CTPINIAE KYNElo;
NOTPIOHO 3reHepyBaTU YaCTUHKU, BOHYCK abo BAOKK PiBHSA.

Toai BAKOPUCTOBYETLCA AUHAMIYHE CTBOPEHHA — TOOTO Ko, CTBOPIOE
‘ HOBMI 06’ €KT Nifg, Yac BUKOHAHHA.



[INHaMIYHe CTBOpPEHHA

public class Spawner : MonoBehaviour

{

public GameObject enemyPrefab;

Unity no3sonae “knonysatn”

06’eKkT abo npedabu yepes {VO‘d Start()
meTtoan Insta ntiate() // Create one enemy at the origin
Instantiate(enemyPrefab, Vector3.zero, Quaternion.identity);
}

void Update()
{
// Press Space to spawn a random enemy
if (Input.GetKeyDown(KeyCode.Space))
{
Vector3 pos = new Vector3(Random.Range(-5f, 5f), O, 0);
Instantiate(enemyPrefab, pos, Quaternion.identity);

}
}
}



HaBiwo ue noTpibHO

* CtBOpeHHsA Boporis/cHapaais/o6’ekrtis Ul nig yac rpw. .
* [eHepauia piBHiB abo cepepoBuLy, (AK y Minecraft abo Terraria).

* [lInHamMmiYHe 3aBaHTAXKEHHA KOHTEHTY 6e3 nonepeaHboro Po3milleHHA
Ha CLEHI.



Destroy()

Destroy() — ue metoa Unity, aknn sBupanae 06’eKktu abo KOMNOHEHTH

nig 4Yac BUKOHAHHA rpu.
BiH 3ynnHae oHoBneHHA (Update, FixedUpdate Towo) i ¢piznyHo
Npubunpae 0b6’eKT i3 cUeHMN.




* Destroy(Object obj);
* Destroy(Object obj, float t);

void Update() void Start()
{ {
// Delete this GameObject instantly // Destroy after 3 seconds
if (Input.GetKeyDown(KeyCode.Space)) Destroy(gameObject, 3f);
Destroy(gameObject); }



[Tloaia OnDestroy

OnDestroy() — ue sbyaoBaHun meton .
o o blic class E : M Behavi
Unity, AKMI1 BUKANKAETbCA Nepen, TUM, ?“ © class Ehemy = VIonoBEnaviotr
AK 06’ EKT 3HULLLYETbCA. void OnDestroy()
e CBOro poay “nectpyktop” y CBiTi {
LI' : POAY A PY DY // Called automatically before the GameObject
Un |ty- is destroyed

Debug.Log("Enemy destroyed!");

// Example: unsubscribe from event
GameManager.OnEnemyDied -= HandleDeath;

}
}



HaBiwo ue noTpibHO

* l1lo6 BignucyBaTUCb BiA NOAIN, AKLLO 00’ eKT Dinblue He iCHYE (Wwob .
VHUKHYTU nomunok tuny MissingReferenceException).

* 1106 3BiAbHUTU pecypcu (Tanmepun, 3aBaaHHA, ePEKTH).
e l1lo6 ctBOpPUTU edeKT BUbyxy abo YaCcTUHOK nicna 3HULLEHHSA.



[lonaBaHHA | BUAANEHHA
KOMMOHEHTIB

void Start()

{
// Add component Rigidbody2D

var rigitbody = gameObject.AddComponent<Rigidbody2D>();
// Remove Rigidbody2D only
Destroy(rigitbody);

J



[Mpedabu

Prefab — ue “wabnon” o6’ekra.

Y HbOMY 30€epiraeTbCcsl BCA CTPYKTYpPA: KOMMOHEHTU, HaNaLWTyBaHHA,
maTtepiann, Ao4YipHi 06’eKTU TOLO.

Konun tn ctBoproew Konii yepes Instantiate(prefab), Unity aBTomatnyHo
BiATBOPHOE BECb O6'EKT 3 MOro B/IACTUBOCTAMM.




HaBiwo ue noTpibHO

* [loBTOPHE BUKOPUCTAHHA 0O’EKTIB — 3aMiCTb KONitOBAHHA BPYYHY.

* 3py4yHEe OHOBNIEHHA: 3MIHIOELW OpUriHaAnbHUK Npedab — BCi Konii
OHOB/OOTbCA.

* MacoBa reHepauifa ineHTU4YHMX enemeHTiB (NPC, Ul-kHonok, 610KiB TOLWO).



Quaternion

Quaternion — ue matemaTUYHUM TUN, AKUU NpeacTaBNAE 0bepTaHHA B
3D-npocTopil.
BiH noTpibeH, 60 3BM4anHi kKytn (Euler Angles) moxKyTb BUKIMKATK

npobnemy “gimbal lock” — Konn 06’eKT HE MOXKe NOBEPHYTUCHL Y NEBHUMN
HanpPAM.
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// Mpoctnin nosopoT Ha 90 rpaayciB HaBKoso oci Y
transform.rotation = Quaternion.Euler(0, 90, 0);

// O6’€KT ANBUTBLCA Ha TOUYKY B NPOCTOPI

transform.rotation = Quaternion.LookRotation(target.position -
transform.position);




Parallax Effect (EdpekT napanakcy)

Mapanakc — ue Bi3yasibHUN ePEeKT, NPU AKOMY 00’ EKTH, WO 3HAXOAATLCA

Nani, pyxatoTbCA NOBiNbHIWeE, HiXK BAMMKYI.

JTtoacbKe OKO crnpunMmac ue aK rmbuHy, Tomy cueHa Burnagae “*Kmsoto”.

Y 2D irpax ue 4acto BUKOPUCTOBYETbCA ANA GOHIB: HEDO, ropu, AepeBa

PYXaloTbCA 3 PI3HOO LUBUAKICTIO.

Hasiwio ue notpibHo

 CTBOpPIOE IN103i10 TPUBUMIPHOTO npocrtopy B 2D;

* PobuUTb CUEHY AMHAMIUYHILLIOIO | KPAaCUBILLOIO;

‘ * BUKOPUCTOBYETLCA Y NaaTpopmepax, Wytepax, MeHto abo HasiTb y Ul-
aHIMaLIfax.



public class ParallaxEffect : MonoBehaviour

{

public float parallaxFactor = 0.5f; // smaller = slower
private Transform cam;

private Vector3 lastCamPos;

void Start()
{

cam = Camera.main.transform;
lastCamPos = cam.position;

void LateUpdate()
{

Vector3 delta = cam.position - lastCamPos;
transform.position += new Vector3(delta.x * parallaxFactor, delta.y * parallaxFactor, 0);

lastCamPos = cam.position;



