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3BYKM B Unity

3BYK € Ba*K/INBOIO YAaCTUHOLO irpoBoro Aoceiay. BiH cTBoptoe atmocdepy,
NigCUIOE eMoLLii M Haaa€ rpasLO 3BOPOTHUMN 3B A30K.

Unity mae noTyKHYy ayaiocucremy, Lo 6a3yeTbca Ha ABOX OCHOBHUX
KOMMOHEHTaXx:

 AudioSource — BiATBOPIOE 3BYK.

* AudioClip — cam 3ByKoBUM pann (Hanpuknag, .wav, .mp3, .0gg).




OCHOBHI KOMMNOHEHTHU

* @ AudioSource
— MpukpinntoeTbca Ao 06’eKTa B CLUEHI, MA€E NapameTpu:
— AudioClip — 3BYK, Aakun byage nporpaBaTucs;
— Loop — NOBTOpPIOBATU 3BYK,;
— Play On Awake — nporpaBatui npu 3anycKy CUEH!;
— Volume, Pitch, Spatial Blend (2D/3D 3ByK).

e & Audiolistener

Lle “Byxo” rpasus.
3a3BMYan NPUKPINIOETbCA A0 KAMEPU — Came
3BIACK rpaBelb YYE 3BYKMN.

TINbKM OAUNH Ha CUEHI.

i1 v Audio Listener

Add Component



public class PlaySoundExample : MonoBehaviour

{

oublic AudioSource audioSource;

oublic AudioClip clip;

void Start()
{

audioSource.clip = clip;
audioSource.Play();



MIiKWwYyBaHHA 3BYKIB

Unity mae Audio Mixer (Window - Audio - Audio Mixer), aKni1 no3BoONAE:
e CTBOpPIOBATU rpynu KaHaniB (Master, Music, SFX);

* perynatoBaTU ry4YHICTb;

 nonasatu edpektn (Reverb, Echo);
* 3MiHIOBaTU NapameTpu Yepe3 CKpUNT.

public class VolumeControl : MonoBehaviour

{

public AudioMixer mixer;

public void SetVolume(float value)

{
mixer.SetFloat("MasterVolume", Mathf.Log10(value) * 20);

}
}



Coroutines

Coroutine — ue cneuianbHa GYHKLIA, WO A03BOJIAE BUKOHYBAaTH .
KoA 3 nay3amm MixK Kagpamm 6e3 6/10KyBaHHA OCHOBHOrO
NOTOKY.

KopyTnHM — Ue He napanenbHiCcTb, @ “aCUHXPOHHI
NOCNiAOBHOCTI” BCepeauHi ro1I0BHOTO LUKAY Fpu.



ROpyTUHN — Ue meToau, Wo nosepTatoTb IEnumMerator i
BUKOPUCTOBYIOTL Yield

public class CoroutineExample : MonoBehaviour

{
void Start()

{
StartCoroutine(MoveObject());

IEnumerator MoveObject()

{
Debug.Log("Start");

yield return new WaitForSeconds(2f);
Debug.Log("After 2 seconds");



Knto4vosi Tunu yield

_

yield return null; [lay3a 4o HACTYnHOro Kagpy

yield return new WaitForSeconds(2); 3aTPUMKA Ha 2 CEeKYHAM

yield return new WaitUntil(() =>

- YeKae, NOKM BUKOHAETbCA YMOBA
condition);

yield return new WaitWhile(() =>

. YeKae, NOKM yMOBa CTaHe XMbHO1o
condition);



3YNMUHKA KOPYTUHN

Coroutine c;

void Start()
{

c = StartCoroutine(SomeRoutine());

}

void Stoplt()
{

StopCoroutine(c);

)

Ab60 BCi oapa3sy:

StopAllCoroutines();



DOTween

DOTween — ue nonynapHa tween-6ibnioteka ana Unity, aKa A03BONAE
JIETKO CTBOPIOBATU aHiMaLil yepes Koa: pyx, obepTtaHHA, macLluTab,
NPO30pPICTb, KOAIP TOLLO.

Tween — ue nnaBHA 3MiHa 3HAa4YeHHA 3 NOYAaTKOBOro A0 KIHUEBOTO
NPOTArOM 4yacy.



BctaHoBneHHA DOTweeb

Scene = Package Manager ~ Animato ¥ Project Settings Build Profiles

Sort: Purchased date - Filters -

In Project Q, Search My Assets DOTween (HOTween v2)

@ Updates 1.2.765 - February 04, 2024 | Assel Store
DOTween (HOTween v2) 1.2.765 B

Unity Registry (Deprecated) Meta XR Inte... 69....

My Assets Game Package Manager 2.2, #) Import 1.2.765 to project =
2 Pre)

Built=in sunny Land 11

Cverview  Releases Images
ateamVR Plugin 2.8.0 (sdk 2.0.10)

Sarvices

Miniature Army 2D V.1 [Me... : Supported Unity Versions 2019.4.0 or higher
LUnity-Chan! Model 2. Package Size Size: 222 KB (Number of files: 23)

Medieval Tavern Pack : Purchased Date Ap*il 16, 2025




[lpUKNagn BUKOPUCTAHHA

using DG.Tweening;

using UnityEngine;

public class MoveWithDOTween : MonoBehaviour

{
void Start()

{
transform.DOMove(new Vector3(5, 0, 0), 2f);

GetComponent<SpriteRenderer>().DOColor(Color.red, 1f);
transform.DORotate(new Vector3(0, 360, 0), 3f, RotateMode.FastBeyond360);
Sequence seq = DOTween.Sequence();

seq.Append(transform.DOMoveX(3, 1));
seq.Append(transform.DOScale(2, 0.5f));
seq.Appendinterval(0.3f);

seq.Append(transform.DOScale(1, 0.5f));



