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Deweloperzy Unity Technologies

Pierwsze wydanie

Wersja stabilna

Wersja zapoznhawcza

Napisane w

System operacyjny

Platforma

Dostepne w
Rodzaj

Licencja

8 czerwca 2005 r . ; 14 lat temu

2019.2.13 / 20 listopada

2019.3.0b12 / 21 listopada 2019 ; 6
dni temu

*C ++ (Srodowisko wykonawcze)
*C # (Unity Scripting API)

Microsoft
Windows , macOS, Linux (wersja
zapoznawcza)

jezyk angielski
Silnik gry

Oprogramowanie prawnie zastrzezone
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Technologie
IT a Unity

Jezykami dopuszczalnymi w Unity sg
4 : '8 UnityScript (podobierstwo do
am B .‘ _ ¥ .. D JavaScript), C# oraz Boo.

Kompatybilne z Unity sg hetmy
rzeczywistosci wirtualnej takie jak
Oculus Rift czy Samsung Gear VR.

I s

Gry po zainstalowaniu wtyczki Unity
Web Player mogg dziata¢c w
przegladarce internetowe;j.




Obstugiwane platformy

Platformy obejmujg i0S, Android, Tizen, Windows, Universal Windows Platform, Mac,
Linux, WebGL, PlayStation 4, PlayStation Vita, Xbox One, 3DS, Oculus Rift, Google
Cardboard, Steam VR ,PlayStation VR, Gear VR, Windows Mixed Reality, Daydream,
Android TV, Samsung Smart TV, tvOS, Nintendo Switch, Fire OS, Facebook Gameroom,

Apple ARKit, Google ARCore, Vuforia i Magic Leap.
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Model biznesowy Unity

Model licencjonowania

Przez pierwsze dziesiec lat istnienia produktu pfatne
wersje Unity byly sprzedawane wprost; w 2016
roku korporacja zmienita sie na model subskrypcji.
Unity ma bezptatne [ ptatne opcje
licencjonowania. Bezptatna licencja jest
przeznaczona do uzytku osobistego lub mniejszych
firm generujgcych mniej niz 100000 USD rocznie, a
subskrypcje sg  oparte na przychodach
generowanych przez gry korzystajgce z Unity.

Unity Asset Store

Tworcy mogg opracowywac i sprzedawac zasoby
generowane przez uzytkownikéw innym tworcom
gier za posrednictwem Unity Asset Store. Obejmuje
to zasoby i sSrodowiska 3D i 2D dla deweloperow do
kupowania i sprzedawania. W 2018 roku sklep
dodat biblioteke przechwytywania ruchu
Rokoko. Unity Asset Store uruchomiono w 2010 r.
Do 2018 r. Za posrednictwem sklepu cyfrowego
pobrano okoto 40 milionéw pobran.



@ Unity 201841311 Personal - mailevelunity - SimpleCar - PC. Mac & Linux Standalone <DXT1> - 8 x

file Edit Assets GameObject Component Window Help

I :u: [ Center | ®Local | m [ & cCollab « | [ | [Account_+ | [Layers - | [layout - |
u ™ u =ZHI:|:irch? .I == | Scene lA-ts.m.?D — {.:|m_ : : ?nl-p-cmrlm = =
vém.‘nlml - - - ) "a;vﬂ';tu Assets > Graphics -
nterfejs uzytkownika =8 s
e E,, ﬂ,,
8 Souets
Inspector (inspektor elementu) — Umozliwia dostep do wszystkich wtasciwosci m"’
kazdego elementu w grze.Moza je dowolnie identyfikowa¢, usuwac i dodawac za
pomoca przyciku Add Component.
 console h| . . - [
Hierarchy (lista hierarchiczna) — Jest to lista elementéw umieszczonych na
scenie, kdre zachowujg odpowiednig hierarchie. ' —
. 3 . L, .. . [ | S [ o fEl =) (cecenter | @Loca ) » Il [ »] [@colab -] [ ] [Account - | [Laye
Console — tutaj jest dostep do danych, ktére moza umiesci¢ w Swiecie gry. S3 to ‘@ project | e o | R B=| 0 nspecor |
Create (% |4 * Display 1 +| | Free Aspect Create v | (GrAll
modele,tekstury, dzwieki, skrypty i inne "G A el T T caras =
%QH :I:’nei::s || GameManager
£
Podglad sceny (Srodek) — miejsce ustawienia pozycji, rotacji i skali obiektow w > i packages
przestszeni. Zaktadka Scene pokazuje podglad na scene gry, natomiast Game, D
przedstawia obraz z perspektywy gracza.
Toolbar — Pasek narzedziowy.S3 tam umieszczone najwazniejsze narzedzia i pola
dotyczace sceny. @




Game Object

Sg to podstawowe obiekty w
Unity, ktore reprezentujg
postacie, scenerie i rekwizyty.

a



Asset Store

Asset store jest magazynem, ktory udostepnia pobranie grafik, tekstur i obiektow, ktore zostaty stworzone
przez uzytkownikow. Zasoby sg dostepne za darmo oraz odptatnie. Nastepnie mozne je zaimportowac do

wiasnego projektu.




Scene | i Asset Store | & Game = i Hierarchy - EETmT

4 » &) 1 1 Categories ¥ | Sell Assets Feedback @ FAQ B My Assets Open in Browser English ~ uUsD ~ Cregte ™ | Shaded

Main Camera
Directional Light
* rabbit

@ unity Asset Store Search for assets

On Sale Only
& unity Asset Store

CYber week All c:;ego,ies _
Mega Sale "

Add-Ons
Save up to 50% on thousands of assets
Audio
Essentials
Templates
Scene | il Asset Store | & Game -=
4 » = e Categories ~ Sell Assets | Feedback | FAQ [ My Assets Open in Browser English ~ usD -

@ unity Asset Store Search for assets

Recommendations T — +

Have feedback on these filters?

@ Project [l Consols
Create ~

¥ _Favorites Assebs » MrEabZ » models »
All Materials

_ all Madels
2 LAll Prefabs
Al Seripts
Snaps Prototype | Asian Reside.. Snaps Prototype | Buried Memo..

54 Assets Blender Mazerialz crate_wood (RS wall

$9:99 $4.99 $9.99 $4.99 Vil Mrrabz
=
= *Eal Standard
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o Funkcje
s Awake
s Start
s Update
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» FixedUpdate




*

:- i!l.‘ b

o~ f

ol s 9
C R g

|e ut orzony na
itvm,gw :

= -
%a

. B

i

Lo e
R



. Whr SN
o B TR e

Priyk’tad gry 2D: klasyczny Pong
=

'
©

s R

.
.t

P ) )



| ; ‘a ty Baw
>-
| Tworzenie programow w Unity odbywa sie
- poprzez interfejs graficzny jak
| zewnetrzne srodowisko do tworzenia kodu.
Mozna wykorzystac¢ IDE lub zwykty edytor tekstu.
Preferowane to Visual Studio.
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& Collab -
Scene | € Game | | *= Hierarchy
Display 1 ree * | Scale (s 1x Maximize On Flay | Mute Audio | Stats Create ~| (OrA
& Game
Main Camera
GameManager
Circle BaII(CIO|.1e)
@ Game PaddleRight

i GameManager . Paddleleft
Paddle
¢ Paddle

= [ Square
‘ ‘> Wl Packages




Budowa mechaniki gry jest prosta, ale
nie tatwo jg wymyslec.
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: = Ballcs £

a =
i = GameManager cs £

| Paddle.cs hj‘ 1 using System.Collections; 1 using System.Collections;
ine Svstem.Collecti 2 using System.Collections.Generic; 2 using System.Collections.Generic;
1 usin stem.Collections; , . . . , . .
using Sistem Collections.Generic; nsing UnityEngine; - nsing UnityEngine,
. g 5 O ic class GameManager : MonoBehaviour 5 o ie class Ball : MonoBehaviour
using UnityEngine publ g h ( publ 11 h (
- . : ublic Ball ball; : SerializeField
Hpublic class Paddle : MonoBehaviour { - P %C : 2 - [.efla rzefield]
[SerializeField] public Paddle paddle; float speed;
float speed; : public static Vector? bottomLeft; : float radius;
float height 1 public static Vector? topRight; 1C Vector2 direction;
loat height;
10 string input; o .. . .
ublii boi'  sRiqht - 12 H void Start() { 12 H void Start() {
- P - LSRR, 26 Lj 16 [ void update() |
- H void OnTriggerEnter2D(Collider2D other) {

void Start() { :; }
public void Init(bool isRightPaddle) { - l
void Update(){

[
oy oy 6 o |
S |

I
——




v @ Game

¥l Assets
Ball ' Main Camera
 Ball ' ' GameManager
»  Circle ' Ball(Clone)
Q Game ' PaddleRight
i’ GameManager ' | Paddleleft
1| Paddle
\y Paddle
»  Square
» Wl Packages
1 hsing System.Collections;
2 using System.Collections.Generic;
: using UnityEngine;
5 [Hpublic class GameManager : MonoBehaviour {
public Ball ball;
7 public Paddle paddle;
public static VectorZ bottomLeft;
1 public static VectorZ2 topRight;
12 [ void Start() {
1 bottomLeft = Camera.main.ScreenToWorldPoint (new VectorZ (0, Yy
15 topRight = Camera.main.ScreenToWorldPoint (new Vector2 (Screen.width, Sc

Instantiate(ball) ;

Paddle paddleRight = Instantiate({paddle) as Paddle;
Paddle paddleleft = Instantiate(paddle) as Paddle;
paddleRight.Init (true) ;
paddleleft.Init (false);

Assets

c#

Ball

Circle

c#

GameManag... Paddle
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using System.Collections.Generic;
using UnitvEngine;

[FJpublic class Paddle : MonoBehawviour {
[SerializeField]
float speed;

Lo o TR (R R Y Y% T o T =

Lo

float height:
string input;
public bool isRight;

fb et
[ S

[

[#3]
(1]
Ll

vold Start() {
height = transform.localScale.y;

ot
s
[

}

public void Init(boocl isRightPaddle) {
isRight = isRightPaddle;
Vectori pos = Vectori.zero;

fb b ek ek
WO 0 =d Ry
(1]
L]

[
=
(1]
L]

if ({isRightPaddle) {
pos = new Vector? (GameManager.topRight.x, 0}
pos —= VectorZ.right * transform.localScale.x;
input = "PaddleRight";

T % T % T %
L) B
[

}

else |
ros = new Vectori (GCameManager.bottomlLeft.x, [);
pos += VectorZ.right * transform.localScale.x;
input = "PaddlelLeft”;

[ T T N T O T
oo =1 n N
n

I L

}
transform.position = pos;
transform.name = input;

W W
[ I
I

}

volid Update () {

float move = Input.GetBAxis(input) * Time.deltaTime * speed:;

if (transform.position.y < GameManager.bottomLeft.y + height / 2 && move < 0) { move = 0; } |
if (transform.position.y > GameManager.topRight.y - height / 2 && move > 0) { move = 0O; 1}
transform.Translate (move * VectorZ.up);

W oWoW W
o0 =1 @ N s
1}
L
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1 sing System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4

5 [Hpublic class Ball : MonoBehaviour {

& [SerializeField]

7 float speed;

8

] float radius;

10 Vector? direction;

11

1z H void Start() {

13 direction = VectorZ.one.normalized;
14 radius = transform.localScale.x f 2
15 - }

=

[5)]
{1}
L

void Update () {

17 transform.Translate (direction * speed * Time.deltaTime);

18 if (transform.position.y < GameManager.bottomLeft.y + radius && directicon.y < U) { direction.y = -direction.y; }

19 if {(transform.position.y > GameManager.topRight.y - radius / © && direction.y > 0) { direction.y = —-direction.y; }

20

21 // Game over -.
22 H if (transform.position.x < GameManager.bottomLeft.x + radius && direction.x < U) { -
23 Debug.Log{"Right player wins !!"); g
24 Time.timeScale = 0;

25 enabled = false;

26 e }

27 H if {transform.position.x > GameManager.topRight.x - radius && direction.x > [0) { 3
28 Debug.Log{"Left player wins !!");

29 Time.timeScale = 0;

30 enabled = false;

31 o }

32 }

vold OnTriggerEnterZ2D(Collider2D other) |
if (other.tag == "Paddle") {
bool isRight = other.GetComponent<Paddle> () .isRight;

LW
o=
[HI

W W W
=1 o LN

if{(isRight
if(isRight

true && directicon.x > 0) { direction.x = —-direction.x=x; }
false && direction.xz < ) { direction.x = -direction.x; }
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= Hierarchy | & = | © Inspector | B = = Hierarchy |
Ceaielel ¥ Main Camera Static ¥ Create *| (oAl
@.G.E.me =l Tag | MainCamera 4| Layer | Default e QGame
Main Camera
GameManager ¥V .~ Transform Q= GameManager
Ball(Clone) Position X O Y 0O Z -10 Ball(Clone)
S Fofation  X19 Yo =
Paddleleft Scale X1 Y1 z1 R
v & ¥ Camera H:| e

Clear Flags | Solid Color n

packground | I

Culling Mask [ Everything :]

Projection [ Orthographic $ J

Size 5

Clipping Planes Near 0.3

Far 1000
Viewport Rect
X0 Y O
w1 H 1
Depth -1

| Use Graphics Settings #]
None (Render Textu' ©
Occlusion Culling L]
Allow HDR 4
Allow MSAA L
Allow Dynamic Reso | |

Rendering Path

Target Texture

| Display 1

-p
-

Target Display

#L

~ ¥ Audio Listener u

Add Component

e

& = © Inspector | &=
v PaddleRight Static *
- Tag | Paddle + | Layer | Default :
V¥ .~ Transform H:| o
Position X 3.7181t Y O Z 0
Rotation X O Y O Z 0
Scale X 0.5 Y 2.5 £|1
v - | Sprite Renderer & = %
Sprite .Square ©
Color [ o
Flip LIJx ()Y
Draw Mode | Simple n
Sorting Layer | Default : ]
Order in Layer 0
Mask Interaction | Nore )

Sprite Sort Point | Center

ap
E

Material W Sprites-Default O
v o ¥ Paddle (Script) @ 3 %
Script Paddle =

Speed 10
Is Right [
» M ¥ Box Collider 2D Q= %

Sprites-Default

Shader | Sprites/Default

Add Component
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= Hierarchy | & = | © Inspector | =
Create 7) (Qr A ¥ [Ball(Clone) Static +
Q Game =l =
Main Camera Tag | Ball ¢ | Layer | Default &
GameManager ¥ .~ Transform @ =%
y Position X 3.7551 Y 3.7551 2|0
PaddleRight Rotation X 0 Y O Z0
Paddleleft Scale X1 Y1 z1
v = |/ sprite Renderer IR - 8
Sprite . Circle 0]
Color [ 4
Flip Ox(Oy
Draw Mode | simple : |
o Sorting Layer [ Default :]
b{ Order in Layer 'D \ j_'
Mask Interaction | None : |
f Sprite Sort Point | Center : | ‘= Hierarchy | =
Material @ Sprites-Default’ @ Create v | (QrAll b
» » M ¥/ Box Collider 2D W8 Q Game =
v~  Rigidbody 2D T Main Camera
v Body Type | Kinematic : | . GameManager
N Material None (Physics Ma @ Ball(Clone)
Simulated ¥4 PaddleRight
Use Full Kinematic €| | Paddleleft
Collision Detection | Discrete ]
Z Sleeping Mode | start Awake : |
Interpolate [ Nore : |
b Constraints
b Info
v .. (| Ball (Script) @ =
Script Ball o]
Speed 4 v}

| © Inspector - —
v GameManager Static ¥
-
Tag | Untagged | Layer | Default s | B
v . Transform L = &
Position X O Y O Z -10
Rotation X O Y O Z 0
Scale X1 Y 1 Z1

v v Game Manager (Script)

Script
Ball
Paddle

GameManager

& 3 %,

- Ball (Ball)

« Paddle (Paddle)

o
o

Add Component







