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MOJBA
3A OJOBPABAHE TEME MACTEP PAJA
Monum ga ce oa06pu M3paga mactep paga noj HasuBOM:
»Tpasmbere 2D urapa kopuwherem NOrogHOCTH OKpyXKera Unity”
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KoH30/1e n mobunHe ypehaje.

Ha pa3eoj 2D urapa.

Unity je myntunnathopmHu cUcTEM 3a Npas/betbe BUAEO Urapa passujeH oa cTpaHe ¢pupme Unity
Technologies, KOj# yK/byuyje MHTErpuCcaHO OKpyXere 3a tbuxos passoj (Integrated Development
Environment). Kopnctu ce 3a pa3soj BMAEO Urapa 3a MHTepHeT cajToBe, geckron naatvdopme,

Pan vma 3a un/b Aa KpO3 NpUmep NpeacTaBu HOBE NOTOAHOCTH OKPYXKekea Unity Koje ce pokycupajy

Heke o4 Tema Koje y paay Tpeba aa ce obpage cy: pewasatse npobiema aHumaumje kopuwherem
anata Sprite Renderer, pewasatbe npobnema Koju ce oaHoce Ha Ppusuuka ceojcrea objekarta (2D
¢u3uka), koHTpona 2D nukosa uta. Takohe, KPO3 NpUmep KOMMN/IETHE BUAEO UrPe, LUW/b je Aa cey
pafay NOKaXKe KaKo ce MOTy MHTerpucary pasHe KOMnNoHeHTe cuctema Unity.
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