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Jist otpaboTku ympaBineHus BbrnJIA B peanbHbIX ycnoBUAX ObUIO Obl
LEIeCO00Pa3HO 3aHAThCS TECTUPOBAHMEM M IOATOTOBKOM IEpcoHana M
yIpaBjeHUs JPOHOB B BU3yallbHOM Mupe. Jljig 3Toro Heo6xoauMo pazpaboTaThb
knOepu3nuecKkoe MPOCTPAHCTBO, B KOTOPOM Obl MPOUCXOJUJIA TECTUPOBAHUE

JICTATCJIbHOT'O aIllmapara.

[lepen cozmanueM nporpaMmbl HEOOXOIMMO ObLIO pa3paboTaTh OCHOBHYIO
JOTUKY NpOTpaMMbl, KOTOpOM HEoOXoauMo OyAeT MNpuAepKUBaThCS Ha

MPOTSKEHUU BCEU pabOTHI.
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OcHOBHOM mMpUHIMI pabOThl CUMYyIATOpa i TecTupoBaHus bnJIA

MYJIbTH POTOPHOr'O THIA MOKa3aH Ha pUCYHKe 1:

| 3anyck nporpammel |

L

IMasHoe MEHIO —l

TecTHpoBaHUeE roToBbLIX KapT

YnpaBneHue
LpOHOM

l

KoHel yposHs

Py UM TECTUPOBAHWA B PEANbHOM BPEMEHH PeXuM pefakTMpoBaHHA KapThl

| HacTporiku PasMelLeHne
Ynpasnetue 00bEKTOB 0ObEKTOB
LpPCHOM

CoxpaHeHWe KapTol

BbIXO/, U3 MEHIO

Pucynok 1 — OcHOBHOM NpUHITUIT paOOTHI CUMYIISITOPA

[TpuHuIMI paGoTHI 3aKIIOYAETCA B TOM, YTO IPU 3aIlyCKE MPOTrpaMMbl Y
1oJIb30BaTeNsl OyAeT BBIOOP, OTKPBHITh M MPOMTH CYIIECTBYIOLIYIO KapTy, JJIs

tectupoBanusi brJIA v ke co3naTh HOBYIO.

B pexume penaktupoBaHUsI KapT CO3Ja€Tcsi HOBas KapTa, B KOTOPOHU
MOXHO CO3JaBaThb MOJYJbHOE TECTHUPYEMOE MPOCTPAHCTBO. B 3TOM pexume
BO3MOXXHO, KaK U CTPOUTEIbCTBO, TaK U MEPEKIIOYCHUE B PEKUM TECTUPOBAHUS

KapThl B PEAJIbHOM BPEMEHU.

Camu 00BEKTHI MOKHO OYJIET yBEIMYMUBATh U YMEHBIIATh B pa3Mepax, a

TaKXe BpalaTh B BOKPYT COBEM OCH U HE TOJIBKO.

Korpga kapra mns tectupoBanusi briJIA rotoBa, €€ MOXHO COXPaHUTb,
yTOOBI B CIEAYIONIUN pa3 MPOAOJIKUTH TECTUPOBAHUS JMOO PEIaKTUPOBAHUE

kapThl. [locie 4yero MokHO BBIMTH U3 MPUIIOKEHHUS.
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Korna Bce ocHOBHbIE OOBEKTHI ObUIM TOTOBBI, WX HYXHO OBLIO
UMIIOPTUPOBATh B Cpelay pa3paOOTKu AJisi JAadbHEHIIEro WX HCIOJIb30BaHUS B
cumyistope. s cpenbl pa3paboTku Obuta BbiOpaHa mporpamma Unity3D.
OO6amast IpOCTOTONM M OTPOMHOMY COOOIIECTBY C Pa3IMYHBIMKH OMOJIMOTEKAMH,
Unity3D siBnsieTcst HAarTydIluM BapUaHTOM ISl CO3JIaHUS B HEH CUMYJISTOpA JIJIsI

tectupoBanusi briJIA.

Unity  Technologies  cozmaia  Unity3d,  yabTpacoBpeMeHHBIH
KpOCCIUTaTOPMEHHBIN JBWXKOK JJisi  pa3paboTku wurp u mnpuioxenuid. C
MIOMOIIBIO 3TOTO JBM)KKA MOXKHO CO3[aBaTh MPOTPAMMBI ISl Pa3IAIHBIX
w1aTgopM, BKIFOUYAsE UTPOBBIE KOHCOJIM, MOOWJIbHBIE YCTPOMCTBA U HACTOJIBHBIC

KOMIIBIOTCPHEI.

visesesernnr

BLMOA U3 WPl

~—

Pucynok 2 — Cpena paspadotku Unity3D

Yro Ob1 ummoptupoBaTh 00bekT u3 Blender3D B Unity3D Heobxomumo,
nocine co3aanua mozaenu B Blender, skcmopTupoBaTh BCe TOTOBBIE MOJYJIbHBIE
0Jioku B hopmaTe, KOTOPBIM MOXkKeT ObITh HMcnofb3oBaH B Unity3D. s sToro
MOKHO BBIOpaTh hopmart daiinos. tbx wmm .obj. Bocrionb3yemcs hopmatom. tbx

JuTst DKcnopta Mozaenu. Heobxoaumo BwiOpath onmuto "File" B BepxHeM MeHIo,

4
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3ateM "Export" u BeiOpath ¢popmar. fbx u3 crucka. Ilocne 3Toro B ykazaHHYIO

JTUPEKTOPHUIO COXPAHUTCS HYKHBIN (haiii.

[Tocne skcnopra Mmoaenu u3 Blender, He00X0AMMO UMIIOPTUPOBATH €€ B

Unity3D. Jlyist 3TOro MOKHO BBIOpaTh omniuio "Assets" B BEpXHEM MEHIO CaMoii
n "

nporpammsbl, 3aTeM "Import New Asset". B nosiBuBiieMcsi OKHE HY>KHO BbIOpATh

daitn Moaenu, KOTOpblil ObLT SKcopTUpoBaH u3 Blender, n HaxxaTh KHOMKY

"Import".

Korna umnoptr monenu B Unity3D 3aBepui€H, HEOOXOIMMO HACTPOUTH
napaMmeTpsl uMmnopra. Hekoropsie n3 Hanbosee BaKHbBIX MapaMeTPOB BKIIOYAIOT
B ce0s MacmTabupoBaHue, MOBOPOT, HACTPOMKY MaTepuasioB U T.1. HacTpoliku
napaMeTpoB UMIIOPTa MOXKHO BBINIOJHUTH B OkHE "Inspector" mocie BbIOOpa

Mojenu B okHe "Project”.

Pasmenienne monenu Ha cueHe. Korma ObUiM HAcTpOEHBI HapameTpbl
UMIIOpPTa MOJIEJIeH, MX MOXHO ObLIO pa3Meniath Ha ciiene B Unity3D. 9To MOxHO

clienath, epeTaiiuB MoJieib U3 okHa "Project” Ha ciieny.

Koraa Obuti npaBUiibHO UMIOPTUPOBAHBI M HACTPOEHBI BCE BU/IBI OJIOKOB,
MOXHO OBbUIO MPUCTYNaTh K pa3pabOTKe KOJa JJig PacHoJIOKEHUs 0OHEKTOB B

MIPOCTPAHCTBE.

Co3maguM MepByl0 CTPAaHMIy C KOJOM, OTBEYAIONIYI0 3a IMPaBHIIbHOE
pacrnoyio)keHrue OOBEKTOB B TMPOCTPAHCTBE M 3a MOJYJBHYIO COCTBHIKOBKY

o0bexToB. HazoéMm ero “BuilderManager”.

I[JIH HaydaJia CACJIacM IIPAaBUJIbHO HAYaJIbHO PACIIOJIOKCHUC KaMCPhI B OKHE

pENAKTUPOBAHUSL.

JIuctunr 1 — Ckpunr co3gaHue MpaBUIBHOTO PACTIOJIOKEHNS KAMEPBI

private void Awake ()

{

mainCamera = Camera.main;
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_startPointerSize =
builderUI.pathArrow.sizeDelta;
_selection = FindObjectOfType<Selection>();

_selection.Select (droneBuilderController.gameObject) ;
_selection.Deselect () ;

for (int 1 = 0; 1 <
builderUI.createButtons.Count; i++)

{

var 11 = 1i;

builderUI.createButtons[i] .onClick.AddListener (delegate {
SelectObject (il); 1)
}
}

private void Start()
{
if (isLoadLevel)
{
StartCoroutine (LoadScene ()) ;
}
else 1if (isGamelevel)
{
loadingComplete += TestLevel;
StartLevel () ;
}
else
{
CreateObjectsPoolScene () ;

}

®OPYM MOJIOABIX YUYEHDBIX Ne6(82) forum-nauka.ru



CO34ATb KAPTY &

ABUWMATE COXPAHUTE

Pucynok 3 — Pexum pegakTupoBaHus

Ha pucynke 3 mpezicTaBiieH IIaBHOE MEHIO peXHMa PEeIaKTHPOBAHUS, B

KOTOPOM MOJKHO BBICTPANBATDL PA3JIMYHBIC YPOBHH.

[Tocne cnenaem Tak yToOBI BEIOUpaeMblil 0OBEKT MPUBSI3BIBAIICSA K KypCOpy
0 MOMEHTa IOoKa He OyJeT oTmylleHa JjieBas KHomka Mblmu. [locnme dyero
MIPOUCXOIUT PUBS3KA 00BEKTA THUOO0 K MYCTON TOYKE IPOCTPAHCTBA, OT KOTOPOM

co3aaéTcs Ha4alo OTCYETa, IMOO K TPUrEpy APYroro 0ObhEKTa.

B ckpunre co3mare NEpEeMEHHYIO Ul XPAaHEHUSA MO3ULHUA Kypcopa B
MOMEHT HaxkaTHs Ha 00beKT. B MeTo e 3anmucaTh TEKYyILIyI0 HO3UIMI0 Kypcopa B
IIEPEMEHHYIO. B MeTOolle BBIYMCIWTH Pa3HULY MEXAY TEKYyIIEH MNO3ULHEN
Kypcopa U MO3UIMEeN Kypcopa B MOMEHT HaaTus Ha oOBbeKT. Vcmonb3oBaTh

MOJIYYEHHYIO Pa3HUILY JJIsl U3BMEHEHHUSI TIO3UIIMN O0BEKTA.

JIuctunr 2 — CKpUNT OPUBSI3KU K KYPCOPY M pa3MeIIeHHe 00bhEeKTa

public void PutObject ()

{
try
{

if (pendingObjects.Count != 1) return;
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TrackBuilderUtils.ChangelayerRecursively (pendingObject.transf
orm, LayerMask.NameTolLayer ("TrackGround")):;
currentObjectType = null;
pendingObject = null;
}
catch
{
// ignored
}
}
public void SelectObject (int index)
{

if (pendingObject != null)
PlaceObjects () ;
currentSelectObjectIndex = index;

pendingObject = Instantiate (objects[index],
mousePos, transform.rotation);

pendingObjects.Add (pendingObject) ;

SceneManager .MoveGameObjectToScene (pendingObject,
levelScene) ;

objectsPool.Add (pendingObject) ;

_selection.Deselect();

_selection.Select (pendingObject) ;

currentObjectType =
pendingObject.GetComponent<TrackObject> () ;

currentObjectType.isActive = true;

if (currentObjectType.objectType ==
ObjectsType.Gate)
{

currentObjectType.GetComponent<BuilderCheckpointTrigger> () .ch
eckpointId =
droneBuilderCheckNode.nodes.Count;

droneBuilderCheckNode.AddNode (pendingObject.transform) ;
}
}

private void PasteObject (GameObject ob7j)
{
if (obj == null)
return;

pendingObject = Instantiate(obj, mousePos,
copyObject.transform.rotation);
pendingObjects.Add (pendingObject) ;

TrackBuilderUtils.ChangelLayerRecursively (pendingObject.transf
orm, LayerMask.NameTolLayer ("Track")):

8
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SceneManager .MoveGameObjectToScene (pendingObject,
levelScene) ;

objectsPool.Add (pendingObject) ;

_selection.Deselect () ;

_selection.Select (pendingObject) ;

currentObjectType =
pendingObject.GetComponent<TrackObject> () ;

currentObjectType.isActive = true;

if (currentObjectType.objectType ==
ObjectsType.Gate)

{

currentObjectType.GetComponent<BuilderCheckpointTrigger> () .ch
eckpointId =
droneBuilderCheckNode.nodes.Count;

droneBuilderCheckNode.AddNode (pendingObject.transform) ;
}

}

Tax xe Hemnoxo Obl crendarb MOAYJIbHYIO CETKY Uil POBHOTO
pacnosokeHus: 0JI0KOB IpPU MPaBUIBHOW UX T€OMETPUHU MO OTHOLIEHUIO JIPYT K
npyry. OnHako y Hac OyAeT M3MEHSThCS MapaMeTpbl 0ObEKTa, OTBEYAIOIINE 32

CT0 Pa3MCPLI U YIJIbI IIOBOPOTA. HOBTOMY 9TOT IIYHKT OTIIAAACT U3 pCaAJIU3allhH.

Jlanee HEOOXOIMMO CHENaTh BO3MOXKHOCTh YBEIMYMBATh MU YMEHBLIATh
OOBEKTHl MyTEM BpallleHus: Kojécuka MbImK. C KaXIbIM IIaroM BpalleHUs
00BeKT OyAeT yMmeHblIarbcs MO0 yBenumuuBaTbea Ha 0.125X. [lomydyeHHBbIi

CKPUIIT MOKHO YBUJETH B JIucTUHTE 3:

Jluctunr 3 — Ko yBenuueHust u yMEHbIIEHUSI 00bEKTOB

private void ChangeObjectHeight (float value)
{
if (currentObjectType == null)
return;

currentObjectType.yOffset += value;
// mainCamera.transform.Translate (0, value,
0, Space.Self);

}

private void ChangeObjectScale (float value)
{

var newScale = pendingObject.transform.localScale

* value;
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var newOffset = currentObjectType.yOffset *
value;

if (newScale.magnitude <= 8f &&
newScale.magnitude >= 0.125f)
{
pendingObject.transform.localScale =
newScale;
currentObjectType.yOffset = newOffset;
currentObjectType.maxMouseDistance *= value;

}

Korna 00beKT yke MoAorHaH 1o puaMepam, He0OXOJUMO OIPEIETUThCS
C YIJIOM IIOBOPOTa AaHHOTO 00beKTa. J1J1s 3TOro 100aBUM BO3MOKHOCTD BpaIllaTh
OOBEKT Ha omnpenaenaeHHbli yroia. [laHHblii mMeTon Obul ObUI peann30BaH MpU
INOMOIIM HM3MEHEHMs yrja MOBOPOTa OTHOCUTENIBHO yrja “Z” Ha BEIMYHHY,

3alMCaHHYIo B IepeMeHHyo “‘rotateAmount”

JIuctunr 4 — Bpaienust 00bekTa

private void RotateObject (Vector3 axis, float rotateAmount,
Space space)
{
if (pendingObject == null)
return;
pendingObject.transform.Rotate (axis,
rotateAmount, space);

}

JIJist MOy IBHOTO COETMHEHMS OJIOKOB B MPOCTPAHCTBE C MPABUIBHBIM UX
pa3MelIeHueM JIpyT ¢ IPyroM, ObUT HamMcaH U pa3padoTaH KOJ J00aBIISIOIIHIMA
TPUTEPBI Ha KX U3 OJIOKOB, KOTOPHIE B COMPUKOCHOBEHHUH JIPYT C IPYTOM
CHEIUIIIOT OJIOKM MEXIy CcOo00M ulearbHO POBHO, CTPOTO COOTBETCTBYS

KOOpPJIWHATHOM PELIETKE.

B Unity3D tpurrepsl — 3T0 KOMIIOHEHTHI, KOTOPHIE MOTYT OOHAPYKUBATh
CTOJIKHOBEHHSI OOBEKTOB B HWIPOBOM MHUpE. TpuUrrephl HCHOJB3YIOTCS s

CO37aHMs Pa3IMYHbIX Y()PEKTOB U B3aUMOICUCTBUI MEXTy OOBEKTaAMH.

10

®OPYM MOJIOABIX YUEHDBIX Ne6(82) forum-nauka.ru



Kaxnapiii Tpurrep mnpeactaBiser coOOMl HEKYI0 30HY B BHU3YAJIbHOM
IPOCTPAHCTBE, Y KOTOPOl MOTYT OBITh HACTPOEHHI pa3mepbl u Gopmsel. Korga
Ipyroi 0ObEKT BXOAUT B 30HY Tpurrepa, coobrtue OnTriggerEnter BbI3bIBaeTCs
aBTomMatnyecku. Korma 3ToT OOBEKT MOKUAAET 30HY TPUITEPA, BBI3BIBACTCS

coorrtre OnTriggerExit.

UYro6wr co3nate Tpurrep B Unity3D, HeoOXoammo q00aBUTh KOMIIOHCHT
Collider k 00bEKTY U YCTAaHOBUTH €ro TUM Ha Trigger. 3aTeM MOXKHO HACTPOUTH

pa3Mepsl i popMy TpUTTEpa, UCHOB3Ys mapameTpsl kommoneHnTta Collider.

BaxxHo MOMHUTB, YTO TPUTTEPHI HE UMEIOT (PU3UUECKOTO BO3ACHCTBHS Ha
O0OBEKTBI, KOTOPBIE BXOAAT B 30HY. OHM IPOCTO OOHAPYKUBAIOT CTOJIKHOBEHHUS U

BbI3bIBAIOT coObITUSI OnTriggerEnter u OnTriggerExit.

Pucynox 4 — Tpurepsl Ha 00bEKTE

Korga Obumn goOaBiieHbl TpUTEpbl Ha BCE CYLIECTBYHOUIUE OJIOKH,
HE00X0AMMO OBLIO 3alpOTpaMMHUPOBATh UX IS CBS3KU OJIOKOB MEXIY COOOM

paznuuHoi Gopmebl. [TomHBIM KO MOKHO yBUIETh B [Ipunoxxennn b

11

®OPYM MOJIOABIX YUYEHDBIX Ne6(82) forum-nauka.ru



JIuctunr 5 — Tpurepnas cucrema

namespace Builder
{
public class Connection : MonoBehaviour
{
private TrackObject trackObject;
private BuilderManager builderManager;
private Selection selection;
private Vector3 connectPosition;

private void Awake ()
{
_trackObject =
GetComponentInParent<TrackObject> (),
}

private void Start()
{
_builderManager =
FindObjectOfType<BuilderManager> () ;
_selection = FindObjectOfType<Selection>();
}

private void OnTriggerEnter (Collider other)
{
if ( _trackObject.isActive &&
_builderManager.pendingObjects.Count == 1)
{
if (_builderManager.pendingObject == null)
return;

if ( _trackObject.objectType ==
ObjectsType.Floor &é&
other.gameObject.layer ==
LayerMask.NameToLayer ("FloorConnection"))
{
_builderManager.PutObject ()
_trackObject.transform.position =
other.transform.position;
_trackObject.transform.rotation =
other.transform.rotation;
}
else 1if ( _trackObject.objectType ==
ObjectsType.Wall &&
other.gameObject.layer ==
LayerMask.NameToLayer ("WallConnection"))
{
_builderManager.PutObject () ;
_connectPosition = new
Vector3 (other.transform.position.x,

12
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other.transform.position.y +
_trackObject.yOffset, other.transform.position.z);
_trackObject.transform.position =
_connectPosition;
}
else 1f ( _trackObject.objectType ==
ObjectsType.Slant &&
other.gameObject.layer ==
LayerMask.NameToLayer ("SlantConnection"))
{
_builderManager.PutObject () ;
_trackObject.transform.position =
other.transform.position;
}
}
}

private void OnTriggerStay(Collider other)
{
if ( _trackObject.isActive &&
_builderManager.pendingObjects.Count == 1)
{
if ( trackObject.objectType ==
ObjectsType.Floor &&
other.gameObject.layer ==
LayerMask.NameToLayer ("FloorConnection"))
{
if
(Vector3.Distance (other.transform.position,
_builderManager.mousePos) > trackObject.maxMouseDistance)
{
_selection.Move () ;
}
}
else 1if ( _trackObject.objectType ==
ObjectsType.Wall &&
other.gameObject.layer ==
LayerMask.NameToLayer ("WallConnection"))
{
if
(Vector3.Distance (other.transform.position,
_builderManager.mousePos) > trackObject.maxMouseDistance)
{
_selection.Move () ;
}
}
else 1if ( trackObject.objectType ==
ObjectsType.Slant &&
other.gameObject.layer ==
LayerMask.NameToLayer ("SlantConnection"))

{

13
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if
(Vector3.Distance (other.transform.position,
_builderManager.mousePos) > trackObject.maxMouseDistance)
{
_selection.Move () ;

}

ITociie TOro Kak OCHOBHBIE MOMEHTHI OBUIM T'OTOBBI, HEOOXOAUMO OBLIO
CHENaTh MEPEMEIICHUE W3 PEXKHMa PEIAKTUPOBAHUSA KAPTBL B  PEXKUM
TecTupoBaHusl.  OCYIIECTBIATHCS  MEPEXOJ  MEXAY peKuMaMu  OyaeT

IIOCPEACTBOM Ha)kaThs KHOIKH “Tab”.

s pexxuMa TeCTUPOBAaHMS Kamepa IEPEKIIoYaeTcs: cpa3y Ha JApoHa, a
TaKXe MOSBIIETCS BO3MOYKHOCTh YIIPaBiATh bIJIA kak ¢ KiaBuaTypsl, Tak U C

OpacieTos.
Hwxe mpenctaBiieH Ko A1 Iepexoia MEXTy peKUMaMH:

JIuctunr 7 — Kox nepexitoueHus pe;kumMoB

private void CheckTabPanel ()
{
if (Input.GetKeyDown (KeyCode.Escape) && isMove)
{
_1sTabPanel = ! isTabPanel;
1f( _isTabPanel)

droneBuilderSoundController.droneFly.Stop () ;
else

droneBuilderSoundController.droneFly.Play();

builderUI.editorTabPanel.SetActive ( isTabPanel &&
! isGameMode) ;
builderUI.gameTabPanel.SetActive ( isTabPanel
&& isGameMode) ;
builderUI.levelResultPanel.SetActive (false);
Time.timeScale = isTabPanel ? 0f : 1f;

14
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HpI/I CO3JaHNHN KapTbl MOKHO HOIIYCTHUTDH OIIII/I6KI/I, IIOCTaBUB OOBEKT HE

Tyzaa. DTy IpoOJIeMy MOXHO PEIIUTh ABYMsI CLIOCOOaMHU.
- Y nanenue o0beKTa ¢ KapThl;
- [ToBTOpHOE ABMKEHUE OOBEKTA.

Ob6a cnocoba ObuM [00ABJIEHBI B CUMYJATOP I YHOPOUICHUS W

BapUATUBHOCTH IIOJIb30OBAHUAI.

VYnanenne oO0BEKTa peanu3oBaHo —cienytomuM  oOpasom. Korga
BBIJICTISICTCS OOBEKT, MyTEM KJIMKA JIEBOM KHOIKH MBIIIM 1O OOBEKTY, MOKHO
HayaTh KHOMKY “‘Delete” u ynaneHus ero u3 aupektopun. Huwxke mpencrarieH

JIMCTHHT ITPOTPAMMBL.

JIuctunr 8 — Y nanenust o0ObEKTOB

private void ClearObject ()
{

foreach (var obj in objectsPool)
{

Destroy (obj) ;
}
objectsPool.Clear();
pendingObjects.Clear () ;

Btopoit cmoco06 peanu3zoBaH MyTEM BO3BpAIICHUS OOBEKTY peKUMaA
nepemernienus. [locie Toro kak 00bEKT OBLT MOCTABIEH U MPUBSI3aH K MyCTOU
TOYKE TPOCTPAHCTBA, OH JIMINAETCS BO3MOYKHOCTH TIEPEMEIAThCS, TaK Kak
yOupaerca mpuBs3ka K Kypcopy. JloOaBieHa KHOMKa ISl peadu3aldd 3TOTro

ITYHKTA.

[Tocne BbIACIEHUS YK€ CTOSIIIETO OJIOKa HEOOXOAMMO HaXKaTh HA KHOTIKY
“JIBurath” 4TOOBI OOBEKT MEpemIéN K MpeablaylieMy cocTosiHuio. OH CHOBa
MPUBSI3aH K Kypcopy

Jluctunr 9 — [loBTOpHOE ABMKEHHE O0BEKTA
15
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public void MoveObjectsToPoolScene ()
{

foreach (var obj in objectsPool)

{

if (obj.GetComponent<BuilderCheckpointTrigger>())

droneBuilderCheckNode.nodes.Add (obj.GetComponent<BuilderCheck
pointTrigger>());

SceneManager .MoveGameObjectToScene (ob7j,
levelScene) ;

}

if (droneBuilderCheckNode.nodes.Count > 0)
{

builderUI.pathArrow.gameObject.SetActive (true);
}

FindObjectOfType<Server> () .droneBuilderController
= droneBuilderController;

}

Bce ocHOBHBIE MOMEHTBHI 1 CUMYIIATOPBI OBLIN IIO63BJ'I€HBI. MoxHO

INPUCTYIATh K TECTUPOBAHUIO BUPTYAJIbHOIO KHOEP(PU3UUECKOTO MPOCTPAHCTBA.
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