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®YHKIIOHAJILHUHI TIPOT' PAMHUN MOYJIb
KOMIT’IOTEPHOI T'PH

BiHHULIbKMI HaIIOHAIBHUN TEXHIYHUHN YHIBEPCUTET

Anomauin
YV 0aniit pobomi 0ocniodceno 0CHOBHI NPUHYUNY CIBOPEHHST NPOSPAMHUX MOV OJisl KOMN TOMEPHUX 120D, NOKA3AHI
IHCmpymenmu po3pooKu ma mexHono2ii, Wo 8UKOPUCMO8YIOmsbCsl 6 npoyeci pospobru epu. Poboma sxnouac y cebe ananiz
CYUACHUX MeHOeHYIl Y 2any3i KOMN TOMepHUX i20p, po3poOKy apXimexmypu npoSpamHo2o MooyJisi ma to2o peanizayiio, a
MAKOIIC MeCy8aHHs Ma 600CKOHANEHHS OMPUMAHO20 PIULEHHSL.
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Abstract

This work explores the basic principles of creating software modules for computer games, demonstrates the
development tools and technologies used in the game development process. The work includes the analysis of modern trends
in the field of computer games, development of the architecture of the software module and its implementation, as well as
testing and improvement of the resulting solution.
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Beryn

Kowmm’foTepHi irpu Hapasi € OJHHM i3 HAHNONYIAPHINIMX BHJIB PO3BAr y CBITi. IX aymuTopis Hamiuye
MIIBHOHH JIFOIEl Pi3HOro BiKy Ta 3 pisHMMHK BromobGaHHsMHU. 3a manumu Statista, y 2024 poii o4ikyeThes 1o
CBITOBHU PHHOK KOMIT FOTEpHUX irop mocsrHe mpoxoxy B 282,30 mimesapaiB momapiB CIIIA, i mopiuro Oyme
3pocrati Ha 8,76% [1].

Po3pobka mporpaMHOro MOIyJsl € KIFOYOBHM acCIIEKTOM CTBOPEHHS Oyab-ikoi kKoMm'toTepHoi rpu. Came
MporpaMHUil MOIyNb 3a0e3nedye (QyHKIIOHYBAaHHS T'pH, B3aEMOJII0 KOPHUCTyBada 3 HE, 00pOOKYy JaHUX Ta
BimoOpakeHHs rpadiku. 3amadero AOCTIHKEHHS € po3po0Ka MPOrpaMHOr0 MOAYIIO, KW Oyze BiANOBiTaTH
CyYaCHHM BHMOTaM Ta CTAHJAPTaM SKOCTI.

Meroro po3po0ku (HyHKITIOHATBHOTO MPOTPAMHOTO MOYJIS € HaJaHHS TPaBISIM HOBOTO I[IKaABOTO KOHTEHTY i
MIPOZIOBXKEHHSI CIOXKETY TPH, a TaKOXK CTBOPEHHS MOXIIMBOCTI JUIA TPABIIiB BHOCHTH BIIACHI 3MIiHH B Ty, MO0
3poOuTH 1i OLTBII MiKaBOIO a00 BiAMOBITHOIO IXHIM BIaCHUM yIOI00aHHSIM.

Pe3yabTaTu 10ocaigxeHHs

[IporpaMuuii MOAyNNb B KOMIT FOTEPHUX irpax JO3BONSE PO3IMIUPHTH 200 3MIHUTH (DYHKI[IOHATBHICTH TPH.
Bin moxe nonaBaTé HOBI 00'€KTH, TIEPCOHAXKIB, PiBHI, 30poto, rpadiky, 3BykH, iHTepdeiicn abo Oy/ap-sKi iHII
eNeMEHTH TPH, 10 He OyIIX JOCTYITHI Y Bepcii IpH, M0 BUITYIIEHA PO3POOHUKAMI.

Unity — ot 3 HAAMOMYJISIPHIIIKX ITPOBUX PYIMIIB, KU T03BOJISE PO3POOIISATH IrpH JUTS Pi3HHUX TIAT(HOPM:
MIEPCOHALHUX KOMIT I0TEPiB, KOHCONEH, MOOUTEHUX MPUCTPOIB Ta BipTyallbHOI peanbHOCTI. BiH miaTpuMye MOBY
nporpamyBanHs C#, 1110 poOUTb HOro JOCTYIHUM AJ1st 0araTboX pO3pOOHHKIB.

IMepesaru mardopmu Unity:

1. 3pyunuii i nmpoctuii iHTepdeiic: Unity mae apyxkemtoOHuii iHTEpdEiic, SIKUl JT03BOJSE PO3POOHUKAM
3aCBOIOBATH HOr0 HaBITh 3 0a30BHM piBHEM 3HaHb IporpamyBaHHsl. Lle normomarae poOUTH TPy peasbHICTIO TSt
TBOPYHX 1/IEH.

2. IligrpumMka Oarateox ruatdopm: Unity cogatky OyB noctynHuil anst Mac OS X, aje 3apa3 miarpumye
noHaz 25 iHmuX miathopM. Po3pobHukn MoxyTh posropraTi cBoi irpu Ha Android, iOS, koHCOMSIX Ta BEO-
IUIariHax, Mo poouTh IX TOCTYMHUMH ISl TPAaBLiB Ha OyIb-sIKOMY IIPHCTPO.

3. Po3poOka 2D-irop: Unity Bigomuii cBoero 3D-po3poOkoro, ajie BiH TAKOXK MA€ iHCTPYMEHTH J1J1sl CTBOPEHHS
2D-irop. Ocransi Bepcii Unity MatoTe BOyaoBaHuid 2D-ABHKOK Ta BEJINUKY 0i0JIi0TEKy pecypciB, 11O MOJIETLIYE
PpO3poOKy irop y ubomy opmari.

4. IlponBunyTa rpadika i penaepunr: Bizyanbhi edexTH, aki MoxHa gocart B Unity, BBaXaroTbCsl OAHUMHU
3 Halikpamux B raiy3i. [Hctpymentu, taki sik Shader Graph ta VFX Graph, no3BomnstoTe po3poOHHKaM
CTBOPIOBATH CKJIa/IHI IIEHIEpH Ta 3aXOIUII0I0YI Bi3yasibHi eeKTH.

5. CoineHoTa Ta migrpuMka: Unity Mae BeTUKy aKTHBHY CIUIBHOTY PO3POOHUKIB, sIKa JOMOMArae OIHE



OJIHOMY, JUTUTHCS 3HAHHSIMH Ta pecypcamu. Lle poduts podory 3 Unity mie npuemHimoro. [ 2]

VY nopiBusHHI 3 pymiiem Unreal Engine matdopma Unity mae Taki Henomiku:

1. llponykruBHicTts: [Buryn Unity Mmoxke OyTu MeHIII TpoAyKTHBHUM NopiBHAHO 3 Unreal Engine y Benmukux
MpoeKTax abo 3 BUCOKMM PiBHEM rpadiku.

2. 'padiuni moxxnuBocTi: Y nopiBHsauaHI 3 Unreal Engine, Unity Moxe MaTu MeH1Ii rpadiuyHi MOKIUBOCTI Ta
MEHII pealicTH4Hy rpadiky 3a 3aMOBUYBaAHHSIM.

Unity migrpumye aBi ocHOBHI MOBH crieHapiiB — C# i UnityScript. OO1IBi MOBH MatOTh BIACHHN CHHTaKCHC
i MoxJmBocCTi, ane C# crama JOMIHYIOUOI0 MOBOIO, SIKY BHKOPHCTOBYIOTH po3poOHuku Unity. Ha mouaTky
icayBanHs Unity, UnityScript Oysa 0CHOBHOIO MOBOIO CIICHApIIB, IKY BUKOPUCTOBYBaIH po3poOHuKU. OHAK B
octanHi poku Unity 3mictuB ¢okyc Ha C# sik MOBY clieHapiiB, siKiii HamaeThcsi mepeBara. Lls 3mina Oyma
CIpUYMHEHA HacamIlepesl MparHeHHsSM [0 CTaHIapTu3allii Ta 3pocTaidor mnomyssipHicTio C# y chiibHOTI
PO3pPOOHUKIB.

Kitouoi nepesaru C# nan UnityScript:

1. IIponykruBHicTh: C# € CTATUYHO THUITI30BAHOI MOBOIO, 110 03HAYAE, 110 BOHA YaCTO MOXKE 3a0€3MeUUTH
Kpallly IpOAyKTHBHICTb, HIK IWHAMIYHO THUITI30BaHi MOBH, Taki sik UnityScript.

2. CymicHicth: C# Nerko IHTErpyeThes 3 iHITUMH TEXHOJOTISIMU Ta 0i0Ii0TeKaMH, IO MOJIeriye poooTy 3
30BHIIIHIM KOJIOM Ta IHCTPYMEHTaMH.

3. Ilintpumka cninbHOTH: C# Mae BEIMKY Ta aKTHUBHY CHUIBHOTY PO3POOHHKIB, a II¢ O3HAYa€, IO JJIs
PO3pOOHUKIB, siKi BUKOPHCTOBYIOTH C# B Unity, JOCTyITHA BETMKa KUIbKICTh PECYPCIB Ta MiATPUMKH.

4. IMepcriextuBHicTh: Ockinbku Unity mpomoBxye HajaBaTy npioputer C#, MijIKoM HMOBIpHO, IO MalOyTHI
OHOBJICHHS Ta PYHKIIIT Oy 1yTh Olbie 30cepemkeni Ha C#, 1o 3a0e31eunTh 1 JOBIOBIYHICTD SIK MOBH CIICHAPIIB,
Ky 00uparTh po3podruku Unity [3].

BucHoBkn

CTBOpeHHSI MPOrpaMHOrO MOIYJS JUISI KOMIT FOTEPHOI TPH € BaXKIIMBOIO Ta TEPCIEKTHBHOIO TEMOIO IS
JOCII/DKEHHS Ta TPaKTHYHOTO 3aCTOCYBaHHs. Pe3ynbTath JaHoi poOOTH MOXYTh OYTH BHKOPUCTaHI JUIS
CTBOPEHHS HOBHX KOMIT FOTEPHUX irOp Ta MOJIMIICHHS ICHYIOUNX, a TAKOXK IS ITiABUIICHHS PiBHS MiATOTOBKH
(axiBIiB B Tamy3i po3poOKHM TporpaMHOro 3abesmedeHHs. IlpoBemeHuii aHaiiz iHTCPYMEHTIB PO3pOOKH
JIO3BOJINTh €(PEKTUBHO peali3yBaTH NPOrpaMHUKA MOAYJIh KOMIT'IOTEPHOI T'pH, SKAW BIAMOBITAE CydacHUM
BUIMOTaM ITpOBOi IHIYCTPii.

CITMCOK BUKOPUCTAHOI JIITEPATYPU

1. Video game statistics [Enexrponnuii pecypc]. - Pesxum mocrymy: https://www.statista.com/outlook/dmo/digital-media/video-
games/worldwide.

2. Unity for Game Development[Enexkrponnuii pecypc]. - Pexxum mocrymy: https://www.ixiegaming.com/blog/what-makes-unity-
popular-for-game-development/.

3. Are all Unity games written in C#? [Enexrponnuii pecypc]. - Pexxum gocrymy: https://datatas.com/are-all-unity-games-written-in-
cl.

Hazopnuii Muxaiino Pycnanoseuy — crynent rpymu 2KH-200, pakynpTer iHTeNeKTyaabHUX iH()OpMAIITHIX TEXHOIOT1H
Ta aBTOMAaTH3AIlii, Bigaunekui HaIllOHAJIbHUHA TEXHIYHUNA VHIBEPCHTET, M. Binaung, e-mail:
nagornijmihajlo3@gmail.com

Isanuyx Apocnae Bonooumupoeuu — 1. T. H., Tpodecop, mpodecop Kadempy KOMITIOTEPHHX HAyK, BiHHHIBKUN
HAI[lOHAJIbHUH TeXHIYHUN yHIBEpCUTET, M. BiHHUII.

Nahornyi Mykhailo R. — Faculty of Intelligent Information Technology and Automation, Vinnytsia National Technical
University, Vinnytsia, e-mail: nagornijmihajlo3@gmail.com

lvanchuk Yaroslav V. — professor of the Department of Computer Sciences, doctorof technical sciences, professor,
Vinnytsia National Technical University, Vinnytsia


https://www.statista.com/outlook/dmo/digital-media/video-games/worldwide
https://www.statista.com/outlook/dmo/digital-media/video-games/worldwide
https://www.ixiegaming.com/blog/what-makes-unity-popular-for-game-development/
https://www.ixiegaming.com/blog/what-makes-unity-popular-for-game-development/
https://datatas.com/are-all-unity-games-written-in-c/
https://datatas.com/are-all-unity-games-written-in-c/

	Результати дослідження
	Висновки

