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UNITY3D SIK YHIBEPCAJILHUIT IHCTPYMEHT PO3POBKU
ITPOBUX JOJATKIB

BinHUIBKMI HalllOHATFHINA TEXHIYHUH YHIBEPCUTET

AHoTanis

B 0onosioi ananizylomecs nepesacu i2pogozo dsuzyna Unity3d: npodykmuenuil eizyanvnuii pobouuil npoyec i
midicnrameopmenna niompumxa. Hasooumscsi cmpykmypa 000amky, po3ensioaiomscsi OCHOGHI 00 'ekmu i2po8oi cyeHu.
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Abstract

This article describes the benefits of the game engine Unity3d: productive visual workflow and cross-platform
support, the structure of the application, the main objects of the game scene.
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3a octaHHI pOKH 3'IBHIIOCS 0e311id IHCTPYMEHTIB Ui po3poOku irop. IIpoananizoBaHO oAWH 3 HOBIMIKX i
MOTY>KHIIIUX TPEACTaBHUKIB IbOTO ciMelicTBa. JJomaTok Unity siBisie co6oto mpodeciiiHuii irpoBuil IBUTYH,
SIKM BUKOPUCTOBYETHCS B CTBOPEHHI Bimeoirop it pisHHX mmiargopM. Lle iHCTpYMEHT, SKHM HIOIHS
KOPHUCTYIOThCSI JOCBITYEHI PO3POOHMKH, & TaKOXK OJHMH i3 JOCTYIHILIMX 1HCTPYMEHTIB Ui HOBaukiB. Jlo
HEJaBHHOT'O HaCy JIOAWMHA, SKa BHPINIMIA HABYUTHCS MPOTPAMyBAaHHIO irop (0COOIWBO TPUBHUMIPHHX),
BiJIpa3y * CTHKaBCS 3 0€3TUdi0 CepHO3HUX MEPEIIKo, B TOW Yac sk iHCTpyMeHT Unity JO3BOJUB 3HAYHO
TOJICTIIIMTH KUTTS HOBaukam [1].

CtBOpeHHsI Bifeoirop B CBOii OCHOBI HE BINpI3HIETHCSA BiJ HamMHMCaHHA Oyab-akoro iHmoro I1O.
31e01IbIoro BiIMIHHOCTI BUSBISIOTHCS B KIJIBKICHIN IMiomuHi. ['pa OUThII iHTEpaKTUBHA, HIK OUTBIIICTH
BeO-CaifTiB, a 0TXe, MOTPIOHO 30BCIM IHIIMIA THI KOy, ajie PU [[LOMY B 000X BHIIQJIKax OyAyTh 3ajisHi
noi0HI HaBuYKH 1 iporiecu [1].

Bynp-sxwuii irpoBwii NBUTYH Hajae 0e37id QyHKIIOHATFHUX MOXIMBOCTEH, SKi 3aCTOCOBYIOTBCS B Pi3HHX
irpax. PeanmizoBaHa Ha 1BOMY JBUTYHY Ipa OTPHUMY€E BCi Ii (YHKI[IOHAIBbHI MOJIHBOCTI, KpiM TOTO,
JIOJIAt0ThCS i BJIACHI irpoBi pecypcH i KoJ irpoBoro cueHapito. Unity npornonye mMoaenoBaHHs (Qi3HuHHX
CepeIOBHIL, KapTH HOpMaJiel, 3aropo/KEHHSI HaBKOJIMIIIHBOTO CBITY B eKpaHHOMY mpoctopi (Screen Space
Ambient Occlusion, SSAO), aunamivHi TiHi, Toro [1].

[oniO6Huit Hablp (GYHKIIOHANEHUX MOXIUBOCTEH € B OaraThOX irpoBHX JABUTYHIB, ane y Unity € aBi
OCHOBHI IepeBary mnepej iHIMMH TepeJOBUMU IHCTPYMEHTaMH PO3POOKH irop: MPOAYKTUBHUHN Bi3yanbHUI
pobounii mporiec i MOTyKHa MiXKILIaTGoOpMeHHa miaTpumMka [ 1].

BizyaneHuit pobounii mporec BUIIIsSE JaHUH IHCTPYMEHT 3-TI0cepe]] 1HIIMX CEePEeZIOBHUII PO3POOKH irop.
YacTrHa IHCTPYMEHTIB pO3pO0KH irop 4acTo SIBISIOTH COOO0I0 CYKYIHICTh PO3Pi3HEHHX YacTHH, sIKi MOTPiOHO
KOHTPOJIIOBAaTH, 4u 0i0mioTeKy, uisi poOOTH 3 SKOI MOTPiOHO HaNAIITOBYBATH BJIAacHE I1HTErpOBaHE
CEpEeIOBHIIE PO3POOKH, MIpoIec 30MpaHHS MHPOCKTy, Toimo. PoOoumii mporuec B Unity npuB'sizaHuii 10
pETENIbHO MPOJYMaHOTO BI3yadbHOTO peENaKTopy. Pemaktop Hajae MOXJIHMBICTH KOMIIOHYBAaTH CICHU
Maii0yTHROI TpH, MOB'A3YIOUM irpoBi pecypcH 1 Koj B iHTepakTHBHI 00'ekTH. BiH 103BOJs€ IIBHUAKO 1
pauioHaJbHO CTBOpIOBATH NpodeciiiHi Ipu, 3a0e3Meuylodd BUCOKY NMPOAYKTHUBHICTH Mpali po3poOHHUKIB i
HAQ/Ial0YM B 1X PO3MOPSPKEHHS BUUYEPITHHUN MEpeiK Cy4acHHUX TEXHOJIOTiH B obnacti Bijeoirop. Pemakrop
J03BOJIsIE pefaryBatu 00'€KTH B peIakTopi i pyXxaTH €JIeMEeHTH B CIEHI mpu 3amymueHid rpi. Unity namae
MO>KJIMBICTh HAJALITOBYBAaTH PENAKTOpP 3a JOIMOMOIOI0 CIIeHapiiB, IO IOJAal0Th HOBI (PyHKIiOHATBHI
MOXJTHBOCTI 1 €JIEMEHTH MEHIO 110 iHTepdeiicy [1].

Unity migrpumye mactymai maardopmu: Windows, OSX, Linux, Android, WebGL, iOS, BlackBerry,
Tizen, Xbox One, Xbox 360, PS3, PS4, PS Vista, Windows Store, Samsung TV [1].

LIBuIKICTh BUKOHAHHS TPU BUMIPIOETHCS B KUTBKOCTI KapiB 3a cekyHay (FPS — frame per second). Ha
pucyHKy | HaBeleHO CTPYKTYpY Kajpy rpH, peanizoBanoi Ha Unity3D [2].
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Pucynoxk 1 — Ctpykrypa kaapy Unity3D

VY Unity3D icHye wijuii psit MOii, SKi BAKOHYIOTBCSI B TIEBHOMY MOPSIIKY [2].
HactymHi GyHKIIIT BUKINKAIOTHCS TIPH 3aIIYCKY CIEHH (OJMH pa3 JuIsi KOXKHOTO 00'€KTa B CIIEH1):



1. Awake: QyHKIiS 3aBXKIM BUKIHUKAETHCS IMepes Oyab-aKuMU (QyHKIisMUA Start, a TaKoX TLUIBKH
MICII TOro, K cTBOpeHo ek3eMinisip prefab (sxmo GameObject HeaKTHBHMIA ITif Yac 3aIycKy,
(bYHKIISI HE BUKJIUKAETHCS, TIOKH 00 €KT HE CTaHE aKTHBHHM).

2. OnEnable: ¢pyHKIIisI BUKIUKAETHCS TUTBKH TICHIS TOTO, IK 00'€KT aKTUBYETHCSI.

3. OnLevelWasLoaded: moxist HacTae npu 3aBaHTakeHHi ciieHn [2].

Iepen meprmMm Bukukom Update macrae momist Start muime sIKimo 06’ €KT akTHBOBaHO [2].

OnApplicationPause Hactae mMix Kaapamu, mapamerp (QyHKLii BKa3ye Ha Te, 4 mepedyBae JOJaTOK B
crani maysu [2].

Jlnst moOy10BM OCHOBHOT JIOTIKK TPU BUKOPHCTOBYIOThCs GyHKIl Update:

1. FixedUpdate. dyHkuis BUKIHKAEThcS (DIKCOBaHY KUIBKICTh pa3 Ha Kaip He3anexxHo Bijg FPS
(vactime yum pigme). [Ticns FixedUpdate BinOyBaeTbes po3paxyHOK (i3UKHU TPH.

2. Update. ®yHKIliSi BHKJIMKAE€ThCS OApa3y K Iicias OOpOOKH BXIHHX ITaHUX 3 YaCTOTOIO
BinnosigHoro no FPS.

3. LateUpdate. [Toxis HacTae micns 3aBepiueHHs Beix Update. 3py4Ho BUKOPHCTOBYBATH JJIsl 3MiHH
MO3UIIiT Ta MOBOPOTY KaMepH Bif 3-ro i [2].

Jnst mpoprcoBku GUI Bukimkaetsest GyHkiiss OnGUI (BUKIHKA€ThCs eKibKa pa3iB Ha Kaap) [2].

Oyukii yield BUKOPUCTOBYIOTHCS AJ1s1 0OpOOKH MiAmporpaM, OcKiiabku noaarok Unity3D BUKOHYeThCS B
oJHOMY TOTOII [2].

OnDisable nacrae npu neaxkruBarii 06’exra [2].

OnApplicationQuit BUKIHKAETHCS P 3aBEPIICHHI pOOOTH A0AaTKY [2].

I'pa B Unity ckinamaeThcst 3 IEKUIBKOX CIICH, KOXKHA 3 KUK MicTUTh 00’ ekTH Ty GameObject. O0‘exTu
Ha CIIEHI CKJIANaloTh iepapxiuHy cTpykrypy. GameObject — ocHOBHHWI Kiac AJsi BCiX O0’€KTIB Ha CIICHI.
Koxnuit GameObject mae aekinbka komnoHeHTiB (Component), 1o npueaHanHi 10 Hboro. O00B’I3KOBU
KoMIoHeHTOM € transform. Transform MicTUThH AaHi PO aOCOJIOTHY IMO3UILI0 00’€KTa Ha CIICHI, MMO3UILII0
BiIHOCHO OaThKa, po3Mip 00’€KTa, aOCOMIOTHHUI MOBOPOT 00’€KTa B CIIEHI Ta MOBOPOT BIAHOCHO OaThKa.
KommoneHnT peani3yroTs JOTiKy TpH. [[1s1 CTBOPEHHS BIACHOTO CIIEHApit0 HEOOXiTHO YHACIHiTyBaTHUCS Bif
kiacy MonoBehaviour, 1110 € KOMIIOHEHTOM Ta MOXKe OyTH MTPUETHAHMIA J0 iITpOBOro 00’ €KTa Ha CIIeHi [3].

IrpoBuit  mBuryn Unity3D € yHiBepcaJlbHUM JBUTYHOM [UIi PO3POOKM IrpOBHX JOJATKIB,
MDKIUTaT(OPMEHHUM Ta JIETKUM Y BUBYCHHI Ta BUKOPHCTAHHI.
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