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PO3POEKA ITOP IIJT ONEPAIIIHHY CUCTEMY ANDROID HA UNITY3D

Unity — GararommatpopMOBHii IHCTPYMEHT ISl PO3POOKH IBO- Ta TPUBIMHPHHMX JOJATKiB Ta irop, mo IpAIoE Ha
omepartitinux cucremax Windows i OS X. CtopeHi 3a momomororo Unity 3acTocyBaHHS TPAIFOIOTH i cuctemamu Windows,
OSX, Linux, Android, WebGL, iOS, BlackBerry, Tizen, XboxOne, Xbox360, PS3, PS4, PSVista, Windows Store, Samsung
TV.

Bynp-sixkuii irpoBui JABHUTYH Hajmae Oe3iu (QYHKIIOHATBHUX MOXKJIMBOCTEH, SKI 3aCTOCOBYIOTHCSIB PI3HHMX irpax.
PeanizoBana Ha 1bOMY JABHTYHI I'pa OTpHUMY€ BCi I (PyHKLIOHAIBHI MOMIIMBOCTI, KPIM TOTO, JOJAIOTHCS ii BJIACHI irpoBi
pecypcH 1 koJ irpoBoro crieHapito. OCHOBHI IepeBaru Iepe] iHIIMMHU NepeJOBUMH IHCTPyMEHTaMH po3poOku irop y Unity e:
NPOIYKTUBHUI Bi3yaJIbHUI POOOUMIA poLieC i MOTYKHa MKIUIATGOpMEHHA MiATPUMKA.

Penaxtop Unity mae mpoctuit Drag & Drop inTepdeiic, skuif JeTk0 HAJAIITOBYBATH, MO CKIAJAETHCS 3 PI3HUX BIKOH,
3aBIAKA YOMY MOXKHA NPOBOIWTH HANAroPKEHHS TpU HPsSAMO B penakropi. [IBUTYH minTpumye Taki cueHapHi moBu: C #,
JavaScript. Ilpoektr B Unity minmutbes Ha cueHH (piBHI) - OKpeMi (aifm, o MICTATh CBOi irpoBi CBITH 3i CBOiM HaOOpOM
00'exTiB, cueHapiiB, i HamamTyBaHb. CIIEHH MOXYTh MICTHTH B c00i sIK, 00'€eKTH (MOJei), TaKk 1 TOPOXKHi irpoBi 00'eKTH —
T0OTO Ti sKi He MaloTh Mozaeri. O0'eKTH, B CBOIO Yepry MiCTATh HAOOPM KOMIIOHEHTIB, 3 SKHMHU 1 B3a€MOIIIOTH CKPHIITH.
Takox y HUX € Ha3Ba (B Unity HomycKaeThCcs HasiBHICTH TBOX i OibIie 00'€KTIB 3 OJHAKOBUMH Ha3BaMH). Tak, y OyIb-IKOTO
npeaMeTa Ha ClieHi 00O0B'sI3KOBO MPUCYTHIH KoMIOHEeHT Transform - BiH 30epirae B co0i KOOpJMHATH MiCIsl PO3TalllyBaHHS,
MOBOPOTY 1 PO3MIPIB MO BCiX TPHhOX OCSX. Y OO'€KTIB 3 BHIUMOIO TCOMETPIEI0 TAKOXK 32 3aMOBUYYBAHHSM MPHCYTHIN
xomroneHT Mesh Renderer, 10 po6uts Mozens BumumMoro. ['padiunuii neuryn Unity BukopuctoBye criemiansauit Habip API
(Application Programming Interface) dbyrxkuiit, po3pobieHux st TpocToro i eheKTUBHOTO BUPINICHHS 3aB/IaHb, MOB'I3aHUX 3
irpoBuM Ta BimeonporpamysanusM (DirectX, OpenGL, OpenGL ES). Iliarpumyrotsecs bump mapping, reflection mapping,
parallax mapping, screen space ambient occlusion (SSAQO), auHamiuHi TiHi 3 BuKkopucTanusm Shadow maps, render-to-texture
Ta MOBHOEKPaHHi eexTu POSt-processing.

Unity migrpumytoe ¢aiinu 3ds Max, Maya, Softimage, Blender, modo, ZBrush, Cinema 4D, Cheetah3D, Adobe
Photoshop, Adobe Fireworks ta Allegorithmic Substance. B irposuii mpoexT Unity Mo)Ha iMIIOPTYBaTH 00'€KTH UX HIPOrpam
Ta poOUTH HANAIITOBYBAHHS 3a JONOMOTO0 rpadidaoro inTepdeticy. CkpunroBa cucTemMa irpoBoro pyuis 3podieHa za Mono
— BinmbHUH BigkpuTHii mpoekT 3 peamizarii .NET Framework.

[Mporpamictit MOKyTh BuKOpHcTOBYBaTH UnityScript (BmacHa ckpumroBa MoBa, noaibua g0 JavaScript ta ECMAScript),
C# abo Boo (moBa mporpamyBanHs, moaiona go Python).

VY Unity3d icHye winuii psg mofii, siki BUKOHYIOThCS B IIEBHOMY mNopsinky. HactymHi ¢yHKIIT BUKIMKAIOTBCS TIPU 3aIlyCKy
ClieHH (OJIMH pa3 T KOXKHOTO 00'ekTa B ciieHi): 1) Awake: QYHKIIis 3aBKIM BUKITHKAETHCS Tiepet Oyap-kuMu QyHKIfisMu Start, a
TaKOXK TUIBKH ICIS TOro, sK CTBOpeHO ek3eMmmunip prefab (sxmo GameObject HeakTHBHMEU mim yac 3amycky, GYHKINS He
BHKJIMKA€THCS, TIOKK 00’ €KTHE cTaHe akTHBHUM); 2) OnEnable: GyHKIlis BUKIUKAETHCS TUTBKH TICIS TOTO, SIK 00'€KT aKTHBYETHCST; 3)
OnLevelWasLoaded: noxist HacTae py 3aBaHTAXKEHHI CIICHH.

Iepen mepmum Bukmukom Update HacTae momist Start muimre koo o0’ekT aktiuBoBaHO. OnApplicationPause Hactae Mix
KaJpamu, napamerp (QpyHKLIl BKa3ye Ha Te, YH nepedyBae JOJaTOK B CTaHI May3H.

st moOyI0BH OCHOBHOI JIOTiKM Ipu BukopucToBytoThest (yHkiii Update: 1) FixedUpdate. DyHKIlisS BUKIMKAETHCS
(hikcoBaHy KIBKICTh pa3 Ha Kaap HesanexkHo Bixm FPS (wactime um pimme). ITicas FixedUpdate BimOyBaeTbess po3paxyHOK
¢isuku rpu; 2) Update. @yHKIIiST BUKITHKAETHCS 0pa3y XK Micis 0OpOOKH BXiIHUX TaHUX 3 4aCTOTOO BiamoBimHowo 1o FPS; 3)
LateUpdate. ITozis nacrae micinst 3aBepuieHHs Bcix Update. 3pydHO BUKOPUCTOBYBATH ISl 3MIHH MO3HIIIT Ta TOBOPOTY KaMepH
BiJ] 3-T0 ML

Just pucynky GUI Buxiinkaerses ¢yskuist OnGUI (BuKiHMKaeThes JeKisibka pas3iB Ha Kajp).

Oynkuii yield BUKOpUCTOBYIOTHCS Ut 00pOOKH Mianporpam, ockijabku goaatok Unity3D BUKOHY€ETbCS B OJJHOMY ITOTOLII.
OnDisable Hactae npu neakruBalii 00’ekra. OnApplicationQuit BUKIIMKa€ThCs IPH 3aBEpLICHH] POOOTH 10JaTKY.

I'pa B Unity ckmamaeTbcs 3 JEKUTBKOX CIEH, KOKHA 3 SIKMM MicTUTh 00’ektu Ty GameObject. O0‘€kTH Ha CIeHi
CKJIQJIAIOTh iepapXiuHy cTpykTypy. GameObject — ocHoBHuIT Kiac it Bcix 00’ekTiB Ha creni. Koxuuit GameObject mae
Jekinbka koMroHeHTiB (Component), 1110 IpHEIHAHHI 10 HBOTO.

O60B’s3k0BHI KOMIOHEeHTOM € transform. Transform mictuts nani mpo aGCOMOTHY MO3HUII0 06 €KTa Ha CIIEHI, TO3HUIII0
BiJTHOCHO 0aThKa, po3Mip 00’€KkTa, aOCOMOTHUH TTOBOPOT 00’ €KTa B CIIEHI Ta MOBOPOT BiTHOCHO OaTthka. KoMmoHeHTH
peanizyroTh JOTiKy Tpu. st CTBOPEHHS BIACHOTO CIIeHapir0 HEOOXiTHO yHAcHigyBaTHCs Bix kiacy MonoBehaviour, mo €
KOMITOHEHTOM Ta MOXke OyTH ITpUETHaHUM 10 irpoBoro 00’ekTa Ha crieHi. HoBH3HA TaHOTO NPOEKTY 3aKIII0YAETHCS B
peaizanii MAaKCHMAaIbHOT KiJIbKOCTI TEXHOJIOTIH ONMTHMI3aIlil, TPy TiATPUMII Ha BUCOKOMY piBHi rpadiku i Ul / UX nuzaiiny.
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