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PO3POBKA ITPOBOI'O JIOJATKY IIJI ONEPALIIMHY CUCTEMY ANDROID HA UNITY3D

Unity — GararoriarpopMOBHii IHCTPYMEHT UIl PO3POOKH IBO- Ta TPUBIMHPHHUX IOAATKIB Ta irop, IO MpAIoe Ha
omepaniitaux cucremax Windows i OS X. Cropeni 3a momomororo Unity 3acTtocyBaHHsS MHpALIOIOTh MiJ CHCTEMaMH
Windows, OSX, Linux, Android, WebGL, iOS, BlackBerry, Tizen, XboxOne, Xbox360, PS3, PS4, PSVista, Windows Store,
Samsung TV.

Bynp-sikuit irpoBuii ABHTYH Hajgae Oe3mid (QYHKI[IOHATBHHX MOXIHMBOCTEH, SKi 3aCTOCOBYIOTBCA pI3HHX irpax.
PeanizoBaHa Ha LIbOMY JBHUTYHI Ipa OTpUMYE BCi Hi (pyHKIIOHAIBHI MOXXIJIHMBOCTI, KPIM TOTO, JOAAIOThCs ii BIAacHI irposi
pecypcH i ko irpoBoro creHapiro. OCHOBHI IepeBary mepes iHIMMHA IePeTOBUMHU IHCTpYMEHTaMHu po3pobk irop y Unity e:
MIPOXYKTUBHUH Bi3yalbHUI poOOYHii IIpoLec i MOTYKHA MiXKIIaT(OpMEHHA MiATPIMKA.

Pemakrop Unity mae mpoctuii Drag & Drop iaTepdeiic, sKuil Jerko HaNAIITOBYBAaTH, IO CKIATAETHCS 3 Pi3HUX BiKOH,
3aB/SKA YOMY MO)KHA MPOBOJHMTH HAJIaro/KEHHs TPU NMpSIMO B peraktopi. [IBuryH miarpumye Taki cueHapHi mosu: C #,
JavaScript. Ipoekt B Unity minuTbest Ha ciieHn (piBHI) - okpeMi (aiiim, Mo MICTATH CBOI irpoBi CBIiTH 3i cBOIM HaGOpOM
00'exTiB, clieHapiiB, 1 HamamTyBaHb. CIIEHH MOXYTh MICTUTH B c00i 5K, 00'eKTH (MOJIeNi), Tak i HOPOXKHI irpoBi 00'eKTH —
TO0TO Ti sKi HE MarOTh Mozeni. OG'eKTH, B CBOIO 4epry MiCTATh HaOOPH KOMIIOHEHTIB, 3 SKAMH i B3a€MOJIIOTh CKPHIITH.
Takox y HuX € Ha3Ba (B UNity nomnyckaeTbCs HasBHICTb ABOX i Ginblue 06'eKTiB 3 onHakoBuMy Hasamu). Tak, y Gyab-skoro
NPE/IMETa Ha CLEeHi 000B'I3KOBO NPUCYTHIH KommoHeHT Transform - Bin 36epirae B coGi KOOPAHATH MICLsl PO3TAIIYBAHHS,
MOBOPOTY 1 PO3MIpIB MO BCiX TPHOX OCAX. Y OO'€KTIB 3 BHIMMOIO T'COMETPIEI0 TAKOX 3a 3aMOBUYBAaHHSAM HPHUCYTHIH
kommoneHT Mesh Renderer, o poGUTs MOEIH BUAUMOIO.

I'pacdiunmii aeuryn Unity BukopucroBye crnemianbhuit HaGip APl (Application Programming Interface) dymkmii,
PO3pO0IICHHX AJIsI IPOCTOrO 1 €)EeKTUBHOTO BUPIIICHHS 3aBJaHb, OB'3aHKUX 3 IFPOBUM Ta Bimeonporpamysanusm (DirectX,
OpenGL, OpenGL ES). Iliarpumytotsess bump mapping, reflection mapping, parallax mapping, screen space ambient
occlusion (SSAO), nunamiumi Tini 3 BuKopucTaHHAM Shadow maps, render-to-texture Ta moBHoekpaHHi edekTu POSt-
processing.

Unity migrpumyroe o¢aiiin 3ds Max, Maya, Softimage, Blender, modo, ZBrush, Cinema 4D, Cheetah3D, Adobe
Photoshop, Adobe Fireworks ta Allegorithmic Substance. B irposmii mpoekt Unity moxHa iMmopTyBatu 06'€KTH HHX
Iporpam Ta poOMTH HAJIAIITOBYBAHHS 3a TOTIOMOTO0 rpad)idHOro iHTepdeiicy.

CkpuIITOBa CHCTEMA IrpOBOTO pyIrist 3pooieHa Ha MON0 — BinbHUE BigkpuTHil poekT 3 peamizanii .NET Framework.

Iporpamictu MOXxyTh BuKOprcTOBYBatd UNityScript (BiacHa ckpuntoBa MoBa, noaioHa a0 JavaScript ra ECMAScript),
C# a6o Boo (moBa nporpamyBanHs1, moaioua o Python).

VY Unity3d icHye wiaui psa mopiil, sKi BUKOHYIOTHCS B TEBHOMY mopsaky. HacTymHi (yHKIIT BHKIHKAIOTHCS HPH
3aITycKy cleHH (OIMH pa3 Ui KOKHOTO 00'€KTa B CIICHI):

1. Awake: ¢yHKIis 3aBKAH BHUKIHKAEThCS mepel Oymb-skuMu (yHKmisMu Start, a TakoX TINBKH MiCHs TOTO, SK
ctBopeno ex3emimisap prefab (sxkmo GameObject HeakTuBHMI MMix yac 3amycky, QYHKIS HE BHKIHUKAETHCS, MOKU
00’€KTHE CTaHe aKTHBHUM);

2. OnEnable: ¢pyHKIisI BUKIHKAETHCS TITBKH ITICIS TOTO, SIK 00'€KT aKTHBYETHCS;

3. OnLevelWasLoaded: mozist HacTae mpu 3aBaHTAKCHHI CIICHH.

Ilepen nepiminM BUKIMKOM Update HacTae mofis Start nuiie Ko 00’ €KT aKTHBOBAHO.

OnApplicationPausena crae mMix kaapamu, napaMmeTp QyHKIIIi BKa3ye Ha Te, 4u rnepedyBa€e JI0/1aTOK B CTaHi Mays3H.

Jluist noOyIOBH OCHOBHOI JIOTiKK IPU BUKOPUCTOBYIOThCs (GyHKIiT Update:

FixedUpdate. ®ynxis BuKiInKaeThest (hikcoBaHy KiJbKICTh pa3 Ha Kaap HesanexxHo Bix FPS (wacrime uum pimmre).
Micas FixedUpdate BinGyBaeThest po3paxyHOK (I3HKH TPU;

2. Update. ®yHKIIis BUKIHKAETHCS Opa3y XK Miciisi 00poOKH BXIJHUX JAHHX 3 YaCTOTOO BiAMOBiqHOIO 10 FPS;

3. LateUpdate. Tlomis wmacrae micis 3aBepuieHHs Bcix Update. 3py4HO BHKOPHUCTOBYBATH JJIsi 3MIiHH MO3HINI Ta
MIOBOPOTY KaMepH BiJ| 3-TO JIHILIS.

Host pucynky GUI Bukiukaetsest Gpynkuis OnGUI (BUKIMKAEThCS ACKiIbKa pasiB Ha Ka/p).

Oynkuii yield BukopucroByrothess s 06poOku migmporpam, ockinbku jpomartox Unity3D BukoHyeThCs B OIHOMY

norowi. OnDisable nactae npyu neakrusaiii 06’ exra. OnAppllcatlonQUIt BUKJIMKA€ETHCS TIPU 3aBEPUICHHI POOOTH A0JATKY.

I'pa B Unity ckiajaeTbest 3 NEKUIbKOX CIEH, KOXHA 3 sKMi MicTuTh 06’ektu Ty GameObject. O6‘extu Ha cueni
CKIaJIaloTh iepapxiuHy cTpykrypy. GameObject — ocnoBHuii knac s Beix 06’exris Ha cueni. Koxnuii GameObject mae
nekingpka komrnoHeHTiB (Component), mo npueJHaHHI 1O HBOTO.

O6oB’s3k0BHii KoMIoHeHTOM € transform. Transform mictuts mani mpo aGCOMOTHY MO3HUIII0 00’ €KTa Ha CIICHI, TTO3HILIO
BITHOCHO OaThbka, po3Mmip 00’€kTa, aOCOSIOTHHN MOBOPOT 00’€KTa B CIIEHI Ta MOBOPOT BiAHOCHO Oarhbka. KommoHeHTH
peaizyroTh JIOriKy rpu. s CTBOpPEHHs BIACHOIO CLEHApil0 HeoOXiJAHO yHacnimyBaTtucs Bix kinacy MonoBehaviour, mo €
KOMIIOHEHTOM Ta MOke OyTH NPHEIHAHUI 10 irpoBOTO 00’ €KTa Ha CIIEH.

HoBu3Ha naHoro mpoekTy MoJsIrae B peatizallii MaKCUMaIbHOI KiJbKOCTI TEXHOJOTIH OomTHMi3allii, mpu MiATPUMII HA
BUcokoMy piBHi rpadiku i Ul / UX nusaiiny.
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