YK 004.514:04.946 DOI: https://doi.org/10.30837/1YF.11S.2024.861

PO3POBKA I'PH HA ITPOBOMY PYIIII UNITY
€nrumes I1. 1.
HaykoBuii kepiBHUK — K.T.H. CuTHiKOB /[. E.
XapKiBChbKHI HALIIOHAJILHUN YHIBEPCUTET paJiloeneKTpoHiky, kad. KH
M. XapkiB, YKpaina
e-mail: pavlo.ieltyshev@nure.ua

The report goes over a number of reasons why | chose Unity to develop a
2D platformer. | will receive a reliable game engine that will help quickly and
efficiently realize all my ideas. This engine has a lot of features that help you
create a new game from scratch. It uses the C# programming language, which
makes it ideal for beginners and experienced programmers alike. Unity supports
most platforms and has a large number of assets, which greatly simplifies the
development process of any game and a large active community that helps
developers solve problems.

Y Ham 4Yac JOCUTHh TMOMYJSPHUM BHJOM BIANOYMHKY Ta PO3BaXKaHHS €
OHJIAWH-ITPU. Y HUX JIIOJM MOXKYTh IPOBOJUTH BUIBHUI Yac, a00 MOTPEHYBaTH
CBOIO KMITJIMBICTh, JIOTIKY Ta YBaXHICTb. Mosi rpa Oyne po3poOisiTUCh Ha
irpoBomy pyiii Unity.

Unity — me oauH 3 HaWOOMyJSPHIMIKMX IrpoBHX pymiiB. Bix
BUKOPHUCTOBYETHCS JJISI CTBOPEHHsI irop Ta mpoekTiB y 2D ta 3D [1]. Unity mae
BEJIMKY KUTBKICTh (PYHKIIH, SIK1 JOIMOMAararoTh CTBOPUTH HOBY Tpy 3 Hyss [1].
Bin BukopuctoBye MoBy mporpamyBaHHsi C#, 1m0 poOUTh MOTO i/1eaTbHUM JIs
MOYATKIBIIB Ta JOCBIMYeHHX mporpamicTiB [4]. Unity Takok Mae BEIUKY
aKTUBHY CHUIBHOTY, IIO JOMOMAara€ po3poOHUKAaM BHUPINIYBaTH MpoOJIeMHU Ta
aiitucs igesmu. [linrpumye OuIbIIICTh IATPOPM Ta MA€ BEJIHMKY KIIBKICTb
aKTHUBIB, I[0 3HAYHO CIIPOIIYE MPOIeCc po3poOku 10001 rpu.[2] O6pasmu Unity
i po3podku 2D-mmatdopmepa, s OTpUMar0 HaAIWHUN 1ITPOBHUH pyIIiH, SIKU
JOTIOMO2K€ IIBUJIKO 1 €(PEKTUBHO pealli3yBaTH yCi MOi 17€ei.

Kpim mepepaxoBaHOro BHILE, € 1€ PsI TOAATKOBUX MPUYHH, 3 IKUX BapTO
BUOpatu came 1iei pymriii. Came depes e Unity € BigminauM Budopom st 2D
IpU.

[IporotunyBanusi: Unity Mae I1HCTpYMEHTH [UIsi LIBUJIKOIO CTBOPEHHS
MPOTOTHUITIB ITOP Ta IHTEPAKTUBHUX Bi3yasli3allii.

Texnonoris Sprite: Unity m03BoJisie HaNAITOBYBAaTH Ta ONTHUMI3yBaTH
rpadiuni pecypcu mia 2D-mipoexTiB. Sprite — 1ie Tumn 2D-akTuBy, KU MOXXHA
BUKOPUCTOBYBATH y MPOEKTi. BiH Moxke moxoautu 3 ¢aiiry, CTBOPEHOTO M03a
Unity, nanpukinaza, 3 ayaiodaiiny abo 3o00paxeHHs. TakoX MOXHA CTBOPUTH
JesKl TUIIM aKTUBIB, K ayaioMikuiep abdo TekcTypa peHaupuHry. Unity mae
crenlajgbHl TEXHIKM JUIsl 00’€HAHHSA Ta KEpyBaHHS TEKCTypaMu Sprite is
e(eKTUBHOCTI MiJ Yac po3poOku. Bu Moxere BUBYATH, SK HANAIITYBaTH Sprite
Ta KepyBaTM HHUMM 3a JONOMOIOI0 pI3HUX KOMIOHEHTIB. Unity 103BoJsi€
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ONTHUMI3yBaTU MPOJYKTUBHICTh BlA€ONaMm STl y MPOEKTI 3a JOMOMOIOK Sprite
Atlas. IIi ocobmuBOCTI pOOIATH TEXHONOTIIO Sprite HaA3BUYANHO TMOTY>KHUM
THCTPYMEHTOM 1l po3po0ku 2D-irop.[3]

[linTpumka MOOUTBHUX 1rop: MoOuUIbHI irpy B KaHpax, SK-OT
rOJIOBOJIOMKH, apKaau, 3a3Buyail cTBoproroThess B 2D. Unity e migepom y
po3p0o011i MOOUTIBHUX 1TOP.

2D-mutardopmep — 11e KaHp BiJICOIrOp, B SIKOMY TOJIOBHA METa IOJISTAaE B
TOMY, 1100 TEpeMilaTH TOJOBHOTO TIeposi MK pI3HUMHU IaTGopMamMu Ha
ekpani. [li irpm XapakTepu3ylThCs PIBHIMU 3 HEPIBHUM peibedhoM Ta
MiABIICHUMHU TUIaThOpMaMu pi3HOT BHUCOTH, $Ki BHUMAararmTh CTPUOKIB Ta
Ja3iHHS JJIs TIepecyBaHHs. [HI akpoOaTHYHI MaHEBPU MOXYTh BIUIMBATH Ha
reiMIuiel, Taki K mepecyBaHHs 00 €KTiB, 00XiJ HEOE3MeYHUX MEePEelIKo] YH
HATUCKAHHS KHOTIOK.

Leit >xanp irop OyB 3aBXAM Qy’K€ NOMYJSIPHAM Ta MOTPiIOHKUM, came TOMY A
oOpaB came Horo. Beaxkaro, mo oOpaBmu came Unity sk pymmiid — s 3MOXKY
3poOWUTH 1HHOBAIlIHY TPy, fKa Oyae HE TUIHKU IIKaBOKO, a 1 KOPUCHOK IS
PO3BUTKY Yy Pi3HUX HaBUYKaX.
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