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PO3POBKA TPUBUMIPHOI'O ITPOBOI'O JOJATKY 3
BUKOPUCTAHHSAM TEXHOJIOT'TI UNITY3D I PEAJIIBAIIIEIO
CKPIIITIB HA C# TA JAVA

Anomauyia. Y cmammi 00Cioxceno MeEXHONO2HO, WO 0A€ MONCIUBICIND
po3pobumu ma nHanucamu eéiacry 3D epy 3a donomozoio 3acobie Unity3D 4.6.
Obepynmosano moxciugicmes  yYiei  MexHono2ii  83aemMooiamu 3  PisHUMU
onepayitinumu cucmemamu. Buceimueno ckraonicme 6 nanucanni ma peanizayii
611ACHO20 NPOSPAMHO20 Npodykmy. IIpedcmaesneno memoouxKy CmeopeHHst CyeH
Ha OcHO8I 6a3zu 006 €Kmi6. 3anponoHOBanO an2opUMM HANUCAHHIL CKPINMIB, WO
peanizyiomn 102iKy 63a€MO0IL 3 0OUUCTIOBATLHUM SOPOM CUCTHEMU.

Kniouosi cnosa: Unity 4.6., mexnonocis, 3D epa, cyena, ckpinmu, o6’cxmu,
inmepdeiic.

Annomayusn. B cmamve uccnedosana mexHon02us, Komopas 0aem 603MO*CHOCHb
paspabomanmsv u Hanucans coocmeennyio 3D uepy ¢ nomowwio cpedcms Unity3D 4.6.
O00CHOBAHA BOIMOHCHOCHTL IMOU MEXHONOSUI B3AUMOOCTICINBO8ANTL C PATIUYHBIMU
ONEPaYUOHHBIMU CUCTEMAMU. Bucgvimuena ciosxcHocmy 6 Hanucanuy u peanusayui
COOCMBEHHO20 NPOSPAMMHO20 npodykma. lIpedcmagieno Memoouxy co30anus
cyeH Ha ocHoge baszvl 006vbekmos. IIpednodcer aneopumm HanuCanus CKpUnNmos,
Peanu3yIouux 102UKy 83aumMoOeicmaust ¢ 8bI4UCTUMETbHBIM A0POM CUCTIEMD.
Knrwouesvie cnosa: Unity 4.6., mexnonozeus, 3D uepa, cyena, ckpunmeol, 00vexmel,
unmepgelic.

Annotation. This article deals with investigation of the possibilities of technology
that makes it possible to develop and write your own 3D game by means of
Unity3D 4.6. The ability of this technology to interact with different operating
systems is substantiated. Difficulty in writing and performing own software is
shown. Creation of scenes from database objects are presented. Writing scripts
that implement the logic of interaction with computational kernel are also given.
Keywords: Unity 4.6., Technology, 3D game, scene, scripts, objects, interface.

Po3BHUTOK irpoBOro pMHKY y HallOMy CTONITTI HEOIMIHHO Hae y mapi 3
PO3BHUTKOM Pi3HOMAHITHMUX TEXHOJIOTiH, 30kpemMa KoMm'toTepHux. OnHy 3 Taknux
TexHONOriii 1 Oynme mpeAcTaBieHO B HAmIBIM CTAaTTi, VI peai3oBaHOl
TPHOXBUMIPHOI KOMIT FOTEPHOI TPH.



Coromui icHye Oe3iid TpOTpaMHUX JOAATKIB, OJHUM 3 BHUJIB, SKUX €
KOMITTOTEpHI irpH (Bizeoirpu). Bineoirpyu cramy HaHOUTBII NIBUIKO 3pOCTAIOUNM
CErMEHTOM CBiTOBOI iHIyCTpii po3Bar. MIMOBIpHO OJHA TaTy3h eKOHOMIKH 3a
TaKUi KOPOTKUI TepMiH HE NepeXHiIa HACTIIIBKK 0araTo MOTPSCIHb | TEXHIYHUX
peBodtrorii [1].

CpOrofiHIIIHI TEMI KOMIT'IOTepH3alii IepeBUIyIOTh TEMITH PO3BUTKY BCiX
iHmmx ramyseil. CydacHa IIIOAMHA TIOYMHAE B3a€EMOJIATH 3 KOMITIOTEPOM
MOCTIHHO — Ha po0OTi, BAOMa, Yy MalinHi ¥ HaBiTh y jitTaky. Komm'totepHuit
MPOCTIp TIOCTIHHO OHOBIIIOETHCS HOBUMH, JIOCKOHQJIINIMMH TpOrpaMam,
301IBLIYETHCSl IBUIKOMIS MPOIIECOPiB, 00'€M Ta MIBHIKO/ISL HOCITB 30epesKeHHs
mam'sTi. Y 1iil TeXHONOrYHIH OOpOTHOI HE OCTAaHHE Miclle 3aiiMarOTh KOMITOTEpHI
irpH, 110 BUHHUKIIM Pa3OM 3 TIOSIBOIO KOMIT IOTEPIB.

Komm'toTepHi irpu Bigpa3y 3HaWIDIM BEMUKY KUTbKICTh MPUXWIBHUKIB. BoHN
3 JUTAYUX POKIB CYNPOBOMKYIOTH MiJPOCTaroye IMOKOIIHHS, MOMNIMIIYIOYH
IIBUAKAN PO3BUTOK 1HTENEKTY, JIOTIYHOTO MHCIEHHS Ta YSIBH JIFOJMHU.
Komm'toTepHuii rpaBelb 3BUKa€ MEPEMIlIaTHCA 3 OAHOTO BIPTYalbHOrO CBITY B
IHIIWH, IIBUIKO CIpUHMaTH He3HaloMi cuTyamii W ajmanrtyBaTHCS 0 HHX. Y
Halll Yac PO3BUHEHA 1HTENIeKTyalbHa THYYKICTh 32a0€31eYUTh PUCTOCYBAHHS /10
HOBHX, HECNOJIBaHUM peaitisiM. KoMI'toTepHi irpi BUKOHYIOTh, TAKUM YHHOM,
¢byHKIIIO coriaizalii Moo/ B OCTIHIYCTpialbHOMY CycHibeTBi [1].

ChorojiHi irpu Bpa)karoTh CBOEIO MPABJONOMIOHICTIO 3 TapHUM rpadiuHuM 1
3BYKOBUM O(OPMIICHHSIM Ta Maibke NOBHICTIO iMITYyIoTh XuUTTs. CydacHi
KOMIT'TOTEPHI ITPH € JIOCUTh CKIIQTHUMU IIPOrPAMHUMH JIOJIATKAMH, SIKI BKITFOYAIOTh
B ce0e sk TBOBUMIpHY Tak 1 TpuBUMIpHY rpadiky. JlaHa rpadika reHepyeThest B
PEKUMI peabHOrO 4acy, MpPOrpaMHi KOMITOHEHTH SIKOI peali3yroTh (i3uuHi
BJIACTHBOCTI BIpPTyaJIbHHX O0’€KTIB Ta pOOOTY 3 pI3HOMAaHITHUMHU ITPOBUMHU
pecypcamu (Bizeo, 3BYK, MOJIei), Ta 0arato iHIIMX PI3HOMaHITHUX KOMIIOHEHTIB,
3 SKHX CKJIAJa€ThCid INPAKTHYHO CTPYKTYpY OYAB-AKOrO IHIIOrO irpoBOro
nonatky. IlincymMoByroun ckazaHe MOKHA CKa3aTH, IO PO3pOOKa Cy4acHOro siK
JBOBHMIPHOT'O TaK i TPUBUMIPHOTO iTPOBOTO TOJATKY € IOBITOTPHBAINM, BaXKKUM
1 CKJTaTHIM TIPOLIECOM.

B cBoto uepry kpoc-miardopmua texnomoris Unity3D Hamae MOXIHBOCTI
PO3pOOHHKY (TIPOrpamicTy) A0 PIZHOMAHITHOr0 HaOOpy KOMITOHEHTIB i iHCTPYMEHTIB,
SIKi MalOTh TOJIOBHE NIPU3HAYESHHS — MTOKPALUTH Ta CIPOCTHTH HPOLEC CTBOPEHHS
SIK TBOBHMIPHHX TaK i TPhOX BUMIPHHX BHCOKOSKICHHUX irOp Ta MpOrpam, siKi
3/IaTHI TPAIIOBATH HA OB SIK 15 pi3HUX CydacHUX OIMepaniiHIX CHCTEMaXx.

SAxocti Unity3D 3HaYHO MOMIMIITYIOT Ta AOTIOMAraloTh y IPOIIECi pO3pOOKH
irop: Unity3D moB's;3aHuil i3 CepeloOBHINEM PO3POOKH, MO TA€ MOXKIHBICTH
TECTYBaTH TPU 0€3MOCEPEIHBO B MPOTPaMi, i e TOCUTh 3pYIHO; € MOXIIUBICTh
HaJAINTYBaTH iHTepdelic pemakTopa IiJx BIACHI BIOAOOAaHHS; pobora 3
PI3HOMaHITHUMH pecypcaMH irpm MoximBa uepe3 mpoctuii Drag & Drop;
cydacHWH piBeHb rpadiku, 3JaTHUH KOHKYpYBaTH 3 iHIIMMH IUIaTGOpMaMH;



3armyck Oynb-sikoi mporpamu Ha Unity B BeO — MariHHi; MiATpUMKA IMIIOPTY 3
Jy’Ke€ BEJIMKOIO KUTBKOCTI (hopmaTiB.

Unity3D nigrpumye cucremy Level Of Detail (ckop. LOD), cyte sikoi
MoJsArae B TOMY, IO Ha JAajeKid BiJCTaHI BiJ TIpaBIsi BHCOKO AETalli30BaHi
MOJIETTi 3aMiHIOIOTHCSI Ha MEHII JIETali30BaHi, 1 HABIAKH, a TaKOXX CHUCTEMY
Occlusion culling, cyTh Kol B TOMY, 1110 Y 00'€KTIB, HE MMOMAJAI0YH B TI0JIE 30pY
KaMepH HE Bi3yasli3yeThCs TeOMETPis 1 KOMi3is, M0 3HWKYE HABaHTAKCHHS Ha
LEHTPAIBHUN MPOIEcop 1 J03BoIIslE oNTUMi3yBaTH npoekT [2]. IIpn xoMmimsmii
MIPOEKTY CTBOPIOETHCS BUKOHYBaHuWil (.exe) ¢aitn rpu (w1t Windows), a B
OKpeMili mari — faHi rpu (BKJIFOYal04H BCl irpoBi PiBHI 1 CHiJIbHI 010J1I0TEKN).

Y 2014 poui nociaimKkeHHAMH B 00JIacTi BHKOPUCTaHHS TEXHOJOTIT
Unity3D 3aiimanmuce O. C. Xomoc, P. . baxeno. Tema ixHbOi poboTu:
«HaBuanus TpuBMMipHOMY MozemoBaHHIO B Unity3D». Bonu posrmspanu
Unity3D, sk cepenoBuile BipTyaJIbHOI peajbHOCTI, sSKa 37aTHa MOTHBYBaTH
CTY/ICHTIB JI0 BUBYECHHS OCHOBHHX BIIACTUBOCTEH 1 KOMITIOHEHTIB TPUBUMIPHOI
rpadiky 1 MOAEMIOBaHHS, Ta 3aIy4eHHSI MaiiOyTHIX (axiBL{iB y NpoLec HaBUaHHH,
CHpsIMOBAHMWI HA CTAHOBJIEHHS NMpoQeciiHNX HaBUYOK MalOyTHIX (axiBiiB [3].

Humu O0yB po3poOienuii kypc «TpuBHMipHE MOJEIIOBaHHS B CEPEAOBHILI
BipTyasbHOI peasibHocTi Unity3Dy, 110 Brirodae 12 nabopaTopHux Ta 9 JeKIiiHuX
3aHATb. Y XOAI BUBUYEHHA KypcCy, Iepei CTYJEHTOM CTaBWiacs NpoOieMHa
CHUTYyallisl, [0 BUMArae caMOCTIMHMX MIPKyBaHb Ta B MOJaJIbIIOMY BHCHOBKIB i
y3aranbHeHb.

Takoxk JOCHIPKEHHSIME 3 BUKOPUCTaHHM Iii€i TexHouorii 3aiimaBcs B 2013
poui ["ankun A. B. Tema iioro po6oru: «Po3poOka Ta HoCiimKeHHs YHIBepcalbHUX
IUIOCKO MaHEIbHUX TPEHYBaIbHO-HABYAIBHHUX CHCTeM». JOCTiKEeHHS HOMArano
B pO3po0lli TpEeHYBaJbHO-HABYAIBHOI CHUCTEMH, OPIEHTOBAHOI Ha IMITALIO
TIOJILOTY TIOBITPSIHOTO CYZHA. B sIKOCTI MOJIeNi MOBITPSIHOTrO Cy/HA nependavaeThes
BUKODHCTaHHS MofeNi OilulaHa-JiTaka 3 JBOMAa HECYYHMH TOBEPXHIMHU
(kpumamu), SIK MPaBUIIO, PO3TALIOBAHUMH OIWH Hal OZHMM. MOJEMIOBaHHS Ta
¢dyHKIIOHaTbHA YacTHHA po3pobisiack 3acobamu Unity3D, Ta B KiHIEBOMY
pe3yipTaTi Oya BU3HAHA SIK HAMKpamia Jyisl BUPIIICHHS [TOCTaBICHOTO 3aBIaHHS.

MeTtoro Hamoi cTaTi € IOCTHIDKEHHS OIHIET 3 TEXHOJOTIA HAIMCAHHS
iITpOBHX IOAATKIB (KOMII IOTEpHUX irop), a came Unity 4.6. JlocmimkeHHS
MOJISITaTAME B HANKCAaHI TPHOXBUMIPHOI IrpH 3 BHUKOPUCTAHHSIM 3a3HAYCHOL
TEXHOIOTI1 Ta MpoOJIeHHI BHCHOBKIB IMPO HEMONIKH Ta mepeBard, siki Unity3D
HaJae KOpUCTyBady.

B po6oti 3anpononoBaHo TPUBUMIipHHH ITPOBHI JOAATOK, IO CKIAIAETHCS
3 MOB’S3aHUX JIOTIYHOIO CTPYKTYpPOI Mik coboro creH. CyKynHICTH CIIEH B
cepemoBui irpoBoi mwratdopmu Unity3D, siBisie cob0r0 3aBepIieHy CTPYKTYPY
irpu. I'pa cKi1aiaeThes 3 TaKKMX CIEH: CIIEHA TOJIOBHOTO MEHIO, CIIeHa I'pH, CLIEHN
piBHIB 1, 2.

Bynp-siki cueHW, MO MICTUTBCA B Tpi MalOTh MPHONN3HO OJHAKOBY



cTpykTypy. ToOTO me okpemmuil QaiimiB, sKiif MICTATH IirpoBi JoKarii, 3
PO3MIIIIEHNMHU B HUX 00'€KTaMHM, CKpHUIITaMH, IIeiilepaMy, HACTPOMKK Ta iHIII
pecypcH, BUKOPUCTOBYBaHI B IPOCKTI.

CreHa TakoX CKJIAQHAeTbesi 3 00'€KTiB (Mozenel) 1 TMOPOXKHIX IrpoBHX
00'€KTiB — IYCTYIIOK (IKi KOPHCTYBa4 He 0auWTh, ajie MOCTIHHO B3aeMOJi€ 3
HUMH). Bee 11e B CBOIO Uepry cKiaJaeThCs 3 KOMIIOHEHTIB 3 SIKUMHU B3aEMOIIIOThH
CKpHIITH. Y KOXKHOT'O irpOBOr'0 00'€KTa € Ha3Ba, MOKe OYTH MPUCYTHIM Ter abo
MiTKa, a TAKOX [Iap Ha SIKOMY BiH MOBHHEH BifjoOpaxkaTtucs. Takoxk y KOXXKHOTO
00'ekta 00OB'SI3KOBO MPHUCYTHIH KOMIOHEHT Transform (kiac, y BIACTUBOCTSIX
SIKOTO 30epiraeThCsi KOOPAWHATH MiCIsl PO3TAIlyBaHHS, MOBOPOTY 1 (hi3MYHUX
PO3MIpiB irpoBoro 00'€KTa B TPUBHMIPHOMY IIPOCTOpPI MO OCiX X, Y, z). llpu
[[bOMY T0-3aMOBYYBAHHIO 332 | MyHKT BUMIpy BiAnoBimae 1 MeTp B peasbHOMY
pocTopi. Y MPEeAMETiB 3 BHAMMOIO CTPYKTYPOIO TPHCYTHIH 1€ il KOMITOHEHT
Mesh Renderer 3 TekcTyporo Ta KapTor OCBITJIEHHs. Bce 1ie 103B0IsIE CTBOPIOBATH
KpacuBi e(peKTH IMOBEpXOHb 00'eKTIB irpoBoro cBiTy. BciM o0'ektam MoxkHa
Ha3Ha4YuTH Koyaimepu komisii (colliders) — cBoepiHi MeXi IOMYCTHMOrO
NEPETUHY 3 IHIIUMH 00'€KTaMH IrPOBOT'O CBITY, 110 CKIIaJa€ThCs 31 CLICH.

Takox BapToO onMmMaTu HE MCHIII Ba)KJIMBUH KOMIIOHEHT, 110 BUKOPUCTOBYETHCS
B IrPOBOMY CEepe/IOBHIII MOCTIHHO, a came Koyaiaep. [Ipo neit BaxnuBuii Ta
HEBIJI’€EMHUI KOMIIOHEHT OY/b-sIKOT iIrpH MU BXKE 3raJlyBalii, ajie po3depemMo ioro
neranpHime. st BUsiBIeHHS (I3UYHUX B3a€MOAIA MK 00'€KTaMH B irpOBOMY
MPOCTOPi, BUKOPHCTOBYETHCS KOMIIOHEHT, 1[0 € HEBHOUMHM JUIS KOPHCTYBaya,
Ta sikui oTouye ¢popMmy ob’exra. ToOTO BiH mepedyBae Ha BiJcTaHi BiJ 30BCIM
1HIIOro 00’€KTa, II0 TaKOX OTOYeHMH Kosaigepom (obononkoro) [4]. Takum
YMHOM MO)KHA HE TUIBKH BU3HAYUTH, KOJIM B3a€MOJIIOTH JIBa KOJUIaiinepH, ajie i
nepen0avYnTH 3ITKHEHHS Ta BUPIIIYBaTH 0arato iHIIMX KOPHUCHHUX 3aB/IaHb.

Texniky Ray Casting, sika okpeciroe Ray, Mo)XHa BUKOPUCTATH SIK HEBUIMHIA
BEKTOpP IIPOMEHIO, IO MPOXOAUTh MK IBOMa ToukaMu B 3D mpocTopi, a Takox
IUIsl BUSBJICHHS IIEpeTUHY KoiUlaiiiepa 3 IHIIUMH OO0'€KTaMH B irpOBOMY
cepemoBui (puc. 1).

O Kineus npomens

Puc. 1. Bukopucranns texuiku Collider.Raycast.



Takox el yIBHHUI MPOMiHb MOXKHA 3aCTOCYBATH JUTS BU3HAYCHHS BiJCTaHi
MDK JBOMa pI3HUMH O00’€KTaMH, IO TepeOyBalOTh B IrPOBOMY IPOCTOPI.
[IpomeHro 3a HEOOXiMHICTIO TaKOX MOXKHA 3aJlaBaTH TICBHY JOBXKHHY, a0o0
JIO3BOJIMTH 1TH JIO THX TP, IIOKH HE 3HAMJETHCS 00’ €KT.

Hamnucani 3a gomomororo Unity3D irpu npaitoroTh 3 TaKMMH ONepatiiHuMu
cucremamu: Windows, OS X, Windows Phone, Android, Apple iOS, Linux.
3aBASKH TUICEPY € TAKOXK MOXKIUBICTH MIJAKIIOYCHHS 10 Opay3epa Ta po3poOKH
BeO-momatka irpu. ToOTO rpa MOXKe MpAIFOBATH B PI3HUX CEPEIOBHINAX TAKUX
sk: Windows, Linux, Android, Web [5].

Komnu 00'ext B3aemogi€e 3 Oy/ib-IKMM iHIIUM 00’ €KTOM B irpOBOMY IPOCTOPI,
iHpopMaliss Tpo NOAil0 3iTKHEHHS cTae JocTymHow. [lami 3amucyeTbest
pizHOMaHiTHa iH(opMalii Ha MOMEHT 3ITKHEHHs, Ta (DyHKIIOHaJbHA YacTHUHA
irpy MOXeE BIAMOBICTH Ha aHY MO0 B PeXKMMI peaabHOro yacy. Hampukian, y
rpi 3a yuacTio (i3WYHUX BIACTHBOCTEH, SIKIO 00'EKT Tajae Ha 3eMITIO 3 BUCOTH,
TO (DyHKIIIOHAJIbHA YaCTHHA ITPOBOTO CEPEIOBUINA MA€ BU3HAUNTH, KA YaCTHHA
00'exTa BHapuiacs 00 3eMITIO TMEPIIO. 3 Takow iH(OPMAIl€E, € MOXKIUBICTD
NPaBUIbHO Ta PEATICTUYHO KOHTPOJIOBATH PEAKIlil0 00'€KTa MPH 3ITKHEHHI
JIBOX 1 OLnblIe irpoBUx 00’ €KTIB.

Po3rnsiHeMO TNpHKIan BIAKPUTTS IIBEpeid, B SIKOMY HEOOXIJHO BUSIBHTH
3ITKHEHHSI MK KOJUIAiIepoM IpaBlis 1 KoJulaiiepa B Mexax JiBepei abo modinsy
nBepeii. Kosn 3ITKHEHHSI IBOX KOJUIAi/IepiB BiZIOYBaEThCs, TOBUHHA BUKOHYBATHUCh
sKach JIOTYHA Jisi, sika BixnoBimana O niid curyanii. ToOro morpiOHO natu
MOXIIUBICTh BIIIKPUTH JBEpi 32 YMOBH, IO B O0’€KTa TpaBLs € BiANOBIAHI
MOXIIUBOCTI (KJIFO4) Ta, [0 B MOAAIBLIOMY IIPOMTH Yepe3 JBepi (puc. 2).

Puc. 2. 3iTKHEHHS ABOX irpoBHX 00’€KTIB B irpOBOMY IIPOCTOPI.



Cuenapii mporpamyroTecst Ha MOBI BHcokoro piBHi C# miatdopmu
MonoDevelop Tta Microsoft Visual Studio Tools for Unity 2013. A Takox
4acTKOBO Ha MOBIi JavaScript.

3a pe3yiabTaTaMu NMPOBEIEHOr0 JOCII/DKEHHS Ta OepydH 10 yBarud yce
3a3Ha4YeHe MOKHA 3pOOMTH BHCHOBOK, III0 IPOEKTYBaHHA Ta po3podka 3D irpu 3
BUKOpUCTaHHAM TexHomorii Unity3D, Ta MOXIMBOCTSIMH, INO Hamgae Il
(yHKIIOHAJIbHA YaCTUHA PO3POOHMKY B HAIll YaC Ma€ 3HAYHY aKTYaJbHICTb.

Bapro 3ayBa)xuTH TakoX, 110 TEXHOJIOTISI PO3IJISTHYTa B CTATI IIJTKOM BJaja,
Ta TpU3HA4YeHa Tepll 3a Bce /ISl CTYAEHTIB Ta NpodeciiHUX pPO3pOOHUKIB
IrpOBUX JIOAATKIB, IO XOYYyTh MONMPOOyBaTH cede B Po3poOlll Ta HANHMCAHHI
BHCOKOSIKICHHX ITPOBHX Ta NMPOTrpPaMHHX JIOAATKIB. AJDKE 1l TEXHOJOTis Hajae
BEJIMKI MOKJIMBOCTI Ta THYUYKICTh IIPU HAIMKCaHHI TPOBOT'O JIOJATKY.

Taxox BapTO 3a3HAUUTH, IO ICHYIOTh MEPCIIEKTUBH MOAAIBIION0 HAPOIEHHS
(YHKI[IOHAJTBPHUX MOXKJIMBOCTEH B IrpOBOMY AOMATKY, K TpadiyHoro, tak i
JiorivyHoi B3aemoii irpoBux 00’ekTiB. Lle 3ymoBieHO THM, 10 irpoBa JIOTiKa Ta
PI3HOMaHITHI KOMIIOHEHTH 1 PEecypcH, L0 BUKOPHCTOBYBAJHCh B IPOEKTI
PO3po0IIsIKCh BiqmoBiiHMM yMHOM. Taii cama mardopma Unity 4 Hajnae neBHi
(G yHKIIOHATIbHI MOXJIMBOCTI.
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