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3ATAJIbHUM BCTYII

EnextpoHHuii HaBYaJIbHUM MOCIOHMK CKJIQJCHWN BIIMOBIAHO JO MpOrpamMu
HAaBYAJIbHOI  JIMCIIWIUTIHU «Texuomorii  po3poOku  Kpoc-TarhopMHUX
KOMIT'FOTEpHUX 1rOp», fKa BXOJAWTh JO JUCHUIUIH TIATOTOBKH CTYJICHTIB
crnemianbHOCTI 121 «IHKEeHepis NporpaMHOro 3a0e3leueHHs 3a cHeliai3alli€ro
«Po3pobka KOMIT'IOTEpHHUX Irop», fKa BIPOBAIKEHA B paMKaX BHUKOHAHHS
MDKHapoHOTO TpoekTy Epasmyc+ 561728-EPP-1-2015-1- ES-EPPKA2-CBHE-JP
«GameHub: CniBpoOITHMIITBO MDK YHIBEpCHUTETAaMHU Ta MIINPUEMCTBAMU B cdepi
IrpoBOi IHAYCTPii B YKpaiH.

OCHOBHOIO METOI0  HAaBYAJIBHOTO  TOCIOHMKA €  y3arajbHEHHS |
cucTeMaTM3allil TeOPETMYHUX Haa0aHb B raiay3l po3poOKH Kpoc-TuiarhOpMHHUX
KOMIT IOTCpHUX IrOp Ta CTBOPEHHS IrPOBOTO KOHTCHTY 3a JOTIOMOTOI0 CHCTEMU
Unity 3D.

HapuanpHuii MOCIOHMK MICTUTH JTOBITHUK JUCIHMIUTIHY, JICKIIHHUN MaTepia,
METOJIMYHI BKAa3iBKHW JI0 BUKOHAHHSA KOXKHOI TeMH, TUTAHHS JUIsI CAaMOKOHTPOJIIO,
3a/1a4i JUIsi CaMOCTIHHOTO PO3B'SI3KY, KPUTEPii OIIHIOBAHHS MPAKTUYHUX 3aB/JaHb Ta
CIIHCOK PEKOMEHIOBAHOI JITepaTypHu.

[lepmmii po3u1 HaBYAJIBLHOTO MOCIOHUKA MICTUTh JOBIIHUK JUCUUILIIHU.

Jpyruii po3ail HaBYAJIBHOTO TOCIOHMKA Ma€ TEOPETMYHY CIHPSIMOBAHICTh 1
nependayae 03HAMOMIICHHS YMTAYIB 3 CYYACHUMHU TEXHOJOTIIMU PO3POOKHU KpoC-
MIaTpOPMHUX KOMIT IOTEPHUX Irop, a caMe: TeXHOJIOTIEI0 aHIMallii Ta CTBOPECHHS
IrPOBOTO KOHTCHTY, TEXHOJIOTIEIO (hI3UMYHOTO MOJCIIOBAHHSA OO0'€KTIB, TEXHOJIOTIE IO
JIIOJIMHO-KOMI'FOTEPHOT ~ B3a€MOJIii, I'POBUMH  MOOUIBHUMH  TEXHOJOTILIMHU,
TEXHOJIOTIEI0 PO3pOOKHM IrPOBUX JOJATKIB 3a JIONMOMOIOK CYYaCHUX KpOC-
m1aT)OpMHUX MOB MPOTpaMyBaHHS, SIKI BAKOPUCTOBYIOTHCS Ha PIBHAX KOMIIUISAIIIT
Ta BUKOHAHHS.

3MICTOBHICTh, JIOTIYHICTh 1 JOCTYMHICTh BUKJIQAY TEOPETUYHOIO MaTepiany
poOUTh MOXXJIMBHM WOTO BUKOPUCTAHHS CTYyACHTAMH, $Ki HAaBUYAIOThCS 32
crnemianbHicTIO 121 «IHXEHepisi mporpaMHOro 3a0e3nedeHHs» IMPHU MIITOTOBI 0
MPAKTUYHUX 3aHSATh, HAIMCAHHI KYpCOBHUX POOIT, a TaKOX KBalipikamiifHux poOoit
pIBHIB «0aKaliaBpy 1 «Maricipy.

Tpetiii po3Ail HAaBYANIBHOTO TMOCIOHWKA Ma€ TMPAKTUYHY CIPSMOBAHICTH 1
nependayae HaOyTTsI BMIHB:

— BHUKOPHUCTAHHSI CY4YaCHOTO IHCTPYMEHTapito Jjisi poOoTH 3 rpadikoro mpu
MPOeKTyBaHHI irpoBoro 3D-koHTeHTY 3a moromororo Unity 3D;

— BHUKOPHUCTaHHSA BiamoBigaux KomroHeHTiB Unity 3D s pobom 3
¢bukoro 3D- 00'eKTIB;

— BHUKOPHUCTaHHS MOJJIMBOCTEH IHTETPOBAHOI'O CEpeJOBUINA PO3POOKHU
MonoDevelop, sike moeanye B ¢001 PyHKII TEKCTOBOTO peakTopa 3 TOAATKOBUMU
MO>KJIMBOC MM ISl HAJIAr0/PKEHHsI 1 BAKOHAHHS 3aBJlaHb 3 YIPABIIHHA ITPOBUMU
MIPOEKTAMH;
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— BHUKOPHUCTaHHS BiInmoBiAHUX KommoHeHTIB Unity 3D s a”imarrii
00’ €KTIB;

— BUKOPUCTAHHS BIIMOBIMHUX ayJi0-KOMIIOHEHTIB TIpU TMPOEKTyBaHHI
IrPOBUX JOATKIB,;

— BHUKOPHUCTaHHS BiANOBiMHUX IHCTpyMeHTiB Unity 3D s pobGomu 3
cuctemoro nofii Unity 3D;

— BHUKOpPUCTAaHHS BiAnoBigHux iHcTpyMmeHTB Unity 3D ans cTBOpeHHS
Kpoc-miarhopMuux kKoM totepaux irop (Windows, Android).

VY 1petoMy po3/UTI PO3TISIAIOTECS TAKOXX BUJM MPAKTUYHUX 3aBJIaHb, IS
nepeBipku Ha0yTHX 3HaHb, YMIHb Ta HaBHYOK.

VY KIHII KOXHOTO PO3JILTY HABYAJIBLHOTO MOMYJISl HABOASTHCS KOHTPOJIbHI
MUTAHHS Ta 3aj]ladl JJisg CaMOCTIMHOTO BUBUCHHS MaTepiaiy.

HaBuanbhuii mociOHMK 3a0e3rnedye peanbHy MOXIHMBICT (DOPMYBaHHA Yy
CTYJICHTIB aOCTPaKTHOTO MUCJIEHHS, PO3BUTKY 3TI0HOCTEH 10 reHepyBaHHS HOBHX
imel (KpeamBHICTh), CAMOCTIMHOTO NPUHHATII OOTPYHTOBAHUX PIIICHb MO0
CTBOPEHHS 1 CYIPOBOIKEHHS KPOC-IJIaTHOPMHOT0 IPOrPaMHOTO 3a0e3MeUeHHsI.

Bukopuctanuii I yac  IATOTOBKH HaBYAJILHOTO MMOCIOHUKA
METOJIOJIOTIYHUN TPUHOM, 3aCHOBAHUM Ha IMPOOJIEMHO-OPIEHTOBAHOMY HaBYaHHI,
nae 3Mory (hOpMyBaTH KpeaTMBHE MUCJICHHS Ta KOTHITUBHI 37i0HOCTI y CTyJICHTIB
4yepe3 BHPIIICHHS MPOOJIEMHO-OPIEHTOBAHUX  3aJad B 00JacTi  po3poOKu
KOMIT' FOTepHUX 1rop.

BukopucTaHHS €JeMEHTIB MpOOJEMHO-OPIEHTOBAHOIO HABYAHHSA J103BOJISIE
e(hEeKTUBHO PO3MOJUIMTA HaBYAJIBHHM MaTepiajl Ha IIEBHI MMOPIIi, 1110 BIATIOBIIAIOTH
OKPEMHUM €JIEMEHTaM 3aCBOEHHS, Ta 3a PaxXyHOK HAIBHOCTI B KOXKHIMA Takiid mopirii
POOJIEMHOT0 3aB/IaHHS, SIKE CTyACHT Ma€ BUKOHATH, 3a0e3Neuye HAUBITyali3 alli o
HAaBYAHHS 3 HAICKHUM 3BOPOTHHM 3B SI3KOM Ta CAaMOKOHIPOJIEM Yy BHKOHaHHI
KO’KHOTO 3aB/IaHHSL

Takuit METOI0JIOTIYHUHN TIPUIiOM, O€3YMOBHO, Oy/i€ CIIPUSATH MIABUIIIEHHIO HE
aumie e()EeKTMBHOCTI MIATOTOBKM (DaxiBIiB 3 PO3POOKH KpOC-TUIaT)OPMHOTO
MpPOrpaMHOrO 3a0e3MedeHHs, a ¥ 11X MOTHBAINO MI0JI0 OTPUMAaHHA HOBHUX
TEOPETMYHHUX Ta MPAKTUYHUX 3HAHB.
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Beryn

[lpenMeToM HaBYaIbHOI AWCUMWIUIIHM € CY4YacHl METOJM Ta TEeXHOJOT1i
pO3pOOKM  KpoC-TUIaThOPMHHUX  KOMIT IOTEPHHUX  IrOp, TEXHOJOTI  KpOC-
1aTpOpMHOTO0 MPOrpaMyBaHHS, TEXHOJOTI JIHOJJMHO-KOMII'TOTEPHOT B3a€MOII,
TEXHOJIOTIi BIPTyaJbHOI Ta JIONOBHEHOI PEaIbHOCTI.

MeTa AuCHUILIIHA

MeTtor0o BUKIIaJIaHHS HaBYaJIbHOI JMUCIMILIHKA «TexHoyori po3poOKu Kpoc-
MIaTpOPMHUX KOMIT FOTEPHUX IrOp» € q)opMyBaHH;I y CTyJICHTIB IUTICHOI CUCTEMU
3HaHb MI0JI0 TEXHOJIOTIM CTBOPEHHS KOMIT' IOTEPHUX  IIPOBUX JOAATKIB 13
3aCTOCYBAaHHSAM CYYaCHHUX KpOC-IIAaThOPMHUX MOB MPOTrpaMyBaHHS.

OuikyBaHi pe3yJabTaTH

OCHOBHMMU 3aBJIaHHSIMM BUBUYEHHs JUCUMIUIIHU «TexHousorii po3poOku
KpOC-TUIaThOPMHHX KOMIT IOTEPHUX IrOp» € HAaOyTrs 3HAHB PO CydYaCHI METOIH Ta
TEXHOJIOT1l pO3pOOKHU KpOC-TIaTpOpMHUX KOMIT FOTEPHUX Irop, a caMe: TeXHOJOT 11
aHIMalli Ta CTBOPEHHS I'POBOIO KOHTEHTY, TEXHOJOTI (PI3UYHOTO MOJEIIIOBAHHS
00'€KTIB, TEXHOJIOT1i JIIOJMHO-KOMM'IOTEpHOI B3a€MoJii, rpadigHi TEeXHOJOTIil
KOMIT'FOTEpHUX IrOp 1BIPTYaJbHOI PEAIbHOCTI, IrpOB1 MOOUTBHI TEXHOJIOTi, CYyYacHi
Kpoc-miarhOpMHI MOBHU MpPOTrpamMyBaHHS, $Ki BHUKOPUCTOBYIOTHCSI Ha PIBHSX
KOMIUIALG, BHUKOHAaHHA Ta Kpoc-IUIaTQOPMHI IHTEpIpeTaTopd, a TaKoX
dbopMyBaHHS Y CTyJIeHTIB TpodeciiMHUX YMIHb 1 HaBHYOK IOJO0 PO3POOKHU KpOC-
IarpOpMHUX  KOMIT'IOTEPHMX ITOp Ta CTBOPEHHS IrPOBOr0 KOHTEHTYy 3a
nornomoroto Unity 3D.

[IpeacraBnenuii Matepiaq 30pI€EHTOBAHO Ha CTYACHTIB BHUIIMX HaBYAJIbHUX
3aknaaiB IT — cremiaapHOCTEH, sIKI BUBYAIOTh TaKI MOBHU MPOTrpamMyBaHHs sK Java,
C# Ta JavaScript.

3MiCT HaBYAIBHOT JUCTIMILIIHYU TIepei0adae OTpUMaHHsI CTyJCHTAMU CHUCTEMU
3HaHb Ta (OPMYBaHHSA CUCTEMHU MPOodECIHUX yMIHb 1 HaBUYOK IIOJO0 PO3POOKHU
KOMIT FOTEpHHUX IrOop Ta CTBOPEHHS IrPOBOTO KOHTEHTY 3a Jonomororo Unity 3D.

[leprry 1monoBHHY HaBYAIBHOI JUCIUIUIIHUA MPUCBAYEHO 3HaoMCTBY 3 Unity
3D, a came 0a30BOI0 CHCTEMOIO KOMIIOHEHTIB, ©0a30BMMH 3D-monmensmu 1
TeKCTypaMHu.

Jpyry moJIOBUHY HAaBYaJbHOI JUCIWIUIIHU TPUCBSYEHO PO3POOIN BIACHHX
3D- mogenelt Ta ix po3roptanHio Ha miarhopmax Windows ta Android.

Hanpukinii BUBYCHHS HaBYAIBHOI JWCIIVILTIHH CTYJIeHTH MATIMYTh 3MOTY
CTBOpIOBATW BJIACHI TPUBHMIPHI MOJENI, J0JaBami IHTCPAKTUBHI MPHUCTPOI Ta
€JIEeMEHT! [0 I'POBOTO J0JATKY, 3BYKOBE CYNPOBOKEHHS Ta PO3rOpTaTH IrpOBi
JO0JATKN Ha CyYacHHX Iarpopmax.
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1 Onuc HaBYAJLHOI JUCHHUILIIHA

["any3b 3HaHb: 12 «IHpopMaliifHi TEeXHOIOTT.
CremanbHicTs: 121 «IHXeHepis mporpaMHOro 3a0e3neueHHsD
PiBeHpb miarotoBku: mepuinii (6akanaBpCcbKUil) piBEHb BUIIO1 OC BITH

Haza  mgucuurmiizu: «Texunonorii  po3pobku  Kpoc-Tu1arhOpMHUX
KOMIT FOTEPHHUX 1rOp»

Cemectpu: 5,6

KUIbKICTh KpEeIUTHUX OJUHMIIb: nucumiHEa - 7,0

OpieHTOBHA KUIBKICTh YaCIB: mucuuruiiHa - 210

Bukmanmaua: k.1T.H., goueHt JIsmenko O.M.

2 TlepeJtik KOMIIE TEHTHOCTEM TA Pe3yJbTATH HABYAHHS

3araabHi (YyHiBe pcajibHi) KOMIIe TEHTHOCTI

3K-1
3K-2
3K-3

3K-4

3K-5
3K-6

31aTHICTh 710 aOCTPAKTHOTO MUCJICHHS, aHAJIBy Ta CUHTE3Y.

31aTHICT, 3aCTOCOBYBATH 3HAHHS B MPAKTUYHUX CHUTyallisX.

31aTHICT BYMTUCS W OBOJIOAIBATH CYYaCHHUMHM 3HAHHSMH, 3/1MCHIOBATU
MOIIYK, 0OpoOJIeHHs i aHa3 HopMaIlil 3 pIBHUX JKEpell.

371aTHICT, TEHEpyBaTH HOBI i€l (KPEaTMBHICTh), MPAIIOBATH B KOMAaH/I,
Oy KpPUTMYHUM 1 CAMOKPUTUYHHM, pO3POOJIATH MPOEKTH, NpUHMaTH
OOTpyHTOBaHI PIICHHSL.

3/1aTHICTh OLIHIOBATH Ta 3a0e3MeuyBaTi SIKICTh BUKOHYBAHUX POOIT.
3MaTHICTh 3aCTOCOBYBAaTM MaTeMaTUYHHUM amapaT, a TaKOXX TCOpeTHYHI,
METOJMYHI ¥ aJIrTOPUTIMIYHI OCHOBH IH(MOPMAIMHAX TEXHOJIOTIN I dYac
BUPIIICHHS MPUKIAIHUX 1 HAYKOBUX 3aBJaHb B 00JacTi HPOpMaLMHUX
CHCTEM 1 TEXHOJIOT1i.

CneunianbHi (paxoBi) kKoMIe TeHTHOCTI

DK-1

31aTHICTh OMMaHOBYBAaTM  CYYacHI  TEXHOJIOTi  MaTeMaTU4HOI O
MOJICJIFOBAHHS 00’ €KTIB, MPOLECIB 1 SBHUIL, PO3POOJIATH OOUMCIIIOBAIbHI
MOJICNII Ta AJITOPUTMH YHWCEIBHOTO PO3B’SI3aHHS 33Jlad MATeMATHYHOT O
MOJICTIIOBAHHS 3 YpaxXyBaHHSM [OXWOOK HAOIKEHOTO0 YHCEIbHOTO
po3B’s3aHHs NpodeciiHuX 3aaay; 3A1MCHIOBaTH (HhOpMaTi30BaHUN OMKC
3a/1ay JOCIIKEHHS OTepariii B OpraHBaIliifHO-TeXHIYHUX 1 COIAJIBHO-
E€KOHOMIYHUX CHUCTEMax Pi3HOTO MPU3HAYEHHS, BU3HAYATH iX ONTUMAlbHI
piieHHs, OyayBaTd MOJieNll ONTMMAIBHOTO BUOOpPY YHOpaBIiHHI 3

OcsiTHBO-TIpOdeciviHa mHporpama Ieprroro (OakajlaBpChbKOIO) piBHS — BMILIOL  OCBITH.

CrreniastpHicTs 121 «IrKeHepist porpaMHOTO 3abesnedeHHs», crieliasiisanis «[IporpaMHa iHxeHepis».

7



0610 HuK Ha8YAbHOI OUCYUNTIHU
«Texn on 02ii po3pobKu Kpo c-niampopmMHUX KoMn 10mepHUx i2op»

ypaxyBaHHSM 3MIH TlapaMeIpiB EKOHOMIYHOI CUTyalli, ONTMMBYBaTH
MIPOLIECH YIPABIIHHSA B CUCTEMAX PI3HOTO MPH3HAYEHHS Ta PIBHS l€papxii.

®K-2 3namicTs peani30ByBam OaraTopiBHEB1 OOYHCITIOBAJIbHI MOJIEJ1 HA OC HOBI
apXITeKTypu KIIEHT-CcEpBep (BKIIOYAIOUM CXOBHIIA, 0a3u Ta OaHKU JTaHUX
1 3HaHp) I 3a0e3leueHHs OOYHMCIIOBAIBHMX TOTped Oarathox
KOPHCTYBaviB.

®K-3 3pamicte QopMmymoBa™i Ta 3a0e3nmedyBaTd BUMOTH MIOJI0 SIKOCTI
IPOrpaMHOTO 3a0e3MEeUYeHH Yy BIIMOBIAHOCTI 3 BUMOTaMH, TEXHIYHUM
3aBJIaHHSM Ta CTaHIApTAMMU.

®K-4 3pamHicTs 3AIMCHIOBATH aHAI3 1 (PYHKIIOHATHHE MOICITIOBAHHS MPOIIECIB,
noOyJIoBy Ta 3acTOCyBaHHS (YHKIIOH&IbHUX  MOJEJIEH CHCTEM;
3aCTOCYBaHHA METOMIB Ta lHC”IpyMeH"IaJ'IBHI/IX 3ac00iB 7Sl yTpaBIIiHHS
MPOIECaMU KUTTIEBOTO IUKJTY CUCTEM BIAMOBITHO 0 BUMOT 3aMOBHUKA.

@K-5 3pamHICT, OMAHOBYBATW Ta KOMIUIEKCHO 3aCTOCOBYBAaTM 0a30B1 3arajibHi
3HaHHA B o0nacTi mnporpaMmyBaHHd (y TOMY 4YHUCHI, CTPYKTYypHOTO,
(GYHKIIOHATBHOTO, JIOTIYHOTO, 00'€KTHO-OpPIEHTOBAHOTO, MAPAIEIBHOTO)
Ta BI3yaJIbHOTO MIPOEKTYBAaHHS CHUCTEMHOT'O Ta MPUKIAJHOTO MPOrPaMHOTO
3a0€e3MeUeHHs; BOJIOAITA AIrOPUIMIYHMM MHUCIEHHSIM; IMPOEKTYyBaTH Ta
pO3pO0IATM TIporpaMHe 3a0e3MeUeHHs Ha OCHOBI IHTETpalli MPOBITHUX
CY4YaCcHHUX TeXHOJIOT1H (13 3aCTOCYBaHHSIM BIIATIOBIIHUX MOJEJICH, METOIIB
Ta aJIrOopuIMIB OOYHUCIICHb, CTPYKTYp JaHHX); 3aCTOCOBYBam™ OO'€KTHO-
OpIEHTOBAHMM MIOXiA WA dYac MPOEKTyBaHHA CKJIAJHUX MPOrpaMHUX
CHCTeM METOJIaMHM IPOTrpaMHOI IHXKEHepii JIg peayBalli MporpaMHOIo
3a0e3MeueHHs 3 ypaxXyBaHHsSM BHUMOT JO WMOro SKOCT, HaIIMHOCTI,
BUPOOHMYMX XapaKTePHUCTHUK.

®K-6 3mamicTh ONMaHOBYBATH Ta KOMIUJIEKCHO 3aCTOCOBYBa™ 0a30Bi1 3HAHHS B
00J1acTl MPUHIMIIB, METOAIB 1aJTOPUTMIB KOMI'TOTEpHOI Tpadiku iy Jac
po3poOKU rpadiuHuX HTep(PECciB B3aEMO/II JTIOJUHA 3 KOMITFOTEPOM.

@K-7 3pamHiCTs 3OIMCHIOBATH TPOIEC IHTeTpalii CHCTEeMH, 3aCTOCOBYBATH
CTaHJApTM 1 MPOIENYPH YIPABIIHHA 3MIHaMU JJIs MIATPUMKH IUTICHOCTI
3arajibHO1 (PYHKITIOHATBHOCTI 1 HAAIMHOCTI MPOrpaMHOIO 3a0€3MeYEeHHSI.

IIporpamui pe3yjbTaTy HABYAHHS

IIPH-1 3mamicte aHanidyBam™ TpoOJeMH MIOJ0 CTBOPEHHA TMPOTrPAMHOTO
3a0€3MeueHHsI.

IIPH-2 3namicTs, aHaii3yBaTH, NUIECIPSMOBAHO NIyKAaTH 1 BUOMpaTH HEOOXimH1
JUIs.  BUpIMICHHS TpoeciiHuX 3aBJaHh 1HGOPMAIIIIHO-IOBITHUKOB1
pecypcu 1 3HaHHS 3 ypaxyBaHHsIM CYyYacHHX JOCSTHEHb HAyKH 1 TEXHIKH.

IIPH-3 3namiicTs  BUKOPUCTOBYBATH 3HAHHS IIOJI0 METOJMIB Ta 3aco0iB 300Dy,
(dbopMyITIOBaHHS Ta aHAJi3y BUMOT JIO IIPOTPaMHOTO 3a0e3IeUueHHs.

IIPH-4 3namicTs  3aCTOCOBYBAaTM 3HaHHS €(EKTMBHUX  MIIXOAIB  I0JI0
MPOEKTYBAHHS MPOTPaAMHOTO 3a0€3TICUECHHS.
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IIPH-5 3namicts po3yMITH OCHOBHI MpOIecH, a3y Ta irepallii >KUTTEBOTO ITUKITY
MPOrpaMHOIO 3a0€3MeYeHHSI.

IIPH-6 3nam™icTs po3yMiTH 1 3aCTOCOBYBATW 3HAHHS CYYaCHHMX MIAXOMIB IIOJIO
OIIHKY Ta 3a0€3MEeYEHHs] IKOCTI MPOrpaMHOT0 3a0€3MEUYEHHS.

IIPH-7 3namiicTe  pO3yMITH 1 3aCTOCOBYBAaTd 3HAHHS IIIOJI0 BIANOBUIHUX
MaTeMaTUYHUX IIOHATh, METOHIB JOMEHHOTO, CHCTEMHOTO 1 00’€KTHO-
OpIEHTOBAHOTO aHAJIB3IB Ta MATEMATUYHOTO MOJIEIIOBAHHS JIJISi pO3pOOKHU
IPOrpaMHOT0 3a0€3MEeYEHHS.

IIPH-8 3namicTs 3acTOCOBYBaTM Ha NpakTUll (YHIAMEHTAJIbHI KOHUCMIH 1
OCHOBHI TPHWHIMIM (DYHKITIOHYBaHHA MOBHHX, IHCTPYMEHTAIBHUX 1
00YHCITIOBAJILHUX 3aCO00IB IHXKEHEPIi MPOrpaMHOTO 3a0e3MeUeHH.

IIPH-9 3namiicTs 3aCTOCOBYBAaTM 3HAHHS METOJIB KOMIIOHEHTHOI PO3POOKHU
MporpaMHOro 3abe3rnedeHns, BUAUIAIoUM IHTepdelicu 1 peanBami Ta
B3A€EMO/IIF0 MDK MOJIYJISIMH, IMICUCTEMaMU 1 KOMITOHCHTAMH.

IlepeJiik KOMIIETEHTHOCTEH TA pe3yJIbTATH HABYAHHSH
Hapuajabna nucuuniiina «TexHousorii po3podku kpoc-miaTgopMHUX
NMporpaMHMX A0AaTKIB 3a gonomoror Unity 3D»

3arayipHi (yHIBEpcayibHi) kKomneteHTHoCTl | 3K-4, 3K-5, 3K-6
CremianpHi ((paxoBi) KOMIETEHTHOCTI DK-1, OK-2, DK-3, OK-5, DK-6
[IporpamHi pe3ysibTaTi HaBYaHHS 1IPH-4, [IPH-7, I[IPH-8, [IPH-10

3 MikauCUMILTIHAPHI 3B’ SI3KHU

JI71s1 3aCBO€EHHS MaTepially BUKOPUCTOBYETHCS TAKUM TMEPENTIK JAUCIUILIH, 1110
3a0e3MevyloTh 3aCBOEHHA HABYAJIBHOIO MaTepialy aucuuiiiHu  «TexHomorii
PO3POOKH KPOC-TUIAaTPOPMHHUX KOMIT FOTEPHUX IFOp»:

— Buma matemamika

— OcHoBU IporpaMyBaHHs

— OcCHOBHU NPOrpaMHoOi 1HXEHepii

— AJropumMH Ta CTPYKTYpH AaHUX

— OO0’ €KTHO-OPIEHTOBAHE MPOTpPaMyBaHHS

— ba3u nanmux

— Kowmr’rotepHa rpadika

— Po3pobka MoOIEHUX noAaTKIB Ha mathopmi Android
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4 MeTta Ta nepeadavyyBaHi pe3yJibTAaTH BUBYEHHSI HABYAJIbHOI
AMCIHMILTIHA

4.1 MeTa HaBYAJIbLHOI AMCIUILIIHYA

Meroro HaBYaNbHOI JUCUMUIUTHUA € q)OpMYBaHHSI y CTyJeHTIB TIpodeciiHUX
yMiHb 1 HaBUYOK MIOJ0 PO3POOKH KOMIT IOTEPHUX irop Ta CTBOPEHHS irpOBOTO
KOHTeHTy 3a gornomororo Unity 3D. CTyneHTM MOBHMHHI 03HAMOMHUTHCH 3 CHCTEMOIO
komroHeHtiB Unity 3D Ta wmetomamum po3pobku 3D - moxaeneld Ta BMITH
BUKOPHCTOBYBAaTM iX TpHW CTBOPEHHI KOMIT IOTEPHHX IrOp HE3aJeKHO Bif
miaropmu.

4.2 Pe3yibTaTH HABYaHHA
3HaHHA Ta IX BUKOPUCTAHHS

VY pa3l ycHnimmHOTO OBOJIOJIHHSA MaTepiaiaMyd HaBYaJIbHOI JIUCIUILIIHU
CTyZeHT OyJie BMITH BUKOPHMCTOBYBATW CYy4YacHI METOJM Ta TEXHOJIOTii PO3POOKH
KOMIT FOTepHHUX irop Ta irpoBoro 3D-koHTeHTy 3a momomoror Unity 3D, a came:
Metoau pobomm 3 rpadikor0 (OCBITIEHHS, KaMepH, MaTepiaid, TeKCTypH,
naHmmadT™M, — PEHIEPHWHT);  METogu  poOOTM 3 KOMIIOHEHTAMH,  SIKi
BUKOPHUCTOBYIOTHCS 3 3D-(pi3uK0I0; MeTOM pOOOTH B IHTETPOBAHOMY CEpEIOBHUIIII
po3pobku MonoDevelop, sike moeaHye B coOi QyHKIl TEKCTOBOT'O pellakTopa 3
JOJTATKOBUMHU MOKJIMBOCTIMH ISl HA&IAro/DKCHHS 1 BUKOHAHHA 3aBJaHb 3
YOPaBIiHHSA IIPOBUMH MPOCKTAMHU; METOAN POOOTH 3 ay/Ii0-KOMIIOHEHTaMHU (IMIIOPT
1 HaJlallTyBaHHS 3BYKY); METO/IM aHIMaIli 00’ €KTIB (aHIMallsl CpadTaMu, aHIMaIlsl,
3acHOBaHa Ha (pi3uIli, aHIMAaIl 3a JOTIOMOTOI0 CUcTeMu Mecanim); MeTou poboTH
3 KOMITOHEHTAMH, SIKi BHUKOPHUCTOBYIOTHCS JJII CTBOPEHHS KpPOC-TUTAaThOPMHUX
koM torepHux 3D-irop (Windows, Android).

JlocaigHuubKi HABUYKH

VY pa3i ycHilrHOro BHUBYCHHS HaBYaJIbHOI JUCIWILIHKA CTyJCHT OyJIe BMITH
KOMILJIEKCHO 3aCTOCOBYBATH TEXHOJIOT1i Ta METOU PO3pOOKHU KpOC-TUIaThOpMHOTO
POrpaMHOro 3a0e3MedYeHHs] NpH MNPOEKTyBaHHI KOMIT IOTEPHUX ITOp; BMITH
KOMITJIEKCHO 3aCTOCOBYBATH TEXHOJIOTIT Ta METOJHM T€OMETPUYHOTO MOJICIIIOBAHHSI
00'eKTIB, SIKi 3aCHOBAaHO Ha MaTeMaTUYHHMX METOJaX aHAIITUYHOI TeoMeTpii Mpu
PO3p0o0IIi KOMIT IOTEPHUX ITOpP Ta IFPOBOI'0 KOHTEHTY; BMITH 3aCTOCOBYBATU Cy4YacHi
Kpoc-miarhopmai MoBu mnporpamyBanHs (C#, Java, JavaScript) mpu po3po0iri
I'POBMX JOJATKIB; BMITH 3aCTOCOBYBATM METOJIM aHIMallli 00’ €KTIB MpH po3poOIl
I'POBOr0 KOHTEHTY; BMITM 3AIMCHIOBATH ampoOaiiio OTPUMAaHMX pe3yJbTaTiB,
NpuiMaroyl  y4acTh y BUAMOBLAHMX (opMax opraHBailii HayKOBUX 3aXOJiB
(ceminapax, KOH(EpPEHIIX,  KOHrpecax, CHMIO3lyMax  TOIIO); BMITH

10
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BIIPOBA/DKYBATH OTPUMAaHI Pe3yJbTaTd Yy MPAKTUUHY JBUIBHICTH MIANPHEMCTB Ta
OpraHBarlii.

CneuiajbHi BMiHHSA

VY pa3i yCHilrHOro BUBYEHHS HaBYAJILHOI JUCIMILUTIHU CTYJICHT OYJie BMITH:

— BUKOPHCTOBYBATM BIATOBIIHI IHCTPYMEHTH [JIi poOOTH 3 Tpadikoro MpH
MpoeKkTyBaHHI IrpoBoro 3D-konTeHty 3a ponomororo Unity 3D;

— BUKOpHUCTOBYBa™ BiANOBIMHI KomnoHeHtd Unity 3D ajist pobotu 3 hi3ukoro
3D- 00'exTiB;

— BHUKOPHUCTOBYBATM MOXJIMBOCTI IHTETPOBAHOTO CEPEJOBHINA PO3POOKHU
MonoDevelop, sike moennye B ¢o01 QyHKII TEKCTOBOTO PeIakTopa 3 A0JIaTKOBUMU
MO>KJIMBOC TIMHM JIJIsl HATATOJKEHHS 1 BUKOHAHHSA 3aBJaHb 3 YIPaBIIHHA ITPOBUMU
MPOEKTAMU;

— BUKOpPHUCTOBYBaT™M BiAMOBiMHI kKomrnoHeHTH Unity 3D nsis animartii 00’ €KTIB;

— BHUKOPHUCTOBYBATA BIANOBIAHI  ay/Ji0-KOMIIOHEHTM TIpU MPOEKTyBaHHI1
IrpOBUX JTOMATKIB,

— BUKOpHCTOBYBa™ BiimoBinHi iHcTpymMeH Unity 3D nmns pobGomu 3
cucteMoro noxid Unity 3D;

— BUKOpPHUCTOBYBaT™M BinmoBiAHI iHcTpyMeHTH Unity 3D 1y1st c TBOpEHHSI KpOC-
miaropmuux komn totepHux irop (Windows, Android).

CouiajapHi BMiHHA

VY pa3i yCcHiHOTO BUBYEHHS HABUAJBHOI JUCIWIUIIHK CTYJACHT OyJ€ BMITH
MpaioBaTd B CKJIaAl MpodeciiHOl MPOEKTHOI KOMaH/H, 10 BUKOHYE JTOCIIKEHHS
Ta po3poOKy B cdepl Kpoc-TIarpopMHOr0 IPOrpaMHOTO  3a0e3TeUCHHS,
YCBIOMJIFOIOYM  TPM3HAYEHI TEPCOHATbHI O0O0OB’S3KH, 3allJIAHOBaHI BUTpATA Ta
KOHKPETHY BIIMOBIAAIBHICTG 32 pe3yJibTaTd POOOTH.

Oco0ucri akocTi

VY pa3i ycHiimHOro BUBYEHHS HABYAJILHOI JUCHMIUTIHU CTYJICHT OYJie BMITH:

—  00polusii Ta cucTeMaTM3yBaTd MPOQECiiiHI 3HAHHS 1100 CTBOPEHHS 1
CYIPOBOKEHHS KPOC-TUTaTOPMHOTO TPOrPaMHOTO 3a0€3MEeYCHHS,

—  po3po0isTH, pealiBOBYBATH 1 KOOPAUHYBATH TpoliecH, (pa3u Ta ireparii
XKHUTTEBOT'O IUKITY KPOC-TUIATPOPMHUX MPOTPAMHHX JOJIATKIB;

—  oOrpyHTOBaHO 00HMpaTi Ta OCBOKOBATH IHCTPYMEHTApid 3 po3poOKH Ta
CYIPOBOJKEHHS KPOC-TUIAT(OPMHOIO MPOrPaMHOTO 3a0e3MeUCHHS,

—  aHaNByBamM, IUIECTIPSIMOBAHO INyKaTHU 1 BUOWpATM HEOOXimHI IS
BUpIIIeHHs TTpodeciiHuX 3aBJaHb H(OpMaIiHO-T0BITHMKOBI pecypcH 1 3HAHHSA 3
ypaxyBaHHSM CyYacHUX JOCATHEHb HAYKH 1 TEXHIKU.

11
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5 KajieHnapHuii IUI1aH ceMe CTPY i CTPYKTYpa HABYAJbHOIL 1M CHUILTIHA

5.1 CTpyKkTypa HaBYaJIbHOI AU CIHUILIIHU

Howmep 3MicTOBHUIT MOAYJIb TukneHb
BUBYAHHS
1 Texnonorii PO3pOOKH KpOC-T1aTpOpMHOTO 1-4

nporpaMHoro 3adesneudeHHs. OcoOJIHMBOCTI poO3pOOKHU
KpOC-TIaThOPMHHX KOMI FOTEPHUX IrOD.

2 Kpoc-mnarpopmui moBu mnporpamyBanus (C#, Java, 5-9
JavaScript).

3 Po3pobka komm’torepHux irop 3a jgonomoroto Unity 10-16
3D.

5.2 IudopmaniiiHe HANOBHEHHSI 3MICTOBHX MOAYJiB HAaBYaJbHOL
AMCIHMILTIHA

Homep 3micT
THKHS
1 ba3oBi KoHUEMIIli KpOC-IIIaThOPMHOI0 MporpaMmyBaHHs. THIM Kpoc-

miarpopmuocTl.  Kpoc-marhopMHiCTh  Ha  piBHI  amapatHoi
mwiathopmu. Kpoc-narhopmuicts Ha piHi OC.

2 Kpoc-mmmatpopmui  cepenoBuimia BukoHaHHI. Kpoc-1uiarhopmue
nporpaMHe 3abe3nedeHssi. MoOUIbHICTh TPOrpaMHOTO 3a0€3MEeYEHHS .
Oco0aMBOCTI pO3POOKH KpOC-MIaThOPMHUX KOMI IOTEPHUX IrOP.

4 O06'exTHO-OpiEHTOBaHA KOHTICTIIT st KpOC-11aTh)OpMHOTO
nporpamyBaHHs.  YcmnaakyBaHHa. [Hkancymsmia.  [lomimopdizm.
ITnatpopma NET.

W

5 Kpoc-mnarhopmMHi MOBH MpOTpaMyBaHHSL

6 Ocob6mmBocTI po3poOKK KpOC-TUIAThOPMHHUX KOMIT FOTEPHUX  Irop
MOBOIO C#.

7 OcoOnuBOCTI pO3pOOKH KpOC-TIATPOPMHUX KOMIT IOTEPHUX IrOp
MOBOIO Java.

8 Ocob6mmBOCTI po3p0oOKK KPOC-TUIAThOPMHHUX KOMIT FOTEPHUX —Irop
MOBOIO JavaScript.

9 Ornan cyyacHHMX IHCTPYMEHTAJIbHHMX 3ac00IB pO3pOOKH IrpOBUX
JI0JIATKIB.

10 OcnoBu po6omu B Unity 3D. IaTepdeiic mporpamu: rojioBHe MEHIO,

OIS POEKTY, lepapXis, CLieHa, IPOBUM BUJI, IHCIIEKTOP.

PoGota 3 rpadikoro (OCBITIEHHS, KaMepH, MaTepiai, TeKCTypH,
naHamad ™, peHIESPHUHT).

11 PoGota 3 xommonentamu Unity 3D s pobom 3 ¢iBukoro 3D-
o0'ekTiB (Rigidbody, Colliders, Joints, Character Controller).

12
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12 Po3pobka Ta BuxopucrtanHs ckpurmie B Unity 3D. CtBopenns i
3HMIIEHHS rpoBuX 00'ekTiB (GameObjects). YmpapiiHHA TPOBUMU
o0'eKTaMu 3a JOMOMOIOI0 BIJAMOBIIHUX KOMIIOHEHTIB. PoOota B
IHTRTpOBaHOMY cepenoBuil po3podbku MonoDevelop. Cuctema
ot EventSystem.

13 Po6ota 3 aynio-komnonentamu Unity 3D. Imnopt 1 HanamtyBaHHS
3BYKY.
14 Anivariisi  o0’extiB B Unity 3D. Amnimamis cnopaiitamu  (oxpemi

chpaiiM, amwiac chopadmB). AHIMaIsi, 3acHOBaHa Ha (BUIl
(BukopuctanHs ¢BuuHOi cuctemu Unity). AHIMAIsS 3a JOTOMOTOIO
cuctemMu Mecanim.

15 PoGota 3 iHctpymentamu Unity 3D, sKki BUKOPHUCTOBYIOTHCS JIJIs
CTBOpEHHs Kpoc-Tuiarpopmuux komi totepuux 3D-irop (Windows,
Android).

16 KonmponbHa poboTa

[Ipe3eHTalnst HAWBITYAJIBHOTO 3aBJIaHHS

6 ®opmu HABYAHHS

HaBuanbshuii miporiec 3MiHCHIOETHCS y TaKuX (popMax: HaBYaNbHI ayJIUTOPHI
3aHATTS (JIEKITi, Ta00paToOpHi, KOHCYJIbTAIlll), BUKOHAHHS 1HIUBITYyaJbHUX 3aBJaHb,
CaMOCTIiHa poOOTa, MPaKTUYHA MIITOTOBKA, KOHTPOIbHI 3aXO0JIH.

AynutopHa po6ota Bkitodae 24 nekilii ta 30 mabopatopHux pooir.

Jlekisi - ocHOBHA (hopma MPOBE/ICHHS] HABYAJIbHUX 3aHSTh, SKa MpU3HAYEHa
11 3aCBOEHHS TEOPETUYHOTO MaTepiany.

JlaGopatopHi 3aHsATTI - ¢opMa HABUATBHUX 3aHTh, HA SIKUX CTYJICHTH
NOTJUOIOIT, TEOPETMYHI 3HAHHSA 3 HABYAIBHOI JUCUMIUIIHKA Ta HaOyBalOTh
MpPaKTUYHUX HaBU4OK podbom 3 Unity 3D 3a AomoMororo creuiajgizoBaHor o
IrpoBOro 008 THAHHSL

KoHcynprarii - 11e HaB4aJIbHI 3aHSTTI, HA SKUX CTYJEHT OTPUMYE BIAIOBiI1
BUKJIaJlaya Ha KOHKPETHI 3alMuTaHHS a0o0 TMOSCHEHHS [E€BHUX TECOPETUYHHUX
MOJIO’KEHb UM MPAKTUYHUX acnekTiB podom 3 Unity 3D.

[nauBigyaneHi 3aBAaHHS ~— mependadaroTh MPOEKTYBaHHA Ta PO3POOKY
BJIACHOTO IrpoBOro jaojatky Ta irpoBoro 3D-kontenty B Unity 3D. Tema
HIMBITyaJIbHOTO 3aBJIaHHS BUOMPAETHCS CTYJICHTOM CaMOCTIHO. [HauBimyambHi
3aBJIaHHS] BUKOHYIOTHCSI CTYJIEHTOM CaMOCTIMHO 3 KOHCYJITAII€I0 BUKIIAaya.

CamocTiiiHa po0OOTa 3AIMCHIOETHCS Y BUIBHUM BiJl ay/IUTOPHUX HAaBYAIBHUX
3aHATH Yac. BoHa cnipsiMoBaHa Ha OBOJIOMIHHS CTYJIEHTOM HaBYaJIbHUM MaTepiajioMm,
MPaKTUYHAMHA HaBUYKaMH, Tependadae OTpUMAaHHS HOBUX 3HaHb Ta CaMOCTIMHE
BUPILIECHHS 3aBJIaHb.
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7 Iopsinok nMpoBeaeHHS aTecTalil

VY HaBYaNbHIA JUCUMIUIHI TNepe10ayeHO0 BUKOHAHHA J1a0OpaTopHUX poOIT,
KOHTPOJBHOI po00TM Ta IHIMBIMyambHOTO 3aBaaHHA. [limcymMKoBa peWTMHroBa
OIlIHKA BKJIFOYA€ OIIIHKY 32 BUKOHAHHS 13aXHUCT Ja00opaTopHUX POOIT, KOHTPOJIBHOT
poOOTM Ta HAWBITYAJIBHOTO 3aBJIaHHS.

Kypc oumnroetsess 3a 100 6anbHOO mKkanow. MakcuManbHa CyMapHa OLHK a
3a BUKOHAHHs JIaOOpaTopHUX pOOIT B MeXaxX HABUAJIbHOI JUCIUIUIIHU CKIIajnae 6
OanB. Y koxHI pobdoti 30% HapaxoBYeThCs 32 BUKOHAHHS MPAKTUYHOI YACTUHM 1
il BIANOBIIHICTH MoOcTaBleHIM 3amayl 1 70% — 3a 3axucT pobO™M (apryMEHTOBaHE
MOSICHEHHsI X0,1y poOOTH 1 BIANOBIZI HA TECOPETUYHI THTAHHS).

Kontponbha po6oTa omiHtoeThes 'y 35 6aniB. PoboTta mpoBoauthes y hopmaTi
TECTY, SIKMM MICTUTh 25 TEOPETMYHUX IHUTaHb, SIK1 OLIHIOIOTHCS 10 1 Oairy KOXHE
Ta 5 MPaKTUYHHUX TUTaHb, SIK1 OLIHIOITECA TO 2 0aiau KOXHE (MakCUMAaTbHO 35
OaJTiB 32 BUKOHAHHS KOHTPOJIbHOT poOOTH).

BukonanHs Ta mpe3eHTAll  (PIHAIBHONO IHIMBIIYaJIbHOTO  3aBJAHHS
OIIHIOETHCS Y 29 GartiB.

I'pagix npoBe JeHHSA MOTOYHOIO OLIHIOB AHHS

Home p THxkHA OuinoB aHHSA

2 OriHka BUKOHAHHS JaboparopHoi podot 1
4 O1iHKa BUKOHAHHS JJaO0patopHoi poOoTH 2
6 OuiHka BUKOHaHHS JIabopartopHoi poOoTH 3
8 OuiHKa BUKOHaHHs JabopatopHoi poOotm 4
10 OnjiHKa BUKOHAHHSA JIAOOpaTtopHOi poOoTH 5
12 Or1iHKka BUKOHAHHS J1a00patopHoi poOoTH 6
16 O1iHKa BUKOHAHHS KOHTPOJIBHOT poOOTH

O1niHKa BUKOHAHHS 1HJMBITYaJIbHOTO 3aBJaHHS

IloganHs 3BiTYy 11010 BUKOHAHHS JIA00PATOPHUX POOIT

JlaGopatopHi poOOTH BUKOHYIOTHCS MPOTATOM ayIUTOPHOTO 3aHATTI. Y KIHII1
KOKHOTO 3aHATTI CTYyJICHT 3000B's13aHHI TPOJIEMOHCTPYBATH BUKOHAHE 3aB/IAHHSL

VY Mexax IBOX THDKHIB CTyJIEHT 3000B'si3aHUN CaMOCTIHHO O(POPMUTH 3BIT 10
MoTepeIHRO1 JJabopaTopHOi PoOOTH, Jie TOBUHHI OyTH BKa3aHi OC HOBHI KPOKH, 1110
Oy BUKOHAHI Y X071 JaHO1 poOoTH.

[IpoTsiroM ayJauTOpHOTO 3aHATT, BIABEIEHOTO JJIi BUKOHAHHS HACTyMHOT
J1a00paTopHOi pOOOTH CTYACHT MA€ 3aXUCTUTU TMOMNEPEIHIO pOOOTY, BIATMOBIBIINA HA
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MUATAHHS II0JI0 TEOPETMYHOrO0 MaTepialy Ta HAIaBIIM MOSCHEHHI TpO Xim 1
pe3yiibTam J1abopatopHoi poOOTH.

O1iHIoBaHHs J1a0OPaTOPHUX POOIT:

— 3a KOXHY J1abopaTopHy poOOTy CTyJEHT OoTpuMye 6 GajiB (MakcHMallbHa
CyMapHa OIliHKa 3a yci jabopatopHi poOOTM B MeKax HaBYaJIbHOI JUCIUILIIHU
ckyajae 36 6aiB);

— gKImo poOOTa BHKOHAHAa HE CaMOCTIHHO, To 3HIMaetbcss 50% Bix
MaKCHUMaJIbHOI KUIBKOCTI OaliB;

— SKIIO B MporpaMi HE BUIPHUMAHO OCHOBHI IpaBWJIa CTBOPEHHS
MPOrpaMHMX MPOMYKTIB (HAMPHKIIA, MOAYJIBHICTh, APYKHIN HTepdelic, HasIBHIC Th
KOMEHTapIB) 3HIMAaeThCs 5%.

3a KOXKEH TWXKACHb 3alliBHEHHS  3aXUCTy JabopatopHOi  poOOTH
(KOMIT'IOTEpHOTO MPAKTUKYMY) HapaxoByeThcsi mtpadui — 0,2 6amu (Makc UMaIbHO
5 nHIB).

MeToau OUIHKY 3MiCTOBHMX MOAYJIiB HABYAJIbHOI M CHUILIIHA

KutbkicTs OamiB B 3arajibHidi OITHIN 3MICTOBHUX MOJYJIB BIAMOBiIA€E
HACTyITHOMY:

Bukonanns naboparopuoi pobom 1 MaKCUMAaIbHO 6 OaiB.
Bukonanns nadoparopHoi po6ot 2 MaKCHUMAaJIbHO 6 OaiB.
Buxonanus nabopartopHoi pobom 3 MaKCHUMaJIbHO 6 OaiB.
Bukonanns naGoparopaoi pobotu 4 MaKCUMAaJIbHO 6 6aiB.
Buxonannst naGopatopHoi pobom 5 MaKCHUMAaJIbHO 6 OaiB.
Bukonannst nabopatopHoi pobom 6 MaKCHUMaJIbHO 6 OaiB.
BukoHaHHS KOHTPOJIBHOT poOOTH MaKCUMabHO 35 GaniB.
BuikoHaHHS 1HIMBITYyaIbHOTO 3aBIaHHS MaKC UMaJIbHO 29 Oalris.

VYci HaOpani Oanu mincyMoBYyrOThes (MakcumanbHo 100 OaniB), mtpadHi
Oanv 3a 3amMi3HEHHS B IPEACTABIICHH] 3BITY 3 JIAOOPATOPHOI pOOOTH BiTHIMAIOTHCS.

MeToa OMIHKU IMCHUILUIIHA B IIJIOMY

OWiHKH CTyIEHTIB 3a pe3yJIbTATAMH BUBYEHHA 3MICTOBHUX MOnymiB 1 — 3
MICYMOBYIOThCS. TakMM YMHOM pO3PaXxOBYEThCS CyMapHa OIlIHKA CTyJCHTA B
Oaytax 3a JIUC UILUITIHOKO.

CymaphHa omHKa B Oajlax MEpEeBOAUTHCS 3a HWKYEHABEICHOIO IIKAJIOIO
omiHOBaHHs B HamioHabHy Ta ECTS — orinky.
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Tabmui 1.1 - IlIkana omHroBanua: HamioHatsHa Ta ECTS

Cyma 6auiB 3a Oninka 3a HaliOHAJIHHOIO IIKAJIOIO
Bei B Ouinka [ ;4 ex3ameny, KypcoBoro
HaBYa/1bHO1 ECTS npoekTy (podorm), IJIS 3AJTiKY
NisfIbLHOCTI NPAKTHKH
90 - 100 A BIZIMIHHO
82-89 B obpe
74-81 C F00P 3apaxoBaHO
64-73 D .
063 F 3aJI0BUILHO

HC 3apaxoBaHO

HE3aJI0BUILHO 3 )
3 MOKJIMBICTIO

35-59 FX MO>KJIUBICTIO ITOBTOPHOTO
TTOBTOPHOTO
CKJIaJaHHs
CKJIaaHHsA
HE 3apaxoBaHO
HE3aJI0BUIBHO 3 3 000B’ I3KOBYM
0-34 F 000B’ I3KOBUM IMOBTOPHUM ITOBTOPHUM
BUBYEHHSIM QUCIHILUIHA BUBYEHHIM
JIUC ITUIUJTIHA

8 3BopoTHiii 3B’A30K

[Ipo pe3ynbram 3axucTy J1a0OPaTOPHUX POOIT CTYACHTU MIBHAIOTHCA ITi Yac
3aHSTTI.

[Ipo pe3ynbTam KOHTIPOIBHOI POOOTH CTYyACHTH [IBHAIOTBCS MPOTITOM
OJTHOT'O TYKHS.

KoHcynpTamii ju1st CTyACHTIB TTPOBOASTHCS BUKJIAIa4eM BIIPOIOBXK CEMECTPY
7IBA Pa3y HA THK]ICH.

Indopmariis 111010 OLIHKK 3a IUCITUILIIHOIO B IIUIOMY HAA€ThCs CTyJICHTAM
Ha 16 TMKHI HaBYaHHS.

KonTakTHi 1aHi 144 on-line 10m0MOru Ta KOHCYJIbTYBAHHS :
Buxnanaui: x.T.H., goueHt Jlsmenko O.M., e-mail: olenakntu@gmail.com
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9 BukJaganb KU CKJIaJ] Ta J0MOMIMXKHI J:Ke pejia

O00B'13KM BUKJIA1aYiB

OcHOBHI OOOB'SI3KM BUKJIAJauiB HABYAJIBHOI JUCIHUIUIHUA TOJSTalTh Y
MPOBEJICHH] JIEKIN 1 Ja0OpatopHUX 3aHATh 3TIIHO HAaBUYAJbHOI MpOrpamMu Ta
MPOBEJICHHI KOHTPOJIIO SIKOCTI OTPUMAaHUX 3HaHb, YMIHb 1 HABUYOK.

O00B'A13KH KOOPINHATOPA IMCHHUILTIHA

["onoBHI 000B’SI3KM KOOPAMHATOPIB HABYAIHHOI AMCIMIUTIHU TOJISTAI0THh Y
PO3p0o0IIi Ta BHECEHHI 3MiH J0 3MICTOBHMX MOAYJIB Y BIATIOBITHOCTI 3 MOTOYHUM U
notpedaMy, HABYAJBHUMHU [UIaHAMHU  TOLIO; KOOpAWHALII 1  yNpaBiiHHI
npohecopc bKO-BUKIIAAIBKUAM CKJIaJ0M; KOOPAMHAII MPOBEACHHS 3aTIKIB.

O00B'A3KH 10MOMIiKHOTO MEPCOHAITY

JIONMOMDKHMI TIepCOHAN 3JIMCHIOE MIITOTOBKY KOMIT' FOTEPHOI TEXHIKH Ta
CIIEIIATI30BAHOTO IrpOBOTO OOJAJHAHHS [0 BHKOHAHHSA JaboparopHUx poOiT
CTyJE€HTAMH Ta HaJa€ TEXHIUHY MUITPUMKY CTyJE€HTAaM il 4Yac BUKOHAHHS
1a00paTOPHUX POOIT.

17



0610 HuK Ha8YAbHOI OUCYUNTIHU
«Texn on 02ii po3pobKu Kpo c-niampopmMHUX KoMn 10mepHUx i2op»

10 HaByanbHa nporpama i Matepiajan

10.1 Tema 1: OcnoBu podoru B Unity 3D.

AHoTalifA

Jlekmist 3HalioMu™s 3 ocHOBamH poOot B Unity 3D - cuctemoro po3poOku
Kkpoc-miarhopMuux 2D- 1 3D-irop Ta IHTRpaKTMBHOTO KOHTEHTY.

MeTa jgekuii

O3HalloMU™M CTYACHTIB 3 TIepeBaraMu Ta HEHOJIKaMH PO3POOKH IrpOBUX
JOJIaTKIB Ta IrpOBOr0 KOHTEHTy 3a aonomoroto Unity 3D; 3 HOBUM (DyHKLIOHATIOM
Ta BIONOBITHMM IHCTpyMeHTapiemM cuctemu Unity 3D, sxuii momomoxe
pPO3pOOHMKAM YCIIIIIHO CTBOPIOBATA aHIMaIllifiHI Ta ITpoBi clieHW; cdepamu
3aCTOCYBaHHS KOMIT IOTEpHUX 1rop, po3pobieHux 3a aonomororo Unity 3D.

OuikyBaHi pe3yJabTaTn

CtyaeHT OBOJIOMIE TOHATDIMH: KOMIT IOTepHa Kpoc-tutarpopmua 2D- 1 3D-
rpa, IHTEpaKTMBHUU KOHTEHT, I'pOBa CIieHa. byje 3HaTM OCHOBHI IepeBaru Ta
HEJOJIKU PO3pOOKHU I'POBUX JOJATKIB Ta IrpOBOro KOHTEHTY 3a gonomororo Unity
3D, dyHKIioHaT Ta BIANOBIAHWMN 1HCTpyMeHTapii cuctemMu Unity 3D s
CTBOPEHHS aHIMAllfHUX Ta ITPOBUX CIIeH, chepu 3aCTOCYBaHHSI KOMI IOTEPHUX
irop, po3po6ienux 3a gornomororo Unity 3D.

KoHTpoabHi 3anuTanHs

e JlaiiTe BHU3HAYEHHS MOHATHIM «KOMIT IOTepHa Kpoc-miarhopmua 3D-rpay,
«IHTEPAaKTMBHUM KOHTEHT», «IrpOBa CIICHAY.

e Ha3Bith OCHOBHI IIEpEBaru po3pOOKH IrPOBUX JAOAATKIB Ta IrPOBOr0 KOHTEHTY
3a moniomoroto Unity 3D.

o JSxwmii iHctpymentapii Unity 3D BUKOPUCTOBYETHCA HJisi CTBOPEHHS
aHIMaIIfHIX Ta I'POBUX CIIEH?

e YV 4yoMmMy TONATal0T  BIAMIHHOCTI  KpOC-TUIAaTQOPMHOI  PO3pPOOKHU
KOMIT IOTepHHUX irop?

e Ha3eite cdepu 3acTocyBaHHS KOMII'IOTCPHHX Irop, pO3pOOJeHHMX 3a
nonomoroto Unity 3D.
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10.2 JIaGopaTopHa podora Ne 1.
Peskxumu podotu Ta intepgeiic Unity 3D. Podora 3 rpagikoro.

AHoTalifA

JlaGopatopHa poOOTa OpiEHTOBaHA Ha O3HAMOMIICHHS CTYJCHTIB 3
iTepdeticom cucremu Unity 3D (rojioBHE MEHIO, OIS IPOEKTY, l€papXis, CIIEHA,
I'pOBUM BUJI, IHCTIEKTOP) Ta METoJlaMH poOOTH 3 rpadikoro (OCBITICHHS, KaMEpH,
MaTepiaiay, TeKCTypH, JIaHamadi, peHIepuHT).

MeTa JabdopaTopHoi podoTH

OcBoii ocHOBHI ipuiiomu podom 3 2D- 1 3D-pexumamu cuctemu Unity 3D,
IHTepdeiicoM cUcTeMH Ta MeTojamMu pobomi 3 rpadikoro. BuBummi MOXKIMBOCTI
pob6omu 3 ocBimieHHsiM B Unity 3D (Directional Light, Point Light, Spot lights, Area
Light). BuBuumm moxsmBocTi pobomn 3 kameporo B Unity 3D (Perspective and
orthographic cameras). OcBOiTM OCHOBHI NpUIOMU POOOTM 3 MaTepiaiaMH Ta
Tekctypamu B Unity 3D. BuB4MTM MOXIMBOCTI CTBOPEHHS Ta peIaryBaHHs
nanamadms (Terrain). OcBoim ocHOBHI npuiioMu penaepunry B Unity 3D.

OuikyBaHi pe3yJbTaTn

VY pa3i ycHilHOro BUKOHAHHS Ja00patopHoOi poOOTM CTyAEHT Oy/le 3HATU Ta
BMITH 3aCTOCOBYBATW OCHOBHI NpuiioMu poOom 3 2D- 1 3D-pexxumamu cucteMu
Unity 3D, BMiTM 3acTOCOBYBaTM OCHOBHI TpadiuHi KOMIOHEHTH CHUCTEMHU IS
po0OTH 3 OCBITIEHHSM Ta KaMeporo, 3aCTOCOBYBATM OCHOBHI MPUHOMH pOOOTH 3
MatepialaMM Ta TEKCTypaMH TPy po3poOIll IrpOBUX CIIEH, CTBOPIOBATH  Ta
penaryBam JaHAma(T, BMITH 3aCTOCOBYBAaTM MNPUAOMH PEHAEPUHTY  TPH
PO3p0o0IIi IrPOBUX JIOJATKIB.

KonTpoJsbHI 3anMTaHHs

e Ha3pite 0a3oBi rpadmni koMmnoHen cuctemMu Unity 3D nns pobom 3
OCBITJICHHSM Ta KaMepolo.

o [lepepaxyiite ocHoBHI eniemeHT™ HTepdeiicy cuctemu Unity 3D.

e Haspite 6a3oBi kommoHeHn cuctemu Unity 3D nans ctBOpeHHsS Ta
penaryBaHHs JaHAmadTB.

o JlaiiTe BU3HAYCHHS TOHATIIO «PEHICPHHI.
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10.3 Tema 2. ®dizuka 3D - 00'ekTiB.
AHoOTAIIA

Jlexiist 3HAOMUTH 3 OCHOBHUMH KOMITOHCHTAMH, SIKi BUKOPHCTOBYIOTHCS IS
pobom 3 UKo 3D - 00'€KTIB.

MeTa Jekuii

O3HalioMU™M CTyJIeHTIB 3 OCHOBHUMH kommoHeHTamu Unity 3D mns poGotu
3 ¢pi3ukor 3D - 00'exTiB. O3HAOMUTM CTYJEHTIB 3 BIACTUBOCTIMH KOMIIOHECHTIB
Rigidbodies, Colliders, Joints, Character Controllers Ta MOXJIUBOCTIMH, SIKI BOHU
HAJlal0Th PO3pOOHMKAM I'POBOT0 KOHTEHTY.

OuikyBaHi pe3yJabTaTu

VY pasi ycHoilrHOro BUKOHAHHS J1Ta00paTopHOi poOOTH CTyJeHT Oy/e 3HaTH Ta
BMITH 3aCTOCOBYBAaTM OCHOBHI KOMIIOHEHTM Ta IX BJIaCTMBOCTI i poOOTM 3
¢bBukoro 3D - 00'ekTIB 1Tpu po3poOIll IPOBHUX JOIATKIB.

KonTpoJsbHI 3anMTaHHs

e Haszpims 0a3oBi kommoHeHtn cuctemMu Unity 3D miist poGotu 3 ¢iBUKOIO
3D - 00'exTB.

e Ha3pite ocHOBHI BiacBOCTI KoMmmnoHeHTy Rigidbodies.

e Ha3Bite ocHOBHI BiacBocTI komnoHeHty Colliders.

e Jlns goro B cuctemu Unity 3D BUKOPHUCTOBYIOTHCS JOint — KOMIIOHEHTH?

e Haszpims omimi Joint - KOMIIOHEHTA, SKI MOYKHA BKJIFOUATA ISl PI3HUX
e eKTIB.

o Jlns woro B cuctemu Unity 3D BHKOPUCTOBYIOTHCA KOHTPOJIEPU
nepcoHaxa (Character Controllers)?

e Ha3Bite ocHoBHI BnacmiBocTi komrnoneHty Character Controllers.

e SIKi MOXXJIMBOCTI HaIAIOTh PO3POOHUKAM IIPOBOT0 KOHTEHTY KOMIIOHEHTH
Box Collider, Capsule Collider, Character Joints, Configurable Joint,
Fixed Joints, Sphere Collider, Spring Joint?
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10.4 JIaGopaTtopHa podoora Ne 2. Komnone HTu Unity 3D nis podoru 3
¢izukoro 3D- 00'ekTiB.

AHoTalifA

Jlaboparopna po0OoTa Opi€eHTOBaHA Ha OBOJIOJIHHSI CTYyJICHTAMH HaBHUYOK
poOOTM 3 OCHOBHUMHU KOMITIOHEHTH, $IKI BUKOPUCTOBYIOTHCS JJIsi pOOOTH 3 (PI3UKO IO

3D - 00'exTiB.
Merta s1abopaTopHoi po6oTH

Cmopennss 3D - o0'exkTiB Ta BHKOpPHCTaHHA KoMIioHeHTB Rigidbodies,
Colliders, Joints, Character Controllers st po6otu 3 pizukoro 3D - 00'ekTiB.

Po6ota 3 BnactuBicTio «lIs Kinematic» kommonenta Rigidbody, sxa Hamae
MOXJIMBICTh BUKJIIOUEHHS 00'€KTa 3-T7 KOHTPOJIIO (PIBUYHOTO JBUIKKA, 1 I03BOJISIE
NepeMIIlaTd HOro KIHEMAaTUYHO 3 JIOMOMOIOK0 BIIIOBITHOI'O CKPUIITA.

OuikyBaHi pe3yJabTaTu

VY pa3i ycHiHOro BUKOHAHHS J1abopatopHoi poOOTH CTyACHT OyJe BMITH
BukopuctoByBam komnoneH  Rigidbodies, Colliders, Joints, Character
Controllers Ta ix BmacmBocTI it pobom 3 ¢Bukoo 3D - 00'exT,
BUKOpucTOBYBa™M BiacTuBicTh «Is Kinematicy  kommonenta Rigidbody nmst
BUKJIIOUEHHS 00'€eKTa 3-T KOHTPOJIIO (BUYHOTO JBUXKKA, 1 KIHEMATUYHOTO
nepemiiieHHss 00'ekTa 3a JOMOMOTOI0 BIATNIOBIIHOTO CKPHUITA.

KoHTpoabHi 3anuTanHs

e Ha3sime etarm ctBopenns 3D - o0'ekTiB B cuctemi Unity 3D.

e Jlns yoro y komnoneHta Rigidbody BukopucToByeThCsl BIacTMBICTH «Is
Kinematic»?

e Ha3Bite TMN HEPBUUHOTO PYXY, SIKWM 3A1IMCHIOETHCS 32 JOTIOMOTOI0 KOJTY.

o Skuii KOMIOHEHT J03BOJIA€ 3iilicHIOBaTH 00epTanHs 3D - o06'exta
HABKOJIO 33/1aHOT TOYKH Ta OC1?
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10.5 Tema 3: Po3poOka Ta BukopucTtanHsi ckpunrtie B Unity 3D.
Cepenosuie po3pooxku MonoDevelop. Cucrema noaiii (EventSystem).

AHoTalifA

Jlekirisi 3HAHOMUTH 3 TEXHOJIOTIEI Po3poOKu ckpunmB B cucteMi Unity 3D,
METOJIaMH CTBOPEHHS 1 3HUILEHHS IFPOBUX OO'€KTIB, YINpPaBIIHHSA IFPOBUMU
o0'eKTaMK 3a JOMOMOTrOI0 BIANOBIJHUX KOMIIOHEHTIB, METOJaMH poOO™M B
IHTEIPOBAaHOMY CepeJIoBHII po3poOoku MonoDevelop, sike moennye B co0i PyHKITIT
TEKCTOBOTO pEIAKTOpa 3 JAOAATKOBUMH MOKJIMBOCTIMU JJI HAIArOJKEHHA 1
BUKOHAHHA 3aBJaHb 3 YINpPaBIIHHI ICPOBUMHU MPOEKTAMH, CHUCTEMOIO TMOJIIN
«EventSystem» Unity 3D.

MeTa Jgexkuii

O3HallOMUTH CTYJEHTIB 3 METOJaMH CTBOPEHHS, YINPABIIHHS 1 3HUIICHH S
IrpoBUX 00'€KTIB, MeToJaMU pOOOTM B IHTRTPOBAHOMY CEPEIOBHUIIl PO3POOKH
MonoDevelop, cnoco6amu BinpaBKu MO 10 00'€KTIB B IrpOBOMY JOJATKY —
cuctemoro noaii «EventSystemy.

OuikyBaHi pe3yJbTaTn

ChopmyBai y CTyACHTIB 3HAHHS MIOJI0 OCHOBHUX METOJIB CTBOPEHHS 1
3HMILEHHS rpoBuX 00'ekTiB B cuctemi Unity 3D, OCHOBHHMX KOMIIOHEHTIB, SIKi
BUKOPHUCTOBYIOTbCSL  JUIsl  YOPaBIiHHI  ITPOBUMHU  00'€KTaMH, OCHOBHHUMU
MPUHIMIIAME  POOOTM B IHTETPOBAaHOMY cepenoBHil po3podku MonoDevelop,
OCHOBHHUX METOJIB poO0TH 3 cuctemoro nofiii «EventSystemy.

KoHTpoJbHi 3anuTanHs

e Slki MmoBU mporpamyBaHnHs mintpumye cuctema Unity 3D?

e SlkuM YMHOM  3JIACHIOETBCS  YIPaBIIHHA ITPOBUMH OO0’ €KTaMU
(GameObjects) B cuctemi Unity 3D?

e Ha3Bith mepeBard BUKOPUCTAHHS IHTETPOBAHOTO CEPEIOBHUINA PO3POOKH
MonoDevelop s Hamaro/keHHS 1 BUKOHAHHS 3aBJlaHb 3 YIPABIIHHS
I'POBUMU MPOCKTAMHU.

e Ha3Bitb OCHOBHI MeTOaU poboTM 3 cucteMoro monii «EventSystem» B
Unity 3D.
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10.6 JIaGopaTopHa podora Ne3.
PoGora B iHTerpoBanomy cepeaoBuili po3pooxu MonoDevelop.

AHoTalifA

Jlaboparopna poOoTa oOpieHTOBaHAa Ha OBOJIOJIHHS CTyJICHTAMH HABUYOK
poO0OTM B IHTETPOBAHOMY CepeoBuIlll po3podku MonoDevelop.

MeTa gadopaTopHoi podoTH

3HAiOMCTBO 3 IHTCTPOBAHMM CepeloBUIIlEeM po3podbku MonoDevelop,
HanamrtyBaHHs MonoDevelop, penaryBanns BuximHoro kojay B MonoDevelop.

OuikyBaHi pe3yJbTaTH

VY pa3i ycnirHOro BUKOHAHHS Ja0OpatopHOi poOOTM CTyIeHT Oyae BMITH
CTBOPIOBATH, peAaryBaTd CKpPUMTOBI (ailii 3 BUKOPHCTAHHSM CepeIOBHINA
po3pooxu MonoDevelop.

KoHTpoabHi 3anuTanHs

e Ha3Bith OCHOBHI €TamM TPOIECY YCTAHOBKHM CEPENIOBHUINA PO3POOKHU
MonoDevelop.

e Ha3Bith OCHOBHI €Tamu HalAITyBaHHS IHTEIPOBAHOIO CEpPEeAOBUIIA
po3pooku MonoDevelop B cuctemi Unity 3D.

e Ha3pims ocHOBHI QyHKIII cepenoBuia po3pooku MonoDevelop.

o Sk s3miicHioeThCs  cuHXpoHBamis  Unity mNpoekTy 3 TPOEKTOM
MonoDevelop?

e Jlns yoro B MonoDevelop BukopuctoByetbes mikana Breakpoint Bar?
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10.7 Tema 4: Ayaio-komnorneHTH Unity 3D. IMmnopr i HanamTyBaHHs
3BYKY.

AHoTalifA

Jlekmisi 3HadioMuts 3 aypgio-kommnoHeHtamu Unity 3D, MoxxiauBocTsIMU
IMIIOPTY 1 BIITBOPEHHSI 3BYKOBHUX €(DEKTIB, METOJaMU aKTUBALli 3BYKOBUX €(EKTIB
3a IONIOMOT'0I0 MPOrpaMHOro Koy, Mmetoaamu poootu 3 AudioManager B Unity 3D.

MeTa Jekuii

O3HalioMu™M CTYyACHTIB 3 CHCTeMOI0 ayjio-komroHeHtiB ~ Unity 3D.
Po3riiiHy™M MOKJIMBOCTI IMIOPTY 1 BiITBOpeHHs 3BYKOBUX edekTiB B Unity 3D,
METO/IM aKTUBAIli 3BYKOBUX €(EKTIB 3a JOMIOMOTOI MPOrpaMHOTO KOAY, METOIU
HajamtyBaHHd Ta podotu 3 AudioManager B Unity 3D.

OuikyBaHi pe3yJbTaTH

ChopmyBat 'y CTyHIEHTIB 3HaHHS IIOJAO peanBaiii  3BYKOBOTO
CYNpPOBO/UKEHHS IrPOBUX JOAATKIB 32 JOTMOMOTOI0 BHKOPWUCTAHHS — aymdio-
komnoneHTiB Unity 3D ta MeToniB akmiBaili 3BYKOBHX €(EKTIB 3a JOMOMOTOIO

IIPOrpaMHOro KOJy.

KonTpoabHi 3anuTanHs

o Jlnsg gyoro B Unity 3D BukopuctoBytothcs kommnoneHt AudioClip,
AudioSource, AudioListener?

o Slxum yuaOM B Unity 3D 37iiiCHIOEThCSI aKTWBAIli 3BYKOBHX €(DEKTIB?

e Ha3ime komnonen Unity 3D jist poO0OTH 31 3BYKOM.

e Jlns goro B Unity 3D BukopuctoByethcss AudioManager?

e Ha3BiTh OCHOBHI €TallM HAJAMITYBaHHS I[EHIPAJIBHOTO JHUCTIETICpa
ynpasiiaasi 38yKoMm B Unity 3D.
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10.8 JIaGopaTopHa podora Ne 4.
IMmnopt ayniokJinis B irposi gonarku. Podora 3 qucnerye pom
AudioManager B Unity 3D.

AHOTALA

JlabopatopHa po0OOTa OpicHTOBaHA Ha OBOJIOAIHHS CTyJACHTAMH METOAaMHU
poboTH 313BYyKOM 3a gonomoror aucrnerdepa AudioManager B Unity 3D.

Merta s1abopaTopHoi po6oTH

CdhopmyBai y CTyIOeHTIB 3HAHHS MO0 HAaJAIITyBaHHA I[IEHTPAIBHOT O
nucrierdepa ynpabiiHHs 3BykKoM AudioManager B Unity 3D, MeToniB po3poOku
IHTepQeiciB KOpUCTyBayda JJIsl HATAIITYBaHHSI 3BYKOBUX €(DEKTIB Ta PETYJIIOBAHHS
T'YYHOCTI 3BYKY, METO/IB IMIIOPTY aydio-KJIIMiB B IrPOB1 JOJIATKH.

OuikyBaHi pe3yJbTaTH

VY pasi ycnirHOro BUKOHAHHS Ja0OpatopHOi poOOTM CTyJeHT Oyae BMITH
CTBOPIOBATH IrpoBi JOMATKH 31 3BYKOBUM CYIPOBO/DKEHHSM 32 JOMOMOTOIO
aucnerdepa AudioManager.

KoHTpoJbHi 3antMTaHHSA

e Ha3Bith OCHOBHI (YHKIII IEHTPATBHOTO AMCIIETIEpa YIPABIIHHI 3BYKOM
AudioManager.

e Ha3Bite oOCHOBHI MeTOonM pO3pOOKHM IHTEpQEiciB KOopucTyBaya Jis
HAJTAIITYBaHHS 3BYKOBHMX €(EKTIB Ta PETYJIIOBAHHS I'YYHOCTI 3BYKY.

e Ha3Bith OCHOBHI €TanM IMIOPTY ayio-KJIIMB B IFPOB1 JOIATKH.

e B yomy nmonsrae BimMiaHICTE 2D 13D 3ByKYy?

e 3a JONOMOIOI SKOrO KOMIIOHEHTA MOKHA JIETKO pEryJIloBaTd Ha
rJI00aJIbHOMY PIBHI T'YYHICTh 3BYKOBUX €(DEKTIB?

e Jlns goro B Unity 3D BukopuctoByrThCs daimu popmaty WAV?
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10.9 Tema 5: Animanis 00’ exriB B Unity 3D.
AHoTanis

Jlexkmiss 3HAOMHUTG 3 OCHOBHHMMH IMOHSATIIMUA aHIMAIll Ta TUIIAMA aHIMallil
o0’extiB B Unity 3D.

MeTa Jekuii

O3HalfloOMUTH CTyJEHTIB 3 OCHOBHMMH TMIaMu aHiMaiii 00’ ekTiB B Unity 3D.
PosrnsHym Metonu aHiMalii TBEpJOro TUTa, aHIMAaIli Ha OCHOBI CKeleTa, aHIMaIlii
crnpaiTaMu (OKpeMi crpaidTd, amiac CIpalTB), aHIMAIll, IO 3aCHOBaHA Ha (PBBUII
(BukopuctanHss  ¢BuuHOi cuctemu Unity), BizeoaHimamii  (BIITBOpEHHS
BiZilcoaiiyiiB y BUTJISI/II aHIMOBAaHUX TEKCTyp), aHIMAIlll YaCcTMHKAMH, aHMaIli 3a
JIOTIOMOT'0F0 cMcTeMu Mecanim, aHIMaIlii TepCOHaXIB.

OuikyBaHi pe3yJbTaTH

ChopmyBai y CTyJACHTIB 3HAaHHSA IOJO peaniBaiii B rpOBHX J0AaTKax
OCHOBHHUX THUIIB aHIMaIlii 00’ €KTIB, aHIMAIli MEpCOHAXKIB, 3aCTOCYBaHHS aHIMAIlli
IpEeIMETIB 3a JOMOMOror cucteMu Mecanim.

KoHTpoJbHi 3antMTaHHSA

e Jlns woro B Unity 3D BukopuctoByrothcsa cuctema Mecanim?
e Slxum yunoM B Unity 3D 3aiiiCHIOETbCS aHIMAIlSl CIIPANTIB?

e Haszpims Turm aniMaiii o6’extiB B Unity 3D.

e Illo Take amiac crnpailTiB?

o Sxum umHoMm B Unity 3D 3miiicHIOETHCS BIATBOpPEHHs BieoQailiiB y
BUTJISIII aHIMOBAHUX TEKCTyp?
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10.10 JlaGopaTtopna poOora Ne 5. Animanis cnpaiitamu. Pobora 3
cucreMoro animanii Mecanim.

AHoTalifA

Jlabopartopna pobOoTa OpicHTOBaHA Ha OBOJIOAIHHA CTYyJACHTAMH METOJAaMH
aHiMali 3a JOMOMOrol0 cucteMu Mecanim, METOJJaMu aHIMalll crpaiitaMu (OKpemi
crhpaimi, awiac CIpaiTB).

Merta s1abopaTopHoi po6oTH

ChopmyBai y CTyACHTIB 3HAHHSA II0JI0 METOJIB PO3POOKH aHIMOBAHUX
MEPCOHAKIB, TEXHOJOTI aHIMallii 3a JIONMOMOrol cucTeMu Mecanim, METOIB
aHiMaIli crpaiitamu (okpemi crpait, amiac crpaidns) B Unity 3D.

OuikyBaHi pe3yabTaTH

VY pa3i ycnirHOro BMKOHAHHS Ja0OpatopHOi poOOTH CTyJEeHT Oyle BMITH
CTBOPIOBATH I'POB1 IOAATKH 3 aHIMOBAHUMU TEPCOHAKAMH, 3aCTOCOBYBATH METO U
aHiMallii crpaiTaMu mpu po3poOIll IrPOBOr0 KOHTECHTY.

KonTpoJubHIi 3anMTaHHs

e SIKUM YMHOM 3JIMCHIOETHCSA IMIIOPT CIPAMTIB Ta iX HATAIITYBaHHSI?

e Jlyist HOrO BUKOPUCTOBYEThCS pekuM Sprite Mode?

e Jlyist yoro BUKOPUCTOBYIOThCS akmiB Animation Controller?

e SlkuM YMHOM 3HIHCHIOETHCS CTBOpeHHS Trpada cuctemMud Mecanim st
aHiMarli npeaMety?

e Jlns yoro B Unity 3D BUKOPHCTOBYIOTHCSL TpUTEPU?

o SIKuM YMHOM 3IMCHIOETHCS TECTyBaHHA TpUTepiB?

e Jlyist 4OT0 BUKOPHUCTOBYIOTHCSl TaHenb yMOB «Conditionsy B IHCIIEKTOPOBi
00'exTIB?
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10.11 Tema 6: TexHoJsoris  po3podKM  KpOC-MIAT(POPMHHU X
koM’ ore paux irop B Unity 3D.

AHoTalifA

Jlekiisi 3HAHOMUTH 3 TEXHOJIOTIEI0 CTBOPEHHS IPOBUX JOAATKIB IS PI3BHUX
marpopm (Windows, Android) B Unity 3D.

MeTa Jgekuii

O3HalfloMUTH CTYJCHTIB 3 TEXHOJIOTIEID CTBOPEHHS KPOC-TUIAThOPMHUX
koM rotrepaux 3D-irop (Windows, Android).

OuikyBaHi pe3yJbTaTH

CdopmyBaTi y CTYJIEHTIB 3HAHHS IIOJ0 TEXHOJIOTil PO3rOPTAHHS IrPOBUX
J0/IaTKIB Ha pi3HUX Mm1athopmax 6e3 mpus's3ku g0 Unity 3D.

KonTpoJsbHIi 3anMTaHHs

e Jlns skux miathopM MOKHA CcTBOpIoBaTH irpoBi qoxatku B Unity 3D ?
e Jlns yoro BUKOpPHUCTOBYEThCSl KomaHaa BuildSettings?

e Ha3pite BIAMIHHOCTI TeHepallii MakeTB JJIsI MOOUTBHUX MPHCTPOIB.

e Jlns yoro BUKopucToBYeThes napametp Bundleldentifer?

e Ha3Bith OCHOBHI €TanM HANTAIITYBAaHHS IHCTPYMEHTIB 30IpKH Jid
Android ?
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10.12 JlabGopatopna pobOora Ne 6. Po3podka  kpoc-miaaTgOpMHHUX
koM’ ore paux irop (Windows, Android).

AHoTalifA

JlaGopatopHa poOoOTa OpiEHTOBaHA Ha OTPUMAHHSA HABUKIB HAIAIITyBaHHS
IHCTpYMEHTIB 30IpKu irpoBuX mpoekTB miga 1iarhopm Windows ta Android Ta
re’epaii IrpoBUX MAKETIB 3a JOMOMOTOI0 BIIMOBIAHUX IHCTPYMEHTIB.

Merta s1abopaTopHoi po6oTH

ChopmyBai y CTyACHTIB 3HAHHS III0JI0 TEXHOJIOTI PO3POOKH KpPOC-
iaropmMuux kKomm torepHux irop B Unity 3D.

OuikyBaHi pe3yJabTaTu

VY pa3i ycminrHOro BHKOHaHHS JabopaTopHOi poOOTM CTyIaeHT Oyne BMITH
3MIACHIOBATH HATAIMNTyBaHHS IHCTPYMCHTIB 361p1<1/1 I'POBUX TIPOCKTIB ISt
mwiarhopm Windows 1a Android Ta reHepyBaty irpoBi MakeTd 3a JOMOMOTOIO
BIJITIOBITHUX 1HCTPYMEHTIB.

KonTpoJubHIi 3anMTaHHs

e Ha3eite 0COOMMBOCTI HanalITyBaHHS IHCTPYMEHTIB 30IpKHM IrpOBUX
npoekTiB s Android?

e Slxum yunom B Unity 3D 3aiiicHioetsest TeHepatns daitnis dopmaty APK?

e Ha3Bith 0cO0JHMBOCTI CTBOPEHHS KPOC-TUIATPOPMHHX KOMIT FOTEPHUX IrOp
B Unity 3D?

e Ha3eite 0COONMBOCTI HaNaIITyBaHHS IHCTPYMEHTIB 30IpKHM IrpPOBUX
npoekTB 11 Windows?

e (ki yoro notpiden crucok TargetPlatform?
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Beryn

Jlekuii € OCHOBHOIO (OPMOIO TIPOBEACHHS HABYAJIBHUX 3aHSATh, IO
MPU3HAYEHI JIJIs1 3aCBOEHHS TCOPETUYHOTO MaTepiany.

[lpu mpoBeneHHi JIeKIid HaBYaJbHOTO MOAYJs «Po3polOka KOMIT IOTEpHUX
irop 3a gonomororw Unity 3Dp» JeKTop NOBUHEH NOTPUMYBATUCh TAKUX BHMOT:

1. JloBeneHHs 10 CTyJICHTIB METW JICKIIl Ta HajlekHe il MoTuBYBaHHS. lle
BHUXOBY€E B HUX YMIHHA 0Jipa3y, 0€3 3BOJIKaHb, 3aJIy4aTUCs O MPOLECY CIIyXaHHS
JIEKIIIL.

2. JloctynHicTh 1 HayKoBiCTh BHKJIamy. JlocTymHicTs miependadae
BpaxyBaHHs PIBHS CTyJCHTIB, iX IHMBITyaJdbHHX OCOOJIMBOCTEH, a HAyKOBICTH —
PO3KPUTII TMPUYUHHO-HACIIIKOBUX 3B'SI3KIB, SIBMIL, MOJiHA, MPOHUKHEHHI B iX
CYTHICTh, MDKIUCHUMIUTIHAPHI 3B's3KM TOmiO. Marepian Mae OyTd  IIIKaBO
BUOYIyBaHUH, 1100 JIETKO CIPUMMAaBCs 1 MOBHIIIE ¥ BCeOMHIIE yCBIIOMIIIOBABC S
CTyJeHTOM. Bukiagau mae BIICTE)XKYyBaTH, L0 31 CKa3aHOI'O HUM 1 SIKOK MIpPOIO
CIIPUMHATO ayJUTOPIEI0, YM HE BUHUKIIN y CIyXadiB 3alIUTAHHS 4Yepe3 HEeJOCTATHE
PO3YMIHHS 3MICTY JIEKIIii, HEMATOTOBJICHICTh JO il CIIPUAHATISA; YK BCTUTAIOTh BOHU
YCBIAOMUTH KOXKHE HOBE IMOJIOKECHHS, YU BMIIOTh MOEAHYBATH HOBY 1H(OpMAITio 3
MOTIEPEHBOI0 TOLIO.

3. BxiroueHHs MexXaHi3MY 3BOPOTHOTO 3B's3Ky. Lle jmae 3Mory jektopy He
JUIIEe KOHTPOJIOBATM pIBEHb CHpPUMMAaHHSA, a W PeryjaioBaTd MPOLEC PO3AYyMIB
3aJIe)KHO Bifl pEaIbHOTO CTaHy CTYJCHTIB.

4. TloBTOpeHHSI BaXJIMBUX TEOPETMYHHX TIOJIOKEHb. Taki TMOBTOPH
NIBUIIYIOT>  IMOBIPHICTh ~ 3alaM'{TOBYBaHHs, a ODKEe, 1 PO3YMIHHH,
CHCTEMATU3aIl0 MaTepiany, SIKUM IPYHTYEThCS Ha MITHOMY (yHIAMEHTI 3aCBOEHUX
¢dakTB.

5. 3aBepuieHHs KOXHOTO MUTAHHS JIEKIii MIICYMKOM 1 MOTMBOBaHUM
MEePEX0A0M J0 HACTYITHOTO.

6. Emoriitnicts Bukiany. BoHa € 3aco6oM MoOuTi3alii 1 minTpuMaHHsi yBaru
CTyJIeHTIB. EMONIMHICTE JOCATa€Thesl HacamIepesl YITKOK, KUBOK, OOpa3HOI,
IHTOHOBAaHOIO MOBOIO BHKJIaJaya. i CHOPUATUMYTh TakoX adopusMu, BJaml
aHaJIOTi, 1IIOMaTUYHI BHUpa3H.

7. HanarojukeHHs S>KMBOTO KOHTAKTy. VieThcsi Npo BMIHHS BHKIJIajaua
TPpUMAaTH B TOJIi CBOTO 30py KOYKHOTO CTYJI€HTa, CBOE€YACHO 1 IPABHIIBHO pearyBaTu
Ha X MIMIKY, PEIUTIKH, K€CTH, BJAJI0 BUKOPUCTATH XKapT, 10oTen, TyMmop. Taki 3acobu
30JMKYIOTh BHKJIAJIa4ya 3 ayAUTOPIEI0 1 CIIPUSIOTh CTBOPEHHIO HACTPOIO JIJIsE OUIBII
OCMMCJICHOTO CTIPUMMAaHHS 3MICTY JICKIIIL.

8. CtBopeHHS TPOOJEMHMX CHUTyarid. YCBIIOMJICHHS CTyJICHTAMU
po0JieMH HaJAIITOBY€ iX Ha i po3B'S3aHHS, CIIOHYKA€E IO PO3AYyMIB, aKTHUBIYE iX
NBHABAJIbHY JISUIBHICTh.

PiBeHb Ta MOCTIMOBHICTh BHUKJIAJICHHS JIEKIIMHOTO MaTepialy BiAMoOBimae
OCBITHRO—TIpO(ECiiHIi ~ mporpami  MATOTOBKH  (axiBIiB  HAa  TEPIIOMY
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(OakamaBpcbkoMy) pIBHI BHUIOI OCBITM Tanmy3l 3HaHb 12 «lHdopmamiiini
TeXHOJIOT1», cmemianbHocTl 121 «IHXeHepist mporpaMHOro 3a0e3MeueHHs» 3a
crierianizamiero «Po3poOka KOMIT’ IOTePHUX TOp».

3MICT JISKIIIHHOTO MaTepialy XapaKTepH3yEThCsl JOCTATHROIO MPOCTOTORO, IO
JI03BOJISIE CTIO/IIBATHCS HA MOT0 TNIMOOKE 3aCBOEHHS CTyCHTAMHU.
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JIEKTIIST Nel
TEMA: «OCHOBH POBOTH B UNITY 3D»

AHOTALIA

Jlexuis 3HatioMuts 3 ocHoBamu po6omm B Unity 3D - cuctemoro po3poOku
Kkpoc-miarhopManx 2D- 1 3D-irop Ta IHTRpaKTMBHOTO KOHTEHTY.

MeTa Jekuii

O3HalioMUT™M CTYACHTIB 3 TIepeBaraMu Ta HEHOJIKaMH PO3POOKH IrPOBUX
JOJIaTKIB Ta IrpOBOr0 KOHTEHTy 3a gornomoroto Unity 3D; 3 HOBUM (DyHKLIOHATIOM
Ta BIANOBITHMM IHCTpyMeHTapiemM cuctemu Unity 3D, sxuii 1onomosxe
pPO3pOOHMKAM YCIIIIIHO CTBOPIOBATA aHIMaIllifiHI Ta IrpoBi clieHw; cdepamu
3aCTOCYBaHHS KOMIT IOTEpHUX Irop, po3pobieHux 3a gonomoror Unity 3D.

OuikyBaHi pe3yJbTaTn

CtyneHT OBOJOI€ MOHATHIMU: KOMIT IOTepHa Kpoc-ruarpopmua 2D- 1 3D-
rpa, IHTCpaKTMBHUU KOHTEHT, IrpoBa CIieHa. byje 3Ha™ OCHOBHI MepeBaru Ta
HEIOJIKU PO3pOOKH I'POBUX JOAATKIB Ta IrPOBOTO KOHTEHTY 3a Jornomoroto Unity
3D, ¢ynkmionan Ta BignoBiAHUE iHCTpymeHTapii cucremu Unity 3D s
CTBOPCHHS aHIMAaIlfHUX Ta IFPOBHMX CIieH, chepu 3aCTOCYBaHHSI KOMII FOTEPHHUX
irop, po3po6ieHux 3a gponomoroto Unity 3D.

Beryn

Unity - 11e IHCTpYMEHT 1l po3pO0OKHU IBOX- 1 IPUBUMIPHUX ITPOBUX JTOAATKIB.

B nBomipauX (2D) irpax irpoBuii MpocTp CKIATAETHCS 3 TOTOBUX IIOCKUX
300pakeHb. 3aBIaHHS KOMITIOTEpAa 3BOAMTHCA TyT JHINE J0 KOMOIHYBAaHHS IIHX
300paK€Hb BUIMOBIAHO J0 QJITOPUIMIB TPU, YUM TMOSCHIOIOTHCS HHM3bKI BHUMOTH
JBOMIPHHUX IrOp JO MOTY>KHOCTI Komm'totepa. CB0oOO/1a iepecyBaHHs TIEPCOHAKA B
JBOMIpHUX Irpax OOMEKeHa: BIH MOXKE TMepecyBaThCs JIHUIIE 3a Iepea0aueHUuM
PO3pOOHUKAMU MapIIPYTOM.

MosxnuBi mpomibkHi Bapiantd Mk 2D 13D (iHOi /u1st HUX BUKOPUCTOBYETHC S
TepMiH 2.5D):

1. [lpocTip Tpu TPUBUMIPHUIA, ajie MOJEJl I'pOBUX OO'€KTIB - OYyIIBEINb,
POCJIVH, IEPCOHAXKIB - MPEACTABISAIOTh COOO0IO0 MIIOCK] KapTUHKH, cripaimi. [Ipuknan
- paHHI TpUBUMIpHI irpH, Taki sk Wolfenstein 3D i Doom. B c yuacHux puBumip HUX
Irpax CIpaiiTi BUKOPUCTOBYIOTHCS JIUIIE SIS BITOOpaskeHHS 00'€KTIB, MPUCYTHIX B
Ty’K€ BENUKIA KUIBKOCTI (HAmpuKIaa, TpaBH Ta JEpeB), a TAaKOXK 00'€KTiB,
BIIJTAJICHUX BiJl TEpCOHAKA HA BEJMKY BiACcTaHb. Lle 311liCHIOETECS I €KOHOMIT
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OOUYHCITIOBAJILHUX PECYpCiB KOMITHOTEpa: HaNpHKIIAJ, MOJICIIOBAaHHS TTOBHIC TIO
TPUBUMIPHOTO JIepeBa 3 TUCAYaMHU JIMCTIB - JAYy>K€ CKJIaJHe 3aBJaHHS s
KOMIT'TOTepa, a MOJICIIFOBAHHS IIUTOT0 JICY - 3aBJIaHHS HE3A1MCHEHHE, 1 0€3 CIIpaiTiB
TyT OOIMTHCA HEMOKIIUBO.

2. [lpocTip Tpu JABOBUMIPHUM, ajie¢ MOJIeNll TMEPCOHAXIB BHUKOHAHI1
TpUBUMIpHUMH. Taka TeXHOJOTISI BUKOPUCTOBYEThCA B Oarathbox KBecTax. Bona
J03BOJISIE TIOEAHATY BHCOKOSIKICHUN JTBOBUMIPHUI pUCOBaHUN (HOH (K MPaBUIIO,
YaCTKOBO aHIMOBAHUMN) 3 «KUBUMI» TEPCOHAXKAMH, SKI BUIBHO PyXaroTbCs 1 IpH
IIFOMY HEBUMOTJIMBI JIO IOTY>KHOCTI KOMM'toTepa. SICKkpaBuii MpUKIIaa TaKOi TpH —
«Syberiay.

Komn'torepna tpuBumipna rpa (3D, anrn. Three-dimensional) - rpa,
BI3yaJIbHUM MPOCTIP SIKE LIVTKOM no6y110BaHo 3 ”IpI/IBI/IMlpHI/D( o0'exTiB. Ilepconax
3HAaXOJUTbCA B TPUBHMIPHOMY MPOCTOPi 1 B JESKHX IrpaX Mae MOBHY CBOOOAIY
nepecyBaHHI.

VYrpaBiiHHS B TPUBUMIPDHUX Irpax, SIK MPaBWIIO, 3IACHIOETHCS OJHOYACHO
KJIaBIaTypol0 1 MUIIKOIO. 3a JOMOMOTOI0 KHOMOK MOXKHA 3IIHCHIOBATH pPyX
NepcoHaka B MOTPIOHOMY HampsMKy (3a3Buyaii e knasimm W, S, A, D, pimmie -
KJIaBIII-CTPUIKK). Pyx mulii 3mMyliye nepcoHaxka nopepramcsa. Hamickanus miBoro
KHOTIKOIO MUIII BIATIOBiJA€ SIKIM-HEOYIb il - B 3aJICKHOCTI Bif] )KaHPY T'PHU 1€ MOXKE
OyTv, HaMpUKIAI, yAap MeYeM, B3aEMOJIiS 3 MPEAMETOM a0o0 HIIMM TMEPCOHAKEM.
HamickanHg mnpaBor0 KHONKOIO MHIII, SIK IMPaBUIIO, B IIyTepax 1 POJbOBUX Irpax
BIJINOBi/1a€ OJIOKYBAHHIO aTaky a00 aJIbTepHATUBHIM ataill, a B KBECTAaX - BIIKPUTTS
mento. Knapima Space 3a3Buuail BianoBizae CTpuOKy, a OJTHOYACHE HATUCKAHHS
koMmOiHartii knaBim Shift 1 W 3mymye nepconaxa Oirtd. IlpusHaueHHs 1HIIMX
KJIaBILI KJIABIATYPH IHAUBIIYAIbHO JUISI KOKHOI IPU.

Cmopeni 3a monomororo Unity mporpaMu Mpariol0Th I ONepariiHuM U
cucteMamu Windows, OS X, Windows Phone, Android, Apple i0S, Linux, a Takox
Ha irpoBux npuctaBkax Wii, PlayStation 3, PlayStation 4, Xbox 360, Xbox One 1
MotionParallax3D nucmnesx (mpucTpoi A BIATBOPEHHS BIPTyaJbHUX TOJIOTpam),
Hanpukias, Nettlebox.

Unity Takok Ma€ MOXXIUBICTH CTBOPIOBATH JOAATKH JJIs 3alyCKy B
Opay3epax 3a momomoror cremiansHoro Moxyis Unity (Unity Web Player) 3a
noroMororo peanizarii Texnosorii WebGL.

Honatku, ctBOpeHi 3a gonomororo Unity, mintpumyrots DirectX 1 OpenGL.

Takum yuHOM, 32 noriomororo Unity MOKHa CTBOpIOBATH Kpoc-IIathopMHi
KOMIT IOTepHI IrpH.

[lin xpoc-miarhOpMHICTIO  Ma€Tbcsl HAa yBaszl 3JaTHICTh MPOrPaMHOIO
3a0e3MeyeHH s MpaloBaTd OUIbII HDK HAa OAHIA amapamHii matgopmi 1 (abo)
orepaliiiiHiii cHUCTeMi.

Po3rnsHemMo fani MOHATI IHTEPAKTMBHOCTI Ta IHTEPAKTMBHOTO I'POBOTO
KOHTCHTY.
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IntepakTuBHicTh (Bim anri. Interaction - «B3aeMoOis») - TOHSITI, SIKE
PO3KPHUBAE XapakTep 1 CTyNHb B3a€MO/Ii MK 00'ekTaMH a00 CyO0'€eKTaMM.

B iHTepakTMBHHX CcHCTEMax JOJATOK CKJIAAE€THCS 3 OJTHUX 1THX Ke 00'€KTIB
1 M 9ac po3poOKH, 1 MiI Yac BUKOHAHHA. Majo Toro, BIICYTHICTe pO3OMTII Ha
IHCTPYMEHTAJIBHY 1 BUKOHABUY CEPEJIOBUIIE J03BOJISIE BAKOPUCTOBYBATH OJHI 1 Ti
K 3aco0M 1 MmiI 4Yac po3poOKH, 1 Mil Yac BUKOHAHHA, TOMY MOKHAa 3MIHIOBATH
MPAIIOIYHUHA JTIOJATOK 1 HETalHO OauuTy pe3ysbTaT el 3MIHM.

KounteHt - Oynp-sikuii BuJ iHopmMarii (TeKCT, aymio, Bileo, 300pakKeHHs,
TEKCTypH, MaTepiajii), 110 CTAHOBUTH 3MICT MPOrPaMHOI0 MPOJIYKTY.

InTepakTUBHUIA iIrPOBUII KOHTEHT - 11¢ Oy/b-sSKUH KOHTCHT, KU Ma€e Ha
yBa31 aKTUBHY y4acTb KOPUCTYBayiB 1, IKMHA CTIOHyKa€ iX 7O BUMHEHHS TEBHUX JIiH.

Orasja HoBux MoxauBoctei Unity 2017

Odiniiamii caifr Unity https://unity3d.com

Bepcii Unity:

Personal free for beginners, students and hobbyists
Plus 35 $ month for serious creators

Pro 125 $ month for professionals and studios

Y rpynni 2016 poky, komnanis Unity Technologies 3asiBuna, mo nomuHa
ocHoBHa Bepcis Unity 5.6 Oyze ocTaHHBOIO B I JTiHIALY, mmicis yoro Unity mepeiine
Ha HOBUI hopmaT oHOBIeHb. HoBa Bepcis Oyne HazuBatcs Unity 2017, a HacTymH1
3a He1 Bepcii HymepyBatuMyThes Tak: 2017.1.0,2017.2.0 it.1.

Po3pobHuky akieHTytoTs yBary Ha TphoxX HOBHX (yHkuisix Unity 2017:
Timeline (TumyacoBa mikana), Cinemachine (Habip «po3zymHux» kamep) i Post-
Processing Stack (Ha0ip IHCTpyMEHTIB Ji TOCT-00pPOOKH).

JlaBaiite po3risTHEMO 1X OUTBIN YBaXHO.

Timeline - nye 3pyyHuil IHCTPYMEHT [Ji CTBOPEHHS aHIMAaIlii, SKUM BXKe
JTaBHO € B O€3J1141 BIIMOBIIHUX OPOAYKTIB. 3a gomnomMoror Timeline MokHA IBUAKO
CTBOpIOBaTM aHIMarlii TpaHcdopmarii, animami iHTepdeiicy 1 T Bee
3IACHIOETHCSL 3a JIOTIOMOTOI0 CTAHAAPTHHUX KIIFOYOBHX KajpiB, MDK skumu Unity
cama 3MIHIOE CTaH Balux o0'€KTIB.

Timeline - 11e BiTMiHHa ajgbTepHATABA 1 IOMTOBHEHHS JIO CTAHAAPTHHX KITIITIB
aniMairi. OcoOJauBO 3pyYHO CTBOPIOBATU MPOCTI Cut-CIIEHH, IHTPO- 11HII MO, SKI
pobsiaTe Bamry rpy Ouibin 1mikaBoro. Kpim toro, B Timeline moxkHa mparroBati 3
ayJio- 1 IpuB'sI3yBaTH ayIi0-KJIIMHA IO TTOIH.

Binkpymt Timeline Editor Moxna 3a mpomomororo MeHro «Window—
Timeline Editor» (puc. 1.2 -1.3). 3ayBaxxumo, 1110 CHIOYATKY JI0 I'POBOI CIIeHH Tpeda
nonam™ 3D - 00'ekT.
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Pucynox 1.1 — Menwo «Window— Timeline Editor»

Cinemachine - Ha0ip po3yMHHUX KaMep, 32 JONOMOIOI0 SIKMX BH MOXETe
poOuTH cut-ClleHM 3 BUKOPHUCTAHHSM KaMep, POJHMKH Ha JBUXKKY, a TaKOX
MOB'sI3yBa™M BCe€ 11€ 3 MOXKIMBOCTIMU Timeline.

Pazom 3 Cinemachine B Unity Bmepiie BHHUKAae TMOHATTA BIPTyalbHOT
KaMepH, 3a JOMOMOTOI0 SIKOT BH MOKETe MalCTEPHO YUPABIIATH KaMEPaMH Ha CIIEeH1
1 poOUTM BIAMIHHI TIEpEX0]M MDK clieHamu. KpiM Toro, BIpTyaiibHI Kamepu Jar0Th
MOJIMBICTh CIIAyBaTd 3a TEPCOHAKEM O€3 BHKOPUCTAHHS CKPHIMIB TUITY
SmoothFollow. Bce mocTymHo «3 KOpoOKw».

Havinpuemnimie - te, mo Cinemachine no3Boisie pobutn 6e3niu edekTiB
MOB'A3aHUX 3 KaMmepaMmH (TpsACKa, XUTaHHSA 1 T.M) O€3 BUKOPUCTaHHS CTOPOHHIX
Tween miariniB 1 6€3 €IMHOT CTPOUYKH KOY.

Inctpyment Post-Processing Stack, sikuit  Unity mo3uiionye sk JpKepeso
MOTY>KHOTO (DYHKIIOHATY JJIsl AM3aWHEPIB, SK1 XOUyTh MOJINIIUTA BI3yaJbHUN PsiJT
cBoei rpu. Post-Processing Stack cinyxuts 1 A0JaBaHHS MOCT-€(PeKTB. Y
nonepenHix Bepcisix Unity Bxke Oyia peaniBoBaHa Taka MOKIIUBICTh: TOCT-e(eKTH
MOXKHa OyJio JofaBaTM Ha KaMmepu Y BUIIISAI OKPEMUX KOMIIOHEHTB, aine Post-
Processing Stack - e enuHuii MexaHi3Mm, B sIKOMY 310paHi 1 IOCTYITHI JJisi BUKIIUKY
Taki e(eKTH SK 3TJIaJKyBaHHS, 3Ma3yBaHHS, CBITIHHHI 1 T. M. 3pYYHICTh IIHOTO
IHCTPYMEHTY B TOMY, III0 BaM OUIbIIIE HE MOTPIOHO 3BEPTATUCS 10 KOKHOTO 3 HHX
OKpeMO. 3aMiCTh 1BOTO MPEACTABICHUN CTeK €(EKTIB, SKI MOXHA 3MIHIOBATH SIK
3aBTOJHO.

Takox 1o Unity 2017 nogano Asset Bundle Browser, 3a 1011oMOroo sikoro
MOXHa JIETKO 1 3py4HO cTBOptoBat Asset Bundle s 3aBaHTa)XEHHS BalIux
pecypciB. Jlna 3aBantaxkenHss Asset Bundle Browser g0 Unity — mpoekty
HeoOximHO ckopuctamics Asset Store (MeHio Window — Asset Store).
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Pucynox 1.2 — Timeline Editor mams 06'ekty Sphere

Asset Store - 11e 0101i0TeKa, B SIKiil 310paHi 0€3KOIITOBHI 1 KOMepIiiHI Asset,
cmoperi sk Unity Technologies, Tak 1 unenamu cnitbHo™M Unity. JlocTymamit
BeNUKHA BUOIp Asset - TeKCTypu, MOJENI Ta aHIMaIlll, MPUKIAAA TPOEKTIB,
NIPYYHUKU 1 PO3UIMPEHHS HJsi penaktopa. Asset JOCTymHI dYepe3 MpOCTUi
iHTEepdeiic, BOynoBanuii B peaaktop Unity, depe3 HbOrO MOKHA 3aBaHTAXKHUTU 1
IMITOpTyBaTu O€3MoCcepeIHHO B BAlll POEKT.

O6epms B Asset Store 6paysep Asset Bundle Browser ta 3aBantaxte ioro
3a onomororo kHonku Download g0 Unity — npoekty (puc. 1.3).

Binkpumi Asset Bundle Browser moxHa 3a qomomororo mMeHro Window —
Asset Bundle Browser (puc. 1.4).

Kpim Toro, B Unity 2017:

BrnockonaneHo cuctemy BIOOpaKEeHHS TIHEH B peaJlbHOMY 4Yaci i poOoTa 3i
CBITIIOM B IIUIOMY.

Honano mexaniM Analytics Event Tracker, 3a 10moMoror sKoro Mo>kHa
MIBHUJIKO 10€3 BUKOPUCTAHHS KOy JTOJaBaTH MOl JJI BIICTESKEHHS 3a JOTIOMOTOIO
Unity Analytics.

3’auBcst Unity Teams, sikuii cxinanaetcs 3 Unity Collaborate i Cloud
Build. Tenep moxHa cniiibHO pearyBaTi CIUEHHU, CKPUITH 1Tpedadu B 3arajJbHOMY
noctyni. lonatkoBo a0 mporo Unity Editor onoBiieHo fuist Outbil 3py4HOi poOoTH 3
3arajJbHUMH PECypCaMHu
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Pucynox 1.3 — Asset Store 6pay3ep Asset Bundle Browser

AssetBundles | _u_-;_

|

¥ glassstainedalbedo

: Asset Bundle Size |
W glassstainednormals

" glassstainedbumpdistort .ﬁ GlassStainedMorr glassstainednorma 0.6 MB

7 glassstainadalbedol
¥ glassrefractive

¥ glassstainednormals
Size: 0.6 MB
Dependent On: - None
Messages: - None

Pucynok 1.4 — Asset Bundle Browser

Jlomano TexHojorito Ambisonic audio 17181 CTBOpEeHHS 3BYKOBOTO
oToueHHA Ha Bc1360°. MoxHa OyJe BUKOPHCTOBYBATH JIKEpena 3BYKY HE TUIbKHU
cmpaBa 1 37iBa BiA TpaBIl, ane 1 Bumie abo Hwk4Ye. Llg cuctema Takoxk Moxke
BUKOpHUCTOBYBamics B 360 ° Bifeco.

Honano Ul npodaiiiep, sikuil 103BOJIS€ OLIHUTYA, HACKUIbKU BAaHTAXUTH TPy
BaIll iHTEpQEC.
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[lokpameno ninmpumky Visual Studio, Bkarouaroun Visual Studio mns Mac
OS.

Jonano Universal Windows Platform 3amicte Windows Store. Universal
Windows Platform Bkirouae B cebe Ouran mist Xbox One, Windows 10, Windows
Phone 10 1 HoloLens.

OcunoBu poooru B Unity 2017

Penaxtop Unity mae mpoctuit Drag&Drop mHTepdelic, sikuil ckiamgaembes 3
pPBBHUX BIKOH, 3aBJSKA YOMY MOXXHA TMPOBOJUTU HAJIATOHKEHHA TPU TPSIMO B
penaktopi. JIBrxok nintpumye nB8ickpuntoBi moBu: C#, JavaScript (moaudikaryis).
Po3paxynku ¢p3uku 3aiicHIoe Guynnil ABMKOK PhysX Big NVIDIA.

[Ipoekr B Unity numntbes Ha cueHM (piBHi) - okpemi ¢aiim, 1o MICTITh CBOi
IrpOB1 CBITH 31 CBOIM HAOOPOM 00'€KTIB, CIICHapiiB, 1 HatamTyBaHb. CIICHU MOXYTh
MICTUTH B cOO1 sIK, BJIaCHE, 00'ekTM (MOJENl), TaK 1 MOPOXKHI IPOB1 OO'€KTH -
o0'ekm, siKi He MawTs Mozenl OO'€kTH, B CBOIO 4Yepry MICTITh HabopH
KOMIIOHEHTIB, 3 SIKUMH 1 B3a€EMOJIIOTh CKpUMTU. Y Oyab-SIKOro 00'€KTa Ha CIIeHI
000B'sI3K0BO MpUCYTHI KoMIOHeHT Transform - BiH 30epirae B c001 KOOpJAUHATH
MICIISl pO3TalllyBaHHS, TIOBOPOTY 1 pO3MipiB 00'€KTa MO BCIX TPhOX OCAX. Y 00'€KTIB
3 BUJMMOIO TE€OMETPIEI0 TAKOX 3a 3aMOBYYBAHHSIM NPUCYTHIA KOMIOHEHT Mesh
Renderer, mo po6uts Moenb 00'€KTa BUIAUMOIO.

Koxen Unity - mpoekT MicTTh manky Assets. BMICT 1€l manku momaHo B
Project View. lle pecypcu rpu: ckpurrmu, 3D-mopmeni, TekcTypu, aymiodaiinu,
npedgadbu (Prefabs). Moxna Bigkpumi mamnky, sika MICTHTL pecypc uepes
ctannapmauii [lpoBimnuk Windows, HamMCHYBIIM MpPaBOI0 KHOMKOK MHII IO
HpoMy 1 BuOpaBim Reveal in Exlorer.

Cnmim  3ayBaXumd, 10 TMpPH TMEPEMIIICHHI PpPecypciB  30BHIIHIMU
IHCTpyMeHTaMu  (Hampukial, [lpoBinHukoM) OyayTs BTpayeHi BCl MeETaJaHl,
MOB's13aH1 3 HUM.

Metagani 30epirarom 1HGOpMAILIO PO pecypc 1 HOro 3B'SI3KM 3 IHIIUM U
pecypcamu. 3aBxau nepemiiaite pecypcu iibku B Project View.

IcHye n1Ba crtocoOu nogaBaHHs PECYpPCY B MPOEKT:

1. llepeirnymn aiin 3 [IpoBinuuka B Project View.

2. Ha naneni Project View o0epmb Assets — Import New Assets.

Pecypc Oyzie aBToMaTMYHO IMIIOPTOBAHO B MPOEKT 1 BiH CTAHE JOCTYITHUAN IS
BUKOPHCTAHHS.

Cuenn Tak camo 30epiraroteest B mamii Assets 1 BiqoOpakarotecsi B Project
View. Ix MO:xHA BBaXaTi OKPEMUMH PiBHAMHU.

CtBopuTv HOBY CIIEHY MOkHa 3a joromororo MeHio File — New Scene (Ctd
+ N). 30epexeHHs] CIIeHH MOXHa 3A1MCHUTA 3a jaonomororw meHio File — Save
Scene (Ctrl + S).
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Hesxi pecypcu ctBOproOThCs  Oe3mocepeanpo B Unity. Jlms  1poro
BUKOpPHUCTOBY€eThCs MeHIO Create B Project View (puc. 1.6).

Menio Create 103BoJsI€ 0JaBaTM B MPOEKT CKPUITH, Mpedadbu, manku Ta
e, byap-sikuii pecypc abo manky MoxHa nepeiiMenyBatd: F2 aGo nBa kiika 1o
iMeHL. Skmo 3atucHy™ Alt, TO mpu pO3KPUTI TUPEKTOPii OyayTh PO3KPHUT 1 BCI
HAIUPEKTOPIi.

[lanens Hierarchy mictum Bci 00'ekn (GameObject) BigkpuToi CIIEHW.
Jleski 3 HUX - 1€ eK3eMIUIIpH pecypciB (3D-mopeni Ta iHIe), HII - €K3eMIUISpU
npedpabiB. Y Hierarchy o006'ekTiB MOXHa 3amaBatv ycmaakyBaHHs. O0'ekTd, 110
JOJIAIOThCsl B CIEHY al00 BUAANSIOTECA 3 HEL, BiIoOpaXkaroThcsi a00 HaBMAKHU
nepectatots BimoOpaxkamics B Hierarchy (puc. 1.7).

) Uity 2007711 Fersonel (G451 - Livitied - New Uinity Project - PC Mac & Linus Stasdalone® <211 - 0
Fix @4t dums Gomehject Comgonet Windos  Halp

03 + B3] ey

Pucynok 1.5 — Import New Assets
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== Assets Playables b

Audio Mixer

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture

Sprite Atlas
Animator Controller

Animation
Animator Override Controller

Pucynok 1.7 — Ilanens Hierarchy

Unity BuKOpHUCTOBY€ KOHIUEMIO0 YycnankyBaHHa (Parenting). Bynb-sikuit
00'eKT MOKe OyTM MOYIpHIM IO BiTHOIIEHHIO JO IHIIOTO. [ MBOTO JOCTATHBO
nepeTirHym ioro Ha «6ambka» B Hierarchy. [louipniii 0o0'ekT Oyne pyxamics 1
obeptamicst pa3om 3 6atbkoM (puc. 1.8).
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= Hierarchy | = = Hierarchy | - =
Create | (orAll 3 Create = | (GFAIl 3
¥ € untitled* = v € untitled* =
Cylindar - C_]I'lindﬂl"
Cylindet Cylinder
a) 0)

Pucynok 1.8 — Ilanens Hierarchy: a) qBa HezasexHi 00'exT; 6) OquH
00'€KT € TOYIPHIM.

[lanens iHCTpyMmeHTIB (Toolbar) cxmamaemscs 3 n'su 0a30BUX TPyl
iHcTpyMeHTIB. KokHa rpymna BiqnoBigae 3a CBOIO AUISIHKY peAakTopa.

Lz_n :‘.J-C_ QJ [_-lﬂw:l | @iecal | m _‘I‘btwih-]:@Tlswum - ] __Iur-lt --!Tum.n -]
Pucynok 1.9 — Ilanens Hctpymentis Toolbar

Transform  Tools - IHCTpYMEHTH TpaHc popmarii 00'eKTIB,
BUKOPHUCTOBYIOTHCS B Scene View.

O KA S| = | Fl
Transform Gizmo Toggles - iHcTpymMenn st pobom 3 ['m3mo-
KOHTeMHEPOM, BUKOPUCTOBYIOTHCS B Scene View.
| ®BPivot | ®Local |

Play/Pause / Step Buttons - IHCTpyMEHTM Tieperyisiny  IpH,
BUKOPHUCTOBYIOThCSI B Game View .

(> 1 M

Layers Drop-down - Bu3Hauae, sxi 00'ekmi OymyTs BimoOpakamicsi B Scene
View.

Layers = | |Layout - | f
Layers
Everything
Nothing
Default
TransparentFx
Ignore Raycast
Water

L

Edit Layers,,,

Pucynok 1.10 — Layers Drop-down

Layout Drop-down - Bu3Hauae B3a€MHE pO3TalllyBaHHs CEKTOPIB BIKHA.
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J.L_avers ~ Wayout -
. 2by3
4 Split i
Default
Tall :
Wide

Save Layout... :
Delete Layout... !
Revert Factory Settings... |

Pucynok 1.11 — Layout Drop-down

Scene View BHUKOPHCTOBYEThCS JIJIs MO3UIIIOHYBaHHS OO0'€KTIB (OTOYECHHS,
NepCOoHaX1, KaMepH, CUCTEMHU YaCTHHOK Ta IHIIIE).

Ochb aesiki puitomu poOot B Scene View:

1. 3amcuyta IIKM akmiBy€e peXvM BUIBHOTO IMOJBOTY.

2. llepemimaucsa mosxHa knasimamu WASD na manep FPS.

3. BubGepite 00'ext 1 HamucHite F. Scene View Oyzae ueHTpoBaHWi 1
MacIITabOBaHUI MO 00'€KTy.

4. Ilpn 3atucuytomy Alt, JIKM Oyzae kpymm kamepy HaBKOJIO MOTOYHOI
TOYKH OIOPH.

5. Ipu 3atucuytomy Alt, CKM Oyze nepemimat kamepy.

6. ITpu 3aTucaytomy Alt, [IKM Oyzae macmtabyBami Scene View.

7. *AnpTepHaTMBHUN PEXUM MepeMillieHp - Kiaimma Q.

i Scene
| Shaded

Pucynok 1.12 — Scene View
Positioning Game Objects
J{nst po3MinieHHsT 00'€KTIB B IPOBOMY CBITI BUKOPUCTOBYIOTHCSI IHCTPYM €HTH

rpynu Transform Tools: Translate, Rotate i Scale. Koxken 00'ekT Mae KOHTeiHEp
['m3mMo, omucaHuii HaBKOJIO HBOrO. MaHinymoBatd  00'€eKTaMH  MOKHA
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BUKOPUCTOBYIOUU «pYyuk» ['m3mMo ab0 BBOJSYM YHCJIOBI 3HAYEHHS Y BIANOBIMHI
BJIacTUBOCTI kKoMroHeHTa Transform B Inspecor View.

Translate Tool - Hotkey "W" Rotate Tool - Hotkey "E" Scale Tool - Hotkey "R

Pucynok 1.13 — Positioning Game Objects

3amcHymii Alt npu nepemimeHH1 ['u3sMo akTuBYe NpHB'S3KY BIANOBIIHO 10
HanamtyBanb Snap Settings (Edit — Snap Settings ...).

Ilentp I'm3mMo 103BOJIsIE MEpEMIIIATH HOTO IO BCIX OCSIX OJHOYACHO.

3amcuymii Ctrl npu nepemimienHi ['M3Mo akTMBY€e NpUB'SI3KY 0 NEPETUHY 3
KOJIAMIEpOM.

CKM no3Bossie miepemimamd [U3Mo 1Mo oci, sKa MiACBIUYETbCS B JIaHHU
MOMEHT 0€3 HAaTMCKaHHI Ha II0 BICh.

Gizmo Display Toggles BukopucToBY€eThCS AJIs1 3aBAAHHS MO3UILi [ U3Mo.

[ ®§ Pivat | & Local

Position:

Center po3minnye ['m13mMo B 1IeHTp1 00'€KTa, SIKMH BI3yalli3y€eThCsl.

Pivot po3mintye 'm3mo Ha TOUIl OMOpH.

Rotation:

Local noBeprae ['m3amMo0 mapasienbHO OCSX JOKQJIBHOI CUCTEMH KOOPIAUHAT
00'eKTy.

Global noseptae ['usmo napayienbHO OCSX CBITOBOI CHCTEMU KOOP/IMHAT.

VY BepxHbOMy npaBoMy KyTi Scene View po3TamoByeTtbest Scene Gizmo. Bin
MO3HAYA€ TOJIOKEHHS KaMepu CIEHH 1 JO3BOJSE€ MIBUAKO 3MIHIOBATA PaKypc
ornsiay. Hamickanus nHa pyuku Scene Gizmo nepemiirye kamepy B BiINOBITHY
Mo3ULF0 (BU 3BEPXY, 3J1Ba, CIiepeay 1 T.J.) AOO BKJIIOYAE I30METPUYHUN PEXKUM
(Isometric Mode). BkmtoueHHI/BUMKHEHHST 130METPUYHOTO PEXUMY 3IIHCHIOETHC S
3a onomMoroto komoOiHari knasim Shift + CKM.
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Pucynok 1.14 — Scene Gizmo

Scene View Control Bar

| Shaded =112 * (<) | 67| [ Gitmas -] (@A o |
Pucynok 1.15 — Scene View Control Bar

[lepmie MeHro, 0 BUMAmae T03BOJIsIE BUOpa™ pekuM BinmBopeHHs (Draw
Mode) Scene View.

Bapianmi: TtexctypoBaHi 00'ekti (Shaded), xapkacha citka (Wireframe) 1
koMOiHoBanu# BapianT (Shaded Wireframe).

Jam iinyts nBi kHorku: Scene Lighting and Game Overlay.

Birouennst Scene Lighting 3aminute ocBimienHst cuenu. Game Overlay
BKJIIOYAa€ BIMOOpaKeHHSI B CIIEHI eleMeHTIB Ha KmTanT Heba (Skyboxes) i
irepdeiicy (GUI Elements).

Game View - peHjep 3 IrpoBoi KaMepu, MornepeHid neperisg rpu. MoskHa
BUKOPHCTOBYBATH OJIHY KaMepy a0o OuIbIIIe.

Display 1  #|| Free Aspect Q Maximize On Play | Mute Audio | Stats | Gizmes ~

Pucynok 1.16 — Game View
Play Mode

> 1M

Tpu KHONKK BIATIOBINAIOTH 3a YMPaBIIHHS TONEPEAHIM TEPErsIoM TpH.
Play, Pause i1 Step.
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Bci 3minM, 3po0sieHi min 4Yac MOoNepeHbOro MEperiisiay, CKUTAIThCS MPH
BHUXO/I1 3 HhOTO. BunsiTkoM € 3MiHU B Tipedad.

Game View Control Bar

Display 1 ¢ | Free Aspect | Scale Mazximize On Play  Mute Audio | Stats  Gizmos ~

PHcyﬂéK 1.17 — Control Bar

Free Aspect B Game View - 11e KOHTpOJIb NPOMOpIIiii 300pakeHns (Aspect
Drop-down). Ha geskux aucruiesx 1€ CIIBBITHOIICHHS BIIPBBHAETLCA  Bif
ctanaptHoro 4:3 (Hanpukiaa, Ha mUpokoGopMaTHUX MOHITOpax - 16:10).

Kuonka Maximize on Play. Slkmo Bona HamicHyta, 10 Game View
PO3TATYETLCSL HAa BCE BIKHA pelakTOpa MPH MOMEPETHHOMY TIEpPETIIs/Ii.

Knonka Gizmos Bkiitouae BigoOpakeHHs1 KoHTeiHepiB ['m3mo B Game View .

Knoonka Stats mokazye crtamictky pennepunra (Rendering Statistics),
KOPHCHY TIPH ONTUMBAIli TpH.

Inspector

OO6'exT Moxke micTMT B c001 memu (meshes), ckpunm (scripts), 3ByKH,
mxepena cBimia (Lights) ta immi enemenm. Inspector BimoOpaxkae IeTalbHY
iHpopMmarro Mpo BUAUIEHHH 00'€KT 1 BCIX MPUKPIUIEHUX 10 HHOTO KOMIIOHEHTaX
(Components), a TakoX iX BIaCTMBOCT. TakoX TyT MOXKHA pejaryBat IIi
BiacTuBocT (puc. 1.18).

bynp-siki BmacmBOCTI, SKi BigoOpakarotbest B Inspector, MOXyTh OyTu
3MiHeH1 TaM ke. Lle BITHOCUTBCS 110 3MIHHUX CKPHIITIB, TPUKPIICHUX 10 00'€KTa.

MoxHa BUKOpUCTOBYBa™M Inspector mjig 3MIHM 3MIHHUX I 4ac
MONICPETHROIO  TIEPeryIsaay. SIKIo B CKpHUITI BH3HAYeHa myOmiyHa 3MIiHHA
00'€eKTHOTO THIy, MOKHa MepeTirHy™d 00'ekT abo mpedad mpsmo B Inspector 1
3pOOUTY MPUBJIACHEHHSI 3HAUYCHHSI.

HamickanHa Ha 3HAaK MUTaHHS TPABOPYY Bil Ha3BU KOMITOHEHTa B Inspector
BUKJIMYE CTOPIHKY JTOBIIKH MO I[BOMY KOMIIOHEHTY.

Status Bar

Psinok ctany Status Bar po3ramioBaHuii y HUKHIA 4acTUHI BIKHA PEAKTOpPa.
Bin BimoOpaxae mommwiku kommumii 1goru Debug. Skio BuHUKaO™ mnpobieMu
3 IpOI0, BapTO 3arjsiHyTM B PsJIOK cTaHy. [lo/BiiiHe HATMCKaHHS Ha HHOTO BUKJIMYE
BikHO KoHcoJI1 (Console), B sikoMy BitoOpaxarorbCsi BC1TOMIIKH.
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© Inspector || Salvices 2w
ﬁ;“' ¥ Sphere [ | static =
Tag | Untagged 3| Layer [Default 3
¥ .~ Transform ] =,
Position X 0 ¥ [0.8 Z\0
Rotation X 0 Y0 Z\0
Scale Xl [l £11
¥ | Sphere (Mesh Filter) [WE- 5
Mesh U Sphere @
¥ {0 ¥ sphere Collider &l =,
[ & | edit collider
Is Trigger L]
Material None (Physic Materi, ©
Center
X 0 ¥ |0 Zi0
Radius 0.5
¥ . ¥ Mesh Renderer (WIE-3
* Lighting
¥ Materijals
Size 11
Element 0 W index
. index Q@ =
> Shader | Standard .
\ Add Component ]

Pucynoxk 1.18 — Inspector
Console

[loaBiiiHe HATMCKAaHHA HAa NOMWIKY B PAJIKY CTaHy a00 komaHaa Window —
Console Bukinue koHcoJib (puc. 1.19).

KoHcomb oka3ye moBifOMIICHHS, MOTIEPEDKEHHSI 1 TOMUJIKH, a TaK CaMo JIOT1
Debug. MoxHa Hajcuiamd BJIACHI MOBIJOMJIEHHSI B KOHCOJIb, BUKOPHUCTOBYIOUH
¢bynkii Debug.Log () 1 Debug.Error (). [lonBifiamii KIiK MO MOBITOMJICHHSM a00
MOMIIKY BiIKpU€ CKPUIIT, TP BUKOHAHHI SIKOTO BOHH BUHUKJIL

B Unity Moxna HanamToByBami po3TamryBaHus (Layout) cexTopis,
NEPeTITYIOUN iX 3a 3aKIaIKH. SIKII0 MepeTIrHyTH 3aKiajKy B 00JacTh 3aKiIaioK
B)K€ ICHYIOYOTO BIKHA, TO BOHA OyJie J0JaHa /10 MPHUCYTHIX TaMm 3aKJajoK. Takox
MOXHAa MIPUKPIMUTA CEKTOp 0 Kparo eKpaHy ad0 Kparo 1HIIOTO CEKTopa.

3akimagkud MOXYTh BIUIKPIUIITHCS BiI TOJOBHOTO BIKHA penaktopa i
BKJIFOYATUCS IO CKJIaay TUIaBalOuoro BikHA pemaktopa. llraBaroue BIKHO MOXke
MICTUTM CEKTOpa 13aKJIaJIK1 TaK CaMo, SIK 1 TOJIOBHE BIKHO.

Konu po3TanyBanHs CeKTOpiB 3a7jaHO, HOTO MOKHA 30€pertv 13aBaHTAKUTH
B MOTpiOHMIT MOMeHT yepe3 meHto Layout (Savei Load).
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Clasr | | Collapsae | Closr an Play | Ever Paune | Cannagte

Lok Dev is de snear color space, Currentiy project is set to gamma color space. This can be changed m player settngs
4 UnityEditar.Cr indows: ShowLookDavTool| )
Look Dev wwitched rendering mode to deferred shading for display.
4 UnifyEdito eateBuilinWindows ShawlookDevTool)
tBundle has been set for this buld,
i UnityEngine GUILKilty :ProcessEvent{Int32, IntPtr)

174 b Avsattiardia has basn sat for thes butd.

Pucynok 1.19 — Console

KoHTpoabHi 3anuTanHs

o JlaliTe BU3HAUEHHA MOHATHIM «KOMI IOTepHa Kpoc-miarpopmua 3D-
rpa», KIHTEPAaKTUBHUNA KOHTEHT», «IrPOBa CILIEHA.

e Ha3Bitb OCHOBHI TepeBar po3poOKH IrpOBUX JAOAATKIB Ta IrpOBOTO
KOHTeHTy 3a norniomoroto Unity 3D.

o Skmii iHcTpyMeHTapii Unity 3D BUKOPUCTOBYETHCS MJIsI CTBOPCHHS
aHIMallfHUX Ta I'POBUX CIIEH?

e VYV v4yomMy MNOJAral0Ts  BUIMIHHOCTI  KpOC-IIarpopmMHOI  po3poOKu
KOMIT IOTepHHUX rop?

e Ha3pite cdepu 3acTOCyBaHHS KOMITIOTEPHHX IrOp, PO3pOOJeHHX 3a
nonomororo Unity 3D.

47



Jlekuii Ta MeToAMKa iX [P OBE/ICHHSI
« TexHouorii po3poOKH KpoC-ITaTHOPMHUX KOMIT FOTEPHHUX i Op»

JIEKIIS Ne2
TEMA: «®I3UKA 3D - OB'EKTIB»

AHoTalifA

Jlek1risi 3HAHOMUTH 3 OCHOBHUMH KOMITOHEHTAMH, K1 BUKOPUCTOBYIOTHCS IS
pobom 3 UKo 3D - 00'eKTB.

MeTa Jgekuii

O3HalioMUT™M CTyJEHTIB 3 OCHOBHMMH KommoHeHTamMH Unity 3D s pobotu
3 piBukoro 3D - 00'ekTiB. O3HAHOMHUTA CTYJICHTIB 3 BJIACTUBOCTIMH KOMIIOHEHTIB
Rigidbodies, Colliders, Joints, Character Controllers Ta MOXIUBOCTIMH, SIKI BOHU
HAJIal0Th PO3POOHMKAM I'POBOTO KOHTEHTY.

OuikyBaHi pe3yJabTaTH

VY pa3i ycnimHoro BUKOHaHHS j1abopatopHoi pobo™ CTyAeHT Oyje 3Hami Ta
BMITH 3aCTOCOBYBAaTM OCHOBHI KOMITIOHEHTM Ta IX BJIACTHBOCTI MJisi poOOTM 3
¢bBukoro 3D - 00'eKTIB TIpU pO3pOOIT IPOBUX T0ATKIB.

KoMmioHe HTH, SIKi BAKOPUCTOBYIOThCH /i1 po0oTH 3 izukoro 3D -
00'eKTiB

Unity BukopuctoBye nmkok Ageia PhysX Bim NVIDIA s cumymsiiii
bBUKY.

Ageia PhysX € mepmuM mpouecopoM, CHElaIbHO PO3POOJIEHUM 3 METOIO
3poOUTH PEBOJIIOIIIO B CBITI KOMI'IOTEPHUX IrOP 3aBJSKH HEHMOBIPHUM (PIBUYHUM
B3a€EMOJIIM B TIpi, IO JO3BOJIIE OTPUMATH HENEPEBEPIICHY JUHAMIKY 1
peaTic THYHIC Th.

Croroani mporecop Ageia PhysX € kiar04oBUM amapatHUM €JIEMEHTOM Y
3a0e3MedeHn OmMMBoBaHoOI irpoBoi Gisuku. Horo B3aemonitoui PhysX siapa, 1mo
BOJIOAIIOTh  HEMMOBIPHUMHM MOJIMBOCTIMHM JJISl TapajeibHUX  OOYHUCIICHB,
OMMMMBOBAaHI A O0OpOOKYy AMHAMIYHOI 1 BeJMKOMAacIITaOHOI ¢iB3uKH, 1100
3a0€3MeunT MPUCKOPEHHS (PIBUYHOrO pyXy 1 B3aEMOJil Ha PIBHI, IO CHUJIBHO
MIEPEBUILYE MACIITAOH 1 SKICTh, K1 HAIAlOTh 3BUYAIHI TPOLIECOPH.

Rigidbodies (TBepae Tij10)
Jlnst Toro, mo6 minnopsiakyBam 00'ekT 3akoHam ¢Buku B Unity 3D,

HeoOX1THO noAam 10 Ikoro 00'ekta komroHeHT Rigidbody. Toni Ha 06'exT Oyne
Il TpaBiTalis 1BiH OyAe CTUKAaTiCs 3 IHIIUMH 00'€KTaMH.
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Honan xommnoneHt Rigidbody mo 00’ekTa MO’KHaA 3a JOTIOMOTO KHOTIKH
«Add Component— Physics— Rigidbody». Joctyn 10 BiactmMBOCTEH
komrnoHeHTy Rigidbody Binkputo Ha maneni «Inspector.

Komnonent Rigidbody wmae BrnactuBicts «Is Kinematic», sika no3Bosie
BWIYYUTH OO'€KT 3-ITi KOHTPOIIO (PIBUYHOrO JBUXKKA, 1 JIO3BOJUTH IEPEMIIIaTH
Horo kiHemMaTMyHo 3a jgomnomorow ckpunra. 3HaueHHs «Is Kinematic» moxxHa
3MIHIOBAaTH 3a JIOTIOMOTOI0 KOy, MO0 BBIMKHYTM a00 BUMKHYTM (GIBUKY s
00'eKTa, aje 11 MOKJIUBICTh BUMArae JI0JaTKOBUX PECYPCIB.

o
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Pucynok 2.1 — BnactuBocti kommoneHty Rigidbody

Kinematic Rigidbodies He cXuibH1 10 BIUIMBY CHWJI, TpaBiTallii 1 31TKHEHb.
Humu xepyrotb, BCTAHOBJIIOIOYM iX MOJIOKEHHS 1 KYT OBOPOTY a00 aHIMYyIOUH iX,
ajyie BC€ K BOHU MOXYTh B3a€EMOIATM 3 HIMUMH HekiHeMamnunmMmu Rigidbodies
(mpocTuit mpuKJIa: aHiMalls OIry - 1ie KiHematuka, a Ragdoll - 1ie He kiHemaTuKa,
a ¢i3uKa.)

Kinematic Rigidbodies BUKOpHCTOBYIOTbCSI B HACTYITHUX BUIAJKAX:

1. Tnomi motpiOHO, MO0 OO'€KT 3HAXOMMBCS i KOHTpOJeM (BUKH, ane B
JESAKUX CHUTyalllsiX M MOTPIOHO YHpaBlSTH SBHO 3a JOMOMOIOIK CKpuIlma abo 3a
JOTIOMOT 010 aHiMari. Hampukian, Bu Morim 3poOWMTH aHIMOBAHWN TEPCOHAXK, 10
ckenety skoro 3actocoBaHo Rigidbodies, 1 skuii B CBOIO Uepry MoB'si3aHO 3 By3JIaMH
(joints) nans BukopucTaHHs B skocTi Ragdoll. bumsmicts wacy mnepconax
3HAaXOJUTbCA TiI KOHTPOJIEM aHiMallli, TAKUM YHHOM 3acTOCOBYeThcsl Kinematic
Rigidbody. Ane konu nepconax youto, mo1pidHo, 1100 BiH nepemBopuBcs B Ragdoll
1 OyB mnignopsakoBanuii ¢numi. 1106 mocsrm 1BpOro, HEOOXITHO IPOCTO
BiAKIrOoun BiacMBIcTh isKinematic.

2. Kinematic Rigidbodies xkpame B3aemoaitoms 3 iHmmMU Rigidbodies.
Hanmpuknan, skmo y Bac € aHiMOBaHa TutaropMa, 1 BU XO4UeTe MOMICTUTA JesKi
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6okcu Rigidbody 3Bepxy, Bu noBuHHI 3pooumn miarpopmy Kinematic Rigidbody
3aMICTh TOro, 1100 3podu TulhkK Kojaiaepu 0e3 Rigidbody.

Colliders (Kosaiinepn)

Konam[epn e HaC”[yHHI/II/I TATT KOMIIOHEHTIB, SIKi IOBHHHI Oy M0naHi 70
TBEPAMX TUI, 100 33419 31TKHEHHA. SIKIIO /1Ba TBEpJUX TUla BPI3al0ThCs OJIMH B
oJHOTO, ()BUYHMU JBMKOK HEe Oy/e MpOopaxoBYBaTH 3iTKHEHHS, TOKH 10 000X
00'ekTIB He Oyze A0JaHO KoJjainep. TBepai TUia, SKi HE MalOTh KoJIalAepB OynyTh
MPOCTO MTPOXOJAUTH KPi3h OJIMH OJTHOTO TP MPOPAXYHKY 31TKHEHb.

Buau kousaiaepis B Unity 3D

Box Collider 6a30Buii KyOiyHUI TTPUMITUB 31TKHEHb.

v iy ¥ Box Collider - &
| 4% | Edit Collider
Is Trigger -
Material MNone (Physic Material) (o]
Center X 5.960464e-0Y |0 Z -B.940697e-I
Size X1 ¥i2 21

Pucynok 2.2 — Box Collider
BnactuBocTi kommnonenty Box Collider mogano y Tabmn. 2.1.

Tabnuus 2.1 - BnacmBocTi komnoHeHty Box Collider

BracmiBicTs DyHKITIS
Is Trigger Komaiinep BUKOPUCTOBYEThCS ISl 3allyCKy TMOMIM, 1
ITHOPYETHCST (hIBUYHUM JBUXKKOM.
Material Busnauvae, sk 1eii xonainep B3a€EMOJIE 3 HITUMHU.
Center Io3umist Konaimepa.
Size Po3mipu konaiiepa B HanpsimMkax X, Y, Z.

Honatu xomnonent Box Collider 10 00’ ekta MmoxHa Ha naneni «Inspector»
3a gornoMororo KHOMKH «Add Component— Physics— Box Collider». Joctym 1o

BnactuBoctei  kommnoHeHTy Box Collider Takoxx Oyne BIIKpUTO Ha TaHEeN1
«Inspectory.

Capsule Collider
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Capsule Collider cxmamaemscs 3 aBoX MmBCdep, 3'€THAHUX MDK COOOIO
nwtiHApoM. e Taka x gopma, sik 1y nmpumituBy karncyina (Capsule).
BrnacmBocTi kommonenty Box Collider mogano y tabm. 2.2.

Tabnuus 2.2 - BnacmBocti komnoneHty Capsule Collider

BractuBic e D YHKITIS
Is Trigger Komaiinep BUKOPUCTOBYEThCS ISl 3alyCcKy MOMIA, 1
ITHOPYETHCST (DIBUYHUM JBUKKOM.
Material Busnauae, sk et konainep B3aEMOJIIE 3 IHIIUMHU.
Center Io3uriss Kojaiepa y JOKaJIbHOMY IPOCTOPi 00’ €KTY.
Radius Paniyc mupuHu KoJjaiiepa B JIOKAIbHOMY MPOCTOPL.
Height 3arajgpHa BUCOTA KoJlanaepa.
Direction Ocb, y3/10BX SIKOT pO3TAllIOBAHUN KOJAWIEp B JOKAJILHOMY
POCTOP1 00'EKTA.

v ¥ capsule Collider - Q2 &,
| £ | Edit Collider
Is Trigger ]
Material None (Physic Materal) (o}
Center X 0 Y0 ZiD
Radius 0.5
Height 2
Direction | ¥-Axis

Pucynok 2.3 — BnactuBocti Capsule Collider

Bu moxere namamtyBatn paxaiyc (Radius) 1 Bucoty (Height) komaiimepa
HE3JIC)KHO OJUH Bif OgHOTO. L[ MOXIHMBICTh BHKOPUCTOBYETHCS B KOMITOHEHTI
Character Controller 1 Hemorano mpartoe Jjisi JOBTUX MPEIMETIB, a TaKOXX Hajae
MOJKJIMBICTh KOMOIHYBaTH KOJIaAEpH I HE3BUYANHHUX (HOPM.
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A A
/ Raéiius\\

f v \

Height

v N/

Pucynok 2.4 — Capsule Collider

OpnuMm 3 mapametpiB komnoneHta Collider € Physics Material, sikuii 3a
3amMoBuyBaHHAM Mae 3HaueHHs None (Physics Material).

s Toro, mo6 ctBoputi HOBUM ¢iuuHHMIT Material ckopucraiitecs MeHIO
«Assets—Create—>Physic Material».

BnactuBocTi Physics Material nomano y tabm. 2.3.

Ta6numg 2.3 - BnactuBocTi Physics Material

Biactusic s

DO yHKITIS

Dynamic Friction

Tepts, MO BUKOPUCTOBYETHCA I Yac pyxy. 3a3Buyai
BUKOPHUCTOBYIOThCS 3HAueHHs B jiama3oHi Big 0 mo 1.
3HaueHHs, SKe MOpiBHIOE | BIAMOBIMAE TEPTIO SK HA JTHOY,
B TOW Yac sIK 3Ha4YeHHs, sike JopiBHIOE () o3Haudae ciabke
TepTi, B PE3YJbTaTl SIKOTO 00'€KTy OyJie CKJIQJHO PyXaTUCs
0e3 BITMBY 30BHINIHIX CHJL.

Static Friction

TepTss, 10 BUKOPUCTOBYETHCS KOJM OO0'€KT JIEKHUT> Ha
MOBEpXHL. 3a3BHuYail BUKOPUCTOBYIOTHCS 3HAYEHHS B
mianazoni Binm 0 go 1. 3HauenHs, sxe aopiBHI0e ( o3HAyae
BIZICYTHICT TEPT, B TOM Yac sIK 3HAUCHHS, SIKE JOPIBHIOE |
no3HauamiMe abcomoTHe TepT (To0To 00'€KTaM MO Takiit
MOBEPXHI OyJI€ CKJIAJIHO MEPECyBATUCS).

Bounciness

Bkaszye HACKUIbKHM TPY)KHOIO € TOBEPXHSI. 3HAUCHHSL, SKE
nopiBHIOE () 03HAYa€E HENPYKHY MOBEPXHIO. 3HAYEHHS, SIKE

52



Jlekuii Ta MeTox MKa TX [P OBE/ICHHS
« TexHouorii po3poOKK KpoC-ITaTPOPMHUX KOMIT FOTEPHHUX iT Op»

JOpiBHIOE | TIpm3BeNE 10 MPYKHOCTI, TIPH SIKii 00'€KT HE
OyJe BTpayaTd MOYaTKOBY EHEPTIIO.

Friction Combine

Bkaszye Ha Te, SIK KOMOIHYETbCS MDK COOOI0 TepTI JIBOX
00'€KTIB.

- Average

CepenHe 3HaYEHHA

- Minimum

3 IBOX 3HA4YEHb BUKOPUCTOBYETHCS TE, 1[0 MEHIIIE.

- Maximum

3 IBOX 3HaUCHb BUKOPHCTOBYETHCA Te, L0 OUIBIIE.

- Multiply

3Ha4YeHHS] MHOXKATHCSI OJIMH Ha OJIHE.

Bounce Combine

Bka3ye Ha Te, sk KOMOIHY€ThCSI MPYKHICTh JTBOX OO0'€KTIB.
Bounce Combine migIpuMye TI X caMi PeXUMH, IO 1
Friction Combine pexum.

BrnactuBocTi Physics Material mogano nva puc. 2.5.

Pucynok 2.5 — BnactuBocti Physics Material

Sphere Collider

Sphere Collider - 6a3oBuii konaiinep B ¢popmi c pepu.

Pucynok 2.6 — BracBocTi Physics Material

BrnacmuBocti kommnonenty Sphere Collider momano y ta6mn. 2.4.
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Tabnuus 2.4 - BnacmiBocti komnoneHty Sphere Collider

BractuBicts D yHKITIS
Is Trigger Komaiinep BHUKOpPHUCTOBYETbCS JUIsl 3allyCKy MOMAIA, 1
ITHOPYETHCST (DIBUYHUM JBUXKKOM.
Material BusHadae, sk meil Konaiaep B3aEMOJIIE 3 IHIAMHU.
Center Io3uris Konaiaepa y JOKaJIbHOMY IPOCTOPi 00’ €KTY.
Radius Po3mip komnaiinepa.

B3aemonis koJsaiigepis

Konaiinepu B3a€MOAIOTs OJIMH 3 OJHAM IO PI3HOMY, B 3aJI€KHOCTI BiJ TOTO,
AK HaynamrToBaHi X komnoHeHT Rigidbody. Tproma BakmuBuUMH KOHDITypariismu
e ctamuHui kojainep (Static Collider) (to0to xomnonent Rigidbody BigcytHiit
B3araii), Rigidbody xomnaiinep (Rigidbody Collider), i xinemamnunmii Rigidbody
konainep (Kinematic Rigidbody Collider).

Craruunuii koaaiigep (Static Collider)

Lle irpoBuit 00'ekT, y sikoro € kousainep, aine Hemae Rigidbody. Cratuuni
KOJIalZIepy BUKOPUCTOBYIOTHCS JIJI T€OMETpii PIBHIB, KA 3aBKJIU CTOITh Ha MICIII 1
30BCIM He pyxaetbes. 3yctpiudi Rigidbody o006'exmv OynyTs BpizaTvcs B CTATUIHHIN
KOJIAaUZEp, ajle WOro HE 3pyIlaTh.

B ¢BuYHMI [BMXKOK 3aKjaJeHO MPUITYIIEHHS, [0 CTATMYHI KoJlaiaepu
HIKOJIM HE PyXaloThCs 1 HE 3MIHIOIOTHCS, 1, HA OCHOBI I[LOTO MPUITYIIIEHHS, JBUXKOK
pobuts KopucHI onmmMBalli. ODKe, CTaTMUHI KoJaWaepu HE MOXHAa BMUKaTH/
BUMMKATI, pyXxaTi a0o MaciITadyBam Mi Yyac IrpoBOro Mnpouecy. SKIio BU 3MIHUTE
CTATUYHUI Konafmep, TO B pe3yibTani (BUYHUM [BIKKOM OyJe BUKIUKAHUI
JI0JTATKOBUI BHYTPIIIHINA MepepaxyHOK, KW OyJie CYMpOBOIKYBATUCS TANIHHSIM
MPONYKTUBHOCTI. F1pme TOr0, 3MIHH 1HOAI MOXYTh 3AJIUIIUTA KOJIaI/I,Z[ep B
HEBU3HAUYEHOMY CTaHi, B pe3yJIbTaTl 40ro OyAayTh MPOBOAUTUCS MOMIIIKOBI (Pi3HMUHI1
PO3paxyHKH. 3 IUX MPUYWH, CJIII3MIHIOBATA TUTbKM Kousaiiaepu 3 Rigidbody.

Rigidbody kouaiinep (Rigidbody Collider)

Lle irpoBuii 00'€KT, 10 SKOTO MPHUKPILJIEHUHA KoJahaep 1 HeKiHeMaTU4d HUU
Rigidbody. Rigidbody KOJIaI/UlepI/I MTOBHIC TIO CUMY TIOROTHCS (GBUYHUM JIBUKKOM 1
MOXXYTh pearyBaTd Ha KOJI3il 1 CWJW, MPHUKIAJEHI 3 CKpUNTa. BOHM MOXYTh
CTUKATUCS 3 IHIIUMU 00'ekTaMM (BKJIIOYAIOYM CTATUYHI Kojadaepn) 1 €
HAMMOIIMPEHIIO KOH(IIYpallielo KoJyaiaepa B Irpax, siKi BUKOPUCTOBYIOTh
bBUKy.
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Kinemarnuni Rigidbody koaaiinepn (Kinematic Rigidbody Collider)

Ile irpoBuili 00'€KT, 1O SKOrO MPUKPIUIEHUH Kojaiiaep 1 KiHeMaTUYHUN
Rigidbody (To610 BiacmiBicTs IsKinematic komnonenta Rigidbody BkitoueHo).

3miHioroun  kKomroHeHT Transform, Bu Moxere mnepemimamd 00'€KT 3
kiHemaiuHuM Rigidbody, ane BiH He Oyne pearyBati Ha KOJI31i Ta JOJaHI CHIH
Tak camo, sk 1 HekiHeMamnuHi Rigidbody. Kinemamuni Rigidbody mnoBunHi
BUKOPHUCTOBYBATUCS JJISI KOJAWIepiB, sIKI MOXYTh pyXamics abo NepioJuIHO
BUMMKATUCS/BMUKATUCSA, IHAKILIE BOHHU OYJlyTh BECTU ce0e sIK CTAaTU4UHI KOJIalAepH.

Ha BigMmiHy Bim cTamuHOrO KOJaiaepa, kiHemMamnunuii Rigidbody Oynme
3aCTOCOBYBATY TepPTd [0 IHIIMX OO0'€KTIB 1, B pa3l KOHTAKTy, Oyjae «OyauTd» IHIII
Rigidbody.

HaBite komu BoHM HepyxoMi, kiHematnuHi Rigidbody «konaiinepu
MOBOJATLCS 1HAKINIE, HA BIAMIHY BiJl CTATMUHUX KosainepiB. Hampukiam, sxio
KOJIalfiep HaTaIITOBAHUM SK TPUTEP, TO BaM TAKOX 3HAAOOUTHCSA JOAATH JO HHOTO
Rigidbody, 1106 MoxkHa OyJ0 B BalloMy CKpUITI MpUAMati MOAi Tpurepa. Ko
BH HE X04YeTe, 1100 Tpurep majaaB i i€ CUJIW IpaBiTalli a0o MiiIaBaBCs BIUIMBY
¢bBUKH, TO TOJI BU MOKETE BKJIIOUMTM BiacTuBicTh [sKinematic.

Triggers (Tpurepmn)

Cuctema creHapiiB MOXK€ BUSBIATH, KOJH BiIOyBaloOThbCs 3ITKHEHHS, 1
iHiniroBatu Aii 3a gomoMoror ¢yHkiii OnCollisionEnter. OqHak BH Takox
MOJKETe BUKOPHCTOBYBATH (Di3MUHHIA JBUKOK MPOCTO IJISl BUSABJICHHS TOTO, KOJH
OJIMH KOJaifep BXOAUTh B MPOCTIP IHIIOrO, HE CTBOPIOIOYM 31TKHeHHA. Komaiinep,
KU KOH(ITypOBaHO SK TpUTEp (3 BUKOPUCTAHHSAM BiacTMBOCTI [s Trigger) mpocTo
J03BOJISIE€ HIIUM KoJaiiepaM mpoxoautd Kpizb cebe. Konu komnaiiaep BXOAUTh B
npocTip Hioro, tpurep Oyzae Bukiaukam ¢yHkuro OnTriggerEnter B cxpunri
00'ekTa TpUTEpA.

Matpuus i KoJrisii

Komnu cukarombest 2 00'€KTH, KUTBKICTh PI3HUX MOJIA B CKPUIITI 3aJI€KUTh BiJl
kKoH(prypamiii kommnoneHTB Rigidbody o00'ekTiB, siki cmvkarotbes. CxemMu mojaaHi
HIDKYE MICTITh ACTalll TOro, siKi QyHKIIH moaid Oy IyTh BUKJIUKAHI, IPYHTYIOUUCH Ha
KOMIIOHEHTaX, SIKI TMPUETHAHO 10 OO0'€KTB. Y JesaKkux KoMOiHaIiix eqdeKT
PO3IOBCIO/PKYETHCS TUIBKM Ha OJIMH 3 IBOX O0'€KTIB, TaK II10 MaM'ATa€Te MPaBUIIo -
3aKOHH (BUKH HE 3aCTOCOBYIOTHCS JO O0'€KTIB, y SKUX HEMa€ IMPHEIHAHOT O
Rigidbody.

Tabmuug 2.5 - BigOyBaeThcss BHU3HAuY€HHs 31TKHEHb, 1 MPU X BUHUKHEHHI1
HaJCUJIAI0THCS TTOBIIOMIIEHHS
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Static
Collider

Rigidbody
Collider

Kinematic
Rigidbody
Collider

Static
Trigger
Collider

Rigidbody

Trigger
Collider

Kinematic
Rigidbody
Trigger
Collider

Static
Collider

Tak

Rigidbody
Collider

Tak

Tak

Taxk

Kinematic
Rigidbody
Collider

Tak

Static
Trigger
Collider

Rigidbody
Trigger
Collider

Kinematic
Rigidbody
Trigger
Collider

Tabmumg 2.6 - [lpu Komi3isx BiACUIAIOTHCS TMOBITOMIICHHS TpUTEpa

Static Rigidbody | Kinematic Static Rigidbody | Kinematic
Collider Collider Rigidbody Trigger Trigger Rigidbody
Collider Collider Collider Trigger
Collider
Static Tak Tax
Collider
Rigidbody Tak Tak Tak
Collider
Kinematic Tak Tak Tax
Rigidbody
Collider
Static Tax Tax Tax Tax
Trigger
Collider
Rigidbody Tak Tak Tak Tak Tak Tak
Trigger
Collider
Kinematic Tax Tak Tak Tak Tak Tak
Rigidbody
Trigger
Collider

Character Controllers (KonTpoJsiepu nepconaxa)

Kommonent Character Controller BUKOpUCTOBY€THCS JIJISl YIIPABIIHHS BiJ
TpeThoi abo mepioi ocodu, ae He notpidHa ¢uka Rigidbody.
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[leli KOMIOHEHT Jla€ IEPCOHAKY MPOCTUM KoJaiaep B GopMi Kamcyu, KU
3aBK/IM 3HAXOJAUTHCS Y BEPTUKATIHHOMY MOJIOKEHHL

Y xomnonenta Character Controller € cBoi ocoOnuBi ¢QyHKUd A5
MpPU3HAYEHHS MIBUIKOCTI 1 HanpsiMy 00'ekTa (Tab1.2.7).

Tabmur 2.7 - BracmuBocti Character Controllers

BrnacmuBicts DO YHKITIS
Slope Limit OOMexxye MOXKITUBICTh KOJalaepa MiiiMaTiucss Mo CXWiax,
3HAYEeHHs SKMX JOPIBHIOE a00 MEHIe HDK BKa3aHe B Slope
Limit.
Step Offset [lepcoHax CTynmuTh Ha TOBEPXHIO, TUIBKU SKIIO BOHA
oymmkde 710 3eMil, HpK 3ajaHe B Step Offset 3HaueHHsI.
Skin width JIBa xonainepu MOXYTb MEPETHYTMCS OJIMH 3 OJHUM Ha
rmbuHy, sKa JopiBHIoe  3HaueHHIO  Skin  Width.
Haiikpamum BapiaHTOM € BCTAaHOBJICHHS 1IOTO 3HAYCHHS
piBauM 10% Bix paaiyca.
Mmn Move SIkuo mepcoHax crnpolOye 3pYHIMTA HIKYE 3a3HAYCHOT
Distance BEJIMYMHY, TO BIH HE 3pyHIUTh. Y OUIBIIOCTI CHUTyalld Iie
3HAYEHHS BapTO 3anuimumd piBHIM HYIIO (0).
Center 3pyIieHHs Konaiaepa B CBITOBOMY IPOCTOpi O6€3 BIUIMBY Ha
Te, SIK 00CPTAETHCS TEPCOHAK.
Radius 3HaueHHs pajiyca Kojanaepa.
Height Bucora konaiinepa Capsule Collider mepconaxa. 3miHa

3HaueHHs Height po3Tsarme konainep y3710BX oci X B
00M/IBa HAIIPSIMKH.

Honan xommonent Character Controller 10 00’ekta MOXXHA Ha MaHEN1
«Inspector» 3a nonomororo meHio «Add Component— Physics—Character

Controllery.

Hoctyn no BnacmBocte kommnoHeHty Character Controller takox Oyje
BiIKpuTO Ha maneni «Inspectory.

Hns toro, mo6 mnepemimaty 3D-00'e€kT, sSKUH BOJIOJIE KOMIIOHEHTOM
Characler Controller, HeoOxinHO cTBOpUTM C# -CKpPHIIT.
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v & & Character Controller (WIE- S
Slope Limit 45
Step Offset 0.3
Skin Width 0.08
Min Move Distance 0.001
Center X0 Y0 Z0
Radius 0.5
Height 2

Pucynok 2.7 — Komnonentr Character Controller
Fixed Joints (Hepyxome 3'e1HaHHs)
KommnonenT Fixed Joints oOmMexye pyx meBHOTO 00'€KTa, MOB'SI3yI04YH HOTO 3
HIIUM O0'€KTOM.
HaiiuacTimie 1eif KOMIOHEHT BHUKOPHCTOBYETHCS, SIKIIO B MEBHUHA MOMEHT
Jacy MOXKe 3HaJo0MmCs po3'eqHamd aBa o0'ekTw, a00 HaBIakW, 3'€IHATA JBa
00'exkT 0€3 HEOOXITHOCTI 3MIHU IEpAPXIi.

BrnacmuBocTi Fixed Joints momano y ta6m. 2.8.

Taomung 2.8 - BnacmBocti Fixed Joints

BrnacmuBicts OyHKITIS
Connected Body | Heo6oB's3koBe mocunanHs Ha iHimmi 00'ekT 3 Rigidbody, no
SAKOTO TIPUETHYETHCS MOTOYHMH 00'ekT. SIKmio mode
3QJIMIIUTA  TIOPOKHIM, O0'€KT TPHEAHYETHCS JIO 3a/1aHO1
TOYKH B MPOCTOPI.

Break Force Cuna, Ky NOTpiIOHO MPUKIACTU 10 00'€KTa, 1100 po3ipBaTH
3' € THAHHSL
Break Torque Kpymnii MOMEHT, siKuii HEOOXiTHO MPHUKIIACTA 10 00'€KTa,

11100 po3ipBaTH 3'€THAHHSL
Enable Collision | fIkmo BkiaroueHo Enable Collision, To aBa 3'emHaHHX
00'ekTa OylyTh CTUKATUCS OJUH 3 OJIHUM.

Enable BuMkueHHS MOTICPETHBOT 00poOKH oromMarae
Preprocessing CTAaOUII3YBAaTH HEMOJIMBI KOH(ITypallii.

[Ipu cTBOpEHHI IrOp 1HOJI BUHMKAIOTh BHUIAJIKH, KOJU MOTPIOHO, 1100 00'€KTH
pyxamuch pa3oMm (tumMuacoBo abo moctiiiHo). Kommnonenn Fixed Joints
JO3BOJIAIOTh  CIIPOCTUTA ~ peajiBallifo TMOMIOHMX CUTyaliid, OCKUIbKA BaM HE
JIOBOJIUTHCS 3MIHIOBATH TOJIOKEHHSI 00'€KTA B iEpapXii 3a JIONIOMOTOI0 CKPHIITIB.
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MuHyC Takoro pilieHHss B TOMY, IO BaM JOBEIETHCS

J04aTM KOMIIOHCHTH

Rigidbodies Ha 00'exTH, sixi motpidHO 3'eaHa™ 3a nonomororo Fixed Joints.

v Fixed Joint =
Connected Body | & Capsule (Rigidbody) | ©
Break Force Infinity
Break Torque Infinity
Enable Collision -

Enable Preprocessing 4
Mass Scale 1
Connected Mass Scale 1

Pucynok 2.8 — Komnonent Fixed Joint

Spring Joint (Ilpy:xHe 3'exHaHHs)

Spring Joint 3'ennye mnpyxmHOoro 1Ba Rigidbody-o0'ekta. BracmiBocTi

Spring Joint noymano y ta6ma. 2.9.

Tabmumg 2.9 - BnacmBocTi Spring Joint

BrnacmuBicts D yHKITIS
Connected Body | O0'ekT 3 mpyXWHHUM 3'€IHAHHSM 3'€THAHUNA 3 IHIINM
00’exToM. Skmo o0'ekty He mpmsHadeHo Connected Body,
TO TIpy)KuHa Oyne 3'enHaHa 3 (PIKCOBAaHOK TOUYKOK B
POCTOPI.
Anchor Touka B JOKalbHOMY TpOCTOpi 00'€kTa, HaA SKIA

3HAXOOUTHCA Joint.

Auto Configure
Connected Anchor

Unity aBTOMamiyHO OOYHUCIIIOE TIO3UIO MIKIIOYEHOT
OITIOPHOI TOYKH.

Connected Anchor

Touka B TOKaTPHOMY TIPOCTOPI 3'€THAHOTO 00'€KTY, HA SIKIHA
3HAXOOUTHCA Joint.

Spring

Cwia npyKUHH.

Damper

3HayeHHs, NPU IKOMY MPYXUHY CKOPOYEHO, SKIIO BOHA €
AKTUBHOIO.

Min Distance

HwxHa Mexa aiana3oHy BIACTaHI, HaJ SKOKO MPYKHHA HE
OyJie 3aCTOCOBYBATH OYb-SIKY CHUITY.

Max Distance

Bepxns mexa mianma3oHy BiICTaHI, Haj SIKOIO MPYKHWHA HE
OyJie 3aCTOCOBYBATH OYb-SIKY CHITY.

Tolerance

3MIHIOE TOJIEPAHTHICTH O MOMMJIOK.

Break Force

Cwa, Ky CJII IpUKJIacTi 10 Joint, 1100 po30uTH Moro.

Break Torque

Kpymuit momeHT, sxumii 1peba mpukiactd ao Joint, mo06
po301TM HOTO.
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Enable Collision

BusineHHs Koi31i1 (31TKHEHBD).

Enable
Preprocessing

BuMkHeHHS MOTICPETHBOT 00poOKH
CTAOUIIBYBAaTH HEMOXJIMBI KOH(ITypallii.

JoromMarac

KonTpoabHi 3anuTanHs

e Hassime 6a30Bi kommoneHtn cuctemu Unity 3D mis poGomm 3 pizuxoro

3D - 00'exTiB.

e Ha3pims ocHOBHI BiracTiBOCTI KoMmoHeHTy Rigidbodies.

e Ha3gits ocHoBHI BiacmiBocTi komnoHeHty Colliders.

e J[nsa yoro B cuctemu Unity 3D BUKOpHUCTOBYIOTHCS Joint — KOMITOHEHTH?

e Ha3pite ommii Joint - KOMIOHEHTa, SIKI MOYKHA BKJIIOUATA I PI3HHUX

e(heKTIB.

e Jlna dyoro B cucremMu Unity 3D BHKOPUCTOBYIOTbCS KOHTPOJEPHU
nepconaxa (Character Controllers)?

e Ha3pite ocHoBHI BiacTuBOCTI komnoHeHTy Character Controllers.

e SIKi MOXKJIMBOCTI HaJlal0Th PO3POOHHUKAM I'POBOTO KOHTEHTY KOMITOHCHTH
Box Collider, Capsule Collider, Character Joints, Configurable Joint, Fixed Joints,
Sphere Collider, Spring Joint?
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JIEKIIIST Ne3
TEMA: «PO3POBKA TA BUKOPUCTAHHSI CKPHUIITIB B UNITY
3D. CEPEJJOBHUIIIE PO3POBKU «MONODEVELOP». CUCTEMA
MOJIH «EVENTSYS TEM»

AHoOTAIIA

Jlekiysi 3HAaHOMUTH 3 TEXHOJIOTIE po3poOKu ckpunmB B cucteMi Unity 3D,
METOJIaMH CTBOPEHHS 1 3HUIIEHHS ITPOBUX OO'€KTIB, YIMPaBIIHHI ITPOBUMU
o0'eKTaMu 3a JIONIOMOTOI0 BIIMOBIAHMX KOMIIOHEHTIB, METoJaMH poOoTM B
IHTErpOBaHOMY cepenoBuIlli po3podku MonoDevelop, ske nmoeanye B co01 PyHKITii
TEKCTOBOT'O pENaKkTopa 3 JOJATKOBUMH MOXIJIHUBOCTIMH JUIsl HATArOKCHHS 1
BUKOHAHHSI 3aBJaHb 3 YINPABIIHHA ICPOBUMH TPOCKTAMH, CHUCTEMOIO MO
«EventSystem» Unity 3D.

MeTa jgekuil

O3HalloMUTH CTYAEHTIB 3 METOJIaMH CTBOPEHHS, YNPABIIHHS 1 3HUIICHH S
IrpoBUX 00'€KTIB, MeToAaMU POOOTM B IHTETPOBAHOMY CEPEAOBHUILI PO3POOKHU
MonoDevelop, criocobamu BignpaBKku Mmofiii 10 00'€éKTIB B IrpOBOMY JOJATKy —
cuctemoro o «EventSystemy.

OuikyBaHi pe3yJibTaTH

Cq)opMyBam y CTy[CHTIB 3HAHHS II0JI0 OCHOBHHX METOIIB CTBOPCHHS 1
3HMIIEHHS rpoBux 00'ekTiB B cuctemi Unity 3D, OCHOBHMX KOMIIOHEHTIB, SIKi
BUKOPHCTOBYIOTbCS  JUIS  YIPABIIHHI  ITPOBMMH  O0'€KTaMH, OCHOBHHUMH
MPUHIMIIAME POOOTM B IHTETPOBAaHOMY cepenoBHii po3podku MonoDevelop,
OCHOBHHX METOJIB poO0oTH 3 cuctemoro moaii «EventSystemy.

CTBOpeHHs Ta BUKOpUCTAHHS cKpunTiB B Unity 3D

[loBeminka IrpoBHX OO'€KTIB KOHIPOIIOETHCS 3a JIOMOMOTOI KOMITOHCHTIB
(Components), siki NpUETHYIOTLCS 0 HUX. He3Bakaroun Ha Te, 1m0 BOyI0OBaHi
koMroHeH™ Unity MOXyTb Oy Jy’ke pI3HOOMHMMH, He3a0apoM BU BUSBUTE, IO
BaM MOTPIOHO BUWTM 332 MEXI1 X MOXJIMBOCTEH, MO0 peaqByBaTv Bailli BIAacHI
ocobnmuBocTi reimiuiero. Unity m03BOJIsie BaM CTBOPIOBATH CBOI KOMITOHEHTH,
BUKOPHCTOBYKOYM  CKPHIITH. Bonu n1o3BossOTH AKTUBYBATH IrpoB1 MO,
3MIHIOBATH TapaMeTpy KOMIIOHEHTIB, 1BIANOBIMATA HAa Jii KOPUCTYBada Oyab-SIKUM
CIIOCOOOM.

Unity niATpuMy€ Taki MOBHM IPOrpaMyB AHHSL:
1. C# -wmoBanomiona Javaa6o C ++;
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2. UnityScript - MoBa, SIKy po3pOO0JICHO CIEIlaNbHO JII BUKOPUCTAHHSA B
Unity 3a 3pa3kom JavaScript.

CTBOpEHHSI CKPUNITIB

Ha BigmiHy Bin 1HIIHX Asset, CKpUITM 3a3BUYall CTBOPIOKOTHC S
6e3nocepenuro B Unity. Bu MokeTe CTBOPUTH CKPHUINT, BUKOPHUCTOBYIOUM MEHIO
Create B IIIBOMYy BEpXHBROMY KyTKy maHeni Project abo BuOpaBmu Assets—
Create— C# Script (a00 JavaScript) B roJJOBHOMY MEHIO.

HoBuii ckpunr Oyzie CTBOpEHO B Mamii, sKy BU 00panu B naHeni Project.

Crpykrypa ¢aiiny ckpunra

[licns mopBiifHOTO HaTUCKaHHSA Ha (ailni ckpurma, oro Oyne BIAKPUTO B
TEeKCTOBOMY penaktopl. 3a 3amoBuyBaHHAM Unity Oyne BHUKOPHCTOBYBATH
MonoDevelop, ane Bu moxeTe BUOpa™ Oyab-sakuil penaktop 3 naHeni External
Tools B HanmamtyBannsx Unity.

BumicT ¢aiiny Oyae BUMIIsIaTd Tak:

using UnityEngine;

using System.Collections;

public class MainPlayer : MonoBehaviour {
/I Use this for initialization

void Start () {
}

// Update is called once per frame

void Update () {

}
}

CkpunT B3aeMofie 3 BHyIpiHIME MexaHBdMmamMu Unity 3a paxyHOK
CTBOPEHHS KJIacy, yCITaAKOBaHOTO Bij BOyoBaHoro kiacy MonoBehaviour.

KoxeHn pa3, Koiau BU NpHUENHYETe CKPUNTOBHI KOMIIOHEHT 10 IrpOBOTO
00'eKTy, CTBOPIOETHCS HOBUI ek3eMIUIsAp 00'ekTa. IM'st kitacy 1 iM'st paitiny noBUHHI
Oy OJHAKOBUMHU, JUISI TOTO, MO0 CKPUTITOBUIT KOMITIOHEHT MIr Oy TpHETHAHUM
710 I'POBOT0 00'€KTY.
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Oynkiis Update - e Miciie i1 po3MillieHHsT Koy, SKUi OyJzie 00poOisTu
OHOBJIEHHA Kajapy il irpoBoro oO0'exkta. Lle moxe 6ym pyX, peakuis Ha aii
KOpPHUCTyBaya Ta BCE, [0 TMOBHHHO Oy OOpOOJIEHO Yy IrpOBOMY Hpoue<:1 o6
nospommmi pyHkiii Update BHKOHYBaT™M CBOIO pOOOTY, HEOOXITHO IHITAIBY BATH
3MIHHI 1 3JIMCHUTH 3B'SI30K 3 IHIIMMH IFPOBUMHU O0'€KTaMHU JI0 TOTO, SIK OyIyTh
3M1ACHEeH! Oyb-sIK1 Hii.

Oynkiiro Start Oyae Bukiaukano Unity 10 modaTky irpoBOro mnporecy (TooTo
no mepmioro BUKIMKY (yHkIi Update), 1 e imeanbHe Miclie JjIsi BHUKOHAHHS
HILIATBAI ],

[nmrianiamis 06'ekta B Unity BUKOHYEThCSI HE B (DYHKIII-KOHCTPYKTOP1 TOMY,
10 CTBOPEHHSI 00'€KTIB 0OpOOIAETHCS PEAAKTOPOM 1 BiIOYyBa€ThCsl HE HA MOYATKY
irpoBOTO Tporecy. Ko BU CpoOyeTe BUSHAYNTH KOHCTPYKTOP TSI CKPHITTOBOTO
KOMIIOHEHTa, BiH OyJe 3aBakami HOpMasibHIA poOoTi Unity 1 MOXKe BUKIUKATH
Cepiio3Hi MPOOIEMHU 3 MMPOCKTOM.

YupaJ/iiHHs irpoBUM 00'€KTOM

Kon ckpurra He Oyjie akTMBOBAHO J0 THX IIP, MOKU €K3EMIUISP CKPUITA HE
Oyne mpuemHaHo 10 IrpoBOro 00'ekTy. Bu MoOkeTe MpUKPIMUATH CKPHUIT JTOTABIIH
Asset ckpunra Ha irpoBuit 00'exT B maneni Hierarchy a6o depes BikHo Inspector
oOpaHoro irpoBoro 00'ekta. IcHye Takox minMeHio Scripts B meHro Component,
SKe MICTUTh BC1 CKPHITTH, JOCTYIHI B MPOEKTl, BKJIOYAIOUU Ti, SIKI BU CTBOPHIIU
cami.

[IpuMIpHUK CKpHUNTa BUIJIAJAE TAK Camo, SIK 1 1HIII KOMIIOHEHTH Yy BIKHI
Inspector.

E (= ¥ Example Class (Script) ﬂ &,
Script ExampleClass
Speed 6
Jump Speed 8
Gravity 20

Pucynok 3.1 — Ckpunt Ha naneni Inspector

ITicnst mpuenHaHHS CKPUNT MOYHE IpalioBaTH, Koud BU HamucHete Play i
3amycTite rpy. Bu MokeTe mepeBipuM L€ JOAABIIM HACTYNHUN KOJ B (PYHKIIIIO
Start.

// Use this for initialization

void Start () {
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Debug.Log("'I am alive!");
}

Debug.Log 11e xomaHfa, sika TPOCTO BUBOJUTH MOBIIOMJICHHS Ha KOHCOJIb
Unity. Slkmo Bu HamicHete Play, 1o moGauute moBimomuienHsi B BikHI Console
(mento Window— Console).

[lin yac cTBOpEHHS CIIEHAPi0 BU, BJIACHE KaXKy4M, CTBOPIOETE CBIM BJac HUM
HOBHUH TWIT KOMITIOHEHTA, SKHH MOXHAa MPUEAHATH 10 I'POBUX OO'€KTIB, SIK 1 Oyb-
SKUHA HIIANA KOMITOHEHT.

IToqibHO 11O TOTO, SIK IHIINI KOMIIOHEHTM MAaIOTh BJIACTUBOCTI, SKI MOJKHA
penaryBam B IHCIEKTOPI, BH MOXETE JO3BOJUTU pearyBaTd 3HAUYCHHS Yy Ballomy
CIIEHapii TAaKOX 3a JIONIOMOTOI0 THCIIEKTOPA.

using UnityEngine;
using System.Collections;
public class MainPlayer : MonoBehaviour {
public string myName
/I Use this for initialization
void Start () {
Debug.Log("'I am alive and my name is ' + myName);
}
// Update is called once per frame

void Update () {

}
}
Llent xox ctBOproe mose mis penaryBanus B Inspector 3 HazBoro «MyName».
v (= ¥ Main Player (Script) W &,
Scmpt MainPlayei @
My Name Liser

Pucynok 3.2 — PenaryBanns 3MiHHOT 3a TOMOMOroro maneni Inspector
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Unity ctBOproe MiTKy B BikHI Inspector nuisixom 1ogaBaHHs IpoOLTy BCIOH,
Jie B IMEHI 3MIHHOI 3yCTpiHaeThCcsl Beiauka Jimepa. OJHaK 1€ BUKJIIOYHO B IUISAX
BiIOOpa)KEHHS, 1 BU MOBUHHI 3aBXK]IM B KOJ1 BUKOPUCTOBYBATH IM'sl 3MIHHOI. SIKIIIO
BHM BilpenaryeTe 3HaueHHS 3MIHHOI 1 momM HamicHeTe Play, 10 moGauwre, 1110
MOBIIOMJIEHHSI MICTUTh BBEJIEHUI BaMH TEKCT.

[ Project ] O Console
' Clear | Collapse ] Clear on Play | Error Pause  Connected Plays -

@ I am alive and my name is User
UnityEngine .Debug:Log(Object)

Pucynok 3.3 — IloBinomnenns B BikHi Console

Unity n03BoJIsie 3MIHIOBATA 3HAYEHHS 3MIHHMX CKpUITA B 3amyiieHi rpi. Le
JTy>K€ KOPHCHO 1 Ha/Ia€ MOXKJIUBICTh MOAMBITHCS BC1e(EKTH Bl 3MIH Bipasy Xk, 0e3
3ynmuHKA 1 mepe3amycky. Koim mporpaBaHHS 3aKiHUMTHCS, 3HAYCHHS 3MIHHHUX
CKUIAIOThCA B TOM CTaH, SIKMM BOHM MaJIM 10 HamickaHHA KHomku Play. Lle
rapaHrye, 110 BU BUIBHO MOXETE I'paT 3 HACTPOUKaMH 00'€KTIB, HE OOSYHUCH LIOCH
31MCyBaTH.

Yupasainus irpoumu 00'ekramu (Game Objects) 3a 1onomororo
KOMIIOHE HTIB

Y penaktopi Unity MoXHa 3MIHIOBaTM BJIACTMUBOCTI KOMIIOHEHTa
BUKOpHUCTOBYIOUM BikKHO Inspector. Tak, Hanmpukian, 3MiHa MO3MLH KOMIOHEHTa
Transform npwsBezae 70 3MIHM TO3UILI IFPOBOTO 00'€KTA. AHAIOTTYHO, BH MOXKETE
3MIHUTU  KOJIp MaIepiaJIy koMrioHeHtTa Renderer abo wmacy TBEp7IOTO Tia
RigidBody 3 BiqmoBiiHMM BIUIMBOM Ha BlI[O6pa)KeHH$I abo HOBeJ:uHKy 1rpOBor0
00'exTa. 31€0UIBIIOTO CKPUITH TAKOX 3MIHIOOTH BJIACTUBOCTI KOMIIOHEHTIB JUJIs
yOpaBIiHHA rpOBUMH 00'ekTaMu. Pi3HUISL, OJHAK, B TOMY, IO CKPUNT MOXE
3MIHIOBATH 3HAYEHHS BJIACTHBOCTI IOCTYNIOBO 3 YacOM. 3a paxyHOK 3MIHH,
CTBOPEHHSI 1 3HUIIIEHHS 00'€KTIB B 33/IaHMI Yac MOke OyTH peaniBoBaHuil Oy 1b- KUt
IrPOBHIA TIpOIIEC.

3BepHEHHSI 10 KOMIIOHEHTIB

HaiiOuipin mpocTiM 1 MOIMIMPEHMM € BUIMAQJ0K, KOJIW CKPUIITY HEOOXTHO
3BEPHYTHCS JI0 IHITUX KOMIIOHEHTIB, TpHUeIHaHNX 110 Toro X GameObject. Sk Bxxe
3raJlyBajlocs, KOMIIOHCHT HACIIpaBIi € EK3eMIUIAPOM Kjacy, TaK IO TEPIIAM
KPOKOM Oy/le OTpMMaHHsI TTOCHJIaHHS HA €K3EMIUISIP KOMIIOHEHTA, 3 KM BU XOUETe
npamroBatd. Lle 3aiiicHIOEThCs 3a monoMororo GyHkiii GetComponent. 3a3Buyaii
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00'€KT KOMITOHEHTa 30epiraloT B 3MIHHY, 1€ 3/iiCHIOeThCca B C# 3a MOMOMOTOIO
HACTyITHOTO CUHTAKCHCY:

void Start () {

Rigidbody rb= GetComponent<Rigidbody>();
}

Ak TUIBKM y Bac € TMOCWJIAHHSA Ha EK3EMIUIAP KOMIIOHCHTA, BU MOMKETE
BCTAHOBJIIOBATH 3HAYEHHS HOTO BJIIACTUBOCTEHA.

void Start () {
Rigidbody rb= GetComponent<Rigidbody>();
/Il Change the mass of the object's Rigidbody.

rb.mass = 10f;

}

JloatkoBa MOKJIMBICTH, IO HEJOCTyNHA Yy BIKHI Inspector — 1e BUKIHK
GYyHKIH eK3eMInIsipa KOMITOHEHTA:

void Start () {
Rigidbody rb = GetComponent<Rigidbody>();
// Add a force to the Rigidbody.
rb.AddForce(Vector3.up * 10f);

3BepHeHHs 10 iHIIKUX 00'€KTIB

3a3BuUuall, CKpUIITU BIICTeXKYIOTH HIN 00'ektd. Unity Hanae KiibKa MUISXIB
OTPMMAaHHS IHIIUX 00'€KTIB, KOXKEH IMIXOAUTh ISl KOHKPETHOI CUTyaIlii.

3B’sA3yBaHHs 00'€KTIiB 32 10IIOMOI0K0 3MiHHUX
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Hadinpoctimmii cnoci0 3HaiM MOTpiOHUM IrpoBHii 00'€KT - JOJIATM B CKPHUIIT
3MminHy Taiy GameQObject 3 piBHem jnoctyny public:

public class Enemy : MonoBehaviour {
public GameObject player;

// Other variables and functions...

}

3minHy Oyne BUIHO y BiKHI Inspector, sik 1 Oyab-sKi HIIIL:

¥ |G| [ Enemy (Script) [ &,
Script |+ Enermy @
Flayer Mone (Came Object @

Pucynok 3.4 — 3B’ sa3yBaHHSA 00'€KTIB 3a JIOTIOMOTOI0 3MIHHUAX

Tenep Bu MoxeTe nepeTiruym 00'ekT 31 cuenu ado 3 naneni Hierarchy B 1110
3MiHHY. DYHKITIS GetComponent 1 TOCTYT 0 3MIHHAX KOMIIOHEHTA JOCTYTHI SIK

JUISL II,Or0 00'€KTa, TaK 1 IS IHIIMX, TOOTO BH MOXKETe BHKOPHUCTOBYBATH
HACTYITHUN KOJI;

public class Enemy : MonoBehaviour {
public GameObject player;
void Start() {
// Start the enemy ten units behind the player character.

transform.position = player.transform.position - Vector3.forward *
10f;

}

KpiM Toro, sikio orosocum 3MiHHY 3 AocTynoMm public 1 3amanum minom
KOMITOHEHTa B BalllOMY CKPHIITI, BU 3MOKETE MEPETATHYTH OyAb-IKU 00'€KT, IKHIi
MICTUTh TIPUETHAHUNM KOMIIOHEHT Takoro Ttumy. lle mo3Bomuts 3BEepTaTMCS 10
KOMIIOHEHTY Oe3rocepeHbo, a He uepe3 IrpoBUi 00'€KT.
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public Transform playerTransform;

3'enHanHs 00'€KTIB Yepe3 3MIHHI HAlOUIbII KOPUCHO, KOJIM BU MA€ETE CIIPaBy
3 OKpeMHMH 00'eKTaMu, 10 MaloTh TOCTIHHMN 3B's30k. Bu  Moxkere
BUKOPHCTOBYBAT MAacHB JIJIsl 30epiraHHs 3B'S3KY 3 JEKUIbKOMa 00'€KTaMU OJTHOTO
TWITy, aJie BOHM BCE€ OJTHO MOBUHHI OyTu 3adaHi B penaktopi Unity, a He mig yac
BUKOHAHHsA. AJle€ 4acTO HEOOXITHO 3HAXOJUTH 00'€KTW MM 4ac BUKOHaHH:, 1 Unity
HaJIa€ JIBa OCHOBHUX CITOCOOM 3pOOHTH II€.

Homyk novipHix 00'exTiB

IHomi irpoBa clieHa MOX€ BUKOPHUCTOBYBATH KiTbKa O0'€KTIB OJHOTO THIIY,
TAKUX SIK BOPOTH, IIJIXOBI TOYKHM 1 Mepemkoau. Moxe BUHUKHYTH HEOOXITHIC Th
BIZICTe’)KEHHS iX B ICBHOMY CKPHIITI, SIKWI yIIpaBiisie€ abo pearye Ha HUX (HampuKiIai,
BC1 IUISXOB1 TOYKH MOXYTh 3HAJOOMTUCS JUIsl CKPHIMTA TMOIIYKY HUIIXY). MoskHa
BUKOPHCTOBYBATW 3MIHHI IS 3B'sI3yBaHHA IUMX OO'€KTIB, ajie 1€ 3poOuTh Mporec
MPOEKTYBAHHS yTOMITUBUM, SKIIO KOKHY HOBY TOUKY MapuIpyTy no1pioHo Oyze
MEPEeTITHYTd B 3MIHHY B CKPHIIT. AHAIOTIYHO, MPHU BHUJAJIEHHI TOYKH MapIIpyTy
JOBENIETHCSl BUIANSTA TIOCHJIAHHS Ha BIACYTHIA 00'eKT. Y BUMAgKax, Ha 3pa3ok
ILOT0, HAMYACTINIEC 3PYYHO YIPABISATM HAOOPOM 00'€KTIB, 3POOHMBIIH iX JOUIPHIMHU
olHOTO OathKiBChKOro o00'ekTa. JlowipHi 00'€KTM MOXYTh OyTM OTpUMaHI,
BUKOpPHUCTOBYIOUM KOMIOHEHT Transform 6atbka (Tak siKk BC1irpoBi 00'€KTH HESIBHO
MicTaT Transform):

using UnityEngine;
public class WaypointManager : MonoBehaviour {
public Transform[] waypoints;
void Start() {
waypoints = new Transform|[transform.childCount];
inti=0;
foreach (Transform t in transform) {

waypoints [i++] = t;
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Bu Moxere TakoX 3HAMMM 3aJaHUA  JOYIpHIA  00'€KT IO IMEHI,
BukopuctoBytoun ¢pyHkiro Transform.Find:

transform.Find("'Gun"');

Lle Moxe Oy KOPHCHO, KOJIM 00'€KT MICTHTh JOYIPHINA €JIEeMEHT, SIKUi MOXKE
Oy nojaHuii a00 BUJIYUYEHHH B IrpOBOMY IMporieci. XOpouuid npukiaj - 30pos,
Ky MOYKHa MiiOpaTd 1 BUKUHYTU.

IHomyk 00'eKkTIiB 32 10MOMOI 010 iMeHi a00 Tery.

OxpeMi 00'ek MOXyTh Oy OTpUMaHi 3a JOMOMOTOI0  1M'sl,
BUKOpHUCTOBYIOUM (PpyHkIito GameObject.Find:

ame Object player;
void Start() {

player = Game Object.Find(""MainHeroCharacter");
}

O06'exT ab0 KOMEKIIs 00'€KTIB MOXKYTh OYTH TaKOXK 3HAMIIEHI 3a JOTIOMOT'OIO
Tery, BUKOPHUCTOBYIOUH byHKIi Game Object. FindWithTag 1
Game Object. FindGame ObjectsWith Tag.

GameObject player;
GameObject|[] enemies;
void Start() {
player = Game Object.FindWithTag(' Player");

enemies = Game Object.FindGame Objects WithTag('" Enemy");
}

Cepenosuine po3pooxu MonoDevelop

MonoDevelop - 1e iHTErpoBane cepenopumie po3podoku (IDE), mo
nocTaBisieThes: pazom 3 Unity. IDE noemnye B co0i pyHKIT TeKCTOBOTO peaktopa
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3 JI0JIATKOBUMHU MOYJIMBOC TSIMU JIJIsl HATArO/PKCHHST 1 BUKOHAHHS IHIIMX 3aBJIaHb 3
YIOPaBIiHHA ITPOBUMH IPOCKTAMHL.

MonoDevelop BcTaHOBmIOETHCS 32 ymMoBYaHHsSM pazoM 3 Unity. Ilim wac
yctaHoBkH Unity, BU MOoxeTte ckacyBatd ycTaHOBKY MonoDevelop.

[lepekonaiitecs, 1mo MonoDevelop BcTaHOBJEHUII B SKOCTI 30BHIIIHBOTO
penaktopa ckpuntiB B Preferences 3a momomororo meHio «Edit— Preferences», a
notiM BuOepmb BkiIaaky External Tools. Skmio B onmii External Script Editor
BuOpana omis MonoDevelop (built-in), Unity 3anyctums IDE MonoDevelop i
OyJe BHUKOPHUCTOBYBAaTM HOTO B SIKOCTI pelaKTopa 3a 3aMOBUYBAaHHSIM Uil BCIX
CKPHUMTOBUX (hailiiB.

Cnin 3ayBaxkumv, mo B onili External Script Editor B skocTi penaktopa s
BCIX CKpuImmoBux (aiiiB Moke Oy BuOpaHe cepenoBuile po3poOku Visual
Studio.

[lepmr Hpk moyami Hamaro/pkeHss kogy B MonoDevelop, Bam crieprry ciin
nepeBipum, 110 B Preferences, na naneni External Tools Bxitouena omist Editor
Attaching (puc.3.5).

[lepekonaiitecsi, mo B BuildSettings uuiboBoi muarhpopmu (Mento: File—
Build Settings) Bxiiroueni onitii Development Buildi Script Debugging (puc.3.6).

Unity Preferences n
External Tools
General External Script Editor | MonoDevelop (built-in) #| &
Add .unityproj's to .sin v
SESUEREEEN e gitor Attaching o
Colors Image application | Open by file extension ¢ |
Keys Revision Control Diff/Merge | $]
No supported VCS diff tools were found. Please
GI Cache & install one of the following tools:
- SourceGear DiffMerge
2D - TkDiff
- PAMerge
- TortoiseMerge
Cache Server - WinMerge
- PlasticSCM Merge
Diagnostics - Beyond Compare 4
Android
SDK | | Browse || Download |
DK || Browse || Download |
NDEK | Browse || Download |
IL2CPP requires that veu have Android NDK r10e installed, | ¥

PncyHok_ 3.5 - Bkuanka External Tools
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Build Settings n

Pucynok 3.6 - BikHo BuildSettings
CrBopenns npoekty B MonoDevelop

Hns ctBopeHHst HoBoro mpoekty B MeHIO «File» BuOupaemo myHKT
«New—> Workspace». Binkpuetscsi Maiictep npoekty (puc. 3.7).
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(@ Mew Project

Choose a template for your new project

' Other Generic
NET = < . =
e T W Bilank Solution
[ Workspace %
Generic Project

Workspace
A blank workspace

Cancel

Pucynok 3.7 - Maiictep npoekty

VY texkctoBoMy nosi Project Name BBOIMMO iM'st IPOEKTY, B TEKCTOBE MOJIE
Solution Name - iM's piieHHs (11 JBa MyHKTA B JaHOMY BHIMAJKY 30iratroThCsi, a
MOXYTh 1He 30iratucsi), a B Location Bkazyemo MicIie po3TanryBaHHs MTPOCKTY.

[Namouka min Location mo3Hadae CTBOpPEHHS BHYIPIIHBOI MAarKd 3 IM'sAM
pIIeHHs], Kyu OyayTh MOMIIIEHI BC1OPUTTHAIA - PEKOMEHAYETHCS 3aJTUIIUTH 1IH0
MO3HAYKY SIK €, aJI€ SIKIIO0 XOUEThCS HIIOTO BapiaHTy, TO MOXKETE CMUIMBO JisSTH.

[HIT MyHK™M TIpU3HAYEH1 /I YIIPaBIIHHI KOHTPOJIEM Bepciit (puc. 3.8).
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(@ New Project

Configure your new workspace

PREVIEW

I Unity Project

Project Name: |

Workspace Name: ‘Unity Project] |

Location: ‘ C\Users\lunaways\Documents\Projects | | Blowse.'..|

Version Control: se-gitior . EGNtra

Cancel ‘

Unity Project.mdw

I C\Users\lunaways\Documents\Projects

| Previous il

Pucynok 3.8 - CtBOpeHHsI MPOEKTY

Hamickaemo kHomky Create, micisi 4oro OTpUMYEMO TOPOKHIO TMamKy

npoekty (puc. 3.9).

8 MangDevlop-Unity .
Foe Edil View Seach Prolect Buikd Run VerwonContiol Toaw Window Help
" =] =|ln © suni oaven =
Sakitin * [PG
| ity et =l

Pucynok 3.9 - Ilanka npoekty

wapuL |

=udog

SISOl N AIENG URLITIDG
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Cmopumo HoBui C# - daitn 3a monomororo meHiO File— New— File (puc.
3.10).

(& New File 2
> Boo . Empty Class Empty Class
Y ¥ ' Creates an empty class.
General Empty Enumeration
Misc
Empty File
NUnit
e Empty Interface
Unity
» WVBMet Empty Struct

Web
XML

Name: |EmptyClass

Cancel New

Pucynox 3.10 - Cmopennst HoBoro C# - daitny

OtprmyeMo HOBUI (haidl, IKUN € YACTUHOKO MPOEKTY 1 SAKUH BXKE BLIAKPUTUN
Ha peJaryBaHHs.

Cucrema noaiii (EventSystem)

Cuctema momii - crocid BiANpaBKU MO 0 00'ekTiB B g0aTKy. Cructema
CKJIAJA€ThCS 3 JCKUIbKOX KOMIIOHEHTIB, $IK1 MPAIlIOI0Th Pa3oM.

JNonasmu kommoHeHT EventSystem 10 irpoBoro 00'€KTy, BU MOMITUTE, IO
BIH HE MICTUTh OCOOJMBOI (DYHKIIOHATHHOCT, TOMY IO TPU3HAYECHUN ISt
YIOpPaBIIHHA 1 OpraHBailii 3B's13Ky MDK MOJIYJISIMA KOMITOHEHTA.

IlepBuHHI poJii cucTeMU MOII:
1) Bu3HaYae sikuii 00'€KT BBAXKAETHCS BUJIUICHUM;
2) BusHauae skui InputModule BuKOpUCTOBYETHCS;

3) ymnpaBise padKacTIHTOM (SKIIO MOTPIOHO), OHOBJICHHSM BCIX MOIYJIIB
BBeneHus (InputModules), sikio nompioHo.
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MonyJii BBeIeHHsI

Y Momymnsx BBEIEHHS 3HAXOIUTHCS OCHOBHA JIOTiKa Oa)kaHOT MOBEHIHKHU
EventSyste m, BOHM BUKOPUCTOBYIOTHCS IS

1) oOGpoOku BBEECHHS;

2) ympaBiIiHHS CTAaHAMH MOJIIN;

3) BinmpaBKH MO 00'€KTaM Ha CIIEHL

Tinpkd OJWH MOAYJb BBEJIEHHS MOXXE OyTM aKkTUBHMM B CHUCTEMI MOAIN
OoJlHOYacHO. BiH TOBMHEH 3HAXOAUTUCS HA TOMY JK ITPOBOMY OO'€KT, MmO 1
kommoHeHT EventSystem.

Skio Bu OakaeTe HanmucaT™i BJIACHUMA MOIYJb BBEJCHHS, PEKOMEHOYETHC S
BIZINPABIISATY MO/, SKI MITPUMYIOThcsl Bke icHytounmu Ul-kommonentamu Unity.

TpacyBaabHuku npomeHiB (Raycasters)

TpacyBanbHUKK MPOMEHIB BHKOPUCTOBYIOTHCS JIJIi BU3HAYECHHS TOrO HaJl
YIM 3HaXOJUTHCS TIOKKYUK MPHUCTPOIO BBEICHHS.

3a 3aMOBYYBaHHSM, HAIa€ThCsl 3 TpacyBaJIbHUKA MPOMEHIB:

1) GraphicRaycaster - BukopuctoByetbes s Ul-eneMeHTB;

2) 2DPhysicsRaycaster - BUKOPUCTOBY€THCS JJI ABOBUMIPHUX (DIBUYHUX
CJICMCHTIB;

3) 3DPhysicsRaycaster - BUKOpUCTOBYETbCS JIJIsl TPUBUMIPHUX (DI3UYHUX
€JIEMEHTIB.

Cucrema o6MiHy moBinomJjie HHsIMHU Messaging System

HoBa cuctema KOpUCTYBaJIBHUILKOTO IHTEP(ECY BUKOPUCTOBYE CUCTEMY
OOMiHY TMOBITOMJICHHSMHU, Tpm3HaueHy st 3amiHnu SendMessage. Cuctema €
grctoro C# 1 chpsMOBaHa Ha BHPIMICHHA MEAKUX MPOOJIEM, MO0 MOCTAlOTh Y
SendMessage. CucteMa npatoe 3 BUKOPUCTAHHSAM KOPUCTYBAIbKUX IHTep(dENCIB,
K1 MOXYTh Oy peanizoBani Ha MonoBehavior, 1 Bkazye, 1110 KOMIIOHEHT 3/IaTHU N
OTPUMYBATH 3BOPOTHUN BUKIIMK 13 CUCTEMHU OOMiHY TOBIIOMJICHHSMH.

Cuctema OOMIHY MOBIIOMJICHHSMH JI03BOJISIE TIEpEaBaTd KOPHUCTYBAIbK 1
JaHl, a TaKoXX Te, HACKUIBKM Jjajeko u4epe3 lepapxito  GameObject
MOITUPIOBATUMETHCS 1TOIisA. OKpIM 1BOTO, CUCTEMa OOMIHY TTOBIIOMJICHHSMHU HaJlae
nonoMbkH1 QyHkii 1715 momyky GameObjects, siki peaqByroTh NMEBHUM HTEpderc
OOMIHY TTOBITOMJICHHSIMH.

Cuctema OOMIHY TIOBIOMJICHHSMH € 3arajbHOIO 1 TIpU3HAYeHa JIJis
BUKOPUCTAHHS HE TUIBKM CHUCTEMOK) KOPHCTYBAJIBHHUIBLKOTO IHTepdeiicy, ane i
3arajlbHUM IrpoBUM KOJO0M. JIOCHUTh TpUBIaTBbHUM € JOJABaHHS KOPHUCTYBAIlbKHAX
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noiiA 7yist OOMiHy TMOBITOMJICHHSIMH, 1 BOHH MPAIFOBATUMYTh 3 TIEIO K CXEMOIO, SAKY
BUKOPHUCTOBYE cUCTEMa IHTepdeiicy KOpUCTyBaua uisi 0OpOOKH BCIX MOIH.

CrBopennss Message

Y mpoctopi iMern UnityEngine.EventSystems € 0a3oBuil iHTRpdeiic
IEventSystemHandler 3a nonomororo sikoro 3/iiicHIOEThCST Message.

public interface ICustomMessageTarget : IEventSystemHandler
{

// functions that can be called via the messaging system

void Messagel();

void Message2();
}

[licns Bu3HAueHHS IILOTO IHTEpdelcy BIH MOxe Oy peaaBoBaHUI 3a
nornomoroto MonoBehaviour. Ilpu peanpariii BiH Bu3Hauae QyHKIi, sSKi OyAyTh
BUKOHYBATUCh, SKINO II€ TMOBiAoMJIeHHA Oyzae Bumymeno a1t GameObject
MonoBehaviours.

public class CustomMessageTarget: MonoBehaviour,
ICustomMessageTarget

{
public void Messagel()

{
Debug.Log ('""Message 1 received');

}
public void Message2()

{
Debug.Log ('""Message 2 received");
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Hns Toro, mo0 HamicJa™i TMOBIAOMJICHHS, ICHYE€ CTaTUYHUMA  KJac
ExecuteEvents. B sikocTi aprymeHTy st HBOTO TIOTpiOEH IUTHOBUI 00'€KT, MEsK1
KOHKpETHI JlaHI KOpUCTyBada Ta (DYHKTOp, SKHH BimoOpakae IMeBHY (QYHKIO B
iHTepdelici TOBITOMIICHHS:

ExecuteEvents.Execute <ICustomMessageTarget> (target, null,
(x,y)=>x.Messagel());

KoHTpoabHi 3anuTanHs

e  Sxi MoBM nporpamyBanHs nintpumye cuctema Unity 3D?

e JSxkuM YMHOM B3AIMCHIOETCA  YIIPABIIHHA ITPOBUMH 00’ €KTaMU
(GameObjects) B cuctemi Unity 3D?

e  Ha3pit mepeBaru BUKOPHCTAHHS IHTRTPOBAHOTO CepesioBHIIa p03p06KH
MonoDevelop s HamaromkeHHs 1 BUKOHAHHS 3aBJaHb 3 YNPaBIIHHSI ITPOBUMU
MIPOCKTAMU.

e  Ha3Bitb OCHOBHI MeTOU poOOTM 3 cucteMoro nofdii «EventSystem» B
Unity 3D.
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JIEKTIIST Ned
TEMA: «AYVJIIO-KOMIIOHEHTH UNITY 3D. IMIIOPT I
HAJIAINTYBAHHS 3BYKY»

AHOTALA

Jlekwiss 3HadioMuts 3 ayxgio-kommnoHewtamu Unity 3D, MoxxiauBocTsIMU
IMITIOPTY 1 BIITBOPEHHS 3BYKOBUX €(EKTIB, METOJaMHU aKTUBALli 3BYKOBUX €(EKTIB
3a JIOTIOMOTOI0 TTPOrPaMHOT0 Koay, MeTogamu podotu 3 AudioManager B Unity 3D.

MeTa Jgexkuii

O3HalioMu™M CTYyACHTIB 3 CHCTeMOI0 ayjio-komroHeHTiB  Unity 3D.
Po3rnsHy™™ MOXIMBOCTI IMIIOPTY 1 BinTBOpeHHs 3BYKOBUX edekTiB B Unity 3D,
METOJIM aKTHBaIlii 3BYKOBHX €(EKTIB 3a JOIMOMOTOI IMPOrPaMHOTO KOIY, METOIHU
HajamtyBaHHs Ta podotu 3 AudioManager B Unity 3D.

OuikyBaHi pe3yJabTaTu

ChopmyBaTi y CTyIEHTIB 3HAHHS IIOJI0 peaiBaiii  3BYKOBOIO
CYIPOBODKEHHSI I'POBHUX JOJATKIB 32 JIONOMOI'OK BUKOPUCTAHHS — ayJio-
komroHeHTiB Unity 3D Ta MeTomiB akTuBalli 3BYKOBHX €(EKTIB 3a JTOMOMOTOIO
MPOrPaMHOTO KOJY.

IMmopT 3ByKkoBHX e(eKTIB

[llo6 y Bac 3'aBWiacsi MOXIIMBICTh BIITBOPEHHS 3BYKIB, MOTPIOHO
iMnoptyBati aymaiodaitin B Unity-mipoekT. [lponenypa moumHaetsest 3 mimoopy
GbaitiB motpibHOTO hopMaty, sIKi MOTIM TiepeHOCAThest B Unity 1 HATAIITOBYIOTHC S
M Bar Il

®opmatu ayniodaiiiis, aki miarpumye Unity:

WAVE, WAYV. Waveform Audio File Format (WAVE, WAV, Bin anrm.
Waveform - «B ¢popmi xBm1») - hopmat daily-KoHTeliHepa isi 30epiraHHs 3aIucy
ouudpoBaHoro ayxaionotoky, muBua RIFF. lleli koHteliHep, £K HpaBuio,
BUKOPUCTOBYEThCSI ISl 30€piraHHs HECTHCIOTO0 3BYKY B IMITYyJIBCHO-KOJOBOI
MoayJssiil. OaHak KOHTeHHEp HE HaKIaJa€ KOJHMX OOMEXEeHb HAa BUKOPHUCTAHH S
ITOPUTMY KOJTyBaHHSI.

AIFF. Audio Interchange File Format (AIFF) - ¢opmar
aymiodaiiiiB, KU 3aCTOCOBYETHCS JJIsI 30€piraHHs 3BYKOBHX JIAHUX.

AIFF 0yB po3po0bnenuii komnaniero Apple Computer Ha ocHoB1 popmaty [FF
kommaHii Electronic Arts 1 HaiiyacTillie BHKOPHCTOBYETHCS B KoMII'toTepax Apple
Macintosh.
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3BYyKOBI JlaH1 B cTaHgapmomy (aitni dpopmaty AIFF npenctaBnstoms co60r0
HECTHCHYTY IMITYJILCHO-KOJOBY MO0, Takox icHye 1 cTicaa Bepcis popmary
AIFF, sxy nasuBatoms AIFC (inomi AIFF-C), B sikiil 1yisi CTHCHEHHSI MOXYTh OyTH
BUKOPHCTAHI Pi3HI KOJCKH.

AIFF, nopsig 3 CDA 1 WAV, € oguum 3 opmaTis, 1110 BUKOPUCTOBYIOTHCS B
npodeciiiHuX ayio- Ta BIAEOJ0JATKaxX, TaK SK Ha BIAMIHY Bij] OUIbII MOMYJISIPHOT O
dbopmaty MP3, 3Byk B AIFF xonyetscst 6e3 BTpaT B KOCTL. SIK 1 Oyab-SKi CTHCHEHI
daitmu, daitnu AIFF 3aiimatote Habarato OUIbIE JUCKOBOTO MPOCTOPY, HDK iX
CTHCJII aHAJIOTH.

MP3. MP3 - komek TpeThoro piBHA, PO3pPOOJICHHMH KOMAaHIOO
MPEG, d¢opmar daiimy pns  30epiranHs  aymioiHdpopMmari.  ®opmatr OyB
miueH3oBanuii, ane 23 kBitHA 2017 poky TepMmiH [ii BCIX MaTeHTIB 3aKIHYMBCH 1
JIeH31H 300pH MPUITHHIUCS.

®opmar MP3  BHUKOpPHCTOBY€  CIHEKTpaJIbHI  BIACIKaHHS,  3TIIHO
MICUX0AKYCTUYHOI MOJIeJl. 3BYKOBUIA C UTHAJ pO30MBA€ETHCS HA PIBHI 110 TPUBAJIOC T1
BIIPI3KU, KOXKEH 3 SKUX ITCcIs OOpOOKM YIMaKOBYEThCsl B CBid (ppetim (kaap).
Po3knaganHs B ciekTp BUMarae 0e3rnepepBHOCTI BX1IHOTO CUTHATY, B 3B'SI3KY 3 1AM
JUISL PO3PAXYHKIB BUKOPUCTOBYETHCS TAKOXK MOMNEpEeNHId 1 HAacTymHUM ¢peim. Y
3BYKOBOMY CHUTHAJIi € TAPMOHIKM 3 MEHIIIOI0 aMIUTITYAO0 1 TApPMOHIKH, IO JIeXkKAaTh
noOnu3y OUIbII IHTCHCMBHUX - TaKi TapMOHIKM BIICIKAIOThCSA, TaK SIK
CepeHBOCTATUCTAYHE JTFOJIChKE ByXO HE 3aBXKIM 3MOKE BU3HAYUTH HAIBHICTH 200
BIZICYTHICTh TAKMX TapMOHIK. Taka OCOOJMBICTH CIyXy Ha3MBAEThCS €(PEKTOM
MacKyBaHHs. TakoX MOXJIMBAa 3aMiHa JBOX 1 OUIBINE CYCIIHIX ITKIB OJIHUM
ycepeaHeHuM (1110, SIK MPaBUIIO0, 1 MPU3BOJUTH 0 CTIOTBOPEHHS 3BYKY).

Kpurepiii BiacikaHHS BH3HAYAETHCS BHUMOTOIO JO BHUXITHOTO MOTOKY.
OCKUIbKY BECh CTEKTP aKTyaIbHUM, BHCOKOYACTOTHI TAPMOHIKH HE BIICIKAIOTHCS, a
TUIbKU BHUOIPKOBO BHUAAIMIOTHCS, 1100 3MEHIIWTA MOTK iH(opMalii 3a paxyHOK
po3pipkeHHs crmektpa. llicas  crmekTpanbHOI  «3a4KMCTKU»  3aCTOCOBYIOTHCS
MaTeMaTi4yHI METOJM CTHCHEHHS 1 ymakoBkay (perimu. Koxken dpeitm moxxe Matu
KUIbKa KOHTEHHEpIB, IO J03BOJIs€ 30epirav iH(opMallo Mpo ASKUIbKa MOTOKIB
(J1BUM 1 mpaBWil KaHal ab0 LEHTpajdbHHMI KaHal 1 pi3HULS KaHaiiB). CTymiHb
CTHCHEHHS MO>XHA BapiloBaTi, B TOMY YHCJI B Mexax ojgHoro ¢peiimy. [HtepBan
MOXJIMBUX 3HA4Y€Hb OIpeity ckiamae 8-320 koir/c.

PexxuMu KoTyBaHHS 1 OTILI:

Icaye tpu Bepcii MP3 dopmaty mnsa pizaux notpe6: MPEG-1, MPEG-2 i1
MPEG-2.5. BinpiB3HSIOTbCSI BOHM MOKJIMBHUMH Jialia30HaMHu OIMpeiTy 1 4acToTu
JTUC KpETU3allii:

32—320 x6ir/c ipu wacTotax auckpetusamii 32000 ['m, 44100 I'ri 48000 [
st MPEG-1 Layer 3;

16—160 x6i1r/c npu yactotax guckpetusami 16000 ', 22050 I'p1 24000 I'g
st MPEG-2 Layer 3;
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8—160 x61r/c npu yactotax auckpetusami 8000 I'mi1 11025 'y nms MPEG-
2.5 Layer 3.

OGG. Ogg - Binkpumiii cTaHgapT ¢popmaTy MyJIbTIMETIAKOHTEIHEPa, SKHH €
OCHOBHUM (paitToBUM 1 MOTOKOBUM (GopMaToM IS MYJIbTIMEIIaKOAeKOB (POHTY
Xiph.Org, a Takox Ha3Ba MPOEKTy, IO 3alMa€ETLC PO3POOKOIO0 MBOro Gopmaty i
KOJEKIB JJIs1 HOTO. fIK 1 BC1TEXHOJIOTT, 10 po3podisitotees min erigoro Xiph.Org,
dopmar Ogg € BIAKPUTMM 1 BUIBHUM CTAaHAAPTOM, SKI HE MalOTh MATCHTHUX YU
JHIEH3IMHNX OOMEKEHb.

Ogg € BChOro uie KOHTeHHEpOM. 3BYK a00 BIZIEO CTUCKAIOTLCA KOJCKAMM,
a pe3yapTaT 00poOKHM 30epiraeThcsi B momiOHMX KoHTehHepax. Kowrteinepu Ogg
MOXYTb 30epiraTd MOTOKH, 3aKOJOBaHI ICKUIbKOMa KojaekaMmu. Hanpukman, daiin 3
BIZICO 1 3BYKOM MOKE MICTUTU JIaHl, 3aKOJOBaHI ay/i10- Ta BIACOKOJIEKAMH.

VY xkonreitnepi Ogg Mo)kHa 30epiraTd 3BYK 1Bieo B pi3HUX (popMmartax (Takux
sk MPEG-4, Dirac, MP3 Tta iHmi), ane 3a3Budaii Ogg BUKOPHUCTOBYETHCA 3
HaCTy[THUMHU AyJI0OKOJACKaAMU:

3 BTpaTaMH:
Opus (panimie Harmony) - 3 HU3BbKOIO 3aTPUMKOIO KOJIyBaHHS (Bin 2,5
Mc 110 60 Mc, HACTPOIOETHCS) 1 0UThII BUCOKOIO KOMIIPECIEIO ay/1i0, TAK CaMO OITpeUT
Big 6 mo 510 k61r/c;
Speex - juIst CTUCHEHHS MOBHOT'O CUTHAY Ha HM3bKUX Orpenrtax (~ 8-
32 (x6r1r / c)/xanan);
Vorbis - a5t cTMCHEHHS 3BYKY Ha CEpeAHIX 1BHUCOKHX Oitpeirax (~ 16-
500 (x6ir / ¢)/xanan).
0e3 BIpaT:
FLAC - nyst o0po6Ky 3ByKOBHX apXiBiB Ta IHIINX ayAio, III0 BUMararoTh
BHCOKOI SIKOCTI BIITBOPEHHSI.

MOD. MOD - ¢opmart ¢aiinis, po3po0aeHHit 1151 CTBOPEHHS, 30epiraHHs Ta
BIATBOPEHHS My3WuyHMX KoMmmo3uwiid Ha [IK Amiga. CBoro Ha3By OTpUMaB BiJl TOTO,
10 CTaB nepimuM (popmaTtom, 110 30epirae cBoi pparMeH ™ (HAPUKIIAI, CEMIUIN) B
iHmuX ¢ainax (MpuUHIMI MoayiabHOCT)). Daimm 1poro dGopmary MawThb, 5K
MPaBUJIO, PO3MIMPEHHS .mod.

Koxen ¢aiin dopmaty MOD micuts B c00i onrdpoBaHi 3alucu PeabHOT O
3BYYaHHS IHCTPYMEHTIB, Tak 3BaHi ceMiuid. Kommo3urtop, sxuii mume B Gopmari
MOD, BHUKOpPHCTOBYE Mporpamy, sika Ha3UBAETbCS TPEKEPOM, B SIKIA BKa3ye, SIKHI
caMe IHCTpYMEHT, B SIKWI Yac, sIKOI0 HOTOIO 1 SIKOIO 3 OKTaB MOBUHEH MPO3BYyYaTH.
[locnmimoOBHICTE HOT 3alUCYEThCS B CIHUCOK - TpPEK, a KUIbKa MapayelbHO
BiI[TBOpIOBaHI/]X TPEKIB yTBOPIOIOTH OJIOK, SIKMI Ha3uBaeThcsl narepHoM. [latephu,
AK1 CTBOPIOIOTLCSL  KOMIIOSUTOPOM OTPHMYIOTH HOMEPH, HiCIS. YOTO KOMIIO3UTOP
MOX€ B JIOBUIbHIA (DOpMI BKa3yBami SIKMH MAaTepH 1 KOJIM MOBUHEH IPO3BYYATH.
CyKymHICTh TIATEPHIB 1 YTBOPIOE MOJYJIb - (paitn y opmani MOD.

XM. @opmar XM — 1me posmupeHuii moxyiabr MOD, tun aymiodaitny
FastTracker 2, sikuii Oyiio BBeIEHO pO3pOOHHUKOM - ieMOoTpymoro Triton.
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XM-paiin € MyIbTICEMIDTIHTOM 3a JIONIOMOTOIO JIOCTYITHUX IHCTPYMEHTIB 3
00'€eMHUM CHUTHAJIOM B TAHOpaMHIA OOOJIOHII, a TAKOX CTUCIOI CTPYKTYpPOIO.
CDopMaT PO3IIMPHB CIHCOK JIOCTYTHAX KOMaH]| edexTiB 1 KaHaliB, 10AaB 16-01THY
HOITPUMKY 1 3alpOIOHYBaB aJbTEPHATUBHY TaOJMII0 YAcTOT JJIi MOPTAMEHTO
(cmocid BUKOHaHHS, MPHU SIKOMY HACTyIHA HOTA HE Binpa3zy Oeperbcsi TOYHO (B
3BYKO-BUCOTHOMY BIJHOUIEHHI), a BUKOPUCTOBYETbCA IUIABHUM IEpexiy 10
MOTPIOHOT BHCOTH BiJl ITONEPEIHBOI HOTH).

XM € ocHOBHUM opMaTOM JjIsl OUTBIIIOCTI TPEKEPHOI MY3HUKH.

Koaexkuir ayniodaiiiiB Heooxigno imnoprysaru B Unity.

Jns iMmopTy HeoOximHuX pecypciB (ayaiodaitniB) Ha Bkiaam Project B
po3auti Assets CcTBOproeMO manky Juisi 30epiranss ayniodaitiie  «Soundy.
[lepexoqumo B manky, BuOMpaemMo MeHO0 «Assets — Import NewAssets» ta
IMIIOpTyeMO HeoOXimHi ayaiodaitmu (puc. 4.1). B namomy Bumaaxky ue daiin
dbopmaty .mp3.

Ha manen «Inspector» MokHa 3a/1aTi MapamMeTpyu IMIOPTY ayxaiodaiiiis.

[lpanopers  «Force To Mono» pgo3Boisie BHOpa™ MDK MOHO- 1
CTEPEO3BYKOM.

[panopetr «LoadlnBackground» no3Boiisie 3aBanTaxkeHHs1 ayaiodailiiB y
(OHOBOMY PEXUML

[lpanopers «Ambisonic» Bkasye Ha Te, mo ayaiodail CTBOPEHO 3a
TexHosorielo Ambisonics.

Cmcox «Load Type» mo3Bossie BKa3zaTd, SKHM YWHOM KOMIT'IOTep Oyne
3aBaHTaXXyBatu JnaHi 3 Qaitty. [lapamerp «Vorbis», Bkazye Ha Te, mo Oyze
3aBaHTaXXeHo ayniodopmar 31 cTucHeHHsM. KopoTki 3ByKoOBi (hailii B CTHCHEHHI
HE NOTpedyloTh, TOMYy sl HUX HeoOximHo oOpam Bapianr PCM (Pulse Code
Modulation - iMmynscHO-KO0Ba MoayJsiiis). [lapamerp ADPCM — e Bapiariero
PCM Ta Hagae OUIbIN SKICHUN 3BYK.

BinTBopeHHsI 3BYyKOBHX e(eKTIiB

Jlnst BigmBOpeHHs 3BYKYy B Unity HEOOX|THO [doJaTM TPU KOMIIOHEHTH
AudioClip, AudioSource = AudioListener.

Komnonent Audio Clip micTuts naHi ayfaio, sKI BUKOPUCTOBYIOTHCA B
mkepenax aymio. Unity miqmpuMye MOHO, CTepeo 1 MYJbTMKAHATbHI 3BYKOBI1
pecypcu (mo BochbMu KaHamiB). Unity Moke IMIOpPTyBaTd Taki TUIIU
¢aiins: .aif, .wav, .mp3, .ogg. Takox, Unity Moke IMIIOPTYBaTH TPEKEPHI MOIYJI
3 HACTYyNMHUX TWMIB (pailmiB: .xm, .mod, .it, .s3m. Pecypcu 3 pekepHUMU MOTYISAMH
IPALIOI0Th TAK CaMo, sIK 10yab-4Kl1 1HI1 ayaio pecypcu B Unity, monpasaa 11 HUX
HEIOCTYITHUM Teperisg GOpMHU CUTHATY B IHCIIEKTOP1 IMIIOPTY.

81



Jlekuii Ta MeToAMKa iX [P OBE/ICHHSI
« TexHouorii po3poOKH KpoC-ITaTHOPMHUX KOMIT FOTEPHHUX i Op»

KomnonenT Audio Source Bingmopioe Audio Clip B cuieni. Skmo Audio
Clip € 3D xuinoM, JKepesio IporpaeThes B 3a1aHOMY TTOJIOKEHH1 B TIPOCTOPi 1 Oy1e
MPUrITYIIATACS B 3aJ€KHOCTI BiA BiACTaHL Aymio Moxke Oy pO3MOUICHE IO
KOJIOHKaX 3a JJOTMOMOroro BiactuBocT Spread i tpancdopmyBatucs Mk 3D 12D 3a
nornomorotro BractTMuBocTi PanLevel. MoxHa KOHTpositOBaTM 3al€XKHICTh LIHX
edeKTiB BiJ BIICTAHI 3a JIONMOMOTOI0 KpHUBUX 3aracaHHs. [[ns 30araueHHst ayzio
psify, 10 JUKepelia MOKHA 3aCTOCOBYBATH OKpeMi ay o QUIbIpH.

Komnonent Audio Listener moBoautscst sk MikpodoH. BiH oTpumye BXiHI
naHi 3 Oynb-aKoro JKepena 3ByKy (Audio Source) B clieH1 1 porpae 3ByKU 4epes
muHamikn. Jlns OulemmocTi momatkiB Mae cenc goxaBam™ Audio Listener 1o
roJIoBHO1 KaMepH - 00'ekTy Main Camera. butbii Toro, 10 Audio Listener moxxna
J0/1aBaTi ayio eeKTH, 100 3aCTOCYBaTH iX JO BCIX YyTHUX B CIIEHI3BYKIB.

V xommonenta Audio Listener Hemae BracmBocTeil. Moro mocuts MPOCTO
7I0Ja™, MO0 BIH 3ampaifoBaB. 3a 3aMOBUYBAaHHSIM, BIH 3aBXKIM JOJA€THCS 0
00'exkty Main Camera.

Audio Listener mpamroe B 3B's311i 3 JpDKepenaMu 3BYKYy (KoMmmoHeHT Audio
Source), 103BOJIAIOYM BaM CTBOPIOBATHA aKyCTHYHE OTOYEHHA B irpax. Skiio Audio
Listener nomano 1o Game Object B ciieHi, To Oy1b-5K1 JOCUTh OJIU3bKI 10 CiIyXada
pKepena OyayTs 4YyTHI B JUHAMIKaX. Y KOXHIA CIEHI MOXe Oy TUTbKA OJHH
Audio Listener ais kopekTHOT poOOTH CHCTEMHU.

Axmo mxepena y dopmani 3D, Toai ciayxad Oyjae IMITyBaTd IOJIOXKEHHS,
MIBUJKICTH 1 opieHTawito 3ByKY B 3D mpocTopi. B 2D pexumi Oyae irnopyBatic st
Oynp-sika 3D 06poOKka.
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© Inspector £ T
: Sound_Unity_Game Import Settings i,
Open |
Force To Mono L)
Normalize o
Load In Background -
Ambisonic L
Default | & | ®
Load Type | Decompress On Laad %]
Preload Audio Data ™ |
Compression Format | Vorbis s
Quality ) |100 |
Sample Rate Setting | Preserve Sample Rate %]
Original Size: 6.6 MB
(1) Imported Size: 6.1 MB
Ratio: 91,80%
[ Revert || Apply
Imported Object
@ Sound_Unity_Game o,
4

Sound_Unity_Game

chill

chi,

VOrbisy 100 HZ, Stereo, 022530165

Pucynox 4.1 — Imnopt ayniodaitny

BinTBOopeHHs ayaiokiainmy

Hanamtyemo 3Byk B Unity. AudioClip Bxe iMImopToBaHoO, 0 KaMepH 01aHO
komnoHeHT Audio Listener 3a 3amoBuyBaHHAM. 3alUIINIOCA [0JAaTH TUIbKHU
KOMITIOHEHT Audio Source.

Audio Source BHCTynae B poJyii KOHTpOJIepa, SKUW 3alyCKae 1 3yMHUHSE
BIZITBOPCHHS Ay IOKJIIITY.
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Jlnst ctBOpeHHsT HOBOTO Jikepena 3BykKy Audio Source HeoOXimHO BUOpaTH
nmyHKT MeHIO «Game Object— Create Empty».

Ha maneni «Hierarchy» Buaitite mroitHo ctmBopenmii GameObject. Ha
naneni «Inspector» 3a monomoroio kHomku «Add Component— Audio— Audio
Source» nonaiite komnoHeHt Audio Source.

Pucynok 4.2 — BnactuBocTi komrnoneHnty Audio Source

Ha nmaneni «Inspector» Bkaxits BnactuBicTs AudioClip kommnonenta Audio
Source (aymiokrin, skuii peda mpociayxat). J[s mporo HEOOXiTHO MEePETITHY TH
daiin 31 3ByKoM 31 BKiIaaku Project na yapynky AudioClip naneni «Inspector.
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) Inspector [ Services o=
‘_J‘ o GameObject [] Static =
Tag ;_dnt_a_gqt_a_' 4] Layer I_D-ef_aUK Y

¥ .~ Transform (FE-4
Position X -9,879544 Y [-6.782977 Z0,004998922
Rotation X0 Y 0 210
Scale X1 Y1 i EE

v =] & Audio Source W
AudieClip ~ Sound_Unity_Game [0}
Qutput None (Audio Mixer Group) o}
Mute |

Bypass Effects |:I
Bypass Listener Effects L

Bypass Reverb Zones -

Play On Awake ¥4

Loop L]

Priority L 128
High Lo

Volume 041

Pitch O 1

Stereo Pan - O 0
Lefe Right

Spatial Blend 0

B ‘1{._-& ap
Reverb Zone Mix O 1

» 3D Sound Settings

l Add Component ]

Pucynok 4.3 — BnactuBicth AudioClip komnonenta Audio Source

Bcrtanoite mparopiti Play On Awake ta Loop, 000B's1I3Kk0BO mepeKoHaiTeCH,
110 nparopeir Mute 3HSTO.

JNucneryep AudioManager

Audio Manager (MeHemKep 3BYKIB) JIO3BOJII€  HAIAIITOBYBaTH
MaKCUMAaIbHy TYYHICTh BCIX 3BYKIB, 5Kl Oyze BinmBopeHo B cueHl o6 Bimkputu
el Menekep, Buoepmb myHKT MeHio «Edit — Project Settings — Audio» (puc.
4.4).

BaacruBocti mucneruepy AudioManager:

Global Volume.I'yuHicTs BCiX 3BYKIB.

Volume Rolloff Scale. BctanoBmoe  rnoGanpHui  (pakTOp  CTymeHs
3aracaHHs JJid JIOTapu(PMIYHUX 3Tracarouux JpKepeln 3ByKy. Uum Bullle 3HAYECHHS,
TAM IBUALIE TYYHICTH OyJie 3aTyxamd, 1 HaBMaKW, YAM MEHIIE 3HAYEHHA, TUM
NOBUIbHIIE BOHA Oyae 3aTyxam (mpu 3HaueHHI 1 Oyjae IMITOBaHO «peambHHUMN
CBIDY).
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Doppler Factor. Cryninp uytHocTi edekty Jomepa. Edekt
BiKJIFOYeHui npu 3HadeHH1 0. 1 o3Hayae, 1o eext Oyae JocuTh J00pe YyTHO st
00'€KTIB 3 BUCOKOIO IIBUJIKICTIO TTEPECYyBAHHS.

Default Speaker Mode. Busnauae pexuM JUHAMIKIB JJIT  Balloro
MPOEKTy. 3a 3aMOBUYYBAHHIM MA€ 3HAYEHHS 2 - CTEPEO KOJIOHKH.

System Sample Rate. Buxinna uactota BUOIpKH. SKIIIO BCTAHOBJIEHO
3HaueHHs 0, Oylne BHKOPUCTOBYBATICA KOE(IIEHT BHOIPKH CHUCTEMH. Takox
3ayBaXTe, IO JHIIE JACSKi TUIaTpOpMHU JO3BOJSIOTH 3MIHUTH IIeH MapaMerp,
Hanpukinan, 10S adbo Android.

. © Inspector | Services CIRE S
| AudioManager © &
| & (Sesn
Global Volume 1
Volume Rolloff Scale i1
Doppler Factor i
Default Speaker Mode | Sterea : |
System Sample Rate 0
DSP Buffer Size | Default s
Max Virtual Voices {512
Max Real Voices {32
Spatializer Plugin | Mone ¢ )
Ambisonic Decoder Plugin | Mane $ |
Disable Unity Audio L
Virtualize Effects i

Pucynok 4.4 — Jlucneruep AudioManager

DSP Buffer Size. Posmip DSP Oydepa moxxkHa BCTAaHOBUTH Jis
onmMBarIlii MK JJATSHTHICTIO 1 IIPOIYKTUBHICTIO.

Default. Po3mip 6ydepa 3a 3aMoBUyBaHHIM

Best Latency. Kpamia naTeHTHICT, 3a paxyHOK 3HWKEHHSI IPOIYKTUBHOCTI

Good Latency. bananc MiX JTaTCHTHICTIO 1 TPOAYKTUBHICTIO

Best Performance. Kpama mnponykmBHICTH 3a paxyHOK MOTIPIICHH S
JATEHTHOCTL

Max Virtual Voices. KulbkicTs BIpTyaJIbHUX TOJIOCIB, SIKHMU KEpye
aymiocuctema. llg BenmwumHa 3aBXKIW MOBMHHA OyTW OUIBIIIOI, HDK KUIBKIC Th
roJIoCiB y Tpl. SKIIO Hi, B KOHCOJI1 3'SIBUTHCS MOTIEPEIKEHHS.

Max Real Voices. KitbkicTs peanpHuX TOJIOCIB, SIKI MOXHA MPOrpaBaTH
OJTHOYACHO. Y KOKHOMY KaJpi Oy 1yTh BUOpaHI HAUTyYHIII TOJOCH.

Spatializer Plugin. Tineku miis Bepcii Unity Pro

Ambisonic Decoder Plugin. Tineku ans Bepcii Unity Pro
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Disable Audio. Binxmouae aynmiocuctemy B standalone 36ipkax. Bpaxyiire,
110 11 TAKOK BIUIMBA€E Ha 3ByKU MovieTexture. ¥ penakTtopi ayio cuctema Bce I11e
Oyne mpamroBatyt 1 Oyae TATpUMYBaTd TOTEPEAHIA ayIio KB, ajie BUKIUKU
AudioSource.Play 1 playOnAwake He Oyaym o00poOnsmucs, mo0 iMiTyBaTu
MOBEIIHKY ayio cuctemu standalone 306ipku.

Disable Unity Audio. Binkitouenns 3Byky B Unity.

Virtualize Effects. Biptyaniaris 3BykoBuUX e()eKTIB.

AKTHBaNis 3BYKOBUX e(eKTiB 3 KOAY

Bu MoxeTe nporpaBati oOpaHuil ayaiokiin, Bukopuctopytoun Play, Pause 1
Stop. Bu Takox Mo’keTe HaTalITOBYBaTi HOTO TYYHICTh i 4Yac BIATBOPEHHS,
BUKOPHCTOBYIOUM BJIACTUBICT, volume, a00 MepeMOTyBaTh, BUKOPHUCTOBYIOUU
time. [Ipu Buxopucranni PlayOneShot Ha onHomy AudioSource MoxyTh OyTH
MporpaHi Biipa3y KiTbKa 3BYKiB. Bu Mo)keTe mporpaBaté KJIiN B CTATMYHIA TOYIl B
TpUBUMIpHOMY TpocTopi, BukopuctoByrounu PlayClipAtPoint.

AudioSource.Play

public void Play (ulong delay = 0);
public void Play (ulong delay = 0);

IMapame Tpu:

delay @param delay 3atpuMka, BHUMIPIOETECS B KUIBKOCTI CEMILTIB,
BUKOPHCTOBYIOUM YacTOTOK AUCKpetu3amii (dactoty cemritoBanHs) 44100 I'n
(maroun Ha yBa3i, mo Play (44100) 3a6e3neuuts 3aTpUMKY PiBHO B 1 CceKyHY).

AudioSource.Play nporpae clip 3 3aTpuMKOI0 TIepe1 TOYaTKOM BiITBOPE HHS
(OTIIIOHATIBHO).

Cnin 3ayBaxkumi, 1o mapamerp 3atpuMku delay 3actapiB. 3aMicTe HBOTO
BUKOpUCTOBYeThcsl OUlbIn HOBa (yHKUi PlayDelayed, sika 3amae 3atpuMKky B
CEKYH/Iax.

Jns nocsrHenHs Tounoro BiamopeHHs AudioClip 3 BimMinHOIO Bin 44.1 k'
YacTOTOI0 JUCKPETU3allii, CJIiJ CaMUM POOUTH BIATMOBIMHI OOYUCIICHHS. 3aTpUMKa
Ha JpKepeni ayaio 3 npuB's3anuM AudioClip 3 4acToToI0 AMCKpEeTU3alli, CKaKiMo,
32 k', 3 16k cemmuamu (0.5 cexyHa) 3AIMCHIOEThCS 3a torioMororo Play (22050).
((44100/32000) * 16000 = 22050

using UnityEngine;
using System.Collections;
[Require Component(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour {
void Start() {
AudioSource audio = GetComponent<AudioSource>();

87



Jlekuii Ta MeToAMKa iX [P OBE/ICHHSI
« TexHouorii po3poOKH KpoC-ITaTHOPMHUX KOMIT FOTEPHHUX i Op»

audio.Play();
audio.Play(44100);

}
}

Crin Takox 3ayBakum, 1o AudioSource.PlayScheduled API 3a0e3neuuts
OUTBINI TOYHUN KOHTPOJIb M Yac MPOTrpaBaHHs 3BYKY.

AudioSource.PlayScheduled
public void PlayScheduled(double time);
IMapameTpu:

time @param time Yac B cekyHax Ha aOCOJIIOTHIA YacOBIM 1IKai, Ha SIKAM
nocunaetbes AudioSettings.dspTime sk Ha yac moyaTKy BIITBOPEHHS 3BYKY.

AudioSource.PlayScheduled nporpae clip B 3aganuii yac Ha aOCOJIIOTHIN
gacoBiil mkami 3 AudioSettings.dspTime.

[le xpamuii crnocid po3minieHHss AudioClips B My3WuHHX MporpaBayax,
OCKUIbKH BiH HE 3aJICKUTh BIJl 4aCTOTH KaJpIB 1J1a€ ay1I0OCUCTEMI TOCUTH Yacy, 100
OArOTYBaTH BIATBOPEHHSA 3BYKY MpPU OTpUMAaHHI MOro 3 JKepena, A€ BIIKPUTT 1
Oydepmsariis 3aiimarote Oarato yacy (IOTOKOBE BIATBOPEHHsSI) 0€3 panmoBUX
NIKOBUX HaBaHTaxeHb Ha CPU.

using UnityEngine;
using System.Collections;
[Require Component(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour {
public float bpm = 140.0F;
public int numBeatsPerSegment = 16;
public AudioClip[] clips = new AudioClip[2];
private double nextEventTime;
private int flip = 0;
private AudioSource[] audioSources = new AudioSource|2];
private bool running = false;
void Start() {
inti=0;
while (i <2) {
GameObject child = new GameODbject(' Player');
child.transform.parent = gameObject.transform;
audioSources[i] = child. AddComponent<AudioSource>();
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it+;
}
nextEventTime = AudioSettings.dspTime + 2.0F;
running = true;
}
void Update() {
if (!running)
return;
double time = AudioSettings.dspTime;
if (time + 1.0F > nextEventTime) {
audioSources [flip].clip = clips[flip];
audioSources[flip]. PlaySche duled(nextEventTime);
Debug.Log(""Scheduled source " + flip + " to start at time " +
nextEventTime);
nextEventTime += 60.0F / bpm * numBeatsPerSegment;
flip=1 - flip;
}
¥
}

[lpuknang AudioSource.SetScheduledEndTime nemoHcTpye, SIK MOXHa
mporpaBati 3BYKO3aImcu 0e3 mepexoiB Mbk HuMH. [linxin mossirae B Tomy, 1100
MaTi J[Ba JDKepesa ayaio 3 MPUB'sI3aHUMHU KJIIMaMH 1 CKIagaTd 4epry AJsl KOXKHOTO
KJIIITY, BUKOPUCTOBYIOYHM HOTO JHKEPETIO.

AudioSource.SetScheduledEndTime

public void SetScheduledEndTime (double time);
IHapameTpu:

time @param time Yac B cexyHaax.

3MIHIOE Yac, B SIKMH 3BYK, BXKE 3aIlUIaHOBAHMM HA BITBOPEHHS, 3aKIHYUTH
BIITBOPCHHS. 3BEpHITh yBary, 10 B 3aJ€KHOCT BiJ Yacy, HE KOXXEH 3alluT Ha
neperuianyBaHHd Mo>kKe OyTM BUKOHAHUA.

Cmin mam'siTaTd, IO 3aJaHMI 4Yac IIe BCE IIIe Yac Ha aOCOJIIOTHIM YacOBIH
IIKaji, [0 O3HAa4a€e 3YMHWHKY BIITBOPEHHS 3BYKY MPU JOCSATHEHHI IHOTO dYacy,
HE3aJIeKHO Bl TOr0, KOJIM BiH MOYaB BIATBOpIOBaTUCA. Tak, SIKIIO y Bac € 3BYK
JOBXKHMHOIO 5 CEKYH[l 1 BM XO4eTe Mporpatvd “oro B MoMeHT T 1 3ynuHumi uyepes 3
CeKyHH (ToOTO 3arjiyluTd OCTAaHHI 2 CEKYHIU 3BYKY), BaM CJIiJ 3a/1aTd 4ac KIHIIS
BinmBOpeHHs K T + 3. La dyHkiist Moxe OyT¥ KOpHCHA B MY3UYHUX CUCTEMAX JJIs
MOJIOJIAHHS PO3PUBIB Yy CHTHAJaX, BUKIWKAHUX KOJCKAaMH 3 BTIpaTaMH, SKi
MPAIIOI0Th 10 Kaapam.
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using UnityEngine;
using System.Collections;
[Require Component(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour
{
public AudioClip sourceClip;
private AudioSource audiol;
private AudioSource audio2;
private AudioClip cutClipl;
private AudioClip cutClip2;
private float overlap = 0.2F;
private int lenl = 0;
private int len2 = 0;
void Start()
d
Game Object child;
child = new Game Object('' Playerl");
child.transform.parent = gameObject.transform;
audiol = child. AddComponent<AudioSource>();
child = new Game Object(" Player2");
child.transform.parent = gameObject.transform;
audio2 = child. AddComponent<AudioSource>();
int overlapSamples;
if (sourceClip != null)
{
len1 =sourceClip.samples / 2;
len2 =sourceClip.samples - lenl;
overlapSamples = (int)(overlap * sourceClip.frequency);
cutClip1l = AudioClip.Create(" cutl", lenl + overlapSamples,
sourceClip.channels, sourceClip.frequency, false, false);
cutClip2 = AudioClip.Create(" cut2", len2 + overlapSamples,
sourceClip.channels, sourceClip.frequency, false, false);
float[] smp1 = new float[(lenl + overlapSamples) *
sourceClip.channels];
float[] smp2 = new float[(len2 + overlapSamples) *
sourceClip.channels];
sourceClip.GetData(smpl, 0);
sourceClip.GetData(smp2, len1 - overlapSamples);
cutClipl.SetData(smpl, 0);
cutClip2.SetData(smp2, 0);
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else

{
overlapSamples = (int)overlap * cutClip1l.frequency;
lenl = cutClipl.samples - overlapSamples;
len2 = cutClip2.samples - overlapSamples;

}
3
void OnGUI()
{

if (GUIL.Button(new Rect(10, 50, 230, 40), "Trigger source'))
audiol.PlayOne Shot(sourceClip);

if (GUI.Button(new Rect(10, 100, 230, 40), "Trigger cut 1'"))
audiol.PlayOne Shot(cutClipl);

if (GUIL.Button(new Rect(10, 150, 230, 40), '"Trigger cut 2'"))
audiol.PlayOne Shot(cutClip2);

if (GUIL.Button(new Rect(10, 200, 230, 40), '"Play stitched'))
{
audiol.clip = cutClipl;
audio2.clip = cutClip2;
double t0 = AudioSettings.dspTime + 3.0F;
double clipTimel = lenl;
clipTime1l /= cutClip1.frequency;
audiol.PlayScheduled(t0);
audiol.SetScheduledEndTime (t0 + clipTime1);
Debug.Log("t0=""+t0 +", clipTimel =" + clipTime1 + ",
cutClipl.frequency =" + cutClipl.frequency);
Debug.Log(" cutClip2.frequency = " + cutClip2.frequency +
", samplerate =" + AudioSettings.outputSample Rate);
audio2.PlayScheduled(t0 + clipTime1);
audio2.time = overlap;

}

AudioSource.time
public float time;

[lo3uiist BiATBOpEHHS, B CEKyHIaX. BUKOPUCTOBYETHCS MJIS 3YUTYBAHHS
MOTOYHOTO Yacy BIATBOPEHHsS a0o0 JUisi MEPEeMOTYBaHHS HA HOBHI 4ac BiJITBOPCHHS.
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using UnityEngine;
using System.Collections;

public class ExampleClass : MonoBehaviour {
AudioSource audio;

void Start() {
audio = GetComponent<AudioSource>();

}

void Update() {
if (Input.GetKeyDown(KeyCode.Return)) {
audio.Stop();
audio.Play();

}
Debug.Log(audio.time);

}

AudioSource.clip
public AudioClip clip;
OOpanwii 3a 3amoBuyBaHHsAM AudioClip s mporpaBaHHs.

using UnityEngine;
using System.Collections;
[Require Component(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour {
public AudioClip otherClip;
IEnumerator Start() {
AudioSource audio = GetComponent<AudioSource>();
audio.Play();
yield return new WaitForSeconds(audio.clip.length);
audio.clip = otherClip;
audio.Play();

}
}

AudioSettings class in UnityEngine
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Kontpostoe 3arajibHi HaTalITyBaHHS ayaio 3 CKpuima. BcTaHOBIIOE BUXIJ
IUTST TAHAMIKIB.

CraTu4Hi 3MiHHI:
driverCapabilities. IloBeprac MoXIuBI KOH(I'ypaui AWHAMIKIB I
MOTOYHOTO ayio JpaiBepa.

using UnityEngine;
using System.Collections;

public class ExampleClass : MonoBehaviour {
void Example() {
AudioSettings.speakerMode = AudioSettings.driverCapabilities;

}
}

dspTime. [loBeprac moTouHMI Yac ayi0C UCTEMH.

[Is BenuuuHa 3a7a€ThCS B CEKYHAAX 1 IPYHTYETbCS HA PEATBHOMY YHCII1
ceMIUTB (KpOKIB AUCKpETH3allii), K1 00pOOIIOITHCS ayI0OCUCTEMOIO 1, BIATIOBITHO,
BOHAa Ha0arato TOYHINIA, HDK Yac, OTPUMaHWA 3a JOMOMOTOI BJIACTHUBOCTI
Time.time.

using UnityEngine;
using System.Collections;
[Require Component(typeof(AudioSource))]
public class ExampleClass : MonoBehaviour
{
public double bpm = 140.0F;
public float gain = 0.5F;
public int signatureHi = 4;
public int signatureLo = 4;
private double nextTick = 0.0F;
private float amp = 0.0F;
private float phase = 0.0F;
private double sampleRate = 0.0F;
private int accent;
private bool running = false;
void Start()
{

accent = signatureHi;
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}

double startTick = AudioSettings.dspTime;
sampleRate = AudioSettings.outputSample Rate;
nextTick = startTick * sampleRate;

running = true;

void OnAudioFilterRead(float[] data, int channels)

{

4.0F / signatureLo;

+ signatureHi);

if (!running)

return;

double samplesPerTick = sampleRate * 60.0F / bpm *

double sample = AudioSettings.dspTime * sampleRate;
int datalLen = data.Length / channels;

int n=0;

while (n < datalLen)

{

float x = gain * amp * Mathf.Sin(phase);
inti=0;
while (i < channels)

{
data[n * channels + i] +=x;
it+;
}
while (sample + n >= nextTick)
{
nextTick += samplesPerTick;
amp = 1.0F;
if (++accent > signature Hi)
{
accent=1;
amp *= 2.0F;
}
Debug.Log("Tick: " +accent +"/"
3

phase += amp * 0.3F;
amp *= 0.993F;
n++;
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outputSampleRate. 3uurye abo BCTAHOBIIOE TOTOYHY HIBHJKICTh
BUBEJICHHS MIKIIIEpA.
speakerMode. BctanoBmi0€ ab0 3UnTy€e MOTOYHY KOH(Irypaliro JUHAMIKIB.

KonTpoJsbHI 3anMTaHHs

e Jlnsg voro B Unity 3D BukopuctoBytothcsa kommnoneHtd AudioClip,
AudioSource, AudioListener?

e SIxkum ynHOM B Unity 3D 3aiiiCHIOETCS aKTUBAIli 3BYKOBHX €(EKTIB?

e Haspims komnonenm Unity 3D aiis poGoTH 31 3ByKOM.

e Jlist yoro B Unity 3D BukopuctoByethesi AudioManager?

e Ha3Bitb OCHOBHI €TalM HaJAIITyBaHHA IEHTPAJIBHOIO JHUCTIETYEpa
ynpasiinag 38ykoM B Unity 3D.
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JIEKLIST NeS
TEMA: «AHIMAIISI OB’E€KTIB B UNITY 3D»

AHoTalifA

Jlekisg 3HAaHOMHUTL 3 OCHOBHHMH IMOHSATDIMUA aHIMAIll Ta TUIIAMHA aHIMalii
o0’extiB B Unity 3D.

MeTa Jgekuii

O3HalfioMUTH CTYyJICHTIB 3 OCHOBHMMH THIaMu aHiMailii 06’ ektiB B Unity 3D.
Po3rnsHy MeTou aHiMallsl TBEPAOrO TUTa, aHIMAalllsl Ha OCHOBICKeJleTa, aHMallii
crnpaiTaMu (OKpeMi chpaidi, amiac CIpaiTB), aHIMAalll, 110 3aCHOBaHa Ha (PBUIII
(BukopuctanHss  ¢BuuHOT cuctemu Unity), Bimeoanimaiii  (BIITBOpEHHS
Bifleo(aiiiIiB y BUTJIAII aHIMOBAHUX TEKCTyp), aHIMAIli YaCTUHKAMH, aHIMaIls 3a
JOTOMOT0K0 cUcTeMH Mecanim, aHIMaIlli MepcOHAXKIB.

OuikyBaHi pe3yJabTaTu

ChopmyBai y CTYyJCHTIB 3HAaHHSA W00 peaiiBailii B IrPOBUX JOJaTKax
OCHOBHMX TUINB aHIMalii 00’€KTIB, aHIMAIlli MEPCOHAXKIB, 3aCTOCYBAHHS AHIMALIll
IpEAMETB 3a JOTIOMOTOI0 CUCTeMH Mecanim.

Tunu animanii 06’extiB B Unity 3D

Unity 3D nigtpuMye HacTynHI TWIM aHIMAlli: aHIMaIlsd TBEpIOTo Tila,
aHiMaIlsT Ha OCHOBI CKeJleTa, aHMali crpaidTamu (OKpeMi crpaidTi, amiac
CIIpaiiTiB), aHiMaIlsl, MO 3aCHOBaHA Ha GBUIN (BUKOPUCTAHHS (PBUYHOI CHUCTEMH
Unity), BineoaniMaiisi (BiITBOpEHHsS BifeodailsiiB y BUTJISII aHIMOBAHUX TEKCTYD),
aHIMaIlsl YaCTMHKAMHM, aHIMAIlsl TIEPCOHAKIB 3a IOTIOMOTOI0 cucTeMu Mecanim.

AHimMaIisi TBepaoro Tijia

AHMals TBEpAOro TiIa BHKOPUCTOBYETHCS I CTBOPEHHS TOTOBUX
MOCJIIZIOBHOCTE! aHIMallii, sIKi mepeMillyroT» a00 3MIHIOIOTh BJIACTUBOCTI 00'€KTIB,
3 ypaxyBaHHSIM TOTO, 110 00'€EKTH € €JUHUM IUTUM.

[lpn anHiMamii TBEpAOro Tila 3MIHM B KIIOYOBHUX KaJpax MOIIUPIOIOTHC S
TUTPKM Ha LTI 00'€KTH 1 iX BJIACTHBOCTI BHCOKOTO PiBH. BOHM HE CTOCYIOTHCS ITiJT
BJIACTUBOCTEH 1 BHYTPIIIHIX KOMIIOHEHTIB 1HE 3MIHIOIOTh CYTI a00 BiacHOI popMu
00'€KTIB.
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AHiMaIis HAa OCHOBI CKeJieTa

Ileti TMm aHiMarli 3MiHIOE B KITFOUOBUX KaJIpaxX HE C TAHOBHIIE, OOEpPTaHHS a00
MacmTad o0'ekTa, a pyx 1 Aedopmalliro MOro BHYIPINIHIX YacTuH. SK mpaBuio,
aHIMalllsi Ha OCHOBI CKeJeTa CTBOPIOETHCSA K IMOBHA MOCIHIJOBHICTH aHIMAaIli B
nporpami 3D-moznentoBanHd Ta iMnopryetbes B Unity sik yacTvHa Gailily, KM
MOXe Oy 00pOOJICHHI 1 0CTYIMTHUI 3a JOIOMOTOI0 CHCTEMH aHIMalli Mecanim.

AHiMalis cpaTaMmu

AHIMaII CKJIAA€ThC 3 MOCIIAOBHOCTI 300pakeHb ab0 KaapiB 1 mporpae ix
B MOTPIOHOMY TIOPSJKY 1 3 3aJaHOI0 MIBUJKICTIO JUIsi OTpUMaHHS Oe3repepBHOT
aHIMaIi.

AHimMalisi, 10 3aCHOBaHA HA (i3ULI (BUKOPUCTAHHSA (PI3UYHOI CHCTEMH
Unity)

Tun aniMarti, KU 103BOJIsIE€ KEPYBATH MOBEIIHKOK 00’ €KTIB 3a JOMOMOTOI0
¢bBuuHoi cuctemu Unity. Hampukian, mamiHeA 00'€KTa Ha 3€MJIIO i €0 CHUIA
TDKIHHSL

Bineoanimaniss (BiaTBopeHHs1 BigeodaiijiB y BHIVISAAI AHIMOBaHMX
TEKCTYP)
MoXJIHMBICTh BIATBOPIOBATH Bineo(ailin y BUIJISAI aHIMOBAHUX TEKCTYp SIK

Ha HACTUIbHMX IUIaT@opmax, TaKk 1 HA MOOUIBHUX MPHUCTPOSX, Takux sk 10S 1
Android.

AHIMaIiss YaCTHHKAMHU

Bukopuctanusi cuctemu yactiHOK cropikeH (Shuriken particle system) s
CTBOPEHHS JOINY, CHI'Y, )eepBepKiB, ICKOpP 1 B IHIINOI HeMaTepiaJlbHO1 aHIMaril 3
0€3UYI0 PyXOMHX YaCTUHOK.

AHiMallisi mepcoHaxiB 3a 10IOMOrow cucreMu Mecanim

MOXIMBICTH CTBOPIOBATH AHIMOBAHI MEPCOHAKI 3a JOMOMOIOI CHCTEMHU
aniMargi Mecanim.

Unity mporoHye MIUPOKUI CIIEKTP IHCTPYMEHTIB JIJIsi CTBOpEHHs aHiMari. [l1
IHCTPYMEHTH Ha3MBalOThCcsl BOYAOBaHUMU (DYHKISIMU aHIMalli, BOHH BKJIIOYAIOThH
B ce0e HACTyIIHE:

1. Penaktop animarii Unity (Unity animation editor) 1yis animarri TBepanx
TUI, HapHKJIaa A CTBOPEHHs JABEped, kamepwu, Io Jjitae, miarhopmu midra i
HIIIOIO;
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2. Cuctema yacnnok ctopikeH (Shuriken particle system) 115 c TBOpeHHs
JIONTY, CHI'Y, ()eepBepKiB, ICKOp 1 B IHIIOI HEMAaTepiaibHOI aHIMalli 3 Oe3144io
PYXOMUX YaCTHHOK.

Bikno animMmanii Animation window

Bikao animariii (Animation window) - 11e mOBHO(QYHKITIOHATEHUA PEIAKTOP
aniMarlii. BiH 103BoJIsl€ BHKOHYBaTH aHIMAIlI0 00'€KTa T'pH B 4aci, 30epirarouu JaHi
PO aHIMAIIIO Y BHUTJISI OKPEMOTO HE3AIE)KHOTO aKTUBY, SIKUH HA3WBAETHCS KITIITOM
aHiMauii (animation clip), B maHeni npoexTy.

Jns  gemoHcTpalii po0OOTM BiKHA aHIMAIl CTBOPUMO JIITAIOUy  Hal
naHamadToM Kamepy.

st cmBopenns nanmmadTy HeoOXimHO aoma™ B BiKHO «Scene» 3D Object
«Terrain» BuOpasmu MmeHio «Game Object —3D Object — Terrain».

Jani HeoOXimHO 3agaTd HWOMy TeKCTypy. s 1mporo B 1HCIEKTOpi 00'€KTIB
HAaTUCKAaeMO Ha MeH3muK a moTiM Ha KHOTKy Edit Textures. Obupaemo myHkT Add
Texture.

Binkpuetscst BikHO nomaBanHHs TeKcTyp A0 00'ekty Terrain «Add Terrain
Texture».

V BikHI «Add Terrain Texture» namuckaemo «Select Texture 2D» .

V BikHi «Select Texture 2D» BuOupaeMo TeKCTypy, HAKUMAEMO Ha KHOIIKY
«Add» Ta nogaemo ii 10 00'ekty Terrain.

Jnst ctBopeHHst kamepu ckopuctaeMocs MeHio «Game Object— Cameray.

_.f‘ Auasts « Materials
- - - l ' - e :
anuials mian imdns

et R TR

—

Pucynoxk 5.1 — CBopennst nanmmadty Ta KaMepu
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