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DATABASES AS THE MAIN COMPONENT OF WEB-ORIENTED INFORMATION SYSTEM

Annotation. The aim of the article is to reveal the areas of application of Web-programming to
highlight the essence of the database as the main component of Web-oriented information system in the
course "Databases" for future teachers of computer science. To achieve this goal the following tasks are set:

* to reveal the features of software tools for the course "Databases" of future computer science teachers;

» demonstrate the features of the content and methods of teaching the course "Databases" of future
teachers of computer science using Web-programming technologies;

* to analyze the results of the pedagogical experiment on the introduction of new methods.

Features of the methodical system of training Databases and construction of Web-oriented information
systems are presented in the article. It is recommended to use MySQL in combination with Internet hosting.
To build an information system, the starting software is recommended, which is based on the model of
delimitation of the design part, databases, and software, MV C architecture. The content of the training covers
the formation of the client and the administrator pages. Emphasis is placed on studying the dependence of
the results of the Web-oriented information system on the results of SQL queries and the structure of the
relational database. The analysis of the results of the pedagogical experiment proved the importance of the
introduction of a new methodology for the formation of a systematic vision of the relationships of sections of
the subject of Informatics and the place of relational databases in this system. The development of methods
of teaching Web-programming in secondary school is considered promising.

Keywords: Methods of teaching computer science, databases, Web-programming, MySQL, PHP
MyAdmin.
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JOCIIIKEHHS ®YHKIIIOHAJIBHAX OCOBJUBOCTEM PYIIIA UNITY 3D HA
MPUKJAJI PEAJIIBALIT 3D MIHI-TPHA

AHoTanis. Y naHuii yac po3poOKa KOMIT'IOTEPHHX irop € akTyaJlbHOIO, TaK SIK 3 PO3IIUPEHHSM PUHKY
MEPCOHATBHOI EJICKTPOHIKH, PO3MIUPIOETHCS 1 PHHOK pPO3Bar. 3araJlbHOJOCTYITHICTh 1HCTPYMEHTAIBHHUX
3ac00iB — IrpOBHX PYIIiiB, JOCTYM O Pi3HUX 1HGOPMATHBHUX HABYAJIBHUX 1 JOBIAKOBHX MarepialiB JarOTh
MOKJIMBICTD JIETKO 1 MIBUAKO PO3POOUTH MPHKIATHE TMpOrpaMHe 3a0e3MedcHHs, HAPUKIIaI, KOMIT IOTEpHY
rpy.

Icaye Hemamo myOumikalliii Ta pi3HMX HAYKOBUX JOCIIIKEHb Ha TEMY MOJICITIOBAHHS ITPOBUX CIICH.
Hanuii etanm po3poOku irpoBUX KOMITIOTEPHHUX AOAATKIB € JAOCHTH OOLIMPHHUM 1 BKJIIOYAE y ceOe BEIUKY
KiJIbKICTh 3aBAaHb. CITijl BII3HAYUTH, 10 B TAKOMY BUIIJKy aBTOPH 3a4ilaloTh TEMY HE JIUIIC MOJCTIOBAHHS
ITPOBUX CICH, a TAKOXX MOBEPXHEBO OXOILTIOIOTH TEMY CTBOPEHHS, MOJECIIOBAHHS, TEKCTYPYBAHHS IrPOBHX
00'eKTiB, OJTHOYACHO OMHUCYIOUHU (PYHKIIIOHAJ, 33 JOMOMOI'OIO SKOTO IIi 3aBJIaHHSI BUKOHYIOThCS.

VY nmaHid cTaTTi po3MISHYTI HaHOLIBII BimoMi irpoBi pyimii, 3poOneHO iX MHOPIBHIBHUI aHai3.
BusiBneHo iX mepeBard i HENOJIKH, a TaKOXK CIHEKTp 3aBlaHb, U BHPIIICHHS SKUX BOHHM 3pyd4Hi y
BukopuctaHHi. I1ix yac nopiBHAHHS Pi3HUX IMPOBUX PYLIiiB aBTOpamu 3podsieHo BuOip Ha kopucts Unity 3D
3 KUIbKOX TPUYWH: BUTiHA JIIEH3IHHA TONITHKA; CYMICHICTh 3 OYyIb-SKOI ILIaTGOPMOIO; BiMiHHE
CHIBTOBAapHUCTBO; BEJIMKA KiIbKICTh JOKYMEHTAIlii; JIETKICTh Y BUKOPHCTaHHI.

Meroro naHoi cTaTTi € MaKCHMAaJbHO MOBHO OIHMCaTH NpONEC MOJETIOBAHHS CIIEHU IrPOBOTO
KOMITIOTEpHOTO jJonaTka B cepemonuii Unity 3D. [l 11s0TO Y CTATTI PO3TIIIHYTO SIK MPHUKIA PeaTizallio
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He ckianHol 3d-rpu. 30kpema, OMUCYIOTHCS (BYHKIIOHAIBHI MOXKIIMBOCTI 1 iIHCTPYMEHTH IS MOJICITIOBaHHS
criern B cepenopumli Unity, a TakoK KOPOTKO JAETHCSA OMIC OCHOBHHX 00'€KTIB, SIKi MOXYTh OyTH OJIaHi y
cueHy. Pa3zom 3 TuM, #a€eTbcsi KOPOTKHMI OTJIA[ BiKHA PeJakTopa Ta iHCIEKTopa 3 yciMa BIACTHUBOCTSMH 1
METOJaMH iIrpOBUX 00'€KTIB.

ABTOpPH CTapalOThCsl AOHECTH A0 YHUTAYiB IUTIOCH 1 MIHYCH BHKOPHCTaHHSI LIbOTO CEPENOBHIIA IS
CTBOPCHHS HECKJIQJTHUX ITPOBHX NOAATKIB, OMUCYIOTh TOJIOBHE MEHIO Ta IHCTPYMEHTAapiii TOBEPXHEBO, HE
3arIMOJIIOFOYUCH B TOHKOCTI BCHOTO TIPOIIECY PO3POOKH.

KuarouoBi caoa: Unity 3D, JavaScript, irpoBuii J0maTOK, CepeoOBHUINE pPO3pOOKH, MOBa
MporpaMyBaHHSI.

Beryn. 3 po3BUTKOM TEXHOJIOTiH po3p0oOKH IporpaMHOro 3ade3neueH s Ml B MUHYJIE Ti YacH, KOJIH
po3poOKa KOMIT'FOTepHUX irop Oyma moctymHa swmime oOpanuM. Ha nmaHuii yac icHYIOTH chelliaiizoBaHi
nporpaMHi 3acoOW, Opi€HTOBaHI Ha pO3pOOKY IrpoBUX JIOJATKIB, B SIKUX MICTAThCS yci HEOoOXimHi
IHCTpYMEHTaJbHI 3aCO0M I 3a0e3MeueHHsI MATPUMKH YChOTO JKUTTEBOTO IUKITy po3poOku. Ha manwmii gac
irpoBa iHAYCTpisl MPONOHYE 3HAYHY KUIBKICTh PI3HOMaHITHHX irpoBuX (peiiMBOpKiB (IHCTPYMEHTIB) ISt
PO3pOOKH iIrpoBOTO MPOTPAMHOTO 3a0e3MeYeHHSI.

IrpoBuit ppeliMBOPK — LEHTPATBHUI MPOTrpaMHII KOMIIOHEHT KOMIT IOTEPHHX Ta Bifieoirop abo iHIIMX
TUHAMIYHUX JOJATKiB 3 Tpadikoro, IO OMpPabOBYETHCA YV PEKHUMI pealbHOTO dYacy. Ha #oro ocHOBI
3a0€3MeUyIOThCS OCHOBHI TEXHOJIOTIl, CIPOHIYETHCS pPO3poOKa i yacTo 3a0e3meyyeTbess MOKIUBICTD
BHKOHYBAaTH TPy Ha KUTBKOX IUIaT(OpMax, TaKWX K irpOBi KOHCOJI Ta HACTINBHI OMEpaliifHi CHCTEMH,
Hanpukiaa Linux, Mac OS X i Microsoft Windows, Android Toro.

OcHoBHA (YHKITIOHAIBHICTh 3a3BHYail 3a0€3MeUyeThCS Uepe3 IrpOBHU pPYIIiH, KyJAW BKIIFOYAETHCS
CHCTEMa pPEeHIEpUHTY («Bi3yauizaTop»), MOAYNIb (Ii3UKH, 3BYK, CHCTEMY CLEHApiiB, aHiMallilo, IITYYHUN
IHTEJIEKT, MEPEKEBUH B3aEMO3B’ 30K, YIIPABITIHHS ITaM’ATTIO 1 0araTrormoTOKOBICTb.

Yacro Ha mpoueci po3poOKHM MOXHa 3a0ILaJWTH 32 PAaxXyHOK IMOBTOPHOTO BHUKOPUCTAHHS OIHOTO
ITPOBOTO PYIIst U CTBOPEHHS KITBKOX PI3HUX Iirop.

Cam TepMiH «irpoBHii pymii» 3’aBuBcs B cepenuti 1990-X pokiB — B 1€l yac OCTaTOYHO BCTAHOBHIIOCS
noMinyBaHHS IBM-cyMmicHHX KOMIT'IOTEpiB, a Yepe3 MIBHUAKICTH MNPOIECOPIB 1 CHemiaabHI TEXHOJOTIi
nporpaMmyBanHs 3a0e3neuyerbes 30 1 Oinple KaapiB B CEKyHAY B TPUBHMIpHHX irpax. Irpm Doom i Quake
Big ID Software BusBUNHCS HACTUTBKY MOMYJISPHUMH, 11O iHIII PO3POOHHUKH 3aMiCTh TOTO, 100 TpaIfOBaTH
3 YHCTOTO apKylla, JiLEeH3YBaJIM OCHOBHI YaCTHHH MPOTPaMHOI0 3a0e3MeUeHHs 1 CTBOPIOBAIM CBOIO BJIACHY
rpagiky, mepcoHaxiB, 30por0 i piBHI — «irpoBHi KOHTEHT» abo «irpoBi pecypcw». Pymiii Quake Oys
BUKOPHUCTaHUI B OLTBII HIXK AECATH MPOEKTaX 1 JaB CEPHO3HUH MOIITOBX y PO3BUTKY irpoBOi iHAYCTPii.

Hes3Bakaroun Ha BenuKy KiNbKicTh 0araToyHKIIOHAILHUX IHCTPYMEHTIB, il 4ac pO3pOOKH TPH Bce
OTHO TIOTPiOHO BHWKOHATH OyXK€ 3HAYHY KUIbKICTH poOOTH, MO0 CTBOPHUTH CHpPaB/i IIKABHHA IPOIYKT.
OHO3HAYHOIO MEPEBaroi0 po3poOKH KOMIT I0TEPHOT I'PH 3 BUKOPUCTAHHAM TOTOBOTO iIHCTPYMEHTY (irpoBOTO
pyIIisl) € MBHAKICTH PO3pOOKH MporpaMHOi 4YacTHHH. SIKMIO paHimie HeoOXigHo OyJio mHcaTH 3HAYHY
KUIBKICTh MPOTPaMHOTO KOJY, 1100 BUKOPUCTOBYBATH MPOCTY MOKIIMBICTH MEPEBIPKH 3ITKHEHHS MK ABOMa
00'ekTamMH, TO Temep 3 HOBUMH IHCTPYMEHTAIBHHUMH 3aco0aMM TakKi OOYHMCIEHHS POOISITHCS BCHOTO 3a
OJHICI0 KOMAaHIOIO.

Orasig irpoBux pyuriis

Unreal Development Kit (UDK) — noty>xHuit HaOip iHCTpPYMEHTIB [Ulsi CTBOPEHHS AMHaMi4HUX 3D-
mporpam Ta irop Ha 6a3i irpoBoro pymrist Unreal Engine 3. [IpunaTanii 11t CTBOpEHHS irop BHIIOTO KJIacy 3
peamictuuHo0 rpadikoro. be3KomToBHMI ANS HEKOMEPLIMHOTO BHKOPHCTaHHS, TaKOX JIOCTYITHE
KoMepiiiHe ninensyBanHs. [lintpumytorscs miatdopmu Windows i i0S.

Game Maker — nocuth npoctuii Habip IHCTPYMEHTIB I PO3POOKH IrpPOBUX JOJATKIB, IO J03BOJISE
CTBOPIOBATH irpH JUIA BeIMKOI KinmbkocTi matdopm — Windows, Mac OS X, Ubuntu, Android, 10S, Tizen,
Windows Phone, Windows 8, PlayStation 3, PS 4, PS Vita, Xbox One i HTML 5. € minTpumka Steamworks.
VY pa3i ycmixy TIpd MOXIHMBE IMIOPTYBaHHs (IIepeHEeCEHHs) I'pUM Ha IiHOIYy IuaThopMmy Oe3 3alBuX
YCKIJIQJHEHb.

[IBuakicTs po3poOKK HABITH 32 CKPOMHHUX 3HaHb 1 MiHIMaJIbHI MOTHBaLlii Cy0'€KTHBHO MIBUAIIE, HIX B
Ipoleci BUKOPUCTaHHS 1HIIMX CUCTeM. BCTaHOBIEHHS Ta HalalUTyBaHHS Ui IOYATKiBLIB MaKCHUMAalbHO
npocte i He BUMarae ocoOnuMBuX 3HaHb. Kommiysmig mif iHmn miuaropMu He BUMarae 3MiHH KOXIy TpH i
3IIHCHIOETCSA OJHUM HATUCHEHHSM Ha KHOIKY MaHIMyJIITOpa MHUIIA.

Godot — Binkputuii OararomiatdopmoBuii 2D Ta 3D irpoBuii pymiid, SKAHl NOMIMPIOETHCS Mix
minensiero MIT, mo po3pobnserses crmiBaBTopctBoM Godot Engine Community. Jlo myGmigHoro pemnizy y
BUTJISII BIJKPUTOTO MPOTPaMHOTO 3aco0y pyIIiii BUKOPHUCTOBYBaBCS B JeAKHX Kommadisx. CepemoBuine
po3poOHHKa BUKOPHUCTOBYEThCS Ha miatdhopmax Windows, Linux, OS X, BSD i Haiku ta mepenbadueHo
MO>KJIMBICTh €KCOPTYBaTH irposi npoektyu Ha IIK, koHCco1i, MOO1IBHI Ta BeO MIaTHOPMHL.
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Unity 3D — cuctema po3podku 3D nporpam mis Mac OS, Windows, Wii, Xbox 360, PlayStation 3, i0S
1 Android. BOymoBaHuii penakTop Koy, Opi€HTOBaHUH Ha Bi3yallbHUH MiAXiA A0 cTBOpeHHS irop. JlocTymHa
Oe3KkoIITOBHA Bepcis 1 mpodeciiiHa KOMEpIIiiiHa JIIEeH31.

Unity — kpocruiarhopMOBHi IHCTPYMEHT Uit PO3POOKH TPHUBUMIPHHX JOAATKIB, 110 (PYHKIIOHYIOTH
30kpema mix onepaniiiaumu cucremamu Window, Linux OS X, Android. Bcei Bepcii Unity 3D BOymoBaHo
IHTETpOBaHUI PENaKTOpP MPOEKTIB, MATPUMYETHCS IMITOPT rpadidHuX Ta He rpadiyHUX pecypciB (MoeneH,
y TOMY 4YHCIi aHIMOBaHHMX, TEKCTyp, CIIEHapiiB TOILIO), BeJMKa KOJEKWis BOyJOBaHUX JaHIMAQTIB,
HIEHIEPHY CUCTEMY, 3@ PaXyHOK 4YOTO IO€JHYETHCS IPOCTOTa BUKOPUCTAHHSA, THYUKICTb 1 IPOAYKTUBHICTb.
[Iporpamysanns rpadiku B Unity 3D 31ificHIOETBCS 13 BUKOPHUCTaHHIM MOB IporpamyBanHs JavaScript, Boo
(mianext Phyton) ta C # Ha ocHoBi mardopmu NET.

Cepen ocHoBHux ocobimBocteil Unity 3D HeoOximHO 3a3HauuTH BOyIOBaHy MIATPUMKY poOoTH y
MEpPEeKEBOMY CEpellOBHII, BHUKOpUCTAaHHS QizuuHoro pymns Ageia PhysX, smimryBanns 3D-rpadiku B
pPeXHMI peanbHOTO Yacy 3 IOTOKOBHM ayxio i Bimeo. Uepe3 cepep pecypciB Unity 3abesmedyeThest
KoHTpoJb Bepcidd B Unity 3D, miarpumyeThes mupokuil aianason miatgopm: Windows, MacOs X, iPhone,
iPod, iPad, Xperia PLAY, PS3, Flash 3D player.

Po3poOHuKamMu BHITyCKalOThCS JBI Bepcii MpOrpaMHOro MpOAYKTY: 3BUYAiiHA Bepcis 1 IuiaTHa Bepcis
Unity 3D Pro. Ilepma Biapi3HAETBCS O0OMEKEHNM (DYHKITIOHAIOM, BHKOPHWCTAaHHS IPYyroi J03BOJIIE
3MIMCHUTH BCi eranmu rpadiuHOr0 KOHBEEpPA, BKIIIOYAIOYHM PEHICP B TEKCTYpy, €(EeKTH MOCT-MPOLECY,
BHJIAJICHHS 3 TIPOIIECY PEHICPUHTY HEBHINMUX BEPIIHH 1 MOMiroHis. Ha manuii gac po3poOHUKAMU TPOEKTY
Unity Buaano 2018.4.1 (6.06.2019) Bepcito Unity, 3 po3mmpeHM CIIMCKOM MiaATpuMyBaHuX miardopm: iOS,
Android, XBox 360, PlayStation, Linux.

OCHOBHOIO KOHIICMIIiE€0 po3poOku 3 BukopuctanHsMm Unity 3D € po3MilleHHs Ha CIICHI JIETKO
KepoBaHUX OO0'€KTiB, SIKi, B CBOIO HUEPry, CKJIANalOThCS 3 Oararbox KOMITOHEHTIB. CTBOPEHHSI OKPEMEX
irpoBuX O00'eKTiB 1 Mojanbllle PO3MUPEHHS iX (YHKUIOHATBHOCTI 3a JONOMOTOI0 JOAaBaHHA PI3HUX
KOMITOHEHTIB JI03BOJISIE HECKIHUEHHO yIOCKOHAIIOBATH 1 yCKIAIHIOBATH MPOEKT.

InctpymenTapiit Unity 3D BHKOpHUCTOBYeThCA Ui PO3pOOKHM AMHAMiYHMX AoxatkiB 3 2D Ta 3D
rpadikoro, onpaboByBaHOI Y PEKUMI peallbHOTO Hacy, JUIs pearizamii KoHuenmii irpooro pymris (Game
Engine).

HesBakaroun Ha crneuugpivHiCTh Ha3BH, irpoBi PyIIii MIMPOKO BHKOPUCTOBYIOTHCS B IHIIMX THIAX
MUHAMIYHUX JOJIATKiB, IO BHUKOPHUCTOBYIOTH 3D-Tpadiky B peXuUMi peanpbHOTO dYacy, TaKHX, 5K
JEMOHCTpAIifiHi peKJIaMHI POJIMKH, apXiTeKTypHI Bi3yamizallii, HaBYaJbHI CHUMYJATOPH 1 CepelOBHIIA
MOJIEITIOBAHHS.

IrpoBuit pywiit (Game Engine) — ne meHTpanpHHil NpOrpaMHUN KOMIOHEHT AWHAMIYHHMX MPOTpaM 3
TPUBUMIPHOIO Tpadikoro, M0 OMpPaIbOBYETHCS B PEXUMI PEaTbHOTO Yacy, B TOMY YHCI KOMITIOTEPHUX Ta
Bimeoirop. Moro BuKOpucTamHs 3afesleuye peani3allilo OCHOBHHX TEXHONOTiH MojemoBaHHA i 3D-
Bi3yaiizalii, CIpOIIye TMpomec pPo3poOKH MPOEKTIB, 3a0e3ledye MOMIHMBICTH iX 3allyCKy Ha KUTBKOX
aTopmax, TakuX SK irpoBi KOHCOJI Ta HACTUIBHI onepatiiHi cucremu, Hanpukiag, GNU Linux, Mac OS
X 1 Microsoft Windows.

Yepes irpoBuid pymriii 3abe3medyeTbcsi OCHOBHa (yHKHiOHaibHiCTh makery Unity 3D. Jlo Hboro
BKJTFOYAIOTHCS 0araropa3oBO BHKOPHCTOBYBaHI MPOTPaMHI KOMITOHEHTH: TpadivyHuil pymii (BizyamizaTop),
¢bi3uuHUI py1Iiid, 3BYKOBUH PYILIiid, CHCTEMY CLCHApiiB, aHIMalilo, IITYYHUI 1HTENEKT, Halip OibmioTex s
MiATPUMKH MEPEKEBOTO CEPEIOBHIIA, YIPABIIHHS MaM'sITTIO 1 6araTormoTOKOBICTb.

Ha momatok mo Gararopa3oBo BHKOPMCTOBYBAaHHMX NPOTPaMHUX KOMIIOHEHTIB, 10 irpOBUX PYIIiiB, SIK
NpaBUIIo, AOAAI0Th HA0Ip BI3yaJbHUX IHCTPYMEHTIB Uil pO3poOKH MpoekTiB. Ha OCHOBI WX iHCTPYMEHTIB
3a3BMYall CKJIaJar0Th iHTErPOBAHE CEPENOBHILE Ul CHPOIIEHOI, MIBUAKOI PO3POOKH AMHAMIYHMX IOJATKiB
noJi0HO /10 MOTOKOBOTO BHPOOHHMIITBA, HAJAIOYM THYYKY 1 0araropa3zoBO BHKOPHUCTOBYBaHY IMPOTpaMHY
wiathopMy 3 yCi€l0 HEOOXiTHOW (YHKIIOHAIBHICTIO I PO3POOKH ONATKIB, CKOPOYYIOUM BHUTPATH,
CKJIQJIHICTB 1 9ac pO3pOOKH.

Yacro B irpoBHX pylIisx mependadacTbcs KOMIIOHEHTHA apXiTEKTypa, IO J03BOJIAE 3aMiHIOBaTH abo
PO3IIMPIOBATH JEesAKi MMiACKCTeMH pylnis Oinbln crenianmizoBaHuMu (i 4acTo OUTBII  JOPOTHMH)
KOMITOHEHTaMH, HapuKIIa, A cuMysrinii ¢isuanoi npupoan aii (Havok), 3syxy (FMOD) abo penaepunry
(SpeedTree). Onnak nmesiki irpoBi pymrii, Taki sik RenderWare, mpoekTyroThCs K HaOip Majo IMOB’sI3aHUX
KOMITOHEHTIB, fKi MOXXHa BHOIPKOBO KOMOIHYyBaTH JMJIsi CTBOPEHHS BJACHOTO pYIIis, 3aMmicTh OiibIl
TPagULIHHOTO MiIXOAy, SKHU MOJSTaE B PO3IIMPEHHI a00 HaNAIITYBaHHI THYYKOrO I1HTErpyBalbHOI'O
pIIIICHHS.

CkJianoBi irposux pymriiB

I'padiunmii 3D-pywriii (3D-graphics engine) — npomixkae nporpamue 3abesnedenus (III10), ocHOBHUM
NpU3HAYEHHAM SIKOTO € Bisyauizamisi (peHaepuHr) IBo- ab0 TPUBHMIpPHOI KOMI'IOTepHOI rpadiku. Moxe
iCHyBaTH K OKpeMHUIl TpOAyKT abo y CKJIafi irpoBOro pymIisi i BHKOPHCTOBYBATHCS JUIA Bi3yasizarii
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OKpeMHX 300pakeHb a00 KoMmI'oTepHOro Bimeo. I'padivni pymrii, 110 BUKOPUCTOBYIOTBCS B MpOrpamax 3
oTpaIffoBaHHs KoMI'toTepHoi Tpadiku (Takux, sk 3Ds Max, Maya, Cinema 4D, Zbrush, Blender), 3a3Buqaii
HA3UBAIOTHCA «PEHICP» ab0 «Bizyalizarop». Pa3oM 3 THM OCHOBHA i HaMBaXJIMBIIIA BiIMIHHICTh «ITPOBUX
rpadivHUX PYIIIiB BiJ «HE IrPOBHX) MOJIATAE B TOMY, IO TIEPIIIi TOBUHHI 000B'SI3KOBO MPAIIOBATH B PEKUMI
peanbHOrO Yacy, TOHi SIK JpYri MOXYTh BHUTpadaTH IO KiJIbKa JECATKIB T'OJMH Ha BUBEACHHS OJHOTO
300paxenHs. J{pyror icTOTHOIO BiIMIHHICTIO € Te€, 1110, MOYHHAIYH MpuOIM3HO 3 1995-1997 poky, rpadiuni
pyuIii reHepyroTh Bizyanizauito 3a gonomororo rpadiuyaux mponecopiB BimeokapT (GPU). B mporpamuux
rpadiqHUX PYIIiTX BUKOPHCTOBYIOTHCS TUTBKH IeHTpabHI mporecopu (CPU).

®diznunumii pymiii (physics engine) — mporpamHuii pynnii, yepe3 sIKHA 3MIHCHIOETHCS MOJICITIOBAHHS
(i3MYHMX 3aKOHIB PEaJbHOTO CBITY y BIpTyallbHOMY MPOCTOPI irpoBOi CLIEHH 3 Hamepe]] 3aJaHO0 TOYHICTIO
anpokcumanii. Haifyacrime ¢i3nuni pymii BHKOPHCTOBYIOTbCS HE SIK OKpeMi CaMOCTiiiHI Mporpamsi
MPOAYKTH, & K CKJIaJJOBI KOMIIOHEHTH THIIUX TPOTpaMm.

Ha mpaxTtumi BukopucTtaHHS (i3MYHUX PYIIIB JO3BOJISE HATIOBHUTH BIpTyaJbHH irpOBHIA MPOCTIp
CTaTUYHHMH 1 JUHAMIYHMMU 00'€KTaMH, BKa3aTH SKIiCh 3arajibHi 3aKOHU B3a€MO3B’SI3KIB TUI 1 CEPEIOBUIIA B
IBOMY TMPOCTOpPi, AKi B Tid YW iHOIW Mipi HaOmwkeHi A0 (I3MYHUX, 3aaf04Xd XapakTep 1 Mipy
B3a€EMO3B’s3KiB. BilacHe po3paxyHOK B3a€MO3B’S3KIB TUI 3MIMCHIOEThCS depe3 pyirid. Komu mpoctoro
Habopy 00'€KTiB, B3a€EMOIIOB’I3aHUX 32 TICBHUMH 3aKOHAMH Y BipTYaIbHOMY IIPOCTOPi, HEIOCTATHLO, B CHITY
HETMOBHOTO HAOMMKEHHS (DI3UYHOT MOJIENI /IO peaIbHOI, MOXIIMBO JOJaBaTh JI0 TUI 3B'A3kH (joint). 38'a3xu €
obMmedceHHAM I3uKU 00'€kmis, KOJICHE 3 IKUX MOJICe HAKAIA0amucs Ha 00He abo 08a mind.

Po3paxoByroun B3a€MO3B’SI3KM Tl MK co00r0 Ta 3 cepenoBulieM, uepe3 (i3muHMNA pymIii
HaOmxaeTbecsl (i3MYHA MOJENb OAEPKYBAHOI CHCTEMU [0 pEalbHOI, 3 MEpPelaBaHHAM YTOYHEHHX
reoMeTpUYHHX JaHuX B rpadiuny cucremy. Y Unity 3D anst ¢isuunoro pyiisi BUKopucToByeThest Nvidia's
PhysX Engine.

Cepenosuie Unity sik iIHCTpyMeHT po3po0Kkn

e mynpTH-TIaTGOpPMOBHI 1HCTPYMEHT JUIS PO3POOKH JBO- 1 TPHUBHMIPHUX MJOJAATKIB Ta irop, mIO
¢yskuionye min onepauiiinumu cucremamu Windows i OS X. CtBopewni 3a gonomoroto Unity mporpamu
MaloTh BUKOPUCTOBYBATHCH Mij onepamiinumu cuctemamu Windows, OS X, Android, Apple iOS, Linux, a
TaKoX Ha irpoBux npucraBkax Wii, PlayStation 3 i Xbox 360 (Puc. 1.).

< Unity Personal (64bi) - Q.unity - LemonProject - WebGL <DX11> - 8 X
File Edit Assets GameObject Component Window Help
O A S = B [center] @iocal TR [& MAccount_~ P (Layers - Plaout -]
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Directional light =4 ¥ .~ Transform ue
» Playertight o o Position X019 ¥0s zo |
Eapar g - o o Rotation X 0 ¥ z[o

CubeBorder

Scale X1 Y1 z1

CubeBorder

CubeBorder v [ ¥ GUI Text a=
CubeBorder Text
Cube Coins : 0
| Score |
Level
Zila Anchor Middle canter |
Cube Alignment Lot |
Cube Pixel Offset
» Death %[0 Yo
¥ Death Line Spacing 1
» Death Tab Size i
< g::: Font Tolivers bamey | ©
» Death Material M
Szt Font Size 50
» Death Font Style Hormal sl
Cube Color [ v
Pixel Correct 4
Rich Text 4
¥ s M Score (Script) [VE-S
ript . o
® Project O console @ Animation e | Add Component |
Create = 4N
> Favorites Assets
= sEEEEEE]AQ
(&l Objects
\ad Scripts Assets Materials Objects Scripts skySX Square Pack Textures o ot Menu
> skySX
> Square Pack
» & Textures
A i js(26,16): BCWOD12: ‘UnityEngi ication.LoadL ing)' is obsolete. Use Load!

Puc. 1. I'onosne sixno cepedosuwa Unity 3D.

Pecypcu (Assets) nmpoekty — 11e OyniBenbHi (CkamoBi) OJ0kM BCiX mpoektiB Unity, B SKOCTI SIKHX
MOXYTh OyTHM BHKOpHCTaHi (Qaitnmin 300paxeHp (Tekctypu), 3D-mopemi, 3ByKOBi (aitmu, ski OyIoyTh
BUKOPHUCTOBYBATHCS TIiJT YaC CTBOPEHHS MPOCKTY.

Sxkmo pecypc (Hampukiman, reoMerpudHa 3D-mojnenh) BHUKOPHCTOBYETHCS B CIICHI T'PH, BiH CTae B
tepminosorii Unity irpoBum 00'ektom (Game Object). [lo Bcix 1ux 00’€KTIB CIOYATKy BKJIIOYAETHCA Xo4a O
OJIMH KOMIIOHEHT, IO 3aJa€ MOTo TOJIOKEHHS B CIIEHI i MOXIIMBI mepeTBopeHHs (kommoHeHT Transform).
Uepes 3MinHI komnoHeHTa Transform BH3HauYaeThCsl MOJOXKEHHS (position), MOBOPOT (rotation) i macmTab
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(scale) o0'ekTa B #0ro JOKaIbHIN 1eKapTOBiH NPAMOKYTHIiN cucTeMi koopauHaT X, Y, Z. HagBHICTh 3MiHHUX
CTOCOBHO KOXXHOTO KOMIIOHEHTa OOYMOBIIOE€ MOXUIMBICTH 3BEpHEHHS [I0 HHUX 3 BIIMOBITHOI Mporpamu
(cuenapiro).

KowmmonenTtn (components) B Unity 3D BHKOPHCTOBYIOTBCS 32 PIi3HUMH TNPU3HAUYEHHSIM: 4Yepe3 HHUX
MOKHa BIUIMBAaTH Ha TMOBENIHKY, 30BHIIUIHIA Burisx i Oararo iHmmMX QYHKOIH 00'€KTiB, 0 AKHX
npukpimtoroThes (attaching). B Unity nependaueno 6e3i1iu KOMIOHEHTIB Pi3HOTO TIPH3HAYCHHSI.

Hnsa 3abe3nedeHHs auHamivHOCTI pi3HUX 3D-momatkiB B Unity 3D BHKOPHCTOBYIOTHCS cLEHapii,
HEBEHKI (DparMeHTH MPOTPAMHOTO KOAY, K TAKOXK € KOMIIOHCHTaMH CEPEIOBHUIIA.

s po3poOku cueHapiiB MOXKHa BUKOPHCTOBYBAaTH MOBH mporpamyBanHs UnityScript (miajexkT MoBu
nporpamyBanHs JavaScript), C#, Boo (miamekt MoBu mporpamyBanHs Python). Pasom 3 tum JavaScipt
HabaraTo OUIBII MPUCTOCOBaHMUMN I PO3POOKH irpOBOTO MPOEKTY 3aBASKH CBOIM T'HYYKOCTi, IHTEHCHBHOMY
PO3BUTKY 1 3arajbHiil aJanTOBAaHOCTI JIJIsl PO3POOKH [HTEpHET Ta MPHUKIAIHUX JOJATKIB.

3 METOI JMOCIHiPKEHHS MOXKIMBOCTEH BHKOpPUCTaHHS Ta BHBUYeHHS cepenosumia Unity 3D Oyio
po3po0IeHO 3 HaBYaIbHOIO METOIO MiaTdopMoHe3anexxHy rpy «Lemony» (Puc. 2). 3aBnanns rpu nojisrae B
ToMy, 00 3i0patW Ha IrpoBOMY IOJI 32 JOMOMOTOI0 KYJBKH SKOMOTa OUIbINE «30J0THX» MOHETOK,
YXWISIOYHCH BiJI PyXOMHX TEPEHIKO/I.

E&] Unity WebGL Player | Gree.. X =

file:///E:/ProjectPy/lemon/game/index.html e Q [lowys B ¥ A

--- CONTROLS
SPACE FOR MENU ESC FOR EXIT

UP ARROW FOR STANDART MODE
DOWN ARROW FOR TIMER MODE

& unity WebGL GreenBallArcade 1.0.2 [

Puc. 2. Cmapmosa cmopinka i conoene menio Web-eepcii’ pospobaenoi epu «Lemony

Ocnoeni Qhynxyii: nio uac po3podoxu epu HeoOXiOHO 0OMPUMYBAMUCT HACYNHUX BUMOE.
1. V¥ pospoOmroBaniii rpi nependadaeThCs JBa PEKUMHU:
a. craHmaprTHa rpa — 3i0paTH MaKCUMaJIbHY KiJIbKICTh MOHETOK;
b. rpa Ha yac — 3i10paTH MakCUMalIbHy KUTBKICTh MOHETOK 3a BijBeeHuii uac — 10 cex.
2. [Ilicna migbopy MOHETKH KiIBKICTh Mepenikoj 30UIbIIyeThess Ha 1 y cTaHAapTHIN Tpi, a B Tpi HA
yac I04acThCs 1oaaTkoBui yac 10 cek.
3. YmpaBiiHHS KyJbKOKO 3/IHCHIOETHCS KIIaBilllaMU YTIPaBIIiHHS Kypcopy, Y Bepcil s miathopmu
Android 3a 10moMororo creriagbHuX JaTYUKiB pyxy (TipOCKOII, aKCENePOMETD).
Knapima ESC BUKOpUCTOBYETBCS 7151 3aBEPILICHHS TPH.
[licns HAI3My KyNBKH O MEXIi irpOBOTO TOJS Bi0OYBAa€ThCS MEPEMUKAHHA KaMEpH ISl OTJISIY
IrpOBOI CIIEeHH, MTOKH KyJIbKa 3HOBY HE BHIHJIEC HA IOJIE.
6. Ilepemkomu y ¢opMmi Kyidb pyXalOThCS MO IrpoBOMY IIOJNIO CaMOCTIHHO 1 BHIAIKOBHMHU
TPAEKTOPISIMU.
[Tix gac migbopy MOHETKH Ha eKpaHi BUHUKAE e(PeKT apeory.
[Ticns «Hal3My Ha MEPEIKOAY» Ipa MPUMNUHIETHCS 1 TIYHMIBHUK OOHYIISETHCS.
9. I'pa micTuth KinbKa piBHIB. KOKeH piBeHb BiIpI3HIETHCS KiITBKICTIO TICPEITKOI.

ok

o N

156



10. Ha ekpani BizoOpakaeTbcsi KUIBKICTh MifiOpaHUX MOHETOK, PiBeHb, Yac IO 3aBEPILEHHS TPH Y
peXuMi TP Ha Jac.
11. Ticns minGupaHHs 3 MOHETOK PiBEHb I'pU 30UIBLIYETHCS Ha 1.
CrpykTypa npoekrty rpu «Lemon»

[licns cTBOpeHHS HOBOTO MPOEKTY OyJI0 CTBOPEHO NepLIMi eleMeHT — MeHro. Hactymnuii eram —
3aMOBHEHHS CIIEHH IrPOBUMHU 00’€KTaMHU: Kamepa, depe3 sKy BimOyBaeTbcsi peHpepusr piBHA, GUI Tekct
(game user interface), mKepeno cBiTa, a TAKOXK MOHETKA 1 (h10JIeTOBa KYJIA.

st Toro, o0 CTBOPHUTH HOBHM 00’€KT, Tpeba HATHCHYTH BINIMOBIMHY KHOIIKY HAa BEPXHINA IMaHeml
3aBAaHb 1 3 KOHTEKCTHOTO MEHIO 00paTH BimMOBinHY omiito. Ilicis Toro, sk 00’€KT CTBOpEHO, HEOOXiTHO
HaJaTH HOMY TIeBHUX BIIACTUBOCTEH, HANPUKJIIAJ], TEKCTOBE MEHIO, MO3MIIiI0 Ha eKkpaHi. J{s mporo ciyrye
naHenb «Inspector», o€ MOKHa MaHIMyJIOBaTH 3 O0’€KTOM, 3MIHIOBaTH Ta HagaBaTH HOMY HOBHUX
arpudyTiB (Puc. 3).

<+ Unity Personal (64bit) - O.unity - LemonProject - WebGL <DX11>
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[\ Assets/Scripts/PlayerLemon.js(26,16): BCW0012: “UnityEngi jcation LoadL ing)’ is obsolete. Use Load:

Puc. 3. I'onosne sixkno Unity 3D 3 pospobarosanum npoekmom epu «Lemony.

[To3wumiro i po3TanryBaHHs 00’€KTa MOKHA 3MiHIOBaTH Y “Inspector” abo y BikHI 3 cIieHOO piBHA. ITicis
CTBOPEHHS BCIX HEOOXITHHMX IrpOBHUX OO’€KTIB i1 MEHIO, HEOOXIJIHO Hamucath (PyHKII0 Tepexoay 0
irpoBoro piBHA. ToOTO MepedyBaroYr B MEHIO IIiJ] Yac HATHCKAHHS Ha KJIaBimry “Bropy’ Oyle 3aBaHTaXEHO
piBeHb 3 Ha3BowO “0” (cTaHmapTHHI), a i YaC HATUCKAHHS Ha KIABINTy “BHU3” — piBeHb 3 Ha3Bowo “0t” (Ha
gac).

// Tlpukjan cueHapio Menu.]js

function Update () {

if (Input.GetKeyUp ("up"))

{

Application.LoadLevel ("0");
}

if (Input.GetKeyUp ("down"))

{

Application.LoadLevel ("0t");
}

if (Input.GetKeyUp ("escape"))
{

Application.Quit ();

}

}

B meHr0 BUKOPHUCTOBYETHCA OAMH clieHapiid — “Menu”. Yepes HpOTO 3a0e3nedyeThes Mepexif] BiJl MEHIO
JI0 iIrpOBOTO PiBHS, a TAKOX IiJ] Yac Mepexoly Bij irpOBOro PiBHA 0 MEHIO 3a UM CLEHapieM OOHYISEThCS
paxyHOK, 4ac Ta piBeHb TPaBIL, [UIA TOTO 100 HOBA Tpa po3Moyanacs 3 HyJIs.
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VY IpoeKTi BUKOPUCTOBYETHCA 3 piBHI — MEHIO, CTaHAapTHUH 1 TaiiMep. KoskHoMy piBHIO BiamoBinae 3D
criena ta GameObjects, a1 SKUX MOJXKHA 3aIaBaTd IEBHI BIAcTHBOCTI ((i3WYHI BIACTHBOCTI, (HopMmy,
pO3Mip, TEKCT, TEKCTYpY, 3BYKH, ClieHapii Tomo). HanamryBaHHs napameTpiB 3iHCHIOETBCS 3a TOTIOMOTOI0
naneni «Inspector» romoBHoro BikHa cepemoBumia Unity 3D.

B3aemo3p’s30k Mixk GameObjects 3a/eKuTh BiJl iX HaJalITyBaHb Ta NPHUKPIIUIEHUX cueHapiiB. 1106
GameObjects mouyanw BHUKOHYBATHCS iX HeoOXigHO po3MmicTuTH Ha creHi. CrieHapiii Takox Oyne
BUKOHYBATHUCH TiJbKH Togl, konmu GameObject, 10 AKOTO BiH NPUKPIMJICHUH, PO3MILIIEHUH Ha CLEHI.

[lepexoau 1 B3a€EMO3B 30K MK PIBHSAMH 3IIHCHIOETHCSA TaKOX 13 BHKOPHCTaHHSAM crieHapiiB. ToOTo,
MOKHa 3agaTu Oyab-siKuil B3a€MO3B’si30K. Po3poOka cueHapiiB 3ilicHIOBanacss MOBOIO NpOrpaMyBaHHS
UnityScript.

Cuenapiil 3aBXIW ONAETHCS 0 OXHOrO 3 irpoBux 00’ekTiB. 1l[00 momatm cuenapiii m10 00 €Ty,
HEoOXiIHO oOpaTH 00’€KTH 3a JOMOMOroro nanenm “Inspector”, 701aTé HOBUN KOMIIOHEHT 32 JOMOMOTOIO
BIJIITOBITHOI KHOIIKH 3 KOHTEKCTHOTO MEHIO, O0paBIIH Scripts, Micis 90oro Ha eKpaHi OyJie BUBEICHO IEpeiTik
CIIeHapIiiB, SIKi B)KE € B Marepiajax MpOeKTy, a TAaKOXK 3 SKUX MOXHa OOMpaTh HEOOXiJHUI cleHapii, 1 BiH
aBTOMATHUYHO Oyze noaanuii 10 00’ ekTy. [lo omHOTO 00’ €KTY MOKHA JIOIaTH KiTbKa CIIeHapiiB.

Po3po0itoBanuii MPOEKT IPU CKIIANAETHCS 3 HACTYITHUX 00’ €KTIB:

e Materials — marepiany, sKi BUKOPHCTOBYIOTBCS IIiJi Yac MAaHIIyJIIOBaHHA 3 IrpOBUX OO0’ €KTIB,
Matepiagamu GakTHIHO € MOJU(IKOBaHI TEKCTYPH Pa3oM i3 3BYKaMH;

o Objects — micTuth 6€31M0CEpPEIHBO IrPOBi 06’ €KTH, SKi PO3MIIIYIOTHCS Ha CIIEHI;

e Scripts — micTuth po3pobiieHi crieHapii.

[lepenik pecypcis rpu «Lemony:

e SKy5X — me € Habip TeKCTyp Uil CKaiOOKCIB, CrielialbHHN THI TEKCTYyp Ui Heba 1 mamka 3
MarepiajaMy Uil CUCTEMH YacTHHOK (apeos, SKHH 3 SBISETbCS HABKOJIO MOHETOK Iicis ix
miaOupanHs);

e Square Pack — manka 3 BUKOPUCTOBYBaHUMH HIpU(TamMu;

e Textures — TekCTypH, sIKi BAKOPUCTOBYIOThCS B MaTepisx st GameObjects.

[Mepenik crangapTHUX 00’ €KTIB, IO BUKOPUCTOBYIOTHCS ITiJ] 4ac PO3POOKH IpH:

e Kamepa — peHnep 300pakeHHS;

e CBiT/I0 — BUKOPUCTOBYETHCS TPH TUIH OCBITIICHHS: OCBITICHHS MOJSI TPH, OCBITICHHS KYJbKH,
OCBITJIEHHS MOHETKHU;
00’exr «Ilapaneneninem — CTBOPEHHS IrpOBOTO TOJIS;

e 00’ext «Kyas» — cTBOPEHHS KyJIbOK MEPEIIKO/, OCHOBHOI KYJIbKH, MOHETKH, BEIMKUX KYJbOK, SKi
€ OJIHAKOBMMHU JUJISL IBOX PEKUMIB I'PU.

[Mepenik po3pobiieHNX CLeHapiiB Ta iX mpu3Ha4YeHHs B rpi «Lemony:

e Camra — HaOmmKaeTbcs Kamepa, KOJNM KyibKa Oins OOpawopy, 1 BiAmanseTbcs, KOMM He Oins
Gopmopy;

e Coin — «moBemiHKa» MOHETKH B 3BHYAWHOMY peXHMi, OOCpTaHHs, 3HUKAHHS MiCIs JOTUKY i
JoJaBaHHs «+1%» 0 paxyHKY;

e CoinTimer — moBemiHKa MOHETKH B 3BHYAMHOMY PEKUMI, 00EpTaHHsA, 3HUKAHHS IICIIA TOTHKY, IO
Taiimepa gogae gac +10 c.;

DeathOBJ — noBesiHKa BeJMKUX KyJbOK Yepe3 sIKi IMPOTrpaelil, BOHU PyXalOThCsl BUIIAIKOBO;

o DeathTrig — Tpurep BU3HAYEHHS KiHIA TPH, AKIIO BiOYBAETHCS TOTHK 0 BEIMKOI KYJIBKH,

GM - ocHOBHHII ClieHapii 3 MPaBUIAMHU TPU JJISI OCHOBHOTO PEXKHMY, YIPAaBISIE B3a€EMO3B’I3KOM

MiX 00’€KTaMU, PiBHIB 1 PO3TALIOBYE€ MOHETKH 1 BEJIMKI KYJIbKH;

e GMt — ocHOBHUI crieHapild 3 MpaBWIaMH I'PU A PEKUMY I'PU Ha 4ac, YIPaBIIsIE B3aEMO3B’SI3KOM

MiXX 00’ €KTaMU, PIBHIB 1 pO3TalIOBYe€ MOHETKH 1 BEJIMKi KYJIbKH;
Level — TekcT 3 IYMILHUKOM PIBHIB i BCTaHOBIIOE TeKcT "PiBeHs + 1";
LevelUpText — Bunyuae Tekcr 3 ekpany "PiBens + 1";
Menu — crieHapiit MeHto, yTIpaBIsie KHOTIKAMH 1 00epTae MOHETKY B MEHIO;
PlayerLem — cuenapiii fy1s1 3eJIeHOT KyJIBKH BIIEPE-HA3a/1 B3a€EMO3B’ I3KOM MiXK 00’ €KTaMH;
PlayerLight — crenapiit ynpaBiiHHS OCBITJICHHSAM 3€JIeHOT KYJIbKH, 00EpTaHHSI KaMepH i KYJIbKH B
JIiBO 200 BIIPaBO, 3aJICIKHO BiJ IMOJI0KEHHSI KaMepH (BOHHM ITOB’sI3aHi);

e SCOre — TEKCT 3 PaxXyHKOM;

e Timer — TekcT 3 TaliMepoM i caM Taimep.

s cTBopeHHst MeHI0 BUKOpHCcTaHuid HaOip mpudriB “Square Pack”, Texcrypu SkyBox s cTBopeHHS
¢dony. Bci marepianu € 0e3KOIITOBHUMH, 1 3aBaHTaXeHHI 3 omnaiiH marazuHy Unity Store. @yHkmii Bcix
IrpoBUX 00’€KTIB OIMMCAHI y PI3HUX HEBEIHMKHUX CIIEHAPIsIX, 10 3HAYHO ITOJIETTITY€E HAJIATO)KEHHS MTPOTpPaMHu.
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Bucnosku. Unity 3D — 3aci0 ast po3poOKu BipTyaldbHHX iIrPOBHX MPOTPaM, BIpTyaJbHUX CEPEIOBUILL, €
OJTHUM 3 JIiJIEPiB CTOCOBHO 3PYYHOCTI Ta IMBHAKOCTI Po3poOku 3D irop Ta iHMMX MpOTrpaMHUX MPOIYKTIB y
MOPIBHSIHHI 3 1HIIUMH PO3TJIIHYTUMH y poOoTi 3acobamu. Unity Mae mily HHM3KYy HepeBar MOpPiBHSHO 3i
CBOIMHM HalOMMKYUMH aHAJIOTaMH:

1) BUKOpUCTAHHS /ISl HAIMCAHHS ClieHapiiB Takux nomupeHux Mo C#, JavaScript, Phyton (Boo), mo
JO3BOJISIE TIPOTPAMICTY JIETKO yBiMTH B po3poOKy Tpu 6e3 BHBUEHHS JOJAaTKOBUX MOB IMporpamyBaHHs. Lle
BaXJIMBUA MOMEHT, TOMy WIO Ha BiIAMiHy BiJ IHIIMX pYyLIiB, 1€ BHKOPUCTOBYeTbca MoBa C++, y
BHKOPHCTOBYBAaHUX MOBax € 0araro eleMeHTIB 1 3aco0iB, SKi BXKE peai3oBaHi, 1 IporpaMmicTy MoTpiOHO
TIJIBKH CKOPUCTATHCS HUMHU.

2) maatdopMOHE3ANEKHICTh, TOOTO OAMH i TOH ke KoJ, Hanucanuii anst Unity 3D, 3 MiHIManbHUMU
3MiHaMH MOXke OyTH nepeHecenuii Ha pi3Hi miardopmu (PC, Mac, Android, i0S, Web, irposi koncoui). Le
CKOpOYY€ 9ac Ha po3poOKy I'pH B KiJIbKa pas3iB.

3) Unity Store, Ae pO3MIIIEHO BENWKY KUIBKICTh Pi3HHX IUIATiHIB 1 pecypciB A CTBOPEHHSA TPH.
3po3yMino, mo € OE3KOIITOBHI Ta IUIaTHI, aje BCi BOHH 3i0paHi B OJHOMY MiCIi 3i 3pyYHMUM IIOIIYKOM Ta
MOJKITMBICTIO 3aBaHTaXXUTH, IHTETPYBaTH 1 OTpUMATH Binpa3y poOounii pyHKIiOHA.

loToBi irpoBi pymIii 3HAYHO CHPOCTHIIM XUTTEBUHA IIMKI PO3POOKH Ta CyNpOBOIY irpOBUX JOAATKIB.
OmHak, CTBOPEHHS CIICHApPIiB 1€ TUTBKHA OJHA CTOPOHA po3poOKH Komm'toTepHOi rpu. CTBOPEHHS SKiCHOTO
irpoBOTO MPOAYKTY Oy/Ie Tak caMo BKIIIOYATH B cebe CTBOPEHHSI BETMKOTO 00csATY rpadiyHOro Matepiany.

O1xe, po3po0OKOIO BifIeo irop MOXKe 3alMaeThcs PO3pOOHUK Y OAHIN 0c00i a00 aBTOPCHKUI KOJICKTHB.
Jiist po3poOKH irop BUKOPUCTOBYIOTh Pi3HI iHCTpYMEHTAIIBHI 3ac00M, OTHUM 3 SIKHX € KOHCTPYKTOp irop.
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V. Habrusiev, A. Velhach, O. Kulianda

RESEARCH ON THE FUNCTIONAL FEATURES OF UNITY 3D MOVEMENT ON THE
CASE OF 3D MINI-GAME REALIZATION

Abstract. Currently, the development of computer games is relevant, as with the expansion of the
market of personal electronics, the entertainment market is expanding. General availability of tools — game
engines, access to various informative educational and reference materials make it possible to develop
application software easily, and quickly, such as a computer game.

There are many publications and various scientific studies on the topic of modeling game scenes. This
stage of development of gaming computer applications is quite extensive and includes many tasks. It should
be noted that in this case, the authors touch on the topic not only of modeling game scenes, but also
superficially cover the topic of creating, modeling, texturing game objects, while describing the functionality
with which these tasks are performed.

This article considers the most known game engines, their comparative analysis is made. Their
advantages and disadvantages are revealed, as well as a range of tasks for which they are easy to use. When
comparing different game engines, the authors chose Unity 3D for several reasons: favorable licensing
policy; compatibility with any platform; great community; a large amount of documentation; ease of use.

The purpose of this article is to fully describe the process of modeling the scene of a gaming computer
application in Unity 3D. To do this, the article considers as an example the implementation of a simple 3D
game. In particular, the functionality and tools for modeling a scene in the Unity environment are described,
as well as a brief description of the main objects that can be added to the scene. However, a brief overview of
the editor and inspector window with all the properties and methods of game objects is given.

The authors try to convey to readers the pros and cons of using this environment to create simple game
applications, describe the main menu and tools superficially, without delving into the intricacies of the entire
development process.

Keywords: Unity 3D, JavaScript, game application, development environment, programming language.
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