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BCTYII

B cywacHoMy CcBITI irpoBa 1HAYCTpPisl PO3BHBAETHCS 3 HEUMOBIPHOIO
MBUIKICTIO. [TOCTIHHO 3 ABJISIIOTHCS HOBI TEXHOJIOTII JIJIT CTBOPEHHS Kpamioi
rpadiku, ¢GI3UKKM Ta 3arajoM TOKpalleHHsS I1rpoBoro nocBimy. Tox myxe
BAXJIMBUM € CIIOCTEPEKEHHS Ta BHMBUEHHS CyYaCHUX METOMIB PO3POOKH.
HenocratHbo MaTH YHIKaJIBHY 1JIC10 TPH, 1K€ 3 TIOTAHOIO pealli3alli€lo TaKy Ipy
HIXTO HE oLiHuTh. CaMe TOMY BapTo Bipa3zy AyMaTH PO Po3pOoOKy, CIAIAKYBATH
32 CYy4aCHMMHU TEHJACHLISIMH Ta BUKOPUCTOBYBAaTH TEXHOJIOTIi, fKl MOJIMIIATH

CTBOPEHHS J10JIaTKY, 3¢KOHOMJISITh Yac 1 pECypCH.
AKTYaJIbHICTh JOCJi/I>KeHHS.

Hapasi Unity € HalmomyJsIpHIIIIUM ITPOBUM PYIIIEM, 3aBISIKU CBOEMY
HU3BKOMY TTOPOTY BXOJIKEHHS Ta MOCTIMHI MIATPUMII 1 MOJIepHi3allii. 3araiom,
mo0 TMovyaTh BUBYEHHS CTBOPEHHS TpHu, oOWparTh Iedl pywmid. Bonu
BUKOPHUCTOBYIOTH P13HI TOTOBI PIIIICHHS Ta HE 3BEPTAIOTh YBAry Ha ONTHUMI3allilo,
TUM CaMHM 3aHKYIOTh PEMyTallll0 PYIIisl MOMDK 1HIIMX. TOX aKTyaJbHUM €

JOCIIJKEHHS Ta OMUC IIUPOKUX Ta MOTY>KHUX MokJuBocTel Unity.
006’ exT gocaiaKkeHHs — mpoiiec noOyaoBu rpu B Unity.

IIpenmer aocaimzkeHHsi — 0cOOMMBOCTI MOOYAOBH, BUKOPHUCTOBYIOUH

CydacHi METO/IH.

Meta — nocniauTu Ta pO3KPUTH CyYacHI METOIM MOOYI0BU 3aCTOCYHKY B

Unity, mpoaHai3yBaTi iX KOPUCHICTb.
3aBaaHHsA T0CJiIKEHHS :
1) JocmimxeHHs iCHyI0O9uX 3ac00iB 1Jis1 TOOYIOBU TP B PYIIIi.

2) JlocnimkeHHsSI HOBUX TEXHOJIOT1M Ta METO/IB.
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3) AHaJi3 KOpUCHOCTI HOBUX METO/IIB.

4) [loeTanHe CTBOPEHHS TPU 3 BUKOPUCTAHHSAM JOCIIKEHUX TEXHOJOT1H.
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PO311J1 1. TEOPETUYHE INOACHEHHSA TEMHA

1.1. Ommc irposoro pyuis Unity.

Unity — Ha CchOrojHI, 1€ HAUMOMYJSIPHIIIMK IrpoBuid pymriid. Bin cTtaB
HallKpamyM BapiaHTOM ISl He3aJIeKHUX PO3POOHMKIB 3aBISKH CBOIN MPOCTOTI
BUKODUCTaHHA Ta HU3bKIM BapTocTi. YHiBepcanbHicTh Unity 103BOJISIE
KOPHUCTyBa4aM JIETKO CTBOPIOBATU OY/Ib-SKUH KaHP TPU ab0 K MPOCTO JOJATOK.

Po3pobka irpoBoro mporiecy BimOyBa€ThCS 3aBISKH CTBOPEHHIO KOIY,
BukopuctoBytoun C#. lle nasuBaerbca “CKpUNTHHI” — BIH BiIPI3HAETHCS BiJ
3BHYAHOTO NMPOTPaMyBaHHs THM, 10 HE TOTPIOHO MHUCATH IPOTPaMHUI KOJI, 10
BUKOHYEThCS nomaTkoMm, amke Unity Oepe me Ha cebe. 3aMmicTh IIbOTO, MU
doKycyeMOCh Ha IrpoBOMY TIPOIECi, IIO CTBOPIOETHCS Came CKPHUITAMHU.
CKpuITH MUITYThCS HA 00’ €KTHO opieHTOBaHiM MoB1 C#. [lounHaroun 3 Bepcii
2018.1, e moxxnuBicTh BUKOpUcTOoBYBaTH Visual Studio for Unity Community, 1o
JIOTIOMOYKE 3 3aBEPIICHHSIM HAIMMCAHOTO KOy, BAKOPUCTOBYBATH CKOPOUYCHHS Ta
BKa3yBaTH Ha CHUHTakcW4Hi mnommiaku [1]. Jlns  crapimmx  Bepcii
BUKOPUCTOBYBABCS OKpeMUM TeKcToBHiM pemaktop MonoDevelop. Ane
HACIIpaB/l BX€ ICHYIOTh IJIAriHU JJI1 BUKOHAHHS IIMX 3aBJlaHb Ha O1JIbIIOCTI
B1JIOMUX TEKCTOBUX PEIAKTOPIB.

Onniero 3 pedeit yomy Unity € miiepoM — 1€ KUIbKICTh MiATPUMYBaHUX
mwiaropm. 3aBasku Unity MOXKIMBO OJHOYACHO CTBOPIOBATH JOJATOK SIK HA
MoOUTBHI AeBaiicu (Android, 10S), Tak 1 Ha TECKTOI, irPOBI KOHCOJI1, BeO TOIIIO.
Bceworo Unity nmiatpumye Ounbiie 20 pizHux miatdopm [2]. Takox Ayl MEBHUX
mwiargopm Unity mae “Unity Cloud Build”, mo aBTOMaTH4HO KOMIIJIIOE,
pO3ropTae Ta TECTUTH TOAATOK it 00paHOi m1aTGopmu.

3arasiom 3BicHO Unity 00uparoTh caMe uepe3 HU3bKHI MOPITr BXOKEHHS,
a/ke HeMae HeoOX1THOCTI MaTH BEJMKUN OCBIJ B mporpaMmyBaHHi Ha C#, Ta i
710 TOTO X MOXKJIUBUM € CTBOPEHHS JIOJaTKy Oe3 HamucaHHs Komay. HerogaBHo

Unity HaBITh BUIYCTUJIA ITHCTPYMEHT Bolt, 1110 103BOJIsIE CTBOPIOBATH MEXAHIKH
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Ta JIOTIKY B3a€MOJIIi 3a JOMOMOTOK Bi3yaibHOI TI'padoBOi CUCTEMH, 3aMICTh
pobotu 3 C#. Ane 1ie 30BCiM He O3Hauae, mo Unity He MiAXOAUTH Ui OLIBII
JOCBITYEHUX KOPUCTYBAYiB, aJDKe pYIIHd MPONOHYE BEIUKY KIJIbKICTh
TEXHOJIOTIi Ta MOXJIMBOCTEH JUIS CTBOPEHHS Ta BUKOPUCTAHHS TMIPH
HeoOxiaHocTi. Hanpukiian B Unity MOXJIMBHUM € CTBOPEHHS BIACHUX BIKOH AJIS
pemakTopa.

Takox Unity mae Asset Store — me meBHa 0i0mioTeka aceTiB' B skiii
3HAXOAATHCS K OE3KOIITOBHI, TaK 1 MJIATHI TOBApH, 1 3BICHO, SKIO € Oa)KaHHS,
MO>KJIIBO CAMOMY CTaTH BHJIABIIEM Ta MPOIaBaTH CBOi aceTr. TaM MOXKHA 3HAUTH
Oyab-s1K1 HeoOX1aH1 (aitnu sk 3a-Mozenl, ayaio-haiiam, 300pakeHHs, CKPUIITH,
110 peani3yroTh MIEBHY JIOTiKY, TOIIO. BCi aceTn MOXKIIMBO 3aBaHTAXHUTH Y TIPOEKT
He Buxozsuu 3 Unity. BUKOpHCTaHHS TOTOBUX aceTiB JIO3BOJISIE IHTETPYBATH B

CBi{ IPOEKT Pi3HUI PYHKIIIOHAM, 3a0IIaIUBIIU MICSIl pOOOTH.

1 . N
Acer - eleMeHT, 10 MOXHa BHKopHucToByBatd B Unity. Moske cknangatucs 3 Oyab-saKkux (aiiis, mo
posmizHarotsest B Unity.
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1.2. TexHoJiorii onTuMi3arii.

Husbkuii mopir BXOHKEHHS 11 5K 1 TUTFOC, Tak 1 MiHyc Unity. Ake MOXKHA
MIPOCTO CKJIACTH MPOEKT 3 TOTOBUX ACETiB, 3pOOUTH JIEKIJIbKAa POCTUX CKPHUIITIB
1 11e, MOXJIMBO, HaBITh Oyjie IpalfoBaTu. AJie TaKW MPOEKT CKOpille 3a BCe
noTpiOHO Oy/Ie MOBHICTIO MTepepoOIsaTH Tpu Horo po3poctanHi. [I[o6 mo3BommTH
co01 rapHy SKICTh JOJAaTKy, HE0O0X1JHO He 3a0yBaTH Mpo onTuMizaiiro. Ha macts,
Unity mae mnepedeHb 3pyYHUX IHCTPYMEHTIB A Jebary Ta MOHITOPHUHTY
pecypciB, 1110 BAKOPUCTOBYIOThCS. PO3riissHeMO ekl 3 HUX:

Unity Profiler — iHCTpyMeHT, 3a TOTOMOTOIO SIKOTO MOKJIUBO OTPUMATH Ta
neperisiHyTd 1H(QOpMaliio Mpo MPOAYKTHUBHICTH JOJATKy. llepernsHyTu 1o
1H(opMalliro MOXHa sK 3 OyAb-SKOTO JIEBAlCy y BaIllii JOKaIbHIA Mepexi abo kK
I’ €IHAHOTO JIO0 BaIlIoro KOMIT'IOTEpY, TaK 1 3 caMoro pegaktopa 0e3
HEOXIZIHOCTI poOoTH O’ 3aBAAKM 1IbOMY MOXKIJIMBO Bifpa3y IEPETNIAHYTH K
Balll 3aCTOCYHOK TIpaIlfO€ Ha 3aIulaHOBaHid T1iatrGopmi Ta ONTHMI3yBaTH
3aCTOCYHOK, 3Ha[OUH, 10 came cnpuunHse ckimaanocti. Unity Profiler mokasye
MOKPOKOBE BHMKOHAHHS KOJy y BHJl l€papxii, TaM BIJOOpaka€TbCsl Taka
iHpOpMaIllis, K CKUIbKH Yacy 3aiiMac MeBHA KOMaH/a Ta BIUIMB HaJalllTyBaHb
CIICHH Ha JOJAaTOK.

Frame Debugger — BimoOpasxae indopmaniro nmpo draw calls® Ta mo3Bonse
KOHTPOJIIOBATH MOKPOKOBE CTBOPEHHs Kajpy. B mimomy, kinbkicts draw calls
HE0OX1THO MakcuMasbHO 3MeHInTH, a Frame Debugger sikpas normomoske 3 1ium.
BiH 3Mo03Kke moka3aTH MOCII1J0BHICTh BUKIMKIB draw call komaHz Ta 1HIINX ITOI1H,
K OYHUIICHHA OyQepy, Y BUIJISIAL i€epapxii, 110 BU3HAYAE 3B1IKH BOHU MOXOASTh.
Takoxx MokHa Tm00auuTH 1HGOPMAIII0 MPO KOXKHY BHUKIMKAHY KOMaHIY,

HAIPUKIIAJ JeTalll TeoOMeTpii, KUIbKICTh BEPIIIMH, MaTepial.

2 Bing - 36ipka nogaTky Ha oOpaHy miatdopmy.

3 Draw call - komanza, sy pymiit Bianpasisie rpadiaaomy API s BinTBopeHHS 00’ €KTY.
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OTxe, MU PO3TIISIHYJIH 3aCO0M MOHITOPUHTY MTPOIYKTHUBHOCTI, IEpPEHIEMO
came A0 onrtumizamii. JuBasuMch 1O caMe CIOpPUYMHSAE MpoOJIeMH 3
MPOJIYKTUBHICTIO, PIIIIEHHSI MOXKYTh OyTH pi3HUMHU. K110 % 3a qoromororo Unity
Profiler 6aunmo, 110 sikach YacTHHA KOy 3aiiMae JIyxe 0araTo yacy, HE0OXiJTHO
MOJIMBUTHUCS, IO K MOXE CTBOPIOBATU TaKy IpoOsieMy. 3BICHO X y OUIBLIOCTI
BUIMAJKIB MOXJIMBO OOIWTUCH 3BHYAWHUMH 3MIHAaMH B KOJIl, SK KEIIyBaHHS
MOXJIMBUX JaHUX, BumajieHHs myctux wetoniB Update, FixedUpdate ta
LateUpdate, mo 3a 3amoBuyBaHHs M B Unity BUKOHYIOTbCSI TOCTIHHO. AJe AJis
NeAKuX TpobsieM TOTpiOHI OLIbII JeNiKaTHI pPIIICHHS, HaNpUKIaa, SKIIO
npobiaemMa IoJAra€ y 4YacTOMY iHCTaHIiIOBaHHI' 00’€KTiB, TO HalKpaluM

piieHHsIM O0yJie cTBopeHHs myry 06’ ekTiB (Object Pool).
1.2.1. Object Pool

Object Pool — e croci® 3MEHIINTH HaBaHTAKEHHS Ha MPOIECOpP, KOJH
NOTpiOHO IIBUAKO CTBOPIOBAaTH Ta 3HMINYBaTH o00’e€kTH. BiH 1nomomarae
sMeHmmTH HaBaHTaxeHHs Ha CPU Ta He OyTH mepernoBHEHUM MOBTOPIOBAHUM
CTBOpPEHHSM 00’€KTiB. BukopucTtoByroun Takuil 1mabiioH, 3aMiCTh MOCTIMHOTO
CTBOPEHHS Ta 3HUIIIEHHS 00’ €KTIB, HEOOXITHO CTBOPUTH MEBHY iX KUIBKICTh Ha
MOYaTKy, a MOTIM 3aMiCTh BHJAJCHHS BXE HEMOTPIOHUX O0’€KTIB MPOCTO
NPUXOBYBATH iX Ta MOKa3yBaTH MpU HEOOXiMHOCTI. B irpax 1e € ayxe BaxXJINBUM
m1abJI0HOM, /K€ BIH 3amodirae MmocTifHOMY BUIAJIEHHIO 00’€KTIB 30upaueM
cMmiTTs. Yacrime 3a Bce, 11e pOOUTHCS SIK MaCCHB, 110 30€pirae KOJEKIN0 EBHUX
npuXxoBaHUX 00’ekTiB. Hampukmnan st irop, ae BiIOyBa€ThCS MOCTPLI KYJICHO,
3aMiCTh BUJUICHHS MaM’SiTI Ta CTBOPEHHIO HOBOTO 00 €KTYy MpPU KOXKHOMY
MOCTPLI, MM IMPOCTO JIICTAEMO KYJIIO 3 HAIIIOTO MYJTy, IEPEMIIIYEMO B HEOOX1THY
HaM IO3UIi10 Ta aKTUBY€EMO ii. Hy 1 3BICHO %k, Mpu 31TKHEHH1, MU 11 MPUXOBY€EMO,

4 HC 3HUIIYEMO, Ta J0AA€EMO Ha3aa A0 IyJdy I IMOoAaIbIIOrO BUKOPUCTAHHA.

4 .. .
[HCTaHMmiaIis - CTBOPEHHS HOBOTO 00’ €KTa BUKJIMKOM MeToay Instantiate.
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TakumM 4YMHOM, MOXXEMO 3a0e3Me4YUTH TOSBY Ta 3HUKHEHHS 00 €KTiB 0e3

HEOOX1THOCTI BUAUIEHHS 1IaM’sIT1 Ta IpobJieM 13 30upadyeM CMITTSL.
1.2.2. Light Baking

Takoxx Bapro He 3a0yBaTM TMpO OCBIIIEHHS creHu. HaamipHe
BUKOPHUCTAHHA TIHEW Ta IUHAMIYHOIO CBITJIa MOXE CAMOCTIHHO CIPUYHMHUTHU

HU3bKY MPOAYKTUBHICTh J0J1aTKy. Ha qomoMory npuxoauTs 3amikaHHs CBITIA.

3amikanus cBitaa (Light Baking) — npouec o6paxyBanss iHbopMariii npo
OCBITJICHHS JIJIs1 CTATUYHUX CIIeH Ta cBiTaa[3]. CTaTu4yHE CBITIO MOXKHA 3pOOUTH
realtime, TOOTO TakMM caMKM SIK 1 JMHAMIYHE, MOTO BILJIMB Ha BCE HABKOJIO Oyie
0o0paxoByBaTH KOKEH KaJp. A0 K MOMEepPeTHHO 3aMEeKTH CBITJIO HAa caMy CIICHY,
1110, OYEBUJIHO, OyJIe BUKOPUCTOBYBATH MEHIIIE PECYpCIB. 3aIlliKaHHS CBITJIa —
HAWUTMOMTUPEHIIIWN MAX11 U1 JOCATHEHHS r7100aibHOT 1TFOMIHAIT B irpax Ta 371
3actocyHkax. [Ipu 3amikanHi 6epyThbCsi TEKCTYPH BCIX 00’ €KTIB HABKOJIO CBITIA,
py1Iiii oOpaxoBye BIUIMB Ha Il TEKCTYpH Ta 30epirae 110 iHbopmMarlio y daitri,
1m0 Ha3uBaeThcsi cBiTIOBa Kapra (lightmap). Kpim BiZHOCHO HH3BKOI
0OUYHCITIOBAJIBHOI BapTOCTi, 3alliKaHHS CBITJIAa POOUTH MOMKJIWUBHUM JOCSTTH
Kpaioi SIKOCTI OCBITJICHHS, a/PK€ HeMae HEOOXITHOCTI 3HIKYBaTH Taki
HaJIAIITYBaHHS, SIK KUTbKICTh BITOMBaHb CBITJIA Ta HAKJIalaHHA IEBHUX (IIBTPIB,

00 Mmicis 3amKaHHs BOHU He OyAyTh BIUIMBATH Ha TOJIOBHUMN MPOIIEC.
1.2.3. LOD

lomo mopeneii, MO BUKOPUCTOBYIOThCS, 3aBAasku Frame Debugger
MOKEMO MOAUBUTHUCS KUIbKICTh BIIMAJIbOBAHUX BEPIIMH B CIIeHI. MaKkCUMaNbHO
JOIyCTUMAa KUIBKICTh BEPIIUH Yy CHEHI 3aJeKUTh BiJ 0oOpaHOi ruiatrgopmu Ta
oOpaHMX JEBalCiB, HANPUKIAA, ISl MATPUMKA MaKCUMalbHOI KIJIBKOCTI
MOOUTBHUX MPUCTPOIB, MPABUIIOM € He nepeBuitieHHs nopory B 100,000 BepimH.

[Ilo6 He BTpadaTtu SKICTh, 3MEHIIYIOUM KUIBKICTh BEPIIMH CaMOi MOJET,
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BUKOPUCTOBYIOTH piBHI gAetamizamii (Level of detail), ockineku 0Oararto
TPUKYTHUKIB Ta BEPIIMH MOJENIl y TOJl 30py OyayTh HEMOMITHI JIs
KopucTyBaua. Ha Benumkiil BiACTaHl JO TOYKH OIVBAY iX IMPOEKINsS Ha eKpaH
ICTOTHO MEHIIA, HIX PO3AiIbHA 3JAaTHICTh TIKCeas aucivies. Tox Hemae
HEOOX1THOCTI HaBaHTa)XyBaTH CUCTEMY OOpaxyBaHHSM TPUKYTHHKIB, L0 HE
noMiTHI KopuctyBaueBi[4]. B cBowo uepry LOD mnepenbadae 3MeHIICHHS
KUTBKOCTI TPUKYTHHUKIB MO Mipi BiJJaJCHHS Bl TOYKH OTJSAy a00 3a TaKUMU
MOKa3HUKAMH, K BaKJIUBICTH OO’€KTY, IIBHJAKICTH BIAHOCHO TOYKH OIJISIY,
TOIIO0. 3HWYKEHA Bi3yalbHa AKICTh MO/JIEJII HEITIOMITHA Yepe3 HEBEIUKHI BILJIUB Ha
30BHILIHIN BUTJIA PEAMETA MPH BiAaieHl abo MBUIKOMY NepemiiieHHi. PiBHI
neTamizaiii  3acTOCOBYIHOThCS HE TUIBKM JJII TeOMeTpii, a TakoxX s
KOHTPOJIIOBaHHS CKJIAJHOCTI TIKCEIs B IIeWIepax Ta 3aCTOCOBYIOTBCS O
TEKCTYp, ajie MiJ Ha3BOI mipmapping, 110 BUKOPUCTOBYE KOMIi TEKCTYpH, aJe 3

PI3HOIO PO3IILHOIO 3aTHICTIO.
1.2.4. Texture Atlasing

AJsle onTMMI30BaHICTh 311 00’ €KTIB 3aJI€KUTh HE TUIBKU Bl KUIBKOCTI
BEpIIWH, a ¥ BiJ KUIBKOCTI MaTepiaiiB, 110 BUKOPUCTOBYIOThCsA. Hampukian,
SKIIO B CIIEH1 Oy/1€ YOTUPH PI3HUX 00’ €KTH Ta KOXKEH 3 HUX OyJie MaTh OKPEMHUIA
Mmarepiai, To 3a jgomnomoror Frame Debugger 3moxkemo mobaunTu, 1mo Oyje
BukiMkaHo draw call Ha kokeH 3 00’exTiB. Jlns BUpIIIEHHS TaKoi CUTYyarii

3a3BUYail BUKOPUCTOBYIOTh ATinacu TekcTyp (Texture Atlasing).

Texture Atlasing — 1e croci6 j0origno 3rpymyBatd Bci cripaiitu® abo kK
TeKcTypu B oauH (aitn. [Ipu cTBOpeHHI mMojeni B mporpaMax MOJAETIOBAHHS
KOOPJAMHATH 300paXKeHHS MOXYTh OyTH BiOOpa)keHI HE NEBHUX 00 €KTax.

3aBAsSKY LIbOMY MOXJIMBUM € CTBOPEHHS CIIUJIbHOT TEKCTYpH Ta Marepiany B Unity

> Crpaiit - mpoctuii 2D 00’€kT, Ha sKOMYy € rpadidne 300paxenns. B Unity BukopuctoByerhes st Ul,
a0o x 2D nonatkis.
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Ul IeK1IbKoX 00’ €ekTiB. KojkeH 00’€KT MpH BUKOPHUCTAHHI OJHOTO MaTepiary
Oyze cnupaTucs Ha BKa3aHl KOOPAMHATH Ha TEKCTYpl, TUM CaMHM 3MOKEMO
3MEHIIUTHU KUIbKICTh draw call BukiaukiB. MoxeMo MiTH HaBiTh Aaji Ta 3p00UTH
00’€KTH CTaTUYHUMU, 11e 103BoIUTh Unity BUKOpUCTOBYBaTH static-batching, 1o
B CBOIO UepTy LIBU/IIE HIXK ambTepHaTuBa — dynamic-batching, amxe He 3MiHIOE

BepuinHu Ha CPU, anie BUKOPUCTOBY€E OUIbIIIE ITam’ SITi.

Ha npoyKTHBHICTB 3aCTOCYHKY MOY€E BIJTUBATH HaBITh HEBIPHO 3po0JeHa
apxiTekTypa. Aye 3 apXIiTeKTypoOIO CIpaBa HE TIJIbKU B MPOIYKTHUBHOCTI, a il B
MIBUJKOCTI Ta CKJIQJAHOCTI JOJIaBaHHA HOBOTO (PYHKIIIOHAy, MEXaHiK,
CKJIaHIIIOI JOriKM, Tommo. HacnpaBnai maiike HEMOXIIMBO Bipa3y BU3HAUUTH
HEOOXiIHy apXiTeKTypy MPOEKTY, aJKe MPU PO3BUTKY JNOAATKY SKICh YaCTUHHU
MPOCKTY MIHSIOThCA Ta 3’SBISIOTHCS HOBI, 11O HISK HE TOB’S3aH1 31 CTapor
norikoro. Came 11st TOro, o0 Oyia MmeBHA IEKOMIO3UINS KOAY Ha 130J71bOBaHI
omoku B Unity, koxkeH O00’€KT B CIIEHI CKJIQIa€ThCs 3 KOMIIOHEHTIB. 3a
3aMOBYYBAHHSIM J0 KOKHOTO €JIEMEHTY JOJA€ThCcsi KOMIOHEHT Transform, mio
BIJIMOBIZAE 3a TMOJIOXKEHHS, MOBOPOT Ta po3Mip. Y pyinii € 0e3/lid roToBUX
KOMIIOHEHTIB, 10 TO3BOJISIOTh BU3HAYUTU 9H € 00’ €KT KaMepOr0, CBITIIOM, SIKUH
mae mem® tomo. Takox, sKio Haciaigysatd MonoBehaviour, To cTBOpeHMi
CKPUNT MOXJIMBO BHKOPHCTOBYBaTH SIK KOMIIOHEHT. AJle 3 OJIHHUMH
KOMIIOHEHTaMHd HE BHiJe JOCITTH HEoOXigHOI THYYKOCTI KOOy Ta

MPOAYKTUBHOCTI.
1.2.5. DOTS & ECS

Hapasi po3po6uuku Unity oOpanu HampaBieHHS Ha JaTa-Opi€HTOBAaHUI
texHosjoriunuii crek (DOTS)[5]. Lleit nanpsimox OyB oOpaHMl OCKUIBKH
Tpamuuiianii C# He Haikpamia MoBa TPOrpaMyBaHHS 3 TOYKH 30Dy

MPOIYKTUBHOCTI, aJKE HEMOXJMBO KOHTPOJIOBATH, JI€ CaM€ B TIaM SITi

6 . . >
Mem — Habip BepiuH, pedep Ta rpaHe, Mo onUCcyoTh GopMy OaraTorpaHHoro o0’ e€KTa.
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PO3TAIIOBYIOThCS JaHi. Tako, Mpaiodd 3 (QparMeHTOM KOy B SKOMY
KPUTUYHO BaXJIUBUM € CTBOPEHHS MAaKCHMAaJbHO OMNTHUMI30BaHOTO Ta
IPOJYKTUBHOIO KOJAY, CTaHJapTHa O010i0Teka, 110 OpraHi30BaHa HAaBKOJIO
“O0’exTiB B Kymi” Ta “O0’€KTIB, 1110 MAIOTh MTOCUJIAHHS Ha 1HII 00 €KTH’ B3arai
€ 3aiiBoto. Tak camo 3aiiBUM € 30upay CMITTA Ta omepalii BUIUICHHS MaM fTi,
TOOTO 3aMiCTh 3BHKJIMX KJIACiB Kpallle BUKOPUCTOBYBATH CTPYKTYpH. SKIIO 10
IOTO IIIe AOAAaTH AeAKl BaXKJIMBI KOHTEIHepH, Ak NativeArray, TO 3aBISKUA TUM
enemeHTam C# MOBH, 10 3JTAIITUINCS, IIBUAKICTh KOMITUIAIIT Oyjie MaikKe SK B
C++. Unity nasuBae ne “High Performance C#” (HPC#) 1 nns HbOTO OKpemMo
ctBopwin Komminarop Burst. [logo moOyaoBu mpaBUIBHOI apXITEKTYypH,

BukopuctoBytoun HPC# O6yB ctBopenuit mao6ion ECS.

ECS (Entity Component System) — ma6i0H npoekTtyBaHHs “CyTHICTb
Kommonent Cucrema”. B Takomy mraGioHi CyTHICTh — 1€ KOHTEHHEpPH, IO
BUCTYTIAIOTh CXOBHUIIIAMH JIJI KOMITOHEHTIB. B CBOIO Uepry KOMIIOHEHTH — OJIOKU
JaHUX, SIKI BU3HAUYAIOTh BJIACTHBOCTI OYIb-SIKMX ITPOBHX OO €KTIB. A BXe
CHUCTEMH BIJIIIOBIIAOTH 3 JIOTIKY, 1110 00p0o0JIs€e naHi 3 KoHTeHHepiB. OCHOBHOIO
PI3HUIICIO MIXK 3BHYaiiHOIO crcTeMOoro KoMnoHeHTiB Unity Ta ECS € Te, 110 norika
B OCTaHHBOMY Ma€ 000B’s13K0BO OyTH BiaaiaeHa Bi AaHux. [Ipu peanizamii 1iporo
11abJIOHY B TPOCTOMY IIPOEKTI CTBOPUTHLCS HabaraTo O1IbIIIe KOy Ta (haisiB, HIkK
MorJI0 0 OyTH MPU BUKOPUCTAHH] 3BUYAHOT CUCTEMH KOMITOHEHTIB. AJie B Takii

peastizailii € nepesaru, siki MOKyTh OyTH KPUTUIHUMH ISl BETUKUX MPOEKTIB:

e [IpoekT Oyae THYYKMM Ta MaciiTabOBaHUM, MOXKIMBUM OyJie T0/1aBaHHS
Ta 3aMiHa CUCTEM O€3 3aUYeIUICHHS 1HIIHX.

e MoxumBuM OyJe BUKOPUCTAaHHS BXKE CTBOPEHHUX CHCTEM i HOBHUX
€JIEMEHTIB, Ta 1X OE€THAHHS.

o EdexTuBHE BUKOpPHCTaHHA mam ATi. Y Bumaaky 3 MonoBehaviour ta
3BUYAHHOI CHCTeMOI0 KoMmoHeHTIB Unity BimOyBaeThbcsi ayxe Oarato

3BepTaHb A0 QYHKIIH pyIis, 0 3HUKYE TPOAYKTUBHICTB[6].
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o MoOXJIMBICTh BUKOPUCTOBYBATH CTBOPSHHIA KOJI 11032 PYIIiEM, HATIPUKIIA/
Ha cepBepi.

e OCKiTbKM BCI CHUCTEMH IMpAIfOIOTh HE3aJeKHO OJHA BiJ OAHOI, TpH
HEOOX1THOCTI, iX MOXKHA PO3MOJIIUTA MDK MOTOKaMH. AJie € CeHC IIe
BUKOPHCTOBYBATH TUIbKH B Iy’K€ By3bKHX CUTYAIlIsIX, a/DKE CHHXPOH13a1Iis
MOTOKIB MOX€ 3alHATH OlIbllle 4yacy, HDK caMe oOpaxyBaHHS 1 BUHIE

HaBITb ITOBLIbHIIIIE.

J1J1st TOBHOTO BUKOPHUCTAHHS IepeBar OaratosiepHux mpoiecopis B DOTS
Oyna ctBopeHa “Cuctema 3amaa” (Jobs System). Bona nonmomarae po3pooHukam
CTBOpIOBaTH O€3MEYHHI, MBUAKUNA Ta 0araTronoTo4YHUN KoJ. BukopuctanHs
TaKoro KOy MOKe 3a0€3MeYnTH BUCOKY MPOAYKTUBHICTD, & B TO€AHAHHI 3 Burst
KOMITUJISITOPOM, Ja€ MOKPAIEHY SIKICTh TeHepallii IporpaMHoro Koay, o TaKox
MPUBOANTH JO 3HAYHOTO 3MEHINEHHS CHOXXKHUBaHHS Oarapei Ha MOOUTBHHX
npucTtposix [7]. BaxiuBum € Te, 1m0 cucteMa 3anay iHTErpyerbcs 3 CH++
cuctemoro, siky Unity BHUKOPUCTOBY€ BHYTPIIIHBO. 3aBASKU Takid CHiBOpall
BUXOJUTh YHUKHYTH CTBOPEHHS OUIBIIOI KIJTBKOCTI MOTOKIB HIK CaMHX SJIEp Y

POLIECOPi, 1[0 MOKE COPUUYUHUTU CYNIEPEUKY LI0JI0 PECYPCIB.

Unity aktuBHO mpaimoe Haj moBHOIO iHTerpaumiero DOTS, mo creky
MOCTIHHO J0Mar0Thcsl HOBI makeTu. HemomaBHo 3’saBuiack miarpuMka Unity
Physics, Animation, DSPGraph (Hu3bkopiBHEBa 3ByKOBa MiJICUCTEMA), SIKI

MPAITIOI0Th 3 Burst KOMImIATOpOM, TOKPAITYIOYH MPOTYKTHBHICTb.
1.3. TexHoJ10Tii peHIEepPUHTY

[lepeitnemMo 1o Bi3yanbHOI YaCTMHU CTBOPEHHS 3acTOoCyHKy. B Unity €

MOKJIMBICTh BUKOPUCTOBYBATHU Pi3HI TeXHOJIOT1T peHaepenry “Render Pipelines™.

Kuis 2021



16

e Standard Render Pipeline — TexHoOJOTIs peHIEPUHTY 3a 3aMOBUYYBAHHSIM.
Mae Henonmiku B TOPIBHSHHI 3 IHIMUMU TEXHOJOTISIMH, apKe HEMae
HIATPUMKH TaKUX MOTYXHUX peueit sk Shader Graph ta Post-Processing.

e Universal Render Pipeline (URP) — onTumanbHuii BapiaHT AJig 3aXBaTy
MaKCUMaJbHOI K1JIbKOCTI Tuatdopm. Llst TexHosoris 3abe3neuye BUCOKY
NPOJYKTUBHICT Ta Kpamry rpadiky, HIX B CTaHJApPTHOMY pIIIEHI.
BuxopuctoBytoun Ttakuii pengepunr, Unity [103BOJsIE ONTHMI3yBaTH
3aCTOCYHOK TMiJ KOHKpEeTHI miaaTdopMu, BHKOPUCTOBYBATU O1JIblIe
HaJallITyBaHb PEHJIEPEHTY, KOHTPOJIOBATH BUKOPUCTAHHS PECYpCiB.
Taxoxx URP mae miatpumky Post-Processing Ta Shader Graph.

e High Definition Render Pipeline (HDRP) — mnaiikpamuii BuOGip ais
MPOEKTIB ISl HOTYKHUX CUCTEM 3 MIATPUMKOIO MMapajebHUX 00UUCIIEHb.

BiH m03BOJISIE CTBOPIOBATH MaKCUMAJIBHO SKICHI Bi3yaJlbHI €(EKTH.
1.3.1. Shader Graph

B xoxnoi nomanoi mo Unity momeni mae OyTu meBHuiM Martepian. Bin
BifmoBizae 3a Te, sk came Oyze BimoOpaxaTucs Moaels. B cBoro uepry melinep’
OMHCY€E CMocid BUYMCICHHS TOTO, SIK caMe BUTIIsAae Marepian mozeni. B Unity
npucyTHi Standard Shaders, nanpuknan Lit, sikuit 06po0isie OCBITICHHS CIICHH,
Unlit — He pearye Ha OCBITJICHHS, CHEIllabHI MIEHIepH, 0 ONTUMI30BaH1 JJIs
BUKOPHCTAHHS Ha MOOUIBHUX JIeBaiicax, TOMIO. AJie IHKOJH IIbOTO HE JOCTaTHBO
13’ SIBJISIETHCSI HEOOX1THICTh CTBOPEHHSI BIACHOTO epeKTy. PaHimie 1j1st CTBOpeHHS
BJIACHUX  IeiAepiB  HEoOXigHO OyJao0 BHUKOPUCTOBYBAaTU TakKi  MOBH
nporpamyBanus, sk HLSL a6o Cg, a ockinbku Unity mparroe Haj 3HUKCHHSIM
Opory BXOJKEeHHs, BOHU cTBOpuiau Shader Graph. Bin no3Bossie cripocTuTH
HANMCAHHS IIEHAepiB, aKe 3aBISKU 1[I TEXHOJOTii, BOHH CTBOPIOIOTHCS Y

Bi3yallbHOMY 1HTep(elici 3 BAKOPUCTAHHSIM HOJ Ta CTBOPEHHSM Tpady.

7 [etinep - HEBeNMKa Mporpama, mo Mae iHeTpykmii s GPU.

Kuis 2021



17
1.3.2. Post-processing

[TocTtoOpoOka (Post-processing) — 1€ mporecc HaKIAACHHS TEBHUX
¢utbTpiB Ta edekrTiB Ha Oydep xkamepu. L1 edexTn 3aramom HampapieHl Ha
MOKpAIIeHHsSI Bi3yalbHOI SKOCTI 300pa)k€HHs Ta HE MOTpeOyloTh HABHKIB

nporpamyBaHHs [7].

B uinomy B Unity O0yB cTBopeHuit “Ctexk mocToOpoOKu”, 110 TpUMaEe B co01
MOBHUI Hallp BCIX MOXJIMBHUX Bi3yanbHUX e(dekTiB. Take rpymyBaHHS € SIK 1
ONTUMI30BaHUM, aJDKE€ MIATPUMYETHCS MOETHAHHS IESKUX €(EeKTIB 3a OJUH
MPOXiJI, TaK 1 3pyYHHUM JIJI1 BUKOPUCTAHHS, 00 BC1 €PEKTH 3HAXOIATHCS B OJTHOMY

rpadiuHoMy 1HTEpdEici.
Hwxue HaBeneH1 neski 3 €peKTiB :

° Ambient Occlusion — B pexxumi peaibHOTO Yacy 3aTEMHIOE OTBOPH,
nepexpecTts, CKIaJKH Ta MOBEPXHI, [0 3HAXOATHCS OJM3bKO OJUH 10 OIHOTO.
Bin € HeoOXxigHUM, 1100 AOCATTH OUIBIIOI PEATICTUYHOCTI, aJ)Ke B pealbHOMY
’KUTTI TaKl 30HU NEPEKPUBAIOTh HABKOJUIIIHE CBITIO. AJie Takuil €(eKT € T0BOJI
pecypco3aTpaTHHUM.

° Auto Exposure — 3[aTHICTh peaiCTHYHO MPUCTOCOBYBATUCS IO
PI3HUX PIBHIB TEMPSIBU Ta CBITJA.

° Bloom — edekt Ha kaMepax, SKuUW BIATBOPIOE CMYTH CBITJIA, 110
MPOCTATAIOTHCS BIJ MEXK SICKPaBUX TUISTHOK 300paKeHHSI.

° Chromatic Aberration — BHUKPHUBJICHHS 300pa)K€HHS, 3yMOBIICHE
JUCIIEPCIEI0 CBITIa B JiH3aX. Takui edeKT Bene 10 3HUKEHHS YITKOCTI
300pa)KeHHS 1 10 MOSBU KOJIHOPOBHUX KOHTYPIB, CMYT, IIJISIM.

° Color Adjustments — mpoiiec 3MIHH KOJBOPY Ta SCKPaBOCTI

300pakKeHHs.
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° Depth of Field — edexr, mio imiTye HOKyCHI BIaCTUBOCTI 00’ €KTUBA
kamepu. O0’€KTH, IO pO3TANIOBaH1 OJMXKYe a00 K Jaii, HIX BKa3aHa rIHOWHA,
OyyTh po3(poKycoBaHi.

° Tonemapping — mporiec BigoOpakKeHHs KOJbOPOBUX 3HAYEHBb BiJ
Brucokoro (HDR) no au3bkoro auHamignoro aianazony (LDR). Ile o3nauae, mo
16-61TOB1 3HAYEHHSI KOJLOPY 3 IUIABAIOYOI0 KPaIKow OyayTh 3iCTaBiieH] 3 8-

OITHUM 3HAUYEHHSM.

Unity mOCTIHHO TIpaIffoe HaJl ONMTUMI3AIIEI0 Ta CTBOPIOE HOBI iHTEpdeicH
it poOOTH 3 TMOCTOOPOOKOIO, HANPHUKIAA KOMIIOHEHT 3 1HTepdercoM

MOCTOOPOOKH JIJIs1 KaMepH, KOMIOHEHT AJIsl BiJTa/IKH, TOLIO.
1.4. Houdini Engine.

Houdini — 11e npoaBuHyTa Iporpama it o0y 10Bu 311 MOJIeNIEH, aHIMAaIliH,
edekTiB, cumymsmiid Tomo. OcobmuicTio Houdini € Te, mo BOHa MOBHICTIO
0asyeTbcs Ha mpouenypHiid mooynosi [9]. ToOTo po3poOHMK Tepenae TEeBHI
nmapamMeTpy Ta TpaBHJIa IPOrpami, MOTIM BOHA CTBOPIOE JIEIIO, 0a3ylOuuch Ha
OOMEKEHHSX Ta BKa3zaHuMX jgaHux. L[ manl MoO’KHA JIETKO 3MIHIOBATH, IIIO
€KOHOMHTH JIy’Ke 0araTo 4acy Ta pecypciB. 3BICHO Xk, KOJIM MOJielib a00 edeKT
CTBOPIOETHCSL JIIOJMHOK BpPYYHY, TO TMPHUCYTHIM OUIBIIUI KOHTPOJb HAaJ
TBOPYMMH KOMIIOHEHTaMH, OJHAK MpPOIEAYpPHE CTBOPEHHS € HE3aMiHHUM IS
BUKOHAHHS OUTHIN MEXaHIYHHMX 3a]1a4 Ta €KOHOMIi 4acy, HalpPUKJIaj] CTBOPEHHS
peaniCTUYHHUX OY/iBEIb, AEPEB, TOPIT TOIIO.

B Houdini BUKOpHCTOBYIOTHCS HOAM 3 MIEBHOIO JIOT1KOIO, 1110 MOETHYOThCS
MK c00010 yTBOpIOOuUW rpad. 3aBAsKkud Takiil CUCTEMI MOXJIHMBO 3MIHIOBATU
npaBuUiia, IMapaMeTpu 1 BiApa3dy OTpUMaATH pe3yJsbrar, 0e3 HeoO0X1THOCTI
CTBOpEHHS HOBOTO Tpady. B cTBOpeHHMX MpOTOTHIAX MOXKIMBO IMEPepoOOUTH
TIIBKA KOHKPETHI YacTUHH, II0 HE CHOA00ainch, a HE BHUTpAayaTH 4Yac Ha

nepepoOsieHHs Bci€i cucteMu. Takok MPUCYTHS MOXIJIMBICTH 3allaKOBYBaHHS
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CTBOpPEHUX rpadiB y BIACHMM IHCTPYMEHT 3 1HTepdercoM, I TMOAAIbIIOr0
BukopuctanHda, B Houdini e nazuBaetnscs “digital asset”.

Ockinbku Houdini Bce Oimblnie 1 OUIbIIe BUKOPHUCTOBYETHCSI B CTBOPEHHI
irop, juis HaunonysspHimux pymiie Unity Ta Unreal crBopunu Houdini Engine.
Ile my>xe MOTy>KHUU TUIAriH, IO 03BOJIsIE TIUMOOKY iHTerpaniro Houdini Ta ii
nporeAypHUM poOOUNid MpoIec B IrpOBUN pymnii. 3aBISKU HbOMY MOXJIMBO
CTBOPIOBATH MPOJIYKT Ta ojpa3dy OauyuTH pe3yibTaT B CaMOMy pyIlii, e €
MO>KJIMBICTh 3MIHIOBATH MOTO 332 BKa3aHUMH MapaMeTPaAMHU.

HemronaBHo 1€t miarid craB 0€3KOIITOBHUM JJIsi BAKOPUCTAHHS, TOX 1€,

HANEBHE, HAWUKPAILAN Yac JJIsI MOTO BUBUEHHS Ta BUKOPUCTAHHS.

BucHoBok

OTKe, MM TIOTOBOPWMJIM TIPO JCSAKI TOHKOIII CTBOPEHHS JOJATKY
BukopuctoBytoun Unity. Po3risHynu, Ha 1o HEoOXiIHO 3BepTaTH yBary IJis
onTUMI3allli MiJ 4ac CTBOPEHHs JOJATKy, Ta SIKi caMme ICHYIOTh MIJXOAH IS
1p0ro. BusHaumnu, siki TEXHOJOTII pEeHAEPEeHTY MPHUCYTHI Ta SKi MOJIMBOCTI
HajaThcs npu BukopuctanHi URP a6o x HDRP. I pocnmigunu HaiiHOBIiII

TEXHOJIOTIi 111 CTBOpeHHsI e(eKTiB Ta 31, BUkopuctoBytroun Houdini.
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PO3/IL 2. OBPAHI TEXHOJIOTI'II

JJ1st IeMOHCTpaIIii OMMCaHUX TEXHOJIOTIN Ta MaTepiaiy B I poOoTi, OyI0
obpano mpocty endless-running rpy. HalBigomimum MpUKIaJIOM Takoi TpU €
Subway Surfer. Xo4a cama rpa € TOCHTb IIPOCTOIO, Yepe3 Te, 0 CIpSIMOBaHa Ha
cma0Ki neBaiic, BOHa BUMArae peTesIbHOT ONMTUMI3AIlii, TOX TapHO MIXOIUTh TS

JIEMOHCTpaIllli ONMUCAHUX BHUIIE TEXHOJIOTIH.

2.1. Buxopucranus Object Pool

OCHOBHOIO CKJIAJIHICTIO MIPH CTBOPEHHI TaKO1 I'PH € MiJABAHTAXKEHHS PIBHSA
npu mpocyBanHi. [lo-miepie, HEOOXiTHO OOOB’S3KOBO BHAAIATH PECYPCH, IO
B)KE€ HE BUKOPHUCTOBYIOThCSI, a0M HE BUHHK BHUTIK pecypciB. [lo-npyre, cTBOpeHHs
BEJIMKO1 KIJILKOCTI HOBUX 00’ €KTIB Oyjle CHJIbHO BIUIMBATU HA MPOJYKTHUBHICTb.
Otxe, 171€aTbHUM BapiaHTOM IS pealtizallli Takoi MEXaHIKM € BUKOPHUCTAHHS
Object Pool. 3amicTs TOro, MO0 CTBOPIOBATH Ta 3HUIILYBATH 00 €KTU MOB3 SKi
KOPUCTYBau MpoOIr, MK MPOCTO OyJIeMO CTBOPIOBATH HEOOXITHY KIJIbKICTh B
caMOMy MOYaTKy Ta TOMIYATH SIK TOTOBI JI0 MOJAJBIIOTO BUKOPUCTAHHS, KOJU

00’€KT BXkKe He MOTPiOeH.

2.2. Bukopucranus Scriptable Object

Hactynmaum nuTaHHsIM € CTBOPEHHSI BUTY HABKOJIHMIITHBOTO CEPEIOBUINA Ta
no3uiiii nepemkos. [lo0 HagaTh yHIKaJIBHICTh KOXHIN T'pi, piBEHb MOBUHEH
MpOIEyPHO  CTBOPIOBATHCS ~ BUIMAAKOBMM  YMHOM.  HacmpaBmi 11
TICEBIIOBUITAIKOBICTh, aJKE BUIAJKOBUM YWHOM Oye Ba)XKO KOHTPOJIOBATU
SKICTh PIBHS Ta T€, 10 MEPEITKOIM B3arajii MOXKIMBO neperTu. OTxe, He0OX1JHO
CTBOPUTH T€BHI IMAa0JOHM, B SKUX BHU3HAUYEHO TMO3ULII MEPEUIKO,
HaBKOJIMIITHROTO CEPEOBHINA, JOPOTH Ta MOHET IJisi 30upanHs. i 3py4HOTO
CTBOpPEHHS Ta 30€piraHHs MaHUX MPO TakKi IIa0JOHH, HEOOXITHO CTBOPUTH

ScriptableObject.
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ScriptableObject — koHTelHEp TaHUX, SKUA MOKHA BUKOPUCTOBYBATH JIJIS

30epekeHHs BEIUKUX 00CATIB JaHUX, HE3AJIEeKHO BiJ eK3eMIuApiB kiacy[10].

2.3. Shader Graph Ta Post-Processing

[I{omo rpadiuHOi YaCTHHU 3aCTOCYHKY, TO B IIJIAX ONTUMI3aIlli, HEOOX1THO
mo30yTHCS WHAMIYHOTO OCBITJICHHS Ta TiHeW. Jlnms miaTpumku OUTBIION
KUIBKOCTI ClaOKux JeBaiciB, Oyna oOpaHa OuUIbII MiHIMAJIICTUYHA Ta
MYJIbTUILTIKAIIiHA Tpadika, TOXK Taki pedl sk TIHb Ta JUHAMIYHE OCBITJICHHS, HE
notpiObHi. Takox morpiben Oyne mieinep nns cTBopeHHS MatepiaiiB 3 AO
KapTolo, sika Oy/ie iIMITyBaTH OCBITJICHHS 0€3 3aiBOr0 BUKOPUCTAHHS PECYPCIB.

PiBens Oyzie cTBOpIOBATHCS MPOIETYPHO, TOOTO Oye BUIHO, IO CIIEPEILy
3 SIBJSIIOTBCS HOBI 00’ €KTH, TOMY HEOOXIJTHUM € TaKOX CTBOPCHHS IICHaepy
TyMaHy, KUl OyJ/ie MPUXOBYBATH SIK 30MPAETHCS PIBEHb.

Jlnig uux aBoX meizaepiB Oyae mpoJAeMOHCTpoBaHe BUKopucTaHHs Shader
Graph. ToOto HeoOximHo BcranoButd URP, amxe Tak MOXiauBO Oyje
BUKOPDHCTOBYBAaTH  BHILE3rajaHy TexHosoriro. Pasom 3 1um  Oyze
HiATPUMYBATUCS MaKCUMaJIbHA KIJIBKICTh TIAT(OPM, 110 € TOJIOBHOIO ITIJLTIO.

Takoxx Mokemo BuKopuctatu Post-Processing myist H1OCSTHEHHS Kpalioi
aKocTi. A came, HEOOXimHO Oyne 30UTBIIUTA HACHYCHICTh Ta BCTAHOBUTHU
HU3BKHUM TUHAMIYHUHN Jlana3oH, 1100 3abe3neuntu §8-01TOBE 3HAUEHHS KOJIbOPY

B BUX1JHOMY 300pa’keHi.

2.4. Houdini Engine.

B upomy mpoekti € cenc Bukopuctatd Houdini Ta Houdini Engine s
MpoIIeIypHOi TOOYI0BH HABKOJMIITHLOTO cepefoBuina. Js nemoncTpariii Oyio
obpana mooyoBa nepeB. HeoOXiaHICTh B reHepallii JepeB BUHUKAE JTyKe YacTo
1 ToMy 11 J0BOJIi 3aTpeOyBaHa Tema. MojemoBaHHS JIEpeB BPY4YHY 3aiimae
O0arato 4acy, TOX CTBOPEHHS aceTy il MoOyJOBH MPOILEIyPHHX ICPEB €

HE3aMIHHMM. 3 M€ 33/1a4€i0 4y/10BO BiopaeTbest Houdini.

Kuis 2021



22

BucHoBok

Otxe, Oyno obpano Tpy B kaHpi endless-runner Ta oOpaHi HacCTyIHI
TEXHOJIOT11 I BUKOPUCTAHHS:
e Object Pool — qy1s onTrM130BaHOTO BUKOPUCTAHHS PECYPCIB;
e ScriptableObject — nyist 30epiranHs JaHUX PO MIa0I0HU;
e Shader Graph — 151 cTBOpeHHs eeKTy TyMaHy;
e Post-Processing — nist JOCATHEHHSI KpalIoi SKOCTI 300paXeHHS.

e Houdini Engine — ayis mBuKoi Ta 3py4HOi TOOYI0BU JIE€PEB.
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PO3I1J1 3. CTBOPEHHS I'PU B UNITY

3.1. CTBOpeHHSA NPOEKTY.

OTtxe, mepeiiiemMo Ge3mocepeHbO M0 caMoro CTBOpeHHs Tpu. Ilepm 3a
Bce, HE0OX1/THO 00paTH Bepciro camoi Unity. B3arasi mponoHy€eThes IBa BapiaHTH

BepCiil :

e LTS (Long Term Support) — Taki Bepcii 3abe3neuyroTh Kpalry
CTaOLIBHICTh Ta Oy Iy Th MiATPUMYBATUCS 2 POKH MICIIsi CBOTO BUXOY.
e Tech Stream — mna Bimmiay Bim LTS Bepciii, HagaroTh IOCTyI [0

HAWHOBIIINX TEXHOJIOTIM.

Jlani mpu CTBOpPEHHI HOBOTO MPOEKTY B 0OpaHiil Bepcii € MOXIUBICTb
obpatu mabjaoH mpoekTy (300p. 1), BIH BiApasy BHUCTAaBUTh BIJMOBIIHI

HaJIalITYBAHHA Ha OCHOBI HafIKpaIHI/IX IMPAaKTHUK.

N | & HEA

Universal Render
Pipeline

3obpascenns 1.

[labnoHM  NPUCKOPIOIOTH  MPOLEC  MIATOTOBKM  TPOEKTy  Ta
BUKOPHUCTOBYIOTH JI€SIK1 BaXKJIUBI IIJIAT1HU, [0 HE BKJIFOUEHI Y TOYAaTKOBUM MPOEKT

3d 3dMOBYYBAHHM.
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3.2. CTBOpEeHHs irpoBOI JIOTIKH.

JIist onmTuMi30BaHO1 peanmizaliii miaBaHTaXEHHS PIBHSA, BUKOPHUCTOBYEMO
Object Pool. Ockinibku ogHOYACHO OyAYyTh CTBOPIOBATHCS PI3HI 3a JIOTIKOKO
00’€KTH, MOXKEMO CTBOpUTH Oa30BHil Ki1ac SpawnableObjectPool. Bin 6yne matu
METO/IH JJIs 3aTIOBHEHHS TyJTy 00’ €KTIB, 3HUIIEHHS MTyJTy Ta OTPUMAHHS 00’ €KTY.

bazoBwii knac myny 00’ekTiB Oy/ie BUTJIsaTH MPUOIU3HO TaK :

wnableObjectPool

[SerializeField] Queue<SpawnableObject> pool;

SpawnPool (Transform parent) {

DespawnPool () {

awnableObject GetObject () {

Takox, HEOOX1THO CTBOPUTH BIANOBIMHUN Kiac SpawnableObject, o i
OyzZie CTBOpIOBATHCS Ta BUKOPHCTOBYBATHCS MyJoOM. BiH MOXe MaTH JeKijbKa
iBenTiB®, sKki OyayTh TOBOPUTH MpO Te, IO 00’€KT OyB MNOKa3aHWil abo
NPUXOBAHHWMA, METOAM, SIKI BIIACHE MOKA3ylOTh Ta MPHUXOBYIOTh 00’€kT. s
O1TBIIIOT BaplaTUBHOCTI, MOKEMO JIOJATH CHHCOK PI3HWUX 30BHINIHIX BUTJISIIB

KOHKPETHOT'O 00’€exTa Ta METOO OJId O6paHH$I CTHJIFO BUITAAKOBHM YHMHOM.

8 . . .
IBeHT - meBHE MTOB1AOMIICHHS Ipo 1€, 10 Bl,Z[6yHOCL JCAKa IIOa1s.
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SpawnableObject : MonoBehav

ion onShown;

ion onHidden;

wnableObjectVariant> variants;

SetRandomVariant () {

Jl1s1 30epiraHHs Ta BAKOPUCTAHHS IA0JIOHIB 3 00’ €KTaMH HaABKOJHUIITHBOTO
cepeioBuIla, CTBOproeMo BiamoBigHuii ScriptableObject. B HboMy mnoBHHHI
30epiraTucs JaHi PO TO3UIlli, TOBOPOT Ta THM 00’ €KTIB, MO0 MOTIM MO IUM
JTAHUM MO>KJIMBO OYyJIO CTBOPUTH piBeHb. B HalloMy BUIAIKy 30epiraroThCs AaH1
PO MOHETH; MEPEIIKOIH, a caMe 0ap’epy, MAIIMHA Ta aBTOOYCH; OPOTH Ta

HABKOJIMIITHE CEPEIOBUIIE, TOOTO Oy/IiBIII Ta JepeBa.

[Creat etMenu (fileName = "LevelPieceTemplate", menuName =

"Template cvelPieceTemplate", order = 1)]

21PieceTemplate

List<RoadPosition> roadPositions;

List<ObstaclePosition> obstaclePositions;

List<EarnablePosition> earnablePositions;
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List<EnvironmentPosition> environmentPositions;

I nnst Toro, mo6 OyJ10 3pydHO CTBOPIOBATH HOBI MIAOJOHM Ta 3MIHIOBATH
ctapi, OyJ0 CTBOPEHO OKpeMuil i1HTepdeiic B penakTopi, SKUi BIAMOBIAAE 3a 1€
(300p. 2). B HpOMYy € MOXIMBICTH BCTAaHOBUTH LUISIX 30epekeHHs Gairy
ma6ony, 30epertu (aiis ado k 3aBaHTaXUTH 30€pEKEHUH 1a0JIOH.

Templates save path: E:/Projects/own/runner-game/Assets/Resources/templates/3Line

)

Game Process Manager None (Game Process Manager) ®

S

)

Target Object < None (Game Object) ®

Set Templates Save Path Save Template

LoadTemplate

3obpascenns 2.

3.3. CTBopeHHsI rpadiyHOI YACTHHH

[Tepur 3a Bce, HEOOX1AHO 3poOUTH MaTepial, 1o OyAe BUKOPUCTOBYBATH SIK
3BUYAliHy TEKCTypy, Tak i kapry Ambient Occlusion’, 60 Unlit martepian 3a
3amoBuyBaHHsIM AQO kaptu He Mae. Ockinbku AO KapTa 1€ MpocTo YOpHO-OiIe
300pakeHHsI, B IKOMY OUIMMH € CBITJII YaCTHHU, & YOPHUMH — TeMHI. Takuii
mieiiep ayXe JIETKO CTBOPUTH, MOCTaTHBO MPOCTO TMEPEMHOKHUTH TEKCTYPY
camoro o6’exty Ha Horo AO kapty. B Shader Graph me mosxnHa 3pobutn 3a

nomomMororo Hoau “Multiply” (300p. 3). Takox TaM g01aHUH KOJIp, IO TaK CAMO

9 . . . . .
Kapra Ambient Occlusion (AO) — okpema TeKCTypa, SKa MiCTUTb JaHi PO OCBITICHHS.
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MHOXXHUTBCSI Ha TOJOBHY TEKCTYpYy Il TOro, 100 Oyjia MOMJIHMBICTh 3MIHUTH

3araJbHUN KOJip a00 XK BUKOPUCTOBYBATHU TUIBKH KOJIIp 0€3 caMOi TEKCTYpH.

® Color(4) ©

* Albedo(T2) ©

uo -~ -«

Default

Tangent ~

Sample Texture 2D

Default

Tangent v

v

3o6pasicenns 3.

o6 cTBOpUTH e(eKT TymMaHy MOTPIOHO BHUKOPUCTOBYBaTH  ‘“‘Scene
Depth”. Bona mnokasye gk janexko 00’€KTH pO3TalllOBaHI BIIHOCHO KaMEpH.
HactynHuM notpiOHO B3sTH TIMOUHY caMOoro 00’ €KTy TyMaHy, ISl IbOTO MOXKHA
BUKOpUCTATH HOAY ‘“‘Screen Position” Ta BCTaHOBUTH peXuUM Raw, ajke came
BiH JicTae TIMOUHY 00’ekTa. Jlami moTpiOHO BiIHATH JiBa 3HAYEHHS TJIMOWHH,
00 OTPUMATH PI3HUITIO B TIIMOWHI MK TIOBEPXHEIO 00’ €KTa Ta B1ICTaHb 00’ €KTa
10 kaMmepu. UuM nasi po3TamioBaHi Il ABa 3HAYCHHS TJIMOWHU, TUM O1IBIITUM
Oyze BHUXIHE 3HAUEHHS, CTBOPIOIOYM e(deKT TymaHy. Takox MOXEeMO J0AaTd
MEBHY MIUIbHICTh TYMaHy MPOCTO MOMHOKUBIIKA Ha TEBHE YHCJIO, aje MiCIs
[ILOTO BapTO MOMICTUTH OTPUMAHMM PE3yNbTaT y HOAY Saturate, 11100 3HAUEHHS
Oyno B mexax Big 0 mo 1, ajke SKIIO BUKOPUCTOBYBATH 3HAUCHHSA Oljbiue 1, TO
MOXKYTh 3’SIBUTHCS sickpaBi apTedaktd. OTpuMaHHi pe3yJbTaT HEOOX1JTHO

BUBECTH y anb(a kaHai (300p. 4).
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Vertex

3o6pasicenns 4.

HaoctaHok, BapTO 3a3HAYMTH, IO ISl TOKPAIIEHHS 30BHIIIHHOTO BUIY
J0JIaTKy, BUKOPUCTOBYBaJach MocTtoopodka, a came edekt “Tonemapping”, Ta

“Color Adjustments” it HaMaIITYBaHHA HACUYEHOCTI Ta KOJIBOPY.

3.4. Bukopucranuss Houdini Engine.

[Tepetinemo mo moOymoBu nepeB BukopuctoBytoun Houdini Ta Houdini
Engine. [Tepm 3a Bce, HEOOXITHO CTBOPUTH CTOBOYp nepena. [Liist 11oro MoxKHa
BUKOpHUCTaTH HOoMy “Line”, B HIM MOXXEMO MOIUIMTH JIIHII0O HAa CErMEHTU Ta
BKa3aTH iX Kuibkictb. Jlami Bukopuctatu “Attribute  Randomizer” mans
BUIIAJKOBOTO HAIPABJICHHS HOPMAaJe KOXHOI 3 BEpIIHH JIiHIl 1 32 JT0TIOMOTOIO
HOAM “Mountain” 3MIHUTH BUKPHUBIICHHS JIiH11, BIMIOBIIHO 0 HOpMasiel. Takox
3a momomororo MoBu mporpamyBanHs B Houdini — VEX, moxna 3po0Outn
NIEBHUH IPaJIi€HT, yepe3 SKUi 0y/1e KOHTPOIIOBATUCS Bara HOpMaJiek BiAMOBITHO
710 BEPIIUHU — 1€ POOUTHCA, 00 TOCITTH €EeKTy, 0 YUM BHILE BEPIINHA, TUM
CUJIbHIIIE BOHA Oyne BuKpuBIeHa (300p. 5). TyT BUKOpUCTOBYEThCS 3MiHA (@N,

sSgKa BiI[HOBiILaE 34 HOpMaJib BEPUIWHEI.

f@gradient = (float)@ptnum/ (float) (@numpt - 1);

@N *= chramp("NoiseFalloff", @gradient);

3obpasicenns 5.

I maocranok, Tpeba Bukopuctatu “Sweep” HoOAy, Ui HaJaHHS 00’ eMy

niHil. HuHimHINA pe3yapTaT moka3aHo Ha 300pakeHH] 6.

Kuis 2021



29

attribwranglel

e
| = SO
‘“““:“

3o6pasicenns 6.

HacTynHuM € CTBOpEHHS T'JIOK 3 TOJIOBHOTO CTOBITY. 3a JIOTIOMOTOI0 HOJIU
“Carve” Ta panillle CTBOPEHO] JIiHIT CTOBITYy JIepeBa MOXKIJIMBO BCTAHOBUTHU 30HY
Ha K1 OyayTh 3’ BIATHCS TUIKK. [ToTiM, BUKOpHUCTOBYI0UHM “Resample” ninmumo
JIHIFO Ha HEOOXIJHY KUIBKICTh TIJOK, TYT TaKOXX MOXXHa J0JaTH JAESKY
BUIIAQJIKOBICTh y PO3TAlllyBaHHI TUIOK 3a nomoMoror Hoau “Scatter”. 1106
HaIpaBJICHHS TUIOK BIAPI3HAIOCS, ajie OyJIO piBHOMIPHUM, MOXKE€MO CTBOPHUTH
Hony 3 BimmoBigHMM VEX komom (300p. 7). TyT 3HOBY CTBOPIOETHCS MEBHUMN
IpajieHT, IO JIOTIOMO’KE KOHTPOJIOBATH HAIIpPaBJICHHS TUIOK Mo Bici y. [ami
BUKOPUCTOBYEThCA  TapaMmeTp rotationAmount, 1o Oyae 3MiHIOBaTH
3aKpy4eHICTh cmipaii. BukopucroByroun MareMaTW4Hi omeparii sin Ta cos,

3HAXOJIUMO HAIMPABJICHHS 10K IO BICSM X Ta Z BIAMOBITHO.
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.f@gradient = (float)@ptnum/ (float) (@numpt - 1);

//Y normal
f@yPos = chramp("YPos", @gradient);

//x and z normals

float rotationAmount = chf("RotationAmount');
float xPos = sin(@gradient * rotationAmount);
float zPos = cos(@gradient * rotationAmount);

@N.x xPos;
@N.z zPos;
@N.y = @yPos;

@N = normalize(@N);
@pscale = chramp("GlobalBranchSize",@gradient);

3o6pascenna 7.

Tenep BukopucroByroun Ojsok “Foreach”, Tpeba mpoMTHCh MO KOXHiH
BepUIMHI Ta noOyayBatu ruiky. Cama ¢opma riiku 0yne CTBOPIOBATHCS TaKUM
CaMHM YHMHOM, SIK CTBOPIOBABCS CTOBI (300p. 6), ane 3a BKa3aHUM HOPMAJLTIO

HarnpapjieHHsIM. MaeMo pe3yibTat (300paxeHHs 8.) :

attribdeletel

m‘ branch 1al_directions
°

L
foreach_beginl

| { mountain2 r

L
attribdelete2
L

e e
\"m'l‘ copytopointsl
—

mj branch_droop

3o6pasicenns 8.
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I Tenep notpibHO cTBOpUTH cami KyIli. OCKIJIbKY HAaMpaBlIeHHs rpadiku
OyJ0 B3ATE MIHIMAJIICTUYHE, HEMA€ CEHCY YCKIIATHIOBATH 3a/ady Ta poOUTH
okpemi JUCTKH. OTXe, MOXKHA MPOCTO BUKOPUCTATU MOKJIIUBICTb CTBOPEHHS
MPUMITUBHUX (Iryp Ta CTBOPUTH HA KOXKHY TUIKY cdepy, MICIAs YOro
nedopMyBaTH ii, BUKOPUCTOBYIOUH 3rafiaHy padinry Hoay “Mountain”. Temep
JIOCTaTHbO TUIBKKM TIOCTaBUTH IIOBOPOT BIAMOBIIHMM JO TIIKKM 1 MaeMo
MIPOIIETyPHO CTBOPEHE JIepeBo (300p. 9).

Haocranok BapTo 1mie mepeTBOpuTH BCi cpepu KyLliB B OAWH MEII Ta
3MEHIIUTH KUIBKICTh MOJMIroHIB. Lle MOXIJIHMBO 3pOOUTH, BUKOPHUCTOBYIOUU
¢ynkuionan VDB, nepetsopuBum Bce y Bokcens 0. [l mporo B Houdini icaye
“VDB From Polygon” Ta “Poly Reduce”. I Tenep MaemMo 10CUTh ONTUMI30BaHE
nepeBo, roroBe 1o BukopuctanHs (300p. 10). B Houdini € moxiauBicTh
BCTAHOBUTH OyAb-AKI MapaMeTpu 3 HOJ ISl HAJAINTYBAaHHS y 3allaKOBAHOMY

aceti. BukopucroBytoun Houdini Engine, MoxkxeM0O nepeHecTH CTBOPEHH aceT

1o Unity Ta 3MiHIOBaTH MOTO MO 3a3HAYEHUM HapaMeTpam.

300paxenHst 9. 3o6paxenns 10.

10 . .
Boxkcenb - aHaJIOT MiKCeNIs I TPHBUMIPHOTO IPOCTOPY.
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BucHoBok

OTxe, B mpakTU4HIN YacTuHI OyJ0 HABEJAECHO NPUKIIAJ 3aCTOCYBAHHS
TEXHOJIOT1H, 3raJlaHuX Ta ONMCAaHUX B TEOPEeTUUHii. B pe3ynbTati Oysio cTBOpEeHO
MOOUTBHY Tpy B kaHpi endless-runner. J[yis onTtumizoBaHOi TeHeparlii piBHS
BukopuctoByBaBcsa Object Pool. Bynu cTBopeni martepianu Ta mieinepu Ais
TyMaHy Ta 1HIKUX 00’€kTiB. Takoxx OyJIO MPOJAEMOHCTPOBaHE BUKOPUCTAHHS

Houdini Ta Houdini Engine nyst cTBOpeHHSs epes.
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BUCHOBKH

Omxe, B maHiil KypcoBiii po6oTi Oyno AeTaJbHO BHBUEHO Ta OMHCAHO
cTtBopeHHs rpu B pymrii Unity. Hacammnepen, yBara Oyia nmpuijeHa onTumMizarii
3aCTOCYHKY Ta CTBOPEHHIO MYJIbTHILTIKAIIIHHOTO CTUITIO. Takosk OyJiu po3TsHyTi
Ta BUKOPHCTaHI Taki cydacHi TexHojorii, sk Shader Graph, Post-Processing ta
Houdini Engine. J[lnga mnokpaliieHHs NTPOJYKTUBHOCTI CTBOPEHHS PIBHS
BukopuctoByBascs Object Pool. 3a nomomororo ShaderGraph, 6yso po3pobieHo
meiaep TymaHy, SIKHM MPUXOBYE TosiBy HOBUX 00’ekTiB. Houdini Ta Houdini
Engine BuKOpUCTaHO AJIsi IPOIEAYPHOTO CTBOPEHHs AepeB. B pe3ynbraTi Oyna
po3pobieHa Tpa B jkaHpi endless-runner, sika JAEMOHCTPYE BCi BHINE3TaJaHI

TEXHOJIOTI]I.

Kuis 2021



34
CIIMCOK BUKOPUCTAHUX JIZKEPEJI

. “IIporpamyBanns vHa C# B Unity mayis movarkiBiiB”, Unity
[EnexTponHuii pecypc] URL:

https://unity3d.com/ru/learning-c-sharp-in-unity-for-beginners

. “Mynprunnardopmenicts B Unity”, Unity
[EnexTponnuii pecypc] URL:
https://unity.com/ru/features/multiplatform

. David Larsson, Autodesk Inc. Pre-computing Lightning in Games, 2010.
[EnexTponHuii pecypc] URL:
https://cgg.mff.cuni.cz/~jaroslav/gicourse2010/giai2010-06-

david_larsson-slides.pdf
David Luebke, Level of Detail for 3D Graphics, 2003.

[Enextponnuii pecypc] URL:
http://index-of.co.uk/Game-
Development/Programming/Level%2001%20Detail%201or%203D%20Gr

aphics.pdf
. Lucas Meijer, On DOTS: C++ & C#, 2019

[Enextponnuii pecypc] URL:
https://blogs.unity3d.com/ru/2019/02/26/on-dots-c-c¢/
. “10 000 BuxmukiB Update ()”, Valentin Seminov, 2015

[Enextponnuii pecypc] URL:
https://blogs.unity3d.com/ru/2015/12/23/1k-update-calls/

. C# Job System Overview, Unity
[EnexTponHuii pecypc] URL:
https://docs.unity3d.com/2019.3/Documentation/Manual/JobSystemOver

view.html
. “Turn on gorgeous effects with the Post-Processing Stack”, Unity, 2019
[Enextponnuii pecypc] URL:

Kuis 2021



https://unity3d.com/how-to/set-up-post-processing-stack

9. “Introduction to Houdini”, SideFX
[EnexTponHuii pecypc] URL:
https://www.sidefx.com/docs/houdini/basics/intro.html

10.“ScriptableObject”, Unity

[EnexTponnuii pecypc] URL:

https://docs.unity3d.com/Manual/class-ScriptableObject.html

Kuis 2021

35



