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[1nan:

1. OpraHizaliiiHl MOMEHTH

2. Unity - iHTepdeiic

3.Unity - OCHOBH1 KOMITOHEHTHU




B l1lo yekae Ha IrpoOBY IHAYCTPIIO: ITPOTHO3U U
_ nocaimkeHHs: Google

Global Insights. 3BiT r1po irpoBi TeHAeHIIil 32 2023 PiK

https://services.google.com/fth/files/misc/gaming_market_insight_research.pdf




Maibxke 70% Bcix reiiMaieB-KOMIAHiM B YKpaiHi
pPO3pOOISIOTH BAACHI MIPOAYKTH, 25% - 1H/Ii-
PO3POOHHUKHM.

AyTcopcuHrom 1 ayrcradpPpiHr 3aMMa€eThCS
O61M3bK0 40% ONMHUTaHUX.
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PozpobHuk: Technologies

Moewu IHTepdchency: aHrnincoka
HanuncaHa Ha: C#

OcTanHa Bepcia: Unity 2022.3.19f1
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IcTOpiA CTBOPEHHSA
(peni3n):

2001 — no4yaToK po3pObKK
2005 — peni3 Unity 1
2007 — peni3 Unity 2
2010 — peni3 Unity 3
2013 — peni3 Unity 4
2015 — peni3 Unity 5
2018 — Unity 2018.4.33
2019 - Unity 2019.4.24
2020 - Unity 2020.3.4
2021 - Unity 2021.1.3




[IigTprMKa BeIn4e3HOol
KiJIbKOCTI I1aTpopm,

TexHojorim, API

PaMKax SIKOTO PO3pOOHUK CTBOPIOE 00 €KTH i 1O
HUX [JOJA€ Pi3HI KOMIIOHEHTH (HAampHKIIa,
Bi3yaJ/ibHe BijoOpakeHHs MepCcoHaXKa i crmocobu
YIIPaB/IiHHS HUM).

3aBasku 3pydyHomMy Drag & Drop inTepdeticy
i QyHKIiOHA/IBHOMY TrpadiqvHOMY peIaKTOPY
pyLIIKM  [O3BOJSIE  MAJMIIOBAaTH  KapTu 1
pPO3CTaBiAATH OO EKTU B peasbHOMY 4aci I
B1ZIpa3y XX TeCTYBaTH Pe3Y/IbTaAT.

HasiBHicTh Benmudve3Hol 06i0moTexku
, 32 [JOMOMOIOI0 SIKUX MOXHA 3HAa4YHO
IPUCKOPUTH MpoLeC pPo3poOKu rpu. Ix MoxHa
IMIIOPTYBATH 1 €KCIIOPTYBATH, AOLABATHU B TPy LI
3arOTOBKU - PIBHI, BOPOriB, MaTepPHU IMOBEAIHKHU
TOLLIO.

bararo AcceriB HazarTbCsA OE3KOIITOBHO, I1HIIII
MIPOMOHYIOTHCSI 32 HEBEJWKY CyMy, i Tpu Oa)kKaHHI
MOYXHA CTBOPIOBAaTH BIAaCHUM KOHTEHT, ITyO/IiKyBaTH
rioro B Unity Asset Store 1 OTpUMMYyBaTH BlJ, LbOTO
IPpUOYTOK.



Tpu eranu po3po6ku Ha Unity

1. 1. 3aBaHTaxTe 2. 2. Bubepithb 3. 3. CTBOpITH

Unity Hub Bepcito Unity NPOEKT

BWKOHAWTE BCTAHOBNEHHA Ta BCTAHOBITE OCTAHHIA, OOWH 13 CTBOPHWTE 3 YKUCTOrC NKUCTa abo

HanalwTyBaHHA 3riaHo 3 nonepenHix eunyckie abo berta- EWMDepITe Wabnod ana

IHCTRYKUIAMK Ha eKkpaHi. Bepci Unity 3 HOBITHIMK NPUCKOPEHO! po3pobKKM NpOeKTY.
_ PYHELIAMI, WO pO3pobNAKTECA. NUeITeCA yY4OOBI PONKMKA PI3HWX

3aBaHTaXWTKW Bepciko ans piBHiB, LWOG Ge3 NpoBnem

Windows 3aBaHTaXuTKH MepeiT go apxiey BTINNATI CBOT Nl y KUTTA.

Bepcio ana Mac I[HCTpyKUil 3aBaHTaXeHb

ana Linux OWBUTUCA NOCIDHWK 3 NOYaTKy

poBoTu 3 nnaHom Pro

https://unity.com/releases/editor/archive



Install Unity Editor

Official releases Pre-releases Archive

2022.319f1 s

Installed

2021.3.34f1 s

2023.2.8f1

Unity 2022.3.19f1

Install Unity Editor

Official releases Pre-releases Archive

Can't find the version you're looking for? Visit our {or access to
and , OF join our releases.
Install

Unity 2023 X Unity 2022 X Unity 2021.X Unity 2020.X

Unity 2022.3.19
January 31, 2024

Unity 2022.3.18
January 20, 2024

Unity Hub Downloads (Win)

Unity Hub Downloads (Win)




Unity nmipeacTaBuia Mporpamy 3 YIpaB/IIHHS BEPCISIMU - peJil3
Unity Hub.
[HCTpyMeHT 103BOJIsI€ BUOPATH BePCilo IBMIKKA AJISI POOOTH.

Cami po3pOOHHMKH rOBOPSATH, 1110 3aBmaHHs Unity Hub -
«CIIPOCTHUTH MOMEHTH, TIOB 13aHI 3 3aITyCKOM PYIIIisi».

Unity Hub - okpemuit gogaroxk. [1pu 3amycky mo3Bossie:
TMOAUBUTHCS, SIK1 Bepcll Unity mocTaB/ieHi;

SIK1 JOCTYIIHI JIJIS1 3aBAHTAYXKEHHS;
. TO3BOJISIE BU3HAYATH, SIKA BepCisl ABMKKA Kpallla Jjist poOOTH.



Indopmaniiini pecypcu @

s BuBdyenHs Unity:

* https://unity3d.com/learn

151 BuBYeHHsI MOBHU C #

* https://www.tutorialspoint.com/csharp/index.htm

» http://www.tutorialsteacher.com/csharp/csharp-tutorials

* https://codescracker.com/c-sharp/



https://unity3d.com/learn
https://www.tutorialspoint.com/csharp/index.htm
http://www.tutorialsteacher.com/csharp/csharp-tutorials
http://www.tutorialsteacher.com/csharp/csharp-tutorials
http://www.tutorialsteacher.com/csharp/csharp-tutorials
https://codescracker.com/c-sharp/
https://codescracker.com/c-sharp/
https://codescracker.com/c-sharp/

[ndopmairiiivi pecypcu @

Unity3d.com - odinitinuii caiit pyuris. KopricHumu O0yayTh CTOPIHKH:

»Unity User Manual - oditrifiHe KepiBHHUIITBO KOPHCTyBaya.

»Unity Reference Manual - 6isp11 morrbieHe BUBYEHHS.

»Scripting Reference - Bce mo 6i6aioreri Unity3d (C#).

»Unity Resources - TyT MOXXHa 3HAaUTH BiJIe0-KePiBHULITBA, MPUKJ/IAJH, Tpe3eHTaliil.

»Unity Answers - TyT AaAyTh BiAIIOBii Ha Ballli TUTaHHs, a00 MOYXHAa 3HAWUTH rOTOBY BiAIIOBib. !!!
»Unity Community - popym.

»Unity3d Wiki - pecypc me Mmo)xHa 3HaliTH Oe3/1i4 peKoMeHAalliii i 6€3KOITOBHHUX KOPUCHUX CKPHIITIB.

Takooxc nicasa yemanosku Unity3d Ha sawomy komn'tomepi 3'186719MbCA J10KANbHI 8epcil nocibHukie ma sideo.
IIpu nepwomy 3anycky ix moxcHa 6yde subpamu 3 gikHa 8imaHHa abo 3Hatimu e meHto Help.



New project

= All templates

2D (URP)

UnityHWTilemaps3Scenes

3D (HDRP)
Pgest-main

3D (URP) Vs

Locatic [ .
2N Samnla Srana HORP Al learelRals -

Cancel Create project
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3HaroMcTBO 3 Unity
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File Edit Assets GameObject Component Window Help
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File Edit Assets GameObject Component Window Help
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JleMOHCTpals 3a/1€XKHOCTI
1 3B 513Ky MK Game Object
1 Component




using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Car : MonoBehaviour {

// BUKJIUKA€E€THCS nepe, MPOMA/IbOBYBAaHHSIM I1€PIIOTO
/| perimy, TiIBKU SKIIIO CIleHapill BU3HAYEHU

void Start () {

}

// OHOBNIEeHHS BUKJIMKAETHCS OAUH Pa3 Ha Kajap

void Update () {

}
}



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Car : MonoBehaviour{
[SerializeField]
private float speed = 5;

[SerializeField]
private Vector3 forvard = Vector2.right;

private Vector3 startPosition;

void Start() {
startPosition = transform.position;

}

void Update() {
transform.position += forvard * speed * Time.deltaTime;

}

private void OnTriggerEnter2D(Collider2D collision) {
transform.position = startPosition;

}




CamocTiiiHa poboTa

v Beranosutu Unity Hub;

v OsnaiomuTucsa 3 iHTepdeicom.



