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CKpUMNTU Ta KOMMNOHEHTHaA
cucrtema Unity

Unity nobyaoBaHMM He Ha Knacax, WO YCnaaKoBYIOTb
dYHKLUIOHaN, a Ha 06'eKTax, Wo 36mupatoTb PyHKUiOHaN —
ue | € KomnoHeHTHa cucrema.




GameObject

GameObject (IrpoBuin 06'ekT) — ue HambaszosBiwa cyTHicTb B Unity. Le
KOHTENHEP, AKMK cam No cobi He MAE XoAHOT noBediHKn Yn popmu. BiH

NPOCTO iCHYE Y CBITi (cuUeHi).

Mpuknap,. NMopoxHin GameObject He € Hi rpaBUEM, Hi AepPeBOM, Hi
Kamepoto. BiH cTae ymmocb nuvwe ToAal, KoM A0 HbOro A0AAl0Tb
KOMMOHEHTMN.




. KOMMNOHEeHTU ‘

KomnoHeHT — ue "byaisenbHut 610K", wo nonae GameObject neBHUM
dYHKLiIOHAAN, 30BHiLLHIM BUrNAaa abo Noriky.

KoxeH GameObject noBUHEeH maTtu NPUHAUMHI OANH KOMMOHEHT:
. Transform.




. [lonKNaanm KOMMNOHEHTIB

Mesh Renderer noaae 06'eKty BisyanbHy popmy (aKkwo ue 3D).

Sprite Renderer nonae 2D-306parkeHHA (cnpaunT).

Rigidbody nonae $pisnyHi BnactnsocTi (rpasitauia, maca).

CKpunTt Baw BnacHWM KoA, AKUU A0AAE YHIKANbHY IrPOBY NOTIKY.




. Scripts ‘

Y Unity ckpuntn nuwytbca moBoto CH# | 3aBXAM yCcnaaKOBYHOTbLCA BIA,
6a3oBoro knacy MonoBehaviour. KoxkeH Takmm ckpnnt € KomnoHeHTOM,
AKMM MOXKHA NPUKpPINUTN Ao byab-akoro GameObject.

. e CKpuNT He npautoe cam no cobi. Ulob6 Kog BMKOHAB YHKLLiO, NOTO
notpibHO npuKkpinutn Ao GameObject Ha cueHi.

* this.gameObject. Bcepegnti byab-aKkoro ckpunta (ycnagkoBaHoOro Big
MonoBehaviour) ue nocunaHHA 3aBXKAM BKAa3ye Ha Ton GameObject,
[0 AKOro NPUKPINAEHUN LEN CKPUMT.



HRUTTEBUN LUUKA CKPUMTA.
MaridHi QyHKL|

MonoBehaviour ma€e Habip cneuianbHUX (MariyHmx)
OYHKLUIN, AKI BUKAMKatoTbCA Unity aBTOMATUYHO Y MeBHI
MOMEHTU Yacy. PO3yMIHHA NOCNIAOBHOCTI IX BUKNUKY €
KNto4YoBMM  ANA  NPaBUAbHOrNO  IHIUiani3aulli  Ta
OHOB/1IEHHA NOTIKMW.




DyHKUIT iHILiani3auil (Startup)

DyHKUiA BUKANK [lpn3Ha4YeHHA

|HiLIaNI3auUiA. BUKOPUCTOBYETLCA ANA
BCTAaHOB/IEHHA BHYTPILWHIX MOCU/IAHb
(Hanpuknapg, GetComponent) Ta iHiliani3auii
3MIHHUX, HE3aNEXHO BI4 TOro, YN € CKPUNT
aKTUBHUM.

OAWH pa3, KoAu CKpunT

INVELGEN,
3aBaHTaXKYETbCA.

[loyaTKOBa N0Orika. BUKOpUCTOBYETLCA ANA
JIOTiKW, AKA 3a1€KUTb BiA iIHWKNX 00'EKTIB
(HanpuKnapg, po3TallyBaTU rPaBLA Ha CTAPTOBIN
TOuLLi), OCKiNbKM Ha momeHT Start() yci Awake()
BXXe BMKOHaHI.

OauH pas, nepeq nepwmnm
KaZpOM.

1111 Awake() 3a6xc0u suknukaemeoca paHiwe, Hixc Start() Ha cueHi.



PyHKLUIiT oHoBneHHA (Per-frame Updates)

DyHKUIA BUKAUK [lpnU3HaYeHHA

IrpoBa NoriKka, Wo 3anexXuTb Bia Yacy: O6pobka BBoay
KOPMCTYBa4va, TAaMMepu, Pyx, WO He 3a/1eXNTb Bij,
di3nKM.

Ko*KeH Kaap. YacTtoTa 3an1euntb Bia,

t :
Update() LBUAKOCTI KOMN'tOTepa.

®i3nyHa norika: NepemiweHHa Rigidbody, 3acTocyBaHHSA
dikcoBaHMM iHTEpPBaN Yacy (3a cnnn, o6pobKa 3iTKHEHb. 3aBK AN BUKOPUCTOBYUTE
3amMoBYyBaHHAM 50 pasiB Ha CeKyHAy). MOro, Koau npautoeTe 3 PisnKoto, Wob YHUKHYTH
MOMMWOK.

FixedUpdate()

Lli @yHKUIT BUKAUKaromMbcsa KoxceH Kaop (Frame) i € ocHoB80 iepo8oi
OUHAaMIKuU.



using UnityEngine;
public class LifecycleExample : MonoBehaviour{
public float speed = 5f; // 3MiHHa iHiuiani3oBaHa

void Awake() { /[ 1. BUKNNKaeTbCA NepLuoto ‘
Debug.Log("Awake: KOMNOHEHTN 3aBaHTa)KeHO.");
/I TyT MOXHa 3HaNTN NocunaHHA Ha iHLWI KOMMNOHEHTW Liboro ob'ekTa: I_I p UK a|£||
// Rigidbody2D rb = GetComponent<Rigidbody2D>();

}

void Start() { Il 2. BUKnnkaeTbCca nepen nepLunm Kagpom

Debug.Log("Start: [MoynHaemo rpy.");
/[ TyT MOXHa 3agaTu no4YaTkoBy MO3uLIt0
transform.position = Vector3.zero;

}

void Update() { /[ 3. BUKNUKaAETbCA KOXeH Kaap (a4ns BBoOAY KOpUCTyBa4ya)
/[l Pyx, WO He 3anexuTb Big qi3nku
float horizontallnput = Input.GetAxis("Horizontal");
transform.Translate(Vector3.right * horizontallnput * speed * Time.deltaTime);

}

void FixedUpdate() { Il 4. Buknunkaetbca 3 pikcoBaHOK 4YacToTor (Ans doi3nkm)
// Norika ana Rigidbody, sKLwo €
I/ rb.AddForce(Vector2.up * 10f);

}

}



KomnoHeHT Transform

Transform — uUe HaMBaXKMBIWWUW | HEeBig EMHUUA KOMMNOHEHT Oyab-
akoro GameObject. BiH BM3Hayae micue, OpPIEHTALIlDO Ta PO3MIp
06'eKTa.



Karo4yoBl BAaCTUBOCTI

Position. Mo3unuia 06'eKkta y cBiTOBUX KOOPAMHATAX
(Hanpuknapg, Vector3(5, 0, 0)).

Rotation. OpieHTauia 06'ekta (NnOBOPOT) Yy BUrNAA
KBaTepPHIOHa.

localScale. Po3mip 06'ekTa (macwTab) no ocax X, Y, Z.




PoboTa 3 Transform y Koga,

Bu 3aBXAM Ma€eTe AOCTYN A0 KOMMNOHeHTa Transform
yepes Noro BaacTuBicTb transform (3 manoi nitepn).




MeToa [lpU3Ha4YeHHA [lpuKknag

34ynTye abo
transform.position BCTAHOBJIKOE CBITOBI
KOOpAMHAaTMW.

transform.position =
new Vector3(0, 5, 0);

[Mepemillye 06'eKT
transform.Translate() BiAHOCHO MOro
NOTOYHOI MO3ULLII.

transform.Translate(Vec
tor3.forward * speed);

transform.Rotate(Vecto
r3.up, 90f);

transform.Rotate() ObepTae 06'€eKrT.

[locnnaHHA Ha transform.parent =
transform.parent 6aTbKiBCbKNM anotherObject.transfor
Transform. m;




lepapxia (Parenting)

KomnoHeHTn Transform ctBoptotoTb lepapxito 06'eKTiB.
Konn ob'ekt A € batbKiBcbkMm (Parent) ana ob'ekta B

(Child):

—Pyx, obepTaHHA abo 3miHa macwTaby 6aTbKiBCbKOro 06'eKTa
aBTOMAaTUYHO 3aCTOCOBYETLCA A0 BCIX AOUIPHiIX 00'EKTIB.

—transform.localPosition Ta transform.localRotation
NokasyloTb no3uuito/obepTtaHHA BiAHOCHO 6aTbKiBCbKOro
06'eKkTa, a He CBITOBOro NpocTopy.




lepapxia (Parenting)

Po3ymiHHA TOro, sk MonoBehaviour, uMKn »Xutra Ta
Transform npautotoTb pa3om, AaCTb NOBHUM KOHTPOb
Haa ob6'ekTamun y rpi.




