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AK 3p0bunTK 6ina NPOEKTY

bina (Build) — ue npouec 36mpaHHA Baworo Unity-npoeKTy y rotToBy rpy
ab0 3aCTOCYHOK, AKMK MOXKe 3anycKaTuca nosa pepaakropom Unity.
Unity kKomnintoe:

* VCi cueHu, 3a3Ha4veHi B Build Settings;

* VYCi CKPUNTU, pECYPCH Ta 3a/1€KHOCTI;

* pnoaac€ pywin Unity (runtime);

* CTBOPIOE BUKOHYBaHUU Pann (exe, apk, xcode project, webgl Tow0).
IHWKUMKN choBamun — 6ina = piHaNbHA Bepcia rpu, rotoBa Anaa nybaikauii
abo TecTyBaHHA.



Binkputn: Edit - Project Settings - Player
HanBaXnuBiwi napameTpu:

 Company Name / Product Name — Ha3BWu, WO BigobparkatoTbes y
BiKHi rpn abo naketi APK.

* Default Icon / Splash Screen — norotunu Ta eKpaHu 3aBaHTa*KeHHA.

* Resolution and Presentation — po3ainbHa 34aTHICTb | OPiEHTALLIA
eKpaHy.

* Other Settings - Scripting Backend — Mono a6o IL2CPP.

* APl Compatibility Level — 3a3suuyan .NET Standard 2.1.

» Target Platform — Android, Windows, WebGL towo. [




Biakputu: File - Build Profiles
OCHOBHI enemeHTMU:
* Scenes in Build — cnuncok cueH, aKki notpanasatb y 6ina,.

— lopatn moXKHa HaTucHyBwmn Add Open Scenes.

e Platform — Bubip uinboBoi nnatdopmu.
— Windows / Mac / Linux
— Android / iOS
— WebGL

* Switch Platform — nepexig o BnbpaHoi nnatpopmu
(Unity nepekomnintoe accetun). —

Build

* Build / Build And Run — 3anyck npouecy 6inay.

Build Data
Platform builds use the shared scene list. To change the scene list or other set eate a A -
0 Build Profile for this platform. Add Build Profile

Scene List

Open Scene List

Platform Settings

Welcome to Build Profiles. Intel 64-bit
el 04=pD

Local Machine

Add Build Profile




Pecypcu rpmn 6e3 npammx
NOCUNAHb

Unity no3sonne 36epiratv 4oaaTKOBI pecypcn Ana AO0CTyny nNig 4ac BUKOHAHHSA .
(runtime) HaBiTb nicna 36ipKku rpu.

Ina uboro ICHYIOTb ABI creuianbHI ANPEKTOPIT:
* Resources/ — ana pecypcis, Wo BOYO0BYIOTHCA B bing.

* StreamingAssets/ — 015 30BHiLlWHiIX dainis, AKi He 0bpobaatoTbea Unity |
KonitotoTbcA y bina 6e3 3miH.



Resources

Resources — ue ocobamBa nanka B Unity B AKY MOXKXHa 36epiratu
Pi3HI acceTn AKi 3aBKAM NOTPaNATb B 6ina (HaBiTb AKLLO Ha
CLLeHi HEMAE NOCUNAHHA Ha uen acceT). [JaHHi acceTn MOXKHa
OTPUMATK Yyepes cneuianbHUM Knac Resources:

var prefab = Resources.Load<GameObject>("Enemies/Orc");

B npo€eKTi moxe byTn AeKinbKa nanok Resources B pi3HUX MicLAX.



OcobnusocTi:

* 3aBaHTaXEHHA 3AIMCHIOETLCA Mig YaC BUKOHAHHA
(Resources.Load, Resources.LoadAsync).

* MNiaTpumytotbea Tunu: Texture2D, AudioClip, Prefab,
ScriptableObject, Towo.

* He noTtpebye nocmnaHb y CUEHi — 3py4YHO AN ANHAMIYHOro
KOHTEHTY.

Heponiku:

* Yce B Resources/ notpannse y nam’atb 6inagy = 36inbliye
PO3MIP.

* He MOXHa OHOBUTK abo 3aMiHUTK pecypc nicna 36ipKu.




StreamingAssets

Lia nanka npu3HayeHa ana cupux paunnis, saki Unity He
KOHBepTYE. BOHa nigXxoaAnTb ANA:

* Biaeo, JISON-koHpirypauin, CSV-6a3, 6a30BUX TEKCTYP; .
* 30epereHb KOpUCTyBaya abo AaHUX, LLO 3aBaHTAXKYOTbCA Oco6nueocTi:

*BMICT KONItOETLCA “9K €” A0 Nanku
30BHI. rpu (abo apk Ha Android).

«[loCcTyn LNsxom

Application.streamingAssetsPath.

[1ligxoanTb ANga oHOBrNeHHA 6e3

nepekomMmninauii 6inay.

lOHITI 36epirae Katannoru i dannm 6e3 3miH, ane npu 6inai
36epirac ix B cneuiasbHy Nanky, WAAX A0 AKOI MOXXHa OTPUMATH
yepe3 Application.streamingAssetsPath. 1o AaHHKUX pannis
MOXHa OTPUMATU AOCTYN Yyepes 3BUYaNUHI MeToaAN YNTAHHA
dbannis.



[TopiBHAHHA cnOCObIB
36epeKeHHA pecypcis

IHLWI i
Assets
dopmart 36epiraHHA Obpobnserbca Unity HeobpobneHunn Obpobnserbca Unity

yepes File.ReadAllText, Yepes npame nocuUNaHHA
WWW, UnityWebRequest abo SerializeField

Notpannse B 6inp, Tak TakK /e Akuwo npﬂMe :
NOCUNAHHA B CUEHI YM KOA
6ingy

CTaTuU4HI pecypcy,
NoB’A3aHi HaNnpPAMY 3i
cueHamum abo npedpabamu

Resources.Load

Mpedabu, TekcTypwy, JSON, Bigeo, 30BHiLLHI
ScriptableObjects dbannu

OCHOBHe 3aCcTOCYyBaHHA



ScriptableObject

Y Unity 06’ektn Tnny ScriptableObject no3BonA10Tb cTBOPIOBATH
3PY4YHi, cepianizoBaHi KOHTEMHEPU OaHUX, AKi 36epiratoTbCca AK
oKkpemi .asset dannm. BoHn He npmuB’A3aHi A0 cUeH 4YM OO’EKTIB i €
4ygoOBUM Crocobom peanisadii irpoBoi 6a3n gaHUX.

* Y cCKNagHOMY MPOEKTI 4YacTo NOTPIOHO LEHTPanNi30BaHO 3b6epiraTu:
* XapaKTEPUCTMKM NMepCcoHaxXiB (340p0B’a, WBUAKICTb, LiHA, LWKOAA);
* BJIACTMBOCTI NnpeameTiB abo 36poi;

* iHPpOpPMaALLtO NPO PiBHI, BOPOTiB, MICii TOLLO.

e AKWo Ui aaHi TpMmaT BcepeanHi MonoBehaviour abo cueH — ue
Nnpu3BoaAuUTb A0 AybniKaTiB, CKNaAHOro OHOB/IEHHA U BUCOKOI
3a/1eXKHOCTI MiXK 06’ eKTamu.



ScriptableObject no3sonae 36epiratn aaHi y surnaai “data-driven” apxirekrypm.

using UnityEngine;

[CreateAssetMenu(fileName = "ltemData", menuName = "Database/Item")]
public class ItemData : ScriptableObject

{

pu
pu
pu
pu
pu
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ic string id;

ic string displayName;
Ic Sprite icon;

IC Int price;

ic int damage;




Mepesaru ScriptableObject
 MeHLe cnoXXMBaHHA Nam’ATi — AaHi He AybntoTbCA B KOXXHOMY npedabi.

 MoXHa peaaryBaTu B iHCNEKTOpPi be3 BiAKPUTTA CLLEHMN.
* MliaTpuMmytoTb cepiani3aLito Ta iHTerpaduito 3 Addressables, Resources.

* |neanbHo niaxoantb ana data-driven apxiteKtypm i cuctem tuny ECS.

NMopaau

* He 36epirante craH (Hanpuknag, notodyHe HP) — nuwe KoHdpirypauiii.

e [1na runtime-3miH cTtBOptonTe Konii B nam’aTi (Instantiate ScriptableObject).

* MoXHa peanidyBatu nowyK no ID abo BuKopuctatn Dictionary<string, ltemData> npw iniuianisaui.



