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AjnanTauis irpoBUX MEXaHIK /10 allapaTHOI CTPYKTYpPH
KkpociiargopmeHHOro npoexkry Ha Unity3D

BiHHMIBKHMI HalllOHATFHINA TEXHIYHUH YHIBEPCUTET

AHoTanis

Hocnioocennsa posxpusae sukiuku adanmayii izpoeux Mexanix Ois pi3Hux anapamuux niam@opm eUKopUcmosgyiodu
Unity3D i nponomyc KOMHIEKCHI piuienHs 01 onmumizayii iepogoeo 00ceidy. Pezynbmamu 6xmouawms anauiz
onmumizayii nPoOyKmMugHocmi, po3podKy adanmugnoeo inmepgeticy ma cmpameeii yHigikayii iepogux mMexaHik, ujo
BIOKpUBAIOMb WIIAXU 00 edheKmusHoi KpocniamgopmeHHoi po3pooKu.

Kuarouosi ciioBa: Unity3D; kpocniam@popmenta po3poodxa, i2pogi Mexanixu, anapamuda onmumizayis.

Abstract

This research unveils the challenges of adapting game mechanics for various hardware platforms using Unity3D and
offers comprehensive solutions for optimizing the gaming experience. The findings include an analysis of performance
optimization, the development of an adaptive interface, and strategies for unifying game mechanics, paving the way for
effective cross-platform development..
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Beryn

3 MOSIBOIO 1 MIMPOKHM PO3MOBCIO/KEHHSAM Pi3HOMAHITHUX anapaTHUX TUIaTGOpM, 30KpeMa MOOUILHUX
HpUCTpOIB, irpoBux KoHcouer Ta [1K, kpocmmardpopmenHa po3podka cTana KIIOYOBHM HAIIPSIMKOM Y irpoBii
igayctpii. Unity3D, 3aBasiku cBoOiil THYYKOCTI Ta IOTY>KHUM 1HCTPYMEHTaM, HaJla€ pO3pOOHUKAM MOXKIIUBICTb
CTBOPIOBATH iIpH, SIKi MOXYTb €(EKTHBHO (YHKI[IOHYBAaTH Ha HIMPOKOMY CIIEKTpi amapaTHUX II1aT(hopM.
OpHak, JUIs JOCATHEHHS i€l METH, PO3POOHUKH CTHKAIOTHCS 3 HEOOXIIHICTIO aJalTyBaTH irpOBl MEXaHIKH
TaKUM YWHOM, 100 BOHHM BpaxOBYBalM OOMEKEHHS Ta MOMJIHMBOCTI PI3HUX MPHCTPOIB, BiX
HU3BKOMPOJYKTUBHUX MOOITTBHUX TeNIe(OHIB 10 BUCOKONPOIYKTUBHUX irpoBux [1K Ta KoHCOMNEH.

Pe3yabTaTtu gocaixxeHHs

Ha ocHoBi rimubokoro aHammizy ajanTaiii irpoBUX MexaHik Juis KpocriatgopmeHHol po3pobku B Unity3D,
HAaIlle JOCIIKSHHsI BUSBUJIO I[CHTPAJIbHI aCIeKTH, 110 BILIMBAIOTh HA MPOJYKTHUBHICTH 1 SKICTh irpOBOTO
JOCBiZly Ha Pi3HUX anapaTHUX IaTdopmax.

[lepm 3a Bce, onTUMi3alis NPOAYKTUBHOCTI MiJ] anapaTHi OOMEKEHHS BUSBHJIACS KIIOUOBHM (aKTOPOM
JUTs 3a0e3MeUeHHs IIaBHOCTI TeHMILICIO Ha MPUCTPOSIX 13 pI3HOMAaHITHUMH XapaKTepUCTUKaMU. 30KpeMa, MU
CKOHLICHTPYBAJIM yBary Ha Ba)UIMBOCTI JUHAMIYHOTO HaJalITyBaHHS IpadiyHuX MapaMeTpiB, BKIIOUYAIOUM
SKICTh TIHEH Ta TEKCTYp, IO JO03BOJIE 3HU3UTH HAaBaHTaKEHHA Ha Mpouecop Ta rpadivyHMd ajmanrep.
Bukopucranns cucremu LOD (Level of Detail) aBToMmaTH4YHO afantye KOMILUIEKCHICTh Bi3yaIbHUX €JIEMEHTIB
0 TOTY)KHOCTI amapaTHOro 3a0e3rnedeHHs, 30epiraloud ONTHUMaJbHE CITIBBIIHOIIECHHS MDK SKICTIO
300paKeHHS Ta MPOIYKTUBHICTIO[1].

Jpyruii acmekr, 10 BUMaraB OCOOJMBOI yBaru, — ILi¢ ajamnTaiis iHTtepdeiicy KopucTyBaua 0
PI3HOMaHITHUX PO3MIpiB €KpaHiB Ta MeToAiB BBoay[2]. Hama po3poOka amantuBHOTO iHTEepdeiicy, sKui
AaBTOMAaTHYHO HAJIAIITOBYETHCS il Pi3HI €KpaHW Ta CUCTEMH YIpaBIiHHS, 3a0e3ledye BHUCOKUH PiBEHb
3pYYHOCTI KOPUCTYBaHHS Ha OyAb-KOMY NPHUCTPOi. MU BHABWIIH, 110 YHIBEPCAIBbHICTh YIPABIiHHSI — BiJ
CCHCOPHHX 110 (PI3UYHUX KOHTPOJIEPIB — € KPUTHYHOKO JJIs 3a0€3ICUCHHS OIHAKOBOI 3PYYHOCTI IpH Ha
MOOITBHUX TMPUCTPOsIX, KoHcomsix Ta [TK[3].

Hapemri, yHidikamis MexaHik rpu mif pi3Hi miaTgopMu cTaja BUpilIaJlbHIM MOMEHTOM y CTBOPEHHI irop,
SIKI CIIPUAMAFOTHCST OJTHAKOBO T00Ope Ha OyIb-skoMy obOsamHanHi. OcoOMBY yBary MU MPUAUTHINA PO3POOIT
TEeHMIUICHHIX €TIEMEHTIB, SIKi JIETKO aTanTyIOThCS I11]] OCOOMBOCTI PI3HUX CHCTEM YIPaBIIiHHS 0€3 BTpaTH B
irpoBil IHTEPAaKTUBHOCTI Ta 3aHypeHHi. BusBneHo, mo randoke po3yMiHHs cienn(iky KOKHOI maTdopMu Ta



THy4YKe BHKOpHCTaHHS MoxiuBocteid Unity3D n03Boiisie po3poOHUKaM e(pEeKTHBHO MPOTHUCTOSITH BHKIUKAM
KpocriatrgopMeHHOT po3poOku[4].

Lli pe3ynpTaTH MOCIIIPKEHHS MiJAKPECTIOIOTh 3HAYCHHS KOMIUIEKCHOTO MiAXOMy IO ajamnTallii irpoBHX
MeXaHIK y Kpocmnar@opMEeHHUX NpOeKTax. PeTenbHO mpoaymani cTpaTerii omtumizamii Ta agamramii
3a0e3rmedyloTh HEe TUTPKM MiABHINEHHS NPOAYKTHBHOCTI HAa BCIX MATPUMYBaHUX IutatdopMax, ame i
rapaHTyIOTh BHCOKHH PIiBEHb 3aJIOBOJICHHS TPaBIiB 32 paxyHOK Oe3mepeOiiHOro Ta SKICHOTO irpoBOTO
mporiecy.

BucHoBku

Buxonstuu 3 pe3ysbTartiB OCTIKSHHS, MOYKHA 3pOOUTH BUCHOBOK, 110 1HTETPOBAHMIA MIIXiJ] 1O pO3POOKH
kpocmatgopmeranx irop Ha Unity3D, sikuii BKITFOUa€ ONTUMI3aIliI0 MPOTYKTHBHOCTI, aJITaNTaIlifo iHTepdeicy
Ta yHidikamiro irpoBUX MEXaHiK, € KIIOYOBHM J0 CTBOPEHHS YCHIIIHOTO irpoBOro mpoekTy. Lled minmxin
JI03BOJISIE PO3POOHMKAM MaKCUMaJlbHO BUKOpUCTATH HoTeHuian Unity3D nist cTBOpeHHs SIKICHHX irpOBHX
JOCBiTiB HA Oyab-sKil TIaThopMi.
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