3aJlaya 3BOJUTHCA 0 3HAXOHKEHHS HaHOUIbIIOI IO TPSIMOKYTHOTO IIMAaTKa, SIKUA
MO>KHA BPSITYBAaTH.

s 3amaya mae pi3HI Bapialii, 3aJ€XHO Bl OOMEKEHb Ta YMOB, HANpPHUKIA],
MOXKYTh OyTH 3aJ1aHi OOMEXXEHHS Ha pO3MIp MPIMOKYTHHUKA, MOXYTh OyTH BpaxoBaH1
JlaroHajabHI1 3aiMaH1 KIIITHHU, 800 MOXYTh OyTH T0AaTKOB1 0OMEXeHHs Ha (hopMy abo
B3a€EMHE PO3TaITyBaHHS MPSIMOKYTHHUKIB.

3amaya mpo HaWOUIBITY KIITUHY Ha TOJI1 Ma€ 3aCTOCYBaHHS B PI3HUX 00JIACTSX,
BKJIIOUAIOYH O0OpOOKY 300pakeHb, KOMIT'IOTepHEe OaueHHS, rpadiky, MPOCKTyBaHHS
CXEM, MaplIpyTHU3alilo, PO3KIaJaHHs IJIaHyBaHHS, JIOTICTUKY Ta 1HIIN oOnacTi, Je
B)KJIMBO 3HAWTU HAWOUIBIINK BUILHUM MPOCTIp a00 0071aCTh HA 3aJJaHOMY TOJII.

BucHoBok:

KomOinatopHa ontuMizaiiiss Mae BEJIUKY I[IHHICTb, OCKUIBKH JO3BOJISIE
3HAXOJIUTH OINTHUMAaJbHI PIMIEHHS B CKIAJHUX CHUTYAIlIIX 3 BEJIMKOI KIIbKICTIO
MO>KJIMBHUX BapiaHTiB. BoHa 3aCTOCOBY€THCS B PI3HUX Trally3sX, TAaKUX SK JIOTICTHKA,
TPAHCIIOPT, €JIEKTPOHIKA, BUPOOHUIITBO Ta OAraro IHIIUX, JOTIOMAaratoyu BUPIIIYBATU
npoOJeMU ONTUMAIBHOTO PO3MOJLTY pecypciB Ta IuiaHyBaHHs. KomOiHaTopHa
ONTHUMI3alllsl JIoOMarae 3€KOHOMUTH 4Yac, TpolIl Ta pecypcH, 3a0e3nedyroun
eeKTUBHE BUKOPUCTAHHS MOKJIMBOCTEH 1 IOCATHEHHS ONTUMATBHUX pe3yJibTarti. Ha
pa3i iCHye BelMKa KIIbKICTh 3aJa4 Ha KOMOIHATOpHY OINTHUMI3allil0 Ta Hemala
KUIBKICTh 3 HUX HE MalOTh OCTATOYHOT0 €()eKTHBHOI'O aJIFOPUTMY BHUPIIICHHS Yepe3
CBOIO CKJIaJIHICTh 1 Bap1aTUBHICTh

Cnucok mxepen:
1. What is combinatorial optimization? URL: https://www.engati.com/glossary/combinatorial-
optimization
2. Knapsack problem, URL: https://xlinux.nist.gov/dads/HTML/knapsackProblem.html
3. Deterministic Greedy Algorithm for Maximum
Independent Set Problem in Graph Theory - Joshua C. Ballard-Myer
4. Computing the largest empty rectangle - B. Chazelle, R. L. Drysdale and D. T. Lee

YK 004.41
Memnoenwk K.B.,
cmyoenmu 1 Kypcy cneyianvnocmi 122
«Komn tomepni nayxuy
Hikxoniox I1. K.,npoghecop, dokmop
@i3uKko-mamemamuyHux Hayx.

ITPOBOM TIOJATOK 3 BUKOPUCTAHHSIM UNITY
Jloneyvkuii Hayionanvruull yHieepcumem imeni Bacuna Cmyca
Unity — 11e OLabIle HIX IrpOBUH JIBHIKOK, 1€ CEPEAOBHILE IJIsS PO3POOKH irop Ha

I[IK Ta MOOUIBHUX I1rop, B SKOMY OO ’€IHaHHI pI3HI MPOTPaMHI KOMITOHEHTH, SKI
BUKOPHUCTOBYIOTHCSI IPU CTBOPEHHI MporpaMHoro 3adesneyeHus. Ilepesaroro Unity €
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Te, [0 TH MOXKHA TOYaTH PO3POOISATH BIACHUN MPOTPaMHUI MPOAYKT HE MAIOUU 32
mIe4aMy BEJIMKOTO JOCBiAYy po3poOku. He moTpiOHI dyHIaMeHTaIbHI 3HAHHS s
TOTO, 11100 MOYaTH TBOPUTH CBIM MpOoAYyKT. B Unity BUKOpHUCTOBYETHCS KOMIIOHEHTHO-
OpPIEHTOBAHUN TMIJXiJ, B paMKaxX SKOTO BH CTBOPIOETE SIKUHACH 00 €KT, a TMOTIM B
NOPSJIKY HEOOX1THOCTI MOXHA Horo kactomizyBatu. Jpyrum Benukum miocom Unity
€ BeNuKWi BHOIp TUIATiHIB Ta aceTiB 3a JOMOMOTOK SKUX MOXKHA CHIIBHO
OPUIIBUAMUTA po3poOKy. Tperim mmocom Unity € Kpocmiar@opMmMeHICTh — 1€
MIITPUMKA BEJIMKOI KUIBKOCTI MIaTdopM, TEXHOJOTIH Ta iHTep(eiciB KoprucTyBaya.
Benukum HegomikoM mpu po3pooOiri irop 3a monomororo Unity € Te, 1110 mpu po3po0iri
SKOCh MAIITaOHOTO MPOEKTY, KOMaH/I1 3HaI0OUTHCS JOCBITYEHUN TPOrpamMicT Ha MOBI
C#, axuii 3MOKe HaMKMCaTH CKPUIITH JI0 KOMIIOHEHTIB Ta HAJAITYBaTH iX MpaBUIbHE
(byHKITIOHYBaHHS.

[laHenp 1HCTpYMEHTIB 3a0e3nedye AOCTYyN [0 HaWBaXIMBIIUX pPOOOUYMX
¢dyHKIiiA. 3711Ba BiH MICTUTh OCHOBHI IHCTPYMEHTH JUIsl KEPYBaHHS BUJIOM CIICHHU Ta
ob6'ektamu GameObjects y HbOMY. Y ILEHTpP1 pO3TAIIOBAaHI €JIEMEHTH YMPaBIIHHSA
BIITBOPEHHSIM, May30i0 Ta KpokoM. KHOmku mpaBopyu naioTh Bam goctyn a0 Unity
Collaborate, Unity Cloud Services ta Bamoro oo6sikoBoro 3amucy Unity, 3a sSiKUM
CHIAy€ MEHIO BUJIMMOCTI IIapiB 1, HAPEIITI, MEHIO MaKeTa pe/lakTopa (sSKe HaJae JesKi
aTbTEPHATUBHI MaKeTH ISl BIKOH peJakTopa Ta J03BoJjisie 30epiraTv Balll BIIACHI
BJIACH1 MaKETH).

BikHo iepapxii - 11e iepapXiuyHe TEKCTOBE IpeacTaBiieHHs KoxxHOoro GameObject
y Cueni. Koxen enement y CiieHi Mae 3anuc B i€papxii, TOMy /iBa BIKHA HEB1JI €MHO
NOB’s13aHi MK co0oro. lepapxis poskpuBae cTpykTypy Toro, sik GameObjects
IPUETHYIOTHCS] OAUH IO OJHOTO.

[lepernan rpu iMiTye, sk OyJie BUIJISIaTH Ballla OCTaTOYHA BIATBOPEHA rpa
yepe3 Bamli kamepu crieH. [licis HaTuckaHHS KHONKH «BiATBOpUTH» MOYMHAETHCS
MO/IEJTIOBaHHS.

[lepernsia cuieHn TO3BOJIE BaM Bi3yallbHO OPIEHTYBATHUCA Ta peAaryBaTH Bally
creny. Burnsn ciienu Moxe mokazyBaTu TPUBUMIpHY 2060 2D-TiepcreKTuBy, 3a1eKHO
BiJl TUTTY TIPOEKTY, HA/T SIKUM BU TPAITIOETE.

BikHO iHCTIEKTOpa [03BOJISIE TEpErisAaTH Ta pelaryBaTh BCl BIACTUBOCTI
BuOpaHoro Ha ganuit MoMeHT GameObject. Ockiibku pi3Hi UM GameObjects MatoTh
pi3H1 HAOOPH BIACTUBOCTEM, MAKET Ta BMICT BIKHA 1HCIIEKTOPA 3MIHIOIOTHCS KOKHOI'O
pa3sy, konu Bu BuOHpaete inmmii GameObyject.

VY BIKHI MPOEKTY BIIOOpaKae€ThCs Balna 010110TeKa aKTUBIB, HOCTYITHUX IS
BUKOPHCTaHHS Yy BammomMy npoekTi. Ko Bu IMITIOPTYy€TE aKTHBU Y CBii MPOEKT, BOHU
3 SIBIISIIOTBHCA TYT. [1]
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Pucynoxk 1 - Intepdeiic

PosrisiueMo OuTbII A€TaNbHO AOCTYIHI 1J11 BAKOPUCTAHHS MApaMETPH:

1) Scriptable Render Pipeline Settings (HamamryBanHs mnapaMerpiB
Bi3yasri3allii Ta CKpHUIITIB) — JaHUW IapaMeTp J03BOJISIE€ BUSHAYUTH PSI KOMaH/, JJIs
TOTO 1100 TOYHIIIE KEPYBATH YEPTOI0 BiJ0OpaKeHHs 00 €KTIB B CIICHI.

2) Camera Settings (HajamTyBaHHS KaMepH) — Trpylia HaJIalITyBaHb, SKa
BIJIMOBIA€ PI3HUM BUAM pPEHIEPIHTA.

2.1) Transparency Sort Mode — Bu3Hauyae OpsIOK BitoOpakeHHsI 00’ €KTIB 11O
29 ix Biacrani BimHOCHO TieBHOi oci. Penmepinr B Unity copTyeTbcs 1O TMEBHUM
KpeTepisiM, TAaKUM SIK HOMEp C€J10s1 a00 BIACTaHb 10 KaMEPH.

Default — copTyBanHs 00’€KTIB B 3aJI€)KHOCTI BiJ] TIOJIOXKCHHS KaMEPH.

Perspective — copTyBaHHs 00’€KTIB B 3aJICXKHOCTI BiJl BUAN EPCIICKTHBH.

Orthographic — copryBaHHS 00’ €KTiB Ha OCHOB1 OpTOTrpadiyHOrO BUIY.

Transparency Sort AXiS — copTyBaHHS PO30POCTi 3a Oa)kaHHSIM KOPHCTyBaya.

3) Tier Settings (HanamyBaHHs piBHS)

[{i nHamamTyBaHs MO30BISAIOTH BHOCUTH, crenediuni s 1aTtGopMu
KOPUTYBaHHS B PEHJECPIHT 1 KOMIIUIALII INekaepiB, mUIIXoM HajmamTyBaHHS 30

BOYIOBaHUX BU3HAYCHbD. PiBH1 (Tiers) BHU3HAYCHI B 6100Te1
Rendering.GhaphicsTier.
o Standart Shader Quality — BcTaHOBIEHHS SKOCTI CTaHIAPTHOI'O

nieiiiepa Ha BUCOKHI, cepeHiil ab0 HU3bKUI PIBEHBIO

o Reflection Probes Box Projection — Bkitouae TpOEKIO IS
BinoOpaxkenHsa UV kapt Ha Reflection Probes.
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. Reflection Probes Blending — Bxirouae 3mimyBanns Reflection
Probes.

o Detail Normal Map — Bkmouae maHy QYHKIIO SKIIO BOHA
IpU3HayeHa 1 HeoOX1aHa.

. Enable Semitransparent Shadows — Bkirouae HamiBpo3opi TiHi. [s
dbyHKI1IA 10Aa€ 200 BUAAIISIE BA3BHAYCHHS JIJISI KOMIIUIATOPA IICHAEpiB.

J Enable Light Probe Proxy Volume — Bxirouae penaepinr 3D citku
3 iHTepnoiaboBaHux Light Probes.

) Cascaded Shadows — Bki1rouae BUKOPHCTaHHS KaCKaJHHUX TiHEH.

. Prefer 32 bit shadow maps — nae moxmuBicTh poboTH 3 32 GITHOIO
KapToto TiHeH. bunpmiicTh miatdopm maroTh GikcoBaHuit GopMaTt TiHEH, SIKI BH
HE MOJKETE HaJjlalTyBaTU. BOHU BIAPI3HAIOTHCS 3a opMaTaMu 1 MOXKYTh OyTH
12, 24 a6o 32 GiTHi.

° Use HDR - Bkiro4yae peHAEpPIHT 3 BHCOKHM JHHAMIYHUM
J11ara30HOM.

o HDR Mode — mae moximBicTh BHOOpY (opmary, skuii Oyze
BUKOpucTOBYBatuca st Oydepa HDR. 3a 06a3zoBuM HamamrtyBaHHAM
BUKOPHUCTOBYEThCA popmar FP16.

o FP16 — dopmat sikuii BUKOpUCTOBYE 16 OIT 3 MIIaBaIOUOI0 TOUKOIO
Ha KaHaJl

J Rendering Path - BuOepite sk Unity MOBHHEH BigoOpakaTH
rpadiky. Pi3H1 IUIsIXM peHJIepUHTa BIUIMBAIOTh HA MPOJYKTUBHICTh BalllOl IPH,
a TaKOX Ha Te, SIK PO3PaxOBYIOThCS OCBITJICHHS 1 3aTiHeHHs. [leski muisxu
O1IbIIE MIIXOATh ISl PI3HUX MJIATGOPM 1 YCTATKYBAHHS, HIXK 1HII.
Binknanennii (Deferred) penmepuHr HE NIATPUMY€E TP BUKOPUCTAHHI

OPTOTOHAJBHOT MpoeKiii. SKI0 peXuM MPOeKIli Kamepu BCTaHOBIEHO Ha 31
OpPTOTOHAJLHUH, TO 111 3HAYCHHS IIEPEBU3HAYAIOTHCSA, 1 KaMepa 3aBKIN BUKOPUCTOBYE
npsmuii (Forward) pennepusr.

Pucynok 2 - I'padika B Unity
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IIpu cTBOpEHHI MPOEKTY € MOKIIUBICTh BUOOPY MIXK JIBOMa PeXKUMaMU pOOOTH
penaktopa 1ie 2D 1 3D. Ane B OyIb-SIKUI MOMEHT 4acy BU MOXKETE MEPEKII0UYATUCh
MK IUMH pexumamu. [li 1Ba pekrMH BH3HA4YalOTh HAJAIITyBaHHS PEIaKTOpa 3
SKUMU BOHM OYyIyTh MpaloBatv. Po3riisiHEMO 11 JBa PEeXUMU poOOTH OUIbII
JETAIbHO.

B pexumi 2D penakrop Mae HacTyIHI BIACTUBOCTI:

- bynp-sike iMmoptroBaHe 300pakeHHsI, paxyeTbcs sk 2D o0’exT (cmpaiiT) 1
BUCTAaBIIIETHCS B peKUMI Sprite;

- AxtuBOoBaHMM pexum Sprite Packer;

- BikHO BiJI0OpaXkeHHSI CLIEHU TMpaItoe B pexumi 2D;

- Ilpu crBOpeHHI HOBOI CIIEHM CTBOPIOETHCS Kamepa sika 3HaXOJUThCS B
nosioxkeHH1 o koopauHaram 0;0;-10 1 mae optorpadiuHy ITPOEKIIiIo;

B pexumi 3D penaktop Mae HaCTyIHI BIACTUBOCTI:

- Byap-ski iMopToBaHi 300pakKeHHSI B IPOCKT HE PaxyIOThCs CpalTaMu;

- Pexxum Sprite Packer neaktuByetbes;

- BikHo crienu nparroe B pesxxumi 3D;

- IIpu cTBOpeHHI HOBOI CIIEHH CTBOPIOETHCS KaMepa sKa 3HAXOAWTHCA B
noJsioxkeHH1 o koopauHatam 0;1;-10 1 Mae IEPCIEKTUBHY MPOEKIIIIO;

3a3Buuaii 3D irpu BUKOPUCTOBYIOTh TPHOXBUMIPHY F€OMETPIiI0, a MaTepiaiu 1
TEKCTYPH BI3yali3ylOThCA Ha MOBEPXHOCTI HUX ITOBUX 00 €KTIB, JUIsl TOTO 100 BOHU
BUTJISAJIAIM  SIK  OTOYEHHS IMX IrpoBUX 00°ekTiB. Kamepwm Moke BUIBHO
MepeMIIyBAaTUCS PA30M 3 CBITJIOM 1 TIHAMH, SIK1 € JOCUTH peaidicTuuyHuMu. 3D irpu
3a3BMYail BI3yalli3ylOTh 3a JOMOMOTOI0 KaMep B PEXHUMI MEpPCIEeKTHBHU, Yepe3 IIe
00’€KTH SIK1 3HAXOJIATHCS HA €KpaHi Bi3yaJlbHO MaOTh OUTLIIMN PO3MIP YMM MalOTh B
peanbHOCTI. [HOMI B Irpax BUKOPUCTOBYETHCS TPHOXBUMIPHA T€OMETDIs, ajie 3aMiCTh
NEePCIEKTUBHOI BUKOPUCTOBYIOThH opTorpadiuny kamepy. Lle po3noBcroxeHa TexHika
Jie KaMepa Mae€ BUJ 3BepXY, 1l Irpyu Ha3uBaTh 2.5D irpamu.

binpmricte 2D irop BUKOPUCTOBYIOTH TUIOCKY Tpadiky (crpaiiTu), sika B3arani
HEMaIOTh TPhOXBUMIpHOI reoMeTpii. CuieHa Oy yeTbes y BU/I IIOCKUX 300pakeHb K1
HAKJIaAyloTbcsd onuH Ha ofHe. Jleski 2D irpu BHKOPUCTOBYIOTH TPHOXBUMIPHY
Te€OMETPII0 ISl CTBOPEHHS MEPCOHAXIB, HO MPHU I[bOMY OOMEXYIOTh IIpOBUIA TIPOIIEC
JIBOMa BUMIpaMH.

[Ile oauH 13 JOCTYNHHUX MOXJIMBOCTEH mipu po3pobii 2D  irop,
BUKOpPUCTOBYEThCS 2D rpadika pazom 3 NEPCHETHUBHOI KaMEporo, Ui TOTO 1100
orpumatu edet mapamiakca (00'€KTH sIKi 3HAXOAATHCS OJIMKYE 10 KAMEPH PyXarOThCs
IIBUJIIIE HIK 00'€EKTH SIK1 3HAXOIATHCS Jai).

Cnucok miTeparypu:
1. Unity Manual [Enexmponnuu pecypc] / peoicum odocmyny:
https://docs.unity3d.com/Manual/UsingTheEditor.html
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