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This thesis was created to review the most popular and basic components
of objects in the Unity game development environment. The main components
are considered: Transform, Mesh, Rigidbody, Collider, Script, Light,
AudioSource.

Unity — me momynisipHuiA irpOBUE pyIIiii, SKHi BHKOPHUCTOBYETHCS JUISI
CTBOPEHHSI BIJEOIrOp Ta IHTEPAKTHUBHUX JOAATKIB [UIsl PI3HUX IUIATHOpPM,
Brurouaroun [1K, koHcom, MOO1TBHI IPUCTPOI, BEO Ta BipTyaabHy Ta JOTIOBHEHY
peabHICTb.

Y cdept po3pobku B cepenoBuill Unity kokeH 00'ekT (TEpcoHaX,
npeaMEeTH OTOYCHHS, CBITJIO, KAMEPU 1 TaK Jall) € KIHOYOBOK CTPYKTYPHOIO
OJIMHUIICIO, 110 BU3HAYAETHCS Ta CKJIAAAETHCS 3 PI3HOMAHITHUX KOMIIOHEHTIB,
OMUCYIOUMX Horo pizHi acnektu[l]. Y miit po6oTi Oyae MOKIATHO PO3TISHYTO
TOJIOBHI KOMIIOHEHTH, SIKI BHU3HAYalOTh BJIACTUBOCTI OYJIb-SIKHUX OO0'€KTIB Y
cepenonuii Unity.

KomnonenT Transform € ogHMM 3 OCHOBHHUX KOMIIOHEHTIB OYJIb-SIKOTO
o0'exta y Unity. Bin Bu3Ha4ae mpocTOpoBi mapaMeTpu 00'€KTa, TaKl K MO3UIIIS
(tummy Vector3), poramis (tumy Quaternion), Ta macmrtal (tumy Vector3).
3aBasiku Transform o0'ekTh MOXYTh IepeMillyBaTUCs, oOepTaTHCs Ta
3MIHIOBaTU CBIM po3mip y mpoctopi [2]. Lleit koMnoHEHT € PpyHIaMeHTaTbHUM
JUIsl CTBOPEHHSI JUHAMIYHUX Ta IHTEPAKTHBHUX IIPOBUX CBITIB, OCKUIBKH BiH
J03BOJISIE 00'€KTaM pyXaTHUCs Ta 3MIHIOBATHUCS B peajbHOMY Yaci.

Mem BKJIIOYa€E T€OMETPUYHY MOJENb 00'€eKTa Ta Marepiai, 10 BU3HAYAE
roro Burisia. Kommnonent Mesh Renderer BinnmoBifae 3a Bizyasizalliio Memia Ha
cueHi [3]. [ns HamaHHA O00’€KTy TEBHHUX Bi3yalbHUX BJIACTUBOCTEH
BukopucToBytoTh Mmeiaep. CyudacHi PBR (Physically Based Rendering)
mIeHaepy MOXYTh MICTUTH TEKCTYPH, Takl K nudysiiiHa (OCHOBHA TEKCTypa),
metallic/roughness (Bu3HagaroTh OJUCKIT Ta MIOPCTKICTH Marepiany) Ta KapTH
HOpMaJieli (BM3HAYalOTh T¢ SIK CBITJIO INMOBUHHO Jjsaratd Ha o0’ext) [4]. Ili
KOMITOHEHTH JT03BOJISIIOTh CTBOPIOBATH PEAICTUYHI Ta JETani30BaHi 00'€KTH,
K1 BUTJISIAI0Th TIEPEKOHIIUBO Ta IPUBAOIIUBO ISl TPABIIAL.

Hna  ¢izuyHoi peamizamii  00’€KTa, BHKOPUCTOBYIOTH KOMIIOHEHT
Rigidbody, sikuii Moamemnioe (i3MuHy MOBEIIHKY 00'€KTa, BiH BKJIIOYAa€ B cede
Macy, IEHTpP Macu, MOMEHT IHEepIi, CHUIy TepTs, CWIy TIpaBiTaiii Ta I1HIII
napametpu. Konatinepu (Collider) BuzHauaroTh 00J1acTi 31TKHEHHS 3 1HIIUMHU
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o0’extamu. 1li KOMIOHEHTH MO3BOJSIOTH CTBOPIOBATH PEANICTUYHY (Di3HUHY
B32€MO/I1I0 MDK 00'€KTaMu, HAPUKJIa 1, 3ITKHEHHS, BIAIIITOBXYBAHHS, TEPTS TOIIIO.

Cuenapii (Scripts) BiAMOBITaIOTH 32 MPOTrpaMHy JOTIKY 00'ekta. CKpUNT
MO€E BKJIIOYATU KOJ JJi1 OOpOOKH MOii, 3MIHIOBATH BJIACTUBOCTI 00'€KTa, M
BUKJIMKATU (PYHKIIT B1J] IHIIUX KOMIOHEHTIB. CKPUNTH BUKOPUCTOBYIOTHCS IS
CTBOPEHHSI IITYYHOTO 1HTEJIEKTY MEPCOHaXIB, YNPABIIHHA YHIKAJIbHOI (Di3UKH
00'eKTiB, peasizallli iIrpoBUX IMpaBuJ, 3 €JHaHb aHIMaIlli Ta 3BYKOBUX €(EKTiB.

Light crBOprOe mKkepesno CBiTIa 3 TMapaMeTpaMH, TaKUMHU SIK KOJIIp,
IHTCHCHBHICTh Ta pamiyc [5]. B reiimMan3aiiHi OKpiM IMPOCTOTO OCBITJICHHS
JoKaIii Ta Au3aiHy 00’€KTiB, JpKepena CBITJIA TaKOK BUKOPUCTOBYIOTH 3aJIs
HaIpaBJICHHS KOPUCTyBava y MOTPIOHE JUIsl TPOOBKEHHS CIOXKETY MicCIIe, SIK 1€
3a3Buuail poOssITh po3pooHuKH 3 Valve abo Remedy.

AudioSource 1e mpKepeno 3BYKy, IO MOXE BIATBOPIOBATH ayiodaiau 3
MIEBHOI MO3UIIii 00'€KTa, Ta MaTH TMIEBHI 3BYKOB1 €(heKTH 3a OTpeOH, 3a3BUYAI 11e
BUKOPUCTOBYETHCSI TP CTBOPEHHI 3BYKOBUX €(QEKTIB [Uisl IEpPCOHAXKIB,
OTOYEHHS, ITPOBUX TOMIA Ta (HOHOBOI MY3HWKH, IO POOUTH ITPOBHI MPOIIEC
OUJIbII IMITAKTHUM Ta aTMOC(EPHUM.

Animator € 1me 0OJJHAM BKJIMBHUM KOMIIOHCHTOM, SIKU BUKOPHUCTOBYETHCS
JUIsl YTIpaBJIIHHS aHIMaIliero 00'ekta. Animator J103BOJIsIE CTBOPIOBATU CKJIAJIHI
aHIMAaIIH1 IMOCI1TOBHOCTI, BAKOPHUCTOBYIOUM CUCTEMY CTaHIB Ta MEPEX0/IiB MIXK
HUMH. Animator TakoX miaATpuMmye cuctemy blend trees, sika m03BoJIsIE
CTBOPIOBATH IIJIaBHI MEPEXOU MK PI3HUMHU aHIMAIlISIMHU.

[{i xoMmoHEeHTH O0'€THYIOTHCS IJii CTBOPCHHS TOBHOIIIHHUX €JIEMCHTIB
OTOUCHHS Yy BIPTYaJIbHOMY CEpPEIIOBHIINI, JI¢ KOXXEH 3 HHX BIANOBIZAE 3a
KOHKPETHHUMN acIeKT MOBEIIHKHU Ta BIACTUBOCTEH 00'€KTa.
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