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This work reveals the importance of using a game engine in the process of
game development. There were considered currently leading engines, Unity and
Unreal Engine 4. Their advantages and disadvantages were highlighted. It was
concluded that Unity is more suitable for mobile games and for development in
small teams. This game engine is also highly customizable and flexible, which
allows developers to create unique games with a variety of features and
mechanics. Unity also has a large community of developers who share tips,
tutorials, and assets, which can help beginners get started and experienced
developers save time. Overall, the choice of game engine will depend on the
specific needs of the project and the experience of the development team.

CTBOpEHHS TpH HE 0OMEKY€EThCS HAMMCAHHSIM KOy, BOHO BKJIIOYa€ B cebe
0e3J/114 €JIEMEHTIB, TAKUX SIK AW3aiiH, CIOKET, OTOYEHHS, OCBITJIEHHS 1 aHIMAIll,
K1 MAalOTh Ba)KJIMBE 3HAYECHHS JIsl CTBOPEHHS LIIICHOTO irpoBOro cBity. I'pa €
JIOCBIJIOM, SIKMM HE MOXe€ OyTH MOBHICTIO BIATBOPEHUM TIJIBKH 3a JIOIMIOMOI'OIO
xony [1].

JBuryan Unity Ta Unreal Engine 4 € HalnmomyJspHIIIMMU B CEPEIOBHUIIT
PO3pOOHMKIB Yepe3 iX 3pYyUHICTh, ASTaabHE OIPAIIOBAaHHS Ta BEIUKY KUIbKICTh
J0JJaTKOBUX 010J110TEK, 110 T03BOJISIE Peali30ByBaTH MPAKTUYHO OYyIb-5IKi 171€1.

Huni Unity 3aiiMae mpoBiIHY NO3MIII0 y po3poOui 1irop, Hagarodu
nepeoBl 1THCTPYMEHTH [UJIsl MPOTPaAMICTIB Ta THX, XTO HE Mae€ JOCBIAY Yy
nporpamyBanHi. Ha Unity po3po0mstors MoOUTRHI irpu Ta mipoekTt ms [1K Ta
KOHCOJIeH. Y HbOMY € pi3HI KOMIIOHEHTH JJisi poOOTH 3 rpadikoio, aHIMAIELO,
(bi3uKO00 00'€KTIB, 3ByKOM, IIA0JIOHAMH Ta CKpUNITaMH [2].

Ha npomy pymrii HamucaHi THUCSYl 1rop, JOAATKIB Ta CHUMYJISLIN, sKi
OXOIUTIOIOTH ~ 0e3miy  xkaHpiB. Unity BHUKOPUCTOBYETHCS SIK  BEIMKUMHU
pO3pOOHMKaMH, TaK 1 HE3aJeKHUMHU CTyIisMu. Ha 1boMy IBHIKKY CTBOpEHI
nomyJsipai ipoekTr: Genshin Impact, Hearthstone, Outlast, Cuphead, Pokemon
GO Ta 11w irpu.

Ha Bigminy Bixm Oarathox irpoBux nBuryHiB, y Unity € aBI OCHOBHI
nepeBaru: HasBHICTh BI3yaJIbHOTO CEPEIOBUIINA PO3POOKH Ta MIKILIAT(HOPMOBA
HiATPUMKA.

Unity Bimpa3sy e B KOMIUIEKTI 13 cepefoBuineM po3pooku. Lle ogqnodacuo
penakTop Koay, 1 pobora 3 rpadikoro, 1 JOTiKa MOBEIIHKH IIPEAMETIB B irpOBiit
cueHi. OcoOnuBICTP LIBOTO peJakTopa y TOMY, HIO II€ MOXXHa poOUTH 1
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HAJIAIITOBYBAaTH O€3MOCEPEAHbO IMIJ] Yac 3allyCKy YH TECTyBaHHS CIOXKETY.
Takox IrpoBHWil ABUTYH AOOpE CHPaBISETHCS 13 3aBIAHHSAMH TPUBUMIPHOTO
MOJICITIOBAHHS 00'€KTIB 3 pEaIbHOTO CBITY.

['onoBHuii koHKypeHT Unity cepem Oe3komroBHuX asuryHiB — Unreal
Engine. OcHoBHa BimMiHHICTE — II¢ MoBa mporpamyBaHHs: Unity — e C#,
Unreal Engine — e C++. Kpim toro, Unreal Engine Oinbll BUMOITIUBUI 10
XapaKTEepPUCTUK KOMI'IOTEpa.

[TopiBasino 3 C++, moBa C# nerma y BuBdeHHI. Kpim TOro, BOHa
BIJIHOCUTBCS JI0 KaTeropii MOB 3 «yMHPABIIHHAM MaM'ATTI0», TOOTO aBTOMATHUYHO
pO3MOJIIIsAE MaM'siTb, yCyBa€ BTpaTy mnam'ati 1 Tak jgam. Sk mnpaBuso, C#
3pyuHima 3a C++, SKio HeoOX1THO B MEpIIy Yepry po3poOUTH TPy, a MOTIM
BJIOCKOHAJTFOBATH Pi3HI CKJIAJIHI aCTIEKTH MPOTPaMyBaHHS.

VY Unity € BmacHmii mara3uH, Asset Store. Y Hpomy € 6€31i4 MIaTHUX Ta
0e3KOIITOBHUX acceTiB. BukopuctoByroun Asset Store mo MakCUMyMy, MOXHa
310paTu rpy, sIKk KOHCTPYKTOpP, HE HAITMCABIIH >KOJHOTO PSAJIKA KOTY.

Jlnst HoBaukiB icHye KOM'toHITI UNity-po3po0OHKKIB, a TAKOXK JOCTYIHE Ta
OE€3KOIIITOBHE HABUAHHS, 10 € BaXJIMBOI ocobauBicTio Unity [3]. et irpoBwuii
JIBUTYH Mae€ HIK4Y1 cucteMHi Bumoru, Hixk Unreal Engine, mo poOuts ioro
JOCTYMHIIIUM JIJIs1 BAKOPUCTaHHS Ha CJIA0KUX KOMIT'FOTEpax.

Bapro Bigznauutu, mo Unreal Engine Takox Mae CBOI mepeBaru 1 MOxe
OyTy OUTBII MIAXOJAUIUM JJISl IPOEKTIB, AKI MOTPeOYIOTh CKIaAHINIOI rpadiku
ta (izuku. Y unuiomy, BuOip Mixk Unity Tta Unreal Engine 3amexuth Bif
KOHKPETHOTO 3aBJIaHHS Ta HABHYOK PO3POOHUKA.

Unreal Engine 4 BiAMIHHO MiAXOAUTH ISl IIBUAKOTO MPOTOTUITYBaHHSI,
BEJIMKHX ITOP, Ma€ BIIKPUTUN KOJ, aje JJisi poOOTH MOTPiOHI 3HAHHS B 00JacTi
C++. Moro ocHoBHa BiaMiHHicTh — ontumizaris: Unreal Engine ctBopioBaBcs
HE SK OKpEeMUU KOMEpIIMHMM TMPOAYKT, a SK pOOOYMH I1HCTPYMEHT, 1 BiH
opieHToBaHuii Ha 3D-irpu [4].

Sk 6auumo, npu cTBopeHHi 2D-irop Unity — Halikpamiuii BUOip, 0co0JIMBO
KOJM MAEThCS PO TPOAYKT 13 ceHcopHuM iHTepdeiicom. Tak sk 3apas
MOOITPHUI TEeHMIHT MIBUAKO Hazgoranse 3a mnomyssipHicTio [IK ta koHcomi,
MOJKHA 3pOOMTH BHUCHOBOK, IO po3poOka irop Ha UNity — 1e mepcrnekTHBHO,
OCKUJIbKY TIOMUT HA MOJ10HI Irpy HAa PUHKY 3pOCTaTUME JIeAalli IIBUIIIE.
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