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The article discusses the importance of choosing the right game engine for
developing 2D platformers, as it can significantly affect the game's development
process and quality. The most popular game engines, including Unity, Unreal
Engine, GameMaker, Godot, and others, were compared based on criteria such as
movement mechanics, character controls, graphics and sound quality, cost,
flexibility, and platform support.

The analysis shows that each engine has its own strengths and weaknesses,
and the best choices for developing 2D platformers are Unity, Godot, and
GameMaker. The article highlights the features of each engine and advises
developers to choose an engine that is convenient to work with and best suited for
their project.

2D nnardopMepr € OOHMM 3 HaWOUIBIN TOMYJISIPHUX >KaHPIB B raysi
BIJICOITOp, [0 JAa€ MOXKIMBICTH MNPUBAOUTH BEIUKY KUIBKICTH TPaBIIiB.
[TopiBHstHHS pywiiB mist po3poOku 2D mnardgopmepa € OyKe aKTyaJbHUM
3aBJAHHSAM AJi1 PO3POOHMKIB, OCKUIBKM BHOIp ITPOBOTO PyIIis MAa€ BEIUKWH
BILJIMB HA MPOLIEC PO3POOKH IPH Ta ii AKICTb.

Jlng mopiBHsiHHS Oysio 00paHO HaWmonymsipHii icHyroul pymii: Unity,
Unreal Engine, GameMaker, Godot, RPG Maker MZ, Construct 3, Stencyl,
Buildbox, GDevelop.

Koxen 3 mux pyuriiB OyJio mpoaHaai30BaHO 3a TAKUMH KpUTEPIsIMH: PyxoBa
MexaHika, KepyBanHs mnepcoHaxkem; PoOGota 31 mapoBumMu 00'€KTaMH,
JIOCTYTIHICTB: JIETKICTh BUKOPUCTAHHSI Ta AOCTYIHICTH 7151 PO3POOHHUKIB 3 PI3HUM
piBHEM JOCBIAY, BapricTe: BapricTh JILEH3YBaHHS Ta IHIOMX BUTPAT Ha
BUKOPHCTAHHS 1IPOBOr0 pyuIisi; PO3BUTOK: aKTUBHICTh PO3BUTKY Ta OHOBJICHHS
irpoBoro pyuust; OYHKIIOHATBHICTh. KUIBKICTB Ta SKICTh I1HCTPYMEHTIB,
JOOCTYMHUX IJI1 PO3POOKM I'pH, HASBHICTH (Pi3MUHOTO pyurist; [IpoXyKTUBHICTS:
HIBUAKICTh Ta €(PEKTHBHICTH POOOTH ITPOBOTO pyIlis; ['HYUKICTh: MOKJIMBICThH
3MIHIOBATH Ta HAJIAWITOBYBAaTH (PYHKIIOHAN ITPOBOTO pymIis; SAKICTh rpagiku:
AKICTh Tpadiky, Mo MOoXke OyTH AOCATHYTa B IrpOBOMY pymIii;, SKiCTb 3BYKY:
SKICTh 3BYKOBOT'O CYMPOBOIY, SKa MOK€ OyTHM NOCSATHYTa B IMPOBOMY PYLIii;
HaniiiHicte Ta Oe3neka: MOXJIIMBOCTI 3a0e3MeueHHs O€3MEKW Ta HAaAIHHOCTI
poboTr 1IrpoBoro pymis; JIErkicTe CTBOPEHHS KOPHUCTYBALIBKOTO 1HTEPEICY;
[TinTpuMka koHTpOnepiB; [liaTprmKka pi3HUX NIaTGopM.
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3aranbHU BACHOBOK 3 MOPIBHSHHS IrPOBHUX PYIIIiB HA OCHOBI PO3IJISIHY THX
KPUTEPIIB MOKA3ye, N0 KOKEH IMPOBUI PyIIl Mae CBOi MEPEBArk Ta HEAONIKH B
3QIEKHOCTI Bl KOHKPETHMX moTped po3poOHuka. /[lns po3pobkm 2D
mwiargopmepa MOKyTh OyTH BUKOPHCTaH1 Pi3Hi IMPOB1 pyLIii, ane HaiKparii 3 HUX
- Unity, Godot Ta GameMaker.

Unity mae 0arato KOpUCHHX (YHKIII Ta IHCTPYMEHTIB, SIKI JO3BOJISIOTH
JIETKO CTBOPIOBATH TPy, BKIOHarOuM miaardopmep. € miaATpuMKa Oaratbox
m1aTdopM Ta MOB TPOrPaMyBaHHSI, [0 A03BOJIIE€ PO3POOHUKAM 3 PI3HUM PIBHEM
J0CBiy 3HaiTH cBiil wmisx. Ha sxame, Bapricte minensii Unity moxe OyTH
BUCOKOIO JIJISl HE3AJIEKHUX PO3POOHUKIB.

Godot Takox € ay>Ke MOTY>KHUM ITPOBUM JABM>KKOM 3 BIJIKPUTHM BUX1THUM
KOJIOM, IO 3a0e3neuye OE3KOMITOBHY JIIEH31K0 Ta 3adesnedye Oarato
THCTPYMEHTIB A5t po3poOku 2D mnardopmepiB. Godot mae npoctuii iHTEpQEiic,
JPY>KHIN 1711 HOBAYKIB Ta TOCBIAYEHUX PO3POOHUKIB, & TAKOXK MIATPUMY€E Oararo
MOB MPOTPaMyBaHHS Ta TUIAT(HOPM.

GameMaker mae serkuii iHTep(EHC Ta Ty’Ke AOCTYIHI IIHH, 110 JO3BOJISE
PO3pOOHMKAM 3 PI3HUM PIBHEM JIOCBIIY JIETKO CTBOPIOBATH TUIAT(HOPMEPH Ta 1HIIII
BUM 1rop. € NATPUMKA PI3HUX MOB TPOrPaMyBaHHs Ta miaaTGopm.

OcraTouHuii BUOIp PyLIIO 3aJEKATH B1J OCOOMCTUX BMOA00AaHb, HOCBINY,
(h1HAHCOBHMX MOKITMBOCTEH Ta MOTpeO. B3araii, pekoMeHAYeThCsl BUOpATH Py,
3 AKMM 3PYYHO PALIOBATH Ta KWW HalKpalle MAX0ANUTh AJIsl TPOEKTY.

CnHCOK BUKOPUCTAHUX JHKEPEN:

1. Joe Hocking, Unity in Action: Multiplatform Game Development in
C# , Manning Publications, 2021.

2. Ariel Manzur and George Marques, Godot Engine Game
Development in 24 Hours, Sams Teach Yourself, Sams Publishing, 2022.

3. Nathan Auckett, GameMaker Studio 2 Cookbook: Over 100 practical
recipes for developing games with GameMaker: Studio 2, Packt Publishing, 2020.

4, Joanna Lee, Learning Unreal Engine Game Development, Packt
Publishing, 2020.

5. John Bura, Construct 2 Game Development by Example, Packt
Publishing, 2021.

80



