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Abstract

This study examines the process of designing and implementing an interactive 2D software product using the
Unity game engine and the C# programming language. The research focuses on the main stages of development, in-
cluding system architecture design, object interaction, animation control, and optimization methods. A prototype of an
educa- tional interactive game was developed, demonstrating real-time object interaction, level progression, and a us-
er- friendly interface. The results show that Unity, combined with C#, provides a flexible environment for creating
scala- ble and adaptive applications suitable for educational, entertainment, and visualization purposes.

[HTEepakTHBHI TpOrpaMHi MPOXYKTH HA CHOTOMHI € BAXKIMBOIO CKIAJOBOID CyYaCHUX IU(PPOBUX
TEXHOJIOT1H, OCKIIbKK 3a0€e3MeuyloTh AUHAMIUHY B3a€MOIII0 KOPHCTYBada 3 MPOrPAaMHUM CEPEHAOBHUILEM.
BoHH 103BOJNSIIOTH CTBOPIOBATH CHCTEMH, SIKI pearyioTh Ha [ii KOpUCTyBa4a B peajbHOMY 4aci,
3a0e3Medyoun 3BOPOTHHUH 3B’SI30K 1 3airydeHHs. Taki TEXHOJIOTiT aKTMBHO 3aCTOCOBYIOTbCS HE JIMILIE Y
cepi po3Bar, ane 1 y HaBUaHHI, Oi3Hecl, pekiami Ta HayKOBUX AOCTiIKeHHX. [[1s1 cTBOpeHHs momiOHMX
CHCTEM BUKOPHCTOBYIOTBCS CIelialibHi pyurii, cepes sikux Unity € ofHUM i3 HAaHMOIIMPEHINX 3aBISKH
CBOIH MPOCTOTI, THYYKOCTI Ta IMUPOKOMY (DYHKIIOHATY SIKMH MiATpUMYye cTBOpeHHS sik 2D-, Tak i1 3D-
TIPOEKTIB.

OCHOBHOIO MeTOI0 POOOTH € po3poOKa IHTEPAKTUBHOTO MPOTPAMHOTO IMPOMYKTY 3 BHKOPUCTAHHIM
Unity, sikuii 103BOJIsIE KOPUCTYBAYy KepyBaTH 00 €KTaMH CIICHH, MPOXOIUTH PIBHI, B3aEMOISATH 3 1HIIUMU
€JIEMEHTAaMH CEpPEJOBHUIIA Ta OTPUMYBATH MUTTEBHI Bi3yaJbHUN 3BOPOTHHUM 3B’ A30K. Y Ipoleci peaizamii
TaKO)K BUBYAIOTHCS OCOOIMBOCTI apXiTEKTYPH, OIITUMI3aIlii MIBUAKOIT Ta MPUHIMITA TOOYI0BY iHTEpdeiicy
KOpHCTyBaya.

ITix gac qocmimKeHHs poaHaTi3oBaHO OCHOBHI MoxTHBOCTI Unity, cepen sikux Physics2D, Animator,
UI Toolkit Ta Input System. Lli Moxyni 3a0e3neuytoTs CTBOPEHHS (i3UYHO KOPEKTHOI MMOBEIIHKH 00’ €KTIB,
KepyBaHHs aHIMallisMu Ta 1moOynoBy iHTepdelicy kopuctypada. Unity Mae 3py4Hy KOMIIOHEHTHY CHCTEMY,
JIe KOKeH 00’€KT CKIIAJAa€eThCsA 3 OKPEMHX MOAYJIB, SKi MOXKHA 3MIiHIOBaTH 0€3 MOPYIICHHS 3arajibHOl
crpykrypu. lLle no3Bossie nerko OHOBIIOBaTH a00 pO3MMPIOBATH (YHKLIOHAIBHICTH NPOAYKTY 0Oe3
HeoOXiHOCTI 3MiHU Komy [1].

IMporpaMua uyactuHa pearnizoBaHa MoBor C#, sika MIATPUMYE TPUHIMIIK 00 €KTHO- OPIEHTOBAHOTO
MPOrpaMyBaHHs! — IHKAICYIIALI0, HACTITyBaHHs Ta HoIiMopdi3M. 3aBIsSKH IEOMY 3a0€3MEYEHO 3pO3yMLTY
CTPYKTYPY KOy, MOKJIUBICTH IOBTOPHOTO BUKOPUCTAHHS KJIACiB 1 IPOCTOTY MacITaOyBaHHS. ApXiTEeKTypa
3aCTOCYHKY mnoOymoBaHa 3a npuniunamu Model- View—Controller (MVC), 1o mae 3MOry po3miiuTH
JOTiKY, rpadidHe pe/ICTaBICHHS Ta KOPUCTYBAIbKUH BB1JI, CIIPOLIYIOUYH MTPOIEC MiATPUMKH Ta TECTYBAHHS

[2].

Xapkis, YkpaiHa IKTK-2025

4 -5 2pydHa 2025 p. 260


mailto:yaroslav.pshonianyk@nure.ua
mailto:nataliya.serdyuk@nure.ua

MixkHapoaHa HayKOBO-TEXHIYHA KOHpepeHLin

« d ol »

Oco0OnuBy yBary mijg 4ac po3poOku OyJI0 MPHIICHO MiJABHIEHHIO MPOAYKTUBHOCTI Ta CTA0LIBHOCTI
poboTH 3aCTOCYHKY. Hanst 3MEHINCHHS HaBaHTaKCHHS Ha cUCTEMY pearnizoBaHO

MeXaHi3M TOBTOPHOTO BHUKOPUCTaHHS 00’ekTiB cueHu (object pooling), 1mo m03BOJsIE YHHKATH
MOCTIHOTO CTBOPEHHS Ta BWJAJCHHA elleMeHTIB mig yac rpu. KpiMm Toro, wactmHa mpomeciB Oyria
BUHECCHA B aCHHXPOHHE BUKOHAHHS 3a JIOMIOMOTOI0 KOPYTHMHH (CO-routines), 10 Jajio 3MOTy PiBHOMIpHO
PO3MOAUTUTH OOYHMCIICHHS MiXK KaJpaMH. Takuil miXiJ] MTO3UTUBHO BILUTMHYB Ha IBUIKOMIO [3].

Kopuctysanpkuit intepdeiic (Ul) crBopeno 3a momomororo cucremu Canvas y moenHanHi 3 Event
System. BiH BKIIt09a€ eXeMEHTH YIPaBIiHHS PiBHIMH, MiAPaXyHOK OYOK 1 IWHAMIYHI MTOBIAOMIICHHS IS
KopucTyBaya. J{isi TiABUINEHHS 3pYyYHOCTI BHKOPUCTaHHS Iepen0avyeHo aJanTUBHE MaclITaOyBaHHS
iHTepdericy 3aleXHO BiJ PO3MUIBHOI 3[aTHOCTI €KpaHa, MO0 POOUTHh 3aCTOCYHOK YHIBEPCATBHHUM IS
PI3HUX THUIIIB IIPUCTPOIB.

Ha 3aBepmansHOMY eTarmi IpOBEACHO TECTyBaHHs pOOOTH MPOTOTHUILY, SIKE OXOIUIIOBAJIO CTa0IIBHICTB,
IIBUJIKOJIIIO Ta KOPEKTHICTh MEPEXO/IiB MiXk PIiBHAMHU. YCi OCHOBHI MEXaHIKH — PyX MEpCOHaXka, 00poOka
3ITKHEHB, CUCTEMA TiAPaXyHKY 040K — IpaIoBaiu 0e3 3001B.

Pesynbratu poOOTH MalOTh SK TEOPETUYHE, TAK 1 MpaKTHYHE 3HaueHHA. HaykoBa IIHHICTH MOJSTAE y
MO€THAHHI 00’ €KTHO-OPi€EHTOBAHOTO IiJIXOAY MPOTpaMyBaHHS 3 KOMIIOHEHTHOIO Moaeiuto Unity, mo aajio
3MOT'Yy CTBOPHTH THYYKY apXiTEKTypy IHTEPAaKTHBHOTO MPOTPAMHOTO MPOAYKTY. IIpakTuuHHMid pe3ynbrar
MOJISITAE y pO3poOIi poOOYOTO MPOTOTHILY, KUK MOXKE BHKOPHCTOBYBATHCH SK HABYAIBLHUIN MPUKIAN abo
OCHOBa ISl TONAIBIIMX PO3pPOOOK. 3aBIsKU yHiBepcanbHOCTi pymrist Unity cTBOpeHHMH MPOAYKT MOXKHA
JIETKO aJanTyBaTd Ta MyONiKyBaTH Ha pi3HHX muargopmax Oe3 CyTTEBHX 3MiH y KOIi, IO POOWUTH Iieit
MiIXiD 3py9HAM 1 epeKTHBHEM y cepi po3pooku[4].

OTrxe, BukopucTanus pymriss Unity y moeananHi 3 MoBoto C# € omHUM 13 Halle(DeKTUBHINIMX HATPSMIB
y CTBOPEHHI iHTEPaKTUBHUX MPOTPaAMHUX MPOAYKTiB. [lo€JHAHHS MPOCTOTH PO3POOKH, BETUKOI CIIUTBHOTH
KOPUCTYBa4iB Ta THYYKHX MOXKJIHBOCTEH PYIIisi JO3BOJISE CTBOPIOBATH MPOEKTH OyAb-sIKOI CKIaIHOCTI —
BiJl HABYAJIbHUX AEMOHCTpAIill 10 MOBHOLIHHUX irop. OTpuUMaHi pe3yabTaTH IiATBEPAKYIOTh JOIIBHICTD
MOAANBIINX JOCHIPKEHb Y HampsiMi po3poOKH iHTEPAKTUBHUX CHCTEM 3 PO3IIMPESHHMH MOXJIHBOCTAMH
B3a€MOIii.
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