NMporpama Kypcy:

1. BBeageHHs B Kypc

° Cknagosi kypcy

° Jlekuil, npakTnyHi 3aBaaHHs, AMnnoMHa poboTa
° OcHoBu pob6oTK Unity Ta Visual Studio

° LLlo Take Unity Ta siK BiH npautoe, ycTaHOBKa

° OcHoBwM NporpamyBaHHs

° lMporpamyBaHHA C#

° PepakTop Visual Studio, yctaHoBKa

2. OcHOBM po60TH 3 pegakTopom Unity

CTBOpEHHS CcUeHn
3HanoMCTBO 3 Inspector
Game View

Scene View

IMMNOPT 30BHILLHIX aceTiB
MeHepxep lNakeTiB

3. 3HANOMCTBO 3 MOBOIO NporpamyBaHHs C#

Ornsg nnatdgopmu .NET Framework
3HanoMcTBO 3 MOBOIO C #

Ornag MoxnvMBocTen MOBU
3HanomcTBo c IDE Visual Studio
CTpykTypa nporpamu

Komninsauia nporpamum

HanucaHHs neplioi nporpamm

4. Tunu gaHux

[NMoHATTA 3MiHHOT

Tunn 3MiHHMX

CTBOpEHHSA i iHiUiani3auist 3aMiHHMX
Ob6nacTtb BUAUMOCTI

KoHcTaHTu

Onepaduii Hag 6a3oBMMKU TUNaMn

()]

. YMOBHIi KOHCTpPYKUil

[MOHATTS YMOBHUX KOHCTPYKLLiN
YMOBHa KOHCTpyKLiA if
Onepartop 6arato3Ha4yHoOro Bubopy switch ... case

6. LIMKnivyHi KOHCTpYKUil

3HaNoOMCTBO 3 LiKnamu
Linkn 3 nepegymoBoto while



Linkn 3 ymoBoto nocta do ... while
Linkn 3 nivnnbHUKom for

7. MeTtoan

° MoHaTTa meToay

° CTBOpEHHA MeToRY

° Buknuk metony

° Buan metopais 3 napametrpamm i 6e3

8. Macusu

IMoHATTS MacuBiB i HEOBXIAHICTb X BUKOPUCTaHHS.
Cnocobu cTBOPEHHA MacuBiB

Pobora 3 macvBamu

baraTtoBuMmipHi Mmacueu

3ybyacTi macmeu

9. NMoHATTA KNaciB i 06’ekTiB. OO0l

MoHATTS knacy Ta ob’ekTa

CTBOpEHHS Knaci., ix BMICT

CTBOpEHHSA 00’€EKTIB 3@ 4ONOMOrOH0 Knacis
MogudpikaTtopu goctyny

Po6oTa 3 BnactmBocTaMu

10. CTaTUYHI Knacu Ta metoam

° CTBOpPEHHS | BUKINNK CTAaTUYHUX MEeTOoAiB
° Poborta 3i cTatTuyHMMmM metogamu
° CTBOpPEHHSA CTaTUYHUX KIaciB

11. CKpunTyBaHHS B Unity

Code Style and Code Convention 3 npuknagamu

Cuctema ynpasniHHs BepcCisiMu, Git

MonoBehaviour, TOpAg0OK BUKOHAHHA OYHKLiN B MonoBehaviour
GameObject

Transform

Input

BekTopun

12. Pob6oTa 3 6ioniotekamu. NET. OcHoBMu 2D

Po6oTa 3 )KOpCTKMM ANCKOM

JSON cepianisauis / gecepianisauis
[xeHepik KOHTeNHepw - List Ta Dictionary
Cnisnporpamu (Coroutines)



PosLwmnpeHHst icHytoumx knacis
Camera

SpriteRender

SpriteMask

13. User Interface YacTtuHa 1

NcTtopuna

Canvas XorncTt

Basic Layout

Visual Components
Interaction Components
Animation Integration
Auto Layout

Rich Text

EventSystem

14. Aygio Ta cuctema 4YacTUHOK

Audio Listener, AudioSource, AudioClip

Play and PlayOneShot

Audio mixer i 3ByKOBi edpeKTu

LLlo Take YacTMHKWN. HanawTyBaHHA CUCTEMM YaCTUHOK - emission, lifetime, speed,
color, etc

15. AHimauis B 3D, Mecanim

Ornag cnctemu aHimadii B Unity

BikHO Animation, AnimationClip, cTBOpeHHS aHimauil B FOHITi
Animator Controllers

Transition

KoHTporb aHimauii i3 ckpunTa

Animation event

16. User Interface YacTuHa 2

Anchoring Layout

ScrollView, Tab

Ul Event System: tap, gesture, swipe

Ul Event System: npocTa cuctema drag and drop Ha NpuKnazai KapTKoBOI rpu

17. ®i3uKa Ta HaBirauis

Ornsig KOMMNOHEHTIB TPUBUMIPHOT 4Di3NKK
Konangepu

Rigidbody

Joints

Physics material

Raycast



° Physics Layer

° NavMesh - IpyHUKN Aii, cnocobu 3acTtocyBaHHS

° 3anikaHHs HaBirauiHOI CiTKM, CTBOPEHHS areHTa, HacTpownka off-mesh 3B'A3KkiB,
CTBOPEHHS NepeLuKoa

° HanawTyBaHHA BapTOCTI LWNAXY

° B3aemogia NavMesh i MechAnim

18. OcHoBM onTUMI3auil irop nig MoGinbHI NnpucTpoi

BukopuctaHHsa npodannepa
OnTumisauisa 2D
OnTumisauis 3D
BukopucTtaHHs nyny o6'ekTiB
PekomeHgadii no kogy

19. 306ipka npoekTy Ha AHagpoia. lNybnikadin

OcobnuBocTi 30MpaHHA NpoekTy Ha Android
Scriptable Object

AssetBundles

My6nikauis

20. IrpoBi naTepHU NPOEKTYBaHHS.

° LLlo Take naTtepH
° Knacudikauis natepHis

21. Po36ip AMNNoMHux pooGiTt



