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3D GAME DEVELOPMENT SOFTWARE REVIEW

Petya Petrova, Milena Stefanova

Abstract: The paper focuses on the significance of software in the development of 3D games. An overview
of popular software environments in the selected field is made. It is emphasized that each has its strengths
and weaknesses when it comes to developing 3D projects. Based on selected criteria, a comparison of
the reviewed software is presented. The process of developing 3D games is described with a set of rules
to follow. The guiding principle of the research is the opinion that the use of specialized software in the
development of 3D games leads to an improvement of the user experience when interacting with them.
Keywords: Unity, Unreal Engine, Godot, Flutter, 3D game, Game development.

BbBEAEHUE

Wrpurte 1 aHMMauuTe ca HEOTMEHHA YacT OT OMTHETO Ha Xopara B HalM AHU. [leniara u3pactear
C aHMMAIMH ¥ UTPU, KOUTO UMAT Ba)KHA POJIS HE CaMO 3a OTIUX, HO U 10 BpeMe Ha 00ydeHneTo uM. B
CTaTuATa ca pasrielaHu MOMYJSPHU Cpelu 3a pa3pabdoTka Ha urpu W anumanuu, karo Unity, Unreal
Engine, Godot u Flutter, kato ca onrcanu TEXHUTE MOJOKUTEIIHU U OTPHULIATSITHH CTPAHH.

N360pbT Ha codTyep, MOAXOASIL 3a pa3pabOTBAHETO HA UTPa € OT PEILIaBall0 PelIeHne, KOeTOo
3HAYUTETHO OM MOIJIO Ja TOBIKsIE BbPXY KpaiiHUs ycrnex Ha urpara. Temara e uscnensana ot Chia et al.
(2020), karo aBTOpUTE 3aCTHIBAT TE3aTa, Y€ C Pa3HOOOPA3UETO OT OMIIMK, HAIMYHU HA Tazapa JIHeC, €
NPEAU3BUKATEIICTBO Ja Obie onpereneHa miargopmara, yIoBIeTBOPsIBAIa HyY>KIUTE HA €KUIIa OT pa3pa-
6otunnu [3]. KitowoBu (akropu npu nzbdop Ha Engine 3a urpa ca onucanu B aetaitnim ot Ana Crudu &
MoldStud Research Team. Karo Bozmemu TakuBa ca »aHpPbT Ha UTpaTa U MOJIPBKKATa Ha TIaT(GopMH,
3a KOMTO T# € Ipe/iHa3Ha4yeHa [6].

BHuManueTo B HacrosmiaTa CTaTtusi € MOCBETEHO HA Mperie] U CPaBHEHHE HA YETHUPU BOACIIN
ruiatdopmu 3a paspadorBane Ha 3D urpu: Unity, Unreal Engine, Godot u Flutter. Ilexra Ha nmpoyuBaHe-
TO € Jia MPeIOCTaBU OOCKTHBHA U TTOAPOOHA WHPOPMAIHSI 32 BCSIKA OT TE3H IIaT(GOpPMHU ¢ aKIEHT BhPXY
TEXHU OCHOBHU XapaKTEPUCTUKH, MIPEIUMCTBA M HEJIOCTATHIIN, KAKTO U HA CCHU(DUIHUTE CITy4au, IPH
KOUTO T€ Ca HaW-TIOAXOIAIIU. B pe3ynTar ot nmpoBeeHus aHaIu3 ca 0000IEHH U MPEIOKEHH MPETIo-
PBKH 32 N300p Ha MOAXOASIIA M1aThopMa — B 3aBUCIMOCT OT HYXXIUTE U IIETTUTE Ha pa3paboTIUIIHTE.

HNznoxenne

W3cnenBaHeTo € MOCBETEHO Ha JIETAMICH Mperie Ha tiatdopMu 3a pa3padorBane Ha 3D urpu u
norpeburencku uutepdeiicu. Pasrnenanu ca TeXHU OTIIMYUTENIHU YEPTH, CUITHH U criabu ctpanu. [Ipen-
JIOKEHU ca KOHKPETHU CTBHIIKHU, BaXKHM B IIpolieca Ha pa3paboTBaHe Ha urpa. B uscineaBanero Ha muiart-
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(dopmuTe 3a pazpaboTKa Ha UTPH € OTHEJICHO creranino BHuManue Ha Flutter, karo codryep, HacoueH
KbM pa3paboTKara Ha MOTPpeOUTEICKH HHTEPQEIiC.

1. Unity

ToBa e enHa OT Hal-IOMYJIAPHUTE M IIUPOKO M3MOI3BaHU IUTaT(GOpPMHU 3a pa3paboTBaHE HA UIPU
B cBeta. Cp3naaena npe3 2005 1., T4 npeasiara MOIHU MHCTPYMEHTH U I'bBKAaBOCT, KOMTO IO3BOJISIBAT
Ha pa3paboTuunuTe 1a ch3aaBar BucokokadecTBeHu 2D u 3D urpu [8]. OcHOBHHTE XapaKTepUCTUKU HA
Unity BKJIIOYBAaT MOIIEH PEAKTOP, MOAIPHKKA HA MHOXKECTBO IIaT(GOpMH U OOraT Mara3uH 3a aKTHBH
(Asset Store), Kb1eTO pa3pabOTYUIITE MOTAT J]a HAMEPST TOTOBH PeCypCH U TuTbruaH [ 11].

Ilpeoumcmea na Unity

besmnarHa Bepcus ¢ OCHOBHUTE (PyHKIIMHU, HEOOXOMMH 3a pa3padoTKa Ha UTPH, 3a1[0TO KOMIaHU-
ATa UCKa J1a OCUTYPHU JAOCTHII 710 cBosl urpou asuraren (Game Engine) 3a mupok Kpbr pa3paboTyuiiy,
HE3aBUCHMO OT T€XHUS OIOJIKET.

Jlexora Ha n3nonsBaHe. [Iporpamara nma UHTYUTUBEH UHTEpdENC 1 100pe CTPyKTypHUpaHa CUCTe-
Ma, KOSITO TI03BOJIsIBa OBbp3 CTapT Ha paboTa 10 MPOEKTHUTE.

Jlecen 3a HayuyaBane. Unity mpeanara MHTYUTHBEH UHTep(eiic 1 oOmMpHA TOKyMEHTAIHsI, KOe-
TO TO IpaBH AOCTBIECH 3a HAYMHAeUH pa3padoTunnu. [IpoekTupaH € ¢ MUCHI 3a JECHA HaBUTalus U
U3I0JI3BaHe, KOETO IIoMara Ha HOBHUTE MOTpeOUTeNn Obp30 Ja ce 3al03HasT C OCHOBHUTE (QYHKLUU U
WHCTPYMEHTH.

TonssMo 1 akTHBHO 00mIecTBO. MMa 3HaUMTEIHA M AKTHBHA OOILITHOCT, KOSITO PEA0CTABS OAIPHK-
Ka U CIIOJEIIsl pECypcH M ypor. MHOTro pa3paboTduiy mo csera uinonssar Unity U CIIOAETSAT CBOUTE
3HaHUS U OTIUT.

Penuna rotoBu pecypen v mrsrud. MarasuasT Ha Unity npejyiara 6orat n36op oT npenBapu-
TEJIHO Ch3/aJIEHH aKTUBM, KOUTO MOTaT Ja YCKOPAT pa3zpaboTkara Ha urpu. Pazpaboruuiure morar aa
3aKyIST WIK U3TENIAT Oe3IUIaTHU PECYpPCH, BMECTO J1a T Ch3/1aBaT OT HyJaTa, KOETO CIIECTsBA BpeMe U
yeunus [1].

Ha ®wurypa 1. e mpencraBeH eKpaH ¢ pa3HOOOpa3HU MAaHENIU ¢ HHCTPYMEHTH, JOCTBIIHY MIPU Pa3-
pabotBaneTo Ha npoekT B Unity 3D.

=« CubemapCamera (Camera) _©
|miStereoCamera (Camera)  ©

®urypa 1. Pabomen expan na Unity

Heoocmamwvyu na Unity
[o-nucka mpousBoautenHoct. Mzmon3sa C#, KoeTo MOXe J1a € 1mo-0aBHO B CPaBHEHHUE C JAPYTH
CKPHUIITOBH €3N OT HUCKO HHBO.

[Inarenu ¢ynkuuu B Pro Bepcudara. Hskou ot nmo-momaute ¢ynkiuu Ha Unity, kaTo mo-100pu
HHCTPYMEHTH 3a aHAJIN3 U Pa3lINPEHU Bb3MOKHOCTH 3a PEHIEPHHT Ca HAJUYHHU B IUIATEHATAa BEPCHS.
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OrpaHuyeHus npu padoTa ¢ MHOTO TOJIEMHU MPOEKTH. I1pK CIIOKHU MPOCKTH MOXKE J1a MMa Ipo-
OJIeMH C TIPOM3BOJIMTEIIHOCTTA TIOPa/IM 1MO-0aBHO BpeMe 3a 3apek/IaHe Ha TOJIEMU CIICHW U MHOXKECTBO
00€eKTH, KaKTO U MO-HUCKA 0011a TIPOU3BOIUTEITHOCT [ 1].

He nourbprka npenpaTky KbM BbHIITHA OUOIMOTEeKH. BCHUKY M3IT0NI3BaHN OMONHOTEKH TPsOBa J1a
ObJaT KOMPaHU PBYHO B ITpoekTa. ToBa MOXKe J1a 3aTPyAHH YIPABICHUETO M aKTyaJIu3allusATa Ha BHHIII-
HU 3aBUCUMOCTH U JIa YCIIOXKHU TpoIleca Ha HHTETpalys Ha BBHITHU OnOIuoTeku [2].

[Ipoektute He ce mMamadbupar nodpe. Unity € oInyeH 3a MaJKu A0 CPEAHH MTPOEKTH, HO MOXKe Ja
ce HyX/1ae OT JOIbJIHUTEIIHA ONITUMHU3AIIMS U BHUMAHHUE TIPH TTO-TOJICMHU U CIIOKHU pa3pabOTKH.

2. Unreal Engine

Cw3nanena ot Epic Games, Unreal Engine e Bonema ratgopma 3a pazpaboTka Ha UTPpH, U3BECTHA
C BIleUaTIsIBalLIM Tpaduky ¥ BU3yanHu edextu. Ts nmpemiara MOIIHN HHCTPYMEHTH U I'BBKaBOCT, KOUTO S
MPABST MPEANoYnTaH U300p 3a pazpaboTKa Ha TOJIEMHU U CIIOKHU MPOEKTH [ 5], BKItounTeiHO AAA Urpwu.
“Triple A” e TepMuH, yecTo cpemiad B uHaycTpusta Ha urpure. C ,,AAA urpu* ce 0003Ha4aBaT BUCOKO
OIO/KeTHU UTPH, KAKTO U KOMIIAHWUTE C HAal-BUCOKH MPHUXOAN B UTPAIHATA UHAYCTpUs. B pamkuTe Ha
urpute, “Triple A” naBnu3a B kpas Ha 90-Te ronuHu, Koraro Te ce npespbuiar B rogemu “blockbuster”
3arnaBus. [Ipu urpute, AAA ce u3non3sa 3a 0003HaYaBaHE HA 3arjaBUs U KOMITAHUH, KOUTO TPE/ICTa-
BIISIBAT HAW-CUTYPHHUTE Bb3MOXHOCTH M € Hal-BEPOATHO Ja MOCTUTHAT BUCOKH NIPUXOAHU 1ienu [ 13].

Unreal Engine mpemara mmpoka raMa oT MHCTPYMEHTH 3a pa3paboTKa Ha CIOKHU M BH3YaJTHO
BrieuamisBaniy urpu, Our. 2. [5]. Ioaxomsm codryep e 3a padora no MamabHu MPOEKTH.

IIpeoumcmesa na Unreal Engine

besmiaren 3a yunnuiie u yausepcureru. Unreal Engine npegocrass Ge3rareH 10CThII 3a 00pa-
30BaTEIHU MHCTUTYIIUH KaTo YYHIIUILA U YHUBEPCUTETH, KOETO HaChp4yaBa 00yYSHHUETO U Pa3BUTHETO Ha
CTyJCHTUTE B 00JIaCTTa Ha pa3paboTKaTa Ha UTPH U BU3yasIn3anusTa [5].

bup3o renepupane Ha rpaduka. C momomira Ha MouIHus ¢ rpaduyen asuraren, Unreal Engine
MOYKe Obp30 J1a TeHepUpa PEATUCTHYHU M KpacuBHU Tpaduku [2].

Al cucrema B Unreal Engine. B aBropckute mpoektn Ha Unreal Engine 4 (UE4) e Bb3MOXHO CBh3-
JaBaHeTo ¢ u3KycTBeH uHTeNeKT (Al) 3a repou wu apyru ob6extu. [1o To3u HaUMH MHOXKECTBO CHCTEMU
Morar /1a padoTsT 3a€/IHO — OT HAYMH Ha MOBEJCHUE Ha I'eposi, 10 OTCTPaHsIBaHE Ha TPEIIKH.

®@urypa 2. Pabomen expan na Unreal Engine

Heoocmamvyu na Unreal Engine

[o-crioykeH 3a HayyaBaHe W M3MOI3BaHe. M3ydyaBaHeTo Ha mporpaMeH e3uk e TpyaHo, Unreal e
MamiabHa margpopMa, MpeIoCcTaBs CIOKEH Ha0Op OT MHCTPYMEHTH, KOMTO MOTAT Jia ce U3IOJI3BaT 3a
BCUYKO — OT UTPH JI0 GUIIMH JI0 CTATUYHU peHioBe. M3ucKkBa ce BpeMe M yCHIIHsI 32 Hay4yaBaHETO MY.
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[To-manko pecypcu u oburHocT B cpaBHenue ¢ Unity. Benpeku ue nma 3HaunTEeTHA OOIIHOCT, TS
HE € TOJIKOBA TOJIsiMa M aKTHBHA KaTo Ta3u Ha Unity, KOETO MOXe Ja OTpaHUyH JOCTHIIA JI0 MOJIe3Ha UH-
dbopmarus u mogkpena 3a pazpadoruurure [1].

3. Godot

Godot e cpaBHuTETHO HOB coTyep 3a pazpaboTka Ha WrpH, ch3maaeH npe3 2014 r. [Ipemrtara
M3KJTIOYMTENTHA TbBKABOCT M € ToXosIl KakTo 3a 2D, Taka u 3a 3D urpu. Godot e Ge3miateH u ¢ oT-
BOPEH KOJI, KOETO IO MPaBU AOCTHIICH 32 BCHUKHU pa3paborunnu [4]. EkpaHHa CHUMKa Ha rporpamara e
npeacraseHa Ha Our. 3. [4].

Ilpeoumcmsa na Godot

Bbesmnaren u ¢ orBopeH koa. Godot e HabJIHO Ge3IUIaTeH U C OTBOPEH KO, KOETO OCUTypsiBa Io-
JsIMa ThBKABOCT M Bb3MOJKHOCTH 3a EPCOHAIN3HUPaHE, 0e3 OTpaHUYCHNUS 110 JUIEH3UPaHE NI TaKCH 3a
U3II0JI3BaHE.

Jlek u nece 3a m3nomBane. Godot e ek u Obp3, ¢ MHTYUTUBEH UHTEpeEiic 1 J0Ope OpraHnu3upa-
Ha CTPYKTypa, KOETO IO TIPaBH JOCTBIICH U yI00CH 3a paboTa Topy 3a HAYMHACIITN pa3paboTIHIIH.

HUHTynTHBeH norpeburencku nHTepdeiic u MOIIeH e3uK 3a ckpunToe. [1o To3u HauMH € moaxo-
TSI KaKTO 32 HAIpeIHaNM pa3paboTymIy, Taka U 32 HAYMHACIIN pa3padOTUYHIU, KOUTO UCKAT J1a 3aroy-
HAT Ja Ch3/aBaT Urpu 0e3 MpeaBapuTesIeH ONUT B IPOrpaMUPAHETO WM AW3aliHa HA UTPH.

Heoocmamwvyu na Godot

[o-masika o0mHOCT 1 Mo-Manko pecypeu. Karo nmo-nosa miargopma B cpaBaenue ¢ Unity u Unreal
Engine, Godot nma mo-Maika oOIIHOCT U OTPAHWYEH TOCTHIT O TTOMOIIT 33 Pa3paOOTUHIIH.

Orpannuenu rpaduunu Bb3MoxkHOCTU. B cpaBuenme ¢ Unity u Unreal Engine, Godot uma
M0-OTrpaHUYEHH IrpaUuHU BE3MOKHOCTH, KOETO MOXKE JIa OTPAHUYH KPEATUBHOCTTA U PE3YNTATHTE MPH
Ch3/1aBaHe HAa BU3yaJIHO BIEYATIISBAIIN UTPH.

®urypa 3. Pabomen expan nHa Godot

4. Flutter

Pa3paborena or Google, Flutter e mporpamHua cpesia 3a pa3paboTka Ha TOTpeOUTEIICKH HHTEpdeli-
cu (Ul). Benpeku 4e He e mpeaHa3HaueHa 3a pa3padoTka Ha UTPHU, TSI MIPEIOCTaBS HHTEPECHH Bb3MOXK-
HOCTH 3a Mexayruiarpopmenu npuioxkenus [7]. Ha dur 4. [12] e npeacraBeH pparMeHT OT Kona 3a
HacTpoWBaHe Ha IIBETOBE M TeMa B MpUiIoKeHue, pazpadoreHo c Flutter.
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W Custom Themes %

Theme.of (context) .colorScheme.onPrimary,
N
N
).

),
floatingActionButton: Theme(
data: Theme.of (context).copyWith(
colorScheme: ColorScheme.fromSeed(
seedColor: Colors.blue,
brightness: Brightness.light,
Text with a background color
+

T
).
child: FloatingActionButton(

onPressed: () {},
child: const Icon(Icons.add),
®@urypa 4. Hacmpoiika na ysemose u memu 6v8 Flutter

IIpeoumcmea na Flutter
Jlecna 3a HayuaBane. Flutter e iecHa 3a HayyaBaHe W M3MOJI3BaHE MPOTPaMHa Cpesa, ¢ 1o0pa 1o-

KyMEHTAaIlUs U MHOTO pecypcH 3a oOydenue [7].

WutyutuBeH norpedurencku unrepdeiic. Flutter nmpenocraBs HHTYUTUBHU HHCTPYMEHTH U OHO-

EdexruBHa pazpabotka. Flutter mpenocTass 06p30 1 epeKTHBHO pa3BUTHE HAa MEXKAyIUIaThOpMe-
HU MOOWJTHU TIPWIIOKECHHUS [2].
JMOTEKH 3a Ch3JlaBaHE Ha IMpUBJICKATeNieH U (yHKIMOHaNeH uHTepdeiic. [1o To3u HaYMH mojmomara

Ch3/IaBaHETO HA MPHUIIOKECHUS C BUCOKO HUBO Ha MOTPEOMUTEIICKO yIoBIeTBOpeHue [9].

Heoocmamwvyu na Flutter

OrpannueHa nomapwxkka 3a 3D. Flutter He € onTuMaliHa MporpaMHa cpena 3a paspadorka Ha 3D
Mama6upyemoct. 3a Flutter nma mpeau3BuKaresncTBa mpyu MamabupaHeTo Ha MPHIOKEHUS — 3a

urpu 1 npunoxkenus [10].
TOJIEMH U CIIOXKHHU IPOEKTH, 0co0eHO B obiactTa Ha 3D rpadukara.
ITo-BHCOKM pa3xoaM 3a pa3paboTka. M3moia3BaHeTo HA JONBIHUTETHH OMOIMOTEKH M IUIBIUHH,
KaKTO ¥ HEOOXOJMMOCTTA OT I0-CJIOKHU PELIEHUS 3a MalabuPyeMOCT, MOXKe J1a IOBEJIe 10 YBEIN4aBaHe

Ha pa3xoauTe 3a pa3zpaboTka Ha npuioxkeHus BbB Flutter [9].

5. [lnanupaune npu cb3aaBaneTo Ha 3D urpa

B nporieca Ha npoektupane U pa3paboTBaHe Ha Urpa € JoOpe /1a ce cras3Ba MpPeBapUTEIIHO pas-
paboreH 1uiaH. [IpemuHaBa ce KbM U3IBIHEHUE HA 3aMUCHJIA B HETO, KaTO IPEAX TOBA € BAXKHO Ja Ce
II03HaBa U Jja ce OOpaBu ¢ JIeKoTa ¢ uHTepdeiica Ha copTyepa, IPEABUICH 3a Ch31aBaHETO HA UIrpara.

ITocnenoBarenHOCT OT cmbnky 3a Ch3JaBaHE Ha urpa

- W360p Ha muiatdopma 3a pazpaboTka.
— SIcHa uaes v KoHUenus 3a urpara. OnpeaesnsHe Ha KaHpa U LeJeBaTa ayJUTOpHs, UIeH 3a Ch3-

JlaBaHE Ha IepoH, AU3ailH.
— Jlu3aiiH Ha urpara — cb31aBaHe Ha 3D Mojenu, TeKCTypHu, aHUMALUU U 3ByKOBH €(DEKTH.
—IIporpamupane u ckpunrtose. ToBa BKII0OYBA IPOrPaMUpPaHEe HA OCHOBHUTE MEXAHUKH, yIIpaBile-

HUE Ha TEPOUTE, B3aUMOJICHCTBHE C OOEKTUTE U APYTH.
—TecrBane 1 OTCTpaHsBaHE Ha I'PEIIKH.

6. CpaBHenue Ha miargopmure
B Ta3u cexuus e npeacraseHo 00o0IIeHNe U TaOJIMYHA ChIIOCTABKA HAa U3CIEABAHUSA COPTYyeEp.
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Taoauna 1. Cpasuenue na pazenedanume ueposu osueamenu (Game Engine)

Engine Unity 3D Unreal Godot Flutter
OTBOpEH KON - + + +
besnnareH 3a n3non3BaHe + - + +
3D + - + +
2D + - + +
Tloaxonsin 3a HAYMHAEIITH + - + +

Unity moxe 1a ce cOnbcKa ¢ IpeAU3BUKATEIICTBA IPU MAIlaOUPAHETO Ha MPUIIOKEHHsI, 0COOCHO
KOTaTo CTaBa BBIIPOC 3a TOJIeMH U ci10xkHHU poekTu. CodryepsT Unity He € ¢ OTBOPEH KoJl, HO € Oe3I1Ia-
TeH 3a u3non3Bane. [IpemocTass Bb3MOXKHOCT 3a pa3padorka Ha 3D mpunoxenus: u urpu. Cunra ce 3a
MOAXOAAL] 32 HAYMHACIIH, 0COOCHO aKo T€ MMaT HayaJIHU [103HaHUA B 00JIacTTa.

Unreal Engine cbIllo HE € C OTBOPEH KOJI, HO Ipe/sara 6e3IiaTeH JOCThII 3a YUMIUILA U YHUBEP-
curety. Unreal Engine e M3K/II0YMTEIHO MOIIIEH HHCTPYMEHT 3a pa3padboTka Ha 3D mpuioxeHus 1 UrpH,
KaTo MOke J1a ObJie O-TPYACH 3a YCBOSBAaHE OT HAYMHACILUTE.

Godot e c oTBOpeH Kox M Oe3IuiaTeH 3a u3noisBaHe. IIpeiara Bb3MOKHOCTH 3a pa3paboTKa Ha
kakto 2D, Taka u 3D npunoxeHus, ChIIEBPEMEHHO € MOAXOAAI] U 32 HAYWHACIY pa3padoTUUIIH.

Flutter cpiio e Oe3IuIaTeH 3a U3MO0JI3BaHe, Makap Jla He € ¢ 0TBOpeH koA, Breipeku ue He ce ¢do-
Kycupa cnenuainso Bbpxy 3D rpaduka, Toil npemyiara Bb3MOXKHOCTH 3a pa3paboTKa Ha KPacUBH U BU-
COKOITPOM3BOJUTEIHU MOTPeOUTENCKH MHTEepdeiicn 3a MoOouinHu U yeO npuinoxenus. Flutter cbiio e
MOAXOAN 32 HAYMHACIIN pa3padoTYULH.

3AK/IIOYEHHUE

Moxe na ce 0000mmu, ye u300pbT Ha TaTgopma 3a pazpaborka Ha 3D UTrpH 3aBUCH OT MHOXKE-
CTBO (haKTOPH, BKIIOUUTETHO OT ONHUTA HA Ch3AATeNs Ha Mrpa, Cenu(UUHUTE HYKAW HA TMPOEKTA U
pecypcute, KOUTO ca Ha jule. Bb3 ocHOBa Ha MpoBeAECHUS CPAaBHUTENICH aHAJIM3, CI€/IBA CUHTE3UPAHO
000011IeHe Ha TPHYUHKTE 32 U300p Ha BCSKA OT pas3riienaHuTe COYTYEpHU CpeIu.

Unity e omnuen u360p 3a Te3H, KOUTO THPCAT I'bBKaBa U JIECHA 3a HaydaBaHe IuiaTgopma ¢ romus-
Ma o01HOCT U 6orat Habop oT pecypcu. Ts e moaxozsina 3a pazpadoTKa Ha HIMPOK CIIEKTHP OT MPOEKTH,
OT MaJIKi MOOMJTHH UTPH — JI0 TIO-CJIOKHH HACTONHH MpuiiokeHus. Unity Moxke 1a Ob/ie TOYHHUAT U300
3a HAYMHACIIN WJIU 32 HAIPEIHAIN, KOUTO C€ HY)KIasT OT Obp3 CTapT.

Unreal Engine e codtyep, nmpeanountan 3a cb3/1aBaHe Ha BUCOKOKAYECTBEHH UTPH C BIIECUaTIIsIBa-
m1a rpaduka 1 cnoxxad Mexanuku. [Toaxomsm e 3a npodecnoHanHu pa3paboTYUIN U TOJIEMH MTPOEKTH,
KOWTO M3WCKBAT MOIIleH UrpoBu asurarel (Engine) u Bb3MOKHOCTH 3a ch3naBane Ha AAA urpu. Unreal
Engine e nmoaxozasi 3a xopa ¢ ONHUT B IPOrpaMUPAHETO U 3a pa3padOTUUIUTE HA UTPH.

Godot e Ge3mareH U ¢ OTBOPEH KOJI, KOETO TO MPaBH JIECEH 3a M3Mo3BaHe. Tol € moAXosII 3a
MO-MaJIK! TIPOEKTH U TE€3H, KOUTO UCKAT Aa ekcriepuMenTupar ¢ 2D u 3D pazpadorka. CodryepsT € 6e3-
MJIaTCH JIEK U MHOBATUBEH, KOETO T0 MpaBu J100Bp u300p.

Flutter e ciennpuyna nmporpamua miardopma (framework), HacodeHa OCHOBHO KbM pa3padoT-
Ka Ha 1moTtpeduTencku uHTepdenc u MexaymiarhopMeHn MOOUIHH MpUIIoKeHHUs. Berpekn de He e
ONTUMAJIHA 3a pa3paboTBaHEeTO Ha ciioxkHU 3D urpy, T4 npeara BUCOKa MPOU3BOAUTEIHOCT U JIECHO
nznon3BaHe 3a Ul pa3paboTku. AKO MPOEKTHT Ha pa3pabdoTUMKa BKIIOYBA OCHOBHO MOTPEOUTEICKH UH-
tepdeiicu nu MmobunHM npuinokenus, Flutter moxke 1a Ob1e nmoaxoaamus n3oop.
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