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Peasm3anus qucka Heiorona B Unity 3D

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B maHHOM cTaThe paccMaTpUBAaEeTCA W OMUCHIBAETCS co3laHue aucka HproToHa B
nporpamme Unity. IIpaktndeckum pe3yabTaToM OyJIeT SBIATHCSA TUCK U3 7 IIBETOB
paayTH ¥ MpU BpalieHuu OyeT 00pa30BhIBATh OCIIBIN IBET.
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Ulianov Egor Andreevich
Sholom-Aleichem Priamursky State University
Student

Abstract

This article discusses and describes how to create a Newton disk in Unity. The
practical result will be a disc of 7 colors of the rainbow and will form white when
rotated.
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Jluck HproToHa - 93TO KOMIO3WUIMSA IIBETOB B (opMe KOHYCOB,
pacmnoyioKeHHBIX Ha aucke. Korma mpoucxoauT ero BpalieHHe O4YeHb OBICTpO,
[[BETA CJIIMBAIOTCS B IEJIBIA OCIbIN TUCK. DTO SIBJICHHE TAK)K€ MOXKHO OINMMCATh KaK
nobasiienne 1Beta. Korma 1mpera BpamaroTcsi Tak OBICTPO, UX OTpaKeHHE Oyner
CJIIMBAThCSL JIPYT C IPYTOM U CO3/1aBaTh BBICIIYIO CyMMY - O€IbIil 1[BET, KOTOPHIN
OyZeT BOCIPUHUMATHCS Y€ITOBEYECKUMH TI1a3aMHu.

[enb cTathu Bocco3aath 3 dekT qucka Herotona B Unity.

C.A. Juzses u P.C. MoJIOTOB paccMOTpenud HEKOTOpble OCOOCHHOCTH B
CO3JIaHMM aHMMAaIUK I oOydaronmx cumyistopoB B Unity [1]. @.P.Ameros,
N.I0. Mesmor, M.P. AOGnseB mnoapoOHO paccMOTpeNd BaXHOCTb U
HEOOXOJMMOCTh TPABUJILHOTO HCIIOJIB30BAaHMUS AHWMAIIMOHHBIX W 3BYKOBBIX
DJIEMEHTOB TPU TPOEKTUPOBAHWM U Pa3padOTKE HWIPOBOTO KOMITBIOTEPHOTO
npuioxenus [2]. B.A. Poraue, O.A [llabanuHa pacnicaay CBEICHUS O UTPOBOM
nswkke UNity m Hamucann peKOMEHIAIMH 10 €ro HCIOJIb30BAHHUIO B MPUMEPE
KommbioTepHoii urpel [3]. M.P. Abases, ®.P. Ameros, W.I1I. MesaroT onucanu
OCHOBHBIC BO3MOKHOCTH U TOPSIOK pa3pabOTKU MPOTPAMMHOTO TMPOAYKTA
MOCPEJICTBOM HWHTErPUPOBAHHON cpeapl pa3padboTku Unity ¢ HCMONIb30BaHHUEM
TEXHOJIOTUH BUPTYaAIbHO# peanbHOCTH [4].
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Jl7is Hayasia HamuIIeM CKPUIIT, KOTOPbIN OyAeT peanu3oBaTh JOTUKY pabOThI
nucka. Tak ske oH OyeT cleuTh 32 KypcopoM i BpauieHust qucka (puc.l).

Vector3 MouseStart;
Vector3 MouseEnd;

3 punlic float torqueMultiplier = 12;
public int max&ngularVeloclity = 48;

int rotationDirection;

Rigidbody rb;

Material MewtonDiscEffectMat;

Pucynox 1 - Jloruka

KoopauHatel MBIIIKA KCTIONB3YIOTCS JJIsl OTMPEEICHUS] CUIIbI, Bpalllaroliei
nuck. Eciau Obl OHO OBLJIO MOCTOSIHHBIM, BpallleHuE HAa4alloch Obl U3 CMEIIAHHOTO
COCTOSIHUA W HE ObUIO Obl BO3MOXXHOCTH IMPOCMOTPETH MEPEXO]] M3 HayaJIbHOTO
coctosiHus. «TorqueMultipliery - 3To KOHCTaHTa JUIsS YBEIMUYCHHS KPYTSILIErO
MOMEHTA, pPAaCCUYUTHIBAEMOTO IO PACCTOSHUIO MEXKIY TMO3UIMSIMHU  MBIIIH.
«maxAngularVelocity» - ato nepeonpenenenne «maxAngularVelocity» urpoBoro
oobekra. «RotationDirectiony» wucmons3yercs Ui TPEACTABICHUS HANPaBICHUS
BpameHus aucka. Hakonemn, «rb» n «NewtonDiscEffectMaty» ucmons3yrorcs mis
XPaHEHHS CCHIJIOK HAa KOMIIOHEHTHI UTPOBOTO 00BEKTA.

[To ymomuanuio «maxAngularVelocity» nmns «Rigidbody» cocraBmsier 7
paguaH B cekyHAy. JloCTaTOYHO JOCTHUYhL MPABIOMNOJO0HON CKOPOCTH, UTOOBI
MMUTUPOBATh MoBe/eHUEe aucka HeroToHa. MTak, mepBblid 1Iar - yBEJIUYUTH €TO.
3unadyenue «maxAngularVVelocity» sBnsieTcs 0OIICIOCTYITHBIM, MMO3TOMY MOXKHO
HACTPOUTH €T0 B perakTope (puc.2).

vold Start()
rb = GetComponent<Rigidbody>{);
rb.maxdngularVelocity = maxfngularVelocity;

1 o

NewtonDiscEffectMat = GetComponent<MeshRenderers().material;

Pucynoxk 2 — CKopoCTh JucKa

Korga wurpoBoii 0OBEKT Bpamiaercsi, ClAeAyeT NPUMEHUTh paJihajbHOe
pa3mbiTue. CTeneHb NPUMEHEHNS CMEIIMBAHUS JIMHEWHA 10 OTHOLICHUIO MEXIY
TEKyIIeH yrioBoi ckopocthio u «maxAngularVelocity» urposoro oowekra. s
kod(dduienTa, yMHOKEHHOTO Ha HampaBlieHWE BpalleHus, B Iieiaepe
yCTaHABJIMBAETCS 3HAUYCHUE TIEpEMEHHOM «ANgle» Iuisi MOBTOPHON BU3yalln3alluu
Marepuaa.

Korma Mpime Haxarta, HadaJbHOE IOJOXKEHME coxpanserca. Korma ona
OTIIyCKAaeTCsl, PACCTOSIHUE MEXAY KOHEYHOM M HAYAJIBHOW TOYKAMHU OIpENesseT
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YacTh KPYTSIIETO MOMEHTA, KOTOPHIH HEOOXOAMMO MPWJIOKHUTH JJI BpAIIECHUS
nucka. C Kakoll CTOpPOHBI MPHUKIAABIBATH KPYTAIIMA MOMEHT ONpeemsercs
MOJIOKEHUEM «MOUSE» 1O OcH «X» (pHc.3).

vold Update()
{

if{rb.angularVelocity.magnitude > @)

flogt ratioc = rb.angularVelocity.magnitude / maxfngularVelocity;

MewtonDiscEffectMat.5etFloat("_Angle”, ratio*36@*rotationDirection);
T
if (Input.GetMouseButtonDown{@))

Mousestart = Input.mousePosition;

if (Input.GetMouseButtonUp(a))

MouseEnd = Input.mousePosition;

flost distance = Vector3.Distance(MouseEnd, MouseStart);
rotationDirection = {(MouseEnd.x>MouseStart.x) 2 -1 @ 1;
rb.AddTorque{transform.up * distance * torgueMultiplier # rotationDirection);

PucyHnok 3 —YnpaBieHue 1UCKOM

Jlanee co3maeM MOBEPXHOCTHBIA IIEHJEp C CepPUHTOM, MOCKOIBKY OH
ABJIIETCSI OCHOBHOM (yHKIMeH. «rotateUV» - 310 ompeneneHHas (yHKIUS s
MPUMEHEHUSI TTOBOPOTA Ha TPaayCchl K JaHHOW KoopauHate «UV» . D10 yucroe
BpallleHHE MaTpulbl B cucteme koopauHatr. Koopaunartelr «UV»y Haunnatores ¢ 0,0
U 3akaH4yuBarorcs 1,1, mosromy gacts +-0,5 - 3T0 MecTo, e ToUka MepeMeInaeTcs
B HCXOJHYIO TOYKY W BO3BpallaeTCsd B HCXOJHOE MECTO IOCJe MPUMEHEHUs
noBoporta (puc.4).

B ¢ynkuun cepduHra TekcTypa MOBOpPAYMBAETCA C IIArOoM MO YIiay BO
BpEeMEHaX BBIOOPKH, U 3HAUCHMS IIBETA COOTBETCTBYIOIIEH TOUKHU CYMMHUPYIOTCS,
9TOOBI 00ECMEeYUTh aJINTUBHYIO I[BETOBYIO CHCTEMY C HCIIOJIb30BaHUEM
YCPEeAHSIONIEro Beca (puc.S).

«RotationAngle» - 3T0 3HaYeHHE YIJIa, MPUMEHSIEMOE JJIsi KaKIOTO Iara
BpamieHus. Jlomyctum, sample = 5 u angle = 10. TekcTypa moBopaunBaercs Ha 2
rpamyca B KaXJaoM ITMKJE, Bcero 5 pa3. «sampleWeight» - 3To cpemnuii Bec s
KaXJIOro pacuera BpalleHus. Pe3ynbTupyromniee BpallleHHEe COXpaHSAETCs B
«FragColory, 4To B COBOKYITHOCTHU MPUBOJUT K J0OABJICHUIO 1IBETA (pHC.H).
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Shader "Custom/SpinBlur”{

Properties{

_Color{"Main Color", Color) = (1,1,1,1)
_Samples(“"Samples™, Range(@,368)) = 188
_Angle("Angle", Range(-368,368)) = 16
_MainTex({"Color (RGEB)} Alpha (A)}", 2D) = "white"

SubShader{

Tags{ "Queue" = "Transparent" "RenderType" = "Transparent™ }

LOD 2@
Cull OfF

CGPROGRAM
Fpragma target 3.8

Fpragma surface surt Lambert alpha

sampler2D _MainTex;
int _Angle;
int _Samples;

floatd Color;

struct Input {
float? uv_MainTex;
flocatd screenPos;

HH

float2 rotatelW{float2 uv, float degrees) {
const float Deg2Rad = (UNITY_PI * 2.4)

/ 360.8;

float rotstionRadians = degrees * Deg2Rad;

float s = sin{rotaticnRadians);

float ¢ = cos{rotationRadians);

float2x2 rotationMatrix = flost2x2(c, -5, 5, C);

uw -= @.5;
uv = mul{rotationMatrix, uv);
uy += @.5;

TETUrn UV

Pucynoxk 4 - lleiinep
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vold surf(Input IMN, inout Surfacelutput o) {
float2 wvlv = IN.uv_MainTex;

float?2 coord = wlv;

floatd Fraglolor = floatd(@.a, 4.8, 8.4, a.a);

int samp = _Samples;

if (samp <= @) samp = 1;

float rotationdngle

float samplelleight = 1.8 / samp;

Ffor (float 1 = 8; L < samp; i++) {

{float)_Angle / (float)samp;

coord = rotatelV(coord, rotationfngle);

flogtd texel = tex2D(_MainTex, coord);

texel *= samplebleight;
FragColor += texel;

h
Pucynoxk 5 - llerinep

flocatd ¢ = Fraglolor * _Color;
o.Albedo = c.rgb;
o.Alpha = c.a;

ENDCG

FallBack "Diffuse™

Pucynok 6 - lleiinep

B koHI1e momyyaercs BOT Tako# AHCK (puc.7).

Pucynoxk 7 — maker nucka
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Terneps ocTanock MPOBEPUTH PAOOTOCIIOCOOHOCTD JTUCKA, TTOCIIE €T0 3aITyCcKa

MOJTy4aeTCsl HEMHOTO pO30BaThIi IIBET, HO BCE XK€ H3-3a TpadUKHA IIBET HE
noy4yaercs 6enbiM (puc.8).

Pucynok 8 — pabota aucka

B nanHOW cTathe ObLIAa PacCMOTPEHAa BO3MOXKHOCTH peaM3allMH JTUCKa

Herotrona B Unity. IIpakTrueckuM pe3yIbTaToOM SBISETCSA CKPUIT pabodero aucka
HrroTona.
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