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Cozpanne 3D-unaukaTopa 3arpy3ku ¢ nomombio Shader Graph
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AHHOTALIUA

B nmaHHOW cTaThe paccMaTpuBaeTCs M OIMKCHIBACTCS CO3JaHUE OOBEMHOTO
WHIUKATOpa 3arpy3Kd MEHSIOIIETO CBOH IIBET OTHOCHUTEIBHO BpPEMEHH.
Paspabotka mpoucxomut B cpeae Unity 3D. IIpakTudeckuM pe3ysIbTaTOM SIBJISICTCS
3aMOJTHSOIINNCS HHIUKATOP 3arpy3Ku B o0beMe.
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Abstract

This article discusses and describes the creation of a volumetric loading indicator
that changes its color over time. Development takes place in the Unity 3D
environment. The bottom line is a filling volume loading indicator.
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CeromHst Wrpsl 3TO OAHO U3 YacTO BCTPEUAEMBIX B JKHU3HH BEIICH.
[TpakTruecku Kaxablid, 0XKuaasi aBTo0yc, MO0 BEYEpOM Iocie paboThl, CIOKOIHO
UTPAET B PA3JINYHBIC BUIACOUTPBI U TAKUM CITOCOOOM paccnadsiercs. JlomycTum, y
pa3zpabotuuka ectb 3D-urpa, u oH Xxouer Oojee 0O0BEMHO TOKa3aTh MPOTrpecc
UTPOKA, KaK BHYTPU UTPHI, HO HE U3 TOJIb30BATEIHCKOTO HHTEpderica. [Toka urpox
BBHITIOJIHAET CBOE JIEHCTBUE, TOJI0CA TIPOrpecca MOXKET OCTaBaThCS PSAJIOM C HUM,
YTO MO3BOJISIET 0OJIEee YBIEKATENBHO MPOBEPSITH €r0 MPOrpecc.

Lens paHHOM cTarbu pa3paboTaTh OOBEMHYIO TMOJIOCY 3arpy3KkH,
3aMOJIHSIOULYIOCS B 3aBUCHMOCTH OT BPEMEHH.

C.A. Juzses u P.C. MoJIOTOB paccMOTpeau HEKOTOpble OCOOCHHOCTH B
CO3/JaHUM aHMMAIMU I oOydaromux cumynstopoB B Unity [1]. ®.P AmeTos,
N.I0. Mesmor, M.P. AGnseB noapoOHO paccMOTpeNd BaXHOCTb U
HEOOXOJMMOCTh TPABUJIILHOTO HWCIOJIB30BAHMS AHWMAIIMOHHBIX W 3BYKOBBIX
AJIEMEHTOB MPU MPOCKTUPOBAHUM M Pa3pabOTKE HUIPOBOTO KOMITBIOTEPHOTO
npwioxenus [2]. B.A. Poraues, O.A [llabanuna pacnucany CBEJICHHS O UTPOBOM
newkke Unity W Hamucalim PeKOMEHAAIMH IO €r0 HWCIOJIb30BAaHUIO B MPHUMEPE
KommbioTepHor urpel [3]. M.P. Abnses, ®.P. Ameros, N.III. MeBmtoT onucanu
OCHOBHBIC BO3MOKHOCTH U TIOPSIOK pa3pabOTKU MPOTPAMMHOTO TMPOAYKTA
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MOCPEICTBOM HHTEIPUPOBAHHON cpenbl pa3pabotku Unity ¢ HCMOIb30BaHHEM
TEXHOJIOTUY BUPTYaJIbHOW PEAIbHOCTH [4].

[TpoekT peanuzoBan ¢ nmomoiibio Unity u makera Shader Graph. Dtor maker
umeeT tpu corictBa: «FillColory , «kEmptyColor» u «FillRate» . «FillColory - sto
neeT 3ayuBku, «EmptyColo»r - 3T0 mBeT mycTOro COCTOSHHSI HHIMKATOPa
BeinoaHeHus. «FillRate» - ato 3nauenue ot -0,51 mo 0,51, npu KoTOpOM OOIIIEE
3HaYCHHE OToOpakaeTcs Ha HHAUKaTope BbimonHeHus 1,02. [emenus «0,01»
npeaHa3HauYeHBI /IS MPEIOTBpAIleHus 00pe3anus mo 6okam (puc.1).
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Pucynoxk 1 — Hactpoiiku meinepa

Hns y3na «Position» B mokymentax Unity roBoputcs: «lIpemgocraBiser
JOCTYIl K BEpIIMHE CETKH WM TMOJOXKEHUIO (parMeHTa, B 3aBUCHUMOCTH OT
JEUCTBYIOIEH cTanuu Menaepa pasjena rpada, 4acTbl0 KOTOPOTO SIBISIETCS
y3em». OH BO3BpamaeT CHUCTEMY KOOpPAWHAT IS Marepuaia B BBHIOpAaHHOM
MIPOCTPAHCTBE.
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«Splity mpuHUMaeT BEeKTOPHBIN BXOJ W BBIBOIUT €r0 YacTH OT IEPBOU JI0
nocienHeil. B Hamem cimydae 3amaeM cucTeMy KOOpAMHAT, a BbIXoA R maer
KoopauHaTy X. DTa peanuzanus paboTaeT ¢ KOOPAUHATONU X, HO MOXHO MOJTyYUTh
BbIBOJ G, M MHAMKATOP BBIMOJHEHUS OyieT paboTaTh ¢ KOOPAMHATOH Y.

«Comparison» cpaBHMUBAeT 3HAYCHUSI €r0 BXOJIOB M CO3/1aCT HOBBIA BBIBOJI
MIOCPEJICTBOM CpPaBHEHMS ITHUX 3HAYCHUH, YKa3aHHBIX Ha IOJAXOJe CpaBHeHUs. B
ciyyae eciu «A < By, MecTa OyAyT momeueHbl Kak UCTHHHBIC, HHaYe OHH OYIyT
noMedeHbl kak JioxkHbie. «FillRate» cpaBHuBaeTcs co Bcemm KOOpAWHATAMH B
cucreme koopaunaar. Ecim» FillRate» paBno 0,2, marepuan Oyner 3amoiiHeH Ha
70% «FillColory. Ecin «FillRate» cocrasnsier -0,2, matepuan OyJeT 3an0JHEH Ha
30% c nomompto «FillColor». Koopaunate! mensie -0,2 OyayT yCTaHOBIIEHBI KakK
UCTHHHBIC.

B y3ne «Branchy, ecnu 3HaueHHWe MCTHHHO, OHO TIOMENIACT 3HAYCHHE BO
Bxoa «Truey, ecnu 3HaueHue «false», oHo momemaer 3HaueHue Bo Bxoxa «False»

(puc.2).

Pucynoxk 2 — HacTpoiiku nepekiroueHus BeTa

Jna «Replace Color» Bxox (0,0,0 (uepHsiii 1nBer)). Eciu mBer B «In» He
COOTBETCTBYET I[BETY OKpAIMBaHHs, TO MECTa OKDAIIMBAIOTCS B YCPHBIN IIBET.
Ecnu uepnsiit, ero et 3amensiercst Ha «EmptyColory.

«Multiply» ymuoxaer «A» um «B» Bxoawl. «bensrit (1) * FillColor =
FillColor , YUepnsrii (0) * FillColor = Yepnsrit (0)».

B wurore ecthb aBa y37a, COCTOSIIMX W3 OJHOW CTOPOHBI IIBETa, a
MPOTUBOIOJIOKHASI CTOPOHA - YEPHOTO 1BeTa (puc.3).
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Pucynok 3 — Hactpoliku niBeta

[TocnenHuM IEeHCTBUEM SIBJIICTCS TOAKIIOUEHHE BBIXO/Ia MMOCIEIHEr0 y3Jia K
Bxoay «Albedo» rmaBHoro y3ma. Tenepb, usmenus «FillRate» mrerigepa, MoxHO
3aI0JIHUTh M OYUCTHTh MHIAMKATODP BBIOJHCHHS M TOJIy4aeTcss 00beMHas Gurypa,
KOTOPAs 3aIOJIHACTCS B 3aBUCUMOCTH OT BpeMeHH (puc.4-5).
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Pucynok 4 — 3anonnenue Gpurypol

Pucynok 5 — llIkana nporpecca
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Tak »e m00aBMM KOJ JUI KHOIKH, KOTOpas OyJIeT 3alOoJIHITh HHIUKATOP.
(puc.6-7)

public c¢lass ShaderGraphProgressBar @ MonoBehaviour
{
float _FillRateValue = -8.51F;

Material objectMaterial;

float stepSize = @.1f;

vold Start()

{
objectMaterial = new Material(Shader.Find{"Shader Graphs/ProgressBarSingledxis"));
gameDbject.GetComponent<Renderers() . .material = objectMaterial;

objectMaterial.SetFloat("_FillRate", _FillRateValus);

public void ChangeValue(bool increase)

{
if {increase)
_FillRateValue += stepSize;
H
else
_FillReteValue -= stepSize;
H
objectMaterial.5etFloat("_FillRate", _FillRateValue); //Update the value of the pr
¥

Pucynok 6 — Kox kHOmok

» Decrease

Pucynok 7 — Illkana ¢ kHonkamu

OToT melaepHbIl rpaduk BKIIOYAaET OAHY OCh 3a pa3 M Ipejaraet
pa3paboTUUKy U3MEHUTH OCh 3aJIMBKH uepe3 y3en Shader Graph Split.

B nanHO# craThe ObUIa pacCMOTpEHa peaiu3anus 00bEeMHOTO HWHIUKATOPA
3arpy3ku ¢ nmomoribio «Shader Graph Split» B Unity.
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