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Co3nanue peasuctuanoii 2D Boabl n orpakenuii B Unity

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B maHHO¥M cTaThe paccMaTpHBACTCS M ONMKCBHIBASTCS pealn3allis peancTHIHon 2D
BOJbI M OTPAKCHHI MPH ITOMOIIM CTaHIAaPTHBIX cpeactB UNity. JlaHHbIC MEXaHUKU
OCYIIECTBISICTCS TIOCPEICTBOM  HCIOJB30BaHMs IelaepoB. [IpakTuyeckum
pE3yNbTaTOM SBJSETCS peanucTudHas 2D Bojga W OTpakeHUS Ha CKadyaHHBIX IS
IIpuMepa CIIpanTax.
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Abstract

This article discusses and describes the implementation of realistic 2D water and
reflections using standard Unity tools. These mechanics are carried out through the
use of shad ers. The practical result is realistic 2D water and reflections on the
sprites downloaded for example.
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UrpoBoii nu3ailH O4YE€Hb Ba)KHAs COCTABILAIOIIAS KaXJIOM WIPHI, KOTOpas
JIOTIOJIHSIET BU3YaJIbHBIN CTUJIb UTPBI, OTIMYAsA OT JIPYTUX UIP U MOJCO3HATEIBHO
BIUSICT HA HacTpoeHue urpoka. [IpopaboTka Kakaoil JeTanu WUrpbl BIUSET Ha
HAaCTPOEHUE M JKEJIAHUE WrPOKa MpOAO0JDKAaTh Urparb. VIMEHHO mo3ToMy Iipu
nobaBnenud Bojabl B 2D wurpy HeoOXoaMMO yACHUTh OOJIbIIOE BHUMAaHUE
popabOTKe BOJHBIX JETajCH.

[{esib maHHOM CTaThU PaCCMOTPETh BO3MOXHOCTH MIPOBOTO JBMXkKa UNity B
peanu3anus pealTucTUYHON BOABI U OTpaxeHui B 2D urpax.

A.A. KabGaHnoB B cBOe€#l cTaThe OMUCcall MCCIEIOBAHHUE Mpoliecca CO3AaHus
UrpoBoil rpaduku. bim3zocTe WrpoBoil rpaduku M apXHTEKTyphl nu3aiiHa [1].
C.A.CypoauH B cBOeH CTaTbh€ MPEACTAaBUJ CLEHAPUIl YIIIyOJEHHOTO H3Y4YCHHS
OJIHOTO W3 JIYUIIINX JBUKKOB, CYIIECTBYIOIIUX HA JAHHBIA MOMEHT, JUIsl CO3/aHUs
kpacuBbix 2D u 3D wurp [2]. B cBoeii pabore P. ®. Iaiinymuiun, B. A. 3axapos,
E.A.AxceHoBa U3y4YMJIM UHCTPYMEHT ISl pa3paOb0TKH JBYX- U TPEXMEPHBIX UTP —
Unity 3D [3]. H.C. 3Bsruna B cBoeii paboTe omucaa crocoObl 1 METOIbI POOOTHI C
UTPOBBIMH 00beKTamMK B rpaduueckoM jnBrwkke [4]. K. B. bornanos, I1.P.Muxees,
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U. H. CyBopoB B cBoeil paboTe omucaay pa3BUTHE UTPOBBIX JBHKKOB, & HMEHHO
npoBeii  0030p OT  NPUMHTHBHOW  TpaduKd IO  BBICOKOYPOBHEBBIX
UHCTpyMeHTapues [5].

HaunHaem co3nmaHue BOJBI U OTPAKCHUH C UMIIOPTA MMAKETOB, 3aXOJUM Ha
«GitHuby [6] u ckaunBaem maket «water2d-unity» cM. pucyHOK 1.
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Puc. 1. CkaunBaHue mmakera

[Mepexoaum B «Unity» co3gaeM HOBBIN mpoekT 2D u cpazy uMmopTupyem
CKAQYaHHBIN IMAKET CM. PUCYHOK 2.
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Puc. 2. Umnopt nakera

Jlanee B okHe mepapxuu co3fgaeM 3D oOwvexT «Quad», KOTOphIi Ha clieHe
OyZeT mpecTaBiieH Kak BOJIa CM. PUCYHOK 3.
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Puc. 3. Co3nanue o0ObekTa

K o6nekty «Quad» Heodxoaumo mpukpenuts ckpunt «Water 2D Scripty u3
CKA4aHHOTO MaKeTa CM. PUCYHOK 4.

+ Water 2D Script (Seript)

Puc. 4. Jlo6aBnenue ckpunra

B ckauaHHOM makere COJEep:KaThbCsl MPUMEPHl MAaTEPUATIOB BOJbI, BhIOEpEM
MOHPABUBILIMICS U TaKke J00aBUM K OOBEKTY CM. PUCYHOK 5.
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Puc. 5. Jlo6aBpneHnue marepuasna

Jlanee HEOOXOAMMO PACTAHYTh OYIYIIYIO0 BOAY Ha BCIO CLIEHY CM. PUCYHOK

Puc. 5. Pacnonosxenne BOAbI

B manke «sprites» BbIOMpaeM TOHPABHBIIUICS OOBEKT M IMEPEHOCHM Ha
CIIEHY CM. PUCYHOK 7-8.

Puc. 7. Be16op cnpaiita
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Puc. 8. JlobaBneHue cripaiita Ha CLIEHY
K BrIOpanHOMY cripaiity HeoOxonumo nobasuth ckpunt «\Water Reflectable

Script» u B paznene «Sprite Renderer» nomensats 3Hauenue «Order in Layer» Ha 5
CM. PUCYHOK 9.

Default

mponent

Puc. 9. JloGaBieHne u HacTpoiika CKpUITa
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[IpoBepsiem paboTy ckpuriTa u meiaepa cM. pucyHok 10-12.

* Display1 =~ Free Aspec

Puc. 10. IIpoBepka paOoThl cKkpUITa U WIEHAepa

¥ Display1 ™ Free Aspec

Puc. 11. IIpoBepka paOoThl ckpUMTa U meiaepa
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* Display1 ~ Free Aspect

Puc. 12. IIpoBepka paOOThI CKpUIITA U WIEHAEpa

Kaxk moka3ano Ha CKPHHIIOTAaxX pCalIMCTHUYHAA BOJAa N OTPAKCHUA pa60TaeT

npu 100aBJIeHUH JTIOOBIX CHpaidToB. B maHHOW cTtathe ObUT pa3paboTaH MPOCTOU
croco0 co3aTh peaJTuCTUYHYIO BOy U oTpakeHus B 2D npocTpancTse.
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