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Co3nanue nukJia ocsemeHust 1eHb-H04b B Unity 3D npu nomouu anHuManuu

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B maHHO# cTaThe paccMaTpHBACTCS M OMUCHIBACTCS PeaM3allys IIUKIa OCBEIICHUS
JCHb-HOUb IPU IIOMOINM CTaHAapTHBIX cpeacts Unity. CmeHa ocBeleHus
OCYIIECTBIISETCS TTOCPECTBOM aHUMaINUU. [IpakTHUecKuM pe3ysbTaTOM SIBIISETCS
CO3IaHHBIN LIMKJI OCBEIEHUS I€Hb-HOYb.
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Creating a day-night lighting cycle in Unity 3D using animation
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Abstract

This article discusses and describes the implementation of the day-night lighting
cycle using standard Unity tools. The lighting is changed by means of animation.
The practical result is the created day-night lighting cycle.
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OcaellieHrne HYXXHO HE TOJBKO JIJIi TOTO, YTOOBI UTPOK CMOT PAa3TIIsAliEeTh
cueHny. CBer BiausieT Ha SMOUMH. MHOTrUe MpueMbl OCBEUIEHUS B T€aTpe, KUHO U
ApXUTEKTYpEe HCHOJB3YIOTCA JUIsl YCHUJICHHS SMOLIMOHAIBHOW COCTaBIIAIOUIEH.
[Touemy ObI 5TH NMPUHIUIIBEI HE MMO3AMMCTBOBATH reiiman3aiinepam? CBsi3b MEKIY
KapTUHKON U 3MOIIMOHAIBHBIM OTKJIMKOM JAET €II€ OJIMH MOIIHBIM MHCTPYMEHT,
KOTOPBIM MomMoraer padboTaTrh C MEPCOHAKEM, HApPPATUBOM, 3BYKOM, UTPOBBIMHU
MEXaHUKaMU U Tak pganee. IIpy 3TOM B3auMMOAECHCTBUE CBETA C IOBEPXHOCTHIO
MO3BOJISIET BIUSATH HA IPKOCTh, I[BET, KOHTPACTHOCTh, TEHU U TIpoune d3PGHEeKThI.

[1es1b TaHHOM CTaThU PACCMOTPETH BO3MOXKHOCTH UTPOBOTO JBrKKa Unity 3D
B CO3/IaHUU IIMKJIa OCBEIICHUS JIEHb-HOYb.

A.A. KabGaHnoB B cBOe€#l cTaThe OMUCcall MCCIEIOBAHHUE Mpoliecca CO3AaHus
UrpoBoii rpaduku. biausocts UrpoBo# rpaduku U apxXUTEKTyphI nu3aiina [1]. C. A.
CypoauH B CBOEH CTaThe MPEACTaBUI CIICHAPUN YTIyOJIEHHOTO M3YyYECHHS OJTHOTO
U3 JIyYIIUX JBUKKOB, CYIIIECTBYIOIINX HA JAHHBIA MOMEHT, JJIsl CO3/JaHUS KPACUBBIX
2D u 3D urp[2]. B cBoeii pabote P. ®@. Iaitnynnun, B. A. 3axapos, E. A. AkceHoBa
U3YYUIIA HHCTPYMEHT JIJIs pa3paboTku AByX- M TpéxmepHbix urp — Unity 3D[3]. K.
B. Borganos, I1. P. Muxees, 1. H. CyBopoB B cBo€il paboTe onucaiu pa3BUTHE
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UTPOBBIX JBUKKOB, @ MMEHHO NpPOBEIH 0030p OT NPUMUTUBHON Tpaduku A0
BBICOKOYPOBHEBBIX HHCTpYMEHTapHeB [4].
Hauunaem co3nanue ocBenienus ¢ co3nanus 3D mpoekTa cM. pucyHok 1.
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Puc. 1. Co3nanue npoekra

JIns HarIsIAHOCTH T00aBIIIEM Ha CIIEHY IIJIOCKOCTh U KyO CM. PUCYHOK 2.

Puc. 2. Jlo6aBieHne 00BEKTOB

[Mpuctymaem K co3mMaHui0 aHUMAIMU, A 3toro mepexoaum «Window-
Animation-Animation» u B OTKpBIBIIEMCSI OKHE Ha)kuMaeM co3jaaTh. HaspiBaem
aHUMAIIUIO CM. PUCYHOK 3-5.
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Puc. 5. Ha3Banue annmarnimn

Haxxumaem 3anuch M Ha HYJICBYIO MHJUIMCEKYHIY CTaBUM IIOBOPOT
ocHoBHoro cBera «Direction Lighty mnapamerp «Rotation» wnyas. Ha 60
MUJUTHCEKYHTY CTaBb TOT k€ mapameTp 360 cM. puCyHOK 6.



[Toctymat. 2023. No2 ISSN 2414-4487

Puc. 5. IlepBsiit kagp
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Puc. 7. Jlo6aBiieHne nepcoHaxxy MaTepua

JIJis TIIaBHOCTH TEpeXoJia OCBEIICHUS MEpPeXOoAnM B MyHKT «Curves» u
0o0ouM TOYKaM cTaBuM mapamertp «Linear» cm. pucynok 8-9.
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Puc. 9. Bribop Heobxoaumoro mapamerpa

Bo3sBpaiaemcs Ha HyJIeBYI0 MUJUIUCEKYHTY M BRIOUpaeM IBET, JIs IpuMepa
OyZeT MCIOJIb30BaH CBETJIO-pO30BbIA. Ha 15 MUIIMCeKyHAY CBETIIO-OpaH>KEBbIH,
Ha 30 opanxkeBblii, HA 45 4YEepHbIA, a HA MOCIEIHIOID KOMUPYEM LIBET HYJIEBOMU

MUJUTHCEKYH/IBI CM. pucyHOK 10-13.
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Puc. 13. Copok nsitast MUJUIUCEKYHA

Ecnu ceituac 3amycTuTh MpOWTpHIBATENb, TO OyAET BHUAHO, YTO aHUMAIIUS
paboTaeT, HO MPOUCXOIUT BCE CIMIIKOM OBICTPO. st TOTO, YTOOBI 3aMETUTh XO/T
BpEMEHH HEOOXOJIMMO B aHMMATOpe, Ha CO3[IaHHON aHMMAIMU B MOIU(pUKATOPE
«Speedy» oTperympoBaTh CKOPOCTh IPOUTPHIBAHKS AHUMAIIUK CM. PUCYHOK 14-15.
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Puc. 15. PerynupoBka CKOPOCTH IPOUTPHIBAHMS] aHUMALIHU

JIJist TpOoBEpKU KOPPEKTHON pabOThl aHUMAIIMH 3aITyCKaeM MPOUTPHIBATENb
CM. pucyHok 16-21.
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Puc. 16. ITpoBepka paboThl UK

Puc. 17. ITpoBepka paboThI LIUKJIA
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Puc. 18. [IpoBepka paOOTHI ITUKIIA

Puc. 19. ITpoBepka paGoThl LUK
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Puc. 20. [IpoBepka pabOThI HUKIIA

Puc. 21. ITpoBepka paboThI LUK
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Kak noka3aHo Ha CKPpUHIIOTAaX HUKJI OCBCHICHHA ACHb-HOYb pa60TaeT Ipr
JTFOOBIX HaCTpOfIKaX HCTOYHHKA CBCTA. MOXXHO BBI6paTB I/I3Hy‘{aeMblﬁ CBCT,
CKOpPOCTb CMCHBI JHA WM HOYH. B ,HaHHOﬁ cTaThe OBII OmucaH HpOCTOfI CIroco0
COo34aTh IMKJI OCBCIICHUA NCHb-HOYb.

bubauorpaduyecknii cnucoxk

1. KabanoB A.A. I'paduka Buneourp// Poccust Mmonomas: nmepenoBbie TEXHOIOTUH
— B mpombliiiuieHHOCTh. 2013. No2. C. 039-040.

2. Cypomun C. A. Unity 3D. pazpaboTka crieHapust poeKTHUpOBaHus B cpene Unity
3D// Nadopmaruka u BeraucautenbHas Texauka. 2015. Ne3. C. 504-511.

3. Taiinynnun P. @., 3axapos B. A., Akcenosa E. A. Co3nanue 2d urpsr Ha Unity
3D 5.4 // BectHuk coBpeMeHHBIX ucciieqoBanuii. 2018. Ne4. C. 78-82.

4. bormanos K. B., Muxees II. P., Cysopos W. H. Pa3Butne urpoBsix IBHKKOB//

AKTyallbHbIE HaY4YHbIE HCCIEA0BaHUs B COBpeMeHHOM Mupe. 2021. Ned. C. 24-
29.



