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AHHOTALUA
Unity3D obnagaet OonbmMu  TpO()ECCHOHATBLHBIMU  BO3MOXKHOCTSIMUA IO
pa3paboTKe MHTEPAKTUBHBIX TPEXMEPHBIX MPUIOKEHUN U IIUPOKO HCIIONb3YETCs
JUISL CO3[TaHUSI KPACOYHBIX MPE3eHTalui U urp. B 1aHHOM cTaThe paccMaTpuBaeTCs
pa3paboTKa KOMIBIOTEPHON Urpbl Ha KpoccruiargopmenHoMm nBmwxkke Unity3D u
JEMOHCTPUPYIOTCS KIIIOUEBbIE OCOOCHHOCTH CO3JaHUsI UTPOBOTO YPOBHHI.
KuaroueBbie cioBa: koMmmbioTepHoe MojenupoBanue, Unity3D, TtpexmepHoe
MOZEIUPOBAHUE, CPEAA BUPTYAIbHOE PEAIBHOCTH.
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Abstract

Unity3D has great career opportunities for the development of three-dimensional
interactive applications and is widely used to create colorful presentations and
games. This article discusses the development of cross-platform computer game
engine Unity3D and demonstrates key features of the creation of game levels.
Keywords: computer modeling, Unity3D, three-dimensional modeling, virtual
reality environment.

Kpoccmnarpopmennsiii  npmxok  Unity3D, pa3paboraHHbli KOMMaHUEH
Unity Technologies, siBIsieTCsi COBpEMEHHBIM CPEJICTBOM ISl pa3pabOTKU WP H
OPWIOKEHUN 171 CMapTPOHOB, UIPOBBIX MPUCTABOK U  NEPCOHAIBHBIX
KoMIbtoTepoB. CyllecTByeT BO3MOXKHOCTb TECTHUPOBAaHUS pa3pabaThIBA€MOIo
npoekta BO BpeMms ero co3ganus. OpHoil u3 ocobOenHoctedt Unity siBisiercs
BO3MOKHOCTh HMMIIOPTUPOBAHUS MOJeNe u aHumanui u3 OonbmuHcTBA 3D-
NPWIOKEHUHN I UX pa3pabOTKU.

HccnenoBannem u pa3pabOTKONl MHTEPAKTUBHBIX NPUIIOKEHUH U WUIP Ha
mwiatrpopme Unity 3D 3aHumanuch MHOTHE Y4Y€HbIE M CHEIHAIUCTBI Kak
poccwiicue, Tak u 3apyoexnsie. P.U. baxxenos u O.C. Xomoc onucaiim OCHOBHBIC
npuemsl npu padote ¢ Unity 3D mist naunnatonux [1]. Astop kauru «Unity Game
Development Essentials» Will Goldstone o6bsicaun ocHoBbI paboTsl ¢ Unity 3D u
IpUBEl IPUMEP CO3/IaHUs MOJHOLIEHHON TpexMepHoii urpsel [2]. bonee moapoGHO
00 OCBellleHHH, MaTepuaiax M CO3JaHUU TpapuyecKoro IMOIb30BaATEIHLCKOIO
untepdeiica pacckazan Sue Blackman B kaure «Beginning 3D Game
Development with Unity 4» [3]. Kak opranu3oBarh mpoiiecc pa3paOOTKh UTPHI B
Unity 3D coBmectHO ¢ Autodesk Maya nis co3paHusi TpeXMEpPHBIX MOJENICH U
anuManuu nokazan Adam Watkins B cBoeit kuure «Creating Games with Unity
and Maya» [4]. Volodymyr Gerasimov u Devon Kraczla Ha mnpumepax
MPOJIEMOHCTPUPOBATIM HANUMCAHUE CJIOXKHBIX CKPUIITOB MPEUMYIIECTBEHHO Ha
sa3pike JavaScript B kaure «Unity 3.x Scripting» [5]. B xuure «Introduction to
Game Design, Prototyping, and Development: From Concept to Playable Game
with Unity and C#» aBtopa Jeremy Gibson mHpuBOIUTCS TpUMEp CO3JaHHE
MOJTHOIIEHHON urpel ¢ HyJs [6]. Pa3paGoTky MynbTUMIATOPMEHHBIX HIP C
UCIIOJIb30BaHUEM si3bIKa mporpammupoBanus C# oOwscusier Joe Hocking B kHure
«Unity in Action: Multiplatform Game Development in C#» [7]. P.1.baxenos u
Jp. co3fanu paznuyHbie mpoekThl B Unity [8-10]. B mocnennee Bpems yaemnsercs
BHMMaHHWE MHOTHMHM aBTOpamMu K pa3padotke urp B cpene Unity [11-14].

[IpencraBum paszpabdotannyto B Unity3D urpy «Jack’s Dreamy.

Bcero B npoekTe ObUIM peann30BaHbl MSITh UTPOBBIX YpoBHEH: «IlycThIHs Y,
«Jlomuk B necy», «Jlabupunty, «I'umanan» u «l'ocnutans». Bce ypoBHU B cBOEH
OCHOBE MPHUHIMIUAIBHO HE pPa3jIM4aroTcs, TO €CTh TMPU HX CO3JIaHUU
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WCIIOJIB30BAJIMCH T€ )K€ CPEACTBA MU KOMITIOHEHTHI, TIO9TOMY B 3TOW CTaThe OyaeT
paccmotpena pabora B Unity 3D Ha mpumepe co3aHusi OJHOTO W3 ypOBHEH —
«JloMuk B ecy».

Jns wawana co3maauMm janmmadt (Terrain), BeIOpaB €ro BO BKJIAAKE
GameObject, 3agaguM eMy pa3Mep U PacroyiOKEHHE B UTPOBOM IpocTpaHcTBe. C
MOMOIIBIO PA3IUYHBIX CTAHJAPTHBIX KUCTEH clieJlaeM BHAJAMHBI M BBITYKIOCTH,
4YTOOBl CHIMHUTHPOBATH TOpPbI, HU3MEHHOCTH U JIpyru€ OCOOCHHOCTH 3E€MHOMU
noBepxHocTu. Jlamee 3akpacuM TOATOTOBJICHHBIA JaHAMA(PT TEKCTypaMH,
KOoTOphIe ObuTH panee obpadboransl B Photoshop u umnoptuposanst B Unity 3D. B
pe3ynbTaTe MOJMy4YusIach 3€MHAas IMOBEPXHOCTh C TOpaMH, XOJIMaMH, O03€pOM,
HEPOBHOCTSIMU M BYJKAHOM (CM. puc. 1).

Pucynok 1. Bua Ha nanamadgt

Ha onHo# u3 Bkiagok oobekTa Terrain, MOKHO cO3/1aTh PaCTUTEIBLHOCTD: OT
TpaBbl JO JepeBheB. [Ipum cO3MaHUM PACTUTENHLHOCTH OBUIM HWCTOJIb30BaHBI
CTaHJapTHBIE MOJCIU JIEPEBHEB M TEKCTYpHI TpaBbl. i TOro, 4TOOBI CO3/1aTh
JIECHYI0O MECTHOCTh, HEOOXOIMMO BBIICTUTh HEOOXOJAMMBIN BUJ PaCTUTEIHHOCTH,
BBIOpaTh KMUCTh U HAYaTh BOJUTH MBIIIbIO 1O JJaHAMA(TY (CM. puc. 2).

Pucynok 2. Bua Ha nec
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Ecnmu monaGnromate 3a JAEpeBBbSIMH, TO MOXKHO YBHUACTh aHUMAIUIO
MOKAaYMBaHUS BETOK OT BeTpa. [l co3maHus BeTpa CIYKUT OTAEIbHBIN
KOMIIOHEHT, Ha3biBaeMblld Wind Zone, B KOTOPOM MOHO 3a/1aTh TTapaMeTPhl CUIIBI
BETpa, a TAK)KE €r0 HaIlPaBJICHHUE.

HebGo u ocBemenue HactpamBaetrcs Bo Bkiaake Lighting. Ilpu co3ganuun
ATOTO YPOBHS WCIOJB30BAJICS OIWH M3 CTaHAAPTHBIX SKybox misi oTOOpakeHHs
rpo3oBoro Heba ¢ Tydamu. J[y1s paGoThl ¢ OCBemeHHEeM ObUT M00aBIEH OOBEKT
Directional Light Bo Bkimagke GameObject-Light, koTopbsie co3maer riodamsHOE
OCBEILIEHHE Ha BCeM ypoBHE. B HacTpoiikax ocBerieHus Oblja MOHMKEHA SPKOCTh
CBeTa, 4YTOOBI YIYYIIUTh aTMOC(EpPy YpOBHS W TMOAYEPKHYTH €r0 MPAvyHOCTh, a
Tak)ke ObUTH J0OaBIICHBI TCHH.

TpexMepHbie MosienTu JOMa, TpUYaia, apKu, KAMHEH W TaYKU OBLITU CO3aHBI
B nporpamme 3DS Max, a 3atem umnoptupoBansl B Unity 3D (cm. puc. 3, 4).

Pucynok 3. [lepeBsiHHBIN 10M

Pucynok 4. Tauka Ha nopore

BojHas moBepXHOCTh 03epa MPEACTABISIET COOOM MITOCKOCTh C HANOKEHHBIM
Ha He€ aHUMUPOBAHHBIM MAaTEPUAJIOM C TEKCTYPOU BOJIHOM Triaau (CM. puc. 5).
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Pucynok 5. Bun Ha o3epo

Takum sxe oOpa3oMm, Kak W BOJHAs MOBEPXHOCTh, ObUIa cAelaHa JlaBa B
ByJIKaHe (CM. puc. 6).

Pucynok 6. JlaBa B ByJikaHe

OroHb, KOTOpBIN pacroyiaraeTcs Ha BYJKaHe, ObLI CleJaH C TOMOIIBIO
cuctembl vactur (Particle System). B o0bexrte Particle System mpucyrcTByer
MHOKECTBO HACTPOEK TaKUX KaK: KOJIMYECTBO YACTHII, BPEMS UX JKH3HU, CKOPOCTh,
I[BET, HANPABJICHUE JBIKCHHUS W MHOTHE Ipyrue. MaHumyaupys HaCcTpOWKaMu
MOKHO CO3/1aBaTh CJIOXHBIE CHEIP(PQPEKTH BPOAE OTHA WM, HAlPUMEpP, JO0XKIb,
KOTOPBI HAYMHAET UATH HAa YPOBHE TOCIIC MIPUOIMKEHUS UTPOKA K JCPEBIHHOMY
JIOMY.

Bce coznannbie ciemdGeKThl COMPOBOKAAIOTCS PEATUCTHUHBIMHA 3BYKaMHU,
Oyab TO JTOXIb, TPOM, TOPEHUE OTHS, BOJHEHHUE O3€pa WJIHM IIIyM BETpa. 3BYKH
OblTM 100aBJIEHBl Ha ypOBEHb C MOMOIIbI0 00bekTa Audio Source w3 BKIAAKU
GameObject-Audio. I'maBHpiMu HacTporikamu oObekTa Audio Source sBISIOTCS
TPOMKOCTh 3ByKa W 00JacTh pPaclpoOCTpaHECHHs, 3a KOTOPOW 3BYK HE Oyzer
CJIBIIIICH.
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Jliis mepeMeInienys Urpoka mo ypoBHIO ObUT J00aBICH CTaHIAPTHBINA OOBEKT
First Person Controller, KOTOpbIii MOXET B3aUMOJIEUCTBOBATh C UIPOBBIM
POCTPAHCTBOM.

Co0bITHSI, KOTOPBIE MPOUCXOIAT HA MPOTSHKEHUM WIPhl, BO3HUKAIOT MpPU
MIPOXO0JIE€ UTPOKA YEPE3 TPUTTEPHI — MyCThIe 00BEKTHI ¢ KoMroHeHToM Box Collider
u otMeTkol Is Trigger, Ha KOTOpbIE BEIIAIOTCS CKPUIMTHI, HAMCAHHBIC HA SI3BIKE
nporpammupoBanusi C#. Korga urpoxk mnpoxXoAuT uepe3 TpPUITEp, CKPUINT C
coobitnem OnTriggerEnter cpabaTbiBaeT W BBIMOJNHSAET KOJ BHYTPH 3TOTO
coOpiTus. K mpumepy, packaT rpomMa WIH OTKpPBITHE ABEPU JIEPEBSIHHOTO JOMa
BBITIOJIHSIOTCS Uepe3 COOBITHE MTPOXOKACHUS TPUTTEPa.

Takum oOpa3om, ObLT CO3/1aH TMOJHOICHHBIH YpoBeHb «JloMHK B secyy,
pa3paboTKka KOTOpPOTO OXBaTWJIa BCE MPOIECCHl CO3JAHMUS WIPbI: HACTpPOMKa
OCBEILIEHUSI M TEeHeH, co3fgaHue JaHamadra, TEKCTYp M MaTepuasos,
crieiPPPEeKToB, MOJEIUPOBaHHE OOBEKTOB, pabdoTa CO 3BYKOM, HalMCaHUE
CKpHUIITOB U coObITH. [10J00HO 3TOMY YPOBHIO Tak k€ ObLIM CO3/JaHbl U JPYTHUE.
Bce urpoBble ypoBHU MOCHEAOBATENIbHbBl MEXKIYy COOOM M COCTaBISIIOT OAHY
MOJIHOIEHHYI0 HMCTOPHIO, KOTOPYIO HWIPOK Y3HAIOT B MPOLECCE MPOXOKICHUS.
JlanHblii  Marepuan MOTYT  HCIIOJIb30BaTh  CTYJIEHThl MNpu  paboTe ¢
kpoccrargopMeHubiM  aBWKKOM — Unity3D  mo  gucnuminde  «OCHOBBI
TpexmepHoro mozaenupoBanus B Unity3Dy.
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