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AHHOTALUA

B maHHO# cTaThe OmMcaHbl OCHOBHBbIC MPUHIIUIBI PaboThl penaepa Unity, uro
TakKoe IeHAePhl U KaK OHU PabOTarOT BHYTPHU MPOTPAMM U UTP, KaK CUIIBHO MOXKET
W3MEHUTLCS TpaduKa Ipy NPaBUILHOM padoTe ¢ HUMH.
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Abstract

This article describes the basic principles of the Unity renderer, what shaders are
and how they work inside programs and games, how much graphics can change
when working properly with them.
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Unity — »1o murardopma miIs CO3MaHUSA MPOTPAMMHOIO OOECICUCHHUS
paboTaromero IMoJ Pa3IUYHBIMH  ONEPAIMOHHBIMH  CUCTEMaMH, HalpuMep
windows uau android, B ocHoBHOM Ha UNity co3aaroTcst urpsl. Takxke B MOCICIHNE
BpEeMs, pa3lIMYHbIe KOMIIAHWHM CTAJU CO3/1aBaTh MYJIbTHUILIMKAIMOHHBIC (DUIBMBI
Ha Unity. Kak B urpax, Tak v B MyJabT(QHIbMaX, M0JIb30BATEIb WM 3PUTEIIb JKeIaeT
BUJCTh W TIOJIb30BAThCSl KAYECTBEHHBIM TMPOAYKTOM. COBpPEMEHHBIE KpYITHBIC
KOMIIaHUM, BBITYCKAIONIUE WIPBI, HCIOJB3YIOT JTOPOTOCTOSNIME U OYECHBb
peCYypCOEMKHE TEXHOJIOTHH, 4YTOOBI TIOBBICHTH KayeCTBO TpadUKH CBOUX
NPOAYKTOB M OCTAJIbHBIM pPa3pa0OTYMKaM B MajblX KOMIIAHUSAX TPHXOJIUTCS
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WCIIOJIb30BaTh MEHEE JOpPOTHe W MeHee pecypcoémkue cpenctBa. CTtaHmapTHBIN
HaOop wuHCTpyMeHTOB Unity, ocoOeHHO OecruiaTHash BepCHs, HE I03BOJIIET
pa3paboTUMKy CO3/1aTh MO-HACTOSIIEMY KPAacHUBYIO M MPHUATHYIO Tpauky, 3TO
MOXET OTIMYTHYTb U TMOTEHIHUAJIbHBIX WIPOKOB, TaK M MOTEHIUATBHBIX
pa3pabOTUUKOB UTD.

Uro Takoe kpacuBas rpaduka? KpacuBas rpaduka BKIOYaeT B ceOs
MHOXECTBO  Pa3JIMYHBIX  aCMEKTOB:  TEKCTYpbl  BBICOKOTO  pa3pelieHus,
pPEANMCTHYHBIN CBET, MPABMWIIHBHO TOI00paHHBIE MaTeprajIbl BMECTE C IICHAepaMHu.
[eiimep 3TO mporpamMma MpeAHA3HAYEHHAs ISl WCIOJHEHUS MPOIeCCopaMu
BuneokaptTel.  Illelimepsl  TUIIyTCS  HAa  CHENMUATM3UPOBAHHBIX  SI3BIKAX
IpOrpaMMHUPOBaHus, s UNity moaxomut Ooibiie Bcero s3bik CG, Tak Kak OH
xommmmapyercs 1 B OpenGL u B DirectX, uto maét BO3MOKHOCTD MPOTPAMMHUCTY
HarmycaTth | CKpUNT, BMECTO JIBYX.

JJist co3manusi KpaCMBOTO M Ka4€CTBEHHOTO, TPOPA0OTaHHOTO N300pasKeHMUS,
pa3pabOTUMKK MOTYT NPUOETHYTh K HAMHUCAHUIO CBOUX IICHJIEPOB WIH K€
WCIIOJIB30BATh MICHEPHI APYTUX Jtojen. CkadyaTrh U YCTAHOBUTD IICHIEPHI MOXKHO
U3 asset store, CIEIUATLHOTO MarasuHa ¢ pa3JInYHbBIMH JTOTIOJIHEHHSIMH 7151 UNity.

Unity umeeT HECKOJbKO CTaHJAPTHBIX MCTOYHHUKOB OCBEIICHUS, KaXKIbIN
paboTaeT 1Mo pa3HOMY M KaXKIblii TOAUTCS O] ONpenesieHHbIe 1enu. s oObraHon
JaMIIOYKH B KoMHaTe wucmoib3ytoT point light. C momompio accera Lux -
Physically Based Shader Framework mosiBisieTcsi BO3MOXHOCTh HAMHOTO TIPOIIE U
rpaMoTHee paboTaTh CO CBETOM B cIlieHEe mpoekTa. CBeT MOXKHO caenaTh Ooiee
peaNucTHYHee M TakK K€ J00aBUTh KpacWBBIE MsTKHE TeHU. BAo0aBOK MaHHBIHA
aCCeT T03BOJISIET J00ABIATH MPUPOIHBIC ABJICHUS B CIICHY U YK€ 3apaHee OMUCaHO
ECTECTBEHHOE TIOBEJICHHE CBETa C JTHMH SBJICHUSAMU. Hampumep mosBiseTcs
BO3MOYKHOCTh CJIeaTh BIQXHYIO IMOBEPXHOCTh, CBET OTpakaeTcs OJWKaMH Ha
TaKUX MOBEPXHOCTIX, OCOOCHHO SPKO 3TO BUIHO I HCTOYHHMKA CBETa THIa Point
light, qs sToro Toke cymiecTByeT OTACIBHBI CKPUOT B JAHHOM accere |
CHieIMaIbHble HACTPOMKHK ATOT0 CKpHUMTa. [[aHHBIN acceT BKIOYaeT B ceOs emié
MHOKECTBO Pa3JIMYHBbIX BO3MOXHOCTEU. bosee gecatu menaepoB mMaTrepualioB U
HECKOJIbKO CKPHUIITOB sl 00paOOTKM cBeTa. 3apaHee OIPEACICHHO HECKOJIbKO
JIECATKOB Pa3HBIX MaTEpPUANIOB, IUTIOC B KOMIUIEKTE COJACPXKATCA TEKCTYpPhI
BBICOKOTO paspeuieHus. OTIEeNbHOW KaTeropuer SBISAIOTCSA LIeHAepbl s
OTpaXKalolmUX IOBEPXHOCTEH, KOTOpBIE TOXE MPHCYTCTBYIOT B accere Lux.
JlaHHBIN acceT ABISICTCSA OCCIIaTHBIM.

Hard Surface Shaders Free — 3to HaOop ImieinepoB BKIIOYAIOMINNA B ceOs
Oomee mecsATka pa3jIMYHBIX MaTEPHAJIOB, TAKUX KaK: KaMHHU, MeTaulbl, cTekio. C
UCIIOJb30BaHUEM JIaHHBIX IIeiaepoB B UNity, rpaduka u oOmnas BU3yalibHas
KapTHHA 3aMETHO YJIy4IIalOTCS, B OTIWYMH OT HWCIIOJIB30BAHMUS CTAHIAPTHBIX
MICHIepOB, YTO TMOBBIIIACT MPUBICKATEILHOCTh WIPHl JUisi Urpoka. (OgHako,
JIAHHBIA acceT MOIEPKUBACTCS BepcusamMu UNity 4.X.X., Korjaa akTyajibHas BepCHsI
5.6.0f3.

Post Processing Stack. IToctmporieccuHr — 310 00paboTka W300paKeHHs B
peanbHOM BpeMeHU. J[aHHas (QYHKIUS CYIIECTBYET BO MHOTHX COBPEMEHHBIX
UTpax, OHA CWJIBHO HM3MEHSET OCBEIICHHE, JeiNaeT ero Oojee KpPacUBBIM U
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pEATMCTHYHBIM, HO TaK Kak 3Ta (yHKIUS paboTaeT B pealbHOM BpPEMEHH,
00pabaThIBasiCh C MOMOIIBIO MPOILECCOPa BUACOKAPTHI — 3TO MOXKET CTaTh OYEHb
pECYPCOEMKOM oOIepaurerd Uil KOMIIbIOTEpA I0Jb30BaTelid. JlaHHBIA accer
J00aBJIIET MHOXECTBO Pa3IMUHBIX MHCTPYMEHTOB B UNIty, CKpUNTHI M HICHACPHI,
KOTOpbIE paboTalOT HE ¢ MaTepuallaMi OOBEKTOB, a C KaMepoil, yepe3 KOTOPYIO
BBIBOAUTCS u300paxkeHue. B accer BxoasaT cneaywoomme (QyHKIUU s
MOCTHPOIECCUHTA: CTIaKUBaHUE, OKKIIO3US, OTpaKeHUE dKpaHa, TyMaH, ri1yOnHa
PE3KOCTH, pa3MBITHE, CIUIaKMBaHWEe W MHOro japyroe. Post Processing Stack
MO3BOJIAET BCE BBIIICTIEpEUHCICHHBIE dPPEKThl KOMOMHUPOBATh, @ HE BBHIOMPATH
YTO-TO OTJAEIBHOE U3 CIHUCKA.

The Forest | OctaneRender for Unity Sample Asset — 3To acceT oT KOMITaHUA
pa3paboTunkoB OctaneRender, mpezacraBmser u3 cebs CIEHY Jeca ¢ yKe
HACTPOEHHBIMU  TOCTIPOILICCCUHTOBBIMU ~ CKPUIITAMHU U TOTOBOM  CIICHOM,
JEMOHCTPUPYIOIIEH BCE BO3MOXHOCTH, KOTOpble accer B cebe coxaepxur. Ha
pucyHke 1 aeMoOHCTpupyercs clLeHa M3 JaHHOTO acceTa, CBEpXy, ClieHa 0e3
WCIIOJIB30BaHUsl  TMOCTIPOLECCUHIOBBIX  CKPHUITOB, CHU3Y, CLEHa MOCIe
WCIIOJIb30BaHUsl JAHHBIX CKpUINTOB. M3MEHsAETCS BCE OCBEIICHUE, CTAHOBUTCS
0onee MATKUM, JA00ABISETCA Pa3MBITHE B JIaJbHUX YaCTSAX CIEHBI, MPOUCXOIUT
LBETOKOPPEKIIHUS.

[TocTnporieccuHr co37a€T OYEHb XOPOIIYI0 M KAa4eCTBEHHYIO IpaduKy B
Urpax, Ha KOTOPYIO HUIPOKY XO4YETCS CMOTPETh U UIPaTh B WUIPY, HO TaKKe
MOCTIPOIIECCUHI MOXET CHJIBHO HarpyaTh CHCTEMY, TO3TOMY HHOT/a
pa3padOTYUKHU UTP BMECTO UCIOJIb30BAHUS MOCTIPOLIECCUHIA UCTIOIb3YIOT TOJIbKO
IrpaMOTHYIO paboTy ¢ IMIeijaepaMu, 4To Takxke Aaét xopomwuit s¢ddexr, HO
Harpy>kaeT CHUCTEMY HaMHOTO MeEHbIIe. B100aBOK HE CTOMT 3a0bIBaTh MPO
TEKCTYpbl, YEM BBIIIE Pa3pelICHUE Y TEKCTYPhl U KaUeCTBEHHEE OHU MIPOPa0OTaHblI,
TEeM MEHbIIIe TPUIETCA padoTaTh C OCBEUICHUEM, MICHAepaMHi U MaTepUalaMu, TaK
KaK JJIs CO3JaHUsl KPacHMBOM M TPHUSATHOM Tpaduku HE Bcerma HEoO0XO0IuMO
MCIIOJIb30BaTh MOCTIPOLIECCUHT, IIEHAEPHl NN XOPOIINE OCBEUICHNUE.
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Puc. 1. Jlemo cuena The Forest | OctaneRender.

Ecnm HEoOayMaHHO WCIOJIB30BaTh BCE BHIMICTICPCUUCIICHHBIC CITOCOOBI M
aCCEThI, MOYKHO CO3/IaTh KAUeCTBEHHYIO U KPACUBYIO KAPTUHKY JIJISl TTOJIh30BaTEIIS,
HO TIPH 3TOM MOKHO CHJIBHO MOCTPaAaTh MPOU3BOJAUTEILHOCTh, 00 ’TOM HE CTOUT
3a0bIBaTh M BCEr/Ja HEOOXOAMMO YUYHUTHIBATH COOTHOIICHHS KadyecTBa rpaduku U
3aTpayrMBaeMOl MPOU3BOIUTEIHLHOCTH.
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