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Co3nanue peasuctuanoro 2D ocBemenust B Unity 3D

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmaHHOM cTaThe pacCMaTpUBACTCS W OMMCBHIBACTCS pead3allids peaTuCTHIHOIO
2D ocBemeHuss mnpu  HOMOIIM CcTaHAApTHBIX cpeAacTB  Unity. Ocerienue
OCYIIECTBISICTCSA ITOCPEACTBOM KapThl HOpMayiel. IIpakThdeckuM pe3yabTaToM
SBIIICTCSI PEATUCTUYHOE OCBEIICHUE HAa CKa4aHHOM JUIsl TpUMepa CIpaiTa
MepcoHaxa.
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Abstract

This article discusses and describes the implementation of realistic 2D lighting
using standard Unity tools. Lighting is carried out by means of a normal map. The
practical result is realistic lighting on the character sprite downloaded for the
example.
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TpexMepHble UIPHl YK€ TaBHO PaAylOT IJIa3 PEaJTuCTUYHBIM OCBEIICHHUEM,
MSATKUMHU TEHSIMHU U OnukaMu. TeXHOJOrMueckui mporecc AOouies J0 TOro, 4To B
2D mupe Toke MOSIBUIOCH OCBEILEHHE MOXOXee Ha HacTosulee. "PeannctuyHoe
ocgemenrie B 2D wmupe" o3Hawaer "xopomio BBITISAAANIMEI", a BOBcEe HE
"IOCTOBEPHO MOJECTUPYIOMINN ONTHUYECKHE 3aKOHBI'. [[1s Xopoluel onThYecKon
wito3un - Oynmet  ucnodb3oBatbess  «Normal — Mapping» —  TexHousorus,
UCIOoNIb3yeMasl JJii HWMMTAlMK HEPOBHOCTEH MOBEPXHOCTH Ha o0bekTe. OHa
pUMEHSIETCS, YTOOBI clienaTh Bally (PMHATbHYIO MOJEINb OoJiee moxoxei Ha ee HP
(High Poly) Bepcuto. C ee mOMOIIBIO MOXHO J0OOABUTh Pa3IUYHBIC JCTaJH,
KOTOpbIE HENb3s MepPeaTh Yepe3 FeOMETPUIO U3-3a OTPAHMUYEHUI MOJUTOHAXKa Ha
BallleM IMPOEKTe, U 3aCTaBUTh OOBEKT BBIMVIANETH OoJiee NETaTU3UPOBAHHBIM IS
Jy4lIen nepesadv OCBEIICHHOCTH U OOJIbIIeH PealiCTUYHOCTH.

[{enb maHHOW CTATBH PACCMOTPETh BO3MOXHOCTH UIPOBOro aBmkka Unity
3D B co3manum peanucTHIHOro ocBerieHus B 2D urpax.

KabGanoB A.A. B cBOeil cTaThe OMucall MCCIEIOBaHUE IMPOLIECcCa CO3aHUs
urpoBoii rpaduku. bru3zocte urpoBoit rpaduku u apxuTek- Typbl ausaiiHa[l]. C.
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A. CyponuH B CBO€il cTaThe MpPENCTaBWI CIEHApUl YriyOJeHHOrO H3ydeHUs
OJTHOTO W3 JIYYIUX JABM)KKOB, CYIIECTBYIOIIUX HA TaHHBIA MOMEHT, JIJISl CO3aHMSI
kpacuBbix 2D u 3D urp[2]. B cBoeii padote P. ®. INaiinymuin, B. A. 3axapos, E.
A. AKCeHOBa M3YYHJIM WHCTPYMEHT JJIsl pa3pabOTKU ABYX- U TPEXMEPHBIX UTP —
Unity 3D[3]. K. B. bormanos, I1. P. Muxees, . H. CyBopoB B cBoeli pabore
OTKCAaJIM Pa3BUTHE UTPOBBIX JBHUKKOB, @ HIMEHHO TIPOBEIH 0030p OT MPUMHUTHBHON
rpaduKu 10 BEICOKOYPOBHEBBIX HHCTpYMeHTapues [4].

Hauwnnaem co3ganme ocBelIeHus ¢ paboTel B «Photoshopy, co3maem HOBBIN
JUCT ¥ UMIIOPTUPYEM CKa4aHHOTO TepcoHaka[5] cM. pucyHok 1.

Puc. 1. Umnopt nepconaxa

Co3naemM HOBBIM MYCTOM CJION M co3gaeM OOTPAaBOYHYIO MAcKy, KOTOPYIO
3aKpalIMBaeM MOJHOCTHIO B O€NbIN IBET CM. PUCYHOK 2.
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Puc. 2. Co3nanue o0TpaBOYHON MacKu

Jlanee coxpaHseM JIBa cJ0sl OTAECNBHO B (popmaTe «PNg» U UMIOPTUPYEM B
npoekT Unity, nassiBaem «Character» u «LightMap» cooTBeTcTBeHHO, TIEpCOHAKA
Cpa3y BBIHOCUM Ha CLIEHY CM. PUCYHOK 3-4.
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B manenu «Hierarchy» oowsekra «LightMap» BeicTaBimsieM B moite «Texture
Type» 3nauenune «Normal map», craBum ranouky Ha nyHkre «Create from Gray
scale», u 3HaueHne «BUumpiness» yBoauM B HYJIb CM. PUCYHOK 5.

Marmal map

Filtering

Puc. 5. Jlo6aBieHrne KOMIIOHEHTA

Jlanmee HeoOXoauMo co3naTh Matepuan «Charactermat» u ycTaHOBUTH THIT
meiinepa «Legacy Shaders/Bumped Diffuse». Temeps HyXHO a1 Marepuaia
yKa3aTh JIBE€ TEKCTYphI, mepBoi Tekcrypour Oymer «Character», a Bropoit ero
«LightMap» cm. pucyHok 6.
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Puc. 5. Co3nanue matepuana
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OcTtanoch TOJIBKO MEPCOHAXKY Ha CIiEHE 100aBUTh MaTepHall CM. PUCYHOK

= Lharacter

ELEE] & Charactermat

Additional Settings

Puc. 7. JloGaByieHue nepcoHaxy Mmarepuan

Teneps Ha crieHy MOKHO JOOABUTH TOUCYHBIN NCTOUYHUK CBETA U MMPOBEPUTH
paboTy OCBEIIEHUS CM. PUCYHOK 8-9.

Puc. 9. [IpoBepka pa3nnyHbIX HACTPOEK UCTOYHUKA CBETA
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Kak mokazaHo Ha CKPHHINOTAaX OCBENICHHE IEepCOHa)Xa paboTaeT Mpu
J00BIX HaCTPOHKAaX MCTOYHUKA CBETA: OT M3JIy4aeMOro IBETa, OT OTAAJICHHOCTH
u T.1. B 1anHO# cTaThe OBLT pa3paboTaH MPOCTOH CITOCOO CO3aTh PEaTUCTUYHOE
ocselieHue 2D nepcoHaxa.
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