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Co31aHue MPOCTOro BU3yaabHOro 3¢ ¢exra Ha npumepe orusi B Unity

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B [1aHHOM cTaThe paccMaTpUBACTCS M ONMCBHIBACTCS pPEAIHU3ALUAS IPOCTOrO
BU3YyalIbHOTO 3(dexTa Ha MpuUMepe OTHS MPH MOMOINM CTAaHAAPTHBIX CPEICTB
Unity. TlpaktudeckuM pe3yabTaToM SIBISIETCS paboumii BU3yanbHBIH d(dekr Ha
CLICHE.
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Abstract

This article discusses and describes the implementation of a simple visual effect on
the example of fire using standard Unity tools. The practical result is a working
visual effect on the stage.
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O¢ddexTsl dYacTULl — 3TO YHUKAJIbHBIA HMHCTPYMEHT, IO3BOJISIOLINIA
N00aBUTh B UTPY UHTEPAKTUBHOCTH U OT3bIBUMBOCTh. OHU MPEBOCXOAHO MOAXOISAT
JUISL CO3JaHMsl JIBWKEHUS M Iepefadd ouryuieHui. D@PQeKTsl 4yacTHL MOXKHO
UCIONIb30BaTh I  CO3/JAaHUSA  BOJILEOHBIX OFHEHHBIX IIapOB, BHUXPEBBIX
IPOCTPAHCTBEHHBIX MOPTAJIOB WM JUIsl TPUBJICUEHUS BHUMAHUS UIPOKa K
CBETSIIEMYCS CYHAYKY C COKPOBHUIIIAMH.

[lesib naHHOW CTAThH PAaCcCMOTPETh BO3MOXHOCTH UTPOBOTO JBMKa Unity
3D B peanuzanuu npocThix 3PGHEKTOB HA TPUMEPE OTHS.

A.A. KabGaHnoB B cBOe€#l cTaThe OMUCcall MCCIEIOBAHHUE Mpoliecca CO3AaHus
UrpoBoii rpaduku. bausocte UrpoBoit rpaduku n apxuTekTyphl nu3aiina [1]. C. A.
CypoauH B CBOEH CTaThe MPEACTaBUI CLICHAPUN YriyOJIeHHOTO U3YyUYEeHHS OJJHOTO
U3 Jy4YIIUX JBW)KKOB, CYIIECTBYIOUIMX Ha JaHHBIA MOMEHT, JUISI CO3JaHUS
kpacuBbix 2D u 3D wurp [2]. B cBoeii pabore P. ®. Iaiinymiun, B. A. 3axapos,
E.A. AkceHOBa MU3yYMJIM UHCTPYMEHT JUIsl pa3pab0TKU IBYX- U TPEXMEPHBIX UTP —
Unity 3D [3]. K. B. borumanos, I1. P. Muxees, 1. H. CyBopoB B cBoeii pabore
OIKCAJIH PAa3BUTHE UTPOBBIX JBUKKOB, & HIMEHHO IIPOBEIN 0030p OT MPUMHUTUBHOMN
rpaduKu 10 BHICOKOYPOBHEBBIX HHCTpYMeHTapueB [4].
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Haunnraem co3nmanme orHs ¢ J00aBJICHHS CHCTEMbI YaCTHI] U IIOMCIICHHS B
HYKHOM MECTE CM. PUCYHOK 1.
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Puc. 1. Jlo6aBneHrnEe CHCTEMBI YaCTHI]

B cBolicTBax CHCTEMBI YaCTHL M3MEHSEM CTapTOBYK) CKOPOCTh WU MEHSEM
LIBET HA OPAH)KEBBIA CM. PUCYHOK 2.
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Puc. 2. [lepBoHauanbHasi HACTpPOIKa

JIJis nadbHEWIero MpaBUILHOTO OTOOpaKeHWs OrHs B paszaene «Shape»
MEHSIEM 3HAUYCHUE yIJia HA HYJIb U YMEHBIIIAEM 3HAYEHUE PANyca CM. PUCYHOK 3.
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Puc. 3. I3MeHeHue yriia u paguyca OrHs

BriGupaem TekcTypy OrHs U 100aBiIsieM B IIEHIEp CUCTEMBI CM. PUCYHOK 4-
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Puc. 4. JloGaBnenue «Spawn Pointy
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Puc. 5. Hactpoiika meitnepa

Jlanee HacTpauBaeM OTOHb 10 MEPCOHAILHBIM HACTPOHKAM CM. PUCYHOK 6.

Puc. 6. Hactpolika orus
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B peanpsHOM MuUpe OrOHBb OCBEMIAET OMPEIACICHHYIO 0071acTh, BUPTYAIbHBIM
MUD JOJDKEH HE OTCTaBaTh, JJIs 3TOro modasisieM o0bekT «Point Lighty gouepnum
CHCTEME YaCTHI] CM. PUCYHOK /.
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Puc. 7. IybnupoBanue noprana

Teneppr HEOOXOIMMO HACTPOUTH MCTOYHUK CBETA, & UMEHHO: W3MEHUTh
I[BET Ha OPAHKEBBIN U JOOABUTH UHTEHCUBHOCTH CM. PUCYHOK 8.
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Puc. 8. Hactpoiika ncrounuka cBera

[TpoBepum paboTy CUCTEMBI CM. pUCYHOK 9-11.

Puc. 9. TlpoBepka paboThI OTHS

Puc. 10. IIpoBepka paboThI OTHS
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Puc. 11. IIpoBepka paboTsI OTHSA

Kak mokazano Ha CKpWHIIOTAaX MPOCTOH 3(PdeKT OorHs padoTaeT W 3aBUCUT
OT TakuX (paKTOPOB KaK OTAAICHHOCTh 00bEKTa, OT MHTEHCUBHOCTH U Tak jaiee. B
JIAHHO#M cTaThe ObLT pa3paboTaH MpocToi 3P GEKT OrHs B UTPOoBOM JBMXKKe Unity.
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