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Coznanue BU3yaJbHOro 3¢p¢pexra Ha urpoBom asmxkke Godot (uacrn 2)

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOI cTaThe omucaH npolecc co3nanne Bu3yanbHbii 3@ ekt (VFX) Ha ocHOBe
cUCTeMa 4JacTull Ha urpoBoM ABmxkke Godot. B paboTe mcmonp3oBajics cuctema
YACTUII M TEKCTYpa HAMTMCAHHBIN Ha S3bIKE ICiepa B KOHCTPYKTOPE UTP HA JIBUXKKE
Godot. B pe3ynbrare padoThl ObUT CO3/1aH BU3yalIbHBIN 3P(EKT cUcTeMa YacTUIl Ha
urpoBoMm asuxke Godot.
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Abstract

This article describes the process of creating a visual effect (VFX) based on a particle
system using the Godot game engine. The work used a particle system and texture
written in the shader language in the game designer on the Godot engine. As a result
of the work, a visual effect was created - a particle system using the Godot game
engine.
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1 Beenenue

1.1. AkmyanvHocms ucciedo8anus

AKTYyaJbHOCTh HCCIEOBAaHUE 3aKJIIOYAeTCs B TOM 4YTO [0 CO3/aHHUIO
Bm3yanbHbIX 3dexToB (VFX) B Godot Engine Bechbma akTyallbHBI s
pa3pabOTUMKOB UTP U HHTY3MACTOB, KOTOPHIE 3aMHTEPECOBAHBI B MCIOJIb30BAHUU
BO3MOYKHOCTEH JIBHKKA JJIs1 BU3yaJIbHOTO yiyullieHust cBoux urp. Godot Engine —
3TO OECIUIaTHBIA MTPOBOM JBHXKOK C OTKPBITBIM HCXOJHBIM KOAOM, KOTOPBIN
MPEIOCTABIISAET UPOKUNA CIIEKTP MHCTPYMEHTOB U QYyHKUUN 1Jis1 pazpaboTku 2D- u
3D-urp. Godot Engine npeayiaraet pa3iandHble PYHKIIMU U PECYPCHI AJI CO3IAHUS
Bu3yanbHbIX 3¢ dextoB. K Hum otHocsTes GDScript u C++, Godot Assistant, Godot
Documentation, Godot Assets Marketplace u Godot Visual Effects. Mccrenoanus
Mo co3naHuio BU3yanbHBIX 3¢ ¢dekToB B Godot Engine BaXHBI MO HECKOJIBKUM
npuuuHaM. K HHMM OTHOCATCS yaydlleHHE BH3YyaJbHBIX 3()QPEKTOB HIpHI,
yJIydIlI€HUE TI0JIb30BaTENbCKOTO OMBITA, MOAAEPKaHUE KOHKYPEHTOCTIOCOOHOCTH U
COTPYIHHYECTBO C COOOUIECTBOM. B 3aKi04eHHUE OTMETUM, YTO MUCCIEIOBAHUS T10
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co3ganuio Bu3yanbHbIX 3(dekroB B Godot Engine Bechma akTyambHBI IS
pa3paboOTYUKOB UTP M DHTY3MACTOB, KOTOPBIC XOTAT HMCIIOJIB30BATh BO3MOXKHOCTH
JBIKKA JUIsl BU3yallbHOTO yiydieHus cBoux urp. Godot Engine mpenocrtasisier
pasIUYHBIE PECYpChl, BKJIIOYAs JOKYMEHTAIMIO, pECypChl U  TMOAJCPKKY
cooOmiecTBa, YTOOBI MMOMOYbL pa3paboOTYMKaM CO3[aBaTh  BIEYATIISIONINC
BU3YaJIbHBIC YPPEKTHI IS CBOUX HTD.

1.2. I]env uccneoosanus
Lenbro paboThI cO3IaHuUs BU3YaIbHBINA 3(PPEKT Ha OCHOBE CUCTEMA YaCTHI Ha
urpoBoM JaBuxKOK Godot.

1.3. O630p uccredosarnuii

I'' K. YapmanH w Jap. NOpoOBENM NPEABAPUTEIBHOE HCCIECIOBAHUE 10
BOCCTAaHOBJICHUIO ApXUTEKTYPbl HTPOBOT'O JBHKKA B CBOEH CTAThE O] HA3BaHUEM
«MccmenoBaTenbCKuld  MOAXOA K BOCCTAHOBIICHUIO ApXUTEKTYpPbl HMIPOBOTO
nBKKa». MccimenoBaHue COCpPEIOTOYEHO HAa BOCCTAHOBIIECHUM APXUTEKTYPHOIO
IIPOEKTUPOBAHUS UTPOBBIX JBMKKOB C LIEJIBIO JaTh MPEJACTABICHUE O CTPYKTYpE U
OpraHU3alli{ 3TUX CJIOKHBIX IPOIPAMMHBIX CUCTEM.

ABTOpBI HAUMHAIOT C MOJYEPKHUBAHUS BaXKHOCTH MOHHMMAaHUSI apXUTEKTYpPbI
UTPOBOTO JBIMXKKA JUIA Ppa3IMYHBbIX LEeJNel, TakuX Kak pa3paboTka wurp,
oOcy’KMBaHUE MPOrPaMMHOI0 o0ecrieyeHus: U onTuMu3anus. OHU MOAYEPKUBALOT,
YTO TMPOIECC BOCCTAHOBICHHSI APXUTEKTYPbl MOXET MOMOYb pa3pabOTUHKaM
IIy0>Ke MOHSATh OCHOBHBIE MPUHUMIIBI IPOCKTUPOBAHMS, YTO OOJErdyut Oyayuue
YIIYUIIEHHS] U MOIU(DUKAIUY.

Jns  noctwxkenuss uenu wucciaenoBanuss [. K. Yiaemana. npennoxuts
MCCJIEI0BATENbCKUI MOAX0/, COYETAIOIIUNA METOIbI 0OPATHOTO MPOESKTUPOBAHMUS C
KAaueCTBEHHBIM aHAIM30M. OHU IPUMEHSIOT CBOM MOJIXO0J K HECKOJIBKUM UI'POBBIM
JBHKKAM C OTKPBITBIM HCXOJHBIM KOJOM, AaHAJIM3UPYsSd HMX HCXOJHBIA KO[,
JIOKYMEHTAIUIO U CBSI3aHHbIE C HUMU apTe(aKThl.

B wuccienoBaHuu NpeCTaBIICHbl PE3yJbTaThl IMPOLECCAa BOCCTAHOBIICHHUS
aApPXUTEKTYPBI, BKIIIOYAsl ONPENEICHUE KIIOYEBBIX aPXUTEKTYPHBIX KOMIIOHEHTOB,
UX B3aUMOOTHOIIEHMH M HMX OOS3aHHOCTEW B WIPOBBIX JBHXKKAX. ABTOPBI
ONMCHIBAIOT ~ BOCCTAHOBJICHHYIO  apXWUTEKTypy,  HCIIOJb3ysl  BU3YaJbHbIE
NPEICTABIICHUS, TaKWe Kak AuarpaMMbl U rpaduku, 4ToObl 0OECHEYUTh YETKOE
MPE/ICTABICHNUE O BBISIBJICHHBIX KOMIIOHEHTaX U UX B3aUMOJICHCTBUU.

Kpome Toro, Ullmann G.C. et al. oOcynuTh nmpoOjeMbl, BO3HUKAIOIIUE B
IpollecCe BOCCTAHOBJICHUS APXUTEKTYpbl, TaKUE KaK OTCYTCTBHUE IMOJHOU
JOKYMEHTallud W TMpUCYIIash HWIPOBBIM JIBIXKKaAM CIOXHOCTb. OHHM  JaroT
MPEACTABICHUE O MOTECHUUAIBHBIX CTPATErHsX MPEOJIOJICHUs] ITUX MNpodsieM U
NOBBIIICHUSI 3(PPEKTUBHOCTH W  PE3yJbTaTUBHOCTU OYIyIIUX YCHWJIMHA IO
BOCCTAaHOBJICHUIO aPXUTEKTYPHI.

Cratest  3aBepmiaeTcsi  OOCYXKIEHHMEM  TOCJIEACTBUNA  PE3yJIbTaTOB
UCCIIEIOBaHMSI U MX MOTEHIMAIbHOTO BIHUSHUS Ha pa3pabOTKy U OOCITyKHUBaHUE
UTPOBBIX JBUKKOB. ABTOPBI NOJYEPKUBAIOT LIEHHOCTh CBOETO HCCIIEN0BATENBCKOTO
MOJIX0J]a B PACKPBITHH 0a30BOI apXUTEKTYPhl UTPOBBIX JBUKKOB, YTO MO3BOJISET
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pa3paboTuMkaM NpUHUMATh OOOCHOBAHHBIE PEUICHHS M ONTUMHU3UPOBATH CBOU
MPOrpaMMHBIE CUCTEMBI.

Takum oOpa3om, wuccienoparenbckas cratbs [. K. VYiemana u gp.
«MccnenoBaTenbCKUM MOJX0]] K BOCCTAHOBIICHUIO QpXUTEKTYPhl UTPOBOTO IBHXKKA)
npeacTaBisgeT coO0l yriyOJIeHHOE HCCIIEIOBAHUE BOCCTAHOBIICHUS apXUTEKTYpPhI
UTPOBOTO JABWXKKA. braromapsi cBoemy HcCCIeA0BaTEIbCKOMY MOAXOAY aBTOPbI
MPEIOCTABISAIOT IIEHHYI0 MH(OpPMAIUI0O O CTPYKTYpe M OpraHU3allid HUTPOBBIX
JBUKKOB, oOnerdass Oyayiiue ycwids 1o pa3paboTke, OOCTy)KHBAaHHUIO U
ONTUMH3AIMHU B 00s1acTh pazpadboTku urp [1].

I'. K. YpMaHH # JIp. 0pOBEIY UCCIIEI0BAHUE U ONTUCAIIA HA CBOEM CTAThE MO/
Ha3zBaHueM «Busyanuzamus mabI0HOB B3aMMOJICHCTBHS TOJCHUCTEM HIPOBOTO
JBUKKA» B O3TOM CTaTb€ aBTOPBHl MCHOJB3YET MOAXOA K BOCCTAHOBJIEHUIO
APXUTEKTYPHI ISl CO3/IaHUs aPXUTEKTYPHBIX Mojeneil st 10 urpoBbIX TBUKKOB C
OTKPBITBIM UcXOAHBIM KojoM. I'. K. VYibMaHH ucnonb3yer 3TH MOJEIH, YTOOBI
OTBETUTHh Ha clienyromue Bonpochl: Kakne moacucreMsl yaie CBA3aHbI JAPYT C
npyrom? HMmeroT M WUrpoBble JBWXKKM 00IIMe 1I1a0JOHBI B3aWMOJEUCTBHUSA
noxcucrem? I'. K. YinpMaHH U 1p. 3aMEeTWIN, YTO HHU3KOYPOBHEBBI pEHIEpPED,
YPOBEHb HE3aBUCHUMOCTHU IJIATPOPMBI U JUCIETUEP PECYPCOB HACTO CBSA3AHBI C
urpoBbsIM JBHXKKOM Core. BblsiBisiss Hanbojee 4acTo BCTpedaroluecs MabIOHbI
COIPSKEHUSI, aBTOPbl padOT OMHUCHIBAET BO3HUKAIOIIYIO apXUTEKTYpy HIPOBOTO
JBUKKA U 00CY>KJaeM, Kak €€ MOTYT HCIIOJIb30BaTh CHEIUATUCTBI-IPAKTUKH JIS
yIIy4IIEHUs] TOHUMAaHUS CUCTEMBI U €€ y100CcTBa 00cTykuBaHusl [2].

1O. Yxan nmpencTaBuil MPOEKT B ATOM IMUCCEPTALIMU HAIIPABJIEH Ha pa3padoTKy
rojiorpadguyeckoro unrepdeiica nis ycrpoiictsa Pod. Ilporecc npoektupoBaHus
BKJIIOYAeT B ce0sl aHalW3 MOBECTBOBaHUS (DUIIbMa, HCCIEAOBAHUE CXOXKHX
MO/IP)KaHPOB HAYYHO-(PAHTACTUYECKUX (PUIBMOB, TEXHOJIOTHIO TOJOTpapuuecKoro
OTOOPKEHHUS U peash3aIiio BU3yalbHbIX d(hPekToB nHTepdeiica A ycTpoicTBa
pod. B KkadecTBe OCHOBHOIO HHCTPyMEHTa peailu3aluu uHTepdeiica
UCIIOJIB30BAKMCH Tpad BHU3yalbHBIX d(PGHEKTOB U CHCTEMa aHMMAIIMM B UTPOBOM
newkke Unity. KoHeuHbI TPOIYKT MpeacTaBisieT co0oil 1udpoBOil IPOTOTHUI C
WHTEPAKTUBHBIM TpPEeXMEpPHBIM wuHTEepdeiicom moayns. Kpome Toro, nuzaitn
IPOTOTHUIIA ABJIETCS YaCThIO MOJATOTOBKU K (PUIIbMY, IPU3BAHHOM NEpeiaTh CI0Ba
clieHapusi B Bu3yalbHble 3(dexTsl M B3aumojeiicTBue. OmnuchiBas TPOLECC
NPOCKTUPOBAHUS, aABTOP MpeajiaraeT BO3MOXHBIA  METOJ,  OpraHu3aluu
MpPEeIBAapUTENILHOTO  MCCIENOBaHUA  HaydHO-(baHTacTuueckoro  Quibma u
MCIIOJIb30BaHUsl UrpoBOro JBMkka Unity B kauecTBe Mmiatopmbl ISl CO3MaHUS
BU3YalIbHBIX 3D PexToB K pusibmy [3].
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2. PaGoumii npouecc

O VFX
& Flame

& Sparks

& Smoke

Pucynok 1. [lepeBo 00beKTOB BU3yanbHOTO 3 (eKTa Ha CIIeHE

Mp1 oTKpbUTH TpoeKT «viX godot» u oTkpbuH clieny «res://VFX/Main.tscny.

B «Flamey, CBOICTBA Process Material CO3JaHHBIN TUI
ParticleProcessMaterial. Mb1 3aganu cieayroiye 3HaYCHHE

Spawn — Position — Emission Shape 3ananu B Sphere. 910 popma uctounuk
MCITyCKaHUE YacTHll, Mbl BEIOpaJIH cdepa.

Spawn — Position — Emission Sphere Radius 3aganu 1. 91o paanyc cdepsi.

Spawn — Velocity — Spread 3amanu B 180. D10 HayanpHOE HaINpaBiICHUE
Ka)XJIOM YaCTHIIBI.

Spawn — Velocity — Initial Velocity Min u Initial Velocity Max 3ananu 4 u
6. OTo MUHMMAaTbHAS U MaKCUMaJIbHAs HaYaIbHasl BEJIMYMHA CKOPOCTH IS KaXKJ10M
yacTuilpl. HampaBieHne UCXOaUT U3 HAIIPaBJICHUS U pacripocTpaneHus [4].

Accelerations — Gravity 3aganu X: 0, y: 0, z: 0. 9T0o ycKopeHHOE CBOOOIHOE
najieHUe ISl KaKI0M YaCTHUIIBI.

Display — Scale — Scale Min 3agamu 0.25.

Display — Scale — Scale Max 3amanu 8.

OTO MUHUMAJIBHBIN U MaKCUMaIbHBIM HaYaIbHBIM MACIITA0 MPUMEHEHHBIN K
KaKI0H YacTHUIIE.

Pucynok 2. 3agannsiii Curve juis cBorictBa Scale Curve
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Display — Scale — Scale Curve 3agamm ot 1 10 0 (puc 2). 1o kpuBas mkana
NpoJOIDKUTENbHOCTh. [l0 BepTuKanbHbI OCh rpaduke — 3HaueHue Scale, a
TOPHU30HTAILHOE OCh — PACCTOSHKUE YaCTHUI[ OT IICHTPA UCITyCKaHue (puc 2).

Display — Color Curve — Color 3amaau Raw (2, 1, 0, 1). OTo Ber

Display — Color Curve — Color Ramp 3aganu KoJIu4ecTBO IrpaJlue€HTOB 3,
nseta #000000, #fd000, #8800, #50000, #000000, a pacrnonoxenue 0, 0.1, 0.4,
0.6, 1. D10 11BET OyIET MEHATHCS 3ABUCUMOCTH OT BPEMEHU >KM3HU YacTHIl (puc 3).
A 3arem MbI 3amanu width (mmpuna) Ha 2048.

Color Curves Interpolation
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Pucynoxk 3. 3agannsiii coiictBo Color Ramp

Display — Hue Variation — Hue Variation Max 3agaim 0.1. 3to
MaKCHUMAaJILHBIN 3HaUEHHE 110 IIBETOBOM Mojieiu Hue.

B «Sparks», cBoiictBa  Process  Material  co3maHHBIH @ THII
ParticleProcessMaterial. Mb1 ckormmpoBaiin u3 «Flame» W M3MEHHIIN ClIEIyOIIHE
CBOICTBA.

Particle Flags — Align Y 3amanu na On.

Spawn — Velocity — Initial Velocity Min u Initial Velocity Max 3aganu na
10 m 15.

Accelerations — Damping — Damping Max 3aganu 10. 310 MakcuMaibHas
CKOPOCTh, C KOTOPOH 4YacTHIBI TEpSIOT CKOpOocTh. Hampummep, 3HaueHnue 10
O3HA4aeT, YTO CKOPOCTh yacTHuIlbl u3MeHuTcs co 10 1o 0 3a 1 cexyHuy.

Display — Scale — Scale Min u Scale Max 3aganu 0.5 u 2.

Display — Scale — Scale Curve coznanu Tun CurveXYZTexture.

ITo xpuByto ockro X MbI 3aga5u oT 0.5 10 0. A ocsro Y 3amanm ot 5 10 0. Z
3aaanu oT 5 110 5 (puc 4).
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Display
Scale cuveyY o L ' Curvez 9
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Pucynoxk 4. 3aganHoe cBoiictBo Scale Curve

B  «Smoke», cBoiictBa  Process Material CO3JaHHBIM  THII
ParticleProcessMaterial. Ms1 ckormmmpoBaii u3 «Flame» W M3MEHHIIN CIIETYOIIHE
CBOICTBA.

Spawn — Position — Emission Sphere Radius 3amanu 0.2.

Spawn — Velocity — Initial Velocity Min u Initial Velocity Max 3amamu 10
u 15.

Accelerations — Damping — Damping Max 3agamu 10.

Display — Scale — Scale Min u Scale Max 3aganu 6 u 8.

Scale Cur...¥) = Curve

Points

Resource

Pucynoxk 5. 3agannsiii Curve juis cBoiictBo Scale Curve

Display — Scale — Scale Curve 3aganu ot 1 1o 0.5 (puc 5).

Display — Color Curves — Color 3ananu #1alala.

Display — Color Curves — Color Ramp 3aganu koim4uecTBo rpaJIu€HTOB 2,
upeta #ffff, #fffff00, a pacmonoxenue 0, 1 (puc 6).
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Color Curves Raw Data
2 Offsets
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Gradient 0 © [}
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Pucynox 7. I'oToBbI# BU3yanbHBIN 3P dekT

3 BuIBOABI
B nmannoe ctaThm Obuta co3gaHa BusyalbHbIN 3 dext VFX. B pesynbraTe

paboThI ObLIO CO3/1aHO 3 OOBEKTHI CUCTEMA YACTHULL KOTOPBIM UCITYCKAIOT YaCTHIIbI
U CO3/al0T BHU3YyalnbHBIM A((EKTs W Tak K€ MNPUKPEIUICH MIeWaepsl i Ha
PHUCOBaHHE TEKCTYPHI MIOCKOCTH YaCTHII.
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