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YK 004.5;004.921
BU3YAJIM3ALUS U TPAO®UKA B UNITY3D

H.A. KOPCAK
(Ilpeocmagneno: kano. mexu. nayk, ooy. U.b. BYPAYEHOK)

Paccmampusaromesa ocnoguvie memoowst sxkcnopma u Hacmpouxu 3D-molenell 0 npunodxceHus up-
myanvHou peanvHocmu «I azopezyismopnoiii nynkm VR» Ha 0aze VII «Buredckooiras».

Beenenne. CymiecTByeT MHOXECTBO NONYJSIPHBIX HIPOBBIX JBHXKOB, Takux kak: CryEngine,
UnrealEngine, Urho3D, Unity3D. Onnako umenHo Unity3D nonb3yercs NOMyIsIpHOCTBIO CpeId HAUMHAIOIINX,
TaK KaK OH 00J1a/lacT HU3KUM «IIOPOTOM BXOXKIICHHS ».

OcHoBHas yacTb. Paccmorpum skeriopt 3D-00bekta m3 cpensr monenuposanus B Unity3D. He cmotps
Ha nonuepkky B Unity MHOxkecTBa (opmaroB 3D-rpaduku, 3KCIOPT B MUIPOBOU JBIKOK HEOOXOAMMO JeaTh
B ¢popmare FBX. Dror dopmar criennansHo paspabortan [uisi oOMeHa JaHHbIMUH Mexay 3D-penakropamu, 4To
obecreunT KOppeKTHbIH neperoc 3D-mMoneny, MaTepuagoB, KapT pa3BEPTKH TEKCTYP M OCTAIbHBIX IaHHBIX.

J11 KOppeKTHOTO O0TOOpakeHUsI MaTepruaioB U TekcTyp Ha 3D-momenu B Unity, B pemaktope 3D-rpaduku
HeobxoamuMo co3zatk kapry passeptku Teketyp (UVmap). Ha pucynke 1 noka3aHa ycTaHOBKa KapT pa3BEpTKH, Ha
npumMepe penakropa Blender.

/" Auto Smooth

a 7]

PucyHnok 1. — YcraHoBKa H HACTPOiiKa KapT pa3BepTKH
a — yCTaHOBKa KapT pa3BepPTKH;
6 — HacTpOWKa KapT pa3BepTKH VISl MOJIUTOHOB 00bEKTa

310 00EecneYnT COOTBETCTBHE MEXTY KOOpIAMHATAMH Ha HMOBEPXHOCTH 3D-00beKTa M KOOpAMHATAMH Ha
tekcType. s Goee ruOKoro TEKCTypHUpOBaHMS LEeIbHOro 3D-00beKTa MOXKHO CO3aTh HECKOJIBKO MaTepUajioB
1 NIPUBS3aTh X K HEOOXOANMBIM rouroHam. [IpumMep HacTpoiiku B pepakrope Blender npusenen Ha pucyHke 2.

Pucynok 2. — Hacrpoiika MaTepHuaJjioB JJis IPyIIbI I0JIUTOHOB
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JIyist KpyTabIX ¥ IUIABHBIX IOBEPXHOCTEH Tak e pekoMeHmyercs nmpuMeHsaT UV Smooth, 310 mo3somnser
«CHPATaTh» TPyOBIC MEePEX0Ibl MEXKIY MONUroHaMu 3D-Mofenu. DTo CBOWCTBO CIEIYeT MPUMEHSTh K KPYIJIBIM
WM 3aKpYIIIeHHBIM oObekTaM. Ha pucynke 3 otobpakeH pesynsrar padotst UV Smooth.

Pucynok 3. — Hacrpoiika UV Smooth niist mozesin peryisitopa aaBjieHus
a — 3D-mozens perynsaTopa 6e3 CriaKUBaHus;
6 — 3D-MofesIb peryisiTopa ¢ CBOHCTBOM CIVIa)KHBaHUS

OpHaxko, mociie mepeHoca 00bEeKTa U3 OHOTO pelaKkTopa B APYTOi, MaTepualibl U TEKCTYPHI MOTYT OBITH
HE €CTECTBCHHBIMHU WJIM BOBCE HE 0TOOpaxkaThscs. I1oaToMy HE0OX0MMMO cOo31aTh HOBBIM MaTepHall © HACTPOHUTH
ero. Jlis atoro HeoOxonuMo HaxkaTh Assets—Create—Matherial.

Marepuan Ha ocHOBe cTanaapTHoro meinepa Unity npeanaraet HrKenepeuucIeHHbIE TapaMeTphl.
Rendering mode (pexum oToOpaxkeHHs).

1 Opaque — crangapTHOE 0TOOpakeHUE Oe3 MPO3PATHBIX TIOBEPXHOCTEH.

2 Cutout — nmo3BossieT co3natb 3pdexT a1 00bEKTOB, KOTOPHIE JOKHBI OBITH MECTaAMH MPO3PAUHBI-
MH, U CIUTOIIHBIMU. HanpuMmep, moaxonuT aist BU3yain3aliy TpaBbl, JIUCTBEI, BOJOC, CETKU 3a00pa.

3 Transparent — npo3pa4yHblii peskuM oTOOpaxkeHus. [lonxonuT Ist CTEeKO, MIACTHKA U IPYTUX MPO-
3payuHbIX WM NOIYIPO3PaYHbIX SJIEMEHTOB, TaK KaK OCTABIISICT 3aCBETHI U OTPasKEHUSI.

4  Fade — nmo3BouisieT aenath 0ToOpa)kaeMblii 0ObEKT HEBUIUMBIM, YOUpasi OTpaskeHusi u 3acBeTsl. He
TTOIXOANT JJISl CTEKOJI FUTH IIJIACTHKA, 3aTO TOTUTCS JJIsl, HAIIpUMED, BU3yaIH3aIHy TOJIOTpaMMEI [1].

5  Albedo — mo3BonseT BHIOpaTh OCHOBHOW IIBET WM TEKCTYPY MOBEPXHOCTH. Tarke MO3BOISIET
YCTaHOBHT IPO3PAYHOCTb.

6  Specular — mo3BomseT ycTaHOBUTH (et Oaecka, oTpakenuil. [I[ppHIMaeT B KauecTBe mapaMmerpa
TEKCTYpy Wiu uBeT. ['ogures s co3ganus 3gpdexra MOKporo achanbTa, KOKaHBIX TOBEPXHOCTEH.

7  Metalic — ycraHaBIuMBaeT mapaMeTpbl Marepuana aHanorudHo Specular. Iloaxomutr s
BOCCO3/IaHUS] METAJUNIMYECKUX U IIJIACTHUKOBBIX JCTaJICH.

8  Smoothness: MO3BOJSIET YCTAHOBUTH dPPEKT «MUKPOIOBEPXHOCTH». [Ipe1ocTaBisisi BEIOOP MEXIY
TIISTHIIEBOW M MaTOBOI OBEPXHOCTBIO.

9  NormalMap — no3BoJIsSIeT YCTaHOBUTBH KapTy IIOBEPXHOCTH, KOTOpast BOcco3aaeT 3P (PeKT OBEPXHO-
CTH «HI'pasi» CBETOM U OTPAXECHUSAMHU. DTO Ha MHOTI'O IIPOM3BOJIUTENBHEE, YEM BOCCO3/1aBaTh IOBEPXHOCTh B pe-
nmaktope 3D moneneit. ['oxguTes A BU3yanu3aiy aparyH, MEIKUX O0ITOB, HEPOBHOM MM MIEPOXOBATOMN ITO-
BEPXHOCTH.

10 Heightmap — mo3BoJs€T YCTAHOBUTH KapTy «BBICOT», TEM CAMBIM BOCCO3/1aBasi 3P (PEKT BEITYKIOCTH
aneMeHTa. HampumMep, TOIUTCs A1 BU3YaIN3aliy IDTUTKY WA KUPIIAYA.

11 Occlusion — ITo3BOsI€T YCTAHOBUTH KapTy «OCBEIIECHUs», Oaromapsi 3TOH KapTe, MeHaep «3HaeT»
KaKyI0 9acTh 0OBEKTa JTy4Ille TIOACBETUTh, a KaKyI0 3aTEeMHHTb.

12 Emission — [Ipungaer Matepuaiy cBedenue. [loaxomur ayist BU3yanu3alnuy, HalpyUMep, 3KpaHoB, J1am [ 1].

Ha pucynke 4 npeacrasneHsl pe3yabrarsl mpuMeHeHus Rendering mode Ha npuMepe ra3operyisiTopHOTo
nmyHkTa Ha 6a3e YII «Burebckobnras». Ha pucynke 4, a — pexxuM otoOpaskeHus y kopiyca asromobmist Opaque;
4, 6 — pexum otobpaxeHus y nuctebl CutoutB 4, 6 — peskuM otoOpakeHus: okHa Transparent; 4, 2 — pexxum
oroOpakenus: asromoOmis Fade.

Ha pucynke 5 mnokasaHbl NpuUMepbl YCTAHOBKHM pas3JIMYHBIX IIapaMeTpOB CTaHAApTHOro meiaepa. Ha
PHUCYHKE 5, @ IeMOHCTpHpYeTCcs, I co3manus (pdekra MeTamIeckoi MOBEpXHOCTH, MCIIOIH30BaHUE PEKIMOB
otobpaxenns Specular 1 NormalMap. Ilpumenenne pexxuma otoOpaxkeHus Heightmap, it kapT BBICOT B HOp-
Maseii Ha TIJIOCKOW ITOBEPXHOCTH, TIOKa3aHO Ha pUCyHKe 5, 6. Ha pucyHke 5, 6, s peann3anuy KapT OCBEIICHUS

104



TIPOMBILIIEHHOCTB. Hugpopmayuonuvie mexnonocuu Buinyck 25 (95)

JUIsL yIydIICHHs [[BETa M TEHH, [OKa3aH MCIIOJIb30BaHUE pekrma otodpaxenus Occlusion. Ha pucynke 5, e —
HCIIOJIb30BaHKE pexxuma oToOpaxkeHust Emission juist nmpuaanus pexxumMa CBE4EHHMs JIaMIT MHUKALH.

Pucynok 4 — Ilpumenenne Rendering mode
a — pexuM oToOpakeHus y Kopiyca aBromoouiss Opaque; 6 — pexum oTobOpaxeHus y 1ucTebl Cutout;
6 — peXuM 0TOOpakeHHs okHa Transparent; ¢ — pexuM oToOpaxkeHus aBromoouiss Fade

PucyHok 5 — YeTraHoBKa pa3siM4YHBIX IAPAMETPOB CTAHAAPTHOIO LIekaepa
a — ucnosnp3oBanue Specular 1 NormalMap — co3nanue 3¢ dexra MeTaInIecKoil MOBEPXHOCTH;
6 — ucnions3zoBanue Heightmap — co3ganue kapT BHICOT M HOpMaJiel Ha INIOCKOH IIOBEPXHOCTH;
6 — ucronb3oBanue Occlusion — co3aHne KapT OCBEIISHUS IS yTydIISHUS [BETA U TEHHU;
2 — ucnonb3oBanue Emission — co3zanue gami HHIMKAIUK ¢ 0TOOPaXKEHUEM «CBETSIErocs» CBOMCTBA MaTepuaa
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3akarodyenue. PaccMOTpeHHBIE OCHOBHBIE METOJBI dKCIOpTa U Busyanusanuu 3D-moxpeneit B Unity3D
Y IIpUMEHEHHe HaOOpOB cTaHAApTHHIX mekaepoB B Unity3D mo3BossitoT J0OUTHCS HEIUIOXMX PE3YJIbTaTOB MPH
(opMupoBaHUE OOBEKTOB BHPTYalNbHOW peambHOCTH. IIpeicTaBieHHBIE B CTaTbe OMNBIT Pa3pabOTKH
3D-31eMEHTOB B MPOLECCE PeaNn3aliy MPHII0KEHHUS BUPTYaIbHOH PEaIbHOCTH Ha MIPUMEPE Ia30peryIsITOPHOTO
nmyHkTa Ha 6aze YII «Burebckobras» Mo3BOJIMT HAYMHAIOIINUM pa3paboTynkaM ObICTpee OCBOUTLCS MIPH padboTe
C KOMIIBIOTEPHOH TpaduKoi.
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