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HCIOJb30BAHUE TEXHOJIOI'MH UNITY3D ITPH PA3BPABOTKE
YHUBEPCAJIBHOU IIJIOCKOIMAHEJIBHOU TPEHAKEPHO -

OBYYAIOIEN CUCTEMBI
Annomayusn:
T'ankun A. B., Anonpuenko A. A. Hcnonv3oeanue mexuonozuu Unity3D npu
paspabomke  mpenaxcepno -  ooyuawoujen  cucmemvl. B cmamove

paccmampusaiomes  8o3modxcHocmu  mexnonoeuu Unity3D, ux npumenenue npu
paspabomke YHUBEPCANLHOU MpeHaxcepHo-oOyualoueli cucmemsl, a Maxx#ce
ocobennocmu mooenuposanus 3D-06vexmog ¢ Unity3D.

Kniouesvie cnosa: Unity3D,  mpenadcepno-obyuaiowas cucmema, 3D-
obvexm.

OO0mas mocTaHoBKa 3aJa4Yu
OCHOBHOM 3amaduell MPOeKTa SBISIETCS CO3/aHue COOCTBEHHOH TpEeHa)XepHO-

oOygaromeii CHCTEMBI, OPHEHTHPOBAHHOW HAa WMMHTAIMIO IIOJIETa BO3TYLTHOTO
CyIlHa. Brenpenwne TpeHaKEePHO-00yJarOINX CHUCTEM, CITOCOOHBIX
(yHKIIMOHMPOBATh Ha MEPCOHANBHBIX Kommblotepax, B JJoHHTY nauanock B 80-¢
roxa[3,4], nenplo KOTOpHIX ObLTa pa3paboTKa CPEelCTB MAaIIMHHON TrpaQuKd Ui
MHTEHCU(UKAIUK ydeOHOro mpouecca. Ha naHHBIE MOMEHT BeXyTcsl pa3paboTKu
TPEHAXXEPHBIX CUCTEM JUI1 IIAXT, PEe3yJbTaTOM KOTOPHIX CTalo CO3JaHUE U
OpraHu3alyss MOXAYJIbHOIO  HMHTEPAaKTUBHOTO NPUWIOKEHUS UIsI TPEXMEPHOTO
MOJICTTUPOBAHUS YTOJBHBIX MMaxT[5,6,7]. B peamu3zyeMoM B HacTosIee BpeMs
npoekTte TexHomorus Unity3D wncmonp3yeTcst Ans co3maHMs CLEH JIaHAMA(TOB,
KOTOpbIe OyOyT HCIIOJB30BAaThCI B KadecTBE TEKCTYp IS TIpeAroiaraeMoin
TPEHAXEPHOU CHUCTEMBI.

C pocToM TOIMyJSPHOCTH IUIOCKOIIAHENBHBIX YCTPOHCTB BaXXHO IOCTHTHYTH
CIOCOOHOCTH (DYHKIMOHUPOBAHMS TPEHAXKEPHBIX CHCTEM HAa TaKUX YCTpOMCTBaXx,
KaK IUIaHIICTHBIE KOMIBIOTEPHI MM CEHCOPHBIE TeseoHBI. BBIOOp TexHomorun
Unity3D mosBoisier pa3paborarh JBYX- MWIH TpeXMEpHOE MPHIIOKEHHE,
paboTaromiee mox  JTFOOBIMH  ONEPAalMOHHBIME — cucTeMamu:  Windows, OS
X, Android, Apple iOS, Linux.

Unity3d sBuseTcss COBpPEMEHHBIM KpOCC-IUIaT(GOPMEHHBIM BI)KKOM IS
CO3/IaHMs TPWIIOKEHHUH, paCCYNTaHHBIN Ha TO, YTO BECh MPOIECC pa3paboTKu OyaeT
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MIPOUCXOIUTH B ITOCTABIISIEMOI B KOMIUIEKTE MHTETPHPOBAHHON cpelie pa3pabOTKH.
Cpena pa3pabOTKH COOEPKHUT PEJAKTOP CIEeH, 00heKTOB M ckpunrToB. B Unity3D
€CTh OTJIOKEHHOE OCBEILEHHE, BCTPOEHHBIN penakTop MIeHIepOB, CTaHIAPTHBIN
Habop mocTnponeccHHroBbIX 3¢ dexro. OcHoBHON KoHUenmerd Unity3d sBisercs
HCTIONB30BaHUE B CIICHE JIETKO YIPABISIEMBIX 0OBEKTOB, KOTOPHIE, B CBOIO OUYEpEIb,
COCTOSIT W3 MHOXECTBa KOMIOHEHTOB. Co31aHUEC OTACIBHBIX OOBEKTOB U
MOCTCIYIONIee PACIIUPEHUEe WX (QYHKIMOHAIBHOCTH C TIOMOIIBIO JTOOaBICHUS
Pa3IMYHBIX KOMIIOHEHTOB TT03BOJIICT OECKOHEYHO COBEPIICHCTBOBATE M YCIOKHATH
MPOEKT. BiusHWEe KOMIIOHEHTa Ha TMOBEJCHHC MU IMOJIOKEHHE TOTO HIM HHOTO
00BEKTA B CIICHE OIPEICIIICTCS C IOMOIIBIO epeMeHHbIX KOMIIOHEHTA
Pecypcer mpoekTa — 3TO CTPOUTEIHHBIC/COCTABHBIC OJIOKM BCEX IPOCKTOB
Unity, B Ka4eCTBE KOTOPBIX MOTYT OBITh MCIIOJB30BAHBI (hailiibl M300paKSHUH WIH
TeKcTyp, 3D-Monened, 3BYKOB M T.JA., KOTOpble OYAyT HCIOJIB30BATHCA MpPU
CO3JJaHMM B KauecTBe pecypcoB(puc.l).
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Puc.1 IIpumep otobpaxenus pecypcos mpoekra Unity3d

IlepBblii 3Tan NpaKTHYeCKOi peanu3anui NPOEeKTa

B kauecTtBe pecypcoB mis CO3MaHUS HM300pakeHUs Heba B MPOEKTEe ObLIH
UCTIONIb30BAaHBl  HECKOJBKO OOBIYHBIX H300paXEHWH, COBMEIIEHHE KOTOPBIX
TTO3BOJTHIIO cO31aTh 2P ekT manopamsl Heba (puc.2).
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Assets » Standard Assets » Skyboxes » Textures » Sunny3

Sunny3_fro..  Sunny3_left  Sunny3_rig.

‘Sunny3_up

Maz mizz on %3y | Sats

Puc.2 Co3nannas manopama Heba

Korma kaxoii-nubo pecypc, Hampumep rTeomerpudeckas 3D-mopens,
HCIIONIB3YETCST B CIIEHE IPHJIOXKEHUs, OH CTAaHOBUTCS B TepMmuHoioruu Unity
ueposbim 06vekmom. Bce 3Tn 00BEKTH, H3HAYAIBHO, HUMEIOT XOTA OBl OJWH
KOMITOHEHT, 33/IaI0IIUI €ro IOJIOKEHHE B CLEHE W BO3MOJKHBIE MpeoOpa3zoBaHUA
(xommoneHT Transform). Ilepemennbie kommoHenta Transform ompenenser
monoxkeHue (position), moBopotr (rotation) m Mmacmrad (scale) oObekTa B €ro
JIOKQJIbHOM J€KapTOBOM MPsIMOYTOJbHOM cucrteMe koopauHaT X, Y, Z. Hamuune
MIEPEMEHHBIX y Ka)KI0TO0 KOMIIOHEHTa 00yCIaBIMBAaeT BO3MOXXHOCTh OOpAICHUS K
HUM U3 COOTBETCTBYIOIIEH NPOrPaMMBL.

Komnonenmur (components) B Unity3d uMeroT pa3inuyHOe Ha3HAUYE€HUE — OHU
MOT'YT BIIMATH Ha NOBEICHNE, BHEITHUH BHJ U MHOTHE Ipyrue GYHKIUN OOBEKTOB, K
KOTOpBIM  mpukpemsitorcess  (attaching). Unity mnpemocTaBiaseT  MHOMXKECTBO
KOMITOHEHTOB PA3JIMYHOTO Ha3HAYCHUS.

B kauecTBe OfHOW M3 TEPPUTOPHI [UIST MMHUTAIMH TI0JIETa BO3IYIIHOIO CyIHA
Obta BhIOpaHa MOpCKash MOBEPXHOCTh. sl TOro YTOOBI yBENHYHUTh JSPQEeKT
peaIbHOCTH MOPCKOHM HOBEPXHOCTH OBLIO PEIIEHO CO3JaTh HECKOJBKO BapHAHTOB
JBIDKCHUS] BOJH U M3MEHEHMS LBETHOCTH. Bce 3TH neTanm co3laHbl MPH TOMOIIH
kommoneHToB Unity3d, paccunTaHHBIX Ha paboTy ¢ reoMeTpU4ecKUM 3d-00BEKTOM.
B npoekTe 6bUIH HCIIONB30BAHBI CIEIYIONINE KOMIIOHEHTHI:
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Transform — 3TO KOMIIOHEHT, OTBCYUAIONIMHA 3a TMOJOXCHHE OOBEKTa B
MPOCTPAaHCTBE B MHUPOBOil CHCTEME KOOPJMHAT U MMEIOIIUICS Y JII0OOr0 UIPOBOTO
00bekTa. OH XpaHHUT B ceOe MEPEeMCHHBIC — KOOPIUHATHI 00BEKTa B TPEXMEPHOM
MPOCTPAHCTBE X, Y, Z; AaHHBIE O MOBOPOTE €ro OTHOCHTENHHO OCEH KOOpIHMHAT, a
TaKXKE METOJIBI 11 HF3MEHEHUS STHX apaMeTPOB.

Mesh filter — KOMITOHEHT, XpaHAIIUH B cebe TPEeXMEPHYIO MOJIeNIb 00hEKTa, B
JTAHHOM cITy9ae — 3TO Iap.

Mesh Renderer — KOMIIOHCHT, KOTOPBIH JTOMOJHICT FEOMETPUICCKUE TAaHHBIE O
TPEXMEPHOW MOJENH W3 BBINICYKa3aHHOTO KOoMIoHeHTa Mesh filter TekcTypol u
MPUMEHSCT MICHIEPhl, B Pe3yNbTaTe Yero Mbl MOJydYaeM Ha JKpaHe MOJHOLCHHYIO
MOJIeNIb TAaKOW, KaK OHa JOJDKHA BBITJISIETh. TakKe 3TOT KOMIIOHEHT MO3BOJISET
BKITIOYHTH/OTKITIOYUTH CBOWCTBO OTOPACHIBAHUS TCHEH OOBEKTOM H HA OOBCKT.
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OTo0OpakeHUE CIUCKa KOMIIOHEHTOB TIOKa3aHO Ha puc. 3(a).
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e

CBOHCTB 00BbEKTa

Box Collider — XOMIIOHEHT, XpaHAIMA B ceOc TPEXMEPHYIO MOJEINb
«KOJUIM3HI», TO €CTh Ty MOJEIb, 0 KOTOPOH (HU3HUYECKUIl IBMXOK PACCUHTHIBACT
CTOJIKHOBEHMSI MEXIy OOBEKTaMH WJIM cOo cpefod. M3 MHoXkecTBa CO3maHHBIX
TEOMETPUYECKHX OOBEKTOB (OPMHPYETCS MOCTATOYHO PEATUCTUYHAS MOpPCKas
MOBEPXHOCTh. Pe3ynbTaT okasaH Ha puc.4.

Jnst ycTaHOBIICHUST B3aUMOACHCTBHS MEXAY CO3NAHHBIMH T€OMETPHYECKUMHU
00beKkTaMn He00XO MO J00aBUTh K HUIM COOTBETCTBYIONIHE (hPH3HMIECKUE CBOHCTRA.
dusnyeckoe AOpO cpenbl HCHONB3YIOT CHCTEMY IMHAMUKH TBEPIBIX TeJ, M
CO3JJaHUSl PEATMCTHYHOTO JABIKEHHS. OTO O03HAa4yaeT, 4TO BMECTO CTaTHYHBIX
OOBEKTOB, HAXONAIIMXCS B BHPTYaJbHOM MPOCTPAHCTBE CLEHBI, MBI HMeEeM
0OBEKTHI, Y KOTOPBIX MOTYT OBITH CJIEYIOIIME CBOWCTBAa: Macca, TpaBUTALUS U
npyrue. [Ipumep mokaszan Ha pucyHke 3(0).
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Puc. 4 ChopmupoBanHas MOpCKasi HOBEPXHOCTh

BrIBOABI:
Co3pmanue mnpuiiokeHuss ¢ momoupio TexHomorun Unity3d obecrniednBaeT

BO3MOXXHOCTh 3D-BH3yanu3auuu TpOEKTa, YOPOILIAeT Mpolecc pa3paboTKH,
obecrieunBaeT BO3MOXKHOCTh 3allycKa Ha HECKOJBKUX IMaropmax, TaKUX Kak
UTPOBBIC KOHCOJIM M HACTOJIBHBIC OTIEPAMOHHBIC CHCTEMBI, Hampumep, Linux, Mac
OS X u Microsoft Windows. Sapo Unity3d nMeeT KOMIOHEHTHYIO apXUTEKTYpY,
MO3BOJISIONIYIO 3aMCHATh MM PACIIMPSATh HEKOTOPBIC MOJCUCTEMBI JBUXKa Ooee
CICIMATH3UPOBAHHBIMUA KOMIIOHCHTAMH, HATPUMED, ISl CUMYISIHH (U3HMICCKON
MIPUPOIBI B3aUMOCHCTBUS, 3BYKa U PCHICPHHTA.

B nanbHeilieM IJIaHUPYETCS peajn30BaTh MOJHOCTHIO HHTEPAKTHBHOE
MPUIOKEHUE-TPEHAXKEP C€ BO3MOXKHOCTBIO HCIOJB30BAHUS  PA3IMYHBIX  CIECH
NMaHAmAadTOB M HATIONHUTE BUPTYyanbHOe 3D MpoCcTpaHCTBO OOBIINM KOJIUYECTBOM
CTaTH4YeCKuX M TuHaMudeckux 3d-o0BpexToB. Bo3moxkuoctn TexHonormu Unity3d
MO3BOJISIT CUMYJIMPOBATH pa3iniHble (U3MYECKUE SIBJICHUS U COCTOSHUS, HATIPHUMED,
JMUHAMUKY a0COJTIOTHO TBEPIOTO U 1e(hOPMHUPYEMOTO TEIa.
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