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BBenenue

Unity — 9T0 HHCTPYMEHT AJIA CO3MAaHUS ABYX- U TPEXMEPHBIX MHTE-
PaKTUBHBIX IpuaoskeHuit u urp. Cosganusie ¢ moMmorbio Unity mpuso-
JKeHUs paboTaioT Mo HanboJIee pacIpoCTPaHeHHBIMY OIIePAIIMOHHBIM I
cucremamu — Microsoft Windows, macOS, Linux, iOS, Android u ap.
HA Pal3JUUYHBIX YCTPOMCTBAX — II€PCOHAJbHBIE KOMIIBIOTEPHI, MOOUIb-
HbIe ¥ HOCUMbIE YCTPOMCTBA, UTPOBLIE KOHCOJIM. VIMeeTcsa BO3BMOKHOCTD
co3JaBaTh MPUJIOKEHUA AJIA 3alycKa B Opaysepax ¢ IIOMOIIBIO CIIEeI[U-
ajpHOro moak.ouaemoro moayada Unity (Unity Web Player), a Taxaxke
¢ IIOMOIIBIO peanusanuu rexuoaoruu WebGL.

B nabopaTopHOM IpaKTUKyMe IPUBeIeHbl OOHOBJIEHHBIE BEPCUU JIia-
6opaTopHBIX padoT Ne 1-10 u3 [3] B ¢BA3U C TOABJIEHNEM HOBBIX JOJITO-
cpounbIxX Bepcuii Unity, a Tak:ke psg HOBBIX IO CO3JAHUIO UTPOBOM aHU-
MaIli¥ Ha OCHOBE CMEIIIUBAHUSA ABYX WU 0oJiee IMOXOKUX aHNMAIIUIL;
android 1 windows IpHI0MKEeHN JOIMOJHEHHON PeaJTbHOCTH C IIOMOIIIBIO
6ubsmorexku Vuforia, B T.4. ¢ MCIIOJIB30BaHUEM AJIsI PAOOTHI YCTPOKMCTBA
Microsoft HoloLens; windows 1 android npuiokeHu# COOTBETCTBEHHO
nas yerpoiictB Oculus Rift u Gear VR; npunoskenusa ais Leap Motion
11 0ECKOHTAKTHOT'O YeJIOBEKO-KOMIIBIOTEPHOT'O B3aMMOJeACTBUA.

JlabopaTopHble paboThI TOATOTOBMIN MarucTpaunTel M. E. Bemepuu-
koBa (1), . A. Tubus (17), A. A. lemenko (2), E. A. NueroBkuH (3,5,12),
A. C. Jlorumos (8,10), E. M. Jlyuun (6,7), O.C. ITorexun (9,11,13),
A. H. Ceprees (4), C. 1. Cobamuukos (14,15,16).

ABTopcKoe pemakTupoBanmue BeIToHMIA A. A. JleMeHKoO.

O611as TeMaTuyYecKas U coZiepsKaTebHaA PeJaKIlA BHITIOJTHEHBI J10-
meHTamMu, KaHj. TexH. Hayk A. B. Hukutuaeim 1 H. H.PermeTHuK0BOIA.



JlabopaTopHas padora Ne 1
YCTAHOBEKA ITAKETA 1 SHAKOMCTBO
C UHTEP®EHCOM ITPOIT'PAMMBEI UNITY 3D

ITess pabOTHL: U3yUEHE AJTOPUTMA TIOATOTOBKY ITPOTPAMMHOIT CPEIbI,
mpuobpeTeHye 6a30BBIX 3HAHMI 00 mHTEepdetice mporpammbl Unity 3D.

ITopsAaaok BHITIOTHEHUST PA6OTHI

1. 3arpysuts nporpammy Unity 3D c opunmaibHOro caiira.
2. BBITTIOTHUTS MHCTAJIAIAIO ¥ OTJIAAKY IPOTPaMMBI.

3. U3yuuTh nHTEpdEiic IPOrpaMMBbL.

4. Co3gaTh IPOEKT.

MeToauueckue yKa3aHUS

Ha opunuanbuom caiire Unity3D http://unity3d.com (puc. 1.1) mox-
HO 0ecIJIaTHO CKadaTh YCTAHOBINWK mporpammbl Unity3D (puc. 1.2):
http://unity3d.com/ru/get-unity/update .

BeTpoeHHBIM yCTAHOBIITMKOM IIPOMBBOAUTCA 3arpyska ¢ailjioB Ha
JKECTKUIH JUCK KoMITbioTepa. [lo 3aBepIleHn o yCTaHOBKY, IPUJIOKEHEe
TIOTIPOCUT 3apEerucTPUPOBATHCS M BBIOpPATh TUI JulieHsuu (puc. 1.3).
B yue6GHBIX 1eJaX JOCTATOYHO IIePCOHAIbHOM JIUIEH3NN, KOTOpasa mIpe-
IocTaBiigeTcA 6ecryiaTHO. [[J15 BBITIOJTHEHUA U OTJIaAKU PabOThI HE00XO0-
IVMBI IIPOrPpaMMHBIEe IPOAYKTHI 1 oubanoreku Android Studio u JDK.

st paboThI € java MTPUIOMKEHUAMHU, 3aIIYCKA CKOMITMJINPOBAHHBIX U
UCIIOJIHAEMBIX (haiimoB HeobxonuMma dubamoreka Java SE Development
Kit 9. CkaunBaeM OecILIaTHO YCTAaHOBINUK ¢ caiitTa http://www.oracle.
com/technetwork/java/javase/downloads/2133151 u ycramaBImBaem
(puc. 1.4).

& unity Mponyirs  Solutions  Made with Unity  Uayverwe  CooBlecrao. 2 - ,\okqueumy assetstoe Q. €Y
~ b AN po

4o B,

O

£

Meurtante, TBOPUTE U |
npeycnesauTe ¢ Unity

YCMewWHOCTb B Urpax — TeXHONOMAM UHCTPyMeHTL! Unity NPUBOAAT-K yCnexy TBopLOB
NPOAYKTOB B PEASIbHOM BpEMeHN.

Nepssie warn ‘ Monpobree ‘

Puc. 1.1. I'nasnas cmpanuya caiima unity3d.com



& unity Products  Solutions  Made with Unity  Leam  Community Get starte

Features  Release Notes Demos

Roadmap

Unity Beta Program

Puc. 1.2. Cmparnuya c 3a2py3xoil ycmaHo8UUKa

R - . X
Q Hello

Sign into your Unity Account

yo ve & Unity Account, please o8

Remenmber me

Puc. 1.3. OkHo c 6600om nozura u napors Unity

ORACLE"

Welcome to the Installation Wizard for Java™ SE Development Kit @

This wizard will guide you through the installation process for the Java SE Development
Kit 9.

[ Mt 10 Faneal 1

Puc. 1.4. Yemanosxa Java SE Development Kit



r - — -
# Android Studio Setup Ad 1L - Y [E=EE )

Setup Wizard - Downloading Components

Android Studic

Downloading Android SDK Tools, revision 24.0.1
i C )

| Show Details

\ P\e'.'icuzJ [ et ] \ e J [ Finisn ]

Puc. 1.5. Vemanosxa Android Studio

IIpu cosmammm TpuUIOKEeHUHN nasa maxkera Samsung S6 Heobxomu-
Ma cpena paspabotku Android Studio 162.406. CkaunBaem GecIiaTHO
c cafita https://developer.android.com/studio/index.html u ycrauas-
auBaeM (puc. 1.5).

CrenyiomuM 3TamoM HeOOXOAWMO ITPABUJIBLHO MHOAKIIOUUTL SDK
u JDK, nyia dero 3ajaeM KOpPpPeKTHBIe HacTpoiiku Unity Ha BKJIaJKe
External Tools (puc. 1.6).

External Tools

General | External Script Editor [ Wisual Studio 2013 ™
Add .unityproj's to .sln -
Editor Attaching 4
Colors | Image application [ Open by file extensian 4]
Keys Revision Control Diff/Merge [ +]
No supported VCS diff tools were found. Please
GI Cache & install one of the following tools:
- SourceGear DiffMerge
20 - TkDiff
- P4Merge
- TortoiseMerge
Cache Server - WinMerge
- PlasticSCM Merge
Diagnostics - Beyond Compare 4
-Aﬁi_irui:l'

SDK C:/Users/Cemen/AppData/Local/Anc "Brouse || Downlaad
JDK C:/Program Files/lava/jdk1.8.0_111 | Browse || Download

NDK | Browse || Download |

ILZCPP requires that you hawve Android MDK r10e installed.
If you are nottargeting IL2CPP you can leave this field empty.

Puc. 1.6. Bknadka External Tools nacmpoex Unity
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€ T[lapameTpbl paspaboTumka

BKMIOYEHO O
Cospgartb oT4YeT 06 owmbkax

Maponb pesepBHOro KONUPOBaHUA
MonHoe pesepBHOE KONMPOBAHHE ceivac He
JawnulaeTcs

AKTWBHBII peXxumM

HIKOrAa He OTKNOYATb 3KPAH NpH 3apAaKe

XKypHan otcnexxusanus Blueto..
CoxpaHuTh Bce nakertsi Bluetooth HCI B

(aitn

3anyLeHHble Cny)6bl

MPOCMOTP 3anyLLeHHbIx CAYE U ynpasneHie umu
Otnagka
OTtnaaka USB

PeXUM OTAGAKN 3aNYCKAETCA DU @)
noakniouernn USB

OTo3BaTb aBTOpU3aLMio oTnaakm U..

Puc. 1.7. IIapamempul paspabomyukxa

i 3aBeplileHUA MOATOTOBKY IPOrPAMMHOI Cpebl, 3aTPy3KU 1 3a-
IyCcKa MPUJIOKEeHNA Ha MOOUIBHOM YCTPOMCTBE HEOOXO[MMO BKJIIOUNTH
HacTpolKu paspadoruuka (puc. 1.7).

Co3manue mpoeKTa

IIpu samycke Unity 3D, orobpaskaeTcd CTapTOBOE OKHO IIPOTIpPaM-
Mbl. B ciyuae, eciii IPOEKTOB HET B YCTAHOBJIEHHOM AVCTPUOYTUBE, TO
MOKHO JIN0O 3arpy3UTh IPOU3BOJBHBIN TPOEKT (M3 CeTH UJIM MarasmHa
Asset Store), a 3aTeM OTKPBITH €ro uepe3 KHOMKY «Open» (YKasaB IyTh
K HEMY) WJIV CO3[IaTh HOBBIM IPOEKT C ITOMOIIILI0 KHONIKU «New», KOTOo-
pasd pacroJiosKeHa B IIpaBoit BepxHeil uacTu okHa (puc. 1.8).

B crapToBOM OKHe 0TOOpaskaioTCsA Ha3BaHUSA BCeX HAMIEHHBIX IIPO-
eKTOB, KOTOphIe eCTh Ha KOMIBIOTEPEe, a TaKiKe MOKAa3bIBAeTCS IIYTh
K (paiizaM mpoeKTa U BepCUs IIPOTPAMMBI, B KOTOPOM OBIJ BBITIOJTHEH
upoekT. I[Ipu co3gaHmm MpoeKTa, HeOOXOAMMO YKa3aTh Ha3BaHUeE IIPO-
eKTa 1 IyTh K HeMy (puc. 1.9).

HaxxaB Ha KHOTKY «Asset packages» (IlakeThl pecypcoB), MOXK-
HO BBIOpATh HEOOXOAUMBIE TAKeThl PECYypPCcoB IJsA HOBOTO IIPOEKTa,
a TaK’Ke pecypchl, KOTOphIe OBIIN CKaueHbl U3 MarasuHa Asset Store
(puc. 1.10).



800 Unity 2017.1.0f1

Projects Crwew  [fjopen () My account
On Disk Vuforia
Path: /Users/max/Downloads | Unity version: 2017.1.0
In the Cloud
New Unity Project
Path: /Users/max | Unity version: 2017.1.0 | marianpk
New Unity Project (2)
Path: /Users/max | Unity version: 2017.3.1 | marianpk
New Unity Project (3)
Path: /Users/max | Unity version: 2017.1.0 | marianpk
M2
Path: /Users/max | Unity version: 2017.3.1 | marianpk
Puc. 1.8. IIpozpamma Unity3D npu nepgom 3anycke,
ecJjlu BHYmpu ecmv npoexKmaul
800 Unity 2017.1.0f1
Pr NEwW  [f]oPEN (@) wv accounT

New Unity Project @300 2D

( ﬁ‘ EnahleunilyAnalylics@
/Applications/Unity —

mariaNpk -

oo | o |

Puc. 1.9. Cosdarnue H08020 npoexma

Kparkoe ommcaHme cTaHZApPTHBIX PECYPCOB, KOTOPBHIE BKJIIOUEHBI
B Unity:

— 2D — marepuaJbl A cosgaHusa 2D-mmpoekTa (aHuMAaIusa, mpeda-
OBbI, CKPUIITHI U CITPAKTEI);

8



8.0 Unity 2017.1.0f1

Asset packages
[ NEW [} opEn (@ my account

__| Butterfly (Animated)
] Humans - Watchtower
[_| Modular Fantasy Bridges

New Unity Proje [[icarpopa paek \sset Package

‘ [_| San Francisco House b Analytics @
/Applications/U =
[_] Untitled

=3

Puc. 1.10. Bvi60op Heo6x00umbLX pecypcos

— Cameras (Kamepsr) — npedalbbl 1 CKPUIITH JOIOJHUTEIbHBIX Ka-
mep;

— Characters (IlepcoHasku) — IepcoHaK ¢ BUIOM OT IIEPBOrO JHIIA,
IePCOHAasK C BUJOM OT TPETHEro JIUIlA U IIePCOHAK-IIIap C BUIOM OT Tpe-
TBETO JINIA;

— CrossPlatformInput (KpoccmiaaTdopMeHHBIH BBOA) — mnpedabsr,
CKPHUIITHI U CIIPAXATHI /IS IIOPTUPOBAHUS Ha PasHble IIaT()OPMBI;

— Effects (9dderTnr) — a)deKThI CO CBETOM, (DUIBTPHI IJIA KaMep 1
npyToe;

— Environment (Oxpy:kaiomias cpema) — IepeBbs, BOJA, TEKCTYPHI
nnsa paugmadgra (Terrain);

— ParticleSystems (Cucrema yacTuir) — co3faHue IbLIN, OTHH, JbIMA,
mapa.

— Prototyping (IlporoTunsl) —pasauunble 3D-00bEKTHI JJIA IIPOEK-
TOB;

— Utility (YtunuTsl) — pa3jaudyHble CKPUNTHI CBABAHHBIE C KOHTPOJI-
JepaMu, KaMepaMu 1 Ip.;

— Vehicles (TpauciopTHBIE CPEICTBA) — MOAEJIN MAIIINHBI I CAMOJIETA,
a TaK’Ke CKPUIIThI, MaTepuaJbl, 3BYyKU U aHUMAI[Us, CBA3aHHAA C HUMU;

Hpyrue maxkeTsl B CIIUCKE — 9TO MOIOJHUTEJIbHbIE (haiiabl, YCTAHOB-
JIEHHBIE II0JIb30BaTEJIEM.



Importing Package

Writing package items...

Puc. 1.11. Hndukayus 3azpy3Ku naKenos pecypcos

M2 o B ¢ mbsas 6o 24 oo 222035 Q
I

Puc. 1.12. OcHo8HOE OKHO NpozpamMmbvl

3areM, B 3aBUCUMOCTH OT KOJIMUECTBA BHIOPAHHBIX AKETOB PECyp-
COB, HEOOXOAUMO TONOKAATH 3aBepineHus 3arpy3ku (puc. 1.11) ocuHos-
HOT'O OKHa IIporpamMmel (puc. 1.12).

IIpumeuanue: KOJIMUECTBO HONKJIIOUAEMBIX PECYPCOB BIIMAET Ha Pas3-
Mep GaiiyioB MPOEKTa, a TaKsKe Ha CKOPOCTh 3arpy3KU OCHOBHOT'O OKHA
mporpaMMbI (IPOUCXOAUT PACIIAKOBKA M KOMIMJIAIIUSA TaHHBIX).

3HaKOMCTBO ¢ MHTep(ecoM MporpamMmmMbl

B BepxHeil yacTu OKHa IIPUJIOMKEHUS pAcCIiojiaraeTcs IJIaBHOe MeHIO
nporpaMmsl (puc. 1.13).

Unity File Edit Assets GameObject Component Mobile Input Window Help

Puc. 1.13. I'nasnoe memrio

10



Menro BKJIIOUaeT B ce0s IYHKTHI:

— File (Paiin), cCOmepKUT MOATYHKTHI, OTBEUAIOIIMe 3a CO3JaHUe, OT-
KPBITHE U COXPaHeHNe IIPOEKTOB U CIIeH, a TaK)Ke HACTPOUKU JJIA KOM-
TUJIAINYT TOTOBOTO TIPUJIOMKEHUS;

— Edit (PemaxkTupoBaHme), OTBeuaeT 3a BbIpe3aHNe/BCTABKY BbI-
JleJIEHHBIX O0BEKTOB, IepekJioueHue pexxumoB Play/Pause/Step, Ha-
CTPONKU CI[€HBI, IapaMeTPhI SMYJIANUY U AP.;

— Assets (pecypcvl\aKTHUBBI), BKJIIOUAET WHCTPYMEHTHI AJIA MMIIOPTA
¥ JKCIIOpTa HAOOPOB, a TaKiKe IO3BOJIAET CO3JaTh HOBHIE MaTepPHUaJIbI,
TEKCTYPbl, CKPUIITHI 1 AP.;

— GameObject (UrpoBbie 00HEKTHI), ITO3BOJIAET CO3JaBaTh Takue (Qu-
3uyecKue 00bEKTHI KaK CUCTEMBI UaCTUI], KaMepbl, ICTOYHUKU CBETA,
mpocTelire TpexMepHble GOPMBI U AD.;

— Component (KoMmoHeHTBI), OTBEUAET 32 HACTPOUKY XapaKTEPUCTUK
00BEKTOB: (hUBMKA, CTVIaAKUBaHIe, 0OTOOpasKeHne, ayanosP@eKThI U Ip.;

— Window (OKHO), TTI03BOJIAET HACTPOUTH BHEIITHUN BU Cpeabl, pac-
TOJIOYKEeHNEe OKOH U IT03BOJISeT MOJYUYUTh JOCTYH K KasKAOMY U3 HUX TIO
OTIEeJILHOCTH;

— Help (Ilomouib), CONEP’KUT CCHIIKYU HA (DOPYMBI U PYKOBOACTBA II0
Unity, oTBeTHI HA YaCTO 3aJaBaeMble BOIIPOCHL U T. [I.

TTosmakomumcs ¢ uaTepdeticom cpeabt Unity3D. OCHOBHOE MECTO Ha
9KpaHe 3aHMMAeT OKHO BUA CIIEHbI, B KOTOPOM OTOOpaKaeTcs MOIeJIb
crensl co Bcemu 2D u 3D obwsekTamu (puc. 1.14).

Gizmos * (- UTo-To Takoe WywHo caenaTe

Puc. 1.14. Oxno suda cuembt

11



File Edi

‘ Unity
————

EIE:AI]

Puc. 1.15. KHonku

ynpasJjenus nepemeu,enuem

8 cueHne u modupurayuu
obsexma

= Hierarchy - =

maln LT
Create ~ | (arAll

Main Camera
Directional Light
Ayauo (Audio)

Kamepa (Camera)

WHTepdeiic nonesosartena (UI)
Ceert (Light)

2D Object (2D obrexT)

3D Object (3D obrexT)
Qlpyrie pasHeie obbexTel

Puc. 1.16. Hierarchy
(HUepapxus)

Ee M0:XHO 0CMOTpeTh, HAKaB HAa 3HAUOK
¢ m300paskeHreM DPYKU B BEPXHEM JIEBOM
YTy OKHa ciieHsI (puc. 1.15):

ITocne HaskaTua Ha 3HAUOK € uM300pa-
JKeHHeM pPYKU IIOABJIAETCA BO3MOMKHOCTH
OCMOTPETH CIIeHY: 3aKaras JieBas KHOIIKA
MBIIIIY TTO3BOJIAET IIEPEIBUHYTH MOJIOMKEHUE
KaMephl; 3asKaTas IpaBas KHOIKA MBI —
MOBEPHYTH KaMepy; KOJIECO MBIIIU — IIPHU-
onmKeHue/oTnaseHre Kamepsl. Ciaegyromniasa
KHOITKA B BH/JIe IIePEKPEINBAOINXCA CTPe-
JIOK TIO3BOJISIET II€PEMeEINaTh 00LEKT II0 CIle-
He, KHOIIKa C OKPYIVILIMU CTPEeJIKaMU — Bpa-
IIIaTh BOKPYT CBOEH OCU, MOCJIeTHASI KHOIIKA
TIO3BOJISIET MaCIITaOUPOBATE.

Ha Brkaanke Hierarchy (Mepapxus) mepe-
YUCJIeHbI BCe 00BEKTHI, JOOaBIEHHBIE B CIe-
HY (00'BEKTHI, TIePCOHAKY, ICTOUYHUKY CBETA
u . 1.) (puc. 1.16).

B wmenio «Project» (IIpoekT) mepeuwncJie-
HBI BCE 3arOTOBKU UM CO3JAaHHBIE CKPUIITHI,
TeKCTYPbI, IIPUPTHI, CIIEHbI, BXOAAIIE B Te-
Kymuit mpoekT. [Jisg moucKka HeoOXOAMMBIX

00BEKTOB CIl€HEI cjiefyeT PaCKPBITh COOTBeTCTBYIOIlII/Iﬁ pasgeJr IIpoeKTa

(puc. 1.17).
@ Project _ O console BB
Create 7| Q I4.‘I*
¥ Favorites Assets » Standard Assets » Prototyping »
& Materials
& Models
&l Prefabs
&l Shaders
& Textures
Vi Assets -
¥l Editor
VGl Standard Assets
»Gal Characters
» &l CrossPlatformInput
» i Environment
&l PhysicsMaterials
"= Prototyping
> & Utility
Gl Vehicles :
o m—

Puc. 1.17. Menrw Ilpoexm

12



Folder ) O Inspector | Services T

i | Main Camera || Static *
. 5cr|.pt Tag | MainCamera 4| Layer| Default 3|
Javascript
Shader > ¥ .~ Transform [ %,
Testing > Position X0 ¥ (1 Z -10
Playables > Rotation X0 ¥ 0 Z0
Scale X1 Y|l 2|1
Scene
Prefab v ¢ ¥ Camera ﬁ -tt-,
Clear Flags | Skybox
Audio viver sackground _f
Culling Mask | Everything
Material o
Lens Flare Projection | Perspective m
Render Texture F"T"d ‘_Jf View — — ()
Lightmap Parameters Clipping Planes Near 0.3
Custom Texture Far 1000
Viewport Rect
Sprite Atlas X0 Y0
Sprites > w1l H|1
Animator Controller Depth -1
Animation Rendering Path | Use Graphics Settings m
Animator Override Contreller Target Texture None (Render Texture) @
Avatar Mask Occlusion Culling 4
Allow HDR [
Timeline Allow MSAA [
Physic Material Target Display | Display 1 + |
Physics Material 20 L & GUI Layer ﬁ 2,
cUl Skin w & Flare Layer @ %
Custom Font (L) ¥ Audio Listener [ %
Legacy > [ Add Component l
Puc. 1.18. DnemenmoL menio Create Puc. 1.19. Oxno Inspector

AnemenTbl MeHIO «Create» (Cosmarh) u okua «Inspectors (UHcmek-
TOp) IIPEJCTaBJIIEHbI COOTBETCTBEHHO Ha puc. 1.18 u 1.19.

Ecau us cnucka Hierarchy BrIOpaTh KaKoii-1nb0 00bEKT, TO B OKHE
Inspector oTo6pasuTcs Bca HHGOPMAIU O JAHHOM 00'bEKTe B CIleHe: 10~
JIO}KEHME TI0 KOOPJUHATHOI CeTKe, HAKJOHBI, IPUMEeHEeHHbIEe CKPUIITHI,
HaHeCeHHBbIe TeKCTYPHI, (hu3uUecKas MOJesb 1 e€ HaCTPOUKHU U Ap.

KonTpoasHbIe BOIPOCHI

1. C xaKo# 1espi0 AJd OTJIaAKU mporpamMmbl Unity3D HeobXoguMma
cpena paspaborku Android Studio?

13



2. C KaKoi 1mesbio A1 OTJIanKuU ImporpamMmbl Unity3D Heobxommma
o6ubnuorexa Java SE Development Kit?

3. Uro mpexacraBiaAoT coboil craHmapTHble pecypcwl: Characters,
Effects, Environment, ParticleSystems?

4. Kaxyio QyHKIIUIO BEITTOJHsET Inspector?
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JIABOPATOPHASI PABOTA N: 2
CO3JTAHUE POCTO¥ 3D-CIIEHBI

ITexs paboThI: N3yUYeHNe NWHCTPYMEHTOB CO3NaHUA JaHAIIadTa, 10~
CTaHOBKU OOIIIETO OCBEIIleHN A, HAJIOKEHUA TEKCTYD, J00aBIeHNA KaMe-
PBI U O0'BEKTOB.

ITopsAaaok BHITIOTHEHUST PA6OTHI

1. CosmaHue MOBEPXHOCTH JaHAIIA(TA.

2. CosmaHue 0O0IIer0 OCBEIeH N CI[eHbI.

3. HasosxeHue TeKCTyp Ha HOBEPXHOCTH JaHAIIadTa.
4. Pasmernenue uHa Jaggmadpre 3D 00HEKTOB.

5. PasmelrieHue nmepcoHaska Ha CIieHe.

6. @opMupoOBaHIE OTUETA.

MeTonuueckue YRa3aHuAa

Hna cosjaHus HOBOTO IpoeKTa B MeHI0O HHTepdelica OTKpoeM
File — New Project. B oTKpBIBIIIEMCS OKHE YKas3bIBaeM IIYTh K IIPOEKTY
(«Location») nns coxpaHeHUs IPOEKTa U ero HasdBaHue («Project name»).
Hasxkumaewm «Create project» (puc. 2.1).

& Unity 2017.4.071 X

Pr ojects Learn *) open () My Account

HasBaHHe MpoeKTa

C:\IIyThb K IPOEKTY (on @) Enable Unity Analytics (7)
=1

Puc. 2.1. Bol60p Ha36aHUA NPOEKMa U NYMU COXPAHEHUS
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ITocse cosmaHue HOBOTO IIPOEKTa HEOOXOAUMO IOATPYSUTH ITaKEeThI
pecypcoB. (puc. 2.2). IInsa 9TOro 3aX0AMM BO BKJAIKY «Asset», HaKU-
maeM «Import Package» u BeIOupaeMm 4 caeqyIOIINX IaKeTa PECYPCOB:

1. Characters (IlepcoHasKi) — IIePCOHAK C BUAOM OT IIE€PBOIO JUIIA,
epCoHAasK C BUJOM OT TPEThEro JUIla U IIePCOHAK-IIap C BUIOM OT Tpe-
THETO JINIA;

2. Environment (Oxpy:kaiolias cpena) — AepeBbs, BOAA, TEKCTYPHI
IJia JaHgma@ra;

3. Prototyping (IlpoToTumnsi) — pasiaunyabie 3D-00bEeKThHI AJIA IIPOEK-
TOB;

4. Vehicles (TpaucnopTHBIE CPEACTBA) — MOZEJNM MAIIUHBLI U CAMO-
JIETA, a TaK/Ke CKPUITHI, MaTepUajbl, 3ByKU U aHUMAaIUs, CBA3aHHAA
C HUMU;

ITocite 3arpysku BeIOpaHHBIX PECYPCOB OTKPBLIBAETCSA OKHO ITPOEKTa,
B KOTOpOM OyzeM cosnaBath 3D-cieny (puc. 2.3).

Ona Hauayia CO3ZAAVM CTAHIAPTHYIO HOBEPXHOCTH, HPU IIOMOIIU
oobexTa «Terrain» (GameObject — 3D Object — Terrain wnu Hierarchy —
3D Object — Terrain) (puc. 2.4).

File Edit  Assets GameObject Component Window Help

i= Hierarcl Show in Explorer
Open
¥ € untit .
T Mainc Delete
Directi

Open 5cene Additive

Import Mew Asset...
Import Package > Custom Package...
Export Package... a0

Find References In Scene

Cameras
Select Dependencies
Refresh Ctrl+R CrossPlatforminput
Reimport Effects

Environment

Reimport All
ParticleSystems

Extract From Prefab Prototyping

Run APl Updater... Ltili

Open C# Project

3 Project

| Create '|

i

Puc. 2.2. Boib6op Heobx00umbLx pecypcos u3 cnucka Asset packages
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) Unity 2017.4.0f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11 on DX10 GPU> x
File Edit Assets GomeObject Component Window Help

Directional Light

& Project
! [C———— N 1LY 3]
¥ Favorites Assets
"OUAl Materisls
(LAl Models ‘This folder is empty
(CLAll prefabs

——

L —
Puc. 2.3. Okno 3D-cueHwvL

€] Unity 20174071 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone” <DX11 on DX10 GPU>
File Edit Assets GemeObject Component Window Help

Create Empty Ctrl+Shift+ N umm

o Create Empty Child At Shift N
reate | (AT | 3D Object > Cube
v < untitled* 2D Object > Sphere
Main Camera
Directional Lig! Effects 2 Capsule
Light 4 Cylinder
Audio > Plane
Video > Quad
u 4 Ragdoll...
Camers
Terrain
Center On Children
Tree
Make Parent Wind Zone

Clear Parent
Apply Changes To Prefab
Break Prefab Instance

3D Text

Set as first sibling Cirl+=

m Set as last sibling Ctrl+-
Create - Move To View Ctel+ Alt+F

¥ {7 Favorites Align With View Ctrls Shift+F
All Material:
@@A" s Align View to Selected

(©LAll prefabs Toggle Active State Alt+Shift+ A

>

Hew Tarrain

Puc. 2.4. Coz0anue cmandapmmuozo oosexma «Terrain»

CosgaguM HCTOYHMEK  OCBEINEHHWs, MJsd 9TOM0 OTKPbIBaeM
GameObject — Light — Directional Light uanu Hierarchy — Light —
Directional Light (06a BapraHTa ITIOKa3aHbI Ha puc. 2.5).
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GameObject Component Window Help

Create Empty Ctrl+Shift+M
Create Empty Child Alt+Shift+N
3D Object S EAETITT
2D Object »
Effects >
Light > Directional Light
Audio > Point Light
Video > Spotlight
ul » Area Light
s Reflection Probe
Center On Children Light Probe Group
= Hierarchy _ #scene -
| ereate +| (@Al ) ||| shaded -|]:
Create Empty
Create Empty Child
3D Object ¥
2D Object ¥
Effects >
Light 3 Directional Light
Audio > Point Light
Video 3 Spotlight
ul > Area Light
Camera Reflection Probe

Puc. 2.5. Directional Light uepes mento GameObject u Hierarch

IToaBuICA NUCTOYHMK HATTPABJIEHHOTO OCBEIeHNA. YCTaHABIUBAEM U
pasMeliiaeM IMOJyYEeHHbBIN NCTOUHUK CBETA, HAIIPABJIAS €TI0 HA 00bEKThI
3D-cIieHBI ¢ IOMOIIbI0 UHCTPYMEHTOB | &7 S | I | [=] | &3 | B Bepx-
Hel JeBOoil YacTu OKHA BUIA CIIeHbI. 3aTeM IPUCTYIIaeM K HaCTPOMKe 1c-
TOYHUKA CBeTa B MHCHeKTope (puc. 2.6).

B ocHOBHBIX HACTPOHMKAaX MOYKHO IIOMEHSTH I[BET MCXOISIIEro CBe-
ta («Colory), 3amaTh NHTEeHCUBHOCTE («Intensity»), BIOpATH TUII TeHEH
(«Shadow Type»), a TakKe co3naTh 3(PPEKT COTHEYHOTO OIUKA IPU Ha-
IpaBJIHUH KaMepbl Ha UCTOUHUK cBeTa («Flare»).

IIpucTynum K pefaKTUPOBAHUIO CO3aHHOII ToBepXHOCTU «Terrain».
s cosmanus HepoBHOCTel B okHe «Hierarchy» Boidbupaem «Terrains.
B umuCcnekTope Haxomum moamyHKT «Terrain» u BbiOupaem «Raise /
Lower Terrain» (puc. 2.7).

Teneps, ImieaKas JeBOW KJABUINEHl MBIIIU II0 ITOBEPXHOCTU JAHJ-
madTa, co3gaeM HEPOBHOCTH: I'OPBI, XOJIMbI, BIAAUHEI. [[JIs TOro 4TOOHI
U3MEHUTH PasMep KUCTHU UCIOJIb3yeM HACTPOUKY «Brush Size», Tak:xe
MOJKHO M3MEHUTDH TUIl KUCTU B 1oJie «Brushes». 3a MHTEHCUBHOCTH OT-
BeUaeT MoJIBYHOK «Opacity».
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e S ipece: I
[ Directional Light | [] Static ¥ . = ¥ static ¥
Tag [Untagged i) Layer [Default £ Tag | Untagged ¢ | Layer [Default ]

=

(ad [ad | ad ] | 50 | 55| 3]

Puc. 2.7. Pedaxmop nandwagpma

Qmponan

Puc. 2.6. Hacmpoiiku ucmouHuKa
oceewenus

s ymajeHus HEPOBHOCTHM HEOOXOQMMO 3arKaTh Ha KJaBHAType
KJaBuiiry Shift v ¢ TOMOIIbIO HaKaTUH] JIEBOM KJIABUIIIY MBIIIK yOUPATh
HEeHY XHbIe HePOBHOCTMH.

HOJIBByﬂCI: IIePpeYnCJIEeHHbBIMHU BBIIII€ MHCTPYMEHTaMM, MOXXHO CO3-
naTh, HAIIPUMep, JauaiadT, IpeacTaBIeHHbIH Ha puc. 2.8.

TIocsie cosmanusa peabeda HATOMKUM Ha JAHAITaA(DT TEKCTYPY TPABHI.
B ToM ke nHCTIEKTOpPE HAX0AUM N300parkeHre KUCTOYKY, OHA JKe BKJIAI-
Ka «Paint texture» (puc. 2.9).
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Puc. 2.8. IIpumep nandwagpma

¥ [Terrain | & static v

Tag | Untagged | Layer [Default 3]

F .~  Transform 5,
VﬁﬂTerrain %,

(ot ad [k O 0 [0 %]

Paint Texture ‘

Select a texture below, then click to paint.

Puc. 2.9. Hucmpymenm
0L HAJLOJCEeHUS meKemyp
Ha n08epxHOCMb

Hamee HaKuMaeM KHOIKY
«Edit Textures». IlosBasiercsa
OKHO m00aBJIeHUsI TeKCcTyp «Add
Terrain Texture» (puc. 2.10), rue,
Ha’)KaB Ha KHOIKY «Select», MOX-
HO BBIOPATh HECKOJBKO TEKCTYDP.

B orkpeiBHIieMcs okuHe «Select
Texrure2D» (puc. 2.11) 6maroxma-
pA paHee BBIOPAHHBIM pecypcam
(Assets), ecTb HEKOTOpPOE KOJIMYe-
CTBO TEKCTYD.

20

Add Terrain Texture

Albedo (RGB)
Smoothness (A)  MNormal

& Assign a tiling texture
Size Offset
% |15 |0
y 15 |
Add

Puc. 2.10 OxHo dobasnernus
merxcmyp



Select Texture2D [ = | Select Texture2D B

i T
= J 'rQ Grass| @-?'
| Assets - — Assets
"= - _C :
m Defau.. Defau.. Back. .
|
o - |D| I:_:I GrassFron..
Chec.. Drop.. Inpu.. EKneb . .
UIM.. UISp.. GrassFron.. GrassHillA..
GrassRoc.. 4
Puc. 2.11. Oxno svibopa mexcmyp Puc. 2.12. Tekemypovt mpagul

Hampumep, mammcas B moJje momucka cjoBo «Grass» (pyccK. TpaBsa),
YBUAUM HECKOJBbKO TeKCcTyp (puc. 2.12). BriGpaB moagXOAAIIYI0, HAMKU-
mMaeM «Add». Bea moBepxXHOCTDH JaHAIIA(Ta 3aIOTHSIETCS TEKCTYPOI
TpassI (puc. 2.13).

Puc. 2.13. Tekcmypa mpasvL Ha nogepxHocmu randwapma
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Puc. 2.14. Peaved ¢ pa3diuiHblMU meKcmypamu

Haxxkumas Ha KHOUKY «Edit Textures» mobaBjsieM eIllé HeCKOJIBKO

TEKCTYD U IPUMeHAeM UX K Pa3JINYHBIM YacTAM JaHgmadTa 1 cosga-
HUA 60JIbIlIeli peasucTudHOCTHU (puc. 2.14).

st noGaBiaeHUs 1ePeBbeB, Yepes NHCIEKTOP 00beKTa «Terrain» Bbl-
o6upaem BKJaany «Place Trees» (puc. 2.15).

© Inspector | Services | xNavigation & +=

o [Terrain | o Static «
- Laver
b .~ Transform £y
¥ o (¥ Terrain 2y
(ad ad a2 | ] 3]
Paint Trees

Click to paint trees.
Hold shift and click to erase trees,

Hald Ctrl and click to erase anly trees of the
selected type.

Trees

| No trees defined |

| Mass Place Trees || # Edit Trees... || Refresh

Puc. 2.15. Uncmpymenm 0as 006a81eHUs Oepesbes Ha NO8ePXHOCMb
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Add Tree B
Tree Prefab |GNone (Game Object) | [0}
Bend Factor [o |

o Please assign a tree

[ Add |

Puc. 2.16. [lo6asaenue npegaba depesa

Haxumaem kHOnRy «Edit Trees...»,
naiee «Add trees» u BLIOMpPaeM JepeBO.
151 aTOTO HYKHO Ha’KaTh Ha KPYKOK
¢ TOuKoOii cupaBa (puc. 2.16) HanrpoTuB
npedabda nepesa («T'ree Prefab»).

IToaBurca OKHO «Select
GameObject» (puc. 2.17), B KoTOpOM
MOKHO BBIOPATh IOAXOIAIIYI0 MOJEJIh
IepeBa.

Bri6paB HYyKHBIe MOZEJU IePeBhEB,
paccraBidgeM ux Ha Jagmmadre (puc.
2.18). CrouT y4yuTHIBaTh, YTO CHUJIBHO
IedopMUPOBAHHBIN JaHAIIAPT MOMKET
co3math dP@PeKT TOoro, UYTO OdepeBbd
«TIOBUCHYT B BO3yX€», €CJIU UX «II0Ca-
IUTH» HA M3rubax U pesKux mepenangax
BBICOT.

B macrpoiikax MOMKHO BBIOMpATH
BoicoTy («Tree Height») m TONIUHY
nepeBa («Tree Width»), Tak:Ke Cc TO-
MoIIbio «Brush Size» MOXXHO BBIOpPATh
KOJIMYECTBO J00ABJIAEMBIX NE€PEBBEB U
WX IIJOTHOCTH U3MEHEeHUEeM IIapaMeTpa
«Tree Density» (puc. 2.19).

Select GameObject n
@l D)
| Assets ——
i
m Broadleaf..
Broadleaf.. CarTiltCan..
Canifer D... CualTouc.. b
OTTE

Puc. 2.17. Boi6op npegaba Oepesa
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Puc. 2.18. Jlandwagm ¢ pa3ruuHbvimu modenramu depesves

Settings
Brush Size
Tree Density

—— 10
— e [59
Random? [of =——{—0m
Lock Width to Heights

Tree Height

Tree Width Random? [ =

Random Tree Rotatits]
Tree Lightmap Static[ |
» Lighting

Puc. 2.19. Hacmpoiiku 05 0epesves

HobaBuM HeMHOTO BOombl. Haxo-
num npedabd «WaterBasicDaytime»
(Project — Assets — Standard
Assets — Environment — Water
(Basic) — Prefabs) u nepeHocum ero
Ha CIleHY, 3aTeM H3MeHAeM pa3Mep
obbexra (Inspector — Transform —
Scale) Ha HEOOXOAMMBIH AJIA TOKPDI-

o |WaterBasicDaytime || Static «

Tag | Untagged +| Layer | Water ™|

Prefab [ Select |  Revert [ Apply |
¥ .~ Transform i3
Position X 307.81 Y 0 Z/298.14
Rotation X 0 [¥o 'zlo |
Scale X1 J¥[1 ]2[1 |
¥|. \Water Basic Plane (Mesh F £,
Mesh °
¥ |l ¥ Mesh Renderer &,

» Lighting
¥ Materials
Dynamic Occluded [+
T ¥ water Basic (Script) £,
Script WaterBasic @
WaterBasicDaytime £,
> Shader | FX/Water (Basic) 3

’ Add Component ]

Puc. 2.20. Hacmpoiiku 0ns 6000bt

TS HYsKHOT'O yYacTKa moBepxHocTu Jauaiadra (puc. 2.20).
Crenyroiasa 3aavua — 5T0 J00aBJIEeHUE B CIIEHY JAeHCTBYIOIIEro IIepco-
Hasxa («First Person Controller»). I1yia 9Toro mepeHeceM B clieHy mpedad
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Puc. 2.21. Pasmeujerue KORMPOLLEPA NePCOHANM A

«FPSController» (Project — Assets — Standart Assets — Characters —
FirstPersonController — Prefabs) (puc. 2.21). YuuTbiBaeM PacIoJioKe-
HIe IIePCOHa’Ka TaK, 4TOObI OH HaXOAMJICS Ha CIleHe, a He BHE €€ Ipejie-
JIOB, a TaKiKe, uToObI Kosutaigep (Collider) mepconaska (3eéHas Kamcy-
Jia) OBLJT HEMHOTO BBIIIIE TIOBEPXHOCTH JIaHAIIadTa.

3amyckaeM PesKUM UTPHI ¢ ITIOMOIILIO KiiaBuInu «Play», KoTopas pac-
TIOJIOJKEHA B BepXHell YacTy OKHa BU/ja ClleHbl. Teleps MbI MOKEM BUIETh
pes3yabTaThI IPOeIaHHON Pa0OThI 1 IIePEeMeIaThC IO CIIeHe, YIIPaBJIAs
TIepCcoHasKeM OT mepBoro aura (puc. 2.22).
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File Edit Assets
New Scene

Open Scene

Save Scenes

Save Scene as...

Mew Project...

Open Project...

Save Project

Build Settings...

Build & Run

Exit

Puc. 2.22. Bud cuenvt 6 okne Game(uzpa)
om nepeozo Auya

GameObject Compao
Ctrl+N
Ctrl+O

Ctrl+5
Ctrl+Shift+5

Ctrl+Shift+B
Ctrl+B

Puc. 2.23. Coxpanernue npoekma

&) SaveScene

A || « New Unity Project » Assets +

Vnopsigouwts *  Hobas nanka

[
B Buaeo
JokymenTsl
¥ 3arpyscu
] VzoGpaxenina
J Myzeia
“J Obsenmbic 06w
I Pabouuii cron

&, NlowansHbiii guc

b Cem v o<

Wma

Standard Assets
€ Hassanue npoexra.unity

v O

Wan paiina: | Haseawne npoekra.unity

Tun daiina: | unity (“unity)

A Cxpbims nanin

X
Monck: Assets »p
B= -
[lata uamenern Tun
23.02.2019 18:48 Manka ¢ painamu
22.02.2019 21:54 Unity scene file
>
s

Haxkonerr Heo6x0q1MO COXPAHUTH MOJTYUUBINTYIOCA ciieny (File — Save
Scene As...), 3aTeM BbIOMPaeM MeCTO 1 Ha3dBaHue, IO KOTOPLIM OyIeT co-
xXpaHeHa cieHa (puc. 2.23).
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KoHnTpoasHbIE BOIIPOCHI

1. C yvero HaumHaeTcsa cosmanue JauaapTa?

2. B0o3MOKHO U yIAJUTHh CO3MaHHYIO HEPOBHOCTH C TTOBEPXHOCTH
(Terrain)?

3. Kak n3MeHUTH pa3mMepsl 1 KOJNUYECTBO JePeBheB?

4. Kak IpoucXoIuT IIOCTAHOBKA OOII[EI0 OCBEI[eHnA?

5. Kax mpoucxoaut HaJIoKeH1e TeKCTyp?

6. Kak mo6aBiA0TCST 00bEeKTHI?
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JlabopaTopHas padora Ne 3
HNMIIOPT MOJIEJIEH B TIPHUJIOSKEHUE,
IIOCTAHOBEKA JIOKAJBHOI'O OCBEIIIEHHU S

ITenxs paGoOTHI: O3HAKOMJIEHWE C WMIIOPTOM MOZEJeil B TPOEKT
Unity3D ma npumepe mogesneii 3ds Max, a Tak:Ke C IIOCTAHOBKOI pas-
JINYHBIX BUIOB JIOKAJbHOT'O OCBEIIIeHUS.

ITopAaoK BHITIOTHEHUT PA0OTHI

1. Umnopt mozeneii B npoekT Unity3D.
2. TlocTaHOBKA PAa3INYHBIX BUJOB JIOKAJHHOTO OCBEI[eH .
3. OdgopmieHure oTuera.

MeToauueckue yKa3aHUS

s mMmopTa MomeJieii cjienyeT OTKPBITh CIleHY, CO3JaHHYI0 B J1abo-
paropnoii pabore Ne 2. Ilyia aroro HaskumaeM (File > Open Scene) u BbI-
OupaeM COXpaHEHHYIO CIIeHY.

ITocse Toro, Kak 3arpysumJjach ClieHa, IPUCTYIUM K UMIIOPTY MOe-
neit. Unity nogmep:xuBaeT uMnopT opmaroB .3ds, .max, .obj, .fbx, .dae,
.ma, u .mb gna 3D-mozeseli. BodbMEM IOTOBYIO MOJEJIbL IIPOCTOTO JOMA
B opmare .fbx (puc. 3.1)

ITepenecém daiia ¢ Mome b0 IIPOCTOTO JoMa (popmaTa. fbx B mamKy,
TIe HaxXoAuUTCA NPoeKT (Project), a 3aTeM IlepeTamuM MOJEJb Ha Clie-
HY, ecJau HYKHO M3MEeHsdeM pasMep W IoJioKeHme mozesau (puc. 3.2).
BosMo)KkHO, UTO MOZesb Ha clieHe oToOpasuTca 6e3 TEKCTyp, HO OHU
OPUCYTCTBYIOT B IIallKe ¢ UMIOPTUPOBAHHON Mojenbio. Torma daiin
C TEKCTypaMu CJeoyeT MepeHecTr Ha MOAENb WU MOYKHO ITPUMEHUTD
KaKMe-TO CBOU TEKCTYPHI IyTeM IIePeTaCKUBAHUA UX Ha HYKHBIN 00b-
eKT.

YT06BI IEPCOHAMK HE ITPOXOAUJ CKBO3bh O0HEKT U HEe IIPOBAJIMBAJICA
B HEro, HeoOXoauMo caesaTth s momenu kojaaigep (Collider). Koi-
Jangep mIo3BoJsAeT 00pabaThIBaTh CTOJIKHOBEHE 00beKTa C IPYTUM 00b-
eKTOM, HaIlpuMep, B UTPe TIePCOHAK He JOJKeH IMTPOXOAUTH CKBO3b CTe-
HY, a I0JI’KEH CTOJIKHYTHCA C HEH.

Konnaiinepsr nobasiawTca yepe3d meHio Component -> Physics nin
Add Component -> Physics B Uucniektope (puc. 3.3).

Cy1recTByeT HECKOJIBKO BUIOB KOJLJIaiIePOB:

— Box Collider — B (popMe mmapaJijiesienIunesa;

— Sphere Collider — B @opme chepsl;
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Puc. 3.1. Modeav 6 gpopmame. fbx

Puc. 3.2. Modeav domuka 6 cuere 6e3 mexcmyp (cresa)
u ¢ mexcmypamu (cnpasa)

Add Component Add Component
@l ) Q] )
Component <« Physics
Mesh >4 = ox Collid -
Effects L (&) Sphere Collider
P . Capsule Collider
Physics 2D " |-z Mesh Collider
Navigation > O Wheel Collider
Audio > " #Terrain Collider
Video L » Cloth
Rendering . “#Hinge Joint
Tilemap ” “&*Fixed Joint
Layout L2 .Spring Joint
Playables » \* Character Joint
AR . @ Configurable Joint
Miscellaneous L ﬁ Constant Force b

Puc. 3.3. [J[o6asnenue koanaiidepa (caesa) u 8vl60p Koanraiidepa(cnpasa)
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— Capsule Collider — B hopme KaIICyJIbl;

— Mesh Collider — aBTOMaTHYeCKHU CO3JaeT KoJaaiaep mo (popme 1mo-
JIUTOHAJBHOM CETKU 00HEKTa;

— Wheel Collider — xonnaiifep Kojeca aBTOMOOMJI.

Pasnuunble TUIIBI KOLIAHIEPOB IPUMEHAIOTCA JJIA PA3HBIX TUIIOB
00BeKTOB, HATTpUMED, Sphere Collider mpuMeHATCS N5 Mozeseit B op-
Me 11apa. s Toro, 4To0bI 106aBUTH KOJIIAMIep, KOTOPBIH OyIeT IMOBTO-
pATH hopMmy 00beKTa, B pasnene Hierarchy BoiienseM HY:KHYIO HaM MO-
leJb U IPUMeHUM K Hell Kosainep cetku (Mesh Collider) Component
> Physics > Mesh Collider. Ecnu nyia nepenauu ()opMbI ¥ MOJEJIU CTOJI-
KHOBEHUH 00beKTa JOCTATOUYHO OOBIYHBIX KOJJIAHAEPOB, TO PEKOMEHIY-
eTcs MCIO0Jb30BaTh UX, TaK KaK KOJIIalep CeTKU OUeHb TpeboBaTeieH
K pecypcaM CHUCTEeMBI U ero IMpUMeHeHWe OTPUIlATeJbHO CKasKeTcs Ha
IPOU3BOAUTEIHLHOCTH.

Ocsemenne

151 peaIMCTUYHOCTH CIIEHBI CO3MaIUM NCTOUHUKY JIOKAJIBLHOTO OC-
BeIlleHu .

OcHOBHBIE TUIIBI UICTOYHNKOB IPUBeAeHbI B Tab. 3.1.

Ta6ruuya 3.1

OcCHOBHBIE THIIBI HCTOUHHKOB CBeTa.

HcToyHUK Onucanue Wzobpaskenue

Directional | HampaBieHHBIN CBET HE UMEET

Lights ompesieJIEHHON MO3UIIUY UCTOYHM-
(Hampas- | Ka 1 II0O3TOMY MOsKeT OBITh pazMe-
JIEHHBIHA IIIeH B JIIOOOM MeCTe CI[€HBI.
CBET) CaMbIii TPOCTOI, UMUTUPYET

costHeuyHBIH cBeT. I[IpencraBisger
13 ce0s1 0eCKOHEeYHOe MHOKECTBO
napaJieJbHBIX APYT APYTY Jydei

Point Light | IcTOYHUK UCIIYCKAET JIy4YU CBETA
(Toueunsiii | Bo Bce CTOPOHBI. TOUEUHBIH UC-
HUCTOYHUK) | TOYHUK CBETA, TO €CTH JIYUU Pac-
XOJATCSA BO BCe CTOPOHBI M3 OHOI
TOUKU. XOPOUIUM IPUMEPOM
TAKOTO MCTOUHUKA CBeTa OyAeT
00BIYHASA JIAMIIOUKA

30



IIpodonsxcenue mabn. 3.1

HcTouHuK

Onucanue

W3zo6parkenue

Spotlight
(Ilposxek-
TOP)

ITyuok cBeTa moayuaercs B (popme
KOHYyCAa, PaCIINPAACH C yBeJIurJe-
HUEM PACCTOSHUSA OT MUCTOUHUKA
csera. [Ipumepom ciyskat apbl
aBTOMOOMIS

Area Light
(IToxceeTka
obJiacTm)

O01acThb cBeTa OIpeessaeTCs IPs-
MOYTOJILHUKOM B IIPOCTPAHCTBE.
CaeT u3aydaeTcs BO BCEX Ha-
IIPaBJIEHUSX, HO TOJIBKO C OJHOMI
CTOPOHBI IPAMOYTOJbHIKA.
VICTOUYHUK CBeTa, MMEIOIUIA I1JI0-
manb. IIpeacraBbTe cebe IPAMO-
YTOJIBLHYIO IIaHeIb, 13 KOTOPOM
HCXOAUT CBET, 9TO U OyIeT area
light. Takue mcTOUHUKY cBETA
yaIre BCero MCI0JIb3yIOTCA B 0(h1-
cax, TOPTOBLIX IEHTPaX 1 APYIUX
HEXXMJIBIX OMEIeHNAX, T/e HaJ0
OCBeIIaTh GOJBIINE IIPOCTPAHCTBA

Range

Reflection
Probe (Or-
pakeHue)

HcrouHuk cBeTa, KOTOPHIM NMU-
TUPYyeT OTPaKeHue BHEIITHETO
WCTOYHUKA CBETA, II0[CBEUNBAs 00-
JIaCTh, ITOLO0HO OeJIOMY JINCTY MJIN
doabre. IIpu sToM 06BEKT IPUHU-
MaeT 1 IIBEeT HCTOUYHHNKA CBeTa

Light Probe
Group
(3o0H15I OC-
BeIIeHUs)

XOTh JaUTMAIIIINHT U BHOCUT
CYIIleCTBEHHBII BKJIAM B Peaiu3M
CIIEHBI, OH UMeeT OJH HeJl0-
CTaTOK: He CTATUYHbIE 00 BEKThHI
B CIIeHEe OTPUCOBBIBAIOTCS MeHee
PeasuCcTUYHO U B pe3yJibTare
MOTYT CMOTPETHCS HeeCTeCTBEHHO.
HeBo3Mo:KHO mpocunTaTh KAPThHI
TeHell B peaJJbHOM BpeMeHU IJIs
IBUIKYIUXCSA 00bEKTOB, HO MOJK-
HO IOJYUYUTD MMOX0KUN dhGeKT
¢ nomortblo light probes (30HI0B

OCBEeIIeHU).
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OxoHyarnue maba. 3.1

HcTouHuK

Onucanue

Wzobpaskenue

Ux upes B ToM, YTOOBI OCBEIIIEHIE
BBIOMPAJIOCH B CTPATETUUECKU
BaYKHBIX ([IJIA OCBEIIIEHNUA) TOUKaX
CII€HBI, 0003HAUEHHBIX C IIOMO-
IIbI0 pa3MelneHus 30508, Ilocie
3TOTO, CBET B JIIO00I TOUKE MOYKET
OBITH AIIIPOKCUMUPOBAH C I10-
MOIIBI0 MHTEPIOJAINT MEXKIY
BBIOOPKAaMU, KOTOPHIE COBEPIIIIIN
OamoKamme 30HAbI. THTEPIIoIA-
1A moMoraet n3besKaTh HeCOOT-
BETCTBUA OCBEIIEHUA TUHAMUI-
YeCKUX 00'EKTOB, X CTATUUHBIX
00BEKTOB, K KOTOPHIM IPUMEHEHBI
KapThI OCBEIEeHNA, KPOMe TOTO,
WHTEPIONANNA JOCTATOYHO
OBICTPAa, YTOOBI €6 MOYKHO OBLIO
HCIIOJIL30BATh BO BPEMS UTPHI.

Bribupaem wuCTOYHUK CcBeTa

«Spotlight»

B MeHI0 wuHTepdeiica

GameObject -> Light (puc. 3.4) unu Hierarchy > Create -> Light.
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Set Active Scene

Save Scene
Save Scene As
Save All
Unload Scene
Remove Scene

Discard changes

Select Scene Asset
Add Mew Scene

GameOhject > Create Empty

3D Object
20 Object
Effects

L=
Directional Light Light
Point Light Audio
Spotlight Video
Area Light ul

Reflection Probe Camera

Light Probe Group

Puc. 3.4. Jlobasaenue ucmowHurka ceema



YeranaBimBaeM ¥ ITOBOPAUMBAaEM IIOJYUYEHHBIM MCTOUHUK CBeTa
B HY’KHOM HAaIpaBJIEHNU, HAIPUMEP TaKOW MCTOUYHUK MOKHO IIpHMe-
HATH AJIA CO3NaHUA yauuHoro GoHaps (puc. 3.5), IpuMeHAA HACTPOUKYU
cBeTa B MHCIIeKTope (puc. 3.6).

Puc. 3.5. Pesyniomam npumenerus oceéeuyerus Spotlight

v ' M Light
Type
Baking

Range

Spot Angle
Caolor

Intensity
Bounce Intensity

Shadow Type
Baked Shadow Radius

Draw Halo
Flare

Render Mode
Culling Mask

Puc. 3.6. Hacmpoiiku Spotlight 0ns co30anus yauunozo pornaps

| Spot

ﬁﬁv
&)

| Baked

4]
&

10

| Hard Shadows

0
0

Mone (Flare)

o]

| Auto

ar

| Everything

ar
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TaxuM »Ke cIIocoO0OM CO34aeTCA UCTOUHUK ocBerenusa «Point Light»,
KOTOPBIA yIOOHO MIPUMEHATH B KAUECTBE CBETAIIUXCA JaMIoueK (puc.
3.7) u «Area Light» ynoOGHBIH IJiA IMOACBETKYU ONPENeJEHHBIX o0JracTei
Ha JI0CKOoCTAX (puc. 3.8). B 0CHOBHBIX HACTPOMKAX MOKHO ITOMEHATH
nBeT ucxoxdamiero ceera (Color), 3agaTs MHTEHCUBHOCTL (Intensity), u
pasmep «mATHAa» ocBeleHus («Spot Angle») nina SpotLight u «Range»
niia Point Light (puc. 3.6).

Puc. 3.7. Toueunwtii ucmournukx ceema Point Light

Puc. 3.8. O6racmo ¢ oceewenuem Area Light
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Puc. 3.9. Cuena ¢ HeCKONbKUMU UCMOYHUKAMU C8EMA.

PaccraBuB Momenn 00BLEKTOB M MCTOUHHKM OCBEIeHUs, II0JIydaeM
TOTOBYIO CIIEHY, KOTOpas OyJeT BBITVIAIETh, HAIPUMep, Kak Ha puc. 3.9.

KoHTposbHBIE BOIIPOCHI

1. Kakxum 06pa3oM IpOUCXOAUT UMIIOPT Mozeeit B Unity3D?

2. Kak o6ecrieuuTs CTOJKHOBEHE 00 BEKTOB IPYT C APYTOM?

3. Kakue nmeroTcsa TUIIBI ICTOUHUKOB cBeTa?

4. MoXHO JI UBMEHSATHh MHTEHCUBHOCTD U I[BET JIOKAJIHLHOT'O OCBEIIle-
HUA?
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JlabopaTopHas padora Ne 4
PA3BPABOTKA ITPOCTEMIIIETO
HHTEP®ENCA ITPUJIOKEHUA

ITexs paGoThI: O3HAKOMJIEHE C HAUAJbHBIMU HIPUHIIUIIAMU CO37a-
HUA U UCTOJIb30BaHMUA CKPUNITOB B Unity, paspaboTKa cOGCTBEHHOTO MH-
Tepdeliica TPUJIOKEHNUS HA OCHOBE IPUBEIEHHOT'0 IIprMepa.

ITopsiOK BBIMOJTHEHU A JTa00PATOPHON PabOThHI

1. VcxomgHbIME OAHHBIMU ABJSIOTCS JaHHbIE, MOJYyUYeHHBIE B Ja00-
partopHoii pabore Ne 3 «VIMmopT Mofesiell B MIPUIOKEHMEe, TIOCTAHOBKA
JIOKAJIbHOT'O OCBEIIIEeHUSI».

2. U3yueHne TeOpeTuIecKoro MaTepuaJia.

3. CosmaHue CKpHUIITA.

4. KoppeKTupoBKa IYHKTOB MEHIO 11 TPOBEPKA PA0OTHI CKPUIITA.

5. Odopmienue oTuera.

MeToaunueckue yKa3aHUSI

H1a BRIMOJTHEHUA OAHHOU JabopaTopHOIT paboThI CTYAEHTY HEO0XO-
J1IMO Ha OCHOBE IIPeCTAaBJIEHHOT0 HUKe I11abJI0Ha co3/1aTh COOCTBEHHBIIT
uHTepdelic TPUIOKEHN .

Ecnu cTyneHT 3HaeT mHBIE CIIOCOOBI CO3MAHUS IIOJIH30BATEIBCKO-
ro uHTepdeiica, TO OH BIIpaBe MCIOJb30BaTh uX. Ho B TaKOM caydae
HeoO0XoqMMO MOAPOOHO OIIMCATh IIPOIeCC CO3NaHusa nHTepdeiica B OT-
yéTe.

HanbHeliliee onucanue akTyaabHo aua Unity 2017.3.1f1 (64-bit).

3arpysuTh CIieHY, CO3JaHHYIO B pe3yJibTaTe BBIIOJHEHUs Jabopa-
TopHO paborsr Ne3. [Jamee Heobxoammo cosparb CH ckpunrt. [Jid aToro
B ITamKe ITPOeKTa HeoOXOAMMO HAKaThb MIPABYI0 KHOIKY MBI U BbI-
opats «C# Script» B nyHKTe MeHI0 «Create» (puc. 4.1).

JBOMHBIM HIEJTYKOM IT0 (hailJly OTKPBITH €ro AJs pefaKTUPOBAHUA.
Ecau npu ycranoske Unity 6v11a ycranossena Visual Studio, To myd-
e OTKPHITH Paiiyi ckpunrta uepes sin daiin. [aa sToro B Toi Ke obia-
CTH IeJIKaeM IpaBOi KHOIIKY MBIIIIN U B CAMOM HU3Y BbIOMpaeM MyHKT
«Open C# Project». OTKpoeTcs ManKa ¢ IPOeKTOM B KOTOPOiT He00X0 1~
MO OTKPBITE (haiiy ¢ pacmupernuem sin. B o6o3peBaTesie pelreHnsa HaX0-
IWM CO3aHHBIH (haiis u oTKpbIBaeM ero (puc. 4.2).

B taxom cayuae Visual Studio 6ymer BbIZaBaTh KOHTEKCTHBIE IIOJ-
CKasKM, UTO 00JIerYuT HallucaHue Koja.
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Hierarchy

© Inspector

e | e D)| i Seripts

v € samplescene
7

Assets > Scrip!

“Show in Explorer
Open

Delete

Rename

Copy Path

Open Scene Additive
Import New Asset..

Import Package

Export Packsge...

Find References In Scene
Select Dependencies
Refresh

Reimport

Reimport All

Extract From Prefab

Run API Updater...

Update UlElements Schema

Open C# Project

Alts Ctrl+C

Ctrl+R

Shader

Testing

Playables

Assembly Definition
TextMeshPro

Scene
Prefab Variant

Audio Mixer

Material

Lens Flare

Render Texture

Lightmap Parameters
Custom Render Texture
Sprite Atlas

Sprites

Tile

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timeline

Physic Material

Physics Material 2D

GUI Skin

Custom Font

Legacy
Brush

Terrain Layer
UlElements Editor Window

Puc. 4.1. Cosdanue ¢paiina C# Script

) Interface - Microsoft Visual Studic

aiin  TMpaska

©-5 1t WD ¢ |y s b 5L

Menu.cs # X

Bua Mpoekr Cbopka Otnaake  Komaras  Cpeactsa

[ Assembly-CSharp

«| %z Menu

Teer  Ananus

Okio  Cnpaska

1

W N TN s W

Flusing System.Collections;
using System.Collections.Generic;

using UnityEngine;

Flpublic class Menu
void Start()
;

void Update()

}

// Start is called before the

: MonoBehaviour

// Update is called once per frame

first frame update

Puc. 4.2. Omrpuimoutit npoexm 8 Visual Studio
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Temneps 3amMeHuM comep:KuMoe (aiijia Ha CIeqYIOITUA KOI:
// CranmapTHas 6bubnmnorera mBUXKKa Unity
using UnityEngine;
// CrTaHpapTHas OubimoTeka OBUXKKa Unity
using System.Collections;
// BubnuoTera mijs paboTH CO CLieHaMu
using UnityEngine.SceneManagement;

public class Menu : MonoBehaviour
{
// Tlay3a B urpe
private bool _paused = false;
// OKHa MeHD
private int _window = 100;

void Update()
{
// llpu HaxaTuu KiaBumu “Escape”
if (Input.GetKeyUp(KeyCode.Escape))
{
//ECTn 1may3a OTKIIYeHa
if (!_paused)
{
// BpeMst B UIDe OCTaHaBIUBAETCS
Time.timeScale = 0;
// Tlay3a BKJIOYaeTCs
_paused = true;
//TlIoKa3HBaTE OKHO MEHI
_window = 0;

else

// UHade urpa MPOAOIKAETCS
Time.timeScale = 1;

// Tlay3a BHKIIO4YaeTCs
_paused = false;

// TlepecTaTb MIOKAa3HBATHMEHD

_window = 100;

}

void OnGUI()
{

// TnaBHOE MEeHI aKTUBUPOBAHO Ipy _window = 0

if (_window == 0)

{
GUI.Box(new Rect(Screen.width / 2 - 100, Screen.
height / 2 - 100, 200, 180), “Menio uTPH");
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}

if (GUI.Button(new Rect(Screen.width / 2 - 90,

Screen.height / 2 - 80, 180, 30), “IpOomonxuUTL MUIPY”))

{
Time.timeScale = 1;
_paused = false;
_window = 100;

}

if (GUI.Button(new Rect(Screen.width / 2 - 90,
Screen.height / 2 - 40, 180, 30), “HoBas mrpa”))
{
Time.timeScale = 1;
_paused = false;
_window = 100;
// 3arpy3ka ciueHs N0
SceneManager.LoadScene(0);
}
if (GUI.Button(new Rect(Screen.width / 2 - 90,
Screen.height / 2 - 0, 180, 30), “HacTpowkmn”))
// Tlepexon k HacTporkam, OKHY 1
_window = 1;

if (GUI.Button(new Rect(Screen.width / 2 - 90,

Screen.height / 2 + 40, 180, 30), “Bexom u3 MIPH"))

// BHXOI "3 WTPH
Application.Quit();

// MeHi <«HacTpOMKMI»

if
{

(_window == 1)

GUI.Box(new Rect(Screen.width / 2 - 100, Screen.

height / 2 - 100, 200, 180), “HacTpoikmu”);

if (GUI.Button(new Rect(Screen.width / 2 - 90,
Screen.height / 2 - 80, 180, 30), “Bumeo”))
// OTKpETME OKHa N2 (cmenaTb CBO&)
_window = 2;

if (GUI.Button(new Rect(Screen.width / 2 - 90,

Screen.height / 2 - 40, 180, 30), “Aymmo”))
// OTKpETHME OKHa N3 (cmemaTk CBO&)
_window = 3;

if (GUI.Button(new Rect(Screen.width / 2 - 90,

Screen.height / 2 - 0, 180, 30), “Vmpasiexue"))
// OTKpeITME OKHa 4 (cmenaTh CBOE)
_window = 4;

if (GUI.Button(new Rect(Screen.width / 2 - 90,
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Screen.height / 2 + 40, 180, 30), “Hazam”) |l
Input.GetKeyUp(KeyCode.Escape))

// Tlepexom kK OKHY N0

_window = 0;

ITocse aToro coxpaHsaeM UBMEHEHUA U MONKJIIOUAEM CKPUIIT K KaMe-
pe (Main Camera) 8 Uucuextope (Inspector) (puc. 4.3).

3amycTuM IIPOEKT — IPU HaKaTUH KJIaBuInu «Escape» HA 9KpaHe 10-
ABUTCA codnanHoe Mewnro (puc. 4.4).

BrinmosnuM c60pKy mpuiaoKeHuA. 3aiina B HacTpouKku coopru (File
— Build Settings), momeuaeM raJOuKON HYKHYIO COXPAHEHHYIO CIIEHY
(HamIpPOTUB HEE eCTh HOMEDP, KOTOPBIN MoHAM00UTCA, ecau O6ymeT MHOTO
YPOBHEM/CIIeH B IIPOEKTE), BEIOMPaeM HYKHYIO ONIEPAIMOHHYIO CUCTEMY
u HaskuMaeM «Build» (puc. 4.5), BbIOMpaeM IIyTh U Ha3BaHUE IJIA CO-

© Inspector

[ [Main Camera | [] static v
Tag | MainCamera +| Layer | Default i

» .~ Transform

% v Camera
.iﬂudin Listener

¥ o [« Menu (Script)
Script |o Menu

[ Add Component ]

Puc. 4.3. Inspector Main Camera

Bhxog, U3 urpsl

Puc. 4.4. IIposepra pabomocnoco6rocmu
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Hoean Wrpa

Hac

Puc. 4.6. Pesyasvmam pabomol

XpaHeHUsd, a 3aTeM 3aIlyCKaeM IIPUJIOKEeHNe U IpoBepsaeM paboToCIO-
cobHOCTh MeHIo (puc. 4.6).

ROHTpOJILHBIe BOIIPOCHI

1. Kakue A3bIKM MPOrPaMMUPOBAHMUSA MOYKHO UCIOJIH30BATD I Ha-
nucauus ckpuntoB B Unity3D?

2. C 00'beKTOM KaKOTr'0 TUIA HYKHO aCCOIIMUPOBATL CKPUIIT MEH0?

3. Kak macTpamBaeTcs pacmojoKeHre Ha SKpaHe KJIaBUII MEeHI0?

4. Kakx Heo0X0IMMO M3MEHUTDH KO, YTOOBI MEHIO OTKPBIBAJIOCH TIPHU
HaKaTUU Ha KJaBUIY «Space»?
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JlabopaTopHas padora Ne 5
3HAKOMCTBO C AHUMAITUEH, ®PU3UNYECKIMH
CBOMICTBAMU U CO3TAHHUEM ®OHOBOM MY3bIKU

ITens paGoThr: m3yuenue npocroil anumanuu B Unity3D, a TakKe
(hUBUUECKUX CBOMCTB reOMeTPUUYECKUX 00bEKTOB U co3faHue (POHOBOTO
3BYKOBOT'O COIIPOBOK IEHU .

ITopAaoK BHITIOTHEHUT PA0OTHI

1. Co3maHue TPOCTOI aHMMAIINY HA IPUMeEpPe UTPHI 3MeNKa.
2. 3ajaHue PU3NUECKUX CBOMCTB reOMETPUUECKUM 00'bEKTaM.
3. Cosmanue (poHOBOTO 3ByKOBOT'O COTIPOBOKAEHU .

4. OdpopmaeHue oTueTa.

MeToanuecKkue yKa3aHUSI

Co3maHue MPoOCTOii aHMMAIIUY HA TIPUMepPe UT'PBI 3MeHKa

ITockoaIbKY OCHOBHOI KPUTEPU CO3TAHUA JaHHOTO IIPOTOTUIIA UTPHI
3TO IIPOCTOTA U HAZEKHOCTH, B KQUeCTBE OCHOBHON MOJEJY IJIA CO3a-
HUA UHTEPAKTUBHBIX 00'bEKTOB BLIOEPEM CTAHIAPTHYIO MOAEJE «cube»,
KoTopas mpezacTaBiser us cedsa 3D-ky0, (puc.5.1), Bce mHTepaKTUBHBIE
00 BbEKTHI OyAyT CO3AAHbBI Ha 0a3e STOU MOMAEJIU.

Jloruka urpsl mpegycMaTpUBaeT HECKOJIbKO NHTEPAKTUBHBIX 00BEK-
TOB, 3TO:

Puc. 5.1. Modenv «cube»
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1. TosroBa 3MeMKMU;

2. XBOCT 3MelKH’;

3. BopTuk;

4. Ena.

B nanHoit KoHIen UM, ['0JI0BY 3MeHIKY MOMKHO CUNTATD IIEPCOHAKEM,
MOCKOJIbKY OHA ABJIAETCS I'VIABHBIM JeiCTBYIOIIMM JWIOM HA UIPOBOI
cIleHe ¥ UMEeHHO TOJIOBOII YIIPaBJaAeT I0Jb30BaTEeb.

BopTtuk oTHOocUTCA K O00BEKTAM OKPY’KEeHHusA, K UTI'POBOI CIieHe, a
TaKsKe K MHTEePaKTUBHBIM 00beKTaM, C KOTOPLIM BO3MOXKHO B3aMO/IEH-
CTBOBATL.

TonoBa 3meiiku — Snake

Kax y:xe ymomuHasoch paHee, Snake codmaercs Ha 0ase Momaesu
«cube», B KauecTBe TEKCTYPhI OyIeT MCIIONb30BaAHA CTAHAAPTHASA OJHO-
IBETHAS TEKCTypa KeJaToro msera (puc.5.2).

Snake Bka0UaeT B ce6sa HACTPONKY HECKOJIBKIX YPOBHEMH:

1. Hacrpoiika anumaInuu;

2. Hacrpoiika 3ByKOBOT'O OIIOBEIIIEHNA OJIb30BATEIA.

3. HacTpoiika CKPUIITOB B3aMOIECTBU .

B KauecTBe aHUMAIINH, UCIIOJIB3YyeM IIPOCTOM Tpuém «Ping Pong», Ko-
TOPBIHN BBITIAAUT KaK yBeJIUUYEeHUE U YMeHbIeHuA 00beKTa. [ aToro
HUCIIOJIL3YEeM UHCTPYMEHT «Animation» (Project -> Create -> Animation),

Puc. 5.2. O6sexm «cube —- zonosa 3meilku
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@ Animation

Puc. 5.3. Cozdanue anumauuu «Scale»

Puc. 5.4. Hacmpoiika anumayuu o6sexkma «Snake»

B KOTOPOM Ha BPEMEHHOM IITKaJie 3alafuM U3MEeHEeHUs Pa3MePOB 00hEK-
Ta Snake (puc. 5.3). Co3gaHHyio aHMMAaIluio HasoBeM: «Scale».

B mone wHcmekTopa o6BeKTa Snake pobaBisieM IapaMeTpPhI
«Animator» u «Animation» (puc. 5.4).

7151 HaCTPOMKYM 3ByKOBOT'O OIIOBEIeHU A HEOOX0IMMO ITPOM3BECTU Ha-
CTPOIKY COOTBETCTBYIOIIET0 IIapaMeTpa NHCIIEKTOpa 00beKTa «Snake».

Jo6aBuM 3BYK, KOTODBIil OyJeT BOCIIPOUSBOAUTHCS C PAaBHOMEDHOI
TPOMKOCTBIO TIO BCell clieHe, Ipu moegaHuu '0J10BOM 3MeHKY elbl, U TIPU
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On Eat ()

Runtime Snly# [ | AudiaSaurce Play

| Snake (4 O]

On Board ()

Runtime Only# | | AudicSource.Play

| < Snake (1 O]

Puc. 5.5. Ilapamempsl. Hacmpoiiku 38yxo8, o6sexma «Snake»

cronkHOBeHuu. [[1s1 aToro HacTpoum napametrpsl: Component -> Audio
> Audio Source (puc. 5.5).

Onsa obwbekTa «Snake», ocrajach BBINIOJHUTH €Ille HECKOJBKO Ha-
CTPOEK, OCHOBHOII 13 KOTOPBIX OyIeT 9TO ITOAKJIOUeHre CKpuITa «Snake
Controller», KOTOpbIii Oy/IeT OIIMCAH JaJjee.

ITocyie Bcex 9TMX HACTPOEK MOKHO CKas3aTh, UTO HAIII MIEPCOHAK Ha-
CTPOEH U T'OTOB K MHTEPAKTUBHOMY B3aUMOAEHMCTBUIO C APYTUMU UTPO-
BBIMU 00'BEKTAMMU.

XBoct 3melikun — Bone

HaHHBIA O0BEKT MOSABJISETCS Ha UI'POBOI CII€HE, IOCJe MOoemaHusd
TepCoHAaKeM eIbl, U KOJUYECTBO XBOCTOB PABHO KOJUUYECTBY CHEIeH-
HOU ennl. [laHHBIN 00BEKT MPAKTUUYECKN He MMeeT HUKAKUX crernudu-
YeCKMX HACTPOEK, W IPEACTaBJsAeT cO00I CTaHAAPTHYIO MOJe b TUIIA
«cube», ¢ nobasieHHBIM TeroM «body» (puc. 5.6).

s mobaBieHUs Tera He0OXOMMO UCIIOJIb30BaTh NHCIEKTOD, T/e Ha-
xonuM tnioJie Tag > Add tag -> cozdaém mez «Body».

—

Puc. 5.6. O6sexm «Bone»
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© Inspector | =
¥ Bone [] static =
Tag | Bady +| Layer | Default =
¥ .~ Transform £,
Fosition X5 Y 0.5 Z-1.3
Rotation X0 Y0 Z 0
Scale x[1 vl lz11 |
¥ |2, Cube (Mesh Filter) £,
Mesh [l Cube | &
¥ i ¥ Box Collider @ %
| £ | Edit collider
Is Trigger L
Material [None (Physic Material) | &
Center
X0 [v[o 'zfo |
Size
X1 ¥l |z[1 |
¥ |l ¥ Mesh Renderer &,
# Lighting
b Materials
Dynamic Occluded [
o Snalke #,
» Shader | Standard -
[ Add Component ]

Puc. 5.7. Ilapamempybt 00sexma «Bone»

TexcTypy 00beKTa MCIIOJIb3YEeM CTAHIAPTHYIO OSHOIIBETHYIO 3aJIMB-
Ky 3eJieHHOrO 11BeTa (puc. 5.7).

Boprukx — Board

Board upencraBiasier co0O#l CTATUYHBIA OOBEKT OKDPYIKAIOIIEro
MUpa, U ONHOBPEMEHHO MHTEPAKTUBHBIN 00beKT. Co3maeTcs oH Ha 6ase
CTaHIAPTHOUN MoOAeu «cube».

O0BeKT He UMeeT crienn(uIecKux mapaMeTpoB, KpoMe Tera «Board»,
KOTOPBIH Ho6aBIAeTCA I0 aHaJaoruu ¢ XBoctoMm Bone (puc. 5.8).

R e

Puc. 5.8. O6sexm Bopmuk
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8 Inspector =
;' W [Cube (1) [ Static ~
Tag | Board | Layer | Default 3 |
¥ .~ Transform #,
Position X 92.8 ¥ 0 Z0
Rotation X0 Y0 Z|0
Scale ®1 ¥l Z 40
¥|: Cube (Mesh Filter) o,
Mesh W Cube o]
7 iy ¥ Box Collider @ %
Edit Collider
Is Trigger L)
Material None (Physic Material) o]
Center
X|0 Y0 Z|0
Size
®1 ¥l Z/1
¥ .. ¥ Mesh Renderer o,
= Lighting
 Materials
Dynamic Occluded [«
Wood L =
» Shader | Standard .
[ £dd Component ]

Puc. 5.9. IlapamempuL 06sekma Bopmuk

TekcTypa 00beKTa U3TOTABJINBAETCA, B BUe KOPUYHEBOI OTHOIIBET-
HOH 3aJIMBKHU, IapaMeTpPhl aHAJIOTUYHBI ITapaMeTpaM XBocTa (puc. 5.9)

Ena — Food

Food — mHTepaKTUBHBII 00'bEKT, CO3MaHHLII HA 0ase CTaHIAPTHOI
mogean «cube». OOBEKT ABIAETCSA YACTHIO UTPOBOr0 00HEKTA, TOCKOJIb-
Ky UT'POKY HEOOXOIMMO €CTh ey, II09TOMY OH CTAHOBUTCS IT€JIbI0 UTPO-
BoOro nporiecca. TekcTypa 06beKTa, IIpecTaBIAeT cO00i KPACHYIO OHO-
IIBETHYIO 3aJIUBKY.

O0BbeKT mMeeT BCEro ABe OCOOEHHOCTH: HaJuuue Tera «Food» u

HOAKJIIOUeHNe aHuManuu «Scale», II0 aHAJOTUU C 00BEKTOM «Snake»
(puc. 5.10).

47



© Inspector | ]

o Food ] Static «
Tag | Food 4| Layer | Default =
¥ .~ Transform #*,
Position X|15 ¥ (0.5 Z0
Rotation X0 Y0 Z0
Scale X1 W1 Z(1
¥ . Cube (Mesh Filter) #,
Mesh Wl Cube @
¥ iy ¥ Box Collider #*,
| £ | Edit Collider
Is Trigger -
Material None (Physic Material) @
Center
0 0 20
Size
x|l 1 Z|1
¥ | ¥ Mesh Renderer g %,
¥ Lighting
¥ Materials
Dynamic Occluded W
v » [ Animation [ %
Animation L Scale ]

¥ Animations
Play Automatically [ ]
Animate Physics -

Culling Type | Always Animate m
v 35 @ Animator [ %

Controller W Scale ]

Avatar None (Avatar) @

Apply Root Motion [

Update Made | Hormal m

Culling Mode | Always Animate m

Clip Count: O

Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Muscles:
71y O Generic: O PPtri 0
'/ Curves Count: 0 Constant: 0 (0.0%) Dense: O
(0.0%) Stream: O (0.0%)

Food 2,
> Shader | Standard -

Puc. 5.10. Ilapamempot 0o6sexma «Food»

3amanue husHIECKUX CBOMCTB ¢ momoirbio Rigidbody

3a mpujganue o0beKTaM (PU3MUYECKUX CBOWCTB OTBEYAeT BKJIATKA
Component -> Physics. B me#t moxxHo HatiTu nyHKT Rigidbody (TBepnoe
TEJI0), C TIOMOIIbI0 HEro AJIA JI00T0 00beKTa MOYKHO HACTPOUTH JAei-
CTBUE BUPTYAJBLHOU rpaBuUTanuu. Kpome Toro, B 9TOU JKe BKJAJKe Ha-
XOAATCSA HECKOJBKO APYTUX MOAU(MUKATOPOB OTBEUAOIIAX 34 HACTPOM-
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Ky (usmueckux cpoiicTB. Cpenm Hux psan momuduraropoB Collider.
Konnaiinep mosBosseT o6pabaTbIiBaTh CTOJKHOBEHNE 00 bEKTa C APYTUM
00'EeKTOM, HAIIPUMED, B UT'Pe IIePCOHAK He JOJIKeH MPOXOAUTL CKBO3b
CTeHY, a JOJI’KeH CTOJIKHYThCA C Hell.

3amaauM CBOMCTBA, HAIIpuMep, «['0JioBe 3MeMKM»: pasMecTuM 00b-
eKT B IIPOM3BOJILHOM MECTE€ Ha HEKOTOPOM BO3BBIIIEHUM HAJ IIOBEPX-
HOCTBIO Jaugmadra u HaxxmeMm Play. ['osioBa Tak u ocTaHeTCsl BUCETH
B YKa3aHHOM MeCTe.

Brifizem u3 pe:kuMa TPOUTPLIBAHUS CIIEHBI, BepHEMCA K €€ pe-
JakTupoBaHuio u mpuMeHuM K <«[onoBe» mogudpmrarop Rigidbody
(Component -> Physics -> Rigidbody). Tenepb B MHCIEKTOPE MOKHO M3~
MEHUTH HACTPOUKU mJaHHOTO Moauburaropa. [[asa Toro, 4To6bl HA 00b-
eKT ZelicTBOBaJia I'PABUTAIINA V HErO AOJI’KHA OBITh Macca. YCTaHOBUM
3HaueHue B mojie «Mass», HampuMep, paBHoe 15 (Ipu MUCIIOJIb30BaAHUU
MeTPUUECKO! CHUCTeMbl JaHHBIN ITOKas3aTeJ b U3MepseTcs B KUJIoTrpaM-
Max). HacTpouMm mamHble CBOMCTBA U AJIA APYTUX 00HEKTOB CIIEHbI.

3amycTuB ClieHy Ha BHITIOJIHeHNE, Ha0JI0gaeM 3a BIIOJIHE PeauCcTu-
HBIM najeHueM o0beKToB (puc. 5.11).

B ocHOBe B3auMomelicTBUsI 00 HEKTOB JIEXKUT UTPOBAS JIOTUKA, KOTO-
pasd Ajia faHHOM UI'PHI MOKeT ObITH OIIMCaHa CJIeAYIOITM 00pa3oM:

«3MeliKa», IBUKETCS MPEPHIBUCTO. XBOCT 3MEUM COCTOUT U3 OTAEJIb-
HBIX 00beKTOB. Korga 'ostoBa «3Meiiku» cobupaer eny, XBOCT CTAHOBUT-
cA IJHHee HA OOUH «CheJeHHBIN» 00bEeKT.

C kaxaIbIM ImepeMelrenreM (II1arom) ToJI0OBLI 3MeH, Ha e€ MecTe co3/a-
eTcs «KyCOUeK XBOCTa», a IMIOCJeIHUN «KycoueK» yransercs. Cosmaercs

M\
'Y
=]
.
|

Puc. 5.11. Ilonodxicenue uHmepaxKmusHuvlx 006eKmosé Ha uzposoil cyeHe
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Tabnuuya 5.1

Teru u ux onucanue

Ne Ter Onucanue
“Body” OOBEKT — XBOCT
“Food” O0BeKT — ena
“Board” O0BeKT — 3a60p

BIleUaTJIeHNE, UTO 3Mes moJiser. Ho Ha caMoM [eJie ImepeMeriaeTcs TOJIb-
KO I'0JI0OBa 3MeH, a 00'beKThI N3 KOTOPBIX COCTOUT XBOCT IIPOCTO CO3AAI0T-
cA B HYKHOM MECTe M OCTAIOTCSA HYKHOe BpeMs Ha UTPOBOM HAXOIATCS
00'BLEKTHI €5,

s BsamMomeiicTBUS KaKIOMy 00'eKTY IIPUCBOUM CBOII Ter (TabJI.
5.1).

IIpaBusia B3BamMoAeiCTBUS 00HEKTOB:

1. TomoBa 3MeliKku BcTpeuaeT o0BHEeKT ¢ TeroM «Food», HeoO6X0aMMO
yoaauTh 00BeKT ¢ TeroM «Food» m mob6aBuTh 00BEKT ¢ Terom «Body»
K XBOCTy 3meiiku. Bocupoussectu 3ByK: DM-CGS-11.

2. T'onoBa 3meliKu BcTpedaeT 00beKT c TeroM «Board» mnm «Body»,
3MeliKka yMupaeT, BociipousBectu 3ByK: DM-CGS-04.

Ons HanmucaHWA CKPUITA WCIOJB3yeM Cpeny paspaboTKuU:
MonoDevelop n sswik mporpammupoBanus C#. Cosmagum Script C#
(Project -> Create -> Script C#).

s yopaBiieHUA 00beKTOM HCIIONIb3yeM CTPEJIKU YKasaTean «<-» 1
«>»,

JlucTuHTr cKpuImra:
using UnityEngine;
using UnityEngine.Events;
using System.Collections.Generic;
using System.Collections;

public class SnakeController : MonoBehaviour

{

//XBOCTEH
public List<Transform> Tails;
[Range(0, 3)]

public float BonesDistance;

public GameObject BonePrefab;

//Co3maTh WKajly BHOOpPa CKOPOCTM B pPEeLNakTope
[Range (0, 4)]

public float Speed;
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private Transform _transform;

//CobHTHS

// 3Melika ecT

public UnityEvent OnEat;

// 3Me}Ka CTONKHYJach C OOpPTOM
public UnityEvent OnBoard;

// 3MeliKa CTOJIKHYJIaCh C TEeJIOM
public UnityEvent OnBody;

private void Start()
{

_transform = GetComponent<Transform>();

//BH3EBaETCST KaXIbM KaIp
private void Update()
{
// IBUXEHVE
//Texymas MO3UIMS + BEeKTOP HOPMalM30BaHHHIM OIMHE * CKOPOCTH
MoveSnake(_transform.position + _transform.forward * Speed);
// TloBOPOT
//PearupyeT Ha KJIaBUIIM <- U -> BO3Bpamas -1
float angel = Input.GetAxis(“Horizontal”) *
_transform.Rotate(0, angel, 0);

01
4;

private void MoveSnake(Vector3 newPosition)
{
float sgrDistance = BonesDistance * BonesDistance;

Vector3 previosPosition = _transform.position;
//Tlpenunymass KOCTb BTO TI'OJIOBa
//Transform previosBone = _transform;

//TlepebepaeM Bce KOCTM B MaccuBe Tails
foreach (var bone in Tails)
{
//CpaBHMBaEM KBaIpaTHYW OVCTaHIINIO
if ((bone.position - previosPosition).sqgrMagnitude > sgrDistance)

{
var temp = bone.position;
bone.position = previosPosition;
previosPosition = temp;
//MeHsIeM TIO3UIINID KOCTN
//bone.position = previosPosition;
}
else
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{
break;
}
}
_transform.position = newPosition;

}

private void OnCollisionEnter(Collision collision)
{
//CTONKHYIUCE C ObbekToM, Ter Food
if (collision.gameObject.tag == “Food”)
{
//VnanseM OOBLeKT C KOTOPHM CTOJIKHYJIUCH
Destroy(collision.gameObject);
//Co3naéM BJeMeHT XBOCTa
var bone = Instantiate(BonePrefab);
//IobaBnsieM B MaCCUB
Tails.Add(bone.transform);

//3MeViKa Cchejla ¥ KTO TO CIyllaeT COOHTUS
if (OnEat != null)
{

OnEat.Invoke();

}
}
//CTONKHYNINCE C OOBEeKTOM, Ter Board
if (collision.gameObject.tag == “Board”)
{

//VnanseM OOBLEeKT C KOTOPHM CTOJIKHYJIUCH
//Destroy(collision.gameObject);
//Co3maéM 3JeMeHT XBOCTa

//var bone = Instantiate(BonePrefab);
//IobaBisieM B MacCuUB
//Tails.Add(bone.transform);

//3MeriKa CTOJKHYJIaCh C OOPTOM M KTO TO CJIylNlaeT COOHTUS
if (OnBoard != null)
{
OnBoard.Invoke();
}
}

//CTONKHYIUCH C OOBLeKToM, Ter Body

if (collision.gameObject.tag == “Body”)

{
//YnanseM OOBLeKT C KOTOPHM CTOJIKHYJIUChH
//Destroy(collision.gameObject);
//Co3maéM 3IeMeHT XBOCTa
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//var bone = Instantiate(BonePrefab);

//0obaBnsieM B MacCuUB

//Tails.Add(bone.transform);

//3MeViKa CTOJIKHYJach C TeJloM ¥ KTO TO CIyllaeT COOHTHS

if (OnBody != null)
{
OnBody.Invoke();

Cosmaune (poHOBOI MY3BIKH

JIJ1s1 TIOJTHOT'O TIOTPY KEHU S TI0JIb-
30BaTeJIA B UTPOBOM MUP, HEOOXOI1-
MO CO3[JaTh MY3bIKAJbHOE COIIPOBO-
JKJIeHTE UT'POBOr0 IIpoIIecca.

B KauecTBe 3BYKOBOTO COIIPO-
BOXKJEHUS BbIOEpPEM CayHATPEK:
Music Dance006(Mach058).

s opraHusamuu (HOHOBOTO
3BYKa 3aJaJuM WHCTOYHUK 3BYKa.
WM mosxeT OBITH JIIOOOM OOBEKT
C [OpPpUMEHEHHBIM KOMIIOHEHTOM
«Audio Source» (Component ->
Audio > Audio Source). B nuacniex-
TOpe HacTPamBaeTCa KOMIIO3SUIIUS,
KoTopasd OyzeT 3BydaTh (B HaIlleM
cayuae Dance006 (Mach058)).
IIpenBapuTeIbHO MY3BIKAJIBHBIHN
daiti  HeOOXOAMMO  IIOMECTUTH
B ITAIIKY ¢ TpoeKToM (puc. 5.12).

s Toro, 4ToOBI COejaTh BbI-
OpaHHBIII OOBEKT CJyIIaTeJeM,
Heo0X0oAUMO N00aBUTH KOMIIOHEHT
«Audio Listener» (Component ->
Audio > Audio Listener). First
Person Controller mo ymoadaHuIo
ABJAETCA CIyIIaTeJeM U IIpUMe-
HATH 9TU AeHCTBUA K HEMY He HaJo.
HobaBuM cayHATpPEK Ha TJIABHYIO
Kamepy (puc. 5.12).

© Inspector |

-
(20|« Audio Listener I =
v ] ¥ Audio Source &,

AudioClip “ Music Dance006(Mach0! @
Qutput None (Audio Mixer Group) @
Mute .|
Bypass Effects -

Bypass Listener Effe [ |
Bypass Reverb Zone[ |

Play On Awake 4
Loop [
Priority e | 128
High Laow
Volume —) |1
Pitch —— 1
Stereo Pan
Left Right
Spatial Blend ((r—— | (]

Reverb Zone Mix

¥ 3D Sound Settings

Doppler Level e — 1

Spread (r———
Volume Rolloff | Logarithmic Ralloff t ]
Min Distance 1

Max Distance 500

1.0,

. & &

400 500
[ Reverb

100 200
M Volume B Spatial M Spread

[ Add Component ]

Puc. 5.12. Ilapamempot
socnpou3eedeHus MYy3vlKu
Ha 2/1a6HOIL U2POBOIL Kamepe
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KoHnTpoasHbIE BOIIPOCHI

1. Pacckakure Ipollecce CO3maHUS MOIIATOBOM aHUMAIUU
B Unity3D?

2. C mIoMoIIbi0 KaKUX HACTPOEK MOXKHO BKJIIOUUTDL IIPOUTPHIBAHUE
aHUMAIIUU C CAMOT'0 HavuaJia CIeHbI?

3. Kaxoii mogmduraTop OTBeUaeT 3a NpPUMEHEHNe TIpPaBUTAI[UU
K 00beKTy?

4. Kaxkoii mogu(uKaTop OTBEYAET 3a TBEPHOCTL W HEBO3MOKHOCTD
IPOUTYU CKBO3b

00'BEKT?

5. PacckaskuTe o mporiecce co3aHus (DOHOBOTO 3BYKOBOT'O COIIPOBO-
KICHUA?
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JlabopaTopHas padora Ne 6
O3HAKOMJIEHHUE C ®YHKIITMOHAJBHBIMHA
BO3MOKHOCTSAMU YITPABJIEHUSA XAPAKTEPUCTUKAMHU
KAMEPHI

ITens pa6oThI: U3yUeHNEe PYHKIIMOHAJIBbHBIX BOSMOKHOCTEH yIIpaB-
JIEHIA XapaKTepUCTHUKAMU KaMepbl, IPeNOCTABJIEHHLIMH MaKeTOM
Unity3D, a Tak’Ke UCCJIeIOBaHUE BOBMOYKHOCTEH NX IPUMEHEeHUA Ha Te-
CTOBOI MOJEJIN.

ITopsaaox BeINIOTHEHUST PA0OTHI

1. O3HAKOMUTHCSA C comep:KaHmeM pasfesa «TeopeTuuecKue cBene-
HUS».

2. UsyunTrsb GyHKIIMOHAJIbHEIE BOSMOKHOCTH YIIPABJIEHUS XapaKTe-
PUCTHMKAaMU KaMepbl, IpefocTaBJIeHHbIe nakeToM Unity3D.

3. Co3maTh IPOCTEHIIYIO TeCTOBYIO citeHy B Unity3D.

4. UccoenoBaTh onncaHHbIe CBOMICTBA KaMephl Ha TECTOBOM MO/IEJIN.

5. ChopMmyaupoBaTh BEIBOIEI.

6. OhopMUTH OTUET.

PexoMeHIAIIMHU 110 COAEPSKAHUIO TECTOBOI CII€HBI:

1. Craupaprusliii Terrain.

2. 'nobansuoe ocBetrierue (Directional light).

3. First Person Controller.

4. CranmapTHbIe IPUMUTHUBEI UJIU IIPOCTHIE MOJEJIN.

5. Bosee 1Byx Kamep.

MeToanuecKkue yKa3aHUSI

TeopeTnyecKkue cBefeHUS — KOOPAUHATHOE MIPOCTPAHCTBO KaMephl,
BHYTPEHHee ITPOCTPAHCTBO IUPAMULLI, TI0JIe 3peHud, Oydep IIyOuHbI,
BUABI IIPOEIMPOBAHU, PACCMOTPEHEI B [2].

Bupryaasnas kamepa B Unity 3D

Kameps! ncnosib3yooTes g 0TOOPaKeHUs 0JIb30BaATEJI0 UTPOBOTO
mupa. [losToMy B KaKIoOl CIieHe IPUCYTCTBYeT MUHUMYM OJHA KaMe-
pa, UX KOJIWYecTBO He orpaHmueHo. HeckoIbKo KaMep MOYKET MCIIOJIb-
30BaTbCA [IJIA pPasfesieHusA 9KpaHa IJiA JBYX UTDOKOB, CO3JAHUSA CIIEIl-
addexroB. MaHUNyIUpPYysT KamMepaMu, MOKHO IPUAATH UTPE WU IPU-
JIOJKEHUI0 YHUKAJIbHBIN BUJ, 3HAUUTEJIbHO HOBHICUTEH PEAJINCTUYHOCTD
mpoeKToB. MI300paskeHnA ¢ KaMephbl MOT'Y T BU3YaJIN3UPOBATHCA B JI1000i1
IIOCJIEJOBATEJIFHOCTH B JIIOOOM MeCTe 9KpaHa MJIM TOJHKO B YKa3aHHBIX
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JacTdAaX 9KpaHa. Taxum 06p3_30M, KaMepa ABJIdeTCA JOCTaTOYHO TuOKUM

o0BeKToM [2].

ITaker Unity3D npegocTaBisgeT paspaboTUNKY OOIIMPHBIE BOZMOK-
HOCTH YIpAaBJEHUsS XapaKTePUCTUKaMU KaMephl. PaccMOTpUM HEKOTO-
pbule cBolicTBa Kamepsl B TabJ. 6.1.

Tabnuua 6.1
CgoiicTBa kameps! B naxkere Unity3D

CaoiicTBO

DyHKIUA

Clear Flags

OmpepensieT, KaKkue YacTH d9KpaHa OyAyT OUUIIeHbI. ITO
yI0OHO IPU UCIIOJIB30BAHUY HECKOJIBKUX KaMep [IJIA OT-
PHUCOBKU Pa3HBIX 3JIEMEHTOB UT'DHI.

Background

IIBeT, npuMeHAeMbIl J1d (DOHA IIOCJIE OTPUCOBKY BCEX
3JIEMEHTOB, B CJIy4Yae OTCYTCTBUA CKaliboKkca.

Culling Mask

BrJroueHue iy UCKJIIOUEHUE CJI0EB 00BEKTOB Ha PEHAED
aToii Kamepoii. HazHaueHue c106B 06beKTaM ITPOU3BOIUT-
ca uepes Inspector.

Projection

ITepexJirouaeT CII0COOHOCTH KaAMEPbI CUMYJIUPOBATH IIeP-
CIIEKTUBY.

Perspective

Kamepa OyzeTr prcoBaTh 00'beKTHI B II€PCIIEKTUBE.

Orthographic

Kamepa Oyzer peHAepUTh 00EKTHI efNHO00pas3Ho, 6e3
OIIYIIeHU A

nepcreKkTussl. [Ipumeuanue: Deferred peHAepUHT He TOM-
Iep;KUBaeTCsI B

ITaHHOM pekuMe. Forward peHIepuHT BCeTa UCIOIb3Y-
ercs.

Size

Pasmep 30HBI BUAUMOCTY KaMephl AJIs OpTorpaduuecKoro
peskumMma.

Field of view

g peskuMa IepCIeKTUBEI — IITUPUHA yTJIa 0630pa Kame-
PbI, U3MepsAeTcs B IPaAycax Mo JOKaJbHOM ocu Y.

Clipping Planes

OTceKannme IIJIOCKOCTU — ONUCTaHIIUA, HA ROTOpOfI KamMme-
Pa HaUMHaET U 3aKaH4YuBaeT PEHOEePUHT.

Near

Bawmskatimas Touka OTHOCUTEIBHO KaMephl, KOTOpast
OyIeT pUcoOBaThCA.

Far

JanbHAA TOUKA OTHOCUTEJIBHO KaMephl, KOTopas 0y eT
pucoBaThCH.

Normalized View
Port Rect

Yersipe 3HAUEHUS, OTPAKAOIINE TO, B KAKOH 001aCTH
aKpaHa 0ygeT BbIBeJeHO n300paskeHre ¢ JaHHOH KaMephl,
B 9KpaHHBIX KoopauHaTtax (ot 0 mo 1).

X

HauanpHas mosuius 06J1acTy 10 TOPU30HTAIN BUAA Ka-
MepbI, KOTOPBIN Oy1eT PUCOBATHCS
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OxoHyaHnue maobn. 6.1

CaoiicTBO DyHKIUS
y HauanbHaa mosuusa 061acT IO BEPTUKAH, TAe BUL
KaMepsI OyZeT pUCOBaTHCA.
W (Width) [TupuHa Buga KamMepsl Ha 9KPaHe.
H (Height) BricoTa Buja KaMepsl Ha 9KpaHe.
ITosumus kamMepsl B 0OUepeau OTPHUCOBKHU. Kamephl
Depth ¢ 60JIBIIIM 3HAUEHUEM OyyT HapHCOBaHBI IIOBEPX KaMep
C MEHBIIINM 3HAUEHUEM.
Rendering Path Onmnuu AJia onpesieIeHUA METOIOB PeHAEPUHTA 11 KaMe-
PBI.
Use Player Kawmepa ucnonb3yeT MeTo] peHJepruHTa, yCTaHOBJIECHHBIHN
Settings B Player Settings.
. Bce 00beKThI, puCyIOI[Hecs 9TOM KaMepoil, OyayT peHe-
Vertex Lit .
purbes kak VertexLit-0O0beKTHI.
Forward Bce 00beKTHI 6yAyT PEHAEPUTHCS C OTHUM IIPOXOJOM Ha
MaTepuas.
Deferred Bce 00 beKTBI Oy Iy T peHI[epI/IT"LCH cHauaJja 6e3 ocBerre-
Lighting HUA, a 3aTeM OyeT IPOU3BEeIEH PEHIED OCBEIIeHUA I

BCceX 00'BEKTOB PA30M, B KOHIIE OUeper PeHJePUHTA.

Target Texture

Ccrinika Ha Render Texture, KoTopas OyAeT comepsKaThb pe-
3yJbTaT peHAepuHra KaMmepbl. HagHaueHMe 9TOM CCHIIKYU
OTKJIIOUAET CIIOCOOHOCTh KaMephl PeH/IEPUTH Ha 9KPaH.

HDR

Brurouenue Texnonorun High Dynamic Range.

Target Display

Which external device to render to. Between 1 and 8.

ITocse 03HaKOMJIEHU S C OCHOBHBIMU CBOMCTBAMU KaMePhI IPUCTY A~
€M K BBINOJIHEHUIO JIabopaTOPHOII paboThI. [ JOCTUKEHUS LIeJN Jia-
6opaTopHOM PaboThI HEOOXOAMMO CO3AATH JOIIOJHUTEJIbHO KaMephbl Ha
UTPOBOIA crieHe (puc. 6.1).

ITocnme mob6aBieHMA KaMephl B IPOEKT O3HAKOMUMCH C OCHOBHBIMU
HacTpolikaMu Ha BKJagke Inspector. Ilpu nmomoutu Background mo-
HO yIPaBJIATH HH(POPMAIHeEll 0 I[BeTe U INIyOuHe BUja PeH/iepa KaMephl

(puc. 6.2).

Culling Mask ncmonb3yeTcs IJis BLIOOPOUHOM BU3yaIu3auu 00beK-
TOB C UCIIOJIb30BaHMEM cJoeB (pruc. 6.3).

Viewport Rect onipefiesisieT 4acTU d9KpaHa, Ha KOTOPOU OyAeT OTPUCO-
BaHO M300paskeHue ¢ Kamepsl (puc. 6.4, 6.5).

ITocie 3aBepIlleHMsS OCHOBHBIX HACTPOEK 3AIyCTUM PEKUM WIPBHL.
B uTore monyuaem momo6Hoe paszesienue sKpaHa (puc. 6.6).
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Puc. 6.1. [Jobasaenue kamepvl 6 npoexm

® Inspector

M [Camera | []static «
Tag | Untagged | Layer | Default t
b .~  Transform g &,
v M camera @ %
Clear Flags | Salid Calar ™
Backoround —
m l Everything .
Projection l Perspective k ]
Field of View
Clipping Planes Near 0.3 |
Far 1000 |
Viewport Rect [0 Yo
W1 H1
Depth 0 |
Rendering Path l Use Player Settings % ]
Target Texture 'None (Render Texture) | o
Occlusion Culling =)
HDR m
Target Display | Display 1 Al
w MFlare Layer o,
L/ M GuI Layer o,
€)M Audio Listener *,

Puc.6.2. Hamenenue ungopmayuu o 2iybure u ygeme pendepa Kamepul



@ECms Cstic ~
Tag M Layer M

Nothing
Everything
Default
TransparentFX
Ignore Raycast
Water

Puc. 6.3. Hamenenue cioes 6Uu3yaniu3ayuu

"6 mnspector [

[Istatic +

.T‘! |Untagged  ¢|layer [Defaul ¢

Puc. 6.4. Pacnoaodxcenue KkamepvL HA IKPAHE
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e Inspector
v [ [FirstPersonCharacter | []Static +
Tag | MainCamera 4| Layer | Default 4]
Prefab | Select | Revert | Apply ]
» .~ Transform [+
v¢& M camera [ %
Clear Flags | Skybox &
packorount S
Culling Mask Ewerything &
Projection | Perspective t]
Field of view 60
Clipping Flanes Near \0.3
Far 1000
Viewport Rect ® 0 v [0 ]
w1 'H 0.5 |
Depth [ ]
Rendering Path | Use Player Settings L]
Target Texture |None (Render Texture) | a
Occlusion Culling )
HDR. O
Target Display | Display 1 L]
@ M Audio Listener @l
[ Add Component ]

Puc. 6.5. Pacnoaoxenue kamepovL Ha IKpPaAHe

Puc. 6.6. 'omosas cueHa ¢ 60AbULUHCMBOM USMEHEHUIL

Pexxum HDR (High Dynamic Range) MOXHO IPUMEHUTH IJIA IIOJIY-
yeHuA 3(pdeKTa yaydIieHHOTo n300parkenusa peraepa (puc. 6.7).
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© Inspector

[ [camera | Clstatic «
Tag | Untagged i | Layer | Default gl
¥ .~ Transform #*,
¥ @& M camera g %,
Clear Flags | Solid Calor —
packaraund —
Culling Mask | Default, TransparentFi, Ignore Rayeast & |
Projection | Perspective L]
Field of View 60 |
Clipping Planes Near 0.3
Far 7000
Viewport Rect ® 0 v 0.5 ]
w1 |H[0.5 |
Depth (1 I
Rendering Path | Use Flayer Settings t]
Target Texture |None (Render Texture) | [c]
Occlusion Culling M
HDR i)

HDR and MultisampleAntiAliasing (in Forward Rendering Path) is not
& supported. This camera will render without HDR buffers, Disable Antialiasing
in the Quality settings if you want to use HDR.

Target Display | Display 1 ™

w MFlare Layer £,

QEGUI Layer o

°iAudin Listener o+
[ Add Component ]

Puc. 6.7. Bkatouenue HDR pexcuma

Tax:xe MOKHO 106aBUTH elrje 1 KamMepy U CAeJIaTh pasaeieHre KaMep
Ha 6oJIbITiee KoanuecTBo (puc. 6.8).

0y el -1 M St <1
et

Puc. 6.8 Dunanvhuiii pendep
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KoHnTpoasHbIE BOIIPOCHI

1. CKOJIBbKO MJIOCKOCTEM OTCeUeHHUs NUCIIOJIb3YeTCs AJIsI OIpeIeIeHI s
BUIUMOTO IpocTpaHcTBa 3D CIieHbI?

2. Kak peryaupyeTcs 06/1aCTh BUAUMOTO ITPOCTPAHCTBA KaMephbI?

3. CKOJIbKO KaMep MOJYKeT ObITh yCTaHOBJIEHO B 3D ciieHe?

4. Kakue peaJuCTUYHbIe BU3yaJbHble 9()(EKTHI MOKHO IPUBA3aTh
K Kamepe?

5. Kak HacTpoUTh HECKOJIBKO KaMep TakK, YTOObI ObIIa BOBMOXKHOCTH
HCIIOJIB30BaTh JIO0YIO U3 HUX KAK OCHOBHYIO?

6. HaszoBuTe crioco0bl aHMMAIUN KaMephI?

7. Bo3MOKHO 1 yIIpaBJIeHTEe KaMePOU ¢ TPUMeHeHueM (PU3NUEeCKUX
3aKOHOB?

8. Korma npumMeHseTcss BKJIIOUEHNE OPTOrpa(puUecKkoro pesxuma Ka-
MepbI?
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JlabopaTopHas padora Ne 7
N3YUYEHUE MEXAHHU3MA
YPOBHEMN JETAJIU3AITNN

Ilens paGorTsr: msyuenue ypoBHel netanusanuu (LOD) o0beKTOB
B MHTEPaKTUBHOM TPEXMepPHOIi CIleHe, peasusalusa crarudeckoro LOD
B Unity3D n anaius ero BJANAHUA HA IapaMeTPhI PeHAEPUHTA.

Heob6xogumble HHPOPMAIMOHHBIE, IPOrpaMMHBLIE M alllapaTHBIE
cpeacTBa:

1. Unity 3D, akTyaysbHO B 1106011 Bepcuu crapire 2018 r.

ITopsaaok BeITIOTHEHUST PA0OTHI

1. OsHaKoOMHUTBLCS ¢ colep:kanueM pasfeaa «TeopeTmuecKue cseje-
HUS».

2. NsyunTs cmocoObl MOAKJIIOUEHUA ypoBHeH meranusarnuu (LOD)
06wexToB B Unity3D.

3. Co3aTh IPOCTEHNIITYIO TeCTOBYIO ciieHy B Unity3D.

4. IloaroToBUTH 3aJaHHOE IIPEIoAaBaTeieM KoanuuecTBo 3D mMoneseit
00'BEKTOB C PasJNUYHBLIM YPOBHEM JeTaiusainuu B ¢opmame .fbx, uc-
nosb3ysa 3D pemaxkTop.

5. UmnopTupoBaTh noAarorosiaeHHble 3D Mmozenu B Unity3D u Ha ux
OCHOBe co3JaTh AucKpeTHbIH LOD.

6. IIpoaHanu3mpoBaTh JAaHHBIE CTATUCTUKHU AJIA co3maHHOU 3D ciie-
HBI U CJIeJIaTh BHIBOMEI.

7. OpopMuUThH OTUET.

PexoMeHIZAIIUH IO COEPKAHNIO TECTOBOM CI[€HBI:

1. Craggaptasbiit Terrain, nau aaugmadT, pa3pad0TaHHBIN B ITPEIbI-
nyImei JabopaTopHoii padoTe.

2. First Person Controller.

3. Directional Light.

4. KonuuecTBO ypoBHeH Aeranaudanuu o6beKkToB (LOD) ot 2 no 4.

5. Hucro moJIUTOHOB AJIs MOAe I HyieBoro ypoBHsA (LOD 0) He HOTK-
HO OBITH MeHee (N mo KypHay nmpenoxasaresia) “100.

MeTonunueckue yKa3aHU

TeopeTuueckue cBeeHUA — cTaTUYecKue u guHamuyeckue LOD, aj-
TOPUTMBI IMCKPETHOI0, HeIIPepPhIBHOrO U Bugo3aBucuMoro LOD, 6opbba
¢ a(ppeKTOM «IIepenpHITUBAHUA», PACCMOTPEHEI B [2].
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Peanusamusa mexaausma LOD B Unity3D

Unity3D wmMeeT BCTPOEHHBINI MeEXaHW3M YPOBHEN [qeTajusaliui,
IpecTaBIAAIONINN co00M NTUCKpeTHRIN cTaTnueckuii LOD, ocCHOBaHHBI
HA MeTPUKE PACCTOSHUS, 3aJaHHOIO B IPOIEHTHOM COOTHOIIeHUH. [[s
WCIIOJIb30BAHUA STOTO MEeXaHU3Ma B CIIeHY M00aBJIAIOTCS CIIeIlnaIbHbIe
00beKTHI, T. H. LOD Group, K KOTOPHIM JaJjiee MPUCOEANHAIOTCA IIPe-
cTaBJIeHUA 00'bEKTA /IS Pa3HBIX YPOBHeH neranusanuu. [lobaButs LOD
Group mosxHO uepes meHio Component — Rendering. B HacTpoiikax LOD
IPYINOBl BBICTABJIAITCA (DUKCUPOBAHHBIE 3HAUYEHUS % OT 9KPAHHON
TJIOMIAIN, TP KOTOPBIX ITPOMCXOAUT MEePeKJII0UeHe ¢ OSHOI0 YPOBHS
Ha IPYyTOM.

Hasa uccnemoBauuit yukiuit LOD co3maauM JOTIOJTHUTEIbHBIA 00b-
eKT Ha cueHe (puc. 7.1), (GameObject — Create Empty nnu Ctri+Shift+N),
K KoTopoMmy u Oyzetr npuBasana LOD Group. B nanbHelmeM, 4ToObI 13-
Oesxarh myTaHuisl, oobexkTaMm LOD Group pekoMeHIyeTCs JaBaTh 3By Y-
HbIe UMeHa, Harrpumep «LOD».

Cosgagum LOD Group. (puc. 7.2).

K rpynme LOD HOBble YPOBHU HO0ABJIAIOTCA uUepe3 KOHTEKCTHOE
meH1o (Insert Before), BbI3bIBae€MOe IIPH IIeTUYKE ITPABOM KHOIKHU II0 T10-
Joce, oToOpaskarolieil ypoBHU AeTanaudanuu. s Toro 4yToObl yIaauThb
YPOBEeHbD AeTaam3aluy HCHoJb3yeTca NYHKT Delete. [JobaBUM HOBBIE
ypoBuu LOD (puc. 7.3).

Puc. 7.1. Hosvlil 06BeKm Ha cueHe
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Puc. 7.3. [lobasieHue HOBbLX YpOBHelL

ITpuBs:keM Hy:XKHbIe 00BEKTHI K YPOBHAM meTanusanuu (puc. 7.4—
7.8).

ITociie 3aBepiienus paboOTHI IIepeiiieM B PeKUM UIPbl U IPOBEPUM
paborocmocobHOCTh mobaBiaeHHbIX LOD ypoBHeit (puc. 7.9).
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© Inspector & Profiler

Sk © Inspector | (3 Profiler: o=
# Lob | Ostatic ~  Lob | Clstatic -
Ty (Hntgged ¢| Layer [Default i sy + | Layer [Defaulc =
Model | Select | Revert [ Open | Model | == I Revert I Open ]
¥~ Transform L. ¥~ Transform 2
Position X[1541.68 | ¥ 22.942 2[1737.62 i x[1541.68 | ¥[22.942 | 2[1737.62 |
Rotation x/0 |¥/-103.6991 z[0 ] Rotation x0 |¥[-103.6991 |20 ]
scale X1 Y[z 1z1 \ Scale X1 [T |21 |
o) @
+® g :: » > ] Animation @ #
¥ o4 LoD Group e ¥ &4 VLoD Group @
Fade Mode [ tene L Fade Mode [Hone :
LOD 3 LOD 4
e i . R
LODBias of 2.00 active T e 6 T i
ias of 2.00 active
Renderers: o
EE - =
-] i
Recalculate: Bounds Lightmap Scale
ecalculate [ I J Recalculate: [__eounds _|[___ Lightmap Scale |
Add Component
[ ] [ Add Component ]

Puc. 74. Ilpusaska 06sexmos

Puc. 7.5. I[Ipussaska 06sexkmos

Kk 0 yposnio K 1 yposHio

© Inspector Profiler =

™ [Lop | [Jstatic «

Tag | Untagged + | Layer | Default 4+

Model | Select | Revert | Open |

¥ .~ Transform ##,

Position X1541.68 Y 22942  2[1737.62

Rotation X0 1¥-103.6991 Z[0 ]

Scale x[1 ] [1 ]z[1 ]
» ] Animation
¥ &# ¥ LoD Group

Fade Mode | Mone

LODBias of 2.00 active

Renderers:

LoD 3

LoD 4
15% 8%

‘ Add

Recalculate: [

Bounds

[ Lightmap Scale

Add Component ]
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@ Inspector

™ [Lob | Cstatic v

© Inspector

LODBias of 2.00 active
Renderers:

Recalculate: [ Bounds |

Add

Lightmap Scale |

[43) M [Lop | Llstatic =
Tag [ Untagged 4| Layer [Default ™ Tag | Untagged # | Layer | Default sl
Model Select | Revert [ Qpen Model Select [ Revert | Open
¥ .~ Transform [ =, ¥ .~ Transform *,
Position xmv_z_ Position %[1541.68  v[22.842 2173762 |
Rotation ‘-'W‘z’—| Rotation xo  v[-1036991 z0 |
Scale x\l [y [1 ]2[1 Scale X1 ][ ]z[1 ]
» > [] Animati a&. » > [l Animation @ =
¥ o# ¥ LOD Group 0 % ¥ @# M LOD Group o %
Fade Mode | Nene i) Fade Mode [ Hone —

LoD 2 LoD 2

26%  15%

LODBias of 2,00 active
Renderers:

‘ Add

Recalculate: [ Bounds [ Lightmap Scale |

[ Add Component ]

Puc. 7.7. IIpusasra 00sexmos
K 3 yposHio

[ Add Component ]

Puc. 7.8. IIpussaska 06sexmos
K 4 yposrio

Puc. 7.9. Cpasrernue yposreil demaausayuu

KoHTpoJBHBIE BOIIPOCHI

1. 9Yro Traxkoe LOD?

2. IlepeuncanTe U3BECTHBIE BAM METO/bl YCKOPEHUS IIPOIECCa BU3Y-

aIu3anuy THTePaKTUBHON 3D-cieHbI?

3. Yro mponcxoauT ¢ 00beKToM, ecau ypoBeHb LOD = Culled?
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4. Ha KaKue rpymnnsl geasarcs aaroputmel LOD?

5. Ilepeunciaure mMmewIlnuecsa Kjaaccupuramuu LOD aaropuTMoB,
€CJIV OHU CYIIIEeCTBYIOT.

6. HaszoBuTe 1 HegocTaTKu cratuvecKkux LOD-aJIropuTMOB.

7. HasoBuTe mpemMmyIllecTBa M HeJOCTATKU AuHamMuueckux LOD-
aJITOPUTMOB

8. HazoButre mpeumyIecTBa U HeJOCTAaTKU BumosaBucumoro LOD-
aJropuTMa.
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JlabopaTopHas padora Ne 8
O3HAKOMJIEHHUE C ®YHKITUOHAJBHBIMU
BO3MOKHOCTAMU YIITPABJEHUA
IIAPAMUIOM BUTUMOCTH

ITens pa6oThI: U3yUeHNEe PYHKIIMOHAJIBbHBIX BOSMOKHOCTEH yIIpaB-
JeHmA nupamMunod supumoctu B Unity3D, uccienoBaHUe BO3MOXKHO-
crett pyarnuu Occlusion Culling Ha T€CTOBOI MOZEJIN.

ITopsAIOK BHIMOJHEHUS PAOOTHI

1. O3HAKOMUTBLCS C cofep:KaHueM pasmeina «TeopeTmuecKue cBene-
HUA>.

2. syuuTh PyHKIIMOHAJIbHBIE BOBMOKHOCTU YIIPABJICHUS TUPAMU-
IOl BUAUMOCTH, IpenocTaBienusle Unity3D.

3. B Unity3D co3nmaTh TECTOBYIO CIIEHY.

4. UccaenoBaTh BosMoxkHOCTU pyHKITUN OcclusionCulling ma Tecto-
BOIi CcIleHe.

5. IIpemocTaBuUTh pe3yabTaThl IPOBEPKY CTeHEPUPOBAHHON OKKJIIO-
3Un:

a. OkHo craructuku (o u mocjae npuMmernenusa OcclusionCulling);

b. CKpuHIIIOTHI 9KpaHa B pe:xume Visualize (10 u mocjie IpuMeHeHU s
OcclusionCulling);

6. CmesaTh BEIBOJBI O IIPOEIAHHOI paboTe.

7. OhopMUTE OTUET.

Puc. 8.1. IIpumep pacnonoxerus 06seKmo8 cyeHbl
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PexomeHanuu Mo cogepsKaHUuI0 TECTOBOI CIIEHBI:

TecToBas clieHa AOJKHA COEPIKATh:

— Craupaprabiii Terrain;

— I'mo6ansuoe ocBelrierue (Directional light);

— First Person Controller;

— CrangapTHble IPUMUTHUBEIL: KY6 (n*n*n) ~ 20 mrT., Ky6 (5n*n*n) ~ 20
mIT., Ky0 (n*5n*n) ~ 20 mIT., Ky6 (n*n*5n) ~ 20 mT., Ky6 (n*n*n) ~ 10 .

CrangapTHble IPUMUTHUBBI JOJIXKHBI OBITH PAacCTaBJIEHBI B CJIydaii-
HOM TIOpAJKe, HaIIpuMep, TaK, KaK IToKasaHo Ha puc. 8.1.

TeopeTnyecKue cCBeIeHUA — NCIIOJH30BaHUE COBPEMEHHBIX MEXaHM3-
MOB YyIIPaBJIEHUS KOJUYECTBOM OOHLEKTOB CIIEHBI, MOMAJAIOIINX B IIU-
pamuny Bugumoctu — OcclusionCulling (YaaseHue CKPBITBIX YacTel) u
PVS (PotentiallyVisibleSet — moTeHIIMAJIbHO BUAUMBIA HA0OP), PACCMO-
TpeHHI B [2].

MeTonuueckue yKa3aHUsI

Hacrpoiika OcclusionCulling

s ncnonb3oBauusd Occlusion Culling 1eo6X0a1MMO BBITIOJTHUTD PAI
HACTPOEK.

IlepBhIii sTan — pasbueHre BCeli reOMeTPUHU CIeHbI Ha YacTU PasdyM-
HOTO pasMmepa. Takike BaKHO pasOUTHh YPOBHU Ha HeOGOJBIITNE, YETKO
oIpeesieHHbIe 00JIaCTH, KOTOPbIe 3aKPBIThI APYTUMU KPYIHLIMU 00b-
eKTaMu (3aHUs, CTEHBI U T. I1.) BUANMOCTD KasKa0T0 MeIlia OyaeT BKJIIO-
yaTcsd M BBIKJOUATCA B 3aBucuMocTH oT mgauubIX OcclusionCulling.
Hanpumep, ecau BBIZEIUTH KaXKABIN 00BEKT MHTEPhepa OTAeIbHBIM
MeIeM, TO OHM OYAyT BUAHBI UM HEBUAMMBI B 3aBUCUMOCTHU OT ITOBO-
pora Kamepbl. JInGo eciu ecTh 00BEKT, KOTOPBIA COLEP:KUT BCE dJie-
MEHTBI HHTEPhEPa, TOra Bech HAOOp OyaeT a1ubo BUAEH, 100 HeBUAEH.
Bo-niepBrIX, B Inspector cienyeT 0603HAUUTH O0BEKTHI, KOTOPHIE HYKHO
BKJTouuTh B OcclusionCulling xax OcclusionStatic. Beioupaem us me-
papxuu ciieHbl HeoOxXoauMble 00beKThI U moMmeuaeM ux OccluderStatic
uiu OccludeeStatic (puc. 8.2). OccludeeStatic ncmonb3yercs AJiA IPO-
3pavHbIX UJU OUeHb MaJIEHbKUX 00bEeKTOB, KOTOPhIe HUUETro He 3aKpbI-
BalOT caMU, HO OYIYyT 3aKPBIBATHCS IPYTUMU 00bEeKTaMU. ITO IIOMOT'AaeT
YMEHBIIUTh BBIUUCIEHUA. BhigenseM Bce MajieHbKUE KYObl U MeHsSeM
HacTpoiiky. OccluderStatic ncnonb3yeTcs AJIS TOTO, YTOObI IPUMEHUTD
OKKJIIO3UIO K 00BEKTY.

Hasa ocHoBHBIX HacTpoek OcclusionCulling ymobGHee HMCIIOJIb30BATh
okHO OcclusionCulling (Window -> OcclusionCulling) (puc. 8.3)
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Puc. 8.2. O6osnauernue o6sexma 0as OcclusionCulling

Bake | Visualization ]
Scene Filter:
- l-‘éﬂlnd!r!rs “O::Iusiunﬂr!is

|.'Cube (6) (Mesh Renderer) and 81 others
Occluder Static =]
Occludee Static =

Puc. 8.3. Okrno OcclusionCulling

OcclusionArea

Ecau we 3agate OcclusionAreas, To, BO TEePBBIX, IO YMOJYAHUIO
OcclusionCulling 6yneT IpuMeHEeHO KO BCeH CIieHe IeJTMKOM, UTO IIPU-
BeJIET K OOJILIIIOMY KOJMYECTBY BBIUMCICHUH.

Bo-BToprix, Korma kamepa wHaxoxautca BHe OcclusionArea, TO
OcclusionCulling ne Oymer paborath. HeobxogmMo yCTaHOBUTH
OcclusionAreas, 4TOOBI OIIPENEUTh MECTa, Ie MOYKEeT HaXOAUTCA Ka-
Mepa.

B-tperbux, caumrkom 6osbinue obaactu OcclusionArea ycio:KHS-
IOT mporecc npocuéra. s Toro, urodwr npumenutb OcclusionCulling
K IUHAMUYHBIM 00BbeKTaMm, cosmaiorca OcclusionArea. Pasmep MeHs-
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)- T.unity - lab2_2 - PC, Mac & Linux Standalone* <DX11>

Compenent | Mobile Input  Window Help

Add, Ctrl+ Shift A

Mesh
Effects
Physics
Physics 2D
Navigation
Audio

Video
Rendering
Tilemap
Layout
Playables

AR
Miscellaneous.
Analytics
Scripts

Event
Networlk

R

ul

Puc. 8.4. Cozdanue Occlusion Area

Camera
Skybox
Flare Layer

GUI Layer

Light
Light Probe Group

Light Probe Proxy Volume
Reflection Probe
Ocelusion Area

Occlusion Portal

LOD Group

Sprite Renderer

Sorting Group

Canvas Renderer

GUI Texture

GUI Text

eTcsa TaKUM o0pas3oM, 4TOOLI B HeM
IIOMECTUJINCh BCe€ HEoOXOAUMbIe
00BbeKTHI. [[s1a TOro, YTOOGhI CO3AATh
OcclusionArea, HeoOXOOUMO J0O-
6aButTh KommoHeHT OcclusionArea
nycromy GameObject. GameObject
(Component >  Rendering >
Occlusion Area w3 TyHKTa MEHIO)
(puc. 8.4 u 8.5). OcHOBHBIE HACTPOII-
Ku Occlusion Area mpencTaBieHBI
B Tab. 8.1.

Tlocsie Toro, Kak Oblaa co3gaHa
OcclusionArea, He0OXOAUMO IIPOBE-
pUTh, KaKUM O00OpPasoM IIPOU3OIILIO
pasbuenue Ookca Ha KJeTKu. I[asa

© Inspector
----- [GameObe ]St~

[FE
xEEe |vFi|zfer |
o o C—|
X[SSSE7IL | v (2854541 | 249.03733 |

("3
X[ToA1a5 | v 1141776 |2 Lese05s |
Center X[4.70726_] v [5.208881 | 2[-0.041715]

“

s View Volume

‘Add Component

vh4 Occlusion Area

Puc. 8.5. OkHo Hacmpoek onmumMu3upo8arntoil naou,adu
u pesyavmam nocmpoernue Occlusion Area

Tabauya 8.1
Hactpoiiku Occlusion Area
CgoiicTBO DyHKIMS
Size OmpepesisieT pasMep 30HBI OTCEUEHU .
Center ITo3BoJIA€T BBICTABUTH IIEHTP 30HBI OTceueHus. 1o ymour-

yauuio ero suavenue pasHo 0,0,0 u pacmookKeH oH KaK

IPaBUJIO B IIEHTPE IIBETHOTO OoKCca

Is View Volume

Omnpegenser, rje MOXKeT HaXOAUTHCA Kamepa. BuicTaBisii-
Te 3TOT (hJIaKOK, €CJI BaM HEO0OXOLUMO OTCeUb CTATUYHBIE
00'bEKTHI HMEHHO B 9TOU 30HE OTCEUEHU T
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Camera Fre

; H A

Puc. 8.6. Occlusion Culling Preview Panel

9TOro Hy:xHo BeIOpaTh Edit u B manenu OcclusionCulling Preview Panel
BbIOpaTh Visualise (puc. 8.6).

Occlusion Culling — Bake

ITocie oxOHUYAHMS HACTPOHMKM, HEOOXOAMMO HaKaTh HA KHOIKY
«Bake» uT00BI 3amycTuTh 00paboTKY maHHBIX «Occlusion Culling»
(puc. 8.7). OcHoBHBIEe HACTPOWKU Backing npeacraBieHbl B Ta0. 8.2.

B Occlusion

[Ob]ect m Visualization ]

Set default parameters

The default parametars guarantee that any given scene computes fast and the occlusion culling results are
good, As the parameters are always scene specific, better results will be achieved when fine tuning the
parameters on a scene to scene basis, All the parameters are dependent on the unit scale of the scene and itis
imperative that the unit scale parameter is set correctly before setting the default values,

Smallest Occluder
Smallest Hale
Backface Threshold

B

[0.25
) 100
Puc. 8.7. Okno nacmpoex Bake
Tabauuya 8.2

Hacrpoiiku Backing

CaoiicTBa

DyHKIUA

Smallest Occluder

Pasmep MUHEMAIBHOTO 06'EKTA, KOTOPBIA CIIOCOOEH
CKPBITH Apyrue 00beKThl Ipu Beimoauernn Occlusion
Culling. JIto0bie 00'beKTHI MEHBIIIET'0 pa3Mepa, Hi-
Korga He OyayT BeissiBaTh Occlusion Culling, nis
00'LEKTOB, KOTOPhIE OHU 3aCJA0HAI0T. Hanmpumep, ecian
IMOCTABUTh 3HAUEHNE IIapaMeTpa 5, TO 00'beKThI, KOTO-
pblIe BBIIIE MJIN IIKPe, YeM 5 MeTPOB OyAyT CKPBIBATH
00'BEKTHI, CKPLITEIE 38 HUMU
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Oxonuanue maba. 8.2

CaoiicTBa

DyHKIUA

Smallest Hole

ATo 3HAUYEHUE IIPEJICTABISIET COO0M HaNMEHBIITNI pas-
PBIB, Uepes KOTOPBIH 00beKThI MOT'Y IIPOCMATPUBATHCSA
KaMepoii. 3HaueHue IpecTaBIdeT cob0i fuamMmeTp
00BeKTa, KOTOPBIH MOKET ITIOMECTUTHCSA B OTBEPCTUN.
Ecau B crieHe nMeoTess HeOOAbIIINE TPEIUHBL, Yepes
KOTOpPBIE KaMephl JOJIKHA BULETh, TO 3HAUCHUE JOJIMK-
HO OBITH MEHBIIIEe

Backface Threshold

Oxxkitosuda Unity3D ucnonb3yeT ONTUMU3AIUIO PasMe-
pa maHHBIX, KOTOPaA COKpAaIlaeT uxX 00’beM, 0OTOpachI-
Basi HEHY KHbI€ IeTAJIH, IPOBePsAsi 00paTHBIE CTOPOHEI
00beKTOB. 3HaueHue o ymoruanuio 100 He yaanser
oOpaTHBIe YacTu 00'beKTOB 13 Habopa JaHHBIX, KOT1a
3HaUYeHUe 5 arpecCUBHO COKpaIaeT 00'beM JaHHbBIX.
Wpes 3axaouaercsa B TOM, UTO KaK IIPABUJIO, B 30HY
BUUMOCTHU KaMepbl He II0NAJal0T TaKKe I0BePXHOCTH,
Kak obpaTHas cTOpoHa JauAadgTa niu BHyTPEHHTE
MOBEPXHOCTHU TBEPAOTEIHLHOTO 00beKTa. Co 3BHaUeHUEeM
napamerpa Menbirte 100, Unity yaanur atu obiactu us
Habopa JaHHBIX, TEM CAMBIM YMEHBIIVB 00beM XPaHU!-
Moit mH(pOpMATTITHT

# Scene

Shadsd

Gizmos - | (G-All

Puc. 8.8. Obaacmu Occlusion Culling

IIpu BratoueHuu Budyasusanuum View Volumes, ¢ BRIagkou Bake
(puc. 8.8) MOXKHO YBUIETh CreHepUPOBaHHbIE 00JIaCTH.
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IIpoBepka pe3yabTaTOB OKKJIIO3UA

Oasa Toro, YTOoOBI MPOBEPUTH CTE€HEPUPOBAHHYIO OKKJIIO3UIO BHIOE-
pute OcclusionCulling (8 manenu Occlusion Culling Preview Panel ua-
sKMuTe pesxum Visualize) u nepemertiaiite kamepy (MainCamera) B pe-
Kume SceneView (puc. 8.9, 8.10).

Puc. 8.9. Ckpunwom cyenvt do npumenenus OcclusionCulling

Puc. 8.10. Ckpurnwomut cyenvl nocae npumenernus pynryuu OcclusionCulling
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KoHnTpoasHbIE BOIIPOCHI

1. ly1a gero TpebyeTcsa npuMeHeHe MeXaHU3MOB YIIPaBJIECHUA KON~
YeCTBOM O0'BEKTOB CIIEHOI, MTONAJAIOINX B TUPAMULY BUIUMOCTU?

2. UTto oTHOCHUTCA K OCHOBHBIM MOMEHTAM HACTPOUKU (PYHKIIUU
OcclusionCulling?

3. Korma ciexgyer ucnosnszoBathk OccludeeStatic?

4. Yro taroe OcclusionArea?

5. KaKkue TToKasaTeJau OMpeaesaioT KaueCTBO CTeHEPUPOBAHHOM OK-
KJII03un?
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JlabopaTopHas padora Ne 9
PA3PABOTEKA ITPOCTOM MHOI'OIIOJIb30BATEJBCKOM NTPHI

ITexs pa6oThi: pa3zpaboTKa IPOCTOM MHOT'OIIOJIbL30BATEIBCKONM UTPHI
B Unity3D, co3maHue aBaTapa UTPOKa U HACTPOMKA CUCTEMBI «KJIMEHT-
cepBep» Ha OCHOBe MacTep-cepBepa Unity3D.

ITopsAaaok BHITIOTHEHUST PA6OTHI

1. O3HaKOMUTBCS C cofep kaHreM paszeia «TeopeTruuecKue CBeIeHUII».

2. Cospate B Unity3D HOBBIN IPOEKT U IIYCTYIO CIIEHY.

3. IToATOTOBUTE UTPOBOIT YPOBEHB.

4. Co3maTh aBaTap UT'POKA.

5. ITogxII04nTh CKPUNT yIpaBieHUA aBaTapoMm «PlayerMovement»,
TpPUBENEHHBIN B pasfeiie «TeopeTuuecKkue CBeIEeHMA».

6. [To6aBUTH KOMIIOHEHT «Rigidbody», mogKa0OUada T€EM CAMBIM (husu-
Ky K aBaTapy.

7. IIpoBepuTs paboTOCIIOCOOHOCTE aBaTapa, 3allyCTUB CIIEHY B PEIKU-
Me UTPHI.

8. Cos3maTh MHOTOIIOJIL30BATEILCKUI PEIKUM B3aUMOJAENCTBUA aBa-
TapoB, UCIIOJIb3ysA KoMIIoOHeHT NetworkManager.

9. Cosmats uHTep(deiic urphl Ha OCHOBe cKkpunra «Game Menu», mpu-
BeJIEHHOT0 B pasneye «TeopeTnyecKre CBeJeHUA».

10. [I;is TpoBepKU pe3ysbTaTa 3alyCTUTh MUHUMYM JBa IIPUJI0OKe-
HUSA OAHOBPEMEHHO Ha OIHOM KOMIIbIOTEPE (TPOEKT HeoOX0IMMO cOOpaTh
Kak File — Build Settings..— Build). B mepBoM IpUJI0KEHUN — CO30ATH
UTPY, BO BTOPOM — MOAKJIIOUUTHCA K CO3TaHHON UT'Pe U IPOBEPUTH KOP-
pexTHOCTE paboThl. (I3MeHeHUA B UTPe He BUAHBI B HEAKTUBHOM OKHeE).

11. OpopmMuTh OTUET.

PexoMeHAAIIMYU 110 CONEPSKAHUIO TECTOBOI CIIeHbI

HrpoBoit ypoBeHb HOJIXKEH COIEePKaTh:

— ITmockocTs (Plane), BHICTYIIAIONIYIO B POJIU IIOBEPXHOCTH;

— Kamepy (main Camera);

— Ucrounuk cBera (Hanpuwmep, Directional Light);

— ABaTap Urpoka Mo:KeT ObITH IIPOMOJEJNPOBAH IIPOCTLIMIU IeoMe-
TPUUECKUMU 00BEKTaMMU.

MeToaunueckue YRa3aHuAa

CYH.IECTByeT HECKOJIbKO CI0CO00B opranm3anmyy MHOI'OIIOJIB30Ba-
TeJbCKOM HUTI'PbI, OCHOBHBIMMU M3 KOTOPBIX ABJIAITCA IIOCTPOEHNE OOHO-
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PaHTOBOI CETU M CO3/laHNe CUCTEeMBI «KJIMEHT-cepBep». I1epBbIil criocob
mopa3yMeBaeT pacupeneseHe HarpysKH 10 00paboTKe MaHHBIX UI'PBI
MKy BCeMHU YCTPONCTBAMU CETU, IIPU BTOPOM OCHOBHAS HATPYy3Ka JIO-
JKUTCS HA OJHO MJIU HECKOJBKO CePBEPHBIX YCTPOMCTB, HA OCTAJIbLHBIX
Harpysxka CBOAUTCA K MUHHNMYMY. B «YUCTBIX» MHOI'OIIOJIBb30BaTeJIb-
CKHUX UT'Pax OCHOBHBLIM SBJISETCS BTOPOW CIIOCO0, KOTOPBIN HE TOJIBKO
pacmiupseT mOJb30BaTeIbCKYI0 6a3y (TaK KaK B UTI'PY MOTYT HUIPaTh
Jonu ¢ 6osee caabbIMMU YCTPOMCTBAMM) HO M IT0O3BOJAET d(PPEKTUBHO
peniaTe MHOrme 3ajga4dyu, TPYAHOBBIIIOJIHMMBIE B OI.[HOpaHI‘OBOfI ceTu
(HampuMep, HACTPOMKA U aMAHUCTPUPOBAHNE UTI'DbI, TEXHUUECKHUE pa-
6o0Th! nau 60oprda ¢ yurepamu). B Unity3D Bepcuii 5.1 u BeIllle BCTpoe-
Ha HOBAas yCOBEPIIEHCTBOBAHHAA CeTeBas CUCTeMa, KOTopas o0jajaer
0OoJIBIIIEH TUOKOCTBIO M MOIITHOCTRIO, UeM B 00Jiee paHHUX Bepcuax. B ce-
TeBo# TexHoyorum Unity3D B urpe ects CepBep u MHOKecTBO Kimen-
ToB. Korzia HeT BBIJEJIEHHOTO cepBepa, OJUH 13 KJIMEHTOB UTPAeT POJIb
cepBepa, TOT/a STOT KJIMEHT Ha3bIBaeTcsa «XocT» (puc. 9.1).

XocT gBIAETCA U CEPBEPOM, M KJIMEHTOM B OJHOM IIPOIiecce. XOCT
WCIIOJIb3YeT 0COOBIN THUII KJINEeHTa, HadbiBaeMmblli LocalClient, a npyrue
RemoteClients. RemoteClients MOAKJIIOUYAIOTCA K CEPBEPY Uepes UHTEeP-
HeT coenuHeHue. Ilenw ceTeBoil TexHoNoruu Unity B TOM, YTOOBI KOJ
nporpamMbl n1as LocalClients m RemotrClients O6bLJI OTHUM U TEM Ke,
TaK 4TOOBI pa3paboTunKaM IPUXOLUIOCH IyMAaTh TOJbKO 00 OJTHOM THUIIE
kameHTOB. B Unity3D Bepcuax 5.1 u GoJsiee mO3THUX peaIu30BaH KOM-
noHeHT NetworkManager nisi yupaBJIeHUS COCTOAHUEM CETH MYJIbTU-
nyeepHoit urpbl. NetworkManager npenocTaBiasgeT IMTUPOKYI0 PyHKIIU-
OHAJILHOCTH B OJJHOM KOMIIOHEHTE U JeJlaeT pasdpaboTKy, TeCTUPOBaHUE

Puc. 9.1. Cxema myavmunaeeprozo npunoxernus Unity3D

78



< unity 20174011 - Untitled - ty Project - PC, <DX11 on DXI0 GPU> - x
Fie Edt Assets GomeObject Component Mobileinput Window Help

EIEAE)]

HIEEIEITE

¥ [ W Mesh Collider

Convex o
Is Trigger. o
Cooking Options

None (Physic Materie ©
©)

¥ Mesh Renderer
> Lighting.

> Materials

Dynamic Occluded ¥

Puc. 9.2. Coz0arnue uzpo60oz0 ypogHs

U 3aIlyCK MYJIBTUILJIEEPHBIX NPUJIOKEHUNI MaKCHUMAJbHO IIPOCTHIMU.
NetworkManager Mo:KeT ObITH KWCIIOJIB30BAH IPaKTHUUECKU 0e3 HaIlu-
caHUA cKpUnToB. [Insa Hauasa paboTsl HeobxoxmMoO co3narb B Unity3D
HOBBIY IIPOEKT U NYCTYIO clieHy. Ilepes TeM, Kak IPUCTYIUTH K pas-
paboTKe aBaTapa UI'POKa HEOOXOAWMO IIOATOTOBUTH UI'POBOI YPOBEHD
(puc. 9.2). B pamkax JjiabopaTOpHOII PaboThl AOCTATOYHO CO34aTh IIJIO-
ckocThb (Plane), BHICTYIIAIONIYIO B POJIY IOBEPXHOCTHU, KAMEPY U MUCTOY-
HUK cBeTa (Hampumep, Directional Light).

ITocse cosmaHuA ypOBHA MOYKHO IIPUCTYIIUTH K CO3MaHUIO aBaTapa
urpoka. [ljgsa Havasja co3gaguM BU3yaJbHOE IIpeACTaBJeHUe aBarapa,
HaIIpuMep, Ky0, 1 pasMecTuM ero Ha ciiere (puc. 9.3).

€ Unity 2017.4.061 Personal (64bit) - Untitled - CBP - PC, Mac & Linux Standalone* <DX11 on DX10 GPU> - X
Fie Edt Assets |GameObject| Component Mobilelnput Window Help
Create Empty CtrlShiftsN & Collab ~ [ & || Account - Layers - | |Layout -
Crete Empty Chid AtestifteN —
30 Object B s
 Object > sphere
Directional Ligl s > &= i
Plane ight > oyinder [ o2
Audio > Plane
Video > aud
o 4 Ragdoll..
Comen
T
Center O Chidren By
Make Parent Wind Zone
ClearParet et

Apply Changes To Prefab
Break Prefab Instance
Setas fist sibiing cut=
Setas last sibling Cute-
Move To View Cule At
Algn With View Cueshifer a ZYESF
(©.All prefabs. Align View to Selected
Toggle Active State Ao Shifts A
v &5 Standard Asie g
» & Cameras
» & Characters
» & CrossPlatforminput
> & Editor
» & Environment
» & Fonts
& PhysicsMaterials
v & Protatyping
& Materials
Models. —C—

Puc. 9.3. Cozdanue kyoa



Ianee B pecypcax IpoeKTa HEOOXOAMMO CO3[JAaThb TUIIOBOU OOBEKT
«Player» (Assets — Create — Prefab) n meperaiiuthb Ky0 ¢ TaHeJIu me-
papxuu (Hierarchy) Ha ero UKOHKY. 3aTeM Ky0 MOYKHO yAAJIUTH CO CIIe-
HBI ¥ BMECTO HEr0 PasMeCTUTDb TUIIOBOM 00heKT (puc. 9.4).

Temepb IPUCTYNIUM K CO3JAaHMIO yIpaBjieHus aBatapoM. Cosmaamm
ckpunt «PlayerMovement» (Assests — Create — C# Script) (puc. 9.5).

< unit it BP - PC, i on DXI0 GPU> - 8 X
File Edit Assets GameObject Component Mobile Input Window Help
' Hierarch)

Puc. 9.4. Cozdanue munogozo o6sexma

< it BP - PC, <DX11 on DX10 GPU> - 8 x
Fie Edt Assets GameObject Component Mobile nput Window Help

(OEA S = B[] [erivot [ @ocal ]

Show in Explorer
Open
Delete
Open Scene Additive

Import New Asset..
Import Package:

Export Package...

Find References In Scene
Select Dependencies
Refresh

fegren Lightmep Parameters
Reimport Al Custom Render Texture:
Sprite Atss

Etract From Prefab
Sprites

Run AP Updater... Tile

Open C# Project

GUISkin

Puc. 9.5. Cozdanue ¢aiina C# Script
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OTKpLIBaeM CKPMUIIT 1 3aMEeHUM 1a0JIOHHBII KOJ Ha Cﬂe,HYIOIHHﬁ!
using UnityEngine;
using System.Collections;
using UnityEngine.Networking;
using UnityEngine.AI;
public class PlayerMovement : NetworkBehaviour
{
public float speedForward = 2f;
public float speedBackward = 1f;
public float speedJump = 5f;
public float speedTurn = 400f;
private NavMeshAgent navMeshAgent;
void Update()
{

InputMovement();
}
private void InputMovement()
{
//walk forward
if (Input.GetKey(KeyCode.W))
{
transform.Translate(0, 0, speedForward * Time.deltaTime);
}
//run forward
if (Input.GetKeyDown(KeyCode.LeftShift))
{
speedForward *= 2f;
}
if (Input.GetKeyUp(KeyCode.LeftShift))
{
speedForward *= 0.5f;
}
//walk backward
if (Input.GetKey(KeyCode.S))
{
transform.Translate(0, 0, -speedBackward * Time.deltaTime);
}
//Rotate
if (Input.GetKey(KeyCode.D))
transform.Rotate(0, speedTurn * Time.deltaTime, 0);
if (Input.GetKey(KeyCode.R))
transform.Rotate(0, -speedTurn * Time.deltaTime, 0);
//Jump
if (Input.GetKey(KeyCode.Space))
{
transform.Translate(0, speedJump * Time.deltaTime, 0);
}
}
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Q0 Urity 2017.4081 Personal (64bi) - Untted - CBP - PC, Mac & Linux Standalone” <DX1 on DX10GPU>

File Edit Assets GameObject Component Mobilelnput Window Help

(OEX S [ [E&] [mrvet] Srocal ]
# Scene.

Directional Light
Plane

& project
| crasse |

F o e e

ot Catder
1s Trigger a

Material None (Physic Materie ©
Center

] 20

Size

PO | PO | F—
¥ L\ ¥ Mesh Renderer @

(CLAll prefabs

Standard Assets
5 Cameras

i Characters

& CrossPlatforminput
& Editor

& Environment

& Fonts

&5 PhysicsMaterials

4 vvvvvy

Add Component

@l Prototyping
(& Materials
& Models ¥ MdPlayer.prefab ——
Puc. 9.6. [lobasnenue ckpunma Kk munogomy oosexkmy
["© tnspector | ISeiiees ) | < Hiaviganan e v=| Temepsb CKPUIT MOKHO HOOABUTD K TH-
Mesh o * 6 (C t — Serints —
O Ee Cotiier o) noBomy o6wbekTy (Componen cripts
Edit Callider Player Movement) (puc. 9.6).
Is Trigger D Iamee mobaBiasgeM K TUIIOBOMY O0BEK-
Material Gl .
Center Ty KoMmmoHeHT «Rigidbody» (Component
5;'" o z[o | — Physics — Rigidbody), mogk.aiouas Tem
x®[1 ¥ [z lz[t

¥ [ ¥ Mesh Renderer
» Lighting
b Materials
Dynamic Occluded W
v G| ¥ Player Movement (Scrip g
Script PlayerMovemen ©

¥ 2  Rigidbody
Mass 1
Crag 0
Angular Drag 0.05
Use Gravity ¥
Is Kinematic -
Interpolate

Collision Detection

¥ Constraints
Freeze Positon [Jx [y (JZ
Freeze Rotation WX MY M7

Shader [Standard (Specular setup)

[ Add Component ]

Puc. 9.7. Hacmpoiixu
Komnonenma «Rigidbody»
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cambIiM (pu3MKy K aBartapy. HacTpoiiku
KOMITOHEHTA IpUBeAeHbI Ha puc. 9.7.
IIpoBepsem paboTOCIOCOOHOCTL aBa-
Tapa, 3aIyCTUB CIEHY B PeKUMe WUI'DHI.
Ecau aBarap «caymaerca» yupaBieHUs,
TO MOYKHO TIEPeXOAuTh K paspaboTKe
MHOT'0II0JIb30BaTEIbCKOI'0 peskuMa. B Ha-
yaJie JiabopaTopHOIi paboThl aBaTap OBLI
IOMeIlleH Ha CIeHY BPYYHYI0, B MHOIO-
OJb30BATEIbCKOM PEKUMe OH IOJIMKEeH
TMOABJATHCS Ha CIleHe IPU ITOAKJIIOUeHUN
K UI'pe HOBOI'O II0JIb30BATENS U IMOJUU-
HATHCA TOJBKO eMy. [JId co3maHus MHO-
TOMOJIb30BATEJIBCKOTO PEKUMA UTPHI He-
00X0MO CO3IATh 00'BEKT, OTBEUYAOITUI
3a cereBoii pe:xxkum. Cosmagum ITyCTOI
o0beKT Ha cueHe (GameObject — Create
Empty). HazoBem ero NetManager. [lo6a-



® Inspector | Services «Navigation @ .= ® [nspector | Services «Navigation @ .=

"9y [NetManager | [] Static ¥ o [Player | [static~
Tag | Untagged 4| Layer | Default 4] Tag | Untagged 4| Layer | Default ™|
¥ .~ Transform 3, ¥ .~ Transform 3,
Positon %0  |vio  |z[o | Position  %[-0.0361|v[0.47 |Z[-0.5263
Rotation X0 ¥[o |z[o | Rotation X0 ¥ [0 Z[o
Scale [1 v (1 |z[1 | Scale x[1 ¥ [1 zZ\1
v} Network Manager (Script) #*, b Cube (Mesh Filter) £,
Don't Destroy on Lo » i ¥ Box Collider £,
Run in Background [« > | ¥ Mesh Renderer o,
Log Level Loz & b || ¥ Player Movement (Script) £,
Offline Scene ’m o] » 2 Rigidbody %,
D [@None (Scene Asse] o [F®  Network Identity (Script) 1 ¥

¥ Network Info Server Only cannot be set for Local Player A

¥ Spawn Info Local Player Authorit[¥f
Player Prefab \WPlayer Q
v @ ¥ Network Transform (Scripl |
Auto Create Playely
| — Network Send Rate == r————0
[Round Robin______ +]
Player Spawn Met| Round Robin Transform Sync Mod| Sync Transform ¥

Registered Spawnable Prefabs:

Movement:
Movement Thresh 0,001
Snap Threshold |5
Interpolate Mover 1
Rotation:

Script O NetworkManager = @ Rotation Axis KY (FPS) [

Interpolate Rotati|| 1

Add Component ] Compress Rotatio| Meone %

Sync Angular Veld |

List is Empty

Advanced Configura |
Use Network Simulail_|

Pinksmooth &,
[ Shader | Standard (Specular setup) -

’ Add Component ]

Puc. 9.8. Hacmpoiika komnonenma Puc. 9.9. Hacmpoiika cemeguvlx KOM-

NetworkManager Message Handlers

NetworkManager NOHEeHMmOo8 uzpoxa

BUM K HOBOMY 00beKTy KoMIioHeHT NetworkManager u HaCTPpOUM B CO-
OTBETCTBUHU C PUCYHKOM (puc. 9.8).

B none Player Prefab meo6xoqumMo n00aBUTH mpedad Urpoka, KOTo-
PBIH cosmaeTcs IpPU MOAKJIIOUEHUN UTPOKA K cepBepy. s aToro Heo6-
XOOUMO OTPeNaKTHUPOBATL PaHHee CO3MAaHHbIN mpedad urpoka m goda-
BUTh KOMIIOHEHTHI Network Identity n NetworkTransform u HacTpouTs
B COOTBETCTBUU C puc. 9.9.

Komnonent Network Identity orBeuaeT 3a MAeHTU(DUKAIIUIO KarK-
moro urpoka Ha cepsepe. Kommouent Network Transform orupasisier
NaHHBIE 0 IIePeMellleHnn 00'beKTa ¢ KJINeHTa Ha cepBep. IIpuBeneHHbBIH
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BhIIIE CKpuNT «PlayerMovement» B MHOTOIIOJIB30BATEIHECKOM DEKUIME
OyzmeT paboTaTh HEKOPPEKTHO, TaK KaK OTCYTCTBYET YeTKOe yKasaHue
CKPUITY YIPABJIATH «CBOMM» aBAaTapOM, a TAaKJKe CHHXPOHU3ATIUT MEXK-
Iy Pa3HLIMU aBaTapaMu.

VsMeHUM KOJ CKPUIITA HA CJIEYIOIITII:
using UnityEngine;
using System.Collections;
using UnityEngine.Networking;
public class PlayerMovement : NetworkBehaviour
{
public float speedForward = 2f;
public float speedBackward = 1f;
public float speedJump = 5f;
public float speedTurn = 400f;
void Update()
{
if (!isLocalPlayer)
{
return;
}
InputMovement();
}
private void InputMovement()
{
//walk forward
if (Input.GetKey(KeyCode.W))
{
transform.Translate(0, 0, speedForward * Time.deltaTime);
}
//run forward
if (Input.GetKeyDown(KeyCode.LeftShift))
{
speedForward *= 2f;
}
if (Input.GetKeyUp(KeyCode.LeftShift))
{
speedForward *= 0.5f;
}
//walk backward
if (Input.GetKey(KeyCode.S))
{
transform.Translate(0, 0, -speedBackward * Time.deltaTime);
}
//Rotate
if (Input.GetKey(KeyCode.D))
transform.Rotate(0, speedTurn * Time.deltaTime, 0);
if (Input.GetKey(KeyCode.R))
transform.Rotate(0, -speedTurn * Time.deltaTime, 0);
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//Jump
if (Input.GetKey(KeyCode.Space))
{
transform.Translate(0, speedJump * Time.deltaTime, 0);

}

Hnsa co3manus craHgapTHOro mHTepdelica MYyJIbTUILJIEEPHON WIDHI
HeoOXoauMoO H00aBUTHL K 00BeKTy NetManager wommoneHT Network
Manager HUD (puc. 9.10).

ITpoBepsaem mosyumBIIuiica pesyabrar (puc. 9.11, 9.12). laa mpo-
BePKU JOCTATOUHO 3aIIyCTUTh MUHUMYM [IBa IIPUJIOKEHUA ONHOBPEMEH-

9 © O statc ~

Tag | Untagged | Layer | Default ¢

¥ .~ Transform #*,
Position X|0 Y0 Z0
Rotation X0 Y0 Z0
Scale X1 Y1 Z[1

Vo Network Manager (Script) 2,
Don't Destroy on Loilof
Run in Background [
Log Level Infa 4

Offline Scene “MNone (Scene Asse ©
Online Scene “None (Scene Asse @

» Metwork Info
¥ Spawn Info

Player Prefab \WPlayer o]

Auto Create Playels

Player Spawn Met( RoundRobin___ ¢]

Registered Spawnable Prefabs:

List is Empty

+ —
Advanced Configura |
Use Network Simulai[_|

Script ONetworkManager | ©

=) |« Network Manager HUD (Sc
Show Runtime GUI [

GUI Horizontal off 0 |
GUI Vertical Offse/0 |

Add Component ]

NetworkManager Message Handlers ——
Puc. 9.10. Hacmpoiixa komnonenma Network Manager HUD
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Puc. 9.11. Banyweno 06a sk3emnaiapa Puc. 9.12. Hepoxu 6 pesxcume Host
npusoNCeHUS u Client

HO Ha OJHOM KOMIIBIOTEpe, IJIS Uero IIpoeKT Heobxomumo cooparts (File
— Build Settings..— Build). 3anyckaeM IPUJIOKEHUA, IEPBYIO UTPY
3amyckaeMm B pe:kume Host, BTopyio B pesxkume Client. IIpoBepsem pabo-
Ty npuao:kenus. [locje samycka AByX UTD B UT'Pe JOJYKHO OTOOPa3UTh-
csa aBa urpoka. IlepekJiroueHre MeKIy OKHAMU IIO3BOJISIET YIIPABJIATH
UTPOKAMMU.

ROHTpOJILHLIe BOIIPOCHI

1. Yro mpexacTaBseT coboi aBaTap UTpoKa?

2. Kakme HOBble KauecTBa [Jo0aBJigeT aBaTapy KOMIIOHEHT
«Rigidbody»?

3. Kakoit ckpunT obecreunBaeT yIrpaBJeHe aBaTapoOM B OJHOIIOJIb-
30BaTeJIbCKOM PeKuMe PaboThI?

4. Kaxkue xommnouenTs! Unity3D oTBeuaoT 3a MOSBJIEHUE aBaTapoB
aIMUHUCTPATOPA ¥ UTPOKOB B MHOI'OIIOJIb30BATEIbCKOMN urpe?

5. YUro ABIAETCA OCHOBOI NIJs1 Pa3pabOTKU IOJb30BATEIHECKOTO MH-
Tepdeiica?

6. Kax mpoBepuTb paboTy MHOIOIOJB30BATENBCKON UIPHI C IIOMO-
IIIBI0 OJIHOTO KOMITbIoTEpa?



JlabopaTopHas padora Ne 10
PASPABOTKA UHTEJJIEKTYAJIBHOI'O ABATAPA

ITens paGoThi: pa3paboTKa IPOCTOTO WHTEIEKTYaJILHOT'O aBaTapa
(6oTa) ns MTPHI, peaJnu30BaHHOI B JabopaTopHoi pabore Ne 9.

ITopsaaox BeINIOTHEHUST PA0OTHI

1. OTKpPBITH ITPOEKT, CO3AAaHHBIN B JabopaTopHoi pabote Ne 9.

2. Co3maTh BU3yaJibHOE IIpeicTaBaeHne 00Ta, OTIMYHOE OT IPEeICTaB-
JIEHW S aBaTapa UrPoKa.

3. Hob6aBuTh KOMIOHEHT «Rigidbody», oTBeuaromuii 3a GU3NIECKoe
B3aUMOZECTBIe 00beKTa C OKPY KAOIIIUM MUPOM.

4. «<Hayuutb» 60Ta mepemeIraTbCs II0 UTPOBOMY YPOBHIO, MCIIOJIb3Y s
MIOWCK ITYTH C IIOMOIITbI0 HABUTAI[MOHHON MOJEJIN.

5. «<Hayuutb» 60Ta pearupoBarh Ha IIepeMelreHe UTPOKA.

6. OTKOPPEKTUPOBATh XapaKTEPUCTUKHU aBaTapa UTPOKa, OMUPAsICh
Ha peakIinio 60Ta 1 CBeleHNs, IPUBeieHHbIe B pasaeie «TeopeTuuecKkue
CBEIEHUS.

7. Cozmarsb ckpunt «BotAl», peanusyomuii CUCTEMY IPUHATUA pe-
IeHu# 1 J00aBUTH K OOTY.

8. 1 mpoBepKU peadyJibrara paboTsl 3anTycTuTh urpy. Ecau 60T mmpe-
ciaenyeT OJM3KO IIOAOIIEAINEro UI'POKa, TO jJabopaTopHas padoTa BbI-
TOJIHEHA ITPAaBUJILHO.

9. OhopMUTH OTUET.

MeTonuueckue yKa3aHU

TeopeTuyecKkue cBefieHUA — OO COCTAB CUCTEMbI UT'POBOI'O UCKYC-
CTBEHHOI'0 UHTEJIJIEKTa, CUCTEMBI BOCIIPUATHUSA, HABUTAIIUY, [IPUHATUS
pelleHnil Ha OCHOBE IIPABMJI, PACCMOTPEHHI B [2].

OTKpBIBaEM IIPOEKT, CO3NAHHBIN B Pe3yJIbTaTe BBITTOJHEHUA Jabopa-
TopHO#H padoTsl Ne9. Cosmaem BuayaJsbHOE IIpeJcTaBaeHre 60Ta, OTINY-
HOe OT TAKOBOr'o y aBarapa urpoka. Cosmaem TuiroBoii o0sext (Prefab),
mepeTacKMBaeM MOJENb ¢ aHesn uepapxuu (Hierarchy) Ha UKOHKY TH-
TIOBOT'O 00'BEKTA, YAAJIAEM MOJEb.

Takum o6pazom, y Hac uMeeTcs 3ar0ToOBKa 6ora. Temneps K HEMY, KaK
¥ K aBaTapy UI'POKA HEOOXOAMMO IIOAKJIIOUNTE KoMIoHeHT «Rigidbody»
(Component — Physics — Rigidbody), oTBeuatomuii 3a pusnyuecKoe B3a-
UMOJefcTBE 00beKTa ¢ OKPY KaoIUM MUpPoM. HacTpoiKu KOMIIOHEH-
Ta npuBeaeHsl Ha puc. 10.1.
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- X

[ @collab- | [ & | [Account - | [Layers - | [Layout -]
© Inspector B Occlusion 52 Navigation Flam
W oot [ static ¥

Tag | Untigged +| Layer | Default :)
Prefab | Select I Revert [ Apply ]
¥~ Transform #*
Position X -0.3299362 Y -0.14 Z -0.7166488
Rotation X0 Yo zo
Scale X1 1 zZ1
L. capsule (Mesh Filter) #
Mesh W Capsule 2]
» | ¥ Capsule Collider =,
» . ¥Mesh Renderer @ %
¥4 Rigidbody &,
Mass 1
Drag 0
Angular Drag 0.05
Use Gravity ]
Is Kinematic a
Interpolate [Hone n
Collision Detection [ Continuous Bynamic :)
¥ Constraints
Freeze Position OxOy Oz
Freeze Rotation XY 2z

Puc. 10.1. Komnonenm «Rigidbody»

© Inspector B Occlusion 58 Mavigation =

\‘:' | Plane & Static =
Tag | Untagged 4| Layer | Default |
” ¥ .~ Transform £,

Puc. 10.2. Ampubym «Static»

Crenmyromiuii mar — «Hay4YuTh» 00Ta IepeMelaTbCs M0 YPOBHIO HC-
MOJIb3YS IIOWCK IYTH C IIOMOINBI0 HABUIAIIMOHHON Mozmesu. st aTo-
To HeoOXOAUMO IOAKJIOUUTH KOMIIOHEHT «NavMeshAgent» &k 60Ty
(Component — Navigation — NavMeshAgent). 3aTeM co3naeM camMmy MO-
JleJIb Ha OCHOBE HaIllel MOBEPXHOCTH. [[JIf 9TOTO YKasbIBaeM B HACTPOM-
Kax moBepxHOCTHU aTpubyT Static (puc. 10.2).

Hamee BuI3bIBaeM maHes b «Navigaion» (Window — Navigaion) u 3a-
mycKaeM IIpoliecc remepamnum moaenam (KHomka Bake). Pesynbrar moui-
JKeH cooTBeTcTBOBaTh puc. 10.3.

Cosgamgum ckpunt «BotMovement» n no6aBuUM B HEro CJeIyIOIIUiT
KO[:
using UnityEngine;
using System.Collections;

public class BotMovement : MonoBehaviour

{

private Vector3 movementTarget;
private UnityEngine.AI.NavMeshAgent navMeshAgent;
private float distanceToTarget;
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ndalone? <DXI1> - 8 x

zliznll * €| @ |

Learn instead about the component workflon.
Baked Agent Size

Puc. 10.3. Czenepuposatnras HA8U2AYUOHHASL MOOeLb

public float maxDistanceToTarget = 2.0f;
private Vector3 initialPosition;

void Start()
{
navMeshAgent = GetComponent<UnityEngine.AI.NavMeshAgent>();
initialPosition = transform.position;

}

void Update()
{
distanceToTarget = Vector3.Distance(movementTarget, transform.
position);
if (distanceToTarget > maxDistanceToTarget)
{
navMeshAgent.SetDestination(movementTarget);
}
else
{
navMeshAgent.SetDestination(initialPosition);
}
}
public void SetMovementTarget(Vector3 target)
{
movementTarget = target;
}
public Vector3 getInitialPosition()
{
return initialPosition;

}
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© Inspector

v | [bot | [ static ¥
Tag [Untagged %) Layer [Dsfauke Gl
Prefab | Select i Ravart I Amly |

¥ .~ Transform [
Position X[-0.32993 Y -0.14 | Z -0.71664
¥ | Capsule (Mesh Filter) &,
Mesh °
» | ¥ capsule Collider (& 4|
> | ¥ Mesh Renderer @ %
¥4 Rigidbody [+

Mass

Drag

‘Angular Drag
Use Gravity
Is Kinematic
Interpolate
Collision Detection
¥ Constraints
Freeze Position Ox0Oy Oz
Freeze Rotation Mx MY &z
¥ ¥ Sphere Collider (k=
Edit Collider
Is Trigger "3
Material None (Physic Material) )
Center X0 Yo zo

Radius 4 |

Puc. 10.4. Komnonenm «Sphere Collider»

Hob6aBigeM cKpunt K 60Ty. Temeps «HayuuM» 60Ta pearupoBaTh Ha
nepemelrienre urpoka. J[fo6aBuM K 60Ty «00JIaCTh PeaKIIuU» IIPeaCTaB-
JIANTYI0 co60it KommoHeHT «Sphere Colliders (Component — Physics —
Sphere Collider) HacTpoeHHBIN KaK Tpurrep (puc. 10.4). 3ona peakuu
0oTa Ha MIrpPoKa HacTpauBaeTcA mapameTpoM «Radius». I[nsa KOppeKT-
HOU paboThl 3HAUEHME yCTaHaBAUuBaeTca ~4.

Hamee cosmaem HOBBIN cKpunT «BotTrigger», onpenensioniui opu-
CYTCTBHE aBaTapa HUI'POKA uepe3 30HY peaKIUU, U TaK Ke J00aBUM
K OoTy:
using UnityEngine;
using System.Collections;
public class BotTrigger : MonoBehaviour

{

private BotAI AI; private Transform intruder;
void Start()

{
AI = GetComponent<BotAI>();

}

private void OnTriggerEnter(Collider other)
{
if (other.CompareTag(“Player”))
{
ATl.setDisturbedState(true);
intruder = other.transform;
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private void OnTriggerExit(Collider other
{

if (other.CompareTag(“Player”))

{

Al.setDisturbedState(false);

}
}
public Transform getIntruder()
{

return intruder;

}

Kak BugHO M3 KoJa CKPUITA, 00T «pearupyer» TOJBKO HAa 00HEKTHI
c terom «Players.
U mocnenuuii mar — cospanue ckpumnra «BotAl», peaJusyooIero cu-

cTeMy IIPUHATUS PeIIeHni:
using UnityEngine;
using System.Collections;
public class BotAI : MonoBehaviour
{
private BotTrigger trigger;
private BotMovement movement;
private bool stateWounded;
private bool stateDisturbed;
void Start()
{
trigger = transform.GetComponent<BotTrigger>();
movement = transform.GetComponent<BotMovement>();
stateDisturbed = false;
}
void Update()
{
if (stateDisturbed)
{
Transform intruder = trigger.getIntruder();
movement.SetMovementTarget (intruder.position);
}
if (!stateDisturbed)
{
movement.SetMovementTarget (movement.
getInitialPosition());
}
}
public void setDisturbedState(bool state)
{
stateDisturbed = state;
}
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Puc. 10.5. Pesyavmam npecne0o6aHU s

HobGaBigeM CKpPUNT K 60Ty u 3amyckaeMm urpy (puc. 10.5). Ecau 6ot
mpecJieyeT 6JIM3KO ITOAOIIIE/IIero UI'PoKa, To jabopaTropHas pabora Bbl-
[IOJIHEHA ITPABUJIbLHO.

KoHTpoJbHBIE BOIIPOCHI

1. Yro mpezacTaBseT co00i MHTEIEKTYaJbHBII aBaTap — 60T?

2. Kakue HOBBIE KauecTBa N00aBIAET 00Ty KOMIIOHEHT «Rigidbody»?
3. Kakoit komnonent Unity3D 3amaer «00JacTb peakun» 6ora?

4. Kakoil cKpuIIT obecirieunBaeT NHTEJJIEKTyaJ IbHOoe MoBeaeHne 6ora?
5. Kax mpoBepuTh peakIiiuio 60Ta Ha AefcTBUA aBaTapa UTPOKa?
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JIABOPATOPHAS PABOTA N\e 11
O3HAKOMJIEHHME C JEPEBbAMU CMEININBAHUA AHUMAIINN

ITexs pa6oThi: 03HaKOMUTHLCA ¢ Blend Trees (mepeBbsa CMeITUBaHUA);
€03JaTh IPOCTYIO TECTOBYIO clieHny B Unity3D.

ITopsaaox BeINIOTHEHUST PA0OTHI

1. O3HAKOMUTHCSA C colep:KaHmeM pasfesa «TeopeTuuecKue cBene-
HUS».

2. CosmaTh HECKOJIBLKO avatarov ¢ sanmcaHHON aHUMAaIueii, Co3IaH-
HBIX IIPU ITOMOINu cepBuca Mixamo.

3. Cosmath B Unity3D HOBBII IPOEKT U IIYCTYIO CI[EHY.

4. Umnopr 3aroroBku anumanuu B Unity3D.

5. IIoATOTOBUTH UTPOBOI YPOBEHbD.

6. Cosmanme MeHIO ¢ TIOMOIIbIo Canvas Ijas B3AUMOIeCTBUSA C IIPU-
JIOJKEHUEM.

7. Ilogrmouenue C# Script « RunAnim» x Canvas.

8. CoszmaHne HECKOJIBKUX MaHe el 1 HAIIOJHEeHNEe X KHOIKAaMU CO-
TJIaCHO ME€PapXUU.

9. [Ina mpoBepKU pesysbTaTa BBIIMOJHUTH KOMIIUJIAIMIO IPOEKTa
(mpoekT HeobxomxuMo cobpaTh Kak File — Build Settings..— Build) u 3a-
MYCTUTD IIPUJIOMKEHNE [IJIS IeMOHCTPAIIUY Pe3yJIbTaTa.

10. JemoHCcTpanusa pesyabrara.

11. OdpopMUTH OTYET.

PexoMeHaAIINHU IO COTEPSKAHUIO TECTOBOI CIIeHbI

HrpoBoit ypoBeHb A0JIKEH COAEPIKaTh:

— ITmockocTs (Plane), BRICTYIIAIONIYIO B POJIU IIOBEPXHOCTH;

— Kawmepy (main Camera);

— WcTouHuk cBera (Hampumep, Directional Light);

— HecKolbKO aHMMAIIMOHHBIX KJIUWIOB C 3alUCAHHON aHWMAaIlluel,
CO3JaHHBIX IIPU ITOMOIIU cepBuca Mixamo;

— ITamenp «Canvas» IJ1s B3aUMOIENCTBUA C TIEPCOHAYKEM IIPU ITOMO-
1 KHOIIOK | cJiaiepa.

MeTonuueckue yKa3aHHUsI

Blend Trees (/lepeBbsa cmemrnBaHusA)
OpHoM 13 pacIpOCTPaHEHHBIX 3aa4 B UTPOBOI aHUMAITUH SIBJISETCS
CcMeIlIMBaHMe ABYX WJIU 0oJiee MOXO0KUX aHUMaIuii. BosMo:kHO, Hanbo-
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Jiee U3BECTHBIN IpUMep, 9TO CMeIlInBaHNe aHuMAalluii mara u 6era, B co-
OTBETCTBUHU CO CKOPOCTHIO ITepcoHaska. JIpyrumM mpuMepoM SABJIsIeTC Ha-
KJIOH IIePCOHAKAa BJIEBO UJIM BIIPABO B CIydyae IIOBOPOTA BO BpeMs Oera.

Basxuo pasnnuath nepexonasl (Transition) u Blend Trees. XoTs oHUI
00a UCTIOIb3YIOTCS IJIS CO3TAHUS IIJIaBHBIX aHUMAIUHA, HO TPUMEHIIOT-
CsI IJIs1 PA3HBIX BUIOB CUTYAaI[UH.

Transitions UCIOIb3yETC JJIA IJIABHOTO ITEPEX0/Ia OT OAHOM aHUMAIIUT
K IpyTroii 3a 3amaHHoe BpeMsd. Ilepexonbl yKasaHbl Kak yacThb Animation
State Machine. Tlepexon OT OZHOrO ABMKEHUS K aOCOJIIOTHO APYTOMY
0OBIUHO IIPOTEKAET HOPMAJIBHO, €CJIU IIEPEX0]] IIPOUCXOTUT OBICTPO.

Blend Trees nconb3yeTcs IJis TIJIaBHOTO CMEITBAHUSA HECKOIBKUX
aHEMAaIUA IyTEM 00beINHEeH!s NX BCEX B PA3HOI cTelleHl. SHaUeHNe,
KOTOpOoe KasKaoe NBUKeHUe BKJAJblBaeT B (DMHAJBHYIO aHUMAIIUIO,
yIpaBIAeTCs ITapaMeTPOM CMEeITNBAHUA, KOTOPHII ABIAETCS OTHUM U3
YHMCJIOBBLIX IIapaMeTPOB aHMMAIlMU CBA3AHHBIX ¢ Animator Controller.
Yro6bl CMeIIaHHOe ABUKEeHUE BBIIVISAEeJI0 OCMBICJIEeHHO, CMeIInBae-
Mble IBUKEHUA JOJYKHBI OBITH IIPUMEPHO PaBHBIE II0 JJINHE U IPUPOIE.
Blend Trees — aT0 0co0bIN B aHuMauu B Animation State Machine.

IIpumepamu moJOOHBIX ABUKEHUI MOT'YT OBITh aHUMAIIUU XOABOBI
u Gera. I[;1s Toro, YToOBI CMeIIMBaHUe Pab0TAJI0O HOPMAJIbHO, TIepeMe-
IIeHUS B KJIUIAX NOJIXKHBI IPOUCXOAUTh Ha TOM K€ CAMOM MeCTe IIPHU
HOpMAaJIM30BaHHOM BpeMeHU. Hampumep, aHuMaInum Xoas0bI 1 6era Mo-
T'yT OBITH IPUBA3AHBI TaK, YTO B MOMEHT KOHTaKTa HOTH C II0JIOM, OHU
OCTaIOTCSA HA MECTe IPY HOPMAaJIM30BAHHOM BpeMeHU (HaIpuMep, JieBast
Hora nonagaet Ha 0.0, a npaBas Ha 0.5). T.K. ucmob3yeTcs HOPMaJInu30-
BaHHOE BpeMsd, TO AJUTEJIbHOCTD KJIUIIOB POJIU He UTPAET.

NMnopT aHUMAIMOHHBIX KJINIIOB

ABuManoHHBIE KJIUMNBI — 3TO KPOIIEUHbIE CTPOUTEIbHBIE OJIOKK
anumManuu B Unity. OHM IpencTaBJIAIOT COOOM OTAeIbHBbIE BJIEMEHTHI
IBUKeHUsA, Takue Kak RunLeft (Ger B 1eByI0 CTOPOHY), Jump (IPBI:KOK)
nin Crawl (mo3aHmMe) 1 MOT'YT OBITH O0BEIUHEHBI PA3HLIMU CIIOCO0aMuU,
00pasys KUBble U PeaJUCTUUYHbIe aHUMAIUU. AHUMAIIMOHHbBIE KJINIIbI
MOXKHO BBIOPATh B JAHHBIX, UMIIOPTUPOBaHHBIX 13 FBX (puc. 11.1).

Mixamo — aTo cepBuc ot Adobe. ITOT cepBUC MO3BOJIIET AHUMUPO-
BaThb COOCTBEHHBIX IEPCOHAKEN NN Ke BOCIIOJIb30BAThCS YiKe CO3IaH-
HOUM OuOJIMOTEKOIl maHHOTO cepBuca. IlJig 9TOro HaM HYKHO BBIOPATH
ysKe 3aTOTOBJIEHHbIe aHMMAIIMOHHbBIE KJIUIBI 1 9KCIOPTUPOBATh UX Ha
JIOKAJIbHBIA KOMITbIOTED. [lajiee MIIOPTUPYEM 3aTOTOBKHU B JIFOOOM TIPO-
ekt Unity (puc. 11.2).
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© Inspector 8 -= | Root Transform Pesition (X2)
i
Bake Into Pose [ ] loop match @
(vosel [ o [T il ]
Import Animation
a o Mirror -
Bake Animations O Additive Reference Pe[]
Anim. Compression | Off ™ Pose Frame 271
Average Velocity: (-0.010, 0.000, 5.657)
Clips Start End Average Angular ¥ Speed: 0.0 deg/s
Run 335.9 353.7 » Mask
Lt =] » Curves
» Events
n Run @ # » Mation
¥ Import Messages
Generate Retargeting (]
Length 0,592 30 FPS -
Retargeting Quality compares retargeted with ariginal
| |5:00 |10gofp |15:00 | 7 animation, It reports average and maximum
L1 I B L Lt (1) tion difference for body parts, It may slow
down impert time of this file.
Start 335.¢ End 3537 IR
| Revert|| Apply |
Loop Time (%)
Loop Pose loop match O
Cycle Offset [o ]
Root Transform Rotation
Bake Into Pose ) loop match @
Based Upon | Body Orientation ™
Offset 1-0.0875 ]
Root Transform Position (¥)
Bake Into Pose ) loop match @ 0:00 (000.0%) Frame 335
Based Upon (at Stz Feet &
Offset [o ] indle  (Tane

Puc. 11.1. Ceoiicmea aHUMAYUOHHO20 KIUNA

DEFAULT CHARACTER

UPLOAD CHARACTER

' T

Puc. 11.2. Cepsuc Mixamo

Hepe,a pa60TOfI C OIPEBOM CMeEIIVMBAaHUA H606XOI[I/IMO O3HAKOMUTHCA
C TeOpeTHuYeCKMMMU CBEJECHUAMU lIaHHOfI JIa60paTOpHOfI pa6OTLI, IIocJie

Yero MpUCTyIIaeM K YCTAHOBKe OIpe/eIeHHbIX ImapaMeTpoB Animation
Type va Humanoid (puc. 11.3).
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[ e Collab - | @ [n:munt -] anytrs - | [Larw‘t -1

_m O Inspectar | i -=
i & Game Objects Import Settings (R4
f (=TT 1]
l!ﬂodriu m Animaton | Matenals J
Animation Type | Humanaid 0|
Avatar Definftion Cimats Frem This Modal '

Can't configure avatar in multi-editing mode

Optimize Game Object:

Puc. 11.8. Tun anumauyuu Humanoid

Tax sxe HEOOXOZMMO 3aMOPO3UTH CMeEIeHNe KJIUIIOB U 3aIUKJIUTH
aHuMAaIuio. VlsMeHeHHbIe TapaMeTPhl, aHUMAI[MOHHOTO KJIMIIA:

1. Loop time — 3anuKJIuBaHVe aHUMAIUU;

2. Root Transform Rotation — KOpHEeBOe BpallleHle B JBUKEeHIe KO-
CTel;

3. Root Transform Position (Y) — 4T00bI 3aMOPO3UTH BEPTUKAJIBHOE
cMellieHre KoCTeit;

4. Root Transform Position (XZ) — 4T00bI 3aMOPO3UTH TOPU3OHTAIE-
HOEe CMeIleHIe KOCTeH.

IIpu mpuMeHeHMNe 3TUX ITapaMeTPOB, B 3aBUCHUMOCTU OT AEeHCTBUM,
MPOUCXOAAIINX B KJUIIe, HEOOXOAUMO 00paIaTh BHUMAHNE Ha CMeIlle-
Hus anuMainornHoro kauna (Vector3). Ha puc. 11.4 mpuBeneH npumep
anuMaImoHHoro Kuania «CookoicTBue», cjaemoBaTeJbHO, Vectord moi-
*KeH umeThb Koopauuats! (0,0,0).

Teneps mprcTynaem K co3nanuio criensl B Unity 3D. Cosmanum ocBe-
meHue, ucnoabadys Directional Light, m maramadT, mpu moMoIu 100as-
JIEHUA CTaHIapTHOU moBepxHOCTh Plane (puc. 11.5).

ITepemerniaem s1060i1 pedabd aHMMAIIMOHHOTO KJINIIA Ha CIieHy (puc.
11.6). IlosunimoHupyeM aBaTapa Ha IeHTPAJIbHYIO JOPOKKY U T00aBJIA-
€M KOMIIOHEHTHI:

— Animator (3amoJiHAeM II€PEeMEHHYIO DaHee CO3LAaHHBIM ITYCTHIM
Animator Controller);

— Capsule collider;

— Rigidbody (3amopaxuBaeM IIOBOPOTHI II0 BCEM OCAM).

Co3maimM KJIIOUEBBIE DJIEMEHTHI YIIPABJIEHUA CIIEHOM Ha KOTOPBIE
oymem ccbLiaTbesa u3 C# ckpunra. Ilepexonmm K HacTpoiike Animation
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Assets - Model

[shades -l]20]] % |4 & o]

Puc. 11.5. IlogepxHocmb co ceemom
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we,
X2.149534 ¥ 1.2925290-17 2 -0.5621036
. I —

F E— Y Jz[t

Ox0Oy 0z
OxOy 0z

a-=
IS

0'Scale 0 Muscles: 520 Genaric: 0 PP 0
33 (6.3%) Danser 475 (52.1%) Sweam 8 (1.5%)

Puc. 11.6. Ilepconadc Ha cyene

Tabnuuya 11.1
Jlornueckuii MIOPAIOK AHUMAITMOHHBIX KIIUIIOB

Anumanuonusii | [Tapamerp «run» ITapameTtp ITapamerp Mirror
KJIAT «strafe»
CnoxoiicTBue 0 0 false
ITar 0,5 0 false
Ber 1 0 false
ITar Bupaso - 1 false
IITar ByieBo - -1 true

ITpumeuaHnue: qisa qBUKeHNA (11ara) B 00K UCIOJIb30BAaH OJUH U TOT K€ aHUMAI[UOH-
HBII KU (B OAHOM U3 CJIyUaeB YCTAHOBJIEH TapaMeTp 3ePKAJIbHOTO OTPAKEHU).

Controller. Cosgaem HOBOe blend tree u HOBBIE ITapaMeTPhI YIIPABIECHUS
anmMmarnuu tuna float. HaspiBaem mapamerpsl «run» u «strafe». Ia-
Jiee 100aBJIsIeM CJIOTHI IIOJ AHMMAIIUIO B JPEBE CMEINBAHUSA U IIOACTAB-
JIAeM KJIUIBI B JIOTMYECKOM IOPAAKEe IO ocAM. IIopAnoK mpencraBieH
B Tabs. 11.1. 3a ock X oTBeuaeT ImapaMeTp «I'Un», a 3a 0Chb Y IapaMeTp
«strafe». Ha puc. 11.7 npuBejeH mpuMep HACTPONKY APeBa CMEIINBAHNIA.

ITocie cosmanue cieHbl HEOOXOAUMO paspaboraTh «MeHIO yIIpaBJe-
HUA», C TIOMOIIIBLI0 KOTOPOT'0 MOYKHO OyZeT B3auMOAEHCTBOBATD C IIPUJIO-
JKEeHUEM.

B kauecTBe MHCTpYMEHTA IJisd Pas3pabOTKU YCIOKHEHHOrO MHTEpP-
detica ObL1 ucnoab3oBan «Canvas». KommoneunT Canvas mpencTaBiisieT
c000i1 abcTpaKTHOE IIPOCTPAHCTBO, B KOTOPOM IIPOU3BOJUTCA HACTPOM-
ka u orpucoBka Ul. Bce UI-ajieMeHTHI ABJAAIOTCA HOTOMKAMU UTPOBBIX
00'bEKTOB, K KOTOPBIM IIpucoenuuer Canvas.
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Motion
= I!Happ\r Idle

= @ Walking

= I!Runninq
= I!itrife
= I!itrife

Puc. 11.7. Hacmpoennoe Blend Tree

K Canvas nobaBum HoBbINT KoMnoHeHT C# Script «Anim» u 3amoJi-

HUM ero nepemenuble. Comep:KuMoe CKPUIITA IPEACTABICHO HUMKE:
using UnityEngine;
using UnityEngine.UI;

public class Anim : MonoBehaviour
{
[Range (0, 1)]
public float run;
[Range (-1, 1)]
public float strafe;
public Slider slider;
public Animator animator;
[Range (0, 5)]
public float dampTime;
private void Start()
{
dampTime = 0.15f;
}
void Update()
{
run = slider.value;
animator.SetFloat(“run”, run, dampTime, Time.deltaTime);
animator.SetFloat(“strafe”, strafe, dampTime, Time.deltaTime);

}
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public void ButtonReset()
{
run = 0;
strafe = 0;
Transform avatar = animator.GetComponent<Transform>();
avatar.position = Vector3.zero;
}
public void ButtonLeft()
{
if (strafe < 1 && !'run.Equals(0))
strafe += 0.5f;

public void ButtonRigth()

{
if (strafe > -1 && !run.Equals(0))
strafe -= 0.5f;

CosmanuM maHeJ b M HAIOJHUM ee KHOIIKAMU COIJIACHO Mepapxuu,
KoTopasd mpejacTaBjeHa Ha puc. 11.8.

Ha npumepe mokasaHO COOTHOIIIEHWE ITaHEJeHl COIJIACHO SKPaHy
(puc. 11.9).

B macTpolikax KHOIKHN BBIOMpPaeM COOTBETCTBYIOINE QMYHKINHI
(puc. 11.10).

3amyckaeM IpuUJaoKeHue u HabrogaeM pesyabrar (puc. 11.11).

Temnepb, Korza ciieHa 1 nHTepdeic co3nanbl, MOXKHO IIEPEHTH K KOM-
MUIALNAYN IPOEKTa.

[ KOMIUIAIINYT TPoeKTa HeooxonuMmo: «File» — «Buil Settings...».
ITocse uero oTkpoeTcsa MeHIO HacTpoek (puc. 11.12).

¥ Canvas
¥ Panel
W Rigth
Text
W Left
Text
W Reset
Text
¥ Slider
Background
¥ Fill Area
¥ Handle Slide Area

Puc. 11.8. Hepapxus unmepgeiica
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Puc. 11.9. Pacnonosxcenue naueeil co2iacHo IKPAHY

Puc. 11.10. [Jobasnenue pyrKkyuu 0158 KHONKU

B mammom pasmese HeoOxommmo BbIOpaTh miaatdopmy (Windows) u
apxuTeKTypy (x86_64). [lanee nasxkumaem «Build» u oxumaem oKoHYA-
HuA KoMmnuasainuu. [locse yero 3amyckaeM CKOMIUJIUPOBAHHBINA TPOEKT
(puc. 11.13).
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Puc. 11.11. Pexcum «Play»

Build Settings n

Puc. 11.12. OkHO HacmMpPoeK KOMNULAYUU NPOEKmMa
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Puc. 11.13. Pe3yavmam pabomol

KoHTpobHBIE BOIIPOCHI

1) Yro nouumaetcs mog repmunaom Blend Trees?

2) Yem Blend Trees ornuuaerca ot Transition?

3) Uro TaKoe «aHUMAIMOHHBIE KJIUILI» U AJIA Uero OHU WMCIOJIb3Y-
oreA?

4) st uero Hy:KeH cepsep Mixamo?
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JlaGopaTopHas padora Noe 12
CO3TAHUE WINDOWS ITPUJIOSKEHUA TOIIOJTHEHHOM
PEAJIBHOCTH C IIOMOIIBbIO BUBJIUOTEKH VUFORIA

Ilexs pa6Gorhl: pa3paboTKa NPUJIOKEHUS IOIOJHEHHON peajbHO-
CTU C UCIIOJIb30BaHMEM MHCTPyMeHTOB Unity3D u 6ubauoreku Vuforia
Engine nna Unity3D.

ITopAaoK BHITIOTHEHUT PA0OTHI

1. YerauoBka oubsanorexu Vuforia Engine.

2. Co3pmaHue 1 pacnosHaBaHWe MUIIIeHU (MapKepa).

3. CosmaHure MPUJIOKEHUA TOMOJHEHHOH peastbHOCTH ([IP).
4. IIpoBepka nmpuioxkenusa I P.

5. OopmieHME OTUETA.

MeTonuueckue YRa3aHuAa

1 BRITTOSTHEHMA PAaOOTHI HEOOXOAMM JOCTYII B MHTEPHET U HAJIUYINeE
web-KaMepHI.

Vuforia Engine — sTo mporpaMMHasd miaaTdopma 1A CO3AaHUs MIPU-
JIOXKEHUH JOIIOJHEeHHOI peaibHOCTH. PaspaboTunKy MOTYT JIETKO J00a-
BUTH PACIINPEHHYIO QYHKIIMOHAJIBHOCTS KOMIILIOTEDHOT'O 3PEHUA B JI0-
0oe IPUJIOKEHNE, ITI03BOJIAA EMYy PACIIO3HABATH M300PaKeHUA U 00HEK-
THI, a TAKKEe B3aNMOJeMCTBOBATH C IIPOCTPAHCTBAMHU B PeaJILHOM MUDE.

IInardpopma Vuforia Engine mommep:xuBaeT paspabOTKy IIPUIOKE-
Uit AR nna ycrpoiictB Android, iOS u UWP. Haunnaa ¢ 2017 Bepcun,
Vuforia Engine uarerpupoBasa B Unity3D.

YcranoBka Vuforia

3arpyaure u 3anycture Unity Download Assistant 2017.2 nunu 6osee
TIO3HIOIO Bepcuio ¢ BeO-caitra Unity: https://unity3d.com/ .

Cnenya maram ycra"oBmuka «Download And Install Unity» B nua-
Jiore BbIOOpa KOMIIOHEHTOB BhIOepuUTe momnosHeHue Vuforia Augmented
Reality Support. 3arem nmpoxos:KaiiTe yctaHOBKY (puc. 12.1).

g mHauasaa paboThl ¢ 0MOJIMOTEKON HEOOXOAUMO CO30aTh HOBBIN 3D
upoekT B Unity (puc. 12.2).

Vuforia Engine B Unity3D

Vuforia Engine 0ymeT oTo0OpaKaThbCsA B MEHIO HUT'POBBIX OO0BEKTOB
Unity, a TaKk:Ke B HaCTPOMKax COOPKM U HACTPOIKaX Urpoka. KommoneH-
o1 Vuforia Haxogarcsa Ha BKaagke GameObject — Vuforia (puc. 12.3).
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@ Download And Install Unity

Unity component selection

Install Component Download Size Ir
. Example Project 310 MB 5
ntroduction Android Build Support (*) 161 MB 3
License i0S Build Support (*) 1.18 GB 2
@ Components tvOS Build Support (*) 408 MB g
Destination Select Linux Build SupPort *) 199 MB 5
SamsungTV Build Support (*) 43.7 MB 1
Download Tizen Build Support (*) 74.6 MB 1
Installation YVuforia Aug i D (*) i 1
SUMITIar) WebGL Build Support (*) 280M 7
Windows Build Support (*) 234 MB 8
Facebook Gameroom Build Support (*) 41.9MB 9
(*) Indicates that the component requires Unity to be installed
Space Required: 3.9 GB Space remaining: 281.81 GB
= Allows building your Unity projects for the Vuforia-AR platform
€ unity
Go Back Continue

Puc. 12.1. Yemanosxa Vuforia Engine

Projects Learn  Activity Duew  [Hose (@myaccoon

[ Unity 2017.2 Beta Project ] @30 20

fUsers/david/Development/Unity/Projt -+ (en .:Z Enable Unity Analyties (7)

Augrmenteer -

Puc. 12.2. Coz0anue H08020 npoekma
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@ Unity File Edit Assets [erh-0s[=<® Component Window Help

® Create Empty TN
: " S |l [IE] mﬁ Create Empty Child XN
I 3D Object >
= Hierarchy 3 Project 2D Object >
| Create -| (arATT s S
v & Untitled* .

Main Camera i ngh't >
Directional Light Audio »
Video >
Ul >
Vuforia >

Camera

Prefab
ce
x_
X #F
{+38F
cted
e XA

AR Camera

Image
Multi Image
Cylindrical Image

Cloud Image
Camera Image
VuMark

3D Scan

Puc. 12.3. Bubauomerxa Vuforia 6 Unity 2017.2 u gviue

| scenes In Build

Platform

é‘: PC, Mac & Linux Standalone

Android

LIV

ﬁ Tizen

Xbox One

PS Vita

=ra psa

Swich Platiorm | (_Player Settings...

© inspector
O PlayerSettings

Eﬂ
®

Company Name DefauliCompany
Product Name VIURCL
Default Icon
Default Cursor
Add Open Scenes |
Cursor Hotspot x[0 Y[o
' Android 2 | ‘.
Settings for Android
Texture Compression | Resolution and Presentation
Build System
Export Projct =] [ tcon
‘Development Build L] | splash image
e (@] :
Script Debugging ®| | Other Setings
Scripts Only Build a | Publishing Settings
Compression Method None . XR settings
SDKs for App Stores. Virtual Reality Supported [m]
ARCore Supported
[7)] Xisomi Mi Game Center Add Vuforia Augmented Reality Supported [

Learn about Unity Cloud Build

i v o

Asset Labels

Puc. 12.4. Akmusayus 6ubruomerxu Vuforia Engine

AxruBamus Vuforia Engine
st cOopru mpuiokeHuit ¢ 6udauorexoir Vuforia Engine, Heo0xo-
guMa akTuBanua. Tax jKe BO3MOMKHO mcHojab3oBanue Vuforia Engine
TOJIBKO B pekume Play. Uto6wl akTuBupoBarts Vuforia Engine mepeiigu-
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Te B HACTPOMKM MHCIEKTopa, B pasaeine «Hactpoiiku XR» ycTaHOBUTE
dbaaxxor «omonuenHasa peanbHOCTb Vuforia» (Player Settings — XR
Settings — Vuforia Augmented Reality) (puc. 12.4).

Hauauo pa6orsi ¢ Vuforia Engine 8 Unity3D

ITocne aktuBanuu Vuforia Engine B Unity MOKHO [0OaBUTH B IPO-
ekt Qyuruuu Vuforia Engine us meuto Unity — GameObject.

OcHoBHBIE QyHKIIHN:

— Model Targets: TIO3BOJIAIOT pacIO3HaBaTh 00'BEKTHI IO (hopMe ¢ mc-
TOJb30BAaHUEM yiKe CYIlecTBYouX 3D-momeneii. [ia pasmertienuda AR
Ha caMbIX Pa3HBIX IIPeAMeTaX, TAKUX KaK IIPOMBIIIJIeHHOe 000pyA0oBa-
HIUe, TPAHCIIOPTHBIE CPEICTBA, UTPYIIKY U OBITOBAA TeXHUKA.

— Image Targets: paciosHaBaHle IIJIOCKUX M300paKeHHnil, TAKUM
KaK ITeuaTHbIe HOCUTEJN U YIIaKOBKa IIPOAYKTa.

— Object Targets: co3galoTca IyTeM CKaHUpPOBaHUA o0bekTa. OHU
SABJISIIOTCS XOPOIIUM BaPUAHTOM IJIS UTP U APYTUX IIPOAYKTOB ¢ Oora-
TBIMU AETAJSIMU IIOBEPXHOCTH U IIOCTOSAHHOI (DOPMOIi.

— Cylinder Targets: co3maioTcsa ¢ UCIOJIH30BAHNEM HECKOJBKUX IIie-
JIEBBIX M300paKeHUM 1 MOTYT OBITH YIIOPAJOUEHBI B MPaBUJIbLHBIE I'€0-
MeTpuuecKue Gurypsl (HaIrpuMep, IpaMOyTOoJbHUKY) U B JI000€ IIPOo-
M3BOJILHOE PACIIOJIOMKEHIE IIJIOCKUX II0BEePXHOCTEN.

— Multi-Targets: oy pacriosHaBaHUA N300paKeHnsA, HAHECEHHOT0 Ha
00'BEKTHI, IMEIOIIe TPUOJIU3UTENHHO IIUINHAPUUIECKYI0 (DOpMY (HamIpu-
Mep, OYTBIIKY ¢ HAITUTKAMU, Ko(heliHble YalIKK, 0AHKHU C Ta3UPOBKOIL).

—VuMarks: aTo HacTpanBaeMble MapKephbl, KOTOPbIe MOTYT KOIHUPO-
BaTh pasanyHbIe (hopMaThl JaHHBIX. OHU TTOAIEP/KUBAIOT KAK YHUKAIb-
HYIO UAeHTU(PUKAINIO, TaK U OTCJIe;KUBaHME 1A IpuIoKenuit AR.

— External Camera: nocTyI K BUAEOJaHHBIM C KAMePhI, HaXONAIIei-
cdA BHe KaMephI TesedoHa UM MJIaHIIeTa, Ipu codganuu AR.

— Ground Plane: mo3BoJiseT pas3MeIaTh KOHTEHT HAa T'OPU30HTAJIb-
HBIX IIOBEPXHOCTSAX B Cpejie, TAKOH KaK CTOJIBI U TOJbI.

Hna mauana HeoOxoxmuMmo nobaButh ARCamera (cuenuaJbHBIA TUI
KaMephbl, KOTOPBIN IIOAIEP:KUBAET IIPUIOMKEHUS HOIOJHEHHON peajb-
HOCTH, KaK JJIs IOPTATUBHBIX YCTPONCTB, TaK U AJIA ITU(MPOBBIX OUKOB):

Hob6aBbre ARCamera. Ygaaure ocHOBHYIO KaMepy (puc. 12.5) Kame-
pa maxoxurcsa B GameObject — Vuforia - ARCamera.

1. Cosdanue muutenu.

I st aToro Ha caiire https://developer.vuforia.com/ meo6xoagmmo cos-
maTh (aiia ¢ mumtenavu aaa ImageTarget. I3obpakeHUs I MUIITE-
Hell MOKHO B3ATh CBOE MJIM CKAUYaTh M3 MHTEPHETA.
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[ Unity File Edit Assets WeElClelVEG@ Component Window Help
Create Empty T8N

®
¥ + EXEae) :; T
53 Cent
* = E = 3D Object > I_‘ .
Game

= Hierarchy (1 Project 2D Object

Create ~ | arAll
v € Untitled® Effects

Main Camera 1 Ligh‘t
Directional Light Audio
Video
ul
Vuforia
Camera

\ Y VYVYVYYVYY

AR Camera

Image
Multi Image

Cylindrical Image

Cloud Image >

Camera Image >
efab VuMark

3D Scan

Puc. 12.5. JlJobasnenue ARCamera

s HopmasbHOit paboTel Image Target, Hy»KHO UTOOBI Ha caiiTe Ipu
nobaBJIeHUN B MUIIIEHBb N300paskeH s BbIJJaBaJjIo He MeHee 2 3BE3I0UeK.

XopominMu n300pasKeHUAMU OJIS MUIIeHel SABJSIOTCS T€, B KOTO-
PBIX MHOT'O KOHTPACTHBIX AeTajeii. IMeHHO Ha 3TUX JeTaJNAX U CTPOUT-
cs OIOpPHAaA MaTpUIla AJIA IOCJEYIOIIEro paclio3HaHU A MUIIIEHE .

ITopsanox co3manusd ¢aija ¢ MUIIEHIMM:

1. 3aittu ma caut — https://developer.vuforia.com/

2. CoszaTh CBOII aKKAYHT MJIU IOJYUYUTH €r0 Y IIPEIIofaBaTe .

3. IlepeiitTu B Target Manager.

4. C momoribio KHOnKu «Create Database» co3maTh 0a3y IJIsd MUIIIE-
ueii (Target).

5. BoiiTu B co3manuyio 0asy.

6. 1151 co3maHmsa HOBOI MUIIIEHN HaYKaTh Ha KHONKY «Add Target».

7. Beibpats Tun muitieHeir (Hampumep, Image Target)

8. 3ajmaTh mapaMeTphbl MUIIIEHN W HAMKATh KHONKY «Add»

9. [Ina 3arpy3Ku MUINEHU HYIKHO €€ BBIAeIUTDH (IJid BbITeJeHUS
HYKHO IIOCTABUTh TaJIOUKY V HYKHOU MUIIIEHU UJINA Y HECKOJIbKUX MU-
IIeHen).
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m Qv S [ 2 1] [eacenter | Boca

ese + otgeLimoges USLENELpHt (5508 2 612)
[y | @ ot | : u

¥ I CyfinderTargecTex
¥ i Forfint
) CybnderTargec

8 vublark
P I feag e Tasg T st
» B TargessetDan
I Vuforiadurs Vsl
B Resources
> B SreamingAssets
- Vforia

FISSURE

Puc. 12.6. Cmandapmnsie yeau oubauomerxu Vuforia Engine

10. Haxkatrs kHONIKY «Download Selected Targets», Boiopars Unity
Editor, BBecTu Has3BaHHe co3JaBaemMoro (aiija M HaKaThb KHOIKY
«Create».

dDaiia ¢ MUIIEHAMY MOAKJIIOYAETCA UYepes IMOAKII0UeHE ITaKEeTOB.

Paccmorpum crmoco6 pabGoThI, C YK€ TOTOBBIMU MUIIEHAMU U3 Ou-
oauoreku Vuforia Engine, kotopble Haxoguthkesa B / Editor / Vuforia /
ForPrint (puc. 12.6), oTKyJa UX MOYKHO pacledaTraTb, UJIU B3ATH YiKe
TOTOBBIE V IIPETIOIaBaTe .

2. Jlobasnernue yeau Ha CyeHy.

Yto6sI 106aBUTH 1ieau Vuforia K cBoell ciieHe, HEOOXOAMMO BbIOpATH
COOTBETCTBYIOII[Ie UTPOBbIe 00BEeKThl B MeHio GameObject — Vuforia.
ITeseBoil UTPOBOIT 0OBEKT OyIeT N0OABJIEH B MEPAPXUIO BAIIIEll CIIeHbI.

Kamaniit meeBoii 00bEKT MOKeT ObITh HacTpoeH B MHcmekTope. s
HACTPOUKU IeJIeBOT0 00'beKTa He0OX0AMMO B MHCIIEKTOPE BhIOpaTh 6asy
JaHHBIX U UM I1eJIU C IIOMOIIbI0 KOTOPBIH OY/IeT MPOUCXOAUTD PACIIO3-
HaBaHue. (puc. 12.7).

3. Hobasnenue modenu K yeau.

Onsa nobaBieHUA MOAENIU IOCTATOYHO, TOOABUTH ee KaK JOUEPHUI
00'BbEKT I1eJIV B mepapxuio cieHbl. ComepsKkaHue POJUTEIbCKOr0 00BEeKTa
C IIeJIeBBIM 00'bEKTOM aBTOMATHUUECKH YCTAHABINBAET HEOOXO[MMbIE I1a-
pameTpsl peHgepunra u ¢usuku (cMm. DefaultTrackableEventHandler.
cs) (puc. 12.8).
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@& Unity File Edit Assets [[STTSa Component Window Help

® Create Empty G #N
I r2 Create Empty Child X ON m
= Hierarchy | @Project o um 2D Object .
Create = | (G Ml i *
v &) Untitled® == Effects
Main Camera L2l
Directional Light Audio
ARCamera
Center On Children Multi Image
: Cylindrical Image
Make Parent Cloud Image
Clear Parent Camera Image
Apply Changes To Prefab VuMark
Break Prefab Instance 3D Sean
Set as first sibling ®=
Set as last sibling ®-
Move To View X 3%F
Align With View O %F
Align View to Selected
Toggle Active State X GA
@ ASTRONAUT
Puc. 12.7. [Jobasrenue yeauna cueny
"= Hierarchy [|[]Consale g im € Game | % Scene ]
| ereate - | @A — ) Shaded =||zo|| % | <) | &iz]
¥ € untitled*
Directional Light
ARCamera
¥ ImageTarget
P Astronaut

@ ASTRONAUT

Puc. 12.8. Jlobasrenue modenu k yenu
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4. IIpogepra pabomocnocobHocmu

Vuforia Engine nipenoctaBiseT CUMYJIATODP B pexkume «Play», KoTo-
DPBIII MOXHO aKTUBUPOBATH, HAYKAB HA COOTBETCTBYIOIEI0 KHOIIKY. ITY
(GYHKIIMIO MOYKHO UCIIOJIB30BATh JJIA OIIEHKU U OBICTPOTO CO3JaHMUA IIPO-
TOTUIIOB CIIeHbI 6e3 He00XOQMMOCTU YCTAHOBKH Ha ycTpoiicTBe. Pexkum
BOCIIPOM3BEeHNsI HACTPAMBAETCS B pasjeJie BeO-KaMephbl KOH(pUrypa-
nuu Vuforia.

CoOopka 1 3aIryCK MPUIOKEeHU A
ITpunosxkenua Unity ua 6a3e 6ubsamorexku Vuforia cosmarorcsa u pa-

0oTalOT TAaK JKe, KaK U Apyrue npuiokenusa Unity nua Android, iOS u
UWP.

KoHTpoasHbIE BOIIPOCHI

1. Kak mogkarouaercsa oudauorexu Vuforia?

2. Kak cosmaeTcs u pacro3HaeTcsa MUIIeHb (MapKep)?

3. OCHOBHBIE ATAIIbI CO3AAHMUSA MPUJIOKEHUS TOMOJHEHHOH pealbHO-
CTH.

4. Kak mpoBepseTcs IPUIOKeHNe JOI0JTHEeHHON PealbHOCTI?
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JlabopaTopHas padora Ne 13
CO3TAHUE WINDOWS ITPUJIOSKEHUA TOIIOJTHEHHOM
PEAJIBHOCTH C IIOMOIIBbIO BUBJIUOTEKH VUFORIA
OJIA MICROSOFT HOLOLENS

ITens paGoThI: pa3paboTKa NPUJIOKEHUA AOMOJHEHHON peaJbHOCTH
C HCIOJb30BaHMEM WMHCTPyMeHTOB Unity3D u 6ubsamorex Qualcomm
Vuforia u MRT pnsa Unity3D.

Ilopsagox BEIMOITHEHUS PA0OTHI

1. YeranoBka oubanoreku Qualcomm Vuforia.

2. CosmaHue 1 pacmosHaBaHne MapKepa.

3. CozgaHue IPUI0KEHN TOMOJHEeHHOM peaJtbHocTy s Vuforia.
4. TecTupoBaHMUE IPUIOKEHNUA.

5. YcranoBka 6udbamorexu MRT.

6. Hacrpotika Unity nas pabotsl ¢ Hololens.

7. Co3maHue IIPUJIOMKEHU S TOIOJTHeHHON peasbHocTu nasd Hololens.
8. TecTupoBaHUEe IPUIOKEHUA.

9. OopmieHme OoTUETA;

MeTonuueckue yKa3saHUsI

Qualcomm Viforia

Vuforia — sto miardopma [TOIOJHEHHON pPeaJbHOCTHU U WHCTPY-
MeHTapuil paspaboTumKa IPOrPaMMHOr0 O0ecIeueHUus AOIOJTHEHHO
peansHocTu (Software Development Kit — SDK) nnass MOOUJIbHBIX
yCTpOIicTB, paspaboranHble KoMnanuu Qualcomm. Vuforia ucmonnb-
3yeT TEeXHOJIOTMU KOMIIBIOTEPHOT'O 3DEHUdA, a TaKiKe OTCJEKUBAHUSA
MJIOCKUX M300pa’KeHUuil U MPOCTHIX O0BEMHBLIX peaJbHBIX 00BEKTOB
(x mpuMepy, Kyonueckux) B peasbuoMm Bpemenu. C sepcuu 2.5 Vuforia
pacmo3HaéT TEeKCT, a ¢ 2.6 — MMeeT BO3MOYKHOCTh PACIIO3HABATD I[MJIMH-
IPUUEeCKUe MapKephl.

BosMo:kHOCTE perucrpanuu u300pakeHUil II03BOJIAET pPaspaboT-
YUKaM PacIoJiaraTb ¥ OPUEHTUPOBATh BUPTYAJIbHBIE 00BEKTHI, TAKUE,
Kak 3D-Momenu 1 MeJUAKOHTEHT, B CBA3KE C peaJIbHBIMU 00pasaMu Ipu
IPOCMOTPE Yepes KaMephl MOOMJIBHBIX YCTPOUCTB. BUpPTyalbHBIH 006
eKT OPUEeHTUPYyeTCA Ha peaibHOM o0pase TakK, YTOObI TOUKA 3PeHUs Ha-
OJrrojaTe A OTHOCHUJIACH K HUM OIUHAKOBBIM 00pa30M IS JOCTU KEHU S
TJIaBHOTO 9 @deKTa — OIIYIIeHnsI, YTO BUPTYaJbHBIN O0BEKT SIBJISETCS
YacThI0 PeaJIbHOTO MUpA.
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Vuforia noggep:xkuBaet pasanunbie 2D- v 3D-TUIIBI MUIIIEHEH, BKJIO-
yasa 6esmapkepHbie Image Target, TpéxmepHble muttenu Multi-Target,
a Tak/Ke pelepHble MapKephl, BHIAEIAIONINE B CIleHe 00BEeKTHI AJId UX
pacmosHaBauuA. [JomoJIHUTEIbHBIE PYHKIINY BKJIIOUYAIOT OOHAPYKEeHIe
mperpaj ¢ UCIOJb30BAHIMEM TaK Ha3bIBaeMbIX « BUPTyalbHBIX KHOIIOK»
(«Virtual Buttons»), teTeKTUPOBaHMeE IieJieil 1 BO3SMOKHOCTH IIPOTPaMM-
HO CO3[TaBaTh 1 PEKOH(MUTYPUPOBATH IIeJIU B pAMKaX CAMOMOTUDUITUPY-
IoIerocs Kozja.

Vuforia upemocraBiisieT MHTepdeiichl IIPOrpaMMUPOBAHUS IIPUJIO-
JKeHul Ha asbikax C++, Java, Objective-C, u .Net uepes MHTErpaIinio
¢ urpoBeIM ABMKKOM Unity. Takum oopasom SDK mopmep:KUBaeT pas-
paboTKy HaTUBHBIX A R-ipuioxkenuii nia iOS u Android, B To e Bpe-
M Ipejnosaras pa3paborky B Unity, pesyabTaThl KOTOPOI MOT'YT OBITH
JIETKO IepeHeceHbl Ha 00e ILIaT(OpPMBbI.

Microsoft HoloLens

Microsoft HoloLens— 9T0O OYKHU [IOIOJHUTEJIbHON peabHOCTH, KO-
TOpBbIE YMEIOT CO3JaBaTh «ToJiorpauuecKues M300pakeHusa IPUIoKe-
HUI, UTI'P, 3BOHKOB U3 Skype U T. . C IOMOII[bIO TeXHOJOTUY JOIOJHEH-
HOIT peanmbHOCTU. HoloLens 9To uTO-TO cpenHee Mexkay oukamu Google
Glass un niemoM BUpPTyaabHOI peanbHocTu Ocultus Rift. HoloLens mo-
T'yT IPEBPATUTH OOBIYHYIO CTEHY B OOJIBIIION KMHOSKPAH MU IPOEKITIO
pabouero croJia, KOMHATY IIPeBpaTUTh B mecounuity Minecraft, obie-
IUATh XOJOLUIBHUK BUPTYAJIbHBIMU 3AIIUCKAMM 1 T. [I.

Hnsa HayaJsia BBIIIOJIHEHUS PabOTHI HEOOXOAWMO BBINIOJHUTH PEru-
crpanuio Ha caiire: https://developer.vuforia.com/, nasee mepeiTu BO
BKJIAAKY «Develop» 1 co3naTb YHUKaJIbHBIN K04 (puc. 13.1, 13.2).

e ‘vuforia” peveloper Portal Hello sobash ~ | Log Out

Home  Pricing  Downloads  Libary  Develop  Support

License Manages  Target Manager

Add a free Development License Key

App Name

E—] | vou ean ehanga this atae

License Key

Develop

Price: No Charge

Reco Usage: 1000 per month
Cloud Torgets: 1000
Vubark Templates: 1 active
VuMarks: 100

By checking this box, | acknowledge that this license key is subject to the terms.
and conditions of the Vuforia Developer Agreement.

Cancel Confirm

Puc. 13.1. Co3danue yhuKaibH020 K1I04A
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License Mansger  Target Manager

TestGameFirstSobash i coee e

License Key Usage

Please copy the license key below into your app

Type: Develop
Status: Active
Created: Oct 26, 2018 1740
Permissions:

« Advanced Camera

« External Camera

« Model Targets

« Watermark

Puc. 13.2. CozdanHuvlil KII0Y

Teneps mobaBisieM m300pasKeHHe, KOTOpOe OYIeT MCIOJIb30BAThCSA
KaK MapKep, IJIsI 9TOr0 He00XOIMMO CO31aTh 0a3y U 3arpys3UTh UCXOIHOE
usobpaskenue (puc. 13.3, 13.4).

IIpumeuanue:

CTouTt OTMETHUTH, UTO pasMep U300paKeHUus He MOJIKEeH IIPEBbIIIaTh
6oJiee 2 M0, TaK KaK OHO He OyzeT 3arpyskeHo. Tak ke He0OXOLUMO BbI-
O6upaTh n3006pakeHne y KOTOPBIX OyIeT KaK MOYKHO 00JIbIle TOUeK (Map-
KepoB). KonuecTBO TOUueK Ha M300paskeHre MOKHO ITIOCMOTPETH IIOCJIE
ero sarpysku. Ho u mpu MakcuMaJbHOM PEHTUHTE, MOT'YT BOSHUKHYTH
npobiemsl (puc. 13.5).

Create Database
Name:

Dsta

Type:

® Device
Cloud
VuMark

Cancel Creata

Puc. 13.3. Cozdanue 6a3bl 0aHHbLX

114



Type:
R{ P __’ - =
o | . |
- 7 — =&
Single Image Cubeid Cyfinder 30 Object
File:
Choose File Browse.
Jpg or png (max file Zmb)
Width:

Enter the wicth of your target in scene units. The size of the target should be on the
same scale 85 your augmented virual content. Vuforia uses meters ss the default unic
seale, The targets height will be calculated when you upload your image.

Name:

Name must be unique 1o a database. When a target is detected in your application, this
will be reported in the ARL.

Cancel Add

Puc. 13.4. [lobasnenue usobpaxcenus 6 6a3y OaHHbLX

Type Rating Status v Date Modified
Single Image Active Oct 29, 2018 11:27
Single Image Active QOct 29, 2018 11:26

Puc. 13.5. @aiiavt, dobasnernnble 6 6a3y OGHHbLX U UX PellmuH2

ITocse cosmanusa Kapua u 0ashl JAHHBIX, IIOATOTOBUM MOMIEJU IJIS
umnopra B Unity, KoTopbie OyAyT MO3UITHOHUPOBATHCS C IIOMOII[bIO Map-
kepa Vuforia.

Iaiee co3maém HOBBIHM HpoeKT B Unity u mogKaoouaeM OUOINOTERY
Vuforia (scrpoennyio B Unity), TpOM3BOJBHYIO MOJeJb, 623y HaHHBIX
(cosmanuyto Ha catite Vuforia) (puc. 13.6).

ITepexogum Ha camT: https://github.com/Microsoft/
MixedRealityToolkit-Unity, roe Heo6xoamumo 3arpysuTh (Paiijabl ¢ permo-
sutopus (puc. 13.7).
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Er—
] Assets » vuforia » Enable device pose trid
¥ G Assets Enable prediction (m]

Ll Model Correction Mod[HorE 1]

G waterials
¥ & Plugins v Webcam
&5 Resources v
Edinar Fots Matsrislz prefabs Stz Shaders T

@ Project O console
| Create |

¥ (& StreamingAssets

¥ G Editor
&5 Fonts
(& Materials
¥ G Prefabs
¥ 5 Resources
v & Seripts
& Internal
&3 Utilities
(& Shaders
& Textures - & .«

Puc. 13.6. Bubauomera Vuforia

README.md

MRTK

MIXED REALITY
TOOLKIT

What is MixedRealityToolkit-Unity?

The Mixed Reality Toolkit is a collection of scripts and components intended to accelerate development of applications
targeting Microsoft HoloLens and Windows Mixed Reality headsets. The project is aimed at reducing barriers to entry to create
mixed reality applications and contribute back to the community as we all grow.

MixedRealityToolkit-Unity uses code from the base MixedRealityToolkit and makes it easier to consume in Unity.

Mixed Reality Toolkit

ed Reality APls)

Learn more about Windows Mixed Reality here.

Note: The latest release should work for both HoloLens and Windows Mixed Reality development.

Puc. 13.7. Bubnruomexe MixedRealityToolkit

Hanee nobaBiasgeM CKaueHHYIO OMOINOTEKY B IPoeKT Unity («Assets»
— «Import Package») (puc. 13.8).

ITocute 3arpysku OuOIMOTEeKU HacTpauBaeM MIPOEKT
(«MixedRealityTollkit» — «ProjectSetting») (puc. 13.9).

HacrpauBaem cumeny 1mpoerta («MixedRealityTollkit» —
«SceneSetting») (puc. 13.10).
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! i : = -

¥ jFavorites Apply Mixed Reality Project Settings
@A” Materials
© All Models
I@?:,;B.II Prefabs

¥ Target Windows Universal UWP
¥ Enable ¥R
[ Build for Direct3D

e -

Y%ssets : | JTarget occluded Devices
i [|Enable Sharing Services
» G5 BuildAndDeploy | |Use Toolkit-specific InputManager axes
» E5l Common [¥Enable .NET scripting backend
» 53 Input |« Set Default Spatial Mapping Layer
» &3 Sharing

» 53 SpatialMapping
b 53 Spatialsound
» 53 Spatialunderstanding

b G Utilities
> G UX
| [ Select All “ Select None “ Apply
Puc. 13.8. Ilodzpysncennas Puc. 13.9. Hacmpoiiku npoexma
oubauomera nod yempoiicmea Hololens
i}
Apply Mixed Reality Scene Settings n

| Add the Mixed Reality Camera Prefab
[¥Move Camera to Origin

[ Add the Input Manager Prefab

¥ Add the Default Cursor Prefab

¥ Update World Space Canvases

[l Add the Spatial Mapping Prefab

[ Select All “ Select None “ Apply ]II

Puc. 13.10. Hacmpoilku cueHvlL npoekma

ITociie mogkIIOUeHUS BcexX OMOJIMOTEK, MOYKHO HauaTh pabOTy ¢ Ha-
CTPOIKOI cieHsbl. [l Hauasa BosbMeM prefab AR Camera us mOKJIO-
yeHHOU OmbamMoTeku Vuforia m mobaBuUM Ha CIleHY (IpU ITPaBUJILHOM
HaCTpOIiKe IIpoeKTa — 3To OyzeT 2 Kamepa Ha ciene). ITocie oTKpoeM
B Inspectore roudurypamnuio Kamepsl (Open Vuforia configuration)
(puc. 13.11).
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® Inspector

[ ARCamera | [] static =
Tag | Untagged +| Layer | Default +
Prefab | Select [ Revert [ Apply |

0 (1}
0 o
1 1

DEVICE_TRACKING ¥

Open Vuforia configuration

- DefaultInitializationErrorHandler
Add Component

Puc. 13.11. AR xamepa 6 uncnexmope

B oTkpeIBIIIMCA OKHE HEOOXOZVMMO BCTAaBUTH DaHHEE CO3JaHHBIN
JINIEH3UOHHBIN KJII0Y, B moyie «App License Key». [lajee mONKIIOUNTH
U aKTHUBUPOBATHb CO3JaHHYI0 U 3arpy’KeHHYI 0a3y HaHHBIX (MYHKT
Datasets), a Tak:Ke OMeHATH 3HaueHue mapamerpa Divece Config na
Hololens (puc. 13.12).

Puc. 13.12. Hacmpoiika AR kamepoL



[ ] ImageTarget [_] Static =

Tag | Untagged 4| Layer | Default =
Prefab | Select | Revert | Apply |
¥ .~ Transform 2,
Position Xo Yo 20
Rotation X0 Y0 Z 0
Scale X 0.158 Y 0.158 £ 0.158
¥ . ¥ Mesh Renderer B,
¥ Lighting
¥ Materials
Size 1
Element 0 W cagocelMaterial @

Dynamic Occluded [

Yaglmage Target Behaviour (Script) 4,
Script ~iImageTargetBehaviour @
Type | Predefined i)
Database | hame +]
Image Target | cagocel ™
Width 0.158
Height 0.127419
Preserve child size -

Enable Extended Tril«

#17 Smart Terrain cannot be enabled at the same time as Extended

P, Tracking.

Enable Smart Terrain
v|@  Turn Off Behaviour (Script) Ty
Script TurnOffBehaviour (o]
¥ | (Mesh Filter) 2,
Mesh ("] ]
Y@ |/ Default Trackable Event Handler (Script) 2,
Script DefaultTrackableEventHandler o]
cagocelMaterial 2%,
> Shader | Unlit/Texture .

Add Component ]

Puc. 13.13. Hacmpoiika ImageTarget

ITocsie HeOOxOmMMO BBIOPATH Prefab ImageTarget, pasMeCcTUTh ero Ha
CIleHe U B HeM BBIOpaTh 6as3y maHHBIX (puc. 13.13).

B memom 6umbamoreka Vuforia, moaxkJaioueHa W HACTPOEHA, Telephb
0CTAJIOCh PA3MECTUTh Ha HalleM o0beKkTe ImageTarget.

Ilpumeuanue: mpaBuIbHAA NEPAPXUA CIIEHBI JIJIsT KOPPEKTHOU pabo-
oI Vuforia mokasana Ha puc. 13.14.
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Create = [orAll
(%vuforia d
MixedRealityCameraFarent
MixedRealityCamera
MaotionControllers
Boundary
DefaultCursar
Anchor_Cursar
InputManager
MouselnputContral
TouchInputControl
GesturesInput
ControllerPointerStabilizer
*boxControllerlnputSource
EventSystem
ARCamera
ImageTargetOne

Puc. 13.14. Hepapxus cuenuvl

Display 1 % | Free Aspect

+| Scale (- 1x Mazimize On Play | Mute Audio | Stats | Gizmos -

Puc. 13.15. Komnunayus npunoxenus

s mpoBepKu PabOTOCIIOCOOHOCTH IIPOEKTa HEOOXOAMMO pPa3Bep-
HYTb Hpujoxkenue Ha Hololens.

IIpumeuanune: npu HaskaTum Ha KHONIKY «Plays» 6yner oToOpaskarbca
yepHBIN sKpaH (puc. 13.15). Taxoit cmocob He mO3BOJISIET IPOBEPUTH pa-
60TOCIIOCOOHOCTE 6€e3 meBatica.

O KOMOUJIAINT IPUJIOMKEHNA BOCIONAb3yiTech «Build Window»
npegocraBiaeHHON Oumbamorekoir MRKT maxaB Ha KHOUKY <«Builder
Unity Project» (puc. 13.16).
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Build Window

Quick Options

[ HaloLens 0| Build all, then Install I Open Player Settings ]

Unity Build Options Appx Build Options Deploy Options ]

Build Directory UWP |[ Open Build Directory ]
[ Open in Visual Studio ]
Unity €4 Projects | Build Unity Project ]

Puc. 13.16. Komnunayus npusioxcerus

L

®ain  [paeka pra  Omnagka savga  Cpepctea  Tectwposanme  ReSharper  Ananms  Okno  Cnpaska

Bl M Release ~ - P Yganewwii komnstotep -

Puc. 13.17. Komnuanayus npunoxcenus V.S

IIpumeuanue. JlaHHOE TPUJIOKEHMWE BO3MOKHO Pa3BEPHYTH HAa
Hololens tonbko ¢ momoribio Visual Studio: https://library.vuforia.
com/articles/Training/Developing-Vuforia-Apps-for-HoloLens

IIpy KOMOMIAIIMU MTPOEKTa HEeOOXOAMMO YCTAHOBUTHL Pa3PSAHOCTH
x86 1 c1ocob KOMUMIALINY «YAaJeHHbBIN KoMIbioTep» (puc. 13.17). O6-
paTtuTe BHUMaHMe, UTO Bepcus EAP moaaep:KuBaeT TOJIbKO 32-O0MTHBIE
CcOOpKU.

IIpoBepka padoTOCIOCOOHOCTH
3amycTUM UTOTOBOE IPUJIOMKeHNe 1 yoequmMcs B paboTOCIIOCOOHOCTH
CO3IaHHOT'0 IPUJIOKEeHUA B oMmyaaTope (puc. 13.18).

Puc. 13.18. [lemonacmpauus pesyiomama
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KoHnTpoasHbIE BOIIPOCHI

1. Kak nmogkarouaerca ouoauorexu Qualcomm Vuforia?

2. Kak cosmaeTcs u pacrosHaeTcsa Mapkep?

3. OCHOBHBIE ATAIbI CO3AAHMUSA MPUJIOKEHUS TOTOJHEHHOH peaJlbHO-
CTH.

4. Kak mpoBepsieTcs IIPUIOKEHe TOIIOJHEHHOH peaJlbHOCTI?

5. Kakue CKpUITHI HEOOXOANMO MOLKJIIOUNTh, UYTOOBI 00BEKT CJIeH0-
BaJI 38 KaMepoii?
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JIABOPATOPHAS PABOTA N: 14
CO3JIAHUE ANDROID ITPHJIOKEHUA TOIMOJTHEHHOM
PEAJIBHOCTH C IIOMOIIIbIO BUBJINOTEKU VUFORIA

ITens paGoThl: pa3paboTKa TPUJIOKEHUA JOIOJHEHHON peaJbHOCTHU
C UCIO0JIb30BAHMEM HMHCTPYMeHTOB Unity3D u 6ubnuoreku Vuforia nis
Unity3D pns MmoOuiabHOIO yeTpoiicTBa Ha nyiardopme Android.

ITopAaoK BHITIOTHEHUT PA0OTHI

1. ITogroroBka mpoekTa Unity3D (pabora ¢ 6ubauorekoit Vuforia u
C IIepPCOHAKEM).

2. Buenpenue 6ubdanorexu Qualcomm Vuforia.

3. CospgaHue m pacosHaBaHUE MUIIIEHN (MapKepa).

4. Peanusanusa IpuIoKeHNA TOMOJHEHHONU PeaTbHOCTH.

5. KoMmnunanua npuioskeHus B popmare “apk 1 ero IpoBepKa.

6. OgopmieHnue oTueTa.

MeToaunueckue yKa3aHUSI

Vuforia — ato ninardopma ajs co3ganud AR — IpUIOMKeHU A Te-
Je(OHOB U ILJIAHIIIETOB Ha OMEepaIuoHHbIX cucteMax iOS u Android.

IIpesx e ueM MPUCTYIUTH K CO3LAHUIO IPOEKTA U CIleHbI B Unity3D,
HeO6X0].'[I/IMO IIpeaBapuTeJbHO IIOATOTOBUTH KOMIIOHEHTBI 6I/I6JII/IOTeRI/I
Vuforia.

st Hauasia HeOOXOOMMO IIPONTH aBTOpU3aluio Ha caiire [ https://
developer.vuforia.com/ ] (puc. 14.1).

@ vuforia” beveloper Portal Login | Register

Home Pricing Downloads Library Develop Support

Jan 09, 2019

Vuforia Engine 8.0 is Available!

A new year ushers in new opportunity and growth. Vuforia Engine is no exception in
2019 and is proud to offer the community one of its most innovative releases to date,
one that will open dynamic possibilities for Augmented Reality. Vuforia Engine 8.0 will
deliver the following functionality and enhancements:

Model Targets with Deep Learning

Recognize multiple objects, from multiple angles, instantly

Model Target Generator enhancements
VISLAM for markerless AR

External Camera for iOS

Puc. 14.1 I'nasnas cmpanuya Vuforia
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s vuforia™ peveloper Portal ~ | Logout

Home Pricing Downloads Library Develop Support

License Manager Target Manager
License Manager Get Development Key Buy Deployment Key
Create a license key for your application.

Puc. 14.2 Cos0aHnue yHUKANbHOZO0 KAI04A PA3PAbOMUUKa

Hanee nmepexonum Bo BKJIanKy Develop — License Manager u BbIOU-
paem nnyHKT Get Developer Key (puc. 14.2). Co3naéMm yHUKaJIbHBIHN KJIIOU
paspaboTuuka mjsa oyayimero mpoexrta (puc. 14.3).

foria™ Developer Portal

Home Pricing Downloads Library Develop Support

License Manager Target Manager

Back To License Manager

Add a free Development License Key

License Name

TestGameFirstSo ‘ You can change this later

License Key

Develop

Price: No Charge

Reco Usage: 1,000 per month
Cloud Targets: 1,000

VuMark Templates: 1active
VuMarks: 100

[ By checking this box, | acknowledge that this license key is subject to the terms

and conditions of the Vuforia Developer Agreement.

Cancel Confirm

Puc. 14.3 Cosdanue yHuKkaavbH020 KAI04A pA3padbomuiuKa
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s mpocMoTpa KJioua HeoOXOAMMO BbIOpaTh e€ro BO BKJAJKe
«License Manager» (puc. 14.4, 14.5), Tak:Ke B 9TOM pasjiejie MOXKHO 13-
MEHUTDH UM JAaHHOTO KJI0Ua U YIAJUTH ero.

Hob6aBiem n3obpaskeHue, ¢ KOTOPBIM OyzeM padoTaTh. [[J1s 3Toro cos-
Iaém 0asy U 3arpysKaeM MCXomHoe m3obpaskeHnue. I{nsa cosdganusa 6asbl
TaHHBIX ITepexoauM Bo BKJIAAKy Develop — Target Manager u BbIOUpAa-
em yHKT Add Database (puc. 14.6).

License Manager Buy Deployment Key

Create a license key for your application.

Search
Name SSON Type Status v Date Modified
TestGameFirstSo N/A Develop Active Oct 28, 2018

Puc. 14.4 Co30anHbLiL MUYEH3UOHHBLIL KLY

License Manager > TestGameFirstSoba...
TeStGameFil'StSO Edit Name Delete License Key

License Key Usage

Please copy the license key below into your app

AR3Fy2D/////BARBMc2m0cCcKESSVvYBGeZybiN1UGcOsSMZ 70+Bvw
avVXynR1kOUtmEChti/yPeVrrH6sLo+UTKzx207V3vDOno+d/TPYd
UYOJCZRAUYE+XsSg+ACK/ JxyseVgBdU6t SwPebexVXSOHDhdoeZLB
ZKkyXYmS1Kq81JpOWEFrrx7]j6GRAQRAtpeuRYjiUhIfib871i8M+wO
+Y0Y+5650+xN2DGEbLErEV6o+adnnTdvSVAbFIhan¥1l6ehsFDvcH
ZNGXL3/TrSeEg3CeiPf0CloviJZzjaw]j2HagztEaZDVnRGWI1zCn
rR1VvphwEEsIedcvihMduMFmEy3+uPlzA1LKJiHs22zv5I10/ YbelV
tLrAEPlb/FXIP50V

Type: Develop
Status: Active
Created: Oct 28, 2018 17:40
Permissions:
« Advanced Camera
« External Camera
« Model Targets
« Watermark
History:
License Created - Oct 28, 2018 17:40

Puc. 14.5 Co30anHbLil NUYEH3UOHHBLIL KAIOY
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@ vuforia” beveloper Portal

Home Pricing Downloads Library Develop Support

License Manager Target Manager

Target Manager

Use the Target Manager to create and manage databases and targets.

Add Database

Puc. 14.6 Cozdanue 6a3vL 0aHHbLX

B mosie Name BBOogmMM HasBaHme 0asbl JaHHBIX (Hampumep, Data).
Tun 6asel ocTaBUM cTaugapTHbIN Device (puc. 14.7), 370 3HAUUT, UTO
IaHHBIE OyIyT XPAHUTHCS HA YCTPONCTBE B KOHEUHOM IIPUJIOKEHUN, HO
MOXKHO BeIOpaTh Cloud Torna namuble OyayT XpaHUTHCS B o0ake Vuforia
U yCTPOMCTBO OymeT obpaiiarbea K HeMy. [ajee Haxkumaem Create.

ITocime cosmanusa 6asbl HAaHHBIX OHA TaK:Ke OymeT OTOOpaKaTbCs
B yueTHOU 3amnucu. Temepb 106aBUM B cCO3TaHHYI0 6a3y m3o0pasKeHUe,
UL 9TOT0 HEeOOXOQMMO BBIOpATh CO3ZAaHHYIO 06ady maHHBIX «Data»
(puc. 14.8) u Haxkats Add Database. [Insa nobaBieHUA M300pasKeHUs
HasxkumaeMm KHonky Add Target.

B orkpriBiiemcsa okHe (puc. 14.10) BeiOupaercs Tui usdodopakeHus (B
namaoM ciaydae Single Image), ykassiBaeTca IyTh K UCXOJHOMY (hay

Create Database

Name:

| Data

Type:

® Device
) Cloud
) VuMark

Cancel Create

Puc. 14.7 Cozdarue 6a3vL 0aHHbLX
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Home Pri

License Manager

Target Manager

Add Database

Database

Downloads rary Develop pport
Target Manager
Use the Target Manager to create and manage databases and targets.
Type Targets
Device o}

Data

Target Manager > Data

Data corneme
Type: Device

Targets (0)

Add Target

Target Name

Puc. 14.8 Cozdannas 6asa

Download Database (All)}

Type Rating Status v

Puc. 14.9 Bazpyska usobpaxenus 6 6a3y

Add Target
Type:
single Image Cuboid Cylinder 3D Object
File:
Choose File Browse...

Jpg or .png (max file 2mb)

Width:

Enter the width of your targst in scene units. The size of the targst should be on the
same scale as your augmented virtual content. Vuforia uses meters as the default unit
scale. The target's height will be calculated when you upload your image.

Name:

Name must be unigue to a database. When a target is detected in your application, this
will be reported in the API,

Cancel Add

Puc. 14.10 llo6asnenue uzobparcenus 6 6a3y OQHHbLX

Date Moedified

Feb 23, 2019 12:48

Date Modified
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Data coiieme
Type: Device

Targets (1)

Add Target Download Database (AID

[0 Target Name Type Rating Status v Date Modified

] 5 Single Image Active Oct 29, 2018 15:21

Puc. 14.11 Bazpysrcennoe usobpasicernue 6 6a3y Data u ee peiimune maprepos

(Browse), sagaércsa pasmep usoopaxxenus (Width) u ums nsobpaskenus
(Name).

IITpumenwanue. CTOUT OTMETHUTD, UTO Pa3MeP N300paKeHUA He TOJKEeH
mpeBwIIIaTh 6oJiee 2 MO, TaK KakK OHO He OyzeT 3arpyskeHo. Yem GoJbIire
petituHr (puc. 14.11), Tem Jsyuilie, HO U TP MaKCUMaJbHOM PEHTHHTE,
MOTYT BOBHUKHYTH IIPOOJIEMBI, HATIPUMED, HEKOTOPbIE (aillibl NOKA3bL-
8a10M MAKCUMAJLLHBLI pellmuHe, HO NPU MecmupPo8aHUL U nposepke
maprep moxcem ObLmbv He PACNO3HAH.

A co3maHusa aHUMAIIMOHHOTO IIEPCOHAKA BOCIOJL3YEMCS Cep-
Bucom Mixamo [ https://www.mixamo.com/ ] (puc. 14.12). IIasa pa-
60THI TpebyeTcA CO3JaTh YUETHYIO 3amuch. TaM MOKHO BbIOpATH JIIO-
0oro mmoHpaBUBIIIErocs nepcoHaska. Ha gaHHOM cepBuCe BO BKJIAAKe
Characters, BoIOUpaeM IIepCOHAXKa U CKaumpBaeMm ero B ¢opmare *fbx
(mwyskT Download).

——
L

Puc. 14.12 Buvi6op nepconadxca Ha caiime Mixamo
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CIZ O console a-=

L1l
T IR T R NNT KAERN.

Tlefm  kayafim  Materisls  Plugns  Resources StndardA.  Steaming.  Vufora  Walkingfom 1 Contl

Puc. 14.13 Hmnopm 0aHHbLX U MAMEPUATLO8 8 NPOCKM

Hanee cosmém HOBBINT mpoeKT B Unity, mogkJioyaeM OUOJIMOTEKY
Vuforia, nobaBisgeM mepcoHaska, 1 0a3y JAaHHBIX, CO3NAHHYIO HA caiiTe
Vuforia (puc. 14.13).

Ilpumeuwanue. B xome BBITOJHEHUS W TECTUPOBAHUA PABOTHI HC-
noab3oBajsiack Bepcusa Unity 5.6.0f3 (64-bit), u 6osee panusas 6ubdamo-
Texka Vuforia 6.2.10 ckauaunuasa Ha caiite Vuforia. IIpu ncronb3oBanun
Unity Bepcun 2017 u BbIIle, He PEKOMEHIYeTCA CTABUTh JaHHBIN Asset
Vuforia us Unity Store, T.x. mpu ycranoske Unity u peanusamuu mpo-
exTa 0yzeT KOH(PJIMKT 13-3a Pa3HbIX BEPCUH JaHHOI OMOJIMOTEeKN.

ITocoe mogkroueHusa 6udamoTeku Vuforia B IpoeKT, MMIIOPTHIPOBA-
HUS 6a3bl JAHHBIX U IIePCOHAKa, HaUMHaeM paboTy ¢ TPOeKTOM. Yia-
JIUM CTaHIAPTHYIO KaMepy IpOeKTa U pasMecTuM Ha cieHe Prefab AR
Camera us ogkJaoueHHol oubauoreku Vuforia. Orkpoem B Inspectore
roHpurypamnuio AR xameps Open Vuforia configuration (puc. 14.14).

® Inspector Services a .=

¥ ARCamera ] static =

Tag | Untagged 4| Layer | Default ™

Prefab | Select | Rewvert | Apply |

¥ .~ Transform £,
Position X0 Yo 20

Rotation X0 Y0 4

Scale X1 ¥ (1 Z[1

) ¥ Audio Listener %,

‘l’@ [« vuforia Behaviour (Script) #,

Script VuforiaBehaviour o]

World Center Mode | FIRST_TARGET +]

[ Qpen Vuforia configuration ]

‘l'@ [ Default Initialization Error Handler (Script) o,

Script DefaultInitializationErrorHandler [c]

Add Component

Puc. 14.14 Hacmpoiika AR kamepul, wacmbo 1
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[®inspector  [Semices e
D vuforiaConfiguration LS

Puc. 14.15 Hacmpoiika AR kamepbt, vacmov 2

B oTkpeiBmIMMcs okHe (puc. 14.15) Heo6X0MMO BCTaBUTH B IT0JIe App
License Key panHee cO3JaHHBIN JUIEH3NOHHBIH KJIt0u Ha caiite Vuforia,
a TaK’Ke MOAKJIOUUTH U aKTUBUPOBATH CO3MAHHYIO U IMOAKJIIOUEHHYIO
0asy maHHBIX, IYHKT Datasets.

P —— T
3

Tag (4 d +) Layer [Default
Prefab [ Select T Revert T Appl ]

- —EMPTY —-Material

> Shader [UnlivTesore ]

Puc. 14.16 ITo0katouenue co30arnnoil 6a3vl 0AHHbLX
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. MobileSingleStickControl | 4% % * |
4 Search: 'Assets’ Asset Store: 47 / 364

M

MabileSingl...

Puc. 14.17 Prefab Unity MobileSingleStickControl

Use Gravity -
Select AnimationClip s Kinematic 0
al Interpolate | None 1}
e Collision Detection | Discrete 0
ssets
E T i » Constraints
Hu AirLeft =
i i @ #
u HumanoidMidAirRight 'A’ _@Atr_umatlnn Tdi . t
4 HumanoidRun "fma fn" Sidle
14 HumanoidRunLeft GO
14 HumanoidrunLeftSharp Size 2
4 HumanoidRunRight Element 0 Uidle [0}
|2 HumanoidRunRightSharp Element 1 L walk o
12 HumanoidWalkLeft Play Automatically O
u HumanoidWalkLeftSharp Animate Physics O
L (e Ll i Culling Type [ Always Animate i)
\4 HumanoidWalkRightSharp
¥ [c| ¥ Contrl (Script) G %
u 1dle Script Contrl [)
4 mixamo.com Speed 4
1 standHalfTurnLeft |
W standHalfTurnRight Add Component

u StandQuarterTurnLeft
u StandQuarterTurnRight

W walkc

3 walk -
Idle (Animatien Clip)  Assets/Idle fbx
Puc. 14.18 Paboma ¢ komnonenmom Animator,
dobassieHue cMmaHOAPMHLLY AHUMAYULL NepeMeu,eHus

Hanee pasmectum Prefab ImageTarget Ha cieHe. B HacTpoiikax
npedaba BpIOEpPEM CO3JaHHYIO 0a3y maHHBIX B cKpunrte Image Target
Behaviour (puc. 14.16).

Bubnuorera Vuforia mogkioueHa u HacTpoeHa. llajiee pasmelriaemM
Ha o6beKTe ImageTarget epcoHaka, no6aBjsgeM KHOIIKYU yIIPaBJIEHU
Prefab Unity MobileSingleStickControl (puc. 14.17) u anHumamuio, my-
TeM J00aBJIeHUS K ITePCOHAKY KoMIToHeHTa Animation (puc. 14.18). Tak
sKe HeoOxoxuMo HammcaTh cKpunt Contrl nyia mepemMelrneHusA U padoThI
epcoHasKa.

IlponenaB mamHbBIe omepamuu, Ha BBIXOAE MMeeM: IIPoeKT Unity3D
¢ oubsmorexkoin Vuforia; HacTpoeHHyI0 0a3y OaHHBIX, C IIPUMEHEHUEeM
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Puc. 14.19 IIpomexcymounsiit npoexm 6 Unity3D

JINIIEH3MOHHOTO KJII0Ua; UMIIOPTUPOBAHHOTO ¢ cepBuca Mixamo mnepco-
Haska (puc. 14.19).

Ckpunr Contrl.
using UnityEngine;
using UnityStandardAssets.CrossPlatformInput;
public class Contrl : MonoBehaviour
{
private Animation anim;
private Rigidbody rb;
[SerializeField]
private float speed = 4f;
// Use this for initialization
void Start()
{
rb = GetComponent<Rigidbody>();
anim = GetComponent<Animation>();
}
// Update is called once per frame
void Update()
{
float x = CrossPlatformInputManager.GetAxis(“Horizontal”);
float y = CrossPlatformInputManager.GetAxis(“Vertical”);
Vector3 movement = new Vector3(x, 0, y);
rb.velocity = movement * speed;
if (x =0 &8 y !=0)
transform.eulerAngles = new Vector3(transform.eulerAngles.x, Mathf.
Atan2(x, y) * Mathf.Rad2Deg, transform.eulerAngles.z);

v
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By [Ee =i

Puc. 14.20 IIposepra pabomocnocobnocmu npoexkma 6 Unity3D

if (x =0 & y !=0)
anim.Play(“Walk”);

else
anim.Play(«Idle»);

3anyckaem pexxuM Play B Unity m npoBepseM paboTOCIOCOOHOCTH
npoekTa. Ecau K mepcoHaIbHOMY KOMIIBIOTEPY MOAKJIIOUeHa web — Ka-
Mepa, To B Oubauoreke Vuforia ecTh BO3MOKHOCTH HONKJIIOUUTH €€
K MIPOEKTY, TeM CAMbIM MOKHO HANPAMYIO IIPOBEPUTH PaboTOCIOCOo6-
HOCTB ITpoeKTa (puc. 14.20).

IIpu 3amycke mpoeKkTa IEePCOHAXK IEPENBUTAETCA, CJIEIOBATEIbHO,
CKpUIIT paboTaeT, BCe HACTPOEHO W IIOAKJIIOUEHO IpaBuJbHO. [lajee
CKOMIIUJINPYEM IPUJIOKEHUeE.

Ilpumeuanue. [anHOEe TPUIOKEeHUE OyAET CKOMIIUJINPOBAHO IIOX
mwirardopmy Android. ITosTomy mpenBapuTeIbHO HEOOXOZMMO HACTPO-
UTh U YCTAHOBUTH, java.jdk m sdk xommnonenTs Ha [IK u mogkaoounTs
ux K Unity3D (puc. 14.21).

IIpunoxkernue OymerT crKomMnuampoBaHO B (Qopmare *.apk. Ilocie
YCIIeITHOM KOMIMIANY, (hailys HeoO6xoaMMO cKauaTs Ha cMapTdoH ¢ OC
Android 1 ycTaHOBUTE.

3amycKkaeM HUTOTOBOe Ipujo:kKenme Ha ycrpoiictBe ¢ OC Android n
HabomaeM pedyabrar (puc. 14.22).
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Unity Preferences

General

Colors

Keys

GI Cache

2D

Cache Server

Diagnostics

External Tools

External Script Editor ManoDevelop (built-in) ¢
Add .unityproj's to .sln ™4
Editor Attaching ™4
Image application

Revision Control Diff/Merge I

No supported Asset Server diff tools were found.
& Please install one of the following tools:
- SourceGear DiffMerge
- TkDiff
- PAMerge
- TortoiseMerge
- WinMerge
- PlasticSCM Merge
- Beyond Compare 4

Android
SDK C:/Users/sobash/AppData/Local/i | Browse || Download
JDKE | Ci/Program Files/Java/jdk1.8.0_1 | Browse || Download

NDK | Browse || Download |

[ . IL2CPP requires that vou have Android MDK r10e installed. ]

Puc. 14.21 Branaodka Unity Preferences

22 "
& vuloria

Puc. 14.22 IIposepra pabomocnoco6HOCmMU NPULOHCEHUSL
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KoHnTpoasHbIE BOIIPOCHI

1. Yro raxoe Vuforia?

2. Kakue (paiiapl MOryT OBITh MCIOJIb30BAHBI IJIS MHUIINAJIA3AIUNA
B 0ase maumubIx Vuforia?

3. Kakue ecTh 0COGEHHOCTH IIPH CO3JAHUM IIPUJIOMKEHUS O] ILIaT-
dopmy Android, TOIOJHEHHO PealbHOCTHIO 11 6e3?
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JJABOPATOPHAS PABOTA No 15
CO3JAHHUE ANDROID ITPHJIOKEHU I
OJII GEARVR

ITexs paGoThI: pa3paboTKa IPUIOKeHUA oA maaTdopmy Samsung
GearVR, pealn30BaHHOTO C IPUBSA3KOI K cMapTdony Samsung Galaxy
B Unity 3D.

ITopAaoK BHITIOTHEHUT PA0OTHI

. ITogroroBra cmaprdona Samsung Galaxy S6.

. Ilogroroeka npoexra Unity3D.

. Buenpenue oubaumorexu OculusUtilites.

. Pabora c Android SDK.

. Peausanus npuaosKeHns.

. Komnunanusa npusiosxenusa B popmaTe “apk 1 ero IpoBepKa.
. OdopmeHUE OTUETA.

O Otk W

MeToaunueckue yKa3aHUSI

s Hauasa HeoOxogumo 3atiTu Ha caiit [ https://developer.oculus.
com/downloads/ ] (puc. 15.1), nepeiitu B paszgen Unity u BbIGPATh MyHKT
(puc. 15.2) Oculus Utilities for Unity. IIpu cocTaBieHUY METOJUYECKUX
yKasaHuit Oblja UCIob3oBaHa Bepcus 1.23.0.

= € / developers | Design Develop Distribute

Unity Unreal Engine Web VR

Puc. 15.1 Catim paspadomyuros oas Oculus
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Oculus Utilities for Unity

1230 - P

Puc. 15.2 Bubauomera Oculus Utilities for Unity

Hasee ¢ TOMOIIBIO BXOAAIIETO B COCTAB :
Android SDK wnuctpymenTta Android Debug
Bridge (ADB) onpenensierca Device 1D wmo-
OMJIBHOTO YCTPOMCTBA.

151 5TOTO OTKPOEM KOMAaHIHYIO CTPOKY,
mepeizieM B KaTaJior, KyAa ObLIu yCTaHOBJIE-
HBI KOMOOHEHTHI SDK ¥ 3aIryCTHUM IIPOIECC
platform-tools.

CTOUT OTMETHUTD, UTO, IIPU AJaHHOM dTAlle,
Tesie)OH JOJIXKEH OBITH HONKJIIOUEH K KOM-
npoTepy uepe3 USB u B HeM A0JKHA OBITh
BKJIOueHa QyHKmuA «Ormagka mo USB»
(puc. 15.3), a Tax:ke paspellieHa yCTaHOBKA

BkntoueHo
Co3zpaTb oT4eT 06 owmbKax

Maponb pesepBHOro KONMPOBaHUA

AKTUBHBIN pexum

XKypHan otcnexusanus Blueto..

3anyLeHHble Cyx6bl

IPUJIOKEeHUN 13 HEeM3BECTHBLIX MCTOUHUKOB. SILLLTCE S

JlJia BKJIIOUEHUSA PEXKUMAa OTJIaJKU, HeoOXo-

nuMmo Ha TesedoHe OTKPHITH « HacTpoiiku» — 0703BaTb aBTOPUSALYIO OTNAAKY U.

«[Ina paspabOTUMKOB» M BKJIIOUUTH (QDYHK-

nuio «Ornanka USB». Puc. 15.3 Braouenue
IIns Toro urobbl 3amycTuUTh platform- pexcuna

tools He06XOIMO: paspabomuurka

OTkpeITh «Ilyck» — «Bce mpuiokeHUsI»
— «Canyxebubie» — «KoMaHIHAS CTPOKA», IIPU 9TOM BbBIOPaAB 3aIyCK OT
UMeHU aAMUHHUCTpaTopa. [lajee mepeiiTu B JUPEKTOPUIO, I'e YCTAHOB-
aeH Android SDK (maupuwmep, C:/Users/HUmsallonvzosamens/AppData/
Local/Android/Sdk/platform-tools), n mocyie akTuBUpPOBaTH haita «adb
devices» (puc. 15.4).

B pesyasrar 6yzaer Beigau Device ID yerpoiictBa: 06157df63cb20320.
Hanee mHeobOxomumo 3abiTu ma caut [https://developer.oculus.com/
unity/], BeImosiHUTL aBTOPU3NUIO U B MeHI0 Develop — Tools — OSIG
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/ developers i istribute  Support  Manage

> Oculus Signature File (osig) Generator

ISIG Generator Download File

Instructions

Puc. 15.5 I'enepuposanue kawua no ID na caiime Oculus

Generator BBecTu noayueHHbiii Device ID njisa reHepaiiuy KJI0da «IIO-
BABKU» K HAIIEMy yCcTpoicTBY (puc. 15.5).

Cospmauublii daitg He0OX0AMMO CKavaTh U MOATPY3UTDH B CO3aHHBIHN
npoekt Unity3D B mankry Assets — Android (puc. 15.6).

3 Project | Bl console
Create *
v/ Favorites Assets » Plugins » Android » assets
All Materials
All Models
All Prefabs
| All Scripts

yi Assets oculussig_..
» 55 OVR
¥ & Plugins
v &al Android

&l OVRGam:

Puc. 15.6 [lobasaerue 6 npoexkm czeHepuposarntozo gaiina
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Import Unity Package -

OculusUtilities

¥ M &Eovr +
v ¥ G Editor —
¥ ["| AndroidManifest.OVRSubmission, xml
¥ [G:) oVRBUild cs el
¥ |G| OVRLayerAttributeEditor.cs
™ (G| OVRManifestPreprocessor.cs —
™ || ovRMoonlightLoader.cs
™ (G| OVRPluginUpdater.cs —
¥ || OVRPIuginUpdaterstub.cs
™ (G| ovRScreenshotWizard.cs —
v o GG materials
¥ @ Arrow.mat _—
¥ () cubeMaterial.mat
(J cursor timer material.mat —
(Jaaze cursor.mat e
v ¥ G5 GearvrController —_—

¥ () GearVrControllerMat 1024.mat
() GearvrControllerMat 128 mat  L&d

v o G Meshes
I 5 cone.obj
v ¥ G5 GearVrController
¥ [ GearvrController fbx —_
v ¥ G materials
M ) malibuController color 1024 md v
ai

Puc. 15.7 Hmnopm oubauomerxu OculusUtilites 6 npoexm Unity

[ajee UMIIOPTUPYEM B ITPOEKT IPEBAPUTEIHHO CKAUaHHYI0 61010~
TeKy OculusUtilites (puc. 15.7).

Temeps MOXKHO IIPUCTYIIUTh K BBITIOJHEeHMWIO mTpoexkTa. CHauaja cos-
IamuM CTaHAapTHBIN 00beKT Plane (puc. 15.8).

[ S X B [=cente[€conal

asens ¥
> ovRGamepadtunde - ——

Puc. 15.8 Coszdanue Plane

139



| haded BIEIEIEIIT D ——) 5 T
Tag (untagand +] Laver (Dfautc |

Prefab | Select. T Revert [ Appl )

V. Transform |

Position X-i77695  vaes 2 ia7sa0s |

Rotation xo vo zo |

Scale  Fo— | — r—

% ¥ Character Contraller -

Slope Limit S
Step Offset |
Skin Width oot

i Hove Distance C—
fEane P ST —
adis T —
Height P

vie Dmll Player Controller (Script) -
OVRPIyerCaraler o
ox
o5
Sack o de Dampen o
sump Farce o
atation Amount
B
Snap Rataton v
Fixed Speed Steps
Hmd Resets Y -
fima Rtats v v
Graity ofer —
Use Profile Data o~
Enale Linea Hovement v
Enable Rotation “
[ COVR Scene Sample Controller (script) |
- OVRSceneSampleController |
qutiey T —
Fade In Texture g
- Speed Rotston ncrement 005
| Layer Name Defakt
2 71C) W OVR Debug tnfo (Seript) @
[ —— = o o O I e

Puc. 15.9 Pa6oma c OVRPlayerController

Hanee wmeobxommmo mob6aBuTh wu3 Oubauorexku Oculus Prefab
OVRPlayerController. KomnorenTs! OVR Player Controller u OVR Scene
Sample Controller MOXHO OTKJIIOUUTD, TAK KaK B JaHHOU paboTe OHU He
ucnoabayiores (puc. 15.9).

HobaBUM K KOHTPOJIJIEPY CKPHUIIT, BLITIOJIHSAIOIIUIN ITIepeMeIlleHre 110
CIIeHe ¢ ITIOMOIIIBI0 HAKJIOHA roJioBhl. K CKpUNITY HE0OX0AMMO TPUBABATH
kamepy (OVRCameraRig) 1 OTIEHTPOBATDL ee pacioJiokenue. Ecau Ha-
KJIOH T'OJIOBBI HU K€ HOPMAaJIN, TO KOHTPOJLIED, ITIEPCOHAK TIePEMEeIIaeTCs

= Hierarchy
| Creats - |

v € testlabVR*

® Inspector

y | [OvRPlayerController | [ ] Static =

Main Camera Tag [ Untagged ¢| Layer | Default i)
Directional Light Prefab | Select |  Revert |  Apply |
ima ¥~ Transform FES
OVRPlayerController - - -Z AR

ForwardDirection .
e i Rotation X0  vyo |

ameraRig
» Trackingspace el xi v -Z_

|« Character Controller Q@ #

OVR Player Controller (Script) 3,

| OVR Scene Sample Controller (Sc [ %

¥ [z ¥ OVR Debug Info (Script) £

v [ M VR_Walk (Script) s
Script . VR_Walk

Camera _.OVRCameraRig (Tra ©
ToggleAngle 5
Speed  E—

Move Forward O

Add Component ]

Puc. 15.10 Pa6oma c OVRPlayerController
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IO CIieHe, eCJIU JKe BbIIlle HOPMAaJIU, TO KOHTPOJLJIEP CTOUT, M MbI MOYKEM
IIPOCTO OCMATPUBATH CIIEHY.

Crkpunt VR_Walk
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class VR_Walk : MonoBehaviour
{
public Transform Camera;
public float toggleAngle = 5.0f;
public float speed = 3.0f;
public bool moveForward;
private CharacterController cc;
// Use this for initialization
void Start()
{
cc = GetComponent<CharacterController>();
}
// Update is called once per frame
void Update()
{
if (Camera.eulerAngles.x >= toggleAngle && Camera.eulerAngles.x <
90.0f
{
moveForward = true;
}
else
{
moveForward = false;
}
if (moveForward)
{
Vector3 forward = Camera.TransformDirection(Vector3.forward);
cc.SimpleMove(forward * speed);

}

Tax:xe crour ormerutrhb, uTo B OVRCameraRig KOMIIOHEHTa
OVRPlayerController, Heo6xonmmo 106aBUTH KaMepy, IPU IIOMOIIIN KO-
TOPO¥ OyAeT MPOUCXOAUTH ITpocMoTp (puc. 15.11).

ITocsie TpofeIaHHbBIX AeHCTBUM MOXKHO 3aIIYCTUTDH U IIPOBEPUTH CIIe-
HYy, HaxKaB «Play». CreHa gomkHa oTobpaskaThcsd, HO IepeMellleHne 1
0030p He OyayT mocTymHEI (puc. 15.12), Tak KaK HATOJIOBHBIN IIIJI€M He
TOAKJIIOUEH.

I oTyIafKY MMOAKJIIOUNM K IPoeKTy 6udanorexky GoogleVR c caiita:
[https://developers.google.com/vr/develop/unity/get-started-android].
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© Inspector
4 ¥ [OVRCameraRig | [ static «
Tag | Untagged +] Layer [ Default 4
Prefab | Select | Revert [ Apply

¥ .~ Transform

Position %0 N4 00 lzlo

Rotation %0 I¥o lzho

Scale ®[1 J¥[x lzl1
[/ ¥ OVR Camera Rig (Script)

Seript |- OVRCameraRig

Use Per Eye Cameras 4

Use Fixed Update For Tracking O

[ ¥ OVR Manager (Script)
Seript |- OVRManager

Performance /Quality
Queue Ahead

Use Recommended MSAA Level
Enable Adaptive Resolution

‘l[jljll

Min Render Scale

Max Render Scale

Tracking

Tracking Origin Type

Use Position Tracking ~

Use IPD In Position Tracking )
(]
"

Eye Level

Reset Tracker On Load
Allow Recenter

Mixed Reality Capture

Show Properties O
& ¥ camera
Clear Flags | Skybox 3
Background —
Culling Mask [Everythng ]
Projection [ Perspective
Field of view
Clipping Planes Near 0.3
Far (1000
Viewport Rect X0 Yo
w H
Depth 0
Rendering Path Use Graphics Settings. 4

Target Texture None (Render Texture) E}

Occlusion Culling 4
Allow HDR )
Allow MSAA 4
o us s i hladin quslicy caczings Thi |

iplay 1 +| | Fras Aspect

Puc. 15.12 Omoobpasxrcenue cyennt 8 Unity
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= Hierarchy & .= Scen Gam | Asse Anim = © Inspector CRE]

| Greate -| (arAll Display 1+ | Free Aspect

| [GvrEditorEmulator | [ static =
¥ €] testlabVR* = W

Main Camera Tag | Untagged 4| Layer [Default ]

Directional Light Prefab | Select | Revert | Apply |

Plane ¥~ Transform Q@ *

¥ OVRPlayerController Position I'ﬂ—| "n—‘ Z'Q—|

vz“\;:;"“”"’“;"“" Rotation x/o R0 E0 ]

ameraRig

. E— | — | r—

7| ¥ Gur Editor Emulator (Script) o,

Script GyrEditorEmulator o

Camera Controls:
(1) = Alt + Move Mouse = Change Yaw/Pitch
o Ctrl + Move Mouse = Change Roli

[ Add Component

Puc. 15.13 ITo0xkarwuennwtit amyaamop VR
u zomosas umozosas cyera 6 Unity3D

ITocne meperamum Ha cueHy Prefab GurEditorEmulator, 4To0BI
OblJIa BO3MOXKHOCTH HOOABUTH SMYJIATOP VR, KOTOPBIA IT03BOJISIET
B3aMMOJIEICTBOBATh CO CIIeHOII 0e3 IIjieMa BUPTYaJbHON pPeabHOCTHU
(puc. 15.13).

Cnocob ynpaBjieHUs ONMMCAH B CKPUIITE U OTOOpasKaeTCsa BO BKJIAJKe
Inspector B Unity3D, a nmeHHO:

Alt + IBu:KeHUe MBITITKOM = HaKJIOH BBepX JinbO ke BHUB,

Ctrl + JIBusKeHUe MBINIIKON = BpallleHe BJIEBO JIN0O JKe BIIPaBo.

ITocsie mpoBepKYU, IPUCTYIUM K KOMIUJIAIINYN IPUJIOMKEHUA I Te-
nedona (B zanHOM cayudae ajuda Samsung Galaxy S6).

B menro Build Settings Heobxomumo BeIOpaTh miaaTdopmy Android
u Texture Compression (GLES 3.0), mocyie HayKaThb KHOUKY Switch
Platform u xpath cMeHBI maaTdopmbl (puc. 15.14), manee mepeiigem
B pacIInpeHHbIe HACTPOUKY mpoekTa (Player Settings).

B uHcmeKTOpe HEOOXOAMMO YKas3aTh, UTO IIPUJIOMKEHMe OyaeT coopa-
Ho mox maardopmy Oculus (yecranaBiauBaem rajgouky B «Virtual Reality
SDK's» u Bweioupaem Oculus). A Takike, BbIOpaTh HOAIEpP:KKYy «API
Android» Bepcuu He HUKe 19, mHAUE IPOEKT He OyeT padoTaTh KOPPeK-
THO (puc. 15.15).

Temeps HaskuMaeM KHoOuKY Build (puc. 15.16), mo:xaemMcsa KOMOIUIIA-
WU ¥ TIOJTyYeHUA UTOToBoro (aiina B hopmare *.apk, KoTopoe Oyer 3a-
myIIeHHo Ha yeTpoiicTBe (Samsung Galaxy) (puc. 15.17).
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Build Settings n
nes In Build

¥ testlabvr

Settings for Android

Resolution and Presentation ]

)

Splash Image ]

Other Settings
Rendering
Color Space* [ Gamma 8]
Auto Graphics API l
* Graphics APIs
|— openGLES?
-
Multithreaded Rendering* =
Static Batching 4
Dynamic Batching 4
GPU Skinning* =
Graphics Jobs (Experimental)* =
Virtual Reality Supported 4
Virtual Reality SDKs
I: Oculus
& -
Stereo Rendering Method* [ Mukti Pa =
Protect Graphics Memory =
Identification
Package Name com.unity sampleasssts
Version* 1.0
Bundle Version Code 1
Minimum API Level id 4.4 . 19) :
Target API Level [Autematic (highest installed) _ ™

Puc. 15.15 Coopra npunoxcernus
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-

Add Open Scenes
Platform
E PC, Mac | Building Player
] — s ;
el Packaging assets - sharedassets0.assets %
aul) +
== Universal Windows Platform Export Projec . JH—
Development Build L]
e = i0s Autoconnect Profiler .
ay |E Script Debugging L]

Y106kl OTKPBITE 3TO NPUNOXEHUE,
BCTaBbTe ycTpoicTeo B Gear VR.

Puc. 15.17 3anywenHoe npuoxcenue

ITociie 3amycka IpPUJIOKEHHNS, HEOOXOANMO IOMECTHUTh YCTPOHCTBO
B GearVR m IPOBEPUTH PE3YJIHTAT PAOOTHI.

KonTpoisHbIe BOIPOCHI

1. KakoB mpuHIun nogkaoyenusa oubaunoreku Oculus B Unity3D?

2. Yro raxkoe OSIG — ¢paiin?

3. Kak mpoucxonut HacTpoiika mpoexkra Unity3D njid sKCIOpTa IIOX
Oculus?
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JlabopaTopHas padora Ne 16
CO3OJAHUE ITPUJIOJKEHUA OJIA IIJIAT®OPMBI OCULUS RIFT

ITexs paborhl: paspaboTka mpuiaoskeHuA mof maatdopmy Oculus
Rift coBmecTHO ¢ epcoHabHEBIM KoMubioTepoM (IIK) B Unity 3D.

ITopsaaox BeINIOTHEHUST PA0OTHI

1. IToaroToBKa mpoekTa Unity3D.

2. Buegpenune oubaunorexku OculusUtilites.

3. Peanuzanusa npuaosKeHns.

4. Komnunanusa npuiokeHud B (popmaTe *.exe 1 ero IpoBepKa co-
BMmecTHO ¢ Oculus Rift.

5. OopmieHHE OTUETA.

MeToanuecKkue yKa3aHUSI

Ilepen HauaI0M BBITIOJTHEHUS JIa00PATOPHOM PabOTHI HEOOXOAMMO TIe-
petitu Ha cait [ https://developer.oculus.com/downloads/ ] (puc. 16.1),
B paszese Unity Bei0OpaTs nyHKT (puc. 16.2) Oculus Utilities for Unity n
ckauarh Bepcuio 1.23.0.

ITocse sarpysku OMOJIMOTEKM IIPUCTYIIAEM K CO3JaHUIO IPOEKTa
B Unity (puc. 16.3).

IMaee UMIIOPTHPYEM B IPOEKT IIPEIBAPUTENHHO CKAUaHHY 10 010110~
Tery OculusUtilites. (puc. 16.4).

© / developers | Design Develop  Distribute  Support  Manage

Downloads

uuuuuuuu

Unity Unreal Engine Web VR

&= Native Windows Native Mobile Legacy

Puc. 16.1. Caiim paspabomyuros das Oculus
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= @) / developers | Design Develop Distribute  Support  Manage

Oculus Utilities for Unity

1230 -

and

Oculus Utilities for Unity Release Notes 1.23.0

U

™ e m

Puc. 16.2 Bubauomera Oculus Utilities for Unity

Puc. 16.3. IIycmott npoexm Unity

Import Unity Package n

OculusUtilities

v M &Eovr (e P

v ¥ &S Editor {HEW |
[ | AndroidManifest.OVR Submission.xml LEJ

[c-| OVRBuild.cs [Hi
 [¢:| OVRLaverAttributeEditor.cs —

[ OVRManifestPreprocessor.cs —

|z oVRMoonlightLoader.cs —

W || OVRPluginUpdater .cs —

|- OVRPluginUpdaterStub.cs —

|- OVRScreenshotWizard cs —

v ¥ G Materials [NEW]
™ © Arrow.mat —_—

¥ Q) cubeMaterial. mat —

@ cursor timer material.mat —

¥ @ aaze cursor.mat —

v W GS GearvrController [NEW]

¥ @ GearvrControllerMat 1024 mat  GED
) GearvrControllerMat 128.mat [NEW )

v ¥ G Meshes —
|#& cone.obj {HEw |

¥ ¥ G5 GearvrController —
¥ |3 GearvrController fbx {NEw |

v ¥ S materials -

¥ () malibuController color 1024 m@d

All None Cancel || Import

Puc. 16.4. Umnopm oubruomeru OculusUtilites 6 npoexm Unity
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Puc. 16.5. Cozdarnue Plane

ITociie umnopra OculusUtilites, cosgamauM CTaHIAPTHBIA OOBHEKT
Plane (puc. 16.5).

Hob6aBum Ha ciiery Oculus Prefab OVRPlayerController us nmmop-
TupoBaHHOM 6ubamoTexku (puc. 16.6). Ilepemerienre KOHTpPOJIIEpA II0
clieHe y:Ke M00aBJIeHO B HaHHBIN mpedad, BOSMOMKHO yIIpaBJeHne Kak
C IOMOIITHIO KJIaBUATYPHI, TAK U C IIOMOIILIO TefiMmIaaa.

Tax:xxe B OVRCameraRig xomnoueaTa OVRPlayerController, Heo6-
XOOUMO TOOABUTH KaMepy, IPU IOMOIIM KOTOPOIl OyAeT IPOUCXOAUTH
apocmoTp (puc. 16.7).

Puc. 16.6. Pa6oma ¢ OVRPlayerController
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© Inspector Use Position Tracking 4
L ¥ [oVRCameraRig Use PD In Position Tracking
Tag | Untagged +] Layer [Defaulr Reset Tracker On Load (m]
Prefab | Select I e I Allow Recenter 7]
¥ Transform Mixed Reality Capture
Position X0 Tv[o Show Praperties |
Rotation x[0 Tv[o 7 ¥ camera )
Scale x[1 1YL Clear Flags [Shybox 3]
¥ [G| ¥ OVR Camera Rig (Script) GGy it 2
Script |- OVRCameraRig

Projection [ Perspective
Field of View 60 |

Use Per Eye Cameras
Use Fixed Update For Tracking [

¥ |G| ¥ OVR Manager (Script) e HEED :::'“:“
Script [ OVRManager Viewport Rect 0 BT
Performance/Quality WI:l "{:i
Queue Ahead 4 Depth 0] 1
Use Recommended MSAA Level [ Rendering Path Use Grashics Sewings N
Enable Adaptive Resolution O Target Texture None (Render Texture) |
Min Render Scale Occlusion culling =]
Max Render Scale Allow HDR 4
Tracking Allow MSAA 3
Tracking Origin Type [Eve Level : [ oy et - laddicual e caada 1T

Puc. 16.7. [Jo6asnenue komnonenma Camera 6 OVRCameraRig

i MPOBEPKHU CIIeHbI IepeiiieM B PeKUM UT'DBI, HasKaB KHONKY Play
(puc. 16.8, 16.9).

Puc. 16.9. IIpouzpvisarue cyeHsl
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Puc. 16.10. ITodk ntowenue amyaamopa VR u mecm npunoxcenus

B cBsasu ¢ TeM, 4TO I1JIeM He ObLI HOLKJIIOUEH, TO OTOOpasKeHue Ie-
pemeriiennsa paboTaeT HEKOPPEKTHO. [[J1sT yCTpaHeHUA 9TOTO HEAOCTaT-
Ka HeoOXOAMMO MOAKJIIYUTE 0ubsimoreKy GoogleVR c caiita [https://
developers.google.com/vr/develop/unity/get-started-android].

Craenyromum marommeperainuM Ha cieny Prefab GurEditorEmulator,
IJI BO3MOJKHOCTU mobaBieHusa smyaatropa VR (puc. 16.10). Cmoco6
YIpaBJIeHUs ONMCAH B CKPUIITE U OTOOpaskaeTcs BO BKJIaAKe Inspector
B Unity3D, a mmeHHO:

Alt + JIBuKeHMe MBIIIIKON = HAKJIOH BBEPX JIN0O jKe BHUS,

Ctrl + JIBusKeHMe MBINIKON = BpallleH!e BJIEBO JIN0O JKe BIIPaBo.

Build Settings n
Scenes In Build
¥ testlabvr 0

Add Open Scenes

Platform

_f_ PC, Mac & Linux Standalone < l & PC, Mac & Linux Standalons
Y

= ios TR
Architecture
® Ty tvos Copy PDB files O
Development Build O
' Android Autoconnect Profiler O
(m}

Script Debugging

ﬁ Tizen
@ Xbox One

PS vita E

Learn about Unity Cloud Build

| Switch Platform || Player Settings... | [ Build [ Build And Run_|

Puc. 16.11. Coopra npunoxcerus
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O Inspector

Graphics APIs for Linux

Cursor Hotspot x[0

= OpenGLCore

Static Batching
Dynamic Batching
GPU Skinning*

¥

s

Resolution and Presentation
Icon
splash Image

Other Settings

Rendering

Settings for PC, Mac & Linux Standalone

Virtual Reality Supported
Virtual Reality SDKs

Oculus

Stereo Rendering Method*

Mac App Store Options
Bundle Identifier

Color Space™*

[Gamma |

Auto Graphics API for Winde["]

Graphics APIs for Windows
— Direct3D11
— Direct3p9

Auto Graphics API for Mac W
Auto Graphics API for Linux [

(1) Reordering the list will switch editor to the first available platform

Version*
Build
Mac App Store Validation

Configuration
Seripting Backend

Api Level*

L

Graphics Jobs (Experimenta |

4

[ Multi Pass

unity DefaultCampany.2013_10 - Sample Asse

10

0
[m]

[ Mona2x

[MET 2,0 Subset

Disable HW Statistics*
Scripting Define Symbaols*

CROSS_PLATFORM_INPUT

Puc. 16.12. Hacmpoiika npusoxcerus 0154 KOppeKmHoii cOopKu

Platform

PC, Mac &

Building Player

Building scene 0: testlabVR (1117 Bake Runtime | 1 jobs)

Cancel

lAdd Open Scenes

Puc. 16.13. Komnunayus *.exe npuioxcernus

ITocsie mpoBepKYU IPUCTYIUM K KOMIUJIAIIAY IPUIOMKeHUA. g aTO-
T0 He0OXOIMMO CKOPPEKTHUPOBATH HACTPOUKY COOPKHU IPOEKTa, OTKPOeM

Build Settings.

IIpu c6Gopke mpuaoKeHWsA HeoOXoamMo BhIOpaTh miaatdopmy PC,
mocje HaKkaTb KHOOKY Switch Platform m :XaaTh cMeHBI IJIaTGOPMBI,
Jlajiee TepeiifieM B pacIiupeHHbIe HACTPOUKY IpoeKTa, HasxkmeM Player

Settings.

B uncmekTope HE0OXOAMMO yKasaTh, UTO IPUIOMKEHUE cOOmMpaercs
mox miaardgopmy Oculus, mast 9TOro HEOGXOJUMO ITOCTABUTH TAJIOUKY
B Virtual Reality SDK s u Beiopats Oculus (puc. 16.12).

ITocie BBITTIOJTHEHHBIX HACTPOEK HaKMMaeM KHOUKY «Build» u nqoxxu-

JaeMcs OKOHUYAHUSA KOMIIMJISAIIMY IPOEKTA W BBIBOZA MTOrOBOIO (haiiia
B pasperlrienun *.exe. (puc. 16.13).

Ilepen 3amycKoM IIPUJIOMKEHUA HEOOXOAMMO HACTPOUTH Ha IIepco-
HajabHOM KoMmibioTepe Oculus Rift. lajee samyckaeM IPUJIOKEHUE U
HabIozaeM 3a PaboTOCIIOCOOHOCTHIO CO3LAHHOU cIieHb B Unity3D mon
miaatdopmy Oculus Rift.

KouTpoasHbIe BOIPOCHI

1. ITpuunun noakatouenus 6ubauoreku Oculus B Unity3D?
2. B uem orinune mexxkay Gear VR u Oculus Rift?
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JlaGopaTopHas padora Ne 17
CO3OIAHUE ITPUJIOJKEHHUA OJIS1 LEAP MOTION

ITens paGoThI: co3aHMe TECTOBOrO IpUJIOKeHus nis Leap Motion
Ha ocHoBe Unity3D u SDK LeapMotion nisa n3yueHusA 6€CKOHTAKTHOTO
YeJIOBEKO-KOMIILIOTEPHOI'O B3aMMOIeACTBI .

ITopsanox BeIIOTHEHUST PA0OTHI

1. OsHaKOMUTBLCS € cofep:kaHueM pasgena «MeToauueckue ykKasa-
HUA>.

2. YcranoButh naket Leap Motion_Setup.

3. IIpoTecTupoBaTh KOPPEKTHOCTH PA0OTHI YCTPOMCTBA.

4. IlpemocTaBUTH PE3yJIbTATHI IPOBEPKU HA OTHOM M3 IIPUJIOKEHUH
u3 rasepeu LeapMotion.

5. YecranoBka 6mbnuoreku SDK LeapMotion nna Unity.

6. PaspaboTars IpuioKeHue.

7. IIpoBeputs pabory npunoxkenud B Unity.

8. OopMUTH OTUET.

MeTonuueckue yKa3saHUsI

Leap Motion — 3T0 CEHCOPHOE YCTPOMCTBO, peasimsyloriee nHTepderic
B3aUMOJEHCTBUA C KOMIILIOTEPOM B OECKOHTAKTHOM pPerKUIMe.

ITpuanun geficTBUA yCTPOICTBA IIOCTPOEH HA IBYX MOHOXpOMAaTHUUe-
CKHX KaMepax U Tpex MHMPaKpPacHbIX cBeTonmonax. CBeTOAMOABI BbI-
TOJHAIOT IIOJCBETKY PYK II0JIb30BaTeJIA, a KaMephl «3axBary». [loayuen-
Haa mH(pOpMaNUa IepefaeTcs IPOrPAMMHBLIM aJTOPUTMaM, KOTOPBIE
TI03BOJISIIOT PACIIO3HABATH HE TOJIBKO JIaJOHU IIOJH30BaTes B I[EJIOM, HO
Y KasKIbIH 13 IaJIbIEB.

YcraHOBKA HEOOXOAMMBIX ITAKETOB

s sarpysu mporpaMMHOro obecreuenus: Leap Motion mepexonum
Ha cair (https://www.leapmotion.com/setup/desktop/) u BrimosHsIEM
3arpy3ky daiina Leap Motion Setup XXX (puc. 17.1). Ilasee mon-
KJifouaeM yctpoiictBo Leap Motion k nopty USB.

ITocne sarpyskm (aiisa mpousBeZEéM yCTaHOBKY ckaueHHoro IIO
(puc. 17.2).

KoppeKTHOCTh yCTAHOBKM MOJKHO IIPOBEPUTH II0 HAJWUHUIO 3HAUKA
Leap Motion B obnactu yBemomaeruii. (qia Windows). Ha:xxumaem Ha
JaHHBIN 3HAYOK U IEPEXOAUM Ha BKJIAAKY oTaagKku (puc. 17.3).
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Peel off sticker Plug into your computer Get ready

Puc. 17.1. Caitm Leap Motion

" Leap Motion Controller Setup - X

Welcome to Leap Motion: Orion

Youte about to install the Orion beta software for the Leap
Matien Cantroler, This developer beta release is focused on

virtual reality and head-mounted dispiays —with orester
tracking reliabiity, higher accuracy, and lower latency.
- Hands in VR starts here,

S— | |
Peel off sticker Get ready

Remove the st rom the top of the

Puc. 17.2. Yemanosxa LeapMotion

€ is not running

100 %

+

1

db NG oo B

Puc. 17.3. Cepsuc LeapMotion 6 o6acmu yeedomaeHuil
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B Leap Motion Control Panel

General | Troubleshootng  About
System

Allow Web Apps
Send tracking information to web apps that request it

Allow Background Apps
Send tracking information to apps running in the background.

Allow Images

Send image data to apps that request it. This is necessary for 'R
apps that use Image Hands.

[ Automatic Power Saving

Reduce performance to conserve poywer when possible. (Disabled
when an app is receiving image datz)

Tracking Settings
Robust Mode

Tracks better in bright ighting conditions. Automatically detected.
Auto-orient Tracking

Automatically choose the correct racking orientation based on
hands in view,

Reverse Orientation
Marualy reverse the tracking orientation.
Updates

Automatically Install Updates
Install updstes sutomatically when the computer restarts.

Send Usage Data
Send performance, usage, and infrared hand image data (from
beta software or tracking modes) to Leap Motion so that we can
mprove your experience.

Launch on Startup Softwars is Up to date

Start the Leap Motion Cantrol Panel when your computer sterts
Tnstall Update

Gancel #oply

Puc. 17.4. Konmpoavrhas nanenwv Leap Motion

Ha sBraagke «General» 1mpeacTaBieHbl OCHOBHBIE HACTPOUKH
(puc. 17.4).

Bo Braagke «Troubleshooting» MOKHO IIPOBEPUTH CTATYC YCTPOIi-
crBa (puc. 17.5), a TaKKe OTKAJIUOPOBATH €T0, BOCIIOJH30BABIINCH pPe-
JKuMoM Busyaausanuu (puc. 17.6).

7 Leap Motion Control Panel = X

Genersl  Troubleshooting  About.
Troubleshooting Device Status

Show Software Log
Service Status: | NCONNECTEDNN

Diagnostic Visuaizer

Device status:  [NGOMMECTEDIN

Report Software lssue

Restore Default Settings Caiibration Status: [INGOODNIN
Low Resource Mode Tradking Status:  [STREAMIGHN

Reduces performance and bandnidth of the Leap Motian Controler ta improve reliabiity
on sloner computers, Sandvith status: IIGEOOMIN
Avoid Poor Performance

Automaticaly pause tracking nhen bad conditons are detected, Ughting Status: RO

Recalibrate Device Smudge Status:  [IINGOCONIN

1F the sensors on the Leap Motion controller are knocked out of therr inital alignment,the
device must be recaliorated., Poor caliration can cause:

+ Persistent jumpiness

+ Frequent discontiniles in the tracking data

+ Aberrations in tracking data that accur only in certain areas of the field of view
+Poor tracking range

Recalbrate Device Get Help with Recalbration

= I =

Puc. 17.5. Bkaadka duaznocmuku «Troubleshooting»
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7 Leap Motion Disgnestic Visualizer o x

Configured for up—facing device
(Press 'v' to change)

Puc. 17.6. Pexcum susyanrudayuu

Tanepesa mpuio:xenuii LeapMotion

Tanepes mpuioskenmii wHaxomuTcsa Ha canTe: https://gallery.
leapmotion.com/category/desktop/

BonwsmunacTBo npunokenuit gua Leap Motion nanucano Ha Unity,
T03TOMY IPOOJIEM ¢ 3aIIyCKOM BOSHUKHYTH He HOJKHO (puc. 17.7).

{5 Aeneruep s3aau - o x
©aiin Mapamerpsr  Bug
Mpoueccer TN o Kypuan i it Mogpobrocrn  CryskBel
Vinin - W n. Onucarme Cocronnme Tpynna "
HomeGroupProvider 3244 MocTaswm AoMaLHER rpynns! Bumosumercs  LocalServiceNetworkRestricted
Http_analyzer 7 netfilter 4352 HttpAnalyzer/T NetFilter Service Bemonmmeres
HyHost CayoxGa yana HY o L
icssve Cayxba Windows Mobile Hotspot Qcrarosnero LocalServiceNetworkRestricted
IKEEXT 4552 Moaynu entoueii IPsec ans oBmena kmouau & MHTeprere w npoToke...  Bemomserca  netsves
InstallService CryxBa ycTanoskn Marasura Windows. Ocramosneno  netsvcs
iphipsve 3760 BenoworarensHas cayk6a IP Bumosumerca  NetSves
iPod Service CepeuciPod OcravoeneHo
IpxlatChgSve CayexGa nacrpoiik npeobpasosanna IP-agpecos o L
imon Cayxa MoRNTOpa MHbpaKpaCHGH Cansn Ocrarosneno  LocalSystemNetworkRestricted
Keylso 1004 Wsonauns knioseit CNG Boinosnsercs
KtmRm KEmRM 278 KOOPAWHATOPa PacnpEAEnEHHLIX TPaHzaKUM i Ocrawoenewo  NetworkSenviceAndNolmperson.
LanmanServer 5336 Cepeep Bumoumerca  netsvcs
LanmanWorkstation 2456 PaBouaa cTaHUmMA Beinonuaeres NetworkService
LeapSenvice Leap Service Ocranoaneno
Iisve 1828 Cays 3anycTTe Boinosnaerca netsves.
LicenseMenager 809 TP Qcranosims Bononnserca  LocalService
litdsve Tonc Mepesanycrums Ocraroeneno LocalService
Imhosts 1336 Mog P Beinonuaerca LocalServiceNetworkRestricted
LM 132 fwer O enpxGu Buneauserca  DeomLaunch
LussManager Liss! Mownck s Mrreprere Ocravosneno  netsves
MapsBroker Inct Mogpoio Ocranosneno  NetworkService
MessagingService Mess egmgervree Ocrarosneno  UnistackSvcGroup
MessagingService_12c246 MessagingSenvice 12246 Ocrarosneno  UnistackSvcGroup
mi-raysat_3dsmax2017_64 mental ray Satellite for Autodesk 3ds Max 2017 64-bit OcravoeneHo
MpsSue 1772 Bpamamaysp Saurika Windows Bumonumeres  LocalServiceNoNetwork
MSDTC Keevantatop pacnosasnsn e TRaHza KL Qcranosnsto e
Mersiue Oriperms ¢

Puc. 17.7. Cepsuc Leap Motion He 3anyuien
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HeucnpaBHoCTb, KOTIa IPUJIOKEHNE «HEe BUIUT» YCTPOMCTBO, pera-
eTcd 3ammyckom cepBuca Leap Motion.

s samycka cepBruca He0OXOMMMO OTKPBITH [lucnetuep 3amgau (gis
Windows) oT uMeHU afMUHUCTPATOPA, IIePerTH BO BKIAAKY «CepBUCHI»
u HatiTu cepBuc Leap Motion. Ecau cepBUC OCTaHOBJIEH eT0 HEOOXOIUMO
3aMyCTUTD.

Cospanusa npunoxkenus st LeapMotion na Unity3D

Wcnons3oBanue urposoro asu:xka Unity mogpasyMeBaeT yCTAHOBKY
SDK pna LeapMotion, KOTOPBINI MOKeT OBITH 3aIrpysKeH ¢ OUIINATIb-
HOTO caibira mua paspadborumkoB. (https://developer.leapmotion.com/
unity/) (puc. 17.8).

Cospmagum HOBBIN npoeKT Unity, 1o6aBUB B HET'O CKAYAHHBIN acceT
nns SDK (puc. 17.9).

Unity Assets for Leap Motion Orion Beta
[——
30 Mation Oron 00

Oculus SDK13 (1equires Unity 56+).
HIC Ve (roquires Unity 56

o

DOWNLOAD UNITY CORE ASSETS 4.4.0

Ucensed subject o

Unity Modules

Unlock: Modues - poweru o Asers
These mocules ae dependent on the ltes: version of the Core Assets

Puc. 17.8. OguyuanvruLii caiim 3azpysyura SDK

Import Unity Package =

Leap_Motion_Core_Assets_ 4.4.0

¥ I 5 LeapMotion -
¥ M Ecore
[ [ Dependencies txt i)
¥ I G5 Editor
orePreferences.cs
ustomEditorBase .cs (e
ustomPropertyDrawerBase,cs L
mptyFolderUtility.cs s
caplmageRetrieverEditor.cs L
eapServiceProviderEditor.cs
eapXRServiceProviderEditor.cs
¥ M Grests
rameValidator.cs
romThenTests.cs
andFactoryTest.cs (e
o ] ransformCopyTest.cs o
All None Cancel |[ Import

Puc. 17.9. JJo6asnenus accemos das pabomst ¢ LeapMotion
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< 3 o> - x

T @) e

X 0134755 Y 054755 | 2(0.1347555
°

. sphere (Mesh Filter)
vesh

. Wsphere o
L ¥Mesh Renderer Qo
> Lt

Ianore Hover Mode T —

Tonore Primary Hover L
=)

Layer s
Overide interacion Layer [
Override No Contact Layer |

IE Example Metalic |
—r—
— b

Puc. 17.10. Hacmpoiika 00seKkma, ¢ KOmopvlm 603MONCHO 83aumodeiicmaue

© Inspector

& [Tnteraction Manager ] O static =
Tag | Untagged +] Layer [Defauls =
¥~ Transform o
Pasition %0 v 2o
Rotation X0 v zo |
Scale H1 T lzl1 |
v [¢:) ¥ Interaction Manager (Script) o
Seript T Interactionianager ] o

Interaction Controller Status

. Interaction Hand (Left) (Interac @ :

Interaction Settings
Hover Activation Radius 0.2 |

Touch Activation Radius 0,075 |
Layer settings

Auto Generate Layers 7]

Template Layer | Defauft i)

Debug Settings
Draw Controller Runtime Gizn[_|

Add Component

Puc. 17.11. Hacmpouxa Interaction Manager

ITocme momkJIOUEHMA acceTOB CO3LAAMM TECTOBYIO CIleHY, mo0a-
BUB HECKOJbKO mpebadoB. Heobxomqumo mob6aBUTH HaA CIleHY KOHTPO-
aep Interaction Manager, KOTOPBIA OTBeYaeT 3a Bl3auMOJelicTBUE
(pumc. 17.11).

Hanee nobaBum ckpunt Interaction Hand nns ynpaBiaeHUA pyKaMu,
a TaksKe ckpunT InteractionBehaviour Ha Bce mpedadbl ¢ KOTOPBIMH
IOJIKHO OBITH B3aumoneiicrsue (puc. 17.10).

ITocie aToro 3amycTmM TPUIIOKEHVE U IIEPEMECTHM OOBEKTHI MC-
nouab3ya LeapMotion (puc. 17.12, 17.13).
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Puc. 17.12. [Temoncmpayus pesyavmama (vacmu 1)

Puc. 17.13. [lemoncmpayus pesyarvmama (Lacmos 2)

KoHTposbHBIE BOIIPOCHI

1. Yro Taroe LeapMotion u Ha KaKuX miuaTGopMax IOCTYIIHO?
2. KakoB nmpuaImun pabots yerpoiictea LeapMotion?

3. Kakue KOMIIOHEHTHI HEOOXOAMMBI I CO3JaHUA IPUIOMKEHIA Ha
Unity?

4. Kak mpoBepuTs paboTy MPUJIOMKEHUI?
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TPEBOBAHUA K O®OPMJIEHNIO OTYETA

1. TUTYIBHBINA JIUCT.

2. Ilenb paboTHI.

3. UuguBuayatbHOE 3aaHUE.

4. Onucanue OCHOBHBIX ATAIIOB BBINOJHEHUA PabOTHI ¢ HEOOXOAM-
MBIMU KOMMEHTapusaMHU (clieHapuu, (parMeHTHl HACTPOEK IPOTPaMM,
CKPUHIIIOTHI SKPaHa, IPOTPAMMHBIN KOZ 1 AD.).

5. PesysnbTaThl paboTHI (TAOJIUITHI 3SHAUEHN, CKPUHIIIOTHI 9KPaHa).

6. BeiBoBI IO pesysIbTaTaM PaboTHhI.
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