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OB ABTOPE

Kennu Jlammepc paboraer B unaycrpuu urp yxe 13 ser. On paboran Ha
Takue KoMmmnanuu, kak Microsoft, Activision u Surreal Software. B nan-
HBIII MOMEHT OH paboTaer ¢ AByMsl KoMHaHusiMu. B mepsoii — Creative
TD — on 3armMmaeTcst KoHcyasTupoBanueM 1mo Unity3D u co3nanuem ma-
TepuaioB A Takux KoMmnauuil, kak IGT, Microsoft, Janus Research u
Allegorithmic. Bropoii komnanueit — Ozone Interactive — oH pyKOBOAUT
COBMECTHO co cBouM OusHec-naptHépom Hoa Kaap6o (Noah Kaarbo).
Ozone Interactive criermanna3upyeTcst Ha CO37[aHUN UHTEPAKTHBHBIX MTPH-
JIOKEHWH 1 BBICOKOKAYeCTBEHHBIX /IM3aHOB ¢ Mcnosib3oBanueM Unity3D
JUIS TakMX KoMmaHuii kak Amazon, E-line Media, Microsoft u Sucker
Punch games. Bo Bpemst ero paboThl B MHYCTPUU UTP OH CO3/IABAJ TIep-
coHaxeil B Zbrush u Maya, nucasn meiigepsl 1 octadhdEKThI, a Tak Ke
paspabaTbiBai Urpsl moaHocThio B Unity3D, ucnonssys C#. B gaHHbIi
MOMEHT OH paboTaeT Ha/l HECKOJBKUMHU UTPaMHU U pa3pabaTbiBacT HabOP
WHCTPYMEHTOB JIJIsT OOJIETUEHUS TTPOIECCa CO3MAHMST UTP.

S 6b1 XO0TEN BbiCKa3atb 671arogapHOCTb BCEM €€ 3acC/lyXUBarLLMM, HO
Torga Ha aTo ywina 6bl uenas rnasa. llepBo-HanepBo s onpenenéHHo
Xxo4y nobnaronapuTb MO MaMmy 3a TO, YTO OHa Bceraa roBopuaa MHe,
4TO MOSI paboTa A0/IKHA BECTU K MOEU MeyTe, 1 3a TO, YTO OHa Bceraa
Oblia MHe roanepxkoi. 51 6bl xoTen nobaarogapuTb MOEro napTHépa
rno 6usHecy Hoa Kaapb6o 3a 10, 4TO Obl1 MHE APYroM U NOAAEPXKOV Ha
MPOTSXKEHUN HAarnucaHusl TOM KHUrv. 51 xo4y nobiarofaputs BCEX, C KEM
MHe 0BeJs10Ck paboTarb, HO, 4TO 6oJ1ee BaxHO, — s Xo4y nobsaroaapuTts
Tex, KTO nobyxaaa MeHsi BCera CoBepLUIEHCTBOBATbL MOW HaBbIKU N TEM
caMbIM OTKPbIUT 4J151 MEeHSI MUP 3TOW uHayctTpun. Ot moam — baHn Kam-
mepaHo (Ben Cammerano) n3 MGS, Non Amep (Paul Amer) n3a MGS,
dunnuno KoctaHuo (Fillipo Costanzo) u3 5D Institute, AneccaHapo TeH-
10 (Alessandro Tento) n3 Lakshya, [xerimc Poaxepc (James Rogers)
n3 MGS u Tonun lapcus (Tony Garcia) n3 Unity Technologies. 51 661 He
[06uscs Toro, Yero gobusicsi, 6e3 Koro-moo u3 aTux JILe, 1 OHU 3a-
C/IYXXKMBAIOT MOEro Camoro CUJIbHOro noyYyTeHus!



O PELLIEH3EHTAX

Buncenr Jlum (Vincent Lim) sakonunsn The One Academy mo crieru-
asibHOCTH TIMpoBast anuMaIust 1 paspaborka urp. Cpasy ke mocse 3a-
BeplueHus y4é0bl oH npucoegunmacs k Big Ant Studio, rae on npeo6pén
Maccy GecIleHHOTO OmbITa B MIPOBOH mHaycTpuu. [IpoBeas HeCKOJIbKO
JIeT B KOMTNaHuu, BUHCEHT MHOTOMY HayuduJiCcsl, HAUMHAS OT HU3KOIO-
JIOTOHAJILHOTO MOJIEJTUPOBAHUS W 3aKAaHUYMBAsT YKJIAIKOH TEKCTYp st
co3anug JanmnadTa, a Takke — HeMHOTO MPOTrPAMMHUPOBAHUIO U HAIIU-
canuio MEL-ckpunros. Pabotast Hazx pasnooOpasibIMK 3agadaMiu B Big
Ant Studio, Buncent nakomui 3HaHust 06 UTPOBBIX JBUKKAX, O TOHKO-
cTsIX paboThl pasHBIX ILEHIepoB U O HaiinaiiHe paspaboTKu urp. B Kom-
HaHUK OH 3aHKMMAaJICs ONTUMU3alMell naiiniaiiina paspaboTku, co3paBast
¢ oMo1bi0 MEL-CKPUNITOB MHCTPYMEHTBI [ITIsT XYJOKHUKOB, KOTOPBIE
VIIPOIAIN Te WK WHbIE 3314k Ha 1myTu 3D-Mojenu, — OT 3aroToBKU B
3D-pempakrope 10 Mozean B urpe. Iloay4yns 1ocTaTrouHblil 6a3uc 3HAHUI
B Big Ant Studio, BUHCeHT IIPOAO/IKII U3YUEHUE UTPOBBIX MEXAHUK U
ABUKKOB. IT0 TprBesio ero K Unity, HaBbIKM pabOThI ¢ KOTOPBIM OH MTPO-
JIOJIKAeT COBEPIIEHCTBOBATD U TIO CEi JIEHb.

Kpucruan 'XeviaN' Menenrxunu (Christian "XeviaN' Meneghini) B
MoJiofocT Obl1 obaagaTeneM u nokaonHukom Sinclair ZX Spectrum.
On Havas cBOE 3HAKOMCTBO C MUPOM WTIPOBOW MHIYCTPUH CO CIIpaii-
TOB, KECTKO 3aKOAMPOBAHHBIX ¢ IIOMOLIbI0 Belicuka u Accembiepa. ITo
MPOIIECTBUN BPEMEHHU €MY JIOBEIOCH PaboTaTh ¢ TAKUMU 3aMEYaTeTbHbI-
MU TexHosornsamMu, kak C64, Ky pToBBIM Amiga W Bcell TMHEHKON Tpo-
neccopos PC, npu arom paboras ¢ Bugeokapramu ot Hercules u CGA
ot 1epBbix 3D-yckopuTesieii 10 coBpeMennbixX. [Ipu ero criennanusamnuu
Ha TTPOTPAMMUPOBAHUY TPAGUKHA 1 ONTUMHUIAIUN TPOU3BOUTEIBHOCTH,
eMy O4eHb HPABUJIOCh 3aHUMATbCS PEHIEPUHTOM U IPUHUMATD y4acThe B
nemociiere. Kpucruan B cBoé cBOGOIHOE BPEMSI COUMHSIET MY3BIKY.

ITocte HECKOMBKUX JIeT PabOThI 10 HOUaM BMECTE C IPY3bsIMIE 1 KOJLIe-
raMU, UBYYEeHUS TeXHUIECKON TOKYMEHTAITNH, HAMMCAHUS JIBUKKOB U pa-
60T1bI Ha Apyrue Kommnanuu Kpucruan B 2011 rogy coBMecTHO O CBOMMU
npysbamu Mapko u Tumoreo (Marco Di Timoteo) u JIykoit Mapuertn
(Luca Marchetti) ocHoBas HEGOJBIINYIO CTY/IHIO, KOTOPYIO OHU HA3BAJIM
STUDIO EVIL. Vx nepsbiM npoaykroM crana urpa Syder Arcade — pe-
tpo-mrytep ¢ 3D-rpacdukoit, paccunrannbiit Ha PC u MAC, a nosnnee —
nopruposanublii mox i0S, Android u OUYA.



NMPEAUCINIOBME K
PYCCKOMY U3AAHMIO

MbI 04eHb pajibl BBIXOLY TIE€PBOii TiepeBoHOM KHurH 110 Unity, TeM 60-
Jiee, 4TO 3TO COBIAJIO ¢ OTKpbITHEM Hainero oduca B Poccun. Mbr Ha-
GJI0/IaeM 3HAYMTEILHBIN POCT KOJIMYECTBA POCCUIICKUX Pa3pabOTINKOB U
usgareneil urp, Kotopoie ucnoabp3yioT Unity u paGotaeM Haj TeM, 4TOOBI
CO/IEIICTBOBATD UM B TIOCTUKEHUM HOBBIX TOPU30HTOB BO3MOXKHOCTEH B
paspaboTke Kkpocc-iaThopMeHHbIX urp. Beera xouercst 100UThCS MaK-
CUMQJIBHOTO KayecTBa KAaPTUHKU IIPU Pa3yMHON ITPOU3BOAUTETHHOCTH.
Ira 3a/1a4a aKTyaabHa, OXKAJIYH, JJIST TPOEKTOB BCEX MACIITAOOB U 3a/1a4.
MbI BeprM, 4TO € TIOMOIIIBIO JAHHOW KHUTHU Ballla *KU3Hb, pad0Ta U OIBIT
ucnoab3oBanus Unity cTaHyT Jydliie u KpacouHee.

Uckpenne Barmu,

Unity Technologies B Poccuu
russia@unity3d.com

Poman Meunsgkum,

Haranbs CBupujioBa,

Moana Konure,

Outer ITpumiox



NPEAUCIIOBME

Mpsr ipuBeTcTByeM Bac Ha ctpanuiax kaurn «lIlleiineper 1 ahdexTs B
Unity». JTa KHUATA MMOMOXKET BaM OCBOUTBLCS C CO3/IaHUEM INEHIepOB U
noctaddexroB B Unity3D. Bel naunére Bailie myTeliecTBre Mo CTPaHU-
1laM 9TOM KHUTHU C caMOTO HaydaJla, ¢ Co3laHusd Hanbosee 0A30BbIX 1Iei-
ZIePOB U MOJIyYeHUs MIPeJICTABJIEHUs O CTPYKTYPe IIeiIePHOT0 Koa. DTH
6a30Bble 3HAHUS TPUTOAATCS BaM B TTIOCIEAYIONINX IJIaBaX, B KOTOPBIX BbI
OyJere cosaBaTh IHIeiIepbl, UMUTUPYIOIIUE JIOACKYIO KOXKY, IeHIepsl,
obpabarbiBaoIIe ANHAMUYECKIE OTPAaKEHHSI, a TAK/KE, CO3/1aBaTh MOCT-
a3 dexTol, Takue Kak 9hHEKT HOUHOTO BUIEHWS.

K KoHITy Kask/10ii IJ1aBbl, y Bac c(hopMUPYETCST HOBbIi HAOOP HABBIKOB,
C TIOMOIIIbIO KOTOPBIX, BbI CMO>KET€ [TOBBICHTh KA4eCTBO BAIIKX IIEIIEPOB,
a TakiKe, caenaTh 6osee a(hHEKTUBHBIM TPOTIECC UX HATIMCAHSL. DTH TJa-
BbI OB c(HOPMHUPOBAHHBIE TAKUM 0OPa3OM, UTO Bbl MOKETE TIEPEUTH K
JIE000IT CEKITUU U cpasy OBJIAETh JIOBIM TPeOYeMbIM HABBIKOM, PA3BUB
€To OT YPOBHSA HOBUYKA JI0 9KCIEpTa. A, eCIM MPOoIece HATMCAHU Tek-
ZIepOB JIJIs1 BAC B HOBUHKY, Bbl MOKETE YUTATD TJIaBbI [IOCJIE0BATENBHO,
OJIHY 3a JPYTOH, MOCTeneHHo npruodperas HeoOXoAnMble 3HaHus. B Jro-
6GOM cirydae, BbI TO3HAKOMUTECH € TIPHEMaMU, KOTOPBIE UCTIOIb3YIOTCS B
GOJIBITMHCTBE COBPEMEHHBIX UTP.

ITocse TOTO, KaKk BBl 3aKOHYUTE PabOTy € 3TOI KHUTOI, y Bac Oyxer
Habop 1IelIepoB, KOTOPBII Bl CMOKETE MCII0JIb30BaTh B BallUX UIPaXx,
cieslanubix ¢ omotbio Unity3D, a Takske, y Bac NOSIBUTCSI TIOHUMaHUE
TOTO, KaK U 4TO HY)KHO 6yzieT 106aBIsATh K HUM, YTOOBI IOJIyYaTh HOBbIE
2 EKTHI 1 yIOBIETBOPSITH 3aITPOCAM ITPOU3BOANTENIbHOCTH. Tak uTo, 1a-
BaiiTe, MepeneM K JeTy.

Y10 paccmaTpmnBaeTCs B 3TOM
KHUre

I'maBa 1 «/InhdysHbIH MEHAMHTS COMEPKUT a3bl HATMCAHWS MIEHIEPOB, B
9TO#I riaBe 0OBsICHsIETCS CTPYKTYpa 1reiizepos B Unity3D. lasee B aToii
rJIaBe JIaHHbIe 3HAHWS TPUMEHSIOTCS Ui co3/lanust Tuhdy3HOI Moienn



m--.l Mpeancnosne

OCBEIIEHVS TI0 YMOJYAHWIO, & TaKKe MPUBOAATCS TOHKOCTU U TIPUEMBI,
HCTIOIb3YEMbIe B UTPOBON WHIYCTPUH JIJIST CO3MAHMST COOCTBEHHBIX MOJIC-
Jiell ocBelleHusl.

I'maa 2 «Cosznanue ahdeKkToB ¢ TOMOIIHIO TEKCTYP» OMUCHIBAET WC-
TI0JTh30BAHNE TEKCTYP JIJI CO3[IAHUS PA3INYHbIX addekToB. B aT0il T71aBe
BbI Y3HaeTe, KaK MOKHO aHUMHUPOBATH CIIPAMT-JIMCTHI C TOMOTITBIO TITeiie-
pa, a TakKe, KaK MCIOJb30BaTh PA3IMYHbIE KAHAJIBI TEKCTYPHI JJIsT TOBHI-
mennst aGeKTUBHOCTH TeiiepoB. K KOHITYy 9TOM TJ1aBbl, Balll HABBIKU
HCTIOTb30BAHYSI TEKCTYP OYYT AOCTATOYHBI /T CO3MAHMST BaIlluX coOC-
TBEHHBIX 2(PHEKTOB.

I'masa 3 «IlycTh Bamu UTPBI 3aCUSTIOT OTPA’KEHHBIM CBETOM» PACCKa3bl-
BaeT BCE, YTO BAM MOJKET TOTPEGOBATHCS, O CO3/ITAaHUH HAarbOoIee PACITPOCT-
PaHEHHBIX TUIOB GJMKOBOTO oTpaxkeHus — Blinn u Phong. Bsl ysHaere,
KaKk MOXHO TMPUMEHHTbH 3TH IIefifiepHble a(DheKTh! 71 CO3MaHMs Mac-
KMPOBAHHOTO OTPAsKEHHOTO OCBEIIEHSI, METAINIECKOTO OTPaKEeHNs, a
Tak ke, Y3HAETe O CO3[AHUN aHW30TPOITHOTO OTPAKEHHOTO OCBETIIEHWSI.
K kowity atoif rmaBbl, Bl Oy/eTe UMETh AOCTATOYHO 3HAHUM, JIJIsI TOTO,
9TOGBI PEATN30BBIBATH CBOU coOCTBeHHbIe specular-ahdhekTsr.

InaBa 4 «/lo6aBUM OTpaskeHNUsT B Balll MUP» PACCKA3BIBAET O TPUMEHe-
HUW OTHOTO U3 HanboJiee pactpoCcTPaHEHHBIX 3(h(HEKTOB B COBPEMEHHBIX
UTPax, ¢ TIOMOIIBIO KOTOPOTO BBl CMOJKETE YUNUTHIBATh B BAIINX Iefiepax
IPUEMBI CO3/AHIST OTPAKEHMIT. JTa rJIaBa HAYYNT Bac BCEMY — HauMHAasl
C a30B opraHu3aruu orpaxkenns B mreiigepax Unity3D u 3akanumBas co-
3MaHUeM Bareil coOCTBEHHON CHCTEMBI TTHAMUYECKOTO OTPAKEHHSI C TT0-
Mmoripio C#.

InaBa 5 «Mojes OCBEIEHMsT» PACCKa3bIBAET O HoJee CIOKHBIX Tefi-
nepax. Bol y3Haete, kKak co3naBaTh CBOM COOCTBEHHBIE MOJIEIN OCBEIEHYIS,
MCIIOTb30BaHNE KOTOPBIX TO3BOJIUT BaM CBIMUTHPOBATH TTPOU3BOJIBHBIN
THUT TOBEPXHOCTHU. KasKbIil perienT 1eMOHCTPUPYET IPUMEHEHe Pa3JIid-
HBIX TEXHUK JIJIST IOCTUKEHUST PA3IMIHBIX 33714, KasKIast 13 KOTOPBIX MTPH-
BE/IET K Pa3BUTHIO BAlIUX HABBIKOB HalMcaHud 1einepos. K konity aToit
TJTaBBI, BBI CO3/I/INTE Balll COOCTBEHHBIH TeHiep KOKH, y3HaeTe 06 ocBe-
mennu Lit Sphere, u HanmIeTe CBOII 1eiizep aBTOMOOUIBHOI KPacKH.

I'maBa 6 «IIpospayHoCTb» MPOAEMOHCTPUPYET TO, YTO HA HEKOTOPOM
aTare TPOM3BOJACTBA WTP BaM HEM3GEKHO MOTPEOYETCsl MCIOIb30BaTh
MPo3pavyHoCTh. [IpakTHyecku mobast UTpa, Tak WM WHAYE, 33/1eCTBYET
MPO3PAYHOCTD [T TAKUX OOBEKTOB, KaK HIEMEHTBI TTOJh30BATEIBCKOTO
unrepdeiica, omasias JUcTBa, 00beKThI-TpadapeThl, U T. A. B aT0ii T1a-
Be BbI y3HaeTe, Kak paboTath ¢ mpo3paynocTbio B Unity3D, u kKak MOKHO
VIAUTh TPYAHBIE MOMEHTHI, BO3HUKATOIIIE TIPH ATOM.
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InaBa 7 «Boume6Hble BO3MOKHOCTH BEPITHH»> PACCKA3BIBAECT O TOM,
KaK MOKHO TTOJTYYUTH JOCTYI K WHMOPMAIIHH, XPAHAIIEHCsS B BEePIIMHAX
3D cerku o6bekTa. Bol HayunTech paboTaTh ¢ STUME TAHHBIMHU HCITOTB30-
BaTh WX B IIeiiepe, st CO3Manust TakuxX ahPeKToB, Kak OJICHINHT TeKC-
TYP U aHUMAITHSI.

TnaBa 8 «Hacrpoiika 1eiizepos 1t MOOMIBHBIX TIPUIOKEHUI> 110~
CBSIIIEHA crocobaM oNMTUMU3AIIH TireliziepoB B Unity, ¢ MOMOIIBIO BCTPO-
eHHBIX THTIOB U MaKpOCOB. Tak Kak, 9Ta 3a/1a4a CTAHOBUTCST 0COOEHHO BaK-
HOI 1Ipu paboTe mIeiaepoB A MOOUJIBHBIX TLIAT(HOPM.

I'maBa 9 «/lemaem Hamm mieiijiepHbIil MUP MOJYJIBHBIM C TTOMOIIIBIO
Cglncludes» mpogeMoHCTPUPYET BaM, MOYEMY HY;KHO TTOBTOPHO HCITOMb-
30BaTh YK€ HAMUCAHHBIA KOJI, [UJIsI TOTO, YTOOBI YJIYUIIUTh Balll HABBIK
HaTMCaHW [IeliZiepoB. JTa TI1aBa TTOKaKeT, KaK BbI MOJKETE CO3/IaTh BN
co6ersennbie daiinbl Cglnclude, 1 XpaHeHus U IOBTOPHOIO UCIIOJIB30-
BaHUs MOBTOPSIONIUXCSA GIOKOB KOJIa.

I'maa 10 «Cosznanne sxpannbix addextoB B Unity ¢ ToMONIbio peH-
Iep-TeKCTYP» HAYMHAETCS C PACCMOTPEHUST TOTO, KaK B COBPEMEHHBIX
UTPax MCIOJB3YIOTCST dKpaHHble ahdeKThl (Tak ke, HA3bIBAEMBIN TOCT-
abdexTamMn) 7T U3MEHEHUsT UTOTOBOTO OTPEHIEPEHHOTO U300PasKEHUs
urpsl. Bol y3Haere, kKak BB MOJKETE CO3/IATh Ballli COGCTBEHHBIE HKPAHHBIE
adexTH, a TakKe, KaK MOKHO OCYIIECTBJISTh KOPPEKTUPOBKY IIBETA 1
HAJTOKEHWS TEKCTYP [IJIsT CO3MAHUS PA3IMYHBIX BU3YATbHBIX 3(D(PEKTOB B
Bariei urpe.

Tnasa 11 «TeiiM-111eii n o9xparHbie 9hGEKThI» YIIyOJIseT Balli 3HAHUST
00 sKpaHHbIX () deKTax, 1 MoKashbIBAET, KaK Bl MOKETe co31aTh addek-
TBI, YCUJINBAIOINE aTMOC(hEPHOCTh MOMEHTOB B Batleil urpe. Ber Hayun-
Tech CO371aBaTh 3(@PEKTHI CTAporo GUIbMa U HOUHOTO BUIEHUSI.

Y10 noTpebyeTca Npu YTE€HUN
3TON KHUMUN

Jliist TOro 4TOOBI BHI CMOTJIM BBITIOJIHUTH PEIENTHI, IPUBOIUMbIEC B 9TOU
KHUTE, BaM TOHAMOOUTCS CIIeAyioniee HeOOXOANMOe U OIMMOHAIHHOE
MpOrpaMMHOe obecTedeHne:

¢ Unity3D (gs rnas 10 u 11 Bam norpedyercst Unity3D Pro);

¢ 3D-npunoxkenne, takoe kKak Maya, Max wiu Blender (ommmo-
HAJIbHO);

¢ npuioxenue aas paborsl ¢ 2D-rpadukoii, Takoe kak Photoshop
i Gimp (ONMIIUOHAIBHO).
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Ang Koro ata KHUra

ITa KHUTa peIHA3HAYeHa /It TPOrpaMMUCTOB, paboraionux ¢ Unity3D,
JUIS HOBIYKOB M TIPOJBUHYTHIX. JIyuliie Bcero, uTobbl y Bac yske ObLJI OTbIT
pa6otel ¢ C# nin JavaScript, u Bbl Obl yoKke Baajiein 6as0BbIMU HABBIKAMU
pabotet ¢ Unity. MbI coBeTyeMm BaM B3TJISTHYTh Ha PYKOBOJCTBO JIJIST HO-
BrukoB B Unity 3.x no paszpa6orke urp ot Packt Publishing (http://www.
packtpub.com/unity-3-x-game-development-by-example-beginners-
guide/book), a1 TOrO, YTOOBI OIYYUTH HOCTATOYHbIE GA30BblE HABBIKK
o pabore ¢ azamu Unity3D.

YcnoBHbIe cornawueHuvs

B aT0i1 KHUTE BBI BCTPETNTE HECKOJIBKO CTUIEH 0(OPMIIEHUST TEKCTa, KO-
TOpbIME (hopMaTUpyeTCsl pagHast 1Mo cMbicay uHbopmaius. Ceiuac Mbl
PUBEIEM TPUMEPBI 3TUX CTUJIEH U OOBSICHUM UX CMBICJL.

KimoueBble cioBa Kofia Oyy T MPUBOANUTHCS B TEKCTE CAEMYIONTIM 06pa-
30M: «BBEJIUTE CJAEAYIONMIA KO B OJIOK Properties Balllero meiaepas.

Baoku koga 6yyT 0pOpMIATHCS TaKKUM 00Pa3oM:

void surf (Input IN, inout SurfaceOutput o)

{
floatd4 c;
c pow ((_EmissiveColor + AmbientColor), _MySliderValue);

o.Albedo = c.rgb;
o.Alpha = c.a;
}

Hogble TepMHHBI 11 KIIOYEBbIE CI0BA OY/LYT TPUBOUTCS TIONYKUPHBIM
mpudrom. CitoBa, KOTOPBIE BbI YBUWTE HA SKPAHE, B MEHIO MJIU, HAIIPU-
Mep, B IUAJIOTOBBIX OKHAX, OYAYT PUBOAUTHCS MO TEKCTY CIEAYIONTM
06pazoM: «TakuM 00Pa3oM CO3MaETCs TaauTpa KyOMarbl Ha 3akiake Muc-
HEKTOPA KOMIIOHEHTOB, [I0JTb30BATEIb MOKET [IEPETACKUBATH KyOMAaITy Ha
mieaeps.

% Tak 6yayT 0odopMASTLCA NPeaynpPexXaeHUs 1 BaXHble MpUMedaHus.

Q Tak 6yayT odbopMATLCS NOACKA3KM U MPUEMBI.
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OOpaTHas CBSI3b C YMTaTENAMMU

MbI Beerjia IpUBETCTBYEM 0OPATHYIO CBsI3b ¢ HamuMu yntaresssMu. Co-
o6IuTe HaM, YTO BbI ymMaere 00 9Toil KHUTe — YTO BaM B Heil MOHpaBU-
JIOCH WJIU JKe He MTOHPaBUIOCh, OGpaTHast CBSI3b IIOMOJKET HAM TIPENOJHO-
CUTh UMEHHO TOT MaTepUaJl, KOTOPBI BaM HY KEH.

Yro0bl CBSI3aTHCSI ¢ HAMHU, MPOCTO MOILIUTE IUCHMO MO aIPECy
feedback@packtpub.com, a B reme mucbMa ykaxkute Ha3BaHUE KHUTH.

Ecimu ectb mpeamerHas 00J1acTh, B KOTOPOH BBl MMeeTe OOIIMPHBIN
OIIBIT, U BbI 3AMHTEPECOBAHBI B HAITMCAHUY KHUTH UJIK B JIPYTOM COJIENCT-
BUH, TO Tocetute www.packtpub.com/authors.

NMoaaepxka KNIMEHTOB

Teneps, Korza BbI cTasnu moKynareaeM kuuru Packt, mepen Bamu OTKpbI-
BAIOTCA CJIEAYIONINE BO3SMOKHOCTH.

Cka4ymnBaHue nporpamMMHOro Kkoga rnpumMeposB

Bol Mokere ckauyaTb hbaifyibl IPOrpaMMHOIO Kojla IIPUMEPOB /LIS BCEX
kuur Packt, KoTopble BBI 3aKasajay ¢ Ballero aKKayHTa Ha CTPaHUYKE
http://www.packtpub.com. Ecii BbI 3aKazaiu aTy KHUTY OTKY/Ia-TO €INE,
TO BBl MOJKETE MOCETUTH CTpaHUILy http://www.packtpub.com/support n
3apETUCTPUPOBATLCS, YTOOBI MBI BBICJIAIN BaM 9TH (DAIIIBI 3JIEKTPOHHBIM
IIICHbMOM.

CkaymnBaHue LUBeTHbIX N300pa)xeHni

3TOU KHUrn

Taxske Mbl ipegoctaBuM Bam PDF-daiii, copepskainuii nBeTHble n306pa-
SKEHUST CKPUHIIIOTOB/AAMarpaMM, UCTI0JIb30BaHHBIX B laHHOH KHUTE. [[BeT-
Hble U300paKEHUST TIOMOTYT BaM JIydllle MOHSITh COJEPKUMOe TJiaB. Bbl
MOJKeTe cKadath 9ToT daiin ¢ http://www.packtpub.com/sites/default

files/downloads/50840T_Images.pdf.

Ownbkmn n oneyaTkum

HecMOTps Ha TO 9TO MBI IPEANIPUHSAIN BCE BO3MOMKHOE 71 00€CIIeUeHNST
TOYHOCTH COAEP/KUMOTO HAIINX KHUT, OIMMOKN NHOTA BCE-TaKU BCTPEda-
1orcst. Ecin Bbl Haiinére ommbKy B KaKONH-1100 13 HALIMX KHUT — MOKET
ObITh, OIINOKY B TEKCTE WJIK B KOJIe, — MbI Oy/IeM Pajibl, €CJIUA Bbl COOOLIUTE
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HaM 00 5ToM. TakuM 06pa3oM BbI CMOKETE OOIETYUTD KIU3Hb IPYTUM YHTA-
TEJISIM ¥ TIOMOYD HaM YJIYYITHTD MOCTEAYIONINE U3IaHUsA KHUTH. Ecau BB
HaiizéTe Kakyio-a11u60 ommbKy, TO, MoKaayicTa, cooOIUTe 0 HEell Ha cTpa-
mute http://www.packtpub.com/submit-errata — BbIGepuTe Tam Barry
KHUTY, KIMKHUTE Ha CCHIIKY OTITPABKU ONTMOKY U BBEHUTE €€ OIICaHNE.
Kax tospko mpucmantas Bamu ormubka Oy/eT oATBepKIeHa, OHa GyIeT
3arpyskeHa Ha Harr BeO-caliT win gobaBjieHa K CIUCKY CYIECTBYIONIHX
ommbOK B CeKIMK OMMOOK A1 BIOpaHHON kuuri. HaiineHHble onmOKu
MOJKHO TIOCMOTPETb, BRIOPAB HazBaHWe KHUTH Ha cTpanwuie http://www.

packtpub.com/support.

HapyuwieHne aBTOpCKnx npas

B WurepHeTe nupaTcTBO 3AIUINEHHOIO ABTOPCKUMY MPABAMU MaTePH-
aJia SIBJISIETCS] HACYIHON TIpo0bJieMoii jiuist Beex (opm mMaTepraioB. Mbl B
Packt otHOCHMCS K 3aluTe HAIUX ABTOPCKUX TIPAB U JUIEH3UHA OYeHb
cepbésno. Eciu Bbl Haiinére B MurepHere B 110000 (hopMe HejierajabHbIe
KOIUK HAMIUX paboT, TO, MOXKAIYIICTa, He3aMeIJIUTENBHO COOOIUTE HAM
CCBIJIKY WJIN HazBaHue Be6-caiita, UTOOBI MBI CMOTJIH TIPUHATH MEPBI.

[Moskamyiicta, CBSIKUTECH ¢ HAMK TIO ajipecy copyright@packtpub.com
U YKQKUTE CCBLIKY HA MPEIIOJI0KUTENIbHO TTUPATCKUe MaTepuasbl. Mbl
I[EeHUM Ballly TIOMOIIb B 3aIUTe PAB HAIIUX ABTOPOB U HAIIEl BO3MOJK-
HOCTH IIPEIOCTABJISATh BaM LHEHHYIO NHMOOPMAIIHIO.

Bonipochsi

Bol MoskeTe cBA3aTHCA ¢ HAMU TI0 ajpecy questions@packtpub.com, ecau
y Bac MMEIOTCST BOIPOCHI KACATEJNHHO JI000T0 ACIIEKTa 3TON KHUTH, 1 MbI
rocrapaeMcs Ha HUX OTBETUTD.
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AnddysHbin WIeMpUHT

B »70i1 ri1aBe OyayT pacCMOTPEHbI HEKOTOPbIE HanboJiee pacipocTpaHEH-
HbIE TPUEMBI, UCITOJIb3yeMbIe CETO/IHS B UTPOBOI WHAYCTPUU TTPU Pa3pa-
6oTke mreiiiepoB. Bel yaHaeTe 0 TOM, KaK:

¢ cOo3/1aTh IPOCTON MTOBEPXHOCTHBIN IIENep;

NOOABUTH CBOUCTBA MOBEPXHOCTHOMY IIEHIEPY;
HCIIOJIb30BaTh CBOMCTBA B TOBEPXHOCTHOM IIIEMIEPE;
ciesiaTh COOCTBEHHYIO MOIe/ b AU(dY3HOr0 OCBELIEHUS;
Harucath Mojiesib ocBetnienust Half Lambert;
HCIIOJTb30BaTh TEKCTYPY /LI KOHTPOJISE Hajl AU PY3HbIM
HIEHTUHIOM;

nmutnposath agdextT BRDF ¢ momotbio 2D-TekcTypsbr.

LR R R

o

BeBepeHue

B ocHoBe 1060T0 XOpOTITero Tielizepa BCETa JeKUT MOIETb OCBEIEHTIST,
a TouHee, ero 1nddys3HOTO (PaccenBaroIero) KOMIOHeHTa. Tak 4To mMeeT
CMBICJT HAUMHATD HATTMCAHUE Teliiepa UMEHHO C HETo.

Panee B koMmbioTepHOI rpaduke audy3HbIH MEHANHT 1eTaiu ¢ To-
MOIIBIO TaK Ha3biBaeMOil Hemepenporpammupyemoii (fixed function) mo-
nemu ocBemienusi. OHa TPEAOCTABIAIA TPadUIECKUM TIPOTPAMMHUCTAM
eTMHCTBEHHYTO MOJIETb OCBEIeHNsI, KOTOPYI0 OHM MOTJIN HACTPamBaTh C
MOMOTIIBTIO HabOpa mapamMeTpoB 1 TekcTyp. Cefidac ke, ¢ TOSBIEHIEM TITefi-
nepoB u s3bika Cg, MBI TIOMYYUIN GOJTBIIE BO3MOKHOCTEN KOHTPOIMNPO-
BaTh ocBeterue. Tem Gosiee B Unity ¢ ero MOBEPXHOCTHBIMU IIEHIEPAMHL.

[ dysHbIil KOMITOHEHT Teliepa OMUCHIBAET, KAK CBET OTPAKAETCS
OT TIOBEPXHOCTH BO BCeX HANpaBJIeHUSIX. Bo3MOKHO, BaM TTOKaKeTCs, UTO
9TO OMKCAHIE OYeHb TIOX0Ke Ha IPUHIIAI PabOThI 3ePKajia, HO B ICHCTBY-
TETBHOCTH 3TO He TaK. 3ePKATbHAST TOBEPXHOCTD OTPAKAET N300paKeHIe
00BEKTOB OKpYysKatoleil cpesbl, B TO BpeMst Kak anddysHoe ocBerenme
paccenBaeT BO BCe HAPABJIECHUS CYMMapHBIN CBET, UCITYCKAEMbBIN UCTOY-
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HUKaMJ CBETa, TAKUMU KaK, HATIpuMep, coaie. OTpakeHns: Mbl PACCMOT-
PUM B TIOCJIEIYTONUX TJIaBaX, a HA JAHHBI MOMEHT, HAM ITPOCTO HYKHO
3HATh, YeM OHU OTJNYAIOTCS OT UMD GHY3HOTO OCBEIIEHMS.

Y100bI co31aTh 6a30BY10 MOAENIb AUMPY3HOrO OCBEIIEHN S, HAM HYKHO
OyleT Hamucarh Imeiiaep, B KOTOPbIi OyAyT IepeaaBaThes LBET HCIyCcKae-
MOTO U3JIydeHUs, IIBET (DOHOBOTO OCBEIEHUST U CYMMAapPHBI CBET OT BCEX
ucTOUHUKOB. CJIe/IyIOIIe PEeIenThl MOKaXKYT, KaK C/IeIaTh 3aKOHYEHHYIO
MoJiesTb G DY3HOrO OCBEIEHMS, a TaKKe TTPOJEMOHCTPUPYIOT HEKOTO-
pble U3BECTHBIE IPUEMBI PA0OTHI ¢ TEKCTYPAMHU, KOTOPbIE TIPUTOASITCS [IPU
cospannu 6oJree CI0KHBIX MOJIEJIEH.

K koHILy 3T0i1 r1aBbl BbI HAYYUTECH CO3/1aBaTh MIPOCTHIE MIEHIEPHI, KO-
TOPBIE BBITTOJTHAIOT OCHOBHBIE (DYHKIIUU IeHaHTa. BOOPYKUBIINCH 9TH-
MU 3HAHUSAMHE, BB CMOKETE CO3/IaTh IIPAKTUYECKU JTI0OO0M ITOBEPXHOCTHBII
nreiizep.

Co3paém npocrtomn
NOBEPXHOCTHbIN LLengep

B To Bpemst Kak MBI TIPOJIBUTAEMCSI JIAJTBIIIE TIO PETleNTaM 9TOH KHUTH, BaK-
HO, 4TOOBI BbI 3HAJIM, KAK HACTPOUTH pabouyio cpeay B Unity Tak, 4ro0ObI
MOZKHO ObLT0 paboTaTh 9 heKTUBHO 1 6e3 KakuX-1nu60 Hey1o6¢eTs. Ecim
BBI y’Ke 3HAKOMBI C CO3/[aHMEM TIEW/IePOB 1 HACTPOMKON MaTephasoB B
Unity 4, To MOXkeTe IIPOILYCTUTD 3TOT perellT. Mbl IPUBOJUM €T0 B 9TOi
KHUTE JIJIST TOTO, YTOOBI T€, KTO TOJIbKO HAYMHAET PabOTy € TOBEPXHOCT-
HbIM TeiinaroM B Unity 4, MoTsin paboTaTh ¢ OCTaIbHBIMU PEIelITaMu
KHUTH.

MNMogroroBka

Jlist Toro 9TO6BI HAYaTh PAbOTATH C HSTUM PETETTOM, BaM MOTPeGyeTCsT 3a-
nycruts Unity 4 1 co3zaTh HOBbBII 1IPOeKT. Bbl Takke MoxKeTe BOCIOJIb-
30BaThCST MPUTATAEMBIM K KHUTE TPOEKTOM, TPOCTO 0OABIISAST B HETO CBON
coOCTBEHHbIE TefiIephl M0 Mepe Baliel paboThI € PETENTaMi U3 KHUTH.
Pazobpasiimich ¢ mpOeKTOM, BbI Gy/IETe TOTOBBI OKYHYTLCS B TPEKPACHBIIT
MUp TreinaTal

Kak aTo caenarsb...

[Ipesxie vem MBI 3aliMEMCS HAIIMM TIEPBBIM IITEHIEPOM, /laBaiiTe co3a-
UM HeGOJTBIITYTO CIIeHY, ¢ KOTOPOi MbI 6yeM pabortats. [lyist aToro, B pe-
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nakxrope Unity saiigure B Menio Game Object (Vrposoii 06bekT) | Cre-
ate Other (Coszatb apyroe). TaMm BBl MOsKeTe co3aTh 11ockocth (Plane),
KoTopas GyIer urpaTh pojib 3eMd, mapouky cdep (Sphere), kK KoTopbiM
MBI GyZIeM MTPUMEHTh Halll Teiiiep, ¥ HalpaBJeHHBIH HCTOYHUK CBETa
(Directional Light), uto6s1 ocBeTutsb crieny. [Tocse Toro Kak Mbl CO3/1aJIK
CIIEHY, MBI MOKEM TIePEHTH K CJeAYIOMNM IITaraM HaIMCcaHus Iekaepa:

1. B manemu Project (IIpoekr) penakropa Unity HasKMUTE MTPaBOii
KHOMKOI1 1o mamnke Assets (Pecypcesr) u BeiGepure Create (Co-
snatp) | Folder (ITanxy).

Ecnu Bbl ucrionb3dyete npoekt Unity, npenoctasnisiemMbii C 3TON KHUMov
peLenToB, TO Bbl MOXETE NepenTu K wary 4.

Create Folder

Show in Explorer Javascript

pen C# Script

i Boo Script

Import New Asset... Shader
Import Package Compute Shader

Export Package... Prefab

Find References In Scene Material

Select D denci i
eles Ependencies Animation

Refresh Ctrl+R Cubemap

Reimport Lens Flare
Customn Font

Reimport All
Render Texture
Sync MonoDevelop Project Physic Material

GUI Skin

Animator Controller
Avatar Body Mask
Avatar Skeleton Mask

Puc. 1.1. CospaHuve B NpoeKkTe HOBOW Nankun

2. TlepemMeHnyiiTe TarKky, KoTopytoo Bbl coznanu, B Shaders, Hakas

Ha Heé TIpaBoOil KHONKO# MbIky 1 BeiOpas Rename (Tlepenmeto-

BaTh) U3 BBIMAAIONIEr0 CIICKa, JHOO BIOpPAB Manky u Haxas F2

Ha KJIaBUATYPE.

Coszpmaiire emé ogHy nanky u Hasosure eé Materials.

4. Haswmure mpaBoii KHOIMKOW M 1o nanke Shaders u Boibepu-
te Create (Cosnatn) | Shader (Illeiinep). Ilocae sToro HaxmuTe
paBoil KHOMKON Mbin 110 manke Material 1 BeiGepute Create
(Cosnatn) | Material (Matepuar).

5. Tlepenmenyiite u Shader, n Material 8 BasicDiffuse.

S
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6. 3anycrure BasicDiffuse weiinep B MonoDevelop (pemaxkrop
CKPUTITOB TT0 yMoJdauuio st Unity), c/ienaB ABOWHON TETY0K
MBIIITKON 110 HEMY. JTO aBTOMAaTUYECKU 3AMyCTUT PEIAKTOP W
0TOOPA3UT KO 1eliziepa.

koa. Unity no ymonyaHuio co3aaéET camblvi npocton diffuse-wwenigep ¢
O/IHOVi TEKCTYPOW. VI3MEHSISI M OMNOJIHSIS 3TOT KOA, Mbl HAYYMMCS paspa-
6arbiBaTh HaLUy COOCTBEHHbIE LLUEHAepbl.

E E Bbl yBUANTE, 4TO B TOJILKO YTO CO34aHHOM LLUENAEPE YXe eCTb KaKoM-TO

7. Temepn maBaiiTe meperMeHyeM Halll TIeiep ¥ TOMECTHM €ro B OT-
nesbhyio nanky. Ilepsas crpouka koza 1meiizepa 3aaét ero uMs
U TyTh, KOTOPBIE OYAYT OTOOPAKATHCS B BHIMAAIONIEM CITHCKE B
Unity npu HazHaueHnu 1meljiepa Mmatepuany. Mbl mepenMeHoBaIN
HaIl meijiep B "CookbookShaders/BasicDiffuse", HO Bbl MO-
JKeTe MeperMeHOBaTh ero BO YTO 3aXOTUTE U Korja 3axotute. Tak
YTO ceifyac MOJKeTe 3a 9TO He BoJHOBaThcs. CoxpaHuTe 1ieiinep B
MonoDevelop u Bepuutech B pegakrop Unity. Unity aBromaru-
YeCKM CKOMITMJIMPYET THeliep, KOT/a YBUNT, 4To (haiin 661 06-
HoBJI¢H. Ha mannom arare Bani 1meiijiep /10JKeH BbITJISICTD TaK:

Shader "CookbookShaders/BasicDiffuse"
{

Properties
{
_MainTex ("Base (RGB)", 2D) = "white" {}
}
SubShader

{
Tags { "RenderType"="Opaque" }
LOD 200

CGPROGRAM
#pragma surface surf Lambert

sampler2D MainTex;

struct Input
{

float2 uv_MainTex;

bi

void surf (Input IN, inout SurfaceOutput o)
{
half4 c = tex2D ( MainTex, IN.uv MainTex);
o.Albedo = c.rgb;
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o.Alpha = c.a;
}
ENDCG

}
FallBack "Diffuse"

}

8. Buibepure marepuan BasicDiffuse, KoTopbiii Mbl cosianm Ha mare
4, m mocMoTpuTe Ha maHe b MHenekTopa. V13 Beimazaoiero ciuc-
ka Shader (Illeiinep) BoiGepure CookbookShaders| BasicDiffuse
(TyTh K BalmieMmy HIefepy MOKET OTJIUYATHCS, €CJIM BbI PEIIn
HCIIOJIb30BATh Apyroe nMs). TakuM o6pa3oM, Mbl HA3HAYUM TITei-
JIep MaTepuajy ¥ CMOKEM TeIepb MIPUMEHUTH €ro K 00beKTaM Ha
CIICHE.

YT06bI Ha3HaYNTL Marepurasl 06bEKTY, Bbl MOXETE MPOCTO repeTaLymnTb
% ero u3 naHenu Project ([1poekT) Ha 06beKT B cLieHe W Ha naHes b UH-
crekTopa rpuv BbiaeeHHOM 0O beKTe.

L Y

-

Puc. 1.2. O6beKThbl, UCMOJIb3yeMble B JAHHOM peLenTe

U X0Tst TI0Ka 4TO 0COOO HE HA YTO CMOTPETH, TEM HE MEHEE MbI HACTPOU-
JIVL HAIITY CPey JUIst pa3paboTKU TEeHIEPOB U TETEPh MOKEM TIPUCTYITUTH
K MomuKanuu mekziepa mo/ Halmi Hy Kbl

Kak aTo paboraer...

Kaxk Buzute, B Unity HacTpouTh cpety pazpaboTKu meiepoB 1eyo OyK-
BAJIbHO HECKOJIBKUX KJIMKOB. B TTOBEPXHOCTHOM IIIeii/iepe He3aMeTHO JIJIst
0JIb30BaTE/ ST PaboTaeT MHOTO KOMIOHeHTOB. Unity cienana ieiiaep-
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HbI s3bik Cg Gosee ahPeKTUBHBIM, TeHEPUPYS 3a Bac GOJIBIIYIO YaCTh
Cg-xoma. TToBepxXHOCTHBIE THEHAEPBI — 9TO HosIee KOMITOHEHTHO OPUEH-
TUPOBAHHBIH criocob Hammcanus 1mefinepos. Takue 3amaun, Kak 06paboT-
Ka TEKCTYPHBIX KOOPMHAT U MATPHUIL TIPe0OPa30BaHil, yiKe PElIeHbl 3a
BaC, TaK 4TO BaM OGOJIBIITE He PUAETCS KaxkIblil MIetiiep HaunHATD C HYJISL.
Pambinie jke, HaYaB MUcATh HOBBIH Teliep, HaM ObI TIPUIIIIIOCEH TIEPETHCHI-
BaTh GOJIBINNE KYCKW KOJa CHOBa U cHoBa. [To Mepe TOro Kak BbI Oyjere
HaOGUPATHCS OMBITA TIPU PaboTe ¢ MOBEPXHOCTHBIMU TIEHIepaMH, BBI, €C-
TECTBEHHO, 3aXOTUTE Y3HATH GOJIBIIE O 3ATOKEHHBIX B OCHOBY (DYHKITHSIX
st3bika Cg 1 0 ToM, kak Unity o6pabaThiBaeT 3a BaC BCe HU3KOYPOBHEBbIE
3a/1auM, BbITIOJIHsieMble Tpacduyeckum npoieccopoM (GPU).

Wrak, M cozpanu ipocTtoii anddy3Hblii melaep, KOTOPbId y:ke Tpa-
BUJIBHO B3aUMO/ICHCTBYET C ICTOYHIKAMY CBeTa U TeHsIMH. 1 BCE, 4TO MBI
CIIeJTajT, — TOMEHSIITN OJTHY CTPOUKY KOJIa, TIeperMeHOBaB Halll Tiefiaep.

AdononHutenbHas nipopmaumsa

Ecsu BBI XOTHTE Yy3HATH TIOAPOOHEE, KAaKWe BCTPOCHHbIE (DYHKITUHU JI0-
CTYITHBI BaM ITPY HAIIMCAaHU U TIOBEPXHOCTHBIX 11 /1epOB, 3arJIsTHUTE B IIall-
Ky Editor\Data\CGIncludes B ycTraHoBjeHHOH Bepcun Unity. B aroit
Harke HaxosATcst TpH haiisia, Ha KOTOPbIe BAM CTOUT 0OPATUTH BHUMAHUE:
UnityCG.cginc, Lighting.cginc M UnityShaderVariables.cginc.
Ha nannowm ararne Hai 1meijiep UCroib3yeT Bce 3TH (hailJibl.

[Moapo6ree Ha (haiinax 13 Manku CGTncludes Mbl OCTAHOBMMCS B IJ1aBe 9
«Jlemaem Hari tieiiiepHbiil Mup MOAYIbHBIM ¢ iomotbio Cglncludes».

HNoOGaBneHne CBOMCTB
NOBEpPXHOCTHOMY LLUenaepy

CaoiicTBa mmeiiziepa UTpalOT OYeHb BaKHYIO POJIb B pa3paboTKe U HC-
oJIb30BaHuM 1eiinepos. g kaxaoro us csoiicts Unity aBTomaTuuec-
KM CO3/1a€T asieMeHTbl uHTepdelica B nanesn MHcHeKTopa, ¢ IOMOIIBIO
KOTOPBIX MOKHO JIETKO HACTPAUBATD IIelijiep HeIOCPEJICTBEHHO B PeIaK-
tope. Otkpoiite Bai 1meiigep 8 MonoDevelop u o6paTuTte BHUMaHue Ha
GJI0K KOJIa ¢ TPEThEIi 110 TIEeCTYI0 CTPOKY. DTOT GJI0K HasbiBaeTcss Biokom
cBoiicTB. Ha aHHbIE MOMEHT B HEM MPUCYTCTBYET JIUIIb OJTHO CBOMCT-
Bo — _MainTex. Ecsin BbI mocMOTpHTE Ha Balll MaTepuas, KOTOPBIA HC-
MOJIB3YET ATOT Ieiaep, To 3aMeTuTe, 4yTo B naHesn VIHcmekropa ecTb
ToJie JIJIst HaCTPOMKY TEKCTYPbI. ITO MoJie ObLIO ABTOMATHYECKU CO3/IAHO
U3 ero onucanus B 6JI0Ke CBONCTB.
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N ot Unity npozesaia 6oJblryio paboTy 3a Hac, CejlaB Mpolece
3a/IaHWST U UBMEHEHWST CBOMCTB JIETKUM 1 3(D(HEKTUBHBIM.

Kak aTo caenarsb...

JlaBaiiTe mOCMOTPUM, Kak aTO paboTaer, Ha MPUMEpPE HAIIero meiaepa
BasicDiffuse, /111 aT0T0 CO31a/MM Hal COOCTBEHHBIE CBOWCTBA U M03-
HAKOMUMCS C UCIIOJIb3YEMbBIM CHHTAKCHCOM:

1. B Gsioke CBOICTB Halllero meiigepa yaajuTe TeKyliee CBOWCTBO,
CTepeB y mieiiepa caeayIonyio CTPOUKY:

~MainTex ("Base (RGB)", 2D) = "white" ({}

2. Tenepb gobaBbre CaeAyIOMUN KO/, COXpAaHUTE TIeHAep U BEPHU-
Tech B pegakTop Unity:

_EmissiveColor ("Emissive Color", Color) = (1,1,1,1)

3. Korma Boi Bepuérech B Unity u 1ieiiiep CKOMITUJIUPYETCS, BbI YBU-
muTe, yTo Ha naHesn MHcmekTopa MaTepuaia BMECTO MOJIS /IS
BBIOOPA TEKCTYPBI MOSIBUIACH MAJIUTPA BIOOPA TIBETA MOJI Ha3Ba-
nueMm Emissive Color (ITset ucmyckaemoro usiyuenust ). JlaBaiite
J06aBUM elIé OJIHY CTPOUKY KO/ U IIOCMOTPHUM, YTO IIPOU3OHAET.
HabGepure cienyiommii Koj:

_AmbientColor ("Ambient Color", Color) = (1,1,1,1)

4. Mpr 106aBuJIH €IMIE OJIHY MAJUTPY BbIOOpa I[BeTa Ha TaHe b UHe-
nekropa marepuaia. Jasaiite jo6aBuM elle 0fHO CBOICTBO, UTO-
GBI TIOJTYYHTh MIPEACTABICHUE O TOM, KaKHe €I TUITBI CBOUCTB MBI
MOZKEM CO3/1aTh. B 6JI0K CBOUCTB 100aBbTe CJICLY NI KO/

_MySliderValue ("This is a Slider", Range(0,10)) = 2.5

5. MBbI cosanu emnié oiH seMeHT nHTepdelica, KOTOPHII MO3BOJIsIET
HaM BUM3YyaJIbHO B3aMMO/ICIICTBOBATh C HAIIUM IieijiepoM. B aToT
pas Mbl co3/laiu caaiizep 1o/ HassanueM «This is a Sliders («3to
cJIaijieps ), 4To TMPOUJIITIOCTPUPOBAHO HA CJIEYIONIEM CKPUHIIIOTE:

Puc. 1.3. OnemenTbl GUI
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CBoiicTBa TTO3BOJISIOT BaM BHU3YaJIbHO HACTPanBaThb HIeﬁlIepr 6e3 He-
O6XOLII/IMOCTI/I MCHATH BPYYHYIO KOZ.

Kak aTo paboraer...

Bece meiinepst B Unity cieayioT omnpefesieHHoi cTpykType. biok
CBOMCTB — O/IMH U3 TeX 2JeMeHTOB, koTopble Unity oskujaer yBuieTh B
KoJle. DTO CEAHO JIJIsl TOTO, YTOOBI TIPEOCTABUTD BaM KaK IIPOTPAMMIIC-
Ty TIeiIepoB crocob GBICTPO CO3aBaTh 2JIeMEHTLI HHTepdeiica, CBsI3aH-
HbIe HAIPSAMYIO € KozloM Hieiiiepa. CBoiicTBa, 06bsIBIsIEMbIE BAMY B GJIOKE
CBOIICTB, MOTYT OBITH BIOCJIEJCTBUN UCTIOIb30BAHBI B KOJIE TIIEliepa /st
M3MeHeHNd YMCJIOBBIX 3HAUeHUH, I[BETOB U TEKCTYP.

Properties
{

I_Am.b:i.entColoII (I”i'arrbie:t CD'_D:’"I, ICDlDIi = i'_,'_,'_,.'_i
} | |

Mms nepemeHHon HasBaHue KomnoHeHTa  Tun 3HaueHue

B McheKTope no ymon4yaHutio

Puc. 1.4. CTpykTypa CBONCTB

[aBaiiTe mocMoTpuM, Kak 910 paboraer. Korma Bbl 106aBiseTe HOBOE
CBOICTBO, BbI I0JIKHBI COIIOCTABUTH €My MM IEPEMEHHOM, ¢ KOTOPOii Oy-
JIeT CBSI3aHO 3TO CBOKMCTBO. JTa IepeMeHHast I0JKHa ObITh OlpeesieHa B
KoJle, M TeKylllee 3HaueHne CBOMCTBa OyJeT aBTOMAaTHYECKH eii IpUCBan-
BaTbcsl. Takum 0OpasoM, 9TO 9KOHOMUT HaM YIMY BPeMEHH, IIOCKOJIbKY
HaM He HY;KHO caMUM OECITOKOUTBCS O repejiaye BHENTHUX TapaMeTpoB B
meiizaep.

Cremyiolirie KOMIOHEHTBI OMUCAHUS CBOMCTBA, — 9TO €r0 Ha3BaHUE B
Hcnexrope u ero turn. Hazsanue ucnomb3yercst B nanenu MHcnekTopa
BO BpeMs PeIaKTUPOBAHNUS ITApaMETPOB MaTepuasia. Tum cBolCTBA 3a/1a€T
THUII IaHHBIX, KOTOPBIE OYIyT IiepeaaBaThes B meiiaep yepes rero. B Unity
MO’KHO UCTI0JIB30BATh CBOMCTBA CJEIYIONTUX TUTIOB:

Ta6nuua 1.1. Tvnbl CBOCTB NOBEPXHOCTHLIX LLENAEepOB

Range (min, max) |Cosgaét ceoncTso Tuna float (4mcno ¢ nnasatouwien sans-
TOi1), B BUAE craaepa C ykasaHHbIM AnManasoHoM OT Mu-
HUMaJILHOrO 3HaAYeHMS A0 MaKCUMasnbHOro

Color Co3paéT uBeToBylO nanuTpy Ha 3aknanke MHcnekTopa,
KoTopas Bbi3biBaeT cenektop ugseta = (float,float,float,
float)
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2D Co3paéT anemMeHT s Bbibopa TeKCTYPbI, KOTOPbI MO3BO-
NISieT Nob30BaTesIio NepeTackmBaTh TEKCTYPY Ha Luenaep

Rect Co30aéT anemMeHT afs Bbibopa TEKCTYPHbIE KPaTHOWM cTe-
neHn ABonku, GYHKUMOHUPYET Takke kak 2D anemeHT GUI

Cube Co3[a6T anemMeHT Ons Bbibopa KyOUYECKOW TEKCTypbl
(cube map) B UHCnekTOpe 1 NO3BONSET NONb30BATENO
nepeTackmBaTtb UX Ha Wenaep

Float CospaéT ceoiictBo Tna float B MHCcnekTope, HO 6e3 cnai-
nepa
Vector CospnaéTt cBoCTBO 13 YeTblpéx float, 4To Nno3BonseT 3ana-

BaTb HanpaBJIEeHNA NN UBeTa

U nocnennee, —aTo 3HaYeHUe CBOWCTBA MO YMOJYAHUIO, KOTOPOE OHO
MIPUHUMAET, ECJIM 9TO CBOWMCTBO He pefakTupoBasoch B MHcnekTope. Tak
4TO B IpHUMepe, U300pakéHHOM Ha PUCYHKe, 3HAYeHUe 110 YMOJIYAHUIO
CBOICTBa AmbientColor THIA Color 3a/aHo Kak (1,1,1,1). Tak Kak
3TO CBOWCTBO B KauecTBe 3HaueHus oxumaet 1Bet B (popmare RGBA, ko-
TOPOE B KOJIe XPAHUTCS B TIEpPEMEHHON Tuta float4, Tie (r,g,b,a) = (x,
Yy, z, w),TO3TO CBOICTBO B MOMEHT €T0 CO3/[aHWSI TPUHUMAET 3HAUYEHe
6es1oro 1BeTA.

AononHuTtenbHaa uHopmauus

JlokymeHTaIms 1Mo CBOWCTBAM MPUBOANTCS B PyKoBojcTBe 1o Unity,
KOTOPOe MOJKHO HaliTH 1Mo azpecy: http://docs.unity3d.com/Documenta-
tion/Components/SL-Properties.html.

NUcnonb3oBaHue CBOUCTB
B NOBEpPXHOCTHOM LUenaepe

Tenepn, 1ocJie TOro Kak Mbl CO3/IaJId HECKOJIBKO CBOUCTB, IaBaliTe CBAKEM
UX C IIEPEMEHHBIMHU B KOJIE, YTOOBI KX MOKHO ObLIO MCII0JIb30BaTh JJIs Ha-
CTPOIKU 1eliiepa, 1 CAeIaeM IPOLECC U3MEeHEHNsI ITIapaMeTPOB 0oJiee 1H-
TEPAKTUBHBIM.

K kaskmomy cBOMCTBY B OJIOKE CBOMCTB Mbl IIPUBS3aJIM MM IIepeMeH-
HOM, KOTOPYIO 9TO CBOMCTBO KOHTPOIUPYET. Takum 06pasoM, Mbl CMOKEM
UCIO0JIb30BaTh 3HAYEHUS CBOMCTB B KoJle 1ielifiepa. Ho 1715 aToro ciepsa
HY’KHO M3MEHUTD KOJI Ieiigepa u 100aBUTh B HETO OIIPEIEIeHNe ITHX I1e-
pPEMEHHBIX.
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Kak aTo caenartpb

Caeytomue mara eMOHCTPUPYIOT BaM, KaK MCIOIb30BaTh CBOICTBA B
TTOBEPXHOCTHBIX IIEHIepax:

1. Jlog mavasa paBaiite yJajauMm cjeayliolie CTPOKU KOJIa, TaK Kak
MBI yaanauau cBoiictBo _MainTex B perenite «Co3naém mpocToit
meliiep» 3TOM TJIaBbL:

sampler2D MainTex;
half4 c = tex2D( MainTex, IN.uv MainTex);

2. Jlamee mobaBbTe ciaenyromue CTPpoOKM KoJa IIocjie CTPOKHU
CGPROGRAM.
float4 EmissiveColor;

float4 AmbientColor;
float MySliderValue;

3. Temepp MBI MOKEM HCIIOJIB30BATh 3HAUEHUS M3 CBOWCTB HAIIETO
metizepa. /laBaiite ciesaeM aTo, IPUCBOUB o . Albedo CyMMY 3Ha-
YeHUI CBOHCTB EmissiveColor M AmbientColor. [lus aToro
m06aBLTE CIEAYIONIH KO B QYHKIINIO sur f:

void surf (Input IN, inout SurfaceOutput o)

{

float4 c;

c = pow((_EmissiveColor + _AmbientColor), _MySliderValue);
o.Albedo = c.rgb;

o.Alpha = c.a;

}

4. Ko nomyuusinerocs mieiiiepa mpuBeieH Huske. Ecsiv Bb coxpaHu-
te Bai weiizep B MonoDevelop 1 Beprerech B Unity, To 1eiigep
ckommunupyercs. Ecau Bb He ciesany ommboK, To Terneph y Bac
MOSIBUTCS BO3MOXKHOCTDh MEHSTh U3Jy4aeMblil 1 (DOHOBBIIT I[BETA
MaTepuasa, a TAakKe BbI CMOKETe MEHSITh HACHIIIIEHHOCTh HTOTOBO-
TO I[BETA C TIOMOIIBIO 3HAYEHUS cializiepa. 310poBo, 1a?

Shader "CookbookShaders/BasicDiffuse"
{

//06baByseM CBOMCTBA B OJIOKE CBOMCTB.

Properties

{
_EmissiveColor ("Emissive Color", Color) = (1,1,1,1)
_AmbientColor ("Ambient Color", Color) = (1,1,1,1)
_MySliderValue ("This is a Slider", Range(0,10)) = 2.5

}
SubShader
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=

{
Tags { "RenderType"="Opaque" }
LOD 200

CGPROGRAM

#pragma surface surf Lambert

//HaMm HyXHO OOBSBUTBH I[€peMeHHHE CBOMCTB BHYTpu CGPROGRAM,
//4TOBBEl MBI CMOTJIM IOJIyYMThb LNOCTYIl K SBHAUEHMSIM 3TUX
//TepeMeHHEX 13 OJioka CBOMCTE.

float4 EmissiveColor;

float4 AmbientColor;

float _MySliderValue;

struct Input
{
float2 uv_MainTex;

}i

void surf (Input IN, inout SurfaceOutput o)

{
//Tociyie 3TOTO MB MOXEM MCIOJbL30BATL 3HAUYEHMSA CBOMCTB
//B HameMm welnepe.
floatd c;
c = pow((_EmissiveColor + AmbientColor), MySliderValue);
o.Albedo = c.rgb;
o.Alpha = c.a;

}

ENDCG

}
FallBack "Diffuse"

PyHkUMS pow (argl, arg2) — 9TO BCTPOEHHasi PyHKLMS, KOTOpasi Bbi-
rOIHSIET MaTeMaTuyecKylo ornepauuio BO3BeAeHWsI B CTereHb. Apry-
MEHT 1 — 3TO YMC/I0, KOTOPOE Mbl XOTUM BO3BECTU B CTEMEHb, a apry-
MEHT 2 — 9TO CTerneHb, B KOTOPYIO Mbl XOTVM BO3BECTU.

Y106bI y3HaTh 60J1bLLE O PYHKUMM pow () , 3arnsgHuTe B CgTutorial. 310
rpekpacHbIvi 6ecriaTHbIi Pecypc, rae Bbl MoXeTe 00JbLue Y3HaTh Mpo
LUEANHI 1M KOTOPbIV COAEPXUT rnepedyeHb BCex QYHKLUNM, JOCTYMHbIX B
a3bike wevianHra Cg (http://http.developer.nvidia.com/CgTutorial/cq
tutorial_appendix_e.html).

Cremyiomuii CKPUHIIOT TIOKAa3bIBaeT Pe3yJbTaT HCHOJb30BAHUS
CBOHCTB /711 KOHTPOJISI 1IBeTa W HACBIIIEHHOCTH MaTepuasa M3 TaHeIn
HNucnexropa:
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Puc. 1.5. Pe3ynbraT nCcnosb30BaHMS CBOWCTB

Kak aTo paboraer...

Korna Bbl 00bsIBIIsIETE HOBOE CBOMCTBO B 0JIOKE CBOMCTB, BBI IPELOCTABISIE-
Te 1meizepy crocob MoayYnTh U3MeHEHHOe 3HaueHe ¢ naHean VIncnek-
TOpa MaTepuaja. JTO 3HaYeHUe XPAHUTCS B MEPEMEHHOM, UMSI KOTOPOH
MBI 33JIaJI TIPY CO3ZIAaHUM CBoicTBA. B 1aHHOM ciydae AmbientColor,
_EmissiveColor M MySliderValue — 3TO IlepeMeHHbBIE, B KOTOPBIX MBI
XpaHUM U3MeHsieMble 3HadeHus. [ Toro 9To66 MOKHO OBLIO MCIIOJIb-
30BaTh 3HAYEHNUs IEPEMEHHBIX B OJI0Ke SubShader { }, BaM HYKHO Oyzer
CO3/1aTh TP HOBbBIE ITEPEMEHHBIE C UMEHAMMU, TAKUMU K€ KaK 1 Y IlepeMeH-
HBIX CBOMCTB. ITO aBTOMATUYECKH CO3IACT CBA3b MEKIY HUMHU, O1aroja-
P KOTOPOii oHM OyayT paboTaTh ¢ OMHUMU M TEMU ke AaHHbIMU. Kpome
TOTO, TO 3/1aCT U TUII JIAHHBIX, KOTOPbIE Mbl XOTUM XPAaHUTH B TIEPEMEH-
HBIX, UTO HAM MPUTOMUTCS B TIOCJIEYIONIEN TJIaBe — KOT/Ia Mbl 3aliMEMCS
ONTUMU3AIMe elIepoB.

Kaxk T0sbK0 BBl 00bsIBHTE IIepeMeHtble B 0I0Ke SubShader, BB CMO-
JKeTe MCIOJIb30BaTh UX 3HAUeHWsT B (YHKIUU surf (). B gamHoM ciy-
yae MBI XOTUM IIPOCYMMHUPOBAThb ITiepeMeHHble EmissiveColor u
_AmbientColor, a IOTOM BO3BECTH MX B CTEIEHb, KOTOPAs 3ajlaHa Tepe-
MEHHOI MySliderValue n3 nanesu MHcnekTopa marepuasa.

BeimosrnuB atu geiictBus, Mbl 3a/1a11 (PyH/IAMEHT, KOTOPBIH MOTpe-
Oyercsa amsg aio6oro meiigepa, UCHOAb3yIOMEero AndQGysHblil KOMIIO-
HEHT.
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HNenaem coOGCTBEHHYIO MOoAenb
AndPy3HOro oceeL,eHns

WcnonpzoBath BeTpoennsie B Unity (hyHKIIMM OCBelieHns], HECOMHEHHO,
IIPOCTO, HO BbI OBICTPO HEepepacTére HTOT HTAIl U 3aXOTHUTE JIeJIaTh TOPas3L0
GoJiee CreIUaNTM3UPOBAHHBIE CBETOBbIE MOJEIU. VIexXoasa U3 Hallero orbi-
Ta, MBI HU pady He paboTaiu HaJl IIPOEKTOM, B KOTOPOM MbI HCIIOJIb30BAJIN
TOJIBKO BCTPOEHHBIE MOIEIM OCBELIEHUS 1 ObLIN 9TUM J0BOJIbHbL MbI CO-
3/aBaau COOCTBEHHbIE MOJIE/IM OCBELICHUS IPAKTUYECKH IS Beero. bia-
TO/Iapst 3TOMY MBI, HAIIPUMeEP, CMOTJIH c/iesiaTh aheKT 3aHeil MoICBETKH,
peann30BaTh TUITBI OCBEIEHHUS, OCHOBaHHBIE Ha KyOMarax, Wi Jaske KOHT-
POJIUPOBATh, KaK IIeiiep pearnpyeT Ha COOBITHSI TeHM-TIIes], YTO MOKHO Ha-
GJIroIaTh Ha TIprMepe Mieiiepa, CAMYJIUPYIoNIero a(hdEKT CUIOBOTO OIS

ITOT PEIEnT MOCBSIIEH CO3[IaHII0 COOCTBEHHO Moaen Tuhdy3HOTO
OCBEIIEHNS, KOTOPYIO MbI Oy/IeM UCITOJIB30BaTh JIJIsT PeaN3aI[ii HECKOJIb-
KUX Pa3INnIHbBIX 9 PEKTOB.

Kak sTo caoenarsb...

[laBaiite BocTob3yeMcs POCThIM MG Y3HBIM TIeHepOM, KOTOPBIH MBI
CO3/IaJIN TI0 TIPEBIAYIIEMY PEIENTy, 1 MOAU(MUIIMPYEM €r0, BBITTOJTHIB
CJIETYTOIITHE TITaTH:

1. CrepBa uameHuTe TUPEKTUBY #pragma B CJAEAYIONEM KOJIE:

#pragma surface surf BasicDiffuse

2. Masnee mobaBbTe CIEAYIOMNN KO

inline float4 LightingBasicDiffuse (SurfaceOutput s, fixed3
lightDir, fixed atten)
{
float difLight = max (0, dot (s.Normal, lightDir));
float4 col;
col.rgb = s.Albedo * LightColor0O.rgb * (difLight * atten * 2);
col.a = s.Alpha;
return col;

}

3. Coxpanute meiigep B penakrope MonoDevelop u Bepuurech B
Unity. eiinep ckoMmuinpyeTcst, U eCJIv BCE MPOIILIIO XOPOIIO, BbI
YBUJIUTE, 4TO BHEIITHE HAIl MaTepUaJ HUKaK He u3MeHuscs. Ho ato
He 3HAYWT, YTO Halll KOZ He padoTaeT. ITUM KOIOM MbI YAAJIUJIK
cBs3b co BcTpoeHHbIM B Unity anddy3HbiM ocBenieHneM 1 co3ia-
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JIN Hallly CO6CTBeHHyIO MO/I€JIb OCBEIIEHN A, KOTOPYIO MbI CMOKEM
HaCTpanBaTb.

Kak aTo paboraer...

B 9TOM KO1e MHOTO BasKHBIX YacTeil, JaBaiire pasdepéM KaskIyio 13 HIX 110
OTAEIBHOCTH, YTOOBI IIOHAT, II0YEMY KOZ pabOTaeT UMEHHO TaK:

® UPEKTHBA #pragma IOBOPUT IIEHAEPY, KAKyl0 MOJEJIb OCBelle-
HUS MCIIOJIb30BATh /ISt ero pacyéroB. Korma Mbl co3ami HOBBII
meiiziep, oH paboTa, MOTOMY YTO MOJeJab ocBenienus Lambert
onpeziesiena B daiiie Lighting.cginc. [loaToMy MbI MOrsIM €€
UCII0JIb30BATh B 1ieliziepe. Tereps ske Mbl a/in yKazaHue Ieinepy
HCIIOJIb30BATh MOJIEJIb OCBellenus o] HazBanuem BasicDiffuse;

e 4yTOOBI CO3/1aTb HOBYIO MO/I€JIb OCBEIIECHN A, HYKHO HallICaTb (l)yHK-
110, KOTOpas OyAeT cunuTarh aTy Mojesb. HasaHue a10ii GhyHK-
LM I0JKHO HaunHaThed ¢ Lighting, To ecTb Lighting<pame xas-
paHme>. BBl MOJKeTe UCII0Ib30BaTh O/IMH N3 TpéX BapnaHTOB:
¢ half4 LightingName (SurfaceOutput s, half3 lightDir,
half atten) {}
aTa (byHKLII/IH HCIIOJIb3YETCA TIPpU FOI‘WElrd-pGHI[epI/IHFe, Korzaa
HaITpaBJIEHHE B3TJIA/1a HE Tpe6yeTCH;

¢ half4 LightingName (SurfaceOutput s, half3 lightDir,
half3 viewDir, half atten) {}
aTa (yHKIUs ucnoyab3yercst npu Forward-pengeputre, xKoraa
Tp€6yeTCH HaIripaBJIEHHE B3IJIA/1a;

¢ half4 LightingName PrePass (SurfaceOutput s, half4
light) {}

ara yHKIs ucnosbdyercs npu Deferred-penzepunre;

e CKJISIPHOE IIPOM3BEJIEHNE — 3TO €Il€ OfHA BCTPOEHHAs] B S3BIK
Cg marematnyeckas yHKIIA. Mbl MOXKEM HCIIOTB30BATD €€ JIJIsT
TOTO, YTOOBI CPABHUTH HATTPABJIEHUSI JIBYX BEKTOPOB B TPOCTPAHCT-
Be. C ITOMOIIBIO CKAJSIPHOTO TIPOM3BENEHUsS MOXKHO y3HATh, Ia-
paJLJIesIbHBL IPYT APYTY [IBA BEKTOPA UJIU MTEPIIEHINKYISIPHBL Tak,
NPUMEHWB 3Ty (YHKIUIO K ABYM BEKTOPaM, BBI MOJyYUTE 3HA-
uerust oT —1 70 1, rae —1 Gyzer cooTBETCTBOBATH CJIyYalo, KOT/a
CPaBHUBAEMbIil BEKTOD MapaJijiesieH ¥ IIPOTUBOHANIPABJIEH BAIIEMY
B3Iy, 1 GyZIeT COOTBETCTBOBATH CTyYalo, KOT/[a CPaBHUBAEMBIil
BEKTOP THapaJjiesieH U COHAIpaBJeH BameMy B3rusny, 0 ske coot-
BETCTBYET CJIyyalo, KOT/la CPABHUBAEMBIiT BEKTOD MEPIEHIUKY IS
PEH HaIpaBJIEHHIO BAIIETO B3TJISIIA;



Jenaem cobeTeHHyto Mopenb anddy3HOro ocseLeHms I.--

<<CKaﬂFIpHO€ rnpounssegeHne HopmMmasin30BaHHbIX BEKTOPOB N un L aBns-
ercs Mepoﬁ yrna Mexay ABYyMsi BeKTopamMu. Yem meHbLue yrosi mexay
BeKkTopamu, Tem 6osibLue 6}/,qu 3Ha4YeHune cKaJisapHOoro ripon3segeHvs v
Tem 6osbLIe NaaaloLlero ceeta roJsiy4nT NMOBEPXHOCTb».

UctoyuHuk: http://http.developer.nvidia.com/CgTutorial/cg_tutorial
chapter05.html.

4TOOBI 3aBEPITUTH PAcUéT AU Y3HOT0 KOMIIOHEHTa, HaM HYKHO
TIePEMHOKUTH €Tr0 C JaHHBIMHU, NpefocTaBieHHbIMU HaM Unity
B CTPYKType SurfaceOutput. [l 2TOro Mbl IllepeMHOXKaeM
3HaueHue s.Albedo (M3 Hamiedl (yHKIMU surf) ¢ TMoIydae-
MbBIM 3HadyeHueM LightColorO.rgb (OHO IpefoCTaBJseTCs
Unity), a moTOM pe3yJsbTaT 3TOTO MPOU3BENEHNS YMHOXKAeM Ha
(difLight * atten * 2). [locse aToro Mbl BO3Bpalaem IoJy-
YUBIINIICS 1IBET. B3TJITHUTE HA CIIe Iy oIl KO

inline float4 LightingBasicDiffuse (SurfaceOutput s, fixed3

lightDir, fixed atten)
{
float difLight = max (0, dot (s.Normal, lightDir));
float4 col;
col.rgb = s.Albedo * LightColor0O.rgb * (difLight * atten * 2);
col.a = s.Alpha;
return col;

}

Ha ciemyiorieM CKpUHIIOTE MTOKA3aH PE3YJIbTaT IPUMEHEHUs HAIIEro
npoctoro auddys3Horo meliepa:

Puc. 1.6. Pe3ynbTtat npumeHeHns andysHoro weaepa
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Ho 3710 ewyé He BCEé...

Bocriosb3oBaBimch BCTpoeHHOH B si3bik Cg (hyHKIIMEH max, Mbl MOKEM
OTPAaHUYUTH 3HAUEHMSI, TI0JTyYaeMble U3 (DYHKITUHU CKaJSIPHOTO [TPOU3BeE/Ie-
uust. Oynkims max MIPUHUMAET 1B APTyMeHTa — max (argl, arg2),—u
BO3BpalaeT HanOOIbIINI X HUX. MBI KCIIOJIb3yeM €€ B HallleM Iieiigepe,
JUI TOTO 4TOObI OBITh YBEPEHHBIMU, YTO 3HAYEHUs, KOTOPbIE MbI Oy1eM
PUMEHSITD JIJIsT BhraucaeHus: audby3HOTo KOMIIOHEHTa, Beeraa OoJibIie
WM paBHBI HYJ0. TakuM 00pa3oM, Mbl MCKJIHOYaeM 13 00pabOTKU OT-
pulaTesibHble 3HAYEHUs, 0COOEHHO -1, KOTOpoe Obl CO3/aJI0 B Lieiigepe
YpE3BBIYANHO Y€pPHBIE 00J1aCTH, YTO GbIIO ObI HEYIOOHO C TOYKU 3PEHUST
JMAJTbHEUTITIX BBIYUCICHUN.

B 6ubsmorexe s3bika Cg Takske ectb PyHKIUSA saturate. OHa IpuHK-
MaeT OJIMH apryMeHT U BO3BpalllaeT 3Hauenue B auamnazone ot 0 70 1.

AdononHutenbHas nipopmauums...

JlomosmmTenpiyio uHdopMannio o6 aprymentax (yHKIWI MOZEIN
OCBEIIEHUS TTOBEPXHOCTHOTO HIEiepa MOKHO HallTh 110 aapecy: http://
docs.unity3d.com/Documentation/Components/SI.-SurfaceShader-

Lighting.html.

Mopenb ocBeweHusa Half Lambert

Half Lambert — aTo Texmuka, co3nantas B kommanuu Valve, 4To6b! moBepx-
HOCTH OOBEKTOB, Ha KOTOPHIE CBET «ITAIaeT» MO/ GOJIBIIINUM YTIOM, TOKE
nojcBeunBasach. B Mozmenu ocsemennsi Lambert et 3Tux 06bEKTOB
YXOJIUT B YEPHBII.

R Half Lambert — aT0 TexHuka, koTopasi Oblia BrepBbie MCo/Ib30BaHa B

opurnHasabHoM Half-Life (https://developer.valvesoftware.com/wiki,

% Half-Life). TexHuka 6blna pa3paboTtaHa Assi TOro, 4700kl Thi/lbHasi CTO-

poHa obbekTa He Tepsisia GOPMbI U HE BbIrISAENA CINLLKOM MI0CKOM.

Half Lambert — 3T0 cOBEPLUEHHO HE UINYECKU PEATNCTUNYHAS TEXHUKA,

1 OHa cOo34aET UCKIIOYUTEIIbHO BU3YaslbHbIE YilydLLEeHUs. ITO npumep
HECTPOrow MoAEeIN OCBELLEHUS.

Ccninika:_https://developer.valvesoftware.com/wiki/Half Lambert.

Kak sTo caoenarsb...

Bsss meiizep, Ha KOTOPOM MBI OCTAHOBUJIMCH B MPEABIAYIIIEM DPEIETITE,
naBaliTe U3BMEHUM B HEM paccueT mudy3HOTO BeTa:



Mogenb ocsewenms Half Lambert I.--

® u3MeHuTe BhluHcyaeHne audGy3HOro KOMIIOHEHT, YMHOKHB €ro
Ha 0,5. {sis1t aTOr0o qobaBbTe CIeAyOIUi Koz B (DYHKIINO OCBele-
HUS:

inline float4 LightingBasicDiffuse (SurfaceOutput s, fixed3
lightDir, fixed atten)
{

float diffLight = dot(s.Normal, lightDir);

float hLambert = difLight * 0.5 + 0.5;

float4 col;

col.rgb = s.Albedo * LightColor0O.rgb * (hLambert * atten * 2);
col.a = s.Alpha;

return col;

}

Pesyubrar Buenpenus texauku Half Lambert B nauty mozesb ocserie-
HUS TIOKA3aH HA CJIe/YTOTEeM CKPUHIIIOTE!

Puc. 1.7. Vcnonb3oaHue Half Lambert

Kak a3To paboraer...

Texuuka Half Lambert npeobpasyer nuanasoH sHaueHUH CKaJsSPHOTO
MIPOU3Be/IeHNsI HOPMaJIN K TOBEPXHOCTU 1 HanpaBieHus cseta u3 [—1, 1]
B [0, 1]. Takum obpasom, sHaueHue 1 Tak u octaéres 1, a 0 mpeobpasyercst
B 0,5. [Ipu 9TOM MecTa ¢ OTpHUIATEIbHBIMU 3HAYCHUSIME TOYKE CTAHOBSITCS
MOJICBEYEHBI. DTO YMEHbBINAET 3aTEMHEHHOCTH MOJIETH B MECTaX, Ha KOTO-
pble CBET «IaaeT» Mo GOJIBIIMM YTJIOM.

Ha cnemytomeit kapTuHKe BUIHO, KaK C/IBUTAETCST KpuBas Auddy3Horo
KOMIIOHEHTa py nnpumenennu texuuku Half Lambert.
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Puc. 1.8. Npaduk andpdy3HOro KOMMNOHeHTa
npu npumeHeHnn TexHmkn Half Lambert

Ucnonb3oBaHue TEKCTYPbI
Ansa KoOHTponsa Hap andPy3HbIM
LenauHrom

Emte oguyM OTJIMYHBIM MHCTPYMEHTOM IIpH paboTe ¢ mieidgepaMu sBJIs-
€TCsI UCIOJIb30BAHUE PIMII-TEKCTYD JIJIsI yIIpaBJeHus: 1setoM auddys-
HOTO KOMTIOHeHTa ocBelieHust. C TTOMOIIBIO PIMIT-TEKCTYP Bbl CMOKETE
HOAYEPKHYTD L[BET IOBEPXHOCTH, YTOOBI CBIMUTUPOBATH 3 PEKTHI Iepe-
oTpasKeHMs cBeTa MM GoJiee CI0KHOI CUCTEMbI OCBEIEHMS. DTa TEeXHM-
Ka yallle UCI0JIb3yeTCs B MYJIBTSIIHBIX UTPaX, T/ XY/10KECTBEHHBIN BUJT
BalllMX IIeliiepoB OyzeT 1eHHee, yeM (GU3NYeCKH JOCTOBEPHAs CBETOBas
MOJIEIb.

Ira TexHMKa cTaja GoJee oIy spHoii ¢ urpoii TeamFortress 2, B KoTo-
poii Valve Hamia yHMKaIbHBINA T0X0/] K OCBEIIEHUIO CBOMX IT€PCOHAKEN.
Ha sty Temy onu Harnvcasu oueHb U3BECTHYIO CTaThIO, KOTOPYIO BaM OIpe-
JIEJIEHHO CTOUT TPOYCCTD.

Cratbs Valve o ocserenuio u meiiannry TeamFortress 2 gocTyiHa 1o
azpecy: http://www.valvesoftware.com/publications/2007/NPARO7_TIl

ustrativeRenderingInTeamFortress2.pdf.

MNMoagroroBka

Jlist Havasia paboThI 10 JAHHOMY PELEIITY BaM HOTpeOyeTcst IIOArOTOBUT
PAOMII-TEKCTYPY B KaKOM-1160 rpadudeckoM pegakrope. Jjis 1eseit KoH-



Mcnonb3oBaHWe TeKCTypbl Anist KOHTPONst Hag And Y 3HBIM. . I . --

KPETHO 3TOTO MpuUMepa Mbl ucmoab3osaau Photoshop, ognako caenars
TPAJINEHT MOKHO B JTIO6OM TpahUUeCKOM PelakTope.

Puc. 1.9. NpagueHTt

Kak sTo caoenarsb...

[aBaiiTe HauHEM IIOATOTOBKY Halllero Lietiiepa ¢ HalucaHus cae/LyIomero
KOJa:

e u3MeHUTe (PYHKITUIO OCBEIECHUS:

inline float4 LightingBasicDiffuse (SurfaceOutput s, fixed3
lightDir, fixed atten)
{

float difLight = dot(s.Normal, lightDir);

float hLambert = difLight * 0.5 + 0.5;

float3 ramp = tex2D(_ RampTex, float2 (hLambert)).rgb;

float4 col;

col.rgb = s.Albedo * LightColorO.rgb * (ramp);
col.a = s.Alpha;

return col;

}

Pesysibrar BBITIOTHEHUS 9TOTO KOJA TIPEICTABJIEH Ha CJeLytoneil ni-
JIOCTPAINN.

Pamn-TekcTypa

Puc. 1.10. Pe3ynbTar BbINOMHEHUS KOAA
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Kak aTo pa6oraer...

Berpoennas dynkius tex2D () sg3bika Cg BO3BpalllaeT BET U3 TEKCTYPbI
B popmate RGBA. Ona npunumaer jiBa apryMeHTa: TEKCTYPY, U3 KOTOPOI
MBI XOTUM TOJYIUTh 11BeT, 1 UV-KOOpAMHATH TUKCEJISI B 9TOU TEKCTYyPeE.

B pannom ciryyae Mbl He cobupaemcs ueno/ib3osarh UV-KoOparHaThI,
HoJTydeHHble U3 BepinuHbl 3D-00beKTa, BMECTO 3TOTO MBI XOTHM 0TOGPa-
3UTDH JMANa3on 3HaueHuil AupGy3HOro KOMIIOHEHTA HA PIMII-TEKCTYPY.
B koHeuHOM HTOTE 3Ta Omepaius «00epHET> TEKCTYPY BOKPYT MOBEPX-
HOCTU 0OBEKTA, OCHOBBIBASICh HA HAIIPABJIEHUH MCTOYHUKA CBETA, JIJIST KO-
TOPOTO TIPOBOJIATCS BBIYUCICHUS.

Mbi GepeM nepepacuuTaHHbie 3HAYeHUS AUDPY3HOTO KOMIIOHEHTA U3
Half Lambert, nepesaem ux Bo float2 () ¥ IOJy4aeM TEKCTYPHbIE KOOP-
aunatbl. Eciiu iepemennast hLambert npuHnMaet 3Hadenue 0, To pyHK-
s tex2D uieT 3Hadenne nmukcess ¢ UV-koopaunatamu (0, 0). B namem
cJIydae 3TO HEKHBIN MEePCUKOBBIN I[BET U3 TEKCTYPbl. Korja mepemennas
hLambert NpUHUMAET 3Ha4YeHNE 1, tex2D 6y/:[eT HCIIOJIB30BATh 3HAUYECHNE
nukcesns ¢ UV-koopaunaramu (1, 1), To ectb Gesiblii 1BeT.

Tenepb XyIOXKHUK YK€ MOKET JIydllle KOHTPOJUPOBATH OCBEIIEHUE
00BEKTA MOJI Pa3HBIME yTJIaMu. [103TOMY 9Ty TEXHUKY Jalile BCEI0 MOKHO
YBUJIETD B T€X TIPOEKTAX, T/Ie aKIIEHT /IeIaeTCs Ha HATJISTHOCTH.

Umutaumna adpdekra BRDF
C nomMmoLbio 2D-TeKkCTypbl

MbI MOJKeM YJIYUIIUTD TIPEBIAYIHNA PEIENT, eciu 6yaeM UCIOIb30BaTh
HalpaBJeHue B3MJsia B (QDYHKIUK OCBEICHUS Ui CO3lanust GoJiee WH-
tepecHoro addekra. Vcnonb3ys HanpaBieHue B3IJig/a, HAIIPUMED, Mbl
CMO’KEM CBIMUTHPOBATh 3a/IHION0 TToAcBeTKY (rim lighting).

Ecam mbl TocMoTpuM Ha TeXHUKY 1D EHY3HOTO OCBENEHUS ¢ TOMOTIBIO
PAOMII-TEKCTYPBbI, TO YBUIUM, YTO MbI MCIIOJIb3yeM JIMIIb OJHO 3HAYCHUE
st UV-koopirHAT TeKCTYypbl. A 9TO 3HAYUT, YTO MOJIYYEHHBIH ahdekT
GyJIeT OlHOMEPHBIM. B 9TOM perienre Mbl M3MeHUM HaIry (GYHKIUIO Oc-
BEIHIEHUsT TaKUM 00pa3oM, 4TOObI OHA HCMOJb30BAIA JOTIOJHUTETbHBII
apryMeHT — HallpaBJIeHue B3IJs/1a.

Harmnpassienue B3rJisijia, — aTo HarpaBJeHe, B KOTOPOM I10JIb30BATEb
CMOTPHUT Ha OOBEKT. ITO BEKTOP, KOTOPHI MBI MOJKEM HCIIOJIb30BATH COB-
MECTHO C HOPDMAJIBIO M HallpaBjieHueM cBeTa. Vcrosib3oBanue BeKTOpa
B3IJIS1/IA TO3BOJIUT HAM YCJIOXKHUTD METO/L COMILJIMHTA TEKCTYPBI.



Mmutaums spdekra BRDF c nomowbio 2D-tekctypbl I.--

B wnmycTpum xommbioTepHON TpaduKM aTa TEXHIKA YacTO HA3bIBA-
erca adpdexr BRDF. BRDF pacumudpossiBaercsa kak Bidirectional
Reflectance Distribution Function (aBysyueBas GyHKIMS OTpaskaTeib-
HOI criocoGHOCTH). ITa 3aKpydeHHas (HOPMYJIUPOBKA OTHOCUTCS BCETO
JIUTIIB K TOMY, KaK CBET OTPasKAeTCsI OT HEITPO3PAuHOIl TOBEPXHOCTH C YUé-
TOM HAITPaBJIEHUsT CBETA W HAMIPABJIECHUS B3TJIsiAa. UT0ObI HATISIHO YBY-
netb addext pabore BRDF 1meiinepa, naBaiite BepHEMC K Halllell clieHe
U TIPOJIOJKUM PaboTy HAJT MIEHIEPOM.

MNMoagroroBka

B atot pas it Havanma Ham motpebyercst GoJiee MpOABUHYTAst PIMII-TEK-
crypa. Ham Hy>KHO BKJIIOYHUTD B HEE TPAJIUEHTBI 110 0OOUM HAIIPABJIEHUSIM
TEKCTYPBL.

1. CosmaiiTe HOBYIO TEKCTYpy ¢ pazmepamu 512x512.

2. CospgaiiTe rpafieHT, HAIIPABUB €ro 110 JUaroHaN U3 JIEBOrO HUXK-
HETO yTJjia KBaJ[paTa B BEPXHUI ITPABBIIA.

3. CosmaiiTe emé oAMH rpaJiieHT, HAUMHAIOIUIICS U3 JIEBOTO BEPXHE-
TO yTJia KBa/IpaTa U 3aKaHYUBAIOIIUIACS MIEPE] €TO IEHTPOM.

4. U naxowmelr, co3aiiTe TpaueHT, HAUMHATOMINICS U3 TTPaBOTO HITK-
HETO yrJia KBaJpaTa M 3aKaHYMBAIOIIUNCS TIepe/l ero IEeHTPOM.
Y Bac J0JKHA TIOJYYUTHCST TEKCTYPA, TIOKa3aHHAsT Ha CJIEIYIONen
MJLTIOCTPAIIIN:

Puc. 1.11. icnonb3yemas B JaHHOM peLenTe TeKCcTypa

Kak aTo cgenarsb...

B atom pelente Mbl OyzeM OTTaJIKUBATHCA OT HPOCTOro Aud@ysHoro
nreiiiepa:
1. CHavanma HaM HYXHO W3MEHUTb HaIly (QYHKIUIO OCBEIIEeHUS
Tak, 4TOOBl YUUTHIBATH IpepocTaBiasiemyo Unity mepeMeHHYIO
viewDir, YTO TIO3BOJIUT HaM IOJYYUTh HAlIpaBJeHUE KaMepbl Ha
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clieHe, TPU KOTOPOM OHAa CMOTPUT Ha Hat oObeKThL. JI7st aToro
OTpelaKTUpy#Te (DYHKIIUIO OCBEIIEHNS:

inline float4 LightingDiffuse (SurfaceOutput s, fixed3 lightDir,
half3 viewDir, fixed atten)
{

float difLight dot (s.Normal, lightDir);

float hLambert = difLight * 0.5 + 0.5;

float3 ramp = tex2D( RampTex, float2 (hLambert)) .rgb;

float4 col;

col.rgb = s.Albedo * LightColorO.rgb * (ramp);
col.a = s.Alpha;

return col;

}

2. Tlocse aToro HAM HYKHO IIOCYUTATH CKAJISIPHOE TIPOU3BEJIEHIE Ha-
MpaBJIeHNs B3TJISA/Ia U HOPMaJIM K TIOBEPXHOCTH (KaK MTOKa3aHOo B
CIeLyIoIIeM KOJIe).

inline float4 LightingBasicDiffuse (SurfaceOutput s, fixed3
lightDir, half3 viewDir, fixed atten)
{

float difLight dot (s.Normal, lightDir);

float rimLight = dot(s.Normal, viewDir);

float hLambert = diffLight * 0.5 + 0.5;

float3 ramp = tex2D(_RampTex, float2 (hLambert)) .rgb;

float4 col;

col.rgb = s.Albedo * LightColor0O.rgb * (ramp);
col.a = s.Alpha;

return col;

}

3. Jluig 3aBepineHus onepanuyd HaM HYKHO TOJICTaBUTH Pe3yJbTatr
CKJIIPHOTO TIPOU3BE/ICHUS B (DYHKITUIO tex2D ().

inline float4 LightingBasicDiffuse (SurfaceOutput s, fixed3
lightDir, half3 viewDir, fixed atten)
{

float difLight = dot(s.Normal, lightDir);

float rimLight = dot(s.Normal, viewDir);

float hLambert = diffLight * 0.5 + 0.5;

float3 ramp = tex2D(_RampTex, float2(hLambert, rimLight)).rgb;

float4 col;

col.rgb = s.Albedo * LightColor0O.rgb * (ramp);
col.a = s.Alpha;

return col;



Mmutaums sppekra BRDF c nomowsio 2D-tekctypel I.--

4. Coxpannre Bamr treiiep n Bepautech B Unity. IIposepsre, uto
BBI UCTob3yeTe Banry HOByIo BRDF-rekcTypy B kauecTBe pamii-
tekctypsl st Unity. O6paTuTe BHIMaHME, YTO Ballle OCBEIEHUE
TeTepb COAEPKUT Ba aPeKTa MOACBETKU TI0 KPassM — OIMH Ha
HIDKHEN 9acTh MOJIEJH, IPYTON Ha BepXHEH.

Cuenyiotiiee m3o6pakeHue MokasbiBaeT pesyJ asrar npumeHetnss BRDF
PIMII-TEKCTYPBI TSI 3aiaHust o61ero antdysHoro mBeta. JTa TeXHUKA
OYeHDb yA0OHA [T KOMAH/IBI Pa3paboOTINKOB, TOCKOIBKY TO3BOJISIET XY-
MOKHUKY OOHOBJIATH TEKCTYpy ¢ momoribio Photoshop, a He 3a cuér Ha-
CTPOWKH CBETA B UTPE:

Puc. 1.12. Peaynbtat npumeHeHns BRDF pamn-TekcTypsbl

Kak aTo paboraer...

Wcnonbayst nanpasiieHue B3I/, Mbl MOXKEM ClIEJIaTh BEChMA HE3aMbIC-
soBateiil acddexT 3aryxanust. Harpasiienue B3risia 1mMo3BoJisgeT co3/a-
BaTh pa3jndHblie TUIIBI 3((HEKTOB: MPO3PAUYHOCTH B (DOpMe Ty3bIPbKa, 3a-
JTHIOIO TTO/ICBETKY, 9(h(heKThI 3N THOTO CUJIOBOTO TI0JIs WU 1aske apdexT
MYJIBTSIIITHOTO KOHTYPA.

Puc. 1.13. CkansipHoe npon3BeaeHrEe HanpaBieHus
B3rNs4a U HOpManm K MOBEPXHOCTHU
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N3obpaskerne, pacroiosKeHHOe BBITIE, IeMOHCTPUPYET 3HAYEHIE CKa-
JIIPHOTO TTPOM3BEIEHUST HANIPABJICHUS B3TJIsIIa 1 HOPMAJIU K ITOBEPXHOC-
TH. A TIOCKOJIbKY 3HAUeHUsT diffLight U rimLight JIeKaT B IUATTa30He
ot 0 710 1, MBI MOKEM MCTIOJTH30BATh 9TU 3HAUEHUST KaK KOOPAMHATHI TIPU
commimare BRDF-tekcTypsr.

Puc. 1.14. Busyanmzauyus Bbibopa Lengepom
LBeTa [Nl MOBEPXHOCTMU

Camoe BaXKHOE B 9TOM pEIeNTe — IMOHSTh, KAKHE 3HAYE€HHUS MbI TIOJIY-
JaeM M3 CKaJISIPHBIX TIPOM3BEAECHMUI, U TO, KaK MBI MOYKEM MCITOJIb30BaTh
TEKCTYPY B (DYHKI[UK OCBEIEHUSsT, YTOOBI «0OEPHYTh» €€ BOKPYT MOBEPX-
HOCTH JIJIst UMHUTAIUU OoJiee CI0KHbBIX d(DPEKTOB.

AdononHutenbHas nipopmauus
Nudopmarus o BRDF na Polycount: wiki.polycount.com/BrdfMap.
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Coszpanme 3¢ddexron
C NOMOLLLIO TEKCTYP

B aT0ii rytaBe MBI PaccMOTPUM CIOCOGBI MCITOJIB30BAHUS TEKCTYD st
cosmaHus Telaepbix addextos. Kak Mbl yoeaunnuch B TpeabAyIIeit
rJIaBe, UCTIOMb3Ysl TEKCTYPBI, MOKHO JOOUTHCS Oosiee CIOKHBIX ahdek-
TOB ocBeteHust. [loMUMO 3TOT0, MBI MOKEM MCTIOJb30BATh TEKCTYPHI TSI
TOT0, 4TOOBI AHUMHUPOBATh, CMEIIIMBATH JIa U BOOOIIE YIIPABJATD JIFOOBIM
JIPYTUM CBOWCTBOM, KaKUM TOJBKO TTOKeaeM. B 5Toii rmaBe Mbl y3HaeM O
CTTETYTOTITIX METO/IaX:

¢ TPOKpYyTKa TEKCTYP ¢ moMotibio nameHenus: UV-koopanHar;
AaHUMHUPOBaHNe CHpafIT-JII/ICTOB;

YIAaKOBKA U GJIEHIUHT TEKCTYP;

MCTOJIb30BaHNE KapT HOpMaJIeli;

cO3MIaHue MPOIeyPHBIX TEKCTYP B penaktope Unity;
addexr yposueii Photoshop.

LR R R

BeBepeHue

Vcmonp3oBanue TEKCTYP — 9T0 OBICTPBII CITOCO0 CAemaTh HAIK IHeHaep-
uoie apdextr Gomee peamuctuaabiMu. OIHAKO CITEAYeT BHUMATETBHO
CJIEJTTH 32 KOJTMYECTBOM HCIIOJIb3YEMBIX B MEHEPE TEKCTYP, TTOCKOJIBKY
HAKaTLJIMBAIOTCS OHU O4EeHb OBICTPO, a 100aBAEHNE KakKI0i HOBON TEKCTY-
PBI B mediaep OyaeT CKa3biBaThCs Ha TIPOU3BOANTENTLHOCTH. DTO 0COOEHHO
AKTYaJIBHO IS TPUJIOKEHUH Ha MOOMIIBHBIX TLTaT(GOPMAX, B KOTOPBIX KO-
JIMIECTBO TEKCTYP MOJKHO OBITh MEHUMATBHBIM, 9TOOBI BAIle MPUITIOKE-
HUe CKauMBaJIOCh OBICTPO 1 OBICTPO paboTaio.

TekcTypbl — 5T0 M300paKeHUs, KOTOPbIe 0OBIYHO puUCytoTes B rpadu-
YECKMX PeaKTopax, Taknx kak Photoshop, Ho nx MoxHo coznasarh n He-
nocpencTBerHo B Unity. TekCTypbl HAKTAABIBAIOTCS Ha TTOBEPXHOCTD 00h-
exTa ¢ oMo UV-KoOpaMHAT, KOTOPBIE 33/Ia10T COOTHOMEHNE MEKITY
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2D-toukoii TekcTypbl 1 3D-TOUKOI BepuInHbL. 3HAUYEHUS TTUKCeJIel MH-
TEPIOTUPYIOTCST MEXKTY BEPITHHAME 0OBEKTA, YTO CO3/AeT UITIO3UIO Ha-
snoxkernst 2D-kaptuakn Ha 3D-TI0OBEPXHOCTS.

Kak 106aBUTh CBOMCTBO € TEKCTYPOU B LIEHAED, MBI yiKe pazoOpaiuch
B TIPOTILION TJIaBe, TIOITOMY 3aHOBO MBI HA 3TOM OCTaHABIUBATLCS He Oy-
nem. OIHAKO, eCJIM BBl XOTUTE Y3HATH MOAPOOHEe, Kak MMEHHO paboTaet
otobpaskenne TeKCTypbl Ha 3D-00bEKT, BBI MOKETE MPOYUTATH 00 ITOM

no azapecy: http://http.developer.nvidia.com/CgTutorial /cg_tutorial

chapter03.html.
JlaBaiiTe Ha4HEM C TOTO, YTO OCMOTPHUM, YTO MBI MOKEM JI€JIATh C TEKC-

TYpaMU ¥ KaK MX KMCIOJIb30BaTh, YT00bI ¢ieiath Hawu real-time 3D-ad-
dexThl elé bosiee MHTEPECHBIME 1 yOeuTeIbHbIMU. B 9T0ii T1aBe Mbl Ha-
YHEM C CAMBIX MTPOCTHIX TEKCTYPHBIX A(h(HEKTOB, HO OJIMIKE K KOHILY TIaBBI
OHU cTaHyT GoJiee CAOKHBIMU U HOJIEe 3PETUIITHBIMI.

NMpoKpyTKa TeKCTYyp C NOMOLLbIO
nameHeHus UV-koopanHart

OpuH 13 pUéMOB, HarboJjiee PacpOCTPAaHEHHBIX B UTPOBOM WHILYCTPUH
HA CETOHSAIIHUN JI€Hb, — 3TO MPOKPYTKA TEKCTYP IO TOBEPXHOCTU 00'b-
exta. C MOMOIIBIO 3TOTO MPUEMA MOKHO €O3/1aBaTh A(PhEKTH aHUMAITIN
BOJIOTIAJIOB, PEK, TIOTOKOB JIaBbl U T. 1. KpoMe TOro, 9Ta JKe TeXHUKA JTEeKUT
B OCHOBe co3/ilanus 3 (HeKTOB aHUMUPOBAHHBIX CIIPANHTOB, HO PO HUX
MBI TIOTOBOPUM B CJIEYTOTIIEM periernite aTON TJaBbl. /7151 Havama maBaii-
Te TIOCMOTPUM, KaK B TOBEPXHOCTHOM IIeiiiepe cjiesiaTh IpocToii apdexr
MPOKPYTKU.

MogroroBka

Bam norpeGyercst cosnaTh HOBBII Ieiiiep U HOBbIH MaTtepual. Takum 00-
pasoM, y Hac OyeT MycToil Imeiigep, Ha KOTOPOM MbI OTPEHUPYEMCS C
a3 dexToM MPOoKPyTKH.

Kak aTo cgenarsb...

OTKkpoiiTe Ball HOBBIN TEN/IEP U CJIeyiiTe MHCTPYKITAN:
1. Ham nonago6s1cs Ba HOBBIX CBOMCTBA, C HOMOII[LIO KOTOPHIX Mbl
OyeM KOHTPOJUPOBATH CKOPOCTh MPOKPYTKHU TeKCTYpbI. TToaTo-
My jaBaiite 706aBUM CBOMCTBO CKOPOCTH 110 OCH X W CBOUCTBO
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CKOPOCTH 11O OCH1 Y, TakK, KaK IMOKa3aHO B CJE€AYIOIIEM (bparMeHTe

Koja.

Properties

{
~MainTint ("Diffuse Tint", Color) = (1,1,1,1)
~MainTex ("Base (RGB)", 2D) = "white" ({}
_ScrollXSpeed ("X Scroll Speed", Range (0, 10)) = 2
_Scroll¥YSpeed ("Y Scroll Speed", Range (0, 10)) = 2

}

2. Cosnaiite HOBbIC IIepeMeHHbIe B CEKINU CGPROGRAM,HTO6H MBI
MOTJIX IIOJYYUTD JOCTYII K 3HAYCHMAM M3 HAIINX CBOJICTB.
fixedd MainTint;
fixed _ScrollXSpeed;

fixed _ScrollYSpeed;
sampler2D MainTex;

3. Vsmenute koj B GYHKIMK surf (), 4ToObI oH uamenstt UV-koop-
JIMHATBI, Tlepe/iaBacMbie B QYHKINIO tex2D () . [lanee ucmombayiite
BCTPOEHHYIO TIEPEMEHHYI0 Time, uT0ObI 00aButh UV-K0oOpau-
HaTaM aHUMaIlWIo IO BpeMEH!, KOTOPYIO Mbl YBHU/IUM, KOT'/la B pe-
JaKTope HaxMEM KHONKY Play.

void surf (Input IN, inout SurfaceOutput o)

{
//Co3mamyM OTHEJNIbHY MNEePEeMEHHYH IJid XpaHeHud Haumx UV
//mepen TeM, Kak nepemarh ux B QyHKUMIO tex2D() .
fixed2 scrolledUV = IN.uv_MainTex;

//loBaBuM NepeMeHHbe IJIA XPaHEHMA CMelWeHMsa [0 X U Y
fixed xScrollValue = ScrollXSpeed * Time.x;
fixed yScrollValue = ScrollYSpeed * Time.x;

//TNlpriMeHsaeM MTOTOBBIL caBur UV
scrolledUV += fixed2 (xScrollValue, yScrollValue);

//llpriMeHsaeM TEeKCTypy M LBET

half4 c = tex2D( MainTex, scrolledUV);
o.Albedo c.rgb * MainTint;

o.Alpha = c.a;

}

N3o6pakeHne HIKE WLTIOCTPUPYET PE3YJIbTaT IPUMEHEHUST CHCTEMBI
npokpyTku UV-KoopAWHAT /JIT CO3/IaHUsT TTPOCTOTO AhdekTa TedeHms
pekn. B kHUTE TSIKET0 TToKa3aTh aHUMAINIO, TI03TOMY TTPU/IETCS TOBEPUTD
HaM Ha CJIOBO, UTO KaPTUHKA JABUKETCSI.
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Puc. 2.1. TeyeHune Boabl

Kak aTo paboraer...

Mbi Hauasu pa3paboTKy CUCTEMBI TIPOKPYTKHU TEKCTYP € 00bABIICHS TAPbI
CBOMCTB, KOTOPbIE MTO3BOJIAT T10JIb30BATEIIO 1elijiepa YBEJIMYNBATD WU
YMEeHbIIaTh CKOpocThb adderTa mpokpyTKU. C IIOMOIIBIO CBONCTB OBEPX-
HOCTHad PYHKIMS [OJIydaeT 3HaYeHUs TUNA float U3 TEKCTOBBIX 110JICH B
Mucnekrope matepuaia. JonosHuTeabHyo MHGOPMAINIO 0 CBOMCTBAaX
meijiepoB Bel MOkeTe HaliTu B r71aBe 1 «/luddysnbrit meiiguHrs.

TaxkuM 06pa3oM, yCTAHOBUB CBSI3b MESK/LY TIEPEMEHHBIMU B KOJIE U TEK-
cToBbIMU TT0JIsIMU MTHCTIEKTOpa MaTepualia, Mbl CMOXKEM HCIIOJIb30BATh UX
N5t udMeHeHus 3Hauennii UV-koopauHar B 1ieiiiepe.

CuepBa Mbl coxpangeM 3HadeHus: UV-KOOpAMHAT B OTAEJNbHO 1iepe-
MEHHOI scrolledUV. JTa IepeMeHHas J0JKHA UMETh TUI float2 WK
fixed2, Tak Kak 3HayeHusd UV-KOOpAMHAT MBI I10JIy4aeM U3 CTPYKTYPbI
Input.

struct Input
{

float2 uv_MainTex;

}i
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[Tocne Toro kak Mbl momyuynM UV-KOOPAUHATHI BEPITIHH MOEIH, MbI
CMO’KEM JIBUTATh UX, UCTIOIb3Ys IepeMEeHHBIE CO CKOPOCTSIMI MPOKPYTKU
M0 OCSIM U BCTPOEHHYTO TIEPEMEHHYIO Time. JTa BCTPOEHHAS TTEPEMEH-
Hasl UMeeT THTI float 4, M ee KOMITOHEHTBI CO/IEPIKAT CIIEAYIONNe 3HAUCHUS:
(t/20, t, t*2, t*3), rne t — urpoBoe BpeMs. [/leTambHOe onmcaHue BCTPO-
eHHBIX MEePEMEHHBIX HAXOAUTCs 1o azapecy: http://docs.unity3d.com
Documentation/Components/S1L.-BuiltinValues.html.

[lepemenHast _Time BO3BpAIIAeT BO3PACTAIONINE 3HAUEHI THTIA float
Ha ocHOBe urposoro BpeMern Unity. [loaToMy MBI MOJKEM HMCIIOJIB30BAThH
ATU 3HAYEHVISI JIJIsT TOTO, YTOOBI ciBuTaTh UV-KOOPAMHATHI, MACIITAOUPYST
BPEMsI C IOMOIIIBIO TIEPEMEHHBIX CKOPOCTEH MPOKPYTKU:

//Ilo6aBUM INEepEeMeHHEE IJiA XPaHeHMS CMeWEeHMs IO X U Y
fixed xScrollvValue = ScrollXSpeed * Time.x;
fixed yScrollValue = ScrollYSpeed * Time.x;

PaccunTaB npaBUJIBHBIN CABUT, MbI IPUOABJIAEM €r0 K MEPBOHAYAIb-
ubiM UV-koopaunaram. /{7151 3TOro Mbl UCIIOJIb3yeM B CIEYIONIEl CTPOU-
Ke oreparop +=. Mbl XOTUM K TiepBOHAYaIbHBIM 3HaUeHugaM UV-koopau-
HAT IPUOABUTH 3HAUCHHUE CMEIIEHVIS, a 3aTeM MOJACTABUTH ero B (hyHKITUIO
tex2D () B kauectBe HOBBIX UV-KoopauHaT TekcTypbl. Takum o6pasom,
nosryautcst ahheKT ABUKYIIEHCS TEKCTYPhl 110 TOBEPXHOCTH O0DBEKTA.
Ho, xak BbI TOHAIN, HA CAMOM JIeJie MBI BCero Jiutib naMmenseMm UV-koop-
JMHATHI, U300pasKkast IBUKEHUE.

/ /TIpIMEHsIEM MTOTOBENI CcOBUT UV
scrolledUV += fixed2 (xScrollValue, yScrollValue);

/ /TIpIMEHSIEM TEKCTYypy U LBET
halfd4 c = tex2D( MainTex, scrolledUV);

AHMMUpoOBaHMe CNpanT-JINCTOB

Habik aHuMaInuu ¢ HOMOIIBIO CIIPANT-JIMCTOB MOKET [IPUTOAUTHCS Tle
YIOHO. ITY TEXHUKY MOXKHO MCI0JIb30BaTh /1S co3/lanud addexTa yac-
T un acderta MyasThuIbMa, HAPUCOBAHHOTO Ha CTPAHUIAX OIOKHO-
Ta, HO Yallle BCero 3Ty TeXHUKY MOKHO yBUETb B 2D-ckposiepax (Uurpax,
B KOTOPBIX 9KPaH [IOCTOSIHHO IIPOKPYYMBAETCS B O/IHY CTOPOHY).

’ CnpaviT-nncT Takxke Ha3blBaloT aT/iacoM CripanToB (sprite atlas) vin
% rPOCTO M0C/1eA0BaTeIbHOCTbIO N3006paxeHwi (image sequence). 310
6oribLLIasi TEKCTypa, B KOTOPOU yriakoBaHO MHOIO MaieHbKuX n306paxe-

HUV B ONpeaenéHHOM rnopsiake.
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Puc. 2.2. Cnpait-nnucTt ¢ 06e3bsHon

Korpa BbI 1iepexoiuTe 0T OTHOTO MAJIEHbKOTO M300PasKEHUST U3 CIIPANT-
JIECTA K JIPYTOMY, BbI BUIUTE, KaK 00€3bsiHA ABUTAeTCs. [IPUHIUI TYT Ta-
KOI1 JKe, KaK U B JIBWZKYIIINXCST U300PAKEHMSIX, TOJIYIAEMBIX [TPU [TEPEJUC-
TBIBAHUU CTPAHUI] OJIOKHOTA, WJIU Ha KUHOIUIEHKE. JDPeKT aHuMarmu
cosgaéres 3a c4ET OLICTPOro MepeMeleHus 110 U300PaKeHUSIM U3 CIIPaiiT-
JIUCTA.

B kojie atoro perernta GyeT UCHOIb30BAHO OOJIbIE MATEMATHKH, YEM
B TIPEbIAYINX, HO He BOTHYUTECh — MBI IIPOUIEMCS IO KaXKI0H HOBOI
CTPOYKE KO/Ia ¥ IETAJIbHO UX BCE TPOKOMMEHTHUPYEM.

MogroroBka

Jlsist Toro 4To6bI MBI MOTJIU TIPOTECTUPOBATD HAII Teiiep, Ham moTpedy-
I0TCS1 TECTOBbIE U300paskeHMst. Bbl MOKETE CeIaTh CHPaiT-JIUCT caMo-
crosiTesibHO Jinbo Halitu ero B HTepreTe. CrpailT-ucT He K0JKeH ObITh
CJIOKHBIM, B HEM MTPOCTO JI0JIKHA OBITH TIOCJIE0BATEIBHOCTD KaJPOB, KO-
TOpbIe MbI Oy/ieM aHuMUPOoBaTh., OHO JIUIIIb Ba)KHOE YCJIOBUE — JIJIST HA-
IIeTo mediepa CrupaiT-JIucT J0JKeH ObITh TOPU3OHTATBHBIM U COCTOSITh
U3 OJHOI cTpoku uzobpaxkeHuit. CrpaliT-JIucT, MpUiaraeMblii K KHUTE,
MOZKHO HalTH TI0 ajipecy: www.packtpub.com/support.

LLAALLAAL

Puc. 2.3. CnpaiiT-nncT ¢ UayLwmm 4esI0BEKOM

CoszpnaliTe HOBBII MaTepras U HOBBIN TIeliep. 3aTeM IPUMEHHUTE 3TOT
MaTepuas K III0CKOCTH Ha ciieHe. [Tocsie 3Toro 106aBbTe TEKCTYPY CIIpaiiT-
JIiCTa MaTepuadty.
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Kak aTo coenarsb...

BreimosmnuTe caemyioniue maru:
1. B 6;10Ke CcBOMCTB mIeiizepa cosmaiiTe Tpu HOBBIX cBoiicTBa. C 1m0-
MOIIBI0 HUX MbI OyZieM M3MEHSTh IapaMeTpbl crcreMbl 13 HHc-
neKTopa Marepuaia, He mpuberas K KECTKOMY 3aJaHUI0 3HAYECHIT

B KOJi€:

Properties

{
~MainTex ("Base (RGB)", 2D) = "white" ({}

//IDobaBuM crepyouye CBOMCTBA
_CellAmount ("Cell Amount", float) = 0.0
_Speed ("Speed", Range(0.01, 32)) = 12

}

2. 3artem coxpanute BxojHbie UV-KOOpJAMHATHI B OT/IEJILHON Tiepe-
MEHHOIA, 1151 TOro 4TO0bI B Ja/IbHEIIeM Mbl CMOLJIN paboTaTh ¢ UX
SHAYCHUAMU.

//CoxpaHuM UV B [epeMeHHOM

float2 spriteUV = IN.uv MainTex;

3. Tlocse 3TOr0 HaAM HYXKHO OyJIeT Y3HATDH MMPUHY KaKI0H KJIETKH.
B cupaiit-nucre UV-koopaunarsl HaxoadTcs B auanasone ot 0 10
1, HaM HY>KHO BBIYMCJIUTH TIPOIEHT OT BCEW TEKCTYPbI, KOTOPBII
3aHNMAaeT OJ[Ha S4YeiKa:

//BHUMCIIMM, CKOJIBKO 3aHMMaeT OJHa KJIeTKa
float cellUVPercentage = 1/ CellAmount;

4. Tenepb HY:KHO BBIYMCJINTH HOMED Ka/IPa B CIIPANUT-JIUCTE, UCTIOTb-
3ys1 KOTOPBIii, Mbl OyeM cMmemiaTh UV-KoOpIHAThL:

//BBEUMCIIMM HOMEP Kanpa g cneura UV
float frame = fmod( Time.y * Speed, CellAmount);

frame = floor (frame) ;

5. W nakowner, mbl ciuraeM x-koopannaty UV crpaiit-nncta. [Toc-
Jie 9TUX JIeHCTBUI Bal 1elijiep, cosaaiomuii apdext annmaiuu,
JIOJI3KEH OBITH TOTOB.

//VismMeHum UV B COOTBETCTBUM C TEKYUMM KaIpOM
float xValue = (spriteUV.x + frame) * cellUVPercentage;

spriteUV = float2 (xValue, spriteUV.y);
Ha crepytoriem n300paskeHUN IPUBOIUTCS pe3yJibrat cMeinenust UV-
KOOpAMHAT 00bEKTa B MOBEPXHOCTHOM Ieiiepe. 11 BHOBb BaM TPUAETCST
TTOBEPUTH HAM HA CJI0BO, YTO KAPTUHKA J[BIKETCS.



m--.l Mnaea 2. Cospatue abdekTos € NOMOLLBIO TEKCTYP

Puc. 2.4. AHnmaumsa Noxoaky YyenoBeka

Kak aTo paboraer...

Kopn naunnaercs ¢ Toro, 4To Mbl coxpansieM 3Hadenus: UV-Koop/iuHar, mo-
JlyqaeMble U3 CTPYKTYPbBI Input, B HOBYIO TiepeMennyio. Ha camowm siesre
9TO JIeJ1aTh He 00sI3aTeJIbHO, TIOCKOJIBKY 9TO CKOpPee BOIIPOC yA00CTBa, ueM
JKECTKOE MTPABIIIO, — ITPOCTO TaK KO CTAHOBUTCS OoJice ynTaeMbiM. B ran-
HOM CJIy4ae MbI Ha3BaJW HAITy HOBYIO ITePEMEHHYIO spriteUV, a TUT el
3a/1aJI1 KaK float 2. MBI c/ies1aiv TaK MOTOMY, YTO HaM HY>KHO XPaHUTb x 1 y
koMrtoHeHThI UV-Koop/inHaT MOJIeTH B O/IHOI TIepeMEHHOM.

[lasiee HaM HY?KHO y3HATbh, KAKOU ITPOTIEHT NTUPUHBI TEKCTYPHI 3aHUMA-
eT KaxIbIi Kajp. /[y aToro Mbr mpocTo genM 1 Ha KOJTMYeCcTBO KIETOK B
crpaiit-ucte. [losryuenHoe 3HaUeHNE TTOKA3bIBAET, HA CKOJIBKO HAM HYXK-
HO ¢aBrHYTh UV-KOOPAMHATHI 110 OCHU X, YTOOBI TOIIACTh HA CJIEAYIOILYIO
KJIETKY CIIpalT-JTUCTa.

Kpome aroro, HaM mOTpebyIOTCa 3HaYeHMsI, KOTOPbIe Obl YBEJINYM-
BaJINCh CO BPeMeHeM, HO ObLau OBl LeabIMU unciaMu. Hampumep, ta-
KOe 3HaueHWe MOJKET yBeJIMYnBaThcs 1o 3akoHomepuoctu 0, 1, 2, 3, 4
U T. 1., BILIOTh 0 00IEro KOJUYecTBa KJIETOK B HAallleM CIIpaiiT-JIucTe.
[lust aTOTO MBI MOKeM ncnonb30BaTh BcTpoennyio B CGFX dynkmuio
fmod ().
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Ta6bnuua 2.1. OnucaHune GyHKUMM fmod

DyHKUNA OnucaHune

fmod (x, ) Bo3BpallaeT ocTaTok OT AENEHUS x HA y C TEM XE 3HAKOM,
41O 1 x. Ecnn v paBeH 0, TO BO3BpaLLaeMblil pe3ynbraT 3aBu-
CUT OT KOHKPETHOM peanndaumm GyHKLMn

Ecau Mbl mozicTaBuM 3HaveHue x B Q)yHKHI/IIO fmod () M IOJEJIUM €ro
Ha 3Ha4yeHue y, TO IOJYyYUM OCTAaTOK OT /I€JICHU. HOBTOMy €CJIN Mbl
6leeM HMCIIOJIb30BaTh IIEPEMEHHYI0 Time B KaueCTBe x, a B KaueCTBe y
BO3bMEM 3HAUEHUE CBOMCTBA ~CellAmount, TO B pe3yJbTaTe MbI II0JIyYUM
BO3pacTaromue ¢ TeHeHneM BPEMEHUN 3HaY€HM:A, KOTOPbIE 6leYT ITOBTO-
PATHCA 110 JOCTUKEHUU 3HAYECHUA CellAmount. K 9TOMY 3HAYE€HUIO Mbl
npumeHsieM (YHKIUIO floor (), 4ToObI 0TGPOCUTH APOOHYIO YacThb. Ta-
KM 06])3.30M, MBI IIOJIyYMM HOMEDP TEKYIIETO Kajpa B iMala3oHe OT 0 J10
_CellAmount - 1.

Ta6bnuua 2.2. OnucaHue GyHKUMK floor

DyHKUNA OnucaxHune

floor (x) BoaBpaliaeT MruHMManbHoe Lenoe, He 6onbluiee, YeM x
(oTObpacbiBaeT 4POOHYIO0 HaCTb)

Teriepp HaM HY’KHO U3MEHUTH TlepBoHavyaabHble UV-KOOpANHATHI TakK,
4yT06OBI 0TOOPAXKAIICS TOJBKO TEKYIIUN Kaap anuMaiuu. Tak kak UV-Ko-
OPIMHATHI HAXOMATCS B Anamnazone ot 0 1o 1, Tekymuii Kajap mo x Oyaer
HAUMHATBCA B frame * cellUVPercentage. KaTOMY 3HAUE€HUIO MBI TIPU-
GaBJisieM nepBoHavaibHOe 3HaueHne UV-KOoOpAHHATHI x, 0OTMACIITaOPO-
BaHHoe u3 Koopaunat Bceil Tekctypbl (0, 1) 710 pazmMepoB 0lHOTO Kazpa
(0, celluvpercentage). [locie aToro Bcé, 9TO OCTaéTCs CHenaThb, — 3TO
nepesaTh HOBbIE 3HaUeHU UV-KOOPUHAT TEKCTYPBI B (DYHKITUIO tex2D.

Ho 310 ewyé He BCé...

BeposiTHO, BBI yiKe 10ra/laiich, YTO MOKHO UCTIOB30BATH HE TOIBKO O/THO
HallpaBJIeHue c/IBUTa. TOUHO Tak ke, KaK MBI HCITOJIb30BAJN /[BA HATIPaB-
JIEHUST B TIPEJBIYIIEM pPerlerte MPOKPYTKHU, Mbl MOKEM HCIOJIb30BaTh
aHnMupoBanubIit 2D crpaiiT-smct. J[71st 9TOTO BaM HYKHO OYIeT YUUTDI-
BaTh CMEIEHNE HE TOJIBKO I10 X, HO U 110 Y.

ITpunimn paboThl TOUHO TAKOH e, KaK U [IPY TOPU3OHTAIBHON 1PO-
KPYTKE, HO TaK BbI CMOKeTe 06pabaThiBaTh OOJIBIINE CIIPANT-JIUCTHI B HE-
CKOJIBKUX HalpaBjeHustX. TAKUM 00pa3oM, BbI BUIIKTE, YTO IIEHePbl MO-
TYT BBITIOJIHATH BeCbMa HempocThie 3aaun. Ho yem coiosxHee mreiizep, TeMm
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6OJIbIIIE OH UCIIOJb3YeT IeHIePHBIX MHCTPYKIIUM, YTO MOKET IIPUBECTH K
CHUIKEHUIO TIPOM3BOAUTENbHOCTH MPUJIOKeHus. [yt 6opbObI ¢ 9TUM BbI
MOJKETE BBIHECTH KOJI ¢ BBIOOPOM ciBura B cKpuiT Ha C#, B3aMOIeHCTBY0-
IIUH ¢ TIeiiepoM, 9To MO3BOJIUT 3TU Bhruncienus neperectn Ha CPU n
JIesIaTh UX He JIJIsT KaXK/I0TO MUKCEJIsT, a BCETO JIMIIb oanH pa3. Koraa peub
3ax0AUT 00 ONTUMUBAINHU, TO BCE YIIUPAETCS B «OaJaHCUPOBKY»> Balllero
MIPUJIOKEHUS], OTHAKO HUKOT/IA He TIOMEIIAET TTOAYMaTh O TOM, C YeM BaM
IPUAETCS CTOJKHYThCS B OyAyIIEM, M y4ecTh 3TO IpU paspaboTKe Mpu-
snoxkernst. K atoit kaure npusiaraercs ko Ha C#, KOTOPBIN IeMOHCTPHU-
PYET, KaK C TTOMOIIbIO CKPUTITA, MEPEAIONIETO JAHHbIE TEHAEPY, MOKHO
peasn30BaTh MPOCTYIO CUCTEMY AaHUMAIIUK CITPAUTOB. ITOT CKPUIIT Mepe-
JaeT B Ieiiziep HoMep Kajipa, BhIYUCIIEHe KOTOPOro oH 6epér Ha cebst ¢
MTOMOIIIBIO CJIE/IYIOTIETO KOJIA.

void FixedUpdate ()

{

timeValue = Mathf.Ceil (Time.time % 16);
transform.renderer.material.setFloat (" TimeValue", timeValue);

}

AononHuTtenbHaa uHpopmaumsa

Ecimt BBI HE TOpUTE KEJTaHWEM ITHCATh C HYJA CHUCTEMY aHUMaIlUN
CIIPATOB, TO MOJKeTe 3arJisiHyTh B Asset Store — TaM Bbl HaiijiéTe MHOTO
[AKEeTOB, PEIIAONMX OOJIBIIYIO YaCTh 3a/1a4 CIPANTOBON aHUMAIHH.

[IpuBeném crmcoK HEKOTOPBIX U3 HUX:

e SpriteManager (GecriatHbiii ):
http://wiki.unity3d.com/index.php?title=SpriteManager

e 2D ToolKit ($65.00):
http://www.unikronsoftware.com/2dtoolkit/

e Sprite Manager 2 ($150.00):
http://anbsoft.com/middleware/sm2/

A ecJIi BEI HITIETE XOPOIIEe IIPUIOKEHNE, KOTOPOE IIOMOTJIO ObI BaM IIPH
CO3/IAaHUU CITPANTOB, TO CJEAYIONINI CITUCOK KaK pa3 JJIsl Bac:

e TimelineFX ($46.79):
http://www.rigzsoft.co.uk

e Anime Studio Pro ($199.99):
http://anime.smithmicro.com/index.html

e Adobe Flash Professional ($699.00):
http://www.adobe.com/products/flash.html




Ynakoeka u 6neHanHr TekcTyp .--
YnakoBka v OJieHOUHI TEKCTYP

TekcTypbl, TOMUMO BCETO TIPOYETO, XOPOIIIO TOAXOAT JIJIst XPAaHEHUS Mac-
CUBOB JIAaHHBIX, COJIEPIKAIIUX HE MTPOCTO 1[BETA TUKCENEH, K KOTOPBIM MbI
y:ke ipuBbikin. B RGBA-kanasax TeKcTypbl MOTYT HAXOJUTHCS Pa3Hble
npyrue gaHubie. Mbl aske MOKEM YIAKOBATh HECKOJIBKO M300paKeHUIT B
onny RGBA-rtekcTypy 1 ucnosib3oBath Kax bl komrnonent R, G, B, A o
OT/ICJIBHOCTHU, U3BJICKAd UX HE3AaBUCUMO JIPYT OT JIPyTa B KOJIe Tefizepa.
PesyiibraT yIakoBKY OT/ENbHBIX YEPHO-0EIbIX U300paKeHUil B OfHY
RGBA-TekcTypy mpe/icTaBieH Ha CIEAYIONeM PUCYHKE:

1 e -

Kanan R Kanan G KaHan B Anbda kaHan Pesynbrar
yNaKoBKH

Puc. 2.5. NnnocTpaumst ynakoBKn YepHO-6€enbIx
n3obpaxeHunii B RGBA-TekcTypy

B uém npenmytiiecTBO Takoro noaxoa? bosbiias yacTh maMsTH, pacxo-
Jlyemasi BallluM TIPUJIOKEHUEM, BbIZIEJISIETCS 0T XpaHeHue Teketyp. [Toaro-
MYy JIJISl YMEHbIIEHUs pasMepa IPUIIOKEHHsT Mbl MOKEM MTOIPo6oBaTh 00b-
eIMHUTDb TEKCTYPbI, KCIIOJIb3yEMbIe IEHAEPOM, B OIHY OOIIYIO TEKCTYPY.

Jliobas yepHO-Geslasi TEKCTypa MOKET ObITh YIIAKOBaHA B OJUH 13
RGBA-kananoB gpyroil TekcTypbl. XOTsS CHavyajla TaKOH MPUEM MOKET
MOKA3aThCSI CJIETKA CTPAHHBIM, HO 9TOT PEIENT MPOJEMOHCTPUPYET MPH-
MeHeHMe YIIAaKOBKU TEKCTYP U UX UCIIOJIb30BAaHUE B Ieiiepe.

Harmpumep, ynakoBaHHbIE TEKCTYPbI MOXKHO MCIIOJIb30BATh, KOTA BbI
XOTHUTE BBIIOJHUTD OjeHuur (auriL. to blend — cmemmuBarh) HECKONbKUX
TEKCTYP Ha OJTHON MOBEPXHOCTH. Yalie BCero aTa TEXHIKA UCTIOJIb3YETCS B
JaHAmadTHRIX Meiepax, Koria o/{Ha TEKCTyPa J0JIKHA TLIABHO ITePeXo-
JIUTH B IPYTYTO C TIOMOIIHIO HEKOEH KOHTPOJUPYIOIIEN TEKCTYPbI UJTH, KaK
B HallleM CJiy4ae, ¢ IIOMOIIbIO YITAKOBAHHOUN TEKCTYPbL. JTOM TEXHUKE U
MOCBSIIEH TEKYIITUI PETIENT, OH MOKAXKeT, KAK Bbl MOJKETE C/IeJIaTh OCHOB-
HYIO 4acTh JIaHAMaGTHOTO Ieiigepa, B KOTOPOM UCIIOJb3YeTCst OJIeHANHT
YeThIPEX TEKCTYP.

MNMoagroroBka

JlaBaiiTe co3maum HOBBIH TIeiiIep U HOBBIHM MaTepuadt /st Hero. [Tonutn-
Ka 3aJ[aHust UMEH J171s1 (haiiyioB 1Ielijiepa 1 MaTepruajoB OCTAETCST HA Ballle
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YCMOTpEeHHUE, OITOMY ITocTapaiiTech NPUIYMbIBATh Takue UMeHa, KOTO-
pbie OY/IEeT JIETKO YIOPSAMAOYNUTH 1 HANTH B TAJTbHEHTIIEM.

[Tocsie Toro kak BbI co3gaauTe lIelijiep 1 MaTepuall, co3jlaiiTe HOBYIO
ClIeHy Il TeCTUPOBAHU HaIIero iieiiaepa.

Bam raxske moHagmo6uTCst BRIOPATH YETHIPE TEKCTYPHI, KOTOPBIE BBI OY-
nete 6seHanTh. TeKCTYPBI MOTYT OBITE JIIOOBIME, HO JI7Isi XOPOIIIETO JIaH]I-
nradTHOTO 1Ielijiepa MbI COBETYEeM HCIIOJIb30BATh TPaBY, I'PsA3b, IPA3b €
KaMHAMU 1 IPOCTO KaMHHU.

B sTOM periernte MbI 6y/IeM UCTTOTB30BATH CJAEYIONIHE IIBETOBLIE TEKC-
TYPBbI, KOTOPbIE IPUJIAraloTCs K IaHHOM KHUTE.

PR

3 7 T =
Puc. 2.6. JlangwadTHbIE TEKCTYPbI, NPUAraemble K KHUre

Kpome Toro, Ham motpebyeTcst GIEHIMHT-TEKCTYPa, B KOTOPYIO MBI
ymakyeM depHo-6eibie m3o6pakennst. Mitoro y Hac GyIeT 4eThipe YepHo-
GesTbIx KaHasra, KOTOPBIE MBI MOYKEM MCTOTB30BATh /IS YITPABIECHUST pas-
MeIeHneM TEKCTYP Ha TIOBEPXHOCTH 00HEKTA.

MBI MOKEM MCTIOTH30BATH CIOKHBIE GIEHIMHT-TEKCTYPHI IS CO3/a-
HUSI OUYeHb PEATUCTUIHOTO pacIipeieJIeHNs TEKCTYP TTOBEPXHOCTH 3eMJTH

Pesynbtar
ynakoBKH

Puc. 2.7. YnakoBka CNIOXHbIX TEKCTYP PeaIMCTUYHOrO naHawadra

Kak aTo caoenars...

HaBaiiTe HaYHEM 3HAKOMCTBO C UCIOJIBL30BAHUEM YIIAKOBAHHBIX TEKCTYP,
I 9TOTO BBITIOTHIM CJIEYIONIe TIarH:

1. TobaBuM HECKOJIBKO CBOUCTB B 610K cBOIcTB. Ham norpebyiorcest
ATh OOBEKTOB sampler2D, WJIH K€ TEKCTYP, U [[BA I[BETA.



YnakoBka u 6neHamHr TekcTyp I.--

Properties
{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)

//I[O@aBbTe ST CBOIZCTBa, 4TOOBl MEI MOIUIM 3alaBaThb TEKCTYPEL

_ColorA ("Terrain Color A", Color) = (1,1,1,1)
_ColorB ("Terrain Color B", Color) = (1,1,1,1)
_RTexture ("Red Channel Texture", 2D) = "" {}
_GTexture ("Green Channel Texture", 2D) = "" {}
_BTexture ("Blue Channel Texture", 2D) = "" {}
_ATexture ("Alpha Channel Texture", 2D) = "" {}
_BlendTex ("Blend Texture", 2D) = "" {}

}

2. Tlocse aToro Ham HyKHO OyeT 0ObSBUTD IIEPEMEHHbIE, C [IOMOIIBIO
KOTOPBIX MBI TIOJIY9UM JIOCTYII K JAHHBIM B OJIOKe CBOICTB.

CGPROGRAM
#pragma surface surf Lambert

float4 MainTint;
float4d ColorA;

float4 ColorB;
sampler2D RTexture;
sampler2D GTexture;
sampler2D BTexture;
sampler2D ATexture;
sampler2D BlendTex;

3. Wrak, Terepb HAIIM CBONCTBA TEKCTYP FOTOBBI, U MbI UX TTEPEIAEM
B ITOBEPXHOCTHYIO (hyHKIM0. HaM moTpebyercst iBMEHUTH CTPYK-
Typy Input, 4T0ObI TO3BOJUTD MOJTH30BATEIO MEHATD MapaMETPhI
TAJIMHTA JIJIT OTIEbHBIX TEKCTYP. Tak Mbl CMOKEM MCITOIb30BATh
napameTpsl tiling M offset [T KAJKIOH TEKCTYPBIL:

struct Input

{
float2 uv_RTexture;
float2 uv_GTexture;
float2 uv_BTexture;
float2 uv_ATexture;
float2 uv_BlendTex;

i

4. B dyHkium surf Mbl cOXpaHUM MHOOPMAIUIO O TEKCTYPaX B CO-
OTBETCTBYIOIINE TIEPEMEHHBIE, YTOObI HaM ObLIO Jierde paboTaTh ¢
JAHHBIMU:

//TonmyyaeM OaHHBEE U3 OJIEHIUHI-TEKCTYPH .

//3necs Mul mcnojsb3yeMm floatd, moToMy UTO IOAHHEE XPaHATCS
//B R,G,B u A wm X,Y,Z u W KaHagax.
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float4 blendData = tex2D( BlendTex, In.uv_BlendTex);

//TonmydyaeM LBeTa M3 TEKCTYpP, KOTOPHE M XOTUM OJEHIUTH
float4 rTexData = tex2D( RTexture, IN.uv RTexture);
float4 gTexData = tex2D( GTexture, IN.uv_ GTexture);
float4 bTexData = tex2D( BTexture, IN.uv BTexture);
float4 aTexData = tex2D( ATexture, IN.uv_ ATexture);

5. JlaBaiiTe OOBETMHUM HAIMH TEKCTYPHI € TOMOIIBIO (DYHKIUN
lerp (). OHa IPUHNUMAET /[BA [1BETA U TIPOU3BO/IUT HHTEPITOJISIIIO
MESKIy HUMH, UCTIOTB3YsI Yncio B inamnasone ot 0 70 1, mepenasae-
Moe B ITOCTIeAIHeM apTyMeHTe:

//Tenepb HYXHO OOBEIMHUTH BCE LBETa B OLUH
float4 finalColor;

finalColor = lerp(rTexData, gTexData, blendData.qg);
finalColor = lerp (finalColor, bTexData, blendData.Db);
finalColor = lerp (finalColor, aTexData, blendData.a);
finalColor.a = 1.0;

6. U nakonelr, Mbl IIepEMHOKUM CMeIlIaHHbIE 11BeTa TEKCTYP C I1BeTa-
MU [TOBEPXHOCTH, V11 MHTEPIIOJIAINN MEXK/Y KOTOPBIMU HCIIOJIb-
3yeTcst KPACHBIN KaHas GJI€HIMHT-TEKCTYPhL.

//I0obaBuM Hamu LBeTa JaHamadTa

float4 terrainLayers = lerp( ColorA, ColorB, blendData.r);
finalColor *= terrainlayers;

finalColor = saturate (finalColor);

o.Albedo = finalColor.rgb * MainTint.rgb;
o.Alpha = finalColor.a;

Pesyusrat o6benHe s YeThIPEX JTaH A THBIX TEKCTYP U TPUMEHE-
HUS TEXHUKY terrain tinting mpejcraBieH Ha cIeayoneM H300pake I,

Puc. 2.8. JlanawadT, nonyyaemblin B pedynbraTe
npumeHeHus TexHukn terrain tinting
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Kak aTo paboraer...

Bl MOTJIH yAUBUTHCST KOJIMUYECTBY KOJIA, HO KOHIIEN[UsT OJICH/IMHTA HA Ca-
MOM JieJie BechbMa IpocTa. {151 9Toi TEXHUKHI MBI HCITOJIb3YyeM BCTPOEHHYIO
dyHkIUIO lerp () U3 crangapraoil 6ubanoreku CGFX. Ira dyHkims
MO3BOJISIET HAM BBIOPATH 3HAUEHUE MESK/IY TIEPBBIM U BTOPBIM apryMeH-
TaMM C TIOMONIBIO TPETHETO apryMeHTa, UCIIOJIb3yeMOT0 KaK I0Ka3aTesb
CMeNINBaHNS.

Ta6bnuua 2.3. OnucaHue GyHKUMN lerp

dyHKUNA OnucaHune

lerp(a, b, f) BbInonHAeT nnHerHyo nHtepnonsaumio (1 - f) *a+b * £,
roe a b O4HOro TMna (BEKTOPHOr0 UM CKanspHOro).

£ MOXET OblTb CKaJIIPHLIM, U1V BEKTOPHBLIM — TOTO Xe Tuna
Yytoaunb

[MoaToMy, K TIpUIMepy, ecii HaM TIOTPeOYeTCss HAWTH CpeliHee MEXKIy
11 2, MBI MOKEM TOJICTaBUTh B DyHKIINIO lerp 0,5 B KauecTBe TPETHETO
apryMeHTa — B peayJisrare Mbl oayduM 1,5. Ham 210 0T/ImgHO 1oAX0IHT,
MIOCKOJIBKY 3HAYEHUST OTeIbHbIX KaHaToB RGBA-TekcTyp sBIAIOTCS 3HA-
YeHMSIMU C TJIaBaloleil TOuKoil, 00bIYHO B Auarasone ot 0 1o 1.

B mmeiizepe Mbi ipocTo GepeM O/IMH U3 KaHAJIOB U3 HaIllel OJICH/INHT-TEK-
CTYDBI U UCTIOJIb3YEM €T0 KaK TapaMeTp MYHKIMH lerp JJIsT YIIPABIEHUS
I[BETOM KaKIOT0 THKCesst. K mprMepy, 3a OCHOBY MbI BO3BMEM TEKCTYPY C
TPaBOIl U TEKCTYPY € TPsI3bI0, HCIIOIB30BAThH OYIeM KPACHBII KaHasl Hallel
GIEHIMHT-TEKCTYPBI — BCE 9TO MbI TIOJINM Ha BXO/ (DYHKIMK lerp (). B
pe3yJIsTaTe Mbl IIOJTyYUM KOPPEKTHO CMEIIAHHBII I[BET /7T KasKAOTO TTHK-
ceJist MOBePXHOCTH. BoJiee HArJISAIHAST IEMOHCTPAIINST PE3YIBTATOB PAGOTHI
(YHKIMU 1erp MPUBOAUTCS Ha CIEAYIONEM H300PaKEHUH.

o
9@-”j)= &

Peaynbrar

Puc. 2.9. Viges paboTbl GyHKUMN lerp

B xoje mieiinepa piig coznanus (puHaNbHON TEKCTYPbI UCIOJIB3YIOTCS
Bce 4 KaHasa OJIEHIUHT-TEKCTYPBI TITI0C 4 oTaesabibie RGBA-TeKCTyphI.
ITa UTOTOBAS TEKCTYpa U CTAHOBUTCH HAIIIUM I[BETOM, KOTOPBIH MbI MO-
JKeM MIePEMHOKUTD ¢ A Hy3HBIM OCBEIeHNEM.
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AdononHutenbHaa uHpopmauus
Penbed a5t 91010 penenTa ObLI CeIaH ¢ IIOMOIbIo porpaMmbl World
Machine. Mcnomnb3ayst aTy nporpammy, Bbl MOKETE C JIETKOCTHIO CO3/1aBaTh
OYeHD CJIOKHBIE JanmadTHbIe OJeHANHT-TEKCTYPbI U MOJEJIM.
o  World Machine ($189.00):
http://www.world-machine.com

Ucnonb3oBaHue KapTbl HOpManeun

Opna us HaubGoJiee PaCIPOCTPAHEHHBIX HA CETOAHSIIHUI JeHb TeXHUK,
MIPUMEHSIEMbBIX B UTPOBOIA MHLyCTPUH, — ATO UCIIOJIb30BaHUE KAPT HOPMa-
sieii. C e€ TTOMOIIbI0 MBI MOJKEM CO3/IaTh BUIUMOCTD JIETAJIM3UPOBAHHON
reoOMeTPUH Ha MaJIOZIeTATU3UPOBAHHBIX MOJIETISAX. Viest TEXHUKY 3aKJII0-
YaeTcst B TOM, YTO BMECTO BBIYKMCJIEHUST OCBEINEHUST JIJIST KK /IO BEPITHHBI
MBI KCIIOJIb3YEM HOPMaJib K TIOBEPXHOCTU B KaXKJOM IHUKCEJIE, KOTOPbIE
3aKO/IUPOBAHBI B IIMKCEJISIX KAPTHI HOPMAJIEid, B pE3yJIbTaTe 4ero y HaC M0-
JIydaeTcsl ropasio GoJiee JeTajbHasg KapTHHA PaclpeieieHus CBeTa [Py
COXpaHeHUH HeOOJIbIIOr0 YMCIa IOJTUTOHOB B MOIEJIH.

B 3D-zpaguxe normal mapping, maxace uzsecmuas xax «Dot3
bump mappings, — mexHuxa, UCNOIL3YeMas 0L UMUMAUUU 0CEe-
wenus 6nAOUH U BbICMYN08, ABNSACMCSL BAPUAHMOM PEANUSAUUL
Bump mapping. Texnuxa npumensemcs 0is dobasirenus demaieil
6es dobasnenus noauzonos. Ipumenenue smoi mexnuxu npusooum
K ahpermy cyuecmeennozo yayuuleHus 8Henezo suda u demaiell
HUSKONOIUZOHANLHBIX MOOENel 30 CUEM 2eHEPatuU Kapmvl HOPMd-
Jlell U3 8bICOKONOUZOHAILHOU MOdenu, uiu kapmol evicom. Kapmot
HOpMazell uaue 8cezo Xpausmcst kax obviunvie RGB-usobpancenus,
6 xomopoix RGB-xomnonenmor coomeemcmeyom KoopouHamam
X, Y, Z (s ykasannom nopsioxe) HOPMAIEU NOBEPXHOCTIUL.

[pempiayniuii hparMeHT TeKcTa sBJSETCS UTATON U3 Bukunenuu
(http://en.wikipedia.org/wiki/Normal mapping).

CerojiHst CyIiecTByeT MHOTO CIIOCOOO0B cO3/anust Kapt HopMmaseil. He-
KOTOpbIe Tipuiiokenust, Takue Kak CrazyBump (http://www.crazybump.
com/) u N2DO (http://quixel.se/ndo/), MO3BOJISIOT KOHBEPTUPOBATDH
2D-jaHHbIe B KapThl HOpMaJsel. J[pyrue npusioxenust, Takue Kak Zbrush
(http://www.pixologic.com/) 1 Mudbox (http://usa.autodesk.com), mo-
IyT CO3/IaBaTh KapTy HopMaJsiell Ha ocHoBe 3D-mozesn. Cam mporiecc co-




Mcnonb3osaHue kapTel HopMmanein II.--

3/1aHUs KapT HOPMaJiell onpeiesIEHHO BBIXOIUT 32 PAMKHU 3TOH KHUTH, HO
CCBLIKH, TIPUBOANMBbIE BBIIIIE, IOMOTYT BaM Paso0paThCs C 9THM.

C nmomomnipio hyHKIMN UnpackNormal () Unity mo3BOJIsIET JIETKO [10-
GaBUTH B IEHIep MOAAEPKKY KapT HOpMaJieii, He BBIXO/s 3a CHHTAKCHC
MMOBEPXHOCTHBIX TIelIepoB. /laBaiiTe MOCMOTPHUM, KaK 9TO JeJIaeTCsl.

MNMoagroroBka

Cospaiite HOBBII MaTepyuall U Ieiaep, IPUMEHNTE UX K HOBOMY OOBEKTY
Ha ciieHe. B aToil IpocToii clieHe Mbl CMOKEM COCPEOTOYNTHCS TOIBKO HA
TexHuke normal mapping.

Jluist aToro perenta BaM 1OTpebyeTcs KapTa HopMasieii, OJIHAKO B MPO-
exte Unity, mocTaBjisieMOM BMECTE C 9TO KHUTOI, €CTb YK€ TOTOBAsI TEKC-
Typa.

O6pasel; KapThl HOpMaJIeii, HOCTaBJIIEMBbI ¢ 9TOI KHUTOM, II0Ka3aH Ha
CJIE/IYTOIEM U300PasKEHWH.

Puc. 2.10. O6paseL kapTbl HOpMasnem

Kak aTo caoenarsb...

1. Jlo6aBum B 6JIOK CBOIICTB I[BETOBOII TOH 1 TEKCTYPY:

Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_NormalTex ("Normal Map", 2D) = "bump" {}

}

2. Cssxure cBoiictBa ¢ kogoM Cg, 100aBUB OIpeieIeHus IepeMeH-
HBIX TI0CJI€ UHCTPYKIIUU CGPROGRAM:
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CGPROGRAM
#pragma surface surf Lambert

//CeaxeM CBOMCTBa C MePEeMEHHEMM
sampler2D NormalTex;
float4 MainTint;

3. Temneps HY)KHO OTPEeAKTHPOBATH CTPYKTYPY Input, 3a/1aB B HEll
TIpaBUJIbHOE NMA HepeMeHHOﬁ HaIlen TEKCTYPBHI, '—ITO6I)I MBbI CMOT-
JIN NUCITOJIb30BATH UV-KOOPZ[I/IHaTbI MO/ieJIn IJIsA TEKCTYPbI KapThl
HOpMaJei.

//YBemurech, UTO B CTPYyKType mnepemaiorcsa UV
struct Input
{

float2 uv_NormalTex;
i

4. 3aKJIIOYUTEJIbHBIM 9TAIIOM Mbl M3BJIEKAEM HH@ODM&HHK)O HOD-
MaJIAX N3 TEKCTYPbl KapTbl HopManeﬁ C IIOMOIIbBIO BCTpOGHHOﬁ
dbyHKIMU UnpackNormal (). Ilocae aTOr0 mOTpEdyeTcs: TONbKO
IIPUMEHUTD O9TU HOPMAJIN K pE3yJibTaTaM pa6OTbI ITOBEPXHOCTHOI'O
mekaepa:

//TlojlyyaeM HanpaBJIEHMUS HOpPMaJiel M3 TEeKCTYPh KApPTH HOpMajen
//c nomompn GyHkumy UnpackNormal () .

float3 normalMap = UnpackNormal (tex2D( NormalTex,
IN.uv NormalTex)) ;

//TlpuMeHsIeM HOBHIE HOPMAaJIM K MOIEJM OCBEIEeHMI
o.Normal = normalMap.rgb;

Cienyiomiee nuso0pakeHue IeMOHCTPUPYET Pe3yJIbraThl pabOThI Hallle-
ro meizaepa:

Bes npumeHeHus kapTbi Pesynbrar npumeHeHus
HopMasnen KapTbl HOpManen

Puc. 2.11. VnnocTtpaumsa paboTsl WwWeligepa
6e3 1 c KapTol HopmManem



Mcnonb3osaHue kapTel Hopmanemn I.--

Kak aTo pab6oraer...

Maremaruka, ucrosb3yemas B normal mapping, BbIXOJAMT 32 PaMKK JlaH-
HOU TJ1aBbl, TeM 6oJiee yTo Unity Beé paBHO BCE yike caesana 3a Hac. Ham
JIOCTYIIHbBI BCe HeoOX0oAUMbIe (DYHKIIMHU JIJIsE UCIIOJIb30BAHUA KapT HOpMa-
Jiei B TIeiiepax, Tak YTO HAM CAaMUM He TIPUAETCS MUCATh OJUH U TOT Ke
KOJ/I CHOBA M CHOBa. JTO elllé o/{Ha IIPUYKNHA, 110 KOTOPOI UCII0JIb30BaHUE
[OBEPXHOCTHBIX IIEHAEPOB, — 9TO 10-HACTOAIIEMY d(DPEKTUBHBIN CI10C00
HaIMCaHUS MeHepPOB.

Ecau Bb 3arsisinure B paitai UnityCG. cginc, KOTOPbIA MOYKHO HAWTH
B Iarke Data B IMPEKTOPUH, Ky/ia Bbl ycTaHoBUM Unity, TO BbI Hai€éTe
onpesenerns GyHKIUU UnpackNormal (). YTOObI IIOJIy4UTh KOPPEKTHbIE
JlaHHbIe J17is1 (DYHKIMU OCBeIeHUs KaXK/I0ro MUKCeJisl, BaM HY’KHO JIUIIb
HCIIOJTb30BaTh ATy (DYHKIIMIO BHYTPU BAlllero MOBEPXHOCTHOIO Iiieiije-
pa — Unity Bo3bMeT KapTy HopMasiell 1 00paboTaer eé 3a Bac. IKOHOMUS
BPEMEHU TIPOCTO KOJIOCCaThHAs!

[Tocsne Toro kKak BbI pacriaKkyere KapTy HOpMaJiell ¢ TIOMOIIbIO (hyHK-
HHHﬁUnpackNormal(),pGSyﬂHHH‘HyXGK)6yﬂeT nepeaarb B CTPYKTYPY
SurfaceOutput, 9TOOBI €10 MOKHO OBLTIO UCIIOJIB30BaTh B DYHKIMI OCBEIIe-
HUA. [[eﬂaeTcg 9TO € IOMOIIBIO CTPOKU KOJla o .Normal = normalMap.rgb;.

Ho 310 eLwyé He BCé...

MbI MOsKeM 106aBUTH TTAPAMETPBI JIJIsT HACTPOIKHU KapThl HOpMaJIel 1Ieii-
Jiepa, ¢ IIOMOIIbIO KOTOPBIX 110J1b30BaTE/Ib CMOXKET PeryJupoBaTh e¢ UH-
TEHCUBHOCTD. /|JI1 9TOTO HY;KHO BCETO JIUTITb MOIUMDUITUPOBATD X M y KOM-
MTOHEHTHI BEKTOPa HOPMAJIH.

1. JloGaBbre emnié oJHO CBOWCTBO B OJIOK CBOWCTB U HA30BUTE €TI0
_NormalIntensity, TaK, KaK IIOKa3aHO B CJIeyIOLIeM cbparMeHTe

Ko/JZa:

Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_NormalTex ("Normal Map", 2D) = "bump" {}
_Normallntensity ("Normal Map Intensity", Range(0,2)) = 1

}

2. He 3abyubre 0ObSIBUTH COOTBETCTBYOIINE IEPEMEHHBIE,

//CBsaxeM CBOMCTBa C KOIOM
sampler2D NormalTex;
float4 MainTint;

float NormalIntensity;



m--.l Mnaea 2. Cospatue abdekTos € NOMOLLBIO TEKCTYP

3. YMHOXXBTE x M y KOMIIOHEHTBI PacTIakOBAaHHOM KapThl HOpMaJIeil Ha
9TOT HOBBIN IapaMeTp nu HpHCBOﬁTe IoJsrygmnBIIeecs 3Ha4CHueE 11e-
peMeHHOﬁ normalMap. TeHepb TIIOJIb30BaTeJIb CMOJKET HACTpanuBaTb
WHTEHCUBHOCTDH KapThl HOpMaJIEﬁ B I/IHCHCKTOPC MaTtepuaJia:
//TonyuyrM IaHHEE HOPMAaJIell M3 TEeKCTYPH KapThH HOpMajien
//c momompn byHxumy UnpackNormal () .
float3 normalMap = UnpackNormal (tex2D( NormalTex,
IN.uv NormalTex)) ;

normalMap = float3 (normalMap.x * Normallntensity,
normalMap.y * NormallIntensity, normalMap.z);

Crenyiotee n3o6paxeHue IEMOHCTPUPYET PE3yJIBTaT MOAUDUKAIIUK
KapTbl HOpMaJIell HAITUMU CKaJISIPHBIMU 3HAYCHUSAMM:

WHTeHcusHocTb Hopmaneii: 0.1 MHTeHcHBHOCTL HopManei: 1 WHTeHcHBHOCTL HopManei: 3

Puc. 2.12. inniocTtpauusa paboTel Wweiaepa ¢ pasfinyHom
MHTEHCUBHOCTbIO KapThl HOpManen

Co3paHue npouenypHbIX TEKCTYP
B penakTope Unity

BriBatoT coryyamn, Koria BaM X04eTCsT IITHAMUYECKHU CO3[aBaTh TEKCTYPBI U
MOAMMUITIPOBATh UX IIKCEJN B PAHTAMe [IJIs TOCTUKEHUST PA3IMYHBIX
adpdekros. O6bYHO TaKkue 9 dEKThl HA3bIBAIOT IPOLELYPHBIMU TEKCTYP-
HbIMU adexTamu. BMecto Toro 4To6bl BpyYHYIO cO3/[aBaTh HOBBIE TEKC-
TYPBI B rpadnIecKOM peJaKTope, BBl MOKeTe IIPOTPAMMHO CT€HEPHUPOBAThH
JIBYMEPHBII MacCUB TIHKCeJaeH U J06aBUTh WX B HOBYIO TekcTypy. [locie
ATOTO TEKCTYPY HYKHO TIepe/laTh B Ieiep, 4ToObI OH MOT HCIIOJIb30BaTh
e€ /114 BbIYMCJIeHUI.

JTa TeXHUKA MOXKET BaM ITPUTOJUTHCS, €CJIU BbI 3aXOTHTE HAPUCOBATH
IITHAMUYECKN CO3[AaHHYIO TEKCTYPYy Ha Y:Ke CYIIeCTBYIOIIEH TeKCType
IPY B3aUMOJIENICTBUY UTPOKA C OKPY:KAIOIUM UTPOBBIM MUpoM. C eé 1o-
MOIIIbIO MOKHO PeaTn30BaTh 9 (HEKT CIIE0B OT ITyJIb HA CTEHE UJIU CO3/a-
BaTh IIPOIleyPHbIE (DUTYDPBI, KOTOPBIE TOTOM HCIIOJIb30BaTh B IHEinepe.
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Cy1iecTByeT MHOTO CUTYaIlM, B KOTOPBIX BaM IIPUTOJATCS CO3/1aHne HO-
BOH TEKCTYPBI, 3alI0JIHEHME e€¢ HEKUM [TPOLIEYPHBIM [TaTTEPHOM U [10CIe-
nytorast o6paboTka eé B BalleM Ieiizepe.

Eciu MBI XOTUM AWHAMITYECKH T€HEPUPOBATH TEKCTYPBI, HaM He 0601 -
THCH 6e3 CIeNUaNTbHOTO CKPUIITA, KOTOPBIH OyzeT aTo jmenarth. JlaBaiite
MOCMOTPYM, KaK HATMCATh TAKOW CKPUTIT, KOTOPBIH Oy/IeT TepeaBaTh B
MOBEPXHOCTHBIH HIeiiep AMHAMUYECKH CO3/IaBAEMYIO TEKCTYPY.

MNMoagroroBka

Jluist Toro 4To6bI HayaTh padoOTaTh C STUM PELIEITOM, BBIIOJHUATE CJAELYIO-
e 1eficTBUS:

1. Cospgatite HOBBITT C# CKpUNT B BalleM TTPOEKTe W HA30BUTE €TO
ProceduralTexture.

2. CospaiiTe Ha ClleHe MyCTOi GameObject M yOeUTECh, YTO OH Ha-
xoautes B (0, 0,0), 3aTem Ha3HAUBTE €My CKPUTIT ProceduralTex -
ture.cs.

3. Masee cospmaiiTe HOBBIN IIeii/iep, HOBBI MaTepuas U HOBBIA 00b-
€KT, K KOTOPOMY MBI IIPUMEHUM 9TOT Marepuas. He 3alby/pre 3a-
JIaTh UM [IEHIepy U MaTepuaty, YToObI UX BIIOCIEACTBUU MOKHO
OBLIO JIETKO HANTH.

4. CpenaB Bcé 9TO, Mbl I'OTOBBI HalKCaThb KOJ, KOTOPBI Oymer
reHeprpoBaTh KPYrOBOW TPAJMEHT, PUCOBATH €r0 Ha TEKCTYPE U
repefaBaTh 9Ty TEKCTYPYy B mieiiziep. K KoHILy aTOTO perenTa Bbl
cjejiaere TEKCTYpy, KoTopas OyaeT BBIIISAeTh KaK 9T0 u306pa-
JKEHIe.

Puc. 2.13. TekcTypa, KoTopas y Bac
JAOJIKHa nonydnTbCa K KOHLY peuenTta
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Kak aTo coenarsb...

1. JToGaBbTe MepeMEeHHYO JIJIsT U3MEHEHSI BBICOTBI U IIUPUHBI Balllei
TEKCTYPBI, a TaKXKe ITepeMeHHyI0 THIa Texture2D JJIs1 XpaHEHUs
CreHepUPOBAaHHON TeKcTypbl. KpoMe atoro, Ham 1moTpebyercst He-
CKOJTKO MPUBATHBIX TIePEMEHHBIX JIJII XPAHEHUS TaHHBIX BO Bpe-
M3 BBITIOJTHEHUST CKPHUIITA.

#region Public Variables

//C MOMOWBI BTUX I[EPEMEHHEIXK Mbl CMOXEM M3MEHSTH pas3Mep
//TexkcTypr, a Takxe BuUIEeTh €& B pemakTope

public int widthHeight = 512;

public Texture2D generatedTexture;

#endregion

#region Private Variables
//BHYTpEHHME [epeMeHHEE CKPUIITa
private Material currentMaterial;
private Vector2 centerPosition;
#endregion

2. B ¢dyHrmum Start() Hamero CKpUITa TMEPBBIM JEJOM HaM
HYJKHO TIPOBEPUTH, €CTh JIM Marepuaj y o0beKTa, K KOTOPO-
My OTHOCHUTCS CKPHUIT. ECJU eCTb, TO MBI BbI30BEM (DYHKITHIO
GenerateGradient (), KOTOPYIO Mbl HAITUIIIEM JIaJI€E, 2 BO3BPalla-
eMoe el 3HaUeHue COXpaHNM B IIEPEMEHHYI0 generatedTexture
THUIIA Texture2D:

void Start ()
{
//llpoBepsaeM, €CTb JM Ha BTOM OOBEKTEe MaTepuasl
if (!currentMaterial)
{
currentMaterial = renderer.sharedMaterial;
if (!currentMaterial)

{

Debug.LogWarning ("Cannot find a material on:
+ transform.name) ;

//TeHepupyeM NPOLENyPHYD TEKCTYPYy

if (currentMaterial)

{
//TeHepupyeM TeKCTypy IpaiueHTa
centerPosition = new Vector2(0.5f, 0.5f);
generatedTexture = GenerateGradient () ;
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//llpricBanBaeM €& MaTepually TeKyllero obbeKTa
currentMaterial.SetTexture (" MainTex", generatedTexture);

}

3. Tlocsie atoro HaM Hajo OOBSABUTE (QYHKIHIO, KOTOpast OyeT reHe-
pUPOBATh KAPTUHKY:

private Texture2D GenerateGradient ()

{

}

4. Tenepb 106aBUM B (DYHKIIHMIO AJITOPUTM, TEHEPUPY O KPYTOBOI
TPaJIMEeHT /i Hatel TekcTypbl. He BosHYyliTECh, ecii Ha TaHHBIN
MOMEHT BaM YTO-TO He MOHSTHO. MbI pasbepéM KasKAyl CTPOKY
KO/Ia B CJIEYIONIEN CeKINN 3TOTO PEIernTa.

private Texture2D GenerateGradient ()
{

//CosmamuMm HOByW Texture2D

Texture2D proceduralTexture = new Texture2D(widthHeight,
widthHeight) ;

//Y3HaéM LEeHTP TEeKCTYPH
Vector2 centerPixelPosition = centerPosition * widthHeight;

//TlpoiinéMcsa o BCEM MMKCEJIAM, OINpenesiMM UxX PAaCcCTOSAHME OT
//UeHTpa ¥ Ha OCHOBE 3TOTO NPUCBOMUM UM SBHAUEHMUSI.
for (int x = 0; x < widthHeight; =x++)
{
for (int y = 0; y < widthHeight; y++)
{
//BHUMCIISEM PACCTOSHME OT LEHTPa TEeKCTYPEH
//100 BHOPAHHOTO MMUKCEJIS
Vector2 currentPosition = new Vector2(x, v);
float pixelDistance = Vector2.Distance
(currentPosition, centerPixelPosition)/
(widthHeight*0.5f) ;

//VIHBEPTUPYEM BHAUEHMs M OTPaHUUMBAEM UX
//nuanazonom [0, 1]

pixelDistance = Mathf.Abs (1l - Mathf.Clamp (
pixelDistance, 0f, 1f));

//Co3naéM HOBHY LBET NMKCEJIS

Color pixelColor = new Color (pixelDistance,
pixelDistance, pixelDistance, 1.0f);
proceduralTexture.SetPixel (x, y, pixelColor);
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//VI HakoHel,, BanucCbHBaeM BCEe M3MEHEHMS B TEeKCTYpy
proceduralTexture.Apply () ;

//Bo3BpamaeM TEKCTYyPy B OCHOBHYK NPOTpaMMy .
return proceduralTexture;

Kak aTo paboraer...

CKpHIIT HAYMHAET CBOIO PabOTy € TOTO, YTO TIPOBEPSIET, €CTh JIN MaTepPH-
all y 00bEeKTa Ha CI[eHE, KOTOPOMY MBI IIBITAEMCSI HA3HAYUTH TEKCTYPY.
Ecam na, To MBI TpHICBanBaeM TIePEMEHHON currentMaterial 3HAUYeHME
renderer.sharedMaterial, TO €CTh Halll MaTepUal.

[Tocse aTOTO MBI CMOTPHUM Ha HAIIY CJEMYIONYI0 HHCTPYKIINIO 1 f () U
mpoBepsieM, KOppeKkTeH i Matepuai. Ecam fa, To Mbl BbI3bIBaeM (hyHK-

IO GenerateGradient (), KOTOpas BEPHET HaM 3K3EMILISIP Kjacca
Texture2D.

Korma VCIIOJTHEHUE TIPOrPaMMBbI IOXOIUT o @yHKuHH
GenerateGradient (), TO CHa4daJia C ITOMOIIILIO KOHCTPYKTOpa

Texture2D (), B KOTOPBIN TlepefacTcs Hallla TiepeMeHHas widthHeight,
co3/1aéTcst HOBasi TEKCTypa. B pe3yJibTaTe Mbl OJydaeM Ty CTYIO TEKCTYPY,
B KOTOPOH B KBa/[paTe CO CTOPOHOU widthHeight MOKHO yCTaHABJIUBATH
1[BeTa MUKCee.

B HOBOII TEKCTYpe MBI pacCUNTBIBAEM MOJIOKEHUE TIEHTPATBHOTO TTHK-
ceJis ¥ COXPaHsieM ero B IePeMEeHHON centerPixelPosition. [Tocie uero
MBI I06aBJIsIEM JIBA IIUKJIA, KOTOPBIE TIPOCTO MPOXO/AT M0 BCEM TTUKCESIM
B Hallell mycToii TekcType. Ecii BaM He 3HAKOM ITHKI for B sA3bike C#, TO
BBl MOJKeTe Haiitu nH(opMaiuio o HEM Ha caiire http://msdn.microsoft.
com/en-us/library/ch45axte.aspx.

[lanee st KaXao0TO THKCEJS B KOOPAWHATE Vector2 (x,y) MBI U3-
MepsieM PacCTOSTHWE OT TIEHTPATBHOTO MUKCEJS ¢ TIOMOMIBIO (DYHKITUN
Vector2.Distance (). JTa (OYHKIMS BO3BPAIAET YHCJIO C TJIABAOIIEiH
TOYKOM, HAPUMED €CJIU Ha HEKOTOPOI UTepariui IUKJI0B ObLIN BHIOPAHbI
KOOPAMHATHI MUKCEIA Vector2 (32, 32), TO MBI IOJIYYUM PACCTOSHUE OT
IEeHTPa, paBHOoe 316,78, TPW YCITOBUM YTO MBI CO3/IAJIN TEKCTYPY Pa3MEPOM
512x512. ITO YUCIIO0 COOTBETCTBYET PACCTOSTHUIO OT TIEHTPA JIJIST TIMKCEIST
¢ koopauHaTamu (32, 32).

ITocie 3TOTO HAM TIOTPEOYETCST HOPMATM30BATh PACCTOSTHHUE JI0 TIEHTPA
Tak, 4ToObI OHO ObLIO B Auanazone ot 0,0 10 1,0, 4TOOBI €ro MOKHO OBLIO
MCIIOJTh30BATh B KayecTBe 1iBeTa (KOMIOHEHTHI 1iBeTa Unity XpaHuT B ina-
nazoHe oT 0 70 1). Bcé, uTto HaM HY)KHO cllesiaTh /IS ATOW HOpMasn3a-
U, — 9TO MOJIETTUTH PACCTOSIHUE HA TIOJIOBUHY TUPUHBI TEKCTYPHI (U1




CospaHue npoueaypHbix TekcTyp B peaaktope Unity I.--

BBICOTBHI, TAK KaK OHA KBaJIpaTHasI). B TaHHOM cJTydae MBI IeTUM PacCTosI-
Hue Ha 256, MOCKOIbKY UMEHHO 3TO YUCJIO SIBJSETCS TIOJOBUHON OT 512,
[ToaTomy mutst paccrossaus 316,78, mosyueHHOTO B TIPEIbIIYIIIEM TIPUMEpE,
1ocJie HOpMaJIu3alliy Mbl TOJIyYuM 3Hadenue 1,23.

Tereps ke HaM HYKHO YOEIUTCS, YTO Y HAC HET 3HAYECHUHT, HOTBITIX
eIMHUIIBI VTN MEHBIINUX HYJIsI, — TI09TOMY MBI HCIOJb3yeM (DYHKIIHIO
Mathf.Clamp (), KOTOpas I03BOJIIET HAM OIPAHWYMUTb UX IIpejieiaMHu,
nepelaBaeMbIME B (DYHKITHIO B KA4ECTBE apTyMEHTOB. UTOOBI MOTYUIHTH
HOPMaJIN30BaHHbIE 3HAYEHWST, MBI TIepefiaéMm B aTy dyukimio 0 u 1.

W nakownerr, Mbl MHBEPTUPYEM TOTyYeHHBIE 3HAYCHUS, BBIUUTAS WX
u3 1, a pe3ysIpTaT MPUCBAMBAEM BCEM TPEM KaHAJIaM HOBOII I[BETOBON Tie-
pemeHHo. BarystnuTe Ha cieyioliee H300pakeHue.

0.« 3HaueHue

nukcens

Puc. 2.14. VinnocTtpaums ananasoHOB 3HAYEHUN
nukcenen — oT LeHTpa 1 4o paguyca

Ho 3710 eLwyé He BCE...

Tenepn, Kor/1a Bl YBU/IEJNU, KAK MOKHO T€HEPUPOBATH 3HAYEHUS TTUKCE-
Jieil ¢ TOMOIIBIO0 BCEro JIMIIb HeOOJIbIION MOPIMK BEKTOPHOI MaTeMaTH-
KU, TIO/lyMaliTe, KaKue ellle JIaHHble MOXKHO CreHepUPOBATh U XPAHUTH B
TEKCTypax.

1. Caenyomuii Ko reHepupyeT KapTUHKY € KOJIbIIaM1 BOKPYT 1EHT-
pa TEeKCTYPBI:

//ToJy4rM PacCTOsSHME OT LEHTPa TEeKCTYPH

//00 Hamero BHOPAHHOTO NUKCEJIS.

Vector2 currentPosition = new Vector2(x,y);

float pixelDistance = Vector2.Distance (currentPosition,
centerPixelPosition)/ (widthHeight*0.5f) ;

pixelDistance = Mathf.Abs (1-Mathf.Clamp (pixelDistance, 0f, 1f));
pixelDistance = (Mathf.Sin(pixelDistance * 30.0f) *
pixelDistance) ;
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2.,Haﬂee MIPpUBOANTCA KO i1 BBIYUCJIEHUA CKaJISAPHOTO IPOU3BE-
A€HUS HallpaBJ€HUSA OT IEHTPa I/1306pa>KeHI/I§I K TIUKCEJTIO M Oceil
KOOpZAnHAT:

//MOXHO meslaTb UTO-TO OOJIee MHTEepEeCHOEe C BeKTopamy,

//nss Toro UTOOH pacCuMTaTbh OPyIMe IaHHHE 10 MOLEeJI,

//UV unm uBeraM OMKCeJeN.

Vector2 pixelDirection = centerPixelPosition - currentPosition;
pixelDirection.Normalize () ;

float rightDirection = Vector2.Dot (pixelDirection, Vector2.right);
float leftDirection = Vector2.Dot (pixelDirection, -Vector2.right);
float upDirection = Vector2.Dot (pixelDirection, Vector2.up);

3. Aatotr KOl UCTIOJIb3YIOTCA JIAA BBIYUCJIEHUA yTJla MEKAY HallpaB-
JIEHMEM OT IIEHTPa 1/1306pa>1<eH1/151 K IMUKCEJI0 1 OCAMU KOOP/IMHAT.

//MOXHO mesyiaTb UTO-TO OOJIee MHTEpEeCHOEe C BeKTOopamy,

//nss Toro UTOGH pacCUMTaTh OPYyITMEe IOaHHHE 10 MOLEJIM,

//UV unm uBeraM OMKCeJen.

Vector2 pixelDirection = centerPixelPosition - currentPosition;
pixelDirection.Normalize () ;

float rightDirection = Vector2.Angle (pixelDirection, Vector2.right)/360;
float leftDirection = Vector2.Angle (pixelDirection, -Vector2.right)/360;
float upDirection = Vector2.Angle (pixelDirection, Vector2.up)/360;

Pesyiibrarhl, mojsydeHHbie Ipu 06padoTKe MUKCeIel ¢ TTOMOIIBIO BbI-
YNCJIeHNI Pa3IMYHbIX BEKTOPOB U YIJIOB, IPEACTABICHBI Ha CIEAYIOIEM
n300pasKeHNMN.

CHHYC pPacCTOSHUSA NUKCeNs OT LeHTpa CkansipHoe npouseegeHue Yron Hanpasnenus nukcens
Hanpas/ieHNsi TUKCeNs

Puc. 2.15. VinnocTpaumsa pa3nnyHbiX BbIMUCAEHWIA NMUKCENEN

QddekT ypoBHen Photoshop

Ecsin Bam Kor1a-1100 JI0BOANIIOCH 3aHUMATBCS PEAKTUPOBAHUEM U300~
pPaKeHUIT — PETYNNPOBaTh ceMmelinbie (ororpacduu, IeraTb UTPOBBIE
TEKCTYPbI WJIN PUCOBATH KaPTUHY Ha KOMIIbIOTEPE, Mbl YBEPEHDI, YTO Bbl
IIOHMMAETe, HACKOJILKO TOJIE3eH UHCTPYMEHT «YPOBHU» ISt TII00AIbHON
HacTpoiiku Beero uzobpaxkenust. Takoii ke Photoshop-miogo6ubrii adext
MOJKHO PEaI30BaTh U B IIeHepe.
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Bee pasnoo6pasHble HHCTPYMEHTBI PEIaKTHPOBAHUS U300pasKeHUH 1
pPEeXUMBI GIeH/MHTa, KOTOpbie MOKHO Haiiti B Photoshop, ommceisaior-
cst HaboPOM MaTeMaTHueckux oreparuit. [ToToMy d9To, st TOTO YTOObI
MOTYYUTh (DUHATBHBIN TIBET N300PAKEHNsI, MBI YMHOKAEM, CKIIA/[BIBAEM,
BBIYUTAEM WJIM CPABHUBAEM OJIHU TTMKCEJH C APYTHMHU TTITKCEJISIMU.

U XOTsSt MBI MOTJTH OBI HATIUCATH TETYI0 KHUTY, TOCBSIIEHHYIO PEIerTam
pasnnyHoil MaTematuku st Photoshop-addekros, B 91011 MbI choKycH-
pyeMcst b Ha ypoBHsX. Bosee ToHKME PEsKUMBI OIEHIWHTA MBI Pac-
cmotpuM B 1i1aBe 10 «Co3zmanne skpanubix adgdexton B Unity ¢ TOMOITHIO
PEHIEP-TEKCTYP>.

MNMoagroroBka

Jlist paboThI ¢ HTUM PEIENTOM BaM HY;KHO OyJIeT c/eJaTh HOBBIH Ieii-
JIEp U HOBBIIT MaTepHaJl, a TAKJKE HA3HAYMTD €r0 0ObEKTY Ha HOBOI ClieHe
Unity. Kpome Toro, BaM TOHaJ06UTCSA MCXOAHAS TEKCTYPa, HA KOTOPOIi
MOJKHO OY/IET TIPOTECTUPOBATH HAII KOJ[ 110 paboTe ¢ ypoBHAMU. Bbl MOsKe-
Te UCII0JIb30BATb MATEePUAJIbI, IIOCTABJIsIEMbIE C 9TON KHUTOM.

Kak sTo coenars...
1. B HoBbIi meiigep nobaBbTe CIenyoIue CBOiCTBA:

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}

//BXOOHBEIE 3HAUEHUS YyPOBHEN

_inBlack ("Input Black", Range (0, 255))
_inGamma ("Input Gamma", Range (0, 2)) =
_inWhite ("Input White", Range (0, 255))

=l

.61
= 255

//BEIXOLHEIE 3HAUYEHMS YPOBHENR

_outWhite ("Output White", Range(0,255)) = 255

_outBlack ("Output Black", Range (0,255))
}

Il
o

2. He 3abyabre Takke OOBSIBUTH 9TH CBOWCTBA KaK IEPEMEHHBIE B
610Ke CGPROGRAM:

//IoBaBuM NepeMeHHHEe
float _inBlack;
float _inGamma;
float _inWhite;
float _outWhite;
float _outBlack;
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3. CospmaliTe HOBYIO TTEpPEMEHHYIO /IJII XPAHEHUST TOJBKO KPACHOTO
KaHaJIa Hallel TeKyliel TeKCTypbl MainTex:
//llepeMeHHas IJiS XPaHeHMS KPACHOTO KaHajla TeKCTYPH
float outRPixel;
4. Tlockosbky nanmble, MpefocTaBisieMble HaM (DYHKIIMEH tex2D (),
HOPMaJIN30BaHbI B /[HAIIa30HE OT 0 10 1, HaM HOTpe6yeTCH IpuBec-

TH UX K quamnasony ot 0 10 255.

//IpeobpasyeMm mmanazod or 0 mo 1 k mmanazsony or 0 mo 255

outRPixel = (c.r * 255.0);

5. [lanee Mbl BbIYUTAaeM U3 ITOU TePeMEHHON 3HAYEHUE TTapaMeTpa
Input Black, 4TO Oy/IeT fesiaTh Bee TUKces i GoJiee TeMHBIMU TIPH

nepeMerennn ciaaiinepa K 3Haqenuio 255.

//BeriTeM 3HaueHMe uEPHOTO B Napamerpe _inBlack
max (0, outRPixel - _inBlack);

outRPixel =
3aTeM cjesaeM Bce THKcen Gosiee OETBIMU TIPU TIePeMEleHIH

6.
craiinepa Input White K 0, a pe3ybraT BO3BEIEM B CTETIEHD BXOJI-
HOU TaMMBI.
//YBemmuyM 3HadYeHre OeJIoTo IJid KaxXOoTro IUKCEJIS
//c nomompio _inWhite
outRPixel = saturate (pow (outRPixel / (_inWhite - inBlack), _inGamma));
7. llepeMHOXUM HOBBIE 3HAYEHUS MMUKCEJIEH C PAa3HUTIEH BBIXOIHOTO

6€JI0T0 1 BBIXOZHOI0 YEPHOTO, a 10CJIe BHOBb HOPMA/IU3y€eM 3Have-
HUS TUKcesiell kK aunanaszony ot 0 mo 1:

//VI3MEHMM MTOTOBYI UEPHYI TOUKY M OeJIyln TOUKYy
/ /v npuBeném mmanaszon orT 0 mo 255 k mmamasoHy ot 0 mo 1.
outRPixel = (outRPixel * ( outWhite - outBlack) + outBlack)/255.0;

Cienyioliee nu3o0pakeHue IeMOHCTPUPYET UTOrOBbI 9 herT paboTh
HaJl yPOBHSIMU Halllell TEKCTYPbI B Ieliepe.

Ak
OpHrvHanbHoe M3obpakeHne W306parkeHue noc/ie npuMeHeH!s
HPrnbTpa

Puc. 2.16. nnioctpauma npuMmeHeHns
06paboTKM C MOMOLLLbIO YPOBHEN
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Kak aTo pab6oraer...

DyHKIM surf HAYMHAET CBOIO paboTy € TOrO 4TO, COXPAHSAET L[BET TEKC-
TYPbI B liepeMeHHYI0 c. Ha aTom artarie Mbl Oy/ieM paboTarh ¢ OTAeIbHBIMU
KaHajlaMi 1 MeHSTh 3Ha4eHus THUKcenaell B HuX. JlJ1s 9TOTO MBI CO3/I1aéM
HOBYIO IIePEMEHHY10, Ha3bIBaeM €€ outRPixel M IpUCBanBaeM el 3Haue-
Hue c.r * 255. Tak Mbl IpeoOpasyeM 3HadeHus U3 guanasona ot 0 go 1
K auarma3ony ot 0 1o 255.

[Tocse aToro U3 TeKylIero 3HaUeHusl ITUKCeJIsl Mbl BIYMTaeM 3HAUYEHMe
CBOICTBa inBlack, [ist TOTO 4TOOBI C/IEIATh IBET MUKCEST Gosiee TEM-
HbIM. HpI/I 9TOM MbI KOHTPOJIMPYEM, UTO ITOCJI€ BbIYUTAHUA 3HAYEHUE TTNK-
ceJsisi He CTaHeT OTPUIATENbHBIM € TIOMOIIbIO (DYHKIIUU max (), KOTOpast
BO3BpallaeT HaM MaKCUMaJIbHOE U3 JIBYX 3HAUEHUIL.

Ta6nuua 2.4. OnncaHme GyHKUNM max

dyHKunsA OnucaHue

max (a, b) Boaepalyaet Makcumym a U b

Terniepb MBI MO/IETTUM Hallle U3MEHEHHOE 3HAUEHUE TTHUKCEseil Ha 3Ha-
YyeHue HOBOM TOYKM OeJI0ro. Y3HaTh 3HadeHue HOBOW TOYKU OEIOro Mbl
MOJKEM, €CJI BBIUTEM 3HAUeHWMe inBlack M3 3HAYEHUSI inWhite. JTO
MPUBEAET K TOMY, UTO 3HAUEHHUE TTUKCEJIST YBEJUIUTCS, TO €CTh OH CTaHET
sipue. YBeJIMueHHoe 3HaueHue MTUKCeJIst BOBBOJMTCS B CTEIIEHb _inGamma,
YTO TI0-CYIIECTBY MO3BOJISIET TIEPEMENIATh 3HAUYECHUE CEPETMHHON TOUKN
I[BETA TEKYIIETO ITUKCEJISI.

W naxownert, emé pa3 MoguduIMpyeM ITHKCeJb € TOMOIIbI0 _outWhite
U _outBlack, Uit TOTO YTOOBI Y BAC OBLIA BO3ZMOKHOCTH HTOTOBOTO TJI0-
6aJIbHOrO KOHTPOJISI 32 MUHMMAJIbHBIM Y MAaKCUMAaJIbHbIM 3HAUEHUSIMU
nukcesist. ITocjie 9Toro pesyJsrar AeuTces Ha 255, 4To0bl HOPMaIu30BaTh
ero k mkaJse or 0 1o 1.

ITO 3HAYEHUE MBI IPUCBANBAEM o . Albedo JIJisl BBIYMCJIEHUS UTOTOBO-
ro auddystoro usera. ITo Mepe TOro Kak Bbl OyJeTe dKCIIEPUMEHTHPO-
BaTh CO cJaiijiepamu Ha 3akianke HceKkTopa Matepuasa, Bbl 3aMETHTE,
YTO TeNepb Yy Bac MOSIBUJIACh BO3MOKHOCTD J€TalbHO KOHTPOJUPOBATDH
KOHTPACTHOCTD U SIPKOCTh TEKCTYPHI.

Ho 3710 eLwyé He BCE...

MbI yBepeHbl, UTO BbI 3aMETUJIM B TIEHAepe MHOTO JyOJIUPYIONIErocst
KoJ1a. MBI MO3KEM cO3/1aTh COOCTBEHHYIO (DYHKITUIO BHYTPH TIIeiiiepa, 4ro-
GBI IPUBECTH KO/ B OPsiZIOK. Tak Mbl Gy/1eM co/iepsKaTh Halll [eiepHbIil
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KOJI B UHCTOTE, a C TOYKK 3peHuUst paspaboTurKa OH ctaHeT Oosee addek-
TUBHBIM. B3rsigHuTe Ha caenytontyio GyHKITHIO.
float GetPixelLevel (float pixelColor)

{
float pixelResult;

pixelResult = (pixelColor * 255.0);

pixelResult = max (0, pixelResult - inBlack);
pixelResult = saturate (pow(pixelResult / (_inWhite -
_inBlack), _inGamma)) ;

pixelResult = (pixelResult * ( outWhite - outBlack) +

_outBlack) /255.0;
return pixelResult;

}

Vcnionb3yst 9Ty HOBYIO (DYHKITMIO BHYTPHU HAIIETO Teiepa s obpa-
GOTKH UTOTOBOTO YPOBHS TUKCEJIEH, MBI COKPATHIN (DYHKIIUIO surf /10
TPEX CTPOUEK KOJIa TI0 BCeM KaHasiaM BMecTo npexkuux 15. Tak kox cra-
HOBUTCS TOPA3I0 YMIILE, U TETEPh, KOT/IA TOHA0OMTCS, MBI MOKEM JICJIaTh
M3MEHEHUS BCETO JIUIIb B OZIHOM MECTE BMECTO TPEX.

AononHutenbHaa nHnopmaums

[lonomauTenpHas undopmarus 1mo ahheKTy «ypoBHEH» HAXOAUTCS
Ha caiite GPU Gems (http://http.developer.nvidia.com/GPUGems

gpugems_ch22.html).




rNABA 3
Mycrb BaAWIN Urpbl 3aCUAIOT
OTPCKEHHBIM CBETOM

Bol HaBepHsika urpaau B Takue urpsl, Kak Gears of War i Call of Duty,
PeaNTMCTUIHOCTD TPaMKN B KOTOPBIX B HEKOTOPBIE MOMEHTHI MOPasKaET.
Kaxk ske onn aToro nobusaorcs? KoHeYHO jke TyT MHOTO COCTABJISIIOIHX,
HO OJIHOM M3 HUX, HECOMHEHHO, SIBJISIETCS NCTIOIb30BAHUE PA3JTUYHbIX Ba-
PHMAHTOB TJISTHIIEBBIX MAaTEPHAIOB. B 9TOM ryiaBe pacKpbIBAIOTCS OCHOBBI
MOCTPOEHNS BU3YaTbHBIX 3 (EKTOB, OCHOBAHHBIX Ha OJIMKAX, M IEMOHCT-
PUPYIOTCSA HEKOTOPBIE TPUEMBI, NCTIOIb3YEMbIE B MIEHIepaX TMTaHTOB WH-
JyCTPUH KOMITBIOTEPHBIX MTP. B 2T0ii rmase BbI y3HaeTe o:

¢ ucnosb3oBanun Berpoennoil B Unity Specular mojesn ocseremmst;
cosiaHuy Mojiesin ocBetiiennst Phong;

cosmanuu Mojiesin ocBetienust BlinnPhong;

MaCKMPOBAHWUU TJISTHIIEBBIX OJIUKOB C TIOMOIIBIO TEKCTYP;
PasHUIE MEK/Y METAJUINIECKUMU U MATKUMU OJIMKAMU;
CO3/IaHUY AHU30TPOITHBIX OJIUKOB.

LR R R

BeBepeHue

IDDEKTHI TIITHIIEBON TOBEPXHOCTHU €Il€ Ha3bIBAOTCS 29 PeKTaMu, 3aBH-
CSIIUMU OT HaIpaBJIeHUs B3TJsAa. Takoe Ha3BaHWe CBSI3aHO C T€M, UTO
JUIST IOCTHZKEHUST PEAIMCTUYHOTO BU3YaIbHOTro addekra BaM morpedyer-
CsI YYUTBIBATH HANPABJIEHUE KaMePbl WU [TOJIb30BATE s, KOTOPBIH CMOT-
PHUT Ha MMOBEPXHOCTh 00beKTa. TakiKe I CO3JaHMS MPaBAONOIOOHBIX
GJIMKOB BaskeH €IE OAMH HapaMeTp — HallpaBJeHHe MCTOYHHKA CBeTa.
KoMOUHUPYs 9TH [IBa BEKTOPA, MbI HOJTyyaeM OJIMK — SIPKUil y4acTOK Ha
HOBEPXHOCTH 00BbEKTA OCPEUHE MEKILY HUMU. DTO HAlpaBJIeHIe Ha3bl-
BaeTCs TOJYBEKTOP, U K HEMY MBI ellié BepHéMcst. Kpome aToro, Mbl y3Ha-
eM, KaK HacTparBaTh OJIMKH /ISt UMUTAL[II METAJJINYeCKOI II0BEPXHOCTH
Y TIOBEPXHOCTHU TKAHMU.
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Ucnonb3oBaHue BCTPOEHHOM
B Unity Specular mogenun

B Unity yske BcTpoeHa Mojiesib Specular ocselieHus1, KoTopasi Ha3bIBaeTCst
BlinnPhong. 910 oHa U3 caMbIX [IPOCTHIX, HO B TO ke BpeMsi a(hPeKTrB-
HBIX, Mojiesieil Specular ocBeleHus1, KOTOpast UCIOJAb3YeTCsT B UTPax U 110
ceit ierb. MBI penuiy B3sTh €€ 32 OCHOBY U HA/ICTPaMBaTh HA HEH HAITH
nononHuTenbHbie addexTsl. B pykoBozcTBe o Unity BbI MokeTe HAlTH
MPUMEPBI UCTTOJIB30BAHKS TON MOJIEJN OCBEIIEHUS], HO MbI KOITHEM 9YTh
rIy6Ke U PpacCMOTPUM, KaK BBIUMCJSAIOTCS €€ MmapaMeTpPbl ¥ [oYeMy 9Ta
MOJIeJTh paboTaeT UMEHHO TaK. ITUMU 3HAHUSAMHU MbI 3aJI0KUM XOPOIIHA
(byHIaMeHT, OT KOTOPOTO MBI CMOKEM OTTAJKUBATHCS B CJCLYIONIUX Pe-
IETNTaX 9TOH TJIABHI.

MNMoagroroBka
IIJIH Ha4daJia BBITIOJTHUTE C]IelIyIOHII/Ie lIefICTBI/IHZ

1. CospgatiTe HOBBIN TIEHAED.

2. CospaliTe HOBBII MaTeprasl, HA30BUTE €r0 U MTPUCBONTE €My TOJIb-
KO YTO CO3/IaHHBII TIeiep.

3. Coszpaiite mimockocth 3emsin 1 cepy. [lomecture e€ mpumepHo B
[IEHTP CIIEHBbI.

4. A tenepb gaBaiite 1006aBUM HAlPABJIEHHbIM UCTOUHUK CBETA, YTO-
OBl OCBETUTH Halll 0OBEKT.

ITocse Toro Kax BbI BRITIOJTHUIN 9TH ﬂ@ﬁCTBI/IH, Ballla CIieHa JI0JI’KHa BbI-
TJAAAETD TPUMEPHO KaK Ha CJIEAYIONIEM CKPUHIIIOTE.

Puc. 3.1. HoBas cueHa



Mcnonbsosanme sctpoerHoit B Unity Specular mogenu

Kak aTo caenars...

73]

1. Haunwure ¢ gobaBiieHus CIeAyIOIUX CBOUCTB B OJIOK CBONUCTB 111eii-

aepa:

Properties

{
~MainTex ("Base (RGB)", 2D) = "white" {}
~MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_SpecColor ("Specular Color", Color) = (1,1,1,1)
_SpecPower ("Specular Power", Range(0,1)) = 0.5

}

Y6enurech, uro Bbl A00aBUIM IIepeMeHHbIE B OJIOK CGPROGRAM,
4TOOBI MBI CMOIJIM HOJIYYUTh HOCTYI K HOBBIM cBoiicTBaM. OG-
partuTe BHUMAaHWE, YTO HAM HE HYKHO OOBSIBISTH CBOWCTBO
_SpecColor Kak mepeMeHHyIo, motoMy 4to Unity yske cosjasia
JUIST HAC 3Ty TIEPEMEHHYIO BO BCTPOEHHOIT Mojies Specular ocse-
nierust. Beé, uto HaM HY’KHO CZIeJIaTh, — 9T0 OObIBUTDH €€ B 0JI0-
Ke CBOICTB, U TOI/JIa MbI CMOKEM IiepejaBaTh yepes Heé JaHHble B
byHKIIHIO surf ().

sampler2D MainTex;

float _SpecPower;
floatd MainTint;

Teneps wieiiiepy HYKHO YKa3aTh, KaKyo (Y HKIUIO OCBEIEH s eMy
CcJIe/lyeT UCIOIb30BaTh /Ui Halleil chepbl. Bam yske 10BOAMIOCH
BU/IETh MOJIEJIb OcBeleHust Lambert, u BbI faske TPEHUPOBAINCH
B HalMcaHuu cOOCTBEHHON MOJIeJIH, IOITOMY Terepb JAaBaiite 11o-
cMoTpuM Ha Mozesib BlinnPhong. To6assre mozesnb BlinnPhong B
IUPEKTHUBY #pragma CIEAYIONNM 06PasoM:

CGPROGRAM
#pragma surface surf BlinnPhong

[Tocne aTOr0 M3MeHUTe GYHKIUIO surf () Tak, 9TOOBI OHA BBITJI-
JieJia CIIeAYIOIIMM 0Opa3oM:

void surf

{

(Input IN, inout SurfaceOutput o)

half4 c = tex2D( MainTex, IN.uv MainTex) * MainTint;
o.Specular = _SpecPower;

0.Gloss = 1.0;

o.Albedo = c.rgb;

o.Alpha = c.a;

}
ENDCG
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Kak aTo pa6oraer...

Arot Heboubioil Specular mreiizep — Xxoporas cTapToBast TOUKA JIJIs TTPO-
TOTUIUPOBAHMUS IPYTUX [IEWIEPOB, TOTOMY YTO HA ITOM ITAIIE BB MOJKETE
HarmcaTh OOJIBIIYIO yacTh (DYHKI[MOHAJA Iielifepa, He 3a60Tach 0 (PYHK-
[USIX OCBEIEHMUS.

Unity mpeznocTaBisieT HaM MOjieJib OCBEIlleHUs], B KOTOPOU Ppacyer
GJIMKOB HA MMOBEPXHOCTH ysKe peajin3oBaH. Eciu Bbl 3ariisiHere B (aiia
Lighting.cginc, KOTOPBIN HAXOAUTCS B KaTaiore, Ky/a Bbl yCTAHOBUIN
Unity, B mognanke Data, TO Bbl yBUanUTe, yTo B Unity yKe eCcTb MOziesn
ocsemtenust Lambert u BlinnPhong. TTocJie Toro Kak Bbl yKaKeTe B CEKIIUN
#pragma surface surf BlinnPhong U CKOMIWJIUPYyETe Balll mienep,
OH HAuHET WCIOJIb30BaTh KO/ cBeToBO# (yHkiuu BlinnPhong uz daii-
Jia Lighting.cginc, 1 HaM He TPUAECTCS [[y6JII/IpOBaTb 3TOT KOJ B CBOEM
mreriaepe.

Eciu BbI ciiesiaere Beé 6e3 onmmbOK 1 Balll 1eiiiep CKOMIIUIUPYETCS, TO
BbI YBU/IUTE PE3YJIBTAT, HOXOKUN HA CJAEAYIOIUN CKPUHIIOT:

Puc. 3.2. Peaynbrat paboThl LWeinaepa ¢ Moaenbio
ocselleHus BlinnPhong

Co3paém moaenb ocBelleHUud
Phong

Moguenb Specular ocsemenus Phong siBistercst nan6osiee mpocToil u He-
TpeboBaTEILHON K MPOU3BOANTEIBHOCTH cpean Specular mozeneii ocse-
menus. EE nes 3akmouaeTcst B BIMUCAEHUY HATIPABJIEHUS OTPAKEHHOTO
CBETA OT IIOBEPXHOCTH € YYETOM HAITPABJICHUS B3I/ OIb30BATES. DTa
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MOJIeJTb 0YeHb PACTIPOCTPAHEHA U MCIIOJIb3YETCsT TIOBCEMECTHO, HAUMHAS C
urp u 3akanunBast puabMamu. VI xots apdext oT Heé He camblil peasuc-
TUYHBIH B TIJIAaHE TOYHOCTH MOJICJTUPOBAHIS OTPAKEHUS, OH SIBJISIETCS 3a-
MeUaTeTbHBIM TPUOJIIKEHUEM, XOPOIIO TTIOAXO/ATINM /ISt HOIBITIHCTBA
cutyanuii. Bosee Toro, ecin Batt 06bEKT HAXOAUTCS TATIEKO OT KaMEPhI, a
BBICOKOH TOYHOCTH GJIMKOB He TPeOYETCs, TO 9Ta MOJIETb OTJIMIHO MOX0-
IUT 7T peanusanuy Specular ocBereHust B BaleM Ieiizepe.

B aTom perterniTe MBI OCTAHOBUMCST HA TOM, KaK HAITICATh TIOBEPTEKCHOE
OCBEIIEHUE B JTAHHOW MOJIEJIN, a lajiee ¢ TIOMOIIBIO T0OABIEHUST HOBBIX
napaMeTpoB B CTPYKTYPY Input MBI peajusyeM eé OMUKCEeTbHBII Baph-
aHT. MBI OT/IETTbHO OCTAHOBUMCSI HA UX PA3THMIUSX 1 OOCYINM, JIJIST KAKUX
CUTYaIWii KaKOH U3 HUX JIyYIlle TIOAXOIHNT.

MoagroroBka
BoinosnnuTe caemnyioniue neicTBUS:

1. CospmaiiTe HOBBIH LIElAED, MaTepral U OOBEKT U 3afaliTe UM HMe-
Ha Tak, YTOObI UX MOKHO ObLJIO HAlITH B fajibHeiiieM.

2. Hasnaubre 1eiizep MaTepually, a Matepuan — o0bexty. I B gosep-
meHue paboThI CO CLEeHO 106aBETe HOBbII HAIIPABIEHHbII KCTOY-
HUK CBETa, YTOOBI Mbl CMOIJIM YBUAETH HAIIU OJUKU [IOCJIE TOrO,
KaK MbI UX 3aIIPOIPAMMUPYEM.

Kak aTo caoenarsb...

1. BeposTHO, BbI y>Ke BUANTE KaKKe-TO IIaru pellenus 3a/ia4u, o/[Ha-
KO MbI COBETYeM HauuHaTh ¢ HarboJjiee 6a30BOI YaCcTU HAIIMCAHUS
nreiizepa — 3aganus coiicTs. IloaToMy maBaiite 106aBUM HalllEMy
menepy ciaenayiomue cBoucTBa.

Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}
_SpecularColor ("Specular Color", Color) = (1,1,1,1)
_SpecPower ("Specular Power", Range(0,30)) =1

}

2. Tlocse sToro ybemammes, 9T0 COOTBETCTBYIONINE IIEPEMEHHBIE J[0-
OaBJieHbl B OJIOK CGPROGRAM.

float4 SpecularColor;
sampler2D MainTex;
float4 MainTint;

float _SpecPower;
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3. Temneps, s Toro utobel paccuntarh Phong Specular, Ham HysKHO
n00aBUTh COOCTBEHHYIO MOJeb ocBemienus. [obaBsre ciemyio-
Uil Koz B 610K SubShader. He BosHylTeCh, eciii HA JaHHbI MO-
MECHT YTO-TO HE ITIOHATHO, — aJI€€ Mbl PACCMOTPUM KaKAYIO CTPOKY
KOJIa.
inline fixed4 LightingPhong (SurfaceOutput s, fixed3 lightDir,
half3 viewDir, fixed atten)
{

//BerumciyM nuddy3HEL M OTPaXEHHB BEKTOP

float diff = dot(s.Normal, lightDir);

float3 reflectionVector = normalize (2.0 * s.Normal * diff - lightDir);

float spec = pow(max (0, dot (reflectionVector, viewDir)), SpecPower);
float3 finalSpec = SpecularColor.rgb * spec;

fixed4 c;

c.rgb = (s.Albedo * LightColorO.rgb * diff) + ( LightColor0O.rgb *
finalSpec) ;

c.a =1.0;

return c;

}

4. W wakoHell, Mbl JIOJGKHBI YKa3aTh B 6JI0Ke CGPROGRAM, UTO HYKHO
UCIIOJIb30BaTh HAITY (DYHKIIUIO OCBENEHUsT BMECTO /ehONTHOM.
Y106kl 9TO C/IE/IaTh, MBI TOMEHSIEM CEKIUIO #pragma CJASYIONIM
06pasom.

CGPROGRAM
#pragma surface surf Phong

Criepytonuii CKPUHIIOT JIEMOHCTPUPYET PE3YJBTAT MCHOJIb30BAHMS
Hateil Mmozesu ocsertenust Phong.

Puc. 3.3. Peaynbrat paboThl LWeinaepa ¢ MoAenbio oceelleHns Phong
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Kak aTo pa6oraer...

JlaBaiite 60see oAPOOHO paccMOTPUM (DYHKITUIO OCBEIIEHMSI, TOCKOJIbKY
Ha JJAaHHOM 3Talle OCTAJIbHAS YacTh KOJa Ieiiiepa BaM yiKe J0JUKHA ObITh
BITOJIHE 3HAKOMA.

Hauném MbI ¢ TOT0, 4TO OyIeM KCII0JAb30BaTh (DYHKIIUIO OCBELIEHUS, B
KOTOPYIO Ilepejaercs HanpasieHue Barsgga. He sabpiBaiite, 4T0, 4TOODI
[OJIy4aTh HYKHbIE TaPaMeTPhl B (DYHKIIUIO OCBENIEHNUST, BAM HYKHO TIpa-
BWJIBHO YKa3bIBaTh UX B CUTHATYPE 3TOM (hyHKIMK. B3rsinuTe Ha cemyio-
nryio tabuiy Jbo Ha e€ 2JIeKTPOHHYIO BePCHIo 110 aapecy: http://docs.

unity3d.com/Documentation/Components/SLSurfaceShaderLighting.
html.

Ta6nuua 3.1. MNapameTpbl 3aBUCALLMX U HE 3aBUCSLLIMX OT HanpaBieHns
B3rNsa4a GyHKUNA

He 3aBucur half4 Bawe Hazpaume OyHKUMM OCBEUEHUS

oT HanpaeneHus | (SurfaceOutput s, half3 lightDir, half atten);
B3rnapa
3aBucur half4 Bame HaszpaHue OyHkUUM OCBemeHMUS

OoT HanpaeneHus | (SurfaceOutput s, half3 lightDir, half3 viewDir,
B3rnapa half atten);

B naniem ciydae Mbl Oyem paborathb co Specular mieiiziepom, oaTomy
CTPYKTypa Hailell (pyHKIIMU OCBEIeHUs 0JKHA COOTBETCTBOBATH 3aBU-
csIeMy OT HarpaBJienus B3risza ¢popmary. CoOTBETCTBEHHO, MbI J0JIAK-
HBI HAMIICATD CIEAYIONNNA KO,

CGPROGRAM

#pragma surface surf Phong

inline fixed4 LightingPhong (SurfaceOutput s, fixed3 lightDir,

half3 viewDir, fixed atten)

{

}

OTW WHCTPYKIMN O3HAYAIOT, YTO MBI XOTUM HCITOTh30BAThH IeHep,
YUIUTBIBAIOINAH HaTTpaBJieHne B3TJIsi/Ia. Beera mposepsiiTe, 4To Ha3BaHNE
(byHKITMHM OCBeEIEHNST COBMA/IAET C HA3BAHWEM, YKA3aHHBIM B IUPEKTUBE
#pragma, B MpoTuBHOM ciydae Unity He cMoOkeT HAWTH Bally MOJEJb
OCBeleHUS.

DyHKIMST OCBENEHNST HAYNHAETCST € 00BABIEHNS 06BIYHOTO Anhdy3HO-
IO KOMIIOHEHTA U €I0 BLIUUCJICHUS C TIOMOIIBIO CKAJIIPHOIO IIPOU3BE/ICHI
HOPMaJIU IOBEPXHOCTH 11 HATIPABJICHSI cBeTa. TAKUM 06GPa30oM, MBI ITOJTY UM
3HayeHue 1, Korjga HopMaJsb K IIOBEPXHOCTU HallpaBjieHa B CTOPOHY CBeTa,
U -1, KorjJia HOpMaJib HallpaBjieHa B IIPOTUBOIIOIOKHYIO CBETY CTOPOLLY.
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[Tocsie aTOrO HAM HYKHO pacCYNUTATh BEKTOP OTPAKEHUS, /111 9TOTO MbI
YMHOKaeM BEeKTOp HOPMaJIU Ha 2 *di £ £ M BBIYUTAEM U3 HETo HallpaBJIeHHe
cBeta. TakuMm 06pazoMm, mosrydaercs 3hHEKT HaKITOHA HOPMAJIH K CBETY — U
Tayke ecJI HOpMaJTh ObLIa HATTPABJIEHA OT HCTOYHWKA CBETa, OHA GY/IET BbI-
HY’K/IeHa K HeMy IToBepHyTbhes. Ha cieiy1onux cKpuHIIOTax IPUBOJAUTCA
GoJiee HATJISITHOE TIOsICHeHUE ATOM ner. CKPUIIT, € TIOMOIIBIO KOTOPOTO
GBI TOJTYYEH CKPUHIIIOT BO BPEMsT OTJIAAKU, MOKHO HAWTH Ha CTPAHUIIE
HOAZEPKKU JaHHOH KHUTH 110 azipecy www.packtpub.com/support.

e

p—
| —_—

Pesynbrar paboTbl weigepa OTnapKa BEKTOPOB OTPaXKEHHs

Puc. 3.4. BugyanbHbiii 9O DEKT B pexnme 0Tnaakum

ITocse aTOTO BCE, UTO HAM OCTAETCS, — 9TO BBIYUCJIUTD UTOTOBBIE 3HAYE-
HUS OTPAKEHHOTO T[BeTA. [[JIs1 9TOr0 MbI CUYUTAEM CKAJISIPHOE MTPOU3Be/Ie-
HU€e BEKTOpa OTPaKeHUsl U HATIPABJIEHUS B3TJISA/IA, A PE3YJIBTAT BO3BOIUM
B CTelleHb _SpecPower. [locse aTOT0 MBI TPOCTO IepeMHOKaeM 3HAUCHIe
spec M SpecularColor.rgb M oJiyqyaem OJIMK Ha ITOBEPXHOCTH.

Ha cnexyromem CKpUHIIOTE TTPUBOISATCS UTOTOBBIE PE3YJIBTATHI BbI-
urceHus Mojiein Phong B Hatem tieiizepe.

Puc. 3.5. Mtorosbin peadynbrat pacyéTos Phong
OTPaXEHHOIro cBeTa



Cospanue moaenu ocsewienus BlinnPhong I.--

Co3paHue mogenu ocBelleHus
BlinnPhong

CymtectByer 60Jiee ahdHEKTHBHBII cITOcO6 pacuéra U OIeHKH OTPakEHHO-
ro cBeTa — Mojiesib Blinn. E€ uest 3ak/rouaeTcst B BBIUMCJICHUH TOJTY-BEK-
TOpa MEK/Ty HaTpaBJeHUEM B3TJIs/Ia M HAIIPABJIEHNEM UCTOYHMKA CBETA.
B mup Cg aror meron BBéN pkum Baumu (Jim Blinn). Ou mownsta, gro,
BMECTO TOIO YTOObI CYUTATH BEKTOP OTPasKeHUs, Topasno ahdexTusHee
[POCTO B3STh MOJYBEKTOP. DTO MO3BOJMIO YMEHBIIUTh 00BEM KOAA U
BpeMsI BBITIOTHEHUSI. ECJTM BBI TTOCMOTPHUTE Ha BCTPOEHHYIO MOJIEJb OCBe-
menust BlinnPhong B daiisie Lighting.cginc, TO yBUANTE, 4TO OHA TaK-
JKe HCIT0JIb3YeT TOJYBEKTOP, IOTOMY-TO OHa ¥ HasbiBaeTcst BlinnPhong.
[To cyrecTBy, 9TO TPOCTO YIPOUIEHHBIN BaPUAHT BBIUYUCIEHUST MOJIEIIH
Phong.

MNMoagroroBka
BeimosauTe cienyionine geiicTBus:

1. B aror pas, BMeCTO TOro 4ToObI CO3/1aBaTh HOBYIO CLIEHY LEJIIMKOM,
masaiiTe GyeM KMCIOJIb30BaTh UMEIOLIMECS Y HAC OOBEKT U CIie-
HYy U c/leJlaeM HOBBIE Ieljiep 1 MaTepuas, KOTOPble Mbl HA30BEM
BlinnPhong.

2. Kak ToJpKO BbI CO3/1aIMTE HOBBIN TIeiiep, Ba pa3a KJIUKHUTE 0
HeMy, uToObI 3arryctuTh MonoDevelop ajist peakTupoBanust Ha-
TIero Treiiepa.

Kak ato caoenarsb...

1. IlepBbIM JeJ0M HaM HYKHO 100aBUTh CBOICTBA B OJIOK CBOIICTB,
IS TOTO YTOOBI MBI CMOIJIM KOHTPOJUPOBAThH HapaMeTphl OJIMKa
Ha TIOBEPXHOCTH.

Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}
_SpecularColor ("Specular Color", Color) = (1,1,1,1)
_SpecPower ("Specular Power", Range(0.1, 60)) = 3

}

2. Tlocie 9T0TO HAM HYKHO YOEAUTHCS, YTO MbI CO3/IaJIi COOTBETCT-
BYIOIIIE [IEPEMEHHbIE B OJIOKe CGPROGRAM, JJISL TOIO YTOOBI MBI
MOTJTU TIOJIYYUTD JOCTYII K 3TUM JJAHHBIM U3 HAIIETO Teiaepa.
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sampler2D MainTex;
float4 MainTint;
float4 _SpecularColor;
float _SpecPower;

3. Terrepp HAM HYKHO CO3/1aTh MOJIeJIb OCBENIeHMA, KOTOpas 6y[[eT
BBIIOJIHATDH BbIYUCJIEHUA Diffuse U Specular KOMIIOHEHT.
inline fixed4 LightingCustomBlinnPhong (SurfaceOutput s,

fixed3 lightDir, half3 viewDir, fixed atten)
{

float3 halfVector = normalize(lightDir + viewDir);
float diff = max (0, dot(s.Normal, lightDir));

float nh = max (0, dot(s.Normal, halfVector});
float spec = pow(nh, SpecPower) * SpecularColor;

floatd c;

c.rgb = (s.Albedo * LightColorO.rgb * diff) + ( LightColor0O.rgb *
_SpecularColor.rgb * spec) * (atten * 2);

c.a = s.Alpha;

return c;

}

4. TlociemHee, 4TO HaM HYKHO CHEJIaTh, — 9TO B OJIOKEe CGPROGRAM
JIaTh yKa3aHue Mmeiepy ucrob30BaTh HAITY MOJIETh OCBEIEHUS
BMecTO BcTpoeHHO# B Unity, c/ies1aB B CEKIMM #pragma Takue u3-
MEHEHMUSI.

CGPROGRAM
#pragma surface surf CustomBlinnPhong

Cirepyomuii CKpUHIIOT MILTIOCTPUPYET Pe3yJILTaThl pabOThI MOAE/IM
ocsentenua BlinnPhong.

Puc. 3.6. Pe3ynbtathl paboTthl Moaenu ocselleHus BlinnPhong



MOCKMPOBUHMe rmsaHueBbiX 6n1KoB C MOMOLLbIO TEKCTYP I.--m

Kak aTo pa6oraer...

Moguens Specular ocsemienust BlinnPhong moutu B TouHOCTH TIOBTOPSIET
Mmojiesib Phong, Tosibko ona Gosiee adheKTuBHA, IIOCKOJIbKY UCIIOIb3YeT
MeHbIIIe KOJa /IJIsT IOCTHKEHUST TAKOTO ke a(pheKTa. ITOT MOIAXO/] CETOHS
MOZKHO BCTPETUTH B JIEBSTHU IEiIepax U3 JECSATH, TIOCKOJIbKY OH Jierde B
HalMcaHuK U OoJjiee IPOU3BOANUTEIEH.,

BmecTo Toro 4toObl pacCYUThIBATD Halll COOCTBEHHDII BEKTOP OTpasKe-
HUSI, MBI [TPOCTO BBIYUCIISIEM MTOJIYBEKTOP MEXK/Y HAIIPABJIEHUEM B3TJIsI/Ia
U HalpaBJieHneM ocBeliieHusi. Kpome Toro, GbLIO yCTAHOBJIEHO, YTO 3TOT
HOZXO/] SIBJIsTETCst (PU3UUECKH OO0Jiee TOUHBIM, UM TIPEbILYIIINN, TeEM HE
MEHEE MbI ITPUBOJIUM M €TO0, ITIOCKOJIbKY CYUTaEM, 4YTO BbI JIOJIZKHBI 3HATDH
0060 Bcex BapUaHTax.

Y T00BI TIOTYYUTD MOJYBEKTOP, HAM HYKHO TIPOCTO CJIOKUTH HATIPaBJIe-
HIe B3TJIsI/[a M HAlIPABJIEHIE OCBEIEHHUS TaK, KaK TIOKa3aHO B CJEAYIONEM
(parmente kosa.

float3 halfVector = normalize(lightDir + viewDir);

[Tocsie aTOTO HAM HYKHO BBIYMCIUTDH CKAISIPHOE TIPOU3BENCHUE HOP-
MaJIi BEPIIUHBI U 3TOTO0 HOBOTO BEKTOPA, YTOOBI TTOJIYYUTH OCHOBHOE 3HA-
uyeHne Specular kommonenta. /lanee HaM HYKHO TIPOCTO BO3BECTH €r0 B
CTelleHb _SpecPower M YMHOKMTb Ha 3HaueHMe I[BeTa U3 IepeMeHHON
_SpecularColor. [lo cpaBHeHMIO € TIPEABIAYINM HIEWH/1€POM, 3TH BbI-
YHCJIEHUST TOPA30 TIPOIIe ¥ ObICTPee, HO TeM HE MeHee JaloT HaM OJINK,
BITOJIHE KAYeCTBEHHDIH /1151 OOJIBIINHCTBA PEATbHBIX CUTYAIIUI.

MackupoBaHue raHLueBbiX 0JIMKOB
C NMOMOLLLbIO TEKCTYP

Ternepb, KoT/Ia MBI y3HAIH, Kak 106aBUTL GJIMK B TIeiijep, AaBaiite mo-
CMOTPHUM, YTO MOYKHO U3MEHUTH B KOJIE, YTOOBI TIPEIOCTABUTD XYIOKHUKY
GOJIbIIIE BOBMOJKHOCTEH 10 KOHTPOJIIO 32 TeM, Kak 9TOT GJIUK BBITJISINT.
B aTom perienite MBI PaCCMOTPUM UCIIOJIB30BAHUE TEKCTYP /JIST YIIPaBJIe-
HYist GJIMKOM U €10 HHTEHCUBHOCTBIO.

TexHuKa UCTIOIB3OBAHUS TEKCTYP U1 KOHTPOJIst Specular kKoMmoneH-
Ta MPUMEHSIETCS B COBPEMEHHBIX MTPOBBIX JIBIIKKAX, TOCKOJIBKY TT03BO-
sger 3D-XyNoKHUKY KOHTPOJIMPOBATH UTOTOBBIN 3(h(hEKT HA TTHKCEb-
HOM ypoBHe. C ITOMOIITbIO 9TOH TEXHIKU MbI MOKEM COBMECTHUTH B O/THOM
neijiepe MaToBYIO U GJIECTAILYIO MOBEPXHOCTH. TakKe ¢ TIOMOIIBIO ATOI
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TEXHUKH MOXKHO YIPABJISATH Pa3MepoM OJIMKA U er0 WHTEHCHBHOCTHIO,
UCTIOJTb3YSI IOTTOJHUTETBHYIO TEKCTYPY, UTO TTO3BOJISIET TOIYIaTh TIOBEPX-
HOCTH C OYeHb GOJIBITNM GJIMKOM HJIH, HA0O0POT, ¢ YETKUM MATEHBKUM
GIMKOM.

CyrmecTByeT MHOKECTBO 3((HEKTOB, KOTOPBIX MOKHO TOOGUTHCS, KOM-
OGUHUPYS B IIelziepe TaHHble U3 TEKCTYP U TUHAMUYECKUE BHIYMCTCHIS.
N k04eBbIM MOMEHTOM 2(DPEKTUBHON PaGOThI SABISETCS BOSMOMKHOCTb
XYZI0O’KHUKA KOHTPOJUPOBATh CAMOMY, KaK BBITJISIIUT IIeliziep Ha SKpaHe.
JlaBaiiTe mocMOTPUM, KaK C TIOMOIIIBIO TEKCTYD MBI MOKEM YIIPABJISATh Ha-
M Specular MozensiMu ocBetiieryst. B aToM perternte BbI MO3HAKOMM-
TECh ¢ HOBBIMHU KOHIETIMSIMHU, TAKUME KaK CO3/IaHne COOCTBEHHON CTPYK-
TYPHBI Input, y3HaeTe, Kak B QYHKITUIO OCBEIIEHUS ITePeIaloTCs JaHHbIE U3
CTPYKTYPBI output, KaK IT0CJIe 3TOTO OHU MePEIAloTCs B CTPYKTYPY Input
u B pyHKIMIO surf (). [loHMManue ToTO, KaK MepelaloTcs JaHHbIe MEXK-
Iy 9TUMHU OCHOBHBIMU 2JIEMEHTaMU ITOBEPXHOCTHOTO IIeHiiepa, SIBISIeTCs
KJTIOUEBBIM JIJI5T TPABUIILHO OpraHu3aIiui paboTHI C TeHIepaMi.

MNMoagroroBka

BeimosiauTe cienyionine geiicTBus:

1. Hawm norpebyercs cieiath HOBBIII Ieiigep, MaTeprai U 0ObeKT, K
KOTOPOMY MbI TPUMEHUM HaIll IekIep U MaTepuall.

2. TlocJie Toro Kak BbI JoOaBuUTeE IIeiinep 1 MaTepuas 00beKTy Ha clie-
He, /IBa pasa KIMKHUTE 110 Meiepy, 1 TOro YToObl OTKPBITh €0 B
MonoDevelop.

3. Hawm Gyzer HyskHa TekcTypa 6uKoB. JIJIs HalmX 1ejiei mogoiaér
Jr0bast TEKCTYpa, cojiepsKaliast pasjinyHble IBeTa 1 narrepHbl. Ha
CJIeLYIOIEeM CKPUHIIOTE IPeACTaBIeHa TEKCTYPa, KOTOPYO MbI Oy -
JIeM UCTI0JIb30BaTh B 3TOM PeIleriTe.

OudbdpysHas kapta Kaprta cnekynspos

Puc. 3.7. Vicnonb3ayemas TekcTypa



Mack1poBaHue rsHLEeBbIX 6IMKOB C NOMOLLBIO TEKCTYP I.--

Kak aTo caenars...

BreimosmnuTe caemyiontie neicTBUS:
1. JlaBaiiTe 106aBMM HOBbIE TIepeMeHHbIE B Halll OJI0K CBOICTB:

Properties

{

//06BABUM CBOMCTBA, YTOOL MOXHO OBUIO MCIIOJIb30BATH
//HmaHHBIE M3 pemakTopa C [aHeNy MHCIEeKTopa.

_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}
_SpecularColor ("Specular Tint", Color) = (1,1,1,1)
_SpecularMask ("Specular Texture", 2D) = "white" {}
_SpecPower ("Specular Power", Range(0.1, 120)) = 3

}

2. Tlocse 9TOTO HaM TIOTPEGYETCST CO3MATH COOTBETCTBYIONINE TIEPe-
MeHHbBIE B 0JI0Ke SubShader, YTOOBI MbI MOTJIH TTOJIYYHTh JOCTYI K
JMaHHBIM U3 6J10Ka CBO¥CTB. JlIoGaBbTe CJACAYIONMIA KO TTIOCIE CEK-

1IUU #pragma.

//Tonyunm naHHEIE M3 OJIOKa CBOMCTE
sampler2D MainTex;

sampler2D SpecularMask;

float4 MainTint;

float4 SpecularColor;

float _SpecPower;

3. Tenepb HaM HYKHO OyeT cOPMUPOBATH COOCTBEHHYIO CTPYKTY-
py output. C e€ MOMOIIBIO MBI CMOKEM XPAaHUTHh W Tiepe/iaBaTh
GoJibllle JaHHBIX JJIsT DYHKIMKM surf W Mojen ocBeleHus. He
BOJIHYHTECh, €CJIM UTO-TO He TOHATHO. B cirenytomeit cexnym aTo-
TO PETIENTa MBI PACCMOTPUM CTPYKTYPY Output Hosee Toapo6HO.
JlobaBbre cIemyioniii Ko cpa3y Tocje TEePEMEHHLIX B OI0Ke
SubShader.

//Co3manuM Hawy BHXOOHY CTPYKTYPY .
struct SurfaceCustomOutput
{

fixed3 Albedo;

fixed3 Normal;

fixed3 Emission;

fixed3 SpecularColor;

half Specular;

fixed Gloss;

fixed Alpha;
bi
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4. Cpa3y TocJjie CTPYKTYPbI Output MbI JOJUKHBI YKa3aTb UCIIOJIb3ye-
MYIO MO/I€JIb OCBEIECHM . B mammom cJIy4ae Mbl 6y11eM T10J1b30BaTHCA
MOJIEJIbIO OCBEIIEHNI, KOTOpasi Ha3bIBA€TCI Light ingCustomPhong.
Cpaay TI0CJIe CTPYKTYPBI Output lIO6aBI)Te C]Ie,lIyIOHII/Ifl KO/I.

inline fixed4 LightingCustomPhong (SurfaseCustomOutput s,

fixed3 lightDir, half3 viewDir, fixed atten)
{

//BerumcivM nuddy3HEM ¥ OTPaXEHHBI BEKTOPEH
float diff = dot(s.Normal, lightDir);
float3 reflectionVector = normalize (2.0 * s.Normal * diff - lightDir);

//BeramcamuM Phong Gumk

float spec = pow(max(0.0f,dot (reflectionVector, viewDir)),
_SpecPower) * s.Specular;

float3 finalSpec = s.SpecularColor * spec * SpecularColor.rgb;

//TlocurTaeM MTOTOBHIA LBET

fixed4 c;

c.rgb = (s.Albedo * LightColorO.rgb * diff) +
(_LightColorO.rgb * finalSpec);

c.a = s.Alpha;

return c;

}

5. s Toro 4ToObl Hallla MOZEJIb OCBelIe I 3apaboTaa, HaM HYKHO
yKasaTb B 0JI0Ke SubShader, KaKyIO MOJEIb OCBELIEHUS TOJIAKEH
UCIIOJBb30BaTh mielzep. [ 9Toro B ceKuuu #pragma A00aBETE
CIIeYTOTIUH KO/,

CGPROGRAM
#pragma surface surf CustomPhong

6. TToCKOJIBKY MBI COOMPAEMCST UCTIONB30BATh TEKCTYPY JIJIST U3MEHe-
HUS 3HAYEHUIT, UCTIOJB3YIONIUXCSI TPU pacuére GJINKA, HaM TTOTpe-
Gyercst emié oxHa mapa UV-KOOpArHAT, KOTOPbIe OYAyT OTHOCUTD-
cs K 91oit Tekcrype. st 9T0r0 B CTpyKTYpe Input A06aBbre uv
repes UMEeHeM MIepeMEHHOM, COTIOCTaBIeHHOI TekcType. Habepu-
Te CAeAYIOMUHI KO cpa3dy MocJjie Balliell MOIeIN OCBETEeHUA.

struct Input
{

//Nonyunm UV-KOOPOMHATHE M3 CTPYKTYypsl Input
float2 uv_MainTex;
float2 uv_SpecularMask;

}i

7. U B noBepiiieHre pabOTHI ¢ MIEHAepOM HAM MOTPEOYETCst 3aMEHHUTh
GbyHKIO surf () caexyonmm o6pa3oM. Tak MbI CMOKeM Tiepe-
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1aBaTh I/IHq)OpMaHI/IIO O TEKCTYp€ B HaIILy (byHKHI/HO MO/JIEJIN OCBE-
IHeHHH}IHCHOHBSOBaTbﬂaHHbKEHSHHKCQHeﬁSTOﬁTEKCTyprHHH
HN3MeHeHM g ITapaMeTpPOB OIMKa.
void surf (Input IN, inout SurfaceCustomOutput o)

{

//ToyurM M3 TEKCTYPH MHOOPMALMIO O LBeTe

float4 ¢ = tex2D( MainTex, IN.uv MainTex) * MainTint;
float4 specMask = tex2D( SpecularMask, IN.uv SpecularMask) *
~SpecularColor;

//3amamyM napaMeTpE CTPYKTypH Output
o.Albedo = c.rgb;

o.Specular = specMask.r;
o.SpecularColor = specMask.rgb;
o.Alpha = c.a;

}

Cremyiomuii CKpUHIIOT JIEMOHCTPUPYET Pe3yJbTaThl MAaCKUPOBAHUS
Specular Bbraucenuii ¢ moMoIpo WHOOPMAIUN 13 TeKCTYPbL. Tereps y
HAC €CTh MPUATHBIE TJIA3Y HEOAHOPOAHOCTH GJIMKA TI0 BCEH TTOBEPXHOCTH
BMECTO OJIHOTO OOIIEro 3HAYEHYsI JIJIst OTPAsKEHHOTO CBETA.

Puc. 3.8. Pesynbtat pacuéra 6nvka ais noBepxHOCTH

Kak aTo pa6oraer...

Borumcienys, 1Coab3yeMblie B 9TOM lielizepe, B 00JIbIION CTeIleHU [10-
XO’KU Ha BBIYKCJIEHUS B Ieiizepe, peasusyioiieM addexr Phong, 3a roii
JIVIIITh PA3HUIIE, UTO TEIePh MbI YIIPABJISIEM OJUKOM, UCIIOJIb3YsI JaHHbIE
U3 JIPYTOil TEKCTYPBI, uTO A00aBIIsIeT mielnepy ahheKT ryOuHbI 1 esaet
ero 6oJree JKUBBIM.,

[l 3TOTO HAM HYJKHO TiepefaBaTh UH(MOPMAIUIO U3 TTOBEPXHOCTHOM
GyHKIUU B PYHKIUIO OCBEIeHH. DTO HEOOXOUMO, IOTOMY UTO B (DYHK-
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M1 OCBELIEHWA Mbl HE MOJKEM ,ZIO6paTI)C§I pile] UV-KOOp,ZII/IHaT IIOBEPXHOC-
. KoHeuHo, Mbl MOIJIM ObI IIPOLEAYPHO TeHepupoBath UV -KoOpAUHATHI
B (byHKHI/II/I OCBelleHus, OJHAKO, €CJIN Bbl 3aXOTUTE pPaCllaKOBaTb TEKCTY-
PY U IIOJIyYUThb MUKCEIbHYI0 HHGOPMALMIO, BaM BCE PaBHO HOTpedyeTcst
UCIIOJIB30BaTh CTPYKTYPY Input, a eIUMHCTBEHHBIN criocob 106paThes 10
CTPYKTYPbI Input — 3TO UCIOJIB30BATh (DYHKITUIO surf ().

HOSTOMy, 4TOOBI OpraHn30BaTb TaKyIO CBs3b JIaHHBIX, HaM HOTpe6yeT-
Cs1 OIIPEIEIUTh COOCTBEHHYIO CTPYKTYPY SurfaceCustomOutput. B aToit
CTPYKTYpE 6yuyT COEPIKATHCS BCE€ UTOIOBbIE JaHHbBIE ITOBEPXHOCTHOI'O
nreiiiepa, v, K C4acThIo /71T Hac, (PYHKIMS OCBEIeHusT M (PYHKINS surf ()
MOTYT TTOJIYYUTh JIOCTYT K JJAHHBIM B 3TOU CTPYKTYype. Tak Kak Mbl CO3/1aéM
Halry COOCTBEHHYIO CTPYKTYPY, Mbl MOKEM JOOABUTD B HEE JOIIOJIHUTEIb-
HbI€ JaHHbIE. B cjieyronem 6s10Ke KO/la ITpuBe/I€Ha Hallla HOBasA CTPYKTY-
pa SurfaceCustomOutput.

//Co3manyM Hally BHXOLHYO CTPYKTYPY
struct SurfaceCustomOutput
{

fixed3 Albedo;

fixed3 Normal;

fixed3 Emission;

fixed3 SpecularColor;

half Specular;

fixed Gloss;

fixed Alpha;
bi

[Tocse TOro kKak Mbl 06ABUM 3Ty CTPYKTYPY B IIeiiep, HaM CJemLyeT
yKa3aTb QYHKIUU surf () ¥ QYHKIUN OCBEIICHUS, YTO OHU JOJKHBI MC-
MOJIB30BATD ATY CTPYKTYPY BMECTO CTPYKTYPbI IO YMOJYAHUIO. DTO JIeJia-
eTcs B ciaenyiolieM hparMeHTe Kojia.

//Co3pmamyM Hally BHXOLHYO CTPYKTYPY
struct SurfaceCustomOutput
{

fixed3 Albedo;

fixed3 Normal;

fixed3 Emission;

fixed3 SpecularColor;

half Specular;

fixed Gloss;

fixed Alpha;
bi

inline fixed4 LightingCustomPhong (SurfaceCustomOutput s, fixed3
lightDir, half3 viewDir, fixed atten)
{



MeTannmueckue u markme 6amkm I.--

void surf (Input IN, inout SurfaceCustomOutput o)
{

}
ENDCG

OG6parute BHUMaHHUE, uTO U (DYHKIUS surf (), U QYHKIMS OCBelie-
HUS TEIepb IIPUHUMAIOT CTPYKTYPY SurfaceCustomOutput B Ka4eCTBE
OIHOTO 13 aTpuOyTOB. B Heé MBI 10OABUIIN €IIE OJIMH ITEMEHT, KOTOPBII
HasBajil SpecularColor. TakuM 06PasoOM, MbI CMOMKEM XPaHUTH T10-
MUKCeJIbHY0 WHpOpMaInio us Specular TeKCTypbl U MCIOIB30BATh €é B
Hateldl GYHKI[UE OCBEIIEHIsI, BMECTO TOTO Y4TOObI TIPOCTO TIEPEMHOKAThH
OJIVIH IIBET CO BCEMU 3HAUCHUSMU OJIMKA.

Yrobbl  mepeaath I[BET W3 HAlled TEKCTYpBl B CTPYKTYPY
SurfaceCustomOutput, MBI UCIOIb3yeM (PYHKIHIO tex2D (), a BO3Bpa-
maeMoe €10 3HaYeHne 3aMchiBaeM B o. SpecularColor. [locie Toro kax
STH Taru OYYT CAETaHBI, Mbl CMOJKEM TIOJIYIHTh AOCTYI U3 (QYHKITUH OC-
BelleHNs K MH(GOPMAITNN B TEKCTYPE.

void surf (Input IN, inout SurfaceCustomOutput o}

{

//TMonyurM U3 TEeKCTyp MHOOpMaALMO O LBeTe

float4 ¢ = tex2D( MainTex, IN.uv MainTex) * MainTint;
float4 specMask = tex2D( SpecularMask, IN.uv SpecularMask) *
_SpecularColor;

//3amanyM napaMeTphl B BHXONHOM CTPYKTYpe
o.Albedo = c.rgb;

o.Specular = specMask.r;
o.SpecularColor = specMask.rgb;
o.Alpha = c.a;

}

Tenepp Bbl 3HaeTe, Kak IOJIy4aTb JIAHHbIE M3 TEKCTYP B (QYHKIUN
surf () U IepeiaBarb X B QYHKIUIO OCBEIIEeHUs. ITOT IPUEM ABJISETCS
OYeHb BayKHBIM /IJISI CO3/IaHN4 CJIOKHDBIX HIel/1epHbIX 9 deKTOB.

MeTannunyeckme nu Markme 0Jsiuku

B 970l cekiuu Mbl PACCMOTPUM CIIOCOH, ¢ TOMOIIBIO KOTOPOTO MbI CMO-
JKEM B OJ[HOM TIIeiijiepe TOJMyYnTh MATKIe 1 skécTrue 6mku. Yate Beero
Bbl Oy/leTe CTAJIKUBATLCS € TEM, YTO JIJIs PelieHust GOJIbIINHCTBA 3314
BaM MOTpebyeTcst UCIOJIb30BaTh TEJIbIH HAOOP MIeiepoB. A MOCKOJIbKY
paborath ¢ GOJIBIIUM KOJTUYECTBOM HIEHIEPOB MOKET ObITh UPE3BHIYANTHO
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CJIOKHO, OGBIYHO MTPOTPAMMUCTEI TIHITAIOTCS B OJHOM Iefizepe o0be/m-
HUTH a(hhekTh MeTasma 1 Tkaru. Kak oH 6yeT BHITIANETh, 3aBUCHUT OT
TOTO, KaK I10JIb30BaTe/b HACTPOUT ero cBoiictsa. Haa 1ieb B 9TOM pe-
rernre — caenath Specular MK HaCTpanBaeMbIM, TaK YTOOBI KOHEUHBIIT
MOJTE30BATEb CMOT TIOJYYaTh MATKHIT KaK TKaHb OJIECK, a 3aTEM ¢ TIOMO-
II[BIO HTOTO JKe TIeliepa TOOUTHCST OUEHB JKECTKOTO METAILITMIECKOTO G-
Ka.

Jist ToCTHIKEHMsT TaKO# THOKOCTH MBI GY/IEM UCTIOIH30BATH MOJIEN OC-
BeleHust, Moxoxyio Ha Moziesib Cook Torrance ofiHaKo, HAIITY MOJIETb MBI
cJerka opaboraeM, ceas eé 9y Th 6osee APyKeCTBEHHOM IS Xy T0KHI-
Ka WM TOTO, KTO GYIET NCTOMB30BaTh HTOT Iieiep.

MNMoagroroBka

Bomonnure cjeaylouime maru:

1. CospnaiiTe HOBYIO CIleHY, TOCTaBbTe HA Hell cepy, TITOCKOCTh 1 UC-
TOYHUK HallpaBJIeHHOTo cBeTa. He 3a0y/6Te COXpaHUTh Bally Clie-
HY TI0JI HOBBIM UMEHEM.

2. CospaliTe HOBBIH Ieliep U HOBBIM MaTepual, MpuayMaiTe 1 3a-
afTe UM MMEHA.

3. U HaxkoHer, qo6aBbre Ieiiaep Marepuaiy, a Marepuan — chepe Ha
Ballleil ClieHe.

4. Kpome TOTO, HaMm TOTpeOyeTcsl HECKOJbKO TEKCTYD, KOTODPbIE
HO3BOJIAT XYIO0KHUKY YIIPABJIATh PE3KOCTBIO OJIMKA, OIpe/eiss,
HACKOJIBKO PA3MBITBIM HJIM HACKOJIBKO PE3KKMM OH JOJIKEH ObITh.
[Tpumep TOTO, KaK MOTYT BBITJISIAETD 9TU TEKCTYPbI, TPUBOIUTCS
Ha CJIeIyToleM CKPUHITIOTE.

Ha aTom ckpuHIIIOTE HATrJISIHO IEMOHCTPUPYIOTCS TPUMEPBI TEKCTYP
pasJInYHON Pe3KOCTH, UCII0JAb30BAHHbIE B 9TOM pPeLellTe.

Puc. 3.9. TekCTypbl pasnn4Hom pes3kocTun
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Kak aTo caenars...
BrimosnuTe cieayIontyio mocaeaoBaTeIbHOCTD AeHCTBUII:

1. Hauyném c camoro Ba)KHOTO — HaM HYKHO 33/IaTh CBOICTBA, KOTO-
pbie MBI GyJIEM UCIIOJIb30BATh B Ieiaepe. B 60K cBOCTE Batero
nrefizepa 1006aBbTe CIeLyIONIil KO/,

Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}
_RoughnessTex ("Roughness texture", 2D) = "" {}
_Roughness ("Roughness", Range(0,1)) = 0.5
_SpecularColor ("Specular Color", Color) = (1,1,1,1)
_SpecPower ("Specular Power", Range(0,30)) = 2
_Fresnel ("Fresnel Value", Range(0,1.0)) = 0.05

}

2. TlocJie 9TOTO HaM HYKHO YOEIUTHCS, YTO TAHHbBIE CBOTICTB TOCTYTI-
HBI B 0J10Ke SubShader. JIo6aBbTe CJEAYIONMN KO B TIEHaep cpa-
3y IIOCJIE CEKIUU #pragma.
sampler2D MainTex;
sampler2D RoughnessTex;

float _Roughness;

float Fresnel;

float _SpecPower;
float4 MainTint;
float4 SpecularColor;

3. Majee HaM HYKHO OOBSIBUTH Hallly HOBYIO MOJIEJb OCBEIICHUST B
CEeKIINU #pragma.
CGPROGRAM

#pragma surface surf MetallicSoft
#pragma target 3.0

inline fixed4 LightingMetallicSoft (SurfeceOutput s, fixed3
lightDir, half3 viewDir, fixed atten)
{

}

4. Terepb MbI TOTOBBI B3SIThCS 32 (yHKIIUIO MOjiesin ocBetneHust. CHa-
Yajia Mbl creHepupyeM Bce 1ud ysHble 1 3aBUCSIIIE OT HaTIpaBJie-
HUS B3TJIs/Ia BEKTOPBI, TOCKOJIbKY OHU BCE HAM TIPUTO/ISITCS Jlajiee.
//BeruncnvM nuddy3mo M HanpaBJeHMe B3TJISIa

float3 halfVector = normalize(lightDir + viewDir);
float NdotL = saturate (dot(s.Normal, normalize (lightDir)));
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float NdotH raw = dot(s.Normal, halfVector);

float NdotH = saturate (dot(s.Normal, halfVector));

float NdotV saturate (dot (s.Normal, normalize (viewDir)));
float VdotH = saturate (dot (halfVector, normalize (viewDir)));

5. Cuenmymorast ceKIMs KOJa HAIEero Imefiiepa CBsS3aHa C BBHIYKC-
JICHHEM 3HAYEHUIT PE3KOCTH OJIMKa ¢ TOMOIIBI0 TEKCTYPBI JJIsT
3afanust GOpMbI OJIMKa U TMPOIIEAYPHOIN TeHepalui HeOGOIbIITNX
HEPOBHOCTEH Ha MOBEPXHOCTH 00BbekTa. JIo6aBbTe CJICAY oM
KO/I.

//Pacnpenesienre HeOOJIbUIMX HEPOBHOCTEN
float geoEnum = 2.0*NdotH;
float3 Gl = (GeoEnum * NdotV)/ NdotH;

float3 G2 = (geoEnum * NdotL)/ NdotH;
float3 G = min(1.0f, min(Gl, G2));

//HOocTaém user u3 BRDF-TeKCTypH
float roughness = tex2D( RoughnessTex, float2 (NdotH raw * 0.5
+ 0.5, _Roughness)).r;

6. U mocienHuii aJieMEeHT, KOTOPBIN TOHAZ00UTCS HalleMy Ineiije-
Py, — 9T0 Bbruncyenue apdexrra Dpenelis, ¢ MOMOIIBIO KOTOPOTO
MbI CMOKEM MaCKUPOBATh OJIUK, €CJIM KaMepa CMOTPUT Ha OOBEKT
TIO/1 CTUTIIKOM OCTPBIM YTJIOM.

//BeluMcavM 3HaueHue fresnel
float fresnel = pow(l1.0 - VdotH, 5.0);

fresnel *= (1.0 - Fresnel);
fresnel += Fresnel;

7. Tenepb, KOr/la y HaC €CTb BC€ KOMITOHEHTDI, Heo6X0[II/IMI>Ie JJIA
6]II/IKa, HaM HYKHO UX 06LeHI/IHI/ITb BOEAWHO /1JiAA reHepalium uTo-
TOBOI'O OTpa)KéHHOFO 3Ha4YeHuAd.

//ChopMupyeM MTOTOBHI OJIMK

float3 spec = float3 (fresnel * G * roughness * roughness) *
_SpecPower;

8. Jluist 3aBepIIEHUsT MOJIEJIN OCBEIEHUsT HAM TIPOCTO HYXKHO 00b-
enuHUTH 1uddysHyo u Specular-KOMIIOHEHTHL.
floatd c;
c.rgb = (s.Albedo * LightColorO.rgb * NdotL)+ (spec *
_SpecularColor.rgb) * (atten * 2.0f);
c.a = s.Alpha;
return c;

ITocse TOTO Kak BbI T0OGABHTE B BAI TTeiIep BECh 9TOT KOJI, BEDHUTECH
B pesaktop Unity, uro0bsl mieiigep ckoMmuaupoBascs. Ecin He ObLIO 10-



Mertannuueckue u msirkme Bamku I.--m

MyIIEHO OMUGOK, BBl YBUAUTE PE3YIIBTAT, MOXOKUN Ha N300pasKEHHbII Ha
CJIe/lyIoIIeM CKPUHILOTE.
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TekcTypbl pe3kocTh

Puc. 3.10. Pesynbtathl paboThl WWeiaepa

Kak aTo paboraer...

Bosmoxxno, 3TOT 11eiijiep BbIM MOKAKETCS TOPA3/I0 CJOKHEE, YEM TIPe/Ibl-
nymue. Ho He BosiHy#iTech, Ha caMOM JieJie BCE TOBOJILHO ITPOCTO. BoI 1axke
MOJKeTe 1OIpoOOBaTh BU3YAIbHO IIPOCAEAUTh X0/ BBIIOJHEHUS Ineiijie-
Pa, yCTaHABJIWBAs c.rgb B MIPOMEXKYTOUHOE float3 3HAUEHUE HA KAKIOM
srare. Takum 06pasoMm, IIPSIMO B pelakTope Bbl OyeTe BUAETh JaHHbIE U3
TOTO 1l1ara aJrOpUTMa, MOCJjie KOTOPOrO Bbl yCTAaHABJIUBAETE IIBET. DTOT
TPIOK TIOJIE3HO TIOMHUTD TIPU OTJIAJIKe IeH/IePOB.

Ecmu MbI monpoGyeM cenaTb 9T0 ¢ IePBBIM OJIOKOM KOZa, B KOTO-
POM MBI BbITIOJIHSEM pacuér Aud@y3ubx U 3aBUCAIINX OT HAlPABJIEHU
B3IJISI/Ia BEKTOPOB, TO Mbl YBU/IUM KapTUHY, OU€Hb [TOX0KYIO HA CJIEIYIO-

AN CKPUHIIIOT.

Half Vector NdotL NdotH NdotV VdotH

Puc. 3.11. BekTopbl B pexunme otnagku

Kax TopK0 MBI TTOJTyYnM BCe HY KHBIE JaHHbIE, MBI MOKEM HAYaTh pa-
6oTaTh ¢ HUMH, TIOUTH TaK ke, Kak co ciogmu B Photoshop. Hauném mbl
HTOT MPOIIECC € TOTO, YTO CreHEPUPYeM HeoOXOAUMbIE 3HAYECHUS /IS CH-
MYJISIIIAY MaJIEHbKUX HEPOBHOCTEN U TIEPEOTPAKAIONIETOCS B HUX CBETA.
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//Pacrpenesieyie HeBOJIBUIMX HEPOBHOCTENM
float geoEnum = 2.0*NdotH;

float3 Gl = (geoEnum * HdotV)/ NdotH;
float3 G2 = (geoEnum * NdotL)/ NdotH;
float3 G = min(1.0f, min(Gl, G2)):

OJHUM U3 KJTFOUEBBIX MOMEHTOB 3TOW MOJIETTN OCBEIIEHUS SIBJISETCS
BO3MOKHOCTH KOHTPOJHMPOBATD MUPUHY OJIMKA WM €T0 PE3KOCTD ¢ TI0-
MOIIIBIO TEKCTYPBI ¢ 3areueHHoit Specular-pyrkimeii. Takum 06pasom, Mbl
MOZKEM MPOIIeAYPHO TeHeprupoBaTh UV-KOOPAUHATHI U BBIGHPATH YUACTOK
TEKCTYPBI [JIST NCTIOJIb30BAHNUS TIPU pacuére Harero 6smka. JI7ist aTux 1e-
Jiefl MBI NCTIOTh3YeM 3HaUeHNe NdotH — CKaJsIpHOe TPON3Be/IeHNIE TTOTY-
BEKTOPa U HOPMAJIU BEPITUHBI, TOJICTABJISIS €T0 B float?2 MEPEMEHHYIO B
(byHKIIIY tex2D () . ITa iepeMeHHas cTaneT Hamumu UV-KoopanHaTaMu
TSI COMTLIIMHTA TEKCTYPBI. SHAYEHUE y B ATOM IIEPEMEHHOM — CBOHCTBO U3
manesn UHcnextopa. Takum 06pa3oM TOMB30BATENh MOKET PACTIAPSITE
WJIN CYKaTh MMUPUHY OJIHKA.

//HOocTaém uBer m3 BRDF-TeKCTypH

float roughness = tex2D( RoughnessTex, float2 (NdotH raw * 0.5 +
0.5, _Roughness)).r;

anee Ham Hy:KHO n00aBuTh addert DpeHesst, YTOOBI TIPU BIIJIALE
B HaIllpaBJICHWH, ITPOTUBOIIOJIOJKHOM HallpaBJICHUIO CBETA, MbI ITOJIyYaJIn
2 EKT yBeJUUEHNs THTEHCUBHOCTH OJIMKA.
//ChopMupyem 3HaueHue fresnel
float fresnel = pow(l1.0 - VdotH, 5.0);

fresnel *= (1.0 - Fresnel);
fresnel += Fresnel;

ITocne Toro xax MbI BBIYUCJINJIN BCE 3TU oT/AeJIbHbI€ YaCTHu, AJId TOTO
‘{TO6I:>I IOJIYYUTb UTOTOBOE 3HAYEHNE SpeCHlar-KOMHOHeHTa, HYKHO ITPOC-
TO UX TIEPEMHOKUTD. B JaHHOM CJiy4dae U1 KOHTPOJIAA MHTEHCUBHOCTHU
6JKa MBI I0OaBUITN €1I1E OJIH MHOKUTENh — CBOUCTBO _SpecPower.

//ChopMupyeM MTOTOBHI OJIMK

float3 spec = float3 (fresnel * G * roughness * roughness) *
_SpecPower;

U nocriesiiee, 4TOOBI MOJYYUTH UTOTOBBIN I[BET OBEPXHOCTH, MBI KOM-
6unupyem Specular-kommnoneHT ¢ auddysHbM KOMIOHEHTOM. MbI Ha-
JIEEMCST, YTO BBl BHIUTE MACIITAd M3MEHEHUH, KOTOPBIE MOKHO BHECTU
B IIPOCTYIO CUCTEMY, BCETO JIMIID 32 CYECT MCIIOTH30BAHUS JIPYTUX THUIIOB
BEKTOPOB U TEKCTYP.
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AdononHutenbHaa uHpopmauus
Yrobsl ysHaTh Goubiie o ceeroBoil Mmogean Cook Torrance, mocerure
CJIE/IYIOIITIE CChLIKM:

e http://en.wikipedia.org/wiki/Specular_highlight#Cook.
E2.80.93Torrance_model;

e http: .gpwiki.org/index.php/D3DBook:%28Lightin
%29 _Cook-Torrance;

e http://forum.unity3d.com/threads/158589-Cook-Torrance.

Co3paHue aHU30TPONHbIX OJIMKOB

AHu30TpOITHBIE OJIUKM — TUI GJIMKOB UM OTPAKEHUH, KOTOPhIE CUMYJIH-
PYIOT HAlpaB/IEHHOCTh LAPANH Ha MOBEPXHOCTU M COOTBETCTBYIOIIIM
06pa3oM U3MEHSIOTCST/PACTATHBAIOTCS TIEPIICHANKYIISIPHO HATIPABICHUIO
[apanuH. JTOT MPUEM OKAJKETCsT OYEHb TIOJIE3€H, KOT/[a BaM TOTpedyeTcst
CMOJIEJIMPOBATh IIOTEPTHII METAJL, 8 He OOBIYHBII METaJLI ¢ TJIaAKOii, 11o-
JIMPOBAHHOM 1 6J1eCTsIiIel HOBEepXHOCThI0. BeiomumTe, Kak Boirsiaut CD-
i DVD-1uck co cTOpOHBI TAaHHBIX MJIU KAK BBITJISIUT HUKHSST YaCTh HO-
BEHBKOI KacTPIoJIn 160 CKOBOPOAKHU. [Ipr BHIMATETHBHOM PACCMOTPEHUH
TIOBEPXHOCTH BBl 3AMETHTE, UTO 1[aPATIITHBI HA TOBEPXHOCTU HATIPABJIEHHI B
OITHY CTOPOHY — KaK IIPAaBUJIO, B CTOPOHY CTaYMBaHusI MeTasia. [1pu mpu-
MeHeHnn Specular ocBeleHust K Takoil MOBEPXHOCTHU BbI MOJTYYUTE OTPa-
JKEHHBII CBET, BBITSIHYTBII ITEPIIEHIUKYJISIPHO HATIPABJIEHUTO IIAPAITHH.

B atom perierite Mbl pacCMOTPUM, KaK JIOTIOJHUTD PacyeT GJIIKa, 4TOObI
nobuTbes addekra pasIMYHbIX ITOTEPTHIX MOBepXHOCTEN. B cieayomux
pelenTax Mbl YBUIUM, KaK 9Ty TEXHUKY MOKHO MOIUMUIINPOBATH JJI5 T10-
JIy4eHus IpyTrux aeKToB, HAPUMED TAKUX KaK BbITSHYThIE OTPaKEHUS
Ha BOJIOCAX, HO He Gy/eM 3aberaTh BIEpE — CriepBa U3yYHM OCHOBBL. MBI
Gy/IEM HCTIOTb30BATh cnez[ylonmn mrefiziep B Kavectse 06pa3ua AHU30TPOTI-
Horo mrefigepa (http:
Highlight Shader).

Ha cxpunriore, mokazanHoM Ha puc. 3.12, IpUBOASATCS pa3IndHbIe TH-
bl GJIMKOB, KOTOPbIE MOXKHO TOMY4YnuTh B Unity ¢ MOMOIIBIO aHU30TPOTI-
HOTO I1eliepa.

MNMoagroroBka
BrinosnnuTe caemnyioniue neicTBUS:

1. Cospaiite HOBYIO ClleHy ¢ 0ObeKTaMHM M UCTOYHUKAMHU OCBElle-
Hs, 4TOOBI MbI MOIJIU BUZETH 9(pheKT Hallero meigepa.
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2. CospaiiTe HOBBIH ITIeHiep U MaTepuas, COeIMHUTE UX C HATUMU
00bEKTaMMU.

3. Kpome Toro, Ham moHago00UTCs KapTa HopMaJiell, KOTOPYIO MbI Oy -
JIeM MCIIOJIb30BaTh JIJIsI 3a/laHusl HAPABJIECHHOCTH HAIETO aHU-
30TPOIHOTO OJIMKA.

PapuanbHas aHu3oTponus [opu3oHTanbHas aHU3oTponus

Puc. 3.12. Pe3ynbratbl NpMEHEHNsI aHN30TPOMHbIX LLEaepoB

Ha cxpunmiore, mpuBesienHoM Ha puc. 3.13, npecrasiena Kapta HOp-
Majieif, KOTOPYI0 MbI GyJIeM UCIIOJIb30BaTh JIJist 3TOro perenta. Haiitu eé
MOZKHO Ha CTpaHWIle KHUTH 110 cJIeyoiiemy ajgpecy www.packtpub.com
support.

Puc. 3.13. AHn30TponHasa kapTa HopMmanen

Kak aTo caoenarsb...
BbIHOJIHI/ITe CJIeIIYIOHII/Ie I[efICTBI/IHI

1. CnepBa HaM HYKHO JIO63.BI/ITI) CBOfICTBa, KOTOpbI€ Mbl XOTHUM 3a-
,Z[efICTBOBaTb B meﬁﬂepe. C ux ITOMOIIbIO MbI ITOJIYYUM BO3MOIK-
HOCTb A€TAJIbHO KOHTPOJINPOBATh UTOTOBBIN BU/I TIOBEPXHOCTU.
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Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}
_SpecularColor ("Specular Color", Color) = (1,1,1,1)
_Specular ("Specular Amount", Range(0,1)) 0.5
_SpecPower ("Specular Power", Range(0,1)) = 0.5
_AnisoDir ("Anisotropic Direction", 2D) = "" {}

)

{
_AnisoOffset ("Anisotropic Offset", Range(-1,1)) = -0.2

}

2. TlocJie 3TOro MbI IOJIKHBI HACTPOUTH CBSI3b MEKITY OJIOKOM CBOICTB
U KOZOM, YTOOBI MOKHO OBLIO MCIIOIb30BATh AAHHBIE U3 OJIOKa
CBOMCTB.

sampler2D MainTex;
sampler2D AnisoDir;
float4 MainTint;
float4 SpecularColor;
float AnisoOffset;
float _Specular;

float _SpecPower;

3. Haoarom mare Mbl Jo6aBuM Hairy GYHKIMIO OCBEIEHNUsT, KOTOpast
OyleT co3/1aBaTh IPABUJIbHbIA AHU30TPOIHBIH 9 hEKT 1JIs Haleit
MTOBEPXHOCTH.

inline fixed4 LigntingAnisotropic (SurfaceAnisoOutput s,
fixed3 lightDir, half3 viewDir, fixed atten)
{

fixed3 halfVector = normalize (normalize (lightDir) +
normalize (viewDir));

float NdotL = saturate(dot(s.Normal, lightDir));

fixed HdotA = dot (normalize (s.Normal + s.AnisoDirection),
halfVector);

float aniso = max (0, sin(radians((HdotA + AnisoOffset) * 180f)));

float spec = saturate (pow(aniso, s.Gloss * 128) *
s.Specular) ;

fixed4 c;

c.rgb = ((s.Albedo * LightColorO.rbg * NdotL) +
(_LightColor0O.rgb * SpecularColor.rgb * spec)) * (atten * 2);

c.a =1.0:

return c;

}

4. YT106BI BMECTO CTAHAAPTHOM (QYHKIIK OCBEIEHNST MbI MOIJIM BOC-
MOJTh30BAThCA Halel (QyHKIMeH, Mbl JOJKHBI COOTBETCTBEHHBIM
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obpasoM MOAMMUIIMPOBATh AUPEKTUBY #pragma. Kpome Toro,
JIAIMM WHCTPYKITUIO TIelijiepy UCMOIb30BaTh B KAYECTBE TeJIeBOH
meiinepayto Mogenb Bepeuu 3.0, 4To HaM gacT OoJIblie MecTa Mol
TEKCTYPHI.
CGPROGRAM

#pragma surface surf Anisotropic
#pragma target 3.0

5. Taxxe mbl onipesiesiuM oTaesbibie UV-KOOPAUHATHI 151 AHU30T-
POIHON KapThl HOpMaJieil, 106aBUB CJAEAYIONUN KO/ B CTPYKTY-
py Input. CTPOro roBopsi, aToT IIAT He ABJISAETCA 0053aTeIbHbBIM,
MOCKOJIBKY MBI MOTJIH ObI HCTIOB30BaTh UV-KOOPAMHATHI U3 OC-
HOBHOH TEKCTYPbI, HO IPHU TAKOM MOJIXO/IE MbI CMOKEM 0OUTHCS
HE3aBUCHUMOTO KOHTPOJISA 3a pazMelnienreM adgdexrra moTéproro
MeTasa, a 3HAUUT, Mbl CMOXKEM MacHITabUPOBaTh €ro Kak 3aX0-
THM.

struct Input
{

float2 uv_MainTex;
float2 uv_AnisoDir;

}

6. U koneuno, HaM moTpedyeTcs UCHOJIb30BaTh (DYHKIUIO surf (),
4TOOBI IIEepelaBaTh KOPPEKTHBIE aHHble Hallleil YyHKIIMK OCBellle-
HUS. MBI ToJTyyaeM JJaHHble 13 aHU30TPOITHON KapThl HOpMaJiel 1
TepelaeM UX JaJIbllle B CTPYKTYpe SurfaceAnisoOutput.

void surf (Input IN, inout SurfaceAnisoOutput o)
{

half4 c = tex2D( MainTex, IN.uv _MainTex) * MainTint;
float3 anisoTex = UnpackNormal (tex2D( AnisoDir, IN.uv_

AnisoDir)) ;
o.AnisoDirection = anisoTex;
o.Specular = _Specular;
0.Gloss = _SpecPower;
o.Albedo = c.rgb;
o.Alpha = c.a;

}

Carepytomuii CKPUHIIOT AEMOHCTPUPYET PE3YJIbTaThl pabOThI HAIIETO
aHM30TPOITHOTO Ieliiepa. AHM30TPOIIHA KapTa HOpMaJIel MO3BOJIsIeT HaM
3a1aTh HAIPaBJIEHNE IIOBEPXHOCTH U PACIIPENETUTE OINK IO TIOBEPXHOC-
1 0OBEKTA.
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Puc. 3.14. Pe3ynbtat npUMEHEHNS aHN30TPOMHOW KapTbl HOpManen

Kak aTo paboraer...

JlaBaiiTe paccMOTPHUM Halll IEH/Ep 110 YacTAM U 0OBSICHIM, TI0YEMY MbI
oJrydaeM UMeHHO Takue 3 deKTol. [Ipr 5TOM MBI COCPEIOTOUNMCS B OC-
HOBHOM Ha (DyHKIIUU OCBEIIEHMS, TOCKOJIbKY OCTAJIbHbIE YACTH Ieiepa
Ha JIaHHbIIT MOMEHT Y’K€ JTOJIKHbBI ObITh OYE€BU/IHBI.

HaumnaeM Mbl ¢ TOro, 4uTO OOBSBIAEM HAIly CTPYKTYPY
SurfaceAnisoOutput. [/leaeM MBI 3TO TIOTOMY, YTO HaM HYXHO TOJIY-
YUTh MOMUKCETHHYIO HHPOPMAIINIO U3 aHU30TPOITHOI KapThl HOPMaJeid, a
eIMHCTBEHHBIH CII0c006, KOTOPHIM 3TOTO MOKHO IOOUTHCS B TOBEPXHOCTHOM
1reliziepe, — 9TO UCTIOIb30BaHue (HYHKIINU tex2D () B (QYHKIUHU surf ().

struct SurfaceAnisoOutput

{
fixed3 Albedo;
fixed3 Normal;
fixed3 Emission;
fixed3 AnisoDirection;
half Specular;
fixed Gloss;
fixed Alpha;
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Mbl MOXeM HCHOJIB30BaTh CTPYKTYPY SurfaceAnisoOutput Kak
MOCPETHUK MeX1y (QYHKIMeH ocBeleHns u (QYHKIMENH TOBEPXHOCTH.
B namewm cirydae B QyHKIUEU surf () MBI llepejaeM HHOOPMAIIUIO U3 TeK-
CTYPBI B CTPYKTYPY SurfaceAnisoOutput, COXpaHssd €€ B IepeMEHHYIO
AnisoDirection. Ilocie aTOro Mbl MOXKEM HCIIOJIB30BATDL 3TY MHMOPMa-
1MI0 B (DYHKITUH OCBETIEHUS, 0OPAIasch K s .AnisoDirection.

A Temepb, KOTIa MBI MOKEM OOMEHWBATHCS JTAHHBIMU MEKITY ITHMHU
(byHKIIMAMHU, MBI MOXKEM IepeliTi HEeNOoCPeCTBEHHO K HAIIUM pacdyéTam
ocserenus. HaunHaeTcst pacyér ¢ TOro, 4To Mbl, UTOOBI He JETaTh MOJTHO-
IO pacyéTa OTPaKEHHOIO CBETA, BhIYMCIgeM HoyBeKkTop. [anee Haxoqum
1ddy3HBIH KOMIIOHEHT CBETa, TO €CTh CKAJISPHOE IIPOU3Be/IeHIe HOPMa-
JIN K TOYKE U HallpaBJieHKe CBeTa.

fixed3 halfVector = normalize (normalize (lightDir) +

normalize (viewDir)) ;
float NdotL = saturate (dot (s.Normal, lightDir));

ITocne aTOro Mbl HAUMHAEM U3MEHSTH OTpaKeHue Jisd NMpruanus eMy
IIpaBUJBHOTO BH/IA. HepBbIM JA€JIOM Mbl paCCYUTbIBAEM CKaJIAAPHOE IIPO-
n3Be/ieHue HOpMaJIHBOBaHHOfI CYMMbI HOpMaJIn BEPHIMHbI U BEKTOPOB
13 Hallen aHI/ISOTpOHHOﬁ KapTbl HOpMaJIeI'/)I C paCCYMTaHHbIM Ha IIpe/ibl-
AylieM ararie 3HadyeHueM halfVector. B pe3yJbraTe 4€ro MbI IoJaydaeM
3HaueHue, KOTopoe Oyaer paBHO 1, ecin HOpMab BEPUIMHBI (U3MEHEH-
Hasg aHWU30TPOITHON KapTOW HOpMaJlell) mapaJiyiefibHa noJjysekTopy, u 0,
€CJIN TepIIeH/IUKYJIAApHA. ITocne 9TOro, 1Jd TOro I{TO6I)I TOJTYUUTb 6ouee
TEMHBII OJIMK MocepeinHe U B KOHedHOM uTore ahdeKT Korell, OCHOBaH-
HBIN Ha TIOJTYBEKTOPE, Mbl U3MEHSAEM 9TO 3HaAYEHNE C TTOMOIIbIO (pyHKI_[I/II/I
sin ().

fixed HdotA = dot (normalize (s.Normal + s.AnisoDirection),

halfVector);

float aniso = max (0, sin(radians((HdotA + AnisoOffset) *
180))) s

Jasee Mot Mactrabupyem ahhexT OT IPUMEHEHUST TIePEMEHHON ani so,
BO3BOJIS €€ B CTeleHb s.Gloss, a 3aTeM MbI TIT00ATHLHO YMEHBIITAEM €T0
CUJIy, YMHOJXas Ha s . Specular.

float spec = saturate(pow(aniso, s.Gloss * 128) * s.Specular);

Aot 3 PeKT 3aMevaTeHHO MOAXOAUT JJIST CO3aHuUs O0oJIee CIIOKHBIX
TUTIOB METAJUTMICCKUX TIOBEPXHOCTEH, 0COGEHHO TAKUX, KOTOPBIE COJEP-
JKAT TOTEPTOCTH M BU3YaJIbHO 3aMETHBIE HAMIPABJICHUS HA MTOBEPXHOCTH.
Taxke 3TOT 9 HEKT XOPOIIO MOAXOANT JJIsST IMUTAIIUI BOJIOC UK JIIOOOI
NIPYTOM MSTKOH MOBEPXHOCTH, COMEPIKAIIEll HAMPABICHHYIO CTPYKTYPY.
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Ha caepyionemM cCKpuHIIOTE IPUBOAMTCA UTOTOBBIN pe3yJbTaT pacuéra
AHNU30TPOITHOTO OCBEIIECHUS.

Puc. 3.15. /iToroBsebili pe3ynbtaT pacyéta aHM30TPOMHOro OCBELLEHUS



rJNABA 4
JAo6aBum oTpaXxeHus
B BALI MMP

Real-time-oTpaskeHust TIOIHUMAIOT KauecTBO rpaMKu B UTPE HA HOBBII
ypoBeHb. [yt TOro 4ToObl MOJYYUTh OTPAKAIOINLYI0 OBEPXHOCTD, Ieki-
Jiep Marepuajia 9TOH MOBEPXHOCTH HCIOJb3yeT WH(MOPMAII0 00 OKpPY-
JKAIONEM MHUPE W CUMYJIHPYET OTpaskeHre 0OBeKTOB. B OCHOBHOM st
coznanus 9TOro d@eKTa UCI0Ib3yeTCs CIIeUATbHbII TUIT TEKCTYD — KY-
Ouyeckue KapTel, Wiy Kyomamsl (cubemap). 9T TEKCTYPbI COCTOAT U3
MIECTH TIIIOCKUX TEKCTYP, KOTOPbIE BBICTPAUBAIOTCS BOKPYT MOBEPXHOCTH
B hopme KyOa (110 0IHOM Ha KaK/[YIO TPaHb) U MTO3BOJISIIOT COMILTUPOBATH
I[BET TI0 HAIIPABJIEHUIO B TPEXMEPHOM TTPOCTPAHCTBE BMECTO JIBYMEPHBIX
UV-koopaunatr. Takum 06pa3oM, MBI MOJKEM 3aredb CHUMOK OKPYsKaio-
II[Er0 TIPOCTPAHCTBA B OJMH TaKON KyOMarr.

B atom periente Mbl pacCMOTPUM, KaK TeHEPUPOBATH KyOMaribl Ha 0C-
HOBE 00BEKTOB OKPYIKAMIIETO MUPA U KK [TOTOM HCIOJIb30BATD MOy YeH-
HBIE KyOMATIbI B Teiiiepax [1Jist co3manust 9a(pheKTOB OTpakeHust, Ta TeX-
HUKA 3aMeYaTe/IbHO MOAXOAUT JJIsk IMUTAIUN METAJLIa, aBTOMOOUIbHOI
KPacKH U JJa’ke MJIacTUKa. B aToii To1aBe BBI y3HAeTe O TOM, KaK:

¢ cosmarb kyOMarn B pegaktope Unity;

HCIIOJIBb30BaTh KyOMall JIJIsT IIPOCTBIX OTPasKeHUI;
MacKHPOBaTh OTPAKEHNUST;

MCTI0JIb30BATh KaPThl HOPMaJiel B OTPasKeHUSIX;
peasnuzoBatb addexr Dpenets;

HAITICATD TPOCTYIO ANHAMIYECKYIO CUCTEMY KYyOUUECKUX
tekcTyp B Unity.

LR R R

Co3paHune Kyou4yecknx TeKctTyp
B Unity

[Ipesxie yem MBI 3afiMEMCST U3YyYEHUEM TOTO, KaK CO3/IAl0TCS IIei1epbl
oTpajkeHMii, HaM II0TpedyeTcs HayuyuThcsl cosiaaBaTh KyOMarbl. Komeu-
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HO, BBI MOJKeTe HaiiTn nX B VIHTepHeTe, HO PaHO WJIH TIO3/THO BBI 3aXOTUTE
HAyYHUTHCS CO3/IaBATH CBOM COOCTBEHHBIE, XOTsT ObI TOTOMY, YTO TOTOBBIE
craTudeckne KyOMarmbl He cO/epsKaT AeTaieil MMEHHO Balllero YHUKab-
HOTO UTPOBOTO Mupa. Kybuueckue TeKCTyphl, BhIIOKeHHBIE B VIHTEpHE-
Te, XOPOIIO MOAXOJST JIUIIb JJIST TECTUPOBAaHUS Tiielifepa, u He GoJee.
B nporpammupoBannu TpahuKH co3laHne CBOMX KyOUYECKUX TEKCTYD,
B KOTOpBIE 3aIleYaTIéH MMEHHO Balll BUPTYAJIbHBIN MUD, — 9TO KJII0Ye-
BOW MOMEHT JiJist 0OecTiedeH sl PeaTuCTHIHOCTH 9(PEKTOB OTPaKEHS.
B mepBom perieniTe aTOl rIaBbl MBI pACCMOTPUM, Kak B pepaktope Unity
CreHepupoBaTh KyOGMaIll U3 3alaHHON TOYKH MPOCTPAHCTBA. B KOHIIE MBI
TaJM CCBLIKH Ha CTOPOHHUE MPHUJIOKEHS, C TTOMOIIBIO KOTOPBIX MOKHO
co3/1aBaTh KyOMarbl. BOOpy/KUBIICH STUMI 3HAHUSIMU, BBl CMOJKETE Tie-
PENTH K CIEYIONUM YaCTsIM 9TOT TIIaBBI, TOCKOJIBKY CO3/laHne KyOudec-
KUX TEKCTYP ¥ MOHUMaHUe MPUHITUIIOB UX PAGOTHI, — 9TO HEOOXOIMMBIIT
MUHIMYM JIJIST BBITTOJTHEHUS TTOCTIEAYIONUX PETIeNTOB.

MNMogroroBka

B Unity ects mpumep Ha JavaScript, B KOTOPOM ITOKa3aHO, KAk TeHEPUPO-
BaTh KyOMar U3 OKpysKaiouux o0bekToB. JaBaiite MOCMOTPUM, KaK 9TO
nenaetcsd. Omucanne CKPUITA JOCTYITHO 110 CJEYIONIeH CChIITKEe: WWW.
packtpub.com/support. Mbl Bo3bMeM 3TOT CKPHUIIT 32 OCHOBY U HEPETIH-
mem ero Ha C#. A B TocjieiHeM PerernTe 9TOM IJIaBbl MbI PACCMOTPHM,
KaK MOJKHO CJIeJIaTh MPOCTYI0 CUCTEMY TeHepalu KyOUIecKux TEKCTyp
B HECKOJIBKHX MO3UIIMIX, KOTOPYIO MbI OyIeM HCIIOJb30BATh JJISI TOTO,
4TOOBI MEHSITh MOJIyYeHHBbIE KyOMAllbl 10 Mepe MPOABUKEHUST HAIIETO
MepcoHaka Mo YPOBHIO, YTO JacT Ham moutu real-time-cucremy orpa-
SKeHUH.

B atom perenite Mbl chOKyCHPYEMCST Ha TOM, KaK CreHeprpoBaTh KyO-
MaIl, YTO TTOATOTOBUT HAC K CO3JIAHUIO CHCTEMbBI TMHAMUYECKUX OTpasKe-
HWH 17151 Balel UTPhI.

BormonauTe ciemyiorniye 1eiicTBUS:

1. Ham HyxHO Oyzaer m06aBUTH OOGBEKTHI Ha CIIEHY, KOTOPBIE Ha
KyOMarie OyayT BBIIOJIHATL POJIb MCTOUYHUKOB ceTa. IloaTomy
B Halllell CclleHe HaM TOTPebyeTcsT CO3/1aTh HECKOJIBKO MJIOCKOC-
Teil. Bel MoskeTe 910 cenaTh B moboM 3D-pegakrope, HarpumMep
Maya nian Max, nim ke Bbl MOKeTe NCII0JIb30BaTh CTAH/IaPTHYIO
mnockocth (Plane) Unity. Togoiiaér no6oii Bapuant. B KoHIe
KOHIIOB, Ballla CIIEHA J[OJUKHA BBITJISIETh TIPUMEPHO CJIEAYOIUM
006paszom.
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Puc. 4.1. Bug cueHbl ¢ CO30aHHbIMU MJIOCKOCTAMM

2. Temeppb HaM HYKHO CO3aTh TEKCTYPHI, KOTOPBIE OYAYT UMUTHPO-
Barh 3(D(HEKThI OT Pa3HbIX TUIIOB ocBellleHus. [ToaToMmy Ham nona-
HOOSTCS TEKCTYPbI, IMUTHPYIONIUE 3aTyXaHWe ¥ MHTEHCUBHOCTD
MCTOYHUKOB CBETA HAIlEro OKPY’KAIoIero Mupa. Barisguurte Ha
CIIeYIOTIUI CKPUHIIIOT.

Puc. 4.2. TekcTypbl Ana nmmtaumm apdeKToB pasHbIX TUMOB OCBELLEHNS

3. Jlamee, 1715t TOTO YTOOBI MBI CMOTJIN UCTIOB30BATH HAIIH TLITOCKOC-
TH U TEKCTYPBI B KAUeCTBE KCTOYHUKOB CBETa B KyOMarie, Mbl [IpH-
MEHWM K HUM OJINH M3 BcTpoeHHBIX B Unity mefizepos. B mrannom
cayyae Unlit/Transparent (Heocseménusiii/ITpospauHslii) mieid-
JIep, 4TOOBI TEKCTYPbI, CUMYJIUPYIOIIIE HCTOYHUKH CBETA, HE Tepsi-
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JII IPKOCTH. B TOTOBOM BapmaHTe Ballia ClieHa JI0JKHA BBITJISI/IETh
CJIELYIOIIM 0OPa3OM.

Puc. 4.3. ITorosbivi BUA, NOArOTOBIEHHOM CLIEHbI

Kak sTo caoenarsb...

II]I?I HallMCaHMA HallleTo mefmepa BBITIOJTHUTE CJICAYIONNE MTarn:

1. Cnepsa HaMm 1oTpebyercs co3aTh HOBBIM CKPHUIIT, a TaK KaK Mbl
IJIAHUPYEM CJIeJIaTh KAaCTOMHO€ BCILIBIBAIOIee OKHO B PEIAKTOPE,
HaM 1OTpebyercss COXPaHUTh CKPUIIT B Halke Editor. Cospaiite
JTY MAIKy B [MaHEJU MPOeKTa, 3aTeM co3jiaiite B neit CH#-CKpUIT u
Ha30BUTE €0 GenerateStaticCubemap. Ilocie Toro Kax BbI cO-
3/laJIUTEe CKPUIIT, JIBa pa3a KIMKHKUTE 110 HeMY, YTOObI 3aIlyCTUTh
ero 8 MonoDevelop.

Puc. 4.4. PacnonoxeHue darna cKpunta B AepeBe npoekTa
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2. Korzma Ham ckpunt otkpoercss 8 MonoDevelop, Mbl gosKHbI Oy-
JIEM €TO OTPEIAKTHPOBATE, UTOOBI OH BBITTOJIHSLI TpeGyeMbie (hyHK-
. Jl71st Havasa Ham motpebyercst 106aBUTh IUPEKTUBY using, B
KOTOPOW yKa3aTh, YTO MbI COOMPAEMCST MCTIOIB30BATh HeMCTIeHe
(TIpocTpaHCcTBO UMEH) UnityEditor.

using UnityEngine;
using UnityEditor;
using System.Collections;

3. Jlia toro, 4ToOBI CKPUNT MPU BBITOJHEHUN B PEJaKTOPE OTKPHI-
BaJICA BO BCILJIBIBAIOIIIEM OKHE, HaM HYKHO YHaCJel0BaTbhb KJacCcC
GenerateStaticCubemap OT Kjlacca ScriptableWizard. Takum
06pasoM, y Hac TOSIBUTCS IOCTYII K HEKOTOPBIM MOJIE3HBIM (hyHK-
ITUSIM.

public class GenerateStaticCubemap : ScriptableWizard

4. Takske HaM HYKHO OyzeT 100aBUTh HECKOJIBKO IIyOJIMYHBIX [IEPe-
MEHHBIX, B KOTOPBIX MBI Oy/IeM XPaHUTH HAIll KyOMAIl 1 KOOP/IMHA-
TBbI TOYKH, U3 KOTOPOI OH ObLI cHAT. [lo6aBbTe Ciemyionuii Koz B
HauaJje Kjaacca.

public Transform renderPosition;
public Cubemap cubemap;

5. Ilepsast pyHKIMS B HAIIEM CKPHUIITE — HTO BCTPOEHHAST (DYHKITHS
onWizardUpdate (). OHa BBI3BIBaETCS, KOT/IA HAITIE BCTIJIBIBAIOIIEE
okHo (wizard) OTKpBIBaeTCs, WM KOTAA TOTH30BATENb B3aNMO-
netictByeT ¢ anemeHTaMn GUI B Hem. [loaTtomy B aTO# yHKITIT
MBI Gy/IeEM TTPOBEPSITH, UTO TOMH30BATENh BBEM TPABUIBHBIE AH-
HBIe B BU3AP/T: €CJTH MOTH30BATEND He YKa3al KyOMAIl WIn CChLIKY
Ha transform, To MBI YCTAaHOBUM 3HavYeHre GYIEBOH TepeMeHHOM
isValid B false 1 3alpeTUM JaTbHEHIIINE TeWCTBUS.

void OnWizardUpdate ()
{

helpString = "Select transform to render " +
"from and cubemap to render into";
if (renderPosition != null && cubemap != null)
{
isvalid = true;
}
else

isValid = false;
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6. Ecsu mepemennas isvalid paBHa true, BuU3ap/l BbI30BeT (hyHK-
HHK)OnWizardCreate(),rﬂeNHJCOSH&HHM’HOBYK)KaMepy,paC-
IIOJIOKUM €€ TaM JKe, e HaXOANTCA HpellOCTaB]IeHHbIﬁ transform,
U BbI30BeM (DYHKINIO RenderToCubemap (), YTOOBI MOJYYUTH HO-
BYIO KyOUUECKYIO KapTy.
void OnWizardCreate ()

{
//Co3mamyM BpEeMeHHYK KaMepy IOJIsS PeHIEePMHTa
GameObject go = new GameObject ("CubeCam",
typeof (Camera)) ;

//Pa3MecTuM €& B HYXHOM MecCTe
go.transform.position = renderPosition.position;
go.transform.rotation = Quaternion.identity;

//OTpeHnepuM KyOMar
go.camera.RenderToCubemap (cubemap) ;

//YHUYTOXMM BPEMEHHYI KaMepy
DestroyImmediate (go) ;

}

7. 1 maxonen, mam morpeQyercs caelaTh Tak, YTOObI 9TO BCILIbI-
BAIOIIEE OKHO OTKPBIBAJIOCH IIPU BHIOOPE ONPEAETEHHOTO MyHK-
ta Menio B pegakrope Unity. [lo6aBsTe Caeayiomuil KOi B KJIace
GenerateStaticCubemap.

[MenuIltem ("CookBook/Render Cubemap")]

static void RenderCubemap ()

{
ScriptableWizard.DisplayWizard ("Render CubeMap",

typeof (GenerateStaticCubemap), "Render!");

Kak aTo paboraer...

B Hauajie Halllero CKpUITa Mbl 00BSIBJISIEM, YTO OH HACJIELYETCsT OT KJIac-
ca ScriptableWizard. Tem cambiM MBI ToBOpUM Unity, 4TO MBI CO3/1a€M
HOBBII THII BCIJIBIBAIOIIETO OKHA B pefakTope. [10aToMy-TO MBI 1 TTOMec-
THUJIM HAIIl CKPUIIT B MANKY Editor. Ecu ObI MBI IOMECTUJI €T0 B IPYTOe
MecTo, To Unity GbI He PacIioO3HaIa 3TOT CKPUIIT KAK BBITTOJHSIONIICS B
penaxTope.

C NOMOIIbIO TIePEMEHHBIX, OObSIBIISIEMBbIX HAMU Ha CJIE/IYIOIIEM dTalle,
MBI ITI0JIy49a€M BO3MOJKHOCTD XPAaHUTD IOJOKEHUE, N3 KOTOPOTO Mbl XOTUM
OTPEH/IEPUTDH KyOMall, ¥ CCBIIKY Ha 0OBEKT KyOMaria B ITaHEeJ U [POEKTa,
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B KOTOPBIIi MbI XOTUM 9TOT KyOMall COXpaHUTb. BbICTaBUB MIPaBUJIbHbIE
3HAYEHM OTUX II€PEMEHHbBIX, MbI CMOKEM CreHEePUPOBATh HAlll KyOMail.

[lanee Mbl peakTupyem (GyHKIIUIO OnWizardUpdate (), KOTOPYIO HAM
IIPEJIOCTABJISIET KJAacC ScriptableWizard. Bui3biBaercs ata dyHKIMS
[pU IIEPBOM 3allyCKe BH3apia, a TakKe IIPH JI0OOM B3aMMOIEHCTBUU
noJsibsoBareis ¢ aaementamu GUI Busapga. Ml GyieM HCIIOIb30BATh 9Ty
(byHKIMIO /JIsT TIPOBEPKHU TOTO, YTO TOJIb30BATEb JIEHCTBUTENBHO yCTa-
HOBWJI TIPABUJIbHBIE 3HAUEHUST ITepeMeHHbIX. Eciu 1a, To Mbl ycTaHABJIU-
BaeM IePEMEHHYIO isValid B true, €CJid HET, TO B false. [lepemennas
isvalid —3TO BCTpOEHHas lIepeMeHHast Kjlacca ScriptableWizard. Beé,
YTO OHA JIeJIAeT, — ATO MO3BOJISIET BaM BKJIIOUATh M BBIKJIIOYATH KHOIIKY
Create BHU3Y OKHa Bu3apa. Tak, BbI MoxKeTe ObITb YBEPEHbI, YTO HUKTO
He CMOXKET 3allyCTUTh CJeAYIONyIo (HYHKIMIO Busapaa 6e3 yCTaHOBJIEeH-
HBIX TpaHcopMa U KyGmara.

[Tocsie TOro Kak Mbl IPOBEPUJIH, YTO MOJIb30BATE/b MTPEOCTABUI HAM
KOPPEKTHBIE IAHHBIE, MBI MOKEM TIEPENTH K GYHKIIMM OnWizardCreate ().
VIMeHHO 3/ech U cO3/1aeTcst HOBbIil KyOMarl. HaunHaeTcs BCé ¢ TOro 4to
MBI CO3/IaéM HOBBII GameObject ¢ KOMIIOHEHTOM Camera Ha HEM. [lanee,
MBI BBICTABJISIEM €T0 B KOOPJIUHATHI IIPEAOCTABJIEHHOTO B ITapaMeTpax Bu-
3apja Tpanchopma.

[Tocsie BBITIOJIHEHWST 3TOTO KOJIA Y HAC MOSIBUTCS HOBasi KaMepa Ha 3a-
JIAHHOM 103UIMN. BCE, 4TO HaM 0CTaHeTCsI C/lesIaTh IOCJIEe 9TOTO, — TO BbI-
3BaTh (PYHKIMIO RenderToCubemap () ¥ IepeaaTh eil KyOMal, KOTOPbIi
0JIb30BaTEb BIOpasl B IlapaMeTpax Busapza. [lociie BBIIOJIHEHMs 9TOI
dyHKIMU 1ecTh N300pakeHuil A1 Hallero Kyomama OyayT co3JaHbl U
oObeJuHEHbI B 3aJaHHBII [10J1b30BaTeIeM 00bEKT KyOUUECKOil KapThl.

lajee [ Hamiero Busapia Mbl J0OABJIIEM OIILUIO B MEHIO, YTOOBI
0JIb30BaTE b MOT BbI3BaTh €ro U3 riaBHoro Menio Unity. [Ipu naxkatuu
Ha 9TOT IIYHKT MeHI0 Oy/IeT BbI3BaHa cTaTuveckas GyHKIU BU3apa, KO-
Topast 0To0PasUT ero Ha akpaHe. Takum 00pa3soM, Mbl HANUCAI HEOOJIb-
IIOH MHCTPYMEHT [UIsE CO3JaHMsI KyOMYEeCKUX KapT HElNOCPEACTBEHHO B
penaxrope Unity.

AdononHutenbHas nipopmaums
Mt IIPpUBO/IUM ABE ITPOTPAMMBbI, C ITIOMOIIbIO KOTOPbIX Bbl MOJKETE T€HE-
pupoBaThb Ky6Mal'[bI 1 UCIIOJIB30BAaTh X B CBOUX mefmepax:

e ATI CubeMapGen: http://developer.amd.com /resources/archive

archived-tools/gpu-tools-archive /cubemapgen/;
¢ HDR Light StudioPro: http://www.hdrlightstudio.com/.
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NMpocToe oTpaxeHune
C UCMNOJIb30BaHUEM Kyoniyeckomn
TEeKCTypbl

Ternepb, KOT/Ia MBI YMEEM CO3/[aBaTh HAIM COOCTBEHHbBIE KYOMAITBI, MbI
MOKeM TIEPENTH K UCII0IB30BAHUIO ATOTO HOBOTO TUTIA TEKCTYP /JIST IMHU-
TaIUy OTpaKEeHUH B HatleM riefiepe. B ocHoBe ucmosnb3oBanus Kybudec-
KHUX TEKCTYP /IJIST CO3/IaHMsT OTPAKEHMIT JIEXKUT BeChbMa MPOCTast uzes, HO
IIPU 9TOM OHA TIPEIOCTABJIIET OU€Hb MOIIHBII MHCTPYMEHT [IJIs CO3/IaHUs
meiinepHbix o dexToB. Mbl 6epéM HOpMaJIb TOUKU IOBEPXHOCTH MOJIEIN
U MICTIOJIB3YeM IBET TUKCEJIs B KyGMarie B 9TOM HaTPaBJIeHUH [TPU TeHepa-
MY OTPAsKEHUS HA TOBEPXHOCTH 06beKkTa. TAKOB, B OOIIMX YepTax, PIH-
I paboTBI HTOTO METO/IA.

B sTOM periente MbI c/ieJiaeM TIEPBbIE TArk K UCIIOAb30BAHUIO KyOu-
YeCKUX KapT [T UMUTANNUU oTpaskeHuil. Unity MOKeT cama BBIYUCIIATH
BEKTOP OTPAKEHUs, YTO M30aBUT HAC OT HEOOXOAMMOCTH €ro pacuéra
BpyuHyto. /l7151 3TOTO B CTPYKTYpe Input HY’KHO HCIIOJIB30BATh BEKTOD
worldRefl. MbI Gy/IeM HCIIOJIB30BATh ATOT BEKTOP /ISl COMILIUHTA KyOu-
yecKol TekeTypbl. UTO JacT HaM B UTOTe CaMblil IIPOCTON crnocod cosa-
Hus a¢dekTa oTparkeHus B TOBEPXHOCTHOM TIeiiiepe.

MNMoagroroBka

IIpesxme yeM MBI HAYHEM IIUCATh KOZ IIeiigepa, HaM MOTpebyeTcs MOAro-
TOBUTD CIleHy. /{71 3TOTO BBIOMTHUTE CIEAYIONINe CHCTBUS:

1. CospmaiiTe HOBYIO clieHy, MaTepuas u meiigep. He 3abynsre mpu-
CBOUTDH MM MMEHA, C IIOMOIII0 KOTOPHIX UX JIETKO MOKHO OyzIeT
HaAWTU.

2. JloGassre LIeizep MaTepUally, a MaTepUaj Ha3HAUbTE OOBEKTY.

3. Cospaiite wiu HalizuTe KyOMall, KOTOPbI Mbl OyAeM HCIIOJIb30-
BaTh B HAIIEM IIeii/lepe.

Ha ckpuniore (puc. 4.5) nokasaH KyOMarl, KOTOPBII MbI KCIIOJIb30Ba-
JIV 7T 9TOTO perienta. HecMoTpst Ha To 4To y Bac Gy/eT Apyroii kybmar,
MBI TPUBOJIAM TOT CKPUHIIIOT, YTOOBI MOKA3aTh, KAKME TEKCTYPbI HCTTOIb-
3yeM MblI, U H36e5KaTh BO3MOKHBIX HEIOTIOHUMAHUT.

Kak aTo caenarsb...

Haunure nanucanue Baniero mieiiziepa ¢ BbIIIOJHEHUS CAeLYIONNX AeicT-
BUIL:
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Puc. 4.5. icnonb3yemas B peuenTe Kybuyeckas TekcTypa

1. B 6s0ke cBOWCTB co3pmaiiTe HOBBIE cBolicTBa. Ham monamoburcs
CBOICTBO, YTOOBI XPAHUTh HAllly KyOUYECKYIO TEKCTYPY, U CBOHCT-
BO, YTOOBI YIIPABJIATH BEJIMUMHOMN OTPasKeHMsI.

Properties
{
~MainTint ("Diffuse Tint", Color) = (1,1,1,1)
~MainTex ("Base (RGB)", 2D) = "white" ({}
~Cubemap ("CubeMap", CUBE) = ""{}
_ReflAmount ("Reflection Amount", Range(0.01, 1)) = 0.5

}

2. Ilocse sroro nam HYXHO CO3/1aTb CBsA3b MEXIY 6]IOKOM CBOIICTB
1 IepeMEHHbIMU B KOJ€E. ITO I03BOJIUT HAM ImoJsrydaTb JaHHbIE U3
6JI0Ka CBOMCTB.
sampler2D MainTex;
samplerCUBE _Cubemap;

float4d MainTint;
float _ReflAmount;

3. YT00BI KOPPEKTHO UMUTUPOBATDH YTOJ OTPAKEHUST OT TIOBEPXHOC-
TH, HaM TIOTPeOYETCsT HEKUU BEKTOP C MTPABUIBHBIM HAITPABJIEHHEM
oTpakeHus. /[y 5TOro Mbl BOCIOJIb3yeMCs eIl€ OJTHUM MeXaHU3-
MoM, BcTpoeHHbIM B Unity. Ecsin Mbl ToMecTUM BHYTPb Halei
CTPYKTYPBI Input CJEAYIONNNA KO/, TO ITOJYYNM BEKTOP OTpake-
HUST 00BEKTOB OKPYKAIOIIEr0 MUPA, IPUTO/IHBII JIJIsT UCTIOJIH30Ba-
HUA B HaIlleM Inelzepe.

struct Input
{
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float2 uv_MainTex;
float3 worldRefl;
i

4. Tlocsie 3TOTO MBI CMOKEM TOJYYUTH I[BET U3 HAIIETO Ky6MaHa ¢
MOMOIIIBI0 PYHKITNN texCUBE () W BEKTOPA OTPAKCHUS 00DbEKTOB

OKPYJKAIOIIETO MUPa U3 CTPYKTYPHI Input. Jlo6aBsTe B hyHKITNTIO
surf () CJAEAYONNN KO/,

void surf (Input IN, inout SurfaceOutput o)
{
half4 ¢ = tex2D( MainTex, IN.uv MainTex) * MainTint;
o.Emission = texCUBE( Cubemap, IN.worldRefl).rgb *
_ReflAmount;
o.Albedo = c.rgb;
o.Alpha = c.a;
}

PeSy.IIbTaT MCITOJIb30BaHMA HaIllero Ky6MaHa Bbl MOJKETE€ YBUJIETb Ha
cjaeaytonieM CKpuHIIoTeE.

Puc. 4.6. Pe3ynbtat paboThl Wengepa, obpadaTbiBaloLLEro
HaLly KyOu4eckyto TEKCTYPY

Kak aTo paboraer...

Ecuri BB Beé Harmcasm 6e3 omuboK, TO BBl YBUAUTE, YTO KyOMaIl OTpaska-
eTCcsT OT Balrero 0ObeKTa Tak, Kak OTPaKaIiCh Obl HACTOSIINE OOBEKTHL.
ITO BO3MOKHO OJIarojiapsi BCTPOEHHOMY B MMOBEPXHOCTHBIE ITEHIEPHI B
Unity cBOHCTBY CTPYKTYPBI Input. C IIOMOIIBIO CBOMCTBA worldRefl MBI
MOZKEM TTOJIYIUTh BEKTOP OTPAsKEHMUST, HEOOXOMMBIIA JIJIsT IPABUJIBHO pa-
6OTBI ¢ KyOMUecKoit KapToit. Beero Jiniib 3a CYET UCTTOMB30BAHUS BEKTOPA
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worldRefl BHyTpU (DYHKIIMM texCUBE () MBI MOXKEM JIOCTATh KOPPEKTHOE
OTpaskeHHe U3 Halllero Kyomarra.

Ha cremyioneM cKpUHITIOTE MOKA3aHO, KaK BBITISAAAT oOpabaThiBae-
Mbl€ I1efiZIepoM JaHHbIE OTPAasKEHUS BO BpeMsl BBITIOJTHEHUS OTJIa/J0YHOI0
CKPHIITA, KOTOPBII TOKa3bIBAET HAllpaBJIeHUE HOPMaJICH B TOUKAX.

OtparkeHHbIW LBET

- HanpaBneHMe OoTpaXXeHusa

Hanpaenexue B3rnspa

ction vector /Dir - 2. hormal * dot v Dir, normal)

Puc. 4.7. Vinntoctpaunsa addekra oTpaxeHns
B pexunmMe oTnagku

MackupoBaHue OTpaXxeHun

B mpenbiiyniem perente Mbl HAyYWJIUCH JleJlaTh 3epKajibHbie Chepbl,
Terepb Mbl IOIPoOyeM ciesaTh 6ojiee CI0KHYIO OTPAKAIONIYIO OBEPX-
HOCTD. TTOCKO/IbKY MPaKTHYECKH BCe 0OOBEKThI B TOM WM MHOH CTENeHu
OTPaKAIOT CBOE OKpPYysKeHUE, HaM OyJIeT HYKeH HEKUil UHCTPYMEHT I10-
MMUKCETLHOTO KOHTPOJIST 32 9(h(HEeKTOM OTpaKEeHUsI.

B sTtom penenTte Mbl PACCMOTPUM TEXHUKY, KOTOPad IMO3BOJIUT HaM YII-
PaBJIATH OTPAKEHUEM C TIOMOIIBIO TEKCTYP, UCIOIb3yeMbIX B KauecTBE
Macku. Mbl OyzieM UCTOb30BATh YePHO-0eJIble TEKCTYPBI, Ui TOTO UTO-
Obl 3a71aBaTh KOO(P(MUIMEHT OTPasKeHUsA Ha OBEPXHOCTH, YCIOBUBIINCH,
4TO YEPHBIN IIBET B TEKCTYPE OY/IET COOTBETCTBOBATE IIOBEPXHOCTH HE3 OT-
paskeHus, a OeJIblil — MOJHOCTHIO 3epPKaibHON OBEPXHOCTU. C IIOMOIIBIO
TaKOTO TOJIXO0/IA XYZ0KHIK, UCTIOB3YIOTINI BAIIl IEH/Iep, CMOXKET JIydIiie
KOHTPOJIMPOBATH NojtyuuBIuiics ahdexT. /laBaiite TocMOTPUM, KaK 3TOT
TIOZIXO]] peain3yeTcs B TOBEPXHOCTHBIX Teinepax Unity.
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MogroroBka

[laBaiiTe TOATOTOBUM HOBYIO CIIEHY [IJII HAIIETO IIelziepa, Peaanusyioniero
MacKHPOBaHHOE OTpaskeHue. J[Jist 3TOro BBIIOTHUTE CIeyIoNine AeHCTBHS.

1. Ham noHago6urcst KyOMall, KOTOPBIH Bbl MOKETE CTEHEPUPOBATh,
WK K€ BOCIOJIb3YHTeCh KyOMaIoM W3 MPEeABILYINEro perenTa.
Huske npusoautes kyGmar, KOTOPBI Mbl UCIIOJIB30BATM B HTOM
peliente, HAUTH €r0 MOKHO B IPUMEPax KOJIa, ITOCTABJSIEMbBIX
BMecCTe C KHUTOH.

Puc. 4.8. Kybuyeckas TekcTypa,
1cnonb3lyemas ojis 3Toro peuenTa

2. Kpome Toro, Ham moTpebyeTcst TEKCTYpa, COepKaIias pacipee-
JIeHHEe OTPAKAIOIINX U HEOTPAKAOIINX yuacTKOB. He 3a0y/16Te, 4TO
MBI YCJIOBUJIICH O TOM, UYTO YEPHBIN I[BET COOTBETCTBYET HeoTpa-
JKAIOIIel TOBEPXHOCTH, OEJIBII IIBET COOTBETCTBYET MTOJHOMY OTpa-
JKEHUIO, 2 OTTEHKHU CEPOr0 COOTBETCTBYIOT HEKUM ITPOMEKYTOUHbBIM
3HAUEHUSM MEXX/ly 3TUMHU JIByMsI KpaitHocTssmu. Huske mpuBoauT-
Cs1 TEKCTYPa, KOTOPYIO MBI HCIIOJIb30BAIM B 3TOM PelielTe.

Puc. 4.9. TekcTypa s MackMpoBaHus
OTpaxeHust
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3. Ilocie ToTro Kak MbI CO3/1aJIr CIIEHy C O6'I)eKTOM, 3EMJIIO 1 HallpaB-
JIEHHBI MCTOYHUK CB€Ta, Mbl MOJKEM B3IJVIAHYTH Ha Halll mefmep
BO BCEM €ro OTpaKarolleM BEJTNKOJICTINN.

Kak sTo caoenars...
Tenepp, Kor/a HaIlIa ClieHa MMOATOTOBJIEHA, Mbl MOKEM TIEPENTH K HaIca-
HUIO KOJIa, KOTOPBIN-TO 1 co3aacT a(dekT orpaskenus. Boimoanure cie-
NIYIOIINE IeHCTBUST:
1. IlobGasbre B Bam Imeiigep ciepytoiue cBoiicta. C MX HOMOIIbIO
MBI CMO’KeM Ha3HAuUTh B Ieiigepe KyOMal U MacKy OTpasKeHHii.

Properties

{
~MainTint ("Diffuse Tint", Color) = (1,1,1,1)
~MainTex ("Base (RGB)", 2D) = "white" ({}
_ReflAmount ("Reflection Amount", Range(0, 1)) =1

~Cubemap ("Cubemap", CUBE) = ""{}
_ReflMask ("Reflection Mask", 2D) = ""{}
}

2. Ilocse aToro mMbl HO63.BI/IM B KO/l IepeMEHHbIe C TAKUMU K€ Ha3Ba-
HUSAMU.
sampler2D MainTex;
sampler2D _ReflMask;
samplerCUBE _Cubemap;

float4d MainTint;
float _ReflAmount;

3. Utobbl oTpaskeHue U3 KyOMUYeCKOW KapThl pabOTalo KOPPEKT-
HO, HaM TOTpebyeTcss B CTPYKType Input OOBABUTH CBOWCTBO
worldRefl. HamipaBiieHue u3 Hero Mbl Oy/IeM TIOJICTABJISITH B (DYHK-
1110 texCUBE (), 4TOObI MOJYYUTH I[BET OKPYKEHUS B HTOM Ha-
[IpaBJIEHUHN.

struct Input
{

float2 uv_MainTex;
float3 worldRefl;
i
4. Kpowme Toro, HaMm oTpebyeTcst 106aBUTD B HAITY (HYHKITHIO sur f ()
caeytonuii Ko, Mbl ogpoGHee OCTAHOBUMCS Ha HEM B CJIELYTO-
el CeKIUU PeTienTa.
void surf (Input IN, inout SurfaceOutput o)

{
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half4 c = tex2D( MainTex, IN.uv MainTex);
float3 reflection = texCUBE (_Cubemap, IN.worldRefl).rgb;
float4 reflMask = tex2D( ReflMask, IN.uv_MainTex);

o.Albedo = c.rgb * MainTint;
o.Emission = (reflection * reflMask.r) * ReflAmount;
o.Alpha = c.a;

}

Ha caemyionieM CKpUHIIOTE TIPUBOAUTCS PE3YJIBTAT MACKUPOBAHUSI
OTPaKEHHOTO CBETA C MOMOIIBIO TEKCTYPbI B TIOBEPXHOCTHOM IIeijiepe
Unity.

Puc. 4.10. Pe3ynsrat MackMpoBaHUs OTPAXXEHHOIO CBETA
C NOMOLLbIO TEKCTYPbI

Kak aTo paboraer...

B Hauasie cBoeil paboThI MIeiigep MPOCTO JOCTAeT 3HAUEHIE [[BeTa U3 KyO0-
Maria ¢ TTOMOIIbIO (DYHKIUK texCUBE (). JTa (DYHKIMS BCTPOEHA B S3bIK
CGFX, ona Bo3Bpalaer 1IBeT TEKCTYPHI B 33/[aHHOM HAIIPaBJIeHUH, KOTO-
PBII MBI MOKEM MCIOJIB30BaTh B HatreM mreiiepe. Unity momoraer HaMm B
JTOM JIeJie, IPEIOCTABIISISE CBOMCTBO worldRefl B CTPYKType Input. Kak
0OBSICHSTIOCH B ITOCJIEIHEM PEIIENTe — 3TO CBOMCTBO MEePeIaéT HaM BEKTOP
OTPaKEHUS OT HAIIPABJIEHUS KAMEPBI.

[Tocste TOro Kak MBI ITOJTyYUM 3HAYEHIE OTPAKEHUS B TOUKE, HAM HYKHO
OyJIeT TOJIYYUTh JaHHbIE U3 TEKCTYPBI MACKU. DTO AETAETCS € TIOMOIIBIO
BCTPOEHHOM (DYHKITNH tex2D (), TPUMEHEHNE KOTOPOI MBI y3Ke paccMmar-
puBaiu B riaBe 2 «Coznanue a3(hheKToB ¢ TOMOTIBIO TEKCTYP».
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Korzma panmnble u3 o6eMx TEKCTYP TIOJYYEHbI U COXPAHEHbI B IEpEMeH-
HbBIX B Halleld GYHKINU surf (), MBI IIPOCTO MEPEMHOKAEM 1IBETa KyOMa-
Ia C IBETaMKM MacKU U COXPaHSEM IIOJYYEHHDBIA Pe3y/IbTaT B IIapaMeTp
o.Emission BBIXOJHOH CTPYKTYpbI Hallell MOBEPXHOCTH. A MOTOM, JJIsI
TOro 4yTOOBI y HAC ObLIa BO3MOKHOCTD I106aIbHO KOHTPOJHPOBATH 00UIYIO
MHTEHCUBHOCTD OTPA/KEHUS, Mbl YMHOKAEM PE3YJIbTaT MACKHPOBAHHOIO
OTPaKeHUsSI Ha 3HAUYEHWe CBOMCTBAa ReflectionAmount. DTO TTO3BOJKT
HaM KOHTPOJMPOBaTh MHTEHCUBHOCTH OTPaKEHMS 10 BCEl MMOBEPXHOCTH
00ObeKTa.

Ha ciiemyronemM CKpUHIIOTE IPUBOISATCS PE3YJIBTaThl, KOTOPBIE MBI MO~
JIydaeM [PH PasJIMYHbIX 3HAYECHUSAX CBOWCTBA ReflectionAmount.

Reflection Amount = 0.0 Reflection Amount = 0.5 Reflection Amount = 1.0

Puc. 4.11. Pe3ynbratbl paccyéTa OTPaxXeHus, Nony4yaemble
Nnpuv pasfnyHbIX 3HAYEHNSAX 0OLLLEV NHTEHCUBHOCTM OTPaXeHUS

KapTbl HOpMmaneun n oTpaxXeHus

B onpeneséHHbIE MOMEHT BaM MOJKET IMOHAA0OUTHCS M3MEHSTh BEKTOP
OTPaKEHUs B TOUKE, UCTIOJIB3YSI HOPMaJib K ToBepHOCTH. Hanpumep, st
TOr0 YTOGBI CUMYJIMPOBATh MTOBEPXHOCTh 3aMEP3IIEro CTEKJIa UK JIe/si-
Horo Kyba. Hesbsst oskugarh, uto urpa Oyzaer BbimaBaTh 60 fps mpu uc-
MOJIb30BAHUU HACTOJIBKO JIETATU3UPOBAHHBIX MOJIE/IEN, KAaK MOKET TIOHA-
IOOUTHCS B 9TOM cirydae. [l umurtanun 6oJiee BbICOKOIIOJUTOHATIBHBIX
JeTasieii Ham moTpebyeTcst UCIoIb30BaTh KapTy HOpMaJIeid, II09TOMY ceii-
Yac Mbl PACCMOTPHUM, KaK UCTOJb30BaTh WH(POPMAIIMIO 13 KapThl HOPMa-
Jieit B apdeKTe OTpaskeHmsI.

Jl1st perieHust MOCTaBIEHHOM 3a/1a4l MbI BOCIIOJIB3YEMCsI €€ OJTHIM
BCTPOEHHBIM B CTPYKTYPY Input MapaMeTpoM, ¢ TTIOMOIIBIO KOTOPOTO MbI
OyeM nepenaBaTh MOAMMUIINPOBAHHBIE HOPMAJIH IIOBEPXHOCTH C yYETOM
KapTbl HOpMavieil. /laBaiiTe TOCMOTPUM, KaK HAM HYKHO U3MEHUTH CTPYK-
TYpPY Input /IS CO3/IaHus 9TOTO adexTa.
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MogroroBka

[laBaiiTe co3paanmM HOBYIO, YMCTYIO CIIEHY € TTOMOIIIBIO CAEAYIOMINX IeHCT-
BUI:

1. Hawm BHOBB notpebyercst KyOMar s cosnanus ahdekra orpaxke-
nust. 1109TOMy BbI MOKeTe HCIIOIb30BATh WM KyOMaIl U3 IPebl-
IYILIEro PelenTa, Uil CreHepUpoBaTh HOBbINA. KyOudeckas Tekcry-
Pa, KOTOPYIO MCIIOJIb30BAM Mbl M KOTOPast BKJIIOUEHA B TIPUMEPbI
KOo/la, MAYIEe BMECTe ¢ 3TOU KHUTOH, MOKa3aHa HUKe.

Puc. 4.12. Kybuyeckas TeKCTypa, UCnosib3yemas
019 JAHHOro peuenTa

2. Ham Ttaxske HOHaﬂO6I/ITCH KapTa HOpMaJIeﬁ JJIL CO3/1aHuA COOT-
BETCTBEHHO M3MEHEHHBIX OTpa)KeHHﬁ.

Puc. 4.13. KapTta Hopmanen, ncnonb3yemas
019 JaHHOro peuenTa
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3. TlocJie aToro cosaiite HOBYIO ClIEHY ¢ 00BEKTOM, IJIOCKOCTh 3€MJIU
1 HATpaBJEHHBIH NCTOYHUK CBETA, TAKXKe CO3/[aliTe HOBBIN TIeii-
Jiep ¥ MaTepuall. DTH JAeHCTBUS TIO3BOJISIT HAM 3aIyCTUTH TIeiep
U IIPOBEPUTh, YTO OH PabOTaeT.

Kak aTo caenarsb...

ﬂaBaﬁTe TEIlepb HallUIIEM mefmep, 4yTOOBI MblL MOIJIA Ha IIPpaKTHUKE Ha-
YUUTBCA UCITOJIb30BAaTh KapThl HOpMa]IQfI UL OTpaskaromiero Luefmepa.

1. JlaBaiite 106aBUM CBOICTBA, KOTOPBIE ITO3BOJAT HAM HAa3HAYMTD
CBOI KyOMaIll ¥ KapTy HOpMaJieil. DTOT dTall yxKe H0JKEH ObITh
BaM 3HaKkoM. PaspaboTky mieiifiepoB Bcerga CTOUT HAauMHAThH C
olpejieJIeHNs BCEX CBOMCTB, KOTOPbIe BaM IoHano0sTcs. Jlobasbre
CJIe YOI KO/ B OJIOK CBOICTB Balllero mieiiepa.

Properties

{
~MainTint ("Diffuse Tint", Color) = (1,1,1,1)
~MainTex ("Base (RGB)", 2D) = "white" ({}
_NormalMap ("Normal Map", 2D) = "bump" {}
_Cubemap ("Cubemap", CUBE) = "" {}
_ReflAmount ("Reflection Amount", Range(0,1)) = 0.5

}

2. Tlocne aroro Ham moTpedyercss OOBIBUTH CBOWCTBA B OJIOKE
SubShader, 4To6bI MBI CMOIJIN OJIYYUTH JOCTYII K JAHHBIM U3 Ha-
1rero 6JI0Ka CBOMCTB.

samplerCUBE _Cubemap;
sampler2D MainTex;
sampler2D NormalMap;
float4d MainTint;

float _ReflAmount;

3. Jlasee Bam HY»KHO Oy/IeT B CTPYKTYPY Tnput 100aBUTH CJETYIONTHI
KOJI. 3/1eCh M TTPOUCXOJNUT BCS Marus, ¢ MOMOIIBIO KOTOPOIi IOy~
YalOTCs OTPAsKEHUS, UCTIONB3YIOIue KapTy HopMmasieil. C oMOIIbIo
Makpoca INTERNAL DATA Mbl MOXeM IOJIYYUTb JOCTYIl K HOpMa-
JISIM TIOBEPXHOCTH 1TOCJIE MX MOIU(DUKAIINH KaPTO HOPMAJICi.

struct Input

{
float2 uv_MainTex;
float2 uv_NormalMap;
float3 worldRefl;
INTERNAL DATA

i
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4. U nakowell, HaM moTpebyeTcs 100aBuTh B GYHKIMIO surf () cJe-
IYTONIHIT KOJT, YTOOBI BOCTIONB30BATHCS U3MEHEHHBIMU HOPMAJIS-
MU TIPH BBIYHICJICHUH OTPaKEHUT.

void surf (Input IN, inout SurfaceOutput o)
{
half4 c¢ = tex2D( MainTex, IN.uv MainTex);
float3 normals = UnpackNormal (tex2D( NormalMap,
IN.uv NormalMap)) .rgb;

o.Normal = normals;
o.Emission = texCUBE( Cubemap, WorldReflectionVector (IN,
o.Normal)).rgb * ReflAmount;

o.Albedo = c.rgb * MainTint;
o.Alpha = c.a;
}

Cremyiomuii CKpUHIIOT JEMOHCTPUPYET pe3yJbTaT MCHOJb30BaHUS
KapTbl HOpMaJiell 17151 Bo3zieiicTBrs Ha aPeKT OTpaskeHusl.

Puc. 4.14. Peaynbtat pacyéta oTpaxXeHust
C YY4ETOM KapTbl HOpManen

Kak aTo pa6oraer...

OO6patTure BHUMaHUE, 4TO 9TOT LIl iep OYeHb [IOX0K Ha OCIeAHUNA HAIIK-
CAHHBIN HAaMWU, 32 OJHUM OY€Hb BAJKHBIM OTJIMUMeM. MbI UCIOJIb3yeM
MOIUKCEIbHYIO KapTy HOpMaJiell /i MOAUMUKAIIMN OTpaXKeHus 13 Ky-
O6uyeckoil TekcTypbl. [ 5TOro HaM Hy’KHO MMETb JOCTYI K HOPMAJISIM
[IOBEPXHOCTH 0OBEKTa I0CJIe TOrO, KaK K HUM Obljla IPUMEHEeHa KapTa
nopmasieit. Ciie/lyioniumM KOJI0OM Mbl IIPUMEHSIEM KapTy HOpMaJieit:
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float3 normals = UnpackNormal (tex2D( NormalMap, IN.uv NormalMap)).rgb;
o.Normal = normals;

[Tocsie Toro kak aTu CTPOKM KOJA BBIIOJHATCH, HOPMAJIU K IIOBEPX-
HOCTH Mojie/in GylyT U3MEHEHBI, Terepb HAM HY;KHO HCIIOJb30BaTh MX
s Mopudukanuu orpaxkenus. [lomydnts gocTyn K USMEHEHHBIM HOP-
MaJIsIM MBI CMOJKEM, ecii JI00aBUM B HAIly CTPYKTYPY Input CTPOYKY
INTERNAL DATA, a 3aTeM 6yaeM HCII0JIb30BaTh WorldReflectionVector
(IN, o.Normal) BMECTO KOOPJMHAT IIPH CIMILIMHTE HAIIEH KyOHUECKOiT
TEKCTYPhL. JTO emlé oxHa QyHkIus, BcTpoeHHas B Unity, Haandme KOTo-
POii 36aBJISIET HAC OT TOTO, YTOOBI KAXK/IbIii pa3 mucaTh Koz caMiM. Takum
00pa3oM, MbI CMOKEM CKOHIIEHTPHPOBATHCSI HA HAITMCAHUM CYIIECTBEH-
HBIX JIJIg HAlllero mieiiziepa (pyHKIMHI, KOTOpble HelTOCPeICTBEHHO y4acT-
BYIOT B CO3/IJaHUU HYKHBIX HaM 3(hHEKTOB.

Ho 3710 eLwyé He BCE...

EcTb emié psin BCTPOEHHBIX CBOKCTB, K KOTOPBIM Mbl MOKEM ITOJIYUYUTD J10-
CTYII B Halllell CTPYKType Input, B MOKeTe ObITh YBEPEHbI — Mbl OCTaHO-
BMMCSI Ha HUX B CJIeLYIONIHX IiaBax. B rabiuiie npuBoanTcs mHGOpMaImst
O TOM, YTO 3TU BCTPOEHHBIE CBOMCTBA JIENAIOT U KaK UX MOXKHO UCIIOJIb-
30BaTh. UTOOBI 110JIyunTh GOJIEe JNeTaabHyI0 MH(MOPMAIINIO, BbI MOXKETE
[IOCETUTh CIAeAyIomMil caiir: http://docs.unity3d.com/Documentation
Components/SL-SurfaceShaders.html.

Ta6nuua 4.1. Tabnuua onnucaHnsa BCTPOEHHbIX CBOMCTB

Tun CBoIiCcTBO OnucaHune

float3 |viewDir CopnepxuT HanpasneHve B3rnsaa As BblYUCIEHNS
addekTOoB Napannakca, 3agHen NnoaCBETKN U T. A.

float4 |nepemeHHas COonePXNT MHTEPMNONMPOBAHHBIA MOBEPTEKCTHBbIN

C CeMaHTUKoM COLOR | uBeT

float4 |screenPos Coaep>XuT NnonoXeHne OTHOCUTENbHO 3KpaHa af1s
addeKToB OTPaKEHUA

float3 |worldPos CoaepXunT MONOXeHNe OTHOCUTESIbHO MUPOBbIX
KoopanHat

float3 |worldRefl CoaepXxunT BEKTOP OTPaXeHMs B robasibHbIX KOOP-

OVHaTax, eCnv NOBEPXHOCTHbLIN LWENAEP He 3anu-
cbiBan MHpoOpmMaumio B o.Normal. [na npumepa
nocmoTpuTte Reflect-Diffuse wengep

float3 |worldNormal ConepXuT BEKTOP HOpMasn B rnobasibHbIX KOOp-
[AMHaTax, eciv NOBEPXHOCTHLIN Weiaep He 3anm-
cbiBas MHPOPMaUMIo B o . Normal
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Ta6nuua 4.1. (OKOHYaHMeE)

Tun CBoIiCcTBO OnucaHune
float3 |worldRef; CofepXunT BEKTOP OTPaXeHUs B rM0OanbHbIX KO-
ANA NCnosib3oBaHuaA opOMHaTtax, ecnvM MOBEPXHOCTHbIV Lengep 3a-
Tpebyercs nuceiBan uHGopMauu B o.Normal. YTOObI
o6bsABIEHNE MONy4nUTb BEKTOP OTPAXEHWS, OCHOBAHHbIA Ha
INTERNAL_DATA NOMNMKCENbHOM KapTe HopMasnen, UCnonb3ynte
WorldReflectionVector (IN, o.Normal).Ansa
npumepa nocmoTpute Reflect-Bumped welipep
float3 |worldNormal; Coaep>xuT BEKTOP HOpMasnu B rnobasnbHbIX KOOpAn-
AJ19 NCNOoJSIb30BaHNA HaTax, ecnu NOBEPXHOCTHbIV Wwengep 3anucbiBan
TpebyeTca nHpopmaumio B o.Normal. YToObl NOAYYNTH BEK-
obbsABNEHNE TOP HOPMas, OCHOBaHHbIM Ha NOMNNKCENIbHOM Kap-
INTERNAL DATA Te Hopmanewn, ncnonbdymTte WorldNormalVector
(IN, o.Normal)

OTpaxeHusda no PpeHenio

OpuH 13 HanboJee YacTo MCIOJIb3YEMbIX TUIIOB OTPaKEHUI — OTPasKeHUE
o Mperernio. dhdexrom Dperesst HasbIBAETCS M3MEHEHNE OTPasKaroIeit
CIIOCOOHOCTH MOBEPXHOCTH B 3aBUCUMOCTH OT YTJIa, MO/ KOTOPBIM BbI Ha
Heé cMoTpute. Ero MOKHO 3aMeTUTH IIPAKTUYECKHU Ha JII0OOM THIIE IIOBEP-
XHOCTEI, HO Yallie BCETo ero NCTIOMb3YIOT IIPU CO3/IaHUU KOPITYCOB MAIITHH.
MpbI cpasy BUAUM, 4TO TIOBEPXHOCTH aBTOMOOHIIS OTPAsKAET CBET, HO €CJIH
[OCMOTPETh Ha Hee 1Mo GoJiee OCTPhIM YIJIOM, BbI YBUANTE, YTO MHTEH-
CHBHOCTH OTPayKEHUI 1 GJIMKOB YBETMUMBAETCSI, U OSIBJISIETCS TPUATHBIN
ryiazy a(hexT 3aHel MOICBETKN.

O/HaKo He BCe HOBEPXHOCTH 00J1ajai0T OJUHAKOBOI CTEIEHbIO OTpa-
sxerust o Mpenero. HekoTopble MOBEpXHOCTH, TaKKe KaK KOPITyca Ma-
1mnH, 00J1a7a10T BLICOKOW MHTEHCUMBHOCTDIO oTpaxkeHus 110 Dpenetio, B
TO BpeMsI KakK JIpyTue, HapuMep KyCOK TIIaCTHKA, SBJSIOTCS MEHee OTpa-
SKAIOMMMU 1 6otee GIEKIBIMMU.

B aTOM pelterrte Mbl pACCMOTPHM JIKIIL 6a30BYI0 peausariio shdek-
ta orpakenus 1o Mpenenio, MOCKOJILKY B peasbiHoM Mupe ahdext Dpe-
HeJIsI CKJIa/IbIBAETCSI U3 OTPAKEHUST U IIPEJIOMJIEHUST, KOTOPbIE 3aBUCST OT
TOTO, TI0J{ KAKUM YTJIOM Y€JIOBEK CMOTPHT Ha IIOBEPXHOCTh 00bekTa. Ho,
MOCKOJIBKY MBI €Ille He OCTAaHABJMBAIUCH Ha ahdeKTax MpesoMIeHMS,
TO JIaBaiiTe MOCMOTPUM, Kak aTOT 3h(DeKT peaiusyercs: B GOJBIINHCTBE
KOMITAHWH, BBITYCKAIONIUX WTPBI, U KaK Mbl MOKeM MOJU(DUIINPOBATH
WX TIPUEMBI JIJIS CO3/IAHUS MHTEPECHBIX BU3YAJIbHBIX 9(h(HEKTOB OTpaske-
HUS.
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MogroroBka

W BHOBb JaBaiiTe cO31aAKUM HOBYIO CLIEHY, a TAKKe He0OXO0MMbIe 00beK-
ThI AJIA Heé, I{TO6IJI MbI MOTJIN CKOHIIEHTPUPOBATHCA Ha HAITMCAHWHN Hallle-
ro melizepa. BoimoaHuTe Caeayonyo mocae0BaTeIbHOCTD 1eCTBUI:

1. s peanusariuu adexra orpaskennus mo MpeHeso HAM MOTpe-
Gyercst kybuueckast Tekctypa. [oatomy, BaM HY:KHO Oyzer 6o
CTeHEPUPOBATH HOBYIO KYOUYECKYIO TEKCTYPY, THOO0 UCTIOJIH30BATh
Ty, 4T0 ObliIA B NIPeAbIAyIeM periernite. Ha cienyiomeM CKpUHIIO-
Te TIoKa3aH KyOMarl, KOTOPBIH Mbl UCIOJIb30BAJIA B HTOM PelleniTe,
HAWTH €ro BBl MOJKETE 110 ajipecy www.packtpub.com/support.

Puc. 4.15. Kybunyeckas TekcTypa, ncnonbayemas
B JA@HHOM peLenTe

2. CosmaiiTe HOBYIO CIleHY, 00BEKT, MJIOCKOCTh (KoTopast OyaeT ur-
paTh pOJIb TOBEPXHOCTH 3€MJIN ), HOBBIN TIEHi/iep M HOBBIN MaTepu-
alL.

3. Taxxe cosmaiiTe HAPABAEHHbII UCTOYHUK CBETa, YTOObI Mbl MOT-
Jit paboTaTh ¢ OCBEIECHUEM.

Kak 3To cgenarsb...

[laBaiiTe mepeiiIeM K CO3/IaHIIO HAIIIETO Ieliziepa 1 HanmuineM 3deKT oT-
pakenus o Mpeneio. BeimoauTe ciemayomye 1eicTBUS:

1. ChHauajia HaM HY’KHO 3a/IaTh HalllK CBOIcTBa B OJ10Ke cBolicTB. Ha
ATOT pa3 Mbl GYEM HCTIONB30BATh BCTPOEHHYIO MOJIENh OCBETIIe-
must BlinnPhong, mostomy Ham motpebyercst 00bsIBUTH CBOWICTBA,
HeoOXOIMMBIE 17151 Specular-KOMITIOHEHTa MOJIETN OCBETIIEHNST.
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Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
~MainTex ("Base (RGB)", 2D) = "white" ({}
_Cubemap ("Cubemap", CUBE) = "" {}
_ReflectionAmount ("Reflection Amount", Range(0,1)) =1
_RimPower ("Fresnel Falloff", Range(0.1, 3)) = 2
~SpecColor ("Specular Color", Color) = (1,1,1,1)
_SpecPower ("Specular Power", Range(0,1)) = 0.5

}

2. lng sToro 1meiizepa HaM IOTpedyeTcs IOAAepkKKa HIeHAepHOR
Mojiesi Bepcuu 3, 61arofiapsi 4eMy Mbl CMOZKEM HCITOJIb30BATh JI0-
CTATOYHOE KOJIMYECTBO PETUCTPOB, YTOOBI TIEPEATh BCe HEOOX 01~
MblI€ IaHHbBIE B (QYHKINIO surf (). J[JIs1 9TOTO HaM HY’KHO 106aBUTH
cJIe/lyIole HHCTPYKIIUU #pragma.

CGROGRAM

#pragma surface surf BlinnPhong

#pragma target 3.0

3. Tociie 3TOro Ham HYKHO He 3a0bITh CO3/IaTh CBSI3b MEK/LY HAITMMI
HOBBIMU CBOUCTBAMM ¥ KOJIOM IIEUIEPA, [IJIsI 9TOTO MbI 00BSIBUM
HAIIN TTepeMeHHbIe CTeYIONNM 00pazoM:

samplerCUBE _Cubemap;
sampler2D MainTex;
float4 MainTint;

float _ReflectionAmount;
float _RimPower;

float _SpecPower;

4. Yrobbr Hamt aderT oTpaskeHust 3apabortan, HaM TOTpebyercs
00OBSIBUTH APAMETPBhI wor1dRefl M viewDir B CTPYKTYyp€ Input.

struct Input

{
float2 uv_MainTex;
float3 worldRefl;
float3 viewDir;

}i

5. Tlocse aTOTO HaM HyKHO OyzeT paccunuTarh 9(GGEKT 3aHHel moa-
cBeTKU B QYHKIMU surf (), 9T00bI cO3AaTh IPOCTOI apdeKT oTpa-

JKEHMA 110 (DI)EHEJIIO.

void surf (Input IN,
{

half4 c¢ = tex2D( MainTex,

float rim =

1.0 - saturate(dot (o.Normal,

inout SurfaceOutput o)

IN.uv_MainTex) ;

normalize (IN.viewDir)));
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rim = pow(rim, _RimPower);

o.Albedo = c.rgb * MainTint;

o.Emission = (texCUBE( Cubemap, IN.worldRefl).rgb * ReflectionAmount)
* rim;

o.Specular = _SpecPower;

0.Gloss = 1.0;

o.Alpha = c.a;
}

Ha cremytonieM CKpHHIIOTE TIPE/ICTABICHBI NTOTOBBIE Pe3YJIBTAThI pa-
GOTBI HaIIero Treiinepa, peanusyiotniero mpoctoit adhdexr Dpemnesns. To-
MHIMO TIPOYET0, MBI MOKEM B3STh €T0 32 OCHOBY JIJIST HATTMCAHWS Tetiaepa
MTOBEPXHOCTU MAITITHBI.

Puc. 4.16. Pe3ynbtat paboTsl Wengepa,
peanuaytoLlero addektT PpeHens

Kak aTo paboraer...

B aToM mipuMepe Mbl BBIYUCISIEM BEJUUUHY YMEHBIIEHUST WHTEHCUBHOC-
TH OTPAKEHUSI, C MOMOIIBI0 KOTOPOU MBI MOKEM MACKUPOBATH YYACTKU
MOBEPXHOCTH ¢ HoJiee BHICOKOW OTpaskarolieil cocoOHOCThIO U yYaCTKHU ¢
6osee HU3KOM. CpaBHUBas HATIPABJIEHUE B3TJIsA/a ¢ HOPMAJIBIO K TIOBEPX-
HOCTH, MBI MOKEM BBIYHCJIUTDH 3TO 3HAYEHUE JIJIST TEKYIIETO TTOJIOKEHUST
kamepbl. [Tocsie 4ero Mbl MHBEPTUPYEM 9TO 3HAYEHUE U TIOTYIAEM MACKY,
KoTopas Oyner Gosee GeI0ii o KpasM IIOBEPXHOCTH 1 O0JIee YEPHOIL B TEX
MecTax, IJie TIOBEPXHOCTh GOJIbIlle HAlpaBJIeHa B CTOPOHY HabJIOATes.
Wpneto niamocTpupyeT caepyonuil CKpUHIIIOT.



Cos,anne npocmfi AMHOMMYECKOMN CUCTEMBI K)’6M‘leCKMX... I.--

3aryxaHHe No HanpasneHuio WHBepTHpoBaHHoe 3aTyxaHne Monkoe otpaxceHue Monkoe oTpaxenue *
K kKamepe WHBepTHpoBaHHOe 3aTyxaHne

Puc. 4.17. Vinnioctpauns NpuMEHEHNSA MHBEPTUPOBAHUS NPU OTPaXKEHNN

[Tocae aToro Mbt fobasisieM Specular u guddysHbie KOMIIOHEHTHI CBE-
Ta U royryyaeM UHATBHBIN Teiinep, peanusyionuit ahdpext Dpemnes.

Co3paHue npocTtoi
ANHAMUN4YeCKOU CUCTeMbl
KyOn4yeckux TeKcTyp

HecmoTpst Ha TO UTO K 3TOMY MOMEHTY MBI Y>K€ Y3HAJIU MHOTO TOHKOCTE!
paboThI ¢ KyOMaraMu, Mbl BCE €IIé He MOKEM KOPPEKTHO 06pabaThiBaTh
OTpasKeHUst OOBEKTOB OKPY/KAIONIETO MUPA IS IBUIKYIIErocss 00beKTa.
K nipumepy, eciiu Balll BUPTYaIbHBIH MUP OYET COCTOSIT U3 MHOKECTBA
KOMHAT ¥ KOPUAOPOB, TO MbI HE CMOKEM U3TOTOBUTDH OJIHY KyOMUECKYIO
TEKCTYPY /ISt BCETO YPOBHS Ballell urpbl. Takas TekcTypa cojepsKana Oul
HEMPaBUJIbHYI0 HHGOPMAIII0 00 OKPYKAINX 00hEKTaX B KOMHATAX.
W BcE, 4TO OBl MBI IOJYYUIIM, — ITO CTATUYHOE HEPEATMCTUYHOE OTPaXKe-
HUeE.

VIcIpaBUTh CUTYAIIO, CIEJIAB OTPAKEHMUS /Tt PA3HBIX KOMHAT Pasiny-
HBIMU, MO’KHO HECKOJIbKMMHU criocobamu. TTepBblil u Hanbosiee mpocToil —
HTO MCMOJIB30BATh PasHble KyOMaIlbl Ha OCHOBAHUY TOTO, B KAKOH KOMHa-
Te HaxoauTcss 00beKT. To ecTh mpu nepemenieHnu 0GbEKTa U3 KOMHATBI
B KOMHATY COOTBETCTBYIOIIUM 0Opa3oM OyIyT 3aMEHAThCS Hallu KyOu-
4ecKHe TEKCTypbl. BTopoii cniocob — 910 nsmenenne KybMara B peajbHOM
BPEMEHN TI0 MepPe MePEMEIIEHUsT UTPOKA B OKPYIKAIOIIEM MUPE — Croco,
IPU KOTOPOM KyOMart TeHepUPYEeTCst 3aHOBO KasKblil (hpeiim urper. 1 xo-
TS BTOPOH c1ioco6 GoJiee TPEANoUTUTENEH ¢ BU3YaIbHON TOUKU 3PEHMS,
MIOTOMY UTO Bbl HE 3aMETUTE <«CKadka» MpU cMeHe KyOmara, OH BechbMa
3aTpaTeH C TOYKU 3PpEHUA HeO6XOI[I/IMI)IX BI)I‘{I/ICJIGHI/Hl/)I, TMMO3TOMY penieHune
O €r0 MCIOJIb30BaHNN HYKXKHO IIPUHUMATDL, YUYUTBIBAsA BCE HeO6XOI[I/IMI)Ie
717151 Ballieil UTPbl Pecypehbl.
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B arom perienite Mbl cOCPEIOTOUNMCS Ha IEPBOM BapUaHTE U [TOKAXKEM,
KaK Bbl MOJKETe c/leJlaThb OYeHb IPOCTYI0 CUCTEMY [JIsl IepeKJIIoYeHns
MEKITY KyOMamaMu, OCHOBBIBASICh HA TEKYIEM MOJOKEHIH UTPOKA B TTPO-
cTpaHcTBe. B 1ocieaneM paszesie aToro perenta npuBoantces nudopma-
IVsT O CO3JIAHUY CHCTEMBI Teal-time-oTpaxkeHuit, T0aTOMy 06paTHTE BHU-
MaHue Ha Hero, ecjliid BaM 9TO MHTEPECHO U Bbl XOTUTE YBUETh PA3HUILY
MEK/Ly IByMsI BBIIIICO3BYUYEHHBIMU TTOXO/JAMHU.

MNMoagroroBka
BeimosinuTe cienyioniye geiicTBus:

1. Hawm norpeGyeTcst co3zaTh HOBYIO CLIEHY, 3a1aTh IIJIOCKOCTb 3eMJIN
1 oMecTuTh Tyza cepy. Kpome Toro, cosnaiite HampaBIeHHBIN
UCTOYHUK CBETA, YTOOBI [IPEAOCTABUTH HALIEMY IIeiiepy BO3MOK-
HOCTH PaboTaTh CO CBETOM.

2. Mauee pobaBbre Ha CIIEHY iBa IICThIX GameObject,  HA30BUTE UX
pos001 U pos002.

3. Tlocie saToro HazHaubTe chpepe HOBBINT MaTEPUAJI, 2 EMY COMTOCTABb-
Te mreiiep orpaskeHuit mo MpeHesTio n3 HaIIero MpeblIyIero pe-
nenTta. ITocsie aTUX feiicTBUIA Bala ciieHa J0JKHA BRITJISIIETh Kak
Ha CJIeYTONeM CKPUHIIIOTE.

4. U makonert, co3maliTe CKpUIT M HA30BUTE €T0 SwapCubemaps . cs.

YyTh HUKE TPUBOAUTCS CKPUHIIOT, OTOOPAKAIOIINIT UTOTOBBIA B/
Hallleil CIleHbl, B KOTOPOH BCE TOTOBO K CO3/IaHUIO HAIIel AMHAMITIECKOMN
CUCTEMBI OTPaKEHU .

Puc. 4.18. lcxoaHoe COCTOsiHME CLEHbl A1s paboThl
Ha, CUCTEMOWN ANHAMUYECKUX OTPaKEHNN



CO3JJ.GHMe I'IpOCTO;i OMHOMMYECKOM CUCTEMBI K)’6M'~|eCKMX. . I . - -

Kak aTo coenarsb...

ITocse Toro kKak BbI MOJTOTOBHIIN CIIEHY, MOSKHO IEPEXOUTH K IIPOrpaM-
MUPOBAHUIO CUCTEMbI OTPAKEHUI, JIJIS 4eTO BaM HY>KHO BBITTOJIHUTD CJTe-
AYIOIIHe Iaru:

1. Hauném c Toro, 4To nepes AeKaapanueii Kaacca 106aBIM CTPOUKY
[ExecuteInEditMode].

[ExecuteInEditMode]
public class SwapCubemaps : MonoBehaviour

2. TlocJie aTOTO HaM TIOTPEOYETCst 0OBIBUTH HECKOJIBKO MEPEMEHHBIX
JUIST XpaHEeHUsT JaHHBIX Halleil cucteMbl. Bosiee moapoOHO aTOT
ATaIl Mbl OOBSICHUM B CJIEAYIOIIEH CEKIUU HTOTO PEIENTa.

public Cubemap cubeA;
public Cubemap cubeB;

public Transform posA;
public Transform posB;

private Material curMat;
private Cubemap curCube;

3. st Toro 4T0OBI BUIETH, OTKYAa B 3D-1pocTpaHcTBe OBLIN CHATHI
Hal KyOMalibl, Mbl BOCIIOJIb3yeMcsT BecTpoeHHbIM B Unity Mero-
JIOM BU3yaJIbHOU oTiafku — Gizmos. /it aToro gaBaiite 106aBuM
CTIEJTYIONIIH KOJI B KOHEI[ HAIlleTO CKPUTITA.

void OnDrawGizmos ()

{

Gizmos.color = Color.green;

if (posA)
{

Gizmos.DrawWireSphere (posA.position, 0.5f);

}

if (posB)
{

Gizmos.DrawWireSphere (posB.position, 0.5f);

}
}
4. Ternepb HaM TOTPeBYETCS CO3/ATH HOBYIO (DYHKIIUIO, OTIPEAEIISTIO-
IIYI0, KAKOW KyOMar Mbl OyieM MCIO0Ib30BaTh, HA OCHOBE PAacCTO-
STHUS 00EKTA OT YCTAHOBJIECHHBIX HAMU JIBYX TTO3UITHIA.

private Cubemap CheckProbeDistance ()

{
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float distA = Vector3.Distance (transform.position, posA.position);

float distB = Vector3.Distance (transform.position, posB.position);

if (distA <= distB)
{
return cubeA;
}
else if (distB < distA)
{
return cubeB;
}
}

5. Tlocie 3TOTO MBI GyIEM KaiKIBIiT KaIp TIPOBEPSITH PACCTOSTHUS OT
06beKTa /10 ITUX TTO3UIHIT U TTOICTABSATH COOTBETCTBYIONIHH KyO-
Mall B MaTepuaJl.

void Update ()
{
curMat = renderer.sharedMaterial;
if (curMat)
{
curCube = CheckProbeDistance() ;
curMat.SetTexture (" Cubemap", curCube);

}

[Tocre Toro kak BBl coxpanuTe Teliziep, BepHuTech B peaktop Unity,
9TOGBI TMEHIep CKOMITUINPOBAJICS 3aHOBO. Jlamee HaKMHUTE Ha KHOIKY
Play u monpo6yiite moasurath cdepy Blepéa-Hasai. Bl H0IKHbI YBU-
nethb 9 GeKT, MOXO0KMIT Ha N306paKEHHbII Ha CJIEAYIONIEM CKPUHIIOTE.

ToraA | Torab ATO-Ka'AY

Q@

Ky6man B ucnonbayetcs npu npubnmskeHnm k Touke B Ky6man A ucnonbayercs npu NnpUbAMKeHWH K Touke A

Puc. 4.19. VIameHeHne oTpaxeHus npu nepemMeLleHmnmn coepsl

Kak aTo paboraer...

MbI HauMHAEM CKPHIIT ¢ TOTO, YTO 00ABJISIEM K HAIIIEMY KJIACCY aTTPUOYT
[ExecuteInEditMode]. YkasaHue atoro arrpubyra ropoput Unity, 4ro
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HTOT CKPUIIT IOJKEH BBITOJIHSTHCS HE TOJIBKO MPU HaxkaToit krorke Play,
HO JIaske KOT/ia MbI Oy/IeM MPOCTO HAXOAUThCs B pefakrope. Takum o6pa-
30M, MBI CMOJKEM TECTHPOBATh U3MEHEHNE KyOMamoB jaxke 6e3 HasKaThs
kronku Play — Tak mosryuurcst ropasio GeicTpee.

Jlasee Mbl 106ABISIEM B CKPUTIT HECKOJIBKO MTEPEMEHHBIX, YTOOBI MOJTh-
30BaTesb CMOT 3a/1aTh 1B KyOUUYECKUE TEKCTYPhI, U JIBE KOOPAMHATHI B
TPEXMEPHOM MPOCTPAHCTBE, KOTOPbIe GYIYT YIUTHIBATHCS MPU PACUETE
paccrostHuil. IloMIIMO 3TOTO, B CKPUIITE UCHOJIB3YIOTCS /IBE TIPUBATHBIE
MepPEMEHHBIE, B KOTOPHIX MbI XPAHUM TEKYIIMI MaTePUAT U KyOUUECKYIO
TEKCTYPY BO BPEMs BbITIOJTHEHUSI.

Jlo6aBuB HEOGXOAUMBIE TTEPEMEHHBIE, MBI MOJKEM HCIIOJIB30BATh BCTPO-
eHHYIO (DYHKIUIO OnDrawGizmos () st OTOOPasKEHMsT BBOJAUMBIX MOJIb-
30BaTesieM moJioskennil. Ha ocHOBe 9THX TTOJM0KEHUH HAIIl CKPUIIT OyeT
OMPE/IETISTh, B KAKOH MOMEHT HY)KHO Oy/IeT 3aMEHUTH KyOMArbl.

Bot mMbI 1 o6panuck 1o cyTH Hamrero ckpumnTa. Jlasee Mbl 00bABIsIEM
(OYHKIINIO, KOTOPAsI BBIYHCJISIET PACCTOSTHUE Hallleil cpepbl OT KasKI0ro U3
3aJJaHHBIX TIOJIOKEHUI C TIOMOIIBIO MeTO/Ia Vector3.Distance (). [locie
ATOTO OHA CPABHUBAET ATU PACCTOSIHUS U BO3BPAIIAeT KyOMaIl, KOTOPBIi
COOTBETCTBYET TOUKE C MEHBIITUM PACCTOSTHUEM.

[lanee B yHKIMY Update () MbI TOJIydaeM TEKYIIUI Matepuas cepsl
(nnm 06beKTa, K KOTOPOMY MPUKPETIEH CKPUIIT) U HA3HAYaeM eMy KyOu-
YeCKYIO TEKCTYPY, KOTOPYIO BO3BPAIIAET MPEAbIAYIIAsd (PYHKIINS.

Hamr ckpunt BecbMa IpOCT U CITYSKUT JIUIID JIJIsT WIIIOCTPALINN UIEN,
HO TIPY JKEJTAHUHU BB MOJKETE ero 10paboTaTh 10 COCTOSTHIS 3aKOHYEHHOIT
CHCTEMBI, COflepyKalell MHOKECTBO KyOUYeCKUX TEKCTYp U KaxKIoil
KoMHaThl. Takas crcTemMa MorJia OBl Jaske aBTOMATHYECKU TEHEPUPOBATH
KyOMarbl BO BPEMsI BBITTOJIHEHUS, YTO XOPOIIO GBI OO0 JIJIST UTP, B
KOTOPBIX HEIeJaecoo6pasto, ¢ TOUKU 3PEHMsI TPOU3BOUTEIBHOCTH, UC-
MOJIb30BATh MOJHOCTLIO Teal-time-oTpakenust.

Ho 3710 eLyé He BCE...

BosMmoskHO, Bac 3aMHTEpecyeT co3/lanue CUCTEMbI OTPaKeHNH, paboTaio-
1eil B peasibHOM BPEMEHH, B KOTOPOit KyGMmar 6y1eT 0GHOBIIATHCS KasK [bIiT
dpeiim. Hecomuenno, takas cucrema Oy/eT BBITIAAETH Jydliie, HO JIJIst
JOCTHIKEHUSI 9TON KPACOThI MOTPEOYeTCs TTOKEPTBOBATE TPOU3BOANUTEb-
HOCTBIO. Huke IPUBOIMTCS CCBLIKA HA METOJT, KOTOPBIIT BaM HYKHO Oy /1eT

ucnoab3oBaTh B 9ToM cayudae (http://docs.unity3d.com/Documentation/
ScriptReference/Camera.RenderToCubemap.html).



TNNIABA 5
Moaenu ocBewienma

B ar0ii rnaBe Bl y3Ha€Te O TOM, KaK CO3/laBaTb CJCAYIONINE MOIE/IN OCBE-
IIEeHWA:

¢ Mozesb ocsenienus Lit Sphere;

Mozeaib ocserennd Diffuse Convolution;
MOZIEJIb OCBEIEHN aBTOMOOIIBHON KPACKH;
menaep Koxu,;

nreiiep TKaHN.

LR R R

BeBepeHue

Ha nporsskenun mocsaeHUX HEeCKOJIbKUX IJIaB Mbl pPaccMaTpUBaIU pas-
JMYHBIE CTTOCOOBI MCTIOTb30BAHIS KOMITOHEHTOB SI3BIKA HATIMCAHUS TT0-
BEPXHOCTHBIX HIeH/IePOB /JIs CO3/JaHus 1IeiilepoB U Moziesiell ocBelenns.
B aT0ii T/1aBe MBI BOCTIONIB3yeMCsI TIOJTyYeHHBIMU 3HAHUSIMUA U HATTUTIIEM
T[ETUKOM TIeHEPHI AT PasHbIX a(hheKToB.

MbI CKOHIIEHTPUPYEMCsT Ha OCHOBHBIX THIAX IIeiaepoB, HanboJee
BOCTPeGOBAHHBIX B UTPOBO MHIYCTPUI. DTH 3HAHUST MbI TPUMEHUM JIJIsT
COBEPITIEHCTBOBAHMS TIPOTIECCA CO3/IAHUST HANMMX COOCTBEHHBLIX TIetie-
POB, UTO TIPUTOIUTCS HAM, KOT/IA B UTPE TTOHATOOUTCS CO3/IATh MAaTEPHa
¢ HOBBIMU cBo¥icTBaMHU. Kpome TOro, Mbl 00CYIMM HEKOTOPBIE CIIOCOOBI
MOBBITIEHUS 3(OEKTUBHOCTH, TPUMEHUMBIE B cJTydae paboThl B KOMAHIE,
a Takyke TO, KaKUM 00Pa3oM XyMOKHIKY 13 Balell KOMAH/IBI CMOTYT MOJTh-
30BaThCS BAITUMU TIeH/IepamM.

Moaenb ocBeweHus Lit Sphere

Mogenb ocsenienus: Lit Sphere, — 210 JH0OONBITHBIN CiIydail UCHOJIB30-
BaHMs OCBellleHrs Ha ocHoBe usoOpaskenust (Image Based Lighting wiu
IBL). MbI MOKeM HCIOJIb30BaTh 2D-TeKCTYPY, AJIsT TOTO YTOOBI TOJHO-
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CTBIO 3aIleub B Heé OKpysKaiolee ocBenienre. Kak, HarnpuMep, aTo aemna-
erca B Zbrush. Ecou Bei 3Hakombl ¢ MatCaps B Zbrush, To ocsenienue Lit
Sphere paboraer o Tomy ke mpuHIHTY. MBI CO3/1aeM TEKCTYPY, B KOTO-
pyto 3armekaeM anhdy3HbIH CBET, OIUKH, OTPasKEHUS, 3a]IHION0 TIO/ICBETKY,
1 UCTIOJTh3YEM €€ B HallleM Inelijiepe. EAMHCTBEHHBINT MUHYC TaKOTO TIei-
Ziepa — TaKk KakK MBI 3aTMIeKJTH BCe TTAPAMETPBI OCBEIIEHUS B TEKCTYPY, OHO He
GYIET MEHSITBCSI, ECITH, KOHEYHO, He MEHSITh BPYYHYIO TEKCTYPhI B Pa3HbBIX
TOYKAX OKPYsKEHUsI, HATO0OMe TOTO0, YTO MBI BUIEHN B TJ1aBe 4 «J/lo6aBum
OTPaKEHM B Balll MUP» B perenite «Cosmanne mMpocToil AMHAMUYECKON
cucteMbl KyOnueckux kapt B Unity3D». Takum o6pasom, mieiiaep He 0y-
JIET pearnpoBaTh Ha UCTOUHUKK CBETA, U OCBEIIEHIE He OY/IET MEHSThCS,
KOT/Ia BB PACCMATPUBAETe BAILY BUPTYAJIbHYIO MOJIEJb C PA3HBIX CTOPOH.
[TpuMep TeKCTYpHI, UCIIOAB3YeMOIl B Moziesin ocBeleHus Lit Sphere, ko-
TOPYIO YacTo Has3biBaioT Sphere Map, MPUBOANTCS Ha CIEAYIONEM CKPITH-
mroTe.

Puc. 5.1. lNMpumep Sphere Map TekcTypsbl

JlavHbBIN THT 1eiiIepoB XOPOTIO TMOAXOAUT JIJIST CO3IAHMS KaueCTBEH-
HBIX CIIEeH MOpaM UJIH JIJIST UCTTOTh30BAHNST B CKPUTITOBAHHBIX UTPOBBIX
CTIeHaX, B KOTOPBIX TTO3UIHST KaMePHI KECTKO (GUKCHPOBAHA 1 TPeOyeTC st
MeTaTbHOE OCBETIEH e IS TEPCOHAKEN U OKPYKAIONINX UX OOHEKTOB.

[laBaiiTe paccMOTPUM, KaK CO3/1aTh TaKyIo MOJIEJIb OCBELICHUS U KaK eé
WCTIONB30BaTh B MOBEPXHOCTHBIX mieiizepax Unity.

MoagroroBka

ITepen TeM kak HauaTh PabOTY HaJ IEHIEPOM, HaM TOTPeOyeTCs HayYUTh-
Cs1 CO3/IaBaTh TEKCTYPbI OCBEIIEHHUs, KOTOPBIE Mbl Oy/IeM HCIIOJIb30BaTh B
meiinepe. [Ijist 9T0ro Mbl MOKEM HCII0Jb30BaTh Photoshop, Ho ropasmno
npotie GyIeT UCIo/b3oBaTh HeboIblIyo GecriatHyio yruauty MaCrea,
cKayaTh KOTOPYIO MOKHO 10 ajipecy: http://www.taron.de/macrea. Dta
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MPOrpaMMa — 3aMEYaTeNbHbIN GECTIIATHBIH MHCTPYMEHT, C TTOMOIIILIO KO-
TOPOTO MOKHO co3aBaTh Lit Sphere TekcTypbr. CoBeTYeM BaM MOCMOTPETH
obGyuarorue Bueo 06 nnrepdeiice u pabore ¢ MaCrea va Vimeo. Buzgeos-
segenne B MaCrea gocTyiiHo 110 aapecy: http://vimeo.com/14030320.

[Toce Toro, Kak BBI OCBOUTECH C CO3/MaHTEM CHEPUIECKUX KapT, MbI
CMOJKeM TepefiTH K ceryiomeli yacTu Hamero perenta. Ha ckpunmore
nokazanbl nHTepdeiic MaCrea m roroBas TeKCTypa, CO3/laHHAsT B 3TOU
porpamMMme.

MaCrea v0.15b hit [F1] for help - A ﬂ'

[Fxpore [Toadn [maw) S

Puc. 5.2. VInTepdeiic MaCrea v pesynbstaT paboThl B HEl

BeinosnuTe ciaemyioniie 1eiicTBUS:

1. CospaiiTe HOBYIO CIIEHY U IIEpETALIITE B Hee HECKOJIBKO 00bEKTOB,
IJIOCKOCTH M UCTOYHUK CBETA.

2. Cospnaiite HOBbII Treiiep u mMatepuas. Ilocie saToro HazHaubTe
Balll MIEHIep MaTEPUAY.

Kak aTo cgenars...

ITocsie Toro Kak Haia ciieHa U e€ pecypchbl OYAyT HOATOTOBJIEHDI, a HAIIl
1reiziep rotos s pegaktuposatys B MonoDevelop, Mbl MoskeM miepeiTi
K HaIMcaHuio Mozesu meiiannra Lit Sphere.

BoinosnuTe caemyioniie 1eiicTBUS:

1. Kax 06b14H0, HaM 10TpebyeTcs 3a1aTh CBOWCTBA 151 IOBEPXHOCT-
HOro mieiigepa, 4robbl MOJb30BaTEM HAIIEro Iieiaepa CMOr-
JIM BBICTABJISITh Pa3Hble TEKCTYPbl U M3MEHSTh 3HAUEHUS Tepe-
MeHHBIX. IloaTOMYy HaBaiite noGaBUM ClAeAYIOIUNA KoI B OJIOK
CBOMCTB.
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Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}
_NormalMap ("Normal Map", 2D) = "bump" {}

}

2. Tak Kak JJIT OCBEIEHWS MOJENN Meligep OyfeT MCIIoab30BaTh
TOJTBKO c(hepUUECKYIO KapTy, HaM He TTOHaA00UTCS (DyHKIUS OCBe-
mennst Lambert, BMecTO Heé MbI OOBABMM Hamlly COOCTBEHHYIO
dyHKIMO ocsemenus Unlit. Kpome aroro, nam monazoOuTcs
HammcaTh ené 1 HeOOMBINYIO BEPIMMHHYIO (DYHKIINIO, YTOOBI HAIT
nreizep sapaborai.

CGPROGRAM
#pragma surface surf Unlit vertex:vert

3. lajee HaM ONATh HYKHO yOEAUTHCS, YTO MbI He 3a0bLIN PasMec-
TUTh Hallli CBOICcTBAa B GJIOKE SubShader, YTOOBI MbI MOTJIN HC-
M0JTh30BATH JIAHHBIE, M3MEHsIeMbIe TI0JIb30BaTesieM B TaHesn MHe-
nekropa B pegakTope Unity.
sampler2D MainTex;

sampler2D NormalMap;
float4 MainTint;

4. Ternepb Mbl MOKEM JI0OaBUTH (DYHKITHIO OCBEIIECHHsI, KOTOPYIO MbI
nazasu Unlit. Ml 970 /lesiaeM, TIOTOMY 4TO B IAHHOM CJIY4ae Mbl
He XOTUM, YTOObI CBETUJIBHUKHU B CIICHE BJIMSIIM Ha HAII TeHaep.
Ho nipu aToM HaMm Hy’KHO, 4TOOBI Halll 0GBEKT OTOPACHIBAI TEHb.
JlobaBbre B 1Ieiep CeAyonyo (GyHKIUIO OCBENIIECHHSL.

inline fixed4 LightingUnlit (SurfaceOutput s, fixed3 lightDir,
fixed atten)
{

fixed4 ¢ = fixed4(1,1,1,1);

c.rgb = ¢ * s.Albedo;

c.a = s.Alpha;

return c;

}

5. Temeps Ham morpebyeTcst 100aBUTh B HAIILY CTPYKTYPY Input J0-
[OJTHUTEJIbHbIE CBOMCTBA, YTOOBI MBI MOTJIU TIEPEIABATD JIAHHDIE
u3 QYHKIUU vert () B QPYHKIUIO surf ().

struct Input

{
float2 uv_MainTex;
float2 uv_NormalMap;
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float3 tanl;
float3 tan2;
}i

6. lsist Toro uTOGBI MOJYYNTH TIPABUJIbHbBIC 3HAUCHUS U3 chepuuec-
KOI KapThl, HAM HY’KHO TIpe00pasoBaTh KacaTeJbHbIC BEKTOPBI B
TOuKe Mozesn. [[yig aTOTO MBI YMHOKaeM BEKTOPbI WHBEPTHUPO-
BaHHOW TPaHCIIOHMPOBaHHOUW MaTpuibl MV (mMaTpuia nepexosa
W3 KOOPAMHAT MOIEIN B KOOPIMHATHI KaMephl) Ha MaTPHUILY TTOBO-
poTta B KacaresibHOe 1pocTpancTBo. He BosiHy#iTECH, ecin He Bce
OIMCaHHbIEe JICHCTBUST BaM TIOHSITHBI, — MbI OOBSICHUM WX OoJiee
MOZIPOGHO B CJICAYIONIECH CEKITH.
void vert (inout appdata full v, out Input o)

{
UNITY INITIALIZE OUTPUT (Input, o);

TANGENT SPACE_ROTATION;

o.tanl = mul (rotation, UNITY MATRIX IT MV[O0].xyz);

o.tan2 = mul (rotation, UNITY MATRIX IT MV[1l].xyz);
}

7. U HakoHel, Mbl MOKeM J00aBUTh B Hallly (DYHKIUIO surf () Bbl-
YUCJIEHUs], B Pe3yJIbTaTe KOTOPHIX MbI MTOJYYUM MTPABUJIbHBIE 3HA-
yennst UV-koopauuaT myist ceprudeckoil KapThl, 3HAaYEHWE W3
KOTOPOIi MbI ITEPENIAJINM B CTPYKTYPY SurfaceOutput. U onsars —
JeTaIu 3Toi (DYyHKIUU Oy YT 0ObSICHEHBI B CIIEAYIONIEH CEKIIIL.

void surf (Input IN, inout SurfaceOutput o)
{

float3 normals = UnpackNormal (tex2D( NormalMap,
IN.uv NormalMap)) ;
o.Normal = normals;

float2 1litSphereUV;
litSphereUV.x = dot (IN.tanl, o.Normal);
litSphereUV.y = dot (IN.tan2, o.Normal);

half4 c¢ = tex2D( MainTex, 1litSphereUV*0.5+0.5);
o.Albedo = c.rgb * MainTint;
o.Alpha = c.a;

}

Ha crenyioniemM CKpUHIIOTE TPUBOANUTCS PE3YJbTaT PabOThl HAIIETO
1eiiiepa, HCIoMb3yIIero chepuuecKyro KapTy, UK, COrJIacHO TePMUHO-
norun Zbrush, — MatCaps.
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Puc. 5.3. Pe3ynbrat paboTsl Wengepa, NCnosb3yoLero
chepuryeckyto kapTy

Kak aTo paboraer...

Camoe nHTepeCcHOE B 3TOI MOJIEJIN OCBEIIEHUS TIPOUCXOIUT BHYTPH (PyHK-
1M vert (), I7le MBI IPUCBaNBaeM o . tanl 1 o.tan2 3HaYEHUS KacaTesb-
HBIX BEKTOPOB B IIPOCTPAHCTBE KAMEPHI, JIJIS 4eTO YMHOKAEM BEKTOPBI 13
WHBEPTUPOBAHHOU TpaHCcoHUPoBaHHOI MaTpuiist MV (Model*View) Ha
MaTpPUILy HOBOPOTA B KacaTEJbHOE TPOCTPAHCTBO. DTU BBIYUCICHUS TOBO-
PAYMBAIOT BEKTOPBI TAK, YTOOBI UX MOKHO OBLJIO UCIIOJIB30BATH IIPU CIMII-
sunHre chepudeckoit kapTbl. OTKya ke y HAC MOSBJSETCS aTa MaTpuIa?
UNITY MATRIX IT MV - ato onno u3 npeziocrasisgembix Unity 3Ha-
YEeHUH, KOTOPOe HaM He MPUAETCS PACCUUTBIBATH CAMOCTOSTENBHO.

Ha camom siesie Unity Bbrumcisier 3a Hac GOJIbIIYIO 4acTh HauboJee
pacrpocTpaHEHHbIX MaTpull mpeobpasoBanuii, ucnosibp3yeMbix 8 CGFX-
meiigepax. JTo enié OHO MPEUMYIIECTBO UCIIOJIb30BAHMS TTOBEPXHOCT-
HBIX IIEHIePOB — HAM He HYKHO JIeJIaTh 9TO CaMOCTOATEJIbHO. BMecTo
3TOTO MBI MOKEM BOCIIOJIb30BATHCS BCTPOCHHBIMU 3HAUCHUSMHU.

Bbl, HaBepHOE, clIpocHTe, 3a4eM HaM B HAIlleM CJIydae HYKHO UCIOJIb-
30BaTh 9TO TpeobpasoBaHiie BEKTOPOB. /leTasbHoe 0ObsCHEHE MATPHIY
peobpazoBaHmil OMPENEJEHHO BBIXOJAUT 32 PAMKHU JIAHHON KHUTHU, HO,
rOBOPS TIPOCTHIM SI3BIKOM, HAM HYSKHO MTPE0OPa3oBaTh KacaTeJbHbIE BEK-
TOPBI B TOUKE MOJIETTN U3 JIOKAIbHBIX KOOPAMHAT B KOOPAMHATHI KaMePbI,
JUISL TOTO 4TOOBI MOJTYYUTh PABUIBHBIN 1IBET U3 c(hepUUecKoi KapThbl U
[IPUMEHUTD €T0 B JIAHHOU TOUKe. BBl MOJKETE CUNTATD, UTO TAKUM 0OPa3soM
BbI U3MEHSIETE B3AaMMHOE PACIIOJIOKEHUE MOJIENU U ce0sT KAK 3PUTEJISL.

BeKTopbl, MoydrBIINECS B PE3yJIbTaTe JaHHBIX TPeoOpasoBaHuii, 1mo-
KaszaHbl HA CKPUHIIOTE. Mbl Gy/1eM HCIIOIB30BATh UX /TS BBIOOPKU 3HaUe-
Hull u3 Haieit Sphere map texcTypbl.
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Puc. 5.4. o.tan1 no.tan2

W HakoHeIr, MbI MICITOJIb3YEM 3HAYEHUS IN. tanl U IN.tan2 B KA4eCTBE
UV-koopauHat B Hateli cpeprueckoii kapte. Mbl MOJKeM UCITOTb30BaTh
9TH JJAaHHbIE U3 CTPYKTYPH! Input, TOTOMY YTO MBI UX Ty/Jla COXPAHUJIH B
bysRIIIM vert ().

ITO TPOCTOI U B TO JKe BPEMsT MPUSATHBIN IIagy crnocod mocTudb s-
dexra coskHOTO OcBenterust. OUH JUIIb MUHYC — OCBElleHre He GyIeT
MEHSThCS TPY U3MEHEHNH NCTOYHNKOB cBeTa Ha ciieHe. [Ipu takom moz-
XOJI€ OCBEIIeHNe Beera OyeT MPUBS3aHO K HATPABJICHUIO B3TJISAA Ka-
MepbI, KaK ecJii Obl TEKCTypa OCBEIIEHUS MPOCIMPOBAIACh KAMEPOH Ha
BUIMMBII 0OBEKT.

AdononHutenbHas nidopmaums

Kak v B ipesbIiynux riiaBax, MHOTO JIOTIOJTHUTEIbHON nH(pOpMAIn
1o Haieil Teme cojepxkutcst B MHTepHere. Mbl IPUBOJAMM HECKOJIBKO
CCBLIOK, TJIe BbI MOJKETe€ HAUTH JOTOJHUTEIbHYIO WH(MOPMAIUIO U 00Y-
Yarolue MaTepuasbl M0 MCIOJIb30BAHNIO C(hepuiyecKuX KapT W MOJeJIn
ocseienus Lit Sphere:

e OTIMYHOE OOBACHEHIE MATPUL IPEOOPa3OBAHNI Bl MOXKETe Haii-
tu B onstaiin-kuure o Cg: https://developer.nvidia.com/content
cg-tutorial-chapter-4-transformations;

e Tyr BBl MOKeTe HAUTH AOMOJHUTEIbHYIO WH(MOPMAIIMIO TI0 BCEM
BCTPOEHHBIM MaTpuilaM IpeobpasoBanmii: http://docs.unity3d.
com/Documentation/Components/SLBuiltinStateInPrograms.
html;

e JlonosnurenpHass wHpopManusg 1o orpakenusM B MaCrea:
http://vimeo.com/14189456;

e Undopmarms o can-meiiguare B MaCrea: http://vimeo.com
14033777.
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Mopenb ocBeLweHusd
Diffuse Convolution

Diffuse Convolution (nuddystast cBEpTKa) — 9TO MPOIIECC PASMBITHS KY-
O6UYECKOI KapTbl TAKUM 06pa3oM, 4ToObI €¢ 00111ast KHTEHCUBHOCTD OCBE-
MIEHUs] COXPAHUJIACH, HO JIETaIU CTAJTW Pa3MBITBIMU. JTOT MPUEM MO3-
BOJISIET YBEJUYUTH TI00aJbHOE OCBEIEHUE TOBEPXHOCTH Mogesn. JIjst
ATOTO HYKHO OTPEHIEPHUTh OKPYKAIONIMIA MUP B KyOMall, IPUMEHUTH K
Hemy asroputwm diffuse convolution u ucmob30BaTh €0 IS TOACBETKU
Baleil Moem.

B aTom perierite Mbl paccMOTPUM IPUMEHEHNE JJaHHON TEXHUKU B 110-
BEPXHOCTHBIX Teigepax Unity. /I reHepariuyt KyOrmuecKnx KapT Mbl Oy -
neM ucrosbzosath yrunty CubeMapGen.

MoagroroBka

ITepen TemM Kak MPUCTYIaTh K HANMCAHUIO Iieizepa, HaM moTpebyercs
co3math «CBEPHYTHI» (convoluted) kybmarm. CyrmecTByeT HECKOJIBKO
c110c000B BTO ¢JieIaTh, HO MbI ocTaHOBUMCs Ha yrusmure CubeMapGen ot
ATI. CxauaTb 9Ty yTHINTY BBl MOKETE C caiiTa IPOU3BOIUTEIIS 1O AJIPeCy:
http://developer.amd.com /resources/archive/archived-tools/gpu-tools-
archive/cubemapgen

Cuenyioiee nsobpaskenue rmokasbiBaer uHTepdeiic CubeMapGen, a
TaKyKe KyOMarl, 3arpysKeHHBIN B IIPOIPAMMY.

me

kehtaplien: Cubeblap Fiterng ard UnpChan Generatir |, |

Puc. 5.5. VIHTepderic nporpammbl CubeMapGen
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JlaBaiiTe mpoiigéMcs 1o maraM cos3IaHus KyOUnIecKon KapThi:

1. 3amycrure CubeMapGen u 3arpysure oJHy U3 KyOHYECKIX KapT,
MIOCTaBJISIEMBIX C TPHIJIOskeHIeM. OHHM HaXo/ITCA B KaTaiore, B KO-
TOPBIiT BBI pouHcTanposaan CubeMapGen.

2. Tlocse TOTO KaK BB 3arPy3UIN KyOMaIl B MPOTPaMMy, HaM HY’KHO
OyieT MPUMEHNTH K HeMy convolution GuisTp, TO ecTh criennaib-
HBIM 06Pa30M €ro pasMbITh. [lJist 9TOT0 B cuHEl yacTut nHTepdeiica
HaM Hy’KHO OyzieT BbIcTaBUTh cieayonie napamerpsi: Filter Type
(Tun punerpa) — Gaussian (Dunbrp Taycca), Base Filter Angle
(¥Yron ¢unbrpa) — 72.00, Mip Initial Filter Angle (HauasnbHbrii
mut-yron) — 7.60, Mip Filter Angle Scale (Yrmosoit Murm-macrir-
tab) — 2.02 u Edge fix up (BbipaBHusanue rpanui) — 4. I[Tocie
ATOTO TaM ’Ke, B CuHell yactn nHTepdeiica Haxmute kHotnky Filter
Cubemap (TIpuMeHnuTh HUIBTP). ITO 3aUMET HEKOTOPOE BPEMH,
HO B pesyJibraTe BbI TIOJYYUTE YTO-TO BPOJE M300PasKEHHOIO Ha
CJIeyIOIeM CKPUHITIOTE.

Puc. 5.6. Pe3ynbtat npumeHeHns punstpa
B nporpamme CubeMapGen

3. Tlocxe Toro kak CubeMapGen 3akoHuuT npumeneHune Guibrpa,
BBI CMOJKETE COXPAHUTD OT/IEIbHBIE TPAHK KyOMalla, HasKaB B 3€J16-
HOU cexiy unTepdeiica Ha KHouky Save Cubemap to Images
(Coxpanuth KyOMaIll Kak KapTUHKN). B pe3yJibrate Bbl MOJYUYHUTE
n300paskeHust JIVIsT KaKI0U U3 CTOPOH KyOMara, KOTOPble MOXKHO
UMIIOPTUPOBaTh B Unity 1 MOCTPOUTDH HA MX OCHOBE HOBYIO KyOu-
YEeCKYIO KapTy.
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4. Temepn, Kor/Ia Hallla KyOrdyeckast KapTa TOTOBa, HaM HYKHO OyeT
cllesTaTh CIieHy, B KOTOPO# MbI 6yieM TeCTHPOBATh Hal Teiep.
[Toaromy cospaliTe HOBYIO CIIEHY M ITOMECTUTE Ha He€ HECKOJILKO
00BEKTOB, a TAKKe OJINH HAMPABIECHHBIN MCTOUHNUK cBeTa. Kpome
3TOTO, HAM MOHAMOOSITCST HOBBIT MaTepUa U HOBBIH TEHIED.

Kak aTo caenarsb...

[Tocsie TOoro Kak Mbl CreHEPUPOBAJIM BCE ACCETBI, MBI MOXKEM IEPEeNTH K
MPOIIECCY HATIMCAHYS THeliepa, KOTOPbIH Gy/IeT UCIIOIb30BaTh HAIITY Pas-
MBITYIO KyOUYECKYIO KapTy.

BolmosnuTe cieayonyo nocjiei0BaTeIbHOCTb A€ CTBUI:

1. Kak 061)1‘-1HO, MbI CO31a/ UM Ha60p CBOﬁCTB, KOTOPBIE ITO3BOJIAT XY -
HOKHUKY BS&HMOﬂeﬁCTBOBaTb C HalllUM IHefIlIepOM, 4TOOBI OH MOT
HaCTpanBaThb €ro, Kak €My ITOKaKETCA HYKHbBIM.

Properties

{
~MainTint ("Global Tint", Color) = (1,1,1,1)
~BumpMap ("Normal Map", 2D) = "bump" {}
_AOMap ("Ambient Occlusion Map", 2D) = "white" {}
_CubeMap ("Diffuse Convolution Cubemap", Cube) = "" {}
_SpecIntensity ("Specular Intensity", Range(0, 1)) = 0.4
~SpecWidth ("Specular Width", Range (0, 1)) = 0.2

}

2. Tlocse aTOr0 HaM HY)KHO OyzeT 1006ABUThH #pragma JUPEKTUBHI.
B nannoMm ciydae Mbl CO3/1aJIMM HOBYIO MOJIEJIb OCBEIICHHUS, T0-
CKOJIbKY MBI XOTHUM, YTOOBI JIJII OCBEIIEHUS] MOJIEIN UCIIOJIb30-
BaJICsl HANI KyOMarl, a He HCTOYHUKY OCBeIleHus Ha ciiere. Kpome
ATOTrO, HaM MoTpebyercst 0OBABUTL UCIIOAB30BAHUE TIEHAEPHOI
mozes Bepenu 3.0, uTo6bl U36€KaTh TOABICHNST OMUOOK WHTEP-
MOJIAIY TEKCTYP.

CGPROGRAM

#pragma surface surf DiffuseConvolution
#pragma target 3.0

3. st TOTO 4TOOBI MOJYUUTH JAOCTYI K JAHHBIM, COJIEP/KAIINMCST B
CBOICTBAX IMeiijiepa, HaMm TOTPeOyeTCst CO3/IaTh CBSA3b MEXKLY 0JI0-
KOM CBOICTB U OJIOKOM SubShader, 0OBSBUB COOTBETCTBYIOIUE
[epEMEHHDBIE JIJIST KAK/IOTO U3 HAIUX CBOHCTB. YTOObI CO3/1aTh 3Ty
CBSI3b, I00ABBTE CJIEYIOIIIT KO/

samplerCUBE _CubeMap;
sampler2D BumpMap;
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sampler2D AOMap;
float4 MainTint;
float _SpecIntensity;
float _SpecWidth;

4. Hama ctpykTypa Input B 3TOT pa3 OyaeT BecbMa IPOCTOM,
MTOCKOJIBKY BCE, YTO HAM HY’KHO, — 3TO HOPMaJH MOJIEJIN B CHC-
TeMe MUPOBBIX KoopaumHat. Ham morpebyercss WHCTPYKITHS
INTERNAL DATA, TOCKOJBKY MBI OY/IEM NCTIOTb30BATH KApTy HOP-
MaJiell B HallleM TIelijiepe, a 3Ta MHCTPYKITNS TTPEIOCTaBUT HAM MO-
MhUITTPOBAaHHBIE HOPMAJIH.

struct Input
{

float2 uv_AOMap;

float3 worldNormal;

INTERNAL DATA
bi

5. Hama caenylomada 3agada — BH6paTb CHFHaTypy(byHKHHH MO-

JIeJIN OCBEIIEeHUA. HOCKO]Ibe Mbl IIJITAaHWPYEM B HalllEeM meﬁnepe
3MyHHpOBaTb6HHKH,HaMIHHwﬂO6HTCHHaHpaBHeHHeBSEHHH&
inline fixed4 LightingDiffuseConvolution (SurfaceOutput s,
fixed3 lightDir, fixed3 viewDir, fixed atten)
{

}

6. YTo6bl OT Hamrell (pyHKIUU OCBeLIeHUs ObLI KAKOW-TO TOJK, HaM
HY’KHO 10GABUTH B Heé HENOCPENCTBEHHO BBIYKMC/IEHUS] OCBEIe-
Hus. /laBaliTe HAUHEM C TOTO, UTO BBIYUCITUM HYKHbIE BEKTOPBI.

//BEUMCIIIM BCE BEKTOPH IJi OCBELEHMS

viewDir = normalize (viewDir) ;
lightDir = normalize (lightDir);
s.Normal = normalize (s.Normal) ;

float NdotL = dot(s.Normal, lightDir);
float3 halfVec = normalize (lightDir + viewDir);

7. TlocJie aTOTO, HAM HYKHO Y4€CTDh OJIUKU.

//BeruncimM Specular
float spec = pow(dot (s.Normal, halfVec), s.Specular*128.0) *
s.Gloss;

8. U HaKOHEIT, MbIO6BeHHHHeM BbIYMCJICHHbIC 3Ha4YeHUA MOJE/IN
OCBEIIICHMA.

fixed4 c;
c.rgb = (s.Albedo * atten) + spec;
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c.a = 1.0f;
return c;

9. Tlocse Toro Kak Harma (HYHKIUS OCBEIIEHUsT OYET TOTOBA, MBI
CMOKEM MCIIOJIb30BAaTh JaHHBIC M3 TEPEAaHHBbIX B Luef/’mep TEKC-
Typ. Vcromp3yss HopMasib K TTOBEPXHOCTI B MUPOBBIX KOOPMHA-
Tax, MBI TIOJIy4aeM 3HaueHue KyOMaria 1 3annuchiBaeM (UHATbHBIN
IBET B CTPYKTYPY SurfaceOutput
void surf (Input IN, inout SurfaceOutput o)

{
half4 ¢ = tex2D(_AOMap, IN.uv_AOMap);
float3 normals = UnpackNormal (tex2D(_BumpMap,

IN.uv_AOMap)) .rgb;
o.Normal = normals;

float3 diffuseVal = texCUBE (_CubeMap,
WorldNormalVector (IN, o.Normal)) .rgb;

o.Albedo = (c.rgb * diffusevVal) * MainTint;
o.Specular = SpecWidth;

0.Gloss = SpeclIntensity * c.rgb;

o.Alpha = c.a;

}

C moMOTIbI0 HOPMAJHM K MOBEPXHOCTH B MHUPOBBIX KOOPIUHATAX MBI
[oJIydaeM IBeT 13 pasMbIToii (convoluted) KyOuueckoii TeKCTypsbl, 4TO
MPUJIAET HAIel MOJIeJI BECbMa PeaIMCTUYHBIN BUJL.

Pesyubrat npumenenns meiigepa Diffuse Convolution npezxcrasien Ha
CJIeIyIONeM CKPUHITIOTE.

Puc. 5.7. Pesynetat npumeHeHus wengepa Diffuse Convolution

Kak aTo paboraer...

Diffuse Convolution — 210 emé oguH POCTOH, HO O0YeHb HPPEKTHBII
BU3YATbHBIH TpHéM. V1 XOTs OH 4yTh GoJee NHTEPAKTUBEH, €M UCTIOTb-
30BaHNe c(hepUIeCKUX KapT, OCBEIIEeHNE BCE PaBHO NMPUBS3aHO K €MHCT-
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BeHHON KyOmdeckoil kapre. KoHeyHo, MOKHO OGHOBISATH COMEPIKUMOE
KyOMara B pealbHOM BPEMEHH [I7IsT YIETa M3MeHeH!sT 00 BEKTOB OKPysKa-
1o1ero Mupa, Ho npumenenue ¢uibrpa Diffuse Convolution aia kaxkmo-
TO Kajipa, MOKET IIJIAYeBHO CKA3aThCs Ha MPOM3BoAUTeTbHOCTH. OTHAKO
He BosiHyiTech. CriennasibHo A atoro B Unity ects saiiT-ipodsi (light
probes). O6BEKTEI B IPOCTPAHCTBE, KOTOPBIE 3ATIOMUHAIOT TTAPAMETPHI OC-
BeTeHVst BOKPYT cebst. TeXHMKA, MCTIOMB3YI0Tast TaHHBIN TTOJXOT, 3BECT-
Ha kak Ambient Cube Shading (okpy:katomniee KyGuueckoe ocBelieHue).

Takoii melizep XOpoIno MOAXOANUT Ui CO3aHMs HeGOMBINX CICH, B
KOTOPBIX HET HU GOJBIIOTO KOJMYECTBA IBVIKEHUS, HI B3aUMOJICHCTBHS
c ocseterveM. [To06HBII TOAXO/ HA3BIBAIOT OCBENIEHIEM, OCHOBAHHBIM
Ha uzo6paxkennu (Image Based Lighting), Tak kak a/1s1 ocBelieHus 00bek-
Ta MBI HCTIOJIb3YEM He CBETHIBHUKH B CIIEHE, a M306pakeHne 13 KyoMmara.
ITOT MPUEM XOPOIIIO TTOAXOMUT JJISI CKPUTITOBAHHBIX CIIEH, UJIU, HAIIPH-
Mep, CIIEeHBI TIOHUHTA aBTOMOOUJISI B UTPE.

OcHoBHast wjest 9TOTO Ielepa 3aKIiouaeTcss B TOM, 4TOOBI ¥C-
MOJTb30BaTh HOPMAJIHW K TIOBEPXHOCTHU, TIOCTE TOTO KaK OHW ObLIM H3-
MEHEHBI C TIOMOIIBIO KapThl HOpMaJiel, JJIs MOJydeHus IIBeTa M3 Ky-
Guueckoil KapTel. VIMEHHO ST 9TOTO B HAIEH CTPYKTYpe Input MBI
00bsIBIIsIEM TTapaMeTp worldNormal THIA float3 M YKa3blBAEM MaKpOC
INTERNAL DATA.Ilocsearoromsl ncnosb3yeM Berpoennyio B Unity dynk-
110 WorldNormalVector (), YTOOBI TIOAYYUTH UTOTOBBII BEKTOP, KOTO-
PBIH MBI UCTIOJIB3YeM B (DYHKIINH texCUBE () . OcTasbHast 4acTh Iieiiepa
BaM YJKe JIOJKHA OBITH XOPOIIIO 3HAKOMA.

Ha cnemyromem cKpUHIIOTe MBI BUJNM, KaK B 3aBUCUMOCTH OT HAIIPaB-
JIEHVST HOPMAJTM K TIOBEPXHOCTH MEHSIETCS I[BET, MOTyYaeMbIil U3 Kyou-
YeCKOU KapThl.

Puc. 5.8. 3aBncuMOCTb LBETA, NOJy4aeEMOro
13 Kybr4eckom KapTbl, OT HOPMas K MOBEPXHOCTN
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Ho 3710 ewyé He BCE...

Eciu Bbl x0THTE Y3HATD OOJIbIIE O IprMeHennn gaiiT-pob (light probes)
B Unity, oOpaTure BHUMaHKME Ha CJEAYIONIYIO cTpaHuily: http://docs.
unity3d.com/Documentation/Manual /LightProbes.html.

AdononHutenbHas nipopmauus

Ecou BBI 3266111, Kak memaforest kKyomarsl B Unity, BB Bceria MOJKeTe
BEPHYThCS K ryaBe 4 «J[06aBUM OTpaKEHWS B BAIl MUDP>.

Co3paHue moaenv ocBeLeHns
aBTOMOOWJIbLHOW KpaCKu

OpuH u3 HanboJIee PacCPOCTPaHEHHBIX MIEIEPHBIX 3((HEKTOB — THeiiaep
IIOBEPXHOCTU aBTOMOGHIA. JIJist €ro co3/atust HaM MOHaA00sATCsT MHOTHE
N3y4Y€HHbIE HaMW B IIPEABIAYIINX IJlaBaX TEXHUKHU, 1 celiyac-ToO HaM U
IIPUTOJISATCS BCE TIOJTyYeHHbIE PaHee 3HaHust. Mbl HartuieM 6asy Jist 1ieii-
Jilepa, KOTOPBII BbI CMOJKETE UCIIOJIBb30BATh B MPOJAAKIIEHE B MaTepUaIax
J00BIX Mozesieit aBromobuieil. HecoMHEHHO, 9TO OyIeT OIMH U3 CaMbIX
CJIOJKHBIX 1 6OJII)IHI/IX HleflﬂepOB Cpeu TeX, YTO MBI YK€ HallMCaJir, HO MbI
Oy/IeM JIeJIaTh HTO MO MaraM u 00bACHUM KajKAbIH U3 HUX.

MNMoagroroBka

JlaBaiiTe MOATOTOBMM HOBYIO CIIEHY U HECKOJIBKO aCCETOB, YTOOBI MbI MOT-
JIV TIEPERTH K CO3MAHIIO MOJIETTH OCBETIEH ST aBTOMOOUIBHOM KPACK.
BemmosHUTE Catesrytornye neiicTBUS:

1. TlepBo-HanepBo HaM OTpeGyeTcst OOBEKT st JEMOHCTPAIIMK Ma-
TepuaJia, odTOMY CO3JalTe B IIyCTOM clieHe HOBbII 00beKT. Y1006-
HO, KOT/IA €CTh IJIOCKOCTD, UTPAIOIIAS POJIb 3eMJIH, M Ha KOTOPYIO
0TOPACHIBAIOTCS TEHU OT HaIero 00beKTa. [[09TOMY MbI PEKOMEH-
JyeM BaM JI00aBUTh IJIOCKOCTD B CI[EHY.

2. Yro6bl MbI CMOIJIM IIEPEHTH K HAIMCAHWIO 1eiiepa, HaM HoTpe-
GyIOTCsI HOBBII THieliiep U HOBbIi Marepuas. [TosTomy gaBaiite Mx
CO31a/IUM 1 IPUCBOUM MaTepua HallleMy OCHOBHOMY O6'I)€KTy, B
JIAHHOM cJiyuae — cepe.

3. Ilna cospanus aroro addexra nam nonagoburcs BRDF-rekcry-
pa. Kax BbI mOMHUTE M3 CEKITUH OJTHOTO U3 TPOU/IEHHBIX PEIENTOB,
nocssteHHoit BRDE Bam Bcero siniib Hy>KHO CO3/1aTh TEKCTYPY,
COZIEPIKAIYIO 1IBETOBbIE BapUAIlUH, COOTBETCTBYIOIINE PA3JIMY-
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HBIM yIJIaM B3IJIsiIa Ha Moziesib. [Ipoiie roBopst, Ham norpebyercst
1BeT /i g y3HOTO OCBEIIEeHNsT, 3aBUCITIINI OT HATTPABICHUS
B3rysma. Ha ciemyroreM cKpUHITIOTE TIPUBO/ISTCS TIPUMEPBI TeKC-
TYP, KOTOPbIE MbI UCIIOJIB30BAJIH JJIsl 9TOI0 aBTOMOOUIIBHOTO TIIei-
nepa.

Mpumepbl BRDF-TekcTyp

Puc. 5.9. Vicnonb3oBaHHble BRDF-TekcTypbl

4. Tlociegnuii aTan B MOJATrOTOBKE K HAIIMCAHMIO HIeliiepa — co3/a-
Hue Kybudeckoil kaptel. Kak Bbl omuute, B TiaBe 4 «J/{obGaBum
OTpa’keHUS B Balll MUP» Mbl UCIIOJIb30BAJIN CKPUIIT JJIs1 CO3/IaHUSA
KyOunueckoii kapThl mpsaMo u3 ciensl B Unity. Jlasaiite ceiiuac Boc-
MOJIb3YEMCS UM Ke.

Kak aTo caenarsb...

ITocJie TOro Kak Mbl [IOATOTOBUIIN BCe HEOOXOAUMBIE aCCeThI, Mbl MOMKEM
repeiTy K co3/lanuio Hatiero nreiiepa. CHavyasia Mbl IPOMIEMCS TI0 BCe-
My KOy IIeiiziepa, a 3aTeM, pacCMOTPUM €ro 60JIee AeTaIbHO U MOAPOOHO
TIPOKOMMEHTUPYEM KaKAYIO €T0 YaCTh.

BoeinosnuTe cieayiontyio mocae0BaTeIbHOCTD AeHCTBUII:

1. TlepBbIM [I€JIOM MbI CO3/IaINM CBOMCTBA, KOTOPbIE HAM ITOHAL00SIT-
cs1. B aToM 111eiiziepe ux J0BOJIbBHO MHOTO, HO B CJIe/IyIOIIel CEKITUU
MbI OOBICHUM, YTO KaK[I0e U3 HUX jejaer. HecMoTps Ha TO uTO
HEKOTOPBIE CBOICTBA, BEPOATHO, BaM yKe OYyIyT 3HAKOMBI, Mbl BCE
PaBHO OOBACHUM UX BCE.

Properties

{
_MainTint ("Diffuse Tint", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}
_SpecularColor ("Specular Color", Color) = (1,1,1,1)
_SpecPower ("Specular Power", Range(0.01, 30)) = 3
_ReflCube ("Reflection Cube", CUBE) = "" {}
_BRDFTex ("BRDF Texture", 2D) = "white" {}
_DiffusePower ("Diffuse Power", Range(0.01, 10)) = 0.5
_FalloffPower ("Falloff Spread", Range(0.01, 10)) = 3

_ReflAmount ("Reflection Amount", Range(0.01, 1.0) = 0.5
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_ReflPower ("Reflection Power", Range(0.01, 3.0)) = 2.0
}

2. TIocKOJBKY JUUISI 9TOTO Ieiiiepa Mbl CO3/IaIUM HaIlly COOCTBEHHYIO
MOJIEJTb OCBEIIEHUST, KOTOPYIO Ha30BEM CarPaint, HaM OTpedyeT-
cs1 OOBSBUTD 9TO B IMPEKTUBE #pragma.

CGPROGRAM
#pragma surface surf CarPaint

3. YUT06BI MBI CMOIJIU TIOJIYYHUTh AOCTYII K CBOIHCTBAM HAILETO Ieiie-
pa, Mbl TakKe 00bsIBUM MX U B HallleM SubShader 6J10Ke. Barnsanu-

Te Ha CJeYIONTIH KO/I.

sampler2D MainTex;
sampler2D BRDFTex;
fixed4 MainTint;
fixed4 SpecularColor;
fixed SpecPower;

fixed DiffusePower;
fixed FalloffPower;
fixed _ReflAmount;
fixed ReflPower;
samplerCUBE ReflCube;

4. TeHepb MbI MOJKEM HepeflTI/I K HaIllMCAHMIO HaIllell MOJEJIN OCBe-
IeHuAd. [[JIH 9TOro meﬁaepa HaM HOTpe6yeTC${ MCIIOJIb30BaThb 10-
CTaTOYHO GOJIBIIOE KOJUYECTBO JaHHBIX, ITO9TOMY IIPOCMOTPUTE
CHeHyKHHHﬁI«HIHeCKOHbKOpa3,QTO6bIHOHyQHTpreﬂCTaBHeHHe
O TOM, 4TO OH JeJIa€T, IIPEeXK/e YEM BCTaBUTD €I0 B CBOU H_IEI‘;IHGP.

inline fixed4 LightingCarPaint (SurfaceOutput s, fixed3
lightDir, half3 viewDir, fixed atten)
{

half3 h = normalize(lightDir + viewDir);

fixed diff = max (0, dot(s.Normal, lightDir)));

float ahdn = 1 - dot(h, normalize (s.Normal)) ;
ahdn = pow (clamp (ahdn, 0.0, 1.0), _DiffusePower);
half4 brdf = tex2D( BRDFTex, float2(diff, 1 - ahdn));

float nh = max (0, dot(s.Normal, h));
float spec = pow(nh, S.Specular * _SpecPower) * s.Gloss;

fixed4 c;

c.rgb = (s.Albedo * LightColorO.rgb * brdf.rgb +
_LightColorO.rgb * SpecularColor.rgb * spec)* (atten * 2);

c.a = s.Alpha + LightColor0.a * SpecularColor.a * spec * atten;

return c;
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5. MasaiiTe oOpaTiM Hallle BHUMaHWe Ha CTPYKTYPY Input Iieiigepa
u 106aBuM B Heé caenyronuii Koa. C ero moMOIIbI0 Mbl CMOKEM
cosnathb ahhext Dperesist, KOTOPBII MBI PACCMATPUBAJIN B IIPE/IbI-
JIyTIEeN TIaBe.

struct Input

{
float2 uv MainTex;
float3 worldRefl;
float3 viewDir;

bi

6. Terepnb MbI TiepeiiiéM K Hatel GYHKIUK surf (), B KOTOPOH ocy-
IECTBIAETCS GOJNBITMHCTBO TMOMUKCENbHBIX BhIUNCAeHNIT. B Heil
MBI CO3/Ia/IMM MTOTOBBbIE BU3yasbHble a(h(eKThl Hallero Ieiigepa
ABTOMOOUIILHOM KPACKH.

void surf (Input IN, inout SurfaceOutput o)

{
half4 c = tex2D( MainTex, IN.uv_MainTex);

fixed falloff = saturate(l - dot(normalize (IN.viewDir),
o.Normal)) ;
falloff = pow(falloff, FalloffPower);

o.Albedo = c.rgb * MainTint;

o.Emission = pow ((texCUBE (_ReflCube, IN.worldRefl).rgb *
falloff), _ReflPower) * _ReflAmount;

o.Specular = c.r;

0.Gloss = 1.0;

o.Alpha = c.a;
}

Crenyiomuii CKpUHIIOT JI€MOHCTPUPYET Pe3yJibTaT MPUMeHEeHUsT Ha-
1Iero meiizepa aBToMoOMIbHOM Kpacku k cepe B Unity.

Puc. 5.10. Pe3ynbrat npuMmeHeHns eiaepa aBToMoOMIIbHON Kpacku
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Kak aTo pab6oraer...

Hauur meiiiep aBroMo0MIbHON KPACKK HA CAMOM JleJie BeCbMa IIPOCT, €CJIU
paccMaTpPUBATD €ro 10 YacTsIM, TeM 0oJiee UTO MBI YK€ PacCMaTpUBAJIU
KQK/YIO OTZIe/IbHYIO yacTh B T71aBe 1 «/uddysnbiii meiiqunrs, u B riaase 3
«ITycts Bammm UTpel 3aCUSIOT OTPAKEHHBIM CBETOM». TaK UTO MbI HajleeM-
Cs1, UTO HTH 3HAHUS yKe OTJIOKUINCH Y Bac B TOJIOBE, a ceifuac ske lapanite
paccmoTpuM 06111y10 1ae0 addeKra.

C nomompio npuéma BRDF, koropsiit Mbl pazobpasu B riiase 1 «/lud-
bysubIii meiinunrs, Mbl co3naém ahdeKT rpajieHTa MeK/ILy IByMs 11BeTa-
MU B Kpacke aBToMo6uIist. OIHAKO He JI7ist BCeX aBTOMOOUIIEN XapaKTepeH
TaKoOM BU3yaJbHBIN aCIeKT, T03TOMY OT Bac Kak OT HIeiIepHOTO ITPOrpaM-
Mmucra OyJIeT 3aBUCETh, OyIeTe Jin Bbl HCob30BaTh BRDF-Tekctypy nim
KaKOH-TO JAPYroit ucTouHuK auddysHoro mpera.

[lamee mbr ipocTo paccuntbiBaeM addext Dperesist u Beanduny 3aty-
XaHUS, OT KOTOPBIX 3aBUCUT MHTEHCUBHOCTH OTPAKEHUS HA TIOBEPXHOCTH
aBTOMOOUIIsE. Bee 5T KOMIIOHEHTBI OCBEIIEHST YIIPABJISIFOTCS CBOICTBA-
MU 13 OJIOKa CBOWCTB, TI03TOMY Y XYIOKHUKA €CTh MOJHbII KOHTPOJIb 3a
TEM, KaK B UTOTe OY/IET BHITJISIAETH TIOBEPXHOCTH aBTOMOOHIIS.

Ho 310 eLwyé He BCé...

B Unity Asset Store mpoatoTcst roToBbI€ Ieiiiepbl aBTOMOOUIBHON Kpac-

ku. Bor ceblika Ha ogmn u3 Hux: http://u3d.as/content /ravel-tammeleht/

mo-dy-en-car-paint-shaderpack /2 Xe.

LLienpep KoXxu

EcJiit y Bac B urpe eCTh MEPCOHAKY € HATYPATbHOU KOKEiT, BaM 00513aTe b-
HO MOHA00UTCS TIeliiep KOKU. B 9TOU CEKIMK MBI PACCMOTPUM OJIMH 3
CII0cOO0B CO3JaHK IIeiijiepa KOKM, KOTOPBIH Bbl CMOKETE MCII0JIb30BaTh
B cBoeii urpe. Pazymeercs, a1o Gyaer He caMblii (pU3UUECKU MTPaBUIbHBIN
metiziep, Ho OH MOAOUAET /IJIS MTOCTABJIEHHON 3a/[aUt, U C TIOMOIIIBIO HETO
MOJKHO OyZIeT JOOUTHCS HEILJIOXOr0 BU3YabHOTO adheKTa.

[Ipeske uem HaUaTh, HAM HYKHO OMPEICIUTHCA C TE€M, YTO JKe Halla 1mo-
BEPXHOCTD KOXKU JI0JKHA «/IeaTh». BOOpyKUBIINCH 9TOI nH(OpMaImei,
MbI CMOJKEM JEKOMITIO3MPOBATDH HalIl mefx’l/:[ep Ha KOMIIOHEHTHI, LITO6IJI MbI
CMOTJIY 3aITPOTPAMMUPOBATH COOTBETCTBYIOMNINE 3(h(DEKTHI.

[Tetimep KOKM MBI MOKEM PA3JIOKUTH HA YeTHIPE OCHOBHBIX KOMITOHEH-
ta. Hesb3st ckazaTh, 4TO Takoe JieJieHue SABISETCS Pe3yIBTaTOM KaKoTo-TO
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IIpaBuJia, HO HO,ZIO6H3.§I JCKOMIIO3NI A ITO3BOJIUT HaM B UTOTE lIO6I/ITI)CH
BE€CbMa Ka4€CTBEHHOTI'O pe3yJibraTa. MbI BBIZIETAM cjeaytoume KOMIIo-
HEHTDI:

e IloanoBepxuHocTHoe pacceusanue (Subsurface scattering wiu
SSS). Oror adhdexr HabIFOMACTCS, €CIT CMOTPETH HAa TOHKYIO UJIH
OYEHb MPO3PAYHYIO KOKY Ha ITPOCBET, B PE3YJIBTaTE Y€Tr0 CBET, Ha-
XOMSTITUNCS 3a Hel, co3MaéT OKparuBaionuii adext. s Koxu
9TO, KaK MPaBUJIO, KPACHBIN OTTEHOK, UMUTUPYIOIINI TIPUJIETAI0-
e KPOBEHOCHBIE COCYIBl. B 3TOI 4acTu MBI pacCMOTPUM, Kak
MOKHO BBIYMCJIUTD KPUBU3HY MOBEPXHOCTH HA OCHOBE €€ KapThl
HOpMaJIe.

o JIuddysubiii. Kak BbI HaBepHsiKa npejcTaBisiete, Auddy3HbIi
KOMIIOHEHT I[BeTa KOKU He CBOJIUTCS BCETO JIUITh K MPOCTOM TIKa-
Jie ceporo. M XoTst Mbl BCE Tak ke OyeM HCIOJIb30BaTh TEXHUKY
CKJISIPHOTO TIPOMBBE/ICHUST BEKTOPA CBETA W BEKTOpPa HOPMAJIH,
HaM ToTpeGyeTcst TpuMeHuTs ené u Texunky BRDF, uto6sr mo-
JIYYUTH OOJIbIIIE BO3MOKHOCTEH KOHTPOJUPOBATh pacIpeiesieH1e
cBeTa 110 MOBEPXHOCTH 0OBEKTA.

o Bumku. C Grmkamy Ha Koyke He BCE Tak MPOCTO, TOTOMY YTO OHI
OyIyT 3aBUCETh OT TOTO, HACKOJBKO JKUPHAST MOBEPXHOCTD KOIKH.
MbI Bcé eré MoKeM HCIIOJIb30BaTh CIOCoObI paboThl ¢ OJIMKaMH,
KOTOPbIE MbI BBIYYHUJIH, HO HaM TIOTpeGyeTcst 100aBUTh elrie 3 dexT
DpeHest U 3aHIOK0 TTOACBETKY, YTOOBI KOHTPOJIUPOBATh MECTO
pacnosioxkerus 6inka. Takum oOpasom, Mbl J0ObEMes GoJiee pea-
JIICTHYHOTO pacrpeiesieHnst Oyinka Ha Koske. KOHEUHO, Mbl MOTJIH
ObI JJIsT KOHTPOJIsE 32 GOPMOii GJIMKa MCIIOIB30BaTh TEKCTYPbI, HO
B 9TOM pelelTe Mbl OyIeM UCIIOJIb30BATh MPOCThIe OJIMKH, TaK KakK
PO MCTIOJTh30BAHNE TEKCTYP MbI PACCKA3AJIH B TIPEbIYIIIEN TIaBe.

e Paswmbitbie HOpMaiu. [TpuurHa, 110 KOTOPOU GOJIBIIIOE KOJTUIECT-
BO UTPOBBIX IEHEPOB KOKI TPUBOIUT K HEPEATUCTUIHBIMU, WJTH
yepecuyp <IJTACTMACCOBBIM» PE3YJIbTaTaM 3aKJI09aeTcss B TOM,
YTO HOPMaJiM B KapTe HOpPMaJiell yKa3aHbl OUeHb JIeTaIbHO, UYTO
XOPOIIIO, HATTPUMED, ISt GJIUKOB, TOCKOJIbKY TaM HAC HHTEPECYIOT
Bee zetamm. Ho mist mudhdysHoro KOMIOHEHTA TBETa KOXKU HaM
Ba)KHEe MSTKUIT TIePeXO0/l ITBETOB.

MNMoagroroBka

[laBaiiTe MOATOTOBUM HAIITy CIIEHY M BCE ACCETbI, KOTOPbIEC HAM MTOHAJ0-
GATCS TIPU peaTu3aluy Pa3INdHbIX YacTel Haero meiiaepa. Boimosxure
caeaytomnue 1eicTBUL:
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1. Cospaiite HOBYIO CclieHy, Hieiigep u Matepuai. He 3abyasre moba-
BUTB IEHIep MaTeprasty, a MaTeprua Ha3HauuTh 00bekTy. B nea-
Jie 6BIT0 GBI 3710POBO, ecau ObI BbI cefiyac paboTagu ¢ MOJENbIO
TOJIOBBI, HO €CJIN Y BAC Ceiuac aTOI MOJIeSTN HET O/l PYKOI, TO MbI
MOJKEM BOCIIOJIb30BATHCST CHEPOIL, TaK JKe KaK M B IPEIbIAYIINX
rJIaBax.

2. Kpowme toro, Ham noHago6utcss BRDF-rexcTypa A1 BBIYUCIEeHIS
muddysnoro 1Bera. BRDF-Tekctypa, mocrasisiemast ¢ KHUTOU
mocTymHa 1o azapecy: http://www.packtpub.com/support. Wc-
nosb3ayemass BRDF-tekctypa momkHa mMUTHPOBATh 1IBET KOXKU
JUIST PA3JIMYHBIX TOHOB KOJKU. B lanHoOM cirydae Mbl GyzieM Mojie-
JIUPOBATh CBETJIYIO KOXKY, TI09TOMY MBI HICIIOJIB3YEM CJIEYIONIYIO
BRDF-tekcrypy.

Puc. 5.11. BRDF-TekcTypa a5 Koxm

Kak aTo caoenarsb...

JlaBaiiTe B3T/IsTHEM Ha KO/ HaMIero 1eiiepa. Mbl TpoifIEMCs TI0 KasKIOMY
6JIOKY KO7ia, a TI0TOM O0ObSICHIM KJII0UeBble MOMEHTHI B CJIEAYIONIEN ceK-
1. BeItosHuTe CIeyionye 1eicTBus:

1. [l Havasta HaM noTpebyercst 106aBuTh B GJIOK CBOICTB CBOICTBA,
KOTOPbIE [TO3BOJISIT IPUMEHSTH Pas/inuHble HACTPONKHU U Tepeia-
BaTh TEKCTYPhI B 1meiizep. Kak BbI BUauTE, CBOMCTB y HAC CTaHO-
BUTCsI JOBOJIHO MHOTO. BO3MOsKHO, ceituac Gy et xopolieii njeeit
00CYIMTh ¢ XYNOKHUKAMI BO3MOKHOCTH YIIAKOBKM HECKOJIbKHX
TeKeTyp (KOHTPOJIMPYIONIMX PasHble TTapaMeTpbl) B OJHY, YTOOBI
nu36aBUTHCST OT HEKOTOPBIX TEKCTYPHBIX CBOMCTB U ciaiiaepos. Ho
B JIaHHBII MOMEHT JIJISI HAIIINX TleJIel 9TO He BasKHO.
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Properties

{
_MainTint ("Global Tint", Color) = (1,1,1,1)
_MainTex ("Base (RGB)", 2D) = "white" {}
_BumpMap ("Normal Map", 2D) = "bump" {}
_CurveScale ("Curvature Scale", Range(0.001, 0.09)) = 0.01
_CurveAmount ("Curvature Amount", Range(0,1)) = 0.5
_BumpBiass ("Normal Map Blur", Range(0, 5)) = 2.0
_BRDF ("BRDF Ramp", 2D) = "white" {}
_Fresnelval ("Fresnel Amount", Range(0.01, 0.3)) = 0.05
_RimPower ("Rim Falloff", Range(0.5)) = 2
_RimColor ("Rim Color", Color) = (1,1,1,1)
_SpeclIntensity ("Specular Intensity", Range(0, 1)) = 0.4
_SpecWidth ("Specular Width", Range(0, 1)) = 0.2

}

2. TlocJie 3TOTO HAM HYKHO OyIeT 0ObSIBUTH HECKOJIBKO MHCTPYKIIUI
#pragma, OCKOJIbKY ATOT Teliep OYAeT J0BOITbHO TpehGoBaTe/IeH
K pecypcam U eMy MOHAH00sITCs HEKOTOPbIe MIaT(OpMO3aBUCH-
Mmbie ocobenHoctn CGFX. Tloatomy, uToObl m3GeKaTh OMIMOOK
KOMITUJISITOPA? CKOMUPYUTE HIKENPUBEAEHHBIN Ko Ero 00bsic-
HEHUE MBI JIA/IUM B CJIe/IYIOIIei CEeKITUN.
CGPROGRAM
#pragma surface surf SkinShader

#pragma target 3.0
#pragma only renderers d3d9

3. Hamremy mreiiiepy morpebyeTcst IOCTYT K TAaHHBIM, KOTOPBIE TIOJb-
30BaTeJIb BLICTABJISICT B CBOMCTBAX Hieliiepa. Jjist 9Toro HaMm HyKHO
0OBSIBUTH COOTBETCTBYIOIIIE TIEPEMEHHBIE B OJT0Ke SubShader.

sampler2D MainTex;
sampler2D BumpMap;
sampler2D BRDF;
float4 MainTint;
float4 RimColor;
float CurveScale;
float _BumpBiass;
float _CurveAmount;
float _FresnelVal;
float RimPower;
float SpeclIntensity;
float SpecWidth;

4. YroObl MBI MOTJIM UCTIOJIB30BATH BO3MOKHOCTH MOBEPXHOCTHBIX
HIeHIepOB Ha TOJHYIO KATYIIKY, HaM [oTpeGyercss 0ObsABUTH
Hary coOOCTBEHHYIO CTPYKTYPY SurfaceOutput. C €€ TOMOIIbIo
MBI CMOKEM OOMEHWBATHCS JMAHHBIME MEKAY Haiieil GpyHKimeit
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OCBEIleHN U Halllell TOBEPXHOCTHOI (yHKIneit. Ecu Obl MbI 1c-
MOJTb30BAJIN BCTPOEHHYIO CTPYKTYPY SurfaceOutput, TO MBI He
cMoriv OBl lepe/iaTh Hatlel (hYHKITMN OCBEIEHUsT HI Pa3MbIThIe

HOPpMaJIM, HU 3HAYC€HW A KPUBWU3HBI IOBEPXHOCTH, KOTOPbIE MbI pac-
CUUTBIBAEM ITOIIMKCEJ/IbHO.

struct SurfaceOutputSkin
{

fixed3 Albedo;

fixed3 Normal;

fixed3 Emission;

fixed3 Specular;

fixed Gloss;

fixed Alpha;

float Curvature;

fixed3 BlurredNormals;
bi

5. YTo6bl 3aKOHYUTH OCHOBHYIO YacTh HAIIETO IMeiepa, HaM moTpe-
GyeTcst 0O6bIBUTE CTPYKTYPY Tnput U OTPEAETUTh B Hell Hy/KHbIE
nosist. B 1anioM cirydae Ham GyyT HysKHBI TI00ATbHBIE KOOP/IH-
HATBI KAJK/IOW BEPIIMHBI MOJIEJTH, HOPMAJIU BEPIIUH B II00ATBHBIX
KOOPJIMHATAX, a TIOCKOJIbKY MBI MCITOJIb3YeM B IlIeliiepe KapTy HOp-
MaJiell, TO HaM TaksKe HYXKHO J06aBUTh MAKPOC TNTERNAT, DATA,

4yTOOBI MBI CMOTJIN TIOJIYYUTb HOPpMaJIN ITOCJI€ ITPUMEHEHUA KapThbl
HOpMaﬂeﬁ]QHOBerHOCTH.

struct Input

{
float2 uv_MainTex;
float3 worldPos;
float3 worldNormal;
INTERNAL_DATA

bi

6. IloaroTOBUB AT JAHHBIE, MBI MOKEM TIEPEUTH K HATUCAHWIO HATIEH
dynkimm ocseniennst. Haaném Mbl ¢ TOTo, 4T0 00bABUM (DYHKITUIO
MOJIETT OCBEMIEHNUS, KOTOPYIO Ha30BEM LightingSkinShader ().

inline fixed4 LightingSkinShader (SurfaceOutputSkin s, fixed3

lightDir, fixed3 viewDir, fixed atten)
{

}

7. Temepb MBI MOJKEM T0OABUTH B HATITY MOZIESTh OCBETEHST HEOOXOIH-
MBIE BBIUMCIICHISI, UTOOBI IOTYYUTh TIPABUIIBHOE OCBEIIEHIE KOKI.
[l Havasa MBI IPUBEIEM HAIITA BEKTOPBHI B MOPSIIOK, HOPMaIN30-
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10.

11.

12.

BaB WX, YTOOBI B JajibHeiileM paboTaTh ¢ eAMHUYHBIMU BEKTOPAMH.
[Toatomy 106aBBTE B QYHKIIMIO OCBEIEHUS CIEAYIONINI KO/

//0bpaboTaeM BEKTOPHE OCBEUEHUS

viewDir = normalize (viewDir);
lightDir = normalize (lightDir);
s.Normal = normalize (s.Normal);

float NdotL = dot (s.BlurredNormals, lightDir);
float3 halfVec = normalize(lightDir + viewDir);

[Tocsie TOTO KaK HAIIM BEKTOPBI GY/IYT TOTOBBI, MBI MOKEM Chop-
MUPOBATh 3HAUEHUH, MCIOJb3yeMble /I TOJydYeHUs I[BeTa U3
BRDF-tekcTypbl.

//Cospanum BRDF u mMuTupyemsni SSS
float3 brdf = tex2D(_BRDF, float2((NdotL * 0.5 + 0.5)* atten,

s.Curvature)) .rgb;
[lanee mp1 3aiimemcs apbexrom Dperestst 1 3aHEN TTOACBETKOM.

//OobaBuM sdbexT dpeHess ¥ BamHOD NONCBETKY
float fresnel = saturate(pow(l - dot(viewDir, halfVec),5.0));

fresnel += FresnelVal * (1 - fresnel);
float rim = saturate(pow(l - dot(viewDir, s.BlurredNormals),
_RimPower)) * fresnel;

ITocste HTOTO MBI TOCYUTAEM WHTEHCHBHOCTD OJIMTKA, TOYHO TaK JKE,
Kak MBI JleTanu B TaBe 3 «IlycThb Baim Urpbl 3aCHIIOT OTPasKEH-
HBIM CBETOM».

//Cosnmanym OJIMK
float specBase = max (0, dot(s.Normal, halfVec));
float spec = pow (specBase, s.Specular*128.0) * s.Gloss;

Terepb KOT/1a MbI BEIYUCJIUIIN BCE HEOOXOIMMbIE 3HAUEHUS JITIST Ha-
el MOJIESTN OCBETIEH s, MBI MOJKeM OOBEIMHUTE UX W TepeiaTh
pesyJibTar.

//VITOTOBEI LIBET

fixed4 c;

c.rgb = (s.Albedo * brdf * LightColor0O.rgb * atten) +
(spec + (rim * RimColor));

c.a =1.0;

return c;

W nakonery, Mbl repeiiiéM K GyHKIUU surf (), B KOTOPOH MbI T10-
JIy4yaeM JIaHHbIe U3 TEKCTYP, BLIYUCIISEM Pa3MbITbie HOPMAJIU 1 Te-
HepupyeM 3HaueHue KPUBU3HBI TOBEPXHOCTH [IJIs1 HAIIEH MOJIEJIN
Ha OCHOBE KapTbl HOpMAJIEii.

void surf (Input IN, inout SurfaceOutputSkin o)
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{

//ToyurM OaHHBIE M3 TEKCTYP

half4 c = tex2D( MainTex, IN.uv MainTex);

fixed3 normals = UnpackNormal (tex2D (_BumpMap,
IN.uv_MainTex)) ;

fixed3 normalBlur = UnpackNormal (tex2Dbias (_BumpMap,
float4 (IN.uv_MainTex, 0.0, BumpBiass)));

//BHUMCIIVM KPUBU3HY [IOBEPXHOCTU
float curvature = length (fwidth (WorldNormalVector (IN, normalBlur)))
/ length (fwidth (IN.worldPos)) * _CurvesScale;

//Io6aBuM BEUMCIIEHHEIE NaHHEE B CTPYKTypy SurfaceOutput

o.Normal = normals;
o.BlurredNormals = normalBlur;
o.Albedo = c.rgb * MainTint;
o.Curvature = curvature;
o.Specular _SpecWidth;
0.Gloss = _Speclntensity;
o.Alpha = c.a;

}

IToce Toro KaK MbI CO6paJH/I BO€/IMHO BCE YaCTH HAIlIETO meﬁz[epa, pe-
3yJIbTaT €ro pa6OTbI JAOJIZKEH BBITJIAACTD KaK Ha CJICAYIOIMEM CKPUHIIIOTE.

Puc. 5.12. Pe3ynbtat paboThl Lengepa Koxm

Kak aTo paboraer...

Ko 6osibiiieii yacTu mmeiiiepa HaM yske 3HAKOM, HO €CTh U HECKOJIBKO HO-
BBIX JIJIs1 HAC MOMeHTOB. K ripumMepy, Mbl OObSIBUIIN HOBBIN THIT CTPYKTYPBI
SurfaceOutputSkin, U XOTSI MBI €€ yxKe BUNIEJU, ceifdac Mbl BCE PaBHO
OCTaHOBUMCS Ha Hell mogpolOHee.

Crpykrypa SurfaceOutputSkin — 3TO Haira cOOCTBEHHAST KACTOMHAST
CTPYKTYPA, C TOMOTIBIO KOTOPOI MBI MOKEM Tlepe/laBaTh TaHHbIE U3 QyHK-



m- - . lnaea 5. Mogenu oceelyeHms

1uu surf () B QyHKIHIO ocBelernst. MoskHO cka3aTh, YTO 9TO CBOETO Pojia
TPaHCMOPTHBIN MexaHn3M. Korya Mbl pricBanBaeM el 3HaUeHUsT BHYTPU
(pyHKIIMM surf (), 3TU 3HAYEHUS COXPAHSIOTCS B TIEPEMEHHBIX CTPYKTY-
PBL. DTH JaHHBIE MBI MOJKEM UCIIOb30BATh BHYTPU (DYHKITUU OCBEIEHUS
JI71ST BBITIOJTHEHWST TIOTTMKCEJbHBIX PACUETOB OCBEIICHMSI.

Emié ommu HOBBII /1719 HAC 37IEMEHT — BBIYHMCJIEHe KPUBU3HBI TIOBEPX-
HoctH. [Ipore roBops, MBI M3MepsieM BeJTMUNHY U3MEHEHUs 171 HopMa-
seii moBepxHocTu. [loaToMy Tpm M3MeHeHNMW KPUBU3HBI MOBEPXHOCTH
M3MEHSIeTCS W yTOJI MEeXKIYy HOPMAJSIMA TTOBEepXHOCTH. MBI MOkeM ucC-
[0JIb30BATh 9TH JAHHBIE I TIOMCKa 00J1acTell ¢ HauboJIbleil KpUBU3HON
U BBIYMCJIMTH COOTBETCTBYIOIEE YePHO-0eI0e 3HaYeHNe.

B xoze BhIYMCIEHNST KPUBU3HBI TIOBEPXHOCTU BbI, BEPOSITHO, 3aMETH-
s iBe HoBbIe BcTpoeHHbie B CGFX GyHKINM, ¢ TOMOIIBIO KOTOPHIX MBI
HoJryyaeM HeoOXOAUMBIE JaHHbIE, YTOOBI HATH M3MEHEHUsT BEKTOPa KPHU-
Bu3HbL. [lepBast pyHKIMSI — fwidth (), OHAa TPUHUMAET OJIMH BEKTOPHBIHN
rmapameTp ¥ BO3BpallaeT CKOPOCTh U3MEHEHMST 9TOTO BEKTOPA B AKPAHHBIX
koopanHarax. [loaTtoMy B pesyJsibrare MbI TIOJy4aeM BEKTOP, KOTOPBIH
OTpajkaeT, Kak ObICTPO M3MEHSIOTCA HOPMaJIM K MOBEPXHOCTH MOIEJIH,
TO eCcTh BEKTOP KPUBMU3HBI ToBepxHOCTU. Ciie/ytoras cchliika BeJIET Ha
omucanue aToil pynkimy B fokymentanuu mo Cg: http://http.developer.
nvidia.com/Cg/fwidth.html.

C nmomotpio crangaptaoit ¢yukiun Cg fwidth () MBI MOXKEM TIOJTY-
YUTh MHHOPMAITIIO O KPUBU3HE TOBEPXHOCTH HATIEN MOJIEJIH.

Puc. 5.13. Pe3ynbrat Bbl4MCNEHNS BEKTOPA
KPVBU3HbI NOBEPXHOCTU MOAENM

Hawm me HYXEH BECb BEKTOP IIEJMKOM, HaM H()Tpe6y€TC$[ JINIIb €TI0
MOAYJIb IJId KaKAO0TO TMUKCEJIA. H()3T()My MbI MOJKEM BOCITOJIb30BaTbCA
(I)yHKHI/ICﬁ length (), KOTOpasa BepHéT HaM JIJINHY BEKTOPA KaK 3HaUY€HME
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¢ ruaBatotneii Toukoit. Cieryioniast cebljika BeJIET Ha onrcanue PyHKINT

length B gokymentaru o Cg: http://http.developer.nvidia.com/Cg

length.html.
Taxum 06pasoM, st KaxKIO0TO TIHKCEIIST MBI HAXOUM MOJIYJIb BEKTOPA

KPUBU3HbBI MOBEPXHOCTH, KOTOPBIA MbI Oy/IeM HCIIOJIb30BATh MPU CHMII-
aunre BRDF-texctypsl.

Puc. 5.14. Pegynbrat BbIMUCIEHNA MOAYNA BEKTOPA KPUBU3HDI
NOBEPXHOCTU

[Tocaie aTOTO, MBI BBIUMCIIIEM MOJTYJTh KPUBU3HBI 110 TIOBEPXHOCTH MOJIEJIH,
71 3TOTO MBI JIEJIUM TTOJIyYeHHBIN MOJIYJIb KDUBU3HBI B 9KPAHHBIX KOOP/IM-
HaTax Ha MOJLYJIb U3MEHEHMS KOOPJMHAT 110 MOJesiN (OTIATD 5K€ B 9KPAHHbIX
KOOPJIMHATAX) ¥ YMHOKAEM Ha MapamMeTp CurveScale, 4TOObI, KOHTPOJIH-
Py# ero, Mbl MOTJIM U3MEHATb MHTEHCUBHOCTD 3(pherTa KPUBU3HDI.

DuHaMBHBIN PE3YIBTAT BBIYUCACHNS KPUBU3HBI TOBEPXHOCTH B HAIIIEM
nietiziepe KOXKM IOKa3aH Ha CJeyIoNeM CKPUHIIOTE.

Puc. 5.15. VITorosbln pedynbtaTt BblMUCIEHNI KPUBUSHbI
NMOBEPXHOCTM MOLENWN A1 LUeiaepa KOXu
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W emé oxna HOBas 1y HAC (DYHKITNS, KOTOPYIO MBI UCTIOTb3YeM JIJIsT
TIOJIYYEeHUsT MATKOTO MU(M(Y3HOTO OCBENIEHUsT KOXKHU, — 3TO (YHKITUS
tex2Dbias (). C ITOMOIIBIO HEE MBI MOKEM CABHUTATH MJIN U3MEHSITD TEKY-
MU Mip-ypPOBEHb B CTOPOHY YMEHBITIEHUS U YBEJTNIEHUS, HCIIOIb3YsT
TAaHHBIE 13 CBOUCTB IIeHIepa, B Pe3YJIBTaTe YeT0 MbI MOKEM KOHTPOJUPO-
BaTh, HACKOJBKO Pa3MBITOI OyzeT TekcTypa. Ha camMoMm Jiesie Mbl He 0Cy-
I[ECTBJISIEM Pa3MBITHE TEKCTYPBI KaK TAKOBOH, BMECTO 9TOTO MBI BHIOHPA-
eM OoJiee HUBKMIT Mip-ypoBeHb B Haleil TekcType. UTo0bl y3HATh O0JIbIIIE
PO Mip-TEKCTYPUPOBAHIE, MUII-MAIIbl ¥ KaK UX TeHEPUPOBATH, 00paTu-

Tech K qokymenTaru Unity: http://docs.unity3d.com/Documentation/
Manual/Textures.html.

Ho 3710 eLyé He BCE...

ITa KOHKPETHAs peansalus eiiepa Kok Oblia HaBesiHa mapoil 1ei-
Z1epoB, KoTopble Mbl yBuzeaun B Wurepuere. IloaToMy Mbl cuuTaeM, 4yTo
GyJIEeT TIPABUIILHO YIOMSIHYTh UX 3/1€Ch:

e Unity forums: http://forum.unity3d.com/threads/131626-

Grittyrealistic-skin-shader;
e Skin Shader 3: http://wiki.unity3d.com/index.php?title=Skin

Shader_3.

LUenpep TkaHun

[efiaunr TKaHu — 3TO €llle OZiHA JOBOJIBHO PACIIPOCTPAHEHHAS 3a/a4a B
reiiM-/IeBeJIONIMEHTE U MHTEPAKTUBHON real-time-susyamusanuu. /st eé
peleHnst Hy>KHO TIOHUMATh, KAK BOJIOKHA TKAHU PACCEUBAIOT CBET IO T10-
BEPXHOCTU OOBEKTA U KaK OT ATOTO MOJIYYAETCS] XapaKTepHast [IJisl TKaH!
TexcTypa. [Ipu aTOM II€iANHT TKAHNU OYeHb CUJIBHO 3aBUCUT OT HAIlpPaB-
JIEHUs B3TJISIIA, IOATOMY MbI PACCMOTPUM HOBBIE IPUEMBI, KOTOPBIE MBI
CMO’KEM UCII0JIb30BATH /IJis1 UMUTANNU 3(hdeKTa OTPasKeHMs CBETA 110 M0-
BEPXHOCTU OOBEKTA, & TAKIKE JIJIST CO3/IABAEMOTO MAJIEHbKUMU BOJIOKHAMU
OuY€eHb OTYETIIMBOTO A(heKTa 3aHEN TTOJACBETKH.

[Tpu pabote ¢ FTUM IIEHAEPOM MbI TOZHAKOMUMCST ¢ KOHIIEITIHEl j1e-
TAJIM3UPOBAHHBIX KAPT HOPMAJIEH U AeTAlIU3UPOBAHHBIX TEKCTYP. OOb-
e/IMHSIS JIBE KapThl HOPMaJIeld, Mbl MOJKeM JI0OUThCst GoJiee BBICOKOIT Jie-
TAJIM3UPOBAHHOCTH, YeM MbI OBI TIOJYYNIIU, PaboTast ¢ OAHOI TEKCTYPOi
2048%x2048. Jra TexHUKa MOMOXKET HAM MMUTHPOBATH MUKPOYPOBEHH
SIMOK Ha [IOBEPXHOCTH 0GBEKTA, € TTOMOII[HIO KOTOPBIX MbI CMOKEM PACCeHt-
BaTh GJIMKOBYIO KOMIIOHEHTY OCBEIEHUS M0 GoJiee MUPOKON MITOIA/IH.
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Huske TpUBOAMTCST UTOTOBBIN Pe3yJbraT paboThI TeHiepa TKaHH, KO-
TOPBIM MBI IIOJI'TOTOBHUM B 3TOM pelielTe.

Puc. 5.16. IToroBsbiin pe3ynstat paboThl Weliaepa TkaHm

MoagroroBka

Jlnist aToro meiigepa Mbl Gy1eM UCIIOIB30BATH TPU PA3HBIX TUIIA TEKCTY],
4TOOBI UMUTUPOBATH TOXOXKYIO Ha TKAHb HOBEPXHOCTD:

1. [eranusupoBaHHyio KapTy HopMaseil. Ona Oyner ay6aupoBaThest
10 TTOBEPXHOCTY JIJISI UMUTAITIN MUKPOCTPYKTYPBI TKaHU.

2. Kapty Bapuaruii Hopmaseil jijis co3/iaHus BApUaIliii B CTPYKTYPE,
C IOMOIIBIO KOTOPOIi TKaHb OyAET BBITJIAAETh MeHee 0H000pas-
HOI1 1 60JIee ITOHOIIEHHOIA.

3. JleramusupoBannyio quddysHyio TEKCTYpY, KOTOPYIO Mbl CMOKEM
HEPEMHOKUTh ¢ 0a30BBIM IIBETOM JUJISI NMPUAAHKS I[BETY TKAHU
GoJibIlIell TIyOMHBI ¥ Pealn3Ma, 9TO IIOAUEPKHET €€ CTPYKTYPY.

Ha cjaeayrouemM CKpUHIIOTE MpeACTaBJI€eHbl TPU TEKCTYPbl, KOTOPbIMU

MBI BOCIIOJIb3yeMCsl B 9TOM perenite. OHU TakyKe NMPUBOJASTCS HA CTpa-
HUIIE, TOCBSTIEHHON ATOW KHUTE, HAUTU BbI €€ MOKETE 110 aJ[PeCy: WWW.

packtpub.com/support.

[letanuanpoeaHHbie  TekcTypa Bapuaumu OundbdpysHas
HOpMau HOpManew TeKcTypa

Puc. 5.17. Vicnonb3yemeblie B peuenTe TEKCTYPbI
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Jlsist TOro 4TOOBI 3aBEPIIUTH TTOJATOTOBUTEIBHBIE PAOOTHI, HAM HY/KHO
CO3/IaTh CIIeHy ¢ 0GBEKTOM W HAMPABICHHBIM UCTOYHUKOM cBeTa. [locie
HTOTO cO3/aliTe HOBBIH TIeiIep 1 MaTepHas, KOTOPHIA MBI HA3HAUUM O0b-
eKTY.

Kak aTo caenarsb...

Hauném nam wmeiigep ¢ 610ka cBoiicTB. BeioHuUTE Cleayomme aeicT-
BUSIL:

1. Hamewmy mieiizepy morpedyercsi COBCeM HEMHOIO CBOHCTB — st
KOHTPOJIST 32 TeM, KaKie TeKCTYPBI MbI MCTOIb3yeM W Kak GyIyT
BBITJISIZICTH 3aTyXaHue GJIMKOB U oTpaskenus mo Mpenestio.

Properties

{
~MainTint ("Global Tint", Color) = (1,1,1,1)
~BumpMap ("Normal Map", 2D) = "bump" {}
~DetailBump ("Detail Normal Map", 2D) = "bump" {}
_DetailTex ("Fabric Weave", 2D) = "white" {}
_FresnelColor ("Fresnel Color", Color) = (1,1,1,1)
_FresnelPower ("Fresnel Power", Range(0, 12)) = 3
_RimPower ("Rim Falloff", Range (0, 12)) = 3
_SpecIntensity ("Specular Intensity", Range(0, 1)) = 0.2
~SpecWidth ("Specular Width", Range (0, 1)) = 0.2

}

2. IlockosibKy MBI XOTUM HMMETb BO3MOKHOCTbH IOJHOCTBIO KOHT-
pOJIMPOBATh, KaK CBET B3aMMOEHCTBYET C Hallell TKAaHbIO, HaM
norpebyercss 0OBABUTL HOBYIO MOJE/Ib OCBEIICHUS B CEKI[MU
#pragma M yKa3aTb KOMIUJISTOPY MCIOJIB30BATD IlEHEPHYIO MO-
neb 3.0. [l1st Toro 4To6b HCTIOIH30BATH CBOIO MOJIC/TH OCBEIIEHNST,
HAM HYKHO OODBSIBUTD €€ MMSI B JINPEKTUBE #pragma.

CGPROGRAM

#pragma surface surf Velvet
#pragma target 3.0

3. qTO6bI MbI CMOIJIM BOCIIOJIB30OBATbCA AaHHbBIMHW, BBO/I[MUMbIMU B
GJIOK CBOWCTB, HaM MOTPeOYeTCst OOBABUTH TIEPEMEHHBIE C TAKUMHE
sKe UMeHaMU B OJI0Ke SubShader.

sampler2D BumpMap;
sampler2D DetailBump;
sampler2D DetailTex;
float4 MainTint;

float4 FresnelColor;
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float _FresnelPower;
float _RimPower;
float _SpecIntensity;
float _SpecWidth;

4. J106BI MOKHO OBLIO KOHTPOJIMPOBATH MapaMeTPhl TAJIMHTA Kak-
JI0M M3 HANUX JeTAIN3UPOBAHHBIX TEKCTYP IO OTAETHHOCTH, MBI
JOJKHBI 00bsIBUTH pasHble UV-mapaMeTpsl B CTPYKType Input.
Cast3b UV-KOOpMHAT ¢ TEKCTYPOil OyAeT co3/laHa aBTOMaTHUeC-
K, €CJIU BbI JJOGABUTE B UM TIEPEMEHHON "uv" Tepes UMEeHeM
TEKCTYPBI.

struct Input

{
float2 uv_BumpMap;
float2 uv_DetailBump;
float2 uv_DetailTex;

}i

5. Temnepsb HaM HY;KHO HamucaTh (YHKIIUIO, KOTOPasi CTAaHET HaIlei
MOHeHbK)OCBﬂHeHHH.I{HQHéMﬁHaHHC&HHe(byHKHHH’OCBHHGHHH
C 3a/laHuA eé CUTHATYPBHIL. Ham HYKHO BbI6paTb TY, 4TO CO/IEPIKUT
ViewDir,HOTOMy’QTOIHeﬁHHHT IMOBEPXHOCTHU TKAHU 3aBUCHUT OT
HallpaBJICHUA B3TJIA/1a.
inline fixed4 LightingVelvet (SurfaceOutput s, fixed3

lightDir, half3 viewDir, fixed atten)
{

}

Bcerﬂa CTOUT HaYMHATb C OIIpe/IeJICHUS HeO6XOﬂHhﬂﬂX JJIA Bbl-
YUCJIEHWA OCBEIIEHWA BEKTOPOB. BHOCJIGZICTBI/II/I HaM He IIPpUAETCA
38.6OTI/ITI)CH 06 X HOpMaJIn3allun IIPrU KaKAOM HCIIOJIb30BaHUU B
APYTrux 4acCTAaX KoJa. I[aBafITe HO63BI/IM BbIYUCJIECHUE 9TUX BEKTO-
POB B Ha4aJ10O (byHKHI/II/I MO/I€JIN OCBCUICHUA:

/ /BEUMCIIVIM BEKTOPH OCBEIEHMs

viewDir = normalize (viewDir) ;

lightDir = normalize (lightDir);

half3 halfVec = normalize(lightDir + viewDir);

fixed NdotL = max (0, dot(s.Normal, lightDir));

6. Cuenyiomas 3agaua — pacyér Specular-komionenra. JJob6aBbre
CTIEYIONIII KO Cpasy TOCIe ONpeeIeHNsT BEKTOPOB:
//BHUMCIMM OJMK

float NdotH = max (0, dot(s.Normal, halfVec)):;
float spec = pow (NdotH, s.Specular*128.0) * s.Gloss;
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]_Her_II/IHI‘ TKaHW O4Y€Hb CUJIbHO 3aBUCHUT OT HAIIPaBJICHUA B3IJIA1a
Ha ITOBEPXHOCTD. YeMm 60.7188 OCTpI)II';I YTOJI B3TJIsI/1a K ITOBEPXHOCTH,
TEM 6OJII)HIe €€ BOJIOKHA yJIaBJINBAlOT CBET 3a HUMU U YBEJINYNBa-
IOT UHTEHCUBHOCTD SpeCHlar-KOMHOHeHTa.

//CosnmanuMm ocCBelmeHue o OpeHeJsn

float NdotV = pow(l - max (0, dot (halfVec, viewDir)), FresnelPower);

float NdotE = pow (1 - max (0, dot(s.Normal, viewDir)), RimPower);
float finalSpecMask = NdotE * HdotV;

7. Ilocse Toro kak Mbl 3aKOHUYMJIM HAITM OCHOBHBIC BBIUYNCICHUS
OCBEIICHMS, HaM HY’KHO BEPHYTb U3 Haiel (GyHKIMU UTOTOBBI
et. JIonosHuTe MOJIENIb OCBEIeHusT, 100aBUB CJEAYIONHIA KO/
cpagy mocJe Beruncaenus ahdexra Openedrs.

//BepHEM MTOTOBEIA LIBET

fixed4 c;
c.rgb = (s.Albedo * NdotL * LightColor0.rgb)

+ (spec * (finalSpecMask * FresnelColor)) * (atten * 2);
c.a =1.0;

return c;

8. 3akoHUMM MBI Hall miekzaep, AonucaB GyHKIUO surf (). Ham
HY’KHO JIMIIb PACIaKoBaTh HAIIM KapThl HOpMaJell 1 mepeHarpa-
BUTD JlTaHHbIE B CTPYKTYPY SurfaceOutput.

void surf (Input IN, inout SurfaceOutput o)
{
half4 c = tex2D( DetailTex, IN.uv_ DetailTex);
fixed3 normals = UnpackNormal (tex2D( BumpMap, IN.uv BumpMap)).rgb;
fixed3 detailNormals = UnpackNormal (tex2D( DetailBump,
IN.uv_DetailBump)) .rgb;
fixed3 finalNormals = float3 (normals.x + detailNormals.x,
normals.y + detailNormals.y,
normals.z + detialNormals.z);

.Normal = normalize (finalNormals) ;
.Specular = _SpecWidth;
.Gloss = SpeclIntensity;

.Albedo = c.rgb * MainTint;
.Alpha = c.a;

O O O O O

}

Crenytonuii CKPUHITIOT JEMOHCTPUPYET Pe3yJabTaT paboThI HATIETO
meiiiepa TKaH! Ha MOJIEJI, UMUTUPYIOIIEN TKaHb.
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Puc. 5.18. PesynbtaT paboThl Welgepa TkaHu Ha Moaenu,
VMUTUPYIOLLLEN TKaHb

Kak aTo paboraer...

Ha camowm jieste mam mieiiiep TKaHu He TaKOW YK M CJIOKHBIN. B HEM MbI
BBITIOJIHSIEM OUYEHbB TIPOCThIE OTIEPAIINN CO CBETOM, HO TIOPOI 3TO BCE, UTO
HeoOXO0MMO I Balero meiizepa. [lepes teM, Kak IPUCTYIIATh K CO3/1a-
HUIO TIEeiIepa, CTOUT MpUCTaIbHee B3TJISTHYTh Ha UMUTUPYEMYIO TTOBEPX-
HOCTD, JIEKOMITO3UPOBATh €€ Ha KOMITOHEHTBI, & TIOTOM 3aIIPOrPaMMHUPO-
BaTh UX OMH 3a APYruM. Bech okyc OymeT 3aKI04aThCsl B TOM, KaK Bb
Oynere KOMOMHUPOBATH Pas/INYHble BBIYMCIEHUS, COBCEM KaK IIPU CMe-
meHun ¢aoés B Photoshop.

Hosas TexHuka, KOTOPYIO MbI IPUMEHUJTA B HAIIIEM Teiiiepe TKanu, —
9TO KOMOMHMPOBaHUE ABYX KapT HOpPMaJedl ¢ PasindHON IJIOTHOCTBIO
Taitimara. B cooTBETCTBUM ¢ OCHOBAMU JIMHEIHON aareOpbl IPU CIIOKe-
HUU JIBYX BEKTOPOB MbI TIoJIydaeM TpeTuil. C HAlMMK KapTaMu HopMaJieit
MBI TakK ¥ TloctynaeM. K kapTe Bapualuii HopmMasiel, 13 KOTOPOU MBI T10-
JIy4aeM BEKTOP C IIOMOIIBIO (DYHKIIMU UnpackNormal (), Mbl IPUOABJIsIEM
BEKTOP HOPMAJIU U3 JIETATU3UPOBAHHON KapThl HOpMasieil. B pesysibrate
MBI TTOJIy4aeM HOBYIO KapTy Hopmasieid. [locsie aToro Mbl HOpMaJn3yem
HAIll K'TOTOBBII BEKTOD, YTOOBI OH BHOBB ObLI B inarazone ot 0 xo 1. Eciu
MBI 3TOTO HE ClIeJIaeM, TO Hallla KapTa HopMaJieil Oy/IeT BBITJISAETh BeChMa
MOMSITON ¥ BU3yaJbHO HETIPABUIBHOM.

W HakoHell, KOMOMHAIMsI BbIYKMCIeHUI ocBemenus no MOpenenio u
GJIKa TI03BOJIIET HaM co34aTh 2((MEKT MaleHbKUX BOJIOKOH TKAHMU, YJIaB-
JIMBAIOIUX CBET HA OCTPBIX YIJIaX K IIOBEPXHOCTH 00bEKTa.
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Mpos3spauHocTb

B aTo0ii ry1aBe BbI y3HaeTe o:

¢ CO3ZAaHMU MPO3PAYHOCTH C TOMOMIBIO TTapaMeTpa alpha;
¢ 1npospaunom cutoff-mreiinepe;

¢ COPTHPOBKE OOBEKTOR C TIOMOIIBIO OYePEIel PEHAEPUHTA;
¢  GUI u mpo3payHOCTH.

BeBepeHue

Peanmsariust mpo3pavyHOCTH B IIeliiepax MOKET OKa3aThCs IOBOJBHO He-
TpUBHATBHOI 3a/1a4ueii. Ho ¢ momornibio moBepxHocTHBIX mekgepoB Unity
MBI JIETKO MOKEM CJIeJIaTh Tieiiep, peaausyionuii apdexT moaHoi mpo-
3PAvYHOCTH [IJTsT TAKMX TTOBEPXHOCTEH, KaK CTEKJIO, MU YaCTUYHOI MPO-
3PAYHOCTH [IJIsI BOJIOC ¥ JIICTBBL.

Mpbl HaYHEM € CO3ZAHUST TPOCTBIX MPO3PAYHBIX IIEHIEPOB, a TTOTOM
OCTAaHOBUMCS HA TOM, KaK TIPO3PAYHOCTD BJIMSIET HA TOPSIZIOK OTPUCOBKU
06BEKTOB.

Co3paHue Npo3padvyHOCTM
C noMoubio napameTpa alpha

Hauném MbI ¢ TOro, uTo pasbepémcs, Kak Hy;KHO U3MEHUTD Lieiziep, 4ToObI
oH cTaJj npospayHbiM. U orsite Unity 3/1ech Be€ iesiaet 3a Hac.

Hawm Bcero Jutirh moTpebyeTcst HCIOIb30BATh B CEKIUN #pragma Hallle-
ro meiiziepa nmapamerp alpha. ITa UHCTPYKIHS roBOpuT Unity, 4TO MBI CO-
GUpaeMcst UCTIOIb30BATh TIPO3PAYHOCTD B Ieiinepe. OfHAKO B CO3MaHUN
MTPO3PAYHBIX MIEHIEPOB €CTh HECKOJIBKO HIOAHCOB, TaK KaK Ba’KHBIM CTa-
HOBUTCS MOPSI0K OTPUCOBKH 3JIEMEHTOB. B 3TOM periernite Mbl paccMoT-
PUM OCHOBHBIE MOMEHTBI, C KOTOPBIMHM HaM MPUAETCA CTOJTKHYTHCS TIPU
CO3/IaHUU TIPO3pauHOTO 00beKTa Ha Hamiell ciiene. J[pyrue ocobeHHoCTH
MTPO3PAYHOCTH MBI PACCMOTPUM B ITOCJIE/YIONINX pelenTax.
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MogroroBka

Jliist Hawasa paboThI ¢ ITUM PEIENITOM HaM TIOTPeOYETCsT OATOTOBUTD He-
CKOJIBKO PeCypCcOB M CO3/IaTh HOBYIO cIleHy B pemaktope Unity. /laBaiite
BBITIOJIHUM CJIEJYIOIINE AeHCTBUs, YTOOBI MPUTOTOBUTHCS K HATUCAHUIO
meraepa:

1. CospaliTe HOBYIO CIICHY U ITOMeCTUTE Ha Heé cepy, TIOCKOCTb U
MCTOYHUK HAIIPABJIEHHOTO CBETA.

2. Tlocse aToro Ham TIOTpebyeTcs co3/aTh HOBbI HIeiiiep 1 HOBBII
marepuad. [leiinep Gyner HeoOXOAMMO HA3HAYUTH MATEPUAIY, a
Martepuai — chepe.

3. Masee Ham Oy/ieT HYKHA TEKCTYPa, HA OCHOBE KOTOPOU MbI Oy/1eM
MIPUHUMATH PEIIEHUE O TOM, KaKas 4aCTh Halllero 00beKTa Ha ClieHe
JOJIKHA OBITH TTPO3PAYHA, & KAKast — HeT.

Ha ciemyioriem pucyHke MpuUBOIUTCS TIPUMEDP TEKCTYPbI, KOTOPYIO MbI
OyleM KMCII0JIb30BaTh [1JIsl 9TOro perenta. Ha aToil TekcType ecTh OTaelb-
HO KPaCHBIH, 3eJIeHbIi, CUHUIT 1IBeTa 1 KOMOUHAIUS BCEX TPeX — OeJIblil
user. Takum 00pasoM, B KauecTBe MACKH IIPO3PAYHOCTH B HAIlleM IIPHUMEPE
MBI MOKeM MCII0JIb30BaTh 110001 u3 kananos RGB co snavenusamu ot 0
1o 1, rie 0 — moTHOCTHIO TPO3PAYHBI, a 1 — TTOJHOCTHIO HEITPO3PAUHBIIA.

Puc. 6.1. TekcTypa, ncnonb3oBaHHas
Hamu NS 3Toro pewenTa

Kak aTo cgenarsb...

[TonroToBUB acceTbl, MbI MOKEM TIPUCTYIUTL K HAMMCAHMIO HAIIETO T10-
BEPXHOCTHOTO Tefiiepa g co3zianus addexTa mpo3pauHOCTH.
BoimonnuTe caemyiorniue 1eficTBUS:

1. [laBaiiTe n106aBUM B OJIOK CBOHCTB HOBOE CBOHCTBO, C IIOMOIIbIO
KOTOPOI'o MbI Gy/ieM KOHTPOJIUPOBATh YPOBEHD IIPO3PAYHOCTH.

Properties

{
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_MainTex ("Base (RGB)", 2D) = "white" {}
_TransVal ("Transparency Value", Range(0,1)) = 0.5

}

2. Tlocse aToro Ham moTpebyeTest T0OGABUTDH B CEKITNIO #pragma HO-
BBII TTapaMeTp, KOTOPBIN MBI e11¢ He BU/IeJN — TTapaMeTp alpha.

CGPROGRAM
#pragma surface surf Lambert alpha

3. Tlocse aToro MbI 100aBUM B (DYHKIMIO surf () HaIIero Iueiie-
pa CTPOKY, B KOTOPOH OyjieM NMpHCBAaMBaTh 3HAYECHUE HAPAMETPY
o.Alpha.

void surf (Input IN, inout SurfaceOutput o)
{
half4 c¢ = tex2D( MainTex, IN.uv MainTex);
o0.Albedo = c.rgb;
o.Alpha = c.r * TransVal;

}

Ciesytoniuii CKpUHIIOT JEMOHCTPUPYET HaIll PO3PAYHbIN 1Ieiiep B
penaktope Unity.

MNpo3pauHocTb Mpo3pauHocTb MpospauHocTb
no KpacHOMY KaHasy no 3es1€HOMyY KaHany no CMHeMy KaHasy

Puc. 6.2. Pe3ynbtat paboThl Wengepa

Kak aTo paboraer...

Kax BbI, HaBepHO 3aMETHJIH, C TOMOIIBIO TIOBEPXHOCTHIX 11eiiiepos B Unity
crenatb a9 deKT IPOo3pavyHOCTH HE COCTABJISAET HUKAKOro Tpyaa. s ta-
KOTO Ileiiiepa KJII04YeBbIMU SBJISIOTCS /[BA 9JIeMeHTa: llapaMeTp alpha n3
CEeKLIMM #pragma M 3Ha4YeHue Alpha B CTPYKType SurfaceOutput, KOTO-
pO€ U OIPEJIEISIET, HACKOIBKO MTPO3PAYHBIM JOJIKEH OBITh KasKIblil KOHK-
PEeTHBIN TUKCEeb.

OO6bsiBieHne TapaMeTpa alpha B CEKIMK #pragma ropoput Unity, 4To
HA 9KpaHe cefiuac Hy:KHO Oy/IeT OTPEHIEPUTD [TPO3PAUHYIO TOBEPXHOCTD.
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Bcé, uTo HY’KHO c/1e1aTh TT0CJIe 9TOTO, — 3TO MPUCBOUTH 3HAYEHNE o . Alpha
M3 Hallel CTPYKTYPBI Sur faceOutput (B JAHHOM CTydae — BCTPOEHHO ) —
suadenue ot 0 10 1 115t kaskmoro ukcess. ToBopst Ha sI3bIKe 11BeTa, GeTbIil
(1) OGyzmer COOTBETCTBOBAThH IIOJHOCTHIO HEIPO3PAYHON MOBEPXHOCTH,
a uépHbIi () — TOJTHOCTHIO TPO3PAYHO.

JlanHas peanusanust MpoO3PaYHOCTH sABJsETCS Hanbosee mpocToit. ITo
Mepe Halllero MpoIBMUKEHNS TI0 3TOH TJIaBe MbI PACCMOTPUM XapaKTePHbIE
CUTYyallH, KOTOPbIe BO3HUKAIOT TIPU MCIIOJIB30BAHUH TOJIYIPO3PAYHBIX
meiinepos B real-time-aBuskkax, Takux kak Unity.

NMpo3pauHbin cutoff-uenpep

Unity npefoctaBisieT HaM €Ilé OJIUH TTapaMeTpP B CEKINH #pragma, C I10-
MOII[BIO KOTOPOTO MOKHO CO3/[aTh OoJiee pocToii ahdeKT mpo3pavHOCTH,
M3BECTHBIN KaK OTCeKaeMasi Mpo3padyHocTh, uiu cutoff-mpospaunocts.
ITOT TUII TIPO3PAYHOCTH HCIIOJIB3YeT HEKOTOPOE KOHTPOJIbHOE 3HAYEHUE,
4TOGBI OMPEICSUTh, HY;KHO JIH PUCOBATH JaHHbIH KOHKPETHBIN TTHKCETb,
TakuM 0Opa3oM, B HAIIEM Iiefiepe OYAyT TOIBKO IO MOTHOCTHIO MPO-
3pavnbie, 16O TOJHOCTHIO HEMTPO3PAYHbIE TTMKCEIH, B OTJMYNE OT TIpe-
IBIZYIIETO PEIerTa, B KOTOPOM B II€efiiepe Mbl MOTJIU MCII0JIb30BATh BECH
JIMANa30H OTTEHKOB CEPOTO IS YIIPABJIEHUSI TPO3PAYHOCTBIO OOBEKTA.
Taxkoii meiiep Ha3bIBAETCSI TIOTYIPO3PAYHBIM IIEIHIEPOM.

Ho He 6y/eM oTBIIEKaThCs, BEPHEMCS K HAITMCAHUIO ATOTO THeliepa B
Unity.

MNMoagroroBka

[aBaiite HaunéM paboTy Haj HAIIUM LIEHZEPOM CO CIEAYIOIUX AeiCT-
BUIL:
1. CosmaiiTe HOBYIO CIIeHY U [TOMECTHTEe Ha Hell 0ObIYHYyIO chepy u
HallpaBJIEHHbIN UCTOYHUK CBETA.
2. Jlanee co3maiiTe HOBBI HIElIep U HOBBIN MaTePUAIL.
Hasnaubre mreiijiep Mmatepuady, a Mmatepuas — cepe Ha CIieHE.
4. Tlocue aToro Ham noTpebyercs HoBas TekcTypa. Harnsaaee Gyner
HCIIOJIb30BaTh Y€PHO-0EJIYIO TEKCTYPY, TaKuM oOpazoM Oyzer 60-
Jiee 3ameTeH A PeKT OT UBMEHEHUsT BEIMYNHbBI OTCEYEHUs.

w

Ha caieyrommeM CKpUHINOTE MOKa3aHa TEKCTyPa, KOTOPYIO MbI MCIOJIb-
30BaM B 9TOM perenre. [l eé co3ganust Mbl BOCIOJIb30BAINCH (DUJIBT-
pom Render Difference Clouds 8 Photoshop. Caenannast HaMu TekcTypa

TOCTYTIHA TI0 afpecy www.packtpub.com/support.
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Puc. 6.3. TekcTypa, ncnosb3oBaHHas
HaMu B 3TOM peLenTe

Kak aTo caoenarsb...

TeHepb, KOora MbI ITIOATOTOBWUJIN HAIlly CIIEHY 1 HeO6XOlII/IMI)I€ aCCeThl, 1a-
BaiiTe IIOCMOTPUM Ha KO/l HalllIero mefmepa.
Bomonnure cjaeaytoume lIefICTBI/IHZ

1. Jlna Havana pobassre B GJIOK CBOMCTB CBOICTBO, KOTOPOE MO3BO-
JIUT HaM YIIPABJISITh BEIMYUHON OTCEUEHUS B HAIIIEM TIIeliepe.

Properties

{
~MainTex ("Base (RGB)", 2D = "white" {}
~Cutoff ("Cutoff Value", Range(0,1)) = 0.5

}

2. Tlocse aToro HaMm HY;KHO YKa3aTh, 4TO MbI JiesiaeM cutoff-meiigep.

CGPROGRAM
#pragma surface surf Lambert alphatest: Cutoff

3. U nakownerl, Mbl IPUCBAUBAEM o.Alpha 3HAYEHUS JJIST KAKOTO
TUKCEJIsI TOBEPXHOCTH.

void surf (Input IN, inout SurfaceOutput o)
{
half4 c = tex2D( MainTex, IN.uv MainTex);
o.Albedo = c.rgb;
o.Alpha = c.r;
}

Crienyommii CKpUHIIOT A€MOHCTPUPYET PE3yJIbTaT MPUMEHEHUs Ha-
mrero cutoff-nieiigepa pu pasiauuHbix 3HadeHusax cutoff-ciaiizepa B qua-
nazone mexxay 0 u 1.



CopT1poBKa 06BEKTOB C MOMOLLBIO OYEPEaEH. .. I.--

Cutoff Value = 0.0 Cutoff Value = 0.25 Cutoff Value = 0.75 Cutoff Value = 1.0

Puc. 6.4. Pe3synstat paboTsl cutoff-wengepa

Kak aTo paboraer...

Unity mpefocraBisieT HaM JJOBOJIBHO MHOTO IapaMeTPOB, KOTOPbIE MBI
MOJKEM MCIIOJIb30BaTh B CEKIUU #pragma. C IIOMOIIBIO HUX Mbl MOKEM
M3MEHATb U ONTUMU3UPOBATD MOBEJIeHIEe HAIero MOBEPXHOCTHOTO Ieki-
Jepa. ITo ellé oj{Ha IPUUMHA, 110 KOTOPO TOBEPXHOCTHDIE HIeHIepbl SB-
JIAIOTCSA TAKUM MOITHBIM 1 9(D(HEKTUBHBIM MHCTPYMEHTOM JIJIS1 UTEPATHB-
HOTO HAIMCAHUA 1IeH/1epOB.

Hamr orcekarommuii 1meiiiep MCIosb3yeT HOBBIM IapaMeTp JUPEKTHBbI
#pragma — alphatest:VariableName. JTa MHCTPYKIMS TI€PEBOAUT HAIIl
nieiiziep B pesKUM yIIPOIIEHHOI Bepcuy TPo3pavyHocTy. B aToM peskrme BMec-
To 3HaueHus ot 0 10 1, COOTBETCTBYIOINIErO IIPO3PAYHOCTH ITMKCEJIs, PeHIe-
PUTCS TUKCEITh MM OTOPACBIBACTCS, OTIPE/IENSACTCSA TOILKO 3HAYECHUEM TTepe-
MeHHOI Cutoff. [Tpu Takom noaxoze, ecan Mbl Ha 3akiianke MHcenekTopa
IIPUCBOMM IlepeMeHHOI Cutoff 3Hadenue 0,4, Bce 3Hayenus: menbiie 0,4
GY/LYT CUMTATHCS IPO3PAYHBIMHE, & 3HAUeHNs Gosibiie 0,4 — HEeTPO3paYHBIMHU.

ITa TeXHUKA XOPOIIO MOAXOJNT, €CIH MbI GECIIOKOUMCS O TIPOU3BOIU-
TEJIBHOCTH, TOCKOJIBKY GJIEHIUHT MOTYTPO3PAYHBIX 0OBEKTOB — rOpPas/ao
GoJiee pecypcoeMkas 3ajiada, yeM mpoctas cutoff-npospaunocts. OpnHa-
KO JIJIs1 MOOWJIbHBIX YCTPOICTB HabJo1aeTcst 0OpaTHasi 3aKOHOMEPHOCTb,
MOCKOJIBKY COMILJIMHT-TEKCTYPBI ABJISAIOTCS J0CTaTOYHO JIOPOTroil onepa-
nueit as atux Masenbkux GPU. Tloaromy, ecsin Bbr ucnosibdyere Unity
VIS pa3pabOTKHU TIPUIIOKEHUST 10/ MOOUIIbHBIE YCTPOHCTRA, UCIIOIb3YHTE
MOJIyTIPO3payHble MeHAepDl, & TEXHUKY OTCEKaeMOii IIPO3pavyHOCTH [1PU-
MeHSTITE JIUIIb B CJyYae HeOOXOJAUMOCTH.

CopTupoBka 006beKTOB C NOMOLLbIO
oyepeneun peHaepuHra

Jlist Tor0 4TO6bI AEHCTBUTENBHO TOHATH A(MEKT MPO3PAYHOCTH, HAM
noTpeGyeTCss OCTAHOBUTRLCS HAa COPTUPOBKE 110 TIYOHUHE, WJIH TIPOIIE TO-
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BOPS — OYEPENHOCTU OTPUCOBKU 00beKkTOB. B Unity MbI MOKeM KOHTPO-
JIMPOBATH TOPSIIOK OTPUCOBKU OOBHEKTOB HA HKPAHE, YTO TPEAOCTABIISET
HaM 6OJIbIIe BOSMOKHOCTEH KOHTPOJIS 32 TeM, Kakue 00beKThl OyayT OT-
PHCOBAHBI IOBEPX KakuX. Bbl MojkeTe yMaTh 06 04epEéNHOCTH OTPUCOBKI
Kak o cosx B Photoshop. Ouepéarocts 0TprcoBKH 0COOEHHO BayKHA TIPH
pabore ¢ MPO3PAYHOCTHIO VJIH C TAKUMU 3JIEMEHTAMU, KaK OOBEKTHI MOJTh-
30BaTEIBCKOTO UHTEpdetica.

B aTOM pererite BbI yBUINTE, KAK MOKHO MCIIOJIB30BATD TAHHBII METO]
CJIOEB JIJIsT PEHJIEPUHTA BAIITNX OOBEKTOB € TIOMOIIBIO BCTPOEHHBIX B Unity
TEroB. DTOT MOMEHT OYEHb BAKEH, MOCKOJIBKY Y BAC MOSBUTCS OGOJIBIIE
BO3MOJKHOCTEI JI7IsI KOHTPOJIST 32 PEHAEPUHTOM 0OBEKTOB B UTPE.

MNMoagroroBka

Jlnsa Havama paboThl HaM MOTPeOYeTCst co34aTh HEOOXOAMMBIE aCCETHI,

4TOGBI MBI MOTJIU YBH/IETh, KAK 04€PEAIHOCTH OTPUCOBKY 00beKkTOB B Unity

[PEI0CTaBISAET HaM GOJIbIITE THOKOCTH M KOHTPOJISA 32 PEHAEPUHIOM.
Boimonnute caemyioniue 1eficTBUS:

1. CospaiiTe HOBYIO CIleHY U pa3MeCcTUTe Ha Hell HeCKOJIbKO cep Tak,
9TOGBI OHU GBI BRICTPOEHBI B PsijL TT0 Jio6oit ocu. Hara tienrs — mo-
HSITh, KaK MBI MOJKEM PHCOBATH OTHU OOBEKTHI MTOBEPX JIPYTUX, BHE
3aBUCUMOCTH OT UX PEaTbHOTO PACTIOJIOKEHNUS B IPOCTPAHCTBE.

2. Yto6sl yBUIETh 3G (HEKT UBMEHEHHUsI TIOPSIKA OTPUCOBKU 00bEK-
TOB, HaM MOTPeGYIOTCs, 1o KpaiiHell Mepe, ABa mieiigepa. Iloatomy
JaBaiiTe CO3/aNM JIBA HOBBIX Iefilepa M COOTBETCTBEHHO UX Ha-
30BéM. MbI Ha3Ba/IM HAMIN TTIeHepbl Depth001 1 Depth002.

3. Bamra criena 1oKkHa BRITTISIIETh, KAK HA CIEAYIONEM CKPUHITOTE
(puc. 6.5). Takoii cerar MO3BOJUT HAM MOIKCIIEPUMEHTHPOBATH C
0YEPETHOCTHIO OTPUCOBKU OOBEKTOB.

Kak aTo cgoenarsb...

Koz, KoTopbIii HaM MOTPe6GYETCsT HATIMCATH JIJIST PEATM3AIIH ATOTO MTPHU-
éMa, Ha caMOM JieJie BeCbMa TIpocT. B HEM OyzyT IMPUCYTCTBOBATH BCETO
JIBE HOBDBIE 711 HAC CTPOYKH.

BolmosnuTe cieayioniyio nocjie0BaTeIbHOCTb AeHCTBUII:

1. ChHavaja HaMm OTPeOyeTCst ONPENEIUTh, B KAKOW 0Yepenn peHe-
PHHTIa Halll 00BEKT OyIeT PUCOBATHC, — VIS 9TOTO HaM HYKHO Oy -
net MoauduIMpoBaTh OJIOK Tags { } BHYTpH 6JI0Ka SubShader.

Tags { "Queue" = "Geometry-20"}
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Puc. 6.5. CueHa ,eMOHCTpupytoLLas nopsaok OTPUCOBKU OOBEKTOB

2. Jlanee nam Hy»HO OyzneT naTh uHCTPyKIn Unity, 4To MBI XOTHM
KOHTPOJIMPOBATH OUEPEAHOCTH OTPUCOBKU JIAHHOTO OGBEKTA U UTO
MBI He XOTUM, 4TOOBI OH 3anucbiBasics B 6ydep riybunsl. [Jo6aBbre
CJIETYIONLYIO CTPOKY KOJIa cpasy TocJie JobaBIeHHON HaMu paree
CTPOKM Tags{}.

ZWrite Off

3. TlocJie Toro Kak MbI T0OABYJIN 9TOT KOJI B HAIII TIIEHIEP, HAM HYKHO
GyIeT COXPaHUTD €T0, a TOTOM BepHyThesT B Unity, uTo0bI eiinep
CKOMTTUJTIPOBAJICS 3aHOBO. [locire ToTo Kak 1metiziep CKOMITUIIPY-
€TCs1, BBI 3aMETHUTE, UTO OJ{HA U3 chep PUCYETCsT O3/ BCeX 00b-
€KTOB, /Iaske HECMOTPS Ha TO, UTO €€ JeHCTBUTEIbHOE TT0JI0KEeHIe
B TIPOCTPAHCTBE HAXOIUTCST TIEPE] BCEMU IPYTUMU OOBEKTAM.
Cremytomuii CKpUHIIOT JIEMOHCTPUPYET PE3YJIbTaT MPUMEHEHUS
mefiiepa COpTUPOBKY TITyOUHBL

Puc. 6.6. Pe3ynbrtat npuMmeHeHns wenaepa rnyouvHbl
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Kak ato paboraer...

ITo ymosuanmio, Unity copTupyeT 06BEKTHI TT0 UX YAATEHHOCTH OT Ka-
Mepbl. [ToaTomy eciin 06BEKT OyET PAacIIoNokKeH OJIKE K KaMepe, TO OH
OylleT OTPUCOBAH MOBEPX BCEX OCTAJIBHBIX OOBEKTOB, PACIIOJNOKEHHBIX
JaJIbliie OT KaMepbl. B OOJIBIIMHCTBE CJIyYaeB Mpu pa3paboTKe Urp TaKoe
MOBE/ICHUE BCEX YCTPAUBAET, OHAKO BCE jKe OBIBAIOT CUTYAIlUU, B KOTO-
PBIX BaM OTPEOYETCSA BOZMOKHOCTH KOHTPOJIMPOBATH COPTHPOBKY BAIINX
0OBEKTOB Ha CIIeHE. DTO MOKHO JeJIaTh ¢ IIOMOMIBIO OJI0Ka Tags{ }.

B Unity ectb nedonTtabie ouepeant OTPUCOBKH, KAXKION 13 KOTOPBIX CO-
MOCTABJIEHO YHCII0, KOTOPOE OTPEIEIISIET, KOT/IAa OOBEKT MOJIKEH OBITH OT-
PHCOBaH Ha dKpaHe. DTU BCTPOEHHBIE ouepen HasbiBatoTcst Background,
Geometry, AlphaTest, Transparent u Overlay. Ouepeau 6b1TH 106aBITE-
HBI HE TIPOCTO TaK: UX [eJIb — 06JIerYUTh IPOIECC HATMCAHKS MEeHIepoB, a
TaKKe YIPOCTUTH B3amMojielictBue ¢ real-time-penzepepom. Onmcanue
ouepeieil OTPUCOBKU MPUBOIUTCS B CIIEAYIOIIEH TabIIHIIE.

Ta6bnuua 6.1. OnucaHve o4yepeneli OTPUCOBKU

HasBaHue OnucaHue 3HauyeHune

Background | Ota ouyepenb peHpeputcs nepson. Mcnonedyetca | 1000
ans ckanbokca u T. .

Geometry OTa odepenpb ucnosbdyetcss no ymonyaHuio. Ona| 2000
noaxoamT ans 6onblINHCTBA 06bekTOB. OHa UCMOSb-
3yeTcsa Ans peHAepuHra Henpo3payHbix 0ObEKTOB

AlphaTest Alpha-tested (cutoff) reomeTpusa uncnonb3dyet aTy| 2450
ovepenb. CneumwanbHas ovepenp OJis 0ObLEKTOB C
cutoff-npo3pavyHOCTbIO NO3BONSET PEHAEPUTL NMPO3-
payHble 06LEKTHI TONBKO MOCIE TOro, Kak OTPUCYIOT-
Cs1 BCE Henpo3payHble 06bEeKTbI

Transparent | 31a ouyepenp OTpUCOBLIBAeTCs nocne odepener | 3000
Geometry n AlphaTest oT cambix ganbHUX 06HLEKTOB
K 6onee 6nmn3knM k kamepe. OHa NpeaHa3HaveHa ass
06bEKTOB C anbda-61eHaNHIOM (4719 KOTOPbIX LUei-
nepbl He NULYT B 6ydep mybuHbl), HanpuMep ans
cTekna nnm apdeKkToB 4acTuL,

Overlay OTa o4yepenb OTPUCOBKM NMpeaHasHavyeHa ansa osep- | 4000
nees.. BcE, 4TO [0JIKHO PEeHOEepUTLCA B NMOCIEAHION
oyepenb, MAET cloaa, Hanpumep 61KK Kamepbl

Tax uTo, TOCJIE TOTO KaK BBI OIIPE/IEIUTECH C OYePEIbIo OTPUCOBKU 00b-
€KTa, BaM cJie[lyeT IPUCBOUTD eMYy TeT BCTPOeHHOU ouepenu. Har mieiizep
HCII0JIb30BaJI OUEPETD Geometry, IIO9TOMY MBI ,Z[O68.BI/IJII/I Tags{"Queue"=
"Geometry"}. OxHaxo IIPU 9TOM MbI XOTHM, YTOOBI HATIT OOBEKT pucoBai-
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Cs1 JIO BCEX OCTANBHBIX 00BbEKTOB 13 ouepean Geometry, HO MOcJIe O4epe/Ii
Background. IToatomy Mbl m3MeHUIU GJIOK Tags { } CIEAYIOMUM 00pasoM:
Tags{"Queue"="Geometry-20"}. ITa MHCTPYKIM rooput Unity, uTo
MBI XOTHM, 9TOOBI HATIT OGBEKT CUMTAIICS HEMTPO3PAYHBIM, HO TIPH 9TOM OH
MOJIKEH PEHIEPUTHCS 32 BCEMU OCTANBHBIMU HEMPO3PAYHBIMU 0OHEKTA-
MU. JTO CTAHOBUTCS ITOHIATHEE, €CIIM CYNTATh, uTo Geometry, — 9TO BCETO
JIIITB YUCIIO0, KOTOPOE YKa3bIBaeT TOPSIOK peraeputra 00bektos. Coot-
BETCTBEHHO, OTHSIB OT 3TOTO yrcia 20, MbI CKA3aJIH, YTO XOTHM, 4TOOBI HATIT
00BEKT PEHJIEPUIICS PAHBIIIE.

IMomumo sroro, Ham mOTpebyeTcss M06aBUTH Ter ZWrite B OJIOK
SubShader. Takum o6pasom, Mbl roopuM Unity, 4TO MbI XOTUM CaMH
KOHTPOJIMPOBATh COPTUPOBKY MO TIYOHHE TAHHOTO OOBEKTAa U UTO MBI
MPUCBOMJIN HOBOE 3HAYEHNUE €T0 0UYePeH OTPHCOBKU. Tak 4YTO MBI TIPOCTO
YCTaHABJIUBAEM ZWrite B Off.

GUI u npo3pad4HOCTb

Tenepb, KOT/Ia MBI Y3Ke PACCMOTPEJIA OCHOBBI CO3/IaHUS TIPO3PAYHBIX TIeTi -
JIEPOB ¥ HAYYUJIUCH KOHTPOJIUPOBATH OYEPEAHOCTH OTPUCOBKU OOBEKTOB,
JaBaliTe MOCMOTPHUM Ha 33j1a4y U3 00JIaCTU MPAKTUKU, B KOTOPOU HAM T10-
TpebyeTcst HCTOJIB30BATh TPO3PAYHOCTD U KOHTPOJUPOBATH OUEPENHOCTD
OTPUCOBKHU MPO3PAYHBIX OOHEKTOB.

Cozpnanune GUI pig Unity — 910, HECOMHEHHO, OYeHb CepbE3Hast 3a1a-
4ya. MOXKHO UCTIOIb30BaTh BCTPOEHHDbIE (DYHKIIMKM OnGUT () JIJIS CO3MAHMS
anementoB GUI ¢ nomoripio Habopa npospaunbix 2D-n3o0bpaskenuii, me-
pesnoxkuB Ha Unity 3ajiauy uX oTpUCcOBKU. i1 ke MOJKHO c0O3/1aTh HACTO-
amyio cuctemy ¢ 3D-anementamu GUI, KoTOpBIE BBI CMOXKETE YBUIETD
Ha ciieHe B pemakrtope Unity. Mbl noiiiem no nociaennemy myTtu. Ham
noTpebyeTcss UCMoIb30BaTh ataac ¢ 2D-u300paskeHUSAMU, KOTOPHIE MbI
nomectuM Ha 3D-06beKTh Halllel CIIeHbI, YTOOBI TAKKMM 00Pa3oM CO3/1aTh
anementol GUI 151 Hatieii urpsol.

Tak:ke B 9TOM pelieniTe MbI PACCMOTPUM HEKOTOPBIE CJIOKHOCTH, C KO-
TOPBIMU BbI, BEPOSATHO, CTOJIKHETECD TIPU MCTIOTB30BAHUH 3TOTO TIOX0/1A,
Takue Kak, HarpuMmep, 04epeAHOCTb OTPUCOBKY, M YBUIUM, KaK C 3TUMU
CJIOKHOCTAMU GOPOTHCSL.

MNMoagroroBka

B sToM perenre Mbl pazbepém npumep oderb npocroro GUI, aist koTopo-
ro Ham norpebyercst co3aarh atiac ¢ GUI-ajieMeHTamMu [UIst Halleii ciie-
HbL [Ipu cosparun GUI B 3D 06bIYHO MOMEIIAIOT TEKCTYPbI BCEX 2JIEMEH-
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TOB B OJIHY TEKCTYPY (aTac), 75T TOTO 4TOOBI CAKOHOMUTH HA KOJTHYECTBE
HCIOJIb3YEMBIX TEKCTYP. DTO 3HAYUT, YTO BCs rpaduKa g KHOIOK, JJId
MKOHOK, 8 MHOT/IA JIake ISt TeKeTa Gy/IeT HaXO[UThCST B OJTHON TEKCTYPE,
anbha-KaHaT KOTOPOH MOKAa3bIBAET, T/I€ aTJIacC A0JUKEH OBITH TIOJHOCTHIO
IIpo3payeH, I7ie Hellpo3payeH, a r7ie MoJypo3padet. Barsnure Ha cieay-
O CKPUHITIOT, COAEPIKATIIIT aTJIac, KOTOPHIH MBI 6YIeM HCTTOIh30BATh
JIJIS1 9TOTO PerenTa.

PLAY GAME

QUIT GAME

OPTIONS

' Lives: 3
Tll'l'le: 1_25 . . Time: 1:25
Bullets: 40 Bullets: 40
RGB-atnac Mpo3spauHocTb

Puc. 6.7. Athac, Ucrnofib30BaHHbIN HaMK N1 9TOro peuenTta

JlaBaiite Hauném cosnanne Habpocka asmementoB GUI B mporecce pa-
GOTBI ¢ HUM HaM TIPUAETCS TPOLYMATh MOMEHTBI, ¢ KOTOPHIMU MBI MOKEM
cronkuyThes npu Hanmcanuu GUI B mpozakinene.

BeinosnuTe cieayiontyio mocae0BaTeIbHOCTD AeHCTBUII:

1. Cospmaiite GUI-atsac, moxoxuil Ha M300paskKEHHBIN Ha MPEIbILY-
mem ckpuniore. He 3a0yabre 106aBUTh B TEKCTYPY ajibha-Ka-
HaJ.

2. Kpome atoro, Ham morpebyercs cieiaTh HEMHOTO IPOCTHIX Teo-
Merpudeckux 00bexToB A1 Hamero GUIL Mbl BOCIIONB30BAIIChH
Maya, 4To0bI ceIaTh MeIH, Ha KOTOPBIX OyAYT pacIojaraThbCsl
GUI-a/1eMeHTbI.

3. CospaliTe HOBYIO CIIeHY U TIOMECTUTE HA HEE MJIOCKOCTh U HATIPaB-
JICHHBI NICTOYHUK CBETA.

4. Jlamee cosjaiiTe HOBBIN TIEi/IEP U HOBBIN MaTepuaJsl JIJisd HAIIETO
GUI, meiiziep HazHaybTe MaTEPUAITY.

5. Temneps, 4T0OBI 3aBEPIIUTH IOATOTOBKY, HAM IIPOCTO HYKHO Ha3Ha-
yurh Hai Marepuai GUI-o6bekTaM Ha clieHe.

6. Tlocse Toro Kak BbI BBITIOJHUTE TIPEbIIYIIME TIArd, Balia ciie-
Ha JOJDKHA CTaTh IMOXOKel Ha M300paKEHHYIO Ha CJIEeAYIOIEM
CKPUHIIIOTE. BB MOKETE MCITOJIB30BATh CIIEHY, KOTOPAst UIET BMEC-
Te ¢ 9TOI KHUTOI1, HO Beera 6oJiee MPOAYKTUBHO YIIPaKHATHCS Ha
CBOMX acceTax.



GUI v npospauHocTs

Time: 1:25 fil Bullets: 40

OPTIONS

Lives:3 = == =

Puc. 6.8. Bug cueHbl ¢ anemeHtamu GUI

[Toka uTo TO, YTO MOJTYYMIIOCH, HECUJIBHO PAJyeT B3TJISA/, /la U Halla
anb(da He co3maét addexTa MPo3pPauHOCTH, HEOOXOAMMOTO 111 HACTOSIIIE-
ro urposoro GUI. Hawm norpebyercs cosnars cobcrennbiii GUI-meiinep,
yTo6bI Haiu ajaeMenTsl GUI crann 6osee nagamusiMu. /laBaiite atuM u
3aliMEMCSI.

Kak aTo caoenarsb...

Yro6br Hatm ssteMeHTbl GUT mosyuniu mpo3pauHoCTb, HaM TTIOTPeOyeTest
co3/1aTh COOCTBEHHBIH MMIEHIEp, ¢ TIOMOIIBIO KOTOPOTO MBI CMOKEM yKa-
3ath Unity, 4T0 9TH 0OBEKTHI JIOJKHBI OBITH MTPO3PAYHBIMH.

BoeinosnnuTe caemyioniie 1eiicTBUS:

1. Kak 06b19HO, HAM HYKHO 3aM0JTHUTH GJIOK CBOUCTB COOTBETCTBYIO-
UMK CBOWCTBAMH, YTOOBI MbI CMOTJIM B3aUMOJIEHCTBOBATD C Ha-
MM nieiiziepoM us pegakropa Unity.

//Tlocyie TOTO Kak Ml CO3IaIuMM HalM CBOMCTBA TYT, MBl CMOXEM
//yBuOeTs uMx Ha 3akKjlalke MWHCIeKTOopa.

Properties

{
_GUITint ("GUI Tint", Color) = (1,1,1,1)
_GUITex ("Base (RGB) Alpha (A)", 2D) = "white" {}
_FadeValue ("Fade Value", Range(0,1)) =1

}

2. TlocJsie aTOr0 MBI TIepeliiéM K SubShader OJIOKY, a HAUHEM C TOTO,
YTO 33/[aJIMM THIT OYePEIU OTPUCOBKH, KOTOPBIiT HaM oTpedyeTcs,
U MOJIesTb ocBellleHusl. Mbl HCIIOJIb3yeM HOBbIE Teru, Ha KOTOPBIX
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6oJiee TIOAPOOHO OCTAHOBUMCS B cieayoleii cexnun. Ceiluac ke
nobaBkTe CIeAYIOMINI KO/ B Haya o 6Ji0ka SubShader:

//TyT MBl O0OBSABISEeM Teru, dYTOOH CcKazaTb Unity, uro sTOo Oynmer
//3a wernep.

Tags {"Queue"="Transparent" "IgnoreProjector"="True"
"RenderType"="Transparent"}

ZWrite Off

Cull Back

LOD 200

3. Tlocse TOTO Kak MbI OOBSABUIIM TEIH, HAM HY/KHO OyIeT mepeiitu K
UHCTPYKIMAM #pragma U A00aBUTh HAILy COOCTBEHHYIO MOJE/b
OCBelleHNs, a TaKKe J00aBUTD B KOJ HECKOJIBKO, [TOKA €11é HOBBIX
IUIS HAc apryMeHToB. TakuM oOpasoM, MBI CMOXKeM CO374aTh I10-
BEPXHOCTD, Ha KOTOPYIO He IeWCTBYIOT MCTOUHUKY CBETA Ha CIleHe
(Unlit), u mpegocTaBUTh MOJHBIA KOHTPOJIb aTjacy 3a TeM, Kak
BoIriaaaT saemenTol GUILL
//OnpenenmM MOLEeJIb OCBEIEeHUs

CGPROGRAM
#pragma surface surf UnlitGUI alpha novertexlights

4. Jlamee Ham moTpeOyeTcsi CBSI3aTh TEPEMEHHbIE B HalleM OJIOKe
CBOWMCTB U IlepeMeHHble B 0J10Ke CGPROGRAM.

//Co3mamyM CBA3b MeXDy CBOMCTBAMM U I[I€PEeMEeHHBIMU
sampler2D GUITex;

float4 GUITint;

float _FadeValue;

5. Tlocse TOTO Kak TU TATK TIOATOTOBKHY Tetiepa OYIyT BHITOTHE-
HBI, MBI TIepeiiiéM K Hamucanuo Mozean ocserteruss Unlit. Ona
OyIeT 0CTATOYHO MPOCTOM, B HEll MbI Oy/IeM IepeaBaTh IBETO-
BbI€ 3HAQUCHN U3 aTJlaca B Hallly CTPYKTYPY SurfaceOutput.

//Unlit — Momesb OCBeLEeHUs
inline fixed4 LightingUnlitGUI (SurfaceOutput s, fixed3
lightDir, fixed3 viewDir, fixed atten)
{
fixed4 c;
c.rgb = s.Albedo;
c.a = s.Alpha;
return c;

}

6. He Ba6bIBaﬁTe, 4TO pa3 MblI XOTHUM MCIIOJIb30BaTh TEKCTYPbI, TO
HaM HYXHO miepeaBath UV-KOOpAMHATHI /71T HUX B CTPYKType
Input.
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struct Input

{
float uv_GUITex;

}i

7. Jlamee MBI TPOCTO TIOTyYaeM I[BeT 1 alb(y M3 TEKCTYPBHI, TTOCTe
Jero mepeaéM MX B CTPYKTYPY SurfaceOutput BHYTPHU Hamlei
byHKIIIYT surf ().

void surf (Input IN, inout SurfaceOutput o)

{
halfd4 texColor = tex2D( GUITex, IN.uv GUITex);
o.Albedo = texColor.rgb * GUITint.rgb;
o.Alpha = texColor.a * FadeValue;

}

[Tocsie Toro Kax Bbl 3aKOHYUTE HAIMCAHUE NIl 1epa, Bbl JI0JIKHBI
YBUIETH PE3YJIBTAT, TIOXOKMI Ha M306PAKEHHBIN Ha CIEIyIoNeM
CKPUHIINIOTE, OJIHAKO €CJIU BBl HCIOJb3yeTe Bally COOCTBEHHYIO
TEOMETPHIO U CBOII aTjiac, TO CIleHa, KOHEYHO, OY/IeT BBITISICTD
no-apyromy. He cunrtas aTHX BO3MOKHBIX Pa3Inydnii, eijep 10-
JKeH co3/1aBaTh (EKT IPO3pavHOil ITOBEPXHOCTH, HA KOTOPYIO He
JeCTBYIOT HCTOYHUKHU CBETa.

Time: 1:25 @ suiets: 20

Puc. 6.9. MNMpomexyTouyHbI pesynsTaT paboThl wehaepa

Beposrno, Bur 3amernin, yto B Ham GUI 3akpanach ManeHbkas
ommbka. MoHoBas 3a1MBKa MEHIO prucyeTcs 1moBepx KHonku Play
Game. Tak TOIYyYUIOCH, MOTOMY YTO MEITH HAXOISATCS OYEHb
6/mm3K0, 1 Unity ObLIO TAKETO ONPEAETUTD, KAKOH 0OBEKT HYKHO
PHCOBATh MEPBBIM. A TIOCKOJIbKY OYEpPETHOCTH OTPUCOBKH OTIpe-
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11.

12.

13.

14.

JIeJIs11ach YAQIEHHOCTBIO OT KaMmepsbl, Unity pergeput (GoH MeHIO
MOBEPX KHOTIKU.

Yro6bl UCTIPABUTH Ty HETOUHOCTH, HAM HYKHO OYET U3MEHUTDH
o4epelnb OTPUCOBKM I KQKAOTO Marepuana. MbI He MOXKeM
IPOCTO TIOMEHATHh OYepelb OTPHCOBKU B Ieiiiepe, MOCKOIBbKY
TOT/Ia HAM MPUIILIOCH OBl TIUCATh MIEHAED [T KakKIOTO YPOBHS
ovyepernu. Ham Hy:kHA BO3MOKHOCTh MHMBU/YAJIbHOTO KOHTPOJIS
Hamux MareprasioB. [ToaToMy MbI HaMUIIEM HEGOIBITON CKPUTIT
Ha C#, KOTOPBIN TOMOKET HaM B 3TOM ieJie. J[aBalite mpuctynum
K 9TOMY.

[l nayana cosmaiite HoBbiit C#-cKpuT.

[Tocsie TOro Kak CKPUTIT OBLI CO3/IaH, KIMKHUTE TT0 HEMY /[Ba Pa3a,
4T0OBI OTKPHITH €ro B MonoDevelop.

[TepBbIM ne10M HAM HY’KHO 1aTh YKa3aHIe CKPUIITY BBITOJHSATHCS
B pelakTope, YTOOBI MbI MOTJIM B PEATbHOM BPEMEHU HabJI0aTh
2 eKTHI OT U3MEHEHNUST Ouepein OTPUCOBKU. /L7151 9TOTO HAM HY K-
HO 106aBUTh aTPUOYT [ExecuteInEditMode] Iepel 00bsIBIEHNU-
eM KJiacca.

[ExecuteInEditMode]
public class ObjectRenderQueue : MonoBehaviour

Yro6Bl MBI CMOTJIM B PEATbHOM BPEMEHU M3MEHSATh 04epEIHOCTD
OTPHMCOBKH, HAM TIOTPEGYETCS CO3/IaTh TIePEMEHHYIO, 3HAUEHHE KO-
TOpOI MbI GyzieM MeHsATh ¢ 3akaajku Mucnekropa. [Toatomy Mbr
00BSIBUM HOBYIO TIEPEMEHHYIO ¢ UMEHEM queueValue U ¢flesiaeM eé
yOIMYHOM, /171t TOTO 4ToGBI OHa oToOpaskaiack B HcmekTope.
//9Ta CTPOKa KOIa IIO3BOJIMT HaM M3MEHATH BEJIMUMHY Ooduepenmn

//B pemaxrTope
public int queuevValue = 2000;

[Tocsie aToro Mbl riepeiiiéM K pyHKIUN Update (), T/Ie IEPBHIM Jie-
JIOM HaM HY;KHO OYJIeT ITPOBEPUTH, YTO Ha 0OBEKTE, K KOTOPOMY
[PUIIETIJIEH 9TOT CKPUIIT, €CTh MaTEPUAL.

//CHauajyia NpoBepyuM, €CTb JM y OOBeKTa MaTepual.
Material curMaterial = renderer.sharedMaterial;

[lasee ¢ momortpio orrepaTopa if () MBI TPOBepsieM, UTO Halla Te-
peMeHHas curMaterial COAEPKUT HEIIYCTYIO CCHIIKY Ha MaTePU-
air. ITO MBI leiaeM, 9TOOT TTOACTPAXOBATHCS OT BCSIKUX HEHYK-
HBIX COOOIIEHN T 06 0MMOKaX, TOSBIISIONNXCS B KOHCOJII.

if (curMaterial !'= null)

{
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//Ecnu ecTh MaTepualjl, yCTaHABJIMBAEM 3HAUeHME ouepenu
curMaterial.renderQueue = queueValue;
}

else
{
//Ecnu maTepuals HalTU HE yNajioChb, BHBEIEM OTJIalouHOe
//cooBueHne .
Debug.LogWarning (transform.name +
": Cannot find a material to set the render
queue!");

}

[Tocsie Toro Kak BbI HAIIMCAJIU CKPUIIT, BBI CMOKETE €r0 Ha3HAYUTh
sobomy semenTy GUI, uTOGBI TIOAKOPPEKTUPOBATH B PEAAKTOPE
3HaueHUE OUepe/ln Ha JIETY U TYT JKe YBUJIETh U3MEHEHUS B OTPH-
coBke. Ternepn namnra GUI-ciiena roroBa, 1 Bce Hallli 3JIEMEHTBI
GUI pucytorcs B mpaBuiabHOM Topsizike. [Ipu aTom y Hac mosBu-
JIUCH IOCTATOYHO OOJIbIINE BO3MOKHOCTH KOHTPOJIS 32 OTPUCOB-
kol Hammx oO0bekroB GUI, oueHb 10X0KHE HAa BO3MOKHOCTH,
npenocrasasembie ciaosiMu B Photoshop. U Beé sTo Gaarogapst co-
3/AHKIO 1eiiepa 1 HeGOIbIIOrO CKPUIITA.

@ Buiets: 40

Puc. 6.10. VtoroBsebili pesynstaT paboTsl WwWelhgepa

Kak aTo paboraer...

B GUI-meiinepe Mbl 106aBUJIM HECKOJIBKO HOBBIX TETOB, KOTOPbIE MTO3BO-
JITIOT HAM OCYTIECTBJISITH TOHKYIO HACTPOIKY pabOThl HAIIETO Teiinepa ¢
petrzepepoM Unity. O0bsIBUB UHCTPYKIMIO "TgnoreProjector"="True",
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Mol ToBoprM Unity, 4To He XOTHM, 4TOOBI KaKne-Tnh0 MaTepUuabl WM
TEKCTYPBI C THITOM projector BIUSIN HA HAK OOBEKTH UK TIEiep.
Mbr feTaeM 3TO MOTOMY, YTO XOTHUM, 4TOOBI Hamu ameMmeHTol GUT Gbimm
He3aBUCUMBI OT clieHbl. Bee adexTsl, mponcxondinue Ha clieHe, B TOM
YucJle co3/laBaeMble IPOEKTOPAMH, JIOJIKHBI 3aTParuBaTh JHIIb UTPOBbIE
06bexThl, Ho He aseMeHThl GUI Ter "TgnoreProjector™ — Kak pas mpe-
KPaCHBIN CIIoco6 perennst 9Toit 3a1adm.

Bropoit HOBBIH /7151 HAc Ter — 9TO "RenderType"="Transparent".
AnanoruyHo Tery "Queue", 3TOT TeT roBopuT Unity, 4TO 3TO TTPO3PAYHBII
meiiep, u ucnob3yercs B pabore GyackpuH-3(hHEKTOB, A1 TOro YT00BI
Unity MOT MPpaBUJILHO OTCOPTUPOBATH OOBEKTHI.

[Mocnentee HOBIIECTBO —HAIIETO Tmelpepa — 9To jgobaBieHUE
novertexlights B MHCTPYKIUIO #pragma. JTOT IapaMeTp TOBOPUT
Unity, 4TO Mbl He XOTHUM HCIOJIb30BaTh MOBEPTEKCHOE OCBelleHUe WU
cepudeckrie rapMOHWKHY JIJIsT OCBEIEeHNsT HammX 06bhekToB. Bosee Toro,
MBI BOOGIIE HE XOTUM HCIOTB30BaTh ocBerierre. [109ToMy MbI HCTIOTB3Y -
€M 9TOT MapaMeTp JJIs TOTO, YTOOBI OBJIETYUTD HAIIl TEHAED B BHIYUCIIH-
TEJHHOM TIaHE, — KaK Pa3 To, YTO HaM HY)KHO pu pazpaborke 3D-cucre-
Mol asteMenToB GUL

Yro kacaercs CO3[JaHHOIO HAMU CKPHUIITAa /U U3MEHEHUS odepenn
pEH/IEPHUHTA — CKPHUIIT POCTO 0OPAIIAETCS K MPUKPETIIEHHOMY K HATIEMY
00BEKTY MaTepuasy ¢ MOMOIIbIO KOHCTPYKIIUK transform.renderer.
sharedMaterial. Ecau MaTepuast feficTBUTETbHO Ha3HAUEH OODBEKTY, K
KOTOPOMY IIPUKPEIJIEH KO/, TO KO/l BEpHET MaTepras. Eciau ko ne cmo-
JKeT HalTh MaTepuas, TO OH BEPHET null.

[Tocsie aTOrO MBI ITPOBEPSIEM, CMOT JIM CKPUIT HAMTH MaTepuall, U U3Me-
HSIeM 3HaueHUe o4yepei OTPUCOBKU. Eciu CKpUIIT He cMOr HailTu Mare-
pHaIT, TO MBI TIPOCTO BBIBOJIMM B KOHCOJIb OTJIAJI0YHOE COOBIIEHNE, 4TOOBI
MOJTE30BATENb 3HA, YTO OGBEKTY CIEOBAIO ObI HASHAYUTH MATEPUAI.

ITOT MIPOCTON IPUMEP IEMOHCTPUPYET BO3MOKHOCTU o4yepeiell OTpu-
COBKH TIpH paboTe ¢ Po3pavHOCTIO. VIComb3yst 9TH 3HAHUS, BHI CMOJKETE
co3/1aBaTh CBOU HoJtee CIOKHBIE 9PHEKTHI.



rNABA 7
Bonuwe6Hbie BO3MOXXHOCTHU
BepLIMNH

B aroii rs1aBe Bbl y3HaeTe 0 TOM, Kak:

<  HCIIO0JIb30BaTh IIBET BEPIINH B TOBEPXHOCTHOM mefmepe;
<© AHMMHWPOBATh BEPHINHDBI B TIOBEPXHOCTHOM mefmepe;
<  HCIIO0JIb30BaTh IIBET BEPIIWH ITPpU CO3JaHNN ]IaHlIH.[a(l)Ta.

BeBepeHue

ITpu peHiepuHTe 0GBEKTOB B PEAIbHOM BPEMEHN HaM HUKAK He 000 THCH
6e3 mreiiziepoB. C X MOMOIIBIO MbI MOKEM CO3/[aBaTh OUE€Hb CJIOKHbIE Ba-
PHAHTBI OCBEIIEHHUS TOBEPXHOCTH OOBEKTOB, HO, KPOME 3TOTO, UCIIOIb3YsT
nIeliziepbl, MOKHO HETOCPEJACTBEHHO MOAU(MUIIMPOBATh U BEPIIUHBI, U3
KOTOPBIX COCTOSIT Ballli OOBEKTHI. DTOT TOAXOJ UMEET MHOTO IIPEUMY-
IECTB, [0 cpaBHEHUIO ¢ paboToii ¢ MaccuBoM BepiinH Ha CPU, Tak Kak,
HCIIOJIB3YsI MIEHIEPhI, MBI MOKEM 9TO JIeJIaTh HAMHOTO ObICTpEe, He Tiepe-
cotast Kaxkabiii pas gannubie ¢ CPU na GPU.

Beprnminnast (hyHKITUST BBITTOJHSETCS OMUH pa3 /IS KaKIOW BEPIIUHBI,
nepenanHoit Ha Bugeokapty (Graphics Processing Unit wimm GPU). Eé 3a-
Mada — peodpasoBaTh JOKaIbHbIe 3D-KOOPANHATHI BEPHIMHBI TAKUM 00pa-
30M, uTOOBI [P PEHJIEPUHTE OHA OTTAJIa B IPABUIIbHOE MeCTO Ha 2D-aKpaHe.
C TOMOIIIBIO BePITUHHON (DYHKITUT MBI MOKEM U3MEHSITh TaK/e TTapaMeTPbI
BEPINHEL, Kak eé mosoxkenue, 11seT n UV-koopamHaThl. [Tocme Toro xax
BepIIrHHas (DYHKIIUS 3aBepIIaeT CBO paboTy, YIpaBJIeHHe TIEPEIAeTCs B
(byHKINIO surf (), B KOTOPOI IPUMEHSIOTCS TIOTIMKCETbHBIE (DhHEKTHI.

Bepuunnsrii meiigep (vertex shader) stBiistercst MOIITHBIM UHCTPYMEH-
TOM JIJIs yripaBJjieHus: 3D-MoesisiMu, ¢ TIOMOIIBIO KOTOPOTO MBI MOKEM
peanuzoBarh Takue a(ppeKThl, Kak (KT BOJIH HA [TOBEPXHOCTU OKeaHa,
nin s dexT pazseBaolierocs (ara, Wi, HapuUMep, PACKPACUTD HAILY
MOJIETh T[BETaMM BepIIuH. B 3TOl riraBe Mbl pacCMOTPUM NPUMEHEHUE
BEPITUHHON (DYHKITNY B TOBEPXHOCTHBIX Teliiepax.
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NMony4yeHune uBeTa BepLUUHDI
B MNOBEPXHOCTHOM LIenpepe

JlaBaiite HauHEM BTY [JIABY C TOrO, YTO pasbepéMmcs, Kak B BEPIIMHHON
(YHKI[H TOBEPXHOCTHOTO MIEiiIepa MOTyYUTh JOCTYIT K aTpubyTaM Kak-
ZOI BEPIIMHBI MOJIeTd. BOOPYKUBIINCH 3TUM 3HAHUEM, MBI CMOKEM HC-
MOJIb30BATh aTPUOYTHI BEPIIHH, YTOOBI CO3/[aBaTh MO-HACTOSIIEMY HHTE-
pecHbie Bu3yasbHble 9 PEKTHI.

Kaxpas Bepimna, nepegaBaeMast B BEPIIUNHHYIO (GYHKIIHIO, MOXKET CO-
JlepKaTh pasndHbie aTpuOyThi, HATPUMEDP KOOPAUHATHI BEPIIMHBL (THII
float3), HanpaByenre HopMasu (TUTI float 3). Bl 1axke MoykeTe IprcBan-
BaTh W MOJIyYaTh 1BET /I Kak10l BepiuHbl (Tl float4). Ha atux at-
puOyTax MbI OCTAHOBMMCSI B IAaHHOM periernte. Mbl paccMOTPUM, KakK B 110-
BEPXHOCTHBIX ITIEIiIepax COXPAHATH M UCIIOIb30BATH I[BETA BEPIIINH.

MNMoagroroBka

Jliist Toro, uToOBI HAMCATD ATOT BEPIIUHHDIN TIeiiep, HaM moTpedyeTcst
MO/IFOTOBUTH HECKOJILKO acCeTOB. BhITToTHUTE Citeiytolue maru:

1. Jlsist Toro 4TOObI MBI CMOTJI YBUJIETH [IBETA BEPIINH, HAM HYKHA
MOJIeIb, BepIlIMHAM KOTOPOU MPUCBOEHBI HEKOTOPBIEe 1iBeTa. Bbi
MOJKeTe MCIOoJIb30BaTh Unity /yid Ha3HaueHUs I1IBETOB, HO TOT-
Jla BaM MPUIETCS] HAMUCATH UHCTPYMEHT, KOTOPbI OBl MO3BOJIILII
M0JIb30BATENIO TIPUCBAUBATD BEPITUHAM I[BETA, UJIU K€ HAIIUCATD
HEKUI CKPUIIT, KOTOPbII cuesan Obl 9T0 3a Bac. B atom perenre
MBI [IPOCTO BOCIIOJIb30BaIMCh Maya /1711 PaCKpacKy BepIIMH Ha-
el Mozean. dTta MoJeJb JOCTYIHA 1o agpecy: www.packtpub.
com/support.

2. Co3zpaiiTe HOBYIO CIIeHY U Pa3MeCTUTe Ha Hell UMIIOPTUPOBAHHYIO
MOJIETh.

3. Cospnaiite HOBbII Treiiep u Matepuas. Ilocie saToro nazHaubTe
nreliziep Matepuany, a MaTepua — UMIIOPTUPOBAHHON MOJIEJIN.

Bamma ciiena josmKHa BBITIISAIETh IPUMEPHO TaK, KaK MOKA3aHO HA cJie-
nytoteM ckpuniore (puc. 7.1).

Kak ato caoenarsb...

[Tocsie TOTO Kak MBI TIOATOTOBUIIH CIICHY, TlEliiep U MaTepraJl, Mbl MOKEM
HepeiTy K HalMcaHuIio Koja Haiiero ieiiziepa. OTKpoiiTe Ko/ 1eiiepa,
CIeTIaB TI0 HeMY IBOMHOI MEeTI0K MBITITKOM Ha 3aKTaKe TTPOEKTA B Pe/lak-
tope Unity. [Tocsie aToro BeITIOTHUTE CIeAyIONIIe eHCTBU:
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Puc. 7.1. Bug noarotoBNEHHOM CLUEHBDI

1. TlockosibKy Mbl XOTUM CO3/IaTh OY€Hb MTPOCTOM Iekep, HaM HeT
HYsK bl 106ABIATD Kakue-1u00 CBoHCTBa B 010K cBolicTB. OHaKo
MBI BCE PaBHO 100aBUM TJI00ANBHBII LBET, IPOCTO /IS TOTO, YTO-
ObI BbIIEPKATh eAnHo00Opasue (hOpMbI HIEHAEPOB Ha IPOTAKEHIH
kauru. JJobasbre B 6JI0K CBOWCTB Balllero IIeigepa CJeiyrommii
KO[L.
Properties
{

~MainTint ("Global Color Tint", Color) = (1,1,1,1)
}

2. Jlanee nam Hy>kHO ckazaTb Unity, 4TO Mbl XOTHM UCIIOJIb30BATh B
HallleM Iielijiepe BepIMHHYIO (QYHKITHIO.

CGPROGRAM
#pragma surface surf Lambert vertex:vert

3. Kaxk 00bl4HO, pa3 MbI J0OaBUIU CBOMCTBA B Hall OJIOK CBOICTB,
HaM HY’KHO CO3/aTh COOTBETCTBYIOIINE IMepeMeHHble B OJIOKE
CGPROGRAM. Jl06aBbTe CIIeAYOMUI KO cpasy MOc/e HHCTPYKIUK
#pragma.

floatd MainTint;

4. Tenepb Mbl 06paTUMCS K CTPYKTYPe Input. YToObI Hamia (pyHKIK
surf () CMOIJIA MOJYYHUTb JOCTYI K JAHHBIM, [IPEIOCTABJISIEMBIM
dyHKIMEN vert (), HaM HYKHO OyzieT 106aBUTh HOBYIO MepeMEeH-
HYIO.

struct Input
{



float2 uv_MainTex;
float4 vertColor;
bi

[naesa 7. Bonwe6Hbie BO3MOXHOCTM BEPLUMH

5. Temepnb MBI MOXKeM TePeNTH K HAMUCAHUIO (DYHKIINU vert (), KO-

TOPasi TTO3BOJIMT HAaM TIOJTYYNUTh TOCTYTI K I[BETY KayK/I0H BEPITUHBI
HaIlled MOJIEJIN.

void vert (inout appdata full v,

out Input o)
{

o.vertColor = v.color;

}

6. IIaJIee MbI MOJKEM UCII0JIb30BaTh /IlaHHbIE O IBETE BEPIINH 13 Halen
CTPYKTYPbI Input, 4YTOOBI IPUCBOUTD UX HapaMeTpy o.Albedo U3
BCTPOEHHOI CTPYKTYPhI SurfaceOutput.

void surf (Input IN, inout SurfaceOutput o)
{
o.Albedo = IN.vertColor.rgb * MainTint.rgb;
}
7.

[Tocsie Toro Kax Mbl 3aKOHUYMJIA C HAIIMCAHUEM KOJI4, MBIl MOXKEM
BepHyThcs B Unity, 4roObl Hal mieiigep ckoMmuinposaics. Ecim

BCE mpouwio 6e3 omubOK, TO Bbl YBUANUTE YTO-TO, OY€Hb IIOXOKEE
Ha CJIeIyTONUI CKPUHIIIOT.

Puc. 7.2. Pe3ynbtat paboTsl Wengepa

Kak aTo paboraer...

Unity nipesiocTaBisier Ham €rocob MOJyYuTh TOCTYI K WH(MOPMAIUU O
BEPILNHAX MOJIEIN, KOTOPOH HagHaueH uielijiep. A 9To 3HAYUT, UTO Y HAC
MOSBJISIETCS BO3MOKHOCTD U3MEHSATD TaKKe I1apaMeTpbl, Kak MOJIOKeHNe
BEPIINHBI 1 €€ 1[BeT. B aTOM pelierite Mbl UMIIOPTUPOBAIN Melll u3 Maya
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(XOTST BBI MOKETE WCTONB30BATH JOOYIO MOAXOASIIYIO TIPOTPAMMY JIJIsT
pabotsi ¢ 3D), B KOTOpPO# BepiuuHaM ObLIM HasHAUEHbI 1BeTa. Bbl 3aMeTH-
Te, YTO MOCJIe UMIIOPTUPOBAHUST MOJIETTH MaTE€PHAJI, MICTIOJIb3YEeMbIi HaMH
Mo yMOJ4YaHuio, He OGyaeT oroGpakaTh 1BeTa BepruH. Ham mpuaéres
HaICcaTh Telzep, 9To6bl MbI CMOTJIN 3BJIEYb 1(BETA BEPIIUH 1 0ToOpa-
3UTh X HA TOBEPXHOCTH MOJIEJIH.

Unity npegocTa/isieT HaM 60JIbInoi 06bEM BCTPOEHHOTO B IOBEPXHOCT-
HbIe Teiiepsl (PYHKIIMOHAA, YTO JIeJTaeT MPOIECC A0CTYNa K aTpHOyTam
BePIIUH ObICTPHIM U 5 HEKTUBHBIM.

Hamra mepBast 3a1aua — ckaszarp Unity, 4To TP CO37IaHUHN HATIIETO TIei-
nepa Mbl GyJIeM UCTOJIb30BaTh BEPIIUHHYIO (hyHKIn0. ClesaeM Mbl 31O,
N00ABUB TapaMeTp vertex:vert B CEKIHUIO #pragma 0JI0Ka CGPROGRAM.
[Mosyuus oty uHcTpykiuio, Unity npu KOMIWISIINN Teligepa OyaeT uc-
KaTh (pyHKIMIO ¢ nMeHeM vert. Ecim Unity aToit hyHkImm He HAMAET, TO
GyJIeT BbIaHa ONMOKa KOMITHIISAINN, W BAC MOMPOCT T06aBUTH B eI
ysakImo vert.

Yro MPUBOINUT HAC K ATy 5, TJIe MBI 106aBIsteM (DYHKIUO vert ().
O6bstBUB 9Ty (HYHKITHIO, MBI TIOJTyYaeM JOCTYIT K BCTPOEHHOH CTPYKTYpe
TaHHBIX appdata full, B KOTOPOH XpaHUTCS WHMOOPMAIIH O BEPIITITHE.
N3 reé MpI mosryyaeM WHGOPMAIIMIO O I[BETAX BEPIIIH, KOTOPYIO Tepe-
A€M B HAIITy CTPYKTYPY Input ¢ TOMOIIBIO CIeIyTolero ¢gparMeHTa Kojia:
o.vertColor = v.color.

[TpepemenHast o COOTBETCTBYET Hallleil CTPYKType Input, a MepeMeH-
Has v — CTPYKType appdata full, cofepskalieil BEpIIMHHBIE TaHHBIE.
B aTOM ciryyae MBI TPOCTO TTOJTyYaeM JIaHHBIE U3 CTPYKTYPHl appdata full
U 3aIMICBIBAEM WX B HAIIy CTPYKTYPY Input. A TIOCJE TOTO KaK I[BET BEP-
IIMHBI OKA3bIBAETCS B CTPYKTYPE Input, — MBI MOKEM HUCIIOTb30BaTh €T0 B
Hamneil yHKIuM surf () . B 1aHHOM ke peliente MBI TPOCTO MPICBANBAEM
I[BET TTapaMeTpy o.Albedo BO BCTPOEHHOH CTPYKType SurfaceOutput.

Ho 3710 eLwyé He BCE...

MoOKHO MOJMYYUTD TOCTYT U K YeTBEPTON KOMIIOHEHTE JAHHDBIX 11BETA BEP-
IUHBL. BepogaTHO, BbI 3aMeTHJIN, YTO TlepeMeHHas vertColor, KOTOPYIO
MbI OOBSIBUIN B CTPYKTYPE Tnput, MMEET THUII floatd. A 9TO 3HAUUT, YTO
TIOMUMO 1IB€Ta BEPIIUHDI IepelaéTcs elllé U e¢ 3HaueHue alpha. Mcnoub-
3y 9TO 3HAYEHUWE, MOKHO, HAIPUMeEp, CJeJaTh MPO3PAUYHbIIl MaTepual,
WJIH JKe BBl MOJKETE UCII0JIb30BATh €10 KaK €Ilé OIHY MACKY J17isT OJICH/IMHTa
nByx Texctyp. Kak 661 To HU GbLIO, penath BaM, Gy/ieTe Bbl HCIIOJIb30BaTh
[ BaIllUX MIEHIePOB 3TOT YeTBEPTHIA KOMIIOHEHT 11BeTa uiau HeT. Ho, 1o
KpaiiHell Mepe, BbI JIOJI>KHBI 3HATh O HEM.
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B Unity4 y nac mogBuiiach BO3MOXKHOCTb IHCATh IIE€HIEPbI TIOJ
DirectX 11. M1 xoTb Tak y HaC ¥ MOSIBJIIIOTCS 3aMevaTe/IbHbIe BO3MOKHOCTH,
BMeCTe € 9TUM IIPOLecC KOMIMIUPOBAHUS 1IEH/IePOB CTAHOBUTCS HEMHOTO
caoxuee. Terephb B 1ieiiiep HaM HyKHO OyeT T06ABUTH €IIE OHY CTPOKY
KO71a, YTOOBI TIPABUIBHBIM 0OPA30M MHUIHATU3UPOBATE BHIXOIHYIO HHHOP-
Mario Beprima. Crenyiormuii (hparMeHT Kojia TTOKa3bIBaeT, Kak Oy/ieT Bbi-
TJISIETh BEPITUHHAS (QYHKITUS TIPU Hartncanuu metiziepa oy DirectX 11.

voild vert (inout appdata full v, out Input o)

{
UNITY INITIALIZE OUTPUT (Input, o);

o.vertColor = v.color;

}

[Tocsie TOro Kak Mbl J06aBUJIM ATY CTPOKY KOJIA, HATIT BEPITUHHBIN T1eH-
nep He GyIeT BBIIABATH TIPEAYTIPEKACHUI 0 TOM, YTO OH HE CKOMITHIIUPY-
ercs nog DirectX 11 mpaBuibHbIM 06pPasoM.

AHnMmauua BepLUMH
B MNOBEPXHOCTHOM Lenpgepe

Temnepn, Kor/1a MBI 3HaEM, KaK TIOJYIUTh IOCTYIT K T[BETY KaXKJAOW BepIITu-
HBI, JaBaiiTe MoTpeHUpyeMcst 06pabaThiBaTh U IPYTrHe JaHHbIe, HATPUMED
KOOP/INHATHI BEPIITUHBI.

B BepmmmHHOM yHKITNN MBI MOKEM MOJIYIUTh TOCTYIT K KOOPIMHATAM
Ka)k/I0H BepITNHBI Mera. YTo 03B0JIsIeT HaM U3MEHSITh KasK/yT0 OT/IeJThb-
HYIO BEPIIUHY BO BpeMs paboThl Ieiiaepa.

B aTom pertenite Mbl co3pannuM mreiiiep, KOTOPHIN MO3BOJUT HAM U3Me-
HATh KOOPAMHATHI KayK/I0N BEPIIUHBI MeIa 10 CUHycousie. ITOT MPUEM
MOJKET TIPUTOANUTHCS TIPU CO3IaHIK aHUMAIIUU TaKKX 0OBEKTOB, Kak (Jia-
T'M WJIA BOJTHBI OKEaHa.

MNMoaroroBka

ﬂaBaI';ITe ITIO/ITOTOBHUM HalllN aCCEThI, YTOOBI MBI CMOTJIN HepeflTH K Halln-
CaHHIO mefmepa. IIJIH 9TOI'O BBITIOJTHUTE CJICAYIOIINe ﬂeﬁCTBI/IHI

1. CospnaiiTe HOBYIO CIIEHY U TIOMECTUTE B €€ IeHTPE IIIOCKOCTb.
2. CosmaliTe HOBBI IIeHIep U MaTepPHAIL.
3. Hasnaubre 1meiiziep MaTepuairy, a MaTepra — IIOCKOCTH.

Ilocne aTux meficTBUIT Bama ciieHa O KHA BBITJIAACTD, KaK Ha CJIEAYIO-
IeM CKpUHIIIOTE.



AHMMOAUMS BEPLUMH B NOBEPXHOCTHOM Lueiaepe

Puc. 7.3. Bug cueHbl, ICMNOAb30BAHHOM B AAHHOM peLenTte

Kak aTo caenarsb...

Tenepp, Korga Hala clieHa TOTOBA, BBl MOXKeETE /[Ba pa3a KJIWKHYTD I10
TOJILKO YTO CO3JIAHHOMY Ieiiiepy, 4ToObl OTKPBITL ero B MonoDevelop.
[lasee BoIToIHUTE CJIELYIONINE JICHCTBUS:

1. [laBaiiTe HauHEM HalMCaHUE HALIero Ieiigepa ¢ GJoKa CBOIICTB.
JloGaBbTe B HErO CJIELY IO KO/

Properties
{
~MainTex ("Base (RGB)", 2D) = "white" ({}
_tintAmount ("Tint Amount", Range(0,1)) = 0.5
_ColorA ("Color A", Color) = (1,1,1,1)
_ColorB ("Color B", Color) = (1,1,1,1)
_Speed ("Wave Speed", Range (0.1, 80)) =5
_Frequency ("Wave Frequency", Range(0, 5)) = 2
_Amplitude ("Wave Amplitude", Range(-1, 1)) =1
}

2. Tlocie aroro Ham norpebyercst coobmmrb Unity 0 TOM, 4TO MbI
XOTUM KCIIOJb30BATh BepIMHHYTo hyHkuio. /s atoro gobasbre
CIIeYIOMUI KO/ B CEKIIUIO #pragma.

CGPROGRAM
#pragma surface surf Lambert vertex:vert

3. YTo6bI MBI CMOTJIN MOJTYYUTh IOCTYII K 3HAYEHUSM HANINX CBONCTB,
HaM TOTpeOyeTcst OOBSIBUTH COOTBETCTBYIOIHE TI€PEMEHHbBIE B
0J10ke CGPROGRAM.

sampler2D MainTex;
float4 ColorA;
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float4 _ColorB;
float _tintAmount;
float _Speed;

float _Frequency;
float Amplitude;
float Offsetval;

4. th:XOTHM:HSMEHHTb HE TOJBKO KOOPAWMHATHI BEPHINH, HO 1 NX
nser. TakuM 06pasoM, Mbl CMOZKEM [OJKPACUTD HAIl OOBHEKT.

struct Input

{
float2 uv_MainTex;
float3 vertColor;

}i

5. Terepp HaM HYy)KHO HAIUCATh BEPHIMHHYIO (DYHKIMIO, KOTOpAst
Gyznet nehopMupoOBaTh MeI 1Mo cuHycoue. /JlobaBbre Cemy ot
KOJL II0CJIe CTPYKTYPbI Input.

voild vert (inout appdata full v, out Input o)
{

float time = Time.x * _Speed;
float waveValueA = sin(time + v.vertex.x * Frequency) *
_Amplitude;

v.vertex.xyz = float3(v.vertex.x, v.vertex.y + waveValueA,
v.vertex.z);

v.normal = normalize (float3(v.normal.x + waveValueAh,
v.normal.y, v.normal.z));

o.vertColor = float3 (waveValueA, waveValueA, waveValueld);
}

6. P[HaKOHeH,MbIHCHOHbsyeM(byHKHHK)lerplUHIHHTepHOHﬂHHH
MEX/ay ABYM:A 3a/laHHbIMHK IBETaMU, 4TOObI BbIJIEJIUTH 1IBETOM
HHKHIlBHaﬂHHbIHe@opMHpOBaHHOﬁIKmerHOCTH.
void surf (Input IN, inout SurfaceOutput o)

{

half4 c = tex2D( MainTex, IN.uv_MainTex);
float3 tintColor = lerp( ColorA, ColorB, IN.vertColor).rgb;

o.Albedo = c.rgb * (tintColor * tintAmount);
o.Alpha = c.a;
}

[Tocsie TOro Kaxk BbI 3aKOHUWTE HAIMCAHUE BAIero Iielepa, nepe-
kiounTech 06parao B Unity, uTob6bl 0H cKoMIinposasics. [lociie ato-

T'O BbI JIOJIKHBI TOJIYYUTh PE3yJIbTaT, HOXOKUH Ha CJaeyIoMuil CKPUH-
IOT.



Puc. 7.4. Pe3ynstat paboTsl Wengepa

Kak aTo paboraer...

Hau meiiziep MCIoib3yeT TOT 5Ke MPUHITAIT PabOThI, UTO ¥ HIeHAep U3 mpe-
JIBITYIIIETO PETIENTa, 33 UCKIIOYEHUEM TOTO, UTO TeTePh MbI MOAUMDUIIUDY-
eM PacIioIOKEHNE BEPIIUH CeTKA. DTOT NPUEM 04YeHb ya00eH Tpu pabo-
TE ¢ MPOCTBIMK 0OBEKTAMU, HalIpuMep (JraramMu, KOTOPbIE BbI HE XOTHTE
pasOuBaTh Ha COCTABJISIONINE U AHUMUPOBATh UX C MTOMOIIBIO CKEJTEeTHON
aHUMAIAN WM KePApXUIecKoro Habopa TpanchopMarmii.

Jlnst osryyeHust 3HaYeHus] CUHYCa B TOUYKE MBI UCTIOJIb3YeM BCTPOEH-
myio B 1361k Cg (yHKIMIO sin (). [lasee MBI o6aBIIsieM €ro K y-KOOp/In-
HaTe KayKI0! BEPIIMHBI 1 TTOJIyYaeM BOJTHOOOPasHbIH aDdeKT.

[Tomumo aTOTO, MBI €11 HEMHOTO MOJIUMDUITMPOBATN HOPMAJIN TOUYEK
MelIa, YTOObI MPUAATH MOJAEHN Uy Th O0JIee PEaTUCTUYHBIH IEH/IIHT, Y-
TBIBAIOTINI 3HAYEHUS] CHHYCOUJIBI B BEPIINHAX.

Bbl BupnTE, HACKOJIBKO JIETKO CO3/IaBaTh Haske 0Oojiee CJIOKHBIE BEp-
mUHHBIE 3(P(HEKTHI ¢ TOMOTIBIO BCTPOEHHBIX MTAPAMETPOB, MTPEIOCTABIIsIE-
MBbIX HaM TIOBEPXHOCTHBIMH TIEH/IepaMu.

Ucnonb3oBaHMe LUBETOB BEPLUMNH
anga nasHpwadTa

Optum u3 HamboJiee PacIpOCTPAHEHHBIX TIPUMEHEHUI 1[BeTa BEPIIUH
SIBJISIETCST co3/lanne GoJiee PEATUCTHYHOTO JlaHAmadTa Wil OKPY/Kako-
ntero mupa. IIpu atom nndopmaims nuza RGBA-kananos 1iBeTa BepiinHbl
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UCTIOJIb3YETCST LISt OICHIMHTA PA3HBIX TEKCTYP. TaKkoil MOAX0/ ABJISIETCSE
BecbMa 9(PEKTUBHBIM, IIOCKOJIbKY BaM He HYKHO HMIIOPTHPOBATD ellé
OJIHY CIEIUATBHYIO TEKCTYPY JUISI YIIPABICHUsT GJIEHIMHTOM. JTa TeXHU-
Ka TIPUMEHSIETCS TIPAKTUYECKU B OG0 Urpe, B KOTOPOH MPUCYTCTBYIOT
ClieHbl ¢ Jan/adTaMy 1 3/[aHUAMU.

B sTOM periernte Bam GyieT poieMOHCTPUPOBaHA 60Jiee MPOIBUHY Tast
TeXHUKa OJIEHANHTA, B KOTOPOI HCIIOJIB3YETCs CIIeUaTbHAA YepHO-6etast
TEKCTypa — KapTa BBICOT, YTO MO3BOJISIET JOOABUTH GOJIbITE IeTaEi.

MNMoagroroBka

ﬂaBaﬁTe IIO/AITOTOBUM [IJIsI 3TOT'O PEIIEIITa Hallly CIIE€HY, a TaKyKEe HECKOJIbKO
TeKCTyp.EhﬂHOHHHTeCHeHyKHHHeﬂeﬁCTBHHI

1. CospnaiiTe HOBYIO CIIeHY U UMTIOPTUPYHTE B HEE METIT C pacKparieH-
HBIMU BeprnHamu u3 3D-pepakropa. st maHHOTO perienTta Mol
MCTIoTh30Ba Maya.

2. llomecTuTe UMIOPTUPOBAHHYIO MOZIETh HA CIIEHY U CO3/aliTe Hc-
TOYHWK HAIIPABJIEHHOTO OCBEIIEHUSI.

3. Jlanee cospmaiite HOBBIN Teliziep 1 Matepuad. [lleiimep HazHaubTE
MaTepHasy, a MaTepHas — MOJIEJIH.

Kak aTo cgenarsb...

[Tocse Toro Kak BbI CO3/IaINTE HOBYIO CIIEHY, C/I€TANTE TBOWHOI MIETI0K
1o meiigepy, 4ro0sl OTKPHITH €ro B MonoDevelop. BeinosnuTe ciemyio-
TIYTO TI0CJIeI0OBATEIBHOCTD JeCTBUIL:

1. JlaBaiiTe CO31aMM CBOICTBA, KOTOPBIE HAM ITOHAL00ATCs, YTOObI
JIaTh 1I0JIb30BATEJII0 HAILETO 1eiigepa O0IbINI KOHTPOJIb 32 UTO-
TOBBIM BU3YaJIbHBIM 3(hHEKTOM.

Properties

{
~MainTex ("Base (RGB)", 2D) = "white" ({}
~SecondaryTex ("Secondary Texture", 2D) = "white" {}
_HeightMap ("HeightMap", 2D) = "white" {}
~Value ("Value", Range(l, 20)) = 3

}

2. Tlocie aroro Ham Hy:kHO Oyzer ckasaTh Unity, 4To MbI OymeM
WCIIOJTh30BaTh BEPIIUHHYIO (DYHKIIMIO B HAIEM TOBEPXHOCTHOM
meiizepe. st aroro 106aBbTe CIIEAYIONNN KOJI.

CGPROGRAM
#pragma surface surf Lambert vertex:vert
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3. IIaJIee COSZIB.I;'ITG IepeMeHnHbIie, KOTOPbIE ZIO6aB${T CBS3b HallleMy
6JIOKY CGPROGRAM ¢ GJIOKOM CBOMCTB.
sampler2D MainTex;
sampler2D SecondaryTex;

sampler2D HeightMap;
float Value;

4. TIocKOJIbKY MbI COOMpPAEMCS UCIIOJIB30BATH €Ilé HECKOJIBKO TEKC-
TYp U 1IBETa BEPIINH, HaM noTpedyercst 106aBUTh B HAIILY CTPYKTY-
PY Input HECKOJBKO JOMOJHUTEIHHBIX TTAPAMETPOB.

struct Input
{

float2 uv_MainTex;
float2 uv_SecondaryTex;
float3 vertColor;

}i

5. Tlocuie aToro MbI 106aBUM BepITHHHYIO (hyHKIHIO. B aTOT pas oHa
OyzeT JOBOJBHO IIPOCTOI, IIOCKOJIbKY BCE, YTO HaM HYKHO clie-
JIaTb, — 9TO IOJIYYUTh L{BET BEPIIUHBI U IIEPELATh €I0 B CTPYKTYPY
Input.

void vert (inout appdata full v, out Input o)

{

o.vertColor = v.color.rgb;

}

6. Temeps MBI MOKeM 3aHATHCS Hatel pyHKINeH surf (). B Hell Ham
HOTpe6yeTC§I TIEPBBIM JICJIOM TOJYYUTH AaHHBIC U3 TEKCTYP IJIsA
HOCHeﬂyKHHen36HEHHHHF&

//ToyurM HaHHBIE U3 TEKCTYP
half4 base = tex2D(_MainTex, IN.uv_MainTex);

halfd4 secondTex = tex2D( SecondaryTex, IN.uv_ SecondaryTex);
float4 height = tex2D( HeightMap, IN.uv MainTex);

7. Ilocne 3TOro MbI BBIUKMCIISIEM TIapaMeTp 6]IeH,ZII/IHFa, NCITIOJIb3Y ST
KpaCHbIﬁ KaHaJl IIB€Ta BEPIUINHBI 1 IIBET N3 KaPThI BBICOT.

/ /BHIIOJIHUM OJIEHOAMHT

float redChannel = 1 - IN.vertColor.r;

float rHeight = height.r * redChannel;

float invertHeight = 1 - height.r;

float finalHeight = (invertHeight * redChannel) * 4;
float finalBlend = saturate (rHeight + finalHeight);

8. CJIBI[yIOU_[I/IM IITaroM MbI BbIYUCJIAEM ITapaMETP 3aTyXaHUA Oten-
AWHTa, TaHHbIE [IJIT KOTOPOTO IEpe/laloTCA B 3€JIEHOM KaHaJie 1 KO-
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TOpbﬁiHOSBOHHGTKOHTpOHHpOBaqueTKOCTbrpaHHHbI6H€HHHHFa
TEKCTYP.

//HOaBanTe nobaBmM meTajsieil njis OJIEHOMHTA BEPUMH .

//TycTs OyOyT MY OUYEHb UYETKME, WM OUEeHb MATKME TPAaHULE.

float hardness = ((1 - IN.vertColor.g) * Value) + 1;
finalBlend = pow (finalBlend, hardness);

9. U nakowelr, Mbl UCTIOJIb3YyeM (DYHKIIUIO lerp JIJIS MHTEPIOJISIUN
MEK/IY JIBYMsI TEKCTYPaMHU, a TIOJIYYeHHbII B Pe3yJIbTaTe 1BET Te-
penaéM B CTPYKTYpPY SurfaceOutput.

//BeIIaIVM UTOTOBBIA LBET
float3 finalColor = lerp (base, secondTex, finalBlend) ;

o.Albedo = finalColor;
o.Alpha = base.a;

ITocte TOro Kak Bam meizep OyaeT CKOMIIMIIPOBAH, BbI JOJKHBI 10~
JIYYUTDb PE3YJIbTAT, MOXO0KMII Ha N300pakEHHBIN Ha CJELYIONeM CKPUH-
oTe.

Puc. 7.5. PesynstaT paboThl Wengepa

Kak aTo paboraer...

Ompenienénto aToT Tefiiep OyAeT MOCa0KHee TTPEALIIYIINX, HO 00paTHTe
BHUMaHUE, YTO MbI MPAKTUYECKH HUYETO HE JIeJIaeM B CAMOU BEPITHHHON
dbysKmn, Mbl b epeaéM 1[BeTa BEPITHH B (QYHKIIO surf (), ITO0BI
HCIIOJIb30BATh X B TOMMKCETBHBIX OneparusiX. Mbl MOTJIH OBl Peain3o-
BaTh OGJICH/IMHT B BEPITUHHON (DYHKIMHU, 4TO GbIJIO ObI OBICTPEE U BHITJIs-
nesio Obl 0BOJIbHO yoeauTebHo. Ho, K coKaNeHn o, TAKMM 0OPasoM MbI
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GBI TTOJMYYUIN MHOKECTBO XOPOTIIO 3aMETHBIX BU3YAIBHBIX apTehaKToB,
HCITPABUTH KOTOPBIE MOYKHO, JIUTITH T0OABUB B METIT e11ié GOJIbIITe BEPIIUH,
a 3TO HE BCETA TIPUEMJIEMO.

IMoaTomy 1BeTa BEpHIMH MBI YMHOKAEM Ha JaHHbLIE M3 YepHO-Oesoil
KapThl BEICOT 6a30BOiT TEKCTYPBI, Ha KOTOPYIO MBI XOTHM HAJIOKUTH BTO-
PYIO TeKCTyPY. BBITOJHUB 71 I[BETOB BEPIIMH W KaPThI BBICOT CEABMOI
IIar aJITOPUTMA, MBI MOKEM TIOJTYYNTh IOTTOJHUTEIbHBIN YPOBEHb JeTaTH-
3aIK, KOTOPBIH TO3BOJISIET CHIMUTUPOBATH 3(h(HeKT 0O BEAMHEHUS OHOMN
TEKCTYPHI ¢ IPYTOii. B HatreM ciydyae TekcTypa cHera CMeInBaeTcs ¢ Ma-
JIEHBKUMHU TPEIUHKAMH TEKCTYPbI KAMHSI.

ITa TeXHUKA He TaK AAaBHO CTajla BEChMa MOTYJIsIpHA GIarofapst Takum
urpam, kak Uncharted u Gears of War. A rerepb 1 Bbl MOKeTe UCIIOJIB30-
BaTh €€ Mpu pa3paboTKe CBOWX WTP.



rNABA 8

Hacrponka wenpepos
ANS MOOMADbHBbIX
NPUJIOIKEHUMH

B aByx caenytommx riaBaX MbI OCTAHOBUMCS Ha ONTHMW3AINAN Telie-
POB TIOJT pasJnyHbIe MIaThopMbl. Mbl He Gy/1eM pacCMaTPUBaTh KaKyI0-TO
OJIHY OT/IEJTBHO B3SITYIO TIAT(HOPMY, BMECTO 3TOTO MBI ITOITPOOYyeM pasOuTh
etiiepsl Ha OTACTbHBIE 3JIEMEHTHI, M TOCMOTPETH, KaKe KOPPEKTUPOBKHU
MOKHO B HUX BHECTH, JIJIE TOIO YTOOBI OBLICUTD UX 3 PEKTUBHOCTD KaK
Ha MOOMJTBHBIX TTaT(OPMax, Tak U Ha JIIOOBIX APYTUX. Mbl HAUHEM C TOTO,
uTo paszbepéMcst BO BCTPOeHHBIX B Unity (QYHKIIUSAX U MEPEMEHHBIX, HC-
TTOJTb3YsI KOTOPBIE, MBI MOKEM CHU3UTD PACXOJ TTAMSITH, a /lajiee iepeiiém
HEIOCPEACTBEHHO K CIIOCOOaM ONTUMU3AIMK HAILIIEIO COOCTBEHHOTO KOJIA.
B 37011 T/1aBE MBI OCTAHOBUMCST Ha CJIEAYIONNX TeMax:

¢ YTO 3HAYMUT JIENIEBbIN TIei/ep?
¢ mpodailvHr 1eiiepos;
¢ MoAMMUKAINS MEHEPOB /1T MOOMIBHBIX TIAT(hOPM.

BBepeHue

3HaHust 00 ONTUMM3AIUH IIEHIePOB MPUTOIATCS BaM MOYTH B JIOOOM
UTPOBOM TpoeKTe. B pa3paboTke Bcera HACTYIAET MOMEHT, KOTa He-
KOTOPBIN Teiiiep HeoOXOANMO ONTHMU3UPOBATE, WK TIEPENHcaTh Tak,
9TOGBT OH MCTOB30BAT MEHDINE TEKCTYP, HO MPU ITOM CO3aBal TAKOM
JKe BU3yanbHbIN apdexT. Bam kak mreliiepHoMy TpOTrpaMMUCTY, WU €CITN
XOTUTE — TEXHUUECKOMY XYI0KHUKY, HYKHO TIOHUMATh Ga30BbIE TPUHITH-
ITbI, KOTOPBIE TIO3BOJISIT BaM OTITUMU3UPOBATh MIEHAEPbI, UTOOBI TOBBICUTD
MTPOU3BOUTETTHHOCTD UTPHI, HO MPU 3TOM HE MOTEPSITh B KaUyecTBe Tpa-
bukn. DT Ke 3HAHUS BaM TPUTOASTCS, KOTZa BBl TOJIBKO TIPHUCTYyTIAeTe
K Hammcanmio metinepa. K mpmvepy, ecan Bam 6yeT Harepé n3BeCTHO,
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YTO UIPa, UCIIOIb3YIOIIAs Balll ieiaep, OyAeT 3allyCKaThCsl Ha MOOUJIbHOM
maTopMe, Bbl MOjKeTe B (DYHKITUSX OCBEIEHUST UCIT0JIb30BATD ITOJOBUH-
HBII BEKTOP JIJIsl HATIPABJIEHUST B3TJISI/Ia UJIA TTIOMEHSITh THIT TIEPEMEHHbIX
¢ float Ha fixed WK half. [IpuMeHenre aTUX U MHOTUX JIPYTMX TEXHUK
ckakercs: Ha 9 deKTUBHOCTH PabOThl Balllero Iieiifepa Ha LeJeBOM all-
napatHoM obecriedeHnn. A Terepp gaBaiite HAUHEM 3HAKOMCTBO C OITHU-
MU3aIUeNn 1Iel/1epoB.

Y10 3HAUUT pgeLweBbin WLenpep?

Cxo/ly OTBETUTDH Ha BOIIPOC <YTO K€ TAKOE BBIYMCIUTEJBHO JCIIEBBIi
mefiep?»> MoxeT ObITb HEMHOTO 3aTPYIHHUTENbHO, TTIOCKOIbKY 3dhbdek-
TUBHOCTD HIEHIEPOB 3aBUCUT OT MHOTUX (DaKTOPOB. ITO MOKET OBITh U
KOJIMYECTBO MAMSITH, BBIJIEISIEMOIl MO/l IePEMEHHBIE. ITO MOKET ObITh U
KOJITYECTBO MCIIOJIB3YEMBIX TEKCTYP. A MOKET ObITh U TaK, YTO HAIII Ieii-
nep paboTaer Kak Hajlo, HO €CTh CIocob JOOGUTHCS Takoro ske addekra,
MCI0JIb3YS MEHbIIIE KOJIa MJIN BXOJIHBIX JIaHHbIX. B 9TOM periernte Mbl pac-
CMOTPHM HECKOJIBKO TAKUX TEXHUK U MOKAXKEM, KAK UX MOKHO KOMOMHU-
poBath, uTOOBI Balll 1eizep paborai 6picTpee u ahHEKTUBHEE U TIPU HTOM
€03/1aBaJ1 BBICOKOKAaYeCTBEHHbIC BU3yasbHble 3 dEKTbI, KOTOPbIX ceiyuac
BCE OJKUJIAIOT OT UTP, ¥ HA KOMIIBIOTEPE, 1 Ha MOOMIIbHBIX.

MNMoagroroBka

Jlis Havyasa paboThl ¢ HTUM PEIENTOM HaM TIOHAI0OUTCS HECKOJIBKO pe-
cypcoB. [loaTomy BbITIOJIHUTE ce/ytolne 1eCTBUS:

1. CospmaiiTe HOBYIO CIIEHY U IIOMECTUTE Ha HeE IPOCTON 00beKT-ce-
DY, 2 TaKKe HAIIPaBJIEHHbIH NCTOYHUK CBETA.

2. CospnaiiTe HOBBIN TIeljiep U MaTepuaJsl, Ha3HAubTe IIelep MaTe-
puauy.

3. Tlocie aToro HazHaubTe MaTEPUAT TOJIBKO YTO CO3/IaHHON cde-
pe.

4. U HakoHel, IIOIpaBETe leiigep TakuM 00pa3oM, 4ToObI OH HC-
10J1630BaJ1 A Y3HYI0 TEKCTYPY, KapTy HOpMaJieil 1 Bairy cobcT-
BEHHYIO (DYHKITUIO OCBEIEHUS.

Shader "Cookbook/Chapter08/OptimizedShader001"
{
Properties
{
_MainTex ("Base (RGB)", 2D) = "white" {}
_NormalMap ("Normal Map", 2D) = "bump" {}



m--.l Inasa 8. Hactpoiika weipepos ans Mo6unbHBIX. ..

}

SubShader

{
Tags { "RenderType"="Opaque" }
LOD 200

CGPROGRAM
#pragma surface surf SimpleLambert

sampler2D MainTex;
sampler2D NormalMap;

struct Input
{
float2 uv_MainTex;
float2 uv_NormalMap;
i

inline float4 LightingSimpleLambert (SurfaceOutput s,
float3 lightDir, float atten)

{
float diff = max (0, dot(s.Normal, lightDir));

floatd4 c;

c.rgb = s.Albedo * LightColor0O.rgb * (diff *
atten * 2);

c.a = s.Alpha;

return c;

}

void surf (Input IN, inout SurfaceOutput o)

{

floatd c tex2D( MainTex, IN.uv_MainTex);

o.Albedo = c.rgb;

o.Alpha c.a;

o.Normal = UnpackNormal (tex2D( NormalMap,
IN.uv_NormalMap)) ;

}
ENDCG
}
FallBack "Diffuse"
}

ITOT KOJI €CTh HE UTO MHOE, KaK MoAuduKaIms 1edoJaTHOTO 1ieiijiepa,
koropsiit Unity cosmana asst Hac B iepBoM nare. Ha rannowm ararie Bama
CclieHa J0JKHA OBITh MOXO0Ka Ha M300PaKEHHYIO Ha CJEAYIONeM CKPHH-
more. Vcob3ys TaKoii cerarr, Mbl PACCMOTPUM HEKOTOPbIe Ga30BbIe KOH-
HETITU ONTUMU3AIIH TIEN/IepPOB Ha IPUMePE TTOBEPXHOCTHBIX IIEH/IEPOB
B Unity.



Yrto 3HauMT gelwesbii wenpnep?

Puc. 8.1. Bug noarotoBneHHoOM CLEHbI

Kak 3To cgenarsb...

Mp1 HauHEM ¢ TpocToro auddy3HOoTO TMIeliziepa, ¢ TOMOTIHI0 KOTOPOTO MBI
PacCMOTPUM HECKOJIBKO CITOCOOOB ONMTUMHU3AIMH TIEHIEPOB.

Jluist Hauasra Mbl OITUMU3UPYEM THUIIBI HAIIMX MMEPEMEHHBIX, YTOOBI Ha
HUX BBIJIEJISIOCH MEHbIIE TTaMSITH TIpU 00pabOTKe JaHHbIX.

BeimomanTe caenyiomnme aeiicTBUL:

1. JlaBafiTe HAUHEM CO CTPYKTYPHI Input Harero meiigepa. Ceifqac
Hamu UV-KoOpanHATHI XPaHATCS B TePEMEHHON ¢ TUTIOM float?2.
W3mennm eé T Ha half2.

struct Input
{

half2 uv MainTex;
half2 uv NormalMap;

}i

2. Tlocse aTOro MBI MOJKEM TIEPEUTH K Hatllel (hyHKITMN OCBEIIEeHUS U
YMEHBIITUTH PACXOJ] TAMSITH Ha JIOKAJIbHbIE T€PeMEHHbIe, U3BMEHUB
UX TUIIBI CJIELYIOIUM 06PasoM:

inline fixed4 LightingSimpleLambert (SurfaceOutput s, fixed3
lightDir, fixed atten)

{
fixed diff = max (0, dot (s.Normal, lightDir));

fixed4 c;
c.rgb = s.Albedo * LightColorO.rgb * (diff * atten * 2);
c.a = s.Alpha;
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return c;

}

3. n HAKOHEIL, Mbl 3aKaHYNBA€EM 9Ty OIITUMU3AINIO, U3MCHNB TUIIbI
MePEeMEHHBIX B (DYHKITHH surf ().
void surf (Input IN, inout SurfaceOutput o)
{

fixedd ¢ = tex2D( MainTex, IN.uv MainTex);

o.Albedo = c.rgb;

o.Alpha = c.a;

o.Normal = UnpackNormal (tex2D(_ NormalMap, IN.uv NormalMap));
}

4. Temepw, KOTZIA TUTIBI HATITUX TTEPEMEHHBIX OTITUMU3UPOBAHBI, MbI
MOKEM BOCTIOJIB30BATHCSI BCTPOEHHON JMPEKTUBON OCBEIEeHUS
JLISI KOHTPOJISA 32 TeM, Kak Iieiigep paboTaeT ¢ MCTOYHUKAMK CBe-
ta. Takum 00pasoM, MbI CMOKEM 3aMETHO CHUBHUTH KOJUYECTBO
CBETUJILHIKOB, KOTOPbIE BBIHY KAE€H 00pabaThiBaTh HAIII IIEHAED.
M3MeHUTE CEKINIO #pragma Balllero meiiaepa cjaepyomum odpa-
30M:

CGPROGRAM
#pragma surface surf SimpleLambert noforwardadd

5. MbI MOXeM flajibliie ONTUMHU3UPOBATH IHEHEP, eCTi 6yz[eM uc-
10Jb30BaTh oAuH Habop UV-KoopauHAT M sl KapThl HOpMa-
seit, u st g gysHoit Tekctypsbl. /[y aToro Ml ipocTo B yH-
KU UnpackNormal () 6y/:[eM ucnosb3oBatb UV-KOOpAWHATHI
_MainTex BMeCTO NormalMap.

void surf (Input IN, inout SurfaceOutput o)
{

fixed4 c = tex2D(_MainTex, IN.uv_MainTex);

o.Albedo = c.rgb;
o.Alpha = c.a;
o.Normal = UnpackNormal (tex2D( NormalMap, IN.uv_MainTex)) ;

}

6. A mockosbKy HaMm OoJibiiie He Hy:KHBI UV-KOOPIHUHATBI KapTh
HOpMaJiell, HaM HY’KHO 00s13aTesibHO yOpaTh UX yIIOMUHAHUE U3
CTPYKTYPbI Input.

struct Input
{

half2 uv_MainTex;

}i



Yrto 3HauMT pewesbin wenaep? I.--

7. UV nakoHell, Mbl MOJKEM €IIl€ CUJIbHEee ONTUMU3NPOBATH HAIII el -
JIep, YKA3aB eMy, UTO OH A0JIKeH paboTaTh JIUILb C OIPEAeTEHHBIMU
peHepepamu.

CGPROGRAM

#pragma surface surf SimpleLambert exclude path:prepass
noforwardadd

B pesysbraTe Hammx geiicTBUI Mbl TOJTYUYNUIIN HIEHEP, KOTOPBII BU3Y-
JIbHO HUYEM HE OTJIMYAETCS, HO TIPU 9TOM HaM YIaJIOCh COKPATUTh Bpe-
M, 3aTpaynBaeMoe IieiiziepoM Ha OTPUCOBKY. B ciemyioniem paszese Mbl
y3HaeM, Kak MOXKHO 3aMepPHUTh BpeMs PeHJIepUHTa Iieiiepa, ceiyac ke
JUIST HAC KJTIOYEBOIT Ujieeil SIBJISIETCSI TO, YTO MBI MOKEM JTOOUTHCST TAKOTO
JKe Pe3yJibraTa ¢ TIOMOIIBI0 MEHBITETO KOJINYecTBa JaHHbIX. [loMHUTE 06
aTOM, Korjia Gyere co3aBaTh HOBbIE miekiepsl. Ha cienyioniem nzobpa-
JKEHUU TMPUBOJIMTCSI UTOTOBBII Pe3yJbTaT paboThl HAIIETO ONTUMHU3UPO-
BaHHOTO Iefiziepa.

Puc. 8.2. NtoroBbiii pe3ynstaT paboThl WwWeligepa

Kak aTo paboraer...

Ternepb, Korjia Mbl YBUIETU, KaKUM 0OPa30M MOKHO ONTUMHU3MPOBATH
IEHIEPBI, MBI MOKEM KOTIHYTB €I1é 4y Th ryGike U pazobpaThes, TToYeMy
paboTaoT PaccMOTPEHHBIE CIOCOOBI, a TaK/Ke B3TJISIHYTh Ha HECKOJIBKO
IPYTUX MPUEMOB, KOTOPBIE MOTYT BaM IIPUTOIUTHCS.

JlaBaiiTe cHayaja IIOCMOTPUM Ha pasMep B OailTax KasKaoi 0ObsBJIEH-
HOIl HaMU TlepeMeHHOo. Ecsin BbI 3HAKOMBI € TPOTPAMMUPOBAHUEM, TO BB
3HAETE, YTO C TIOMOIILIO TUIIOB JAHHBIX BBl MOJKETE OOBSABIISTD TIEPEMEH-
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HbIE PA3IUYHOTO pasMepa. ITO 3HAYWT, YTO, HATIPUMED, TUTI aHHbIX float
3aHUMaeT Haubo b 00bEM naMaTH. [laBaiiTe paCCMOTPUM THIIBI [IEPe-
MEHHBIX 60JTee moAPOOHO:

e float — /I XpaHEHWS TEPEMEHHON 3TOTO THIA BbIIEISETCS
32 G6ura, KpoMe TOro, 9T0 HauboIee MeJIEHHbINA U3 TPEX paccMaT-
pUBaeMbIX HAMHU THUIIOB JAaHHBIX. ITOT THUII JaHHBIX UMEET IIPOU3-
BOJ/IHbIE TUIIBI float?2, float3 U float4;

® half — 9TO YKOPOUEHHOE YUCJIO C TJIABAIONIENH TOUKOM, /IS Xpa-
HEHUsI KOTOPOTo Mcrosbaytores 16 6ut. Xopouo MoAXOAUT s
xpanenust UV-koopiauHat, sHadeHui 1BeroB. OGpabaTbiBaeTcs
ropasjio ObicTpee, YeM IepeMeHHbIe THIIA float. DTOT THII JaHHBIX
MMeET TIPOU3BO/IHbIE TUTIBI half2, half3 1 half4;

® fixed — 9TO THUII IAHHBIX, KOTOPBII 3aHUMAET MEHbBIIIE BCETO TaMSTH
1 JIJISE KOTOPOIO OTBOAUTCS 110 Kpaiineil mepe 10 6ur. Ero MoxHO
HCIT0JIb30BATh IIPU BBIYKCJIEHIH CBETa U IPe0OPasoBaHUH I[BETOB,
OH MMeeT TIPOU3BOIHbBIE TUIIBI fixed?2, fixed3 U fixed4.

Bropoii mar Haimreir onTUMU3AIINH TTPOCTOTO IeHepa 3aKII0UaiIcsT B
00BsBIEHUN noforwardadd B CEeKIUU #pragma. Dra WHCTPYKIUA ABJIS-
ercst (JaroM, ykasaure Kotoporo ropoput Unity, uto Jt060i 00BEKT ¢
STHUM IIeiiIepoM Gy/IeT OCBEAThCSI OIMKCETBHO TOJIBKO OHUM HATIPaB-
JIECHHBIM HCTOUYHUKOM CBeTa. Bce ocTasbHble NCTOYHUKN OCBETIEHUS, pac-
CUUTBIBAEMbIC 9TUM LHGfIZICpOM, 6y[[yT TIPUHYAUTEJIBHO TPOCYUTHIBATHCSA
MOBEPTEKCHO, NCTIOJB3YS 3HAYEHWST CHepUIECKUX TAPMOHUK, PACCIUTHI-
BaeMbIx BHyTpu Unity. IlockosbKy Haml mieiiiep BbIIOJIHSAET IOMUKCE/Ib-
HBIE OTIEPAIIHY C TOMOIIBIO KAPTHI HOpMaJIeil, 3TOT ahheKT OYaeT XOPOIIo
BU/THO, €CJIM MBI Pa3MECTUM Ha CIIeHe elé OJITH UCTOYHUK CBETA JIJIs MO/
CBETKY Hatel cepol.

ITO, KOHEYHO, 3/I0POBO, HO UYTO JIeJIATh, €CJIM MbI XOTUM Ha CIIeHE Pa3-
MECTHUTDH HECKOJIbKO HaIIPaBJI€CHHBIX NCTOYHUKOB CBE€TA U IIPU 9TOM NMETDH
BO3MOKHOCTh KOHTPOJIUPOBATh, KAKOH W3 3THX MCTOYHUKOB OYET HC-
M0JIb30BATHCS [IJISI OCHOBHOTO IMTOTTMKCETHHOTO OCBelenns ? Bol Mmorm 3a-
METHUTb, UTO KayK/Iblil HCTOYHUK CBeTa MMeeT Bbilagatiiee MeHo Render
Mode (Pexum pergepunra). Eciin BbI KJIMKHETe Ha BbIIafaoliee MeHIo,
TO BBI yBUIUTE HECKOTBKO (hrakkoB: Auto (ABToMaTudeckn ), Important
(Baxknbiit) u Not Important (HeBaskHbiii). BeiOpas jist ocBeleHUs pe-
skuM Important, B roBopute Unity, 4TO NCTOYHUK cBeTa JOJIKEH, 110
BO3MO’KHOCTH, CYUTATHCS TIOMMKCETIBHO, a He TIOBEPTEKCHO, IIPU BBIOOPE
Not Important — Hao6opot. Eciiit BbI ocTaBuTe BBIOPAHHBIM PEKUM Auto,
Unity 6yzmer pemath, Kak MOCTYIHUTH C 9TUM CBETUILHUKOM CaMOCTOSI-
TEJTHHO.



Yro 3HauMT gewesbii Wwengep? I. --

[TomectuTe eImé OMH UCTOYHUK CBETA Ha CIIEHY 1 yOepuTe TEKCTypY,
KOTOpas Ha JAHHBI MOMEHT BbIOpaHa Kak OCHOBHAS TEKCTypa BAIlEro
mefiziepa. Bel 3ameTuTe, 4TO BTOPOI TOUEUHBIN MICTOYHIK CBETA HE B3au-
MOZeiiCTBYeT ¢ KapToil HopMaJieli, ¢ Hell paboTaeT JInIib HarpaBJeHHbII
UCTOYHUK CBETA, KOTOPBII MBI CO3/1a7TH 1epBbIM. Ves atoro npuéma — B
TOM, YTO Bbl MOKET€ CIKOHOMWTH HA MOIMUKCEIbHBIX BBIYMCJICHUIX,
ecam Gyzere o6pabaTeiBaTh BCe AOTMOJHUTETbHBIC HCTOYHUKU CBETA KaK
BEPITUHHbBIE, YTO GJATOTBOPHO CKAKETCS HA TPOM3BOAUTENHHOCTH, T0-
CKOJIbKY TIOTIUKCETbHOE OCBEIeHUe OYeT PACCUMTBIBATHCS TONBKO ISt
TJIABHOTO MCTOYHMKA cBeTa. CIIeayIonuil CKPUHIIIOT CJYKUT HATJISITHON
ZIeMOHCTpAINell 9TOH HJeH, MOCKOJIbKY TOYEUHbIHI NCTOYHUK CBETA He
B3aNMO/IEVICTBYET C KapTON HOpMaJell.

HanpaBneHHbIH UCTOUHKK cBeTa
MonukcenbHoe oceeleHue

ToueuHbl UCTOYHUK CBETA
lNoBepTekcHoe ocBeLleHne

..‘\',

Puc. 8.3. VnnocTpaunsa noNMKCeNbHOrO U BEPLUMHHOIO
OCBELLEHUIN NCTOYHNKAMW CBETA

[Tocse aTOTO MBI HEMHOTO HABEJTH TIOPSIIOK M CKA3aJTM TEKCTYPe KapThI
HOpMaJIell UCII0JIb30BaTh TOT ke Habop UV-KoOpAMHAT, 4TO U /11 OCHOB-
HOU TEKCTYPbI, KPOME 3TOTO, MbI H30aBHJIUCH OT CTPOKH KOJIa, ¢ TOMOII[BIO
KOTOPOU B TIeiiep nepegaBaanch (HeHykHbIe Terepb) UV-koopanHaTh!
CTTeNTNATBbHO JIJIST KapThl HOpMaJeH.

Taxsxe MBI Z0OABUIN exclude path:prepass B CEKIHIO #pragma,
UL TOTO 4TOOBI HA TOT 1eiiep He AedCTBOBAI0 KACTOMHOE OCBEIICHUE
npu Deferred-pengepunre. 1o 3HaunT, 4To 3HHEKTUBHO MbI MOKEM UC-
[10JIb30BaTh Hall Hieiaep Toabko npu Forward-penepunre, KOToOpbIii 110
YMOJTYQHUIO BBICTaBJIEH B HACTPOIKAX OCHOBHOM KaMepHhl.

Bl ynuBuTech TOMY, HAaCKOJIHKO MOKHO ONTHMHU3WPOBATH IIeiep,
€CJIM yZIeJTUTh 9TOMY HEMHOTO BpeMeH!. BBl y)ke BHUeNU, KaK MOXXHO



m--.l Inasa 8. Hactpoiika weipepos ans Mo6unbHBIX. ..

VIIaKOBBIBaTh YepHO-Oesibie TeKeTyphl B oHy RGBA-TekcTypy, a Takxke
KaK MCIT0JIb30BaTh TEKCTYPHI /IJIT UMUTAIMU OCBelleHus. EcTh MHOTO
croco6OB OTMITUMUBAINH TIIEH/Iepa, TOITOMY BBIOOP OMTUMAIBHOTO CITO-
coba — Bompoc HeoiHo3HAUHbI. Ho eciii BBI BIajieeTe STUMHU TEXHUKAM
OTITUMU3AIINH, BBl CMO’Kee TIOZIOTHATH BAIITH TIEHIePhI IO/l BAIy UTPY U
o1 €€ TIeIEeBYI0 TIaThOpMY, 06ECTIEYNB TEM CaMbIM CTaOUITHHBIN ¥ TJTaB-
HBI (hpeliMpenT.

NMpodannuHr wenpepos

Tenepp, korza Bbl 3HaeTe, KAK YMEHBITUTH PACXO0/l PECYPCOB lieiiepamu,
naBaiiTe MOCMOTPUM, KaK HAWTH 9TH <IIPOOJIEMHbBIe» IIEeHIePhl Ha CIIEHE,
Ha KOTOPO MOJKET GBITh MHOTO IIEiIePOB, 0OBEKTOB, CKPUIITOB — BCETO
3TOTO, BBIOJHAIONIETOCS OAHOBpeMeHHO. [lomck 0fHOTO KOHKPETHOTO
o6beKTa WK Telijiepa B IPOCTPAHCTBE BCEH UTPhI MOXKET ObITh BEChbMa He-
MPUATHOM 3a/1auelt, HO Ha ATOT ciyyait Unity rnpegoctaBiiseT HaMm BCTPO-
ennblii mpodaiisep. C ero MOMOIIBLIO Mbl MOXKEM YBUIETH KaJIP 32 KaJIPOM,
4TO JKE TIPOMCXOAUT B UTPE, & TAKIKE TMOHATH, KAK KasK/bII 1eMeHT 06pa-
Garpisaerest GPU win CPU.

C nomobio mpodaiisiepa Mbl MOKEM HM30JUPOBATH TaKUE AJIEMEHTHI,
KaK 1eiiepbl, TEOMETPUIO, U IPYTHE OOBEKTHI, yYACTBYIOIINE B PEHAEPHH-
re. Ml MoKeM OT(hUIBTPOBBIBATD 3JIEMEHTDI JI0 TeX I10P, II0Ka I1epel HaMu
He ocTaHeTcst paboTa BCEro JMIb OJHOTO 06BEKTa. A BOT TOT/IA-TO MBI 1
CMOJKEM YBUJETD, Kak ero pabora ckassiaercsa Ha CPU u GPU.

[laBaiiTe BHUMATEJILHO PACCMOTPUM UCII0JIb30BaHue 1podaiiiepa u y3-
HaeM, KaK Mbl MOKEM OTJIA’KUBATD HAIIH CLIEHBI U, YTO ellé BaskHee, 1eki-
JIepBl.

MNMoagroroBka

[aaiite HauréMm paboTy ¢ IpodailiepoM ¢ TOro, YTO IOATOTOBUM HE00-
XOJIMMBIE aCCETBI M OTKPOEM OKHO Tipodaiisiepa. Boirosnure ciemyionime
JIeHICTBUSL:

1. M®r Bocriosrb3yemcsi CIIEHOH, c/leJTaHHOM HaMU B TIOCJIE/IHEM pe-
nenre. 3anycrute npodaiizep Unity us Window | Profiler (Oxno |
[Tpodaiinep), mau HaxkaTreM codetanus Kiaapumr Ctrl+7.

2. Temnepb HAM HYKHO PaCKJIOHUPOBATH HATITY cepy, UTOOBI TOCMOT-
peTh, KaK 9TO CKAKETCs HA PEHJIEPUHTE.

ITocne BbIOTHEHUS 9TUX JEUCTBHUI BBI TOJIKHDI YBUAETDb HEYTO ITOXO-
JKee Ha CJIelIYIOHII/Iﬁ CKPpHUHHIIOT.



Mpodarnmur werpepos

Puc. 8.4. Bug okHa npodaiinepa

Kak sTo caoenarsb...

ITepen Tem Kak HavaTh paboTath ¢ TPodaiIepoM, Mbl TIOCMOTPUM Ha He-
KOTOpBIE 3JIEMEeHTHI mHTep(detica B aToM okHe. [Ipekae yem BB HAKMETE
kHonky Play, naBaiite pazbepémcst, Kak MbI MOKEM TIOJTYYUTh B Mpodaii-
Jiepe Hy>KHYI0O HaM uHpopmarwio. /[ 9TOTo BBITIOJHUTE CJEYIOIINAE
JIEHICTBUS:

1. Cnepsa Haxkmute Ha OGosblive OJOKM B OKHe Ipodaiinepa, Ha
koropbix Hanucano: GPU Usage (McnoabzoBanue GPU), CPU
Usage (Ucnonbzosanne CPU), Rendering (Penpepunr). Itu
GJIOKU PACIIOJIOKEHBI CJIEBa B BEPXHEN YACTH OKHA, YTO HATJISITHO
WJLTIOCTPUPYET CKPUHINOT Ha puc. 8.5.

Vcronb3yst 511 OJIOKH, MBI MOKEM HAOJIOIATh 32 PA3IMIHBIMU
JAHHBIMU, XapaKTePHBIMU JI7I1 OCHOBHBIX (DYHKITWI Hatleil UTrpbl.
B 6;1oke CPU Usage Mbl MOKEM yBHUIAETb pe3yJibraTbl pabo-
Thbl GOJIBIIMHCTBA HAIMX CKPUIITOB, a TaKyKe UTPOBOM (DUBUKU 1
obuero pengepunra. biaok GPU Usage npegocrasiisger HaM je-
TaNbHYI0 HHPOPMAIIHIO 00 3IeMEHTaX, CBSI3aHHBIX C HAIITIM OCBe-
IEHUEM, TEHSIMU W O4epeisIMU OTPUCOBKY. U1 HakoHelr, B OJIOKe
Rendering Mbl MOKeM yBUeTh HHMDOPMAIIUIO O 3aI[POCAX HA OT-
pucoBky (draw call) u o reomerpun, pucyTcTByIOIIEN Ha HAIIEN
CIIeHe JIJIS KaKI0TO Kaipa.
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Haskas Ha ot U3 9TUX 610KOB, MBI MOKEM OT/ICJIBHO BBIJIETHUTH
m00yr0 uHMGopMaluio, HabIoAaeMyl0 HaMi BO BpeMst Ipodaii-
JIMHTA.

Puc. 8.5. bnokn npodannepa

2. Tenepp KIMKHUTE 110 MAJEHBKMM IIBETHBIM KBaZpaTHKaM BHYTPU
a1HX OoJIbIIMX 0JI0KOB U HaxkMuTe Play, nin coueranue KiaBuiil
Ctrl+P, jis1 3amycka CIieHbI.

Takum 00pa3oM, Mbl MOKeM OT(HUIBTPOBATH AaHHBIE, KOTOPHIE
MBI TTOJIyYaeM, B yIIyOUThCA B IPonecc npodaiimira B HyKHOM
HanpasyieHnu. [l 3anyleHHoii CleHbl CHUMUTE BbIIEJIEHHE CO
Beex noJieit, kpome Opaque B 610ke GPU Usage. O6parute BHU-
Mamue, 4TO Terepb Mbl BUANM JIUIIb UH(GOPMAIIIO O TOM, CKOJIb-
KO TPATUTCS BPEMEHU Ha PEHIEPUHT HEMTPO3PAYHBIX OGBEKTOB, TO
€CTb TeX, 4TO HAXOJAATCS B ouepean oTpucoskn Opaque.

Puc. 8.6. Bpewms, 3aTpaynBaemMoe Ha PEHOEPUHT
Henpo3payHbiX 0OBHEKTOB

3. Emé oxna 3amedaresibHast BO3MOKHOCTD OKHa mipodaiijiepa, — 3To
BO3MO’KHOCTb TTEPEMETATHCS T10 KaJpaM MMPH HasKaTUK Ha rpaduk.



MpodannuHr wergepos II.--

ITO JIeHCTBIE aBTOMATUYECKU IIOCTABUT Ballly UTPY Ha IIay3y, YToO-
GBI BBI CMOTJIH JIETAIBHO MPOAHATN3UPOBATh BHE3AMHBIN CKaYOK
Ha rpauke 1 yCTaHOBUTD, KaKue HMEHHO 3JIEMEHTBI I1JI0XO0 BJINS-
I0T HA MPOU3BOAUTENBHOCTD. [TonmpobyiiTe caMu TOKJIUKATE 10
rpaduKy U IIOCMOTPETD, UTO [TOKa3bIBaeT 11podaiiiiep /i pa3HbIX
Ka/[POB.

Puc. 8.7. N'paduk npodannepa

4. JlaBaiiTe Terepb 0OpaTHM Hallle BHUMaHWE Ha HIPKHIOK YacTh OKHA
npodaitnepa (puc. 8.8). Bl 3ameTute, 4TO P BBIACTEHHOM OJIOKE
GPU Usage nosiBisieTcst pacKpbIBaIOIMUICS CIUCOK. Mbl MOkeM
BOCIIOJIb30BAThCS UM, YTOOBI OJIYUUTh eIié GoJiee eTalIbHYO HH-
dhopmario o Tekyiieil ceccur paboThl ¢ mpodaiinepoM u, B IaH-
HOM CJIyd4ae, O TOM, UYTO Ceifuac OTPUCOBBIBAET KaMepa U CKOJIBKO
BPEMEHU TO 3aHUMAET.

TakuM 00pasoM, y HAC MOSBJISIETCST BO3MOKHOCTB MOAPOOHO
paccMoTpeTh, uto ke Unity o6pabarbiBaeT Ha JTaHHOM KOHKPET-
HOM (peiime. B aTom ciydae Mbl BUIUM, 9TO TpH cPepbl OTpU-
COBBIBAIOTCS HAIITUM ONITMMU3UPOBAHHBIM I I€POM IPUMEPHO
3a 0,14 MuIMCeKyH/IbI, TTPU 3TOM IPOUCXOAUT CeMb 3alPOCOB
Ha OTPUCOBKY, 06paboTKa KOTOPBIX TpedyeT Ha KaxaoM (dpeiime
3,1 upouenra Bpemenu paborst GPU. 1o kak pas ta undop-
Mallusi, KOTOPYIO MBIl MOKEM HCITOJTh30BATD /LISl TUATHOCTUKU W
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yCTpaHeHus: pobJaeM ¢ MPOU3BOAUTEIBHOCTHIO THeiinepos. Jla-
BaiiTe MPOBEIEM IKCITEPUMEHT, YTOOBI TOCMOTPETH, KaK CKasKeTCsT
Ha MPOU3BOIUTETHHOCTH f00aBIEHNE B HAMI Teiep emé oHoi
TEKCTYPHI, & TaKyKe OICHIUHT IBYX TEKCTYP C TTOMOIIBIO (DYHKITHN
lerp. Pesysbrar aToro uaMeHneHus Bbl cpa3y 3aMeTuTe B podaii-

aepe.

Puc. 8.8. MNMoapo6Hbie AaHHbIe Npodaiinepa

5. W3menute 60K CBOCTB CIEAYIONTM 06Pa30M, UTO JIaCT HAM BO3-
MOKHOCTD paboTaTh ¢ eIé OAHON TEKCTYPOIL.

Properties

{
~MainTex ("Base (RGB)", 2D) = "white" {}
_BlendTex ("Blend Texture", 2D) = "white" {}
~NormalMap ("Normal Map", 2D) = "bump" {}

}

6. Ilocse aToro paBaiite J06aBUM HaITy TEKCTYPY B OJI0K CGPROGRAM:

sampler2D MainTex;
sampler2D BlendTex;
sampler2D NormalMap;

7. Temepb HaM HYKHO T106aBUTH COOTBETCTBYIONIHI KO/ B (DYHKITIIO
surf (), 9TOOBI MBI CMOTJIF CMETITATh HATITY HOBYIO TEKCTYPY € Anc-
(bysHoIT TEKCTYPOTA.



MpodannuHr wergepos I.--

void surf (Input IN, inout SurfaceOutput o)

{
fixedd c = tex2D( MainTex, IN.uv_MainTex);
fixed4d blendTex = tex2D( BlendTex, IN.uv_MainTex);

c = lerp(c, blendTex, blendTex.r);

o

.Albedo = c.rgb;
.Alpha = c.a;
o.Normal = UnpackNormal (tex2D( NormalMap, IN.uv_MainTex));

}

o

[Tocsie Toro Kak BBl COXpaHWUTE U3MEHEHUS U BEPHETECH B PEIAKTOP
Unity, MbI CMOKEM 3aITyCTUTh HAIITY UTPY U TIOCMOTPETH, HA CKOJIBKO MUJI-
JIICEKYH]T ToJibIe OyeT paboTath Hal mieiiep. Hakmure kHonky Play u
B3IVISTHUTE Ha Pe3yJIbTaThl MI3MEePEHN B OKHe TTpodaiinepa.

Puc. 8.9. MilameHuBLLEECS BPEMS OTPUCOBKN

Kak BujuTe, Bpemsi, 3aTpaurBacMoe Ha PEHAEPUHT HENPO3PAUHON
(Opaque) reometpuu B ciiere, Bozpocio ¢ 0,140 no 0,179 mumnncexys-
bl DTO CIIYYUIIOCH U3-3a TOTO, YTO MbI JOOABHJIHU €IIE OJHY TEKCTYPY U
HCIIONIb30BAIN QYHKINIO 1erp () . BO3MOXKHO, 9TO TIOKasKeTCst HEOOIbIION
pasHHMIleil, HO mpejcTaBbre cebe ABAANATH IIEHIepoB, Bce padoTarolie
[0-PA3HOMY U C Pa3HBIMU OOBEKTAMU.

Wcrionibays gaHHble mpodaiiiepa, Bbl CMOKeTe ObICTpee HaXOAUTh IIPHU-
YUHBI CHIKEHUS TPOU3BOIUTEIBHOCTH U YCTPAHSTH UX € TOMOIIIBIO TIPU-
€MOB U3 TIPE/BIYIIETO PeIernTa.
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Kak ato paboraer...

Omnucanrie BHYTPEHHUX MEXaHU3MOB PadOThI 3TOTO WHCTPYMEHTA OJ[HO-
3HAYHO BBIXOJWT 32 PAMKH JIAHHOM KHUTH, Mbl OCTAHOBUMCS HA TOM, UTO
Unity npefocTaBJisieT HaM criocod HaOJTI0IeHUs 32 TIPOU3BOUTENbHOCTHIO
KOMITbIOTEPA BO BpeMst paboTsl Urpbl. IIpodaiiiep oueHb TECHO CBsI3aH €
CPU u ¢ GPU, 6iiarogaps uemy Mbl II0JIy4aeM JaHHbIe B PeaJibHOM Bpe-
MEHU O TOM, CKOJIbKO BDEMEHU TPATUTCA HA KaK/BIN M3 HANIMX CKPUIITOB,
00BEKTOB U ouepeieil OTPUCOBKU. MBI yiKe BUJIEJH, YTO, UCHOJIb3YS ATy
nH(OPMAIIIIO, MBI MOKEM OTCJIEKUBATH d(D(HEKTUBHOCTD HAIIETO TIetijie-
pa ¥ yCTPaHSTh MPOOJIEMHbIE YUACTKU KOJIA.

Ho 310 eLwyé He BCé...

Kpome aToro, MoKHO PO UINPOBATH UTPY HETIOCPEACTBEHHO Ha MOOWIIb-
HOM ycTpoticTBe. Unity mpenocTaBisieT HaM HECKOIBKO JOTTOTHUTETHHBIX
BO3MOSKHOCTEH, MOSIBJISTIOIINXCS, €CJIM B HACTPOITKax cOOpKHU OyzeT ycTa-
HoBJieH Android naum iOS. Mbl MosKeM T10J1y4aTh HHGOOPMAIINIO B peajib-
HOM BPEMEHM OT HaIllero MOOUIBHOTO YCTPOUCTBA BO BPeMsT PaGOThI UTPHL
ITO 0U€eHb yI0OHO, TOCKOJBKY BBl CMOKETE TPOMGUINPOBATH HEIIOCPEICT-
BEHHO M0/l KOHKPETHOE YCTPOICTBO. Bosibliie 00 3TOM BbI MOKETE Y3HATD B
paszesie fokyMeHTanuu Unity, 10CTYITHOM T10 CJieyotei cebiike: http://

docs.unity3d.com/Documentation/Manual /MobileProfiling.html.

U3MeHeHue wengepos
AN MOOUJIbHbIX

Terepb, KOT1a MBI PACCMOTPENN HECKOJIBKO CIIOCOOOB ONTUMU3AIIH TI1eii-
JIePOB, TaBaliTe HAMIUIIIEM XOPOITNY, BHICOKOKAUeCTBEHHBIH 11Ieiiiep, crie-
[MAIBHO MpeAHa3HAYeHHbI 11 MOOMIBbHBIX yeTpoiicTs. Ha camom mere
HaM He COCTaBUT TPyla BHECTU HECKOJIBKO U3MEHEHUH B yoKe HATUCAHHbIT
HaMH 11eiiiep TakuM 06pa3oM, YTOObI Ha MOOMJIbHBIX YCTPOMCTBAX OH BbI-
HOJIHSAJICS ObICTpee. DTH U3MEHEHM BKJIIOYAOT, HAllPUMep, UCIOJIb30Ba-
HUEe TUPEKTUB approxview UMM halfasview B HaCTpoﬁKaX OCBeIIleHusd.
Kpome aToro, Mbl MOKEM COKPATUTh KOJTUYECTBO UCIIOIb3YEMbIX TEKCTYP,
a JIJI OCTABIINXCS UCIIONb30BaTh GoJiee CUIbHOe ckaTre. K xomHiy sToit
CEeKIIMKM MbI ITOJIy4UM XOPOIIO ONTUMU3MPOBaHHBINA Specular-meiizep,
YYUTBIBAIOMUI KapTy HOpMaJel, KOTOPBII Mbl CMOKEM UCIIOJIH30BaTh B
UTpax Ha MOOUJIBHBIX ILIATGOPMAX.
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MNMoagroroBka

ITepes Tem Kak Mbl HAUHEM PaboTy, [aBaiiTe CO3/a[UM HOBYIO CIIEHY U 10~
6aBUM Ha Heé 0OBEKTI, K KOTOPbIM MbI Oy1eM IPUMEHSITh Halll Ieiiaep A/is
MOOUJIBHBIX YCTPOUCTB. J{JIs1 3TOTO BBITIOJHUTE CIIEAYIOIINE AEHCTBUS:

1. CospalitTe HOBYIO CIIeHY ¥ TOMecTuTe Ha Heé eonTHyio cdepy u
HaITPaBJICHHDIN HCTOYHUK CBETA.
2. Cospaiite HOBbII MaTepuan u 1eiijiep. Haznausre 1ieiinep mare-
puasny.
3. Tlocsie aTOTO Ha3HAUBTE MaTepUas HaleMy 00beKTy-chepe.
[Mocue aTUX AIeiiCTBUIT Ballia CIieHa JOJIKHA CTaTh MOXO0KeH Ha n306pa-
JKEHHYTO HA CJIe/IYIONIEM CKPUHILIOTE.

Puc. 8.10. Bua noarotoBneHHoM CLeHbl

Kak sTo caoenarsb...

B aTom pertenite Mbl HanuIeM ¢ HyJIsSI HAII TIeiep, ONTUMU3UPOBAHHBIN
JUISE MOOUJTBHBIX YCTPOMCTB, TIPH 3TOM MbI OCTAHOBUMCSI Ha KOHKPETHBIX
OTNTUMU3AIUAX. BBITTOTHUTE Citeytonie 1eicTBU:

1. Jlis Havasa jpaBaiite moGaBUM B Hail GJIOK CBOMCTB TEKCTYPBI,
KOTOPbIE HaM TIOHAZ00sTCst. B TaHHOM ciryduae Mbl Gy/1eM HCIIOJTb-
30BaTh AU(GHY3HYI0 TEKCTYPY, COAEPKALIYIO KapTy OJecKka B eé
asbda-Kanae, a TakKe KapTy HOPMaJieil U cJaaiijiep /i peryJsiu-
POBaHUsI MHTEHCUBHOCTH OJIMKA.

Properties

{
_Diffuse ("Base (RGB) Specular (A)", 2D) = "white" {}
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_SpecIntensity ("Specular Width", Range(0.01, 1)) = 0.5
_NormalMap ("Normal Map", 2D) = "bump"({}
}

2. Jlamee Ham mMOTpeOYeTCsI HACTPOUTH HATITY CEKTNIO #pragma. CyTh
HAaCTPOMKM COCTOUT BO BKJIIOUEHWW WJIA BBIKJIIOUYEHUN BO3MOXK-
HOCTEH TIOBEPXHOCTHOTO MIeiiiepa, OT KOTOPBIX OyIeT 3aBUCETh,
CTaHeT OH JIeleBJIe NN I0POKE B BBIYUCIUTETHHOM TITTaHe.
CGPROGRAM

#pragma surface surf MobileBlinnPhong exclude path:prepass
nolightmap noforwardadd halfasview

3. Tlocjie »TOrO0 HaM HYKHO OPTaHU30BATh CBA3b MEKIY OJIOKOM
CBOHICTB M CeKIMell CGPROGRAM. B MPOTHBOMOJIOKHOCTH TOMY,
4TO MbI JieJIajii OOBIYHO, MbI Gy/IeM HCII0JIb30BaTh JJIS Claiijepa
MHTEHCUBHOCTH OJIMKA TUI EPEMEHHOM fixed, YTOOBI COKPATUTD
pacxo/1 TaMsITH.
sampler2D _Diffuse;

sampler2D NormalMap;
fixed _SpecIntensity;

4. YroObl MBI CMOTJIV CBSI3aTh HAIIIK TEKCTYPhI ¢ TOBEPXHOCTHIO 00B-
exta, Ham niotpebyiorcss UV-koopaunatst. Terepb Mbl 6yiem uc-
MOJIb30BATh TOJIBKO ofiuH Habop UV-koopauHart, 4to6bl B HaIlleM
neiiziepe 6bII0 32/IEHCTBOBAHO KaK MOJKHO MEHbIIIE JTAHHBIX.

struct Input

{
half2 uv_Diffuse;

bi

5. Manee Ham motpebyeTcst HamucaTh Hairy (DYHKIUIO OCBEIIEHIsT
U BKJIIOYUTDH B HEE HECKOJIbBKO HOBBIX BXO/IHDBIX I€PEMEHHDbIX, KO-
TOpbBIE CTalll HaM ZOCTYIHBI GJarofapss UHCTPYKIUAM B CEKIMK
#pragma.
inline fixed4 LightingMobileBlinnPhong (SurfaceOutput s,

fixed3 lightDir, fixed3 halfDir, fixed atten)

{
fixed diff = max (0, dot(s.Normal, lightDir));
fixed nh = max (0, dot(s.Normal, halfDir));
fixed spec = pow(nh, s.Specular*128) * s.Gloss;

fixed4 c;

c.rgb = (s.Albedo * LightColorO.rgb * diff + LightColor0.rgb
* spec) * (atten*2);

c.a = 0.0;
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return c;

}

6. 3aBepIIMM MbI Halll ekep HanucaHneM (GYHKIUK surf (), B KO-
TOPOil MBI OyjieM 00pabaThiBaTh UTOTOBBI I[BET Halleil MOBEPX-
HOCTH.

void surf (Input IN, inout SurfaceOutput o)

{
fixed4 diffuseTex = tex2D( Diffuse, IN.uv Diffuse);
o0.Albedo = diffuseTex.rgb;

0.Gloss = diffuseTex.a;

o.Alpha = 0.0;

o.Specular = SpeclIntensity;

o.Normal = UnpackNormal (tex2D( NormalMap, IN.uv Diffuse));

}

[Tocure Toro Kak BBl 3aKOHYNTE HAIMCAHWE KOJa, COXPAHUTE Balll Tek-
Jep U BepHUTECh B pesakrop Unity, 4ToObl Imeiiep CKOMIUIUPOBAJICS.
Eci Bcé GbLo caenano 6e3 ommbOoK, TO Bbl YBUIUTE PE3YJIBTAT, HOXOKUIT
Ha M300pasKEHHBIN Ha CIIEAYIOIEM CKPUHIIIOTE.

Puc. 8.11. Pe3ynbrat paboThl Wengepa

Kak aTo paboraer...

Jasaiite Hauném pa3bop Hallero iieiijgepa ¢ TOro, 4ro pasbepémcs, 4ro
OH JIeJIaeT ¥ 4Yero OoH He JiejiaeT. Bo-mepBbIX, OH UCKI0UaeT 00paboTKy
npoxoja ocsenienust B Deferred-pengeputre. A 5T0 3HAUUT, YTO €CJIN BbI
cozanu (PyHKIIUIO OCBENeHNs, KOTOpas Oblja CBA3aHa C MPETPOX0A0M
Deferred-pengepepa, o mmeiigep He 6yaeT KCIOAb30BaTh Bally (DYHKIIUIO,
BMECTO ATOTO OH 3a/eHCTBYET (DYHKIMIO OCBENIEHUS [0 YMOJIYAHUIO, Ha-
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no06He TeX, YTO MBI YK€ UCTIOIb30BAIK B 9TON KHUTE.

Kpowme aToro, Hau meiigep He nogaepxusaer light mapping, rakum 06-
pasom, Hall 1mefiep He OyJAeT MbITaThCs UCKATh KAPThl OCBEIEHS JIJIs
06beKTa, KOTOPOMY Ha3HAueH Teiiiep. ITO JeIaeT HAll Iefiaep Jerde,
TaK Kak eMy He HY>KHO JleJIaTh IIPOBEPKY KapT OCBELIeHUs.

Mpbi 106aBIIM HHCTPYKITHIO no forwardadd, YTOGBI MOMUKCENBHOE 0C-
BellleHre IIPOCYUTBIBAJIOCD JIUIID IS OJIHOTO HAIIPABJIEHHOTO UCTOYHUKA
cBeta. Bee ocrasibible nCTOYHUKH cBeTa GyayT 06pabaThIBATHCS TIOBEP-
TEKCHO ¥ He OY/yT y4acTBOBATH B MOMMKCEIBHBIX OTIEPAIlHsIX Baeit hyH-
KU surf ().

W HakoHerr, Mbl HCIIOJIb30BAIM MHCTPYKIMIO halfasview, 4TOOBI CKa-
3ath Unity, 4T0 MBI He cOOUPaEMCs MCTIOIb30BaTh TapaMeTp (yHKIUN
OCBEIEHUsT viewDir. BMecto atoro st pacuéra 6inka Mbl Oymem uc-
110JIb30BATD II0JIOBUHHBIN BEKTOP B KayecTBe HalpasJyeHus Barisga. [Tpu
TaKOM MOJIXOJIE TIEHAEP CMOKET BBITIOIHITh HEOOXOAUMbIE BBIYUCICHUS
ropaszio GwicTpee, TOCKOJAbKY OHU OYIyT BBIMOJHATHCS TTOBEPTEKCHO.
Heubast ckaszaTb, 4TO 9TOT MOAXOM OYEHD YK TOUEH TIPU MMHUTAINH GJIMKA
B peasibHOM MUPE, HO Ha MOOJIBHOM yCTPOICTBE 9TO Gy/IeT He3aMeTHO, a
HaIl 1ieiep 6yeT BBIMOTHATHCS OBICTpEe.

OnucanHble TPUEMBI AeJIaloT Ineiinepsl 6ojiee aGEKTUBHBIMY, a UX
KOl — yuile. Bam Bcerza ciejyeT UCIoab30BaTh TOJIbKO T€ PECypebl, KO-
TOpBIE BaM OY/IyT HYKHBI, 2 OHU 3aBUCAT OT Balllel 1es1eBoil maatopMbr 1
TpebyeMoro Urpoii kKayectBa u300paskeHus. B KoHEUHOM HTOTE cCOYeTaHus
MOA0GHBIX MTPUEMOB ¥ MTO3BOJISIOT CO3/[aBATh KAYeCTBEHHBIE MEHIEPbI /ISt
BalIMX UTP.
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denaem Haw wenpepHbIA
MUP MOAYJIbHbIM

¢ nomouwbio Cginclude

B aT10i1 rimaBe Mot pacCMOTPUM CJICAYIONINE TEMDI:

¢ Cglnclude-daiinbr, BcTpoennsie B Unity;
¢ cospanue Cglnclude-daiina g xpaneHus Mozeseil OCBeleHus;
o cosjaHue MedIepoB ¢ NCTIOIb30BAHNEM AUPEKTUB #define.

BeBepeHue

3a BpeMs Halllero N3y4eHsI MIeHIepoB HaM YiKe IOBEeJI0Ch MOBU/IATh MHO-
JKECTBO TEXHUK M 2(pheKToB, HO TeM He MeHee, U3 pa3a B pa3 HaM IPUXO-
JIVLJIOCh TIFICATh OJTHU W Te JKe YacTH Koa. B mpopakiieHe BpeMst CTOUT
TOporo, a TpebOBaHUs WHAYCTPUN Pa3pabOTKU UTP AUKTYIOT HEOOXOIH-
MOCTH OBICTPOTO U 3((HEKTUBHOTO UTEPATUBHOTO CO3AHUS MIEHIECPOB.
Ty1-T0 Ham u ipurozstes Cglnclude-daiinbl. C UX ITOMOLIBIO MBI MOKEM
co31aTh GpeliMBOPK, KOTOPBII MBI CMOKEM HCIIOJIB30BATh CHOBA M CHOBA,
TeM CaMBbIM CZIeJIaB HAIMCAHHUe IIeH/IePOB MOYTHHBIM.

Ha camowm zieste mpn HaTFICAHUH HATITUX TOBEPXHOCTHBIX IT€HZIEPOB MBI
yIKe MCI0JIb30BaIN HecKobKo BerpoerHbix Cglnclude-daiinos. Kaskubriii
pas, Korjia MblI UCIOIB30BAN BCTPOEHHbBIE MO/e ocBenieHust Lambert
win BlinnPhong, M1 ucnionbszosanu ko u dyuxinu s Cglnclude-daii-
JIOB, yiKe co3fmaHHbx st Hac Unity. Takum 06pa3oM, CHUKAETCST KOJIH-
Y4eCTBO KOJIa, KOTOPOe HEOOXOIMMO HAITHCATD, U BBIIEP/KUBACTCS €/IHO-
o6pasue ocBeteHus u 3 GhEKTOB [7IsT BCeX BalliX TEHIEPOB.

Eciu Bbl pas6epérech ¢ Cglnclude-daiinamu u Gyaere ux MCHOJIb30-
BaTh IIPU HATIMICAHUH TIEH/IEPOB, TO CMOKETE 3HAUUTETBHO YCKOPUTH 9TOT
MPOIIECC, KPOME TOTO, €CJIU MOHAZOOUTCsI, TaKue Teiaepsl Oy/IeT Jerko
MoandunpoBarh. Tak 4To /aBaiiTe MPOJOJIKAM U3ydeHNE TEHIepoB 1
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IIOCMOTPHUM, KaKue Mojiesid ocBellleHus], GyHKINKA 1 BCTPOEHHbBIE Iepe-
MeHHbIe cocTosgHri Unity mpeocTaBisier HaM U3 KOPOOKH.

BcTpoeHHblie B Unity
Cginclude-dannbi

IIpesxe wem HawaTh micath Hanm cobersenmbie Cglnclude-daitnsr, Ham
HY’KHO Pa3oOpaThCst, KaKkye MOMOTHUTENbHbIE BOSMOKHOCTH JITIST HATITHX
meiizepos Unity yske mpeznocTasisieT 1o ymomadannio. [Ipn kommmsiiimm
MMOBEPXHOCTHBIX TreiiepoB Unity menaeT odyeHb MHOTOE 32 Hac. MIMeHHO
H09TOMY TIPOliece Harucanus meiiaepos B Unity Hactosibko npoct. DyHk-
UM U MaKPOCHI, KOTOPBIE MCIIOIB3YIOTCS MPU TeHepaIluyl MeHAepHOTO
KO/Ia, BBI MOKeTe HalTH B MallKe, Ky/1a BbI ycraHoBuim Unity, B momanke
Editor/Data/CGIncludes. Koa 13 Bcex aTux (hailioB T€M UK HHBIM 06-
Pa3oM YYaCTBYET B OTPHCOBKE 0OBEKTOB Ha 9kpam. Kakue-T0 U3 HUX OT-
BEYAIOT 3a OCBEIeHNe U TeHN, IPyTHe cofiepKaT BCIIoMoTraTeIbHbIe (DYHK-
I, @ TPETHU PEIAIOT 32 BaC TMPOBIEMbI COBMeCTUMOCTH Tmatdopm. Bes
9THX (hallIoB TPOIECC HATUCAHUS MIEHePOB OBLIT GBI TOPA3/I0 CIOKHEE.,

Hoxymenranuio, upegocrasisemylo Unity, Bbl MokeTe HaliTH 110 cJlesy-
oteMy azapecy: http://docs.unity3d.com/Documentation/Components
SL-BuiltinIncludes.html.

Iasaiite pas6epémcst ¢ atumu BerpoenHbiMu Cglnclude-daiimam,
BOCITIOJTb30OBAaBIINCh HEKOTOPBIMM BCIIOMOTAaTEJIbHBIMN Cl)yHKLII/IHMI/I u3
(aitna UnityCG.cginc.

MNMogroroBka

Jlo Hamrero yriyGJieHUsT B HallMCaHKe MIEHAePOB HaM TOTpedyeTcs Mmojl-
TOTOBUTH HECKOJIBKO PECYPCOB JIJIsI HaIlle ciieHbl. [Ipeskie yeM OTKPhITh
Bai meiizep B MonoDevelop, BBITOJTHHUTE CIEYIONIIE IeHCTBUSE:
1. CospaliTe HOBYIO CIIEHY W TOMECTUTE HA HEE TIPOCTYTO MOJIETh cde-
PBL.
2. Co3spmaiiTe HOBBI TIENIED U MaTepUaJl.
Hasnaubre mefizep MaTepuairy, a Mmatepuan — cdepe.
4. CospaliTe HATIPABJIECHHBIN NCTOYHUK CBETA M PACTIOJNOKUATE €TO HAJI
cepoii.
5. Temepb HaM HYKHO GYIET OTKPHITH Gailn UnityCG. cginc M3 Kata-
Jiora CGIncludes, PacloOJIOKEHHOTO B TIATIKe, B KOTOPYTO BbI yCTa-
HoBusin Unity. Tak MBI cMOKeM TTPOAHAIN3NPOBATD KOJ| BCTIOMO-

S
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raTesIbHbIX (DYHKIIUI 1 JTy4dllle HOHATD, YTO IPOUCXO/IUT, KOT/Ia MBI
UX UCIIOJIb3YEM.

6. HaaToMm mmare y Bac I0JKHA TIOMYIUTHCS CIIEHa, TTOXO0sKast Ha 1300-
PakEHHYIO Ha CJIelyloleM CKPUHIIIOTE.

Puc. 9.1. Bua noarotoBneHHOM CLEHbI

Kak aTo caoenarsb...

[TocJie TOro Kak MbI TIOATOTOBUM CIIEHY, MbI MOKEM TIEPEUTH K dKCIIepH-
MEHTaM CO BCTPOEHHBIMU (DYHKIIUSIMH, KOTOPBIE cO/eps:KaTcss B haiiyie
UnityCG.cginc. Crenalite IBONHOMN 1ETYOK MO CO3JIAHHOMY JIJIsT HAIeH
CIIEHBI LIelepy, YTOObI OTKPHITH ero B MonoDevelop 1 BcTaBuTh B HEro
CTIeLYIOTIH KO

1. Caenyromuii pparmeHT Koma n06aBbre B OJOK CBOHCTB HOBOTO
nreiiziepa. Mbl OyieM MCHOJIb30BaTh B HAIIEM TIei/iepe OHY TeKC-
TYpy U OAMH cJaiiep.

Properties

{
~MainTex ("Base (RGB)", 2D) = "white" ({}
_DesatValue ("Desaturate", Range(0,1)) = 0.5

}

2. Tlocse aroro mapaiiTe yOeauMcs, U4TO MbI CO3HAMU CBSI3b MEK-
Iy JaHHBIMHU 13 GJIOKA CBOMCTB 1 06J0Ka CGPROGRAM, JJISI 9TOTO
pasMecTuTe CIEAYIONMI KO Mocjie MHCTPYKIMI CGPROGRAM M
#pragma.

sampler2D MainTex;
fixed _DesatValue;
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3. U nakoHel, HaM HYKHO 200aBUTh B (DYHKIIMIO surf () CJemyio-
LI KOZL.
void surf (Input IN, inout SurfaceOutput o)

{
half4 c¢ = tex2D( MainTex, IN.uv MainTex);

c.rgb = lerp(c.rgb, Luminance(c.rgb), DesatValue);

o.Albedo = c.rgb;
o.Alpha = c.a;

}

[Tocsie Toro Kaxk BbI UBMEHUTE KO/, BBl JIOJIKHBI YBUETH HEUTO, TIOXO-
JKee Ha caeyonuii ckpuHinot. [lis cospanust apdekra obeciBeunBaHus
OCHOBHOI1 TEKCTYPBI HAIIIETO IIeii[epa Mbl BOCIIOJIb30BAJINCH BCTPOCHHOM
(ynxnumeit Luminance, kotopas naxoautcs B ¢aiisie UnityCG.cginc.

3Hauenue Desaturate: 0.0 3Hauenue Desaturate: 0.5 3Hauenue Desaturate: 1.0

Puc. 9.2. PasnnyHble cTeneHn npeobpa3oBaHns B OTTEHKM CEPOro

Kak aTo paboraer...

Vcnonb3yst BCTpOeHHYIO (DYHKIMIO Luminance (), Mbl MOJKEM OBICT-
po n106aBuTh B Ham mmeiizep adekT obeciBeYnBaHI, I €CIU YTOJl-
HO, — ahdeKT nIepeBosia B OTTEHKH ceporo. Mbl MOKEM UCIIOIb30BATD 9TY
bynkImio moromy, yTo haiia UnityCG.cginc, BKOTOPOM OHA HAXOIUTCS,
ABTOMATUYECKHU TMOJKJIIOYAETCS MpU paboTe ¢ TOBEPXHOCTHBIMU TIeii/ie-
pamu.

Ecau BBl oTKpOeTe (ailsi UnityCG.cginc B MonoDevelop u mpo-
cKpoJinuTe 10 276 CTPOKH, TO BbI HAWETE TaM Peaqnu3aiinio aToi hyHKINH.
Huske npuBouTest pparmenT Koza u3 aToro daiiia.

274

2751// TpeobpasyeM LBET B OTTEHKM CEPOTO.
276|inline fixed Luminance (fixed3 c)

27714

278| return dot (¢, fixed3(0.22, 0.707, 0.071));
2791}
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Tak kak aTa HyHKIMS HaXOAUTCS B (haiiyie UnityCG.cginc, KOTOPBII
Unity wucrosnb3yeT Ipd KOMIWISALWW HIEHepoB, OHA aBTOMATHYECKU
CTAHOBUTCS TOCTYIIHA HAM JIJIS1 UCIIOJIb30BAHMS B HAIUX Leiepax, 4To
YMEHBIITAET KOJUYECTBO AyOIUPYIONIErocss KOJAa, KOTOPBIH HaM MPUX0-
IUTCS caTh. BO3MOKHO, BBI 00paTHIN BHUMAHE, YTO PSIIOM HAXOIUTCS
(daiin Lighting.cginc. B aToM daiie 00bsiBIeHbI Bce MOIEIM OCBele-
HVIsT, KOTOPBIE MBI MOKEM HCTIOJb30BATH, KOT/IA J06ABIsSIEM B KO KOHCT-
PYKIUU BpoJie #pragma Surface surf Lambert. Takas KOMIIOHOBKA I10-
BBIIIIAET MOJIYJIBHOCTD 1 CTelleHb IIePerCIIOb3yeMOCTH KOJIa.

Co3paHue Cginclude-danna pna
XpaHeHus mogenen OCBeLLEeHNs

3HaTb 0 cyliecTBOBaHUU BeTpoeHHbIX (aitioB Cglnclude — ato xoporrio,
HO YTO JIeJIaTh, €CJIM MbI XOTHM HarcaTh cooctserHbiil Cglnclude-daiir,
4TOOBI XPAHUTH CBOU MOJIEJIN OCBEIIEHUST ¥ BCIIOMOTATEIbHbIE (DYHKITUN ?
Jlyist aTOTO CIiepBa HAM HYKHO OyIeT HEMHOTO Pa3obpaThCst ¢ CHHTAKCH-
COM, TIPEK/IE YeM MBI CMOKeM HadaTh 9P OEKTUBHO MCIIOTH30BATH TAKNE
baitnpl pu Hanmcanuwu TreliziepoB. JlaBaiiTe TTOCMOTPUM, KaK CIeJaTh
Cglnclude-aiin ¢ nys.

MNMogroroBka

Ha mpumepe To1i Jke cIieHbl, TIeiiiepa U MaTepuasa JaBaiTe MPOnHIEMCS TT0
poIeccy Co3/IaHus HOBOTO (haiijia st 9TOTo pelenTa. BoimoaHuTe cie-
JIyToTIIre IeVCTBUS:

1. TlepBbIM /1eJI0M CO3/1aiiTe HOBBIN TEKCTOBBIN (hailsl 1 HAB0BUTE €T0,
HarnpuMmep, MyCgInclude. txt

2. Tlociie 3TOro M3MEHUTE ero paciiupenue Ha . cginc. Windows Bbi-
JIaCT OKOIIKO TPEAYIPEKIECHNS, B KOTOPOM OYET HAIMCAHO, YTO
(aiir TakuM 06pa3soM MOJKET CTaTh HEIPUTOIHBIM, HO HE BEPhTE
emy — aits 6yzer paboTarh.

3. Nmmoptupyiite aTOT HOBBIH (hails1 . cginc B mpoekT Unity u mos-
BOJIBTE €My CKOMITMJINPOBATHCA. Ecy BCé TPOHIET yCIeNHO, BbI
yBuznute, uto Unity cmorma ckommunnposaTh ero B Cglnclude-
ait.

Terepb MbI TOTOBBI K TOMY, 4TOOBI 106aBUTH HAIll COOCTBEHHBIN KO/ B
aroT daiti. Cuenaiite ABOMHOM 11eauoK 1o coszanHomy Bamu Cglnclude-
(aiiry, utoObI OTKPHITH ero B MonoDevelop.
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Kak aTo coenarsb...

Otkpoie Cglnclude-gaiin, Mbr MOKEM MPUCTYIHUTH K HATMCAHWIO KOJIA,
KOTOPBII Oyjer paboTarh B HallleM HOBEPXHOCTHOM Iielizepe. Job6aBus
caemytonuii Kox, Bel mogarorosute Hamt Cglnclude-gaiin k pabore ¢ Ha-
ITMMU ITIOBEPXHOCTHBIMU H.[eﬁ[[epaMH, TP 9TOM BBl CMOJKETE U B I[a]IbHeﬁ-
1reM 06aB/ISATh KO B 9TOT (ailjl 110 Mepe HallucaHus Ieiaepos. BoinoJ-
HUTE CJIETYIONTYTO TOCAe0BATEIbHOCTD AEHCTBU:

1. Mot Hauném namr Cglnclude-caiin ¢ Tak HasbiBaeMOUN IUPEKTHBBI
nperpoiieccopa. JIMpeKTUBbI — 9T0 UHCTPYKIUK HATIOA00HE #pragma
1 #include. JlobaBbre ciemyionuii Koj B Hayajie Baiiero gaiiia.
#ifndef MY CG INCLUDE
#define MY CG INCLUDE

2. 3aTeM KasKJbI Pa3 HaM HYKHO TTPOBEPSITH, YTO MBI 3aKPBLJIN HAIIIN
cekuuu #ifndef uin #ifdef c nomoublo #endif. Ham myskno
3aKpbIBaTh UX, TAK JKe Kak, HallpuMmep, B orieparope if B a3bike C#
TMOJKHBI OBITH B CKOOKH (). JloGaBbre cremyiommii Ko cpasy
1ocJie JUPEeKTUBHI #define.

#endif

3. Temepb MbI MOKeM 3aHAThes copepxuMbiM Cglnclude-daiina. ITo-
HTOMY MBI 100aBJIsIeM B HETO CJIEYIONIHIT KOJI.

//HacTpanuBaeMble BCTPOEHHEIE II€PEMEHHEIE .
fixedd MyColor;

//Moneny OCBElEeHNs .
inline fixed4 LightingHalfLambert (SurfaceOutput s, fixed3
lightDir, fixed atten)

{
fixed diff = max (0, dot(s.Normal, lightDir));

diff = (diff + 0.5) * 0.5;

fixed4d c;

c.rgb = s.Albedo * LightColorO.rgb * ((diff * MyColor.
rgb) * atten * 2);

c.a = s.Alpha;

return c;

}

4. Ilocse Toro Kak Bbl 3aBeplLIMTe IIPeJbLAyLINe 1eiicTBYA, y BacC 110-
syuntest iepsbiit rotosbiii CgInclude-daii. C momMorbio aTHx He-
CKOJIBKUX CTPOK KOZIa MBI MOKEM CYIIECTBEHHO COKPAaTUTh KOJIH-
YeCTBO KO/, KOTOPOE HaM HY/KHO OY/IET MepernuchiBaTh KakKIbli
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pas. Terrepb MbI MOKEM XPAaHUTb B 3TOM alijie Hali MO/IEJIH OCBe-
IEHUs, KOTOPBIME MbI ITOCTOSIHHO MOJIb3YeMCsl, YT0ObI He ToTe-
parb ux. Koz nonyuusuerocss Cglnclude-daiina npusenén nuxe.

#ifndef MY CG INCLUDE
#define MY CG_INCLUDE

//HacTpanBaeMele BCTPOEHHEIE [IE€PEMEHHEE .
fixedd _MyColor;

//Momenu OCBEUeHus .
inline fixed4 LightingHalfLambert (SurfaceOutput s, fixed3
lightDir, fixed atten)
{
fixed diff = max (0, dot(s.Normal, lightDir));

diff = (diff + 0.5) * 0.5;

fixed4 c;

c.rgb = s.Albedo * LightColorO.rgb * ((diff * MyColor.
rgb) * atten * 2);

c.a = s.Alpha;

return c;

#endif

Ho mam morpebyercsl BBIIOJIHUTH €IE HECKONbKO AEHCTBUIA,
IPEKIE YeM MBI CMOKeM UCIIOJIb30BaTh Kox us storo Cglnclude-
(aiiya. Ham Heo6X0MMO [aTh yKa3aHue Meiiepy, ¢ KOTOPbIM MbI
paboTaeM, 4To OH JOJKEH UCII0Ab30BaTh 9TOT (hailj 1 ero Koz, Bei-
MIOJTHUTE CJIEIYIONINe TeHCTBUS.

Tenepn, Kor1a Mbl CKOHIIEHTPUPOBATIUCH HA HAIIIEM TIEl/Iepe, HaM
Hy»KHO noaxmounTth Hamr Hosbiid Cglnclude-daiin, 4yro6b1 MOKHO
ObLIO TOOPAThCs 0 codepsKallerocs B HEM Kona. JJobaBbre K au-
PEKTHBAM KOMIUJIATOPA IUPEKTURY #include.

CGPROGRAM

#include "MyCGInclude.cginc"
#pragma surface surf Lambert

6. Iloka uyto Hamm Teliziep UCIONb3YeT BCTPOEHHYIO MOJETbh OCBE-

menua Lambert, Ho MBI XOTHM, 4TOOBI OH UCIIONB30BA CO3AH-
nyto Hamu B Hatmem Cglnclude-gaiine momens ocserenust Half
Lambert. A nockosbky Mbl noaksouran Haim Cglnclude-daiin,
MBI MOJKEM HCII0JIb30BaTh Mozesb ocBerienns Half Lambert ¢ mo-
MOII[BIO CJIEYIONIETO KOJIA.
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CGPROGRAM
#include "MyCGInclude.cginc"
#pragma surface surf HalfLambert

7. U naxownerr, Mb 00bs1BusM iepemernyio B Harem Cglnclude-daii-
Jie, 4TOOBI TIOKA3aTh, YTO MBI MOYKEM TIOJITOTOBUTH TIEPEMEHHBIE TT0
YMOJIYAHWIO JIJIST UCIIOJIb30BaHusI B HaleM Imeiiaepe. YToObl yBuU-
TeTh, Kak 9TO paboTaeT, B OJIOK CBOICTB BaIero Tietizepa 106aBbre
CTIeTyIOTIIH KO/I.

Properties

{
~MainTex ("Base (RGB)", 2D) = "white" {}
_DesatValue ("Desaturate", Range(0,1)) = 0.5
_MyColor ("My Color", Color) = (1,1,1,1)

}

Ecnu He 610 OTyIIEHO OMUOOK, TO Toce BosBpaienus B Unity
daiin Cglnclude u meiigep CKOMIMIUPYIOTCS, ¥ BbI YBUIKTE, YTO HAII
melziep MCIob3yeT Hairy HOBYIO Mozenb ocBentenust Half Lambert, a
Ha 3axianke VIHcmekTopa MaTepuasoB MOSBUJIACH MaiuTpa IBera. Ha
CJIeyIoNieM CKPUHINOTE ITOKAa3aH Pe3yJIBTaT MCIOJb30BAHUS HAIIETOo
Cglnclude-aiina.

Puc. 9.3. Pesynbrat paboThl HaLLero weaepa,
mncnonb3youero ¢pannsl Cginclude

Kak aTo paboraer...

ITpu pabote ¢ wmeiigepaMu Mbl MOKEM MUMIIOPTHPOBATH BHEIIHUE OJIOKU
KO/Ia C TIOMOIIIBIO JIMPEKTUBBI TIPEIpoileccopa #include. JTa AUPEKTUBA
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roBoput Unity, 4TO MBI XOTHM HCIIOJIH30BATh B HAIIIEM TIeiiepe Ko, Ha-
XOJIATINNCS B yKa3aHHOM (haiijie, — ¢ 3TOI IMPEKTUBOM 1 CBSI3aHO HA3Ba-
Hue daiinos Cglnclude. Ml «Briouaem» (include) ¢pparmentsr Cg-koza
C TIOMOIITBIO TUPEKTUBHI #include.

Ha camom nieste #include He CO3MA€T «CCHLIOKY Ha (aliiTbl, KaK, HAPH-
Mep, OTIepaTop import B Java, OH TPOCTO KOMUPYET MIPU KOMITUJISIINN KOJT
13 yKazaHHOTo (aiiya B Bam mekep. Tak 4To ecn JBa paza BKIOUYUTH
OIMH U TOT sKe (hails, To B TIeliiepe OKaKETCS /[Ba OANHAKOBBIX GJIOKA
KOJIa ¢ IyOMUPYIONMMICS HA3BAHUSMU (DYHKITHH U TTePEMEHHBIX, 1 TAKOI
meiiziep He ckommuaupyercst. Koreuro, ecan Bbl paboTaere TOIBKO ¢ Ofi-
HuM Cglnclude-daiinom, 1erko mpocseanuts, 4ToObl TOJOOHOIO He IPOU-
souwto. Ho korzga y Bac Oyzaer Heckoanbko Cglnclude-daiinos, kotopbie
CCBLTAIOTCS AAPYT Ha JIPYTA, JIyUIlle MOJb30BAThCSI CTAPBIM TIPOBEPEHHBIM
METOIOM PabOTBI ¢ TOMOIIBIO #1fndef. B 1aHHOM mprMepe MbI HCTTIOJb-
3yeM JIMPEKTUBY #1i fnde £, 4TOOBI TPOBEPUTB, He GBI JIM OTPE/IeTIeH HeH-
TUDUKATOP C IMEHEM MY CG INCLUDE, eCJIM HET, MBI OTIpe/IeJIsieM €TO C
TIOMOIIIBIO TUPEKTUBBI #define M BCTaBJsieM HeoOXOAUMBIH Ko, MHaue
He gesaeM Hudero. Takum obpasom, eci Hamr Cglnclude-daiin 6bun yike
KOT/Ia-TO CKOTIMPOBAH B KOJI Iefiiepa, MIeHTU(MUKATOP MY CG INCLUDE
Gynet yike o6bsapier, u Unity mpomycTuT xyGaupyomuiicst Koj.

Temepp BBI BUANTE, KaKkue TMPEUMYIIECTBA JAET HAM HCIOJIh30BAHUIE
Cglnclude-daiinos, B KOTOPBIX MbI MOKEM XPaHUTh BCE HAllK MOIEJIH
OCBEIIEHUS ¥ HAIM COOCTBEHHbIE TIEPEMEHHBIE, YTO B OOJIBINON CTEMeHH
CHIKAET KOJMYECTBO KOJA, KOTOPOEe HaM HY:KHO mucath. Ho, emé 607b-
TIFe BO3MOKHOCTH JIJIST TIPUIAHNST THOKOCTH BallleMy Teiepy maér o0nb-
sIBJIEHME HECKOJIBKUX cocTostHUi (yHkimii B (haiinax Cglnclude.

NUcnonb3oBaHue #define
B LUenpepax

Ternepb MbI yMeeM UCIT0Jb30BaTh BeTpoeHHbie B Unity Cglnclude daiier,
a TakKe co3maBath cobcTBentbie Hecmoxkubie Cglnclude-daiims 1ist 06b-
CANHCHNA B HUX HallIUX MOIIeJIefI OCBEIIEeHMA, IEPEMEHHBIX M BCIIOMOTa-
TesbHbIX (hyHKIMN. /laBaiiTe TOCMOTPUM, KaK MBI MOKeM MCIIOJIb30BATh
Cglnclude-daiinbr Gosee puHaMuuHO 1 60siee 3hHEKTUBHO, YTOOBI TIO-
BBICUTD CTETIeHb MO/LYJIbHOCTH HAITNX MIEU/IEPOB € ITOMOTIBIO COCTOSTHUM,
KOTOPbI€ MBI MOYKEM BKJIIOYATh 1 BBIKJIIOYATh.

IIJIH JEMOHCTpaImnm ITON 1€ Mbl U3MEHUM HaIlly MOJZI€JIb OCBEIICHUA
Half Lambert, koTopyto MbI cO31aii B OCJAEIHEM PEIENTe, TaK 4TOObI
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UMeTh BO3MOKHOCTD BKJIIOYATh 1 Bbikaouarh addexr Half Lambert. Ta-
KM 06pa3oM, ecid MBI B Tieiiiepe o6bsiBiIsieM, 4To nucnosbayercst Half
Lambert, Haria MOJIeTb OCBEIEHUST UBMEHUTCS CO CTAHAAPTHONW MOJIEIIH
ocsenenust NdotL na mozens Half Lambert.

JlaBaiite mOCMOTPUM, KaK 9TO pabOTaeT, MCIIOABb3YsT YKE CO3JaHHbIE
Hamu acceTbl. Ham moTpeGyeTcss BHECTH B KOJ JIUITb HEOOJBIITIE H3Me-
HEeHUS.

Kak aTo cgenarsb...

Hauném mblI ¢ Toro, uto o6parum Buumanue Ha Hai Cglnclude-daiin. Mepr
XOTHUM, 4TOOBI MOJIEJTb OCBEIIEHMS UMeJIa IBa COCTOSTHMS. JIJist 9TOrO BbI-
HOJIHUTE CJIeYIOIINe AeHCTBIS:

1. TlepBbIM cocTOsTHUEM Halell Mojesu OyaeT Mozaesb 1uddysHoTo
ocserennst NdotL, a BTOPBIM COCTOSTHIEM — MOJIENTb OCBETIEHNST
Half Lambert. To6assre B Barm daitn Cglnclude caemyrormmit
KOJL.

#ifndef MY CG_INCLUDE
#define MY CG_INCLUDE

//HacTpauBaeMele BCTPOEHHLIE IIE€PEMEHHEE .
fixed4 MyColor;

//Momenu OCBEUeHUs .
inline fixed4 LightingCustomLambert (SurfaceOutput s, fixed3
lightDir, fixed atten)
{
fixed diff = max (0, dot(s.Normal, lightDir));

#ifdef HalfLambert
diff = (diff + 0.5)*0.5;
#endif

fixed4 c;

c.rgb = s.Albedo * LightColorO.rgb *
((diff * MyColor.rgb) * atten * 2);

c.a = s.Alpha;

return c;

#endif

2. Majee HaM HYKHO OyeT OOHOBUTD Y HAIIIETO MIeiiepa IUPEKTHBBI
KOMITUJISITOPA.
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CGPROGRAM
#define HalfLambert

#include "MyCGInclude.cginc"
#pragma surface surf CustomLambert

3. Coxpanwure Bamr Cglnclude-daiin u mefinep, sarem BepHUTECH B
Unity, 4To6bI OHU CKOMITUTUPOBAINCH. EC/i BCE MPOIILIO XOPOIIIO,
TO BBl HE 3aMETHUTE PA3TUIUA. ITO TIOTOMY, UTO MBI JIaJIl yKa3a-
uue Unity 00bsiBUTD HAEHTH(HUKATOP Hal fLambert, KOTOPBIH HC-
MOJIb3yeTCsT B KoJIe Harell (GyHKIMN ocBelieHust. Takum 06pasom,
KOJL MEKY #1fdef ¥ #endif OyAeT BBIIOTHEH.

4. BepHuTech K BalieMy Ieiiepy 1 3aKOMMEHTUPYHTE TOJIbKO UYTO
nobasmennbiii gedaitn. Coxpanure ero u BepHuTech B Unity, uto-
ObI OH CKOMITMJIMPOBAJICSL.

CGPROGRAM
//#define HalfLambert

#include "MyCGInclude.cginc"
#pragma surface surf CustomLambert

Ecm BCE mpoInio Xoporo, To Bbl YBUAUTE, YTO HAII INEHAED Ternephb
UCIIOJIb3YET CTaHAapTHyIo Mogenb ocsemenuss NdotL. Tak mpoucxo-
JNUT TIOTOMY, Y4TO TEIEpb MbI 0OJblle He OODBSABIASAEM HAEHTH(OUKATOD
HalfLambert, noatomy Unity npu KOMIIMJIAIINU IPOMYCKAET ITOT ydac-
ToK Koaa. C IIOMOIIBIO HTOrO NpHéMa HalMCAHUE NIEHEPOB CTAHOBUTCS
6osiee THOKUM 1 GoJiee a(DPEKTUBHBIM, TIOCKOJIbKY HaM He TPUXOIUTCS
MOCTOSTHHO TIEPEINCHIBATD WU yAAIATH O0JIbIIMe ydacTKK Koza. Ha cie-
AYIOIEM CKPUHINOTE MPUBOAUTCS PE3YJIBTAT PabOThI HAIIETO HOBOTO MO-
JIyJIBHOTO TIeniepa.

He ncnonbayem nonb3yem
#define HalfLambert #define HalfLambert

Puc. 9.4. PesynsTaT paboThl LIengepa
c 1 6e3 anpekTuBbl #define HalfLambert
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Kak aTo pa6oraer...

Kak BuanTe, 00bEM HEOOXOAMMOrO HaM Ha JAHHOM JTalle KOja MUHUMA-
JieH. Vcmosib3yst 3TOT MPOCTON METOJT, MbI MOKEM CO3/IaTh OOJIBIIOE YUCIIO
BapuaIuii Hamux MoJiesieii ocsentenus. C MOMOIIBIO IUPEKTUBBL #1ifdef
™Mbl roBopuM Unity nckath onpesiesieHue, ciaeayoliee 3a #ifdef, B HaleM
ciydyae — HalfLambert.

Korma Mbr 00bsIBJISIEM B HAllleM Iiiefiiepe AUPEeKTUBY #define, Unity Ha-
YUHAeT MCKATh yKAa3aHHOE Olpe/ieIeHre BO BCeX TOKIIIOUEHHBIX (hailrax.
Ecisn Unity BeTpeTuT HYKHbIH #1fdef, To OHa Oy/IeT UCIOIB30BATh KO,
pacmoJiaralomuiics 10 TMpeKTUuBbl #endi £. Hy>kHO MOHUMATh, HACKOJIBKO
OTBETCTBEHHBIM CTAHOBUTCA 3alaHUE UMEH JJIA 9TUX I/IZICHTI/ICI)I/IKaTOpOB,
Be/lb BaM MPUJIETCS YIAOCTOBEPUTHCS, YTO Bl HE COOMPAETECh UCIIOJIB30-
BaTh yiKe 33/IeHCTBOBAHHOE UMS.

[oBpimenne adhdexTUBHOCTH HATMCAHUS MIEHAEPOB C TOMOIIBIO
Cglnclude-daiinos 3akioyaercs He TOJIBKO B TOM, UTO HAM He IIPUXOUT-
cst y6simpoBath Oosibinne 00bEMBI KOJIa B KaKIOM MIEHepe, HO TaKKe
U B TOM, YTO C MOMOIIBIO 3TUX (DAllIOB MOKHO XPaHUTH OOJIBIIIOE KOJIU-
4eCcTBO MoJIesielt ocBereH st Takum 00pazoM, CTAaHOBUTCSI TOPA3JIo MPOIIe
BCIIOMHUTD U BBIOPATH HYKHYIO MOJIe/Ib OCBELIEeHUsI, a TaKKe, HallpuMep,
U3MEHUTD €€ TaK, YTOObI OHA MCII0/Ib30BaIa HECKOJIbKO cocTostHuil. [Tpej-
CTaBbTE, KAKOBO OBLIO GBI MOMBITATHCSI 3ATTOMHUTD BCE MOJIE/TN OCBEIIEHIST
13 3TOM KHUTH UJIH JIA5Ke TPOCTO BBIMTUCATH X B OJIOKHOTHK TSI IaJIbHEl -
mero npumenenus. Vcnonbzosanue Cglnclude-gdaiinios nomoxer Bam
crath Oosiee 3(h(HEKTUBHBIM M OPraHM30BAHHBIM IIEHIEPHBIM TPOTPaM-
MUCTOM.
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Cozpanme 3KpaHHbIX

apdexror B Unity
C NOMOLLLIO PEHAEP-TEKCTYP

B aT0ii ry1aBe BBI y3HaeTe 0:

¢ HamMcaHWM CKPUITOB IS TOJHOIKPAHHBIX 9(h(DEKTOB;

¢ peanuzanun 3h(GEKTOB U3MEHEHHsT APKOCTH, HACBILEHHOCTH W
KOHTPACTa,;

¢ cosjgaHuu pekUMOB Osenaunra Ha nogooue Photoshop;

¢ peanuszanuu pesxuma 6aengunra Overlay.

BBepeHue

OpuH u3 Hawmbosiee BIIEUATISIONINX ACIEKTOB U3YUYEHUST IMIEHAEPOB, —
9TO HAIMCAHUE BallUX COOCTBEHHBIX MOJHOIKPAHHBIX 3(P(EKTOB, TaK-
JKe M3BECTHBIX Kak TocTa(hdexTsr nan dynckpuH-adhdexTsr (0T aHTI.
Jullscreen, — monHoskpaHublil). Vcnonbdys GyackpuH-3(eKTb, Mbl
MOZKEM CYIIECTBEHHO YJIYUIUTh KAPTUHKY, HAITPUMED TIPH TTOMOTIH 3(h-
¢dexroB Bloom, Motion Blur, HDR u apyrux. BoibnHCTBO COBpeMEH-
HBIX UTP aKTUBHO MCHOJIB3YET MOCTI(M(EKTHI, HATTPUMED JIJIST PEaT3aIun
a¢dekros rayounst (Depth of Field umu DOF), cBeuenus (Bloom) nim
KOPPEKIUH I[BETA.

B ar10i1 rs1aBe MBI HAUHEM C M3YyUYEHUS] CKPUIITOB, KOTOPbIE TTO3BOJIST
HaM cos/aBath 9T addexTl. Mbl y3HaeM 0 penzep-Tekcrypax (render
texture), o Tom, uro Takoe 6ydep rayounnt (depth buffer), u o cozparnun
3(h(}HEKTOB, € TOMOIIBIO KOTOPBIX MBI MOKEM TaK Ke JIETATbHO KOHTPOJIH-
poBarb 1BeT (HUHAIBHOTO peH/epa, Kak B Photoshop. Hauas ucmonbso-
BaTh TTOJHOSKPaHHbIE 3(D(PEKTHI B CBOUX UIPAX, BbI HE TOJBKO TIOTIOJHUTE
CBOIO KOTIMJIKY [TPUEMOB HATIMCAHUS MIEHIEPOB, HO U MOJYIUTE BO3MOJK-
HOCTD co3/aBath B Unity HEBEPOSITHO KPACUBYIO KAPTUHKY B PeabHOM
BPEMEHH.
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Co3paHue cKkpunToB
ONA NOJIHO3KPaHHbIX 3¢ deKToB

[MosHosKpatHbie 3 deKThl paboTatoT ciaepyomumM obpasom: Unity peH-
JEepUT n300paskeHre ¢ KaMephl, OTAAET TEKCTYPY B 3(hdEKT, KOTOPHIH,
ucnonbsys meigep Ha GPU, HyKHbIM 06pazoM HM3MEHsIeT KayK.bIil
[UKCEJb TEKCTYPBl ¥ BO3BpaliaeT MoAUDUIINPOBAaHHOE U300paskeHUe
obpaTHO. TakuM 06pazoM, Mbl MOKEM BBITIOJHATH B PEaJbHOM BPEMEHU
MOMUKCENbHbIE OTEPaIlii Hajl OTPEHAEPEHHBIM M300pakeHUEM WTPHI,
4TO AaéT HaM OOJIBIIUI XYZ0KECTBEHHBIH KOHTPOJIb Haj (bUHAIbHON
KapTUHKO.

ITpeacraBbre, Kakoro GbLIO Obl KOPPEKTHPOBATh KaKIblil MaTepual
KayKJ[0T0 OT/AeJbHOTO0 00BEKTa B Ballell Wrpe, 4ToObl BCETO JIUIIb H3Me-
HUTH KOHTPACTHOCTH UTOTOBOTO N300paskenus. Koneuno, MOKHO ObLIO Obl
HOCTYNUTH ¥ TaK, HO Ha 9TO YIILJIO GbI OUeHb MHOTO BpeMeHH. C TIOMOIIbIO
dynckprut-3PHEKTOB MBI MOKEM KOPPEKTHPOBATH HTOTOBOE M306paske-
HIe cpa3y Ha BCEM DKpaHe, 4To JaéT HaM KOHTPOJIb Ha ypoBHe Photoshop
3a (UHAITBHON KApTUHKOM.

Yrobbl HauaTh pasbuparbcs B mocTtaddekrax, Ham MoTpeGyeTcs
HAMUCaTh CKPUIIT, KOTOPBIE Oy/IeT BHICTYIAT B POJIU MOCPEIHUKA MEKIY
Unity u meiiziepoM, 1 nepegaBarth TEKyIee OTPEHIEPEHHOE N300paskeHNE
B Bujie pergep-rekcrypsl (render texture). HacTpous cKpunT AJs mepe-
Jlau’ TEKCTYPBI TIEHIepy, Mbl CMOKEM MCIIOJb30BATh €ro JIJIsI CO3MAHMS
Pa3INYHBIX MTOJTHO9KPAHHBIX a(pekToB. B KauecTBe Halero mepBoro a¢-
(pexta MBI HamUIIIEM OYeHb MPOCTOH AP deKT TepeBosia B OTTEHKN CEPO-
ro, IpY MPUMEHEHH KOTOPOTO Hallla UTpa ctaHeT uépHo-Genoil. lasaiite
MMOCMOTPUM, KaK K€ 9TO C/IeIaTh.

MNMoaroroBka

Jlist Havajia HaM HYKHO OyJIeT MOATOTOBUTh HECKOJIBKO aCCETOB B HAILIEM
Unity-mipoexre. /{7151 9TOTO BBITIOJIHUTE CJEAYIONTNE IEHCTBUS:

1. B rekymem npoekre coznaiite HoBbli C#-CKPUIT U HA30BUTE €r0
TestRenderImage.cs.

2. CospaiiTe HOBBIH TIeli/iep M HA30BUTE €T0 ImageEffect.shader.

3. Coszpaiite pocTyto chepy 1 HazHAubTe €if HOBBIN MaTepuas. JTo
MOJKET OBITH COBEPIIEHHO MTPON3BOIBHBIN MaTepral, HO IS Ha-
IETO MPUMepa MBI PEITIIN UCTIOTBb30BaTh MPOCTOi Specular-ma-
Tepraj KPacHOTO I[BETA.
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4. Jlamee cosjaiiTe HOBBIN HallpaBJIEHHBIN NCTOYHUK CBETA U COXpPa-
HUTE CIIEHY.

ITocne TOTrO, KaK Bbl ITIOATOTOBUTE BCC H606X0ﬂﬂhﬂﬂe pecypcnl, Ballla
CIl€Ha JOJIPKHA BBITJIA/IETD IIPUMEPHO KaK Ha CJACAYIONIEM CKPUHIIIOTE.

Puc. 10.1. Bua noarotoBneHHoOM CLeHbl

Kak ato caoenarsb...

Yrober cienarh s et mepeBoja B OTTEHKH Ceporo, HaM TTIOHa005TCst
COOTBETCTBYIONINHN cKpUNT U meiisep. [loaTomy ceifuac Mbl 3aiimMémcst nx
cozmanuem. CHauasa Mbl IPUCTYTUM K Hanucanuio CH-ckpunra. ITOT
ckpuiIt Oyzer 6a3oil 11 Beex Hamux dysnckpur-addexros. ITocie aToro
MbI HaITNIIEM meix’mep 1 TOCMOTPHUM Ha PE3YJIbTaTbl IPUMEHEHU A HaIIEeTO

addexra.

BoimonnuTe caenyiornine aeiicTBus:

1. Orkpoiite C#-ckpunT TestRenderImage.cs WM CO3/aiiTe He-
CKOJIBKO TIEPEMEHHBIX, KOTOPbIE HaM TOTPEOYIOTCS I XPaHeHUsT
BaKHBIX OOBEKTOB ¥ JIAHHBIX. J[06aBETE CIIEAYIONMI KO/l B CAMOM
HayaJie KJjlacca TestRenderImage.

public class TestRenderImage : MonoBehaviour
{
#region Variables
public Shader curShader;
public float grayScaleAmount = 1.0f;
private Material curMaterial;
#endregion



--.I [naea 10. Cozganue skpanHbix 3¢ dekrtos B Unity...

2. YT06BI MbI CMOIJIM pPeNaKTHPOBaTh 9(PGEKTH B PeanbHOM Bpe-
Men, Korfa pepakrop Unity we Haxomurest B peskime play, Ham
noTpeGyeTcst 106aBUThH CIEAYIONIYIO CTPOUKY TePel 00 bABICHIEM
KJjacca TestRenderImage.

[ExecuteInEditMode]

public class TestRenderImage : MonoBehaviour

{

3. Tlockombky Harr yacKkpuH-a¢dEKT UCIoirb3yeT mekigep s Bbl-
TIOJTHEHUS TTOTIMKCETLHBIX OTIEPAIMiA ¢ OTPEHICPEHHBIM U300paKe-
HUeM JiUIs paboTh 1iefiziepa, HaMm moTpeGyeTcst co3/aTh MaTepuall.
Bes nero Mbl He cMOZKeEM MOJIYYUTH TOCTYI K CBOWMCTBAM Iieiijiepa.
[Toatomy mbI cosnaém C#-cBoiicTBO, KOTOpOE OY/IET TIPOBEPSITH Ma-
Tepuasl ¥ CO3/1aBaTh €ro, ecJii OH He 6buT co3an. J[obasbre cienyio-
U KO cpasy mocJie 0ObsIBIIEHHBIX HA TIEPBOM IIIare epeMeHHbIX.

#region Properties

Material material

{

get
{
if (curMaterial == null)
{
curMaterial = new Material (curShader);
curMaterial.hideFlags = HideFlags.HideAndDontSave;
}
return curMaterial;
}
}
#endregion

4. Temnepb HAM HYKHO TPOBEPUTD, TIOIEP;KUBAET JIM TEKYIIAST TIJIAT-
(bopma, o1 KOTOPYIO MBI NIEeTaeM urpy, pyackpun-agdexror. Eciu
He MOJJIEePKUBAET, CKPUIIT aBTOMATUYECKN BBIKJIIOUNT CeOsL.

void Start ()

{
if (!SystemInfo.supportsImageEffects)

{

enabled = false;
return;

if (!curShader && !curShader.isSupported)
{

enabled = false;
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5. II]IH TOTO 4TOOBI IIoJIy4aTb OTPEeH/IepeHHOoe H306pa>1<eHI/Ie B HallleM

aqxbeKﬂzHaM}QDKHOHO6aBHTbBCKpHHTMeTOHOnRenderImage(L
B KOTOpbﬁi[jnﬁy’6yﬂeT nepeaaBaTb peHﬂep-TeKCTypy(3H306pa-
JKeHHeM C 9KpaHa.
void OnRenderImage (RenderTexture sourceTexture, RenderTexture
destTexture)
{

if (curShader!= null)

{

material.SetFloat (" LuminosityAmount", grayScaleAmount);
Graphics.Blit (sourceTexture, destTexture, material);

Graphics.Blit (sourceTexture, destTexture);

6. B namem  addexre  Mb  onpemesnin  MepeMEHHYIO
grayScaleBmount, KOTOPYIO MbI UCIIOJTb3YEM JIJIsT KOHTPOJIST HAJL
CTeleHbio obecIBeYMBAHNS WTOrOBOW KapTUHKHM. EEé 3HaveHus
JIOJIKHBI JeskaTh B aAuanaszone ot 0 1o 1, e 0 — adpdexr BoikIIIO-
yen, 1 — uzobOpakeHue IMOJHOCTHIO YepHO-0es10e. Mbl OyaeM 1po-
BepSATh 3TO B MeTojie Update (), KOTOPBIN BBITIOJHIETCS KaXK bl
KajIp.
void Update ()

{

grayScaleAmount = Mathf.Clamp (grayScaleAmount, 0.0f, 1.0f);
}

7. U HaKkoHeIl, MbI 3aBEPIIUM HAITHCAHUE CKPUIITA, YOETUBIIHCD, 4TO
[IPU €r0 BBIKJIIOUEHUH MbI yIQJISIEM BCE CO3MaHHBIE HAMU 00bEK-
TBI.

void OnDisable ()
{

if (curMaterial)

{

DestroyImmediate (curMaterial) ;

}

Terepp, ecam cKpUNT TestRenderImage.cs CKOMITMJINPOBAJICS B
Unity 6e3 o160k, MbI MOKEM Ha3HAUNTD €70 Kamepe. /laBaiite HazHauNM
€ro Hatreil MaitH (0T aHTJI. main, — TJIABHBIN ) KaMepe B cileHe. B cBoiicTBax
CKPUIITA BBI JIOJLKHBI YBUJICTh 3HAUECHUE IEPEMEHHOM grayScaleAmount
1 TIOJTe TS Tieliiepa, HO MPU 9TOM CKPUTIT BLIIAET OMUOKY B OKHE KOH-
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comu. B coobrmennu 06 ommbke HAMMCAHO, YTO OTCYTCTBYET 9K3EMILISIP
06beKTa U CKPUIIT He MOYKET KOPPEKTHO BBITIOJHUTHCS. ECIIN BB TOMHWUTE,
Ha 4-0M II1are MbI OCYIIIECTBJIIEM PsI/ TPOBEPOK HA HAJMYUeE TIiefiepa 1 Ha
€T0 MOJI/IEPIKKY TeKyTIel 1maTdhopMoil. A MMOCKOJIbKY MbI He 3a/IaJTH 1ei-
Ziep Ui HAIIETO CKPHIITA, TlepeMeHHas curShader CONEPKUT 3HAUEHUE
null, 4TO ¥ TIPUBOJIMT K TOSIBJICHUIO OMIUOKH.

JaaiiTe nmpoossKkuM paboTy Haj HamuM GyacKkpuH-3ddeKToM, Harm-
CaB IIeiiiep sl HEro:

1. Hauném mammcanue mielijiepa C CO3[AaHUS TEPEMEHHBIX, C TIO-
MOIITBI0 KOTOPBIX MBI CMOJKEM TIepeiaBaTh JaHHbIE B TIEHeD.

Properties

{
~MainTex ("Base (RGB)", 2D) = "white" {}
_LuminosityAmount ("GrayScale Amount", Range (0.0, 1)) = 1.0

}

2. Ham meiizep He OyIeT UCII0Ib30BaTh BO3MOMKHOCTH IIOBEPXHOC-
THBIX IIeiiepoB B Unity, BMECTO 3TOTO MBI CAMU Peau3yeM Hy K-
HYI0 HaM TTHKCEIbHYIO (hyHKINIO. TakuM 06pasoM, MbI TTOJIYYIM
6osiee a9 deKTUBHBIIN Hieligep A Haliero ¢yackpuH-sddexTa.
Jlys 3TOro MBI CO3/IaJlUM HOBBIN OJIOK Pass B HallleM Iieiije-
pe 1 100aBUM B HETO II0KA 4YTO €Ilé HOBbIE [JIs HAC AUPEKTHBBI
#pragma.

SubShader
{

Pass
{
CGPROGRAM
#pragma vertex vert img
#pragma fragment frag
#pragma fragmentoption ARB precision hint fastest
#include "UnityCG.cginc"

3. UT006bI MOJTYYUT OCTYII K JAHHBIM, IIEPECHLIAEMbIM B Iei1ep 13
penakropa Unity, Ham norpedyercs 00bIBUTh COOTBETCTBYIOLINE
nepeMeHHbIe B 6J1I0Ke CGPRGORAM.

uniform sampler2D MainTex;
fixed ~LuminosityAmount;

4. 11 maxoser, BC€, 4TO HaM OCTaETCS CllejiaTh, — 9TO IHMOJATOTOBUTD
MUKCEeTbHYI0 (DYHKIINIO, B HallleM cjiydae frag (). TyT-To B Haliem
HOJHO9KPaHHOM dddexTe 1 OyeT MPOUCXOAUTh BCE caMoe UH-
tepectoe. Ita GyHKIMA Oyaer 06padarbiBaTh KasKAblil IHKCEb
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peHaep-TeKCTypbl M BO3BpalllaTb HOBOE 1/1306pa>1<eH1/1e CKPHUIITY
TestRenderImage.cs.
fixed4 frag(v2f img i) : COLOR
{
//TonyunM 1BET U3 PEeHOEepP-TEeKCTYPH,
//wncnone3ysa UV-KOOPAMHATE M3 CTPYKType v2f img.
fixed4 renderTex = tex2D( MainTex, i.uv);

//llpyMeHVM 3HadeHMe SPKOCTM K Hallell pPeHIep-TeKCType.

float luminosity = 0.299 * renderTex.r + 0.587 * renderTex.g +
0.114 * renderTex.b;

fixed4 finalColor = lerp(renderTex, luminosity, LuminosityAmount);

return finalColor;

}

ITocue Toro kak Hai meizep Oyaer roTos, Bepaurech B Unity, 4ToObI OH
CKOMITUJIUPOBAJICS, ¥ yOEIUTECH, UTO He OBIIO A0myIeHo omubok. Ecau
BCE IIPOIILJIO XOPOIIIO, Ha3HAUbTE CKPUITY TestRenderImage.cs HOBBII
nieliziep 1 UI3MEHUTE 3HAUYEHUE TTePeMeHHOI grayscale. [locse aToro Bb
JIOJKHBI YBUJIETh, KAK Ballla UTPa MIpeBpaIaeTcs M3 1BETHOM B 4EpHO-
Geayio. Crenyiotiiee n3006paskeHne HarJISAHO WITIOCTPUPYET PE3yJIBTaT
npuMeHenus aToro agdexra.

3Hauenue Grayscale: 0.0 3Hauenue Grayscale: 0.5 3Hauenue Grayscale: 1.0

Puc. 10.2. Pesynbtat npumeHeHns dynckpuH-addekTa
C pa3HbIMU 3HAYEHNSMMN MEPEMEHHON grayscale

B urore y Hac nosiBuiics yIOOHbIH ¢11ocob TeCTUPOBATH Ielephl (yJI-
cKpUH-2(DPEKTOB, U30ABJISIONIIIT HAC OT HEOOXOIUMOCTH KayK/Iblil pa3 3a-
HOoBO mcaTh CH#-ckpunTsl. JlaBaiite KOIHEM dyTh ray0sKe U y3HAeM MOJI-
poGHee 0 PeHIEP-TEKCTYPax U 0 TOM, KaK JaHHbIe U3 HUX 00padaThiBalOTCsT
Ha Pa3HBIX 9TanaxX BbITIOJHEHUS 9(hHeKTOB.
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Kak aTo pa6oraer...

s mosHOIeHHOTO (ysickpuH-addekTa B Unity HaM HEOOXOAUMO CO-
31aTh CKPUMT U Tieiiziep. CKPUIT HYKEH IS HACTPOIKY M OOHOBJIEHYSI Ta-
paMeTpoB B PeasbHOM BPEMEHH, a TaKXKe JJId Iepeadn peHiep-TeKCTYPbl
OT KaMepbl, Ha KOTOPOU OH BUCHUT, B 11eiizep. [lleiinep mosydaer TeKCTypy,
MOMUKCETbHO U3MEHSIET eé ¥ BO3BpalaeT 00paTHO MOIU(PHUIIUPOBAHHOE
n300paKeHue.

B Havasre ckpurnta MbI IPOBEPsieM, YTO TEKYyINas IeseBas miaarhopma
TO//IEPsKUBAET TIOJHOIKPAHHbBIE 2((DEKTHI U CTOCOGHA BBITIOJHUTH JlaH-
HbIH meiizep. IIoToMy 4To BIIOJIHE MOKET ObITh, 4TO BhIOpaHHas 11aT(op-
Ma He IMOJJIEePKUBAET MOJHOIKPAHHBIX 3(PDEKTOB, NIN HUCIOJIb3YEMOTO
Hamu teiiziepa. IIpoBepsig a1o B GyHKIINU Start () TIPU TIEPBOM 3aITyCKe
CKPUIITA, MbI U30aBJISIEMCSI OT HETIPABUJIBHOTO MTOBEICHUSI 1 HEMIHYEMbBIX
o1mbOK BO BPEMSI UTPBI.

Jlo6aBUB B CKPUIIT METOJ OnRenderImage (), Mbl ToBoprM Unity, uTo
XOTUM TOJIy4aTh KapTUHKY C KaMepbl. Kak Bbl yike, HaBepHOE 3aMeTUIIH,
Yy 9TOro MeTo/la eCThb JBa IlapaMeTpa: sourceTexture U destTexture.
B niepBoii TeKCType HAXOAUTCST U300paKeHHe ¢ KaMepbl, BO BTOPYIO TeK-
CTYypy HaM HY’KHO TIOMECTUTh M3MEHeHHOe n300paxkenue. Mbl 910 jesa-
€M C TIOMOIIbIO (DYHKIINK Graphics.Blit (), KOTOpast MPOCTO-HAIIPOCTO
PEHJIEPUT HOJHOIKPAHHDII KBaJl ¢ TEKCTYPON U MaTePUAJIOM B 3a/JaHHYIO
peHep-TeKCTypy. Bbl MOskeTe HAWTH IOTOTHUTENBHYIO WHGOPMAITHIO 00
3TUX IBYX (DYHKIIMAX 0 CJEAYIONIUM a/[pecam:

e OnRenderImage  (http://docs.unity3d.com/Documentation/
ScriptReference/MonoBehaviour.OnRenderImage.html);

e Graphics.Blit (http://docs.unity3d.com/Documentation/Script-
Reference/Graphics.Blit.html).

Mpr paccMOTpes It O4Y€Hb HPOCTOI‘/JI IIpUMEDP, HO 9TOT IIPUMEDP ITOKaA3bIBACT
OCHOBHBIE 9JIEMEHTBI 1 BO3MOXKHOCTH (pyckprH-atderros. Ckopee Bee-
ro, BbI YK€ TIOHMMAeTe, HAaCKOJIBKO MOIIHBII MHCTPYMEHT Y HAC B PYKAaX.
Ucnonbays gysickpun-ahheKTbl, Mbl TIOJIy4aeM KOHTPOJIb HaJl (PUHATBLHOM
KapTUHKOI Ha YPOBHE TakuX rpamMueckux peaakropos, kak Photoshop.
Hampumep, npumenstsi HecKOIbKO 3(hheKTOB K Kamepe, MOKHO TyMaTh O
HUX Kak 0 ¢1osx B Photoshop. DddexTbr Gy/yT BBITTOJHEHBI OMH 3a APY-
TUM, B TOH JKe MOCJIeI0BATETBHOCTH, B KAKOI OHU OBLITH Pa3MeIIeHBI.

Ho 3710 eLwyé He BCE...

Nrax, mbr nogroroBusiu CH-cKpunt u mreiiep st 6a30BOr0O MOJHOK-
panHoro acddekTa, a Ternepb AaBaiiTe MOCMOTPUM, KaKyI0 €lIé MOJIe3HYI0
nHGOPMAITIIO MOKHO MOJYYUTD OT peraepepa Unity.
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Puc. 10.3. ny6uHa cueHbl

Hanpuwmep, BriounB BerpoerHblid B Unity peHaepuHr riyOuHbI y Ka-
Mepbl, MbI IOJTYYHM JOCTYII K MHMOPMAIIH O TJIyOHHE CIIEHbI OTHOCUTEJIb-
HO KaMepbl. EcJi ero BKIIOYUTD, TO MbI CMOJKEM UCIIOJIb30BATh JJAHHBIE O
riyOuHe /151 GOJIBIIOTO KOJMYECTBA PasJndHbIX addekTos. Jasaiite mo-
CMOTPHM, KaK 9TO JIeJTaeTCsI:

1. CosmaiiTe HOBBII Teiiiep M HA30BUTE €TO SceneDepth Effect.
ITocsie aTOTO KJIUKHUTE 110 HEMY JIBa pasa, 4TOObI OTKPHITH €T0 B
penakrope MonoDevelop.

2. Jlayee MbI CO3[IaINM CBOWCTBO JIJISI OCHOBHOM TEKCTYPBI 1 CBOMCT-
BO /IS KOHTPOJISI 32 MHTEHCUBHOCTBIO a(deKTa TaryOuHbI CIIEHBL.
Jliist aTOTO 106ABBTE B BAIIl MEHAED CJACAYIOMIMNA KO

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}
_DepthPower ("Depth Power", Range(l, 5)) =1

}

3. Tenepp Ham moTpedyercs H00aBUTh COOTBETCTBYIOIINE TIEPEMEH-
HbIE B Halll GJIOK CGPROGRAM. MbI 7106aBUM eIlé OJ[HY IIePEMEHHYIO
110/ Ha3BaHMeM CameraDepthTexture. ITO BcTpoeHHas B Uni-
ty miepeMeHHasi, KOTOpas ornpejeseHa B aiire UnityCG.cginc.

B 70i1 nepemMerHoii copepKuTcs HHGOPMAIK O TIyOrHe, MOoJy-
yaeMasi OT KaMepbl.

Pass
{
CGPROGRAM
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#pragma vertex vert img

#pragma fragment frag

#pragma fragmentoption ARB precision hint fastest
#include "UnityCG.cginc"

uniform sampler2D MainTex;
fixed DepthPower;
sampler2D CameraDepthTexture;

4. Mpbr 3akaHUIMBaAEM Halll TIeHiep, NCTOb3YsI eMIé TTapy BCTPOEHHBIX
B Unity ¢pynknnit: UNITY SAMPLE DEPTH () MLinearOlDepth ().
IepBag dyHKIMS MTOMTyYaeT WHOOPMAIINIO O TIIyOHHE U3 TEKCTY-
pbl CameraDepthTexture U BO3BpallaeT JJIs KayKJOIO UKCEJIS
yrcJsio Tuna float. Ho Bo3Bparaembie el 3HAUEHNS HEJTMTHEWHBI IO
ryOuHe, TaK 9TO MBI MCHOJIb3yeM (QYHKI[UIO0 Linear01Depth (),
4TOOBI MOJYUYNTH JUHEHHOE pactpeseienue rayouss ot 0 o 1.
BosBozas 21n 3HAaUEeHNS B CTEMEHB, MBI MOXKEM KOHTPOJIMPOBATH,
rJie, OTHOCUTEJIBHO MOJIOKEHIS KaMePbl, OyIeT HAXOUThCS TIEHT-
pasbHast TOUKA TIyOUHBI.

fixed4 frag(v2f img i) : COLOR
{
//TonyunM LBET U3 PEeHIepP-TEeKCTYPH,
//ucnones3ys UV-KOOPAMHATE U3 CTPYKTypel v2f img.

float d = UNITY SAMPLE DEPTH (tex2D( CameraDepthTexture, i.uv.xy));
d = pow(Linear(OlDepth(d), DepthPower);

return d;

}

5. Temeps, Korga Mbl ZOJeJAJIN Halll Ieiaep, AaBaiite 00paTUM BHU-
MaHue Ha ckpuit addekra. Bo-mepBbix, HaM HyKHO 100aBUTH Tie-
peMEHHyK)depthPower,qTO6bIHOHbSOBaT&m:MOFHSMQHHTBBTO
SHaquHeBIHeﬁﬂep&

#region Variables

public Shader curShader;
private material curMaterial;

public float depthPower = 1.0f;
#endregion

6. Ilocse aTOro HaM HY>KHO OOHOBUTH METOZ OnRenderImage (), 4TO-
ObI B HEM B 1elijiep IIepefaBaioch 3HaueHKe depthPower.

void OnRenderImage (RenderTexture sourceTexture, RenderTexture
destTexture)

{

if (curShader != null)
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{
material.SetFloat (" DepthPower", depthPower);

Graphics.Blit (sourceTexture, destTexture, material);

Graphics.Blit (sourceTexture, destTexture);

7. YTo0bI 3aBepIINTH co3ante s deKTa TTyOUHbI, MBI OJIKHBI CKa-
3ath Unity BRIIOYUTH PEHAECPUHT TIYOUHBI IS TEKYTITEN KaMephI.
YTo6bT 9TO CIeNMaTh, HY/KHO MPUCBOUTD OMPEIETEHHOe 3HAUEHHE
CBOHCTBY depthTextureMode Y KaMephI.

void Update ()
{

Camera.main.depthTextureMode = DepthTextureMode.Depth;
depthPower = Mathf.Clamp (depthPower, 0, 5);
}

[Tocsie Toro kax Bbl HAIMIIIETE ITOT KO/, COXPAHUTE Balll CKPUIT U 11I€H -
nep, a motoM BepHuTech B Unity, 4To6BI OHU CKOMITHIHPOBATUCH. Ecin

He ObLIO0 AOITyIIIEHO OI_HI/I6OK, BbI YBU/IUTE HEYTO, ITIOXOKEC Ha C]Ie,ZIyIOIlII/Iﬁ
CKPUHIIOT.

3nauenue depthPower: 0.1

3Hauenue depthPower: 0.4

3HaueHue depthPower: 0.8

Puc. 10.4. Pe3ynbrathl, NOny4yaemble
NPV PasnnyHbIX 3Ha4YeHUSX depthPower
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KoppekTupoBka ipKoCTM,
HaCbILWEeHHOCTM U KOHTpAacTa
C MOMOLLbIO MOJIHOAKPAHHbIX
adpdPekToB

Tenepp, koraa y Hac ectb mabaonsl C# ckpunra n meiaepa s Qyo-
ckpuH-3(pPEKTOB, MBI MOKEM MEPEHTH K M3YYEHUIO UCIIOJIh30BaHUS (O-
Jiee CJI0KHBIX TTOMUKCETbHBIX OIePaluil A/ CO3/JaHUs BU3YaTbHbBIX a¢)-
dhexToB, HanboIee pacIIpoCTPaHEHHBIX B COBPEMEHHBIX UTPax.

HVcnonbzosanue mocTahEKTOB 1151 KOPPEKTUPOBKM UTOTOBOTO IIBETA
B Ballleil MTpe HeOOXOANMO /TS TPEAOCTABAEHUS Xy I0KHUKY IJI0OATBHOTO
KOHTPOJISE Ha/l (PMHANBHBIM M300pakeHneM Ha 9KpaHe urpoka. Ilom kon-
TPOJIEM MBI TTOJIPa3yMEBAEM METO/IbI KOPPEKTUPOBKHU I[BETA C TIOMOIIBIO
ca1aiiIepoB MHTEHCMBHOCTH KPACHOTO, CUHETO M 3€JIEHOTO MJIM METO/IbI Ha-
JIOKEHUST HEKOTOPOTO TOHA I[BETa /IS BCEro aKpaHa Hanogobue addexra
cenum.

B sToM pererte Mbl paccMOTpUM Hanbosiee 6a30Bbie Olepalu Ipeod-
pasoBaHMsA IIBETA: OIEPAalMKM KOPPEKIIMU SPKOCTH, HACBIIEHHOCTH U
KoHTpacTa. Hayunsmuch nmcath 5TH 9()QEKThI, BbI MOJYYUTE A0CTA-
TOYHBINA Gasuc, YTOOBI MPUCTYIIUTh K M3YYEHMIO KyAa GoJiee CII0KHBIX
IPUMEPOB.

MoaroroBka

HepBI)IM JIEJIOM HaM HOTpe6yeTC§I ITO/ITOTOBUTD H806XO,ZII/IMI)IQ aCCCThI.
MbI MOKeM HMCIOJTb30BaTh Hallly TECTOBYIO CII€HY, OJHaKO mefmep n
CKPHUIIT HaM HOTpe6y10TC$I HOBBIE. BeimoinnTe cjaenytomime HeﬁCTBHHI

1. CospaiiTe HOBbBII CKPUIIT U HA30BUTE ero BSC_ImageEffect.

2. CospaliTe HOBBII 1Ieliiep U Ha30BUTe ero BSC_Effect.

3. Tenepb HaMm HY»KHO CKOIIMPOBaTh Ko/ C#-cKpuita U3 IIpeblLyle-
ro periernita B Haiir HoBbIit C#-ckpunt. TakuM 06pasoM MbI CMOJKEM
c(OoKyCcUpOBaTbCS HEIOCPEJCTBEHHO Ha MaTeMaruke 3¢dexTos
APKOCTHU, HACBILIEHHOCTU U KOHTpACTa.

4. CkommpyliTe B HOBBIU NIeiiep KO 1Ieliiepa n3 MpebiayIero pe-
Lelra.

5. CosmaiiTe HECKOTBKO HOBBIX OOBEKTOB Ha CIIEHE M HA3HAYBTE MM
MaTepuajbl Pas3HbIX 1BETOB. Tak MBI MOJYYNM XOPOTIHT HAOOD
I[BETOB JIJISI TECTHPOBAHN HAIINX HOBBIX MOCTa(hhEKTOB.
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ITocne Toro kak BCE 6leeT TOTOBO, Y BaC JOJIKHa IOJIYYUTbCA CIl€Ha,
ITOXO0Kas Ha 1/1306pa>1<eH1/1e Ha CJIeAYIOIEM CKPUHIIIOTE.

Puc. 10.5. Bua noarotoBneHHoM CLeHbl

Kak aTo cgenarsb...

Tenepb, Kor/a MBI MMOATOTOBUJIM HAITy CIIEHY W CO3/IAJTM HOBBIN CKPUTIT
" 1ieiizep, Mbl MOKEM TMepelTH K HATMCAHUIO KOJIa, HeOOXOANMOTO JIJIs
co3nanud ahHeKToB SPKOCTH, HACBITIIEHHOCTH U KOHTpacTa. Ml choky-
cUpyeMcs JIMTIb Ha TIOMTUKCEJIbHBIX OTIEPAITUSAX U HACTPOIKE TepeMeHHbIX
JUUIST HAIIETO CKPUIITA U Ielijiepa, MOCKOJIbKY TTOATOTOBKA CKPUIITOB JIJIs
cosmanus Gyackpun-s¢GhdeKToB yxKe OblIa OMUCaHa B IPEIbIAYIIEM pe-
mente. BoimosanuTe ciaeaytomnue 1eiCTBUS:

1. OrkpoiiTe Ball HOBBIN IENEP U HOBBI CKPUIT B PelaKTOpe
MonoDevelop. J[Jist 3T0ro mpocTo KJIMKHUTE 110 HUM /[Ba Pa3a.

2. Ilenecoo6pasHee cHavaia MPUCTYIUTh K PEAAKTUPOBAHUIO MIETi-
Jiepa, MOCKOJIbKY TaK Mbl CMOXKEM y3HATb, KaKue IiepeMeHHble 110-
Tpebytorest Hamemy C#-ckpunry. JlaaiiTe it Hauama CO31aUM
CBOMCTBA I SIPKOCTH, HACBIIIEHHOCTH M KOHTpacTa. Takxke He
3a0y/ibTe, YTO HAM HY;KHO OCTABUTH CBOUCTBO MainTex, TaK KaK
MUMEHHO Yepe3 HEero TepeaéTes PeHIEP-TEKCTypa ¢ n300paskeHu-
€M OT KaMepbl.

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}
_BrightnessAmount ("Brightness Amount", Range (0.0, 1)

)y = 1.0
_satAmount ("Saturation Amount", Range (0.0, 1)) = 1.0
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_conAmount ("Contrast Amount", Range (0.0, 1)) = 1.0

}

3. Kak 00b14HO, 9TOOBI MBI CMOTJIM TOJYYUTL AOCTYT U3 OIOKa
CGPROGRAM K HAIUM CBOWCTBAM, HaM TOTPeOYETCsT CO3/IaTh COOT-
BETCTBYIOTINE TTEPEMEHHDIE.

Pass
{
CGPROGRAM
#pragma vertex vert img
#pragma fragment frag
#pragma fragmentoption ARB precision hint fastest
#include "UnityCG.cginc"

uniform sampler2D MainTex;
fixed BrightnessAmount;
fixed satAmount;

fixed _conAmount;

4. Terepb HaM HY’KHO PeaN30BaTh OMEPAI[UN U3MEHEHUs SIPKOCTH,
HACBINEHHOCTH 1 KoHTpacTa. /[06aBbTe ceAyiomuil Koi B Harl
urefiziep Boime GyHKIMU frag () . He Bosmyiitecs, ecin 4to-To Gy-
€T HETIOHSITHO, — B CJAEAYIONIEH CEKITMU MBI OOBSICHUM BCE CIIOK-
HBIE MOMEHTHI.

float3 ContrastSaturationBrightness (float3 color, float brt,
float sat, float con)
{
//YBenuuuBamTe WM yMEeHbllAWTEe 3HAUYEHMUS [IePEeMEeHHEIX
//0Jia HEe3aBUCUMONM KOPPEKTMPOBKM 3HAUEHMNM KaHaJloB r, g, b.
float AvgLumR
float AvgLumG
float AvgLumB

’

Il
o oo

’

[C2INC N E]

’

//KosbduumenTsr Luminance ojs M3BJIEUYEHVS OCBEWEHHOCTY M3 TEKCTYPHL.
float3 LuminanceCoeff = float3(0.2125, 0.7154, 0.0721);

//IOencTBusa Ham APKOCTBHIO.

float3 AvgLumin = float3 (AvgLumR, AvgLumG, AvgLumB) ;

float3 brtColor = color * brt;

float intensityf = dot (brtColor, LuminanceCoeff);

float3 intensity = float3 (intensityf, intensityf, intensityf);

//I0elicTBUA Hal HACHIEHHOCTLO.
float3 satColor = lerp(intensity, brtColor, sat);

//IOencTBusa Hal KOHTPACTOM.
float3 conColor = lerp (AvgLumin, satColor, con);
return conColor;
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5. W mnakowen, HaMm HYXKXHO HM3MEHUTHh (YHKIHUIO frag(), UTO-
6H OHa HMCIIOJIb30Ba/la TOJIbBKO 4YTO CO3JaHHYIO (bYHKHHE)
ContrastSaturationBrightness(). Takum O6paBOM, KOI B
9T0i DYyHKIMK OYIeT BbINOJHEH /sl KaXIOro IUKCeJs PeHiep-
TEKCTYPBbI, a Pe3yJIbraT repeiad 00paTHO B HAIIl CKPHIIT.
fixed4 frag(v2f img i) : COLOR
{

//TonyurM 1BET U3 PEeHOEepP-TEeKCTYPH,

//ncnone3ysa UV-KOOPAMHATHE M3 CTPYKType v2f img.
fixed4 renderTex = tex2D( MainTex, i.uv);

//TpyiMeHrM NpeoOpasoBaHyMsa IJid SPKOCTY, HACHIIEHHOCTM M KOHTPACTA.

renderTex.rgb = ContrastSaturationBrightness (renderTex.rgb,
_BrightnessAmount,
~_satAmount,
__conAmount) ;

return renderTex;

}

W3MenuB Ko, BepHuTech B peaktop Unity, 4ToObI Balll HOBBII HIei-
Aep CKOMIHMIMpoBaJics. Ecii He ObLIO IOTMYHIEHO OMUOO0K, MbI BEPHEMCS
B MonoDevelop, uTo6s! TopaGoTaTh Haj HamMM cKpunToM. [aBaiiTe Ha-
YHEM C TOTO, 4TO 06aBUM HECKOJIBKO CTPOK KOJIa, KOTOpbie Oy/IyT OTBe-
JaTh 3a repefady HeoOXOIMMBIX IAHHBIX B 1eiiziep. JIJist 3TOT0 BBIOJIHY-
Te caenytonue aeicTBU:

1. TlepBBIM J€TOM HAM HYKHO I06ABUTD TIEPEMEHHBIE, B KOTOPHIX OY-
JYT XpaHUTbCA IapameTpbl Hamux addekToB. B gannom ciayvae
HaM OY/IyT HYKHBI CJIaiiep st APKOCTH, CaiIep st HAChIIICH-
HOCTH ¥ cJIaiep g KOHTpacra.

#region Variables

public Shader curShader;

public float brightnessAmount = 1.0f;
public float saturationAmount = 1.0f;
public float contrastAmount = 1.0f;
private Material curMaterial;
fendregion

2. Tlocie HacTpOWKH HEOOXOAUMBIX MEPEMEHHBIX HAM HYKHO
nepejaTb UX 3HaYeHUs B Tieitzep. Mbl aTO neslaeM B MeTojie
OnRenderImage ():
void OnRenderImage (RenderTexture sourceTexture, RenderTexture

destTexture)

{
if (curShader != null)
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{
material.SetFloat (" BrightnessAmount", brightnessAmount);
material.SetFloat (" satAmount", saturationAmount);
material.SetFloat (" conAmount", contrastAmount);

Graphics.Blit (sourceTexture, destTexture, material);

Graphics.Blit (sourceTexture, destTexture);

3. U nakonerr, MbI J06aBUM KO/, KOTOPBIN 6szeT OrpaHUYMBaTh 3HA-
YEHUA MMapaMETPOB B PAa3yMHOM /IraIta3OHe. HapaMeTpm Oorpanun-
YEeHUA — JI€JI0 BKYyCa, ITO3TOMY BbI MOJKETE CaMU HOI[O6paTb 3Haye-
HM:A, KOTOPbIC BaM HPaBATCA.

void Update ()

{
brightnessAmount = Mathf.Clamp (brightnessAmount, 0.0f, 2.0f);
saturationAmount = Mathf.Clamp (saturationAmount, 0.0f, 2.0f);

contrastAmount = Mathf.Clamp (contrastAmount, 0.0f, 3.0f);
}

[Mocse TOTO Kak CKPUTIT U Tieiiiep OyayT TOTOBBI, HaM HYKHO MTPOCTO
MOBECUTh CKPUIIT Ha KaMepy M Ha3HAuWTb eMy mieiinep. Tenepb Mbl MoO-
JKeM KOHTPOJIMPOBATD I[BET BCell KapTUHKM € IOMOIIbIO cializiepos. Ha

CJIeyIoNieM CKPUHINOTE MPWBOANTCS TIPUMEp WCIOJIb30BAHUS HAIIUX
nocTahPeKToB.

Brightn

Puc. 10.6. Pe3ynsrat npumeHeHnsa noctaddexTa,
KOPPEKTUPYIOLLLErO IPKOCTb, HACBILLEHHOCTb U KOHTPACT
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A Ha aTOM CKpHUHIIOTE ITPUBOJIUTCS EH.[é OIVH IIPUMEP TOI'O, 4Eero MOXK-
HO I[O6I/ITI>CH C IIOMOIIbIO HaCTpOfIKH IIBETOB OTPEHAEPEHHOTO H306pa>1<e-
HUA.

Puc. 10.7. Pe3ynbtat npumeHeHns noctaddekta, KOPpPEeKTUPYIOLLErO
SIPKOCTb, HACBILLEHHOCTb 1 KOHTPACT C HYNEBOM HACILLEHHOCTbLIO

Kak aTo paboraer...

ITockoJbKy MBI ysKe 3HaeM OOIIUI pUHIUI PaGoThl DyIcKpuH-a(hbhEK-
TOB, JIaBaiiTe MOAPOOHO PACCMOTPHM JIHIITh TOTIUKCETbHBIE OTIEPAIINH, KO-
TOPBIE UCTIOJB3YIOTCI B PYHKIINYU ContrastSaturationBrightness ().

Ira GyHKIMS IPUHUMAET HECKOJIbKO apryMeHTOB. [TepBbiil 1 Hanbosiee
BaKHBIHM apryMeHT, — 9TO 1IBET IIUKCeIs U3 perjiep-TekcTypol. OcTajibHble
ApryMeHTBI IPOCTO YIPABJIAIOT ahdeKTaMu ¥ COOTBETCTBYIOT caiiiepam
B nnanesin lHcnekropa.

B camom Havaste yHKITINT MbI 0OBABIISIEM HECKOJIBKO TEPEMEHHBIX, KO-
TOPBIE UCMOTB3YIOTCS B TTOCTEAYIONIEM KOJIE TIPH TTPe0OPas0BaHIH 1[BETA.
[TepemenHnast LuminanceCoeff cofepKUT KOA(DDOUITMEHTHI [T TTOTyde-
HUST 00TIEl sIpKOCTH M300paskeHust. T KoahhUITMEHTH OCHOBBIBAIOTCS
Ha yHKINgX coorBercTBus 11BeToB CIE, 1 MX 3HAUEHWs CTaHIAPTHHI B
uHaycTpun. YTOOBI MOTYIUTD IPKOCTD MTUKCEJISI, HYKHO BHIYMCIUTH CKa-
JIIpHOE IIpou3Be/ieHue 1BeTa U 9TUX K09 HUIINEHTOB SPKOCTH.

[lanee Mbl yMHOXKaeM TEKYIIUIl 1BeT Ha IIapaMeTp SIPKOCTU U UCIIO/Ib-
3yeM J1Ba pa3a HyHKIHIO 1erp, YTOOBI, B 3aBUCUMOCTH OT TTAPAMETPOB sat
U con, IMOJIyYUTb HYKHBIH 110 HACBIIIEHHOCTH M KOHTPACTHOCTH 1IBET.

Takue 1mocTaddeKThl, KaKk TOJIBKO 4TO pasoOpaHHBIA Hamu, HEOOXO-
JUMBL Il CO3/laHusl KayeCcTBeHHOM rpaduKy B Urpax, IOCKOJIbKY OHU
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TTO3BOJIAIOT BaM KOPPEKTUPOBATb UTOTOBOE 1/1306pa>KE‘HI/Ie B UI'pe 6e3 He-
O6XOLII/IMOCTI/I PEAAKTUPOBATDH Ka)K,lIbIﬁ MaTepHraJl Ha CIICHE.

Co3aaHne OCHOBHbIX PEXUMOB
OneHAanHra c UCnoJib30BaHNEM
NOJIHO3KpPaHHbIX 3¢ PeKToB

Boamoxxnoctu dysckpun-adexkToB He OTPAaHUYNBAIOTCS JIUIITb KOPPEK-
TUPOBKOH IBeTa N300pasKeHMs ¢ KaMepbl. Mbl TakKe MOKEM HCIOJIb30-
BaTh WX JUUIsI KOMOMHUPOBAHUS JPYTUX U300paskeHuil ¢ Haleil peHzep-
TEKCTYPOI. ITa TEXHUKA OX0KA Ha co3anune HoBoro cjios B Photoshop
BBIGOD My pekUMa HAJIOKEHVsT, KOTOPBIil yIIpaBJisieT GJIeHNHTOM 1[BETa
HOBOTO M300PasKeHUsI CO CTaphIM, MW, KaK B HAIIEM CJaydYae, C PeHJep-
TEKCTYPO. DTO AET HAM OYEHb MOIIHBIH HHCTPYMEHT, OCKOJIBKY M03-
BOJISIET XYIOKHUKY UMUTHPOBATH PEKUMbI OJICHINHTA, TIPUMEHSEMbIE B
urpe, HAXO/ISACh B peflakTope, a He B Photoshop.

B aToMm perternte Mbl paccMOTPUM HanboJIee pacipocTpaHEHHBIE PEKUMBbI
Gnenaunra, takue kak Multiply (ymuosxenue), Add (cnoxenue) u Over-
lay (manosxenue). Bol yBugnTe, Kak Jerko Mbl MOJKEM MOJYYUTh B HAIEH
urpe Boamoskaoct Photoshop o pabore ¢ pesxnmamu 6j1eHauHra.

MNMoagroroBka

[l Havyasia HaM 110TpebyI0TCS HEKOTOPbIe acceThl. [109TOMY BBIIIOJIHUTE
CJIeLyIOII1e [IATU, B KOTOPBIX MbI IOJATOTOBUM BCE HEOOXOAUMOE 115 pea-
smsaiuu 3(PexToB OJIeHAMHTA:

1. CospaliTe HOBBIM CKPUIIT M Ha30BUTE €0 BlendMode ImageEf-
fect.

2. CospnaliTe HOBBIH 1I€iiiep U HA30BUTE €0 BlendMode Effect.

3. Temepnr Ham HyXHO ckommpoBarh B Ham C#-ckpunt kox uz C#-

CKPHIITA IEPBOTO PelleriTa 3TON IIaBbl. ITO MO3BOJUT HaM ChHOKY-

CUPOBATBCS HEIIOCPEICTBEHHO Ha 1ieiiepe addexTa.

Cxonupyi#iTe B Ball HOBBIH TIIEl/IEP KO U3 TOTO JKe PEeIernTa.

U nakoHer, Ham TIOTpebyeTcs €lé ofiHa TEKCTYPa, KOTOPYIO MBI

Gy/IeM HAKJIABIBATH Ha U300PasKEHIE ¢ KAMEPBI ¢ TOMOIIBIO pea-

JIM30BAHHBIX HAMU PEKUMOB Gieraunra. B atom perernre MbI 6y-

JIEM HCIOJIb30BaTh TEKCTYPY rpsisu. Takum oOpazom, adherTs

GyyT 6osiee 3aMETHBI TIPY TECTHPOBAHUL.

o1
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Ha ciemyioneM n306pakeHUHN TIPUBOIUTCSI TEKCTYPa, KOTOPYTO MBI ¥IC-
mosrb30oBa. HaM HysKHA TEKCTYPa € IOCTATOYHO OOBITIM KOJHYECTBOM
neTaseii u GOJBINM THATTA30HOM OTTEHKOB CEPOTO.

Puc. 10.8. TekcTypa, ncnosb3oBaHHas HAMW B 9TOM peLienTe

Kak aTo caoenarsb...

[TepBbiM MBI peasmsyeM peskum 6ennara Multiply B Tom Buze, B Kakom
oH ucnoabsyercs B Photoshop. [laBaiiTe HauHEM ¢ TOTO, YTO UBMEHUM KOJ|
Hamero mmeiigepa. Otkpoiite meiizep 8 MonoDevelop, 1Ba pasa KIUKHYB
1o Hemy B nanesin ipoekta Unity. /lasiee BoITIOTHUTE CJIeyIOIINE JI€HCT-
BUS:

1. Hawm 1moHamo0sTCs JIBa HOBBIX CBOMCTBA: TEKCTYPa, KOTOPYIO MbI
OymeM OJICHINTD, U caaiiep A PeryJIupoBKE MpospadHocT. Jlo-
GaBbre B Balll MIEHIED CACAYIONIMH KOJI.

Properties

{
~MainTex ("Base (RGB)", 2D) = "white" {}
~BlendTex ("Blend Texture", 2D) = "white" {}
~Opacity ("Blend Opacity", Range(0,1)) =1

}

2. Z[O6B.BI)T€ COOTBETCTBYIOIINE [TEPEMECHHDBIE B 610K CGPROGRAM, 4YTO-
ObI MBI CMOTJII HO6paTI)C${ J10 JaHHbIX N3 HallleTO 6JI0Ka CBOWCTB.

Pass
{
CGPROGRAM
#pragma vertex vert img
#pragma fragment frag
#pragma fragmentoption ARB precision hint fastest
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#include "UnityCG.cginc"

uniform sampler2D MainTex;
uniform sampler2D BlendTex;
fixed Opacity;

3. U HakoHell, HaM HYKHO M3MEHUTH Halty GYHKIUIO frag () TAKUM
06pa3oM, 4TOOBI OHA BBITIOMHIA YMHOKEHUE HATTHX JABYX TEKC-

Typ
fixed4 frag(v2f img i) : COLOR
{
//TonyunM LBET U3 PEeHIepP-TEeKCTYPH,
//ucnones3ys UV-KOOPAMHATE M3 CTPYKTypel v2f img.
fixed4 renderTex = tex2D( MainTex, i.uv);
fixed4 blendTex = tex2D( BlendTex, i.uv);

//BHIONHYM OJIEHOMHT B pexuMe Multiply.
fixed4 blendedMultiply = renderTex * blendTex;

//TIOOKOPPEKTUPYEM CTENeHb OJIEHOVMHTa C [IOMOWbKD OYHKUMM lerp.
renderTex = lerp(renderTex, blendedMultiply, Opacity);

return renderTex;

}

4. Coxpanute mieiizep u BepHuTeCh B pegakTop Unity, yTo0sl 1meii-
A€P CKOMITUJINPOBAJICS. Ecan ne 6I)IJIO OIHI/I6OK, KIIMKHUTE /Ba
pasa no aitny C#-ckpurnra, 4ToObl OTKPBITh €r0 B PEAAKTOPE
MonoDevelop.

5. B namem CKPDHUIITE HaM TaKyKe HOTpe6yeTCH CO31aTb COOTBETCTBYIO-
e nepemernbie. Ham Gy/ier Hy KHa TEKCTypa, KOTOPYIO MbI CMO-
JKeM Ha3HAUWTh IMeHiepy, a TakKe cJaanjiep A1 KOPPEKTUPOBKHU
NTOTOBOTO 3HaAYCHUA 6JI€HI[I/IHI‘3..

#region Variables

public Shader curShader;

public Texture2D blendTexture;
public float blendOpacity = 1.0f;
private Material curMaterial;
#endregion

6. IIaJIee MbI I1epejlaeM 3HaYCHUA 3TUX CBOIICTB B Hlefl,l[ep B METO/Ie
OnRenderImage ().
void OnRenderImage (RenderTexture sourceTexture, RenderTexture

destTexture)

{

if (curShader != null)
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{
material.SetTexture (" BlendTex", blendTexture);
material.SetFloat (" Opacitry", blendOpacity);

Graphics.Blit (sourceTexture, destTexture, material);

Graphics.Blit (sourceTexture, destTexture);

7. U B 3aksiouenue B MeTOE Update () MBI HOPMAIM3YeM 3HAYEHUE
rnepemMeHHoi blendOpacity B quarnaszone ot 0,0 g0 1,0.

void Update ()

{
blendOpacity = Mathf.Clamp (blendOpacity, 0.0f, 1.0f);

}

[Mocse TOTO Kak CKPUTIT U Teliiep OyAyT TOTOBBI, HaM HYKHO MTPOCTO
MOBECUTH CKPUTIT Ha KaMepy ¥ HasHauuTh eMy mieiizep. Ho, aro6er ac-
ekt 3apaboTai, Ham TOHAIOOUTCST TekeTypa. B manenu Uucnekropa B
CBO¥iCTBaxX cKpumnTa mocTahdekTa Bl MOKETE BHIOPATH, KAKYIO TEKCTYPY
ncnoJb30Bath. Ilocie Toro Kak Bbl Ha3HAYUTE TEKCTYPY, BBl YBUANTE 3(-
(exT mepeMHOKEHNsT BEIOPAHHOW TEKCTYPHI C OTPEHIEPEHHBIM H306pa-
skeHueM Batieil urpbl. CiielyIonuii CKpUHIIOT IeMOHCTPUPYET pe3yJibrar
IPUMEHEHN Ppeasln30BaHHOr0 HaMu QyJsickprut-adderra.

Blend Mode = Multiply Opacity = 0.5

Puc. 10.9. lNpumeHeHne 6neHauHra B pexume Multiply ansa Opacity 0,5

Ha cJeytoneM CKpUHIIOTE Bbl BUJUTE ITPUMEDP CHUKEHUA ITPO3pay-
HOCTH, B pe€3yJbTaT€ KOTOPOI'O IMEPEMHOKAEMOE I/1306pa>KeHI/Ie CTaHOBHT-
Cs1 TOpa3/zio 6oJ1ee 3aMETHBIM Ha (I)OHB OTPEH/IEPEHHOTO I/1306pa>KeHI/IH.
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Blend Mode = Multiply Opacity = 1.0

Puc. 10.10. NpumeHeHne 6neHguHra B pexume Multiply opns Opacity 1,0

Terneps, KOTa MbI PEATTU30BAIM HAII TIEPBBII PEKUM OJICH/IHTA, MbI
MOKeM I00ABUTDH K HEMY €Ille HECKOJIBKO PEKIMOB, YTOOBI YBUIETD, KaK
IIPOCTO 3TO JIEJAeTCS M KaK MX MCIIOIb30BaHUE CYIIECTBEHHO MOBBITIAET
KauecTBO KapTWHKU B urpe. Ho cHavasa qaBaiite pasdepéMcst ¢ TeM, 94To
TYT IIPOUCXOJUT.

Kak aTo paboraer...

K aToMy MOMEHTY MBI yiKe TOTYIUIIN COMUAHbBII Garask 3HAHWH 110 (HyI-
CKpHUH-ahdeKTaM, 1 g YBEPEH, ITO BB yrKe BUANTE, KaKe BO3SMOKHOCTI
npepocTasisieT Ham Unity. Mbl MoskeM OYKBaJIbHO MOBTOPHTS JIJIsT HATIEH
urpbl pysakinnonan Photoshop mo paGore ¢ GieHAMHTOM CIOEB, YTOGBI
MPENOCTABUTH XYAOKHUKY THOKOCTH KOHTPOJS, HEOOXOAUMYIO IS J10-
CTVKEHMST BBICOKOKAUECTBEHHOM rpaWKM B KpaTIaiIie CPOKH.

B 5TOM periernTe MBI pacCMOTpPENH, Kak MePeMHOKATH Ba H300pake-
HUSI, UCTIONB3ys Tretinep. IIpu paborte ¢ pekumamu GreHANHTa HEOHX0-
VMO yMaTh Ha MIKCEJbHOM YpoBHe. K mprMepy, ecyn MBI HCTIOTb3yeM
pexxM Greranara Multiply, Mbr GepéM 3HaUeHME KasKIOTO MUKCEJST U3
TIePBOHAYAIBHON TEKCTYPHI U MEPEMHOKAEM €T0 CO 3HAYCHNEM TTITKCeIs
GJICHAMHT-TEKCTYPbl. AHAJOTUYHBIN TPUHIMIT PaboTaeT U I PesKruMa
6aermmnra Add. B 9ToM pexkiMe BT KasKIOTO MTHKCEIST HCXOTHON TEK-
CTYDPBI, WM PEHIEP-TEKCTYPHI, CKIAIBIBAETCS C TIBETOM TTHKCENS OieH-
JIUHT-TEKCTYPBI.

Pesxum Genaunra Screen (ocselieHne) HEMHOTO CIOKHEE, HO TIPUH-
T ero paboTh! Takol ke. Ob6a M300paKeHNsT, — U PeHIeP-TEKCTYPa, 1
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GIEHIMHT-TEKCTYPA, — MHBEPTUPYIOTCS, IEPEMHOKAIOTCS IPYT C APYTOM,
a 3aTeM BHOBB MHBepTHUPYIOTCS. TouHo Tak ke, kKak Photoshop wakmazb-
BAET OJIHU TEKCTYPBI Ha IPYTUE, UCTIONB3YST PEKUMBI OIE€H/IMHTA, MBI MO-
JKEM 9TO JIeIaTh ¢ TIOMOTIBIO (PyICKPUH-3(DHEKTOB.

Ho 3710 eLwyé He BCE...

JlaBaiite PoAOILKIM PabOTY € STUM PEIENTOM, T00ABUB €Ilé HECKOIBKO
pexMoB OieHanHTa B Haml ByacKpuH-3¢GeKT. s 9TOro BBIIOJIHUTE
CJIeIyIONTHE IEHICTBUS:

1. B meiinepe adderra mobaBsTe CHEAYIONUI KOI B (QYHKIHUIO
frag(), a Takke M3MEHWTEe 3HA4YeHHWe, BO3BpaAIlaeMoe HallleMy
ckpunty. Kpome aToro, Ham Hy»KHO OyzeT 3aKOMMEHTUPOBATh pe-
skuM Osteruara Multiply, 4ToObl OH He BBIIOIHAJICS.
fixed4d frag(v2f img i) : COLOR
{

//ToyunM LBET M3 PEHIEeP-TEeKCTYPH,
//ncnone3ysa UV-KOOPAMHATE M3 CTPYKType v2f img.

fixed4 renderTex = tex2D( MainTex, i.uv);
fixed4 blendTex = tex2D( BlendTex, i.uv);

//BHIIONHMM OJIEHOMHT B pexume Multiply.
//fixed4 blendedMultiply = renderTex * blendTex;
fixed4 blendedAdd = renderTex + blendTex;

/ /TIOOKOPPEKTUPYEM CTEINEeHb OJIEHOMHTA C IIOMOWbKD OyHKUMM lerp.
renderTex = lerp (renderTex, blendedAdd, Opacity);

return renderTex;

Coxpanure 1eiigep u Bepuutech B pegaktop Unity, 4To0bI HIeii-
nep ckommunuposaicsa. Ecau He 6bLIO 0TYIIEHO OMIMGOK, TO
BbI YBU/IUTE PE3yJIbTaT, IIOX0KUI Ha CKPUHIIOT, MOKA3aHHbIN Ha
puc. 10.11. 310 npocroii pexnum 6aenaunra Add.

Kak Buzante, addekr nporusomnosoxen pexumy Multiply, mo-
CKOJIbKY TeTlePh Mbl CKJIA/[BIBAEM /[BA M300PasKEHUS.

2. U naxower, fasaiite 106aBUM eIlié OfMH PesKUM GJICHNHTA, KOTO-
pbiii HasbiBaeTcst Screen (ocBelierne). ITOT PEKUM 4yTh HoJiee
CJIOJKHBIH, HO BCE PaBHO MpOCT B peanusainuu. /lobaBbre ciemyio-
Ui Ko/l B QYHKINIO frag () Ballero Iieiiiepa:

fixed4d frag(v2f img i) : COLOR
{

//TonyunM 1BET U3 PEeHOEepP-TEeKCTYPH,
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//ucnonesys UV-KOOPAMHATE U3 CTPYKTypel v2f img.
fixed4 renderTex = tex2D( MainTex, i.uv);
fixed4 blendTex = tex2D( BlendTex, i.uv);

//BHIONHYM OJIEHOMHT B pexwMe Multiply.

//fixed4 blendedMultiply = renderTex * blendTex;

//fixed4d blendMultiply = renderTex + blendTex;

fixedd blendedScreen = (1.0 - ((1.0 - renderTex) * (1.0 - blendTex)));

//TIOOKOPPEKTVPYEM CTENeHb OJIEHOMHTA C MOMOWbD QyHKUMM lerp.
renderTex = lerp (renderTex, blendedScreen, Opacity);

return renderTex;

Puc. 10.11. MNpumeHeHne 6nenguHra B pexmnme Add

[IpuBenénnniii HUXKE CKPUHIIOT IEMOHCTPUPYET Pe3yabTaT IIpUMeHe-
HUs peskriMa OsieHinHra Screen 1py HaJloKeHU K JABYX M300pakeHni.
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Puc. 10.12. Pexxum 6nengmHra Screen



Peanusaums pexmma 6nengunra Overlay... I.--

Peannsauusa pexnma OneHaunHra
Overlay ¢c ncnonb3osaHuem
NOJIHO3KPaHHbIX 3P PeKToB

B namiem nocsieineM periernte 3Toi raaBbl Mbl PACCMOTPUM €I11¢ OJTUH TUTI
Gaenpunra — Overlay (Hasmoxenue). ITOT PEKUM UCIIOTB3YET HEKUE yC-
JIOBUSI, OT KOTOPBIX 3aBUCUT UTOTOBBIN I[BET KAYK/IOTO IMUKCEJIS B KAXKIOM
KaHase. Tak 4To [ ero peansaiuy HaM MOHaZ00UTCs HeMHOTO OOJIbIIe
Koza, 4eM 00braHo. [aBaiiTe MOCMOTPUM, KaK 9TO CAEIATh.

MNMoagroroBka

Il sToro gpysickpun-addexra HaMm HoTpebyeTcs MoAr0TOBUTD Ba CKPUII-
Ta HAIOZ00ME TeX, YTO yrKe ObLIN UCIOJIb30BAHbI B IIPEABIAYIIEM PEIlerTe
9TOH ryaBbl. B 5TOM periernre Mbl OyieM UCIIOJIb30BaTh TY Ke CLIEHY, 110-
9TOMY HOBYIO HaM co3/aBaTh He moTpebyercs. BhImosHuTe Cepyonyio
MTOCTIEI0BATEIbHOCTD IEUCTBUI:

1. CospnaiiTe HOBBII CKPUIIT M HA30BUTE €T0 Overlay ImageEffect,a
TaK’Ke Ieiiiep, KoTopblil BaM cJielyeT Ha3BaTh Overlay Effect.

2. Ckonupyiite ko B (haiin Baiero ckpunra u3 npejbiayiero C#-
CKPHIITA.

3. Ckonupyiite B (haiiji HOBOTO IIeiiilepa KOJI U3 BaIIero MpebiyIie-
ro meizaepa.

4. Hasnausre ckpunt Overlay ImageEffect OCHOBHOI Kamepe, a
nieiiiep Overlay Effect ycTaHOBUTe cBOHCTBY ckpunta B UHc-
neKTope.

5. Tlocie aT0r0 [1Ba pa3a KIMKHKUTE 10 CKPUIITY | 110 Ieiigepy, 4ToObI
OTKPBITB UX B pegakrope MonoDevelop.

Kak ato cgenarsb...

Pa6ory nax Hamum Overlay — ahdexroM Mbl HaUHEM TaK Ke, KAK MBbI
HauMHAIU PAabOTy ¢ GOJIBITMHCTBOM PEIENTOB STOH TJIABbI, CHAYAIA MBI
pasbepémcst ¢ Tmeiiiepom, a ToToM Mbl oTpeiaktupyem CH#-CKpurit, 4To6b!
OH TIepe/laBaJl B Iieiiiep KoppeKTHbIe JaHHbIe. /7151 5TOTO BBITIOJIHUTE CJie-
JIYTOIIYIO TTOCJIe/I0BATEIbHOCTD /1eiCTBUI:

1. Iy Havyaja HaM HYKHO OIPEAEHMTh HeOOXOAMMbIE CBOMCTBA B
Haiem 6Ji0Ke cBOICTB. B aToM perente Mbl OyeM MCIIOIb30BATh
TaKue e CBONCTBA, KaK U B MOCJEHUX pellenTaX 3TOH IaBbl.
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Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}
_BlendTex ("Blend Texture", 2D) = "white" {}
_Opacity ("Blend Opacity", Range(0,1)) =1

}

2. HOCJIe 9TOTO HAaM Hy)KHO CO31aTh COOTBeTCTByIOI_[II/Ie IepeMeHHbIC
B Halllel CeKITNN CGPROGRAM.

Pass
{
CGPROGRAM
#pragma vertex vert img
#pragma fragment frag
#pragma fragmentoption ARB precision hint fastest
#include "UnityCG.cginc"

uniform sampler2D MainTex;
uniform sampler2D BlendTex;
fixed Opacity;

3. II]IH peanusanuu pexnMma 6JIeH,ZII/IHI‘a Overlay HaM HYKHO 6y11eT
06pa6aTHBaTbKaXﬂHﬂﬁKaHaﬂHBeTaHHKceHHOTHeHbHO”ﬂHHBTOFO
HaM HOTpe6yeTCH Halucarhb B meﬁmepe (l)yHKHI/IIO, KOTOpasa 6leeT
pa6OTaTbC03HaquHeM(HﬂeHbHOFOKaHaHa,HaHpHMep(IKaHaHOM
KpaCHOTI'O I1B€Ta, W BBIIIOJHATD /IJId HEro onepariuio HaJaO0KCHUI.
ﬂ06aBbTe CJIelIyIOHlI/Iﬁ KO/1 B Balll HIeI'7I,ZIep Cpasy IrocJje obObsBIIe-
HUA IIEPEMEHHDBIX.

fixed OverlayBlendMode (fixed basePixel, fixed blendPixel)
{
if (basePixel < 0.5)

{
return (2.0 * basePixel * blendPixel);

return (1.0 - 2.0 * (1.0 - basePixel) * (1.0 - blendPixel));

4. U makoHell, HaM HY’KHO JIONTUCATh HANTy (DYHKINIO frag () TAaKUM
00pa3oM, 4T0ObI GJIEHAUHT BIIOJIHICA ST KasKAOr0 KaHaja 110
OT/IEJIBHOCTU.

fixed4d frag(v2f img i) : COLOR
{
//TonyunM 1BET U3 PEeHOEepP-TEeKCTYPH,
//ucnonesysa UV-KOOpAMHATE U3 CTPYKTypel v2f img.
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fixed4 renderTex tex2D( MainTex, i.uv);
fixed4d blendTex = tex2D( BlendTex, i.uv);

fixed4 blendedImage = renderTex;

blendedImage.r = OverlayBlendMode (renderTex.r, blendTex.r);
blendedImage.g = OverlayBlendMode (renderTex.g, blendTex.qg);
blendedImage.b = OverlayBlendMode (renderTex.b, blendTex.Db);

/ /TIOOKOPPEKTVPYEM MHTEHCUMBHOCTE OJIEHOMHTA C [OMOUB0 GyHKImM lerp
renderTex = lerp(renderTex, blendedImage, Opacity);

return renderTex;

}

5. Tlocste TOTO Kak BbI 3aKOHYHUTE TIetiep, mOcTathhEKT T0IKeH 3apa-
6orath. CoxpaHuTe meiep u BepauTech B Unity, 4T0OBI OH CKOM-
nmusmposancs. Hanr cKpunT yke roToB, TT09TOMY HaM He TOTpe-
GyeTcst BHOCUTD B HETO KaKHe-JTH00 JOTIOJTHUTEIbHbIEC H3MEHEHNS,
ITocsie Toro kax meiaep CKOMIMINPYETCs, Bbl JOJKHBL YBUAETD
PE3YJIBTAT, TIOXOKHUIT Ha CIEYIONINI CKPUHIIIOT.

Puc. 10.13. MNMpumeHeHre 61eHaVHIa B PEXMME HaJIOXEHMS

Kak ato paboraer...

Peanuzaius pesknma Onerara Overlay onpeei€HHO CJI0KHEE TIPeIbl-
JLYIIIUX, HO €CJIU BbI JIEKOMIIO3UPYETe €€ Ha YaCTH, TO Bbl YBUIUTE, YTO 110
CYILECTBY 3TOT PEKUM SIBJISIETCS TIPOCTO KoMOuHanueit peskuma Multiply
u peskuma Screen. Paznuiia Jiniib B TOM, YTO B JJAHHOM CJIy4ae MbI Bbl-
[IOJIHSIEM TIPOBEPKY, HA OCHOBAHWHU KOTOPOU IIPUHUMAEM PELIEHUE O TOM,
KaKOH pekuM GJICH/IMHTA UCTIOJIb30BAT JIJIS KOHKPETHOTO ITHKCEJIS.
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B dynknuu overlayBlendMode MBI TPOBEPsIEM, MEHBIIIE JIF 3HAUEHUE
kaHasa nukcess, yeM 0,5. Ecoi 3HaueHre 0kazanoch MeHbIIIe, TO MBI [TPH-
MeHsieM MOAU(bUIMPOBAHHbIN peskuM Oneraunra Multiply, eciu Her, TO
pUMeHsieM MOAU(DUIIMPOBAHHbIN peskuM OJieHanHra Screen. Mbl pojie-
JIBIBAEM ATO C KaXK/BIM IIMKCEJIEM, B PE3YJIBTaTe Yero ImojrydyaeM UTOT0Boe
RGB-usobpaskenue.

Kax Bujure, ¢ TTOMOIIBIO MOJTHOIKPAHHBIX 3 (HEKTOB MOKHO TOOUTHCST
ZOBOJIbHO MHOTOT0. OrpaHnYUBaroONM (HDaKTOPOM SIBJISIETCS JIUIIb TieJie-
Basg naTdopMa ¥ KOJUUYECTBO MaMsITH, TOCTYITHOH /i1 adderTon. Kak
MPABUJIO, ITH OTPAHUYEHUST OMPEIEISAIOTCS B CAMOM Hadase paboThl HaJT
UTPOBBIM IIPOEKTOM, MOITOMY JIep3aliTe U IOJyvaiiTe YIOBOJbCTBHE OT
Baiieii paboTsl ¢ QysicKkpuH-sdhheKTaMu.
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FfeMm-nnen m 3KpaHHbIe

s dexrTbi

B aToi1 T/1aBE MBI pAaCCMOTPUM CJIEAYIONTHAE TEMBI:

¢ coznanue apdexra craporo puibma;
¢ cozpanue apdhexTa HOYHOTO BUIEHNS.

BeBepeHue

Onnoit u3 ocobeHHocTeil real-time-urp sABisieTcss BOBJIEYEHUE UIPOKA
B UTPOBOW MU, HACTOJBKO CHJIBHOE, YTO UTPOK BOCHPUHUMAET €ro Kak
HacTosIIUi. MHOTMe COBpeMEHHBIE UTPbI JIJIsT IOCTUKEHUS TOH TeJIH aK-
TUBHO UCTOIB3YIOT MTOCTI(hHEKTHI.

Harmpumep, ¢ momoIibio moctahOeKToB Ml MOXKEM TTPEBPATUTH UTPO-
BYI0 aTMoc(hepy 13 CIOKOWHOH B JKYTKYIO, BCETO JIUIIb OTKOPPEKTUPOBAB
1Beta M300pakeHus Ha sKpaHe. VM npejacraBbre UIPOBYIO CUTYALUIO,
B KOTOPOI1 BBl BXOJMTE B KOMHATY Ha OJIHOM W3 YPOBHEI Ballleil UTPHI,
U Urpa IMePeXouT B BUAEOPOIUK. Bo MHOrMX Urpax aToT nepexo Gyaer
peasn30BaH ¢ TTOMOIIBIO MOJTHOAKPaHHOTO addekTa. Tak uTo ciemxyrotei
Hairei 3agaueii Gyaer HayduThes gesaTh 5(MEKTh, 3aIIyCKaeMble 110 CO-
OBITUSIM IefM-TLIes.

B aroii riiaBe Mbl y3HaeM, Kak MOSKHO ITPU/IATh UTPE BUJI CTAPOTO (hUjibMa
1 KaK BO MHOTHUX [IIyTEPAX OT IIEPBOTO JINIIA peanusyeTcs 3 dexT HOUHOTro
BUJICHUS. B KaXKI0M 13 3TUX PEIENTOB Mbl PACCMOTPHM, KaK 3TU 3(D(heEKThI
MOKHO CBSI3aTh € IefiM-TIieeM, 4TOObl OHU HCIIOJIb30BAIUCH YMECTHO 110
OTHOIIEHUIO K UTPOBBIM COOBITUSIM.

Co3paHue adpdekrTa cTtaporo
dunbma

Pasnble urpsl 1e/1a10TCS B pa3HbIX MCTOPUYECKUX CETTUHTAX. B ofHuX ur-
pax cOOBITHST IPOUCXOAT B (DIHTE3UIHBIX MUPAX, WU B (PaHTACTHUECKUX
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MUpax MaaéKoro GyIyIiero, B APYTUX AeiiCTBYAE POUCXOANUT Ha 3araje
MPOIILIOTO, KaK pa3 TOT/a, Koraa Ot M306peTeHbl mepBble KaMepsbl, a
KUHO JIIOAW CMOTPETN YepHO-6esioe WIN ¢ TaKk Ha3biBaeMbIM a(dekTom
cernu. OTHUM CJIOBOM, — BUIEO TOTO BPEMEHU NMEJIO BeChMa y3HaBaeMble
YepThl, U UX-TO MbI 1 BOCCO3/Ia/IUM C TTOMOTIIbI0 TocTaddexToB B Unity.

[l moctskeHust aToro addexTa HaM TOTPeGYeTCsT BBITOJIHUTD He-
CKOJIBKO JIEWCTBUI, 1 MBI PACCMOTPHUM, 13 KAKUX COCTABHBIX YacTeH, ITOMHU-
MO OYEBHIHOTO MIEPEBOIA M306PAKEHUST B OTTEHKH CEPOTO, CKITABIBACTCST
aToT ahexT. MBI cMOKEM 9TO c/IeTaTh, €CJN TTPOAHATN3NPYEM BHEITHUN
BUJI KaJ[pOB cTapbixX (hurbMoB. /laBaiite TOCMOTPUM Ha cIeyioliee n306-
paxkenue u pazbepéMcst, Kakue y HUX eCTh XapaKTePHBIE YePTHI.

Puc. 11.1. Kagp ns craporo punbma

Mbl ciiesiany 9Ty KapTUHKY, OLJISAbIBAsSCh HAa HECKOJIbKO IIPUMEPOB B
Cern. [lig cos3ianns TaKUX KapTHHOK, ¢ IIOMOIIBIO KOTOPBIX MbI MOKEM
JIydille TOHSATb, KaK JeJaTh TOT Wi MHON 3(hdeKT, yA0OHO MCI0Ab30-
Batb Photoshop. Paboras ¢ Photoshop, Mbl noHnmaeMm, He TOJIBKO KaKue
9JIEMEHTHI HaM 10TpedyeTcs peaan3oBarh IIPOrPAMMHO, HO U II0JIy4aeM
[peJICTaBJIeHue O TOM, KaKue PeKMMbI OJIeHAMHIa OYAyT YMECTHBI /st
pelieHns MOCTaBJIeHHON 3a/aul 1 Kak HaM HY’KHO Oy/eT OpraHu3oBaTh
cion Hamux sddexroB. Uexoauuk Photoshop, cospanubiii Hamu s
9TOTO pelenTa 1o/ Ha3dBaHueM OldFilmEffect Research Layout.psd,
JIOCTYTIEH Ha CTPaHUIlE, MMOCBAMIEHHON TaHHOW KHUTE, IO aJpecy: WWw.
packtpub.com/support.
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MogroroBka

Terepb, KOria MbI 3Ha€M, YTO y HAC JOJUKHO TOJIYYUTHCS, JaBaiite 06-
paTuM Hallle BHUMAHWE HA TO, KAK COUETAIOTCSI UCIOJIb3YEMbI€ CJIOU JIJIsT
cosganus UTOroBoro ageKra, a TakKe HOATOTOBUM HEOOXO0UMbIE pe-
CYPCBI.

e TonupoBanme B cenuio: 3T0T 3 PEKT OTHOCUTENBHO TIPOCT B pea-
JIM3AINY, IIOCKOIbKY HaM HOTPeOYeTCs BCEro JIUIIb IPUBECTU
BCe TIUKCEJI UCXOHOU PEH/IEP-TEKCTYPbI K €JIMHOMY IIBETOBOMY
JIMaIasoHy. ITOro JIETKO MOKHO J0OMTHCS, €CJIM MCII0JIb30BaTh
OCBELIEHHOCTDh UCXOAHOrO N300pakeHns 1 10OaBUTh K Hell HEeKWil
IIBET.

Haiu nepsbiii ¢j10ii OyaeT BBIIISAEeTh CIeAYIOIUM 00PasoM:

Puc. 11.2. M1306paxeHne, TOHMPOBAHHOE B CEMNUIO

o IJddeKT BUHPETKH: Ha CTApBHIX (PUIbMAX, KOT/Ia OHU TTOKA3bIBa-
I0TCS C TIOMOTIBIO CTAPBIX KMHOMPOEKTOPOB, BCET/Ia MOYKHO 3a-
METUTb HEUTO BPOJIE «MATKUX», WU HEYETKUX, TPAHUI[ Kapa.
ITO TPOUCXOJUT MMOTOMY, UYTO JTAMIIOUYKA, UCIIOJb3yeMasi B KITHO-
npoekrTope, Gojiee ApKa B LIEHTPE, YeM 10 KpasiM. DTOT apdexT
HasbiBaeTCst 3(PEKTOM BUHBETKH, ¥ UMEHHO €TI0 MbI Oy/IeM HC-
[I0JIb30BATh B KayecTBe BTOporo cios. Joburbes aToro addexra
MOKHO, HAIOKWB TIOJYTTPO3PAYHYTO TEKCTYPY Ha Bech akpan. Ha
careyronieM H300pakeHUHU MTPUBOAUTCS 9TOT CJIOH B BUJIE OT/IEIb-
HOI TEKCTYpDL;
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Puc. 11.3. Cnoii BUHbETKMU

e IIpuIb M HAPANIUHBL: TPETHUM U TTOCJTEHUM CJIOEM Halero ahdex-
Ta ctaporo GuiabMa Oy/IeT CJIoil ¢ TMBLIBIO U MapaliHamMi. B aTom
cJIoe MBI Oy/IeM UCIIOIb30BATh JIBE TEKCTYPhI — OJIHY JJISA TIHLIU 1
ONIHY NI TapanuH. /[Be oTebHble TEKCTYPhl HAM HY’KHBI JIJIS
TOTO0, YTOOBI AHMMUPOBATH MX C Pa3HOM CKOPOCTHIO. Tak MbI CMO-
3KeM co3/1aTh a(hhEKT MPOKPYTKN KUHOTIEHKH, HA KAXKIOM Kajipe
KOTOPOIi coziepsKaTest aparnuHky u mblib. Cieayioree n3obpaxe-
HUE IEMOHCTPUPYET TEKCTYPY aToro addexra.

Puc. 11.4. Nbinb 1 LapanHbl, ICNOb30BaHHbLIE
B [AHHOM peuenTe

Terniepn naBaiiTe MOATOTOBUM TIEHIEP U CKPUTIT, KOTOPBIE UCTOIB3YIOT
3TU TEKCTYPHI. BBITTOTHUTE CIIeyone 1eiCTBU:
1. JIJist JaHHOTO perenTa BaM MoTPeOYITCS TEKCTYPa /ISt BUHBETKH,
a TakyKe TEKCTYPBI JIJIsI TIBLJIN ¥ TIaPaIlliH — HAO001e TOJBKO UYTO
TIPUBEIEHHBIX BBITIIE,
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2. CospaliTe HOBBIM CKPUIIT 10/l Ha3BaHWeM OldFilmEffect.cs U
HOBBIH 1Ielijiep 1o/] Ha3BaHueM O1dFilmEffectShader.shader.

3. Tlocisie TOro Kak BbI co3zaguTe HeoOXOAMMbIe (hailjibl, BaM HyKHO
OyIeT CKOIMPOBaTh B HUX 6GasoBbIil Koa addeKTa 13 mpeablayieil
riaBbl. O TOM, KaK 9TO c/ies1ath, Bbl MoskeTe y3HatTh B riase 10 «Iloz-
HOZKpaHHbIe 9P(HEKTDI C UCTIOTIB30BAHUEM PEHIEP-TEKCTYP>.

Temeps MBI MOKEeM TIepeiTH HETTOCPEACTBEHHO K CO3IaHUI0 ahdexTa
craporo ¢huirbma.

Kak aTo caenarsb...

[To oTmepHOCTH HAIIN CJIOH, UCTIOTb3YeMBbIe /71 9 deKTa cTaporo puib-
Ma, TOBOJTBHO TIPOCTHI, HO TIPU UX COYETAHWH MBI ITOJTy4yaeM WHTEePECHBIN
BU3yanbHBIH addekT. /laBatiTe TPONEMCS 11O KOy CKPUTITA U TIENepa,
a TocJre ATOTo paszbepéM KasKAYI0 CTPOUKY 9TOTO KOJA U TTOCMOTPUM, TT0-
yemy Ko/l paboTaeT UMEHHO Tak, Kak oH paboraeTt. K aTomy MoMeHTY y Bac
yoKe OJKEH GBITh KO TPOCTOTO (hynckpuH-a(dekTa, Tak 4TO B ITOM pe-
T[ETITe MBI TIPOTYCTUM JTOT TITar U TIePeiiiéM cpasy K J06aBIEHUIO HOBOTO
Ko/a. BrImostHUTE ceayionme AefCTBILT:

1. Hauném mbi ¢ C#-ckpurra. B iepsom 6J10Ke Ko1a Mbl OIPEACTIUM
[epeMeHHbIe, KOTOPble JOJKHBI ObiTh BUAMMBL B HHCIEKTOpE,
4TOOBI II0JIb30BATE/b MOI UBMEHATH IIapaMeTpbl Haiero sapdexra.
Yro0bl TIOHSTH, KaKie TTapaMeTPbl HaM HYKHBI, Mbl MOKEM PYKO-
BoACTBOBaThCs HatuM Photoshop-gaiisom, B KOTOPOM MbI cjieia-
Jit Habpocok aderta. JTobaBbre cieLy 0Nl Ko/,

#region Variables

public
public

public
public
public

public
public
public

public
public
public

Shader oldFilmShader;
float OldFilmEffectAmount = 1.0f;

Color sepiaColor = Color.white;
Texture2D vignetteTexture;
float vignetteAmount = 1.0f;

Texture2D scratchesTexture;
float scratchesYSpeed = 10.0f;
float scratchesXSpeed = 10.0f;

Texture2D dustTexture;
float dustYSpeed = 10.0f;
float dustXSpeed = 10.0f;

private Material curMaterial;
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private float randomValue;
#endregion

2. Jlajee HaM HY;KHO HAIMMCATh METOJ] OnRenderImage (). B HEM MBI
GyzieM TepeaBaTh 3HAUCHUST HAIUX [TEPEMEHHBIX TeHIepy, 4To-
6B OH CMOT MCIOTL30BATh WX TTPU 00pabOTKe PeHIEP-TEKCTYPHI.

void OnRenderImage (RenderTexture sourceTexture, RenderTexture
destTexture)

{

if (o0ldFilmShader != null)

{

material.SetColor (" SepiaColor", sepiaColor);
material.SetFloat (" VignetteAmount", vignetteAmount);
material.SetFloat (" EffectAmount", OldFilmEffectAmount);

if (vignetteTexture)
{

material.SetTexture (" VignetteTex", vignetteTexture);

if (scratchesTexture)

{
material.SetTexture (" ScratchesTex", scratchesTexture);
material.SetFloat (" ScratchesYSpeed", scratchesYSpeed);
material.SetFloat (" ScratchesXSpeed", scratchesXSpeed);

if (dustTexture)

{
material.SetTexture (" DustTex", dustTexture);
material.SetFloat (" dustYSpeed", dustYSpeed);
material.SetFloat (" dustXSpeed", dustXSpeed);
material.SetFloat (" RandomValue", RandomValue);

Graphics.Blit (sourceTexture, destTexture, material);

Graphics.Blit (sourceTexture, destTexture);

3. 1 HaKOHEI[, Mbl OI'PaHNYNBacM HapaMeprICKpHHTa,QTO6H nx
3HaY€HU JIEKaJIN B IIPABUJIBHBIX /IHAlla30HaX.

void Update ()

{

vignetteAmount = Mathf.ClampOl (vignetteAmount) ;
OldFilmEffectAmount = Mathf.Clamp (OldFilmEffectAmount, 0f, 1.5f);
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randomValue = Random.Range (-1f, 1f);

}

4. 3asepmuB Hanucanue C#-ckpuiTa, JaBaiiTe MEPEKJIOIUMCS Ha
nreigep. Mbl JOJKHBL 100aBUTDH B 1HEiep TepeMeHHble, KOTOPbIE
COOTBETCTBYIOT CO3/IaHHBIM paHee TiepeMeHHbIM B ckputnTe. [loc-
JIe 3TOTO CKPHIIT U MIeHAep CMOTYT B3anuMoeiicTBoBaTh. JJobaBbre
CJIeLY oI KO/l B OJIOK CBOIMCTB BaIllero Iieiiepa.

Properties

{
_MaintTex ("Base (RGB)", 2D) = "white" {}
_VignetteTex ("Vignette Texture", 2D) = "white"{}
_ScratchesTex ("Scratches Texture", 2D) = "white"{}
_DustTex ("Dust Texture", 2D) = "white"{}
_SepiaColor ("Sepia Color", Color) = (1,1,1,1)
_EffectAmount ("Old Film Effect Amount", Range(0,1)) = 1.0
_VignetteAmount ("Vignette Opacity", Range(0,1)) = 1.0
_ScratchesYSpeed ("Scratches Y Speed", Float) = 10.0
_ScratchesXSpeed ("Scratches X Speed", Float) = 10.0
_dustXSpeed ("Dust X Speed", Float) = 10.0
_dustYSpeed ("Dust Y Speed", Float) = 10.0
_RandomValue ("Random Value", Float) = 1.0

}

5. IIaJIee, KaK O6bI‘-IHO, HaM HYKHO lIO6aBI/ITI) 9TH K€ IIePpEMCHHBIEC B
OJIOK CGPROGRAM.

SubShader

{

Pass

{

CGPROGRAM

#pragma vertex vert img

#pragma fragment frag

#pragma fragmentoption ARB precision hint fastest
#include "UnityCG.cginc"

uniform sampler2D MainTex;
uniform sampler2D VignetteTex;
uniform sampler2D ScratchesTex;
uniform sampler2D DustTex;
fixed4d SepiaColor;

fixed _VignetteAmount;

fixed _ScratchesYSpeed;

fixed _ScratchesXSpeed;

fixed dustXSpeed;

fixed dustYSpeed;

fixed EffectAmount;

fixed _RandomValue;
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6. Temepb MBI IEpEXO/IUM K Hallell GyHKITNHU frag (), B KOTOPOW MBI
Gy/IeM TIOTTHKCETbHO MPUMEHTH ahdekT k penaep-Tercrype. Ha-
YITHAEM MBI C TOTO, YTO TIOJTyYaeM IIBET M3 PEH/IEP-TEKCTYPhI U U3
TEKCTYPBI C BUHBETKO.

fixed4 frag(v2f img i) : COLOR
{

//ToyunM LBET M3 PEHIEeP-TEeKCTYPH,

//ncnone3ysa UV-KOOPAMHATE M3 CTPYKType v2f img.

half2 renderTexUV = half2(i.uv.x, i.uv.y + ( RandomValue *
~SinTime.z * 0.005));

fixed4 renderTex = tex2D( MainTex, renderTexUV);

//TomyunM LBET M3 TEKCTYPhH BUHbLETKMU.
fixed4 vignetteTex = tex2D( VignetteTex, i.uv);

7. llocne aToro Mbl I[O63.BJI${€M ITbJIb 1 ITapaITuHBI.

//BO3bMEM LBET LAPaNuH.

half2 scratchesUV = half2(i.uv.x + (_RandomValue * SinTime.z *
_ScratchesXSpeed), i.uv.y + (_Time.x * ScratchesYSpeed)) ;

fixed4 scratchesTex = tex2D(_ScratchesTex, scratchesUV);

//BO3bMEM LIBET IIBLJIN.

half2 dustUV = half2(i.uv.x + (_RandomValue * (_SinTime.
z * _dustXSpeed)), i.uv.y + (_RandomValue * (_SinTime.z *
distYSpeed)));

Exed4 dustTex tex2D(_DustTex, dustUV);

8. lanee nepeBouM B CETUIO.

//TosyunM 3HadYeHMs OCBEWEHHOCTM M3 PEHOEeP-TEeKCTYPH C IOMOLBI0
//3Hauyenutt YIQ.
fixed lum = dot (fixed3(0.299, 0.587, 0.114), renderTex.rgb);

//0o6aByM MOCTOSHHEIN LBET 3HAUeHMo lum.
fixed4 finalColor = lum + lerp( SepiaColor, _SepiaColor +
fixed4 (0.1£,0.1£,0.1£,0.1f), RandomValue);

9. U naxower, Mbl 0ObeANHSIEM BCE HAIITH CJIOH U IIBETA, YTOOBI HOJIY-
IHUTH TEKCTYPY UTOTOBOTO 3(heKTa.

//Co3mamym MOCTOSHHEI OeJbli UBET, KOTOPBIA MBI CMOXEM
//VCHONb30BaTE VI KOPPEKTUPOBKM IPO3PAdYHOCTM 3bOEeKTOoB.
fixed3 constantWhite = fixed3(1,1,1);

//OBBeaVHMM BMECTE PAa3JIMUHBE CJIOM, UTOOB CO3OATh MUTOTOBBIA

//3bbexT.

finalColor = lerp (finalColor, finalColor * vignetteTex,
_VignetteAmount) ;

finalColor.rgb *= lerp(scratchesTex, constantWhite,
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_RandomValue) ;

finalColor.rgb *= lerp (dustTex.rgb, constantWhite,
(_RandomValue * SinTime.z));

finalColor = lerp(renderTex, finalColor, EffectAmount);

return finalColor;

ENDCG

10. TIocjie TOTO Kak BbI HAITUIIETE BECh 9TOT KOJ, €CIM He OBLIO J10-
MYIIEHO ONMOOK, Bbl YBUANUTE HEUTO, MOXOKEE HA CJIEAYIONINI
ckpuninort. B pexaxrope Unity Hakmute Play, uto6s1 yBuseTs -
(beKT aHMMAITK TIAPAITUH U MLIH, 8 TAK/Ke MEJICHHOE CMEI[CHIE
U300pasKeHMs.

Puc. 11.5. Pesynbrat npumeHeHns noctaddekTa ctaporo punbma

Kak aTo paboraer...

Teneps naBaiiTe PoOAEMCS IO KAKIOMY U3 CJIOEB, 33/IeiCTBOBAHHBIX B
nanHoM adderre, U PACCMOTPUM KAKJAYIO CTPOUKY KOJA, 4TOOBI Paso-
GpaThes, Kak aTOT Koz paboraer. Takum 06pasoM, Mbl TIOUMEM, KaK Mbl
MOJKEM YJIYUIIUTD 3TOT 3h(PeKT.

Teneps, korga Hai addekr craporo ¢puiabmMa paboTaer, gaBaite pac-
CMOTpPHUM KO/ B (byHKLu/H/I frag (), HOCKOJbKY BeChb OCTaJIBHOM KOJI K 3TO-
MY MOMEHTY YK€ JIOJKEeH ObITh MMOHSITEH.

ITo ananoruu ¢ Photoshop, nam mefizep o6pabaTbiBaeT KasKablii 10
110 OT/AEJBHOCTH, & MOTOM OJIEHAUT UX BMecTe. Tak 4TO Ha HTOT MPOIIECe
yI0OHO CMOTPETh, Kak Ha cj1ou B Photoshop. ITogo6ublii moaxo momora-
er pu pa3paboTke HOBBIX (yJICKPUH-2(DPEKTOB.



m--.l [nasa 11. lerm-nneit n skpaHHbie 3¢ dexTbl

O6paTuM BHUMaHUE HA TIEPBbIE CTPOKH Kojia GyHKIUY frag ().

fixed4 frag(v2f img i) : COLOR
{

//TonyumM LBET M3 PEeHIep-TEeKCTYPH,

//ncnone3ysa UV-KOOPAMHATHE M3 CTPYKType v2f img.

half2 renderTexUV = half2(i.uv.x, i.uv.y + ( RandomValue *
_SinTime.z * 0.005));

fixed4 renderTex = tex2D(_MainTex, renderTexUV);

fixed4 vignetteTex = tex2D( VignetteTex, i.uv);

B nepBoii ctpoke koma dyukiuu Mbl onpezessieMm UV-KOOpauHATHI
NITST TIIABHOM TEKCTYPhI. Tak Kak MBI MBITaeMCS UMUTUPOBATH 3P deKT
ctaporo (gujibma, HaM HY}KHO HEMHOTO u3MeHsTh UV-KoopanHaTs Ha-
el peHgep-TeKCTyphl Ha KaxaoM ¢peiiMe, OYATO Kaapbl KMHOJIEHTDI
cyerka apoxar. J[poxkaHue COOTBETCTBYET HEUeabHOU paboTe Mexa-
HU3Ma TIEPEMOTKY KHHOJIEHTBI. MBI MCTIOJIb3yeM BCTPOCHHYIO TIEPEMEH-
HYIO SinTime, KOTOpas Bo3Bpalaet 3Hauenne mexkay —1 u 1. /lanee mbi
YMHO’KaeM e€ Ha OUeHb MaJIeHbKOE YnCJIo, B HareM caydae Ha 0,005, ato-
Obl CHU3UTh MHTEHCUBHOCTD TOro addekra. [TonyunBiieecs sHayeHme
BHOBb YMHO’KaeTCsl Ha 3HaueHMe IepeMeHHOl RandomValue, KOTOPOE
MBI TCHEPUPYEM B CKPUTITE. ITO 3HAUEHUE «CKavyeT» Meskay —1 u 1, 9To-
Obl UMUTUPOBATH «CKaYKM» KMHOILIEHKH Briepéa-uasza. [Tosyuns HOBoe
3HaveHne UV-KoopauHaT, Mbl COXPaHsIEM €ero B IepeMeHHYI0 render-
TexUV U, UCIOJIB3YST (DYHKIIUIO tex2D (), MOJydyaeM I[BET PeH/IEP-TeK-
cTypbl B 06pabarbiBaeMoM MuKceste. Jlajee MbI TIPOCTO MOJTydaeM IIBET
W3 TEKCTYPBI BUHBETKHU € TOMONIBIO TOM Ke (PyHKIUM tex2D (). Mbl He
HCIIOJTb3YEeM Ha 3TOM Tare anuMupoBaHHbie UV -KOOPAUHATBI, TTOCKOJIb-
Ky TeKCTypa BUHBETKHU OyJIeT IPUBsI3aHa K KaMepe, a He K MOJEPTHBAI0-
meicss KUHOJIeHTe.

Cremytomuii (hparMeHT KOzla UITIOCTPUPYET BTOPYIO TPYIITY CTPOK B
Hanreid GyHKIUK frag ().

//BO3bMEM LIBET LIAPAINH.
half2 scratchesUV = half2(i.uv.x + (_RandomValue * SinTime.z *

_ScratchesXSpeed), i.uv.y + ( Time.x * ScratchesYSpeed));
fixed4 scratchesTex = tex2D(_ ScratchesTex, scratchesUV);

//BO3bMEM LIBET IIBLIA.

half2 dustUV = half2(i.uv.x + (_RandomValue * (_SinTime.z *
_dustXSpeed)), i.uv.y + ( RandomValue * (_SinTime.z *
_distYSpeed)));

fixed4 dustTex tex2D(_DustTex, dustUV);

ITOT KO/l OY€Hb ITOXOJK Ha Hpez[bmymﬂﬁ (bpaI‘MeHT, I'/1€ MbI CO3/1aBaJin
AHNMUPOBaHHbBIC UV-KOOPIII/IHEITBI, I-ITO6BI MOIII/I(I)I/H_[I/IPOBB.TI) ITOJIOJKEHHNE
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cnos addexra. Mbl TpocTo ucroab3yeM 3HadeHne BcTpoeHHoi B Unity
MEePEMEHHON _SinTime, YTOOBI MOTYYUTh 3HaYeHUe Meskay —1 u 1, ymuO-
JKaeM ero Ha Hallly CIyYailHyIo BEJIUYIHY, a TOTOM Ha eIllé OJITH MHOXKH-
TeJb, KOTOPBIH KOPPEKTHPYET 00IIYI0 CKOPOCTh aHUMAIuu. Paccumnran-
Hble UV-KOOPIUHATHI MCIOJIB3YIOTCS VISl COMILIMHTA TEKCTYD MbLIN U
IapaIiH.

Cremytomuii (pparmeHT Ko/la OTBeYaeT 3a IBeT Haiero adgdekra cra-
poro duabma.

//ToyurM 3HAUEeHMUs OCBEWEHHOCTM M3 PEeHIEeP-TEeKCTYPH C [IOMOLBI

//3HauveHnin YIQ.
fixed lum = dot (fixed3(0.299, 0.587, 0.114), renderTex.rgb);

//I0o6aBuM MOCTOSHHHIN LBET SHAUEHMIO lum.

fixed4 finalColor = lum + lerp( SepiaColor, SepiaColor +
fixed4(0.1£,0.1£,0.1£,0.11),
~RandomValue) ;

B srom 6710Ke KOa MbI OCYIHIECTBJISIEM 1IBETOBOE TOHUPOBAHUE BCEil
Halleil penzep-TeKeTypbl. [[Jist 5TOro Mbl cHavasa peodpasoBbiBaeM €6 B
uepHo-6¢es10e uzoGpaskenue. JlesaeM MBI 9TO, WCTIOJb3YsT 3HAYCHUS OCBe-
nménnoctu, nepeso/is 1BeT B hopmat YIQ, 3navenns YIQ, — aTo 1iBeToBoe
IPOCTPAHCTBO, UCIOJb3yeMoe TeneBusnonHoi cucreMoil NTSC. Urtobst
noipobHee pounTaTh PO Y1Q, BbI MOKETE TIOCETUTD CJAEAYIONIUE CCHLIKH:

e http://en.wikipedia.org/wiki/YIQ;
° httD www.blackice.com colorsDaceYIO htm;

Jl1s1t paGOTBI € 3THM PELENITOM Bbl He 00g3aHbl 3HATh, 4TO Takoe YIQ u
KaK B 9TOM MPOCTPAHCTBE MPEACTABJIIOTCS IBeTa. Baskio nuiib 3amom-
HUTD, YTO 3HAUEHUE Y COOTBETCTBYET OCBEMIEHHOCTH KapTUHKHU 1 13 RGB
1[BeTa OHO TOJIyYaeTcsd 1o CIeluaibHoll (opmysie ¢ Koaddummentamn
JUIST KQKJIOTO U3 KaHATIOB. TakuM 06pasoM, 4T0ObI TIOTyYUTh YepHO-OeTIoe
u300pakeHe, Hy;KHO [t KayKOTO MTHKCEJIST BBIYUCIUTD CKAJSIPHOE TIPO-
W3BEJIEHUE €To TBeTa C ATUMH Koa(dUuimeHTaMu, 4To AacT HaM 3HAYCHUE
OCBEIIEHHOCTU B 9TOM TTHKCeJie. ITO MbI U I€JIAeM B [IEPBOIT CTPOKE MPH-
BEJIEHHOTO KO/Ia.

[Tocsie TOro Kak Mbl MOJYYNM 3HAYEHUST OCBEIEHHOCTU, MBI CMOKEM
TIPOCTO HAJIOKUTDH Ha HETO IIBET, B KOTOprfI MbI XOTUM TOHHUPOBATDH Hallle
uszobpakeHue. ITOT IBET Tepepaéres B melgep us Hamrero C#-ckpurra,
a MOTOM B OJIOK CGPROGRAM, T/I€ MBI MOKEM CJIOKUThH €T0 C HAIIEH YepHO-
6es10i TekcTypoil. Takum 06pa3oM, Mbl TI0JIyYaeM TOTOBOE TOHUPOBAHHOE
n300pakeHe.
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W nakonertr, Mbl coBMeTIaeM Bee ciion Hatrrero acpdexra. Uto u esaercs
B CJIEJIYIOIIEM KOJIE:

//Co3manyM MOCTOSHHEI OeJblif LBEeT, KOTOPHIM MBI CMOXEM
//vCcnonb30BaTh I KOPPEKTUPOBKM IPO3padHOCTM 3bdekToB.
fixed3 constantWhite = fixed3(1,1,1);

//06benuHyM BMECTE PpasJIMUHBEE CJIOM, UTOOH CO30AaTb MTOTOBBIA
//2dbdexrT.

finalColor = lerp (finalColor, finalColor * vignetteTex,
~VignetteAmount) ;

finalColor.rgb *= lerp(scratchesTex, constantWhite,
_RandomValue) ;

finalColor.rgb *= lerp(dustTex.rgb, constantWhite,
(_RandomValue * SinTime.z));

finalColor = lerp(renderTex, finalColor, EffectAmount);

return finalColor;

}

IMocennuii 6J0K KOMa JOCTATOYHO MPOCT U HE HY/KAAETCS B JA€Tab-
HOM 00bsicHeHHH. BKpariie Mbl IPOCTO YMHOKAaeM 3HAUEHHS BCEX CIOEB
1 MoJiyyaeM UTOTOBYIO KapTuHKY. Tak ske kak B Photoshop, usera cio-
eB YMHOJKAIOTCS B pexkuMe HajokeHus: Multiply, MbI gestaem 910 B Kozie
nrefizepa. st Toro 4ToGhl MMETh BO3MOMKHOCTh KOPPEKTUPOBATh CTe-
MeHb TIPO3PAYHOCTU KAXKIOTO CJIOSI, MBI MCITOJIb3yeM (hyHKIHIO lerp ()
C COOTBETCTBYIOIMMHM TTapaMeTpaMiu, Ojarofapsi 4eMy Mbl IT1OJydaeM
GoJIbIIIe XYI0KECTBEHHOTO KOHTPOJIS 3a HaiM aderTom. Yem Gosbiie
«pyueK 71t HacTpoeKs a(PHEKTOB MOKHO TTPEOCTABUTD XYIOKHUKY, TEM
JIydiire.

Co3paHue adpdekTa HOYHOro
BUAEeHUus

Crenytomuii hyackpuH-2(hhEKT, KOTOPBIN MBI CeJaeM, UCIOTb3yeTCs
orpezesieHHO vartie. IHGhEKT HOYHOTO BUAEHIS ITPUCYTCTBYET B TAKUX UT-
pax, kak Call of Duty Modern Warfare, Halo, a Tak:e mpakTuuecku B Jifo-
6OM IIyTepe OT MEePBOTO JINIA, UMEIOIIEMCsI CETO/IHST Ha PhIHKe. Db deKT
3AKJII0YAETCS B HOACBEYUBAHUU BCETO U300PAKEHUS C TOMOIIBIO XOPOIIO
Y3HABAEMOTO JIAMOBO-3€JIEHOTO IIBETA.

[Tpesx e uem IPUCTYIUTD K CO3AaHUI0 3 (DHEKTa HOTHOTO BUIEHUS, HAM
HY’KHO BoccosfiaTh ero B Photoshop, kak Mbl iesiajiv B IPOIILIIOM TIPHUMe-
pe. JIJist 5TOTO HaM HY’KHO HAlTH HECKOJIBKO pehepEHCHBIX U300 PaKeHII
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B VIHTEpHeTE 1 HapHCOBaTh IIOX0XKYI0 KapTUHKY B Photoshop, uro6s 1mo-
CMOTPETb, KaK¥e CJION U PEKUMBI OJIEHANHTA HaM HY KHBI J1JIsT TIOJTYYE€HUST
namnoro addexra. Ha cremyiomnem ckpuHiiore n3o0paskéH pe3ynbrar
9TOTO IIPOoIecca.

Puc. 11.6. M3o06paxeHne 13 npnbopa HOYHOro BUAEHUS

A Terepp gaBaiite nepeiéM K pasOUeHMIO HAIero u300pakeH s, Clie-
sanuoro B Photoshop, Ha ero cocraBhbie yacTu, 4TOOBI MbI CMOTJIH JTYYIITE
MOHSTh, KaKKe HaM MoTpeOyeTcst MOAr0TOBUTL pecypebl. B ciepyiomeit
CEKIIMU MBI PACCMOTPHUM KaK pa3 aTOT IIpoliecc.

MoagroroBka

JlaBaiite omsith HauHEM pabOTy Ha/l HAIUM TOCTIOMEKTOM € TOTO, YTO
BbIZIEIMM B HEM cion. Mcnonbsyst Photoshop, Mbr MOkeM cozgaTh MHOTO-
caioiinoe u306paskeHue, UToObI JTyUIlie MPOJEMOHCTPUPOBATD, KAK UMEHHO
MBI MOXKeM 3arieqarieTb aheKkT HOYHOro BUIEHUS.

e TouupoBaHue B 3€J€HbI LBET: HAIIUM IEPBbIM CJI0eM Oyer
KJTACCUYECKWH 3eJIEHBIN 1BET, KOTOPBIN MBI OJKU/Ia€M YBHU/IETh HA
JII000M M300PaKEeHIH, TOJYIEHHOM B PEKMMe HOUHOTO BUAEHMUSL.
C nomorpio 31010 adderTa Mbl CMOKEM MPUIATH HAIIAM U300pa-
JKEHUSIM y3HABAE€MbI€ YePThl HOYHOTO BUIEHUSI.
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Puc. 11.7. ToHnpoBaHune n3obpaxeHns B 3€NEHbIN LIBET

o JIMHMM CKaHHUPOBAHUS: YTOOBI Y MOJTB30BATENS CO3/ATOCH M YCH-
JINJIOCDH OUIyIIEHWE, YTO Tepe]] HUM Telepb HaXOAUTCS KaKoi-TO
APYTOil ucijiell, Mbl 00aBUM IMOBEPX HAIIETO TOHUPOBAHUSI B
3eJIEHBIN I[BET JIMHUY cKarupoBanus (scan lines). /lJst oTux 1eseit
MBI BOCITOJIb3YeMCsI TEKCTYPOii, cosmantoii B Photoshop, u mo3Bo-
JIIM TIOJT30BATETIO CAMOCTOSITETBHO BHIOUPATD IJIOTHOCTD, YTOOBI
JIMHUY CKAHUPOBAHUS CTAHOBUJIMCH GOJIBIIIE U MEHBIIIE.

Puc. 11.8. JInHun ckaHnpoBaHus,
ncnosnb3yemMble B JaHHOM peLenTe
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ITymbI: HATT CyteyONINIA CJIOH, — ATO IIIyMbI, UJIU ITOMEXU, KOTO-
pble Mbl HAJIOKUM II0BEPX TOHUPOBAHHOTO N300PaKEeHI U JIMHUI
CKaHMPOBaHUs, YTOObl paboTa 060PYAOBAHUS HOYHOTO BUAEHUSI
He Kasajlach MeajbHOM, a 3a04HO 4T00bI 100aBUTh 9 dEKTY Je-
Taseil. DTOT CJIOM yCUIMBaeT ouryieHne paboThl ¢ TEXHUYECKUM
YCTPOHCTBOM HOYHOTO BUJIEHNS.

Puc. 11.9. LLlymbl, ncnonb3yemble B JAHHOM peLenTe

BunbeTka: nmocyieiHIM CI0eM B HallieM 3 eKTe HOYHOTO BUIEHUS
Gyner BUHbeTKa. EC/M Bl IOCMOTPUTE, KaK peai3oBaH a(hexT
rounoro sugenus B Call of Duty Modern Warfare, To Bbt yBunuTe,
YTO B 9TOM UTPE UCTIONB3YeTCS BUHbETKA, UMUTUPYIOMas a(hderT
B3IJIsi/Ia Yepes3 OKyJIsip. Mbl TOKe BOCIIOJIB3YeMCsI 9TUM IIPUEMOM.

Puc. 11.10. BuHbeTka, ncnonb3yemasi B 4JaHHOM peLenTe
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JlaBaiiTe TIOATOTOBUM TEKCTYPbI, KOTOPBIE HaM MOHALOOSATCS ISt CO-
3anust aToro nocraddexra. BoimomHuTe Ceyonue 1eicTBU:

1. TloaroToBBTE TEKCTYPY BUHBETKH, TEKCTYPY IIyMa M JUHUHN CKa-
HUPOBAHUS — HAMOAOOUE TEX, YTO MbI IPUBOIUIN Yy Th BHIIIE,

2. CospaiiTe HOBBII CKPUIIT IO/ Ha3BaHWEM NightVisionEffect.
cs M HOBBIN IeH/iep 1o/l Ha3BaHWeM NightVisionEffectShader.
shader.

3. TlocJjie TOTO Kak BbI CO3auTe HEOOXOAMMbIe (hailyibl, BAM HYKHO
GyleT CKOMMPOBaTh B HUX 0a30BbIi KO/ s deKTa U3 nmpeabiayIeit
rraBel. O TOM, Kak 3TO cresaTh, BbI MOXKeTe y3HaTh B TiaBe 10
«ITorHO9KpanHble 3(hEKTBI ¢ MCIOTH30BAHUEM PEeHIep-TeKC-
Typ».

A rtermepb, KOT[Ia MBI TIOATOTOBUJIM HEOOXOAUMbIE (DallIbl TEKCTYP U
cosfta 6a30Bble CKPHUIITBI, MBI MOKEM TIPUCTYITUTH HEMTOCPEACTBEHHO K
co3manuio a¢dexkTa HOUHOTO BUIEHMSI.

Kak aTo cgenarsb...

Mbr Hauném pa3paboTky addekrra co ckpuiita NightvVisionEffect.cs.
KiukHuTe 110 HeMY J1Ba pasa, 4ToObl oTKpITh ero B MonoDevelop. TTocue
HTOTO BBITIOJHUTE CJIE/LYIONIHE EHCTBSL:

1. Ham HOTp€6yeTCH CO31aTb HECKOJIbKO HepeNKHHﬂﬂX,QTO6bIHaTb
II0JIb30BaTeJ/II0 Halllero BQXbeKTa BO3MOKHOCTb HAaCTpanBaTb €ro
B MHCIIEKTOpeE. Jlo6aBbTe CJIeYIONMUN KO/ B CKPUIT NightVi-
sionEffect.cs.

#region Variables
public Shader nightVisionShader;

public float contrast = 2.0f;
public float brightness = 1.0f;
public Color nightVisionColor = Color.white;

public Texture2D vignetteTexture;

public Texture2D scanLineTexture;
public float scanLineTileAmount = 4.0f;

public Texture2D nightVisionNoise;
public float noiseXSpeed = 100.0f;
public float noiseYSpeed = 100.0f;

public float distortion = 0.2f;
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public float scale = 0.8f;

private float randomValue = 0.0f;
private Material curMaterial;
#endregion

2. Jlajee HaM HY’KHO HalucaTh MeTOJ OnRenderImage (). B HéM
MBI OyzieM Tiepe/laBaTh 3HAUCHUS HAITUX [IEPEMEHHBIX Teiepy,
4TOOBI OH CMOT KCIOJIb30BaTh UX MPU 00pabOTKE PeHIep-TEKC-

TYPBL

void OnRenderImage (RenderTexture sourceTexture,
RenderTexture destTexture)

{

if (nightVisionShader != null)

{

material.SetFloat (" Contrast", contrast);
material.SetFloat (" Brightness", brightness);
material.SetFloat (" NightVisionColor", nightVisionColor);
material.SetFloat (" RandomValue", randomValue);
material.SetFloat (" distortion", distortion);
material.SetFloat (" scale",scale);

if (vignetteTexture)
{

material.SetTexture (" VignetteTex", vignetteTexture);

if (scanLineTexture)
{
material.SetTexture (" ScanLineTex", scanLineTexture);
material.SetFloat (" ScanLineTileAmount",
scanLineTileAmount) ;

if (nightVisionNoise)

{
material.SetTexture (" NoiseTex", nightVisionNoise);
material.SetFloat (" NoiseXSpeed", noiseXSpeed) ;
material.SetFloat (" NoiseYSpeed", noiseYSpeed);

Graphics.Blit (sourceTexture, destTexture, material);

Graphics.Blit (sourceTexture, destTexture);
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3. Uto06bl 3aBepuiuTh paboTy €O CKPUITOM NightVisionEffect.
cs, AaBaiite yOeanMes, YTO Mbl OrPAaHUYMBAEM 3HAYEHUS HAIIUX
IIePEMEHHBIX B HEKOTOPOM Jinarnasone. [IpuBeéHHbIe 31eCh ana-
I1a30HbI IPOM3BOJIBHBI U MOTYT ObITh B [aJibHEIilIeM M3MeHEeHbI.
MbI ke UCII0/Ib3yeM 3HaYeHMs, KOTOPbIE JefCTBUTENBHO XOPOIIIO
paboTalor.

void Update ()

{

contrast = Mathf.Clamp (contrast, O0f, 4f);
brightness = Mathf.Clamp (brightness, 0f, 2f);
randomValue = Random.Range (-1f, 1f);
distortion = Mathf.Clamp(distortion, -1f, 1f);
scale = Mathf.Clamp (scale, 0f, 3f);

}

4. Tenepb MbI MOJKEM COCPEOTOYUTD Hallle BHUMAHWE Ha MIEHePHO
yacTu Hatrero achdexra. Ecim BbI e111é He OTKPBLIN 11elijiep, To cel-
Jac camMmoe BpeMst 9To ciesiath. Haunure ¢ jo6aBieHnst CBONCTB.

Properties

{
_MainTex ("Base (RGB)", 2D) = "white" {}
_VignetteTex ("Vignette Texture", 2D) = "white" {}
_ScanLineTex ("Scan Line Texture", 2D) = "white" {}
_NoiseTex ("Noise Texture", 2D) = "white" {}
_NoiseXSpeed ("Noise X Speed", Float) = 100.0
_NoiseYSpeed ("Noise Y Speed", Float) = 100.0
_ScanLineTileAmount ("Scan Line Tile Amount", Float) = 4.0
_NightVisionColor ("Night Vision Color", Color) = (1,1,1,1)

}

Contrast ("Contrast", Range(0,4)) = 2
Brightness ("Brightness", Range(0,2))

=1
RandomValue ("Random Value", Float) = 0

distortion ("Distortion", Float) = 0.2
scale ("Scale (Zoom)", Float) = 0.8

5. JI7s1 TOTO 94TOOBI MBI CMOTJIH TIEPEIaBATh TAHHBIE 13 HAIero OI0Ka
CBOICTB B 6JIOK CGPROGRAM, HAM HY’KHO OOBSABUTD B HEM MEPEMEH-
HbIE C TAKUMHU K€ UMeHaMU.

SubShader

{

Pass

{

CGPROGRAM

#pragma vertex vert img

#pragma fragment frag

#pragma fragmentoption ARB precision hint fastest
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#include "UnityCG.cginc"

uniform sampler2D MainTex;
uniform sampler2D VignetteTex;
uniform sampler2D ScanLineTex;
uniform sampler2D NoiseTex;
fixed4d NightVisionColor;

fixed Contrast;

fixed ScanLineTileAmount;

fixed Brightness;

fixed _RandomValue;

fixed NoiseXSpeed;

fixed NoiseYSpeed;

fixed distortion;

fixed _scale;

6. MpbI Takke 106aBuM B Halll a((heKT UCKAKEHUE JUH3, YTOOBI MbI
MOTJIN TOCTOBEPHEE BOCCO3AATH ahdhekT 0630pa depe3 OKKYIISPLI,
re m300pakeHe 1o yriaM mpeTepreBaeT nckaxkenus. JJo6aBbre
B GJTOK CGPROGRAM CJIEYIOMINH KO/ Cpa3y moce 0O bIBIeHNS Tie-
PEMEHHDIX.

float2 barrelDistortion (float2 coord)
{
//AJITOPUTM MCKaXEHUS JIUHS
//CmoTpu Ha http://www.ssontech.com/content/lensalg.htm.

float2 h = coord.xy - float2(0.5, 0.5);
float r2 h.x * h.x + h.y * h.y;
float r = 1.0 + r2 * (_distortion * sqrt(r2));

return £ * scale * h + 0.5;

}

7. Terepb MBI MO’KEM CKOHIIEHTPUPOBATHCS HA OCHOBHOM 4acTH Ha-
mero medgepa NightVisionEffect. /[aBaliTe HauHéM C COMII-
JIMHTa TeKeTyp. B dyHKImMio frag () Hamrero meiigepa pobaBbre
CTIeTYIOTIIH KO/I.
fixed4 frag(v2f img i) : COLOR
{

//ToyunM LBET U3 PEHIEepP-TeKCTYPH,

//ncnone3ysa UV-KOOPAMHATE M3 CTPYKType v2f img.
half2 distortedUV = barrelDistortion (i.uv);
fixed4 renderTex = tex2D( MainTex, distortedUV);
fixed4 vignetteTex = tex2D( VignetteTex, i.uv);

8. IIaJIee Mbl TTOJIy4a€M 3HaUY€HUA TEKCTYP JIMHUI CKaHUPOBAHUA N
IHyMOB,HCHOHbSyﬂaHHMHpOBaHHbeU\LKOOPHHHaTH.
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//0bpaboTaeM JIMHMM CKaHMPOBAHMS M LIYMEH.
half2 scanLinesUV = half2(i.uv.x * ScanLineTileAmount,
i.uv.y * ScanLineTileAmount) ;

fixed4d scanLineTex = tex2D(_ScanLineTex, scanLinesUV);

half2 noiseUV = half2(i.uv.x + (_RandomValue * SinTime.z *
_NoiseXSpeed), i.uv.y + ( Time.x * NoiseYSpeed));
fixed4d noiseTex = tex2D( NoiseTex, noiselUV);

9. IMocse 3TOrO HAM HYKHO BBIYHMCJIUTL 3HAUYECHUE OCBEIMEHHOCTH
OCHOBHOﬁ TeKCTypr " IMIPUMEHUTDH K HeIl/)I IIBET HOYHOT'O BUACHUNA,
4TOOBI IPUBECTH €€ K XaPAKTEPHOMY, Y3HABAEMOMY BH/Y HOYHOTO
BUCHNA.

//ToyurM 3HAUEHUS OCBEUEHHOCTU U3 PEeHIep-TEeKCTYPH
//c noMmompln B3HadeHur YIQ.
fixed lum = dot (fixed3(0.299, 0.587, 0.114), renderTex.rgb);

lum += Brightness;
fixed4 finalColor = (lum * 2) + NightVisionColor;

10. U HakoHell, HaM HYKHO 00beJUHUTD BCe CJIOM BOEANHO U BEPHYTh
WUTOTOBBIH ITBET HaIero addeKTa HOYHOTO BUACHUS.
//VTOTOBLIE 3HAUEHUS
finalColor = pow (finalColor, Contrast);

finalColor *= vignetteTex;
finalColor *= scanLineTex * noiseTex;

return finalColor;

}

Tenepp coxpaHuTe mieiiziep ¥ BepHUTECh B pemakTop Unity, 4ToObI
Balll [eHep U CKPUIIT CKOMITMJIMPOBAIUCH. ECJIN He BO3HUKIIO HUKAKUX
OmUBOK, I TOTO YTOOBI YBU/IETH PE3yJIBTaThl IPUMeHeHus adderTa, Ha-
JKMUTE B pefakrope KHornky Play. Bl 10/KHBIL YBUAETH HEUTO TIOXOKEE
Ha n300pakeHue, nokasanxoe Ha puc. 11.11.

Kak aTo paboraer...

Kak BbI, HaBepHOE 3aMeTUJIN, 3(D(HEKT HOTHOTO BUIEHUST OUeHb ITOXO0K Ha
addexT craporo hurbMa, YTO JUIMHUHN Pa3 IEMOHCTPUPYET HAM MEPCIIeK-
THUBBI CO3/IAHUST MOJYJIbHBIX KOMIOHEHT B Unity. Mbl MOXKeM MOJyYUThb
abCoIOTHO pasHble 9P hEKThI, UCIOJIb3YsSI OJAMH ¥ TOT 5Ke KOJ, HO IpUMe-
HSISL IPYTHE TEKCTYPBI U JAPYTHE MTapaMeTphl TAHJINHTA.

EnuncTBenHOE oTiMume JaHHOTO 3(hheKTa COCTOUT B TOM, YTO MBI JI0-
GassisieM B Hanl nmoctaddexT nckakenune ot auns. lasaiite pasbepémes,
Kak OH paboTaer.



Co3spanne adbdpekTa HOUHOro BUAEHMS

Puc. 11.11. Pe3ynsrat npumeHeHns addekTa HOY4HOro BUAEHUS

Cuenyioniuii (pparMeHT KoJla MCIIOJIb3YeTCsT JIJIsI Pean3aluy HCKasKe-
HUST JIMH3. DTOT (hparMeHT Kojia Mbl ostyunsin ot cozaareseii SynthEyes,
U 3TOT KOJ MOKHO CBOGOJIHO WMCIIOJIB30BaTh B BAIINX COOCTBEHHBIX Ah-
(exrax.

float2 barrelDistortion (float2 coord)

{
//AITOPUTM MUCKaXEHUS JIVH3
//CmoTpu Ha http://www.ssontech.com/content/lensalg.htm.

float2 h = coord.xy - float2(0.5, 0.5);
float r2 = h.x * h.x + h.y * h.y;
float r = 1.0 + r2 * (_distortion * sqrt(r2));

return £ * scale * h + 0.5;

}

B ¢yukimu barrelDistortion () B IIepBON CTPOKE KO/a Mbl UIIEM
IeHTP U300pasKeHust peHjiep-TeKcTypbl. Koria y Hac ectb 1eHTp u3obpa-
JKEHUsI, Mbl MOKEM PACTSITUBATH IIMKCEJU 110 MePe UX yIAJIeHUsT OT HETO.
Takum 0O6pazoM, Mbl UMUTUPYEM 3(h(EKT UCKaKEHUS OCHOBHOU peHiep-
TEKCTYPbI BBITYKJION MOBEPXHOCTBIO JIMH3BL. JTOT 3(heKT cMOTPUTCS
0YeHb XOPOIIO, KOT/IA OH MCIOJIb3YeTCsl B TAKUX NocTa(hderTax, Kak HOU-
HOE BUJICHUE.

IMTocsie Toro kax UV-koopauHatbl OyayT 0OpaboTaHbl IJisi MMUATAIK
adderTa pacTsKeHMsI, MBI TPOJIOJIKAEM PabOTy ¢ MEHEPOM, TaK JKe KaK
MBI ¢ HUM paboTajiu paHblile, — puMeHsieM anumainto UV-KoopHaT u
HOIMUKCEIbHbIE OTIEPAIINH, B PE3YJIbTATe YErO Mbl U [OJy4aeM UTOTOBBIN
ahdeKkT HOUHOTO BUIEHUS.
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AdononHutenbHaa uHpopmauusa
VaHarb 6oJiblie 06 9 heKrTe NCKaKeHUsT JIMH3 Bbl MOKETE T10 CJIeLYI0-

meMmy aapecy: http://www.ssontech.com/content/lensalg.htm.



NPEAMETHbIM YKA3SATEJDb

CumBon

2D ToolKit;
URL 50

A

aHW30TPONHble 6nmkn 93

aHUMaLNs BEPLUMH B MOBEPXHOCTHOM
weigepe 182

arnac cnpantos 45

b
6nmkn 146
6nok Tags{} 166
610K CBOIACTB 22

B

BCTPOeHHas B Unity Specular-mogens
ocselleHns Phong 74

BCTpoeHHas B Unity aHuzoTponHas Specular-
MOAenb ocseleHns 93

BCTpOeHHas B Unity mogenb Specular ocBeLyeHus
BlinnPhong 79

BCTpOeHHble B Unity Cglnclude-caiinsl 210

BbIYNCAMTENbHO feluéBbii wengep 191

A

QNPeKTUBLI approxview n halfasview 204

AN DY3HbIA KOMMOHEHT Lwenepa koxu 146

ANPAY3HbIA Weranar 17

n06aBneHne CBOCTB NOBEPXHOCTHOMY
wengepy 22

n

V3MEHEHNE LLeiifepoB Ans MobunbHbix 204

umuTaums addekra BRDF ¢ nomoLwbio
2D-TekcTypbl 36

CMONb30BaHNE;
anpektueel #define B wengepax 217
CBOIICTBA B NOBEPXHOCTHOM Lueiaepe 25
LiBeTa BepLIMH Ang naHfwadra 185

K

KapTbl Hopmanei 56
KapTbl Hopmanei u otTpaxeus B Unity3D 114
Knacc;
ScriptableWizard 104
TestRenderlmage 223
KOMMOHEHTbI Wwengepa koxu 146
KOPPEKTMPOBKA APKOCTH, HACBILLEHHOCTN 1
KOHTpacTa C NOMOLLbO MOMHO3KPAHHbIX
ahpekTo 232

M

MacknpoBaHue rIsHLEBbIX 6IMKOB C MOMOLLbH
TekcTyp 81
MeTannnyeckme n markue 6amkn 87
moZenb Anddy3HOro ocseLLeHns 29
MOAENb 0CBELLEHUS;
BlinnPhong 79
diffuse convolution 135
Lit Sphere 128
NdotL 218
unlit 172
MOJeS1b OCBELLEHNsS aBTOMOBUIbHON Kpacku 141

H

HanucaHue mofenu oceelleHns HalfLambert 32
HanpasneHue B3rnaga 36

o

onTuMusaums weigepos 191
04epefib OTPMCOBKMY;
AlphaTest 168

Background 168

Geometry 168

Overlay 168

Transparent 168

n
nepemenHas LuminanceCoeff 237
noAnOBEPXHOCTHOE paccenBanne 146
nonynpospadHbii wemngep 163



(272] | |}

MoNy4YeHue LBeTa BEPLUMHbBI B MOBEPXHOCTHOM
wengepe 178

nocraddoexTsl 221

npospayHocte 160

NpOCTOE OTPXEHNE C MOMOLLbIO KYOU4ECKO
TekcTypsl B Unity3D 107

MPOCTOM NOBEPXHOCTHbIN LWengep 18

npodhainnuHr weigepos 198

P

pasmbiTble HopManu 146

peanu3sauus pexuma 6neHannra Overlay ¢
CNOMb30BaHNEM MOSTHOIKPAHHBIX
achhekTo 245

pesynbTar NPUMEHeHNs MOAENN 0CBeLLeHNs
diffuse convolution 140

pykoBoacteo no Gg 134

Cc

coiicTBo CurveScale 153

CO3JaHne;
Cglnclude-thaiina ans xpaHeHus Mofenei
ocselleHns 213
HU30TPONHbIX 651MKOB 93
Kybuyeckux Tekctyp B Unity3D 100
Kybuyeckoit kaptbl 136
mofenu ocseLenuns BlinnPhong 79
MOJIeNIN OCBELLEHNS aBTOMOBUbHOIA
Kpackn 141
Mogenw weiiamnHra Lit Sphere 130
OCHOBHBbIX PEXMMOB 6MEHANHIA UCMONb3YS
MOJSTHO3KPAHHbIE 3D hekTbl 238
oTpaxeHus no ®peHesto B Unity3D 119
nonynpo3payHoro wergepa 163
MPO3pa4HOCTM C MoMoLLbio alpha 160
NPOCTO JUHAMUYECKON CUCTEMbI KYOUYECKIX
TekcTyp B Unity3D 123
NpoLeAYPHbIX TEKCTYP B peaaktope Unity 60

CKPUNTOB ANs NOSTHOIKPaHHbIX 3 (PeKToB 222

Lwenjepa TkaHn 155

COPTUPOBKA rY6UHbBI C MOMOLLBI 04epesei
peHpepuHra 165

cnpanT-nucTbl 45

T

TekcTypbl 41
URL pononHuTenbHoi Hdopmauun 42
6neHanHr 51
NPOKPYTKA TEKCTYP C NOMOLLBIO0 N3MEHEHUS
UV-koopamuar 42

MpenmeTHbIM ykasaTtensb

ynakoBka 51
TUNbI CBONCTB NOBEPXHOCTHbIX LUEJEPOB;
2D 24
Color 24
Cube 24
Float 24
Range 24
Rect 24
Vector 24

o>}
thaiin;
Lighting.cginc 213
MyCginclude.txt 213
UnityCG.cginc 59
chainsl Cginclude 210
cunstp Render Difference Clouds 163
(hpeHenesckoe oTpaxeHne 90
(yHKUMS;
barrelDistortion() 269
ceil() 49
ContrastSaturationBrightness() 235
fmod 48
frag() 226
fwidth() 152
GenerateGradient() 63
Graphics.Blit() 228
length() 152
lerp() 54, 203
LightingSkinShader() 149
Linear01Depth() 230
Luminance() 212
Mathf.Clamp() 65
max 32
OnGUI() 169
OnRenderimage() 225, 228
OnWizardCreate() 105
OnWizardUpdate() 104
pow() 27
pow(arg1, arg2) 27
RenderToCubemap() 105
Start() 62, 228
surf 28
surf() 73, 112, 162
tex2D() 43, 258
texCUBE() 109
UnpackNormal() 159, 194
Update() 174, 225
vert() 131, 179
WorldNormalVector() 140



MNpenmeTHbIN yK3aTensb

(PyHKLMSA OCBeLLeHNS;
Lambert 131
Unlit 131
(pyHKUMSA ckangpHoro npoussegenus 30

w
weingep;
Koxn 145
TKaHu 154
wenpepol 177

3
adpcexT ry6uHbl (DOF) 221
3(DEKT HOYHOro BUAeHNS 260
BUHbETKA 263
JINHUN CKAHUPOBaHNA 262
TOHWUPOBAHWE B 3eMEHbIN LBeT 261
Lwymbl 263
ahekT cTaporo punbma 249
Mblfb U LapanuHel 252
TOHUPOBaHWe B cenuio 251
3(PeEKT BUHbETKN 251
ekt yposHeit Photoshop 66

A
Adobe Flash Professional 50
ambient cube shading 140
Anime Studio Pro 50
ATI CubeMapGen 106

B
Bump mapping 56

(0
Cg 17
CGFX 48
CrazyBump 56
cutoff npo3payHocTb 163

D
Dot3 bump mapping 56

G

GPU 22, 177
GPU Gems 70
GUI n npo3payHocTb 169

(273

H
HDR Light StudioPro 106

M

MaCrea 129
MatCaps 129
MonoDevelop 20
Mudbox 56

N
N2DO 56
normal mapping 57

P
Photoshop 41

S
Skin Shader 3 154
SpriteManager 50
Sprite Manager 2 50

T
tex2Dbias() 154
TimelineFX 50
u
Unity forums 154
w
World Machine 56
V4

Zbrush 56, 129



	Пустая страница
	Пустая страница



