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Co3znanne 3¢pdexra caeronama 2D B Unity

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHOIl cTaThe paccMaTpUBaeTCs M OMMCHIBaeTCs peanm3anus 3ddexra
chHeronaga 2D mpw momMomm craHAapTHBIX cpexctB Unity. JlaHHbIA 3¢deKT
OCYULIECTBJISIETCS MOCPEICTBOM CHUCTEMBbI 4YacThll. [IpakTHUeCKUM pe3ysbTaToM
aBigercs 3p@ext cHeromaga B 2D mpocTpaHCTBE Ha CKa4aHHOM I IpUMEPA
¢doHe.
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Creating a 2D snowfall effect in Unity
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Abstract

This article discusses and describes the implementation of the 2D snowfall effect
using standard Unity tools. This effect is carried out by means of a particle system.
The practical result is the effect of snowfall in 2D space on the background
downloaded for example.
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TpexmepHbie Urpsl 6s1arogapst pealTuCTUYHOMY OCBEILEHUIO, MATKUM TEHSM,
OJMKaM U JIpYTMM aclieKTaM OTJIMYHO MEpPeialoT aTMoc(epy UrpOoBOM BCETCHHOM.
ATMoOcCdepa B Urpax-3To COBOKYITHOCTh aHTypaxa, MOJJIEP’KUBAEMOM LBETOBOM
raMmMbl M CayHIpPEKa C YHHUKaJbHbIM 3BYKOBBIM pHCYHKOM B KOHTEKCTE
ctoxketa urpel. B 2D wurpax Her peanmuctuyHoOi rpaduku, HO 3PdeKTa MmoJTHOro
MOTPYKEHUSI MOKHO JOOUThCS Onarojaps AeTalibHON MpopabOTKe BceX Heralei
UTPBI.

[{esib maHHOM CTaThU PaCCMOTPETh BO3MOXHOCTH MIPOBOTO JBMXkKa UNity B
CO3JaHUM peaTucTUUYHbIX 3P dekToB cHeronaaa B 2D urpax.

A.A. KabGaHnoB B cBOe€#l cTaThe OMUCcall MCCIEIOBAHHUE Mpoliecca CO3AaHus
UrpoBoil rpaduku. bBim3ocTs MrpoBoit rpadukM M apXHUTEKTyphl au3aiiHa [1].
C.A.CypoauH B cBOeH CTaTbh€ MPEACTAaBUJ CLEHAPUIl YIIIyOJEHHOTO H3Y4YCHHS
OJTHOTO M3 JIYYIIHX JIBHKKOB, CYILIECTBYIOIIMX HA JaHHBIA MOMEHT, I CO3AaHUs
kpacuBbix 2D u 3D wurp [2]. B cBoeii pabore P. ®. INaiinymuiun, B. A. 3axapos,
E.A. AkceHOBa U3yYMJIM UHCTPYMEHT JUIsl pa3paOb0TKU IBYX- U TPEXMEPHBIX UTP —
Unity 3D [3]. K. B. bormanos, I1. P. Muxees, . H. CyBopoB B cBocii pabote
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OTIMICAJTA PA3BUTUE UTPOBBIX JBIKKOB, @ UMEHHO TIPOBEJIM 0030p OT MPUMUTHUBHOU
rpaduKi 10 BBICOKOYPOBHEBBIX HMHCTpyMeHTapueB [4]. H.C. 3BsaruHa B cBoei
paboTe ommcaga crnocoObl W METOJbI POOOTHI C HMIPOBHIMH OOBEKTaMH B
rpaduyeckom aBuxkKe [5].

Jlns  Hactosmied cHeXHOWM aTtmocdephl HaWaeM CIelHaIu3UPOBAHHbBIN
3UMHUM 33 JHUN (POH CM. pUCYHOK 1.

Puc. 1. UmnopT hoHOBOTO M300paskeHUS
JloGaBrnisiem 3aHMI (POH HA CLIEHY CM. PUCYHOK 2.

= Hierarchy
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A SampleScene*

1 amera
7 BackGround

Puc. 2. JloGaBnenue ¢oHa Ha CLICHY

Coznmaem mycToii 00BEKT 1 Ha3piBaeM «SNOW Generatory cMm. pucyHok 3.
‘= Hierarchy 2

+ -

M SampleScene*

Puc. 3. Co3nanne o0ObeKTa

K co3nanHOoMy 00BbeKkTy H00aBUM cuctemy yactuil «Unity» cMm. pucyHok 4.
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Particle

Open Editor...

Snow Generator

Puc. 4. Jlo6asnenue «Particle Systemy

B manenu «lInsperctor» oobsekTa «Snow Generatory B mose «Start Speed»
craBuM 3HaueHnue «0», B mose «Gravity Modifier» yBenuuuBaeMm 3Ha4YeHHE [0
OJIHOTO U MOJAHUMAaeM OOBEKT Ha 8.5 eMHUIL CM. PUCYHOK 5.
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v Layer Default

Particle System 7 R
Open Editor...

Snow Generator

:m Curves

Puc. 5. Hactpoiika cucTeMbl 9acTHI]

Jlanee co3maHus PEATMCTUYHOTO CHEra HEOoOXOoAuMO J00aBUTH J(PHEKT
CJIy9aifHOCTH B CTApPTOBOM MO3WIIMH M CTAPTOBOM pa3Mepe CHEXHHOK, JUIsl 3TOTO B
«Start Size» u «Start Rotation» ycraHaBnuBaeM MHOAXOASINANA HHTEPBAI CM.
PHUCYHOK 6.
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@ Inspector

- Layer Default

Particle System e
Open Editor...

Snow Genarator

Puc. 5. Jlo6aBnenue 3¢ dexra ciyqaitHoCTH

Taxxe mobaBuM 3ddekT BpamieHus CHESKMHOK B TyHKTe «Rotation by
Speedy» cm. pucyHOK 7.

Puc. 7. Jo6aBnenue 3¢pdexra BpamieHus

JIns OTKIOHEHHs JIETANIMX CHEXHWHOK J00aBUM TajodyKy Ha paszien
«Velocity over Lifetime» u ycraHOBUM HEOOXOAMMBIH WHTEPBAT OTKJIOHCHHS
BJIEBO M BIIPABO CM. PUCYHOK 8.

- Velacity over Lifetime

Puc. 8. Jlo6aBneHre OTKIOHEHHS
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Takxe BBelleM «IIym» B MaJ€HUE CHEKUHOK Ui MUMHUTAlMU BETpa, s
9TOrO BKJIFOUMM paszet «NO0ise» u mogdepeM HaCTPOUKH CM. PUCYHOK 9.

Medium (20

b

Puc. 9. Jlo6aBnenue "Berpa"

VYBeauunM KOJMYECTBO CHEra BKJIIOYMB pasfen «Emissiony u momgHsB
3nauenue «Rate over Time» mo 30 cm. pucysok 10.

+ Emissian

gwer Distance

List is Empty

Puc. 10. YBennuenune KoamnyecTna CHera

OcHOBHOI Kapkac TOTOB M TeMepbh HEOOXOAUMO J00aBUTh MaTepHal
OyIyIInuX CHEXHHOK, JIJISt TOTO CO3/1aeM MAaIKy ¢ MaTepruajiaMu CM. pUCyHoK 11.

Puc. 11. JIoGaByieHre manku Jijisi MaTe€pUalioB

Coznaem Marepuai v Ha3bIBaeM €ro «SNOW» cM. pucyHOK 12.
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Materials

Snow

Puc. 12. JloGaBienue maTepuana

Breioupaem tum metigepa «Sprites/Defaulty u BricTaBiasieM HeoOXoauMbIe
HAaCTPOWKHU CM. PUCYHOK 13.

O Inspector

s/Default

Pixel snap

Render Queue From Shader -

Puc. 13. JloGaBnenue mieinepa K MaTepuary

BosBpamaemcs k' o0wbekty «Snow Generator», B manenu «lnsperctor»
BKJIIIOYaeM pasaen «Renderer» u B mosne «Materialy mobaBisiem co3aHHBIN paHee
Martepuai «SNOW» cM. pUCYHOK 14.
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Billboard

Mo Masking

Per Object Motion
Dafault
off

Puc. 14. JloGaBnenue maTepuaiia K reHepaTopy CHera

3amyckaeM MPOEKT U MPOoBeEpsieM pabOTy CUCTEMbl YaCTHUIl CM

. pucyHok 15-
17.

Puc. 15. ITpoBepka a¢pdekra cHeromama
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Puc. 16. [IpoBepka 3¢ dexra cHeronaaa

Puc. 17. ITpoBepka r(pdekra cHeromama

Kaxk moka3zano Ha ckpunmoTax 3¢ dekrt cueronana 2D paboTaer U MOCIyXUT
OTJIMYHBIM JOTIOJIHEHHEM K JII000i 2D urpe. B manHo# crathe ObLT ITOKAa3aH OJIUH
13 crioco0o0B peanusoBaTh dh ekt cHeromana 2D.
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