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Co31aHue BU3yaJIbHOW HOBEJUIBI B CTHJIe aHMMe Ha Unity

Manux Anexcanop Meopesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmanHOW cTaThe paccMaTpUBAETCA IMPOLECC CO3JAHMUS BU3YAIBHOW HOBEIUIBI B
Unity, Bkmroyas pa3pabOTKy JBYX OCHOBHBIX cilaigoB. CTaThs OIMCHIBACT
OCHOBHBIC JTallbl CO3/JaHUS BU3yaJIbHOW HOBEJUIbI, OT MPOCKTUPOBAHUS O
peanuzanuu B Unity, U npenocTaBisieT NPaKTUUECKUE COBETHI U PEKOMEHIAIUU
JUI  HauyMHAIOMMX pa3paboTynkoB. Ocoboe BHUMAHHE YACISICTCS BBIOOPY
WHCTPYMEHTOB M METOJIOB, KOTOpbIE OOECIICUMBAIOT CO3JaHHE KAaYyeCTBEHHOTO U
YBJIEKATEJIbHOTO KOHTEHTA.

KioueBble ciaoBa: BusyanpHas HoBemra, Unity, Paspabotka  wurp,
[IpoextupoBanue untepdeiica, Crienapuii, UHTEpaKTHBHOE MOBECTBOBAHUE.
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Abstract

This article discusses the process of creating a visual novel in Unity, including the
development of two main slides. The article describes the main stages of creating a
visual novel, from design to implementation in Unity, and provides practical tips
and recommendations for novice developers. Special attention is paid to the choice
of tools and methods that ensure the creation of high-quality and exciting content.
Keywords: Visual novel, Unity, Game development, Interface design, Scenario,
Interactive storytelling

1 Benenue

1.1 AKTyaibHOCTH

C pa3BUTHEM TEXHOJIOTMH W pacCTyIIUM HHTEPECOM K HWHTEPaKTHBHBIM
MeJna, JKaHp BU3YaIbHBIX HOBEJUT HAOWpaeT MOMyIsIpHOCTh CPEAH pa3padOTINKOB
u nosib3oBaresieid. Unity, Giaronaps cBoeld THOKOCTH U IIUPOKUM BO3MOKHOCTSIM,
CTaJl OJHMM W3 HaubOoyiee MPEANOUYTUTEIHHBIX HHCTPYMEHTOB JUISI CO3JaHUs
BU3YyalIbHBIX HOBEJUI. TeM He MEHee, CYIIECTBYeT HEXBaTKa JeTaTu3UpPOBAHHBIX
PYKOBOJICTB M TIPAKTUYECKHUX MMOCOOUIA, KOTOPHIE MOTJIM ObI TOMOYh HAYMHAIOIIIUM
pa3paboTuyuKaM OCBOMTH MPOIIECC CO3/IaHus Bu3yaabHbIX HOBelT B Unity. [lanHas
CTaThsl 3aMOHSET OJTOT MPOOEN, MPENOCTaBIsAs IMOIIArOBOE PYKOBOJICTBO IIO
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pa3paboTKe BU3yalIbHON HOBEJUIBI, BKIIIOYAs MPOCKTUPOBAHUE U PEaTU3AIUIO IBYX
OCHOBHBIX CJIalJI0B.

1.2 O030p uccjaenoBaHui

Ha 15-i1 MexnaynaponHoit koHpepenuuu no ocioBam 1udpossix urp (FDG
20) A. Kamwunre, 2. @®. Memuep u 3. KapcreHcnorTup mnpeactaBuiiu
UCCJIEIOBAHNE, TOCBSIICHHOE CTpaTerusiM OOydeHUs B BU3YaJbHBIX HOBEJUIAX.
OHUM aHaNU3HPYIOT, KAK WHTEPAKTUBHBIE HAPPATUBBI CIIOCOOCTBYIOT OOYUYEHUIO U
KakuM 00pa3oM JU3aiiH TaKWX WTP TOJIEPKUBACT yUeOHBIN IpoIrece, aeas ero
oosee rddextuBHBIM U yBiIeKatenbHbIM [1]. Le3zaps JI. ['anmunaran u P. b. Karamac
3 HaummonaneHoro yHuBepcutera-JlacMapuHac pa3paboTanud CUCTEMY JHAJIOrOB
MEXIY HUIrpoKOM M HeurpoBbiM nepcoHaxkeM (NPC) B BU3yalbHOW HOBEIUIE C
ucnons3oBanueM mojenu BERT (Bidirectional Encoder Representations from
Transformers) nns pacno3HaBanus HamepeHuil. MIX uccienoBanue Qokycupyercs
Ha YJIYYIIEHUH UHTEPAKTUBHOCTH U PEATMCTUYHOCTH B3aUMOJAECHCTBHI B UTPE, UTO
CIOCOOCTBYET OoJiee IIyOOKOW BOBJICUEHHOCTH UTpoKoB [2]. ®. JIkxeHHu u A.
Cypsaubpara co3manu MOOWIbHYIO BuU3yalbHyto HoBemty "7-Day Math",
HaIpaBJIeHHYIO Ha 00y4YeHUEe MaTeMaTHKe, B YaCTHOCTH, MHTerpanaMm. Mx pabdora
HalleJIEHAa Ha MPEeOJ0JCHNE HETaTUBHOIO BOCIPUSATHUS MaTEMaTHKU B OOILECTBE,
KOTOPOE€ 4YacTO BO3HHUKAET M3-32 MEHEE MHTEPAKTUBHBIX METOJOB MPENOAaBaHUS.
MHHOBAaLIMOHHBIN MOAXOJ B MX UIPE MOMOTaeT caenarb OOydeHHUE MaTeMaTHKe
Oonee mocTymHbM U uHTepecHbIM [3]. M. b. I'apcua u3 MHCTUTYTAa TEXHOJIOTHH
Owmnnuackoro yHuBepcuteta FEU wuccnegyer wucnosnb3oBaHHE HUPPOBBIX
00pa30BaTeNbHbIX UTP AJs YIAYUYIIEHUS! 3HAHUW B JIOIIKOJIBHOM oOpa3zoBaHuu. Ero
npoekT "Kinder Learns", ocHoBaHHBIN Ha yuyeOHOU nporpamme K-12 mis nerckux
cazoB, pa3paboraHHoi JlemapTaMeHTOM 00pa3oBaHMsl, TMPEICTABISIET COOOM
o0pa3oBaTeNbHyI0 BHU3YaJlbHYIO HOBEIUTy, KOTOpas CHOCOOCTBYET paHHEMY
00y4YCHHIO JICTEH, Jiesast ero BecesibiM U no3HaBatesibHbiM [4]. M. 1. I'puddun 11 B
ceoeii muccepranuu "The Visual Novel: Fictional Space and Print After 1900"
MPOBOJUT TIYyOOKHUW aHaIM3 TOro, KaK POMaH aJanTUPOBAICA K BU3YaJbHBIM
Meaua, BKIoYas (UIbMbI, MCKYCCTBO M HHU(POBBIE TEXHOJOTHMH, B OTBET Ha
pacrnpocTpaHeHHe MaccoBbIX Menua. ['pudduH wucciaenyer, Kak BH3yaJbHBIC
HOBEJUIBI UHTETPUPYIOT BU3YAIbHBIC DJIIEMEHTHI B TUTEPATYPHYIO (OpMy, U3MEHSIS
TpaJAMLIMOHHBIE MTPEICTABICHHS O POMAHE U MEYaTHON MPOIYKIMHU, YTO OTKPHIBAET
HOBBIE TOPU3OHTHI ISl BOCHPUSTHS JIUTEPATYPHBIX MPOU3BENCHUNA B IU(PPOBYIO
amoxy [5].

1.3 Iean ucciaegoBanus

Ilenb maHHOW CTATbM — OMHUCATH MPOIECC CO3/IaHUSI BU3YaAJIbHOW HOBEILIBI C
nByms crnavigamu B Unity, nmpenocTaBiisisi MOAPOOHBIE HHCTPYKIIMA M COBETHI IS
pa3paboTunkoB. MccnenoBanue HaleIeHO HAa JEMOHCTPAIUIO KJIIOUEBBIX ITAIlOB
pa3pabOTKK, HayWHAs OT KOHIENTyalIW3allid W 3aKaHduBas (pUHAIBHOU
peanu3alei, a Tak)Ke Ha OCBEILICHUE MCIIOIb30BAHUSI PA3JIMYHBIX UHCTPYMEHTOB
U METOAOB, KOTOpbIE IMOMOTAIOT CO3/1aTh KAYECTBEHHYI0 M 3aXBaThIBAOUIYIO
BHU3yaJIbHYIO HOBEJLTY.
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2 MartepuaJjbl U METOIbI

2.1. UHCTpYMEHTBI

B kauecTBe MrpoBoro ABMIKKA I pa3paboTku ObLI B3aT UNity, Tak Kak oH
IPOCT B OCBOCHHU C HHTYUTHUBHO IOHSATHBIM HMHTEP(PEHCOM M BO3MOXKHOCTBHIO
HAIIMCaHMsI CKPUIITOB Ha s3bike C#, Takke BMECTE C 3TUM OYAET HCIIOJIb30BaThCS
Adobe Photoshop mns moaroroBku u 06a30BOr0 peaakTHpOBaHUS acceToB. J[is
PEIaKTHUPOBAHUS CKPUIITOB MOXKHO MCIIOJIb30BaTh JIF000H TEKCTOBBINA PEIaKTOP — B
paboTe ucrosb3yercs notepad++.

2.2. lloaroroBka

[TepBriM menom HeoOxoaumo co3naTh 2D (Built-In Render Pipeline) mpoekr
B TpeaycTaHoBieHHOM Unity u uWMIOpTUpOBaTH BCE acCeThl, €CIH OHHU
MOJATOTOBJICHHI 3apaHee. B m1aHHOM citydyae ObUIHM 3apaHee MOArOTOBJIEHBI: HIPUPT,
3aHUN (DOH TJIABHOTO MEHIO, KHOIIKM CMEHBI CLEH, MaHeNb JJIs JUAJIOrOB U JIBA
nycThiX ¢aiina nms CH#-CKpUITOB.

2.3. Co3panue 0CHOBBI CIIEHBI

B nanenu uepapxuu npoekra cozmaaum mycroe monotHo (Ul => Canvas) u
HactpouM riasHyio kamepy(Main Camera), ¢pokycupys ee Ha Canvas, 11t 3T0ro
yCcTaHOBUM IapaMeTp kommoHeHta Canvas - Render Mode B Screen Space —
Camera u nepeHeceM 00BEKT KaMepbl Ha mapameTp komrnoneHTa Render Camera.
B xommonente Canvas Scaler ycranoBum stanonHoe pasperienne — 1920x1080
(Puc. 1).

E - Ar @ R

Pucynok 1 — O6muii BUJ1 Ha MPOEKT U napaMmeTpbl o0bekTa Canvas

2.4 Co3naHue rJ1aBHOT0 MEHIO

Jlo6aBuM TITaBHOE MEHIO, JJIs 3TOro co3aaauM oosekT MainMenu, a BHyTpu
Hero 3 obbekrta: Raw Image u nBa Button. IlepBoeiii 00bEKT OyaeT CIyKWTh
3aqHUM ()OHOM TJIABHOTO MEHIO, a KHOMKHM JJisi 3allyCKa WIPhl U BBIXOJA U3
npuioxenus (Puc. 2).
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PucyHoxk 2 — ['1aBHOE MEHIO UT'PBI

Jlo6aBuM (hyHKITMOHAILHOCTH KHOIIKAM, JIJIS1 9TOTO HAIHUIIIEM KOJI B paHee
co3nanubii ¢aitn Controller.cs (Puc. 3).

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Controller : MonoBehaviour

{
public GameObject[] Enable;
public GameObject[] Disable;

public void ChangeScene ()
{
foreach (GameObject % in Enable)
%x.SetActive(true);

foreach (GameObject x in Disable)
x.SetActive (false) ;
}

public void QuitGame ()
{
Application.Quit();
}
}

PucyHok 3 — @yHKIHMYU BBIXO1a U3 TPUIIOKECHUS U TIEPEKIIOYEHUST AKTUBHOCTEN
00BEKTOB

Jlanee, HEOOXOAUMO MOBECHUTh ATOT CKpUNT Ha coobiTHe Haxatus ONClick()
y KaKI0H KHONKHU. [IJIs 3TOro BemaeM CKPHUINT Ha KaKAyl KHOIKY IepeTacKuBast
ero Ha OOBEKTHI KHOIOK, CJIEIOM 3a 3TUM IEPEHOCHM OOBEKThI KHOIOK Ha
cooctBennbie coobiTust ONCIlick() u BeIOMpaeM HyKHBIC (PYHKIIUH, TPOITUCAHHBIC
paHee B CKpHNTe I Kaxaod kHomkH. JIyis kHonku «MrpaTh» cTaBUM (DYHKITHIO
Controller.ChangeScene(), a mis xuonku «Beriituy - Controller.QuitGame()
(Puc. 4).
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Pucynox 4 — JloGaBneHue CKpuIiTa Ha TPUITEP HAXKATUS KHOIIKH

Tenepp KHONKH (PYHKIIMOHUPYIOT U MOJHOCTHIO TOTOBBI, 33 HCKIIOUCHUEM
TOT0, YTO KHOIKa «rpaTh» — BU3yallbHO HMYETO He JeiaeT. Bece moTomy, moMumo
IJIABHOTO MEHIO HYXHO J00aBUTh OOJIBIIIE CIIEH, YTOOBI MOXXHO OBLIO
MEePEKIII0YATHCS MKy HUMH.

2.5 /lo0aB/IeHMEe NHTEPAKTHUBHBIX CIIEH
JlaHHBII STaIl COACPKUT OCHOBY BCEH MIPHI U OYyIET 3aBHCETh TOJBKO OT
BOOOpakeHUs1 aBTopa. /s mpumepa B pabote OyayT co3laHbl JBE CIeHb. B
001eM BHJIe OJTHA CIIEHA COACPKUT B c€0C OOBEKTHI:
e KHoMKa BrIX0/a B TJIaBHOE MEHIO
e KHomKa CMEHBI CIICHbI
e 3anHuii GoH, CBA3aHHBIN C TEKCTOM Tepos
e [lanens TekcTa repost
O Wwms repos
O Tekct repos

Pucynox 5 — Uepapxust 00beKTOB MPOEKTA

PaccTaBuM Bce 0OOBEKTHI B HY)KHBIC MeCTa JUIsi TOHUMaHHS OOIEH KapTHHBI
(Puc. 6).
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Pucynok 6 — OpopmienHas ciieHa
Cnenyroum 11aroM - CreHepupyeMm 3agHuil (QoH cueH U3 OOBIUHBIX

dboTorpaduit, st ITOr0 BOCHOJIb3YeMCsl CIIy4alHbIM OCECIUTATHBIM CEPBUCOM JIJIS
npeoOpazoBanus pororpaduii B anume-ctuiib — Drawever.

Examples of generated anime artwork

Some of the feedbacks and examples of the generated anime artwork from our users.

Pucynox 7 — [Ipumep renepanuii ¢ riiaBHOM CTPAHUIIBI CalTa

[locne reHepauuu HEOOXOAUMO Takke 00padoTaTh H300paKeHHE IS

JaNbHEHIIEro MCIob30BaHus. Pe3ynbrar reHepauud MOKHO YBUIETh B TaOJIHIIE
1.

Tabnuua 1 — Pe3ynbrarel renepanuii u3 coOCTBEHHBIX (HOTO




[Toctymnat. 2024. N8 ISSN 2414-4487

CnenoM, WMIOPTUPYEM TMOJYYEHHbIE HU300paKEHUS B
YCTAHABJIMBAa€M B KA4eCTBE TEKCTypbl K HYXHBIM CII€HaM,
MO3UITMOHNPOBaHHE 00BEKTOB U MeHseM TekceT (Puc. 8-9).

Hacrsa

Taxc, Cam, 5 Tebe ceiuac cxuny Ayku. [Tocmorpu cpem
HYX YTO-TO, A TO KAK TOAOAPAHEL] XOVIIIb PEAABHO...

| M |

Cama

Hacrs! CMoTpy KaKov IPUKMA, S LYMQIO — TENepb, S TOYHO
TIOXOX HQ UeAOBeKQ. Y Tebs ONpe/ieAeHHO eCTb BKYC.

hd

Pucynok 9 — Bropas cuena

MPOEKT U
yIIydIlaem

Teneps, 3aiimemcst no6aBieHneM (GYHKIIMOHAIBHOCTH JJISl KHOMOK CLEH U
KHOIIKM «MrpaTe». ITockoybKy Tenepb NPUCYTCTBYIOT CLIEHBI, C KOTOPBIMH MOKHO
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OIepHpOBaTh — IMEPEHECEM IMEPBYIO CIEHY B CKPUOT KOHTpPOJIEpA KHOIKH
«Urpate» B mapamerp Enable, a rnmaBmoe menio B mapamerp Disable mms
UMHTAIIMKA TIEPEX0/ia MEKAY CICHaMH, IIOCIE 3TOT0 MOKHO OCYIIECTBIIAThH
HIepexo/1 B MEPBYIO clieHy u3 riiaBHoro MeHto (Puc. 10).

S _ — _
PI/ICYHOK 10 — Onpez[eneHHe MAaCCHUBOB IJIA IICPCKIIIOUCHUA aKTUBHOCTH 00BEKTOB

Jlo6aBUM K KHOITKaM BBIXOJa B MEHIO U CMEHBI CIICHBI, JUIS 3TOTO 3aITOJIHUM
mapaMeTphl KHOMKH BBIXOJa B MEHIO COOTBETCTBYIOIIMMH OOBCKTAMH, IS
BBITIOJTHCHHMSI JICHCTBHUS BBIX0JIa B TJIABHOE MCHIO, aHAJIOTMYHO JICJIaeM C KHOITKOU
nepexojia Mexy cuenamu (Puc. 11-12).

Taxe, Cant, 5 Tebe cefiuac CKMHY A
HUX YTO-TO, G TO KAK TOAOAPAHELL XO,

- N

=<0 =po=p O AW Fo fomm
Pucynok 12 — Jlo6aBieHre UHTEPAKTUBHOCTH K KHOIIKE CMEHBI CLIEH
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AHaJOrMYHBIM 00pa3zoM [100aBisieM (YHKIIMOHAIBHOCTh K CIEAYIOIIEH U
MOCJIETYIOIIUM CII€HaM, HO Ha MOCJEIHEN Mepexo/] BBITIOJIHAETCS B IIIaBHOE MEHIO,
TaK Kak 3Ta clieHa OyJeT 3aBepliaroniei.

3aBepiaiM 3TaroM J00aBUM IJIABHYIO TPSICKY KAPTUHKH B CIy4alHYIO
CTOpOHY, s 3Toro no6aBuM B (aitn MOVer.CS ckpunT, H300paK€HHBIH Ha
pucyske 13.

using UnityEngine;

public class RandomMovement : MonoBehaviour
{

public float speed =

public float radius =

private Vector3 center;
private Vector3 targetPosition:

veid sStart()

{
center = transform.position;
SetRandomTargetPosition() s

]

void Update ()
{

transform.position = Vector3.MoveTowards(transform.position, targetPosition, speed * Time.deltaTime);

if (Vector3.Distance(transform.position, targetPosition) < )
{
SetRandomTargetPosition() ;
}
}

void SetRandomTargetPosition()

{

= Random.Range (0, * Mathf.PI);

x + radius * Mathf.Cos(angle);

r.y + radius * Mathf.Sin(angle);

= new Vector3(x, y, transform.position.z);

targetPos
}
}

Pucynox 13 — Ko nepemerienust n300pakeHUs B CIIy4aliHYIO CTPOHY
OTHOCHUTEJIPHO IIEHTPa U300pasKeHUS

BoiBOABI

B 3akmiouenue, co3gaHue BusyalbHOW HoBeuibl B Unity, paxe c
UCIIOJIB30BaHUEM BCEro JBYX CJANAOB, MPEACTABISET COOOW KOMIUIEKCHBIA H
MHOTOTPaHHBIA MPOIECC, KOTOPBIM OXBaThIBa€T KakK TBOPUYECKHWE, TaK U
TEXHUYECKUE acHeKThl pa3padOTKW Wrp. DTa CTaThs MOJAPOOHO paccMoTpenia
KJIFOYEBbIE ATambl pa3pabOTKH, BKIIOYAsh KOHIENTYyalW3alldio, MPOSKTUPOBAHUE,
peanuzaiuio u TectupoBanue. [loaxo, onrMcaHHbIi B CTaThe, IEMOHCTPUPYET, KaK
3G (HEKTUBHO HCIOIB30BATh UHCTPYMEHTHI U BO3MOKHOCTH Unity muisi co3gaHus
MHTEPAKTUBHOTO KOHTEHTA, KOTOPBIA MOXKET MPUBICYb BHUMAHUE WU YIEPKaTh
VHTEPEC MOJIB30BaTEIICH.

[Ipomiecc  pa3paboTku  Bu3yasnbHOW HoBewisl B Unity  TpeOyer
BHUMATEJIBHOIO TMOAXO0Jla K CO3JAaHUI0 CIOKETHBIX JIMHUM, MEepCOHaXel u
uHTep(deiicoB, a TaKkKe TIIATSILHOM HACTPOMKH W ONTHMHM3AIMH TCXHUYCCKHX
acriekToB. O0O3HAaUEHHBIE B CTaTh€ METOJbl M PEKOMEHIAIUM MOTYT CIIY>KUTh
MOJIC3HBIM PECYPCOM Il HAUMHAIOIIUX Pa3paOOTYMKOB, TOMOTras UM H30ekKaTh
pacnpocTpaHEeHHBIX OMUOOK U 3(PGHEKTUBHO HCIIOIB30BATh UMEIOIITUECS PECYPCHI.

CraThsi MOJYEPKUBACT BaXKHOCTh KaK TBOPUYECKOIO, TaK W TEXHUUYECKOTO
aCIeKTOB Pa3pabOTKH, a TAKXKe CIIOCOOCTBYET JIydyIlIeMy MOHUMAaHUIO MPOIIECCOB,
CBSI3aHHBIX C CO3JaHUEM BHU3YaJIbHBIX HOBEIJI. YUHUTBHIBAasl PacTYyIIUM HUHTEpPEC K
ATOMY KaHpy U TomyJsipHOCcTh Unity, Kak HHCTpyYMEHTa pa3pabOTKH, MOJIyICHHBIC
3HaHMS OyAyT TOJIE3HBI HE TOJIBKO JJIi WHAWBUIYAJIbHBIX pa3pabOTUYMKOB, HO U
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Ui 00pa3oBaTeNbHBIX YUPEKACHUW W CTYIuH, 3aHUMAIOMIMXCSA CO3JAaHHEM
UHTEPAKTUBHOI'O KOHTEHTA.
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