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INPUMEHEHUE UNITY JJI51 PASPABOTKHA IPOI'PAMM
JOINIOJIHEHHOMU PEAJIBHOCTHU

AHHOTAIUA
B nanHHOW cTaThe MOBECTBYETCS O TMpolecce pa3padOTKU MOOMIBLHOTO

MPUIOKEHUS, UCIIOJIB3YIOIIET0 TEXHOJIOTHH JIOTIOJIHEHHON PealbHOCTH ¢ (DyHKITHEH
pacmo3HaBaHusg MeTOK. Kornma mosib30BaTenh HampaBisieT KaMepy yCTpOicTBa Ha
METKY, B €r0 OKPY>KCHHH MOSBISIOTCS aHUMHUPOBAHHBIE TPEXMEPHBIE MOJEIU. DTU
MoJIeTH 00JaaroT 3apaHee OMpeAeTEHHBIMH MapaMeTpamMu ypoHa U 370pOoBbs. B
cllydae WX B3aMMHOTO TMPUOIMKCHHS, MOJCIH aKTHBHUPYIOT aHUMAIWIO OO0EBOTO
B3aMMOJICUCTBHUS, a TNPU M3MEHEHHWU VyIJla B3aUMHOTO PACIHOJIOKCHHUS OHH
OPUEHTHUPYIOTCS APYT K IPYTY, CO3/IaBasi pEaIMCTUIHOE BIICUATIICHUE TIPUCYTCTBHSI.
KuroueBble ci10Ba: TONOMHEHHAS PEeaTbHOCTh, MOOUIIEHOE TIpHIIokeHue, Unity,

pacrio3HaBaHHE METOK, aHuMarus 3D Mozeneit, mojib3oBaTelbcKuii HHTepdeiic.

Using Unity to develop augmented reality programs

Abstract
This abstract discusses the process of developing a mobile application that utilizes

augmented reality technologies with a marker recognition feature. When the user points
their device's camera at a marker, animated three-dimensional models appear in their
environment. These models have predefined parameters of damage and health. In the
event of their mutual approach, the models activate combat interaction animation, and
when the angle of mutual positioning changes, they orient themselves towards each other,
creating a realistic impression of presence.

Keywords: augmented reality, mobile application, Unity, marker recognition,

3D model animation, UI.



B coBpemenHOM MH(pOpMAIITMOHHOM OOIIIECTBE JOIOIHEHHAs peanbHOCTh (AR)
CTaJia OJIHOM U3 HauboJiee aKTyalIbHBIX U MEPCIIEKTUBHBIX TEXHOIOTUH, TO3BOJISIONIEH
OOBEAUHUTL pEATbHBIA W BHUPTYATbHBIA MUPBI IS CO3JMaHHUSI yYHUKAJIbHBIX
M10JIb30BATEJILCKUX BICUATICHUM [2].

JlonoyniHeHHasi peanbHOCTh (AR) — 3TO TeXHOIOrUs, KOTOpas OObEAUHSIET
peanbHBIA MHUP C BUPTYaJbHBIMU OOBEKTaMH W WH(OpMAIMEn, co3aaBas THOPUIHOE
OKpY>E€HHUE, B KOTOPOM TO0JIb30BaTEIb MOXKET B3aUMOJIEHCTBOBATh C BUPTYaIbHBIMU
AJIEMEHTaMH B pealibHOM BpeMmeHHu [1]. B ornuuume oT BUpTyanbHOW peanibHOCTH,
KOTOpasi MOJHOCTBIO TMOTPYKAET IMOJIb30BaTENIl B BUPTyalbHOE OKpyxeHue, AR
pacuMpsieT peajdbHbli MHp, J00aBIsAs K HEMY JOMOJIHUTEIbHbIE BU3YalbHBIE U
ay o3P QheKThl.

Jlsist Hadana paboTel TpedyeTcs cenaTh MOArOTOBUTENbHBIC NeicTBus. CriepBa
HeoOxoaumo ycrtaHoBuTh Unity [S]. Bo Bpemsi yCTaHOBKH, €CJIM y Bac OTCYTCTBYET
Visual Studio, BcruibiBeT OKHO 00 €€ ycTaHOBKE — YycCTaHaBiiuBaeMm e€ Toxe. He
3a0bIBaeM Ipu ycTaHOBKe BbIOpaTh omimio «Game development with Unity» wnu
CKauaTh MaKeT yXKe MOCJE YCTAHOBKH.

Hanee, HeoOXOoAMMO TMOCETUTHh OQUIUANBHBIN callT OUOIMOTEKH U
3apeructpupoBatbes [6]. Ilocne peructpanum HEOOXOJUMO TMOJYYUTH Oa30BBIM
JIUIIEH3UOHHBIN KJIIOY, a TakkKe J00aBUTH 3apaHee MOATOTOBJICHHBIE METKH s
pacrio3HaBaHUs.

Takoke 11 peanu3anuy NpUiIoKeHUs MOHAT00UTCs MoayunTsh 3D Moaenu u ux
aHumanuu. Bocnone3yemcs caiittom Mixamo, Ha HEM MOXHO BBIOMpATh U
aHuMupoBath 3D Monenu, u gaxke M00aBiATH cBOIO [4]. BeiOupaeM moaxomasiiue
MOJIEIM M aHUMHUPYEM HUX C TMOMOIIBI YJOOHBIX HMHCTpyMeHTOB. CKauMBaeM B

dopmare «FBX For Unity (.Fbx)» (puc. 1).



Puc. 1. Caiitr Mixamo

[lepeiinem k HemocpenCTBEHHON pa3paboTke mpuiioxeHus. Co3gaeM HOBBIN
mpoekT, BeiOupaeM 3D mpunoxenue. Ilepexogum B HAcTpoWkH COOpPKU, MEHSEM
matdopmy Ha «Android», a Takxke 700aBIsIEM TEKYIIYIO CIIEHY B COOPKY.

Hanee, nepexoauM MeHeIKep makeTtoB. YToOwl no6aButTh «Vuforia»y B cBOM
acceThl, MepexoauM Ha OQUIMAIbHYI0 CTpaHuIly OuOmuoreku Ha caiite Unity u
Haxxmute KHOMKY «Add to My Assetsy [7]. IIpousBoaum uMmopt OuOIMOTEKH B
MIPOEKT.

[Tepexoaum B koHuUrypanuu OWOJIMOTEKH, BBOAUM paHEe MOJTyYEHHBIN
JUIEH3UOHHBIN  KJIIOY, 3aTéM B KOPHEBYIO MamKy TIPOEKTa HE0OXOIUMO
UMITIOPTUPOBATH MIPEABAPUTEIHHO CKaYaHHYIO 0a3y TaHHBIX METOK.

Teneps MOkHO pUCTYNUTH K padote B Unity. Teneps cinenyer yaanutb kamepy
CO CIICHBI, TaK KaK MbI 0yJIeM HUCIIOIH30BaTh KaMepy JOMOTHEHHONW PEaIbHOCTH.

Jlo6aBassiem AR kamepy B mpoekT. JlJis 3TOoro Hajao B OKHE, B KOTOPOM
MEePEUYUCIICHbl OOBEKTHl CIIEHBbI, KIMKHYTb MPaBOM KHOIKON MBIIIA W BLIOPATH

«Vuforia Engine», nanee «AR Camera» (puc. 2).
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Puc. 2. AR xamepa
Hanee, B 00bekTe «ARCamera» cozmaem o0bekT «ImageTargety, KoTOpbIit
OyJleT MCHOJIb30BaThCsl B KayecTBe METKU. B cBoiicTBax MeHsieM Tun Ha «From

Database», nanee BeiOMpaeM Hairy 0a3y JaHHBIX M JKellaeMoe u3oopaxkenue (puc. 3).
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Puc. 3. CpoiicTBa n3o0pakeHus
3aTeM, HUMIIOPTUPYEM MOJCIH C aHUMalMsIMH B YJIOOHYHO JUPEKTOPHIO,
M3BJIEKAEM TEKCTYpPhl JJIsI KaXKJAOW aHUMAIMU OTAeabHO. M mepeHocuM Mojenu B
peXKUME OXHMJIAHHS TMMOBEPX METOK, IMPHUKPEIUIAs UX 10 HUepapXuM K HEoOXOaUMOit
METKE.
[Tocne, HeoOX0AMMO U3BJIEYL aHUMAIMIO U3 Kaxkaou 3D monenu (puc. 4). ns
ATOTO OTKphIBaeM (aiiiabl 3D Mojesnel u KonmupyeM aHUMAaIT|IO B TY )K€ IMaINKy, 9YTOOBI

HCII0JIB30BaTh €€ M03Ke. ITOT MponeCC MMOBTOPACTCA JIA BCCX HICCTU MOJICIICH.

Puc. 4. Pacnosiosxenne aHMMAaIy B MOJIEIIN

CrnenoM, B mamnke ¢ MOJICIISIMU CO3/Ja€M KOHTPOJUIEp aHUMAIU TSl KaXKI0TO 13

nepconaxeit: «Ninja» u « Womany (puc. 5).
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Puc. 5. Co3nanue KoHTpoiepa aHUMaui

K pacnonoxennoit Hag MeTkod 3D mozenu n00aBisieM HOBBIM KOMIIOHEHT —
«Animatory. Ileperocum B mone «Controller» KOHTposuIep aHUMAIIH, ITPOJICIIBIBAEM
TaKk JJa AByX wMozened. Ha Bcex aHuManusx, KpoMe€ aHUMAalUid MNOPaKEHUs,
HEO0OXOIMMO MOCTABUTH (hJIAKOK O 3alMKICHHOCTH aHuMaiuu — «Loop Timey.

Jlanee HEOOXOAUMO OTKPBITH KOHTPOJIEP AaHUMAIMK M CO37aTh CXEMY
cienyromiero Buaa (puc. 6). Ilpu 3anycke npunoxenust anuManus oxunganus (IDLE)
OyJleT aBTOMaTHYECKH aKTUBHA, B TO BPEMsI KaK OCTaJIbHbIC aHUMAIIMH Oy YT OKHIATh

CBOCTO BbI30Ba 10 MOMCHTA UX aKTHBAIlHH.
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IDLEninja
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Puc. 6. Koutpomiep anumanui
Teneps Tpedyerca 100aBUTH KyO B KauecTBE TpUITEpa JUIsl KaKIOH U3 METOK.
Ky6 Oynmer wucmonn30BaThCcsi B KadeCTBE COOBITHS, CpabaTHIBAIOIIETO TPHUITED.
[Ipukperuisiem ero k MeTke 1 Ha3oBeM «Trigger». Jlanee TpedyeTcst OTKPHITh CBOMCTBA

TpuITepa U CHATH (uaxok ¢ komnoHeHTa «Mesh Renderer», uToObl chnenath KyO



npo3padyHbiM. [loOaBisieM HOBBIN KOMIIOHEHT K Tpurrepy — «Rigidbody». CHumaem
drnaxok c¢ Hactpoiiku «Use Gravity» u ycraHaBiuBaem Bce Quiakku B «Freeze
Position» u «Freeze Rotationy», 4To0bI orpannuuTh nepemerienue Tpurrepa. Cozmaem
KOITHIO TPUTTEpa U MPUKPEIIIEM €T0 K KaXKJJ0M U3 METOK.

PaccmoTpuMm  co3gaHue MOJB30BATENILCKOTO  HMHTEpdeiica 370pOBbS B
OTJEJIbHOM MyOJIMKAIIUU.

[lepeiinem K co3qaHuUIO TJABHOTO CKpunTa ¢ Ha3BaHueM «Fight», oTkpbsiBaeM
ero. OTOT CKpHUNT OyJeT OCHOBHBIM U BIUATH Ha (YHKIIMOHAJIHHOCTH MPOEKTa, 3a
3I0POBBE U YPOH MEPCOHAXKEH (JTUCTHUHT 3).

Jluctunr 3

OO0bsiBIICHNE IEPEMEHHBIX U CCHUIOK Ha OOBEKTHI
public GameObject Ninja;
public GameObject Woman;
public int maxNinjaHealth = 100;
public int currentNinjaHealth;
public int maxWomanHealth = 100;
public int currentWomanHealth;

15;

public int ninjaDamageMin
public int ninjaDamageMax = 22;

12;

public int womanDamageMin

public int womanDamageMax = 18;
public HealthBar ninjaHealthBar;
public HealthBar womanHealthBar;
B Mmetone Start() ycraHaBiauMBarOTCs HaYabHbIE 3HAUEHUS 3/I0POBBS 1JISI HUH]I3U
W SKCHIIMHBI, a TaKXe€ YCTAHABJIMBAIOTCA MaKCUMAJIbHBIE 3HAYEHUS JJIs IIKaJbl
3nopoBbs SetMaxHealth (muctunr 4).
Jluctunr 4

YcTaHoBKka Ha4aJIbHOTO 3HAYCHUS 3A0pPOBbA
void Start () {
currentNinjaHealth = maxNinjaHealth;
ninjaHealthBar.SetMaxHealth (maxNinjaHealth) ;
currentWomanHealth = maxWomanHealth;

womanHealthBar.SetMaxHealth (maxWomanHealth) ;



}
Hanumem CJ'ICI[YI-OHII/Iﬁ MCTOA AJIA CMCHBI aHMMAllMW IIpU CTOJKHOBCHHH

KOJUTU3UK (JINCTHHT 5).

Jluctunr 5
O6paboTKa CTOJIKHOBEHU M
private void OnCollisionEnter (Collision collision) {
if (!isNinjaDead && !isWomanDead) {

float distance =
Vector3.Distance (Ninja.transform.position,

Woman.transform.position) ;

if (distance < 200f) {

Vector3 lookDirection = Woman.transform.position -

Ninja.transform.position;
lookDirection.y = 0f;

Ninja.transform.rotation

Quaternion.LookRotation (lookDirection) ;

Woman.transform.rotation

Quaternion.LookRotation (-lookDirection);
Ninja.GetComponent<Animator> () .Play ("PUNCHninja");

Woman.GetComponent<Animator> () .Play ("PUNCHwoman") ;

isFighting = true;

}

Hammmmem BTOpoW MeTOA IS CMEHBl AaHMMalWWd [OpPU  IPEKpallCHUU

CTOJIKHOBEHMS KOJUTU3UM (JTUCTUHT 6).
JluctuHr 6

O6paboTka IpeKpaIieHusi CTOJIKHOBESHUM

private void OnCollisionExit (Collision collision) {

if (!isNinjaDead && !isWomanDead) {

Ninja.GetComponent<Animator> () .Play ("IDLEninja");

Woman .GetComponent<Animator> () .Play ("IDLEwoman") ;

isFighting = false;



}

B metone Update() mpoBepsieTcsi COCTOSIHUE OTCIIC)KUBAET COCTOSIHUE JIPaKH,

YPOH U 3/I0pPOBbE MEPCOHAXKEU, & TAKXKE 3aIllyCKAE€T COOTBETCTBYIOIIME aHWMAIlUU B
3aBUCUMOCTH OT COOBITHI CTOJKHOBEHHSI 1 COCTOSTHUS 3I0POBbsI (JINCTUHT 7).

JIuctunr 7

OOGHOBIIEHHE COCTOSTHUS APAKU
private void Update () {
if (isFighting && currentNinjaHealth > 0 &&
currentWomanHealth > 0) {
timer += Time.deltaTime;
if (timer >= damagelnterval) {
int ninjaDamage = Random.Range (ninjaDamageMin,
ninjaDamageMax + 1);
int womanDamage = Random.Range (womanDamageMin,
womanDamageMax + 1) ;
currentNinjaHealth -= womanDamage;
currentWomanHealth -= ninjaDamage;
ninjaHealthBar.SetHealth (currentNinjaHealth);
womanHealthBar.SetHealth (currentWomanHealth) ;
if (currentNinjaHealth <= 0) {
Ninja.GetComponent<Animator> () .Play ("DEATHninja");
Woman .GetComponent<Animator> () .Play ("IDLEwoman") ;
isFighting = false;
isNinjaDead = true;
}
if (currentWomanHealth <= 0) {
Ninja.GetComponent<Animator>() .Play ("IDLEninja");
Woman .GetComponent<Animator> () .Play ("DEATHwoman") ;
isFighting = false;
isWomanDead = true;
}

timer = 0f;



[lepeiigem K co3maHuio Mojb3oBarenbckoro uHrepgerica B Unity, a UMEHHO
MIOJIOCHI 3JI0POBbSI B JIOTIOJTHEHHOM PEAIbHOCTb, JIJISl 3TOr0 HEOOXOIMMO CO3/1aTh XOJICT

«Canvasy, a B HeM pazMecTuM n3oopaxenne «Ilmage» (puc. 7).
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Puc. 7. Co3gaem xoJict

Scroll View
Button - TextMeshPro
Dropdown - TextMeshPro

W3meHuM Hallo)KEHHE X0JICTa Ha MHUPOBOE IIPOCTPAHCTBO, YTOOBI MOKHO OBLITO
penakTupoBaTh ero pasmep. st aToro Hajgo u3MEeHUTH CBOMCTBO «Render Mode» Ha

«World Space» (puc. 8).
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Puc. 8. CBoiicTBa xoJicTa
Pa3memniaem XoJIcT Haj TOJIOBOM IEepCOHaXa, IS yJAOOHOTO OTOOpaKeHUS

COCTOSIHUS 37I0pPOBbs IEpcoHaxka (puc. 9).

Puc. 9. IIpumep pa3merenue xoncra

Pa3mepsl n300pakeHHs BHYTPH XOJICTa YCTAHaBIIMBAIOTCA B CBOMCTBax

n300paxeHus. Tenepb 3aroTOBJICHHBIE CHPAWTHI JJISl MOJOCHI COCTOSIHUS 3/10POBbS



UMIIOPTUPYIOTCS, U PAMKH JJIs1 TTOJIOCHI 3/I0POBbsI IEPEHOCATCS B MOJIE «Source image»

(puc. 10). 3areM nzo0OpaxkeHue nepenMeHoBbiBaeTcs B «Bordery.

Puc. 10. UMmiopT cripaiiTa Kak UCX0THOE U300paKeHUS
[Tocne aToro HEOOXOAMMO CO3AaTh ITyCTOM 00BEKT 1 Ha3zoBeM ero «Health Bary.

Pactsanem HYCTOﬁ 00BEKT Ha PaMKH, YTOOBI I'paHHUIbI OBLIH HACHTUYHOI'O pasMcpa

(puc. 11).

Puc. 11. [1ycToif 00bEKT pacTIHYT A0 pa3Mepa paMKu
Hanee nago npukpenuth «Border» k «Health Bar». 3aTtem BayTpu «Health Bary
CO37aeTCs U300paKeHHE, KOTOPOE OYIET NCITOIH30BATHCS B KAUECTBE 3aJIMBKH TTOJIOCHI

310pOoBbs (puc. 12).
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Puc. 12. Co3nanue nzobpaxenus BHyTpu «Health Bary



Teneps craBuM pamMKu HOBEpX M300pa’keHUS M MEHSEM HACTPONKHU MPUBS3KH
camoro mu3oOpakeHHs. B cBOHCTBaX HaxoAWM HEOOXOAMMYIO OIIHUIO, 3a)KHMaeM
KJIaBuIly «alty u pactsaruBaem n300pakeHUs MO Bcel muiomanu pamku (puc. 13). U

neperMeHyeM n300pakeHue kak 3amuBka «Filly.

Puc. 13. HacTpoiiku npuBsi3KH N300paskeHUS

JHob6asnsiem 00bekTy «Health Bary» HoBbIN koMnoHEHT: «Slider», 3aTem
BHOCSITCSI U3BMEHEHHUS B HACTPOMKH HOBOTO KOMITIOHEHTA: OTKJIOYAETCA
WHTEPAKTUBHOCTD, IEPEXO0/] — OTCYTBYET, HABUT AU — OTCYTBYET. Ternepb HyKHO
nepetaminuth 00beKT «Fill» B mone «Fill Rect», 4To0bI HCOAB30BATH €T0 KaK
3anuBKy. U Tenepb MOKHO U3MEHATh MAKCUMAaJIbHOE U MUHUMAIbHOE 3HAUYCHHE, a
TaKXe YKa3bIBaTh CTApTOBOE 3HaUYeHUE. M3MeHnM MakcumaibHOe 3HaueHne Ha 100.
Teneps neperineM B HaCTpPoOWKHU NpuBsizku «Border» u BeIOEpeM 3amnoiHeHuE.

CoznanuM n300pakeHHe M PacIIOKHUM €ro cjeBa OT IMOJIOCHI 3A0POBbs, AJIs
OoJiee KpacuBoro uHTepdeiica, a 3aTeéM 3aMEHHUM CIPAUT M300paKEeHUE Ha CepAIle,
TaKke 3aMeHUB HazBaHue Ha «Heart». Tenepb HY’)KHO YCTaHOBUTH IPUBSI3KY CIIEBA,
yTOOBI MPU U3MEHEHUE MallTaba, OHO BCerja HaxX0AWIOCh ciieBa. ITOroBbIi pe3yabrar

(puc. 14).

Puc. 14. Cnpaiit cepana

N3menum 3anuBky «Fill» Ha 1BET cep/iia nmpu moMouy numneTku (puc. 15).



Puc. 15. I3MeHeHue 11BETA 3AJIUBKU

[Iponyonupyem «Health Bar» qyis Broporo nepconaxa.
Jlanee Hy>KHO HamMcaTh CKPHIT TSI TTOJIOCKHI 3I0POBBs. JlaHHBII KOJT OTHOCUTCS
Kk komrnoHeHTy «HealthBar» u oTBewaer 3a ynpaBieHue MOJIOCKOW 3I0POBBS (JTUCTHUT
8).
Jluctunr 8

Ckpunt HealthBar
public Slider slider;
public Gradient gradient;
public Image fill;
public void SetMaxHealth (int health) {
slider.maxValue = health;
slider.value = health;
fill.color = gradient.Evaluate(lf);
}
public void SetHealth (int health) {
slider.value = health;
fill.color = gradient.Evaluate(slider.normalizedValue);

}

Teneps nepexoauM B CBOMCTBA 00BEKTA, KOTOPHIN paHee Ha3zBanu «Health Bar»
NOSIBUJIOCh HOBOE mojie. HaxkxumaeM Ha 3TO mosie M OTKpbIBaeTcst okHO. [Ipumaem
CaMoi1 IpaBoil TOUKE 3€JICHBIN LIBET, a JIEBOM KpacHbI. HaxknmaeMm 1o mojsocoi CHU3y
0 cepeuHe U A00aBisieM eié OJUH LBET JJIs TpagueHTa. MeHsieM ero Ha JKeJIThIN u
MoJIy4aeM WUTOTOBbIM pe3ynbTaT (puc. 16). UToObl rpagueHT Havan paboTaTh, HAIO

nepenectu B HoBoe noje «Fill» 3anusky «Health Bar»



Gradient Editor

Puc. 16. I'pagueHT noaocsl 310pOBbs
Taxxke HeoOxomWMo, YTOOBI TOJIOCA 370POBbS Bcernga Oblla IMOBEpHYTA B
CTOpOHY Kamepbl. J[ms aToro Ham Hamo kK xoscty «Canvasy J00aBHTh CKPHIIT
«Billboard» (siuctunr 9).
JIuctunr 9

Ckpunr Billboard
public Transform cam;
void LateUpdate () {

transform.LookAt (transform.position + cam.forward);
}

bnarogaps Bcem 3THM 11aram, OJIy4UIOCh MOCTPOUTH MOOUIIBHOE MPUIIOKEHHE
— KapTOYHYIO UTPY:

— 00e MofIeNT HaXOAATCA B peXuMe oxxkumanus (puc. 17);

— IpHU NPUOIMKEHUH K IPYT JIPYry BXOJAT B OOEBOM peXUM M HAHOCAT APYT
Apyry ypoH (puc. 18);

— TMpU U3MEHEHUH MOJIOKEeHHsI KapTouek, 3D Mojenu Bce paBHO HalpaBlICHBI B
CTOpoHy Apyr apyra (puc. 19);

— TIpU NOTEPHU BCETO 37I0POBbs, OJIMH U3 NEPCOHAXKEN MEPEXOAUT B aHUMALUIO

CMEpPTH, a IPYrou B aHUMaIMio oxkunanus (puc. 20).

Puc. 17. Agnmanus oxxunanus



Puc. 20. Utoru 60s. 'nbenb 0gHOTO U3 TEPCOHAKEN

Taxum 00pa3omM, MOJTy4nsIOCh CO3/1aTh MOOMIIBHOE MIPUIIOKEHUE TOTIOTHEHHON
peaIbHOCTh Ha OCHOBE METOK ¢ 3D MoAesIMU U UX B3aUMOAEHCTBUEM APYT C APYTOM,

C pa3/IMYHbIMUA CLHCHAPUAMHU PA3BUTHUA.
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