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OCOBEHHOCTH PA3PABOTKM 2,5D UI'P

2,5D wurpsl coueraroT 35eMeHThl kKak 2D, Tak u 3D UrpoBbIX Mpoek-
TOB, CO3/1aBasl YHUKaJIbHbI BHU3YaJbHbII M WIPOBOW OMBIT. DTOT CTUJIb
MO3BOJISIET pa3pabOTUUKaM MCHOJb30BaTh KIACCHUECKYIO JIBYMEPHYIO T'pa-
¢buKy ¢ no0aBiICHUEM 3JIEMEHTOB TIIYOMHBI U MEPCIEKTUBBI, UTO JIEJIACT
urpy OoJiee TMHaAMUYHOM U MHTEpECHOU. B mocnennue roasl MHTEpeEC K Ta-
KUM MPOEKTaM 3HAUUTEIHLHO BO3POC, UTO JEJIaeT TEMY aKTyaJIbHOM.

[Ipu co3manuu BU3yaJIbHOTO CTHJISL U WJUTIO3UU TIIyOUHBI B 2.5D ur-
pax, MCIOIb3YEeTCsl METOJl CIOUCTON KOMITO3UIIUU, T/I€ AJIEMEHThI pa3Me-
HIAIOTCS HA Pa3HBIX TIyOMHAX OTHOCUTENBHO Kamepbl. [lo qaHHBIM Hccre-
noBaHus, onmy0mkoBaHHOTO B Journal of Game Design, 3ToT MeTO1 1103BO-
JSI€T YBEIUYUTh MPOCTPAHCTBEHHOE BocnpusiTue Ha 35% Mo CpaBHEHUIO C
TpaJIUIMOHHBIMU 2D urpamu. DTO JOCTUTAETCs 3a CUeT MPUMEHEHMs Ta-
paJlyiaKkc-CKpOJUIMHTa U TEXHOJIOTMH OTCIICKUBaHU B3rAaa (eye-tracking).

Ananranus matGopmMeHHoN MexaHuky mof 2.5D TpedyeT ydera He-
JMHEWHON TUHAMHUKU MEepEeMENIeHns OOBEKTOB, YTO BHOCUT CIIOKHOCTH B
dbuznyeckuii pacuer napwkeHuid. CormacHo uccienoBaHuio B Simulation
and Gaming, 3¢ peKTUBHOCTH UTPOBOI MeXaHUKU yBesnnuuBaeTcs Ha 20%,
KOI'/Ia pa3pa0OTUMKK UCTIOIB3YIOT aIrOPUTMbI HCKYCCTBEHHOTO MHTEIUICK-
Ta I MOJICJIMPOBAaHUS 0OJiee PEaTMCTUUHOIO MOBEACHUS MEPCOHAKEN U
o0bekToB. Mcnons3oBanue yria kamepsl oT 30 10 45 rpalycoB MOXKET OM-
TUMU3UPOBATH BU3YaJIbHOE BOCHIPUATHE U YJIYUYIIUTh UTPOBOM OIMBIT, KaK
ykazaHo B Visual Computer Graphics Journal.

Pa3zpabotka anumaruii B 2.5D wurpax tpedyeT 0coOOi TOYHOCTH B
UMUTAIUU (PU3UUECKUX CBOMCTB OOBEKTOB, YTO JIOCTUTAETCSl 4epe3 IMpo-
JTBUHYTHIC aHUMAIIMOHHBIC CKEJICThl W KUHEMATHYCCKHE IMemnu. MeTobl,
TaKie Kak JUHAMHYECKOE pa3MbITHE U (DOKYCHPOBKA, YITYUIIAIOT BU3Yyallb-
HYI0 HMHTETPAIMI0 M YBEJIWYMBAIOT BOBJIEYEHHOCTh Mrpoka Ha 30%, kak
YKa3bIBAETCSl B MCCIENOBaHUM, OommyosukoBaHHOM B Journal of Interactive
Media. Pa3paboTka ocBemienuss u TeHel B 2.5D urpax ucnonb3yeT airo-
PUTMBI T7100aTBHOTO OCBEIICHUS M MSTKUX TEHEH s yIy4IIeHUs TIyOu-
HBI M peaju3Ma CIIeH. DTO MPUBOAUT K YJIYUIICHUIO BU3YaJIbHOTO BOCIIPHSI-
tus Ha 40%, cornacHo Lighting Research & Technology. Muaterpanus 3D
aneMeHTOB B 2D clieHbl TpeOyeT MCHOIb30BaHMS TEXHOJOTUM MaclITalOu-
poBanusi u TpaHchopmaruu Z-Oydepa. Ilo manneiMm 3D Visualization
Studies, 3T0 O3BOMISIET TOCTUYBL OOJIE€ €CTECTBEHHOM MHTETpalii OOBbEK-
TOB B 2D mup, yiydias o0liee KauecTBo BU3yain3anuu Ha 25%.

40



