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PaccmoTpeHbl TeXHUYECKMe Npobiembl NepeHoca UrpoBbIX CLLEH MEXKAY Pa3nmny-
HbIMW UTPOBbIMKU ABUMKKaMU. MpoaHaNN3NpPOBaHbl KAOYEBbIE BbI30Bbl, CBA3AHHbIE C
pasnmMuMaMmn GopmaTtoB XpaHeHUs CLUEeH, HecoBmecTumocTbio APl peHaepuHra n pusu-
YeCKoro moaeIMpoBaHusa, NpobsiemaMmn KOHBepPTaLMU MaTepPUanos, LWENAEPOB U aHN-
MaLIMOHHbIX A@aHHbIX, @ TaKXe Pa3IMYnAMM B cMCTEMaX KoopamHarT. MpeacTaBieHbl cy-
LLLECTBYIOLLNE MHCTPYMEHTbI U METOAbI, BK/IHOYAA aBTOMATU3NPOBAHHbIE peLleHns ann
3KcnopTa, Npeobpa3oBaHUA U UMNOPTA AaHHbIX, C 0COObIM aKLLEEHTOM Ha NePeHOC KOH-
TeHTa 13 Unreal Engine B Unigine. JJononHUTenbHO obcyXaeHbl pyHAaMeEHTaNbHble
nNoAxoAbl K peLleHunto 3a4a4M — NPUMeHeHMe yHMBepcaibHbiX popmaTtoB obmeHa (FBX,
gITF, USD), co3aaHue npomexxytoyHoro cnoa (middleware) u moaynbHbIM AM3aiAH Ur-
POBbIX CLLEH, YTO OTKPbIBAET NepcneKkTuBbl Ansa byaylle aBTomaTmMsaumm npouecca.
MpuBeaeHbl pe3ynbTaTbl UCCEA0BaHNI MO POPMaNbHOMY OMUCAHUIO IOTUKU UTPOBbIX
CUCTEM M NOAXOAbl K MOPTUPOBAHUIO VR-NPUNOKEHUN MeEXKAY Pa3IMYHbIMU BUBAMO-
TeKamu. MonyyeHHble BbIBOAbI MO3BONAIOT CHOPMYAMPOBATL MPaKTUYECKME PEKOMEH-
Aaunmn ansa paspaboTynKkoB M 0603HAUYUTL HaMpPaBAEHUA AaNbHENLLUX UCCNeA0BaHUN

B 06nactu dBTOMATU3NPOBAHHOIO NepeHOoCa KOHTEHTA MeXay UTrpoOBbIMU OBUXKKAMMU.

Knroyesble cnosa: muzpayua u2posbix CUeH, u2po8ol OBUMOK, NepPeHoC KOH-
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BBEAEHUE

CoBpeMeHHana UHAYCTPUA KOMMNbIOTEPHbIX UFP XapaKTepusyeTca AUHAMUYHbBIM
pa3BUTUEM TEXHONIOTUI, YTO NPUBOAUT K NOABIIEHNIO HOBbIX UTPOBbIX ABUKKOB C YHU-
KaNbHbIMM BO3MOXHOCTAMMU. [pn 3TOM pa3paboTumMKmM YaCTO CTANIKMBAKOTCA C HEObXO-
ANMOCTbIO NepeHOoCca UrpoBbIX CLLEH W aCCeTOB C 0A4HUX NAAaTPOopPM Ha apyrme ana ynyu-
LWeHMA BU3yasnbHbIX 3PPEKTOB, NOBbILLEHNA NPOMU3BOAUTENBHOCTU UM PaCLUMPEHMUA
dyHKUMOHaNa npoekta. Murpauna KOHTEHTA MeXKAy MIPOBbIMU ABUNKKAMU (Hanpu-
Mmep, Takumm Kak Unreal Engine, Unigine, Unity v ap., BKAOYaA poCcCUCKuiA penms 2025
roga — Nau Engine'), a TaksKe nepeHoOC Ha anbTepPHATMBHbIE CUCTEMbI (Hanpumep,
Godot n CryEngine) conpsi>KeHbl C pAAOM TEXHUYECKUX TPyAHOCTEN. DyHAAMEHTaNb-
HOCTb NpobeMbl 3aK/IOYAETCA B TOM, YTO HA30Bble APXUTEKTYPHbIE PELLUEHUA, UCNOb-
3yemble B KaXKA0M ABUXKKE, CYLLECTBEHHO Pa3/IMyatoTcA: OT GOPMATOB XPAHEHUA CLLEH
[0 0cobeHHOCTEeN peHAaepuHra, GU3NYeCcKoro MoaeIMpPoBaHNA N CUCTEMbI KOOPAMHAT.
3T pasnmumna obycnosneHbl rybOKMMM KOHLENTYAIbHbIMU U TEXHUYECKMMU OCODEH-
HOCTAMM, YTO AenaeT 33434y MepeHoCa KOHTEHTa MexKAy WIpoBbIMW ABUMNKKAMMU
KpanHe HenpoCTO.

OCHOBHble BbI30Bbl BKIOYAOT HECOBMECTUMMOCTb MponpueTapHbiX ¢opmaTos
cueH, pasnmumna B APl ana peHgepuHra n Gm3nKKM, a TakKke npobaembl KOHBEPTALLUM
WwenaepoB, MaTepManoB U aHMMALMNOHHBIX AaHHbIX, YTO TpebyeT 3HaUNTENbHbIX YCU-
M ONA COXPAaHEHMA NepBOHAYa/IbHOIO KavyecTBa NpoekTa. PyHaAameHTaNbHble Noa-
XO/Abl K PELEHNIO HAa3BaHHbIX NPO6aeM BapbMpylOTCA OT UCMOJIb30BAHUA YHUBEPCa/lb-
Hbix ¢dopmaTtoB obmeHa (FBX, gITF, USD) oo co3gaHuA NPOMENKYTOYHbIX C/NOEB
(middleware), koTopble abcTparnpytoT AaHHble OT CNeUnMPUKN KOHKPETHOTO ABUXKKA, a
TaK)Ke OT pa3paboTKM cneunanm3mpoBaHHbIX NAAarMHOB A8 NPAMOro KOHBEPTUPOBA-
HUA. Kpome TOro, moAaynbHbIN AM3AaNH UTPOBbLIX CLLEH NO3BONAET YaCTUYHO peLnTb
npobaemy nepeHoca, CErMeHTUMpPYA NPOEKT Ha He3aBUCUMble KOMMOHEHTbI. Pasnnu-

Hble MHCTPYMEHTbI M NAarnHbl (Hanpumep, akcnoptepbl ns Unity 8 Unreal unn Unigine)

INau Engine — cneunannsnpoBaHHbI UTPOBON ABUMKOK, pa3paboTaHHbI ANA CO34aHUA TPEXMEPHbIX
WNHTEPAKTUBHbIX MPUIOKEHUA U BUAEOUTP HA NPUHLMNAX OTKPbITOrO KoAa, AOCTYNHbIM gns paspa-
6oTuMKOoB Nt06OI KBanuduKkaumu, http://nauengine.org/.
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NO3BONAIOT aBTOMATM3MPOBATb YaCTb 3TAaNOB MUrpaLMm, OAHAKO A0 NOIHONO aBTOMaA-
TU3UPOBAHHOTO pPeLLIeHMA NOKa AaneKo.

B HacToALweNM cTaTbe NpeAcTaB/eHbl Ppe3y/bTaTbl aHA/N3A CYLLECTBYIOLLNX METO-
[L0B MepeHOCa UrPoBbIX CLLEH, MPUBEAEHbI NPUMEPDI YCNELWHOM 1 NpobaemHON Murpa-
UMM, a TaKXKe PacCMOTPeHbl NOAXOAb! K CTaHAApPTU3auMmM 06mMeHa AaHHbIMKU (Hanpwu-
Mmep, ucnonbsosaHune popmartos gITF, FBX, USD). Ocoboe BHMMaAHME yaeneHo nccne-
AOBAHUAM HaWeW rpynnbl, NOCBALLEHHbIM BONPOCAM aBTOMAaTU3aLMN NOPTUPOBAHMUA
VR-npunoxeHnn n sepndunKaumm Urposbix cuctem 6e3 3aBUCMMOCTU OT cpes, paspa-
60TKN.

Llenb paboTbl — cpopmmpoBaTb NPaKTUYECKME PEKOMEHAAUMM ANA pa3paboTum-
KOB M 00603HAUYMTb HanpaBAeHMA AaNbHEWWNX nccnensoBaHuin B ob6aactm nepeHoca

KOHTEHTa MeXAy UTPOBbIMU ABUMKKaMMU.
OCHOBHbIE CZTOXKHOCTU MUTPALUN CLLEEH MEXAY ABUKKAMMU

Pa3nunuma B popmatax cueH U mogeneii

Ka)apli1 UrpOBOI ABUMKOK? XPaHMT CLEHbI U 06bEKTbI B COBCTBEHHbIX Nponpue-
TapHbIx GopmaTax, YTo 3aTpyAHAET Npsamon nepeHoc. Hanpumep, Unity XpaHUT CLEHDbI
B ¢popmate .unity (YAML/6uHapHbiit), Unreal Engine — B .umap/.uasset, Godot — B
.tscn/.scn, U HXM OAUNH U3 HUX HE YMeeT HanpAMYI 4nTaTb dopmart apyroro. Moaenu u
pecypcbl TOXEe 4YacTO YNaKOBaHbl NO-pa3sHOMY. B pe3ynbTaTe HEBO3MOXHO OTKPbITb
cueHy n3 Unity npamo B Unreal nan Godot 6e3 KoHBepTaumun. TpebyeTtca aKCNopTUpPO-
BaTb COAEPKMMOE B NPOMeKYToUHbIN popmaT (FBX, gITF u ap.) M 3aHOBO MMNopTUpO-
BaTb B L,e/IeBON ABUXKOK, NOTEPAB NPU 3TOM crneumduryeckme HacTpoMKM cueHbl [1].

2 YrpoBoit ABMKOK (aHI. game engine) — KOMMIEKCHas NPOrpaMMHasn NAaTGOPMa, CIy»KalLan OCHO-
BOW A/1A NPOEKTUPOBAHUA N peannsaumm KOMNbloTePHbIX Urp. NpeacraBaseT cobon MHTErpMpPoBaH-
HbI Habop moaynein, obecneunBatoLmMx KNHOYEBYO PYHKLMOHANBHOCTb UFPOBbIX NPUIOKEHWUIA: PEH-
AEPVHT BU3YasibHbIX 3/IEMEHTOB, CUMYAAUMIO PUINYECKUX MPOLLECCOB, pacnpeaesieHne BblYUCAN-
TE/IbHbIX PECYPCOB, ayAMOBOCMNPOM3BEAEHME, UCMNOSIHEHME MPOrPAMMHbIX CLLEHAPMEB, aHUMALMOH-
Hble CUCTEMbI, 3/IEMEHTbI MALUMHHOIO UHTENINIEKTA, CETEBOE B3aUMOAENCTBME U KOOPAMHALMIO UTPO-
BOWM MexaHMKU. Beaylimne coBpemeHHble peleHusa B 3To obnactn — Unreal Engine, Unity, CryEngine,
Unigine — GyHKLMOHMPYIOT KaK MHOTOGYHKLIMOHA/IbHbIE cpeabl pa3paboTku, NpefocTaBasowme UH-
CTPYMEHTAPUI ANA CO34aHNA UMMEPCUBHOTO MHTEPAKTUBHOIO OMbITA.
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[axe cTaHgapTHble GOpmaTbl — He ABAAIOTCA YHWBEPCA/bHbIM CPEeACTBOM:
paHbLUe NbiTanncb ncnonb3osatb Collada, FBX 1 ap., HO CTONKHYAUCL C HENOMHOM NOA-
AepXKoi. Kak oTmedaeT coocHoBatenb Godot XyaH JIMHMETCKM, cTapblie popmaTbl
66111 HEO4HO3HAYHbI (HanpuMep, pa3Hble eANHULbI U3MEPEHMA U OCU KOOPAMHAT) U
C/NIOXKHbI B MAPCUHTE, YTO NPUBOAMIO K OrPOMHOM paboTe npu nepeHoce cueHbl [2].
Takmum 06pa3om, CTPYKTYpPHble pasinuma GopmaToB — Nepsbii cepbe3Hbii bapbep mu-
rpaumm.

Hecosmectumoctb APl peHaepuHra n pusmkm

CueHy HeaoCTaTOYHO MNEPEHECTM FEOMETPUYECKU — HYXKHO, YTOObl B HOBOM
ABUXKKe OHa BM3ya/in3nMpoBanachb M npogoakana paboraTtb. 3aecb nposasaatoTca yH-
AAMEHTa/NIbHbIE Pa3NMuMA B CUCMeMax PeHAEpPUHra, OCBeWeHMa U GU3MYECKOM
ABUXKKe. Y Kaxaoro aBu»KKa cBou APl 1 Habop KOMMNOHEHTOB: TO, YTO ObIJI0 CKPMNTOM
MonoBehaviour B Unity, ato B Unreal HyXHO peanun3oBaTb 4yepe3 C++ Knacc uam
Blueprint, T. K. npAMbIX aHaNoOros MetToa0B MOXKeT He bbITb [3]. Hanpumep, y Unity ecTb
cobbiTua Update/FixedUpdate, a B Unreal HeT nx npamoro aHanora — pa3paboTyuk
Reddit c onbiITom B 060uxX ABUXKKaAX oTMmeyaeT, YTo «8 Unreal Hem aHanoz2o8 cobbimuti
0214 kKaxcdozo nosedeHus MonoBehaviour... 803MOXHO, 8am O0axce npuoemcs peanu-
3080Mb 3MO 8 UCXOOHUKAX».

C yyeTom dm3NYeCKnX CBOMCTB 06bEKTOB aHanormyHo: Unity ponroe Bpems muc-
nonb3osana PhysX, Unreal — Toxe PhysX (00 nepexoga Ha cobctBeHHbIN Chaos), Godot
— Bullet, y CryEngine — cBoa ¢u3mKa. Pusmnyeckne napameTpbl (Macca, cuia, matepums)
N noBefeHne CTONIKHOBEHUM MOTYT OT/INYATbCA. [Jaxe ecin moaenb CUEeHbl nepeHe-
CeHa, HAaCTPOeHHble Noa oaMH GU3NYECKUIA ABUKOK 0OBEKTbI B APYroM MOTYT BECTU
ceba nHadve. MHKancynauma nornkm Al, Tpurrepos, 3ByKa — BCE 3TO NpmBA3aHo K API
NCXOAHOTOo ABUMKKA N TpebyeT nepepaboTku nog ueneson. Takum obpasom, Koa 1 UH-

3 ToyHas umuTaTa: “Someone suggested using .Net 6 integration for the code but that still doesn't even
get close to what you need in order to actually convert MonoBehavoirs to UE, you'd need all of that
class overhead implemented as well, but the problem with that is that at its core, Unreal doesn't have
analogous events and functionality for every monobehaviour event and functionality, you might even
have to implement that in source code as well”.
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TE€PaAKTUBHAA IOTUKA MPAaKTUHECKN HE MUTPUPYIOT aBTOMATUHECKU — UX MPUXOONTCA Ne-
pPenncoiBaTb BPY4YHYIO UIN CO30aBaATb ﬂpOCl’IOVIKM-aMYIIFILI,MM, yTo KpaVIHe CNOXKHO Ha

npaKTuKe.

Mpo6nembi ¢ muUrpauunen Wweipgepos, TEKCTYP U MaTeEPUaNoB

Bu3yanbHbi 061UK CLLEHDBI NPU NepeHoce CTPaAaeT M3-3a HECOBMECTMMOCTHU CU-
cTem matepuanos. Kaxkablii ABUXKOK MMeeT COBCTBEHHbIN A3bIK WenaepoB M Habop na-
pameTpoB matepuana. Unity ucnonbsyet ShaderLab/HLSL (Standard Shader wnau
URP/HDRP), Unreal — cBoto HoaoByto cuctemy (matepuansl Ha HLSL) ¢ apyrmumm Ha3Ba-
HMAMM cBoMCTB, Godot — Godot Shader Language (621m13Ka K GLSL).

KacTomHble wengepbl NPaKTUYECKN HEBO3MOMXKHO KOHBEPTMPOBATb aBTOMATU-
YeCKM: MUX NIOTMKA 3aTOYeHa MO KOHKPETHbIM peHaep-nannaanH. Tak, KOHBepTep
Project Exodus gna Unity—>Unreal npsmo yKa3biBaeT, UTo HecmaHoapmHsle welidepbl
He roddepxcusaromcsa — byaeT NOoNbiTKa NePeHecTn UX napameTpbl, HO MaTepuan B
Unreal, ckopee Bcero, nonyuntca yepHbim [4]. Tonbko cTaHaapTHble PBR-maTepuansi
NepeHoCATCA OTHOCUMTENIbHO KOPPEKTHO. TeKCTypbl 4ale ypaértca nepeHectn (oba
ABUMKKa noaaep:kusatotr PNG/IPG/TTA), Ho dopmaTbl, cneunmduyHble Anad OAHOro
ABWXKKA, MOTYT HEe NpUHUMATbCA apyrum. Hanpumep, Unreal He unTaer .tif-paiinbl ns
Unity Hanpsamyto [5]. Kpome TOro, pasHble ABUKKMU UCNONb3YHOT Pa3HOEe Cria*KMBaHUe
HOpPMaaen N TaHFeHTHOe NPOCTPAHCTBO. JokymeHTauma Unigine otmeyaeT, 4yto Tpeby-
eTCcA nepecyeT KacaTesIbHOro NPocTpaHcTBa®, NOTOMy YTO COBCTBEHHbIN METO/, pacyeTa
HOpMaaen He NONHOCTbIO coBmecTum ¢ Unity [6] — nHaYe maTepuanbl C HOPMaNbHOM
KapToi (normal map) 6yayTt otobpakatbca HenpaBuabHO. Takum obpa3om, maTepu-
anbl/wengepbl  TpebylT  pyyHOM  apganTauMuM:  NEPEHAcCTPOUTb  3HaAYeHUs
Roughness/Metallic (Hanpumep, Unity ncnonbayetr Smoothness, a 8 Unigine/Unreal
aHanor — Roughness), 3ameHuTb Weaepbl Ha 6AnKaNLWMe cTaHAapTHbIE U T. 4. 3ada-
CTYHO MPOLLE 3aHOBO HAaCTPOUTb OCBELLEHNE U NOCT-3PPEKTbI B HOBOM ABUXKKE, YEM
KOHBEPTMPOBATb NpeablayLime HaCTPOMKMN.

4 Tounas untata “UNIGINE uses its own tangent space for normal mapping which is not fully compat-
ible with the Unity one. It is possible to import tangent space right from an FBX file, however, different
Digital Content Creation tools use different tangent spaces”
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Pa3nuuua B cuctemax KoopAauHaT u npeobpasoBaHmaX

MpoCTpaHCTBEHHbIE NapamMeTpbl 06bEKTOB — NONOXKEHME, MacwTab, NOBOPOT —
MOTYT UHTEPNPETUPOBATLCA MO-PA3HOMY B PA3/IMYHbIX ABUMKKaAX. CyLLECTBYIOT PaCcXOX-
AEHMA No cucTteme KoopauHart: Unity n Unreal ncnonb3yroT NeBOCTOPOHHIOK CUCTEMY,
Ho B Unity ocb Y HanpaBneHa BBepx, a B Unreal — Z BBepx no ymonyaHuto. Godot B 3D
— NpaBoOCTOPOHHAA (Y BBepx), B 2D — ocb Y BHU3. TakMe pa3nmyuma 03Ha4arT, YTo 06b-
eKTbl CLLeHbl NOC/1Ie NepeHOoCca MOryT OKa3aTbCA NOBEPHYTbIMU UM OTPAXKEHHbIMWU. KOH-
BepTepbl BbIHYXAEHbI MNONPaBAATbL 3TO ABTOMATUYECKU: HanNpumep, B yTuauTe
Unity—>Godot nHeeptupyetca ocb Y ana 2D-cnpantoB [7], nHaye cueHa «nepesep-
HETcA». [lononHnTeNbHaA Npobiema — NOPAAOK NPUMEHEHUA BPaLLLEHMA N MacliTaba.
Ecnn B ucxogHOM aBUKKe Yy 06beKTa MMeNNCb HepasHOMepHbIU macuimab u nogopom
podumesis, TO nocne 3kcnopTta B FBX/rnobanbHoe NpocTpaHCTBO M MMNOPTa B APYro
ABUKOK MOMET MPOU30MTU WUCKaxkeHWe (shearing). Tak, aBTop nnarmHa Utu
(Unity=>Unreal) oTmeyaeT, 4yTo nNpuv HaAM4MM HepaBHOMEpPHOro MacwTtaba (non-
uniform scale) y poautena nosépHytoro mewa (aHrn. mesh — cetka 3D-moaenu) pe-
3ynbTaT B Unreal okaxeTca HenpaBu/ibHbIM M3-3a TaKoro cnocoba yyeta TpaHchopma-
umnh [5]. MHOrme MHCTPYMEHTbI NO3TOMY NpeaynpeXKaatoT: C/I0XKHbIe MepapXxmm ¢ Mac-
wrabupoBaHnem nyywe «0bHyAUTLY nepen nepeHocom. Pasnnuma moryt 6biTb U B
eguMHULAX M3mepeHua (xoTa ceryvac 0bblMHO 1 eanHMua@ = 1 MeTp, HO UCTOPUYECKHU
MOrnu 6bITb ApyrMe HaACTPOMKM). B COBOKYNHOCTM HecoBnageHne cMcTeM KOoOpAWHAT
NPUBOAUT K HEOBXOAMMOCTN KOHBEPTUPOBATb FEOMETPUIO: CKPUMTbI SKCNOPTA NOBO-
pPayYMBalOT MOAENMN, NEPECUYMTLIBAOT MECTHbIE OCK, MHOTAA A06aBNAKOT NyCcTble y3Abl
AN KOPPEKTUPOBKM OpMeHTaLMKN. be3 3Toro cueHa nepeHecéTca KpMBO — 06BEKTbI MO-
ryT OKa3aTbCA HE Ha TeX MECTax AN C HEBEPHbIM MacliTabom.

NMepeHOC aHMMALMOHHbIX AaHHbIX U IOFTMKU UTPbI

AHMMaAUMKN nepcoHaxken n obbekToB — eweé ogHa 6onesaa Touyka. CKkeneTHble
aHMMaLMKM XPaHATCA B pasHbix dopmaTtax (Unity ncnonbsyer .anim KOHTPOAIEPbI UK
aHMMaTop C MalWWHON cocToAHMK (state machine), Unreal — Animation
Blueprints/Sequences, Godot — .tres aHumauum unm AnimationPlayer). ®opmaTbl aHU-
MaUMA HECOBMECTMMbI, MO3TOMY NPUXOAUTCS IKCNOPTMPOBATL aHMMaUuK B FBX nau
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gITF, TepAa npyn 3TOM HaCTPOEHHblE MALLMHbI COCTOAHUM U IOTUKY NepexoaoBs. MHCTpy-
MEHTbl aBTOMATM3aLMM MOTyT NepeHecTn Cbipble Kaunbl: Hanpumep, Project Exodus
nbiTaeTca akcnopTuposaTb Animation Clips, HO He BOCCO34aeT MaLIMHbI COCTOAHUMN
KoHTponnepa Unity 8 Unreal [4]. Takum obpa3om, nocnenoBaTeibHOCTU KAKOYEBbIX
KagpoB MOryT NepeHecTUCb, @ BOT I0TMKA NPOUTpbIiBaHUA — HEeT. Kpome Toro, npusAsKa
aHUMaUMI K 0O beKTaM MOXKET CIOMATLCA: PA3/INYHbIE ABUMKKM NO-PA3HOMY MMEHYIOT
KOCTW CKe/sieTa, No-pasHOMy nogaepKunsatot IK-peweHna, mopd-uenn n 1. a. Aaxke 6a-
30Bble BelM, HaNnpMmep KpuBble aHUMALUMK A5 CBOMCTB, MOryT noTpeboBaTb pyyYHOM
HACTPOMKM 3aHOBO, €C/IN Ha3BaHMe WKW AMana3oH CBOMCTB OT/inYaeTcA. YTo KacaeTca
NOrnkmM urpbl (Al, remmnnenHble CKPUNTbI, TPUITEPbI COOBITUIN) — X NEPEHOCUTL COXK-
Hee Bcero. Kak oTme4anocb, NpAMOro KOHBepTepa Koga, KoTopbin nepenuwet CH
ckpunTbl Unity B Blueprints Unreal nnn GDScript Godot, He cyw,ecTByeT Ha NPOMbILL-
NNEHHOM ypOBHeE. B Hay4YHbIX Kpyrax BblCKa3blBaAUCb naen napcutb Kog Unity n asTo-
MaTUYEeCKN reHepupOoBaTb aHANIOTMYHbIN ANA APYrOro ABWMMKKa [3], HO peanncTbl oTme-
YaloT, YTO 3TO «1I0YMU 2aPAHMUPOBAHHO He pabomaem» n3-3a TOTaNbHbIX Pa3Nyni
APl 1 cnoxHocTen noaaepKku. NMoaTomy Ha NPaKTUKe 0ObIYHO NLWb NEePEeHOCATCA CTa-
TUKA CL,EHbI M aHMMALMK, 2 CKPUNTbI PA3pabOoTUMKM NULLYT 3aHOBO NOJ, HOBbIN ABUKOK.
B ntore nonHoueHHaa MUrpauma AMHaMMUYHOTO MPOEKTa — YPE3BbIYAMHO TPYA0EMKUN
npouecc, NoYTU PAaBHOCU/IbHbIN pa3paboTKe ¢ HyAA.

CYLWECTBYIOLWWHUE UHCTPYMEHTbI AN1A NEPEHOCA CLIEH

HecmoTpa Ha CNOXHOCTH, CYLLLECTBYHOT YaCTUUYHblE aBTOMATM3MPOBAHHbIE peLle-
HUA (KaK OTKPbITble, TaK MU KOMMepUecKue), obneryatolime nepeHoc UrpoBbIX CLEH
MEXKAY OBUKKAMM.

JKCNOPT B NPOMEXKYTOUHbIN popmaT

ba3oBbIn noaxon — BbIrPy3nTb BCe 0O6BbEKTbI CLEHbI B YHUBEPCANbHbIM 3D-¢dop-
maT. Hanpumep, Khronos gITF 2.0 ceiAyac LWWMPOKO Npu3sHaH yaAobHbIM 06MeHHbIM dop-
maTtom ana 3D-accetos. B [2] otmeueHo, yTo gITF 2.0 AaeT waHc cTaHAapTU3MPOBaTh
NnepeHoC KOHTEHTA MeXKAY MHCTPYMEHTAMM U ABUXKKaMU. MHOrMe ABMKKM NOALEPHKM-

BatoT gITF: Godot ymeeT umnopTMpoBaTb NosiHble cueHbl gITF (BKAoYaa mewu, maTe-
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puansbl PBR n aHnmaumm), Unreal Engine imeeT nnarnd USD/gITF Importer, Unity — 3Kc-
nopt naket FBX Exporter (koTopbit ymeeT 1 B gITF yepes UnityGLTF).

FBX — ewe oauH ge-dakto ctaHaapt: Unity u Unreal ero noaaepmnsatoT U3 Ko-
pobku. OagHaKO 3TM popmaTbl B OCHOBHOM MEPEHOCAT FrEOMETPUIO, Mepapxuto n 6aso-
Bble maTepuasbl. CneundunyHble 3pPeKTbl, NOrMKa yNyCcKatoTCA.

CyLLecTBYIOT TaKXe crneumannsmpoBaHHble dopmatbl, Hanpumep Open Game
Engine Exchange (OpenGEX) — TeKcToBbI pOpMaT, CO3A4aHHbIN A1 NepeHOoca KC/0XK-
HbIX AAHHbIX CLEHbI» MexKAay MHCTpyMeHTamm [8]. OpenGEX nbiTaeTca yCTPaHUTb HeAo-
ctaTkm Collada u oxBaTbiBaeT MHOXKecTBO PpYHKLUUM (Mepapxusa y3/10B, MHCTAHLMPOBA-
HWe 06bEKTOB, Kamepbl/CBET, HECKO/IbKO UV-KaHanoB, aHMMaLmMaA KAoYeBbIX Kaapos,
ckenetbl U mopdsbl). OaHAKO ero noaaeprKKa orpaHMYeHa (B OCHOBHOM 3HTy3MacTaMMm
n aBUKKom C4).

Universal Scene Description (USD) ot Pixar Toxe HabupaeT nonyaspHOCTb KakK
NoTEHLMANbHbIA YHUBEPCANIbHbIM GOpMaT cLeHbl, noaaepkusaetca Unreal Engine gna
nmnopTa/aKkcnopTa. B uenom ncnonb3oBaHMe NPOMENKYTOUYHbIX POPMATOB — OCHOBHOM
noaxoA, Ho paspaboTymMKam Bce paBHO NPUXOANTCA A0PabaTbIBATb CLLEHY BPYUYHYIO MO-

cne nmnopTa.

MnaruHbl AnA npamoro KoHeepTuposaHua Unity->Unreal

MosABMAMUCE YTUAUTBI, aBTOMaTU3Mpylowme nepeHoc u3 Unity B Unreal — nony-
NAPHbIN CLUEHapUIA NU3-3a CMEHbI ABMXKKa Ha 601ee MOLLHbIN.

Open-source npoekT Project Exodus nepeHocut Unity-cueny B Unreal Engine [4].
OH akcnoptupyet n3 Unity nHdopmaumio o cueHe u Bocco3aaet ee B Unreal: ctatuue-
ckme mewwn (c koopgmHatamm n UV), UCTOYHMKKM CBETa, OTparkatowme npobbl, NaHA-
wadTbl, aaxke skeletal mesh yactnyHo. CtaHgapTHbie maTepuanbl Unity KOHBEPTUPY-
lOTCA B 9KBUBaANEHTHble maTepuansl Unreal (uBeT, METaN/IMYHOCTDb, LLEPOXOBATOCTb U
np.), TEKCTYpbl NepeKkoanpytoTca, ecnm Gopmat He NOAAEPKMBAETCA LLENEBbIM ABUXK-
Kom. O4HAKO, Kak OTMeYaeTca B AOKYMEHTALUMN, eCTb MHOXECTBO OFPaHMYEHNI: Noa-
AEPHKMBALOTCA TONIbKO CTaHAApPTHbIe wenaepsbl (Surface shaders n Shader Graph — HeT),
npedabbl Unity He npeobpasytoTtca B Blueprint Unreal, nanawadt nepeHeceTca ¢ ynpo-
WEeHNAMU (aeTanun Tpasbl/AepeBbeB MOTYT OT/IMYATLCA), C/IOXKHbIE CKENIEeTHbIE CETKM

MOTYT Pa3buTbCA Ha YacTK, @ aHUMALUMOHHble FSM-KOHTpoNepbl HE KOHBEPTUPYHOTCA.
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MnaruH UtU (Unity To Unreal) — Kommepueckoe pelleHne ¢ aHanormyHbIM Noa-
xoa0oM. OH 3asBNSIeT NEPEHOC OCHOBHbIX TUMOB aCCETOB: CLLEHY, MeLK, aHUMaLLUKN, Ma-
Tepuanbl, TEKCTYpbI, Npedabbl, KAMepbl U T. 4., BOCCO3AAET MEPAPXUN CLEHbI 1 NaMoK.
Utu Tak:ke reHepupyeT forn n npegoctasnset GUl ana oTcnexusaHua npouecca. B
NPUMEYaHMAX YECTHO YKa3aHO, YTO NJIarMH He COBEPLUEHHbIN M TaKUM HUKOraa He by-
AET, yYNTbIBAA pPa3nmuma ABUXKKOB [5]: nocne ero paboTbl Bce paBHO NoTpebyeTcs pyy-
HaA gopaboTKa cueHbl, NPoCcTo 06beM paboTbl byaeT MeHbLULEe, YeM MEPEHOCUTb C HYAIA.
Cpegu orpaHuyeHnin Utu nmetotca npobaembl ¢ HepaBHOMEPHbIM MacwTabom (cm.
BbllLE), BO3MOHas HECOBMECTMMOCTb HEKOTOPbIX PUrOB aHMMALMKU, OTCYTCTBUE MOA-
AEPXKKN HECTAHAAPTHbIX WenaepoB (OHM 3ameHATcA Ha 6a30Bbli MaTepuan ¢ nepe-
HOCOM NapameTpoB). Tem He MeHee TaKue NAaruHbl y»Ke No3BOAUAM MHOTMM pa3pa-
60TYMKAM YCKOPUTb MUFPALMIO — BMECTO TOT0 YTOObI BPYUYHYO NEPEHOCUTb COTHM 06b-
€KTOB, 3HauyuUTe/IbHas YacTb PaboTbl aBTOMATU3UPYETCS, OCOBEHHO NO CTaTUYECKOMY
OKPYKEHMUIO.

UHcTpymeHTbl gnsa Unity-> Unigine

AsuxKok Unigine, npMBaeKatowWwmin cBoen MolHOM rpaPurKomn, TakKe 3amHTepe-
COBaH B nepeTArnBaHum npoekToBs. B 2024 roay coobuectsom Unigine co3aaH UHCTPY-
MEHT, CMNbHO obnervatowmm nepexogq ¢ Unity [1]. OH cocToUT M3 ABYX NIAarMHOB: 3KC-
noptepa gna Unity (Bbirpy»atowero cueHy B JSON) u umnopTtepa ansa Unigine (Yntato-
wero JSON n cobupatouiero cueHy). CornacHo oduumanbHomy 6510ry, aBTonepeHoc
OXBaTblBAeT BCH MEPAPXMIO CLLEHbI, BKAKOYAA CKAYaHHble M CTaTM4eckue mewmn (c
LODamu), maTtepuanbl C MNPUKPENNEHHBIMX TEKCTYpaMK, HACTPOMKKU  PUIMKHK
(RigidBody, konnanaepsbl, cnon KoNAn3un) n aaxke npedadbbl c C# KOMNOHEHTaMK. ITO
npUMeYaTesIbHO — CKPMMNTOBbIE KOMMNOHEHTbI Unity nepeHOCUMbIX 0O6BEKTOB COXPAHS-
totca B Unigine Kak 3arnywku (BMAMMO, ¢ nomoubio aHanornyHoro C# APl Unigine).
Pa3paboTuMKK oroBapmnBatoT, YTO NOC/IEe aBTOMATMUYECKOro NnepeHoca noTpebyeTcsa pyy-
Has fopaboTka — TOHKaa HaCTpPOMKa NapamMeTpoB, MepenucbiBaHME MNONb30BaTE/Nb-
cKoro Koga Ha APl Unigine. Ho cam ¢akT nepeHoca Bcex 06beKTOB CcLEeHbl, cBeTa U ¢pu-
3MKM JaeT OrPOMHYI0 SKOHOMUIO BpeMeHU. Unigine TakXe BbiNyCcTMAA 0PULMANbHbIN

Unity Importer B ceoem Asset Store, nokasbiBasi 3aMHTEPECOBAHHOCTb B MPUBAEYEHUM
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npoekToB. Takum obpazom, ana murpaummn Ha Unigine y»Ke ecTb rotosble pipeline-pe-
weHunA. B obpaTHyto ctopoHy (Unigine—>Unity) nofo6HbIX MHCTPYMEHTOB HET, TaK KaK
OHU pexxe TpebytoTca.

MNepeHoc Ha Godot Engine

Mocne Bcnnecka nHTepeca K Godot (C OTKPbITbIM UCXOAHbIM KOA0M) B coobuue-
CTBE NOABMANCH NPOEKTLI MO aBTOMaTU3aumMmn nepeHoca ¢ Unity. CywecTByoT aKcnepu-
MeHTa/ibHble CKPUNTbI, Hanpumep, ytuauta [7], Kotopaa npobyeT KOHBEPTUPOBATb
Unity-npoekT B Godot-npoekT. OHa poKycupyeTtca Ha 2D-urpax n 6azosom 3D, aBToOMa-
TMYECKM co3aasan B Godot y3nbl U cueHbl Ha ocHoBe Unity-cueH. 9TOT KOHBepTep pe-
LIaeT MHOXEeCTBO COOTBETCTBUI: pa3nmyaeT 2D- n 3D-06bekTbl (co3gaeT Node2D Bme-
cto Spatial, echn BuanuT 2D-KomnoHeHTbl), pa3bmsaeT Unity GameObject ¢ Heckonb-
KUMKW KOMNOHEHTaMK Ha aepeBo Godot-Hoa (nockobKy B Godot 0gMH CKpUNT = OAWNH
y3en), nomeuiaet KomnoHeHT RigidBody B poautenbckuit ysen (1. K. B Godot pusnde-
CKMM y3en AoKeH ObiTb HaBepxy, yNpaBAAOWMM A0YEPHUMM y3n1aMK), co3aaeT 3a-
FAYLWKN CKPUNTOB — NycTble GDScript ¢ aKcnopTUpyeMbIMK NepeMeHHbIMU, YTODObI XOTA
6bl NepeHEeCcTN HaCTPOEHHbIE B MHCNEKTOpe 3Ha4veHusa u3 Unity-cueH. Kpome TOro, yum-
TbIBAOTCA AETaNM BPOAE pa3nnyma egmuHul, B 2D (MMKcenn NpoTUB YCIOBHbIX e4MHULL)
— CKpPUNT MacwTabupyeTt cnpanTbl, KOMNEHCUPYA KONMYECTBO MUKCENIEN HA eanHULY
paBHbim 100y Unity pna cootsetcTBua ¢ Godot. OgHAKO cam aBTOP YTUANUTbI MPU3HAET,
YTO 3TO ANWb NPOBHbIN BapuaHT (proof-of-concept) n «abcosnromuo yydosuuwjHoe Ko-
au4yecmeo puy ew,é npedcmoum noddepxrcams». [POEKT NOKa He NoKpbiBaeT 3D-peH-
Aep, CNOXHble wengepbl, naHawadT cueHbl (terrain) nan aHMMaUMOHHble rpadsbl. B
coobuiectse Godot B LLeNIOM COBETYIOT NEPEHOCUTb KOHTEHT Yyepe3s gITF/FBX, a Noruky
- NepenmcbiBaTb BPYUYHYHO, BMECTO NOJIHOM aBTOMATM3auumn. Tem He meHee cama BO3-
MOYHOCTb YaCTUYHO CKOHBEPTMPOBATb CLUEHY (XOTa Obl cTaTuyeckme ob6beKTbl, 6a3o-

Bble CKpVII'ITbI) ABnaeTcs 60abWKM noacnopbem npu murpaumn Ha OTKprTbIVI ABUXOK.

lNMpouyne NHCTPYMEHTbl U NoAXO0AbI

[Ona HeKoTopbIX Nap ABUKKOB CYLLECTBYIOT CBOM YTUANUTbLI. Hanpumep, pa3paboT-
unku CryEngine/Lumberyard/O3DE — nBuxKoB C 0bWMm Hacneamem — npeaocras-
NAKT NyTb MUrpaumn: npoektbl CryEngine V MOHO OTHOCUTENBHO NETKO OTKPbITb B
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Amazon Lumberyard (KoTtopbiit 6bin popkom CryEngine) [9]. B yacTtHocTn, Amazon
Lumberyard (HbiHe Open 3D Engine) noaaep*kusan umnopT naketos u3 CryEngine, no-
atomy ctyama Cloud Imperium cmorna nepeHectn Star Citizen Ha Lumberyard npu-
MEPHO 33 OAMH rog, C MMHMMA/IbHbIMW NOTEPAMM NO acceTam. ITOT Cayy4am ocobbin —
ABWXKKKN BblN 04eHb CXOXKU. Ecnn xKe ABUMKKM COBEPLLUEHHO pa3Hble, NPUXOANTCA CO-
34aBaTb aBTOPCKNE KOHBepTepbl. CylecTBYIOT U YHUBepPCaibHble Napcepbl UrPOBbIX
pecypcoBs, HanpumMmep yTUAUTbI ANA U3BJEYEeHMA KOHTeHTa n3 urp (Game Extractor m
Ap.), KOTOPbIE MOTYT CYMUTbIBATb apXnBbl U GOPMaATbl HEKOTOPbIX ABUMKKOB. VX npume-
HAIOT HTY3MaCTbl, YTOObI NEPEHOCUTDL YPOBHM CTAPbIX UFP HA HOBblE ABUXKKU — GaKTU-
YeCKM peBepC-UHKUHUPUHT (reverse-engineering) KoHTeHTa. O4HAKO 3TO eANHWUYHbIE
cnyyam, Tpebytowme pyvyHon paboTbl. B npomblwneHHON cpeae NOABAAKOTCA CEPBUCHI
no nopTupoBaHuto: paa ctyaui (Hanpumep, Pingle Studio [10], N-iX) npegnaraet
yCcnyrm nepeHoca npoeKTtos ¢ Unity Ha Unreal, co3pgaBan Ana KaXk4oro npoeKkTa KacTom-
HbI/ NannaanH. O6bIYHO OHM KOMBUHMPYIOT aBTOMATUYECKUI SKCNOPT aCCETOB U PyY-
HYI0 aganTauuto Koaa.

B utore Ha cerogHAWHUN AeHb HET YHMBEPCANbHOIO «KOHBEPTEPA BCEro», HO
€CTb MHOXECTBO CNeLMann3MpoBaHHbIX PeLLEHNIM, 3aKPbIBAOLWMX YacTb 3aaa4m. Pas-
paboTumMKM MoryT BbI6paTb KOMBUHALMIO MHCTPYMEHTOB: MOAENMN SKCNOPTMPOBATDL Ye-
pe3 FBX, maTepuansl — yepes gITF 2.0, cueHy — JSON/ckpunTom, a NOrMKy BOCCTaHaB-
INBaATb BPYYHYIO Ha HOBOM API.

NMPUMEPbI MUTPALIUU MEXKAY ABUKKAMU

PaccmMOTpUM HECKONbKO peasibHbIX Cy4YaeB (Kak ycnelHblX, Tak U He 04YeHb) KO-
roa paspaboTyMKM NEPEHOCUIN CLUEHbI MAW LeNible NPOEKTbl MeXAy ABUKKaMU, U Bbl-
BOZbI U3 UX ONbITa.

Unity = Unreal Engine: noptuposaHue npoekTa

MHorue nHaun-pa3paboTymKkmM 3agymbiBatoTcA 0 nepexoae Ha Unreal pagn ynyuy-
WweHunA rpadmnKkn nnm BoamorkHocten. Tak, B 2019 roay npoekt Hello Neighbor cmeHun
ABWXKOK ¢ Unity Ha Unreal Engine 4 Ha no3aHem 3Tane pa3paboTku. Pa3paboTuynkm no-
HANW, YTO ANA peanmsauunm npoasuHyToro MM cocega n MHTEPAKTUBHOIO OKPYXKEHUA

Unity He XBaTaeT Npon3soanTeNbHOCTU, N PUCKHYTU NEPERTHOYNTBLCA. JTO coBnagano
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C TeM, YTO U3gaTesib NPesoCcTaBUA pecypcbl A nepeHoca. OnbiTHbIe AeBesionepbl OT-
MEYaLoT, YTO CMEHA ABMXKKA Ha NO34HEN CTaguMu — Wwar pUCKOBaHHbIN, “almost career
suicide” [9], BeAb HY»XHO MOBTOPHO PEaIN30BaTb MACCy BO3MOXKHOCTEM PYHKLMOHANA.
B cnyuyae Hello Neighbor nepexog, Bce ke npousowen: 6a3oBble MeXaHUKKU Mepenu-
canu Ha C++/Blueprint, a 3D-moaenu goma 1 nepcoHaxken nmnoptuposanu us Unity-
npoekTa (Unity no3sonAeT BbIrpy*atb mogenun 8 FBX, kotopble Unreal umnoptupyet
6e3 npobnem). O4HAKO MHOTME CKPUNTbI NPULINOCL CO3A4aBaTb C Hyna noa Unreal. B
pe3ynbTate urpa Bbiwaa Ha UE4, yTto yaydwmnno rpaduKky, HO KOMaHAa OTMETUA, YTO
Bpema pa3paboTKM yBEAMUYMNOCL MPUMEPHO Ha rog, U3-3a MUrpauumn. JaHHbIN cayyam
WUNNIOCTPUPYET, YTO AaxKe NPU NepeHoCce acCeTOB OCHOBHASA C/I0XHOCTb 3aK/1t04aeTcA B
MUTPaLLUM NOTUKN N NOBEAEHUA.

Unity - Unreal Engine: ucnonbsosaHue KoHBepTepa

B 2023 roay, nocne obbABNEHHOW CMEHbI MOAUTUKU NuueH3npoBaHua Unity,
Cpa3y HEeCKO/bKO MHAM-KOMaHA nonpobosanu nepeBecTn CBOM NPoeKTbl Ha Unreal ¢
NOMOLLbIO aBTOMATUYECKNX MHCTPYMeHTOB. O4MH 13 NOKa3aTeIbHbIX MPUMepPOB — NPo-
eKT, ONMCaHHbIN B coobLecTBe pa3paboTUMKOB, KOTOPbIM NEpPeHeC YpPoBeEHb U3 Unity B
Unreal Engine 5 3a aBa AHA ¢ nomouwbto FBX-Exporter n pyyHoit HacTpoliku [11]. Ko-
MaH/a 3KcrnopTupoBana Bcto cueHy Unity B FBX (coxpaHUB reoMeTpuio U pasmellieHne
06BbEKTOB), 3aTemM umnopTmposana B Unreal. Bce mewn n KONansnm nepeHecnnch, Ho
MaTepuasbl NPULIOCL NepeHacTpanBaTb: pa3paboTtunku Boibpanun B Unreal rotoBbin
PBR-wenaep v BPy4YHYHO HA3HAYMAW TEKCTYpbl, ONMPAsacb Ha opurkMHan. CKpunTbl
(Bparn, asepu, ronoBo/IOMKM) nepenucanm Ha Blueprint 3a BbixogHble, 61aro noruka
6blna OTHOCMTENbHO MpocTas. B pesynbTaTe npotoTun ypoBHA paboTtan B HOBOM
ABUXKKE, HO KauecTBO 6b1N10 4a1EKO OT GMHANBHOTO. ITOT CAyYal CYMTAETCA YCMELHbIM
ObICTPbIM NOPTOM, OAHAKO TPebyeT OroBOPKU: NePeHOCMNACb TONbKO AEMOCLEHA, @ He
BeCb NPOEKT. MonHbI NpoeKT noTpebosan Hbl 3HaUNTENbHO HonbLue BpemeHU. Ocobo
NoAYEPKHEM, YTO MHCTPYMEHTbI YCKOPAOT NepPeHOC apT-CoOAEPKMMOTr0, HO He n3bas-
NAKOT OT NepenucbiBaHUA remnnes.
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Unity = Unigine : aBTOMaTuuecknii nepeHoc KemcoB CMMyNALMUNA

B coobuwectse Unigine oTmevatoTca cayvaun, Korga ¢ NOMOLLbIO BbllEYyNnOMAHY-
TOro MHcTpymeHta (JSON Exporter/Importer) nepeHocunn yyebHO-TPeHaXKepHble
cueHbl. Hanpumep, pa3paboTyMKM NPOMBIWNEHHOIO CUMYIATOPA OTMEYanu, 4To
cmornu nepeHectn 6asoByto cueHy 3aBoga u3 Unity B Unigine 3a c4MTaHHbIe 4achl.
Nepapxma obbeKkToB (Lex, 060pyaoBaHME, KPaHbl) BOCCTaHOBMIACb aBTOMATUYECKM,
NPULWANOCh /INWb MNEepeHacTpouTb MaTepuanbl nog 6Honee NPOABUHYTLIM peHAaep
Unigine. CKpunNTbl e I0OrMKM CTAaHKOB nepenucanu Ha C++ ¢ ucnonb3osaHuem Unigine
API. NMpoeKT 3apaboTan B HOBOM ABUMKKE C 3aMETHO Nly4LLinmM poTopeannamom. Ycnew-
HOCTb 3TOr0 NPMMepa BO MHOFOM 00YyC/I0BAEHA CXOXKecTbio noaxoaos Unity n Unigine:
ob6a nopaepkneatoT CH, 06 beKTHO-OPUEHTUPOBAHHYIO CTPYKTYPY, PBR-MmaTepuansl, To
€CTb BbIABMTb pa3HuLy bbl1o npoute. Tem He meHee Aarke 34eCb NOHAZ0O6MANCE pyy-
HOe McnpaBaeHMe KacaTe ibHbIX MPOCTPAHCTB HOpManen (MHaYe HEMHOMO MCKaXKanochb
OCBeLLEHNE HAa MOAENAX) U HACTPOMKM OCBELLEHMA NoA APYryo MoAeNb conHua/Heba.
Takum ob6pasom, Npu HaANYUK CNEeLMaNM3MPOBAHHOTO MHCTPYMEHTA NEPEHOC YPOBHA

MOKeT bbITb OTHOCUTENIbHO 6bICprIM, HO CI)VIHaJ'IbHaH 40BOAKa 3aHMMaET BpeMA.

CryEngine - Lumberyard: npumep Star Citizen

OcobbIm cnydyaem ABAAETCA MUTPALMA MEXAY POACTBEHHbIMU ABUXKKaMU. Urpa
Star Citizen HaumMHanacb Ha CryEngine, Ho B 2016 roay ctyamsa Cloud Imperium 06b-
asuna nepexod Ha Amazon Lumberyard (bopk’ CryEngine) na sBepcumn anbda 2.6. bna-
rogapa Tomy, 4to Lumberyard ocHoBaH Ha KogoBoi 6a3e CryEngine, 6onblias YacTb
CUeHbl U cuctem nepewna b6e3 cepbesHbix nepedesnok: dopmat yposBHer *.pak,
CKpUNTbI Ha Lua/C++, maTepuranbl — Bce 6b110 COBMECTUMO MU TpeboBaNo MUHUMab-
HOM agantaunn. Murpauyma 3aHANa OKOI0 roAa, Waa NoCTENEHHO, N UTPOKM MOYTH He

> ®opk (oT aHrn. fork — «BMAKa», «OTBETBAEHME») — NPOLLECC CO34aHMA HOBOM BEPCUM NPOrPaMMHOro
NPOeKTa Ha OCHOBE MCXOAHOro Koga CyLLECTBYIOLLEro NPOEKTa, B pe3y/bTaTe KOToporo obpasyerca
He3aBMCMMaA BeTBb pa3paboTkn. PopK nossonseT pas3paboTyiMkam moamduuMpoBaTb OpPUTMHANDL-
HbI/ NPOEKT ANA COBCTBEHHbIX LleNein UNM pa3BmMBaTb ero B HanpaBaeHUU, OTIMYHOM OT OCHOBHOTO.
OcobeHHO pacnpocTpaHeH B cpeae OTKPbITOro nporpaMmmHoro obecneveHus, rge 4acto UCNO/b3y-
eTcA ANA CO3[4aHUA aNbTEPHATUBHbIX BEPCUI NPOrPaMM UM BHECEHMA CYLLLECTBEHHbIX U3MEHEHUI B
M3Ha4YaNbHyH KogoBYO Hasy.
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3aMeTnAN pasHuubl (anbda-Bepcua NPocTo 06HOBMANACK). DTOT yCNELHbIA NpUMep no-
Ka3blBaeT, YTO Npu obLLem NPOUCXOKAEHNN OBUKKOB MUTPALMA CUEH ynpoLLaeTca —
yHUUUMpOBaHHbIe dopmaTtbl n APl NO3BONAIOT NepeHecTn KOHTEHT NakeTHO. OAHAKOo
AaXke TyT OblaIn HI0AHCbI: HEKOTOpble cobcTBeHHblE Mogudukaummn CryEngine, coenan-
Hble pa3paboTynKkamu, NPULLIOCL 3aHOBO BHeapATb B Lumberyard. Tem 6onee, Takon
C/ly4al — CKOpee UCKAKYEHWE, BeAb MA0 ABUXKKOB, CTO/Ib COBMECTUMbIX APYT C APY-
rom.

HeyaauHble 1 NpepBaHHbIe NONbITKU MUTPaLUU

EcTb 1 npumepsl, Korga 3ated murpauum He 4oBoAMANACL A0 KOHUA. MHorue
npoekTbl Ha Kickstarter obewanu «nepexknroyumecs Ha Unreal Engine 014 ny4wezo Ka-
yecmea», HO NOTOM OTMEHANNUCH UIN BbIXOAUIN BCE XKe HA CTAapOM LBUXKKE, NOTOMY
4YTO KOMaHAa He cnpaBaAnacb ¢ nepeHocom. Hanpumep, ambUUMO3HbIN MHAN-RPG
midora nnannposan nepentn ¢ Game Maker Ha Unity, HO 3TOT wWar yCAOXHWA pa3pa-
60TKY, U MPOEKT 3aMOpPO3UAM (MO OT3biBaM, BPeMsA yLIAO Ha MepenncbiBaHMe Koaa
BMECTO CO34aHNA KOHTEHTA).

[pyroi npumep — nNonbiTKa NOPTUPOBaHMA paHaTamm urpbl Morrowind Ha Unity
(OpenMW): coobuiecTBo ¢ OTKpbITbIM ABMMNKKOM OpenMW ¢aKTUYeCcKn 3aHOBO peanu-
30Bas10 ABUXKOK, CNOCOOHbIN YnTaTb pecypcbl Morrowind. XoTs 3TO TEXHUYECKU HE MU-
rpauma ogHUM HaXKaTMemM KHOMKK, a NOJIHOCTbIO HOBOE OTKPbITOe BHeApeHue, OH Ae-
MOHCTPUPYET CNOKHOCTb: NOTPeboBannCb roapl, YTobbl HaNMUcaTb KOHBEPTEPDLI GopMa-
TOB, MHTEPNPETATOP CKPUMTOB M BOCMPOM3BECTU BCHO IOTUKY OPUTMHANBHOM UrPbl. ITOT
NPOEKT BCe e yBeH4yanca ycnexom — OpenMW Tenepb 3anyCKaeT UrpPoBble CLEHbI
Morrowind ¢ ynyyweHnMaAMM, HO TPyA03aTPaTbl CPAaBHUMbI C CO34AaHNEM UTPbI C HYAA.
O6LWwmnit BbIBOA M3 HEYAAYHbIX NMOMNbITOK: €C/IN HET AOCTAaTOYHbIX PECYPCOB UM UHCTPY-
MEHTOB, MEPEHOC CLLEH MOXKET 3aHATb CAMLIKOM MHOFO BPEMEHMU, CTaBA Nog yrposy
BeCb NPOEKT. MIHOorAaa paumoHaibHee OCTaBUTb UIPY HA CTAPOM ABUXKKE UK BbINYCTUTb

KaK eCTb, YeM MbITaTbCA MUTPUPOBATb U HE BbIMYCTUTb BOBCE.
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CBA3AHHbIE PABOTbI

Mpob6aemaTvKa MUTpaLUKM KOHTEHTA MEKAY UrPOBbIMM ABUMKKAMU NPUBAEKaET
BHMMaHMeE Kak MHAYCTPUN, TaK U UCCNeaoBaTeNen, XOTA CNeLmnanbHbIX Hay4HbIX paboT
06 aBTOMaTUYECKOM KOHBEPTALUUM CLEH HEMHOTO. Tem He meHee psaa nybankauni un
nccnefoBaHUI 3aTparMBaeT CMEXKHble BONPOChI: CPAaBHEHME ABUKKOB, CTaHAAPTU3a-
una $popmaToB, NepeHOC onbITa Pa3paboTKKU, KOTopble BaXKHbl A1 MOHUMaHMA TEKy-
LLLero cocTosiHMA Npobaembl.

CpaBHVITeI'IbeIﬁ dHa/n3 ABUXKKOB U BIMAHUE HA NEepPeHOCUMOCTb

Y10bbl NOHATb, KAaK CNOXKHO MUIPUPOBATb CLEHbI, YYEHbIE CPAaBHUBAIOT CaMMU
ABWXKKN. Hanpumep, B [12] npeactaBieH 3KCNEPMMEHT NO CO34aHMI0 ABYX UAEHTUY-
HbIX MPUNOXKEHUN — BUPTYanbHbix 3D-BbiCTaBOK — ogHO B Unity, apyroe B Unreal
Engine, ¢ ncnonb3oBaHWem oaMHaAKOBbIX 3D-CKaHOB moaenen. ITOT CPAaBHUTENbHbIN
aHaNU3 Nokasan pasnnuma B adPeKTMBHOCTM U paboumx npoueccax: Unity okasancs
b6onee 3pPeKTUBHbIM B UX TECTAX, O4HAKO BaXKHee TO, YTO aBTOPaAM MPULLNOCh BPYY-
HYO BOCCO3/4aBaTb CLLEHY B KaXA0OM ABWUXKKe 3aHOBO. PaboTa noaTBepanna, 4Yto Aaxe
NpU HaANYUKN OOMHAKOBbLIX MCXOAHbIX acCETOB MoBeAeHWe CueHbl (Npou3BoaUTeNb-
HOCTb, Ka4eCcTBO) OTIMYAETCA, U TpebyeTca afanTaumna Nos Kaxkablii ABUKOK. B [13] B
KOHTEKCTE BUPTYa/IbHbIX XMPYPrMYECKUX TPEHAXKEPOB 06CyKaanca BbIbOp ABUKKA. AB-
TOpPbl OTMEeYatoT, YTo A4N1A VR-NpoeKTa ABUKOK cieayeT BblbMpaTb HA CTapTe, yYnTbiBan
0COBEHHOCTM KaXXA0ro, NOCKO/IbKY Nepexo, Ha No34HMX sTanax 3aTpygHuteneH. Koc-
BEHHO 3TO NOATBEPXKAAET MMABHYIO MbIC/b: U3-3a pa3inumi (rpadmka, dmsmka, nog-
nepka VR-yctpoiicts) nepeHoc mexkay Unity u Unreal — HeTpuBManbHas 3agava, v pe-
LeHMe 0O MUTPALUM AOKHO NPUHUMATBLCA B3BELWEHHO. Taknm obpa3om, cpaBHEeHMUA
ABUKKOB NOAYEPKMBAIOT GYyHAAMEHTa/IbHYO HECMOCOHOHOCTb K B3aMMOAENCTBUIO (He-
UHmMeponepabesnbHOCMb) NX IKOCUCTEM, U3-32 KOTOPOM M BO3HUKaeT npobnema mu-

rpauuu.
CraHgapTtusaumna popmartos u MHTeponepabenbHOCTb

B oTBeT Ha OGnoKuMpytowyo npobnemy, Koraa NpPOeKT npuBA3aH K O4HOMY
ABUXKKY, B UHAYCTPUU U UCCIe0BaTEIbCKOM coobLLecTBe npeanaratoT CTaHaapTbl 06-
MeHa AaHHbIMMU.

227



Russian Digital Libraries Journal. 2025. V. 28. No. 2

Khronos Group npoasuraet gITF 2.0 KaK yHuguyuposaHHsIl popmam 3D-cueH,
a Pixar — USD (Universal Scene Description). B ctatbe-coobuweHnn Godot [2] npamo ro-
BOPUTCSA, YTO pPaHee He CyLLecTBOBaNO xopowero ¢opmata obmeHa UrpoBbIMKU CLe-
Hamu n yto gITF 2.0 — nepBbIiA NpeTeHAeHT Ha 3Ty POJib.

B paboTax no KomnbtoTepPHOM rpadmKe TaKKe CPaBHMBAIOT POPMaTbl: OTMEYEHO,
yto Collada, 3aaymaHHbIN Kak OTKPbITbIA CTaHAAPT, HE oNpaBAan OXKUAaHUM U3-3a pas-
MbITbIX CneundUKaLLMim U Pa3HbIX TPAKTOBOK OCEM, MaclTabos 1 T. .

Bonee HoBble pa3paboTkm, Takme Kak OpenGEX, gITF, ctpemaTca 3adpumKkcmMpoBaThb
egMHoe onuncaHue cueHbl (CeTKM, maTepuasbl, aHMMaLMA).

Ha mexayHapoaHbix KoHpepeHumnax no 3D-nnatpopmam, Takux Kak SIGGRAPH
n Game Developers Conference (GDC), noctosHHO 0bcy*KaaeTcs naea npomeNKyToy-
HOro npeacTaBAeHMA UrPoBo cueHbl (intermediate representation), HesaBucMmoro ot
ABUXKKA, YTO6bI 061eruymTb nepeHoc. Hanpumep, popmat USD M3yyaeTca a4na MHTepak-
TUBHbIX NpunoxeHuin: B popyme Alliance for OpenUSD akcnepnmeHTUpPYIT C UCNOJb-
3oBaHMem USD Scene Graph B UrpoBbIx ABUMKKaX, YUTOObI ONMCbIBaTb NOBEAEHME HE3a-
Bucumo [14]. NoKa 3T ngeun Haxo[ATcA ewe Ha paHHel ctagum pa3paboTKM, HO ove-
BMAHA TEHAEHUMA: CTaH4APTU3aLMA CLLEH PAaCCMATPMBAETCA KaK peweHne npobaembl
MUTpaLMn B ONTOCPOYHOMN NepCrneKTMBe.

MeToabl aBTOMATU3aL MU NepeHoca KOAa U IOTUKKU

XOTA nepeHOC Koaa — Hanbonee CNOXKHAA YacTb, UCCea0BaTENN NpPeanpPUHMU-
Manun MONbITKN ero ynpocTUTb.

B yacTtHocTu, uH»KeHepbl B cdepe dev-tools [15] onybaukosanu proof-of-
concept: ucnonososaHmne MM (ChatGPT 3.5) ana aBTomaTMyecKon KOHBEPTAL MM CKPUM-
ToB Unity C# B Godot GDScript. Pe3ynbTaTbl YaCTUYHO yCMeLHbl Ha NPOCTbIX KAaccax,
HO Aa/IeKM OT MOJIHOM aBTOMaTM3aLUM.

B pabote [16] no coxpaHeHuto VR-apT 06BEKTOB PacCMOTPEH 'MMNOTETUUYECKNIA
cueHapui murpaunm koga VR-NnpunoxKeHnsa Ha A4pyron ABUXKOK ANA LN COXPAHEHUS
npon3BeaeHMN NCKYCCTBA BUPTYaZIbHOM peanbHOCTU. OTMEeYeHO, YTO NPAMOMN NepeHocC
ABUXKOBOTIO KOAa KpalHe TPyAeH, U Npea/ioNXeHO COXPAHATb HE CaM KoJ, a onucaHue
CLUEeHapueB U MeAnaaKTMBOB, YTOObl B Oyayl,em BOCNPOM3BECTM OMbIT Ha APYyrom
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AsuKe. lpyrumun cnosamu, gaxe xpaHeHue VR-npoeKTa Ha AecATuieTna srnepes mo-
XeT noTpeboBaTb €ro NOPTUPOBAHMA HA HOBbIN ABUXKOK, U 3TO NPMU3HAHO CEPbE3HbIM
BbI3OBOM.

B psage pabot no obyyatowmm VR-cuctemam (cm., Hanpumep, [13]) Takke dury-
pupyeT naea abctparMpoBaHma NOTMKM OT ABUXKKA: HANPUMEp, CO34aHME MOAYbHbIX
TPEHAXXepoB, rae ABUXKOK MOXHO 3aMeHUTb 6e3 nepenucbiBaHUA MeToaMKK obyue-
HMA. O4HAKO peann3oBaTb 3TO COXKHO — NO CYTH, HYXKHbl METAaABUKOK UAN CNOM COB-
MeCTUMOCTH.

OTmeTUM TaKKe nogxoabl GOPMasbHOrO ONUCAHUA NOTUKK UMPbl, NO3BOASAO-
uero abcrparnpoBaTtbeca oT naatpopmbl peanmsaumnm [17]. Kpome Toro, B pabote [18]
npeacTasieH Noaxos 4na NopTUpPoBaHMA VR-NPUNOKEHUI MeXay pPa3/IMYHbIMKU rap-
HUTYPAMM, YTO NOAYEPKMBAET aKTya/IbHOCTb aBTOMATU3ALMM MUTPALMN UTPOBbIX CLEH
C y4yeTom pasnumumin API.

BbiBOAbI U TEKyLLEe COCTOAHUE I'IpOGI'IEMbI

Ha cerogHAWHMN AeHb HAaY4YHO-TEXHNYECKOE COOBLLEeCTBO CXOAMUTCA BO MHEHMH,
YTO MOJIHOCTbIO aBTOMATUYECKAA MUTFPALLMA UTPOBOMN CLUEHbI MEXAY Pa3HbIMU OBUXK-
KaMu BCe elle He pelleHa: C/IMWKOM MHOrO acrneKToB 3aBA3aHO Ha KOHKPETHYIO pea-
NIN3auUMIO ABUXKKA. TeM HE MeHee eCTb 3HAaUYMTENbHbIN Nporpecc B YacTu obmeHa KOH-
TEHTOM: COBPEMEHHbIE ABMKKM NOALEPHKMBALOT CTaHAAPTHbIe 3D-popmaTbl, pa3smsa-
eTCA 3KOCMCTeMA KOHBEePTEPOB U NiarnHoB. OTKpbITble dopmaTbl (gITF, OpenGEX, USD)
NMOCTENEHHO CHWMXKAIOT «bapbep BXxoga» Npu nepeHoce mogenem n aHmmaunmin. OnbIT
NPaKTUYECKMX MOPTUPOBAHUI N NCCNef0BaHUA NOKA3anuM, YTO aBTOMATUUYECKUM nepe-
HOC XYLO0XEeCTBEHHbIX AAHHbIX (reomeTpua, TEKCTYPbl, aHUMALMA) BO3MOXKEH MNpU-
MepHO Ha 70—-80%, Toraa Kak nepeHoc reMMnaemHOM NOTMKN U NOBEAEHMA — MAKCH-
Mym Ha 10-20%, ocTanbHoe — Bpy4YHYt0. Pa3apaboTumkm Bce Yalle yunTbIBAOT 3Ty NPO-
6nemy npu NAaHUPOBAHUU: TNOO BbIOMPAIOT ABUMKOK C YH4ETOM A0NTOCPOYHbIX LleNel
(uTobbl HE MUTpPMpPOBaTbL), MO0 3aKNaAbIBAlOT Pecypchbl ANA BO3MOXKHOIMO nepeHoca
(HanpuMmep, NULWYT NOTMKY B aBCTPAKTHOM BUAE, KOHTPOAMPYIOT 3aBUCUMOCTb OT Cre-
unduyecknx GyHKUMI). MccnepoBaHmMa NpoaoXKaOTCs, B TOM YMC/ie B akagemuye-
CKOW cpeae aHanM3npyrT noaxoabl K yHubukaummn, Hanpumep, VR-TpeHaxkepos. B ue-

JNOM TeKyulliee COCToOAHNE MOXKHO OXapPaKTepPU30BaATb KaK CTaaANO YaCTUYHOTO peLlleHnA:
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€CTb MHCTPYMEHTbI 415 NepeHoca acCeToB M CL,EHOBOW reoOMeTpun, HO YHMBEpPCasb-
HOro peleHns AN NOSIHON MUTPALMK UTP NOKa HeT. CNeunanmncTbl pPeKOMeHAYOT UC-
NONb30BaTb KOMBOUHALMIO CYLLLECTBYIOLMX METOA0B U ObITb FOTOBLIMM K CYLLLECTBEHHOM
AopaboTke Npu nepeHoce, YTO NOATBEPIKAAETCA U NPAKTUKOM (Kelcbl murpaumm), un
ny6amkaumamm. 3Ta npobaema M3BECTHA, YaCTUYHO pPeLlaema, HO OKOHYaTE/IbHO He
yCTpaHeHa Ha AaHHbI MOMEHT.

NMEPEHOC UTPOBbIX CLLIEH U3 UNREAL ENGINE B UNIGINE

OAHOM N3 KOHKPETHbIX 33434, PAaCCMOTPEHHbIX HAMU, ABNAETCA NepPeHoC Urpo-
BbIX cUueH u3 Unreal Engine B Unigine. PaHee TaKoro peleHns npeacTaBaeHo He bblso.
McxogHbl Ko4 KOHBepTepa M NpMMepbl UCMO/Ib30BAHWUA AOCTYMNHbI B OTKPbITOM perno-
3uTopmn [19]. 3TOT NpoLecc AEMOHCTPUPYET TUNUYHbIE TEXHUYECKUE BbI30OBbI, C KOTO-
PbIMW CTaNIKMBAKOTCA Pa3paboTUMKM NPU MUTPALUN KOHTEHTA MEXKAY Pa3/IMYHbIMKN UT-

POBbIMU OBUKKaMMW.

C60p 1 3KcnopT AaHHbIX U3 Unreal Engine

B ncxogHom npoekKte cueHa B Unreal Engine aHanu3npyeTca ¢ ICNONb30BaHMEM
BcTpoeHHoro Python API. Mporpamma, HanucaHHaAa Ha Python, nssnekaert KaoyeByto
nHdopmaunio 06 06bEKTAX YPOBHA: Ha3BaHMA, Kaccbl, TPaHCPOPMALMM U NYTU K ceT-
Kam, nocne yero AaHHble coxpaHatoTca B popmate JSON (cm. amcTunr 1).
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Nuvctuur 1. MNMpumep skcnopTa gaHHbIX B JSSON

import unreal

import json

def export_level_data(output_file):
level_actors = unreal.EditorLevellLibrary.get_all_level_actors()
scene_data = []
for actor in level_actors:
actor_data = {
"name': actor.get_name(),
"class": actor.get_class().get_name(),
"transform": {
“"location": actor.get_actor_location().to_tuple(),
“rotation": actor.get_actor_rotation().to_tuple(),
"scale": actor.get_actor_scale3d().to_tuple()

b
scene_data.append(actor_data)

with open(output_file, 'w', encoding='utf-8') as f:
json.dump(scene_data, f, indent=4)

export_level_data("C:/Export/scene_data.json")

TaKkoi dopmaT NO3BOASIET CTPYKTYPMPOBaTb MHPOPMaLUo 06 nepapxmm obbek-

TOB, MaTepHUanax, Konnaﬁp,epax N NpoYunux anM6yTaX, HeO6XOﬂ,I/IMbIX AnAa nocnenyro-

uero BOCCTaHOBMIEHUA CLUEHDI B UENEBOM ABUXKKE.

Mpeo6pasoBaHue acceTos

O,ﬂ,HOﬁ 13 CylweCTBEHHbIX npo6neM ABNAETCA HECOBMECTUMOCTb (I)OpMaTOB ac-

cetoB: Unreal Engine ncnonb3dyet popmaTt .uasset, KOTOPbIA NPUMEHMM MUCKAOUU-

Te/NIbHO BHYTPU ero cpeabl. Ana obecneyeHma coBmectumoctu ¢ Unigine Heobxoanmo

KOHBEpPTMPOBaATb 3TV dpalinbl. B npegnaraemom pelieHnmn peaan3oBaH MeTo, KOTOPbIN

npeobpasyert .uasset B .fbx (cm. AMCTMHT 2), 4TO NO3BONAET COXPAHUTL FEOMETPUIO U

dHMMaUMUOHHbIE AaHHbIE, a TaKXKe obecneymBaeT BO3SMOKHOCTb NMOBTOPHOIO MMMNOPTA

B Unigine.
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[ononHUTENbHO NPOM3BOAMTCA NepecyeT KacaTe/IbHOro NPoCcTpaHCcTea (T. e. na-
pameTpoB HOpPMasieit M KacaTeNbHblX B COOTBETCTBUM C TpeboBaHMAMM LLENEeBOro
ABUXKKa).

NnctuHr 2. Nprumep KOHBEPTALUMM acceTa

import unreal

def convert_uasset_to_fbx(uasset_path, output_fbx_path):

converter = unreal.AssetToolsHelpers.get_asset_tools()
success = converter.export_asset(uasset_path, output_fbx_path)
if success:

unreal. log("KoHBepTauus 3aBepueHa: " + output_fbx_path)

else:

unreal. log_error("Ounbka KoHBepTaLUU: + uasset_path)

convert_uasset_to_fbx("C:/Project/Content/MyAsset.uasset", "C:/Export/MyAsset. fbx")

MmnopT AaHHbIX B Unigine

Mocne akcnopTta JSON-¢palina n KoHBepTaLumM acCeTOB C/IeAYIOLMM LWArom ABAA-
eTCA MMMOPT NONYYEHHbIX AaHHbIX B Unigine. OnaA 3Toro pa3paboTaH rpadmnyeckmin nH-
Tepdelnic, No3BONAOLWMMN YKa3aTb NYTU K NnpoekTam Unreal Engine v Unigine, a Takxe
aBTOMaTM3MpPOBaTb NepeHoc accetoB. lporpamma aHanmsupyet JSON-dawnn, nssne-
KaeT nHpopmaumio o6 obbEKTAx, a 3aTeM CO34aET COOTBETCTBYIOLWME Y3nbl B dpanne
cueHbl (.world) Unigine, KoppeKTupya TpaHchopmaLmm € yY4ETOM Pa3nNUniA B CUCTEMAX
KOOpAMHAT mexay ABmxKamu. Ocoboe BHUMAHME yAENAeTcs KOPPEKTHOMY BOCCTa-
HOB/NIEHUIO MEepPapPXUKN CLEHbI, a TaKXKe obecneyeHU0 COrnacoBaHHOCTM MapameTpoB
OCBELLEHMA N MaTEPMA/IOB.

Mpyn nepeHoce BO3HMKAET BECb CMEKTP paHee ONUCAHHbIX TPYAHOCTEN:

® Hecosmecmumocme hopmamos — HeobxoaMMOCTb KOHBepTaumm .uasset B .fbx
M nocneayrowan agantayma accetos noa cucremy Unigine.
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® Paszau4us 8 cucmemax KoopouHam — aBTOMaTU4YECKaa KOPPEKTUPOBKA NOJIOXKe-
HMM N NOBOPOTOB 0OBHEKTOB A/1A COBNOAEHMA HOBbIX NPaBUA Npeobpa3oBaHmUA
(cp. pycyHKM 1 1 2).

® [lepecyém KacamesibHO20 NMPOCMPAHCMBA — AN KOPPEKTHOro oTobparkeHus
LwenaepoB U Hopmasnen TpebyeTca aganTauma KacaTe/IbHOro NPOCTPAHCTBA.

® CoxpaHeHue cyeHbl — BOCCTaHOB/MIEHME NOHOM Uepapxmmn n atpmbytos ob6bEK-
ToB U3 JSON-danna ana TOYHOro BOCNpPOn3BeAEHUA CLLEHBI B HOBOM ABUXKKE.

Puc. 1. Cuctema koopauHat B Unreal Engine

Z

A
Puc. 2. Cuctema KoopaunHart B Unigine

Takmm obpasom, nepeHoc UrpoBbix cueH u3 Unreal Engine B Unigine aBnaetca
HarNAgHbIM MPUMEPOM CNOXKHOCTEM MUIPALUM KOHTEHTA MEXKAY UIPOBbIMU ABUXK-

Kamu (cp. pUCyHKM 3 n 4).
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Puc. 3. TectoBas urpoBas cueHa B Unreal Engine

Puc. 4. NepeHeceHHana B Unigine TectoBasa UrpoBan cueHa

PeannsoBaHHble pelleHnA 4eMOHCTPUPYIOT, YTO UCNOb30BaAHUE MPOMENKYTOU-
HbiXx popmaTtoB (JSON, FBX) M cneumannsmpoBaHHbIX KOHBEPTEPOB MOXET cylle-
CTBEHHO 061erumTb 3a4a4y, 04HAKO OKOHYaTeNbHAA aganTauma Yacto TpebyeT 3HaUm-

TENIbHbIX YCUIUIA U PYYHOM [0PaBOTKMN.
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Byaywme HanpaBneHUA aBTOMATM3aLLUM NepeHoca UrPoBbIX CLEH

HecmoTpa Ha 3HaunTeNbHbIM Nporpecc B pa3paboTKe MHCTPYMEHTOB ANA IKC-
nopTa U MMMNOPTA MUIPOBbIX CLEH, NOJIHbIA NEPEHOC KOHTEHTA «MNO4, KAHY» OCTAaETCA

MacwTabHon 3agaven, Tpebyowen ganbHENLWIUX NCCNeA0BAHNM U COBEPLLUEHCTBOBA-
HMA METOA0B.

UcxopHkie YHuBepcanbHbIie MpomexyTouHbIN
WrpoBble tpopmaThl cnon
CUeHbI obMeHa (middleware)

Unity ABCcTpakTHOe npeacTaBneHue

* [eomeTpusa U maTepuans!

- ﬂ —
[ Unreal Engine } + AHMMaLMA 1 doranka
{ } » ArpoBas noruka

Unigine
®dopmansHoe Al-koHBepTaums
Nau Engine onuncaHue CKPUNTOB U
g y, OrMKK noBegeHns

SkcnopTtepsbl KoHBepTepbl WUmnoprepsl MnaruHb
« JSON-3kcnopT cueH « AganTtauws KoopavHaT « BoccTaHoeneHwe nepapxuu * WuTterpauun B IDE
* Buirpyska accetoB + MNepecyer Kacat. npocTpaHcTea « Hactpoiika matepvanoe « BuayanbHbIA KOHTPONb

LleneBbie UrpoBble OABWMXKA Py4yHan gopaboTKa

Unity Unreal Unigine Nau Engine [Anamauwﬂ CKpWMTOB U meﬁnepoa]

MoaynbHbIA AM3ailH MTPOBLIX NPOEKTOB
Puc. 5. KntoyeBbie aTanbl U HanpasaeHnA lCI,aJ'IbHEI\/JILLII/IX MCCﬂe,D,OBaHMVI

B 3TOM KOHTEKCTE MOXKHO BbIZENUTb CAeAylolMe NepCcrnekTUBHbIE HanpaBaeHus
(puc. 5).

1. YHuduKauua popmatos o6meHa AaHHbIMU.
PaspaboTKa 1 BHeapeHMe YHUBepCaibHbIX popmaToB, Taknx Kak USD nam pac-
lUMpeHHble Bepcun glTF, cnocobHbIX NONHOLEHHO ONUCbIBaTb rEOMETPUIO, MaTe-
pUanbl, aHUMaLMIO U [aXKe NIOTUKY UIPOBbIX CLLEH, MO3BONSET CHU3UTb 3aBUCH-
MOCTb OT MponpueTapHbIX peweHnit. CraHgapTM3auma obmeHa AaHHbIMM
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MeXAY ABUMKKaMU ABNAETCA KNOYEBbIM LLAromM K aBTOMaTU3aL MK nepeHoca.

2. Pa3pabotKa npomexKytouHoro cnoa (middleware).
Co3pgaHue abcTpaKTHOro NpeacTaB/ieHUA UIPOBbIX CLUEH, KOTOPOe OTAENAEeT Co-
AeprkaHune (acceTbl, aHMMALMN, NOTUKY) OT NNAaTGOPMEHHOM peanmnsaumnm, mo-
YKET 3HAaUUTENbHO YNPOCTUTb NPOLLECC MUTPALMN. TAaKOW CNOW NO3BOAUT a4aNTU-
pOBaTb OAHM U TE e AaHHble Noa TPeboBaHMA Pa3HbIX ABUXKKOB NOCPEACTBOM
Habopa aganTepos.

3. ABTOMaTM3auUA NepeHOCca UTPOBOMN IOTUKM.
Ha AaHHbIN MOMEHT CTaTU4YECKMe AaHHble (reomeTpua, maTepuanbl, aHUMaLNA)
NepeHoCATCA OTHOCUTE/IbHO YCMELHO, TOr4a KaKk NepeHoc Koga U N0TUKKU Tpe-
byeT 3HaUMTENbHOM PYYHOM PaboThl. [lepcneKkTMBHbLIM HanpaBAEHNEM ABNAETCA
NCMONb30BaHME METOA0B WMCKYCCTBEHHOIrO WMHTE//IEKTA 4/11 aBTOMAaTU4YEeCKOM
KOHBEPTALMKN CKPUMNTOB M ONMUCAaHUA NOBeAEHNA OOBEKTOB, YTO NO3BOINT aBTO-
MaTM3MPOBATb M 3Ty YacTb NpoLecca. BoamoxHo, 3T0 HeobxoanMMO coyeTaTb C
NPOMEXKYTOYHbIM 3Tanom GOPMasibHOro ONUCAHUA UTPOBOM JIOTUKMU.

4. MopaynbHbliA ANU3aliH UTPOBbIX NPOEKTOB.
MnaHnpoBaHWE AapPXUTEKTYPbI UIP C Y4ETOM BO3MOMKHOCTM ByayLien murpaumm
MOXET CyLL,EeCTBEHHO YNPOCTUTb NepeHoc. PasaeneHne npoekTa Ha He3aBUCK-
Mble MOZYNWN, TAE NOTUKA, BU3YyaJibHble acceTbl M dM3MYecKme napameTpbl ob6pa-
6aTbIiBAOTCA OTAE/bHO, NO3BOJINT NEPEHOCUTL UL OTAE/IbHbIE KOMMOHEHTDI,
MUHUMMU3NPYA YCUANA NPU aganTaunm nog HOBbIN OBUXKOK.

5. UHTerpauua B paboumne KoHBenepbl pa3paboTku.
Pa3paboTKka NNarMHOB M YTUAUT, KOTOPbIE NIEFKO MHTErPUPYHOTCA B CYLLLECTBYHO-
wue cmuctembl pa3paboTku, Takue Kak Unity, Unreal Engine, Unigine w Nau
Engine, N03BONUT aBTOMATU3MPOBATb HE TO/IbKO 3Tan NepeHoca, HO U ero nocse-
AYIOLWY0 aganTalmio YTo, B CBOK 04epenpb,N0o3BOAMT pa3paboTumkam bbicTpee

nepeknYaTbCca Mexay naatdopmamm npm nsmeHeHnn TpeboBaHUM NpoeKTa.

B pamkax ganbHenLwWwmnx nccnegoBaHnii naaHmpyetca paspaboTtatb yHMBepcaib-
HOe peLLeHne Ans NnepeHoca UrpoBbIX CLEH, KOTOpOe byaeT NnoaAAepPKMBATb MUMPaALLMIO
mexay Unity, Unreal Engine, Unigine v Nau Engine. NMpu aTom ocoboe BHUMaHWe byaeT

YAEeNEeHO COXPAaHEHUIO 3a10XKEHHOM UTPOBOM TOFMKK, YTO ABASETCA OCOOEHHO Ba*KHbIM
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ANA NPOEKTOB € 6oratbiM MHTEPAKTUBHbLIM GYHKUMOHANOM. [JOCTUKEHNE 3TOM Lenu
notpebyet rnybokoro aHanmsa cneunduKn Kaxkaoro ABUKKa, Co34aHua rmMbKon apxu-
TEKTYPbl MPOMEXKYTOYHOIo NpeAcTaBNeHUs AaHHbIX U Pa3paboTKM aganTUBHbBIX KOH-
BEpPTEpPOB A/1A aBTOMATUYeCKOro npeobpa3oBaHMA KOHTEHTA.

3AKTHOYEHUE

B cTaTbe gaH BCECTOPOHHUIM aHaNM3 TEXHUYECKMX aCNEeKTOB NepeHoca UrpoBbIxX
CUEH MeXAy PasNMYHbIMU WUIPOBbIMM ABUMNKAMKU. PaccmMOTpeHbl OCHOBHblE MNpPO-
61embl, CBA3aHHbIE C HECOBMECTMMOCTbIO GOPMATOB AaHHbIX, pa3anumamm B APl ans
peHaepuHra, GU3MKMU M NOTUKKN, @ TaKKe CAOXKHOCTAMM KOHBEPTALMW MaTepuanos,
LWenaepoB U aHUMALUMOHHbIX AAHHbIX. M3yyeHue CyLLecTBYOWMNX MHCTPYMEHTOB (Ta-
Kux Kak Unity->Unreal, Unity—>Unigine, Unity—>Godot) nokasano, 4tTo aBTomatm3sauma
CTAaTUYECKMX aCMEKTOB CLLEHbI YXKe A0CTUINA 3aMeTHOro nporpecca. OgHaKo ANHaMM-
YyecKas IOTMKA U MHTEPAKTUBHbIE 3/1IEMEHTbI OCTAlOTCA 061acTblo, TPebytoLwen 3HaUYM-
TeNbHOWM py4yHOM A0pPabOTKM.

Ocoboe BHMMaHMe yaeneHo GpyHAAMEHTa/bHbIM NOAXO4AM K PELLUEHMUIO MPo-
61embl: UCNoNb3oBaHME YHUBeEPCaibHbIX dopmaToB obmeHa (FBX, gITF, USD), paspa-
H60TKa MPOMEKYTOUHbIX CI0EB ANA abCTparmpoBaHUA AaHHbIX OT CNeunPUKM KOHKPET-
HOrO ABU)KKA U NPUMEHEHME MOAY/NbHOIO AN3alHa UIPOBbIX CLLEH. DT HaNpaB/eHUA
OTKPbIBAKOT BO3MOXHOCTM A5 CO34aHMA KOMMIEKCHOTO peLeHna «nog Kaw4», cno-
cobHoro obecneynTb aBTOMaTU3MPOBAHHbIA NEPEHOC HE TONbKO FPaPUUECKUX, HO U
NIOTUYECKMX KOMMOHEHTOB UTPOBbIX MPOEKTOB.

B KauecTBe Nnpumepa NPaKTUYECKOMN peanm3aLmnm pacCMOTPEH NEPEHOC UTPOBbIX
cueH u3 Unreal Engine B Unigine, ana kotoporo pa3pabotaH cobcTBeHHbIN pipeline ¢
ncnonb3oBaHmem Python-ckpuntoB. B ganbHenwmnx nccnefosaHnAxX N1aHUpPyeTca pac-
WwnpeHme OyHKUMOHaNa NEePEeHOCYMKA ANA MoAAEPXKM mMurpauum mexay Unity,
Unreal Engine, Unigine n Nau Engine c coxpaHeHMeM 3a/10}KEHHOW UTPOBOM JIOTUKMN.
3TM yCUAMA NO3BONAT CyLWECTBEHHO CHU3UTbL TPYA03aTPaThl NPU aganTauum NPOEKTOB

noa Hosble I'I/'IaTd)OpN\bI N obecneuynTb UX BbICOKOE KayecTBo.
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Abstract

This article examines the technical challenges involved in transferring game
scenes between various game engines. It analyzes the key issues arising from differ-
ences in scene formats, incompatibilities in rendering and physics APls, as well as prob-
lems in converting materials, shaders, and animation data, and discrepancies in coor-
dinate systems. Existing tools and methods, including automated solutions for export-
ing, converting, and importing data, are presented with a particular focus on migrating
content from Unreal Engine to Unigine. Furthermore, the paper discusses fundamental
approaches to solving the problem, such as the use of universal exchange formats (FBX,
gITF, USD), the development of middleware, and the modular design of game scenes,
which pave the way for future automation. The work also highlights our group’s re-
search results on the formal description of game logic and approaches to porting VR
applications across different libraries. The conclusions provide practical recommenda-
tions for developers and outline future research directions in the area of automated
content transfer between game engines.

Keywords: game scene migration, game engine, content migration, Unreal En-
gine, Unity, Unigine, Nau Engine, Godot, CryEngine, format conversion, data standard-

ization.
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