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Annomayus. PaccMarpuBaeTcsi METOI JMHAMHYECKOTO CHHTE3a ayJIuo U3 0AHTOBBIX MOTOKOB B
cpene Unity, OpUCHTHPOBAHHBIA Ha 3arpysKy, MpeoOpa3oBaHHWE U BOCIPOHU3BEACHHE 3BYKOBBIX
JaHHBIX 03 00513aTeILHOTO UCIIOIb30BAHUS 3apaHee MOATOTOBICHHBIX ayAHO(pailioB. AKTyalIbHOCTh
WCCIIeIOBaHUS OOYCIIOBJIICHA POCTOM YHCJIA MPUIIOKEHUN U HTPOBBIX MIPOEKTOB, B KOTOPBIX TPeOyeTcs
rubkass pabora CcO 3BYKOM, CHIDKGHHE OObeMa XpaHWMMOTO KOHTGHTa W  IOMAJEPIKKa
KpocciuiatrpopMeHHoro  pyHkimoHupoBanus. llens  paboThl  3aKiro4yaeTcss B ONMUCAHUU
MOCJIEIOBATEILHOCTA MPe0Opa3oBaHusi OMHAPHBIX JaHHBIX B ayJUOCHUTHAJ, MPUTOMHBINA s
BOCIIpoM3BeieHus cpeacTBamu Unity, a TakyKe B BBISIBJICHUH TEXHUUYSCKUX YCIIOBHIA M OTPaHUYCHUN
MPUMEHEHHS JaHHOTO IMOIXo/a. B pamMkax WCCIIeOBaHUS TOCIEAOBATEIIEHO PACCMOTPEHBI ATaIlbI
MOJTy4YeHUs: OAUTOBBIX JAHHBIX U3 CETH, JIOKAJILHON (DaliIoBOM CHCTEMBI WM TIAMSTH MPHIIOKCHUS,
aHalu3 CTPYKTYphI ayauodopmara, npeoOpa3oBaHue maccuBa byte[] B maccuB float[] u co3manue
oobekra AudioClip nns nmocnenyromiero BocnpousseneHus yepe3 AudioSource. Ocoboe BHUMaHKE
yIeJIeHo padoTe ¢ mapaMeTpaMu ayJHuOdaHHbBIX, BKIIIOYAs YaCTOTY JUCKPETU3AINH, YHCIO KaHAJIOB,
rIyOuHy OWUTHOCTM W OcoOeHHOCTH o00paboTkn WAV-3aronoBka. J{OmOJHUTEIHLHO OMUCAHBI
MeXaHU3MbI COXPAHEHUS pe3yNbTara B CTAaHAAPTHBIN aynnodaiiil 1 BO3MOKHbIE BAPUAHTHI TOTOKOBOM
MOATPY3KU JaHHBIX B Mpoliecce mpourpeiBanus. [lokazaHo, 4To MPEATOKEHHBIH METO/ MO3BOJISIET
MOBBICUTh TUOKOCTH ayJAHMOCHUCTEMBI TPHIIOKEHHSI, COKPATUTh TPEOOBAHUS K IMPEABAPUTECIHEHOMY
XpaHEHUI0 KOHTEHTAa W pPEaM30BaTh aJalITHBHOE 3BYKOBOE COIMPOBOXKJICHUE HHTEPAKTHBHBIX
ciieHapueB. BmecTe ¢ TeM YCTaHOBIIEHO, YTO MPAKTUYECKOE MPUMEHEHHUE MOJX0Ja CBS3aHO C
3aTparaMd peCcypcoB Ha MpeoOpa3oBaHUE MAHHBIX, 3aJEpKKaAaMH TpPHU TMOTOKOBOW 3arpy3ke u
HE0OXOMMOCThIO KOPPEKTHON CHHXPOHU3AINN ACHHXPOHHBIX onepanuid. [lomydeHHbIe pe3ynpTaThl
MTOJITBEPKIAIOT, YTO METOJ] MOXKET OBITH HCITOJIb30BaH B MOOMJILHBIX, CETEBBIX H UTPOBBIX PEIICHUSX,
7l BOKHBI TUHAMUYECKAs TeHEpallns 3ByKa U ONTUMU3ALINS UCTIOIb30BaHUS TAMSTH.

Abstract. Examines a method for dynamically synthesizing audio from byte streams in the Unity
environment. This method enables loading, converting, and playing audio data without the need for
pre-prepared audio files. The relevance of this research is driven by the growing number of
applications and game projects requiring flexible audio processing, reduced storage space, and cross-
platform support. The goal of this paper is to describe the process of converting binary data into an
audio signal suitable for playback in Unity, as well as to identify the technical requirements and
limitations of this approach. This paper sequentially examines the steps involved in obtaining byte
data from the network, local file system, or application memory, analyzing the audio format structure,
converting a byte[] array to a float[] array, and creating an AudioClip object for subsequent playback
via an AudioSource. Particular attention is paid to working with audio data parameters, including
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sampling frequency, number of channels, bit depth, and WAV header processing. Additionally,
mechanisms for saving the result to a standard audio file and possible options for streaming data
during playback are described. It is demonstrated that the proposed method improves the flexibility
of an application's audio system, reduces the requirements for pre-storing content, and enables
adaptive audio for interactive scenarios. However, practical application of the approach is associated
with resource costs for data conversion, delays during streaming downloads, and the need for correct
synchronization of asynchronous operations. The obtained results confirm that the method can be
used in mobile, network, and gaming solutions where dynamic sound generation and memory
optimization are important.

Knioueswvie cnosa: Unity, 6aiitoBeie motoku, AudioClip, PCM, 3ByKoBbIe JaHHBIE.
Keywords: Unity, byte streams, AudioClip, PCM, audio data.

CoBpeMeHHbBIE TMPHJIOKECHUS M WIPOBBIE TPOEKTHI BCE Yalle HCHOIB3YIOT JUHAMHYECKU
reHepUpyeMbIe ayUOAaHHbIE — HANpPHUMEp, Ui CHHTEe3a PeuH, TeHepanun 3ByKoB 3(ddekroB mmm
MTOTOKOBOT'O COTMPOBOXK/ICHUSI UHTEPAKTUBHBIX CIIEHapueB. TpaaUIIMOHHBIE METOIbI MPEANOIaraoT
paboTy ¢ TrOTOBBIMH ayauodaiiamMu, 4YTO OTrpaHMYMBAET THUOKOCTH pa3pabOTKH U Tpedyer
3HAUYUTENILHBIX 00BEMOB MTAMATH JIJISl XpAHEHUS] KOHTEHTA.

Meton mpeoOpa3oBaHusi OAMTOBBIX TIOTOKOB B ayauo mpsMo B cperne Unity mo3BossieT
3arpy»arb U BOCHPOU3BOJIUTH 3BYKOBYIO MH(OPMAIIMIO IO 3allpOCy — M3 CETH, MaMATH yCTPOMCTB
WJIM TEHEPUPOBATh €€ Ha JIETy. ITO 0COOEHHO aKTyaJIbHO JIJIsl KPOCCILIATOPMEHHBIX MPOEKTOB, I/Ie
Ba)XKHBI ONTHMHU3AIUS PECYPCOB M aJJalITUBHOCTH KOHTEHTA.

Meton TMHAMHUYECKOTO CHHTE3a ayIuo H3 0alTOBBIX MOTOKOB B cpeae Unity mpencraBisieT
co0Oif TOCe0BaTeNFHOCTh ONEpalui MO TMONYyYEHHUI0, HMHTEpIpeTalud MU HpeoOpa3oBaHUIO
OMHApHBIX JAHHBIX B (OpMaT, MPUTOAHBIN Ui BOCHPOM3BENEHHS UYepe3 ayIUOCHUCTEMY JBMXKKA.
JlanHBI TIpoliecc TpeOyeT TOHMMAHWS KaK CTPYKTYphl aylIMOJaHHBIX, TaK W BHYTPEHHHX
MexaHu3MoB paboTsl Unity ¢ ayauo.

1. Ilonyuenue 6atimosvix 0Oannsix. Ha mepBoM 3Tame NporCcXOIUT 3arpy3ka HCXOJAHOTo Habopa
0aiiToB. VCTOYHHMK NaHHBIX MOXET BapbUPOBATHCS: YHAJCHHBIA cepBep, JIOKajdbHas (aiimoBas
CHCTeMa yCTpPOWCTBA, OTlepaTuBHAs MaMATh (HalpuUMep, JaHHBIC, TIOIYYEHHBIE OT IPYTroro MOMYJIsS
nporpammsbl). B Unity jist 3arpy3ku JaHHBIX 110 CeTH uctonb3yercs kinace UnityWebRequest. [1pu
paboTre C ayIMOJAaHHBIMM BO3MOXHO MCIIOJIb30BAaHME KaK CHElMaIM3HMpPOBAHHBIX METOIOB
(UnityWebRequestMultimedia.GetAudioClip), Tak u yHHMBEpPCAJBHOIO CIOCOOAa TMOITY4YEHUS
«coipeix» OamtoB (https://707.su/cq2J): DownloadHandlerBuffer — mo3Bonser momyunts mMaccuB
byte[] 6e3 mpenBapuTEILHON MHTEPIPETAIINH; TOACPIKKA ACHHXPOHHOMN 3arpy3KH, YTO BaXKHO IS
HEJIOMYIIEHUS! ONIOKMPOBKM OCHOBHOTO TOTOKAa. JIJis JIOKaJbHBIX JaHHBIX TNPUMEHSIOTCS
crangaptHble cpesactsa: File.ReadAllBytes(path) — utenue ¢aiina nenukoM; MOTOKOBOE YTEHUE Yepe3
FileStream — npu pabote ¢ 60oapMMU 00beMaMU JaHHBIX.

2. Auanuz u noozomoexka cmpykmypvl ayouooaunvix. Ilocie momydeHus MaccuBa OalTOB
HEOOXOIMMO OTPEEeITUTh, KAKUM 00pa30M MHTEPIPETHPOBATh ATH JaHHBIE. B OTIMYME OT rOTOBBIX
aynuodaisios, 3/1eCh OTCYTCTBYET aBTOMaTUYECKOE JIEKOAMPOBAHUE, TIOATOMY HapaMeTphl 3aJat0TCs
BPYUHYIO WJIM M3BJIEKAIOTCS U3 3arojoBKa (€CJIM OH MPUCYTCTBYET, HarpuMep, B popmare WAV). K
KITIOUEBBIM TTapaMeTpaM OTHOCSTCS: YacToTa AMCKpETH3AIMA — ONPEIEIIeT KOJINIECTBO COMIUIOB B
cekynny (aHanmpumep, 44100 I'n wm 48000 I'); KonmdecTBo kananoB — MoHO (1 kaHa) WK cTepeo
(2 xanana); ['myObuna GuTHOCTH — HanpuMmep, 8-bit, 16-bit, 32-bit; @opmar nanuasix — PCM (Hanbonee
pacripocTpaHeHHbIN), 1100 cxarbie popmarsl. Ecian ucnonsiyercs popmar WAV, crpykrypa daiina
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BKJTIOYaeT 3arojioBok (header), cogepskanuii Mmetaganubie. B 3ToM cimyuae HEOOX0UMO: TIPOITYCTUTh
3aroyioBoK (00bruHO 44 OGaiita st PCM WAV); u3Biieusb mapamMeTpsl (4acToTa, KaHallbl, ONTHOCTD);
nepeiitu k obnactu naHabiX (data chunk) (https://707.su/QWXB).

3. Ilpeobpa3zosanue 6aiimos 6 comnivl. Unity paboTaeT ¢ ayIuoJaHHBIMU B popMare MaccuBa
qrced ¢ raBaroinei Toukoi (float). [ToaToMy KITFOUEBBIM ATAIIOM SBISETCS PEOOPA30BAHUE MACCHBA
byte B maccuB float. Aiaroputm npeoOpa3zoBaHus: pa30oUTh MacCUB OAWTOB Ha Maphl; MPeoOpa3oOBaTh
kaxayro napy B uncio (BitConverter.Tolntl16); HopMmanu30BaTh 3HaYCHHE, 3alKCaTh PE3YJIBTAT B
MmaccuB float. [Ipu pabote co cTrepeo maHHBIE YEPEAYIOTCS: JICBBIM KaHA, MPaBbId KaHAI, JCBBIH,
MPAaBBIH U T.1I. DTO HEOOXOAMMO YUYHUTHIBATH IPH 3aIIOJTHECHUN MAaCCUBA.

4. Cozoarnue AudioClip. Tlocne moaroroBKu MaccuBa cOMILUIOB coznaercs 00bekT AudioClip. B
Unity 3T0 JesaeTcst ¢ HOMOIIBIO METOA:

AudioClip.Create (name, lengthSamples, channels, frequency, stream).

[Tapamerpsr: lengthSamples — oOmiee komuuecTBO ¢A3MIUIOB; channels — 4ucio KaHaOB;
frequency — yacrora IMCKpETHU3alUK; Stream — PEKUM IMOTOKOBOM 3arpy3KH (BaKHO JUIsSi OOJIBIIMX
daiinos).

[Tocie co3manust HEOOXOAMMO TEpPeaTh JaHHbBIC B KIUIT: UCIonb3yercs meton SetData(float(]
data, int offsetSamples); nannsie 3anuceiBatoTcs B Oydep ayauoxununa (https://707.su/I6nR).

Ecnu ucnonp3yercs MOTOKOBBIM pexxum (stream = true), MOKHO peanusoBaTh callback-
(byHKIHIO, KOTOpasi Oy/IeT MOArpyKaTh JAHHBIE IO MEPE BOCIIPOU3BEACHHUS, YTO 0COOCHHO BAYKHO IS
JUTMHHBIX WA OCCKOHEYHBIX ayJHOTIOTOKOB.

5. Bocnpoussedenue ayouo. JIns BocmpousBeneHus cosgaetrcs kommnoHeHT AudioSource,
KOTOPBIH SIBJISIETCS CTAaHAApPTHBIM HMHCTpyMeHTOM Unity juis paOOTBI CO 3BYKOM: ayJHOKJIMII
npucBamBaeTcs  cBoiicTBy  audioSource.clip;  Bocmpom3BeleHHWE ~— 3aIyCKaeTCsi  METOJOM
audioSource.Play(). JlomoiHUTENsHO MOTYT HACTpauBaThCsA MapaMEeTpPhl: TPOMKOCTH (volume);
MpocTpaHCTBEeHHOE No3uloHrnpoBanue (3D-3Byk); 3anuknuBanue (loop) (https://707.su/GWX6).

DTO MO3BOJISIET WHTETPUPOBATh CUHTE3MPOBAHHBINA 3BYK B UTPOBYIO WM HHTEPAKTHBHYIO
cpeny.

6. Coxpanenue ayouogatina. llpn He0OXOMUMOCTH JaHHBIE MOTYT OBITH COXpPaHEHBI 0OPATHO B
daiin. [{ns storo BeimonHseTcs oOpaTtHoe mpeoOpa3oBanue: maccuB float[] mepeBonutcs B byte[];
nobasisieTcst 3arofoBok (Hampumep, WAV header); naHHbIe 3amuchIBalOTCS Ha JAKMCK 4epes
File.WriteAllBytes().

®opmupoBanue WAV-3zaronoBka Bkitodaer: curnarypy «RIFFy»; ykazanme pasmepa daiina;
napaMmeTpsl ayauo (4acTtoTa, KaHajbl, OUTHOCTH); Onok nqaHHbIX «datay (https://707.su/FYSQ).

DTO MO3BOJSET COXPAHUTH Pe3yibTaT B CTaHIAApTHOM (popmare, COBMECTUMOM C BHEITHHUMH
ayIHoTUIeepaMH.

7. OcobeHHOCTH W orpaHndeHus mMerona. [Ipu peanmusanuu MeToga HEOOXOIUMO YYUTHIBATH
PSI TEXHUYECKUX aclekToB: [Ipon3BoAMTENHHOCTD: MpeoOpa3zoBaHue OONBIITNX MAacCUBOB JaHHBIX
MOXET co3faBarh Harpy3ky Ha CPU; 3anepkku: MpH MOTOKOBOW 3arpy3ke BO3MOXKHBI 3aJEPiKKH
BocmpousBeneHus; CHHXpOHU3AIUS: BaXKHO KOPPEKTHO 00pabaThIBaTh ACHHXPOHHBIE OTIEpaIUH.

@opmamul: Unity HanIpsIMyI0 HE TTOZIEP)KUBAET BCe ayauodopMaThl 0€3 TeKOIUPOBAHUS.

Ilamamy: xpanenue Oonpinx MmaccuBoB float[] TpeOyeT 3HaUNTENBHBIX PECYPCOB.

MeTon TUHAMUYECKOTO CHHTE3a ayauo U3 OAMTOBBIX MOTOKOB MPEIOCTABISIET CIEAYIOLINE
MIPEUMYIIEeCTBA:

l'ubkocmys: IO3BOJISIET CO3/1aBATh WIIK 3arpy’KaTh aynnogaiibl BO BpeMs pabOoThl TPUIIOKEHMS,
0e3 mpeABapUTEIPHOMN MTOATOTOBKH KOHTEHTA.

Onmumu3zayus: yMEHbIIaeT 00bEM XPaHUMBIX JTAHHBIX, YTO BKHO JUISI MOOUIIBHBIX U CETEBBIX
peLIcHui.
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Hnumepaxmugnocms: OTKPBIBA€T BO3MOXKHOCTH JUIsl AJalTHBHBIX 3BYKOBBIX CHCTEM,
pearupyromux Ha JeHCTBUS MOIb30BATENSI U CETEBbIE COOBITHSI.

Kpoccnnamgpopmennocms. Unity obecrieunBaeT equHbIN HHTEp]Ec 11 paboThI ¢ 6aliTOBBIMU
MMOTOKAMH Ha pa3HbIX YCTPONUCTBAX U ONEPAIMOHHBIX CUCTEMAX.

[lepcriekTuBBI JaJbHENUIIET0 Pa3BUTHUS METOJA CBSI3aHbI C BHEIPEHHEM alTOPUTMOB CXKATHUS,
CHUHTE3a peYd Ha OCHOBE HelpoceTel, a Takke peaju3aluell OTOKOBOTO BOCIPOM3BENEHHUs 0e3
MIPOMEKYTOYHOTO COXPAHEHUS JTAHHBIX.
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