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Abstract

In this paper, we consider a method of creating a loader manipulator in the Unity
3D program. To implement this task, a built-in physics emulator module was used.
Keywords: unity3d, modeling, manipulation, programming.

Peanu3oBath mpoTOTHN J1FO00M WAEM 3a KOPOTKOE BpEMsS SIBIISCTCS
MOJIC3HBIM HABBIKOM B COBPEMCHHOM MHpPE TIpU HEXBAaTKE BPEMCHHU.
MexruiaropMeHHas cpefia pa3paboTKu KoMIblOTepHBIX urp Unity 3d sBisiercs
OTJIMYHBIM HMHCTPYMEHTOM Ui pealHu3alud ObICTPBIX MPOTOTHIIOB, KOTOPBIC
TIO3BOJISIIOT TPOAEMOHCTPUPOBATH JKU3HECTIOCOOHOCT JIFOOOW HIIEH, YTO TaKKe
MIO3BOJIMT OLIEHUTh HEOOXOAMMOCTh JATLHEHIIIETO Pa3BUTHS HIICH.
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[lenpt0  maHHOTO  WCCJIEMAOBAHMS  SBIAETCS  WM3y4YeHHWE  CTIOCOOOB
MaHumynupoBanuss odbekramu B Unity 3D u co3naHue NpoOTOTHNA UIPhI AJiA
YIPABJICHUS TPY30BBIM MOTPY3UUKOM.

B uccnenosanuu Tpoxosoii Tatesiubl [1] paccmaTrpuBaeTcs UCIOIB30BaHUE
cpeabl Unity3d nans peanM3alMM  MMUTAIIMOHHBIX KOMITBIOTEPHBIX MOJIENIEH
JUHAMUYECKUX TEXHUYECKHX OOBEKTOB. Pe3ynbraramMu SBISIOTCS CIIOXKHBIC
Mozend (U3MYECKMX KOMIIOHEHTOB W OSMYJISIUU (U3MKU peaJbHOTr0 MHPA,
KOTOpPBIE MOJKHO HCIIOJIh30BaTh TPH OOYYCHUW MUCHUILIMHAM TPEXMEPHOTO
MojaenupoBanus. B pabore «MopaenupoBaHue TEXHHUECKHX CUCTEM B Cpelie unity
3D» [2] mpemnoxeHa KOHUEHIMS TPEXMEPHOTO MOJCTMPOBAHHS TEXHUUYECKUX
CUCTEM U TIPOIIECCOB C TMOMOIIBIO MPOTrPpaMMHBIX CPEICTB pa3pabOTKu
KOMITBIOTEPHBIX U, OJTHUM U3 KOTOPHIX sBisieTcs cpeaa Unity 3D.

@®.P. AMETOB M €ro KOJUIETH, B CBOEM MCCIEIOBAHUU [3] MOTYEPKUBAOT
aKTyaJIbHOCTh MOJICJIMPOBAHMSI KAue€CTBEHHOW WIrpoBOM cCIreHbl. ONHUCHIBAIOT
nmpo0emMy MOJAEIMPOBaHUSI UTPOBOM clieHbl. [losaTamHO paccMaTpuBaIOT MPOLECC
MOJIeTMpOBaHusl. B TOM umcie onmuchIBaIoOT Mpoiiecc A00aBICHUSI MOBEPXHOCTU U
€ro HaCTPOMKH U CBOMCTBA.

Jlnsa manunynsaiuu oobekta B UNity cylmecTByeT TPU OCHOBHBIX CIOco0a
(amxe gm — Gameobject gm):

(1) gm.GetComponent<Rigidbody>().velocyty += new Vector3(x,y,z);

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

(3) gm.GetComponent<Rigidbody>().AddForce(Vector3.up * 10f);

[TepBsiii crioco6: ycranoBka Velocity, BekTopa ckopocT TBEpaoro teia. B
OOJILIIMHCTBE CJIyda€B HET HEOOXOJWMOCTU HW3MEHSATh CKOPOCTh OOBEKTa
HaIMpsAMy0, T.K. 3TO MOXET OBbITh NMPUYMHOW HEPEATMCTUYHOTO TOBEIACHUS WIIN
¢usuku. Velocity wucrmonp3yercs B OCHOBHOM B TeX MeCTax, IJIE HYXHO
HEMEJICHHO HW3MEHHUTh CKOpPOCTh, Hampumep MpbbKOK B urpe. [lpu BbI3oBe
xommoHenTa Rigidbody, nporcxoauT BbI30B K 00pabOTYMKY (DU3MKH, YTO JeIacT
JIBIKEHUS PEATMCTHYHBIMU, HO 00Jiee 3aTpaTHBIMU MO TpeOyeMbIM pecypcam.

Bropoii crmoco6: u3MeHeHHWe MO3uIMK 00bekTa B mpocTpaHcTBe Unity
OTHOCUTEIBPHO MHPOBBIX KoopauHat. OOBEKT ABMKETCS O€3 oOpalieHus K
¢dusnueckomy KommoHeHty Unity.

Tpernii crnoco0: MOMEHTalbHOE TPUMEHEHHE CHIIbI K 0O0BbekTy. Jls
OOBIYHOTO JBUKEHUSI MAIIMHBI WU MEPCOHaXKa, ATO JEHUCTBUE O€CMoJie3HO, HO
OyIneT mpaBUIBHBIM, HCIOJIB30BaTh JAHHBIM METOJM JBWXKCHHS ISl TyJb |
CHapsI0B.

MOXXHO TakkKe pacCMOTPEeTb YETBEPTHIA CHOCOO, KOTOPBIM SBISETCS
KOMOMHAIMe BTOPOTO  crocoba, IUIIOC  KCIOJIb30BaHHE  OCOOEHHOCTEH
(GU3MYECKOTO CHMYJISATOpAa MpOorpaMMbl. MBI MOXKEM JIBHTaTh OJHH OOBEKT C
nomonipio transform, xoTopelii OyAeT BIMATH HA APyrue OOBEKTHI, y KOTOPHIX HE
YCTAHOBJICHO  HHUKaKMX  CKPUNTOB  KpoMe  kommoHeHta  Rigidbody,
YCTaHABIMBAIOIIUM TAHHBIN 00BEKT, KaK TBEPAOE (HU3UIECKOE TETIO.

B mamem mpoekTe ObuT m30paH MMEHHO mocieaHuil cnoco06. IloabEMHMK
U3MEHSET CBOE TMOJIOKEHUE ¢ MmoMoIkio transform, a smuk sBiseTcss MPUMUTHBOM
¢ komnoneHnToM Rigidbody.
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Jlis peaymzanmu  JaHHOTO mpoekTa B UNity HEoOX0IWMO BBITOJHHUTH

CJICAYIOIIHE IIIary:

CkauaTh TpEXMEPHYIO MOJICIb MOrpy34rka [4] u rpy3oBuka.

Cobpatp HaOOp TEKCTYp, OCTOHHBIN TOJ, KUPITUIHAS CTeHA

Co3aamum TpEXMEpHBIN PoeKT B UNity 3d.

YcTaHOBMM HECKOJIbKO Plane mpuMUTHBORB /IS 110J1a ¥ CTEH.

YcTaHOBUM TIOTPY3UWMK Ha cleHy. Ha maHHOM »JTame 3a Hamum
MOTPY3UYNKOM HEOOXOUMO 3aKPEIHUTh OOBEKT KaMephl, JJIs TOTO, YTOOBI
KaMmepa clie/ioBajia 3a TIOTPy3YMKOM IPH JIBFKCHUH.

6. CozmaauM CKpUIIT YIIpaBJICHHS MTOTPY34YUKOB Move_loader.cs.

B nmamnom ckpunte oObsBisieM public mepemennble THma Gameobject,
loader u planes. B nanHbie mepeMeHHBIE MBI YKakKeM OOBEKTHI MOTPY3UUKA H
IPy30MH0IbEMHUKA COOTBETCTBCHHO.

[lepBpIM HamwieM CKPUNT IS JBMKCHHS TPY30MOIAbEMHUKA. J[BrKEeHHE
IPOMCXOTUT C MOMOIIBI0 oOpaleHus K cBoicTBy transform. Takke HeoOX0auMO
yKa3aTh OrpaHWYCHHE MAaKCHUMAaJbHOW BBICOTBI M MaKCHMAJILHOTO HHU3KOTO
TIOJIO’KEHUS TPY30MOAbEMHNKA, YTOOBI TPY30MOAbEMHUK BH3YadbHO HE TPOXOIHI
CKBO3b IOJI WJIM HE OTACISUICS OT morpy3umka Bbime ero 3d momenu. JlanHoe
OrpaHUYCHHUC HAKJIJbIBACTCs 1O mepeMeHHou transform.position.y, oTBeuaroreii
3a BBICOTY. HasHaunM KJIaBUIIM yNPaBICHHS TPYy30MOIBEMHUKOM, Ha SPACe s
nojxuaTysA, Ha Shift s omyckanus. JIMCTHHT MCXOMHOTO KOJA YIIPaBJICHUS
rpy30M0AbEMHUKOM U300paXkéH Ha pUCYHKeE 1.

abrwnE

0

LiftUp(};
LiftDown();

LiftUp()
{planes.transform.position.y <= 4.8F)
I
L

(Input.GetKey(KeyCode.Space))

planes.transform.position +=

planes.transform.position +=

planes.transform.position +=

LiftDown ()

(planes.transform.position.y »= @.1Ff)

(Input.GetKey(KeyCode.LeftShift))

planes.transform.position +=

Puc. 1. Mcxonnslil Koa ynpaBlieHUs] JBH)KEHUEM MOIbEMHUKOM
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Co3zpaaum mycTtoii OOBEKT Manager u 3akpenuM 3a HUM Halll CKPHIIT,
YKaKEeM CKPUINTY TJie¢ HaXOIUTCA OOBEKT MOTpy3urKa, a IJie T'Py30I0IbeMHHKA.
Jlns Toro, 4ToOBl Ha KOPOOKY JIEMCTBOBANIAa CHJIa TSAKECTH, J0OAaBUM KOMITOHEHTHI
Rigidbody u boxCollider. Boxcollider mpukpenum u k rpy3onoabéMuuky. Ha
JTAaHHOM JTarle Mbl YK€ MOYKEM IMOCTaBUTh KOPOOKY Ha TPY30NOIBEMHHUK B OKHE
penaKkTopa U 3aJeHCTBOBATh YIPABJICHUE C TIOMOIIBIO CKPHUIITA.

JInst IBUYKEHUST MAllMHbBI HAITAIIIEM aHAJIOTUYHBIM CKpUNT. B Hamiem ciyyae,
JIBIDKEHHE MAIIMHBI MOYKHO TaK)Ke HAIMcaTh ¢ MoMomipo transform, Ho tak kax
CTOUT 3aja4a, YTO urpa OyAeT MMeTh BUJ COOKY, TO HEOOXOAMMO 3aKpEMUTh
JBIDKEHUS 10 KOOPAWHATE Z, JJISl WCKIIIOUCHHs CIIy4ailHOTO MOBOpPOTa OOBEKTA.
Ykaxkem (QyHKIIMM yIpaBiCHHUS BIEBO W BhpaBo, Ha kimaBumu A u D. Ilpumep
paboTHI MOTPY3UYUKH MOKHO YBUACTh Ha PUCYHKE 2.

Puc. 2. [Ipumep paboThl OTpy3UnKa B IMHAMHUKE

[lenp 1O cO3MaHHMIO MPOTOTHIIA TOTPYy3YWKa OblIa JOCTUTHYTA W TIPH
HEKOTOPBIX JIOpa0OTKax, JJaHHAs Mrpa MOXET OBITh MHTEPECHA B JOJITOCPOUYHOM
MIEPCIICKTUBE.

B nanHo# paboTe MbI pacCMOTPEIM OCHOBHBIEC CITOCOOBI 3aJIaHUSI IBHIKCHUS
00BEKTOB W BBIOpaNM HauOoJiee MOIXOIANIUN CIOCO0 MJisi perieHus] TeKylien
3amaud. beu1 cozmanm paboumii BapuaHT KOMIBIOTEPHOW UIPHI TPY30BOTO
Horpy34rka 3a Kopotkoe Bpems. [Iporpamma Unity 3d npoaemoncTpupoBaia ceost
KaK OTJIMYHBIA HHCTPYMEHT JJISI CO3/IaHUsI OBICTPHIX M KAYECTBEHHBIX MPOTOTHUIIOB.
Co31aHHBIM TPOEKT MOXKHO MCIIOJB30BaTh ISl JEMOHCTPAlMd BO3MOKHOCTEU
UTPOBON cpeapl NIl OOydYeHHUs CTYIACHTOB I10 JUCIUIUIMHAM CBSI3aHHBIM C
TPEXMEPHBIX MOCITHPOBAHUECM.
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