[Toctymat. 2023. No7 ISSN 2414-4487
YK 004

Peanu3zanusi MeXaHUKHU NePEeTACKUBAHNS U MOBOPOTA UTPOBBIX 00bEKTOB
NPUKOCHOBEHHMEM C MOMOIIbIO NPOrpaMmMupoBanus Ha C#

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynueepcumem umeru Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOM cTaThe paccMaTpHUBAETCS U OMUCHIBAETCSA MPOLIECC PEATU3ALNHA MEXaHUKN
NEPETACKUBAHMS UM MOBOPOTA UIPOBBIX OOBEKTOB MPUKOCHOBEHUEM C MOMOIIBIO
nporpammupoBanus B Unity 3D. PaboTa MexaHHKH OCYIIECTBISETCS TOCPEACTBOM
CTaHJIAPTHBIX CPENCTB cpelbl pa3paboTku. [IpakTHueckum pe3ynbTaToM SIBISIETCS
CO3JaHHasi ¥ MPOTECTUPOBAHHASI MEXAHUKA.
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Implementation of the mechanics of dragging and rotating game objects by
touch using C# programming
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Abstract

This article discusses and describes the process of implementing the mechanics of
dragging and turning game objects by touch using Unity 3D programming. The
mechanics work is carried out through standard development environment tools. The
practical result is created and tested mechanics.
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Peanuzanus MeXaHMKHM NEPETaCKUBAHUA M IMOBOPOTA UIPOBBIX OOBEKTOB
IIPUKOCHOBEHUEM C MIOMOLIBIO NMpOorpaMMupoBanusl Ha C# - 3TO akTyajbHas TeMa
JUTSL ICCIIETIOBAaHUA B 00J1aCTU pa3paOdO0TKU UT'P U MOOMIIBHBIX MPUIIOKEHUH.

Ceifuac Ha MOOWJIBHBIX YCTPOWCTBAaX WIPbI, KOTOPbIE MOKHO YIPaBJISATh Ha
MPUKOCHOBEHUSX, SABJISIIOTCS OJHUMH M3 CaMbIX MOMYJISPHBIX U BOCTPEOOBAHHBIX.
MexaHuKa nepeTackuBaHusl U IOBOPOTA UTPOBBIX OOBEKTOB SIBISECTCA KPUTHUECKU
BAYKHBIM 3JIEMEHTOM T€MMILIes TAKUX UTP.

Pa3pa®oTuviku  MOOMIBHBIX  MPUJIOKEHUH HUMEIOT MOTPEOHOCTH B
UCIIOJIb30BaHUU YAOOHBIX M TPOCTBHIX CIOCOOOB YINpaBICHUS, W pearu3arus
HAaCTpaMBaeMOl MEXaHUKHU TEepPETACKMBAHUS U TIOBOPOTAa HUIPOBBIX OOBEKTOB
MO3BOJISIET CAENATh MPUIIOKEHHE 00Jiee TOCTYIHBIM ISl TOJIb30BATEIIS.

[{esb TaHHOM CTAThU PACCMOTPETH BO3MOYKHOCTH UTPOBOTO ABMKKa Unity 3D
B pEIM3alMHU PA3IUYHBIX UTPOBBIX MEXAHHUK HA CLIEHE.
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N. A. Casun, O. B. bareHpkuMHa paccMOTpeNu MPOLECC HAMHCAHUS
CKPHIITOBBIX CIICHAPHEB IpH pa3paboTke BUpTyaidbHOro TpeHaxkepa [1]. C. A.
CypoauH B CBOEH CTaThe MPEACTaBUI CLICHAPUN YriIyOJIeHHOTO MU3yYEHUs OJHOTO
U3 JIYYIIUX JBUKKOB, CYIIECTBYIOIIUX Ha JaHHBIA MOMEHT, JIJIsl CO3/IaHUS KPACUBBIX
2D u 3D urp [2]. B cBoeii padote P. @. INaitnymnun, B. A. 3axapos, E. A. AkceHoBa
U3YYHIH HHCTPYMEHT JUIS pa3paboTKu ABYX- U TpéxmepHbix urp — Unity 3D[3]. K.
B. borganos, I1. P. Muxees, 1. H. CyBopoB B cBoeii paboTe omucalid pa3BUTHE
UTPOBBIX JBHKKOB, @ MMEHHO MPOBEIH 0030p OT NMPUMHUTHBHOW Tpadukd [0
BBICOKOYPOBHEBBIX HHCTPYMEHTApHEB [4].

Haunnaem peanuzanuio MeXaHUKH C co3laHusi HoBoro 3D mpoekra cwm.
pUCYHOK 1.

Al tarpistos

20 luaP)

Rurne: Cane

10 Mobie "
Dvag ana Rotate

(=1 Crome project

Puc. 1. Co3nanue npoekra

Jlanee B HACTpoOWKax HEOOXOAUMO CMEHUTH Tu1aTdhopMmy npoekra Ha android
CM. PUCYHOK 2-3.

? Drag and Rotate - SampleScene - Windows, Mac, L
File Edit Assets GameObject Component Wi
New Scene Ctrl+MN
Open Scene Ctrl+0

Open Recent Scene »

Save Ctrl+5
Save As.. Ctrl+5hift+5

Save As S5cene Template...

Mew Project...

Open Project...

Save Project

Build Settings... Ctrl+ Shift+B
Build And Run Ctrl+B

Exit

Puc. 2. [lepexonnm B HACTPONKH
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'* Androsd

Install with Urty Hea

§ wevor

Puc. 3. Cmena miatgopmbl

Takxe MeHsIeM pa3pellleHUE TPOEKTa Ha MOPTPETHOE CM. PUCYHOK 4.

Puc. 4. Cmena paspemienus

JUist moakiroyeHuss K TenepoHy HEoOXOIMMO B HACTpPOWMKax MPOEKTa
paspennTh A0CTYI K Jrobomy android-cmapTdoHy cM. pucyHoK 5-6.
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® Drag and Rotate - SampleScene - Android - Unity 202

File

Edit

Assets  GameObject
Undo
Redo

Unde History

Select All

Deselect All

Select Children
Select Prefab Root

Invert Selection

Cut

Copy

Paste

Paste As Child

Duplicate
Rename

Delete

Frame Selected

Lock View to Selected
Find

Search All...

Play

Pause

Step

Sign in...

Sign out

Selection

Project Settings...
Preferences...
Shortcuts..,

Clear All PlayerPrefs

Graphics Tier

Component  Wind
Ctri+Z
Ctrl+Y
Ctrl+U

Ctrl+A
Shift+D
Shift+ C

Ctrl+5Shift+R
Ctrl+1

Ctrl+ X
Ctrl+C
Ctrl+V
Ctrl+5Shift+V

Ctrl+D

F
Shift+F

Ctrl+F
Ctrl+ K

Ctrl+P
Ctrl+ Shift+P
Ctrl+Alt+P

Puc. 6. Pa3pemenue nocrymna

Jlanee co3maeM Ha CIieHE JBa Ky0a ¢ TeroMm CUbe cM. puUCYHOK 7.
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Puc. 7. Co3ganue urpoBeIX 00EKTOB

CkaitboKC M3MEHUM Ha JII000M CIUTONIHON I[BET CM. PUCYHOK 8.

© Inspector
{11 ¥ Main Camera

v

Tag MainCamera v Layer Default

P Transform

Position

Solic. Color

Evet

Pers

Clipping Planes

Viewport Rect

RGBE 0-255»

Allow Dynamic Resolution

Target Display

i i v Audio Listener

Puc. 8. Cmena 3annero ¢oHa

JloGasisieMm k kamepe ckpunT «ActivateObjects» cm. pucyHok 9.
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© Inspector

fﬁ v Main Camera

Tag MainCamera ¥ Layer Default

Transform

ttion

Bt v Camera

Clear Flags Solid Color

Back
Everything
Perspective
Vertical

Clipping Planes

rt Rect

Use Graphics Settings
None (Render Text

v

Use Graphics Settings

Use Graphics Settings

Display 1

Search

New script

Puc. 9. Jlob6aBnenue ckpunra

K o6oum kydam nobasmisiem ckpunt «DragAndRotate» cMm. pucyrok 10.
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© Inspector 2]
@. v

Tag cube v Laver Default

Transform

Err(ﬁ v Mesh Renderer

Materials

Lighting

On

v

al llluminat

Blend Probes
Probes Blend Probes
Anchor Override None (Transform)
Additional Settings
Mo V Per Object Motion
Dyr

& v Box Collider

Edit Collider

New script

Puc. 10. loGaBnenue ckpurira

[lepexogum Kk HamucaHuio kona, «ActivateObject» Oyaer oTBeyaTh 3a
aKTUBAIMIO OOBEKTa TMPH KacaHWW K JKpaHy MOOWIBHOTO YCTpoucTBa. MeTton
«Update» OyaeT mpou3BoaAUTH MPOBEPKY, UTO K IKPaHy MPUKOCHYIIMCH U MPU STOM
KOCHYJINCh  3apEeTHCTPUPOBAHHBIX TPHIOKEHHEM O0BEKTOB. Ecmm kacanue
npou3onio Ha oObekTe ¢ TIroM "cube", TO BbI3BIBaETCS  (PYHKIUSA
«GetComponent», koropast moaydaer kommoneHT «DradAndRotate» storo
0o0beKTa. 3aTeM mMepeMeHHOM «ISACtiVe» KOMITOHEHTa MPUCBAMBAETCS 3HAYCHUE,
KOTOPOE MPOTUBOMOJIOKHO TEKYIIEMY 3Ha4YeHHUIO. TO €CTh, €Clii OOBEKT yKe ObLI
aKTUBHPOBAH, TO TIOCTIE KacaHWs OH OyJaeT Je3aKTMBUPOBAH, U HAO0OPOT CM.
pucyHOK 11.
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ActivateObjects.cs = X

=1 Aszembly-CSharp - g ActreateQbject

System.Collections;
Sys Lollections . Generic;
UnityEngine;

t.touchCount > 8 && touches[8] . phase TouchPhase . Began)
main.ScreenPointToRay( touches{8)] . position);
tHit nit :
Raycast(ray, hit))

f (hit. transfore.tag be")

tSeript hit. collider.GetConponent<tragindiotate>();
ipt.isActive objectScript.isActive;

Puc. 11. Ckpunt «ActivateObject»

Ckpunt «DragAndRotatey, Oyaer mo3BoJisaTh epeMeliaTh U BpaiaTh 00bEKT
IIpH KacaHUM dKpaHa Ha MOOMITbHOM ycTpoiicTBe. [lepemenHas «isActive» oTBedaer
3a COCTOsSHHE OOBekTa: eciam «ISACtive = true», To OOBEKT mepeMelnacTcs |
Bpalaercsi, eciim He paBHO «true», To OOBEKT HE aKTHUBEH W HE IOJBEPKEH
n3MmenenusM. Ecim «isActive = true», To B Metone «Update» ycranaBimBaercs BT
o0beKTa - KpacHbI, a eciau «false» - To Genbrit. 10 caemaHo IS TOro, YTOOBI
I0JIb30BaTEe b MOT 3aMETHUTh, aKTUBEH JIU 00BEKT. Jlaymee Koj MpoBepsIeT, 4TO Ha
9KpaHe OJHO KacaHHWe, W €CIIM MPOUCXOAMT MepeMeIIeHIE, TO 00BEKT BpalllaeTcs.
Kornma kacanume 3akaHumBaercs, «iSACtive» craHoButcs paBHbIM «false», dto
O3HAYaeT, YTO OOBEKT HAXOJIUTCS B HEAKTHMBHOM COCTOSIHMHM. B KOHIIE MeTona
«Update» wm3meHsiercs 1BeT 00BEKTa B Marepualie JOCTYIIHOM uepe3

«MeshRenderery, koTopble Takke 3aBHCUT OT 3HaueHHs «ISACtIVe» cM. pucyHOK 12.
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DragAndRotate.cs & X
571 Assembly-CSharp - 0!3 DragAndRotate
System.Collections;
System.Collections.Generic;
ing UnityEngine;

PragAndRotate : Mo

isActive = f 2
Color activeColor = new Color();

rt()

ate()

if (isActive)
{
activeColor = Color.red;
if (Input.touchCount == 1)
{
Touch screenTouch = Input.GetTouch(8);
if (screenTouch.phase TouchPhase . Moved)
{
transform.Rotate(8f, screenTouch.deltaPosition.x, 6f);
}
if (screenTouch.phase = TouchPhase.Ended)
{
isActive = f

}
}

else
{

activeColor = Color.white;
}

GetComponent<Meshl ~er>() .material.color = activeColor;

Puc. 12. Cxkpunt «DragAndRotate»

Teneps HEOOXOTUMO MPOBEPUTH PadOTY CKPUIITOB CM. pUCYHOK 13-15.

Puc. 13. Bpamenue neporo xkyba
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Puc. 14. Bpamienue Broporo kyoa

Kak mnokazaHo Ha CKPHHIIOTAX MCXaHHWKa IICPCTACKHMBAHUA H IIOBOPOTA

HUI'POBBIX 00BEKTOB pa60TaeT B COOTBCTCTBHUU C YKAa3aHHBIMH HaCTpOﬁKaMH.
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