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Peanu3anusi MexaHMKH pa3pylieHuss MTPoBbIX 00beKkTOB B Unity 3D
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AHHOTALIUA

B nanHol cTaThe paccMaTpUBAETCS U ONMKUCHIBACTCS IPOLIECC PeaTnu3allii MEXaHUKH
pa3pymIeHUs UTPOBBIX 00BEKTOB MPUKOCHOBEHUEM c MOMOIIIBIO
nporpammupoBanus B Unity 3D. Pabora MexaHUKH OCYIIECTBIIACTCS TTOCPEACTBOM
CTaHJAPTHBIX CPEJICTB Cpelibl pa3padoTKu. [IpakTHUeCcKuM pe3yabTaToOM SBISETCS
CO37[aHHasi ¥ MPOTECTUPOBAHHASI MEXAaHUKA.
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Abstract

This article discusses and describes the process of implementing the mechanics of
destroying game objects by touch using programming in Unity 3D. The mechanics
work is carried out through standard development environment tools. The practical
result is created and tested mechanics.
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HrpoBble MEXaHUKHA UMEIOT BAXKHYIO LI€JIb, IOTOMY YTO OINPEAEIAIOT, Kak
UIpOK OyJeT B3aUMOJEWCTBOBAaTH C HMIPOBBIM MHUPOM U JAPYTMMHU HIPOKaMHU.
Xopolue UrpoBbleé MEXaHUKH 00€CTIEUMBAIOT YBJIEKATEIbHBIN UTPOBOM IpoIiecc,
KOTOpBIA OyJeT 3axBaThbiBaTh BHUMAHUE MIPOKAa U JaBaThb UyBCTBO JTOCTHXKEHUS
uenn. Kpome Toro, urpoBbie MEXaHUKH MOTYT TOMOYb OMPEIEIUTh KaHp UTPHI U
YHUKaJIbHbIE 0COOEHHOCTHU. Tak, UTPOBbIE MEXAHUKH B IIYTEPaX MOTYT BKJIIOYATh B
ce0st CTpenb0y U3 OpY>KHs U UCIOJIb30BAaHUE TAKTUKHU Ha ToJie 0051, B TO BpeMs Kak
urpoBbie MexaHukd B RPG (posieBbIX UIpax) MOTYT BKJIKOYAaTh B ce€0sl CUCTEMY
pa3BUTHS TIEpCOHAXa M BBIOOp NEHCTBUI B auajiorax. Xopolue, IpoayMaHHbIE
UTPOBbIE MEXaHUKH MOTYT CHeNaTb WUIpy He3a0bIBaeMOM WU HMHTEPECHOW st
UTPOKOB.

[{esb TaHHOM CTAThU PACCMOTPETH BO3MOYKHOCTH UTPOBOTO ABMkKa Unity 3D
B PEIM3alMU PA3IMYHBIX UTPOBBIX MEXAHHUK HA CLIEHE.

N. A. Casun, O. B. bareHbkMHa paccMOTpEIM MPOLECC HaMKUCAHUs
CKPHIITOBBIX CIICHAPHEB IMPH pa3paboTke BupTyaidbHOro tpeHaxepa [1]. C. A.
CypoauH B CBOEH CTaThe MPEACTABUI CLIEHAPUN YriyOJE€HHOTO U3yYE€HHS OJHOTO
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U3 JIyYIIUX JBUKKOB, CYIIIECTBYIOIINX HA JAHHBI MOMEHT, JJIsl CO3/JaHUSI 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 JBUKKOB, 2 UMEHHO MpOBEIH 0030p OT MPUMUTUBHOWU Tpaduku [0
BBICOKOYPOBHEBBIX UHCTPYMEHTAapUEB [4].

Hauynnaem peanuzanuio MexaHUKWH € co3iaHust HoBoro 3D mpoekTa cwm.
pUCYHOK 1.

021312n

Puc. 1. Co3nanue nmpoekra

Jlist peanu3anuy MeXaHUKA HEOOXOAMMO MOATOTOBUTH acceThl. HyxkeH cam
OOBEKT M pa3pyllieHHasl KOs, TOJCICHHAs Ha YacTH, KaK Ha pucyHkax 2-3. Jlus
nprMepa BO3bMEM TaKOH SIIUK M3 OTKPBITHIX UCTOYHHUKOB [5].

Puc. 2. UrpoBas 3aroToBKa siluKa
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Puc. 3. IlogeneHHbIi HA YaCTH SITUK

OObIYHOMY SIIUKY 100aBJsieM KOMIIOHEHTHI HEOOXOAMMBIE [JIsi PabOThI
¢dusuku nBmxkka: «Box Collidery, «Rigidbody» cMm. pucyHok 4.

None
Disc1wie

Puc. 4. Jlo6aBneHre KOMIIOHEHTOB
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Jlns paOOThI MEXaHUKH Pa3pyLICHHUS SIIHKA BCEM YacTsIM Pa3pyIICHHOTO
suka gooasissem kommoneHTs «Mesh Collider» u «Rigidbody» pucyrox 5-6.

‘= Hierarchy

Puc. 6. Jlo6aBieHre KOMIIOHCHTOB

Jlanmee ymamsieM CO CIICHBI Pa3pyIICHHYIO KOIHUIO SIUKA W JA00aBIIsIeM K
suuky ckpunt «DestroyCube» cm. pucyHok 7.
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Puc. 7. Jlo6aBnenue ckpurnra

[lepexonum Kk Hanucanuio koxa. CHaudana OOBSBISEM MYyOJIHYHYIO
nepeMennyro  «destroyedVersion» kak «GameObjecty». D3rto mobGasiser
BO3MOXHOCTh BBIOpaTh, KAKOW 0OBEKT MCIOIB30BaTh B KA4ECTBE "pa3pylIeHHON
Bepcun" KyOa B OKkHe pemaktupoBaHus «Unity». 3atem wucmonbp3yem MeTon
«OnMouseDown()», koTopslii cpabaThiBacT MpPU HaXKATHH KHOMKH MBIIIH Ha
oobekTe. BHyTpHm 3TOro Meroma wmcmoib3dyem «Instantiate()», 4ToOwr co3naTh
AK3EMIUISIP '"pa3pyllIeHHON BEpcUU' HA TOM K€ MECTe, T/l HaxoauTcsa Ky0. 3aTteM
BbI3bIBacM «Destroy()» Ha camom KkyOe, 4TOOBI YIAJIWTh W3 CIEHBL. Takum
o0pa3oM, IpU KJIHMKE Ha KyO, OOBEKT HCUE3HET, a Ha 3TOM K€ MECTE BO3HUKHET
"pa3pylieHHas Bepcus" CM. PUCYHOK 8.

DestroyCube.cs & X
521 Assembly-CSharp - a[gDestroyCube ~ g OnMouseDown()

Colle

nityEngine;

-t destroyedVersion;
0O

Instantiate(de edVersion, transform.position, transform.rotation);

Puc. 8. Ckpurnr 3aMeHbI BEpCHil SIIHUKA

B xomnonenTe ckpunra q00aBisieM pa3pyIlieHHYI0 BEPCHIO CM. PUCYHOK 9.

r Destroy Cube (Script)

Destroyed Version ¥ Wooden Crate Cracked

Puc. 9. Jlo6aBiienne pa3pymnieHHONH BEPCUU B CKPHUIIT
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[IpoBepsiem paboTy ckpurTa u accera cM. pucyHok 10.
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Puc. 11. lemoHcTpanus paboThl CKpUNTa U MEXaHUKH

Kak moka3zaHo Ha CKpPUHIIIOTaX MEXaHHUKAa Pa3pyIICHUsS] UTPOBBIX OOBEKTOB

paboTaeT B COOTBETCTBUU C YKAa3aHHBIMU HACTPOUKAMU.
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