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Bueapenne cucremnl papyumenusi 00bexkToB B Unity 3D
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AHHOTAIUA

B naHHOW cTarbe paccMaTpHUBAE€TCS W OINUCBIBAETCA MPOLECC pealu3aluu
MEXaHUKH pPa3pylIeHUs UTPOBBIX OOBEKTOB TNPUKOCHOBEHHEM C MOMOIIBIO
nporpammupoBanus B Unity 3D. PaboTa MexaHUKH OCYIIECTBIISIETCS TOCPEICTBOM
CTaHJAPTHBIX CPEACTB Cpelibl pa3paboTKu. [IpakTHyeckum pe3yabTaToM SIBISIETCS
CO3/1aHHas ¥ MPOTECTUPOBAHHASI MEXAHUKA.
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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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1. BBeneHue

AKTYaJIbHOCTH UCCJIEIOBAHUSA

Buenpenue cucrembl paspymieHus o0bektoB B Unity 3D 3HauuTenbHO
YBEIIMYUBAET PEATIU3M U UHTEPAKTUBHOCTh UTPOBBIX IPOEKTOB, MO3BOJISISI UTPOKAM
B3aUMOJICHCTBOBATh C OKPY’KAIOIIEH Cpelol Ha HOBOM YpOBHE. JTa CTaThd
HCCIIEYET OCHOBHBIE METOJbl U MHCTPYMEHTHI, WCHOJIB3YEMbIE JJIsI peau3aluu
MEXAHUKHU Pa3pyIICHUs], a TAKXKE UX BIUSIHUE HA UTPoBOM mpouecc. [lonumanue
ATUX AacCIeKTOB TOMOXKET pa3paboT4YMKaM Co37aBaTh 0oJiee YBJICKATEIbHBIC U
JTMHAMUYHBIC UTPHI.

AKTYyaJIbHOCTh UCCJICIOBAHMS BHEAPEHUSI CUCTEMBI pa3pylICeHUs] 00BEKTOB B
Unity 3D o0ocHOBaHa pacTyluMu TpPEOOBaHUSMU K PEATUCTHYHOCTH U
WHTEPAKTUBHOCTH B COBPEMEHHBIX BHJEOUTpax. OQGdeKTHBHAS MEXaHHKa
pa3pylieHus HE TOJbKO YJIy4IlIaeT MOJIb30BATEIIbCKUNM OMBIT, HO M OTKPBHIBAET
HOBBIE BO3MOXKHOCTH [IJIs1 T€MMJIM3aiHEPOB B CO3/JIAHUU AUHAMUYHOIO UTPOBOTO
npoiecca. [loHnMaHnue W TPUMEHEHUE TAaKUX CHCTEM CTAHOBUTCS KIIFOYEBBIM
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dbakTOpoM I yCHEmHON pa3pabOoTKu WP, COOTBETCTBYIOIIUX COBPEMEHHBIM
CTaHJapTaM UHIYCTPHUHU.

O030p ucciaenoBaHui

N. A. Casun, O. B. bareHpknHa paccMOTpeNnu TMPOIECC HAMUCAHUS
CKPUIITOBBIX CILIEHApUEB MpHU pa3paboTke BHUpTyasibHOro TpeHaxepa [1]. C. A.
CypoauH B cBOEH cTaThe MPEICTaBUII CLIEHAPHUI YTITyOJIEHHOTO U3yUYEHUs OJHOTO

U3 JY4YIIUX JABUKKOB, CYIIECTBYIOIIMX HA JAHHBIM MOMEHT, JUISl CO3/IaHUSA
kpacuBbix 2D u 3D urp [2]. B cBoeit pabote P. ®@. INaitnymnun, B. A. 3axapos, E.
A. AKceHOBa M3YYHJIM MHCTPYMEHT AJsl pa3paOOTKU ABYX- U TPEXMEPHBIX UTP —
Unity 3D[3]. K. B. bornmanos, II. P. Muxees, 1. H. CyBopoB B cBoeli pabote
ONKCAJIA PA3BUTHE UTPOBBIX JBUKKOB, & HIMEHHO MPOBEIU 0030p OT NPUMHTHBHOM
rpauKy 10 BBICOKOYPOBHEBBIX HHCTPYMEHTapHUEB [4].

eab ucciaenoBanus
Lenb maHHOM CTaThU PACCMOTPETHh BO3MOKHOCTH UTPOBOro ABrKKa Unity 3D
B peaJIN3allMH Pa3JIMYHBIX UTPOBBIX MEXaHUK Ha CIICHE.

2. MeToabl HccIe10BaHNSA
B pabGote ObuT NpUMEHEH aHATUTUYECKUN METOJI: ObUTH TIPOAHATU3UPOBAHBI
MaTepHuaibl U 00ydJaroIre pecypcesl mo padore ¢ Unity 3D.

3. PesyabTart
Haunnaem peanusanmio MexaHuku ¢ co3nanus HoBoro 3D mpoekra (Puc. 1).

w0z132n

Funner Game

Pucynok 1 - Co3nanue npoekra

Jlnia peanu3aluu MEXaHUKA HEOOXOAMMO MOArOTOBUTH acceThl. HyxeHn cam
OOBEKT U pa3pylleHHas KOMHWs, MOJEJNeHHas Ha 4acTu. [ mpumMepa BO3bMeM
TAKOW SIMK U3 OTKPHITBIX KCTOYHUKOB [5] (Puc. 2-3).
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Pucynox 3 - [lomeneHHbIi Ha YaCTH SATIUK

OOGbIYHOMY SIIIUKY J00aBsieM KOMIOHEHTHI HEOOXOAMMBIE MJii PadOThI
¢usukn qermxkka: «Box Collider», «Rigidbody» (Puc. 4).
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Pucynoxk 4 - JloOaBieHrue KOMIIOHEHTOB

Jlnis pabOThl MEXaHUKH pPa3pyILICHHS SIIUKA BCEM YacTAM Pa3pylICHHOTO
smrka qobasisieM komnoHeHTh «Mesh Collider» u «Rigidbody» (Puc. 5-6).

‘= Hierarchy
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Pucynok 5 - Bce yactu sinuka
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Pucynok 6 - Jlo6aBieHre KOMIOHEHTOB

Jlanee ynanseMm cO CUEHBl pa3pylICHHYI0 KOIMWIO SIUKa U J00aBisieM K
sumKy ckpunt «DestroyCube» (Puc.7).

Rigidbody

Search
New script

Shader Stam

Pucynox 7 - JloOaBieHue ckpumnra

[lepexoqum Kk Hamucanutro Koja. CHavana oOBsIBIAsiEM NYOIUYHYIO
nepemeHnyo  «destroyedVersion» kak «GameObjecty. D10  goOasiser
BO3MOXKHOCTh BBIOpaTh, KaKOil OOBEKT MCIOJB30BaTh B KauecTBe 'pa3pyLIeHHON
Bepcun" KkybOa B okHe penaktupoBaHus «Unity». 3areM HCIOIB3yeM METO]
«OnMouseDown()», KOTOpBI cpabaThiBa€T NPH HAXKATHM KHONKH MBI Ha
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oOwekre. BHyTpm »TOoro meroma wucmosb3dyem «Instantiate()», uToOBI co3maTh
AK3EMIUISP "pa3pylIeHHON Bepcur' Ha TOM K€ MECTe, TJie¢ HaXOauTcs KyO. 3aTemM
BbI3bIBaeM «Destroy()» Ha camom KkyOe, 4TOOBI yJIaauTh W3 cUEHbl. Takum
o0pa3oM, Mpu KJINKe Ha Ky0, OOBEKT MCUE3HET, a Ha ITOM K€ MECTE€ BO3HUKHET
"paspyiiennas Bepeus” (Puc. 8).

DestroyCube.cs & X
51 Assembly-CSharp - %DestroyCube ~ 5 OnMouseDown()

; UnityEngine;

t destroyedVersion;

O

Instantiate(destroyedVersion, transform.position, transform.rotation);
Destroy(igam :

}

PI/ICYHOK 8- CKpHHT 3aMCHbI BCpCI/Iﬁ SIITUKa
B xommonente CKpHIITa I[06aBJI}IeM Pa3spyHmCHHYIO BEPCHUIO (PI/IC. 9)
e Destroy Cube (Script)

Ld

Destroyed Version ¥ Wooden Crate Cracked

Pucynox 9 - JloGaBnenue pa3pyuieHHON BEPCUH B CKPUIT

[TpoBepsiem paboty ckpunrta u acceta (Puc. 10-11).

Pucynok 10 - JIlemoHcTpanust pabOThl CKPUINITAa U MEXAaHUKH
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4.

Pucynok 11 - JIlemoHcTpanust pabOThl CKpUIITAa U MEXAaHUKH

BriBoabI
B maHHOM cTaThe MOKa3aH MPOLECC HACTPOUKHU U UCITOJIb30BAHUS MEXAHUKHU

Pa3pymICHu:A O6T>GI(TOB, KOTOpasn pa60TaeT B COOTBCTCTBHHU C HaCTpOfIKaMH.
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