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Peanu3zanusi MeXaHMKH NepeaBHKeHUsI 0 KUKy B Unity

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmaHHOW cTaThe paccMaTpUBAETCS M OMNHMCHIBACTCA peaIM3alldsl MEXaHUKH
MEePEABUKECHUS TTEPCOHAXKA MO KJIMKY MBIIIKK IPH IMTOMOIIM CTAaHAAPTHBIX CPEICTB
Unity. Peanu3zanus MeXaHWKH OCYIIECTBIIICTCS IOCPEIACTBOM KapThl HABUTAIIUH.
[IpakTH4YeCKUM pE3yJIHTAaTOM SIBJISICTCS pealrd30BaHHAs MEXaHHUKA.
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Implementation of the mechanics of movement by click in Unity

Ulianov Egor Andreevich
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Abstract

This article discusses and describes the implementation of the mechanics of
character movement by mouse click using standard Unity tools. The mechanics are
implemented by means of a navigation map. The practical result is implemented
mechanics.
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WUrpoku CKIOHHBI OXHMJIAaTh OINPEICICHHBIX THIIOB JBWXKEHUN B
ompeneneHHbIXx Tunax wurp. Ecnum 3amyckaere wurpy kaHpa I1atdopmep,
OKHJIAETCS, YTO CMOXKeTe Oeratb W mpbirath Omaromaps ‘“ctpenouxkam”. Ecmu
3aIyCKAETe CTPATETUIO, OXKUAACTCS YNPABICHHWE MPU MOMOIIM MbIMK. Tak 4ro,
npu pa3zpaboTKe UTPbl, HEMIOXO Obl 3HATh 3TU MPaBUJIa YIIPaBJICHHUS.

[lesib naHHOW CTAThH PAaCcCMOTPETh BO3MOXHOCTH UTPOBOTO JBMKa Unity
3D B co3mpanuu peanrcTUYHOro ocBenieHus B 2D urpax.

A.A. KabGaHnoB B cBOe€#l cTaThe OMUCcall MCCIEIOBAHHUE Mpoliecca CO3AaHus
UrpoBoil Tpaduku. bim3ocTh WrpoBoil rpaduku M apXHUTEKTyphl au3aiiHa [1].
C.A.CyponuH B CBO€H cTaThbe MPEACTABUI CLUEHAPHUI YrIyOJIEeHHOTO H3y4eHHs
OJIHOTO M3 JIYYILIKUX JIBUKKOB, CYIIECTBYIOIIMX Ha JAHHBIII MOMEHT, JIJISl CO3/IaHUs
kpacuBbix 2D u 3D wurp [2]. B cBoeii pabore P. ®. INaiinymuiun, B. A. 3axapos,
E.A. AkceHOBa MU3yYMJIM UHCTPYMEHT JUIsl pa3pab0TKU IBYX- U TPEXMEPHBIX UTP —
Unity 3D [3]. K. B. borumanos, I1. P. Muxees, 1. H. CyBopoB B cBoeii pabore
OIKCAJIH PAa3BUTHE UTPOBBIX JBUKKOB, & HIMEHHO IIPOBEIN 0030p OT MPUMHUTUBHOMN
rpaduKu 10 BHICOKOYPOBHEBBIX HHCTpyMeHTapues [4].
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Haunnaem peanuzanmio MEXaHUKH C CO3/IaHMsI TTPOEKTA U JT00aBICHUS KybOa
B POJIM UTPOKA CM. PUCYHOK 1.

Puc. 1. JloGaBneHue urpoka

Cpa3sy nobaBum k KyOy kommoHeHT «Nav Mesh Agenty, KoTOpbIi TTO3BOJIAT
YKa3bIBaTh HTPOKY IMMYHKT HA3HAYCHUS CM. PUCYHOK 2.
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Puc. 2. Jlo6asnenue kommnonenta «Nav Mesh Agenty

Jlanee moGamisieM Ha CIIEHY IJIOCKOCTh, IO KOTOPOW B JaibHEHIeM OyaeT
JIBUTATHCS KyO CM. pUCYHOK 3.
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= Hierarchy

Puc. 3. JloOaBieHME MIOCKOCTH

ITox HacTpoeM ClieHy: pacTsHEM IIJIOCKOCTh, MOJJTHUMEM KYO M pacOJIOKUM
KaMmepy IMOBBIIIE CM. PUCYHOK 4.

v Display1 ~ Free Aspect

Puc. 4. Hactpoiika 00BEKTOB CIIEHbI

JIns 3ajanHusi TpaHUI] KapThl W 30H mepeMerieHus, B pasgene «\Windowy
otkpoeM nyHKT «Al» u BwIOepem «Navigationy». B manenu «Navigationy
BbIOMpaeM ‘‘3ameup’ U HA)KMMaeM COOTBETCTBYIOIIYIO KJIABUIILY CM. PUCYHOK 5-7.
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Linux - Unity 2021.3.8f1 Personal™ <DX

Window Help
Panels 3
MNext Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab
Layouts -]
Search ¥
Collaborate
Plastic SCM
Asset Store
Package Manager
Asset Management -]
Text ¥
TextMeshPro ¥
General ¥
Rendering »
Animation ¥
Audio 3
Sequencing ¥
Analysis 3
Al ¥
Ul Toolkit 3
Wisual Scripting >

4 MNavigation
Agents Areas Bake Object

Baked Agent Size

Puc. 6. Pa3nen “3aneuku”
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Puc. 7. Pe3ynbrar 3anekanus
Tenepp mepexoaum K HAIMKMCAHUIO KOJAQ, JJI 3TOr0 CO3JaeM CKPUNT U

Ha3eiBaeM «Movement». Haunnaem ¢ moakiroueHuss He0OOXOAUMBIX OMOINOTEK U
co37aHusl He0OXOIUMBIX TEPEMEHHBIX. CM. PUCYHOK 8-12.

Moveament

Puc. 8. Co3nganue ckpunra

UnityEngine;
UnityEngine.AI;

Puc. 9. IToakmroyenrne OMOIHOTEK



[Toctymnat. 2022. Ne9 ISSN 2414-4487

nt agent;

RaycastHit hit;

if (Input.GetMouseButtonDown(8))
{

Ray ray = camera.ScreenPointToRay(Input.mousePosition);

if (Physics.Raycast(ray, hit, Mathf.Infinity))
{

if (hit.collider.CompareTag(groundTag))

{

agent.SetDestination(hit.point);]

Puc. 12. ITpoBepka KiKMKa MBIIIN U MOJTYYEHHE KOOPIUHAT
Jlanee HEOOXOAMMO NPHUKPENUTH CKPUNT K UTPOKY (KyOy) U B CO3AaHHYIO
MyOJIMYHYIO IEPEMEHHYIO IIOMECTUTh OCHOBHYIO KAMEPY CIIEHBI CM. PUCYHOK 13.
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Humanaid

Everything

Puc. 13. CpoiicTBa ky0a

[Tnockoctn mpucranBaem ter «Ground» cMm. pucyHok 14.

r Default

Puc. 14. CsoiicTBa INIOCKOCTH

[IpoBepsiem paboTy ckpuriTa cM. pUCyHOK 15-17.
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Puc. 15. [IpoBepka paboOThl MEXaHUKH

Puc. 16. ITpoBepka paboThl MEXaHUKHU

Puc. 17. ITpoBepka paboThl MEXaHUKHU

Kak mokazaHo Ha CKpPUHIIOTaX MEXaHWKa TepeABMKCHHS paboTaeT u
3aBHCHT TOJBKO OT pa3Mepa IUIOCKOCTH. B naHHOW cTathe Oblia peann3oBaHa
MEXaHHKa MEePEABIKEHNUS TI0 KIIUKY MBIIIH.
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