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Peasm3anus mpocroii cucreMbl crpouTeabersa B Unity 3D

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B HacTofAlel cTaTbe paccMaTpPUBAETCS W ONUCHIBACTCS peain3anus 0a30BON
MEXaHUKHU WI'P B JKAaHPE CTpATErHs, MEXaHUKA CTPOMTENbCTBA. JlaHHAs MeXaHUKa
OyJleT peaau30oBBIBaThCA Ha sI3bIKE MporpammupoBanusi C# ¢ IOMOIIBIO UTPOBOTO
nekka Unity 3D. IlpakTudueckuM pe3ysbTaTOM SIBISETCS peaiu30BaHHas H
IIPOTECTUPOBAHHAS BO3MOXXHOCTh CTPOUTENILCTBA.

KuaioueBbie cioBa: Unity 3D, mexaHWKa CTPOUTENBCTBA, IMPOTPaMMHPOBAHHE,
CKPHIIT

Implementation of a simple construction system in Unity 3D

Ulianov Egor Andreevich
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Abstract

This article discusses and describes the implementation of the basic mechanics of
games in the genre of strategy, mechanics of construction. This mechanic will be
implemented in the C# programming language using the Unity 3D game engine.
The practical result is the realized and tested possibility of construction.
Keywords: Unity3D, construction mechanics, programming, script

KpacuBasi Bu3yanbHasi cOCTaBIisAOILas, aTMOc(epHas My3bIKa, XOpollas
ontuMuzanusa — Oonbloi miroc. Ho 6e3 mHTepecHbIX MEXaHUK UTPOK 3aCKy4yaeT
U BBIJIET HECMOTPsI Ha Bce MTochl. CII0BO «MEXaHMKa» 4acTo yNoTpeOIsieTcs npu
oOydyeHnu reMan3aiiny, HO He BCETJia OOBSICHAETCS, UTO 3TO Takoe. UToObI B 3TOM
pazo0patbcsi, HY>)KHO TIOHSITh, Kak paboTaeT urpa. MrpoBoit mpoiiecc OCHOBaH Ha
B3aMMOJICUCTBUM WIPOKa C AJIEMEHTaMH WIPbl: UTPOK MpbIraeT Ha MmiaaTdopmy,
OTKPBIBAET MHBEHTAaph, BEIET MAIIMHY M 3aHMMAETCA ApyruMu aenamu. Kaxmoe
B3aMMOJICUCTBHE BIMSET HAa UIPOBOM MHUp M ONUChIBaeTcs mpaBuiamu. HabGop
MIpaBUJ UTPBI, KOTOPBIA MOYXHO JIOTHYECKH 000COOUTD, TOP’KECTBEHHO HA3bIBACTCS
MexaHukod. Yem wurpa Oousbllie B3aUMOJEWUCTBYET C HWIPOKOM, TeM OOJbIle
M0JIb30BaTeNb Oy/IeT BO3BPAIIAThCS B UTPY.

[{enb maHHOW CTAThH PACCMOTPETh BO3MOXKHOCTH MIPOBOro aBmkka Unity
3D B peanmzanus 6a30BBIX MEXAaHHUK WTp JKaHpPA CTpATErvs, a UNMEHHO MEXaHHKa
CTPOUTEILCTBA.
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C. A. Cypoaun B CBO€H cTaTbe MpPEACTaBUJ CIEHAPUH YTIIyOJIIEHHOTO
U3YYEHUS! OJJHOTO U3 JYUIINX JABUKKOB, CYHICCTBYIOIIMX HA JAHHBI MOMEHT, IS
co3manus kpacuBbix 2D u 3D wurp[l]. B cBoeii pabore P. ®. aiinymmun, B. A.
3axapoB, E. A. AKceHOBa U3YyYWJIM HMHCTPYMEHT /i pa3pabOTKU JABYX- U
tpéxmepubix urp — Unity 3D[2]. A. B. I'pummnbsiv, E. B. BerukoBoii mposezcH
aHaJIM3 CPEJCTBAa B3aMMOJICUCTBUS TMOJb30BaTENsl C (PYHKIMOHAIBHONH W
ACTETUYECKON YacTbi0 BO BHYTPEHHEW cpene Ui pa3paboTku urp. Onucanbl
npeumyniectBa ucrnonb3oBanus C# u IDE unity[3].

JUist Hayana co3gaauM npoekT 3D u Ha30BEM €ro NMpou3BOJBHBIM HMEHEM
CM. PUCYHOK 1.
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Cancel Create project

Puc. 1. Co3nanue npoekra

Jlanee co3gaeM IUIOCKOCTb M IMYCTOM MIPOBOM  OOBEKT, KOTOPBIMA
noHaao0uThCs B AanbHedieM. [lepememiaeM kamepy Tak, 4TOObl HaxXOquiIach B
y10OHOM MOJIOKEHUU J1JIsl HOCTPOEHUS. CM. PUCYHOK 2.
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Puc. 2. Co3nanue maocKoCTH, MMycTOro 00bEKTa U HACTPOMKa KaMepPhl

Teneps m06aBUM OOBEKTHI, KOTOPBIE OyJIeM CTPOUTH: KyO, LMIHHID, IIap.
[Ipy momomy CO31aHHOIO Marepuajga ¢ MPOU3BOJIBHBIM IBETOM, OKpallIMBacM
O00BEKTHI CM. PUCYHOK 3.
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Puc. 3. JloGaBieHue u nHAMBUAYaU3aIMsI O0BEKTOB

IIpu momomu «Drag’n’Drop» nepeHOCHM CO3/1aHHbIE OOBEKThI B MaIKy
«ASsSetsy, mis coznanus npedadboB U yanseM co CIIEHbI CM. PUCYHOK 4.
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Puc. 4. Coznanus npedadboB 00BHEKTOB

[lepexonuM K HamucaHuio Koja, co3maem ckpunt «buildingManager» B
KOTOPOM CO3/1aeM HEOOXOAMMbIE TIEPEMEHHBIC CM. PHCYHOK 5-6.
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buildingManager.cs & X
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[ UhityEngine;

=
{
[] objects;
t pendingObj;

Vector3 pos;

stHit hit;
Ld] La

if (pendingObj != )
{
pendingObj . transform.position = pos;
if (Input.GetMouseButton(8))
'S
L9
PlaceObject();
H

_.Placeohject()

pendingObj =

@]
a.main.ScreenPointToRay(Input.mousePosition);
cs.Raycast(ray, hit, 1088, layerMask))

= hit.point;

Puc. 5. OcHoBHas noruka nporpaMmsl

SelectObject( index)

pendingObj = Instantiate(objects[index], pos, transform.rotatlion);

Puc. 6. [Iponomxenue kona

Hanee Ttakxke mnocpenctBom «Drag’n’Drop» mNepeHOCHM CKpPUIIT Ha
CO3JIaHHBIN paHee MyCcToi 00beKT, BIOMpaem cioi «Groundy B mynkTe «Layer», u
n00aBJIIeM CTPOUTENIbHbIE OOBEKTHI CM. PUCYHOK 7.
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Ground

Add Component

Puc. 7. Coznanue makpoca

JIns BO3MOXHOCTM BBIOOpa MOJB30BaTeNieM OOBEKTa CTPOHUTEIBCTBA
N00aBUM KHONIKH, Il 3TOTO KJIMKAaeM IPaBOM KHOMKOW MBIIIU IO 00JacTH
«Hierarchyy, Beioepem «UI» u «Button — TextMeshPro» cm. pucynox 8-10.
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Puc. 8. Jlo6aBieHne KHOIIOK
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Puc. 9. Hactpoliku KHOIIKK

Puc. 10. Ily6nupoBaHue KHOTIOK

3ateM B KaxaoW KHomke co3maemM HoBoe coOwbitHe  «OnClick()»,
neperackuBaeM ckpunt «buildingManager», 3aTem B BBINAJAIONIEM CIHCKE
BeiOMpaem «Buildingmanager / SelectObject()». Beonum 3Hauenmst 0-3 mis
KaXXJ0M KHOMKH MO BO3PACTAHUIO CM. pUCYHOK 11.

On Click ()

Runtime Only » _BuildingManage ectObject

A BuildingManage @

Puc. 11. lo6aBnenue cobbrtust «OnClick ()»
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Jljist mpoBepKH pabOThl MEXAaHUKH 3aIlyCKaeM MPOEKT, U BHIOMpaeM OOBEKT
JJIA TIOCTPOMKHU M TMEpeMellaeM Mo MIOCKOCTH MBIMKOW. KiIukoM jeBoil MbIu
paccTaBiiieM 0OBEKTHI B JTIOOOM MECTE CM. PUCYHOK 12.

Puc. 12. JlemoHcTpanus paboueii MEXaHUKA

Puc. 13. JlemoHcTpanus pabodeit MexaHUKU
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Puc. 14. JlemoHcTpanus paboueii MEXaHUKA

Takum 00pa3zom Oblla peann3oBaHa MPOCTas MEXaHUKa CTPOUTENHCTBA,
KOTOpasi B JajbHEHIIeM MOET ObITh opaboTaHa, a UMEHHO: 100aBIEHNE HOBBIX
MEXaHWK, TpauKd W aHUMaluu. bBBUTM TpoaHAIM3UPOBAHBI CYHIECCTBYIOIINE
aHAJIOTU W METO/ABl pa3pabOTKH, a Takxke BbIOpaHa cpema paspaboTku. Jlms
peanu3alyy MOCTaBICHHOM 3a/aydl OTIMYHO MOJOILIa pa3padoTKa € MOMOIIBIO
urposoro asmxka «Unity 3D», cpensl paspadboTku «Visual Studio», a Takxke si3bIka
nporpammupoBanus C#. Takoit BEIOOp 3aMETHO yIPOCTHIT pPeaTu3alni0 MEXaHUKH,
TaK KaKk B UHTEPHETE UMEETCs JOCTATOYHOE KOJIMYECTBO JOKyMEHTaluu. Bo Bpems
peaM3ani MEXaHUKH CTPOUTEIIbCTBA OBLT MOJyYCHHBIN IIEHHBINA OIBIT PaOOTHI C
THM CPEACTBOM Pa3pabOTKH.
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