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BA3OBOE YIIPABJEHUE IIEPCOHAKAMHU U KAMEPOM B 2D KOMIIBIOTEPHBIX
HUI'PAX

B. 1. 3a6ypaun, /. B. KonoBasnos, A. B. Illaxomupos

Cankr-IletepOyprckuii rocymapcTBEHHBIN YHHBEPCUTET a3POKOCMHYECKOTO IIPHOOPOCTPOSHHS

B cmamwe paccmompenvi acnexmot ynpaenenus Kamepou u usposvbimu nepcoHaxcamu 6 cpede paspabomru Unity.
Llenvio pabomuvl a67181aCH 603MONCHOCHL NPEOOCNABUMb KOHKPEMHble NPUMEpPbl Pearu3ayull, Komopuvle nOMOZym
ocyujecmsums HeobXooumoe O8udICeHUe nepPCcoHad cell 8 uepe, ONUCAMb UCHOIbL308AHUE OA308bIX MEXAHUK YIPAGIEHU
08UIICEHILeM USPOBBIX NEPCOHANCEU U KAMEPbl C NOMOUWBIO MbILUU.
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BASIC CHARACTERS AND CAMERA CONTROLS IN 2D COMPUTER GAMES

V. D. Zaburdin, D. V. Konovalov, A. V. Shakhomirov
St. Petersburg State University of Aerospace Instrumentation

The article deals with the aspects of controlling the camera and game characters in the Unity development
environment. The purpose of the work was to provide specific examples of implementation that will help to realize the
necessary movement of characters in the game, to describe the use of basic mechanics of controlling the movement of
game characters and the camera with the mouse.
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BBenenue

B mupe npunoxkenuit u urp 3QexTtuBHOE ympaBieHHEe OOBEKTaMHU M KaMepoil UrpaeT
KPUTHYECKYIO POJIb B 00ECIICUCHUH y100CTBA MOJIh30BaTENsl. B MpUIoKeHUsIX 3TO 0OBIYHO CBS3aHO
¢ HaBHWranued mo mHTepdelicy U BU3YalIbHBIM B3aUMOJACHCTBHEM C KOHTEHTOM [1]. B umrpax xe
yIpaBJICHUE MEPCOHAKEM M KaMepOW BBICTYMAeT KaK OJMH W3 OCHOBHBIX CTPOUTEITHHBIX OJIOKOB
reiMIIiesi, Onpeaesss BOBJIEKAIOUIUN OMNBIT U BAMSAS Ha BOCHPUSATHE UTPOBOTO OKpYKeHUs [2].
CO3I[aHI/I€ 3(1)(1)GKTI/IBHI)IX nu HpI/ISITHBIX B MHCIIOJIB30BAHUN MCXAHUK praBJIeHI/ISI CTAaHOBUTCA
KITFOUEBBIM AJIEMEHTOM pa3pabOTKH, BIUSSA Ha 001ee BIIeUaTICHHE OT MPUIIOKESHUSI UITU UTPHIL.

3agaya u cpena pa3padoTku

B kauecTBe 3a/auM BBICTYyNAeT pa3paboTKa ABM)KEHUS KaMepoil M YIpaBJIEHUS MEPCOHAXKEM
JUTs urpoBoro npuiokeHus B cpene Unity 2D [3] sxanpa Roguelite [4] - Shoot *em up.

Br1OpaHHBIM BapHaHTOM JIBUYKEHUEM NEPCOHAXa SBJIIETCS yIpaBieHHE MBIIIbI0. Takoi THUI
KOHTPOJISL BCTpEeYaeTcsi B MOOAa M CTpaTerHsX B pealbHOM BpeMeHH, Hanpumep, Dota 2 nwimu Warcraft
3. OgHako B paMKax pa3padaTbiBa€MOro MpUIIOKEHUS He TpeOyeTcs yIpaBlieHHE HECKOJIbKUMHU
NEepCOHaXXaMU OJTHOBPEMEHHO, a TaK)Ke OTCYTCTBYET IOUCK ITyTH, YTO JIEJaeT yIpaBlIeHHEe Onxke K
BapHUaHTY, MPEJCTaBICHHOMY B urpe Magica.

Kamepa He 3akpemieHa 3a NMEPCOHAXKEM, a TAKXKE YIPABISIETCS MBIIIBIO, YTO I103BOJISET
OorbIiee BpeMsl JepKaTh €€ B CTATUYECKOM IOJIOKEHUH, aKIEHTUPYS BHUMaHHE I0JIb30BaTENs Ha
MPOMCXOAIINX COOBITHIX UTPOBOT0 OKpYykeHHs. Takoil Buja peanuzaiui MOXKHO BCTPETUTb IIOMHUMO
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BeiieynomsHyTeix urp B Civilization 5 — momarosas crparerusi, u Dysco Elisium — ponesast urpa.

Peanusanus

YnpasJieHue nepcoHakeM

[lepen paccMOTpeHHEM HEMOCPENCTBEHHO MPOrPaMMBbl JIBUKEHUS IEPCOHAXKA, PACCMOTPUM
BXOJIHBIE ITapaMeTpbl. B kauecTBe mpumepa pacCMOTPHUM CLIEHY MPEACTaBICHHYIO Ha pucyHke 1. Ha
CIICHE pacrojaraloTcsi Tpu oO0bekTa oOpa3oBaHHBIX OT obmiero Prefab [5] Player, o6xanaromero
CTaHJAapTHBIMU IapaMeTpaMUu: CKOPOCTb J[BIKEHUSI U OylieBOM IepeMeHHOW “‘nmpyxentoOeH”.
Hacnexyemple 0T Hero oOBEKTHI Ha CLEHE MMEIOT CJEIYIOLIHe aTpuOyThl, MpeACTaBICHHBIE Ha
pucyske 1.

Tak mporpamma ynpasJieHHs EPCOHAXKEM JOJDKHA 00J1a/1aTh BO3MOKHOCTBIO MEPEKITIOYCHHUS
MEXJy IEepPCOHaXKaMH, HCKIIoYash MPOTHUBHUKA. A TakKe OCYIIECTBIATh [BHKEHHE OOBEKTOM
OCHOBBIBASICh Ha 3HAYEHUU €I0 CKOPOCTH.

Puc. 1. Cuena urpoBoro npocTpaHcTBa.

B nanHOii pabore paccMOTpeHa 0a30Basi MEXaHUKA JIBMKCHUS, PEAM30BaHHAs B CKPUIITE
MoveToMouse, koTopblit 3akperuieH 3a oobekTom Prefab Player.

JIist  TmpoOBEpKH — OTCIIKMBAHHS — BBIOPAHHOTO — MEPCOHAXA  HCMOJB3YETCSl  CIHCOK
moveableObjects. B ciyuae eciu BeiOpaHHbIi 00beKT siBisiercst “apyrom” (isFriendly) mpoucxoaut
OYHCTKA CIIUCKA U I00aBIICHHE BEIOPAHHOTO MEPCOHAKA.

Jluctunr 1. Ckpunt MoveToMouse. Bri6op nepconaxa

private void OnMouseDown () {

if (this.GetComponent<StandardVaruables> () .isFriendly) {

selected = true;

gameObject.GetComponent<SpriteRenderer>().color = Color.green;

foreach (MoveToMouse obj in moveableObjects) {

if (obj != this) {
obj.selected = false;
obj.gameObject.GetComponent<SpriteRenderer> () .color=Color.white

IBRS
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Puc. 2. OcymecTBiieHrne BEIOOpA MTepcoHaxa

JIBHIKeHMe ePCOHAXKA [TPOUCXOUT B KaXKAOM rpaduyeckoM kaape B merozae Update(). Eciu
TEKYIIUi 00bEKT BHIOpaH M HaXkaTa IMpaBas KHOMKA MBIIIH, TO OCYHIECTBISETCS Mpeodpa3zoBaHue
KOOpAMHAT MbIIIK (MOUSePOSition) B MUPOBBIC KOOPIAUHATHI, M JAHHOE 3HAYCHHUE 3AIMCHIBACTCS KaK
nensb (target). Jlamee ocyimecTBisieTcsi ABMIKEHHE IMEPCOHAaXKa HCMONb3ys meroa MoveTowards
Kinacca Vector3 ¢ yueroM cKkopocTH ABMKEHHs epcoHaxa (Speed).

Jluctunr 2. Cxkpunt Update. /IBmxkeHue nepcoHaxa

void Update () {
/)]
if (Input.GetMouseButton (1) && selected) {

target = Camera.main.ScreenToWorldPoint (Input.mousePosition);

target.z = transform.position.z;

Debug.Log(target) ;

}

speed = this.GetComponent<StandardVaruables> () .movementSpeed;

transform.position = Vector3.MoveTowards (transform.position, target,
speed * Time.deltaTime) ;

Puc. 3. OcymecTBienne IBIKEHUSI TIEPCOHAKA
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YnpasJieHue Kamepoi

JIBrKeHHE KaMephl peai30BaHo Yepe3 Mmojib3oBareiabckuii uarepderic cpeast Unity (Ul) [6].
Ha cuieHe k kamepe MpUKPEILICH XOJICT (CaNVas), Ha KOTOPOM PacoIararoTcsi 4eThipe 00BEKTa TUITA
image. OHu 3aKpeIUIeHbI K KpasiM POJAUTEIBCKOIO X0JICTa, & TAKXKE YKa3aHbl B MHCIIEKTOPE KAMEPBI.

© Inspector 3

@ v Main Camera Static ~
7 Tag MainCamera ¥ Layer Default ¥

v M Transform e 3+
Position X 0 Y 0 Z -10
Rotation X0 Y 0 Z 0
Scale 0 Y 1 =l

> Bl v Camera e 3
i1 v Audio Listener o 3

v B  camera Movement (Script) @ 3
Script B CameraMovement ®
Target A Player (Transform) ®
Offset X0 Y 0 Z -10
Smoothness 5
Camera Bounds X0 Y 0

W 10 H 10

v B v New Behaviour Script (Script) @ 3
Script B CameraMoveByEdge ®
Velocity Move 0.01
Left # LeftCameraMove (Rect Transfo @
Right i1 RightCameraMove (Rect Transf @
Top 2t TopCameraMove (Rect Transfo @
Bottom 1 BottomCameraMove (Rect Tran @

Puc. 4. ITapameTpsl kamMepsl

Puc. 5. O6bexTHI Ha x0cTe (Canvas)
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HemnocpencTBeHHO yrpaBieHHEe M MEpeMelieHne Kamepbl npoucxomut B meroxe Update().
Kaxpiii kaap xoopauHaThl MbIik (MousePosition) [7] npeoOpa3yroTcs B KOOPAUHATHI UTPOBOTO
IPOCTPAHCTBA, U, €CJIM OHHU 110 a0COTIOTHOMY 3HAUEHHIO MTPEBHIIIAIOT KOOPAMHATY OAHOTO U3 TOJIEH,
OCYILECTBIISICTCS IBUKCHUE KAMEPBI.

JIuctunr 3. Ckpunt Update. JBmkeHrne kamepbl

void Update () {
Vector3 mousePosition;
mousePosition = Camera.main.ScreenToWorldPoint (Input.mousePosition);
mousePosition.z = transform.position.z;
Debug.Log (mousePosition) ;
if (mousePosition.x < Left.position.x)
{

transform.position += new Vector3(-VelocityMove, 0, 0);
if (mousePosition.x > Right.position.x)
transform.position += new Vector3 (VelocityMove, 0, 0);
if (mousePosition.y > Top.position.y)
transform.position += new Vector3 (0, VelocityMove, 0);
if (mousePosition.y < Bottom.position.y)

transform.position += new Vector3 (0, -VelocityMove, 0);

Puc. 6. JIBm>xeHne kamepsl

3ak/aoueHue

C ucrnonb30BaHUEM COBpEMEHHBIX cpell pa3paboTku Unity u si3bika mporpammupoBanus CH#,
peaTM30BaHbI AITOPUTMBI, KOTOPBIe 00padaThIBAIOT NIEPEMEIICHHE UTPOBBIX MIEPCOHAKEH U KaMephI
Ha CIIEHE WIPOBOTO TPOCTpaHCTBA. [lmaHupyeTcs nmanbpHeimas pa3paboTka W peanu3arus
AITOPUTMHUYECKOTO ITOBEJICHUS TIEPCOHAKEH UTPBI, YITPABIIEMBIX HEIIOCPEICTBEHHO HTPOKOM JTHOO
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KOMITBIOTEPOM, B IUIaHE 00X0/1a MPEMATCTBUI HAa UTPOBOM T10JIe, ¥ TTOMCKa MyTel Mpoxo/ia u3 0JHON
YacTU UTPOBOrO JaOUPUHTA B JPYTYIO.
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