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CO3JAHUE KAMEPBI UTPOBOI'O CUMYJIATOPA
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CKpuMTH JaaAyT BO3MOXKHOCTD YIPABICHHUS KOMIIOHEHTAMH U TTIOMOTYT
BBICTPOUTH UTPOBYIO JIOTUKY U MeXaHuKy. B Unity CKpUNIThI MOXHO CO31aBaTh
Ha si3pikax C# u JavaScript, uto npu ucnonb3oBanuu C# MO3BOJISET CO3/1aBaATh
ux 1o BceM npaswiam OOII, ogHako OyaeT 3aTpayeHO HEKOTOPOE BPEMS Ha
U3y4eHHE KJIACCOB U METOJIOB, UCIIOJIb3YEMbIX MIPH CO3JaHUH CKPUIITOB U
oOpalleHnH K pa3indHbIM o0bekTaM Ha ciieHe|[1]. JavaScript Ha dhone C#
ucnosb3yercs B Unity 3aMeTHO pexke, XOTs 3TO 00YCIOBIEHO MPEAIOYTCHUIMHU
pa3pabOTUYUKOB, HEXKEIU APYTUMHU OCOOCHHOCTSIMH.

XOTb 3TO U MOKET MOKA3aThCsl BEChMa 3aTPAaTHBIM 10 BPEMEHU, HE CTOUT
3a0bIBaTh 0 TOM, uT0 Unity nMeeT BecbMa NOJIpOOHYI0 TOKYMEHTALUIO, YTO
ynpocTUT u3yueHue. B gononnenue k 3tomy Unity MOXKHO pacIiupuTh €
MOMOUIBIO JIONOJHUTENBHOTO MOy JustLogic, KOTOpbIil MO3BOJISET CO3/1aBATh
JIOTUKY TPUIIOKEHHSI Ye€pe3 HHCIIEKTOP 00bEKTa, a He C TOMOIIBIO HAITMCAHUS
CKpUNTOB Ha BeIOpanHOM AII.

J1J1s ToITydeHurs UTPOBOTO MPHIIOKEHHSI HEOOXOIMMO CO371aTh CHCTEMY
YIPABJICHHS IEPCOHAKEM, MOJIB30BATEIbCKUI HHTEp(DEiic, cucTeMy yyeTa
BPEMEHH, a TaKXKe KaMepy.

JI1st co3manusi KaMephbl OT TPETHErO JULA HY>KHO CO3AaTh HECKOJIBKO
O00BEKTOB: OOBEKT, KOTOPBIM CIIY)KUT TOUKOU (hoKyca B3risia (pa3Meniaercs Ha
NEPCOHAXE) U OIopa KaMepbl, KOTopasi OyIeT SBISATHCS POJAUTEIbCKUM
00BEKTOM Kamepe U, COOTBETCTBEHHO, OyJIET CITy’KUTh TOUKON C KOOpAWHATAaMHU
0,0,0 nia mouepHeit kamepsl. epapxust mpuBe/ieHa HA pUCYHKE 1.

¥ Camera Holder
¥ Pivot
b Main Camera

Pucynok 1 — Mepapxust 00beKTOB, CBSI3aHHBIX C KaMepOi

Camera Holder conepxut B cedbe 00bekT Pivot (Touka ¢doxyca,
pacrmosoXeHHasi Ha IEPCOHAXKE), KOTOPBIN COAEPKUT KaMepy, pa3MEIICHHYIO Ha
HEKOTOPOM paccTosiHuM oT He€ u 00bekT TargetLook (HampaBneHue B3rsga
nepcoHaXka MpH BPAIIEHUH KaMepbl BOKPYT Hero). CKpUIT yrpaBiIeHUS
kamepoi 0ynet npukperieH k Camera Holder.

B kauecTBe OCHOBHBIX OOBEKTOB, C KOTOPBIMU IIPUJIETCS padOTaTh B CKPUITE,
OynyT kamepa, Pivot, mepconax Ha criene, Camera Holder u aiin
koHurypaunu kamepsl Camera Config, KOTOpBIN COEPKUT TaKKE ApaMeTPBhl,
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KaK CKOpPOCTb BpalleHUs, TpPaHUYHbIC 3HAUECHUS yIJia KaMepbl 110 ocu Y (BBEpX-
BHHU3), 3HAUEHHSI CKOPOCTHU TTOBOPOTA KaMEPhI IO OCAM U JIPYTHE.

s cozmanust mogo6HOTO (haiiia KoHGUryparuu HeoOX0IMMO CO3/1aTh
ckpunt CameraConfig u ykazarts nepej o0bsiBnenueM kiacca CameraConfig
ctpoky [CreateAssetMenu(menuName = “Camera/Config”)], a mocie
0OsIBNICHUS KJ1acca — Bce He0OXoIuMBble mapameTpsl. [locie 3Toro MoxxHo
BBI3BaTh KOHTEKCTHOE MEHIO HA)KaTUEM TTPABOM KHOTIKY MBI U BHIOPATH
Create — Camera — Config, a 3aTeM yCTaHOBHUTbH HYKHBIE ITApAMETPhI, KOTOPbIE
OyIyT UCIIOIB30BaThCS B CKpUNTEe KaMephl.I10g00HbIN MOaX01 3a1aHus
apamMeTpoOB KaMepPhI TTO3BOJISIET MPOU3BOIUTE OTIIAJIKY TIEPEMEIICHUS KaMEPhI
0€3 OCTaHOBKH OTJIAJKW BCETO MPUJIOKECHUS U Cpa3y MPUMEHSITH HOBBIC
3HaYeHus [2].

CKpUNT MOXHO Pa3/IeIUTh HA HECKOJIBKO YacTeH.

[lepBas: ycTaHOBKA MO3UIIMK KaMeEPhI. 32 3TO OTBEYAET (DYHKIIUS
HandlePosition, B KOTOpOii MPOUCXOAUT MOJTyYEHUE MTapaMeTpoB U3 Qaiina
Kourypanmu kamepsl ¥ IPOUCXOIUT UHTEPIIOIUPOBAHUE MEXKTY UCXOTHOMN U
M3MEHEHHOM no3uiuent Pivot u kamepoit asist 1IaBHOTO EPEMEIICHHS, TaK Kak
sTa ¢pyHkiui Bei3biBaeTcsa B pynkiuu FixedTick, koTopas B cBoto ouepenb
BbI3bIBaeTcA B PyHKkmu Update moCcTOSIHHO yepe3 onpeaeieHHbId HHTEpBall.
Kon ¢pynkuun HandlePosition npuBenen Ha pucyHKe 2.

void HandlePosition()

{
float targetX = cameraConfig.normalX;
float targetY = cameraConfig.normaly;
float targetZ = cameraConfig.normalZ;

Vector2 newPivotPosition = pivot.localPosition;
newPivotPosition.x = targetX;
newPivotPosition.y = targetY;

Vector? newCameraPosition = camTrans.localPosition;
newCameraPosition.z = targetZ;

float t = delta * cameraConfig.pivotSpeed;

pivot.localPosition = Vec 3.Lerp(pivot.localPosition, newPivotPosition, t);
camTrans.localPosition = Vector2.Lerp(camTrans.localPosition, newCameraPosition, t);

by
Pucynok 2 — ®ynknus HandlePosition myist ynpasieHus nepeMerieHns KaMepbl

Bropas yacts cogepxkumoro (aitnna ckpunrta — pynkuus HandleRotation,

KOTOpasi OTBEYAET 3a BpalleHue kaMepsl 1o ocsim. Kox pyHkimu npuseaeH Ha
pUCYHKeE 3.
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void HandleRotation()

i
mouseX = Input.GetAxis("Mouse X");
mouseY = Input.GetAxis("Mouse Y");
smoothX = mouseX;
smoothY = mousey;
lookAngle += smoothX * cameraConfig.Y_rot_speed;
Quaternion targetRot = Quaternion.Euler(®,lookAngle,@);
mTransform.rotation = targetRot;
titAngle -= smoothY * cameraConfig.Y_rot_speed;
titAngle = Mathf.Clamp(titAngle, cameraConfig.minAngle, cameraConfig.maxAngle);
pivot.localRotation = Quaternion.Euler(titAngle, 8, @);
¥

Pucynok 3 — ®yukuus HandlePosition mis ynpasnenuns BpamieHust KaMepbl

JIBM>KEHHE B CTOPOHY B3IVISIIa OCYLIECTBIIIETCS C IIOMOILBIO paHee
paccMmoTpenHol (pyHkunu nepeMeienus u ¢pynkuun FixedTick, kotopas Takxe
ynoMuHanach paiee. [loBopoT nmporucxoaut 6saroapss MHTEPNOIALUN BEKTOpa
HaIIpaBJICHUS JABM)KCHUS M BEKTOPA B3IUIsL1a KaMepbl. Peanu3anus npuseaeHa
HUDKE.

vold FixedTick()

{
delta = Time.deltaTime;
HandlePosition();
HandleRotation();
Vector2 targetPosition = Vector2.Lerp(mTransform.position, Character.position,1);
mTransform.position = targetPosition;
b

Jli1st Toro, 9TOOBI 3T (QYHKIIMH BBI3BIBAIMCH MIOCTOSTHHO, HEOOXOUMO
dynkuuto FixedTick Bei3Bath B pynkiun Update, koTopast co3maercs
aBTOMATHYECKH B MOMEHT CO3/[aHUsI CKPHUIITA.

B koHeyHOM pe3ymbTaTe Mmocie MPUKPETIICHUs] CKPUITa K 00BEKTY
CameraHolder u ycranoBneHus 3HaueHUs 17151 TyOJUYHBIX IEPEMEHHBIX TaK,
KaK 3TO MOKa3aHO Ha pUCYHKe 4, OyJeT nmojiydeHa paboTocrnocooHas kamepa oT
TPETHETO JHIIA.
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| |Camera Holder [_] Static

Tag | Untagged | Layer | Default

¥ .~ Transform ]

Pasition ] Y0 Z0

Rotation H|0 Y0 Z0

Scale ¥ 0.9009008 ¥ 0.9009008 Z 0.9009008
¥ |z ¥ camera Handler (Script) ]

Script CameraHandler

Cam Trans A Main Camera (Transform)

Pivot L Pivot (Transform)

Character A Biathlon_man (Transform)

M Transform A Camera Holder (Transform)

Camera Config Ll Camera Config (CameraConfig)

Delta 0

Mouse X 0

Mouse 0

Smooth X 1]

Smooth ¥ 1]

Smooth X Velocity [1}

Smooth ¥ Velocity [1}

Look Angle 1}

Tit Angle [1}

[ Add Component ]

Pucynok 4. — 3HaveHns myOIUIHBIX TIEPEMEHHBIX 00BEKTOB, TIEPEIaBAEMbIX B CKPHIIT KaMEPhI
CameraHandler
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