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PWARE: RS SCBRT R H LT Unity3D (1 android FHLIR G
Wit SR, BERII BT — 3R OB AT 7R & ReFHURPAC R N 2R 407k
FEERNV R TE SE AT, ARSI SR R R R AE R Be AL L TE AT, LA B =2 B il H,
ARTE U (R T BN LT o Wk, BRATTRT LA 8 BEF AL fik B T RE R0 AT
R FR AR AT J7 ) e, i EL AT DG SR REAT I AR D) e, FRATEX TR AT
TR, R RSO BRE, B CARES T BRI i R .

AFLL Android FHUNKRATT G, DEREBGHR AR mae /o8 B, WL T4
NFRIEHI TR AR L.

% 8 . Unity3D s FEEWEE

Abstract: The topic of this graduation is the design and development of android phone
racing game which based on unity 3d software , in order to design a racing game which
can be applied to smartphone and Tablet PC . when finished the graduation design ,the
racing model we create can run in the smartphone ,In order to achieve the
three-dimentional virtual technology better used in smartphone .When we play the
game ,we can use the
Touch function of the smartphone to change the direction of our racing model,
Also we can accelerate or slow down our racing model, we also use the collision
detection to the racing model, according to design the thesis, 1 am also experience the
technology processing myself.

This game use android as publish platform, in order to get knowledge
and improve our ability, to meet the demands of players have recived experience. The
game is positive and very fun.

Key words: Unity3D android racing game

1 Q909 #aRemz
© uml.org.cn



1. 5|5

L 1 BHRER

T 2 BEAARBOR DL BE TR B R R e, & 2% B 19 T LU0 e b
B RATHIALGE o Forb, AR — oy B 4 i AR O AN BERE R A T ORI XK %
At ATV B — T ) = ARG R A, = R AN AR R b A 5 FRATT A ok
iy, T H B 4 FAT— AR I SE R RE, A R R O B I FL B, TR R
T, PACRNG, R R A A i MR JE, N TEZ & T BT AL
TR R EALE, 2 0 = 4RI R BN RATH AR S, BRI T
TSR Sk 2, R T IRATH A0 . BLETRE T AL, PR Dy A 5
2 S BT AR I 2R e ik 2 T LI P — A+ B R AT SR .

A RN W BT 7 R Unity3D . Unity & — 20887 & i O & T
B, W—IT iR st it i o AL 7 o BN — A8 R i) Tl N
Unity 38615 1 448 20 /3 26 70 1) T 8 98K 3 2K 51 %5 . Unity3D & — /M ik
AR 2 & Ik TF R TR, & — A AT 84 1%l i ek 5] 4™

Rltk, FIH Unity3D Jf HZz& 2 H T &K T. A (PhotoshopCS3, Javascript
) MEATHERIT R, MR & KA SR — DY, Rk
TR s .
1.2 BIRRX

AR B H A 5T Unity3D ) android 4L 38 45 3 Xk B AR S2 B,
B 7E BDh B vt — 3RORT DL AT 7R B BE T HLAN P B R i b P 2 AR YRR, A ER L
Vit FE B, BT RLIE R T B i 5 T BE R A5 ) b Bh B SR R, DLIk B R
BRI H B W, W 2 5 T LA A T AL B @ R 1) A2 B
AW SR B AR N AT BE DT 1), (R A FRATT I AT LA IE I i s R e R A% o A 4
WP, fE/NEATHRE R B, AT HIAE — L AR R, JATTIE N B
Rl e Ao 0, S FRATT B0 /N B o 55 Al A B A ) AR R AR RS, T BSOR N B AT
AR B IS B FE GVl AR B T, T RAAE AT XS T AL X 7, T ## android
FHLWERR ) — B VR LR, R AT IR, 78 T 0 0 2o R v A 6 = 4 e iy 45 JR
ATTAS [ 1 45 AR 56
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R W T AR I8 I R B B TR, B T 3R 4 S U AR AE R T e X R
R ARF AR BIT 28 4 258 Uit X A% 0 A5 xR A B i A IR B R SE B o 58 B RT 38 AT 1R U XK
F i, AR BB K B RAL, 1E S TE AR A AR, DUES Bk kB A
(1 A% 565 U0 %K o
1. 3 &RLEH

RIE _FENBE TR FENE: 3 FVEMANE 7AW A
Unity3D, FEHEM—LIARLE S, —URFESS%, REX Unity3D BIRMTFE
A EERR A, B8 4 BEMARE 1R, BRI H AR, ERHIAES, Ui
ARA M. 28 5 B F TR YF TR TR SEIL, AHE terrain MBI TT, Wixkds st
WA prefab (G, FE 455 [ AR LK Rl B AS I (1) S 5 55 0 56 6 # b 4 S0tk AT —
N ERT PSRN

2. IREEANR

2.1 FARTERTFE

PL Unity3D NITKF G IR — K& KUk . Hil4E Hh — 50 5 0] % 58 2
T2 7 18 AT VL W PR X o 388 3 0] A OC BRI R & A B, X Unity3D i xR 51 A T
FRT M, e T AR ZRH TR AZ . X Unity3D H 75 2248 H 1) 9 4518
= JavaScript #AT% >, 4 JavaScript M %R, fE E KR FEKF AT DL
R R BT AR AR TR B AR IR A A, R I R DA R DR SE S R R R R
RS> 9 BL R LA B

(1) Tf# Unity3D V&, FEREMKCIEAREIE, AZE Unity3D &4 Th ek
[ 7E AN AE 7 i . RO T E 94 A 26 Unity3D “F & (19 5 R A 1, R Pt
N B BR A 22 .

(2) Vevh ek 2 T, X T 0 0 B A4 T e 1EAT 2240, B i kL IR Lk
Thees = FL0 A A& 1 T ae DA Ui xR BT b R i T ) XU

(3) WEWERANA, KRR EE, HREMXY R, BFME. 5845,
AL k. BRI EEREH R, FERE, BB EFEHNEMITREK.

(4) MW R B N2, 16 Unity3D Wl fEAHSCHR 4, AL HE 58 2 (17 3k 2
B, EWER TR, FRATAT D@ S T B ik B R 2R AT AR R .
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(5) I I, i1 00 P R dE AT S g A, kil X2 15 1R W s 1T,
R 8 B A RGN SHAT 16 DL, 3 A7 AE 1 17 8F KB . X T AN 5 48 i i)
S ) [R) 22 i I AR 220 18, R AR R die xR AR B A IR e i R U XK ZE R apk
RS B istT, RRE AN TIRE, BORETR A KRR, T A AT
DL F2 J6 2 A 80 T 58 B S T i

(6) MR LB Md R IEAT BB XSS . B4imEd P EiE
B, TR PR BRI 2R SO, ORGSR AT, il 8 B I 2
R 7 7L R i o 5 S8, B8RS 0 A9 AN B0 A AR

2.2 BIRBER

1) PR B

£ T X% B U A B Bt AR B X A R RN A, B 2R, I HR
7RG R BR8N A FEE . JIFRE 2 s B R PR A EROR .

(2) P R AR B

AR5 I 3R AR BT, BATTAE il X R AR rR O e kR AR R AT B
T, R A IRATT H E A T R, AR AT O I RR

2.3 FRHE

Photoshop

Photoshop /2 Adobe 2 & it T & 9 i 44 () B R AL BB 1 22—, SRR 3T 4
gwim iz . BARHAE. TSR, BB ST — Ak BE AR AL H A,
R K vwert N AN SE R Z 075 B % .

Photoshop CS4 4=#% Adobe Photoshop CS4 Extended . Adobe Photoshop /&
3 VNI S B 1) 38 P T 36 R BT EE . B Adobe A FIJF R . HLH P A 5
T, ThRESE ¥, TEReAR €, P L, fE LT P 897 & « AR B~ 7], Photoshop
#J2 e B~ T T H . Photoshop CS4 mJ LM H T oef /R 2 w5 &, ik
X Windows Vista {152 ¢, 4281 F )7 ST, Feature additions to Adobe Camera
RAW, PUHEH TH, Mgk, Wkm. GRIBGH . A LE . 7T E
WHSE, RO, B MESRE, B (B8 BHE, B
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B 3, Improvements to cloning and healing, 5 5¢ %411 32bit/HDR 37 £
(EZ, 2K, B2ERS5R%), hlns)”

A, 7% H Photoshop CS4 il 1F it #5714 () texture.

Unity3D

Unity J& —akis ¥ & KR IT K TR, IW—JF et a vt i & 148 H 1
o TEN—ANEEERM TN ERN A, Unity B8-S TIMEEE JEITM IR
58K [ UE AR 51 28 . Unity3D 72 — M bR AER 2 G 1R R TH, 2
— AN A E B L RR 5]

JavaScript i& &

Javascript & —Ff 1 Netscape (¥ LiveScript & J& i 3k [ R 54 4k 4k /& 1) 1 7]
MRS EURKX KRN ERE P AES, TEHREN T ERRS S
i, Hedn Perl, 5 BH A BE ) EE, DN P SR A SE RS 0 RO . 2 R
55 St S B EAT I, T MR A 218, R A 28. 8kbps, HiiE P IR
IR BII A K 2 . T2 Netscape 3l i #5 Navigator il A\ T Javascript, f2fit [
K 50 IE 1 B A T e

JavaScript J& — i T R A AR IK B I B A A N 22 4 1k 1K 2 7 i A 1
o MR —F ZHT & Web FFRMBIAES, & F K% HTML MW IT
ANNBhA T Re,  Heanm BN )& R ERYE . B i) M 52 W 1) Brendan Eich
Wi, £—MaEs. R, BRTFEMMIES, WEFI. JavaScript & Sun
AN FE EM bR . Ecma E BRLL JavaScript JyFEaliH] € T ECMAScript #5iE
JavaScript ] LA T H A&, WRS R imdwiE. 58N JavaScript LI
=7 ECMAScript, SCRA B, FAIFIL S .

Netscape A &) 7E & ¥ K H | A7 5 4y % 4 LiveScript 2K Netscape 7£ 5 Sun
E1E 2 5 ¥ H 2% 4 JavaScript. JavaScript #4152 Java 2 & i T 46 %), H
Mz —mia “F L2MG Java” , BHIGIEE ARz &b, —L AT a4 3
4 A Java. {H JavaScript (¥ 3 Z 5 i R M JE H Self A1 Scheme. JavaScript 5
Java PR EHJIEL, B MEN T EHEIES Sun A RE PP LHIEE R . N
TSRS, e H 1 IScript Sk AR JavaScript HFIIAE F . v 7 HH
P, Ecma [EHPr CH & NERM It EHHLEE <) €& 7 ECMA-262 Fr #E
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(ECMAScript). Hi7E % & 45 J& T- ECMAScript [ s28l . K& JavaScript /£ N %
TN RBIEAES, MAERNGEET AN R REIES R MEAL, H2
JavaScript H A JE# F & KR

2.4 BTN

MR 26 F: BE% CPU. 3G RAM. 3206 BEELH PC Ml
AR %A Windows 7 JE iR

3. Unity3D f& 4}

3.1 SRR

Unity3D #& i Unity Technologies JF & [ — ™1k Bu s A4 18 1 dn = 4EARIE XK
EHURTIAL . Seif =4ER i 2R B B N A 2 6 SR & Mo K TR, &2 —
AT A TR 51 % . Unity 2501+ Director,Blender game engine, Virtools %,
Torque Game Builder Z&F F A2 B 1B & BN B £ 07 M w28 1217
£ Windows HI Mac OS X T, A &Amii#k % Windows. Mac. Wii. iPhone 1 Android
P& o 0T LRI A Unity web player i & A1 9 00 3 3T HLIEXR » S FF Mac A1 Windows
Fy o 7 350 e

3.2 AR

(1) Z34 %% @I Unity &7 809 7 Fim, P R RLSE U A . X2
NHPTE T RER E . FEA XK gn FE L RE Rl DU fAO B — 4> 7 1 ik
Tot, WA T A NITIFEEA S R, JF HAR R A] LR S L,
WL T RERAFRE 7 E R g H AR, St BRI ROR

(2) BIRF A Unity SCFFPTAT 1 250 A 30, I BERT R EE 20 A0 O N F R PP
B A AR o A 0 A A R JPEG 4% XK & A mT LR %05 A\ Unity3D Ak AT 2
B, O o ) B AR S I AR

(3) —HE#E . Unity W DUEARAIERAEZ T E 2. MM File 4
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Build Setting ZhHg, W LLIEHRE IR KA 20427 & b, WIHEEER T R+
FrA, S8 I AE B AT BLR A 3 Windows “F &, B3 Android, i0S &%, Xf
F AW B R —— R A 21 37 4 L, Unity3D 5 2 AT DL5E 4 13 2 755K .

(4)iPhone LA & Android & Afi: Unity ik 2 @i 12 (0 3 0% T & B I 2 A 12k 1 15
o KIERRATX KNI L, B3 F & 1R A0 a] U 2 5 2 BRI 7
R, X N4 K Unity3D 1 R AR Ul 8 A% 0 B

(5) BAANAAL : Sl =4 BB IR G & A0 . AR . AR T, AT
FE LS AN 7 A, DAIE B A e SE N B AT 51 0 B SR

(6) A : Unity SZHF 3 P ASiE =« JavaScript, C#, Boo. 7% ) %
it e E B P T JavaScript & &, Unity3D X T JavaScript & & ) 3 £F
i 45 15 P B0 1) 4 3 7T LU AT e 1 58 BT 5 2 8 B9 BT A B SE3I .

(7) Unity BEER %5 #%: Unity 558 IR 55 28 52 — A B0 00 60, 45 hig A< 458 i) ¥ 7=
e AEARXS T3 5 V) E P AE .

(8) 3CHY: Unity NIRIEHLE D 48 T . SCRYFISER] 7 5. 7 4 4508 3] )
B, AT DL BT AR SR B, X — S AR E R BR K. B A G T
Unity3D XA INIRA TR, TS A 185 IR SEG T RIR NS HLZ )G,
T AR AR, AR % Unity3D [H 7 SE 1 A] BLER B AT LA
fih 25 55 38 1) 9 B2 e 1E U7 I .

(9) 100 FhEIEE & (2. unity FiA E & A5 QIUR .

3-1 Unity3D shader #4 i
(10) 2B Ja b ACR . unity S K21 2 5 Ja 2 PR 20K 25 1 4
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BlanpRe. BCERACR . R FEE R FEICR . ERIEREEN,

K 3-2 %%k shader 2k
(11) EEEYE 2. £ Unity3D L5 T 430 i vE Gy 2 o 5 1548 1 B DA
BTN R . JEG M AT it e 7 — 2™

® e
2 watton
@ ot
2 atatng
5 P -
WP e
O L]
® *m
W om
oo
P -
2 e
2 Comneny
T Coumt

u.“"l§¥1£_‘~.t

K 3-3 Unity3D 5| %

3.3 Unity3D ¥4

f£ Unity3D HHWEFZ S KA, BATH DL ERITX LR AR HATH
Unity3D It H w25, ARKIITAE 1 BATHIE I AN, AP ORI,
A NIRRT, AHFLAEA RO, ACERERE, H, BATHLERM E
PEAEHACETHNE AR E CIH T, R E SRR &K,
X AREHEAT AR R A8 A RN 2URRAT B R = b & . AEBAT B
Rl I A, AT 2T NS P OB bsHER UL tree creator R4,

Unity3D A B B8 A AR R B3 8 1 BA T s B TF AR it i HLAR T2 7 AT
ADITERIS ], S T IR R

8 CO@OP_  KiRemmE
= @ uml.org.cn



3.4 Unity3D KFiF&

Unity3D )R ANF & WA 20 0 H 6, B AT DU AR B fUi B s qT, ]
PARAR BN T E s AT, 587 )2 © R BLAAG 2 android FHLASERFHL EIH, X
R BIERE T FHLHER A BT RFNTT A, N =244 B AR FAL_ LT S 24 T —A
IR &, BRI AL, Bl ] LURAT 2 Pk U1 S0k, . exe U, A apk
A, AL swi SCHFEESE, BTEL, Unity3D YA AF 6 WO IRA TR AL IT A 3R T
Cikitd

4. PR S A BT
4.1 Y% H

ARV RN 1% B A& a0 R ST A T RE

(1) FE s M, A — M =407 BRI BCR

(2) F 45 v (P 458 B4 33k AT 7% 2 R 48 A DU

(3) 3 ¢ (R B S B KRR Bl 1) 250 2R

(4) Xof 373 55 Hp (0 /0N 2501 F A e AT 42 o8 e R
(5) X terrain BEAT AL B, AF HAF G L ARKHE

4.2 JRHAESR

AT G, BAT=E B W =4S, £ MmN T
RN IRE, AR EER, AR ALY, E£RENET, EATER
LLUE BIAN R, — DRI R, — AR RREGE R, B E L, 3ATH

A DAE R BE P AL i Br I AT B B8 R G Xk, AR ME £ AR HIE, FEEAE
FHAERET S5 AR AR AR, FENSITRS S RENRE.
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4.3 ARG W

Kl 4-1 FRERH

B 4-2 AR

Bl 4-3 1R
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B 4-4 i xR E 5 T

5.3 X% D RE I S B

5.1 REEAR I 5 SEE

PR BHIESCIER, fE S AL B, B — R R AR B e, KRR
AN RTINS T A BT o AR5 AE VRS I 20 UR 1 3% _E T, URES N
AR Xy I FE R A ) prefab. AR X B8 P ZE Al 3 14 75 o 80 4% LT

PERERE A A IR, 1 HfIARI%L T "Create Tree Colliders"iX M IEME . 75 M4
A EERLIRLE o XIS, ARER AR — AN A WA BT A, RIEE, JRATTNIRATH)
e IN— box colliders, i i, A8 AR /N 22 3 25 & A6 WAl

AR R ) — AN B R O Ty e g Al R T, DA /N 2R R 7S R LA R AR T RiE
i, REMBARKAET M, HZ RSN
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function OnColisionEnter(theColision : Colision)}{
if(theColision.gameObject.name=="Terrain"}{

Debug.Log("Hit terrain™);

telse if(theColision.gameCbject.name=="Wal"}{

Debug.Log("Hit the wal'™);

Pl 51 filf 48 46 0
5.2 terrain MR KA1
Ml terrain, EH create terrain, GE—NHLIE .

€ Unity - TankWar0.1.unity - TankWar - PC, Mac & Linux Standalone
File Edit Assets GameObject Component | Terrain | Window Help

Create Terrain
Import Heightmap
Export Heightmap
Set Resolution...
Mass Place Trees...

Flatten Heightmap...

Refresh Tree and Detail Prototypes

5-1 BB R
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R R ERIA AL AR 0, 0, 0, FRATVREEBGHLIAL B LAE KB S HTE .
WG s, FERII—/NMT%: GameObject->Create Other->Direactional Light,
A — A FAT IR .

A LMERUE X S 5 B2, AT DR e s B2, @ A% Intensity A
KBS

@ Unity - TonkWer0lunty Taokiae - PC, Mac & Linus Standalone” il
file Edit Assets GameObject Component Terrain Window Help

K 5-2 FEARHE AR

f£ inspector AR, BATHLUE PR ZBUGET, FATIEFER— I
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¥ Terrain Collider =
None (Physic Materi: ©

= New Terrain

—_omponent

& 5-3 terrain J& P45 M B
M T AR T+ RN BRARR 2B IR S T R FH AN FRAR, bR A2 2 3T, #%4F
shift §# F 7 it S PR A, ORI R B R

€ Unity - TankWar0dunity - TankWar - PC, Mac & Linux Standalone i G S
Fie Edit Assets GameObject Component Terrsin Window Help

5-4 MBI TP
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TATAT LA B8 DY AN I, IR BT . 5 T A R R FRATT AT LA
Unity H 7 LB 5, 76 Project MR 47 7, 4% Import Package, &L H [ Terrain
Assets, 5N Unity (A< EM . BINJG AT LT & & ST 25

ibient-Occlusion
A TankWward .1

K 5-5 HiEGE

I, RSV ERIEIR, &S Edit Textures, %63 Add Texture ¥ G

B, AR AR 2 IR LI T

Terrain

Grass&Rock

GrassS&KRoLk

TJexture 2D

12x512 RGB Compressed DX
170.7 KB
s/Terrain;Assets/Terrain Te

5-6 Ui YL ¢
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e T 2 5 BATE W] LU IR IN—3K A4 52, £ Scene TR B I AT LA I & — T 5T
Bl B2, RXMINEC AR TR RS

&) Unity - TankWarO:unity - TankWar - PC, Mac & Linux Standalone” el Gl
Fle Edit Assets GameObject Component Terrsin Window Help

Kl 5-7 M A I

FIHATALE, AT terrain DA FERL T, BT ERBNHLIAN, FRAT
Y ARIE AT LI FRATT I AR I — L8 grass, stone 2545, [F]IFFeA T AT DLF (L 44 b i A
FE KB FRATIT O ) prefab, — ANJEAS ) L AR AR 5 FE A Bl T .

5.3 LRI AR

b 2 B, ARTE B AT AR ZE BT i T A T S BlaX S, FFE AT Edit
Trees button->Add Tree. 7RG E BRI X HEAE
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0.0.0. Add Tree

Tree None (Game Obiject)
Bend Factor 0
o Please assign a tree

j Add |

Y

K 5-8 1 hA 1S AR
e 1 BRHE R AR & 1. dn SR URARER I — > MDA Sh - XU A 2 1 B3
R, IREAT LGS M RA AR a, ANl B AR L AR
BL, i HAER .

Trees

# Edit Trees

&l 5-10 3 hnm TR
FEARTIL TR REFIAY , 42T shift $2HJm mddtbri, w] DL

-ﬁ?Scene |
| Textured

5-11 LA L T A\
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5.4 FEZET5 A AR AN ok H SE IR

Standard asset H prefabs #1[¥] dua touchpads, IXf& &4 H 7 1 — Ml s# GUT
AL, FATAT A BB XM AT R, (R AR AT AT EEX e A B iR
FPEAT — 5 1 .

EATHTEH PIFE T 2 joystick, FATTFT T script U442 H (1 joystick. js AT T fi#,
Hrh IR FHE AR EORZ  IsFingerDown BRI, 3X > pRBHIAE FH 224 GUT 4 B 4%
AT 28] i P 3 [l — A RAEL, IR GUT 42l REREAE T 1

var pow = 0.45;

var yawnleft : Joystick;

var yawnright : Joystick;

var acceleration : Joystick;

var deceleration : Joystick;

var speed:float;

var roll = 80;

var player : Transform;

function Update();

{

var anglex = player.localEulerAngles.x;

var damp = Mathf.PI*anglex/180;

speed =pow+0.3*Mathf.Sin(damp)*Time.deltaTime;

player. Translate (0,0,speed);

if (yawnleft.IsFingerDown())

player.Rotate(0,-2,0);

if ((yawnright.IsFingerDown()))

player.Rotate(0,2,0);

if ((acceleration.IsFingerDown())&&(pow<=2.5))

pow+=0.3*Time.deltaTime;

else if ((deceleration.IsFingerDown())&&(pow>0.26))
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pow-=0.3*Time.deltaTime;

else if ((deceleration.IsFingerDown()) &&(speed>0)&&(pow<=0.26))
pow-=0.01*Time.deltaTime;

else if (speed>0.45)

pow-=0.3*Time.deltaTime;

else if (speed<0.45)

pow+=0.3*Time.deltaTime;

5.5 WRRE R AR

g, WATKCL 5 Unity3D ZFEEH AT K apk SCHEA& R, AR5 %
%= 3 android F#1_E [ FEAT E ALK

st File—Build Settings

Scenes In Build
v 1.unity

Add Current

Platform

&f, Web Player # Android

PC and Mac Standalone Development Build

Android

Player Settings... Build And Run

5-12 RAG S
miil Add Current WINAREIS 5. &y Switch platform PR VR HEAS unity
/NEIFRTE Android —47,  Ff i Play Settings.
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Per-Platform Settings

Settings for Android
Resolution and Presentatio
Icon
Splash Image

Other Settings
Rendering
Static Batching

Dynamic Batching

Identification
ifi com.ss.Producthame
1.0

1

Android 2.2 '"Gingerbread' (APT level ©

Use MativelActivity

Optimization
: MET 2.0 Subset
St el* Disabled

Enable 'logcat’ Profiler

* Shared setting between multiple platforms.

Publishing Settings

Kl 5-13 RATBE S

TR RIS . RAREE R EE . BN AR N %2
com.Company.Productname. ic.{EE4% Company S ) . R B & Company A LA
To MERAART . FAMRERE ARITLEAL . X EPEIRE R A apk XIF 12
TS R RIS . X BLERATIE S 2.3 & unity BAERE — A RAT I ARARA
IR FRIXA AR RACRS] 1. 51 unity AR A AR Android R Gt R4
WL ) 0 gk 2 i v

WE B AT LRI RAG T . sl Build 3241 . #imT U AR H apk SCHET o &
LESRARBITFHL, B apk SCHAFTRIINL B, BTN ETSAT, R kI, A1
i ) Unity3D 38 4237 4k ] LA android F4L LI IE1T 1
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6. 5455

MEENL BT E . AR5 B RS Bl B B2 5 ST R, X
LA R, B RGETFRWENRIEE 7 EERZIEAR, AR, &
W AHRFIE AR ARGAT TR, A 7 HEERNE 7 E, 3R A4E DY B 5 201 50
WA T A4, RIEART2UHA.

(1) %F Unity3D 2 > 4 &

KRG FERHM Unity3D #H47 R BEAHER KR, (2 Unity3D X T3k
Vi LB BE AR, KRR R %5 7 — 22 AR AR, R A — sy
7, XEEARINIEANBI R ET Y, AN EE TR AFAZ, vitE
) F Hp ST R B A B AT AR, DR b R i ) AN A [ AR I Rl AT R, AT AR
BT ASTE S E R, W RICE FAS B KRB AR X R KA T
HIN R AT T i

(2) B i1 SE B0 k4

VT, IR TR L JavaScript ZfEiE S, MRS EIFHA
TRAEmRERE. mENTES TRASBE - PMEIEPHIERE, RECE
e LK+ AR, &0 AR — AR S M Oy A R, DR IR AR R B
uhi b, QQ B KW AT ERE AT, ZIMATHEG TRR KK, £&)E KW
RO AR DLUE s — SRS T, XTI ARG TAEAE P e g
T R B K AL

(3) F& /7 & vk i Ak =

RO T RITE RS, BAERMIREAEN, RGHEHER 5Ll
4 BEE AR B AR o A UM T T A T 1A R X — AR ) 2
B4R IRAT R T A DI R A, PR SR AN S Ui R E BB A O e, BT DAE T
(I 3R R I R T R R AR “ AN 3 )L R A S A 1 St o R R R A E T
FELRLR IR M L% A IR T8 L, o) W 51 U0 XK A B R O o R X R RIS R
—EAR, kBRI, XM TR, BER T Mg R A, (H2
PRBS M — KR, g N I R R o M R Y o B IR R L Ui R R %
AR AE R B NCLB K, BRNAZEZEN EEMMARGIA, ik a5 nE
AU H SRR A b

SRR ML TR T T BRI G R R L A BE FT, X TR R SR R I AU BE O DA K
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i A 2% 07 BT IR TR AE s X LR RE FAE B LLJR I 5 3] AR P AR R 6 AN ] D
(K1, BB AR XA A — AN BB T ROK DU E R i & 2 % 1 . Bt A rpsk
2] TR Z 52 H— A B AR
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B4

VU 4F 1) K22 A2 i R AR, g —HE R st 2 1 Ha Ik, R30S 8lIX 8
WA G, R A4 7 RATE 2 AR R XERN DA
IS 7 27— A RURE A B0 AL 5 S I AT AR EDR 2P A
TAFBIAL . FHIR] 72U A 1.

KRR — i, AHEMRE R, fREEE R, MEwL, 22,
XA MRG0 H 7 BRI N W X A T f R AR . fE
B PR =7 DU 4 BB 25 A I i, et BT 3R A 20 B RS — IR U . X AT
Bk X KIER, JFEEREATEE, AhA1s T 3 B AN T k.

U A R Y K S B 2 B S ST IR s SR BT AT 22 R 3 DY 4 1 8 R
SR B 22 AL 8 SCHR B I —— RN T RO R AT S E K L T
SCREER RO B AN s AT Y 48 58 B R s 2RI I TR 22417 s O R =
Fs B DY 4 RO, S K S AE DU B 2R3 — DDA

23 Q909 #aRemz
© uml.org.cn



S Hk:

(1] 08, e e vh J8 A IMD . b5t AUBk Tk H ki, 2009.

[2] ZREREHEL. Wixk Rt (M. b5 Bhfg 7 H R AL, 2003.

[3] [3€]Richard A.Bartle Z&. Bit HEHMH SR (M. Ab5T: LRI B H T H AL, 2005.

(4] FRIGEEE . T xR 51 Z RSN 07 B BR BB 7 5 e 3 [T]. AR 885 118
1%, 2010.

(5] 2435, Bis xR R GEHIBIE 78 55 S8 [T AR 122 7R3, 2010.

[6] Bk, AR Wk Tl A IM]. Jba: 88 Tolk it 2007.

(7] B/, REAUI SRR IMD. A6t AL SC il i R 2 Rt 2005.

[8] AR, g H B IR —IuH 3D Web) [M]. dbmt: HaF Tl ARAE. 2011,

[9] William R. Sherman and Alan B. Craig. Understanding Virtual Reality: Interface,
Application, and Design. [M]. San Fransisco: Morgan Kaufmann, 2002.

[10] Unity3D  http://Unity3D.com.

[11] Martin Lister. Jon Dovey. Seth Giddings New Media: A Critical Introduction, 2009.

24 CQ@OQ_ KxiRmE
= @ uml.org.cn



