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Ballistics in the game is carried out by two productions: 1) visual; 2)
mechanical. When creating a shooting in a visual way, objects are used (for
example, a sphere). In this case, standard physics shoots Unity3D, which does
not allow fast because of speed, and flies through various other objects about
high speeds. Because of this problem, developers use the second method.
The way out of this situation, the proposed script with which the shooting
becomes more realistic. This script should answer the following questions:
How is the shooting? Is there a collision? How is the calculation of the
damage coefficient.

banmucTrka B UTpax OCYIIECTBISETCS ABYMS CITIOCOOAMH :

1)Bu3yainbHasg;
2)MexaHu4ecKas.

[Ipu co3manuu CTPenbOBI BHU3YaTbHBIM CIIOCOOOM  HCTOJIB3YHOTCS
npeamMeTei(Hanpumep, chepa). B atom ciyyae ctannaptHas pusuka cTpenbObl B
Unity3D He ycneBaeT cpabaThiBaTh M3-32 CKOPOCTH, U MPEIMET HA BBICOKHX
CKOPOCTSIX TPOJIETAeT CKBO3b pa3jM4HbIC Apyrue npenMervl. M3-3a Takoid
po0JieMbl pa3pabOTYMKU UCTIONB3YIOT BTOPOI CIIOCOO — € MTOMOIIBIO JTy4eil.

BeixomoM #3 JaHHOW CHTyalud TPEIJIOKEH CKPHUMT, C ITOMOIIBIO
KOTOPOTO CTpenbda CTaHOBUTCS Oosiee peaTucTUUHOM. JlaHHBIM CKPUIIT JOJKEH
oTBe4aTh Ha clienyromue Bompockl : Kak mpoucxomutr crpensba? Ecth s
koyutn3usi? Kak unér pacu€t koadduimenta yposa.

[TpuBeneHHBIN HUKE CKPUNT (prc.l) OTBEUaeT Ha BBINIE MOCTABICHHBIC
BOIIPOCKI. BBIMyIeHHBI 00BEKT JIETUT TIO HaBECHOW TpaekTopuu. HezaBucumo
OT CKOpPOCTH IOJIETA o0beKTa mpoucXoAuT Koum3usa. Jlns pacuéra
kKod(huIreHTa ypoHa UCTOIL3YIOTCS KPUBBIC, UTO 3aBUCST OT PACCTOSHUS, UTO
MpoJieTeNl OOBEKT, K MPUMEPY, OOBEKT KOTOPBIM BBEIMYIIEH H Cpa3y XKe
CTOJIKHYJICSI C IPYTUM OOBEKTOM HAHECET OOJIbIIIE YPOHA, UeM OOBEKT, KOTOPBIi
ObLT BBIMYIICH W TPOJETEN N0 HWHOTrO OOBEeKTa n-oe paccrosHue. Jlms
peanm3anuu moyiéta TpeOyeTcsi BO BpeMs MOoJETa OObEKTa CYUTATh TEKYIIYIO
MO3UIMI0 O0BEKTa B TMPOCTPAHCTBE, a TAaKKE CUYUTHIBACTCS MPEABITYIIast
no3uist 00bekTa. M3 mpeasiaymeid mo3uIuu 00beKTa CYUTHIBACTCS TTOTAN JIH
BBITYIEHHBIN O0BEKT B Apyroil. J[aHHBIN ckpUNT HanboJIEe CX0XK CO CTPEIBOOI
B PEAIbHOM KU3HHU.
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void Awake ()
{

Invoke ("DestroyNow", TimeToDestruct);

rigidbody.velocity = transform. TransformDirection(Vector3.forward * StartSpeed);
PreviousStep = gameObject.transform.position;
StartTime = Time.time;
CurrentDamage = Damage;
if(RandomDamage)
CurrentDamage += Random.Range(minRandLimit, maxRandLimit)
Keyframe[] ks;
ks =new Keyframe [3];
ks [0] = new Keyframe (0, 1);
ks [1] = new Keyframe (StartPoinOfDamageReduction / 100, 1);
ks [2] =new Keyframe (1, FinalDamageInPercent / 100);
DamageReductionGraph = new AnimationCurve (ks);

}
void FixedUpdate()

Quaternion CurrentStep = gameObject.transform.rotation;
transform.LookAt (PreviousStep, transform.up);
RaycastHit hit = new RaycastHit();
float Distance = Vector3.Distance (PreviousStep, transform.position);
if (Distance == 0.0f)

Distance = 1e-05f;
Debug.Log(Distance);

if(Physics.Raycast(PreviousStep, transform. TransformDirection(Vector3.back), out
hit, Distance * 0.9999f) && (hit.transform.gameObject !=gameObject))
{
Instantiate(particleHit, hit.point,
Quaternion.FromToRotation(Vector3.up, hit.normal));
SendDamage(hit.transform.gameObject);

}

gameObject.transform.rotation = CurrentStep;

PreviousStep = gameObject.transform.position;

h
void DestroyNow ()

{
DestroyObject (gameObject);

}
void SendDamage(GameObject Hit)
Hit.SendMessage (" ApplyDamage",

CurrentDamage * GetDamageCoefficient(),
SendMessageOptions.DontRequireReceiver);

Destroy(gameObject);
}
float GetDamageCoefficient()
{

float Value = 1.0f;
float CurrentTime = Time.time - StartTime;

Value = DamageReductionGraph.Evaluate(CurrentTime / TimeToDestruct);
return Value;

H
Puc.1 — 6annuctuka cTpenbObl
BoiBon. M3-3a HekauecTBeHHOU (U3UKHM CTpeiabObl B unity3D meTomom
CO3/IaHUSI C MOMOIUIBI0 BU3YaJbHOIO Croco0a, Hanbosiee JydlliuMU BapuaHTaMU
OyIyT HCIHOJIb30BaHUE Jyyed (YTO MMEET HEKOTOPhIe€ HEIOCTATKH), a TaKXKe
MIPUBEJICHHBIN BBIIIE CKPUIIT.
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