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var path:GameObject;

var flyPathCamera : GameObject ;

var mainCamera: GameObject ;

var text2d : Texture2D[ ] ;

var flag : boolean;
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IR WEZE First Person Controller:

function Start( ) {

path = GameObject. Find (" FlyPath" ) ;

mainCamera = GameObject. Find (" First Per-
son Controller” ) ;

if( path! =null )

i

flyPathCamera = path. Find (" FlyCamera" ) ;

!

flag = true;

}
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if ( !
( path&&flyPathCamera&&mainCamera) )
return;
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path. active = bActive;
flyPathCamera. active = bActive;

var animation ; Animation ;

animation = path. GetComponent ( " Anima-
tion" ) H
if( animation! =null )

%

animation, active = bActive;

if( bActive && ! animation. IsPlaying ( " Take
001") ) {

animation. Play( " Take 001" ) ;

| else if( ! bActive ) {

animation. Stop( ) ;

!
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function OnGUI ()

{

if(flag = = true)

3
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if ( GUIL. Button ( Rect (0, 0, 80,20), text2d
[01))1

// B AT B 3h RS ActivePath,
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ActiveFlyPath( ) ;

!

flag =false;

} else |

if ( GUL Button ( Rect (0, 0, 80,20), text2d
[11))4

ActiveFlyPath( ) ;

}

}
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var MouseSense =5 ;

var DistanceMin =5

var delta =0;

// THAN RS ESHRARE

if (Input. GetAxis ( " Mouse ScrollWheel" ) !

{
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if (normalDistance? > = DistanceMin)

{

/BT RN EEE,

delta = Mouse. Event. wheelDelta/120;

// RN TR A TR

/718 LR ARG EE

if(delta >0)

normalDistance — = Input. GetAxis ( " Mouse
ScrollWheel" ) * MouseSense;

} else|

// KRBT BirHThEE

normalDistance + = Input. GetAxis ( " Mouse
ScrollWheel" ) * MouseSense;

!
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if (normalDistance < DistanceMin) {

normalDistance = DistanceMin;

!
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newpoint
var newpoint ; Vector3. zero;
if(Input. GetKeyDown ( KeyCode. Mouse0) )
f
newpoint = hit. point;
!
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var meshl ; GameObject ;
function Start( )
{
meshl
= Instantiate ( Resources. Load( " model” ) ) ;
//IMEARER
mesh1. transform. position
= Vector3
(newpoint[ 0] , transform. position. y,
newpoint[2]) ;
//FTER AR, I RS IA K
Destory ( transform) ;
f
function Update ()
{
renderer. material. mainTexture
= Resources. Load( " pic" ) ;
// A R
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Simulating Design of Indoor Wandering Based on the Unity3d

GAN Jian-song
(Jiangsu Finance& Economics College of Vocational Technology , Huaian Jiangsu 223001, China)

Abstract: Along with raoid development of the 3d virtual reality technology, the 3d engine played the key role without doubt in
this domain. Simultaneously uinty3d might also nest many kinds of development languages which enable it to obtain the approval
in the VR project. 3Dmax was introduced as the modeling and mapping software and unity3d was used as development platform,
and the key technologies to construct the virtual indoor wandering and interior design system were demonstrated, such as accord-
ing to the specified path, using the mouse wheel dynamic observation object, updating and deleting the viewport object and dis-
playing Chinese font without installing font.
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