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Virtual Roaming System Based on Unity3D s
ZHU Hui-Juan
(Zijin College, Nanjing University of Science and Technology, Nanjing 2100216, China)

Abstract: The campus virtual roaming system is the important content of the university information system
development strategy, the virtual roaming system is applied in every field of our lives. Take a college as virtual space,
the system based on Un|ty3D platform is constructed by using 3Dmax to build the scene, taking JavaScript and C# as the
programming tool" to |mplement the function of interaction. Through the integration with html, the virtual campus is
established. This system has three-dimensional navigation function and good interactive experience. It is convenient for
consumers to require information about the college. Through this experiment, it is proved unity3d is a very useful tool
for designing a virtual platform.
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function Update () {

if(Input.GetKey(KeyCode.W)){

transform. Translate(Vector3.forward *

Time.deltaTime * -speed);}

}
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function OnGUI(){
if(menuShow==false){
return;}
if (GULI.Button (Rect
(Screen.width/2-30,Screen. I\eléthZ -50, 80, 30
)" BB A >
print ‘Y(pu clicked the button!");
\ ALppIicati'on.LoadLeveI(l);
« ©  menuShow=false;
3
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function OnCollisionEnter(obj:Collision){
Debug.Log(obj.gameObject.name);}
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function OnGUI () {
bX=centerObject.transform.position.x * mapScale;
bY=centerObject.transform.position.z * mapScale;
bX=centerObject.transform.position.x * mapScale;
bY=centerObject.transform.position.z * mapScale;
GUI.DrawTexture(Rect(mapCenter.x-32,mapCenter.
y-32, 64, 64), radarBG);....}
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function Update(){

if(getcamera.cameral.enabled==true){//centerob

jectselect centerObject=GameObject.Find("Aut
oCameral);} . -
change=Time.reaIEimeSincéStértup;}

MnARAR, B4 & C IX:
if(transform.position.x>(transform.position.z-19
42)*-0.903&&(-337-transform.position.x)>(tr
ansform.position.z-1942)*-1.0983){
GUI.Label(Rect(Screen.width*(1f/2f-150f/scree
nw), Screen.height*50f/screenh,
Screen.width*300f/screenw, Screen.height*100f/
768f), "2E A qE A C X))
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if(buttonshow==true){
if(GUI.Button (Rect (Screen.width*(1f-120
f/screenw), Screen.height*(1f/2f-250f/scree
nh), (Screen.width*120f/screenw), (Screen.h
eigh t*50f/screenh)), "R ITFR"){
soundshow=Isoundshow;}}
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