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BBEJIEHUE

[IpoexkT siBisieTcs 3aka30M KaeAppl, YUTAIOMIEH TUCHUIUIMHY « DIEKTPOTEXHUKAY.

Ha paHHbII MOMEHT BpeMeHM pa3paboTKa CHUMYJSATOPOB JIaOOpaTOPHOIO
00OpyIOBaHUSl JTOBOJBHO aKTyallbHA, MOCKOJIBKY CHUMYJISIUS TO3BOJSIET COKPATUTh
pacxoabl JIEHEr W MAaTEepUaJOB HAa MPOU3BOJACTBO U OOCIyXMBaHHE aHAJIOIOBOIO
00Opy/OBaHUs, a TaKXKe IMO3BOJSET SKOHOMHUTb W JIy4YIle PACHpeNeisTh BpeMs AJis
IIPOBEICHUS JTAOOPATOPHBIX 3aHATUH, OOECIeunBasl KaKJI0T0 CTYJI€HTa CBOMM JIMYHBIM
CTEHJIOM.

[ToMmuMo »3TOrO, BUpPTyanIM3alUUs JIAOOPATOPHBIX PAOOT YMNPOIIAET Y4YEOHBIN
IpOLECC Ul CTYJCHTOB, HAXOAALIUXCS Ha 3a09YHOM OOYUYEHHH, a TaKKe IO3BOJISIET

IPOBOJUTH JabOpaTOpHbIE padOTHI BO BpEMS KapaHTHHA.



1 AHAJIMTUYECKHI OB30P AHAJIOTOB

CyuiecTByIoIME HA JAHHBIT MOMEHT CUMYJISITOPBI JEKTPUUECKUX LIETIeH, TaKkue
kak Proteus, Jigrein, Spice Simulator u mogo0GHbIe UM HE COOTBETCTBYIOT TPEOOBAHHIO
3aKa3urKa, TOCKOJIbKY MHTEp(]EiC ITUX MporpaMM He OTpakaeT BHEITHUHA BU] TPUOOPOB
crenaa. M3-3a 3TOro CTy/lE€HTaM CII0)KHEE BBIMOJHATH JTaOOpaTOpHbIE pabOThI, TaK KAk
METOMYCCKHE YKa3aHUs MOIpa3yMeBaIOT paboTy ¢ peaqbHbIM CTeHI0M. EquHCTBEHHBIM
aHAJIOTOM SIBJISICTCS CUMYJIATOD, pa3paboTaHHbIi KoMmanuei Jladocue [1].

Buptyansabiii  nmabGopaTopubiii  komiuiekc  Jlabcuc  umeer  uHTepdeiic,
COOTBETCTBYIOIIMI BHEIIHEMY BUJIy PEATIbHOTO YYEOHOTO CTEHIa « DIEKTPOMEXAHUKAY.
Tpenaxép oOecrieunBaeT BBIIOJHEHHE JIAOOPATOPHBIX PA0OT € IEMAMH MOCTOSHHOTO
TOKa Y TIO3BOJISIET CTYJIEHTY B3aUMOJEHCTBOBATh C BUPTYyaIbHBIMU MpuOopamu. OIHAKO
B INOCTPOEHUU 1IETIEH MPUCYTCTBYET OTPAHUUYCHHUE.

JIaHHBI CUMYJSATOP HAET BO3MOKHOCTH 3aIlyCKa TOJBKO TE€X LENEel, KOTOpbIE
MPUCYTCTBYIOT B METOJAMYECKUX YKa3aHUSAX W 3apaHee 3aJ0KEHBI B KOJ MPOrPAMMEBI.
Cumynsiust 1 pacu€T MPOU3BOJIBHON LENU SIBISIOTCS HEBO3MOXKHbIMU. [TosToMy ecimn
MOSIBUTCA  HEOOXOJUMOCTh PAaCHIMPUTh WJIM U3MEHUTh Yy4yeOHOe rmocobue K
1abopaToOpHBIM paboTaM, TO MOTPeOyeTCsi OOHOBIICHUE MPOTPAMMBI.

BuemHuii BuI BUPTyaJIbHOTO aHajora mpenacraBieH Ha pucynke 1.1. Jlns
OTOOpaXeHUs TMPUOOPOB HCHOJB3YIOTCA TPEXMEPHBIE MOJEIU. ITO TMOBBIIIACT
MUHHUMAaJIbHbIE TPEOOBAHUS K CUCTEME, Ha KOTOPOM 3aIyCKaeTcs CUMYJISTOpP. B cBsi3u ¢
9TUM, CTYACHTHI, 00JaJaroIINe MaJOMOIIHBIMU KOMIBIOTEPAMU, MOTYT HCIBITHIBATH

TPYJHOCTH HpU padoTe.



Pucynox 1.1 — BupTyanbHblii 1a00paTOpHBINA KOMILIEKC

OcCHOBHBIE MPEUMYIIIECTBA!

— wuHTep(delric COOTBETCTBYET BHEITHEMY BHIY PEaIbHOTO CTEH/IA,
— BCTPOCHHBIC METOIUYCCKUEC YKA3aHHMS.

OCHOBHBIE HEJIOCTATKH:

—  HEBO3MOXXHOCTH CHMYJISILIMM ITPOU3BOJIBHBIX IICTICH;

—  CJIOXKHOCTBH MacIITaOMpPOBaHUS;

— Harpy3ska rpaduyueckoro mporeccopa TpEXMepHOU rpaduKom;

— CJIOJKHOC YIIpaBJICHUC.
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2 BBIBOP CPEJICTB PA3PABOTKHU U OTIPEJEJIEHUE TPEFOBAHUI

2.1 dyHKIMoHAIBHBIE TPeOOBaHUS

— BO3MOXXHOCTh KOMMYTAIIH KJIEMM Ha CTEH/IC;

— pacy€T CcUIbl TOKA, MPOTEKAIOLIEro 4Yepe3 3aJaHHbId d3JEMEHT Ienu, |
HaIPSHKEHUST MEXKTY ABYMS BEIOpAaHHBIMU TOYKAMH B CO3AaHHOU AJICKTPUIECCKON IIETIH,

— pe3ynpTaThl pacy€ToB JOJDKHBI OBITh OTOOpPaKEHBI HA H3MEPUTEIbHBIX
YCTPOUCTBAX;

— yIOpaBJICHHE MOJOKEHUEM KaMephl;

— H3MEHeHue MacmTaba kamepsl 1 YA00OHOTO CHATHUS MTOKa3aHUi ¢ mpuboPoB;

— HHU3Kasl Harpy3Ka Ha Pecypchl CHCTEMBI.

2.2 HedyHnkimonaneHbie TpeOOBaHUS

— BHEIIHUN BHUJI CUMYJISITOpPA JOKEH COOTBETCTBOBATH PEAIbHOMY CTEH/IY;

— HHJUKATOPBI CTEHJIA JOJHKHBI OBITh JIETKO YATAEMBI.

2.3 Br16op ¢peiiMBopKa it CUMYIISITUN

Cumynsanus pabOThl CTEHIA MOJIPa3yMeBaeT CO3/IaHUE U PACUET IIIEKTPUIECKUX
Hernen ¢ MmoCIeqyNIMM BbIBOJOM pe3ynbTaroB. Jlist atoro Obl1 BbIOpaH (peiiMBOpPK
SpiceSharp, ocHoBanubiii Ha Spice Simulator, paspaboranusiii B Kamudopuuiickom
YHUBEpPCUTETE bepkin.

SPICE siBnsieTcst oOMIENPUHSTHIM CTAaHAAPTOM B CUMYJISIIMH AJIEKTPUUECKUX CXEM,
4TO JIejaeT ero xopomuM Bbioopom [2]. B SpiceSharp Obiin ucripaBiieHbl HEKOTOPBIC
OLITMOKU OPUTHHAIEHOUW OnOMHoTeKkn. OpeiMBOPK MMEET AOCTYMHYIO JOKYMEHTAILUIO U
oOydJarorye maTepuaibl B JIOCTATOYHOM KOJM4YeCcTBEe. Takke OuUOIMOTEeKa HMEET
BO3MOYKHOCTh CUMYJISIIIUM LIETIeH mepeMeHHoro Toka [3].

2.4 Bp106op cpenbl pa3paboTKu

[TockonpKky oOmHUM U3 TpeOOBaHWU 3aKa3yuka SBIACTCS OTOOpakKCHHE B
CUMYJISITOpE MOJTyJIeH cTeHAa, HEOOX0AMMO BBIOpaTh CPEJICTBO, MO3BOJISAIOIIEE paboTaTh
¢ rpadukoii. [yt 3TUX 33724 CYIIECTBYIOT CpPeIbl pa3paboTKh KOMIIBIOTEPHBIX UTP.

Cpena pa3pabOTKM KOMIIBIOTEPHBIX WIP — 3TO MPOrpaMMHOE OOecredeHue,

KOTOpOC o0OecreunBaeT OCHOBY OJId CO3daHUs IMPHIIOKCHMUA. On npeaACTaBIACT coOoi
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KJIFOUE€BOM KOMIIOHEHT, KOTOPBIN MO3BOJIAET pa3padOTUUKaM Peaiu30BbIBaTh CBOU UJIEU
U 33JyMKd B XHU3Hb. JlaHHOE mporpamMmHoe oOecreueHue SIBISETCA IEHTPATbHBIM
AJIEMEHTOM, KOTOPBIN oOecreunBaeT (PyHKITMOHATBHOCTh M BOBMOYKHOCTH JIJISI CO3JaHUS
BUPTYaQJIbHOTO  IMPOCTPAHCTBA, C KOTOPBHIM TMOJb30BATE€IM CMOTYT CBOOOJIHO
B3aUMOJECHCTBOBATD.

Jlnis nocTrKeHHs 1iefiel B paMKaX BBITYCKHOW KBaJIM(DUKAIIMOHHOW paboThl OBLIO
HE0OXO0IMMO BBIOPATH CPey, COOTBETCTBYIOIIYIO OCHOBHBIM KPUTEPHSIM:

— XOpolIIo pazpaboTaHHask JOKYMEHTAIIHS;

— HUBKUN MOPOT BXOXKJEHUSA — OIEHKA HEOOXOIWMBIX 3HAHUU JIsi pabOThI C
BBIOpaHHOM TUIAT(POPMON;

— TOAAEPKKA M HAIMCAHWUE CKPUINTOB Ha s3bIke CH#;

— IIUPOKHUN UHCTPYMEHTAPHUU.

Br160op cpenbl pa3pabOoTKu il KOMIIBIOTEPHBIX UT'P OOYCIOBIIEH TEM, YTO TAKOE
nmporpaMmMHoe obOecrieueHne oobsierdaeTr padboTry ¢ 00bekTaMu U rpaduKod, YTO
CYILIECTBEHHO yNPOIIAET MPOIIECC pa3pabOTKH.

B nmanHO# OoTpaciu CymiecTByeT OTPOMHOE MHOXKECTBO Cpe/l pa3padOTKH, Cpeau
KOTOPbIX HamOojbiiee BiausiHue okasanmu 4A Engine, Amazon Lumberyard, Anvil
Engine, AppGameKit, Box2D, Clickteam Fusion, Cocos2d, Construct, Creation Engine,
CryEngine, Dark Engine, Decima, Defold, Frostbite, GameMaker, Godot, Havok Physics
/ Destruction, Hero Engine, id Tech, Infinity Engine, IW Engine, LibGDX, Panda 3D,
Phaser, RAGE, RPG Maker, Source, Spring, Unity, Unreal Engine, Urho3D.

BOJBIIMHCTBO TMEPEYUCIIEHHBIX TMPOrPaMM SIBISIFOTCS Y3KOHANPABJICHHBIMU U
npeHa3HaYeHbI TOJIBKO JJIs CO3/IaHUsI BUIeoUurp. Takke HEKOTOPhIE CPEebl HE CIIOCOOHBI
paboTtath ¢ TpEXMEPHOI rpaduKOu.

s pacemotpenus 6butH BeiOpanbl CryEngine, Unity u Unreal Engine, Tak kak
OHM HE OIpaHUYEHBI Y3KOU Crienuanu3aiueid 1 MOTYT UCIIOIb30BaThCA JUISl Pa3IMYHBIX
LETICH.

Unity u Unreal Engine — aBe Han6oJiee 4acTO UCTOJIb3yeMbIE CPEJIbI I CO3/TaHUS

npuiokeHu nian urp. OHu ObUIM pa3zpaboTaHbl KaK Jisi HAUMHAIONINX pa3paOOTUYHKOB,
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TaK U JJis IpodecCuoHasioB. 3-3a 3TOro OHM CYUTAIOTCA OTJIMYHBIMU JIJIsl HAUMHAIOIINX
U ipo(eccHoHaNbHbIX Pa3pabOTUYNKOB.

Unreal Engine (UE) — »T0 mporpamma s co3maHus wurp. V3HadanbHO
pazpaboTaHHass 11 KOMIBIOTEPHBIX WUIP OT TNEPBOro JMIA, C TEX TMOp OHa
WCITOJIB30BAJIaCh B PA3IMYHBIX UTPaxX W ObLIa MPUHSATS APYTHUMH OTPACISIMH, B TIEPBYIO
ouepeab KHHOMHAYCTPUEH M TEIEBU3HMOHHON MHAycTpueil. B Heil MoxkHO paboTrath C
MepCoHaKaMHu, JIOTUKOH, GU3UKON U rpadUKOM UTPHI.

UE pa3spaborana kommanusi Epic Games it cBoeit urpsl moa HazBanuem Unreal,
U TOCJIe 3TOro ImporpaMma craja mnomyssipHa. E€ OCHOBHOE OTiiMuHMEe — XOpollas
ontumuzanusg: UE co3gaBanics HE Kak OTHAENBbHBIM KOMMEPUECKHMU MPOIYKT, a Kak
pabourii HHCTPYMEHT, B OpHEHTHPOBaH OH Ha 3D-urpel [4]. Ha pucynke 2.1 nmoka3an

untepdeiic Unreal Engine 5.

Pucynok 2.1 — UnTepdetic Unreal Engine
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JlocTonHcTBa:

— 0OoJBIIOE COOOIIECTBO;

BBICOKasI KPOCCIUIaT(OPMEHHOCT;

— IIMPOKUH aCCOPTUMEHT MHCTPYMEHTOB JJIsI Pa3IMUHBIX IICIICH;

—  BEJMKOJIETHOE Tpa)uyecKoe perieHue.

Henocratku:

— BBICOKHE MUHUMaJIbHBIC TpeOoBanus k [1K pa3paborumka [5];

—  BBICOKHH TTOPOT BXOXKICHUS;

—  MaJIblii BBIOOP TOTOBOTO MHCTPYMEHTAPHS B O(UIIMATIEHOM Mara3uHe.

Unity — cpena pa3paboOTKM KOMIBIOTEPHBIX WTIp, pa3padarbiBacMas W
nojnepxkuBaemas komranued Unity Technologies. Ilporpamma mo3BoJisieT IHUCaTh
CKpHUIITHI Ha si3bIKax JavaScript u C#.

[Tpunoxxkenne Unity — 3TO MHCTPYMEHT, KOTOPBIM €XKETHEBHO IOJB3YIOTCS
OTIBITHBIE Pa3pabOTUMKH, a TaKXKe OJWH M3 HaubOoJee OCTYMHBIX UHCTPYMEHTOB JIJIS
HOBMYKOB. Jlo  HemaBHEro  BpPEMEHH  YEJOBEK,  PEUIMBIIMNA  HAYYUTHCS
IPOrPaMMHUPOBAHUIO UTP, Cpa3dy Ke CTAJIKUBAJICSI C MHOXECTBOM CEpPbE3HBIX
MPENsSTCTBUN, B TO BpeMsi Kak MHCTpyMeHT Unity MO3BONMII 3HAYUTEIHLHO OOJIETYHTH

YKU3Hb HAaUMHAIOIIUM pa3padotunkaM [6]. Ha pucynke 2.2 nokasan unrepgeric Unity.

- 8 x

Pucynok 2.2 — Uuatepdeiic Unity 2021
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JlocTonHcTBa:

— O4YEHb OOIIMPHOE COOOIIECTBO;

— OecmuiaTHoe ydueOHOe mocobue Ha BeO-caiite Unity;

— xpanunuie pecypcoB Unity jyuist OecraTHBIX UTPOBBIX PECYPCOB;

— HU3KUHU OPOT BXOXKJICHUS,

— BO3MOJKHOCTb JOTIOTHCHHS (yHKITMOHAIA,

— BO3MO’KHOCTb UCIIOJIb30BaHUSI CUCTEM KOHTPOJISI BEPCUH;

— Ype3BbIYAIHO MPOU3BOAUTENIbHBIN BU3YaIIbHBIN pabouuii mpoiiecc;

—  BBICOKas KpOCCIIaThOPMEHHOCTB;

— HU3KHE CHCTeMHBIE TpeOOBaHUS K TIEPCOHATHLHOMY KOMIIBIOTEPY IS
paspabotku [7];

—  OOJIBIIION BBIOOP KOMMEPUYECKHX JIMIIEH3UH ¢ (PUKCHPOBAaHHOM orutaToii [8].

Henocrarku:

— OrpaHMYEHHAs MOJJIEP>KKa MOJIb30BaTENeH CTaHIAPTHON JIUIICH3UU;

— TPOIIECC CO3/IaHUs MPUIOKEHUS OTHUMAET OOJIBIIIOE KOJTUYECTBO BPEMEHH,

— He camoe nepenoBoe rpaduueckoe pemenue B cpaBuennu ¢ UE.

[Tomumo Unity u Unreal Enigne 5, ecth 4yTh MeHee pacmpoCTpaHEHHAS

nporpamma CryEngine.

CryEngine — mporpamMma, co3ianHas Hemerkoi kommanuei Crytek B 2002 roay u
NIepPBOHAYAIBHO UCIIOIb3yeMas B Urpe oT nepsoro ymna Far Cry [9].

[lepBoHavyasibHO OHa ObLIa TMOJHOCTHIO IUIATHOW, a OecruiaTHas Bepcus ObLia
JIOCTYTHA TOJIBKO 00YYarOIIUM YUPEKISHHUSAM 711 O0yUeHUS MX YYEHUKOB U CTYICHTOB.
Ho B 2016-M roy cTpaterusi pacupocTpaHeHHs TporpaMMbl TOMEHsIachk. Teneps oHa U
cpeactBa pazpabotrku urp or Crytek aocTymHbl aOCOJIOTHO BCeM O€CIUIaTHO J10
JOCTH)KEHUS I0X0I0B Pa3pabOTYMKOB ¢ MporpaMmmHoro rnpoaykra ceeiire 5000$ [10]. Ha

pucynke 2.3 nokasan unrepgeiic CryEngine 5.
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JlocTonHcTBA:

X
TER Y

Pucynok 2.3 — UuaTepdeiic CryEngine 5

-

— MHOTHE UHCTPYMEHTBI IOCTYITHBI Cpa3y MOCJI€ YCTAHOBKHU co(Ta;

— mporpamMmMupoBaHue Ha si3bike C#;

— HH3KHE CUCTeMHbIe TpeboBanus [11];

—  BEIIMKOJICITHOE TparuecKoe PelicHHe.

Henocrartku:

— HeOOJIBIIIOE COOOIIECTBO;

—  OTCYTCTBHE XOPOIIEeH TEXTOAACPIKKH;

— CJIOKCH B OCBOCHHUH,

— TPYAHOCTH IpHU paboTe C HUM, BOZHUKAIOIINE M3-3a CJI0KHOCTU COOPKHU.

B Ttabnumne 2 mnpeacTaBieH CpaBHUTENBHBIN aHAJIM3 pPAacCMAaTPUBAEMBIX CpEJ

pa3paboTKu, HA OCHOBE BBIABUHYTHIX KPUTEPHEB.

Tabnuna 2 — CpaBHUTENIBHBIN aHAIN3 CPEJl pPa3paboTKu

[IpopaGoTannas [Topor [TonnepxnBaembIit [Inpoxunii
JIOKyMEHTaIUs BXOXKJICHUSI SI3BIK WHCTpYMEHTapHii
Unreal Engine 5 + BBICOKHIA C++ +
Unity + HU3KHH C# +
CryEngine - BBICOKHI C++ +

Hcxons u3 moCTaBIEHHBIX KPUTEPHUEB OOJIbIIIE BCETO MOJIXOAUT UTPOBOM cpeaa

pa3pabotku Unity.
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3 PABPABOTKA ITIOJIb30BATEJIbCKOI'O MUHTEP®ENCA CUMVIJIATOPA

J1st TOro, 4TOOBI BBHIMOJHUTH YCTAHOBJICHHBIM TPEOOBAHUSIM, HEOOXOIMMO OBLIO
CO37aTh H300paKE€HUST MOAYJIEHW M KOMIIOHEHTOB CTE€HJAa C IOCIEAYIOUM
OTOOpaXeHHEM HX B JIBYMEPHOM TPOCTPAHCTBE, a TaKXKE pEaqTu30BaTh CHCTEMY
B3aMMOJEHCTBHSI MOJIB30BATENS C CUMYJISITOPOM IOCPEACTBOM YCTPOUCTB BBOJA.

3.1 Co3nanue monaenen

Jlnia cozmanust Mojiesnielt ObUTH clienanbl moipoOHbIe GoTorpaduu 1adopaTOPHOro
creHna. C Kaxa0ro KOMIIOHEHTa cTeHAa ObUIH B3AThI pazMepbl. DoTorpadus crenna

IpeacTaBleHa Ha pUCyHKe 3.1.

Pucynok 3.1 — Ctenn «DIeKTPOTEXHUKA-DICKTPOMEXaHUKAY
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Ha ocHoBe mosrydeHHbIx ¢otorpaduii B pegaktrope BEKTOpHOH rpaduku ObLIN
CO3MaHbl IMQpPOBbIE HW300pakeHUsT MOAyJlel creHma. Takke ObUT  Cco3daH
JIOTIONIHUTEIBHBIA ~ MOJYJb, BKJIIOYAIOMIUNA ce0s CTPENOYHBIE aMIIEPMETPhl |
BOJIbTMETPHL. [loMHMO 3TOrO, AJIEMEHTHI CTEHAA, C KOTOPHIMH B3aWMOJICHCTBYET
M0JIb30BaTENb, OBLIN OTAEIBHO SKCIIOPTUPOBAHBI ISl UCMOJIb30BAHUS UX B OTJIEIbHBIX
oO0bekrax BHyTpu Unity.

[lepeueHsb CO3MaHHBIX MOIYJICH CTEH/IA:

1. Moayns nutanus (pucyHok 3.2);

— MOQAYSIb MUTAHUA —

- [ 2208 °| ~
=ms h

-12B

\

Pucynok 3.2 — Moaynbs nutanus
Conepxxur B cebe OOmMMI BBIKIIOYATENh, TEHEPATOPHl TEPEMEHHOTO U

IMOCTOSHHOI'O TOKa Pa3HOTO HAIIPSKCHUSA, KICMMBbI IJI IMMOAKIIOYCHUA IIPOBOAOB.
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2. Moayib 1iubpoBbIX aMIIepMeTpoB (pPUCYHOK 3.3);

——  MoavNb WIMEPHUTENbHbIA  f———

" ® @ |

1A @ -2208 LA @ SA3

* sA4

Pucynok 3.3 — Mojenb nu@gpoBbIX aMIepMeTpoB
CoJiepKUT MIECTh aMIIEPMETPOB, KAXK/bIH U3 KOTOPHIX UMEET MOJOKUTEIIbHBIA U
OTPULIATETBHBIN MOPT U JTWHEHUHBIN ITUGPOBOMA TUCTIICH.

3. U3mepuTeb MOITHOCTH (pUCYHOK 3.4);

——1{  W3MEPUTESIlb MOWHOCTM  |——

FEHEPATOP HAFPY3KA

‘®— o
_."

._

Cets — PEXMM —

3003/'3!\ 2A _»,'\ P/Q{S Wc?,sf{)/q’
9.9 O ©

Pucynox 3.4 - I3mMepuTeb MOIIHOCTH
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Bxitouaer B cebs 4 pazpéma BaTrTmerpa, MaTpuuHBIN AUCIUICH, MEPEKIT0YATEIN
MpEeIesIOB U3MEPEHHUS U TapaMeTPOB OTOOpaKEHUSI.

4. Moy pe3ucTopoB (PUCYHOK 3.5);

— MOAYSb PE3UCTOPOB —

Rl 200n %" 40 0m
100m 50 Om
| |
50mM . -]

30 Om a

R2 200m D Om
100m 50 Om
| I
50m @

30 Om

R3 20 Om 40 Om
100m 50 Om
L
50m oo

Pucynox 3.5 — Moy pe3uctopos
Nmeet Tpu mepeMEeHHBIX PE3UCTOPa, PYUKY JIJIsl BHIOOpa HOMHHAJIA U KIIEMMBI.

5. Moaynb aHaJIOTOBBIX U3MepHUTeENeH (pUcyHokK 3.6);

———  MOOYJIb UBMEPHUTENbHBIN  |———

Pucynok 3.6 — Moaynb aHaI0rOBBIX U3MEpUTENIEH

COI[Cp)KI/IT ABa CTPCIOYHBIX aMIICPMETPa U ABa CTPCIIOYHBIX BOJIBTMETpPA.
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6. Moayiib MyJIbTUMETPOB (pUCYHOK 3.7).

~——  MOOYNb MYNILTUMETPOB  |——

upP DOWN  AUTO uP DOWN AUTO

POWER(D  >en) o) upP

Pucynok 3.7 — Moaynb MyJIbTUMETPOB
Co3nannble n300paxeHus: ObUIH 3arpyxeHbl B UNity u BBHICTaBJICHHI B JIBa psa.

OkoHYaTeNbHBIA BHEITHUN BUJI CUMYJISITOpA MPEJICTABIIEH HA pUCYHKE 3.8.

MONYJ1b NHTAHAA MOLY/Tb H3MEPWTENBHBIN MONYJ/1b FESHCTOFOB
2208
-2208 o

" gl

i m " u:oun " dun;“.
@ (@ SA1 I s0m * -
ocoo 0o000RE }_I%_i
@ (@ sAz Sﬂngm
gooo wlefals) | 4 }_IE'_{
o = @ | o =guL-

£

| W3MEPMTENb MOWHOCTH  |——— ———  MOQYNlb U3MEPUTENbHBIH _|———— ———{  MOAYNb MYNIbTHMETPOB  |——\

FEHEPATOP HAFPY3KA
A Al

Ceme
oo ¥ 2a ! PIO/S  fcoserg
o ¥ 0.24 !
-

Pucynox 3.8 — Buemnwuii Bua cumymstopa
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3.2 Cucrtema BBOJA

Cucrema BBOJAa JICWCTBHU TMOJNB30BATENsl pealli30BaHa TMPH  TOMOIIU
noJikitoyaeMoro kommnoneHnta Unity.InputSystem [12]. ®yHkn#roHAT 3TO KOMITOHEHTA
TI03BOJISIET THOKO HACTPOUTH YIPABICHUE CUMYJISITOPOM TPH IMTOMOIITH Pa3HBIX yCTPOUCTB
BBOJIa. 3a paboOTy CUCTEMBI BBOJIa OTBeUaeT kiacc «StandlnputSystem.csy.

B mpoekTte co3nanHbl ABe OTACIBHBIX KapThl YIIPABICHHUS:

—  YIIPaBJICHUE KaMEPOU;

— yHpaBJeHHE CTECHIOM.

Pa3pnenenne nonoOHBIM 00pa30M MO3BOJSET U30€KATh KOHPIMKTOB MEXTY IBYMS
KapTaMH YIIPABJICHUS B CIIy4ae MPUBSI3KH Pa3HBIX JCHCTBUI K OJJUHAKOBBIM KJIABUIIIAM.

Ha ocHOBe co31aHHBIX KapT aBTOMaTUYECKH T'€HEPHUPYETCs Kiacc, COAep Kallui
Bce JieiicTBUS BBOJA. Kaxkoe HaXkaTHe KJIaBUIIIH BBI3BIBAET COOBITHE, HA KOTOPOE MOYKHO
HOJIUCATh JI00YI0 PyHKINIO. ITO JAaET BOZMOKHOCTD YIIPABIIATH IOBEIEHUEM CUCTEMBI
yIpaBleHUs uepe3 KO/, MPEeIOCTaBIIsAs 00iee TOUYHBIE HACTPOMKH.

3.3 KommyTarust mpuOOpHBIX MPOBOIOB

st oToOpakeHus: IPOBOJOB OBUIO PEIIEHO MCIOJIb30BaTh Kpubbie beswe. s
pealin3aluy UX B CUMYJISITOpe ObLT Hcrosib3oBaH kommnoneHT UnityEngine.Splines [13].
OTOT KOMIIOHEHT HMMEET pealn3aliio pacyéTa KpUBOM IO 3aJaHHBIM ToukaM. Jlis
OTPUCOBKHM KpHBBIX Hcmoib3yercss kommoHeHT UnityEngine.LineRenderer [14]. Tlpu
MOMOIIM JAHHOTO KOMITIOHEHTa MAacCHUB TOYEK KPUBOU mMpeoOpasyercs B JHHUIO Ha
skpaHe. EcCTh BO3MOXXHOCTH BBIOOpa TOJIIIMHBI, I[BETAa, MPO3PAYHOCTU U TIIAIAKOCTU
JVHHH.

Jlns ynpamieHusl moBeJeHHEM MpoBoja Obil peanm3oBaH ckpunt «Cable.csy.
JIaHHBI ~ CKPUIIT MO3BOJISIET  YIPABJISATH BEIWYUHOM IIPOBHCAHUS  IIPOBOJA,
CTTIQKMBAaHUEM Kpa€B JIMHUM W CIVIAXUBAHUEM TMEPEMEIISHHUs TOYEK MPOBOJa TIO
BpeMeHH. /[l co3maHuMs M yJeNeHus TPOBOJOB B CLEHE HAMUCaH KJacc
«CableContainer.cs». KaxxnoMy co31anHOMY MTPOBOJTY MTPHCBANBACTCS YHUKAILHOE HMSI.
JlJis KoMMyTaIuu MpOBOJIOB YCTPOWCTBOM BBOJIA, HEOOXOUMO B3aWMOJCHCTBOBATH C
KJIEMMaMH MOJYJISI.

Cnucok mapaMeTpoB MpoBOJia MOKa3aH Ha puUcyHke 3.9.
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+ Cable (Script) e

Script A Cable

Spline

Spline Container None (Spline Container) ®
Points

Start Point X0 ¥ 0

End Point X0 ¥ 0

Curvature

Sag @ 0.5
Weight & 0.175
Max Weight 50

Smoothness

Smooth o

Smooth Speed & 0175
Line Renderer

Line Renderer % Cable (Line Renderer) ®
Segments Per Unit 1.62

Pucynox 3.9 — [Tapamerpsl ckpunta Cable.cs

Ha pucynke 3.10 mpexncraBieH BHEMIHWKA BHJ TPOBOAA C YyKa3aHHBIMH

napameTpamH.

Pucynox 3.10 — [IpoBonx

3.4 YrpasieHue kamepoit

[TockonmbKky cCTEHA HMMEEeT MHOXECTBO MEIKHUX OJJIEMEHTOB, s yA0OCTBa
UCIIOJIb30BaHUsl ObUIO pealn30BaHO YIpaBJIEHHWE KaMepod. VYBEIUYeHHEe WIU
yMEHbBIIIEHHE MaciiTaba MPOW3BOAUTCS BpaIICHHEM KOJeca MBIIH, a H3MEHEHUE
MOJIO’KEHUST KaMephl IPOU3BOAUTCS IEPEMEILIEHUEM MBIIIH C 3a5KaThIM KOJIECOM.

3a nosenenue kamepsl orBeuaeT kiacc «UlCamera.cs». Ilepemenenue kamepsl
OTPaHWYEHO pa3MepaMu CTeHAa. Takke TpH MacIITaOMPOBAHWHM YUYUTHIBACTCS
MOJIO)KEHUE Kypcopa MBIIIK, YTO 3HAYUTENBHO YIPOIIAeT HABUTAIMIO W JeNaeT
uHTepdeic cumynsTopa 0osee yaoO0HbIM. [[OMHUMO 3TOro, OKHO CHUMYJISATOpPa MOKHO
MeHATh B 000# Bpems. [lpu m3mMeHeHMHM pa3MepoB OKHA, KaMepa aBTOMATHYECKH

MaCIHTa6I/IpyeTC$I N NOATOHACTCA 110 HOBOC COOTHOUICHUEC CTOPOH.
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3.5 BzaumoeicTBue co CTEHI0M

B xnacce «UlCamera.cs» peann3zoBaHbl METOBI JIJIsl ONPEIETICHUs HaXOAAIINXCS
noJ; KypcopoM mpubopoB creHaa mpu mnomomy ¢pynknuun Camera.ScreenPointToRay
[15]. dusis Toro, 4TOoOBI OOBEKT pearupoBai Ha JCHCTBHS MBIIIH, €My HY)KHO IIPHUCBOUTH
xommoHeHT BoxCollider2D [16]. Eciu mom KypcopoM HaxOAWTCS HHTEPAaKTUBHBIN
o0BeKkT, TO emy Oymer mnepeaaHa wuWHOpMaNus O COBepHIEHHOM nelcTBuu. K
WHTEPAKTUBHBIM 3JIEMEHTaM CTEHJIa OTHOCSITCA:

— mnepexmouatenn Bxi/Beiki (kiaace «Switch.csy);

— rajeTHbIH nepekirodaTelsb (knacc «Knob.csy);

— xiemmbl (kaace «Port.csy);

Kaxpiii 13 BhIILIENIEPEUMCIIEHHBIX KJIACCOB HACJIELyeTCsl OT aOCTPaKTHOIO Kjacca
«Control.csy. Takum 00pa3om, KKl HHTEPAKTUBHBIA 00BEKT MOKET pearupoBaTh Ha
Ha)KaTUE M OTIyCKaHWE O0EUX KJIABHUII MBIIIK, HA TPOKPYTKY KoJieca U MepeMenicHue
Kypcopa € 3aKaTOW KJIaBULIEH.

[lepexmrouarens Bxkin/Beiki comepXUT CBOWCTBO, 0003HAYAIOUIUE MOJOKEHUE
nepekioyarens, rae true — BkitodeHo, false — BeikitoueHo. 3MeHeHHE MOJI0KEHUS
MPOM3BOJAUTCS MIETYKOM JIEBOM KHOMKOW MBIIIIH.

["aneTHBIN nepekTouaTesb UMEET 3apaHee 3aJJaHHbIN B cpejie pa3paO0TKU MacCUB
3HayeHuil. [lepexirouenre npon3BOAUTCS 3aKATUEM JIEBOM KIIABUILIN MBILIN HAJl PYYKOH
U TIEPETACKMBAHUEM KypCOpa B CTOPOHY.

Knemmbl nipeHa3zHayeHbl 111 KOMMYTAIMU [IETH MPOBOAaMH. {71 TOTO, YTOOBI
co0paTh cxeMy, HeOOXOAMMO HaKaTh JIEBOM KJIABUIIICH MBIIIH HA pa3béM HEOOXOAMMOTO
MOJTYJISI M HE OTITyCKasi IEPEeBECTH KypCcop Ha pyrou pazbeém. B pesynbTaTe OyaeT co3an
IIPOBOJI, COEIMHSIOIIMI 3JIEMEHTHI Lienu. Bce co3maHHble NpOBOAA COJEpKarcs B

oobekTe CableContainer.
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4 PEAJIM3ALIUSL  PACUETA CWJIBI TOKA U HAIIPSDKEHMS
CKOMMYTHUPOBAHHOM IIEITN

4.1 Pabota ¢ bubmmorexoi SpiceSharp

JIis peanu3anuu CUMYJISIIMU ObUT BBIOpaH ¢periMBopk SpiceSharp [3]. dus
co3MaHus Ieneil BHyTpH OuOmmoreku co3gaéres o0bekT Circuit, B  KOTOpBIi
T00aBJISIOTCS HEOOXOMWMBIE [UJIi CHUMYJSIIUMA JJIEMEHTH. [ cumynsamuu  1enu
IOCTOSTHHOTO  TOKa ToTpeOyrorcs  kimaccel — SpiceSharp.Components.Resistor u
SpiceSharp.Components.VoltageSource. Kaxxiplii KOMITOHEHT TN TOJIKEH UMETh CBOE
YHUKQJIbHOE WMsI, a Il COCIMHEHHUSl JBYX JJIEMEHTOB MEXIy co00l HEOoO0XO0auMO
Ha3HAYUTh YHUKAJILHOEC CTPOKOBOE 3HAUCHWE HA OTPUIIATEIBHBIH KOHTAKT IEPBOTO
AJIEMEHTA | MOJI0KUTEIBHBIA KOHTAKT APYTOTO.

JList CUMYJISALIUU eI MOCTOSIHHOTO TOKa co3aéTcs 00BEKT
SpiceSharp.Simulations.DC, B mapamerpax KOTOpOro yKa3bIBaeTCs Ha3BaHUE
CUMYJISIIIUN, HCTOYHUK HAIPSHKCHHS, HAYaJlbHOC M KOHEYHOE 3HAYCHHE HAIPSHKCHUS U
1ar CUMYJISITUH.

Jlis BBIBOJA JAHHBIX CHUMYJIIMA HEOOXOJAMMO CO37aTh OOBEKT 3KCIOpTa
RealPropertyExport u3 kinacca SpiceSharp.Simulations. Kiacc npuHHMaeT 3K3eMILTSIp
cumyssiiuu DC, Ha3BaHue 3JIEMEHTA [ETH U Ha3BaHUE CBOMCTBA, KOTOPOE HEOOXO MO
BbIBECTH. [1JI1 BBIBO/IA CHITBI TOKA MCITOJIb3YETCSl CBOMCTBO «iy», a JUISl HAMIPSHKCHHS «V».

J1Jis BBIBOJIa PA3HOCTH IMOTCHIMAIOB MEX/TY JBYMS TOUYKAMH IICTTH MCIIOIb3yETCs
kiaacc RealVoltageExport. B nanHOM ciydyae, B KOHCTPYKTOp Kiacca IMepeaaroTcs
Ha3BaHUS TOYEK COCIAMHCHMH.

[Tocne co3zmanus SK3EMIUISIPOB IKCIOPTA, HEOOXOAUMO TMOIMUCATh OTBEYAIOIIYIO
3a sKcnopT pynkIimio k coosrtuio DC.ExportSimulationData. [Tpu 3amycke cumyisim,
BCC IMOJINMUCAHHBIC (PYHKIMH K 3TOMY COOBITHIO OyAyT BBINOJHEHBI. [IprcBoeHHe
MIEPEMEHHBIM PE3YJIFTATOB CUMYJISITUH MPOU3BOIUTCS B TEJIC TIOIMTUCAHHON (DYHKITUH.

Takum 00pa3oM MOXKHO OCYIICCTBIATh CHMYJISAIAIO TPOCTBIX IEMeH ¢

MOCJIeIOBATEIbHBIMH U TIApaJICIbHBIMUA COSAMHEHUAMU [17].
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4.2 TlpeoOpazoBaHuE CKOMMYTHUPOBAHHOM TIOJIb30BaTElIeM IIEMU B OOBEKTHI
OnbOIMoTeKN

Jis BHenpenus SpiceSharp B mpoekt Obut co3nman kiacc «CircuitContainer.csy.
Jliis mpeoOpa3oBanust COOpaHHOW Ha IKpPaHE CXEMBI B BUJI, TPUHUMAECMbIH OUOIHOTEKOM
SpiceSharp, 6b11 pa3paboTaH MPUHIUI CO3JaHUS W MPUCBOCHUS CTPOKOBBIX Ha3BaHUN
JUIS. OTPHUIIATSIIBHBIX W TIOJIOKUTEIBHBIX KOHTAKTOB CTCHIA. YHHUKAJIbHBIC Ha3BaHHS
Ka)JIOr0 KOMIIOHEHTa yKa3biBaeTcs B cpeae Unity u xpaHuTcst B UMEHH 00BbEKTa.

CoenMHEHNE KOMIIOHEHTOB IIPOUCXOJIHT Yepe3 KIEMMBI, KOTOPhIE pearn30BaHbl B
kiacce «Port.cs». Kaxxmoii kmemme B mosie m_component mpucBanBaeTcss KOMIIOHEHT
momyns crernma. Ilome bool isPositiveNode yka3piBaeT, sBiseTcs U KieMMa
MOJIOKUTEIBHBIM KOHTAKTOM 3JIeMeHTa. [Ipu 3amycke CHMyJISTOpa KakJIoH KiemMma
NIPUCBAMBACTCS UMSI, COCTOSIICE U3 IMCHH ITPUCBOCHHOTO KOMIIOHEHTA M CTPOKHU “P0S”,
€CJIM KJIeMMa MOJKIIOYEeHA K IOJIOKUTEIIbHOMY KOHTakTy, U “Neg”, eciu KOHTaKT
OTPULATEIIbHBIM.

Knacc kaxmoro mnpubopa cTeHIa HacleayeTcs OT aOCTpakTHOro Kiacca
CircuitComponent. AGCTpakTHBIN Kiacc MOAPA3yMEBACT, YTO KAXKIbIH CUMYIHPYEMBbIH
DJIEMEHT MEMU JOJDKCH XpaHUTh HA3BaHMS TOJIOKUTEIBHOTO M OTPHUIIATEIHLHOTO
KOHTAKTOB, KOJIMYECTBO COCIAMHCHUH, a TaKXKe HMETh pPEaJTU30BaHHBIC METOJIbI
ProvideDC u ProvideCkt.

Meton ProvideDC HeoOxomuMm [jIsi KOMIIOHEHTOB, KOTOPBIE OJKCIIOPTHPYIOT
JaHHBIC O CHMYJISLIMK WU SIBIISIOTCS MCTOYHMKAMH HAIPSHKCHUS. METOJT BBI3bIBACTCS
kiaaccom cumysisinuu CircuitContainer, kotopslii epeaaét B METOT SK3eMILISIp 00beKTa
DC. B meron ProvideCkt nepemaérest konteiinep Bcex snementoB SpiceSharp.Circuit,
IOCJIC YEerO BbI3bIBACMbI OOBEKT J00ABIIIET B KOHTCHHEp SJIEMEHT IIEMHA CO BCEMHU
napaMeTpamu.

Korna mosp3oBarenb COeIUHACT MPOBOAOM JBE KIEMMbI CTCH/IA, BCE DJICMCHTHI
CTEHJ]a, YYacCTBYIOIIME B OSTOM COCIMHEHUH, J00aBISAIOTCS B OOIIMA CIHUCOK
circuitComponents xnacca. Ilpu 3TOM MOBTOpHOE HOOABICHHE OIHOTO KU TOIO JKE
KOMITOHEHTa He JomyckaeTcs. Kaxpiii kommoneHT uMeet cBoricTBo CountConnections.
[Tpu coenrHEHWU ABYX MOPTOB, 3HAYCHHE CBOMCTBA YBEIMYMBACTCS HA equHUIY. [Ipn
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pa3pbIBe COCJAMHEHUS, 3HAUYCHHE YMEHBIIACTCSA Ha eIuHMIly. Eciu 3HaYeHHe CBOMCTBO
CTAaHOBHUTCS PaBHBIM HYJIIO, KOMIIOHCHT YJQJIIeTCS W3 KOHTEHHepa | mepecTaért
y4acCTBOBATh B CHMYJIAIIUH.

[Tockonbky B OuOmmoTeke SpiceSharp He peain3oBaHbl OOBEKTHI IMPOBOJOB, a
COCJAMHEHUE TIPOM3BOIUTCS dYepe3 CTPOKH, CO3JaHHBIC II0Jh30BAaTEIEM IPOBOA
I00ABIIAIOTCA B IIEMb KaK PE3UCTOPBI C HYJIEBBIM COIMPOTHBICHHEM. B oTimume ot
KOMITOHEHTOB MOJyJIel CTeH/a, IPOBOJIa HE UMCIOT 3apaHee ONpe/e/iCHHBIX Ha3BaHUIA
KOHTaKTOB. B MOMEHT KOMMYTAIlUH, MOJIOKUTCIBHBIAH KOHTAKT IPOBOJA MPHHAMAET
Ha3BaHUE KJIEMMbI, U3 KOTOPO# OBLIO CO3/IaHO COCIMHEHHE, & OTPHUIIATEIbHBIN KOHTAKT
NpUHUMAET Ha3BaHHE KJICMMBI, B KOTOPYIO ObUI MPOBEICH MPOBOA. Peamu3aius Takum
CIIOCOOOM TO3BOJISET YIPOCTUTH JOTHKY PabOThI CUMYJISTOPA.

B cumyssiTope peaan3oBaHbl CISIYFOIINE KITACChI KOMIIOHEHTOB:

— Resistor — knacc pesucropa, umeet nosie float res, comepkaiee 3HadeHHE
cornporuBiicHus. Ilpm BeBOBe wMetoma ProvideCkt, noGamisier B Iielb OOBEKT
SpiceSharp.Components.Resistor ¢ npHUCBOCHHBIM TapaMeTpoM compoTHBicHHUS. He
y4acCTBYET B 9KCIIOPTE TAHHBIX;

— VoltageSource — kmacc uctoynuka Hampspkenus, umeet nosie float voltage,
coaepikaiiee 3HaueHne Hanpsokenus. [1pu BeizoBe meroaa ProvideCkt, modasiser B nens
oonekT SpiceSharp.Components.VoltageSource. He yuacTByeT B 3KCIIOPTE JaHHBIX;

— Ampermeter — kmacc ammepmerpa. I[Ipu BwI3oBe Metoxa ProvideCkt,
nobarisger B 1enb o0wvekT SpiceSharp.Components.Resistor ¢ compoTuBicHHEM,
COOTBETCTBYOIIUM HOMHUHAITy MPHUOOpa. DKCIIOPTUPYET 3HAYCHHUE CHITBI TOKA B TAHHOM
y4YacTKe IEIH;

— Voltmeter — knacc BoasTMeTpa. [Ipu Bei3oBe MeToaa ProvideCkt, nobasisieT B
nenb 00bekT SpiceSharp.Components.Resistor ¢ conpoTuBieHHEM, COOTBETCTBYOIIUM
HOMHUHAITy IPHOOpa. DKCIOPTUPYET HAPSHKECHUE MEKTY IBYMsI TOUKAMU IIETIH;

— PowerMeter — knacc nusmeputens momrHocty. [Tpu Bei3oBe meToa ProvideCkt,
n00aBJIsIeT B IEMb OJWH BOJIGTMETP M OJUH aMmiepMeTp. BoNbTMETp 3KCIOPTHUpPYET
HaNpsHKCHUE TOJIKIFOYEHHOTO T'eHepaTropa, a aMIepMeTp JKCIOPTUPYET CHIYy TOKa B

rend. MOIHOCTh PaCCYUTHIBAETCS YTEM YMHOKEHUS HAINIPSDKEHUS HA CUILY TOKAQ,
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— Cable — ximacc mpoBoma, HEOOXOIUMBINA ISl CBSI3M 3JEMEHTOB Ienu. [Ipu
BbI30Be MeToa ProvideCkt, mobaBisieT B 1emb pEe3UCTOP HYJIEBOTO COMpoTHBIECHHUs. He
y4acTBYET B IKCIIOPTE;

Jlns oToOpaskeHUsT TOKa3aHMH K KOMIIOHCHTaM H3MEPHUTEIbHBIX MPHOOPOB
JOJKHBI OBITH MPHBSA3aHBI COOTBETCTBYIOIIME DK3EMILISIPHI HHINKATOPOB CTeHIa. Bcee
KJIacChl MHIMKATOPOB HACIEAYIOTCS OT abcTpakTHOro kiacca Indicator.CS u JoMKHBI
peanmu3oBeiBaTh MeToa UpdatelndicatorValue. JlanHbiii MeTOa BBI3BIBACTCS B MPOIIECCE
9KCIOPTA CUMYJISILIMK BHYTPH KJIacca U3MEPHUTENBHOTO Iprbopa.

3amyck mporiecca CHUMYJSIIHM  MPOU3BOAUTCS IEPEKIIOYCHHEM TJIABHOTO
nepeximouarenss Ha 220B, pacmonokeHHOro Ha MoAyje nuraHus. I[lpu Kaxmom
U3MEHCHHH I1apaMeTPOB MM CTPYKTYPHI LEIH, CHMYJISALHSA Iepe3amyCcKacTcs, a

SHAYCHHUA HAa U3MCPUTCIIbHBIX HpI/I60an OOHOBIISIFOTCS.
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5 OTOBPAXEHHE I[TOJIYYHEHHBIX PE3VIJIbTATOB HA
M3MEPUTEJILHBIX YCTPOMCTBAX

Jist  oroOpakeHus pe3yJbTaTOB CUMYJAIMH HCHOJB3YETCS YEThIpe THIa
WHNKATOPOB:

1. IludpoBble NHHENHBIC AUCIUIEH HA OCHOBE CEMUCETMEHTHBIX HHIUKATOPOB,;
2. AHaJOrOBBIC CTPEIOYHBIC HHIUKATOPHI,

3. MarpuuHbIil TUCTUICH;

4. MynbTUMET.

5.1 JIuHelHbIN TUCIUICH HA OCHOBE CEMUCETMEHTHBIX UHIUKATOPOB

Jist peanu3zanuu auciuies Ob110 pa3paboTaHo JBa CKpUITa — CKpUnT «SSEG.CS» u
ckpunt «SSEGBuilder.csy.

«SSEG.CS» sBsieTCst 00bEKTOM CEMHUCETMEHTHOTO HHIMKATOPa U UMEET JIBA TOJIS:

— 1IBeT aKTUBHOTO CErMEHTa MHINKATOPA;

— MaccuB u3 7 CeTMEHTOB UHAMKATOPA U TOYKH.

JIis ynpaBlIeHHs [BETOM HWHAMKATOpa HCHojb3yeTcs cBoiictBo Color kmacca
SSEG. Uto0Obl M3MEHUTH IIBET HYKHO MPUCBOUTH JTAHHOMY CBOWCTBY 3HAauY€HUE THIA
«UnityEngine.Color.

JIiss yrnpaBieHUs CerMEHTaMM HCIIOJIb3YETCsl CBOMCTBO Shape, mpuHUMaroliee
MaccuB u3 8 31eMenToB Thma Dool. Kaxapiii aieMeHT MaccuBa OTBEYAET 3a BKIFOUCHUEC
WIK BBIKJIIOYCHHE CETMEHTa, TJe 3HaueHWe true — BKJIIOYMTH cerMmeHrt, a false —
BBIKIIIOUNTh cerMeHT. Ha pucynke 5.1 mOka3aHO COOTHOILIEHHWE WHJIIEKCOB C

YHpaBJIsICMbIMU CCTMCHTAMMU.

3 47

Pucynok 5.1 - CooTHOLIEHHE UHAEKCOB C YIIPABISEMbIMU CErMEHTaAMHU
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Knacc «SSEGBuilder.cs» npennasHadeH uisi OCTPOCHHUS JUCILICS HAa OCHOBE
00bekTOoB Kiacca SSEG 3amaHHON JUIMHBI, U3MEHEHHUS 1BETAa MHIAUKATOPOB M BBIBOJA
3HAYEHUS.

HNwmeer crnenyromme CBOMCTBA:

— Value — cTpokoBoe 3HauYCHHE, BRHIBOAUMOC Ha JUCILICH;

— Color — uBetr HHANKATOPOB;

— Length — nemounciaeHHOE 3HaYCHNE KOJIMYECTBA HHIUKATOPOB;

— RightAlign — Bxirrouenue BIpaBHUBAHUS 110 ITPABOMY Kparo.

3a nepeKIIIoUeHNEe CErMEHTOB KaXKI0I0 HHAUKaTopa oTBeuaeT metoa DrawValues,
NPUHUMAOIIMI Ha BXOJ[ 3HaYeHHe Thma String. [ToydyenHoe 3HaueHune Gopmanusyercs,
MIOCJIE Yero B IMUKJIC KaKIOMYy MHJIUKATOPY JAMCIUICS NMPHUCBAaUBACTCS CBOM CUMBOJL. Jliis
nepeBoJa U3 THIA JaHHBIX Char B Tum, npuHHUMaeMblii kiaccom SSEG, ucnomab3yercs
meton CharToShape. Meroa npuHuMaeT oauH cuMmBoJI Char m omno bool 3nadenwme,
oTBeuaroliee 3a TOuky. Bos3Bpaimiaer mMaccuB W3 8 3JEMEHTOB, COOTBETCTBYIOIIUM
MOJIYyYCHHOMY CHMBOJIy TIPH YCJIIOBHHM, YTO 3TOT CHMBOJI BO3MOJKHO BBIBECTH Ha
WHAUKaTOp. ECciii CHMBOJI BBIBECTH HEJB3S, TO METOJT BEPHET BHIKIIOUCHHBIN JTUCTUICH.

Koneunslit Buj nucriest mokasaH Ha pucyHke 5.2.

Pucynok 5.2 — IludpoBoii AMHEHHBIH qucIiei
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5.2 AHaNOTOBBIEC CTPETOYHBIC WHINKATOPHI

Jliis uMuTanu paboThl aHAJIOTOBOTO CTPEJIOYHOTO W3MEPHUTEIs ObLT pa3padoTaH
ckpunt «AnalogArrow.csy.

CKpHUIIT IMEET CIIeIYIOIIHNE TapaMeTPhI:

— Value — BeIBOIMMOE YHCIICHHOE 3HAYCHHE;

— Lower Limit — HrwKHUH Tpeaes n3MepeHHS;

— Upper Limit — BepxH#mii mipeea K3MEPEHNU;

— Start Angle — nonoxeHre Havala MIKaJIbl B TPaycax;

— Arc Length — nnuHa AyTH MIKaNLl B Tpajaycax;

— Arrow Speed — cKOpOCTh BpAIlICHUS CTPEIIKH;

— Steps — KOJIM4EeCTBO JEICHUM MIKAJIbI;

— Scale Size — BbIcOTa [I€TIEHUI LKA,

— Big Scale Size — BbicoTa KpyIHBIX JEICHUIA IITKAJIHI,

— Big Step Period — nepuo KpymHbBIX JACIICHHIA;

— Radius — paguyc mkans.

3a co3nmanue mkansl oTBedaeT Meron DrawScale. Meron ucronb3yer KOMIIOHEHT
LineRenderer [14] nis co3nanus TUHUE MEKIY ToukaMu. 11 pacuéra KOOpAUHAT TOYEK
Ha OKPYXKHOCTH Hcmosib3yercss Meton Rad2Pos, mpuHuMaromuii 3HaueHHE pajraHbl
TOUYKH U PaJINYC OKPYKHOCTH M BO3BPAIIAIOIINN KOOPIUHATHI 3TON TOYKH OTHOCUTEIILHO
HYJIA.

Jlns  pacuéra yrma crpenku wucnoibdyercs Meron ValueToAngle. Vron
ONPENEINISCTCSA JIMHEMHOM WHTEPIOJALMEN MEXIYy HAyaliOM IIKaJlbl U €€ KOHIIOM B
COOTBETCTBHH C BHIBOJUMBIM 3HAYECHUEM C YUETOM TPE/IEIOB U3MEPCHHUS.

BuenrHuii BUa CTpeI04HOr0 U3MEPUTEIISI MPEICTABIICH HA PUCYHKE O.3.
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Pucynok 5.3 — BHelHuit BUJ CTPEIIOYHOTO U3MEPUTEIS

5.3 MarpuuHslii [ucruien

JInst 0TOOpaXKeHUsT MATPUYHOTO JUCIUICS MCIIOJIb30BaH KoMmoHeHT TextMeshPro
ot Unity co crieruanbHbIM HIpUGTOM, UIMUTHPYIOIIAM O0TOOpaskeHHe OYKB U3 OTICIBHBIX
IUKCcesIe Ha MaTpuaHOM Juctuiee [18].

Jnst  peanuzanmu  pabOThl  MATPUYHOTO JAMCIUIES ObUI  CO3/IaH  CKPUIMT
«MatrixDispaly.cs». Meromom UpdateDisplay u3mensieTcss BBIBOIUMBIA Ha JTUCIUICH
TeKCT. MeTo MpuHUMAET CJICAYIONMNE TTapaMeTpHhI:

— double v — 3Hauenue HanpsHKCHUS;

— double ¢ — 3nauenue cuasl TOKa;

— double p — 3HaueHue MomHOCTH.

[Tepen BBIBOIOM, YHCIIO OKPYTIISETCS JI0 IBYX 3HAKOB ITOCTIE 3aIATOM.

OuHaNBHBINA BUJI MHIUKATOPA MPEJCTABICH HA pUCYHKE 5.4.

Pucynok 5.4 — Matpuunsiii qucriei
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5.4 Monynb MyJIbTUMETPOB
[ToMuMO BBIIIENIEPEUUCTICHHBIX WHAMKATOPOB, TaK)Ke ObUI peain30BaH MOJYJIb,
COCTOSIIUH U3 IBYX MYJTUMETPOB. BBIOOD peskrimMa pabOThl MPOU3BOIUTCS BPAIICHHUEM

py4Ku npubopa. BHeniHuii Bua MyJIbTUMETpa NPEICTaBICH HAa PUCYHKE 5.5.

up DOwWN AUTO DATA upP DOWN AUTO

POWERD > up POWER(D o) ue

) BFE spopa ) "FE q00ua
ams » améa

40mA

Pucynok 5.5 — Moaynib MyasTUMETPOB
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5.5 Oro6pakeHue Bcex mapameTpoB

PacrionoxxuB pa3paboTaHHbIE HHIWKATOPHI HA MOIYJIM CTEHIA M TPUBS3aB UX K
COOTBETCTBYIOIIMM KOMIIOHEHTAM IICTIH, MOXKHO IPOJEMOHCTPHPOBATH pPaboOTy BCEX
WHAUKATOPOB cTeHaa. [l storo Opima coOpaHa mpocTash IEMb W3 HMCTOYHHUKA
HaIpsHKEHUS, aMIIEpMETpa, TPEX Pe3UCTOPOB, BOJIBTMETPA U U3MEPHUTENS MOIITHOCTH.

MoHnTakHas cxema JaHHOM IeTH MpecTaBiIeHa Ha pUCYHKE 5.6.

— MOAYIb MUTAHKS ——— ,~—— Moavnb M3MEPUTENbHBW |———+ ——] MOAY/b PE3UCTOPOB —
————{ w0 O——
200n %% 400w
10 nﬁu om
\ -

QF fom s gy
00

Euﬁ‘wu
3
200u | " 400M
mnﬂn Om
50m =

ol ** ol
0 0

2000 % 4o0n
muﬂn om
5 0m =

| WIMERMTENL MOWHOCTH ~—— _ MOOY/b M3MEPUTENBHBIA ~——  Moavib MYNbTUMETPOB —

PucyHok 5.6 — MOHTa)kHas cxema Ienu.

Nctounukom sBisieTcs: reneparop Ha 12 BomabT, a o0liiee CONMpOTHUBIICHUE 1IETH
PaBHO CYMMe€ COINPOTUBIICHUN TPEX pe3uctopoB U paBHO 120 Om. [Togenus 12 Bonbt Ha
120 OMm, nonyunm cuity Toka, paBHyro 0.1A.

COOTBETCTBEHHO, YMHOXUB HAMNPSDKEHUE W CUJIYy TOKA MOJYYHUM MOILIHOCTb,

paBHy10 1.2Bart, 4T0 COOTBETCTBYET NMOKA3aHUSAM BUPTYAJIBHOTO C YYETOM TOr'0, YTO BCE
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HN3MCPUTCIIbHEBIC HpI/I60pBI Y4aCTBYIOT B CUMYJISLIIUMKU LCIIM, @ UX HOMHUHAJ BJIMACT Ha

pacuétsl. Ha pucynkax 5.6, 5.7 u 5.8 npencrapieHbl moka3zaHus UHIUKATOPOB CTEHIA.

I, A

Pucynok 5.6 — I[lokazanue amrnepmerpa, A

Pucynok 5.7 — Iloka3zanue BonbTMETpa, B

Pucynok 5.8 — [lokazanue n3mepuTesss MOIIHOCTH
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SAKJIIOYUEHUE

B pamkax naHHOW BBITYCKHOM KBaIM(UKAIMOHHON pabOThl ObUIM BBIMOIHEHBI
CJIETYIOLIUE TTYHKThI:
1. AHanuT4ecKuii 0030p aHAJIOTOB.
2. Be106op cpeacTB pa3pabOTKH U Olpe/ieieHne TpeOOBaHUM.
3. Pa3paboTka moap30BaTenbCcKoro nHTEpdEiica cuMymsTopa.
4. Peanu3zanus pacu€ra CUJIbl TOKA U HAIIPSKEHUSI CKOMMYTHPOBAHHOW LIETIH.
5. Oro0OpakeHre NOJMyUYEHHBIX pPe3yIbTaTOB HA U3MEPUTEIIbHBIX YCTPONCTBAX.
Pa3paGoTanHblil CUMYJSTOP MO3BOJIAET BBINOJHATH J1TAOOPATOPHBIE PabOTHI IO
NIEKTPOTEXHUKE B pa3Jiese JINHEWHBIE JIEKTPUYECKHE LIENH MOCTOSIHHOrO Toka. [lpnm
3TOM, CTE€H]I CIOCOOEH CUMYJIUPOBATH JIFOObIE TOCTPOEHHBIE HA HEM IIEMH, YTO IMO3BOJISET
CBOOOJIHO pACIIUPATH COAECpP)KAHUE JA0OpATOPHBIX paboT 0e3 HEeOOXOIUMOCTH B
OOHOBJIEHUU TPOTPaAMMBI.
3HaueHMsI, BBIBOJIUMBIE MHIUKATOPAMHU CUMYJISITOPA, COOTBETCTBYIOT PACUETHBIM,
a BHEIIHUMKA BHJ MOZYJIEM COOTBETCTBYET pPEaJbHOMY MpPOTOTUNY. biarogaps
HACTpanBaeMOl KaMepe, BCe MOKa3aHUs WHIUKATOPOB CTEHJA MOTYT OBITh Pa3InuYUMBI
Ha J000M MoHuTOpe. [l ympaBieHUsT CTEHIOM TpeOyeTcs TOJbKO HaWyue
MOJAKJIFOYEHHON KOMIIBFOTEPHOW MBIILIH.
Takum o00pa3oMm, OBUIM BBINOJHEHBI BCE YCTAaHOBJIECHHbIE TpeOOBAHUS K

CUMYJISITODY.
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IMTPUJIOXXKEHU A

[MTPMJIOKEHHUE A

Kiacc «StandInputSystem.cs»

public class StandInputSystem : MonoBehaviour

{

[SerializeField] UICamera uiCamera;
private InputActions inputActions;
private Control selectedControl;

#region Input
private void Awake()

{
}

inputActions = new InputActions();

private void OnEnable()

{
inputActions.Camera.Enable();
inputActions.Camera.DisableStandControls.performed +=

DisableStandControls_performed;

inputActions.Camera.DisableStandControls.canceled +=

DisableStandControls_canceled;

inputActions.Camera.CameraMovement.performed += CameraMovement_performed;
inputActions.Camera.CameraZoomIn.performed += CameraZoomIn_performed;
inputActions.Camera.CameraZoomOut.performed += CameraZoomOut_performed;
inputActions.Stand.Enable();

inputActions.Stand.LeftClick.performed += LeftClick_performed;
inputActions.Stand.LeftClick.canceled += LeftClick_canceled;
inputActions.Stand.RightClick.canceled += RightClick_canceled;
inputActions.Stand.RightClick.performed += RightClick_performed;
inputActions.Stand.Drag.performed += Drag_performed;
inputActions.Stand.Drag.canceled += Drag_canceled;

}

private void OnDisable()
{
inputActions.Camera.Disable();
inputActions.Stand.Disable();
}

#endregion
#region Camera

private void CameraMovement_performed(InputAction.CallbackContext obj)

{
3

uiCamera.CameraMovement(obj.ReadValue<Vector2>());

private void CameraZoomIn_performed(InputAction.CallbackContext obj)

{
3

uiCamera.CameraZoomIn();

private void CameraZoomOut_performed(InputAction.CallbackContext obj)

{
3

#endregion

#region UI

private void LeftClick_performed(InputAction.CallbackContext obj)
{

uiCamera.CameraZoomOut();

40



OxoHYaHKE TPUIOKEHUST A

inputActions.Stand.RightClick.Disable();
if (selectedControl = uiCamera.GetControlAtPointer())

{ selectedControl.LeftClick_performed(obj);

) }

private void LeftClick_canceled(InputAction.CallbackContext obj)

{ if (selectedControl)
i selectedControl.LeftClick_canceled(obj, uiCamera.GetControlAtPointer());
selectedControl = null;

) inputActions.Stand.RightClick.Enable();

private void RightClick_performed(InputAction.CallbackContext obj)

{
if (selectedControl = uiCamera.GetControlAtPointer())

{
}

selectedControl.RightClick_performed(obj);

}

private void RightClick_canceled(InputAction.CallbackContext obj)

{
if (selectedControl)

i selectedControl.RightClick_canceled(obj, uiCamera.GetControlAtPointer());
selectedControl = null;

}

private void Drag_performed(InputAction.CallbackContext obj)

{ if (selectedControl)
{ selectedControl.Drag_performed(obj);

) }

private void Drag_canceled(InputAction.CallbackContext obj)

‘ return;

}

#endregion
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Kinacc «UlICamera.cs»

[RequireComponent(typeof(Camera))]

public class UICamera : MonoBehaviour

{
[SerializeField] private Camera mainCamera;
[SerializeField] private Vector3 cameraZone;
private float zoneAspect;
private float previousAspect;
[SerializeField] private float scaleStep;
[SerializeField] private float scaleMin;
[SerializeField] private float scaleMax;

private void Awake()

{
previousAspect = mainCamera.aspect;
AspectScaler(mainCamera.aspect, zoneAspect);
zoneAspect = cameraZone.x / cameraZone.y;
}
private void Update()
{
OnAspectChange();
}
private void OnAspectChange()
{
if (mainCamera.aspect != previousAspect)
{
CameraScaler(0, cameraZone/2);
previousAspect = mainCamera.aspect;
}
}

private Vector3 ClampCamera(Vector3 targetPosition)
{
float cameraWidth = mainCamera.orthographicSize * mainCamera.aspect;
float targetX = cameraWidth >= cameraZone.x ? 0 : Mathf.Clamp(targetPosition.x,
—cameraZone.x + cameraWidth,
cameraZone.Xx — cameraWidth);

float targetY = mainCamera.orthographicSize >= cameraZone.y ? 0
Mathf.Clamp(targetPosition.y,
—cameraZone.y +

mainCamera.orthographicSize,
cameraZone.y -

mainCamera.orthographicSize);

return new Vector3(targetX, targetY, targetPosition.z);

}

private void CameraScaler(float delta, Vector2 scaleOrigin)

{

Vector3 originalPos = mainCamera.ScreenToWorldPoint(scaleOrigin);

if (mainCamera.aspect >= zoneAspect)

{

mainCamera.orthographicSize = Mathf.Clamp(mainCamera.orthographicSize +
delta, scaleMin, scaleMax);

}

else

{
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mainCamera.orthographicSize = Mathf.Clamp(mainCamera.orthographicSize +
delta, scaleMin * zoneAspect / previousAspect, scaleMax * zoneAspect / previousAspect);
}
transform.position = ClampCamera(transform.position + originalPos -
mainCamera.ScreenToWorldPoint(scaleOrigin));

}

private void AspectScaler(float newAspect, float prevAspect)
{
if (newAspect < zoneAspect)
{
mainCamera.orthographicSize = Mathf.Clamp(mainCamera.orthographicSize *
prevAspect / newAspect, scaleMin, scaleMax);;

}
public void CameraMovement(Vector2 delta)
{

Vector3 targetPosition = transform.position -
(mainCamera.ScreenToWorldPoint(delta) -
mainCamera.ScreenToWorldPoint(Vector2.zero));

transform.position = ClampCamera(targetPosition);

}
public void CameraZoomIn()
{
CameraScaler(-scaleStep, Pointer.current.position.ReadValue());
}
public void CameraZoomOut()
{
CameraScaler(scaleStep, Pointer.current.position.ReadValue());
}
public GameObject GetObjectAtPointer()
{

Ray ray = mainCamera.ScreenPointToRay(Pointer.current.position.ReadValue());

RaycastHit2D hit = Physics2D.GetRayIntersection(ray);

if (hit.collider != null)

{

return hit.collider.gameObject;

}

else

{

return null;
3
3
public Control GetControlAtPointer()
{

GameObject gameObject;

if(!(gameObject = GetObjectAtPointer()))

{

return null;

3

Control control;

if (!(control = gameObject.GetComponent<Control>()))

{

return null;
3
return control;
3}
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Kiacc «Cable.cs»

public class Cable : CircuitComponent

{

[Header("Spline")]
[SerializeField] public SplineContainer splineContainer;
private Spline spline;

[Header("Points")]
public Vector3 startPoint;
public Vector3 endPoint;

[Header("Curvature")]

[Range(0,1)]

[SerializeField] private float m_sag;
[Range(0, 5)]

[SerializeField] private float m_weight;
[SerializeField] private float m_maxWeight;

[Header("Smoothness")]

[SerializeField] private bool m_smooth;
[Range(0,1)]

[SerializeField] private float m_smoothSpeed;

[Header("Line Renderer")]
[SerializeField] private LineRenderer lineRenderer;

[SerializeField, Min(.0001f)]
public float m_segmentsPerUnit;

private Vector3 currentStartTangent = Vector3.zero;
private Vector3 currentEndTangent = Vector3.zero;
private Vector3 desiredStartTangent;

private Vector3 desiredEndTangent;

private BezierKnot startKnot;

private BezierKnot endKnot;

// Circuit

private CircuitContainer circuitContainer;
public Port connectedStartPort;

public Port connectedEndPort;

public string m_posNode;

public string m_negNode;

private int m_countConnections;

public override string PosNode { get { return m_posNode; } set { m_posNode

public override string NegNode { get { return m_negNode; } set { m_negNode

public override int CountConnections
{
get { return m_countConnections; }
set
{
m_countConnections = value;
if (m_countConnections == 0)
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{
circuitContainer.RemoveComponent(this);
}
else
{
circuitContainer.AddComponent(this);
}
}
}
public override void ProvideDC(DC dc)
{
}

public override void ProvideCkt(Circuit ckt)
{
SpiceSharp.Components.Resistor resistor = new
SpiceSharp.Components.Resistor(name, PosNode, NegNode, 0);
ckt.Add(resistor);
}

public void Start()

{

circuitContainer =
GameObject.FindGameObjectWithTag(“CircuitContainer”).GetComponent<CircuitContainer>();

splineContainer =
GameObject.FindGameObjectWithTag(“CableContainer”).GetComponent<SplineContainer>();

splineContainer.AddSpline();

spline = splineContainer.Splines[splineContainer.Splines.Count - 1];

spline.Add(new BezierKnot(startPoint));

spline.Add(new BezierKnot(u45ndpoint));

}
private void FixedUpdate()
{
UpdateKnots();
DrawCable();
}

private void UpdateKnots()

{
float length = Vector3.Distance(startPoint, u45ndpoint);
Vector3 endLocalPos = uU5ndpoint - startPoint;

startknot = new BezierKnot(startPoint);
u5ndpoin = new BezierKnot(u45ndpoint);

float sag = endLocalPos.y >= 0 ? m_sag : 1 — m_sag;
float weight = Mathf.Clamp(length * m_weight, 0, m_maxWeight);

desiredStartTangent = new Vector3(Mathf.Lerp(®, endLocalPos.x, sag),
Mathf.Lerp(endLocalPos.y, 0, sag) - weight,
Mathf.Lerp(0, endLocalPos.z, sag));

desiredEndTangent = new Vector3(Mathf.Lerp(-endLocalPos.x, 0, sag),
Mathf.Lerp(0, -endLocalPos.y, sag) - weight,
Mathf.Lerp(-endLocalPos.z, 0, sag));
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if (m_smooth)
{
desiredStartTangent = Vector3.Lerp(currentStartTangent, desiredStartTangent,
m_smoothSpeed) ;
desiredEndTangent = Vector3.Lerp(currentEndTangent, desiredEndTangent,
m_smoothSpeed) ;
}

startKnot.TangentOut = desiredStartTangent;
endKnot.TangentIn = desiredEndTangent;

spline.SetKnot(0, startKnot);
spline.SetKnot(1l, endKnot);

currentStartTangent = desiredStartTangent;
currentEndTangent = desiredEndTangent;

}

private void DrawCable()

{
Vector3[] pos = GetSplinePositions(spline);
lineRenderer.positionCount = pos.Length;
lineRenderer.SetPositions(pos);

}

private Vector3[] GetSplinePositions(Spline spline)

{
List<Vector3> positions = new List<Vector3>();
float _t = 0;
positions.Add(spline.EvaluatePosition(_t));
while (_t < 1)
{

spline.GetPointAtLinearDistance(_t, 1 / m_segmentsPerUnit, out _t);
positions.Add(spline.EvaluatePosition(_t));

}
return positions.ToArray();

}

public void OnDestroy()
{

}

splineContainer.RemoveSpline(spline);

public override string ConnectionString()

{

return name + ": " + m_posNode + " " + m_negNode;
}

}
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Knacc «Port.cs»

public class Port : Control
{
[SerializeField] private CircuitComponent m_component;
[SerializeField] public bool isPositiveNode;
private Camera mainCamera;
private CableContainer cableContainer;
private CircuitContainer circuitContainer;
public List<Cable> cables;
private Cable currentCable;

public CircuitComponent Component

{
get
{
return m_component;
}
}

private void Start()
{

cableContainer =

GameObject.FindGameObjectWithTag("CableContainer").GetComponent<CableContainer>();

mainCamera =
GameObject.FindGameObjectWithTag("MainCamera").GetComponent<Camera>();
circuitContainer =

GameObject.FindGameObjectWithTag("CircuitContainer").GetComponent<CircuitContainer>();

cables = new List<Cable>();

if (m_component)

{
if (isPositiveNode)
{
if (m_component.GetType() == typeof(VoltageSource))
{
name = "0";
}
else
{
name = m_component.PosNode;
}
}
else
{
name = m_component.NegNode;
}
}

public override void LeftClick_performed(InputAction.CallbackContext obj)
{

currentCable = cableContainer.CreateCable();
currentCable.startPoint = currentCable.endPoint = transform.position;
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public override void LeftClick_canceled(InputAction.CallbackContext obj, Control
canceledOn)

{

if (!canceledOn || canceledOn.GetComponent<Port>() == null || canceledOn == this)

{
}

else

{

cableContainer.DestroyCable(currentCable);

Port canceledOnPort = canceledOn.GetComponent<Port>();

Component.CountConnections++;
cables.Add(currentCable);
currentCable.connectedStartPort = this;
currentCable.PosNode = name;

canceledOnPort.Component.CountConnections++;
canceledOnPort.cables.Add(currentCable);
currentCable.connectedEndPort = canceledOnPort;
currentCable.NegNode = canceledOnPort.name;
currentCable.CountConnections += 2;

currentCable.endPoint = canceledOn.transform.position;
currentCable = null;

public override void RightClick_performed(InputAction.CallbackContext obj)
{

}

public override void RightClick_canceled(InputAction.CallbackContext obj, Control
canceledOn)

{
if (cables.Count != 0)
{
cableContainer.DestroyCable(cables.Last());
}
}

public override void Drag_performed(InputAction.CallbackContext obj)
{

currentCable.endPoint =
mainCamera.ScreenToWorldPoint(Pointer. current.position.ReadValue());
currentCable.endPoint.z = 0;
}

public override void Scroll(InputAction.CallbackContext obj)
{

}
}
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Kiacc «CircuitContainer.cs»

public class CircuitContainer : MonoBehaviour

{

public List<CircuitComponent> circuitComponents = new List<CircuitComponent>();

public void AddComponent(CircuitComponent component)

{
if (!circuitComponents.Contains(component))
{
circuitComponents.Add(component);
}
}

public void RemoveComponent(CircuitComponent component)

{
if (circuitComponents.Contains(component))
{
circuitComponents.Remove(component);
}
}
public void RunSimulation()
{
Circuit ckt = new Circuit();
DC dc = new DC("DC");
foreach(CircuitComponent circuitComponent in circuitComponents)
{
circuitComponent.ProvideCkt(ckt);
circuitComponent.ProvideDC(dc);
}
try
{
dc.Run(ckt);
}
catch(ValidationFailedException e)
{
Debug.Log(e);
}
}
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Kiacc «Resistor.cs»

public class Resistor : CircuitComponent
{
public CircuitContainer circuitContainer;
public string m_posNode;
public string m_negNode;
public int m_countConnections = 0;
public float res;

public override string PosNode { get { return m_posNode; } set { m_posNode = value;

public override string NegNode { get { return m_negNode; } set { m_negNode = value;

public override int CountConnections
{
get { return m_countConnections; }
set
{
m_countConnections = value;
if (m_countConnections == 0)

{
}
else

{
}

circuitContainer.RemoveComponent(this);

circuitContainer.AddComponent(this);

public void Awake()
{
circuitContainer =
GameObject.FindGameObjectWithTag("CircuitContainer").GetComponent<CircuitContainer>();
m_posNode = name + "Pos";
m_negNode = name + "Neg";

}

public override void ProvideDC(DC dc)

{
}

public override void ProvideCkt(Circuit ckt)
{
SpiceSharp.Components.Resistor resistor = new
SpiceSharp.Components.Resistor(name, PosNode, NegNode, res);
ckt.Add(resistor);

}
public override string ConnectionString()
{
return name + ": " + m_posNode + " " + m_negNode;
}
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