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Research and development of a driving game to

promote the attractions of Esashi
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1.1 Abstract

This research aims to develop a driving game that conveys the charms of the
town in order to solve the problem of the declining population and tourist
numbers in Esashi. Modeling of buildings and monuments will be done in Blender,
and game screens will be created in Unity. Once the game is developed, we hope
to distribute it on the web and exhibit it at facilities in Esashi so that more
people can learn about the goodness of the town. We also believe that the
terrain created in this research can be used in various situations, such as
earthquake and tsunami simulations
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0S: Windows10

CPU: Ryzen 7 2700U

RAM: 16GB

Bi¥& Y 7 b Blender 3.5, Unity 2020.3.30f1 (64-bit)
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7 ¥ > h: POLYGON Starter Pack
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3. 2 Blender TOEIE

2. 1 T KA DEM

w

FTHDIC TFRDOFIEIZHES T Blender 127 RAVZBML= (X 1).

1. GitHub 7>% Blender GIS 7 KA D zip 77 A NVE XU a— K45

[\l

. Blender ZBWTHRE—-TV 7 7 L L A ICBEIT 5

w

T RA >, A N=ABEE T a— R LTz zip 7 7 A IV EERT.

4, T RAUMWMEIZT, Blender GISOF = v 7Ry 7 ACF v I EANTT AV %2F
L [ B

v BMT EA 0 v O BlenderGIS

v [ 3DE a—: BlenderGIS
EFE: Various tools for handle geodata
R View3D = Tools = GIS
®1 7 F4Em
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WIZ FELDOFNEIZHE > T Blender GIS Z W THIEZE-T-. FENETTHE, K2 D
Iy B EOWEEET AR EN5.

1. OpenTopography DA 76 @G L7 — % O APT *— %G9 2%
2. Blender ZBA\VNT GIS # 7/ 5 Web geodata—Basemap % &R 3%

3. NR—=RA< v DY —A% 0SMIZT 5

4. OSM M 2 B8 S, LA 20 LTE F—T®RRT 5
5. GIS # 7D Get elevation Z R T %

6. Y —,3—& LT OpenTopography SRTM 90m Z3&R L, 1 THYE L7 API F—2 AL T
OK % -4~
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B2 Google A RV — hE 2—%2E|ET Y 7 %47\, Blender fEUEMSRED~ T
VT NLNTAHT Vs MIEMTEITS7-. {ERR LT 3D EFLO—E% X 3, AT

[1].
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3. 3  Unity TOEXE

3. 3. 1 HOEK

HOET /MI Unity BT ¥y FObOEEHA L. WA TIE— ARRICR D X OB
JEER A ICBLE L, MOBREIX FRROFIATIT-72[2][3]. 7'm 7T MK 517,

1. Unity =5 4 X B A D inspector T, Rigidbody =T R—FR F%&EBML, Mass &
1500 {Z L C Use Gravity (CF = v 7 DT 5D

2. Mesh Collider @ AR—F > FZBML, BARIZYZDHEEDITD

3. Wheel Collider > AR—3> RZBML, Radius & Center DEZFHHE L TH A Y
43 & Wheel Collider WEZLA L HIZT A

4. ZA Y OREEERNY FVOEWEEZ SEL0DT v 7T DaElT %

Update(){

wheelFLTrans.Rotate( wheelFL.rpm / 6€ 658 * Time.deltaTime, ©
wheelFRTrans.Rotate( wheelFR.rpm 6 650 * Time.deltaTime, @
wheelBLTrans.Rotate( wheelBL.rpm 6 60 * Time.deltaTime, @
wheelBRTrans.Rotate( wheelBR.rpm / 6€ 658 * Time.deltaTime, ©

wheelFLTrans.localEulerAngles C wheelFLTrans.localEulerAngles.x, wheelFL.steerAngle

- wheelFLTrans.localEulerAngles.z, wheelFLTrans.localEulerAngles.z);
wheelFRTrans.localEulerAngles = tor3(wheelFRTrans.localEulerAngles.x, wheelFR.steerAngle

- wheelFRTranq localkulerAngles.z, wheelFRTrans.localEulerAngles.z);

motor = maxMotorTorque * Input.GetAxis

steering = maxSteeringAngle * Input.GetAxis

1 (AxleInfo axleInfo in axleInfos
if (axleInfo.steering){
axleInfo.leftWwheel.steerAngle = steering;
axleInfo.rightWheel.steerAngle = steering;
}
if (axleInfo.motor){
axleInfo.leftwheel. .motorTorque = motor;
axleInfo.rightWheel.motorTorque = motor;
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startGame
SceneManager . LoadScene

EndGame
UNITY_EDITOR
EditorApplication.isPlaying =

Application.Quit ();
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[1] CzPanel blender ®IEAIEL/E

https://czpanel. com/lecture/blender/basic/operation/

(2] A—F > x=F 2 —3 3> by HIEMN & Unity APH

https://tmytokai. github. io/open—ed/activity/unity—basic/

[3] Unity Documentation EJL kA > ¢ 3D ¥yBEEE

https://docs. unity3d. com/ ja/2022. 3/Manual /PhysicsOverview. html
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