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Abstract

This design is based on Unity3D game development platform, using 3DS Max modeling
software to complete the creation of a series of 3D models of basketball and basketball interna
1 venues and other facilities. While creating the player model, bind the skeleton to the
character model so that it can complete the specified character action. After importing the
game materials created in 3DSMAX into Unity3D as the modules and scenes in the game, the
program interaction and animation debugging were completed in  Unity,
This system USES C# to write the program to run the script, and finally realizes the player si
mulation of the real player shooting three- dimensional basketball game.

This design is applied to the physical system, particle collision detection system and Ul
system in the system engine. In order to show the functions of the game more clearly and
intuitively, UGUI plug in i1s used inUnity3D to make the Ul menu interface in the game.
Collision detection is used to determine whether the player in the game scores goals, so as to
realize the scoring function of the game. This design is based on the research results of virtual
reality technology. ThroughUnity3D game platform, basketball players can realize single shot
practice, so as to create a better game experience for players and make them find the fun of

shooting in the game.
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