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Coznanue MU aist npoTruBHUKOB ¢ momombio Unity 3D u C#

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOM cTaThbe paccMaTpUBAETCS M ONMCBHIBACTCS CO3JAAHUE IPOCTOTO
VCKYCCTBEHHOIO MHTEJUIEKTa JJIsI KOMIIBIOTEPHBIX MNpoTUBHUKOB. MW Oyner
pa3pabaThIBaThCs Ha s3bIKE MporpaMMupoBanusi C# ¢ MOMOIIBIO UTPOBOTO JIBHKKA
Unity 3D. [IpakTrueckum pe3ysbTaToM SIBISICTCS pa3padOTaHHBIA UCKYCCTBEHHBIN
WUHTEJIJIEKT.
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Abstract

This article discusses and describes the creation of a simple artificial intelligence
for computer opponents. The Al will be developed in the C# programming
language using the Unity 3D game engine. The practical result is the developed
artificial intelligence.
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Bo MHorux urpax uckyccrBeHHbl uHTeIIeKT (M) yacTto Heobxomum st
B3aUMOJECUCTBUA ¢ UTPOKOM. B HekoTopsix cueHapusx MU noimken momorars, a B
JIpYrux ObITh MPOTUBHUKOM. I MOXKET MMETh MPOCTOE WIIH CJIOKHOE TIOBEICHHE,
B 3aBUCUMOCTH OT TpeOoBaHHil mpoekTa. TpebOoBaHUS MOTYT BKJIHOYATh
HEOOXOJIMMOCTh BECTU JUINIOMAaTHUUYECKUE IMEPEroBOPhl C UTPOKOM WJIM TMPOCTO
XOJUTh Hazaj, Brepen no miargopme. Kak 661 To HU ObUIO, BakHO co3aaTh NN,
KOTOPBIM XOPOIIIO BHITIOJHSIET CBOIO padoTYy.

[lesib naHHOW CTAThM PACCMOTPETh BO3MOXHOCTH UTPOBOTO JBMKa Unity
3D st co3gaHuM UCKYCCTBEHHOTO MHTEIUICKTA.

N. A. Casun, O. B. bareHbKknHa paccMOTpEIM MNPOLECC HAMKMCAHUSA
CKPHIITOBBIX CIICHAPHEB IMPH pa3paboTke BUPTyalbHOro TpeHaxkepa[l]. B cBoei
pabore DO. P. I'apaera, 1. U. bukmynnuna, U. A. bapkoB omnucanu BO3MOXHOCTH
Unity 3D na npeamer co3manus 3D-mogaeneii[2]. C. A. CypoauH B cBoeil CTaThe
MPEACTaBIII CIICHAPUN YTIIyOJIEHHOTO W3Y4YEHUsS OJHOTO W3 JYUIINX JBHXKKOB,
CYIIECTBYIOIINX Ha JaHHBIA MOMEHT, [T co3manus KpacuBbix 2D u 3D urp[3]. B
cBoeir padore P. ®. Taitmymnun, B. A. 3axapos, E. A. AxceHoBa u3y4min
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MHCTPYMEHT IJisi pa3paboTku aByX- u TpéxmepHsix urp — Unity 3D[4]. A. TO.
Cy06otuna, H. WM. XoxioB B pe3yiabTare uUX padbOThl ObUIa MpeaoKeHa
TpexMmepHas Bepcus urpbl Kouses «XKuzub» [5].

Cozmaem 3D mpoekT u Ha3piBaeM ero. Jlamee TOHamoOUTBCS CO31ATh
CTPYKTYpy MaIroK, a UMEHHO MamKy MaTepuasoB, W TANKy s CKPUITOB CM.
pUCYHOK 1.
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Puc. 1. Co3ganue CTpyKTyphl Mok

3areM co3aeM IoJI, Ha KOTOPOM OyIyT CTOSATh BCe OOBEKTHI. J[jist 3TOrO B
okHe «Hierarchy» Beioupaem «Create-> 3D Object-> Plane». Ha3siBaeM 00BEKT
«Floory, rae B mone «Scale» X=7,a Z=3 cM. pucyHOK 2.
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Puc. 2. Co3nanue u HacTpoiika mojua

Tenepp HYXHO cO3/1aTh HOBBIM MaTepuaj, YTOObl OTIMYATH MOJ OT APYIHX
00BEKTOB, KOTOphIe OyAyT pa3MelicHsl Ha cieHe. B manke «Materialsy B oxne
«Assets» co3gaemM HOBBI Marepual, IIEIKHYB MPaBOW KHOMKON MBIIIM B OKHE
«Assets» u BeiOpaB «Create-> Materialy». CtaBum mro0oii nBet u cpeacteom «Drag
and Drop» mMeHsieM IBET MoJjia CM. PUCYHOK 3.
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Puc. 3. Hactpoiika nBera nomna

Hanee HEoOXomuMo co3maTh 4 CTeHBI, 4yTOOBI WUTpok He yman. Cosmaem
o0bekT «Plane», naszeiBaem «Wall» W cTaBuM aHAJIOTUYHBIA IOy MAacIITa0.
JlyOnupyeM cTeHy B pacCTaBiIsieM CM. PUCYHOK 4.
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Puc. 4. PacctanoBka CTeH

Cuena HacTpoeHa, 3HAYHT, CO3/IaeM TMepcoHaxa. J[is 3Toro cozmaemM o0OBEKT
«Spherey, Ha3bsiBaeM 3TOT 00beKT «Player». s npugaHus nepcoHaxy (U3NKH
nobasisem kommoHeHT «Rigidbody», Tarke s chepbl MOHaTOOUTHCS TAT
«Player» cm. pucyHoK 5.
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Puc. 5. Hactpolika nepconaxa

Tenepsr HEOOXOAMMO CO3[aTh CTpaka, IS ATOro co3maeM 00BekT «Cubey
HaspiBaeM «Guardy», mobasmsiem ¢usuky «Rigidbody» u xommonent «NavMesh

Agent» cM. puCyHOK 6.
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Puc. 6. JloGaBnenue cTpaxa

Jlanee, OHAMOOUTCS TPUTTEP, KOTOPBIA OYIET NEWCTBOBATh KaK «Tjia3ay
«Guard», o0bexT Oymer mnpenynpexaath «(Guard» BCAKUNA pa3, KOrjga HUIPOK
kacaercsi ero. Co3maem oObekT «Sphere», HassiBaeMm ero «Looker». M3MmeHsem
pasmep chepot Ha X = 9; Y =0,5; Z = 9. J/lanee momerraem o0bekT «Looker» Taxk,
9TOOBI OH HAXOJWJICS B CPENHEW YacTH T0JIa, TAKKEe MOXKHO OKpacuTh cdepy B
KPACHBIH IBET, YTOOBI MIPUAATH OMACHOCTH TAHHOMY YYaCTKY CM. PUCYHOK 7.
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Puc. 7. «I'naza» ctpaxxHuka

Teneps ocTanach eIMHCTBEHHAs 3ajia4ya - CO3JaTh HABHTAIIMOHHYIO CETKY,
no kotopoit Ctpaxk cmoxer nepememarhcs. OtkpbiBaeM okHO «Navigationy,
craBuM ranouky Ha «Navigation Static». 3atem BwiOMpaem omiuio «Bake» wu
TIOATBEPIKIACM.
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Puc. 8. Hactpolika HaBUTalMOHHOM CETKHU

[Tpuctynaem K HamKMCaHUIO KOJa, co3maeM Tpu ckpunra «Player», «Guardy
u «Looker». OTkpeiBaeM NEpBBIi M NPOrpaMMHUpPYEM [BIKCHHS WIPOKa, Ha
CTPEJIOYKH CM. PUCYHOK 9.
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Puc. 9. Ckpunt IBUKEHUS UTPOKA

HamumeM kox cTpaxka 4ToObI, KOTJa WIPOK TOMAJNajcsi Ha «rjia3ay,
CTpa>KHUK HAYMHAJ MPECIIETOBAaHUE CM. pUCYHOK 10.

Guard.cs & X Player.cs

B Assemb ly-CSharp

navmesh = GetComponent<

navmesh.destination = player.transform.position;

Puc. 10. Ckpunt ctpaxa

Haxonen nqonuceiBaem Koa «ria3a» cM. pucyHoK 11.
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@ Npoénemsl He HaiigeHsl.

Puc. 11. Ckpunt «ria3» cTpaxxHUKa

Jlanee mpukperisieM CKpUNThI K 00beKTaM U npoBepsieMm padoty UM cm. pucyHok
12-13.

Puc. 12. [lelicTBus cTpa)a J0 NONAJaHUs UTPOKA B MOJIE 3pEHUS



[Toctymar. 2021. Nel ISSN 2414-4487

Puc. 13. [IpecnenoBanue urpoka

b mpoaHanu3upoBaHbl CYNIECTBYIONIUE aHAIOTH H METOBI pPa3paboTKH,
a Takke BbIOpaHa cpefa paspaborku. s peanmuzanuy NMOCTABJICHHOW 3adadd
OTIIMYHO mojomuia pa3pabotka ¢ momompbio Unity 3D wu  s3pika
nporpammupoBanus C#. B urtore Obln pa3paboTaH MPOCTONW HCKYCCTBEHHBIN
WHTEJICKT MPOTUBHUKA.
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