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Peasm3anus reHepaTopa NpoTUBHUKOB Ha cueHe B Unity 3D

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B maHHO# cTaThe paccCMaTpPUBAETCS W OMUCHIBACTCS MPOIIECC CO3IaHMS TeHEpaTopa
IIPOTUBHUKOB Ha CIIeHE JIA Urp Ha npuMepe npumutuBoB Unity 3D. Peamuzanus
reHepaTopa OCYIICCTBISIETCS TOCPEICTBOM CTAHIAPTHBIX CPEICTB  CPEIbl
pa3paboTku. I[IpakTWdeckuM pe3yabTaTOM SBISICTCS CO3JaHHBIA TEHEPATOP
MIPOTUBHUKOB.
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Abstract

This article discusses and describes the process of creating an opponent generator
on the stage for games using the example of Unity 3D primitives. The generator is
implemented using standard development environment tools. The practical result is
the created generator of opponents.
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OnHOM M3 caMbIX HEOTHEMJIEMBIX M3IOMUHOK JIFOOOW UIPhl, MOMHUMO
CIOKeTa, TeiMIuiess U rpaduku SBISIOTCA NpOTHUBHUKU. Vcropus, xapusma u
NOBE/ICHNE IPOTUBHUKOB B Pa3HBIX UTPaX MOKET 3aXBAaTUTh JIIOOOT0, JaXKe CaMOTro
TpeOOBATEIHLHOTO UTPOKA.

[lesb maHHOW CTAaTBU PACCMOTPETh BO3MOXHOCTH UTPOBOTO JBMXKa Unity
3D B co3mpanuu reHeparopa NpOTUBHUKOB Ha CIICHE.

N. A. Capun, O. B. bareHbKkHHa paccMOTpEIM MNPOLECC HANMMCAHUSA
CKPUIITOBBIX CIEHAapHeB NpH pa3paboTke BUPTyaidbHOTo TpeHaxkepa[l]. C. A.
CypoauH B CBOEH CTaThe MPEACTABUI CLICHAPUN YrayOJE€HHOTO U3YYEHHS OJJHOTO
U3 Jy4YIIUX JBW)KKOB, CYIIECTBYIOUIMX Ha JaHHBIA MOMEHT, JUISI CO3JaHUS
kpacuBbix 2D u 3D urp[2]. B cBoeii padore P. ®. INaiinyumn, B. A. 3axapos, E.
A. AKceHOBa M3YYMJIM MHCTPYMEHT AJisl pa3pabOTKU ABYX- U TPEXMEPHBIX UIP —
Unity 3D[3]. K. B. boraanos, Il. P. Muxees, 1. H. CyBopoB B cBoeii pabote
OIKCAJIH PAa3BUTHE UTPOBBIX JBUKKOB, & HIMEHHO IIPOBEIU 0030p OT MPUMHUTHUBHOMN
rpaduKy 70 BRICOKOYPOBHEBBIX HHCTPYMEHTapUEB [4].
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Haunnaem co3manue «cmaBHEpa» C cosgaHusi HoBoro 3D mpoekTta cM.
pucyHok 1.

Bl Create a new project with Unity 2019.4,16F1

Templates Settings

Project Name *

EnemusSpawn|

F\learn .

Puc. 1. Co3nganue mpoexra

Jlanee co3aeM MOBEPXHOCTh HAa KOTOPOH OyJeT BCE pacmloliaraThbCsi CM.
PHUCYHOK 2.

Puc. 2. CoznaHnue noBepxXHOCTH

Teneps cozmaeMm KyO, Ha €ro OCHOBE B JalibHEWIEM OYyIyT CO3/1aBaThCs
Bparu, jJejacM ero ayonaukar u HaseiBaeM «Red» u «Blue» cooTBeTcTBEHHO CM.
PUCYHOK 3.
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Puc. 3. Coznmanne KyOoB

CozgaeM maTepuaibl C COOTBETCTBEHHBIMU LIBETAMU M MocpeAcTBOM «Drag-
and-drop» okpaimBaeM KyObl CM. PHCYHOK 4.

Puc. 4. OkpamnBanue KyOoB

Jlanee HeoOxomuMo co3naTh mpedadbl KyOOB, AJIsI 3TOr0 MEepeTacKUBaeM
KyObI 3 okHa «Hierarchy» B manky 5.

ssets > Prefab and Material

fab and Material/Red.prefab

Puc. 5. Coznanue npedadon
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[IpuctynaeM Kk HamucaHuio Kojaa «cmaBHepa». Co3gaeM MycTOMl UTpOBOI
00OBEKT U HA3bIBAEM €ro «SPawner) cM. pucyHoK 6.

= Hierarchy

0 Inspector
+ Spawner

* Layer Default

Add Companent

Puc. 6. JloGaBnenue, HE0OOXOIUMOTO ISl CKPUIITA, 00BEKTa

Jlanee HEOOXOIMMO CO3/IaTh CKPHUIIT C TAaKUM K€ Ha3BaHUEM CM. PHCYHOK

Puc. 7. Co3nanue ckpurnra
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Tenepp HamUIIEM KOJ CO3/1aTelisl MPOTUBHUKOB, co3maeM public (Bumaumblie
U pelaKTHUpyeMbIe) NMEPEMECHHBIC, U 3a7acM JIOTHKY MOSBJICHUS NMPOTUBHUKOB B
JOMYCTUMBIX TpejeiaxX, TakkKe JA00aBUM HEOOXOAMMBIC HACTPOMKH: «Spawn
Value» (B xakoM paguyce OyayT MOSABIATHCS IPOTUBHHUK), «Spawn wait» (Bpems
MEX]y TOSIBJICHUSIMU TIPOTHBHHUKOB), «Spawn most wait» (MakcuMaabHOE BpeMs
OXKUJIaHWE TPOTHBHHKA), «Spawn least waity (MUHUMaIBHOE BpeMs TOSBICHUS
IPOTUBHUKOB) CM. PUCYHOK 8.

- ‘I!Spawner - U, waitSpawner()

unityEngine;

t[] enemies;
spawnValues;
niait
spawnMostWait;
spawnLeastWait;
startwait;
stop;

randEnemy ;

startwait);
while (!stop)
i
L
randEnemy

m.Range( -spawnvalues.x, spav 5.X), 1f, Random.Range(-s 5.z, spawnValues.z});

tiate{enemies[randEnemy], tion + transform.TransformPoint(@, @, @), gamedbject.transform.rotat

(spawnwait} ;)|

Puc. 8. Hanmucauue xojaa

C momomrwto «Drag-and-drop» moGaBisieM CKpHIT K MyCTOMY OOBEKTY, U
7100aBJIieM B CKPUIT KYObI CM. PHCYHOK 9.
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Puc. 9. IToakimroueHnue ckpumnra

Jlanmee MOKHO HaXxaTh KiaBuiry «Play» u yoeautbcst B paboTe CKpHUITa CM.
pucyHok 10.

Puc. 10. IIpoBepka nosiBieHUI TPOTUBHUKOB
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Puc. 11. IIpoBepka nosiBIieHUI TPOTUBHUKOB

Kak moka3zaHo Ha CKpHHIIOTax TeHepalus MPOTUBHUKOB Ha CIEHE,
paboTaeT B COOTBETCTBMHU C YKa3aHHBIMH HAcTpoWKamMu. B maHHOW cTaThe OBLT
pa3paboTaH «craBHEp» MPOTHBHUKOB Ha CIICHE.
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