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AHHOTALIUA

B cratbe omuchkIBaeTCs peanm3aiius Ha s3bIKe TporpammupoBanus C# anroputMa
TeHepaIuy UrpoBoi jokaruu. PaccMmarpuBaroTcsi ocHOBHBIC ¢yHKiuu Unity API
JUJIsl TeHEpaluy 00bEKTOB HAa UTPOBOM MPOCTPAHCTBE, a TAKKE MPOBEPKU KOJUIU3UU
JIJISl TIOMCKA OLIMOOK B T€HEpalnH.
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Abstract

The article describes implementation of the game location generation algorithm in
C# programming language. The main functions of Unity APl for generating
objects on the game space, as well as collision checks for finding errors in the
generation are considered.
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1. BBenenue
1.1 AKTyanbHOCTH

[IpouienypHast renepaiusi — METOJ CO3/IaHUs OMPENENEHHBIX 00BEKTOB WU
JAHHBIX QJITOPUTMUYECKH. B OCHOBHOM [1aHHBIE CO3/IAIOTCA HAa OCHOBE paHHEE
YKQ3aHHBIX 3HAYECHUN, a TAKXKE TE€HEPUPYEMOW KOMIIBIOTEPOM CIIyYalHOCTH U
BBIYUCIUTEILHON MOIITHOCTH.

[IponienypHblie TeHEpald HCMOJb3YIOTCS BO MHOTUX cdepax, rie uMeer
MECTO co3JjaHhe OOBEKTOB M JIaHHBIX, KOTOpbIE BPYUYHYIO pa3zpaboTaTh Oyaer
TSDKEJO0: B KOMIBIOTEPHBIX UTPax Ha OCHOBE JAHHOTO METOAA CTPOSATCS UTPOBBIC
Jokauuu, B Tpaduke — TekcTypel u 3D-momenu, B KUHOMHAYCTPUHU —
crietPPheKTsI.

JlanHbId MeTOJ pa3pabOTKU aKTyaJIeH U €ro MPUMEHEHUE TP PEIICHUH
3a/layd  TEHepaluu OOJIBIIOTO KOJWMYECTBA JAHHBIX YacTO TMPEJACTABIICHBI
VHUKQJIbHBIMU aJITOPUTMAaMH, KOTOpPBIE CO3/IaHbl JUISl PEIICHUS OJHOW WIIU
HECKOJIBKHX 3a]1ay.
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1.2 O630p ucciaenoBanuii

N.A Jlemu0B B cBO€H paboTe pacCMOTpEI TaKUE aTOPUTMBI MIPOIEypHON
reHepalud WrpoBOM JIOKAIIMM KakK: KJIETOYHBIM aBTOMAT, JABOMYHOE pa3z0OUeHue
MPOCTPAHCTBA, AITOPUTM CITy4alHOTO OJIyKJAaHUS U MPUMEHEHUE JIOTUCTUYECKON
pemérkn [1]. U.T Kyymap, T.B Mourym u B.A KopoBkuH pa3paboraiu
TEXHOJIOTUIO TPOUEAYPHOU TE€HEpaluMyh WIPOBBIX JIOKALMIA C MPUMEHEHUEM
rpad)OBBIX arOPUTMOB, si3bika mporpammupoBanus C++ u Unreal Engine 4 [2].
M.I" MexenuH npoBEn 0030p McciaeToBaHU B 00JacTH MPOLEAYPHON TeHepaluu
urpoBeix mpaBuia u wurp [3]. C.B HukomaeB m A.I' JlemsHuyk paspaboranu
QITOPUTM TPOLEIYPHOH TIE€HEpaluuyd WUIpOBOM JIOKALMM JUIsI CETEBOrO IIyTepa,
cozmannoro Ha Unreal Engine 4 [4].

1.3 Ileanb uccjaenoBaHus

Ilens — peamu3oBaTh aITOPUTM CIIYYalHOM T'€HEpalUHU JIOKAUWK B Cpele
pa3paboTku KoMmmbloTepHbIX urp Unity, HCTIONB3YA A3BIK MporpammupoBanus C#.
AJITOPUTM JOJKEH TEHEPUPOBATH LETIOYKY MOMEIMIEHUN B YETHIPEX HAIIPABICHUAX
B 3aBUCHMOCTH OT PacCIIOJI0KEHHUSI BBIX0/1a U3 PAHEE CO3AHHOM JIOKALUU.

2. MarepuaJjbl U METOAbI
Jlns peanuzanuu anroputMa OyaeT MCIOIb30BaH S3bIK MPOTPaMMHUPOBAHUS
C# u cpena pazpabotku Unity.

3. Pe3yJbTaThl M 00CYKIACHUA

Urpoas nokanust OyAeT MNpeACTaBisITh HAOOp KOMHAT, KOTOpbIC
HEOOXOMMO cO03/1aTh 3apaHee. HaOop KOMHAT MpeJCTaBlieH B BHUIE MacCHBa
00beKkTOB (pucyHok 1). KomHaTa MOXKET COCTOSITh U3 JIFOOBIX OOBEKTOB, HO OJIUH
OOBEKT JOJDKEH MPHUCYTCTBOBATH 0053aTE€ILHO — TPUITEP B MEPEX0Jie B JAPYTYIO
KOMHaTy. JlaHHBIH OOBEKT SBISIETCS TOYKOW TEeHEpallMi KOMHATBhl W JOJIKEH
ONpeNeIATh, KaKasi KOMHATa TeHEPUPYETCS CIICIYIOICH.

Pucynox 1. Habop koMHAT, HCTIONB3yEeMBIH JIJ1s1 TCHEpaIllun

3ajatorcsl cleayrouMe TNEepPEMEHHbIE B CKPUIITE, KOTOPBIM OTBEYAET 3a
TEHEPaLMI0 HOBOW KOMHATBHI:

public GameObject[] rooms; //MaccuB KOMHAT
private GameObject roomGenerate; //BuOpaHHas KOMHaTa IJId
TeHepaluumn

private Vector3 triggerPosition; //moswuiusa Tpurrepa
private Vector3 roomCoordinates; //KOoOpOMHATEL HOBOM KOMHATEH
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Ha wrpoBom mone 3amaércsa cTapToBasl KOMHAaTa — KOOpPJWHATHI B
MPOCTPAHCTBE MOTYT OBITH JIIOOBbIE, HO 4Yalle BCEro CTapTOBOM TOYKOMH
onpenensatoTcsa koopauHatsl (0,0,0).

Taxxke co3gan kiacc “RoomCounter” wum rinobanpHas TIepeMeHHas
“roomCounter”, xotopasi SBISETCS IEIOYHCICHHOW MEPEMEHHOM — KOJHUYECTBO
KOMHAT Ha UTPOBOH JIOKAIIUH.

B Unity APl 3amana ¢ysakmus “Instantiate”, cosgarornas KIOH YyiKe
cymiecTByromero oorekra. Ilepen co3manremM KOMHATHI HEOOXOIUMO OTPEACTUTh
e€ pacroyioKeHHe, a Takke MOBOpOT. M3HaYanbHO BHIOMpAETCs OJlHAa U3 KOMHAT U3
MaccuBa ClIy4alHbIM 00pa3om. JljmHAa MaccuBa W3MEHSETCS MpU JT00aBICHUU
HOBOTrO 3jieMeHTa B He€. Takke omnpenensiercss MO3ULMS TPUTTEPA, KOTOPBIMA
ABJISIETCA TOYKOM cO37aHUs HOBOM KOMHAThl. CKPUNT TEHEpALMU CIIEIYIOIeH
KOMHAaThl YCTAaHABJIMBAETCS HA TPUITEP:

void PickNextRoom () {

roomGenerate = rooms[Random.Range (0, rooms.Length)];
triggerPosition = this.transform.position;
DetectDirection();

[Tocne BbIOOpa KOMHATBI M OMpEAETCHUs MO3MIHUS TpUITepa B (PyHKIUH
“PickNextDoor” 3amyckaercs ¢ynkius “DetectDirection”, xoropas ompeaenser
OBOPOT KOMHAThl. CKpUNT pabOTaeT TOJIBKO C ABYMSI KOOPIUHATHBIMH OCAMU: X
u Z, u nns ocu Y TpeOyeTcsi He3HAUMTeNIbHOe U3MEHEHUEe B KojJie (PyHKIMHU (Tak
KaK JIaHHAst OCh TOJBKO OMPEAEISET BHICOTHI TPUITEPA, TO JOCTATOUYHO 3aMEHUTH ()
Ha “triggerPosition.y”).

[ToBopoT Tpurrepa B MPOCTPAHCTBE OMPEACTSACTCS C WCIOIBb30BAHUEM
metona ‘“‘eulerAngles”, koropwiii BO3BpamiaeT TPEXMEPHBIA BEKTOP TOBOpPOTA
00BEKTa B MPOCTpaHCTBE. Tak Kak HE MPEIIoaracTcs, 4YT0 KOMHATBI MOTYT OBITh
PACIIONIOKEHBI O/ YIJIOM, TO JIOCTaTOYHO TMPOBEPSATh 3Ha4YeHHWE ocu Y. [l
OIIpEJICIICHUs TOBOPOTa OepETCcs 3HaYCHHE OCU Y TIOBOPOT TPUITEPA, HA KOTOPBIH
YCTAQHOBJICH CKPUIIT.

Taxxke ¢ynkuus “DetectDirection” omnpeznenseTr KoopAWHATHI OOBEKTa B
npocTpaHcTBe. Tak Kak TPUITEp, HAa KOTOPBIA YCTAaHOBJIEH CKpHIIT, SIBISETCS
[IEHTPOM IIpH TeHEepaIliii HOBOW KOMHATBI, TO HEOOXOAMMO 33JaTh CMEIICHUE OT
IIEHTpa, YTOObI He OBUIO KOJUIM3WA. J[aHHOE CMEIeHHE COCTAaBISET TOJOBUHY
BBIOPAHHOW KOMHATHI JIJIsl TeHepanuu (puc. 2).
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Pucynok 2. Onpenenenre KOOpIMHAT JIJI1 HOBOM KOMHAThI

1 — paccrosiHue, Ha KOTOPOE CABUIaeTCs HOBas KOMHATA.

2 — TpUrTep TeHEepallid KOMHATHI, KOTOPBIA MPUBS3aH K YK€ CO3TaHHOMY
npedady. SABisgercs HeHTPOM JJis HOBOM KOMHATHI PU UCXOJIHBIX KOOPIUHATAX.

3 — TpurTep reHepanud KOMHAThI, TPUBS3aHHBIA K HOBOM komHate. He
HAaYMHAET CBOIO paldoOTy, MOKa KOMHAaTa HE pacHoJio)KeHa B IPABUIIBHBIX
KOOpJIMHATAX.

[IynkTupHOil nMHMENH o00O3Haue€Ha KOMHAaTa, KOTOpas YK€ co3JaHa |
TPUITEP TEepexoja KOTOpOH Hauyaad CBOIO pPadOTy, a HENpEephIBHOW JIMHUEH —
KOMHATa, KOTOpasi TEHEPUPYETCS HA JAHHOM IIare.

Jlis ompexneneHus pa3Mepa KOMHAThl, HEOOXOAMMO MOJIYYUTh 3HAYEHUS
pa3Mepa koaiinepa nosua. Jlis moyydeHus TaHHBIX 3HAYEHUS HY>)KHO OOpaTUThCS
k kommoHeHTy “BoxCollider” (wnm npyroii KoJutaiaep, KOTOPBIH HCIIOIb3YeTCs).
Pa3Mep mosryuyuTh MOKHO KaK BEKTOP uepe3 QyHKIHIO “Size”.

void DetectDirection () {

switch ((int)this.gameObject.transform.eulerAngles.y) {

case O:

roomCoordinates.x = triggerPosition.x -
(roomGenerate.GetComponent<BoxCollider> () .size.x *
roomGenerate.transform.localScale.x) / 2;

roomCoordinates.y = 0;

roomCoordinates.z = triggerPosition.z;

break;
case 90:

roomCoordinates.x = triggerPosition.x;

roomCoordinates.y = 0;

roomCoordinates.z = triggerPosition.z +
(roomGenerate.GetComponent<BoxCollider> () .size.x *
roomGenerate.transform.localScale.x) / 2;

break;
case 180:

roomCoordinates.x = triggerPosition.x +
(roomGenerate.GetComponent<BoxCollider> () .size.x *

roomGenerate.transform.localScale.x) / 2;
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roomCoordinates.y = 0;

roomCoordinates.z = triggerPosition.z;

break;
case 270:

roomCoordinates.x = triggerPosition.x;

roomCoordinates.y = 0;

roomCoordinates.z = triggerPosition.z -
(roomGenerate.GetComponent<BoxCollider> () .size.x *
roomGenerate.transform.localScale.x) / 2;:

break;
default:

Debug.Log ((int) this.gameObject.transform.eule
rAngles.y);

break;

Ilocne ompeneneHuss KOOPAMHAT M MOBOPOTa KOMHATHI, OHA CO3HAETCH C
npuMeHeHneM  QyHkiuu - “Instantiate”, oOCHOBHBIMH TapaMeTpaMu KOTOPOW
SABJISIFOTCSL:

1. O0BEKT, KOTOPBIF HE0OX0IMMO co3aaTh (mpeactapiieH kak GameObject).

2. PacnionoxeHue 0ObEKTa B WUIPOBOM IPOCTPAHCTBE (IIPEACTABIEH Kak
Vector3).

3. [ToBopot oOwekTa (peacTabiieH kak Quaternion).

4. Poputenbckuii OOBEKT, K KOTOpPOMY OyIeT NpHUBA3aH CO3JaHHBIM
(mpexacraBineH kak Transform).

Co3nanHoli KOMHAare 3aaéres IIOBOPOT qyepes (GyHKIIIO
“transform.Rotate()”, koropsiii 6bu1 ompeaenén B “DetectDirection()”. Takxxe
yMeHbIaeTcst cu€Turk “roomCounter” Ha 1 u CKkpunT npekpaiiaeT CBow padoTy:

if (RoomCounter.roomCounter > 0) {
PickNextRoom () ;
var roomNew = Instantiate (roomGenerate, new
Vector3 (roomCoordinates.x, roomCoordinates.y,
roomCoordinates.z), Quaternion.identity);
roomNew.gameObject.transform.Rotate (0,
this.gameObject.transform.eulerAngles.y, 0,
Space.Self);
RoomCounter.roomCounter—--;
this.GetComponent<NewRoomGeneration> () .enabled = false;

}

if (RoomCounter.roomCounter == 0)

{

this.GetComponent<NewRoomGeneration> () .enabled = false;

}

[TomyuuBiIMiicss CKpUNT OyAET FreHEpUPOBATH JOKAIMU CIy4aiiHbIM 00pazom
C 3aJJaHHBIM KOJIMYECTBOM KOMHAT (mepemeHHass roomCounter), Ho OTCYTCTBYET
MIPOBEpKa KOJUTU3HM, YTO MOXKET BhI3BaTh COOM B pabOTE aJiropuT™Ma.
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B mepByro ouepenb co3maércss HOBBIM Ter i KOMHAT, TaK Kak TMIpH
IPOBEPKE KOJUTU3UN, CKPUNT Oy/IET MOTy4YaTh TeT OOBEKTOB, a HE UX Ha3BaHHUE MU
npyroi napametp (puc. 3).

@ Inspector ® | ighting
RoomStart

Tag Room ¥ Layer Default

Untagged Overrides

Respawn

Finish
EditerOnly
MainCamera
Player
GameController

Room

Add Tag...

Pucynok 3. HoBbli Ter, CO3MaHHBIN 1711 KOMHAT

CymectByer 2 criocoda IpOBEPKU KOJITU3UH Y 00BEKTOB:

1. HoGasnenue ¢ynkuuu “OnCollisionEnter”. Jlannas ¢yskmus Oynmet
BBITIOJTHATHCS TOJBKO €CITH MPOU3O0IIIO CTOJTKHOBEHHE ¢ KAKUM-TTHOO 0OBEKTOM.

2. [Ipumenenune kiaacca “Physics”, B KOTOpoM ecTh (hyHKIIUH, COOHMpArOIIHe
BCE OOBEKTHI C KOJUTU3USIMU B ONPE/ICIEHHON 001acTH.

IlepBriii crioco® Jyierye B peanu3aluu U He TpeOyeT paboThl C TEraMH.
JlocTaTtoyHO TIPOBEPSATH UMEHA OOBEKTOB, KOTOPHIC CTOJKHYJIUCH M €CIIM OHH HE
paBHbBI, a Takke Hanuyue cioBa “Room” y o0bekTa, C KOTOPHIM IPOU3OIILIO
B3aMMOJICHCTBUE (TaK Kak JaHHOE CJIOBO MPUCYTCTBYET BO Bcex mpedabdax, HO
OTCYTCTBYET B DJIEMEHTAaX KOMHAT), TO YAAJIATh CO3/IaHHbIN OOBEKT.

VY namuth 00bEKT MOXKHO, UCTIONB3Ys GyHKIMIO “Destroy()”, eAMHCTBEHHBIM
napamMeTpoM KOTOpPOTO SBJISIETCS HMTPOBOM 00BEKT. Takke HYKHO CpaBHUBATH
MMEHa HE DJJIEMEHTOB KOMHAT C CaMOM KOMHATOW, B KOTOPOM IPOUCXOIUT
CpaBHEHHE, a 00palllaThbCsl K POJAUTEILCKOMY OOBEKTY 3JIeMeHTOB mpedada u
MOJIy4aTh €ro Ha3BaHUE:

collision.transform.parent.gameObject.name

OnpenenuTs HAIMYUE MOACTPOKA B HMCXOIHOW CTPOKE MOXKHO, MPUMEHUB
dyukmuto “Contains”, kotopast sBiseTcst QyHKIMEH cTanmapTHOM OnbaroTeku CH#.
[lepen ynanenrem KOMHATHI Takke HEOOXOAMMO yBeIMUuTh FoomCounter Ha 1.

Bropoit cnoco0 moapasymMeBaeT HCIOJIb30BAHHWE CO3JAAHHOTO  TeEra.
Coznaércs KoJutaiinep, KOTOPbIM HAXOAUT BCE KOJUTM3UH BHYTpH ceOsi. HemoctaTok
JJAHHOTO CIoco0a B KOHTEKCTE peliaeMod 3ajlaud COCTOUT B TOM, UTO (hOPMBI
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KOJUTaiiiepa OTpaHUYCHBI U CO3/1aTh MOXHO TOJBKO KyO, Karcyny uinu chepy, To
ecTh (hopMa KOMHATHI HE BCET/Ia COBIAJIAET C KOJUIAUEPOM.

JIiist paboThl CKpUIITa 33JaE€TCA MACCUB OOBEKTOB, C KOTOPBIMH MPOU3OIILIO
B3aUMOJICMCTBUE BHYTPU CO3/IaHHOTO KOJUIaAepa:

private Collider[] hitColliders;

[Tocne co3manns HeoOXoquMoOro oobekTa kiacca “Physics” moacuuTeiBaeTes
KOJIMYECTBO BOIICAIINX B MacCUB OOBEKTOB ¢ TeroM “ROOMS”. JIs BBIMOJHEHUS
JAaHHOM 3aJ]a4id MOKHO HCTOIb30BaTh Onbimoteky LINQ.

LINQ — s13bIk 3ampOoCOB, TO3BOJISIONIMI BBITIONHATE OMEpPalliu U (PYHKIIUU
10 BBIOOPKE JaHHBIX W3 00BEKTOB, MaccuBOB, XML-1oKyMeHTOB, 0a3 JaHHBIX U
nata ceroB. B C# oH mnonkimrowaercs, Kak W JApyrue OuOiIMOTeKH: USINg
System.Ling. 3anpoc 1o BEIOOPKE JaHHBIX C ONPEACIEHHBIM MTapaMeTPOB 3a1aéTCs
CJIeTyIOITUM 00pa3zoM:

var selectedItems = arr items.Where(t => t.StartsWith("P"));

[Tocne moacu€éra oOBEekTOB C Terom “ROOMS” HEOOXOAMMO YIAIUTh
CO3/IJaHHYI0O KOMHATy, €Clii CU€TuuK Oosbiie 1 (MCXOMHBIM OOBEKT Takxke OyaeT
N100aBJIEH B MACCHUB), TO OOBEKT yAAIAETCS:

hitColliders = Physics.OverlapBox (this.transform.position,
this.transform.localScale * 4.75f, Quaternion.identity);
int roomCollidedCount = hitColliders.Count(t => t.tag ==
"Room") ;

if (roomCollidedCount > 1)

{

RoomCounter.roomCounter++;
Destroy(this.gameObject) ;

Peanuzanusi npoBepku KOJUTM3UM Y 00BEKTa MO3BOJIUT U30€kKaTh OIIMOOK B
TrE€HEpallMi UTPOBOM JIOKALMU M CIeJIaeT €€ MpoxXoaumou. J[aHHBIA KOJ MOKHO
peanu3oBaTh B OTAEIBHOM CKpPUNTE, KOTOpbIA OyAeT mpuBsa3aH K mnpedaldy —
JAHHBIM BapUaHT Jierdye mnpu paboTe ¢ KoopauHaTamu Tpedada, Tak Kak HET
HEOOXOIMMOCTH ONpPECNIATh MX uepe3 QyHKIuK Kiacca “transform.parent”. Ho y
BTOPOTO Croco0a MPOBEPKU KOJUIM3HM €CTh HEIOCTATOK — €Cii 00BEKTOB OyJeT
CJIMIIIKOM MHOTO, TO TMPOW3BOAUTEIHHOCTh MOXKET CHH3UTHCS, MOITOMY HYKHO
YYUTHIBATh KOJIMYECTBO OOBEKTOB B Tpedade MpHU CO3MaHUU POJUTEITHCKHUX
O00BEKTOB sl POIIEAYPHOU TeHepaIiu.
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Pucynox 4. [Ipumep paboTsl anropurma reHepanun

VY anropuTma €CTh HEIOCTATOK — TE€HEpalusi MOXKET 3aBEPIIUTHCSA, HO
KOJINYECTBO KOMHAT HE JIOCTUTHET HYJIA. DTO MOYKET MPOU30UTU B CIydae, €CIIH
BCE€ MYTU NPU TeHEpallUU 3aMKHYTCS WM OKaXyTcs B Tynuke. JlaHHyro npobiemy
MOXHO HCIPaBUTh J100AaBICHHEM €II€ OJHOTO0 JTaka, Ha KOTOpBIA Oyner
MEPEXO/IUTh AITOPUTM W MPOJAOJKATh TEHEPAMIO JIOKAIMU. Y3HATh MHOBOPOT
KOMHATBI-TIEpEX0Ja Ha BEPXHUW 3Ta)X HE CJI0XKHO — JOCTATOYHO B3ATh YIOJ
MOBOPOTa C KOMHATHI, HA MECTO KOTOPOii cTaBUTCS nepexol. ['naBHas mpobiema —
OTIpeJICIICHUE PACIIOIOKEHUSI 00BEKTa B IPOCTPAHCTRE.

Tak kak mepexo/1 Ha BEpXHUN 3TaK CO3AaETCSA U3 POJAUTEIHCKOI0 O0OBEKTa, a
HE TpUITEpa, TO HYKHO CIBUTaTh JaHHBIM MEPEeXOj HAa TOJIOBUHY OT JJIMHBI
KOMHAThl J100 1mo ocu X, nmubo mo ocu Z (3aBUCHUT OT MOBOPOTa KOMHAThl) U
cAenaTh eme OAWMH CIABUI BIEPEN Ha MOJOBUHY JJIMHBI KOMHaAThI-Tiepexonaa. Ho
yno0OHee caBUraTh MpoOJEMHYI0 KOMHATY Ha MCXOAHYIO MO3ULHMI0O M CO37aBaTh
nepexoi ¢ MOCASAYIOIUM YAAJICHUEM HEHYKHOM KOMHATHI.

Jlns ompeneicHUs KOOPAWHAT 3amdaHa HoBas QyHkmus “MoveRoom()”,
KOTOpasi BO3BpaIllaeT MPOOJIEMHYI0O KOMHATy HAa HCXOJHYIO TO3UIUIO U JIeNlaeT
CABUT Ha MOJIOBUHY JIJIMHBI KOMHATBI-IEPEX0a:

void MoveRoom() {

switch ((int)this.gameObject.transform.eulerAngles.y) {

case O0:
this.transform.position = new
Vector3(this.transform.position.x +
((this.GetComponent<BoxCollider> () .size.x *
this.transform.localScale.x) / 2) -
((stairObject.GetComponent<BoxCollider>() .size.x *
stairObject.transform.localScale.x) / 2),
this.transform.position.y, this.transform.position.z);
break;

case 90:
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this.transform.position = new
Vector3 (this.transform.position.zx,
this.transform.position.y, this.transform.position.z -

((this.GetComponent<BoxCollider> () .size.x *
this.transform.localScale.x) / 2) +
((stairObject.GetComponent<BoxCollider>() .size.x *
stairObject.transform.localScale.x) / 2));
break;

case 180:
this.transform.position = new
Vector3 (this.transform.position.x -
((this.GetComponent<BoxCollider> () .size.x *
this.transform.localScale.x) / 2) +
((stairObject.GetComponent<BoxCollider> () .size.x *

stairObject.transform.localScale.x) / 2),
this.transform.position.y, this.transform.position.z);
break;

case 270:
this.transform.position = new
Vector3(this.transform.position.x,
this.transform.position.y, this.transform.position.z +

((this.GetComponent<BoxCollider> () .size.x *
this.transform.localScale.x) / 2) -
((stairObject.GetComponent<BoxCollider>() .size.x *
stairObject.transform.localScale.x) / 2));
break;

default:
break;

Ho Ttaxke MOXHO 3alOMHHATh PACHOJIOKEHHE TPUITEpa, KOTOPHIA ObLI
WCIIOJIb30BAaH JUIS CO3/aHUsl TPOOJIEMHOW KOMHATBI, YTOOBI HE BBIYUCIATH
paccTosiHue, Ha KOTOPOE HeOOXOAMMO CIBUHYTh KOMHATY Ha3al.

Pucynox 5. [Ipumep paGoTsl aaropuTMa reHeparuu ¢ IepexoaaMu 1mo ocu Y
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Taxum 00pa3om, Ha BBIXO/I€ MOIYUUJICS AITOPUTM IIPOLEAYPHON TeHEepaIuH

JIOKAIM# JIJIsl MTPhI, co3aanHoi B UNity. AIroput™M npoTecTUPOBAH Ha TCHEPALUAX
oonpmx Jokaruid (500 u OoJsibllle KOMHAT) M CIOCOOEH IOKa3aTh XOPOIIH
pE3yNIbTaT B CKOPOCTH PaOOTHI.
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