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BBEJAEHUE

KoMmnbloTepHble TEXHOJIOTMH pa3BUBalOTCS Bc€ ObicTpee U ObIcTpee,
napajjieIbHO BHEAPSISCh BO Bce cdepbl )KU3HU yenoBeka. OMHON U3 HUX SIBISETCS
J0Cyr W paspiedeHue. Ha naHHOM »Tame pa3BUTHs 4YeOBEYeCcTBa, BcE Oolee
IIOITYJIIPHBIM CTAaHOBUTCS TAKOW BHUJ Pa3BJICYEHUs KAK KOMIIBIOTEPHBIE UIPBI.

KoMmnbioTepHble Wrpsl  SBISIOTCS OAHOM U3 aKTyalbHBIX MpobiieM
COBPEMEHHOW HayKu, TaK KaK MpPEICTaBISAIOT COOOW YHUKAJIBHBIA MPOIYKT
Pa3BUTUSA TEXHUKH U COBPEMEHHOM JMYHOCTH. MIrpbl mOMOrarmT cMOAEIUpOBaTh
pa3IuYHbIC KU3HEHHbIE CUTYAIMH, MPOOJIEMbl U BbIIAIOT HEKOTOPHIE BO3MOXKHbBIE
IIyTH UX PELICHHUS.

OcHoBHOM npo0GIIEMON UTPOBOM MHAYCTPUU HA JTaHHBIA MOMEHT SIBIISIOTCS
TpeboBaHUs MOTpeOUTeNe K HOBOBBEACHUAM. BaxHoW 3amaueil B pa3paboTke
KOMITBIOTEPHBIX U SIBISIETCS pa3paboTKa aJrOpUTMOB MOBEAECHUS MPOTUBHUKOB,
C KOTOPBIMHU CTAJIKMBAETCSI UTPOK BO BPEMsI IIPOXOKICHUS.

Ha cerogusimHuii neHp B urpax xaHpa RPG Mmano BpeMeHM ynenseTcs
pa3paboTKe alropuTMOB, MPU KOTOPBHIX MEPCOHAXKH OOBEAUHEHBI B TPYIIBI U
MOT'yT B3aUMOJIEMICTBOBATH C MUPOM U MPUHUMATh PELICHUS KaK €UHOE LEJIOe.

[lenpto BBIMYCKHOW KBaJM(PUKAMOHHOW pPabOThl sBIsieTCA pa3padoTka
aJIrOPUTMOB IPYIIIOBOr0O NOBEAEHUS NPOTUBHUKOB B Urpax *kanpa RPG.

B cBsA31 ¢ oCTaBIEeHHON LIEIbI0 HEOOXOAMMO PEIINUTD Pl 3a]1a4:

— HccnenoBath  mpeaMeTHYHO  00JIacTh M CYLIECTBYIOIIHME  aHAJIOTHU
IIPOIPAMMHOI0 IIPOAYKTA;

— BBIABUTH UX JOCTOMHCTBA U HENOCTATKHU;

— CocTaBUTh aNrOPUTMBI T'PYNIOBOrO IMOBEACHUS C YYETOM JOCTOMHCTB M
HEJIOCTAaTKOB CYLIECTBYIOIIUX aHAJIOIOB;

— Peanm3oBaTh cOCTaBICHHBIEC AIITOPUTMBI;

— O0ecreyuTs BU3YaAJIbHOC IIPCACTABICHUC.



1 AHAJIN3 TIPEJJMETHOM OBJIACTH

1.1. Onucanue npeaMeTHOI 00J1acTH

BeimyckHas kBanM@ukandoHHas pa0oTa HampaBlieHa Ha  CO3/IaHHE
QJITOPUTMOB TPYIIIIOBOrO TMOBEACHUSI MPOTUBHUKOB B kaHpe RPG (anra. Role-
playing game).

KoMmnbroTepHol UTpoil Ha3bIBaeTCs KOMIBIOTEpHAs Mporpamma, CliyKaias
JUIsl OpraHu3alliy UTPOBOTO Mpoliecca, CBA3M C MapTHEpaMH MO Wrpe, WIM cama
BBICTYIIAIONIAS B KauecTBe maptHépa [1].

RPG, unm poneBas urpa — KaHp KOMITBIOTEPHBIX HIP, OCHOBAaHHBIM Ha
AJIIEMEHTaX UTPOBOTrO IMpoliecca TPAJAULIMOHHBIX HACTOJNBHBIX poJieBbIX urp [2]. B
POJIEBOM UIPE UTPOK YIPABISIET OJTHUM WIJIM HECKOJBKUMU MEPCOHAKAMHU, KaXAbIN
U3 KOTOPBIX OMHUCAaH HA0OPOM YHUCIICHHBIX XapaKTEPUCTHUK, CIIUCKOM CIIOCOOHOCTEN
1 YMEHU; IpUMEpaMU TaKUX XapaKTEPUCTHUK MOTYT OBITh 3/I0POBhE, MTOKA3aTeIn
CWJIbI, TOBKOCTH, MHTEIJIEKTA, YPOBEHb PA3BUTHS TOI'O WJIM MHOTO HaBbIKa U T.I. B
XO0JIe UTPbl OHU MOTYT MEHAThCS. OTHUM U3 XapaKTEPHBIX AJIEMEHTOB UTPOBOTO
npolecca SBJISETCS MOBBIIIEHUE BO3MOXKHOCTEH MEPCOHAXKEH 3a CUET yIaydIIeHUs

WX TIapaMeTPOB U U3YUYEHUSI HOBBIX CIIOCOOHOCTEH.
1.2. Onucanue aHAJIOroB

IIpu paccMOTpeHMHM NOBEIEHHS NMPOTUBHUKOB B pa3HbIX HUIPax MOYKHO
3aMETUTh, YTO AJITOPUTMBbI IOBEJEHUS HE 3aKPEIUICHBI 33 ONPEAEIECHHBIM KAHPOM,
MO3TOMY ISl CPAaBHEHHUS! BBIOMPAJIMCHh MIPBI Pa3HBIX KAHPOB, KOTOpBIE, TEM HE
MeHee, UMeloT 31eMeHThl RPG. OCHOBHBIMH KpUTEpHUSAMU ISl CPAaBHEHUS OynyT
HaJIMYUE TPYIIIOBOrO MOBEAEHUS U CIIOAKHOCTh IOBEJAEHUS B LIETIOM.

B kadecTBe aHaioron oJIA CPaBHCHHA ObLIN BBI6paHBI TAKHUC HUI'PBI, KaK

«Diablo 3», «S.T.A.L.K.E.R. YUucroe ne6o» nu «Warcraft 3».



1.2.1. Diablo 3.

Urpa xanpa Action RPG, paspaborannas cryaueit Blizzard Entertainment u
BbinlylieHHass B 2012 roay [3]. B urpe npucyTrcTBYIOT 3JE€MEHTHI T'PYHIIOBOIO
noBeAeHus. [IpOTUBHUKU OOBEAMHSIOTCA B TPYIIbI, IPU 3TOM B TPYIMIE MOXKET
MPUCYTCTBOBATH MEPCOHAXK, CIIOCOOHBIN JIEYUTh U BOCKPEIIATh COIO3HUKOB. Ecnu
B IPYIIE OCTAJI0Ch MaJIO WICHOB, TO OHU CTaparoTcsl yoexxatb oT Urpoka. B nemom
MOBEJCHUE JOCTaTOYHO MPUMUTUBHOE, W Bpard HalajaloT Ha Bpara cpasy, Kak
TOJILKO OH TOSIBIIsIeTCsl B 30He MX BuaumocTu. Ha pucynke 1 mpencraBieH Ooi
MEXIYy UTPOKOM U TPYyNIOM MPOTUBHUKOB.

SAVAGE GHeUL

SBIECTIVES
Reign of the Black King
O Descend through the Cathedral

The Cursed Court
! Time Left

Fight the endless horde!
14 Seconds

WPRBWSIE! 1 Bonus Chest: Slay monsters

1o unlock a second chest

Pucynok 1 — Urposoii nporecc Diablo 3

1.2.2. S.T.A.L.K.E.R. Yucroe HeOO.

Urpa xanpa FPS (anri. First Person Shooter — lllyTep ot mepBoro nuia) ¢
anementamu RPG, paspaborannas cryaueit GSC Game World u BeinyiieHHas B
2008 roxy [4]. B aTol Urpe NpOTUBHUKOB MOXHO Pa3/leUTh HA 2 TUNA: JIIOJU U
MOHCTPHI (B T. 4. U 4eJIOBEKOMOJ00HbIC). CHIIbHBIE MOHCTPHI XOJSIT, B OCHOBHOM,
M0 OJMHOYKE, cladbie ke (Hampumep, co0aku uin kabaHbl) CTapaloTcs coOpaThes
B cral0 (TOo ecTb B TIpynmy). B 1enoM, MOHCTpBl Bcerja arpecCHBHBI I10

OTHOIIEHUIO K UTrpoKy. Ha pucyHke 2 mpezicTaBieHa aTaka Ipynibl MOHCTPOB Ha



urpoka. Jlroau moutu Bcerga oObeMHEHBI B TPYIIBI, IPU 3TOM KaxKJas rpymnmna
NPUHAAJEKUT omnpefeneHHod (pakiuu. OTHOLIEHHWE TPyHIbl K  UTPOKY

IMOJTHOCTBIO OIIPCACIIACTCA OTHOIICHUAMU UTPOKA C (l)paKHI/Ieﬁ B LICJIOM.

Pucynok 2 — Urposoii nponecc S.T.A.L.K.E.R. Uuctoe He60
1.2.3. Warcraft 3.

Urpa xanpa RTS (anrn. Real-Time Strategy — Crpaterus B peajibHOM
BpemeHn) ¢ aneMmentaMu RPG, paspaborannas crynuei Blizzard Entertainment u
BoinnymeHHas B 2003 roay [5]. [loagxoa k opraHu3anuy MOBEAECHUS B 3TOM HUIpe
HEMHOTO OTJMYaeTcsl, C y4eTOM OCHOBHOI'O aHpa UIPbl. 37eCh MPHUCYTCTBYET
CUCTEMa, KOOPJIMHUPYIOIIas MOBEJCHNUE BCEX IPYMNN U OTACNIbHBIX MPOTUBHUKOB.
D70 ABNISETCS KaK MPEeUMYIECTBOM, TaK U HEJOCTaTKOM Urpbl. C OJJHON CTOPOHBI
CO37aeTcsl MIUTIO3USI, YTO BCEX MPOTHUBHUKOB KOHTPOJIUPYET OJIUH KOMIBIOTEPHBIN
UTPOK, U 3TO J0OABISIET CIOKHOCTU B HX ToBeaeHue. C Jpyroil ke CTOPOHBI
Ka)KJasl TpyIIa He MOXKET MPUHUMATh PEIIeHUS] CAMOCTOSITENIbHO U BCETa 3HAET O
cocTosiHuu J1000# apyroit rpynnsl. Ha pucynke 3 npeacTtaBieH UTpOBOH Mpoliecce

Warcraft 3.



Pucynok 3 — Urposoii nponiecc Warcraft 3

1.3. CpaBHeHune aHAJIOTOB

Tak kak OGOJBIIMHCTBO Pa3pabOTUMKOB HE BBIKJIAJBIBAIOT MCXOJHBIN KOJ
CBOMX WIp, 3TO 3aTPYIHSAET UX CpaBHEHHE. Bce BBIBOABI CHENaHBI HA OCHOBE
BHU3YaJIbHOTO aHAJIM3a UT'P, PACCMOTPEHHBIX BBIIIIE.

[IpoBenss cpaBHEHHE aHAJIOTOB MOKHO BBIJIEJIUTh HECKOJIBKO HEJNOCTATKOB,
KOTOpBIC OYAyT YCTpaHEHBI B pa3pabaThiBaeMOM UTpe:

e [IpocTtora nmoBeneHus — B OONBIIMHCTBE CIy4aeB Bparu cpa3y HamajaaroT

Ha UTPOKA, HE OLIEHMBAsl CBOU PUCKHU U BO3MOKHOCTHU
e KOHTpoJIb Tpynmbel M3BHE — TPYNNbl KOHTPOJIUPYET €IHMHAS CUCTEMA,
KOTOpasi HE JaeT caMOM TpyIIe pemarb, 4TO €M JienaTh, U IMO3BOJISIET

MOJIYYUTh MHPOPMALINIO, KOTOPYIO TPyMIa He T0KHA 3HATh.
1.4. Bb100Op UTPOBOIO IBHKKA

I[Ipu co3ganuu I000TO0 TMPOEKTa B MEPBYK oOuepelb HE0OXO0IUMO
ONpEeNeTUThCSl ¢ pabounM MHCTPYMEHTOM. JIIs wWrp Takoil MHCTPYMEHT

HAa3bIBACTCS UT'POBBLIM JIBHKKOM. On nnmn pa3pa6aTLIBaeTc;1 CaMOCTOATCIBbHO, HUJIN



auueHsupyercs. Tak Kak HalMCaHWE UIPOBOIO JBHXKKA JOCTATOYHO CIIOKHBIM U
TPYJOEMKUI Tpoliecc, s pa3pabarbiBaeMOM UIpbl ObUIO PEIIEHO BHIOpATh
TOTOBBIN MHCTPYMEHTAPUM.

Jlayiee mpuBeIeH CITUCOK UTPOBBIX IBUKKOB, CPEIN KOTOPBIX BEJICS BHIOOD.
1.4.1. Unity

Unity —3TO UHCTPYMEHT JIJIsl pa3pabOoTKH ABYX M TPEXMEPHBIX MPUIT0KESHHUM
U urp, padoraromuii nmoj onepauoHHsiMu cuctemamMu Windows, Linux u OS X.
Coznannbie ¢ nomomibio Unity mpuiioxkeHuss paboTaloT MOJ ONepallMOHHBIMU
cucremamu Windows, OS X, Windows Phone, Android, Apple iOS, Linux, a
TaK)ke Ha UrpoBbIX mpucTaBkax Wii, PlayStation 3, PlayStation 4, Xbox 360, Xbox
One. EcTh BO3MOXHOCTH CO37]aBaTh MPUJIOKEHHUS [JIs 3alMycka B Opaysepax c
MOMOIIBIO CIIeHaTbHOTO TToAKIouaemMoro moxayist Unity (Unity Web Player), a
TaK)Ke ¢ MOMOIIbIO peanu3auun TexHoaorun WebGL.

[Tpunoxenus, co3ganupie ¢ nomolbio Unity, moaaepkuBatotr DirectX u
OpenGL. AKTUBHO JBHKOK MCIOJIB3YETCSl KaK KPYIMHBIMU pa3padoTYMKaMu, TaK U
pazpabotunkamu Indie-urp B cuiay Haiauuus OecIlaTHOM Bepcuu, YJ0OHOTO
uHTepPeiica u TPOCTOTH PAOOTHI C TBUKKOM.

Penakrop Unity umeer npoctoit Drag&Drop unTepdeiic, KOTOpbIil Jerko
HacTpauBaTh. OH COCTOMT M3 pa3IUYHBIX OKOH, OJaromapsi 4YemMy MOKHO
MPOU3BOJIUTh OTJIAJKY WIPbl IPSIMO B pelakTope. JBHKOK MOAAEpKUBAET JBa
cueHapHbIx si3bika: C#, JavaScript (Mogudukanus). Pacuétsl Gpusmku npousBoguT
¢usnueckuii nmxok PhysX or NVIDIA [6].

Ha pucynke 4 npeacrasnen unrepgeric Unity.
1.4.2. Unreal Engine

Unreal Engine — urpoBoii IBUKOK, pa3padaThIBAEMBbI U MO11€P>KUBAEMBIi
kommnanuei Epic Games.

IlepBas urpa, co3gaHHas Ha 3TOM ABHWXKKE nosBuiack B 1998 rogy. C tex
MOp pa3MyHble BEPCUU JBMXKKA ObUIM MCIOJIb30BaHbl B Oojiee YeM COTHE WUIp U

IPYTUX IPOEKTOB.
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Point light 2 (temp)
Point light 3 (temp)
Stair 2

Point light 2 (temp) (2)
Point light 2 (temp) (4)
PatrolSpawner

Pucynok 4 — Unrepdeiic Unity

JIBmkok HamucaH Ha s3plke C++ W TO3BONSIET CO3/aBaTh WIPHI IS
OOJIBIITMHCTBA OMEPAIMOHHBIX cucteM U matdopm: Microsoft Windows, Linux,
MacOS u MacOSX; koncomeir Xbox, Xbox 360, XboxOne, PlayStation 2,
PlayStation3, PlayStation 4, PSVita, Wii u nap., a Takxke Ha pa3IUYHBIX
MOPTAaTUBHBIX YCTPONCTBAX, HapuMep, ycTpoicTBax Apple, ynpasnsembix 10S u
npouux [7].

Jns urpel mo cetu moanaepkuBarorcs TexHosiorun Windows Live, Xbox
Live u mpouue, BkiItouas 10 64 UrpokoB (KJIMEHTOB) OJTHOBPEMEHHO.

Bce »naneMeHTBI WrpoBOro JBUXKKAa TIPEACTaBIECHbI B BUJE 00BEKTOB,
UMEIOIIUX HaOOp XapakTEepPUCTHK, M Kiacca, KOTOPbIA OINpeaeiseT TOCTYIHbIE
XapakTepucTuku. B cBoio ouepenb, 000H Kacc SBISETCS <«JIOYEPHUM
KJ1IaccoM object.

Meton ympaBieHUS ONUCAaH CIHEUUATbHBIM OOBEKTOM, TaKOW OOBEKT
Ha3bIBaeTCAd KOHTpoJuiepoM. KoHTposiep oOmuchIBaeT JUIIL OOIIee MOBEICHUE
MEeIKd BO BpeMsl UIPOBOTO IIpoliecca, a TaKue MapaMeTpbl KakK «3JI0POBbE»

(KOTMYECTBO MOBPEKACHUH, TTOCIIE KOTOPHIX MENIKa nmepecTaéT GyHKIIMOHUPOBATH)

11



WM, HallpUMep, PacCTOSHUE, Ha KOTOPOM IellKa oOpaliacT BHUMaHUE Ha 3BYKH,
3aJJAal0TCS IS K&KI0T0 00bEKTa OTJEIBHO.

Mup, ypoBeHb — OOBEKT, XapakKTEepU3yIOIIUi oO0Iue CBOHCTBA
«IIPOCTPAHCTBAY, HANPUMEP, CHIY TSHDKECTH W TyMaH, B KOTOPOM PacroJiararoTcs
Bce akTEphl. Takke MOKET coJiepKaTh B cebe mapaMeTphl UTPOBOTO MpoIliecca, Kak,
HaIPUMEP, UTPOBOK PEKUM, 1T KOTOPOTO NPETHa3HAYCH YPOBCHbD.

Jlist paboThI ¢ TPOCTHIMU M, KaK IMPABUJIO, HEMOJBM)XKHBIMU JJICMCHTAMH
UTPOBOTO TIPOCTPAHCTBA (HAIPUMEpP, CTCHBI) MCIOIB3YETCS TBOMYHOE pa3OHeHUE
MPOCTPAHCTBA — BCE MPOCTPAHCTBO JCIUTCSA HA «3AMOJHEHHOE» U «IIycToe». B
«ITyCTON» YacTH MPOCTPAHCTBA PACIOIAraroTCs BCE OOBEKTHI, a TaKkKe TOJIHKO B
HE MOXET HaxXOIUThCS «TOYKAa HAOIOJICHUS» TIIPU OTPHCOBKE CIICHBI.
B03MOXXHOCTB TTOJTHOTO MJTM YaCTHYHOTO TIOMEIICHHUS OOBEKTOB B «3aIIOJIHCHHYIO
4acTh MPOCTPAHCTBA HE MCKITIOYACTCS, OJJHAKO MOXKET NMPUBECTH K HEMPABHIBHON
00paboTke TakuX OOBEKTOB (Hampumep, pacdér (U3UYECKOr0 B3aUMOJICUCTBUS)
WM HEMPABHJIBHOW OTPHUCOBKH B CIIydac IMOMEIICHUS Ty/la «TOYKH HAOJIOICHUS
(marmpumep, 3¢ dexT «3ana 3epkany»). Bee nemku, monagaroine B «3amoTHCHHYIO
9acTh MPOCTPAHCTBA, CPa3y «IOTHOAIOTY.

Ha pucynke 5 npeacrasnen unrepgeiic Unreal Engine.

f Construction Seript m= Event Graph
u M R _HUDx

File Edit Asset View Debug

o (18] X @ a
181" Add pin X ﬂ}»

-

4Add Event
 EventB

\ J DrawText
& Steer Function » ——»—— P OFEvent T

i)
) Event Receive Draw HUD =

util
4Flow Control
< Branc
4Transformati
] A
#7 Constructic
O RPM [0.0]
DefaultSce A L e |
) Event Steer Function "

All Actions for this Blueprint
f Get Player Controller D

Steer O

B show inherited T
vent

» Playerindex [0 ]  Return Value

Moh @ > @ 4Input

RPM O 4Axis Events

Jf GetHUD © steer

Target  Return Value

Pucynok 5 — Untepdeiic Unreal Engine
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1.4.3. CryEngine

CryEngine 3 — urpoBoii IBMXOK, pa3paOOTaHHbI HEMEIKON KOMIIAHUEH C
OTPaHUYEHHONW  OTBETCTBEHHOCTHIO. CryEngine  u3Ha4YaJIbHO  SIBJISETCS
KpocCIUIaTGOPMEHHBIM ~ SI3bIKOM — OH OpPHUEHTHPOBAH Ha IEpPCOHAJIbHbBIE
KOMITIbIOTEpHI U UTpoBbie KoHcosn Microsoft Xbox 360 u Sony PlayStation 3, a
TaK)Ke Ha UX MOCIEAYIOIINE BEPCUU.

CryEngine siBisieTcsi JOCTaATOYHO MOMYJSIPHBIM WUIPOBBIM JBHXKOM, O YeM
CBUJIETENIbCTBYET KOJMYECTBO «OONBIIMX UTP» cO3AaHbIX Ha HeM: Giant, Sniper II:
Ghost Warrior, Cabal II, Far Cry, Ryse: Son of Rome. OH npuBnexk k cebe
BHMMaHUE pa3paboTYuKoB mociie BeixoAa Crysis. Dta urpa mpoJieMOHCTpUpOBaia
HOBBIM ypoBeHb rpaduku Onaromaps CryEngine. [lozxe, ObUTHM BBINYIIEHBI
Heckoibko Bepcuit  CryEngine ¢ mnonanepXkol HOBBIX (YHKIHMOHAIBHBIX
BO3MOXKHOCTEH [8].

Ha pucynke 6 npencrasien uarepdeiic CryEngine.

File Edit Modify Display Group Prefabs Terrain Sound Gam

RollupBar

Speed: 1 2|.1/1]10

Console

Compile Vegetation@VegetationVS(GL400800000)(RT40001)(MDV200)(VS) (77 instructions, 8/13 constants) ...
Compile Vegetation@Common_SG_VS(GL400000000)(RT 1000000000340 100)(MDV200)(VS) (23 instructions, 2/5 constants) ...
G

Pucynok 6 — Uutepdeiic CryEngine
B wutore BpIOOp ObUT caemad B moib3y Unity. OH XOpOIIO MOAXOIUT JJIst
peanu3aii  HEOOIBIIUX IPOCKTOB, a TakKXe HUMEET MPOCTOM U  yHOOHBIH

uHTEpPEHcC.
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1.5. Bb10op si3pIKa NPOrpaMMHUPOBAHUA

[locne BBIOOpa WUrpoBOrO  ABUXKKA HEOOXOJIMMO  BBIOpAaTh  SI3BIK
MPOrpaMMHUPOBaHMSI, HA KOTOPOM OyJIeT BECTUCH pa3paboTKa.

Tax kak Unity npegoctaBiseT BO3MOKXHOCTb MPOIPaMMHUPOBAHHUS TOJIBKO Ha
s3bikax C# u JavaScript, cpey HUX U BeJICS BBIOOD.

SA3pik  mporpammupoBanusi C# — 93TO  BBICOKOYPOBHEBBIM  SI3BIK
MPOrpaMMUPOBAHMS, pa3padOTaHHBIA U JI0 CHX NOpP aKTUBHO MOJJEP KHBAIOLIUN
komnanueit Microsoft [9]. C# Ha cerogHsAIIHUN ICHb SABIACTCA OTHHUM U3 CaMBIX
MOMYJISIPHBIX S3BIKOB JJISI HAITUCAHUS TIPOTPAMM.

B ocHoBe HamucaHus NOpoOrpaMM Ha 3TOM S3BIKE JEXKHUT OOBEKTHO-
OpPMEHTUPOBAHHBIN MOAXOJ K MporpaMMupoBaHuio. Ero cyTh 3akitodaeTcs B TOM,
YTO Mporpamma MpeCcTaBiIseTcsl B BUAE COBOKYIMHOCTH OOBEKTOB, JJIsl OMUCAHUS
KOTOPBIX HCHOJB3YIOTCS KIACChl — CTPYKTYphI, MMEIOIIUE BBICOKHA YpOBEHb
aoctpakuuu [10].

[Iporpamma, HamMcaHHass Ha OOBEKTHO-OPUEHTHUPOBAaHHOM si3bike CH#,
ABJIIETCS ONKMCAaHUEM Habopa KJIacCOB UCCIEAYEMOM PeIMETHON 00IacTH.

JavaScript — BBICOKOYPOBHEBBIN SI3bIK MporpaMMmupoBaHus. OOBIYHO
UCIIOJIb3YETCsl KaK BCTPaMBaEMbIl S3BIK ISl IPOrPAMMHOIO JIOCTyNa K 0ObEeKTaM
npuioxxkeHnnii. Haubonee mupokoe nmpruMeHEHUE HAXOAUT B Opay3epax Kak s3bIK
CLIEHApHEB JJIs PUAAHUS UHTEPAKTUBHOCTH BEO-CTpAaHULIAM.

Ha JavaScript oka3anu BIusiHHE MHOTHE SI3bIKH, IPU pa3paboTKe ObLIa LENb
cAelaTh S3bIK MOXO0XKUM Ha Java, HO MpU 3TOM JETKUM [JIsl HMCIOJIb30BAHMS
HermporpaMmucTamu. S3sikoM JavaScript He Biajeer Kakas-InO0 KOMMaHUS WA
OopraHu3anus, 4YTO OTJIMYaeT €ero OT psAga S3bIKOB [POrpaMMHUPOBAHUS,
HCIIOIb3YEeMbIX B BeO-pazpadorke [11].

[Ipu BBIOOpE s3BIKA MPOTPAMMHUPOBAHUS OCHOBHBIM KPUTEPHUEM CTaJIO

HaJM4YUe OMbITa pa3pabOTKU Ha ATOM si3bike. B pesynbrare Obut BIOpaH si3b1k C#.
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1.6. O030p cpennl pa3padoTKu

B kaudectBe cpepl mporpammupoBaHus Obiia BeiOpana Visual Studio 2015,
co3gaHHas KoMmrnauueil Microsoft.

Cpena BKIIOYACT MHTETPUPOBAHHYIO Cpeny pa3paboTKH MpOrpaMMHOTO
o0ecrieyeHUsT W PpAd JAPYTUX HMHCTPYMEHTANbHBIX cpeacTB. OHa TIO3BOJSET
pa3pabaTeiBaTh KaK KOHCOJBHBIC MPHIOKEHHUS, TaK U MPIIIOKECHUS C TpadruuecKum
uHTepdeiicom, B TOM uucie ¢ nojaepxkkord TtexHonorun Windows Forms, a
Tak)ke BeO-CalThl, BEO-IIPUIIOKEHUS, BEO-CITyKOBI IS BCEX mwiaThopmM,
noajaepxxkuBaeMbix Windows, Windows Mobile, Windows CE, NET
Framework, Xbox, Windows Phone .NET Compact Framework u Silverlight [12].

Cpena comepXuT OOUTUPHBIA MHCTPYMEHTAPHA TSI pabOThI ¢ MHOKECTBOM
A3BIKOB MporpamMmMmupoBanus, Bkmtoyas C#, JavaScript, C++ u ap. Hmeer
BO3MOKHOCTh MOJIKJTIOUATh CTOPOHHUE OUOIMOTEKH U paboTath ¢ HUMU. Obnagaer
BO3MOKHOCTBIO HHTerpamnuu ¢ Unity.

Hurepdeiic Visual Studio 2015 Community mpeacTaBieH Ha pUcyHKe 7.

Y@ & Socpein te P - B x

vae - [

1F (IsDead())

Death();

if (player.IsDead())
{

anim.SetTrigger("Playerbead");
enabled = false;

Pucynok 7 — Untepdeiic Visual Studio 2015

B PE3YyIIbTATC aHAJIN3ad HpeIIMeTHOﬁ 001acTH OBLIO IMPOU3BCACHO CPABHCHUC

AHAJIOTOB  HUIp. beuu BBIACJICHBI HCIOCTATKH B aAJITOPUTMAX IIOBCIACHUA
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MIPOTUBHUKOB, KOTOpbIe OYIyT ycTpaHeHbl B »Toii pabote. Pa3paborka Oyner
BECTHCh Ha UTpoBOM JBWXKe Unity ¢ momormipio sizbika C# B MHTETpaniiOHHOU

cpene paspaborku Visual Studio 2015.
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2 HPOEKTUPOBAHUE AJITOPUTMOB I'PYHIIOBOI'O
HOBEJIEHUA

2.1. CtpykTypa npoekra

[lepen TeMm, Kak pealiM30BaTh aJTOPUTMBI HEOOXOIMMO pa3o0paThCs C
0011IeH CTPYKTYPOU MPHUIIOKEHUS.

B ocnoge Bcero B Unity nexut Urpooii 06bekT (Game Object). Ux MoxxHO
MPEACTaBUTh, KaK  (U3HUECKHE  OOBEKTHI M3  peajbHOro  MHpa.
OObBekThl HaxonsATcs Ha creHe. CIlieHa, MO CYTH, SBISETCS HIPOBBIM MHPOM,
3aMoJTHCHHBIM 00bekTaMHu. Ha clieHy MOryT momacTh JiBa MISHTUYHBIX OOBCKTa,
KOTOpbIE TIPM 3TOM OyAyT OTJIMYATBhCS TOBEACHHUEM WM  COOBITHSIMH,
MIPOUCXOAIIMMHA ¢ HUMHU. Brpodewm, clieHa HE SBISICTCS CIMHCTBCHHOW Ha BCIO
urpy. B 0001 MOMEHT MBI MOXEM BBITPY3UTh M3 MAaMATH TEKYIIYIO CIEHY U
3arpy3uTh HOBYH. OJHAaKO OOBEKTHI IO OOJIBIIOMY CYETYy HHUYETrO W3 ceOs He
npeacTaBisaroT. Kak W cieHa, OHHM SBJSAIOTCS JIMIIb KOHTCHHEpAMH IS
KOMITOHEHTOB.

KoMmrmonenToB cymectByer MHOTO. OJHM KOMITIOHCHTBI OTBEYAIOT 34
OTOOpaKeHNE aHUMAaIUKi 00BEKTa, IPYrue MOTYT BOCIPOU3BOIUTH 3BYK. Takxke K
KOMITOHEHTaM OTHOCSITCS CKpUNTHI. CKpPHUIITHI TO3BOJISIOT KOHTPOJIHPOBATH
MoBeZICHUE OO0BEKTa, AKTHUBHPOBATH WIPOBBIC COOBITHS, WU3MCHATH IapamMeTphl
KOMIIOHEHTOB, M OTBEYaTh Ha BBO/I MMOJIL30BATENS YKa3aHHBIM criocobom [13].

CKpunT B3aMMOJCHCTBYET C BHYTPCHHHMMH MexaHu3Mamu Unity 3a cuer
CO3JIaHUs KJacca, HacJIeJJTOBAHHOTO oT BCTPOEHHOTO KJacca,
HaszpiBaeMoro MonoBehaviour. Kaaelii pa3, Korjga CKPUIITOBBIA KOMITOHEHT
MPUCOCIUHSACTCS K UTPOBOMY OOBEKTY, CO3JACTCS HOBBIM SK3EMILIAP OOBEKTA.
Nwms kimacca Oepercs M3 MMEHH, KOTOPOE yKa3aHO NPH CO3JIaHUU CKpumTa. Mms
Kj1acca M uMs (haiisia TOJKHBI ObITh OJMHAKOBBIMH, JUISI TOTO, YTOOBI CKPHITTOBBIN

KOMIIOHEHT MOT OBITH IMPUCOCOAUHCH K UTPOBOMY 06’BeKTy.
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B kaxaoMm ckpunTe Mo yMOJYAHHIO OMpEAesieHbl 2 OCHOBHBIC (DYHKITUU.
Oynkuus Start() Oyner BbizBana Unity g0 Hauyajga WUrpoBOro mpoiiecca. B Hel
MPOUCXOIUT HMHUIMATU3AIUsl HeoOXxoaumbix mnepemeHHbIX. Dynkums Update() —
ATO MECTO JUIsl pa3MelleHHs] KoJia, KOTOphlid Oyner oOpabarbiBaTh OOHOBJIEHUE
KajJpa JJs WUTPOBOr0 OOBEKTa. IJTO MOXKET OBITh JBH)XEHHE, CpadaThIBaHUE
JIEUCTBUM M OTBETHAs peakids Ha BBOJ IMOJIb30BaTeNsl, TO €CTh MOYTH BCE, YTO

JOJIKHO OBITh 00pab0TaHO ¢ TEYEHUEM BPEMEHHU B UTPOBOM ITpOLIECCE.
2.2. IIpoexkTHpoOBaHMe AJTOPUTMOB MOBE/IEHUSI

Kaxxnplil mpOoTUBHUK B Urpe OYJET MOSBIATHCS B ONPEACICHHON JIOKAILIMH.
Bce npoTuBHUKM, MOSIBUBIIKECS B OJHOW JIOKAalUMU, OyAYyT 3aIUCHIBATHCS B OJIHY
rpynny. [Ipu sTom Oyner cosnaBaThesi MycTOM UTrpoBOM 00bekT. B Hem Oyner
XpaHUTbCST MHQOpPMALMA O CO3JAaHHOW TPYIINE U aJTOPUTM, KOHTPOIUPYIOLIUN
noBeAeHue rpynmnbl. MHpopManus o rpynmne mnpeacraBieHa B BUIE CTPYKTYpPbI
JaHHBIX, XpaHs;IIeW Takue NaHHble, Kak oOmas MHpoOpMalMs O KaXIOM YICHE
IpYIIbl, YPOBEHb AarpecCud W YPOBEHb CTpaxa TIpPYIIbl, CYMMAapHbIE
MAaKCUMAJIBHBI U TEKYIIUWA YPOBHH 30POBbS IPYIIIbI, KOOPAUHATHI BO3POKACHUS
IPYIIIIBL.

B pa3pabateiBaeMoii urpe OyAeT ABa OCHOBHBIX Thma rpymnm. [lepsbie OyayT
NaTpyJIupoBaTh TEPPUTOPHUIO, a BTOpPbIE OYAyT OXpaHATH O€30MaCHBIE 30HBI, B
KOTOpbIE, MPU HEOOXOAUMOCTH, OyAYyT OTCTyHaTh MaTpyJibHbIE Tpynmbl. Takxke
OyayT OT/AENbHbIE TPOTUBHUKU-OIUHOUYKU. OHU OYyT 3aHUMATHCS Pa3BEIKOM.

B cocTaB kaxI0i rpynmbel MOTYT BXOJHWTh 2 THUINA HMPOTUBHHUKOB: BOWH
(«War») u mar («Mage»). Boun cpaxaercss B OJm>kHEM 0010 W UMeeT OoJblie
310poBbsi. Mar ke siBisieTcss OOWIIOM AayibHEr0 00S M 3aHUMAETCs MOJACP>KKON
rpynmnsl. [logaepikka 3akirodaeTcss B OTCIEKUBAHMM YPOBHEUW 3J0pOBbSl BCEX
YJICHOB I'PYIIbI M UX JICUEHUU NTPU HEOOXOIUMOCTH.

OO61muMii cocTaB U CIUCOK ACHCTBUI BCEX IPYIIN MPEJCTaBICH Ha pUCYHKE 8.
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ANropuT™MBI, KOHTpOJHMpYyIomMe o0a Tuma TPpynm U OTHEIbHBIX
MIPOTUBHUKOB, OYAYT MPEACTaBICHBI B BU/I€ KOHEUHbIX aBTOMAaTOB. [101 KOHEUHbIM
aBTOMAaTOM IIOHUMAaeTcsi abCTPaKTHOE YCTPOWCTBO, MMEIOIEE KOHEYHOE YHCIIO
COCTOSIHUMA B JI0OON JaHHBII MOMEHT BpeMeHH. To ecThb J000H OOBEKT,
KOHTPOJIUPYEMBIM KOHEYHBIM aBTOMAaTOM, MOYKET HAXOIMUTHCS TOJBKO B OJHOM
COCTOSIHMM U BBITNIOJHATH OJJHU U T€ K€ JACHUCTBUS, CBSI3aHHBIC C ITUM COCTOSHUEM.
CocTosiHUSI COENMHEHBI NIPYr € APYroM C IOMOIIBIO MEPEXOJ0B, KaXAbli W3
KOTOPBIX UMEET OIpe/iesIeHHbIH HAabop ycloBUM, HEOOXOAUMBIX Mg nepexona. U
€CJIM BCE YCJIOBHS BBINOJHEHBI, TO IPOUCXOAUT MEPEXO] B YKA3aHHOE COCTOSHUE
[14].

Ha pucynkax 9 u 10 npeacrtaBieHbl JuarpaMMbl COCTOSIHUNA MATPYJIbHON U

OXpaHHOﬁ I'pYyHIIbI. I[I/IarpaMMBI BBITIOJIHCHBI Ha A3BIKC rpa(i)nquKoro OIMMCaHuA

UML.

Patrol Attack

Runaway

Awaiting

PucyHok 9 — Jluarpamma cOCTOSIHUI NAaTPyJIbHOU TPYIIIbI
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Awaiting Attack

Pucynok 10 — JluarpamMma COCTOSIHUN OXpaHHOW TPYyMIIbI
JUIst Kak[0ro U3 MEepexoJ0B CO3/laHa OTAeNbHas (YHKUHS, TPOBEPSIOIasi,
BBITIOJTHSIOTCSI JIM YCJIOBUS TEPEX0/1a.
[laTpynpHas rpymnmna MO>KeT HaXOJUThCSI B OJTHOM U3 YETBHIPEX COCTOSIHUIA:
1) HarpynupoBanue («Patrol») — rpynma momydaer HaOOp KOOpAMHAT,
MEXIY KOTOPBIMH OHa TEPEMEIAaeTCs BO BpEeMs NaTPYJIHpPOBAHUA.
Koopnunatel BbeIOMpatoTcs ciydaiiHo. Takke TIpynma MOXET
OCTaHOBUTHCS B OJTHOM M3 TOUEK HA «OTIBIX);
2) Araka («Attack») — rpyrmnma aTakyeT Urpoka;
3) Orcrymnenue («Runaway») — rpynma oTcTynaetr K Onmxaliiein
0e30macHoii 30He (KOOPIAMHATHI BCEX TAKUX 30H U3BECTHBI);
4) Oxunanue(«Awaiting») — mociie OTCTYIUIEHHS TpYyIIa HEKOTOpoe
Bpemsi OylneT HaXxOoAWThcs B O€30MacHOM 30HE, HE BO3BpAIAsCh K
NaTPYJIUPOBAHUIO; €CJIM UTPOK PEIIUT HAMMacTh Ha OE30MacHYIO 30HY,
naTpyjibHas rpymnmna OyJaeT NoMoraTh OXpaHHOW YHUUTOXUTH UTPOKA.
PaccmoTpuM moapoOHee yclloBUS TMEpexojla MEXKIY COCTOSHUSIMU B
NaTpyJabHOM rpymre.
1)  Ilepexoasl MEXy COCTOSSHUEM MATPYJIMPOBAHUS U aTaKu
Jljist mepexojia OT maTpyJIMpPOBaHUS K aTake CHayasa MpoBepsieTCsl, BOLIET JIU
UTPOK B 30HY BHAMMOCTH OJHOTO M3 WIEHOB TPYyMNbl, U €CIU BOIIEN, TO
MPOU3BOJAATCS 2 TMPOBEPKU: XOYET JM TpyIIa B LIETOM HamajaaTh Ha WUrpoOKa U

X04f€T JIM HallaaaTb OTHGHBHBIﬁ YICH I'PYIIIBI. Ecmu rpyuia B OCJIOM HIIH Oonee
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50% uneHoB I'pynnbl XOTAT HAMNACTh HA HWI'POKA, TO IIPOUCXOOUT ICPCXOd B
COCTOSIHME aTaku. Taxoke nepexoa CIyduTcsa B JIFOOOM ciiydac, CCJIH I'pyIiaia 6YII€T
dTaKOBaHa UT'POKOM.

Pemenne o HallaICHUN KaK JId OTACIIBHOI'O 4YICHA, TaK W IJIsA TPYIIIIBI,

BBIUMCIISIETCA 110 cienyoieit popmyre:

DA = HCur * LA) (1)

rae Da — pellienue o HanajeHuH,

Hcyr — TEKyIIIEE 310pOBbE WiE€HA IPYIIIHI / TPYMIbI B IPOLICHTAX,
LA — ypoBeHb arpeccuu 4jieHa Irpynibl / TPYIIIIbI,

VYpoBeHb arpeccuu IS KaxJAO0ro 4ieHa TpyNmbl 3aJaeTcs CIy4ailHO B
MOMEHT €ro co3anus B auamnas3one ot 0.1 no 2.

JUist Tpymmbl BBICUMTBHIBAETCS CPEIHHUIA YpOBEHb arpeccCHUM BCEX YICHOB
rpynnsl U go6aBisieTcss GUKCUPOBAaHHAS BEJIMYMHA B 3aBUCHUMOCTH OT TEKYIIETO
pa3Mepa rpymnibl.

Ecnu 3Hauenne Dy Boime 0.5, To wieH rpymnsl / Tpymnna XOoTsIT HanacTh.

Jlis mepexonia OT aTaku K MaTPyJIMPOBAHMUIO, HEOOXOIUMO, YTOOBI UTPOK
BBIIIIEJT U3 30HBI BUJUMOCTH BCEX YJICHOB IPYMIIbI.

2)  Ilepexoabl K COCTOSIHUIO OTCTYIICHHUS

Oba nepexojia MOXO0XKU B CBOEH JIOTHMKE: MPOBEPSIETCS XOUET JM Ipymma B
LEJIOM OTCTYNATh U XOYET JIU OTCTYNUTh OTAEIbHBINA WwieH rpynnsl. Ecinu rpynna B
uesnoM uiu 6osiee 60% 4IeHOB rpynMbl XOTAT OTCTYNATh, TO MPOUCXOJIUT MEPEXO/T
B COCTOSIHME OTCTYIUICHUS.

Pemenue 00 OTCTYIUIEHUM Kak JUJIsi OTAEJIBHOIO 4ieHa, TaK W ISl TPYIIIbL,

BBIUHCIISIETCA 110 cienyroieit hopmyre:

DF = (1 - HCur)>’< LF: (2)

rae Dy — penienue 06 OTCTYIJICHUH,
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Hcur — TEKyIIIEE 310pOBBE WICHA TPYIIIHI / TPYIIBI B MIPOIICHTAX,
Lr — ypoBeHb cTpaxa 4jieHa TPYIIIbI / TPYIIIIbI,
YpoBeHb cTpaxa Ui KaKI0ro WiCHa TPYIIIbI 33/1aeTCs CIIYYaiiHO B MOMCHT
ero co3janus B auamna3one ot 0 go 2.
JIJIst TPYTIITBI BEICUUTHIBACTCST CPEAHUIN YPOBEHB CTpaxa BCEX WICHOB IPYIIIIBI
U OTHUMaeTcs (PUKCHpPOBaHHAs BEJIWYMHA B 3aBHCHUMOCTH OT TEKYILIEro pa3Mmepa
TPYIIIBL
Ecnu 3nauenne Dy Boimie 0.5, TO WICH rpyIIbI / TPYIITa XOTIT OTCTYNATh.
3) Ilepexon u3 cocTossHUS MOOETa B COCTOSIHUE OKUAAHUS
[Tepexo MPOUCXOANT KaK TOIBKO TpyIina qo0upaercs 10 0€301macHOi 30HbI.
Bo BpeMs sToro mepexoma Ha HEKOTOpPOE BpeMsl OJIOKHUPYETCS BO3MOXHOCTH
BEPHYTHCS K IMATPYJIHPOBAHUIO, YTOOBI TPYyIIIa MOTja IMepeXxaaTh ONacHOCTh U
BOCCTaHOBHUTH CHJIBI.
4)  Tlepexobl M3 COCTOSIHUS OXHUIaHUS
[lepexox B COCTOSIHME aTaKW IMPOMCXOAMUT, KaK TOJBKO OJWUH M3 WICHOB
TPYIIBI 3aMETUT WIpoKa. ECIM BO3MOXKHOCTH BEPHYTHCS K MATPYIUPOBAHHIO
3a0JIOKUPOBaHA, TO TPYIAa BEPHETCS K COCTOSHHUIO OXXUAAHUS, KaK TOJIBKO BCE
YJICHBI TPYMIIBI TOTEPSIOT UTPOKA U3 30HBI BUTUMOCTH.
BosBpaimeHne K TOaTpYJIHPOBAHUIO TMPOU3OMICT, KOTJAA 3aKOHYHUTCS
0JIOKMPOBKA.
OxpaHHas TpyIIa UMeeT TPH COCTOSHUS:
1) Oxunanue(«Awaiting») — rpyImna HaXoAUTCs B 0€30MacHOM 30HE U
OKHJIAET TIOSIBIICHHS HAPYIITUTCIICH;
2) Araka («Attack») — rpynmna aTakyet Urpoka.
3) Ilposepka («Check») — mocie BCTyIuieHUS B TPYMIy pa3BeAYHKa,
rpynmna MpoBepseT MECTO, TAE pPa3BEIUUK IOCICIHHA pa3 BUICHT

UrpoKa

PaccmoTpuMm moapoOHee yclloBUSA TMEpexojla MEXKIY COCTOSHUSIMU B

MaTpyJIbHOW rpymime.
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1) Ilepexoapl MEXKY COCTOSTHUSIMH aTaKu M OXKUIaHUS
[lepexonx B COCTOSIHME aTakKW IMPOMCXOAMUT, KaK TOJBKO OJWH M3 WICHOB
Ipynnel  3aMeTHT wurpoka. OOpaTHBIA TEpPeXoJ B COCTOSHUE —OXKHUIAAHUS
MIPOU30UIET, KOT/Ia BCE YICHBI IPYIIBI IIOTEPSIOT UTPOKA U3 30HBI BUIHUMOCTH.
2) Tlepexobl COCTOSTHUS MTPOBEPKHU
Korma k rpyririe npucoenuHseTcs pa3BeaunK, OH YKa3bIBaeT TPYIIIE MECTO,
IJIe OH HAIIIe)I UTPOKa, U TPYIIa OTIPABISETCS MPOBEPUTH 3TO MECTO.
Ecnu rpynma 3aMeTUT WrpokKa, TO OHA HamaaeT, €ClId HEeT — TO 4Yepes
HEKOTOPOE BPEMs BEPHETCS K OXpaHsIeMOM 30HE.
[TpOTHBHUKH-PA3BEIUUKH YIIPABIISIIOTCS TaK JK€, KaK U TPYIIbI H HMCIOT TPH
COCTOSTHUS
1) IMarpynupoBanue («Patrol») — pasBemuunk mmeer HaOOp KOOPJWHAT, IO
KOTOPBIM OH CITy4aiHBIM 00pa3oM IepeMeniacTcs
2) Orcrymnienue («Runaway») — pa3BeIUUMK OTCTymaeT K Onuxainiien
0e30macHoii 30He
3) Berymenue B rpynmy («Entering») — pa3BeIuuK MPUCOSAUHSACTCS K
rpymnme 6e301acHON 30HbI.
3nmech Bcero aBa mepexoja. Ilepexom oT maTpyiaupoBaHHUS K OTCTYILICHHUIO
MIPOUCXOJIUT, KOTJAa pa3BeIUUMK 3aMETHT WUrpoka. llepexon Ha BCTYIUICHHE B

rpynny NpouCcXOAUT, KOTJa pa3Be UMK JOOUPAETCS A0 OXpaHsSIEMOMN 30HBI.
2.3. Onucanue aJropuTMOB NOBEACHUSA

OOmiee mMmoBeneHUE NATPYIBHOW TPYIIBI OYJAET BBIMIAACTH CIICTYIONUM
obOpazom:
e ['pynma nosBIsETCS M HAYMHACT NMATPYJIUPOBATH TEPPUTOPHUIO
e Ecim KTO-TO W3 WICHOB TPYNIBI BHJAWT HWIPOKA, TPOUCXOIUT

IIPOBCPKA, XOUCT JIM I'PpyIIIld, HA HCTO HAIlAA4dTh
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Ecnim mnpoBepka Jana MOJOXKHUTENBHBIM pe3yJabTar, TO TIpyIlla
HaIlaJaeT Urpoka, B MIPOTUBHOM CJIy4ae MPOJOJHKAET NATPYyJIUPOBATH
TEPPUTOPUIO

Ecnu wurpoxk cam arakoBasi Tpynmy, Ipynna OyaeT BbIHYXKIEHa
aTaKoBaTh UIPOKa

Bo Bpemsi BceX BBIIENEPEUNCICHHBIX AEHCTBHM TpyIa, TpyIia
MIPOBEPSIET, HYXKHO JM €U OTCTynaTh, M €CIU IMpPOBEPKAa JAET
MOJIOKUTENIbHBIA pe3yNibTaT, TO TPYINa OTCTyMaeT K Oimkaiiiiei
0e30macHoii 30He

Haxonsice B Oe3omacHoi 30He, rpymnmna OyAeT *AaThb BO3MOKHOCTH
BEPHYTHCS K MATPYJIUPOBAHUIO

Ecnu rpynmna, Haxonsch B 0e30macHO 30HE, YBUIUT UIPOKA, OHA

HammaJacT Ha HETO.

OO11ee noBeIEHUE OXPAHHON IPYIIIIbL:

OxpaHHasg rpynmna MosABIAETCS B 0€30MacCHON 30HE U OXUAACT
MOSIBJICHUSI UTPOKA WJIA pa3BeIuMKa

Ecnam nosiBiisieTcss Urpok, To rpymnmna Hanajgaer. Kak Tojbko rpyrma
NOTEPSIET UTPOKA U3 By, OHA BO3BpALIAcTCs B 0€30M1aCHYIO 30HY
Ecnu nosiBisieTcst pa3BequuK, rpyIia J00aBiseT ero B CBOM COCTaB U
UJET MIPOBEPSATH MECTO, IIAE Pa3BEAUUK BUJIET UTPOKA NOCIEIHUMN pa3
Ecnu rpynmna BcTpedaet Urpoka, To HanaJgaeT Ha HETro

Ecnu rpynmna He BCTpEeTW/Ia UIPOKa, TO 4epe3 HEKOTOPOe BpEMs OHa

BO3BpaIdCTCA K Oe30ImacHOl 30HE.

OO61ee nmoBeaeHne pa3BeIuMKa:

Pa3BequuK MOSBISETCS M HAUMHACT NMATPYJIUPOBATH TEPPUTOPHIO

Kak TOapKO pa3BeqUMK BCTpPEYaeT WrpoKa, OH OTCTyHaeT K
Orokaiiier 0e30macHol 30He

Korma pa3Bemumk jgoOupaercs 10 O€30macHOW  30HBI, OH

MMPpUCOCOAUHACTCA K OXpaHHOﬁ rpyac u nepeaacTt KOOpanuHaTbl MCCTa,
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I7ZI€ OH BUJEN Wrpoka mociieqHuil pa3. Ilpum BCTymieHum B rpynmy
YHUUTOXKAETCSI HUIPOBOM OOBEKT, KOHTPOJUPOBABIIMKA TOBEIECHUE

pasBCcauIrKa 10 3TOTO.

B pe3ynbrare npoeKTHpOBaHUS OBUIM BBIIEIEHBI TPYIIbI, WX COCTaB H
cnucok naeictBuil. s Kaxkmod Tpynmbl OBUIM  ONUCAaHBl  QJITOPUTMBI  HUX
MOBEJCHUS. AJTOPUTMBI MPEICTABICHB B BHUAE KOHEYHBIX AaBTOMATOB. Jlis

KaXI0Tro0 KOHCYHOT'O aBTOMATa OIMMCAHbI COCTOAHHA U YCJIOBHUA IICPCXOAa.
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3 PABPABOTKA AJI'OPUTMOB I'PYIIIIOBOI'O
HOBEJIEHUA

3.1. Onucanue OCHOBHBIX CTPYKTYP

I[JIH XpaHCHUA HCO6XOHHMOﬁ I/IH(l)OpMaI_II/II/I 0 CaMHuX IIPOTHBHHKAX MU O

rpynnax ObUIM CO3/IaHbl 2 CTPYKTYpPBI JAHHBIX, TOKa3aHHbIE HAa pUcyHKax 11 u 12.

EnemyCharacter: struct

+ maxHealth: double

+ currentHealth: double
+ damage: double

+ agroLevel: float

+ fearLevel: float

+ attackDecision: float

+ runawayDecision: float
+ curState: string

Pucynok 11 — CtpykTypa naHHBIX IPOTUBHUKA

CTpyKTypa XpaHUT JaHHbIE 00 OTJAETFHOM MPOTHBHHUKE.
[TyOnuyHble aTpuOyTHI:
e double maxHealth — makcumanbHOE 370pOBBE;
e double currentHealth — Texymiee 310poBbe;
e double damage — ypoH, HaHOCUMBIN TPOTUBHUKOM;
o float agroLevel — ypoBeHb arpeccuu;
o float featLevel — ypoBeHs cTpaxa;
e float attackDecision — pemieHue o0 arake, MPUHUMAETCAd HA OCHOBE
TEKYIIETO YPOBHS 3I0POBbS M YPOBHS arpecCuu;
e float runawayDecision — pemienre 00 OTCTYIUIEHUH, IPUHUMAETCS Ha
OCHOBE TEKYIIIETO 3/J0POBBS M YPOBHS CTpaxa;

e string curState — TeKyIee COCTOSIHUE.
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Group: struct

+ charsList: List=Mob=
+size:int

+ maxHealth: double

+ currentHealth: double
+ damage: double

+ agroLevel: float

+ fearLevel: float

+ attackDecision: float

+ runawayDecision: float
+ curState: string

+ spawnedPosititon: Vector3

Pucynok 12 — CtpykTypa JaHHBIX TPYIIIIBI

CTpyKTypa XpaHUT JaHHBIE 00 OTAEIHHOU IpyIIIe.
[TyOnuynble aTpuOyTHI:

o List<Mob> charsList — cnucok, XpaHAIIMI JaHHBIE O BCEX YICHAX
TpYTIITBI

e int size — pa3mep TPyIIIIHL;

e double maxHealth — makcumanbsHOE CyMMapHOE 3/10pPOBBE;

e double currentHealth — Tekyiee cymmapHoe 310pOBbe;

e double damage — cpeaHMit ypOH, HAHOCUMBII TPYIIIION;

e float agroLevel — ypoBeHb arpeccuu, BBIYHCISETCS Ha OCHOBE
arpeccuy KaXJI0ro 4ieHa TPYIIIIbL;

e float featLevel — ypoBeHb cTpaxa, BBIYHCIIACTCS HAa OCHOBE CTpaxa
Ka)XI0T0 YICHA TPYIIIIHI,

e float attackDecision — pemieHue o0 arake, MPUHUMAETCAd HA OCHOBE
TEKYIIETO YPOBHS 37JOPOBBS U YPOBHS arpecCHu, TakKe MPUHUMACTCS
B pacueT perieHne 00 atake KaKoro YWieHa TPyIIIbI;

e float runawayDecision — pemienne 00 OTCTYIUIEHUH, IPUHUMAETCS Ha
OCHOBE TEKYIIETO 3/I0POBbS U YPOBHS CTpaxa, TaAKKe MPUHUMACTCS B
pacuer pemieHre 00 OTCTYIUICHUN Ka)KIOT0 YWICHA TPYIIIbI;

e string curState — TeKyIee COCTOSTHUE TPYIIIbI;

e Vector3 spawnedPosition — MecTo co3aaHus TPYMIIbI.
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3.2. Onucanve OCHOBHBIX KJIACCOB

Ha PUCYHKE 13 MMpeACTaBJICHA JUarpaMmMa KJIacCOB, B KOTOpOﬁ YKa3aHbI BCC

KJIaCChlI, H€O6XOIII/IMBIe HJIA CO3AaHUA ITPOTUBHUKOB U YIIPABJICHUA UMU.

PaccmoTpum kaxablil Kiacc MOApoOHEE, ¢ OMMCAHHWEM BCEX aTpUOYTOB U

MCTOOOB.

Knacc Mob — kiacc, KOTOpBI XpaHUT BCIO MHGOPMALUIO 00 OTAEIBHOM

IMPOTUBHUKC.

[TyOnuyHble aTpuOyTHI:

Player player — xpanut nndopmaiuio o nepcoHaxe Urpoka;

Animator anim — HCTIONB3yeTCs TSI KOHTPOJIS aHUMAIIH;
NavMeshAgent agent — wcmonb3yeTcs T KOHTPOJS TEpPEABUKEH.
MoXHO 3a7aTh CKOPOCTh MEPEIBIKEHHS, CKOPOCTh MOBOPOTa, U
KOOPAMHATHI JIJISl TIEpEMEIICHHS,

EnemyCharacter enemyChar — cTpykTypa, KOTOpas XpaHUT
uHPOPMAITUIO, HEOOXOAUMYIO JUTsI MPUHATHS PEIICHUHA

float attackRange — nuctaHuusi, ¢ KOTOpPOM TNPOTUBHUK MOXKET
aTaKoBaTh UTPOKA;

float agroRange — nucraHius, ¢ KOTOPOW MPOTUBHUK 3aMeyaeT
UTPOKA;

int walkSpeed — ckopocTh NpOTUBHUKA BO BpeMsl aTPyJIUPOBAHUS;

int actionSpeed — cKOpOCTh MPOTUBHUKA BO BpeMsi OOEBBIX JICUCTBUIA;

bool isRunawayBlocked — ucnonszyercs a1t 6JIOKMpOBKH ToOera.

HpI/IBaTHBIC MCTOABI.

void Start() — ucrons3yercs AJi HHUITUATU3aIuU TIEPEMEHHBIX;

void Update() — ucnonb3yeTcss ajsi OOHOBIEHHUS KaJipa HIPOBOTO
00BEKTA;

void Death() — BbBINOTHSAET YHUUYTOXKEHHE OOBEKTA, KOTJAa €ro

3A0POBBC NOCTHUIACT HYIIA,
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void OnMouseOver() — cpabaTbIBaeT, KOT/1a UTPOK HABOJUT MBIIIKY
Ha JIaHHBIH 00bekT. HeoOXxoaum /iist BbIIeTICHUsI IETTH UTPOKa,

void CalcParams() — BbICUMTBIBAE€T MapaMeTpbl, TaKUe Kak
COOTHOIIICHHE CPEAHETO U MaKCHMAaJILHOTO 3/I0POBBSI, PEIICHUE aTaKU

" PpCIICHUC OTCTYIUICHUA.

[TyGnu4HbIe METOIBI:

bool InAgroRange() — mnpoBepser, 3amien U HUIPOK, B 30HY
BUJIUMOCTH;

bool InAttackRange() — mpoBepsieT, JOCTaTOYHO JU OJIU3KO UTPOK JJIsI
aTaku;

void SendDamage() — mMeToa, BBI3BIBAIOIIUNCS BO BpEeMs aHMMAaIlUU
aTaku. Vcrionb3yeTcsl 1k HAHECCHUS YPOHA UTPOKY;

void Follow(Vector3) — w™eton, KOTOpbIM HCHONIB3yeTCs IS
MepPEMEIICHHS TIPOTUBHUKA a YKa3aHHYIO TOUKY;

void EndFollow() — MeToa, KOTOpBIA MCTIOJIB3YETCS NI OCTAaHOBKHU
MIPOTHUBHHKA,;

void Restoration() — mpoTUBHUK OyAET MOCTENIEHHO BOCCTAaHABIUBAThH
3JI0pOBbE, €CJIU TPYTIa HAXOAUTCS B O€30TacHOM 30HE

bool IsDead() — meton mpoBepsieT, TOCTUIIIO JIM TEKYIIEe 310POBbS
MIPOTUBHHUKA HYJIS;

void GetHit(double damage) — Meroa, KOTOpbI KCHONB3YETCS IS

MIOJIyYEHHUS YPOHA OT UI'POKaA.

Knaccer War u Mage noxoxu apyr Ha apyra. OHU 3a1atOT OCHOBHbBIE

MapamMCTpbl, TAKUC KAaK 3J0POBLC, YPOH, YPOBHU arpe€CCuu U CTpaxa, IJIA 2 THUIIOB

Bparos, MNpCaACTAaBJICHHBIX B UTPC. BOMHA U Mara COOTBCTCTBCHHO.

Knacc War

[TyOnuyHbI aTpUOYTHI:

Mob mob — xpanut uHbopmaluioo 00 OTAENbHOM NpoTHUBHUKE. C

IIOMOIIBIO U 6YIIYT 3a1aBaTbCsl OCHOBHBLIC I1aPaMCTPBI.
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[IpuBaTHBIE METOMBL:
e void Start() — uconb3yeTcs sl UHUIIUATA3AIUN TIEPEMEHHBIX;
e void Update() — ucnonb3yercss ajii OOHOBIEHHUS KaJpa HUIPOBOTO
00BEKTA;
[TyOnudaHbIE METOIBI:
e void Attack() — Habop nelCcTBHI, KOTOPBIE BBIMOIHIET MPOTUBHUK BO
BpEeMsI aTaK UTPOKa.
Knacc Mage
[TyOnuyHbl aTpUOYTHI:
e Mob mob — xpanutr mHpopManu 00 OTAEIbHOM NpoTHBHHKE. C
MOMOIIBIO ¥ OYIYT 3a/1aBaThCsi OCHOBHBIEC MTApaMETPHI.
[TpuBaTHBIE METOMBL:
e void Start() — uconb3yeTcs sl UHUIIUATIW3AIUN TIEPEMEHHBIX;
e void Update() — ucnonb3yercss ajii OOHOBIEHHUS KaJpa HIPOBOTO
00BEKTa;
e void Heal() — ucmonb3yeTcss BO BpeMsi aTak JJjIsi BOCCTAHOBJIICHUS
3JIOPOBBS WICHAM TPYIIIIHI;
[TyOnuaHbIE METOIBI:
e void Attack() — Habop nelcTBHI, KOTOPbIE BBIMNOIHIET MPOTUBHUK BO
BpEeMsI aTaK UTPOKa.
e void RegainHealth() — ucnonb3yeTcst i1 BOCCTAaHOBICHUS 310POBbSI
YJICHOB TPYIIHI B 0€30MacHON 30HE.
Knacc Groups — coaepuT omnucaHue CTpyKTypsl Group H CIHCOK
KOOpAWHAT OE€30MMaCHBIX 30H
[TyOnuynblie aTpuOyTHI:
e struct Group — ONMUCKHIBACT CTPYKTYPY AAHHBIX TPYIIIBI
e static List<Vector3> safezonePoints — coaepXuT KoOpAUHATHI

0€e30I1aCHBIX 30H
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static Dictionary<Vector3, GameObject> - conepXHUT KOOpPIUHATHI
0e30macHbIX 30H, C TPHUBI3KOH K  WIPOBBIM  OOBEKTaM,

KOHTPOJIMPYIOIIHUM I'PYIIIIBI B COOTBCTCTBYIOIIHUX 30HAX

Knaccer PatrolSpawner u SafezoneSpawner oTBewaloT 3a co3naHue

IMPOTUBHUKOB U O6’BCJII/IHCHI/IC HX B I'PYIIIILL.

Knacc PatrolSpawner — co3gaeT narpyJibHbI€ TPYIIIHL.

[IpuBaTHBIE aTPUOYTHI:

GameObject enemy — IPOTUBHUK, KOTOPBIN OyJIET CO3/1aH;

float spawnRadius — paauyc jgokanuu, B KOTOPOH MOTYT MOSIBUTHCS
MIPOTHBHHKH;

Vector3 spawnPos — KoopauHAThl BHYTPH JIOKAIlMHU, B KOTOPBIX
MOSIBUTCST OYEPETHON MPOTUBHUK;

int magesNum — TeKyIee KOJIMYECTBO IMOSBHUBIIMXCS MPOTUBHUKOB
THTIA Mar

int magesSize - MaKCUMaJIbHOE KOJMYECTBO MPOTUBHUKOB THUIIA Mar,
KOTOPBIC MOTYT TIOSIBUTHCS

int chance — [IaHC, ¢ KOTOPBIM MOABJIACTCA IIPOTHUBHUK THUIIA Mar

[IyOnuyHble aTpuOyTHI:

GameObject mobWar — urpoBoii 00BEKT, coAepKalUi MOJACIb U
UHGOPMAITUIO O IPOTUBHUKE TUTIA BOWH;

GameObject mobMage — urpoBodi 0OBEKT, COAEpKAIIMK MOAEIh U
WHGOPMAIIUIO O MPOTUBHUKE TUTIA Mar;

Group group — CTPYKTypa, B KOTOPYIO JTOOABISIOTCS BCE CO3JaHHBIC
npoTuBHUKU. [locre TMOsIBICHHS BCeX NPOTUBHHUKOB, IEpPEAACTCS
00BEKTY, KOHTPOJIHUPYIOIIEMY CO3/IaHHYIO TPYIIITY;

Mob mob — xpanuT nHpOpMaNHIO, 00 OTAEITHPHOM MPOTHBHHUKE. DTOT
CKPHIT OYyJET 3aIIMCHIBATHCS B CIUCOK YWICHOB TPYIIITHI;

GameObject groupGO — 00BEKT, KOTOpbI OylneT aaropuTMbl

MMOBCACHUA I'PYIIIIbI,
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e PatrolGroup patrolGroup — ckpumnT, B KOTOPOM ONHCAHO TOBEICHUE
MaTPYILHOM TPYIIITH;

e int squadSize — KOIMYECTBO MPOTUBHUKOB B I'PYIIIIE.

[TpuBaTHBIC METOIBI:

o void Awake() — CTYyXHUT JJII HHUITUATU3AIUN TTIEPEMEHHBIX;

e void Spawn() — omnpeaessieT CcOCTaB TPyHNbl U  CO3/IaHHE
MIPOTHBHHUKOB,;

e void InstUnit(GameObject enemy, Vector3 spawnPos) — BeI3bIBaeTCS
BHYTpHU MeTozia Spawn() U OTBEYaeT HEMOCPECTBCHHO 3a CO3/IaHUE U
pa3MeleHne MPOTUBHUKA, a TaK ke 100aBIsieT HHPOPMAIIUIO O HEM B
CTIMICOK YWICHOB TPYTIIHI.

Knacc SafezoneSpawner — coznaer oxpanusie rpynnbl. Tak:ke KOOpIUHATHI
UTPOBOTO 00BEKTa, K KOTOPOMY IMPHBSI3aH 3TOT CKPUNT, 3aIMCHIBAIOTCS B CITUCOK
KOOpAMHAT OE€30IMaCHBIX 30H.

[TpuBaTHBIC aTPUOYTHI:

e GameObject enemy — NPOTUBHUK, KOTOPBIN OYJET CO3/1aH;

o float spawnRadius — paguyc Jokauu, B KOTOPOH MOTYT MOSBUTHCS
MIPOTUBHHKH;

e Vector3 spawnPos — KoOpAMHAaTHI BHYTPU JIOKAIlMH, B KOTOPBIX
MOSIBUTCST OYEPETHON MPOTUBHUK;

e int magesNum — Texyiiee KOJIMYECTBO IMOSBUBIIUXCS MPOTHBHUKOB
THTIA Mar

e int magesSize - MaKCUMalbHOE KOJWYECTBO MPOTHBHUKOB THIIA Mar,
KOTOPBIC MOTYT TIOSIBUTBCS

e int chance — maHc, ¢ KOTOPBIM TMOSIBISIETCS MPOTUBHUK THUTIA Mar

[TyOnuynblie aTpuOyTHI:

e GameObject mobWar — urpoBoil 00BEKT, COIEpKAUIUNA MOJEIb U

I/IH(i)OpMaI_II/HO O IMPOTUBHUKC THUIIA BOWH,
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GameObject mobMage — urpoBoli 0OBEKT, COAEpKAIIMK MOJAEIh U
WHGOPMAIIUIO O MPOTUBHUKE TUTIA Mar;

Group group — CTPYKTypa, B KOTOPYIO JTOOABISIOTCS BCE CO3JaHHBIC
npoTuBHUKU. [locre TMOsIBIEHHS BCeX NPOTUBHHUKOB, IEpPEAACTCS
00BEKTY, KOHTPOJIHUPYIOIIEMY CO3/IaHHYIO TPYIIITY;

Mob mob — xpanuT nHpOpMaNHIO, 00 OTAEITHPHOM MPOTHBHHUKE. DTOT
CKPHIT OYyJEeT 3aIICHIBATHCS B CIUCOK YWICHOB TPYIIITH;

GameObject groupGO — 00BEKT, KOTOpbI OylneT aaropuTMbI
MIOBEJICHUS TPYTIIHI;

SafezoneGroup safezoneGroup — ckpunr, B KOTOPOM OIHCAHO
MOBEJICHNUE OXPAHHOU TPYIITIBL;

int squadSize — KOJIMYECTBO NPOTUBHUKOB B TPYIIE.

HpI/IBaTHBIC MCTOABI.

void Awake() — CIIy>KUT JIJ1s1 MHUIIHATM3ALNK TIEPEMEHHBIX;

void Spawn() — ompenenser CcoCTaB TPYIIBI W  CO3/JaHUE
MIPOTHBHHUKOB,;

void InstUnit(GameObject enemy, Vector3 spawnPos) — BbI3bIBaeTCS
BHYTpH MeTos1a Spawn() U OTBEYaeT HEMOCPEICTBCHHO 3a CO3/IaHUC H
pa3MeIleHre MPOTUBHUKA, a TaK e J00aBIsICT HHPOPMAIIHIO O HEM B

CIIMCOK YJICHOB I'PVYIIIIBL.

Knacc ScoutSpawner — co3naet pa3BeIUUKOB.

[IyOnuyHble aTpuOyTHI:

GameObject mobWar — urpoBoii 00BEKT, coAepKaUK MOJACIbh
uH(OPMAITUIO O MPOTUBHUKE THITA BOWH;

Group group — CTpPYKTypa, B KOTOPYIO IOOAaBISETCS CO3JIaHHBIN
pa3Benuuk. llepemaercs 00BEKTY, KOHTPOJIHUPYIOIMIEMY IPOTHBHHKA-

pa3BeuHKa;

e Mob mob — xpanut uHpopmanuio, 00 OTIEIHLHOM MPOTUBHHUKE.

I[aHHBIﬁ CKPHUIIT 6y11€T 3aIlIUCBhIBATHCA B CIIMCOK YJICHOB I'PYIIIIBI;
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GameObject scoutGO — 00BEKT, KOTOpbIH OyIeT aJropuTMbI
MIOBEJICHUS TPYTIIHI;
Scout scout — CKpUNT, B KOTOPOM OIMCAHO MOBEJCHHE OXPAHHOM

IPYIIIIb;

HpI/IBaTHBIC MCTOABbI.

void Awake() — CITy>KUT JIJ1s1 MHUITHATM3ALNK TIEPEMEHHBIX;
void InstUnit(GameObject enemy, Vector3 spawnPos) — oTBeuaer

HCIIOCPCACTBCHHO 3a CO3AaHUC U PA3MCHICHUC ITPOTHUBHHKA.

Knaccer PatrolGroup u SafezoneGroup onuchiBaloT aaropuTMbl MOBEICHUS

CO3JJaHHBIX TPYMIL.

Knacc PatrolGroup — onuceiBaeT noBeieHne NaTpyabHON TPYIIIBL.

[IpuBaTHBIE AaTPUOYTHI:

Group group — coaepXuT HHGOPMAIIUIO O TPYTIIIE;

Vector3 destPoint — koopauHaThl cieayroUmero Mecra IS
naTpyJIMPOBAHUS;

Vector3 raPoint — koopauHaThl Omxaiiein 6€30MacHoOM 30HbI,

int runawayCD — coaepKuT Bpemsi, B TEUEHHE KOTOPOTO OTCYTCTBYET
BO3MOKHOCTH OTCTYIIJICHHS;

bool isMoving — mnpoBepsieT, IBUraeTcs JW Tpylna K 3aJaHHOU
naTpyJIbHOHN TOUKE;

bool isRunawaySet — mpoBepsieT, yCTaHOBJ€HAa JIM TOYKa

OTCTYILJICHUA.

[TyOnuyHble aTpuOyTHI:

List<Vector3> patrolPoint — cnucok Touek aJisi NaTpyIUPOBAHMUS.
[TpuBaTHBIE METOMBL:

void Start() — ucrons3yercs A1 HHUITMATU3AI[uU TIEPEMEHHBIX;

void Update() — ucnonb3yeTcss ajsi OOHOBIEHHUS KaJipa HUIPOBOTO

00BEKTa;
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e void CalcParams() — BbICUMTBIBa€T MapaMeTpbl, TaKUEe Kak
COOTHOIIICHHE CPEAHETO U MaKCHMAJILHOTO 3/I0POBBSI, PEIICHUE aTaKu
U pelIeHUE OTCTYIUICHUSI.

e void Patrol() — coxepxur ©HaObOp JEUCTBUN [JII COCTOSHUS
naTpyJIMPOBAHNUS;

e void Attack() — comepxkut HaOOp NEUCTBUH JJIsi COCTOSIHUS aTaKH;

e void Runaway() — coxaepxxut HaOOp MACHUCTBUM [T COCTOSHUS
OTCTYIUICHHSI;

e void Awaiting() — coaepXuT HaOOp MACHUCTBUM [T COCTOSHUS
OKUJIAaHUS;

e void RunawayCountDown() — ucnionib3yeTcst Kak Taimep JJisi OTcueTa
BPEMEHH, B TEUCHHE KOTOPOTO 3a0JIOKUPOBAHO OTCTYIUICHHE;

e bool IsPatrolToAttack() — mnpoBepser ycinoBus mepexoga OT
COCTOSIHHSI TATPYJIMPOBAHUS K COCTOSTHUIO aTaKu;

e bool IsPatrolToRunaway() — mnpoBepsieT ycloBusi Mepexojia OT
COCTOSIHHSI TATPYIUPOBAHUS K COCTOSTHUIO OTCTYIUICHUS;

e bool IsAttackToRunaway() — mnpoBepsieT ycloBus mnepexoja oOT
COCTOSIHHSI aTaKH K COCTOSIHUIO OTCTYIUICHHUS;

e bool IsAttackToPatrol() — mnpoBepser ycinoBus mepexoga OT
COCTOSIHHSI aTaKH K COCTOSIHUIO MaTPyIUPOBAHUS;

e bool IsAttackToAwaiting() — mnpoBepsieT YCJIOBUS Tepexoaa OT
COCTOSIHHSI aTaKH K COCTOSIHUIO O>KHUIaHUS;

e bool IsRunawayToAwaiting() — mpoBepsieT ycloBus mepexoia OT
COCTOSIHHSI OTCTYIUICHHS K COCTOSTHUIO OKH/TaHUS;

e bool IsAwaitingToAttack() — mnpoBepsieT yciaoBus mepexoaa OT
COCTOSIHHSI OKHJIaHUSI K COCTOSTHUIO aTaKy;

e bool IsAwaitingToPatrol() — mnpoBepser yciaoBusi mnepexoga OT
COCTOSIHHSI OKHJIaHUSI K COCTOSTHUIO MATPYJIUPOBAHHUS.

[Ty6nu4HbIe METOIBI:
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e Void SetGroup(Group group) — HUCHOAB3YETCS [Js Tepeaadu
nHGOPMAIIUH O TPYIIE CKPUIITY, B KOTOPOM BBI3BIBAETCS METOI.
Knacc SafezoneGroup — onuceiBaeT noBeieHUE OXPaHHON TPYIIIHL.
[TpuBaTHBIE aTPUOYTHI:
e Group group — COACP>KUT UHPOPMAITUIO O TPYIIIIE;
e bool isMoving — mpoBepsieT, OBUTACTCA JM Tpynmna K 3aJaHHON
pa3BeIUNKOM TOUKE.
[IyOnuyHble aTpuOyTHI:
e Vector3 — cOAEpKUT KOOPINHATHI BCTPEUN Pa3BEAUrKa C UTPOKOM;
e bool isEntered — wucnonb3dyercs s NOPOBEPKU  BCTYIUJICHUS
pa3BequnKa B TPYIIY.

HpI/IBaTHBIC MCTOABI.

void Start() — ucrons3yercs AJi1 HHUIUATU3aI[uU TIEPEMEHHBIX;

e void Update() — ucnonb3yercss ajis OOHOBIEHHUS KaJipa HIPOBOTO
00BEKTA;

e void CalcParams() — BbICUMTBIBa€T MapaMeTphbl, TaKUEe Kak
COOTHOIIICHHE CPETHET0 U MAKCUMaJIbHOTO 3I0POBBSI.

e void Attack() — comepxkuT HaOOp NEUCTBUH JJIs1 COCTOSIHUS aTaKH;

e void Awaiting() — coaepXuT HaOOp MACHUCTBUM [T COCTOSHUS
OXKU/TaHUS;

e void Check() — cogepxut HabOp NEHCTBUI 151 COCTOSIHUS POBEPKHU;

e bool IsAttackToAwaiting() — mnpoBepsieT YCJIOBUS Tepexoaa OT
COCTOSIHHSI aTaKH K COCTOSIHUIO O>KHUIaHUS;

e bool IsAwaitingToAttack() — mnpoBepsieT ycioBus mepexoaa OT
COCTOSIHHSI OKHJIaHUSI K COCTOSTHUIO aTaKy;

e bool IsAwaitingToCheck() — mnpoBepsier ycioBus mepexona oOT
COCTOSIHHSI OKHJIaHUSI K COCTOSTHUIO TTPOBEPKHU;

e bool IsCheckToAwaiting() — mnpoBepsieT ycCIOBHUS Tepexoaa OT

COCTOAHUA ITPOBCPKU K COCTOAHUIO OKUAAHUA,
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bool IsCheckToAttack() — mnpoBepser ycioBus Tmiepexoaa OT

COCTOSAHUA ITPOBCPKU K COCTOAHUIO ATAKU.

[TyOGnu4HbIe METOIBI:

void SetGroup(Group group) — UCHOJB3YyeTCS M Iepenadn

uH(OPMAIK O TPYIIE CKPUIITY, BHI3BIBAIOIEMY JTaHHBIA METO/I.

Kitace Scout — onucsIBaeT MoBeIeHNE MPOTUBHUKOB-Pa3BEIUUKOB.

[IpuBaTHBIE AaTPUOYTHI:

Group group — COIep>KUT UHPOPMAITUIO O PA3BEITUHKE;

Vector3 destPoint — koopauHaThl cieayroUmero Mecra IS
naTpyJINpPOBAHNUS;

Vector3 curRaPoint — koopauHaTh! OsvKaiiiiei 0€30macHO 30HBI;

int runawayCD — coaepKuT Bpemsi, B TECYEHHE KOTOPOTO OTCYTCTBYET
BO3MOKHOCTH OTCTYIIJICHHS;

bool isMoving — mnpoBepsieT, IBUraeTcs JW Tpylna K 3aJaHHOU
naTpyJIbHOMN TOUKE;

bool isRunawaySet — mpoBepsieT, yCTaHOBJ€HAa JIM TOYKa
OTCTYTLIICHHUS.

Vector3 checkPoint — xoopauHaTel MecTa, re pa3BEIYUK BCTPETHII

UrpoKa

[IyOnuyHble aTpuOyTHI:

List<Vector3> patrolPoints — ciucok To4ex Jjisi MaTpyJIupOBaHHUS.

HpI/IBaTHBIC MCTOABI.

void Start() — ucrons3yercs AJi HHUITUATU3aIUU IEPEMEHHBIX;

void Update() — ucnonb3yeTcss ajsi OOHOBIEHHUS KaJipa HUIPOBOTO

00BEKTa;

void Patrol() — comepxutr HaGOp HACHUCTBUNM MJIE COCTOSHHS
NaTpyIUPOBAHHS;

void Runaway() — comepxuT HaO0Op JEUCTBUN JISI COCTOSHHS
OTCTYIUICHHSI;
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e void Entering() — coaepxutr HaOOp NEUCTBUU [JIs1 BCTYIUICHUS B
rpynmy;

e bool IsPatrolToRunaway() — mnpoBepsieT ycloBusi Mepexojia OT
COCTOSIHHSI TATPYIUPOBAHUS K COCTOSTHUIO OTCTYTUICHUS;

e bool IsRunawayToAwaiting() — mpoBepsieT ycloBusi mepexoia OT
COCTOSIHHSI OTCTYIUICHHS K COCTOSTHUIO OKH/TaHUS;

e bool IsAwaitingToEntering() — mnpoBepsieT ycCloOBHsS Iepexojia OT
COCTOSIHHSI OKHIaHUSI K COCTOSTHUIO BCTYTUICHUS B TPYIIILY;

[TyOnuaHbIE METOIBI:
e Void SetGroup(Group group) — HUCHOJAB3YETCS [JIs Tepeaadu

uH(pOpPMAIUK O pPa3BeIUMKE CKPUINTY, BbI3bIBAIOIIEMY JaHHBIA METO/,.
3.3. KonTpoabHbIi NpuMep

B nanHo#l paGoTte ObLIM CO37aHBl ANTOPUTMBI, KOHTPOJIHPYIOLIUE TPYIIIBI
MPOTUBHUKOB. OOIINIA CIUCOK aJTOPUTMOB BBITJISIIUT CIEYIOIIUM 00pa3oM:
e Co3naHue NPOTUBHUKOB U 00bEIMHEHHUE UX B COCTAB IPYIIIbI;
e AJNTOpUTM NOBEAEHHUS OXPAHHOM TPYIIIBI;
e AJTOpUTM NOBEAEHHUS NATPYIbHON IPYIIIIHL;
e ANTopUTM NOBEAEHHUS NPOTUBHUKA-PA3BEIUNKA
[Ipumep pabOTHI aNrOPUTMOB MPECTABICH HIXKE:
1) 3amyckaem urpy
2) Ha ypoBHe NOSBISIOTCS BCE NPOTUBHUKHU
3) IloaxoauMm K maTpyiabHOU IpyIe
['pynna mpoBepsieT peiieHue o0 aTake W pelieHre 00 OTCTYIUICHHH.
Ouu paubl 1.1 m 0 coorBercTBeHHO. ClienoBaTeNbHO, TpyMna
HaraJieT Ha Urpoka (pucyHok 14).
4) Bo Bpemsi 60s pemieHue 00 oTcTymiieHuH mnoaHsuiock A0 0.59 u
IpyIIa pemunsia OTCTYIUTh, YTO BUIHO HAa pUCYHKe 15.

5) OxpaHHas rpynna oxpaHseT CBOI 0€30IacHyI0 30HY (PUCYHOK 16)
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%) Unity 5.5.171 Personal (64bit) - ity - RPG - PC, Mac & Li <DX11> - oM
omponent_ Mol

Pucynok 14 — IlatpynpHas Tpynna HamaaaeT Ha UTPoOKa

<) Unity 5.5.1f1 Personal (64bit) - ity - RPG - PC, Mac & Li <DX11> - oIEl
File Edit Assets GameObjet Component Mobilelnput Window Help
© FIESAIa] CermEen

Pucynok 15 — IlaTpynbHas rpynmna oTcTynaer B 0€30MacHyIo 30HY
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Q Unity 5.5.1f1 Personal (64bit) - ity - RPG - PC, Mac & Lit <DX11> - o IEl

File Edit Assets GameObject Component Mobileinput Window Help

Pucynok 16 — OxpanHas rpynmna, K KOTOpOil OTCTyHaeT naTpyJbHas rpymnmna

6) Eciu mopmoiitu 6J1M3KO K 30HE, TO 00€ TPYMIbl HAlaayT Ha MIrpoKa

(pucyHnok 17)

Q Unity 5.5.1f1 Personal (64bit) - ity - RPG - PC, Mac & Lit <DX11> - o IEH

Pucynok 17 — OxpanHas u OTCTyNUBILAs MAaTpyJIbHAas TPYIIIbI HANaAal0T Ha

UTpOKa

7) IlatpynpHass Tpymma 4Yepe3 HEKOTOPOEe BpeMs BEpHETCS K

NaTpyJIUPOBAHUIO
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IIpu sToM pemenue o6 atake y rpymmbl paBHo 0.34, a pemieHue 06
orctymienun 0.41. CnemoBaTenbHO Tpyla HE HAMaAeT Ha UIPOKa

cama (pucyHok 18).

File Edit Assets GameObject Component Mobileinput Window Help

Pucynok 18 — IlatpynpHas Tpynna HEe HanaJaeT Ha UTPOKa
8) IlogxoauM K NPOTUBHUKY-pa3BEAYMKY, OH HAYMHAET OTCTYyMNaTh K

Omkaiiiieit 6e3onacHoi 30He (pucyHok 19)

File Edit Assets GameObject Component MobileInput Window Help

Pucynok 19 — PazBequuk oTcTynaer k 6€30macHoi 30He
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9) K mecty BcTpeuu pa3zBeIuuKa ¢ UTPOKOM MPUXOJIUT OXpaHHas Tpymna

(pucyHnok 20)

File Edit Assets GameObject Component MobileInput Window Help

Pucynok 20 — OxpaHnHasi TpyInmna npoBepsaeT MECTO BCTPEUHU

B pesynprare  Obum  pa3paboTaHbl M MPOTECTUPOBAHBI  BCE

CIIPOCKTHUPOBAHHLIC AJITOPHUTMBI ITOBECACHHA IIPOTUBHUKOB.
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JAK/TIOYEHHE

B Xxome BBIOTHEHWS BBIMYCKHON KBalu(pUKAIMOHHOW paboThl ObLTH
pa3paboTaHbl aIrOPUTMBI TPYIIIOBOTO TOBEACHUS MPOTHBHHUKOB M JOKa3aHa UX
paboToCIOCOOHOCTH HA MPOTOTHUIIE UTPHI B xKaHpe RPG.

bl mpoBegeH  aHanmM3  MpeIMETHOW  00MacTM W PacCMOTPEHBI
CYIIECTBYIOIIME aHaNOru. lIpu cpaBHEHMH aHAIOTOB OBLTH BBIICIEHBI WX
HEOCTATKH.

PazpaboTka Wrpel W alropuTMOB Bellach Ha WTPOBOM JBMXKKe Unity c
MoMOIIIbIO si3bika C# B MHTErpaninoHHOM cpefe pazpadotku Visual Studio 2015.

B pesynbrare BBITIOJHEHUS! BBHITYCKHOW KBATH(HUKAIIMOHHON pabOTHI OBLIH
CIPOCKTHUPOBAHBI M pa3pabOTaHbl 3 aqropuTMa MOBEACHUsS, KKl U3 KOTOPBIX
KOHTPOJIUPYET OMpEEICHHBIN TUT rpynmbl. Pabota B momHOM 00BeME OTBEYaET

Tpe6OBaHI/I$IM TCXHHUYCCKOI'O 3aJaHu.
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10.

CHHUCOK UCITOJIB3YEMbBIX HCTOYHUKOB

KomnbelorepHass wurpa [DnekTpoHHBIM pecypc] — Pexum pocryna:
https://ru.wikipedia.org/wiki/KommnbrotepHasi_urpa, cBodoansiii, 22.05.2017r
— 3arJi. ¢ ’KpaHa.

KomnbrorepHas posieBas urpa [DneKTpoHHBIM pecypc| — Pexum npocryna:
https://ru.wikipedia.org/wiki/KommnbroTepHas_poJieBas urpa, CBOOOJTHBIN,
22.05.2017r — 3aru. ¢ 3KpaHa.

Diablo 3 [D7eKTPOHHBIM pecypc] — Pexum J0CTyma:
https://ru.wikipedia.org/Diablo 111, 22.05.2017r — 3ari. ¢ skpaHa.
S.T.A.L.K.E.R.: Yuctoe Heb0 [DnekTpoHHBI pecypc] — Pexxum mocryna:
https://ru.wikipedia.org/S.T.A.L.K.E.R.: Uucroe ne60, 22.05.2017r — 3aru.
C JKpaHa.

Warcraft 3 [ OneKTpOHHBII pecypc] — Pexum JOCTyIA:
https://ru.wikipedia.org/ Warcraft IIl: Reign of Chaos, 22.05.2017r — 3arm.
C JKpaHa.

Unity [DJIEeKTPOHHBI pecypc] — Pexum JOCTYyTIA:
https://ru.wikipedia.org/Unity (urpoBoit aBmxok), 25.05.2017r — 3arm. c
HKpaHa.

Unreal Engine  [DOnekTpoHHbli  pecypc] —  Pexum  nmocryna:
https://ru.wikipedia.org/Unreal Engine, 25.05.2017r — 3ar. ¢ skpaHna.
CryEngine 3 [OnmekTpoHHBIM  pecypc] —  Pexum  goctyma:
https://ru.wikipedia.org/CryEngine 3, 25.05.2017r — 3ari. ¢ skpaHa.

C# [D51eKTpOHHBIN pecypc] — Pexum IOCTyIa:
https://ru.wikipedia.org/C_Sharp, 25.05.2017r — 3ari. ¢ sxpaHa.
OOBEKTHO-OPHEHTUPOBAHHOE MPOTPaMMHUPOBAHKE [DNEKTPOHHBINH pecypc]| —
Pexum JOCTyTIA: https://ru.wikipedia.org/wiki/O6bexTHO-
OpPUEHTUPOBAHHOE MPOrpaMMHUpOBaHKe, cBOOOAHBIN, 22.05.2017r — 3armn. ¢

HKpaHa.
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1.

12.

13.

14.

JavaScript [D1eKTpOHHBIN pecypc] — Pexum JOCTyIA:
https://ru.wikipedia.org/JavaScript, 25.05.2017r — 3aru. ¢ skpaHna.

Microsoft Visual Studio [OnextponHsiii pecypc] — Pexum goctyna:
https://ru.wikipedia.org/ Microsoft Visual Studio, 25.05.2017r — 3arm. c
IKpaHa.

Unity: PykoBoactBo [DnekTpoHHBIM pecypc] — Pexum goctyna:
https://docs.unity3d.com/ru/530/Manual/CreatingAndUsingScripts.html,
cBOOOHBIH, 22.05.2017r — 3ary. ¢ skpaHa.

Artificial Intelligence For Games/ lan Millington — Morgan Kaufmann
Publishers, 2006. — 895c.
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HPUJIOKEHUME A. IUCTUHI

ANTOpPUTM MOBEICHHSI TATPYJIBHON TPYIIIIBI.
PatrolGroup.cs

public class PatrolGroup : MonoBehaviour
{
//06bABNAEM NepeMeHHble
Groups.Group group = new Groups.Group();

public void SetGroup(Groups.Group group)
{

}

public List<Vector3> patrolPoints;
Vector3 destPoint;

Vector3 curRaPoint;

int runawayCD;

bool isMoving;

bool isRunawaySet;

this.group = group;

//VMHuumannsmpyem Heob6xoaumble nepemeHHble
void Start()
{

patrolPoints = new List<Vector3>()
{

new Vector3(27,0,19),

new Vector3(40,1,26),

new Vector3(24,0,57),

new Vector3(50,0,46),
¥
runawayCD = 0;
group.curState = "patrol"”;
isMoving = false;
destPoint = transform.position;
isRunawaySet = false;

CalcStartParams();
}

// O®yHKUMA BbI3bIBAETCA KaxAapll Kaap
void Update()

//Ypanaem M3 cnucka rpynnbl YHUYTOXEHHbIX MPOTUBHUKOB
for (int i = ©; i < group.charsList.Count; i++)

{
if (group.charsList[i].IsDead())
{
group.charsList.Remove(group.charsList[i]);
__i;
}
}

if (group.charsList.Count == 0)

return;

}

CalcParams();
GroupRestoration();
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//NepekyeHne CcoCTOAHUN

if (group.curState == "patrol")
Patrol();

}

if (group.curState == "attack")
Attack();

¥

if (group.curState == "runaway")

Runaway () ;
if (group.curState == "awaiting")

Awaiting();

}
¥

//BbldUCNeHne CTapTOBbIX MapameTpoB AJ1A rpynnbl
void CalcStartParams()
{
group.maxHealth =
group.currentHealt

0;
h = 0;
group.agrolLevel = 0;
0;
<

group.fearLevel

for (int i = ©; i < group.charsList.Count; i++)

{
group.maxHealth += group.charsList[i].enemyChar.maxHealth;
group.currentHealth += group.charsList[i].enemyChar.currentHealth;
group.agroLevel += group.charsList[i].enemyChar.agroLevel;
group.fearLevel += group.charsList[i].enemyChar.fearlLevel;
group.charsList[i].SendMessage("SetGroup”, group);

}

group.currentHealthPerc = group.currentHealth / group.maxHealth;

group.agroLevel = (group.agroLevel / group.charsList.Count) * (1 + 0.1 *
group.charsList.Count);

group.fearLevel = (group.agroLevel / group.charsList.Count) * (1 - 0.1 *
group.charsList.Count);

group.attackDecision = group.currentHealthPerc * group.agrolLevel;

group.runawayDecision = (1 - group.currentHealthPerc) * group.fearLevel;

}

//BbILWICﬂeHVIe napameTpoB rpynnbl, KOTOpble 6y/J,yT MeHATbCA BO BpeMA WUTrpbl

void CalcParams()

{
group.maxHealth =
group.currentHealt
group.agrolLevel =
group.fearLevel

)
=0;

)

OO T O

)

for (int i = ©; i < group.charsList.Count; i++)

{
group.maxHealth += group.charsList[i].enemyChar.maxHealth;
group.currentHealth += group.charsList[i].enemyChar.currentHealth;
group.agroLevel += group.charsList[i].enemyChar.agroLevel;
group.fearLevel += group.charsList[i].enemyChar.fearlLevel;

}

group.currentHealthPerc = group.currentHealth / group.maxHealth;
group.agroLevel = (group.agroLevel / group.charsList.Count) * (1 + ©0.02 *
group.charsList.Count);
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group.fearLevel = (group.fearLevel / group.charsList.Count) * (1 - ©0.02 *
group.charsList.Count);

group.attackDecision = group.currentHealthPerc * group.agrolLevel;
group.runawayDecision = (1 - group.currentHealthPerc) * group.fearLevel;

group.size = group.charslList.Count;

}

//BoccTaHoBNeHMe 340pOBbA FpynMbl, €C/U OHM HaxopATcA B 6e30MacHoi 30He
void GroupRestoration()
{
for (int i = ©; i < group.charsList.Count; i++)
{
if (Vector3.Distance(group.charsList[i].transform.position, curRaPoint) <
4 && group.charsList[i].isRestoring == false)
{
group.charsList[i].InvokeRepeating("SafezoneHealing", of, 1f);
group.charsList[i].isRestoring = true;
}
else if (Vector3.Distance(group.charsList[i].transform.position,
curRaPoint) > 4)
{
group.charsList[i].CancelInvoke("SafezoneHealing");
group.charsList[i].isRestoring = false;

}

//DeicTBNA rpynnbl B COCTOAHMM NaTpPyanpoBaHuWA
void Patrol()

{
int p;
if (isMoving == false && Random.Range(©, 300) < 1)
{
p = Random.Range(®, patrolPoints.Count - 1);
destPoint = patrolPoints[p];
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].Follow(destPoint);
}
isMoving = true;
}
for (int a = ©; a < group.charsList.Count; a++)
{
if (Vector3.Distance(group.charsList[a].transform.position, destPoint) < 3 &&
isMoving)
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].EndFollow();
}
isMoving = false;
break;
}
}

//nepexon Ha aTaky
if (IsPatrolToAttack())

{

isMoving = false;
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group.curState = "attack";
return;

}

//nepexon Ha nober
if (IsPatrolToRunaway())

{
isMoving = false;
group.curState = "runaway";
return;

}

}

//DencTBuA rpynnbl B COCTOAHMM aTakwu
void Attack()

{

for (int i = ©; i < group.charsList.Count; i++)

{
group.charsList[i].SendMessage("Attack");

}

//nepexon Ha oxupaHue

if (IsAttackToAwaiting())

{
group.curState = "awaiting";
return;

}

//nepexoa Ha naTpy/vMpoBaHue

if (IsAttackToPatrol())

{
group.curState = "patrol";
return;

}

//nepexon Ha nober

if (IsAttackToRunaway())

{
group.curState = "runaway";
return;

}

}

//DeicTBNA rpynnbl B COCTOAHMM OTCTYMJIEHUA
void Runaway()
{
Vector3 raPoint = Groups.safezonePoints[0];
if (isRunawaySet == false)
{
for (int i = @; i < Groups.safezonePoints.Count - 1; i++)
{
if (Vector3.Distance(raPoint, group.charsList[@].transform.position) >
Vector3.Distance(Groups.safezonePoints[i + 1], group.charsList[@].transform.position))

{
}

raPoint = Groups.safezonePoints[i + 1];

}

curRaPoint = raPoint;
isRunawaySet = true;

}

for (int i = @; i < group.charsList.Count; i++)

{
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if (group.charsList[i].IsDead() == false)

group.charsList[i].Follow(curRaPoint);

}

else

{
}

group.charsList[i].EndFollow();

}

//nepexon Ha oxupaHue
if (IsRunawayToAwaiting())

{
for (int i = ©; i < group.charsList.Count; i++)
{

group.charsList[i].isRunawayBlocked = true;

}
//Bki4eHne 610KUMPOBKU OTCTYNAeHUd
runawayCD = 15;
InvokeRepeating("RunawayCountDown", ©f, 1f);
group.curState = "awaiting";
return;

}

}

//DencTBuA rpynnbl B COCTOAHUM OXMAAHUA
void Awaiting()

{
for (int a = ©; a < group.charsList.Count; a++)
{
if (Vector3.Distance(group.charsList[a].transform.position, curRaPoint) > 2)
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].Follow(curRaPoint);
}
}
else
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].EndFollow();
}
break;
}
}

// npoBepka nepexoja Ha aTaky

if (IsAwaitingToAttack())
{

group.curState = "attack";
return;

}

// npoBepka nepexoga Ha naTpyauMpoBaHue
if (IsAwaitingToPatrol())

{

group.curState = "patrol”;
return;
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}

//0TcYyeT 670KMPOBKM OTCTYNNEHMUA
void RunawayCountDown()

{
if (runawayCD > ©)
{
runawayCD -= 1;
}
if (runawayCD == 0)
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].isRunawayBlocked = false;
}
CancelInvoke("RunawayCountDown");
}
}

#region MNpoBepka nepexoaos

//naTpynb -> aTaka
bool IsPatrolToAttack()

{
for (int i = ©; i < group.charsList.Count; i++)
{
if (group.charsList[i].isAttacked == true)
{
return true;
}
}
float attackCount = 0;
for (int a = ©; a < group.charsList.Count; a++)
{
if (group.charsList[a].InAgroRange())
for (int i = ©; i < group.charsList.Count; i++)
{
if (group.charsList[i].enemyChar.attackDecision > 0.5)
attackCount++;
}
}
attackCount /= group.charsList.Count;
if (group.attackDecision > @©.5 || attackCount > 0.5)
{
return true;
}
}
}
return false;
}

// naTtpynb -> nober
bool IsPatrolToRunaway()

{

float runawayCount = 0;
for (int i = @; i < group.charsList.Count; i++)

{
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}

if (group.charsList[i].enemyChar.runawayDecision > 0.5)
runawayCount++;
}
runawayCount /= group.charsList.Count;

if (group.runawayDecision > 0.5 || runawayCount > ©.6)

{
}

return false;

return true;

//aTaka -> naTpynb
bool IsAttackToPatrol()

{

}

int patrolCount = 0;
for (int i = ©; i < group.charsList.Count; i++)
{

if (group.charsList[i].InAgroRange())

{
patrolCount++;
}
}
if (patrolCount == 0)
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].EndFollow();
group.charsList[i].anim.SetBool("isAttacking"”, false);
}
return true;
}

return false;

//aTaka -> nober
bool IsAttackToRunaway()

{

float runawayCount = 9;
for (int i = ©; i < group.charsList.Count; i++)

{

if (group.charsList[i].enemyChar.runawayDecision > 0.5)

{
}

runawayCount++;

}

runawayCount /= group.charsList.Count;

if (group.runawayDecision > 0.5 || runawayCount > ©.7)

{

for (int i = ©; i < group.charsList.Count; i++)

{
}

return true;

group.charsList[i].anim.SetBool("isAttacking"”, false);

}

return false;
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// aTaka -> oxugaHue
bool IsAttackToAwaiting()

{
float attackCount = 0;
for (int i = ©; i < group.charsList.Count; i++)
{
if (group.charsList[i].InAgroRange())
{
attackCount++;
}
}
for (int a = ©; a < group.charsList.Count; a++)
{
if (attackCount == @ && group.charsList[a].isRunawayBlocked == true)
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].anim.SetBool("isAttacking", false);
}
return true;
}
}
return false;
}

//nober -> oxupgaHue
bool IsRunawayToAwaiting()

{
for (int a = ©; a < group.charsList.Count; a++)
{
if (Vector3.Distance(group.charsList[a].transform.position, curRaPoint) < 2)
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].EndFollow();
}
isRunawaySet = false;
return true;
}
}
return false;
}

//oxnpaHve -> aTaka
bool IsAwaitingToAttack()

{
for (int i = ©; i < group.charsList.Count; i++)
{
if (group.charsList[i].InAgroRange())
{
return true;
}
}
return false;
}

//oxnpaHve -> naTpynb
bool IsAwaitingToPatrol()

{
for (int i = @; i < group.charsList.Count; i++)

{

if (group.charsList[i].isRunawayBlocked == false)

{
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return true;

}
}
return false;
}
#endregion

ANTOpPUTM MOBEICHHUS OXPAHHOW TPYIIIIBL.
SafezoneGroup.cs

public class SafezoneGroup : MonoBehaviour

{

//06bABNEHNE NEepeMeHHbIX
public Groups.Group group = new Groups.Group();

public void SetGroup(Groups.Group group)
{

}

public bool isEntered;
public Vector3 checkPoint;
bool isMoving;

this.group = group;

//MHnumannsauma nepemeHHbIX
void Start()
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.maxHealth += group.charsList[i].enemyChar.maxHealth;
group.currentHealth += group.charsList[i].enemyChar.currentHealth;
group.charsList[i].isRunawayBlocked = true;
group.charsList[i].SendMessage("SetGroup”, group);
}
group.curState = "awaiting";
isEntered = false;
isMoving = false;

}

// Bbi3biBaeTCA Kaxapli Kaap

void Update()

{
//Ypanaem M3 cnucka rpynnbl YHUYTOXEHHbIX MPOTUBHUKOB
for (int i = ©; i < group.charsList.Count; i++)

{
if (group.charsList[i].IsDead())
group.charsList.Remove(group.charsList[i]);
__i;
}
}
if (group.charsList.Count == 0)
{
return;
}

CalcParams();
GroupRestoration();

//NepekyeHne CcoCTOAHUN
if (group.curState == "attack")
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Attack();

}

if (group.curState == "awaiting")
Awaiting();

¥

if (group.curState == "check")

{
Check();

}

}

//BblduCneHne napameTpoB rpynnbl, U3MEHAKWMXCA BO BpPeMA Wrpbl
void CalcParams()

{
group.currentHealth = 0;
for (int i = ©; i < group.charsList.Count; i++)
{
group.currentHealth += group.charsList[i].enemyChar.currentHealth;
}
}

//BoccTaHoBNeHne 340pOBbA FpyMMbl, €C/M OHM HaxoZAaTcA B 6e30MacHoi 30He
void GroupRestoration()

{
for (int i = ©; i < group.charsList.Count; i++)
{
if (Vector3.Distance(group.charsList[i].transform.position,
group.spawnedPosisition) < 4 && group.charsList[i].isRestoring == false)

group.charsList[i].InvokeRepeating("SafezoneHealing", of, 1f);
group.charsList[i].isRestoring = true;

else if (Vector3.Distance(group.charsList[i].transform.position,
group.spawnedPosisition) > 4)

{

group.charsList[i].CancelInvoke("SafezoneHealing");
group.charsList[i].isRestoring = false;

}

//DencTBuA rpynnbl B COCTOAHMM aTakwu
void Attack()

{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].SendMessage("Attack");
}
// nepexop Ha oxuAaHue
if (IsAttackToAwaiting())
{
group.curState = "awaiting";
return;
}
}

//DencTBuA rpynnbl B COCTOAHUM OXMAAHUA
void Awaiting()

{

58



for (int a = ©; a < group.charsList.Count; a++)

{
if (Vector3.Distance(group.charsList[a].transform.position,
group.spawnedPosisition) > 2)

for (int i = ©; i < group.charsList.Count; i++)

{
group.charsList[i].Follow(group.spawnedPosisition);
}
}
else
{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].EndFollow();
}
break;
}

}

//nepexoa Ha aTaky

if (IsAwaitingToAttack())

{
group.curState = "attack";
return;

}

//nepexon Ha npoBepky

if (IsAwaitingToCheck())

{
group.curState = "check";
return;

}

//DencTBuA rpynnbl B COCTOAHUM MpPOBEPKHU
void Check()

{ if (isMoving == false)
¢ for (int i = ©; i < group.charsList.Count; i++)
¢ group.charsList[i].Follow(checkPoint);
gsMoving = true;
}

for (int a = ©; a < group.charsList.Count; a++)
{
if (Vector3.Distance(group.charsList[a].transform.position, checkPoint) < 2
&& isMoving)

{
for (int i = ©; i < group.charsList.Count; i++)
{
group.charsList[i].EndFollow();
}
isMoving = false;
break;
}

}

//nepexoa Ha aTaky
if (IsCheckToAttack())
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isMoving = false;
group.curState = "attack";
return;

}

// nepexop Ha oxuAaaHue
if (IsCheckToAwaiting())

{

group.curState = "awaiting";
return;

}
#region lMpoBepka nepexonos

//aTaka -> oxugaHue
bool IsAttackToAwaiting()

{
int attackCount = 0;
for (int i = @; i < group.charsList.Count; i++)
{
if (group.charsList[i].InAgroRange())
attackCount++;
}
¥
if (attackCount == 0)
{
for (int 1 = @; i < group.charsList.Count; i++)
{
group.charsList[i].anim.SetBool("isAttacking", false);
}
return true
}
return false;
}

//oxnpaHne -> aTaka
bool IsAwaitingToAttack()

{
for (int i = ©; i < group.charsList.Count; i++)
{
if (group.charsList[i].InAgroRange())
return true;
}
}
return false;
}

//oxupaHne -> npoBepka
bool IsAwaitingToCheck()

{
if (isEntered)
{
isEntered = false;
return true;
}
return false;
}

//npoBepka -> aTaka

60



bool IsCheckToAttack()

{
for (int i = ©; i < group.charsList.Count; i++)
{
if (group.charsList[i].InAgroRange())
{
return true;
}
}
return false;
}

//npoBepka -> oxuAaHue
bool IsCheckToAwaiting()

{
int attackCount = 9;

for (int i = ©; i < group.charsList.Count; i++)

{
if (group.charsList[i].InAgroRange())

attackCount++;

}

if (attackCount == © && Random.Range(©@, 400) < 1 && isMoving == false)
{

}

return false;

return true;

}

#endregion

}

AJTOPUTM MOBEACHUS MPOTUBHUKOB-PA3BETUNKOB.
Scout.cs

public class Scout : MonoBehaviour

{
//06bABNEHNE NEepeMeHHbIX
Groups.Group group = new Groups.Group();

public void SetGroup(Groups.Group group)
{

}

public List<Vector3> patrolPoints;

this.group = group;

Vector3 destPoint;
Vector3 curRaPoint;
bool isMoving;

bool isRunawaySet;
Vector3 checkPoint;

//MHnumannsauma nepemeHHbIX
void Start()

{
patrolPoints = new List<Vector3>()
{
new Vector3(27,0,19),
new Vector3(40,1,26),
new Vector3(24,0,57),
new Vector3(50,0,46),
3
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group.curState = "patrol"”;
isMoving = false;

destPoint = transform.position;
isRunawaySet = false;

group.charsList[0@].SendMessage("SetGroup"”, group);
}

// Bbi3biBaeTCA Kaxapli Kaap
void Update()

{
if (group.charsList[@].IsDead())
{
return;
}
//NepekyeHne coCTOAHUN
if (group.curState == "patrol")
Patrol();
}
if (group.curState == "runaway")
Runaway () ;
}
if (group.curState == "entering")
{
Entering();
}
}

//DencTBnA B COCTOAHWUM MATPYAMpPOBaAHMA
void Patrol()

{

group.charsList[0@].agent.speed = 9;

int p;

if (isMoving == false)

{
p = Random.Range(®, patrolPoints.Count - 1);
destPoint = patrolPoints[p];
group.charsList[0].Follow(destPoint);
isMoving = true;

}

if (Vector3.Distance(group.charsList[@].transform.position, destPoint) < 3 &&

isMoving)

{
group.charsList[@].EndFollow();
isMoving = false;

}

//nepexon Ha nober

if (IsPatrolToRunaway())

{
isMoving = false;
checkPoint = group.charsList[@].transform.position;
group.curState = "runaway";
return;

}

}
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//DencTBuA B COCTOAHUU OTCTYNNEHUA
void Runaway()
{
Vector3 raPoint = Groups.safezonePoints[0];
if (isRunawaySet == false)
{
for (int i = @; i < Groups.safezonePoints.Count - 1; i++)
{
if (Vector3.Distance(raPoint, group.charsList[@].transform.position) >
Vector3.Distance (Groups.safezonePoints[i + 1], group.charsList[@].transform.position))

{
}

raPoint = Groups.safezonePoints[i + 1];

}

curRaPoint = raPoint;
isRunawaySet = true;

}

if (group.charsList[@].IsDead() == false)
{

}
else

{
}

group.charsList[@].Follow(curRaPoint);

group.charsList[@].EndFollow();

//nepexon Ha BCTynJieHue B rpynny
if (IsRunawayToEntering())
{
group.curState = "entering";
return;

}

//DeicTBMA Npu BCTynAeHWW B rpynny

void Entering()

{
group.charsList[0@].agent.speed = group.charsList[0].walkSpeed;
GameObject newGroupGO = Groups.safezonePointsDict[curRaPoint];
SafezoneGroup newGroup = newGroupGO.GetComponent<SafezoneGroup>();
if (newGroup.group.charsList.Count != 0)
{

if (Vector3.Distance(group.charsList[@].transform.position,
newGroup.group.charsList[@].transform.position) < 4)

newGroup.group.charsList.Add(group.charsList[0]);
newGroup.isEntered = true;
newGroup.checkPoint = checkPoint;

Destroy(gameObject);
}
}
else
{
newGroup.group.charsList.Add(group.charsList[0]);
newGroup.isEntered = true;
newGroup.checkPoint = checkPoint;
Destroy(gameObject);
}

}

#region MNpoBepka nepexopos
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// naTtpynb -> nober
bool IsPatrolToRunaway()

{
if (group.charsList[@].InAgroRange())
{
return true;
}
return false;
}

//nober -> BCTynaeHue
bool IsRunawayToEntering()

{
if (Vector3.Distance(group.charsList[@].transform.position, curRaPoint) < 2)
{
group.charsList[@].EndFollow();
isRunawaySet = false;
return true;
}
return false;
}
#endregion
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